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An Age of Mortals

“Now is begun what will be known on
Krynn as the Age of Mortals. 1t will be the
final age, I think. The final, the longest,
and, perhaps, the best.”

—Image of Fizban to Palin and Usha
Dragons of Summer Flame

by Margaret Weis and Tracy Hickman

FOREWORD

BY MarGarRet WEis

If ever there was a time when the people of
Krynn are crying out for heroes, that time is
now—the Fifth Age, the Age of Mortals.

Depending on what part of the Fifth Age you
choose for adventure, you may find a world
whose gods have vanished, leaving the people to
the mercy of terrifying Dragon Overlords. You
may find a world embroiled in a war that pits the
living against the spirits of the dead. Or you may
find a world whose gods have returned and are
now working to regain lost followers, even as
they vie with each other to see who will emerge
as leader of the pantheon in this new age.

The opportunities for glory and gain are many
in this age. New magic has been found in the
world; magic that allows sorcerers and mystics to
operate freely and independently without the
need to appease the gods. For those who adhere
to the old, traditional methods of performing
magic, the returning gods have brought with
them the magic of the three moons, as well as
clerical magic. Now, the users of both types of
magic eye each other warily, neither trusting the
other, both wondering if they can work together
or if they will be enemies.

4 O~ infropvuction

Heroes are needed to reclaim the land and end
the curse of those who sought to destroy all who
dwelt there. The face of the world itself has
changed with the advent of the Fifth Age. Much
of the landscape of Ansalon has been altered by
the foul magic of the Dragon Overlords. The
beautiful elven city of Qualinost is sunk beneath
the Lake of Death. Lush forests have been burned
to desert wasteland. Prosperous farms are now
loathsome swamp.

The dragons who have long dwelt on Krynn
are deeply involved in this new age and with its
people. Good and evil dragons fought the Dragon
Overlords during the infamous Dragon Purge.
And while some evil chromatic dragons appeared
to serve the Dragon Overlords, most of the time
they were serving themselves. A few neutral
dragons did what they could to help the people
of Ansalon, while others chose to join with the
side of darkness. Many good dragons left upon a
daring venture to seek the lost gods, while others
remained behind, often in disguise, in order to do
what they could to ease the suffering of the peo-
ple. Traveling anywhere in Ansalon means meet-
ing up with dragons, especially now that the gods
have returned. All dragons are left wondering
which gods to support, for the two gods to whom
the dragons paid allegiance—Paladine and
Takhisis—have fallen from the heavens.

The people of Ansalon have faced many chal-
lenges in this age and new challenges present
themselves daily. The minotaur race at last sees
that their manifest destiny is within their grasp.
The elven race has witnessed the destruction of
their lands and nations. The ogres have discov-
ered power in a new race of beings—the titans.
The Solamnic knights have been forced to relax
their rigid structure in order to adapt to a chang-
ing world. The dwarves fight among themselves
in their deep caverns, their trials known only to a
few in the realms above. Draconians are a new
race in the world with a city of their own. The
souls of the dead of all races battle the living at
the command of the One God.

The Fifth Age is in its infancy. Much of the
future of this age has yet to be written. Whether
those mortals for whom the age is named will
enter an age of peace and prosperity or will
embark upon an age of darkness and turmoil is
yet unknown.  You can help make the deci-
sions, for you are one of those mortals. You have
the chance to leave your mark upon this age. You
have the chance to be one of its heroes.

May the gods walk with you. Or not, as you
choose.
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been driven from Krynn at great cost. The

continent of Ansalon was so badly scarred
that many called the end of the Chaos War “The
Second Cataclysm” Countless thousands died at
the hands of the minions of Chaos—the fire drag-
ons, the daemon warriors, the frost wights. The
three moons of silver, red, and black are gone,
replaced by a single, pale orb that does not radi-
ate magical energy onto the world. The stars have
changed as well, the familiar constellations no
longer adorn the night sky. The Wizards of High
Sorcery have lost all magical power, and even the
most devout clerics can no longer find commun-
ion with their gods.

The world is changed. Ripped from its former
place in the heavens, Krynn has been removed to
a far distant side of the universe and hidden from
the gods who acted as its guardians. The people
of Ansalon, weak and weary from war and bereft
of their gods, now face dangerous alien dragons
and a new god with the power to use the dead to
conquer the living.

So begins the Age of Mortals.

Krynn in THE FirfH AGE

The world of Krynn underwent significant
changes during and after the Summer of Chaos.
Some land masses were drastically altered, as new
lands rose and seas receded. The three moons dis-
appeared, replaced by a single moon. The pat-
terns of the stars changed. The gods were gone.
There was speculation as to why the gods

g Chaos, the Father of All and Nothing, has

departed Krynn at the beginning of the Age of

Mortals, Some claimed that the gods had fled in
fear of Chaos. Others maintained that the gods
left the world in order to save it from Chaos.
Years would pass before anyone discovered the
truth— Krynn is a world that was stolen from its
creators.

Takhisis, Queen of Darkness, discovered the
means to move the world of Krynn through the
ethers to another place in the cosmos. She was
elated with this discovery, for it meant that if she
could snatch away the world, she would be its
sole ruler. Takhisis was unable to act on her plans
for millennia, however, as the other gods were
always present—ready to react quickly to counter
the powerful magic she would need to cast in
order to steal the world. The unexpected release
of Chaos into the world provided the Dark Queen
her opportunity.

While the other gods joined with mortals to
fight against the forces of Chaos, Takhisis kept out
of the battle, biding her time, waiting for the per-
fect moment to strike. When the other gods were
weakened and distracted, she used energies she
had saved for countless centuries to tear Krynn
from its place in the heavens, flinging it to the
secret location she had long ago prepared to
receive it. The other gods of Krynn were unable

to stop Takhisis. Some, such as Sargonnas, had
been so wounded by Chaos that they barely had
strength left to survive. The gods could only stare
in bewildered amazement at the empty place in
the heavens where once had shone their lovely
blue world. They searched for it, but they could
not sense the world or its people. Even Zivilyn,
who can see all times and all places, was unable to
see anything except Krynn's stolen, phantom
future.

Ansaron in THE AGE oF IMorTaLs

As the previous age was largely characterized by
the people of Ansalon rediscovering their past,
the Age of Mortals is about the people of Ansalon
discovering their future. With the gods separated
from the world and terrible new threats arriving
in the form of the Dragon Overlords, the people
must learn to fight for their own destinies,

Terrible tragedies occurred during the early
vears, calling upon some of Ansalon’s races to
deal with hardships they had never before had to
face. The child-like and carefree kender were
massacred by the thousands in Kendermore when
it came under attack by the great red dragon,
Malystryx. The survivors were “afflicted”—scarred
in mind and soul by the horrors they had wit-
nessed, forced to trek to the west to find sanctu-
ary. The elven kingdom of Qualinesti was seized
by the green overlord, Beryl, who made her geno-
cidal hatred of the elves known to those under
her rule. The Silvanesti, acting out of fear that
their recently restored kingdom might also be
seized by the Dragon Overlords, encased their
lands in a magical, impenetrable Shield. Believing
themselves safe from the world and its problems,
they came to the horrifying discovery that the
Shield was slowly killing them.

Yet, in the midst of tragedy, the mortals of
Ansalon demonstrated strength and innovation.
The long-forgotten ambient magics of sorcery
and mysticism were rediscovered, giving the peo-
ple new weapons to use in the fight against their
oppressors. The Legion of Steel, a new organiza-
tion to champion the liberty of people ruled by
the Dragon Overlords, was founded and its num-
bers grew, even while its membership remained
secret. Just when hope was once returning to the
world, a strange and powerful storm swept across
the continent. Out of the storm came a voice, pro-
claiming the arrival of a new god.

TrHe War oF SovuLs

Years after the discovering the “new magic” of the
Fifth Age, sorcerers and mystics began to find
their spellcasting powers diminishing. No amount
of study revealed the true cause of this drain,
though spiritualists began to suspect that it had
some connection with the growing legions of

AGE OoF MoRrTaLs s 5
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spirits who were remaining on Krynn; spirits who
were either unwilling or unable to move on to the
next stage of the soul's journey.

On the night of the Great Storm, a young girl
named Mina emerged from the thunder and the
lightning, speaking of a new god-the One God-
and wielding miraculous powers not seen since
the mightiest clerics of old. Taking control of the
Knights of Neraka, Mina waged war that con-
quered cities, nations, and brought down several
of the mighty Dragon Overlords. The war was to
end in Sanction, with the One God absorbing the
powers of the Dragon Overlords and using it to
enter the world. The work of heroes foiled the
One God's plans and revealed her identity to be
that of Takhisis, the Queen of Darkness, who had
stolen away the world from her fellow immortals
so that she might truly become the one true god
of Krynn.

A TMew Era

The end of the War of Souls brings about the
restoration of the gods to Krynn, though the pan-
theon is now missing the two leaders of Light
and Darkness. The focused magic of wizards and
clerics works again after nearly forty years of
absence. The ambient powers of sorcery and
mysticism function unhindered by the souls that
have now continued on their journey.

The lives of many on Ansalon have been
changed, perhaps forever, by the tumultuous
events of the war. Some of the villains of the Fifth
Age have been defeated, but others remain and
new powers for evil are rising. Now is a time
when new heroes are going to be in demand to
help shape the future of the world of Krynn.

6 Oso introbpuction
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Your one true love’s a sailing ship
That anchors at our pier.
We lift her sails, we man her decks,
We scrub the portholes clear;

And yes, our lighthouse shines for her,
And yes, our shores are warm;
We steer her into harbor,

Any port i a storm.

The sailors stand upon the docks,
The sailors stand in line,
As thirsty as a dwarf for gold,
Or centaurs for cheap wine.

For all the sailors love her,
And flock to where she’s moored,
Each man hoping that he might

Go down, all hands on board.

~Tasslehoff Burrfoot,
Dragons of Autumn Twilight
Margaret Weis & Tracy Hickman

lived, fought, and died since the defeat of

g Generations of heroes and villains have

Chaos ushered in a new age on Krynn. The
Age of Mortals is ripe for adventure, offering
players exciting challenges that range from the
perils of the Dragon Purge to the turmoil and
danger of the War of Souls and the return of the
gods.

The people of Ansalon face an uncertain
future, however. Much has changed—and not all
for the better. Many races find that they have
been forever changed by these difficult times.
Thousands of kender have been emotionally
scarred when the great red dragon Malystryx
burned Kendermore and drove the survivors to
the west. The elven people, long divided and iso-
lated from the rest of Ansalon, are forced into
exile when both the Qualinesti and Silvanesti
nations are conquered by outside forces. The
ogres have discovered a powerful magic that
transforms the greatest among them into
“titans"—champions of immense power who sus-
tain themselves in a terrifying manner.
Draconians have established themselves as a true
race upon Krynn and are building a nation to defy
a hostile world.

Other races live as they have for countless cen-
turies. The dwarves toil beneath their mountains.
The gnomes work at their Life Quests in the war-

8 Osv CHaPTER OnNE

rens of Mount Nevermind. Minotaurs fight for
their place in society, even as they scheme to con-
quer all of Ansalon.

The Age of Mortals is a time in which the acts
of a single individual can have an effect upon the
entire world, even as a small stone can ripple an
entire pond. Warriors and thieves, mages and
mystics will find both risk and reward aplenty—
and as much adventure as they can handle!

RACES OF THE
Firfe AGE

The events of the Fifth Age have wide-sweeping
effects on the races of Krynn. The circumstances
and philosophies of an entire race may change
during this tumultuous period.

Except where specifically noted, all races con-
form to the guidelines set forth in the
DRAGONLANCE Campaign Setting. Information
regarding these races, including Physical
Description, Attributes, Language, etc., can be
found there. The information presented here is
intended to supplement, not replace, that source-
book. All of the notes provided in Chapter Nine:
Other Eras of Play, apply to the early Age of
Mortals. Two new player character races—the
brute (“Tarmak”) and the half-kender—are avail-
able for the first time.

Humans

The humans of Ansalon, always the most diverse
and often the most robust of races, live their lives
the best they can manage during the trying times
of the Age of Mortals.

The first years after the Chaos War are a time
of rebuilding, a time during which the humans of
Ansalon learn to cope with a world that lacks
both the magic of the moons and the clerical
magic of the gods. Some human communities
continue to worship the vanished gods, stubborn-
ly convinced that their faith will be rewarded.
Others invent new gods, desperately crying out to
the strange and unfamiliar heavens for an
answer. Neither the old faithful nor the new gain
anything for their struggles. No prayers are
answered.

Although the people of Krynn do not know
this, their world has been nppcd from its place in
the universe and taken to a new location. Here,
dragons from another world stumble upon Krynn
and invade it. These immensely powerful dragons
begin a battle in order to eradicate Krynn's native
dragons.

Called the Dragon Purge, these terrible clashes
usher in a frightening new era for humans every-
where. Eyes often look skyward, to witness the
incredible sight of dragons battling. This causes
people to flee in terror, for the alien dragons will



destroy everything in their pursuit of power. The
dragons native to Krynn, both good and evil, can
do little except fight desperately for their own sur-
vival.

During this time, both major knighthoods reor-
ganize. The Solamnics hope to find a way to bat-
tle the new dragons, while the dark knights work
to secure alliances with these powerful creatures.

Among the human nations, the Dragon Purge
also spurs the creation of a new order of freedom
fighters—the Legion of Steel. A largely secret
organization that works to fight against oppres-
sion, the Legion of Steel holds love and brother-
hood as its highest virtues. They view themselves
as being independent thinkers, more modern and
“up-to-date” in their views than the Solamnics or
Nerakans.

During these years of sorrow and turmoil, hope
returns to the world with the discovery of a new
form of magic that uses the “Power of the Heart"
to heal and to perform other (formerly) clerical
duties. Discovered by the disciple of Mishakal,
Goldmoon, mysticism spreads rapidly among
human populations, so that within a short time,
almost all human communities have practitioners.
Through treachery, the Knights of Neraka learn
of this power and exploit it for their own dark
purposes.

For decades in Ansalon, mystic power is the
only magic available to humans. Former wizards,
bereft of their power, hunger for a new form of
magic. Many seek it, but none find it until-as the
third decade of the Fifth Age winds to a close—a
mysterious masked being known as the “Shadow
Sorcerer” teaches primal sorcery to Palin Majere.
Former wizards from all over Ansalon hear of this
and seek to study with Palin, who eventually
founds an Academy of Sorcery near his home
town of Solace.

The practice soon spreads and for a time, it
seems as if hope and calm have returned to
Ansalon. The Dragon Purge ends in a truce and,
although powerful dragons have divided up
Krynn and rule it between them, they commit
only sporadic deprivations—mostly against other
races, leaving the humans to live in peace. But
things start to go wrong. Mystics who have wield-
ed the Power of the Heart find their powers either
severely weakened or gone completely. Sorcerers
discover that their newfound magical powers are
fading or behaving erratically. In their hunger for
power, sorcerers use artifacts of the Fourth Age—
long prized and hidden away—to “leech” power in
order to provide energy for their spells. But even
this proves dangerous, for the magic of these arti-
facts is unstable and may do more harm than
good for the sorcerer attempting to use it.

No one knows what is happening with the
once reliable magic. They soon learn the truth
with the return of the One God and the start of
the War of Souls.

CHARACTERS O~

Although humans do not suffer during the war
as do the elves, who end up losing both their
ations, human realms are nonetheless hit very
hard by the war. Families find themselves divided,
as the charismatic Mina calls many to her side as
she passes throughout northern and western
Ansalon. Many humans witness terrible sights
that will linger with them forever, when they face
the horrifying spirits of the dead, who are forced
to fight the living.

Since the defeat of Mina and her “One God,”
humans are struggling to keep up with the incred-
ible changes brought about by the end of the war.
The gods have returned and the moons of magic
with them. Old magic and the new suddenly exist
side by side. Some of the alien Dragon Overlords
are defeated, but others still rule vast territories. A
people twice abandoned by the gods, many
humans are wary of embracing them again.
Others are angry for what they perceive as the
gods’ desertion and are in open rebellion against
them. Some, however, welcome the gods, both
good and evil, and look forward to reestablishing
places of worship.

Humans are among the shortest-lived races of
Krynn and already a new generation is coming of
age after the War of Souls. A new generation of
heroes—and villains—is undoubtedly among them.

CivirLizep Humans

The day-to-day lives of the city dwellers are large-
ly unchanged by the aftermath of the Summer of
Chaos, although many find themselves under the
shadow of oppression. A number of cities have
fallen under the control of a Dragon Overlord or
are ruled by the despotic Knights of Neraka. In
addition, there are contested areas being fought
over by two powers, which have become exceed-
ingly dangerous. Thus some humans who live in
areas controlled by a dictatorial power feel that
they are better off than those who live in lawless
areas, since they must face crime, riots, and fac-
tions breaking out into open war. Of course, these
same humans turn a blind eye to those who are
quietly removed and imprisoned when they
attempt civil disobedience against an evil power’'s
rule.

Suggested Bonus Feats

The following feats are often taken by 1st level
civilized human characters as their bonus feat:
Deceitful, Defi Hands, Diligent, Investigator, Magical
Affinity, Negotiator, Nimble Fingers, Persuasive, Skill
Focus (any one Knowledge skill).

[MomaAaDs

Because the so-called "barbaric” races live in clos-
er harmony and contact with the land than do
those in cities, the nomads are less affected by the
political upheavals of the Age of Mortals and
more profoundly altered by the changes in nature.
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Nomadic humans survive in harsh environments
by continuing to use the same skills and tech-
niques that have sustained them since the Age of
Dreams. But the changes to spiritual magic are
quite damaging to primitive people, for they are
slow to embrace new ways. Some do learn mys-
ticism during the early decades of the Fifth Age,
for their connection to the world and their own
beliefs facilitate this type of magic.

In addition, the alien Dragon Overlords have
drastically altered some of the lands occupied by
nomads. The nomadic people have had to adapt
to changed climates, such as those who dwell
upon the Plains of Dust. Nomads are hardy,
resourceful people. They do what they
must to survive.

Suggested Bonus Feats

The following feats are often taken
by 15! level nomad human charac-
ters as their bonus feat: Acrobatic,
Agile, Alertness, Athletic, Endurance,
Run, Self-Sufficient, Skill Focus
(Survival), Stealthy, Toughness, Track.
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Tae Tarmar
(BrutEs)

Closely related to humans, but nonetheless an
entirely different race, the Tarmak (named for
their mysterious homeland far to the east of
Ansalon) are a savage people who glory in com-
bat and death, They were recruited by Lord
Ariakan before the events of the Summer of
Chaos. After the war, their usefulness ended, the
“brutes” were abandoned by the dark knights.
Some endeavored to return to their homeland,
but many settled in remote parts of Ansalon.
Personality: Tarmak are primitive and
brutal. Force and might impress them. Such
concepts as mercy and compassion are con-
_sidered the province of weak-
&) lings. The only way to gain the
respect and loyalty of the
| Tarmak is to prove one’s
el strength through deeds of
-1 combat, preferably against
i overwhelming odds. Brutes
despise any sign of weakness.
| Surrender is not a term they
) understand, for no true
warrior would think of giv-
ing up, prefering death
instead.
Physical Description:
Male brutes stand
. well over six feet
- tall, the largest of
them reach seven.
Women are only
slightly  shorter.
W7 Bodies of both
®  males and females
are bulky and muscu-
lar as the strongest
b humans, but their
\ movements have a
5 hint of elven grace
and their ears end
in points. The
faces of men are
heavily  bearded
like dwarves.
They wear little
clothing, in order
to show off their
body decorations, which are
considered sacred to them. When going into bat-
tle, they paint themselves from head to toe in blue
warpaint, which many believe has magical pro-
tective qualities. Brutes have a life expectancy
much like normal humans, though their violent
lives are often cut short.



Relations: Due to their savage and alien nature,
the brutes are regarded as enemies by all the races
of Ansalon. The brutes are glad to return the favor
and view any stranger as a potential foe.

Alignment: Brutes tend toward neutral and
chaotic alignment. They revere strength, and will
act unpredictably when they have no one to com-
mand them.

Tarmak Lands: The true homeland of the
brutes is an island far to the east of Ansalon.
Those brutes who have settled upon Ansalon live
in remote areas where they can raise their chil-
dren far from the weakening influences of other,
“soft” races.

Religion: Tarmak pay homage to unfamiliar
gods. They have no spellcasters of any kind in
their society, though in their homeland they have
an order of clergy called the Keena, who maintain
the histories, legends, and prophecies of their
people and promote religious beliefs. No one
knows if any of these Keena came with the brutes
to Ansalon.

Language: The Tarmak speak a throaty, gut-
tural tongue that only a few dark knights of the
Chaos War were able to master. Brutes are capa-
ble of learning other languages and did so during
the war. Most prefer not to speak the “weak”
tongues of other races, though they often under-
stand what is being said.

Names: Names are composed of several sylla-
bles that are gained throughout a brute’s life. A
child is given a short one-syllable name at birth,
with more one-syllable names added during
important rites and events. The most powerful
and influential Tarmak possess five- or six-syllable
names. There is no distinction between male and
female naming.

Young Tarmak Names: Awlkwa, Durku,
Filrayk, Greizei, Irrzil, Krevlorn, Numfar, Oolvo,
Quelsith, Riffyu, Xulpof.

Adventurers: Tarmak adventurers are rare.
Those who do leave their homes and venture into
the world are often of the younger generation that
was born on Ansalon. As is the way of the young,
these youths have rejected the clannish traditions
of their parents and have gone out to seek their
fortune and explore the world. Older Tarmak may
adventure for revenge or because they have com-
mitted a shame that has caused them to be
expelled from their family.

Tarmark RaciaL Traits

— 42 Strength, +2 Constitution, -2 Intelligence,
-2 Charisma

— Medium: As Medium-size creatures, Tarmak
have no special bonuses or penalties due to their
size.

— Tarmak base land speed is 30 feet.

— War Paint: The Tarmak make a magical blue
body paint from a mixture of fruits, tree sap, and
pulped leaves, all derived from plants native to
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their island homes. Painted on the body, this war
paint grants a creature a +5 natural armor bonus
and fast healing 5. When the paint has healed a
total of 20 points of damage, it loses its effective-
ness, no longer granting either the fast healing or
the natural armor bonus.

The secret of creating this war paint is known
only to the Tarmak, who guard it jealously as a
sacred formula. For purposes of creating the paint,
consider one application of paint to have a mar-
ket price of 500 stl and a Craft (alchemy) DC of
25. All Tarmak characters who possess at least 4
ranks of Craft (alchemy) know the secret of cre-
ating the war paint.

—Automatic  Languages: Tarmak and
Common. Bonus Languages: Any. Because the
Brutes have settled and traveled multiple places
throughout Ansalon, they have picked up many
other languages.

—Favored Class: Barbarian, A multiclass
Tarmak’s barbarian class does not count when
determining whether he takes an experience
point penalty for multiclassing (see Player’s
Handbook, Chapter Three, XP For Multiclass
Characters). The Brutes enjoy brutal, savage com-
bat so the barbarian class comes very naturally to
them.

DwARVES

If the dwarven people were much changed by the
Age of Mortals, they are the last race that would
easily admit it. A people defined by their stubborn
natures, the dwarves are often resistant to change
and fight against it. Evidence of this is best seen
in their refusal to accept the idea that their god,
Reorx, departed the world. Through a convulted
and complicated thought process, the dwarves
honor Reorx for his sacrifice in departing the
world in order that his people should survive, all
the while refusing to admit that he’s really gone.
Dwarven clerics still practice the god’s teachings,
all the while knowing that there will be no results,
and all dwarves continue to swear oaths to Reorx,
though some of these might be muttered into
their beards.

Despite the dwarven determination not to
change their way of life, the cataclysmic events of
the Chaos War did not spare the dwarves, nor did
events of the following years.

IMovntain DwaRVES

Usually among the last to adjust to the changes in
the rest of the world, mountain dwarves are
extremely slow to acknowledge the new forms of
magic, mysticism and sorcery, much less learn
them. Those dwarves who embrace mysticism are
regarded with distrust. Any dwarf who practices
sorcery may face exile or death.
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Thoradin: The decades of the Age of Mortals
are both a time of pride and sorrow for the
dwarves under the mountains. A mountain con-
tingent routes out the dark dwarves who have
long dwelt in the nation of Zhakar and restore its
original name of Thoradin. Ruled by the mystic
prophet Severus Stonehand, Thoradin makes an
alliance with the dark knights, to the surprise of
all. In truth, Severus needs the dark knights to
fight against the ogres, leaving the dwarves free to
mine a valley filled with ore and gemstones.

Thorbardin: The mountain  dwarves of
Thorbardin, led by Tarn Bellowgranite, rebuild an
ancient alliance with the Qualinesti elves during
the War of Souls. The dwarves tunnel under the
city of Qualinost in order to create evacuation
routes for the elven people fleeing the wrath of
the dragon Beryl.

To the sorrow of the dwarven king, things do
not go as planned. When the enormous dragon is
brought down by the elves, the weight of the car-
cass (and the hand of the One God) caves in the
tunnels under the elven capital, causing the rivers
to flood in and drown the city, forming a Lake of
Death. Many dwarves die in the tunnels, along
with the elves.

This tragedy causes some Thorbardin dwarves
to be unusually sympathetic to the plight of the
elves, while others stubbornly insist the elves
brought catastrophe onto the dwarves.

Tarn Bellowgranite

Male Mountain Dwarf Nbl 4/Ftr 6: CR 10;
Medium-size humanoid (dwarf); HD 5d8
(noble)+5d10 (fighter)+20; hp 77; Init +6; Spd 20
ft.; AC 20 (touch 12, flat-footed 18); Atk +14/49
melee (1d8+6/17-20, +1 keen longsword); SQ
bonus class skill (Survival), coordinate +1, dark-
vision 90 ft, dwarf traits, favor +2, inspire confi-
dence 1/day; AL L.G; SV Fort +8, Ref +8, Will
+6; Str 17, Dex 14, Con 15, Int 13, Wis 11, Cha
16. Height 4 ft. 11 in.

Skills and Feats: Appraise +6, Bluff +12, Climb
+9, Diplomacy +16, Handle Animal +9,
Intimidate +11, Knowledge (nobility) +6, Sense
Motive +7, Survival +5. Blind-fight, Cleave,
Improved Initiative, Leadership, Persuasive,
Power Attack, Weapon Focus (longsword),
Weapon Specialization (longsword)

Coordinate (Ex): The noble has a knack for
getting people to work together. When the noble
can aid others and give directions, he provides a
+3 total bonus to the task at hand by making an
Aid Another check. This ability cannot be used to
assist in combat.

Dwarf Traits (Ex): Darkvision 90 ft., stonecun-
ning, +4 bonus to ability checks made to resist
bull rush and trip attacks when standing on the
ground, 42 racial bonus on saves against poison,
spells, and spell-like effects, +4 dodge bonus to
AC against giants.
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Favor (Ex): The noble has the ability to call in
favors from those he knows. To call in a favor, the
noble makes a favor check (1d20 +2). He can use
this ability twice a week, calling in favors from
different contacts. The DM sets the DC based on
the scope of the favor being requested. The DC
ranges from 10 for a simple favor to as high as 25
for highly dangerous, expensive, or illegal favors.
The noble cannot take 10 or take 20 on this
check, nor can he retry the check for the same (or
virtually the same) favor.

Inspire Confidence (Ex): Once a day the noble
can use oratory to inspire confidence in allies (not
himself), bolstering them and improving their
chances of success. An ally must listen to and
observe the noble for a full round for the inspira-
tion to take hold. The effect lasts for 5 rounds.
The noble can inspire 2 allies at a time. An ally
inspired with confidence gains a +2 morale bonus
on saving throws and a +1 morale bonus on
attack and weapon damage rolls.

Possessions: +1 keen longsword, +2 chain shirt,
masterwork heavy steel shield, masterwork hand
axe.

The marriage between a meek Hylar noble, Baker
Whitegranite, and Garimeth Bellowsmoke, a
scheming dark dwart of the Daergar clan, was
treated by friends and family members as a some-
what startling mistake on the part of each partic-
ipant. In time, Baker and Garimeth also came to
regard that marriage as a mistake, and they part-
ed ways. Neither could know at the time of their
parting, nor at any other time before their deaths,
that the child of their union would go on to
become one of the greatest forces for unification
in the long history of Thorbardin's fractious clans.

Tarn Bellowgranite—his surname was formed
from both matriarchal and patriarchal clans, in
accordance with dwarven custom given such a
rare inter-clan union—was a half-breed, an “exot-
ic” in his people’s parlance. With the wide-set,
pale eyes and bowed legs of a Daergar and the
dextrous hands and probing intelligence of the
Hylar, he mixed some of the best features of both
dwarven sub-races.

He grew up in the delicate tower of Hybardin,
Life-Tree of the Hylar. During his childhood and
adolescence, however, he frequently made
extended visits to lightless, sprawling Daerbardin,
coming to know his mother's home city—three
levels of black stone corridors—very well.

It has been speculated that he drew his formi-
dable strength from the powerful Daergar stock
and his capacity for enlightenment from the civi-
lized Hylar. Yet certainly each of his parents pos-
sessed deep flaws, in addition to these traits of
dwarven greatness. There was a ruthless selfish-
ness and capacity for treachery on his mother's
part, and an absent-minded lack of forcefulness in
his father that Baker was able to overcome only



in the last days before his death. Yet it can be seen
that each of these weaknesses in the parent was
channeled into a capability of the son.

Much has been made of Tarn Bellowgranite's
emergence as a leader during the horrific destruc-
tion of Thorbardin brought on by the invasion of
the daemon warrior Zarak Thuul and his minions
of Chaos. These lethal forces included a host of
shadow warriors and a legion of lethal fire drag-
ons. Further complicating matters, the invasion
occurred in the midst of the internecine war start-
ed by Garimeth’s brother—Tarn’s uncle-Darkend
Bellowsmoke. Tarn himself escaped from impris-
onment in Daerforge, with the assistance of a
motley band of gully dwarves, but arrived in
Hyb.irdm too late to take part in that city's
defense. Indeed, he found the city already in ruins
from the attack of the Chaos army. He assumed
that both his father and the woman that he loved
had been slain in the unprecedented invasion.

Instead, he found the dwarfwoman who would
become  his  lifemate, Belicia  Felixia
Slateshoulders, commanding a remnant of the
Hylar’s waterfront garrison. The city was barely
recognizable, as the Chaos onslaught had actual-
ly melted the bedrock of the Life-Tree, eroding
away structures and monuments that had stood
for thousands of years. The base of the pillar had
broken away, rendering the slender column into a
dangling stalactite.

Baker Whitegranite was presiding over the
defense of the dying city, and it was Tarn’s lot to
lead the survivors to safety. Tarn and Felicia spent
untold days traveling through the maze of caverns
scored through the roof of Thordbardin, finally
emerging, with several thousand other dwarves,
into the Valley of Thanes, the secret grotto locat-
ed in the lofty remoteness of the High Kharolis.

These escaping refugees were mostly Hylar,
but included numerous Aghar and Klar, and even
a few Daergar. Tarn Bellowgranite led them all on
an odyssey through the mountains during the
years after the Chaos War. On the surface he
encountered the hill dwarves and exercised such
skillful diplomacy that he was able to patch over
the schism dating back to the time of the first
Cataclysm. The hill dwarves took in their cousins
from under the mountains and gave them shelter
and food enough to survive those first harsh win-
ters on the outside.

With the coming of the Dragon Overlords and
the new state of the world, Tarn recognized that
the time had come for his people to reclaim their
lost kingdom. He and Belicia led them back into
Thorbardin, to find that the vast underground
realm was virtually abandoned, haunted only by
the ghosts of the kingdom’s great tragedy.

Establishing a headquarters in what remained
of the Life-Tree, Tarn sent expeditions to all the
great cities of Thorbardin, finding remnants of the
other clans, linking up, and clearing cities in vari-
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ous states of ruin. Over the next decades, this
small band began to repopulate the kingdom. Hill
dwarves who were willing were invited to live
underground. Ancient tunnels were cleared, and
new caverns excavated.

Thus it was that when the War of Souls rocked
Krynn, and the elves were forced to leave
Qualinesti, Tarn Bellowgranite was able to pro-
vide them safe passage. His new kingdom, an
underground realm proof from even the power of
the Dragon Overlords, extended all the way
across the Plains of Dust. Under dwarven protec-
tion, the elven refugees were able to make the trip
without ever exposing themselves to the sky.

HiLL DwAaRVES

Always more open-minded than their mountain
cousins, hill dwarves are more inclined to investi-
gate the teachings of mysticism. A Neidar dwarf
named Jasper Fireforge is one of Goldmoon's first
mystic disciples. Hill dwarves share their moun-
tain cousins’ distrust of arcane magic and shun
sorcery. They have little tolerance for dwarves
who choose to practice it.

The hill tribes must learn to adapt to the
changing climate that occurs during the Age of
Mortals. Their resourcefulness and endurance
sustains them, however, with the result that most
hill dwarves of the Fifth Age possess greater sur-
vival skills than those of previous generations.
Long prohibited from becoming knights, some
hill dwarves are welcomed into the ranks of the
Legion of Steel to fight against the Dragon
Overlords.

Jasper Fireforge

Male Hill Dwarf Mys 4/Citadel Mystic 5: CR 9;
Medium-size humanoid (dwarf); HD 9d8+27; hp
69; Init +0; Spd 20 ft.; AC 15 (touch 10, flat-foot-
ed 15); Atk +10/45 melee (1d10+4/x3, +3 devar-
ven waraxe); SA Spells; SQ Dwarven traits, heart's
grace, mystic secrets, reputation +2; AL NG; SV
Fort +11, Ref +2 (+4), Will +9; Str 12, Dex 10,
Con 16, Int 13, Wis 16, Cha 14. Height 4 ft. 2 in.

Skills and Feats: Concentration +7, Craft
(Woodcutting) +3, Diplomacy +8, Heal +11,
Knowledge (Religion) +11, Sense Motive +35,
Spellcraft +7; Eschew Materials, Martial Weapon
Proficiency (dwarven waraxe); Maximize Spell,
'Iru-.twurthy.

Spectal Qualities: Dwarven traits, Heart's Grace
Su): Jasper may add his Charisma bonus to
Reflex saving throws. Mystic Secrets (Ex): Every
time Jasper casts cure light wounds or searing light,
the spells are considered Empowered (as per the
feat). Reputation (Ex): Jasper may add +2 to any
Charisma-based skill check when interacting with
prisoners, peasants, and refugees or with rulers,
nobles, and authority figures. The bonus is
applied as a penalty (negative) when interacting
with enemies of the Citadel of Light.
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Mystic Spells per Day: 6/7/7/7/4; base DC =
13 + spell level.

Domains: Healing, Sensitivity. Mystic Spells
Known (* +1 caster level) 0—create water, cure
minor wounds®, detect m(fgfk guidance, light, mend-
ing, purtfy food & drink, virtue; 1st—bless, command,
cure light wounds®, deathwatch, magic stone, magic
weapon, sanctuary; 2nd—bear’s endurance, bull’s
strength, cure moderate wounds, restoration (lesser),
see mmoisibility, status, 3vd—cure sertous wwoounds®,
remove blindness/deafness, remove curse, searing light,
tongues, 4th—cure eritical wounds™, discern lies, divine
poever, restoration.

Possessions: Masterwork scale mail, +3 devar-
VEN TWArAXY.

The nephew of Flint Fireforge always wanted to
be a hero. He had grown up on stories of his great
uncle, who was one of the Heroes of the Lance.
Jasper knew he wasn't the fighter Flint was; he
didn’t have the body or the mindset for it
However, he had the heart and the desire, and he
possessed a different gift—he could mystically heal
others.

Jasper was eager to be one of
Goldmoon'’s champions and fight
against the great Dragon Overlords that
dominated Ansalon. He knew that
struggling against the odds was risking
death. But he also knew that
everyone eventually
died, so why not
die mak-
ing a
differ-
ence’
Why
not die
taking a
stand  to
save your
homer

There were
times when he
missed “dwarven
things,” as he liked to
call them. He missed
being on the mountains
with granite underfoot and
sky all around. And he
missed being deep beneath
the blessed earth in the com-
pany of his fellows, working
the mines and sharing ale.
But he knew he wasn’t
making a difference there.
He was one more miner,
one more reveler, one
more traveler who told
tales of great dwarves. So he left his people,
embraced Goldmoon's teachings,. and discovered
within himself a mystical, magical spark. He
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learned that by feeling his “heart,” and calling
power from it, he could channel a force from his
chest and down his arms, into his fingers and
then into the body of someone injured. Jasper
considered it an amazing, exhausting sensation,
and he devoted himself to perfecting his healing
arts.

He was angry with himself that he was never
able to “cure” Dhamon Grimwulf of the dragon
scale that caused numerous problems. One such
problem nearly cost Jasper his life. The scale was
from Malys, and it allowed her to control
Dhamon. When she directed Dhamon to slay
Goldmoon, Jasper put himself between
Goldmoon and Dhamon. Jasper was quickly cut
down.

Jasper knew he was dying. In the distance he
thought he saw his Uncle Flint. But he was pulled
back by the Kagonesti Feril, who also had some
skill in the healing arts. It took Jasper a while to
recover, as the wound Dhamon caused was deep.
It left physical and emotional scars, but Jasper
didn’t think twice about jumping back into the

fray against the dragons. And he never stopped
calling Dhamon friend.

The dwarf often considered himself the
weakest of Goldmoon’s champions, though
he never voiced this to the others. He

knew he didn't possess their fighting
prowess, and it was all he could do
at times to keep up with them
as they traipsed across
Ansalon. His stubby
dwarven legs were no

match  for long
human and elven
ones. Indeed, if
it hadn’t been
for the noisy
presence of the
kender  Blister,
Jasper feared the
tall ones would
have left him in the
proverbial dust.
Despite  his
trepidation about his
lack of fighting abili-
ty, Jasper was deter-
mined to be part of the
stand against the drag-
ons at the Window to the
Stars portal. He prayed to
the then-absent gods to
grant him the strength
to wield his hammer
as he'd never done
before. And perhaps
his  prayers were
somehow answered, for he fought with a fury
he'd not previously shown. That night, beneath
the stars, he gave every measure of strength and



courage he could summon, and he managed to
endure the terrifying dragonfear the great
Overlords exuded. Jasper never felt more alive
that night when he wondered if he'd matched the
skills and furor of his Uncle Flint. He landed
many blows against the dragons.

He also died there beneath the claws of one of
the massive beasts. He was the only one of
Goldmoon’s champions who did not survive the
encounter with the Overlords.

Dark DwWARVES

If the Age of Mortals has been a time of triumph
for the mountain dwarves who reclaimed
Thoradin, it is an era of defeat for the dark
dwarves who once lived in the ruined kingdom of
Zhakar.

Known as dark dwarves because of their inabil-
ity to withstand sunlight, the Daewar and the
Theiwar find that the magic they had long used to
defend themselves against their enemies fails
them with the departure of the gods. Although
they were willing to learn the new ways of sor-
cery and muysticism, they found it difficult to
attain instruction, isolated as they were.

After their expulsion from Zhakar, the dark
dwarves who survived fled by secret underground
routes to other caves and strongholds. A
resourceful people, the dark dwarves are sur-
vivors, and they nurse ambitions of returning to
their homes and destroying the interlopers. To
this end, many have learned mysticism and sor-
cery.

The troubled times of this new age have rein-
forced racial stereotypes and hatreds. Most dark
dwarves dislike and distrust other races. They
reserve true malice for their mountain and hill
dwarf cousins.

GurLLy DwaRVES

The Aghar are able to thrive in the most hostile
environments and since the War of Souls their
populations have soared. While facing many of
the same dangers as other races, gully dwarves
survived where others did not, mainly because
they have no pride, will not hesitate to grovel, and
will do anything they must in order to keep on
breathing.

The devastation caused by the Dragon Purge
was a blessing to gully dwarves, for it created new,
vermin-infested ruins throughout Ansalon.
Hearing of these by some mysterious means
known only to themselves, gully dwarves imme-
diately took possession of these ruins and began
to set up housekeeping.

Large cities that were once able to keep gully
dwarves from invading their sewers and slums
find that they have more pressing problems dur-
ing the Fifth Age than trying to drive off gully
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dwarves. The Aghar live quite well in the muck
and filth, displaying the unflagging cheerfulness
for which their race is known.

Gully dwarves continue on, blissfully unaware
that they are in a new age at all.

ELVES

The elves of Ansalon have suffered more during
the Age of Mortals than perhaps any other race.
Once blessed and protected by the gods, the elves
have been brought low by a succession of catas-
trophes, culminating in the tragic downfall of
their race during the War of Souls. Some in the
world view the fall of the elves as simple bad luck,
but others see it as fitting retribution, the price
paid by the elves for centuries of arrogance and
their determination to isolate themselves from the
problems of the rest of the world.

Kaconesti

Enslaved by their cousins decades earlier, forced
to serve in the noble houses of both Qualinesti
and Silvanesti, a new generation of Kagonesti has
been born that is cut off from their people and
their way of life. This servitude is a benevolent
one, at least according to the Qualinesti and
Silvanesti, for they believe that they are doing
their “savage” cousins a service by raising and
educating them in a civilized and ordered society.

Although the Kagonesti were forbidden to use
their own language or to pass on the old ways to
their children, many Kagonesti defied their mas-
ters and did so in secret, never allowing their chil-
dren to forget the wrongs that have been done
them and fostering the ambition to one day return
to their homeland. Many Wilder Elves dreamed
of the chance to strike out against their masters,
to once again claim their freedom. The coming of
a common foe in the form of the dark knights and
the Dragon Overlord, Beryl, has caused many
Wilder Elves to fight on the same side as their
masters, but the Kagonesti have long memories
and the dream will never die.

The Kagonesti who remained in their home-
land were not entirely spared suffering. Southern
Ergoth was conquered and claimed by the
Dragon Overlord known as Frost, who used the
powers of his skull totem to transform much the
island continent into frozen tundra. The Wilder
Elves have adapted to the changed climate, how-
ever, and work with other races in the region to
resist the dragon’s tyranny.

Always sensitive to the energies of the world,
many Kagonesti learned the ways of mysticism
during the early Age of Mortals, since its practice
matched in many ways the Wilder Elves’ earlier
beliefs. Much rarer are those who learned sorcery,
though a handful have embraced this arcane
magic, liking it because it requires no study and is
not part of a greater “civilized” organization.
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> Tale of the Lioness =

the desperate need of an oppressed people. In the
case of Qualinesti during the dark times after the
Dragon Purge, it was a heroine who arose. She is
Kerianseray of Qualinost, known to those who
love her and those who fear her as the Lioness.
The lover of King Gilthas, the Kagonesti servant
of a Senator, no less likely a young woman could
be imagined as a heroine destined to forge and
lead a deadly resistance movement against the
occupying dark knights who held the once-
proud elven kingdom captive.

A woman of the Kagonesti, or Wilder Elves,
many of Kerian's kindred have been in servitude
to the Qualinesti. Men, women, and children
have been taken from their Ergothian homeland
and put into the households of wealthy
|Qualinesti elves. “To improve their minds,” said
the Qualinesti who did not do the taking them-
|selves, and who did nothing to stop the kidnap-
ping.

That they might consider themselves rescuers
and not the beneficiaries of kidnapping, they said,
“We will take the Kagonesti into our homes. We
will teach these unfortunate, half-savage elves to
read and write. We will give them gainful
employment in our service and they will be
grateful for having the opportunity to learn the
higher skills® And so, many of the Kagonesti
were put into service, but others of their kind had
a different word for what was done to them by
their city-dwelling kin - enslavement.

Some fled their masters or found freedom in
the deepest parts of the Qualinesti forest before
they could be assigned to Qualinesti households.
They grew to despise the Qualinesti as effete
city-dwellers who had forgotten their natural
connection to the world of forest and river and
|sea. In many cases, they came to consider servi-
tude as betrayal of the Kagonesti way of life.

But those of the Wilder Kin who were not mis-
used in service—and they were many—were,
indeed, grateful for the education they received.

In all times, a hero will arise as though born of

Their homes were comtfortable, their clothing
fine, and their meals plentiful. If they were not
considered members of their masters’ families,
they were treated well and kindly. They did not
feel enslaved and often resented the suggestion
that they were. In the family of Kerianseray, the
disagreement played out between brother and sis-
ter. A sad and painful rift grew between them.
They saw each other less and less frequently,
became practically strangers to each other until
Kerian had reason to believe her brother, Iydahar,
was involved with a band of outlaws who prac-
ticed hit-and-run raids against the dark knights.
Fearing that his life was in danger, Kerian wanted
to find him. In spite of the objection of King
Gilthas, she set out from Qualinost on her quest.
She set out upon a road she could not have imag-
ined. Branded an outlaw for killing a dark knight
in self-defense, Kerian became the object of every
knight's pursuit, for she must be captured and
killed, the punishment to be carried out in
Qualinost as a warning to others who might think
they could kill a knight with impunity.

Unable to return to her lover or even come
near the city, hiding in the wilds of the forest,
Kerian learned how badly used the elven people
were. Living the hard life of an outlaw, learning
woodland skills she'd long forgotten or never
knew, Kerian was not only able to fend for her-
self, but she conceived a plan to turn the band of]
ne'er-do-wells who first sheltered her into a fierce
force to resist the dark knights. In the space of a
long hard year of flight and exile, Kerian changed
from the king’s lover to the king’s own outlaw.
She fought a covert battle for Gilthas and helped
bring to fruition a treaty between elves, humans,
and dwarves that became the last hope for sur-
vival of the battered Qualinesti kingdom.

Once again, though, the woman whose life is
marked by transformation, changes. Kerian who
was the king’s lover, who became the king’s out-
law, at last became the king's wife and the daring|
queen of a people who had once called her servant.
At her husband’s side, she leads a nation in exile,
the hope of the king, the strength of a people.

QuaLinesti

The great green dragon, Beryl, chose the
Qualinesti forest as her home. The dragon nearly
exterminated the Qualinesti people during the
early years of the Fifth Age, and might have suc-
ceeded were it not for the discovery of primal sor-
cery and the aid of the human sorcerer, Palin
Majere. The dragon made an alliance with the
Knights of Neraka and, through them, controlled
the elven nation as an occupied nation.

Marshall Medan, a Knight of the Lily, was the
true ruler of Qualinesti during the years leading
up to the War of Souls. Understanding that the
elves would never accept him as ruler, Medan
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acted behind the scenes. The nominal ruler of
Qualinesti was the Speaker of Suns, Gilthas, con-
sidered a weak fop and often called “the Puppet
King”. In truth, Gilthas was one of the leaders of
the resistance movement, secretly married to its
leader, a Wilder Elf known as the Lioness.

The War of Souls drove the dragon Beryl to
launch an attack against the elves. King Gilthas
made a secret alliance with the dwarves of
Thorbardin to create evacuation tunnels under-
neath the capital city of Qualinost. When the
dragon came, many elven warriors stayed behind
to do battle, while their families escaped through



the tunnels. Beryl was slain by the sacrifice of
many elves, including the Queen Mother,
Lauralanthalasa.

The dragon’s enormous body landed in the
city, the weight causing the tunnels and sur-
rounding terrain to collapse. The White- -Rage
River swept into the depression, flooding the city
of Qualinost and drowning almost all of the bat-
tle’s survivors. This created a new body of water
known as the Na/is Aren, the “Lake of Death”

Now the Qualinesti are a people in exile,
together with their Silvanesti cousins. They have
their king, but their homeland is gone and the city
that stood as the center of their culture has been
destroyed forever.

Many Qualinesti, particularly the younger gen-
eration who are less rigid in their thinking,
learned the ways of primal sorcery during the
Fifth Age. This magic served them well in their
struggles against Beryl and the dark knights.
Others made pilgrimages to the Citadel of Light
to learn the healing arts of mysticism. Older gen-
erations who clung to their belief in the old ways
rejoiced to have their powers restored to them
when the gods returned after the War of Souls. All
of these elves would gladly trade their magic or
even their lives for their lost homeland.

SiLvanesti

A people known for isolating themselves from the
rest of the world, the high elves of Silvanesti took
this to the extreme during the Age of Mortals. To
protect themselves from the horrors of the
Dragon Purge, the Silvanesti erected a magical
Shield around their land, creating a force power-
ful enough to keep out the alien dragons. Having
exiled the Speaker of Stars and his Queen, Alhana
Starbreeze, the Silvanesti fondly believed that at
last they were safe from the pollution of humans
and other races, as well as the dragons.

The Shield protected the nation of Silvanesti,
though that protection came at a terrible price.
The Airath, the elven rangers who scouted the
woods, began to notice that the Shield killed all
the plant and animal life in the surrounding vicin-
ity, but even they did not suspect that the Shield
was resp()nSIhle for the wasting sickness that
began killing many of the elves who lived under
it. Nor did the elves realize that they were being
manipulated by the disguised green dragon, Cyan
Bloodbane, who used the Shield to hide himself
from the ravages of the Dragon Purge and to gain
his revenge on the elves, whom he had long
hated.

When an elven youth with a broken arm man-
aged to mysteriously enter the Shield, the elves
took this for a miracle, which it was—a miracle of
the One God. When the elves discovered that the
youth was Silvanoshei, son of Queen Alhana
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Starbreeze, the desperate Silvanesti took
Silvanoshei to their hearts and crowned him their
king.

Not long after, as the One God had planned,
Mina, strange prophet of the One God, and her
dark knights entered the Shield. Silvanoshei was
ensnared by love for the human woman, who
duped the elven people into trusting her. Through
Mina's manipulation, the Shield was destroyed,
and the elves killed the dragon, Cyan Bloodbane.
The Silvanesti appeared to have won an impor-
tant victory, but dark forces were at work.

Mina seized control of Silvanesti, then handed
it over to the dark knights, who began to enslave
and kill the elves. Their king, Silvanoshei, disap-
peared, lured away to follow his obession for
Mina.

Many Silvanesti escaped into the wilderness,
where they joined with Queen Mother Alhana
Starbreeze (newly restored in the eyes of her peo-
ple) and plotted to retake their homeland. In this,
they were joined by many exiled Qualinesti,
under the rulership of Gilthas.

When word came that their king, Silvanoshei,
was in danger, Queen Mother Alhana abandoned
plans to retake Silvanesti and led the elves of both
nations in an attempt to recover their king, While
they were away, a fleet of minotaur ships sailed
up the Thon-thalas river, slaughtering the token
elven defenders and claiming the nation of
Silvanesti in the name of the minotaur empire.

Although the War of Souls is won, the
Silvanesti elves pay a terrible price, losing both
homeland and their beloved young king, for
Silvanoshei was slain, though he is proclaimed the
hero that forever ended the threat of the Queen of
Darkness. The grieving Queen Alhana abdicates
all rights to her throne in favor of her husband’s
cousin, Gilthas. The Silvanesti now try to find
their place in this new world, along with their
exiled cousins.

[solated behind the Shield, most Silvanesti held
on to traditional beliefs about magic and the gods.
Only a handful have since learned the new pow-
ers of sorcery and mysticism. Most Silvanesti
spellcasters are thankful for the return of their
godly powers, although a few feel a certain
amount of bitterness, feeling that there must be a
way to blame the gods for their misfortune
instead of themselves.

Silvanoshei

Male Silvanesti Nbl 2: CR 2; Medium-size
humanoid (elf); HD 2d8; hp 13; Init +1; Spd 30
ft.; AC 13 (touch 11, flat-footed 12); Atk +2 melee
(1d8+1/19-20, longsword); SQ bonus class skill
(Survival), elvensight, favor +1, inspire confidence
1/day, Silvanesti traits; AL, NG; SV Fort +0, Ref
+4, Will +2; Str 12, Dex 13, Con 11, Int 13, Wis 8,
Cha 14. Height 5 ft. 5 in.
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Skills and Feats: Bluff +6, Diplomacy +7, Listen
+2, Ride +4, Search +2, Sense Motive +3, Spot
+0, Survival +1; Run.

Favor: The noble has the ability to call in
favors from those he knows. To call in a favor,
make a favor check (1d20+1). He can use this
ability three times per week, calling in favors from
different contacts. The DM sets the DC based on
the scope of the favor being requested. The DC
ranges from 10 for a simple favor to as high as 25
for highly dangerous, expensive, or illegal favors.
The noble cannot take 10 or take 20 on this
check, nor can he retry the check for the same (or
virtually the same) favor.

Inspire Confidence: The noble can use orato-
ry to inspire confidence in allies (not himself),
bolstering them and improving their chances of
success. An ally must listen to and
observe the noble for a full round for the

inspiration to take hold. The
effects lasts for 5 rounds.
The noble can inspire 2
allies at a time. An
ally inspired with
confidence

gains a +2 S
morale
bonus on
saving throws and
a +1 morale bonus on (% %
attack and weapon . >N
damage rolls. / A
Silvanesti £
Traits (Ex): ’;;
Immune to skep / }:
V.

spells and effects,

+2 on saves € 5 .
against enchant- -
ment effects, ’ | {
+1  bonus 7

on Knowledge
(arcana) and Spellcraft, +2 bonus on
Listen, Search, and Spot checks.

Possessions:  Leather
longsword.

f I
Born to the Silvanesti queen, '
Alhana Starbreeze, and her husband,
the Qualinesti Speaker, Porthios,
Silvanoshei was destined to be the sav-
ior of the elven race. Although his parents
were exiled from both their lands, deemed
“dark elves,” Alhana and Porthios /
dreamed that one day their son would
rise to unite the Silvanesti and
Qualinesti under his rule.

An only child, Silvanoshei was
spoiled by his mother from the day of his birth.
Alhana doted on him and could not bear to deny
him anything. She also felt guilty for inflicting a
hard life on her son, for she and Porthios were
constantly on the run from elven assassins, and
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she tried to make this up to him. After Porthios's
disappearance, Alhana grew more attached to her
son than ever.

When the Silvanesti people raised a magical
Shield around their land in order to keep the
Dragon Overlords from attacking, Alhana formed
an army made up of Silvanesti refugees and
Qualinesti elves loyal to her and her husband. She
attempted to break through the Shield, in an
effort to show the Silvanesti people that they had
to face the growing problems in the world, they
could not hide from them. Her attempts to enter
the Shield were constantly thwarted.

Silvanoshei grew up in an armed camp where
he was spoiled and pampered. Self-centered, he

knew that the elven warriors had no
respect for him, and he was secretly hurt
by this. He vowed to win their respect
and, during the night of Takhisis’s Storm,
when the camp was attacked by ogres,
Silvanoshei volunteered to run for
the Legion of Steel in order to

bring back help.

Basically a good per-
son, Silvanoshei felt real fear
for his mother and his peo-
ple, and he was frantic to
save them. Takhisis had
looked into his heart, how-

ever, and she saw that she
could make use of his
shallow, selfish nature and
his naiveté. She arranged
for him to “fall” through the
Shield, where he was dis-
covered by members of the
kirath, who had always been
loyal to Alhana Starbreeze and
her family. Silvanoshei was

taken to the elven capital.
The Shield had been slowly
killing the elves it was supposed
to protect. Bereft of hope, the
elves made Silvanoshei their
ruler. He proved himself an
able leader, much to the
surprise of those elves
. | who had figured to
0% a4 make a puppet of
R *% e 9 him. He helped
n’f % eP”% lead the military
campaign against
Mina and her

F
Yy 4f
. : forées, who had

entered the Shield.
Mina’s army was defeated and
she was made a prisoner. Silvanoshei
fell in love with her at first sight. She revealed the
true architect of the Shield to be the green drag-
on, Cyan Bloodbane, who sought the death of the
Silvanesti elves, and she led the elven warriors in
a battle that brought down the dragon. Following

5
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© Elves After the War of Souls =

The two once-proud elven nations now lie in
ruins. Captain Samuval and his brigands have
turned northern Qualinesti into a lawless land,
traveled only by the daring or foolish. Goblins
and hobgoblins have taken over southern
Qualinesti. Their forces are strong and well-
organized, and it is said they are under the con-
trol of some powerful, mysterious leader. Those
Qualinesti who have tried to venture back to their
homeland to reclaim their wealth or to find out
what has happened to loved ones left behind
have either never returned or have barely escaped
with their lives.

The one place where neither man nor

goblin ventures to go in Qualinesti is
the Lake of Death, for it said to be
haunted by spirits both good and evil,
including the spirit of the green
Dragon Overlord Beryl, whose
rotting corpse lies at the bottom

of the lake. These spirits are

said to continue to fight the bat-
tle that brought about their
doom and will try to lure the
living into aiding their cause.
Silvanesti is under the
control of the minotaurs,
who are shipping in fresh
troops and minotaur settlers
to strengthen their hold on
the land. Although the
ogres of Bléde to the north
are the minotaurs’
sworn allies, the
ogres have recently
begun eyeing this
build-up with dis-
trust and suspi-

cion.

The elves them-
selves are splin-
tered and fractured,
with no two elves agreeing about what should be
done to try to rebuild their lives. A militant group
of Wilder Elves, Qualinesti and Silvanesti advo-
cates attacking the minotaur before they grow
stronger, to try to drive them from Silvanesti. This
group is being led by the Lioness, wife of Gilthas,
the ruler of the Qualinesti.

The nominal leader of the elves, Gilthas is
opposed to war and this has caused a rupture
between him and his wife. Gilthas believes that
the elves should join together to form a new
nation in the Plains of Dust, and that they should
not form it alone, but should invite all those who
have been made exiles by the War of Souls to join
with them. He has been conducting negotiations
with Wanderer, leader of the Plainspeople,
toward this end, trying to convince the

Plainspeople that the elves will not encroach on
their territory but will live in harmony. He has not
been very successful thus far. The Plainspeople
have warned the elves to stay out of the desert.

Gilthas and his followers are currently living in
a large refugee camp located near the last remain-
ing stronghold of the Legion of Steel, who are
friendly to the elves and remain their staunch
allies. The Lioness and her followers, among
them the Wilder Elves, are with Gilthas's band,
but relations between the militant elves and those
who want peace are strained.

Devastated over the death of her beloved son,
Alhana Starbreeze had gone into seclusion when
she received startling information from a mysteri-
ous source that her husband, Porthios, was not

dead as she had been informed, but that he was
alive, living somewhere in the west. Taking
Samar and a few trusted followers, Alhana left
to find out if these rumors were
true. Neither she nor any of]
her party have been heard
from since.

During the time off
upheaval and turmoil fol-
lowing the end of the war,
many elves from both

Qualinesti and Silvanesti
went off to try to find
new lives in the

major  cities  of]

Ansalon, with the

result that elven
ghettos  have
sprung up in the
cities of Tarsis,
Palanthas,
Solanthus, and
Flotsam.  The
humans in these
cities first wel-
comed the elves,
but are now
starting to regard

\

this sudden influx with alarm.

Bereft of their god, Paladine, whom the elves
always felt to be the god most interested in their
welfare, most elves have taken to worshipping
Mishakal or Branchala, with some few turning to
Chislev. Elven mages continue to align them-
selves almost exclusively with Solinari. Perhaps
due to the unsettled nature of their lives, more
elves than usual have begun to take an interest in
magic.

The elves do not distrust the gods, as do many
humans. The elves know that the War of Souls
was not the fault of the gods and most elves place
no blame on them, though the elves never fail to
remind the gods that they should do what they
can to make amends to the elves for all of their
suffering.
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the battle, Mina seduced Silvanoshei and tricked
him into lowering the Shield. The forces of the
dark knights marched into Silvanesti. Blinded by
Mina, the elves welcomed their enemy as their
savior. The dark knights soon seized control of
the elven capital. Trapped in the city and con-
vinced they were surrounded by the entire elven
army, the dark knights remained in Silvanost until
the minotaurs arrived, defeated the remaining
elves, and encouraging the dark knights to leave.

Mina abandoned Silvanoshei when she trav-
eled north to launch the War of Souls. She left
him her horse, however, and the magical beast
carried Silvanoshei to Solace, where she plotted
to use him to lure the elves into a trap and bring
about the final defeat of the elven nation.

Mina's plans began to go awry. When she
made him her prisoner, Silvanoshei at last came
to see the truth about Mina and how she had
used him. Even then, he blamed himself, not her.
His love for her continued to the end, when he
killed the mortal Takhisis before she could take
out her wrath on Mina. Grieving the death of her
goddess, Mina turned upon Silvanoshei in fury
and slew him.

Since the elves were in exile, Silvanoshei was
temporarily entombed in the Tomb of the Last
Heroes in Solace. He is honored as a hero among
the elves of both nations, who plan to build him
a fitting monument when they once regain their
homeland.

GnoOmES

The gnomes’ frantic pursuit of technology con-
tinues in the Age of Mortals. Although Ansalon’s
population of gnomes remains centered in Mount
Nevermind on the isle of Sancrist, gnomes can be
found in almost all parts of the continent, espe-
cially in and around major cities.

The gnomes who dwell in Mt. Nevermind are
said to be under the dominion of a red Dragon
Overlord known as “Pyro” No one has seen the
dragon in many years and, though the gnomes
insist that Pyro remains in control, the gnomes
are vague about details. In truth, most gnomes
pay little attention to the dragon, but continue on
with their Life Quests as they have done for cen-
turies.

Rumor out of Mt. Nevermind has it that some
gnomes became fascinated with the dragon (and
its self-contained internal combustion system).
They began performing experiments on the drag-
on and asking it endless questions. Hoping to rid
himself of his persecutors, Pryo devoured several
of the more dedicated researchers, trusting that
this horrific act would serve to bring an end to
the experiments. The gnomes honored their fel-
lows as having given their lives to science, and
continued to harass the dragon. Unable to rid
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himself of the gnomes and too stubborn to aban-
don his conquest, the dragon Pyro is said to have
gone insane.

In previous ages, the occasional gnome would
be born who either had no interest in technology,
lacked the ability to create inventions, or whose
inventions actually worked. These gnomes were
termed “mad gnomes.” During the last hours of
the Chaos War, the god Reorx lifted his curse of
many thousands of years on a large group of
gnomes—freeing them from both the obsession
with technology and the desire to always make it
bigger and better. The inventions of these gnomes
tend to function as designed. Not only that, the
inventions function quietly and efficiently. Thus
many of their kindred consider these gnomes to
be “mad” Undeterred by criticism, the new
gnomes designate themselves “thinker gnomes.”

Thinker gnomes live and work along side “nor-
mal” tinker gnomes, although a certain amount of
self-imposed segregation has occurred, since the
two groups have a running disagreement on just
what it means to be a gnome.

Most gnomes have no interest in magic,
though some guilds have been organized to study
magic in terms of pure science. Committees have
formed in the Fifth Age to study the new phe-
nomena of sorcery and mysticism.

KENDER_

The kender, often called the child-race of
Ansalon, experienced a shocking and saddening
loss of innocence in the Age of Mortals. The
mightiest of all the Dragon Overlords, the red
known as Malystryx, decided to claim the lands
surrounding Kendermore as her own. The great
wyrm slaughtered countless kender and drove
thousands more into exile, while transforming
their former homeland into a voleanic ruin.

Although the kender race had fought, tor-
mented, taunted and been eaten by dragons for
centuries and had not been particularly affected
by these encounters, something about the attack
by Malys acted upon them in a strange manner,
bringing about a drastic personality change, This
has led many of the wise to believe that the drag-
on cast some sort of curse upon the kender,
although what that curse might be and how to lift
it is unknown.

The kender who underwent this change are
said to be afflicted. Afflicted kender have lost all
joy in life, becoming serious, somber, and suspi-
cious. Kender in those areas that were spared
Malys's wrath remain the same—taking both a
delight in life and anything that is not nailed
down. These “true” kender pity their afflicted
brethren, but do not understand them, while
afflicted kender grow angry and impatient with
their fun-loving cousins, who refuse to see that



life must be taken seriously. Thus a schism has
formed between afilicted kender and their “nor-
mal” cousins.

While not particularly inclined toward magic,
both true and afflicted kender have shown the
ability to learn sorcery and muysticism. True
kender have a difficult time concentrating, which
prevents them from excelling as arcane spellcast-
ers. Many kender, both true and afflicted, are
drawn to faith, worshipping deities such as
Branchala and Reorx.

HaLFr-KENDER

Matings between kender and other races are
unusual, but not as uncommon as many people
would like to believe. Most of these unions occur
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between humans and kender, since any self-
respecting dwarf would sooner pull out his beard
by the roots than take up with a kender, while an
elf would never consider such an improper liai-
Son.

No matter what circumstances surround the
half-kender’s birth, kender are always accepting of
the child, though when the child grows up,
kender find that the human side of the child
sometimes makes the half-kender staid and bor-
ing. Humans, on the other hand, tend to feel the
same aversion for half-kender that they feel for
other half-breeds.

A half-kender’s life is not easy, nor is it as care-
free as a kender's, but, since the half-kender do
inherit a sense kender-like optimism about the

= Tasslehoff Burrfoot =
A Legend In (and Out of)
is Own Time

By Palin Majere

| have been persuaded to write this monograph
by the head of the Order of Aesthetics in order
to establish for all time the true facts, as I know
them, of the role played by the legendary kender
Tasslehoff Burrfoot in the War of Souls. In this, I
am relying not only on my memory, but on that
of the Solamnic Knight, Gerard uth Mondar,
who was the traveling companion of Tasslehoff
Burrfoot during his time among us.

First, let me state that I am certain beyond the
[shadow of a doubt that the kender who came to
us was indeed the Tasslehoff Burrfoot, Hero of
the Lance. Questions have been raised about this
by skeptics, who point out—quite rightly—that the
name Tasslehoff Burrfoot is a common one these
days and there are some who say that the
Tasslehoff I met was a namesake, not the genuine
article.

To refute this, I would first say that my father,
Caramon Majere, saw Tasslehoff and spoke to
him in the hours before his death and, although
I myself was not present, my sister, Laura, was
fand she states that Caramon not only recognized
Tas, but that they spoke together about certain
private matters which only the real Tasslehoff
would have known.

As further proof] I present the fact that only
the true Tasslehoff Burrfoot, friend of both my
father and of the god, Paladine (whom Tas knew
as Fizban), would have had access to the famous
Device of Time Journeying. 1 myself saw the device
and examined it and I can vouch for the fact that
it was the device mentioned in the notes left
behind by my uncle Raistlin Majere, and that it
corresponds to my father’s description. The true

Tasslehoff Burrfoot is one of the few figures in
history with access to and knowledge of the arti-
fact.

As to those who scoff at the notion that a
mere kender could play such an important role in
history as to help lead the gods to the world
Takhisis stole, let me say here that while I con-
sider Tasslehoff a remarkable kender, I do not
believe he is that unusual. Some of the best and
wisest people I have known are kender, who are
possessed of a childlike ability to see through all
subterfuge and facade to the bare truth. Perhaps
that is why so many people are uncomfortable|
around them.

As an example of this, Tasslehoff Burrfoot is
celebrated among his own people in a way which
shows that they recognize this. He has been
adopted by every kender in Ansalon. Almost all
kender are now proud to claim Tasslehoff
Burrfoot as an “uncle,” and many are the tales
and stories which are now circulating about
Tasslehoff and his adventures. Most of these are
not true, a fact which has probably done much to
contribute to the doubt and confusion surround-
ing Tas’s visit to Ansalon in the Fifth Age.
Tasslehoff would have understood, however. He
told his share of stories about his Uncle
Trapspringer, another remarkable kender.

Finally, it was a pleasure to see how humbly
astonished Tasslehoff was to find himself cele-
brated as a hero. To meet so many kender bear-
ing his name as an honor and a privilege was a
thrill for him (though it did make things rather
confusing at times). He confided to me that noth-
ing in his life had made him happier or prouder.

In closing, it is my belief that if each and every
kender who bears the name of Tasslehoff]
Burrfoot lives his life with as much courage,
nobility, and honor as did the real Tasslehoff,
then the world of Krynn has nothing to fear from
the darkness, for each of these will bear with him
an unquenchable light.
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world, they tend to be more resilient than other
half-breeds and more likely to forgive and forget
insults and cruel treatment.

Personality: If kender are the perpetual chil-
dren of the world, half-kender are the perpetual
adolescents. Considered more “mature” than
kender, lacking their kender par-
ent’s utter fearlessness and
overwhelming curiosity,
half-kender tend to feel
“left out of the joke"
when they are among
kender. Among other
races, their kender
blood can make
them appear flighty,
restless, and suspi-
ciously cheerful.

Thus they are never
truly accepted by
either race.

Because of this,
there are many half-
kender who become
loners, although this
does not seem to be by
choice. Most have a
strong need to be
accepted into a group,
perhaps to find the “par-
enting” that a kender child
does not require, but a human
child does.

While half-kender possess the same
adeptness at “handling” as their kender parent,
they inherit a notion of ownership and property
from the other parent that keeps many of them
from being “light-fingered” Half-kender are also
born with a sense of self-preservation and cun-
ning that is missing in most kender.

The one character trait of kender that half-
kender inherit is “wanderlust” As the half-kender
approach adulthood, they are stricken by the
same indefinable urge to follow the road to the
end of the horizon.

Physical Description: Although taller than
true kender, half-kender do not approach full
human height, and retain the kender’s lithe, agile
frame. Both male and female half-kender average
between 5 and 5 1/2 feet in height, weighing
around 90-130 pounds. Although most inherit
the pointed ears of their kender parent, half-
kender can nevertheless pass easily for young
humans or very tall kender. Hair and eye color, as
well as the half-kender’s skin tone, tends to mimic
that of their kender parent, though the rare, dark-
er complexioned, half-kender/half-Ergothian is
not unheard of.

Half-kender adopt the dress of the culture in
which they were raised, and though they may
possess a kender’s love for bright, clashing colors,
they tend to dress more conservatively, especially
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if attempting to pass as human. Lacking the
kender's love of “handling,” half-kender are usual-
ly content to carry only their own belongings in a
small pouch or knapsack. Half-kender tend to live
almost 100 years, reaching adulthood at around
16.

Relations: Half-kender
never quite fit in with any
race or community,
whether it is a kender
community, a human
community, or with
some other race.
Kender find half-
kender to be “too
human” and “not
much fun”. Humans
find the half-kender
to be “too kender,”
and keep a hand on
their pouches and
an exact count of
their silver, just in
case. Elves hold
- half-kender in dis-
% " dain because of their
“impure” blood.
- Dwarves  consider
— half-kender to be true
kender in disguise, while
gnomes want to study and pos-
sibly dissect half-kender in order to
further the studies of the gnomish
DepartmentOfHumanElfDwarfGnomeKender
AndOtherRacesAnatomyAndBiological
StructuresForStudyAndUnderstandingOfMating
HabitsBetweenDisparateSpecies.

Alignment: Half-kender tend to adopt the
social beliefs of humans, with an equal tendency
toward law or chaos depending on the circum-
stances of their upbringing. Possessed of the
kender’s innate sense of justice, independence,
and freedom, the majority of half-kender embrace
good over evil,

Half-Kender Lands: Like half-elves and half-
ogres, half-kender call no land their own. Once
wanderlust sets in, they roam Ansalon. Some of
the wise believe that the half-kender's human
desire to find a place to “fit in” is the true source
of this wanderlust. Whatever the reason, when
the wanderlust fades, the half-kender tends to set-
tle permanently wherever he feels most accepted,
whether that is among humans, kender, or some
other race entirely.

Religion: Half-kender tend to adopt the reli-
gious belief of the parent who raises them,
though many find they are more drawn to
Branchala than to other gods.

Language: Half-kender possess no language of
their own, usually learning both Kenderspeak and
Common in order to understand both sides of
their parentage.



Names: Half-kender names depend on
whether the half~kender is raised by the human or
kender parent, though many half-kender end up
taking a nickname to represent the fact that they
do not entirely live in either world.

Adventurers: Like kender, half-kender are
drawn to wanderlust, so that most of them
become adventurers. While some possess a natu-
ral inclinations towards “handling,” half-kender
may take up a variety of professions, often taking
lessons in swordsmanship to become fighters,
learning the arcane arts as a primal sorcerer, or
even studying to be a Wizard of High Sorcery.

HaLr-Kenper RaciaL Traits

— Medium: As Medium creatures, half-kender
have no special bonuses or penalties due to their
size.
- Half*kender base land speed is 30 feet.

— +1 racial bonus on Spot checks. Half-kender
eyesight tends to be slightly more keen than a
humans, though not quite as sharp as a kender’s.

- +1 racial bonus on Open Locks and Sleight
of Hand checks. Half-kender possess nimble fin-
gers like their kender parent.

— +2 racial bonus on Will saving throws
against fear effects. Half-kender may not be as
utterly fearless as true kender, but they are able to
call upon an inner reserve of strength when nec-
essary.

- Automatic Languages: Kenderspeak,
Common. Bonus Languages: Any (like humans,
half-kender mingle with many folk, and pick up
the languages of friends and enemies alike).

— Favored Class: Any. When determining
whether a multi-class half-kender takes an experi-
ence point penalty, his highest-level class does
not count.

CEntavur

The number of centaurs populating Ansalon has
never been very large. Since they tend to keep to
themselves and avoid contact with outsiders, cen-
taurs are rarely seen in Ansalon, and most mem-
bers of other races consider them to be creatures
of myth.

The centaur race came to prominence during
the Age of Mortals, when events forced them to
leave their forests and become a part of the world,
taking up arms to fight against the tyranny of the
Dragon Overlords.

This has caused dissension among the cen-
taurs, particularly among the largest group, who
live in Darken Wood in Abanasinia. Some cen-
taurs follow the old ways and live under the
benign rule of the Forestmaster. These centaurs
live quiet, isolated lives, taking little interest in the
outside world, since it takes little interest in them.
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A group of Chaos-influenced centaurs broke
off from the main body. Rebelling against the
Forestmaster, they left Darken Wood and headed
out into the Plains of Dust to form their own
realm. Their newly established realm is known as
Duntollik. A unique realm, Duntollik is inhabited
by both humans and centaurs working in cooper-
ation to actively oppose the blue dragon known
as Thunder. The brass dragon that calls herself
Splendor sponsored a group of centaur militia,
and a young generation of centaur foals is grow-
ing up in the dragon’s service.

Always a people attuned with the natural
forces of the world, almost all centaur spellcasters
of the Age of Mortals are mystics. Many go on to
become nomad shamans, but others have learned
the ways of the Citadel of Light or have joined
the Legion of Steel.

Draconians

The Chaos War that brought doom and ruin to
many on Ansalon proved to be the salvation of
the draconian race. A group of displaced former
warriors and engineers from the dragonarmies of
the War of the Lance discovered a priceless secret
hidden in the depths of Thorbardin—magically
preserved eggs containing living female draconi-
ans.

The dragonmen worked quickly to preserve
their race, fighting goblin hordes and overcoming
many other obstacles to reach an abandoned
dwarven settlement in Teyr, which they then
claimed as their own. Surviving draconians, who
had long been harried and persecuted by mem-
bers of other races, traveled to the new “dracon-
ian nation.”

Two new generations of draconians have
grown up in Teyr. These young draconians are
not the the foul creations of priests and wizards,
but are born to parents, who love them all the
more fiercely due to the fact that their race came
so near to extinction.

Though drawn towards evil by the design of
their race, many draconians have become neutral
in attitude, wanting only to be left alone to live
and work in peace. When enemies threaten their
existence, the draconians of Teyr are swift to
react, for they require all of their people to serve
at least one term in the military.

Spellcasting draconians of the Fifth Age are
almost always sorcerers or mystics, shunning the
gods. As a race, the draconians felt used and
betrayed by Takhisis, and the draconian leader,
Governor Kang, renounced godly magic. Many
draconians followed his example and now cast
spells that require allegiance to no one but them-
selves.
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OGRES

A race which has vowed to rise to the fore during
the Age of Mortals, the ogres are determined to
gain the respect they have long felt they have
deserved and been denied. With their ancient
foes, the elves, suffering defeat and exile, the ogres
see themselves as being free to spread out, acquire
and conquer.

Quick to see that the alien dragons were cer-
tain to become the new power on Ansalon, many
ogre tribes offered their services to the Dragon
Overlords, an act that probably saved the ogres
from extermination.

The ogres of Daltigoth established an uneasy
alliance with the thanoi brought from Icewall
Glacier by the dragon Frost. The two races cur-
rently exist in a state of armed truce.

Over one thousand ogres served the massive
red dragon Malys. Following the dragon’s death
during the War of Souls, the ogres are now are
disorganized and scattered. Some have decided
to try to survive in the harsh desolation left
behind by Malys, while others are finding their
way back to the ogre homeland of Bléde.

In the Khalkist mountains, a large tribe of ogres
took to serving the red dragon Crematia, acting
as guards, spies, and warriors.

The ogre nations of Bléde and Kern thrived
after the Chaos War, mainly due to the rise of the
ogre titans and the fact that the Silvanesti barri-
caded themselves beneath their Shield, thus leav-
ing the ogre nation on their border free to expand
in peace.

The most dramatic development for the ogres
in the Fifth Age has been the rise of the ogre
titans. Transformed by magic into beautiful, terri-
fying ogres who possess inherent magical powers,
the titans are revered and even worshipped by
their brethren and, as such, the titans have
become leaders of many ogre tribes. Because
titans have to sustain themselves by bathing in
elven blood, titans have been offering bounties for
elves and many ogres are now on the hunt.

With the exception of the traditional ogre
magi, very few ogres are spellcasters. Once con-
sidered renegade wizards by the Orders of High
Sorcery, ogre magic has largely turned to sorcery
and mysticism. The mysterious ogre titans have
inherent powers given to them though their cre-
ation ritual. Some titans expand their powers by
learning primal magic.

Minotavrs

The coming of Chaos brought vast changes to
the seas the minotaurs have sailed since the
Cataclysm. The massive Maelstrom centered in
the Blood Sea of Istar grew calm, making it pos-
sible for the first time for minotaurs to sail direct-
ly through it instead of making the long and har-
rowing journey around it. The minotaurs at last
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saw their chance to obtain the foothold on the
continent they had long sought. Under the lead-
ership of Emperor Chot, the minotaurs built up
their forces and waited for their opportunity.

The War of Souls gave the minotaurs of the
Blood Sea Isles their chance. Having received
word through minotaur spies that the dark
knights of Neraka had conquered Silvanesti and
left only a small occupation force behind, the
minotaur sailed south with the intent of wresting
control of Silvanesti from both the elves and the
dark knights.

If the elven army had been present, there is no
doubt but that the minotaurs would have paid
dearly for their attempt and might well have been
driven off. As fate would have it, however, the
elves of Silvanesti left their kingdom largely unde-
fended in order to rescue their king, Silvanoshei.
The minotaur fleet sailed unopposed up the T%on-
thalas river, slaughtering the token defense force
of kirath that had been left behind and sending
the dark knights packing. Now the minotaurs are
building up their strength within the Silvanesti
forest, determined that they will not lose the
ground they have gained. They plan to expand
into the rest of Ansalon, but they are patient and
know that they must have a strong foothold on
the continent first. They foresee a time when all
of Ansalon will be under minotaur rule.

Minotaurs never gave up their reverence for
their warrior-god, Sargonnas (“Sargas” as the
minotaurs call him). Many of his faithful were
waiting for the horned god upon his return at the
end of the War of Souls. Minotaur wizards of old
had passed on their knowledge of the arcane art,
in the belief that the gods would one day return,
so that when the three moons again appeared in
the night sky, many apprentice wizards were pre-
pared to take up godly magic.

A standing alliance with the dark knights gave
the minotaur nations access to sorcery and mys-
ticism, and while these practices were never
widely embraced, they are accepted. The mino-
taurs approve of anything that gives them an
advantage over their foes.

CLASSES OF THE
FirfH AGE

The Age of Mortals is a time of change. Wizards
and clerics who lose their powers early in the age,
regain them when the gods return at the conclu-
sion of the War of Souls. Sorcerers and mystics
emerge as new powers not seen since the Age of
Dreams. With the return of divine magic, all wiz-
ards must learn to co-exist in a world where
magic comes from multiple sources. Other pro-
fessions, such as warriors and thieves, must face



the terrible dangers of the Dragon Overlords, all
the while trying to survive in a land of war and
turmoil.

Rules and information for playing any of the
classes from the DUNGEONS & DRAGONS Player'’s
Handbook are included in the DRAGONLANCE
Campaign Setting. A new base class, the mariner, is
presented here, along with many new prestige
classes appropriate for any campaign set in the
Age of Mortals.

MarRIiNER

Mariners live their life at sea, waking to the smell
of salt air and falling asleep at

night to the sound of the
waves. Some mariners are
hard-working, simple sailors
who love life at sea. Others are
ruthless buccaneers, bent on
gaining  personal  wealth
through force and skill.
Mariners may do quite well for
themselves while on land, but
they always long for the free-
dom of the ocean.

Adventures: Many individu-
als become mariners in order
to see the wide world, while
others set sail in search of
treasure or to avenge them-:
selves on an enemy. Since situ-
ations can change rapidly on
board ship, the mariner must
be prepared to face a variety of
dangers, from hurricanes to fire,
starvation to mutiny. The mariner learns to adapt
quickly to changing circumstances in order to sur-
vive.

Characteristics: Mariners are most comfort-
able when in view of the sea, and often become
dispirited when they venture too far inland. They
are quick to react to danger and changing cir-
cumstances. They are not ruled by emotion, but
think through any given situation, then act
accordingly. Those who live at sea are accus-

TaBLE 1-1: SAILOR LORE
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tomed to the hard life and adopt a pragmatic out-
look in order to survive. To the landlubber, such
an attitude can seem callous or even ruthless.
Alignment: Mariners are often of neutral align-
ment, learning to accept difficult situations they
cannot change. They are rarely chaotic, since life
aboard ship requires structure and discipline.
Religion: Mariners are not generally deeply
religious, though most are superstitious. Mariners,
even those of non-evil alignments, honor Zeboim,
in the belief that their offerings and prayers will
placate the capricious Sea Queen. Mariners of
good alignment may also revere Habbakuk, the
Fisher King, while those of neutral alignment may
pay homage to Chislev,
whose  command  over
nature extends to the ocean.
Background: Mariners
generally come  from
coastal-dwelling  families,
who have a long-standing
tradition of serving aboard
ship. Mariners may hire
onto a ship in order to
escape problems on land,
either running from the law
or trying to conceal danger-
ous secrets.
Some mariners begin
careers by being
pressed into service against
 their will. A captain who is
> short his full complement of
i crewmen will send out his
officers with gangs of sailors
to “press” men into service. A
man may be drinking in a tavern one night, only
to wake up the next morning with a cracked skull
on board a ship already many leagues out at sea.
Some mariners are sent to sea as punishment
for crimes or may be forced to serve in ships as
slaves.

DC Type of Knowledge Example
10 Commonly known, something that most The Knights of Neraka have blockaded Ak-Khurman; Red Sky
people have heard and gossip about. at Night, Sailor's Delight; Red Sky at Morn, Sailors be Warned
(Old bit of lore that predicts storms if there's a red sky at dawn).
20 Known by select groups of individuals, not A port official in Gulfport is rumored to have a weakness for
widely known by the general populace. dwarven ale; a stretch of coast in Khur which the Knights of Neraka
do not patrol.
25 Known only by few individuals, spoken of A Solamnic Knight whose family fortunes were built upon piracy
only in whispers and secrecy. back in the time of Istar; legends of a ghost ship that haunts the
dry sea of Tarsis.
30 Unknown to the vast majority of people, A safe way of traversing the Maelstrom of the Blood Sea; the

long since forgotten by most. location of the sunken ship of an infamous pirate.
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Races: Minotaurs are the most respected and
feared mariners on Ansalon. Minotaurs are
expected to serve on board ship at some point in
their lives.

The humans of Northern Ergoth are known
for their seamanship, with entire families serving
on board ships. Other human cultures produce
mariners as well, particularly those whose cities
have active ports engaged in the sea trade.

Gnomes of appropriate guilds sometimes
become mariners, designing new and impressive
ships and experimental submersibles.

Dwarves never become mariners, and think
anyone who chooses the life of a sailor must be
crazy.

Elves rarely become mariners, since they feel
most at home in their beloved woodlands and
also because there is a superstition among
mariners that elves aboard ship are bad luck.

Other Classes: While at sea, most mariners
work well with other classes. Rogues generally
acquire sea legs quickly and possess a broad range
of skills which mariners admire. Mariners appre-
ciate the strong sword arms of barbarians and
fighters. Clerics and arcane spellcasters are not
generally found aboard ships, but their magic is
appreciated and utilized when available. Knights
of Solamnia rarely associate with mariners, for
the knight's strict adherence to the Oath and the
Measure often conflicts with the mariner’s more
pragmatic view of life.

Role: Like the bard, the mariner brings a vari-
ety of skills and abilities to an adventuring group,
while not specializing in anything. A mariner’s
abilities work best in support positions to other

TaBLE 1-2: THE MARINER

characters. While the mariner’s skills and abilities
are useful to adventures on land, they are unpar-
alleled while out at sea.

GamEe RULE inFormation

Mariners have the following game statistics.

© Mariner Weapons ©

Mariners often prefer lighter weapons that can be
easily wielded on the crowded deck of a ship. The
cutlass is the favorite of corsairs and smugglers.
The belaying pin may be used as a weapon, for
they are common on board ship, and a sailor
might grab one in order to defend himself.

TaBLE 1-3: MARINER WEAPONS
Weapon Cost Dmg Crit Wt
Belaying Pin 1 stl 1d4 X2 1 lbs. Small
15sti1d6  18-20/x2 3 Ibs, Small

Size  Type
Bludgeoning
Cutlass Slashing [ Piercing

Belaying Pin: A belaying pin is considered a
simple weapon, but is a shipboard tool rather
than designed to serve as a weapon.

Cutlass: The cutlass is a short, heavy, slightly
curved blade useful for both stabbing and slash-
ing. It is popular with many sailors. Its heavy bas-
ket hilt gives the wielder a +2 circumstance
bonus on any checks to resist being disarmed. A
cutlass is a martial weapon.

Class Base Attack  Fort  Ref will

Level Bonus Save  Save Save  Special

Tst +0 +2 +2 +0 Bonus Feat, Sailor Lore, Seamanship +1
2nd  +1 +3 +3 +0 Dirty Strike +1d4

3rd +2 +3 +3 +1

4th +3 +4 +4 +1 Bonus Feat

5th +3 ) -4 +1 Seamanship +2

6th +4 +5 +5 +2 Dirty Strike +2d4

7th +5 +5 +5 +2 Bonus Feat

8th +6/+1 +6 +6 +2

9th +6/+1 +6 +6 +3 Seamanship +3

10th  +7/+2 +7 +7 +3 Bonus Feat, Dirty Strike +3d4
11th +8/+3 +7 +7 +3

12th  +9/+4 +8 +8 <4

13th  +9/+4 +8 +8 4 Bornus Feat, Seamanship +4
14th  +10/45 +9 +9 +4 Dirty Strike +4d4

15th  +11/46/+1 +9 49 45

16th  +12/+7/+2 +10  +10 +5 Bonus Feat

17th  +12/+7/+2 +10 +10 +5 Seamanship +5

18th  +13/+8/43 +11 +11 +6 Dirty Strike +5d4

19th  +14/49/44 +11 +11 +6 Bonus Feat

20th  +15/+10/+5  +12  +12 +6
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Abilities: Dexterity is extremely important to
mariners, as many of their skills depend on it
Constitution also plays an important role, since
they must survive in all manner of harsh condi-
tions and face many dangerous situations.

Alignment: Any

Hit Die: d8

Class Skills

The mariner’s class skills (and the key ability for
each skill) are Balance (Dex), Climb (Str), Craft
(Int), Gather Information (Cha), Jump (Str),
Profession (Sailor) (Wis), Speak Language (-),
Spot (Wis), Survival (Wis), Swim (Str), Tumble
(Dex), Use Rope (Dex). See Chapter 4 of the
Player’s Handbook for skill descriptions.

Skill Points at 1st Level: (6 + Int modifier) x 4
Skill Points at Each Additional Level: 6 + Int
modifier

Class Features

All of the following are class features of the
mariner.

Weapon and Armor Proficiency: Mariners are
proficient in the use of all simple weapons, as well
as the cutlass, net, scimitar, and trident. They are
proficient with padded and leather armor, but are
not proficient in the use of shields.

Bonus Feats: At 1Ist level, a mariner gets a
bonus feat in addition to the feat granted to any
15! level character. He gains an additional bonus
feat every three levels thereafter. The feats must
be chosen from the following: Alertness, Combat
Expertise (Improved Disarm, Improved Feint,
Improved Trip), Combat Reflexes, Dodge
(Mobility), Exotic Weapon Proficiency, Great
Fortitude, Improved Initiative, Lightning Reflexes,
Point Blank Shot (Far Shot), Power Attack
(Improved Bull Rush), Quick Draw, Toughness,
Weapon Finesse, Weapon Focus.

Sailor Lore: A mariner picks up a lot of knowl-
edge by listening to local gossip in various ports
of call or from the sea stories of shipmates. A
mariner may make a special sailor lore check with
a bonus equal to his level + his Intelligence mod-
ifier to see whether he knows some relevant infor-
mation about local people or history, far away
places, or strange superstitions. This check will
not necessarily reveal true information, as much
of the time the mariner has heard the information
from someone who heard it from somebody else,
who heard it from a friend, who heard it from a
guy, etc. The mariner may not take 10 or take 20
on this check; this sort of knowledge is essential-
ly random. The DM will determine the Difficulty
Class of the check by referring to Table 1-1.

Seamanship: Mariners receive a competence
bonus to all Balance, Climb, and Profession
(Sailor) checks. The bonus increases as they gain
levels,
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Dirty Strike: The mariner is adept at maneu-
vers such as hitting below the belt, head butts,
sucker punches, ete. At 2nd level the mariner may
attempt to perform an unexpected maneuver to
cause additional damage. The opponent receives
a Reflex save against a DC equal to the mariner’s
modified attack roll. If the save is successful, the
mariner causes only standard damage from the
attack. If the save fails, the attack causes addition-
al damage. Opponents must be creatures with dis-
cernable anatomy for this attack to cause addi-
tional damage. The mariner may use this ability
only once per day against any one opponent (but
is free to attempt it against multiple foes on the
same day).

PrEsTiGE CLASSES

The prestige classes found here represent impor-
tant character archetypes to campaigns set in the
Age of Mortals. Many characters may be
designed to fulfill one of these roles later in his
career or may give the DM interesting NPCs to
interact with the group—whether as allies or
adversaries.

Some of the prestige classes in this chapter are
dependent upon organizations or institutions that
are established during the early decades of the
Fifth Age. These are not available for play until
those groups fulfill their early role in the Age of
Mortals. The DM can inform the group what
exactly is available during the chosen era of play.

ACADEMY SORCERER

A dedicated student of the Academy of Sorcery,
located near Solace, this class represents someone
who has whole-heartedly embraced the tenets,
guidelines and philosophy of the school of magic
run by Palin Majere. Not every student at the
Academy has levels in this class, nor are levels of
this class required to “graduate” from the
Academy. Most serious-minded students will
inform newcomers that nobody ever truly stops
being a student of sorcery.

NPC Academy Sorcerers are usually found
plumbing the depths of their arcane studies, but
many take time out from their research to travel
Ansalon looking for lost caches of magic items or
finding new practitioners to bring into the fold of
the Academy. Because of the student’s responsi-
bilities, these excursions generally do not last
more than 6 weeks.

Most Academy Sorcerers were previously sor-
cerers, though some are old enough to have once
practiced High Sorcery. Sorcerers such as Palin
Majere, Ulin Majere, and the young Emma Xela
stand out as examples of the Academy’s standards
of excellence and cooperation. Such sorcerers are
beacons of hope in the fight against the Knights
of Neraka and the Dragon Overlords.
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Academy Sorcerers still exist even after the
destruction of the Academy, since other (smaller)
schools of sorcery have been established in other
areas. Most former instructors at the Academy
survived the school’s demise and are determined
to pass on their teachings to a new generation.

Hit Die: d4
Requirements
To qualify to become an Academy Sorcerer, the
character must fulfill all of the following criteria:

Alignment: Any non-evil.

Spellcraft: 8 ranks.

Knowledge (arcana): 8 ranks.

Feats: Any two metamagic or item creation
feats.

Spellcasting: Ability to cast 2nd level arcane
spells without preparation,

Special: Admission into the Academy of

Sorcery or secondary school of sorcery (with the
DM’s approval), and acceptance by a mentor
within the institution.
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Class Skills

The Academy Sorcerer’s class skills (and the key
ability for each skill) are Concentration (Con),
Craft (Int), Decipher Script (Int), Knowledge
(arcana) (Int), Spelleraft (Int) and Use Magic
Device (Cha). See Chapter 4: Skills in the Player’s
Handbook for skill descriptions.

Skill points at each level: 2 + Int modifier

CLass FEaTuREs

All of the following are class features for the
Academy Sorcerer prestige class.

Weapon and Armor Proficiency: Academy
Sorcerers gain no additional proficiencies in
Weapons or armor.

Spells per Day: An Academy Sorcerer contin-
ues training rigorously in arcane magic. Thus,
when a new Academy Sorcerer level is gained,
the character gains new spells per day as if he had
also gained a level in an arcane spellcasting class
he belonged to before he added the prestige class.
He does not, however, gain any other benefit a




character of that class would have gained (meta-
magic or item creation feats, and so on) except for
an increased effective level of spellcasting. An
Academy Sorcerer who had more than one
arcane spellcasting class must decide to which
class he adds the new level for purposes of spells
per day.

Arcane Thesis: Beginning at 1st level and
again at 4th, 7th and 10th level, the progressive
study and mastery of the Academy's various dis-
ciplines starts to show fruit. Each time an
Academy Sorcerer gains this ability, he may
choose an arcane thesis from the list below. If any
given thesis is taken multiple times, the compe-
tence bonuses increase by the base amount. For
example, an Academy Sorcerer who wishes to
take Aeromancy for the second time sees his +2
competence bonus increased to +4 and the +1 to
the DCs increased to +2.

Aeromancy: This thesis grants a +2 competence
bonus to saving throws vs. wind or air-based
spells and spell-like abilities, and adds +1 to the
DC for saving throws and to caster level checks to
overcome spell resistance with any air-based spell
the character casts.

Cryomancy: As Aeromancy, but the bonuses
apply to ice and cold-based spells and spell-like
abilities.

Drvination: This thesis grants a +2 competence
bonus to Search skill checks, and Search becomes
a class skill for the character. In addition, all div-
ination spells cast by the character that target
non-living creatures or objects are considered to
be one level higher for the purposes of spell eftec-
tiveness.

Electromancy: As Aeromancy, but the bonuses
apply to lightning and electricity-based spells and
spell-like abilities.

Enhancement: This thesis grants a +2 compe-
tence bonus to all Craft skill checks, and the char-
acter gains a bonus Item Creation feat.

Geomancy: As Aeromancy, but the bonuses
apply to stone and earth-based spells and spell-
like abilities.

Hydromancy: As Aeromancy, but the bonuses
apply to acid and water-based spells and spell-like
abilities.

TaBLE 1-4: ACADEMY SORCERER
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Pyromancy: As Aeromancy, but the bonuses
apply to fire and heat-based spells and spell-like
abilities.

Spectramancy: As Aeromancy, but the bonuses
apply to light-based spells and spell-like abilities,
and illusions of the figment subtype.

Swummoning: All Conjuration (summoning)
spells and spells with the zeeportation descriptor,
which the character casts, are treated as being one
level higher for the purposes of spell effectiveness.

Transmutation: This thesis grants a +2 compe-
tence bonus to all Craft (Alchemy) skill checks. In
addition, all transmutation spells that affect non-
living targets are treated as being one level higher
for the purposes of spell effectiveness.

Academy Resources: Academy Sorcerers can
benefit from one of the largest collections of mag-
ical knowledge and materials while they reside or
attend the Academy (or other DM-approved
institution). Arcane research and item creation
takes only half of the normal time. In order to
receive the benefit of these resources, the
Academy Sorcerer is required to spend a substan-
tial amount of time (at least half of each year) aid-
ing in the training of other sorcerers.

Cooperative Study (Ex): An Academy
Sorcerer with this ability has learned that the
sharing of knowledge and research with his fellow
sorcerers is crucial to the mastery of wild magic.
The ability increases the bonus prowded by any
Aid Another actions made to help with the ‘Craft
(alchemy), Knowledge (arcane), Spellcraft, or Use
Magic Device skills. The total bonus is +3 at 2nd
level, +5 at 5th level, and +7 at 8th level. Up to
three additional sorcerers with this ability may aid
a single character, each making their own Aid
Another check, but the total bonus gained by the
recipient may not exceed -+10. If all spellcasters
involved have this ability, choose one to be the
recipient of the Cooperative Study.

Research Breakthrough: At 3rd level and
again at 6th and 9th level, an Academy Sorcerer
unlocks a new discovery or uncovers a new tech-
nique during his magical studies. He gains a
bonus metamagic feat.

Class  Base Attack  Fort Ref will

Level Bonus Save  Save Save  Special

1 +0 +0 +0 +2 Arcane thesis, Academy resources
2 +1 +0 +0 +3 Cooperative study +2

3 +1 +1 +1 +3 Research breakthrough
4 +2 +1 +1 +4 Arcane thesis

5 +2 +1 +1 +4 Cooperative study +4

6 +3 +2 +2 +5 Research breakthrough
7 +3 +2 +2 +5 Arcane thesis

8 +4 +2 +2 +6 Cooperative study +6

9 +4 +3 +3 +6 Research breakthrough
10 +5 +3 +3 +7 Arcane thesis

Spells Per Day/Known

+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
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Ex-Academy Sorcerers: An Academy
Sorcerer who violates any of the school’s tenets
to the point of harming another student or who
uses his skills for the purposes of evil loses all
resource benefits and cooperative study benefits
he may have gained, and may no longer advance
as an Academy Sorcerer.

CitapeL IMystic

Agents of compassion in a troubled world, the
Citadel Mystics are those individuals who have
studied at the Citadel of Light under the tutelage
of The First Master and those who work at the
Citadel itself. They use their skill at healing and
the power of the heart to administer to the needy,

e

© Realms of Primal Sorcery =

Primal Sorcery is arcane magic drawn from the
world. While sorcerers can learn many different
types of spells, many have found it advantageous
to specialize in a certain area. The teachings of
Palin’s Academy of Sorcery state that primal sor-
cery can be divided up into specific categories,
known as “realms.” These realms are described
below.

Many sorcerers of the Fifth Age who obtained
their training either directly from the Academy or
from an Academy-taught sorcerer, will often
learn spells that fall under one of these realms
(though there is no actual game benefit for doing
so, unless the player takes the Academy Sorcerer
prestige class).

Aeromancy is the elemental magic of air, deal-
ing with wind, vapors, and movement of air, as
well as elemental creatures of air.

Cryomancy is the magic of cold and ice, cre-
ating walls of ice, areas of freezing cold, and
inflicting damaging frostbite.

Divination allows a primal sorcerer to gain
knowledge from the present, past, or future. He
can project his mind through time and space.

Electromancy is the magic of static electricity
and lightning, capable of producing a anything
from a devastating lightning bolt to a mild shock.

Enhancement is magic that imbues non-living
objects with arcane energy, from enhancing the
sharpness of the edge of a sword to causing the
tip of a staff to glow with light.

Geomancy is the elemental magic of the earth,
allowing a sorcerer to raise walls of stone, cause
the ground to shake, or summon earth elementals
to battle.

Hydromancy is the elemental magic of water.
Sorcerers with knowledge of this school can walk
the waves, cause rivers to dry up, or sink enemy
ships in horrific whirlpools.

Pyromancy is the elemental magic of fire,
allowing the sorcerer to raise defensive walls of
flame or hurl balls of fire at his enemies.

Spectramancy is the magic of light and color,
allowing the sorcerer to create illusions, darken a
room, or make himself seem invisible.

Summoning is the magic of folding space,
allowing a sorcerer to cross great distances with-
out moving or bring an object or creature to his
own location.

Transmutation is the manipulation of non-liv-
ing matter, with which a sorcerer can turn lead
into gold or water into wine.

«© Spheres of Mysticism &

Mysticism is the magic of life. Its spells work only
on living beings or on the spirits of the departed.
Goldmoon taught at the Citadel of Light that the
magic of mysticism fits into specific categories
known as “spheres” These spheres are described
below.

Many mystics of the Age of Mortals, who
obtained their training either directly at the
Citadel or from a Citadel-taught mystic, will often
learn spells that fall under one of these groups
(though there is no actual game benefit for doing
so without taking the Citadel Mystic prestige
class). Many of these groups relate directly to a
mystic's chosen domain.

Animism magic allows the mystic to manipu-
late or learn from the natural world. Animism
spells affect only animals, beasts, plants, and ver-
min.

Alteration allows a mystic to alter the form of}
living matter from simple enlargement or reduc-
tion to radically changing a creature’s shape.

Channeling allows the mystic to increase his
physical prowess by converting divine magical
power into strength, speed, endurance, etc.

Healing magic repairs wounds, cures diseases,
neutralizes poison, and restores health to living
bodies.

Meditation, the counterpart of Channeling,
allows the mystic to increase her mental and psy-
chological prowess by converting divine energy
into increased concentration, inspiration, etc.

Mentalism allows the mystic to read the
thoughts of others, project his own thoughts, or
dominate another’s will simply through the
power of the mind.

Necromancy deals in the essence of life and
death, allowing the mystic to drain life force from
others or use the ambient energy in a corpse to
give it the mockery of life.

Sensitivity allows a mystic to see the auras of]
living creatures and understand what the auras
mean, including how those auras are in flux due
to past and future events.

Spiritualism, the counterpart to Necromancy,
allows the mystic to affect and interact with the
spirit world, including incorporeal undead.
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whether they are refugees from the tyranny of the
Dragon Overlords or nobles and governors of the
free peoples seeking counsel and aid.

Mystics are understandably the most likely
class to become Citadel Mystics. The class also
attracts some rangers, monks, paladins and other
spiritually inclined individuals, but levels in mysti-
cism are usually required. It is not uncommon for
multi-classed characters to take this class, as grad-
uates of the Citadel come from myriad back-
grounds.

NPC Citadel Mystics are sent out by the lead-
ership to positions all over Ansalon, while oth-
ers remain at the Citadel to help train students.
Citadel Mystics are found anywhere there are
free people and often serving at risk to their
lives in areas under constant threat. Jasper
Fireforge is a good example of a Citadel
Mystic.

Hit Die: d8

Requirements

To qualify to become a Citadel
Mystic, the character must fulfill all
of the following criteria:

Alignment: Any good.

Saves: Base Will Save +4.

Skills: Heal 8 ranks, Knowledge
(religion) 8 ranks, Diplomacy 4
ranks.

Spellcasting: Ability to cast 2nd
level divine spells without prepara-
tion, including at least two different
spells from the Conjuration (heal-
ing) sub-school.

Special: Graduation from the
Citadel of Light.

Class Skills

The Citadel Mystic’s class skills (and
the key ability for each skill) are
Concentration (Con), Craft
(Int), Diplomacy (Cha),
Heal (Wis),
Knowledge (reli-
gion) (Int), Sense
Motive  (Wis)
and Spelleraft
(Int). See
Chapter 4:
Skills in the
Player’s Handbook for skill descriptions.

Skill points at each level: 2 + Int modifier.

Class Features

All of the following are class features for the
Citadel Mystic prestige class.

Weapon and Armor Proficiency: Citadel
Mystics gain no additional proficiencies in
Weapons Or armor.

CHARACTERS O

Spells per Day: A Citadel Mystic continues
her commitment to divine magic. Thus, when a
new Citadel Mystic level is gained, the character
gains new spells per day as if she had also gained
a level in a divine spcllcdstmg class she belonged
to before she added the prestige class. She does
not, however, gain any other benefits a character
of that class would have gained (metamagic feats,
turn undead, and so on) except for an increased
effective level of spellcasting. A Citadel Mystic
who had more than one divine spellcasting class

must decide to which class she adds the new
level for purposes of spells per day.
Necromantic Restriction:
Citadel Mystics are forbidden to cast
necromantic, death, or evil spells,
either from the domains of those
spells from the Necromancy
school or spells with the Evil or
Death descriptors. If the
Citadel Mystic already knows
spells that match this descrip-
tion and knowingly casts them,
she risks losing her status as a
Citadel Mystic (see Ex-Citadel
Mystic, below).
Domain: At 1Ist level, the
Citadel Mystic masters another
of the various forms of mysticism.
She may choose a new clerical
domain from the following list:
Alteration, Animal, Channeling,

Good, Insight,  Meditation,
Mentalism, Plant, Restoration,
Sensitivity, or Sun. The Citadel

Mystic gains the granted power for
this new domain and, if she has
mystic levels, she gains the domain
spells as bonus spells on top of those
she already knows. However, she
does not gain any additional spells
per day from the bonus
domain.
Citadel Mystics who
already possess the
Sun domain as a
mystic, or who
add it as a bonus
domain,  add
their ~ Citadel
Mystic  levels to
their mystic levels for purposes of turning undead.
Heart's Grace (Su): Citadel Mystics learn to
achieve a strength of spirit and commitment that
enables them to weather any trial. At 4th level
and again at 8th level, the Citadel Mystic chooses
a saving throw type (Will, Reflex, or Fortitude) to
which she may add her Charisma bonus. She may
not choose the same saving throw twice.

CHaARACTERS (o 3]
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Reputation (Ex): The Citadel of Light has a
reputation for defending and representing the
poor, downtrodden, and unfortunate, as well as
being an inspiration to the rulers of the free peo-
ples of Ansalon. Any Citadel Mystic may add the
listed Reputation bonus to her Charisma-based
skill checks when interacting with prisoners,
peasants, and refugees or with rulers, nobles, and
authority figures. This bonus is applied as a penal-
ty, however, when the Citadel Mystic is interact-
ing with enemies of the Citadel (such as the

Knights of Neraka).

TasLE 1-5: CiTADEL MysTIC
Class  Base Attack Fort Ref Will
Level Bonus Save  Save Save
1 +0 +2 +0 +2
2 +1 +3 +0 +3
3 +2 +3 +1 +3
4 +3 +4 +1 +4
5 +3 +4 +1 +4
6 +4 +5 +2 +5
7 +5 +5 +2 +5
8 +6 +6 +2 +6
9 +6 +6 +3 +6
10 +7 +7 +3 +7

Mystic Secret (Ex): At 3rd level and then at
every other level after that (5th, 7th, and 9th lev-
els) a Citadel Mystic grows in her ability to shape
and channel mystic energy. Each time she gains a
secret, she may permanently modify one of her
spells known with either the Empower or Extend
metamagic feat at no additional increase in spell
level. She does not need to have the specific
metamagic feats in question to benefit from this
ability.

Ex-Citadel Mystics: A Citadel Mystic who
turns to evil or betrays the philosophy of the
Citadel of Light loses all reputation and Heart's
Grace benefits she may have gained, and may no
longer advance as a Citadel Mystic. In addition,
any reputation bonus she may have had is instead
applied as a penalty to her Charisma-based skill
checks with authorities and leaders among the
free peoples, including the Knights of Solamnia,
until she restores her relationship with the
Citadel of Light.

KEnbDer [TiGHTSTALKER

The kender nightstalker, in typical kender fash-
ion, exudes curiosity and wonder. However,
unlike most of his brethren, the nightstalker goes
one step further in his quest for knowledge-he
actively seeks out and consults the dead by latent-
ly tapping into mysticism. The kender nightstalk-
er searches for those souls whose regrets and sor-
rows bind them to Krynn, and prevent them from
departing to the next stage of the soul’s journey.
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Special

Bonus domain
Reputation +2
Mystic secret
Heart's grace
Mystic secret
Reputation +4
Mystic secret
Heart's grace
Mystic secret
Reputation +6

Just prior to the War of Souls, many kender
nightstalkers came forth to insist that the dead
were “acting funny,” that their own undead com-
panions were leeching away what little mystical
energies the kender possessed. Of course, none
paid any attention to the kender nightstalkers. If
they had, they might have discovered the truth
about what was transpiring with the dead on
Krynn.

Kender rogues, bards, and nobles make natural
kender nightstalkers. Many nightstalkers also
multiclass into mystic to supplement their abili-

Spells Per Day/Known

+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class

ties. Fighters, barbarians, paladins, sorcerers, wiz-
ards, and monks very rarely become nightstalk-
ers.

Kender nightstalkers roam about Ansalon
searching for new undead “friends,” often travel-
ing in company with other kender or members of
other races. Small groups can often be found
roaming the bleak countryside of Nightlund or
scampering about from gravestone to gravestone
in large cities such as Palanthas, Gwynned, and
Kalaman, hoping to find an interesting soul or
two whose gnef has bound them to this world, in
hopes of garnering knowledge and putting some
of the unhappy spirits to rest.

Hit Die: d6

Requirements
To qualify to become a kender nightstalker, a
character must fulfill all of the following criteria.

Alignment: Any Good.

Race: Kender or half-kender.

Skills: Bluff 8 ranks, Diplomacy 7 ranks,
Gather Information 8 ranks, Sense Motive 6
ranks, Spot 6 ranks.

Feats: Great Fortitude, Iron Will.

Special: Must have encountered an undead
creature with an Intelligence of 3 or greater.

Class Skills

The kender nightstalker's class skills (and the key
ability for each skill) are Balance (Dex),
Concentration (Con), Craft (Int), Diplomacy
(Cha), Disable Device (Int), Escape Artist (Dex),
Gather Information (Cha), Hide (Dex), Listen



(Wis), Move Silently (Dex), Open Lock (Dex),
Profession (Int), Search (Int), Sleight of Hand
(Dex), Spellcraft (Int), Spot (Wis), Survival (Wis),
Use Magic Device (Cha, exclusive skill), and Use
Rope (Dex).

Skill Points at Each Level: 4+Int Modifier.

Class Features

All of the following are class features for the
kender nightstalker prestige class.

Weapon and Armor Proficiency: Kender
nightstalkers gain no additional proficiency in any
Wweapon or armor.

Spells: Beginning at 1st level, a kender night-
stalker gains the ability to cast a small number of
divine spells. To cast a spell, the kender night-
stalker must have a Wisdom score of at least 10 +
spell's level, so a kender nightstalker with a
Wisdom of 10 or lower cannot cast these spells.
Kender nightstalker bonus spells are based on
Wisdom, and saving throws against these spells
have a DC of 10 + spell level + the kender night-
stalker's Wisdom modifier. When the kender
nightstalker gets 0 spells per day of a given level,
such as 0 1st level spells at 15! level, he gets only
bonus spells. (A kender nightstalker without a
bonus spell for that level cannot yet cast a spell of
that level.) The kender nightstalker’s spell list
appears below. Similar to a mystic, a kender
nightstalker has a limited repertoire of spells to
choose from the kender nightstalker spell list, but
he is not required to prepare them.

At 6th, 8th, and 10th level, the kender night-
stalker may choose to learn a new spell in place of
one he already knows. The new spell must be of
the same level of the spell being replaced, and
must be two levels lower than the maximum level
of spell that the kender nightstalker can cast.

A kender nightstalker's caster level is one-half
his kender nightstalker level.

Turn Undead: At first level, the kender night-
stalker gains the ability to turn undead that func-
tions like a good-aligned cleric.

Death Sight (Sp): Once per day per class level,
a kender nightstalker can detect undead as per the
spell, but does not have to concentrate to keep

TaBLE 1-6: KENDER NIGHTSTALKER

Class Base Attack  Fort Ref will
Level Bonus Save  Save Save  Special
1st +0 +0 +2 +2
Znd  +1 +0 +3 +3
3rd +2 +1 +3 +3
4th +3 +1 +4 4
5th +3 +1 +4 4
6th 4 +2 +5 +5
7th +5 +2 +5 +5
8th +6 +2 +6 +6
9th +6 +3 +6 +6
10th  +7 +3 +7 +7

CHARACTERS Ow

the effect going for its duration. This ability is
used at a caster level equal to half the kender
nightstalker's character level.

Aura of Innocence (Su): At 2nd level, the
innate innocent nature of kender subtly affects
their magic. Any hostile incorporeal undead with-
in 30 feet of the nightstalker must succeed at a
Will saving throw (DC 10 + nightstalker level +
Charisma modifier) or be affected as if the night-
stalker had cast senctuary on himself. Any incor-
poreal undead that succeeds at its saving throw is
immune to the kender nightstalker's Awra of
Innocence for 24 hours,

Whispers of the Dead (Su): At 3rd level,
whenever a kender nightstalker is in an enclosed
area (such as a mansion, dungeon, or caverns)
where five or more creatures have been killed, the
lingering essences of the dead speak to him and
whisper the secrets of the surroundings, granting
him a +2 insight bonus to all Listen, Search, and
Spot checks. This bonus increases to +4 at 6th
level, ad +6 at 9th level.

Spirit Companion: At 4th level, the kender
nightstalker’s exploits have piqued the interest of
a like-minded spirit-literally. The nightstalker
gains a ghost cohort (see the template Ghost in
the Monster Manual) that faithfully follows him in
his travels. The base creature must be of the same
alignment as the kender nightstalker and begins
with 3 HD less than the kender nightstalker’s
character level. The ghost must be one of the fol-
lowing races: human, elf, dwarf, gnome, kender,
half~ogre. If a nightstalker’s spirit companion is
permanently destroyed, then he cannot gain
another one until he acquires another character
level. At 8th level, the kender nightstalker gains a
second spirit companion. Spirit companions
advance just like normal cohorts.

Necromantic Resistance (Su): Beginning at
5th level, the kender nightstalker gains a +4
sacred bonus to all saves against necromancy
effects.

Spirit Handling: Beginning at 7th level, a
kender nightstalker’s bond with his spirit com-
panion strengthens so that he may confer his skill
bonus for Open Lock and Sleight of Hand checks
onto his companion whenever it is manifested.

Turn Undead, Death Sight
Aura of Innocence
Whispers of the Dead +2
Spirit Companion (1)
Necromantic Resistance
Whispers of the Dead +4
Spirit Handling

Spirit Companion (2)
Whispers of the Dead +6
Spectral Symbiosis
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Spectral Symbiosis: At 10th level, a kender
nightstalker’s potent abilities in spiritual magic
bolsters and strengthens his spirit companions,
granting them 2 more Hit Dice each. These hit
dice are generic undead hit dice, and affect the
ghost appropriately (see the Monster Manual).
Furthermore, should a spirit companion be forced
to make its rejuvenation check upon destruction,
the nightstalker may opt to allow the spirit com-
panion to use the nightstalker’s Will save bonus
instead of the spirit companion’s Hit Die total.
Should the spirit companion fail and be destroyed
permanently, the kender nightstalker must
attempt a Fortitude saving throw (DC 15). If the
saving throw fails, the kender nightstalker loses
200 experience points per nightstalker level. A
successful saving throw reduces the loss by half,
to 100 XP per kender nightstalker level. The

experience point loss caused by the destruction of

a spirit companion can never result in level loss.

TABLE 1-7: KENDER NIGHTSTALKER SPELLS PER DAY
2nd 3rd 4th

0
1
1

(P T T T
Bt b = — ey

TaABLE 1-8: KENDER NIGHTSTALKER SPELLS KNOWN

Level 1st 2nd ird 4th
1st ™

2nd 1 - - -
3rd 1 -

4th 1 1* x
S5th 2 1

6th 2 1 1%

7th 2 1 1

8th 3 2 1 i
9th 3 2 1 1
10th 3 2 2 1

*Provided the kender nightstalker has sufficient Charisma

to have a bonus spell of this level.

Kender Nightstalker Spell List

Kender nightstalkers choose their spells from the
following list:

1t cure light wounds, deathwatch, disrupt
uﬂde , gentle repose, ray of enfeeblement.

NC_consecrate, cure moderate wounds, ghoul

laucﬁ lesser restoration.

3—cure serious wounds, halt undead, speak with
dead, vampiric touch.

ath_cure critical wounds, death ward, neutralize
poison, restoration.
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Lecion IMystic

Legion mystics are the spiritual backbone of the
Legion of Steel. Such mystics seek to embody the
ideals of the Legacy left behind by Sara Dunstan,
founder of the Legion, by drawing on their faith
and commitment to the spirit of their Order in
order to work miracles. Composed of both for-
mer Skull Knights and aspiring young mystics
seeking to rid Ansalon of dark mysticism, the
Legion mystics work tirelessly to turn evil upon
itself and protect the weak and innocent.

Mystics are the most likely characters to take
levels in this class. The divine spellcasting require-
ments mean non-spellcasting characters will need
to acquire mystic levels before satisfying them.
Mystic/rogues and mystic/nobles are common
multiclassed options.

High-level NPC Legion mystics are found
among the Legion Elders, disseminating informa-
tion about the activity of the Dragon Overlords
and the Knights of Neraka. One High-level NPC
Legion mystic may serve as mentor to a player
character Legion mystic, providing help on occa-
sion or sending the hero to address threats to free
regions or to recover intelligence from the Skull
Knights.

Hit Dice: d8

Requirements

To qualify to become a Legion mystic, a charac-
ter must fulfill all the following criteria.
Alignment: Any good.
Base Save Bonuses: Will +6
Feats: Iron Will.
Skills: Sense Motive 6 ranks,
Knowledge (Religion) 6 ranks.
Spellcasting: Ability to cast 2nd level divine
spells without preparation.
Special: Must possess the Legion knowledge
class ability.

Class Skills

The Legion mystic’s class skills (and the key abil-
ity for each skill) are Bluff’ (Cha), Concentration
(Con), Craft (Int), Diplomacy (Cha), Gather
Information (Cha), Heal (Wis), Knowledge (reli-
gion) (Int), Listen (Wis), Profession (Wis), Search
(Int), Sense Motive (Wis), Spelleraft (Int) and
Spot (Wis). See Chapter 4: Skills in the Player’s
Handbook for skill descriptions.
Skill Points at Each Level: 2 + Int modifier.

Class Features

All the following are class features of the Legion
mystic prestige class.

Weapon and Armor Proficiency: Legion mys-
tics do not gain any additional weapon or armor
proficiency.

Spells per Day/Spells Known: A Legion mys-
tic continues to develop his divine talents, much
of which come from deciphering Skull Knight

Heal 6 ranks,




mysticism. Thus, when a new Legion mystic level
is gained, the character gains new spells per day
(and spells known, if applicable) as if he had also
gained a level in a divine spellcasting class he
belonged to before he added the prestige class.
He does not, however, gain any other benefit a
character of that class would have gained (turn
undead, bonus feats, and so on) except for an
increased effective level of spellcasting. A Legion
mystic who had more than one divine spellcast-
ing class must decide to which class he adds the
new level for purposes of spells per day and spells
known.

Legacy’s Courage (Su): At 1st level, a Legion
mystic learns to embody the ideal of having
courage to do what is right, and accepting the
consequences. He gains immunity to fear, and
those allies within a 30 ft radius of him who are
aware of his presence gain a +4 bonus to saving
throws against fear.

TasLE 1-9: LEGION MysTIC

Class  Base Attack Fort Ref will
Level Bonus Save  Save Save
1 +0 +2 +0 +2
2 +1 +3 +0 +3
3 +2 +3 +1 +3
4 +3 4 +1 +4
5 +3 +4 +1 4

Special

Legacy's courage
Legacy's strength
Legacy's awareness
Legacy’s virtue

Legacy's justice

CHARACTERS O~

Leg:uy'q Strength (Su): At 2nd level, a Legion
mystic gains the ability to literally draw strength
from self-know ledge. Once a day, he may add his
Charisma bonus or Intelligence bonus, whichever
is higher, to his Strength score as an enhancement
bonus. This remains in effect for one round for
every level of Legion mystic he pnwchsu

Legacy’s Awareness (Su): At 3rd level, a
Legion mystic learns to be cllt‘l‘t to danger and
injustice. He adds his L .egion mystic level to all
Listen, Search, Sense Motive, and Spot skill
checks, and gains an insight bonus to his Initiative
checks equal to his Wisdom modifier.

Legacy's Virtue (Su): At 4th level, a Legion
mystic learns to embody the ideal of respect for
all forms of virtue. He gains immunity to compul-
sions and charm effects, and those allies within a
30 ft. radius of him who are aware of his presence
gain a +4 bonus to saving throws against charms
and compulsions.

Spells Per Day/Known

+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
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Legacy’s Justice (Su): At 5th level, a Legion
mystic gains the ability to mete out justice and
deliver others from falsehood. Once a day, he
may attempt to smite evil, adding his Wisdom
bonus to his attack rolls and his character level to
his damage rolls. If he strikes a non evil target, the
ability fails and is used up for the day. In addition,
the Legion mystic may dzscern lies once per day
per point of Wisdom bonus (if any).

Ex-Legion Mystics: A Legion mystic who
turns to evil or makes an attack upon the Legion
of Steel, a member of the Legion, of any of those
whom the Legion protects loses all of his class
abilities and may no longer advance as a Legion

mystic until he has atoned (see the atonement épell
in the Player’s Handbook.)

LeEcion Scovut

Legion scouts are members of the Legion of Steel
who act as the eyes and ears of the Legion.
Legion scouts are sent ahead of Legion forces to
regions and areas which the Legion of Steel has
targeted for an operation or are sent to investigate
the region, becoming acquainted with the local
customs and current events. Legion Scouts are
master trackers and clever negotiators, adept at
paving the way for the Legion’s other knights and
agents.

This class is ideally suited to rangers and
rogues, who find that their skills and abilities
make qualifying for the class much easier.
Fighters, barbarians and even some nobles also
find the life of a Legion scout appealing.
Spellcasters such as mystics and sorcerers typical-
ly adopt one of the other Legion prestige classes,
as this class does not offer as much magical devel-
opment.

NPC Legion scouts are usually well-estab-
lished individuals who set up cells in towns and
cities and then move on, often serving as the con-
tact person for the player heroes in Legion-
watched cities or dangerous areas.

Hit Dice: d8

Requirements

To qualify to become a Legion scout, a character
must fulfill all the following criteria.

Alignment: Any good.

Base Attack Bonus: +6

Base Save Bonuses: Reflex +6

Feats: Track

TasLe 1-10: LEGioN ScouT
Class  Base Attack Fort Ref Will

Level Bonus Save  Save Save  Special
1 +0 +0 +2 +2
T 0 43 +3
3 +2 +1 +3 +3
4 +3 +1 +4 +4
5 +3 +1 +4 +4

36 Oso> CHaPTER OnE

Skills: Gather Information 10 ranks, Bluff 6
ranks, Survival 6 ranks.

Special: Must possess the Legion knowledge
class ability.

Class Skills

The Legion scout’s class skills (and the key abili-
ty for each skill) are Bluff (Cha), Diplomacy
(Cha), Disguise (Cha), Gather Information (Cha),
Hide (Dex), Jump (Str), Knowledge (all skills
taken individually) (Int), Listen (Wis), Profession
(Wis), Sense Motive (Wis), Spot (Wis), Survival
(Wis) and Swim (Str). See Chapter 4: Skills in the
Player’s Handbook for skill descriptions.
Skill Points at Each Level: 4 + Int modifier.

Class Features

All the following are class features of the Legion
scout prestige class,

Weapon and Armor Proficiency: Legion
scouts do not gain any additional weapon or
armor proficiency.

Region Familiarity (Ex): A Legion scout
makes an effort to get to know the places within
which he operates as intimately as possible.
Whether he moves within information circles or
through the wilderness, his skill benefits from this
heightened familiarity. Beginning at Ist level and
again at 3rd and 5th levels, he may choose a
region from the following list: ~ Abanasinia,
Blode, Blood Sea Isles, Estwilde, Hylo, Icereach,
Kern, Kharolis, Khur, Lemish, Neraka, Nightlund,
Nordmaar, Northern Ergoth, Palanthas (city),
Plains of Dust, Qualinesti, Sancrist, Sanction
(city), Schallsea, Silvanesti, Solamnia, Southern
Ergoth, Teyr, Thorbardin, Throtl, Zhakar.

Thereafter, all of the Legion scout’s Legion
knowledge checks, Gather Information checks,
and Survival checks in that region are made with
a +2 competence bonus. The same region may
not be selected twice.

Face in the Crowd (Ex): The Legion scout is
adept at blending in with the locals in any area in
which he spends time. At 1st level, the Legion
scout gains a +4 circumstance bonus to Bluff and
Disguise checks when trying to pass himself off as
a local or commoner. He must spend at least 24
hours in the city or area in which he attempts this
deception, in order to familiarize himself with the
current events and patterns of society.

Tst region familiarity, face in the crowd
Sneak attack +1d6, fifth column

2nd region familiarity, safe haven

Fly in the ointment

3rd region familiarity, sneak attack +2d6



Sneak Attack (Ex): At 2nd level the Legion
scout gains the ability to strike at a foe's vital
points for additional damage. This ability func-
tions in all ways like the rogue ability, and if the
Legion scout already possesses this ability from
levels in rogue or another class, the bonus dice
stack. The bonus starts at +1d6 and increases to
+2d6 at 5th level.

Fifth Column (Ex): At 2nd level, the Legion
scout has learned how to effectively pass himself
off as a guard, soldier, or local militia in any town
in which he spends at least 24 hours. He gains a
+4 circumstance bonus to Bluff and Disguise skill
checks (does not stack with Face in the Crowd)
when doing so. In addition, so long as the ruse is
in place, any Gather Information skill checks
made to discern troop movements, military plans,
prisoners, and other nuggets of information gain a
42 insight bonus.

Safe Haven (Ex): At 3rd level, the Legion
scout is able to quickly establish a relatively secure
and defensive location within a city or area upon
arrival for as many individuals as the Legion
scout’s class level plus his Wisdom modifier. Any
such sequestered individual gains a +10 circum-
stance bonus on Hide checks to avoid being
found by authorities and searchers while hidden.
The Legion scout cannot benefit himself from
this bonus.

Establishing the safe haven requires a success-
ful Search check, with the DC dependent on the
size of the community - Thorp, Hamlet or
Village: 30, Small or Large Town: 25, Small or
Large City: 20, Metropolis: 15. If the authorities
are generally evil or despotic, the DC is increased
by +2. If the authorities are absent or trusting, the
DC is reduced by -2. A safe haven only lasts as
long as the Legion scout remains in the town and
for one additional day for every day he prepared
the haven ahead of time, up to a maximum of a
month.

Fly in the Ointment (Ex): At 4th level, the
Legion scout has acquired an uncanny ability to
discern the weak points in an authority figure's
organization. With at least one week's prepara-
tion, a Legion scout may make an opposed Bluff
check vs. the Sense Motive of the official, noble,
or authority figure in question. He may not take
10 or take 20 on this check. If successful, the
Legion scout gains a +2 insight bonus on all
attack rolls, skill checks and initiative checks
against the authority figure and those underlings

TaBLE 1-17: LEGION SORCERER

Class  Base Attack Fort Ref Will

Level  Bonus Save  Save Save  Special
1 +0 +0 +0 +2

2 +1 +0 +0 +3

3 +1 +1 +1 +3

4 +2 +1 +1 +4

5 +2 +1 +1 +4

Share divination
Canny spellcraft
Confound divination
Covert spellcraft
Counter divination

CHARACTERS O~

or followers in his chain of command. Once used,
the bonus only lasts for 24 hours, at which point
the element of surprise is lost and the process
must be started over. If the check is a failure, the
Legion scout may not attempt the check again
until at least a month has passed (or the target is
replaced).

LEGion SORCERER

Legion sorcerers are members of the Legion of
Steel with a background in sorcery and arcane
information gathering. Acting on information
gained by former Knights of the Thorn, the
Legion of Steel now actively seeks out those
whose magical ability enables them to support
Legion agents and counter the sorcery of enemy
organizations.

This class is primarily suited to sorcerers,
although any class with the ability to use arcane
magic without preparation (such as bards) would
be an excellent candidate. The spellcasting
requirement rules out many classes, though mul-
ticlassed sorcerer/rogues and sorcerer/rangers
make good Legion sorcerers.

NPC Legion sorcerers are often high-level
Knights or agents residing in cities and areas
either controlled by or threatened by a Dragon
Overlord or Knights of the Thorn. In some
instances, Legion sorcerers may also be found in
free lands where their abilities may be useful to
player heroes seeking arcane information or
knowledge. Some of the oldest Legion sorcerers
are ex-Thorn Knights, inspired by the Legacy of
Sara Dunstan and now working against their for-

mer brethren.

Hit Dice: d4
Requirements
To qualify to become a Legion sorcerer, a charac-
ter must fulfill all the following criteria.

Alignment: Any good.

Base Save Bonuses: Will +6

Feats: Spell Focus (divination)

Skills: Gather Information 6 ranks, Knowledge
(arcana) 6 ranks, Spellcraft 6 ranks.

Spellcasting: Ability to cast 2nd level arcane
spells without preparation, including at least three
divination spells.

Special: Must possess the Legion knowledge
class ability.

Spells Per Day/Known

41 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
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Class Skills

The Legion sorcerer’s class skills (and the key
ability for each skill) are Bluff (Cha),
Concentration (Con), Craft (Int), Decipher Script
(Int), Diplomacy (Cha), Gather Information
(Cha), Knowledge (all skills taken individually)
(Int), Listen (Wis), Profession (Wis), Sense
Motive (Wis), Spelleraft (Int) and Spot (Wis). See
Chapter 4: Skills in the Player's Handbook for
skill descriptions.
Skill Points at Each Level: 4 + Int modifier.

Class Features

All the following are class features of the Legion
sorcerer prestige class.

Weapon and Armor Proficiency: Legion sor-
cerers do not gain any additional weapon or
armor proficiency.

Spells per Day/Spells Known: A Legion sor-
cerer continues to develop his arcane talents
throughout his life. Thus, when a new Legion
sorcerer level is gained, the character gains new
spells per day (and spells known, if applicable) as
if he had also gained a level in an arcane spell-
casting class he belonged to before he added the
prestige class. He does not, however, gain any
other benefit a character of that class would have
gained (metamagic or item creation feats, and so
on) except for an increased effective level of spell-
casting. A Legion sorcerer who had more than
one arcane spellcasting class must decide to
which class he adds the new level for purposes of
spells per day and spells known.

Share Divination (Su): A 1st-level Legion sor-
cerer has developed his arts of magical inquiry
and divinatory talents, and can more easily share
the results with his allies. When casting any div-
ination spell as a full round action, the Legion
sorcerer can extend the effects of the spell to a
number of other individuals of his choice in a 30
foot radius equal to his caster level. The caster is
still considered the center of the spell's effect
radius, so that any results of the spell depend on
the caster's location, not the individuals sharing
the spell.

Canny Spellcraft (Ex): At 2nd level, the
Legion sorcerer learns to apply his own quick-
thinking and knowledge of arcane magic when
dealing with his enemies. He may add his
Intelligence bonus (if any) to his caster level
checks when attempting to overcome a target's
spell resistance and to his own saving throws vs.
spells and spell-like abilities. He loses the second
benefit if he is flat-footed or otherwise surprised
or unaware (such as when he is blinded, panicked
or unconscious).

Confound Divination (Su): At 3rd level, the
ability of a Legion sorcerer to recognize and resist
external divination becomes second-nature to
him. He is allowed a Will saving throw to resist
or block scrying attempts used upon him (such as
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from the serying spell) even when no saving throw
is normally allowed, and including attempts made
to view the immediate area in which he is locat-
ed. This ability has no effect on such spells as
detect good or discern lies, however, which contin-
ue to affect him as normal.

Covert Spelleraft (Ex): At 4th level the Legion
sorcerer masters the art of casting some of his
spells with subtlety to avoid detection by other
sorcerers. He may choose a number of known
spells equal to 3 plus his Intelligence bonus to
permanently modify with the Silent Spell metam-
agic feat. Spells modified in this way do not use
up a higher-level slot, nor do they take longer to
cast.

Counter Divination (Su): At 5th level, the
Legion sorcerer’s talent in foiling attempts to
divine his location improves to the point where
he can attempt to identify the source and identi-
ty of the divination. When he is the target of any
divination spell, the Legion sorcerer may make a
Will save of his own (DC 15 + diviner's caster
level) as a standard action. Success indicates that
the Legion sorcerer knows the identity and cur-
rent location of the diviner. Failed attempts to
identify the source may not be retried. This abili-
ty is affected by such spells as nondetection and

false vision, which will conceal the diviner’s iden-

tity just as if the Legion sorcerer were attempting
to scry him or her.

MastER AMBASSADOR_

The master ambassador represents the individual
who has the ability to conduct sensitive diplo-
matic missions, handle difficult negotiations, and
formulate effective government policy—all skills
that are highly valued in a war-torn world. Such
a person may be the representative of princes in
foreign lands and often hostile courts. He may be
acting in the interests of his liege or for his own
ends, if the the ambition of the master ambassa-
dor eclipses his loyalties. Whatever his cause, his
skill in diplomacy remains keen.

All master ambassadors are experienced in
political intrigue, in drafting agreements and
treaties, and in understanding a foreign mindset.
The master ambassador has the ability to lead a
kingdom to riches or into ruin with the turn of a
phrase.

Nobles, rogues and bards make the best master
ambassadors because they have substantial skill

backgrounds and their abilities complement the
t‘llp]()l“d[l( nature of this class. Clerics, mystics,
wizards, and sorcerers are also good candidates,
though their allegiances may often be divided if
they are also bound to an arcane or religious
agenda. Wilderness-oriented classes such as bar-
barians or rangers are rarely suited for the role of
a master ambassador, usually due to social
requirements.
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Master ambassadors are ideal adventurers
because they are always being sent to other lands
and regions to engage in diplomatic missions or
to act in the service of their liege lords. NPC mas-
ter ambassadors are often found in foreign courts
manipulating the affairs of local nobility or repre-
senting a nation’s interests in times of crisis. As
the eyes and ears of their rulers, master ambassa-
dors are excellent contacts for adventuring parties
seeking to hear news of home.

Hit Dice: d6

Requirements

To qualify to become a master ambassador, a
character must fulfill all the following crite- |
ria. .:,
Alignment: Any non-chaotic. Wl

Languages: Able to speak, read, and \f

and own racial language.

Skills: Bluff 4 ranks, Diplomacy 8 ranks,
Gather Information 4 ranks, Knowledge
(nobility and royalty) 8 ranks, Sense
Motive 8 ranks

Special: Must have held a diplomatic
office or position in which some courtly
or political matter was resolved
through the efforts of the character.

Class Skills

The master ambassador’s class skills
(and the key ability for each skill) are
Appraise (Int), Bluff (Cha), Decipher
Seript  (Int), Diplomacy (Cha),
Disguise (Cha), Escape Artist (Dex), |
Forgery (Int), Gather Information |
(Cha), Intimidate (Cha), 1
Knowledge (all skills taken indi-
vidually) (Int), Listen (Wis),
Sense Motive (Wis), Speak :
Language and Spot (Wis). See B T

Chapter 4: Skills in the : ay

Player’s Handbook for 5‘ .:_ '
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skill descriptions.
TaBLE 1-12: MASTER AMBASSADOR
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Skill Points at Each
Level: 6 + Int modifier.
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write in two languages outside of Common l\y&% <}§
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Class Features
All the following are class features of the master
ambassador prestige class.

Weapon and Armor Proficiency: Master
ambassadors gain no additional proficiency in any
weapon or armor.

Favored Embassy (Ex): A master ambassador
becomes intimately familiar with the political are-
nas to which she is assigned, and learns to adjust
to the unique customs and quirks of courtly life.

Beginning at 1Ist level, the master ambassador
. chooses one political environment, usually
2 the capital city of a kingdom, to which she
s has been assigned as an
ambassador. Whenever
she is in the chosen envi-
ronment, she gains a +2
bonus to all Diplomacy,
Gather Information, Knowledge
(nobility and royalty) and
Sense Motive checks.
At 4th level, 7th level,
! and 10th level the master
‘ | ambassador may add addition-
A~ al  favored embassies, or
" increase the bonus of an exist-
- ing embassy by +2. A master
%/ ambassador may also attempt to
b | abandon an existing embassy in
J,/ favor of a different one. This
| | process takes a month, during
. " which time the master ambassador
| ! loses all favored embassy bonuses in
' the court that she is abandoning.

s

1 e

L -

Ft The master ambassador must then
(23 make a successful Diplomacy check

(DC 20 + former favored embassy

A ' bonus). Success indicates that she has

- established a new favored embassy

with a bonus equal to that of the previ-
ous favored embassy.

Even in times of war, conflict
and revolution, the master ambassa-
dor does not lose her favored embassy
bonus, due to her keen understanding of

-

f

Favored embassy, insightful acclimation

Class Base Attack  Fort Ref will

Level Bonus Save  Save Save  Special

1 +0 +0 +0 +2

2 +1 +0 +0 +3 Retinue +1

3 +2 +1 +1 +3 Bonus language
4 +3 +1 +1 i Favored embassy
5 +3 +1 +1 o4 Retinue +2

6 +4 +2 +2 +5 Bonus language
7 +5 +2 +2 +5 Favored embassy
8 +6 +2 +2 +6 Retinue +3

9 +6 +3 +3 +6 Bonus language
10 +7 +3 +3 +7

Favored embassy
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the changing political climate. However, the diffi-
culty of any diplomatic actions in such an envi-
ronment may worsen.

Insightful Acclimation (Ex): A master ambas-
sador needs to be receptive to new and different
ideas, cultures and beliefs in order to have any
success in her career. Whenever she is interacting
with somebody from a different culture, race,
political background or religion than her own,
she may attempt a Sense Motive check to gather
or assemble information from the individual's
body language, non-verbal cues, attitude, and cul-
tural quirks.

This resembles a bard’s bardic knowledge abil-
ity, but is more immediate and direct, and
requires at least ten minutes of engaged conver-
sation or close observation of the individual to
work. The DC of the Sense Motive check
depends on the kind of information the master
ambassador is trving to learn, and is summarized
below. The information gained must have some
cultural, local, or tradition-related context, and
will rarely be more than a few key points, but is
often enough to give the master ambassador a
sense of the individual's background.

TaBLE 1-13: INSIGHTFUL ACCLIMATION
DC  Type of Knowledge
10 Common, known by at least a substantial
minority of the subject’s culture
20 Uncommon but available, privately known

master ambassador already has the Leadership
feat, she still gains the leadership score bonus but
gains no additional benefit.

Bonus Language (Ex): The master ambassa-
dor needs to be extremely well versed in lan-
guages in order to carry out her duties in foreign
courts. At 3rd level, and again at 6th and 9th lev-
els, she can choose a new language.

[Tomap SHAmADN

Nomad shamans are the spiritual heart of the
nomadic tribes of Ansalon, guiding their people
with an acute awareness of the spirit world and
the wisdom it engenders. Many nomad shamans
have known since childhood that they are called
to this high purpose, while others come to accept
this great responsibility with reluctance.

The shaman’s main duty is to the work with
the clan chief to guide the people, acting as the
chief’s closest and most trusted adviser. The
shaman also provides spiritual support, comfort
and inspiration for the clan’s members.

Mystics and druids make good nomad
shamans, due to the nature of their background.
Rangers and barbarians may ultimately follow the
path of the shaman, but most other classes are
either too intent on their own affairs or do not
have the required mindset.

NPC nomad shamans may be found in any
tribe or clan in the Age of Mortals, serving the
nomad chieftains and acting as spiritual counsel.

Hit Die: d8

or of some relevance to subject’s culture
25 Obscure, carefully-guarded or somewhat

Requirements
Saves: Base Will Save +4.
Feat: Alertness
Skills: Knowledge (nature) 8 ranks, Knowledge
(religion) 4 ranks, Survival 4 ranks.
Spellcasting: Ability to cast 3rd level divine
spells.
Special: Must have been raised in a nomad
culture and belong to a nomad tribe or clan.

unfamiliar to subject's culture
30 Extremely obscure, possibly highly secret
or taboo in subject’s culture

i

&) ‘

.,
-

Retinue (Ex): Most master ambassadors
choose to travel with a support staft that may
consist of aides, bodyguards, experts, and advi-
sors. At 2nd level the master ambassador eftec-
tively gains the Leadership feat, and her leader-
ship score gains a +1 bonus. This bonus increas-
es to +2 at 5th level and +3 at 8th level. If the

TaABLE 1-14: NOoMAD SHAMAN

Class  Base Attack  Fort Ref Will

Level Bonus Save  Save Save  Special Spells Per Day/Known

1 +0 +0 +0 +2 Spirit sight, totemic insight +1 level of existing class
2 +1 +0 +0 +3 Turn/rebuke spirit +1 level of existing class
3 +2 +1 +1 +3 Totemic insight +1 level of existing class
4 +3 +1 +1 +4 Spirit body 1/day +1 level of existing class
5 +3 +1 +1 -4 Totemic insight +1 level of existing class
6 +4 +2 +2 +5 Spirit body 2/day +1 level of existing class
7 +5 +2 +2 +5 Totemic insight +1 level of existing class
8 +6 +2 +2 +6 Spirit body 3/day +1 level of existing class
9 +6 +3 +3 +6 Totemic insight +1 level of existing class
10 +7 +3 +3 +7 Spirit body 4/day +1 level of existing class
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Class Skills

The Nomad Shaman’s class skills (and the key abil-

Concentration (C

Handle Anima d)
Knowledge (reli-

ity for each skill)
(Int), Diploma

and Surviva (
ryer’s Handbook for skill ptions.
Skill points at each level: 4 + Int modifier
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Class Features

Weapon and Armor Proficiency: Nomad

ance, light lance, scimi-
7 ar, whip
Forest: Blowgun, club, greatclub, hand axe,
shortbow, sling, throwing axe
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Tundra: Battleaxe, club, greataxe, hand axe,
light crossbow, light pick, shortspear

Mountarns: Battleaxe, blowgun, handaxe, short-
bow, shortspear, sickle, throwing axe

Plains: Club, greatclub, light lance, shortbow,
shortspear, spiked chain, whip

A nomad shaman's spiritual and tribal oaths
prohibit her from using non-tribal weapons or
armor heavier than light armor. If the nomad
shaman is already under restrictions from anoth-
er class, she must continue to adhere to those in
addition to those from her nomad shaman class.

Spells per Day/Spells Known: A nomad
shaman continues to explore and gain insight
from divine magic. Thus, when a new nomad
shaman level is gained, the character gains new
spells per day (and spells known, if a mystic) as if
she had also gained a level in a divine spellcasting
class she belonged to before she added the pres-
tige class. She does not, however, gain any other
benefits a character of that class would have
gained (bonus metamagic feats, wild shape, and so
on) except for an increased effective level of spell-
casting. A nomad shaman who had more than
one divine spellcasting class must decide to which
class she adds the new level for purposes of spells
per day and spells known.

Mystics who acquire this prestige class choose
new known spells from the druid spell list, not the
cleric spell list, when they advance in effective
spellcaster level. They may also draw upon the
druid spell list rather than the cleric spell list
when substituting previously known spells as
described under the mystic class in the
Dragonlance Campaign Setting.

Spirit Sight (Su): At Ist level, a nomadic
shaman can see ethereal creatures as easily as she
sees material creatures and objects. She can dis-

TaBLE 1-15: NOMAD SHAMAN TOTEMIC INSIGHTS

tinguish between them due to the somewhat
blurred and indistinct outline of an ethereal crea-
ture.

Totemic Insight (Su): Beginning at Ist level
and at every other level thereafter (3rd, 5th, 7th
and 9th level) a nomad shaman acquires wisdom
and supernatural guidance from the spirits that
visit her in her waking dreams. These insights
grant various benefits and abilities, depending on
the kind of spirit that taught or provided the
insight. Every time she gains this ability, the
nomad shaman chooses a new totemic insight
from the table below. Her class level plus her
Wisdom modifier determines which insights she
may select.

Turn/Rebuke Spirit (Su): At 2nd level, a
nomad shaman gains the ability to turn or rebuke
unwanted spirits and other incorporeal threats as
a cleric of her level turns undead. “Spirit” in this
case refers to any naturally or unnaturally incor-
poreal or ethereal undead, outsider, or creature.
She cannot destroy a spirit with this ability, how-
ever — those that would otherwise be destroyed
are turned for twice the duration. Evil shamans
may bolster spirits as an evil cleric bolsters
undead. Nomad shaman levels do not stack with
cleric levels (or mystic levels with the Sun
domain) for turning of undead; the abilities oper-
ate independently of one another.

Spirit Body (Su): At 4th level, the nomad
shaman's connection to the spirit world becomes
strong enough that she may briefly extend her
physical and spiritual efforts into it. She gains the
equivalent of the ghost fouch item quality (see
description in the Dungeon Master's Guide) for
the purposes of striking, grasping or defending
against incorporeal creatures and objects. As
such, incorporeal creatures may be attacked with-
out the 50% chance of damage avoidance, her
armor is not ignored when she is attacked by an

Gain 4 ranks in any one Knowledge, Craft or Profession skill in which you have

+2 bonus to Initiative checks.

+2 bonus to Survival checks in your tribal terrain type (forest, mountain, etc).

+1 bonus to Listen, Search and Spot skill checks.

+1 bonus to Will and Reflex saves.

+1 bonus to attack and damage rolls when in your tribal terrain type.

Gain the rage ability of a barbarian of your class level. If you already possess this

ability, you can use it one additional time per day.

Add +1 inherent bonus to Strength, Dexterity or Constitution ability score

Gain energy resistance of 5 + Wisdom bonus against any two energy attack

forms (cold, fire, electricity, acid, etc). If you already possess energy resistance of

that type, it increases by your Wisdom bonus. Energy resistance will change

appropriately if the Wisdom modifier changes.

Level
+ Wis mod. Insight Effect
1 Ancestral knowledge
no ranks.
2 Animal cunning
3 Gift of the land
4 Animal awareness
5 Ancestral providence
6 Gift of the wild
7 Animal fury
8 Ancestral might
(choose one).
9 Gift of the elements
10 Vision of the spirits
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Gain true seeing as a spell-like ability, usable 1/day at your caster level.



incorporeal creature, and her damaging spells
have their usual effect. As a side-effect of this abil-
ity, incorporeal creatures are able to grasp and
affect her and her equipment for the duration.
The ability lasts three rounds plus one additional
round per point of Charisma bonus, and may be
used a number of times per day as described in
the advancement table.

Ex-Nomad Shamans: If for any reason the
nomad shaman violates her spiritual and tradi-
tional taboos, she loses access to all of her class
abilities and may not advance levels in this class
until she atones (see atonement spell description in
the Player's Handbook). Violation includes
using restricted weapons and wearing
heavier armor, using her shamanic abili-
ties against her own people, and other
acts of defilement.

RoGcve KniGgHT

Rogue knights are former mem-
bers of one of the knightly orders
of Krynn who have broken their
sacred vows and turned to vil-
liany. Whether they have given in
to evil and corruption or aban-
doned their oaths out of disgust or
shame, the rogue knight is often a
tormented figure whose path
leads either to redemption or to
certain doom.

Fighters, paladins, and nobles
make excellent rogue knights.
Many rogue knights also have
levels in rogue, though often
they acquire these once they
have left their order. Clerics,
mystics and rangers are some-
what less suited, however, depending
on the knightly order to which the
rogue knight once belonged the
knight may already have levels in
these classes. Wizards, sorcerers, druids and bar-
barians are not often rogue knights.

TaBLE 1-16: ROGUE KNIGHT

CHARACTERS O

Because he is hunted by his former brethren,
the rogue knight often develops a reputation as an
outlaw. Flight from pursuit forces him to travel
extensively, with the result that rogue knights can
be found anywhere. NPC rogue knights are either
opponents of knightly heroes, or associates and
allies of heroes of a less chivalrous bent. Seeking
out and bringing to justice a knight who has gone
rogue can make up an extensive series of adven-
tures.

Dhamon Grimwulf is one of the most famous
examples of the rogue knight.

Hit Dice: d10

Requirements

To qualify to become a rogue knight, a character
must fulfill all the following criteria.

Base Attack Bonus: +5

Base Save Bonus: Fortitude +4

Feats: Armor  Proficiency

(heavy),  Martial  Weapon

Proficiency (any one), Honor-

bound (see below)

Special: Must have
once been a member of an
order of knighthood, such as

the Order of the Crown or
Order of the Lily. In addition,
the rogue knight must have
broken or betraved an
oath as described under
the Honor-bound feat
and  required  atonement
(although completing atone-
ment is not a require-
ment).

Class Skills
The rogue knight's
class skills (and the key ability for
each skill) are Bluff’ (Cha), Craft
(Cha), Diplomacy (Cha), Disguise
(Cha), Gather Information (Cha),
Hide (Dex), Intimidate  (Str),
Knowledge (nobility and royalty) (Int), Profession

Honot's price, desperate strike +1d6

Dire providence (lethal damage to subdual)
Desperate strike +2d6

Dire providence (stabilization)
Desperate strike +3d6

Dire providence (critical hits)

Class  Base Attack Fort Ref will
Level Bonus Save  Save Save  Special
1 +1 +2 +0 +0
2 +2 +3 +0 +0
3 +3 +3 +1 +1

4 +4 +4 +1 +1

5 +5 +4 +1 +1
6 +6/+1 +5 +2 +2
7 +7/42 +5 +2 2
8 +8/+3 +6 +2 +2
5 +9/+4 +6 +3 +3
10 +10/+5 +7 +3 +3

Desperate strike +4d6
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(Wis), Ride (Dex) and Sense Motive (Wis). See
Chapter 4: Skills in the Player's Handbook for
skill descriptions.

Skill Points at Each Level: 2 + Int modifier.

Class Features

All the following are class features of the rogue
knight prestige class.

Weapon and Armor Proficiency: Rogue
knights are proficient in all simple and martial
weapons, all types of armor, and shields.

Honor’s Price (Ex): A rogue knight is a victim
of broken oaths and foresworn promises. His lack
of honor exacts its price. He suffers a penalty to
his Charisma-based skill checks equal to his class
level whenever he deals with his former brothers
in the order to which he belonged and any other
knighthood that recognizes his order as one of
honor and duty. Conversely, he gains a bonus to
any Charisma-based skill checks equal to his class
level when dealing with the underworld, crimi-
nals, and other dishonorable or unsavory charac-
ters.

Desperate Strike (Ex): Abandoning his oaths
and avoiding the retribution of his order has
given rise to a deep-seated desperation in the
rogue knight, and he becomes capable of extraor-
dinary ferocity when surrounded or outnum-
bered. When the rogue knight is flanked by two
or more opponents, he adds the listed bonus to
all of his damage rolls in melee combat for as long
as he remains flanked. At 1st level this bonus is
+1d6, increasing to +2d6 at 4th level, +3d6 at 7th
level and +4d6 at 10th level. This bonus stacks
with any other damage bonus, such as a rogue’s
sneak attack, and has no effect on any opponent
that is immune to critical hits, such as undead,
oozes, plants or constructs,

Dire Providence (Su): A rogue knight's tragic
fate manifests with time into an uncanny ability
to survive against the odds. The following class
features manifest over the course of several levels
and are considered supernatural abilities.

At 3rd level, when a rogue knight takes dam-
age which would reduce him to 0 hit points or
less, he may make a Fortitude save (DC equals
damage dealt) to halve the damage. This ability
may be used once per day.

At 6th level, the rogue knight’s ability to recov-
er from unconsciousness and shock improves.
The percentage chance for his condition to stabi-
lize when below 0 hp, and to waken after becom-
ing unconscious, doubles to a base 20%. A char-
acter attempting to stabilize him using the Heal
skill gains a +4 bonus to her skill check.

At 9th level, the rogue knight may make a
Fortitude saving throw with a DC equal to the
original modified attack roll in order to avoid crit-
ical hits. If successful, the rogue knight only suf-
fers normal damage. If the save fails, the critical
hit damage is multiplied normally.

Ex-Solamnic and Dark Rogue Knights

Rogue knights who have class levels in any of the
Knight of Solamnia or Knight of Takhisis/Neraka
prestige classes will find that many of their special
abilities are lost to them. Like the blackguard, a
rogue knight with prior experience as a Solamnic
or dark knight gains additional abilities depend-
ing on how many combined knightly class levels
he had prior to acquiring the rogue knight pres-
tige class.

-
V)Y, TaBLE 1-15: FORMER KNIGHT LEVELS
/ ::, y Former Knight Levels  Extra Ability
1-2 Hardhearted (Su). The rogue knight gains a morale bonus to saves vs. fear and despair-
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inducing effects equal to his Charisma borus,
3-4 The rogue knight gains a +2 bonus to Bluff, Listen, Sense Motive, Spot and Survival checks
used against members of their former knighthood, and a +2 bonus to Initiative checks when
in combat against them. This is an extraordinary ability.
5-6 Fate's Hand (Su). The rogue knight adds his Charisma modifier as a morale bonus to all saving

throws, and he may smite law once per day. He adds his Charisma modifier (if positive) to his

attack roll and deals 1 extra point of damage per rogue knight class level against lawful

opponents.

7-8 The rogue knight gains an additional +2 bonus to Bluff, Listen, Sense Motive, Spot and Survival
checks used against members of their former knighthood, and an additional +2 bonus to
Initiative checks when in combat with them. This stacks with the level 3-4 ability, above.

9+ A Solamnic or dark knight with this level of experience who turns from the light or darkness is truly cast to
the winds of fate. Much as a blackguard may trade levels in paladin for levels in blackguard, a rogue knight
of this stature immediate gains a level of rogue knight for every level of Solamnic or dark knight prestige
class that he trades in. Levels in Rose/Thorn Knight are lost first, followed by Sword/Skull Knight and then
Crown/Lily Knight. Traded levels do not count as knight levels for the purposes of extra abilities, above.
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SoLamnic AVUXIiLiARY
MaGE

— “Honor in magic, honor in life.”
“ -

Solamnic Auxiliary mages are arcane spellcasters
who work to support the Knights of Solamnia.
Although wizards had previously served the
knighthood in an unoflicial capacity ever since
the days of Huma, the knights remained reluctant
to formally introduce wizards into their ranks.
This changed after the War of Souls, when the
Knights of Solamnia finally acknowledged that
they would do well to have members of a more
diverse background.

While they honored tradition and did not open
their ranks to spell-casters, they did create an aux-
iliary, which any White Robe wizard who follows
the Solamnic ideals may join. Members of the
Solamnic Auxiliary wear the symbol of the
Kingfisher, are supposed to be afforded the same
respect as Squires of Crown, and must swear the
Solamnic Oath, Esz Sularus oth Mithas (“My honor
is my life”).

TasLe 1-18: SoLAMNIC AUXILIARY MAGE

Class  Base Attack Fort Ref Will
Level Bonus Save  Save Save
1 +0 +0 +0 +2

2 +1 +0 +0 +3

3 +1 +1 +1 +3

4 +2 +1 +1 +4

5 +2 +1 +1 +4

Special

Magic of Loyalty
Heroic Initiative +1
Magic of Courage
Heroic Initiative +2
Magic of Justice

CHARACTERS O~

From the ranks of the Solamnic Auxiliary
comes the Solamnic Auxiliary mage. The
Solamnic Auxiliary mage uses his magical might
to aid the Knights of Solamnia in their fight
against foes such as the Dragon Overlords and
the Knights of Neraka. Chief among their enemies
are the Knights of the Thorn.

The Solamnic Auxiliary mage is especially hard
pressed to live up to the standards of the Knights
of Solamnia, as they have a tendency to distrust
arcane magic. As such, Solamnic Auxiliary mages
must work hard to earn the respect of the Knights
of Solamnia. Their arcane studies are centered on
the ideals of the Knights of Solamnia: loyalty,
courage, and justice.

The Solamnic Auxiliary mages pay homage to
two mages who came before them and who
helped to pave the way: Magius, who was friend
to Huma Dragonbane in the Third Dragon War,
and Palin Majere, who traveled with his knight
brothers prior to the Chaos War. Both of these
famous mages are considered to be honorary
Solamnic Auxiliary mages.

Due to the fact that Solamnic knights have
always been loyal followers of the gods—many of
them retaining ‘their faith in the gods even during
their absences—only those arcane spellcasters
who practice godly magic are welcome to join.
This may cause some difficulty for the good-
aligned wizard, who must swear to put the inter-
ests of the knighthood ahead of those of the
Orders of High Sorcery.

Solamnic Auxiliary mages stand ready to sup-
port the Knights of Solamnia with their arcane
magic and are shining examples of honor, virtue,
and chivalry. Their lives as members of the
knighthood are not easy, however, for they are
not fully accepted by their fellow knights, espe-
cially by some of the more conservative members,
and must work extremely hard to gain the trust of
their comrades.

Hit Die: d4.

Requirements
To qualify to become a Solamnic Auxiliary Mage,
a character must fulfill all the following eriteria.

Alignment: Lawful Good

Skills: Concentration 8 ranks, Knowledge
(nobility) 4 ranks.

Feats: Honor-bound, Iron Will,

Spells: Must be able to cast 3rd-level arcane
magic spells.

Spells Per Day/Known
+1 Spellcaster Level
+1 Spellcaster Level
+1 Spellcaster Level
+1 Spellcaster Level
+1 Spellcaster Level
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Special: Pass the Knight's Trials and be accept-
ed as a member of the Solamnic Auxiliary.

Class Skills

The Solamnic Auxiliary mage’s class skills (and
the key ability for each skill) are Concentration
(Con), Craft (Int), Diplomacy (Cha), Handle
Animal (Cha), Jump (Str), Knowledge (arcane)
(Int), Knowledge (nobility) (Int), Knowledge (reli-
gion) (Int), Profession (Wis), Ride (Dex), and
Spelleraft (Int).

Skill Points at Each Additional Level: 2 + Int
Modifier.

Class Features

Weapon and Armor Proficiency: Solamnic
Auxiliary mages do not gain any additional
weapon or armor proficiency.

Magic of Loyalty (Su): From the Knights of
the Crown, the Solamnic Auxiliary Mage learns
the virtue of loyalty. At the beginning of combat,
the Solamnic Auxiliary mage may choose one
ally with whom he has an oath of loyalty or serv-
ice. Whenever the mage is using magic to protect,
defend, or support that ally, the saving throw DC
of his spells is increased by +2. In addition, all
saving throws the Solamnic Auxiliary mage
makes against mind-influencing effects when
defending or protecting his designated ally gain a
+2 bonus.

Heroic Initiative (Ex): At 2nd level, a
Solamnic Auxiliary mage gains a +1 bonus on ini-
tiative checks. This bonus increases to +2 at 4th
level.

Magic of Courage (Su): From the Knights of
the Sword, the Solamnic Auxiliary mage learns
the virtue of courage. He becomes immune to
fear effects, and may add his Wisdom modifier (if
positive) as a sacred bonus to his Spellcraft check
when attempting to identify and counterspell any
fear-based spells.

Magic of Justice (Su): From the Knights of the
Rose, the Solamnic Auxiliary mage learns the
virtue of justice. The Solamnic Auxiliary mage
may designate one opponent per encounter that
the mage and the Knights of Solamnia are seek-
ing to bring to justice. Against this opponent, all
of the Solamnic Auxiliary mage’s spell save DCs
are increased by +2. The mage must be aware of
the identity of the opponent, and the opponent
must be aware of the mage's presence. The effect
lasts until the end of the encounter.

SPELLFILCH

Spellfilches are rogues with some measure of
magical skill, blending wizardry with larceny.
Some see themselves as thieves with good hearts,
stealing from the rich and giving to the poor,
while others pursue a life of crime to satisfy their
own greed or ambitions. Spellfilches tend to be
flamboyant, with a love for “showing off”. Many
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earn widespread notoriety due to use of their own
signature spell effects or quirky behavior which
they adopt in their activities, such as leaving
behind scraps of bad rhymes in broad daylight.

Due to the spellcasting requirement, sorcerers
and mystics make good spellfilches. Clerics and
wizards must be careful to address any needs of
their orders, but are also excellent choices. Bards
and rangers are good candidates, as are rogues
who take levels in a spellcasting class. Most other
classes either lack the temperament or prerequi-
sites for the spellfilch’s lifestyle.

A spellfilch adventurer might be hired to
recover stolen magic items, steal a spellbook from
a powerful wizard, enter dark ruins to search for
forgotten treasures or he may simply accompany
a group of mercenaries for a share of the loot.

NPC spellfilches are typically found in large
cities, as members of a thieves’ guild or acting as
independent agents. A spellfilch who operates in
the country-side might have his own group of fol-
lowers, who loyally serve him.

Hit Dice: d6

Requirements

To qualify to become a spellfilch, a character
must fulfill all the following criteria.

Alignment: Any nonlawful.

Base Save Bonus: Reflex +5

Skills: Bluff 6 ranks, Hide 6 ranks, Knowledge
(arcana) 6 ranks, Spellcraft 6 ranks

Feats: Silent Spell

Spellcasting: Ability to cast 2nd-level arcane
or divine spells.

Special: Sneak attack +2d6

Class Skills

The spellfilch’s class skills (and the key ability for
each skill) are Appraise (Int), Balance (Dex), Bluff
(Cha), Climb (Str), Concentration (Con), Craft
(Cha), Decipher Script (Int, exclusive skill),
Diplomacy (Cha), Disable Device (Int), Disguise
(Cha), Escape Artist (Dex), Gather Information
(Cha), Hide (Dex), Jump (Str), Knowledge
(arcana) (Int), Listen (Wis), Move Silently (Dex),
Open Lock (Dex), Profession (Wis), Search (Int),
Sense Motive (Wis), Sleight of Hand (Dex),
Spelleraft (Int), Spot (Wis), Swim (Str), Tumble
(Dex), Use Magic Device (Cha), and Use Rope
(Dex). See Chapter 4: Skills in the for skill
descriptions.
Skill Points at Each Level: 4 + Int modifier.

Class Features

All the following are class features of the spellfilch
prestige class.

Weapon and Armor Proficiency: Spellfilches
are proficient in all simple weapons, light armor,
and medium armor. At Ist level, the spellfilch
gains proficiency in one small or tiny exotic
weapon of her choice.
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Spells per Day/Spells Known: A spellfilch  cess and effect. She can choose to expend a spell
continues to master her magical talents. Thus,  slot (or a prepared spell, in the case of spellcasters
when an even-numbered who prepare spells ahead of time) to enhance a
spellfilch level is gained, the particular action or check. Using this ability
character gains new spells counts as a move-equivalent action. Every other
per day (and spells level, the scope of this ability increases, as
known, if appropriate) described below. No aspect may be used
as if she had also 4 WA, more than once per day.
gained a level = At 1st level, the spellfilch may gain a
in a spellcast- : competence bonus to a single skill check
ing class she : Yl equal to the level of the spell slot. Any of the
belonged to B _ N spellfilch’s class skills may be enhanced in this
before she \ manner. Any skill so enhanced is considered to
added the prestige be a supernatural ability for the purposes of
class. She does not, magical detection and other effects,
however, gain any At 3rd level, the spellfilch may add 1d6
other benefits a character to her sneak attack damage for every level of
of that class would spell slot expended. For example, if she
have gained (bonus expends a 4th level spell slot she adds +4d6 to
metamagic feats, turn her sneak attack damage. Because it is a move
undead and so on) action, the spellfilch must usually
except for an & ! Bogem,  already be in position in the round
increased 7 that she makes her sneak attack.
effective level The eftect is in place for only one
of spellcasting. attack, and if the attack miss-
A spellfilch es, the expended slot is wast-
who had more ed.
than one spell-
casting class must
decide to which

- /=

N

At 5th level, the spell-
filch may add a
’ bonus to her

—

-
-

class
she adds
the new level
for purposes of
spells per day and
spells known.
Spellwise (Su): A spell-

nex-t
Reflex sav-
ing throw equal
to the level of spell
slot expended. This
bonus lasts for a number
of rounds equal to her caster

filch develops her magical tal- level, or until she is required to
ents to aid her in her mundane skills, . make a Reflex save, whichever comes
to the point of adding to her level of suc- first.

TABLE 1-19: SPELLFILCH

Class Base Attack  Fort Ref Wwill

Level Bonus Save  Save Save  Special Spells Per Day/Known

1 +0 +0 +2 +2 Exotic weapon proficiency, +1 level of existing class
spellwise (skills)

2 +1 +0 +3 +3 Signature spell 1/day —

3 +2 +1 +3 +3 Spellwise (sneak attack) +1 level of existing class

4 +3 +1 +4 +4 Signature spell 2/day —

5 +3 +1 +4 +4 Spellwise (evasion) +1 level of existing class

6 +4 +2 +5 +5 Signature spell 3/day -

7 +5 +2 +5 +5 Spellwise (uncanny dodge) +1 level of existing class

8 +6 +2 +6 +6 Signature spell 4/day e

9 +6 +3 +6 +6 Spellwise (opportunist) +1 level of existing class

10 +7 +3 +7 +7 Signature spell 5/day -
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At 7th level, the spellfilch may add a dodge
bonus to her AC equal to the level of spell slot
expended. This bonus lasts for a number of
rounds equal to her caster level or when next
attacked (whichever comes first).

At 9th level, the spellfilch may add an insight
bonus to her next attack of opportunity equal to
the level of spell slot expended. This bonus lasts
for a number of rounds equal to her caster level,
or until she makes an attack of opportunity,
whichever comes first.

Signature Spell (Su): Each spellfilch develops
a trademark or modus operandi, something
which marks the spellfilch’s work as her own.
The ultimate expression of this is the signature
spell. The spellfilch chooses one spell which she
knows of a level no more than one less than the
maximum spell level she can cast. For example, if
she can cast 4th level spells, she may choose a
known spell of 3rd level or less. This spell
becomes her signature, and she may cast it spon-
taneously without preparation as a spell-like abil-
ity. It does not use up a spell slot and may be cho-
sen with a metamagic feat applied (which will
modify its level, so it must still be one less than
the maximum spell level). The signature spell is
either a divine or arcane spell, depending on the
primary spellcasting class of the spellfilch.

At every other level, the number of times a day
the spellfilch may cast her signature spell increas-
es by one. In addition, when she reaches a level at
which her number of times per day increases, she
may opt to switch out her signature spell for
another, which replaces the previous signature
spell. However, the new spell must belong to the
same school of magic as the previous one.
Therefore, a spellfilch could not switch out dar#-
ness (an evocation spell) for Aaste (a transmutation
spell).

Signature spells enable other spellcasters to
more readily recognize and identify the spell-
filch’s handiwork. For the purposes of using
Spellcraft to identify the signature spell, the iden-
tifying spellcaster gains a bonus to his skill checks
equal to 1 + the Charisma modifier (if positive) of
the spellfilch. The aura of a signature spell is
always one degree greater (faint becomes moder-
ate, moderate becomes strong, etc) when viewed
with spells such as detect magre.

TasLE 1-20: WArR MAGE

Class  Base Attack  Fort Ref Wil

Level Bonus Save  Save Save  Special
1 +0 +2 +0 +2

2 +1 +3 +0 +3

3 +1 +3 +1 +3

4 +2 +4 +1 +4

5 +2 +4 +1 +4
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Arcane aegis (1 ally), battle magic +1
Armored spellcasting (-5%), metamagic
Arcane aegis (2 allies), battle magic +2

War MaGE

“I don’t care about your name, Red. I don't want to
know your name. If you survive your first three or so
battles, then maybe 1'll learn your name. Not before. |
used to learn the names, but it was a goddamned
waste of time. Soon as I'd get to know a puke, he'd up
and die on me. These days 1 don't bother.”
- Horkin, Master-At-Wizardry
Brothers tn Arms by Margaret Weis & Don Perrin,

War mages are the masters of magical warfare,
using their arcane might to turn the tide of battle.
War mages use their talents for a variety of caus-
es and against a variety of foes, dating back to the
time of Magius and beyond.

War mages are found in many groups through-
out Ansalon, whether they are White-Robed
Mages fighting for the Whitestone forces, Black-
Robed Mages fighting for the dragonarmies,
Thorn Knights in the service of the Knights of
Takhisis, or Legion Sorcerers fighting against the
forces of the Dragon Overlords. War mages may
also be independent operators, acting as merce-
naries, joining the ranks of various military organ- ‘
izations.

Wizards and sorcerers are the most common
classes that take the war mage prestige class.
Sorcerers are valued for their ability to cast spells
on the fly, and to not be bound by a spellbook.
Wizards are valued for the variety of spells they
can cast. Bards can also take the war mage pres-
tige class, singing war ballads to inspire their allies
while also using magic in their defense.

The mage Raistlin Majere once studied as a
war mage when he and his brother Caramon
served as mercenaries. Perhaps the most famous
of all war mages is the wizard Magius, who
fought at Huma's side during the Third
Dragonwar.

Hit Die: d4

Requirements

Skills: Concentration 8 ranks, Spellcraft 8
ranks.

Feats: Combat Casting, Eschew Materials,
Weapon Focus.

Spells: Ability to cast 3rd-level arcane spells.

Spells Per Day/Known

+1 level of existing class
+1 level of existing class
+1 level of existing class

Armored spellcasting (-10%), metamagic +1 level of existing class
Arcane aegis (3 allies), battle magic +3 +1 level of existing class
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Class Skills
The war mage’s class skills (and the key ability for
each skill) are Concentration (Con), Craft (Int),
Heal (Wis), Knowledge (any) (Int), Profession
(Wis), and Spelleraft (Int). See Chapter 4: Skills in
the Player’s Handbook for skill descriptions.

Skill Points at Each Additional Level: 2 + Int.
Modifier.

Class Features

Weapon and Armor Proficiency: War mages
gain no additional proficiency with any weapon
Or armor.

Spells Per Day: A war mage gains new spells
per day as if he had also gained a level in whatev-
er spellmshng class he belonged to before adding
the prestige class. He does not, however, gain any
other benefit a character of that class would have
gained (increased familiar powers, metamagic or
item creation feats, and so on).

If a character had more than one spellcasting
class before taking the prestige class, he must
decide to which class he adds each level of War

Mage for purposes of deter-
mining spells per day when
he adds a new level.

Arcane Aegis (Su):
The war mage may desig-
nate one ally within 30 ft
and add his Charisma mod-
ifier (if positive) as a morale
bonus to the ally’s AC.
Every other level (at 3rd
and at 5th level) the number
of allies so aided increases
by 1.
Battle Magic (Ex): At
Ist level, the War Mage
increases the effectiveness of
his combat spells. Any spell
cast by the War Mage that
causes damage gains a +1
bonus hit point per die of
damage. At 3rd level, this
bonus increases to +2, and
at 5th level, this bonus
increases to +3.

Armored Spellcasting
~ (Ex): A war mage is better
- able than other characters

. to cast arcane spells while
wearing armor. At 2nd level,
| the war mage reduces the
arcane spell failure chance
for any armor he wears by
-5%. At 4th level, this abili-
ty increases to —10%. This
ability stacks with the bene-
fits of other classes that
have this ability, such as the
Knight of the Thorn. (Note
that this does not lift the armor restrictions of
other classes, such as Wizards of High Sorcery.)

Metamagic (Ex): A war mage learns to use his
spells to maximum effectiveness against his ene-
mies. At 2nd level and again at 4th, the war mage
gains a bonus metamagic feat, selected from the
following list: Empower Spell, Enlarge Spell,
Maximize Spell, and Widen Spell.

War Mages and Multiclassing

Wizards of High Sorcery and Knights of the
Thorn may freely multi-class with the war mage
prestige class without penalty.

[TEw Feats

Many of the feats presented in the Dragonlance
Campaign Setting offer ideas about a character’s
personality and general nature, as well as offering
specific advantages. The theme continues with
the feats listed below, allowing for excellent role-
playing hooks for both player characters and
NPCs.
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ALTERNATE FORM [Generar]

You have learned how to assume the form of an
animal or humanoid, much as a silver, gold, or
bronze dragon can.

Requirements: Dragon (Adult age or older),
Caster Level 5th

Benefit: You are able to assume a single specif-
ic alternate humanoid or animal form of Medium
size or smaller once per day. This ability
functions as a polymorph spell cast on yourself at
your caster level, except you do not regain hit
points for changing form. You can remain in
your alternate form until you choose to return to
your natural form.

Special: This feat may be taken more than
once, each time adding to the number of times
you may change form each day (even for silver,
gold, and bronze dragons).

CHQR_]T[iﬂG |Generat]

Others find your company appealing.
Benefit: You gain a +2 bonus on Diplomacy
and Bluff checks.

DiSCIPLINE [Generat]

You maintain composure even in life-threatening
situations.

Benefit: You gain a +1 bonus on Will saves
and a +2 bonus on Concentration checks.

Epvcation [Generatl

You have received at least several years of formal
schooling in which you were an excellent student.

TaBLE 1-21: FEATS
General Feats
Alternate Form

Prerequisite

Dragon (Adult age or older)
Caster Level 5th

Charming :

Discipline

Education -

Haggler

Heroic Surge -

Horned Stampede Minotaur, Str 13+, Power Attack
Charisma 13+, the Taunt
exceptional ability

Improved Taunt

Lucky

Mimic -
Quick-Thinking
Sharp-Eyed B
Spellcasting Prodigy
Street Smart -
Stubborn

Trustworthy -
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Benefit: All Knowledge skills are class skill for
you. You get a +1 bonus on all skill checks with
any two Knowledge skills of your choosing.

Special: You may only take this feat as a 1st-
level character.

HAGGLER [Generatl

You are a talented negotiator.
Benefit: You get a +2 competence bonus on all
Appraise and Bluff checks.

H EKOiC SURGE |GeneratL]

You may draw on inner reserves of energy to per-
form additional actions in a round.

Benefit: You may take an extra move or attack
action, either before or after your regular actions.
You may use Heroic Surge once per day for every
four character levels you have attained, but never
more than once per round.

HoRMNED STamPEDE

|GeneraL]

You are naturally adept at using your horns in a
charge.

Requirements: Minotaur, Str 13+, Power
Attack

Benefit: When you use your horns in a charge
action, you may increase the damage die of your
horns to 2d8 plus 1 1/2 your Strength bonus.

Normal: Without this feat, a minotaur who
uses his horns in a charge action deals 2d6 dam-
age plus 1 172 his Strength bonus.

Benefit

Assume humanoid form

+2 bonus on Diplomacy and Bluff checks.

+1 bonus on Will saves and a +2 bonus on Concentration checks.
+1 bonus on all skill checks with any two Knowledge skills
+2 bonus on all Appraise and Bluff checks

Take extra move or attack action 1/day for every 4

character levels

Horn attack when used with a charge increases to 2d8 + 1
1/2 Strength bonus

See text

+1 bonus to all saving throws

+2 bonus on Diguise and Perform checks

+2 bonus on Initiative and a +2 bonus on all Spot checks
+2 bonus on Search and Sense Motive checks

Primary spellcasting score is effectively increased by 2

+2 bonus on all Bluff and Gather Information checks

1 bonus on Will saves and a +2 bonus on Intimidate checks
+2 bonus on Diplomacy and Gather Information checks




ImpPrROVED TavnT [General

You are especially skilled in the art of enraging
individuals through insults and jeering.

Prerequisite: Charisma 13+, the Taunt excep-
tional ability.

Benefit: On a successful Blufl check versus an
opponent’s Sense Motive check, the opponent
suffers a -2 penalty on attack rolls and AC. The
taunt alters the attitude of the opponent to
become two degrees more Hostile. A Friendly
target becomes Unfriendly and Indifferent
becomes Hostile. (See the Dungeon Masters Guide,
Chapter Four, NPC Attitudes.)

Duration of taunt is 1 round plus charisma
bonus, twice that if the Bluff check exceeds the
Sense Motive check by 10 or more. This ability is
only effective once per encounter.

With this ability you may choose to target a
crowd versus an individual target. If you make a
successful Bluff check versus DC 10 +1 for every
2 targets in the crowd, (so a crowd of 10 people
would be DC 15 and 40 people would be DC 30),
their attitude shifts one degree for the worse.

Special: Close friends and long time acquain-
tances of the taunter are entitled to a +4 familiar-
ity bonus to resist the affects of the taunts
if they are directly targeted.

LUCKY |Generat]

You manage to survive situations through sheer
fortune.

Benefit: You receive a +1 luck bonus to all sav-
ing throws,

Mimic |Generatrl]

You possess a natural talent for impersonation.
Benefit: You gain a +2 competence bonus on
Diguise and Perform checks.

Quick-THINKING [Generarl

You react quickly to danger.
Benefit: You get a +2 bonus on Initiative and a
+2 bonus on all Spot checks.

SHARP-EYED [Generarl

You have an eye for small details.
Benefit: You gain a +2 competence bonus on
Search and Sense Motive checks.

SpeLLcastinGg PRODIGY
|GeneraL]

You have an exceptional gift for magic.

Benefit: For the purpose of determining bonus
spells and the saving throw DCs of spells you
cast, treat your primary spellcasting ability score
(Wisdom for divine spellcasters, Intelligence for
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arcane spellcasters) as 2 points higher than its
actual value. If you have more than one spellcast-
ing class, the bonus applies to only one of those
classes.

Special: You may only take this feat as a Ist-
level character. If you take this feat more than
once (for example, if you are 2 human character),
it applies to a different spellcasting class each
time. You can take this feat even if you do not
have any spellcasting classes yet.

STKEET SmﬁPJ' [GEneraLrl|

You have learned how to keep informed, ask
questions, and interact with the underworld with-
out raising suspicion.

Benefit: You get a +2 bonus on all Bluff and
Gather Information checks.

STUBBOR,_II |Generat]

You are exceptional headstrong and bull-headed.
It is difficult to sway you from your intended
course of action.

Benefit: You get a +1 bonus on Will saves and
a +2 bonus on Intimidate checks.

TRUSTWORTHY [Generatl

You project a friendly demeanor.
Benefit: You gain a +2 competence bonus on
Diplomacy and Gather Information checks.
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“You betrayed us,"said Nuitari, accusing.

“You sided with Takhisis,”said Lunitari,"and we
nearly lost the one chance we had to return to the
world.”

“You betrayed our worshipper Palin,” said
Solinari sternly.”By her command, you murdered
him."

Dalamar looked from one «:Iumng god to the
next and when he spol'u, his soul’s voice was soft and
bitter."How could you possibly understand? How
would you know what it feels like to lose every-
rhing?"

“Perhaps,”said Lunitari,"we understand better
than you think.”

Dalamar kept silent, made no response.

“What is to be done with him?" Lunitari asked.

“Is he to be given back his life?”
“Unless you give me back the magic,” Dalamar
interposed, don’t bother.”

“I say we do not,”said Solinari."He used the
dead to work his black arts. He does not deserve our
mercy.”

“I say we do,”Nuitari said coolly.”If you restore
Palin to life and offer him the magic, you must do the
same for Dalamar: The balance must be maintained.”

“What do you say, Cousin?"Solinari asked
Lunitari.

“Will you accept my judgement?”she asked.

Solinari and Nuitari eyed each other, then both
nodded.

“This is my decree. Dalamar shall be restored to
life and the magic, but he must leave the Tower of
High Sorcery he once occupied. He will henceforth be
barred from entry there. He must return to the world
of the living and be forced to make his way among
them. Palin Majere will also be restored to life. We
will grant him the magic, if he wants it. Are these
terms satisfactory to you both, Cousins?”

“They are to me,” said Nuitari.

“And to me,”said Solinari.

“And are they satisfactory to you, Dalamar?”
Lunitari asked.

Dalamar had what he wanted, and that was all
he cared about. As for the rest, he would return to the
world. Someday, perhaps, he would rule the world.

“They are, Lady,”he said.

~Dragons of a Vanished Moon
Margaret Weis & Tracy Hickman
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A WorLp WitHovut
MagGic
&As Krynn began its Fifth Age, the Age of

Mortals, magic both arcane and divine

underwent drastic changes. The gods had
departed the world once before, following the
Cataclysm, but at that time, the power of the
Wizards of High Sorcery remained. After the
Chaos War, the gods of magic were in the same
situation as the other gods. Their world had been
stolen and none knew where to find it. Wizards as
well as clerics lost their power. A cryptic message
left for mortals after the defeat of Chaos offered
hope to wizards:

There may be other magec. It is up to you to find it.

With the loss of the gods. magic appeared to
have completely left the world. Only the magic
residing in artifacts created during previous ages,
and the innate magic of creatures such as dragons
remained. Bereft of godly magic, wizards and
clerics at first lacked the heart to look for alterna-
tives. After a time, however, a few realized that
longing for the old days was not going to bring
them back. They were living in the here and now.
The people had fallen prey to terrible dragons.
The world needed the help of magic. Wizards
and clerics set out to find it and their searches led
to the discovery of a new form of clerical magic
and an arcane power so ancient that it had been
lost to antiquity.

The discovery of mysticism and sorcery did
much to restore the confidence of people across
Ansalon. The establishment of the Citadel of
Light and the Academy of Sorcery helped to
rekindle the sense of community and provide
centers for further education and study. Although
many wizards and clerics still felt emptiness
inside where their faith in the gods had once
resided, they were prepared to move forward
with their lives, regretting what had been lost, but
ready to embrace what had been newly found.

> Loss of Spellcasting =

With the absence of the gods, all character class-
es that make use of focused (god-granted) magic
have their effective spellcaster levels reduced to 0.
This cannot be overcome in any way except
through the use of the Leech Item feat (see
Power of Artifacts and Leeching Items, below).

DiscoveERy OF IMysticism

Goldmoon—former High Priestess of Mishakal,
the goddess’ chosen prophet during the War of
the Lance—felt the loss of the gods deeply. The
death of her husband and one of her children dur-
ing the depredations of the Dragon Overlord,
Malys, only exacerbated this sense of loss.



Leaving the leadership of the Que-Shu Tribe to
her surviving daughter, Moonsong, Goldmoon
departed on a final quest to the Inn of the Last
Home, where she planned on joining her beloved
husband in death.

On her journey, she met a stranger who left her
with words that caused her to question herself.
This stranger reminded her that the gods had cre-
ated everything and everyone and that they had
thus left traces of their divinity behind. Even if the
gods were gone, their gifts remained, and would
always remain. The stranger, later called “The
Sage” by Citadel mystics, is rumored to be the sil-
ver dragon Mirror—though this has never been
substantiated.

Impressed by this encounter, Goldmoon con-
tinued on her quest. She arrived in Solace just as
two battling dragons brought ruin and destruction
to the town. Goldmoon used her skill in herbs
and medicine to treat the many people who were
injured in the conflict. She came across a young
hill dwarf who had been mortally wounded.
When she was told that this young dwarf was the
nephew of her former companion, Flint Fireforge,
Goldmoon felt the loss of her clerical powers all
the more keenly. Kneeling beside the dwarf,
Goldmoon remembered the words of the
stranger, words that reminded her of the divine
spark that resided in everything. Goldmoon
searched inside of herself, calling upon her faith,
her memories of Mishakal's presence, and found
what she later described as the “glow.” Feeling the
power spreading through her, she reached out
and allowed the warmth to flow from her into the
body of the dying dwarf. That day, as she per-
formed a miracle amidst the destruction wrought
by the Dragon Purge, Goldmoon rediscovered
her faith and the healing powers of mysticism.

Over the next few years, Goldmoon traveled
across Ansalon, bringing word of this new magic
to the people. She gained an ever-growing num-
ber of followers, eager to learn all they could from
her. Goldmoon traveled to Schallsea where, with
the aid of Jasper Fireforge—the dwarf whose heal-
ing had restored Goldmoon’s faith—she built the
Citadel of Light, a place where people could learn
how to use the power of the heart that dwelt
within them and a symbol of hope for those who
stood against the Dragon Overlords.

As word spread that the miracle of healing had
returned to the world, the dark knights who once
wielded clerical magic in the name of Takhisis
craved such miracles for themselves. They sent

three agents, posing as members of the Legion of

Steel, to infiltrate the Citadel. Each wielded an
artifact remaining from the Fourth Age that
allowed them to conceal their dark hearts from
the mystics. Within a few months, these three
agents managed to glean the secrets of mysticism
and brought the knowledge back to the Knights
of Neraka. Within a few years, the Order of the
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Skull began using its new-found mystic powers to
create a false “Vision” in order to bind members
to the Order.

DiSCOVERY OF SORCERY

The power of mysticism was discovered only five
years after the disappearance of the gods. Those
who had once practiced arcane magic had yet to
find any power to replace their own lost arts. The
Orders of High Sorcery still remained, but since
their members lacked the magic that had once
given them power, there was little left for them to
do except catalogue artifacts and talk wistfully of
times gone by.

As the years passed, the wizards began to sever
their connections to the Orders and turned to
other pursuits. A few of the dedicated, such as
Palin Majere and Dalamar the Dark continued to
search for the power that had left them and they
were eager to learn the lessons taught by the mys-
terious Shadow Sorcerer, who brought them
knowledge of the ancient power of sorcery.
Dalamar practiced the art of necromancy in
secret in his hidden Tower. Palin Majere wanted
to bring his knowledge to the world and he pre-
sented what he had learned to the Orders of High
Sorcery.

Contention followed as some within the
Orders who refused to use to “wild” sorcery
clashed with those who hoped to regain even a
fraction of their former power. Palin and the
Master of the Tower worked hard to restore
unity, but their efforts were generally in vain.

During this time, the Shadow Sorcerer showed
a dark knight named Theo Drawde the secrets of
sorcery. Once Theo Drawde understood the basic
principles, the Shadow Sorcerer ordered him to
return to the knighthood and rebuild the Knights
of the Thorn, as the Knights of the Skull had
regained their former glory by infiltrating the
Citadel to steal the secrets of mysticism.

With fighting continuing among the members
of the Orders of High Sorcery, Palin Majere came
at last to realize that the Orders no longer had
meaning or purpose. He formally dissolved the
Orders of High Sorcery in a meeting known as
the Last Conclave.

Inspired by the success of Goldmoon and the
Citadel of Light, Palin returned to Solace to build
the Academy of Sorcery. Like the Citadel, the
Academy would stand as a center for learning this
“new” magic in a new world. Unlike the Citadel,
which attained harmony between the spiritual
aspects of mysticism and the religious aspects of
the past, the Academy was built to purposefully
shed the “rigid order” of the past and embrace the
free and independent nature of primal sorcery.

As time passed, however, wielders of magic of
all kinds began to see their power inexplicably
start to wane. This included the power of the
Dragon Overlords. Later it would be discovered
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that the souls of the dead, under the control of

Takhisis, were leeching magic to give to the One
God. None knew at that time, and no one could
explain what was happening to the magic.

One who was increasingly upset by her loss of

power was the green dragon, Berylinthranox.
Fearing that her stronger cousins would use this
weakness to take advantage of her, Beryl set out
to try discover who was taking her magic and
why. The most obvious answer lay in the
Academy of High Sorcery. She sent her draconi-
ans there to root it out.

The draconians attacked the Academy and, in
the process, captured Palin Majere. In an effort to
protect the Academy’s secrets, Palin's son, Ulin,
set off a blast that took out many of Beryl's min-
ions, but also destroyed the Academy.

Beryl's dark knights tortured Palin, trying to

gain information from him about the loss of

magic. Palin knew no more than the dragon,
however, and eventually she decided to release
him, hoping that he would lead her to the secret.
Palin returned to his home embittered and crip-
pled to find his Academy in ruins. He became
estranged from his loving wife and children and
eventually left his home, traveling to visit Laurana
in Qualinesti, hoping there to find some peace
from his torment.

Instead, he found the kender, Tasslehoff
Burrfoot, and the magical Device of Time

Journeying, which would eventually lead Palin to

an understanding of the truth.

Palin was slain during the War of Souls, his
soul bound to his corpse by the divine power of
the One God. Even then, his spirit fought the
One God and helped to bring about her downfall.
Upon their return, the gods of magic rewarded
him by restoring his life to him. They would have
also restored his magic, but Palin rejected their
offer, choosing instead to focus upon his family,
who had often taken a second place to his magic.

Currently busy trying to quell the turmoil that
swirls in and around Solace, Palin has no plans to
rebuild the Academy, though others may take up
the cause.

Power ofF ArTirFacts

Early in the Fifth Age of Krynn, wizards discov-
ered that although the divine magic of the gods
was no longer available to them, the magic might
vet be found inside artifacts. Staves, wands, rings,
cloaks swords, and other items that had been
enchanted with magical energies during the
Fourth Age still possessed those powers. The
demand for these artifacts increased and so did
the prices charged for them by those wizards for-
tunate enough to have some in their possession.
Perhaps the greatest number of artifacts was
located within the Tower of High Sorcery. Once
the discovery was made that these artifacts still
possessed their powers, the wizards of the Tower
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were quick to lock them up for safe-keeping in a
secret vault in the Tower, leaving them under the
guardianship of the Master of the Tower.

Another cache of magical artifacts lay in the
mageware store of Jenna of the Red Robes in
Palanthas. A shrewd h‘lrgamel Jenna became one
of the wealthiest people in Ansalon almost
overnight.

Other members of the Orders of High Sorcery
set out to acquire as many magic artifacts as they
could, as the trade in these artifacts exploded.
Even those artifacts once considered “beginner”
pieces, enchanted with the simplest of spells,
would now fetch astronomical prices. Wizards
searched through texts in order to try to find out
where artifacts might be hidden. Some went so
far as to hire adventurers to set out on searches
for these rumored artifacts, which were often
located in dark and dangerous places. Kender
were suddenly in great demand, as wizards who
had once threatened the little nuisances with
instant death now took them to their hearts,
offering to pay handsomely for a peep inside their
pouches.

Former wizards seeking to regain their lost
power were not the only ones who coveted these
magic artifacts. The Shadow Sorcerer discovered
that it was possible to literally leech the energy
residing within magical artifacts and use it to
boost the power of primal sorcery and mysticism.
Once news of this discovery began to spread, the
already thriving trade in magical artifacts
increased exponentially.

Ising the potential energy within a magic arti-
fact comes at a price, If a primal sorcerer or mys-
tic is not careful, he can permanently drain the
magic from the item, ruining it as a power source.
Even if only a little of the power stored within a
magical artifact is leeched (the process of siphon-
ing magical energy, see sidebar), the abilities a
magic item may possess will fall dormant until
the energy has completely regenerated itself.

Not all magical artifacts from the Fourth Age
proved to be suitable for leeching. Magic items
such as scrolls and potions are too delicate and
are often destroyed in the process, with the wiz-
ard granted only miniscule amounts of energy.

Some wizards were adamantly opposed to
leeching, considering it blasphemous and waste-
ful, particularly if the item was destroyed. They
were few in number, however, as Palin discovered
during the War of Souls, the power inherent in
major artifacts enabled wizards to cast spells from
their memory, just as they had prior to the Fifth
Age—so long as the wizard knew how to proper-
ly leech energy from magic items, energy from
the artifact could be used to resurrect those latent
powers once again. This may be a sad process for
many wizards, for once cast, the spell will vanish
from the caster's memory, just as it had in the
days of yore, except that now study will not cause
it to return,
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< Variant Rule =
“Leeching” Magic Items

If you choose to allow /leeching in your
DRAGONLANCE campaign, the following rules are
provided:

All magic items have a magic potential, which
is the energy stored within the item during its
creation. The magical potential of the item is
determined using the following chart (rounded
down):

TABLE 2-1: LEECHING MAGIC ITEMS

Type Potential

Armor & Shields 1 per 500 stl value

Weapons 1 per 500 stl value

Potions 1 per 50 stl value, item is destroyed

Rings 1 per 1000 st value

Rods 1 per 1000 stl value

Scrolls 1 per level of the spell upon the
scroll, item is destroyed

Staffs 1 per charge, does not automatically
recharge (unless the staff automatically
recharges itself)

Wands 1 per 2 charges (round down), does

not automatically recharge
Wondrous Items 1 per 1000 stl value

Minor Artifacts 5 per caster level

the ring, however, until it has reached 0 potential.
Note that this rule does not apply to staffs or
wands, which are by already “charged” items.

[tems that reach 0 potential must make an
immediate Fortitude saving throw (bonus equal
to 2 + 1/2 its caster level) against a DC of 20.
Attended magic items use their own saving
throw, even if their owner's saving throw is bet-
ter. Failure of the saving throw means that the
item has permanently become non-magical and
cannot recharge itself. Staffs and wands, unless
they automatically recharge, automatically fail
this saving throw (as do scrolls and potions,
which is why they are instantly destroyed). Major
artifacts automatically pass this saving throw, as
they contain so much magical energy that the
leeching process could never fully deplete it. An
item with a 0 potential cannot be leeched until it
has restored some of its potential.

Leeching can be done only by those capable of]
casting divine or arcane spells. In order to do so,
the player must possess the following feat(s):

Leech Item [Metamagic]

You are capable of leeching the magic from a
magic item in order to increase the effectiveness
of your spells.

Prerequisite: Spellcaster level 3+

Benefit: For every point of magic potential you
drain from a magic item you are able to increase
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your effective spellcasting level by one. You can
only attempt to leech an amount of potential
magic from an item up to your attribute modifier,
determined upon the base class of the character
(Intelligence for wizards, Charisma for bards and
sorcerers, Wisdom for clerics, druids, mystics, and
paladins) in a single round. This energy must be
used to cast a spell the following round; otherwise
the energy is wasted.

Major Artifacts  Variable; these items should have a
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Intelligent items and all major artifacts may
actively resist being leeched, requiring the indi-
vidual to make a Will saving throw. The saving
throw DC = Item’s Ego, for Intelligent items; or
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DC = base 20 + 1 for every effective enhance-
ment bonus, including all special qualities, +5 for
every additional special ability it provides; effec-
tive enhancement bonus includes base enhance-
ment bonus (i.e. +3) and equivalents based on
item qualities (such as +1 for shock or_flaming).

Items, except for potions, scrolls, most staffs,
and wands, will slowly regenerate lost potential,
recharging at a rate of 1 point every 24 hours.
Scrolls and potions are automatically destroyed
by the leeching process, while staffs and wands
are destroyed only if completely drained. Note
that staffs and wands offer potential power at only
their current level of charges, not their maximum
potential.

If a magic item is drained of 1/4th of its total
potential, it will cease to perform normally until it
has completely recharged. For example, a 7ng of
freedom of movement has a 40 potential maximum.
Once it has been drained down to a 30 potential,
it no longer grants the wearer the benefits of a
freedom of movement spell until it has recharged
back to 40. The spellcaster can continue to drain

A character’s effective spellcaster level can
never be made higher than his spellcaster level
plus his primary spellcasting attribute modifier
(see above). (For example, a 4th level wizard with
an Intelligence of 14 could not raise his effective
spellcaster level higher than 6th.)

Leeching an item is considered a move-equiv-
alent action that does not provoke an Attack of]
Opportunity.

Improved Leech Item [Metamagic]

You are able to draw more magic from an item,
sacrificing speed for raw power.

Prerequisite: Spellcaster level 7+, Leech Item.

Benefit: As a full-round action, provoking an
Attack of Opportunity, you can draw vast
amounts of energy from an item in order to use it
to cast a spell the following round. You can drain
a number of potential points from an item up to
your primary spellcasting attribute modifier
(Intelligence for wizards, Charisma for bards and
sorcerers, Wisdom for clerics, druids, mystics, and
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paladins) plus one-half your spellcaster level
(rounded down). (A 7th level wizard with an
Intelligence of 14 can drain up to 5 potential
points from an item in a single round.) The ener-
gy must be used to cast a spell within the follow-
ing round or else the energy is wasted.

A character’s effective spellcaster level
can never be made higher than his spellcaster
level plus his primary spellcasting attribute mod-
ifier (see above). (For example, a 7th level wizard
with an Intelligence of 14 could not raise his
effective spellcaster level higher than 9th.)

Note: This feat is only useful to spellcasters
who effective levels are lowered by specific mag-
ical effects or conditions (such as the spiritual
drain that occurs during the War of Souls). For
spellcasters who are not hindered the Improved
Leech Item grants them more energy than they
can normally use.

Quick Leech [Metamagic]

You can quickly leech magic from an item, but
you cannot drain as much as normally possible.

Prerequisites: Leech Item, Spellcaster level 5+

Benefit: You can choose to leech an item as a
free action, instead of a move-equivalent action
(for Leech Item), or as a move-equivalent action
instead of a full-round action (for Improved
Leech Item). Use of Quick Leech only allows
you to keep half of the potential leeched rather
than the full amount drained from the item. The
remainder is lost.

e

TuE WaRr OF SovLs

When the Queen of Darkness stole the
world away during the triumph over
Chaos, she discovered that she had
expanded nearly all of her power. Weak
and exhausted, Takhisis retreated to the
depths of the Abyss, hiding herself from
even her most loyal followers in order to
regain her strength and make her plans
for dominating the world.

While she slumbered, she remained
aware of what was happening in the
world, sending out wisps of her con-
sciousness as a spider sends out filaments
of cobweb, feeling every touch, aware of
every snag. In this fine, invisible web,
Takhisis captured the spirits of the dead,
who had been trapped within the world
after Takhisis stole it, unable to continue
their voyage along the River of Souls.
Drawing upon years of suffering and fear,
each spirit helped revitalize the Dark
Queen and added to ever-growing power.
Takhisis found another way to increase
her strength, her wisps of consciousness
finding hearts into which she could insin-
uate herself.
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One of these hearts was the heart of a young
child. Whether Takhisis caused the storm that
killed all the occupants of the ship in which the
child and her family were sailing or if the Dark
Queen merely took advantage of the situation is
not known. The only survivor of the storm, the
child clung tenaciously to her boat and in her
despair and terror, the little girl eried out.

Takhisis answered.

The Dark Queen wrapped the young girl in a
protective embrace, shielding her from storm and
predator alike, crooning a dark lullaby that filled
the child’s dreams. Seeing the potential within
this child, the Dark Queen guided the craft to the
one place where she knew that the girl would be
taught two very important lessons—faith in the
gods and strength and purity of purpose. The
girl’'s teacher would be the Dark Queen's greatest
enemy, the former cleric of Mishakal, Goldmoon.

While Goldmoon raised the young girl, teach-
ing her faith in the old gods and how to tap into
the powers within her heart, Takhisis continued
to rebuild her strength and ensnare other hearts.
With amazing restraint, the Dark Queen whis-
pered to her chosen, never truly revealing her
identity, insinuating herself into their souls. She
selected her chosen with care, looking for those
with strong wills, those with the potential for
great power. These included a former priestess of
Sargas in Mithos who wanted the power to build
an empire, a dark dwarf who wanted the means
to help her true love gain a throne, and a former




Black Robe wizard who sought to regain the
power he'd once held. All these and others fell
prey to the Dark Queen’s whispers.

As people throughout the world died, each
spirit was captured within Takhisis's web. Kender,
Solamnics, minotaurs, gnomes, elves—each life
lost increased the Dark Queen’s power. Yet, that
was not enough. The Dark Queen needed more
power if she planned on returning in her full
glory. She sent the spirits of the dead on a quest
to gather more power by draining magic from
sorcerers, mystics, and magic artifacts alike. At
first, the draining was subtle. Many thought it was
merely the growing pains of learning the new
magic or a lingering aftereffect of the Chaos War.
Few truly understood what was happening.

To her chosen, Takhisis revealed the secrets of
how to control the spirits she had ensnared. The
Dark Queen did not reveal herself in this, but
acted through the spirits themselves, to keep her
chosen from realizing who was truly controlling
their hearts. She revealed to them the secrets of
necromancy, enabling them to draw upon the
magic stolen by the spirits in order to use magic.

While others found their magic mysteriously
malfunctioning, the Dark Queen's chosen were
able to perform miracles. She worked with her
chosen through messages she passed along by the
spirits, except for one, whom Takhisis had decid-
ed would be her herald, the young girl Mina.

One night, while the others on the Isle of
Schallsea were lulled to sleep by the crooning lull-
aby of the Dark Queen, Takhisis called Mina to
her, drawing upon the one force that she knew
Mina could not resist—Mina's love for Goldmoon.
Takhisis promised to reveal to Mina the might of
a god. That night Mina disappeared from the
island, swept away by the spirits of the Dark
Queen and taken to where the Queen slumbered.

In the darkness, the Queen revealed herself as
a god, proclaiming that she alone of the old gods
had chosen to remain with the world, that only
she truly loved the world enough to stay behind
when the others had fled. Because she had been
weakened during her battle to rid the world of the
angry god Chaos, she had been forced to sleep, in
order to restore her power before she could
return to bring peace to the world.

The Dark Queen chose her words carefully,
playing upon the knowledge that Goldmoon had
instilled within the young girl. To seal Mina’s loy-
alty and belief, the Dark Queen offered the one
thing that Mina wanted more than any other. For
years, Mina had watched her beloved adopted
mother grow old, losing her beauty and her vital-
ity and losing her desire to remain in the world.
Mina wanted nothing more than to restore her
mother’s youth, to keep her forever young and
forever bv her side. Takhisis promised to do this,
and without reservation Mina offered Takhisis her
soul.

IMaGgic o

Once Takhisis had molded Mina's heart and
soul, the Dark Queen decided it was time to
return to the world. She knew that she would face
resistance if Mina brought word that Takhisis had
returned, for there were those who would never
follow anyone who represented the Queen of
Darkness. Instead, Mina was to go forth and bring
word of the One God, performing miracles in her
name. Thus, while Takhisis would lure many to
her cause who would have never otherwise
embraced the side of darkness, she would be able
to use her power to punish those who had once
harmed her so grievously. Mina would lead a cru-
sade to unite the world in worship of the One
God, converting them through faith or the sword.

Once Mina was prepared to begin her crusade,
the Dark Queen sent a message to the world,
trumpeting her return by unleashing a storm
unlike any before seen on Krynn. This storm car-
ried within it the spirits of the dead that Takhisis
had gathered over the decades, and it also carried
a message—those who were deemed the enemies
of the One God would be made to pay for their
sins. Dragons, both good and evil, heard a voice
in the storm and thrilled to know it to be the
voice of a god. In Tarsis, the sea rose to fill the
empty bay, causing haunted hulls to ride the
waves. In the Missing City, elven ghosts that once
clung to the city were swept away. And in
Neraka, a unit of dark knights encountered a
voung girl, who emerged from the storm and
promised to lead them to victory over Ansalon.

Within a matter of months, Mina brought
down the Silvanesti Shield and tricked the
Silvanesti elves into proclaiming their faith in the
One God. She destroyed the green dragon Cyan
Bloodbane, killed the Dragon Overlord
Khellendros, seized control of the dark knights by
bringing down their leader, Targonne, and had
conquered many cities along her path—a path that
led to Sanction. Every life that was lost in Mina’s
crusade added to the power of Takhisis.

With the strength of the One God behind her,
Mina was unstoppable. In Sanction, Mina sum-
moned forth Takhisis, using the Dragon Overlord
skull totems that the spirits had stolen. With the
power of the dragon spirits inhabiting the skulls
combined with the power of all the spirits of the
dead and dying, Takhisis was finally restored to
her full glory. In the heavens, a single eye glared
down upon the world as the true identity of the
One God was revealed to all.

Yet, for all her plotting, the Queen of Darkness
had overlooked the one weapon that would be
used to bring her down now, as it had brought
her down in the past—the power of love. Love for
a friend caused Tasslehofl’ Burrfoot to travel from
Krynn's past into its future, now in the grip of the
Dark Queen. Because Tasslehoff was from the
past and he had died in the past, if he were to die
out of time, out of place, his death could com-
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pletely unravel everything the Dark Queen had
done. Mina scoured the land of Ansalon, search-
ing for a kender named Tasslehoff Burrfoot, a feat
which proved far more difficult than any could
have ever expected.

The power of love helped defeat Takhisis in
many other ways, including the power of Mina's
own love for Goldmoon. Her grief and preoccu-
pation over Goldmoon's death caused Mina to let
the kender escape once he was in her grasp.
Goldmoon's love and faith in the gods caused
them to hear her dying prayer and launch their
search for the world.

After many adventures, the kender helped
guide the lost gods back to Krynn. With the assis-
tance of the great archmage, Raistlin Majere,
Tasslehofl Burrfoot began to leap back and forth
between the past that only he could reach and
the future he had never imagined would come to
pass. Guided by the presence of Raistlin,
Tasslehoff managed to stitch together the world’s
past and present, enabling the gods to find their
lost world.

At the moment of Takhisis's greatest triumph,
when she planned to enter the mortal world and
reign as the sole god over both the spiritual and
temporal, she found her way blocked by her
brother, Paladine, who had sacrificed his own
godhood in order to maintain the balance.
Takhisis realized the terrible truth. She had been
stripped of her immortality. Furious, Takhisis
turned upon Mina, intending to take out her rage
on her hapless disciple.

The elven prince Silvanoshei acted to save the
woman he loved. Picking up the broken shaft of a
dragonlance, he hurled it at the Dark Queen.
Bereft of her vast powers, trapped in her mortal
form, the Queen of Darkness was struck down
and died in Mina's arms. As she died, the Dark
g’uctn told Paladine bitter words of truth.

U1 have lost everything, so have you. The world
in which you took so much delight can never go back
to the way it was. I have done that much, at least.
Someday you will know the pain of death. Worse than
that, Brother, you will know the pain of life.”

Grasping Takhisis’s fallen sword, Mina
avenged her beloved Queen’s death, slaying
Silvanoshei. She had it in her power to slay
Paladine, but she chose not to.

You will feel the pain of death. But not yet. Not
now. So my Queen wished it, and I obey her last wish-
es. But knoo this, wretch. In the j(m' of every elf 1
meet, I shall see your face. The life of every elf I take
will be your life. And 1will take many...to pay for the
0.

Lifting up the body of her fallen Queen, Mina
disappeared into the night, her loyal minotaur
companion Galdar following close behind.

The gods had returned to Krynn, bringing with
them the magic of old and releasing the spirits of
the dead to once more flow along the River of
Souls. But their return had come at a great cost—
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‘= Unreliable Magic During the Fifth
Age and the War of Souls =

As the number of spirits trapped in the world
continued to increase during the Fifth Age, both
the magic of sorcerers and the the mystics began
to act in strange ways. At first, the malfunctions
were extremely subtle and difficult to detect. A
spell didn't work quite as well as expected, a
magic item took longer than normal to activate.
With the passage of each decade in the Age of]
Mortals, magic grew more and more unreliable,
as the spirits of the dead leeched it to send to the
Dark Queen. Following the night the Storm of
the One God struck Ansalon,