2021

r*Advanced Dungeons&Qragons*'

# “-«a ' <

JRAJON

®

ANCE

£




Adventures

by Tracy Hickman and Margaret Weis

The AD&D® game source hook for continning adventures in the world of Krynn.

THE; Tnc: TSR TTE Trd
FOB 736 i The Mill, Rathmore Road
Lake Genewvi, Cambridee CBL 4AD
Wl 33147 N, United Kingdom

ADVAHCCD DUNGCONS & DMAGONS, ADED, DRAGONLANCE, MCWND MOLIC, PRODUCTS OF YOUR IMAGINATION, and the TSR kego omo tiadenarks wwmet by TSA. Inc




Oedication

To Laura Curtis Hickman, my wife, for whom worlds were created.

- P —— M_———‘F"ﬂm
-::—.____P__,qw,._-é. = 3l

CReOITS
Continuity & Story: Tracy Hickman and Margaret Weis
Game Systems Design: Tracy Hickman
Editing: Mike Breault, with Jon Pickens
Proofreading: Jon Pickens, Warren Spector, and Margaret Weis

The DRAGONLANCE® Series Design ‘leam: ‘lracy Hickman (Series Concept), Harold Johnson
(Director of Design), Margaret Weis, Douglas Niles, Jeff Grubb, Larty Elmore, Bruce
Mesmith, Mike Breault, Roger Moore, Laura Hickman, Linda Bakk, Michael Dobson, Carl
Smith, Garry Spiegle.

Cover Art: Jeff Easley

Interior llustrations: George Barr

Cartography: Karen Wynn Fonstad, and Dennis Kauth
Graphic Design: Stephanie Tabat

Typography: Kim Janke and Betty Elmore

Keyline: Stephanie Tabat and Susan Myers

Special Thanks to
Dave Cook for advice on the AD&DY game system revisions and particularly the clerics system.
Jeff Grubh for his spell constructions, long support in the DRAGONLANCE? saga, and the Gods
of Krynn,

Doug Niles for his original compiling of the DRAGONLANCE saga source book and for writing
almost as many DRAGONLANCE modules as I did.

And thanks to all three for bailing me out when times got tough. The work of your hands shows
on every page.

Diistributed to the book trade by Random Ilouse, Inc:, and in'Canada by Randem House of Cagads, Lid.
Distribueed to the toy and hobby made by repional distriburors.
Diseribaired in the Linited Kingdom by TSH LK Led.
21987 3R, Inc. All Right Reserved.
O-HHOME-452-2

This waork is protecred under the copyrighe laws of the Tnited Seates of America, Any reproduction or unauthotized use of the marerial or
artwork presented berein is prohibited withour the expeess wiicten consent of T3K, Inc.

Prnted in the UL5.A,



PREFACE

At last...the world of Krynn!

Here you hold as much of Krynn as can be told in one book. The world
of the DRAGONLANCE® saga 15 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 information as we could into this volume, but it
still proved to be too large a task.

To fully recreate the world of Krynn, we recommend thar you read more
about this world—the DRAGONLANCE modules, the Chronicles ttilogy,
the Legends trilogy, and the anthology series of DRAGONLANCE Tales,
These not only give you a comprehensive picrure of the world and irs
inhabitants, bur they also provide rich desctiptions with which to color
your campaign. For more ci:tailcd maps of Krynn and many of its specific
envitonments, we direct you to Karen Fonstad’s Aclas 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 mle-pla_vin% game that it is. We have tried to avoid
duplicating marerial 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 nced to refer to other AD&D books from time to time. We
assume thar you have the Dungeon Master’s Guide and the Player’s
Handbook in order to play the pame. Other works, however, you may not
have, such as the Duageoncer’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 larter works you should not
wotty. The series should play just fine with just your Dungeon Master's
Guide and Player’s Handbook.

This book is written in a different format than the other AD&D
hardback books. The material thar is specifically related to the AD&D
game system ot to running a DRAGONLANCE campaign is placed in grey
boxes throughout the text. This means that the text is easicr to rcad and
the game references 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,
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Tracy Hickman
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“In the Ceadle of the Sky,

On Silken Starshune lay

We who svon upon the Face of Koynn
would as infant mortals play.”
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From the chans born you come.._the glori-
ous brilliance of the heavens surrounds you.
And the first glorious being vou encounterisa
wizard fumbling abour in his grey cloak.

“Eh? Well! I don'tseem to recall seeing you
wandering about the walms of the pods
before! Mever had much of 2 memory for
names. L suppose that it doesn’t much macer
since you don't lave one yer. Oh, not wo wor-
ry, not te worry, that will come in time, Every-
one gets a name you know, Hard to keep our
records straight here wichoue it

“I'm Fizban, Firban the Fabulous, but vou
can call me...er, well, whatever. 1 guess some
would call me the big guy around here, but
the truth of it is 2 bit more complicated than
that, 5till, | am here to help yvou pet on your
way into the fabuloos world that we have pre.
pared for you. ‘Iragedy and comedy, honor
and rmystery await you there!

“T suppose yoo will want o ger pour hear.
ings first, eh? Mot easy stepping out of the
chaos and trying to make sense of the new uni-
verse, is it Well never vou fear for you have

Fizbur the Feverles...er, Fasbar  the
Flaver...well; I am at your side every seep of
the way.

Yoo lets.lummrmen, This craey wisard @
my Favorite aspect, but Esee tha it is a bic dif-
ficult for you just now. Let’s oy something a
bit more like what you would expeee?’

The old man's robes flare suddenly with
striking rays of light. His form rises before you
transformed into the shining brilliance of the
greatese of benevolent dragons: Paladine,

The Tale Begins
Ondens of the Univense

In the begpnoing were the gods Fom
Beyond.

There, before the beginning, they dwele in
joy in the preseoce of the High God whose
children they were. It was there decreed rhar a
new time and place would come to be, Time
would there bepin again, spirits would live
and, in the course of time, new power would
come to be;

Tlige weie thie pillas upon which s woi-
verse was lorged: Good, Evil, and Neaumlin,
This was the great tiangle upon which all the
universe was brovght w be,

Reor, the Porging God, struck his hammicr
amidst the Chaos, Chaos slowed and the
sparks from his hammer became the stass,
From theit light came diverse spirits of all
types: some disposed to pood, some o evil,
and some to nearealicy.

The gods hegan oo quarret over these spir-
its. The Gods of Good wanted to nuroare the
spirits in the paths of righteousness and share
with them dominion over the universe. The
Gods of Evil sought ro make the spirts cheir
slaves wo do theic overy bidding. The Gods of
Meuwtrality sought a balance: to give the spirits
frecdom v choose for dicmsclves whelicr
they would serve Good o Eril.

A so the All-Saincs War raged amaong the
heavens, The Good and Neurral Geds com-
bined forces to keep Evil from a final victory.
Then spoke the High God from Ec}'unc{,
decreeing the Balance of the World. The Gods
of Good, BEvil, and MNeuteality would each be
allowed to bestow one gift upon the spiries.

The Gods of Good pave the spinis life and
physical fotm, Thus, the spicts paned control
over the material world and became more like
the Gods themselves, The Gods of Good
hopied the spitits would bting peace and order
o the worlds and lead them along rthe path ea
tighteousness.

The Gods of Bvil decreed thar these physt-
cal beings would hunger and chirst and have
to work o satisfy their needs, The Gods of Evil
hoped duat dhrough huoger and suffenog diey
could suljugace the races.

The Gods of Meurrality gave che spids the
gife of free will, o choose freely berween
Good and Evil, Thus did they preseove the
Balance,

And 5o the Gods created the world of
Eryon os g dwelling place for the spitics. The
High God decreed that cach spinic could
choose his own way through life. Then would
come death, the passage from Krynn to the
next state of existence,

The alighments of the
Gods

All of the universe seands upon the Great
Triangle - This forndation has alwavs exisced
and will exisr down thrangh the ages of time
and until the end of the world.

At the apexes of the erangles stand the
three anchors upon which the uvniverse is
built, These are known among men a5 Good,
Evil, and Newrralicy. It is into these positions
that the gods align themselves in their effore
e anintai pogiess in the uinverse dhey have
Dnought natw being,

=)

The pPlace of Mortals

Many races came into being from the spirics
that awoke. Firse were the elves, most favored
by the Gods of Good, Elves are the Shapers of
the world, possessing pood magic to bend nat
ure to theic will. They have the longest life
span of all the spirits; although they chanpe
the world, they themselves change very little.

The humin race is mose favored by the
Gods of Neutrality, although the souls of men
ate coveted by the Gods of hoth Good and
Fvil. Men can chonse freely herween good and
evil. Theirsharter time in the world isspenr in
striving for power and knowledge, They are
quick o think and o act—often withour con-
sidering the consequences. Thus men give the
world morion,

The race of ogres 15 most favored by the
Gods ol Evil, In the beglnnimng, the vgres were
the most beaudibul of the races, but they could
think only of their hungers. They were casily
enslaved by their needs, and their beauty van-
ished as their hungers devoured them. Ogres
are selfish and cruel; they delight in inflicting
pain and suffering upon the weals,

The High God created the founth class of
beings: the animals. He created them with a
balance of Good, Evil, and Neutralicy, and
th .y wete born of the world itself. Diragons are
the lords of the anmal kingdom. They are
free 1o chaose among the alignments of the
poicls

When the spirirs awoke ar the sounding of
Reone's hammer, many of them found their
way into the alienments of the gods through
their inherent natures. The elves were drawn
naturally oward the Good alignment while
the ogres were drawn o chat of Evil. The ani-
wvals ol the would were Neaual e aspect
and e silendy under the domain of the
Meutral gods.

llowever, most wondrous weie the spirics
called the Matan, meaning "Free-willed”
These were men who posscssed the ability to
choose their destinies, Mot placed at any of
the three poles of the gods’ triangle, humans
swing in the middle of the triangle from pole

. ta pole to pole, This choice and free agency

gives motion 10 the universse and propels i
toreard,

Not only does man give motion to the uni.
verie, but he also inspires the other races to
action. Thus these are the most prized of all
the sonils thar awakened
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the law of
Consequence

Each of the three alignments in the univese |

of Krynn espouscs its own philosophy. Thesc
philosophies are the roots of all moral action
in the world of Koyon.

1. Guud Redeemns its Own: Also known as
the Law of Paladine, this statement reflects
the approach of all the gods of Good in their
efforts to advanee tuth and knowledge in the
universe at large, Good seels ro forward its
goals and aims by redeeming and recalling the
lost members of its flock and bring about the
advancement of the universe by compassion
and justice,

2. Evil Teeds Upon Itself: Also known as
the Law of the Dark Queen, this refleces evil's
belief in natural selection theough the elimi-
nation of weaker beings: Chaotic Bvil's objec-
tive in the universe is the supremacy of might
without any moral considerations whatsoever.
Lawful Bvil's objectives are similar, but it seeks
to attain supremacy through che rigid applica-
tion of & moralicy of steength.

3, Both Good and Evil Must Exist in Con-
toast: ‘This is known as the Law of Gilean or
the Dacrrine of Shadow. This is the ptimaty
position of the Meurral gods who see the
diversity of hoth view poines as balancing one
another ‘on & universal scale. Should either
side dominate, Weutrals maintain, then the
universe would be either all light or all dark
without any contrasts o bring focus or pur-

pose. Meutral’s objective is unity in diversity.

4. The Law of Concequence: This tinal law
was given by the High God himself to rule
over all orher laws. Forevery law and rule that
1s obeyed there is o reward and blessing; for
every law transgreseed there is a punishment.
Blessings and punishments may oot come
abour immediarely, bur they ocour eventually,

A proper DRAGONLANCE® game bases
its campaigns and its morals azound these

 principles—promioting the power wl tuth

over injustice, good over evil, and grasting
good comsequences on good aces and bad con-
‘sequences foteyiladis, |
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Characters
in Krynn

Thase who find their way from the heavens .

t¢ their mortal exiseences upon the tace of
Kirynn receive their lots in life. This ic not 1o
say that this is all that a soul may become in
the world—far from it. Becanse of the gift of
the High God to all humanity, free will brings
ta the circles of the warld an infinite numbet
of people and viewpoines_ It & up to you 10
derermine who you become and what vou do,

Yet in the beginning you seart with & certain
lot in life—a classificarion as 1o who you ame
and what you may become, These classifics-
tions have existed since the beginning of tine,
Some of these charwerer types are wniversal
and exist oot only i Koy, boualse oo other
weorlds Tar from the sight and knowledge of
the Truc Gods. 5iill others arc unique o chis
world of Krynn and cxist nowhere clse in all
the universcs.

Standard Classes

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

to choose. Of those classes that are common to
meny different universes, the following are
possible for you in your sojoumn in Krynn,
These are types that are truly universal. Also
listed are those types that are unique o the
realms of Krynn—these appear in iralic type

Clerics (heathen): Clerics who worship
gods ather than the True Gods are considered
heathen cleries in the world of Krnn, They
are powerless and receive no blessings from
the gods. This class of characrers includes cler-
ics from other universes who have somehuow
come o Krynn by chance or design from those
other realms,

Druids (heathen): As with heathen clencs,
this refety wo tlar chass of druid thar has come
fiorn beyond . Kevon, They alse lose their
powees upon coming to Krynn,

Holy Orders of the Stacs: This title refers to
the three general categories of clerics char
serve the gods of this universe. These follow
the lines of Good, Bvil, ar Meureality, Within
these three divisions are found the clerics and
orders of each of the gods individually. Each
order does service to its god and pains its
powers dependent upon the spheres of influ.
ence which that god holds. ‘As there are six
sepatace gods in each of these divisions (nor
counting the gods of magic), there are oo
fewer than 18 separare True Gods who main-

tain a variety of orders each. Each has its own
power and sphere of nfluence thar deter-
mines the powers that its priests have.

Fighters: Those of might and weapons.
These do hartle for orhers af for theirown pur-
prses.

Barbarians: Savages of the wilds, Though
undisciplined in the wavs of civilized narions,
they are fierce warriors and have empathy with
narure, Barbarians in Koynn generally come
from the norchern ieaches of Egoth and e
Lradbards of Khuor

Rangers: Wilderness masiers, These folk
iravel the plains of Koynn far and wide and are
well versed in wilderness lose. They gencrally
come from MNordmaar regions as well as the
plains arcas aboue Tarsis and Abanasinia.

Cavalices: Moble Knighes of kingdoms.
These are abways found in seevice of individual
kingdoms and may be considered candidates
for the Knighes of Solamnia,

Palading: Knights in the cause of good,
Like cavaliers, these men are in single service
rather than to the greater Knighthood of the
Solamnic Oeders. Their obedience and fealty
i3 sworn not (o 4 monatch but to o deity of
good

Kaights of Salamniz: These are really three
distinet arders grouped into one. The orders
are the Knights of the Crown. Knights of the




tRavelers frRom the Beyonod
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Sword, and Kaighes of the Rose. A candidace
for the Order of the Sword must first have
attained certain fame as a2 Knight of the
Crown in order 1o be accepted. A candidate
tor Knight of the Rose must have done like-
wise 25 4 Knight of the Sword hefore being
accepted. These Knights and their Crders of
Honor have been alternately praised and
reviled thronghout history. They mamained a
sreadfase code of hanor and enforced it with
both might and justice chroughour their long
histary.

Magic-Users (renegade): There are those
magic-users who atcempt to utilize their
powers outside the moderating influence of
the Orders of High Sorcery. Those who do are
valled nmgic-users by the common folk bur
are referred w us icuepade wizards by those of
the Onder of High Sorery. These are camestly
hunted down by the order wo cotice them w
join the order or destroy them if they refusc,
Renegade wizards have a short life expectancy
on Krynn,

Mlusionists (eencgade): Renecgade illusion-
ists are those whose powets lic outide the
spheres of the three moons (see page 27).
They are treated the same way as muegﬂde
magic.users.

Wizards of High Sorcery: There are three
types of High Sorcery Wizards: White Robe
wizards, Hed Hobe wizards, and Black Robe
wizatds. They contral all magic on Kepnn.

Thieves (Handlers): Here is a fellow whe
will steal from anyone, In most Krmn soci-
eties, this type of behaviar is not only con.
demned but punished severely. The only
‘exceprions to this rule are the kender. These
diminutive people, while embodying the
trits aud abilivies of cthicves. call themselves
"handlers’ since the term thief denotes one
who steals for gain, Handlers, on the other
hand, do not steal for pesonal gain, buc sim-
ply out of an cutrageous curivsity about cyery-
thing and everyone at all times. Kender
handlets arc just as likcly to lcave something
behind as to take something new, Sce Kender
{page 51} for 2 more complete descriprion of
this race. _

Thief! Acrobats: These characeess not only
have certain sleight-of-hand skills of chieves
but alse the additional capabilities of acrobat:
ic movement,

Cravelenrs from
the Beyond

One of the many wonders in the universe 1s
the question of whete the inhabitanes of
Krynn come from. Are some not of Reork's
forging at the beginning of time? Many have
been the ramors of travelers who have crossed
the void of the night sky or come by hidden
pachs from worlds not of Krynno.

I you find youmself face to face with onc
wha is nor of Krynn, be wary! Strangers may
not understand your customs or your think-
ing.

Those who come to Krynn from ocher
worlds may find more than they bargained
for, The gods of Krynn have secured their
world against such incursions for fear of upset-
tng the balaoce of the world. There is2.1%
per day cumulative cluance thara characrer vis-
iting Kryno from other wolds canmot requm
across the void to his home world. This per-
centage i checked any dme an stempt is

made, Those failing this check remain on-

Kryan, This percentage never gets any higher
then 98%.

Ancther problem is that Kryon's systems of
gavernment and finance are different from
most of these in the known universes, What
may be great wealth in other worlds is worth
little here. The gods of Krynn are unlike those
i other realms and do not readily recognize
worshipers from other worlds. Renegade wiz-
ards who demonstrate power without having
firsr passed the Test of High Sorcery (see page
A7 are huneed by all members of that order in
Krynn and brought befare the council for jus-
Tice,

Thieves who may find easy pickings else-
where discover that law and justice in che cirles
of Erynn are swift and complete, Those few
voyagers who have traveled from Krynn into
the worlds beyond repon SUAnEE things
indeed, Goomes [od that there i & 103 %
chance of failure for their devices whenever
the gods of that realm take a dislike to them.
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gain r:pr:r:mre poines and go up.in levels

than it is for thise whe are truly first level.

If the cavalier ot paladin returns to his origi-
nal world, he can assume either his previous
experience points and level or use those he
acquired g5 2 Knighe of Solammia (whichever
15 higher).

Magic-Users/ Hlusionists: Moo determina:
tiva ol which grder the magic-user will follow
is made before he readhes 3d level {sec Wis-
ards of High Sorcety, page 27). The Wizards
of High Sc:ec:].' make no clear-cut distinction
beoween magic-uscts and illusionises, a5
oppcm:d to the situation in many ﬂD&D@
pames; What wizards-are ot believe is pretey
much left up o them prior to 3d level.

Magic-users and illusionists from other
campaigns and who are over 3d level are
immediately brarded as renegades. The rles
for renepade wizards are found in the Wizands
of High Sorcery. They must either join the
order of be hunted by them: Ir s almaost
s-ijw's}rs.-a-quick- and tragic end for renegades
unless they jan the arders.

Characters of nther classes: revert o their
major classes when they enter Krynn, with
experience points equal o the mid-point of
their current level. Monks. for example,
become h:ath!.‘.ﬂ clerics of Uqual level, Theie
AIT N0 A55i5sn ChaTacters, 1 in iy, These
would become thicves,

General Limitations
in Knynn

Player tharacters in other woilds can
advance to unlimited levels; bur nor in
Krynn, Once a player chatacter advances
bevond 18gh level, che gods ocEK.q'nn Feal r.h:;
it i time co feassign him to'some other world.
Fortunately for the lovers of Krynn, advance-
ment beyond 18th level is not mandatory,
Your PC has the unique ahility 1o refuse such
advancement fand rherehy stay within the
world of Krynn). It is up to you,

Those few individuals who remain in the
" world beyond 18th level do so cither by special
permission of the gods or by unnarirsl means.
The priviledged few include such beings ws
the Dragon Highlords of 'I.hn' qu:cu of Dark-
tiess ot Raistlin, Takhisis is- always out o
destroy the balance of the world, This i wnot to
sy that sho g[ants such boons, m:hﬂu
reason, The rule is that PCs who
remain in Keynn must forfeit any ndmu
merit bevond D8t level regardless of elass; if
they advance beyond thar, the gods remove
them from Krynn,

What's Your alignment?

This question comes up often in AD&D

games. Alignment in Krynn has imporeint
effects thac are: very different from 2 standard

AD&D campaign. ‘The types ot spells availa-

ble to a magic-user of cleric and the abilities of
a Knighe of Salamnia are all affected hy the
character’s alignment. In mase AD&T cam-
paigns, the player chonses the-alignment of
his PG and theén rries to dct accordingly. Align-
ment in Krmn is handled differently, The
alignment of a PC is derermined by his
actions. not the other way around,;

Characters in Krynn declare thrir moraf
ﬂf@nm:nﬁ-{gudﬂ'; neuoal, or evil) ae the
bepinning of the game, chough sunectnes
characrer chass derermines the stariog wlizn.
ment. For example, Knights of Solamnia who
biegin as Knights of the Crown have thcit mat-
al alignment set for them inically as good,

DiMs can usc the Character Alignment
Tracking chirt at the back of the book (page
114} to keep track af cach PC’s moral align-
ment &5 it changes sccording to the PCs
actions, Each-PC'% moral alignment stare dt
the midpoint of his chocen alignment on the
chatt, Bach time the PC performs an action
that the DM decides is ougside the bounds of
the PC's curtencalignmient, the DM marks the
P’ new alignment. position an the chart
from 1 to 3 points in the! r'Ilr.rn:r!nr: of the
acrion perfarmed

Ag a characrer shifs alipnmient. he pasies
into 4 grey atea berween the alignments. This
area warns the PC that his actions are not in
line with the beliefs of his ahgnmmc Achar-
acrer ‘who enters 4 grey arca incurs the follow-
ing cffcers:

Attuck : =1 1o hit opponent
Dieferise +1 to own ammer class:
Wizard Spelly 1096 fails 1o eeeall *
Cleric 'Epﬁi]:s 10% fails w recall

* When'« wizard attempts to se any spell,
toll 14100, If the result is 10 or less, thén the
spell simply cannot be recalled: rmr:i’du:s 116l
function, Mote that the player would nov
know about thie until the PC faild to casta
spell.

Clerics can nlsn fail to m:ail #apell in the
same way. In addition, clefical spells thar are
spec:al to the god the cleric serves (e.g.. heal-
ing spells to Mishakal) | have's 20% chance of
not being acquired for the day. Knights of
Solamniz who have clerical spell-casting abili-
tics are ilsu subjert to this penalry.
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When a FC's aligmment pases lum the
giey, drck inw anotlick al.t;:,rm'lus:mT shifi ithe
characeer’s aligament to the midpoint of the
new alignment. (The penaltics for being
the transition arca berween alignments g0

away, but now the PC is'subjcct to- the stric-
tures of his new: ai;gnm-:n: J¥or example, ifa
character’s alignment just passed from the
grey ares between good and neutral into the
area of neurral, mark his alignment in the
middle of the neutral area. This prevents a PC
from bouncing back and forth berween align-
Ments (oo easily. It also-makes him waork hard
it e wants to regain his oid alignmenc. When
2 change i alignment accurs, do nor inform
the player thar his PC has juse changed n[rgr:.
ment. Waituntil hie tties to perfarm an action
thar ::Irpmds on hisalignment, then tell him
it daesn’t work. Ir's up o the player o realize
what happened and how to fix it.

Chnngcs of ahgnm:m can have drastic con-
sequences ‘for cerain character classes, Clerics
who change their alipnmen are considercd
fost and immediarcly lose two levels and all
their. spell-visting abilities ungil they cither
gepent of find ancther god 1w serve. Wizands
who' gain their magic by the grace o‘f the
moons of magic and who then become rene-
gadn‘:! (scc page 36) also losc two levels, In the
casc of wizards, however, they reverr to the
rabes of their new alignment and do not have
to seek olr new POWELS 25 do cletics. Knights
ofghlmn:n lose position and abilities by fall-
ing from grace—they become fightes until
they redesm themselves.

Of course, doing deeds that are in line with
their old alignments tend o shift them back,

The special abilities and aids that each of
the Cirders of Knights hestows upon its mem-
bers are direcely dependent upon how well
each Knight follows the taws af his nrg-.trum
tiom. i
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Knights of
Solamnia

The Knights of Solamnia were once the
greatest order of chivalry in all the history of
Erynn. Mow their entire way of life shifts in
precarious balance between the Code of Hon-
or and the truch of whae the world has
become,

The Orign
of the Knights

The Knights came into being nearly 7,000
vears before the War of the Lance, during the
Age of Dreams, rising like 2 phoenix from the
ashes of the empire of Ergoth.

Viuus Solumnus, commander of the
Ergothian Empeor's Paluce Guard, set forth
From e capital city ol Daldgorh o squash 2
echbellion brewing in the oordicaster reaches
of the cmpire. [However, Solamnus, 2 teug and
honorable man, found that the rebellion was
well justified. Selamnus called his woops
together and presented the case of the people.
Any knights whe believed in the cause of the
rebels were entreated to stay. These who did
net wete given leave to recurn to Daliigodh,
Even though his men knew that doing so
meant exile and possibly death, most chose o
stay with Selamnus,

Thus began the Wit of lce Tears. Although
Ergoth was in the grip of the most terrible
winter ever chranicled, Solamnus and his ded-
icated ammy of knights and frantier nobles
marched on Dalrigoth and laid siege to it
Solamnus personally led daring raids inen the
city, Within two months, the capital fell as a
revolo of the people forced the emperor to sue
{or prace. Asa resule, the northeastern plains
of Etgoth, from the Vingaard Mountains to
the Estwild, gained i independence, The
gratcful people of that region Jiose Vinas
their king and named their new counuy
Solamnia in his honor Alchough it never
attained any great power during the rest of
that Age, Solamaia became synonymous with
honesty, integrity, and fierce determination.

Vinas knew that those who followed him a5
rulers of Solamnia mighe not be as honorable
as he. Thus he orpanized the Knighes of
Solamm.

The tale of their otigins is bound up in the
story of the Choest of Honor that tells of Vinas
Solamnus’s journey in search of toe honer.

The story wene somerhing alang these lines.

{EEL__\‘@D

In dhe year 1223 PC, following his coronation
a5 the king of Sulwnma, Vinas Solamnus was
beseeched by the Lords of the Northern
Reaches. They had recendy broken [om the
wyranny of Ergoth and now looked o Solumn-
nus (o unite them. Solamnus could not see
how this could be done in the light of their
conflicting ideals and customs, So it was chat
he set off on o quest to find the answer to his
dilemma, He left the united kingdoms in the
hands of his lieutenanes and journeyed ine
the wild.

Afrer many weeks of searching and rial, he
rame ar last to Sancrest lsle. There in thar wild
plice he found a glade and offered supplica-
tion ta the gads on a hlack granite scone in the
center of the clearing. Three of the pads of
good seon came to him: Paladine, the god of
balance, justice, and defense; Kiri-Jolith, the
god of just warfare: and Habbakuk. pod of
good nature, loyalty, and the elements,

I uhn glade did chey outline far Yings the
model of a Kniglnhood thac would lase down
the cenmuries. Three sepaae Onders would
balance one another wid ligh ideals, cach
pattcencd afrer the ideals of e gods who
came to Vinas's aid that day. Some versions of
the tale say chat Vinas was also shown the
downfall of the Knighes; other versions tcll of
the Knighthood tising again and again n
time of need,

Az a final blessing, the gods wansformed
the stene before Selamnus into a pillar of
cranglucent white erpstal, This sanctified the
glade and sealed the unicy of these three gods
in theit commicment to uphold the Knighe-
hoiod 50 long as the Knights walked in honor
and worrthiness.

Two other legends relaring o Salamnia and
the Knights come from this periad of time
Bedal Briphtblade was 2 hero said to have
foughe the desert nomads to a standseill, hold-
inp @ pass inco Solamoia singlehandedly uneil
help came. His sword Brightblade was said to
be of dwarven miake and never ruseed ar
dulled despice vigomuws wse, His wmb is
somewhere in the far southern mowmains o
an unknown location. It is rumored that Bedal
will return to aid Solamnia in ies time of need,
Sturm Brigheblade, of great renown during
the War of the Lance is said co be & distane
descendant of this legendary figure.

Huma Dragonbane, known as the most
pertect of the Enights, gathered together a
group of heroes to destroy the dragons and
drive them from cthe lands of Solamnia,
Huma's legend, compiled by the great elven
bard Cluevalen Soch, is fragmented now,
Many doubr thar Huma ever teally existed:
But the story of the last battle between Huma
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and the Gueen of Darkness isstill told, along
with the tragic love Huma hare for 2 silver
dragon.

Huma managed 10 slay the evil dfagon-
leader with the silver dragon’s help, but in
duing so he sustained a mormal wound, By
some accounts, Huma died on the field of bat-
tle; ochers, however, say that e lingered for
days in such pain that the pods themselves suf-
fered in sympathy, inflicting cerrible dhunder-
storms upon the land. To this day, you find
people who claim that lightaing and thunder
strike the land in memory of Huma's agony.,

Huma was buried with grear reverence, and
for many years those who aspired to join the
Koights made’ pilprimages to the tomb of
Huma, which—so lepend had it—was carved
in the shape of 2 silver drapon. As the wotld
descended into evil, the road to Huma's tomb
hecame datk and dangerous to travel. Soon,
penple hegan 1o question Huma's very esxicts
ence: the location of the tomb and his bady
were forgotten. During the War of the Lance,
the Tomb was azain discovered and wirh ir rthe
source of the special meeal used to forge the
{abled Dragonlances. Though the tomb was
found, Hurna's remains were not discovered,

Througlt wars with burdering stares, the
Third Drapon War, wnd Solunnia’s subse
quent tise o power during the Ape of Might,
the Knights of Solamnia remained tue w e
model cstablished by their prear and long-
dead king,

Cataclysm
to Present

The Kingpriest of Istar broughe down the
wrath of the gods upon Keynn, and the gods
pumnished the people for their pride by casting
a fiery mountain down on the land. The
destruction and desolation cansed by the
disaster disrupted che world for months

Alchough their land had been spared the
worst of the blow, the people of Solamnia scill
suffered greatly during this time. Evil crea.
tures, long banished from Krynn, teourned o

the fand. Many of the Knighes perished fight-

ing the unkoown and uospeakable homors
that ravaged the countryside,

In the end, it was the commen people of
Solamnia who case the Knights in disprace,
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
Knights wete powerless, Rumors began to
spread thar the Knighes had foreseen the com-
ing of the Cataclysm and had done nothing to
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stop it. Some Knights, it was said, actually
intended to profit by the disaster and increase
their land holdings.

Indesd, thers was some trurh to these tales
but it was nor the Solamnic Order's doing.
Lord Sarh, 4 Knight of the Rose who niled in
the far northeast reaches of Solamnia at Dar-
gaard Keep had, in fact, been waned by his
elven wife of the calamicy that wes coming,

Burt Soth had dark scuicts wo keep, He had
wed the elf woman in secret though he was
already manicd wo  barren woman of human
royalty. Having fachered a child by the elf
wrman, he then murdeted his first wife and
claimed that she died in childbirth. The child
of the clf woman became his heir and he
claimed the elf woman as his lawdul wife,
When warned of the impending doom of the
world, Lord Soth rode forth with his loyal
Knights behind him. Yet waiting for him
along the way was a treop of elven clerical
women who stopped him They knew of his
dark deeds and persuaded Soth to turn back in
exchange for their silence.

Sath turned hack and the Cataclysm topk
place. The elf woman and his child were con-
sumed in 2 termible fire before Soth's very
thrane. He returned to the keep 1o find the
image of their bodles burned it the stone.
Mo rug would cover it withuw being con-
sumed, Mo brush would emove its stain,
Thus did Soth sit v his theone undil he, too,
died but pven then the pods would not grane
him iclief from his torment. His Knighes,
blind in their ohedienee o his will, remain
with him still as skeleton warriors. The elven
clerics reside there as well—banshees who sing
cach night to the fallen Knight of Solamnia,
telling of his fallen and never-ending punish-
meng,

The rermible deeds of this Knighe did greas
injustice to the Knighthood as awhole Refore
long, Knights were jeered in puhlic and open-
ly reviled. Darker acts wete also commirted:
Knights were foully murdered. their castles
and homes invaded, and cheir families slain or
driven inte exile. So it was that the Enighes
silently disappeared from the knowledge of
men. The Knights who remained found
themselves forced to roam the cuumuryside in
seceet and under fabse manes, lese they be dis-
covered. Still, they kept their ideals and their
honor, and did what they could co fight the
growing evil in the world. A few Knights whe
found Lhieir loss of starus intolerable left their
homeland and seteled across the waters on
Sancrist Isle. To this day, a strong group of
K nighes exists there, whi{e only covert organi-
rations survive within Solamnia.

The OrGganization
of the Knighthood

The organization of the Knighthood has
changed little from the Age of Might. The
Great Cirele of the Knighthood has long since
been moved from Vingaard Keep to is cor
rent home at Whitestone Glade on Sancrist,
with Castle Wistan nearby,

The Knighthood is ruled by the Lord of
Knights. This position, however, has heen left
vacant since the time of the Caraclysm due
primarily to the difficulties in calling @ Grand
Citcle of Knights tagerher insufficient num-
bers o elect 2 Knight from eligible candi-
dates. With the reestablishment of order
throughout the cantinent of Ansalon, the diy
af appointrent will soon be wt haod, The
position must be filled by one of the High
Knights: either the High Warior, the High
Clerist, or the High Justce, A¢ lease 75% of
the cuablished Circles of Knights muse send
twu fepresentatives o votc at the Grand Cir
tle. Choce appointed, the Lord of Knights
scives for life unless he is found guilty of a
breach of honor by a Knightly Council,

The will of the Loed of Knights 15 carried
out by the High Knighrs through their respec.
tive Orders, The High Warrior commands the
Ortder of the' Rage; the High Clerist com.
mands the Order of the Sword; and rhe High
Guardian commands the Drder of the Crown.
These are nominated and elecred by members
of their own Orders wichour influence from
the ather reo orders. All Knightly Councils,
however, must be led by 2 contingent of three
ranking knights, one from each of the Crders
of Knighthood,

Individual colls of knights exise tirougliour
Ansalon. Some of these are in wuch with the
Grand Ciccle in Saucise, bur many sall arc
not. These groups of Kniphts cxist perma-
nendly in most wownships and all ciries
duoughout the tontinent. They are there to
give aid and receive the pledge of any local
Knights of Solamnia, Some of these Circles
exist apenly and are casy to find, Such Circles
are found in Sancrist, Palanthus, and ocher
places where the Knighthood has alwrays been
welcome, In places where the Knighthood is
still viewed suspiciousty (such as Nardmazr o
Tarsis] or even banned (as in any lands under
Dragon Highlord control), these Cireles exise
clandestinely and their meetings are held in
sECret.
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Circles of Knighthood
Mast Knights of Solamnia ae tequited w
forfeit much of their monetaty gains to the
to:their needs from the general coffers of the
Kauights of Solamaia, This is donc at any of
the sstablished Circles of Knighthood.
- This is not to say that such assistance Is very
great. Indeed, in the case of a Circle that is in
the o grasp of he Disgon Highloes te

=1
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s 10 e rol o 1410
his' Cirde able on

e amount and type
as parsicular Gircle

of aid that is available »
Con e
ﬁqm&ﬁlﬁuftfﬁs roll have the following
~ Coin; This s & modificr to the amount of
coimage @ Knight is entided to draw, As &
Kuight gtows in power, he is able o draw
morc and more from the coffers of the
Kaighthood forthe purposes of urthering the
goals of the Orders, {But using such funds for
purposts counter to the ideals of honor and
the Measute is cause for questioning the honor
of a knight,) s
Equipment: This gives the types of weap-
onsand armor available ae thae Circle.

Healing: There are three numbets listed.
These represent the numbet of cure light
wonnds, cure serious wounds, and heal spells
that-are available as potinns. Once used ar a
location, they are gone until replaced, Nor-
mally these are replaced up 1o these maxi-
mums at the rate of one per week, month, and
year, respeetively, ! _

* Ranking Authority: This lists the highest-
ranking authority who goyerns that particular
Circle. This may be important should a
KEmghtly Council have to be called.

“Note that a Enightly Council can be held
anywhere, including the wild, and does not
require a Circle of Knighthood to be binding
or official; The Circles of Knighthood provide
only an official place for such councils to be
held as well a5 a place for assistance to Knights
who are in-need,
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The 0Oath and the
Measure

The organization of the Knights has oot
changed substantially in the last 1,800 years.
The Kaighes subseribe to two codes: the Oath
and the Measure. The Oath is simply: “Est
Sularus oth Mithas' (literally, “My Honor is
My Life™),

The Messure iz an extencive set of laws,
miany volumes in length, that detines what
honar actually means. The Measure is compli-
cated and exacting: only a brief summaty of its
laws are given here. It s impartant to remem-
ber thar exact and unquestioned adherence to
the law is the goal of the Knighr. The grearest
problem facing the Knights at the time of the
W of the Lance was thar the spirit of the
Orath bad Iely them, Coly the rigid, unbend-
ing shell of the Messure remained. The
Knights leamned that honor does nor lie in the
aged and dusty codes of dic Meuswie, but in
the heart of the truc Knight, Thougls this les-
son was hard and costly and learned only slow-
ly, it eventually promises to make the
Knighthood a shining example and power in
the world again,

The Oath and the Measure were compiled
from the writings of Vinas Solamnus and his
successors. The whole of the Medsure evenru-
ally consisted of thittpseven 300-page vol-
umes. The following are some excerpis from
thie Meastre.

“The Oath governs all 2 Knighe i and daes,
It is his life's blond, more saceed o him than
life iself”

“The Measure of 2 Knighr is taken by how
well he upholds the Oath, We judge a Knighr
against the Measure and by the Measure. The
Measure of the Rose deals with holy wisdom
among the Koiglus, The Measure of the
Sword deals with the discipline of Honor
among Knights, The Measure of the Crown
deals with the disciplines of Loyalty and Obe-
dience.

“No Knight found wanting in the Measure
of any Order shall command Knights on the
field of battle nor council with them uneil
repented of his unknightly deeds !

The Knights

of the Crown

and Themr Measure

The Owder of the Crown cxemplifies the
idcals of Loyalty and Obcdicnce in all thar a

Knight is and does. Loyalty is the unquestion-
ed pramise of a Knight to 2 higher power and
authotity. Loyalty is a treasure valued only
when it is justly given,

Those 0 whom loyalty is due includes the
[elluwing; the just before Habbakuk and all
that is good, those oppeessed by evil, and
those monarchs who by decree and common
consent of the Knigluly Councils are in good
standing with the Knighthood and deerving
of its honorable loyalty and protection,

Aets befitting a Knight of the Crown
include these: unquestioned obedicnce w
those whose authotity &5 righteously main-
tained in the Knightly Councils, dedication to
the ideals ot the Measure, loyalty o brocher
Knights of all orders, and all other aces that
cause the strengthening of loyalty among the
Knights.

Responsibilities of 2 Knight of the Crown:
forfeitute of 10% of all wealth accrued by the
Knight, service and aid to any fellow Knight
who is about the business of his order and
requires assistance, service to the kingdoms on
the List of Loyaley a5 compiled hy the Grand
Circle of Knights.

The Knights
Of the Sword

and Themm Measune

The Order of the Sword combines the pur-
est ideals of heroism and courage with the
power of the gods of good. Courage is sacrifice
o the ideals of honor: it is the well from which
rrae honor deaws: ics life. Herolsm includes
acts of might in defense of sacrifice and honot

Those to whom heraism is due inclode the
following: the weak and the appressed, the
cnslaved. the poor, the falsely imprisoned,
fellow Knights in need, and the defenceless.

Acts befitting a Knight of the Sword: fac-
ing evil without concem for personal suffer-
ing, accepting e challenge of combar for the
hanor of the Knighthood, defending the hon-
or of the Knighthood, defending the honor of
a fellow Knight in good standing, protecting
the defenseless and weak,

Responsibilities of a Knight of the Sword:
forfeiture to the coffers of the Knighthood of
all wealth save that required for upkeep, pay
homage to the gods each day (though in times
of great hardship, once in o quartermanth is
still a seemly practice), never decline combat
with an evil apponent nor tlee from such com-
hat tegardless 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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Knightly powers for unrighteous reasons.

The Knights
of the Rose

and Thelr Measure

The Order of the Rose exemplifies honor
guided by wisdom und justice,

Wisdom is the strength of honor and ability
applicd in the service of just causes, Justice is
the heart of the Measure and the soul of a Rose
Enight,

All beings regardless of their stations, posi-
tions, or beliefs have equal claim to compas-
sion under the Measure. Deeds befitting a
Kanight of the Rose include the following: rak-
ing compassion an the less fortunate, sacrific-
ing one's lite tor the sake of others, giving no
thoughe to one’s own safety in defense of the
Knighthood, protecting the lives of fellow
Knights, seeing that no life is wasted or sacti-
ficed in vain.

Responsibilities of 2 Knight of the Rose:
forfeiture of all wealth accrued 25 a Knight
save for that needed for the upkeep of any
principalities under the protecrion of the
Knighthood, to honor the gods of good ar all
times and in all aces, 1o fight for justice with-
out regard 1o personal safery or comfor, to
never submin oo any cvil foe, w sacrifice all in
the name of honor.

Knights
Of the Crown

All those who wish 1o beeome Solamnic
Knighes must firge enter into the Knighthood
as squires of the Knights of the Crown, This is
true regardless of what Knighthood they will
eventially serve. All Knights begin here with
rraining in rhe virtue of loyaley.

Candidates for the Solamnic Knighthood
must be presented to a Knightly Council and
be sponsored by a Knight in gond sranding
from any of the Orders of Knighthood . Afrer
the eorire group of candidates is presenred,
the gioup swears an oath w the honor of the
Knighthood and to the causes of the Crown,
All swear allegiance w the Order and the
ideals of the Knights of Sulamnia.

I there is no dissent from the Knighes, and
no question of honor regarding the candidates
is brought forth, then all arc accepied into the
Knighthood 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 questioncd scparately after the rest of the
candidares arc accepted. If the question of
honor is dismissed, then the candidate is
accepted notmally, H the question is found
valid in the Council, then the candidate is dis-
missed until the question of honar is satisfied.

Knights of the Crown advance in power
mate quickly than the other Knights, panly
due to the face thar their nrder is less demand-
ing than che others. While this benefir is cer-
tainly 4 good one, it is also true char theit
special powers are quite limired.

Knights of the Crown are swom w protec,
serve, and give aid 1o any kingdom on the Lise
of Loyalty. This list is maintained by the three
High Knights and is updated periodically.
The Knights are not required 1o follow the
commands or laws of these kingdoms should
they be vut of harmony with the Code or the
Meusure. This rule holds true for members of
all the Knightheods.

The Order of the Crown takes its Measure
from matters of loyaly and obedience to
authority of the greater Knighthood through
its High Councils and commanders. Examples
of acts befitting the Measure of the Crown:
unquestioned obedience to those whose
authority is righteously maintained in the
Enightly Councils, dedication to the ideals of
the Measute, loyaloy ro hrother Knights of all
Orders, and all orher aces thar cause the
strengthening of loyalty among the Knighrs.

Kknights of the CRown
Game Oara -
. Knights of the Crown e varianrs of tava-
liers as described in Unearthed Arcania. While
‘theit experience pointadvancemicnl is idenii-
cal tothar class, there e many important dif-
ferences. Read the following scciion carctully
to be sure you understand these differences.

Crawn Knight Minimum Scorcs
Srengdi 10
Ineelligence = = 7
Wisdom 10
Dexterity 8
Constitution 10
Charisma. MNane

Crown Knight Level Table:
-.-- ; Hi!; e
Y ' 'I";rpmcﬂntj}ite

LevelBoings (109 Tie |
‘ (i

e Sguireof Crown
2 5000 3 = Defonder of Crown
3 10,000 4 Knight of Crown
408500 ° % Seeprer Knight
5 37,000 6 Shield Knight
685,000 7 v Shield of Crown
7 T40,000° &  TLordof Shields
B 2200000 9  LordofCrown
9 300,000 10 Mastet Warrior
10.600,000 10+2 Lord Warrior
11 900,000 10+4 High Warrior*

12 1,200,000 10+6
13 1,500,000 108

141,800,000 104101
15 %. 100,000, 10+ 12

16 2:400,000 1 +14
17 2,000 K TG
1% ,n0t.000 10+ 18

By

& There is-only DIIIi:'.'-HIéh Wartior in cach
Order and he is chosen-according to the Mea-
sure, All orher Kuights who haye sufficient
xpericice pubis o awain thislevel may do so
bur i the dile of Lord Warrior until such

timie a3 they age cleceed 1o take the position of

High Warkor.

'Pfqﬁd;i:nciﬁs ﬂﬁapﬂﬁiﬂmﬁapﬁn j
Tnitial 3 :
Added 1] pet 2 levels

Special Abilities: Unlike the cavalier or

paladin, this charatter can nse weapnn special-
Fuperiénce Points: As for all Knights ‘of

Salamnia, experience is _no:--:gmrdtﬂ"'éi_mpl?-

for killing: monsters and raking oeasuic.

‘Ihese Knights aré rewarded according W how!
well their deeds exemplity the cice: of the:
Knighthood, Any Knight who performs.his

duries to the cnds defined by the Cide and

" the Measure will be tewarded with a 10%
‘experience puint bonus above lany “ather

bonuses he normally recoives:
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Kknights of
the SWORD

Upon completing his squire duties in the
Dirder of the Crown {reaching 2d level), cach
Knight candidare has the option of either
entering that Order and continuing his alle-
giance to that group and its ideals or of coter-
ing into the Order of the Sword. The
ambitious Knight who wishes some day to
enter the Order of the Rose must first rise
through the Order of the Sword before apply-
ing to the Order of the Rose.

T addition, every candidare who wishes to
join the Order of the Sword must first com-
plete 1 quest. According to the Measure, this
st must be a witnessed deed of heroism and
valor that upholds the virtues of Knightly
honar and good.

When such a deed is done, the Knighe musrt
then be presented betore 2 Kaightly Council
and there the tale of his deed is told. The can-
didace is accepred 25 2 Knight of the Order if
the tale and deed are acceprable 1o the presid-
ing Lord Knight from the Ceder of the Sword.
If ne Lord Knight is present, then the highest-
ranking Knight of the Sword can adjudicace s
long as it is 2 lawful council of Knighus: I no
lawfisl eonncil can be convened, then tie nvat-
ter is to be set aside untl such council can be
convened. Any Knight candidaie who fecls
that he has been unjustly fuuind wanting in his
deed and tale may take the marect up before
the presiding council of the Kaights.

While Knights of this order have previously
leamesd thicic skills during their training with
the Oeder of the Crown, they now begin cheir
studics in the basics of heroic honor and wror-
ship of the True Gods, The first duties and
tasks of the sccepted Knight candidare are
leasning the basic disciplines of the clerics and
the requirements of the gods of gond. No
Knight who espouses anything hut the virmes
of good over evil or chaos is ever accepred into
these panks.

Although Knights af the Sword do not
attain power, wealth, or position in the world
as queckly as those of the Crrder of the Crown,
they achieve these things faster than e
Knights of the Rose,

Afrer taking their initial training and dem-
anstrating abilities and commiunents o the
gods of good and their ideals, a Knighe of the
Sword who is of royal blood may clect to entet
into the Order of the Rose. In later times, the
sericture about oval blood has been generally
ignored {sce Knighes of the Rose).

Kuights of the Sword, in addition to their
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normal dutics as warriors in the defense of
truth and justice, oftcn represent the power of
the gods in certain limired ways. The Knights
of the Sword acquire some healing powersand
the abilities of foresight and prophesy. This
was not always true, During the Cataclysm,

the Order of the Sword lost its High Clerist
and with him went the mirseles which this
Order once petformed. While the Knights
still funcrioned as limited clerics, their mira-
cleswhere aseribed to witcheraft and sorcery—
an offense against the people which was
usually punished hy death if the Knight was
caught.

Unlike clerics, who gain their miraculous
powers ona daily basls, the Knights of the
Swurd can only acquire their spells on 2 week-
tw-veek basis s a result of a day of fasting and
praycr. When s Knighr joins this order, he
designares = duy of worship and mediation
during which he supplicares the gods of good
for his powers fou e [ullowing week, These
powets, once gained, remain with the Knighr
until they are cxpended, regardless of the
amount of time that passes berween the day of
prayerand their use. Howeyer, a5 with cleeivs,
the power gocs away once used and can only
be regained through another day of prayer
and supplication on the appointed day of the
week.

During thar day, the Measure decrees chat
the Knight cannot take part in comba, reap
tinancial gain, or utter harsh words to atiother
person. The Knight cannot cravel unless it is
done in silence and at least three hours of the
day ate spent in solitude for mediration. It is
said that no heascwill agrack the nghl: on his
day of meditation sovlong as he remaine e to
his vow. Those who hreak their vows on & day
of fasting, however, have rwice rhe normal
chance for evil encounters on thar day,

As a general rule, the more powerful the
miracle desired, the grearer the rime thar
must be spent in meditation to receive the
blessing from the guds.

The Sword Knight docs it Lave 1 observe
cach appointed day witls a full Gast; chiy is nec-
essary only when his need for power is grear,
o those oceasions when the Sword Kaigh is
not in need of any great powers, then he is
anly required to offer up one hour of medica-
tion on the appointed day. He can then per-
torm all his ather duties a3 on any otherday, so
long as he performs this ceremoeny, The knighe
who does not meditate for an hour some time
between dawn and dusk incurs the same wrath
as those who break their fast when praying for
Efrat powers,

The Order of the Sword rakes irs Measure
from affairs of courage and heroics. Examples

of acts befining the Measure of the Sword:
faving evil withour regard to personal suffee-
ing, accepting the challenge of combat for the
honor of the Kuigldhood, defending the hon-
or of the Kniglnlhwod, defending the honor of
a fellow Knighr, protccting the defenseless
and weak,

Knights of the Sword
Game Oata

Minimum Requirements: No characrer
SRAMTS OULAS gnght of the Sword. Charciers
ean _u] empe 1o cntee this class afper firse
rising to 2d level s« Knight of the Crown and
having sufficient. expetience points to gain 3d
level there. At that “poing, the character must
speak of his intent ro become a Knight of the
Sword to ﬁ"nghrof that order wha 5 no lcss
than Tth level. The candidate must also have
the. lnmd minimums in all the following sta-
mm:i in arder to qualify for the Otder of the
AW

Rase Knight Minimum Scores -
Strength I
Intelligence: S
. Wisdor St
Dexterity 9
Constitution 10
Cliarisa None
The pn:uuum i st ﬂr_l_i,:_:_l‘hcc
brought befo il ar which a

Sword Knighe of ne less than 7th level 3s e
of the three pﬁqq{Ldg}gK:pghgs ‘I'hc Kl:uglu s
name is, :hc_‘:*.u l;-i-q'q;!al i

gi_.@&tm shu

thin mﬂh&dﬂﬂmmuh to the-O:n:le: ufthln-:

hﬁ'ﬂrdm )

“The gquest must :mluﬂe the following ele-
mente: aoumney of no less than 500 miles
anid] 300 days,
dom, one test of his grrrem;iry one tece of his:
r.nmgass' n the restoratinn nanmcthmg thar
was lost, ‘i 'ijle*cnmbm withan evil oppo-
nent of at leas the same level a5 the candi-

dare. Thc mndjdam st be viccorons in this

combar while demonstracing the ideals of
h-..-nm and coumage {noke that this dﬂm,mt
necessatily mean killing the foe). The knight
can enlise 1-11':' aidd of anyone he wishies to com-

plete the quest so long as he imangin the:

ideals of the nghr.hdu& {1 G di:n:ﬁ tut [
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thres tests of the Knight's wis-

=)

ther the cauee offevil). The exdct form of the

quiest is ultimacely up to the DM, but ie must
‘include these elements

Svord Knight Advancement Table
Hit
rience Dice

L_mzﬁw (d10s) Tidle
312000 4 Novice of Swords
4 24000 5 Knight of Swords.
545,000 & Blade Knight
695000 7 Knight Clerist
7175000 8 Abutt ol Swords
B 350 o009 Elderof Swords

700,000 10 Master of Swords

- 1,050,000 10+2 Lord of Swords
) 1 +4 Master Clenisc
00 1046 Lord Clerist

D 1048 High Cleist *
_ 1010
| 2,800,000 10+12
3,150,000 10+14
3,500,000 10+16
: ;wsu 00D 10+ 18

4 Tl'I-E High Clerise is a position that is held
by only ane Knighr ar 4 time When the need
arises m chaose 2 new High Cletist, he must he
clecred during ‘a proper Knightly Couneil.
Should any Knight atmin enough experience
poines to rise to the level of High Clerist, he
iy do so but still recains the T.t[lll: of Lord
Clerisy until the High Clerist position is
vacant,.

Proficiencics Weapou (Nonweapon
Inital * a2
Added 2/1 per 2 levels

“' The':ni:inl proficiencies llw.-:I{ hercare in

-._nddumn to those proficiencics alrcady

gbrained. In other words, during the Knight's
training period in the Eudcrofrhc Sword, he
acquites thitee additional weapon proﬁc:m
ries and two addicional non-weapon profi-
ciencies on top of any already received a: &
nght of the Crown,
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Swond Kaight Spells Table *

Knight Clerical Spell Level
Level Sty Sl (R

7

8
9
10
11
1
13
14
15
16
1y
18

(]
*

D DB O A b e =

e S T R
ETR T S =R |
W e ek )

i e

* These are the maximum number of spells.

thata Knight of the Sword can have atany one
Time:

As mentioned cardicr, & Sword Enight can

‘only acquiire his spells during his one appoint--

ed day of meditation each week. A Knighe
keeps his spells, once learned, until they are
used, A Sword Knight requires one half hour
per spell level to gain a spell. For instance; 2
tth:level spell would take theee hours of med-
itation to gain. A Knight can never medicate
more than six hours during this day, 3

The Knights of the Sword usc the spelis of a
cleric of Kin-jolith even though the most
tevered of the gods for the Knights is Pala-
dine. This is primarily due to the origms of the
Knighthood, While the Knighes of ilic Sword
are fallowers of Paladine, they du, neyerthe-
fess, take their powers from Ki-Jolith and
honor him as well.

knights of
the Rose

The Knights of the Rose are the eptome of
all that is good and honorable in Knighrhaod

Initially, the Knights of this arder were rak-
en only from the toyal houses of the land.
What constituted a royal honse was decer-
mined by the ruling council of Knights who
would convens and hear the history and lin-
eage of that house. If there was sufficiein
proof that the house was & ruling bouse aud
thar irs histary was an honorable ong, dicn dhe
etest of that house was included in the Mea-
sure and those of that huwse weie accepted.
This was not sumething it was donc often,
for the Measure was suricl about the require-

menes tor accepting 2 house into the Roseer of
Loyalty.

Singe this sericture of accepting only those
of royal descent was said 10 have been added

: well afrer the time of Vinas Solamnpos and

was, in some minds, invalid & a pare of the
Measure, there has ariven in more recent tmes
a more acceptable argument before the
Enightly councils. Rather than represcn that
the Measure wis in ermor or Hawed, the argu-
ment has been made that over the coutse of
thic cenmurics there have been so many mar-
tinges berween royal and common houses chat
practically everyone is somehow related to roy-
alty. With the Cataclysm obscuting the genea-
logical records of the past, most acceprable
candidates are not denied access to the Cieder
of the Rose without extrordinary evidence.
(Beings from off-world, however, are not
accepted into the order.)

The details of how a Knight is accepted into
the ranks of the Rose, however, has chanped
litde. 'I'he Knight muse be brought before a
Knightly Cemneil of the Rose. There he must
telate the tale af his family and his deeds dia
exemplify the ideals of Knighthood ausl Hen-
or cempeted with leniency and wisdom, Ones
this tale is told, the council holds a closed ses-
sion o cdiscuss the Kuight's applicadion in
light of his merits amd shorcomings.

The Ouler of the Rose takes i Measure
from deeds of wisdom and justice. Examples
ul deeds befirting the Measure of the Rose:
taking compassion on the less forounate, saeri-
ficing one’s life for the sake of others, gving
no thoughe to one’s own safety in defense of
the Measure and its Honor, protecting the
lives of fellow Knighs, seeing that no life i
wasted or sactificed in vain.

knights of The Rose
Game Qata

Mininmum Hequirements: As with Knighrs
of the Sword, characters do 0ot SLArC oue as
Knights of the Rose, Characrers must [irse
have pained mwo levels as Knights of the
Crown. then been accepred as Knighus of the
Sword and carned two additional levels before
they can be considered for the Order of the
Rose, Once a churacter bas carned sufficicnr
hit points o beeome 4l level, he can petition
the Order ol the Rose to be accepted into that
body. In order to b considered for the Order
ol the Rgse, the Haight must have the follow-
ing minimum chagacteristics:
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Ruse Knight Minimum Scorcs
'E!-_fz.'ﬁf-!.h : 15
Tireliferich 1
Wisdom 13
Diexeeriey 12
Constinition 25}
Charisma None

The candidate must present his petition to

a Rose Knight of no less than 6rh level. The
‘candidate must then be presented by that

Knight to-a Knightly Council ar which sits 2

Rose Knight of no less than 9th level. If no
‘question of honar is brought up before the

Knighthood at that time, then the Knight is

assigned a quest o prove hisworthiness 1o the

Knighthood. o
The quest must include the following cle-

ments: a joumey ol uo less than 500 miles
“and 30 days, ue test of the Knight's wisdorm,

thiee teses uf the Knight's gencrosity, three
ety ol the Knight's compassion, the restaird.
vion of something that was lost; and the defeat
of an evil opponent of equal or higher level
than the Knight; The candidate must be vic-
toriouswhile demonstrating the ideals ot hon-

“gr and courage and without killing the foes.

The Enight can enlist the aid of anyone 1o
complete the quest so long as he maintains the
ideals of the Knightheod and does nor further
thie catise of cvil. The exact formiof the questis

upo the DM, but it must include the preced-

g elements.

Rise Knight Advancement Table

Hir
Experience Dice
Level Points (dids) Title
doETnen 9 Movice of Roscs
5 60,000 6 Knight of Tears
G123.000 7 Knight of Mind
7 200,000 8 Enight of Heart
g 425000 ¢ Knight of Roses
o A0000 10 Keeper of Roses

101,500,000 10+2: Master of Roces
11 2,000,000 1044 Archknighe

12 2,500,000 10+46 Lord of Roses
13 3,000,000 10+8 Master of Justice
14 3,500,000 10+ 10 Lord of Jusrice
15 4,000,000 10+1Z High Juscice *
16 4,500,000 10+ 14

17 5,000,000 10416

18 6,000,000 T+ 18

* There s anly one High Justice atany given
time. Chthers may atrain 15ch level, but their
titles remain Lords of Justice,
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_ The Knighes of the Rose gain special profi-
clencies in weapons and combat, While they
advance more slowly than other Knighes
(because of the grear amount of training and
skill required by their proficiencies), they also
can advance farther than any of the other
Kuighthoods, '

Proficiendes ‘Weapon  Nonweapon
Tnitial * 312 _
Added /1 per 2 levels

* The Initial Proficiencies listed here ate in
‘addition to those proficiencics already
obtained. In atI.'ii:r'wurﬂ.i:;':ﬂu;hjg'.tlji:-‘l_{ﬁ_igﬁt-‘s_
“initial training peried in the Onler of the

Rose, he acquires three additional WeRpOns

proficiencies and two additional nonweapun

praficiencies on top of any already received us.
‘a Kaight of the Crown and a5 a Knight of the

Sword.

Knights in Battle

Knights who take the field in defenze of
honor and the realm fullow the order set forch
by the Measurc, Armies arc made up of three
brigades, cach commanded by a Lord Knight
from one of the three Orders of Knighes, All
atmed persons operating under the prorection
and command of the Knights are pary of une
of these three brigades,

The army is commanded by a Warrior Lord,
one of the three Lord Knighes commanding
brigades. The Warrior Lord is chosen by the
majariry vote of the three Lord Knight com-
manders: he musc exemplify the highcst
ideals of the Knighthood, Recognition of the
Warrior Lord is made openly in Knightly
Council. Should 2 Tard Knight fall in baele,
another must step forward and take his place.
Should the Wartior Lord he lost, then each
Lowd Kuigho separately comminds his own
brigade until a Knightly Council can bhe
called.

The Knightly Council

Councils shall be convened as required by
the Measure. They must include three Lard
Knights, one from each of the Orders of
Knights. If any order cannot provide a Lord
Knight, then 2 Knighr of that arder can stand
in his stead so long as there is at least ane Lord
Kuighe presiding.,

Councils shall convene for the fallowing
purpeses; w determine sirategics of war, o
assign orders for war and barrle, o seleer the
Warrior Lord prior 1o # bautle, to hear charges

of unknighely conduct, to honor those wha
have perfonmed valiancdy. o settle questinns
concerning the Measure,

The eonduct of a Koigluly Council follows
the pattern set forch by Ure meusure. First the
Knights of cach order cnrer and ke their
places in the appointed area. A table with
three chairs is set opposite the cnoance. The
Knights of the Crown take their places w due
right of the entsance, to the left of the ranking
Knights, so a5 to signify their position as the
shield and defender of honor. The Knighes of
rhe Sword tike their places to the left of the
entrance, to the right of the ranking Knighes
and thus signifying their place as the arm of
might and mover of the Knighthood. The
Knights of the Rase rake their places 1o either
side of the entrance and oppasite the ranking
Knighes 50 as to signify that they are the hearr
ul the Knighthood, the base upon which all
clse 1y builr

Then the chree ranking Knights who will
eonduct e micering enrer the hall and take
their places oppusice the enoance, In the cen.
ter of the arck is a cleared space where those
who are brought befure the ranking Kaighes
are heard and questioned,

A Ruightly Couneil is Conduceed as Follows:
* The code of the Knighes of Sulumnia
{"Ese Sularus oth Mithas") is reciced by all
biefore any in the hall sic. This phtase is given
by the three ranking Knights in unison and
then given in tutn by each of the thice orders
of Knights present and then finally by all in
unison, If the occasion is a jovful one, then the
Knights' Hymn is sung at this time as well,

* MNews aof the greater Knighthood is often
notonly of interest hut potentially a matter of
life and death for many whom the Knigh-
hood protects. Any disparches or proclama-
tivns tegarding the Kniphrs are read at this
time. Should their news wartane # prolonged
and important discussion, then the hearing of
petitions may be waived,

* When the Knighthood finds ieself in the
throes of battle, they now discuss their ordes
of battle and all stratagems to be employed.

* The specific petitions thia are to be dis-
cussed among the Knighs ar this meeting are
named by eause, chosc mentioned (if any),
and petitioner, Petitions can have one of sey-
eral purposes:

Acceprance to an Order: Those who wish
1o enter into 2n order of the Knighthood are
brought forward. The candidates’ names are
tead to the ranking Knights as are the names
of their Knight sponsors,

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

All are allowed to speak for and against the
accused  The petiioner muse be present in
these cases, Often witnesses from outside the
order arc hronghr in o testify, The Knightly
Council hears all arguments and then dis-
misses the rest of the Knights as e considers
wrgpuments. Upon receiving word that the
Council has completed its deliberarions, all
the Kuights retumn o the hall. Whire roses on
the table we w symbol of purging of any guile
and thus is dhe accused released from any
question of their honor, Should hlack oses he
present on the table upun the rerum of the
Enights, then the Knight is held guilty and
punishable for his acts, The ranking Knighrs
in their deliberations will have decided upon
the proper action for the Knight w regain his
honor prior to the others returning,

Special Honors: An act of cxecpeional brav.
ery or exemplary honor is brought w the
attention of all the Knighthood for reeogni-
tion,

Petirion far War; This eccurs when a gen-
cral mobilization is called for. The circum-
stances of the peticion ate considered and, if
the Knights present give consent, then mes.
sengets are disparched o the Grand Circle o
norify the greater Knighthood of the situa-
von. In the meanwhile, the Knights of that
vouncil act aronee in the defense of honer and
good,

Peation for Aid: These are petitions
brought by cither Knights or outsiders wha
agk aid of the Kaighes, This does not require a
general maobilization of the Knighthood.
These range from sitvatlons as serious a5 the
seazch for a kidnapped heir to a local kingdom
to things as mundane a5 a few catg men w
help clear a road of brush.

* Time permitting, the Knights may
engage in discussions of parts of the Measure
and #ts application to their adventures, Ques-
tinns on points of the Measure are brought up
at this rime.

* When the ranking Knighes feel chat busi-

. ness has been finished, the council disbands

until the need for another session arices.

S
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tinkers (Gnomes)

Tinkers are gnomes and gnomes are tinkers. It
is their gift and curse 1o be the masters of pawns

of rechnolopy (depending upon whom vou ask) |

in a world where magic i5 the mling force.

You will find their story and how they canme
inte being under che ruce descripuivos lacer in
this book, Here we will addiess vurselves o
the profession of tinker,

Tinkers are the engineers of Krynn. That
which has not been built, tinkes build. That
which has been built, rinkers improve, They
are constantly designing, building, and rest-
ing devices for a varicty of applications,

Each gnome belongs to aguild thae perpet-
vates its own peculiar branch of technolegy.
These guilds include, but are not limired to,
the following:

Hydraulies Hypdrodynamaies
Aerodynamics Thermodynamics
Chemestry Transpartation
Lommunicarion Appliances
Kinetics Archirecture

All pnomes helong o a guild. Each guild
has innumerable commirtees char oversee
individual accomplishments (seldom)} and
seek 1o discover the cause of a syston failuic
{often). These committees also oversee the
reguired duties ol 2 goome within the seroc:
e ol guomish sociery.

In addition o any regular dutics that a
gnome has to his guild or commitiee, each
gnome has a Lifequest, This Lifequest is o
areain perfect undemstanding of one device,
Few pnomes have ever ateained chizgoal, Thus
tinkers are the perpeually unfulfilled, never

attaining that cotel knowledge of their
devices.

Gnomish inventions are almose exchusively
deiven by basic mechanical devices: geats,
windmills, waterwheels, pulleys, and screws.
Gnomes have done elementary work in steam
and chemical combustion (usually with cata-
strophic results), but know next m nothing
abour elecrricity Clackwork mechanisms are a
relatively recent development of ghomish
society.

Maoreaver, their sheer love for wechnology
nften does them a disservice. for they improve
technofogical devices w dearh. Simple mecha-
nisms arescoffed ar by tnkeos (" Nothing so
simple could possibly work!" yand redundan-
cy is the onker watchword (7...and here we
see the bell dhat informs us that the alarm sys-
tem trouble gong has just gone offL )

Tinker Class

(GAME STALISLICS

Minimum Requirements: Only grome char-
actcrs may be of the unker class, The minimum
statisics for the gnome tinket are as follows:

Tinker Minimum Scores
Strength et
Intelligence 1pi1s»
Wisdom: [P
M[:nr.y 12
Constitution —
Chansma -

* The number after the slash indicates that
o gm:m: with an Int:]hgmc: of 13 or hlghr.r
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gains 2 10% bonus 1o all experitnce points
:hrned

®% This s 4 maximum score—the characeer
cannot have a Wisdom higher than 12.

Gnome Advancement Table

- Hit Dice
mmﬁ'ﬁ (dds) Tide
1,250 2 Aide 5th

z 2,300 3 Aide dth

35,000 A et e

4 10,000 5 Aide 2d

3 20000 ¢ Adelst

6 40,000 7 Mate 2d

7 60,000 B Mate st

8 100,000 9 Tinker

9 140,000 10 Masrer Tinker
10 270,000 10#2  Craftsgaome
11 450,000 10+4  Craft Master
12 600,000  10+6  Head Tinker
13 800,000 10+8

14 1,000,000 10+10

15 1,300,000 10+12 Master

Craftsgnome *

16 2,500,000 10+14 :
17 4,000,000 10+16

18 10,000,000 10+ 1%

* There can be only one Master Crafts-

gnome in any colony of griomes at a given

time. In a colony thar already has a Master

_Cmﬁg goome, any gnume who has. the experic

ence points to become 15t level may doso,
bur he docs ot gain: the ttle of Master
Craltsgnonc.

Proficicncics Weapon/Nonwcapon
Initial : L5
Added 113 per tvo levels
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Special Abilities: While gnomes invariably
have zn abundance of nmmnp-un Plﬂﬁtlﬁi;l-
cies, they are abnormally poot at using them,
Subtrace 5 from 2 gnome's nonweapon profi-
ciency when mﬂung a Proticiency Check.

Gnome Plevicss: Man}r referdes view the

introduction of technology into their fantasy:

campaigns with prear misgivings. The technol-
ogy of the gnomes, however, has hirtle overall
effecrupon Lh:«culmresnrfﬁqrnn Eiwarves care
lieelie for such innovation; elves are repelled by
wehnolopy: kender cannot ipprmxt: s’ Tise
beyund their thill of sceing it work: goblins
and pully dwatves-are o surpid o use it con-

mbcnr!'_r Gromes have technolugy—bue they
are 30 ll:noompﬂcn: that anything their technol-

ogy can do, magic can usually do chicaper,
Faster, and more cficiently.

When a gnomc scts oUt to invent somcs
thing, it's a good ber that the invention will
initially be st lease 24 times larger than neces-
sary, will make 10 times the noise it should,
will ‘have many totally redundant feanres;
and will fail miserably (if not disastrously).
Some tinkesing will gradually reduce the less
favorable aspects of the device,

The gnomes are & race of cursed engineers.
Thiey have all of the tools rocreate wonderful
Etchnn]ﬂgicﬂl devices hitt all they furnont are
impractical and dangerous mechanisms,

Players who run tinker PCo will no deube
wish to create any number of technolopical
miirvels with which to aid their parey: This 5
tic majur reason 1o join thisclass and the play-
ers ercative thoughis should be allowed
run free..,

But...

[t is important o rememiber that 2 BC of
this class is, after all, & gnome with an inher-
ent character flaw. You must remember that
‘while the player may be ablc to deseribe just
how to buil&asr.mpli.. effective telegraphays:
tem, fae example, his gnome playet character

‘would not build it the same way, Thus even
thotigh' 2 player could describe with the
urmost precision how to make 3 telegraph
with some thinly wound wire and mdimenea-
ry batteries, his PC pnome would make it
steam driven, aperating an the basie: principle
of 2 pile driver. :

Whenever a player wishes to create a rech-
nological device, he is required o desipn it
himself with the following procedure. The
DM is. of course. free 1o check the wartk and
inathe any mudificarions he deems neceéssary.

Toercate agnumish devies, follow these steps:

1. DETERMINE DEVICE COMPLEXITY
(SLZE); To crcdte a rechnological devier, you
must first determine its level of complexity,
Cin page 118 is the Gnome Device Complex-
iey Level rable thatshows the various comples-

ity values for many of the effects that gnomes

mrummly like to see on their deyices. (The

complexity rating also gives the size of the

device ) Add all the complexities for all the

‘device’s efféces to ger the towal complexity of

the device.
 The DM of thie gamie, a5 in all things, is the!
finalarhirer. of just which: effecw are nesded to
miake a device function

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

® Will it do damage, protect from damage
of resitxin anuther bung? ;
(If the answer is "o go to the nexe quﬂsﬁﬂﬂi'ﬂ

Deeermine if it does danvage o protects
from damage. Refer to the Gnome Device
Complexity Level table to determine Combat
Complexity from the amount of damage or
protecticon desited.

I the device is designed to testrain another
being, then determine the complexitysize of
the ohject by the HD of the crearure being
restrained. Count it s one complexity level
for every two' hit dice or levels of the t'.u'gﬂ
crearure, Kestraining an 8-hit die crearure is a
Complesiry 4 task,

% Does it move something or itself?
(If the answer is "no," go to the next question. )
Dietermine if it moves another object
(throws victim) or moves itself (flying
machine), If the device throws things, then
consult the column labeled “Move Verrical”
on the Gnome Device Complesity Lovel mable,
If the device moves objects and el ([ies),
then cheek the column labeled “Move Hur-
zontal” Note that this verical movement is
Stra.lght upunless jeme hotizontal MoVEmcnL
effect mngﬂ ncluded, (The dumbers given in
these movement columnacan be cither a total

distarice or distance peér round, whichever is.

Mot Appropriate. |

Size moditier: Thisassumes chat the'ohject
being moved 15 size 1 or smaller {rorughly the
size of u small sack).

Minimim Size: Compare the size of the
abject to he moved with the size of the device.
I the device is less than thiee sizes larges than
the objeet, then the size and complexity of the
device equal the size of the objecr plug 3 If
the device: merely moves itself across the
ground. then no modifier is needed.

Dwuration: Use the following Duration
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Modifiers chart o deretmine verrical maove-
ment. complexity: modifiers for the desited
duration,

Ducation Modificos Cliagt *

Duration  Dmg Vew. Honiz. Enviton,
Momentary’ NfA N/A NIA  N/A
-3 Rounds +1  +1 - M/A NIA
A6 Rounds +2 +3 0 +1
70 Rounds, +4 +5 -1 42
1:3 T +h  +7 =2 +3
45Turns  +8  +11 =3 44
1.2 Heours. +10° +13 —4  +6
36 Hour  #11 415 =5  +8
lDa}r MNiA 16 =5 + 12
I Week  NAANfA =7 - +14
Permanent  +15 +70 N{A +20

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

L Dmumnummnmngarkmifanydm
tdmica.[un[thl:
{If theanswer s Mop” gu 1o the nexr question. )

Detcrmine if it amoves another objece
(shoves 2! victim) or moves itself (mobile
machine). If the device merely shoves of, in
the case of 3 catapult, throwes the victim overs
distance, then consule the columa under
“Move Vertical " If the device maoves with the
victim, then check the column under " Move
Harizontal"

Miniium size; ‘The same restrictions on
minimum’ size for vertical moevement ﬂppl}'
here excepr that the ditference must be twice
or-Jees.

Duration: Uge rhe Dirdtion Modifiers
chart to determine ground movement com-
plexity modificrs for duration.

® Dioes it alier the :nvtmnmm or have an
arca of effecti
{1 the aoywer 500" go o nexe question. )

The amount ol maerad alicred and wheth-
cr the affecied regivn is iside the device also
factor into the equation, If aleering material
inside the device, add 1 1o Complexity poi
1,000 cubic feer aleered afier the firsc 100
cubic feet If aliering an extermal environ-
ment, add 4 o Complexity per 1,000 cubic

feet aitemi including the first 1,000 cubic

feet.
Note that gnnm.:sh devices are often larger
than the environments they alter.
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[ Doss it -.:.ltu AN emtmg l:lh]ﬁ:r?
{If the answer s "'nio.’ ga to next question. )

t3nomes cammanly, build devices to help

them build devices (a frightening theught to

thase familiar with gnomes). If the device
takes an unfinished or parsially finished ubject
and changes it inw a momr fnished object,
then the device: has dhis effcu
Determine the cumplcmt}- differcnce
‘berween the original object and it final stace.
This is done by subiracting the complexity of
the finished object from the complexity of the
original abjece, A machine to craft raw quarez.
into finished lenscs takes an object of com-
- plexity 20 and makes it into an ohject of com-
plesity 1, & difference of 19 This mean: that
the m:-:hm: ‘has oa cumplexlq.- of 19, A
machine that takes gliss (complexity 8) and
miakes it into finished lenses {mmplmty 13
has o complexiey of 7.
Take the size of the object being refined (from
the first column mmtmplmtymhic}hnﬂ
2dd that to the device's complexiry raring.

] Eﬁnldﬁugﬂ modifiers

Fach effect has 2 complexity rating. Often a
pnome will huild a device with several effects,
For example: 3-machine o move along the
ground and fire ﬂa.mmg metallic ks has
complexities and size ratings for both horizon-
tal movement and damage, To determine the
final complexity rating for 4 device, firke find
the hirhest complexity ratng among the
effceelistcll Add 1 o thatcomplexity for each
effect beyond the one listed. In the case of the
vehicle mentioned above, that is one addition-
al effct 50 1 15 added to its complexiny:

The size of the device greatly affects it com-
plexity and determines whether sufficient mate-
rials ate available to buaild'it. The bage size of any
deviee iz equal to its unmoditied complexity rar-
ing. This means that 2 complesxsty level 20 device
always stams a5 a size 20 device. This is not neces-
sarnily how large the device must be. The Enome
may clect to make the device smaller, but this
increases the complexity of the device. O the
other hand, the gnomc may elect 10 make a
dewvice hipger and thereby reduce the final com-
plexity of the device.

Generally speaking. the larger the device,
the less complicared it is (1., it bis 3 betrer
chance of working), while |.hc smalltr the
device, the e complicaved v is {iics, ithasa
womse chiance of working): This mﬂccts_tht
gnomish philosophy of ¢nginecring. Remem-
ber, however, larger devices require more
matcrials to- build {miore expensive} and are
harder to moye.

The size of the design can now be altered:

Subrract 1 from the. complesity for cach size
larger the ub;m is built. Add 1 o the com-
plexity for each size smaller the object is built.
Note that  gnome who attempes to build a

bt device must also pay for the matetials

with which to build thic device.

11, DETERMINE FINAL MODIFIERS:
How well & device iz made depends larpely on
who made it. Justas magical ewords have plus
modifiers and cursed swords hive minus mod-
ifiers, 20 oo do gnomish devices Adda +1
modifier to the device for every level of com.

 plexity the device is below the level of the

gnome who made it, Giveita —1 modifier for
every eomplexity level of the device higher
that its goome maker. Thus 2 [Zth-leyvel
gnoms who makes 2 level 13 mtt'hng&r would:
make 4 netflinger =3, If the same gnome
made 2 mckp:tr_hnr with 2 complexity of B, it
wiuld be'a. tockpitcher. +4.

Ginomes love commirrees. They ufien work
ofl devices in roups when thete are: cnnugh
griomcs abour. This is ulicn as harmful as it is
helpful. ;

For cyeiy Hew gnome: wurlcmg on the device,
wll 3d6 and consulr the following wable, Fiind
thic resule of the dice roll (& number between 3
and 18} on the row corrcsponding to the num-
bet of £nOmcs present, ‘The column that this
result falls into gives the complexdty modifier
{see the column heading),

Grome Crew Modifiers

Number of

Gnomes . +2 +1'Fven’ —1 —32

A5 Lk A a7 BT 14 A
2 3. 4T ORI 1718 THA
3. 4. 4.8 916 1718 N/A
7=14 B S R T i N."J’k
15435 3o5 0«8 10:13 BG-1T 1B Y
a6 144 G710 114 1516 17-18°*

|44+ RROOADIE-1G 15 LG-1BE

* At leas onegnome of 2 level cqual tor thi
device must be present in this group in order
o obtain iz resule, If nosuch gnome s
present in the group, then teat the result asa

— 1 to the complexity of the device,

#4 A ¢ |cast onc goome whose level is ng less
than five below the device muse be presentin
order to obrain this result, If no such gnome is
present in the group then treat the resulcasa
= 1 to the complexity of the device,

Im. DE'I'ERM]NE AVALEABILETY OF MATE-
RIALS: Every gnomish device muse include ar
lease eneselection from the five following com-
ponent groups in aeder oo funceion. Tt must also
fit the following basic criveria:
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1. It must have & number of components

equal to its complexity. Ifthe device hac a final

complexity of 15, then it must have 13 sepa-
rte pares,

2, There must be 2 balance in thE- number
crfp;am,im the three part groups. A device
miy have, for example, two parts from group
#1 and group #2 and three parrs from group
#3 but may never have three parts from group.
#1 and only one part fmmgmupi #2 and #3.

The romponents used are degermined by
the deslres of the pnome dwgn::. ‘The DM
must then determine if the items. mentivned

are obtainable in the quanuties required, The

size of the device also affects wyailability. Mul-
upl].r the toral costs of all componcnts by the
size of the device wi dewniine the cost of
blllld.l.ﬂﬁ the mechunism, Goomes oficn think
ug items it are far m:xpcngwct&E d, 50
do not lose heare if your fisst few &wgnsgre
b:,;gmnfl four means:

Also it must be noted thac 2 gnome: can con-
struct any of these items from elementary
materials (cut wood from trees for frames, cur
gears from sheets of metal, etc.), but this dov-
Bles the construction time of the device.

Oevice Components
and Ther Costs

{Cost is per sire, in stl)
Part Group #1: Mﬂniml Transmissiong

Pulleys 5
‘Shafts 1
rears 20
Belts 1]
Screws O
Blades 1,000
Part Group #2: Other Transmissions
Fine | Vanes) 31]
Rads {steel) 20
{3lass Rods & Panes 40
Bellaws 200
Pumps Lo
Tuning Forks: 2,000
Part Group #3: Drive Sources
Counterweights 3
Coiled ar Wound Sprngs 1]
Waternheel 100
Windmill/ Coal Fire 200
Sream Pipes & Boiler 1,000
Sun Mirrer 2.000
Group #4: Basic Frames
Stanework 3
Wood Frames 10
Iron Frames 20
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hall of Gnomes Inventions

These devices are a sampling of typical gnomish inventions. We do
not recommend that they be built by anyone except qualified gnomes,
even then it is advised that all bystanders stand well clear of the device
whenevyer it is either used or tested. ;

NetFlinGer

This gnomish invention was the end result of a long-term arms
rescatch projece funded by the Knights of Solamnia. The weapon was
supposed to render an opponent temporarily immobilized from a dis-
tance and thus allow the atracker to possibly capture the apponent
unharmed. Unfortunately the ultimate effect was all too often felt by
the user of the device rather than the foe.

GnomefliNGer

Tltis is the gaomish answer to staies; an automated way to get from
une plice to another quickly and with relative safety. The device usesa
combination of catapults of various sizes and prineiples as well as nets,
The doublc-emergeney backup sponge landing system is an extea
option not included in the base price of the sysiem, of course.

flapestry

Flapestry {short for Flﬁng Tapestry) was originally designed to send
moving paintings and sound over tremendous distances.

Irongnome

This was otiginally designed as a device in which a gnome could sit
and move about while defleceing any damage coming in his direction,
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Blamslowen

This was designed as a portable device that does damage o foes at a
digeance;

Rlamblower

Type Fiffect Compley: Modif.  Total
Damige 2dn 7 +2 g
Move Hortz 400 7} = 0
Final Modifiers Number Size Complex.
Highest Complexity k) g )
Addidonal cffeces 1 +1
Resizing ke =t +4
Totals 14 3 14

This complex weapor'is wornas & bickpack sud tan throw a keg of
volatile oil up to 400 feer away, causing 1d20 points of damage. It has
six:auch chasges befare iv muse be rebuile,

Whooshwagon

Criginal concept: a device to transpact a family of gnomes over 2
distance,

Whoosliwagon

Type Effeut Complex. Modif.  Tol
Move Horiz 20 miles. 16 = 11
Final Modifices Number Sizc Complex.
Highest Complexity 11 11 11
Resizing. — —1 +1
Totals 1L 10 12

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

farGas

Original conccpt; 2 device to cnable communivacion vyver vase dis-
[ANCCS.

Fargab

Type Effect Complex:. Modif,, Total
Sound Low voices ) 5
Communicate Direce tound 13 — 13
Final Modifiers Number  Size  Complex.
H.‘:ghﬂr Cnmplr:rt;r 12 13 13
Resixing — =2 +3
Totals 13 10 18

This is essentlally a telephane the size of a large wagon
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Gnomethink—KIackeradd

Original concept: a device 1o solve machematical probleimns,

Gnomethink  Klackeradd

Type Effect Complex, Modif,  Toeal
ﬂummummtc Caleularor T3 = 12
Final Modifiers Mumber Size Complex.
Highest Complesity 12 17 12
Hesizing - +6 =5
Toatals 12 18 6

This huge calcularor has a computing power much lower than its size
would indicare. Ir can/add | subtract, multiply, and divide.

Blindguide

Original concepr: a directional device when user cannot sec.

Blindguide

Type: Effect Complex. Modif.,  Total
Tnfarmation ompass: ) - 3
Information Pressure (i - i
Infommation Clockewirk: 7 2 i
‘Final Modifiers Number ‘Size Complex:
Highest Complexiry T 7 7
Resizing - — +Hir
Totals 7 "5 g

Thiis clockwoik-maps the pressure changes and magnetic changes as
the user ttavels. The clockwork keeps track of the differences and can
orent the user on an R m--asmmmg l.!'lar. n:ryﬂlmg works just
right.

STEWMATIC

Original concept: a device to prepare meagls.

Stewmiitic

Type - Effect Complex. Modif.  Total
Tempcranie I00deg g +6 15
Alter Objects Raw to cooked 5 — 3
Information " Clockwork 7 — 7
Final Modifiers Number Size  Complex.
Highest Complexity 15 15 15
Resizing — =3 ko
Totale 15 :] ‘18

This labor-saving device turns perfectly good maw vegetables and
meat inito an smorphous mass of steaming glop,
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Of the all the arders of the world of Erynn,
none are as old, as feared, or as respected as
the Ordérs of High Sorcery. They came into
being almost at the beginning of the world,
their tale it that of the three Gods of Magic.
The gods of magic, Selinarl, Lunitati, and
Muitari, walked the face of creation before the
sears sertled in their places. Though they had a
eommon Jove of magic, each had aspects dhat
differed greatly from those of the others. Each
alser chose 2 different path in the universe,

They saw the other gods wheeling through
the heavens and aligning themselves againse
one anuilier avcording o their goals and phi-
losaphies. The All-Saints War was coming, as
their vision and foresight had wamned. The
three gods feated chat they too must choose,
Bound by the common bond of magic, these
three looked abour the face of Krynn and
loved it greatly.

Thus they did not join their fellow gods in
the heavens, but stayed close to the world.
They revalved abour it, granting their powers
to those who would follow their ways. Fach
god was granted 2 cime to walk the face of
Krynn and seck our a follower. Each found an
apprentice and to each did they give the keys
ter the Tosr Citadel—a fabulous place of wiz-
ardry that stood beyond rthe circles of che wni-
verse itself. Here the pods wught thomn dhe
Foundarions of Wizardry,

1. All wizsds we brothers in their order.
Al orders are bipdicts in the power.

2. The places of High Wizacdry are held in
vommon among all ordees and no sorcery 35 to
be used there in anger against fellow wizards,

3. The world beyond the walls of the towers
may bring brother against brother and order
against atder, bur such iz the way of the un.
verse,

The Orders of Sorcery began as loosely orga-
nized groups of wizards. [t was not until much
fater that the orders breame formalized and
structared. [hring the Age of Dreams at the
onset of the First Dragonwar, the masters of
each of rhe arders came together ar the Lost
Citadel and proclaimed the unity of 1he
arders.

The Lost Ciradel was 2 wondrous place from
whence the master wizaids ruled their onders
io prace and hatmony, far removed from the
world of Kiyon, Doth palace and fortress, it
provided a place where the powers of magic
vould be tempered by the wisdom of the Con
clave of Wirards (sce page 20).

It is imporeant for any magic-user in Krynn
to remember that @ wizard's enly loyaley is o

magic This is the primary reason that magic
has remained in the world. despite many
effores to eliminarte i,

A wizard of the Black Robes and a wizard ol
the Whire fighting on opposing sides of a war
isach as che War of the Lance) would not hesi-
tate to destroy each other, When these wizards
et on oeutral pround (such as a Tower of
High Sorcery), they are likely to enter inco an
cager discussion of magie, If atracked by an
outside force seen as a threat to their magic (2
rencgade wizard, for example), both would
join rogecher to fight in defense of the magic.

A wealth of information on wizards, magi-
cal lote, the Towers, and the Tower guardians
eyiste in the DRAGONEANCE® navels.
Those interested 10 acquiring more detailed
information than ' is provided here should
dran from-those works. i

The Moons of
magic

Since. e creation of the world, the thice

moons of magic have circled the globe of ©

Kryon, bringing with them the waing and
the waning of their followers' magical powers,

Each of the three Orders of High Sorcery
receives ies powers from one of the moons of
magie; Wizards of the White Robes get their
powers from Solinari, Black Rebe wizards get
their power from Nuitari, and neureal Wi
ards get theirs from the red moon, Tunitari. Ir
is by the position and aspece of its moan that
each order gains its enhanced powers: The
aspect of Nuitar has no effect on the powers
of ‘the Whire Rohed wizards. for example.
Oinly the moon Solinar has an effecr on the
wizards of the White Robes, The prccise
effeces of the positions of the moons on the
magic of Krynn is shown by the following
tables. Bach phuse of » mivon fasan offect on
the magic of that class of wizards,

Mueon Phase Effects Table #

Moon Saving  Additional Effective
FPhase Throw Spellst  Level
Low Sanction =1 0 il
Waning MNormal 0 Even
axing Marmal +1 Even
High Sanction +1 +3 H1EE

= 4 wngard of 1se theough 3d level s unaf-

fucted by phases of the monns because of the

law pawer levels involved in his spells. It is for

this Teason: thiat the wsis for wizards ‘eocur at
3l level or above as this is the point at which
wizards are considered o “'come of age.”

*% Oiply a wizard of 6th level or higher who
al:o hag an Intellizence of 15 or above gains
this benefit from the moons.
~ F The additional spells cin be of any level
the wizard can cast. : :

If two of'more of the moons-are aligned,
there are bonuses to the moon phase effects
given carlier. (Moons.are aligned if the boxes
they occupy on the Moon Tracking chart [page
28] are in a strasghr line from rhe centerof the
chart For example, Lunirar on day 3 of irs
otbital period is aligned with Nuitari on days
g and 7 of tts period and with Solinan on days
5 and 6.of its period.)

Moon Alignment Effecs Table *
Saving Additional Effective

Alignmeni Throw Spells Level
Sol. with Lun, A +1 *1
Nuie, with Lun.  +1 +1 +1
Sol, withMuir,  +1 0 Mormal
All Three Moons: +2 +2 +1

# Mote chat all plusses on this rable are
cumulative with modifiers from other effects.
1f all the moons were to align at the time of
High Santtion, then all wizards would have 4
+ 3 saving throw, +4 additional spells and
+2 effeceive levels to theirspell casring. This
15 known as the Nighr of the Eye since the
muons mave theaigh the sky with # terrible
aspert and cause magic to-be at it peak.

Location of the Moons

The initial location of the moors is deter-
mined by rolling 148 for sach moon and plac.
ing it in the indicared box along s orbit.

TEvou are playing 2 DEAGONLANCE cam-
paign game, then these are the starting loca
tigns for the moons in your campaigs.
Hereafter, advance the moons one box per
game day to keep track of their positions dur-
ing the campaign. This allows your players 1o
plan for regular changes in the lunar cvcles:



Moon Tracking Chart

ST Y% W _ =)

B —— A

Solmani: Permod of 36 standand days with 0 days per quarten.
NMUITARI:  period of 28 standard days with 7 DAY PEn quanten.

I.UHIF&EI: Period of 8 sTandard days WIth 2 davs DER qUARLER.
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The Conclave
Oof WIZaRr0os

The Conclave of Wizards is convened on se
dates and times as dictated by the moons. The
Conclave meers tegularly vnee cach 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 erders gather together.,
Conclaves can also be called by the Head of
the Conclave during times of grave crises that
affect all ordees, The Conclave does not meet
when the Test is given a5 this is a normal func-
tion of the tower and is handled on a routine
basis.

The Conclave of Wizards consists of thiee
factions with seven represencatives from each.
Each of the Orders of High Sorcery is equally
represented ar the Conclave and each is led hy
asingle individual selected by each order. The
chosen wizard is the Master of that order. The
selection process is left o each order and varies
from order to arder. The Black Robe repre-
sentarive is usually the most powerful wizard
of that order. This bas from dme o tiioe
esulted in some rather fubulous contests of
wizardry as two surcerers vic (o cstablish who is
fir e rule their order, Such contests are invari-
ably beld beyond the boundarics of the tow-
. I the case of the White Robes, clections
arc held o detcrmine the master of their
arder. The Red Robes draw loes from among
the seven members of the Conclave,

The Master of the Conclave iz determined
by consensus, a spell that instantaneously
determines the combined will of all the wiz.
ards of Krynn in 2 single martter. While nar
alwiye infallible in its ability 1o benefir the
Conclave a5 2 whole, it still remaing the merh-
od of selection for che Master of 2ll Sorceries,
The law of the Conclave is largely determined
in everyday marters by the head of the Con-
rlave and his law is final, If. however, 2 deci-
sion 5 made which is against the will of dhe
Conclave, then 2 mandare may be valled focin
which case a consensus is taken of the general
wizardry and & new Musier of the Conclave is
then derermined.

The Spheres
of Magic

Mugic operates within spheres in Kryon.
Ounly cerrain sphetes are usable by the differ-
ent Orders of High Sorcery; spelle cacrable by
wizatds of one order may not necessarily be

cast by those of another order.

The Spheres of Magic have beon defined as
follows: \

Abjuration magics arc primarily conccined
with the prevention and exclusion of parico-
lar magical and nenmagical cffeces, situa-
tions, or individuals, and include most spells
of protection, avoidance, and repellence.
Examples include protection from evil spells,
spells that dispel magie, and the anti-magic
shell spells, among othets, This magic is usa-
ble by those of the White Robes only.

Alteration spells modity existing conditions
or individuals through the mfuson of magical
energy. Spells that give the recipient enhanced
Strengreh or the ability to fly, rhose thar rrans-
forrm substances (polymarph seff or others)
and spells thar have general effeces (move
earch o fower water) ate all alrerations, This
magic is the province of the Order of the Red
Rehes alone.

Conjuration/ Summoning spells wie & com-
binarion of two scpanne magics in variable
quanricies: The conjuration par brings addi-
riona] it fom elsewhers, while the sum-
woning portion creates 2 duce between the
caster and some greacet magical power, Spells
that summan cxisting animals of monsters in
an arca, bring ineo heing on this plane exera-
dimensional creatures {such as elementals, for
example}, of use such creacures’ power (such
as & wish or power word) are conjuration and
summaning mapgics, Both conjurauon and
summoning are usable by the Crder of the
Red Robes. Conjuring may he used by the
White Robes a5 well, while summoning may
be used by the Black Raobes.

Divination spells are those that uncover
infarmarion that is othetwise hidden under
narmal circumstances and include spells that
deteet magical effects, iovisibiliy, and 1he
like, those spells char predice hidden o foture
evens, and chose cthat place the caster in con-
tact with powerful exttadimensional creatures
but du mut involve direct action by those crea-
tures. This sphere is the common ground of all
Keynn magic and all wizards can use diving
tion spells regardless of their order.

Enchantment/charm  spells place a
dweomer on the targer individual or item that
radiates a magical aura, On physical items it s
normally used to invest an item with magical
powess (such as deeppockets or bind), but is
maote commonly used to induce parricular
emotional of mental states in living rargers
{such as animal friendship, forger, and Otto s
srresigrable dance) The magic jarspell, which
was originally Hsred 45 a possession spell, is
really an enchantment/charm spell. These
spells can be used by wizards of the White and
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Black Robes.

Evocation and invocations both channel
magical energy, using that ¢nergy o create
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
lighraing boltor fireball. Invocations are ded-
icated 1o a partticular powerful excradimen-
sional being and are wsually confined o
cletics, while evocations involve wtilizing
ambient magical enerpy. These spheres of
magic tan he used by the Orders of the Red
Robes and the White Robes,

Ilusion/ phantasm spells creare a false weali-
ty. This sphere includes the bulk of the spells
listed in the illusionist sub-class, Hlusions
alone creare the apparcut existence of items in
the mimds of the viewers, while phantasma
cicate a shadow realicy thar gives these illu-
sions the power 1o affect the viewer a3 if real.
These are the pravince of the Red Robes and
the Black Robes.

Mecromantic spells invelve the healch, bt
points, of normal functioning of 2 living or
once-living targer, Spelle that increase or
decrease hit points, cause or cure disease, of
rescote locr souls o cheir bodies all are necro-
mantic spells, These are the provinee of the
Black Robes

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

The towenrs of high
SORCERY

Originally there were five Towers of High
Sorcery, Built by the ancient wizards as centers
for theit ceafts and learning, they were located
in the ancient cities that later came (o be
called Palanthus, Wayreth, Istar, Daltigoth,
and the Kuins,

‘The towers were all alike and ver all differ
ent. The general outline of the towers was
determined by a central comminee of mem-
hers of all three orders (since all orders use the
towers). but the supervision of the consuu-
tion work was done by wizards wlo lappened
ta live in the area, This resubied in dic samc
general structure [on all wwers, but widely
varying dewils and specific layouts.

The general arrangement of the towers 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 at Wayreth
was surrounded by a mansdimensional ficld
thar allowed it wo appear anywherns within 500
rnnidees of i wsuad place in Wayred Forest, The
Tower in Palanthus was surrounded by the
Shoikan Grove that cmanated a continuous
and very powerful fearspell. These ate the two
towers that are most commonly koown today.
Knowledge of the other three towers is hard to
come by, but the properties historically
ascribed to these towers' gardens were sleep
{Daleigoth), forget (Istar), and passion {the
Ruins). While each of these pardens held
many other forrmidable obstacles, these were
their prmneipal ateeibuees and defenses.

All towers are nevrral zones: Fighting
among the wizards @5 not permitted and i
punishahle by immediare dearh.

The Towen of Wayreth

The Wayreth Tower's defense is the most
unuzual, for one does not seek out the tower,
itfinds you, The garden about Wayrerh’s Tow-
er has different dimensions ar differenc times
and the Tower ftself is said o exize without
dimension  always exisring where it iz nor
The resulr is that one could he walking in a
forest and suddenly be crespassing within the
domains of the wizards of Wayreth, Just whete
this tower's parden touches the world of men
and #lves s conorolled by the wizards them-
selves. In this way they protect the tower from
cociiex ol their oider wlole sull coabliog wiz-
ards 1o cater the wower,

Access to the Wayreth Tower Is the most
testricted of 2l che Towers since the Masters of
High Sorcery decide who may enter. The tow-
er 15 never where it 15 looked for and can only
be found when the wizards wish it to beso. It
is impossible for a character to enter the tower
though ascral travel or the outer planes of
euistence as the tower i3 not connected to
those planes. [Only the Tower Porrals can
touch on the other planes; otherwise, Raistlin
wontld have had litle difficoliy in reaching
the damain of the Queen of Tharkness)

If the wizards want a person toenter the
Wayreth Forest, he has licdle choice in the mat-
wer, He may wake to find himself susrounded
by trees. He may oy to watk away. only 1o find
himself inexplicably walking into it. Or he
my be lured inside by che magical singing of
Livads puvnssiog biivo Doy hean’s desines. Any-
one anempting o cmer the Toest widoue
invitarion can do so, buthe beter be prepared
to give a good cxplanation of himsclf to the
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wizaids quickly Otherwise he is arracked by
the wees.

Even those invited into the foresy (such as
mages traveling to take the Test) are accosted
by the fecling of overwhelming magic. It rakes
every bit of coutage and will they possess to
make their way o the tower itself, Wizards
generally travel to the tower via magical
means and do not bother o go through the
forest. The exception to this would be a rene-
gade wizard, who would not be permitted to
teleport or atherwise enter the tower without
perTssOn.

‘The ‘Tower of Wayreth differs from the oth-
er towers in that it containg a great cencral hall
whete the Conclave meets. This hall is huge.
on large that the ceiling is lost in shadows. It is
round. made of stone, and there are no deco-
rations or enhancements of uny kind. Swone
chairs. creared by magic, stand in a semi-circke
ar one side of the hall. There is light without a
source in the hall: i is brightest upon the
semi-circe of chairs, The cnerances to this hall
ate magical, No one 15 permitted inside unless
the wizards transport him here, Anyone wan.
dering about the tower would never encounter
the hall,

The black, rane-covered walls of the Tower
of Wayreth were built by magic and are partot
the tower's defenses, No weapon exsts that
can even mar the surface of these walls. Thus
the Tower of Wayreth remained standing rela-
rively untouched when the rest of the world
was destroyed in Kaistlin's attempr 1o over-
throw the gods There are no guards at the
gate of the tower; there i no need. Once
inside the gates. the adventurer passes
through 2 huge counyard paved with gray
flagstone. The coumyard appears ey i
fiest glance. but anyone walking across will
suddenly realize char it is Glled with people!
They cannut be scen directly, only out of the
vomier wl the eye. These arc mages traveling to
and from the rower, mages taking the Test,
[AEES CRPCIIMCEINg, CIc,

An adventurer in the courryard  if inviced
to the tower—is transported magically to one
of the towet’s many sumMptuoUs gUest [ooms.
These are like the most luxurious rooms of the
best inng in Krynn, Uninvited puests [those
who make it thie farl) are eicher taken imme-
diately to stand before the Conclave ot to the
dungeons. The dungeons of the towers are so
dreadful thar no repore of them has reached
the outside world—no one who ever went in
came back alive to rcpott on it.

A wizard entering the tower reccives his
own private quarters. the placement and
decot of which depend on the wizaed's lovel.
Student magic-users and appiculice wizards

have cheir rooms-on the same level as the guese
chambers. High-level mages have more ele-
gant quarters at the top of the tower, There are
neo locks on any doots as all wizards respect the

 sanceity of others' possessions.

Thete are libraries of spell hooks within the
rower, phus libraries of magical scrolls and
magical paraphernalia. These are under the
contral of the Conclave and can be given as
pifts to magic-users (almost all young wizards
who pass the Test are given some powerlul
artiface to aid them in their profession). These
may also be purchased (in dhe cuse of anifaces
and scrolls) or studied {in the case of spell
books) with the poimission of the Conclave.

Puschise prices for items would mest likely
be in werms of similar items tather than
money, A wizard desiring to purchase a scroll
would offcr another seroll in exchange or some
other magical object of comparable value.
Thus a White Robe wizard who comes across a
scroll of evil magic would not destroy it, but
tather take it to the tower ro trade for 2 scroll
he can use.

Wizards can choose to be buried wathin the
rambe of the wower, although this is nof man-
datory. Itis rumored that those who choose o
test within the towet's walls serve cheir art
even after their dearh by performing such
tasks a¢ guarding the dungeons or aiding in
the Testing of young wizards, At the dme ofa
wizard's death. all possessions and spell books
are either bequeathed to an apprentice, # [cl-
low wizard. or sent to the wwet. Thos there
are no magical wrilicts buried in the tembs of
the tower.

Adventuring in the tower can be fascinating
because the DM is relatively free to do with it
as he chooses. See the map of the tower (page
12) for detailed information:

The Shoikan Grove
of the
Tower of palanthus

The fear generated by che Palanithis Tower
is one of the st iespeceed visible defenscs of
the fve, This permancnt spell is of such power
thizt ooly one uninvited guest has ever reached
the tower—Tasslehedf Burrfoot managed to
penctrate the Shoikan Grove while piloting a
Bying citadel over Palanthus, Wizards are
generally of the opinion that the penetration
was due to the fact that the citadel was 2
device of magic itself and the pilot of the ciea-
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del was, at the time of rhe penetracion,
encased in a magical field.

In the time following Raistlin’s death,
TDalamar, the successor to Raistlin as the Mas-
ter of that Tower, laid further enchantments
on the garden o extend ies effeees wnd powers
into 2 dome that encased the wwer as well as
shielding it physically from any assault, Pro-
;:ml::.s now dellect harmlessly (as would fly-
ing citadels) and the fear that cmanates from
the grove is unchallengeable,

“f i thsw m
au::u mmmqumgnanmg w8
Eh- : th ,{;di&i:uh

Iwhﬁh Siss I:ré} made wﬂf'ﬁw ma;.:m
¢hamw mmmm--m the grove} mnﬁiqkbsm

blind panic,
gu;w: in. thl: dm:::unnfmm which mﬁm&l@t
The talismans that are given'nut for passa,
rhmugh the grave negate. the penalty, burt
aﬂr@l‘mt itlﬂ -
lng throw ar flee in um:nntmﬂad panic. (See
page 9% for the. talismans thar e "b]ﬂﬂ.&m
sage through Shoikan Grove.)

the Tower of high
SORCERY At Palanthus

The Twer of High Sorcery at Palanchus
changes in aspece depending on when in its
history it is visited.

Pre-Cunse

Originally one of the most beautiful of the
tawers, the Tower at Palanthus was also con-
sidered one of the most powerful. Hete it was
thar the wizards of all the orders came 1opeth-
ef tocreare the dragon orbs that were responsi-
ble for helping o defear the Drark Cueen,

Any entering the rower at this tme would
find it similar w the desiption of the Tower
of Wayreth, cacept that this tower is cquipped
with a labotatory inscead of a geeae hall. {See
the description of the laboratory. )

Lhe Curse

During the Age of Might, the wizards grew
so powerful that many people feared they
might take over the warld. Among these was
the Kingpriest of [star. the powerful cleric of
pood. He urmed the people against the wiz-
ards, Mobs rose up and arracked the wwers,

successfully make rh:gw— .
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Lt would have heen easy for the wizards to
have destroyed the peaple, bur they knew that
in so doing they would destroy the world,
Rather than do this, they chose 1o sacrifice
their own power in the world. They destroyed
wo of the Towers of High Somery—those at
Daltigoth and the Ruins. They tumed the
Tower at Litag vver w the Kingpriest and were
intending Lo give him the Tower ar Palanthus
bt for the terrible evene that was wo befall ie,
In retun, they were allowed to retain the Tow-
cr at Wayrcth, and it was here that they
broughtas much of their libraries and as many
of their magical artifacts as was possible,

At the beginning of the ceremony to tutn
over the Tower of Palanthas to the Kinppriest’s
representative, an evil wizard—driven insane
by the downfall of his art—leaped from an
uppet window and impaled himself upon the
spikes of the tower's gate. Ashis hiood flowed
to the groond, he cast a curse upan the tower,
saying rthat no living heing would inhabit it
until the Master of Fast and Present returned
with powet.

Itis unlikely that any would be able to enter
the Tower during the period the curse is in
effecr. The only ones known o have done so
were Baisthn, Camamon, and Crysania, who
came here Jong alter the Cataclysm (Raisilin
mistakenly believed 2 Portal existed in the
ower at this time),

The towet is guarded by undead of all sorts
that permit an adventuring party in the tower
only if Raistlin {(whom they would recognize)
is present.

The Tower during
Raistlin's Rule

Thosc who enter the tower during this time
are undoubtedly here by invitation and are, in
any case, completely under Raistlin's control.
They therefore see only what Raistlin wants
them to see. This might include Raistlin's
study, 2 luxutiously appointed reom filled
with books, comtortable furniture, and
abjects of nterest from all over Krynn. A fire
in the hearth dispells the chill of the tower,

The hiooks in this rom are not spell hooks;
those are in the laboratnry. These books are
watks of poetry and prose, books on herbal
lore and anatomy, books on philosophy, and
trearises on magic. The objects decoraning che
room arc also nonmagical, being beauiilul o
hideous but all curious. These arc mementocs
Raistlin has acquired in his travels,

Oalamar's QuUarters

Dalamar is Raistlin's only apprentice.
Diespite the fact that he @5 a dark elf, his quar-

. ters are very elven in design, being decorated

with rugs and furniture that celebrate the
beauty of natute. There are also many inter-
esting and curious objects in these roomy, plus
many magical ones and Dalamar's spell
books,

The Lasoratory

The laboraory is located in the op of the
Tower aud can be reached only afier dimbing
4 namow stonc staloway that spirals up the
inner wall of the tower, Since the conter of this
patt of the tower is hollow, ‘one misstep on
thiose stairs means that the person falls to his
death.

Upon entering the laboratory, adventurers
note that ic iz much larger than iv could possi-
bly be, given the size of the tower. The pri-
mary object in the room is the great stone
table. Diragged from the bottom of the sea by
magie, it is so large that a minotaur can lay
down full lengeh vpon it. It s covered wich
runes to watd off any autside influences thar
mighr affect the mapge's work.

Also present in this room are shelves of spell
books, These include the nighe-blue bound
spell books of Fistandantilus, plus Raisclin's
own black-bound spell books. Here also are
books on herbal lore aud auaiomy, many of
them in Baistlin's own handwriting. Various
magical items and areifacts are also here.

Raisclin s an capert in alchemy, so boteles
and beakers of various chemicals are found
bath en the stone table and in other parts of
the laboratory. He has also delved into the art
of vivizection, and vatious animals and pares
of animals {including humans) can be seen in
jars and beakers. Several complete skeletons of
animals and humans stand in the comees,
Parts of skeletal remaing lie about. Some of
Haisthin's experimental creations live in jars or
cages and take an avid intetest in any new-
comer who enters the lab.

Ar the far end, almost obscured by
shadows, hangs the purple velver curtain that
hides the Portal. If these curains are drawn,
the character sees an oval doorway stunding on
a golden dats. It s surounded by the dragon
heads of Takhisis, the Queen of Darkness.,
Wlen mol activared | these heads appear 1o be
plain gold metal, although the characrer may
have the uncanny fecling that the eyes of the
heads are watching his every move, When
activated, the heads glow blue, red, black,
green, and white and scream the praises of
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The Chamrer of Seemg

Here dwell the Live Ones. Raistlin's failed
expetiments in creating life. He is unwilling
to show them to anyone with the exception of
Dralamar, Their task is 1o warch che pool thar is
Raistlin’s window on the world. Looking inw
it, he can see anyching thae s ey lap-
pruing anywhere in Kryoo and can, w a cer-
tain degree, affect the actions of these hesces.
e can only vicw the present in the pool, he
cannot see cither the furure or the past,

The pool is quite similar in parure to the
crystel he (as Fistandantilus) presented to
Astinus the Historian,

< Ihz«I.i\re Gmm q]:.:te hnmﬂqss. bu'; 0.
‘grussome oking and: toul smelling that any
“character nor of evil iENE POvEE success-
fully roll Gﬁusnmtm:r Check or hecome vin-
Inntly All: This has the effect of lowering the
characrer's artack. rll hy ~3 and penalizing

hisA ;h;.r +3 while he isin the Chamber of
Sacing

After Rastlins O¢ath

When Dalamar became Master of the Tow-
er, he instieured many changes. Among these
are opening up living quarters tor additional
apprentices, His most important aet, however,
was to shut the laboratory and seal ir with a
powerful curse. A lich guards the door aned
s1effers none oo pass

| Guanman Groves of

thebesmayeh ToweRrs

g are suggestions for l;hm
0 Set & campaign in pre-Cataclysm
efore the pther thiee Towers of High
-:r:ﬂmmy:ﬂ

DWETS Afc SR i COBIEaRUON. 1
o Palanihas and Wayieth with the
cptmam noted. uw 129, Each szi‘-!
a rent characteristies

g:ﬂ:ﬂﬂu,n" i .
iﬁﬂﬁ:p} Al Iﬁ'mg beings CHELr




.=q“";~“"ﬁ-¥”

carly life of a wizard

=

€arly Life
Of a Wizard

All those who wish to join one of another of
the Otders of Wizardry begin their training as
children studying magic under a Masrer Mage
{one appraved by the Conclave for the teaching
of young magic-users. ) Magic-users can rise to
the level of Initiate without formally declaring
their alignment and withour declaring loyaley 1o
the Conclave. Thus & magic-user could remain
an Initiare all his life, prwdong only miner
spells, without layving w ke tie Test

Thiuse secking greater power must mavel w
the Tower of Wayreth for the Test, Here they
declare their alignment and are assigned to a
higher level mage to serve time as apprentice
wizards.

An apprentice is generally assigned 1o 2
wizard of his declared alignmene, although in
later days, Dalamar, wizard of the Black
Fobes, was known to accept Red Hobes as
apprentices. So also a White Hobe wizard
might accept 2 Red Hobe a3 apprentice.

Test of
high Sorcenry

The Test anigh Sorcery 15 more than justa
trinl of 2 pemsan's magical abilities, it also tests
how that person will use the abilities he has
and those he will gain. Magre s powerful in
the world of Krynn and, to the wirards, the
distinetione between the three different fac-
tians of wizardry are most impartanr,

Fach initiare’s rest is a different one,
designed especially for his needs and weak-
nesses. Fallure means death. Because magic is
such a powerful force in the world, the wizards
are exeremely careful abour who is allowed w
wicld this power. They are noc incerested in
whether the power is used fos good v fot cvil
so much as they are concerned with irresponsi-
ble vse of the power (one rcason there arc oo
kender magic-uscrs! ). A wizard who ageees to
take the Test, thercfore, literally pledges his

34

facu;an of his fellow wizards that he takes

life to the magic. He must prove to the satis-

magic seripusly and that he will devote his life
to magic.

Changing OrdeRs
after the Test

From time to time. a wizard's actions will
indicare thar he 15 no longer a follower of the
wener of his coginally chosen order. Raisdin
Majere, [or exanple, won his Red Bobes o lin
Test but thereafter events and his own decisions
brought him to the way of the Black Robes, Such
changes arc not without hardship.




Wi1zaros of
the White RoBes

Wizards of the White Robes genetally gain
levels slower than their brothers, yet they ulti-
mately 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 conteary to the mandate of
_good can evenrually result in the downfall of
the wizard, Cloe of the first indications thata
wizard has lost sight of his order’
his order’s moan na longer affects his abilities.
“Also, certain spells may not work for him any

‘mote. :

cials s rhar

Wizards of
the Red ROBES

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,

wizards of the white ROBes




wizards of the Black ROBES

WI1ZaRr0s of
the Black ROBES

Black Robe wizards pain levels taster than
cither of the other two ordets, yet it is in their
nature to top out in levels sooner than either
of the ather orders.

believe that it was because 1t

Renegade Wizards

Wizawds who atempt to live ousside the
taw of the Towers of Sorcery arc known as rene-
gade wizards. Wizards from other campaigns
whe do not quickly contact che heads of an
arder th i wish to join will find themselves in
the position of being considercd a renegade
wizard, _

Bencgade wizards are considered by all
ordets to be 2 menace to the balance of magie
in the world. It was only by the barest of mar-
gins that Kastling, 2 magic-oser oof evtraoedi-
DALY poweers, e m-fI his gration in the Crder
of Black Robes since he was obviously incent
upon defying them by entering the Abyss and
challenging the gods. Why the Conclave did
not order his destruction is unknown, {Must
Tt they
would not be able w stop him.) Thus they
sent the datk lf apprentice wizard, Dalamar,
to spy on him and evenrually atcempr to
destroy him,

A rencgade wizard who has come o the
arrention of the orders 13 invariably seen as a
threat thar muse be either neutralized or elim.
inated. Bach of the orders has its own way of
dealing with a rencgade—some orders are
more benevolent than ochers, but all are
equally effective in their methods.
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MESSENGERS Of The heavens
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Since the catliest days of Krynn, the wisdom
of the pods has been brought to all races
through the efforts of the clerics, the mortal
messengers of the will of heaven,

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

Yet while the names and faces of the gods
may have heen perceived differently from
time o rime and place to place, their general
philosophies, laws, and powess have remained
constant and recognizable. What one clan
may call Thak another may call E'li; yer both
were names by which Paladine was known and
both proples were egually 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 tomen,
depends greatly upon the culeure in which the
deity is recognized. With so many different
cultures on Kiynn, the task of sorting the
truth from human fabrication and exaggera-
tion 15 a difficult one. Suffice it to say thar
while not all worship the gods in the same
way, their faith and dedication to the basic
principles of their creators is accepred by the
godds:

For purposes of our discourse here, how-
ever, we will be serring forth the gods as they
are koown among the Knights of Solamnia
and as revealed by Paladine 1o Elistan, The
basic facrts scem o be confirmed by many
annotared historical works compiled by
Astinus of Palauthus.

Thete aie 21 gods who arc the masters of
Krynn's universe. They arc allicd seven on
cach side of the triangle of good, cvil; and
ncuttality. They are presented as three sepa-
rate famtlics of gods.

The fiest family, the family of Good, iz thar
of Paladine. Mizhakal is his companion and
advisor. Their twin sons, Kiti-Jolith and Hab-
bakuk; administer to their own orders ot the
world, Their cthird son wag Salinan wha left
the cirele of the family ac keeper of the magic.
‘Two ather gods of good, Majere and Brancha-
la, were adapted into the family from
Beyond.

The second family, the family of Neuteality,
is that of Gilean, He holds a parriarchal posi-
tion in the family: he has no known compan-
ipn. Zivilyn and Chislev are companions, s
are Sirrion and Shinare. Both were paired
before dic coming from Beyond. Luniwrl is
the davghier of Zivilyn and Chislev. Reom
came alone from Beyond to be adopeed into
the family of neurrals; many are the fanciful

and tragic tales told of his existence before the
ereation of the world,

The third family, the family of Evil, is chat
of Takhisis. Her consort is Sargonnas. Zeboim
iz the daughrer of these two and Muitari is her
wwin brother, Morgion, Chemosh, and Hid-
dukel have been adopted into this family and
were called into this universe from Beyond by
Takhisic.

While these gads are not alone in the heav-
ens, they are the only ones who are involved in
the lives of the peoples of Ktynn. Even though
the gods take an active and impassioned intet-
est in Krynn, they mainly allow the course of
man’s destiny to be shaped by the free will of
mankind. The gods prefer w lee their will ad
strengrh be fele through their agoots sather
than thuough ditecl Intervention.

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

Origins of Faith: Each religion on the face
of Krynn has its own version of the origins of
their faith and their pod, Generally speaking,
however, all of them agree that thic universs
was created by the gods our of chaos. Once it
formed and creatures began ta walk the face of
Krynn, the gods instituted cheir faichs among
their creations. Thus all learned the ways of
faith in the unknowahle.

Three of the gods. Sclinari, Muirari and
Lunitari, forsook cheir former positions and,
circling close above the world, brought magic
in all irs forms o Eoynn, Their history is
refared with that of the wizards.

The Whitestone Glade: It was here that
Paladine, Kiri-Jolith, and IMabbakuk all
appeated to Vinas Solamnus. They gave him
the orders of the Knighthood that he would
build. They lcft 2 sign 5 a remembrance of
their visit—a great pillar of crystal.

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

Takhisis was decermined o impose her will
upon the lands of Krynn by ditect action.
While she dwelt upon Keynn, she wreaked
havoc with her dragons and other minions
The forces of the Kaighes stond in herway, bar
rhere were pone among them who had the
heart of a true Knight oot the coutage
tequited to stop the Queen of Darkness.

Mone save Huma,

Huma underoek the lony, dangerous jour-
ney w Godshome, high in the Klalkisy
Mountains to the east of Solamnia. It was here
that his dragenlance, forged in the mountains
of Ergoch by silver dtagons, was pusificd and
endowed with special power ovet the Dark
Queen. Huma, a knight who was barred from
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the highest orders of the Knights of Solamnia,
gave the fullest measure of any Knight in ban
ishing the Queen of Darkness from the world
for a time. It iz still said today thae the place of
Godshome, should anyone find it, iz one of
great promise and power,

The Night of Doom: No records have ever
heen found concerning this night, for all who
parricipated in it are now far remaoved from
the knowledge of mortal man, On this night,
thirreen days prior to the Cataclysm that end-
ed the Age of Might. the e clerics of the
land all disappearcd, Lepends have it how-
ever, thar they were taken up by the gods w©
potect them fom dhe calumity that was w
Comne,

Thiis is ot to say Weae all derics were aken
up—far from it. Only clerics of pure faith and
good heart were taken. There were few who
qualificd.

Mishakal’s Retumn: In the year 351 AC, a
princess of the Abanasinian Plains was given a
glorious gift. Mishakal appeared to her and
gave her the Disks of Mishakal on which are
written the true words of the gods and thei
power. [t was the fiest manifesration of the
trre gods in over three centuries. From these
heginnings, the message of the gods went our
across the land and re-escablished the people’s
faith in the true gods.

The War of the Lance: Takhisis. the Queen
of Diarkness, stamed the Wer of the Lance pan-
Iy as 4 diversion from her e inven: w find
the Everman, Once the temple at Neraka was
complete, then her way oo the world from
the Abyss would be open and she would be
free to tule the world.

Opposing her, however, were the gods of
%Du'd and neutrality, Paladine appeared on the

ace of Krynn for a tme in disguize. In this
way he influenced men to choose the path of
good to fight the evil. All the while, Paladine
tried to maintain the balance of the world and
lirnit the gods” interference in its workings.

Gender and
the Goods

While male and female penders are applicd
o the vods of Krynn, no morcal has ever been
able w ascertain whethier the gods have gen-
der. Any determination of their gender is
impossible a5 legends often speak about them
appraring in cither form at theie convenicnee.

Paladine himself, however, scems o have
affirmed the relationships as deseribed in this
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section ag heing 25 good a card toss into the
hat 25 I have ever seen.” Mo one is exactly sure
what that means.

Thus there are occasional gender confusions
and coneradicrions among differen legends of
the gods, Wizands, for crample, revere the
“Three Brothess' of magic (Selinan, Lunitari,
and Nuitar), but the revclations of Paladine
w his servant Elistan scem to indicate that
Lunitari is the daughter of Gilean, not his son.
The true faces of the mareer are of little impor-
tance to the everyday lives of mortale on
Krynn,

OBLhiGations
of Clerics

Call to the Service of the Gods: A Krynn
characrer who wishes to enter into the service
of a god must first be accepred by the pod asa
devotee. The character must seek the help of 2
cleric who is a follower of the god. I the dleric
is convinced ol the chatacer’s sincericy, he will
teach the chagacter the beliefs of the god and
the dictates of his religion, There is oceasion-
ally a rest if the cletie 14 not convineed of the
character’s sincerity in joining the clerical
order of this god. Once the character is accept
cd, he is now a cleric of the god, His teachet
gives the new cleric a Medallion of Faith {see
page 03} and sends him off te preach and grow
it the power of his religion.

L J:_rla e15 10 create 4 smrg':cﬁtﬁg oW
H%Tmﬁem?nbrﬂnrh:h Medallions o‘fl‘}l:r.h

rics who come w eru fu;vm other
WBrl&rludH.'ll.piiw:munul they join the order
nfag@da.ﬁ given ; ‘above. Cnee. thl:y fave ]mul:d
an order, they are isstored o thelr proper
levels aid powets.

The Straight and MNareow: Clerics of the
DRAGONLANCE® game warld enjoy many
privileges bestowed on them by cheir gods,
often more than those given clerics in other
universes, However, to maintain the blessings
of these privileges, each cleric of Krynn must
walk the straight path a5 dictated by his deiey.
Itis true that some paths are wider than nthes
{depending upon which deity is heing
served), bur all pods agree thae the penalties
for nor following the precepts of one’s religion
are great indeed.

Acts Required: Each pod requires different

acts of obedience from his clenies. These must
be perdurmed 1o seeordance wits the precepis
of the religion, The following pages describe
those things the koown pods of Koynn require
of their followers.

The Fallen: Occasionally a cleric falls from
the grace of his deity. He immediately finds
his powers diminished and abilities impaired.
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‘refcts e tﬁé km} dictated by the god at the
sine of the conversion, ln mosccaces, the cur-
vent level iz mbmnt,{hll}' lower w’tﬁﬁfufm

et level, Whire the former level of the cleric s

lower than thccﬁt:y lewel of the fiew religion,
the cletic enters at the lower level.
When tum--:rtmgm 3 ﬂ!mg‘ﬁi‘l the experi-
‘ence points of the character are set to the low-
‘est number for the current -level (or former
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Repentance; Clerics who have fallen from
the grare of their church lose their ability to
rall down miracles in the name of their gods,
Tt iz a sad fact that often through misjudg-
ment or mortal frailty,  cleric performs some
act contrary to the desires of his or her deity,
When this happens, repenmance is the only
roCourse open o the cleric.

Repentance requires acknowledgement of
the wrongdolng, a sincere statoment of
repentance and restitution (when possible) or
penance {when not),

‘eventually forgiven and.
d ¢pecis .ahﬂnmm&-mﬂ réﬂu:ﬂ'l_

Railing against the Gods: Rarely does a
mortal challenge the mighty gods of Krynn.
First of all, moral characters in this world
rarely acrain the power DEcESsATY W0 CHEHET
such combar, Secondly, the pods (with the
excepiivn of the gods of evil) racly invelve
themaelves ditecdy 1o the affairs of mortals.
Directly incerfering in the affairs of Keynn is
scen a3 meddling with an experiment in prog-
tess and thus biasing the outcome. Free will
was given to men and mortals on the world so
that they alone would make the world move—
the meddling of the gods 15 viewed as rear-
mnging the gears in 2 wotking clock,

Thue it iz only on the most rare of occagions
that the gods have direet contace with morals
other than through clerics or other intermed:-
ariec. bHven then, these visitations usually
invalve only a spiritoal manifesrarion of the
god 10 the morral.

Forall of these reasons, mortals who wish o
follow in the dark paths of Raistlin's fooosteps
find their task one of the most impossible in
all of Kryon. Raistlin leamed but one lesson:
Thar selfish victories aie bollow wlicn all you
wishied (o gaino is baid wasee in your accempt o
atain i,

If one of the gods is encountered on the face



of Kryan and conflict ensues, remember that
when 2 god of Krynn reaches 0 hit points he
does not die bur is casr in suffering back into
his awn plane of existence to rest and heal.
While this may rid the world of the god's pres-
ence for a time. you can be sure that be will
feturn with & vengearce,

Gooly Spheres
of Influence

 The univesse of the DRAGONLANCE®
saga conmaing @ puitheon of deitics thae over-
sees the world and spirits therein.

It should be no surprise that, considering
the many deitics 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 to the cleric depend upon
the specialey of his deity.

The listings of the gods in this sectton con-
tain familiar game data, but also give three
new categories of godly statistics: Spheres of
Influence, Specials, and Additionals These
groupings define the range of spells that can
be obtained through worship of each deity.

_ On pages 120-123 of this book, there is a
Tisting nf clerical spells. The spells listed there
are grouped into categories thar reflect their
nature. These categorics include All, Aninal,
Astral, Charm, Combar, Creation, Divira-
tion. Elemental, Guardianship, Healing,
Necromancy, Plants, Protection, Seellar, Suma-
moming, sl Weather

Spclls in the Sphere of “AL" can be cast by
any cleric regardless of whom he worships, Mote,
however, that there may be cortain restrictions
on the way that some clerics can cast these spells.
For crample, cletics of good can cast only the
true form of the lghe spell and cannot east its
teverse, darkness, On the other hand, clencs of
evil can cast only darkness.

Oerty Oescriptions

Special Bonuses: These arc bonus abilities
the god's clerics gain for following the god.
Spheres: gives the gencral categories of

“spells that clerics of that deity can learn and

cast cach day,
The names of the gods are listed with nota-
tions under them concerning the abilities and

spells they grant to their clerics. These nota-

tions are interpreted as follows:
Specials: These are the spells the deiry
grants his followers in addition o any orher

spells they normally ohtain. These special

holy orRO€ERS Of the sTaRrs
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powers are not counted against e normal
spells acquired for the day amd can be cast
even if the cleric is not yert of sufficient level o
cast the spell normally.

Additiouals: These arc spells that, while
oueside the deity's spheres of influcnce, are
still part of the powers the god grants to his
dlerics.

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

holy Orders
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the Goos of Good

The Goods of Good

Paladine

As the Father of Good and Master of the
Law, Paladine is the spokesman for the gods of
good. A supreme leader, he does not interfere
with the affaits of his fellow beings as long s
their doings do not counter the law of good, It
was Paladine, during the Age of Twilight, who
led the gods of good trom Bevond at che :lltq:-
tion of the Highgod, to create this place and
time. He led the gode of good in the All-
Saints War and represented his order to the
ather orders of the pods.

He knew beteer than his brothers the need
for balance and the interdependence of the
three major orders of gods, His vision saw the
need fur balance and conflict as the caralyst for
lc—ammg l progress,

Many belicve that Paladine assumed morral
form as the ancient hero Hums o dove the

dragons from the land during die Age of

Drreams. This was not so, bue Paladine's hand

Az evident in the history nft!:_lat timc. There are

many tales of Paladine's presence in that time




the Gods of Good

ST

and this may account for the helief that he was
Huma.

Paladine’s constellarion tradicionally
guatds the Gate of Souls, keeping the dragons
from returning to Kryon. It is of no small his-
torical interest that his constclladion disap-
peared at the time of the Caraclysm and that
dragons reentered the world svon afterward.
Now thart his constellation is once again in the
nigh sky, dragons sull remain in the world of
Kiynn, but oo visitations from Palading have
occurred since then.

The Gate of Souls no longer hiolds what Pal-
adinc himself described a5 the Balance of the
World, During the time of the Caraclysm, he
and his fellows withdrew their direct influence
from the world and caused the Cataclysm.
Astinus records that for 60 days after the Cata-
¢lysm, Paladine’s tears filled the night sky
with their brilliance.

When the time came to reclaim Kryon in
the name of good, Paladine took the form of 2
rather befuddled old wizard named Fizban
the Fabulous, who wandered the world o
prad those wha eould change the destiny of
the world, Tr is most imporrant o note that
while Paladine often intervened in seemingly
minot matters, he never dircetly used his vast
powets in affairs of grear consequence, Fala-
dine worked through men and dieir free agen-
oy to accomplish his desires. He would offer
whiat puidance be could, but it was up to men
o save their world.

Paladine mules the Dome of Creation that
surrounds all that is. It is an ethereal land of
perfoct beaury. These lands are vase indeed
and those who have walked them yearn 1o

return,

majere

Majere is the favored god of monks. He is
said to give his followers symbols dthat, when
cast upon the ground, become insects that
fight [or their owner. Onc of the gods who
came from Beyond, he followed his friend
Faladine inte this grear adventure of crearion.

Kiri-jolith

Kiri-Jolith is the war god of good. He is the
favorite god of paladins and good-alighed
fighters. His constellation seems to threaten
that of the Queen of Darkness in the night
sky.

1|;iiml_[unl.ith is the son of Paladine and Misha-
kal, but he is their peer in ability. His twin
brocher is Habbakuak, These twins, wicth Pala-
dine, form an alliance that suppores the
Knights of Solamnia in all their works. Bach of
the three Orders of the Knights was csiab-
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lished around one of these three gods.
Clerics of Kiri-Jolith arc powerful in battle

but must usc thesc formidable powers careful-

Iy, far they can lose their powers if Kiri Jolith

fecls they have violated the principles of good,

Mishakal

The fabled poddess of healing is known in
nearly every culture and country on the fave vl
Krynn. In anciene times, she was the most
revered of dic minisicrng gods and in her
name many temples were built for the each-
ing ol the healing ars.

In more recent times, Mishakal is known as
the Bearer or Lighe Bringer as it was through
her that the knowledge of the true Ifds was
restored to the world, Mishakal's gift of the
Diskes of Mishakal again brought knowledge to
men of healing power and crue clesics.

Mishakal is Paladine’s companion and adwi-
got. They have twin sons and a third son in
Solinari, the god of good magic.

In post-Cataclysmic Ansalon after the War of
the Lance, clerics of Mishakal’s arder were the
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most numerous of all clerics, Meatly every com-
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These clencs were especially
adventuring parties for r]mrcumive abilities, 12

hassakuk

The god of animal life and the sea, Habba-
kuk holds a spreial place in the hearts of sailors
and rangers. His skills of the wild and belief in
the harmuoy with nature constitute 4 peaceful
tcaching. He is seen as « symbol of cienal life
beyond the world and a strong enforcer of nat-
ural justice. He is the twin brother of Kin-
Jolich, Wich his brother and facher, he helped
form the Knights of Solamnia,

Branchala

Before the world was created, Branchala was
a campanion to Habbakuk. Branchala fol-
ll:rwefdh.tﬁfnendsnﬂm:hc too could help
forge worlds,

His mussic is that of the souls of all who hive.
No one who has heard his melodies can ever
remember the depths of feeling they broughr

into mind. It is said that his music tesides inus
: ﬁand thae all heares beat to its unknown mel-
-0dy.
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Solinari

This son anal-adme 15 the master of good
miagic. He spins th rough the -sky aver the
warld and keeps his warchful £yeon all magic.
The tale of Solinari is given in more detail in
the section on the Wizards of High Sorcery.

the Goos
of Neutrality

Gllean

Gilean is the patriarch of the neutral family
ul guds, He holds a book, the Tobril. thar con-
taing wll the kmmlndg: posscssed by all the
gods. All wuth s conained in thar single
tome, but portions of it are sealed. Gilean
rc:idc: in the night sky berween the consiella-
tions of Paladine s.n.d the Queen of Darknoess,
a3 if to hold them in cheir places and keep
them from destroying each other. His real
abode is believed to be the Hidden Vale, a
perfect valley of nature that exists everywhere
and yet nowhete. The ways to the vale are
sometimes opened to those who follow the
wisdom of Giilean.,




SIRRION

The god of flame and nanaral power, Sirrion i
the guard of the neweral way and the bringer into
‘being of nature. His companion is Shinare, the
“goddess of industry and creation from nature,
They are traditionally seen s & quarrelsome coup-
le'and their disputes are of cosmic proportions.

Reonry, the forge

Reorx 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.

Hurmans tene to portray this pod s a paunchy
squire to Kiri-Jolith, but dwarves and gnomes

hold him as the highest of tic gils. Reorx also

forged the Gmr-u;um ul Gargath and is thus the
futher of goomes, dwarves, and kender. For

greater background on this god, sce the scetion
o Uie races of Koynn,

Chislev

Companien to Zivilyn, Chislev i5 nature incar-
matc. She s served by large numbets of animared
wooden creatures who carry out her wishes.

Both she and her companion are said w0
dwell in Zhan, the grandest of foress. It is
said that worthy elves come here when they
leave Krynn for the nexe world.

the Gods OF neutrality

Zvilyn

ij}ru is said to exisr inoall rimes and in all
lands and ta possess all the wisdom of all the
planes of existence. He i the adviso to Gilean,

“the god of knowledge. Zivilyn's companion is

Chisley; their relavionship is seen s the ideal
blend of harmony and undezstanding.

Shinare

Shinare is the goddes: of wealth, money, and
indusery. She is the favorite god of the dwarves
{although she is male ity their tales) and is the
patton god of merchants and rommerce. Her
companion is Sirrion whose fondness for namie
often tuns against Shinare's desire for pogress.
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Lunitar

Lunitari is the god of neutral magic. She is the
sole daughter of Gilean, but her mother is noe
known. See the history of the Wizards of High

Sorcery for more background on this goddess.

The Gods of €vil

Takhisis

Takhisis, the Queen of Dartkness, Dragon-
gueen, She of Many Faces—in all lands and cul-
tutes, her countenance has been the visage of
cvil. Her name is the il of darkness. ‘Takhisis
led the shadows from Beyond and brought chem
1o aid in the creation of chis cosmos. Her deeds
have ever since been a constant seruggle wassen
her rule over all creation. It is, in her view, only
right and just thar this be 0.

Sargonnas is her consort and has been since
before the beginning of all things known to
Krynn. They have but one Hgfmng, thar
being Nuitari, their dark son of black magic.
There is a tespectful peace between Takhisis
and Sargonnas, yer they do not hesitate to use
their power to better their relative positions.

The Dark Cueen instigated the All-Sainte
War hefare the heginning of Krynn and was
primarily responsible for the separarion of the
gods ar that time. She saw the prized spirits of
morrals thar fell to Krynn as her key to final
triumph over all the other gods. To this end,
hay she moved throughour the cenmuries o
ke control of the world through the force of
her will and the power of her minions.

All three of the Dragon Wats were insti-
gated at her behest and for her betterment,
This continued until Huma, using a power-
fully endowed dragonlance, drove the Dark
Queen from the face of Krynn and banished

her to the Abyss. Dragons of all kinde 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 neatly a mil-
lenmium over her plans of conguest and now
they weie about w come to fruition, As the
Kingpricst and his uativn fell into pride and
l:-cmtmg, the way was open for hier cunming
suggestions. The Cataclysm was the result.

The Cataclysm caused great destruction in the
wotld of Kryan, but it did not destroy the Tem-
ple of the Kingpricst as many had thought,
Instead, the remple was sent to the Abyss and
was soon discovered by the Queen of Dackness,

its presence and the grear that she
Umgmmmnded she waz able mmmn portal
through Huma's banishment and again make
her way into the world. That story and the eale of
the Dirsgonlance Wars s told in more detail in
the historical sections of this text,

Takhisis can appear in any form she wishes
and often takes on a disguite, She is most
often seen as either a five-hesded chromaric
dragon or a5 a beautiful temptress. She is
equally deadly in cither form.

SaRGONNAS

Livde iy known of the consort to the Queen
of Darkaess. He is the god of w:ugl:mr: and
often pardcipaes in plots for and agamst his

Cueen.

MOoRGIon

Morgion is the god of disease, decay, and
plague. Always the lone warrior, he docs not
act with the other gods nor docs he often dis-
cuss plans with them. Instead he broods in his
Branze Tower that stands on the far borders of
the Abyss and keeps his thoughts secret from

‘all save his minions. Womhipers of Morgion

meet in sectet and dark places to do their foul

deeds. Their priestcrafts are secret as well and

;ﬂn{: outside of their arders know their works
Iy.




The Gods of evil

Chemosh

As the Lord of the Undead, Chemoch 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 Voud of Chaos,

Chemosh is the lord of false redemption: he
offers immortzlity ar the price of exaltation,
Thase who follow his ways hope to live forever
but will do so in bodies char are cremally cor-
pred. Neatly all of the evil undead live at
ane rime ot another made a pact with Che-
mosh or one of his servants,

YWorshipers of Chemosh gencrally wear
white skull masks and black robes.

Zepoim

Also known as the Sea Queen. Zeboim is
the daughter of Takhisis. Imperuous, manic-

'depressive, and constandy swinging w i

edges of the emotional spectium, she is the
most remperamental of the gods and by far
the must dungerous w deal with. She s the
queen of tempests and weather, Those seamen
who auempt to placate her may occasionally
avoid her rage, but as often as not they man-
age to displease her in some way. Many have
been the tales of those seamen who have
sernchow mistakenly offended Zeboim and
were brought to their tragic ends by her.

hiddukel

Hiddukel is a deal maker who trades in
souls, I is said that he is the enly being who
can barter with the Queen of Darkness and
come out ahead, He controls all ill-gotten
wealth in the world, which he uses 1o cormpt
greedy men, He s the patron of evil business-
men,

Hiddukel ic seen as grossly far wich cold eyes
and a oily smile. He is also something of a mis-

-chief maker 2% his role in the making of the

Greystone so well shows (see page 49).

Nnuitari

Torin brother to Zeboim and son of Takhisis

‘and Sargonnas, Nuitari left the ranke of evil to

join with the other two gods of magic. Nuirari
is the god of Black or Evil Magic

The heathens

Cleries who come from worlds far removed
from the DRAGOMLAMCEY sapa waorld are
heathens, They immediarely lose all of their
spell-casting abilities until they find 3 god of
Krynn to worship. {The gods of Krynn are the
anly ones who have powers in this world.)
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All of the crearures on the e of Kiynn
sprang from onec of five sources, dragons,
ogres, animals, humans, or elves. Dragons
were bom from the world itself and are E)art
and spirit with it, while the remaining four
raes were broughe in as spirits from the
realms of the gods.

Originally Kryon had but o few distinct
rypes of creatures (though there was great vari-
cty within these broad classes), It was only
after 2 period of ume (and some rather
extraordinary assistance} that the current
diversiry of creatures was achieved

V= —

 Those entries in iralics are comuion o
‘warlds other than Krynn, but have: special
clarifications in this book when they are

 There are oo halllings or half-orcs in Krynin,
‘Halflings who cnrer this world are considered

kender and' gain the special abilities (and

obnoxious personalicies) of kender in this
world Half-otes would be considered magicl
: g::;hm abertations as there ase 0o orcs in
- Lel T ;

age of twilight

The vgics, the most beautiful of races, fos
tered four subclasses of creatures: true ofres,
goblins (smallcr creatures) gianes {larger crea-
tures) and minotaurs (exploration- and

conguest-oriented), In time, free-willed ogres
calling themselves the Irda broke away from
ogre-kind and the world in general, This
spacked the Ogre Wars during the Ape of
Dreamis; during these wars the Trda were lost
to the knowledge of men

The elves then awoke in the world. Elven
tradirion holds that the elves were the finst
beings ro awaken in the world. This somewhut
nattorw view was penerally accepred as e
elves were the only chroniclers of the Age of
Drearms and it was their version of history that
was handed down from that dme. In truch,
the ogres were the fist w0 awaken, The face
that the ogres and clves awoke in arcas quite
far apait and that it was many years before the
twu gloups ran into cach other has added fuel
to the historical debage.

The elves of those days were highly individ-
ualistic and most peaceful. Though not truly
immoreal as were the ogees, they wete quite
long lived. Spread over a great ares and with-
out any centralized authormy, howewver, the
elves had no true civilization unril the time of
Silvanes.

The animals awoke nexr. They wete of
many types and vast numbers. Thoroughly
neueral, they represent the balance of all na-
ture.

Last of all came man. Quevalin Soth sad
thar man "fell with blind vision w cause red
dusk and dawn.” His free will brought choice
to the world and ser all histery in mouon. I
was during this vime thil, as legend has it the
gnomes were cicated a3 told in the Tale of the
Greystone of Gargath.

When Revrx created the world, he needed
the assistance of men to help him with the
work, T this end, onc-cighth of all men and
their families followed Reory across the sea in
hopes of learning his erafts,

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

Reors wag angered. Ln his wrath, he remade
thage men into a new tace. As chey had
become tinkerers, so they would remain for all
time. He took fram them che crafts he had
taught, leaving only their burning desire w
rinker and build, invent and consuuce. He
made them into 4 small prople—they became
the gnomes.

Apart from the spirts the gods brought w
the world, the draguns sprang from Krynn
itself. Their vatures reflected a refinement of
the good and the cvil that made up the world.
The mewallic dragons followed the path of
gpuod, while the chromatic dragens trod the
course of cvil,
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Tt was also during this time that the single
greatest event in the history of Kiyon took
place. While the rale is most fanciful, it is 2
fact that some fabulous event ook place at
abour this mme that brought about teemen-
dous diversity in the creatures of Krynn,

The legends of that time are clear. Hiddu-
kel saw the creation of the gonomes and
smiled. Reor: had worked long and haed to
forge order out of chacs. Yet now, Reort saw
that the balance of neutrality was not main-
tained. Hiddukel knew thar Chisley alen felt
this swing in the balance. Hetein was the
foundation for mischief.

Hiddukel went to Chislev. With cunning
words, he convineed Chislev thar the forces of
evil were losing ground . Their only hope, he
said, was for neutrality ro rake ultimate con-
teal. Chislev agreed and, at Hiddukel's insis-
tence, asked Rearc to forge the Greystone.,

The Greystone was 3 marvelous anilace, A
large clear grey stone of many facets, it was
designied w hold and radime the essence of
Lunitari, the red moon of neutral magic. Hid-
duke! convinced Chisley thar this stone would
anchor neutrality to the world of Kryon 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 Lunitat and magic swelled within it.

Nearx, alchough stll angeeed at che
gnomes, had never forsaken them. He loved
them and now could see how they might yet
serve him, He appeared to their priest and
presented a plan for o Great lovention he
wished the gnomes ta construct. It would be
powered by 2 magical stone thar Reort would
provide. The gnomes, as was their wont, buile
the machine 30 rimes the requited size and
with mechanisms that never served any pur-
pose. Their general consensus was that i
would work once the stone wasin place.

Reorx now finalized his plan. Anung his
servants he found a lowly gooeme who cly
worshiped his ams. In a vision, the livle
gnome saw the Greysione and wanved it moee
than anything. He approached the problem of
geeting it like 3 good gnome...he invented
something.

His invention was truly worthy of the
gnomecs—a mechanical ladder thae lifted irself
inta the sky. The strange device had pulleys
and countcrweights and wheels and cogs. It
made & tetrifie racket when it worked, Reoo
smiled apon that gnome and gave him a secret
device, The gnome's ladder worked. Une
could set it upright on the ground, winch np
the top section and then climb wp m the top.
From theee, the bottom pare couold be
winched up off the ground so that the ladder
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hung steadily in mid-air. Then the operator
would climb up the new section and repent
the process. Slowly, the ladder pulled itelf up
into the sky, and eventually reached the red
Mmoo

With 2 magical net given to him by Heors,
the little gnome caprured the Greystone, He
lowered the ladder back to the pround and
went o place the Greystone into the Great
Invention. Bur the moment he opened the
net, the stone leaped into the air and floated
guickly ofl to the west. All the gnomes mushed
to pack up their belongings and follow ir
They followed it 10 the westein shores of cheir
land and quickly buile ships. The Greystone
floated westward across the waters with the
gnomes in pursuit until the gem finally
reached the shores of Ansalon.

Reorx was deeply disturbed, for the gem
created mogical havor wherever it passed,
Beasts and plants were reshaped in magical
ways. Mew races of animals sprang up over
night and spell castings went wild. Instead of
anchoting nevtrality, 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 amaong
men named Garpath, He was a2 barbarian
prince who well loved the gods of neutrality
and served their purposes,

Croe spuing day, Gargarh was in prayerful
communion with Zivilyn, When he looked
up, he saw a grey gemstone foating abuve dic
alear, It pulsed wich a swely grey light,
Gargath took this as a gift of the gods and
placed it high in a rower. Here, by various
ttaps and magic, he sccured the stone so that
all could see ies light and yet none could take
It ﬂm}l’.

The grey light shone as o beacon for two
armies of gnomes who had been pursuing the
Greystone for many vears, One army was
filled with desire for the wealth the gem repre-
sented. The ather army was made up of those
maost curions about the gem and irs workings,
The two joined forces ta recover the gem and
proceeded to march on the castle.

The gonomes first demanded the sone.
Gargath refused 1o give it up. They threat-
ened war He welcomed the Hght as the
gnomcs weie outianbered, There was only
one thing left 1w do: they iovented sume-
thing,

Two weeks later, a glant sicge engine came
thundering toward the gates of the foreress, It
broke down just short of its goal. The gnomes
reteeated with heavy lossés.

Three wecks after that display of gnomish

tcchncloegj. a humongous sicge cngine
approached, sounding like a hundred ghoses
wailing, This one rammed the firsc sicge
engine and caught fire. It burned to the
ground and the gnomes retreated with heavy
losses.

MNearly 2 month and a half later, 2 towering
colossus of a siege engine roared coward
Crargath's battlements. Chagging throngh the
ashes of the first twa siege engines, the drive
mechanism broke. The siege enpine fell for-
ward and shatrered the oueer wall of the cas-
tle. Although this wasn't exactly what the
gnomes had planned. the result was pood
enough. The gnomes charged in through the

broken wall.

As the gnomes ushed into the countyad,
both sides were amazed to scc the grey light
from the tower suddenly fill the arca with
unbeatable light. When men could see again,
the two factions of gnomes were suddenly
fighting cach other, One side was filled with
tust tor the gem and the other side was filled
with curiosity.

‘The power of the gem had changed the
gnomes, Thote who lusted afeer wealth
hecame dwarves. Those who were curious
became the fimt kender True gnomes yet
remained in the far-off islands, bur dwarves
and kender quickly spread rheoughour the
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continent of Ansalon.

Of the Greystone of Gatgath, none knew
where it had gone. That some gnomes fol-
lowed it to the western shores of Ansalon is

known, since to this day a great colony of

them still sutvives on Sancrist. The rest of the
gnomes, they say, followed the stone in ships
to the west. The gnomes helieve to this day
thar the stone will return some day with cheir
kin still in pursuit. (This event is not pleasur-
ahly anticipared by any in Krynn. )

Thus were the races changed during the
Age of Twilight, They have changed litle
since rhar time,

Appearance

Kender are small enough tw resemble
human children, though they arc murc heavi-
Iy muscled, Males arc typically 37" tall and
weigh 75 Ibs; females are shightly smaller
Adult kender wie muely more than four feet
tall and seldom weigh more than 100 1bs.

Kender ypically have sandy blond, light or
durk brown, copper-red or even red-orange
hair colors. Hair styles are usually long, with
many varictics of braids and ponytails being
popular. Often bits of colodhul material such
a5 bird feathers, ribbons, or flowers are core-
fully woven into their hair as well. Kender are
fair-skinned but tan guickly, becoming nur-
brown by midsummer. Their eyes are various-
Iy pale blue, sea green, olive, lighr hrown, and
hazel,

Kender are distincrive for their pointed cars
that give them a faintly elven look, They arc
bright-cyed, and their facial expressions are
quite intense. No one seems to look as happy
as 2 joyful kender or as miscrable as a crying
one. Angry kender using taunts and insults
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 thar appears on
their faces about age 40, These minute wrin-

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

Kender have g wide voual moge, from deep
and husky to high-pirched and squeaky, Oldee
kender tend to have deeper voices, but they
still maintain wide pitch ranges and can often
petform remarkable sound imications, When
excited, kender tead to speak very quickly and
ramble at the same time, making it hard to
follow what they're trying to say,

history

Kender spread throughout Ansalon during
the Age of Dreams, though Lule is said of
them in official historics, The catliest known
kender hero way Balif, a close fricnd of the
clven lord Sibvanos. Balif established the king-
dum of kender that came to be called Balifor.
{Balif dicd in the year 250 dusing the Age of
Dicams).

A sceond kender kingdom was established
in northwestern Ansalon in the vear 400 of the
Age of Dreams, Known ag Hilo (because of
the towering mountains and low plams), chis
second kingdom was brought into the empire
of Brgoth in the ysat 800, Following rhe Rose
Rabellion of Vinas Solammuis {also known as
the War of lce Teats, see Knights of Solamafa),
Hilo again gained its independence and has
kept ir ra this dare.

Tragically, Balifor was descroved during the
Cataclysm, The few kender survivors wander-
ed notth and eventually established a city at
Kendermore, renwming the arca around it
Goodlund, Kendermiore is only a shore dis-
tance fium the remains of an ofd human city-
state called The Ruins by the kender who
explore it in droves. 1t is said that finding arti-
facts in The Ruins is casy, bur leaving with
them is practically impossible because of the
local kender.

Many of the kender in Goodlund never
returned to civilization, however, and
remained in a state of semi.barbarism forcen-
turies. One of these tribal kender, an unusu-
ally powerful and charismatic leader named
Kronin, organized all the local kender to com-
bat the draconians and Dragonarmies sweep-
ing the atea. Kronin is unusually antagonistic
for a kender.

Philosophies

Four things make & kenders personality
drastically different from that of a rypieal
human. Eender are utterly fearless, insariahly
cutious, unstoppably mobile and indepen-
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dent, and will pick up anything that is net
nailed down (though kender with elaw ham-
mers will ger those things as well),

The fearlessness that all kender possess gives
them a serong sense of confidence. They are
quite carefrec or matter-of-tact about 4 sinia-
tion, even if things look hopeless and grim
{“Mo sense in mnamg away now. There's 300
goblins surrounding us!”). Kender react
effectively to dangerons situarions, fighting
haed and fearlessly. They sometimes come up
with some hizarre tactics that may camy the
day in hartle. But even kender don't let their
fearlessness get in the way of sell-
preservation—most of the time.

Kender appreciare the need for caution,
but their unconwollable curiosity gets them
into crouble o advenures, They forever have
to check out unexplored places and peek into
dutk corners. They have no desire to be the
second or third person to enter the Caverns of
Unspeakable Doom; they want to be fet
Pointing out that no one ever returns from the
Caverns of Unspeakable Doom has no effect.
In fact, describing what makes the caverns so
unspeakable might even excite the kender fur-
ther and make him or her determined to go to
the caverns at once. (" An evil archmage and
an army of ogres? Wow! Ler's go see "em!”)
Some kender might allow rtheir curiosity w
overcome their common sense when facing
unusual apponents, such as dragons. though
they eventually leaen to mn when unning s
hest.

A kender's fellow adveniuces often have o
teach him thar cerain things have big, nasty
teech and that avuiding these things is often in
the kender's best interests, regardless of what
the kender's opinions are in the matter.
Whenever a kender displays an inctdinately
sensible attitude about danger, it is probably
because the kender realizes that conrinued
curiosity will ruin any further chances of doing
exciting things ever again.

Kender are intensely curious about every-
thing unusual. Magic awes and fascinates
them, as do large, unuseal. or dramatic rrea-
tures like chimeras, centaurs, unicoms and, of
course, dragons, Kender ate drawn o beauti-
ful things, but things thar others find disgust-
ing are often seen by kender as intriguing or
humarens in some way (even pully dwarves).

Thaugh strong-willed, kender are nou
prone to consider all the possible resules of
their behavior. A kender may guickly and
impulsively paint himself into a comer, then
wair for someong clhie 1w come along and get
him out of the jam. Somctimes this means
that the kender's fellow adventurers are paint-
ed into the same corner ('] guess I shouldn't
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have epened thae locked door with the wam-
ing signs on it, huh?”). Bxpeticnced adven-
turers quickly come to dread thae most awful
of kender sayings: “Oops!”

Another imponant poine is that kender
need action—and they need it now! They
thrive on excitemnent and yearn for new adven-
tures. “I'm just along for the tun” iz 2 com
man saying among wandering kender. It has
been suggested that the worst torture thae
could be inflicred on 4 kender would be 1o
lock him up and give him nathing new to do
or look at. (Conversely, it has heen said that
the worst rorure one can visit an any nonken-
derwould be to lock him up in a bare cell with
a bored kender ) Some kender believe that evil
crcatutes are condemned o an afterlife where
they will be crerally bored.

Most kender are encountered during wan-
derlust, a particular phase in a2 kender's life
that oceurs for most kender during their carly
202, Apparently the kender's nacural curiosiy
and desire for action suddenly go inw over-
drive at this time, and kender are driven o
wander the land as far as they can go. Wander-
lust may last for many years, and some kender
have a habit of making maps of their travels
during this time. Sadly, most kender are poor
map makers, lacking che patience and skills ro
chart their travels acourately, Kender may cal-
lect other maps during this time to sarisfy
their cutiosity about ather places. This wan-
derlust is responsible for spreading kender
communities across the continent of Ansalon,

Risky deeds draw kender like gold draws
dragous, bur risk must be combined with
action of clic they losc interest, Gambling
with cards won't okl & kender's areention for
long, but secing if onc wan vutrun 2 mad
owlbear is another ching. Bravery s casily con-
fused with recklessness where kender wie con-
cerned.

Kender are natural cxtroverts and enjoy
making new friends and seeing new places.
Most kender are very personable and
friendly—rtoo friendly for some people, who
dislike their nosiness, cheir sxtreme talkative-
ness (which grows worse when they gec
excired), and rheir habit of pockering every-
thing thar interests them.

Kender also resent being given orders; they
want to do what they want ro do when they
want to do it. Telling them o do otherwise ic
wusse than useless, a5 they will complain load.
ly and disigspeccfully. raoncing if they' re mad
enough. The best way to handle kender, say
old advenarers, s not w give them orders,
but to get them w volunieer,

Kender atc sensitive and can bie easily hurt
by indifference o intentional cutting remarks

{uipgering their taunting ralents almost
inmediacely),

Keuder treasure cheir friends: if a kender's
fricnds arc injured or slain, the kender may
become very deprosyed and upser, Deark only
sccms toaffect a kemder when it comes to one
that the kender knows and loves, or when it is
meted out by disaster or warfare 1w innocent
beings (including any kender), In such cases,
the distress thet the wsually checrful kender
feels is tetrible to behold. A story is wld of a
buman ranger duting in the Age of Drcams
whe wounded a deer that was the per of a ken-
der community. The sight of the entire village
of small kender crylng their hearts out was 5o
upsetting to the ranger that he quested until
he found & deued who conld heal the animal,
then reticed and took up fishing,

Kender are masters of taunting, sarcasm,
and outtight radeness when they are niled,
Their intense curiosity gives them shocking
insighes inro the characeers and natures of nth-
er people, though such an awareness is gener.
ally shallow. Itis acure enough, however, fora
kender o furge an idea of another person’s
character flaws, piving the kender the abilicy
to create the most stinging insults that can be
imagined. Full-scale riows luve been stamed by
wrritated kender who opened up un someone
with their verbal guns,

Taunting is one of the few defenses that
kender have. Being smaller than most ocher
beings, kender resent anyone who takes
advantage of them. A kender could not imag-
ine taunting a tellow kender; after all, they're
in this together. Taunting is especially effec-
tive if @ kender has others to back him up or
some trapy thar 3 maddened arcacker can be
luted into with little cost to the kender,
Though not very effective against the largest
creatures (who will nor have their combat
eifectiveness reduced greatly), raunring can
still give u hard-pressed kender an edge in 2
fight It s best used against those wha are
cither arracking v are abour to atcack: theee's
no sensc in angering « potential friend,

Theft vs. handling

The kendet rancepe of personal property
and theft deserves special artention. Because
many kender develop thieving talens, most
peuple assume they are merely innocenc
luoking but sneaky butelars. This s just nat
0. The iutenst curipsity that kender feel feeds
their desite w kuow bow locks can be opened,
how to approach poople unseen and listen in
on their conversations, aud how o reach into
pockets of pouches o fod lnwemstng things
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to look at. Thieving comes narurally o
them—so naturally that they do not see it as
thieving.

Kender do not steal tor the sake of profic,
First of all, they have little concepr of value.
Faced with a choice between a 2,000 stecl
piece diamond and a huge, glirtering chunk
of purple glass, 90 kender our of 100 will tale
the glass. (The rest will rake bath bur will get
rid of the diamond first.) They pick things up
oot of cunosity and wander off with them,
Somctuncy the owner of an item leaves before
the kender can give che jtem back, or else the
kender becomes enchanted with the irem and
forgets to rerurn it While adventuring, a ken-
der regards anything found in an ecoemy
stronghold as fair game for picking up, assuch
itemns are marvelous curios and might prove
useful later on,

Even if caught red-handed while taking an
item, the range of éxcuses a kender will offeris
amazing:

“Guess | found it somewhers

“1 forgot that [ had it

“You walked off before 1 could give it
hack ™

“T was afraid someone else would ralke jo

“¥ou must have dropped i

"You put it down and 1 didn't think you
wanted it anymore

"Maybe it fell into my pocker "

All of these lines are delivered with aninng-
cent sincerity that is all the mote maddening
becawse e kender really is sincere! A kender
might not necessarily remember where he
found somcthing, even if Lic picked it up half
a minute before, and sucl rosponses are often
delivered as part of a subconscivus defense
mechanism. Intense cariosity is a trait
ingrained in their souls and minds from their
racizl creation by the Greystone of Gargath.
They cannot be other than whar they arc—
naturdl thieves,

On the other hand, kender, like everyonc
else, do nac like the idea of someone deliber
ately taking an item from someone else with.
out the latter’s permission, 1o be called a thief
is still considered a hase insult. This aesertion
sounds remarkable in view of the fact that
kender constantly borrow rhings from each
other and from visitors (without asking) in
their comnmunities. Kender don't regard their
idea of butiuwing as stealing, however. If they
need something, diey'll ke it If they see
something inceresting, dhey'll pick it up and
pocket it A popular proverb delines @ kender
heitloom as anything chat remams {ur more
than three weeks inside a kender's home,



The hasic unit of kender socicty is the
immediare family (parents and childien).
Becanse kender wander so much, extended
families do not truly exist. A detailed discus-
sion uf kender pulmf.a. goveInment, and sai-
ety is impossible in the short spacc here
availallc,

Suffice it to say that kender have the most
homibly democratic system ever found on the
face of Krynn—everyone is pretty much
allowed to do as they please. Kender do not
see any great need to impiess their views on
anyone else and are genuinely interested in
the perspectives of others. Thus there seems ta
be litele need for law or government.

Kender are naturally helpful and decent
and thus have no need for a powerful central
govermnment. Lnterestingly, when an emer-
gency does occur that requires the kender to
cooperate, they do so naturally; with litele
preparation they can become a formidable

unified group.

This is not to say that the idea of govem-
ment has not impressed the kender. Having
seen the imporcance of cvilizaon o all other
socictics in By, kender have done theit
best wo keep up, They have wied cvety con-
ceivable type of government (and scveral types
never imagined by nonkender) and are mare
than happy to give a new type of government
a chance, They will also follow any leader for
a5 lang as it scems like fun.. usually ac least
five minutes.

Kender society can alée be hard o take.
Nonkender visitors rarely stay longer than a
week in any major kender town, unless they
have a great sense of humeor. It is not uneom-
mon to be relieved of one's possessions ar eve-
ry turn {oceasionally by the consrables
themselves). Visitors are pelred by a constant
barrage of questions and told 2 million lics
and tall rales without rest or lemup, Couple
thiz with the constant flux of kender govern-
ment (the mules change fiom mument w
moment on 2 whim} and most civilized men
quickly flee in oot

There has nicver been & standing kender
army; those few invaders who have taken ken-
der tetritory have never found the heart to stay
very long. Indeed, most kender communities
find an occupation by invading forces to be a
tremendous boost to their local cconomy since
invaders always bring such interesting things
for the kender to handle,




GNomes

Tinker Gnomes
Appearance

Gnomes average three feet in height and
weigh abour 45-50 lbs. Females are as large as
males, All gnomes have rich brown skin,
eirher suraight or curly whire hair, china-blue
or violer cyes. and surprisingly even, cavity-
free teech, Males have soft; cutly white beards
and mustaches; females wie beardless, Both
sexes develop facial wrinkles afier age 30,
Grnomes are very short and stocky, though
theit movements are quick and their hands are
deft and sure. They have ounded cars and
lasge noses,

Gnomes sound much like bumans in vocal
range and pitch, excepe for having a more
nasal voice. They speak very intensely and rap-
idly, running 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 uneil they've both finished
their say, often answering questions later in
their dialogue as part of the same continuous

sentence. Goomes have learned rospeak slowe

ly and distinctly when around other races. 1f
frightened, startled. or depressed, a gnome
may speak in much shorer sentences than is
usual,

Guornes imvolved in major industrial opera-
tions may develop industrial discases from
smog and other working hazaids, Mild respi-
ratory and cye infections are fairly common,
bur elear up quickly once the affliceed gnome
is put in fresh air for a few days, Induserial
accidents, noise and visual pellution, and oth-
er problems can tempotarily or peomanently
disable 4 gnome, sometimes leading to catly
rerirement from active pursuics,

history

Grormish liswoiy 18 the moest derailed of any
of the races of Kryon—it isalso the must inex-
plicable and boring stuff you could ever be
forced to read. Every gnome, no matter how
lowly his station, keeps a detailed diary of his
wark and inventions. These diariés form the
official history of the gnomish racc. Thus the
historian must wade through tremendous
amounts of tedious notes just to find 5 refer
ence 1o a significant event in gnomish history.
Even the most intrepid of scholars balke ar ¢che
monumental task,

Mevertheless, there are enough refersnces
to the Greystone of Gargath to establish icasa
major event in ghomish 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 i unavailable
since the older diaries ate much more detailed
and filled with minueae than those of present-
day gnomes. The ancient history of the
gnomes no doubr exists somewhere in the vast
storage system of the pnomish libearies, but i
has been impossible to ferret our, This task is
also complicated by the face that an carly
gnomish inventor tried to build 2 cam and
shaft dara swrage facility (primitive com-
putct) which burned o the ground and wok
many ancient works with it

What litcle has been pieced wogetlics gives a
dim picturc of the history of gnomes since the
Greystone, On Sanceist Isle, many of the
gnomes who purued the Greystone gave up
the chase, They settled down racher than dsk
another dangerous ocean voyage, The rest of
the gnomes built ships and sailed out of sight,
with the best wishes of their fellows. Bventu-
ally, many gnomes who had scattered acros
Ansalon during the chase migrated west to
Sancrist; only a few gnomes now remain on
the main continens.

Thraughout their history, gnomes have
concentrated on developing scientific and
technological devices, 2 voration hampered by
the predominantly magical essence of this
world, They have working steam engines and
steam-powered ships, clockwork mechanisms
w keep vime, ore-refining planes that make.
high-grade steel, and such mundane devices
as screws, pulleys, drive shafis, toothed gears,
coiled springs, music boxes, aod mechanical
toys,
Two notable events occurred following tic
escape of the Greystone, The first was the
artival of the Knights of Solamnia on Sancrist.
The first Knight-gneme contact was rather
unpleasant. Always suspicious of outsiders,
the gnomes were alarmed to see ships arriving
upon their shores, bearing hoedes of call, war-
like humans, Determined to keep their

mounrain paradise sectet from the humans,

the gnomes lurched into action, Their first
thoughr was to hide within their mouneun
caverns hur then, being gnomes, they had a
better idea.

After several months of unending toil by
their greatest mechanical geniuses, the
gnomes were prepared, They were going to
mahe their mountain disappear. The engi-
seets set ol the device with grear pride and
much fanfare.

This day went down in dic anals of San.
crist (oven when almost everything clsc wuy
lost during the Cataclysm) as the Day of Rot-

ten Eggs. The island was covered in 2 densc
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cloud of thick yellow smoke, redolent of eggs
that had been sitting in the sun for @ week,

Within hours everyone in the human colo-
ny was deathly sick from the smell, Packing up
blankets and clothes, they besded for the
beaches, Gratefully breathing the fresh salt
breezes, they wondered if they wanld ever be
ahle to retum to their homes. While wairing
anxionsly for the vile yellow cloud ro dissi-
pate, the colonists were considerably startled
to see an army of short. brown creanures stag-
ger out of the smoke and fall almuose lifeless at
the humans' feer.

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

As a result of this cxperiment, the gnomes
now possess a formula for a polson gas chat
incapacitates its victims, More importantly,
the gnomes have allied themselves with
Sclamnia’s government and are now impor-
tane trading partners of this kingdom. The
Knights, ever suspicious of magical fotces, are
relieved to be dealing with a race that carries
the banner of technology; Solamnia has prof-
ited greatly from this contarct.

The second major post-Greystone event was
the Cataclysm. This world-rending catastro-
phe produced tremendous upheavals thac
enlarged the size of Sancrist's mounrainous
nothern half, where the gnomes lived, A
number of gnomes were killed by landstides
and tunnel collapses, but vverall, the seismic
-arrivity was weleome, Wity vastly increased
living space, the gnomes were lirtle inclined to
travel elsewhere. Many small groups of
gnomes now make their homes in the norch-
cm Sancrist mountaing, spending their days
mining and gem-hunting.

Socilal PracCTICES

Every gnome has three different mames,
One is the gnome's true nwine, whicl is aca-
ally an excensive lastoty of tie goome's entire
{family tee, execnding back to the race's crea-
tion by Reons. This history is compacted into 3
single, cnormous word that can casily fill &
latge book, In fact, the complete names of
cvery gnome born on Sancrist are kept by the
Genealogy Guild in the main library at Mount
MNevermind. Interestingly, this record forms
the only continuous history of the world since
the Age of Dreams, though it says little abone
any race other than the gnomes.

Though each gnome can easily remember
his complete narme, or at least the firse few
thousand letters of it, gnomes have developed
a shorcened name for use when among

gnomes, This name takes metely half 2 min-
ute to recice and 15 simply a listing of the high-
lights of the gnome's ancestry. Humans and
ather races who deal with gnomes have devel.

+ oped even shorter names for them, These con-

sist of the first one of two syllables of gnomish
names. Goomes find these abbreviated names
10 be very undignified, bur chey bave learned
1o live with them,

Society

The largest serelement of gnomes exists in
the immense twnnel complexes heneach
Mount Nevermind an extiner voleano {and
tallest mouneain) on Sanctise Isle. A recent
census of the community indicates thar
59,000 gromes live there. give or take the few
hundred who are coming of poing at any onc
gime. The Mounr Nevennind community is
thousands of yeurs vld and is e most highly
deyeluped of all gnome civies on Keynn,

The city of Mount Nevermind is built into
the rock surtounding the central shaft of the
volcang. The voleane's caldera holds a small
centeal lake that freezes over in the wineer.
Gnome enginects long ago excavated the ash
and rock from the voleana's throat and
smoothed out the floor of the crater for rough-

ly 400 yards, This smooth area came to be
called the Tnner Hall. A horizontal shaft (the
Cuter Hall) runs from the Inner Hall through
the mountain to the ourside world.

The cenural shaft is over 1,050 yards high
and 800 yards acrvss at its wop. Hluminaton
from thousands of lanterns, fires, candles,
mirrors, and old glass globes with coneinual
light spells brightens the Inner Hall,

Meourit Mevermind is a scene of frantic,
nonstop activity and noise. Everywhere onc
locks are pnomes hunying from place
place, whistles blowing, gears turning, sream
blasting, horns sounding, lights flashing,
mechanical carts rolling, ctc. The gnomes
have developed catapults (gnomeflingers) for
rapid transportation from the Inner Hall o
the varions levels of the city {35 levels in all).
Hundreds of staitcases, ramps, pulley cleva-
tors, ladders, and the like also crass from level
tov level. Seeam-powered carts mounted on
rails encirele the city on many levels, provid-
ing fast (bur rather undependable) travel
around 2 single level, Inoan emcigency,
gnomes can move though the huge venuila-
tion shafts cut it the mountain, thowgh the
stean-driven Fans would make the going diffi-
cult,

Deneath the main ciey 15 an cnormous net-
watk of tunnels and mines chat spreads out in
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all dircctions, Called the Undercity, this tun-
nel system is as ancient as the city above and
far more dangerous. Monster lairs and
unfriendly subtertancan races have been
encountered, though pnomish technology has
managed to ifclite et of these hazards. Sev-
eral engineering commiteees are investigating
ways o hamess geothermal energy from deep
in the eatth, These commiteees have set up
regearch stations here and thege in the Linder-
city. A number of mnnels akso serve as dump-
ing sites for hazardons wastes; unpleasanr
things may he encountered rhere as well.

Each level of the city and Undercicy is well
separared from all others by a chick expanse of
rock, The mnneling is superbly engineered
and reinforced. a5 insurance against carth-
quakes and other disturbances. Some areas of
the city are built with shock-absorbing ceilings
reinforced by cnormous steel springs. Sreel
rods are often drilled through the rock to lend
additional reinforcement, The possibility of 2
second Cataclysm has not been ignored by the
gnemish engineets.

The slopes of Mount Nevermind have been
extensively terraced. The terraces are carefully
farmed and tended by the Agricultural Guild,
which also maintains fungi-growth farms and
herds of cave-dwelling goats and sheep in the
Underciey. Additional food ¢ provided by
raising domestic animals in the summounding
conntryside and from game caughr by the
Huntrers Guild. Research s being conduceed
into ctearing artificial food. but previous
experiments in this area have always resulted
in poisonous morsels. A commirree i seill
looking into the marer.

Mownt Nevermind is governed by au eleci-
ed Gramd Council of can leadess and guild
masters. These gnome leaders serve in their
positions for lifc. Methods of clection vary
from guild to guild and from clan to clan;
some use closed ballots, debates, seniority,
and contests, while some positions are actually
hereditary.

Several hundred elang dwell within the
mountain. There are perhaps 30 major guilds
and 2 host of minot anes. The government is
so heavily laden with bureaucracy that few
major decizions are actually rendered in the
Grand Council. Mast of the decisions are
made hy guilds and ¢lans who po off on their
own tangents, regardless of the wishes af the
rese of the community. Bveryone insists upon
regulation and doing chings by the book. buc
this process is so tedious and time-consuming
thart even gnomes don't have the parience.

Each major guild 13 organized saound a pai-
vcular arca of interest, There is 2 Mathematics
Guild, a2 Philosophers Guild, a Mechanical

Engincering Guild, a Weapons Guild, an
Education Guild, cte. Coverage of the physi-
cal and technological sciences is very heavy,
but saly two guilds (the Agricultural and
Medical Guilds} have anything to do with the
life sciences. Scientific guilds withour imme-
diate application, such as Astronomy, are usi-
ally small and lack a say in the aftairs of the
community. The Acquisittons, Military, and
Foreign Helations guilds regulnr!}r train and
employ gnome thieves and assassing (and even
pully dwarf assassins on ocrasion). Clerical
gonomes (when some existed) belonged to the
Friests Guild, which was the first and only
puild w become completely extinet, Their
funcrions were largely absorbed by the Medi-
cal and Fhilosophers Guilds.

Beyond the Mountan

The largest gnomish community away trom
Mount Nevermind has only a thousand inhab-

itants: Most athers average 200-400 citizens

and are found in mounrainons ar rough, hilly
regions. Each of these small towns s orga-
nized similarly o Mount Nevermind, buc
with fewer puilds and some of the goilds per-
form multiple funcrions {c.g.. the Medical
Guild mighr also take care of agriculooral
needs),

Sages are vety common in any goomish
community. Sages compile volumes and vol-
umcs of information, pucsses, facts, Bgurcs,
speeulations, and philosophical doodles on
their guild committee's selected topics. This
pure research is somerimes (though rarely)
helpful to future penerations, buc all of it is
carefully labeled, archived, and cared for by
the gnomish librarians in their huge book
[OOMS. Sage griomes almiost never travel, pre-
ferring to devote themselves o lifelong sudy
of a given subject.

It is worth saying a few words about
gnomes’ relations with other races. In areas
where gnomes ate known o exise, they are
generally nor well liked, Their technological
benc makes chem very alien 10 people accus-
tomed o migic, and their poor grasp of social
rebucions pucs off most porenual fmends, War
was naitwly averied none wic alicr a goom-
ish digging machine plowed through a sacred
clven grove, and similar episodes have

occurted across Ansalon at regular intervals.

The humans on Sancrist have managed to
adjust to the gnomes by avoiding contact with
them whenever possible,
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mMad Gnomes

Crcasivnally vavelers come acioss mad
gnomes. These creatuies look like goomes and
have many of the same abilitics as gnomes,
but they have no talent for technology, They
arc abmost always from distant lands far from
Ansalon. Gnomes do cheir best to help them
{the Medical Guild has treared several of them
with a varicry of devices of varying effect) but
maetly it ie for naughe, The few mad gromes
who have learned technolopical skills just nev-
et do their work properly as far as the gnomes
are econcerned. (Their equipment usually
works too well )




€lves

the €lves of
Ansalon

(3 the races that first sprang into heing
from the forging of the universe, the elves
were the embaodiment of good.

Al of elvish tradition holds thar they were
the first to be born into the world. When they
first awakened during the Age of Dicans,
they were scattered acios the lamd like the
stars are spread acioss the sky. The passage of
the Greystone lefi none on the face of Krynn
untouclicd, but it scemed o effece the elves
less than most. The only known change
causcd by that wondrous magical passage was
that of these land elves who became Seq Elves,
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farer called Dimemicsti aud Dargonesti, Both
developed thcie own cultures independent of
the main elven histories. They lived in distant
obsrurity and poace, chough trade was estab-
lished between clves of the land and those of
the sca.

Yet peace was not always possible in Ansa-
lon, The dragons awakened with the wotld,
some to evil and some to good. With the
advent of the first Dragon War in the Age of
Dreams, contlict entered the world of Krynn,

The Ogre Wars wete but a precursor to the
grear serupple of the firse Dragon War. Among
the elves of that time was one named Silvanos.
He was a powerful warrior and 4 grear traveler,
He visiced many of the elves in the deep woods
throughout Ansalon. Traveling with his com-
panion, 4 kender by the name of Balif, he also
encountered grear suffering wud Jdeath duting
the Dragon W, Wlen w last be could wake it
no more, Silvanos uaveled the lands again,
Lut siow with a purpese, e rallicd the elves of
the woods and convineed them to abandon
their Bsolated villages, His vision of a united
clven nation fired the minds of elves across all
of Ansalon and broughe them under his ban-
ner,

Thus Silvanes gave direction and 2 united
front to the proviously dispersed elves. He
forged a nation whose ideals and order lasted

—

for more than two millennia and are sull hon-
ored today in the courts of the Silvanesti elves.

During the first Dragon War, Silvanos
called the Sinchal-Elish {Couneil of the High
Ones) on 2 hill named Sol-Fallen, There many
households and clans swore their allegianee
Silvanos and the fledgling nation of Silyanes-
ti. Balif stayed to help Silvannos min the elven
armiies. .

Silvanas wed Quinari and raised a family,
Their first son was Sithel, When Silvanos died
in appreximarely 2313 PC (Pre-Caraclysm),
Sirhel assumed the lcadesship of the elves of
Silvanesti, His farher was buried in 2 coystal
womb. Sithel alsu erected 2 wwer in honor of
s mochier e the hean of Silvanost,

It was wboue 2308 PC char twin sons weic
botn 1o Sithel, They were named Sithas and
Kith-Kanan. Sithas was born but minutes
before Kith-Kanan.

During this same time, the human
Ergorhian Empire was spreading across Ansa-
lon and, inevitably, encreached on the
expanding borders of Silvanesti. The
Wildrunnaer elves of the House Protector wete,
naturally, ar the front of the elven expansion
and were the first to make conract wirh the rig.
ing human civilization . Kith-Kanan was the
leader of the Wildrunner Flves and Sichas was
the heir to the Silvanest chrone.
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The sympathies of Kith-Kanan were with
these Wildnunner elves who were mare free of
the constraints of their Houses and more open
and friendly than the elves of the other
Huyuses, Trade was soon established berween
the Wildiunner elves and the buman sertle-
ments on their borders and, in the course of
eimc, several marriages between Wildiunner
clves and humans oocureed, While thiy made
sense to the elves of [ouse Protector, Sithcl
looked on this with great suspicion, On Kith-
Kanan's advice, he journcyed to the westem
reaches of the kingdom to judge for himself
the results of Kith-Eanan's diplomacy,

The journey proved to be a tertible disaster.
Sithel was killed while hunting for sport in the
borderlands. Some gay chat the arrow thae
slew him was a stray that found its mark by
accident. Others say that the humans assassi-
nated him in order to remove any batriers o
their expansion, There was aleo a rale thae the
killing was done at the arder of Sithas in order
to discredit his brother and place himself on
the throne all ac the same time.

The final resule was the Kinslayer War thar
lasted unril 2100 PC. in which the Silvanesti
clves wrivd w drive the humans from the land.,
The elves ol dhat icgion who had mamied
humans sided with the Ervochians in whar
they perceived as an wunjust war biought un by
their own country. Kith-Kanan led e auny
uf thc'wcatcm forees in Silvancst in a terrible

ainst his own kin. Ultimately the war
ende with a truce between the Ergoth
Empire and Kith Kanan.

By now, however, the western elves were
tired of being subject to the rigid casee system
of the Silvanesti, They sued for social change,
‘The first cvil war of the elves threatened, In
seeret negotiations with Ergoch, Sithas solved
several of his problems.

The Swordshearh Scroll was signed and the
nation of Cualinesri was formed—a place
where the Wildrunner elves of western
Silvanesti could establish cheir own nation,
Kith-Fanan saw this for what it was—exile,
e it seemned w be the only hope for his peo-
ple. Thus was the kingdom of Qualinest bom
out of soreow and hope. Kith-Kanan estab-
lished his kingdom of elves in Qualinest and
nover returned to Silvanesu.

ﬁ;-.-EhreunK:fpp  the special abilitics of
‘elves listed in the an&rs Jﬁﬂdwl Uﬁ[m
otherwize noted in the mce descripti '

ticular elven race, use the special abilities a5 spec-

Silvanesti

(high €lves)

Appearance

The Silvanesti ate a fair-skinned tace with
eyes of blue or brown and hair ranging from
light brown to blonde-white. Hazel cycs arc a
symbol of the line of Silvanos. The Silvanesti
prefer loose parments, flowing robes, and
capes.

histony

The history of the Silvancsti iy lunwely the
history of clyes on Ansalon, Quevalin Soth,
the great bard of the Silvanesti elves, was the
first popular clvish historian, His writings
form the basis of most commeonly known his-
tory to this day, Thus the history of elves at the
beginning of this section really decails the his-
tory of Silvanest in its eatly stages,

Atter the formation of Qualinesti, che
Silvanesti elves remained izolated from the
world until the time of King Lorac Caladon,
Lnder hiz direction, Silvanesti established a
flourishing trade with lstar, the great empire
to the north, Then the Cataclysm closed the
borders of Silvanest and the clves withdrew
from the rest of the world. Their borders were
feared for few who crossed them ever
recurned,

The Dragonarmics did not fear the barders
of Silvanestt, During che War of the Lance,
the Diagon Highlurds devided o deal with
Silvanesti before venuring inw the femile
Solamnic lands to the west,

So it was chat dragons came ar last o
Silvanesc to spread rerror. For somic time the
armies of the Wildrunner elves made the
advancing Dragonarmics pay dearly for every
gtep chey took oo 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 that King Lorac had
secretly nsed a dragon arbiin g vain attempt to
destroy the ancoming dragons. His hope turn.
ed against him and his ewn worse nighrmares
were given substince and created a horrihile
aleemnare reality over the entite kingdom.
Through his tormured mind, the onee-
beautiful forest of Silvanesti was reshaped into
a nightmare.

During the rest of dhe %Wy ol die Lunce, the
Sibvancst kingdem-in-cxile was based on che
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island of Ergoth, Since the end of the war, the
Silvanesti government has been located in
Qualincet under the direction of Alhana Scar-
breeze, dauphrer of King Lorac. Her marriage
to Porthios, Speaker of Suns of Qualinesti, isa
symbolic union of thelr two peoples.

The Silvanesti ¢lves aee trying to reclaim
their homeland from their bage in Qualinesti,
While the orb is no longer causing the night-
mares to continue in Silvanesti, the effects of
that magic still remain and make ance-great
Silvanesti a place of hotror and twisted agony,
The clves have a long and hard rask ahead
reclaim their homeland.

Philosophies

The Silvanest elves are a prejudiced peo-
ple, intolerant of other races and customs,
which are seen by the Stlvanesti as being high-
ly inferior to cheir own. Their views dre obyi-
ously the only correct ones. Racial purity is
also a large pam of the Silvanesti mindset.

SoclgLy

Silvanesti attitudes differ greadly from thosc
of their Qualinest brethren. Long years with-
in a safe, settled empire have straeified che
vatipus cratts and tasks into a rigid system of
eastes, or Houses, At the top of the syscem is
House Hoval, the descendants of Silvancs whe
rule the land. Mexe 2 House Cleric, once a
religious order, bt now mainly concerned
with keeping records and laoge.

Beneath these two houses are those of the
craftsmen and puilds: Honse Mystic, House
Gardener. and House Mason, to name a few
The House Proteetor (the Wildnunners) serves
s the amoy of the Silvancse, Years of contin-
ual peace have sumilied the guilds inco rigid
social instiutions. Mo one maccies ouside his
guild without permission, and permission is
rarcly granted,

The lowest guild is House Servicor, which
includes apprentices, forcign traders, inden-
tured servants, and slaves (the Silvanest
enclave races that lose wars with them).

The Silvanesti survived the Cataclysm and
bolted their doors against che outside world.
During the War of the Lance, the Silvanesti
tled west through the Plains of Dust, crossed
the srraits o Southern Ergoth and settled on
the wesretn shores of Harkun Bay. There they
founded Silvamorl, the Hidden Realm.
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qualinestl

ApPpPEARANCE

The CQualinest arc slightly smaller and
darker than the Silvanesti, Their hair ranges
from honey-brown to blosd, and their cyes
are blue ur brown. They prefer woven slacks
and jerkins for men, long dicsses for women,

Philosophies

The Chualinesti are mare friendly than the
Silvanesti. They have traded more openly with
other rares and bulle Pax Tharkas as a joint
wventuee 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 & continual
bartier to improved relations with the other
races in the area,

The situation deteriorated drastically with
the Cataclysm. The elves were able to rerain
their civilization and saciety despite the terri-
ble destruction of their land. The neighhoring
humans and dwarves were not so forronare.
Their societies were desteoyed: the starving
survivars heard momors that the CQualinesti
had treasutes and food worthy of plunder. The
subsequent raids destroyed the small outlying
elven communiries and earned the hatred of
those elves that survived. Qualinesti closed ity
borders to the other races until the nation was
forced w abandon is homeland aod flee west
befure the Diagonarmics in the War of the
Lance,

After the War of the Lance, the Qualinesti
elves returned from exile in Ergoth to reclaim
their homeland, Despite the fact that they
had fought with the Knights of Solamnia
against the Dark Queen, i:y still harbored
deep resentments againgt the other eaces of
the wotld. 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 consing, but any snobbery they
display is far more subtle than that of the
High Elves,

history

The tragedy of the Kinslayer Wars marked
the beginning of the Qualinesti race of elves.
With Kith-Kanan leading them, the Qualines-
ti vowed to forge 4 more tolerant sociery. In the
days prior to the Cataclysm, the (lualinesu
elves tounded many smaller communities in
the hope that they would grow in trade and cul-
tieee a8 had Choalinose.

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
elves were seen a5 casy prey by the other peo-
ples who were stuggling o survive in e
shatrered lands. Many cerrible mids devas-
tared the Qualinesti communitics. (Many of
Krynn's hall-clves came from this time when
humans raided che elven cities.)

In their flight from the advancing Dragon-
armics during the War of the Lance, the
Qualinesti fled across the Steaits of Algoni to
southern Etgoth and founded the city of
Qusalimoti on the esstern 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 originally belonged. All three
nations began bickering with one another and
could only agree thar the Dragonarmies had
to be stopped.

After the War of the Tance, the Qualinesti
mounted an expedition to reclaim their
homeland. This they did with little difficulty
and set abour repairing their capiral ciry.
Porthios became the Speaker of Suns after the
death of his father Solostaran, Porthios mar-
tied Alhana Starbreeze in a political marriage
intended tw reforge the bonds beoween the
elvey of Qualioesti and those of Silvancsti.
While the two nations remain sundcred in
rrany ways, this has taken the hostile edge off
their relations,

The Qualinesti are now helping the
Silvanesti elves to reclaim ancient Silvancst.
This is not to say that all pase injustices have
been forgiven, The Qualinesri aid seems more
in the way of “the sooner your house is ready,
the sooner you'll be curof mine”

SOCICTY

The Qualinesti socicry is far less serucrured
than that of their Silvanesti cousins.

“The Qualincsti arc ruled by a Speaker of
Suns whe must be a bloed descendant of
Kith-Kanan and thus of Silvanos. The Speak-
ef serves primarily as a guiding and directing
force in a government made up of a senate
called the Thalas-Enthia. This group is
appeinted to represent the vanious guilds and
communitics of the elves. The recommenda-
tions of this group are then brought o rhe
Speaker who makes the final determination
on the matter

Only one large city exists in all of
Cualinesti—Cualinose, the capital, This city
is a magnificent blending of elven archirecrure
and narural feamres. The marvels of this ity
are many and are described e approp-
arely in the Adfas of Komn, The Tower of Suns
overlooks Qualinust, the city built in harmeony
witls nawure.

The Qualinesti dicams of fostering many
sister elven citics dicd with the Caraclysm.
There are many communitics that scill exist in
the foreses west of the Kharolis Mountains,
but these are small, isolated farming com-
munities with no desires for becoming any-
thing maore.
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Kagonesti

(Wild €lves)
ApPpPEaRance

The Kaganesti elves are about the same size
a5 Silvanesti and Qualinesed, but they are
much more muscular. They are very tan and
draw designs on their faces and exposed flesh
with clay and paines. Their hair is dark, rang-
ing from blick to light brown, with a rare
throwback to the sibvery white of their ances.
tors. Their eyes are hazel.

histony
The Kagonesti elves, also called Wild Elves,

are diseantly related to all other elves,
although their history a5 2 separate people
starts ar the very beginning of the world, Their
tales of the creation are moch more fanciful
than those of their cousing. This is primarily
due to the fact thar their histary is handed
down verbally from generation o generation

According o the Kagonesti version of the
carly duys of Krynn, the elves were the first ta
walk the lands and tasie che waters. They
found the land good and the warers pure and
koew that this would oot always be so. Some
elves went cast and gathered wgedier under
great chicfs to wage war upon oter nations,
Yer the Kagonesti did noc follow this padh.
They wished only that which the gods had
granted them. 8o the Kagonesti lived in har-
mony with the land, the gods, and the other
peoples of Erynn, Though they did not war
against other nations, their wartors were
strong and protected the lands that were given
to the Kagonesti by the gods.

Some Kaponesti are the descendants of
Silvanesti and Qualinesd elves who left those
nations cenruries agn 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 evenrually
became part of the Empire of Ergoth (or so
Ergoth said}, It mateered little to the

Kagonesti, They were left alone and contin.

ued to live as they had for millennia. Ergorh
waxed and waned and was soon forgotten
under the glaring brilliance of Tstar, but the
elves of the wilds remained unchanged.

Bventually rime canght up with the
Kagonesri. They saw the Cataclysm as a sign
from the gods, but they could not agree on
whart the sign meant, The War of the Lance
shattered their peace a5 their land was invaded
by the refugee Silvanesti elves flecing west
flom the homors of their own land. The
Silvanest subjugated the Kagonest as slaves
1w their naton in exile, They claimcd that
their purpose was to educate their lost broth-
ces in the ways of civilization, but the
Kagonesti knew slavery for what it was, The
coming of the Qualinesti helped the situation
somewhat {at least the Silvanesti had someone
chic to bother), but the Kagonesti moumned
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 Qualinest
left and took the Silvanestt with them. This
was not without s price, however, for many
of the Kagonesti were taken a5 servants to the
grear houses of the Silvanesti. Many families
were sundered in that leave-taking; there are
still many Kaponesti who roam the lands look-
ing for their loved ones.

Phitosophies

The Kagonest believe that harmony with
nature iz the key to a full and happy life
While chey respect narure in all irs forms, they
also teel 1t can be used to furcher the purposes
and well-being of the tribe,

While the Kagonesti do oot stare wars of
aggression, this does not mean that they are
pacifists. The Kagonesti are fierce and derer-
mined warriors when the need anses. They
hune pame and encmics with egual deadli-
ness. They are fiercely prowd of their heritage
and penemlly miber hot-tempered, in con-
trast (o the reserved and stoic Silvancsed.

Society

The basic unit of the Kagonesti is the eribe,
centered around a chief and his family. The
Kagonesti eribe Hves in strocrures that are casi-
ly pottable. Permanent seirlements ame neve

made,

The Kagonesti have a more animistic view
of the cosmos than their elven brothers. They
see the grear spirits of the stars in everything.
lnanimate objects are helieved ro be filled
with the spirits of their Kagonesti ancestors.

The wild natute of the Kaponesti and their
unarthodox customs (they send their dead
down the tiver to the sea rather than build
rombs of stone) have led other elven aces w
repard them as savages and lesser beings. The
Silvanesti declared them House Servitor and
enslaved them w Luild Silvamori. The
Qualinesti bave Indenmired them as well,
thinking that the Kagoncsti arc some part-
elven lesser race,
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QanrGonest and

Oimernest
{Sea €lves)

Appearance

The Dimemesti and Trargonesti are races of
Sea Elves, groups that separated radically from
the elven land races during the Age of
Dreams—partly ‘as a result of the Greystone
passage at thae time. {The Dirnemcsti arc also
called 3hoal Elves as they inhabit the shallows
of many of Ansalon’s woestlines.) They have
been few in numbet ever since the devastation
of the Caraclysm in which many of their cita-
dels and homes were destroyed. They breathe
both air and water and have light bluish skin
and webbed fin gcrs. They wear their silver
hair long, braided with shells. The Dargones-
ti, of Deep-Elves, are the tallest elven race, a
slender people wich large eyes, exrended fin-
gets, and deep blue skin,

The most interesting aspect of the sea elves is
their unique ability o shapechange into the
form of a sea otter (Eumernesei) of dolphin
(Dargonesti). This comes naturally to them and
greacly aids them in mewing ahour their under-
water kingdoms, There are differences between
actial dolphing and whales and their elven sha-
pechanged counterparts but those differences
are s0 minor as 10 be only distinguishable
another Dimernesti or Dargoneso.

histony

The zea elves were cteated duting the pas-
sape of the Greystone of Gargath, Cnginally
clven mariners with a great love for the sea,
their race became dwellers of the oceans and
its main civilizing force.

Practically nothing of cheir history has been
ransmitted to the ears of surface dwellers,
Those contacts that have been made indivate
that the sea elves' hiscory 15.as full aud welocful
as those of the land-dwelling clves. What is
koow is tha groat batles were waged during
tlic Whar of the Lance by the Dimcrnesti and
Drrgonesti against the forces of the Queen of
Darkness under che watcrs, The Shoal Elves
seem to have the same stand-offish relation
ship with the Deep Elves as the Qualinestt do
with the Silvanesei.

Long ago, the Dimernest had a partnership
with the Silvanesti, allowing elvish mariners
to explore distant lands. Quarrels with the
stiff-necked Silvanesti led to a2 break in all
communication with fhe land elves; rhe
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House Martiner is niow a lost guild among the
Silvanest.

Throughout history, wondrous tales of
these elves helping mariners in distress have
been told in all seapons. However, these tales
ate almost always reported third or fourth
hand and are undoubtedly greacly exagger-
ared. '

Philosophies

Shoal Elves take little intercst in what ha
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 Dimemesti. Dargonesti have
rately been seen by humans or any of their
land-based kin.

SOCIELY

The Dimernesti follow the Speaker of the
Sea, a heredic asition much like che
Speaker of Stusmw*hr;le there are many guilds
that mirror cthose of Silvanesu, there 15 no
caste systemn and the boundaries between
puilds are not as rigid as for the Silvanesd.

The Dimemesti have recently taken to liv-
ing in the sunken cities of the Caraclysm.
They find them romantic and inerigning. The
Timernesti are not builders bur they seem w
enjoy living in hulldings.

Most Dimernesti live in schools thar are
clan-oriented proups. There are no families as
all of those in the group care for the young of
the school. They are nomadic in narure and
rarcly stay i the same place for long,

Oark €lves

The outcasts of elven society, these are elves
without a country and without a prople. They
arc alone and beyond the sociery 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,
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half-€lves
AppEARANCE

Half-elves strongly resemble the racial stock

of their elven parent, burt they generally have
facial hair (missing on all other elves) and a
hair coler thar is ot consistent with thei
clven heritage. They arc geoemally more stocky

than must elves and, while almost universally .

handsome or beauriful, lack the grace of their

clven parcntage.

hNistory

The half-elves are considered “‘untrue
elves” hy all the other elven societies. They
have ne true history of their own but borrow it
from their parentage.

The Kinslayer Wars were brought abour, in
pam, due o the intermarrage of elves wd
humans in thar region. Durng dw woe,

half-elves in human socicty wete considered 4

gizal blessing and brought honor to the
hanian houschold, The clves, particularly the
race-conscious Silvanesti, werc rcvo.lt.cc{ by
these intetracial marriages,

Adter the Cataclysm, there came a time of
barbarism duting which many elven towns
were plundered and ransacked by human
hordes. Many half-elves were engendered due-
ing this period of rapine and violence, The
Silvanesti elves cast them from socicty as they
would Datk Elves. Only the Cualinese took
them in and gave them a home, although
even they were cold and sometimes cruel o
these unfortunares

Tt was, interesringly enough. one of these

bastard half-clves who was parttly responsible:

for the ultimare victory of the Whitestone
Forces over the Dragonarmies. Tanis of
Cualinost, who lacer marmied the Princess
Laurana of Qualinesu, proved the wordiof his

WILUE T4,

Philosophies

Az most halfielves are raised in an armo-
sphere of shame and scorn, ir is little wonder
that they genenally display tendencies toward
rebellion and ancd-social activices. They are
usually very insecure and seldom trave]l with
others unless they feel accepred. They often
overcompensate for this insecuriey by pee-
forming acs ol deatl-delying bravado,

SocieLy

The half-eif is an outcast from the societies
of both his parents. There it no society that
consists solely of half-elves as they are primari-
ly loners. If there iz 2 home fora half-clt, i is
in Qualinesti, where they are treated coldly
but at least they have 4 place in the sociery.
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Owanrves

According to the most reliable sources on
the origine of Krynn's inhabitants, the
dwarves of Krynn ate descendants of the
gaomes, created from that original stock by
the magic of the Greystone of Gargarh. This
srory is told in the beginning of this scction
(page 49).

The dwarves themselves. however. swub-
bormnly cling to anocher view of their genesis.
They believe tha they were the list beings cre-
ated by Reorx and that they were made in his
image. Reorx, they say, learned from cach of
his creations uncil he knew the perfect form te
miake hisown people—the dwatves, of course,
represent this perfect form, While the rest of
the continent accepts the Greystone theory
over this tale, all knew better than ooy to prove
thiz point to a dwarf. The idea that dwarves
are related to kender and gnomes is one that
can cause 2 full-scale war with a dwarven
nation.

There dare other mysteres 10 the dwatven
past as well. Lonp before the Empire of Istar
hlossomed, a gredar kingdom of dwarves
known a8 the Kal-Thax exisred thar extended
from Karthay into the very plains of Istar.

Guevalin Soth allegedly visiced this realm
in his travels and he supposedly wrote: The
kingdom left the ground above to its narural
and pastoral stare while belowr s surface was
the greaese civilization my cyes have vet
beheld., Unmeasured were les caverns, their
depths unrold and dheir beauty beyond
description. And in all its splendor and won-
der, never once was the nature of the gods
tampered with. Millions upon millions of
dwarves labored here in unity and peace; their
works were beyond any to be found in all the
realms of the shyl”

Similar tales from the Ape of Might eche
these remarks, although there still remains
gome question 95 to whether the longdom
actually existed or was simply a produoece of fan-

cilul wales foon thiag period.

Indeed, the repored remarks of Quevalin
Soth may have been only 2 folk tale that was
ateributed to him, The tale continucs 1o say
that the kingdom vanished withour a trace
approximately 2800 PC and has passed
bevond the knowledge of all Krynn. Their
fate has long been the subjece of speculation.
Causes voiced range from the plague to being
taken into the heavens by the pods, Aseinus,
the great histotian of Krynn, femains oddly
silent on this issue and refuses to confirm or
deny the kingdom's existende.

Wharever the fate of this supposed king-
dom, there were small colonies of dwarves
that established undergronnd residences in
neatly every mountainous region on Ansalon,

Construction in Thorbardin began in aboue
2652 PC. This grear dwarven kingdom was
complered in 93 years, It soon began o spread
i influznce norchward and @o nro the
Etgoth eapansion in 2189 PC. The boiders
that were cstablished berween them held uncil
the Ergoth cxpansion castward ran ino the
Silvancsti borders. With nowhcee clse 1o
cstablish new colenics, tensions berween the
dwarves and Ergoth began to heat up. The sit-
uation became uncontrollable in approxi-
mately 2142 PC when Ergoth began mining
operations in the Kharelis mountaing, Border
clashes between the dwarves and the humans
became mare frequent.

In an effort to avord another prolonged war
{Ergoth had just fought the Kinslayer War),
the Swordshearh Sceall was signed. This ree-
ated a new seate (Qualinesti) for the disaffect-
ed Rilvanesti elves. Qualinesti was placed
between the Thorbardin dwarves and the men
of Ergoth to ease the friction berween the mwo
nations,

Much o everyone's surpiise, the Qualinesti
elves {(whe weoie o fiiendly w the dwaives
than others had been) became Lase allics of
Thorbardin. As asymbol of the unity berween
the ghves and dwarves, they jointly constracred
Pax Tharkas in the pass between theit nations,

Other dwarven kingdoms were also nising at
this time. The kinggnms of Zhakar in the
Khalkist Mountains and Faolyn in the
Drarkenwal south of Solamnia both waxed in
power ag Thorbardin was completed. (Though
Kaolyn sutfered greatly from oppressive
Ergothian rule and did not grow as quickly as
the ather kingdoms. ) The dwarves of Zhaman
saw the surface of Ansalon bring claimed and
fought over by many nations and did whart
dwarves do best—rthey ook their kingdom
underground whete no nation would bother
them,

These dwarven kingdoms were generally
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disimierested I the doings of the other races,
as they were preoccupied with their vwa diffi-
culties, This brought on grear sufferings in
dwatven nations at the time of the Cataclysm.,
While the full cffects of this disaster on
Kaolyn and Zhaman are not known, its effeers
at Thorbardin ate well documented,

Thorbardin had become heavily dependent
upon trade for her food supplies. These were
feceived primadly from the Abanssinian
Plains north of Pax Tharkas and from the elves
of Chualinesti. Xak Tsaroth was a central city of
trade for the southern plaing and food was
exsy to purchase there. By this time, the
dwarves not only had their great underground
ciry bur also many serelements ahove ground
outside the gares 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 to
Drarman, king of the Thorthardim dwarves, His
nation had only a small food reserve and he
couldn't hope o feed both those inside che
mountain and those in the ficlds beyond. [e
rcasoncd that the dwarves in che ficlds at least
had a chance of surviving but thar those inside
had none if the food supply had to be divided
among the entire nation. So he reluctancy
otdered chat the pates to the outside world be
closed, leaving those dwarves who were out-
side the mountain to fend for themselves.

The hill dwatves, for that s what the
dwarves who lived outside had come to be
called, fled back roward the safety of their
ancient capital only o find the gares shur o
them and no answer to their pleas. The hill
dwatves of that region call this deed the Grear
Berrayal. an act thar sparked the still-
smoldeting hatred berween the hill dwarves
and the mountain dwarves of Thorbardin,
The Dwarfgare Wars were an arempt by che
Ll ebwarves wnd thea ioioan allicy e etake
Thorbardin,

T this day, most extant dwarf kingdoms
rernain shue against the ourside world, Most
dwarves that are commonly met are of hill
dwarf descent, The hatred between these wo
groups still remains high.
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hill Owanves
Appearance

Hill dwarves have deep tan o light hrown
skin and mddy cheeks and bright eyes. Their
hair is brown black or gray. They favor earth
tones in their clothing although they will
occasionally wear something bright. Hill
dwarves have deep voices and acroally sing
quite well, but geting one o du su eguires
excepiional skill in diplomacy,

Nistory

Hill dwarves were a part of the mainstream
dwatven society until the Cataclysm, At that
time, they were not permitted to return to
their former homes and were forced o live
permanently above ground. They have
remained here more out of obstinacy than for
lack of suitable mountains 1o delve,

Hill dwarves are considered Neidar dwarves
by the mouncain dwarves, This refers o their
former clan status Lefore being exiled from
the mountain (sec mountain dwarves below.
for further descoptions).

Philosophies

Hill dwarves are a5 stzhhorn as theie uneder-
ground cousins (though each group claims o
be more stubborn than the other). They tend
to be rough and coarse and lack some of the
refinement of their underpround fellows.

They complain often but usually do so w hide

the fact that they lave 2 rather pleasant and
gentle nature,

SOcCIELY

Hill dwarves have small communities that
live in above-ground villages. Unmarried hill
dwarves often ser our on their own, only occa-
sionally returning o their original clan, The
hill dwarves have mxi.rm_im_:d the clan system
it dates [ umey long beloie the Cata-
clysm. They do not, howeyer, come wgether
in groups larger than cheir local clans as the
clans tend to be suspicious, if not hestile to
other clans.

Mountain Owarves

AppeEarance

Mountain dwarves have lighe browa skin
and smooth cheeks and bripht eyes. Their haic
15 brown, black, gray, o occasionally white,

They favor earth tones in cheir clothing,

Since mounntain dwarves have o wide voeal
range, commanities often form chorses of
dwarves thar sing rhe traditional songs of the
mountain dwarves, These songs can some-
times be heard echoing through the moun-
rains where the dwarves live.

history

The history of the mountain dwatves is
recounted at the beginning of this section. In
recent yeass, some outsiders have gained
entrance to the mountain kingdoms, At least
one entite nation of refugees was allowed 1o
move through the southern pare of Thotbard-
in after the group's extractdinary needs were
presented to the mling Council of Thanes.

philosophies

Communines of mountain dwarves have
cnough problems to keep them occupied
without looking for more trouble in the out-
side wotld. With the number of classes and
clans that cxist within a communiry, there is
continuous political friction between the vari-
ous factions in the mountain, This keeps the
dwarves too busy to pay much actention to the
matters of the outside wotld, They are not
intercsted in helping others or even in listen-
ing to their troubles unless they can be shown

that the marter affects them somehowr.

Socicty

The dwarves of the mountains hayve tradi-
tionally been crganized into clans, Bach clan
is led by a thane who acts as its representative
to the Council of Thanes, The council consists
of nine members. These nine chaits represent
the following groups, each of which is
thought of as a separate race.

Hylat: This is the oldest and most noble of
the dwarven races. Most of the great dwarven
kings have been Hylar, The Hylar traditionally
live 1n the best accommodations that the
narion ca0 provide and are grear crafesmen.

Theiwar: These are a strunge and degener-
are race of dwarves. They late light wl
indeed suffer from nausea in sunlight. Never-
theless, their decams are of world conguest
and domination, Of the dwarven raccs, they
arc the most concerncd with apells and magie;
most of their leaders have spell-casting abili-
ties, The Theiwar consider themselves the
highesc of the dwarven races and seek to wrest
leadership away from the controlling council.
They want to take conol by whatever means
ate necessary—including civil was

Daewar: This clan w justly respected and
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many important leaders have come from their
midst, The Daewar are preat fighters and were
in the toretront of the Dwarfgate War at Thor-
bardin, Now they defer leadership o the
Hylar but take an active interest in public
safety and public works,

r: These are dark dwarves who split
off from the Theiwar many hundreds of years
ago. Their culrure flourished and is now wide-
spread and powerful, They are. if possible,
even more dangerous than their Theiwar cous-
iny, favoring murder, witere, wad thicvery w
et their way. Their loader is always the most
puw;'j.l;'ul wattior of the Dacrgar kingdom,
clected in a bloody combat to the death,

Neidar: The Neidar are hill dwarves wheo
lived outside 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 Klar are hill dwarves who lived
ingide Thorbardin at the time of the Dwrarfga-
te Ware, Following the war, the Klar were
deprived of property and persecuted terribly
for their supposed sympathy for the Neidar
(10 face, many Klar fought with bravery on the
Hylar side). Now, they serve the wealthy
duwarres of Thorbardin in menial roles. Afrer
centuries of suffering, they look for 2 leader o
deliver them from their plight.

Aghar: These are gully dwarves, See that
section for a description of this race. In the
dwarven kingdoms they work in menial, diry
tasks, but thac is all they are qualified wdo.
They have = scat on the council but the gully
dwarf representative soon learns 1o just sic in
his chair and not say or do anything, They
genctally sleep through such mectings, much
to cveryone'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 palitics but has & pro-
found effect on dwarven thinking about the
afrerlife, Dwarver use a variety of divination
methodi—some  real, athers  only
superstition—to contact their ancestors.

The High King: The High King is chosen
by acclamation of the Council of Thanes and
must he ardained by the people. The king can
be from any clans, but he niles all of the clans.

Gully Owarves
(Aghar)

APPEARANCE

Gully dwarves arc shom, sguar demi-
humans, averaging four feer in height; they
have ao average weight of 100 lbs., glve w
take about 10 1bs. Females end o be slighaly
smaller than males. Aghar are physically
much like other dwarves, cxecpt chat they are
eften covered with sears, bails, sores, and filch
duc to their living conditions,

Gully dwarves have skin tones ranging from
olive brown to a light parchment color, Mot-
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tled and splotched skin is not uncommon,
and a few have a dirty gray-brown skin tone.
Male gully dwarves wear long, scruffy beards;
females have cheek hair but no heards: Hair
color is usually dirry hlond, brown, nest, gray,
or dull black. Eye color can be watery blue,
dull green, brown, or hazel.

Gully dwarves don't appear to be as heavy
and stocky 25 other sorms of dwarves. They also
have namower fingers and limbs. Por bellics
are very cominon among both sexes, and gully
dwarves develop wrinkles quickly afrer ape 25

histony

Gully dwatves have an extensive aral rradi-
tinn of rheir origing and history. Dnformu-
nately, no twa pully dwarf clans agree on any
relevant derails. The stories are very colotful
and entertaining to others. though gully
dwarves take them very scriously,

For our purposes, we tum o other sources.
The tale of the Greystone of Gargath wlls of
how the dwarves and kender caime [ being.
In the years that followed, a few intermias-
riages between gnomes and dwarves occurred
in isolated communitics actoss Ansalon. Sur-
prisingly, the children of such marriages
proved to be o{a.n:mircly new face, with their
own particular charactenstics. The members
of this new race lacked all the better qualities
of theit parents,

Further intermarriages were banned by
dwarven and gnomish socieres. Members of
this new tace were driven out of their own
clang, partieulacly by the dwarves, who regard-
ed them as a blight. This new dwarven race
became known as the Aghar (“the
anguished ™). Humans larer christened them
gully dwarves, noting the race’s low starns and
poor living conditions.

The Cataclysm was at once the curse of the
waorld and the salvation of the gully dwarves.
The destruction of civilization in Ansalon
vpened up deeens of descried, muaned cives w
liabivation by wandering gully dward wilses.
Soon cnce-mighty owns like Xak Tsaroth
became havens for the Aghar, Undisturbed by
the rest of the world, the gully dwarves were
free to cstablish their own cultures—such as
they were,

Philosophies

The most important facers of 2 gully dwarf's
personality are genetally agreed to be survival
wsonce, pride, endurance, and stupidior,
Though detided by other ineellipent races of
Ansalon, gully dwarves continue 1w thrive
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under conditions that would have broken
many athers.

Gully dwarves ‘are born to survive; they
skillfully avoid exposing themselves to harm
and regard cowardice a5 4 virme. Groveling

has bren raised to the level of an art form in |

their society.

The stupidity of gully dwarves is legendary.
They can grasp the concepr of 4 single item
and of & group of items, but they cannor dis-
voguish breween lage 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 oumbcer
greater than one iscalled " two,” which simply
means "more than one.”’

Although considered foolish by all other
races, gully dwarves are o proud folk and act
with great seriousness. They tend to bave
inflated ideas of their ewn places in the grand
scheme of things; puncouring their egos is an
almaost impossible task.

SOCIETY

Gully dwatf communitics arc usually quire
small. Aghar prefer to live in cxtended family
units, called clans, which have 2-20 members,
Some very large clans can have up to 60 mem-
bers, Most live in villages ﬂband[;ned by pre-
vious ewnets of in the wilderness in old mines
and caves, Small elans may live in the glums
and retuse dumps of larpe cities; several major
cities in Ansalon have gully dwatves living
their sewer systems. The leader of a clan is
responsible for keeping the family together
and is the sole voice of authorivy (alrhaugh his
authotity is frequently questioned).

Orecasionally, several clans live together,
usually in a ruined or abandoned ciey, Major
Ayhar communiries hold berween 40 and 400
adult dwarves and & similar amoune of chil-
dren. At least two clans ate present and some-
times a5 many as five,

Each clan has a chicftain and the serongest.
cleverest, and most charismatic of these chief-
tains becomes the local king. Kings are served
by bodyguards and by a completely chaotic
hierarchy of lesser functionaries with no clear-
ly defined roles or duties.

Because of gully dwarves' egotism and
wnability to count, it 5 not unoseal o find o
sceession of kings with the same name, =ach
calling himself “che Firs '

C,ully Owanves

Gully Dwarf Class Limits.

it

Cayalier N/ E w
Kuight of the Gmwu I\I_.FE"‘
Knight vl the Sword NiE*

Knight of it Resc IS

Fighter &
Barbarian T
Ranpér: : NLE *

Magic-User (Renegade)  N/E*
Hlusionise {Rensgade) N.’E *
Wizard of High Sparkerr Mg+

Thief g
Thiet/ Actobat ot

Cleric (Heathen) N/E *
Diruid (Hearhen) NJE *
Haoly Orders ofithe Stars. 5.

* M/E meansnoteligible for that class;
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The Irds are wll, slender crearures, averag-
ing six [oet i height, The females end o be
as tall as the males, Although slender, their
strength is readily apparent in dhein suong
museulatare, Their skin tones ranpe from
midnight bluc to a deep sea green. Their hair
is-often black but sometimes silver or white: it
15 always carefully combed and kepe, Their
drawn faces and drooping eyelids give the
impression thar they are bored or uncaring.
Their eyes are 2lmost always silver-colored,

The Irda move with a fluid motion 5o grace-
tul that it & a joy to watch, Their voices are the
most exteaordinary in Krynn, rivaled only by
those of the sirens,

The Irda have innare shapechanging abili.
ries and can disgnise rheir size and troe natore
in many ways. They can change their height
by as much as two feet and can arrain che fea-
tures of any humanoid race (parricularly elves,
half-elves, and humans). This shapechanging
ability requires several years of practice to per-
fecr, Usually Irda learn o shapechange into
wie [on perfectly and then use thae fomm
over and over.

histony

Diring the Age of Theams, the newly cre-
ated heings of Krynn awoke o the first dawn
of the world, Legends from that time (mostly
passed down through elven bards) say the
elves were the first to awaken, This was not s;:
the vpres were the fiese,

Tn the dawn of che world, the ogres were the
fairest of the rees und weee ouly inumorsl,
Their dark grace and cold beauty was unsui-
passed by any of che races that arose, Yer their
hearts were cold and bent toward cvil,

The Irdanaiach, a book unknown ameng
men of Ansalon, tells 2 tale of the mon
anctent days, When ogres walked the world in
beauty and power, men awoke and had deal-
ings with this evil tace. In this exchange, the
bumans unwittingly gifted Igrane, 4 great and
powerful agre clanleader, with free will, For
thig Igrane both cursed and blessed men, for
he looked upon the world with new eves,

The gift spread among his clansmen uneil
thev all saw the curse of evil and the funre of
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destruction and debasement that it held tor
them. They tried to convince other ogre clans
of their tolly but kindled anger, Civil war
enipred among the ogres. The Ogre Wars of
the Age of Dreams were fought in places hid-
den from the eyes of men.

So it came to be that the Irda, as the
enliphrened ogres called themselves, removed
themselves from contace with the rest of the
wotld, The Irda found a haven on a distant iste
and confused the way behind them so dhac
they mighe live undistuthed. The ogres who
did nwt [vresce their debasement eveneually
futfilled the Irda’s vision and became uglicr
and more misshapen until their appearance
matched the evil in their hearts,

With the coming of the Cataclysm and the
War of the Lance, the Irds were forced ro
recant their policy of total isolation. Mow they
have begun to send their people inte the
world to establish a tentative contace with oth-
er nations of the world.

Philosophies

The lida arc a peaceful race who mean no
harm 1o the world at Jarge, They only wish o
gather their lost children (those Iida caprured
by the Diagonarmics during the War of the
Lance—sce below) back to the hidden isle of
the Irda.

The Irda’s biggest difficulty is the supetsti-
tions that men have developed about them
over the years, Tales are told of the temible,
ancient optes who would reum one day to
bring death and destruction. Irda who have
been discovered are almaost always hunted hy
the populace. Evil beings who try to ally with
the Irda soon find ant that the Irda are good
and t1y to deseroy them as well.

SOcIeELY

The Irda have been ruled by an unbroken
chain of royal lineage since the beginning of
the waorld. Exeept for the Irdapaiath, they
keep no historical records. The balance of
their writings contains reflections on their
condmons and general observationg on nan-
ral seiences and the ars. The Trda live on an
island some distance north of Ansalon. It is
here thar they have sheleered from 4 barbaric
and unsympathetic world,

Their life of pastoral bliss was. however,
upset by the Caraclysm. With the reappeu-
ance of dragons in Kovnn, the Irda's home was
soont diseovered by dhe servanes of the Queen
of Datkness. The Queen had been much
apgrieved by the loss of the Irda in the begin-

ning of the world, She now sought to destroy
them. The hartle weas fonghe by tiranic magi-
cal forces and the Dark Queen's attack was
eventually repelled, bur not before many Irda

were capoured 4nd taken o Ansalon.

When the %War of the Lance ended, many of
the surviving caprives weie [Toed. Those Ina
now wander the band in disguise weying to find
their way back w their homeland, They arc
usually alone, but occasionally small groups of
rwo to 10 Irda arc found traveling the lands of
Ansalon, Familics arc sometimes encoun-
tcred; the parcnts' fondest wish is to find 2
way to their island home, if not for them
selves, then at least for cheir children.

The relative security of their island enabled
the Irda to hone their magical gkills to a fine
are, Combat zkills, however, are ugcommon
among them.

Avatiety of magics protece their island from
being found, but the wandering Irda can hear
the telepathic call of their homeland during
High Sancrion for Solinari. Duting these
times they can find theit way actoss the sea o
their home (but only if they have the means
cross the sea), Unforrunately the jouroey lasos
far longer than the duration of High Sanction
and few lost Irda ever return o cheir home-
land on their owi,
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Krynn Minotaurs
asDD caArRaANCeE

Krvon minorEaurs ame gagantuan  brotes
aver seven feet in height, They have shor fut
coveting their massive muscles, the fur ranges
from a red brown o almese black, Their faces
art brutish and ugly by human standards,
reminiscent of these of bulls. They have shont
horns that grow from their edges of their fore-
heads to a length of six to 12 inches for the
fernales and one to twa feer for the males,

Minotanes wear clothing, usually a harness
and leather skire, The hatness carries weapons
i convenient locations ag well as decoracions
from previous bartles and vicrories. The mino-
taus’ favorite weapon is 2 double.edged axe,
although many minotaurs have been known
o use 4 broad sword in each hand.

Minotants were creaced during the Grey-
stone's passage through Ansalon and are
descended from the original opres. Suggesting
to a minocanr thae he is descended from a cow
{a common mistake for humans) is the dead-
ligst insult one can offer a2 minoaur,

history

The mingtaur race has been oppressed
theough most of ite history, The legends of the
minacauts speak of the time during rhe Ape of
Twilight when their nation was enslaved by
the Kal-Thay dwarves. The legends sayr that
the minotaurs destroyed that dwarven nation,
bur most scholars rend o dismiss this claum.

The minoraurs dwelt nosvatered gioups
withour # nation or ideoity untdl lae o the
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Age of Twilight when they began to gather in
the castern regions of Istat. There they estab-
lished the firse minotaur kingdoms of Mithas
and Kothas, Twe kingdoms seemed a beter
idea to the competitive minotaurs. They soon
developed shipbuilding to a fine are and their
navigational skills remain some of the finest in
the warld.

This tume of power was soon to end. With
the advent of the lstar Empire, once again the
minotaurs were brought inte slavery, though
ara great price to both armies. This condnued
until the Cataclysm, which the minotauts saw
a5 divine intervention on their behalf, The
minotaurs soon afterward ser sail for che newly
created islands that were all thar was left of
Mirhas and Korhas. With their pations now
separared from the lund by the Bloudsca, they
coubd attain the tue power they always knew
they deserved.

Philosophies

Minataurs firmly helieve in rhe soperinriry
of their race and in their ultimate place as the
rulers of the world. It is their destiny to bring
the rest of Krynn under their mle,

They will go to-any lengrhs to achieve domi-
narien over others, They are ruthless in banle
and cold in their justce, They belicve that the
weak should peosh aud thae might proves
tighvt. Iuis, to them, the namral process of life,

Trom their youth, minotauss are trained for
strength, cunning, and intclligence. The goal
of this eraining iz combat in the Circus, an
annual contest that acts a5 3 minataut's rite of
passage inte adult saciety,

SOCIELY

Minoraur sociery is builr upon the principle
that might makes dght and tha no consider-
aviun ol justice iy nocessaty, The minotaors are
lead by an emperor whe resides in che city of
Nethosak on Mithas. Under the emperet is 4
Supteme Circle of cight minotaurs. The
Supreme Circle deals with the day-to-day
administration of the government. All posts
are won by the strongest and cleverest mino-
taurs as proved by combar in the Circus, (All
determinarions of rank and justice take place
in the Circus.)

Mingtaurs claim to have the anly truly class-
less caciety. Anvoene can hecome the
emperor—all he has to do is defeat the corrent
empetorin single combat in the Circns. Mino.
raurs are rrained from youth for specialized
roles to which they seern most suired. This
mast often involves seamanship,

Familics are the foundation of minotaur
society; the honor of one’s family iz held
supreme above all other considerations. Mino-
taur clerics invatiably worship only one god;

 Sargas. This pod is known as Sargonnas to the

Solamnics.
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Nonweapon
Proficiencies

Chaoosing Skills: The selection of non-
weapon proficiencies for a character 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 account
the background of his chatacter. This should
eliminate initial nonweapon proficiencies that
are illogical for that characrer

The player should also he careful when select-
ing proficiencies as his character gains experience
levels and becomes eligible for more proficien-
cies. Unless a characeer has spent a lot of time
with dragons. for example. he should nor
arquire profidency in dragon riding,

Ultimately, all proficioncy selections . ac
subject to the approval of die Dungeon Mas-
e If he feels that a player character’s profi-
ciency sclection is illogical, then he is
obligated to refuse to allow chat sclection,

Success and Failure: Having a nonweapon
proficiency does not mean that the character
automatically succeeds in actions governed by
that proficiency. Depending upon the partic-
ular proficiency or the circumstanges sur-
rounding the use of the proficiency, it is
sometimes necessary for a characeer o make 2
successtul Proficiency Check to use the skill

A Proficiency Check is accomplished in the
same way a5 an Ahility Check. The player rofls
1d20, applies any modifiers, and compates
the result to the characeer’s ability score that
relates to the proficiency being wsed. If the
medified die roll resulr is less than or equal 1o
the scote of the approprate ability, the Profi-
ciency Check is successful, (In certain citcum-
stances, the Dungeon Mascer rolls the
Proficicncy Check and he may or may not
reveal the result ta the player.)

Any die roll of 19 or 20 on a Proficiency
Check indicates automadic failure, even if
modifiers would bring the result down into
the range needed for success. Also, for the
purpose of a Proficiency Check, any ability
seore greater than 18 15 treated as an 18, This
means that a characeer with an ability score of
18 or greater always has at least 2 10% chanee
{2 in 20} of failing a Proficiency Check.

Impeoving Proficiencies: When a characeer
paing an additional nonweapon proficiency
slor at 3d and higher levels, the player can
improve the character's ability in an existing
proficiency rather than acquire a new profi-
ciency. If 3 proficiency slor 15 used w improve
an existing proficiency, the characier receives
an automatic die-roll modifier of =2 on all

subsequent Proficiency Checles for thar profi-
ciency. A woll of 19 or 20 still means failure,
however,

If the player desires further improvement,
additional die-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:

DEAGONLANCE® Saga Proficiencies
Slots Approp. Found
Proficiency Req. Ability  in Book
Alerness 1 Wis Wats
Animal Handling 1 Wis Wais
Animal Lore 1 Inc WaG
Animal Noise 1 Wis DS5G
Ammal Trainer 1* Wis D5G
Armorer #*  Int DSG
Astrology - Int DLA
Blacksmich 1 Str DSG
Blind-fighting 1 - DSG
Boating 1 Wis DSG
Boarwnght 1 Int DSG
Bowyer/ Fletcher 1* Dex DEG
Carpenter 1 Str DEG
Charoteering 1 Dex WSG
Direction Sense 1 Wiie DsG
Endurance 2 —_ D&
Fire-building 1 Wic o DSG
Fishing 1 Wis DSG
Foraging 1 Ine Wals
Fungus Idenrif. | Tne DsG
Gem Cutter 2 Dex D3G
Healing & Niis D3G
Hunring 1 Wis WaG
Leatherworker 1 Ing DaG
Miner I Wi G
Moumaincering 1 — DG
Planct Lore 1 Ine WG
Portrer 1 Diex D5G
Riding, Aithotne 2 Wis WEG
Riding, Dragons 2 Diex DLA
Riding, Land-based 1 Wis DEG
Rope Use 1 Dex DEG
Running 2 Con WeG
Slow Respiration 1 - DG
Smelter 1 Int DSG
Spund Analysis 1 Wis D3G
Stonemason 1 Ser [BLIES
Survwval, Caold 1 — WA
Survival, Deserr 2 — Wa=
Survival, Heat | S WAl
Swimming 1 Str DaG
Tracking 1 - WG
Weaponsmith ¥ Int DSG
YWeather Scnse 1 Wis WaG
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* These require & Proficiency Check cach
time they are wsed.

Books in Table:
DEG = Dungeonecer's Survival Gurde
WG = Wilderness Survival Guide
DLA = DRAGONIANCE Adventures

The airborne riding proficiency covers rid-
ing creatures such as griffing, pegasi, and the
like, bur not dragons. Dragon riding 15 treated
a4 g separate proficiency,

NEW PROFICIENCIES

Astrology: This proficiency cnables & char-
acter to read the sears for information concem-
ing his furure. The Proficiency Check iz made
by the DM. If successful, the character sees a
general condition that he is likely to encount-
erwithin the next 30 days. This may be a prear
battle, an enemy who will become a friend; an
important encounter, erc. If unsuecessful,
then the attempr gives similar information
bt it is inaccurate.

Dragon Riding: This is ideneical to air-
borne riding except it deals exclusively with
dragons. A character needs ro check this skill
when arrempring combart on dragonback with
4 munted lance or when he s aoempring
special mancuvers (such as a loup) with his
dragon.
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common
Creatures of
ansalon

Much has already been said about the ori-
gins of the unusual races of Keynn, Many crea-
tutes that are commeon to other worlds ate also
found in Ansalon, These crearures are hest
described in other books. However, the sraris-
ties for most ereatures of Krynn can be found
on page 115 and 116.

Unique Creatures
of ansalon

While most creamres encounteted on
Krynn are commenly found in oumany uni-
verses, there are also many that are special to
this universe alone. Such special creatures are
presented here in grearer detail,

Oraconians

Diracontans, or Draganmen, are the special
traspe of the Diragon Highlords. They are
more predictable than human forces and more
apt to follow orders than the ogres and goblins
that make up the bulk of the unny. Dracon-
ians are not frightened by dragon awe, racher
they seem to rally around the evil dragons.
There are five wpes of Draconians: the stony
Baaz, the mapic-wiclding Bozaks, the poison-
rongucd Kapaks, the shape-shifting 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 either by walking upright, gh-
ding down frem heights, or nunning on all
fours while flapping their wings. This latrer
form of movernent enables them o move very
fast along the ground (see the hrackered
movement rates under “Maove™ in the listings
of draconiane’ statisrics) and the dust cloud
kicked up by their wings makes them a very
intimidating sight in battle. The fifth wpe of
draconian, Auraks, have no wings but pussess
a limited dimension door abilicy,

Draconians serve many roles o the Dragon
Highlords. Kapaks, wichling poison Blade
and arrow, are uscd us assassins and archers,
The mugic-using Dozaks arc used as special
furces ml as commandets of squads of Bagz.
Sivaks form the elite forees, wearing heawy
armor and casily swinging two-handed

swotds. Baaz are the common soldiers, the
hulk of the toops. They e wlicn used. as
scouts since they can disguise themselves in
robes. The Auraks aic rare and special gen-
erals of the disconian armics. They are also
used s special agents who can pass undetsct

ed among humans.

Draconians are created by cormupting good
diagon cggs. Baaz are derived from brass epps,
Bozaks from bronze eggs, Kapaks from coppet
egas, Sivaks from silver eggs, and Auraks from
gold eggs. These are the eggs that the Chieen
of Darkness swore to protect in etun for che
good dragons' pledge not to interfere in her
war against the peoples of Krynn.

The corruption of the eggs is the wotk of an
evil trisd, Wyellish the cleric, Dracart the
mage, and the ancienr red dragon Harkiel,
the Bender, Through arcane spells they cause
the eggs to grow and their occupants w muli-
ply. Then Wyrllish opens the gate wthe Abyss
and the abishai, the Dark Queen'’s minions,
rush foreh to inhabic the new bodics. Dracon-
iang are crearures of magical origin and when
they are shin, the odd enchantments tha
formed rhem ccate spectacalar death seenes
(sve the diaconian descriptions}.

While units of draconians ate often found
i evil human armics, they remain aloof from
other races. They answer ditectly to the Queen
of Datkness despite the command structure of
the army they are in.
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AURAKS

Auraks are the special agents of the Dragon
Highlards. They are the most powerful of all
draconians and the most devious. In natuial
farm, Auraks appear 1o be 7-foor-tall, sincwy
draconians with short wmils and no wings.

Auraks cannor fly, bue they move as fast as
other draconians on the ground. Auraks pos-
sess a limitesd ability to dimension door three
umes pet day ar will, Their most feared form
of attack is their mind concrol {see page 74).

‘SPECIAL DETENSES, Save a +4
MAGICRESISTANGE 0%
ISEEH{?"F!J =

800 +10/hp

| Auraks can dimension doorup ta 6" away.
three times per day atwill ;

| Thesenses of Auraks are heighrened so that
they have infravision good to 60 feer. and can

XPVAIUE: 1

derect hideden and. invisible creatures within
4" = through all illusions,
Auraks arural defenses chat they

They can i myisible

nce each rum until they swack. They can
polymorph scif into the ahape of any animal
their size, three times per day. But the most
diabotical ability is to change self dhrce times
et day 10 esemble any human of humanoid
and 1o, perfectly imitate fts voice, This effect
only lasts for 2d6 + 6ounds.

* Auraks have three modes of arcack. They
¢an generate blazts of energy from each of
their hands (1d8 + 2 points of damage with
%ﬁﬁﬁ].ﬁnlﬂngtﬂ;gm upto 6 away When
using change self, they appear to be using an
appropriate weapon, but are really attacking
with energy blasts. They can also artack with
claws and fangs {1dd/1d4/ 1d&). Three times
perday they canhreathe a noxious cloud (five-
ot range). Victims caught in the cloud must
ol a successtul saving throw vs. breath weap-
on (for half damage} or suffer 20 point of
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Baaz are the smallest and most plenciful of
draconians, They are the Dragon Highlards'
commaon ground rroops. At the bottom of the
draconian social order. these draconians often
tend o be chaotic in natwre and self-serving

when they can get away with it. Baaz are often
encauntered in disguise, They conceal their
wings under mbes aned, wearing lage hoods
and masks. pass through civilized lands as
spies.
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Bozaks

Bozaks are magic wielders and can cast
spells as 4th-level magic users. They are cruel
and very cunning watriors, spating a life only
if it benefits chem, Their favored spells: bum- |
ing hands, enlarge, magic missile, shocking
grasp, invisibility, levitare, sunking cloud,

and web.

kapaks

Kapaks are distinguished by their venom-
ous saliva. They often lick their weapons
before artacking,

Kapaks are larger than Baaz and often bully
and abuse their smaller cousins, Because of
the Kapak’s veuvmous nature, the Dragon
Highlords employ these draconians as assas-
sins aswell as warriors. Kapaks are sly and con-
niving, sccking to lure prey into Laps and
tripping foes vo gain an advaniage,



Oreamshadows

Sivaks

Sivaks are some of the most powerful dra-
vonians, second only to the Auraks. They are
uscful both on the batdeficld and as advance
infiltrators in arcas such as Ergoth or westemn
Solamnia where people are suspicious of the

robed Baaz. Sivaks normmally avack wich wo
wicked-edged swords, bur are just as danger-
ous with their claws, In additivn, they acack
with long, armored tails, They can only usc
this arack whew in draconian form.

Sivaks arc shapeshifiers, capable of chang-
ing their form under two specific conditions,
When a Sivak slays a humanoid of its size or
smaller, it may take the form of its victim. The
Sivak docs not gain the memories, experi-
ences, or spell use of the victim and, like all
draconiang, radiates magic, bue its appearance
and vaice are exact matches to those of its vic-
tim. The Sivak can chanpe back to its notmal
form, but after doing so cannot polymomh
again until it kills another humanoid. A Sivak
will also change shape when it is slain—ir
assumes the form of the creatisre that killed ic.
This death-shape tasts for three days, then the
eqrire hody decomposes into black soor,
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Onreamshadows

Dircamshaduows are the creations of a mind-
spin spell. Drcamshadows take the shape and
appeatance of any real person or crcature
known to the dreamer of to anyonc cxpeticnic-
ing the drcam. These incarnations are quite
belicvable and in all ways appear to be the real
petson. Drcamshadows are, however, only

illusionary and cause only illusionary damage.

Direamshoadows can be of any alignment
and can be either harmful or helpful to those
who experience them, :

Orcamwraiths

Drcamwraiths arc the violent creations of
the subconscious, These creatures can appear
in many forms, almost always horrible and
frightening. Freed through the evil influences
of a mindspin spell, they attack the minds of
their victims through illuzsion,

Dreamwraiths attack with terrible swifeness
and with the fury of 2 berserk fanatic.

Dreamwraiths are not undead and there.
fore cannot be rerned by clerics. They are illo-
sionaty, however, and if rheir illusion is
discovered, their hlows do no hamm to the
nonheliever, Because the mindspin spell
weaves real peaple into its illusion. mainain-
ing disbelief in these creamures is nearly impos-
sible (—3 penalty to the check),
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fetch

Ferch arc the harbingers of death, Existing
on the fringes of the Ahyss, these creatures can
only reach into our wortld through retlective
suttaces (rurroes, calm pools, ete.).

A ferch appears to be a haggard and deathly
pale imitation of the person gazing into the
surface. T the person pazing at their reflec-
tion, the fetch appears to be standing imme-
diately behind them. A fetch atacks with
stunning speed, using an exace replica of the

weapon of its victim (this replica disappears if

the fewch 15 killed).

Feech are always iovisible, even while
attacking, 1o all bue dieir victim, The victim
can only see the ferch by looking in the reflec-
tive surface.

The chilling wuch of a ferch draing the
essence of lde from the victim with hoerific
speed.

Ice Bears

These great white bears ate camivores whose
dier consises mainly of fish, Any other prey that
stumbles into an ice bear's path 5 likely to be
consumed az well, however, While their eolor is
that af a polar bear, ice beas mom clasely resem.-
ble cave beats in size and ferovity,

Ice hears have an uncanny ahility o track
prev over snow and ice, and the chanol use
them for this purpose. sharing the reward. if
any, with the bears.
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Bloodsea mlﬁotauns

Minotaurs on Krynn are a highly organized
wartior race that operates from bases onthe

-islands of Mithas and Kothas on the eastern
‘borders of the Bloodsea, The minotaurs
‘believe themselves to be supetior to the other

races of Krynn—it is their destiny to conguer
and enslave the world. Minotaurs of Krynn
will ally with advenrurers if they can be con-
vinced that this serves theit own purposes. See
the section on minoraurs (page 69) under

Races of Keynn for more decails.
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Shadowpeople

The shadowpeople are a race of mammals
that has dwelled in Sanction since the city was
founded, ccneuries before the Cataclysm.
Their existence has always been rumored, but
never proven to the satisfaction of scholars.

Shadowpeople dwell almost exclusively
wnderground and sutfer greatly in che Light of
the sun. Under an overcast sky (the vmal
weather conditions in Sanction), they can
opetate but do so in great pain, This pain is
even mote extteme when in direct sunlight,

The shadowpeople's hodies are covercd
with dark, smoath fur. A long, strerchable
membrane connects theit arms o their flanks,
The membrane enables the Shadowpeople o
glide thiough the wair, covering 10 feer of
ground for every foot they deop. Under cet-
tain thermal air conditons, this allows them
o soar and gain heighe as they fly

Shadowpeople bave 4 close, clannish cul-

tare. The young are cared for by whatever
adults happen to be ncarby, The adults are
divided into two classes: warriors and coun
cilots. The warriors pactol the race’s under-
ground tunnel necwork and defend the clan
aguingt intrusion. The councilors meer regu-
larly to educate the young and make decisions
about the survival of the race,

Shadowpeople can communicate via a setof
squeaks and growls thar forms a primirive ln-
guage, but they are much more likely o use
their advanced BSP ahilides toosend and
receive mestages. This ESP accounts for the
Shadowpenple’s low Armor Class: In combar
they are ahle to anticipate the actions of their
enemies and take measurcs w defend agaimn
it. They cannot be surprised by any scotient

cieature,

In combar cach shadow wariv employs a
wickedly curved hook to both aetack and
restrain wppuucats. Once a0 cacmy has been
ipaled by the hook of & shadow warrior, the
cncmy's attacks arc hampered and he con-
tinues to take damage from the hook,

Shacowpeople
FREQUENCY: Rare
f APPEARING: 220
ARMOR CLASS: 2
CMOVES 1271 18"
HITBDICE: 3 %+ 100
9 IV LAIR: 100%
TREASURE TYPE: Nil
HEAETRCICS T
DAMAGE: 1d8 ;
| SPECIAL ATTACKS: Sec Below
SPECIAL DEFENSES; Sec Below
 MAGIC RESISTANCE: Standard
INTELLIGEMCE: Very
ALIGNMENT. Neutsal (good)
EIZE: M ;
XP VALUE: 85 + 4{hp

Shadowpeople suffer 2 =2 penalty il to
hit rolls under overcast skies, The penaley is:

‘increased ta =4 in bright sunlight They can

glide 10 times the distance they launch them-

‘selves from. Any chatacter who is successfully

striick by the hook of 2 shadow warrior will

suffer o —2 penalty o all vo hit rollsand sus-

tains an additional 1d8 of damage every
round untl onc or the other combagans i
dead or the fight cuds,
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Spectral ImMmions

Spectral minions are the spirits of humans
ar demihumane whe died betors they could
fulfill powerful vows or quests. Bvenn death,
spectral minions are bound o the vows or
quests placed upon them when they were
alive. Every day, cthey muse relive the events
leading to their deaths, reving o fulfill their
VWS OF [Uess.

Crurdoors, specteal minions must stay with-
in 1,000 vards of where they died. Indoors,
they must stay in the corridor or room whene
they met death, On very rare occasions where
the quest was w0 perum an acn uver w dica,
chey are free w wown within the anca,

Speceeal iwinions cun only inflicc damage if
they died holding weapons. Such weapons
becomes a part of them. The weapons and the
spectral minions disappear forever if the min.-
ions’ vows of quests are fulfilled or if o spell is
cast 1o remove their curse,

Spectral minions sppearas they were in life,

but they are almost transparent, While spec-
eral minions are haed to tell apart, they seem
to fall into siy general categornes:

Berserkers: Some agents of evil are doven
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into 3 berserking frenzy when they become
minions. This happened in many cases duri

the Cataclysm, These beings have rcheﬂgg
against their quests and have no hope of ever
being freed from their chatges, )

Guardians: These minions wete quested ro
guard some passage or object. Usually they
require only a password or signal to allow 2
person 1o pass safely. Unforrunately, evervone
who knew the password is usually long since
dead. Guardians are always honest and pood
spirits endeavoring to complete their assigned
task. Once the pussword is comectly given,
they are freed of thelr responsibilides.

Philosophers: Philosophers love libraries
and books and can spend decades studying
the nuances of a single book, They usually
attack an intruder only i their honesty is ques-
tioned. Philosophers can be of any alignment.
Often they are found in groups of two or more
enpaged in heated debates,

Revelers: These minions revel through the
halls and places to which they are tied. They
are often found dancing madly or laughing in
groups while drinking spectral ale. They dine
ghttonously and play parlor games. Their
fralicking has 2 dangerous, hypnotic effect on
mortals who see them Often adventurers are
drawn into these tevels. These unformnate
mortals dance unconreollably, losing Strength
and will power, and become specteal minions
unless someone rescues them.

Searchers: These armed minions of evil
stalk theit haunts, forever searching o fulfill
their quests. These minions are very danger-
ous, for they will destroy anything that stands
beeween them and their unreachable goals.

Warriory; These groups of minions are the
spirits of morrals who were locked in moral
combat at che time of death. In all such cases,
the minion-versus-minion combar produces
o lasting damage and the nee effece is an crer-
nal conflict between the groups. Only
through the intetvention of mortals can the
tide of the bartle be tumed in the faver of one
sicle or the other.

Thanor (Walrus Men)

The thanei arc a bizarc Lleud of the
human and walrus races. The creatures live
huge, padded feet, stocky arms with fingess
capable of holding a wcapon or casting a
spear, and faces much like walruses,

Two huge tusks grow from a thanol's
mouth, jutting wickedly downward, The
beast can use thess to attack or it can wse a
weapon, gaining the beneficof its eremendous
strength.

A group of thanoi always has a leader. This
leader is usially the meanest and most aggres-
sive thanoi of the band. The walms men are a
vicious race, enjoying the torment of ocher
creatures; often thanoi kill for the sheer joy of
it. Their primaty food source is the fish thae
wie wrapped in the jce-covered lakes an Toewall
Glavier, They are not above cating carrian,
bear meat, ui zny other protein that face sends
in their direction.

Thanoi are protecied by 2 ough leathery
skin and a thick layer of fue, They can swim in
arctic watcrs without suffediug (ium the cold.
In fact, thanoi arc immunce w0 all fonys of
cold, both natural and magical, This bumu-
nity has its dissdvantages: Thano! suffer dam-
age il ewposed to 2 environment whose
temperature i above freezing. They suffer
exttz damage from hear- and firc-based
atracks.

Alrhough large and clumsy-locking, a tha-
noi can maneaver its bulk surprisingly well.
Their clawed feet enable them o maineain a
good pace over ice or snow,

Krynn Oragons
Background and
histony

Dragons are the truc children of Krynn,
embodying the elemental forces themsclves,
The dragons of Krynn are power incarnate amd
know it. They are —or ar least they should
be—the moct fearsome of opponents, capahle
of inspiring awe and fear in all who behold
then.

In the ancient days of Huma, the dragons
were driven from the world that gave them
birth. Since then, teapped on a far-off plane,
the dragons of evil have conspired to return,
The dtagons of goad, also exiled, resolved to
leave the light of Krynn to the children of the
gods,

The €vil Oragons

Black Oragons

Black dragons are typically found in
swamps or marshes, although they alio
inhabit subterrancan lairs. Seme scholars con-
jecture e tis preference for dark lairs indi-
caecs a sensitivity to light. Over 30 feet long,
black dragons atrack with sharp claws and
teeth, They can also spew a stream of deadly

~acid upon their victims.

Black dragons arc capable of speech, in
bath the secret language of dragons and iy
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 usc to cover theit movements during
arracks.

Since they are cavemcly independent and |

obcy commands only if it serves their pur-
poses, black dragons were rarely used by the
Dragon Highlords in dircet assault on cities
during the War of the Lance, These dragons
were more highly valued as guards for valued
artifacts and spics.

This is why the Companions found the
black dragen Onyee puarding the Disks of Mis-
hakal in the ruins of Xak Tsaroth.

Blue Oragons

Although blue dragons live i caves, like
vthen of their kind, tiey prefer w dwell in
deseris and arid lands. They are latge
dragons—over 42 feot long. They fighe with
teeth and elaws, bue their most deadly actack
i3 their lightning breath, Blue dragons were
used to overcome fortified forrresses and tow-
ers during the War of the Lance.

Blue dragons are more greparious than
many of their cousins, They obey orders and
can act and fight together 25 4 cohesive unit,
Thus they proved loyal allies of the Diagon
Highlards. They have their awn language and
several others, Bloe dragons are highly adept
spell caseers,

Kitiara's blue dragon, Skie. was renowned
among his kind for his remarkable loyaley o
his rider.

Green Oragons

Maotetious even amonp evil dragons for
their cruel narures and viclous tempers, green
dragons are generslly found living in wild,
forested areas, They will abey arders, bat only
from leaders wham they respect. A master
who falls low in the esteem of 4 green dragon
had hest beware. Over 36 feet long, green
dragons attack with teeth and claws and can
breathe a cloud of poisonous chlorine gas
upan their victims.

Clever and subde, preen dragons prefen vy use
wrickety mod magic o an cncmy rather than all-
ot assatale. For chis reason, they were rarely used
in major offensive cngagements, but often were
called on for more sinister purposcs,

Cyan Bloodbane, a green dra.gqn. was fespon-
sible for breathing mghunm& into the ears of
the Silvanesti king, Lomc’s. These nightmares
caused the terrible transformation of the ancient
elren homeland, It was also known that Cyan
Bloodbane served the great archmage, Hadselin,
for 2 vime following the war.

Red Oragons
With their flaming breath and exceptional

intelligences, the red dragons were the
favored aithorne assaule foree of the Drapon

Highloeds, The most terocicus and deadly of

all dragonkind, save only for the Clueen her-

self, red dragons are over 48 feet in length.
Mot usually inclined to oheying orders, red

dragans enjoy nothing more than serting cities

‘ablaze, destroying, and looting. They quickly

learned how to work rtogether in flights o
borh amack and defend themselves against
their enemies, The red dragons were loyal o
their Dark Queen above all chings, serving hes
firse and the Dragon Highloods sccond, Towas
tlee primary responsibilicy of the red dragons
to scarch for Borem Everman, the onc peson
who could permancatly block the Dark
Jucen's reentry into Krynn,

Embet, Lord Vernmuinaard’s red dragon, was
responsible for the downfall of Pax Tharkas,
the burning of Solace, 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 fect long—and not as intelli-
gent as cheir cousins, white deagons were used
mainly as scouts during the War of the Lance,
They were also detailed to defend the Iee
Wall, a reletively unimportant tegion in
southern Ansalon,

White dragons artack with teech and claws
and can breathe a cone of frost upon their
foes. Becauge 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 puard lee
Wall Castle.
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The Good Oragons

Brass Oragons

Brass dragons inhabir arid. sandy rcgions.
Only abour 30 feer long, brass dragons am
boisterous and loud, with a tendency to self-
ishness. Drass dragons' one preat weakness is
their fondness for small talk. They will con-
yerse about nothing for hours on cnd and will
trail along after parties of adventurers just for
the pleasure of hearing chemselves talk.

Brass dragons prefer to artack with claws
and ceeth, bur they have twe formidabie
breath weapons they can use if the need arises,
Their sleep pas causes viceime to slumber
peacefully during the wildest battle; their fear
gas sends enemies fleeing in panic. Bras
dragons speak a wide varety of languages
{mainty so they'll have someone o talk ta)

Bronze OraGgons

Fond of war and fighting, bronze dragons
drc large, nearly 42 feet in length, They prefer
to live near large bodies of water, such as lakes
or oceans. They are extremely interested in the
affairs of mankind. In ancient times, it was
believed that they often cook the form of
domestic animals simply o observe men,

Bronze dragons accack with teeth and elaws or
either of two breath weapons—a bole of lighe-
ning ar a fepulsion gas cloud 10 keep vierims ara
diseance. They speak 2 vasiery of languages.

The bronze dragon Khirsah, who larer
became known a5 “Tasslehoff's Dragon' is
the only dragon ever known o allow a dwarf
of 2 kender to nde upon his back. (Tas often
claims thar Khisah has accompanied him on
cercain adventures following the war. If so,
that would certainly be remarkable for the
usually scrivus-minded dragons.)

Copper Onagons

Caopper dragons miake their homes in facky,
mounrainous regions. Althoogh  basically
good in nature, they ate extremely fond of
wealth and almost always ask “'what's in it for
me? when invited o 2id others, Thimy-six
feer in lengrh, copper dragons atack with
teeth und claws or their two breath weuapons:
acid and » stow gas, They speak a vaticry of
lanpuages.

Goltd Oragons

The most majestic (in their minds at lease) of
the dragans, gold dragons are over 501 feet long
They can dwell in any climate, bur their lairs are
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alvrays made of solid stone—be it cave or castle.
They have the ability to polymorph themsclves
and can appear in the guise of humaos or ani-
mals, This they do only rarely, believing it
demeaning to take on such puny badies.,

3old dragons attack with teeth and claws or
with their breath weapons. They can breath
fire or chlotine gas upon their vietims, Gold
dragons are also exeremely skilled in magic—
even the very young ones. Highly incefligent,
gold dragons rarely make use of spell books.

Pyrite. the most ancient gold dragon living
upon Kryon, was the companion of the
renwwned wizard, Fizban the Fabulous,

Silvenr Onagons

Certainly the dragons 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 polp-
marph into human or elven form. Unlike gold
dragons, silver dragons sometimes seem to
prefer chis form to their awn. They enjoy
being around humans and elves and helping
them if they can. Silver dragons areack with
claws and teeth or use either of rwo breath
weapons—a cone of frost or a cone of paralyz-
ing gay. They speak many languages, bur usu-
ally prefer lunman ur elven wogues. Silver
dragons are excellent magic-uscis,

The most famous of the silver dragons is
Dargent, whe met the Companions in the
form of the Kagonesti ¢lf maid Silvare, Sisver
to the silver dragon who fell in love with
Huma, Dargent was also destined o fall in
love with a mortal - Gilthanas, a lord of the
Qualinesti elves. Their love affair wos a teagic
one, however, for Gilthanas could never bring
himselt to accept Dargent's true form,

The Goos as Oragons

Takhisis, Queen of dankness

Although likhisis can take any form from
that of the mose beauniful and alluring of wom-
en to the powetful and loathsorme Dark Wartior,
hier favorite form is that of the five-headed choo-
mate dragon. In this form, she is over 80 feet
long and has five heads. Each head has a differ-
ent color {whire, green, blue, red, and black), as
well as 2 differenc power and personaliry,

Stec wun atvack wirch all five heads ar once, 4
cach head les iy own breath weapon—frost,
poison gas, lightning, faime, and acid, acoord-
ing to the color of the head. Each head is also
capable of casting its own magical spells, regard-
less of what the other heads are doing.

Confined to the Abyss by the bravery and

sacrifice of Huma, Takhisis never coases her
attempts to reencer Kryan. Her constellanon
in the night sky always appears directly oppo-
site that of Paladine, symbolizing the wo
gods' continual opposition,

Paladine, The Platinum Oragon

Paladine, the God of Good, has many

names among the different races of the world
{une of his best-known incarnations is Fizban
the Fabulous), In tns dragon form, Paladine is
traly impressive, (The same cannor be sad,
‘unformanately, for Fizban, ) Over 72 feet long,
the Platinum Dragon can avack widh weeth
and claws or with onc of his breath weapons,
These include a blast of cold that can frecze
any victims, a cloud of vapor that turns victims
into geseous form, ot a sonic vibration that
disineegraces solid rock,

Paladine i= highly ckilled in magic and can
also cast clerical spells, Paladine's favorite
form is that of the betuddled old wizard, Fis-
ban {ofttimes seen with his senile gold dragon
companion, Pyrite).
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The World that Was
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“Their world was folly and ours the price,
but oh how brighdy shines
the glory of their folly.
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Tales Of long aGgo
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Astinus of Palanthus, the renowned histo-
rian, has worked for centurics to chronicle and
order the histoty of Krynn. His set of scrolls,
the Jeonochronos, is certainly the definitive

work on the topic—almest all other histories

are drawn from the Iconochronos.

The scrolls now fill a huge libraty, and the
Lorekeeper continually adds to their number,
Cine serodl, longer than the rest and seill unfin-
ished, depires the history of Krynn as a contin-
ually unfolding series of events along a
timeline. Much of this line is recorded in pic-
rures of exquisice heaury and derail, The ori-
gin of the artwork is shronded in mystery,
although the accompanying text is cerrainly
the work of Astinns.

A reader of this scroll quickly notes that
Astinus has divided the history of his world
into five ages: the Age of Dreams, the Age of
Light, the Age of Might, the Age of Darkness,
and the Age of Dragons.

The latter ewo are of most concern w the
mademn reader, as they include the history of
Erynn following the Cataclysm—the AC {Ale
Catacliuz) period. The prior ages lead into the
mists of antiquity, and are recorded as the PC
{Pre-Catachus) years, Exace dating in the PC
period is difficule, whereas AC history is docu-

mented with grear reliability,

The ages of krynn

The Age of Dreams is 2 span of ancertain
yeats, mastly chronicled by the folk songs and
ballads af the Age of Light that followed.
These ballads weee compiled on the Lifescroll
of Song by the Silvanesti bard, Quevalin Sath.
A copy of that scroll was presented to Asrinus
ncar the end of the Ape of Light, and it is from
this work thar our knowledge of the Age of
Dircams is derived.

The Age of Light was a period of peace and
learning, durng which the elven cultore of
Bilvanesti shone a5 2 bracen of civilization
throughout the world. The history of the Age
of Light was chronicled in the songs and an-
work of the clves, Thus, the members of that
long-lived race have provided beauciful and
Fanciful, if nor entirely accusate, records of the
age.
The Age of Mighe signsled the rise of
humanity on Erynn. Humans spread aceoss
the world, bringing their frantic energy and
aggressive confidence to all corners of Keynn,
The initiation of the Age of Mighe iz ried to
the rulership of Karthay Pah in Istar, It was he
who first ordered the keeping of a chronicle.
Scribes carved his deeds npon plates of gold
and silver, staring them on rings in his trea-

sury. During rhis period, the young Ascinus
Journeyed from the Library ar Palanthus to
Istar and spent three decades copying these
plates onto scrolls for transporr ta rhe Tikrary,

The Age of Might lasted for many cenm-
gics. Fially, the energy and ammogance of man
resulted in the Cataclysm. In a single hour.
the wordd of Koynn passcd from the Age of
Mightintw the Age of Darkness. As Palanthus
was onc of the few cities spared by the Cara-
clysm, the recording of history condnued
unintérrupted, The black years of the Age of
Darkness are described thoroughly, and make
for very grim reading,

Finally, the arrival of the Queen of Darkness
through the gate she had partially opencd
trom the Abyes allowed her minions, the evil
dragons, to return to the world, Gradually, as
the world fell under the reign of Darkness, the
shadow of the [lueen’s monstrous evil began
to spread across the lands Thus began the
newest age, which is srll in itc infancy-—the
Age of Dragons,
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The age of Oneams

The events of the Age of Dreams are not dated
ta a specific year, or even century It is proba.
bie that the messring of time during this
period occarred ar a seale incomprehensible to
man,

— Astinus

The Guds Awaken: From switling chaos
emeige e guds, Taking realms of chaos unto
themselves, they cstablish the Babance, Chaos
slows and is subdued by e viumvitae of
Good, Evil, and Neutraliry,

The Stars are Bom: The universe is foged
from chacs. Sparks fly from the anvil, creadng
stars 10 the sky. Worlds are wrought by the
hammet strakes and left to cool, The spities of
the races dance among the sears.

The AN-Sazints War Begins: The three
realms of the pods vie for conteol of the senti-
ent spirits, The pods of good press to give the
spirits power in physical worlds, nurturing
them toward the greater good. The evil pods
desire ro subjugate the spirits as servile beings.
The gods of nentrality wish to free the spirits
to their nwn desires.

End of the All-Saints War: The war ends
with an alliance berween the pood and nentral
gods, in which the spirits gain power in the
physical word, yer rerain the freedom to
choose good or evil.

Kryna is Fopulated: Guoomes, clves, ogres,
dragons, and humans ate given the world of
Kryon as their domain, The saces quickly
spread actoss the world, claiming regions as
their own. The other races force the humans
into small, desolare cornces of the world, and
then ignore them,

The Age of Light

circa 4000 PC  Rise of thic Hoewse of Sifvanos:
The firse Synchal-Clish (Council of the
High Ones) is formed by Silvancs, on
the hill called Sol-Fallan. The many
households of the elves swear allegiance
to each other through Silvanos. Balif,
the general, becomes Silvanos's lieu-
tenant. Mow united, the elves look to
the menace of dragons encroaching
into-eastern Silvanesti.

Birth of the Gaomes: Reorx, who
forged the world, becomes displeased
with a group of his human worshipers.
He mirns them into gnomes,

citca 3500 Greystone Created: Magic is
unknown upon Krynn. Reorx, the god
of the forge, creates the Greystone of
Gargach. In it is concentrated the magi-

cal essences of the grey moon, Lunitati.
Elves THumph: The dragons are driv-
en from Silvanesti. Elven clans again
swear allegiance to the house of
Silvangs. The Kingdom of Silvanest is
decreed. Lands are granted immedi-
ately to the major families of the
Synchal-Elish. & cent] government
overlooks indepeodent staes,

citea 3100 Grepstone Released: The goomes

Hull the Greygem from che skies, and it

outs across the face of Keynn, lcaving

distuption and chacs in its wake.

Through the gem, magic is brought to

the world, Some gnomes are changed

by the gem, creating the kender and
dwarven faces,

citea 2800 Kal-Thax Closed: The region of
Ansalon inhabited by the dwarves is
sealed againse all intrusion, Rumoes of
dark horeor emerge from the land, bue
messengers are forbidden entty,

2692 Second Dragon War of Silvanesri
Begins: Dragons again strike souch-
ward from central Ansalon, this time
aided by potent magic. The elves rally
and eesist, Elves from che western prov-
inces save Lhic capival from destrucrion,
forcing the dragonys mw the defensive.

Construction of Thotbardin Begins:
The dwatves of Kal-Thax commence
the butlding of their mighty fortress as
a defense against the world,

Second Diragon War Ends: The elves
of the west drive the dragons from
Silvanesti, and are held as heroes of the
land, Humans join in the war to banish
dragons from the face of Krynn A
mighty hero, Huma of the Lance, dis-
eevers the Drgonfance and uses it 1o
drive the dragons to 2 negative plane,
where they are ardered ro sleep for the
rest of eternity.

Thorbardin Complered! The dwarves
withdraw into their forrress, turning
their backs upon the rest of the world,

Rise of Ergoch; The humans of
Ergoth exert theit influence beyond the
borders of theit land, Engoth expands
tapidly co the cast and soutls.

2645

2600

Death of Sitvanos; The vencrable
leader of the elven nation dics and is
buried in the Crystal Tomb. His son,
Sithel, assumes the leademship of
Silvanesti, Sichel orders construction of
2 tower in honor of his father, to be

called the Palace of Quinari,

2515
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The age of Might

2500 to 2200 Ergoth Dominanr: The
expanding nation of Ergoth reaches thic
northern border of Thorbardin to the
south, Ekirmishes berween dwarves and
men eventually lead to an uneasy truce.
The humans also expand eastward and
establish outposts on the edge of the
Silvanesti forest, The western elves
begin to trade with humans; some elves
and humans intermarry.

Sithas and Kih-Kanao Forn: Twin
sons are born to Sithel. Sichas is born
minures hefore Kith-Kanan.

Sithel Slain: &ithel leads 2 hunting
expedition into the western reaches of
Silvanesti, His party accidentally meets
a human huneing party that is sealking
piey. The elf is concealed by thick brush
and @ human huneer shoots him by
mistake. The Kinshayer War begins,

2192 to 2140 Kinslayer Warr The elves
attempt to drive the human oulposty
frem Silvancsti;, while the homans
defend fiercely, Many more humans
arrive te aid cheir side in the war The
elves who married into human socicty
are forced to fighe against their human
kin in 4 war of great savagery,

Kith-Kanan skillfully leads the west
ern ebves in war, while Sithas solidifies
his hold upon the the throne, The war
finally ends with 4 truce.

230%

2192

2140 to 2100 Sundering of Sitvaneste: The
western elves are again the heenes of the
land, They, however, are ashamed of
the bloodshed weought by the Kinslay.
er War. The philosophies of the sestern
clvey have strayed from the rigldly
structured wuder determined by the
high elven caste system. With their
army still intact, the westoto clves sue
for freedom of sclf-decerminacion.

Ergoth/ Thorbardin Clash! A scries
of disputes over borders and mineral
claims leads to renewed skirmishing
between dwarves and humans. The
theeat of all-out war looms,

Swordsheath Scroll Signed: A paet of
peace is signed by the emperar of
Ergoth, the elves of Silvanesti, and the
dwarves of Thorbardin. The Sword.
shearh Scroll salves the most pressing
problems of the age

2073
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2050 o 2030

The elver of western Silvanest are
granted a huge trace of enchanted wood-
land north of Tharbardin, where they.can
live g’ they wish. This land, called
Cualinesed, also serves as a buffer between
the dwarves of Thorbardin and the
humans of Ergoth. Erpoth aprees to stop
mining the Kharolis Mountains, and the
dwarves agree 1o relay wading restrictivns
berween their peoples and te huoans,
All hostilities cease,

The Great March: The clves of
westoin Silvanesti, wnder their leader
Kith-Kanan, migrate to Qualinesti and
begin to colonize their homeland.

2000 to 1400 Peace: Krynn prospers. Kith-

Kanan strengthens the bonds of peace
between the elves of Chualinesti and the
dwearves of Thorbardin, Together, the
races erect the fortress of Pax Tharkas as a
monument to their lasting peace. Ergoth
passes through a succession of emperors
of the Quevalin line, the majority of
whem role with just and henign hands.

1400 to 1250 Rehellions in the Fase: Grad-

1262

1351

1250

ually the Ergothian rulers begin to
ahuse and exploit their subjects, Adfter
much repression and heavy taxation,
the provinces In the eastern comers of
the empire begin to revolt, These wars
are usually brief, but very violent. The
empeives are forced to use cheir troops
epulaily, and cach rebellion is larger
than the last one.

Vinas Solamnus Commands Imperial
Guard: This skilled commander, who
has been inscrumental in crushing sev.
eral rebellions, i3 appointed to the
highest military post in the empite,

Great Rising in Vingaard: The largest
rebellion yer shakes the plains of Vin-
gaard and Solanthus. Solammus march-
es east with 4 huge army m onee again
crush the rebellion.

Yearaf Wairing: Solamnus studies the
grievances of the eastern peoples,
determined to end the rebellion wich-
out 2 massacre, Gradually he comes 1w
realize thar the empire has incited the
rebellions cheough vile and repressive
westment of i cidzens, Solamnus,
amed most of his army, join the rebel
cause at the end of the year,

1249 to 1242 Llndon of che Plains Stares: The

rations of eascem Ergoth mlly o Bolam-
nus, achieving quasi-independence,

Patiently, Solamnus trains & mighty ammy.

Fall of Ergoth: Solamnus and his ammy
march west. The general vutnancuvers
the Ergothian army aud leys sicge w the
capital. Solanmus scocpis the cmper-
or’s surrender o (he spring of 1240

The surrender terms require the
emperor to grant cach of his subject
states the right of sclf-determinacion.
Although the nations of Ergoth remain
loyal ta the' crown, outlying stares
become independent or join the new
nation of Solamnia;

Sclamnus assures the elves and
dwarves that he will abide by the terms
of the Swordsheath Scroll.

Knights of Salamniz Formed: An order
of knights dedicared o rhe causes of
goodness and freedom, is formed by
Vinas Solamnos. Solamnia prospers, as
the states of Palanthus, Lemish, aod
Caergoth join the new naton volungarily.

1100 to 800 Foundarion of st The uibe
of far eastemn Ansalon, wodl now a
bickering collecton of barbariins,
gradually unite. The Council of Istar
establishics a unified government. [star
beging to trade with Solamnia.

Solamniz  Prospers: The dynasty
founded by Vinas Solamnus is extended
by his descendants, Ergoth depends on
Solamnia for prorection and trade,

773 to 760 Istar and Sitvanesst Clasln A
series of border skirmishes berween the
expanding Istarian nation and Silvanes-
ti again threaten the elven homeland.
With the aid of Solamnia, the clves
persuade Istar to add its signatuee o
the Swordsheath Sceall.

700 to G Ogre Wars: Pillaging armies of
ngres emerge from the Khalkhist
Mounrains of central Ansalon, raiding
aceoss the plains of Solamnia and e
fertile fields of Istar. Solaroiz and Iswar
unite, evenmually doving the ogics back
into the mountains.

GO0 1w 280 Union of Solamniadlsar Solidi-
fied: The two grear human nations grow
more and more interdependent. The
Knights of Selamnia become the milirary
strength of both nations, while the artistic
and educational talents of Istar are spread
throughout the continent. Jstar gradually
becomes the dominant partner.

280 Fimse Kingpriest Dleclared: The capiral
city of lstar is proclaimed the center of
the world, The ancintment of the fist

1241

1225
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Kingpricst solidifies the bond berween
the milicary might of Solamnia and the
spiritual guidance of Istar.

260 Construction of the Temple of the

212

Kingpricst Commences: The finest
artisans of Krynn are brought o Lsear to
build a temple that will peroclaim to the
world and the gods alike the glory of
the nation of Istar.

Temple Completed: Widely proclaimed
a¢ the finest examnple of archirecnire ever,
the temple is hlessed by the Kingpriest,
who immediately takes up residence.

250 to 100 Elves Shun Other Races: Increas-

118

ingly disgusted by the frantc pace of
human life and the amogance of mun
abour his own accomplishmems, the
Silvanest elves withdraw into their for-
e=sts. Thiey ba commedce with the outside
wuld, and visivors are prohibited from
cocting.

Proclamation of Manifcst Virrwe: The
Kingpricst declares thae evil upen
Krynn is an affront to the existence of
the gods and men. A rigidly defined ser
of cvil acts are listed; those found guiley
of commirting any of these acts are to
be put te death. Clenics of good,
appointed by the Kingpoest, journey
throughout Krynn, seeking 1o find and
repott any evil acts or individuals.

04  Exrermination of Fvil Races Sanctioned:

The Kingprest, not satisfied with the
Proclamation of Manifest Vieoe, adds
a clause stating thar certain races—
gobling, ogees. erc.—are inherently evil
and must be excerminared, High boun-
ties are offered, and bounty huncers
immediately ser abowt tw climinae
these creatiaics,

80-20 Risc of Clerical Power; With the full

approval of the Kingpricst, Istarian life
falls increasingly under the influcnce of
the clergy. Clerical approval is required
for marnage, business contracts, and
military expeditions,

The rise of the clerics is accompanied
by a corresponding loss of magic-uger
influence, Hounded as an untepentant
source of evil, mages are drven farcher
and farcher undergronnd.

6 Edict of Thovnght Cantrol: The Kingpriest

asserts thar evil thoughts constitute evil
acrs, and declares that his clerics are w
employ ESF spells in an increased effon
to rid the world of evil,
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The best part of role playing the
DRAGOMNLANCE® saga is in meeting and
interacting with the people and creatures of
this fantasy realm. A good DM can make the

WPC characters come alive for his players, To |

help the DM, the following ac apsule sum-
maries of vatious NPCs the plaver characters
might meer, plus information o help role
play them cffcetively.

huma, knight of
solamnia

Huma is a tall, well-built man of approxi-
mately thity years, although he looks older,
He has long, chestnue brown hair, streaked
with gray. He wears the traditional long mous-
tache of the knights, also strcaked with gray,
Hiz eyes are deep brown and appear to be able
to see a man's serenpths and weaknesses,
Huma'’s Face is weary 2nd sorrowful, for he has
seen the evil in the world and grieves over it
His rare smiles are warm and caring.

Altheugh only 2 Koight of the Crown {Huma
did not have the requisite pure blood line o
become a Knight of the Rose), he is'a natural
leader and even higher ranking Knights follow
him willingly, His men love him and would
gladly lay down their lives for him. Huma is a
devour Knighrt and a faithful follower of Pala-
dine. He is the soul of honor and chivaloy

If has sprr 1s met afver his death, die down-
Fall of the Kaiglus will greve Hona deeply,
though he is wise enough o admit chat the
Knightheod has probloms that muse be reme-
died or it will be losc forever, 1his spiric will
fight beside any true Knight, particularly if
that Knighe calls upon Paladine to aid him.

huma (npc)
(8th-Level Human Knigh of the Crawn)

STR INT WIS DEX CON CHR
18/3% 8 14 16 13 13

THACO: 14
AL; Lawful Good
HP; 56
AC 0

There are many ways in whicha p,lq'm char-
acter could m:ct Huma. His spisit could
appeartoa hting during the War of
the Lm:e, formm e. The DM can'devise n
eampaign based on the early Dragon Wass, in
which players can might hght beside Humu

The Silver Oragon

Huma fell in love with the Silver Dragon
when she was in the form of » woman, She
loved the Knight and prayed to Paladine 1o
allow her to become a mortal wormnan so thae
she could remain with Huma, Paladine
showed them the fuente If che remaned a
dragon, she and Huma would be given the
dragonfance and the power of defeating the
evil dragons. I she hecame mortal woman,
she and Humi could find happiness for a
time, hut the evil dragons would remain in
the wotld. She and Huma both chose o fight
the evil, even though it meant sacrificing their
love,

The spirit of the Silver Dragon might well
appear with Huma to help a tue Knighr bar-
tle his enemics, Those campaigning wich
Huma would certainly koow her In woman
e, she s extraordinanily beauriful, wich sil-
ver hair and silvery grey cves, In battle, she
wears silver armor that appears to be made of
dragonscales. The sight of her fills all wheo sce
her with awe and reverence, She and Huma
are devoted to cach other,

Besides appearing to any true Knight in
much the same way as Humna, che spirie of the
Silver Dragon mighe fight at che side of any
woman battling the foress of evil,

the sulven dragon {npt:}
THACO: 10,

AL Lawful Good

HP; 70

ﬁG: =

Dd&cr - SEAtistics Afc a5 & vy pld aibver
dragon in the Monster Manual.
Abilitics: Change shape to human form.

magius

A powerdul wizard of the Red Robes,
Magivs way 2 childhood ficad of Huma's,
Their friendship was very unuseal since mose
Knights disliked and distrusted magic-users,
It was also unusual because the two men were
so different; Huma was noble and sclf-
sacrificing, while Magius scemed to be self-
centered and cynical. In sppearance, Magius is
a very handsome 30-year-old man, well-buile,
with long blonde hatrand a blonde beard and
meustache, His eves ave blue and pisecing, He
is sargastic and even irreverent, often making
jekes abour the Knights that they don'e usa.

&3

ally find amusing.

Most Knights do not like Magius, believing
he should rake himself and life more seriously,
and they cannet undersiand Huma's affection
fur the urage. Magius does not hesivae w citd-
cize Huma and often teases him, tecating lim
disrespectfully as far as che other Knighes are
concemned. But the pracocal Magius is Huma's
best counsclor and advisor, bringing che over-
Iy romantic Knight back to haesh reality.

During Huma's time, wizards were not
allowed to carry any weapons other than thei
magic. A wizard was expected to be protected
by warriors and to get out of any bacdle if he
fele himself becoming weak.

Becavse of this stricoare, Magius alwags
foughe side-by-side with Huma, During one
of the battles near the end of che war, how.
ever, the two were separated. Although he
had a rhance fo escape, Maging stayed and
foughr until his magic gave our. Having no
other weapon, the weakened mage was quick.
ly overwhelmed and caprured. Carried back o
the Dark Queen as a prize, Magius was tortus-
ed and died after days of worment. The Ttk
Oueen sent the mape's battered body back w
Huma, hoping o demoeralize che Knighr,

Humi grivved deeply over his friend and
prayed w Paladine chat Magius's saerifice be
remermbered, Paladine answeicd his prayess
and, from that day, all wizards have been
allowed to carry daggers in remembrance of
Magius.

magius {I"IDC )
{ldth Iﬂﬂ Humm Rﬂ‘l Rnhe Wizard)

TR INT Wlis DEX CON CHR
P e R S e

THACO: 16
AL: Neutral Good
L s
AGHE
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fistandantilus

The appearance of this great, evil wizard
depends on when the characters meet him, Tf

the characters meet him prior to his hattle

with Raselin, he is an cxctemely frail old man
with wrinkled hands and face and long whire
hair and heard. A rremendous feeling of
power and of evil radiates from this old man,

He rakes an interest in any adventuring par-
ty, particularly if there is 2 young Black Robe
or Red Robe male magic-user present, Fstan-
dandlus will either attempt w lure the young
mage away from his companions or will
abduct the mage. Once he has the young
miagee, FPistandantilus will atrempt to wreat his
life frodr him by using the bloodsione pen-
dant.

ISTal ba.‘mniua (HDC.}
'TIT&M Hummalmummwm:&}

STR - Im: mmmicmcrm
e '“11 15 13

mﬁmv; B
THACO 13

HP: Vatiable *
AC. Vatiable *

= Fm:t&mnlua
throughout the ages y the use of the Blood-
stone of Fistandantilus (page 97), which
gﬂwqdhhn&ma}ﬂmh&mmcfmbm
When Fistandantilus takes the essence of
another, he assumes that vicam's hit points
‘and Armor Class. ScnﬂnoﬁHMGm the Magi
cal Items sectinn for more details.

Astus of pPalanthus

Rumars ahound thar Astinus of Palanthus
it acrually the god Gilean. Astinus is popu-
larly knowr as the Ageless One. for legend has
it that he has been on Knmn forever. Those
formunate enough to recetve sdmittance o the
Grear Librury and an audicace with Astinus
find themselves o the presence of & man
whivsc face is handsome and ageless. The eyes
of the man are intense—dack, aware, con-
stantly moving, sccing everything. Astinus
speaks palitely yet is always somewhat distant.
If disturbed at his studies, he may be annoyed
at the interruption, He will probably continue
to write even as the player characters are talk-
ing to him,

Astinug is neueral in all chings. He generally
tefuses to give advice; when he is willing to
offer council, he often réstates the ohvious,
letting the players deaw their own conclusions,
Astinue cannat see into the furure. He knows.
however, everything that is happening in the
present and everything that has happened in
the past. Getring him to par with this infor-
mation, however, is a major undermaking,
siice he refuses to do or say anything e
mighr affect the future,

. THACGJ

AL Neutrﬂ
HE: 980

#{l T

Plapmaem alsn me::t ,ﬁsunu.s duﬁng WAL
conncils orother important. mcmngs thar take
;Jhr:t in Palanthus,

Reorx (Qougan
Redhammer)

When this neutal pod comes wo Koyon, icis
in the form of a huge, black-bearded dwarf
wlio lras a caste for dwarven drink and a weak-
ness for gambling. The dwarf can drink
anyonc—man or minotaur—under the table,
His gambling skills are not as refined, how-
ever, Impetuous and quick tempered,
Reort—or Dougan Redhammer, the name he
uses in his dwarf form—will stop whatever
he’s doing {including fighting) to bet on any-
thing, from which paw a cat will hck next to
which house 2 dragon 15 most likely to burn
down.,

E3

Unfortunately, Doupan's lack at cagds or
dice or betting is very bad. He always loses
whatever money and equipment he has,
Worse, he invariably drags his cofmpanions
into trouble by offering rheir money or their
equipment (often without their permission)
as stakes in his games. ("I'm sorry 1 lost yer
magic sword in thar card game, lad, bur it way
a sure thing!™)

Since Dougan is-a god. there 15 usually an
uleerior motive o ull he dues. He dos no
interfere in anyone's fice will o make a deci-
sion, however, He has a special interest in
dwarves, [t s rumored that Dougan is on
Kryno searching for the Greystone of
Gargath.

Scc page 45 for the statistics of Reors!
Dougan,

The Kingpriest of 1star

Few who come inte the presence of the
Kingpriest ever see what he uuly looks like.
Most characters of good alignment feel thac
they aie in the presence of someone very beau-
tiful wod wuly good. They cxporicnee & tre-
mendous sense of prace and well-being, The
thought of leaving this man's presence fills
them with sadness. They would net think of
deing of saying anything that mighe upset or
disturb this truly good and wonderful man,
They want only to stay and bazk in his light.

Those of evil alipnment are hardly able w
logk inte the blinding light surraunding the
Kingpriest, Only those evil beings of
extremely strong will can remain long in his
presence.

Kender, wha hold na one and nothing in
awe, see the Kingpriest in his trie aspect—a
middle-aged, balding human with pale blue
eyes that have 2 hunted look o them.

The Kingpriest of Istan.
{15th-Level Human Cleric of Paladine)

S‘I'RMWIS DEX CON GHR
A STkl e e T i £ L

IH.ALD

Al Lawful Goud
HF: 75

. e
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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 Istar. The dwarf is one of the
strongest of his race and exrremely ugly A
long scar that rans vertically arross his face
gives him a perpetual scowl thae appears espe-
cially sinister when he is smiling.

Arack has two major interests; moncy and
the Gamey. He is 2 bumn showman and knows
cxacly what will please zu audicnce. He vakes
great pride in his Games and works exteemely
hard 1o make them a suceess. He hires i best
traincrs in all arcasof fighting and akes excel-
lent care of his athlctes, despite the fact that
they are slaves. Mo slave is ever torrured. They
are well fed and their quarters are comfortable
if not luxurious,

Bur Arack is a political realist. He knows
that the Games have become a means of set-
tling accounts among the wealthy and he sees
no reason why he shouldn't make a profic our
of it. Large sums of money are wagered on the
athletes and the nobleman whe owns a popu-
lar fighrer penerally makes 2 considerable for-
rang,

The only person Arack is truly loyal ro {and
will not betray) 15 his bodyguard, Raag the
ogre,

A gigantic and not overly bright ogre, Raag
is Arack’s devoted bodyguard and dee dwatls
only friend. Raag s excremely fend of Arack
and would unhesitantly lay down his life for
the dwarf. Arack is also fond of Raag—the two

have been together 2 long, long time,

=y

Steeltoe,
the half-Ogre Bandit

The produce of a loathsome alliance
between an opre and a wretched human wom-
an, Steeleoe was abandoned by his mother at
birth. A nobleman of Solamnia found the
child, ok pity on him, and gave him 2
home. The half-ogre proved unosually ineelli.
gent. The nobleman provided for his educa-
tion and made Steeleoe master of his estares
when the half-ogre reached maruriry, Steelre
repaid his master's kindness by murdering the
nobleman and stealing his money.

Crimnes of this sorc were nor unusual in the
bireer days following the Caraclysm. The half-
wgie escaped casily inw the wildemness of
Solammia, gathering around i uther men
living cutside the law. Decause of his educa-
tion, Steclroe found it easy 1o urace many
disillusioned young men, particulardy reviled
Knights of Solamnia, who otherwise would
have had nothing to do with bandits, Steeltos
is a clever speech maker, continually remind-
ing his men that the world owes them a living
and it is their right to take what they want,

The half-ogse is about seven feet tall, pow-
erfully buile, with asteel peg leg in place of his
missing lower lett 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 halfangre is skilled in wrestling tech-
niques and swordsmanship. He is 5 hmtish.
looking man with 2 yellowish case to his
complexion and a large, flat nose. He appears
human in all other aspects.
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In the carly days of Krynn, magic was 4
powerful foree and many fabulous items were
crafted. But those days wete shore lived, for
neat the 2nd of the Age of Might, magic came
under the displessure of the church of Istar
and was persecuted relentlessly. Many of the
centers tor magical research were sealed or
desttoyed and wirards disappeared from the
general knowledge of men. With them went
their wondrous devices.

We list here many of those items for your
consideration, as well as a few fremns chat come
from the Apge of Dragons. This is but a sam-
pling of the magical items that can be found
on Krynn. Many magical irems on Krynn also
exist in other planes of exsrence, bur the
devices described here ane unigue w Kiynn.

pPotions

Istar’s Truth

This s a potien used in the couns of Istar o
ascertain the truth in matters broughe before
the Kingpricst ot his appointed ministers.

‘This potion foroes its recipicnt to 'h'utl'lful]].'

amreunmnhur nfqmﬁiﬂ%’fhe pemnﬁ

- formuta for this porion is k
’El;ﬂn.'«:fL Thﬁ:ﬁavitméﬁhwh _fpnhula

l -

th o teaf 15 U
mﬂmﬁctﬁ:ﬁ is ib@ulutr.hr truthﬁ:l

- and answers all the srared parts of the ques-
“tinn., The DM can use _thﬁ»ngpn'mmlty i
Impm\lmpumn mation o the PCs -'The

‘*‘“”:E

lsluwmwm Caue

SCRrolls

Scroll of the

Stellar Path

A powerful magic on the scroll of the Stellat
Path confers the favar of the gods of magic
upon the user. Since the magical powers of the
wizards of Kryno wax and wane depending
upon the position of the moons in the sky,
only rearmangement of the conmos can buiog
additivenal powel w g wizand during a vime of
disadvanape. This is the purpose of this pow-
crful scrall.

Reading theseroll makes the moon of the
mzar& smdﬁﬂppmm: H-snmsmdvmbngmqs
FDSINDJ:I. in the sky :tgudlﬂss dfthu maon's
natiral position. This does nor actually
change the position of the moon in the sky,
but rather creates 2 magical condition in
whgchﬂaewa.td s power 'Aai_'_cn‘.nfthe mmms
at its most advantageous position .

I How: Mhmﬂtagmus «this. pnﬁumn. s mII
ﬁﬂpﬁﬁd upan the patural loeatinns of the
moans of other ordets. If‘-rci.lﬂmg 1k &I.'.I]:iﬂ
causes @ conjuncton of one of mofe.
mogns, that copjuncrion has i usual ﬁm

upon the wizamd! wp-drwm.fam ‘Hq:Mudmt af'

My?ﬁ P:lzg::;jrill LS-W&, h;thﬂny?gm&s Lﬁ

ST : m .-
: md-:hmh powers ate back
o the level dhmﬁ:ﬂ by the true pnsmnns of
the moons. .
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RO0OS, STaves,
and Wanos

STALE OF STRIKING/CURING

Common among the clerics of the Age of
Might, these devices wete most often used as
bath protection for the cleric on journeys and
as a means of furthering the wills of their dei-
ties,

bz 'Tzkik' combines th: Functions of a staff
af of curing, 'thh“the fal-

Tawing limitations, Tt recharges irself at 4 rare
charges per day when in smnlight; toa

maximum nf"ffﬁcha{gts
, i strikes a5 2 +3

| As A sraff of sen
weapon, It inflics 4-9 pom:sdf damage with

low, withour, draining @ charge: It
ess ﬂnulﬂ: this damage if two charges are
but it cannot be used for curing until an

; gg:u,: ha&ﬁwﬁl for cach double- di.mam: blow:

ﬂa i staff of curing, the staff drms two
'tlﬂ.tgr;s for r@ahcu.rc, It can only perform this

| funetion six times'in 2 single 24-hout pv:md

and no mofe: d'mn once per day on 2 given

individual

Oviner of Life

Cren valled & baton, the diviner of fife was
used during he Age of Might by commanders
who wished o decermine the general condi-
tion of their troops. After fiest finding his
ttoop's top condition during a long rest, the
general could ger a good view of his toop’s
degree of readiness by referring to this baton,

_E'J.‘l:;ss m:tgu:@l Dhjl‘-‘ﬂ- s a fout-foot-long rod.

 Each end is capped by & six-inch-wide band of

ld and steel. The fod has a three-foot-long

qtmp'n. ‘of what appears to be clegr crystal in

the middle (it withstands 20 points of damage
 before hreaking). If the glass hreaks, the staff

. mnsgqus

Thtrc' erms to be a swirling white fog with-
' section. When the keyword is spo-

:g~_1 1
_ken, this fog clears complerely. If the sraff
i ﬂ:!.-l:u 'I:Du:chcs any hﬁug being, the life fore

(lnt points) of that being fegistees 48 4 b‘I‘Ighl.
giEch lujc, one u:u:]:l laﬂg per-10 hit poiats.
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Crystals and Gems

Brooch of Imog

This wraditicnal reward is given o mages

who serve the elven realms, It can grant the
blessing of magical protecron o the owner,
Mone have been fuiged since the Caraclysm,

This b nﬁ:lmbmfwd;r mﬁﬂ:
gnsa,.:m%h eIk ﬂﬁiﬂt# o

Tthe medallion of faith

Since the setuin of the gods dunny the War of
the Lance, all true clerics have received medal-
lioas ol Gidi a8 ourwarnd signs of ducir inner com-
mitment. These medallions can weate other
medallions of fafthfor clerics who profess faich in
the tue gods. (The new medallion bears the
symbeol of the new cleric’s god, repardless of the
symbol on the original medsllion.)

The medaflions of faith have no powers
other than creating more medalfions. All cler-
igs of the tue pods wear their medallions at all
tirmes,

Miscellaneous
Magic

flute of Wimd dancing

Constructed by sirens in the depths of the
sea, these flutes were given long ago to
favored mariners who had performed some
great service for the ciren kingdoms below the
seas. Much prized, the flutes often found
their way into the royal courts of the land,

‘This flute can only. be- uspd bya Lhm:tcr
who knows how i play a fluee nrmhﬂ wi’nd
instument. While playing this luve, the user
can summon and conmol small breezes,

Mm’ twu rounds. of p{a!,rmg. tl'u: us;:r can
create a zephyr, after three '
wind can be summoned. If 20 eotire mui is
spent playing the flute, a dust devif can be cie-
ated ina 30" arca, blowing up dust and leayes

Glasses of Arcanist

These magieal lenses are set in solid plati-
num frames, The frames are so nareow that
the glasses will only fit on a keader or an ¢lf,

The Glasses of Arcanist were designed by
the mage Arcanist several centuries before the
Cataclysm. The glasses enable their wearer to
read all weitings, rendering o perfect transla-
tion of any wopic in any language. Magical
scrolls and spell books can also be read using
these glasses.

The glasses do not enable a non-spell caster
i cast spells. However, they do enable a low.
level caster to cast hipher level spells from
scrolls with no chance of failure.

Golden Circlet

The golden citcless were created in Istar
toward the end of the Age of Might. They
were desipned to guide the people into aiding
the church. Their ase, however, tended mors
toward slavery than service. Even so, they
eentld only he used by one of good desires and
so their abuse was somewhar imited  Many of
these survived the Cataclysm rhough they are
puarded most carefully.

9z

Kevs of Quinarost

Created for the royal tamily of Silvanost,
these ancient keys provided the only known
way to enter the tower at the center of the city.
Earh of the members of that household had 2
key. At the time of the Cataclysm, several
members of the royal household disappeared
Their fates. and those of their keys, are
unknown,

These are elven keys, magically linked ﬂ:r,
ﬂ'l,r.'. Jile .fumﬂﬂﬂ‘u:u d:s_rgmm |
| “Each: 3{3&&!; W bttﬂul’dmn k:rmthﬁ

1:1: workmansh i
ma&ﬁwdf'ﬁm ctystal twined mlﬁﬁmﬁs iof

It is-about 6 mches long and the.
' _wridc- cxtending down to.a. 11""

Thicie kevs canbe et o ancth:.r perion if
ﬂtﬂumn:fﬁmgﬂlmm:gmd Th:" e
inal owner must still be alive, however, to.do.
this, Kugs “whose nmmhi'-l'& ied -8
teset and will not open the rower doors. How-
ever, ‘these artifacts are highly prized by the
rayal ﬁ;mﬂﬁmunlrtupmetht end ofaiosi
relative) and rhose who ferurn 3 kep nE
Qumnmfr will earn Arich reward

SIMgmgG statue

Created during the most powerful days of
Iscar’s priests, these relics of Mishakal were
often used to protect remple complexes. Nt
only did they open doors thar were magically
lacked against unbelievers, bue they also had
addirional powers to aid the cleries of the
Healer.

~ This item appears 1o- be & hollow statue of|
beaten gold, formed in the shape of Mishakal
the Hm{-:r I water is. puu.[f:ﬂ into the. I',Eolzf‘;tr

the tap, e statue hl:gula o b & ?anod,

peaceful tune. The statue has the I-..-Ilumlikg
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WEBNEtL

The webnets are spun by wizards of the
Dimernesti. As delicate and beautiful haie
ornaments, they are most sought after by
human women on land, but their true povers
arc known only to wizards.

Thm item lrmtyuseﬁﬂ ttrnrmagm-mu
#mghanffch:mtﬂ CAL WERr It 45 2N 4rerac-
{tive hairornament. :

~ When wormn by nmngawhnlénmrhemm
ml:[&wor& the webner can be cast to the

statitly grows 1 @ 10-foor-diamerer ner of
eatmpmcnt.

Mt:mmcly. Ih-; net can be spun ina glic
m; circle, ® ‘to 12 Hir Dice of
a3 if 4 hypaotize spell had been cast

ﬁ@oﬂ,ﬂiﬁm although the targeted creatures:

jgbﬁwng-thmw,mi- spell.

ARMOR and Shields

Oragonarmon

This ammor has been used by the forees of
the Chuieen of Diarkness throughout the many
ages of Koynn.

It consists of '@ padded tnic and leggings
with a plate mail breastplare and shoulder

| before a fnu ardueulp ar a foe It

-tF Immzqim

plates. Additional plates for the thighs and
shins are attached separazely. The helm &5 a
two-picce affair that protects the back of the
neck as well a5 the face, The design allows
freedom of movement, protecrion In combat,
and warmth while riding dragons at high alei-
tudes.

n for whom it was intend-

il

- the il

Drago mormnqunﬂm;qw}c +§.

ﬂdﬂmm;liy. iie ‘who wear the padded

‘tunic-and leggings suburact 196 points from’
any cold- h:ﬁ il i -

attacks or damage.

The Plate of Solamnus

Thete were several Knights whose armer
was designed specifically for them when the
Knighthood was formed. These suits were the
finest in all the land and the deeds of cheir
wearcts are legendary,

Huma had one such suil even though he
was not accepred as a Knight of the Rose, Ol
er suits, including the onc worn by Vinas
Solamnus, have disappeared into legend. Folk
tales about the locations of these sants of
armor gbound throughout Solamnia and
Ergath.

The plare of Solamnus consists of plate
breasiplate, shoulder puards, arm firtings,
leggings, and helm, All are beautifully teoled
with the markings of all three Solamnic
arders The Oderof the Kose is prominent on
the hreasrplare,

These suits are rare, and the DM is advised

to take great care with them in his campai
One suchsuit could be the gml ofa prulﬂng’ad

guest,

The armot is equivalent of plae + 3. There
is an important catch: the user must be of
unbesmirched good alipnment to get this full
benefic, Consule the chamerer's alignment

‘chart ‘{se¢ page 114). Subtract anc bonus

point for mcryEomtahe character's alignment
:3 away from the left edge of the good align-
ment section, If the charaeter is far enough
away, the armor’s bonus may become a penal-
=00 iu;’ﬂ.i:ﬂ.llf,r making the

custom fitted 1n¢§1m I'E-Qt_

ind that it ﬂtf’thn lociga}g or
'E].'IEH""E i Eﬂ’hﬂ[}b D]i ﬂ'.ll'

NN | T S
= _I_FF-F: meEme—————— ——— T I

teceived while weating this armor. It is impos-

“tant to aote that: t!itu ‘#s-not the armor thatu.

wﬂmhylmd Soth.

Shield of huma

Huma is most famed for his use of the oregi
nal dragonfances to banish the Queen of
Darkness back to her own domain. His shield,
however, figures quite prominently in many
of his lesser tales 1o was said that it never
failed him and rhar it ofren saved his life dur-
ing battles apainst dragons before the
dragonfance was emploved.

The shicld appears 1o be a medium shicld
carved wich intricare symbols of the Knights
of the Crown.

Muima’s shicld s comsidered & modium
shicld +3/ + 5 vs, deagons, Iis sl'ucldmg'mng
teally profeets its wiclder against breath weap-
on attacks 5o that & successful saving throw vs.
breath weapon calses no &amagc and nﬁ:.lcd

shve results i only half damag:

Solamnic ARMOR

The waditional anmnm of the Kmghos of
Solamniz is pranted o Kaighe when be G
attains the title of Lord,

The armor consises of breastplate, shoulder
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plating, helmet, and spurs. Each is engraved
with the symhols of the Knight's orderand , in
the case of Sword and Rose Knights, any

Knighthoods held previously by the Knight.

Weapons

Oragonlance

Diraponfances are artifacts firee created ac
the end of the early Dragon Wars and used to
defeat the evil dragons. There were 20 sutviv-
ing dragonlances hidden inside the Stone
Diragan of Brgoth, 10 each of the rwo types. In
addition, mare dragonfances were forged for
the War of the Lance. There are two types of
dragonfances: mounted and footman'’s, Bach
type is made of the same silvery metal that
gives off a healthy silver glow. The head is
sharpened ro a finc edge, and small barbs pro-
tude from the sides,

Huow well the Jaoce wis avade and wider
what conditions determines how the lance
performs in battle. The ideal condicions for
forging a lance requiee thae it be fotged by a
man with the Sifver Amm of Ergoth and the
Hammer of Kharzs, Legend says that only
lances forged by these two artifacts can wotk

properly.

footman’s Oragonlance

The footman's lance is eight feet long. It
can be cast as a spear with some difficaley—ir
is most effective as a hand-held weapon.

Mounted Onagonlance

The mounted lance iz 16 feet long and is
most often wielded while mounted on 2
dragon. It is buteressed by a harness mount
that enables swift turning of the lance around
its balance point. The mounted dragonfance
is ineffective on moonts smaller than dragons
hecause of the heaviness of the lance: The
mounted dragonlance acts as 2 normal lance if
it is not mounted on 2 dragon.

frostreaver

A frostreaver is 2 heavy battle axe made out
of ice. This ice can only be gathered from a

‘sectet location on Ieewall Glacier where tre-

mendous pressure, exerced for centuries, has
created ice of extraordinary density.

The knowledge needed to make a fros:
reaver iz held only by the Revered Clerics of
the lce Folk—the barbarian tribes compering
with the thanoi for control of Icewall Glacier,
‘The blades are formed by using the oil of the

thanoi and other ingredients to hone and flag-

ten a sheer of the compressed ice. The cleric
must wotk an entire month to create a frost-
reaver, and even then rhe chanee for 2 working
axe is only 33% .

The weakness of the blade is its natute,
since temperatures above freezing cause the
ite o melr and the 2xe o become worthless,
One day of above-freezing remperarures will
caust w fustreaver o become useless as
weapon, In @ warm covirenment, the decay
requires only 146 hours.

Mantooth

This potent sward logks 1o be an ordinary
long sword. It is alse known by the names
Spelicleaver, Darkstar and Magefool 1ts abili-
ties ate primarily ditecred at ronnreting mage
ic. Its history s unknown, although it has
been among the Silvanesti elves for ages
untold.
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NightBrRINGER

Mot juse good wizards built weapons. The
evil ones knew far better the need for a strong
" arm and exetcised thar might more quickly
than their good brechren.

So it was thar Nighrhringer was crewted m
the Tower of Erpoth. 11 was licre that the
power of che Bluck Robe wizards forged muany
evil weapons in thie days when their kind wers
hunted by the church,

After the Cataclysm, Nightbringer fell into
the possession of Verminaard, who received it
from other evil clencs.

WyrmsBane

An artifact from the third Dragon War, this
sword was forged during the Age of Might and
then lose later in that age. When dragons
arcse after the Caraclysm, the need for chis
POIENT WERPON Was Freat.

Wyrmslayer

This mighty blade was the weapon of the
ancient elven hera, Kith-Fanan. Trwas forged
in Sikvanesti during the second Dragan War
and remained in the roval hoose until Kith-
Kanan led his people to Qualinesti. He is said
to have been buried with the sword,

Special mMagical
Items of Krynn

Icon of Truth

The Ieon is a white marble recrangle carved
into the shape of a book. It is jewel encrusted
and hasa magical aura, The feon measures 67
x 4" x 1", It is the book held by the god
Gilean thae symbolizes all e koowledge of
the gods,

ors of Oragonkind
Three of these powerful artifacts are known

to exist upon Kryou, They conain the
csscnees of ovil dragons and are magical items
of vast and dangerous power.

The Ortbs of Dragonkind {also called
Diragon Orbs) are fragile, ciched crystal globes
that are 20 inches in dizmeter when in use.
When not in use, the orbs shrink o 10 inches
in diameter. They cxpand if the command
wrords, carved into the surtaces of the orbs, are
spoken,

The orbs were employed long before the
Cataclysm for the purpose of destroying cvil
dragons—arcarding o the legends, ar least.
These legends are commen throughour the
civilized lands of Kryon. Whar is not known,
unless chatacters have learned by experience,
i5 that the orbs” actual purpose is o summon
evil dragons. Powerful mages of old would
surmmeon the dragons with the orfs, aud then
desuoy them with powetlul magic,
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hammer of Kharas

The Hammer of Kharasis a mighey arcifact,
According to legend, it is the only hammer
that can forpe o dmgonfance.

The hammer is twice the size of 2 normal
wat hammer. Itz name comes trom the great
dwarven hero Kharas who fought in the
Dwartgate Wars after the Cataclysm, Kharasis
maost remembered, however, for the heroic
deeds he performed prior to rhar time. The
hammer was given to him by the Kaolyn
dwarves in recognition of his deeds on cheir
behalf | |

The Hammer of Kharss is needed w prop-
erly forge dragonlances,

SiIlver Arm of €rgoth

Thie Sitver Ay of Eepoch was coeated by the
good dragons, men, elves, and dwarves dur-
ing the First Dragon War, It was used to create
the original dragonfances, and was nsed again
during the recent war against the Dragon

Empite,
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Staff of Magius

Magius was 2 wizard of legend who aided
Huma in his quests. His staff was one of the
most revered areifaces. oot for its DOwers. bt
in honor of the mage who used it Indeed,
compared to other devices, it seems to be of
lieele usc. But moanry have suspecied thay diere
was more magic 10 the staff than met the eye.

In later years, the staff was given o Raistlin
Majere at the completion of his tests. Whether
it porcended the power that he would attain or
the tragedy that would befall him matters lie-
tle now. The staff remaing sealed the Tower of
High Sorcety in Palanthus—entombed in
Raistlin's laboratory as 2 monument to his fol-
ly. Cemain repors of Raistlin's nephew, how-
ever, seem 1ot indicate that the staff is free
again in the world.

the dagGer of Magius

Raistlin Majere purchased the dagger from
the Tower of High Sorcery, giving in exchange
a valuable magical iteém he found in his early
days of mercenary service. He carried the dag-
ger on his right foteaem by means of 2 cun-
ningly designed leather thong of his own
making, This allowed the dagger o slip inta
his hand with a simple movemenr of his wrist.

Six inches long. this silver dagger is carved
in the shape of a dragon with the tail as the
blade. It is slender and lighrweight and can
easily be hidden upon the person of the mage.

Bupu's Emerald

This emerald was given to Raistlin by the
gully dwarf, Bupu, in the ruins of Xak
Tsaroth, Whether or nut the emerald had any
muagical properties before Raisdlin arquired it
is unknown, Following the archmage's death,
howevet, a legend sprang up that the emerald
appearcd in the pocket of 1 gully dwarf about
ta be killed b rj draconians. The gully dwarf
gave the emetald ta the draconians inan effort
to purchase his life. The emerald killed the
draconians and the gully dwarf escaped,

Bupus emerald can be used only by 2 gully
dwrarf, gnwnc, or kender. When used ac a
defense in a life- thn:atcnmg situation, it
canses the attacker to be instantly overcome by
it heanry to the exclusion of all else. The
emerald kills the attacker on contace, Trean he
tertieved by its original owner.

" In the hands of those of any other race, the
cmerald has only the standard value of thar
typt of gem on Krynn,

The Bloodstone

of fistandantilus

This powerful gem came into Ratstlin’s pos-
sosgion after he defeared the evil wirard in
maortal contest. ! :

A powerful attifact from the cardy days of
magic, the blaodstane is of evil alignment.
About three inches in diameter, it is a preen
gem flecked with red. Iv is set in 2 plain silver
seeting and worn abour the neck on a silver
chain, It can be used o cure wounds inflicred
wpronn thie body by weapons (bue it would have
o efleey v poisun dumage, for instance),

Its primary use, however, is to suck the life
out of a victim and transfer thac life force w
the wiclder of the gem, cxtending the life of
the wizard. It also provides him with all the
wisdom, mematics, etc. of the person whose
life he rakes. While chiscan be beneficial {gw-
ing the wizard additional knowledge), it can
aleo cange confusion and disotientation unless

97

the wirard is strong cnough to retain his own
identity.

Oevice of

Time Journeying

Made during the Age of Dreams, this
device was given to Caramon by Par-Salian.
DMz should be aware that the device will have
ditterent properties depending upon when
the player character encounters it. Originally,
the device's use was restricted (o the major
races—humans, elves, and ogres—since all
other taces are prohibited from traveling in
time. Tr was also originally designed ta be nsed
by one petsan only.

This jeweled scepter can fold down ineo a
nondescript-looking pendant. Since the
device was essential to the rerum of the person
uging it, 1t had several sifepuards. Anyvone
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attempting o steal it (even a kender) immedi-
ately feels a stronpg revulsion to iv and pues ir
back instantly. If lost, the device makes its way
back to its owner through wharever means
[ECESSaTy.

An example of this vecured i the novels
when Tasslehofl gave the device 1o Ralsdin in
the dwarven prison and was then discoversd in
possession of the device once more. It avto-
matically rerurned to the kender Mo foree
exists that can keep this artiface from finding
its ownet,

The properties of the device changed some-
what after Goimsh the only known gnome
in the history of Krynn whese inventions
wotked —altered it. From that point on, the
device transported more than one person and
it also transported those of the minor rages—
kender, gnomes, and dwarves.

The correct version of the chant and instruc-
tions goes as follows: Holding the pendant in
youir hand, repear the first verse, turning 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 1o form two spheres connected by rods,
Ag the fourth verse, twist the top clockwise—
a'chain will drop down. The fifth verse warns
o make certain the chain is clear of the mech-
anism. As the sixth verse insurocts, hold tie
device by cach sphere and, while reciting the
seventh verse, fotate them forward . The chain
will wind itself into the body. Hold the deviee
over your head, repeating the final verme, and
summon a eleat 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,

Ity expaniges vou see,

Whirling acroes forever,

Crbseruce nac its flow

Crrasp firmly the end and the beginning,
Turn them forward opon themselves.

All that is loose shall be secure.

Drestiny be over your own head.

W’h:n thlf dcwribe mﬁod ;Iayfer characters
within 10feceof the device move 1o either the
desired tme (the place is up to the DMj or o
the desired place (the time is up to the DM),
Unfornately for the players they cannot
have it both ways. Moving to tL: Jocation of
the treasure in & tower may seem like a good
ldnm:d?wmethmhcfw: the tower

was built (and find a long drop 1o the
gsmmd} ‘Moving to a certain time in history
can be fun until you materialize in the middle
of an atena. Use this little loophiale to get your

thcy want fn h:,
dalamar's Bracelet
of Magic Resistance

An ancient ariface kepr in the Tower of
High Sorcery in Palanthas, the braceler was
given to Tanis by Dalamar to provect him from
the magic of the death knighe, Lord Soth.

._: il ssaiitic pov
: ﬂdl.!m%; 15 limited. Itpﬂ:m 10%
pic fesistance against 3d- to. f.rh level
mﬁ 20% against th 1o, 7th.

and %ﬂu’&gslrm Bthe to Uth-level 5prli's It
|m1:rm this magic resistance three rimes per
&z'g.r against each of thé.m thrmgmup.s of mag-

Qalamar’s RIng
of healing

These rings were often used throughout the
ages s wizards' Lust defenses against death.

ﬂjs.-

ting wqus on];r fmr magic- usus and
must be worn 1 u]}m night hand, [t can cure
I.i‘ght ‘pmun:b{ than & points of dum
nq.mpjetely and can heal o morral mdmﬁ'
‘ciently to prevent death (it brings the charac-
ver up to 1 hit point), It is activated by touch,
Once: med th‘e rmgmuut be used: ag;ﬂ;‘m by
that :

Oalamanr’s Wano
of Lightning

Though there have heen many wands of
lighrning, this parricular wand carries its own
curse. Because the wand was used by Dalamar
to kill Kitiara, the dead Drapon Highlord
unceasingly hunts for the wand and i current
OWILEL.

98

ﬂ

wh time l.hl: tl:wae:t:;r uses thl: drmw,:
cre fs 4 3% chs c:;.ﬁzthn;lmmammnmd.

ctess, Kitiara, The death knl.tht-'

;apé;_arg m.‘h’ﬁm munﬂ.'lw r.la.u'n thqq?nm

Tasslehoff's
Magic Mouse RING

This ring is made of white ivory with e
red jewels that resemble the eyes of & mouse,
Magical rings of this type are generally
designed by apprentice wizarde leaming how
o create magical objeces, Thus they are rela-
tively common {2t least among mages} and of
little praceical value.

Undouhtedly designed by some appientice
in oreler to help him escape observation (and
possibly eavesdrop on conversarions), the
magic is aceivated by placing the ring on the
finger. The wearer instantly becomes a whice
mouse. In order 1o rewumn o his proper shape,
the wearer merchy wills ic so.

The Mightlewel

Black a¢ an evil dragon's blood, the jewel
protects any who enter Shoikan Grove a¢ long
as they have the courage and will towse it. The
Wighrfewe! helps to alleviate the fear gener.
ared by rhe Grove, though it does niot cancel ir
completely. The Nightjewe! can be used in
defense against the undead who stalk the
Grove, bur the person using it must have the
courage to touch the undead wich the jewel if
the undead attack. No other weapon can be
used with e Niglifowel,

The MNightewel is black, unlovely o lock
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 entering the
Grove, The chatacter who uses the jewel must
termnove helm end hood so that che light of cthe
jewel shines on his face and in his eyes. This
light can be seen only by the undead. To all
others, the jewel looks 45 black and uply ac a
lump of coal.

!
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The Nightiewe! can be used by anyone.
When a party of adventurers enters the Grove,
the Nighrfewe!/ must be held high by the lead-
er of the party. It modifics the fear roll for

cvetyone in the goup so long s no weapon i |

drawn of spell is cast, Gice a weapon s drawn
or a spell is cast, the Nightiewel instantly loses
all pawer, leaving the adventuring party at the
merey of the Shoikan Grove.

Those propetly presenting the Mightjewel
may ignore the — 10 penalty to saving throws
while in the grove but must still roll their sav.
ing throws, If a characrer fails, he loses the
benefit of the Nightjewe! until he succeeds in
a subsequent saving throw.

WaRBRINGER

This gigantic ewo-handed sword, forged dur-
ing the Age of Might, was in the posscssion of
the half-ogre bandit, Steeltoe. The fine quality
and workmanship of this sword mean thae it
once must have belonged to a nobleman, possi
bly a Knight of Solamnia. Caramon won the
sword when he slew the half-ogre, Caramon
brought the sword forward into the futore with
hirry, It rernaine in hee family, having been passed
on to his eldest son.

Ihn{humdm:, +ahm:1ﬂMhltu&daB
';lﬂSr i |

The axe of

BrROTherhoOD
anod

The SWORD of

[riIendship

Draring the Dwarfpare Wate, Catamon used
2 contest to bring the two quarreling factions
of hill dwarves and plainsmen together, Cara-
mon raised o eall wosden post in 2 sea of mud,
placing an sxe and a sword of rare and magical
value ar the top. Whoever climbed the post
eould elaim these as prizes. There was a catch
of course. Mot anly was the post greased, bue
Caramon had the contest tigged so that the
dwarves and men had o work rogether o
teach the prizes.

ean go from one | person 10 anather
OWDEE gives it away of h!s ‘own valition.

Raistlin’s Cursed Money

During the Dwarfgate Wars, Raistlin {or
Fistandantiluz) made a deal with the dark
dwatyes 10 hetray their king and Jeave the
gates of the fortress of Pax Tharkas open when
Raiselin’s army arcacked. Thos victory for the
wizatd was assured. Raistlin paid the dark
dwarves with 4 coffer of 100,000 steel coins.

These coins were cursed, however o pre-
vene the diark dwarves from dooble-crossing
the wigard. If the vwner of one of these oins
gocs back on his spoken word, e Qesly of
hands begins w tumn black and roc away. This
decad curse spreads slowly and inexorably wo
the rest of the body until the victim dics.

RasBitslayen,
Tasslehoff's Knife

Whether chis was really one knife Tas man-
aged o keep with him or simply a series of
knives the kender picked up is not known for
certan, Tesslehofl always clamed it was the
dagger he discovered in the rins of Xak
Tsaroth, He calied it Rabbisfayer because
Catamon once told him it would be of use
only if they were attacked by ferocious rabbits.
Actually the dagger, blessed by clerics of the
ancient days, has fur more power than Tassde-
hoff ever guessed.
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the helm of
Griffon Mane

Discovéred in the mins of Xak Tsarath, the
helm was given to Fline Fireforge by his friend
Tasslehoff. The helm is of dwarven make and
is decorared with a horse's mane. Having
always claimed he was allergic to horses. Flint
refused o admic thac the long whire rassel had
evet belonged w a hurse, He insisted—r1o his
dying day—tlat it was fiwm the mane of &
griffon and thus the helm acquired its pame,
The helm fits only dwarves.
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“Hear rhe sage as his song descends

like heaven's eain or tears,

and washes the years and dust of many stories
from the High Tale of the DRAGONLANCE.”
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Nistory

The years following the Caraclysm were
filled with horror and despaic for soveral cen-
turics. Battles for lost glorics were a token of
the age. Yer all races of Krynn managed to
find the courage to fight the darkness.

Though

the full tale of those days is known

only to Astinus, the following events lend per-
spective to that time.

age of Oarkness
0 Cataclypsm: The wrath of the gods

descends upon Kaynn. The Thirteen
Warnings strike, one per day, preceding
the end of the year. Trees weep blood,
fires dic or rage uncontiolled, and
cvclones strike the Temple of the
Kingpriest. On the thirteenth day,
meuntaing of fire fall from the skies,
ravaging the landscape.

tstar is immediately desteoyed, i
remnants sinking far helow the surface
of the newly formed Bloodsea. Erroth
is sundered from the mainland to form
two great islands. Waters pour into cen-
tral Ansalon, forming the New Sea and
shrinking the formerly vast plains of
Ansalon, To dhe soudh, the land ey
and e waier recedes. The pose ity of
Tarsis 15 unscathed, but now lies far
from the sca. The Temple of the
Kingpriest iz shartered with the
destruction of lstar, its picces scattered
throughout the planes of the universe.

lto 100 AC  Chacsand Pestilence: The sur-
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vivors of the Cataclysm struggle desper-
ately to stay alive. Pamine spreads
across the world and plague follows,
True cletics are unknown. The Knights
of Selaminia ate persecated thronghout
the land, as peaple find them 3 handy
targer for hlame. Many villages and
terwns, inicially uneouched by the Cara-
clysm. soon vanish because of disease or
war Sometime during this period. the
Foundation Stonc of the Temple comes
o rest in the Abyss, and 15 discovered
by Takhisis, the Queen of Darkness.

Stonre Plareed {1 Negaka: Taklisis plac-
s the Foundation Stone on the barren
plain of MNcraka, far from any center of
population. The stonc beging to grow
inte-a rwisted and perverted form of the
Temple. The Datk Queen enters the
world through the portal opened by the
stone. Walking among the creatures of

B I
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Krynn, she awakens her evil dagons
and prepares them for the work she has
in mind. She then retums through the
portal o gather het forces on the Abyss.
al Plane,

Berem Finds the Stone! A young man
and his sister discover the Poundation
Stone. The man prics 2 gemstone loose,
againss the advice of his sister, They
struggle, and che siseer i accidencally
killed, Her spirit, imbucd wilh gm:rd-
ness, inhabits the Foundation Seone.
The man, Berem [verman, 15 cumcd
with the stonc he has stolen, as it
beeomes embedded in his chest, He
cannot gain the peace of death untl his
sistet’s soul is released from imprison-
meent in the stone,

Takhisis Rerurns: The Cueen of Dark-
ness attempts again to enter Krynn
through the portal opened by the
stane. 1o her great fmstration, she dis-
covers that the portal is closed by the
presence of the sister’s spirit. Enraged,
she casts ahout fora soluton.

Diragon Bggs Srofen: The evil dragons,
awakened by Takhisis, keep their pres-
ence in the world a secrer, They raid che
Isle of Dragons, where the good
dragony lan, wnd stcal the gowd
dragons’ eggs. Fleeing with the egps to
the Lords of Doom, the evil dragons
hide their cache in the bowels of the

volcanocs.

The Qarh: Acting upon the ordets of
their Queen, the evil dragons exact the
Oath of Meutrality from the pood
dragons. The cath binds the good
dragons to noninvolverent in the com-
ing war. In return, the evil dragons
promise to retutn the eggs, unhatmed
at the conclusion of the war,

Agents of Evif: Takhisis sends
heragents through the world, seeking
the man with the green gemstone
embedded in his chest. She knows that
this man is the key o opening her por-
tal once again. She prows increasingly
frustrated ac Berem's apparene disap-
pearance, Evenuually, she decides w
put her plans ineo operation,
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of Oragons

Dragons Appear; The savage and war-
like humans of Sanction, Meraka, and
Estwilde are allowed to discover the evil
dragons. From among the most evil of
these men are recruited the Dragon
Highlords and their officers. These
men set about gathenng drmies under
the watchful eyes of the evil dragons.

Humanaids Recninted: The ogres and
hohgnhling are pathered into the evil
fold and trained as toops in the Dirag-
onarmies.

Draconians Creared: Takhisis: instructs
the Highlords in the comupring process
whereby draconians are creared fiom
the cgs of the goud diagons. The geu-
cration of draconians in the ficry under
ground regions around Sanction begins
in carncst. The first draconians, Baax,
are crcated from brass dragen cgps.
Soon, copper dragon cggs arc used
create Kapak draconians.

343 to 347  Ewd Armics Marshall: Dracon.

348

ian creation continues, with Bozak
(bronze), Sivak (silver) and finally
Aurak (gold) draconizns, The dracon-
tane are formed ineo milieary vnies and
rrained for combar, while the training
of human, hobgoblin, and opee fotces
concinues. Perindic outbreaks of vin-
lence occur ameng the Dragonarmies
themselves; the Highlords encourage
this aggressive behavior, INear the end
of 347, Takhisis judges thar her foroes
are ready. The opening campaign of the
war 1x planned {or che following spring.

War of the Lance Begins: With the
mecliing of the snows in the high passes
around Neraka, the Dragonarmics
pour castward upon the unsuspecting
peoples of Krynn. The lands of Nord-
magr and Goodlund are swiftly over-
run, while the humans of Khur ally
themselves with the evil forces to avoid
conguest. Little resiseance is mer by the
massed armies, What few battles are
fought are decided swiftly by the awe.
sane power of the dragons. By the end
of the year, the hold of the evil forces
over their oceupied terriraries is uneon-
tested.
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Takchisis Tiens ro Silvanesti: The Deag
onarmies commence o three-pronged
attack into Silvanesri, udlizing their
effective air and land combination. The
elves, however, recist much more effec-
tively than the humans and kender to
the north, Losses are heavy on both
eides, but the Deagonarmics make lirtle
progress into the dense foresr. Thsing
magic, discipline, and inrimate knowl-
edge of the terrain, the elves lure the
Dragonarmies into a series of ambushes
thar sericusly deplere the evil forces.

Takhisis scnds her two remaining
Dragonarmies w reinforce the awtack,
laying wasie w e once-beamiful for-
est and slowly advanciog woward
Silvunost. Alihough they fight coura-
geously, the elves are decimated by the
war, and the dragons sct about system-
atically destroying the clven food stock-
piles. In autumn, the capieal is
evacuated with many refugees; The
elven fleer sets out on the dangerous
joutney to Southern Ergorh, while
many fighters remain behind,

Oin the last day of the year, the Drag.
onarmies elose upon Silvancst, and the
elves gealize thar che war is lost. In a
desperate effart ta ruen rthe tide, King
Tarac attempts to use an Orh of Dra-
gankind to wark the destruction of the
cvil armies. The perfidious orh seizes
control of Lorac instead. plunging the
land into a living nightmare and dis-
pesing the temaining elven fighters in
chaos.

350 Reunning Eeil: Seriously weakened by
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the costly invasion of Silvancsti, the
Dragonarmics spend & year rebuilding
and rertaining. Takhisis's troops now
control all of eastem Ansalon.

The minotaurs of Mithas and Kothas
are recruited to the evil cause and belae-
edly artempt to intercept the elven tleet
sailing to the west. Although a seriés of
sharp skirmshes cost each side some
ships, the fleer sails chrough, reaching
Sonthem Ergath near the end of the
yiar.

Evil Tums Weser Apain starting the
campaign with the coming of spring.
the Dragonarmics surge westward inoa
massive offensive. The scope of these
attacks 15 Lot boyood anydhing
Takhisis's forces have vet attempred.

552

A huge force, speatheaded by the
Blue Army, strikes acrosc the Plaing of
Solamnia, overrunning Kalaman, Vin-
gaard, and much of Solanthus. Disor-
ganired and bickering, the Enights of
Solamnia are slow to respond to the
threat. Lemish sides with the evil
forees, but the dwarves of Kaolyn pto-
vide a strong linchpin on the tighe flank
of the defenders,

Meanwhile, the Red Army leads an
amphibious artack across che New Sca
to the Plain of Abanasinis, The bacbar-
tan’ wribes of the pldin wie swiltly
absotbed by e ooslaught, which soon
brings the Dragonarmics to the borders
of Qualinest. Knowing that they can-
not withstand the might arrayed

against them, theclves evacuite their

homeland, fleeing westward to join
their cousins on Southern Ergoth,
Finally, the Dragonarmy rolls against
the dwarven forress of Thorbardin, As
winter seté in, the ammy s still laping
siepe to the dwarven stronghold,

Additional evil troops strike across
the larsian Plain from Silvanesti. They
reach and occupy Tarsis by the end of
the year, All of Anstlon, excepr for the
wesiern coastline and westetn islands.
now lies under the heels of the
Highlords,

Whirestone Cooncdl: Early in the year,
represencatives of the surviving gl
wationes meet 21t the Whitestone, on
Sancrist Isle, for the Council of Whice-
stene, Here an uncasy alliance is ferged
beoreen the clves and humans, and
they agree to save their figheing for the
ferces of evil, The coungil is decided by
the arrival of Theros Ironfeld, who
wears the Silver Arm of Ergoth and
bears a dragonlance,

With the coming of spring, the Blue
Dragonatmy hurls itself againge the
High Cleeist lower thar bloacks the
maountain pass leading into Palanthus,
Rallying ar last, the Knights of Solam-
nia make a hernic srand and, for the
firse time, a Dragonarmy retreats from a
field of barcle, The barrle marks the
first modern use of dragonlanees.
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Shortly after the batele, 2 small band
of heroes penetrates the deepest tem.
ples of the Highlords in Sanction and
digcovers the treachery being wronghe
on the good dragons’ egps Mews is
swiftly rerurned o the Isle of Tiragons,
and the good dragons join the war
against evil with savage intensity.

With the aid of the pood dragons.
the Whirestone forces arc at last able w
uke the offensive. Surping eastwarnd
with vivleuve and purpose, the ammics
of good reclaim the entire northemn
Solamnic Plain during the rest of the
year, Gunthar Uth Wistan and Laurana
of Qualinesti lcad armics of men, clves,
and dwatves against the evil Dragonas-
mics. Carrying mounted drzgonfances
on the backs of the good dragons, the
Whitestone forces emerge victorious
from every engagement they fight dur-
ing the long summer.

The recapeure of Kalaman spells the
beginning of the end for the Dragonar.
mies, but the Queen of Darkness is
determined to pass through the poral
of the Foundation Stone, with rhe
legions of the Abyss behind her. Des.
perately, her minions seek the man with
the green pemscone.

Yer the armies of Whirestone close
upon Neraka, and the Queen is foiled
in her amempe, Evil ums upon elf,
and the Dragonanny alliznce collapses,
The War of the Lance Ends.
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Arecas of Control

The map of postwar Kiynn displays the aneas
that e vonuolled by the various factions left at
the comclusion of the Whar of the Lance. The areas
shown as controlled by a faction are controlled
salidly. There arc no wats in these areas, anless
your campaign corsiderations dictate otherwise.
Bolated gucrillz or bandic activity 1= possible,
but these occur only mrely,

Each of the factions includes 2 veteran force
of troops. These troops quickly quath any
uprisings and maintain order. They may he
oceupied in fighting border wars or in garrison
duties throughout the controlled territory. In
areas where noe controlling power is shown,
the atea is in a dangerous state of anarchy.
Bandire are comman there, and small cirics
are struggling to gain control of their immedi-
ate envirnns. Armed forces from nearby aecas
of ennrrol are often encountered here, ws cach
faction attemprs o cxpand its influence and
combat the influence of its rivals.

e

the area is under no faction’s contral.

All of the fartions have achieved some degree
of law and order within their borders, Enoy inw
towns and cities, and perhaps oven villages,
observed by guards of the appropriac fction,
Strangers are viewed suspiciously,

Conversely, war heroes are recognized read-
ily by comrades in amis. Characters whe have
led unics in conbat are almost always recog-
nized by woops from the same ammy, and
hieroes of note stand a 50% chance of being
recognized by troops of cheir alignment.

Factions

Control of Ansalon following the War ol
the Lance has fallen to ninc powerful factions,
each of which conrrols one or mee waces of
tetritory. Areas ouwsside the conuel of these
factions are either independent city-states of

neutal erritory currency contested by several
factions, The facrions arc lisied below,

Faction Align, Allies
Red Dragonaimy CE  Black Army
Blue Dragonatmy LE Green Army
White Diagonarmy CE MNone
Black Dragonammy CE Red Army,
Minotauts
Green Dragonarmy LE Blue Army
Minotaurs LE Black Army
Knights of Solamnia LG Elves, Dwarves
Elves CG Knigho
Drwarves LG  Knights

Whetever factions of good and evil align.
ments control adjacent aeas, horder skirmishes
are frequent. Troop movernents and hartles are
also commen here, No trade occurs through
these areas.

Wherever factions of the same alignment
that are not allies conteol adjacent areas, bor-
der guards are common. Ther &5 3 10%
chance pet month that the border crups into
skirmishing. although such fglting vswally
stays well below the level of wll-our war,

Allies actvely cooperate with cach othet in
the pursuir of their objectives. If two allics
share & butder with & common cnemy, troops
of those allics fight side by side against that
cncmy. Bven among allics, however, toops of
onc faction arc never commanded by a leader
from another faction,

General Condrtions

As with sy woild dvat bas just crnerged from
an all-comsuring war, conditions on Krynn are
far from idyllic. The remnants of the cvil forees
still control much of the landscape. These forces
fight cach other as readily as they banle the
forces of good., With the defeat of the Dadk
Cracen, maost of the troops in the Whitestone
armies returned home to plant crops or tend
their shops and stores, Thus thers is no concen-
tration of pood fotees to systemaically regain the
lands held by the Dragonamies. Wats fought in
this petiod are small-scale, but may be very vio-
lent. Mercenanes are readily available o wor for
anyone who can pay. Many have spent most of
their adult lives waging war and have no other
skills or interests.

Communicarions between areas of conmol are
primitive to nonexistent. Facdons dhat e
friendly to each other may send oocasional (heay-
ily guarded) caravans back and forth. Ruads are
watched by bandits, however, sl sccommoda-
tions for travelers are fow and far berween,

The borders of factions thac are unfiicndly

105

-'""--,q—

roward cach other are continuously patmolled,
and intraders are accosted for questioning, or
worse, Members of all factions worry about
spies and do not hesitate to use persuasive
methods to determine whether a waveler is
whao he claims to be.

Many of the cities of Ansalon have heen
devastated by the war. Only Palanthus, of all
the great cities, escaped damage. Because of
this good fortune, Palanthus is now the cencer
of civilization upon Krynn, The Knights of
Solamnia have set up their central headquar-
ters rhere, and the Porr of Palanthus sull
receives ships from all comers of Ausalon.

Ansalon is a coutinent in the southem hemi-
sphere of Kiyan., Conscquently, its coldest
regivn lics o the south: Teewall Glader = &
icgion of constantly freczing temperatures and
frequent snowfall. During winter, the sun ille-
minates this area for only a few shor hours every
day, and blizzards roar across the ice fields.

The tegion ranging from Qualinesti to
Silvanesti (including Tarsis) suffers severe winters
that begin early in autumn and continue far into
spring. The elven forests receive plenty of rain
during spring and summer, while the Tasian
Plain i relatively dry mose of the year,

The western islands of Sancrist, Southern
Ergoth, and Morthern Ergoth, are treated to rel-
atively mild winters hecause of warm ocean cut-
rents thar keep the remperatures not too far
helow freezing, These areas receive much siow
in wintet and suffer very miny springs. They are
subject w0 flooding several tines & year

The lands of Solamnia, as well as the Lun-
dian peninsula of Bastern Ansalon, arc the
most pleasantly remperate on the continent.
Winters arc snowy, but not very long. Plenti-
ful rainfall allows fot a long growing season,
and these regions consequently preduce most
of Ansalon's food,

The ceneral plains, including Estwilde,
Netika, Kern, and the surrounding areas, 15
dry and desolate region. Severe wintcr stotms
sweep across the area, yet lictle rain falls dur-
ing the growing season.
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The nosthern tip of the continent is the
land of Mordmaar, which swelters through
leng and humid summets and rarely receives a
snowfall in wincer, Certain crops can be grown
during the long summer season, but the tem-
perarure is often too hot for more temparate
crops. The islinds of Mithas and Kothas share
this type of climate.

Beyond the Map

W hat lies bevond the horizons thown on the
map? Sooner ot later characters in a0 exended
campaign will begin (o wonder about this,

The answer iz up o you.

The continent of Ansalon is only one of sev-
eral land masses on the surface of Krynn. As
the serting for the War of the Lance, Ansalon
was the location for all of the advenmres in the

If your characters desire w travel bevond
the boundarics of the maps, thew you need w
design the lands and locales thar awaic them,
Brie% introductory deseriptions are provided
for the start of the journcy:

Spuch lies the icy vastness of Ieewall Glacicr.
The glacier covers the south polar region for
several hundred miles in all directions.

Wiesr, out o sea, lies a huge region of tem-
pests and eyphoons. Winds blow from the
west with steady intensity, carrying one storm
after anorher inra the western shores of Ansa-
lon. Travel by sailing ship in this direction is
neatly impossible, since it involves moving
into the teeth of these savage winds.

Norch lie the wopics. A scattering of pleasant
istands can be encountered after many weeks of
sailing e, These topical istands include the
Ile of Dragons, where the good dragons
rernzined until freed (o dheir Ourh, as well 25

__-———IH}'.":;]:ﬂ |

ity this direction that the fahled and much feared
land of the Irda is said to exist,

Ezsr lies an ocean of unspeakable vastness
Surunep winds aid sailors whio wish to travel in this
direction, but & voyage of many months i
required before reaeling land, The peoples and
ercatures of the lands to the cast are very differ-
ent from these ¢ncountered upon Ansalon.

The lands
Of ansalon

The racial makeup of each nation's popula-
tion, the primary resources produced by that
nation, and any special notes required to run
that natinn in a campaign context are present-
ed on the fallowing table,

Abbrﬁiatiuns'

= Alignment; D = Dwardi E = EIf; [Iob = Hobgoblin
= Human; K = Kender; M = Minotaur; O = Ogre

H
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The Mations of Ansalon .
Name Pop./Al Produces
Abanasinia HiN - Fur, ct::'n » M arl : build;
Blode OICE Nil Raid caravar nmeeee
Caergoth HILG Ships, Timber Decp pol:t m:gﬁrs;mughﬂ
Esrwilde HIN(E) (Cioars Barren, dry
Goodlund KE/MG) Maps, Coral ast forest, small villages
Hylu KIN(G) Carved wonden objects Pore city Hylo, largest kender commumty
Teercach Thanoi{LE). FLGY — Wil Lot T A R e S T
Kalaman HIN{G} ' Ships, Navigatars. Rivaged by war JUEE SR S R R T R R
Kaolyn DILG Gems, [ron, Steel Very loyal th Knights : e
Kem O/CE il Mercenaries and bandits E DAL
Ehur LT MIEY Horses Warlike nomads
Kothas M/LE Sliips Pirates, stone casrles
Lemizh HIN(E) " Timber, Snyall ml_ps 25 arid sailor
Mithas M/LE Ships ; P;rw:s. ,smncmmlts )
Neraka H/M(E) Sheep, Waol Small bands of nomads :
MNordmar H/MN(G) Horses, Chariots Small wibes, cenrral king
M. Etgorh HIM{G) Copper, Brass Many mins of ancicnt Ergoth
Palanthus HinM Ships, Bools Largest city on Ansalon, center of good n:llgii:rns
Quialinesti HICG Fruijts, Leather Devastated in war—slowly rebuilding *
Sancrist HiH Gold, Silver, Plarinum Largest griome community, mﬂiﬁm&l e uf Kiug:hl:s B
Santtion HIN Ships, Firates City rapidly croding from lava flow ehi!
Silvanesti EICG il Forest twisted by king's nightmares dunng wai—slowly m:mrcmlg
Solanthus HILG Gran, Cattle Oceupied during war—towns bumed, people slowly rewming
3, Ergoth EfCG il Different elven cultures slowly mcldmg
Thrsis’ H/N Futs, Horses| Wagons Road to coast started ’ P AR
Thorbardin D NG Steel, Gems, Weapans: B-egummg to. mu:le w/humans and elm : !
Throtyl Hub/LE il - Habgoblin race retreated Kere and is entrenched. R |
Vingaard HILG Horses, Cattle Reclaimed from evil, prospers
Zhakar DYLLE) Gems, Armor Mysretions race of evil dwatves



ansalon’s Climate—post-Cataclysm
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Takhisis

The queen of dankness

The Diark Queen can take any form—male,
female, or drmgon—depending upon her
needs. She can appear as the Dark Tempiress,
the most beauriful, desirable woman 2 man
has ever seen in his life. She can appear as the
Dratk Warrior, a fearsome warrinr in hlack
armor with eyes of fire and a sword of flame or
she van transform into her favored shape, that
of the five-headed dragon,

Mo mauer what form the Dark Queen
takes, all those in her presence (including
those of good alignment) fecl! lier power and
cxpeticnce a sense of awe and reverence, Even
though she is evil, she is one of the thice vicu-
tors of the world,

| Game seatistics for Takhisis can be found in
thesetion on Keynn's gods (page 4).

Fizsan the fasulous

Fizban appears as a gray-bearded old wizard
in mousc-colored robes with 2 beat-up, poinc
ed wizard's hat thar is off his head more than
it is on it. He carries a plain wooden staff thac
appears to do pothing whawecver, plus a
shabby spell book in which he can never find
the spell he is searching for (generally to every-
one’s relief!). Pouches hang from his belt, but
these are just as likely to contain his direy socks
as spell components,

- Descriptions of Paladine and his stanstics.

ican be found in the secrion on Krynn's

The beloved, befuddled old wizard is 2

wonderful character who can have players
zasping with laughter even while rthey're
icady wwring his neck. Since he is a god (Fal-
ading), Fizban is nrercsted in peaple learning

about ticiuselves and developing their truc

potential. When Fizbun ties w help charac-
ters out of a fix i often seems s il he is simply
making the situation wotse insteud of berter,
Fizhan atways allows others frecdom of choice
and does not interfere with thelr decisions.
Fizban's purpose is to restore the balance of
good and evil to the world, not ro make onc
triumph over the other. DMs should keep this
in mind when playing this character,

— —er——1)

PyRrIte

Fizban cften has an ancient gold dragen
knwwn ws Pyriee as his companion. Deaf, half-

'Blind, irsscible, and senile, the polden dragon

spends most of lis time slecping in the sun.
The dragon’s grear days weie during the dme
of Hurma {which he remembers much more
clearly than recent times), Comscquently he
will fight when called upen, bur only il he cin
be convineed he is going to Huma's rescuc.
Pyrite has all the spell-casting powers of an
ancient gold dragon and on a good day can
remember most of them,

Raistlin Majere

Raistlin seems frail, but one & acver really
certain whether this frailty is real or feigned 1o
lull his enemies ineo a false sensc of sccurity,
He still speaks in 2 whispering voice, having
discovered chat this gets people’s atcention.
Haistlin has one consuming ambition-—he
wants to become 2 god. He will use any means
to gain this goal, he will let nothing and no
one stand inhis sy

Raistlin does nat love Crysania. He desires
her and feels natural feelings of protectiveness
toward her but that is all. Rassrlin has deep
feelings for only one person on this warld and
thut 15 his twin brocher, Caraman, Any feel.
ings of affection for Caramon are all rangled
up with hatred and jealousy, but real love for
his ewin lives beocath, Raistlin is cunning
enough and strong enougly, however, w use
his feelings and those of wthers w his advan-
tage by manipulating his twin and Crysania,

Raistlin has a charisma that is very power-
ful. Thus Dalamar scays with him, cven at the
peril of his own life. Crysania is drawn to him,
though she can't explain why. He can be very
charming, when it snits his purpose,

Raistlin will not, under any circumstances,
recurn to the Red Robes, much less the Whice,
Raistlin is truly evil. He chose to beevil, and it
is only hecavse of his final sactifice thar he i
rewarded by the salvarion of peace in death,
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(20choLevel Human Black Robe Wikaed)

'SIR INT WIS DEX cON'CHR
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the DRAGONLANCE® Legends books need
' to miake Raistlin un NPC characrer since he has
gone hmhd;ﬁ%mwﬂgﬁ
: ~and this informstion should help.

.m.ui-.l--.. '1

you play him cffectively

Lord Soth ~
(Knight of the Black Rose)

Though a death knight (see the FIEND
FOLIOF rome), Lord Soth wears the armor af
a Knighe of the Rose. This armor is blackened
and charred as it liad been in a fire, He wears
the helm of a Knight as well, All thar can be
scen of his face is two aming vnge eyes. He
isa frightening apparition who can even make
the fearless kender *feel a bit queer”’ when
they are in his presence. Soth's voics is decp,
seeming to come from far undcrground.
Although thoroughly evil, he is proud and
will fight an enemy honorably. His admiration
and respect for Kitiars becomes, eventuslly, a
datk passion that will lead him into plotting
her death.

Lord Soth's rragic history is told in part in
the history of the Knighrs of Solamnia.

lord Soth

(Solamnic Deschknight)

SIR INT WIS DEX CON. CHR
180000 9 14717
THACO: 12

ALy Chaotic Evil

HpE sl
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Kitiara

Since Lot dicams of conquering the world
under the banner of the Datk Queen have

been crushed, Kitara is fristrated and raging

bencath her calm exterior. She has never
admitted defeat and, in fact, has managed ro
make Sanction a haven thar not even the
Knights with their good dragons feel ready 1o
attack. \

She hopes Raistlin will help her gain her
ambition; his plans to challenge the Dark
CQueen anger and scare Kiriara, Kitiara has a
respect for the Queen horn of fear and she i3
terrified that, if Raistlin fails, he will drag her
down with him as well. Kitara also has
hecome enamaored of the dark elf, Dalamar.
Her plans to fufe the world include the datk
clf ruling at her side.

Kiriara is a gambier with fate, Having con-
sidered the odds, she has decided w put her
money on the Dark Queen instead of her half-
brother, Raistlin, It is a pretty good bet, since
she undoubtedly belicyes she could worm her
way back into Raistlin's favor should he suc-
ceed, What she has not counted upon is Lord

Quncan
{King of the Dwatves of Thorbardin)

Approximately two hundred years old
when he died, Duacan was sl in the prime
of life for a dwarf, He was stoutly built with
iton grey hair and a grey beard that he wore in
long, flowing cutls according to the fashion of
the mountain dwarves. Quick-tempered,
blunt, and gruff, Duncan was 2 shrewd old
dweatf who held his pesition as king tenacious-
ly decpite the vatious dwarven factions that
wanted to overthrow him  He accomplished
this with wisdom, diplamacy, and common
sense,

Thinean waged the Dwarfpate Wars becausc

he knew that he could nor open the gates of
Thorbardin o the hill dwarves and plainsmen
or all would perish of famine. He had not
forcseen the wiible loss of life chat would
occur when Fistandantilus's magic wiped out
ahnost all members of both armics. Duncan's
sons died in this bartle and their father did not
long outlive them, dying of a broken heart in
the arms of his young friend, Khatas,

Kharas
{Dwarven Hero)

“Taller than average for a dwal, Klares was 2
handsome dwal of scrious, selemn mein, [l
liadd duek Lair and a hexurious beaed worn in
long curls according to the style of his people,
the mountain dwarves. When Kharas was
young, in the days before the Cataclysm, he
fought wich the Enighes of Solamnia in the
Goblin Wars, The Knights were impressed
with Kharas's shill and valor as well as his
nobility and honet, They named him
“Kharas' which means knight in Solamnic.
This iz one of the highest honors the Knighes
can bestow on a member of anather race,

Kharas wietded a huge hammer that he
made himself, snme say with the help of the
god Reors. (see page 96 for more info on the
hammer). If the players meet Kharas during
the time of the Dwarfae Wars, he will have
shaved his beard—a shocking ac for @ dwarf.
Such a thing is done onoly w those dwarves
who have performed a disgraceful act. Since
e was upposed 1o warring against his kins-
men, the idealistic Kharas shaved his beard as
a sign that he fought this war only because his
king ordered him to do 5o and that he went
forward o kill his fellow dwarves in bitter
shame,

Kharas fled the final battle when he saw his
kinsmen slaughtering each other for no put-
pose except hatred. With him he carried che
bodies of the king's sons. Thus Kharas escaped
the devaseating hlast thar leveled the battle-
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ficld and wiped out both dwarven armics, He
rerurned to King Duncan, who—shecked and
harrified 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 his sup-
pott, Sickened by the greed and political
back-stabbing of his people, Kharas rook the
body of his king and his magical harmmerand
carried them 1o a sccret burial ground, where
he died. Before he left, he foretald that the
dwarves would never be united uncil one arose
hrave enough to seck out the Hammer and
retum it o the dwarves of Thorbardin:

Reghar fireforge

Reghar was the elderly hill dwearf (Flinc’s
grandfacher) whe led his people during the
Dwarfgace Wars. Hale and hearcy, Reghar was
stubborn and fiercely proud. He had gray hair

and 3 gray beard that he wore plaited and

tucked into his belt in the fashion of rhe hill
dwarves: He went to war against his cousins
because he was convinced that the mountain
dwarves had great wealth and stores of food
hidden beneath the mountain that they

‘tefused to share with those in need. Alchough

this is ner tue, nothing anyone said con-
vinced Reshar otherwise, He believed in chis
for wo loog and, besides, it was the hill
dwatves' only hope for survival.

Reghar had one son whe lived to adulthood
{[inc’s facher). His other son dicd of heart
discase {the same affliction that killed Fliat).
Reghar himself dicd in the Dwarfgate Wars,
killed in the blast of magic that destroyed
nearly everyone in both dwarven armies.
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amothus palanthus

{Lord of Palanthus)

As his name implies, the family of Amo:
thus Palanthus has ruled the city of Palanthus
for hundreds of years. Ruletship of Palanthus
was always passed on to the eldest son, while
the younger sons penerallp served in the
Knights of Solamnia. Amathus is an only
child, however, and is unmarried—a situatian
that many mothets of daughters in Palanrhus
hwpe w remedy. In his early forries, Amothus
is much like the people of Palanthus
themselves—appraiing weak, shallow, and
foppish, buc with a cote of stee] benearh.

€listan
{Cleric of Paladine)

Elistan is the prophet of Paladine on
Kryon, During the Dragonlance Wars he
broughe the knowledge of the true gods back
to the greater wotld. Now. however, he is
gravely ill. Elistan refuses to allow any to pray
to Paladine in an attempr w heal him, saying
that the god had granied i life onee and his
work here is complete. He has brought back
knowledge of the truc gods and buila beaut-
ful Temple in Palanthus. He now wants only
to die in peace.

Elisran’s greatest concern is for the church
and for Crysania. He has been given knowl.
edge from Paladine thar if Crysania suceeeds

in her quest, she will be a great leader—a

powerful cleric, ruling over the church with
wisdom and compassion, Thus Elistan will do
what he can to counsel Crysania. but will not

-attemnpt o dissuade her (or any other player

character) from secking her vwn destiny.

Par-Salian
{Head of the Conclave)

A powetlul wizard of the Whice Robes, Par-
Salian is an eldedy humans nale, probably in
his early 705 at the end of the War of the
Lanee. The archmage has long white hair znd
his white beard is straight and inclined w be
wispy. His robes arc snow whice and are ooy
adomed with runes of any type. He appears
Frail, but his eyes are a bright, glivtering bluc.
His face is like that of & ﬁin:: old cagle.

Par-Salian is not a wizard of action, prefer-
ring to spend his time in study. It was primari-
ly because of his vast knowledge of magic thar
hes abtained his high rank. It was he who made
the imporant decision to allow the young
mage, Raistlin Majere, to take the ‘lest at an
age earlier than most. Some wizards believed
thar it was because of this decision that Fiscan-
danilus was able to seal a bargain with the
young mage and thus lead him into paths of
il

Plau-ﬂaliau is wware, however, that without

Rassclin’s skill and power, the War of the Lance
would never have becn won, He knows thar
Raistlin chose for himself the path lic walks,
At this poin in his 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 exises, Under no eltoum-
stances will Par-Salian leave the Tower of Way-
reth,

JUSTaRIUS
{Head of the Ouder of Red Rabes)

A human male in lis lace 405, Justarius is
considered by many to be nox in line us Head
of the Conclave when Par-Salian relires. A
big, robust man with an open, honest fuce,
Justarius walks with a pronounced limp. His
lefe leg was crippled during the magical Test.
How or why no one knows, but it is rumored
that Justarius was cxceptionally proud of his
physical prowess when young and thae his Test
forced him to choose hetween physical
strengeh or hiz magic.

Justariug likes and admires Par.Salian, He
respects Ladanna, his nearest competitor for
the Head of the Conclave, The Red.-Robed
wizard is ambitious, but he knows that he can
bide his time. He is in no hurey to rake over
the respansibilities a5 Head of the Conelave
Justarius enjoys adventure and might be per-
swaded by an adventuring pany 1o accompany
them on a questi—pamcularly if chey can
mike it worth his while by offering the possi-
bility of a magical artifact, spell book, or other
unusual item,

Although an honest man, Justarius is nea.
tral in all things and i not overly compassion-
ate. He is secretive and not inclined to trus
anyone. He has many magical means of com-
pensating for his handicap, some of which can
be extremely startling and surprising. His red
robes are made of plain material decorated
wirth mines of warding and protection,
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Justarius

(17th-Level Hluman Red Robe Wizasd)
STR INT Wis DEX CON CHR
14 A e

W

ladonna
(Head of the Ouder of Black Robes)

An extraordinasily beautiful human female
in her 605, Ladonna is a powerful wizardress
who tules over the Black Robes only because
Raistlin has never challenged het. Just why he
has not done so is uncertain; possibly because
he considers it benéath him. Ladonna ic well
aware that if Raistlin did challenge her to the
ritual magical contest to gain control of the
Order, he would not hesieate to kill her.
Because of this, Ladonna hates and fears Raist-
lin more than any other member of the Con-
clave. She will do everything in her power,
sacrifice anyone or anything, to stop him—as
long as she herself is protected. She will not
atrack him directly.

Despire her age—which she scorns o hide
by means of magical ars—Ladonna is sull 2
woman of striking appearance. She has iton
gray hair that shic wears woven in the most
intricate designs upon her head. Her black
robes aie rich and luxurious, glietering with
runes of protection sticched in silver. She
wears many jewels, some of which are magical
and others not, for Ladenna has o 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
) 18 ) o e 18

THACO: 12
AL: Lawful Evil
HP: 49

AC: =3

maquesta Kar-Thon

{Pirate)

A very atetactive black woman in her late
20s, Maquesta has shart curly hair and the
lithe, strong hody of an athlete. Owner of the
doomed ship Perechan, Maquesta comes from
the seafaring race of humans in MNorhem
Ergorh. Her father, a sailon, left Maguesta dhe
Perechon and a pile of debts. He had trusted
iti 2 friend who berrayed him, Before he dicd,
Maq's father enjoined her never to trust any-
one and 1o do whatever she had to in ordes vo
make money—wealth being the only thing
wutthwhile in this world.

Bitter at the bettayal of her father, Mag fol
lows his instructions to the lerter. The only
person she even considers trusting 15 Korat,
her minotaur fiest mate. Mag and Koraf met
on the Isle of Mithas, whete Maq was being
held prisoner by the minataurs for enceoach-
ing on their territory, Koraf was also a pris-
oner, under a sentence of death. He saved
Maq's life and helped herescape. Maq still has
nightmares about what she saw in the mino-
taur prison,

Magq is fond of men, but loves them and
legwves them, She prefers handsome men with
few braing: she has a guy in every port, Bu,
deep in her hearr, Mag truly loves the ugly,
bestial-looking Koraf, althuugh it takes 2 lot
for her 1o admi this even o hesself,

maquesta kan-thon
STR INT WIS DEX CON CHR
15 130 1161

THACO: 14 -
ALy MNeotral -~
HE: 58
AC:d

Bas-Ohn Koraf

{Minotaur Firse Mate to Maquesta)

Although his face is hestial and ugly, the
tall Koraf has the superh, muscalar body of a
buman in his late 205, Koraf was sentenced o
death in his homeland for killing anocher
minoranr in a fit of rage. (Killing anudhict
minotaur s sanctioned only in the Games,
which are held to dewermine supetionity.}
Koraf's death would not bave been pleasant
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and he saw escape as the only alternative,

Koraf met Maquesta in prison, She was
scheduled 1o die after having seen most of the
rest of her crew being wortured to death. He
helped her escape, she saved his life, and the
two became fast friends: Despite rhe fact thar
Koraf at first thought Maq one of the ugliest
females he had ever seen (minotaurs feel thar
way abour all humans), he has lived among
humans long enough to believe thar she is
beautiful and thar he himself is hideous. A
truly noble being. if sumewhat gquick-
rempered and savage, Koral is decply in love
wirh Maguesta, but belicves that his love is
hopeless since i is so ugly.

Player ChaRaCTERS
from the
Oragonlance®
legends Books

The Legends series are stories about people
whao are being tested. Some are heing resred in
theit love, some in their faith. Each has a les-
son to learn in life and somerimes the learning
is very difficult and dangerous. DMs devising
campaigns hased on the Legends series should
keep this in mind, Onee again, we urge DMs
and players o read the nevels Tor ideas and
descriptions of places and peuple,

Oalamar
{Dark Elf Wizard)

At the beginning of the Legends books,
Dialamar is 2 young dark elf of 90 years, which
figures out to about 23 in human years, Dala-
mat is a very handsome elf with long. flowing
hrawn hair, brown eyes. and an cxucmely
charming and winning personality. He i in
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excellent health and condition, well-built and
muscular

4 skilled young wizard, Dalamar has just
completed his Test. His first task a5 an appren.
tice is 1o serve Raistlin, the Master of the Tower
of High Sorcery in Palanthus.

The Conclave of Wizards fears Raistlin
more tran auy vther threar in the history of
their Orders: In a seorcr meering, they asked
for 2 volunteer (o serve as Raistlin's apprentice
and to spy on him for the Concluve, Dalamar
volunteered withour hesitation.

The dark ¢lf was originally from Silvaucsti;
A member of a low caste, he would have been
allowed to proceed only so far in his magical
arts and then forbidden by law ro gain further
power. Ambitious, hungering for knowledge
and the power that magic conferred, Dalamar
turned from the White Robes that all elves
wear and chose to wear the Black. He contin-
ued his studies in secret, hiding himself away
fram his people. But evenmally he was discov-
ered and was cast out of his race by Porthios,
then the new Spesker of the Sun and Stass.
Thus Dalamar hecame a dark eIf, one whe i
cast our of the light.

Bound hand and foot and hlind-folded,
Dalamar was driven in a cart to the horders of
Silvanest and there thrown out. This was
abroul onc your after the end of the War of the
Lance. Dalamar nade his way o the Tower of
High Sorcery at Wayreth, where he took the
Test and complered it successfully. The Test for
Dalamar involved his lingering love and long-
ing for his elven homeland and people—a
matter he had to resolve within himself before
he could be free to devore himsclf to magic.

Dalamar’s first love and loyalty is to his
magic and to the Conclave. He admires Rais-
lin, however, and is fascinated by the power of
the archmage. Thus he willingly risks his life
rax study wich him and serve as his apprentice.
But Dalamar is smarnt enough to know that
man was not meant to challenge the pods and
that only destruction can result fram soch vase
ambirion,

The dark «lf has a high Wisdom, which
gives lim the understanding that balance and
order vyt be mainined in the world. Thus
he respects Elistun us 2 cleric of Paladine, He
fears Raistlin as a cencgade who would ropple
balance and order and throw the world inte
chaos. Dalamar's admiration and Cascimacon
with his datk master, however, have led him
mare than once to serioualy question whether
he could truly destroy Raistlin if he had o da
50,

Like so many othet men hefore him, Dala-
mar i highly attracted to Kitiara, Dalamar is
heing tested i bis devotion to his art and his

ability to sactifice worldly ambition and per-
haps even his life for it,
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CRrysania
{Cleric of Paladine)

Ann ariractive young woman in her late 20z,
Crysania luas black hair, white skin, and grey
cyes. Her face, in fact, appears colotless and
cold to those who fist mect her She is 2
Revered Daughrer of Paladine, u dedicared
cleric. Her fitst and only love is her clivech,

The daughter of an ancient, noble family of
Palanthus, Crysania is cultured and cxercmely
well-educated. She could have had her choice
of husbande, not only because of her manners
and attractiveness, but also because of her
family’s wealth, to which Crysania is the only
heir. The young woman wants something
mare from life, however, than sercling down
and raising children. She knows that she has
been destined for greatness and in her early
vouth was frustrated and onable to find her
caliing in life. When she mer Fliscan, she dis-
covered her destiny. One of the cleric’s earliest
wonverts, Crysania left home and wealth and
dedicaced her life to her faith,

Crysania 15 devour, bur she iz also ambi.
tious. She knows that she has within ber the
strength and the abilivy w lewd the church
when Elistan is gone, What she dues nor ver
understand is that she muscalso have compas-
sion, humility, and rolerance or she will follow
in the footsteps of the Kingpricse,

In much the same way as magic-uscrs must
pase o Test in their arcane arts, so cleries are
tested by their gods. These are rests of life,
however, and may come at any tme, even
when the cleric appears o be well-established,
(The Kingpriest, for example, was tesred and
failed, thus precipitating the Cataclysm, ) Cry-
safiia’s journey through time and entering the
Abyss with Raistlin is a test of her faich.
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Caramon Majere

Teney-eight years old and 50 pounds over-
weight ar the beginning of the Legendsserics,
Caramon is in terrible physical condition and
an alcoholic, He it a sodden wreck of 2 man,
fluctuating between self-pity and self
indulgence. Caramon's testing ic the most
demanding of all the characeers, since it is
physical, mental, and spiritual. The trigls Car
amon undergoes are meant to teach him that
he has value as 2 persan and that he must live
his own life.

Following the War of the Lance, Catamon
came home a hero, He married Tika and
should hiave lived happily ever after. Unforru-
nately, ooce e war had ended and life for
people was returning to normal, no one need-
ed Caramon, Even Tika bad developed her
own life, managing the Inn of the Last Home,

Caramon had devored his life solely 10 his
brother, appearing noble and self-sacrificing
in giving way to his twin's cvery whim. The
truth was, of course, thar Camamon didn't
view himself a5 a person of worth. He needed
Raistlin to teel needed himself. Caramon has
so lutle selfesteem that he doesn't really
know how to love anyone,

Caramaon’s learning experience should
nvolve three goals: he must free himselt of his
addiction to dwarven spirits and get himself in
physical shape once more; he mnst learn thae
he 5 intellizent, a leader of men, and has
idess thar are of value and worth; he must
acvept the fact tha his twin is tuly evil, thar
Raistline chose o be evil, and that Caramon
cannot chatge him,



Personalitics of the age of Oragons

Tasslehoff BURRFOOT

Even the menry-licatied kender is tested in
the Legends buoks, Due to his experiences in
the Wai, panticularly in losing two people he
uuly loved—Flint and Sturm—Tasslehoff is
probably a bit more serious-minded than
most kender (which isn't saying 2 lot), Cer-
tainly Tas has great insight into character,

do with it.
Primarily, the thoughtless, heedless kender
must learn to accept responsibility for his

actions, He needs to learn that there is a seri-

ous side to life thot must {on occasion) be
faced. Finally, he should learn tha evil isn't
exciting and interesting. It is often ugly, hurt-
ful, and destructive. '

Tas is an interesting character, however, in
that he teaches as well as leams, His namiral
bueyanecy and good humor carry him through
many predicaments, as does his caring, com-
passion, and loyalty for his fricnds. Tasle-
hoff's sheet joy and pleasure in living ftom day
to day, in viewing cach day s an exciting new
adventure, make him a fun companion.

Tika Waylan Majere

Tika iz a lovely young woman in her early
20s. A heroine celebrated in legend and song
throughout Krynn, Tika could have had her
chaice of men, She has loved Caramon since
she was a girl and her love for him grew decper
during theit adventures and perils together.
Unfartunately, Tika never fully undestood
Caramon's relationship with his twin and his
dependency on Raistlin, Tika huried Cara-
mon into martiage folluwing the war, assum-
ing that she could take Raistlin's place in
Carunon's hear,

But, though Tika 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 poisen anyway Tika blames
herself, however, for Caramon's slow descent
into the baottle, She is ashamed of him and of
herself and tries to hide his worsening condi-
tion from their friends. Tika realizes, finally,
thar Caramon will die unless he changes and
thetefore she throws him out, telling him not
to return tn her as hushand or friend unil he
kenaes himself.
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although generally he docsn't know what to

Tamis half-€lven

Although Tanis remains in the present in
the Legends novels, he may retum to the
past—cither with Catamon or on his own. He
might also accompany Tika in a search for Car-
amon and Lady Ciysanis.

Tanis i3 married to Laurana and i basically
living happily ever after, Their love grows
daily, Both are extremely busy—Laurana serv-
ing asa diplomat for the Knights of Solamnia,
‘Tanis accompanying het as advisor, guide, and
bodyguard, Both are highly respected and
admired throughout Ansalon.

It there is any hint of dissatsfaction in
Tanis’s life, it is thar the demands of being
famous have forced him to give up much of
his beloved privacy and independence. Laur-
ana, being the daughter of wyalty, is accus-
tomed to life in the public cyc, Tanis isn't,
and he resents the foss of his fecedom. Therc is
also a grear deal of pressure on Tanis to ey to
“put the wutld back rogecher” He doesn't
mally fecl adequare for the task, but he is
duing the best he can,

There 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 Neraka, Much as Crysania is in love
with an ideal of Raistlin that can never possi-
bly be, 50 Tanis is in love with an ideal of Kiri-
arz, He still dossn’t truly know her.
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Character Aignment Tracking Chart

Transimion

DMs should use this chact to keep track of each player character’s alignmenr as determined by his acrions,

Neutral

Transition

A player character's initial position on this chart is the midpoint 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 (toward
good, evil, or neutrality), Most shifts involve moves of onc 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 chatacter’s actions dictatc a chaange in alignment. The penalties che character suffers
while his alignment is in a grey area are given on page 13.

e e —

Oragons )

evil

( OGres )

(ammals )

Humans
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| Metallic Oraconians Races of Krynn
ChROMATIC Mmotaues
Mmotaurs Thano
Granis Glants
Trolls
Goslins
Gogrlins Kosolds
hoggoslins
Ll BugBears
Irda
OGRres
Magical CREATURES |~\ PegGasus
animals GRIfons
GWMVES Themwvan
Ghomes | Kender hylar
Gnomes Qacwar
Qaegan
SIRENS
Shadow People Ieloan
Klar
humans
aghar
Ommenrnesti
half-Elves
Qargonest i
Silvanestl JQualinest)
Kagonesti




Unified ansalon Monster Chart

Mame AC MV ! HD hp  FAT Dmg S5A sD AL THACC Bouk

ayfish, Gia r 6"1/12" 4+ 4 112_!11 :
Crocodile. Giant 4 e Ier 7 2 3d6/2d10 e 2420

ZZ

15 M5
15" P (1d8+2p2

12" 24" : ; 1d471d4/ 3d6

White 3 127/ 30% : i 1dd/1d4/2d yes
e
(hoge ancient): _
Black (Khisanth) A 12" /24" ] i 3 I.-' 1d4/ i‘rdﬁ yes yes : __ : ) dh-zs

Elf, Qualinesti
Burder Pauwl
Figheer
Magic-User

127 242 17 1 1dg+ 1 or 1d6 no no LG 1% di-g
12" 3 /T Ml 1d8 +2 or 1d6+1 no no LG 17 diz1z
1" 5 13 1 1d4 yes no L 0 di2-12

| 0 e wn

2dd
147 1d47 1ds
1d3f1d3/ 1dG
2ds
1dg’

15" 4 22
g z 11
127 B+ 43
ﬁ" l'i 3'

yes CE 13 M-d3
yes CE 16 M3

T or

]
4
Ghoul B
4
fi

Book Notes:

M-X = Monsier Manual, page X

Mz-X = Monster Manual II, page X

FEX = FIEND FOLIO® wome, puye X

DL-X = DRAGONLANCE® Adveucurcs, page X
dIYX = DRAGONLANCE Module #Y, page X

ny LE 20 dlz-30
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unified ansalon Monster Chart

Name AC MY ' HD  hp #AT Dmg 54  SD AL THACO Book

12" &ir HE 1d6 S
: y ldB i oo Ly
lii res.

=g
$53
B 5 x5 e
TR o
2
s
A
aZhzgeg
&
e
L

1d3/1d3/1d6
1dé
1dg

-
1d12+12
1

116




Character Class IMAasTER STATISTICS Ranc,e TaBle

Character {lass STR INT WIS DEX CON CHA  Initial Added Book

CAVALIER {CV) 15/ 104- - 13f- 13f- - 3fz 1'!-1_ per 2 Unearthed Arcana
Paladin (P)  ° 13/-  10f- 13/ 13- 13- 17/ 32 pet Unearthed Arcana
Knights of the '.‘_‘.mrn (KC} : 32 2 DL Adventures

Unearthe a

e (16

(B) 15/-
Ranger (R) 13015 13115 14715 Player’s Handbook
MGIC—USER {RBNEG&DE} {M'LT} Flayer's Handhonk

<. 916 -

d Arcans
Flayer's Handbook
Fer's Handuk

GLEBIC I;HE.‘E'HEN 1{CL}
ruid {Heathen} (D)

Character Racial mmimum & Maximum Tasle

Character Kace STR INT WIS DEX CON ._CHJ‘L Accepred Classes Book

Human -f- - -f- - AR Any* Player's Handbook

Kender 616 6= ifla Bi. 10/- EBR, TAH DL Adventures

Gnomes {Mad} 61- <} 8- ELTA Player's Handbook
’ TR ¥ T

Silvanesti 10/ 61 I T PM, W H,F DL Advenrures
Kagoncsti 8- -f12 YR gl B/ 8- EB R LA H TIL Advenrares
Dimcraesti gi- 8f- 10/- I B : T Advenrures

DL Advintures
A DL Adventures
B/ : R DL Adyenuures

I'-'lt:runtmn Dwarves g e
Gully Dwarves / e -
Trda ' g -
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Gnome Mishap tasle

D20 Roll Description of Occurrence

1.8 Meeds Another Part
g Communication Glinch
10-11  Improper Alreration
12 Unexpected Glow
13 Ofactory Malfunction
14 Unhearable Temperature Change
13 Horrendous Sound
16 Moves Unconorollably Downwatd
17 Moves Uncontollably Upwad
18 Reversed Direction, with Damage
19 Machine Pursuit
20 Explosien!

Note: The effect level or damage caused by a device is often equated
with its complexicy. To find the magnitude of the specific effect
involved, lock on the Grome Device Complexiey Level Table, Bxam-
ples: Complexity 5 damage is 1d10. If a complexity 8 temperature
(200%) may be reduced by 1d6, and the die roll resulr is 3, then it would

become a complexity 5 temperature {or +309),

1-8 Needs Another Part: The device requires another device to be
built before it can function propetly. The new pare must be 2 useful
device on its own and have 3 demonstiated use other than in conjunc-
tion with fiving chis device. Fxample: a gnome who gers this resule while
artempring to constrict 4 carapult now may declare that he must first
build an automated can opener before he can finish the catapult, This
second device must be buile using the same nules as any other device. Of
eourse, if 2 mishap occurs while building the can opener thar requires
yet another device be builr....

9 Communicstion Gliech; Il tie device was designed w communi-
vate, it will function in unexpecied ways at the discietion of the DM, If
the device was not mcant o communicare, it will do so in one of the fol-
lowing bad ways at a level 1d4 below its current complexicy. Options
include; sends message direcely ro focs and enemics wich perfect clarity;
randomly changes messages in such a way cthat their teue 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 o alter an object, it
will do so badly ar a level 1dd below its currene complexiry. Ciprions
include: does the reverse of ite intention (takes kniceed swegrers and
turns them into yarn); creates something absolueely nseless in the cnr.
rent sitvation: reduces finished gonds o their hase elements.

12 Unexpected Glow: The machine suddenly begins 1o glow so
brightly that the operator and anyone within 10° times the size of the
machine is blinded for 10 rounds. Mo orher funcrions ocour,

13  Olfactory Malfunction: I the device was designed o change the
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state of the surrounding atmesphere, it will have the revere effect
{rnachines to clear air will pollute it, machines to obseure air will eleanse
it). If not so designed, 1t will create a complexity 9 tear gaseffectin a
number of 10-foot cubic areas equal to its size. All in the area must
make a successful Constitution Check or flee the area at once, Any who
remain saffera — 5 attack penalty and 2 + 5 Armor Class penalty until
the ares is cleared, Any Dextenity Checks are ata + 3 penalty. The gas
remains a¢ long as the machine continues to function + 1d6 ronnds.

thereafter,

14 Unbearable Temperarure Changes: If desipned to create a cercain
temperature the machine will have the opposite effece fovens will refrig-
erate, for example). If not, then the device will ger hot (30% ) or cold
{30% Jto 4 degree equal o its complexity. This may resuly in the destruc-
tion of the machine itself should the remperature reach the poine w
burn it or cven change the stare of it components (uolid w liguel},

15 Homendous Sound: The device makes @ hooible complexicy 10
nwise (deafering) in 2 number of 10-foot cubic arcas equal oo its size.
All in the area must make a successful Constirution Check o flec the
area at once, Any who remain suffcr a —5 attack penaley and a +35
Armor Class penalty until the arca is cleared. Any Dexterity Checks are
ata +3 penalty. The noisc continues as long as the machine continues to
function + 1d6 rounds thereafter.

146  Moves Uncontrollably Downward: Regardless of the intentions for
the device, it suddenly takes off on its own. If the device was designed o
mave downward, then substitute result #17 below for this resualt. Other-
wize, the device digs {or submerges) seraight down 2 distance equal to ies
complexity. It does so in one turn. ‘The device continues to move down
as it i¢ mnning. Mo directional concrol is possible,

17 Moves Tineonteallably Upward: Regardless of the intentions for the
device, it heads for the sky: If the device was designed to fly, subseitute
resule # 16 for this resule, The device flies upward a distance equal 1o its
complexity rating and remains there ontl umed off. Turning the
device off resulrs In a fall from char heighe,

18  Reverse Direction, with Danrage: The device inflics damage cqual
to its complexity and then fails, The machine must be repaired before it
can be used again.

19 Machinc Pursuit: The device attacks its operator for damage equal
to its complexity and unerringly chases the operator for five + 1d6
melée rounds or until it is shue off, whichever comes first, The operator
of the device must make a Dexterity Check to turn off the device. The
machine rolls 1o hit as chough it were a monster with hit dice equal o s
complexity,

20 Explosion!: The machine explodes. doing damage equal ro itz
complexierover & number of 10-foot cobes equal tacits complexity The
machine is then broken and must be fixed before it can be used again,
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SPHERE  SPFLL BOOK Isl  Pa Ma KiJo Mish Habb Bran SPHERE/SPELL BOOE 1vl  Pal Mo Kilo Mish Habb Bean
All Divinarion
Atonement PH E A A A A A A Augury FH 2 Add A A —_
Ceremony "UA 1 A A A A A A Commune FH ] - A = A — -
Combine A i A A A & A A Camamunc with Matunc *PH 5 - A - A Add -
Holy Symbaol LA ] A A A A A A Detece Balance LA 1 Bpe A — A = ==
Purify Food and Water Ml IR Trec Toae Trwe True True  True Drerecy ! Obscure Chianm FH IR — A — A - -
. Dhetert Bl /iGond FH 1B -LE ARTLS A e i
Ahimal Deree! Underecuble Lie PH IR — Tue — Thwe — -
: : ; Dhetect Life LA 2 A — A 8pe 8pc
Animal Prieodship *PH i —_ = - Aaldl A — Dietect Magic *FH I — A A A - —
Animal Gromeh 'H. 3R — = — = A - Detect Poison *a p Bl BT A =n e
Anirnal Summoning | *PH 4 - - A - Detect Snares and Pits *RH 1 — A Add A - Add
Animal Summoning 11 *FH H A Divination Pl 4 - A = A — =
Animal Semmoning 11T *FH G e e — A - Find Clhsrure the Path PH 4R —_ A — A = —
Anei-Animal Shell *PH 6 —_ = = — A = Eingd Traps FH 1 A Add A - —
Call Woodland Bewogs *FH 4 i s e = A Know!Obgeure Aligoment  *UA 3k — A = A =]
Chatm Peson or Mammal *PH 2 — '8p¢ — A A — Locare Animal M oD el — 0 A GBpe =
Creeping Doarm *H 7 — Add — - A - Lacace/ Obeciire Objece PH 3k A A — =
Giaun hinccy UA 4 = = = = A = Locare Flants TPH ] e A — spc
Hold Anirmal *OH 3 - = = - A - Magic Font A 5 — A = A — it
Invis, o Animals *FH l — el S =T i m— Penetrate Disguise [IA 1 = A Add A - —_
Messenger UA 1 - = = — A -- Postent UA 1 Ao AT A — ot
Repel Insects *FH 4 — Add — —_ A - Reflecring Poal A B OApE ok s A — —
Reincarnate *TH 7 =L =F = = A = dprak with Monsters FH 6@ - A — A Add  —
Snake Charm. PH 2 - - - A — Tongues/Confuse Tongues  PH R — A A
Speak with Animals *PH 1 — . == == == A = Thue/False Seeing FH Sk Tme —  The — — -
Summen Insects *H 5 - ix = - A -
Elemental
Asirul
Al Walk U W o = i O —
Asrral Spell PH FOOA A A A - - Aniemaee Rock =nH T = = = = A -
Plane Shift PH b A A A A - - Charior of Sustare *PH 7 ] s e LE7 A =
Chisim Coojure/Dis: Barth Eleos,  *PH TR —5: Em e — A —
ConyuesiTis. Fiee Elem *pH R —_— = =2z A —
Creeed Drescroy Warer *PH 18R — — — — A -
Charm Persan or Mammal  *PH H A A = A - = Diust Diewil E A 2 = =l == A
Cluak of Fear! Bravery UA 4B A A Add A Farthquake PH T e
Command FH l A A = A - - Fire Storm Quench py T S s A —
Confusien *FH 7 A A = A — — Fite Itap LT 3 R e A =
Enchrall LA 2 A A - A —_ —_ Flamc Bladc A 2 — aa e i A -
TFexblemind “FH u A A — A = = Heat/Chill Meral PH i EE i Al = A =
Hald p”.mn " FH ] A A - A — — Luwet B Whioce PH HE | = R == A =
Imnbue with Spell Abiliy  UA 4 K Aem= A — - Meld jnte Srone A 3 S . - A =
Chaezr FH 3 A A Add A Add Parr Water PH G T X, i A =
Femowve s Canse Fear FH 1R A A — Trae - Fradice Bire *PH 4 A
Comibat Produce Flame *FH 2 —_— e - A -
Purify! Comarninass Water  *PH I - = = —  Truc —
J o N . B
Blrss/ Curse FH Ik Add — A Add - = g;:E?EI:::‘U, -m : Ay = = : =
(_:h""'['f FH 2 — — 4 Add = [ Stane Shaps =FH 3 - = - Add A —_
Flame Stonke FH 5 Add = A - — - Stone Tell FH G = ihn I3 bl A —
Uloly ! Uatioly Ward FH R Twe — Thic Twe — — Tratierite Meeal to Wood  *PH woodm B IR i W
¥
Eﬂ.t_ g‘“E““ UT 5 — Add i e Transmute RockroMud — *PH 3 — — —  — 4 —
N RN BH 1 TEl S_ - - Transmute Water co Duse - *UA GE: - - - A —
Prayes 3 o= A pe.  — = Wall of Fire H8 - - - = A -
Spiritwal Hammer PH i - — A Spe - - Watce Brearhing i 3 o — A _
Create Whager Walk [IA 3 _- = = Add A =
Wind Talk PH 7 - = = - A -
Animate Ohject FH ] — = e A -_ et Gznardian
Creare Food and Water FH 3 —  — Bpe A Add  Add
Heroes™ Faast A G —_ = Add A Add Add Blarle Barricr PH & W e ok . - -
. Glyph of Warding FH i A — A =E - A
Altircu iR Silence 1y 1, FH i A SproA Add — @ —
Bl spell lovel #) = coveesible, * = druidil; & = casable inoany fonn; Add = addi- Symbol PH Y A — A - - -
tional spell cleric can ::stﬂenﬂ:uuah:iLEﬁnuLnfh:i: deiy's spheres of influsnce; Spe = spe- Wivern Warch UA i A e A = == =

cizd power, 2 spell thie deity grants in addition to the dletic's notmal sllotment of spells. X =
excluded, clerics af this god cannot use this spell; True = reverse of spell cannaot be cast; Rev
= only reversed spell can be cast,
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SPHEREfSPELL BOOK Il Pal M KiJo Mvh Habb Brn SPHERE(SFELL BOOK Ivl  Pal Msj KiJo Mish Habb Brn
Healing Protection
Curg! Caunc Dlisdoess FH ki — — B A — —_ Drispel Magic *FH LEE | A ==M=s — == e
CurelCause Critieal Wods. *PH S516E — — Rev A o Lt Endure! Dispel Cold/Hear  TIA IR A - = Add - -
Cure/ Cause Driscase *FH iR — — Bev A - - Flame Walk U4 k] A -
Cure/Cauze Light Wnde  *PH 1B Tre — (Bwv A = =i Frihiddanee LIA 4 A = = = Add -
Cure/Cause Serious Wadg  *PH 48 — — Bev A - - Magival Vestmeon U 3 A — A — - -
Heal /Harm FH &8 — — BRev A =4 = Megarive Plane Prorecrion  TIA 3 A = - - - —
Meutralize/ Poisen *TH 43R — X T = Add Protection from Evil/Good  FH 1B Tmwe Tree True True Troe  Troe
Rerveve /Cause Parabysia UA iR — — ‘Rex A e Pro, from Bvil/Gocd 10/ ¢ PH 4R e Troe Tooe  Tme  Tre  Tne
Slow Prksnn *PH 2 - — X A — Add Protection from Fire *FH 3 A e — — —
h Protection from Lighming  *PH 4 A - — - -
Necromuntic Remove Bestow Cutte FH A A ST Bphe g e
Resist Cold FH 1 A = = Add == —
Add A 1 —_ - = A —_ o Resist Fire FH 1 A - — — — —
Amnimage Dead PH 3 = = B A - = Sankouary PH i A == = = =
Animate Dead Monsters LA 5 N A - - Spell Immunity UA 4 A = - = . —
Dreath’s Door UA 3 —  — Add A = - Withdtaw uva z B = il e =
Feign Death MH 3l = = = A - -
Finger of Death *FH 7 —  — Add A - - Stellus
Invis we Undcad i 1 = = A -
Raixe Dhead fRlay Living PH SR — — Rey A — - Continual Lighe Dtk FH B A Add Add  Tme Add  Add
Regenemcion (Wither FH TR — == Dy A e —_ Light/Darkness PFH 1R A Add Add  Tme Add  Add
Bestoration/Energy Dtain ~ PH B — — R A - - Moanbeam “UA L AL == A - A
Resurrectlon/ Desruction. PH R = — Ry A — - Starshine A ¥ A - = A - A
Epeak with Dead FH 3 —_ = = A - — Sunray 1A T A - - A — A
Flant Summuooing
AbjuralImplose LA AR —_ A = —_ - =
i- I e P N T == — A Aerial Servant FH $: — A = - -  Add
At PI;m Shall 1 it i == = = i Conters Auk Sy ¢ == B 2 = i
Changestaff A 7 = TEZoain— — L A Lhispel Evil fCrood FH B — T — s = .
Entangle *PH 1 - _ _ A E:nctmn UA ¥ A
Fire Seeds *FH 1] e || — = A Exnrcise PH 4 - IE g = =2 2=
Coadbern/Badbersy 7 W (S e L S Gate PH 7 Ar = e e o
Halluclnatory Forest SBH R = == =g o= A Golem L4 g = ool = = A= =
Hold Plan: *FH A S R S — = | Succar PH o i = = =
Liveoak WA § = = = — — A Woed of Recall ¥ R L A
T'az Plant *FH H + — A
Pazs Wichour Trace *PH 1 —_ - = — == A Etllji:hming sPH 3 Ry — = A
Flant Duowe “pHl 4 == S Y 2 4 Cloudbugst “Ua 4 = 2R 2 == = A
Plant Growh L Bl 3 e o = = A Control Temperature =PH 4 = — — A
Shitlelzgh *PH L e ol = = — o Add Contenl Weather *PH 7 - — - A
Enare T s R T . R Comteul Winnds Pl § = = = - &
Speak with Mants ‘PH 4 - = = - -- A Fisrs Fite Py j S . - A
Spike Growth LA 4 i e = = A Ohbscurement *FH H - = - — A
Sricks to Snakes "FH 40K — — = — = A Precipitation A ] . . . _ A
Trassprert via Plants =PI 4 == L ITe— = A Predict Weather *FH 1 — Add - — f
:'['“:“' :El:l[ ; = = = = i Rainbow ua 5 A
TEFn it ; . - " Y Weather Summoning *PH g - = = - — A
Wall of Thorns *FH (] - - - — = A
Warp Wood *FH 2 —_ —_- = - — A
Abbreviations:

R (atrer spell level #) = revernble: * = druidical: A = caseabde in any fom; Add = addi-
tiiwal spell cheric can tam even though it b out of his deiry's spheres of influgnce; Spe = spe-
rial prwer, a spell the deity grants in additian oo che eleric's nommal allotment of spelis: 5 =
excluded, clerics of this god gt use this spell; True = reverie of spell cannot be cast; Rer
= only revereed spell can be case.
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Spheres of Influence—The Goos of Neutrality

SPHERE/SPELL BOOK Ivi Gil Siw Heorx Chisley Zivil  Shin SPHERESPELL BOOK I¥l Gil Sir Reorw Cheley Zivil  Shin
All Divination
Atanement PFH 5 A A A A A A Augury PH 1 A A --
Cerernony A 1 A A A A A A Cammung PH & A - = - A -
Camhine A 1 A A A A A A Commune with Mamure YPH 5 A S p— — A _
Hely Symbol A 2 A A A A A A Dieneot Balance LA 1 A - = -— A =
Punfy Food and Water FH IR True Toue Toae  Thue  True  Thue Dretect!Obscure Charm P 1R Ao: e - A —
| Derect Evill Good PH 1R A - = - A =
Animal Detect!Undetectsble Lie PH B A = - A -
Tiegeer Life A 2 LR A
Animal Friendship *PH 1 = HEes A = o Dt Ma‘gic *FH 1 K = = = A =
Animal Graowth i} oh e Y i A — Derece Powon #4 1 A — — . A o
Animal Summaoning T *PpH & = e A o o DICIZFEI: Sna.'rﬁ znd Firs e 1 A = == — A -
Animal Summaoning 11 *PH T R L A b b Divinztion PH e e A =
Animal Summaning 11 ol & =R A Find! Ubscure the Fath PH 14 | TR s A =i
Anti-Animal Shell *PH § e ESMES A = 2 Find Traps FH 1 A o s = A =
Call Weodland Beings =P E i Y A = . KHW-'DI\ISI.'HM Alignment *UA |’ A - A
Chatrm Person o Mammal  *FH z = o PR A == - Locure Animal ¢ *pH 1 W e o A —
Creeping Doom *PH 1. = = = A = Locate/Obscure Objece PH m oA - - = A Bpe
Lriant Insece LIA 4R A e tei A L o Locate Flants *PH i ] i 1 . St =
Hold Animal *PH 3 = e = A = = Magic Font L4 5 s e - A o
Trwwis. tn Anirnals *PH i e AL A 5. e Fenetrawe Disguise ua 1 A - = - A -
Moacugr A 2 Add — — A FEE — Portent A 1 A = = - A .
Repel Insects *PH 4 LI = =, A oEr e Fedlecting Pool A 2 =, = A i
Reincamare “FH 7 e A = N Sﬁ“h witls Monmier FH d A - — - A -
Eiiake Charm PH 1 e =i . A e il ngucs.l‘Emfl_Ju Tonguess  PH 41 K m R A
Speak with Anirnals *PH 1 Add — = A — - True/False Secing PH WA — — — A -
Swraroon Inscers apr i w— A HiE L
Elemental
Mcal
Air Walk UA 5 — — A —_ AL =,
Asrral Spell FH 7 Aormsm e = A = Animate Hock *FH T - = A = == =
Flane Shift FH ) 7, VR i A = Charior of Sussarre *FiL 7 ino==: i = e A
Conjuse/Dis. Earth Elem. *PH TR = = A =, — —_
Chvirm Congure! Dis: Fire Elom P Fiid L, - A = rak L=
Creare ! Deseray Water HE IR — . — A
Charm Peeeon of Mammal  *PH z = - A Elciar Lewll Ua L = = -
Cloak of Fear/Bravery ~ UA 4% — — — — — & Seethdnnier . 2 B f= FZx BE
Cammand PH 1 a1 Sl e i e A 1"|Ir: Storm/Quench .PH S - — A —_ — =
Confusion PH 7 A — — —  — A Fire Toap: SN A = il ER = e
Enthrall UA 2 e e o . = 3 Flarme Bl:tdl.‘ ‘UJ'I. 2 =0 = A = s e
Fereblemind pH & e E - i A THear/Chill I!-'[-:I:aJ FH ™ = = A — - .
Huld Penon FH 3 e |1 B = =t A iﬁr:ﬂhlm TWarer PH AR et A T = =
[rabue with Spell Ability LA 4 . | iz 3E A p: d\;:.:lw Suone UA 3 - = A — = T
i o) === = =& fdwene o =B E
Bemove! Cause Fear PH 1R _ - = - - A Peisibisce Blarsie =pH 2 Y _ : :
Combat PurifyConearminate Water  "FH IR — = A = s e
Pyrotechnics =p | 3 [ == A == — i
the Srones *[1A — e A - o o=
Hless/ Lurse PH IR — A A — Srlle e my G R
Chisniee PH T MOk s A = - Sone Il Bl - T R
Flzrmr Srrike FH 5 =l TEx A = S s
Tran heral * =, == =¥ - =,
Wymwd M = A & - - - Teosdoes tmo L == =
!:t':;'i; gi:ﬂ;"—;f E‘H !: - *:: ‘I:: - = - amm:ﬁ.tc Water o Dust *LIA g - — A - - -
h — — — —_ % H * _ e . Pt =
Preager PH BooAdd A A = = i WaLr:J:Irf.l-:lung ‘]I':FE-: i s il - . —
Spirituzl Hammet PH 2 — A A - - A Warer Walk A 3 = Z N o7 5T =
Wind Walk FH 7 - — A == = =
Creare
- Gruaedian
Animare Object FH i A = A - — A
Creare Fond and Warer FH 1 A — A — A Blade Barrier FH
¥ h B - A = — — A
Heeyes' Foum Ua i A — A = - A Glyph of Warding PH 3 ko — — = A
TR g Silerce 13' ¢ FH H —_ K = i — X
Abbreviations! Symbol PH Gy - A = — — —
Wyvetn Watch LA i - A — == — A

K fafterepell level #) = reversible; * = druidical; & = cograbls in any Forem; Add = addi-
tional spell cleric can casteven thoogh it is own of s deity's spheres of influence: S%pc = spe-
cial posver, nsp<ll the deity grant in addivian ve the cloric's normal alloveoeiet olapells, X =
excluded. clerics of this god cannnt use thisspell; Tnee = reverse nf epell cannon be cast; Rew

= anly reversed spell cai be vase.
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Spheres of Influence—The Gods of Neutrality

SPHERE SPELL BOOK Ivl Gil Sio Beore Chisler. Zivil - Shin EPHERE/SFELL BOOK Isl Gil Sirr Reor Chislev Zivil  Shin
Healing J " Procection
Caee/ Canse Blindness PH ]’ — A = A - - Digpel Magic *fH 34 A = = - - A
Cure/Cause Critical Wnds *FH WER = A —_— A — — Endure/Dispel ColdiHear UA 1R A - = — — A
Cure! Canse Diserse *PH iR - A A Flame Waik UA 3 A - — — - A
Curef Cause Light Wands *FH IE Add A = A - e Forbiddance UA G Ry == == = — A
CurefCanse Serions Wads  *M1 4 Add A — A - — Masiﬂd Veiement A k: A - — — — &
Heal /Harm PH B — A = A - — Megarmve Flane Proteciion. UA 3 A - — - - A
Meumalize ! Fodson *FH 43R — A — A - — Provecticon frem Bvil! Good P11 1R A & & A A A
Eemove ! Caugs Paralysic A iR — A — A — — Prot from Fuil f7aad 10" ¢ PH 4R A A A A A A
Slow Poison *PH i - A = A — - Provsction from Fire “PH 3 A - = - — A
Prowection from Lightning  *PH 4 A - — — - A
MNecromantic Remove! Bestow Curse FH AR A = = — — A
Aid LA z _ - = —_ A - Rezisn Cold FH ! A A
Animate Dead FH 3 _ - = —_ A — Hesist Fuee FH I A - — — — A
Auvimate Dead Morstcn A y ) —_ = = — A - Sanciuary T 1 A _ = — — A
Dieath's Do A 3 — e — A = Spell Tmmuniry [ 4 A e = == A
Felgn Deach *PH L — A - Withdraw Ua 2 A = == - A
Finger of Dwath *FH T = = = — A =
Invis 10 Undead QN i - = = — A — Stellar
Raise Dead/8lay Living ~ PH T &
Regencration/ W icher PH T o= = g A = Continual Lighe ! Dack PH OA A A A A A
Restogation ! Cocrgy Dran PEl M = i = A = Light/ Darkness FH I A KA A A A
Resurrecpinnd Desrmartinn PH R L = A i Moonbeam STA 5 =< A = e, =5
Speak with Dead PH i Sy TR o= = A —_ Srarshine A 3 SR | == s i
Sunsay “UhA ki —_— - M - - -
Phaat
Summoning
Anti-Plane Shell 10 ¢, *FH 4 - — = — A — Abjore/ Imploss [REY AR = ok = = 2= =
Barkskin *FH 2 A - = — — Awrial Servant PH G — A — - —
Changestaff DA 7 - - = — A - Conjuns Animals PH & A
Enrangle *FH 1 _- = = - A — Dlispel Brifrisood FH ik = A — - - -
Tite Seeds Pl 4 —_ = = — e - Exacrion A 7 — A = - - —_
Gondherry {Radhery NH. @ = TR s e e e Buaieise PH PSR = R
Hallucinarery Fores *FH 4B - = = — A - Giute PH 7 — A = — — i}
Hold Flanz *FH 4 e ek me - A - Golem LA 5 - A - — — —
Liveaak A 4 -_— = - A - Sugcor PH L3 — A — — — —
Pass Plane *PH 5 A - Word of Recall PH & woen, HEY ads 3 e ==
Pass Without Trace *PH 1 = R — A B
Plane Dhoor =PH 4 _ = = — & — Weather
Plane Gromah *PH i - = = — A - Lall Lightoing "FH El —_ = = & — —
Shullciagh *FH 1 —_ = = - A Clerudbarst “Uh £ — = — iy —_ —
Snnre *pH 3 —_— = = —_ A — Coneral Temperanzee *PH 4 b e M A == =
Speak with Plznes *PH 4 _ = = - A - Control Weather *PH 7 - = = A - —
Spike Growth LA 4 —_ —_- - — A — Coneral Winds *PH 5 P A == —
Sicks to Snakes “PH 43 = = - - A -_ Faeric Fire *PH 1 _ = = A — —
Teansport vin Plonts =pH 4 A Obscurement *FH 2 S — A — —
Liee *"FH 3 _— = = — A —_ Precipitation LA 1 - - - A - .
Trip *FH 2 S 2y Ee -~ A - Predict Weather *FH 1 SRS = A R -
Tiaen Wrnsd *PH & —_ = = — A - HKainbow LA 5 _- = = A — —
Wabl ol Thuais *PH i — e e — A - Weather Summoning P [ - = Fi - -
Warp Wood wpH 2 — i R == A =
Abbreviations

E (aftet spell level #) = reversible; * = dnuidical; A = castable In any fopm; Add = addi-
tipnal spell cleric can casg even though it s ouc of his deiry's spheres of influsnce; Spe = spe
cial power, aspell the deity prants in addition to the <lesic’s pormal allorment of spells; X =
cxeluded, clerica of this god cannot usc thu ap<ll; Truc = severac of ipctl cannot be cast; Rer

= anly reverzed spell can be case.
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Spheres of Influence—The Gods of €vil

SPHERESSFELL BOOK Ll lak Sarg Mog Clem  deb Hedd SPHEHRE/SPELL BOOK Ivl Tk Sarg Mug Chem Zeb  Hidd
All DHvinarion
Aranement PH b A A A A A A Augury PH 2 _——— — — — A
Ceremaoay A 1 A A A A A A Commune FH § =E e 11 e A
Combine LA 1 A A A A .1 A Commune with Marre *pH 5 alh __WPes > | s A
[Toly Syinbol UA i A A A A A A Dretect Balance “UA 1 ELr g o T A
Punfy Faod and Warer PH 1R . G T A A A Dhstece ! Obseure Chamm PH g — A
i Detect Bvll/Good FH B - - = - e A
Animal Detect ! Undetectable L. PH iR Rl i i = == A
Cheteet Life ua z - - = - - A
Animal Friendship *PH 1 —_ - = = A L Derect Magic *PEI 1 = = WE = EF A
Animal Geowth P SR 3 A = Tietect Poison LAY 1 T e e — = == A
Animal Summenng | "PH q ey amen e ! A - Dicvent Goares wd Pl *FH 1 . — - . A
Animal Summoning 1T *PH 4 =i e TR = A = E!n-:nauun FH F S i — s A
Animal Summeoning T YPH I Ny B . A - Find/Obzcure the Fath PH R - = = = = A
Aunti-Aoiosal Shll *PH & - = o A = Find 'Ih.pa B4 4 v b — A
Call Wandland Beings *FH 4 oy A e S A = MWIUW Adipament *UA K —  Hpc — — - A
Charm Pemson or Mammal  *PH 2 i iy i A L Locate SAnimal 2 =] 1 = s . i, A
Creeping Doom *PH 7o = =i B Tf e Locate /Obscure Qlbject  PH W s e =5 S
Giant Insect LA AR — = A _ I.-:»calu: Planis *FH z S = = = A
Hold Andraal Py 3 T e s S A A Magic Fanr o LA 4 o o=z e — et A
[ovis. to Anmals *FH 1 —_ == il A = Peoetrare Disguiss A 1 Sl s L P ek A
Mesmenger UaA i N L= A ._ P‘omnt_ U 1 ~ _ i A
Repel Inseces *rH i s aa: " e s A 11 P::ﬂ:cunlg Ponl =14 7 o iyl = e A
Beinaroaie *PH T N R R I . A — Speak with Monsters PH £ == EE TIs = S A
Snake Chamm FH 1 F=: SRS AT = A Limgrwesd Confuse longues  PH 4R —_— = = - e A
Speak with Ankmalks *PH 1 S5 SR e == A 2 Troe(Falac Becing PH i D R = = A
Summon Inseces =py 1 — — A —
Elemenral
Aastral
Adr WLk A 5 B e == — A
Astral Spell PH T A A A A = — !Lniﬂ:ﬂﬂ-‘ Rock *PH ! _ —_- - -- A =
Plane Shift PH 5 A A A A = = Charior of Sustarrs *PH 7 A 520
Conjure! Dis. Earth Elem,  *FH TH R — A s
Cleaom Confure! s, Fire Elem *TH B = = = - A —
Createl Desttoy Water H LR — — - = A =&
Charm Person or Mammal  *PH 2 s Al e = o = ?“’; D“:' 1]5'5‘;" i il — A -
Clouk of Fear/Bravery Ua 1K — T - = = ERE i’ bt ! = == i — A —
Fue S/ Quench =FH TR e — A e
Commad FH 1 A — - — - ;
Confussion Wy 3 = W e = = = Firs- ey W = = = A
Enthrall U4 BBy R = B X Flame Blade WA = = = e & =
: = Heat! Chill Metal =0 R E = = A £h
Feeblemnd PH il - A —_ = — = Lowes) Tiaise W I
Hold Person PH 2 RS e o R “ J;’_ “gm bt ulfa B — = = = A& =
[mbue with Spell Abiliny U4 ] S | M- - — ] bk % 3 =% R AT - i =
' Part Waeer PH & R — — A
Quest A i SEAS T == ==l e Peiilive Fite BH 4 A
) ¥ == = - — =
Remove ! Canre Fear BH 1R Wew B s 5 = = = = . o
Ciiia Purify/Conraminace Warer *PH IE - = = — A —
ek Byrorechnics YPH 3 A
Spike Stones #UA Xy R — =)
Bless/Curse FH 1Rk —  Rev = Kew —_ — it * : sz rashi fmis == i
Srans Shape TH 3 A —
st - PH B =l == L s Stane Tell PE B Ea e as E g s
Elame Stoke FH k1 Adedd A — A == o Traramue Meial o Wood — *PH 7 = _ A L
Haly!Uaholy Word FH 7R Rey Bey — Fev —_ - Transemire Reck to Mid PH g =0 =n HE = A =
Insect Plague *PH 5 - A = A - - Teansmore Warer to st *LA 68 09— — — Exc A =
Magh: Stome UA 1 — A = A —_ —_ il of Eise DL 5 . B A
Prayer PH 3 — A = A W . =
iri ter Brearhing FH 4 v LR S = 4 _
Spiriruzl Haromer PH ioAdd A — A - — Wiapes Tialk UA 3 T e _ A _
2 Wing Walk FH ¥ _ = = —_ A —
Create
= Lruardian
Antmaze Ohbjest FH & Bproddd —  Add  Add —
Lreate Food and Water  PH 3 Add — Add  —  Add  — Blade Basricr . B R e o o e A
Heraca" Foasr LA & = — i = = = Glyph of Warding FH 3 A 1 s = = A
Lk Silence 15' ¢ PH 3 A = = — — A
Abbicoyiatims: Sernbal o 57 Wy IZE A = = 4
Riafrerspell level #) = reversible; * = deuidical; A = caseable in 2oy form; Add = addi- Wyvern Wanh Ura 2 A - = — — A

vigral speil cleric can cast even though it is owt of his deivy s spheres of Inflzence: Spe = spe-
cizl power, aspell che deity grans in addition to the cleric's normal allotmenc of spells; X =
eacluded, eletics of this god cannor use thizspell: Tnze = reverse of spell cannot be cast: Rev
= anly reversed spell can be cpse.
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Spheres of Influence—The Goos of €vil

SPHERE.SPELL BOOK Iyl  Tak Sarg Morg Chem Zeb . Hidd SPHERE/SPELL BOOK Ivl Tak Sarg Morg Chem Zebh  Hidd
Healing Prodéction
Cure!Cause Blindness rH ik . A A = = it Drispel Magic [ 34 A — — —
Cure/Cawse Critical Wnds *PH  5/6R  — FRev Rev - — - Endute! Dispel Cald/Hear UA iR A = = — — ==
Cure/ Canse Dhscasc Pl R = CRev Bey - — - Flane Walk VA 3 A - = - =
Curef Cange Lighe Winde *FH iR — A L == == Farhiddance (EF & o RERT = = e
Cure! Cadse Serious Wods  *PH AR — Ry Boy — — - Mugical Yesument UA 3 A o = =
Heal ! Harm . PH [4:] — A — _— = Megative Plane Protection LA 3 F e =
Meneralize ! Posson PH 43R — A A - - - Protection from Evil/Good PH i e — - =
Remove! Cause Paralgsiz LA AR —  Rev Rev = - Prae, from Bvil!Gaood 10 ¢ PH iR Bev — A — s
Slow Podsan i 16 W — e A - - —_ Protection froms Fiee EH E] A Add — - - -

Proccedion from Lighening  *PH 4 A —_ — —_ - —
Necromaniic Rermnve! Bestow Ciare (42} I8 R e e e = —
Aid UA i - = = A — —- Resist Cold BPH 1 W e =l = ==
Animare Dead PH 3 sy e A = i Resise Fiee PH 2 A Spc — Sl — "
Anouuee Do Monneny UA b] - = = A — - Bancruary FH 1 A = = — = b
Dheath’s Tloor Ua 3 - = = A - - Spell Immunity UA 4 A — = — — —
Feipn Dreath *PH e - = = A - —_ Withdraw UA 2 A - — —_ —_ —_
Finger of Death *PH 7 - = = A - -
Invvis 1o Undead UA 1 - = = A - - Seeltar
Raise Dead/Slay Living ~ TI 0 G R, 1 L
Regencration {Withes PH o s T I e Cantinual Light/ Dark rid 3% Rev Bev Rer  Rev  Rev o Rev
Restonativn (Encrgy Dodn. PH Wl = R — = Light{ Darkness PH 1B Rev Rew Rev  Rev  Rev. Rew
Resureection/Destruction . PH il [ Sy e 1 — s Mocrheam s 5 Pl ol | - =
Sprak with Dead PH 3 - - - A - - Cihriliing oy 3 S e T

Sunray = 1 - = = - — -
Phant

Summoning
Anti-Plane Shell 10 r, *PH 5 - = A — - - Abjure/ Tmplose DA 4 A A = - A
Barkskin TEH 2z A - — - - - Aerial Servant PH [ A A<= - A
Changesaff =LA T — = A — — — Coujurc Aweualy FH [ A A - - — A
Entangle *PH i — = S — — Diispe ] Bl {300 PH L1 S TR — — — A
Fie Gecds *FH L] —_— = A - - — Exacron A 7 A A - - - A
Goadberey Badberey WA B — — A - - - Exorcise FH 4 A A — — — A
Hallurinacary Fasest *FH 48 -_— = A - - - Gate PH 7 A A = - - A
Heold Plam *FH 4 A Golem UA 5 A A — — —_ A
Livenak *UA i = = - - Succor PH ] A A = — _ A
Pass Plan: *PH 3 — = A — — — Wotd of Recall T [ A A = — — A
Pass Without Lrace "FH 1 —_ - A — — —
Mant Doar g 1 4 - = A — - — Weatkeco
Plant Growth *pH i = A — —_ Call Lighning *PH i —_ - = — A -
Hlaillchugls *PH | - — A — — Cloudburst LA E - = = = A -
Snare *PH 3 — A — — - Conttol Temnperature =pH 1 - - — A —
Speak with Plants *FH 4 — — A — - - Cantrol Weather *FH T — e i — A —
Spike Grawth A ] A % = Contrel Winds *PH § - = = - A -
Suicks to Snakes "FH 43K - A - - - Faerie Fioz *PH 1 - = = = A —
Tramzport via Planes =['H 4 — — A — = ~ Chacurcment =PI b3 Lyl = A =
Tree *FH i - - A . —_ - Precapstarion AUA 1 i Spma i = A =
Tip *FH 2 — - A — — - Predice Weather *FH 1 - = = - A —
Taen Waad *PH I3 N == - — Rainbow LIA 4 e Lo A
Wall of Thorns *FH i — — A — - - Weather Summonlng *PH i = il = A —
Warp Waod T S k- S
Abhreviations:

BAafter apell level #) = revetsible; * = doudical: A = castable inany form; Add = addi-
ticmal ap<ll cloric can casc even chough i is outof hisdeicy's spheres of influene; Spe = spe-
cial power. aspell the deity granis in addition ta the cleric™ naremal sllotment of spells: X =
eacluded, dlepics ol gk cennet e thiz apell; Toue = poverse ulapel] canmer b v, Rey
= only reversed spell can be cast,
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e
Spell Summary

In the following spell lists, the first entry is & somewhar abbreviated version of the spell name. the second entry is the level and magical type of the
spell (€ = Cleric, D = Diuid, I = Hlusivnist, M = Magic-User). Combination spells have parentherical third entries thar lise the other spell type
involved, as follows: A = Alicradon; Ab = Abjuration; C = Conjuation, Ch = Charm; D = Divinaton: E = Evocaden: En = Enchantment: 1

= Invocation; Il = Mlusion; N = Necromantic; P = Phantasm; S = Summoning.
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Conjurarion/Summoning Sale i Wieird L B (1] Konot Re
Dec PC {5 waly) Suratels FA Mute e
Rluelight P {Canly) Soir RC Enchantment/ Charm Polish ugc
Bary, PC {3 enly) Snecze BA Creak HE Present LC
Gaats BC {5 oaly) Spice uc Curdle v Rarc] ne
Mouse 3 (5 only) Sweeten uc Distract e Shine e
Spider PC {5 anly) Twitch A Flavor U Spill RC
Tweak PC  (Conly) Warm uc Preshen Le Sproar 1A
Unleck rC {C enly) Yawn PA Smakepuff PC Frich uc
Armar M {Canky) Alsom M Tip He Tangle RE
Beckon M {Roviwoidance) | Asaal Spcll o Whistle HC Tarnlsh BC
Carndeman ™ Banishrment T [AB) Wil R Tie L
Conjute Elem M Bighy's Clench Fist  BM Wink AT Uneie RC
Dezth Spall GM Bighy's Crush Hand 00 Ani/Ssmpathy M Weap uc
Drrpwmip's I Sum 7M™ Bigby's Force Hand 6 Bind i {Ba & A) AfE Norm Fires iM
Enchant An ltem M Bighy's Gripg Hand 7M. Binding M (En&E) Alry Water M
Ensparement G Bighy's Inter Hand ~ §M Charm Monster iM Arimal Growth 3]
Evard's Blck Tent 4 M Binding EM  (En) Charmt Peton M Avoidance M (AL}
Fine Familear 1M Chain Lightning M Clsara Planis ™ Bind M [En}
Flame Asiuow M Cloudkill i Canfusion A Blink AN
Gane oM Cone of Cold M Drerppockeis M (En & A) Burning Hands 1M
Irrvis Sralker abf Contingency bl D=mand oM (En/Ch & B} Cloudburst M
Leomund's Chest  3M (AR Dietay Blast Phall ™ Diadar iM Comp Languages 1M
Limired Wish ™ Lemand 8M  (Enlchamm) | Eyehite sut {EndChaem & Wip| Cone Light 28
Magic Jar M Dig 4 Habicie M (En & A) Conrod YWeather &b
Marenal iM {C & E} Energy Nhrain aM Peeblemiingd sM Crystalboicede oM
Maze M Fiuchul M Firs Charm AN Dancing Llghs I
Morister Sum 1 M Fire Shield M (A) Forget I Dharkniess 15 £ M
Mucwaer Sum 1 4 Fire Trap 48 Frismds N Deeppockers iMoo (En)
Mometer Surm [T 5M Flaming Sphese M Pumble M Dimension Daor 4
bMonseer gum IV 6 Fonce Cage ot Geas AT Disinvegrase &M
Monser Sum ¥ ™ Girznie M wards & i) ; Distance Disimt 5W
Monster Sum V1 Kb Guards & Wards 6M A & En/Ch) Eulc[d}-dnr::: 2 ;ﬂ WIS | DosDincwn M
Monsgt Sum YT 5M lee Srorm A Hold Persan iM Esichanted Weapon 4M
Moid's Hound M Iecendiary Cloud M (A Leomund's Delsh 5M {E) Enlarge 1M
Tl Mansiou ™ Levnsund's Belal M (Be) Teomuind s Shelter ‘dM {En d A Brase 1M
Moune 1M Lighening Bal 5M Magic Mimor 4M  (Po&Conjumsion) | Evplosive Runes  3M
Power Wd Blind  aM Magic Missile 1M i Chaeti M Estenson | M
Pomer Wd Kill M Material M0 Moed's Disiuece uM {En& A) Exzcnsion {1 SM
Fowet Wd Stun i Melf's Acid Arrow . 2N Otiluke's ler Dance M Exgenainn 1T M
Prismotic Sphere  OM {Ab) Meteor Swarm M Fay of Bnfech M Falieiuee M (Enj
Push 1M Morden's Sward ™ Bun 14 (En only] Feather Fall 1M
Scpia Snake Symb 3M Otiluke's Ficg Sph 6M (A} Sare M : Fite Shicld M (E)
Symibol M Oitiluke’s Res Sphene dM (A) Sinik B (Ea& A Firenater 1B
Trag tac Suul M Oriluke's Tele Sph #d (A) Sleep T Tlaming Sphere I {E]
Llnsren Seniane 1M Sending M B S (En & A} Fiy I
Wish M Shield 1M Supgestion I Fools trold M
Alver Realicy i (ILIFY Shout AM Taunit I [En anly) Glance i
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Moze 3 Stinking Claud Fia! Chaos 51 Gy & Wards oM {E & En{Ch}
Frismatuc Spray Tl [Ab) Tasha's Langhter i Ceabatan 41 Gase of Wind iM
Prismarie Wall 7 (k) Tenser's Tiansl G (A) Bt AT Hasre iM
Summon Shadow 5l Trmene T {A) Hypiotism 1 Haold Portal 1M

i . Wall of Fiee 41 Magic Mirror i1 (B & D) Incendiary Cloud  8M (B}
Tnvocation ! Evocation Wall of Farce M Mz Suggestions. &) Iaftarision M
Belch BA Wall of Ice 4m Shadew Walk A {En & II} [rmtation M
Blink PA Wall of Iran 5M Suspestion 5] Trem i
Chill uc Wall of Stone M Jnmp 1M
Caolar Ué Web M Alteration Knock iM
Coagh PA Whig M Chaspe e Leomund's Cheet  SM (/5]
Dampen v Wit 1M Fira Finger m Leomund s Hat £l
Diirry RO Lephyr M Guiies L Leamund's Ehelier  AM (En)
Drusiy RC Chromaric Orh 1 (A Hairy BC Levirare i
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Lower Water
Magle Mouch
Melfs Mereors
Mele

Mending

Message

Mord's Disjunc
Mrrd's Munstion
Move Ezmh
Oaluke's Frag Sph
Criluke’s Res 5p
Ciluke’s Tele Sph
Part Water
Paswall
Permanency

Flunt Gaoweh
Phase Dioor

Folymorph Any Ohy

Polyniorph Other
Polymaorph Sett
Project Image
Precipitatinn
Pyrotechnics

Rary's Mnem Enhan

Revene Graviry
Rope Trick
Serren’s 5p Immun
Secret Poge
Shape Change
Shateer
Shocking Grasp
Sink

Show

Gpider Climh
Starue

Stene Shape
Stone 1o Flesh
Stoneskun
Strengeh

Suceod
Telckinsis
Teleport
Temporal Sasls
Tenser's Thansf
Time Stop
Tongues

Trans Rock! Mud
Teans Warer/Dust
Truenarne
Ultiaeision
Wanizh

Voralize

Wiacer Brouthing
Wind Walk
Wizord Eye
Wizard Mark
Wikard Lock
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M
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™
M
1M
oM
M
G
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4
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I
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qM
™
aM
40
4M
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1M
M
AM
M
2
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M
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™
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M
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o
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™
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M
M
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M
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(En]
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(E}
(E}
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{ILP)

{En}

(En}

(L)

(Ea)

Colored Lights
Diim.

Hazxe
Boinkow
Chromaric Och
Color Spray
Conr Darkness
aﬁ.lll.ishl.
nr'mg =
J:?Iu]'cm:ssh'g‘l-l
Dreath Fog
Dretude
Dircarn
Fog Cloud
Craze Beflecion
Eight
Mugic Mouth
Major Crearion
Mint Creation
Phontem Armor
Fhantom Wind
Peajece Image
Bainbaw Patrem
Roge Trick
Solid Fag
Ultravision
Vaczncy
Wall of Fop
Wraithform
Whispenng Winct

Necromantic
Adviiecaie Dead
Clane

Frign Dieath
Betncarnate

Divination
Clairsudiense
Claireoyance
Cont Orher Plans
Desect Evil
Therece Mhusion
Dretect invis
Dieteet Magic
E&P

Tdentify

Know Alignement
Legend Lore
Lewate Cibjece
Bead Mugic
Deerect Nluzion
Drerece Invig
Ditece Magic
Fead Hlus Magic
True Sighe
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MIC
MIC
MIC
HIC
1
If
il
k]|
il
il
&l
5l
il
i
iI
11
2
H
4l
i1
A
H
41
il
41
i |
41
11
il
k]|
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M
M
M
M
M
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1M
EL]
G
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{E}

(E)
{1/P}

i1

{irey
{7
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{1l
{P)

lusion { Phan:
Foarfall

Gitran

Hide

Maan

Palm

Rarele

Thitsn

Anidible Glamies
Eyebire

Fear

Halluc Teetain
Irvisibilicy

Imves 10 ¢
Leomund’s Te
Mass Tnuiz o
Masanosph
Mirrar Image
Myitul’s Map Auta
Phantasmal Force
Frapect Lmage
Sﬁquﬂﬂ:r
Himulacrim
Yenuibaguinm
Mask e

Mizzge

Too-Ir Tliusn
Adwanced lhsin
Alver Kealry
Adecr Self
Audible Glamer
Dlindoca

Bilar

Chanpe SoIf
Depdiess

Dremi- Shadow Mon

Eremi-Shadaw Magic

Lhspel Exhatist
Fascinare

Fear

Hullut Terrain
Hypnotic Pactern
Tlusion Script
Impeoved Inyis
Impe Phan Force
Inwis 107 ¢
Dream

Invisiblc
Magsminrnb
Mirage Arcane
Mireor Image
Mizdirection
Miskoad
Paralvzation
Permanent [Uusn
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Phznoraznal Faorce
Phantasmal Killer
Phantem Asmaot
Fhantom Steed
Phantom Wind
Programemed [lusn
Froject I
Rainhaow Fl‘?fl:em
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Shadow Magic
Shadow Monsers
Shadew Walk
Specral Poue
Sponk

Tewpus Pugir
Vacancy

Vell
Ventrlogquisen
Weird
Whispering Wind
Wraithform
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Clean

Doy

Drssp
Baterminate
Antl-Magic Shell
Avcidance
Banishrment
CHisemissal

Tlispel Nluisicn
Dispel Magic
Globe of lnvuln
Imprisonment
Mind Blank
Minot Globe Irviiln
Prescove
Frismatic Sphere
Fruw ! Canrips
Prae! Evil

Frou/ Byl 10 ¢
Prot! Mormal Mis
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Repulaion
Spdorwrack
Sequester
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Dispel Dusion
Thispe] Magic
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Prizmatic Spray
Prisematic Wall
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knights Circle Tasle

1d6 + modifier  Coin* Eguipment Healing  Ranking Aunchoricy
larles nla ofa ! ofa Mo Cincle Present
1d4 sl dagger/none ofa Knight of the Crown {Ciown 3ud)
ld tl spear/ nonc -] ) Knht o hc Crown (G )

7 Knight of the Sword {Sword 4th)
8 short bow/ting & shield Knight of the Heart {Rose 5th)
9 long bow!chain Shield Knighe (Crown 5th)

: tance (light)/ plate I0ra12 Elder of Sword (Soed 8th)
14 sdzo sl lance (heavy)/ plare & shield 11/5f2  Keeper of the Rose (Bose Oth)
2d10n stl sword + LfS-ulamnu: armar Tord Warrior {Cromn 10ch)
e s . AR

19 : 6d 100 sl Dragonfancel ! plate +2 Lord Clerisc (Sword 12ch) =
20 or above 10d100 s Dragonlaucef plaie + 3 16/8/6  Lord of Justice (Rosc 14th)

* This represcnts the amount of coin available to the Knight from that lecation ooz given day. It does not iepresent how much money che Enighe
may draw from the Circle. Knights may draw from any Circle no more than the amount listed for their level, For example: 2 10th-level Knigh of
Solamnia could draw no more than 20 stl from a gm:n Circle on a given day. If chat same Knight is going to a Circle that can only pay 2d4 sl
because of its small size, then 2d4 stl is all he will receive. i he is atrending a large Circle (with modifices the Cirele turns 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 54100 stl. Sefstands for sceel picees, the universal equivalent

of gold pieces in Krynn,

T This areifact i 2 weapon of magical device of combat value found either in the Dungeon Masrers Guide ot in this DRA GONLANCE® Adventuses
book. The exact device is up to the DM, wheo should exercige disctetion,

L The type of lance is derermined by a roll of 146, Tt would be a footman’s lance (1-4) or 2 monated lance {5-6). The quality of the lance is deter-
mined by a toll of 1d12. This could be made without the use of either the Hammer of Khasasor the Sifver Arm (1-0); made with one of the artifacts
{10-11} or with both from ancient rimes {12).

Knights Circle Modifiers

Drescriprion Modifice Description Modifier
ity Si Sucicty

Comr‘f?i?lmtg sg:ﬂ 2 Capital of Region +2
"'r’l'll:.:gr:1 Medium -1 Major Constructions
‘li.."ijlaE b Large noie Small Keep present +1
'Ewngcémnll g Large Keep prescne +2
Towis. Mediusti +2 Small Castle present +3
Town, Lasrge +3 Large Castle present +3
Ci :Smgil +4 Major Fortifications +1
L&?‘ Medium +5 Inside traditional Solamnia borders® +4
l:it;: Large 6 Inside areas controlled by Dragon Highlords? -10

* This watild inclisde mainland Solamnia and Sancrise.

i Circles in these areas, when they are present, are maintained 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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ADVENTURES
by Tracy Hickman and Margaret Weis

. 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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