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To the @l{ncr{g{){ﬁe@a{ﬁ-
{thar is com'ﬂ_g—'tﬁar et T can no ﬁn}gr

: .ﬂ‘g«j,jferz i Solamnia’s eastern reaches,

rumors sm'i‘fgf human-ed armies on the
march, their mnlis'su’e@f by hobijobiins,
mithgtaurs, ogres, and Mjlsterfnus heoded
mercenaries, all seeking a share of the spoils.
Duar allies Jb%rimar hrave ﬁﬁ@n silent, and
desperate travelers sai the peap& g(’]@ur
fike foined the enemy en masse. [Phispers also
spm{ffwbyea‘ doom, wild reports gfrfd’crs on
a’mgwmc.@—an&f dare imagie worse.

T dowt et understand the shape of our
encny. Their motiations, their origihs, and
their very nature remain opagie. [Miat i clear
is that wﬁt‘z a threat unﬂl’_@wg siice the
&hr@sm,_;{nd‘ when ¢t comes, i Wil come

) ﬁr’)’@&mn

3 gmi ﬁejes, T pray you nuzfrg overtures
tawdard &aﬁnj the old wounds ﬁenclhem our
ander and the Beacon of the East. Tf we
n%'gﬁis are to meet this Hhreat, ve need the
sﬁ_arp eijes and shrang shiglds gf%fzmn
as alfies.

T m'rfjaur efforts, T have coprp:'l@d' ity
notes on e Falanian ngz'on’s ﬂfsfug,
nz_fffgars. and lore, T ﬁape this %w@a’je
proves us‘:fufr'rr mecling the Hhreat Eeﬁn 15

ﬁﬁ? with ﬁmlw;
%@um Vikiarin,
Faight of the Gown

WAR COMES
70 KRYNN

HE WORLD HAS ENDETY, AN IT'S ENDING AGALN.
Three hundred yeara ago, the Cataclysm

Browght ruin to the world of Kryon. In a sin-
gle day, an age of wonders came to an end, Count-
less innovents died. the face of the world was re-
shaped, and the gods themselves faded into legend.
Through ages of struggle, the peaples of Kryon sur
wireed, bt the world fsn't what it was. Those nations
that remain linger in the shadows of their ancestors”
wonders. Only slowly have they begun to push hack
eenuries of darkness and rediseover how the worll
has changed.

Then came the Dragon Armies, legions of soldiers
devoted fo the wiclked god Tak 4 the Dvagon
Queen, and the world faces ruin ence more. The
War of the Lance has begun, and ina conflict be-
tween gods and dragons, & wounded world hangs in
the balance,

Using THis Book

This hook presents a glimpse of the world of Knymn
through the lens of a specific confiict. Rather than
providing an overvew of the entire workd, the

Bock focuses on the region surrounding the city of
Kalaman in the nation of Solamnia as the War of
the Lance first reaches its horders. Derails of the
world and the perils facing Kalaman are presented
through this introduction. supplemented by reports
from Solamnie scholars and seldiers, Beyond this,
the book is divided inte the sections below.

Chapter 1 explores how 1o create characters pre-
pared 1o ke part in the War of the Lance. It details
the: peaples of Krynn, sech as kender, along with
feats, backgrounds, and a subiclass to immerse char-
acters in the workl.

Chapter 2 provides an overview of this book's ad-
venture and how to start playing, It also contains a
series of short encounters to immerse characters in
the world's mysteries,

Chapters 3 to T present an adventure detailing
the Dragon Armies' invasion of Solamnia and their
pursuit of a terrifying magical weapon.

Beyond these chapters, appendices suppar the
adventure with equipment, magic items, stat blocks,
and other resources. A poster mag of the continent
of Ansalon is included with this hook, depicting the
regions mentionod thronghout and these beyond.

‘e

e 4




HisTory OF KRYNN

While every world's history is vast and fractured,
ssing pieces and forgotten perspecti

been shattered by the global

tlysm. The world of
forged and yet—broken and
el ort, Mast of its peoph
merely fo survi wly h
little for eons past. But thw sages whe
agrments of the past focis on theee period
ihe Cara amd the
age since

s, the Cataclysm itsedf,

BEFORE THE CATACLYSM

Fliest centin s passed frio mythao

The story beginsin the Ags of 5

Agte: of Dreams, a time when he

Next came the
roes battled the forces of evil, Many modern cul
tures and insti lu'lc;nﬁ AW [ht‘ll’ origins in this er:
Including it M
High S

Divagon War, the knig
granted the first of the
it tor detfeat the evil god Takhisis the Dragon Queen
-n«l end the w: reing the god and her dragons to
pgons of Krynn soon de
parted as well, leaving the world 1o mortals and the
FEmaining gods,

During the thousand years before th
known as the Age of Might, several human r
| hs af the cont
of Ansalon in the name of g triumph of
the Age of Might sowed the seods of i

e thy in eastern
Ansalon grew fnto a continentspann
thanks in part to a military alliance wit

Monrished, conguering

he: holy me

1 H.orlx ani xln-m- ey

af the gods of goed. Under their leader
- penples, and ¢ ven |hr\||uI|--

teciared »
the kingpri
andl theocratic, Istar res
belore its apocalyptic fall. The last kingpeiest un
dertock ever more audacious magical feats. culmi-
nating in a ritus
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WAR COMES TO KRYMN

THE CATACLYSM

As a last effort to avoid mass destruction, the
gouds sent this Thirteen W,n ninEs, & 4eries of &

we-pr blond,

'|l;[||'|| st T I|<- B
wrials, reascning that i
: ritual, ¢
3 But the
ngers failed—the kingpriest and hi
ol the warnings as the work ol
tinued on their path. As th
ritual to attain godhood ar
away their most devout follovers and
punishment on all who teinuined

A mountain of fire fell from the sky, destroying
Istar. The Blood Sea—a new occan that split castern
Ansalon—consumed © i astlines shifted
all over the world, sunde

s fotlowers

Messhed

ing nal
whele regions, and stranding portsm
sed, Though some lands escaped the worst of the
destruction, none were spared divine wrath,

The: gods and their Blessings then faded from the
world, and i time, even their names wers.all but
furgotte

s,

AFTER THE CATACLYSM

The Cataclysm ushered ina period of ch . Dhuringg
the next three ceniuries, known as the Time of
s5, oultures snd gies were radically

1, caissing fmine, plague, and mass miges
ights of Solamnia, the champions who

e kept Ansalon united, were distrust
f Istar and persecuted across thi con-
vin in Solzminin.

The: elven nations shut their borders: The dwarves
of Thorbardin withdrew to their clcl_'p tunnels, refus-
ing entrance to rel Many so-

annsher or fell rnlll».
s of habgoblins and ogres spre
talizing on humsinity
regions. Much that su
In darkness,

At length, the worst

. 1, capl
decling and claiming whole
ed the Cataclysm was lost

{ifif

its of the disastor waned.

pountain dw:
ive, other cultures tentativ
Explorers ventured forth o map the dra
altered continent, Societies
trade that umited

rebuilt.
ally
established bonds of
nad dives them

As the civilizations of Krynn rebuilt, and new so-
cictics arose, the world fearned to live with a jarring
truth: the gods were truly
wis 1 forever, True
mirackes on behall of their gods, had vanished
While some peogle remained devout, many others
turned 1o false religions in search nawers and

sone. Religion on Krynn
. who once worked




comiort, Some of these new faiths were founded
by charlatans, athers by zealols, Some claimed the
names of the gods, others dismissed them entirely,
In this radically changed world bereft of immorral
insight, truth beeame subject to conjecture, even
among Krynn's most dedicated scholars.

THE DRAGON QUEEN'S RETURN

Even as Ansalon healed, a new threat grew, The
Dirsgon Queen Takhisis—known as Tiamat on other
worlds—was banished from Krvnn over a thousand
years ago. Since then, she had walted patiently,
plotting her return. Unbeknownst to the other gods,
she panted a piece of the kingpriest's ruined temple
at Neraka—hidden in the voleanic Taman Busulk
region. There it grew into a baleful shadow of Istar's
greatest edifice. Though this allowed the Diragon
Gueen o influence the world through s portal
opened there, a fragment of the tempie’s foundation
stone was missing, preventing her from fully return-
ing 1o the world. She called on the evil deagons whe
served her, long withdrawn from the world, and be-
gan onoe more to plot the conquest of Kreynmn,

Chromatic dragons, acting on their gol's orders,
stale the eggs of good metallic dragons. The metal-
lie: dragons reluctantly pledged 1o not interfers in the
coming war in sxchange for the promised safety of
their abducted broods.

But the Dragon Queen's servants secretly broke
thedr promises. Taklisis taught her followers to cor-
rupt the ﬂolm eggs into monstrous warriors known

hling that d ian armies will
CONGUER Rﬂmhn by the: e the merallic dragons
leairn of this betrayal,

Unrivaled by gods ar dragons, the Dragon Choeen
unleashes hier forees upon & shattered world, 1n
their god’s name, these Dragon Armics begin theie
congquest of Krynn.

THE DRAGON ARMIES
The Dragon Queen's forees are organized into five

Dragon Armies. Depconians Bl the ranks of each,
though the armies’ numbers also include humans,

L ——;

DraconLance: WarrIORS OF KRYNN
During this book’s adventures, heroes have the oppor
tunity to influence clashes between mighty armies, If
o have the Diriganlirice: Winerioes of Krpnr garme, you
can play out certain dramatic battles using that game
{though it in’t required), IFyou use that game, this
book's adventure will point you to sidétiars fike this
‘one that detail when to use the board game snd which
mass-combat scenarios affect the adventure. Mot ey-
eryene of that game's scenarios appear in this book.

1 W 1f Kryiin Hiso prevides derails on
[ play DRL charamrsln Jts sconarios, as wel as
ther herses players can playin them.

T ————

The Dragon Queen bas elevatéd her five most

g el devout followers (o the rank of dragon
highlord, each commantding one of her armies. The
highlords all report to Takhisis’s champion, Duul-
ket Ariakas, but there is no shortage of rreachery
between—and within—the Dragon Armies, The
Dragon Queen encourages these conflicts, trusting
them to bring the most ruthless and capable leaders
o prominence.

The Red Dragon Army-—the first, largest, and
mast powerful of Takhisiss forces—is commanded
by the fanatical Dragon Highlord Verminaard, but
hi: has temporarily given contral of many of its.
trocps (o his acolyte, Deagon Highmaster Kansaldi
Fire-Eyes, tusking her with spearheading a daring
attack on Solamnia. Meanwhile, Yerminaard's force
follows whispers from the Dragon Queen into the
southern lands of Abanasinia.

The ambitious Highlord Kitiara Uth Matar com-
mards the Blue Dragon Army. Sceond [n power
among the Dragon Queen's forces, the Blue Dragon
Arm_\. pfep\ues 16 join the Red Diragon Army's

| finvasion of i, The Green

Drragon Army recently came under the command of
Salab-Khan, a Khu leader who united the region's
nomads under Dragon Army rule. The half-ogre
Lucien of Takar commands the Black Dragon Army.
whose focused foree supports the other armies
and occupies the lands they conquer, including

) and Goodlund. Finally, the small Whice

woblins, hobgoblins, ogres, and others who seek
wealih and o rettirn to pre-Cataclysm glories. Each
Dragen Army is supported by chromatic dragons
and their smaller kin, such as dragonnels and
wyverns, These winged terrors provide a stagge
advantage not seen on hattlefields for over a thos
sand years,

Dreagon Arniy B led by Highlord Feal-Thas, a Sil-
vanesii el and Dliack-robed member of the Mages of
High Sorcery.

WAR COMES TO KRVYNN




THE WAR OF THE LANCE

As the Dragon Armees emerged from Neraka, they
set into motion the events that will come 1o be
known as the War of the Lance, Major events in the
wir are presented here, Each date occurs in the era
after the Cataclysm (AC)

NorpMaar FaLes
48 4C

The first true military test of the Dragon Armies
was the Red and Green Driapon Armies’ successiul
invasion of the unprepared realm of Noardmaar. This
victory convinced many ieutral bands of hohgoblins
and ogres in the Taman Busuk region to align with
the Diapon Armies, though many hokdoots remain,

Knue Joins

The Green Diragon Army was dispaiched o the
steppes of Khur to subdue the tribes there, Rather
than fight & protracred campaign, Ariakas allowed
the cunming Khur leader Salal-Khan o defear

the Green Dragon Army's ariginal highlord in

.

One week One week Since fhese ereatures swept
down on us in nymbers oo vast to count. 1 feels
fike & decade. Everything is upside down.
They've everywhere. We'se avsided the bulk
of their farces, but their patrols scour the
counfryside for resistance o subdue and goods o
lunder We've heard rumars that these monsters

] e zalled "draconians

Even in death, These replilinn warriors couse
wisery, exploding in gouts of acid or plumes of
05 Becareful.

Even (Ewe survive the invaders, we don'T have
enough o eaf, and little planfing is being dowe in
Fhe surrounding londs with armies onthe march.
Howedo we live ?h rough o yearwith no harvest?

1 don't know how long wie' || hold outor whe'll
vead this. | hope only these words serve as a

_ warning fo jomeone.

8 & WARCOMESTO RRYNN

{

-

Ollen Nahled, Commander at
Wheelwafeh Outpost i

hattle, then offered o make Salah-Khan highlord
in his place. In exchange for control over Khur

and the surrounding lands, Salah-Kluin aceepted
and pledged his people to Takhisis, adding 1o the
Diragon Armies” ranks. Few can say whether e did
ions or o spare Khur

Khan as a tradtor 1o his peopl ol fiercely resist the
Green Deagon Army’s opcupation,

BALiFOR AND GOODLUND ABSORBED
Mid 349 AC

Without substantial military resistance, Balifor

and the: Gondlund Peninsula fell to the Black and
Whine Dragon Armies. Though the land's residents
are largely resigned (o the Black Dragon Army's
angoing occupstion, the kender of Kendermo s

lead the: region’s resistance, waging a guerrilla war
against the serupiers.

SILVANESTI CAMBAIGN

Late 349 AC through 350 AC

The: Reel aned Blue Diragon Armies attacked the
elven nation of Silvanesti. The ehes mounted &
stifl resistance, and the siege stretehed on in a bro-
tal campaign.

Alter a year of Aghting, the Sitvanesti elves evac-
uated from their ancestral home and sailed for
Southern Ergoth, The elves leader, Speaker of the
Sars Lorae, sttemnpied toouse an onl of deagon.
ket to protect his homeland but sueceeded only in
transtorming it into a lind of nightmares, useless (o
both sides.

DRAGON ARMIES REGROUP
35040

With virtually all of eastern Ansalon under thedr

contral, the Pragon Armies have spent much of the
last year regrouping and consolidating their power,
The Blue and Ked Dragon Armies have returned

to the Tuman Busuk regio ket with preparing
1o invade Solamnia. The White Dragon Army has
ventured south to conquer leereach, where its white
dragons ean fight effectively in its frozen lands, The
Green and Black Dragon Armies focus on their oc.
cupied lands abroad.

In Neraka, zealots and black-robed mages devise
magical plans to empower Dragon Army forces,
O such plog, invalving the ruins of an Isiardan ciy.

i the i osn of Dieagon Highlord Ver
minaard, He tasks his devotee, Kansaldi Fire-Eyes,
with claiming a devastating new weapan for the
Dragon Armies.
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LIFE ON ANSALON Language  Main Speakers Seript
While Krynn holds many lands and cultures, the Diwarvish Abanasinia, Kayolin, Draarvish
the: Lance and adventures surrounding that Theradin, Thorbadin
confiict unfold on the continent of Ansalon. Here are Qualinesti, Siivanesti, Elvish
| & few details regarding everyday life there Southem Ergath l
LANGUAG Ergot Northern Ergath Cammen
A 7 . Gnomish Sancrist Commen
Veross Ansalon, language s an expression of up- " o
bringing and exposure. Before (he ysm, Com Kenderspeak  Goodhund, Hylo Commen
e s i language of commerce under the Kharolian Piains of Dust, Tarsis Crnrmen
empires of Ergoch, Solamnia, and st fter the Khitir Istxrian
clysm, migrating ted using eiaran
Coarmon, and today rner of
Sy Salamnic Comerion
the continent, Nevertheless, the local languages of
ands still fiourish, and Commeon is used pri- I
in markets and in dealings with travelers. Rare LANGUAGES OF ANSALON |
1 the DM's appraval, players can exch e Ik b Seipt
a-langy anted by their characters' re
; Dracanic Draganis Diacanic
different language from the Standard Languages =
of Ansalon table or the Rare Languages of An- Gablin Tarman Busuk Diwarvish )
salem table, It Ancient starkans Istarian
Kethian Minctsurs Kathian
STANDARD LANGUAGES OF ANSALON L .
Nerakese Maraka |starian
Language Main Speakers Seript Tk Sl Rt
Comeion  Tradelaguige of Ansalon: Comman : T -
: MR Primerdial  Elemmentals
.

Mbamasinian  Abanasinia Comman
Sylvan Fey creatures




CALENDAR

The lands aroumnd Kalaman use the Solamnic cal-

endar, which Faes twelve monihs, es

Four weeks. Wi
twenty-four hours

SoLaMnic MONTHS

&

h containing
5 have seven days, and days have

Manth Hame Manth Mame
Jamuzry Mewdolt |ty Fearswelt
Feoruary Deephalt August Palesweit
March o o P

April Yurlhgreen  Detober Gilderntier
May Flaurgresn  Movember  Darkermnber
June Holmswedl December  Froatkolt
SoLamnic Dars

Dy Mamg Day Mama
Simichay Linaras Thursday Misharm
Monday Palast Friday Balulal
Taesday Magetag Saturday Bracha

Wednesday  Rirlnor

WAR COMES TO KRYNN

CurrENCY . :
Since the Catachysm, the harsh realities of daily
survival leave Hitle room for impracticality. For
vears after the devastation, steel’s value akyrocketed
untl it was valued as highly as gold, thanks fo the
difficulty of forging steel and its obvious practical
applications. Similarly, bronze was valued on par
with silver, While the value of steel and bronee b
diminished to pre-Cataclysm standards, trade o
of bronze and steel remain in use across Ansalon.

CURRENCY OF ANSALON

Cain p bpfsp  gpjsti  pp
Copperfcp} | 110 100 1,000
Bronze (bpjor 10 1 110 1100
Silver fgp)

Gold (g or. 100 T 1 0
Steel (st)

Platinum {pp) 1,000 104 L] 1

oo
i

|
{
@



RUMORS OF Wakr

Fuctual reports of war in
Dhraggun Chaeen's return are slow o spread. Many of
Ansalon’s communities are isolated, and the Dragon
Armies work to suppress information of their con-
fuesis. As o resull, most people in Solamnia and
westof the mountainous Taman Busuk region
Aren are uf Dragon Armies’ threat beyond
U TUMOrS,
Roll ar choose a result fram the Wartime Rumars
tible wleneyver ¢l

ern Ansaion and the

acters hear a rumor reganding
the Thragon Armics or strange happenings in cast-
ern Ansalon. Each rumer notes how truthful it ds,
but even inaccurate rumors hold & geain of truth.
A the start of the adventure. characters have each
hieared o of these rumors,

WarTime Rumors
did  Rumor

1 Warderds from Taman Busuk have united an army
of mercendries and warlike groups. (Trae)

1 Some elaim to hear the whispers of the old gods
and believe their miracles ane returning to the
warld, (True}

i The kender homeland of Kendermare suffered
some disasier, Kender are traveling far, socking
help but alsa getting into trouble. (True]

4 Arnies in the east are recruiting anyone who will
fight for ther, provnising wealth and glory not
seen since before the Catachysm. [Trus)

5 Adeadly band of mercenaties bos trained fiying,
diagon like creatures called dragonneds to serve
them, {Inaccurate; the Bragon Armies widely em-
phoy these creatures.)

6 The natlon af Khur has been united under a pow
erful warlord wha seeks to conguer the world, {in-
accusate; Khur has been conquered by the Bragen
Armins)

T Agreat flect of ghven ships was sighied hesding:
st The ehves are cetreating to their secret home-
famd. (Inacourate; the Silvanesti slves have fled
their honeland for Seuthern Ergoth.

1 Travelers mporr sig

s of choaked lizardfot
ralders. Mo one knows where they've come from or
wha they want. {Inaccurate; such rumers misiden-
tify draconians.j

% Mlambersof the Mages of High Sercery spread
Tbes of dangers in the Exst to keep people isolated.
scared, and under their secret controd, (False)

0 Fools claim to baye seen dragons in the East. but
thiese are only wyverns and |llusiens, (Inaccurate,
people do claim to have seen dragons, but these
iire rire sightings of actual dragons )

KaraMman REGION

Seiuated in the
tern reac

= prowince of Nightlund in Solamnia’s
Ealaman 15 one of the nation's
il vital gatewiys to the outside warld. The eity,
known as the Beacon of the Esst, rises alonga
deepwater port near the mouth of the Vingnard
River, Solamnia’s greatest trade artery. Blessed
with the bounty of the river, the benefits of tride,
and the Tertile soil of the Solamnic plains, the Kala-
man region Aourished even after the Cataclysm.

CiTy oF KALAMAN

Kalamtin began as 4 sleepy Ashing village on the
coast of {he Turbidus Ocean, I might have remained
50 il not for the arrival of an starian trading mis-
sion centuries before the Cataclysm. Seeing the
porential of & deep harborgo dose to the mouth of
a griat river, the Empirve of Istar invesied heavily in
the town, transforming it into a thriving trade hub,
Selamnia soon found Istar's stranglehold on the
Eooming port intoleratil elfrmactic bt
tle on the pliins west of the city, Istar ceded control
of Kalaman.

Today, leng after the [l of Istar and the trials of
the Cataclysm, Kalaman remains a thriving porr

ity surrounded by tall Istarian built walls that hive
never been breached. Inits busy harbor, vessels
from all over Ansalon go about their business under
the Bight af the city's rwo grand bes
clysm marvels that have survived Tor generations.
At the center of the the ancient Castle Kalaman
rises intimidatingly on & sheer hill. The castle’s
architectural marvels include defenses vet o be
recrested i the modern age. The city of Kalaman is
further detailed in Chapter 4,

0%, pre
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PEOPLE OF KALAMAN X

The city of Kalaman is notably cosmopaolitan, while
most penple in surrounding communitics make
thidr lvelihoed theowgh fishing and frming, Many
of the region's inhabitanis are Selamnic humans,
while others descend from the city's Istarian found-
ers. Traders from all over Ansalon settle in Kala.
man through preference or necessity. As a result,
some humans hail or have ancestors from Abanas-
inia, Nordmaar, Ergoth, Estwilde, and farther-fung
lands. Kender, hill dwarves, and gnomes are com-
mon in the region, while some elves, mountain
dwarves, and other people atso make their home

in the ity Anyone is weleome in Kalaman if they
come peaceably with goods o trade.

SURROUNDING REGIONS

Ta the west of the Kalaman region lies Hinterlund.
Even farther west lie the Plains of Solamnia, from
where crops and crafted goods make their way o
Kalaman for trade. Even in partsof Solamnia closer
o the port of Palanthas, it's often cheaper and eas
#er i mave goods down the river to Kalaman,

North of Kalaman, the grasslands characteristic
of Bolamnia give way to the broken steppes and Iab-
yrinthine eanyons known as the Morthesn Wastes.
Dheadly beasts, rreacherous cliffs, and unpredictable
flooding make the wastes a dangerous land where
it's said nothing survives for long,

East of Kalaman, the lands of Estwilde hold in
hospitable terrain and peoples who have been un-
friendly to Solamnia sinee the days of Istar. Across
the hay in northern Estwilde e the swamgps of
Crwnimish. To the south and east of Kalaman are
the rolling steppes of (lettaar, which in turn give
way to the forbidding peaks of the Taman Busuk re-
gion beyond Estwilde.

NIGHTLUND

For generations, the Soths of Dargaard Keep—a
family of Knights of Solamnia—rubed the Solamnic
province once known as Knighthind. Before the Cat-
aclysm, the gods of good forewarned Knightlund's
Ieader, Lord Loren Soth. about the coming destrue-
tiom and offered hima chanece to stop it but he failed
to accamplish this rask. Since then, the provinee
has hasd & cursed reputation, People have come (o
lnew the land as Nightlund and ascribe the region’s
frequent starms 1o the obd gods” disfavor.

Lard Sath and his defiance of the gods is detailed
in chapter 4.

ReELIGION AND THE GODS

The gods of Krynn are said to have abandoned the
world, and in the great cities of Ansalon, lemples
and centers of fith are few, Nevertheless, small
miracles occur across the world, Diraids and hidden
s offer prayers in the old ways and em-
ploy mysteriows magic. Long-lived peoples remesn-
ber the worship of the gods and see their shapes in
nature and the constellations above. Ancient, forgor-
ten sunctuaries hold wonders hevond imagination,
and divine whispers reach those with the minds and
hearts to listen, The gods haven't wholly abandoned
Krynn, and as threats grow, mortals turn o them
onee more—sometimes aftes a remarkable encoun-
ter with a messenger of the gods,

The gods of Krynn loosely align with one another
abong the principles of good, neateabity, amd evil.
While suely alliances can be temons, the gods often
work together to enact their shared will across the
world or to oppose unions of their focs. The Deities.
of Keynn table and the following pages summarize
the geds mast active in the workd. Among Krynn's
diverse lands and peoples, gods take various names,
genders, and forms. Those presented in the follow-
ing sections are the representations best known
in Salwmnia




It's ensy to e the ods for the :’.'wmh;m Thesy sent the Thirteen Wariings aird
the Putning menntain that followed, They sank Istar beneath the waves, shattered
the continent, nnd withdrew from the world. They chose to case the immense
suffering of the disaster and the centuries since.

But fet 115 suppose thast the gods of qood Love this world and wint 1 to flourish,
That the qeds of sewtrality strive tostewind and u}vﬁo!n{ the gencs of rortals.
Thateven the qﬂf: gf&u‘d selfish as tﬁuf ATE, }wm,r And influence, not -
Aestruaction for its ows sake. Whin, thew, wiuld thes punish s with the &Mﬂds}m
A leavie 1 in ﬁujﬂ{lsﬁ wierld?

Ifenr wee forqetten more than we remember. Wership of the true 50{5 s ever
m&mj'. ﬂm{fﬂ-&sz nshjwns rise i# their ftﬁﬁu 1 pray every |{M; that we've learned
our fesson~that the ’w{! will return, nﬁu{iﬁﬂtfm cede this chaar toone who
henrs their voices asd benrs their true Hessings.

Tipne adome will tell,

Rosamarnid Hewinrd, Knnight of the Crowin
aﬂ'&ﬁu@%ﬁgfm erist —

=

DeiTies oF KrYNn
Gods of Goad Alignamant Province Comman Symbal
Faladine w Good dragans, guardians, rulors Slbver triangie

Sranchala NG Music ard's harp

Habhakuk HG Animal life, natural balance Bl bird

Wiri-olith G Harios, war Bisar's hors

Majere G Mediatian, order Copper speder
Mishakal w Healing Biug Infinicy sign
Salinari G Gad magic White ciche or sphere
Gods of Neutrality Alignamient Provinee Symbel

Gilean N Knawledge Qper badk

Chisley N Mature Feather

Lumitari N Meutral magic Red circle or sphere
Rears ] Craft Forging hurmmer
Shinase N Trade, wekth Griffon's wing

SiFrian N Charge, fire Multicalored fire
Ity L] Wisdom Great green or gold tree.
Gods of Evil | Alignment Province Symbol

Takhisis LE Exil dragcns, hatred, night Spiral of fiye dragon claws
Chemosh LE Undesd Fellow skull

Hiddukel (3 Greed, bies Hroken marchant's scales
Mosgion NE Disgase. secrecy Hogd with two red eyes
hustan LE Evil magic Black circls or shere
Sargonnat LE Fire, vengeance Stylized red condor
Zebiim CE ‘Seas, storms Turthe shell
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GODS oF GOOD

The gods of good provide healing and comfort to
the mortals of Keynn., Although they oppose the evil
gorls” attempts 1o rule the workl, their goal isn't the:
eradication of evil or its gods. Rather, their highest
pursuit is preserving mortad choiee, despite the sor-
row il knowledge that mortala sometimes choose
ruincus paths.

PALADINE

Paladine is known as the Father of Good, the )
ter of Law. the Platinum Dragon, and—on other

worlds of the multiverse—Bahamut. He leads the
gods of good and warches over the workd with an
eye toward order, justice, and merey

He tessches
thiat witse and just laws arc the basis of a function-
ing society, and his clerics often aid in crafting and
uphalding such laws. Paladine sometimes appears
on Keyna in the guise of Fizhan, a befuddied old hu
i mage in faded robes,

WAR COMES TO KIYME
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BRANCHALA

Called the Bard King, Branchala is the god of m-
i, poetry, and the imner beauly of all fiving things,
Many ebves and kender worship him above all ather
goils. Both groups revers him as g champion of

1ife and laughter, bringing solace and joy to those
who listen.

HABBAKUK

Habbakuk, known as the Fisher King, ovérsees an-
imal life. the sea, and the balance of nature. Many
saflors, farmers, and hunters revere him. His holy
aites are often marked with the image of 3 Blue bird
or & phoenix wreathed in blue flames.

Kiri-JoLiTH

Kiri-Jolith is the god of righteous war, He blesses all
whin fight in the name of good and scorns those who
delight in slaughter and fust for battle, He is particu-
Lurly revered by the Knights of the Sword, an order
of the Knights of Solsmnia that seeks to root oul
evil wherever it dwells,




MAJERE

Austere and aloof, Maj is the god of me
and discipline. Monks, iz moss devoted followers.
henor him by leading lves of quict contermplation in
remote monasteries. Many orphans dre raised inthe
nasteries of Majers; some become monks them
5, while those whe leave the monastie lfe often

e
-
take the surname Majere out of respect

MisHAKAL
Crod of compassion, he
widely worshiped by by
fams, Throughout history, she has reached out to
chosen heroes to soothe others' suffering. Her faith-
ful offer healing and solace to all—even enemies.

SOLINARI

Solinari, the god of good magic, is patron of the
Mages of High Sorcery’s Order of the White Robes
and other benevolent mages. His power manifests
through the white moon of Krynn, the brightest of
its three moons. Along with his cousing Lunitari
and Nuitari, he warches Krynn from the heavens

= that aids, heals, and profects.

ting, and love, Mishakal is
dlers and community guard-

and encourages m.
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GODS OF
NEUTRALITY

The netral gods of Krynn vary widely in their moti
yations and methods, Some are passive and distant,
dedicated o recording the actions of mortals or wp-
hiodding the balance berween societies antd nature,
Others take a more active hand, injecting elements
of chios and innovation into mortal life. Unlike the
gods of good and evil, the neutral gods have litdle in-
terest in the arruggle over maortal de

inies.

GILEAN
The god of knowledge and nominal leader of the
newtral geds, G
Ity. He stancs ba

n etnbadies the ideal af neutrals
wl ubserves, recarding all that
unfolds, Gilean is keeper of the Tabril, a book said
to contain all the knowledge of the gods, though
portions are sealed toall but Gilean, Some people
betieve the seribe Astinus of Palanthas to be Gilean
in human form,

th £ WAR COMES TOKEYNN

CHISLEV

Cheislew i the god-of narre on irs own terms, gov-
erning the hythms of Hife that unfold heedless of
martal action. Though enigmatic and shy, they ane
fiercely protective of their domain. regarding all
plants and animals as their children. Chislev's fol-
Inwers sre often hermits, druids, and others whao
tevere nature without asking anything in returs,

LUNITARI

Lamitari, the god of neutral magic and illusions, i
padrom of the Mages of High Sorcery's Order of the
Red Robes and othe tral mages, With her cous-
{ns Solinari and MNuitari, she watches over the peo-
ple o From the esvens, conveying her power
through the red moon that & « her name. She
appears #s a trickster figure in mythology, using her
mastery of illusions o fool gods and heroes alike.

REORX
[teors is the god of or
artisanship, credited with o

iration, and
ating the gnomes,
dwarves, Render, and even Krynn itself

new things that alter the world and spur its peopls
to mction,

o

. He nvems




SHINARE
Shinare is the god of wealth, industry, and
connrmerce., Though many of her followers are

h, her infuenoe spans legiti amel
underhanded commerce atike, ind she receives
oocasional worship from thieves. Despite this, most
enariier hera god of fadr de sugplicants pray
shie favors thim as they bargain,

SIRRION

Passionate and impulsive, Sivrion is the god of al-
chemy, transformation, serendipitous creation, and
Himes, He embodies momentary excitement, far-
ing quickly into fiery passion and smoldering long
aferward. Sierion’s followers embrace extremes of
cmotion a5 forms of divine expression,

ZIVILYN

Where Gilean embodies knowledge, Zivilyn exem
plifies the calm wisdom necessary o wickd knowl-
edge in the workd, He's said fo exist inall fimes amd
i allected wisdom of every
plane of existence. Zivilyn often attracts the worship
of eecentries, philosophers, and sages,
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GODS oFEVIL

The evil gods of Krynn embody power, venges
and other ideals that elevate self above community.
They wish to rule the mortal warld, believing only

they are worthy of such dominion. They rely on

souls for power, and the gods of

er i oblige.

TAKHISIS

or oF Krynns evil gods
ths Dr pon Quesn. the Queen of Darkness, and—

on other worlds—Tiamat. She is the god of power,
pride, and control. as well as the queen of chronaric
dragons. She tempts moreals 1o her service with
offers of dominance over others, Barred from Krynn
ore: the s, she found |

1% known g

since |
to returm in the centurie

Iimes apipes i warrior with
il

Formm is a five-headed dragen.

sasd |
ardng armor wnd long black hair, but her true

WARCOMES TO KEYNN

CHEMOSH
Chemash is the god of undeath and false redemp-
i pting his folloswers with the promise of i

mash embs

shull v

Followers of C
tion, dressing inwhi

Hrippuker

Hiddukel is the god of greed and treachery. He holds
domain over all ill-gosten wealth in the world. and
iminals and unscrupulous traders worship him

in secrer. While Hiddukel gladly accepts their wor

ship, his true goal is the
bt of souls,

asequisition nol of ricl

MORGION

and deeay
the other gods, preferring to brood inhis other-
worldly fortress, the Bronze Tower, and pursue hls
own schemes, His worshipers follow his ex
mesting in the dark and maintaiming
all thir




NUITARI
Nuitari. the god of evil magic a
trom of the Mages of High Sorcery’s Order of the
Black Robes and giher wicked mages. He encour
ages selfish and destructive magic. His power flows
through the black moon that shares his name, which
is visible-only due to the stars it blocks in the sky,

SARGONNAS

Sargonnas is the unpredictable god of fiame, ven-
meance, and wrath. Though he'a a consort to Takh-
i “hemes sgainst her as often as be fights

-+ behall, H hiped by those whe seek
retritition, His true form is that of a monstrous mi

darkness, is pa-

notaur, and many minotaurs revere him under the
name Sargas.
ZEBOIM

£eboim is the god of the ocean in its destructive as-
pect, including storms and dangerons sea crestures,

arcn't safe f
sailors pray b

m her frequent bouts of rage, Mest
1shberkul to keep Leboim at bay,
5 Zeboim foal

bt

soumie make offie
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THORBARDIN AND THE DWARFGATE Wak
The kingdom of Thorbardin has endured beneath
the Kharalis Mountains of southwest Ansalon for
thousands of vears, but the centuries since the Cata-
clysm have created new divisions within if,

The dwarves of Thorbardin divide themselves into
ancient clans. Many generations before the Cata-
edyam; dwarves who dwelled on the surface estab-
lished the Neidar chan, known for working the land
and trading with other surface folle In the wake
of the Cataclysm, with food scarce and the future
uneertain, the High King of Thorbandin sealed the
gatesof the kingdom to all outsiders, including the
Weidar, Betrayed dnd hungey, these surface dwarves
allicd with ather desperate refugees and unsuccess-
Tully attempded o take Thorfurdin by force. The
conflict that came to be calbed the Dwarfgate War
canser] deep enmity betwesn the dwarven commu-
nities af the surface and those that live below,

MousTaiN Dwarves

Led by the aristocratic Hylar clan, mouniain
warves are the unguestioned rulers of Thorbardi
Many great fighters, engineers, and artisans call
these magnificent halls home. Prowd and reserved,
mat Thorbardin clans want nothing to do with
outgiders —dwarves or siherwise. However, some
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dwarves grow tived of life within their ancient tun-
nels and wonder abot rejoining the world abxove,

As & mountain dwerd, you might come from a
dwarven nation like Kayolin or Thorbardin You
could be part of an expedition of traders or explor-
«ers, sent by your people o live on the surface for
years bifore reporting back: Or you might have ven-
tirel forth on your own, erger to see what the wider
world halds.

HILL DWARVES

The dwarves barred from Thorbardin experienced
the years foliowing the Cataclysm on the surface.
Now known s hill dwarves, they lived among the
lands and peoples of the surface for centuries. Few
still call themselves by their old name, the Neidar,
preferring w forget their ties to their mountain
dwarf cousins

Some hill dwarves live as traveling traders, while
others make their homes among the communi-
ties of Ansalon's other peoples. Siill other groups
ke oul lives in ruins or harsh lands as reclusive
survivalists.

As a hill dwarf, you might come from lands near
the greal mountain dwarf nations or from o diverse
town far away. Or perbiaps vou come from every-
where, having been ratsed in o traveling community
that's seen most corners of Ansalon,

ELvEs

Several distinet elven cultures inhabit Ansalon,
including the Qualinesti and Sibvanesti high elves,
the Kagonesti wood elves, and the Dargonesti and
Dhmerns Elves,

Owver two thousand years ago, the Kinslayer War
divided the high elves of Ansalon into fwo groups,
Silvanesti in the east and Qualinesti in the west,
Through the intervening millennia, neither group
has soaght reconciliation. In the even more dis-
ant past, both high f nations separated from
their Kagonesti kin, while the waves themselves
isalate Dargonesti and Dimernesti from their sur
foce-dwelling cousing,

As the elves of Ansalon largely keep 1o them
tves, hatf-elves are few and are carely seen outside
the elven nations.

Stvanestt Hiou ELVEs
Sihvanesti, the original elven kingdom, lies in
southern Ansalon, For untold gentrations, the aloof
Silvanesti elves lived in & stratified society closed 1o
ottsiders. They don't hate their cousing in Qualin-
esti, but they consider their ways misguided.
[n recent years, war has come to Silvanesti. When
the Diragon Armies hesieged the realm, the leader
Lorac Caladon, Speaker of the Stars, ordered his
peogle o evacuate. Lorae then attempted o defend
the kingdom with an ool of deagankind—but the




wrtifact’s magic unexpectedly warped Sibvancsti
fntoa nightmarizh land, The surviving elves of

i a people without a
pedd ogether across the sea
o Southern Ergoth, seeking refuge with the Kagon-
tsti, while others refused o give up Silvanesti amd
sought to reclaim thisr ancestral home.

anesti high ell, you know what few in
.'\u-a..lm.dn the home of the elves has fallen, During
the Diragon Armies” invasion of Silvanesti, yoo
might have been separated from your people or even

in unfamiliar lands. You could have fled ||v-l(|e'_°~||

with your people but now seek a way to restone your
homeland. Or perhaps you'se spent your life explor-
Ing the world, cultivating relationships witl people
other than your kin,

QuaLINgsTI HioH ELves

Losig ago, a group of high rlves Ir[i Silvanesti, de-
siring & more egalitarian socipry. They travedod far
16 the wiest and founded a new forested homeland
calbed Qualinesti, Less hi hical than their pro
ars-anid more willing to deal with outsiders,
imesti elves even enjoyed good relations with
{hiz dwarves of Thorbardin. Since the Catuchysm,
however, they've withdrawn from the world, and few

As a Qualinesti high elf, you might have bccn
rafsed i sechusion in the foreses of Chia
could have been sent forth 1o learn th
wider world or (o pursee ramoes of &
Or perhaps your family keft Qualinest long ago; and
you have connections with folk from other lmds.

e s i Fale

Kaconestt Woon ELves
Kagonesti are the descendants of ¢lv
setthed in the forest cities of Sikhanesti, instead liv
ing a nomadic way of life and seeking harmony with
nature. Most of these wood elves live In small tribes
in the foreats of Southern Ergoth, Although few ot
siders intrudse on the Kagonesti's ancient foresped
lands, thousands of Silvanesti refugees have begun
seching their aid. While the Kagonesti welcome
thedr cousing and seek wosuppont them, the
to be overwhelmed by the Silvanes
distinct ways:

As a Kagonesti wood elf, you likely spent a great
deal of your 1ife in the forest and know moch abou
the natural world, You mighe have left yed
explore the world, or perhaps you've just begun your
ng to prevent the threats that hefell the
Silvaness from reaching your people's home.

s who never
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PeopLE FrOM BEYOND

Peppids who aren't native to th world still might

find their way 1 Krynn, 18's possitie to find indevidual
miembers—or even senall enclaves—af folk fike drag-
onbarn, hatflings, teflings, o any other racein Ansa-
lon. Perbiaps such individuals stepped through 3 portal
and found themselves on Krynn, or traded with one of
Wrymin's great empires before the Catsclysm. Use such
pessibilifies ta play charsciers of any race you pleasein
your adventires across Krynn.

As s human, you might hail from any corner of
Krynn. Below are juata few of the distinet human
nating of Ansaton. You might be a member of any
of these societies, or you can choose another home
to define as you p

ABANASINIA

al peaceful communities det the Abana

 including So village built smong the
of towering \ 1 trees, In recent

SEs Erves

T groups of sea elves inhabit the oceans sue.
rounding Ansalon, Dargonesii, also known as deegp
s call the vast oceans home.
Dimernesti, are often called shoal elves. Although
Dimernesti live closer o land, they have deep bonds
with the sea amd all life within, Both groups of sea
elves are rarely seen by the peoples of Ansabon amd
keep to their own agquatic communitics. Though sea
elves are exceptionally rare, you can creat elf
eharacters using Mordenkainen Presens: Momnsters
of the Multiverse,

GuOMES

The tinker gnomes of Mount Nevermind are the
hest-known gnome community on Keynn, Despite
Hving in a world steeped in magical foree
these rock gnomes indulge in specialized scientific
pursuits and create complicared inventions:

Mount Nevermind-—a hollow, dormant volcano
on the island of Sancrisi—is a hub of wonders and
catastrophes. Here, energetic gnome inventors end
lessly create and test stupendous devices—and learn
from equally stupendoaus ilures.
populous in Ansabon,
Their few communities lie deep in the forests of
Sanerist and Kendermore, where they embrace har-
miony with nature over the pursait of invention,

As a gnome, you might be a tinker pursuing some
niche scientific endeavor, coaxed from Mount New-
ermind o conduct research dr io seek inspiration
beyomd the mount Alternatively, you might be o
forest gnome, exploring the wonders of the world or
seeking io heal the landsof the Catachsm's scars,

Humans

Humans are ubiguitons on Ansalon. They ruled the
continent's largest empires before the Cataclysm,

astation (hat
fallowed. Many humans never resetiled after the
Cataclysm, joining itinerant and nomadic cultures:
Human cities are fow and usually small, developed
around natural siructices that sheltered eommuni
ties fallowing the S,
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years, the theooratic Seckers have risen to power
gion. This power-hungry religion controfs.
tlements in

ity of Haven and surrounding s
rame of vague, fickle deities who condemn the
use of magic.

The broad plains of the northern Abanasinian
peninsula dre home o nomadic humans known as
Flainsfolk. Divided into several
rics across the region, Plainsfolk are skilled war-
rines, tradera. and collectors of stories thar predate
the Catackysm,

ribes with territo

NORTHERN AND SOUTHERN ERGOTH
The Cataclysm split the land of Erpoth in two,
dividing the remnants of the human empire that
ance rulbed there. On Northern Ergoth, scatteped
communities claim to be inheritors of the fallen
Empire of Ergoth and dwell among the remnants
its pities and fortresses. These Ergathinns enj




prosperous peace with the kender enclave of Hylo
and the gobling of the arid gouthern lands, with
.

wer humans make

whem they sharee thedr |
their home on Southern Ergoth, living primarily
zlong the coast and avoiding dangerous groups of
ogres and giants,

SoLAMNIA
Once a mighty empire, Solamnia has fGllen from the
glory it knew. Though Solamnia remains one of the

largest and most prosperous natons an the conti-
nent. it provinees are self-concerned and prome
squabhling. The land's once-legendary «

the Knights of Solamnia, are much diminished in
numhers. e knighta still =
and paragons of bonor,

Nevertheles el as e

Enders of the innoce

larsts
7 the Catachysm, the verdant plains of southern
becoming the Pl

a trade hub

16l dteroems

sand. The rest of the city clings to life
all communities and itinerant b
dwell here have adapted
faring ways to their curreat
arid environment. becoming hunters, scavengers,
and traders.

OTHER LANDS
Other parts of Ansal
tribes of non

of Estwilde travel the steppes of Qlettaar from the
lurbidus Ocean to New Sea. These nomads brook
ne trespassing on their lands, whether by S
hebgobilin raiders from the east.
soodhand, While Goodlund i p Iy in
habited by kender. scattered human tribes wander
the Dairly Plains and eodsts bordering the Blood
Sea of Istar. M inhnbit ancient Istarian ruins,

[

donally forced to i weith half ratomd
technology and magic from the ancient past,

Teereach. The humans of leereach live in the
frozen south, where they compete with groups of
thiened {walrus-folk) for huting grounds.

Khar. The nomadic human tribes of Khur inhabit
4 harsh, rocky land, These groups have been forei-
bly united under e Salal-Khan, who
allied his people with the Diragon Armies. A pobust
resistance, centered at the trade hub of Kiuri-Khan,
opposes the invaders,

Nordmaar. Most humans of Nordmaar lve ei-
ther in rugged coastal communities o the north
or among the no
prowd groups have
of Solamnia.

ol e

chic tribes of the south. Both

strong ties with the people
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RAGE OPTION -'
The kendes

agorlance

a raee oplion for player char
and other DED sertings.

CREATING YOUR CHARACTER

CORE INCREASES

rmining acter's ahility scores,

ne of those scores by 2 and inerease @ Jifk
e by 1. or increase three differs
rule regardless of the method

COres

puint buy.
The: "uick Buil

ter fgnore them, Whichever sce

cres hie seores can be ¢

L none of

LANGUAL

ez, read, and write Common
hiat you and your DM agree

& appropriate L & Hand

hook offers a list of widespread languages 1o choose
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an, The DM is free to add
from that list for a particular campaign

© languages

CrEATURE TypE

are: Most player che
including kender, are of the Humaneid type, Cre
s i ave rules themn:
rules i the gamme affe slures of certain types
in different ways. Forexample, the text of the cure
wumds spell specifics that the sp
a crearire thal has the Construct (ype

I daesn't work on

Lire SpAN

The typical life span of a player character in the
B&D multiverse is ab SELTEVTLT S
the chara L el onan
adventure.

i doesn't

HEIGHT AND WEIGHT
ayer charachers, regardless of race, typically fall
5 ol height and wisight
wve oy aur world, 17 you'il like to determine
‘s height or weight randomly,
the Bandom Height and Weight table in the Flay
Handbook, and choosc the row in the table thar be:
represants the build vou im

e for your character,




KENDER

During the mythical origins of Krynn, Reors, god
of graft, indulged in an age of unfettered creation,
Many peoples sprang from his divine forge, bet not
all among them remained as the god created them.
Aliered by unbridled magic, & group of gnomes wers
transformed and given almost supernatural curios-
ity and fearlessness. These were the frst kender.

Criginating on the workd of Keynn, keoder are
diminutive Humanoids whe look like humans with
painted ears and diverse appearances. Kender have
a supernatural curiosity that drives them (o adven-
ture. Due to this inguisitiveness, many kender find
themselves falling through portals to other planes
and workds,

Kender AIMAEE §
of curipsities. Some might collect mundane knick:
knucks or relies from magical sites, while others
might become professional thicves.

Kenpes ThAaTs
As a kender, vou have the following racial traits,

Creature Type. You are a Humanoid.

Size. You are Small.

Speed. Your walking speed is 30 feet.

Fearless. You have advantiage on saving throws
¥ou make to avoid or ead the frightened condition
on yoursell, When you fail a saving throw to avoid
or end the frightened condition on yourself, you can
choose o succeed instesd. Onee vou sueceed on
saving throw in this way, you can't do so again until
you finish a long rest.

Kender Aptitude. Thanks to the mystical origin
of your people, vou gain proficiency with ene of the
Toflowing skilis of your chodce: Insight, Investigation,
Sleight of Hand, Stealth, or Survival,

Taunt. You have an extraordinary ability to fluster
creatures, As a bonus action, you can unleash a
string of provoking words at a creature within 60
Teet of yourself that can hear and understand you.
The target must succeed on a Wisdom saving throw,
or it has disadvantage on attack rolls against targets
other than you until the start of your next turn. The
D equals 8 + your proficiency bonus + your Intelli-
gence, Wisdom, or Charisma modifier (choose when
you select this race).

You can use this bonus action a number of times
equal to your proficiency bonus, and you regain all
expended uses when you finish a long rest.

ORGANIZATIONS

In eras past, when Kryan faced times of exceptional
darkness, champions stepped forth from the ranks
of the virtwous Knights of Solamnia and the mysti-
cal Mages of High Sorcery. These two organizations
are detalled here.

K NIGHTS OF SOLAMNIA

Many celebrated heroes have risen from the Knights
of Solamnia, the most storied knighthood on Ansa-
lon, The knighthood began over a thousand years
ago, during the reign of the Ergathian Empire in
western Ansalon, Vinas Solamnus, head of the Er-
gothian imperial guard, was sent to eastern Ergoth
to put down a massive rebellion, However, Solam-
nus bearned of the rebels’ grievances and, won over
1o their cause, he anid the rebels marched on (he
Ergothian capital of Daltigoth. The capital fell, and
Vinas Sclamnus was crowned King of & new inde-
pendent nation on the eastern plains, called Solam-
nia in his honor,

King Solammus sought above all to rule this new
society justly. On the Isle of Sancrist, at a bleck
graniie stone in a secluded glade, he prayed o the
guds for guidance. Three of the gods of good ap-
peared to him: Paladine, god of justice and order;
Kiri-Jolith, god of just warfare: and Habbaluk, god
of nature, loyalty, and the elemems. The three gods
inspired three orders of kaights that would guard
the realm together as the Knights of Solamnia.

TARNISHED PRIDE

Before the Cataclysm, Solamnia was a beacon of
peace and prosperity, The knights established great
vities and castles scross the Plains of Solamnia,

i ing Salanthus, Castle Bri and Dar-
gaard Keep, They rubed in aceordance with the ide-
atls of Vinas Solamnus, and they forged an alliance
with Istar that spread those ideals across the world,
The people of Salamnia attributed their prosperity
o the wise and just rulership of the knights.

In the wake of the Cataclysm, faith in the knight-
thood soured to suspicion. Rumors spread that
the knighthood had possessed the power o avert
the Cataclysm and cither failed i or chose not
1o~ perhaps to dispense with Istar and solidify the
knights' power.

Most knights still tried to defend the realm as
their duty demanded, bit they found themselves
Toibit ot ih] ke, dsr b prrorit gt whig e
Jected and perseeuted them, Most fled to Sanerist
Izle in the west or retreated to the protection of
their strongholds and keeps, while others disguised
themselves o continue their work.
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Their power waning, the knights today locked
in a hitter internal feud: Is it better to maintain their
even in the face of obsolescence,
h

strict code

securs
it the lenodedp rue to themselves? Or
brace a changing world amnd fight o
defend it, oven if the knights must change with it?

were

shonld they e

THE OATH AND THE MEASURE
The Knights of Solamnia follow a chivalrie code
with twe parts: the Cath and the Measure, both
inspired by the writings of Vinas Solamnos, The
Dath is simple and aspirational—a star o navigate
by —while the Measure Lys oul specific rules for the
arganization and o o the knighthood.

The Qath. The Oath of the Knights of Solamr
has been the same since Vinas Solamnus founded
the knighthoaod: 5 ith Mithas" or “My
Homor Is My L prineiple {0 sacrifice all
fiar thie sake of honor—giitdes the actions of every
lenight, at least in theary.,

The Measure. I co st o the: h, the Mea-
is a stapgeringly complicated. e atingly
specific guide to knightly life, put forth by
Vinas Sclamnus as an organizational scheme and
code of conduet for the knightly orders, the Measare
sags thirty-seven vol
umes, covering everything from courtly etiquetie
o the proper saddling of mounts, According to the
Measure, the knights no longer have sufficient num
heorss o st Sramd Master, the highest office
in the knighthood, leaving them without
ity who could overrule or update the Mesasun

Dieepite this, a growing mi;
for a reform of the Measure, by

v over the years to encon

o new

wing that it's un-
wichdy and outdited and that it no longer serves the
ideals 1aid down by their founder.

KnigHTLY ORDERS
Each Solamnic knight belongs to one of thres or-
dhers. Each order, led | High Knighr elecied from
among its number, has its own hierarchy and rules
for admission;

Knights of the Crown. Most knights begin their
Journey as squires in the Knights of the
whe honar the god Habbakuk as their patron, The

Crowt,

arder emphasizes ideals of loyalty and obedience:
that serve as a bedrock whether a knight chooses to
remain within the order or move beyond it Knights
of the Crown are expected to aid any knight who
requires assistance and any kingdom on the Listof
oxalty, the officlal roll of the Knights' allies,
Knights of the Sword, Deds i honar,
courage, and reverence for the true gods, this order
upholds the virtues of Kiri-jolith, the god of just
war. Members dedicate themselves o courageous

cated to he




aacrifice, pledging to defend the defenseless withou
regand for the knights’ personal suffering: Knights
whe join this order often undertake a heroic quest to
priwe their worth.

Knights of the Rose. Guided by ihe god Paladine,
the Knights of the Rose lify homor temip

Towers oF HiGH SORCERY

Thousands of years ago. the Mages of High Sorcery
cooperated w build five Towers of High Sorcery,
centers of learning fo advance the craft of magic and
the interests of the orders. Three of the towers were

by wisdam and justice, Before joining their ranks,
mast knights rise within the Knights of the Sword
after serving with the Knights of the Crown. Those
il prove both their loyalty and cournge are fit 1o
jain this order, which upholds the knighthood's high
est ideals.

MAGES oF HIGH SORCERY

Many magic-users on Krynn are members of an
angient ul‘l&&n lr.m known as the Mages of Hi)
Sorcery, Pred 1 of wizards—with
alesser number of sorcerers,  warlacks, and other
apelleasters— members are divided into three or
ders. Each order dedicates itsell 1o virtues extolled
by & god of magic and honors the moon its deity is
agsociated with, The three orders cooperate as part
o8 single organization, overseen by a council of ex-
perienced members known as the Conclave:

Equally devoted to the study of magic and united
in ing their e and the
three orders differ in their fundamental reasons for
using magic.,

ORDER OF THE WHITE ROBES

Dedicated to the good god Solinari, the White
Robes accept the solemn responsibility of using
magic only to make the world a better place, The
path they walk is & narrow one. and almost deily, a
mage of the White Robes faces the agonlzing deci-
o of whether to intervene in the alfairs of others
for the greater good,

ORDER OF THE RED ROBES

Inspired by the neutral god Lunitard, the Red Robes
help others when it suits them and use their gifts
For their own enrichment as they desire. Mages of
the Red Rohcs are expected to wicld their power

their order Gaithfully, and up-
hold the balance between ool and evil in their cwn
actions and the world at large,

Orper oF THE BLAck RosEs

Often reviled and feared in cqual measure, the
Black Robes follow the example of the evil god
Nuitari, the black moon of Krynn, A mage of the
Black Robes is cxpected 1o first further their awn
ambitions, then pursue the goals of their order.
and then support the continued well-being of

the Conclave,

during the Cataclyam, and a fourth—the
ance onsurpassed Tower of Palanthas—lies cursed
and empty, The only tower remaining in operation,
the Tower of Wayreth, now serves as headguarters.
af the Mages of High Sorcery and repository of their
reatest secrets,

Tue Test oF Hicn SoRcERY

An apprentice mage who seeks (o join one of the
three orders must first pass a trigl known as the
Test of High Sorcery. Every mage’s test is different,
tailored to both the order they wish to join and their
own personal challenges and aspirations, Nonethe-
less, & fow elements are always present.

Lethal Fallure. The primary purpose of the test
i 1o weesd out those who would misuse magic: Ev
ery test is designed so failure means death, There
is no judge, no score, and no chance of surviving a
failed test,

Magical Acamen. A mage must wield magic
with competence, creativity, and control, Every test
requires a mage to usc the most advanced magic
they've learned—and, sometimes, to push beyond it,

Test of Character. The mages of the Conclave
need to know the apprentice will honor the laws
of their order, no matter the circumstance. To this
end, the test confronts an apprentice with blter
moral and emotional cheices as well as magical

ones might appear in the test, along with all manner
of hazards and puzzles. The applicant has no way
of knowing which challenges are illusary and which
are real. In some cases, the test has lasting conse-
aueenees for an applicant’s lfe bevond the order.

ReNECADE MacEs

If a spellcaster leaves or is thrown out of the Mages
of High Sarcery, or they fail the Test of High Sor-
cery and survi b srganization's leaders forbid
thvem o e, Mages
whio practice magic in defiance of the Conclave are
deemed renegades. Members of the robed orders
are duty-boind o report and oppose swch rene-
gades. Some order members hunt renegades, seek
ing to punish or slay those who've defied the Mages
of High Sorcery.
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BACKGROUNDS

Whitn you make a charscter for 4 Dragonlinee cam

paign. choose enc of the backgrounds in this seetion
wrsefect & background fromm the Playvers Handbook

ar angther sourc

This section presents two new backgrounds fir
characters from the world of Krynn: the Knight of
Solammia and the Mage of High Sorery,

Bonus FeEaTs

Whatever background you choose for a character in
a Dragonlance campaign, you gain bonus
detailed below. Char; involved in the War af
the Lance or other conflicts on Krynn are changed
by the dramaric experiences they £

5 15

lsT-LEvEL Bowus Feat

If your sedect the Knight of Solamnia or the Mage
of High Sorcery background, you gain the feat
s wekground. 17 the background you
ehoose deesn't provide & Geit, you gain a bonus fea

of your chaice from the following list (a parenthesis

tells you where to find the feat):
« Skilled (Player's Handbook)
+ Tough {Player’s Handbook)

4TH-LEveL Bonus Feat
Avath level, vou gai
rhoice from either the 1st-level list above or the
Following list (a parenthesis tells you where to ind
the Teat):

mother bomas

of your

Adept of the Black Hobes (this chapter)
Adegt of the Red Robes (this chaper)
Adept of the White Robes (this chapies)
Abert (Plaver’s Handbook)

Divinely Favored {this chapter)

Knight of the Crowen (this chapter)
Knight of the Rose (this chapter)
Knight of the Sword (this chapter)
Mobile (Player's Handbook)

Sentingl (Parers Handbook)

« War Caster (Player’s Handbook)

Yo gain this bongs fies
your backgre
Salaminia ¢
You must m
choose has a

at Ath bevel regaridless of
nd—even if you have the Knight of
age of High Sorcery background,
t all prerequisites iF the feat von

ENIGHT OF SOLAMNIA

Prerequisite: Dragonlance Cannpatsn

You have trained 1o bea valorous warrior Known as
o Knight of Solamnia. Strict rules guide your every
action, and you work to uphold them as you strive to
defend the weik and oppose evil, Your honor is as
frnpostant 1o you 8 v life.
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Skill Pml’lcﬁmcies- :\thlr!lcs Survival

deck of cards,
u set of common clothes, and 4 pouch con-
taining 10 gp

JIRE OF SOLAMNIA
Seyirw of Solamnia

FeaTure: 8¢
Vou gain th
laider 10 this ehaptér),

In addition, the Knights of Solamnia provide you
free, modest bodging and food at any of their for-
IFESSES OF eNCHTpmenis.

presented

BuILDING A KNIGHT

OF SOLAMNIA CHARACTER

Any class that has martial prowess can be a good it
in the Knights of Solamnin, Fighters and paladins
make up the bulk of the knighthood's forces. Cler-
fos foften with the War domain) can also be found
among the knights' ranks.

For 4 more unusual take on o Knight ‘.r:launn
charaeter, conslder playing a bard of the Coil
of Valor (o the College of Swords from Xanathars
Guide to Everytiing) or a barbarian devoted to the
ideals of the nature god Habbakuk (perhaps adopt-
ing the Path of the Zealor from Xanathar's Guide fo
Everyihing),




Knight of Solamnia Trinkets. When you make
your character, roll once on the Knight of Solamnia
Trinkets table instead of on the Trinkets table in the
Plaper's Handfook for your starting trinket,

KNIGHT OF SOLAMNIA TRINKETS
46 Trinket
1 Afiat shiver disk you record your heroics upan
I Apiece of 8 fallen knight's armor
3 Apendant fenluting a crown,  rase, or & sward
4 The parmeried of your mentod's sword
5 Amesnmghul fuse from samesne you defended—
perhags @ handkerchie or glove
A lacket with 3 sketch of a silver dragon inside

-

MacEe oF HicH SORCERY

Prerequnisite: Dragontance CamD&MFn

Year talent for magic came to the attention of the
Mages of High Sorcery, an organization of spell-
casters that studies magic and prevents its misuse.
Foud've teadned among the Mages, but whether you'll
face: the dangerous test required to become a lull
member of the group remains to be d

or individuals pass them by, Even members.of mar-
tial classcs who train in magic might find a rare
place among the group's three orders.
Mage of High Sorcery Trinkets. When you make
your character, roll once on the Mage of High Sar-
eery Trinkets table instead of on the Trinkets table
in the Plapers Handbook for your starting trinket.

Mace oF HIGH SORCERY TRINKETS
dé  Trinket
An unopened etter fram your first teacher
A broken wand made of black, red, or white wood
Jl serall bwm; an incomprehensible formula

N

din

lhaI can fold imta variaus enigmatic shapes

5 Apouch.orspellbaok embSzoned with the friple
mioon symbol of the Mages of High Sorcery

B Alens through which you can see Krmn's avisible
blzck moon, Nuitari

FeaTs
This section introduces feats related to the Knights

Your passion for studying magic has likely already
predisposed you toward one of the organization’s
three orders: the benevoleat Order of the White
Bobwes, the batanee-pursuing Order of the Red
Robws, or thie ruthliess Order of the Black Robes,

T e werld of Krynn, many refer to the Mages of
High Sorcery as the Wizands of High Sorcery. The
drganization accepts more than wizards, though,
~with sorcerers, warlocks, and other spellcasters in-
cluded among their ranks,

Skill Proficiencies: Arcana. [istory

Languages: Two of your choice

Equipment: A hotile of colored ink, an ink pen, a sat
of commuom clothes, and a pouch containing 10 gp

FEATURE; [MITIATE OF HIGH SORCERY
You gain the Initiate of High Sorcery feat {presented
liteer i this chapter).

1o addition, the Mages of High Sorcery provide
somt with free, modest fodging and food indefinitely
at any occupied Tower of High Sorcery and for one
wight ar the home of an organizsion membser.

BUILDING A MAGE OF

Hich Sorcery CHARACTER

Mages aof High Sorcery are typically sorcerers,
warlocks, or wizards and might have any subclass.
Spelleagters who gain their magic through devotion
are Jess likely o be welcomed among the traditonal-
it mages, Nevertheless, the Mages of High Sorcery
are shrewd, and they rarely bet unique opportunifies

af Sol ta and the Mages of High Sorcery, along
with a general fent available to characters seeking a
special divine connection. These feats are available
to you whenever you normally choose a feat, and
they follow the feat rules inthe Player’s Handbook.

ADEPT OF THE BLACK RoBEs

Frerequisite: 4ih Level, Initiate of High Sorcery
(Nuitard) Feat

You chose the moon Nuitard o influence your magic,
and your ambition and loyalty to the Order of the
Black Robes have been recognized, granting you
these henefits:

Ambitious Magie. You learn one 2nd-Jeve] spell
of your choice, The Znd-level spell must be from
the enct nf-oF ne schand of magie,
You can cast this feat’s 2nd-level spell without a
spell slot, and you maost finish a fong ress before
you can cast it in this wiy again. You can also cast
this spell using spell slots you have of the appro-
priate level, The spell's spelicasting ability is the
o chosen when you gained the Initiate of High
Sorcery feat,

Life Channel, You can channel your life force into
the power of your magic. When a creature you
can see within 60 feet of you fails o saving throw
against 2 spell that deals damage that you cast,
you can expend a number of Hit Dice equal to the
bevel of the spell. Roll the expended Hit Dice and
add them together. The damage that the cresture
takes fnereases by an ameunt equal to that total-
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ApepT OF THE RED ROBES

Precequisite: 4ih Level, nitiate of High Sarcery
(Lunitari) Fear

You chose the moon Lunitard to influcnce your
magic, and vour dedication o maintaining the bal
anee between all things has been recognized by the
Order af the Red Robes, granting you these benefits:

Insightful Magic. You learn one Znddevel spell of
your choice, The 2nd-level spell must be from the
illusion or transmutation school of magic. You can
cast this feat’s Znd-level spell withoul a spell skt
and you mast finish @ long rest before you can cast
it dn this way again, You can also cast this spell
using spell slots you have of the appropriate level.
The spell’s spellcasting ahility is the one chosen
when you gained the Tnitiate of High Sarcery feat,

Magical Balance. When you make anattack roll or
an ability check and roli a 9 or lower on the d20,
you can balance fate and teeat the roll as a 10, You
can balance fate in this way a mumber of times
equal o your proficiency bonus, and you regain all
expended uses when you finish a long rest.

ADEPT OF THE WHITE ROBES

Prerequizite: deh Level, Initiate of High Sorcesy
(Sedinari) Feat

You chose the moon Solinari te influence your
magic, and your oath to nse magic 1o make the
woirkd & better place has been recognized by the Or-
der of the White Robes, granting you these benelits:

Protective Magic. You learn one 2nd-fevel spell of
your chodces The 2nd-level spell most be from the
abjuration or divination schouol of magic. You can
cast this feat's 2nd-eve] spell withoat a spell slot,
and you must finksh a bemg rest before vou gan casd
It in this way again. You can also cast this spell
using spell slots you have of the appropriate level,
The spell's spellcasting ability is the one chosen
when you gained the Initiate of Higi v feat.

Protective Ward. When you or a creature you can
see within 30 feet of you takes damage, you can
use your reaction to expend a spell slot and weave
protective magic around the tirget. Boll a number
of dis equal to the level of the spell slot expended
and reduce the damage the targer takes by the
toatal rolled on those dice + your spellcasting abil-
ity modifier,

DrvINELY FAVORED
Precequisite: dith Level, Dragonlance Campaign
A god chose you 1o carry a spark of their power.
You learn one cantrip of your choiee from the
clerie spell list and one 1st-devel spell based on the
i of your ch as ified in the
Alignment Spells table below. You also learn the ar-
gy spell.
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ALIGNMENT SPELLS

Aignment Tst-Level Spell

Evil Choose gne Tst-level warlock spell
Cond Choose oo 1st-level clenc spefl
Meutral Chonse one Ist-level drokd spel

You can cast the chosen 1sHevel spell and the ar-
gury spell withowt a spell slot, and you must finish a
bang rest before you can cast either of these spells in
this way again. You can also cast these spells using
spell slots you have of the appropriate level,

Your spelleasting ability for this fear's spells is In-
telligence, Wisdom, or Charisma (choose when pou
select this feath

In addition, you-can wse a holy symbaol as a spell-
casting focus for any spell vou cast that uses the
spelleasting ability you choose when you select
this feat,

INITIATE OF HIGH SORCERY

Frerequiste: Dvagonlance Campaign, Sorcerer or
Wizard Class ar Mage of High Sorcery Background
You've received training from magic.users affiliated
with the Mages of High Sorcery.

Choase one of the three moons of Krynn to infli-
ence your magic: the black meon, Nuitari; the red
moan, Lunitari; or the white moon. Selinari. You
learn one cantrip of your choice from the wizard
spell list and two 1stlevel spells based on the moon
you choose, as specified in the Lunar Spells table,

Lunar SPELLS
Moan Tst-Level Spell

Muitari  Choote two from dissomant whispers, fate fife,
fex, and ray of sickness

Lunitari Choose two from coler spray, disguise self]
Jeather fail, and langitrider

Solinari  Chooze two from comprehend longuages,

detect cvil and gaod, protection from el and
gond, and shinld

You can cast each of the chosen 1at-level spells
without aspell slor, and you must finish o long rest
before you can cast them in this way again, You can
also cast the spells using any spell slots vou have.

Your spellcasting ability for this feat’s spells is In-
telligence, Wisdom, or Chardsma (choose when you
select this fear),

KNIGHT OF THE CROWN

Frerequisite: dth Level, Sqoire of Solamnia Frar

You are a Knight of Solamnia aligned with the Or-

der of the Crown, a group that extols the virtses of
Toalty, and obeds You excel in

group combat and gain these beoefits:




Ability Score Increase. Increase your Strength,
Diesterity, or Constitation score by 1, to a mase
i of 20,

Commanding Rally. As a bonus action, you can
command one ally within 30 feet of yours
tack. I tha ee ar hear you, thir ¢

mallack asa res

If the attack hits, the ally can roll & d8 and ardd the

number Folled as & bonus to the attack’s damage

rall. You can use this bonus actlon a number of
times ecual to your proficiency bonus. and you re-
wain all expended uses when you finish & long rest.

KNigHT oF THE ROSE
Prerequisite: dth Level, Squire of Solammnia Feat

You are g Knight of Solamnia aligned with the
Order of the Rose, o group knows for leader
fiestice, and wisdom, Your resalve grants you

these honefits:

Ability Score Increase. Increase your Constitu-
tion, Wisdom, or Charisma score by 1, to.a max-
imum of 20.

Bolstering Rally. As

courage oné creature you can see within 30 feet

of yoursell (you can choose yourself), 1f the target
can see or hear you, the target gaing temporasy

hit points equal 1o 148 + your profici
the ability modifier of the ability score increased

a benus

bons +

by this feat, You can use this bonus action a oum-
and

ber of times equal to your proficiency bonus.
you regain all expended uses when you finish a
lomyg rest,

KNIGHT OF THE SWoRD

Prerequisite: 4th Level, Squive of Solamnia Feat
You are o Kaight of Solamnia aligned wiih the Or
derol the Sword, o group devoted 1o hergism amd
courage, Bravery steels your spirit, granting vou
these henefits:

Ability Scorc Inerease your i -
Wiadom, or Charisma seore by 110 a max-
fmum of 20,

Demoralizing Strike. Cnce per turn, when vou
hit & creature with a weapon af rell, you-can
attemgpt 1o frighten that target. The target must
make a Wisdom saving throw {DC equals 8 +

cy honus + the ability modifier of

..nlb"d by lhis feal) Uu o failed save,

' Lri Hats s
advantage on the next attack roll it makes befor
the end of its next turn. You can use this bencfita
number of tmes equal (e your proficiency bonus,
and you regadincall expended wses when you finish

a long rest.
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MEMBERSHIP IN KNIGHTLY ORDERS

Rnights of Solarnnia are only ever memberd of sne of
thair organization’s arders, In the course of their tain-
ing, most knights begin as memirers of the Knights

of the Crown and then move on to jain ather arders,
Whither & character follows this path or another, they
retain what they learned s a member of an erder

even i they join andther. Characters can change what
keightly order they're & part of, but they always have se.
«cess to any Knight of Salamnia feats they've acquired

SQUIRE OF SOLAMNIA

Prerequisite: Dragonlunce Campaign, Fighter or
Paladin Class or Knight of Salamnia Background
Your training in the ways of the Knights of Solam-
nia grants you these benefits:

Mount Up. Mounting or dismeounting costs you anly
5 feetof movement.,

Precise Strike. Once per turn. when you make &
weapon attack roll against & ereature, you ¢
cause the attack roll to have advantage, If the ac-
tack hits, you roll a d8 and add the number rolled
as a bonus to the attack’s damage roll. You can
use this benefit a number of times equal to your
proficiency bonus, but & vse is expended only if
the attack hits. You regain all expended uses when
you finish a long rest.

SORCERER SUBCLASS

A sorcerer has the Sorcerous Origin feature, which
offers you the choice of a subelass. The follow-

g eption ks avadlable when making that choice:
Lunar Sorcery,

LUNAR SORCERY

O many worlds, the moon is a revered celestial
haidy with magical properties. On Krynn, the gods
of magic are associated with the workd's three
moans. O the world of Toril, the god Selime uses
the light of the moon to battle darkness. On Eber-
ron, scholars of the Draconic Prophecy decipher
ancient secrets from the waxing and waning of that
world's twelve moons,

You or someone from your lineage has been
exposed to the concentrated magle of the moon
{or moons) ol your world, imbuing vou with lunar
magic, Perhips your ancestor was imolved in
d o ritial involving an eclipse. or maybe a mys-
tical fragment of a moon crashed near you. How-
e you cane o have your magic, your connection
to the moon is obviows when you cast sorcercr
spells—perhaps making your pupils glow with the
color of a moon from your world, causing spectral
tanifestations of lunare phases o orbit you, or some
ather effect.
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Lusan EMBOBIMENT

Ist-Level Lunar Sorcery Festure

You learn additional spells when you reach certain
levels in this class, as shown on the Lunar Spells
table. Each of these spells counts as a sarcerer spell
For you, but it doesn’t count against the number of
sorcerer spells you know.

Lunan SpeLLs

Sorcerer  Full Moon New Moon Crescent Moon
Level  Spell Spell Spell
Tst shield apaf calgr spray
sickeess
drd  lesser blindness) aiter self
restaion demress
Sth adispel magle  vemplnc phontan steed
touch
Tth  deathward confusion  hatlueinatary
kerrain.
Stk Rarys hold mislead
telepathic mamster
band

‘Whenever vou finish a long rest, you can choose
what linar phase manifests its power through your
magic: Full Moo, New Moan, or Crescent Moon.
While in the chosen phase, you can cast one 1st-
level spell of the associated phase in the Lunar
Spells table once without expending a spell slo.
Once you cast g pell in this way, you can’t do so
again until you finish a long rest.

Moo FIRE

Ise-Level Lunar Sorcery Feature

You can call down the radiant light of the moon on
command. You learn the sacred fame spell, which
doesn't count against the number of soreerer can:
trips you know. When you cast the spell, yoo can tar-
get one ereature a5 normal or Eget (W creannes
within range that are within 5 feet of each other,

Luwnar Boows
Gth-Level Lunar Sorcery Feature
The current phase of your Lunar Embodiment can
affect your Metamagic feature. Each Lunar Embod-
iment phase is associated with certain schools of
magic, as shown here;
Full Moon. Abjuration and divination spells
New Moon. Evocation and necromancy spells
Crescent Moon. Divination and irans-

mitation spells
Whenever you use Metamagic on a spell of a school

of magic associated with your current Lunar Em-
bodiment phase, vou can reduce the sorcery points




spent by 1 {minimum 0, You can reduce the sorcery
primts spent for your Metamagice s number of times,
equal to vour proficiency bonus, and you regain all
expended uses when you finish along rest,

WAXING AND WANING
fith-Leved Lunar Sarcery Frature

You gain greater control over the phases of your
lanar magic. As a bonus action, you can spend 1
sorciery point 10 change your current Linar Embodi
ment phase 1w a different one,

Yoy can now cast one 1st-level spell from cach
lunar phase of the Lunar Spells table once without
expending a spell slot, provided vour current phase
i the same as the lunar phise spell, Onee you cast
i lunar phase spell in this way, you can't do so again
until you finish & long rest.

LunAk EMPOWERMENT
14th-Leved Lunar Sorcesy Featire

The power of & lunar phase saturates your heing,
While you are in & Lunar Embodiment phase, you
alsa gain the Mollowing beneft sssociated with
ot phiase:

Full Moon, You ean use a bonus action o shed
bright light in a 10-food eadivs and dim Light for
an additional 10 feet or o dowse the light, In
addition, you and creatures of your choice haye

i e on i igation) and Wis-
dam (Pereeption] ehecks while within the bright
Tight yon shed.

New Moon, You have advantage on Dexterity

{Seealth] checks: In addition, while you are en
tirely in darknes -k rolls have disadvaniage
sgainst yon.

Crescent Moon. You have resistance 1o necrotic and
radiant damage.

Lunag PHENOMENON
I8th Level Lunar Sorcery Feature

As g bonas acthon, you ean tap into a special power
of vour current Lunar Embodiment phase, Alterna-
tively. as part of the bonus action you take to change
your lunar phase using the Waxing and Waning
fenture, vou can immediately use the power of the
Runar phase you are entering:

Full Moon, You radiate moanlight for a moment,
Each ereature of your choice within 30 feet of
your must succeed on a Copstitution saving throw
wguins vour spefl save DE o be Blinded until e
enid of i next turn, In addition, one creature of
your choice in that area regains 3d8 hit poines.

New Moon. You momentarily emanate gloom. Each
ereature of your chofee within 30 feet of vou must
sucreed on & Dexterity saving throw against your

spell save D or take 3410 necrotic damage and
have ita speed reduced to 0 until the end of its nexe
turn. In addition, you beeome invisible vl the
end of your next turn, or uatil immediately after
you make an attack roll or cast a spell,

Crescent Moon. You can magically teleport to an
unpccupied space you can see within 60 feer of
yoursell, You can bring along one willing crea-
ture you can see within 5 leet of yoursell, That

ture ieleports o an unsoccupied space of your

alee that you can see within 5 feet of your des-
tination space. Inaddition, you and that creaturé
gain resistance to all damage until the start of

FOUP NEXE turn,

Once you use one of these bonus action benefits,
you can't use that benefic again wntil you finish

a long rest, unless you spend 5 sorcery points o
T i AT,
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RUNNING THE ADVENTURE
To run the adventure, yon need the fifth edition core
rulebooks (Player's Handhook, Dungeon Master's
Ceeiele, and Monster Mamal).

Text that appears in a bew like this is meant to be
read aloud or paraphrased for the players when their
charaeters first arrjue at & location o urider & specific
clrcumatines as dascribad in the text

Whesi a creature’s name appears in bold type, that's
a visual cue painfing you to iis siat block as a way of
saying, “Hey, DM, you better get this creature’s stat
hlock ready. You're going w need it.” The Monster
Manual contains stat blocks for most of the crea.
tures encountered in this adventure, The rest can be
found in appendix B.

Spells and equipment mentioned in the adven-
ture are deseribed in the Player’s Handbook unless
thee text points you to appendix A, Magic items are
described in the Dungeon Master’s Guide unless
the text directs you 1o an item's description in
appendix A,

Using THE Maps

“This book containg a number of interior maps and a
faldout pester map.

InTERIOR MAPs

Maps that appear in this book are largely for the
s eves anly, As the characters explore locations
on a given map, you can redraw portions of the map
omn graph paper, 3 wel-erase mat, or another surface
tor help your players visualize locations that might
hawe: unusuil shapes or leatores, Your maps don't
aeed to be exact replicas of the originals, and you
can alier thedr features as you see it Omit details

that aren’t readily visible (such as secret doors and
other hidden features) until the characters can de-
teat and interact with them, Appendix E provides
two maps for plaver use. Reproduee these mops and
share them with yeur players as you see fit.

POSTER MAP

The poster map is meant to be shared with the
players. It depicts the continent of Ansalon on the
world of Krynn, While this adventure takes place on
only one small part of this map. the lands depicted
here are referenced throughout this book, Players
can use this map to gain context for the adventure
and to determine what lands are important o their
characters,
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ADVENTURE FLow

The adventure fowchart visualizes the narrative
flow of the adventure, As the DM, keep inmind the
narrative goals described helow as the adventure
progresses. Before you begin, make sure the players
are comfortable with playing in a campaign focused
on war, as detailed in the “Pliying War” section
laterin this chagter.

CHAPTER 2: PRELUDES

This chapter provides introductory elements 1o de.
welop the bomds between characters and sel them
on the path to the community where the adventure
beging: The rest of the chapter provides prefude en-
counters that establish important details about the
world of Krynn.

CHaPTER 3. WHEN HOMEBURNS
The characters come to the village of Vogler to at-
tend the funeral of a friend and to participate in the
Kinghisher Festival, a local tradition. During the fes-
tival, a reenactment of a legendary battle goes awry.
when treacherous mercenaries attack, This ambush
fnreshadows a greater attack by the Drapon Army.
The characters must help the people of Vogler es
cape the village before the Bed Dragon Army over-
whelms them.

the ch s o forge (! o
sach other and to the earnestly hospitable people
of Vagler. Many of the people the characters meet
heere will be their stlies throughout the adventure,
and the characters should have developed a rela-
tiomship with the community by the time the Diragon
Army attacks.,

CHAPTER 4: SHADOW OF WaR

The characters and the people of Vogler fioe to the
city of Kal There, the ch Te con-
seripted o fight alangside Kalaman's tranps against
the Dragon Army menace. The characters and their
allies defend against Dragon Army threats, culmi-
mating in a surpeise attack on Kalaman by the death
knight Lord Soth,

In this chapter, the characters must ally with
Kalaman's military against the Dragon Army. The
characters” experience in Vopler should give them
prrsonal stakes in this conflict, The chamcters” rela:
tionship with Kalaman's military is flexible, whether
they're members of the army, special adventuring
agents, or something loss formal, The characters
should view Kalaman and its military leadership
as allies.




CHapTER 5. THE NORTHERN WASTES

The characters’ encounter with Lord Soth revealed
the Diragon Armny desires more than just conguest
in the Kalaman region, In the Northern Wastes, the
forces of the Dragon Queen seek a ruin called the
City of Lost Names. The characters and a detach-
ment of Kalaman's troops venture into the Northern
Wasies o Aol the Jost ity and prevent whatever
witkedness the Dragon Army plots,

[n this chapter. the characters and their allies
from Kalaman's military explare the dangerous
Morthern Wastes and discover the region fsn'l as
empty as the people of Kalaman say. This part of
the adventure is largely free form, and how it pro-
gresaes 5 up to vou and the players,
DS S LA B L T
Upon fnding the City of Lost Names, the charac-
ters must infilirate the ruin as it teems with enemy
forces. There, the characters learn the Dragon
Army seeks to make the ancient, magical ruin fy as
it did in the distant past. The characiers must find
the source of the ancient city's magic and prevent
Dragon Army commandérs from taking conteol.

This chapler presents a vast ruln the characters
can explore as they please while dodging the occu-
pying Drragon Army forces: Here, the Dragon Ar-
my's plan in the Northern Wastes comes into view:
o reactivate the City of Lost Names as a magical Ay
mg war machine. Use defeated Dragon Army foroes
and captured intelligence to direct the characters
toward the Dragon A.rmv/s tcaders and, potentially,
the fon of a di I (see i
Alsouse these forces to deter the characters from
wvigiting the Bastion of Takhisis. which takes center
stage in the next part of the adventure.

CHAPTER 7: SIEGE OF KALAMAN

ing pieces. One of these carries an ancient temple of
the evil gods into the sky. This Hying citade! and the
rest of the Dragon Army converge on Kalaman. The
characters must aid in the clty's defense, then infil-
trate the flying citadel and bring it down.

This chapter pits the characters and their allies
against the full might of the Dragon Army. Thie
lead-up to the Diragon Army’s attack is a great time
far allies fo return and suppart the characters. Uli-
mitely, the characters have the opportunity to infil-
trate the Dragon Army's flying citadel and destroy i
This daring operatbon will bring the characters face-
tiface with the infamous Lord Soth and the Dragon
Army commander Highmaster Kansaldi Fire-Eyes
(detailed later in this chapter).

ADVENTURE FLOWCHART

CHAPTER 2; FRELUDE TO WAR

For Istlevel Clharscters
Before sirriving in Vogler. the characters encounter
strange magic, a divine vision, or something worse,

CHAPTER 3: WHEN HOME BURNS

For 2rd- to Srd-leved Characters
The characters visit the village of Vogler and
protect its people from invasion.

CHAPTER 4: SHADOW OF WAR

Far 4th- o Sthelerel Characters
Allying with the forces of Kalaman, the characters
e off against the Deagon Army.

CHAPTER 5: THE NORTHERN WASTES

For th- to Feh-fevel Characters:
The characters follow agents of the Dragon Army
into a deadly wasteland in search of & magical ruin,

CHAPTER 7: SIEGE OF KALAMAN

For Jth-evel Charsoters or Higher
Ammiwilh a fiying citadel, the thﬂﬁ;m’h&

ity aned destroy the d!sdly 'a’-a[fl:hl.wuspuu
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THE DRAGON QUEEN'S
THREAT

Throughout thiz adventure, mose of the characters’
foes are servants of Takhists the Dragon Queen, an
evil god who seeks to congquer Krynn, Her agents
are many, but her organized forces ire known as
the Dragon Armics. This book’s introduction pro-
vides additional details on Takhisis and the Dragon
Armies. As the adventure unfolds, the characters
find themselves opposed by several of the Dieagon
Oueen's agents, The chirscters goal in this ad-
venture isn't to lay low the entirety of the Dragon
Armies or tostop the threat of the Diragon Queen
hersell, Rather, their deeds will oppose the Red
Dragon Army’s forces secking o conguer the Kala-
Man Tegion.

Drac

As early as the preludes later in this chaprer, the
charncters will face the Dragon Army's secrel

IANS

1o the Dragon Army and those who speak in their
wod's wame, In the course of the adventure, present
d fans as magical, Fanatical. and
They aren't with their own
goals and ambitions. Kather, they are magical mani
festaticns of the Dragon Cueens thirst for conguest,
and they wreak her will with lethal efficacy.

The varicus draconians of Kryan are detailed in
appendix B

Kansarpr Fire-Eves E

Diragon Highmaster Kansaldi Fire-Eyes leads a
massive contingent of the Red Dragon Army. Fal-
lowing orders from her master, Dragon Highlord
Verminaard, Kansaldi secks to congquer Kalaman
in the Dragon Queen's name. To aid in this mission.
Kansalli has ordered the Mack-robed wizard Lo-
hezet to follow his research toa muin in the North
ern Wastes, where be believes  great weapaon lies
In wait. An array of losser commanders supports
HKans operations, including her trusted adviser,
Belept {detailed in chapter G), and the drag-

Weapon: These dragon-lik

fties are unnatural creatures horn of the Dragon
Queen's foul magic. All draconians are fanatically
devoted o Talkhisis and want nothing more than
her conguest of the world, They are utterly loyal
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onnel-riding Bee known as Bed Buin {see appen-
dix B). The Dragon (liucen has ordered the death
knight Lord Sath to cooperate with Kansaldi. While




HKansakli respects the knight's lethal efficacy, she
Largely leaves him to his own dreadiul devices,
HKansaldi is the ultimate villain of this adventure
aiul confronts the cimmctcrs at the climax Dl‘c]lsp-
ter 7. Tk hout the use
Dragon Army soldiers and capiured mtp-]]:gence
toreveal details about Kansaldi, primarily her fa-
natical devotion to the Dragon Queen, the fear and
respect she commands from her troops, her tactical
prowess, and her signature orimson eye.
More details on Kansaldi appear in appendis B,

Lorp SoTH

As the Diragoay Queen turns her ambitions toward
Solamnia, she summons forth one of its foulest
villains: the infamous death knight Lord Soth. This
wilkain has allied himself with the Dragon Queen
to retake: his ancestral land of Nighttund and take
venpeance against the hated Knights of Solamnia.
However, he isn't a member of the Dragon Army or
acommander of its troops. Soth and his Undead
knights keap their cwn council and have their own
agendas. The only person whese lead Soth follows
is Kansaldi Fire-Eyes, and that is only because she
“apeaks on behalf of the Dragon Chueen herself,

While Lord Soth is well known o tales of the
Disagonlance setting, this adventure doesn't assume
the characiers, or most of Kalaman's people, know
the death knight's legend or expect him w be at
work in e world, The characters can learn relevant
details about Lord Soth thronghout the adventure,
Ewven as the characters reach their highest levels,
Lord Soth likely remains too great a theeat for them
io defeat. Rather than presenting him as a fos io be
challenged in combat, portray Soth as a werrifying
example of the villains in the Dragon Queen's ser-
wice—a lurking threat to be avoided. By the adven-
tre'send, the characlers will have opportunities to
undirmine Soth's plans and remaove him from the
Dirgon Army's service—at beast for a time.

Lord Soth's stat block sppears in appendix B, and
his history is summarized in chapter 4.

CHARACTER CONNECTIONS

Players should use chapter | 1o create characters
eonnected to Keynn and, if pussible, 1 one another,
They should also each have a connection to a mu-
! friend namesd lspin Greenshicld. lspin has re-
cently passed away, and the characters are jnvited o
hiis funeral in Vogler,

IspiN GREENSHIELD e o P
Before retiring to the village of Vogler, lspin Green-
shield traveled across Ansalon as o teacher, trider,
and adventurer. Along the way, he forged friend:
ships with each of the characters, Each character
knows the following information about him:

= lspin was a good-natured human adventurer
from Solamnia
« lzpin took his name from a distinetive green
shield he Found early in his adventuring career, He
claimex] the <hield was magical, but it had o obwi-
oais magical properties,
« The bighearted ispin loved telhiog tall wles of his
travels to angone who would listen,
« Tspin used toadventure with & human Knight of
Solamnia named Becklin and a hill dwarfl warrior
named Cudgel. These two featred in many of
Iapin's stories of fighting sea monsters amd gob-
lin raiders.
]!Sp‘il] retived from iraveling years ago, becoming
resident of a fittle-k willage in
"mL'mmla called Viogler:

The Meeting 1spin Greenshicld table suggests a

few ways characters might have come o know amd
likely respect Ispin. Players can elaborate on these
mnnwl:wr.s howeever they'd like. Characters can use
their i ip with ]epln to how they
know one another,

MEETING ISPIN GREENSHIELD
di  Experlence

1 Isplnwas a dose friend of one of your parents.
ou've kriow fiim since you were a child.

2 You and ispin defendad a community from a natori.
o band of goblin raders.

3 Ispin tracked you down to return something pre-
ciows that a thief stole,

4 lapin visited your homeland, Bringing with him
goads and stories from faroff linds. He taught you
much about the world

5 |spin spenta seasen with your family and taught
you swordplay, sailing, @ language, or anather skill

& Youand |spin once competed for the same person’s.
affections, onfy to discover each ather's frigndship.
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Tspin Greenshield wished to have his life celebrated
0 a simple way, with friends from the lands he trav-
eled joining for festivities and sharing stories. Upon
Tspin's death. his friend Becklin Uth Viharin, a Sol-
ammnic knight stationed in Vogler, sought to fulfill
lspin's wish and sent each of the characters a copy
of the letter presented s handout 2.1,

Each character has agreed to attend lspin's fu-
seril and hasset off on the road to Vogler. The
extent of this undertaking might vary for each char-
acter. Characters who travel by sea disembark-al
the port of Kalaman {detailed in chapter 43 and then
travel by road to Vogler, The characters' travels are
argely uneventful until the final leg of their journey

{see the “Pretudes” section). Chapter 3 gives charac-
ters who have not been traveling together the oppor-

ity fo reunite and shire details of their journeys,

ProNuNcIATION GUIDE

The Pronunciations 1able highlights notable peophe,
deities, and locations, along with how to pronounce
their names. The “Introduced” cohimn notes whers
in the book you can find their introdeetion or mone
details about them,

PRELUDES

This section presents three short eacounters for Ist-

level charactera. each highlighting a unigque aspect
af the Dragonlance setting, These encounters focus
an the following events:

“Broken Silence™ heralds the gods’ return and pro-
wides participating characters with & better under-
standing of their relationship o the gods.

“Eye in the Sky" scls participating characters on
the path 10 becoming members of the Mages of
High Sorcery (see chapter 1)

“Seales of War” reveals the mysierious draconians,

Before starting the adventure in chapter 3, reviesw
the encounters here and choose one ar more to run
that arc relevant 1o characters in your groap. The
Prelude Overview table notes what types of charac-
ters are likely to be interested in which encounters,

PRELUDE OvERVIEW

Encaunter Focal Characters
"Breken Silence” Clerics, druods, palading, and other
charazters with god-gren powers

"Eye in tie Sky" Sorcerers, warlocks, wizards, or
athers secking mambership in the
Mages of High Sorcery

"Seales of War Any character

CHAPTER 2 | FRELUDE TO WAR
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Warriors oF KrYNN INTRODUCTION
Ifyou are using the Drogoniance: Warricr of Krpn
baard game alongside this adventure, consider playing
seenadio O in that game afier completing the “Fra-
ludes” section and before proceeding with chapter 3.
This scenaria has na ties to the averarching adventics,
but it will farnilisrize the players with the game before
it becomes relevant in chapter 3

r ~
RUNNING PRELUDES

The encounters in this section take place after char-

acters have recelved thelr invitations 1o lapin Green-

shield's funeral, Before heading to Vogler or on their
way to the village, each charpcter should participate
in a prelude encounter.

After you've determined which prefudes o run,
choose which characters will participate in which,
Then conséder how o best run each prehide
youTe using:

Focus on Specific Characters. Run the prefude
with a spotlight on the focus characters, Consider
running it with a single player or a small group of
players before the adventure begins. The *Broken
Silence” and “Eye in the Sky™ preludes lend them
sehves (o this,

"Dmrﬁ-émd,

T am Becklin Uk Viharin. Tve heard much about
yuﬁmﬂ Ourmuwl:ﬁ'fud, Ispmgrmuﬁmﬂ i
grievts me to share the news that cur dear friend
Tsphpnm{aﬂypemﬁc@ fere at fiis home
&Vajj@ﬁ}ﬂyﬁ#uﬁemdﬁeoﬂydspmmt
his soul

n's friends are hodig a memarial for him in
m he ﬁﬁ)ﬂ}ﬁ w?md Ruﬂrﬁ;}gpﬁce
fere in Vogler on the et of the Fingfisher festial
Tw’rﬂebﬂfyu!m{alspnmﬁsiﬁww
aﬁmisﬁouﬂjmicmﬂmm&homw?—&
ainilabls at Hie Brass (rab.
%lﬁﬁf&r&mmmmsﬂirmwk
mtjnumut‘,h‘mgﬂaurmmaks,mmﬂﬂfe

@mr}rmﬁ:mi

7 Beclfin Ukt Vifiarin
Kt ofhe G




Daireit Highwater
Derielin

Gragonia
Grasha Higan

fspin Greenshield
sty

Faammuan
Kansaldi Fire:Eyes
Karavarix

Leedars

‘Lahezel

Laren Soth

Larry Warnwillaw
Nestra Vendri
Rearsh

Gmyan

Ridarie ironsmile
Solamnia

Takheis

Tating Faokledust
Than

Vinjaard

Veruia

ogler

Wakenreth
Wersten Kern
Wyhan

Yalrne

earkal

Zanas Sarlamir
Theisuel

PRONUNCIATIONS

Pronunciation
Alveeree

B Latair BELLis
bahah-RIS ooth e5-TIDE
BEK-ln ooth ve-HAR-n
be-LEF-ga-an
tezre-AH-dock
SiTH:sil-lee-on
khy-STRAN
DHALah-mar

DARE-et HIGH-wah-ter
dem-MEdin
DUSK-wahi-ker
DRAY-den

el THAR

e GONGiss
GRASH:ah ME-ghan
ishAERN

155-pin GREEM-shield
1554ar

eV VELLdrews
KALah-man
kan-5AW L dee FIE-ur-eyes
kare-AH-vare-is
|ee-DAR-ah

ToweZHET

LORE:an SAWTH
LOR-ee WAN will-ah
nezTRA ven-DREE
NEZrah

AWH-yar-oe
PALah-dine
rid-OH-mere EYR-on-smile
so-LAMnee-ah
ta-KEE-sis
ta-TEE-na ROC: kel dust
THAWN

VIN-gard

vee-RUE-zah

WG -ler

wah-ken-RETH
WER-sten KERN
WHY-an

YALL-me

YEARkal

ZHAN-a5 sar-LAH-meer
ZHEL-soo-el

Deseription

itk dragen sesving the Red Dragon Army
Hurman vampire servant of Chemash

Insiefierable himan Sclamnic noble

Hurman Krdght of Solamnia stationed in Vogler
Blue dragon servant of Takhisis

Spectral serieschal of Lord Soth

Elven spirit of 3 Silvanesti ambassadar

Hurman explorer from Heart's Hallow

EIf mage researching the Morthern Wastes

Hurnan Knight of Sofamaia i training

Elf high mage ofthe city of Oryari

Treant guardian of the City of Lost Names

Aurak draconian cemmander

Human owner of the Fishbowd in Vogler

Haf-ogre mercenary commandar

Drwarf matron of 3 reclusive tlan

Sea elf feader of & group of Dimernest ehies
Decessed storytelling human adventuser

Land destroyed during the Catuclysm

Human mercenary scout commander

Walled trade city in eastern Solamnia

Human commander of the Red Dragon Army forces
Wurdered gold dragan
Mystersous efven performer
Black-robed human mag;
Infamaus death knight
Kendervampire

Murman leader of Kalaman's military

Leader of Heart's Hollow, disguised bronze deagen
Istarsan name for the City of Lost Names.
God of rulers and guardians, Bahamut

Dowarl captain of the lronclad Regirment mescenaries
Ancient land of knights and hesoss

God of night and hatred, Tiamat the Dragon Queen
Beclusive gnome inventar

Grame inventar fram Yogler

Mighty Salamiic river

Obsessed bozak draconian atthe Sumeard Fortress
Quaint fishing village

Ruined elven monument

Undead standard bearer of Lord Sath

Human blsck-robed Mage of High Sarcery

Human keeper of the Brass Crab in Vogher

Sea elf servant of Habbakuk

Deceased human Knight of Selamnia-

EIf leader of & proup of Silvanest mages

iy e Dragan ey
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Focus on the Group. Run the prelude for a group
of charagters, These characters meet during their
travels and participate in the encounter together.
The “Scales of War” prelude lends itself o this,

Throughout these predudes, mentions of “charac-
ters” refer to those characters who are the fooos of
thie prelude. Characters can particiiate in preludes
that don't focus on them: they just won's gain a di-
vine ion as a result of parti ing in the
“Broken Silence” prelude or a relationship to the
Mages of High Sorcery in the "Eye in the Sky™ pre-
Rudhe i they don’t want tojoin that organization.

Oinee you've run any preludes you deem appropri-
ate for your group, all characters advance to level 2.
Afiter this, proceed with chapter 3_

For hundreds of years, the world of Krynn has been
Bereft of those who call upon the favor of the gods.
Legends say deities turned away from the world
after the Cataclysm, and the pravers of the few

who remember them have been met with silence
ever since. But that silence is now being broken. A
chosen few hear the call of the gods and awaken o
their power. This prehede suils characters whio hear
that calling and respond o it

Running Tuis PRELUDE

Eharacters in this prelude ecan come from any back-
grouml. Perhaps they're discovering the gods for
the first lime, or they might be steadfast followers.
Characters who draw their magic from gods won't
have access to spells or magical class features until
the end of the encounter, as this prelude derails a
meeting with their deity, Characters with no special
interest in serving a deity might participate in the
*Seales of War™ prelude instead.

The prelwle unfolds in a surceal, deeamiike sit-
atien where charscters can follow a divine calling
to learn about their deity's goals and become one of
their chosen, You may alter any of this prelude’s -
oments to better match individual gods' vires and
irlentities,

Hefore you hegin, make sure any players invalverd
have chosen gods for their characters. Krynn's
deities and their provinees are lsted in this book’s
introduction.

CHAPTER I | FRELUDE TO WAR

Visions oF DIVINITY

This prelede focuses on characters who have been
experiencing a recureing vision that comes o them
in times of great turmed] or douht, This vision
might be a recent occurrence or something they've
besen experiencing for g long fime, possibly since
childhood,

The eead-aloud text below describes such o vision,
You can add details that correspond o each charac:
ter's deity. For example, a character who worships
Sirrion might find the surrounding forest aflame,
while a character called by Paladine might notice
the: fallen soldier’s eyes rning into pocls of silver,

Kead ar paraphrase the following text to describe
the vision the characters have been having:

Yau stand &l the center of 2 forest clearing. Clashing.

Wik
“ehest You're ot sure what b is; but yoo Teel the urge
o reach for it. Befae you ean, the abject glows and
then flashes with inténse light

The characters wike after having the vision and find
nothing out of the ordinary, They realize the object

i the vision was an amubel. The amubel bears a
design they might not recognize, but is the sym-

bal of the god the characters player chose during
character creation. The echoes of battle don’t mean
anything in particular o the characters but feel like
a bad omes,

LosT anp Founp
Prior to the vision, the characters were traveling
10 Vogler and had stopped o camp or rest near a
forested path, After experiencing the vision, the
characters wake to find their camp sacked and some
af their belongings missing. The characters are the
only creatures in the camp: no one else who might
hawe Been traveliug with them s fn sight.
whao ines the sur fings finds

a trail of food, cloth, and discarded trinkets that
leads into the brush, A few hundred feet away, the

b s finid their belongings discarded in the
middhe of the forest. Nothing is missing or dam-
aged. There is no sign of what brought the charac-
ters’ posseasions here,

4



MySTERIOUS SYMBOL AND TEMPLE

Among their belongings, the characters find an item
that closely matches the amulet from their visions,
Asin the visian, the characters might feel inex-
plicably drawn to the item. If the characters have
different gods, they each find a holy symbel for their
chosen deity, As soon as a character touches the
amulet, a pulse of divine eocrgy ripples from them,
causing the amulet to vanish from their hands. The
pulse Aattens the surrounding vegeration, creating
an unnatural clearing similar o the one in the char-
acters’ visions. The cleared plants also reveal over-
rown ruins nearbat

| A crumbling stane structire les ameng the under-

“growth, |t5 roof is pearced By the trunk of an immense

| troe bt its walls are mostly intact. A large. emgty
dearframe lesds inside.

Characters who don't approach the ruin feel super
naturally drawn toward the place, as ifa familiar
woice were calling their name, As characters ap-
proach the door, they hear fint voices inside.

Read the following text when the characters en-
ter the ruin:

The e wisible from outside breaks through the ruin's
marhle fiser and stretches through the eollapsed
ceiling, Arcund it, broken statues fine the remaining
walls, standing i crumbling alcoves.

The statues were once larger-than-ife depictions
of several of Krynn's deities, but most of them are
ruined. A character who succeeds on a DC 12 In-
telligenee (Religion) check can identify as many of
the statues as you desm appropriate. The character
instantly recognizes the statoe of the god whose
aymbal they just found.

DivINE MANIFESTATION
Soon after the characters enter the room. a faing
glow begins emanating from the statue of the god
whose symbol they just discovered. The glow co-
alesces around the ruined statue, creating a spee-
tral semblance of what the statue looked like in
the past. Depending on its nature, the holy symbal
might alsn appear somewhere on or near the statse,
perbags held or wors by it 1F the characters have
different gods, this happens to multiple statees,
Onee a character approaches the statuse of their

Kibti- g rti, Gan o Was, 1

FOLLONENE TO CARTY THEIR
Bacs 10 Kevns,

details on Krynn's deities from the introduction to
roleplay the deity: The deity wants the character o
carry their power and divine message into the world
now—when Krynn needs it most. The god won't
elaborate on why they chose the character or why
they're revealing themsedd nonw. This briefl conversa-
ten allows characters to learn as much as you deem
necessary about their gods, and it ends with the
characters gaining access to any god-granted spells
and divine class features.

ConcLuston
As soon a% the characters exit and leave sight of the
temple, the structure vanishes.

The characters find ao trace of any disturbance in
their camp. [f they were traveling with anyone else,
their companions are waiting for them when they
return Any follow travelers didn't notice the char-
acters leaving the camp and have no recollection of

deity, they hear that deity’s voice in their thoagl
The desiy invites the character to take the holy sym-
e amd become their herald in the world. Use the

hing strange hi
v attempl to return to the ruined temple fails, as
if it was never there,

CHAPTER 2 | PRELUDE TO WAR.
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EYE IN THE SKY

The Mages of High Sorcery harness the magical
pewer of the three moons of Krynm: Solinari the
White, Lanitari the Red, and Muitari the Black,
I'hose blessed by the moons might show talent for
magic and, with proper training, become apprentice
mages. But o be accepied inlo one of the robed or-

ders, a mage must officially join the Mages of High
Sorcery and be subjected to the Test of High Sor-
b ical artsis

cery, wherein roled
ehallenged, Failing th
who dare to seek magical power without passing
the test are branded renegades and enemies of the
Mages of High Sorcery.

Running THis PRELUDE

The prefude focuses on characters who are appren-
tice: spelleasters aspiring to take rthe Test of High
Sorcery. Characters of any background are wel-
come, but the focal characters must be able 1 cast
spells. Spellcasting characters with no interest in

joining the Mages of High Sorcery might participate

In the *Seales of W

™ prolude instead.

NicHT OF THE EYE

Eveery vear and u half, the maons of Krynn align
in an event known as the Night of the Eye. This
pretude unfolds during ane of these Faweful nighrs,
shortly before the charaeters head o Vogler,

PLaciNG THE PRELUDE

The prelude happens at the Barh, a centories-old
spire where promising apprentice mages go o est
thedr magie. The Barb is located anywhere in the
warlkd thit Befits your story. It was built before the
Cataclysm hy the Mages of High Sorcery, but its
intended purpess is lost to time. Many extradimen
sional spaces within it remain active, though they're
seasible only during the Night of the Eve

TriaL OF THE BARB
The prehede begins with the
ing the Barb:

Tonight is an impartant night. Ahead rises the Bark: &
jagged, hulFruined spire of gray stane. Many who o
pire &y jain the Mapges of High Scroary have come hare
b proye their magical proficcency. The: Barb is usually
nothing more than & ruin, [ts.constructjon pradattg
the Cataclysm. Bk tadight, on the Night af the Eye.
when Krynn's three moans align, the ruin is allve with
magic snee more, Soft light shines frorm the archway.
leading into the Stoecture.

CHAPTER ¢ ELUBE TO WAE

The characters know that they're hiere 1o participate
i testand that if they suecesd, they'll learn the
next steps to jeining the Mages of High S 2
They also know any-of the information from this
prelude’s intraduction.

Wher the characters enter the Bark, read the fol
lowing description ta set the scene:

.
The arch opens into & lerge atrium it with flaming
seonces and adorned by grand tapestries depicting
Krynn's three maans. Doors cirde the room. The light

af the maens caseades thraugh Broad windews high
above, At the center of the room stands 2 sorene:laok-
ing woman with lang, gray hair and red rabes; She
nods as you enfer.

.

The red-robed mage is named Rovina, and she
serves as the Barb's earetaker. She welcomes the
charicters to the atrium. She explains that the

Barly i a place of ancient power where, during the
Night of the Eye, magic fiares to life to test would-be
mng\:s Rovina also answers any questions the char-
bout the Mages of High Sere
i chapter 1),

Characters who examine the tapestrics recognize
each of the three moons and their relation to the
three orders of the Mages of High Sercery.

A character who succeeds on'a DC 10 Wisdom
{Perception) check realizes that while the doors in
the room should lesd oulside, no other entrances

inte the Barb were visible from the exterion




Rutres of THE TRIAL
Hovina leads the characters (o a door and shares
the following information:

+ To pass the night's test, the characters must face
the trial in one of the tower's rooms, which are ac-
cessible only for the mght.

+ The trial requires magical takent but carries nene
of the dangers of the Test of High Sorcery. It pro-
vides 4 foundation for the real west

+ The goal is t plete the chall din
the ruesm, [mplying different apprentices will free
different challenges,

+ The characters have until the Night of the Eye
ends, ar which point the rooms vanish, expelling
everyome inside.

Tug TriaL BEGINs

Uhee the characters are ready, Rovina opens a doaor,
revealing a portal filled with swirling amber light.
She directs anyone intending 1o face the tral 1o en-
1er the portal egether, I a single charscier is going
through this prelude and you think they'd appreciate
assistance, Rovina can also admit another visiting
apgrentice (an acolyte) o aid the character,

HALL OF SIGHT
As characters pass through the door, réad the fal-
leowkngg test:

Thi door opens inta & wide ratunda with black stana
foors and walls carved with elabosate runes: The inte-
v 15 empty sawn for @ single pedestal at the reom’s.
comar Ao he pedestl, an ornite ey balsices

an It tip.

Behind yeu, the doar you entered through vanishes.
O the appasie side of the ream, an identicel, closed
_ﬂé@’aﬁﬁéﬁ_rs:

The room is 100 feet in diameter, with a door on the
wall opposite: the characters anil the pedestal at the
senter. The door is locked and can be opened only
b tive oy at the center of the rotenda or by casting
the krrack spell an the docr,

Invisible Maze. If the characters move more than
5 feet toward the pedestal, they run into.an invisible
wall. The wall extends to the ceiling and is part of
an invisible, shifting maze that the characrers st
traverse to reach the key at the center, The maze is
90 feet in dinmeter, leaving a 5-foos gap between it
and the rotunda’s walls.

A character wha casts defect maghic sees the walls
af the maze ghow with auras of illusion and trans-
mutation magic. Other apells that reveal invisibilicy,
such-as facrie fire or see ionvisibility, also reveal the
walls, Characters who can see the walls can easily
navigate to the maze's center. Characters whao ean't
see the walls can @il complede the test, bat doing
=0 takes an hour and reguires a successhul DC 14
Intelligence (Investigation) check. Characters can
attempt this check again after an additional hour
of effort,

Wall Carvings. The carvings on the wall around
the rotunda are magical runes, A character whe
examinegs the carvings learns their meaning by
spcreeding on o DC 14 Intelligence (Arcana) check
or by spending an hour stadying them, The runes
are an arcane cipher for the knock spell. Reading
the spell from the wall allows & character focast the
spell as if they weore casting it from a spell scrodl of
knock, except the spell on the wall isn't consamed.
The characters can use this spell to open the door
and complete the test.

Golden Key. Touching the key at the center causes
the walls of the maze o vanish. The key can then be
used to open the locked door The key vanishes onge
it i5 used,

A TR EOMPLEHNG
Basn, ab AnvEnTiSER

KETRUET IONE TO TARE 1T 19
Wvhannd o i



UONCLUSION
Upon completing the trial and passing through the
door, the characters emerge into the atrium of the
Barh. Rovina congratulates them on passing the
challenge and desms their apprenticeship com
plete. They are now ready to take the next step on
the path to becoming members of the Mages of
High Soreery.

Rewvina hands each character an ornate serofl
and a spellbook eniblazoned with the symbol of
the Mages of High Sorcery. She savs the books are
meant for the characters, either 1o use as spellbooks
or to Bl with their discoveries, The scralls are
meant for the mage who will lead the characters on
the next step of their journcy: a black-robed mage
named Wyhan who resides in the clty of Kalaman
near Vogler. The characters ha
their invitation to Ispin Greenshield’s funeral, dﬂd
Kalaman is conveniently neari

Rovipa tells the characters they must ake their
serolls to Wyhan. She emphasizes thiat they must
not open the scrolls under any circumstances, as
their contenis are meant for Wyhan only. More de-
tails about Wyhan and the characters” next ste p on
thie path to joining the Mages of High So
be found in chapier 4, Rovina will answer any other
questions the characters have about the Mages of
High Sorcery. After that, she congratulates them
once more and hids them good leck on their travels,

SCALES OF WaAR |-

An army carrying the banner of Takhisis the
Dragon Queen marches o war, its ranks filled with
meonstrons, dragon-like beings that revel in destroc-
tion. This Deagen Army now encroaches on Sol
amnia, where its agents already strike beyond the
nation’s borders, and several farms and garrisons
have been sacked,

Ruxwing THIs PRELUDE

The characters witness the aftermath of a vicious
attack by draconian servants of the Dragon Army.
This prelude is appropriate for characters of all
backgrounds and clisses,

FranTic FARMER

The prelude begins on the road to Yogler. At some

point during travel, the characters encounter Rhys,

a young human commoner whe barely survived o

recent attack on the caravan he was traveling with.
Read or paraphrase the following text to starl

this predude:
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| and races toward you,
.

.
As you travel down the road, you hear quivering

screarn from around the next corner, “Please; helpl” a
i woung man shouts @ be rishes around 2 bend ahead

This young man is Rhys, He's terrified and barely
coherent in his frantic pleas for help, If & charac-
ter spends a minute trying to calm Rhys down, he
finally realizes he's not being chased by anything.
Once this happens, Rhys reveals the following
information:

« Rhys works at a nearby farm and was hired by a
group of soldiers to travel with them and care for
their horses.

Rhys doesn’t know much shoat the soldiers. He
heard them talk about enemy troops supposedly
afoot in the regien,

« Just moments ago, the saldiers Rhys was with
were attacked by Black-cloaked figures,

Rhys dida't get a good look at the cloaked attack-
ers. He hid in the brush and escaped while the
soddiers fought them off

If the characiers are visibly armed, Rhys urges them
o help the soldiers. fearing his employers might fall
againar their rra. He can lead the characters
o where th ravan was attacked, about a half mile
down the road.

Rhys doesn't know this, but the soldiers who hired
him weren't merely solders—they were Knights of
Sodammia who were depl raports
of reent attacks by strange creatures in the region,

FALLEN CARAVAN

Rhys leads the characters down the road, Onee
they approach the place where Rhvs and the sol-
diers were ambushed, Riws refases to.go any far
ther. He tells the cheracters the soidiers should be

The ambassh site is a few hundred feet ahead.

Read the following text when the characters arrive:

.
| A wrecked wagen fies toppled, surrounded by ar
mared carpies. Strange gures pick through the re.
mains. From beneath the figures” dark cloaks jut scaly
j wingsand sharp, reptilian features

The mysterious raiders are s kapak draconian
and four baaz draconians (see appendix B for both
stat blocks). They wear armaor emblazoned with ihe
symbaol of Takhisis, which any character can recog-
nize by succeeding on a DC 12 Intelligence { Reli-
ion) check,




nidden. have
h} checks against the
i { Percepion)

atters, they pick the
leave shortly after.
Ifthe deaconians notice the

Facanian ord
tagk, then slips
forest. The baaz draconians are ba
fromm thee fight with the kaights alf thy
nornkl hi

0 the sur

d have b

points. The ry o't

beyond the aid of a rev

he dead saldsc

o T 12 [ntelligenee (History

msteads being r

ch the draconiars'

wreckage are alsc hi days of
Food and water for one person. and 40 gp.

CoNCLUSION
Sttt o, Rhws
rejoins the characters and asks them what those
monsters were, He has no idea, and the characters
likety don't elther. This is one of the first times d:
oonians have made their way

o Salamnia, but i

won't he the
If bt
o of travelers o

turns against the cf
nbeh

acters, another

to be saved by these travelers, who are also headed

to Vagler.
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ARRIVING IN VOGLER

The characters arrive on the day of spin Green:
ahiells funeral, which is sehedubed totske place in
the evening. Read or paraplirase the following text
when you're ready for the adventure 1o begin:

The fishing village of Vogler clinga toa spit af land
reaching Iato the Vingaard River. Wonded cliffs over.
loak the community, and the anly path fram the north
doscands past the ivy-covered remnants of 4 crum-
bling stane keop: The willage's madest waaden hilild:
iigs cluster araund = quaint ceatral clrcte and along
iz viverbank.

|utting inta the river—out of ylm_:g' and seemingly
bt time—stancs s ncampletestonebidge of
Incradibie artisanship, The structure clearly dates to
befare the Cataclysm, ecipsing ifs modem pesrs in
sizw and sturdiness. The bridge rosses fess than half
thie river's width befare giving way ta 3 series of rapes
“and tethared 1afts serving as ferries.

n the rver tself, dozens of small boats dnft along
the slesw, rdieky watees as the fishers of Vogler ply
thelr trade. '

The characters can explore Vogler as they please.
Individuals or small groups coubd peruse the mar-
ket. ohserve villagers preparing for the Kingfisher
Festival, or find the rooms that—per their invita-
tinns—await them at the Brass Crah,

Use the “Vogler Gazetteer” section w help char:
acters get avguainied with the village. Once they're
done exploring it, they should meet at the Brass
Crab for the funeral. From there, proceed with the
“Final Farewell" section,

VOGLER GAZETTEER
The Solamnie village of Vogler rests at the foot of a

partially built beidge on the Vingaard River. Fishers,

lumberers, hunters, and farmers live here peace-
fully, only occasionally interrupted by handits or
predators from the Northern Westes. [n adidition 1o
a voluntesr mi maintained by Mayor Raven Uth
Vowler, the village is osiensibly under the protection
of Hinterlund's capital, 2! Thisp i
takes the form of a retired Knight of Solamnia,
Becklin Uth Viharin, who's stationed at the crum.
bling Thornwall Keep—now maore a historie land-
mark than a true fortification.

CHAPTER 3 | WHEN HOME RURNS

THE KINGFISHER FESTIVAL

The characters’ visit to Vogler overlaps with the
kickoff of the Kingfisher Featival, an annual cele-
bration commemorating Selamnia’s victory over the
forees of Istar during a clash near the town ceniu
ries agn. The festival takes its name from the king-
fisher, a symbol of the Knights of Solamnia and a
hird the fishers of Vogler consider lucky. Festivities
culminate with the locals’ reenactment of the Battle
of High Hill, a clash between Istarian and Solam-

nic soldiers.

LocaTrons iv VooLER

While in Vogles, the characters might visit any of
the loeations in this section, These sites are marked
on map 3.1,

TuE Brass Cran

The Brass Crabis a modest single-story inn on the
village wharf, and irs exterior vaguely resembles

its namesake. lis proprictor. an Ergothian woman
named Yalme {neutral good, human commoner),
has an odd Jove of bad storviellers and inepe musd-
cians. One wall of the circular eommon room fea-
tures a faded mural of two enormous erabs locked
in combat, infaid with brass details. The mural's
origins are lost to time, but il asked, Yalme says she
named the crabs Faney and Gorgeous George. Four
shart halls branch off the ecmmon room, sach lined
with rooms for rent.

TuE FisasowL

After a long day an the river, many of Yogler's fish-
ers gather at the Fishbowl to tell tales, quench their
thirar, and indulge in baked fish pies. The cramped
Hut wellkept tavern is known for its savory haked
goods mare than its weak ale. The Fishbawl's pro-
prictor is the clderly Elthar {neutral good, human
commaoner), whom most locals call Uncle.

Hicn Hir
High Hill stands a mile north of Vogler: Centuries
ago, ic and Istarian forces clashed here, and

legends olaim the spirits of fallen knights haunt the
hilk and watch over the iown. Each vear, the King-
fisher Festivals reenactment of the battle serves as
a reminder of the village's history and nominally
honers any spirits lingering at the battlefickd,

Marker
Across from Vogler's busy wharl spreads the village
market. Amid this collection of stalls, vendors sefl
Fresh river fish, fishing supplies, crafis, the bounty
of Ical farms, and all manner of mundane equip-
ment. One notable stall is that of Froswin (chaatic
good, kender commener), who sells intricale fish.
bane puppets she designs in the shapes of animals
and sea serpents.




Man g1 Vanien

Mavor's HoMe 1o themselves, lounging and playing dice, They're
Vogler's down-to-carth mayor, Raven Uth Vagler under strict onders from Cudgel no o interfere with
(neutral pood. human scout), lives in a two-story the locals.

howse om the village circle, Raven is a practical,
empathetic beader in her thirties who grew up on
the river. She keeps a pair of guest rooms—lavishly
discorated with mounted fish—where she frequently
hoss villagers poing through rugh times.

R1vER GATE

Those who enter Yogler from the north pass
through the unguarded River Gate, a 15-foat-tall
woaden arelway earved with two leaping fish on its
Feamne. Owicr the years, loeals have etched the coin-

Mercenary CAaMP sdzed scales of these Hslowith prayers for bowntiful
Along the road north of Vogler, a mile past High fishing. Two large wooden doors stand within the
Hill, lies a mereenary camp. Known as the [ronclad arch, but they haven't been closed for years and are

Regiment, the soldiers heee are under the | in the si ding dirt.
af Captain Ridomir “Cudgel” Tronsmile (introduced
in the: “Final Farewell” section). Cudgel is.a lriend
of the deceased lspin Greenshicld and many others
in town, and she brought her company o Vogler &

TuorNwALL KEEP
The ruins of an ancient Solamnic keep perch on a
rocky rise at the western edge of town, Thormwall
week ago o attend Tspin's funeral, She volunieered K"”"”"f“"”'u'"'h“ eright-Bckiin Ll Yaharan v
ks bt 10 Vil v thE b oASA) T REORE R AR o trodurzed in the "Final Farewell” section), maintains
the Batile of High Hill—her attemmpt to 1t the vil- the keep. Partially rulned walls surround the keeps
lage's spirits after their loss. three-story tower. The tewer's groumd level holds
I')u-ringlhe day, Ciidggel remaing in the camp a small library and a collection of local relics: ower
with her lieutenants—the hall-ogre Gragonis and Kabiy Bleces o fiss el o1t il il snemid
the human Jeyey Veldrews—along with several floor-fiolds the quirtets of Beckliny squire, Darreit
dozen mereenaries. The soldiers spend most of Highwater (introduced in the *Parting Gift” scction
the day participating in drills. At night, they keep tater in this chapter), Becklin's austere room lies on

CHAPTER 3 | WIHEN HOME BURNS 5 53
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DeLigeRaTE WELCOME

The village of Vogler welcomes gnod-natured visitors
of all walks. s the characters explare the uillags, play
up its quaint charms and hospitable lecals,

Vogler should begin tofeal Tike 3 home away from
hame for the characters. and the villagers might even
become ke Family to therm, Later in the chapter, when
Vopler suffers disaster, the characters shauld feef the
Inss of Vogler's destruction, wanting to save the willag:
ers and help their friends rebuild new lives.

the uppermest story; from there, a ladder leads to
the keep's crenelated roof.

Vogler's resident tinker gnome, Than, built an
elaborate catapult-like contraption on the roof of
the keep. A friend of Becklin and Darrett, Than oc.
casionally drops by to fine-tune this device, called
a i {detailed in dix A} Thaugh
It louks like a weapon of war, the contraption is a
mode of rapid transportation originally devised by
the tinker gnomes of Mownt Nevermind, Becklin
mwam th? gnemeflinger—and lhr. nuise of Than's

I ning fi T she

Vocrer's CrossiNg

Sourth of Vogler, an incomplete stone bridge begins
o sivetch aeross the Vingaard River. Half-con-
structed hefore the Cataclysm using techniques lost
inthe ug(‘s sinee, the bridge looks like a glorified
ant of once-promised glory, A sim

|i|e r!' v system of ropes and winches follows the
bridge's supports and cannects with pasts on the
opposite shore. Simple rafts and skiffs allow rravel-
ers-and even small wagons to cross the river. The
process is sale but show, taking approximately 10
sminutes for araft to cross the broad mver. Travelers
can make use of the crossing themsebves or hire a
ferrier to afil them for 1sp.

WesTIDE HOUSE

The horsestive-shaped strocture known as Westide
House is only slightly larger than the other homes

in Vogler, but its owner speaks of it-as if it were an
opulent country manor, This is the home of Lord
Bakaris Uth Estide (neutral evil. human noble; de-
Iali:u in rhnptrr Ay and his son, Bakaris the Younger

sees the catnpuit—shnped device as & deterrent
against atack.

ViLLack CiReLE

The homes and shops in Vogler cluster around a
grissy patch shaded by an ancient tree. This green
is cncircled by a dirt road that branches off into
atreets leading north out of the village and south 1o
the ferry across the Vingaard, amd others radiating
outinte the fown, The village circle serves as a pub-
lic space, meeting spot, and festival ground. An iron
bell hangs atop & tall pok: near the mayor's hoase.
Intimes of need, anyene wha vigorously rings the
bell summens the mayor and 2d 12 volunteer militia
members (guards) who arrive in about § minutes.
The Incal militia is largely composed of retired
farmers and fishers who exhibit more zeal than skill
n the village's defense, but they all take the bell's

seunding very seriously.
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duced in the "Heckles” seetion later in this
chapter). Lord Bakaris is a Solamnic noble who
claims to be fiving in exile after raiders burned his
family home in Estwilde. In truth, Lord Bakaris and
his son were driven from the region and sought ano-
nymity in Vogler. They've Been in the village for over
@ vear, throwing their wealth around and treating
the peaple of Vogler as hackward yokels

Waarr
Local fishers crowd these docks each dawn and
dlusk, rowing oot with emply nets and returning
with the day’s catch, At the end of the southernmaost
pirr. 8 centuries-old wooden post bears an eroded
cacving of a bird with a fish in itz mowsth, Maoy
locals ruby it for luck belore seeking the morning
cateh, A cleric of Habbakuk ora character who suc-
ceedsona DC 12 Intelligence (Religion) check rec-
ognizes the carving as a phoenix—a symbal of the
wod Habbakuk, deity of animal ki

< and the sea.

WHARFINGER'S OFFICE

Wharfinger Umpton Lanth (Jawful neutral, human
guard) wakes up earlier than any other fisher in
Vogler to inspect boats docked al the wharl and
impose fines on those in poor repair. Fishers and
traders secking to use the wharf must register with
Urmnpton at his stuffy two-story office across from the
market. The office is usually staffed by Umpton's son
Nesau [chasotic neutral, human commoner), who- 1o
his father's consternation—is quick to forgive fines
and forgo docking fees when his father =o't present,
making him quite popular in the village,




FINAL FAREWELL

Once the characters have reconnected with one an-
ther and explored Yogler to thelr Uking, it's time o
assemble @ the Brass Crab for the funeral of Tspin
Greenshield, Becklin Uth Viharin, who sent the
characters their funeral invitations, catches up o
the charaecters prior to the funeral.

MEETING BEORLIN

Brecklin is hard 10 miss, as she's dressed in the full
pate armos and boened helmet of the Kaights of
Solamnia. Though she's never met the characters
hefare, she recognizes one or more of them from
[spin's disseriptions, Bechlin inroduces hersell,
affers her condolences, and invites the characters
tocome with her to the Brass Crab if they aren’t
dlready there. She explains that the service is
meant to be a celebration of [spin's life, and people
will bee encouraged to shire over-the-top stories
about him—like the inflated tales he was known
for sharing.

BeckLin Ure Vinakris

Becklin Uth Vikarin (lawful good, human knight) is
a Solaminic Knight of the Order of the Crown wha,
in her earlicr years, adventured with Ispin Green-
shield and Cadgel Ironsmile. For the Jast decade,
she has served as castellan of Thornwall Keep in
Vogler. This posting is not only an official charge
froan ber superiors but also a quiet retirement for
hir Becklin takes her role soriously, maintaining
bt skills and equipment as she rematns aleed for
danger. In her considerable free time, she indulges
fier passion for studying the past by excavating the
ruins of Thormwall Kecp.

The region's commenfolk generally don't hold the
Knights of Solanmnin in high regard, most believing
the knights had a hand in causing—or, at least, not
preventing—the Cataclysm, However, the people of
Vogler accept Becklin, as her skill at arms has kept
the village safe from | s anel dangerons bensis
for years,

Personality Trait, “Did you know Vogler was

an island before the Cataclysm? Let me tell you
abiout i1l™

Hdeal "We can karn much from the post il we
Inok for it."

Bonad. “My honor was my Tife. It's sl important
teme, bt no code aceounts for all the challenges
of living,"

Flaw. “| romanticize the past, That's when people
had the chance to becomie legends.”

SENDING OFF A FRIEND

Thie funeral sakes place a1 dusk on the stage and
dock extending from the rear of the Brass Crab,
Beoklin encourages the characters to linger near
the dock, while many mourning locals in small fish-
ing eraft assemble i the nearby water, When you're
ready for the funcral to begin, Becklin tikes the
stage next to a simple boat, within which rests the
huody of Ispin Greenshinld, Read or paraph rase the
Teollowwing:

Those who were closest te kspin Greenshield gather
an thedick awarbnaXing the yingasrd River, Theks;
Eipin's body fes15in & demall baat, his body wrapped in
a shrowd. A musician plays a seft soag a5 the knight
Beckiin Uth- Vibann steps forwerd in her ormate Soi
amnije demor. She siles gently a1those sesembled,
and her voics carries tlear aciss the water,
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i3 REMEMBERED
“¥ou all knew ispin as a friend, and there were S RbERN B

nane lkehim, Before b died, he taid o this There : recepltion isa simple but crowded affair.
Yalme, the 55 Urah's proprietor, keeps bread,
cheese, and local abe coming for the dozens of at
. Prac ryone in the villape

shauld be rakes, not tears: foe an aid scaundrel like

e, Make sure everyone knows my storieswhen |

head off on the greatest sdventure of them all =
Beckiin nads. and villagers carry thie boat containing can find anyone they've already me in the village
Ispin's Sody 10 the dock's edge, where skie and Cad- with whom they might want to talk
gel lowered it into the water. “So, |et us do just that,” Soon after the reception begins, Becklin calls
Beckbin continues 35 the tiny vessel diifts out anto the for everyone’s attention and shares one of Ispin’s
favorite stories: the tabe of the time the High Sul-
Serior Ar it of Mount Nevermind launched her
pet weasel all the way from the gnome enclave 1o
Sanerist Island, then hired [spin to recover the erit-
ter-—or, at feast, o ot its traectory, Becklin tells
1, the boat bearing bspin's body drifts down several ather charmin itaut lspi
e, After vites attendees to share other tales lspin might have
todd them.

Wingasrd River, "On the eve of the Kingfisher Festival,

wir cebobrate you, {spin. Good: travels. friend, Until we

et agmn.”

st

the riv
of silence, Becklin invites all
Brass €
stories about the departed, tale telli
own tales aboul Tspin, takin,

el eventially out of

et
bied into the
for a receprion and opportunity o share

are invited o participate in this

They're welcome o improvise t

pin's Srorics table

s who tell a particulasly creativ

cxption from t

tiom to charac

touching
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Ispin's STORIES

i Story

1 [For tiree days,  trireme crewed by minctaur
pirates hid been chising [spin’s ship across the
Rlnod Sea of lstar, when finally ...

2 Ispir spent the might in 2 rec’s nest high in the Yin-
gaard Mountains. but when the sun rose .

3 TheLord of Palanthas ordered lspin- arested sfter
the adventurer shaved the lord’s twin Selamnic
poodies, but spin 1alked his wey out of it by

4 Ispinweathered & week locked in the dungeors of
the meuntan dwarf nation of Kayakn, but he se
cured his releass by promising to ..,

5 One night, Ispin sharsd s cariphire with 4 befud.
dled ald man who disappeared befare dawn, never.
bo be seen again. Ispin alwiys remembered the
strange advice the traviler offersd .

B Dnce, Ispin saved #n entire village by using his
shield to .

HECRLER

During the storyteliing, after one or twa charac-
tersor others have told tales, a finely dressed local
named Bakaris the Younger lets out an exaggerated
yawi. If lefi oastinge, he eventually urts out,
“We is o thousand timesl” or “You're
telling it worse than he did!” Bakaris cares nothing
fior |spin's death or the locals” mourning—he's anly
Bere for the free ale, which he claims is the worst
he's ever tasted, The ather mourners grumble, but
aobody directly confroms the heckber.

Establishing Bakaris. |'sc this interaction 1o
ratablish Bakaris the Younger asa cowardly cad,

He and his farhes oeil annovances, and they'll
Turther antagonize the characters later in the adven-
ture. This encounter with Bakaris shouldn't come o
vinlerice, but it shookd give the characters an acou-
rately negative impression of him.
Confronting the Heckler. A character who con-
fronts Bakaris the Younger eonvinee him to stay
quict by roleplaying or succecding ona DC 12 Cha
rizma (Intimidation or Persuasion) check. After any
confrontation, Bakaris the Younger scofis and com-
plains ne one in Vogler can take a joke. then leaves
of his own yolition.

Baxaris "t Youncer” Urn EsTiDE
Bakaris (neutral evil, uman noble) sharcs the
sane name as his father. his father’s father; and so
o for generations. Hakaris places inordinate value
on his gond looks, fashionable ehothes, sod athlet-
Beisi, but he's known more for his arrogance, pet-
tiness, and short temper. He: carms nothing for his

family name, bat he defers to his father—partly from
unhroken childhond habit, and parily because all
his privilege depends on his father's wealth. Bakaris
als has a violent streak. While living in Estwilde,
b mwsrdered the son of & local leader during a duel,
and he and his father to Vogler to escape the conse-
Bakaris takes quiet pride in that killing,
ibout et day winning respect via
the: point of his sword. He loathes being called “the
Younger," a diminutive his father encourages.

Personality Trait. "My hlood, my looks, my skill;
evervthing abaut me is bettér than vou,”

Hdeal. “T'll force the world o recognize how
great | am.”

Bonad. "T've wasted too much tme already; T owe it
to sl 1o chaim what T deserve.

Flaw. “What T can't get with my Tooks, Ul take
with my sword.”

MeeTING CUDGEL

Dwring the funeral reception, Ridomir "Cudgel™
Ironsmile jovially introduces hersell to the charac-
ters ak an old friend of [spin Greenshisld and the
leader of the Ironclad Regiment—mercenarics cur-
rently camped outside Vogler. Cudgel asks the char.
acters how they knew Tspin and where they raseled
Trom. She talks openly about herself and her plans
10 participate in tomarrow's reenactment of the

Bakanon rie Younsin
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Battle of High Hill, Cudgel has no agenda other than
to chitchat with cut-of-town guests. as they likely
have more in common with her than the focal fish-
ers. Early in the evening, Cudgel excuses hersell to
check an her company at the mercenary camp (de
tailed in the “Vogler Gazetieer” section).

RipoMir “CunGEL" IRONSMILE
Cudgel ITronsmile {newtral, hill dwarf veteran)
hails from the dwarven nation of Kayolin, south
of Solamnia. For most of her life, she odventured
with Becklin and Ispin, carning the nickname Cud-
gel along the way. She now commands her own
company of mercenaries known as the fronciad
Regiment. Though small, the company has built a
reputation for beating the odds, thanks in large part
1o her sdroit leadership. Bevond o life of fighting, the
micle-aged dwarl is a gified card player. She also
sz sult spot for Vopler, which she swears serves
the best fish pies in Solamnia:

Personality Teait. "The person with the boudest
voiee usually wing the angument.”

Iefeal. *| like o well-thought-out plan, but a well-
executed one is sublime”

Bond. “Maoney motivates, but the right cause
Inspires”

Flaw. "l can be slow to leave the comforts of an
inn or e,

MysTERIOUS MOURNER

A particularly somber guest—a blue-skinned 5il-
vanest elf named Leedara—kesps to the fringes of
thee reception. No one in tow knows anything about
her except her name, that she arrived a day before
the characters, and thar she claims to be a per-
former who knew lspin. Characters who approach
Leedara And her politely aloof and evnsive about
how she knew Ispin-—yet she expresses sympathy
for the characters, claiming she's lost many Ioved
ones in her long life. A character can convince Leed-
ara to perform by succeeding na a DC 16 Charisma
(Persuasion) check, in which case she sings a heart:
breakingly beautiful Silvanesti song in Elvish. Soon
after, Leedara leaves the reception, retiring to her
roem in the inn.

Leedara has a role to play later in the adventure
{see chapters 4 and 7). Use this scene to introduce
this mysterious character. but don't reveal snything
of her agenda (detaiked beluw).

LEEDARA

Leedara died during the Cataclsm over three
hundred vears ago, Once an elven priest, Leedarn
witnessed her companion and fellow priest, Isolde,
drawn fnle the grim fate of the wicked Knight of
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Solamnia, Lord Loren Soth (detailed in chapter 41,
When Soth failed his gods-given quest to prevent
the Cataclysm, he became cursed o exist forever
a5 a death knight. As part of is curse, Leedara aml
several of her returned as deathl
spirits devoded 1o ensuring Soth never finds peace.
Leedara has spont centuries tormenting Lord
Soth in his accursed castle, Dargaard Keep. end-
lessly reminding him of his failures and losses, Now
thar the Dragon Queen has summoned Soth, Lee.
dara works to stymie the death knight however she
ean. She followed Soth's trail to this area and is in
Vogler looking for ways W subily eppose him
Leedara is neatral-aligned and typically appears
as a living Silvanesti clf. She has the statistics of a
ghost with the following action!
Change Shape, Leedara magically assumes the apaearance she
hiad i lifi, and her sreature type changes to Humanaid, while
retaining her other gaee statistics. This transformation. ends if
teedara 15 redisced 1o hit paints of uses an action toend it.

AFTER THE FUNERAL

After cach character who wants to has samncd a
story or mingled with the locals, the reception

winds down. Before the characters relire for the eve-

ning, Becklin approaches. thanks them for coming.
and says she has something lspin left for them, She
won't say what it is but asks the charagters to call on
her at Thornwall Keep in the morning.

PARTING GIFT

The morning after Tspin's funeral, the characters
can 1ake Becklin up on her invitation o Thormwall
Keep, They hinve plenty of tme to visit in the morn-
g, as the Kingfisher Festival celebrations don’t
kick off untit midday.

MEETING DARRETT

Asthe characters head across wwn toward Thorn-
wall Keep, they meet Becklin's squine, Darreit
Highweater, along the way. Read or paraphrase the
following;

Tha town is abuzz with festiie energy this morning a3
locals sét upstalls and hang decorations. Ahead, the
road ta Thornwall Keep climbs 3 low hill loward an an-
clent edifice, ghostly in the morning mist.

“Good merming: Beckin's frierds," comes 3
clheerful voice. *I'm alﬁﬂ cauight you.” From a shop
ACOrwaEY SRS 8 ¥0UnE man, no more than twenty
& has & sword a1 his hig and 3 cloth sack
'm Darret, Beckiin's student. | hope you

Raven't had breskFast already,”




Darrett Highwat Becklins pupil, theugh Beck:
i would refers 16 him privately as her squire. As
tach s Darrett respects Becklin and hopes o one
diy become a true Knight of Solamnia, he knows
the people of Vogler frown on the knighthood and
wanld see his pspirations as naive Tantasies,

Hecklin sent Duarrent o feteh biked hand ples
fram the Fishbowl for the two of them and their
guests, He encourages the characters to come with
him on his ereand. Darrett gers few opportunities
o speak with travelers and i cager to do s, but he
diesn't press if the characters want to go straight 0
Thorowall Keep:

If the ¢ ters foin bim on the short walk, Dar:
rett tells them b grew up in Vogler. He peppers the
charicters with questions about themseles, thelr
travels, their weapons, and anything else ghout the
warbd Beyond Vogler, He knows all about the King-
fisher Festival and shares the following defails;

+ The annual festival celebeates the viciory of a
Kaight of Solamnia, Lord Decater Vogles, over the
forces of the Empire of [star. This bartle ocourred
fundreds of years ago, long before the Cataclysm,
and sparked the village's founding.

+ Tosday's festivities include musie. food. and games
associated with the town's founding.

+ Mercenarics of the Ironclad Regimeni—Cudgel
|mmsmile’s band—are training Yogler's small mili-
fia. They're also pariicipating in & reenaciment of
the: Battle of High Hill this afternoon,

Cnee Bareeit stops-at the Fishbow! and purchases
hand pies for evervone, he leads the characters o
Tharmwall Keep,

E: ishing Darrett. T this adven-
ture, Darrett will be the characiers” earnest friend
and ally. He's elever, eager 1o please, and a little
starsiruck by the characters. He always
hest interests in mind. Portray him as reliable
with whatever quirks vour players are Jikely o find
eharming. Esuublish Dareetts trustworthiness now
su the characters know they can rely on him when it
mitters latern

their

DaRRETT HIGHWATER

Darrett Highwater (lawful good. human knight) is a
Fagtidions, aspiring knight who serves Becklin Uth
Vilarin, His parents abandoned him in town over
adecade ago, after which Darrett spent years as a
ward of the community before coming under Beek-
rs since, his gond hesrt and
aptitude for strat hinking bed Becklin o trin
kim for induction into the Knights of Salamnia one
day. Darrett is well-read and courtequs. though he
chies himself ialking in ways he con-
siders ess than kndghily, fer which he apologizes
profusely,

ETF MG mATES:

Personality Tralt. "My mind sometimes
works faster than | can talk, and 1 often second
guess mysell,

Ideal, “My honor is my life”

Bond, “As Beoklins student, Fm trying o learn
everyihing | can from such a hero.

Flaw, “Though 1 understand military strategy, I'm
inexperienced at command and have & hard time
delegating.”

THORNWALL KEEP

Veins of bronze-colored ivy cling to Thorawall Keep's:
ancient thres-stary stane tower, the tallest sucture
in Nogher, Fram its crenelated roof rises an elaborate
device resembling @ catapult. Crumbling rulas of walls
andd ather falfen seuctures sutround the keep; snd
amid therm He several shallow square pits and covered
Excavanion sites.

Though it's no longer g working fortress, Thorn
wall Keep remains a sturdy structure and an
emblem of Vogler's past, As the characters arrive,
Becklin mests therm at the door in a simple shirt
amd breeches, weleoming them inside w her firse
foar library,
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1 Darrert is with the characters, he distribiies
the hand pies e bought for breakfase 17 he's oo, he
arrives soon after the characters and does the sume,
Becklin readily makes small talk about the keep. the
excavations she's conducting an the grounds, and
the deviee on the rood—all detailed in the “Vogler
Gazettoer” section,

THE GREEN SHIELD
After their breakfast, Beoklin stops away o her
quarters for & moment. When she returns, read the
Follewing:
Beeklin reentars tha raim careying i shabvw woaden
bex, apprasimately three feat to o sida. She sets it
oy gently on a table. “ispin lefi this for all of yoo,”
she expliing. “Bul it comes with a conditian, Since he
wan't be antending the Kingaher Faggval this year, he
wanted yau all 1o participate for him. Specifically, e
hoped you'd teke his place dusing the réenactment of
e Battle of High Hill. Every year, he looked forward
ta participating—and dying—n an even mare ladi
Erous wap than the year before®

Becklin smiles at the memary is she openy the box,

revealing 2 round green shicld,

The: o contains spin's signature shield, a +1
shicld carved with a scarred broadleaf tree and
ainted a mossy green. The characters all re
Bearing lepin's story of being given the shisld by a
unicorn in the far-off forest of Darken Wood, Nong
can &ay if this is true or another of Ispins tall tales.

Becklin gives the characte e shicld only if at
least one of them agrees to participate in the Batle
of High Hill reenactment. She leaves it to the group
o desidie which chars keeps the shield or how
thiey share it

IFthe characiers have been pleasant, Becklin is
happy to chat some more befare she tells them she
has to prepare for the Kingfisher Festival. Darrett
suggests going 6 the featival alongside the
characters.

THE KINGFISHER FESTIVAL
Whenthe characters return (o wwn after visiting
Thuormwall K i
swing. Happy villagers drift [mm rhﬂr homes to-
ward the sounds of laughter and upbear mesie at the
village circle. The characters arrive at the center of
town, by following eiher Darreit's far the flow of
traffic, just in tme 1o hear Mayor Baven Uth Vogler
address the crowd:
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Celorful banners nd paper decorations shaped like
hingfishers decorate the village eifele. Temparary
stailssell focd und eslorful crafiy; and.in the centar
of the circle, an ancient tree provides shade for heppy
picnickets. Fram a temparary stage, a band of local
msicians britgs o spir'ired sang tn & chase 4 Mayar
Raver Lith Vogler tukes the stage.

“Welcome, frisndsl” the rayor begins, faising her
arms high. “Welcame (o the Kingfisher Festivall®

Cheereand applause (Ml the circle. The mayor
smiles widely, “Tadayis-a day of nat anly revelry but
alse reflaction, We are ali hers thanks to the courage
of higroes whe came before s, Let us hanor sl
Tounders; our family, sns.all thase wha dan't be here
ter celebrate taday, Enjoy pour festival, Vogler, with
peed spinits, good times, and good friends! And fook
to the kingfshers for good fuck!”

An ensrpatic round of chesrs follows the mayars
words, With that the Kingfisher Festival is-officially
underway,

Vogler's village circle is the heart of the Kingfisher
stival's events. Here, ownsfolk share fiod and
drink while a rotating series of enthusia

musicians take 10 the stage and e

tie: Ll
age the

erowd (o dance. From the various stalls in the eircle,

characters can buy a variety of fish-filled pastrics.
ks, and kinghsher-shaped crafs for

sweed di
Jepe

FESTIVITIES

Traditional Kingfisher Festival events commemio
vate Vogher's founding and histery, Characters might
partacipate inan annual competition, the season’s
inaugural fish catch, where fishers fry to catch

the biggest fish during a st period. Darrett and
other friendly locals encourage the characters to
participate.

Characters can alse carouse in the village drele,
wolunteer 1o perform on the festival stage, or sog
ize with locels. Any villager frem the “Vogier Ga:
etteer” seetion might iteract with the charaete
the festival,

Whenever you please, transition to the “Batile of
High Hill” section.

Fiax Careu
Traffic: Aows steadily from the v

age circle o the
wharl. Here, the fish catch pits amatenr fishers
against the community's best anglers, all competing
to-catch the largest fish. Characters who go to the

arf are invited 1o panicipate (n this populer event
and, if they aceept, are lent fishing poles and bait.




ipants

Ar dv. end of cach 30-minute contest, parti
cha agging

ming but valueless troplie
prize @ stake,

ane of Vogler's best fishers, Mayor Raven. is in their
group, along with a dozen other locals. Read the fol-
bowing description whes 1} siers have their

fishin

ear prepared and arce ready to start:

W fishing pole reating on her shoulder, Raven takes

t place a8 ane of the campetitors and beckons ather

| participants 1o fine up with ber slong the docks; Ir's
tira 15 find ot whe ameny us kingfisher fisherfolk is
the fisher king!" the mayor says 45 she csts her ling
Inta thie Vingaard River, The competiters receive her

pun with good-spirited graans and faughter, then cast

iz
their lines a5 well

Running the Contast. The contest
three 10-minute roends. After a character spe
10 minures Ashing, roll on the Fish to Catch table o
rriine whether a fish tugs on their fine and, if
so, the DC of the Wisdom {Survival) ches
tocatch it. The character then makes a Wi
(Survival) check, catching the fish if rhey suceeed
anel bosing it il they fail. A cha

stuired
dom

cher has advantage

into In- waitcr and are out of the cantest

Repeart these rolls for every 10 minutes a charae-
ter participates in the fish e L After 30 minutes,
the contest ends and 4 winner is determined,

FisH 1o CaTCH
420 Catch O Fish

1-3 N fish
4-7 ] Tiny rivereel {1 ft. long)
&=n il Tiny cirirassad carp (1 i long)
12-15 " Mature river e2l (12 ft. Jong)
1515 1 Mature cuirassed carp (31t lang)
19 15 Greater cuirassed {5 . long
0 18 Banebog the Line Brenker (& ft. long)

Bemebog the Line Breaker, This coormous
cuirassed o is a Vogler legend. Even sighting
Benebog is considered good luck, and catching it
makes a fisher an instant town epend, Benehog can
L Iy once. If a character rolls a 20 on the
Fish to Ca able after Bencbog has been caught.
a greater cuirassed carp tugs on their line instead.

Comest Winner, The winnes is determined by o
ught,

I fish e

taling the lengh
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Mayor Ruven's catedi totals 7 feet, folldwed by a vl
lager whose catch tolals 5 feet, The participant with
the highest total is the winner. Participants then
rECeivE prizes.

Contest Prizes. All contest participants receive
tiny wooden carvings of kKingfishers, while the w
ner receives thelr chodee of o blue kit cap or a fish
ing fly made from blue feathers. These prizes are
charmingly made but have no significant value.
Should a character catch Henehag, the mayor gives
the character an exceptionally crafied fishing pole
carved with ki s, worth 50 gp. Additionally,
for the rest of the day. the villagers laud the charac
1er with eengratulations and free dreinks,

Repeat Cantests, Characters can participate in
the fish entch a5 many Hines
rournds; the best villager canch
S feet. Mayor Raven docsn't partic

Bad Sport. Lord Bakaris drinks heavily during
the festival and spents much of his time on the
wharf, watching the fish catch and grumbiling abaout
how boring it is. He stands near the most compe-
teneleoking charaeter participating in the contest
and mockingly asks why they enjoy such a ridic
ulons pastime, { The “Castle Kalaman® section in
its more informeation on roleplay
Lord Bakaris.} For as long ax Lord Bakaris 38 pres
ent, the character ho's haranguing has disadvantage
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on Wiadam (Survival) cheeks made during the fish
el Characters can make Lord Bakoris go away
by roleplaying or succeeding on a DC 14 Charisma
{Intimidation or Persuaston) check

BETRAYAL AT HicH HIiLL

T'he Ringfisher Festival culminates in the annual
recnactment of the Battle of High Hill held at a
hill focated about a 30-minere walk north of the
village. The reenactment. which also serves as &
drill Tor Vogler's mikitia, is followed by o feast al the
Brass Crab

The event is acheduled tobegin in the afternoon.
About an hour before, Mayor Raven rallies Vogler's
militia in the village cicele. The mili
haphazard parade from town to High Hill, followed
by dozens of spectators and o wagon filled with
drinks for participants.

Darvelt, Becklin, or another villager finds the
characters as the parade begins and encourages the
party to walk with them. [f the characters agreed o
honaor lspin's last wishes, they easil
participants gathering at High Hill, either at the
direetion of this villiger ar by following momentum
from the parade.

then lea

BEHIND THE BATTLE

This year's reenactment is a little different than in
RISE e hould the characters char with Darrett
or other locals during the walk to High Hill, they
learn the lollowing information:

+ This mock batile recaacts the Knights of Solam:
nia’s ancient victory over enemy forces from the
eastern mation of 1star. The bartle was led by Lord

fogtles, 2 noble kaight and the village's founder,

. Mayor Raven arranged for a friend of

the town, the mercenary er Codgel Ironsmile,

o participate, Cudgel's Ironclad Regiment i play-

ing the part of the invading Istarian forces. The

magor claims it's 2 hapgy coincidence Cudgel's
band was in the arens during thes event,

Mayor Raven has given the village's militia a kot of

atention recently, Some villagers think she hired

Cudgel to visit Vogler and help with this evem

possibly beeause of vague rumoss of war in the

east. With trained mercenaries on the opposing

side, this vear's reenactmint coubd he more of 8

challenge for the militia than in pase years.

BEIEAn R -
Unbeknownst to anypane in the vill Cudgel's
lientenent in the lronclad Regiment—Gragonis
(neutral evil hal-ogre) has berrayed his leader He
has paid off many of the mercenaries unider bis com
mand, and with the exception of Cudgel and a few
mercenaries who aren't attending the reenactment,

-




the entire company secretly plans to attack lethally
during the mock battle

Agentz of the Red Dragon Army—part of the
greater anmy waging war in eastern Ansalon—
Tatehed this plan when they leamed the mercenat-
s would join in the mock battle. The commanders
af the Red Dragon Army bought Gragonis's loyalty,
and they seck m take Vogler quickly as part of a
greater scheme,

A eongingent of the Red Dragon Army slipped into
the lands near Vogler and crosscd the Vingaard
River in recent days. The draconians the characters
might have encountered in chapter 2 were part of
this faree, If Vogler can be taken by the traitorous.
members of the roncled Eegiment, all the better, 1f
itcan’t, the Dragon Army plans to bring its own dev-
astating forces to bear.

PREPARING FOR BATTLE

When the characters and people of Vogler arrive at
High Hill. read the following description:

Pussing through wonds and fields, Vagher's nmdeof
it members and f
m:hnHl.h il Thegvmnlope ls spomeM
trees and crumbled stane fencing. Mrar the base, sov.
enil dozen sabdiers in matching armor stand in even
farmatsan, The contrast is striking between these
mercenaries of the fronclad Regiment and Yogler's
‘milifia—with their mismatched armor and crooked
Hekmats=—but It does tiothing fo.d the spiits of
those assembled for the Kingfisher Festival's ol mactic
reenactment,

The parade Falliws @ tradl to the wop of the hill,
where Mayor Raven and Cudgel Ironsmile meet and
discuss final preparations for the event. Soon, reen-
aciment participants and spectators break up, with
the former taking up wooden weapons while the Ta-
ler!u:u]e deswn 1o watch the reenaetment.

all et to participate in the re-
enactment. §f for no other reason than to honor lspin
Greenshicld's last wishes. If a charaeter rofuses,
Mayor Raven offers to pay them 5 gp to be a fudge
during the battle, making sure no one uses real
weapons and calling for aid if someone gets hurt.

To prepare for the hanh. Mayar Raven calls out

prevent them from dealing damage: The migor re-
minds cveryone not 1o use real weapons during the
reenactment so nobody gets hure.

Mercenaries of the Ironclad Regiment use the
guard stat block, Members of the Vogler militia also
use the guard stat block. but their spears are pad-
ded and deal no damage.

BATTLE BEGINS
When the charscters are remdy, Darrett or o militia

member guides them into lne with the other Viogler
troops, Read the following description:

After much laughter and jostiing, the mayor, Cmdgul.
and ather spestators walk to 3 nearby vantage to
watch, As they dv,thcnﬂllwh!m i .

“elad: Wmnl!ubm of the bill, arrayed as the
_fumq.s ﬂf Idn BOCE WErE. &H\Bu;ﬁ&bm 15 only

“Let's send those Istarian rats running|"
A mammhum trumpet blzst signals the
the

bl h:lf.r.zgr_i among several moented soldiers, The
mack Istarian froaps assault the fill. Around you, the
Vogler militia charges to meet them.

As the: two groups charge, have ench character
make a Wisdom (Perception) check, The character
whao rolls the highest notices the sun glinting off the
mercenaries’ spear tips and their hatfogre leader
gesturing with a steel axe. Regardless of how the
characters react to this, it foo late to stop the at-
tack. The mounted mercenaries lead their forces in
a charge up the hill. When they clash with the mili-
tia members, an actual battle beging,

=
BATTLE oF Hiou HiLL _

The upespected sound of metsl dlashing on anmar
Iins‘l BEI055 the field, sllemhugml and mdndrn.

o those hiled], L the ies

will chatge up the west side of the Inll while the
militia and ather participants charge down, The two
groups will clash midway in a mock ﬁ.xlm with th:
fes’ Istarian f

Participants are encouraged 1 use their awn armer
but are given wooden spears with padded tips to

ing far their lives.
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Mt 33 BATHCE ¢ M HiLL

The characters find themselves in the middle of a
bartlefield. Map 3.2 depicts the characters” location
during the conflict; they start the battle adjacent to
the log at the north of the map, The “High Hill Bat-
tlefiedd Features” and “High Hill Battlefield Events™
sections note clements of this battle.

The characters have little opportumity ta aid the
villagers being attacked as three hostile mercenary
fuards, cach mounted on a warhorse, appear on
the road at the southwest edge of the battlefield and
focus their attacks on the characters,

Ii Darrett or another well-liked NPC accompanicd
the charscters to the hill, they may be wounded
during combat bt should survive the battbe, Other
spectators, like Mavor Raven and Cudgel, are far

enough awsy that they won't reach the hattlefield un-

til after the: fight ends.
After these mercenaries are defeated, proceed
with the “Gragonis Arrives™ encounter.

Hion Hite BATTLEFIELD FEATURES
The battlefeld, shown on map 3.2, has the follow-
ing features:
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BATTLEFIELD ENCOUNTERS
The “Battle of High Hill" section presants the first of
sivveral batthefold encounters in this adventure. These
are ewents that take place on active battiehelds. During
these scenes; the wider battle i3 sbstracted, allowing
the characters focus on specific, tide-turning conflicts.
At the edge of each mapped battlefield encounter
arid beyond i$ 2 region called the Fray, The Fray is an
intespretation of the dangers of combat, fram clashing
combatants to deadly spells. it is also the source of
additional threats, Each battiafield encournter explaing.
the Fray's effects and presents additional dangers that
mght eccur # the end of each round of cormbat. & bats
tlefield encounter ends when-noted in the text.

Fray. The 15-foot-wide area marked hy the rlt:sign al
the edge of the map represents dozens of clas
combatants. This area and the battlefiel] be;vmd
the map are difficult terrain, A creature that enters
the Fray for the first time on a turn or starts its
turn there must succeed on a DC 16 Dexterity sav-
ing throw or take 7 (2d6) slashing damage from
appe umisuc foes, The Fray can't be damaged
s remains until the battle ends.

Wall and Cart. Both the stone walls and the supply
cart are difficult terrain. They grant hall cover o
creatures hehind them,

Hion Hine BATTLEFIELD EVENTS

During this encounter, roll on the High Hill Bat-
tlefield Events table each round at in. Ve Chunl
0. Also consider rolling on the tahl charaeter
enters the Fray or atherwise tries o leave the
Datelefield.

HicH HiLL BATTLEFIELD EVENTS
d4  Events

1 Avolley of arrows falls an 2 random player char-
acter's position. That character and each creature
within 10 feet of them must succesd on 4 DC 12
Diexterity saving throw or tales 3 [166) piercing
damage.

2 Twoterrified, riderless warharses bolt from the
Fray. One random player characier must succeed
an a D 14 Desterity saving throw or be knocked
prone, The borses then dash off the battlefield.

3 Aninjured member of Vagles's ailitis (2 guard
with 1 it point) crawls anta the battlefeld and
begs for help, appearning in ar unomupied space
adjacent ta the Fray nearest & randarm chatacter

4 Ahestile mercenary guard with & hit points ap-
pears i an unoccupied space sdjacent to the Fray
nearest @ ndem mercenary on the batt|efield
The guard takes theie turn on inifiative count 10,

r'




Graconis ARRIVES

-Asthe characters prevail againss the mounied
giants. or whencver it feels appropriate, read or
pariphrase the following:

| & hulking Rgure swinging a farmidable battene sads
#!lﬂa of mercenaries thraugh the chaos. He cuts.
shecsigh the ey remalning meambers of Vogler's mili-
b s b draws claser

The half-ogre Gragonis emenges at the west edge of
the battleficld adfacent 1o the Fray, along with four
miercenaries (use the guard stal block), As he does,
he points at the most formidable-looking character
and Taughs to his allies, “Look here! We got one who
till thinks this is all 2 game!” Gragonis and the
mercenaries then altack.

AFTERMATH

Alter Gragonis and his four guards are defeated, the
imi ies scatter and the

encounter cods.

The mercenaries' retreal is further motivated by
the arrival of their horrified commander, Cudgel
Arongmile, aleng with Mayor Raven, Becklin, and
several burly spectators, The group has already
seen dome fighting, as ireacherous mercenaries.
sried and failed o kill Cudgel at Gragonis's orders,
Anyone wha accompanied the characters to the
Bill, Tikee Darret, also survived the hatthe, but almost
&ll of Vogler's militia was wiped out.

rall the characters are defeated, Darrest or
other surviving members of Vogler's militia drag
them from danger and revive them: The characters
awaken oufside of barthe with 1 hit point each just as
Cudged, Beckling and Raves arrive,

Response

Mayer Raven thanks the characters for defending
her people. fearing things would have gone far
worse if they hadn't. She promises to reward the
charicters, but at the moment, she's focused on
treating the wounded and getting everyone back 1o
Vogler safely.

CUDGEL BETRAYED

As the characters and Mayor Raven speak, Cucdgel
[ronsmile seeks answers, While the battle was tak-
ing place. onc of her own mercenaries appeared and
attacked her, only to be Killed by Beclling The typs-
clly unflappab nary dor s Tivid, It
doesn't ke her long to find one of her mercenaries
who was wouneded but survived the batile—paossibly

Gragonis, if the charcters spared him. She angrily
shakes and yells at the wounded mercenary, If the
characters don't act first, Mayor Raven calms Cud-
gel and has the traitor bound for the walk back to
Vagler where they ¢an be interrogated (see the *Mer-
cenary Interrogation” section),

HearinG THE WoUNDED

Most of Vogler's militia died during the battle, but
if thi characters search for wounded, they find a
Tew soubs in need of aid. A eharacter who succeeds
on a D 12 Wisdom (Medicine) check can bring a
villager back from the brink of death, A character
ean also use hepling magie to save a woarnded vil-
lager by restoring 1 or mare hit poinis. Any healed
villager thanks their savior, giving the character a
picce of jewelry or lucky charm worth 20 gp.

If & character openly uses the pewer of a god
save a villager, locats who see this are swed and
eonsider it nothing less than a miracke. A villager
saved in this way i= particularly thankful and secks
1o learn more about the character's deity.

Back TO VOGLER

After the wounded are tended 1o, Mayor Raven and
Heeklin urge the villagers to return to Vagler so they
can organize a proper response. Raven and Beck-
lin ask the characters to escort the villagers home
safely in case of further threats, but the somber pe-
turm trip to Vogler proves uneventful,

CHARACTER ADVANCEMENT

The characiers advance to 3rd level after the bartde
at High Hill.

BACK IN VOGLER

After returning 1o Vogler, Mayor Raven, Cudgel, and
Bechlin ask the characters to join them at the Drass
Crabas Darrett and other villagers tend 1o the
wounded, The Kingfisher Festival's levity is aban.
doned as worried locals seek refuge or mill about
the village circle, uncertain how to help.

The Brass Crab’s owner, Yalme, hail prepared the
tavern's common room for a night of celebration,
but those plans are quickly abandoned when the
characters arrive with the village leaders: Mayor
Raven leads the conversation, prioritizing the fol-
lowing points:

» Raven aleendy instrocted (eusted villagers 1o wend
1o the wounded and o recover the bodies of those
murdered at High Hill.

« Raven wants o understand why the Ironelad Eeg-
Ament attsched.: Cleary Cudgel was betrayed, Lut
why? The captive mercenary might have answers
1o these questions.
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= Viogiler's leaders need 1o know whether ather dan-
Herous mercenaries are afool.

= Ifone of the characters used magic—particularly
healing magic or other evidence of a god's power—
Raven asks if the character can use their tlents o
help her peaple,

Cudgel has only one concern: discovering the fate
of the rest of her troops. She plans to return 1o ber
campronce the mercenary has been interrogated.
She won't be deterred, and she refuses o let anyone
go with her; if her mercenaries have betrayed her,
she doesn't want anyone else walking into danger.

Lt the characiers pose (heir own congerns and
plans, but ultimately the mayor urges everyone —
except Cudgel—to stay in the village tonight as they
try to learn more. In the meantime, Raven encour-
ages the characters to join Cudgel in interrogating
the surviving mercenary.

MERCENARY INTERROGATION

Unless the characters previously spared the life of
a specific mercenary (such as Gragonis), the mer-
cenary caphured during the Battle of High Hill isa
Tow-ranking guard of the Ironelad Regiment named
Svilnt Sundertit,

Mayor Haven gives Cudgel and the characters fee-
way in conducting the interrogation. Raven doesn't
appose the use of coercive magie, but she refuses o
let anyone harm the captive, Cudgel initially tries o
lead the interrogation, but she struggles to contain
her anger at her betrayal, She soon retreats to walch
from a distance s the characters lead things—
though she cccasionally interjects at particularly
ANEETing news.

The captive mercenary is brought in with their
chestand arms bound by o Ashing net, At firse, the
mercenary only mocks the characters and refuses o
reveal anything but their name, By cocrcing the cap-
tive through roleplaving or by succeeding on a DC
12 Charisma (Intimidation or Persuasion] check,
the characters learn the following information:

= Gragonis planned to kill Cudgel and take control
of the lronclad Regiment.

« Several days ago, Gragonis headed into the woods

west of the mercenary camp, then returned with a

consideratidis amount of gold,

Afterward, Gragonis hired his most loyal merce-

naries o atteck the Vogle ia during the reen-

actment. He planned to then rald Vogler.

= The mercenary doesn't know who gave Gragonis
the-gold he used (o pay off the mercenaries.

A few mercenaries remained at their camp, in-
cluding Jevey, Cudgel's other licutenant. The mer-
cenary thinks the others at the camp are koyal o
Canrlgze] —th Gragonis paid ied him

IF Geengonis (s the mereenary being interrogated,
he elalms not o know whe his benefactor was,
other than they were hooded and waore black and
red armor,

A TENSE EVENING -

When the characters are done qucstlonmg the
mercenary, the captive is placed under guard ina.
nearhy shed. Cudgel heads out scon-after, inteat on
werifying the mercenary's story at her canmp, She
pramises io return by the following dawn. The “Cud-
gels Report” section details what Cudgel learns.

Mayor Raven is eager (o learn more about Grag:
onig’s mecting in the woods west of fown, despite
not wanting anyone else o leave the village. She
plans tosend out local hunters in the morning, but
she responds with gratitude if the characters offer 10
mvestigate the woods instead. Raven offers 1o send
Darrett with them as a guide—a task he eagerly
AErEES .

SIGHTING THE ENEMY

Either the night of or morning after the attack at
High Hill, the characters (or experienced hunters
Trom the village) head into the woods west of Vogler
where Gragonis met with a mysterious sponsor, 10
villagers conduct this reconnaissance, they report
back by midmorning with dire information, having
learned everything the characters would in the fol-
Towing expedition,

If the characters go, they find & small woaded ares
an hour west of the village. A character who spentds.
an hour searching the wooids finds strange tracks.
Seane of these tracks are boot printg, while others
are clawed reptilian feet the characters can't iden-
tify. The tracks wind north through the woods.

Faollowing the tracks takes more than an hour,
leading the characters from the woods into rugged
hills. In a valley, they see the following:

-dge averlaoking 3 shallow
duink:eﬂ!iiwim {Hisminate:

This is & camp of Red Dragon Army soldiers.
Shauld the characters afempt to approach the
camp, 3 patral of three bapz draconians and two
Dragon Army soldiers draws near (see appendix
B for both stat blocks). The draconians are hooded
and Jook like Humanoid soldiers from afar, but a
charncter who engages in melee combat with them
i their true naturs, If attacked, one draco.

to the reenactment,
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nian attempts (o flee o camp and raise an alarm.




Use more draconians fo prevent the characters
from drawing ciose 1o the camp. Even if the camp is
alerted 1o the charscters’ preses & draconians
dopr't follow the charsicmers 1o Vogler,

Uliimately, when the charicters or other scouts
return to Vogler. they should have learned the fol-
lewing information:

+ A significant military force is camped several
miles noerhwest of the villags

+ The firre looks well organize
livinl praatrools,

+ The soldicrs arc a mix of humans and other
hooded figures. If the characters encountered
them i close, they know these hooded gures
hatve winggs and reprilian features.

A FATEFUL MORNING

Mayor Raven spends the night and next morning
eanferring with members of the community in the
common room of the Brass Crab. The morning after
the battle at High Hill, two things happen:

and has vigi-

+ The characters (or local scouts) return with news
of an armed camp.

= Cudgel Ironsmile vety
the mercenary camp,

with information from

CamMP RECONNAISSANGE

When the characters or other scouts return to
Vogler, they're directed to report 1o Mayor Raven,
who has been at the Brass Ceab with Becklin
and other coneerned villagens all night. Raven is
shocked by the report about the enemy camp. She
wanis to know maore ghout the nature and disposi-
tion of this force, and she's aware Vogher can't de-
fepd itself against anything more than a few raiders,
She's eager to hear advice from the characters and
others about how to address this potential threat.
At the outser, Raven is inclined to dradt a letter 1o
the commander of the camp to declire Vopler's news
trality in all conflicts, ask the mystericus army's in-
tentions, and weleame them to meet with the mayor.
Butbefore the mayer can develop a plan Turther,
Cudgel returns.

CupceL's REPORT

Canelge] Tronsmile returns to Vogler accompanied by
this fiewtenant of her se) : human Jeyev Vil
rews. Cudgel shares the following fnformation:

» She believes Jeyey and ber remaining troops ane
loval to her—they could have easily overpowered
here if they weren't,

« O her return, Cudged found Jeyey and other loyal

ies b heard of the events at High

| reatrained several aoldiers boyal to

Ciragonis but who didn't have orders to participate
in the recnactment,

= Druring the night, Jevev’s scouls came
Jarge military force 1o the northwest of the village,
much too large and organized to be a mene men:
nary band. This is the 2ame army the characters
likely spotted, and Jeyev's scouts can confiem ev
erything from the “Sighting the Eneny

Anross a

VooLER'S RESPONSE

Alleonw the characters, in consultation with the vil-

lage leaders, o determine how Vogler should re-

spond 1o the mysterioss army, Becklin, Ciadgel, and

Raven take the following pesitions:

Becklin Uth Viharin, The knighr ks deeply con-
certed. She's herd romors of sirpnge armies in
the east, and now there's a strange army close o
her home. As the most experienced military leader
in the ronm., she expects the worst, but she's mry-

g not to panic anyone.
Cudgget 1 i digel i potisible for
everything at High Hill, She gives the village the

cnmpk'tr suppart of the Ironclad Regiment. She
favors a peaceful response to the mysterioos army,
bt one backed by her mercenaries’ spears,

Mayor Raven Uth Vogler, The mayor will do any-
thing to keep her people safe. However, she wants
maore information before acting.

diviey Yiipates
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Terfurther complicate the sdtuation, Lord Bakarks
Jjoins the group mid-conversation, insulted that he
hasn't been invotved in what are clearly important
liscussions. However, he has no idea what the
diseussions are abour. Bakaris cares nothing for
the safery of the village, but he posits ideas that
make him look important without requiring any ac-
tual effort.

Allow the characters 1o guide the decision of
Vogler's lesiders, who will largely support any plin
that doesn't invohe & precmptive strike o bringing
batthe it this village.

Voice oF War

However the characters chmae 0 r\espnnd o :hr
army near Vogler, their plans are derailed by unex:
pected visitors, As the characters prepare, a mes-
senger in black-and-red armor arrives ar the River
Ciate. Villagers are the first to spot the messenger,
andl they alert the mayor and the characters.

When Mayor Raven and the characters arrive at
the River Gate, read the following text:

\'\agluﬁ"mn woaden ga‘w.i humar in black-and-
mdscalq it 5its astride an stwqd warhorse, Sha.

This Dragon Army soldier (see appendix B) astride
a warhorse is 2 messcager from the Red Dragon
Army. I u character doesn't speak up first, Raven
steps forward and takes the messenger's letter, The
mesaage reads as follows:

People of ogler,
By ihaudarm‘awﬁon. the Vaace of Takhisis; -

This is the: ragon Queen's will

Characiers praficient in Religion recognize the
name Takhisis as one of the gods of Knmn, A cleric
of Takhisis or a character who succecds ona DC
12 el (Religion) check i aspiral
symbol on the messenges’s armor as & symbol ol
Takhisis, the greatest of the evil gods, whe is also
known as the Dragon Queen, This same symbol ap-
pears on-all Deagon Army armon.

The messenger demands the village peepare 1o
e ocoupied by Dieagon Army troops that evening,
In the meantime. nobody can leave the village.

1 the chy press the for more
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infoormarion, she provides none, 1T threatened, the
soldier hobds her ground and gives a stgnal. Atop the
A0foor-tall chiffs fo the east of the gate, four Dragon
Army soldiers appear (see appendix B). They use
their javelins to attack snyone who threatens the
messenger or who tries to leave the village.

Mayor Ruven sccks to avoid bloodshiod and en-
the ¢ o

RESISTANCE

The appearance nflhe Red Dragon -\mvy soldiors
answess many questions about the force near
Vogler, Back at the Brass Crab, Mayor Raven con-
sults with the characters, Beckling and Cudgel, Ra-
ven sees no other option than to do as the message
demands and weleome the Dragon Army, Becklin
and Cudgel immediately oppose this, having wit-
nessed the horrors of sccupying forces,

Let the characters propose plans to keep the
Dieagon Army a1 bay. [T they don't suggest using the
lrodad Regiment to defend the fowa, Cutlgel sug:
gests it As the mercenaries are camped north of
the village. bringing them to Vogler without alerting
the Dragon Army likely requires getting rid of the
Diragon Army soldiers al the gate—a challenge while
the saldiers hold the upper ground

1 the characters wish to sneak up on the Dragon
Army solidiers, they have two options, both de-
seribed in the sections that follow.

On THE CLIFFS

The simplest way to reach the Dragon Army sol-
diers is to climb the northesstern cliffs and sneak
up an them. Taking & boat dewnriver, landing, and
sneaking hack is also a viable option,

The area atop the cliffs is wooded, bt an open
field Ties below and behind the soldiers’ position.
Secaling the 30-foat-tall cliffs is simple enough,
are distracted, the saldiers notice
anyone climbing the clill or approaching feom an-
other direction. If the characters reach the wp of
the cliff, they find four Dragon Army sobdiers (see
appendiz B).

THE GROMEFLINGER
Thornwall Keep sits directly across from the
Diragon Army soldiers” clifftop vantage, Atop
Thornwall Keep sits the creation of the tinker
gnome Than: a pecple-lunching device callad a
gnomedli (deseribed in appendiz A If using the
gnomeflinger comes up, Becklin or Darreit suggests
consulting with Than first.
Than i I averjoyed o les Ihe- characters use the
They're o that they forget
they alse have several safety devices called nary-
erashes (see appendix A). Than mentions the nary-
erashes only iFa characier raises coneerns abaot




landing after using the pnomefinger.
ennugh naryerashes for each character (o get one,
Shioubd the charscters use the gnome finger, it
proves surprisingly effective and quiet, allowing the
chamacters 1o surprise the four Dragon Army sol-
diers {sce appendix B) atop the cliffs.

DeALING

ITH THE SOLDIERS

s confront the Dragon Army soldiers
sREnger ANemps o retrest o
e Desgon Army ciamp on her warhorse rather than
aiding her allies, With the Dragon Army soldicrs
gone, Cudpel is eager to ride out to meet her merce-
naries. She plans to being them back 1o a defe
pasition just north of the village, 1 the chars
don't attack the Dragon Army soldiers on th
kip to the “Preparing for the Warst” section.

PREPARING FOR THE WORST

Whether the characters drive off the Dragon Army
saleliers or make other plans within town, Mayor Ra-
ven eventually secks the characters’ council in de-
termining how best o protect the villagers, During
this conversation, Beeklin, Cudgel, and Raven take
the following positions:

Becklin Uth Viharin, Beeklin has grown guiet. She
wants 1o speak privately w the characters and
Darrett after they've conferred with Mayor Raven
end Cudged (see the *Becklin's Fear” section),
Cudgel Tronsmile. Cudgel wants only to.get her
troops and bring them back o Vogler. Even if
they're outnumbered, fighting is the only optien

in her mind.

Mayor Raven Uth Vogler, 11 the characters attacked
the Dragon Army soldiers, Mavor Raven is grap.
pling with the fact they just started a war, Other-
wige, she's frustrated by the situation and secks
advice on how to protect her people by nighifall,
Shee refluses sy suggestion involving fighting in
the village,

Ifthe characters suggest they prepare to evicuate
Vogler, the mayor initially dismisses the idea, but &
character who succeeds on a DC 12 Charisma {Per-
suasion) ehieck convinces her it's in the village's best
Interest. Becklin agrees and shares the information
in the “Becklin’s Fear” section. The mayor doesn't
ikt it bt grudgingly accepts it's the only option.

i not deterred. Cudgel and Jeyey eit le or
aneak ol of Vogler to rally thetr mercenaries,

BECKLIN'S FEAR

If the characters don'tsuggest preparing Vogber for
evacuation, Becklin pulls them and Darrett aside
fior & private conversation. She shares the follow-
ing concerns;

+ Becklin has heard about war and unstoppahle

armics in the east. She foars these Red Dragon

Army soldiers are part of that greater force.

She's lived in Vogler for decades and knows its

people aren't soldiers. They'd need weeks of train-

ing anid & hundred more professional soldis

stand a chance in any conflic

» She supgests readying the villagees to cvacuate at
a moment’s notice in case other plans fail.

+ Evacuecs can follow the river ro safety in Kalaman
{derailed below).

5 )

Becklin asks the characters to help convinoe Mayor
Raven of this idea. I the characiers aleeady sug
gested this idea to the mayor, Becklin supports
them. adding the points here to the argument. 1f
both the characters and Becklin advocate for evacu-
ating the village, Mayor Raven begrudgingly agrees.

Characters who succeed on s DO 12 Intelligence
{History) check or who ask a resident of Vogler
about the city of Kalaman can any of the informa-
tion from the “Knowledge of Kalaman” section at
the start of chapter 4,




PLANNING TO EVACUATE

Once the village leaders agree to propare for evac-
uation, the people of Vogler have much to do, Beck-
lin foewses an getting information about the Red
Diragon Army and shering up local defenses. Mayor
Raven asks for the characters’ and Darrett's help
organizing the evacuation, tasking them with the
following:

= Help her inform the villagers of the situation by
eollecting everyone in the village circle,

+ Asgeas how many ships the village has and
roughly how many villagers they can carry.

- Ipstruct the villagers how to get to safety.

+ Keep the villagers calm.

Mayor Raven and Darrctt cooperate with any plans
the characters have, as long as they clearly help
prepare for escape and don't risk any villagers” lives.
Himwever, the mayar doesn’t want to start the evacu-
ation until absolutely necessary, allowing villagers
time to prepare and safely evacuate together,

INFORMING THE VILLAGERS

The characters can easily summon most of Vegler's
people 1o the village circle, likely by going door to
door ar by ringing the village circle's bell, When the
villagers have gathered. Mayor Raven addresses the
crowd. Read the following text:

"Colnl‘flll thﬁslwl?gsﬂva}dm tI as stll cover

.IPWJS headed lm\l’ﬂg[er The qurdsd quumhl
will do what it can to defend Vogler, but we must e

of shouting, anger, and fear.

With a successful DC 12 Charsma {Intimidation
or P on) check, the ct can help the
mayor regain controd of the crowd by speaking in
support or explaining evacuation plans. Otherwise,
it takes the mayor over an hour to placate the com-
munity and get evacuation preparations underway,
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At your diseretion, Lord Balkaris or Bakaris the
Younger might speak out and try to undermine the
mayor and the characters. If so, the villagers n:jm:t
the ion plans uniil 2 cl i}
karis by roleplaying or succeeding on a DR 14.C) Im
risma {Intimidation or Persuasion) check.

Omnce the villagers have accopted the evacuation
plans, they assist Mayor Raven, Darrett. and the
characters in prepariog to evacuate to Kalaman, un
derstanding time is short,

SuorT SHip SuprLy

Acharacter who spends an hour inspecting the
ships in Vogler's wharf estimazes the vessels there
could transport only twa hundred of the village's
four hundred residents. Let the characters concoat
ways to solve this problem, IF they don't initially
have ideas, characters ean make skill checks o

g Aok

inbentify solutions like the: foll e
ficient with water vehicles makes these checks with
advantage.

Boat Made of Boats. A character who succeeds.
on a DC 16 Wisdom (Survival) check formulates a
phan 1o use rope and rings of small beats to corral
flnating masses of logs. creating several large rafts
capahle of holding two hundred more villagers. With
the: help of locals, this simple plan takes theee hours.
to complete,

Personal Fleet. |f a character asks Vogler's fish-
ers for help and succeeds o g DE 14 Charisma
(P iom) check, the ch can ince the
wvillagers to lend their personal vessels to the evacu-
ation: boats in need of simple repairs, bouts collects
ing dust in villagers’ sheds, and even hoats serving
as decorations in homes, Given two hours, the
villagers can find enough boats to it one undred
more people.

Ferry. A& whoo n
a D 12 Imelligence (Investigation) check notices
the ferry erossing on the Vingaard River has a se-
ries of rafts and small boats on a pulley system, The
mechanism can be broken down in two hours, free-
ing up vessels for one hundred people.

BaTTLE PLANS
Early in the afternoan, Cudgel returns 1o Vopler,
She shares the following information:

= Cuidgel has dirccted the Ironclad Regiment 1o
hedd @ pesition north of the village, The mercenar
ies believe they can. for & time, defend against a
larger forco.

= She hopes they won't have to fight. With any luck,
a show of foree will convinee the Dragon Army
that Vogler isn’t an casy target.

= Justin case, her soldicrs sct up a small rear com-
manid tent pear the River Gare. She's posted a




messenger there so the village can send word to
her troops as needed.

+ Bhe asks Becklin to join her at the fronst. She
hepes if a Koight of Solamnia appears on the
fiekd, the ensmy will hesitate to provoke the
knighthood,

Mayor Raven and Becklin support Cudgel's choices,
and the knight agrecs with her friend’s plan,
Defenders of Vogler. This plan leaves the village
A dlg escape operation undefended except for the
fandful of rem: ¢ militia members and a few
tough fishers. Becklin and Cudgel ask the charac-
ters and Darrett o remsain in the villzge with the
mayor. They want i ensure that if any epemies
et past the Tronclad Regiment, the villagers have
prostection.

BeockLIN'S REQUEST

During the conversation about battle plans, the
character with the highest passive Wisdom (Insight)
score realizes Beeklin is keeping something back,
She won't say anything in front of Cudget, Mayor
Raven, or Darrett, but if approached in private, she
thattks the character and asks them o do her a
faver. A large wooden box is under her bed in Thorn-
wall Keep, She doesa’t tell them what it holds bug
isks the charaiters to feteh the hox and give it o
Darrett one e salely escapes town,

The characters can easily retrieve the box from
Hecklin's quarters at any point before the * Invasion
Encounters” section. The sturdy wooden box weighs
about T pounds and bears no markings other than
usimple kingfisher emblem on the lid. 1Fihe charac-
ters apen the box, they find it holds a svit of Solam-
i plate armaor.

IFthe: characiers follow Becklin's instructions,
they won't give the box to Darrete antil after the
evacuation, I they instead de so before leay
i towen. see the *Darrett’s Armos” secton in

chapter 4.

THB EN EMY SIGHTED

After Cudgel has returned and line chararlers ILaVe
arganized Yopler's evacuation, a local farmer rides
into the village circle. The farmer reports seving
hundreds of soldiers an the road. headed toward
Vogler. The adventure unfolds in one of two ways.
from here:

With Mass Combat. IF you are using the Dyagon-
lance: Warrioes of Kryne game along with this ad-
venture; consulf the “Warriors of Krynn: Scenario
1" sidebar,

Without Mass Combat. [f you aren't ustng the
Diragonlance: Wairriovs of Krynn game, eontinue
with the “Invasion of Vogler” section,

WarrIORS OF KRYNN: SCEMARID 1

With the Red Dragon Army on |t way, Becklin Uth ¥i-
harin summans the characipes to Cudgel's command
ek at the village's edge. When they arrive, read the

scenarlo | in O Warriors af

Kepan, then play that scenario. This scenario detaifs an
arganized defenze of Vogler and the characters des
perate atternpt o get the villagers 1o safety

IF the characters attain a win or hold during this sce-
nario, each character garns inspiration, Additionally,
after the people of Vogler have reached safety, they
recognize the charaeters ag honorasy members of the
villageand the mayor gifis them one of the communs-
£y’ few treasures: a folded paper kingfisher that fune
tions &4 & Quiaal's foties token [bird). Characters gan
o rewards for a loss.

Atthe und af thnmnwo Darrqu s leel'mg from
Becklin's d d returns with the
Wopler Yau car rus By encounters fram the "Im\asmn
of Vogler” stctionas the charscters pscape the uillage;
ar you can skip ahead to *The Firal Boat® section.

=

INVASION OF VOGLER
Before Becklin and Cudgel leave Vogler to join the
Ironclad Regiment, Becklin shares s brief. formal
goodbye with Darrett. She then thanks the charac-
ters for all they've done, saying, “Tapin was right o
eall you friends. U'm glad Pve had the e o gl
the same.” Becklin and Cudgel then ride out.

An hoiir passes before news arrives. In the mean-

time, keep the characters oceapied with the evacia-
tion's preparations. such as finding missing villagers
and corralling ships.

When you're ready to begin this section, give the
characters a reasen to be near the River Gate. such
as fetching Becklin's box from Tharnwall Keep or
looking for & lost villager, When the charaeters are
within earshot, read the following:

The rider is a seout sent by Be
o evacuate immediately, When the chameters ar
rive, the rider’s horse is dead and she is locked in
battle with her attacker. a baaz draconian (sce ap-
pendix BY. The o lan kills ber if the o)

don't intercede,
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If the characters save the rider, she announces
that an attack is imminent—the Dragon Army has

split into two prongs. One went o engage the meree-

naries, while the second s headerd to the village,

PERILOUS EVACUATION

It's up 1o the characters 1o decide how to handle

the incoming invasion. Unless the characters made
other plans, Mavor Raven and Darrett are af the
willage's wharf with most of the villagers. After
learning the scout's news, Mayor Haven orders the
evacuation to begin. Read the following description:

The villagers semain eerily quiet as they begin lower:

fng; themselves into the boats. Panic washes over the
crowd a5 cloaked figures emerge at the edge of the.
el hmw . ‘Hwﬁaum linger lprl molmnt.

|hurdﬁks.1kmmdnam nto the vllasa

As invaders asweep over the cliff into Yogler, Darrett
draws his sword and asks the characters to help
him defend the escaping villagers.

InNvasioN ENCOUNTERS
Vogler is swiftly overwhelmed by Dragon Army
draconians. Roll on or choose encounters fram the

Vogler Invasion Encounters table, Sef these encoun-

ters anywhere in the village you wish,

Afier the second encounter, the characters hear
loud clanking sounds from the north—something
Farge and metal is moving toward them, This is the
bailerdrak they'lE encounter in the “Escape from
Vogler” section. Before the characters can inves.
gite the noise, a1 third encounter distracts them.

When you've run af beast three of these encoun-
ters, proceed

VOGLER INVASION ENCOUNTERS
d10  Encounter
12 Afamily of four commaners puts separated from
the ather evacuees. Unless escorted to the wharf,
they try o hide fram the invaders.

3 An abandoned cot beags onte one of the char-
acters. |L 15 tertified and refuses to leave them
during the invasion,

4=5  Airborne Assassin (see below)
B-7  Direct Attack (e bsdow)

& Ominpus Riders (see below)
910 Vogler Militia {see below)
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ith the “Escape from Vogler” section.

AIRBORNE ASSASSIN

A kapak di ian (see dix 3] mlid

head fram the cliffs, intent on dropping oneo one of
It characters. Only characters whio have 2 passive
Wisdom (Perception) score of 14 or higher notice it
Unless alerted, the other characters are surprised
when the kapak attacks.

DIRECT ATTACK

From between bulldings s four cloaked invaders,
their clawed feel pauging the dirt, They wave torches
and fierce blades sbove their reptilian heods:

Five baaz draconians (see appendix B) charge to-
ward the whirf, intent on setting boildings ablaze
and murdering escaping villagers, In their frenzied
state, the draconians fight to the death.

OMinOUs RIDERS

The character whe has the highest passive Wisdom
{Perception) score glimg the following scene
during thet invasion:

A distant fash of hight catches your attention. Alop

the £1IfFé narth of town, theee figures an mationless
harses sitin the shadews of the trees: You make out
the glint ﬁFllghmn plate armar, but before you can

 ahert your companians, the figares vanish,

Three mysterious knights watch the batte, but they
disappear as soon as they're spotted, If the charac-
ter who noticed them suceeeds on g DC 16 Iniel
wenice (History) chieck, they recognize the Agires as
wearing the antquated armor of Knights of Solan-
e, Wha these knights are—skeletal knights, Loed
Sath and his retinue, or the spirits of Lord Vogler
and his knights—is up 1o you.

VooLEr MiLiTia

The sound of clsshing mutal dews ydur atteation.
Two of Yopler's remaining militia membars stiuggle
b bl their cwn against reptile-headed invaders. The
‘scaled soldiers bait the milltia members, hissing cruel
lsughter.
The twa militia hers (g ) arc
by five baaz draconians (see apptndlx B I the:
characters don't intervene guickly, the militia mem-
bers are slaughtered. 17 the characters hilp and a
militia member lives, this survivar gives the chirac-
ters a pation of heafing.




EScAPE FROM VOGLER

When you're ready fo bring the invasion nF \ungier o
its elimax, procesd with this encounter. No matter
where the characters are in the village, screanms
ring out from the wharf, When the characiers draw
i, pead the following:

| The soroams of wilagers. still evacuating onto boats,
ring: § !hrungh the smake of urming Buildings. Among
ﬁi&kﬁem{ﬂm an unbelievable ward: " "Bragonl”
| Then it comes into-uiew, Pitching this way and that,
(15 scales clanking ke steel plates, 3 black heast

Flames crackle from the beast’s RAping maw.

Desplie its appearance, the thing nearing Vogler's
wharl isn't & dragon—its a boilerdreak, a goeamish
siege engine invented for the Red Dragon Aemy (3ee
appendix A). The boilerdrak is crewed by four baaz
draconians (see appendix B

This batthe: takes place in front of Vogles's wharf,
depicied on map 3.3. The *Vogler Battlefield Fea.
tures™ and “Yogler Battlefield Events" sections
detail elements of this battle, The boilerdrak is posi-
tigned on the scorched ground. The characters star
the bt the anywhere on the wharl,

O the first round of battle, three draconians use
their actions to load, aim, and fire the boilerdrak at
the Wharfingers Office—the structure ar the north
of the map, The building rapidly catches fire.
Characters who succeed on a DC 12 Wisdom
{Perception) check ar whe come within 5 feet of the
eilerdrak recognize it isn't a dragon, but a mechan-
iral device.

After the baaz draconians are defeated, proceed
wwith the “Fewmaster Gholeag” encounter,

VocLER BATTLEFIELD FEATURES
Tl bartlefield includes the fllowing features:

Burning Building. The Wharfinger's Office is on
fire, A creature that enters the burning structure
for the: first time on & turn or starts its turn there
must succeed ona DC 16 Constitution saving
throw or take 5 (1d10) fire damage.

Fray. The 15-Foot-wice area marked by the design at
the exdge of the map represents dreconians facing
off against Vogler's remaining defenders: This
arca and the village beyond the map are difficult
terrain. A creature that enters the Fray for the first
time om i turn or stars its turn thece must s
ceed on a DC 16 Dexterity saving throw or take T
{2d6) slashing damage from opportunistic focs,
The Fray can’t be damaged and remaing until the
batthe ends.

VooLER BATTLEFIELD EVENTS

During this encounted, rell on the Vogler Barileficld
Events table each roand at initistive eount (L Also
consider rolling on the table if 2 character enters the
Fray or otherwise tries to leave the battleficld,

VOGLER BATTLEFIELD EVENTS
d6  Events
1 Two Voglerfishirs (guards] comea to assist the

characters: They appear in unaccupled spaces
adjucent b the Friy neares & rEndom charicter.

2 A blinded bezak dracontan (see appendi: ]
with T kit paine staggers from the Fray and
across the battlefield, It doeen’t attack, but it
explodes in it Drath Thraes if killed. The drace-
nkan appears in an unoccupled space adjscent
10 the Fray nearest a randarm chasacter.

34 Adraconiun gliding overhead throws o fiery flash
atone random plager character, who must suc-
cond on A DE 10 Dexterity saving theow or take
3 (1ds} fire damape.

5-6  Villagers o the docks shout their support, &
random player character has advantage on their
naxt sitack radl.




FEWMASTER GHOLOAG THE FinaL Boar
Afrer the bollerdrak's baaz draconians are defeated,
the eommander of the draconian assanlt arrives

Read s pu

Muost of the dra i
on leating the village, glving the villagers
cuarle. At the end of th

aphrase the following: sl

sier, oaly Mayor

. ' Rayen, [k | & lew others have yel i bo
An extesior wall of the Braxs Crab shatters autward. & a boat. The remaining boats have enough space for
tTook il hrite: I Bhack scale srmivr emrel B them ani the eharacters,
the inn, Holding a barrel of ish Under one arm, the Before the o v head 1o their boats, read the
hulkinig gure §lls her mouthwith a fistful of wrigs TR
ghing fch, ] 1
rows Bkt o e s "Hold the bioatl” @ vaice rasps from the smoke: |
“Ther next,” the Bgre siys, geatiring in yeur divse shrauded strest, & man runs thraugh the haze toward
o L S e s e tho Wharf,clad in the armor of an Ironclad Regiment |
! 1 mitrcenary and gripping & horned helmet in his hand.
" L " %
<ing commander in
the Red Dragon Army and the leader of the raid on Characters recognize this man as Jover Veldrews,
Vo she and two baar draconians (see appendix Cudgel's Feutenant, He he's heen sent by Beck:
Bl arrive adjrcent to the Fray ng the northern- lin 1oy s an thee follewing information:
muost road. Fewmasier Gholeag uses the ogre sta. - The battle with the Red Dragan Army went poorly,
block, but she wears seale mail sad has AC 14 B &S i e Tl Recgesmien exiaped
and the draconians fight to the death, + Becklin sent him to help everyone in the village
After Ghel o the draconians are defeated, s BT cn.»'.nrc:.nol.'.nd_\' walted for

her and the mercenar

the villagers have to

A charaeter whao looks at the helmet he ¢ +
recognizes it's the helmet of a Knight of Solamnia,
vve boarded the ship,
on for more deta

cape Vogler on the last boat, a
& vesde] harely 1 s1igh fear
characters, Darrete, Ma v, 3
other Jocal
thes charad

Mogler is-in flames, Amid the columing of smoke rising
from the viliage, Inveders oot what remains. The vil-
Eagers traveling with you-don't losk away, watching un-
ol their homa fs nothing mare than 3 red:black smear
| zlong the river's ecge. The svacuation boats carry all
that remaing of Voples down the Vingsard, toward an
uhcertaln sanctuary in Kalaman.
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LosT in BATTLE
Il'.s up o you b dtl:'rmim.- how Becklin and L'udg,c]'s

W
were: l|

atedl and an encmy force mamhn:s ofl lh{
towm, The characters’ allies might have suffered any
af the following fates:

Assassination. Jeyev is actually & neutral evil ban-

dit captain who was hought off by the Dregon
Army jll\l like €

agonis was., He's heen hired to

maic knights in Vogler
Dharrett. He murdered Beeklin during
the hartle and i now using her helmer o ger close

o Darrest,

Capture. Becklin sent Jeyey o warn the s
that the defense failed and not o wait for
fenders. She sent her helmet as proof that TE
waords come from hee, As Jevey fled, he saw Beck
lin ciptured. You can determine where Becklin

g held, perhaps in one of the Dragon Army
encampments detailed in chapters 4 or 5.

Seattered. Becklin and Cudgel orchestrated a re-

1 the Dengon Army

lngers

is bei

her of them might
rin Kalaman in later chapters after evad-
ir foes. As in the previous possibility, she
o warn the villagers,

Witness. Il the characters already know abour o
Recklin's defiear, Jeyer was sepmir
of Vopler's defenders. knows specifics of ber last =
huttber, sl recovered her holmet: He might still be
an assassin or know the information inany of the
other ¢

e from the rest

tries here,

Regardless of your chiok
helimet and promises o keep it safe, If yoo choose
to have Becklin return after the battle. she mes
a valued adviser to the military leaders of Kalaman
{detailed in chapter 4).

rreit takes Beeklin's

&

NEXT STEPS

1l River
fromm Vogler toward Kalaman, a journ
muosl of the maght, the che
bewe

As the Ving:

rries the ot

an ool b
v that takes
acters advance to dih
After the horrors the villagers have faced,
everyone is relieved heir jourmney dawnriver is un
eventful. Chapter 4 hegins with the refogees” arrival
outside Kalaman.
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CHAPTER 4

SHADOW
OF WAR

OGLER IS GONE, DEVASTATED BY THE RED
GV Dragon Army. After escaping the village
by following the Vingaar River, the

acters and other survivors seek refuge in the city
of Kalaman. They carry with them o warning: war
is coming for Kalaman. The city’s Ieaders recruit

the characters to help identify and resist the threat
aof the Red Dragon Army. As the characters travel

the lands around Kalaman, they learn more about
the Dragon Army's goals and the wrrifying shadow
behind this war.

RunninG THi1s CHAPTER

This chapter beging with an overview of the ety of
Kalaman. After famillarizing yoursell with the “Ka-
iaman Gazetteer” section, continue the advent
with the characters and Vogler's refugees arriving
near the city. Once the characiers ensure the
Eagers' salety, encourage them to fallow Darrett
Higk s lead by joining—or at least collal

ing with—Kalaman's military. The military provides
the support and direction ne ey o face the Red
Dreagon Army and it supernatural allies for the rest
of the adventure.

CHARACTER ADVANGEMENT

In this chapter, level advancement is handled
s follows:

» Characters start this chapter at 4th level, having
gained a level after evacuating Visgler.

» Characters advance to 5th level before retaking
Wheelwatch Ootpost,

» Characters advance to 6th level after defeating
the skeletal knight Zanas Sarlamic ol the end of

the chaprer.
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KALAMAN GAZETTEER

Katamin, the Beacon of the East, is one of the
largest citics in Solamnia, Far from the nation's
hesrtland and the capital of Palanthas, the city isa
bastion of trade and safety at the edge of the prov-
inee of Nighthind. This section provides an overview
of the city. Flesh out its locations and residents bow-
ever you please. The city will be the party's home for
the rest of this adventure, and their connections to
the city will encourage them to defend it against the
Diragon Army threat,

KNOWLEDGE OF KALAMAN

Characters who are from Kaleman or suceeed on a
DE 12 Intelligence (History) check know the follow.
ing details about the city:

Capital City. Kalaman is the capital of the Solamnic
provinee of Nighthud,

Ancient Bastion. Kalaman is a thriving trade city
known for its strong walls, castle. and harbor bea-
enns, all of which predate the Cataclysm.

Rulers, The city is bed by a governar, a council of
prominent guild leaders, and a military marshal.

Military. Kalaman maintains a significant military
faree o deter raiders from Estwilde and monsters
from the Dargaard Mountains,

Vingaard Port. The city sits at the mouth of the
Vingaard River, about thirty miles downriver
from Viogler,

Power 1N KaLAMAN
Kalaman is Jed by the Bllowing three groups:

Governor, The head of Kalaman's government is
Governor Calel Miat (lawful neutral, human no-
bile). He represents the city's people and speaks
on their behalf during eouncil sessions.

Guild Leaders. A councd] composed of the leaders
of the city’s five most prominent guilds —the Car-
tographers' Guild, Dockhands' Guild, Fishers'
Guild, Masons” Guild, and Shipwrights' Guild—
aversees the city’s broad business interests and
runs varied public services. The guilds' leaders
are neutral human and hill dwarf nobles who are
prone 1o bickering and jockeving for infl

Marshal. Kalaman's military guards the ity and de-
fends eastern Solamnia. The military is robust, as
the ity can't afford to soficit aid from the Knights
of Selamnia. headquartered in the west. every
time ralders from Estwilde or other threats cross
the border. Kal s military is et

KALAMAN LOGATIONS

Whitc in Kalaman, the characters might visit any
of the locations in this section. These sites appear
on map 4.1,

CASTLE KALAMAN

A symbol of the city, the age-old fortress of Castle
Kalaman rises atop rugged cliffs, visible from any-
where within the ity walls anl for miles bevoril.
The eity's governor dwells within the castle, and the
ruling council holds its mectings here, Castle Kala-
man sten serves as the headguarters of Kalaman's
military, and its barracks can house hundreds of
troops. Extensive catacombes run beneath Castle
Kalaman, but the entrances to these tunnels were
closed long ago and remain magically scaled.

CiTy MARKET

Merchants from across Ansalon do business in Ka-
laman's thriving bazear. Characters can purchase
any equipment from the Player's Handbook here.
Vendors from far-off lands—like Ergoth or Mount
Nevermind —often bring rare curios here to trade.

HAMMERSTRIKE FORGES

‘Twin forges stand across the strect from one an-
other, run by the dwarven cousing Kadmos and
Tiria Hammerstrike (both lawful neutral, hitl
dwarf While both are smiths.
Kadmaos specializes in armor and Tiria excels

with weapanry.

Harpor BEacONS

The walls of Kalaman extend several hundred feel
inte the eity’s harhor. The tower at each end holds 2
promineni beacon surrounded by an array of lenses,
These beacons were created before the Cataclysm
by the city's [starian founders, and the light from
their flames cuts through the densest fog.

Kavaman Harsor

At any time, dozens of ships are anchored along the
busy docks of Kalaman's harbor, Snall lecal fishing
ships vie for harbor apace alongside mighty sea-
faring vessels. some from far-off lands, Every day
there's a 10 percent chance a merchant ship from a
distant land puts into pert here, its crew eager to sl
unique wares and tell tales of danger on the sca.

MEULARA'S QDDITIES
Meulara’s Dddities is a small shop piled with trin.
kets, Its shopkeeper, Meulara (chaotic good, kender

¥
the pragmatic Marshal Nestra Vendri (lawfol neu-
tral, human 3
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is.a silver-haired woman vwith a bright
amile. Meulara claims e know every kender in
the city, and most kender new to town are directed
to her so they can swap stories and news from
their travels,




..

MAn A L L

Tue STEADY BEACON

The Steady Bracon is a tavern that boases a large
Aaproom, a fish-focused menw, and modest bodging.
Iis decor features the broken weapons of defeated
Tandits. The: tavern i a favorite of Kalaman's soi-
diers. and most evenings, dozens of of-duty troops
sy here. The inn's owner, Jesen Thobd neutral
good, human veteran), is a friend of Marshal Nestra
Vepdri, head of Kalaman's military.

TRADE CAMPS

Outside the city 1o the cast and west sprawd trade
camps. These expanses of mmshackle buildings
Began ascmpgroumls for caravans, Over time,
the tents were replaced by simple buildings aligned
elong muddy 5. They now house hundreds
who can't o lodgings within the ¢ity's walls.

WYHAN'S APOTHECARY

Wyhan {lawful evil, human mage] is a black-robed
Mage of High Sorcery. Though supposedly retired,
shekeeps a shop that deals inowares few in Kala-
man need. Wyhan's Apothecary sells the occasional
giadl-leck charm, but those who know what to ask
for might gain access to the apothecery’s back
ooy, which houses esoteric spell compenents, The
“Meszage for a Mage” section later fo this chapter
provides more details on Wyhan and her shop.

ARRIVING IN KALAMAN

By dawn the morning after evacuating from Vogler,
the characters and Vogler's surviving villagers
arrive within sighr of Kalaman, Read the follow-
i text when vou're ready to start this part of the
adventure:

The walled city of Kalamar rises in the distance,
spreading aceoss the seuthiern sheare of & wide bay,
Ships sail 10 and from the city's watled harbar, thelr
caurses it by 3 pait of towering bescons.

©n the shore ahead, where the Vingaard River
mizets Kataman Bay, dazens of survivors from Vogler
have pulled their mismatched boats ashare and begun
making camp.

stors are ammong the Basr o areivie from

ied by Darredt High

and other allies, When they reach the survivors'
camp, they find villagers organizing 1o assess their
numbers, reunioe separated families, and build fires
W pregare meals,
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REFUGEES AT THE SHORE

As the survivors of Vogler pull their ships ashare,
the reality of their situation seis in, and minor tros-
bles hegin confounding the refugees. Roll on the
Surviver Camp Hardships table to determine what
challenges the survivors need help with, After vou've
run as many of these encounters as you like, pro-
ceed with the “Darrett’s Armor” section.

SurvIvoRr CAMP HARDSHIPS

dd  Situation

4 Yu_imgwrs strugple to land their beat, The boat is
20 feet fram the share and drifting away, A char-
acter whia swims 1o the boat can pilot itin by suc-
ceeding on 2 DC 14 Wisdom [Susvival) check.

@ Anolder refugee slipped in the shallow water and
sprsined an ankle A character can provide miief by
suceeeding on & DC 12 Wisdorm (Medicing) check,
expending one use of 3 healer's kit, o using any
ma_gic that restores hit points.

3 Acouple sits shivering hesida an unlie stack of fire-
woad, stanng off in the direction of Yogler. Light-
g the fire thrdugh any means calms the cauple

“and earns a wordless nad of thanks,

4 Twe rowdy youths take advantage of the chaos to
try to reb a disliked neighber. A character can stop
thém with o succedsfil ©C 12 Charisma [Intimida-
tion ar Persuasion) check.

DARRET'I‘ 5 J‘\EMOE

T the: characters collected the box Redslm Lith
harin asked them o fetch from Thornwall Keep in
chapter 3, they can present it to Darrete Highwater
after escaping Vogler

Iresdele the box is a suii of plate armor filigreed
with Sulamnic knotwork, perfectly sized for Dar-
Teit's use, There's no note or any other instructions
with the armor. If the characters explain Becklin
asked them to give it to him, Darrett’s ouched and
thanks the characters profusely,

From this point on, Darrett wears his Solamnic
armor often and does his best wo comport himself
as he believes Becklin would have. If a character is
affilisted with the Knights of Solamnia, he strives w
emulate their virtuous deeds and might even adopt
them a5 a mentor.

DELEGATION TO KALAMAN

Soan after artiving on shore, the character with the
Bighest passive Wistom (Perception) score realizes
two prominent villagers are missing: Lord Bakaris
and his 26n, Bakaris the Youngee. If the chatacters
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askaround, a villager who reached the shore be-
fore them mentions that Lord Bakarks and his son
headed - Kalaman hours ago, intent on addressing
the: gity's leaders, but no one's hesrd hack from
them since. [f the characters don't head to Kalaman
to investigate, Mayor Raven asks them and Darreit
b by 5, giving them suthority to make whatever
AFFANZEMENES are necessary to secure the safety of
Vogler's peaple.

ENTRANCE TO KALAMAN

The trek from the villagers Tanding spot to Kala-
man spans bwo miles, As the chiaracters and Dareet
approach the city, read the following:

Enmwhuuw: sai!\m limve Xahmn'smughqf wa“iv

The gate guards halt the characters and ask their
busimess, but admit them 1o the eity 25 long as the
characters aren't hostile, I a character wshs about
Lord Bakaris or a representative from the Vogler
refugees, the guards point the way toward Castle
Ralaman, The guards cecall their eaptain leading
o man matching Bakaris's desoription to the casthe
some time ago, Castle Kalaman is a towering stroc-
ture and easy o find withoot directions, and the
guards can also direct the characters toany site in
the “Kalaman Locations” section.

CASTLE KALAMAN
‘When the characters and Darreit arrive at Castle
Ralaman, read the following:

Even if the impesing Castle Kalaman didn't stand
__._.u,;.ml_egm._;m, [Ewanld 6l tawer ayer evary.

guards stand before an open gate.

The guards at Castle Kalaman ask the characters
lor state their business, IT the characters explain that
they're representatives of Vogler's people, a guard
leads them across a courtyard mward a council
chamber whers Lord Bakaris is speaking with the
ety council.




ENCOUNTER WITH BAKARIS

While the characters are making their way to the
council chamber, resid the Bllowing text:

Agyou crass Castle Kalaman's paved courtyard, 2
familiar figure mtercepts you with an arrogant smile—
Bakaris the Younger.

“My Tathar hins matters well imhand, We'll by sure
tcsend for you and the rest of the fish-folk ance we've

dntermined what's best for them "
' .

Bakaris the Younger halis the growp. He insists the
w5 shouldn't be allowed to digtorl his T
dicnce with Kalaman's leaders,

ish Bakaris the Younger not just as a bully,
bt 2z a threat o people in need. He-and his father
e pulting their own ambitions befere the needs

of the people of Vogler—a trend that continues for
ke rest of this adventure. A character can make
Bakaris the Younger step aside through roleplaying
o by succeeding on a DT 10 Charisma (Intimida-
ton) check, Alternatively, a char
guard = with
o BC 14 Charisma (Persuasion) check. After-
ward, Bakaris hurls weak insults and slinks off,

Estabi

foonol MG

When the group arrives at the couneil chamber, the
guard escorts the characters inside and explains
whin Uy are After this, read the following:

Eight serious-looking peaple sit sraund & broad tabie
In the middle of & spacicus hall. At the table's end, 5
wall mrean with plaited blond hairaod a velvet vest of
blue and gold stands te grest you.

“Welcarne, guests. I'm Covernor Cakof Miat. Your
[eader has briefed us.on the situation in Voglar, his
bald defense, and his eagerness 1o strike back agsinst
these invaders.® A biat says this, he nads toa man
et him—Lond Bakaris, who glares at your intrusion.

“Tell s, the governer continues, “are your paophe
still preparing for battle?!

Along with Lord Bakaris and Governor Miat, the
meeting includes guild leaders and Marshal Vendri
filetailed in the “Kalaman Gezeticer o)
Irs eliar from the governors wards and Lord Ba
karis's expression that Bakaris is trying 1o advance
his own agenda. Lord Bakaris told the council the
willagers are taking up arms 1o retake their hame.
The characters know this 1sn't the case, though,
Mavor Raven is focused on ensuring the villagers

Lo Baxanid Uri E¥ein

il support in the days to come;
e certain the refugees didn'

have: fand
Anid the ch:
appoint Lord Bakaris their leader,

Lorp Baxaris Url ESTIDE
Lord Bakaris Uil Estide (neurral evil, human nnb}cl
% an arrogant man with o lesser tile among the Sol
amnic nobility, In ages past, his Gily was known
for its wealth and gene
Knights of & iz, While Lord Bakaris retains
a conskderable ameunt of wealth, he
cntire lifie on stories of honor and gre
of which are his own. Now Lord Bakaris sees the
situation in Kalaman as his chance o win glory for
himself. At heart. he's comically cowarndiy, full of
bluster and inflated words, He has neither the sping
to stand up to opposition nor the experience o kead.
Personality Traft. *| was harn for greatness, and
Tl eakie what T deserve”
Fefeal. "My Lrilliance amd worthiness are ¢l
everyone intelligent enough te deserve o
Bond, “My deeds will be the grandess chapter in
the Earide family legend.”
Flaw, “My blocid makes me
ers can do it. how hard can it be?”

t deeds, pore

a leader. I common
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RETAKING VOGLER

Dhuring the conversation with Kalaman's leaders,
the characters might ask abour retaking Vogler,
Lort Bakaris is cager to do this, while Darrett pri-
oritizes ensuring the villagers' safety. For the time
being, the city council is more interested in gaining
information about the enemy than reoning headlong
into battle, If necessary, vse Darretl 46 temper char-
acters’ desire for immediate revenge,

CLARIFYTNG THE SITUATION
It's up to the charicters o correct Bakaris's mis-
information. Kalaman's council listens (o what the:
characters say, asking probing questions until the
lru[h of what happened in Vogler comes out. As the
speak, Lord Balouris licts them,

trying o bolster is own fictitious position as the vil-
lage leader wha s aveolades for bravely fac-
ing the Red Dragon Army. Through rofeplaying or
by suceeeding on'a DC 14 Charisma (Intimidation)
check, a character can silence Lord Bakaris.

After the characters explain the current situation
of those who escaped Vopgler, read the following:

Kalamas: She fods and begins, *| am Marshal Yendri,
il s 'm afraid

Kavaman's CoNcERng
Marshal Vendri goes on o explain that Vogler isn't
the only community in the region to face peril. She
shares the following details:

+ Small villages and farms to the south and cast of
Ealaman have been burned in recent weeks.

» Vogier is the largest community to be attacked
andd the only one with many survivors,

+ Experienced patrols of armored Kalaman sobdiers
hawve been found cut down, in some cases with
mysterions cliwlike gashes in their armar.

» Lord Bakaris and the characters have provided
the clearest information on the coeny that Kala-
man has received to date.

Marshal Vendri knows nothing of draconians, the
Bragon Gueen, or the Dragon Army. Her experi-
ence is considerable, but it invelves battling raiders
[rom Estwilde amd ogres feom the Taman Busuk,
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Ewesyine here has heard rumors of war in the east-
ern nation of Khur, but until now, they hadn't consid-
ered that far-off nation's struggles relevant,

Marshal Vendri is eager to hear anything the
characters know about the cnemy. She's cven more
impressed if the charactess have physical evidence
of draconians or Dragon Army seldiers.

Once the characters have heard the marshal's re-
port, the governor asks the characters and Darrett
1o step catside while the council discusses what
they've learned, Lord Bakarisisn't asked (o leave.

AwWAITING A DECISION

Darrett and the characters are ushered into the hall
ottside the council chamber. Use this opportunity
1o have Darrett reemphasize how important it is

for Vegler's people to have Kalaman's sapport amd
protection. A character who listens at the council
chamber door and succeeds on a DC 14 Wisdom
{Perception) check hears a frustrated Marshal Ven-
dri repeatedly interrupt Lord Bakaris.

KALAMAN'S DECISION

After half an hour, the council meeting adjourns.
Read the inllowing text:

The chimber's daars apen, and most of the council
miembers fle past you withaut & glance. Marshal Ven-
dn biechons ta you fram the door, whi dee.

riar Miat and _L'm_d Bikaris remiin md

When the characters reenter the council chamber,
the governor bids them sit. After they're settled,
read the following ext:

‘I a decisive tome, Gavemar Miat says, "The citizens’
of Kalaman ace prepired to nﬁmarpmph alulmr
Inﬂleulghhhlhuﬂ
e hin_bﬁm.f
food fram tables.” He

Eyeson you. “There is & condition, thaugh."

Governer Miat explains the fellowing poines:

= Kalaman's leaders are concerned about the threat
posed by the enemy that attacked Vogler,

« The city has woelully liftle information about this
foe, and the scouts sent o learn more have all
dizsappeared.

= The characters, bowever, both faced this foe and
saved an entire village from its attack.

« In return for Kalaman protecting the people of
Vogler, Kalaman's leaders want the characters
and Darcett o report fo Marshal Vendrt as special
operatives in the Kalaman military,




Let thie characters discuss this offer. Marshal Vendri
provides the foltowing clarifications &s needed:

« Only one of the characters needs 1o swear them-
self o serve Kalaman's military—though all are
wedcome—and only until the threat to the re-
gion is over.

+ Sworn charmacters will become esguires of Kala-
man and be paid 3 gp per week.

+ Sworn characters and their companions will re-
eeive frec lodging at Castle Kalaman.

+ Sworn characters will be given a palm-sized em-
blem with the blue-and-gold symbol of Kalaman
-etched into its face, This is a symbol of their spe-
chal rank, which s akin to a Beatenancy (higher
thin soldiers but lower thin commanders),

Ifthe characters refuse, Darrett asks to speak with
tiem for & moment, He plans 1o accept the gover-
nor's ferins and ince the

ta join him, He wants their aid not only to protect
his propke, but to.counter the terrifying threat of the
Dragon Army. If the characters still resist, Darrert
siggests the characters could work for him as aides
rather than working directly for the military—a pro-
posal Kalaman's leaders are willing to accept.

Ifthe characters and Darrent accept, Governor
Miat is pleasied and orders thar Vogler's peaple be
pouvided with food and supplies, Marshal Vendri
-dispatehes guards to help the refugees relocate to
Indgings outside the Trade Gate.

With that, the meeting with Kalaman's leaders
concludes, Marshal Vendri asks Darrett and the
characters fo come (o her office on the second floar
of Castle Kalaman when they're ready to learn more
abwart their position and their first dutles. Untl then,
they should ensure their people are safe and famil-
farize themselves with the city,

ReporTING Back

When the characters return o where Vogler's sue-
vivars are camped, Mayor Raven meets them. If the
charscters gained the city's support, she thanks
them profusely. If they didn't, she's eager to brain-
Slorm ways to do so.

After hearing that Dacrett—and likely some of
the ch —agreed toaid Kal ‘s military,
Haven says she and the survivors of Vogler's militia
inend o offer their assistance as well, She also
asks the characters o stop calling her mayor —so
long as Vogler is in Dragon Army hands, she's
just Raven,

Lord Bakaris and his son don't return to the camp,
instead paying for rooms at the Steady Beseon.

REINFORCEMENTS
A couple hours later, several wagans and a contin-
gent of sobdiers from Kalaman reach the survivors’
camp with food and supplies. They aid the people
mast in need first, eventually assisting everyone in
relocating fo an unoceupied group of simple wooden
buililings north of Kalaman's Trade Gate. The sur-
vivors find dry, safie housing nnd pitch in to make
everyone's lndgings more comfortable. They also
establish a eommunal cookhovse and infiemary.

Encourage the characters to use skills like Wis.
dom (Medicine) or any artisan’s tools they might
have to support Vogler's people and make their

dations more ing. If they wish, the

characters can also find bunks here for the evening,
but staying at Castle Kalaman would be more com-
fortable—and free up more space and resources for
the other evacuees. Once the characters see to the
safery of Vogler's survivors, they're free o explore
Kalaman as they please.

MESSAGE FOR A MAGE
[£a character has a seroll o deliver 1o Wyhan, the
Mage of High Somery (see the “Eye in the Sky"
section in chapter 23, they can find her at Wyhan's
v I o are i i il
ing the Mages of High ery, skip this section.
Thee characters can easily Aod Wyhan's Apathe-
cary. Fogay windows obscure a selection of charmns
and oecult trappings for sale. The shop is open anly
during the day, IT the characters enter during busi
ness hours, read the following description:

mage}, a black-robed Mage of High Sorcery. Al

though self-interested and disdainful of non-mages,

Wyhan is a dedicated member of her organization.
If a character intcrested in joi

High Sarcery introduces themself, Wyhan asks if
they have a seroll for ber. 17 the character delivers
the: seroll, Wyhan immediately opens it
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A TesT COMPLETED

Delivering the scroll to Wyhan is part of a test in
farming her whi ress of High
Sarcery might be a good fil for the character. After
receiving the sooo magically knows the
alignmnt of the ch  pasked with delive
t—and whether they apened the
Predictions tahle de
Wyhan predicts the defiverer will join
1ent and whesher they
delivering it.

Dion't share this with the character immediately
han's estimation comes up later in their conver-
sation with her,

h rohed order of th

ScroLL PREDICTIONS
Alignment  Openad Scroll
GCond Red robes
Neut Red robes

Didn't Open Scrodl
White robes

Red rabes
Euff Black rabies Red robes
WyHAN'S RECOMMENDATION
W \,|| i is skeptical of any character who expresses
jo.mm, he '\E'-nx 3 uf ngl Sorc

+ Wiy do vou think you're worthy of using me

« Do yout serve your magic, or does your magle
seTve you?
» How will you change the world with your magic?

= I you wers to lose your magic, what would you do?

Regardleas of the char:
s with pragmut

xr's answers, Wyhan re-
icism. Hlm her engage

in the organization.

She promises o contact the cha
hears hack from the Mages' leaders af the Tower
of High 5 Ty |||Wn)rr-|l|

yreth so they can undes
High Sarcery (detailed in the *Mages of High Sor-

cery” section of chapter 1,

n is willing 1o

s

A couple more questions

the Mages of High Sorcery, but after that, she

& characters buy something or get aus
tterested in joining thi Mages of
Wyhan regarding
st of High Sorcery at the beginning of the
hapter,

REPORTING FOR DUTY

Omee the ct s are ready (o begin work with

[Kalaman’s military; they can report to Castie Kala-

man., If they look for Darrent among the other Vogler
1o be found, as tie has al

Ih;,h Siecer hiars b
their

fros

characters arrive at Vendri's office, an aide
wait a few momenss, then escorts them inside. Read
this following di

seription:
Marshal Vendris office is spare. it holds little mare
than a desk heaped with docaments, sheloes filed

with rolled strolls, and a board an which is pinned a

map of the surraunding pravince of Mighthind, Vendri
stinds 45 you erter T hank pou foe coming, | want
mince wards: we're in the dark regarding the dangers |
fear are fast approaching o gates, and your role will
e to chunpe that. Sut first, you must have questions.

,__




Vendri patiently answers any questions about Kala-
man, the city’s military; and the characters’ duties.
Aloag with the details previously noted in the “Ka-
Eamain's Decision” section, Vendr shares the follow.
ng particolars:

= The characters are expected to serve as a special-

CasTLE LODGINGS

‘When the characters reach their lodgings. read the
following description:

This room was ance 2 small ballroarm, A row of pil-

izl squaiact dlecki 1 to meeting chalk ather
troeqs can't address.

+ Ench week's military salary is paid in advance.
Characters who agreed to join can pick up their
rmr pagment of 5 gp from Vendr's clerk today.

in need of equi can frecly take:
any mundane weapons, light armor, or mediim
armor they please from the armory en the castle’s
first floor.

= Several people from Vogler have offered to lend
Wendri their aid. Shie's currently determining how
hest to use these enthusiastic conscripts.

= Mendri is il working out the details of the char-
acters' first assignment. In the meantime, they
should familiarize themselves with the castle and
their ledgings on the fourth Roor.

=+ She doesn't being up Darrett or his role, If the
characters ask about im, she smiles and sigys
she'll let him tell them himself shortly (sec the
“Darrett's Orders” sectbon).

WiTHiN THE CASTLE

e the conversation with Marshal Vendri is
cmmplete, a goard guides the characters to the
fourth foor while sharing details about the castle.
Duilt centurics ago, the casthe was long used Ly the
Knights of Solamnia. Many of its large halls are
decoratesd with images of Solamnic knights and the
gods and animals they honored. The guard goes on
tndeserthe the castle’s layout as follows:

First Floor. The city council and governor meet
and hold events on the first floor, Various govern-
ment offices, & small libeary, and the armory are
also here,

Second Floor. Military command and officer lodg-
ings fill the second floor.

Third Floor, Castle guards lodge on the third Reor.
Most other soldiers reside elsewhere in the city ar
in the castle's ancillary structures.

Fourth Floor and Towers. Much of the castle is
vacant and in disrepair, including most of the
fourth floor and towers. The characters have been
nussigned odgings in an unused ballroom on the
fourth Hoor,

Basemeat. The basement is used for storage,

though it also helds long-sealed doors o the cas-

the's ruined dungeons,

pmll Mmliﬂnglh!mnrd‘dn:m the
south. ﬂﬂ! corner of the hall| hﬂlﬂsx collection af

Ia.rau w" p,hl%-

Each character has a cot and an empty chest as-
signed to them. Three small private rooms con-
nect to this hall, which the characters may use s

they please.

SOLAMNIC STATUARY

Thmuglluut Casﬂc Kalaman, including within the
and statues depiet

the warrior-god Km]olhh patton of the Salammic

Knights of the Sword, Cleries of Kiri-Jolith reeog:

nize these depictions, as do characters who suceced

on a DC 12 Intelligence {Religion) check.

aracters settle intocheir bodgings, Darrett

enters, After grecting them warmly, he shares the

following information:

= He spent much of the merning demonstrating his

training to Marshal Vendri and her commanders,

Vendri was pleased and ordered him foowork with

her o train a new unil of Kalaman soliiers.

= Vendri also assigned him o worl with the charac:
ters. He's not their commander, but he'll serve as
Vendri's envay, delivering her orders to the d
i needed. he can advocate for the characters with
Vendri and Kalaman's leaders,

= He was given ladgings on the third loor among
the castle’s guards

« He thanks the characters for all they've done for
hirm and Vogler. He hopes to continue to leam
fromm and suppost them,

Darreit answers any questions the characters have,
bt he doesn't know much ahout Kalaman er mis-
sions o come. He's earnest in his desire i heip
the characters and excited to be In a castle where
Knights of Selamnia once walked, He's eager to
learn from this experience and hopes it'll one day
help fim become 8 true Knight of Sclamnia,

Afiter this, the characters have the rest of the day
o ddo as they please. They'll receive their first mis-
sion in the morming,




.

THE FIRST MISSION
The: next morning, Diarrett mests the characters and
relays the following orders from Marshal Vendriz

+ Kalaman's leadership is disturbed o hear

about the dragon-like invention the Red Dragon
Army deployed in Vogler: They want 1o know
maore about it

Twelve miles scuth of Kalaman lives a gnome in-
ventor named Tatina Rookledust.

Vendri wanits the characters to go to Rookledust's
Tromie antd see i she knows any thing about this
device or similar ones.

Even if Rookledust knows nothing, Kalaman's
forces would like 1o meet with her in the city to
recruit her as an advisor.

= Drarrett won't be joining them on this sission,

Darrett doesn't know much more than this, but he
provides the characters with securate direstions fo
Rookledusi's home,

JourNEY nownN ESKER BROOK

The lands around Kalaman consist of open fields,
rolling hilks, and scattered woods. The map of the
Ralaman region in fix Ei this area,
To the sputh rise the Dargaard Mountains, con-
stantly cloaked in dark douds that often spread
their gloom ois the surrounding band. A charac-
ter who suceeeds on a DC 12 Intelligence (History)
check knows the Solamnic provinee of Nighthund,
which ercompasses beth the Dasgaard Mountains
and Kalaman, is widely said w be-a land of vternal
twilight where the sun never shines. In reality, the

arca is gloomy tnd sees frequent drizele, but hardly

sisffers from accursed darkness.

Truring the party's travels, rall on the Hinter-
fands Encounters table o see what sights they
COME ACroas,

HINTERLANDS ENCOUNTERS
d4  Encounter

1 Light rain falls for an hour, and distant hghtning &
wisible aver the Dirgaard Montains.

1 Aband aof 1d4 bandits heads northwest, paying the
chatacters no mind, The bandits have no iterest
in fighting, they're fillowing rumoss of well-paying.
Imigrcanary work.

3 Thosk 064 small, burned i A

charactor who investigotes nnd sieccoeds onoa DC
14 Wisdom {Survival] check finds no evidence of
wisitors, but the fre clearly started on the roof

4 A hender skirmisher [see appendix 8) named Trap
springer appreaches and asks if the chamctors.
have seen any dragons. He's hesrd rumars sbaut

dragons near Kalaman but hasn't seen any.
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ROOKLEDUST'S WORKSHOP E
As the characters come within sight of Rookledusts
home, read the following texi:

0 a hill stands an unusual stricture that resembles
both a cottage snd 3 retal forvess: The buliding bris-
tles with steaming pipes and whirring devices, and it
s currenily under siege,

Amid clanping metal contraptions, goblins try 1o
bresch the structute, impeded by gadgets that spin,
s, and thrash in the yard. Every few moments, o
grome appears from an open clockface above the
diar and hucks & new clockwerk catamily st theat-
tackers whife cachling and yelling insilts.

The home of the gnome Tatina Rookledust is under
attack by ten goblins and-—standing well back from
the chaos—their hobgablin leader, The golilinsids
wear dark armor with a spiral symbol—the same
colors and symbol of Takhisis commonly worn by
Red Dragon Army troops.

Charaeters who move a 1l Kes & golin e
themselves fo the out-of-control clockwork device
These devices are Small objects with AC 15, 8 hit
points, and Immunity fo poison amd psychic dam-
age. On initiative count 0, roll on the Clockwork
Chags table for each character adjacent to o goblin
o determine how the devices react to that character.

CLockwoRrk CHADS
d6  Device Effect
1=2. Mo devices threaten the charac

3 Acontraption that looks ike a big set of teeth tries
1o bite the characier [+3 to hit, 1d6 bludgesning
damage on a hit}

4 A bundleof thrashing cords whigs aroand the
character, whe must speceed on o DC 10 Dextarty,
saving thiow ar be restrained unti the end of the
character's nest wrm,

5 Adevice fires & dart filled with glowing green fluid
& the character (+4 o bit, 1 piercing damage on &
hit}. On a hit, the fluid is injected with an ominous

hiss—but it proves harmisss

& A mechanical chicken fires tin eggs at the chasac.
ter (+4 1o hit, 144 bludgeaning damage on a hit).
O a hit, the egg bursts in an obly mess, and the
character has disadvanibage on antack ralls until the
end of the character's nest turn

The goblins flee after half their numbser are de-
Feated, The hobgoblin tries to make the goblins hold
thesir ground but abso Jees il he finds himself out
numbered by the characters,

|




TAKEN ALIVE

If the characters capture and interrogate one of the
goblinoids, a character whe succeeds on a DC 14
Charisma (Intimidation or Persuasion) check learns
the following:

» The goblinoids are members of the Red
Dragon Army.
» Their commander sent them here to get 8 weapon,
= They don't Enow much about their leaders—only
that most are humans and they pay well. One s a
worman whose eve glows [ihe an ember.
+ The army is to the north, near s burned vils
lage. The goblins are suppased to take the

weapon there.

The village the goblinoids are referring to is Vogler,
but they don't know its name.

MEETING ROOKLEDUST

5 defear the goblinedds, the
gnome—Tatina Rookledust—appears through an
apertare ahove her workshop's door. She asks the
characters who they are. what they want, and i
they're with Dragon Army. Onee she's convineed
the chars s pose no threat, she comes outside
and speaks with them while she cleans up the de-
viees in her yard.

Dnce the charac

TATINA ROOKLEDUST
Tatina Rookledust (neatral good rock gnome) moved
o Nightlund decades ago from the distant gnomms
homeland of Mount Nevermind. She uses the ac-
olyte atat block, but the effects of her Spelicasting
manifest from various tools and finy devices she al.
wiys cirries with her, Rookledust talks rapidly and
is always formulating new ideas for her next overde-
signed contraption, Though many of her creations
are dangerous; she doean’t build themn with violence
25 partic

© ation and i th that
mechanize the work of farm animals,

Persanality Traft, “The faster [ talk, think. and
invent, the fester 1 can improve my designa”

Ideal. “Notonly can | make that, | can make
it better!™

Bond. “Through invention, we make 8 more inter:
esting world,”

Flaw, "I can make it for ya! Wha a

rly interested in devices for

o AgAIn?”

TALKING WITH ROOKLEDUST

Rockledust is eager o apeak with the characters
ONCE S they're not afiliated with the
Diragon Army, Use the lollowing topics to gulde the
conversation with Rookledust:
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+ Rookledust is an inventor. She lives in seclu-
ston so as not e distorh her neighbors with her
EXPEFITENS.

+ Several weeks ago, o stranger in red-and-black ar-
mor asked to purchase her weed-clearing device,
but with some ifications to make it

CLARIFYING THE THREAT

As the characters complete these assignments, it be-
comes clear the Dragon Army is more than a group
of raiders. Gradually reinforce the following facts:

D Recruits. Bandits and

a mythical dragorn. She agreed. (Unbeknownst o
her, the stranger was a Dragon Army ageni and
the device was the boilerdrak used in Vogher)

= The stranger also hired her to design another
device, which he was supposn:d 1o plck up today.
Tresteand, thwe b d g s ol ded
she turn over “the weapons,”

« Realizing the stranger was using her devices for
malign reasons, she refused 1o hand over her in-
ventions. The goblinoids then sttacked.

» She's happy to come with the characters to Kala
man and insists on giving them her newest inven-
tion (see “The Fargab™),

Rookledus: regrets her weed-clearing device was

misused, but she doesn’t dwell on the past. Shes

ready to beave with the charmeters whenever they
want to go: she just needs to grab her invention,

THE FARGAR
Rookledust calls her newest inveation the “fargah”
(see appendiz A). She was i to design a new

weapon for the Red Trragon Army, bul she got dis-
tracted and instead created this leng-distance com-
munication device. She currently has one pa:rcd st

haw_ been coming o the region to join the Dragon
Army s sabd the Dragon Army pays well.

Draconians. Dragon Army forees include bipedal
creatures with dragon-like features. Dragon Army
soldiers refer to these creatures as draconians.

Enemy Armor. Dragon Aroy troops wear black
armor with red Aourishes and the symbal of Takh-
isis the Dragon Queen.

The Highmaster. The Red Dragon Army leader is
Dragon Highmaster Kansaldi Fire-Eyes. Her sol-
diers fear her and claim she can see through les,

Additionally, if the characters capiure a prisoner

and suceeed on a DC 14 Charisma (Intimidation or

Persuasion) check, they learn one of the following

pieces of informarion:

Diread Servants, [raconians serve the Dragon
Queen fanatically and fearlessly.

Flying Steeds, The Dragon Army uses wyverns and
dragankin called dragonnels as Aying steeds.

Magical Threats, Some draconians can cast spells,
control the minds of others, steal the form of focs
they've killed. or even explode when they die.

MissioNs

of fargabs, which she gives to the cf e
by extension, Kalaman's defenders.

Back To KaLaman

After giving the ck the fargabs. Rookled
accompanies them to Kalaman, The journey back to
the city is uneventiul.

The city leaders welcome Rooldedust as their
guest and give her comfortable lodgings. In the
coming days, she advises them on what lintle she
knows about the Dragon Army and spoars ideas for
inventions o aid Kalaman.

Mi1sSIONS FOR KALAMAN

In the days following the characters’ arrival in Ka-
lauman, war fooms ever closer. The missions in this
section represent the growing threat to the region,
Use some or all of these missions in any order you
please, with as muoch time befween missions as
voin wish. After you've established (he Red Dragon
Army's threat, continue with the “Wheelwatch Out-
post” section,
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Through Ddrm{t, the leaders of Ka]amuu might
send the char; on the: Use
the random encounter table in sp‘pcnd]x B if you'd
tike: to add more encounters with the Dragon Army,

AMBUSHING THE ENEMY
The characters are tasked with investigating a farm-
stead eighteen miles east of the city, after fleeing
residents report the Birm was overrun by soldiers,
When the characters arrive, they find the frem ran-
sacked anid a Dragon Army soldier (see appendix
) training six hobgoblin mercenaries, The Dragon
Army aoldier orders the hobgoblins to-attack, telling
them, “Here's vour final test. Dispatch these fools
ani £arn your place i the Dragon Army!” The hob-
goblins fight until their commanding Dragon Army
sobdier is killed or half their number are wiped out,
Treasare. The soldiers’ gear includes 200 gp and
five suits of hinck chain mail emblazoned with the
symbal of Takhisis. The Dragon Army soldier also
carries the following message:

The Highinaster sequies sokdiers, not thugs. Flgure
which you have, then dispatch the anes nat suited
to the task. This is the Dragon Queen's will.




DracoNiaN BLOCKADE

Word reaches Kalaman of soldiers anacking trav-

thers on the roads leading toward farmlands near

the Estwilde border. The characters are ordered o

follow the romd cast and sec what they find,
Twenty miles east of Kalaman, where the road

ceoases the Raiding Rill, the characters find two

WaRRIORS OF KRYNN INTERLUDES |
Myou are using the Draponfance. Wanriors of Krpon

bord game alongside this adventure, eonsider run-

ning semnarios Tand 3 daring the “Wissions™ section

of the adventure. These scenarios #ne optignal, bue

they pravide further insight into what Kalaman's trocps
ane doing bo combat the Dragon Ay thiesl,

empty, wppled wagons. Acharscier who if
on & DC 12 Wisdom (Survival) finds clawed foot-
prints leading to woods to the south, If the charac-
terd follow the path. they come on a eamp of five
baaz d ians led by a bozak di an [see ap-
pendix B for both stat blocks). The draconians fight
to the death:

Treasure. The draconians have stolen 1200
£p. food equivalent to 60 days of mtions, and a
driftglobe.

MissinG ScouTs

The characters are sent to track down & patr of
seouts keeping tabs oo Dragon Army mevements
worth of the Vingaard River, twenty miles norihwest
of Kalaman and six miles east of Vogler, The char-
acters are told to find the scouts’ lookout post in @
stand of gray birch, trees uncommon in the ared.

Onee the characters arrive in the area, they find
the Inokout past in fifteen minutes if a character
stcceeds on a DC 15 Wisdom (Survival) check;
ptherwise, finding the post takes three hours. Re-
gardless of when the characters arrive, they find one
seout tied toa tree in the center of the camp, being
‘harassed by two baaz draconians (sce appendiz By
the other scout lies dead nearby. A kapak draco-
ninn (see appendix B} hides in the trees ahove the
camp and tries to ambush the characters after com-
hat begins,

Devefopment. If the scounl is freed, they repart
that the Dragon Army has split its forces 1o attack.
communities across Hinterdund and Nightlaod. The
army seems intent on isalating Kalaman from the

ic cities of A and P in the
west, The scout asks the party to help them return

|7 —_— =
Reuniting with Cadgel. Cudgel is delighted o see
thech survived the ion of Vogler.

She explaing she and the troops here ave all that re-
mains of her mercenary company, the lronclad Reg-
iment, after they engaged the Dragon Army ousside
Vogler. Sinee their defest; theyve taken a winding
route o avoid the enemy as they make thedr wiw 1o
Kalaman, Cudpel secks to rest and find work in the
city. If it comes up that the characters are working
for Kalaman's military, she asks the characters to
introduce her 1o Marshal Vendri, Even iTthe char-
acters don’t make this introduction, in the coming
days, Codgel allics herself and her remaining troops
with Kalaman's military,

O¢her Survivers, Al vour discretion, other folk
from Vogler who were lost during the Dragon Ar-
my's attack, like Becklin (see the “Lost in Battle"
section in chapter 3), could also return with Cuod-
gel's group.

CHARACTRE ABVANUERENT
After completing this section—and before proceed

ing with the *W Chutpost” secti th
characters advance fo Sth level,

WHEELWATCH OUTPOST
Wheelwatch, Kalaman's southernmost outpost, hes
been taken by Red Dragon Army forees. Darrett re-
quests the characters participate in retaking it Start
this section only after you've run any desired evenis
in the “Missions for Kalaman® scction,

PREPARING FOR THE MISSION

safely 1o Kalaman with this repert, I the ct
o 50, Kalaman's leaders are pleased and reward
them with a honws of 100 gp each.

Troors RETURK

While the charaeters are completing anather mis-
sion, they cateh sight of a small group of srmed
soldiers marching toward Kalaman, These soldiers
are at bewst a mile away and don't bear the colors of
either Kalaman or the Dragon Army. ITthe chasac-
ters draw closer, it's clear the soldiers are exhausted
and have recently seen bartle. If the soldiers spot the
characters, their leader calls a halt and approaches
e characters. Characters quickly recognize Codgel
Iremsmile {introduced in chapter 3).

Darrett brings the charscters word that the Dragon
Army has taken one of Kalaman's border forts. He
has the following information:

+ Wheelwatch Outpost stands near the border with
the land of Estwilde, The fort supplies Kalaman's
forces that patrol the border.

= The fort, which lhes twenty-four mikes southeast of

the iy, has been taken by the Dragon Ary,

Raven has been aiding Kalaman's military. She

was given command of & foree to retake the out-

past, but that farce is small and inexpericneed.

= Darrest asks the characters o join Raven and sup.
port her in retaking the fort.
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Dareett arranges a meeting between the characters
and Raven later that day. During the meeting, Raven
provides a sketch of Wheelwatch Outpost featuring
the information on map 4.2, Raven alsa informs the
characters of the following:

« The fort's tall northwest tower is a watchtower
with a ding view of the ding land.

= AllTour corner fortifications are equipped with
horns that sentries use (o raise an alarm,

« Raven docsn’t know how many Dragon Army sol.
diers oooupy the fort,

» After Raven and her troops leave Kalaman, it will
take them eight hours to getin position in a se-
cluded grove a mile from the fore

Raven sugpests the characters slip inta the fort and
open a gate without raising the alarm. However,
shi's amenable o any plan that doesn’t risk the Hves
of her troogs o destroy the fort,

RECONNAISSANCE

Wheelwatch Outpost lies south of where the
streams known as the Gravel Run and the Raiding
Rill meet, Read the following description when the
characters come within sight of the fort:

In the distance, 3 iquat stonn fartrss rises from one

of the last patches of green before the rocky scrubland .
of Estunlde. s Iali msﬂesm‘ﬁanﬁeﬂ by cren-

elated battl 5. Torchiight-

shines through the fort’s windaus, aad ayery 50 often,
armared figures make their way along the walls.

If & character spends cight hours ohserving the fort,
they determine that patrols in the corner towers
switch watch duty every six hours, and they can
make a DC 14 Intelligence (Investigation) eheck o
estimate how many Dragon Army soldiers are in the
fort, On a successiul check, the character accurately
estimates aboul twenty Dragon Army soldiers are in
the: fort. On a failed check, they estimate doubbe this
number, If the check fils by 10 or more. the charac-
ter is apotted, and after M) minutes, o squad of sis
Dragon Army soldiers (sce appendix B) leaves the
Tt to investigate the character’s position. If the sol-
diers find the character or don't return, the fort goes
an alert (see the “Wheelwatch Alert™ section)

WHEELWATCH ALERT

The Dragon Army troops occupying thclwamd\
Chutpost arc on the lockout for danger. Use the fol-
towing detalls 1o guide when the Dragon Army sol-
diers go on atert and how that affects their behavior,
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ALARM HoRNS

Each of the oulpost's corner guard pests (areas W2,
W3, and W4 is equipped with an alarm horn, [fa
seniry in one of these areas notices cnemics or un-
usual activity, they attempt to sound an alarm horn
1 round later on their turn. Onee an alarm horn is
sonneded, the fort goes on alert,

ALERT

1f a threat is detected, the cight Dragon Army sol-
diers {see appendix Bl n area WS rush to meet it for
gather in area W1 if the source is unclear), While on
alert, Dragon Army troops have advantage on Wis-
dom {Perception) checks. Troops remain on alert
For twelve hours after spotting an snemy of finding
other clear signs of enemy activity. In the case of
other threats, troops remain onalert until the dan-
ger passes or is identified 45 a false aflarm.

ImposTORS

Characters who wear Dragan Army armor have
ardvantage on Charisma (Deception) checks made 1o
pass as Dragon Army soldiers.

DracoNNEL RIDER

The Dragon Army has 4 secret weapon in arca WS
a Dragon Army dragonnel and its Dragon Army
officer rider (sec appendix B for both stat blocks).

If the charactérs don't discover the pair first, the

th gonm-] aned it rider take o the air and attack o
a t—likely after the cf have
overcome most of the fort's forces or as they work o
open the gates in ares W1

WHEELWATGH FEATURES

Wheelwatch Dhurpost has the following features:

Ceilings. The ceilings in the antpast’s interior
chambers are 1 feed high,

Gates. The outpost's 15-food-tall. reinforced wonden
gares can be opened or closed only by the gare
controbs nearest ther (see area W1 for o descrip-
tion of these controls). Each gate door i a Huge
object with AC 17, 80 hit points, and immunity to
poison and paychic damage.

Light. Torches provide beight light througheur the
fart, excep for ares W5, which is dimly lit,

Walls, The walls of Wheelwatch are 20 feet high,
with towers and fortifications adding an sdditional
10 feet for each floor. A character can climb the
waills by succeeding on a DC 14 Strength (Athles-
ies) eheck. The windows in these walls are 6-inch-
wide arrow slits.
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WHEELWATCH LOCATIONS
The following locations are keyed to map 4.2,

Wl CouRTYARD

The fort's courtyard hodds several small structures.
with wooden rocfs Stairs climb from the dirt yard

o the fart's west and cast battlements To the north

and south stand solid wooden gates reinforced with
ands, Along the wall ae to nach gate is a metal
mechanisay with 3 praminent winch,

At any given time, three Dragon Army soldiers {see
appendix B) in the courtyard patrolling, train-
ing, or runmning errands,

{rate Controls. The north and sooth gates each
have a mechanism o open and close that gate. Un-
kcking a gate mechanism requires using one of the
otpest'’s three gate keys or succeeding onoa DE 14
Dexterity check using thieves tools, Ones unlocked,
the winch on the eontrols moves freely. It takes 1
minute to fully open or close the gates using the
warrals. Opening a gate attracts the attention of all
creatures in arcas W1, W2, W3, and W4,

W2: SouTH Guarn TOWERS

T soldines stand st this stoni roem's narow win-
doves. A horn hangs on the wll between the doors.

The soasth guard towers are identical. In each, two
Dragon Army soldiers (see appendix B) watch the
surronnding land,

W3: NorTHWEST Guarn TowER

Marrow windows fine the walls of this bare stane
ram, [ the southeast corner, & ladder climbs to the
floar above. O the wall next to it kangs & metal hom.

The northwest tower is the largest of Wheelwatch's
guard towers, Tts second fuor is identical to the fArst,
accessed by the ledder here.

(in the first floor, a sivak draconian (see appendix
B stands guard in hueman guise, [t using its Shape
Thedt reaction to take the form of a Kalaman soldier
it killed. If slain, it shifts back to its troe form.

Two Dragon Army soldiers (see appendix B)
guard the second floor, Their alarm horn hangs on
thee south wall by the ladder,

CHAPTER 4 | SHADOW OF WAR




2
! 5

foe:

doars bead ks an interior raom.

Two baaz draconians (sce appendix B) keap watch
in the hall here, Their alarm horn hangs from the
north weapon rack, If battle breaks out here, the
Divagem Army soliliers in area W5 come o investi-
gate after 2 rounds,

Treasure. The wespon racks hold dozens of wesp-
ons that belonged 1o Kalaman's forces before the
fort was taken. One rack also has a boopak staff (see
appendix A) taken from Elgo fwho's imprisoned in
area W) Mounted over the south rack is a shiny
tance etched with images of dragons: made of tin.
this decoration is usebess in combat,

W5: BARRACKS

s!pbmathmh_ut ufhmlua

At any given time, sight Dragon Army soldiers (see
appendix B) cest here. They swap places with on-
thuty guards throughout the day, If they hear battle
in area WA oramalarm horn sounds, they rash o
support their allies after 2 rounds,

Treasure. Under each of the sets of hunks is a
simple wooden footlocker. Each holds two sets of
commaon clothes and 10 gp. One footlocker also con-
tains a silvered longsword, while another contains
i holy symbal of Takhisis and & key for the gate con-
trols inarea W1

W6: Prison

If the alarm hasn't been raised, a Dragon Army of-
ficer (sec appendix B) named Ardlic Vanse is scated
ata desk, writing? a report, He commamds the forces
heree. He s terrified of his commander, Kansaldi
Fire-Eyes. and will sacrifice his life and the lives of
his troops te keep control of the fort,

North Cell. This locked cell holds a nevtral hu
wman Kalaman soldier (see appenix ) named
Lanal Brint. He was sleeping off a night of drink in
this ccll when the cutpost was taken. He tells the
characters anything they want o Know abour the
Fortress—such as how the gate mechanisms work-
but anly after Be's separated from Elgo (see below),

South Cell. This locked ctll holds Elgo Duck-
ditcher, a chaoric good kender skirmisher (sec ap-
pendix B) who considers hersell a famous explorer
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and avoider of fowl, The Red Dragon Army impris-
oned her here after she insisted she be allowed
toexplore the fart In the days since, she has told
Lanal every stoey she knows twice and his deciared
him her adopted cousin. She's convinced his name
is Flanned, though, and she won't hear otherwise—
ahe knows her own cousin's name. 1P freed, Elgo
won't leave until she recovers her hoopak (found

in ares W4),

Treasure, The papers on the desk include Com-
mander Vanses daily reports, along with orders to
hold Wheslwsitch an all costs, signed “Diragon High-
master Kansaldi Fire-Eves.” A desk drawer holds
thieves waols confiscated from Elgo and 200 gp.

Commander Vanse carrles an lron ring with keys
to the eells in this area amd w the gates in area W1,

WT: STORAGE

The storage room's barrels contain enough food,

water, and other supplies @ sustain the outpost

fora month, A character who spends 5 minules

searching the supplies and succeeds ona DC 16

Intelligence (Investigation) check finds a dusty case
ining six Aasks of 's fire,

W8: StasLE

A character who listens at the door to the stable and
succeeds on a DC 14 Wisdom { Perception) cheek
hears something large moving inside

ma with the scattered awm oﬂwm
red, and reptil-

A Dragon Army dragonnel and its rider, 2 Dragon
Army officer, are in this stable (see appendiz B for
hoth stat blocks) If the characters enter, the drag-
onnel recognizes them as inruders and artacks.
This is Hkely the first time the characters have seen
a creature this similar o a dragon. A character
who succeeds on a DC 14 Intelligence {(Arcana or
Nature) chiack knows the creamre is a-dragonnel, 8
wild lesser cousin of the storied dragons that disap-
peared fram Krynn,

If the: dragonnel and its rider already ok flight
(=er "Wheehwatch Abert™), this area is empty.

W3: KitoHeN




A Dragon Army soldier (see appendiz B) prepar
wmeal here: a watery soup. heavy on pepper.
Treasare, The cook's prized posscssion is a pair
of salt and pepper shakers worth 20 gp. They're low
Ingly carved 1o resemble black ﬁraﬂ white dragons.

COMPLETING THE M1ssion

Omee the characters open Wheelwatch's gates,
Baven sends in her troops 1o clear out any remaln-
Ing Dragon Army resistance. She suggesss the char-
acters rest and recuperate, then return to Kalaman
with i letter from Raven informing Marshal Vendri
of their victory.

Any Dragon Army aoldier taken captive during the
misslon makes one of the following claims:

Futile Victory. The Dragon Army is certain oce-
take Wheehwarch at any time, Kalaman's defend
ers should surrender now,

Gathering Threat. The Hed Dragon Army’s leader,
Dragon Highmaster Kansaldi Fire-Eyes, is still
preparing her forces. Her troops will subdue the
region before turning to greater conguests,

Messenger. The dragonnel stationed here was &
miere messenger. When war truly comes (o the re
gion, red wings will darken the skies.

BATTLE AT STEEL SPRINGS
The trip from Wheelwatch back to Kalaman is un-
eventful, On their return to Castle Kalaman, the
character with the highest passive Wisdom (Per-
ception) score notices the castle is unusually quiet.
When the characters report o Marshal Vendri's of-
Fice, an aide informs them the marshal is away from
Kalaman and shares the following facts:

« After the characters left Kalaman, the city council
get word that a contingent of Deagon Army troops
had broken away from the larger foree,

= Tired of il steps, b i Fal.
leadership—spurred by LuN‘] Bakaris—demaniled
Kalaman's military ride out to seize 5 victory,

+ With Marshal Vendri away leading troops further
west, Governor Miat approved the strike.

+ Lord Bakaris and his son are leading the attack,
Diarrett is serving under them.

+ They plan to ambush the Fed Dragon Army near
a crossing of the Inkwater called Steel Springs,
thirty miles west of Kalaman,

The: aide knows noching more, but before the char-
acters leave, the aide disereetly shps them asealed
mate signed by Darrett that reads as follows:

Come at ence. Bakaris 13 leading us to. i at Steel
Spﬁng; He's the commandar ﬁ}'dm- missins ..Ind ¥
can't d[sebe_n\ 10l do what | can, but § need your heip.

If the ct seek out Governor Miat, he's busy
conducting ather business with the city's guild
Ieaders and won't e available for hours. Even if

the characters find him, he isn't a military beader,
duesn’t understand the characters” concern, and can
da little now the troops have been sent.

FLIGHT TO STEEL SPRINGS

Assuming the charaeters head 1o Steel Springs,
they arrive as Kalaman's forces enyrage the Dragon
Army. However, Kalaman received faulty inted-
ligence, and its troops are badly outnumbered.
Rather than joining the Kalaman Fnroﬂ |n thPEl
advance, the ch finck 1k
o retreat

The adventure unfolds in one of two ways:

With Mass Combat. 1f you're using the Dradenlance:
Warriors of Krynn game with this adventure, con-
sult the “Warriors of Krynn: Scenario 47 sidehar

‘Without Mass Combat. 11 you aren’t using the Drag
arnlanee: Warriors of Krynn game, continue with
the following scction.

RETREAT FROM STEEL SPRINGS

When the characters complete the thirtv-mibe trip w
Steel Springs, read the following text:

s the bcok called the Inkwater cames inta view,
srmake sise ouer the tree fine beyond it Wounsed Ka-
larmian suld;!rs-ﬂamrﬁm lbo trees, heaging toward

Army ssidiers give chise on harseback,

This battleficld is represented on map 4.3, As the
characters arrive, iy Kalaman soldiers (see appen-
dix B), each with 8 hit points, fee south from the
battle ocenrring up the road, They've reached the
islet af the center of the magp. Four Dragon Army
soldiers (see appendix B) on warhorses gallop in
pursuit along the road at the north of the map.

WARRIORS OF KRYNN: SCENARIO 4

The characters reach the battlefield as the corflict
turns against Kalaman's forces. Read the intraduction
to seenarse 4 in Dragonlonee: Warrrs of Krpan, then
wlay that scenarie, This scanirie detalls the characters’
attempt to organize a retreat from this losing battle,

If the characters attain a win ar hald disring this see-
nario, Kalaman's solders hanceforth knew them as the
Saviors of Steel Springs, and each character has advan-
tage on their next Charisma (Deception or Fersuason)
check made to influsnce 3 meémber of Kalarman's mili-
Rary. Characters gain no benefil for & loss.

When this scenatio concludes, praceed with ' The
Lord's Arrival "

"
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The Dragon Army soldiers ride o the edge of the
northern stream, throwing javelins at the retreating
Kalaman seldiers, The Dragon Army soldiers shilt
their attention o the charscters if attacked.

The Kalaman soldiers conginue their retreat south
instead of engaging, They move only 15 feet per
round (see “Steel Springs Battefield Events™), stay-
ing-in a group and aiding the wounded among them.

After all enemy forces are defeated, proceed with
the *Commanders’ Retreat” section.

STEEL SPRINGS BATTLEFIELD FEATURES
The battlefield includes the following features;

Rocks and Scrub. Rocks and vegetation on the map
are difficult terrain.

Stream. The chilly stream is 4 feet deep and s difi-
eult terrain. The crossings aren’t difficult tecrain,

Fray. The 15-foot-wide ares marked by the design
at the edge of the map represents directions from
which creatures from the nearby battle mightar-
rive, as detalled in the following section.

STEEL SPRINGS BATTLEFIELD EVENTS
Dhuring this encounter, as long as there are still
Drragon Army soldiers on the bartleficld, roll on the
Steel Springs Battlefield Evenis tabie sach round on
imitintive count 0, Also consider rolling on the able
if a character enfers the Fray or a Kalaman saldier
is killed. After you roll on this table, the wounded
Kalaman soldiers maove 15 feet aouth along the road
unless an event says atherwise,

STEEL SPRINGS BATTLEFIELD EVENTS

48 Event

1-3  Oneof the wounded Kalaman soldiers collapses.
The soidier and other Kalaman soldiers within 10
Feet of that soldier don't move this round.

A=5  Arows arc over the trees to the north. A random
player character and each creature within 10 feet of
that character must succeed on 3 DC 14 Dexterity
saving theaw o take 10 [3d6) plarcing damage.

& Another wounded Kalaman soldier (see appendis 8]

© with & hit points appears adjucent to the Fray near-
412 random Dragon Army saldier This wounded
“soldiér mioves anfy 15 feet per tound and tries to
retraat stuth like the sther Kzlaman soldjers.

7 Adragonne| flies averhead dropping a sereaming
Katarman saldier next toa random player character
as it does, The soldier dies on impact. This avent
s unsettling but has no other effect.

8 Ahostile Dragon Army soldier (see append's B)
mounted on a warhorse appears in a space adja:
cent 1o the Fray nearest 3 random player character,
This event accurs anly ance duriig thie battle; re-
il on this table it is rolled apain.

Mar i 3 ReTeent sRom Srant Srumss

COMMANDERS' RETREAT

After the Dragon Army seldiers are dealt with, read
or paraphrase the following text:

Aduzu ounied soldwers gallop from the tree lne,
rushing south toward. wm.@ Haluman's col:

ars arevisivle on these soldiers’ armar, despits the
“dents and stans of battle, Vs sasy to pick aut Darsets
among these riders in his distinctive Solamnic armar,
Mﬁrﬁgum"' behind Darrett, shating his steed,

This group of twelve mounted Kalaman soldiers
includes several commanders who drew off the
Diragon Army forces so their allies could retreat
farther to the east, Darrett rides with Lord Bakaris
behind him, sharing his mount.

Diarrett apots the charactera and ells them the
Diragon Army's forees overwhelmed Kalaman's
troops and are in pursain. He orges the characters
o Follow bim to a fallback point to the east. 17 the
characters seek o fight the Dragon Army, Darrett
reinforces that hundreds of enemy seldiers are in:
bound and the wounded Kalaman troops need the
characters’ help. Lord Bakaris is clearly in a state of
showk and doesn't speak during the conversation.

:
3
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SAFE FoR Now

Dargedt leads the characters six miles east of

Steel Springs, where Kalaman's soldiers have pe
treated to, Once there, Darrett explains the follos
ing details:

+ Liord Bakaris ordered an assault on the Dragon
Army forces, unaware of Dragon Army reinforce-
ments nearby, The battle swiltly swung against
Kal s forees.

« Darrett and other commaiders ordered 5 swifl
withdrawal, saving many lives.

+ In the retreat, forces commanded by Bakaris the
Younger were overwhelmed. Bakaris the Younger
is unaceounted for and betieved dead,

+ Lord Bakaris is in a state of shock,

+ I'he Dragon Army docsn't seem to be pursuing the
retreating troops.

» Darrett has word that Marshal Vendri's forces are
traveding from the west to protect the city,

Darrett, the de facto leader ofthe retreating forces.
lets the troops rest overnight, He suggests the char-
‘acters rest along with them. The next morning. he
encourages the characters toride ahead to Kalaman
10 inform Governor Miat of what happened while
e surviving roops rendesvons with Marshal Ven
o on the way to Kalaman.

THE LORD'S ARRIVAL

This section presents & surprise attack on Kaka-
man's leadership and reveals o new threst hidden
within the Dragon Army. Before the charaorers be-
gin this seetion, make sure they're 1. There s
no Hmeling for how the followdng events unfold, but
encourage a sense of urgency; the characters are all
that stand between Kalaman and tragedy.

RETURNING TO KALAMAN

As the chiracters near the gates of Kalaman, read
the follawing text:

A crowd mills at the gate dhead, dezens of commen-
ers rmurmuring and excltedly looking past the clased
pacteulliz: “There's nothing to seel” shaus o guard,
“Plegse moye alang.”

The characters learn the following from a gate
guard or anyone in the crowd:

« An hour ages, a retinue of Knights of Solamnia en-
tered the city and headed 1o Castle Kalaman,

+ The knightsaren't well-liked in Kalaman, but at
this peint, any allies are welcome.

+ Thie lead knight™s name was Knight Carador.
He was a charming man with 3 message fiir
the: governor.

« Knight Caradoc entered with at least a dozen
heavily armored knights, like something out
of a story.

While learning about the knights® arrival, a char
N plr%& a Ineal for more details by making
i [Persuasion) chieck. On & sue
cessful check, the lacal says they were surprised
by some of the knights’ armor; it was tarnished in a
way the Kaights of Solamnia from old stories would
surely have avoided,

When the charaeters idenify themselves, the
guards raise the gate’s portcullis and admit them
it the eity.

SOLAMKIE HeIAuTS

o4 K aany




CASTLE KALAMAN'S VISITORS
The gates of Castle Kalaman are closed when the
characters arrive, bat the guarnds recognize the
characters and admit them. The guards confirm a
econtingent of Enights is meeting with the governor
and the city councilors in the main council chamber,
bt a couple of the knights remained in the casthe's
eourtyard if the characiers wish to meet them.

Once the ch enter Castle Kal: & court-
yard, read the following:

Castle Kalaman's courtyard Is| leydﬂemd s

i to thie elty eeuntil’s conference raams are e
heavily armored Knights of Solamna en horseback.
qne-oﬂham halds 2. banner bearing 3 praminent
st ermblem.

The twi knights here are Undead soldiers. They use
the wight stat block with the following changes:

= They wear plate armaor and have AC 18,
+ They don't have the Sunlight Sensitivity trait.

The wights refuse to speak. and their armor and
ather clothing disguise their nature. Any character
with a passive Wisdom (Perception) seore of 16 or
higher notices the knights' armor is covered in spots
of ash and rust, as if exceptionally ofd

These Undrad knights black the entrance o the
casthe. They attack anyone who tries to slip past or
o remaove part of a wight's disguise, After a wight
takes 10 points of damage, its disguise is under-
mined, revealing the skeletal form below,

COUNCIL MASSACRE

When the ch P
read the following :ﬂel

h the counedl o

r thhe chiarmber wsgﬁgum and ¢ty
eaminel are meeting wit me«mrwmhma the

i b Al
apar, and it eumhmhem. Though the room usualty
.bu:mmdsmmsaaﬂnmeuupw' i silent,

Inthe il ok the ck find the fol-

lowing scene:
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A scene of slatghter spills across the couneil chanmber.
-swal gummmgmawlms of | Kaluman soldiers:

o Tocks back in & chair H mpsh&knmﬁﬁntm.
the Isble as e balunces = scroll an ane finger

The governor. all of Kalaman's council members,
and six vastle guards lie dead here, They are beyomd
the aid of a revivify spell.

The man here is Caradoe (see appendix B, an
Undead spirit who has been possessing o Knight
of Solamnia {use the knight siat block) for over a
week. Charming but utterly amoral, Caradoc is Lond
Loren Sotlv's seneschal, He served as the month-
piece of Lord Soth and his Undead troops, gaining
them aceess 1o Kalaman's rulers under the guise
of being helpful Knights of Solamnia; During their
audience with the eity’s rulers, Lord Smh, Cara-
doe, and their Undead knights murdered the city's
leaders, Sath then went on to his actual objective
in the catacombs beneath the castle, while Caradoc
remained behind to prevent any interference.

Caranos

Caradoc (see appendix B) died during the Cata-
elyam alongside Lord Sath over theee hundred
years agn. In lite, Caradoc gained his station among
the: Knights of Solamnia due 1o his noble pedigree
aned his Bmily’s money. Cowardly but charming,
Caradoc befriended and came to scrve his fellow
knight, Lord Sath, often advising the hold knight
about the subtleties of courtly intrigues. Soth made
Carador his seneschal, and the knight serves

i still.

When Soth rose as an Undead, Caradoc was
simmilarly cursed, returning to life as an incarporeal
spirit. Caradoe can't keave the grounds of Dargaard
Keep except within a body he has possessed. Now,
he delights in jumping from body to body, using and
disposing of the living as he pleases.

Persomality Trait. "1 might be dead, but there's no
reason | can't live it up a little”

Tdeal, “The safiest place to be is behind the iough-
est warrior in the room.”

Band. I fife and in death, I'm the anly one
who matters.”

Flaw. “Who can resist a litle drama?"




CAUGHT IN THE ACT
When Caradoc sces the characters, read the fol-
lowing text:

] Notiging you, the knight stands, clears his throat, and

| bombastizally deckares, “Hail, friends, and fear not—
yourheroes have arrived!

"I, Knight Caradoc, bring word that the Knights of

" Snlamnia are, at this very moment, en reure with all
manner of pamp and mustache wax and whatever
eise they bother with these days.” He gestures-at the
carpses about the roarm, “[a try to comtdin yourseives
Better than this kot did .

“

doe delights in mocking the characters and
thgrespecting the dead, As he's buying time for Lord
Soth. Carador converses with the characters for as
lomg as be can, sharing the llowing nformation:

« He's Caradoe, & Knight of Solamnia

= Mo, of course the Knights of Sclamnk:
Ay coming, but
lord's retinue through the city gates.

= Mo, he won't say who his lord is.

» N, he doesn't serve the Red Dragon Army—nat
suebte. He serves his lond, and his lord servesa

i u

ngtsodidl allow him o ger bis

ligher power:
= His Jord was here, but he had to go attend to busi-
ness with 8 musty old friend.

A character who succeeds an s DT T8 Intelligence
[History) check recalls C mguae of an
ohseure knight of the Order of the Rose who died
during the Catachysm,

Bilood Trail. While speaking with Caradac or
after defesting him, the character with the highest
passive Wisdom (Perception) score notices a blood
trail beading to a small, shattered door at the rear of
the room, Beyond it, & hall leads to the seabed stair-
case deraled in the "Parh Below" section.

Fighting Caradoc. When the characiers attack
Caradoc or try to lenve the room. Caradac putls his
sworid from Governor Mist's corpse and attacks.
He'
they fight, Ox
o rises in his trug incorporcal form. On the first
round after cmerging from the knight's body, be au-
romatically succeeds on the saving throw his Bound
Haunting trait requires him o make, He continues
inattack the characters with his Possession and
Withering Touch actions until he's destrayed or his
Bound Heunting trait spirits him back to Dangaard
Keep. Bel ishing, Carados promises the chsr
aters I them again.

foe wies the

rizchhiess in battle and mocks o

Lost Knight. If the knight Carados has been pos-
sessing drops 1o 0 hit points. allow the Knight to
make death saving throws, as the characters may
wish to heal him. His name is Durstan Rial (nzutral,
human kaighty, and he has ke memory of the lass
Tew weeks since be was ambushed while traveling
near the Dargaard Mountains, He helps the char-
acters defeat Caradoc if the spiret is present, but he
shes 1o return 1o his home in Maelgoth.

Treasure. Once Caradon is defeated, a character
can get 4 better look at th all he was hobding,
alightly seor parchmen is sealed by black wax
with 1 rose emblem stanped info it [T they open

uhimately wis

the scroll, the chirscters see the following words
burned into the page:

l FProple af Kalaman,

L eseart my rightful clafm-as ruler of the provinee of
Knightlund, Submitor flee,

Lard Laren Soth, Knight of the Rese
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A character who sicceeds ona DO 14 Intelligenoce
(History) check recalls the folowing information
about Lard Soth:

Knight and Ruler. Lord Soth was a Knight of
Selamnia of the Order of the Rose, He ruled
the province of Nighthind when it was known as
Knightlund.

Failed Redemption. The gods gave Soth the op-
portunity 1o redeem himsell and prevent the Cat-
achysm, tut he didn’t complete his quest, and the
Cataclysm occurned,

Tarnished Reputation, Soth’s failure contrib-
uted to the widespread distrost of the Knights
of Selamnia.

Cursed Castle. Soth's fate is a mystery, bat his
heme, Dargaard Keep, is known to be a cursed,
haunted ruin.

LEEDARA'S WARNING
Momenis after Carador is defeated, Leedara (de-
tuibed in chapter 3} appears. Read the fellowing text:

The musician Leedara staps forwasd from a comerof
thie chamber, hough you couli'ye sworn It was empty
a-manent agn. A look of urgency lghtens her feg-
Eures: *Yau must hurry.on,” the eif says; pointing fo 2
shattered door at the wwar of the chamber. “There's a
secret beneath this ¢astie—one the old lord can't be
allawed to possess.”

Leedara won't elaborate on her words or why she's
present, insisting it might already be too kate and
the characters must hurry. Al some point while the
characters are all distracted or otherwise don't have
her in their ine of sight, Leedara vanishes. If the
characiers later search for her in Kalaman, they
don't find her,

PaTh BELOW

Beyond the broken deor fn the council chamber les
a narraw carnidor used by servants, Several plam
doors lead to other paris of the castle. but at the far
e of the
tees who seek out the light see the fullowing:

A doarframe seulpted with samberknights siands in
ETL slang this carridar. The dooef: e
sealed, but shattered bricks now lie seattered acrass
the Aoor. eyond the opening. o steen fight of stairs
dascends below ground, Vialet light and the sound of
crackling flames esmanate from below.

This passage descends into the catacombs beneath
Castle Kalaman,

CHAPTER 4 | SHADOW OF WAR

assage shines a faint violet light. Charac-

RAIDED CATACOMBS

Whien the Knights of Solamnia held Castle Kals-
mran, the siricture was more than a fortress —ic was
also a temple, beneath which fallen knights were
entombed in 8 place of honer, During the Cataclysm,
wrath raged across the land. Whils
o fellowwing the disaster, in o fow
cursed places this Cataclysmic fire rem: . e
such place is the catecombs containing the tomb

ol Knight Sarlamir beneath Castle Kalaman, The
Knights of Solamnia locked these tombs away. and
when athers later ook contral of the castle, the
catacombs were sealed entirely, Now Lord Saoth

has come to these catacombs following the Dragon
Queen's will,

waves of divin
the flames r

KnicHT SarLamir's CURSE

Among the dead entombed beneath Castle Kaloman
lies the hody of Knight Zanas Sartamir, A respected
knight of the Qrder of the Crown, Sarlamir received
a thivine quest from the god Paladine years before
the Cataclysm. Paladine told bim the Kingpriest of

Istar had created a magical wonder in the cast—a
fiying cliy (drsalled in

ol I socdaing,
dragons
that had long nmnmtd hidden on Krmn Paladine
tasked Sarlamir with going to this flying city, as-
susging the dragons’ fury, and convineing the king-
priest W retaen the city 1o the land. Sarlamir agreed
The knight knew his task was daunting, though, and
decided to hedge his bets. He took his family’s great-
est tregsure with him: an ancient dregonfance,
Sarlumir and his fellow knights reached the king-
priest’s flying city and stood before a flight of righ
teously furious metallic dragons. When the king:
priest refused o land the Aying city, the dragons
refused 1 leave, As the confliet escalated, Sarlamir
used his dragonfance to slay the dragons’ leader,
the gold dragon Karavariz, As soon as Karavarix's
Blood mouched the drgdonfEree, the weapon rusted
away in Knight Sardsnies hand, The dragons ar-
tacked, slaying Sarlamir and crashing the Aying city.

A handful of Sadamir's layal knights escaped, and
they brought his body and his cursed dragoniance
hack to Kalaman. Both were interred beneath the
city, whers they remained.

Lorp Sotn’s Curse
The characters are preceded through Casile Kd

laman's catacombs by Lord Soch, a villain whose
vices allowed the Cataclysm to occur.

Lorp Sotn's LEGEND

In the years before the Cataclysm, Loren Soth was i
Solamnic Knight of the Order of the Bose. He ruled
the province of Knighthund from Dargaard Keep,
However, his fall from grace began when he rescued




a company of Silva

itlers, incluc
Though

s married, he fell in ove with Esolde—
and shortly after. Soth's wife died. He and Isolde

i i tead wife's

5] elves from ¢

oth from
their orders.

on after, the gods called Soth w redecm him-
reventing the Cataclyam, but Soth failed in
his quest, and the gods rained destruction on the
worlid, The Knights of Solamnia fell into disgrace in
the aftermath of the Catachysm, and Dargaard Keep
became a cursed, haunted ruin.

The REST OF THE STORY
When Lord Soth began his godsgiven quest o

sing unfaithful. Enraged,
il returned to
. As he did, the gods

» workd. With Isalde’s
ane lifetime

every life lost i the Cataclysm.
his defiance of the gods, Soth be
ath knight, while his fotle

1, Meanwhile, sy
spirits devoted 1o ensur

reanimaled as other Une
Isalde's attendants became
ing Sath never finds peace.

CATACLYSMIC FIRE

Though the signs of the gods” rage have receded
frean the world, viclet lames from the Cataclysm

continue to burn in Sarlamir's tomb. This mag
fire lingers as a mark of disgrace on one who failed
the gods and the workd. Lord Soth ha
catacombs seeking the Cata fi
ical properties, which can be

rituals whispered to him by the U'agon Qucen
These phantom flames respond to the memories of

ments that haunt their souls,

Visions Ix FIRe
As Soth moves through the catacembs, the Cataclys
mic fire limning the tomhs re-oreates tragic scenes
from his life, These scenes represent Soth's mema
ries of events—which don't abways match the actual
events. Every lime the --h'u':srn-l 5 £01ET & NEW 4rea,

ch roam, |J-1|-;||Jhr; e the 1
from the following Tist:

t sCene




Meeting. A Knight of Solamnia saves a group of elf
travelers from ogre raiders, An elf woman falls
into the knight's arms, Behind him, the silhouette
of & human woman turns and fades pway.

Disgraced. The knight from the previous vision is
east ant from a group of other knights. The seene
Fades into a wedding between the knight and the
elf woman from the previous vision

Quest. The knight receives a vision from a beam of
divine light. As his wife pleads with him, he dons
his armor and mounts his stecd, then heads off.

Distraction, The knight's encounters the attendants
of thie eif woman from the first vision, They tunt
him and point back the way he came. The knight
slays them and turns back home in a rage.

Confrontation. The knighi sliys his wife as the
waorld around him crumbles apd burns. The
knight burns as well, but he doesn't fall. His armor
Fuses with his body; ves blaze with flames:
and he becomes o terrifying, deathless figure.

[fthe characters enter a room after all these scenes
have played out, skeletal visages leer at them from
the Aames, then vanish. Characters who recalied
Lord Soth's legend in the “Caughe in the Act” see-
tion recognize that these scenes relate to his tale.
IFno characters suceeeded on that check, they can
make the DC 14 Intelligence (History) check again
with advantage after seeing the first two scenes, On
a success, they recall everything in that section,

Thowgh the full teath of Lord Soth's tale remains.
vague, the characlers might learn more when they
encounter Leedara again in chapter 7,

RAIDED CATAGOMBS FEATURES

The catacombs beneath Castle Kalaman have the
Tellowing features:

Cataclysmic Flames. Tllusory violet flames fill the
eatacombs with dim Hght, These flames create no
heat and don't harm creatures that touch them,

Ceflings. The ceilings throughout the eatsoombs
aire 15 feet high,

Doors. The doors throughout the catacombs are
mare of stone. They can be opened only by cres-
tures with a combined Srength of 20 or higher.

RaipeEp CaTAcOMBS LOCATIONS
The fullowing locations are keyed to map 4.4,

Rl Harr oF KNIGHTS

Stairs descend Into a stone chamber enpuifed in vis-
let Alamies. In the fire stand four dignified statues of
Knights of Selamnia. At the eastend of the roam lies
an antechamber before a stane double dacr. There, a
Ffthy statue depicts @ bison-headed warrir.
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The: statwes depict four historie leaders of the
Knights of Solamnia and the bison-headed god
Kirk:Jolith, A cleric of Kirl-Jolith or a character
whex ona DC 14
check recognizes the statue of Kir-Jelith, god of
honor and war.

The flames are Cataclysmic fire (see the “Cataclys-
mic Fire” section), Onee the characters enter, the
first scene from the “Visions in Fire” section plays.

(Relial

B2, CryrTs

This lang chamber blazes with violet fame. The
walls are fined with alcowes, within which lic bodies
wrapped inyellowed cloth, A brazier resis at the end
of the hall. A section of wall has been smashed to the
“southwest, creating a drude tunnel 1o the :
“beyond. To the southeast stands a ciosed stane door,

As the characters enter this area, the next scene
from the “Visions in Fire” section plays out.
Burial Alcoves, Fificen forgotien Knights of Sol-
amnia are buried here, each with their now-russed
plate armor and longsword. If any of thee hodies
are disturbed, two wraiths that look like spectral
Knights of Solamnia emergs from crypts and at
tack. The wraiths vanish if a character returns any
smlen geods and makes an carnest apology.
Broken Passage. Lord Soth smashed through the
catpcomb's wall to venture directly toward area R7.
A character with the Stonecunning trait can tell this
tunnel was created only a short while ago,

R3: Toms oF VAUNTED STEEL

Violet fames engulf this room, dansing acoss walls:
with faded meaies of blacksmiths farging gleaming
weapaas. Bars seal off slcaves o the nerth and south,
To thie west, Wweapons hang on the walls: A crude tuin-
nel has been punched shraugh the south wall there.

As the characters enter this arca, the next scene
from the “Visions in Fire” section plays out.

Sealed Tombs. The two wimbs commemorate
honored Solamnic weaponsmiths, Their burial
places are sealed behind iron bars, which are Me-
divm objects with AC 19, 20 hit points, and imms-
nity to poison and psychic damage.

The north tomb contuins a skeleton clutching a
berserker aye,

The south tomb is empty except for an iron amulet
shaped like a smith's hammer. A clerde of Reors or
a character who succeeds on a DC 14 Intelligence
(Religion) check recognizes this as a holy symbol of
Beorx, god of crafi.
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Broken Passage. Lord Soth destroyed a door and
asection of wall here 10 reach area R7. Characters
with the Stonecunning trait or who succeed on a DC
14 Wisdom (Perception or Survival) cheek can tell
this destruction occurred recently and the narrow
passage is dangerously unstable. The first creature
to pass 5 feet along this passage must make a DT
16 Dexterity saving throw as the south end of the
path collapses, blocking the way to arca R7, Ona
successful save, thie creature safely dodges back into
area R3. On a failed save, it takes $d6 Bludgeoning
damage nnd is foreed into area B3,

Treasure. The weapons to the west are the arma-
ments of heroic Selamnic knights and their allies.
Most are rotted or rusted through, but characters
can find a +f fongsword, a mitheal breastplare. and a
Kagonesti foresi sheowd (see appendix A),

R4 HALL OF STEEDS

Wosaies of knights riding armored stallions caver the
walls af this reom and are limned ir violet fames. To
the east lies a shattered stone doar; and narth of it
gapes a tunnel that leads back to the catucomb ens
trance. At the west end of the raom stands & status of
u tearing horse and two stane doars feading south;

As the characters enter this area, the next scene
from the *Visions in Fire” sectinn pla qs nm
the: scene compl twio wark

manifest at the west end of the hall, These are the
remains of the heroic warhorses Xheriey and Stecl-
wind, which attack. However, if a character Is wear-
ing the armor of a Sclamnic knight or succeeds

on a DC 16 Wisdom (Animal Handling) check, the
skeletons stop, bow. and vanish, That character then
gains the following charm (o type of supernarural
gift detailed in the Dungoon Saster s Garde).

Favor oF THE HEROIC STEED
Supernatural Gift (Charm)

Twer heroie steeds Amd you worthy amd agres o
serve you. This charm has 2 charges. As an action,
you can expend 1 charge to summon o warhorse
wearing plate barding (AC 18), The warhorse serves
you far 24 hours, then vamshes,

R5: MONUMENT OF THE LOsT
This chamber blazes with violet fames. In the micdle
afthe ream, steps fead up to a sleek markle man.

urnent gtched with hindreds of lines of text. Dodes
lead fraem the room to the narth and ast.

CHAPTER 4 | SHADOW OF WAR

<

101




As the characiers enter this area, the next soene
from the “Visions in Fire” section unfolds.

Marble Slabs. The monument in this roem re-
eerds the Kaights of Solamnia whao served at Casile
Ralaman and died with honor. A character who
reads the monument finds the names of Knight
Vogler and Knight Jamdin (whem the characters
mieet in ares RA).

R6: SHriNe oF THE HONORED

.ﬁmal.gem" rahnmg Kright of Salamna stands

slgh%duurkadmihr«at‘ and o double door
leads 1o the e=st.

As the charaeters enter this area, the next scene
from the “Visions in Fire” section plays out.

Marbile Stabs. The marble siabs here bear the
nanies of honored heroes and leaders among the
Knights of Solamnia who served at Castle Kala-
man. & character who reads the names finds Knight
Sarlamir on the list,

Knight Spirit. The kneeling spirit is incorporeal
and harmbess. [f attacked. she fades away and
doesn’t reappear,

This spirit was among those knights who jour:
neyed with Knight Sarlamir, If the characters con-
verse with her, she introduces hersell as Knight
Jandin, a knight of the Order of the Sword who died
during the Catachysam. She shares the information
Trom “Knight Sarlamir’s Curse” at the start of this
section, along with the following information:

« When Jandin refurmed Sarlamir's body to Kala-
man, she twisted the truth. reporting Sarlamir
died defending people from rampaging evil drag-
ons. Sarlamir was entombed a hero,

« Jandin regrets this, knowing Sarlamics disobe.
dience and deeds contribited to the gods” disfa-
vor—and ultimately 1o the Cataclysm, She believes
hersell complicil in her fellow knight's disgrace.

« She sk the characters to take the weapon en-
tomberd with Sardamir in the next chamber, Per-
haps in their hands, it can find redemption and the
gods' favor.

= The flames blazing through the tombs are fire
fram the Cataclysm, They used 1o be confined
o Sarlamir's tomb, but now they run rampant.
Jandin daesn't know why (she's unaware of Lord
Soth's presence).

Adter relating thes information, Knight Jandin

wishes the characters luck and fades sway,

1026 CHAPTER 4 | SHADOW OF WAR
kY

R7: Toms or HeRoES

Wiolet Tlames nutline the tombs set into the walls of
‘this spacious crypt. A hiavy stane Brazier sits smpty
near the toorm's center, A sarcophagus to the narth
lies-in pieces at the mouth of 8 crumbding tunnel &

wlll to the sauthesst is similarly broken.

us seulpled with! & image of 3 knight. &
life-sized scubpture af & dead dragon impaled with &
ApeAr cuﬂsamund the sureaphagus.

thee unnatiral Rarmes an the
daix blaze with wild intemsity.

rnrnl agairst the lid

When the characters enter this room, any remaining
soenes from the “Visions in Fire” section unfold.
Read the following text after all the seenes have
phiedd out and the charieiers aee fn this area:

The viclet flames waver, farmmj aminous images.
once mare, The terrifying knight from the last vision
:slep; lhmugjn the wall. He appmachu the | brauer at.

The knight hoﬂsup a awpgrsulpﬁed with screarm-
ing faces: Dnce touched b the bal of flamie, the scep-
terfgnites and the orl vanishes, The knight admires

the flaming scepter, th aints it at the arnate tamb
ind statue at the end of this reom. Both burst into
fames that sproad throsghet the crypt, The figurs
then mowes to the soath wall and vanishes.

Lord Sath was here minutes before the characters
and claimed a portion of the Cataclyamic fire that
cursed this tomb. He then shatteroi the sosth wall,
creating a passage high in the cliffs beneath Cas.
the Kalaman, After this scene plays out, another
vinlent Blow shakes the womb surrounded by the
sculpted dragon,

Sariamirs Tomb, Saramir's omb ress o
the cast and bears the words “Zanas Sarlamir,
Knight of the Crown." A creature can open it with
asuccessful DC 12 Strength check. Within lie the
knight's animate remains (see bekow), IF the charae.
ters don't open the erypt, Sarlamir shatters the lid
and emerges 3 rounds after they enter the room.

Krright Sarfamir. Lord Sath used the Cataclys
mic fire to reanimate Sadamin as @ skeletal knight
{see appendix B The Undead knight wears ancient
Solamnic armor and wields a blade Mazing with
viodet lame. He attacks the characters as soon as he
emerges and fights until destroyed.




Sarlamir speaks as he attacks, making it clear
he's compelied by Soth's magic. In a hollow voice,
the armored skeleton proclaims the following:

« The cursed knight. Lord Soth. calls 1o Sarlamir
through the haunted Bames of the Catdclysm,
Lord Soth commands Sadamir to slay those who
wanll oppase Soth.

Soth beckens Sarjamir o follow him sorth—hack
tex rhe e of his dishonor. the place o the North-
stes Soth calls the City of Lost Names.

£rn

Assoon as Sarlamir is defeated, the violet flames
around his werpon and elsewk in the

Treasure. Inside Sarlamic's tomb is the distine-
tive head of @ rusty spear—all that remaing of his
dragoniance. A detect magic spell feveals s auri
of evocation magic, though the spearhead has no
obvious properties: A character who trics to-atmune
to the ttem and succeeds on a DC 12 Tnrelligence
{Arcana or Religion) check discovers that the spear.
head is magical but that divine power has rendered
ita magic inert, The other tombs in this room are
emply except for bones and rusty armar.

MNEXT STEPS

After defeating Knight Sarlamir, the characters
advance to 6th Jevel, Once the Cataclysmic lames
Eade, the catacombs return to normal.

SoTH'S ESCAPE

Lord Soth has vanished, mking o scepter blazing
with haunted Rames along with him. [ the charac-
ters try to pursue him, ke and his Undead knights
hawvee alresdy departed the city, their objectives

dirm, then vanish, Make sure Sarfamir mentions the
City of Lost Names and the Northern Wastes, cven
if its as a final gasp, The characters will learn more
aboul these places in chapter 5.

North Passage. |l the broken passage in the north
wall hasn't alveady collapsed, it docs soif a creature
proceeds more than 5 feet down i1, See area R3
for details on how the passage collapses. Charac-
ters caught in the collapse are forced into arca RY
rather than R3.

Soutl Passage, This crude passage emerges 80
Fet up a sheer cliff heneath the watls of Castle Ka
liman. Below are paved streets and the rooftops of
buildings. There is no sign of Lord Soth, who has al-
reardy met with any of his surviving Undead knights
and vidden from the eity. See the beginning of chap-
ter 5 for details on where Soth heads next.

el o one is certain where they headed afier
It'nmg, though this is revealed at the start of the
next chapier.

SANCTUARY SHATTERED

By the time the charscters emerge from the cat-
acombs, the council room's carnage has been
sty edeared.

Several hours later, Darrett areives in Kalaman
with Marshal Vendri, Lord Bakaris, and the bulk of
the city's martial forces. They're shocked to learn
what happened. Marshal Vendri moves swiftly to
keep order in the city and ensure no more attacks
are forthcoming, At the same fime, Darret! seeks
‘out the chardeters 1o learn more. He pays partioular
trterest (o what they have to say about Lord Soth
aml the City of Lost pes—-twn names that gaide
the characters in the following chapter.
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IHAPTER &

THE
NORTHERN
WASTES

IRIED BENEATH THE MAGICALLY SCARRED
reaches of the Northern Wastes lies an
ancient ruln now known as the City of Lost

MNames. bygone age, the city was named O
Built by the Kingpriest of Tstar, it soared tirow

the heavens, but it was brought low by enraged
dragons who discovered its grim secret: its flight
relied on the innate magsc of the draconic grave-
yard 1t was built on, Now, Cnyard's ruins deaw the
attention of the Red Dragon Army, whose leaders
befieve they can raise the city into the hesvens once
mare. Th ekerobed 1 ok il the priest
Belephaion lead an expedition to claim the city as a
massive weapon of war, The death

joins them, following whispers from the Dragon
Queeen w use the Cataclysmic fire from the depths of
Castle Kalaman o raise the dead dragons buried in
Onyari's foundations and bring them o her service,

RUNNING THIs CHAPTER
This chapter beg; s a5 the acters follow Lord

ern Wastr y
troops from Kalaman. Once there, the characiers
must explore several my | =ites to discover the
losearion of the City of Lost Names,

CHARACTER ADVANCEMENT

In this chapter, the characters advance from fih t

chapter features multiple adventurisg It
can be explored in any order, 5o it's up o you to de

uSHIE T

adventuring beations in the Northern ¥
« The characters gain a level i they accomplish an
extraordinary feat, such as rescuing the bronze
dragon egg from Camp Carrio
+ The characters gain a level once Ilwt- find the pas-
s the City of Los|




DESPERATION IN KALAMAN

Soon after the characters emerge from the cata-
combs beneath Castle Kalaman, Darrett Highwater
and Marshal Vendr| return to Kalaman with their
troeps. As they learn about the attack on the city,
Darrett urges the characters to rest. He sends
seouts to kearn where Lord Soth and his retinue
went after fleeing the city. The following day, Darrett
meets the characters with the following news:

+ Marshal Vendri is working o maintain order in
Ralaman until new civilian leaders are appointed.

« She wants o speak with the characters soon,

+ Darrett’s scouts have reported the Red Dragon
Army has split its forces. A contingent {3 inexplica-
by heading into the Northern Wastes,

Darrete doesn’t know much bevond this at the mo-

ment. When the characters are ready, be leads them

to mieet with Marshal Ve

Groupr DEBRIEFING

The meeting with Marshal Vendri takes place in a
small meeting room. Read the following:

Marshial Vendr hios clalrmed & modest meeting room
dain th hall frarm the council chambier marred by
l.wwLSothsmd:. The room| bnlda litle

« Tf characters present the broken dragonlance,
neither Vendri nor Darrett i familiar with the
weapon, and they sec it only as an ancient relic,

» Though Darrett doesn’t understand Lord Soth's

erypric goals, be believes the characters” discover-

ies are important,
The marshal feets otherwise, believing Kal:
military should fochs on ﬁqlmng ncﬂrhy Diragon

Army forces and restoring Kalaman's government.

‘With Darrett’s support, encourage the characters

to make the case that Lord Soth is a threat and the
Dragon Army's plans in the north shouldn't be taken
lightly. Vendri eventually relents.

Darrett then asks Vendri to let him take the char-
acters and a contingent of iroops into the Northern
Wastes to investigate whatever the Dragon Army
wants there, While Vendri isn't confident the move
is strategically sound, she thinks it's a good idea for
the characters to get out of Kalaman for a while 1o
avoid the ire of its citizens. She asks the characters
to leave while she and Darreit discuss details, sug-
gesting they visit the castle’s small library and learn
what they can about the Northern Wastes,

LEARNING ABOUT THE WASTES

A character who spends at least one hour research:
ing thi Northern Wastes in Castle Kalaman's 1i-
brary learns that after the Cataclysm, the Northern
Wastes became 4 barren, deadly region prone to
fash Roods, If a character sueceeds ona DC 14 In.
11i; (History) check, they also learn that grand

wauld still be alive.

Let the characters respond to Lord Bakaris if they
please. Soon after, Vendri invites him to leave, and
the noble grudgingly complies. Afterward, Vendri
nsks the characters o explain what happened the
day before, including how the governor died. Guids
the conversation using the following points:

+ Vendri trusts the characters.

+ She says Lord Bakaris is spreading rumors that
the characters could've saved Kalaman's leaders.
Saome locals are looking for someone to blame for
the terrifying slaughter,

+ If characters mention Lord Soth's interest in the
ity of Lost Names in the Northern Waates, the
marshal knows nothing about the location and
notes that the Northern Wastes is nothing but a
deadly wasteland. If Soth is heading there, she
believes he presents no further threat,
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ruins predating the Cataclysm litter the region,
though few explorers survive attempts to seek them,

DARRETT's NEGOTIATIONS

Allow the characters to research the Norihern
‘Wastes or conduct any business in Kalaman. After-
ward, Darren serks out the characters and relates
the following information:

« Marshal Vendri has agreed to send Darrett and
the characters to the Northern Wastes io investi-
gate the Dragon Army's agenda there,

« Darrett will be given command of a few hun-
dred soldiers,

« Toavoid drawing the attention of the Dragon
Army, Vendri hias ordered & fow ships to ferry
Diarrett's troops across Kalaman Bay at night.

+ Asecluded cove called Wrecker's Edge lies at the
southeastern shore of the wastes. This is where
the forces will disembark,

« From there, the characters and Darrett's troops
are to discover the Diragon Army's plot. thwart it,
and then return to the ships.

Darrett answers any questions, then encourages the

characters to prepare for the trip. He wants (o de-
part the followiing night bt is willing 1o delay o day.

£ =




MESSAGE FROM WYHAN i

1f any of the characters are interested in joining thP
Mages of High Sorcery and deliverad a seroll to
Wyhan, the black-robed mage sends the characters
an invitation to meet her ather apothecary,

When they arrive, Wyhan shares the following
information:

"My contacts at the Towsr of High Sorcery in Wayreth
“have denled your request o travel there and partic
| Inhfqrnfl'!lghmm&mlnfma

o b pereeived us taking sides in the confiict, Haw:
e, thi b b el e e i
has granted: yaua spaclnﬂ exeeption

Wyhin afferd you & shmpleumden braach stiidlded
with Black, red, and white stanes the symbal of the
Mages of High Sorcery. *He has allowed you 1o prac-
Hce magicas o p;nvlaaqnul member ¢ af the Mages of

Bh( token represents the conclave’s blessing. Congrat-
- ulations, provisional mage.”

Wyhan doesn't knew when the characters will be
able to take the Test of High Sorcery, She knows the
Mages of High Sorcery ar¢ Wary of atiracting (he
Dragon Army's ire, so the sooner the Dragon Army
is defeated, the sooner the characters can progress
with their magical studies.

After this, she urges the characters to either make
# purchase or et her return to her research,

LEaviNG KALAMAN

Unee the characters are ready to sail to the wastes,
Darrett arranges to meet them that evening ara
section of Kalaman's docks used by the military,
When the characters arrive, they find (‘mlmr! Tron-
smile and Tatina Rook| Thave vol

INTO THE WASTES

The rest of this chapter takes place in the Northern
Wastes, a region where the Cataclysm's destruction
is still evident centuries later: This section contains
general information about the region and the chal-
lenges the characters face as they traverse it. Map
5.1 depicts this region, sites that might be discov-
ered by explorers, and various named environmen-
tal fearures. A version of this map appropriate i
share with players appears in appendix E.

MOVEMENT IN THE WASTES
Broken by canyons and sheer plateaus, the entirety
of the Northern Wastes is considered difficult ter-
rain for the purpose of travel. As-a resull, characters
move at hall speed through the wastes, as summa-
rized in the Northern Wastes Land Travel table,
This means that if characters move at a normal
pace, they can move 2 hexes on map 5.1 per day,

MNORTHERN WaSTES LAND TRAVEL
Distance Per ...
Pace  Hour Day Effact

Fast 2 mdl; 15 miles -5 penalty to passive Wis-
' o {Perception] scores

Normal 1.5miles 12 miles - None

Slow  Tmile  Smiles Able o use Stealth

MOVEMENT WITH AN ARMY

Drarrett’s troops have a challenging time navigating
the Northern Wastes, They move at a slow pace,
covering about nine miles a day, Darrett encourages
the: characters to move ahead of the trooges and ren.
dezvous with them at predetermined points, He re-
lies on the characters to help him determine where
to head next.

RunNING TRAVEL IN THE WASTES

The Northern Wastes span hundreds of miles,
Instead of roleplaying every minute of the par-
lv & travel, nst the encounters from the “Wastes

Join the journey. Rookledust—who has dyved hcr hair
a vibrant viaket hie—is excited at the opportunity (o
field-test her Fargabs (see appendix A,

When the characters board one of the ships ferry-
ing the troops, read the following:

Water slashes and woed Waksas shdps depart
- from Ki‘limil’ﬁ.dﬂdﬁ n
g@ghmd 10 Did Farpwall to'
from yigw, The ships cuts thraugh lh;daﬁt waters -
of Kalaman Bay, salling to perllous shores under

" section later in this chapter as often

it yonl please—usually ence per day. After the char-
acters have spent several days in the wastes and
learned about its dangers, consider making encoun-
ters bess frequent.

The hexes on map 5.1 measure distance, but char-
acters don't need to explore every hex, Feel free o
skim over days of travel to reach new Incations or re-
tuen o already-visited ones. The Deagon Army also
Faces the challenges of the wasteland, so the charac-
ters don't need 1o rush o prevent their enemies from
fulfilling their plots by a certain time,
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THE WasH

Travelers in the Northern Wastes must contend
with hoth the broken, canyon-riddied land and the
Wash, Tides driven by Krynn's three moons cause
Hoadwaters from the Turbidus Ocean to sweep
through the region. These unpredictable flood tides
are known as the Wash, and their harsh; sakty water
threatens creatures in the canyons. Sometimes the.
Winsh leaves the Northern Wastes” canyons parched
for weeks at a time; other times, the waters sweep in
and out multiple times in a few days.

Each day the characters travel the Northern
Wastes (or whenever you please), roll on the Nature
of the Wash table to see how the fioodwaters affect
the region. At vour diseretion, the Wash might un-
expectedly change during other encounters in the
region, making them more dangerous.

NaTuRe oF THE WasH
diD Wash Effoct
1=3 The Wash is low, Canpans are dry.
4<% The Wash is high, t fills the canyons.
7-10 The W‘s}h fermaing atthe same lsvel as the prevl-
i day.

DANGERS OF THE WASH

When the Wash fills the Northern Wastes, the char
acters must make a DC 12 group Wisdom {Survival)
cheek. On a suceessful check, they notice signs of
water beginning to fill the canyons, giving them time
o reach safe ground. On a failed check, the charae-
ters are caught in a flash flood,

Frasd Froon

During a fAash flood, rurbulent Wash waters flood
the canyons in the area the characters are traveling
through, Tf the characters are in a canyon, its walls
are 2dd = 10 feet high.

When the flood starts. have the characters and
nearby creatures rofl initiative, Each round, on
Initiative counts 10 and 0, the water level rises by
10 feet (i 1o the height of the canyon) and travels
O each of these imitiative
counts, creatures in the water and moving along
with it must make a DC 15 Strength saving throw
as they're smashed by large chunks of debris. A
creature takes U6 bludgeoning damage on a failed
=ave, or half as much damage on a successful one,

The water level continues 1o rise and move this
way for 2d4 rounds, then stops.

WASTES ENCOUNTERS

Countless threats leom in the wild, dangerous
Morthern Wastes. Whenever vou want & random es-
counter to oceur—usually once per day—roll onthe
Nerthern Wastes Encounters table,
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NortHERN WasTes ENCOUNTERS
d20  Encounter
1=19  No'encaunter
11-14  Dragon Army Patrols (see below)
15 Malfunetioning Gate {see below}
16-20 Wastes Predators (see below)

Dracon Army PATROLS

Hostile Dragon Army patrols scour the Northern
Wastes for pre-Catachysm roins 1o exploit. Roll on
the Dragen Army Patrol table to determine wh:rh
patrol the ch {see B

the patrol members” s blocksy IF the characiers
are defeated or surrender, they're taken as prisoners
o Camp Carrionelay (detailed Later in this chapter)

DRAGON ARMY PATROL
d4  Encounter
4 bz draconians aid ? Bragon Army soldiers
1 M dracanian and 5 Dragen Army nlﬂus
draec ahd 2 Dragon Are

2 kap
3 Dragon armydﬁm tiding 3 Drragon Armmy
dragonnels

e g =

MALFUNCTIONING GATE
The characters find & stone archway lined with sig-
ils. This gatc used to be a teleportation gate—part of
a magical transportation system created by Istarian
mages, It anee stood in Onyari before the city fell,
As soon as a character approaches, magical energy
swirls within the arch, The magic kicks up nearby
debris that animates as a hostile clay golem.
Gofem. The golem resembles a proud-looking
human with fine robes and an aura of sunbeams
arpund its bead. The magic that animates the golem
was destgned o safeguard the gate, but it has mal-
functioned. The golem goes berserk (as per its Ber-
serk trait). The golem remains in that state as long
as other ereatures are visible.

e - — —
NORTHERN WASTES Map KEvy

The lettered tags on map 51 correspond to the
Following lacations presented later in this chapter;

WA irecker'sEdge ) Hearts Hollow
v eanomert G Do e
) Blue Phoenix Sheine Q1)) Camp Carrionclay
B Sunward Fortrass ) Dread Walf Cove
B Wakenreth T City of Lost Narnes
%WCM-
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Stabilizing the Gate. Magical energy Rickers
the gate, After the golem s defeated, a character
with the Pact Magic or Spellcasting feature can
spend one minute investigating the gate to learn
how o sfabilize the gate's malfunctioning magic. If
a character spends a spall slot of st level or higher
arsueeeeds on & DC 18 Intelligence (Arcana) check,
the gate stabilizes and serves as a permanent tele-
portation circle linked 1o its partner gate, which can
b in any hex en map 5.1 vou please—perhaps near
Wrecker's Edge {location A) or High Hunt, the pla-
teau that hosts Heart's Hollow (locatien G},

Sigll Sequence, Characters can learn the sigil se.
quence oi the gate so ey can teleport 10§t with the
spartation circle spell,

WASTES PREDATORS

[all on the table below to determine whar predarors
the charac!
different threat depending on whether the
high or low (as noted in parentheses),

encourter, Each enlry provide:

WasTes PREDATORS
di0  Encounter
1 Thebenes of 3 Humanoid or Beast, infested with

harmless spiders ar tide-poc! creatunes (high or low}

-3 b giant octopuses (high| or 3 glant scorpians {low]

4-5 4 merrow (high) or & glant spiders fiow)

G=7 3 plesiosauruses (high} or 3 manticores (law]

-9 2giant sharks (high) or 3 wasteland dragonnels
{low; see appandix B)

10 1 purple worm spottad & mile away [igh or low)

Karaman Troors

Traveling alongside Kalaman's troops presents chal
leages, but it is also safer and will eventually belp
the charpeters face the Dragen Army,

ArMY IN Tow

Diuring this part of the sdveniure, the characters
are guiding Kalaman's troops toward hattle with
the: Diragon Army. The characters should frequently
split from the troops, then meet back up with them,
serving as scouts and handling missions while the
army advances. Darrett won't send his soldiers into
uncertain danger, such as caves or ruins.

COMBAT ENCOUNTERS

Avoid invalving Kalaman's troops in encouniers
meant for the characters. I combiat breaks oul while
the: characters are with Kalaman's troops, wse five
Kalaman soldiers (see sppendix B} —or howey
many you deem appropriate—to represent allied sal
ditrs who are quick o aid the characters,

Karaman Apmy Camp

As they travel the wastes, Darrett and his troops
establish emporary camps. These catnps offer char.
ncters + rest, replenish supplics, and
interact with allies, & camp inclodes the following
features, which you can areange as vou please:

il plic

L % Tents. The characters can rest in
their tents.

Command Tent. A lirge table is set up inthis
sizubie tent, Here, the charaeters can meet with
Darrett to discuss strategy and troop mevement,

Cudgel's Tent. Cudgel's tent features an impressive
weapons callection. 17 the cf
e the dw: they likely find her here.

Darrett's Tent. Darrett's tent s spartan and well
leepr. [T the charactera ever noed 1o talk o him in
private, they're likely (o find him here,

Rookledust's Tent, Rookledust's went is filled with
strange contraptions and unfinished projects. The
gnome is often here, tinkering with the fargabs
(see appendix A) and tther lnventions,

her Tents. Guand posts, hospital tents, supply
tents, and gther accommeodations Al et the camp.

acters need to talk




EXPLORING THE WASTES

As the characters venture into the Northern Wastes,
they might want to explore the following areas.

A: WRECKER'S EDGE

After crossing Kalaman Hay, the ships careying the
characters and their allies arrive near Wrecker's
Edge (location A on map 5.1 As the ships drop an-
chor near a rocky coast, read the following text:

|t stange formations [utskyieard,

Darrett asks the characters 1o take a rowhoat and
find a place where the troops can disembark safely.

Hippen Cove
After ahout an hour of exploring the share, the
characters spot & narrow cove. This time is halved
if & chiaracter is proficient with water vehicles or isa
ranger whose favored terrin is the coast,

A few rotten wooden buildings sbandaned by

il line thi: LA azmall ship
is anchored near a clear beach inside the cove,
ELVEN SHIP

The ship belongs to a group of elven wizards who
found Wrecker's Edge a fow months ago. Characters
‘who grew up in an elven saclety or who succeed on
a DC 14 Intelligence {History) check identify the
ship as being of Silvanesti elven origin,

The ship is small but seaworthy, with enough
ream for & dozen crew members. [t has nothing of
value on s deck or in the communal bunks below
deck, However, two air elementals oo the deck de-
fend the vessel against introders. They attack any
non-clf that sets fool upon the ship,

If the characters haven't met Dalamar et (see the
following section), he's nearby when they board the
ship, and an alarm spell cast on the deck alerts him
o their intrusion. He might approach them anytime
afier they defear the elementals (see the Tollow-
ing section).

MEETING DALAMAR

Dalamar approaches the characters soon after they
defeat the elementals or Kalaman's troogs start dis-
embarking. Dalamar is curious about the sdventur-
ers’ motives and whether they align with his, Speak-
ing with him reveals the following information:

« Dalamar is part of a contingent of Silvanesti elves.

= Theshipis the elves’ conveyance,

+ Dalamaris surveying the coast for ancient ruins,
He knowns there are none here, but his leader,
Zhelsuel, wants him o search thoroughly anyway.

« Ifthe characters mention the City of Lost Names,
he pretends not to recagnize the name until he
knows more about the characters {see the “Mutual
L ™ section). A cf who suc-
ceeds on a DC 14 Wisdom (Insight) check believes
Dalamar knows more than he says,

+ Dalamar invites the characters to return with him
to his group at the elven encampment (location B
on map 5.1}

DaLamar
An ambitious elf magic-user, Dalamar (neutral elf
mage} has an insatiable thirst for knowledge. This
aften puta him at odds with other Sibanesti mages,
whaose conservative methods wear on his patience,

Dalamar participated in the ill-fated defensc of
Silvanesti against the Dragon Armies. His desper-
ate actions were part of the reason he and the other
mages were serd to the Northern Wastes, Despite
resenting his people's small-minded decisions, he
sees this mission as a chance to prove himself and
potentially strike back against the Dragon Armies,
Dalamar studied pre-Cataclysm magic long hefore
being sent here, and he believes something of mag-
ical value might be hidden in the region. He wants
to find it swiftly. return o his people, and continue
working toward joining the Mages of High Sorcery,

Persorality Trait. “Everybudy wants something.
I'm certain we can help one another.”

Ideal. "Magic is meant o he used.”

Band. "I'll doanything to recover my home”

Flaw. “I'm overconfident, sometimes o the poing
of putting myself or others in danger.”

REPORTING Back

If the characters return to thelr ships and give Dar-
redt directions to Wrecker's Edge, he orders the
ships to share, He's curious about Dalamar and the
elves. He the i gate the
elven encampment and determine whether they can
b trusted,

While the characters are away, Kalaman's troops
unload the ships and set up their first camp as de-
tailed in the “Kalaman's Army Camp” section sar-
lier in this ehapter,
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B: ELVEN ENCAMPMENT
Dalamar leads the chiructers (o his expedition’s
encampment about twelve miles northwest of the
hidden cove, The journey takes the better part of
the day, durtng which Dalamar charmingly baniers
with the chameters, rving to learn more about why
they're in the region, He offers little in return but is
eager to hear about recent events in Kalaman,

EXPEDITION MEMBERS

The elven camp lies mext to some small ruins on

a platean overinoking the wa with a dozen or

characters g
Oithers ronm tlal-
. They all use the

mage siat bloc

SILVANESTI'S EXILES

Onee a heamiful woodland narion with seniptad

trees and wowering spires, the i of Sil.

atf lies in ruins after being invadid by the
Diragon Armies. The clves strugigled o defend their
homeland and were ultimately forced to retreat to

vine

a new home.

puthern Ergoth o

et thedr hnnu and, t =

an expedition to the wastes fulluwmu centuries-olil
legeids of
hope recov
their homel

il

ey

w6l in the pegion.
ring such magic might help them save
vl snd redeem themselves in the g

wf their people,

ZHELSUEL
Zhelsuel, 8 once-respected member of House Mys-

:m._lcugoni= to-exi nd he believes his homcL:mcI is
lost to him forever. But if he must spend the rest of
his clays in this hleak expans
spend them as an exemplar of I!l\J]UL:[, hness and
ip. He drives his subordi to catalog

every foor of the Northern Wastes in search of the
barest serap of Silvanesti maghe.

Personality Trait. "] know what's best for my pea-
ple, and | lead with logic and precizsion.”

Fdeal, °1 wke pride in work done to perfection,”

Bond. “I'll show my peaple what 1 can do,
name won't be forgatee

Flaw. “1 won't atcept any course of action that
doesn't put the best interest of Silvanesti first,”




MEETING ZHELSUEL

Zhelsucl confronts Dalamar and the characters
when they arrive. He wanis nothing to do with cut-
siders and sees them as an obstacle to the elves’
progress, He tells the characters he and the rest of
the elves are conducting research, but he refuses o
claborate,

Acharacter who speaks to Zhelsuel in Elvish or
succeeds on a DT 16 Charisma (Persuasion) check
comvinees him to converse, though most of Zhel-
=uels responses are cutting and brief:

« Zhelzuel shares any of the information from the
"Silvanesti's Exiles™ or "Zhelsuel” sections.

« licharacters bring up the Red Deagon Army’s
attack on Kalaman, it clearly gives him pawse, but
he quickly dismisses the conflict as irrelevant to
his people.

« I the charseters mention they're in pursuit of the
Drugon Army, Zhelsuel scoffs at their eagerness to
rush to their deaths.

Ehelsuel ultimately d Is the cf leave

and not return, He commands the expedition, spe-

cifically Dalamar, to focus on their survey of the re-
gion. He then tells Dalamar to escort the characters
awiy and return o his work.

MuTtuaL UNDERSTANDING

Delamar is frustrated that Zhelseel sesms content
o spend the rest of his days—and those of the other
expedition members—turaing over rocks in the
Northern Wastes. After being told to see the charac-
ters away, he shares that the elves recently spotted
Dragon Army soldiers headed north, He doesn't
know their destination, baut he suspects they're

nat just wandering. He suggests that pechaps the
Diragon Army, the elves, and the characters have
similar interests in this land’s hidden magic.

FINDING THE CITY OF LOST NAMES

If the characters asked Dalamar about the City of
Lost Names, he tells them he leamned of the city
{from the Silvanesti writings that led him and the
other elves to this region. Though he doesn't know
its location, he's imerested in finding it, as it report-
edly was a magical marve! that might hold valu-
able secrets.

Onee Dalamar reveals this shared interest in the
City of Lost Names, he proposes an arrangement
that would allow him to advance his research with-
out technically disobeying Zhelsuel. He points the
characters to sites in the Northern Wastes he has
already jdentified a5 being related to or of a similar
age to the City of Lost Names. With the characters’
insights and reports ahout whatever magic remains
at those sites, he should be able o glean more in-
Formation about the city's location, The fallowing

locations (derailed later in this chapter snd shown
on map 5.1) are of particular interest 1o Dalamar:

« Biue Phoenix Shrine {location )
+ Sunward Fortress {location D)
= Wakenreth (Jocation E)

Mark these sites’ hexes on the players” map of the
region in appendix E after Dalamar notes their
locations,

1f the characters agree to work with Dalamar, he's
pleased. They can explore the locations in any arder
they wish. Dalamar plans to eonvinee Zhlswel 1o et
him meet the characters at Wakenreth, Once they've
relayed their findings to him, be hapes he'll be able
to determine the location of the City of Lost Names
(see the end of the “E: Wakenreth” section for de-
tails), With this, Dalamar sends the characters on
their way, wishing them fruitful investigations,

C: BLUE PHOENIX SHRINE
Carved into a labyrinthine gorge is the Blue Phoenix
Shrine, an ancient shrine to Habbakuk—god of the
seas and animal life. The entrance to the shrine

iz completely engulfed by water when the Wash is
high, bast it is visible during low tide,

Di1srUPTED PILGRIMAGE

Every vear, a group of Dimernesti sea elves from
Thoradin Bay travels to the Blue Phoenix Shrine to
honor the Sea Lord for his bounty. While maost sea
elves have forgotien the name Habbakuk, they faith-
fully continue this annual pilgrimage

Though the Wash changes chaotically, the sea
elves swim to the shrine following reliable rivers
that flow through ravires, This yearn, however, the
pilgrimage went awry when the sea elves o
paths with the Red Dragon Army. Four sea elves
were captired—inctuding their lcader, the priest
Yearkal—and many others peristed in the confron.
tation (the characters can rescue three of the cap:
tured sea elves at Camp Carrionclay, while Yearkal
was taken to the Sunward Fortress). Six survivors
reached the shrine, but they managed to hold on 1o
only one offering: a pouch of blue deepsea pearls,

APPROACHING THE SHRINE ~

When the characters arrive, the Wash is low. The
seq elves have set up camp near the shrine's en-
trance. They periodically leave to scout for signs of
the Dragon Army or missing comrades.

Taz Sea E1ves

Alter their recent ordeal, the sea elves are on
abert for large groups of people. IF the charciens
approach them with Kalaman's troops in tow, the
sen phves retreat. Their current leader, lshvern
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“suing them with hostil

Stargaeer, approaches only ifit's clear no one's pur-
intent.

Ishvern and the sea clves use the scout stat block
with the following changes:

+ They have advantage on saving throws against
being charmed, and magic can't put them 1o sleep,

= They have darkvision oul o 60 feel,

= They hive a swimming speed of 30 feet and can
breathe air and water,

ISHVERN STARCAZER
Ishvern (neutral good, sea elf scout), the de facto
leader of the Dimernest group in their priest's ab-
senceE, 5 pious, ourious, and insightful. Having sur-
vived in the desdlicst depths of the Turbidus Ocean
for over a century, he knows hetter than 1o venture
inte mysterious plices unprepared. He isn't eager
ta risk his companions’ lives without the priest
Yearkal's guidance. However, Ishvern fears Yearkal
might be lost forever, If others might aid him in ful
filling her spiritual mission, he's eager for their help.

Personality Trait. “Embrace the world's wonde:
but be wary of its dangers.”

Jdeal, "Life and nature are marvels that must be
protecied at all costs,”

Borrd. 1 will find my missing companions.”

Flaw. “I can be indecisive when choosing between
options with uncertain outcomes.”
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IsHVERN'S PLEA

Tshwern tries to get a sense of the characters’ motiva:
tions for rraveling the Northern Wastes: He explains
the nearby shrine is a sacred place, dedicated toan
old deity the sea elves now remember only as the
Sea Lord, If the characters approached the camp re-
spectiuliy, he also tells them how the sea eives were
attacked by the Dragon Army.

Even il he is suspicious of the characiers, Ishvern
sk value in their presence—especially if there's a
elericamong them. He requests the characters help
him make the group's offering in the name of their
lost priess, Yearkal, The elves seek to malke this
offering in keeping with their peoples’ centuries-old
traditions, but they know little of the desd's religions
ties or the god Hobbakul. I the characters agree,
Tsheern leads them 1o the shrine’s entrance.

Return. If the characters know of Year-
kal's fate or return her to the group {see the “Ix
Sunward Fortress” section), the elves encourage
the charaeters o come with them into the shrine, If
Yearkal is with them, she knows all the thrests and
secret passages in areas C1 through C4.

SHRINE FEATURES
Thie shrine has the following features:

Ceilings. The ceilings in the shrine are 15 feet high

Light. All nreas of the sheine are heightly lit by bloe
enntinual e spells cast on seashells and other
objicts embedded in the walls.

Walls and Doors. The shrine’s walls and doors
miade of solid stone, Except for the door in area
€1, the doors throughout the shrine open easily.

Water. The Wash is low when the charac reaeh
ithe shrine, hut each room ks filled with 2 feet of
atanding water, except for area C5. Aréas with
standing water are difficult terrain,

SHRONE T OCATIONS
The following locations are keyed o map 5.2,

CI: SHRINE ENTRANCE

The shrine's entrance is carved in the escarpment
of the ravine. Onee the characters reach the en-
trance, read the following text:

Ananclent, algae-covered double deor made of white:
graaite stands hera. It is etchéd with an eroded image
of a malestic bird with outstretehed Wings,

A follower of Habbakuk or # character who succecds
on i DC 12 Intelligenee (Religion) check i
the bird on the door as a blue phoenix, the symisal of
the god Habbakuk, god of the seas and animal life




Shrine Door, Ishvern explains Yearkal opened
this door by saying a specific prayer, but he doesn't
know it. I a character says the name “Habbakuk”
within 10 feet of the door, it swings open magically.
Casting the knock spell also opens the door,

The dodr is a Large object with AC 17, 40 hit

C2: Autar Room

kg roarn stretches ahead:its walls carved with
matlFs.of roling waves. A ceiling supported by twin
pillirs ghenws with Faint blue Jight-

At the rear of the chamber stands an altar carved
with coralike dessjns. Behind it rives 2 sizable gran:
{1 sculpture depicting the bird from the shiina's en-
trance, its autatretched wings wreathed in flimes.

An drehubay pens inbo a chamber to the west, while:
4 simple stone door stands in the wall to the east.

Uipon entering this chamber, Ishvern directs the
characters to the west archway leading o area
C3.He them o cleanse

with the water there hefore proceeding deeper into
the shrine.

Altar Guardians. [ a character comes within 10
fectof the altar without having washed themself
inarea C3 within the last 24 bours, theee water
welrds rise from the wiater between the pillars.
They are hestile toward any Humanoid who docsn't
openky bear the symbol of Habhakuk. The water
weirds cease attacking and vanish ifa creature in
the: pocin uses an action o apologize o Halibakok
or speak a prayes to the god’s name,

C3: CLeansing RooM

I the canter of this roam rests & three-foot-high brass
basin with & relief ornaments the
wialls, depecting great sea birds dipping it the waves.
ahngside leaping fish and whimshcal ereatures.

O emtering rhis roodn, Tshwern reminds the charae
ters to cleanse themselves with the pools water be-
fare proceeding deeper into the haly place. He then
spends a minute washing his own face and hands.

Charactess who follow suil feel refreshed. The
first time a ereature washes itsell with water from
the basin, it gains 5 temporary hit points,

C4: Haro

This passage s empay, b its porth door bears an
inscription in Elvish: "Honor those whe came be-
fore. and walk on.” Istvern can translate this rext
il neaded.

points, and immunity to peisen and psychic damage.

C5: Cryer

‘Mlcoyes tothe west and east of this chamber hold
walst-high stone sarcophagi sculphed with images of
shalls. and graceful sea erestures.

This crypt is the resting place of followers of Habba-
lenk wha tended to this shrine.

Tomibs, The sarcophagus to the west bears an in-
seription in Elvish: "Herzon, whao built this prayer in
stane.” A character who has a passive Wisdom (Per-
ception) score of 16 or higher notices a design on
it% lid resembling the lavout of the shrine, Although
the crypt has no other visible exits, the room on the
map corresponding o the crypt features a second
passige leading to the sourhwest,

The sarcophagus to the cast bears a di
ent inscription in Elvish: “Awinthed, our devoted
firat priest.”

Ach whao ds ona DC 17 gth
check can apen either sarcophagus—though Ishvern
strongly objects, The corpse within each sarcopha-
gus Is immaculately preserved, but the burial places
eontain nothing of value,

Secret Door. This crypt is seemingly a dead end.
A character who has a passive Wisdom {Perception)
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scare of 20 or higher notives the secret doar if they
comme within 5 feet of it, The detect maghe spell also
reveals the secret doon

The secret door magically opens if a character
abeys the inscription on doos in area C4 and prays
or mikes an offering at either sarcophags. Casting
the disped magic or knock spell also makes it casy to
push the door open. The door i3 a Large shjeot with
AC 17,40 hit poists, and immunity to podson and
psvchic damage,

Chb: OFFERING CHAMBER

Here, initiates of Habbakuk once made offerings to
hemor their god,

LEAVING THE SHRINE

Dalamar needs to know only that the Blue Phoenix
Shrine is a holy place sacred 1o the god Habhakuk.
As the group leaves the shrine, if the characters.
haven't already rescued the sea elves at Camp Car-

rionclay, a sea elf scout approaches Ishvern to well
him they've found where their captured companions
were taken. The sea elves have been imprisoned as
a Dragon Army camp in the middle of a murky lake
(e the “I: Camp Carrionclay” section). These sea
elf scouts provide directlons to area I on map 5.1,
Mark this hex on the players’ map of the region in
appendix E.

Ishvern asks the characters to find and free these
captives. In return, he offers them what remaining
treasure he has: a few blue pearts worth 750 g

D: SUNWARD FORTRESS

The Red Deagon Ariny has unearthed the
centuries-old Sunward Fortress, a pre-Cataclysm
to the ged Sirrion. While most of its

Shrine Guardians. 17 a vl o didn't wash
in ares 23 ar who opened a sarcophagus in area C4
eomes within 10 feer of the well, the algae on the
! into three black that im-

liately attack the offending of as well as
other creatures that attack the puddings,

Ishvern’s Offering. 5o long as there are no ob-
wious threats in this room, [shvern moves to the
side of the well, softly speaks a brief prayer in El-
wvish, then empties several dozen blue peards from
a pouch into the well (he retains 750 gp worth of
pearls just in case). After he does so, each character
in the room who washed themself in area C3 and
who didn't disturb the sarcophagi inarea C4 gains
the charm Habbakuk's Blessing (3 type of supernat-
ural gift detailed in the Dungeon Master’s Guide;
see helow). With this done, Ishvern thanks the char-
acters for helping him complete his party's task and
prepares (o depart,

Hassarur's BLESSING

Supernatueal Gifr (Charm)

Habhakuk biesses your travels through the North-
ern Wastes, This charm grants vou advantags

on Wisdom (Survival) checks made to notice the
Wash's waters filling chasms,

Additienally, while taveling, you and up 10 5 other
creatures with you ignore difficult terrain outdoors
in the Northern Wastes, allowing you to move at
double the pace listed on the Northern Wastes Land
Travel table (see the “Into the Wastes™ soction ear-
bier in this chapter).

This charm vanishes 24 hours after you leave the
Northern Wastes.
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ruins have sunk beneath the ground, a crumbling,
lighthouse-like spire pierces the surface and marks
the location of the ruins below,

SHARD OF CHAOS

‘When Dragon Army scouts discovered the ruins

of the Sunward Fortress, the black-robed wizard
Lobezet ardered an outpost established there. A
servant of the Dragon Queen and a fervent antiguar:
ian, Lohezet saught to discover the forgotten ruin's
secrots. D.ragun Army soldicrs and captives worked

by until they a stone
in the ruins' depths, Sean after, workers # the site
began ing into scabed Un:

beknown to everyone, the shard was imbued with
the pawer af the Spawning Stone—the source of the
wicious mensters called slaadi,

The Dragon Army evacuated the ruin, but ol

s The evil cleric Belephaion, Lohezet's

peer, was [z d with the ph He
ordered o bozak draconian named Vieruza to stay
behind and claim the Spawning Shard's magic in

the Dragon Queen's name,
APPROACHING THE FORTRESS
Read the kllowing when the ch h

the Sunward Fortress:

Armid the ratural stone formatigns of the Norther
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The Sunward Fortress was onee a hermitage for
thase secking to commune with Sirrion's greatest
flame: the sun. The structure was akin to a great
lighthiouse, the upper reaches of which burned in
the goel's hanar, 1t woppled down during the Cata
clysm and has been abandoned ever since,

TorrLep Ruins

The Sunward Fortress's pinnacke remains unex-
cavated, but characters who investigate it find only
several crumbled, half-buried foors, A character
who examines these ruins and succeeds on a DC 16
Intelligence (History) check can tell this was a haly
site whose upper levels were constrocted 1o burn
like: @ mssive heacon,

Dracoy ArMY EXCAVATION
At the base of the spire’s remains stand a dozen
ragged canvas tents in the red and Wack colors of
the Red Dragon Army. Dozens of empty or shat-
tered crates are scattered amid the camp, Nearby,
an earthen ramp cuts through the clay and leads to
an opeming into the ruined spire's foundation, This
opening leads (o area T

Abandoned Gear, Characters who spend 10
minutes investigating the tents find enough dried
meal to sustain one person for ten days, twelve dirty
shovels, an overturned wheelbarrow, and 2 suit of
learher armor bearing the Urag\:m Queen’s symbaol

h wha has a

passive Wisdom :‘Survh-uu seore of 16 or higher no-
tices two types of clawed footprints amid the camp.
Some are roughly human-sized, while others are
twice that size. Characters who have seen draco-
nian footprints before recognize the smaller prints
s draconian. The characters likely have no way of
knowing the larger prints are slaadi tracks,

Resting ncar Camp. If the characters take a long
restin the camp or within a mile of the Sunward
Fortress, there is a 50 percent chance they are
attacked by two red slaadi that fight to the death,

SUNWARD FORTRESS FEATURES
The ruin has the following features:

Ceilings. The ceilings in the ruins are 10 feet high.

Light. The ruins are not illuminated. The current
oecupants rely on darkvision 1o see. Area descrip-
tioms assume the characters have a light sounee ar
other means of seeing in the dark.

Tracks. The feors thronghout the ridn are covered
in clear footprints of booted Dragon Army sol-
diers, captives wearing lootwrappings, draconian
claws, and slaadi claws, They go in every direction
and don't suggest individual paths.

SuNwARD FORTRESS LOCATIONS
The fotbowing lecations ave keyed to map 5.3,

D1: ENTRY CHAMBER

Arap of packed clay descends fron the surface
through = gap in the ancient stone wall, It emerges
ulbnil:hambur ﬂnd;wmh dsesandgld i Atop n-luu

<outh, 3 spiral stalrwel winds downward. Tethafm
an archway leads ta-another chamber.

This room once served as a place of worship for the
hermits who oecupied the spire.

Altar. A cheric of Sirrion or a character who

on a D 14 1i {Religion) check

recognizes the symbols on the altar as holy to Sir-
rion, god of creativity and change, A character who
speaks an earnest prayer to Sirrion causes flames
to-spring to life within the altar's candle sconces
anl a thick, red Tguid to fill its basin. Thia liguid is
A potion of fire breath, After creating this potion, the
altar won't do so again until ene month bas passed.

Stairs. The stairs here descend o area D3,

D2: AnanNpoNEDp DoRMITORIES

tered bed frames snd straw lutter this
seom, e persed with fragments omggad lothing.
The Dragon Army's prisoners rested here before
slaadi destroyed the mom. A character who spends
five: minuses searching the debris finds bits of
clthing, two seta of manaches. and a blue pearl
wearth 150 gp.

D3: Lower CHAMDERS

The stairs doscend into an space surrsinded by 3 50
ries nl'lnll: uvﬁ.vrwnpad ranms. A thick, ratten: smell

This Roor once served as lodging for the fortress's
residents Characters who enter the east hall see the
barricaded door leading to area D4,

Equipment. The crates hold dozens of tools, A
eharscter who spends en minutes searching the
equipment finds thres bullseye lanterns; six Aasks of
el 100 feet of hempen rope, four vials of acid, and
three sets of mason's tools,
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Dracaphage Sulse Four mutated d i
slaad hybrids lurk in the east hall. They look like
bloated draconians with bright-red skin and wide,
frog-like mouths. Thess creatures use the kapak
draconian stat block (see appendix B), but replace
their Dagger attack with the following attack:

Claw, Maies Weapon Attack: +5 to it reach 5t one target.
Hit: 5 {14 « 3) plercing damage plus T (2d6] peison damage.
I the target i a Humanaid, it must succoed on a BC 12 Consti-
tutin saving throw or be infected with a disease—a minuscule
slaad epg

A Humanaid hest can carry enly one slaad egg ata time-
Over three marths, the gy maues to the chest cavity, ges-
tates, and forma s slaad tadgale: In th hour pericd before
the tadpode is bom, the host feels unwell; its speed is halved:
and it has disadvantags on attack rolls, ability checks, and
taving threws. At Brth, the tadpobe thews its way through vital
arpans and out of the host's chest in 1 rousd, kiling the fiast in
the process

I thie disease & cured befare the tadpale's ermergence, the
tadpole disntegrates.

Stairs, In the northwest corner of the level, stairs
descend to area DS,
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D#4: Barmioapen RooM
The entrance o this room is barricaded by beavy
mining equipment. Inside are two Dragon Army
captives who escaped the initial slaadi artack
and Virruza (see area DS for details) A character
can unblock the door by succeeding on a DC 1T
Strength check, but deing so alerts the hybrid dra-
contans in area D3, 1 the characiers try to speak
through the crates, Yearkal answers the
per, urging them to keep quier,

Survivors: The Dimernesti sea elf Yearkal (neo-
tral good, sca ¢If acolyte; sce the “C: Blue Phoenix
Shrine” section for details on sea elves) hides inside
the room with the uncenscious Rone (neutral, hy-
man scout}, & hunter from Heart's Hollow. Rone has
beer infectad with an allment Yearkal doesnt know
how to treal (see “Rone’s Fate” below).

Yearkal is scared but unharmed. Onee she con-
firms the characters aren't monsiers, she removes
the barricade and shares the following facts:

» When Yearkal was captured and brought here, the
Dragon Army made her join the werkers uncarth-
ing this ruin. The camp’s commander had orders
o recover whatever relies or magle lie within,

= They eventually dug up a large, glowing stone.
Soon after, violent, toad-like terrors emerged.

in & whis-




+ Yearkal and Rone fied but were recaptured by
Virruza, a magic-using draconian.

+ Virruza seeks o use the magic of (he stone
transfirm people into draconians, However, his
actions causedl more monsters o emerge,

then, Yearkal and Rone have been hiding
Bere. Rone has felt umisual for the |
bt be's grovwn increasingly il In the last day,

« Yearkal knows there are ather sea elves at 1he
Blue Phoenix Shrine and Camp Carrionclay. She
wishes o reunite with all of them,

Rone'’s Fate. Rone i= infected with a slaad tadpole.
Duise to Virpuza's experiments, the tadpaole matured
rapicly and is about to hatch, A character whe sue
eeeds on a DC 18 Intelligence (Arcana or Medicine
cheek realizes Rone is infected by a dangerous par.
asite that will soon kill him. though a lesser reato-
rartivsn spell or sdomiber magic could heal him.

I the charnciers don't heal Rone, a slaad tadpole
emerges 1 hour after the character

= 50

1 few days,

Wirruza, Changed by days of strange experiments
mvalving draconian blood and sxposure o the
Spawning Shard, Vieruza now looks ke # umes-
cent draconian with warty green skin and an overly
large mouth, Use the green staad block for
Virruza, but replace the Shapechanger trait with the
Fel leviwimg traft:

Dreath Throes, When Vieruza is reduced 10 hit paants, he tums
Into a puaddle of acid and splashes acid an thaze around him.
Each creature within 5 Teet of him must succeed on a DC 12
Dexterity saving throw or be covered in-ackd for | minute. A
creature can use its action to scrape or wash the aced off itself
o dnather cresture. A entature covered in the aeid takes 3
{2dE) weid darrage 51 the start of wich of its tuems,

Virruza is hestile. is unable to communicate intel-
ligitly, and fights to the death.

Spawning Shard. This enormous orange gem
welghs over a ton and sheds dim Gight for 10 feer.
A deteet magie spell reveals it emanates an aurs of
transmutation magic. A character who inspects the

Tim, killing him. [f the characters do heal Rone, he
thanks them and offers them a 1,000 gp rewsard iT
they take him home to Heart's Hollow,

D5: SpirE DEPTHS

This |evel of the fortress hasn't been fully sucavated.

A shirty-foatwide chasm spllts It in twe; spanned by
makeshift wooden foathridges. Qn the fir side of the
chasm. digging implements surround an eight-fost-
tall crystal glowing with a nosious arangs bght. On the
near sice of the chasm. a hulking red form coverad in
squirming shapes digs thraugh broken crates.

The ereature s a red slaad covered in five slaad
tadpales. These monsters attack as soon as they
spot the characters, A character who succeeds on s
DC 16 ij (A ) check recognizes the
monsters as slaadi, denizens of the plane of Limba.

Hidden in the shadows south of the chagm is the
mutated draconian Virruea (see below) He doesn’t
attack until somecone tries to cross the chasm,

Chasm and Bridges. The chasm deops 70 feet to
an uneven stone floor below. A creature tha falls
into the chasm takes 24 (7d6) bludgeoning damage,

The bridges crossing the chasm look treacherous
twr are stable: If Virriza hits a ereature on a beidge
with his Hurl Flame attsch. the bridge begins to
smalder, igniting at the beginning of his next wrn,
Affter a bridge ignites, a creature that enters the
bridge for the first time on a turn or ssarts its fam
there must succeed on a DC 14 Dexrerity saving
throw or take 3 (1d6) fire damagge. A bridge falls into
the chasm 3 rounds after it igniles.

el ing Shard and ds ona DC18 Ineelli-
genee (Arcanaj check determines the gem's magic
e eoTrupd ereatures and tuen them into slaadi.
A creature that touches the gem must succeed
ona DC 13 Constitution saying throw or become
infected with a dissase called chaos phage. While
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Infiected, the rarger can't regain hit points, and

= hit peint maximam is reduced by 10 (3d6) ev
cry 24 hours unless the arget is cured by magic
such as the lesser restoracion spell, 1T the disease
reduces the mrget's hit point maximum to O, the
targed instantly transforms into a red slaad o, i
has the ability to cast spells of 3rd level or higher,
& green slaad, Only a wish spell can reverse the
transformation.

Treaswre. Virruis carvies s pooch containing 900
£pwaorth of sonmagical arange gemstones—they
aren’t related to the Spawning Shard. though they
look similar, He also carries o +1 wasnd of the war
mage he has forgotren how 1o use,

Characters who search the south side of the
chamber find Virruza's personal notes on scattered
picces of parchment. A charscter who spends ten
minutes reading them learns the following details:
» Virruza was following orders from a Dragon Army

eommander named Belephaion.

» His mission was w i igate the e

THE DOOM ED I MAUSOLEUM

In addalmn e being @ symbol of peace bﬁween
Silvanesti and [star, the (ower of Wakenreth served
‘asacrypt for the ehves wha lived in Onyari—though
it saw little use before the city's destruction. When
Ohyari began its slow Gall across the skies of the
Narthern Wastes, the monalith broke from its foun-
dations, toppling toward the ground far from where
the rest of the city Mntualty traahcd As the strisc-
ture fell, Ly invaked
the tower's magic in Ibopcs of transporting it 1o the
Feywild. However. the magic of the displaced tower
weent awry and partially transported the tower to the
Shadowiell. Though this helped Wakenreth survive,
the portal within the tower has corrupted the spirits
of those who rested within and trapped the site in a
state of perpetual dissolugion,

APPROACHING WAKENRETH
.-\.q the characters near the ruined tower, read the

ereating stone unearthed here,

» He was optimistic he could use the stone's magic
toereate a disease to tuen people into draconians,

= Virruza notes that exposure to what he calls the
“Spawning Shard” has begun to change him.

+ After this. the notes grow sloppy and nonsensical.

LEavING THE FORTRESS

Onee the characters have investigated area DS —and
potentially claimed Vieruza's notes —they have all
the information about this site Dalamar requires,

If the characters want 10 seal the entrance to the
Sumward Fartress or otherwise bury the Spawning
Shard, the equipment left around the ruins allows
them to collapse the ramp leading to area D1 with
faur hours of effort. Destructive magic hastens
this work.

E: WAKENRETH

The funerary obelisk of Wakenreth— House of
Silence” in Elvish--was constructed by Silvanessi
elves in the Tstarian city of Onyari shortly before the
ity took Aight. The tower served as an emblem of
peace between the people of Istar and Silvanesti.
However, as with all of Onyari, Wakenveth met 2
tragic end, and it's now haunted by the spirits it used
10 keep safe. Dalamar is unaware Wakenroth was
onee part of the City of Last Names—he knows anly
that Silvanesi writings speak of 1 magical tower
rising from the wasteland.
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Ahead, a pale: stone tower futs from th ored
fandscape. Carved wth the kens

the dpper levals. deteriarate. Rather than falling, the
cnlﬂ\ulng.slmg Iunphﬂ-wir lh:!mﬁ disinte-

ths tower's base hangs ajar.

Exposure 1o Shadowlell magic has cauaed the up-
per levels of Wakenreth to deteriorate. Caught be.
tween that plane and the Material Plane, the ruinis
locked in a perpeteal stare of frozen dissolution. Al-
though the upper levels are crumbiling, the shattered
stone walls are still bound tightly encugh o prevent
creatires from slipping inside.

The ancient door here opens into area E1.

WAKENRETH FEATURES
The mystical tower has the following features:

Ceilings. Wakenreth's ceilings are 20 feet high.

Doors. All doors are made of rusty fron. They are
unlocked and open easily, though noisily,

Lighting, Arcas E1 and E2 are brighely lit by con-
rintal fame spells caston wall sconces. In areas
E3 and E4, these glowing sconces are afecied by
Shadowlell magie that causes them to produce
anly dim light and shine with an esrie green ghow,
Aren ES s dimly lit by o gloomy gray sky,




WAKENRETH LOCATIONS

The following lbocations are keyed 1o map 5
for area ES, which s unmapped.

ElL: FirsT LEVEL

This rownd chamber s illuminated by white flames
flickering in magical sconces on the walls. n the
raam's center stands 3 glearming absidian statue of
& solemn #f warrion Around the statue’s pedestal,
hundreds of silver cains lie seatterad in the dust, Be-
ond, 3 stalrcase ascends, curving slang the tower's
narth wall. Y

If a character examines the coins or statue, have
them make a DC 14 Intelligence (History) check.
Silvanest elves have advantage on this check, On a
sureessful check, the character revognizes that the
atatue i5 o giardian commaon 1o Silvanesti burial
sltes and that the silver coins represent souls shin-
ing as starsin the night sky. The character alsa
knows Sitvanesti tradition dictates each visitor mus:
Jeave a silver coin on the statue’s pedesal.

Carsed, A character who proceeds up the staics
without leaving a eoin on the ped,
a coin from the room hecomes cursed for as long
as they remain within the tower or until the curse is
removed by a remove curse apell or similar magic.
While cursed, the character has disadvantage on all
ahility checks and saving throws.

Stairs. The stairs here'elimh up to arca B2

Treasure. There are 431 silver coins in this reom.
which a character can collect by spending ten min-
utes, However, o character who remeoves a coin from
this room becomes cursed as noted above.

E2: Seconn LevEL

Heaps of rubble tiave falten from this chamber's
partiatly collzpsed ceiling: The raom holds twe stene
erypts, while the walls are sculpted with empty burial
niches & doar stands to the southeast. Scances on
the walls shed light tinged a feint grean,

The characters draw the attention of two hostile
wraiths that lurk inside the crypis here. Onee esch
wraith is defeated, it urns into an ineorporeal ef
ven spirit, One spirit quickly fades away, while the
other—a woman with light-gray bair and pale eyes
foats through the ceiling and out of sight.

Mam 5 &

WasENTE T
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Stairs and Ceiling. The door here Jeads 10 stairs
once used to access area E3. However, the stairs
are hlocked by rubble that would take hours to clear,
The hale in the ceiling 20 fect above is the fassest
way to access arca E3;

E4: Fourrs LeveL

‘rhe oot opens into a room Ihitimursh a shl]psr

Treasure. The two crypts each hold a desi 1
elven body, One body wears a claak of profecrion,
while the ather wears the nonmagical white robes of
a Mage of High Sorcery.

E3: THiep Lever

If the characters defeated the wraiths in the prev-
ous level, the clf spirit is here.

Regretful Spiriv. The woman's spirit repeatedty
tries to pick op a sword from the remains on the
floor, failing every time. She doesn't notice the char

~acters until she's addressed directly, at which poini

she shares the following information in a distant.
hallow voice:

« Her name is Jentida. She was a guard in a
Silvancsti delegation seat 1o the lstarian city
of Onyari,

+ She doesn't know what the Ciry of Lost Names is
{as she's umaware ODnyari was later called that).

» She has no memory of how she got here, but she
Feels perpetually angry—and it fecks like her anger
is being fueled by snmething higher in this tower,

+ She asks if the characters know her sister Tenad-
ria, an elf diplamat who disappeared from the del-
egition, There's no way the charaeters ean know
“Tenadria, but her remains sppear in chapter 7,

After conversing with the characters, Jentida
fades away.

Stairs. The stairs leading dovn are blocked by
rubble. The stairs leading up have a door at the op,
which opens o area E4,

Treasure. The sword the spirit was trying o pick

The darkness beyond this reom’s broken walls is
only an illusion. This room stands at the top of the
tower, ot in an exicaplanar space,

Portal, The archway was created to connect the
tower with a friendly realm within the Feywild,
When Wakenreth wppled from Onyari, though, its
magicwas disrupted, Now the portal connects to
the: Shadowfell.

A character who inspects the portal and succeeds
ona DC 14 Intelli (Arcana) check e
the geulpied dragon heads as those of green drag:
ons, while the runes relate to the natural magic of
the Feywild. They also notice the runes can rotate,
likely as a means of controlling the portal, but their
funetion is unclear, A character who attempts to
adjust the runes without instructions from Yeriel in
arca ES must make the saving throw detailed in the
"Hestoring the Tower™ section, and they can't close
the portal yet.

A creature that steps through the poreal appears
in arca E5 fan endless expanse not depicted on map
5.4 If no character sieps through the portal, Verigl
(e area ES) appears amid the mist in the arch and
converses with the characters:

Ef: SHADOWFELL EXPANSE

amvt'-ﬂu stone archway you just pnadmunb.

Once the characters enter the portal, they're in the:

upis @ dancing & 1. In addition, i
who search the remains in this reom find six onyx
gemstones worth 200 gp each,
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baadowlell, and they can see the door behind them
shining like a beacon of light. Characters can frecly
pass back and forth through the portal hetween
area E4 and ES, and they can speak through its
mist to crestures in the other area,




Verdel, An elf spirit appears and greets the char-
acters, i ing himself as Veriel (lawful neutral
ghost). Wakenreth's caretaker. He explains to the
characters what happened w the tower (detailed
i “The Doomed Mausaleum” at the beginning of
the “E: Wakenreth® section). He knows nothing
about the City of Lost Names or fis locaton (as he's
unaware Onyarh was later called thar). Verlel asks
for the: party's hielp in severing the link between
Wakenreth snd the Shadowfell. a feat that can be
accomplished only from the other side of the portal.
His time speat in the Shadowlell has linked him o
this plane, and he can't pass through the portal,

Undead Beast. As Veriel relays this information,
an anhkolox (see appendix B) climbs into view from
the tower's edge, drawn by the activity here. Hungry
for the characters’ life casence, the creature sttacks.
It ignores Veriel, who stays out of the fight.

The Shadowfell. The Shadowfell is derailed in
the Dungeon Misier's Guide. Any exploration of the
plane beyond the portal's immediste dcinity is be-
yond the scope of this adventure,

REsTORING THE TOWER

Afier the anhkolox is ated, Verlel continues his
explanation, To cut Wakenreth off from the Shad
owfell, the runes on the portal in area E4 must be
restored to their intended order, which Veriel shares
with them,

The runes on the portal can be adjusted only in
area E4. The process takes five minutes and re-
quires a character to make a DC 14 Constitution
saving throw as Shadowfell energies tug at their life
assence, On afailed check, the character takes 17
(3d6) necrotic damage and gains 1 lovel of exhaus-
tion, then the portal cloges. On a successful check,
the portal closes without harming the characeer.
Either way, the partal’s connection with the Shad-
awfell is severed,

Once Wakenreth is cut off fram the Shadowfell,
the superoamral darkness in arca Ed fades, the
torch seonces throughout the structure shed brighs
light, and the walls are restored,

CONFERRING WITH DALAMAR

As the charac: cave Wakenreth, Dalamar arrives
at the ruin, Whether the characiers were successiul
inrestoring the monalith or whether they simply
share what they've discovered. the mage is pleased
with their findings.

Once the rower is cut off fram the Shadowfell and
deared of threats, Dalamar takes an hour to investi-
gate the portal, Afier doing so, he relates the follow-
ing information:

+ Wakenreth was clearly built elscwhere and
somehow fell here. He believes he can use the

portal’s magic 1o pinpoint whers Wakenreth origi-
nally stood.

= Tode so, Dakamar must research the magical bey

lines underpinning the region sl how they're in.

Auenced by other sources of magic,

If the characters haven't done so already, he en-

eourages them o inveatigate the Blue Phoenix

Shrine and the Sunward Fortress —two sources of

unique magic in the region.

= Once he knows more about the nature of these.
places and what magic lingers there, he believes
he can use Wakenreth's magic 10 disever the fo-
cation of the tower's foundations,

« This should provide him with the general location
af the City of Lost Names.

Onee the characters learn {if they haven't already)
that the Blue Fhoenix Shrine is a holy place of

the god Habbukauk and thai the Sunward Fortress
habds the slaadi Spawning Shard, Dalamar needs
24 hours to evaluste that information and compleie
his research. Afterward, he directs the characters
ek mesn at the northern edge of the wastes called
the Giant's Spine (area K on map 5.1), where he be-
tieves they'll find the City of Lost Names.

A SECOND QUEST

e the location of the City of Lost Names is re-
veabed, Dalamar is willing to conclude his business
with the characters, However, during his rescarch
using the portal here. he's discovered a powerful
souree of magic W the north. He asks the characters
ter eseort him there, not knowing the location is
Diread Wolf Cove {area | on map 510, If they do. he
praomizes o reward them with whatever they fnd
there and a future fvor.

F: BLuEMAw CAvE

Bhuemaw Cave, an abandoned dragon’s lair, owes its
bl hue to dts high concentration of blue sall crys-
tals, The characters might stumble across Bluemaw
Cave or learn about it from the “Heart's Hollow
Duests™ section.

NoT-QUITE-ABANDONED LAIR

The cave was carved by a blue dragon that aban-
doned it long ago. It now houses a family of dwarves
who were captured in the south by the Dragon Army
bt hiawe since escaped. They claimed the cave as a
heme away from the war,

In & stroke of terrible luck for the dwarves, the
Dragon Army leader Belephalon recently identified
the place as a possible dragon's Tair and sent draco-
nians to invesigate,
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A rriassive-cave apensin the cliff ahead, Enormaus
sapphire-blue crystals line the cave's mouth,

Girasha recently finished a pit trap just inside the
moth of the cave. She has been hiding all d
crevasse near the wop of the cave's mouth, waiting o
see if any draconians fall into it.

Pit Trap. The pit trap is concealed beneath rocky
gravel thar Blends with the surrounding ground.
Az chatacter approaches the entrance. they must
makea B 15 Intelligence {Investigation) check.
Onca failed check, the characier falls 20 feet into
the pit, taking 2d6 biudgeoning damage from the
fall and 2d10 piercing damage from the spikes at
the: bettom,

ina

Whether the trep is triggered or not, Grasha hears
v approaching, and after confirming
W't draconians, she comes out of hiding:

thee o
they are
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Grasaa Micaw
“The leader of = dwarfl family and an enthusiast of
gromish engineering, Grasha wears patchwork kil
clothing and ber hair ina bong braid. Grasha is an
accomplished imventor who's fascinated by the rae
minerals she's found around Bluemaw Cave,
Personality Trait. "I heing a mother's taught nwe
anything, it's the importance of [mprovisation,”
Tedeal “The best ideas are effective but also a lit-
the flashy.”
Bond. “I'll protect my family—their wday and
thedr tomerrow.”
Flaw. “Dangerous? My plans aren't dangerous—
you just need to know where o stand.”

AN Honest MisTAke
When Grasha approaches the characters, she sl
threatening. Unless the characters are hostile, she
deeply apologizes and helps anyone who fell into the
trap. Grasha warns against gotng into the cave, as
it's erpwling with monsters and draconians.

She explains that she and her clan came here
after being caprured by the Dragon Army. She
» charagters not to linger near the

i, lest they dreow the attention of foes
within. Grasha suggesis guiding the characters a
safe spot where they can meet the rest of her clan.
but she warns the way might be uncomfortable fos
larger folk.

THE M1cAN CLAN

If the: characters agree to go with Grashes, she leads
them 1o & small passage near the cave’s ontrance.
Medium creatures must squeeze through the cave’s
narcow tunnels, and Lirge creatures won't Al

After about 10 minutes of following Grashe's me-
andering path through the caverns, the characters
finally arrive ar the dwarves” cramped hideout
Other than Grasha, seven other dwarves are pres-
ent: Reka: Blem, Grap, Lop, Oske, Trop, and Yula.
Reka, Grasha's wife, steps forward to gently scold
Grasha (in Dwarven) and question who the chame
ters are {in Commaon.

MEETING THE DWARVES

Grasha has already decided the characiers aee the
sokution o the Bmily's draconian problem. Red
distrusts strangers and is skeptical of the charac
ters, but she wants the draconians to leave so the
elan can reclaim the cave. If the characters are will-
ing 1o help, Reka gives Grasha her blessing to lead
them to the bair.

IFthe characters are hesitant 1o help the dwarves,
Girasha emphasizes that the draconians have been
retrleving enormous amounts of treasure feom an
abandaned dragon's lair in the depths of the cave.

-



PREPARING FOR THE Maw

If the characters agree to help the dwarves, Gra-
‘sha casually adds that, in addition to the draco-
nians, they might have o deal with monsters she
walls “fang worms” Grasha doesn't know i, but
the creatures are gricks agitated by the draconi-
ans’ presence,

Into THE CAvE

Onee the characters are ready, Grasha takes them
1o the entrance of Bluemaw Cave. Grasha won't

go beyond the cave’s entrance, but she assures the
characters she'll rearm the pit trap at the cave's
mouth to ward off intruders.

Bruemaw CavE FEATURES -

The cave is carved from igneous rock. 11 entrance
sports a cavernous 40-foot-high ceiling, and lis
tower chamber opens 1o the surface above. The lair
also has the following features:

Blue Crystals. Glowing blue sali erystals line the
cave's walls, most densely in area F1. Each 5-foot
cube of crystal has AC 11, 15 hit peints. immunity
to poison and psychic damage. and vulnerahility
1w thunder damage. The erysrals are highly con-
duitive to lightning energy, which a character can

b ine with a ful DC 13 Itellig
(Arcana or Nature) check. If & crystal is dealt light-
ning damage, it explodes in a dozzling blast, deal-

Mk 530 BLugsian Cave

angg T {2d6) lightning damage to creatures within The draconians in aréa F3 have heard other

10 fieet of it draconians slaying gricks around the cave, so they
Lighting. Crystats fill the upper level of the cave ignare the sound of fighting above.

with dimn light. The lower level opens to the

surface, allowing natural bright light in during F2: DesceNDING CLIFFS

the daytime.

BLuEMAW CAVE | OCATIONS Thi e deseents in & Seried et clffs, each
g - ane pllriging farther than the last into thie depths,

The foflowing locations are keyed to map 5.5,

Fl: CrysTaL Cave Three cliffs drop to the lower chamber, The first
drops 30 feet. the second 400 feet, and the third 50
feet. Area F3 is visible from atop the last cliff

F3: Sanp P17

Trvestigation reveals the erystals fo be salt, though
they have special properiies (detailed in “Bloemaw
ECave Features” above). The desconians in area F3
can be heard faintly from here, grooting and growl-
ing at each other in Deaconic.

Grick Pack. The characters draw the attention of
a pack of seven gricks hiding in eracks in the walls.
They were riled up and ultimately scared off from
the lower chamber by the draconians. They attack
the first creature they sec,

This sand pit is where the dragon spent most of its
time. The markings on the walls are artistic render-
tngs of Draconic words, including the name "Nadir”™
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Draconians. A sivak draconian and five baaz
draconians occupy this room (see appendix B far
Tioth stat blecks), The baaz draconians deiag trea-
sure from the sand pit, placing it into sacks the sivak
draconian can fly out through the cavern’s open
top. [f a draconian spots the characters, they attack
while shouting 1o alert the athers.

Quricksand. Much of the sandy lair contains 15
fest of quicksand (see map 5.2), which the draconi-
ans arc already aware of. A character who prods the.
foor or searches for hizards discerns the pit's dan-
gers with 4 suecessful DC 13 Wisdom (Perception)
check. When a creature enters quicksand. it sinks 3
feet into the pit and becomes restrained. At the start
af each of the ereature’s farns, it sinks 3 feetagain,
As long as the creature isn't completely submerged.
it can escape by using its action and succeeding on
aStrength check. The DC is 10 plus the numbser of
feet the ereatiire has sunk, A creature that is com-
phetely sulimerged can't breathe.

Accreature can pull another creature within its
reach from the quicksand by using its action and
succeeding on a Strength check, The DC is 3 plus
the number of feet the target creature has sunk.

Grick Alpha. [f combat breaks out, a grick alpha
and two geicks thar were dozing in the sand emerge
m a r.mdnm space adjacent to the quicksand. They

Iy attack any in the room,

Treasure. The draconians have removed much of
the hoard’s treasure, but some remains in the sacks
here and hidden beneath the sand, The draconians
have gathered T00 gp in their sacks, Searching for
and safely extracting what remains rakes approxi-
mately six hours. unless the characters use magical
means to meve the sand, in which case the time can
be reduced at your discretion, The remaining hoard
includes 1,200 cp, 8.006'sp, 2.300 gp. 60 pp, rwelve
assorted gems worth 50 g each, an ornate chalice
worth 1000 gp, and a pair of boots of fevitation,

Victory!

I the characters meet Kennah in Camp Carrion-
clay or Rane in the Sunward Fortress, they might
seek Heart's Hollow themselves, Otherwise, use
the in the f ing section wh you
please. Make sure the r.'harucuxs meet Clystran, as
he plays a rale in later chapters.

Tue Dracon HuNTER

As characters near Heart's Ho]lmn far nhemr
s wish o introduee Clystran), the Wash rises in
the region. The character with the highest passive
Wiadorm {Perception) scare hears energetic corstg
ahead. Read or paraphrase the following text:

‘Water rushes into the camyon ahead, rising swiftly.

The sudden flacding has spurred creatures to seek

h@ergmund—m:hndiw- human in risgged [eathers
pidly i fithe chasm, pursued by

-m-ml Iwra-sluﬂ apdem

Clystran {neutral good, human scouf) is being.
pursued by five giant spiders as the canyon Roods
(see: “The Wash” earlier in this chapter). You decide
whiether the characters are in the canyon as well
or ghove it The glant apiders turn their attention
toward the characters iFatticked, and they Aee il
three or more spiders are killed.

After the spiders are defeated, Clystran proves
friendly—and tremendously excited 1o meet strang-
ers in the Northern Wastes,

CLYSTRAN

Clystran has lived his entire life in the Northern
Wastes and considers himself an expert on the re-
gion, He knows dozens of inferesting hollows and
rock formations around High Hunt, the platean
that Heart's Hollow occupies. He can share any of
the Iocal names for Northern Wastes regions, like
i Warmpl au:d “Criant’s Spine.” shown on map 5.1

Onee the draconiins are dealt with, Grashs thanks
the characters for their belp. The dwarves start
miwing back into the cave and ofter o feed and shel-
ter the characters for as long as they like.

G: HEarT's HoLLow

Heart's Hollow is a small bait thriving conmmunity
ot a few hundred people living in the walls of a deep
crater. Noone in the village knows the community
grew from the lair of Nezeah, a bronze dragon who
hias lived in hiding in the region for centuries. The
first residents of Heart's Hollow were wanderers:
she rescued while disguised in human form. Over
time. others lost in the Northern Wastes joined the
cnmimunity and carved d tgs into the caverns
walks, gradually creating a unique hidden village.
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He al L himself an expert an the fauna of
the Northern Wastes and takes a particolar inier-
eat in the region’s wasteland dragonnels. Clystran
claima he saw an actual deagon in his youth, leading
o a lifelong scarch of the wastes for where such ehy.
sive creatures hide. No one in Heart's Hollow takes
his story or lifelong hunt seriousty, though.

Personality Trait. "1 know all there is 1o know
about the Northern Wasees, except where the
dragons live."

Ideal. “I'll become the best explorer in
the wastes.”

Band. “Both the Northern Wastes and Heart's
Hollow are my home. I'm loyal to hoth.”

Flaw. “1 can probably squecze down that hole—
there might be a dragon’s lair inside!™




TALKING WITH CLYSTRAN

Bolong as the charadtors aren't hostile w Clystran,
B wants to know all about them. Use the following
tapics o guide the conversation with him:

« Clystran wants to know where the characters
came from and—if the Kalaman forces are
nearby—why their whole village is with them,

s+ He doesn't know about the Red Dragon Army in
the region, but he has seen strange dragonnels
with people riding them, and he's fascinated.

» He's happy to point the characters toward many
landmarks in the Northern Wastes {see "Heart's
Hodlow Quests” for suggestions),

« Clystran scavenges for his community, looking for
anything useful the Wash brings in,

+ He offers o take the characters w Heart's Hollow:
he's headed there now. However, he'd prefer their
whode army not come as well,

Heart's HoLLow LocaTions

Most structures in Heart's Hollow are carved out
of the wall of a deep crarer. Patchwork fabries scav
enged from the wastes decorate each home,
lanterns hang in every window, Detail the unique
community of Heart's Hallow however you please,
including the following locations and landmarks (ap-
pearing on map 5.6);

and

Breakwater Landing, Breakwater Landing serves
a5 the town square and bartering place. A slate
calumn marked with chalk serves as a community
message hoard

End's Odds. Run by Grandis “End” Pike (neutral
goed, hill dwarf commoner), End's Chdds sells
“slightly used” gnods and equipment found in
Lhe wastes.

The Fort. Secrecy is Heart's Hollow's greatest
defense, but the wwn also maintains the Fort a
communal warehopse andarmory. Should danger
arise, the locals arm themselves here,

Lavender’s. Lavender Jalls {lawful neatral, human
mage}is o renegade wizard who hasn't tsken the
Test ol High Soreery. He specializes in casting
telpful cantrips and brewing alchemical tinctures.

The Mosaic. Spiraling through Heart's Hollow is
the Mossic, a sloped parhway lined with colorful
siomes. Every person whe visits the village is in.
wited o add @ stone to the path, symbolizing the
beautiful mark they leave on the community.

Salt Lick, The Salt Lick is a popular tavern sus-
pended over open air by a web of sturdy cords.
MNess (gee “Nezrah™ below) can often be found here
at a table jokingly called “the Mayor's Office.”

Heart's HoLLow RESIDENTS

The lively pecple of Hearr's Hollow are mainly hu-
mans, hill dwarves, and kender. Most feed they were
given a second lease on lif when they were rescued
[roam the wastes or found their way here, Nesrah's
desire to keep her community a secret from other
dragoss has rubbed off on the residen il they
are wary of strangens. However, once someone
proves they eare for the community’s needs a5 much
as their own, locals welcome them for life,

NEZRAH

The secretive dragon Nezrah (neutral good adult
bronze dragon) gocs by the name MNess, She uses
her magie to disguise hersedf s 5 middle-aged hu-
ran wormin, and no one knows she's adengon.
Mezrah hes made it her life's mission to build and
oibeet Heart's Hollow, Over a hundred years ago,
she came to the Morthern Wasies seeking cloiches
of good dragon eggs hidden in the reglon, but she
has't feund any yer. Although she focuses on pro-
tecting the people of Heart’s Hollow, she still hopes
1o find dragon egos in the wastes one day.
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Mar 5K FrasT's Hotoow

HEearT's HOLLOW QUESTS

Heart's Hollow serves as a safe place for the
chara i rest and resupply in the Northern
Wastes. The Jocals also know much about the re-
gion. I the characters have missed any important
il fon during their thiey might
learn it from Clystran, Ness, or another resident of
Heart's Holiow.

The people of Heart's Hollow don't know where
City of Lost Names is and have avoided the
agun They know the location of the Blue

Phoenix Shrine. Sunward Fortress. and Wakenreth.

They're also curicus about other locations in the
wasies and might ask for the characters” help—aee
the locations below.

Bruemaw Cave EXPLORATION

A gronp of have heard of Cave
{location F on map 5.1}, &n out-of-the-way cavern
where they've spotted dwarves fving. They'd like o
meet the dwarves and perhaps establish a friendly
rapport. If the threats in the cave have not yet heen
defeated, the scavengers encourage the characters
o clear them out, but they won't participate in com
bt themnselves.
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CarmioncLay Discovery

No one in Heart's Hollow knows about Camp
Carrionclay {location | on map 5.13. However, if the
characters recover the deagon egg there and return
o Heart's Hollow, Ness urgently seeks them out,
She pleads for the cgg. swearing fo keep it safe.
She'll even reveal her true nature to the characters
if she needs 10 convince them she'll be a worthy
guardian, but she won't threaten or harm them,

If the characters agree to give her the egg, she re-
wards them with 8 suil of bronze dragon scale maif
made from Ber own scales. She won't interfere in
the conflict with the Dragon Army, though,

DracoNNEL FEEDING

Clyseran frequently kes dried meat w a flighe of
dragoanels he's been watching for years, However,
he hasn't been able to visit for months and would
filke the characters” help delivering several packs
of foed to bis dragonnel friends. Their den is at
bacation H on map 5.1, [f the characters help him,
Clystran will wark for the characters as a scout (see
“Heart's Hollow Scouts”).

Heart's HoLLOW ScouTs
The characters might canvinee residents of Hearts

Haollow to aid them in their travels. [ they do, the
characters gain the following benefits:

Clystran the Guide. If Clysirean gul the clarae-
ters in the Northern Wastes, the characters cin i
nore difficult terrain during travel, allowing them
o cover double the distance listed on the Northera
Wastes Land Travel tabile earlier in this chapter,
While with the characters, Cl an avedds combat
and most dangerous sitations.

gers as Guides, A group of o
might temporarily join Darrert and his troops.
These guides scout for the Kalaman forces
through the Northern Wastes, allowing them ta
meove at g normal pace of 12 miles {2 hexes on
map 5.1) per day,

H: DRAGONNEL SPIRE

Twelve {eee i 1) bair
atop this rock ormation, which Inoks ke s dragon.
Formations like this ire common in the wastes, as il
the spirits of the dragons killed during Onyari’s fall
reshaped the land.

The d 15 avoid the cl unless
Clystran is with them. Clystran respectlully lays out
the dried meat he brought for the dragonnels and
watches ihem from a distance. After an hour, he's
ready to return home. his errand complete.




I: CAMP CARRIONCLAY

The Red Dragon Army established this outpost to
serve as a waypoint for its supply lines as it travels
across the Northern Wastes.

Characters might visit this location to rescuc the
sea elves they learn were captured in the “C: Blue
Phoenix Shrine” section, Alternatively, if the charac.
ters are defeated by Dragon Army soldiers, they're
brought here as prisoners.

APPROACHING THE Ca

When the characters approach
read the following:

mp Carrinnclay,

head, the smells of rotting fish and burning flesh
thick inthe air A bfﬂii'édumpsi!elbbp clifis
Mwﬁwﬁeamrdi Hmddyﬂi Tarcsnim

D iget by e e,
mnmﬂshmemhmdm palnadu surrounds

CaMP CARRIONCLAY FEATURES
The camp has the following general features:

‘Walls. The 15-foot-high walls around the camp are
made from driftwood. Each 10-foot section has
AL 12, 340 his paints, and immanity te potson and
psychic damage.

Sentries, Three Dragon Army soldiers {see ap-
pendix B) keep wateh from the central iower
inarea [3.

Patrols. Two groups of soldiers patrol the camp.
each including 2 Dragon Army officer and five
Dragon Army soldiers (see appendix B for both
stat bincks), One group watches the bridge owside
the walls, and the other monitors the interior.

INFILTRATING THE CAMP

It's difficult to infiltrate Camp Carrionelay. Here are
some ways the characters might attempt to enter the
eamp unhindered:

Entering at Night. Most troops are asleep at
aight. except for those on the bridge and in the
watchtower.

Posing as Soldiers. Characters can attempt to gain
entrance by disguising themselves with magic or
the uniforms of soldiers they've defeated. See area
12 for how such an artempt might unfold,

Camp CARRIONCLAY LOCATIONS

The follewing locations are keyed o map 3.7,

11 WooDEN BRIDGE AND LAKE

A wagden bridge crosues the marshy [ake, which resks.
with decay, The bridge ends at the camp's gate,

‘When the Wash is low, the lake surrounding the
camp becomes a marsh filled with marine-animal
carcasses and swamp plants. making the arca
difficuls terrain, When the Wash is high, creatures
ean swim across the lake, but there s 50 percent
chanee they are attacked by a swarm of quippers,

12: MaIn ENTRANCE
& large, hastily made wooder gate Blocks access to

the eamp. The area is guarded by thres lmposing fig-
uires with twisted drawﬂ: featires.

The camp’s only gate is watched by a sivak draco-
nian and rwo baaz draconians (see appendix B for
both stat blorks).

Gaining Access. [f the characters disguise thenm-
selves as Dragon Army sobiliers, they can attempt
to deceive the draconians and enter the camp. The
guards ask in Draconic where the characters are
coming from. A character convinees the draconians
o let them through with a successful DC 16 Cha-
risma { Deception) check, made with disadvantage it
the character doesn’t speak Draconic.

I3: WATCHTOWER
The bare wooden beams of the camp's central watch- -

tower support & makeshift plafarm with just enough
mnmﬂm!qw |nld-mu!! _'mhly

The watchtower is occupied by three Dragon Army
soldiers (see appendix B). Due to the high vantage
point, the soldiers’ passive Wisdom (Perception)
score is 19,

Sported. 1f a sentry atop the watchtower spots
suspicions individuals—swch as those not wearing
Diragon Army uniforms—they blow a horn to alert
the patrobs and gate guards in area 12,

I4: PrisoNER CAGES
Faur dilapidated ran prison pens hold prisoners of

e Dragon Army. Bleadstains spattet the ground be-
neath and sround th cages:
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The draconians keep prisoners in these cage:
the characters are captured, they're imprisoned ina
cage with Kennah, The cages are guarded by three
baaz draconians (sce appendix ) and Urta. 2 hob-
goblin captain who serves as jailer.

Cages. These cages are 1ot cubes made of
irn and lacked with padlocks, Opening a lock re-
guires the key held by Urta or a suceessful DC 17
Dexterity check using thieves” toals. A character
Inside a cage has disadvantage on this cheek.

Sea Efves. Two cages confine three Dimernesti
st elves, members of a group seeking the Blue
Phoenix Shrine. Others in their group—including
their keader, Yearkal —were tahen to someplsce
called the Sunward Fortress. The sea elves know
this name but not where it is. However, they can
guide the party to the Bloe Phoenix Shrine.

Bulette. Dne caje holds a recently capitieed
bulette. t's hostile o everyone. [T freed, it goes on
a rampage, sttacking anyone and retreating into the
ground once reduced w 15 hit points or fewer,

Kennah, One cage houses Kennah, 4 kender
skirmisher (sce appendix B) with 1 it point and no
weapons, Kennah is from Heart's Hollow and was
caprured while scavenging the wastes: If freed. Ken-
mah can iake the characters fo her settlement.

15; Zirgoxr's Hut
Thics o argei thism the dthisrs i the campi IS

made of hides siretched over 2 woaden frame, with

dinng fram ih around it

.

This hut belongs 1o Fewmaster Zirrok, the hobgob-
lin warlord in charge of the camp. Zirrok rarely
besves e The bt is guarded by two sivak draconi-
ans (see appendix B), Inside is a cot, o desk, and an
ornate chest,

Desk. The desk is covered in Dragon Army re-
ports, & character who searches the desk finds let-
ters from a commander named Belephaion talking
about xeavating the Sunward Fortress.

Ornate Chest, Opening this chest requines either
the: key held by Fewmaster Zirrok or a successiul
X 20 Dexterity check using thieves” toals, The
chest holds a bronze dragon egg, which will soon
be claimed by an envoy of the evil cleric Belephalon
(3ee “Wings of Death”) If the characters give the
egg 1o Nexzrah (sce “Heart's Hollow Quests”), she
rewards them.

Treasure. The desk holds two pations of greaner
Jieatting aned a pouch containing 300 gp.

WinGs oF DEaTH

Flapping wings sound above as:a hulking creature
with black scales descends, waring as it lands atop
the watchtowes:

The creature is Akhviri, an adult black dragon
tasked with retrieving the dragon egg for Bele-
phaion. If the characters haven't left evidence of
their precence, Akhvird waits for Fewmaster Zirrok
0 bring the chest from his tem w the watchiower.

True 0 Krynn, chromatic and metatlic
dragons are considered creatures of legend, and
Akhviri is likely the first dragon the characiers hsw

1. Ct wha haven't
dragons before have disadvantage on saving throws
againat her Frightful Presence aetion.

D ing Akhviri's A farn. ] miust
sucoeed on a DC 21 group Dexterity (Stealth] check
o avoid Akhvir's notice, If something is visibly
amiss at the camp (such as dead soldiers or signs of
Butrle], the D for this check ines
viri spots the ch and th
she growls in Comman from the rower:

pitiful &

The following event aceurs once the. TE-
cover the bronee dragon egg or prepare o leave the
carnp. Read or paraphease the following:
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lurking in Gur domain with anéy jaur
wretched fives to offer. 1shall melt you to the bonel™




At this point in the adventure. the characiers aren’ |

prepared to fight Akhvirt and should be
1o fiee. The dragon is proud and hefieves the ad.
venturers are beneath her, so rather than pursoing
them, she uses her Avid Breath once, then calls for
any Dragon Army troops rematiing in the camp o
pursue the charactess. Akviri doesn't follow the
characters beyomd the camp.

J: DrREAD WoLF CovE
After the characters conclude their business at Wak
enreth, Dalamar requests they escort him here,

Drread Wall Cove is usually an unassuming in-

Tt along the const. However, the cove is lightly
whscured by fog that billows from a nearby cave,
ITthe characters enter, they encounter a wollike
anhkolox {(see appendix B). Should the characters
battle the monster. Datamar (peutral eff mage)
aieks them.

Shard of Darkness. Onee the anhbolox is de-
stroyed, a character who searches the cave finds the
source of the fog: o reunded piece of broken biack
glass, The fog ceases if the glass i wached, and it
clears a minute later. A delect magic spell reveals
the shird emanates an aura of enchantiment magic.
Acharacter who s o a DC 20 i
(Arcana) check realizes the glass is a remnant of o
destroved Orb of Dragonkind (detiled in the D
geon Master's Guide), The shattered, incomplete
artifact has no properties in its current stae,

Dalamar recognizes the shard imaediately but
pretends nol to. He hasn't decided whether he wants
it 1o il his people or for his own stodies, & char-
acter who succeeds on a DC 17 Wisdom (Insighty
check realizes Dalamar recognizes the shard, 1T
pressed, Dalamar reveals the shand's nature and his
intention o have it. Dalamar won't attack the char
aeters for the shand, but he will bargain for it now or
coneoct & way o steal it later. Dalamar's schemes
don’t have camifications for the rest of the adven
ture, and you can develop them as you please,

After discovering the shard. Dalamar parts ways
with the characters. returning to the elven encamp-
ment 1o plan s next move,

K. City oF Lost NAMES

The characters learn the Iocation of the City of Lost
Mames from Dalamar after completing the “E: Wak:
enreth” section. The charscters know the City of
Logt Names is the Red Dragon Army's destination.

Before they head there, they should consider inform-

ng Derrrent and thelr allies,

THE OccurED CITY

As the characters approach the City of Lost Names,
read the following texi:

The characters find the canvon leading to the Gity

of Lost Names blocked by Dragon Army troops, The

Diragon Army is an overwhelming theeat the char-

aters can't likely ship past, as Dragon Army mages

see through magical methods of infiltration and

dragonnel riders prevent any attempts o fy over.
The characters can learn more about the Dragon

Army by interrogating captured soldiers or slipping

into the camp. Doing so reveals the following:

= The canyon leads to the City of Lost Namies.

=+ There, the army's leaders —the mage Lohezer and
the priest Belephaion—seck an ancient weapon,

« They are accompanied by the terddfyving knight
Lord Soth and hundreds of other troops,

& Tlx, cau)\un wex thee city is blocked by o sump!e stone

remnant of a long- d peaple.
+ The walls surrounding the ruined city are riddled
with passages. One leads from the city o Wind's

Enel, a landding point for Drigon Army dragonnels,
Wind's End is the characters’ best shanee 10 aoeess
the City of Lost Names. Wind's End weems with
patrols of Dragon Army and Dragon
Army soldiers (see sppendix B for boith stas Blocks).
If the characters wint to sneak into Wind's End,
they'll need a significant distraction,

THE ALLIED ARMY

|f the characters reveal the location of the City of

Lost Names to Darretr, he's prepared 10 head there
I the ch please, If the of

haven't learned about the Dragon Army's camp yet,

Kalaman scouts can reconnoiter the area and bring

hack the information from the previous section.
Let the characters discuss methods of slipping

into the City of Lost Names with their allies. If the

characters don't bring these peints up themselves,

Darrert notes the following:

« The Dragon Army forces oumumber Kalaman's,
bt Kalaman has the clement of surprise:

« 1F Kalamae's forees attack the camp, Diragan
Army reinforcements from within the city can
reach them only through the narrow canyon,

« Anantack would draw forces away from Wind's
Evied ainel likely from the city.

= This would give the charscters the opportunity to
find the path into the city and strike at the Dragon
Army leaders there.
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rrett believes such an attack is their best strat-
egy. He recognizes it'll come at a cost to Kalaman's
forces. bt he doesn’t see ancdher choice that weall
allow the characters to strike o decisive blow.

ASSAULTING THE DRAGON ARMY
Darrert will aftack the Dragon Army. gi
char 5 the dist need 1o sneak {nimo
Wind's End, find the passage, and infiltrate the o
The adventure then proceeds in one of two way
With Mass Combat. IT you are using e Dragon
lance: Warrfors of Krynr game along with this
adventure, consult the “Warriors of Krynn: Sce-
febiar instead of runmning the “Attack on
pid's Eniel™ e

ing the
tien the

tiar.

W
Without Mass Combat, [f you aren't using the Drag:

anfance: Warriors of Krynn game, continue with
ihe “Artack on Wind's End™ section.

ATTAGK ON WIND's END

Darrett launches the attack on the Dragon Army
whenever the characters choose, When the charae-
ters are in position and rhe Kalaman forces attack
the Dragon Army camp, resd the following:

Ahzad bies the cutpost calied 'Wind's End, & ram-
shackle enciosie prossed against massiee clif walls,
Beside lt, & strip of land has-been cleared of rocks;

Right on cue, shouts 1ing out to the southwest,
auiekly follawed by grcke and alirm bolls. In the dis-
tance, the silvery armor of Kalaman's soidiers cuts 3
swath through the ungeepassd Dragon Army camp,

As chaos unfolds, most of the Dragan Army soldiers
stationed at Wind's End rish their drsganned mounts
Into the Git, |eaving the autpast vilnerable

ain hers with 4

ix B

Three Dragon Army officers r
Dragon Army dragonnel in o pen (see append
for both stat blocks), While the dragonnel &
the officers are distracted by the K
and are surprised when the
he =W s End Battles
notes elements of this battle, Soon after the chiarwe.
ters attack, dragonnels from the City
[i} Some might notice the characters
ing additional threats i

Enil Battle




o —— =
Warrionrs oF KRYNN: SCENARIO T
Darreat and the farces of Kilarman ladnch their stfack
on the Dragon Army. Thangs go well at first, but fate i
agaimst them, as an additional contingent of Dragon
Army franps arrives soon after the bastie beging. Read
to scenario 7 in Warriors

of Krpan, then play that scenario: it details the attark
on the Dragan Army forces at the walled canyon en-
trance to the City of Lost Namer and the characters’
sogreh for o secret path throsgh.

At the end of the scenario, proceed with chapter & as
the characiers infilirate the City of Lost Names,

I s

Winn's END BATTLEFIELD FEATURES

The barttlefield, depicted on map 5.8, has the follow.

ing tentures:

Crates. Numerous crates Be in and arcund the drag-
onnel pens. filled with water and dried meat for
the dragonnels.

Drmnnal Pens. Alarge cage encloses four spa-

| pens and-an equi arta: s
creilings are 15 feet high

Fray. The 15-foot-wide area marked by the design at
the edge of the map represents sress from which
danger might appear:

Winp's END BATTLEFIELD EVENTS

During each round of this encounter, roll on the
Wind's End Bartlefield Events table on initiative
eount 0. Alse consider rolling on the table if a char
acter enters the Fray or otherwise tries (o leave the
batticficld.

WiND's END BATTLEFIELD EVENTS

dio Event

1-4 A Dragon Army officer (sé= appendia B) on 2 drag:
onnel flies averhead, firinga heavy crossbow at the
character closest to the Fray. The stiack has'a +4
bonis to hit and deals 7 (1410 + 2) piercing dam-
age plus 5 (1410) fire damage on a hit.

57 A dragonnel roars and strafes the battlefisld,
throwing upa cloud of dust. For the nest raund,
the battlefield is heavily obscured,

£-9 Tuo Dragon Army soldiers (see appendix B arrive,
fippearing in unaccupled spaces adjacent to the
Fray near a rmndony player character,

10 Adead draponnel falls from the sky, crashing (na
10-fot ares centered on 2 random player charac:
ter wha isn't in the draganne! pens. Each creature
In the crash area must succeed on a OC 14 Dex-
terity saving throw or take 33 (6410) bludgeoning
darnage and ba knocked prone. I all characters are
in the dragennel pens, reroll en this table,

Mam 4. ferace an Winia's Eni

Passace e ©

I a cargo-stuffed aboove at lI:l- m~r|h end of the
dragonnel pens, several loose boards lean against
thie exposed cliff wall, The charscter with the
highest prasive Wisdom (Perception) score no
tices the gap behind these boards, The boards are
easily moved, revealing a S-footwide, S-foot-high
passage that winds into the cliff twoward the City of
T.oat Names.

NEXT STEPS

The: characters entering the passage in Wind's End
vontlsdes this chapter and makes a perfect cliff-
hanger. Asthe forces of Kalaman clash with the
Dreagon Army and the charsclers make their way
roward the City of Lost Names, they advance to 8th
bevel (if they haven't already done so).

The characters will discover what dangers lie
beyond this passage in chapter 6.
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CITY or LOST
NAMES

HE GOAL OF THE RED DRAGOX ARMY'S
invasian is not anly

ut silso shtaing

Aying hattle pl
Sath, who—follow
Quiten—seehs o v
from the draconic g
the characters'

amd foil them,

RUNNING THIS CHAPTER
This chapter begins asthe charanters venture
through a hidd s inlo the City of Lost
Mames, As they traverse this Path of Memories, they
encounter an ancient magic-user who tells them
much about the rouined eity and the broken dragar
fenee they discovered beneath Castle Kalaman
Ohnee the characters enter the City of Lost Names,
thiey find it parrolled by Dragon Army forces; After
exploring the city and learning of the army's goals,
arty’s guest leads the characters to the Thresh

i

old of the Heavens, where s-robed wizard
Lohezet and Belephaion. cleric of Takhisis, sock to
restore the magic of the city and raise it into the air
ORRCE TROTE

CHARACTER ADVANCEMENT

In ihis chapeer, level advancement is handled
as follows:

» Characters stare this chapter at Sth level, having
gained ] at the end of chapter 3
Thy e 10 9th level during their exploration
of the City of Lost Names—likely after reforging
the dragoniznce at the Tempie of Paladine,
After escaping the Threshold of the Heavens and
thee eity, they advance to 10th level.




o

HisTory ofF THE CITY

The tragic history af the City of Lost Names began
long Before the Cataclysm. The characters ru:ghl

PATH OF MEMORIES
As the characters beave Wind's End {detailed in
chapter 5), they follow ancient tunnels through the

learn parts of this history during their
QB PARTURE OF DRA_GQN’!;
Druring a confliet called the Third Dragon War,
many generations before the Cataclysm, the hero
Huma Dragonbane defeated Takhisis and prevented
her conguest of Krynn. When the Dragon Queen left
the world, her wicked dragon servants went with
her, To maintain the balance between good and evil,
mest of Krynn's metallic dragons agreed among
themselves to retreat tn hidden reaches of the world.

Centuries passe that time, the last kingpriess
rose o power in the fand of Lstar. This religions
leader dreamed of an carthly paradise—a pleasure
city o reward those he deemed righteous. The king-
priest and his servants created a great Aying island.
He: mamed this aerial city Onyard, the City Without
Sin, claiming it would be a place where he and his
worthiest fand wealthiest) subjeces might cast off
meortal weakness and live like the gods.

Bue the Kingpriest and his servants were loath to
reveal how they created their paradise, The city was
construcied on an ancient sacred site where, for
mlJImm:L dragons of Krynn had gone o die. The

1 the magical of the
dragons buried there, lifting the city into the sky.
FALL OF ONYARI
When the metallic dragons remai
learned the kingpriest had desecrated the resting
place of their deard, they were Turious, Though some
dragons urged a more moderate path, the gold
dragon Karavarix refuscd to hold back. He fed a
contingent of metallic dragons o the soaring city.
et an foreing it to Tamd. The god Paladine tasked
the Knight of Solamnia Zanas Sarlamir (see chap.
tor &) with peaceably ending the conflict between
the dragons and the kingpriest. However, Sarlamir’s
quest was a dismal failure, ultimately resulting in
the knight attacking and killing Karavarix, The
resulting battle between the dragons and Onyari's
people ended in Saclamir's death and the ciy's
ruin. The flying city fell apart across the Northern
Wastes, its bulk ultimately crashing in the hidden
depression where it lics now,

Mot willing to acknowledge his failuee, the king-
priest suppressed all records of Onyard, and those
who knew of the failed marvel refused to speak its
name., In the wake of the Cataclysm, those few who
remember Onyari at all know it only as the City of
Lost Nanes,
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cliffs sur the City of Lost Names, The tun-
nels eventually breach the ruined city's foundation
ani wind through substructures of the eastern dis-
trice. These tunnels and buried ruins are the Path of
Memories, and they are far from abandoned,

‘When you're ready to start this part of the adven-
ture, read the following:

The passage from Wind's End russ through sncient
stone, winding thraugh darkness alive with skittesing
Insects. After teavel\ng for hundreds o ul‘ﬁeet you pass

The change in the rock marlks the transition frem
the natural stone of the local cliffs to the fonndatinn
sione of the City of Lost Names, A character with
the S ing trait determines the passage
ahead formed naturally, but the surrounding rock
doesn't orginate in the Northern Wastes,

The tunned runs several hundred feet farther, then
reaches area M1

PATH FEATU RES

The: tunnels of the P«th of Mcmurlcﬂ: h:nr the fol:
lowing features:

Ceilings. The ceilings of both the nasural tusnels
and buried chambers are 10 feet high unbess oth.
erwise noted.

Floors and Walls. The characters can clearly tall
the difference between the natural tunnels and the
worked marble of ancient lstarian structures.

Slope. All the chambers tilt slightly down o the
soasthwest, due to the resting angie of the city's
eastern district.

Darkness. The tunnels are not illuminated. Aren
descriptions assume the characters have a light
source or other means of seeing in the dark.

Patn LocaTions
The following locations are keyed tomap 6.1,

MI1: HALL OF BETRAYAL

dhgon lm&nﬁm ﬁmdv?ﬁimns. and the corridar.
fills with furious, hissed words.




1 Pt AF MEmn

Wi

L¥ragion spirits haunt this ares. Thoy are illusory
manifestations that can't attack or be damaged. In
Draconic; they accuse the characters of irespassing,
calling them desecraters amd betrayers,

A character ean calm the spirits by assuring them
in Draconic of the party’s innocent ntentions. If the
spirits aren't immediately calmed, sach ereaturs in
Al hall on the round after the spirits manifest must
succeed on a 1DC 16 Wisdom saving throw or use
its action to make & meles anteck agains: o random
creature within reach, I no other creatures are
within reach, the creature does nothing this tum,

The spirits vanish | round after appearing. They
roappear after 24 hours il ereatures pass through
the tunnel again.

M2: FaLLen S8HOF

X Hh i =

nd this large
‘chamber, Though the cavem itself is natural, its cell-
1rjl1ut cved in—and with it, part of 3 Bu‘iﬁng has
allen inta the cavern, Inside the colapsed structure
e strewn wooden heads and decaying hats:

Astone golem hides under a pile of shatered wood
and feathery hats, Demelin (see area M%) created

the golem and ordered it o attack any creature that
tisturbs the ruined structure, Any characters who
near the ruin and have a passive Wisdom (Percep-
tion} scare of 16 or higher notice the galem,

M3: FLOODED PASSAGE

This chiamber transitions from natural stone to walis
and a floa: of worked marble blocks: The passage tits
dawn to the seuthwest, where 3 caruimsdapldia
drugan n H]IhL Falf the dr
in dark water, and the hallway beyond it 5 com-
pletely foaded,

The fooded hallway, which lesds to area MG, has
partially collapsed. Creatures of Medium size or
larger that attempt to swim through the tunnel
will fsve to sgqueeze through the rubshle. Creatures
that attempd to squeeze through must suceeed ona
DC 16 Strength (Athletics) check o progress, Ifa
ereature fails this check by 5 or more, it gets stuck,
is resirained, and risks drowning. A creature can
free iself or a creature within reach by using an
aetion to shift the rubble and succeeding on a [ 16
Strength (Athletics) check.
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M4: WiNE CELLAR

A struciure fram above has collapsed inte this cavern,
‘Smashed barrels, shelving; and'shards of colared
glass clutterthe chambe, ircase that-ance led up
tothe east s blocked by rubble.

The ruined remnants of a wine cellar 4ill this cham-
ber: A character who investigates the glass finds i
comes from doens m‘:.rnnl shaped wine bottles.

Act ds on a DC 16

{ et heck locates 2d4 unbro-
ken baottles: The blue wine within is spoiled, and a
creature that drinks i is poisoned for 1 hour, but the
intaet Istarian bottles are worth 200 gp each wa
collector,

M5: BoNE GAUNTLET

Enormous reptilian benes jut from the walls of this

natural corridor, A churacter who examines the

bones and suceeeds on & DC 14 Intelligence (Ar-

cana) check determines these are dragon bones.
When acharacter makes it halfway down the cor

ridor, rend or paraphrase the following:

The turnel fllswith the sound of mttling as the sanes
i the walls begin ta mave, ssme |ashing toward you.
‘Chattering jaws hiss anient words as incomplete
sheletons bisrst farth.

Three incomplete dragon skeletons emerge from the
walls, missing bones and entire mbs. These crea-
tures each use (he bone naga stat block but without
the Spelicasting trait. They fight until destroyed.

Characters who speak Draconic understand the
sheletons as they hiss accusations like "You fly on
our backs” and “You soar on our benes.” However,
the skeletons don't understand or respond to any-
thing the characters say.

Grasping Claws, Until all three skeletons are
defeated, grasping skeletal claws reach from the
groumd, making the entire hallway difficult terrain.

M6: FLoopEp TaverN

The ceiling of this room is 20 feet high. The tnned
from area M5 opens inte this room 10 feet above the
surface of the water,

Murals o dancing people cover the walls, and a small
stone stage rites o the west. The lower suthwest
hitf o the raam is Aonded, with the remains of f3-
les, chalrs, and a bar barely protruding above the.
water's surface.
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Murky water fills this room to a height of 3 feet,
making the Rooded area difficult rerrain for crea-
tures without o swimming speed,

A green slaad lurks on the stage, drawn to the
tunnels by the chaotic magic of the city. 1 it notices
a character, the slaad (urns aml hisses before using
its Hurl Flame sction against the character, Ifa
character is in the water, the slaad ignites the fam-
mahle liguid (see below). The slaad fights until lain.

Firewater. The water Aooding this room is cov-
ered by an oil slick, Characters with a passive Wis.
dom {Perception) score of 18 or higher notice ithe
oil slick if they can see the water, If Bames touch
the water, the entire Aooded area ignites, dealing 14
[} fire damage 1w each creature in the waier at
that time. For the next minute, as the water con
ues to burn, a creature that enters the water for the
first time om & lurn or starts s tuen there takes 14
(6] fire: damage.

Flooded Passage. The passage o area M3 is
partially collapsed and underwater—see that arca
for details,

M7: GHOSTS OF THE PAST

drapen corpse. A diagan skull is miclanted on
the east wall.

This room was once a lounge in an Istarian home,
Characters with the Stonecunning trait or profi-
cleney with masen's tools can tell that after the
bas-reliel was carved, a less skilled hand excavited
it fram its original stone and transported it bere, [0
truth, the skull and relief wene onee part of a mom-
ment dragons erected 1o honos their kKind-—until the
Istarians repurposed them for decoration.

Onee multiple characters enter the room, green
fames blaze in the skull's eyes. and beneath it
the incorporeal bones of a phantom brass dragon.
appear. The skull glares an the party and says the
following in Draconic:

"You built mndtgenemt-ﬂnoiw a1 0w gries and

A character speaking Draconic can try to convines
the dragon they mean no harm by making 2 DC
18 Charisma (P ionn) check, On a 1
check, the brass dragon nods and disappears. On.




a fadbed check or ifa character doesn't speak o the
dragon. the dragon's bones manifest Around the
aeomplete sheleton. Together, they ani-
a5 4 lesser death dragon (see appendi

M8: Wizarn's WorksHOP

This warked stone room = full of laboratory equip.
ment; wials of colarful liquids, glass lenses. and live
mice in cages. Books crowd shelves and sverfiew inta
thefloar,

. .

Bemelin fcurrently in area M9) uses this chamber
az a1 lnbomatory, Many of the books contain rare lore
predating the Cataclysm. If a character spends 1
hour investigating the books here, they find refer
Ayiryg eity called Cyari and Yearm all the
information from the “History of the City" section,
Additinnally, they find a spedl seroll of arcane gare
and & book containing rituals for the divimation and
plranram steed apells.

ences (o

M9: DEMELIN'S APARTMENT

This chamber i3 fumished as 3 luxurious apart:
ment. Its lamps and stufed chairs (ool ald but well
maintained.

A hooded, crimsen-robed fizere steps through a
doar from the east and gaves you 3 calm nod. From
bohind a bleached skull mask speaks a smooth vaice:
A, weicome, Let's ger to the asgessment, then.” The
figure halds out s blize gem, which then shatters.

The: robed figure 1% Demelin, Iugh wizard of Onyiri
{detaibed in the “Deme
the Mages of High Sorcery recognize her robes as
thase of the Oreder of Red Robes. Demelin has been
using th rving spell o monitor the charmelers
and has judged they might be useful in ridding the
ruins of the Diragon Army invaders:

The gem Demelin breaks is an elemena! gem
Am instant later, an air elemental with an cutline
resembling a dragon appears and attacks the char-
acters. Demelin stands back and watches, aking the
Dodge: action until ¢ eated, Aftor,
warrel, sbe halds up a hand and saps the following:

*Enbigh!" The rabed figure pashes bick her hosd

and repmovas her skl mask, revealing the features

afan elyen woman, “Fargive the rough welcome, but
| I was riecassary o appraise your abilities. 19 ke o
| “speak naw.”

1f attacked, Demelin uses her robes o cast the df-
mension dobe spell, reteeating elsewhere in (e Path
of Memoeries. After letting the characters cool off,
she approaches them again,

DEMELIN

Demelin (neutral, eif archmage) is undreds of
vears old, one of 2 handfisl of Silv:
encugh to have lived through the Cataclysm. She
commanly wears a bone mask that resembles &
skull, and her red robes serve as a cape of the
sironriebank, Prior to the destruction of the world,
Demedin was a prominent member of the Mages of
High Sorcery, the high wizard of Onyari. and—along
with the Kingpriest of Istar—one of the magric-asers
respansihle for raising the city into the heavens.
When the city fell, Demelin learned a lesson in hu-
bris. The dispassionate mage has since dwelled in
the eity’s ruing, guarding the city o ensuie il néver
takes to the skies again,

Personality Trait, "Here's your opportunity to
fearn from my mistakes”

sti elves obd

Ideal, “The worlds greatest mistaki
repeated.”
Bond. “Cnyari is my tomb. We must both

stay buried.
Flaw. "My time is over. 108 up to the p- ople of the

new world to avoid the sins of the pas
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TALkING wWiTH DEMELIN
Oinee the party agrees to hear Demelin out, she ex:
plains hersell Read or paraphrase the following:

“1-am Demelin, high wizard of Onyarl, Yau're not the
First visitors my faHen city has had in recent days. The
wnrld that forgot s has been flocking bare, 10 the
paradise of Istar. | fear that although my homs his.
sutiderily been rimembered, (15 =ssohs have ror."

Dipedin wishes o eviet all strangers from the City
of Lost Names and ensure the city never fies again.
Though the red-rabed mage s unwilling to take on
an entire army directly. she cneourages the charnc
ters o drive off the milttaristic intruders, She offers
nathing but information shout the city in return,

Use the following points 1o guide her conversation
with the characters:

+ Demelinis aware of the invasion of the city, but
she doesn't know whi these troops are or what
phans they liave,

Shwe shares what she's seon of the invaders’ move-
ments. Patrois of soldiers and monsters roam the
city, focusing much of their activity on the Thresh-
old of the Heavens at the cily’s center, Troops also
frequently come and go from a sizable mansion
that lies along the road to the Threshold. She sus-
pocts the laner is a command post.

o [fasked, she explains the Threshold of the Heav

e is where the eity’s Bying magic was contralled,

« She won't accompany the characters into the city,
but she gives them a basic overview of its peogra-
phy (see the *Exploring the City

hares the information from the “History of
/" section,

DEMELIN AND THE LANCE

If the characters ask Demelin about Knight Sarla-
mir's lance, she says she's seen i befare. T the char-
ncters don’t ask about it, she senses its presence.

In cither case, she tells them it's Sarlamir's dragon-
fance, which Paladine cursed after the koight shew
the gald dragen Karavarix. She doesn't think its
reappearance is i coincidence, and she encourages
the characters to seck out the Temple of Paladine in
thie northeast of the city o reveal why the ged has
returned the lance o Onyars.
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DEMELIN'S TEST

If any character seeks to join the Mages of High
Soreery, Demelin notes this bifore they leave and
says the following:

cont|rue, you shoull de 5o 85 true mage. | wis a
tiaster of the Tower of High Sarcery bn (star, IF fou'rs
ready bo s your rabes, | e administer the Test of
High Sereery.”

‘ I “Onyan fsr'ta place for novices, 1M youre going to

If a character asks for more information before
agreeing, Demelin explains she has administered
the Teat of High Sorcery countless times, and
thegh these conditions are unusaal, she can doso
now. See “Mages of High Soreery” in chapter 1 for
details on the Test of High Sorcery.

If a character agrees to take the test, proceed 1o
the fallewing section,

After imerested characters’ tests are complets
{or if i characters want (o take the est) and the
party ia ready 1o enter the ity proger, proseed o ihe
“View of the Ci

TesT oF HIGH SORGERY

The: fullowing sectbon s an eptional encounter for

. Jages of High Sercery
{detailed in chapter 10 The Test of High Sorcery is
o personalized experience (hit assesses & potentisl
member of the Mages of High Sorcery and deter-
mines the order they've most chosely aligned with,
If a character succeeds, they hecome a full membear
af the Mages of High Sorcery and are inducted
into one of the group’s orders. H a character fails,
they're deemed unfit for the organization. i they
suTvive the test,

PE ALIZING THE TEST
The Test of High Sor

is personalized for those
who take it. Demeli jon of the eat takes place
in the partieipant's miy asting them intoa mental
re-creation of Onyard's final moments, In this vision,
the character faces a magical challenge and & moral
chaice that tesis their val

When p H he test and d. the
challenge the character faces, eonsider the fol lawing
questions:

Vel

« What is the character’s alignment?

» What ambitions and goals do thoy have?

+ What order did Wyhan recommend in chapter 47

« What order of the Mages-of High Sorcery has the
character sail they want to join?




TEST RESULTS

Thi= answers ta the questions in the previous see-
tion might be steaightforward and make it clear
whit erder a character and their plager want to join
I they aren’t, use events during the test w dewer-
mine what order the character is best suited to.

DuriNG THE TeEsT

The test should involve a clear chaice hetween good,
neutrality, amd evil as represented by the orders

of the White Robes, the Red Robes. and the Black
Hobes. respectivel
the oppartunity (o choose any order they ple
the character makes a surprisin e, consider
ing the player how they reconcibe their i
ith their character's values, If the characier feels
strongly about a chodce that conflicts with their val
ves or alignment, their player might use thisas a
pivotal moment for character growth.

Enping THE TesT

A the test reaches its decsive moment, remind
the characters player that their ¢ ter's choices
will result in them gaining membaership in o par-
tar order of the Mages of High Sorce: i
player wonld-Hike 1o change thelr sholc
them to do so.

e

DYING DURING THE TEST

The Test of High Sorcery can be lethal, but enly if
that's part of the story the player wants 1o tell. A per-
=sonial sacrifice within the vision that cements a char
acter's beliefs should result in the test ending and
the character regaining consciousness unharmed.
However, it a character forsakes all magic or refuses
o engage with the test, ket the plaver know these
choices could result in their chamcter being con.
sumed by magic and dying, If the player approves of
this; proceed with the tést’s events, A character who
uring the test can be resurrected noemally.

i

OTHER CHARACTERS AND THE TEST

Charneters who aren't taking the test are generally
e of whar's transpiring in the te i
ster's mind. 1T you want to involve charne.
ters not taking the test, the test-taking charac
might create mental manifestations of their allies,
which other players can control during the rest
Iy allow of ters o particdpate slong-
sirde @ test-taking character, keep the focus of the
encaunters on the magic-osing character, This
shi main a charncrer-defining moment for the
apelleaster,
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RunnNING THE TEST
When a teat-taking character is ready fo begin the
test, Demelin fnsteacts them (o move o the cenker

NEUTRAL CHARACTER
Schodars struggle (o evacuate a collection of an-
cient tomes (or something elsc the character highly

values) from a crumbling siructure, The dragon
then returns, threatening both the scholars and a
larger group of innocents. There's likely only time
e save one groap. I the character tries o save
themself or the lore-protecting librarians. they're
protably suited for the red mbes, I they profect the
larger grosip of innocents, the character might be
suited for the white robes. If the character tries o
abscond with the books, they might be suited for the
black robes.

olihe room, Read or paraphrase the following text,

g the testtaking ct alone:

ADJUSTING THE TEST

The test shouldn't be strictly a combat encounter,
The peint is to gauge a character's values and dispo-
sition. Consider the following suggestions 1o mke
the test more dramatic:

Altered Magic, Spellcasting or other class features
could function differently during the st For ex-
ample, perhaps each time the charaeter casts a
spell using a spell shot, they take 6 (1d12) necrotic
darnage or gain 1 level of exhaustion that lingers
until the test ends.

Dream Logic. Like a dream, the test doesn't need to
make sense or be congistent from moment to mo-
ment. ' alay for the character’s surmundings 1o
shift dramatically or for unexpected individuals to
show up. Don't let these changes make the char-
acter feel like their choices don’t matier. Rather,
change situations to heighten the drama—like by
turning innocents into allies or childhood friends.

Timing. The test shoubd last as long as feels dra-
matic and end afher a characterdefining moral
choice. 11 it seems like things are going too fast,
raise the stakes and muke things worse 1o see if
the character sticks with their choices,

CONCLUDING THE TeST

When the test is complete, there's another flash of

light, and the test-taking character finds themse Il

back with Demelin, If the character forsook magic

or refused 1o engage with the test, they fall dead. If
they completed the test, their clothing ransforms
it the robes of their new order in the Mages of

High Sorcery, Read or paraphrase the following:

The character taking the test inds themself in this

ion of Onyari's final before the
fiying city was destroyed. A moment lster, o young
silver dragon strafes the street ahead, freezing
structures and people alike,

Consider the following suggestions as you develop

this seene in a way thar's influenced by the test-
taking character’s alignment,

Goop CHARAGTER

The dragon returns and attacks the fleeing peo-

ple, including both a large group of innocents and
asmall group of peaple beloved by the character,
There's likely time to save only cne group, The char-
aeter might prove themself suited for white robes by
trying to save cveryone, by sacrificing themself, or
Ty desperately trying 1o negotiate with the dragon. 1§
they prioritize what they want over the good of ath-
ers. they might earn red robes.

EviL CHARACTER

The dragon returns, and the character's vival o a
non-spelleasting afly steps between those trying to
escape and the oncoming dragon. Unaware of the
character, this rival uses the incredible magic of &
glowing seaff to hold off the dragon. If the character
attacks their foe, tries o steal the staff, or otherwise
prioritizes their own ambitions, they prove themself
suited for the black robes. If they put the city and
innocents first, they might sarn red robes.

Dnnllln uu-mi" e robes, Nodding, she says,
fallow mm af High Sorcery.”

Mages of High Sorcery recognize the character's
robes ags legitimately gained and view the characier
as a member of their organization,

Demelin wishes the character the best and urges
them 1o go explore the City of Lost Mames.
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ViEw oF THE CITY

Adnor in Demelin's apartment opens to a path bead-
ing up o the street ahove st the location marked
“Path of Memories” an map 6.2. As the characters
amerge autdoors, read or h the fall

Aglitesing city of braken dames and jagged towers
stretches befare you, le-twb bullduusaud streets

afits bicken distriets earred by fire and flanding.
Here and there, crumbled tﬂucufrevvy_dﬂmm

atwhoeser's incnarge i thavel

the o find the
Dragon Army's leaders within the city rather than
pursing Soth, The gnome s confident that Kala:
man's forces can retreat safely, telling the charac-
ters she has a few tricks in store for their pursers.
Make it clear the characters don't need to rush their
1] ion of the ity to return fo their allies.

its rocky l‘onaswui-;-wlﬁmm.f&wmnm

Giive the players a few moments 1o ask questions
ahoat the eity before comtinuing with the follow-
ing section.

SHADOW OF SOTH

ExpLORING THE CITY

The City of Lost Names Hes in o ruin-filled crager.
The northwestern distrigt punctured a subterranean
anuifer inits crash, flooding its streets, while fire
raged through homes in the southwestern district.
The western pleasure gardens have become an un-
tamed jungle where descendents of the city’s mon-
strons ies hunt amid vine-choked streets,

Lord Soth has brought the Cataclysmic flame from
Beneath Castle Kalaman to the ruins. In chapter 7,
characters encounter the fruit of Soth's efforts 1o re-
ardmate dead dragons, Foreshadow that theeat after
characters decide where they're headed by reading
the following description:

Ta the south the crack of shi

fmma d’s!ani mnpluhosegmndsmem with

The character with the highest passive Wisdom
(Ferception) score recopnizes the Undear dragon’s
rider from Kalaman's catscombs—this is the knight
Lond Soth, whose image they saw there.

Thee temnple the characters see is detailed in the
“Bastion of Takhisis™ section,

Shortly afterward, if the characters have a fargab
[see appendix A} with them, they geta call from Ta-
tina Rookledust.

Meanwhile, the castern blocks liz propped against
the crater rim, the whole distrier tilted at an angle,
MAkmvgAPLaw . =~

Thanks td the party’s inhial vantage point gn the
rim of the crater and the information they learned
from Diemelin, the charagters easily ger a general
sense of the city's layour. Provide them with & sense
of the city’s layout, {nlormed by map 6.2, They ean
spot the Temple of Paladine scross the erater, a glis-
tening dome in the Acoded nerthwestern districe,
abong with the thiee paints of interest listed in the
“Diragon Army Activity" section,

Dracon ARMY ACTIVITY

The eharacters see Dragon Army patrols moving
through the city. Those who watch the patrals for
ten minktes or more note activity at three locations:

Central Spire, A tower rises in the center of the clty,
surrounded by several dragonnels and smaller fy-
ing figures. The tower's foundation floats dozens
of fert off the ground. (This tower is detailed in the
“Threshold of the Heavens™ section )

Occupied Mansion, Small patrols come and g2
from a ruined mansion a third of the way acro
the: city. { This building is detailed in the “Ocoupied
Mansion” section.)

Sinister Temple. A foreboding temple stands ar the
south end of the city, its grounds weeming with sol-
dicrs. {This temple to the evil gods is detailed in
the “Bastion of Takhisis” section. Discourage rhe
cha m spgroaching it =t this point)
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PRIORITIES

“The characters can choose their priorities inthe

iy, but they Hkely Fall along the following lines:

Find an Outpost and karn what the Dragon Army
s planning (see "Oeeupied Mansion™),

Learn about the Dragonlance and how its curse
might be undone (see “Temple of Paladine")

Investigate the Spire 4t the city's center and Al
the Dragon Army's beaders (see " Threshold of the
Heavens").

Ul the fallowing sections o further detail the ru-
ins as much as you please, This chapter concludes
at the Threshaold of the Heavens, so make sure the
characters have investigated the eity a3 moch as
they want before heading there.

CiTy SIGHTS

As the characters explore the City of Lost Names,
use the City Sights toble to describe the ruins.

CiTY SIGHTS
dé  Sight
1 AHumariold skeleton lies under a fallen agueduct.
It hiolds a dagges, and the words “we deserve this!
are seratched inte s nearby cobblestans,
2 Atthe ond of a boulevard stand two enormpus
marble feel—the rest of the statue is missing,
3 The partlal remains of anadult broaze dragon e
ina heap between bwo structures.
A Acircular tewer pisrces 3 dome fike 3 gpear.
5 Wines climb 8 mural of the kingpri stern
man crowned with blazing light,
& One side of & lang fault line has risen 10 feet,
shearing buildings in half.

CiTy ENCOUNTERS

The City of Lost Names is full of Dragon Army
troops and other threats, As the characters teave]
between locations, or whenever you please, roll on
the Random City Encounters table.

Ranpom City ENCOUNTERS
d2  Encounter

1 Seven ghasts gnaw on desd Dragen Army saldiers,

2 Bridge Checkpoint {see below]

3 Thres ghests of bckering Istarizns haunt the ruins
i thele shop.

4 Dragon Army Enginesrs jsse belaw)

5 Meurious death shiad wants to eat one of eich
type of deaconian, Ifthe characters help it hunt all
five, it rewards thent with a ring af feather fiolling.

& Monster Hunters [see below)
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d8  Encounter

7 Twetyclopes—a mother and her adult sop—live.
|- bibrary, burning fts books for warmth,

& Fateol [seebeiow]

BRIDGE CHECKPOINT

Three sivak draconians (see appendix B) stand
guard on & 25-foot-wide bridge spanning a 60 foot
drop into a rocky fissure. They are quick to investi-
gate any nearhy noise or sirange sights.

Dracon ArmY ENGINEERS

Cne Dragon Army officer and three sivak dragoni-
ans {see appendix B for both stat blocks) oversee ten
eommoner engineers repairing A-no-deep cracks
in the eity's streets. IT the Dragon Army members
spot the characters ar the characters attack them,
the engineers stay out of combat, The engincers
can tell the characters theyre making sure the cliy's
Ioundarions are sobid, thowgh they don’t kKnow why.

MoxnsTER HUNTERS

A sivak draconian and four kapak draconians
(see appendix B for both stat blocks) have orders to
seeh out dangerous monsters lurking in the ruins:
Theyve just found an Istarian drone (see appendix
B) and are preparing to attack.

PaTroL

Five kapak draconians (see appendix B) patrol the
city, They follow a predictable route and, after an
hour of walking, check in at their headguarters (ses
thes “Occupied Manor” section).

INTERROGATIONS

A character who interrogates a low-ranking member
of the Red Dragon Army and succeeds on a DC 14
Charisma (Intimidation or Persuasion) check learns
ane piece of information from the Dragon Army
Interrogations table. On a failed check, the captive
yells “As the Dragon Queen wills!” until silenced.

DRAGON ARMY INTERROGATIONS
&4 Information

1 Enpineers work to shore up foundations and make
siare the varbous districts.ae on solid shane

2 The captive takes their orders from commanders
at an occupied mansion near thecity center.

3 The Temple of Paladine in the norhwestem dis-
trict is avergrawn with dangerous vegetation. Pa.
trals sent there haven't returned.

4. Ablack-robed wizard narmed Lohezet and the cleric
of Takhisis named Belephaion lead the forces in
the city. They spend their time in the Threshald of
the Heavens, but no one can enter withou! a pass-
phrase {which the captive deesn't kngw).
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BASTION OF TAKHISIS

At the south end of the ruins stands a temple once
ealled the Bastion of Takhisis, Here, the people of
Onyari established the holy sites of all the evil gods,
unwilling to spread them across the city but also not
wishing fo disrespect the deities,

The Hastion of Takhisis has partisily crumbled,
lcaving it a hollow frame within bare, intimidating
walls. Lord Soth has claimed the temple as his
o, tasking his Undead followers with creating a
great brazier there to hold the Cataclysmic fire he
atole from beneath Caste Kalaman. He plans w use
this as a forge with which to animate the dragon
remains buried beneath the city, turning them into
death dragons (see appendix B Using the remains
of the dragon Karavarix, he's already crested the
first of these terrors.

Skeletal knights and other Dragon Army forces
guard the temple, Use these forces and ather Lin
dead to deter the characters from visiting the temple
ab this time: they will explore it in chapter 7.

OcCcUPIED MANSION
The Red Dragon Army nses & ruined mansion as &
Fielel § post. Ch might i
this mansion is notewarthy by alking 1o Demelin or
hy observing Dragan Army soldiens.

Characters who wear Dragon Army armor or

on Charisma (1 i

checks made to pass as Dragon Army soldiers while
in the mansion. §

OccuPieD MANSION FEATURES

The iterfor of the pecupled maision has the Tollow-
ing features:

laaks gain ad

Ceilings. The ceilings are 10 feet bigh.

Doors. The doors to each room are unlocked, ex-
cept for the door in the kitchen (area O6) leading
o the pantry (area O7)

Lighting. Torches, candles, and fireplaces shed
bright light throughoot the mansion's interior.

Rubble, Portions of the mansion have collapsed.
The rubibie that remains is impassible.

Occuriep Mansion LocaTioNs
The following locations are keyed o mag 6.3,

Ol EXTERIOR
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This command post buzzes with activity during the
chay, with human and deaconian pateoks coming and
Roing, Al night, only the draconian patreds continue,

Gwrards. Four kapak draconians (sce appendix
B) stand guard cutside the mansion: onc at the car-
riage house's east door, two at the front doar, and
one at the back patio door. If attacked, the draconi-
ans shout to alert the other draconians sutside the
house and in the area connected to the door they
guard (area 0% or 04, whichever's closest).

Patrol. Roughly once per hour, & group of eight
Dragon Army soldiers (soe appendix B) arrives
ourside the mansion, checks in with the guards
there, then deparis. ITthe kapak guards aren't a1
their posts, the patrol ventures into the mansion o
investigane.

0L Fover

foyer has an. Jcove studded. h ornate cost

currently i : i : foan
agalnst the wall, Doors lead othe north and south,

When worn with the hood up, the cloaks here gran)
| e on Charisma (1 ion) checks made
to pass as a Dragon Army soldier while in the man-

sion. There are also six spears here.

O3 Carriace House

Two sets of metal sliding doors lead inim the car-
riage house. They make considerable noise when
opened, alerting the creatures inside. A character
who listens at these doors and succeeds on a DC 14
Wisdom { Perception) cheek hears snarling within,
When the characiers open a doos, read or para-
phrase the following:

This carriage house serves as the base’s prison.

Draconians. Three kapak draconians {sec ap-
pendix B) stand guard here, One has the key to the
prison carl,

Prison Cart. A wooden cart with an iron cage
bailt inte it holds o wasteland dragonnel (sce ap-
pendix B) that had been lairing near the mansion.
The troaps captured the dragonnel, boping (o train
it to serve a5 a mount, A character can free the
caged dragonne] by using the key held by the room's
guards or by seceeeding ona DC 18 Dexterity chiek
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using thieves’ tools. I freed, the dragonnel is wary
af the characters, avolding them as it trics to cscape
1o the street so it can fly away. Tt attacks any Deagon
Army troops it encounters along the way.

O4: SaLon

A fire bueens in the marble fireplace of this large saloa.
The room's tall windows have teen boarded over, and
Its rorted furnishings have been shoved aside 1o make
reom for mismatched and golsged dining tables. On
the norin side of the room, & curving staitwel] rises
[retwir the bk door and i hallway, On the south
side, one door leads to the south and another to

| the east.

The Dragon Army has converted this room into
a mess hall. At any time, lwo bozak draconians,
one kapak draconian, and three Dragon Army
soldiers (sce appendix B for these star blocks) take
meals here, They gl at anyone who enters
e poaen, bast they juy no attention o characters
dressed as Dragon Army troops.

1T & fight breaks out here, the soldiers resting in
area 08 respond after 2 rounds.
Stadrwell, The stairs lead up to area 09,

05: Lower HALLwaY
Phis hall leads to areas Ob and 08, then ends in a

=ap of rubhle where the east wing of the house col-
lapsed long ago. The door at the east end of the hall
opens into a collapsed room also filled with rubble.

Ob: KITCHEN
T
| Mexttoa small pantry dosn a fire burms in the kitch-
an's hearth. Above it svoral large wasts hang from
Spits, Tables stand covered in flour and ather ingredi-
ents: Additional éoors lead o the west and north

The command post's cook, Yurl, is a skeletally thin
hobgoblin captain, His apron is covered with grisly
it bbb v by thie e 55K ek ot
a jackal carcass with an oversized ceaver. I Yurd
ntruders, he attacks with his cleaver (which
atistics for his Greatsword attack)
Yuri's apron pocket holds the key to ared 07,
with a handful of animal teeth he's been collecting,
Pantry Door. The door to area OF is locked, A
characier can unlock the door by using Yurl's key
or suceeeding on a DC 16 Dexterity check using
thieves' toofs,
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OF: PANTRY

+

This pantry is erammed wirhi supplies; ranging from |

hardtack and chothing to weapons and armar Al

though mest of the crates are made of rough woedia |

rrntal ane i5.etched with designs of blue dragons. I
.

Crates and weapon racks Al this room.

Trapped Chest, The metal chest, which belongs
Brragon Army commander Belephaion, bears
a magical trap that can be detected by a character
who casts detect magic or who searches the chest

ap can be disabled by the
o whin tries: Lo open- the
chest while the trap is active muse make a DC 18
T)rnerllu savinig thraw, taking 27 (5010} light nvu;_,
failed save, or
Ful one. The ches
& pcter wha spends 1 minute
D20 Dexterity o hn-l"k “"“'L 7 et

i S
" tnals,

with twenty javelins, ten longswords. and ©
of Dragon Ariny scale mall, Belephaion's trapped
chiest contains three javelins of lightning and a
potich full o sapphires worth 1,600 gp.

1 SUlS
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08: DrAWING ROOM

Rews of identical cots and weathered packs crowd the
figas of this ream. f1s walls are-covered in arnate mo-
saics that haye crumbled with age.

This parlor serve:
troogs nol an patrel.

a bareacks for Dragon Army
sl Diragon Army soldiers
(see appendix B) are resting here, [F they haven's
e il by noise in other rooms, they are sur
prised if the characters attack,

O9: Urren Hariway

The mansion's staircasc connects this small hall-
way to area 04 on the ground fioor. To the east, the
hall ends in a collapsed wall. To the northw
door leads to g small baloeny overlooking the patio

010: MasTER BEDROOM

This bedroom is well preserved, with's fourposter

bod, a desk, and a small chast. & round turret to the
southeast—uwith glass intact in its windows—pro- |
vides a panaramic view of the neighbothood's woeck- |
age. A door leadsto @ foom to the east, and anathar

doar apens o the haliway 1o the north-
‘ .

Captain Hask, an avrak draconian (s
B), is writing reports &t the desk. Has
the soldiers in his unit, and the ch aractcm can oo
vince Hask they're Dieagon Army soldicrs only with
asuecessful DE 22 Charisma (Deception) check. If
Hask believes he's being tricked, he stands and at-
5 while ealling for the soldises in area 011, who
rive after | raund, Hask is 4 devout servant of the
Dreagon Queen and fights 1o the death,
Command I'nltﬂrgencc‘ The desk is covered in

reporis to Ha upurior, refermed to as " Glori
Belephaion,” A character who apends a minte mead

s

imge the documents learns the following:

Two Dragon Army leaders, Belephaton and Lo-
at the Th ald of the Heavens.

to gain enmranee (o the Threshold

By herwill: the world,”

. I')u o Army engineers have completed the ma-

[ their work, shoring up the foundations of

the city's mpst intact distri

Treasuare, A key Hask carries opens the locked
chestnear the desk. The chest can also be unlocked
by a character using thieves' tools who spends
| minte and succeeds ona DC 18 Dexteriny
check. The chest contains a pead of power and a
200-pound sack, labeked “Payroll” in Dracomic, that
holds 10,000 5p.




Oll; LiBrary

Mast i this ibrary's bosks have fallen o rat, bist twa
 datks beneath tall windows stand covered in pagers

Three Dragon Army officers (sce appendix B) work
here as clerks, dinating reports. I
they shout 1o alert Caprain Hask, who arcives I'mm
area O after 1 round. These officers are loyal to
Captain Hask, and he counts as a Dragon for the
purpose af their Draconic Devotion trail. Two of the
three afficers fight w the death. The last remaining
ulficer surrenders when their allies are defeated,
Collecting Intelligence. The clerks know consid-
erable information about the Dragon Army's plans.
1f a clerk is captured alive, a character can convinee
therm ta share the llowing information by succesd-
ing ona DC 14 Charisma (Intimidation or Persua-
sion) check:

« The commander of the Red Dragon Army, Dragon
Highmaster Karsaldi Fire-Eyes, isn’t in the City
of Lost Names. She remained with the bulk of the
army near Kalaman,

+ The commanders Belephaion and Lohezet lead
this cantingent of the Red Dragon Army. They
dhon't et along.

+ Belephaion 15 a terrifying fanatic who clai

spealk for the Dragon Queen herself, Even K,nn

saldi listens to fis advice.

Lohezer is a seheming, Mack-robed Mage of High

Sorcery. He's obsessed with ancient magie and

vennaus beases, and his research bed the Dragon

Army to the City of Lost Names,

« Belephaion and Lohezet have worked at the tower
called the Threshold of the Heavens for days, pre-
paring o resctivate the city's ancient flying magic,

« The clerk knows nothing of Lord Soth and prefers
it that way, The death knight supposedly receives
arders directly from the Dragon Chieen,

A character can also gather this informarion by
spending an hour sifting theough the reports o the
ranm-—though they might risk discovery by the ps-
trol deseribed in area O1,

RESTAFFING THE MANSION

Soon after the characters leave the mansion, a
Dragon Army patrol discovers the intrusion (if they
didn't already do so during the party’s visit), The
mansion is fully restaffed 24 hours after the charac-
ters leave, with all Dragon Army inhabitants of the
mansfon replaced with the same nomber and types
of creatures,

TEMPLE OF PALADINE

The Temmpbe of Paladine is among the moest intaet
haly places ta survive Onyari's fall. The characiers
are likely to come here at Demelin's belest, seeking
answers ding Sarlamir's broken d 1

The temple lies in the city’s flooded porthwestem
district, Buildings here rise like islands from strects
clogged with water and pondweed. Although the
streers around the wemphe are Aooded, the soructune
st atop @ hill, keeping ivout of the despest wister,

TEMPLE OF PALADINE FEATURES

The area in and around the Temple of Paladine has
the following fratures:

Ceilings, Unless otherwise noted, the semple’s ceil-
ings arc 1{Hfeet high.

Flooded. Mast of the Temple of Paladine amd s
grounds are flooded. Areas P3-Fo are fiooded by
3 feet of water and are difficult terrain for eres-
tures without & swimming speod.

Lighting. The temple and its grounds are lit by nar-
ural light alone, Buring the day, bright light ills
the exterior areas and dim light fills the interior
rooms. At night, all arcas are in darkness. Area
descriptions assume the characters have a light
source o some other means of sceing in the dark,

TEMPLE OF PALADINE LOCATIONS
The following locations are keved 1o map 6.4,

Pl: Causeway
As characers near the remple’s grounds, sead or
paraphrase the following

The causeway rises pver waler that's 20 feet deop.
Feom it, characters can see the temple grounds and
thv Temple of Paladine itself, A deric of Paladine or

wihiy s om & DO 12 Tntelli
(Rc]lgmn) check recognizes the platinum triangle as
the symibol of the god Paladine.

Bodies, Characers with 4 passive Wisdom (Per-
ception) score of 18 or higher notice hints of figures
wearing red-and-Black clothing among the trec
branches ahead in aren P2, These are Dragon Army
soldiers killed by Duskwalker —but from this dis.
tane, characters can tell only that the soldiersare
motionless, not that they'te dead,
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A

Oyemarsrn

P2: Woopen BersM

The trees here stand shoulder fo shaulder, farming a
il iy 25 they climb 4 ring:shaped rise sround
the temple: Sloping stene stairs climb the rise, and an
the ather side, anather set of stalrs descends into the

shiallow water, i :

The nevteal treant Duskwalker stands motionless
amid trees whose branches bear dead Dragon Army
soldiers. Before Onyarl’s destruction., Duskwalker
served as its master gardencr. The city's devastation
left them deeply bitter, and the Dragen Army's inva
siom has newly angered the ancient creature,
Unless a character openly displays a symbol of &
god of nat like Chislev, Habbakuk, or Zet
or is otherwise clearly a servant of nature, Dusk-
walker uses their Animate Trees action to ambush
the characters, then follows the trees into battle.
During combat, Duskwalker slowly bellows, “Each
defiler you send o my gardens meets the same end.
Begone!™ A charagter being attacked by & tree no-
tigess it esani] Drraggon: Army soledier amid its branches.
Talking with Duskwalker, & characier can
convinee the treant o negotiate by succeeding on
a DC 20 Charisma (Perssasion) check as an ac-
tion or by revealing a symbel of a god of nature. If
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d 16 talk, Duskwalk
mformation;

reveals the

+ Dushwalker is the guardian of Onyari's gardens,
Thie treant endured hoth the city's fall and the Cat
aclysm here,

+ Recently, invaders have been trying to fell Duske
walker's trees for wood.

« The treant has killed —and will continue to
Kill—these “invasive species” that disturly On-
yari's plants.

+ Duushwalleer will let the characters pass so long as
they promise nol 1o disturh the irees.

The treant refuses toaid the characiors against the
Dragon Acmy, wanting cnly (o be left alone: I asked,
Duskwalker removes the corpses of Dragon Army
soldiers from nearby trees, allowing the characters:
1o foat the hodies,

Treasure. Six Dreagon Army corpses are
lodged 20 feet up in the branches of nearby trees.
Each bady has a longsword. a suit of scale mail,
and 10 gp.

P3: Lake

Inside the ring ol trees, the ground lewers, creating &
Avoded bowl. Here, 3 mughly trangule temple rises
frorm thiwiter, [t narth side lurgely crurmbiled snd its
bedfry Ieaning. The temple’s doors, half covered with
weater, have begun Succumbirng to rat, but their plati-
riurm inkays of“dmg.ws still shine.

A hostile marid named Jamir has taken up resi-
dence in this arca. Once bound by the kingpriest's
wizards 1o power the city’s plambing, Jamir has
taken great delight in Onyari's destruction and
seeks o punish any who would reclaim the city, 17
alerted to the party’s presence by noise from ares
P2, he conjures a water elemental and hides un-
derwater, prepared o ambash the o ters. Chiar-
acters with a passive Wisdom {Perception) score of
16 or higher aren’t surprised when Jamir attacks. If
reduced to 20 hit points or fewer, he uses plane shift
Lo eseage at the first opportunity.

Doars. The doors o the temple ane partially sub.
merged and require a successful DE 13 Strength
check 1o apen.

Pd: Nave

Muirky wter caverd a teinngulie chamiber. To the sast,
thiis lacge hall narrows 10 2 raised apea with an altar,
The narth side of the building is a tangie of faflen
stane and besms. The south side holds two doars.




Man-£. L Tomeie or P, s

The ceiling here is 20 feet high, and fall windows.
admit any light from outside.

Hidden Pits. The nave’s floor has huckled, creat-
wng prits beading to the shattered crypis below, Gnly
creqtures that come within 5 feet of a pit and have &
passive Wisdom {Peroeption) of 16 or higher notice
a it A creature that steps into a pit sinks 20 feet ©
the: battom of the flooded hole. The water prevents
them from taking damage, For creatures without
a swimming speed, each loot of movement costs 2
exlra fi they swim ot of the pit.

Disturbed Dead. If n creature fialls into one of the
pits, it disturbs the dead buried in the vault below.,
One pound Tater, four slimy mummies emesge from
the three pits. These lawful neutral Undead seck o

defend the temple, They won't comeerse with charac-
ters, but they resurn to their soggy fombs if 3 charac-

ter brandishes & symbol of Paladine ioward them.

P5: PREPARATION CHAMBER

# large stone table rises from the dirty water in this
sound, windowless chamber. Along the walls, shelves
hold asscrted bottles and vials, most of which have
eracked and stained the walls with their drippings.

Here, the dead were prepared for burial in the
crypts below the temple. These crypis have crum-
Lled, and the stairs leading to them are lled with
rubble and brackish water,

Treasure. A characier who searches the shelves
and isona DC 13 it i
tian) check finds three intact spell scralls of gen-
e repase,

P&: RECTORY

This small living area s fiooded like the rest of the.
temple, with moldering vestments hanging in 2 ward-
robe and & bed Hanketed i fungas.

This apartment once housed the temples resident
priest, A character whe locks under the bed finds
a rusty chest. les rusted lock can't be picked, buta
ereature can break apen the lock with a successfil
D17 Strength check: The chest is:a Small objeet
with AC 19, 13 hit podnts, and immunity 1o peison
and paychic damage,

Treasare. The chest holds 400 gp, a platinum
necklace featuring Paladine’s symbaol worth 150 gp,
two podions of healing (superion), and o periapt of
prood against poisi,
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P7: CHANCEL
Stirie stips tiae fam the water to a dry platform bear
ing 4 telungulas stone altae Sculpted reliefs noarthe

altar depict platinum dragons in rajestic poses.
.

The r here bears the symbol of Paladine, while
the sculptures depict him in his draconic form. A
clerie .
a DC 12 Intelligence (Religion) check recognizes
the: symbal.
Restoring the Lanice, As cach character enters
this arca. they gain the distinect impression the
gon seulptar tching them. Good-aligned
rs feck suffused with a w s af righ
usness. [Fa charneter appro b colb
umn of dimlight rises from
Ik ter places Sarla

of Paladine or a of

5 ATE W,

s lance on the altar
with a silvery ghow

e lanee shi

ing the lnce huhbles and leaks &
dark Tiggrid that Aews away from the altar and disap-
pearscAr the same time, the spear lesgthens, grow
ing into o whole, newly e, pike-length dragon

Tanre (see appendiz A)
Heefia tor takes the reforged lance, read
the Follenwing text:

HAMES

weice that Inspires confidence and pwe
! The Last-to wield this weapon was- urworthy. His

From nowhere snd everywhere comes 3 powerhl

furliare was 2 step along the weth 1o the world's de-

struction. Bist thes new age needs a new hopn: Use |
this wempon fo defend the desting maetils have cho-

sen. Binksh the shadow afthe Dragan GQleen with the

light of this most sacred weapon. With the tlessing of

the gads, ye champlons, reclasm the dusgonionce.

Any character with the Divinely Favored fear

{from chapter 1) ko this is the voice of the
goch Paladine,
A moment later, 8 wave of Hight swe

the temple, he
the heal spe
chapter, th

ch ereature prese;

haracters ched dur
Iy come bach
e frue resgrrection spe

the chance B

then vanishes.

CHARACTER ADVANCEMENT

e is
*aladine and the par
in the “Oecupied Mansion™
vance 1o Oth level,




THRESHOLD
OF THE HEAVENS

At the center of the ruins fcats the section of the
city bearing the Threshold of the Heavens, the tower
that contralled the city's magical flight, The char-
acters might decide to explore the tower because of
their conversation with Demelin or their discoveries
at the ocoupied mansion.

Before they infilirate the wower, make sure the
characiers are 9th level and have done everything
elee they want ta in the city, E i i
prevent further exploration. I you need to deter the
characters. a group of sivak draconians or Dragon
Army dragonnels (see appendiz B for both stat
Blocks) is conducting drills here when they arrive,

REACHING THE THRESHOLD

Though the rest of Onyari Inss ins capaciey for flight,
the island supporting the Threshold of the Heaw
ens still hobs in the air, This islamd is 30 fest off
the ground, requiring Dragon Army troops to fiy
redch the tower. Characters might find & way to do
the same. Alternatively, a character can ascend ly
leaping hetween a series of foating rocks and suc

ceeding an three DC 14 Strength (Athletics) checks,
A charaster ascends 10 fect with cach successful
check. If they fail a check, they make no progress. If
they Gilaeheck by 5 or more, they fall 1o the ground
and must start the process over,

The areas inside the Threshold of the Heavens have
the following features:

Ceilings. The ceilings throughout are 30 feet high.

Doors. The doora are all unlocked. Though made of
ey stone, they open quietly.

Lighting. Magical lighting embedded in the ceilings
fills the Threshald's rooms with bright light.

THRESHOLD LOCATIONS
The following locations are keved 1o map 6.5,

Tl Praza
Dince characters reach the Aoating island of the
Threshold of the Heavens, read the following:

wm: floating iskand, a slender, gray obelisk rises
nearly wo hundred foet above the sunounding plaza.
Four gracefel flying butiresses curve up the tower's:
entire helght, and crystalline windows puncluate its
summit; Ar the wm s hm stands 3 single stane
daor Four hulilng draconians guard the door, whils
armared drage nnels and their dders cicle sbove.

A open plaza steetches foe 100 feet on ench side of
the tewet; ending at the islnd's edge.

Tower Pateol, Three Dragon Army officers
mounted on Dragon Army dragonnels (see appen-
dix B for borh stat blocks) patrol near the tower,
They ignore creatures wearing Dragon Army armor
but confront anyone else on the Soating iskand, I
the tower's guards are sitacked, this patrol arrives
to-aid their alties in 2 rounds,

Tower Guards. Four sivak draconians (see ap-
pendix B} guard the tower's entranee. They hall
anyone who trics to enter, whether wearing Dragon
Army armor or not. and demand they state the pass-

4 characier reaponds with the poessplicase

ncn‘r mist sueeeed on g DE T8 {"ha risma (Frersua-
} chisck to fool the sivaks; otherwise, the sivaks

acters woaring Bragon Army armer or
b have advantage on Charissma checks
made to influence the tower's guards. The draconl-
ans ignore sounds inaide the ower,

TZ2: EnTRY

Murals of idyllic life in the fying city adarm this grand
foyer's gray stone walls. One on the west wall dapicts
a handsgme, onphaired man in fawing robes. radi-
atinig gelden light. Fountaing burble to the north and
scuth. The sast wall holds & single door to the rarth
and a doubile dacr e the seuth,

The kingpricst insisted the Threshold was a holy
place, but little besides the haly warter fants here re-
rakns of its relgious trappings.

Guardians. A bone devil named Guelfost and
his handler, & bozak draconian (see appendix B)
named Orm, serve Lohezet and have been assigned
o guard this level of the tower. Grme demands visi-
Lors state their business. A chamcter must succeed
i a DG 12 Charisma (Deception) check to convines
Orm the characters have business in the tower.

Guelfost has orders to obey his handler, but they
den't compel bim o fight afies Orm dies. 17 Crem is
defeated, Guellost coases attacking. I not attacked
further. he shares his name and the following facts:

+ He is magically compelled 1o serve 8 black-robed
wizard named Lohezer

« He's wary of Lohezet's
[rhaion, who helds some seeret power.

» If asked about dangers above, the devil notes the
next floor has a chamber filled with dangerous en-
ergy. The characters can pass safely by speaking
the Istarian word "cetteth.”
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After his draconian handler is defeated, Gueltost
doesa’t leave the room or act against the characters
unless Lohezet orders him to.

Fonts. The two fonts are hati-full of magically pre-
served holy water. Each font holds the equivalent of
four Aasks of holy water.

T3: Tower MONITORING

“sphe maimmnonmmnmwun
an elabarate symbol radiating ligh.

This room monitors the tower's magic and its con-

nection o the city beyond.

Consoles. A character who succeeds ona DC 14 Stane col s inset vith gh
Intetli (Arcana) check di the les
momiter & powerful A magic in

or fake 22 (4d10) lightning damage from lightning
arcing between the columns, [T a character says
“eetteth” while an this level of the tower, they be-
come immune to the lightning generated by this
room for 24 hours,

Crystal Columnris. The columns in this room are
Large objects with AC 16, 18 hit points, and imm.
nity te poison and psyehic damage, 1f three or more
of the rom's nine columns are destroyed. lightning
stops arcing between the columns, ending the ef
feet described above. The first time a colimin in the
room takes damage, a 10foot-square panel opens in
the fleer near the door leading to area T5, releasing
a hosiile Istarian drone (see appendix B).

T5: Drove MoNITORING

=t 'bﬁmdarml

the tower, They also determine that even though the
miagic 15 currently acti
thing is malfunctioning. If thee charmeter wishes,
they can wse the conscle to diminish the power of
this magic, but they can't deactivate it completely.

Diminished Magic. [f a character uses the con-
sole o throtthe the towers magic, the symbal in the
center of the room turns red. and the Threshold's
entire floating island plummets 10 feet. After this,

4 failsafe stopa the island from falling, returns the:
rune o its original orange color, and disables the

comsole, The expericnee is startling, but it doesn't
harm the tower or ereatures on the island.

I the tower drops in this manner, Lohezel com
mands the three Bameskulls in area T7 1o find the
source: of the problem, One minuie later, the fame-
skulls find the characters (regardless of their loca-
tion in thie tower) and attack.

Symbal, The symbuol an the Aoor sheds dim or
ange light out 1o 3 feer. A character who sees the
symbol and succecds on a DC 16 Wisdom (Percep-
tion) check realizes it Inoks like an aerial view of the
tower and its exterior bultresses,

T4: ENErcy FIELD

Nin blue rystalling columns crackle and hiss a5
lightring ipredictably between them. & doy.
‘ble door leads to another rom to the narth, anda
smaller door leasts to the stairs down.

This chamber functions as a defense for the tower
and part af the tower's broader magical systema.
Lightning. When a creature enters this area for
the first time on i turn or starts its turn there, it
must succeed on a DC 16 Dexterity saving throw
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. the conirols indicate some-

In this room, workers would charge and repair
the tower's construct defenders, The two Istarian
drones {see appendix By are intact bt powered
down. They activate and attack in the room ifa
drone, a column, or the console is damaged,

Console. A character adjacent 1o the console
wha sisceeeds on a DC 20 Tatelligence (Arcana}
check can wse an action todirect one of the Istarian
drones in this room to move or attack a creature,
The drone fulfills this order to the best of its abil-
ity, and will attack until its target leaves the room
or i dead.

TE: CiTy OVERVIEW

In the riddle gfthis room stands a three-foor-tal, <ir-
cularmetal pedental. Atap it hundreds af tiny llusery
buildings glow ina pale ysllaw light, and in thei cen:
for ﬂﬂih 3 mmliwu I‘uslon af the

giwmll‘ e sama m prﬁ]‘achrgﬂlum
anto the pedestal. Doors lead to the north and west,
and & third door leads 1o the stairs down,

The pedestal here 15 an {llusory representation of
Onyvard prioe to its crash. Sections of the illusion
flicker, the structures fading in and out of existence.
These flickering scctions correspond to parts of the
city that have been destroved or radically changed.




THRESHOLD OF
THE HEAVENS

1 Squiare = 5 Feat

Mk 651 TuREsHOLG OF TE Hlezvens
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TV COMMUNICATIONS

Three chairs are seattersd actoss this room, Black
enied cansoles against the west and south walls buzz
suftly and occasionally emit sparks. Doors |ead to the
morth and gast.

I'lie consoles once performed & magical function,

Bt Dieagon Army soldiers accidentally destroped
them. The conseles now buze with misfiring magic.
A character who succeeds on a DO 12 Intelligence
{Arcana) check determines the consoles are broken
bevond thise ability o repinir,

Flameskulls. Since whatever accident bef
room, Lohezet doesn’t ailow Dragon Army s
higher than this finor. Thres lameskulls guard this
ronm and sttack any cresture other than Lobezes
that eners. The Bameskulls are no longer present if
they went o investigate area T3,

T8: NAVIGATION

& large table fills the center af this room, and be.
yand if, the nezth wall halds 8 door. Atap the tatls, |
& threp-dimarsional iHusion deplors o vise: racky s |
panse in meticikous detail, |

i

Two aurak draconians (e
the table, intensely studying it.
prised character who succce'ds won & DC 8 Dex-
terity (Stealth) che
Magical Map. The nms_uml map an the table

changes as the city flies, accurately depicting the
landscape for many miles around the city. A char.
actor wha succeeds on & DE 14 Wisdom (Survival)
check recopnizes the map depicts the Northern

Window:like crystal panels deminate the walls of
this reom, each displaying a different image, Three
show crackiing thundorheads. and the fourth depicts
th city of Kalaman, In thecenter of the raom, stang
desks with magical consoles surrund a ralsed plat
faem. Dicors fead ta the north and south,
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Thiks chamber's serving magic informed the city's
navigators of storms and other approaching
The black-robed  Lohezet {so
whohunches aver the southwest desk bere, has
been using his magic to alter the magical minrors
fernses, fixing one on Kalaman.

Talking with Lohezet, Lohezet iz surprised 1o see
arrangers. Afver discerning the characters” agenda,
he tries to convinee them he's been forced o serve
the Dragon Armies, A character can determine he's
lying with & DC 14 Wisdom (Insight) check. If the
charack :¢ through his lie. he tries to bargain
and shares the following information;

» Lohezet doesa’t care abowt the Dragon Armies’

they just support his research,

iscovered the City of Lost Names's location
while with the Black Dragon Army in the east,

= The Threshald of the Heavens i the control cen
ter of the city. He and the priest Belephalon have

vated the magic here: They now await orders
10 raise the city inko the sk

+ Belnphaion, who ls carre
above,

y inn the chamber

is-a Danatical worshiper of the Dragon
Queen. If the characters slay Belephaion, Lohezet
will beavie the city without complaing,

Lohezet might make good on his word to lesve, or
hie might ambush the characters later—he'll decide
after seeing how they fere against Belephaion
Serying Mirrors. Lohezet has manipilated ane of
tarman, looking down on the
city a5 1f from high above. A character who spends,
10 minutes and succecds on a DC 18 Intelligence
(Arcana) check can restore the mireor 1o its original
wse. The mirrors can't be used o view any other o
cations, Each mirror is a Medium object with AC 13,
# hit poims, immunity o paison and peechic dam
age, and vulnerability to bludgeoning damage
Treasure. Atop a console, Lohezet has plaﬂd
Istarian rel i
pltinum fow
e af brightness, aml a candie of fnvecation.

the mirrors tospy on 1§

T10: Brince

T
Enarmous windaws fill the wallsof this room, grant-
ing a breathtaking view of the City af Lost Mames,
Lowsred walkways line three walls like archestra pits,
while a dais iri the center holds 2 bejeweled thrane
whiose back is catved fike the rays of fhe sun, Seated
an the thrane & o human man dressed in crimson
robes and wearing & crown-bearing the Dragon
Queen's symbal.




e throne in this
appendix B) at-
» southwest and

Belephaion (see below) sits on
Two bozak draconians (5o
. one inthe walkwa
in the walks
When Belephaion ae
fllowing text:

1
*It seems Lohezet has finally been dealt with.” The
man on the throne brings his hiend dovwn on & crim:
son jewel an the throne's arm;: “No.mave need for his
Incessant human eautiousness, Glary will be-ming
alane. It s the Dragan Quesn's willl®

The jrwels on the thrane pulse: Beneath you, the
floer lurches, Through the windows, the cily's bowers
shudgder, and the ruins begin to ride inta the air.

throne's magic, with
“Helm

aion has activated t

lep
dire rmifications for the vity (seo

Belephaion, Be
dragon. ks currently in his priest form. He wses
the young blue dragon stat block with the fallow-
tigin:

ally transforms info an eagle or
ment, damage in

Alter Shape, E
# priest,

L|ED|' o

the characters threaten o attack him, he orders the
waians i attack, transforms into his dragon
s to the death

adel helm (see

as the

. A soan 2
to hover. See

Fries a portio
{ with him in a bag of holding he wears. The
5 1,000 gp worth of ancient coin
bl of  Takhisis worth 250 gp, and an fotn

i is wirth 3

a ruby

haly =yn

I
e windows in
AC 13; 50 hit points,

Wi‘ﬂdmm.
this room is
immunity to paois

nerabili

M
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THE C1TY RISES

A3 sonn as Belepliion activates the Hiing citadel
helrt atop the Threshold of the Heavens. the City rrJ'
Lot Names Jifts into the air. However, the devic
damaged ind can't efectively il e sharnered city,
As a result different parts of the ruins risc at differ-
Ent Fates, ering the city apart.

11 Belephaion is Killer ane is attured to the =
irig cdrmeded el and the shold's finaring islamd
cepses to rise. However, the rest of the ity contine
ues breaking apart and rising into the sky. Even if

Belephaion is taken slive; he rofuses o lower the
The

it hsraciers can'l prevent the sty from fall
ing apirt. Their only optien is to escape, first from
the tower, then frem the city,

THRESHOLD EVACUATION

After Bolephaion is defeated. read the following:

ek i Chitside the win-
dowsbouldersized chunks of the city tear free, asing
inta the sir, Beneath them, whale mm(m Ihlldd»e.r as
mighty forces tug them shyward.
l Deep in the tawer, something cracks: The faor un-

der you slants s the towes begin o slowly lean,

Thie Theeshald of the Heavens aud the sland it

stanids on dee beginning wernmble. The charaeiers

have enough time 1o escape the tower, but encour-
wge them o make i quick exit by describing crack-
ing walls and stones dropping from the ceiling.

Chargecters whao try to use the flving citadel helin
can puike a DC 10 Intelligence (Arcanas) chick, 1f
they suceeed, they realize itd fake several hours o
attwne 1 it and regain control of the city—and the
tower sa't going to survive that long

B
A the party
lowing text:

pets clear of the tower, read the ol

You find yoursell amid disasieras ragged stone i5-
fands and crimbling buildings rise ints the sky. Chiaos
confaunds the Dragon Aty traops throughout the:
city. Dragonnels dodge stones In the skies, white:
winged dracorians race to escape cracking streets.
Tos the sauth, viclet fare Behts the sy, &1 its cen-.
i, & solid island rises, (t5 stone folndations riddied
with monstrous bones. The island bearsan ominoiss -
termple; windows alight with atherwaeldly viotet flame,
A you wakch, ths ndeard drnmm\ tleleberi by Loalsuh
fetutms, and the two cll(le this blazing fiying citadel.

This temple rising into the <ky is the Bastion of
Takhisis. Cataclysmic flame has awoken the dead
dragons beneath the citadel, and their magic now
hobds it abofe similarly 1 how it ooce supported the
whole While the rest of the ruins drift wildly,
the Bastion of Takhisis rises as a flying citadel—a
terrible wespon and the Rrst of its kind

EscarinG THE CITY

Allow the characters to choose thetr route o e
the city, The Path of Memories and the canyon to
the south are hoth logical choices. I the party secks
aut Demelin, the wizand is nowhere o he found,

A5 the characters flee, narrate ity erumbling
around them. Use any of the following encounters o
highlight thie chaps of their escape,

i

Escaren DraconNNELS
Four Deagon Army dragonnels (see appendis B)
have been separated Trom their riders. A character
can convines the dmgonnels to les the characters
il thisin out of the city by suc ngon & D I
asion) check. Afterward, the drag-
onneds drop the charmcters off and depart.
Aliernatively, if the charsoters saved the waste-
land dragonnel {see appendix B} in the gocupied
mansian, it might return with other deagonnels o
help them escape,




FLoaTivg Rocks

The characters find their path impeded by a 30-

foot ascent or descent between levels of the ruins.

A character can jump between a series of floating
rocks to navigate this obstacle. The character must
sucoeed on three DC 14 Strength (Athletics) checks
1o beap from rock 1o rock. A character safely ascends
ardescends 10 feet with each successful check, I
they fail a check. they make no progress. I they fail
4 check by 5 or more, they fall to the lower level.

Iue-Faren Amausy

A patrol of three kapak draconians and one sivak
draconian (see appendixz B for hoth stat blocks)
spats the characters and attacks. At the end of the
first round of combat, roil a die. I you roll an even
mumber, 4 random deacontan is affected as by the
levitate spell (save DC 15) for 1 minute. 1f you roll an
odd numbier, a ioulder falls on & random draconian,
dealing 33 (6 10) Bludgeoning damage to it.

ESCAPING THE ENEMY

Onee the characters escape the City of Lost Names,
they'll want to rejoin the Kalaman forces. They can
use the fargab to learn where Darrett and their al-
lies are; otherwise, soon after they escape the city,
a small group of Kalaman soldicrs finds them and
leads them o the larger force.

The upheaval in the City of Lost Names has
caused a momentary interruption in the conflict be-
tween the Red Diragon Army and Kalaman's forces.
However, the Red Dragon Army is regrouping.

The adventure unfolds in one of Two ways
from here:

With Mass Combat. If you sre wsing the Dragon.
larece: Warriors of Krynn game along with this ad-
venture, consult the “Warriors of Krynn: Scenario
8" sidebar.

Without Mass Combut, [ you aren't using the Drag:
anlapce: Warriors of Kryne game, continue with
the following section.

SWIFT RETREAT

When the charseters reunite with Kalaman®s sol-
ehiers, Darreit welcomes them back. but he keeps
the conversation short, The Dragon Army is muster-
ing and soon will strike at Kalaman's forces again.
Darrett has lost @ substantial number of troops aller
several skirmishes and hitand-run attacks, He sug-
pests retreating (o the south as swiftly a5 possible,

WarrioRs oF KRYnN: SCENARID 8

Soan after the characters rewnite with their &lles from
Halaman, the Dragan Army musters t5 scattored
farces and prepares to pursue the fleeing Kalaman
troops. Read the ntraduction te scenarle & in Dragan-
fanee: Warriars af Krynn, then play that scenaris, This
scenaric details the flight of the Kalaman farces fram
the City of Lost Narmes.

I the characters altain 2 hold during this scenanio,
their allies fail them and share one potion of healing
{superior) with each charscter fthe characters at.
tained & win, the survivars slso gifi them 4 ring of resis.
tance (fire} taken from a defeared Dragon Army officer.
Characters: g no bonefit far 5 lass.

AL the eod of the scenatio, procsed with the "4 New
Threat" sectian.

A NEW THREAT —

As the characters and Kalaman's troops slip sway
from the Dragon Army, read the following:

The flying citadel baffles and terrifies Kalaman's
forces. but Darrett urges calm as the army focuses
on cacaping. He wants to know all about the fiying
citadel. but he delays that conversation until the
army is well out of its sight. For the mement, his fo-
cus s ensuring the safety of his troops, escaping to
the south. and alerring Kalaman's defenders shout
this terrible new weapan.

NEXT STEPS

After escaping the City of Lost Kames, the charac-
ters advance to 10th level. Chapter 7 begins as the
characters, Darrett, and the outmatched Kalaman
troops depart the Northers Wastes, With time run-
ning out, they must prepare Kalaman to face the
Diragon Army's newest threat.
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A HASTY RETREAT
While the Fed Dragon Army recovers from the de-

struction of the City of Lost Names, Darrett Highwa-
nan reteat and ¢

he

ter and the troops from K
campa safe distance away. Begin this chapler ¢
them by reading the following text:

s the

Kalaman's surviving saltiers made camp on-a bluff
east of the City of Lost Names-—or what remains afit,
Irthe-dkstance, & canstellation of rcks Boats Inthe
air, some the size of islands; others litie more than
boulders: However, the lasgest iskand advances south
frorm the rilns, positoning itself above the reassem-
bling Cragen Ammy forces. The island halds alofta
sinister temple with otherwarldly violet light glesming
Froen It= cracked walks: Its exposed foundations crawl
with ereatures of Blackened bona and yialer flame. As
yiu walch, saversl of these shéletal dragons spraad
tattered wings, lurchinginto the sky to cirche thie cita-

i del ke gigantic valtires

Charset
uies or more see dragonnels moving froops from
the: graunid to the citadel, The flying citade] gives the

ars who wateh the fyving citadel for ten min
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Preagon Arm
days to move &

This fying
immediate threats so long as the charset:
laman's forces keep their distance. |1 the cha
draw near, they attract the-attention of soe or more
lesser death dragons (see appendix B) that attac
until the characters retreal

;1 poweriul weapon. but itwill tke it

Pade] .||||| Ilu IJ| agon Army aren't
ersand Ka
clers

SHADOW OF THE CITADEL

After the characters see the flying citadel, Darrett
seeks them out IF they haven already told him of
their time in the City of Lost Names, he asks what
occurred, anxisus o bearn ahont this new threat on
the: horizon. After the characters share what they
lemnon, rett relates the following information:

« Kalaman's troops aren't in any state to take on
this fying citadel.

+ Darrett suggests (he characters hasten 1o Kala
man to apprisc Marshal Vendri of this threat,

« Darrett sent word to the transporis that ferried
e grenug 1o the region 1o relocate, They should be
waiting at Dread Walf Cove to the east {location |

haracters, like Cudgel
aml Rookledust, to go with them to help support
i to-F an's leaders.

ead the troops b

their re
= Diarrett will stay an

ik Bimsedl

arpeters to rest, then s
st as so0n as they're ready, I Clystran
5)is with Darrett’s troops, he can guids
ening the characters” journey.

Darrett encournges the
off for the
tsee ch
them, ha:

Te THE CoasT

The: journey to Dread Woll Cove takes five d
fewer if the characters have Clystran’s guicds
ather methods of conveyance. Consult the “Move:
ment in the Wast thon in chapter 5 for details
am moving through the region, but play the ek
briskly; reporting to Kalaman about the lying cita
del should feel like a race against time, 1F you wish,
run one oF mere random encounters from chapter
5 during the jisrey. Shortly before the
reach the cove, run the following encountér,

e

UMGO\. NEL DowN
A e ol about a day from reaching
|||I.' Ralaman muu-s an the coasr, read the following!

Thiee crimson dragannels appedr i the sky bearing
riidars-in Dragan Army arman They punie @ faarth
draganned; kot this ane hits oo rider, and it scales are
of a.coppery hue, A Dragan Army rider whips a net at
their desperately fecing quarry, and the unfortunate
creature tumbles fram the sky, trashing near you.




The injured dand d (see ix B)
erashes to the ground 30 feet from the characters.

It has 4 hit points remaining and is restrained by

a net. The three Diragon Army officers and their
Drragon Army dragonnels (see appendix B for both
stat hlocks) land nearby. They approach the injured
dragonnel, planning o eaptore it and tram it o
serve as # mount. 17 the characters interfere, the
Drragon Army troops attack them. The Dragon Army
dragonnels fee if their riders are defeated.

Wasteland Dragonnel The coppery dragion.
nel is entangled in a net. A character wha warily
approsches the dragonnel can remove: the net by
suceerding on a DC 10 Strength check. If the net
is removed, the dragonnel locks eyes with whoever
abded it, then clhumsily Aies away to the south,
gEEETE Gy SRR
The characters find the Kalaman ships at Dread
Wall Cove, If the characters didn't already venture
here in chapter 5, they fimd it as detibed there The
shore near the vessels is guarded by a small camp
of Kalaman seldiers, One of the ship capeains, &
human man named Haldri Leddis, recognizes the
characters and prepares a ship for their journey
hack to Kalaman, The other vessels wait here for
Diarrett and his troops.

If Clystran is with the characters, he hids the char-
acters a fond farewell. He tells them he intends w
return to Heart's Hollow, but he promises to send
ward if he finds a way to further aid them.

The characters' ship departs whenever they're
ready. Thanks 1o strong winds in their favor, the voy-
age hack to Kalaman takes only one day.

RETURN TO KALAMAN

When the characters reach Kalaman, the eity looks
much as they left it, but tension Gills the streets,
The Red Dragon Army has claimed much of the
surrounding lands, and the eity's forces have been
locked in skirmish afier skirmish.

If the characters don't godirectly o Castle Kala-
min fo repost to Marshal Vendri, one of her aides
finvdls them within a few hours of their return and
escorts them to the council chamber in the castls.

GriM REPORT

When the characters rerirn o Castle Kalaman,
Marshal Vemdri is in a meeting with the city's newly
elected leader, Governor Fuline Thren. However. the
marshal has left standing orders to interrup her if
news comes from Darcett’s forces, When her aide
leards the characters into the castle’s council cham-
ber, read the following:

This familiar confasence hall arid it largs raund table
Have seen sigrificant repuits since List you were here.
WMarshal Verdri and Lard Bakaris sit at the table, aong.
With warlous bickering strangérs who wear the colacs
of Kalarman guilds, Opposite the door, & waman in
simple clothes sitsinr the governor's chair, watching
. the praceedings with uncertaingy,
‘Marshal Vendr sses you and stands, surpeise clear

o her face. : :

Vendri calls for silence and welcomes the char-
acters. Unleas they recently contacted her via the
sending spell or simitar magie, she had thought they
were lost, She's eager to hear their private report on
what happened in the Northern Wastes.

Before Vendri ean leave with the characiers,
theagh, Lord Bakaris demands the entire council
be=ar whatever tiews they bring, Goveenor Thren
hesitantly agrees, and Vendri reluctantly gestures
for the characters to report. As the characters tell
their story, consider interjecting criticism from Lord
Bakaris or support from Marshal Vendri

Any mention of the fying citadel captures the
room'’s sttention, Vendri, Thren, and others in the
room pose the following questions:

+ How many fiying citadels does the enemy have?

+ Could the enemy make more?

« How does the citaded Ay?

+ Where is it headed?

+ How con it be destroyed?

= How can Kalaman stand against a fortress that
sonrs over the city's defenses?

The characters are unlikely fo have answers o all
these questions, and Marshal Vendri doesn't eXpect
them to, but the council grows maore anxicus with
each unanswered question.

When the characters have answered what they
can, Vendri bids them rest. The characters' quarters
in the: castbe remain at their disposal.

Quier TiMe

After finishing their report o Kalaman's leaders. the
characters are free to spend the following days as
they please, The Dragon Army will need at least a
weck to prepare its full force to march on Kalaman,
a0 there's plenty of time for the characters o make
final arrangements in and around the city, Encour-
age them 1o tie up any loose ends, as they'll have few
opportunities once the Dragon Army attacks,
Kalaman remains as described in chapter 4,
though rumoss of a fiving war machine now Aood
the streets, and there's a fecling of imminent crisis,
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MEETING WITH THE MARSHAL

Ti the characters seek out Marshal Vendri for fur-
ther conversation, she's pleased to see them. Vendri
shares that the war hasn't gone well in their ab-
sence. Kalaman's forces have held their own, bu
Dragon Army has claimed much of the sur di
land, The enemy has conspicuously avoided Kala-
man, and the bulk of its forces are camped near the
ruins of Vogler, as if waiting for semething, With the
news of the fAlving citadel, Vendri now knows why,
She has ordered all troops to return to-Kalaman

\

A saldier discreetly secks out the charpcters to
report trouble at Kalaman's west Trade Gare. The
soldier s concerned one of Kalaman's eapiains
Is preventing refugess from entering the city. Not
wanting fo make a scene or oppose 8 superior offi-
cer, the soldier hopes the characters can help,

1f the characters follow the saldier, they find the
Following seene at the Trade Gate:

and shore up the defenses along the walls, H
she admits the city has litthe hope of defeating a fiv-
ing fortreas,

Day oF DrEAD

When you're ready to proceed with this section, the
characters hear a commalion in Castle Kalaman
ar the city streets. Seouts have returmed to the city
with niews: A flying citade] has been spotted 1o the
narthwest of the city. Beneath it, the Red Dragon
Army has begun to march toward Kalaman,

This news ushers in an uneasy day of waiting as
the city braces for battke. As the day progresses, run
the following encounters, using the Deead in the
Sereets table toset the mood as the charaelers ven-
ture across the city,

DREAD IN THE STREETS
dé  Event
1 Amakeshift aid camp has taken over an atley, pro--
viding hefp to refugees recently armved in the city,
2 Abaker stands cutside their bakery, handing out
free bread to ail passersby,
3 Alostchild calls for their parents on & crawded
strent.
4 Asign hangs overa blacksmith shop: “\Weapons
ait of stock. Sorry and gocd luck”
5 Anold mm:pnlﬁﬂvun_ﬁ&sm ona
bench, talling 3 graup of childran 2 story of the he-
i kight Huma Dragonbane.
& A person pulling & small wagon full of stray pets
stops fo pick up another bost critter
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The Trade Gate has been closed at the orders of
Capeain Oklid Marnhelm (neutral, human veteran).
He's onthe scene with his siphl Kalaman soldiers.
(see appeenclix B). 1T questioned, Narnhelm shams
the: following:

« Doens of travelers and residents of the trade
camps seck refuge inthe ciry,

« Narnhelm has heard draconians ean take on the
appearance of ather peaple.

= When large groups sarted showing up, Narnbhelm
closed the gate to prevent disguised enemies from
slipping inside.

A character can convince Narnhelm o open the

gate through roleplaying or by succeeding ona DC

16 Charisma {Intimidation or Persuasion) check. 1T

il 1, b vrebers the gate opened but tells his
soldiers 1o remain on guand,

IR ANGE RIDER -
Larter in the day {likely while the characters are on
the streets or walls), the character with the highest
Wisdom { Perception) score spots w dragonnel rid-
den by twa figures flying over the city toward the
spires of Castle Kalaman. At a glance, the character
doeeaai't see any Dragon Avmy colors on thie dis-
tant figures,

The charaeters ean learn more about this visitor
by heading to the ramparts atop Castle Kalaman,
When the party arrives, read the following text:




£ a broken <torte buttress jutting feoem the ancient
tower wall peeches an exhausted dragonnel, its cop-

pery soabes ghmmering in the sunbight. Two figures
tend # the dragonnel—enein rugged leather, the
ather wearing the armas of & Enight of Salamnia.

The riders are Clystran and Darrett, 17 the charac
ters saved the dragonnel in the “Cheupied Mansion”
section in chapter & or in the *Dragonnel Down” en
counter earlier in this chapter, they recognize itas
the same ereature.

Chyssran amd Darrest are pleased o see the char-
acters and have the following information w share:

+ Nat long after parting ways with the characters,
Clystran found this wasteland dragenned, [t was
friendly and albowed Chyarran to ride it

« Clystran and the dragonnel managed to spar close

o the flying citade|

Tunnels riddle the citadel’s base, Eerie lghts sug-

gest they connect with the temple above.

+ Clystean found Darcrett and offered hin

home onee the Kalaman sobdiers were s

ahoard the ships,

Several other friendly wasteland dragonnels fol-

bowed Chystran snd Dareert 1o Kalanan, but they

broke off onee the city came within sight.

ide
:ly

PLANNING THE COUNTERATTACK

Allenw the characters io use the detaits Clystran and
Diarpett share to concoct a plan for infiltcacing the
lying citadel. ITthey miss particulars or need ideas,
Drarrett makes the following suggestions:

= Facing the Undeasd dragons and the Deagon Army
troaps directly on the surface of the fying citadel
would end in disasier,

» The citadel iz surreunded by fying foes, but their
attention could be diverted by a distraction,

= Using the tunnels in the citadel's Toundation, 2

group might sncak inside and find a way (o de-

stroy the fiving citadel.

Clystran might be able to find the other dragon-

nels m the region and bring them to aid the char

acters in reaching the fying citadel.

The characters can add their cwn embellishments
to this plan, but the fiying citadel will be vulnerable
only during its attack on Kalaman. The tunnels in
the Aying citadel’s foundations are the safest path
for getting inside the fortres: i “Thie Flying Cita
del” later in this chapter assumes the charseters use
these tnnels.

Dince the characters and their allies agree on o
plan, Clystran and his dragonne! rest bricily before
heading off to find the other dragonmels dnd con
vince them osid in Kalaman's defense.

NIGHT OF TERROR

As dusk approaches, the defenders on Kalaman's
western walls sound an alarm: the Red Dragon
and its fying citade] dreaw near: All of Kala-
man’s soldiers are called 1o defensive positions,
When the alarms ring out, Darrett finds the charac-
ters and takes thiem 1o the Trade Gate's ramparts,
When they arrive, read the Ballowing description:

Arm

The west-facing ramparts of the Trade Gate are abuzz
with soddiers rushing reparts{n and geders oul. Amid
ths activity stands Marshal Vendr, lseuing sharp
commands to-an endless aray of eutensnts: Every so
aften, the marshal's gaze passes through the sangle of
sofdigrs o the fisld beyand the walls,

There, thausands o soldiersin red and black raise
the Dragon Army’s camg beyond the each of Kala:
man's defonders, War machines roll into position be-
tween erimson banners bearing the Bragen Quean's
claw-like symbiol. Above, dragonnels sour in rigid for-
miaticns alongside the Dragan Atmy's most terrifying.
weagan, the flyng citadel. Otherwarddly smokes: roil
fram the ruined temple atep the Aoutg island. A
It drifts into place abouve the bastichield, reanimated
carpies of angient dragons circle the ruins: glowing
with the same ternble light as the temple el

Marshal Vendri can spare only a moment for the
characters. She has no immediate orders but asks
them to stay on hand 1o solve whatever emergencies
are surc to arise. She docsn't cxpeet the Dragon
Army will launch a full sicge tonight. but Kalaman's
defenders must be prepared for anvrhing.

IF the characters and Darrett have plans for attack-
ing the fiying citadel, Vendri supports them, Use her
suggestions and orders to guide the characters o
ward infiftrating the Aving citadel onee they have the
help of Clystran's dragonnels—a plan that becomes
reality in the “Dragonne| Reinforcements” section.

No SLEEP IN KaLAMAN

The people of Kalaman face a long, anxious night
waiting for the Deagon Army’s atrack. Use eneoun-
ters from the Night Encounte
the Dragon Army's menace throughout the night.
When vou're ready to conclode this section. move on
o thee "Bakaris Defocis”™ encounter.

e tes reinforee
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MIGHT ENCOUNTERS

44 Encounter

1 Sixkapak draconians scale the walls and atteck 2
gratip of Kalaman soidiers near the characters [see
appendin B for bath stat Backe),

2 Theee Kalaman soldiers turn on their com-
mander—in truth, thes are fowr sivak draconians
{see appendiz B diguised using Shape Theft

1 Testing the Defensos (see bolow)

4 Highmiaster's Message (see below]

TESTING THE DEFENSES

A warning horn saunds fram a group of soldiers crew-
ing ballistae rearky. |nthe distance, 2 flight of Dragon
‘Army dragonnels swaops toward the city walls.

Four Dragon Army dragonnels carry a toal of
eight bozak draconians (see appendix B for both
stal hlocks). On the walls near the characters are
three ballistae (detdiled in the “Siege Equipment”
section of the Dungeon Master's Guide) and six Ka-
laman soldiers (<ee appendix B

The Dragon Army dragonnels are currently 360
feet from the city. In 3 rounds they will be 20 feet
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above the walls, awd the cight bozak draconians will
recklessly glide onto the ramparts and atack.

Thes characters can use the Ballistae to anack the
approaching dragonnels. A dragonae] struck by &
hallista holt panics and retrears with its twao riders.

HIGHMASTER'S MESSAGE

This encounter oceurs whibe the characters ane oot
side, possibly on Kalaman's walls or the city sireets,
The character with the highest Wisdom {Percep-
o) score sees a strange viclet light in the sky. AR
ter they react, read the following text:

A viplet star plummets frem the sky ind crashes
neachy, throwing up 3 cloud of debris, A Breathleis
screech rises from the Back-lit dust -Andnstant bater,
blackened fangs and violat flame burst farth in the
form of a massive sheletal dragon.

This lesser death dragon (see appendix [3) has
eoune specifically for the characters After its dra-
matic crash linding, it starts the battle with 160 hit
points and fights to the death

During the fighe, the first character o deal dam-
age 1o the death dragon notices a piece of parch-
ment is pinned o the skeleton with a dagper, When
the death dragon is defeated, the chagaciers can
retripve the parchment, which bears this message:

The Bragon Queen sees you, anid | am the firs in her
ayes, The end comes. It s the Dragon Queen'swill

The message was written by Kansaldi Fire-E
specifically for the characters, There i no signa-
ture, but the wording suggests the characters have
become objects of the highmaster's irc,

BAKARIS DEFECTS

A measenger arrived, either seeking Marshal Vendri
at the Trade Gate while the characters are prescot.
or secking the characters at Vendri's orders, The
messenger reports the Warrior's Gate on the east
wall is unguarded. Vendrl urges the characters o
guickly And vt what happened.

When the characters arrive at the gage, read the
fallowing text:

The Wasrlor's Gate stands open, theagh its parteullis.
semains closad; No guards are In sight. and beside
the gate, the guardroam's dagr (s ajar.

O the other side of the portcullis, seversl Agumes
wiaring Dragon Army uniforms pace back and forth.
As you near the gate, the portcullis beging to rise,




The portcullis rises jerkily. After 3 rounds, it will be
high enough to admita group of su. Dragon Army
officers (oo appendix B) inmo the city.

The characters know the poricalliss controlsare
in the guardroom adgcent w the gate. There they
find the anxious Lond Bakaris (noble), accompa-
e by six knights i
kriights turns a winch, rai

Lord Bakaris is defecting to the Bragon Army
and has convinced these knights to come with him,
The cowardly lord is terrified of the invasion and
i convinced everyone in Kalaman is about o be
slanghtered. After a moment of shock at seeing the
chararters, he onders the five unoccupied knights
o attack the charscters—while trying 10 stay oue of
bantle himself,

Portcalfis. 1 the knight raising the portcullis sn't
stopped within 3 rounds of the characters arriving
at the Warrior's Gate, the Dragon Army officers join
the battle and Lord Bakaris tries 1o flee from the
ity If the characters prevend the porteullis from
apening, the Dragon Army troops flee,

Bakards’s Defeat. Lord Bakaris panics if his
escape plan falls apart, Desperate, he might trey 1o
climb aver 1l wall or employ snather reckless
scheme. He surrenders if he takes any damage orf
his knights are defeated. Once Bakaris is defeated,
a character who searches him finds the following
mesaage from his son:

an armor, One of the

Father, the Dragon Azmy sends its greetings and
| propusition: Avoid the doom i siore far Kalarman.
Mest dut agents at the Warrior's Gate. Open the
way, and they'll bring you fo me: 've found i place
here and have been promised 2 shace of the glories
o come. You can have the same you embrace the
Biragan Quren's will

The letter is simply signed “Bakaris.” The charac-
ters will face Bakaris the Younger in the “Flight of
the Dragonnels” section, bur they ave no ofher in-
Tormation about the traitor it this tme.
CONCGLUDING THE NIGHT

After running the encounters in this section, the
Diragon Army's attacks cease for a time. Have Dar-
et or another NPC urge the characte
before the coming day's battles. Give charae

envugh time to finish & long rest before starting the
next scetion,

g the portoullis outside.

BATTLE OF KALAMAN
After & brief lull in the initial attacks on Kala-
man, the Red Dragon Army unleashes its weath
oat the ity

1F the characters rested after the events of the
previous section, their rest concludes to the sound
of warning horns, Darrettor @ messenger from Mar
shail Vendri urges them o burry bo 1 he commanid
past atop the Trade Gate. Onee the characters ar
rive, read the following texi:

The sige of Balaman has bagun; Thousands of
Dragan Army troops—humans, dracansans, and
ather ereatires—march or the ¢ity, Along the walls,
Kalaman soldiers shaut commands while ballistae fire
in rapid percussion; their deadly bolts barely keeping
the dragannels wheeling ovechead at bay. Beyond the
dragonrel ridsrs, the flying citadel laarms like a than-
derhead, drifting showly but relentiessly closer

At this point, there his heen no word from, Clystran
o the draponnels he went to track down,

BatTLE BEGINS

This iom has i set timeline or specific
beyond involving charscters in Kalaman's despesate
defrnse, Boll on or choose the encoanters yon want
to run from the Defending the Wall tabie, Thiese en-
connters are deseribed below. Cnee you're rieady for
the elaracters o begin their inflration of the fving
citacel, proceed with the “Dragonnel Rednforee
menis” section,

DEFENDING THE WaLL
4 Encounter
1 Ballista Breakers
2 Daring Riders
3 Dieath Dragon Attack
a Draconign Assassing

BaLL1sTA BREARERS
A flight of dozens of sivak dmconians soars from the
Aying citadel toward Kalaman. Many are shot down.
but four sivak draconians (see appendix B} land on
Kalaman's wall and attempt 1o destroy three ballis
taes I et from the: characters

On eacl h sivak’s turn, it attacks a ballista unless
the sivak wis targeter hefore o
ter. A ballista ks destroye 5
cimes, I all three balliste are destroyed, three
dragonnels and their riders fly overhead, avoiding
the wall's defenses. This provokes the “Daring
Riders™ encounter immediately after 1his encounter

s Tesolved,
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Daring RiDERS

Three Dragon Army officers mouned on Dragon
Army dragonnels (sce appendix B for both stat
blocks) manage to get past Kalaman's walls, The
ritders throw alchemist's fire onto the city as they
circle overhead. Characters on the wall can turn a
it to five over the city, bt daing so takes an
action and a successinl DC 16 Strength (Athletics)
check. I the ballistae near the characters have been
destroved, they can find an additional ballista 610
feet farther along the ity wall.

DEaTH DRAGON ATTACK

Alesser death dragon (sce appendix B) crashes
against Kalaman's wall at leasi 90 feet from the
characters. By the fime the characters draw close,
the death dragon has already used its Cataclysmic
Breath to kill four Kalaman saldiers, iransforming
them into zombics.

DRACONIAN ASSASSING

‘While the characters are at the Trade Gate com-
mmiand post or anather vilnerable point, two aurak
draconinns (see appendix B) teleport nearby using
the dimension door spell and attack a Kalaman
commander fuse the veteran stal block). This might
be Marshal Vendri, Captain Narnhelm, or another
Kalaman officer.

DRAGONNEL REINFORCEMENTS

‘When you're ready for the characters to turn their
Focus 1o the: flying citadel, resd the folbowing texi:

Aseout ru!hﬁ o you with i message. Only minutes.
of coppery dragorinels landed in &
lem:tnl‘wr city. They didn't look like the

kind the Bragon Arrry lies, and only dne hid a sider.

= e__———+1
WaRRIORS OF KRYNN: SCENARIO 11
Kalzman's defenders undertake an attack to distract
the Dragan Army, giving the characters an oppartunity
1o reach the dragannels and fly ro the Aying citadel.
Read the intraduction te scenario 1 in Dragoniance:
Warricrs af Kepna, ther play that scenario.

IMthe charatters attaina win or hold during this sce:
nario, their deagornels are snergetic and well rested.
Diuiring the *Flight of the Dragonnels® section, each
dragannel a character is riding has advantage an the
First attack roll or ability check it makes, Characters
Eain no-benefitfor a-loss.

At the end of the sconario, skip the “Cver Enamy
Lings" and “Assault on Hawker's Grove” sections and
procesd with *Flight of the Dragonnete.”

From this description, the chasacters should recog
nize Clystran has returned with the dragonnels he
sought, From here, the adventure procesds in ome

of two ways:

With Mass Combat. [f vou are using the Dragon-
lance: Warriors of Konn game along with this
adventure, the characiers are asked o report o
Marshal Vendri, She plans to have ber troogs take
ta the field, providing cover for the characters to
reach the dragonnels. Consult the “Warriors of
Krynn: Scenario 117 sidebar,

Without Mass Combat. If you aren’t using the Drag

arifance: Warriors of Krynn game, continue with
the “Over Enemy Lines™ section.

OvEeRr ENeMY Lines

Clystran foumd the dragonnels he went lnoking

for and convinced them to follow him o Hawker's
Grove, a wooded area southwest of the city. To ren-
dezvous with Clystran, the characters must reach
him aiviid the siege. The characters might come up
with their own methods, but if they ask Darrett or
another ally for suggestions, they're dirccted to the
sonthwest city wall where Rookledust is posied,

There, the characters find Rookledust and her
new assistant, Than {introduced in chapter 3), have
managed to convert a defunct catapult into 8 gnome-
Minger (gex appendix A), They created it to help get
soldiers into the field or city rapidly, but thus far no
commanders have incorporated the device inbo their
strategies. The gnomes are delighted to et the char-
acters use the gnomeflinger. They even provide cach
eharaciera naryerash (see appendix A)—or two, if 4
character asks for a backup.

Onee the characters are ready, the gnomes hapyiily
launch the characters one by one from the south-
st ety wall amd over the Dragon Army forees be
low. After Mying several humndred feet, the characters
land a short distance from the tree line and Hawk-
er's Grove,

AssauLT oN HAWKER'S GROVE

Hawher's Grove is depicted on map 7.1, As the char.
agters near Haowhker's Grove, read the following texi:

Kalirrian's seouts weran't the ordy anes 1o notice
Chystran and his dragonnely. The grove shead is in
flames. From umid the smuke cemes the sound of
Bestial sereeching,

The scout Clystran has taken refuge in the grove
and has sct up a small camp where he waits for

158 i
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the: ch He's ieed by s ewn cop-
per 1 | | (5o ix B) and
one for cach ¢t Just before the ¢

Wt baboaly



arrived, four red dragon wyrmlings pursuing the
dragonnels uzed their breath o set part-of the grove
aflame. The red dragons now lurk in the smake,
pregaring to attack, They fight untl wounded by a
draganlfanee or reducerd o 10 hil pointsor fewer,
Clystran and his dragonnels stay out of battle un-
Bess antacked,

Unless the characters prepared another strategy,
they begin this encounter adiscent to the tree stump
at the southeast corner of the map.

The following section notes elements unigque to
this battle. The bartle ends when the red dragona
are defeated,

Hawker's GROVE BATTLEFIELD FEATURES
The battheficld includes the following features:

Buornt Ground and Trees, This area has recently
been hlasted with Rames. Tt still smolders, and
smoke heavily obscures this area. The smoke dis
perses after 5 minutes or if exposed to wind mov-
ing at least 10 miles an hour,

Fray. The 15-foot-wide area marked by the design ar
the sdge of ihe map represents aress from which
dangers might appear,

HawkER'S GROVE BATTLEFIELD EVENTS
Driring this battle, rall on the Hawker's Grove Bat-
tlefield Events table each round on initiative count 0.
Also consider polling on the table when a red dragon
isslain or if a character enters the Fray or otherwise

tries o leave the battlefield.

Hawker's GROVE BATTLEFIELD EVENTS

d10  Event

13 Aflight ef deageanels sirafas the battleReld, the.
wind frem their passagu reigniting fames in the
burnt ground, Esch creature in this area must
ke @ DC 14 Dextesity saving traw, taking 21
{66} fire damage on a failed sive, or half a5 mich
damage on @ suctessiul one,
A seray pallista belt fires inte the grove. Boll any
die. On an even roll, the belt targets a random
player character. On an odd roll, the balt targets 3
random red dragan, The attack kas +6 ta hitand
deals 16 (3d10) piercing darmage on & hit
7-& A sivakdraconian (see appendix B) arrives. ap-
pearing adjacent to the Fray near 2 random playsr
tharacter i thers i already a sivak draconian in
the battle, no event oocars.
One of thie red dragans roars 8 praver: “Dragon
Queen, grant us your flames!” Each red dragan
recharges their Fire Breuth action.

L
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MEETING WITH CLYSTRAN

Adfter the red dragons are defeated, Clystran greets
the characters and introduces them o the waste-
Tand d Hx B he | i

to aid them, Hse the following topics to guide the
conversation with Clystran:

» Clystran is cager wo leave the grove before the
Diragan Army stracks again.

+ He hopes the dragonnels can slip past the Dragon
Army's winged forees amid the chaos.

= He intenwds to Jead the characters to the tunnels in
the foundation of the Hying citadel. He wrges them
not to attack during the flight or otherwise draw
attention o themselves.

= Once the characters nnd an the citadel, it be up
to them 1o find a way to bring it down.

« Clystran doesn't know how the characters will
eacape after destroying the fiying citadel, bot he
promises to watch for them from a distance.

Once Clystran has answered any questions, he and
the characters can mount their dragonnels and take
off. The dre Is are intelli and
understand the stakes, so they allow their riders to
direct thedr fight a5 long as their riders don't give
life-threatening orders,
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FLIGHT OF THE DRAGONNELS
As Clystran and the characters fiy shove the battie-
feld. read the following text:

The clash between the Oragon Army and Kalaman's.
defenders rages below, The elty's walls hold, thaugh
smioke rises from the bombardment of enerry wir
machines and deagonnels. #lights ol winged enemies.
circle bitween the city and, high above, the inky-shape
of the fiying citadel. Clystran points toward the casdel
and guides his-mount ta follow the path of 2 group of
Dragen Arrmy dragonnels returning fram an attack

As the characters near the fying citadel, they must
syccesd on a DC 14 group Dexterity (Stealth) check
or a flight of six Dragon Army dragonnels (zee
1pp1 ndix B} apots the p1rrv and approaches, [f the
o have disguised ( fves as Dragon
Army seldiers, the dragonnels ignore them and fiy
i ttack. If thie char-

pairsuil, but other foes notice the chi
fallowing section).
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Rro Ruiw

Afier the characiers avold or contend with the
dragemnets, Clystran breaks away from the Dragon
Army flight path be had been following, rushing
the characters teward the base of the Aying citadel.
Read the: following text as the characters approach;

Az you near the fiving citadel, twe shapes emerge
frérm the dark elouds deifting b its wake. A pair of
bright-rad dragnnnets stach throuph the air, thair rid:
ars puiding them directly toward yoo.

The: characters are spotted while they're approxi
matehy B0 feet above the ground. Coming for them
is Red Ruin, the Red Dragon Army's ace dragonnel
rider. and Bakaris the Younger (a Dragon Army of-
feer], Bath are monnted on Dragon Army dragon-
nels (see appendix B for all three stat blocks),

Hed Ruin fights 1o the death, but Bakaris Nn:s
il reduced to 2 £
knocked from his miownt or slain, he flls and van
ishes amid the chaos.

Clystran and his dragonnel stay out of combat,
Bakaris's Ego. During the hattle, Bakaris re-
oves his helmet and saunis the ¢
g Kalaman i doomed and effering to find them
jobe cleaning dragonne! stables if they surrender.

; claim-




Falling in Bartle. Red Huin seeks to knock her
foes from their mounts using her Lance attack. 1Ta
rider falls from a deagonsel, the rider Talls foward
the greund until the end of the following round.
During this time, another rider who is mounted
alone on a dragonnel can use movement to dive
alongside the falling creature and try to catch that
creature as an action, The rider catches the fall-
ing creature on the rider’s dragonnel if the rider

ds on a DC 12 Strength { -5} check. A
Talling creature that sn't rescued takes T0 (2006)
tudgeoning damage upon hitting the graund.

ENTERING THE CITADEL
Onee Bakaris and Red Buin are defe
nrges the characters o follow him di
citadel, Other Dragon Army dragonnel riders have
noticed the battle and are turning from Kalaman w
investigate, but they're still minutes away.

As the characters reach the fiving citadel, regd the
following text:

wed, Clystran
Iy i the

The fiying citadel ris=s upan an inverted mountain of
Hack stane and exposed dragon bunes. Fissures rid-
die this foundation, creating tunnels that extend desp
inta the rack, Clystran guides his dragonnel clase

1o one of these a natural shalf vith space enaugh
torland. Beyand, o narraw cave cuts its way into the
degths of the flying citadel.

Clystran urges the charactess o land swiftly, dis-
meunt, and head into the cave before theyre spot-
ted, He'll take their dragonnets and lead off any
pursait. He doesn't know what's in the cave beyond
the landing site, but he urges the FACIErS o mave
Fast el stay qu
Army troops o

cupy the: Jand around the Bastion of

Takhisis above, Soon after, Clystran and the dragon-
nels dopart.

acter with the highest resalt
an the Aying citadel's carrent ]
hours remain before the citadel reaches Kalaman's
walls (at which point crashing it would destroy the
city). The party shonlds ly within the citadel,
but they don't need to rush for the sake of bringing
down the citadel quickly.

The: tunnel here is narcow, and only Medium or
smaller creatures can enter. It leads o arca 51 in
“The Flying Citadel.”

CHARACTER ADVANCEMENT

When the characters areive at the fving citadel, they
advance to 11th Jevel

THE FLYING CITADEL

When the end eame far the City of Lost Names.

it came: for everyone in equal measure except the
fallowers of Chemash, god of undeath. Chemosh's
servants thrived in the rulns of the Bastion of Takhi-
<is, Onyari’s temple dedicated o forces controlled by
the gods of evil. Led by the vampire Alstare Bellis,
they assumed control of the temple and continued
their worship, When Lord Soth claimed the temple,
he carvied Catachysmic fire into heart of the temple,
suffusing it with magical power. This power now
animates the death dragons and gives Soth control
aver the Bastion of Takhisis,

GoaLs 1N THE CITADEL

It should be 1o the ¢ ters that the flying
eitacbel must be prevented from reaching K i,
but they likely haven't yet determined exactly how.
During their exploration of the flying citadel, char-
acters like Leedara (see area 52 and Caradoc (see
area S22) can reveal details that help the characters
devise plans aligning with the possibilitics below,

Unseat SoTH

The party's  glain most likely hinges on de-
stroying Lord Soth or otherwise remov
the eitadel. Soth is the absolute commande
Bastion of Takhisis, and defeating him would render
it inert. The characters need o be ingenious, a8 they
can't hope to beat Lord Soth by direct confrontation,

Discovenr Lost ELvEN Macic

Hidden in the depths of the remple is a magic item
lenown as the mirror of reflected pasis (see appendiz
A It can temporarily paralyze Lord Soth and halt
the citadel. Multiple people point to the mirror a5
eruedal o Soth's downfall, but an its own. i's ool
bemporary solution,

DEeSTROY THE CITADEL

Ending the magic that holds the citadel aloft means
snuffing the Cataclysmic fire in the Mourning Sanc-
riwm, the heart of the citadel, or destroving the fying
citgelel hehm (see appendiz AJ i empowers, Lord
Saoth will never allow this to happen, though, so he
needs w be neutralized beforehand.

CrrapeL FEATURES

Maps 7.2 and 7.3 depict the lying citadel. Unless
otherwise noted, the following features are consis
tent throughout the dungeon:

Corridors. Al corridors have 10-foethigh ceilings.
Rooms have 20-oathigh ceilings.

Lighting. Except for natural ¢
thant note otherwise, the Mying cit
are dimly lit by the flickering fames of magical
torches and candles,
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CiTaDpEL DEPTHS

The lawest levels of the flying citadel are unworked
tunnels, The characters find an entrance to these
depths through a fissure in the citadel's base.

51: TuNNELS
As Clystran departs and the characters venture into
the cave tunnels, read the follewing:

.

The tunnels feading inte the foundations of the fiying
sitadel are complately dark. Qorasional rumbles echo
through the passages 35 the citadel’s feandation

shifts in fight,
.

The tunnels are 10 feer wide, occasionally opening
imte larger chambers. Switchbacks, dead ends, and
sloping tunnels make these passages a maze.

To mavigate the tunnels o aren 52 withoor nei-
dent, the charicters muost succeed on a DC 16 group
Wisdom (Survival) check. T more than half the
characters fail the check, they find the passage leads
through a 50-foot-wide, TO-foot-long. S0-foot-high
cavern where a lesser death dragon (see appendix
B lurks. 1t attacks when it notices the characters,
Once the dragon is defeated, the characters face no
more dangers in the tunnels: They eventually find a
30-foot shaft rising to area 52,
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TempLE CrYPTS

The Bastion of Takhisis had countless enemies,
many of whom were interred in the temple cryps
{depicted on map 7.2). Lord Soth pays this level of
the citadel litle mind, s his cursory investigation
turned up little of interest. Unbeknownst to him.
several free-willed Undead linger here,

32: EnTry

The tunnels that wind through the foundation of the
Frying citadel i via a nitural shafl into this rocky
cavlty: Agash (n the rock farms & pesshpe o the.
east, whese'a familiar, blue-skinned elfl 1n 8 pale dress.
satand with o knowing senile on her face

This chamber is a crooked seam in the rock. The
passage to the east splits, with both routes conneet
ing o area 53, One path enters area 53 through

i broken crypt tn that eoom's wall, while the other
descends 15 fect and leads to a gouge in the foorof
that arca.

The elf waiting here {5 Leedara {a neutral ghost
detailed fn chapter 3} in her guise as a lving Sil:
vanesti elf. She's here to aid the chiracters i con-
founding Lord Soth's plans and imparts the follow-
ng informuntion:

+ Lord Soth lurks in the ruins above. Hi's using
the Cataclysmic fire from Kal ' I
o control the Aving chadel and re il dleigon
skeletans buried in the Aying island's foundations.

» If the characters can quell the Cataclysmic fire,
the Undead deagons will b desteoved and the fiv-
g witadel will fall,

» Leedaraisn't certain how o quell the Cataclysmic
fire. The flames were crealed by the gods, so it
stands that the power of the gods could exin-
guish them.

+ Lord Soth is a peerless foe. The characters wan't
e able to stand against him in battle,

« Hidden somewhere in the chambers shead is an
ehven relic known as the mirror of reflected pasts
{see appendix A). Those who view the mirmr ses
glimpses of their past.

« Leedara belleves the mirror can distract Sotl,
glving the charpeters o chanee o extinguish the
Cataclysmic fire,

Leedara also knows Lord Soth's past and relies
all the information from “Lord Soth's Curse” in
chapter 4.

The characters likely have many questions ghou
Leedsira hersell; why she's hece, how she knows sa
much about Soith. and so forth, I questioned, Lesd.
ara reveals her troe, ghostly form, She explivins that,




YING CITADEL

CHAPTERT | SEGE OF KALAMAN & 75




in life, she was one of the elven prigstess |solde's ot
tencdants and was among thase whe distracted Soth
from his quest to prevent the Catacham. For her
deeds, she's cursed 1o live as o ghost—but she's also
acurse on Sath and works 1o stymie his ambitions.
She can't stand against Soth alene and earmestly
seehs to aid the charscters. After sharing the infor-
mation here and answering any questions the char-
acters have about Lord Soth, she vanishes.

Dhuring the conversation with Leedara, if the char-
acters attack or dishelieve her, the ghost vanishes,
then reappears later to provide any of the informa-
tion here as it proves helpful.

53; BuriaL VauLr

Spaced t\ill‘l[ aEuu:lht mmmeur of this chamber

hways, Plaques
are setinte many of these arches. At the rmam's cen-
wrumldm njsqd,mm dais beanngan ominous
smaller doos, and 3 stairwedl
stand at the wast end ofthe oo,

A fissure has opened in the wall of this vauls, al-
b ng socess from aten S2. Eleven sealed crypls
line its walls, One erypt has been broken open, and
& branch of the fissure connects it to area 53, The
broken crypt besrs a plague reading “Acont. Prince
of Minotaurs”

Two skeletal knights (see appendis Biand &
minotaur skeleton stand guard in this room amd
artack intruders on sight.

Brickwork Seals. Each cceupied crypt s bricked
over, These brickwork seals are Large objects with
AL 15, 30 hit points, and immunity to poison and
paychic damage.

Crypts. Each crypt conlains the remaing of some-
one whose soul was remanded o Chemash, God of
Undeath. A simple plague notes the occupant’s iden-
tity. Use the Crypt Flagues mable and Crypt Contents
rable to derermine what the crypts’ plagues say and
what lies within each, If you roll the same name for
a plagues more than once, the plarue is missing,

CrYPT PLAQUES
d10 Plaque
-2 Seratches make the plaque unreadable
=4 The plague is midsing
Minara of the Scarlet Robes
Messa Coalcracker, Expert Enginesr
Cecil Crownguard, Knight of the Dragon's Rear
Asa the Traitor
Lorey Warwlllow
10 Ohzren the Imimvortal

W oGe e
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CryeT CONTENTS

410 Contents

13 Dusty Humanoid skeleton

4 Toppled jar of ashes

5 Awight that wan't stop crying

6 Skeleton of an un|dent/fable Beast

7 black pudding

& Gouged stone 5 8 Humanald skeleten with

waemn-down finger bones

2 Perfectly praserved Humanoid corpse

10 Humanoid skeleton wearing « 2 leather armior. The
crypt ks empty T this result ks rofbed a second time:

54: CHEMOSH'S SHRINE

In the center afm“r)rpn tdubm WF;

mlna. 2 pair ntsmetmh
polished black stone between them.

This shrine is under the effect of a falioy spell, with
the additional effect that creatures other than Un-
dead that attempt to ascend the dais are subject to
thee we!ls fear effect (save DC 16)

ing. The first ch who
succccds on lhc =aving throw against the hallow
apell and approaches the skull on the shrine hears
the voice of Chemash in their mind:

I el yaia wrthy i me, are | will agen the River
of Sils myau® '

If the character refuses the offer, the altar emits
smaoke that coalesces into a hulking figure, This
hoagile figure uses the clay golem =tat block, but it
is an Undead instead of a Construet, If the charcter
accepts, they immediately become aware of how o
use the altar to speak with the dead, and they dont
need a holy aymhbol o do 5o

Chemosh's Altar. A detect magic spell reveals an
aura of necromancy around the altar. The altar ean
be-used to commune with the dead. Ifa corpse’s
shull is placed on the altar, a creature wearing or
helding a holy symbol of Chemosh can ask the skull
five questions, as if by the speak with dead spell.
Each skull can be questioned only once in this way,

B the eharacters question s skull from area S35,
it cam answer litthe beyond general questions about
the temple’s layout, [T asked about the freasare
vault's location, one of the skulls answers, “Tres-
sure i3 found when Takhisis turns her ire south”

I the skalls from areas S8 and 59 are questioned,
they proyide the facts detailed in those sections.




85: VesTrY

This bare roem's orly adornment s @ half dozen dis:
integsating robes hanging from pegs in the walls. &
section ofthe wall has swung open, revealing another
riam ance hidden behind a secret door.

The small room is strewn with shattered pottery,
a broken chest of empiy drawers, and a moldering
pilis of clisthes. A succesaful DO 12 Intelligence
{Investigation) check shows this room his beéen ran-
sacked: the chest of drawers and pottery have been
carclessly handled and the clothes 1ssed about.
Treasure. A character who searches the pile finds
o prortahie fobe hidden among the clothing, folded
into a small trangle and tucked into the pocket of a
shirt sized for o Small creature,

Sb: ELVEN CATACOMBS

Statues adorn the north, south, snd east walls, The
narth stalue degicts an alf man melining on a beneh.
The soith status depicts an eif wamian doing the
same—but the statue has been pushed aside; revesl:
Ing-an open doorway behind i1 The statue to the east
festures a noble elf man seated on 4 fine chair,

The Large statues mark the entrances to the tombs
of three elves: the Silvanesti ambassador Citheillion
and his companions, Madar and Tenadria, All three
died as captives of the Temple of All Evil and were
inferred here so their spirits could be further inter-
rogated using magic mirrors in their tombs,

The statue 1o the south has been pushed aside,
sevealing the entrance wea tomb bebind it Similar
entrances exist behind the other statues, which
can he pushed aside with a s ul B 20
Sirength check

57: Mapax's Tomp

The deorway to this tomb can be aceessed by
pushing its statue aside with a suecessful DC 20
Strength check.

A fong, gray marble slab lies in the middle of this
chamber. A shallow inset of similar dirmensions is
carved inte the ceiling directly above the slab. Scat.
teved about It are sheletal remaing intermingled with
~shards of glass.

Close mspection of the floor reveals the shards of
#lass are pieces of 4 mirror. The bones belong to

Madar, one of Citheillion's companions. Madar's
hones were thrown from the marble slab when the
City of Lost Names fell from the sky, The bones ane
now scattered and shattered beyond repair

58: CirHciLLion's ToMs

The dodrway 1 this tomb can be acoesaed by
pushing its statue aside with a successful DC 20
Strength check,

A long, gray marble slab lies in the center of this
chamber. Scattered arpund it are the skeletal remains

of an elf. An inset in the ceifing above the siab holds &
mirror the same sizé #s the slab, |

A detect maghe apell reveals the mirror on the

g radiates ; a of necramancy. 17 the char
acters return Citheiflion's bones to the siab, the e
flection in the mirror is of him as be was in life. His
reflected mage opens s éyes and speaks:

2

" wm Cithesllian of Silvanast. | came here with two
dear friends, Madar and Tenadriz Do you know
‘what's become of them?*
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Citheillion isawarne he's dead, bt he has no dea
what became of his companions. The characters.
iy realize the other tombs (arcas 57 and 5% he-
bong 1o Madar and Tenadria.

Citheillion’s Quandary. I the characters well Cith-
cillicn thar Madar and Tenadria are also dead, his
saddness is evident, and he requests the characters
bring his fricnds’ remains to his tomb so they can
bie reunited in death. He doesn’t speak further or
answer questions uniil the characters have done
as he asks.

When Madar's and Tenadria's remains anc
brought to his tomb, Citheillion is willing ro 1alk
with the charscters, answering guestions forth.
rightly, He doesn't know anything about the dun-
geans i which he is interred, the Cataclysm, the
state of the City of Lost Names. or how much time
has passed. He shares the follewing informarion
with the characters:

= Citheillion was a Silvanesti elf wha, like many in
Krynn, had grown concerned with the kingpriest's
increasingly arragant brhavios,
» When rumors spread of the kingpriest desecrat-
ing a dragon burial ground, Cithcillion was sent
as the Silvanest ambassador to Onyari with his
friends Madar and Tenadria. They hoped to per-
suade the Kingpriest to return the bones w their
proper resting place.
= They brought with them a gifi, the avirror of re-
fevted pasts (see appendiz A) An ehven relic used
i heldp long-lived peoples recall happier times, the
mirror was intended w belp the kingpeest reflect
v simpler expressions of Gith and hopefully deter
Bim from dramatic affronts o the gads.
Their diplomatic visit ended with Citheillion and
his friends imprisoned and dviog in e wemple.
+ Citheillion deesn't know what happened to
the mirrorn, but it's likely still in the temple
somewhere. .

I the characters use the speak with dead spell on
Citheillion's skull instear of using the mirror, he
gives truthful answers about the above information.

53: Tenapnia’s ToMs
The doerway io this tomb opens 1o area S6, as its
statue was moved before the characters arrived.

Close inspection of the Aoor reveals the shards of
glass aro pieces of a shattéved mirror. The skelewn
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on the slaly belongs to Tenadriz, an ell dipbomat amd
one of Citheillion's companions. Tenadria respands
uneooperatively to the speak with dead spell.

Alstare Beflis. The neutral evil vampire and for-
meer high priest of Chemaosh, Alstare Bellis, hides
ust above the entranee (o the lomb in bat form. A
chiracter who succeeds an a DC 18 Wisdom (Per-
ception) check notices the bat. 1f Alstare isn't de-
tected, he waits for the characters o enter the womb
and drops behind them, changing info s Human-
widl form and blocking the £xit,

Alstare doesn't immediately attack the characiers
but instead guestions them. IF it becomes clear
they're enemies of the Red Dragon Army, he offess
adeal. [n exct for the cf I
the: draconians on the floor shove—especially theie
gold-scaled leader (Drayan in area 512)—Alstare
will reward the party with "treasures untold.” Onee
the: characters return o him with evidence they've
completed this task, Alstare tells then how toac-
eeas the treasure vanlt {area 513) using the statue.
inarea 512,

I the characters agree w help Alstare, he also im-
mediately shares how the altar in area S4 functions,

If refused or atacked, Alstare flees, then harasses
the characters with hit-and-run weties, seeking
1o make them his vampine spawn. This tomb is
Alstare's resting place,

Alstare’s Amulet. Alstare wears a medallion
around his neck in the shape of a goar's skull, which
Toe affers o loan s charscler whe wishes o use
Chemesh's altar. A cleric of Chemosh or a character
who ol abDC 4 Religi
check rocognizes this as a holy symbal of Chemaosh,
gol of undeath.

PRrIESTS' (JUARTERS

The priests’ quarsers (depicted on map 7.2) are
where many of the temple's fithful spenr their lives.
Thve Temple of All Evil's officiants and servanis prac-
ticed their worship here, separate Trom the public
spaces above, Now the draconians work feverishly
1o uncover its secrets while Lord Soth looks on
thraugh his Undead servants.

S10: CorrIDORS

The corridors on this level are guarded by two shel-
etal knights (sce appendiz 3), The knights guard
the door e the sanctuary (ama 5120, and they notice
anyurke using the southeast stairs (o area S3,

S11: RussLe anp Ruin

Rubble chokes the southern half of this room where
the walland ceiling have collapsed. A character
who examines the room and succeeds on g DC 12
Wisdom (Survival} check notices a set of bootprinis
from & Small Humanoid going north w soath, At




the midpoint of the foon, the Humanoid tracks stop
and 1 set of rat tracks begin, leading directly into
the rubbi
Exploration. Thou,
has sty ool
e
through to Lorry 2
Lorry’s Lair. Prast the rubble is a ruined cham-
b 15t b blac wlles surrounding an open stone
walfin. The body of a female kender es in the ol

he ruined ares to the south
amiped pé s allow

r smaller cre

o sqUEeRe

wres placid and her hands folded over

her Shapechanger trait allows her o become a rat
instead of a bat) rests in the coffin, The Humanoid
and pat tracks in the room to the north wer
hes sars dend, felgning as mii
rh,u,u ters diaw n it which point she tries 1o
scare them by sitting up. Amused with herself, she
then addresses the characters:

“5a, who arg you then? Mot hobgeblins ordracontans;

512: SANCTUARY
Coumbled frescoos tie alang the walts of this dilag
idated sanctuary. A twenty-foat-tall statue of the
Dwapon Queen dominates the west ond of the rmam,
with =maller skatues arraped behind 1

fing is 50 feet high. Ob
walls, though
calla

This chambers vanlted o

sielian colurnis outline the portion
of the south wall has partially caved i st
two of the columns. At the center of the room stands
a statue of Takhisis in her five-headed form. Staives
of the evil pods Chemosh, Hideduk,
fark, Sargonnas. and Zebed
duction} form a semicirele behind Takhisis's statue.
A-character who is a cleric of a depicted deity or who
aful D 12 Intelligence {Rel

e the deity's statue.

suceeeds on a s
gion) check recogn
Creatures.
vises six bozak draconians {see
bath star blocks) in this rocm. The be
i the statues of the gods bebind th

Hat ghosts ar ghoulies aither, Oh, | ki st
| b trespassersi That's fun."

Larry has spent the last several diys in rat form;

illing the citadel's new residents, She’ll happily
parley with the chiracters as she's bee:
ahily bored

Losry ehimters at length and eventually provides
{1 folbewing information, only some of whic
s useful:

» Lorry came to the City of Lost Names about two
huridred years apy, searching for ireasure. Alstare
Bellis caught her and turned her into a vampire.
Filty years later he bricked hee up in the chamber.
thouith she bas no idea why (its &
chatterbox).

Lorry recently escaped her prison when the wem-
ple rising broke apart the bricks sealing her
» Alstare is a ferk, tJII' he knows a lof about the

ple. He's afraid of the hisck rose knight.

+ & ghost named Caradoc is lurking arcund—it
aeems like g 1 o good. Lorey is thinking
bout destroyiog hirmeand putting in for his job.

+ Most of the dragon-people spend their time above
pned, but some of the higher-ups have been
apending tme in the sanctuary f@ees S13),

tucked in the

Treasure. Lorry's backpack is
roor. Ao |
ring of spell storing with
16) stored in i, and & ven

core
pation of faseows form,
ing spell (save DC

ith a sharp widow's peak and &

ape. Lorry turns hostile 10 ihe
try (o take these items without her permission.,

pOSSESSIONS are

WAETS

of Takhisis. If a fight ensues and the draconians
dimension door spell
mbush the

are losing Dr

Aoe to area S18, where she prepares @

characters
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Statae. [ the characters examine the statue of
Takhisis, they notice depressions spaced along its
biase and a plague reading, “Yield to Her Will" A
charaeter who inspects the depressions and soe-
ceeds on a BC 1 latelligence (Investigation) check
realizes they serve us handles o rotate the satoe.

Thoogh the statwe is designed o move, it's still
immensely heavy, It can be rotated 1o a new position
by a character who succeeds on a DC 22 Strength
check or by crestures with a combined Steengrh of
A or higher.

1F the statue is rotated to tace north, the secret
door to arca 514 opens. If the statue is rotated to
face south; the secret doos to area 513 opens. [t
i5 rotated 1o face any other direction, the statue’s
heads animate and breathe lame. Each creature in
the chamber must make a DC 16 Dexterity saving
thirow, taking 35 (10d6) five damage on a Filed save,
or half as much damage on a successful one, Once
ihe statue has breathed flame, it rotates bock to
face east.

Secret Doors. There are secrel doors in the north
and south walls. A character can find ane by search-
ing that aren and succeeding on a DC 16 Intelli
gence (Investigation) check, but there's no clear way
of opening either door untl the $atue is meved.

813: TREASURE VAULT

This i the temple’s treasure vault, where offerings
and the recovered goods of enemies were Kept.

Treasure, Though somie of this room Bas erim-
bled, the characters can easily retrieve 5,200 gp
worth of eoins and valuable pieces of art, 45 well as
a peation of gaseous farmm, two porions of healing (su-
perior), o 4 dreatsword, and the miirror of reflecied
pasts {see appendix Al

814: PRIMORDIAL ALTAR

W\ma‘hﬂiuﬂh{k%{umiﬁn’dﬁaaﬁﬁﬁfgﬂw

This ehamber holds o primosdial altar 1 Takhi-
sis, 0 weakening in the fabeic of the planes where
the Dragon Queen's will bleeds into Krynn, The
chamber is desecrated ground that grants Undead,

Aftar. The first character who touches the primor-
dial altar s stunned wntil the start of their next rn.
Diuring that rirme, their mind fills with terrifving
visions of Takhisis's draconic heads shrieking in
trinmph, the Dragon Armics marching across the
Tace of Ansalon, and a dark temple rising from bro-
ken ground. The charecter gains the charm Dragon
Queen's Will (a type of supernatural gifi detailed in
the Durgeon Master's Gaide; see below).

Creatures. As so0n a creature touches the altar,
thres wraiths cmerge and sitack.

Dracon QUEEN's WiLL

Supernatural Gift (Charm)

You've seen a glimpse of the Dragon Queen's am-
bitions. It haunes your deeans but sieels your will
10 oppose her. This charm grants you a +4 banus
on Will saving throws, Onee used three times, the
charm vanishes.

While you have this charm, you suffer unseitling
bt harmless dreams of ravenous dragons. You also
permanently gain the ability to speak Deaconic il
your couldn’t already.

515: DRACONTAN GARRISON

Y o g

10, A fex tables are |W¥".|ﬂ|ﬁ_".l?¢!‘l|"!ﬂf

This garrison is cceupied by four bozak draconians
and three kapak draconians (see appendix B for
Both stat blocks),

$16: STuDY

An oid desk sits in this study, One of its legs 5
missinig and his been propped up with churiks of

and et

The top drawer of the desk containg Dragon Army
reports on troops aod supplies on the surface of the
fiying island. as well as a spell scrofl of arcane cpe.

S17: LiBRARY

pas&m the dusty floor.

The bocks here are rotted and worthless, but o

Fiends, and I f Takhisis ack an
attack rolks.
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h who spends five minutes scarching the
library finds a spell serall of pofvmaorph.




518: DRACONIAN Wak Room

This chamber halds & large table, which Is covered by
& roughly drawn map of Mightlund slong with several
othes docurmnents and scraps of paper.

Six sivak draconians (see appendix B} are here re-
wiewing the battle plan for the assauit on Kataman,
0 the table in front of them are rough sketehes of
Kalaman's leadership, including Marshal Vendri,
Durreit, and the characiers themselves, One of the
vk hos a key to the cells in area 5190

1f Drayan was cocountered in area 512 and es-
eaped, she is here when the characters arrive, 15 s0,
only four stvak draconians are with her. Dravan has
readied an action (o use her Noxious Breath as soon
as she sces a character in range, and the sivaks
hawe readied actions 1o wse their Multiatiack.

519: Crris
These bare stone cells once quartered the temple’s
priests. They are currcatly empty.

520: STORERDOM

'

This-raom s piled with Bits of rubble, poteery, 3 pair
of braken stone pargoyles. a pasnting of 3 sunset over
& cily shyline, and 3 bronze hust & a dignified man
weieing & bat with an sxcessie number of faathers.

Lard Sotl's servants wse this room 10 ston: junk.
Most of it has no value, but the bust is of Istarian or-
igin and is worth 1000 gp 1o a collector, Lhamlcrs

BasTION OF TAKHISIS

The City of Lost Nameswas built on a foundation
[ pillaged dragon bones, which gave it much of is
_ The Bastion of Takhisis (depicted on map
v, empowened by
nthe Mourning

the Munrnmq Flame that burm:
Sanctum at the temple's heart.

521: Ruinep HaLL
When the characters enter this ares, read o para:
phrase the following:
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, | Fromithe top of the stairs, 3 shattered corridor rns o
= .| the south, The anclent walls to the west and east are
Yoo made of crumbling stone, and flickering vialet light
"“,;1" shines through gaps in the east wall

. | Arthe south-end of the hall, another stairway rises
inte ore of the ruin's cormer towers: An unfamiliar
seldier in Kakaman's armor stands there, With a ook
of mild surprise, shenotless yau, ", Yo, she saps,
*Youkcould be helpful. Come an.” With that, she turns”

| and heads up the far stairs.
.

This hall conmects the stairs leading 10 2
S19 and 522

Crumbled Wall, The cast wall here is weak and
riddied with cracks. The Mourning Sanctum farea
523 is visible to creatures that look through these
cracks, A 10-oot section of this wall is a Large
ehject with AC 17, 64 hit points, and immunity o
poison and peyehie damage. If destroyed, the wall
wpples, providing access o area 523 and alerting
ereatures in that ares to the characlers' presence.

Sofdier. The soldier is A veteran wearing the ar-
maor of a Kalaman soldier—but she's possessed by
Caradoe (detailed in chaper 4: stat block in appen
dlix Bl When she notices the characters, she with-
drawes up the stairs to ares S22,

822: NUTTARI'S SHRINE

This dilapidated roon was clesrly once & shrine, and
ts walls are-covered in caryings of robed figures gath-
ered beneath 2 karge black moon. Recesses with Bt
biack candles and milted wax-caver the walls st even
Intervals. Simale daars lead to the Aorth and east.

A cleric of Nuitari or a chiaracter who succeeds on a
* 12 Inteiligence {Refigion) recognizes the moon
in the wall carvings represcnts the god Nuitari,

Caradoe. The soldier the characters encountered
inarea 521 withdraws here, This is Caradoe (see
appendix B possessing the body of a veteran in
Kalaman armer. Caradoc is cager to speak with the
characters and enlist them in a plot to betray Lord
Soth and steal the fiying citadel for himself, He
doesa't try to disguise his identity despite the new
bady be's claimed. Use the following points to guide
the conversation:

« Caradoc believes Soth's alliance with the Dragon
Army is folly, distracting him from taking revenge
against the Knights of Solamnia.

» Caradoc wants to take control of the fying citadel,
He promises to leave Kalaman if the characters
help him do so.
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= Sath is higher ug in the ruins {area S25) where he
controls the flying citadel using a throne linked t
the Cataclysmic fire holding the citaded aloft,

« Soth is fmastically powerful. Caradoc urges the
characters o find & way o distract him or other-
wise nndermine him without fghting.

« Wersten Kern, Saoth's standard bearer, guards the
brazier containing the Cataclysmic fire, She's loyal
1o Soth i willl hiave: 1o be disposed of as well,

Caradoc's plans are doomed to failure, as the fying
ftade! helm in area 525 can be used only by a spelk
caster, (Later, when Carados: realizes be atfung
toit, Fee goes inte & rage and sttacks the characters)
I the characters don't ally with Caradoe, he sends
them an thedr way, then attempts o smbush them
the next me they're valnerable—likely in arca 525,
Repgardless of how Caradoc inferacts with the
characters, use his warnings to reinforce the danger
of engaging Lord Soth in outright combat.
Captive Soldier. [1 the soldier Caradoe is possess-
ing drops ta O hit points, allow her 10 make death
saving throws, as the characters may wish to leal
her. Her name is Amelia Ghallen (neutral good,
human veteran). She remembers being eaptured
during a battle with the Red Dragon Army and
taken alongside other prisoners to & terrifying castle
in the mountaing. She helps the characters defear
Carndoe if the spir present, hut she wants noth-
ing more than 10 return hame o K

523: MOURNING SANCTUM

The Interiar of this mighty temple has been hallowed.
aut its roof and intoricr walls reduced to rubble,
creating one grest chamber, At the north of the ruins
stands & rmenacing s1atue of the Dragon Queen with
her five snarling draconic hizads: Above the statue,
deteriorating stone ravealsa shadawy chamber in the.
wll farty feet up.

At the chamber's center; 8 massive frazior—easily
oy et vall aned thirty feet across—roiks with viobet:
flames. & cende iron seaffold sutrounds it, with un-
even stalrs climbing to o plutfurm surrnding the g
of the brasier, Four supports crowned by blazing vio-
Bt flames levitate around the scaffald, holding it alft)
Afigure in blackened srmer stands atop the scaffold,
hearing 3 pike fluttering with tattered cloth.

This is the heart of the Aying citadel, The magic of
the Cataclysmic fire here bolds the citadel aloft
and it 15 also the forge from which death dragons
omerge, The gates ot (he south of the room lead
from the temple to the surface of the flying tshind,
but they're sealed shut.




utes them and demands they either submit and join
the service of her master, Lord Soth, or face her in
homorabbe. one-on-one that. Regardless of thed

-, she Leging battle by using her Terrify
art. Kern fights o the death and prios
tacking foes that scek to damage the reom's

or s
Soth. | rs didn't alecady par-
appendix B with the rrirror
reflected pasts in area 525, he s 3 rounds
after the battle with Kern begins and immediately
artacks, See area 525 for more details,

Brazier. Catachysmic fire fills the r
brazier, A creature that falls into it takes 70 {20d6)
necrotic damage. The brazier's flames can he extin-
puished by barhing a holy relic of a good-aligned god
in thie Aames, s 4 dragonfance, IF the players
don't think of this on their own, have the characters
make a DC 14 Intelligence (Religion) or Wisdom (In-
sight) check. On 4 ailer
calls Leedara said the power of the gods could quel]
the flames, and they remember the dragoniance
bears Paladine's power. Extinguishing the flames
destroys the brazier, as detaibed below.

esaful ch

&t e

Seaifold. The scalfold surrounding the brazier
rises 10 feet off the ground. Stairs o the west and
east climb to it 10p: Four Aoating supports with
depressions holding €

Iysmic fire support the
scaffold and the brazier. These supports are Large
objects with AC 15, 40 hit points, and immunity
1o polson ani psycehic dama,

| fomar suppores
are destroyed, the scaffold and brazier wpple as de-
tailed bekow,
Destraving the Brazier. |f either
in the brazier is sxtfng
ingg abolt the scaffolding
gier wpples and the magical Aame wi
Proceed with “The Citadel’s Destruction

=

ed o thes supports

L , the bica-

s U,

sl

524: SARGONNAS'S SHRINE

A hulking rmifioteur is carved in bas-relief on this
shelne’s west wall, Scorch miasks cover the floors and
walks. Boors lead to the porth and west,

Twe shedetal knights (see appendix B) stand guard
in this room

A cleric of Sargonnas or a character
on a DC 12 Taell
nizes the images on the walls repre
Sargonnas,

o succesds
tk recog-

el e g

ce [Religion) ¢
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525: Lorp SoTh's THrOoNE Roou
rad or paraphrase the following text w
5 TOOf

Sections of this.chamber's walls-have fallen, revesling
beth the spen intedor of the temple and the dark
closds surrounding the fiying island bayond, Tuer.
lnaking the vialet flame ot the temple's hear bekow,
this chamber halds a cruce thirene made of broken
rrarble. Vesns of pulsing violet ight—the same shade
% the Rarmes belaw—pulse through the stone. A still
Bgure in'charred armear slts on the thrans, glowing
red eyes staning from his closed, crown-like helm. His
| charred bréastplate bears 2 black rese emblem.

is the fying ¢
A)thar contrals the mover 1
power from the brazier inarea 523
+ helmi o

Tt dlrawes
1 el
tw function

The fioor of arca 523
begring the throne: The-entivety of that ares is visi
hle from he

qu’ Sw’il. L'u]v—.;- th

razier there is destrayed, ¢

i= 40 feet below the ledge

g the mavement of the flying ¢
charseters until they address him.
is & terrifving figure, and his armored corpse crack
les with ¢ nce confronted, he speaks 1". le,

Fire action agains! a group EACiErs,
Distracting Lord Soth, 1f confronted with the
pasis (see appendix A), Lord
g throws 1o resist its effects.

llhls)JLI'S the name “lsolde” before staring into t
mirror. ransfixed. So fong as Lord Soth can sce the
mirror: e is paralyzed for 1 hour or until he takes

i,

irnaged while paralyveed by the
th can make saving throws against the mir
ror's effects as normal

's DESTRUCTION

sters destroy the brazier in area 523

THE CITADE
¥ the ¢
hies feallonwing text:

‘With a cacsphony of whispered sighs, the viglet
Tiarmes variish, You Teel the fiying island berieath you
lurch to-3 stop. Everything is silent for 3 moment,
ihen with the sourd af a distant erack, the graund be.
gins ta shuddar & split runs theough the floor and up

a mearby wall, The citadel |s breaking apartt




With the brazier's destruction, the magic holding
he fying citadel aboft ends, This disengages the
fving cienced Redor it ares S25 and destroys all the
lesser death dragons allied with the Red Dragen
Army, reducing them o inanimate hones,

Any ather threats the characrers arve contending
with remain, bui the characters have succeeded
in their primary mission. Now they must escape
the shattering citadel, There's no set time lmit for
how long the characters have until the fiving citadel
erashes, but don't ler the players know this. Use the:
fallowing scenes (o encourage characters to flee the
citade] as swiftly as possible,

Sors's END

The characters witness Lord Soth consumed by di-
saster. IThe is inarea 523 or 525, the ground opens
beneath the death knight and he falls into darkness,
He doesn't appear again in this adventure, and it
will take exceptional coercion for Soth o ally with
the Dragon Armides in the fulure,

Escare RouTes
Allow the characters to decide how they're going 1o
escape the citadel. If they race through e templis's
witergroamd levels. they encounter falling rocks
a% the structure shakes apart (see “Scenes of De-
struction”}). Alternatively, widening cracks in the
temple walls allow the characters to quickly leave
the bastion and flee to the Aving island's edge (see
below), The area outside is depicted on map 7.4 and
features the following areas outside the Bastion of
Takhisis:
Cataclysmic Smoke. Violet vapar drifts from the
temple. leaving the ared i ills heavily ohecured.
Dragon Army Camps. Dozens of Dragon Army
troops panic amid rows of tents amd dragonne]
landing strips.
Plaza. This raised. [0-fooi-high plazs provides a
vantage of the ling chaos, Staies 1
1o the seaith,
Ruins, Ruined Istarian boildings lie scattered
across the area.

The hundreds of Dragon Army troops outside the
eitadel are largely oo procceupied with their own
escape to pay the characters any attention.

Whatever their path, before the characters man-
age to escape, highlight the flying citadel's decon-
struction with events from the "Scenes of Destrue-
tion” section; then proceed thie “Karavarix's
Revenge” section,

SceNes oF DESTRUCTION
Emphasize the destruction of the fiying citadel and
the effects of the extinguished Cataclvsmic flames

using any of the following events vou wish:

Mam g4 ABEL SumFAES

Death Dragon Destruction. A lesser death dragon
{see appendix B} lands near the characters. The
violet flames animating it fade, and the creature
enllapses into a pile of inanimate bones. Elss
where, the characters can see other death dragons
falling, their fames extinguished as well

Falling Rocks, Part of the temple collapses, Each
character must sueceed on a DC 14 Dexterty sav
ing throw or take 27 (6d8) bludgeoning damage,

Hungry Crevice. Six baaz draconians (see appen-
dix Byrush toward the characters through a crack
opening in the temple walls, A 10-foot-wide fissore
in the ground opens up, swallowing the draconi-
ansin darkness,

Kanavarix’s Revenge
Before the characters escape. they're confronted by
Karavarix, the first and most powerful of the death
dragons. Read or paraphrase the following fe

An animate dragon skeleton larger than any ather
fou've seer Bursts thraugh the crumbling ground, ks
bady still Blazing with violet flames.
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Karavaris i5 a chaotic evil greater death dragon
{see appendiz Bl who haso't besn affected by the
destruction of the brazicr in the Mourning Sanctum
3. Inlife; she was the pold dragon Sarka-
during his quest m che fiving clty of On-
il Karavarix still seeks revengge, Before she
attacks, she roars, “Sarlamirl 1 won't be driven from

rahins again: Ul have my reve on youad afl
aracters who explored the catacombs
beaesth Castle Kalaman (detailed in chapter 4) re-
call the name Sardamir, the dragon be slew, and the
statue in histomb with gold dragon features. Kara-
varix thes fights until desteoyed.

Escapine THE BASTION

The citadel is 300 feet i the ain, Before it crashes,

the characters can escape it using the following op-

thons or any other approach they please:

Magic. The casiest way off the Bastion of Takhisis
s miagic. such as the feather &I or fy spell

Marycrash, a5 oblained Exira marv-
crashes earlier in the adventore, these devices can
b nsed to facEpe.

Enemy Dragonnels. Although most Dragon Army
dragonnels have abandoned the eitade], 3 few
remiin trapped in stables across the plaga. [T the
characters free them, the dragonnels help them
eseape 1o the battbefield below.

[ the char
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Clystrans Dragonnels. If the characters can find
o other way off the flying citadel, Clystran and his
dragonnel friends arcive fust in time to airlift the
characters to the battleficld below.

DrAGON ARMY ROUT

The destruction of the citadel is 2 great blow to the
Red Dragon Army's morale. Its forces are shaken,
It Highmaster Kanaaldi Fire-Eye ks to wrest
revenge from the jaws of defeat.

THE Sky Is FALLING

When the characters safely reach the ground, read
the: following text:

Abeve the fild west of Kalaman, the Baztion of Takh:
ists crumbles. As the fhying citadel tilts procariausly,
miassive bealders falk to the earth, taking Dragon
Army treops with them. Helaw, the Dragan Army
scatiers to aveid the rain of devastation, but the flying
citadel's ruing crush Its forces in droves

The char
st W

anid @ quarter mile from Kalaman's
1% litle of the fying citadel

crashing on the characters, but fallen rocks and the
bones of death dragons litter the field, D
with half thetr bit points Aee the flying e
ing hard landings on the battlef
foes scatter, Aeeing the battlel
and ignoring the characters.

i in every

CLASH OF FALLEN FLAMES
rt their return to Ka

Astreak of red sweeps |ow aver the batileReld, crash.
ing through dozens of retreating enemics. Al the
last momient, it sweeps upward and a mighty red
dragon perches atap a stane spire falien foom the
citadel above. O the dragon’s back sits 2 woman

| with shaet white hair and Dragan Army armas, She

| Jevals @ viclous pike at you a5 her left eye—a erimson
aamistong—smelders with magical lame.

This is Kansaldi Fire-Eyes (see appendix B} and
ter red dragon ally, Tgnia. gnin uses the young red
dragon stal block but is Huge. Kansaldi spotted the
characters flecing the fying citade! and now seeks
revenge. She's & fanatical follower of the Dragon
Cueen and vents rightenus rage on the characters,
including the following topics:




The Dragon Chieen’s vicltory is inevitahle, Half of
Anzalon already bows o isis,
The charmacters might ve delaved Kolaman's
fall, but Kansaldi's troops are a mere fraction
of the Dragon Armies” forces, Her master,
Dragon Highlord Verminaard, will return with
greater numbers;
Agrnta from the Blue Dregon Army are gather
ather floating picces of the City of Lost Nam,
Ohve way or anather, the Deegon Armies will ¢
quer the skies,
s ey for their

sulsrides Lo Ber, she will
apire the others, The one who submits must agree
o hies i to dheath by Tania forall o see,

among the o 5
ae Avmy, {heyre

attack iFher de
o oF rebuffed. This battebeld s repe
T.5. See the following sections for detuils on
eld’s features,

Kansabdi and Ignia start atop the spire, 30 feet
above the characters. The acters begin amid
the citadel rublde at the south of the map. Bath foes
use ranged attacks w keep the characters az bay,
They engage in meles combar anly if a creature
reaches them atop the spive or 17 they're outmatehed

anged combat. Both fight i the death,

aldi's gold-embossed half helmet

= worth 3,000 gp. and a erimson gem of seeing is
i her left L. Thie gem can be re-
maoved only it Kansaldi is dead, When used, the gem
erenws uncom fortally m e the touch,

If Kansaldiis dead, th 1o seeing hecomes o
sentient magic ivem of lmwiol evil alignmest with an
Wisibam of 19, and 5 Charisma

ernbedde

Intelligence of 16
of 15, It has hearing and normal vision in a cange
of 120 feet. The gem can speak and understand

Comm il Diraconic, and it can commumni
rebepathically with its wiel i

the Diragon Cueen’s fivor if they replace one of their
eyes with the gem.,
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CLasH OF FALLEN FLAMES FEATURES
The bantlefield includes the following features:

Citadel Spire. A 30-foottall sione shard dominates
the center of the battlefield, A cliff winds upits
sicke, making it possible 1o walk from the ground
to the top, There are ample handholds in the rock,
making it casy to climb.

fem—= ]

WARRIORS OF KRYNN: SCENARIO 12
A5 the characters near the gates of Kalarman, a con:
tingent of the city's defenders emerjes to clear the
termaining Dragan Aty Torees from the field. Run
scenario 12 from Dragontancs: Warriors af Knjan to rop-
reseat this final canflict,

IFthe characters attain o win or hold duning this
soenario, Darrett approaches the characterss and
them something be found amid the rubble of the fiying
satadel, IF there is & good cleric or paladin amang the
tharacters, this item ls a tolismon of pure good in the
shape of their god's haly symbol, IF thee's nof, i1 an
ancient «3 thield bearing Solamnic knotwerk designs
and the symbal of Paladine. Chamcters jgain o reward
T & less.*

At the end of the scenaio, provesd with *Ralaman
Victoriows.”

v ~
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~ Citadel Rubble and Dragon Skeletons. The

saguares with fallen rubble or bones of dead drag-
ons are difficult terrain,

Fray. The 1 5-foot-wide area marked by the design at
the edge of the map represents dozens of Dragon
Army troops trying to retreat. This area and the
battiefickd beyond the map are difficult termain.

A creature that starts its turn in the Fray or that
enters the Fray for the fivst time during a turn
st sueceed on a DE 16 Dexierity saving throw
or take 10 {3d6) slashing damage from attacks Iy
opportunistic foes,

Cras oF FALLEN FLAMES EVENTS

During this encountes, on initative count 0 sach
round, rell on the Clash of Fallen Flames Events
table. The encounter ends when both Kansalds and
Ignia are defeated.

CLasH oF FaLLEN FLAMES EVENTS

dB  Event

1-3 Fragments af flyinig cltadel sain dewn. Each crea-
ure mast scceed on.a DT 15 Dexterily saving
thraw o1 take 12 (4d10) bludgeoning damage.

4-5 A bozak draconkan (see appendis B with 10t
paints Faffs from above gnd crashes toward 3
random player character. The character must suc.
ceed on a DC 16 Doxterity saving throw o take
11 [2d10) bludgeoning damage: The dracanianis
stunned for a round, then attacks.

b Asiege engine explodes riearby. Its remaing crash
in & 20-foot-radius centered ani a randan player
charactey; Each creature in that area must sither
G its reaction 1o mave up te halfits speed to es-
cApe the area or take 11 {2470] fire damzge.

7 Law-flying dragonnels flee across the battlefield,
Creatures on the spire ar etherwise above ground
lewel mmiust succeed on & DC 14 Stiength saving
threvww ar be knocked prane.

& Arandom player character notices the elauds
above the bartiefield manientarily look like five
hateful draconic heads. The eharactor must suc-
ceed an 2 BC 16 Wisdom saving throw or have dls-
sdvantage an attack rofls and ability checks for 1
raund, I the character s wearing the hioly symbol
ofagood-aligned god. it ghmmers and the charac:
ter gains inagiration instead. This event Iuppens'
only ance, Mo event accurs if yeu rell it again.

AFTERMATH OF THE SIEGE

When Kansaldi is defeated, the Red Dragon Army
Bireaks completely, retreating southeast toward the
Taman Busuk.

The adventure unfolds in one of two wiys
from here:




With Mass Combat. If vou are using the Dragan-
lance: Warriors of Krynn game along with this ad-
venture, consult the “Warriors of Krynn: Seenario
12" sidebar.

Without Mass Combat. T you aren't using the Orag
anlance: Warriors of Krynn game, continue with
The Following section.

Karaman VicTORIOUS

With thie defeat of the Red Dragon Army, the charac
ters return to 2 heroes' welcome in Kalaman, Their
allies, including Darrett and Marshal Vendri, are
among the first to £Rpress their swe and thanks on
behalfl of the entive city. Traly, Kalaman wouldn't
have survived weee it not for the charcters” daring.
T||r ity spends the rest of the day repairing :I\e

the eity’s defense, bur the night i3 filled with celebra-
tion and song. |

Ax UncerTAIy FUTURE

Heroes' CELEBRATION

Aweek after the sege of Kalaman, the city hosts a
great ceremeny in the courtyand of Castle Kalaman
to e¢lebrate the characters and all who perished in
defense of the city.

Herpes alive and dead are honored with medals
anl apeeches. Governor Theenand Marshal Vendri
personally thank the characters, Before all assem-
bied, Vendri pronounces the characters’ commit-
et o e military lisch: if,
ey e completed the terms of their |||$\\Iv!\.mm(
with Kalaman's defenders (s set forward in chapter
4} Characters who aceept this honorable discharge

ded with plati dalli bearing.
rlu: symbal of Kalaman worth 2,500 gp. Characiers
who choose (o remain a part of Kalaman's army
receive the same medallion and are granted a new
ithe: Bnight of Kalaman. The respansihilities of
position and future assignments are for vou o

LCelebrations and enthusiasm fill Kalaman for days
after the Dragon Army's defeat, and its people begin
tomake hopeful plans for the future. Here are the
plans of just & few of the characters’ allies:

Clystran, Clysiran has seen mare than enough of
the edty amd is eager 1 retuen 1o Heart's Hollow
with his dragonnels, He invites the characters wo
visit the next time they're in the Northern Wastes.

Darrett. With the danger of the Dragon Armies past
Jor the moment. Darret! plans to travel to the ity
of Maelgoth, where he hopes to become a true
member of the Knights of Selamnia.

Marshal Vendri. Ever pragmatic, Marshal Vendri
ts wary the Dragon Army might soon return, and
she secks wiws to reinforee the city's defenses.
She also plans to send agents to Maclgoth and
Patanthas to court the Knights of Solamnia and
the country’s other great cities (o aid in Kala-
man’s defense.

Raven and Vogler's Villagers. With Kalaman's
support, Raven is leading an initial foray o Vogler,
She hopes to see what can be salvaged and to plan
the village's restoration. Raven is committed to
hosting a fantastic Kingfisher Festival in the vil-
lage next vear.

Rookledust and Than. The gnomes learned they
work well together, and with such radically differ-
ent fields of interest, they're fascinated by the pros-
pect of collaborating in the future. They plan 1o
return o Rookleduse's workshop and begin work
o0 new inventions.

Lise these plans to wrap up the siodes of these char-
actersor to foreshadow future adventures.

if the characters participated in
battles using the Pragoniance: Warriors of Krpnn
game, dole out the campalgn rewards from that
game as purt of this celebration.

Mysreriops Megsacr

After the characters have received their rewards, a
Kalaman soldier delivers a message for them, which
waa lefi with a guard at Castle Kalaman's gate. The
letter is seabed with blue wax bearing the Dragen
Queeen’s symbol and reads as follows:

as ywuhﬂ. and will b wﬂdﬁm your explots with
Interest. Your city hias escaped the Dragen Queen’s
grasp foday, but nene can defy her will for lang: |
hope that when first we meet, it won't be among #ala-
man’s rins,

The message bears no signature, but the seal is the
symbel of the Dragon CQueen impressed upon blue
watk, suggesting an agent of the Blue Dragon Army.
The adventure ends here. Use this message to
foreshadow future conflicss in the War of the Lance
or to continue your adventures in Krynn,
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APPENDIX A

GEAR AND MAGIC ITEMS

This appendix describes new equipment, magic
ems, and tinker gnome siege weapons that appear
v the adventure,

ADVENTURING GEAR

This section describes ilems and weapons that have
epecial rules or require further explanation. The fol-
lowing items are presented in alphabetical order,

E.

These hackpack-sized devices are created in paics,
with matching numbers engraved on them, and al
low communication over a long distance using radio
frequencies. While wearing a fargah, you can use
an action to speak into the device's mouthpirce and
sent a short message of twenty-five words or less fo
another creature wearing the matched fargah while
itis within I8 miies of you. The message emits from
the speakers of the device and ean be heard up to 10
feest away from the device. 1f no cr i

ature is wes
the speakers make static noises inst
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Hoorax

Martial Metes Weapan

Cost: | gp

Damage: 116 piercing (melee) ar 1d4 bludgeon
ing {ranged)

Wedght: 2 Ih.

Properties: Ammunition (range 401600 finesae,
special, twohanded

A hoopak is
and a pointed tip at the other,

Special. When you moke a melee attack with this
weapon, you ignore its ammunition property. You
ean use the hoopak as a marial ranged weapon. I
youn o, it uses the ammunition proper

a sturdy stick with 4 sling at one end

ses sling
bullets, and deals 144 bludgeoning damage on a hit

NARYCRASH

This backpack-sized device holds a ballnon-hased
parach Iy Tall while wearing this de
CHN 1S )
deployed. the parachute rapidly inflate:
descend &0 feet per round and take no damage from
Talling. When vou are 10 féet away fram the ground,
rolla d20, 17 you roll a 5 or e

reaction in deploy the para

ther parachuie gives




GNOME SIEGE WEAPONS
This section pre
Ly tinker gnomes,

eils two siege weapons designed

BOILERDRAK

Large Ohject

Armor Class: 15

Hit Points: 1010

Damage Immunities: poison, peychic

This wagon-sized device is designed 1o ook roughly
tike a dragan. Before it ean be used, the boilerdrak
must be it and aimed. It takes 1 action to light the
weapan, 1 action o afm it, and 1 action to fire i,
When yor use your action to fire it, roll & 420, Hyou
roll a 2 or higher, use the Flames action. If you roll a
1y use the Explosion action.

Flames. The hoilerdrak expels flames in g 60-fos
cone.Each ereature in that area must moke a DC 15
Dexterity saving throw, taking 27 {5410} fire dam-
g o @ failed save, or half as much damage ona
successful one.

Explosion. The boilerdrak explodes in a
Jifoot-radius sphere and is destroved. Each orea-
ture o thit ares must make a DC 15 Dexterity sav-
ing throw, taking 27 {5410 fire damage on a failed
save, or half as much damage ona siceessful one,

GNOMEFLINGER

Large Ohfect

Armor Class: 15

Hit Points: 100

Damage Immunities: poisan, pevchic
The gnomeflinger ks & catapult destgmed ol
creatures, instead of projectiles, in & high

naryerash (see the “Adventuring Gear™ scction) to
hasten transportation. The device can hold one Me-
dium or smaller creature, Before it can be used, the
gnomeflingsr must be loaded and aimed. It takes 1
actiom 10 load the gnomeflinger, 1 action to aim i,
and 1 action to fire it

While tahing an action to aim the gnomeflinger,
your et the maximum hori: distance of
thie Fling Personnel action to 60 feet, 150 feet,
or 300 feet.

Fling Pe L The linger catagults 2
Medium or smaller creature at least 60 fect away
horizontally, with a maximum horizontal distance
of 60 feet, 150 feet, or 300 feer, depending on the
option chosen when the catapult wis simed. During
this trajectory, the creature always reaches a beight
of 60 feet vertically.

A creature that collides with another creature ar
an object during rthis trajeciory rakes 3 (1d6) bl
geaning damage for every 10 feet away from the
gnameflinger it is

MAcic ITEMS
The: fellowing ftems are presented in alphabet-
ical order,

DRAGONLANCE

Weapon (Lance or Pike), Legendary (Requires
Artumemen)

A dragonlance is a renownéd weapon forged from
rare metal with the aid of powerful artifacts, On
Krynn, its creation ssociated with the god Pal
adine and legendary heroes whao fought agains
the evil of the Dragon Chueen, Different fances are
forged for use by foat soldiers (as pikes) and by
rider= {as lances), but the magical properties of the
weapons are the same.

You gain a +3 bonus o atteck and damage rolls
madde with this magic weapan.

When you hit 2 Dragon with this weapon, the
Dragon takes an extra 3d6 force damage, and any
Dragon of your choice that you can see within 30
Feet of you can immediately use its reaction 1o make
n melee attack,
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Frying Crraper HELm
Wandrous ftem, Very Rare {Requires Attunement by
a Spelicaster)

The funcrion of this arnase chalr st propel and
maneuver a flying citadel on which it has been
installed. The chair has AC 15, 18 hit points, and
immunity to peison and psychic damage. It is de-
stepyed if redueed to 0 hit point

The sensation of being attuned 10 & fiving cliadel
helm is akin to the pins-and-needies effect one ex-
periences after onc's arm or beg falls asleep, but not
a5 inlenae

While attuned o i fring citadel hela and sitting
in it, you gain the following ahilities for as long as
you maintain concentration (as il concentmting
o mpell):

« Youcan use the fving citadel helm to move the cit-

adel through the air up to 80 feet per round, or up

1 Bmiles per hour.

You oan steer the: citadel, afbeit in a somewhat

clumsy faghion; in much the way that a rudder or

odrs can be vsed to mancuver & seafaring ship,

= Arany time, you can see and hear from the high-
eaL poinl oulside the citide] as though you were ar
that location.

If no creature attuned to the helm s maintaining
conceniration, the citadel remains motionless in
its spac.

Transfer Attunement. You £a0 use an action or
A harns action to touch o willing spelleasier, where-
upan that creature attunes to the Aying citade! helm
immediataly, and your attunement i the fring o
dhed el ends

Crash. Shouold the fiving ciade! helm be de-
stroyed, the citadel it is installed on loses power
and begins o crumble. If the erumbling citedel is in
the air. it descenda at a rate of 30 feet per round, or
00 feet per minute, Any creature on the eiradel or
an the ground within 120 feet of the citade] when it
lands must make o DE 20 Deexterity saving throw,
taking 39 {6d12) biudgroning damage on a failed
11 ax muech damage on a siccessful one.

save, of

KAGoNESTI FOREST SHROUD
Wionirmues lem, Rare (Requires Attusenern)

This cloak appears o be made-of sutummnal leaves
woven together, Whils you wear this cloak, you have
advantage on Dexterity (Stealth) checks. and you
can use a bonus action (o magically teleport, along
with any SOUIPTHENT Fou aFE WEATINE OF CArry
an unoccupied space you can se< within 30 feer of
yourself. You then have advantage on the next attack
roll you make before the end of the turn, Once this
bonus action is used, it can't be used
next dawn,

[

i wntil e
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Mirror oF REFLECTED PAsTS
Wandrows lem, Very Rare (Requires Artenement)

This mirror of elven design allows those who stare
ot it 1 reflect on positive memories. Th
mirror weighs 25 pounds, and it has AC 11, 10 bt
paints, and vulnerability to bludgeoning damage. It
shar and s destroyed ifreduced o 0 hit poines,

While halding the miredr upright. vou can wse an
action to speak its command word and a el
While activated, the mirror hovers in the air. and
it ean be destroved bat not moved. It remains acts
warfen] il wou wse an aetion o speak the commeand
wiord again or your attunement (o the mirror ends,
atwhich point the mirror harmiessly flaats to the
ground. Onee the mirror has been deactivated. it
can'l be activated again uotl the next dawn.

If & non-Construct creature other than you secs
its reflection in the activated mirror while within
30 feet of it that creature must suceeed on s DC 15
chom saving throw or become paralyzed wotil
the mirror i deactivated or until that ecreatere can
na longer see the mirtor, A creature paralyzed by
the mirror can ref the saving throw aithe emd of
esch of its ens, ending the effect on a success, [f
A eresture’s saving throw 18 successful or the effeet
ends for it, the creature is immune to this mirroe's
effect lor the next 24 hours.

While paraiyzed by the mirror, the creature sces
events from their past n
These memories aren't real, but rather idealized
versions of those occurrences, Nearby observers
can glimpse flashes of these memories if looking
indirectly a2 the mirror,

3-foat-tall

flected in the mircor's glass,
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FRIENDS anD FOES

This appendis describes creatures that appear Hon

: h Encounter
clw'=.|lun-. |lrr:a|:r|l||m them in alph tical A0 0 b Brachmian® and T PR Ay
order, The intreduction of the Monster Manual ex-
aing how to read a creature's sint block. e
The ereatures in this appendix ire categortzed by $1-55 224 Dragon Army saldiers® with 2d+
ereature type below, Hunting ar g5 dp f
56-60 1dé kapak draconans

CONSTRUCT MoNSTROSITY E1-B5 1 priest of Takh:
Istarian drone Aurak draconian e SRENG
Basz draconian 67T Tda ivak Eanss
DERCEN e (1] 2 flying sivak drvconians
azak draconian 7278 14 sivak draconians® L

Dieagan Army dragonnel

HKagak dragonian
Sivak draconian

F 7t take
77-80 1 aursk draconfan™ and 145 Dragen Armmy
Unpean saldiars*

Anhisaie B1-84
Caradoc BS-88 1 purak draconian® ssing disguisr salf o ook
Greater death dragon the captive of 2 sivak draconfana™

Wasteland dragonnel

Humanoin
Drragon Army officer

Dragen Army salider
fdinr
Karasld) Fire-Eyes
Kender skirmisher

Kalarnan

Lsspr douth dragan ap-33 NS Y randparling § Caplive. i

Lord Sath
;om:m Sketetal knight S4-00
hed Ruin \Wersten Kom kg hies Posci:

a0 1-Dragon Army officers

Ranpom ENCOUNTERS

Red Dragon Army forces threiten the characters
and the lands surrounding Kalaman throughout
the adventure. Boll on the Dragon Army Encoun-
ters thle whenever characters might ron into a
allied with the Dragun
Army, Creatures marked with an asterisk appear in
this appendix.

random group of creature

DracoN ARMY ENCOUNTERS
d100  Encounter
1-5  1dE Dragon Army soldiers
6-11  14€ baaz draconians®
1216 1 Dragon Army dragonnel* and | Dragon Army
afficer®
17-20 196 Dragon Army sobdiors* battling 2d4 kender
skirmishers®
21-26  2dE hobgebling and their fewmaster {com-
mander), T habgoblin captain
27-32 166 Dragan Army soldiers® and 1 Dragon Army
officer”
33-38 104 banz draconlans® and 1 bozak draconsan™
19-45  2d4 Dragon Army soldiers* battling 246 Kalaman
sobdsers®
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ANHKOLOX

Anhholoxes are vicious undead creatures croated
from the bones of bears and other beasis. Their
barbed bones grind and erack, often moving in
seemingly impossible ways. Anhkoloxes are driven
by territorial instinet and & predatory urge to hunt
and devour living prey. They run on all fours and
rear up anto theie bind leps when they eorner their
guarry. When they strike, they wallop foes about
with their claws—they delight in knocking foes
imio pits fll of jaggred hanes—and their barbed rik
cage cracks open like a hunting trap to snap closed
around a victim,

ANHKOLOX
Huge Lindrad, Treéenlly Neicteal £l

Armor €lass 15 [natural armar}
Hit Points 157 (15412 60

Spaed 501
STR DEX CON INT wis CHA
TEEE) T e0) G a3 AR 24

Saving Theows Wis <&

Skills Perceptian +6

Danage Immunities poisen

Condition Immunities charrmed, exhadstion, fFghtened,
poksornnd

B0 Fr., passiue Perception 16

Languages —
Challenge 9 {5000 XF} Proficieney Bonus 8

Uensiel Nature, The anhkobax doesa't require sir, food,
dirink, or sleop.

ACTIONS

Multiottack, The anhkolox makes two Claw stiacks and one
Errapping Rond attack.

Clawe, Meles Weapon Atock: 1010 ha, reach 5 fr., one target
Hir: 12 (2d10 + 6] piercing damage, if the target is & Large or
smailer creature, it must succeed an 2 DC 18 Strength saving
thraw or be pushed up te 20 fest in & horizontal diection of the
anbkalax's choice.

Entrapping Rend. Melee Weapan Atback: +10 ta hit, reach 311,
e targel. Hil; 23 (5d6 - 6} piercing demage, and I the rarget
153 Large or smalles creature, the target muat succsed an 8
DC 18 Strength saving throw or be trapped in the anhhelon's
sibeage and grappled (escape DC 18). Until ths grapple ends,
the target i restrained, snd the anikalox can't use Entrapping
Rend o apathar target

{0 ATPENDIX B | FRIENDS AND FOES

CarADOC

Seneschal of Lord Soth and a former Koight of
Solamnia. Caradoe burned when Dargaard Eeep
Wils Consun of the Cataclysm. As with
many of Soth's retainers, Caradoc was cursed with
undeath. Being dupliciious and cowardly af his cors,
the seneschal didn't return as & skeletal knight but
rather as an intangible spirit. Caradoe’s Undead
form sufts him well, allowing him o pessess the
living and ese unwilling tongues o spread his lies,
However, Caradoc is iethered o his scorchied booes,
which collect dust in Dargaard Keep. He can leave
the acoursed castle while possessing the hedy of a
Humanoid, but he's swiftly pulled back if caught be-
wonud irs walls without a host,

vihe fir




Camapot THE KhignT

Carapog

Mtediurm Lindead, Meut:

Armor Class 14
Hit Pairts 110 (2045 + 20
Speed O fi, iy 4 fr. [never)

&R DEX CON INT WIS CHA

1(-5) B4 124 15 ) 10 (A
Saving Throws int +5, Wis +4
Skills Deception 7, Insight +4, Percoption 4
Damage Resistances soid, fire. lightning, thi pesning,
i and slashing fram n

Damage Immunities ool

Condition Immunities charmed, exh: 8
frappled, paralyzud, petrifed, poiso pran, restrained

Sonses dackvision 60 11 passive Perception 14

Languages Commen, Salamnic

Challenge & (3,200 XP)

Proficiency Boius 3

Bend Haunting, Caradacs spirt i4 baund to Dargased K:cl.‘
A the start af His frn, iThe's outside the beep's walls and «
possOssng 4 creature using his Possession action, he must
succeed on 2 OC 15 Charisma auving thraw or vanish and reap:
pearin an unocsupied space within the keep.

Incorporenl Movement. Caradoc can meve thiough ather tres
tures and objects as if they were difficull terrain. He takes 5
(1410 force damage if he erds his turm inside an objsct

Rejuvenatien, If Caradec dees, be refarms withi

Koop in 26 days

Dargasrd

Unusual Mature, Casadoc doesa't requive air. faod
srink. or sleep

ACTIONS

Multiattack. Carador makes two Withering Touch sttachs

Withering Touch, Melee Weapon Atiock: o7 to hit, reach §
ane target HiE 15 (2410 + &) necratic damage
Passession (Recharpe 5—8). Cme Humangid that Caraco
see within § feet of himself must succeed on & OC 15 Charisma
saving throw aor be possessed by him; he then disappears,
anel the target is Incapacitated snd loses cantrol of Its body.
Caradne now cantrals the bady But daesn't deprive the target
of awareriess. Caraduc can't be tirgsted by any attack, spell,
ar ather efact, except anes that turn Undead, and he retains
i alignment, Intelizgence, Wisdam, and Charisma, immanity
1o being charmed and frightened, and his Divisive Whispers
bonus sction. He stherwise uses the possessed target’s
fisties bt doesn’t gain Gocess 1o the target's knowledpe, class
faanuires, or praficiencies

The passession asts until the body drops ko0 hit points,
Carudoc ends it 45 o bonas action, or hie is tuened ar forced-gur
by 21 effect ke the dispel euil ond goad spell. When the pesses-
sinn ends, Caradoc 1eappears in an unocupied space within 5
feat af the body. The tanget is immune ta Caradoc's Possession
Tor 24 hours after sucaseding on the saving theow or after the
passession ends.

Bonus ACTIONS

Divislve Whispers. Caradoc magically whispers to one creature
i self. The target must succesd an a DC

15 Wisdom saving throw, or the target must immediately use

its reaction to make 3 meles atfack agalnst another creature

af Caradoc's chaice {wasting ity reaction if thers are no ather

atures with
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DEATH DRAGONS

Dreath dragons are the Undesd skeletal remains of
metallic or chromatic dragons, infused with the lin-
gering fires of the Cataclysm by foul magic. Rarely,
death dragons arise when a di
¢ that wrments its soul .m:f cofsu

on imeens its end in

5 it with
a need for vengeance, Regardless of how it arose,
a death dragon retains a shadow of its former per-
sopality. The stronger the death dragon, the more.
it frghes the hate consuming it, holding on (o some
westige of its memaries,

A death dragon’s bones burn with violel Cataclys-
mie fire, which it can unleash in a horrific mock-
ery of the bresth weapon il possessed in life. The
breath snuffs out life force and infuses undeath
into corpses it touches. These zombies burn with
Cataclvsmic fire and serve the death dragon’s will,
Lypleally going on rampages o destroy all lving
cresiures in sight,
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of being. These greawr death dragons scheme to
achieve their ends, all the while amasstog and jeal-
ansly guarding treasure hoards as they did in hife,
In battle, they are deadly foc's, channeling the Cat-
aclysmiz fire that limns their bones and fuels 1
breath, They take cruel delight in snatching foes in
their jaws, rushing i the ain then dropping the
snared crestures to their doom,

Lesser DEATH DrAGON
Most death dragons are pale fmitstions of their
hes and e
and sometimes things or creatures they emcountes
painfully remind them of what they onee had. These
fieeting moments of hicidity quickly burn sway in
rage and anguis, didving the deagons o destroy the
would-be memmenio,

ferrrmer sedves. They reme

wr | T




GREATER DEATH DRAGON
Huuge Undead, Trpically Chactic Evl

Armor Class 16 (natural armark
Hit Points 230 (20412-+ 100]
Speed 40 iy BOTL

DEX. CON INT
060 048 1[0

STR
i)

wis
W)

CHA
100}

Saving Throws Dex +5, Wis +7

Skills Perception 47, Stealth +5

Damage Resistances piercing

Dlamage Immanities necratic. paison

Imamunities exhaustion, palsaned

Senses blindsight 60 fr., darkision 120 ft.,
passive Perception 17

Languages Cammon, Draconic

Challeng 14 17,500 %F) Preficiency Bonus +5

Legendary Resistance (3/Bay). |Fthe dragon fuils a saving
throw, it can chouse fo succeed instead

Unusual Nature. The dragen doesn't require sir, faod,

deink, ar sleep.

ACTIONS

Multiattack. The deagen makes one 8ide attack and two
Claw attacks.

Bite, Melos Wrapon Attack: 411 to hit, reach 10 ft., one targot,
Hit: 17 (2410 + €] piercing damage phus 4 (148} necrotic dam.
age. If the target i 3 Lage or smaller creature, it is grappled
fescape DC 19) Undil this grapple ends, the tirget is restrained,
and the dragon can't bite a diferat targes

Claw, Meles Weapon Altack: «11 to hat, reach 5 ft_ane harget
Hit: 10 {148 « €] slashing damage.

Cotaclysmic Breath (Recharge 5-6) The dragon exhales 3 wave
of ghastly purple Aarmes in 4 60-fook cone. Each creaturs in
thist #res must make 3 DC 18 Desterity ssving threw, taking 45
(10d8) necratic damage an a failed save, or hall a5 much dam:
age on a successhul e, A crsature dies if e breath redaces it
100 hit paints, Additionally, any Medium ar smaller Humanoid
kiled by the breath's darmage, 35 well a3 every corpse of such a
crature within the cone, becarmes o zombde under the dragen's
control, The zombie Scts o the dragon’s initiative bist imme-
diately after the dragon's tarn, Absent any other command, the
sambie tries to kill any aon-Undead creature it encounters.

The dragon can take 3 legendary 2chans, choaging from the:
aptions below. Only ane legendary sction can be woed a1 31
and nely 8t the snd of wther creaturs’s turn Tha dragan re-
Auint spent legendary actions at the start of its durn.

Claw, The dragon makes one Claw attack.

Cataclysmic Rush {Casts 2 Actions). The dragen meves up o
huifits fiying speed withaut prousking nppartunity attacks,
carrying wah It any crestures it is grappling. During this
rriave, i it enters the space of & Mediurm or smaller cresture,
that ereature takes & (145} necrotic damage. A creature can
take this darmage only ance per tism

LEssER DEATH DRAGON

Lavge Linclend, Tyiiially Chodic Sl

Armar Elass 15 (natural armar)
Hit Paints 195 (21410 + 84]
Speed &0 fr fiy 40

INT WIS
513 1640)

CHA

STR  DEX €O
20(s5) 10(+0] T8 (+4) 5{-3)

Saving Threws Dex +4, Wis =4

Skills Perception +4, Stealih +4

Damage Rpsistances piercing

Damage Immunities necrotic, poisan

Conditien Immunities sehausion, peisaned

Sanses blindgipht 30 1, darkvision 60 1, passive Percaption 14
Languages understands Commion and Ducanis but cen’t speak
Challenge 10 (5,000 XP] Proficiency Benus + i

Unirsirall Matuire, The dragon doesn't require air, food,

ik, or sleep.

ACTIONS

Multintiack, The dragon makes cne Bll! attuik and bwo
o atticks,

Bite. Meles Weapon Attuck: +9 to hit, reach 10 i, one target.

14 (id8 = 5) parcing damage plus 4 (1d8] necrotic damage.
Claw. Melee Weapan Attack: 4 ta hit, reach 5 . ane targer
Hif. & {1d6 + §) slashing damage. ITthe target is 3 Medium or
smaller creature, it s grappled (sscape DC 1) Uil shis grap
pleends, the target it restraired. The dragon has two claws,
wach of which can grapple ane target

Cataehysic Breath (Recharge 5-8). The dragon exhales 2 wive
of ghostly purple arves in o 30-foot edne, Ench crasture in
that area mist make o OC 16 Daxtority saving thiow, taking 16
(B8] neceotic damage on a failed save. ot half as much darm.
age on o sutcesaful one. A ereature dies i the breath reduces x|
150 hit peints. . 2y M. sraller Humas
Lilled by the bresth's damage, as well as every corpse of such
creatures within the cone, becomes a zombie under the drag-
on's oo The zarmbie sc1s on the dragon's initatve Bt im-
redianaly after the drapan's tirm, Absent any sther command,
the zambie tries tokill any nan-Undead ersature it encounters.

i
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DRACONIANS

Dracontans are bipedal monssers born from metal-
lie dragon egs thit e been corripded by & com-
binaticn of warped alchemy and the Dragon Cueen's
foul magic, The Dragon Armies closcly guarnd the
secret of the draconians” creation, allowing Krynn's
metiliic dragons 1o continue o think (heir eges are
heing held hostage sa they don't oppose the Dragon
{lupen's conguests,

AURAK DRACONIAN

Created from the egas of gold dragons, surak dra-
confans are the most poweriul of deac
entire heing thrumming with eldritch pow
other-droconians, suraks are wingle: might
Il foses into a Falae sense of security, until the
auraks exhale noxiows fumes resembling these of
their dragon progenitors, Auraks are mastermintds
and steategists that serve asc 5 ik the
Bragon Armics. They often lead contingents of less
powerfil drnconians, Wi
unleash their inherent magc in o deadly burst of
lightning.

Lain, aurak draconians

AURAK DRACONIAN

Medium Monstrsdy (Sarcerer), Topealy Lawgil £

must maie 3 DC 14 Dexterity saving theow. On 8 falled save,
the creature takes 9 (248) liphtring damage anel is stunned
until the.end of s next turn, O ceessful save. the crasure
takes halfas misch damsge and isn't stunned.

The draconian riakes tree Fand or Enery

Armor Class 17 {ratural armur)

Hit Points 57 {943 + 27)

Spoad 15 1t ACTIONS
STR  DEX CON INT WIS CHA Hay attacks,
1) M2y 63 63 T 173)

Saving Throws Int +&, Wis 43, Cha +f

Shills Perception +1

Condition Immunities charmed

Senses trussight 60 1, possive Percsption 13
Languages Common, Draconic

Challenge &'(2.300 XF) Proficiency Banus +3

Aura of Command, The draconian radistes a commanding pres-
encein a 20-faok-radis sphere cerlered an itselll A drasconias
i tha wurs that can sea or hee the gurok can't be charmed

ard has advaniage on saving thraws made 1o avaid or end the
frightenad condition bn iasif,

Death Throes When the draconian is reduced to O hit paints,
It magical essence lashes cut as 2 ball of lightning at the
elogeit ceustiara within 30 foat of it before & ol boup bo
twa ather creatures within 15 fact of the first. Each creature

Rend. Meadee Weapan Artack: 45 to hit, magh 5 1., ena target
Hie: B (102 + 2} slashing damage.

Energy Ray, Rongrd Spell Attack: +5 ta ki, range 60 11 one s
get, Hit§ (110 3p Force damagn.

Noxious Breath {Recharge 5-8). The draconian exhales &
15-foat cone of narsous gas. Each ceatur in that drea must
make 3 OC 14 Corstitution saving throw. On a failed save, the
creature takes 21 [696) paivon darrage and gas 1 level af s
haustian, On & suscessful save, the creature takos had as much
damage, dogsn't galn exhaystion, and s immune ta all dracon
ans’ Noxious Breath for 24 bours.

Spellcasting. The deaconiar easts aae of the failawing spells;
sequiring rio materiat components and iming Charismas a3 the
spelleasting abilny {spell save DC 12}

At wilk: imsibility, mage hond

1jday each dimension doar, disgutse seff, seading

\dary: doningte presan
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BaAz DrRACONIAN

Baaz draconians are fanatical foot soldiers tha
emerge from (he eggs of brass dragons. They are
he soellest of the draconians, and their slight
wings are incapable of flight, though they do afford
the draconians some control when falling. These
wings are small enough to be hidden beneath
eloal or robe, antl baaz draconians disguise them-
selves to spy for the Dragon Armies. The sight of
dragons drives baaz draconians into a deadly furorn,
‘When baaz draconians die. their bodies turn 1o
stone and unbeash clowds of petrifying gas that turn
thedr corpses and any nearby creatures into stone,

BOZAK DRACONIAN

Bozak draconians are born from bronze deagon
eggs and wield magic tooaid their allies in bantle,
Their wings aren't strong encugh for full Bight, but
bozaks can use them to glide during a fall. When
bozaks die, their flesh shrivels away before their
bones explod neling a shower of magical splin
ters inall directions.

Kapak DRACONIAN

Kapak draconians are created using copper dragon
epgs Th cunning apponents relish striking foes
who are- distracted or unaware. Kapaks often coal
their weapons with their paralytic saliva, making
them formidable assassins as well. Their small
wings don't allow kapaks to fly, but they do help the
dracondans turn a fall inteoa rough ghide. When they
die;, kapaks dissolve into acid thit can splash onte
nearby creatures.

Baaz DrRACONIAN

Mediurn Marrstrotity, Timicall £muful Bl

Armer Class 14 [natural armor)
Hit Poings 72 (444 + 4)
Spead 30 fit

STR DEX €ON  INT WIS  CHA
VR NR0) 1T} S 8- 100

Senses darkvision 60 1., passive Perception 3
Languages Comemen, Draconic

Challenge 12 (100 XP) Proficiancy Bomus +2

Controlled Fall. When the draconian falls and isn't incapaci
watad, it subtaects up b 100 feel fram the fll when caleulating

the fall's damage.

Dieath Theaes, Whai the dracorin & reduced te 0 hit pains,
its body turns to staneand reloases & petrifying gas. Each cea-
ture within § feet of the draconian must sueceed ona DO 11
Constitation saving theow oe Be restrained as it beging 1o turn
to'stane. The restrained creatune must repeat the saving throw
at the end of its next furn. Om 3 success, the effect ends: sther
wise the-creatune i petrified for 1 minute, After 1
biedy ol thit draconian crumides to dist

E

Drgconic Devation, While the draconian can ses s Drogon that
Isn'e hostile to It, the drsconian his sdvantage oo attack rolls.
ACTIONS

Muiltiattack, The draconian mukes tws Shartswnrd attacks:

Shortsward. Mefwe Weapan Areack: +3 to hit, reach 5 ft_one
target. Hil: 4 (146 + 1) prercing damage.
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BozAg DRACONIAN

M Moristrosity [Sarcerer), Typicay Loui

Armor Clags 15
Hit Points 40 (943
Spead 30 ft

mar)

STR DEX CON INT wis CHA
181+ W0 160 N DD Y
Saving Throws It +2, Wis +Z, Cha «d
Senses darkvision 60 ft., passive Perception 10
Languages Comman, Dracanic
Challenge 2 {430 2P} Proficiancy Bonus +1

Death Throes, ‘When the dracanian is mduced 10 hit peints,

succeed an a DC Fircw ar take 3 (2d8)

farce damage.

Disterity saving

Clidde. When the dracendan flls and (sn't Incapacstated, it sub.
Fricts U bos 100 fect Ty e Fal whess & afcisting the all's
darmage, und 1L tan meve up to 2 feet harizantally for every 1
Foait it descends.

AcTions

Multimitack. The drsconian makes two Trident melee attacks or
twg Lightning Discharge atfachs

Trident, Meles ar Ramged Weagon Attack: +4 to hit, reech 5 ft. o0
range 450 ft., aan target, Hir 5 [ 1d5 +
B [1d8 s 2} piercing damage if used with two hands 1o make a
melee attack.

Lightning Dircharge. Ranged 5
L., one target. Hit: 10 {346} lightning damage,

Speflcasting. The draconian casts ane of the following spells,
requiiring na material companents and using Charisma as the
ing ablliry fspell sive DT 12

il Attack: 44 to his, range 60

e

Viday each: enlarges

duice, uisibiliy, stinking ele

Karax DRACONIAN

Malip Moy Tymicly Lawgil £

Armor Class 19 (naturs! armar)
Hit Paints 39 (S + 12}

Spead 40 ft., climb 40 f

STR DEX
LT T

INT Wis
) I3 )

CHA
=0

Saving Throws Dex 43
Skills Deception +4, Perception +3, Stealth +7
Damage Immunities peisan

Condition Fmmimities poisoned

Senses darkvisian f0 fr., passive Perception 13
Languages Common, Draconic
Challenge 1 {700 %P

Preficiancy Bonus +2

canian is reduced to 0 bt points,
ashes on those arourid i1, Eaxch

Ereuture covered i
start ofeach of

Glide, When the dracen,
fracts up o 100 feet fram the fall wi
damage and it can move op to 2 feet harizontilly ‘cw every 1
Fowtit descends

AcTions
Multiattack. The

dratanian makes tut Dagger attacks. if ot
Pt thisst succeed o & 0C

Dagger. Meiee or fnnged Weapon Aitack: 3 to hit, reach & i
o rnge 2060 T, one target, Hit: 5 (1d4 < 3) plercing dan
pliis 7 {346) poison damage.

0
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Sivax Ducoramn

Large Maristronily, Ty

Armaor Class 16 fnatural armior]
Hit Points 57 (610 + 34|
Spood 30 1 fiy 60 f

STR DEX CON INT wis CHA
18~} 10=0) TERA) 13T} WD (+0) 10 (+0)

Saving Theows Str +6, Wis <2

Senses darkvizion 63 ft., passive Perception 10
Languages Common, Dracanic

Challenge & {1100 %F) Proficiency Barus +2

Death Thnm ‘When the draconian is reduced to @ hit points by

lasts for | minute Each creature has.
10 feek of the image rust sueceed
ona DC 14 w.mc-\ saying throw or be frightened of the spec-
htaned creature can rapaat the
w at the end of aach af s s, ending the effect
#.00 2 slCCass,

AcTions

Multiottack, The drac
and one Tail attack.

shes tw Serrated Sword attacks

Sereated Sword. Maloe | it Attic)
target, Hik; 13 (208 « 4) shashing

+6 to hit, reach 5 ft_, one
Be. Sivag DraconNian
Tail. Melee Weapon Atteck: <6 to hit, reach 5 ., one target.
188 + 4] bludgeoning damage. if the target s 5 Large or
armaller creature, it mast succeed an @ 0 14 Strength saving
thirew.ar be knocked peone

Sivak draconians are fearsome brufes ereated
from the eges of silver d . They fly on mighty
wings over hartlefields wherever the Aghting is the
fiercest, nnkmg them effective shock troop:
change their features o minmic the
ance of those they've slain, This allows these
cunning soldicrs to sow confusion and despair
ameodg ther enemies: Wi ake are killed, they
e the foem of thetr killers. shrieking in horrific
agony before they crumble 1o dust.

5i

REACTIONS

mans,
Tagk and fu
game statistics jothes |h..r. its wize]
unill the dracorsan dies ar u:
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DRAGON ARMY TROOPS

The Dragen Armies gather fi | followers to
their ranks, Recruits are indoctrinated to revere the
Dragon Queen and view dragens as her favored se;
vants, Troops in the Dragon Army wield weapans
blessed by Takhisis to strike with the power of the
dragons they fight alongside.

DracoN ArRMY WEAPONS

The weapons of Deagon Army troops essied
with an infusion of dragen breath, The ype of dam:
age these weapons deal depends on the specific
army. The stat blocks presented here represent Red
Dragon Arey troops with weapons infused by the
fire of red dragons. You can represent followers of
other chromatic dragons by changing the fire dam-
age to match the damage type associated witl thoas
dragons” hreath weapons

DraconN ArRMY OFFICER

Matiam Humanid, Typically Lovfal £l

Armor Class 19 {splint, shiefd)
Hit Polnts 65 (1048 + 20

Spead 307t
TR DEX [<=] INT { CHA
6 (48 VAR 15[ 20T MR 2R
Saving Throws Crex 14, Wis +4
Shills Athletics +5, Pereeptinn +4
Sepses passive Perception 14
Languages Comemaon, Dracanic
Challange ¥ (M0 XF} Proficloncy Boaws +7

Diracoaic Devation, While
hostile ta it, the officer h

e officer can see 3 Dfagon that iga't
drantage on attack.rills,

AcTiONS

Musltiattack. The afficer makes twe Viciaus Lance attachs ane
uses Assault Orders if it's available.

Vicious Lamce. Meler Wenpsn Attack: +5 to bil; reach 10 fL.
ane targel. Hit: 8 {Td10 « 3] peercing damage pus 2 {1d8)
Fire damage.

Heawy Crossbow. Ranged Weapon Attack: +4 o hit. range
100/4D0 i:, aere target. Hit: 7 [1d10.+ 2} piercing darmage plus
5 {110 fi i
Assault Ordars (Recharge S-6). T ficer shouts arders and
TArERLs Lp b Iwg # creatures withs &0 Teet ol itself, I a tar
get has the Dracanic Devabon trajt and can hear the officer, the
Largel gan use e neaction o make one melee attack.

DRAGON ARMY SOLDIER

Sheifium Humonoid, Trpicafly L

Armmsor Chiss 17 {scale ma, shield)
Hit Points 22 (4df + 4]

Spend 30
STR DEX  CON INT WIS CHA
1SRG T2 121 100} 0G0 100
Skills Athletics <4, Perception +2
Senses passive Perception 17
Languages Comman, Draconic
Challenge | [200 XP) Proficiency Banis +1

Dracomic Cavekion, W hile the

et € see & Drigon that

't hostile the seldser has advantape on attack ralls.

AcTioNs =
! k. The saldies £ ar Jave-

¥ attacks

Longsiard. Melee Weapon reach 5 i gne tar
gt Hitr 6 (148 = 2) gha 10+ 2 elashing
damage & used with two hands, plis 2 {1d4] fire damage:

Javelin, Melee cr Firnped Weapon Atrack: +4 10 hit, reach £t o
rang= 30/120 ft, cne targes. Hit: 5 (146 + 2] plercing damage
pluis 2 (1dd} fire darmage.
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DRAGONNELS

Dragonnels are diszantdly related to chromaric and

metallic dragons and resemble them in basic forp.
Intelligent enough o understand speech bat in

pable of speaking themselves, they are willful o
rures kargely motivated by the desire for food,

DracorN ARMY DRAGONNEL -
Dicagomnels feom the volcanic mountains surround
i Sanction are closely related 1o red dragons;
resembling them in scale coloration and general

sh, 1 and selfish creatures trained
By the Dragon Armies to serve as-mounts for rristed
officers, While ¢ ko red dragon's destroctive
breath. th are inured to fire, and their
vickous teath 4 re with embers:

WasTELAND DRAGONNEL

The Northern Wastes of Ansalon are home to .
lund dragonnels, deaconic creatures closely related
to capper dragons. Wasteland dragonnels are liche
and guick, with scales the eolor of dull copper.
These playful creatures defend their territory by
fiying out of & foe’s reach and spitting potent acid, in
an approximation of their copper dragon relatives.,

DracoN ArMY DRAGONNEL

Lurge Dragom, Typicolly Lowful Euil

Armor Class 16 (breastplate barding)
Hit Points 58 (5410 4+ 9)
Spesd 30 it fly 60 f

TR DEX  CON INT WIS CHA
L0055 PR T R S N e [ 3% ]

Skilly Perception +3
Damage Resistances fire
Senses blindsight 30 fr., darovision 120 fr,
passive Perception 13
Languages understards Common and Draconic bul can't speak
Challenge 3 {700 XF) Proficiency Bonug +2

Flyby, The drageanel doesn't provake oppartunity attacks
wwhe [t Higs out oF an enemy’s wach

ACTIONS
Multiartack, The deagennal makes twe Rend attacks.

Rend, Meler Winapon Attack: +5 1o hit, reach 5 ft., ane targst
Hit; 10 {26~ 3) sbashing darage plus 3 {1J6] fire damage

WASTELAND DRAGONNEL

Lunge Drigon; Typically Chaotic Goad

Armor Clags 13
Hix Points 65 {10410 + 10)
Speed 30 ft, iy 60t

STR DEX CON INT wis CHA
6. RN 2} B EEARCTI Y

Skills Percepticn +3
Damage Resistances ac:d
Senses blindsight 30 ft,, darkwision 120 ft.,
passive Perception 13
Languages undesstands Comman and Draconie bul can't speak
Challenge 3 (700 %P} Proficiency Bonus -2

Flybp. The dragormel doesn't provke epportunity sttacks
when |t flies oat of an enemy's reach,

ACTIONS
Multiattack. T dragonnel emakes twa Rend attacks

Rend, Meles Weapor Attock: +51% hit, reach 51, o
Hir: 10 {1d6 + 3} slashing damage

Acidt Spit, Ranged Wirripon Atisck: +5 to hit, range 80ft, ane
tanget, Hir: 0 {5d6 + 3j acid d

arget

APPENDIX 0 | FRIENDS AND FOES



B

Isramian Buone

ISTARIAN DRONE

Istarian drones are ancient Constructs mate of
marhbleand gheaming metal inlaid with crystaks that
fash with sparks of electricity. Created to build the
fantastic siructures that onee marked the glary of
Istar, these drones resemble short: stout mantises,
They have four scuttling insectile legs and barbed,
seythe-shaped arms for car
g mater ks, The drones cre
hardens into crvstalling mortar; which they can re-
puUrpose to restrain attackers,

“Spoad 30 fi., climd 01t

ISTARIAN DRONE
Mt Construct, Unalipaed

Aemor Class 17 natural armor)
Hit Points 127 [15dR + 60 '

STR DEX coN INT wis CHA
05 WD B4 AR W 49

Damage Immunities [ightning, posar

Condition Immanities charmod, exhaustion, frightoned,
paralyzed, paisoned

Sensas blindsight 60 ft. [biind beyone this radiis),
passive Perception 10

Languages understands the languages spaken by its crestar
but can't speak

Challerge 6 (2,300 X9) Proficiency Bonus +3

Spider Chimd, The drong can-climbr dificudt surfaces, incld-
ing upsicle down on ceilings, without needing o make an
ablity chick.

Umrsinal Mature. The drone doesn't require air, fand,

drink, or sleep.

AcTions

KALAMAN SOLDIER

Kalaman soldiers are the rankand-file troops of the
army of Kalaman. They are trained to fight defrn.
aively, bolstering one another in battie:

Muttlottack. The drane makes two Claw attacks.

Claw. Mol Weapon Artack: +8 tahit, reach 5t one target
Hit: 8 (1d8 + 5} piercing damage plis & (148) lightning dam.
age. Hihe taget is a Medium or smaller creature, it i grapphed
{eseape DC 15} The drome kas iwo claws, ssch of which can
grapple ok ane target

Crystalling Soit (Recharge 5-6. The drone spits cracking

el im 8 line 5 feet wide and 20 feet bang. Each creaturs in the.
line must make 3 DE 13 Dexterty saving throw, On 3 filed
naye, the craature takes 14 (4d6) ghtning damage ard |4 re-
stralned by the gol, which hardens inte crystal. The creatire is
restrained until the crystal is destroyed. The crystal has AC 15,
15 hit painks, immunity to paison and peychic damage. and val-
nerability 1o thunder damage. On 8 successhul save; the crea-
ture takes half a5 miuch damage and isn't restrained.

KaLaMAN SOLDIER

Madiuen or Smiall Humano(d, Anp Alignmant

Armar Class 18 (chain mail, shield)
Hit Paints 15 {18 + 3)
Speed M

STR DEX, CON INT Wi5 CHA
Wll T2 12T WEN TR0 R

Skills Arhletics +3, Parcepricn «
Senses passive Percoption 12
Langusgas Comman

Challenge 1,2 (100 X7) Proficlency Banus -2

Acmions

Multiattock. The soldier makes two Langsweord attacks,

Langsward. Melee Weapan Attack: +3 40 hit, reach 5 it cae tar-
get. Hit: 6 (148 + 2) shashing damage, or 7 (1410 + 2)- slasbing
daimage (Firsed with two hands

REACTIONS

Held the Line, |¥ an ally within 5 feet of the seldaer muse make
asaving threw, the soldior encourages the ally, granting advan-
fage on the rell.

goz\’f- APFENDIN D | FRIENDS AND PORS



KansaLpl FIRE-EYES

High Master Kansaldi Fire-Eyes leads the Red
Diragon Army's offensive in Solamnia. A fanatical
adherent of the Dragon Clueen, Kansaldi was in-
docirinated into the god's worship by Dregon High
Lewred Verminaurel. During a st of faith feem her
mentor, Kansaldi replaced her left eve with a gem
af aeeirg. This gem smolders and glows red when-
ever saldi uses hier magic, and her followers
claim it albows her (o see throngh any He

Highlord Verminaard follows visions fram the
Dragon Queen on a campaign south, In his ab-
sence, he left a powerful contingent of the Red
Dragon Army under Kansaldi's command and
ordered her to claim the Kalaman region in the
Diragon Queen's name. Kansaldi pursues these
orders with a fanaric’s zeal. For her, there is no
passibility of defeai—there is only the Dragon
Cueen's will,

KansaLDr FIRe-EvEes

Medium Hirmanoid (Hurman, Clerel, Liwfil Ei

Armor Clags 18 (plate]
Hit Paints 172 (2348 » 69
Spaed 10 f,

STR DEX oM INT wWis CHA
TEged) 0] T T6(3 190 163

Swving Throws Wis +8, Cha +7

Skills insight +12, Perception +8, Religian «7

Darmage Immunithes fire

Senses frisesight 120 i, passive Perception 18
ssal, Cormmion, Dracanic

Languages Aby:
Challenge 11 (7,200 XP) Proficiency Bonus +4

Special Equipment. Karsaldi Fas @ glowing ruby ernbedded in
her left eye socket; The gem functions as her epe and grants her
truesight finchuded above), The gem can’t be remeed while
Kansaldi is alive. When she dies, & creature can remoue the
gem asan action. The gern then functions as a gem of seeing,

AcTions
Multiattack. Kansaldl makes two Pike attacks and uses
Flame Buirst.

Pike, Melee Wrapon Attack: +8 ta hit, reach 10 i, eoa tar
pet. HiE 3 (1410 + 4) piercing damage plus 16 {3d10) radi
ant damage.

Flame Burst, Kansaldi hurls magscal flames at o creature she
an sep within 50 fast of heself, The target mustmaki & DC
16 Dexterity saving throw. On a falled save, the targes takes 11
(2410 fire damage and catches fire; il  creature takes an
action fa put out the Rre, the target takes 5 (110} fee damage
af the start of each of its tums, On & successful save, the target
takes hall a5 much damage and doesn't catch fire,
Spetleasting. Kansakdi casts e of the fallowing spells, requir-
Ingan materiad companents and wsing Wisdom as the spell
casting ability {spell save DC 16}

spare thy dyimg, thoumotuny

et tarrinr, dlisgal mogle, flarme strike, beseer nectn-
raticn, mpidy

Bonus AcTiONS

Queen’s Fovar. Karesidi or one creature she can
S0 within 60 feat of hersslf magically regains 17 {2412 + 4)

hit paints,
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KENDER SKIRMISHER

Kender skirmishers are fearless fighters who use
stealth and wiliness to defend their friends and
homes. They excel at disrupting their enemies by
sahotaging crucial equipment or by unting oppo.
nents into making rash declsions. They wield the
signature kender weapon: the hoopak, a combina-
tion spear and sling staff.

KENDER TAUNTS

Roll on or choose an entry from the Kender Taones
table to determine how a kender skirmisher infuri-
ates an opponent in battle,

Kewper TaunTs

d4  Taunt

1 “Sheuld | pretend o be scared? You seem like you
eeally need this"

2 “bwish | could be like you and just nat care how.|
lagk . ar smell . or dress. Sobrave.”

3 "Did the Caraclysm have a face? Because | think
o might be twins!"

4 Energetically points ot their foe with bath honds
and loudky repeats the woed “Bonk.”

234_,’:- ABFENINX B | FRIENDA AND FORES

KENDER SKIRMISHER
St Hurmanaid, Ay Alignment

Armar Class 14 {leather armar)

Hit Palnts 14 [4d8]
Speed 30 1.
STR DEX  CON INT WIS CHA

81 TERY Mp ) BT TAp

Skills Parception =3, Sleight of Hand +7, Steahth <5
Condition Immunities rightened

Senses pasaive Pesception 13

Languages Comman, Kenderspeak

Challenge 14 (50 %P} Praficiency Banus 4

AcTions

Hoopok. Melss or Ganged Weapon Ateack: +5 1o hit, reach 5 ft
or rarge 407160 fi. one targel, Hik 6 [1d6 + 3} plercing dim.
age, or 5 [1d4 + ) bludgeoning damage i the kender used the
hoepak's sling to make & ranged attack,

Taint. The kender launches a barrage of bnsilis 24 a cresture ¢
can see within B0-feet of itself. If the targst can hear the kender,
the tasget must succeed on 8 OC 12 Wisdam saving theaw ar

Riye desaduantage an attack rolls until the and of it net turm,

Bonus AcTioNs
Efusie, The kesider takes the Disengage oo Hide action




CErY, l uiw.w Is a schalar olm s d with extinet

Hee views the Dragon
away to recreate the glories of Ansalon's

A ans of Khur
et's investigations of [star-

.°| Ty
past. During the Dr
and Kendermor

Dyiion Army,
ames and restor-

fincing the
ing it to the skies.
Lobezet employs the of extinct polson
ous predators in batibe, His magical toxins wear
down even the
the opportunity to
o discolored corpses.

him with
his enemies

st fors, p

ape or redue)

LoHEZET

Wi Hurmaord {Human,

v, Mewtred Eaf

Armor Elass 12 (15 with mage armuory
Hit Palnts 137 (2544 + 25)
Spead 30 it

STR DEX CON INT WIS CHA
9{-1 T2} 1241 20R5 MLH 1RO

Sawing Throws Con +5, Wis +6

Skills Arcans +9, History +9, Medicine +6

Damage immunities polsan

‘Condition Immunities ,:ms.annd

S-ensu passiva Percaption
agus Comman, Duarvsh, Eluish

Chlllenge 12 (3400 XP)

fernal
Profickency Banus +4

Towie Mostery. Labeset (gnores a creature’s resistance 1o pai-
500 damage

AcTions

Muitint tack, Lohozet makes three Wi |I<-||ng Blast attacks and
vises Miasma iFits svallable replace pne af the sttacks
with @ wse of Spellcasting

Withering Blast. Malae.or Banges Spe
reach 54t or range B0 ane target. AL 18 [2d
wREroliE danage

Miasma (Becharge 4=6). Lobezet magically conju
g el of purple fog v 1 20-Taat-radlus sphere o
a point within 120 feet of himseH, The area within the sphere
i heaily obscumed, and when 2 creaturs star

rmalie & DC1T Constitition s

creatuns takes 39 (6412} poison damage and is poisaned until
the start of its rext turn, On 2 successful save, the creature
takes half 25 much damage and ksn'l polsoned. The clowd lasts
far 1 minute, until Lahezet ends itearly (na action required), or
until Lvhezet uses this action again. A strong wind disperses
the cloud.

Speflcasting. Lobezet casts one of th
I me materal campanents and usi
casting ability {spell save DC 17)

Fallawing spells, requir
g Intilliganes &5 the spoll-

durect mogic, light, prestidigitmtion
diow, mage aovior
omnimate person, wall of fores

son damage o 3 failed
on a sucessiul one.

sav, ar half a5 much damag
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Lorp SotH

Lord Soth is the most powerful death knight on
Krynn. Onee s Solamnic Knight of the Cinder of the
Rise, Soth was a paragon of vivtoe and justice who
allewesd his pride to lead him down an evil pah, The
gods gave Soth a chance at redemption, charging
him with confronting the Kingpriest of 1star and
averting the Cataclysm. However, he was undone
by his pride, abandoned his quest, and allowed

the Cataclysm to devastate Krynn. Soth perished

during the Cataely=m but then rase from the ashes
as un Undead horror. In his cursed castle, Dargaard
Keop, Soth long ignored the ruined world, but the
Dragon Queen's summons has called his evil forth
ance more.

In battle, Soth is a terron, wielding the last pem-
nant of the Cataclysm's fires 1o devastating effect.
He usually wses his spelleasting ability only as part
of his legendary actions,

Lorp SoTH

Mechiam Linfcad (Pialading, Lawfl Euil

Aomor Class 15 (plate)
HiE Poimts 225 (7408 + 120}
Spapd 10 ft.

STR DEX CON INT WIS CHA
2(+8) N[00 B[S N2} M6 20 (=5

(10416} fire damage-and 35 [1046] necratic damags on a falled
save or half as misch darmage on 3 Sucresshil ohe:

amy Meds smalier H id killed by this
damage, 25 wedl as every corpse of such 2 creature within the
aphers, becomes o skebstan under Soth's eenral, The sketeton
a1 on Soth's mitiative but immadiately after his turn. Absert
any pther command, the skeleton tries to kil ang non-Undead
ereatiire it encaunters.

Spdfwsu-g. Seah casts ong of the Fallowing spells, requiring

Saving Throws Dex +8, Wis #8, Cha +11
Damage Immunities necrotic, poison
Conditien bmmunitles exhaistion, Ff.ghmm pmonnd
darkyrsion 120 L, passive
Common, Infernal, Sclamnic

Lang:
Challenge 13 (12,000 X7

ciency Bonus + 6

Resistance (3/Day). i Soth Fails 3 saving thiaw, he
eon chocse ta sueceed instead

Magic Resistance. Soth has advantage on saving thraws aganst
apellsand ather magical effects

Marshel Undead, Uniess Sath 15 imcagacitated, he and Undead
creaturas of i choice within 60 feet of him are imrmare to fea-
tueres (At ture Unded

Unusual Nature, Soth doesn’t require air, food, drink, or sleep,

ACTIONS

no and using Charisma a1 the apeliéast
ing ability Lsp:" save DC19)

A will: cornemend (Las) ol 3rad hevel)

2fday eack: dispel magi, hold périon {east e 3ed level)

Vfday: banishenent {cast at Gth level) g
Ward of Death (1/Day). Soth paints at-creature he can see
within §0 fees of himself and magscally commands i to die. The £
target must make a DC 19 Comstitutian saving thiaw, teking
100 necrotic demage oo & failed save, or halFas moch damage
ana sircoesshul one, i this damape reduces the target to 0 ht
points. the target dies

LEGENDARY ACTIONS

Soth can ake 3 legendary actions, chogsing from the options
belew. Only one legendary action can be used st 8 time and
anly a1 the end of ancther creature’s tem. Soth regaing spant
legendery actinns at the start of his turn

Multiattack, Soth makes three Forsaken Brand attacks,

Foriaken Brand, Melee Wenpon Attack: +12 10 hat, reach 5 fr,
o target, Hit: 10 {1d8 + 6} bludpeaning damage plus 18 {4d§)
necrotic damage, and i the tangst (5 a creatise, |Eean't regain
hit posnts until she stars of Seik's news turm

Cataclysmic Fire (1/Day). Sath hurls & magical ball of fire that
explodes a1 3 paint he zan see within 120 feet of himself, Each
creature in & 20-foct-radius sphere centered on that peint
st make a DC 19 Dexterity saveng throw. A creatisre takes 35

Sath moves up to his spesd ar cam-
mands & nsount he i ridng to mous up o its speed The
meserment fraen Lhis action doesn't proveke spportuny
attacks, IFhie or his mount moves within 5 feet of & creature
during this mevement, he can force the creature ta make
[ 20 Strenipth saving throw, The sreature b knocked prone
unless it succeesis on the saving thraw.

Strike (Costs 2 Actions), Soth makes one Farsaken
Brand attack.

Cast a Spell {Costs 3 Actions), Soth uses Spellcasting,
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RED RUIN

Known for her incredible awareness and reflexes,
the dragonnelflying ace Red Ruin leads the Red
Dragon Army’s airborne forces, Her actual name is
unkaown, leading her allies to refer to her merely as
“eommander” or “Red Ruin”—a sobriquet earned af-
TEF FEnE numenons taegets from the air She mrely
removes her distinctive dragonnel-shaped helmet,
leading to speculation about her actual identity. She
50 speaks Hitle, relving on shaep hand gestures o
direct dragonmel-riders in fiight,

RED Ruin

Mediarm Humanod, Lol Evd

SKELETAL KNIGHT
Skeletal knights are powerful Undead that arise
o serve cven more wicked beings—ofien death
knights, Those who become skeletal knights were
typically virtuous in life but betraved their caths
and died in disgrace, Unable to rest, they are now
unswervingly loval io the villains they serve. Should
a skeletal knight's master be destroyed, the kaight
regains its will and is free to pursue its own ends.
Skelefal knights are relentless in battle and dif-
ficult fo destray, They cling to the sins that curse
fight until their skolls are reduced to
shards. Their blades deal lingering wounds that sap
thetr vietims' life force and leave blackened sears
even after magical healing.

Armor Class 20 (plste, shield)
Hik Points 150 {2048 + 60)
Speed 10 f

sTR
19 (+4]

DEX
12 =)

CON
173

INT
13 (1)

WIS
14 (=2}

CHA
15 [+2)

Saving Throws Str 44, Dax <5
Skills Athletics <3, Parception +6
Damage Recistances fire

Senseq pagchve Percepption 16
Languages Common, Draccmic

Challenge 10 (5,900 X7 Proficiency Boris 14

Braconic Bevation, Whilo fled Ruin can see a Gragon that (51t
hastile to her, she has advantage on attack rolls;

Mounted Combat Master. When Red Huin is mounted and a
Ereatuse targets her mount with an ttack, Red Ruin ean cause
the sttack o tanget her instead

Meunted Evasian. When Red Ruin or her moant makes a Dex
berity saving throw to take kalfdamage from an effect, they take
o darmage on s success and hall damape on a Riture.

AcTions
Muitlattack. Red Ruin makes three Ember Lance atacks.

Ember Lance. ieloe Weapan Attack: +8 ta hit, reach 10 . one
target. Hit: 10 (112 + 4) piercing damage plus 7 [2d6) fire
damage. I the tanget js 0 Medhim o smallee ersature, (T must
sueceed on 3 DC 16 Strenjgth saving throw or fl| prone.
Explosive Hand Crosshou {Recharge 5-6). Red Ruln fires an ex-

i bow bolt at a pint sh withan 120 feet of
l-erul! WWhen the bolt reaches that paint, or IFE hits =n algect
airly, It detonates ina 20-faetridiug sphere, Each tresture in
that aroa murst make 8 OC 15 Desterity saving thiaw, taking 35
| U086} fire damages i 2 falled save, ar hilf &5 muck damage an
A suceasshul ane;

SKELETAL KNIGHT
Pty Lindlead, Tepicelly f.iwfiel £l

Armor Class 15 [9lone)
Wit Peints 112 (1548 + 25)

Speed 10t
STR  DEX CON INT WIS CHA
W45 0E0) 1663 13 1 1040}

Saving Throws Can 46, Wis <5

Damage Immunities poisan

‘Conditian Immunities exhawstion, polsoned

Senses darkvision 60 fL., passive Perception 12

Languages understands the languages i knew in life but can't

speak
Challerge 7 (2,900 XF) Broficlency Boaus +1

Undead Fortitude, If damage reduces the skeletal knight te0

bt paints, it musst miakis 3 Constitution saving throw with 2 OC
of 5 4 the damage taken, unless the damage is bludgeaning oe
from = critical hit: On 2 succesy, the skefetsl knight deops to 1
it peirt mstead,

Unursiral Matore: The skeletal night doesa't requare air, food,
dirink, or sleep.

AcTions

Muitimttack. The skeletal knight makes three Ensrvating Blade
of Threwing Axe attacks in any combinatson.

Enervating Blade. Meles Weopdn Atinck: +8 1o hit. reach 5 i,
e target, Hit 15 (3d6 5] necrotic demage, and if the target
i @ creatiene, |t can't regain hit poinss until the stard of the skel.
etal kriight's next turn,

Throwing Axe; Miler or Ravged Weapon Attach: 4§ ta hit, mach
54t ar range 2060 i one targst, Hir: 14 (248 + 5) slashy
Ing damagn
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WERSTEN KERN

Wersten Kern is Lord Soth's standard bearer and
champion. As with many of Soth's knights. she
died alongside her lege during the C lysm and
was etrsed with undeath. In Battle, :1h1' wiedds a
wicked pike that flies Soth's black rose standard,
and her cries can stop mighty warriors' hearts,
Wersten hly follows Soth's ¢ ds, and
she will serve him until ahe faces a second doom.

‘WERSTEN KERN

Mestwarr Uingiea, Larefil

Armioe Class 18 (plate)
Hit Points 178 (2168 + 84)
Spoad 30 {1

5TR DEX  COM INT wis  CHA
e8] 0 TR 3P M GE TR ()

Saving Throws Con +8, Wis <7

Damage Immunities poson

Candition Immunln:s exhaustion, frightened. poisoned

Senses darkvision 60 i, passive Perceglion 12
Common, Infemal, Solamnic

Challorga 14 {11,500 %P Proficlency Bomus +5

Undemd Foreitude, 1f damage reduces We fe [ it péngs;
she must make 3 Cos n saving throw with 2 DC of 5 +
the damage taken, uni s bludgeaning ar fram 3
axtical kit On a success, Wersten dreps 1o 1 hit paint nstead

Unussol Mature. Wersten doesn't require air, food
drink; or sloep

AcTions _—
Multiattack. Wersten makes three Banner Plke attacks and
uses Terrifping Litary il it's-ava
Bunrier Pike. Meles Weapon Aftaek: =10 to hit, reach 5 i ene
target, Hit: 10 {1el10 + 5] phercing damal us 13 (38} ne-
cratle damiage. Hehe target is 3 Humanedd. it must saceced on
a DC 16 Charisma sawing throw or be cursed. curse lasts

e sienilir mugie. Black, thisny

disadiantage an the eresture’s ability checks and ar
tack rofts and halvirg its speed, & cresture that succeeds an the
savirg thetw spainst the curse is immune to-t for 24 haors,
Speflcasting. Wersten casts ane af the following spells, ro
ing ne-materlal componants and wsing Chansma as the spel
casting ability (spefl save DC 16}

1jday each: dispel mogic, wall af stone

Terrifying Litamy (Recharge $-6). Werstan recites names of
souls slain by Scth and his company, channebing theit mortsl
ch creature: f

must make a 0 16 Wisdom saving threw. On 3 failed save, the
creatune takes 22 (410} piychic damage and is frightened af
Wersten for T minute. On # successful save, the cresture fakes
haifas much damage and the end ef each
of £ turns, @ frightened creatusre can repest the saving thraw,
enting the effect on Aself on 3 success.
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APPENDIX Q

SIDEKICKS

This appendix presents six skdekicks—special
NPCs who can accompany the player characters on
their . The ing sidelicks are ap-
propriate for a 1st-level adventuring party. Consider
adding one or mone s 1 round oul your
characters” group if there are fewer than four play-
ers. &s the DM, you can play sidekicks, or players
oan play them alongside their own charsciers. You
can resd more about sidekicks in Tasha's Casldron
of Everyihing,

If a sidekick accompanies the chiaracters into
later levels, the sidekick also advances in level. This
represents A cormbination of the adventures the side-
kick has shared with the group and the sidekick's
W ETRiTiTE.

Acsidekick’s leved should always equal the average
level of the adventuring party. and it should go up
whenever the proup’s average level does. Consult
thie tables in the “Sidekick Levels” section at the end
of this appendix for guidance on how to update the
sidekicks' stat blocks when they advance to levels 2
threugh 11,

ALLIES AT WAR

The NPCs here can join the characters as sidekicks,
Each has a background in the lands of Ansalon, bt
ot ewstamize these storh Suils your cam.
paign. You can also play these characters as heroes
in Dragonlance: Warriors of Krynn.

ideki

ANDIR VALMAKOS

Despite his aptitude for magic and Tis pare
being wizards themselves. Andir completed his
apprenticeship and chose not to immediately seek
ot other Mages of High Sorcery. Instead, he took o
the Hfe of an sdventuring wizand, seeking tosee the
warld and what magie exists beyond dusty tomes,
Although his travels have only just begun, Andir
knows that one day his rosd will lead him o the
Tower of High Soroery at Wayreth, where he hopes
1o bes tested and learn what his future holds.

Ay Ur

The youthful archer Ayik is the consummate sur-
vivor, As the Dragon Armies swarmed over his
homeland of Khur, he became a refugee, but not
before sulfering o leg injury beneath the hooves of

a charging warhorse, Even as he fled, he swore o
lend his bow in the fight against the Dragon Armies.
He is defiant and eocky o the point of recklessnsss,
challenging his enemies to finksh what the Dragon
Armies started back in Khur.,

g,g{f\‘ APPENDIX | SIDEXIGKS

A VaLmasas

ANDIR VALMA xos
Te-Lewrl e (Miage),
Medium Hnmnmd (Humen). Chootic Good

Armor Class 12 [ieather armor)
HiX Points 11 (208 « 3
Speed 10 /i

STR DEX CON INT WIS  CHA
WEay 12p) T2 W T 10

Saving Threws Wis +i

Shills Arcara +4. History +4, Irvestigation <4, Religicn <4
Senses passive Perceptian 10

Languages Comman, Drcon

Proficiency Bomus 42

Banus Proficiencies. Andir is proficient with ssmple weapans:
and fight armor.

g Andir's spelh abadity is i {spell
Save.DC 12, +4 10 hitwith spell attacks). He has the foSawing
wizard spells prepared:

Arwill; bght, ry of fros
Tut devel (2 shots): thundirsione

ACTIONS L

Ardmne Burst. Mk or Bongen Spell Attack: +4 b hit, reach 51,
of range 120 fi., one target, Hit: 7 {110 + 2] forew darmage,
Quarterstaff, Meiee Weapan Attack: 42 0 hit, reach § frans
target Hit: 3 {1d6) Budgeoning damage, or 4 (1d8) budgaon-
Ing darmage if used with tws hands.




Avig Ur

17 Lyl Warrior
Magiuor Hs

Hu

el

Armeor Class 15 {studded leather|
Hit Paints 11 (243 + 2
Speed 30 fi

DEX coN INT wis CHA
LT R TRt ) B N T

Saving Throws Dex o5

Skils m-..uh s +3, Nature +2, Parception +5. 5t
Suiryiy

Senses DiSS e

Languages Cormnon

Proficiency Banus +2

Attocker.
eludid bl

gains 3 +2 o

all attack rolls (in

Bonus Proficiencies. Ay
wespons, shields and 2

sAicient with simpale and martial
rmar

ACTIONS
Shortswond, Melez Wesgen
targel Hit: & {16 + 3) pie

Longhow, Fonged Weupon Atiock:
ane tatget. Hit 7 {1dE+ 3} piercing

tach; 17 to ity reach
i damige

7t hit, range 1504600 f
mage.

Armor Class 16 [half piate)
Hit Points 11 [2d8+ 2)
Speed 10 ft,

STR DEX CON INT Wis CHA
TG ) ORE) 10600 W N

Saving Throws Wis +4

Shills Athietics +4, History +2, Madicing +4, P
Damage Resistances poison

Senses darkyision 6011, passive Peresption 14
Languages Commen, Dwarvish

Praficiancy Boaus +2

coption 44

Bonus Proficiencies. Hrigg in proficient with simale 2nd martial

weapons and fig

Dwarven Resilience, Hrigg hias advan
made to avaid or end

saving throws
e poisaned condition an himsslf

spells. prepared

At will: puidance. sacred flome
st level (23

Actions

t, reack 5 i, ore targer

| SIDERICKS
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Hricc ROUNDROOK

Hrigg is & gregarious dwarf who laughs heartily and
Ieves 1o feaston e finest food-and ght the vlest
evil, He is ane of five siblings, each of whom were
chasen by Kiri-Jolith, the god of war, to rece
divine power. From their homeland of Kayolin, the
five: siblings eich set ot op their own path o bring
Kiri-folith's message directly to the Dragon Armies.
i path beought him o Kalaman, wl
happily finds himseif on the front line of an invasion

IRIAD

Iriad is 4 Kagenesti ef from the lush woodlands of
Southern Ergoth. where she luarmed 1o move un
detected across the terrain, When Silvanesti elves
began arriving at Southern Ergorh as refi
she decided to lend her skills in the fight
the Dragon Armies belore they can invacde her
homeland. She is a talented spy and scout whe isn't
afraid to hring her blades to bear if the situarion
demands it

LevNa DRAKEHORN

Though a recent inductee into the Order of the
Rose, Levns confident, experienced Solamnic
knight. She is brave, decisive, and deadly with ber
two-handed sword. After i chance encourter with
agents of the Blue Dragon Army, Leviia was beft
with & distinctive, branching scar. She claims it
eame from the breath of a blue dragen, but few of
her fellow Knights of Solamnia believe her,

Tem TEMBLE

Tem has the soul of a wanderer, though her feet
most aften take her deep into the wild and forgot-
ten places of the world. Early in her travels, she
befriended a winged lizard she named Melon, and
the two have become inseparable. She fights the
Dragen Armies’ advance. channeling the rejuvenat-
ing magie of nature through her trusty hospak 1o
bolster her allies. Tem's mannerisms ane similar to
a cat's, as she disregards personal space and forever
secks to curl upein warm spots.

APPENDIX C ! SIDEKIGKS

IriAD

Patelewel Expert; Me:

o Hirmanald (EIf, Chantic Good

Armar Class 14 (leather armar)
Hilt Polits 11 (2d8 + 2]
Speed 3511,

STR  DEX CON INT WIS  CHA
R0 EREY 2 W0y Bl 1)

Saving Thraws Dk +4
Shills Acrobatics +5, Athletics +2. lmestigation +2. Nature 42
Borcapticn +5, Stealth +5. Survival 43

Senges darioasion 60 ft,, passive Ferception 15
Languages Common, Elvish
Proficiency Bonus +2

Banus Proficiencies. |rad is proficient with simple weapoes
light arsmees, cartographer's tools, snd woodoarves's tools

Fry Aneestry. Iriad has advantage an ssving threws made ta
avoad ar end the charmed cap sl and maghc el

put hee to sleep,

AcTions
Poison Dagger, Meles ar Rargtd Weapan Attack . each
&1t or range 2060 ft, one farger, Hit S (184 + 3) plercing

damage plus ¥ (1di) paison damage.

Bonus AcTions
Helpfui, |riad takes the Help action




1i¢-Levd Whrriar (Defimdre):
Medium Humanaid (Himn

Armor Clags |18 [plato)
Hit Polnts 13 (208 + a)
Spead 30t

STR  DEX €ON INT WIS CHA
WD RN M3 R TE0) MEn

Saving Throws Con +4
Skills Athletics +4. Intimidation 44, Percepbon +2
Senses passive Perception 12

uBges Commion
Proficiency Bonus -2

Baonus Praficiencies, Levna i proficlent with sirmple and martial
witapons, sheclds. and all armar.

Pack Tactes. Lewni has advaritige on an sttack roll against a
creature if at beast ono of hes allies s withen § feet of the croa-
tureand the ally isn't incapacitated.

AcTions

Greatnword. Melee Weapar Attack: +4 to hit, reach § fr. one
target. Hit. 8 (266 + 2) slashing damage.

REACTIONS

Protection. When 3 creaty
argeted by an attack, o
attack el Fshe can ses the at
lge weapan,

wviia can see within § feet of hor
zan impsse disadvantage on the
cker and she is wielding a me-

Iat-Laver Speficaster (Healb);
Simall Hurnanaid (Kender), Cha

tis Cood

Armior Chaes 13 (ledsher armar)
Hit Polets 11 {28+ 4}
Spead 301

STR  DEX  €ON INT WIS
F-1) MG 1apn T0E0 ML

Saving Thraws Wis +4

Shills Insight +4, Medicirie +4, Perception =4, Skeight of
Hand +6, Stealth 44

Candition Immunities frightenid

Senses passive Perception 14

Langisages Comeman, Kenderspeak

Proficiency Bonus +2

Bonus Praficiencies. Tem is praficient with simple weapoas and
light armor.

Spellcasting, Tem's speiic
save DC 12, +4 to spell stacks). She ha
spells prepared

At will: drisidcrafi, povson speay

151 leved (2 Blots): healing word

& abdity is Wisdomn (spel
follewirg drusd

AcTions

Hnapuk, Miles or Rangsd Weagon
. or range 407160 fi_. ene target. Hit: 4 (1d4 + 3} piercing
damage, or 4 (1d4 + ) bludgeonng damage if Tem used the
hoapak's aling to make s ranged attack

Tawnt, Tem tauaches an infuriating barrage of imsults it 2
erenture she can see within 60 feet of ber. If the
Tam, it must succeed on a O 13 Wisdom saving
disadvantage on attack ralls until the erid of its next turn.

Bonus AcTions

Efusive. Tom takes th Biserigage of Hide &
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SiDEKICK LEVELS Level MitPaints  New Features

The tables here detail the hit points and featurcs G 38 (7dE+ 7} Potent Cantrips, Andir 2dds his
cach of the sideki in this di: Intelligenos modifior to the dam-
gain as they advance in level. These sidekicks are age he deals with any cantrip..
presented imalphabetical order. Tth A4 (8dB+8)  Spellcasting. Andir gaind one Ind-
ANDIR REYOND 15T LEVEL [vekapel et e alaaSenns e
other 2nd-evel spell: invsibility.
Level HitPaints  Mew Foatures 4tn 49 (9848} Ability Scove Improvement. findir's
Ind 16 [3d843)  Spelleasting. Andir learns another intalligence score inereases by
Tstlevel spell: lngstrider. 2, raising the madifer by 1. 30
drd 72 (ddE+ 4} Spellcasting Andir gains one Increase the faBlowing numbers
Yatdevel spell st He also leams by 1: his spelbsave DE, the boris
anather Tst-level spefl; Tewser's te it of his spell attacks, and the
Manting disk. bernuses in his Skills entry.
Ath 27 (5d&+ 5} Ability Scove Improvesment. Ancir's Sth 55 (10484 10} Praficiency Bormus, Ardic's profi-
Intelligance score increases by ciency banus incresses by 1, 5o
2, raising the modifier by 1, 50 Increase the following numbers
Increase the following numbers by 1: hls speft save OC, the bams
by 1: his spell save DC, the borus to hit of his spell attacks, and the
to kit of his spelf attacks, and the henuses in the Saving Theows and
bonuses in his ;_ldllx entry Skifts entries.
Spellcasting: Andir laarns another Spellcasting. Andir pains two Ird.
cantrip: mage hand. lzvet spell slats. He aben learns 2
Sth 33 (6d5+6)  Proficiency Bonus. Andir's profi Srd-lovs! spell: haste
ciency bonus increases by 1, 5o 10th B0 (11d8+ 11 Spellcasting, Andir learns another
Increase the fellowing numbsars earttrip minne dusicn.
by 1: s spell save DC, the bonus TWth 66 (12d8+12)  Spellcasting. Andir gains one drd.
1o hit of his spell attacks, and the tevel spell slat. He glse leafrs an-
banuses In the Saving Throws and ather Jed-level spelt: sending
Skills entries. -

Spelicasting, dndr gaing one Tst-
leve! spall slot and two Znd-leve
spelf slots. He alos learms & Ind-
level spelt: knock,

Anin Vs

Bacin's SEELLBOGH
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AviKk BEYOND 15T LEVEL

Level
nd

3rd

4th

Sth

Hit Palnts
16 (3c8.# 3}

22 [4dB + 4)

27 {36+ 5)

33 (BdB + 6]

MNew Features

Second Wind, Aylk cin use a ba
nus action an his tum to regain
hit polrts pqual to 1d10 = his
Feveld. Gnce he uses this feature,
e can't wse itagain wntil he fine
Ishes @ shart ar long rest.
Improved Critical. &yik's sttack
rofls now score 3 critical hiton a
redl of 19 e 20 on the d20.
Ability Seare Improvement. fyik's
Desterity score increases by 2,
ralsing the modifier by 1, sein-
crease the following rumbers by
1: his Armor Class, his Dextericy
saving throw bionus, his Acrobat-
ko5 ard Stealth bonuses, and the
bonuses to hitand damage of his
weipan attacks,

Proficiency Banus. Ayik's profi
ciency bonus increases by 1, so ine
crease the following numbers by 1

the banuses in the Saving Throws
and Skills entries (by 2 for Percep
tion), and the banuses to hit of his
wespor attacks. His passive Per-
ceplion score increases by 2,

&th

Mth

Bth

Sth

10th

Tith

Hit Paints
38 (7dh + 7)

44 (Bl + &)

43 (38 9}

55 {1048 4 10]

0 (11084 11)

66 (1248 - 12)

MNew Featuras

Extro Attach. Ayik can attack
twice, instead of ance, whensever
he takes the Aftack action an his
furn,

Battle Readimess. fyik has advan-
tape on indtistive rolls.

Ability Scare lmprovement. Apk's
Dieaterity scare increases by 2,
Taising the modifier by 1, 5o in:
croags the fallowing numbers by
1: his Armor Class, his Devteriby
saving throw bonus, his Acrobat-
ics and Stealth bonuses, and the
honuses to hit and damage ofhis
weippnattcks

Proficiency Bonus, Ayik's profi
ciency bomes increases by 1. so
inerease the fallowing numbers
by 1: the bonuses in the Saving
Thrgs an Skills entries {by 2 for
Perception), his passive Percep
tion, and the bonuses 1o hit of his
weapon attacks. His passive Per-
ception score increases by 2
Improved Defense. Ayik's Armor
Clacs increases by 1,
Inidarmitable, Ayikcan reroll o
saving throw that he faifs, but he
maust use the new roll, Once he
uses this festure, he can't use it
again until he finishes 8 long rest

ATPPENDIX © | SIDEKICKS 2:,215
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HRIGG BEYOND 15T LEVEL Level Hit Paints Mew Features

Level  Hit Points New Features Gth 33 (7d8+7)  Patent Cantrips. Hrigg adds his

Znd 16 (3dE+3)  Speflcasting, Hrigg learns anather Wiscom madifier to the damage
Tatlevel spell: bles. e deals with any cantrip,

Ird  22{4dB+4)  Spellcasting Hrigg gains ane Tt 44 (Bd&+ &) Spellcasting. Hrigg gains ore
Th-level spell slot, He aksy learne Ind-level spell slot. He alsa
another Tat-level spell: dedace sl learns another 2nd-level spell;
ond pood, lesser restaration

Ath 2754+ 5)  billty Score Improvement. Sth 48 (9d8 s 5)  Ability Score Improvement.
Hrigg’s Wisdom score Increases Hrigg's Wisdom scare increases
b 2, raisirig the madifier by 1, 50 by 2, raiving the modifier by 1, 50
Increase the following nurrbers by increase the following niembers by
T: Kis- spel sive DC and the bonys 1:his spell save DT and the bons
to et of his spell artacks. his Wis- 1 hit af his spall atvacks, his Wis:
dom saving throw banus, his Med- darm sauing throw banus, his Med-
Icirie and Parcestion bonuses, and taine and Perception banuses, and
his passive Perception scons, Tis passive Perception score,

ath 55 (1048 + 10} Proficiency Bonus. Hrigg's profi-
Spellcasting. Hrigp learns another denty bonus increases by 1, 40
 cantrip: spare the dying. increase the following numbers by

Sth 33 (d8+6)  Proficiency Bonus, Hrigg's profi- 1: his spell save B and the bonus
ciency banis increases by 1, sa 1o hit of his spell attacks, the be-
Inergase the follewing nurbers by nuses in the Saving Throws and
1 his speell save OC and the bonuws Skills pntries, and the bonuses to
to it of his spelf attacks, the bo. it of his wuapan attacks,
nisses in the Saving Throws and
Skills entres, and the bonuses to Speflcasting. Hrigg gains bwo 3rd.
hitofhis wespon attacks. level spell slots, He also leams 7

Ird-bevel spell: beacon of hope.
Spelicasting. Hrige gains o 1st- Tth  B0(11d+ 1Y) Speilcasting. Hrigg leamns another
4 level spell siet and twe 2nd-level aantrip: thaumatgy,
. spell skots. He also leams 4 2nd- Wth 66 (1248 + 12)  Spellcasting. Hrigg pains one
leved spetkispinenl weepan; 3rd-lewel spell slot. He alsa learns
another 2rd-level spell: spirit
HRisE's MasL guardians.
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IRIAD BEYOND 15T LEVEL

Level  Hit Points
nd 16(384+3)

Ird 22 (48 4 4

dth 27 (58 + 5}

Stho 33 {68 + B}

6th 38 (784 7)

Tth 44 (B4R 4+ 2]

Level  Hit Paints New Features
New Features Eth  49(9d&+ 9] Ability Score Improverment.
Cunnimg Action. On Inad's twrm Iriad’s Strength and Wisdam
I catribat, she can take the scores both increase by 1, raising

Dagh, Digengage. or Hide action thair modifiers by 1. so increase
a5 3 bonus action, the following numbers by 1: hes
Expertise. Iriad's proficiency Athletics; Perception, and Sur
benus is double y ability vival bonuses and har passive
check she makes that uses either Percapton score.

Ith ¢ Siryival. 9th Proficiency Bonus. Iriad's prafi-
Ability Seare Improvement. Irlad's iency banus Increases by 1, 36
Dentierity scone increases by & ke the followi

raising the modifier by 1, 50 tser stat block.
créage the fallowing nurriber:

T hex Armor Class, ber Dexterity

saving throw bonwes, her Stealth Srealth, and Surdival)

bemeds, sl the bentisas b hit and Increage her poss eiception
darmage of her weapan stiacks. score by 1) increase the bonuses
Proficiency Bomus, Irad's profi borhit of her weapon attacks by 1
clency bonies increases by 1, 50 10th 60 (1138 +11)  ABility Seore Improvement. lriad's
make the following changes in Deterity score increases by 2,
her stat block: increase the bo- raising the modifier by 1, 22 in-
mses in the Saving Throws and crease the following numbers by
Skills-entries by 1 (by 1; her Armar Class, her Ceaterity
ception, Stealth, and Survival), saying threw bonus, her Steslth
nerease her passs ception banus, and the Banuses b hit 2nd
soore by 17 increase the bonuses damage of her weagan attacks,
to'hit of her weapon

ks by 1 11th &6 (12d8 + 12} aspiring Halp, When |riad 5
Coordimmted Strike, When |riad thre H
uses her Helpful featine o aid an

|p wection, the creatune whe
nelp alse gains & 1dé

ally in attacking a creature, that e 20 roll, |f that roll
target can be up to 30 feet auay.
her, and she can deal an
extras 206 darnage to it the next
thmie she hits

frop

ack rall can add the bonus to the attack's

tefore the end of the cusront urm,
The extra darnagebs the same type
of damage dealt by the attack.

roll against ane &

1o an effect
miake 8 Dexter ity s8vin)
to take anly

stead takes no damag

cends on the sav
only half-damage if she fails:
doesn't benefit

row, and

sert this Featune
while incapa:
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LevNa BEYOND 15T LEVEL
Level Hit Points New Features
2nd 19 {3d&+6)  Second Wind, Levna can uses
Bonus #cton o fier turm o fe-

gain bt points equal to 1418 4 her
level. Once she uses this feature,
she can’tuse it agaln untl she fin-

fhes & short o long rest.
Ind 26 [4d8+8)

roll of 13 or 20 an the 420,

dth 32 [5dB < N0)  Ability Seore Improvement, Ley-
na's Strength score increases by

2, raising the madifier by 7, 50

increase har Athletics bonus by

T, and increase the banuses to
hit-anid damage of her weapon
ateacks by 1.

Sth 39 (6d%+ 12)

hit o her weapon attacks,

Improved Critical. Levna's attack
rolls now score a eritical hit ona

Proficiency Bonus. Levna's profi-

ciency bonus increases by 1, soin-
creazg the following numbers by 1:
the bonuses in the Saving Throws
and Skills entries, her passive Per-
ceptian score, and the bonuses to.

&th

Ttk

Eth

Gth

10th

1ih

Hit Paints
45 (78 + 14)

52 {Bd8 + 16)

5B {3dE + 15)

65 (10d8 + 20

7 {1d8 - 22)

78 (1248 + 24]

Mew Features

Extra Attack. Levna £an aftack
twice, instead of once, whenover
she takes the Aftack action on hie:
furn.

Bettle Readiness. Levns bas ad.
vantage an mitiative rolls.

Ability Score Improvement. Ley.
na's Strength scare Increases by
Z, raising the madifier by 1, so
increase her Athletics bonus by

1, and increase the bonises to
hit and damage of her weapon
attacks by 1.

Proficiency Bonus, Levna's prof-
ciency honus increases by 1, 5a in:
crease the fallowing numbers by &
the banuses in the Saving Thiows
and Skills entried, her pasdive Per
ception score, and the bonuses to
it af her weapan attacks
Improved Dufense, Lavna's Armon
Class fncreases by 1

Indamitable. Leyna can rerell 3
saving throw that she fadls, bist she
st use the new roll. Once she
wses this feature, she can't use |t
again unzil the finishes a long rest




Tem BEYOND 15T LEVEL

Level
nd

I

Sth

Hit Paints
16 {3d6 + 6)

22 (46 + 4)

27 {5d6+ 5

Mew Faatures
Spellcasting. Tem learns anather
Tubbeved spell. faerie fice,

Spelicasting. T s ane 15t

lowel spell shot. She also learns

another Tst-level spell: poadberry.
Ability Score Improvement,
Tem's Wisdom score increases
by 2. ratsing the modifier by 1, 50
Increase the following numbers
by 1: her spall save BC and the
bonus to hit of spell attscks; her
Wisdam saving theaw banus: her
Insight, Medicine, and Peresption
bonuses; her passive Parception
sere, and the DC of her Taunt
agtion

Spellcosting. Tem legrns anather
cantrip: mending
Proficicncy Banus. Term's profi

ipricy bo

by 12 her spell save O

it of her spell at
tacks, the bonuses in i
Skills entries, and

the banuges ta hit of hier weapon

he Saving

Threws

cks, and the OC of her Taunt

Fetion

Level Hit Points
Gth 386 +7)

Tth 44 [BdB=8)

Bth 49 [3d& = 8]

Sth 55 (10d

10th &0 (dé + 1)

th 66 (12d6+ 12)

Mew Features
Patent Cantrips, Tem adds her
Wisdam madifier 1o the damage
<ha deals with any cantrip
Spelicasting. T

lar. She alse learns

o1 gain one 2nd

leved ap

ariother 2nd-level spell; enkionee

'y Score improvement,

Tem's Wisdom score i

eases
by 2. rissing the maodifier by 1. 50
iner

ase the follewing numbers
by Ther spell save DC and the
bonus to hit of spell attacks; her
Wisdom saving thraw banus: her
Insight, Medici o Parceg
bonuses: her passive Percepticn
score; and the DC of her Taunt
actinn,

i)

Proficiency Banus. T

ciancy bo .

o5, the banuses ta

hit of her weapon att
DC of her Taunt ac
Spelteasting. Tem lsarns ana

cantnp: rEsiEance

Spellcasting. Termn gains one Ird.
level spell slot. She lso k
anather Ird-leval spall dispel

magic




AFPENDIX D

STORY CONCEPT ART

Thie comeept art in this appendix was created o
inspire writers, artists, and Dungeon Masters
exploring the world of Krynn.

THE SYMBEL 85 10 SELAMKEIE
CITY SF HALAMAN CARFURFE 115

LEBHT OF TH ACIRNT BRACONE

Muce ar Cavris Kavasan sukvivee
T8 CATAZ LIS AND WAl BEETONED Oven
GENERATIONS. 1T 15 O™ TIE CENTER OF
HALAMAN'S SO ERMMENT AND STARDS 45 &
FEAT GF ANCIENT ERNGINEIRING MNWATCHED

DA TS
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