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T he SPELLJAMMER® campaign setting, vast and
challenging in scope, continues Lo provide a wei

s Sonmection between | the ® game uni-
, Oerth, and Torl
Characters from wﬂeemep can venture to the City
of Greyhawk—and then travel on to Kendarmore.
The boundaries between game worlds are no longer

Previous “space” ccs
systoms for T of the FORGOTT
Oerth of the WORLD OF GREYHAWK® Qemr\g&
his game accessory, the last in the space trilogy,

makes the wondrous DRAGONLANCE® realm of
Krynn accessible to characters and races throughout
the cosmos.

As with many supplements for the ADSD
his accsory can g used by toel, roviding hours
of enjoyment for Dungeon Masters and players.
However, when ail three accessories as
e, they open vast new domai
your campaign. Futther, o f

s coveelod i soler
N REALMS® and

ly understand travel-

tween these worlds take only hours or days because
of spelljamming technology. The approximate time
needed to irevel Irom onc planet 1o the next s de
talled In each planer's description

n worlds, since the creatures
nm mmmn Space are often both curious end malev

mnnspac: is o soler system like the solar sys-
tems in the FORGOTTEN RFAV MS and WORLD OF
GREYHAWK—and in other fantasy and sclence fic-
{hon games. Bt the Kiyon solar system s alsa much
more. Not every planctary body in ths antasy st
ined in scientific and analytical

viithin the DRAGONLANCE setting that simply have

ation. Magic, the gods, and other

fantastic forces have shaped Krynnspace into aplace
of unrivaled beauty and incredible wonde:

Find new cultures and new creatures among the

heavens. Sec familiar races that have been impacted

ing bet
e SPELCIRMIER bered s Ot heipful
supplements include th Legend of the Speljaimer
boxed set, the War Captatn’s Companion boxed set,
o ine DRAGONL ACE Advertires hardboond
thin the pages of this supplement, the magic

and secrets of the DRAGONLANCE solar system un-
fold

Krynn is not the only planet in Krynnspace that
supports lie. Indeed, a number of worlds, and
mooos, thrive with fantastic creatures and intricate
mysteries!

Sirion, Reorx, Chislev, Zivilyn, and Krynn itself
wall to be explored by valiant adventurers with spell.
jamming ships. And there :

ler islands call to traders and rogues, the vanishing

planct of Nehzmyth holds untold wealth and haz-

ards, and even the sun itself s not devoid of ife. And
2

n't forg
mysteries unto themselves.
s your chu .m% can

from these circumstances, Discover a new dragon of
Krynn—believed to have been bitthed after the Wat
of the Lance.
There are new magical items, of course—and
many now cosrontatons het couid eopordize your
racters— whose bravery
vl the brightness o the it \hemmvesl

Investigating the correlation between Krynn, Si
sphere-portals might make a good adventure start if the PCs are
hired ta travel to Sirion to set up some magical measuring device.




(O [ the spheres touched by speljamming rav-
elers, Krynnspace is the most primitive and pris-
tine. Here he gods play more o  fok 1o Shaping the
sphere’s destiny than do men who live wit
The most beautifui planet in the sphere is Kiynn,
hich aiso boasts the lrgest populaton and seerns
he gods' plans. In fact, sages and
the sphere believe that godly actions
Tesulted I a roconthistory meteor suke that
stroyed many of the pianet's civilizations. The clerics
were deprived of their spelicasting ability for a con-
slderabie time after this strike, which confirms the
theory.
Most o the plancts are named afte the Krynnish
gods star portals form constellations which
rhmcs in Vages past determined reprosented the ma
jor deities.~
iynnapace is roughly 8,000 mi
lerger than Real
o great, sparkling disk—whether you
are looking at it from the inside or outside. The disk
is mlmveny flat, though it is a few million miles deep,
it is impenetrable. No known physical force or
magical spell has been able to pass through or sun.
der the shell. Fireballs, lightning bolts, cones of
cold, ice storms, and other damaging magicks, sim-
ply bounce off this sparkling hide;
it is fortunate for the inhabitants of Krynnspace
that the shel cannot be braken for Ifsuch a breach
were to occur, the phiogiston outside would

n miles in
its

within the shell to erupt into fiam ven
heatloving creatures from the elemental plane of
Fire would survive!

Despite the impenetrable quality of the shell, cir-
cular openings mystically appear at unexpected in
tervals, These openings, edged In silver-blue, range
from a yard to nearly a haif-mile across, and they are

both spelijamming ships with living crews and crea-
tures that soar through the phiogiston and wild-

space. Ships whose crews are deceased cannot
breach these portals,

Itis through these portals that spelljamming ships
from other spheres can reach Krynnspace. Sages
and scholars speculate that the gods created the cir
cular openings to expose the people of Krynn and
the other planets to dissimilar socleties and races.

know of instances when the por.

5—dooming the crews end

the vessels, They believe this is the gods’ way of pre

venting o greatan evilfrom reaching Kiymspace

Of course, a few ships with evikminded crews, in:

Cluding hips pileted by y neogiand mindleyers fave

passed into e sphere, allowcd by the gods a5 achal-
fengs that Kryanspace nalers o Soareom

Wizards who have studied the shell believe d:mr
ently. They state that the circular openings coinc

ectly with the orbits of the plancts Krynn and Si.
tion, The closer the two planets ae to ane another
the larger and more numerous the circular openings
in the shell. Cnnvsrselv whenthe planets are farthest
apart, the circular openings are sm:

relations, the wizards have not yet deduced what ex
actly causes the openings . . . of the closings.

As in Reaimspace, the flickering of “stars” inside
the sphere are actually small portals that open to the
quas-elemental plane of Radiance. These openings
canaot b seen inthe cutalde of the shell,or be wsed
by spelljamming vehicles to enter Krynnspace. F
ver, the stars are more han mere partals: For c\ely

sruly good soul wh dies while giving his or
for others, a siar appears. When a new sl;rlsspnltcd
in the sky, people rejoice that the forces of good are

panding.

Spelljamiming ships from inside the shell have
tried to use the star portals to pass onto the plane of
Radiance. However, when these ships touched the
light, they burst into flames, killing ol aboard.

‘As in other sphetes, ships and flying creatures
cannot enter the stars by accident. The stars have a
field about them that actually repuises objects. A
ship or creature must expend effort to steer into the
star and overcome this field.

“A sphere is merely something to contain worlds, asteroids, and
creatures. But ask yourself: What contains spheres

—Lamthatort the Seventh, half-eif scholar




Another interesting feature of the stars is that they
move. Entire consteliations have disappeared briefly
from time Lo time oniy to reappear elsewhere in the
sky. Other constellations seem Lo rearrange them.
selves in full view of the star gazers. Clerics believe
this movement represents siruggles or disagree
ments between the gods, and they fear that such
i have

on Keynn.

Clouds of Freezing Vapor

Scholars and sages who trave] between spheres have

markedly cooler than other
spheres. They hypot!
ture is responsible for a phenomenon unique to the
sphere—billowy, nearly transparent clouds known as
the Clouds of Freezing Vapor.

‘Scholars believe the clouds occur eitber when wa
ter or moisture leaves a planet’s atmosphere, ot
ehen ravelers durp water or olher liquids into wild-

2. The cold temperatures instantly freeze the
moisure, Thesages agree tis ne possible expla-
Fowerar they meo congide the clesicl mo.

Hon T the ciouds are the gods breaths. Wil
much scivity from the deltes i this sphere, Sucha

Heglihood canrot be dismi

Avpothests 1o, n fact, the truzh e

clouds arg a cremton of Krynnspace’s gods. When
deity is effecting some scheme using the humans or
demihumans of & world, he or she often places a
cloud around that world (usually Kryon) to cloak his
or her actions. Sometimes a canny god puts a cloud
atound a world e is ot manipuiaiing, 10 confuse
other dei clouds are so magical and pow-
erulln Fotire that ven deiics csing plancs oz crus
s or wizard eye spells cannot see through

them.

These Clouds of Freezing Vapor recur most fre-
quently in orbit about Krynn and around the planets
‘and bodies farthest from the Sur, such as Nehzmyth
and the Stellar Isiands. At any given point, a cioud
can be from 1 to 100 miles thick.

“It grows LlO)EI Iseea

eature of some kin

rds who have studied the clouds say the crystals
within seem to writhe, 2s if to an unheard rhythm,
and catch the ligh reflected off the sun, stars, and
the pleels: they dance with fickering uite, pole
yellow, and azure colors. Up close, these beautiful
clouds are hyproic because of the gamboling crys:

“White o the deck of @ spelljaming ship,  tray.
eler can safely pass through the clouds because of
the speed of the vessel. However, he or she must

tals for 14 tums—even if the ship has passed be-
yond the cloud
Characters who fall, drift—ot jump—into the
Tt save vs. breath weapon or be frozen
Sota, suffering 5410 points of cold damage per
round they are n the clouds. Every piece of clothing
and equipment, cven magical devices, must also
Save of frecze and shatter. Characters who reach ~
10 it points while in the clouds burst into @ myriad
of ice-like shards, combining with the dancing ice
crystals. Not even a wish can festore 2 shattered
character.

Wildspace Societies

There are enly a few societies that dwell In the wild.
space of Krynnspace, flying from world to world via
spelljamming vessei, living on ther sips, and stop-
ping only forbrief vt o pors
ostimportent of these are the lakshu: lanky,
oo who are strong, béautiful, and
Seadiy to their enemics. Nearly five dozen of them
known to traverse Krynnspace in several differ-
ent ships. They are well versed In & variety of weap-
ons, and each lakshu specializes in a particular one,
becoming exceptionally proficient in the wielding of
it. Many lakshu have become fond of the kender-
made hoopaks, which they acquired during their
travels to Krynn.

: the temperature, has

nd the deck is smoking. Dear gods, there

2 rom the journal of a eharred pelijamming capti




‘The lakshu's motivations are mysterious; they en-
gage in regular trade with the planet-bound peoples
of the sphere, and they like to hear and tell a good
tele, but theic associates on the various worlds have
1o idea what the lakshu do for days and weeks upon
end, out in the trackess depths.

L are a ey race, who act accord:
ing to thelr whims of the moment. I a particuler
pianet or moon looks interesting, off they go to sur-
ey . f o avelers ole specks of particulary good
food at some inn, Jakshu male thelr way to that inn.
If they find a derelict ship, its crew slaughtered by
p\ra!es the Jakshu grimly dedicate themselves to

they are labie 1o be cought up i whatover adventore
those lakshu are engaged.
When ok visit worlds i the system, poriculer

Ly Krynn, they are usually and a
great deal of atertion fs Tavished on thern.
ksh thelr reigar associates have been

present e Kevnmspase sphere for the past few
decades. The reigar, a legendary race of beautiful
men and women, are fewer in number than the lak-
shu, but are as powerful and influental

The reigar are studying the consteliations within

the sphere, the phenomenon of the clouds of freez-
ing vapor, and the three moons of Krynn. They are
also artists of more than mortal talent, and nearly all
of their creations are based upon happenings within
the sphere. Only a few reigar have actually visited

ynn. Disguised, they move about as humans and
demihumans. This association, however, is always
brie. s the relgar wish 10 remain undeiested and
separ

By 3 il of individusls on Krynn and Reorx
know thal the Jakshu are a race orlginating from be-

yond Keymnapoce; hese peopie kecp the lakshusse-
Cret safe, an they e
Lakshu trade with theit confidentes, mcludin
ing themm works of art created by the rtvg The
msterpieces command high prices on Rrynn and
‘adorn the homes of the most wealthy.

Neither the lakshu or the reigar intend to stay in
Keynnspace forever, but at present they have no
plans 1o leave. Their being in the sphere has bene-
fited Krynnspace residents in a variety of ways: In 2d-
dition to providing wondrous works of art, the reigar
and lakshu warn residents of Krynn and Reor partic-
ularly of threats entering the sphere.

“Surely there must be something there. From a distance | have seen
cities. Great spires stand amidst lapping flames.”

inknown wizard of the Red Robes




The Sun
Spherical fire body
H

SIZE:

ESCAPETIME: 24 tums

SATELLITES: 6 planetoids

DAY LENGT! 35.8 hours

YEAR LENGTH: ne

POPALATIO

A Creatures from the slemental

plane of Fire

DISTANCE/TIME FROM:
30 million miles
7

hours)
Reorx 50 miliion miles
(12 hours)

Krynn 100 million miles
(24 hours [1 day])

Chistev 300 million miles
doys)

Zivilyn 600 million miles
ays)

Nehzmyth 800 million miles

ays)
Stelior slands 2,000 million miles
(20 days)
Overview: As in other solar systems in the ADSD®
game, the DRAGONLANCE® reaim's Sun serves as
the primary orital atractor. i fed at the exact
of the crystal sphere, and all the planets and

The Stebat Ielands tuen about i

count for the Sun's titanic flames.
ans within the sphere offer still other
explanations—for example, the Sun s hot because it
is & gateway to a fire-illed plane, or the Sun bums
with the compassion flowing from the hearts of the
people of Krynn. The dwarves say every sphere must
have aforge, and the Sun serves that purpose her
e gnomes speculate a wayward dovke (_mah(_d in
o plenet and caused it to ignite. The ly
sccept the Sun as a great ball of flame, ot ponder.
ing its origin or pu
Ships raveling invard from Siron begin to risk
thelr crews and passengers. Although vessels them-
Seives remi sate anti they are within one ‘million
miles of the Sun, the living passengers and cr
peril much earlier. From 20 million miles o within
10 milion miles of the Sun, any travelers who lean
over the side of thelr spelljamming vessels for a clos-
er look wil find their skin a mass of painfu! biisters
end boils that can lead to permanent disfigurement
Those who go closer than 10 million mil
who lean outward are guickly baked into hmckened
husks. Further, those who are closer than
miles may find staring at the Sun for more than 20
turns causes observers to go
No spelijamming ship on record has ever gotten
closer than one million miles from the Sun and sur-
vived. Observers from the decks of spelljamming
ships_keeping a safc distar ed
foolishy-piloted ships burst
crossed over the one-mil
E ips closer,

Unceasing orbits. Sages speculate the sun itself

spins, although Loo sowly for most observers o no-
tice.

he Sun rages with immeasurable heat, such that

the flames leaping from its surface gow white-hot.

So much warmth washes in waves away from the Sun

the

plancts farthest from the sphere’s center.

Why the Sun burns Is open o conjecture. Priests
on Krynn say the gods’ power fuels the body's fiery
furnace. Scholars and some wizards theorize the beé-
ings living an the planet exude enough heat to ac-

h the better :

Through the Sun's shimmering atmosphere, wiz-
ards and priess have determined that there are in-
deed buildings. Further research with spells b
etemined "that ving. ceatares—heliane.—make
their homes in these towers

Other creatures exist on the Sun; communities of
efreet, iving far from the helians, have been spotled.
Sages say the efreet appear to be nomads, moving
about the Sun's surface and even disappearing

It may appear impossible to use the Sun as an adventure location,
but h)lepazhl( communication with a denizen

{inciuding a
the plane of (fie could all yiold interesting results.

sible mind transfer) or a trip through




entirely—perhaps returning to the elemental plane
of Fire. Fire elementals, sometimes in the company
of the efreet, have also been sighted, along with sala
manders, lavaworms, and creatures from the outer
planes able to withstand great heat.

Climate: The Sun's climate is constant—an in-
tense, unforgiving heat. [ s belicved m hurman o
demihuman is able to withstand the temperatures—
regardiess of the magical protections they have.
Rings of flre resistance, necklaces of adaptation, po-
tions of etherealness and other magical precautions
have all proved futile.

Prominent Land Features: Lzkes of flame lap at
the shores of molten rock; the towers previously
mentioned seem to ring the lakeshores like some i
ery resort. Jutting peaks of white-hot spires also rear
up, difficult for the untrained eye to differentiate

the Sur's surface.

Lifestyle: There are two societies on the Sun, both
hostile, and each is forever at war with the other.

he first is a colony of efreet, stripped of thelr abil-
ity to grant wishes and banishéd frorn the elemental

eet, numbering
mote than 50, arely say n one Slace. They have be.
come malicious vagabonds, searchmg for o gate
back to the plane of Fire. In their tim:
they have ghown b0 hate the ety bai's ptner e
gent occupants, the helians.

The efreet repeatediy mount attacks against the
helians, to eliminate thelr communities and discover

ifahe helins can reach the plane of Fire, So o, the
citcet hove dstroyed only ane small cormonity.

"The efreet are also aware that there 4 it o the
planets within the sphere. Spelljamming adventur
ers who have come t0o close have alerted the efreet
to the presence of humans and demihumans. The
efreet have tried—and continue to try when the op.
portunity presents itself—to leave the sun via speil-
jemming ships. They use their dlusion and

olymonph elfspols o reate aision of a oasis o
e Sun, populated by humans. Ships commended
Byl copine e masoronyo! curiosity—
andare destroyed by th iniense heat before hey av-
Sun's surface. The efreet continue to

hope that new ships with more powerful protective
magic will eventually withstand the temperatures
and provide a means of escape from thelr flery

/@ on the Sun simply because they

at the edges of the flaming lakes,
and they have bent the Sur's lavaworms to theit
wills, standing upor the worms’ tbular bodies and
riding them across the surface. In fact, a helian
breeds and trains his lavaworms much 25 a Krynn
farmer handles cattle.

e he re numerous than the efreet
and refuse to leave the Sun to avold the efreet’s
‘wrath, as most of the helians on the Sun were driven
from the elemental plan of Fire

worms, and the strengih of helr bumng towers 16
keep the efreet ot bay

ns are scatteced over the flam-
es ranging from z few dozen to

community has an individual leader of maximum Hit
Dice and an Armor Class improved due to magic.

ities of evil, that's what Sirion holds. Be careful that you don't
come a permanent resident.”

—Mortlock the Fortunate




DAY LENGT 22 hours

YEAR LENGTH: 145 days

POPULATIO!

ANALYSI Creatures from the efemental

plane of Fire, plasmen.
DISTANCE/TIME FROM:
e Sun 30 million miles

(7 hours)

Reorx

20-80 million miles
(5-16 hours)

Krynn 70-130 million miles
(18 hours to 1.3 days)

Chistev 270-330 million miles
(2.7 t0 3.3 days)

Zivilyn 570-630 million miles
(5.7 t0 6.3 days)

Hehzmyth 70-930 million miles
(8.7109.3 days)

Stellor Islands 1,970-2,030 million miles
(19.7 t0 20 days)

Qver 1, the planct nearest the Sun, Is con-

view: Srior,

sidered an Inert fire body. The pianet has no moons
and has a relatively small population. Stil, It boasts
one port, open to all those brave enough to deal with
the planet’s residents.

The god Sirion Is said to live at the center of the
planet, and worshipers therefore speak the planet’s
and the god's name with fear and reverence. How
ever, the god apparently has never set foot on the

1d; only his avatar has traipsed upon the blazing
lobe. Sirior’s avatar has aiternately taken the form
of an efreeti and an azar when staying on the planet.
The avatar stops 2nd eliminates key efrect or azar if
their plans go against the god's interest or wishes.

The god has used the planet to spy upon activities
within the sphere, and especially to watcl Krynn.
The planet itself acts as a giant, improved wizard eye

Clearly, experimentation on Sirion
investigation of the Sun. A most il

powerful enough to protect from the Sun’s heat is an efreei

spell, snd through it Sirion can see outward, monl-
toring the actions of others, including his wor-
shipers.

Climate: Like the Sun, the planet Sition is consid-
ered 2 fiery world. However, its temperatures are
not as intense as the Sun's, nor does the heat pre:
vent spelljamming ships from landing anywhere on
the world where there is solid ground. Except for
banks of steaming vapors at the poles, the world is
cloudless, and rain has never been documented.
Sirion's core is believed to be @ ball of flame,
which contributes to the planet’s heat, and the earth
around the core is suspected to be molten. However,

the surface of the world Is far enough from the furna
c se

the globe, crashing into each other and sinking in
the molten ocean—only to reforr later as the basalt
again cools.

“There is little life on these islands, although acca-
sionally azar and efreet take up temporary resi-

fences on choice sections of basalt. Some of the
island occupants have turned their temporaty homes
into status symbols: those residents who have the
largest—and longest lasting—islands, consider
themselves superior Lo the other island dweliers.

The temperatures are the greatcst across the plan-
et's midpoint. The band where istands exist lies be-
tween 60 degrees North and 60 degrees South
Jatitude. Human and demihuman passengers stop
ping in this reglon must have some type of magical

on the globe. Human and
survive the heat at the poles for 1d8 hours; after that,
they need magical aid to avoid heat exhaustion and
dehydration. Those adventurers who insist on wear-
ing metal armor quickly find their protection too hot
to handle.

nust be a stepping stone to any
ely method for obtaining magic
wish.




From a distance, it appears the poles are forever
draped in a thick, ghostly haze, These banks of vap
extend to between 20 and 80 feet above the ground,
making it vitually impossibie for any sunlight to
reach the land below. In the evening, the vapor ap-
pears to thin, and pinpoints of starlight pierce the
gloom.

Prominent Land Features: There are only two per-
manert sections of ground on Sirion: the north and
south poles. The southern continent s roughly 2000

Representatives of the azar and cfreet socictles
maintain the spelijamming port, While such an oper.
ation seems against the natures of these beings, the
port has worked o their advantage and has also ben

pole. Groups of island dwellers migrate to the poles
in seasons when the , molten seas play hevoc with
their I

miles in diameter, and the norther one s about
7350 mifes 1y dlammeter Snges speculatethat ot ane
time the continents were larger, but over the year
the boiling sea has worn away some of the land. Oc.
casionally these continents expand when floating is-
londs thot rash Ioto them join with the main land
mass for e while. However, these a s get
wrenched sway a3 other fslands ombard the comn
nents’ shor

“The southern continent features a mountain tange
dotted with moré than  dazen active volcanoes.
The

The efrcet who e am Siion e ot bound to the
globe s are thir punished brehten on the Sun
They are free to roam where 5, and they do
50, although they primaril testrict their avels 0S5
tion and the elemental piane of Fir e the
warmth and flames are accommedating. Also ke
thei brethren, these efreet retain their wish abilities.
T

the Sun. The Sirion efreet know full well their breth-
ren are condemned for actions committed on the el
emental plane of Fite, and they leave the prisoners
1o thelr punishmer

sp:lliamming ships from landing near the moun
tains.
The northem continent is more stable, with only
one ncli\'e volcano, and that one which has not erupt.
e than o decads. 5 o this land mass tht
e bulk of eager population resides and
Where the port was constscted.

Lifestyle: There are two established communities

other. However, they tolerate and re.
spect each other, and they avoid any physical con.
flic: that could be mutually self-destructive.

The efreet seem to bask in Sirion’s environment.
Sages guess this is because efreet are said to be
made of basal, flames, and bronze, and there is
plenty of basalt and fire over the entire planet. In ad.

s e freet abillty o astume gascousform at
lows them Lo move in e stearm gonerated by e
planet

Wizards of Krymn who have spied upon the efreet
of Sirion know the other planets In the sphere have
for more o fear ftom hese effee than the ones who
reside on the izards continue to monitor
Iie on Sirion, careful not 10 catch the notice o e
cftect there, The wizards speculate that the efreet
have left other planets alon
well suited to their fiery natures—they apparently
have no desre to leave. Further, the wizards believe
the s are not great enough to aliow
them to cm\quer Krynn or the other planets

The plasmen who exist on Sirion do so unbe.
Knowns to most of the avar and frees. Contrucrsof
deranged wizards and creatures conjured concur-
rently from the elemental planes of Fire and Earth,
ihese plesmen found thei way (o Sirion-—and th
have discovered immortality because o Piancts
climat

"The plasmen of Siron lve I the boiling seas and
in the mountains on the southern pole, near the ac
tive volcanos, where they delight In the bubbling

Midok may fear Kiyree’s plans enough to'intervene to save an
endangered adventuring group, but only if. that group has spoken

with him earlier, learned of his indecisi

and piayed upon it.




Java. Their homes camouflage them well, as the exte:

Tior of a plasman's body looks like white hol coais or

mass of molten materia.
chaotic as their brethren who

paths—including lesser creatures from the eiemen.
tal plane of Fire. Plasmen have lcarned from expers
ence to avoid both efreet and azar. Howe:
to the world may face the plasmen’s full fury. Spell-
Jamming travelers landing o the islands or the

spites and eloborate buildings stand. These struc-
tures, fashioned from the wishes of efreet, withstand
the planet's soaring temperatures and are largely un
occupied, apparently designed to impress lraveler
When ships fand, they are greeled by an efreet!
and an azar. Crews protected from the heat are wel-
come to roam anywhere on the slab and in the onc
crystal building designated for visitors. All business
transactions are cor the building, and not

RN
oroffending the azar nd cireet port mosters 1. cap-

ly if the

e (ew visitors who decided to

v e humans and demihumans. Plasmen
Dlarme ail htmans and demihamans for theic ormer
servitude, and they fight to the death to eradicate
those hated beings.

The plasmen of Si ave also been known to
take to the skies, their bodies resembling gouts of
lava or streaking balls of flame. Airbome, they at-
ack hurnans and demihurmans standing on the deck
of nearby spelljamming vehicles.

Ports of Call: There fs only one port.on Sition, and
it is situated between the communities of azar and
efreet on the northem pole. The port is impressive,
Jarge, and has few visitars. The majority of those who
Jand and do business with Sirion’s residents are of
neutral or evil alignments—most good folk fear
dealing with the pianet's malicious inhabitants

The port cannot be seen during the northern pole’s
dayiime, es light reflecting off the benks of seam
makes it impossible t nd below, However,
at night the glow of mwmrugﬁ»cm peckthrough
bresks in the steam banks, acting as a beacon
Srearmming ships. Furthe, capteins who Fove v
ited the world previously usually take magical mea-
sures 1o look past the steam and find the port.
Because of the banks of steam, descent time to the
port is 15 turns.

“The port, fashioned magically by the efreet, is in-
deed a wonder to behold. Spelljamming vehicles
Jand upon an framense flat, ebony platforr that

Beyond the platf
to be made out of various-colored g

explore the other buildings did ot retum to their
spelljamming ships.

Resources/Trade: Both efreet and azar care only

anylhm] as they can usually ranutaciure whos they
by graniing each ot wishes. St they seem
s from trav-

and acquiring magic in the
Eovored Hemg oftiade arc objecto with contrial lght
on them, as the efreet and azar place these objects
::\mut the port to aid visitors searching for the land-
" return, spelljamming visitors can acquire from
cither race sculptures fashioned from basalt, which

have been kriown to command bigh prices on Torl.
The azar also provide various compounds useful in
the monufactare of toagicl e ot protect their
heal. Some efreet have been

Carries a igh price that most spelljammers are fe
luctant to pay.

The efreet and azar have from time to time a!
lowed spelfjamming ships rur: by dwarves o mine
the basalt islands for ore. These dwarves, shiclded
rom the heat by rings and potions, usually trade for
the mining privileges with mounds of g
Merchanls claim the dwarves e mining it for

only that precious metel would coax them o pay so
ety for mining fights.

“The warmth of Sirion is not a friendly warmth. Beware what the
fires of the planet hide:

— Lamthatort the Seventh, half-eif scholar




tmportant NPCs

Name: Kiyree
Occupation: Port Mast
acel Eftoet AL N (Lawful EvI tendencies) AC =21
MV 9, F 24; HD 10; hp 73; THACO HJATl D 3d8;
SA Spells; SD Spells; MR Nil; SZ (12" tall)

Kiyree is perhaps the most powerful efreati on Si
rion,Onco per day, Kiyree can grant up to three wish.

acquired seversl magical Rems since ha began over

ms—bracers of defence AC
brsoen ol shielding and s gem o flauslessness—have
withstood the

Kiyree is 2 e post master, distrusting most
humans, but willing to deal with them if he can get
something he ot Sirion's cfrect or azar desire. He
hopes to acquire several rings of spel storing to far.
ther his own goals,

Minerals we min

The efreet! considers ail humans and demihumans
e inferior creatures and enemies. Still, he believes
those who can benefit him or his brothers should be
ieft alive. In addition, he fears that killing too man;

human and demihuman travelers could bring undue
attention to Sirion and cause the humans and demi-

humans to mount an actior: against the planet’s fiery
inhabitants. Kiyree's distrust of humans comes from
the efreet’s general views of other creatures s
X [ a

captured by a wizard of Krynn. He was made to serve
the wizard for 1,001 days, performing mental tasks
and granting wishes 1o better his master. The tasks
were far beneath him, he believed, and he hated hav.
ing no free will. When his service was completed,
Kiyree tortured and killed his master and rcturned to
the elemental plane of Fire, where he resided for
many years before joining some of his brothers on
Sition.

Kiyree is fascinated by spelliamming ships and
garners a little information about them each time a
new ship lends at the port—indeed, to him, informa.
tion is the most valuable commodity. He eventually
plan.s to acquire a iarge ship, cither taking one from

istor or constructing one via efreet wishes
o Tinding a ravere 1o operate the speljamming
helm for him. He Is also quick to gather information
about activities on other planetsitnin his sphere
and others. Kyree harbors in the

has cioigh force 1o mete out destruction, as he doos
sire to be captured again and face another per.
i0d of enslavement. This fear of capture nags at him,
giving him a tinge of paranola and causing him to
carefully watch all the other efreet, and especially
the azar, around him. He is aware of another race of
creatures, the plasmen, although he does not know
much about them, and he is thankfal they stay away
from the northern pole. He
to the world—or are fiving
his uncertainty he has decid
He has not spoken to his efrect associates about the
creatures.

the fruit of Reorx we harvest. Plentiful be our

biessings on this world.”

—Ironhead Graybeard, dwarf leader




Narme: Midok
n: Port Ald

Occupa
Race: Efreet

ALN (Evil tendencies; AC 2; MV 9, FI 24; HD 10; hp
51; THACO 11; #AT 1; D 3d8; SA Spells; SD Spells;
MR NIk SZ (11 tall)

careful watch on Kiyree, as Midok fears the vengeful
efreet could spell doom for ail of Sirion if be makes
n i

sute he is nearby when any spelljamming ship lands.
He wants to be certain Kiyree doesn't dispose of the
travelers needlessly, thereby starting a confict.
mows of Kiyree's plans to acquire a large
spelljamming ship, and he has been hoping no such
vessel lands on Sirion. Midok enjoys aperations on
Sicion just they way they are and does not want Kly-
ree’s far-fetched visions to ruin his own plans.
Eventually, Midok hopes to grow in power and
take over the port master duties from Kiyree. To this
end he has been treating the other cfreet—and the
azar—with respect, hoping to gain the support of
both societies when the time comes to make his
move. He also has been sowing seeds of doubt in the
minds of other efreet about Kiyree's state of mind.
He has been careful to keep his activilics beneath
Kiyree's notice, knowing that If the older efreet
learns of his subtle treachery he will not be long to

“Something lurks deeper than our mines. Creatures crawl beneath
our feet, their purposes black and their hearts even blacker.

—Grimlether the gnome, mine foreman




Reorx
Spherical earth body
D

3
1 moon
21 hours
259 days
ANALYSIS: Dwarves, gnomes, humans,
windtiayers
DISTANCE(TIME FROM:
The Sun 50 million miles
(2 hours)
Sition 20-80 million miles

5-16 hours)
50-150 million miles

(12 hours to 1.5 days)
250-350 million miles

@ days)

Zivityn 550650 million miles
(5.5106.5 days)

Nehzmyth 850-950 millon miles
8.5 days)

Stellar Islands
(19.5 to 20 days)

1,950-2050 mition nier

Overview: Reorx, the second planet from the Sun, is
consldered an earth bady. The plant has one moon,

Tacgely unexplored and visustly uninhaslt.
ed by humans or demihumans. Although the moon
can casily support life, no races have tried to m.

ome there unii the past few months. Recenly s col.
ony of dwarven miners took passage there on a spell-
jemming ship, hoping to starl a new mining
operation.

Reonx's regular visiors conss of darves, non-
Krynn gnomes, Krynn gnornes, humans, mindflay-
ers, and & smaitering of dragens, In orteutar red
ones,

Worshippers of the god Reors believe the god
dwells deep beneath the planet's mountains,
arcat all it walls and phlars f gold- s plati
num, and mithril. Here the god s sald to feast with

the spirits of long-dead dwarven kings. at banquets
with mounds of roast deer and barrels upon barrels
o le. The celebrations ae belleved to st doys and
are forbidden to all those who are yet

The great hall does indeed exit, athough the god
himself has never becr: to the hall or the pianet. The
hall was fashioned by an avatar of Reorx. The avatar,
who frequents the world in the form of a dwar, often
toils

watar s visiting the planet. On
thess occasions the gréat hal s avays ful, Some of
the living dwarves toiling ines far abov
claim to Rave heard the sounds of clanking tankards
The avatar, when he consorts with those dwarves
d gnomes on the surace, keeps alive the tales of
the great hall—and of the notion that living dwarves
are prohibited from stey side, although this is
not true. The stories are meant to Keep the dwarves
and gnomes safe, urging them to stay away from the
depths of the planet, where the mindfiayers dwell.
Like Sirion, Reorx uses the planet Reorx. Func.
tioning as a crystal ball, the planet allows the god to
look outward over the sphere, enabling him to easily
moriorthe activities on various *vorlds. Reork uses
the planet in this manner about ear, usually
durlng some religioss fesivl i s homes held on
Reorx or Krynn. During this time, the deity observes
bis worshippers and chooses one to bies for the
coming
"The planet Reocx has four spellfarming ports and
welcomes all incoming shi

Climate: Reorx presents a great contrast to Sirion.
Near the equator of the planet, wemperatures are
‘warm and the climate is tropicai throughout the year.
Rains are frequent and there is no chance of snow.

‘sons are reaized. In these latitudes the summers are

It might seem that there Is little reason to travel the surface of
Reorx; see The Gatherers description for ideas. Also, don't ignore

the possibility

of a rescue or chase.
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during the chilly seasor
flakes accumulate or pe
However, the nearer to the planet's poles one trav-
els, the colder the cilmate becomes. The summers
loom shorter, the winters loom longer, and the
snow accumulates several inches at a time and stays
for weeks. The poles are covered in icecaps, and the
harsh winds thet whip across them make them deso-
late and forbidding.

Prominent Land Features: Reorx is almost com.
pletely covered with sheer mountains and deep
chasms. Along the midsection: of the planet, where
the tropical climes dominate, the mountains are cov-
ered with lush vegetation, Including tall paim and
date trees. Although rains are frequent here, the only
bodies of water are streams and shailow, narrow riv-
ess that run down the mountains and into the chasms
below. Heat evaporates much of the surface water.
The tallest mountain on Reorx is found in the trop-
ical region. The top is always cloaked in clouds, and
the vegetation is so thick—and much of it covered
with thorns—that traversing the mountain is perl-
ous and raely congidered
the equatorial regions, Just into the southem
hemisphers, the tops of the Mourtains appear fist,
as if they were sawed off with a giant axe. These level
mesas, barren and dotted with smal) boulders, arc
the planet’s only deserts 3 sharp clvergence from
the tropical lands so
nthe temperate s of Reors, the mountaing

wind whips through them, creating a soft glow and
whistling, chiming noise. The view is primarily en-
joyed by spelljamming travelers who hover in their
ships near the poles, safe from the frigid gusts and
the icy temperatures

Other land features are found below ground:
There are sharply graded, labyrinthine tunnels that
fill the mountains and mesas i the tropical and tem-
perate arcas. Like an ant bill, the passages wind
about and connect,serving as both a work place and
aBomelo e duarves and gpomes who mine the
gions, Nearly all ety of
ores, including iron, coppes, silver, and gold.

Lifestyles There are several groups of peple on
jarves, gnomes, mindflayers, and hum:

« plant, and those who vist

erzlly encouraged to

There e
via spelljamming ships
their stay a short one.
"There are dozens upon dozens of dwarven com:
‘munities scattered throughout Reorx, with one king
to oversee them ail. Nearly all of these boroughs ase

feel more comfortable. Each community of 50 to
300 dwarves, operates 2dd mines, the exact number
depending on the numt
Every such community has a leader, and
ers within roughly 300 squore miles meet once a
year to discuss e mining operations,th thre of
the mindflayers, and to fea

The dwarees a8 proteciveof helr mines, but they

ier to nevigate. as trails have been carved into them
over the past decades. Clinging to the lower reaches
of the mountain ranges here are vast forests of pine
and birch, Most animel life in this region stays in the
forests, where it finds cover from both predators and
the weather.

The poles are mountainous, also, although it is
ice, not rack, that is responsible for the surface for-
mations. The ice fragments stand like s
pointing to the heavens. They are a breathtaking
sight, as the sun tises or sets behind them and the

scoept the presence of nearby ining gromes. How.

that the

Gnomlsh mines do not cross into established dwar.

ven territories (see the map, Colonies on Equatofial
Reorx, for a typical cross-section).

Recently, about 20 dwarves left the comfort of

their mountain to trave on & speljamming ship to

moon, Ora of The Hammer. There, away

from the threat of dragons, mindflayers, and the pes

gnomes, the dwarves set about explor-

ing the moon for ore. They wanted to claim the

entire moon, even though they knew they did not

have the numbers to police it. However, things did

Any truly devaut human clerl. Upan hearing of the exlstence of
mans on Reors, should hardly be able to

mounting a missionary e:




ot wor out 2 pl
The dwarves were never able to begin mining, in-
stead setting i for 2 defensile cove. The unfortunate
the planet bel
unaware that wlldspace onsters, meluding atgoe,
delnoric plasmoids, q'nidar, and salt and swamp wig-
gles, already occupied the moon. Hiding, the
dwarves hope for another spelljamming ship to land
and rescue them from their siege.

Reorx, the non-Krynn gnomes operate fewer
mines than the dwarves, but they are efficiently run,
end the opetations are copied fom the nearby

5. While the gromes accept the presence of
e o, and i th- o arby communites o
ten celebrate together, the gnomes do not brook in-
terference
everalert to make sure the dwarvish mines do not
cross into established gnomish teritories (see the
map, Colonles on Equatorial Reorx, for a typical
cross-section).
Thess gnomes are Industrious, singla-minded in

the mountains, and close-knit

to the spelljomming ports and sold. The gnomish
communities range In population from 200 to 300,

There are also colonies of Krynnish gnomes on
Reorx. These colonies, which range in population
from 50 to 400, are located in the temperate and
tropicallands along the bases of mountain. These
gnomes have elected not to by
Reath tne carth, rel(shlng the mild, plensnnl cnmme
Rather than mine, they have become farmer
Cratars, using the Jand and he prants 16 eatablish
solid liviags.

The Krynn gnomes trade food, hand-crafted furni
ture, household tools, and clothes regularly with
their non-Krynn brothers and with the dwarves.
Some of the ore they receive in exchange is fash-
foned into weapons and edged farming tools. How:
ever, the bulk of the ore is made into assorted

jadgets (that tend to annoy and frustrate the
dwarves and non-Krynn gnomes). The gnomes’ bet-
ter received inventions include mechanical ore
washers, beard detanglers, and bug swatters. The
more Initating devices presented 1o the miners ore
quickly made Inoper:

Although the Ryanieh gromes have bee encour

iged to iive many miles from the entrance Lo any
Taining dwervish and gnomish communities, the
Krynn gnomes move in with the underground dwar-
ven and gnome communities on occasions when
mindflayers have threatened theic sbove-ground
homes. The Krynn gnome communities recognize
o overal e aithowah s borough hoe 4e owe

ren of government.

Many of the Krynn gnomes consider I their mis:
sion to enlighten those mining gnomes on the planet
about the delights of gardening, traveling on speil-
jamming ships, and inventin;

inister of the Reorx communities are

i ese fearsome creatures, who

ound themselves on Reorx via spelljamming ships,

have established homes deep beneath the surface of

the planet—and far below the mining operations of

the dwarves and gnomes (see the map, Colonies on
Equatorial Reors for  typice cross section

Mindflayers operate slaving ope n their
tunneled 3bodss, bending captured. humans,
dwarves, and gnomes o their wills. For this reason,
dwarves often hunt mindflayers. Although a few dec-
ades ago there were about a dozen mindflayers on
Reorx, now they number more than 400, as spelljam-
ming vessels have dropped off others fo aid n the
siaving affai

The bulk of these slaves are humans, wh

3
a

on breeding their hurnzn slaves, selling the offspring
off planet, transported by other mindflayers in spell
jamming ships.

‘The humans on Reorx are numerous and less orga-
nized than their counterparts on other worlds in the
spbere. Scaered throughous the globe-—even near
the poles—these men and women are virtually bar-

The halis. 've seen the halls. Filled with gold.

Filled with gems. Filled with

food and ale and hearty

dwarven laughter. Death isn't so bad.

—Bouldercrusher

a awarf mi

er who died and was revived




barians, living in smali communities of less than 50,
ruled by the strongest. More of tribe
each group of humans migrates to find
mans do not deal with cither dwarves and gnomes,
fearing them because of their unusual physique
Gnomes and dwarves have not gone out of their way
1o assocate with the lcal bumans, <ither, vhom
smvage compared to the speljamming
humnns lhev trade wit
& humans ere easy prey for the mindfley.
ers o ok below e surface and stike communt
ties at night. Although humans begin rining boys

Ports of Call: There are several ports on Reor in
the tropical and temperate areas.

however, sprawl on the desert-like me:
naturally flat land makes for ideal fanding bases

though cach port is protected by a combined force o
atleast a dozen dwarven and non-Krynn gnomes, the
mesa ports have twice as many protectors, and those
in the force are the communities' best fighters. This
s because blue dragons have been spotted near the
mesas, and neither dwarves nor gnomes pell-
jamming traveles o become prey for the grest Iz

"The dwarven and gnomish portsareopen o nearly
all rases, save minilayers ond neogl. Dueoves and
gnomes are greeted heartily, humunstrdg ffare oc.

orx has cepted,

cant poputation—dragons. There are green dragons oty tolerated by the dwarves, The situation is not
in the forests in the temperate rese black dragons  cornfortable one for most eives Ships crswed by
in the wet, lands, a few b i d neogi lan

on desertitke mesas, and white dragons at the poles,
There are good dragons here as well, a smattering of
copper, bronze, arid brass, and these keep the activ
tiesof most o the cvil dragons i chec. Fortunately
for the dwarven, human inhabitants of

Reors, here aré fow anough of th

where they meet with Rcorxs mmdflayers privied
their business,and quickl les

ere ﬂ&mgl\ed Ly dwarven engineecs
and e by handplekea dwaroen and gmormes
Krymn gnomes were it llowed to pertcipete i the

dragons that they do not pose a serious threat. s
Fortunately, there is a red drag-

s whe, lve.Tigh i the Thoantains Sroughout
Reorx. The largest of these, believed 16 be a great

" Although the dragons tend to keep to themselves
and usually dine on mountain-dwelling beasts rather
than the dwml gnome. 2nd human populations, red
dragons e
ons bound for sps” Jammmq ports, taking the silver
and gold, but lea & tron and copper behind.
A fow o1 he non ey

cause the gnomes Pl
ports prefer to ‘live underground and because it
fessens the chance of being eaten by dragons.

Each port is operated by an equal number of
gnomes and dwarves. Neither race wanted the other
to have a port exclusively for their own. The gnomes
feared the dwarves would caplure the best deals
from incoming spelljamming ships, leaving nothing
for them. And the dwarves feared the gnomes would
coerce travelers to the gnomish ports, leaving the
dwarven ports unused and the dwarves w

begun icaving offerings for their resident dragons—
silver and gold ore collected and refined—in the
hopes the dragons will leave the people alone.

ported Therefare, each port
by a port master, which is usually a dwari—the

dwarves argue that, since they designed the ports,
they should have the lead position at each one—and
the port master has three assistants: two non-Krynn
gnomes and a dwarf. There are aiso eight iaborers

Keep in mind that, despite the reference to “Krynn gnomes,” the
population of Reorx is indigenous to the planet, not a colony from

Krynn. The “Krynn gnomes" are simply of the sam
those found on Krynin.

racial type as
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who load and unioad ships and a guerd force. When
there are no ships in port, both gnomes and dwarves
work to improve the facilities.

Visitors to ports are usually
gnomes and stoiealy by e dwarees

nywhere on the planet and are of-
foved guided tours of the mines, but they are
cautioned about dragons and told not to venture t0o
far beneath the earth because of the planet’s “mali-
cious deep-dwellers.” Dwarves and gnomes rarely
tell visitors about th
fearing t might keep the vistos from retuning to

x. All visitors are treated to a mug of fine d

Ve ic and ave aowed (and encouraged) to pur-
chase additional mugs at the port’s tavern. Each port
has. evern, and i = ahuays busy whether there s 2
speljamming ship in port of not.

‘There are two ports of Krynn gnome design. These
sppetas a garsh callecion of d'surduly buildings,
doodads, discarded inventi eye-popping
Gocorated trees. Usualy only the bravest or most
foolit speljarmming crews land. loweves, there are
ke giff who are fascinated by the

reated warmly by the

e Krynn gnomes are elways exclied to see vi
tors and offer them various inventions at discount
sates. In addition, the gnomes are quick Lo offer ad-
justments and refinements to any spelljammi

he first price quoted for goods. They haggle
Cavetulty and persisionly. However, they are. ca
tious not to anger merchants, as they want continued
business. Gnomes trust the dwarves to make the best
deals for imported goods.

There are a few items, nevertheless, for which the
dwarves and gnomes pay top gold picce: pations of
biue, green, red, and black dragon control and swords

of dragon slaing. Since the dwarves realize there isa

chance the potions would have no effect if imbibed

by dwarves, they are quick to assign any garnered
tions t h ds—vih ¥

quaff one at the first sign of a dragon of the corres
ponding colar.
h dwarves and sor-Krynn gromes sel unproc:
ine

quality and command hi
metimes Lraded for goods the
gnomes and dwarves desire, their weapons are al
ways sold for gold pieces.

Several spelijamming crews are frequent visitors
to Reorx, stopping at specified times of the year to
pick up ore. These crews are treated to superior ac

provid-
ed with free mugs of ale and the best dinners the
dwarves and gromes can create.

The Kryn ds for sale, too—a va-

ships in port—usually at no charge

Resources/Trade: The dwarves and non-Keynn
gnomes of Reans import mosty plin and proctica
things—strong furniture, varieties of grain not
rown by the Keyni gnomes, pack animals used for
hauling ore in ines, exotic aicohols (in large
quantities), tobacco, thick rugs, candy, and books on
ining techniques. The dwarven and gnomish wom-
en, however, are quick to add bolts of cioth, beads,
and other personal jtems to that list. The Krynn
gnomes, an the other hand, purchase nearly

itis colorful,
s the pmemm\ 16 be used in some wondrous
Stange inwentio
Brarves are hacd bargalners, arely agreeing to

iety of vegetablés of faet shapesand <alors,gar-
ish but stylish clothes, and a ptethora of gimeracks,
gewgaws, odd devices, and ortad nvemtions

Important NPCs

uful Ironhand
ing of the Reorx dwarves
STR:
INT
DEX:
CHA:
WIS:
CON:

“The world Reorx is our god's anvil.

—Steelfoot Graybeard, legendary dwarf leader




Reuful lonhand s considred the most infiuential
person on Reorx. The oldest dwarf on the planet, his
beard s aswhiteas clouds and his cyesarc s gray as
stone. Although !

bers the decades he spent happily toiling in Reorx's
mines. He would be there still if his father had not
passed vy e fervntly hopes o rtur o mining

Ry on Hi, an b axe i swinge s e vt
and whth less power, his mind is sharper than any
imining pick. All the dwarves, gnomes, and Koy
gnomes respect him and
cutlvas ;trumentzll it bmldmgck portson
, always looking to the future, real
|xed hat great goud ould come rom troding with
e cultures. His people were skeptical at first, but
ollowed hs bidding. They have not quesiioned one
of his decisions since.
Reufulaso strongly belleved that assoclatng with
other cultures would m: e more
e e, he spends long houts over flagons of | fine
ale with visiting captains, quizzing them about the
worlds beyond Reorx, the diversity of beings, and
what lics beyond the sphere. Reuful has become the
‘most tolerant of his brothers, even welcoming eives
(much to the puzzlement of other dwarves). He has
also become generous in his old age.

Name: Maddeer Silvrcye
ing of the non-Keyno gnomes

Naddeer is considered middle-aged for a grorne,
although he looks much older than his years—the
weight of his responsibility and kingship are taking
their toll.

Heisa gentlsoul respected by his people and ac-

a possibility. So
T Comtants Mmsel with frequent forays Into the

e mines-— -inspections: he cals thern. “Reflec.
tions." is what they actually are.

Naddeer is aware the gnomes and dwarves are not
yet ready to venture into  joint mining cperation,
cach fearing that the other race will take an unfair
advantage. Yet, he hopes to convince Reuful to try
such a venture one day. He believes it would
strengthen the bond between Reorx's two races {and
he tries not to think of the Krynn gnomes).

jaddeer, too, likes to welcome spelljamming
ships on occasion, especiatly if there is a non-Krynn
gnome aboard. If this is the case, the visitor is treat-
ed royally, regaled with stories of Reorx's mines, and
intesrogated about gnomish life beyond the planct.

MName: Jaget Nimbletoes
Occupation: Leader of the Kiynn gnomes
1

3 2
INT 15
DEX: 18
CHA: 16
WIS 13
coN: 18

Jagetis the youngest of Reorx'sulers. Not yet 50,
hehos yet to develop facial wrinkles. He belleves this
youthful appesrance is what keeps Reuful and Nad-
‘deer from taking him seriously.

Jaget relishes being the ruler of the Krynn

osiy by meddling in sundry invertlons end affairs.

he has quietly patterned his leadership style after
Reuful's.
Naddeer is a miner at heart, and he

with creating the finest v on Koo Jaget
fact won the title of ruler of the Kryon gnomes, in a
grand contest to determine the best inventor nearly

2 decade ago. Jaget's hsrrv pickerbirgcalerjuice

To step upon Krynn is to step i
go elsewhere—at least for quite

tet me show you somet
Red Guicloot, famed kender guide

ook flrst place.

into para
some time. Here, step this way and
ly wondroi




He has not been able to create 2 more ostentatious or

Speljamrming visitors are aimost alvays greeted
personally by Jaget as there are never that many visi-
tors to the Kiynn gnomes’ ports.

Name: Rockbottom Jones
Occupation: Port Master
b ~

STR:
INT: 15
DEX: 16
CHA: 14
ws: 14 R
coN: 17

Visitors who land at one of the mesa ports almost
always deal with Rockbottom Jones. The tacitum
kler for observing port rules, for mal
ing sure visitors do not go wandering off toward e
tropical mountains—where the red dragons lair—
and do not fly their ships aiter imbibing too m
awarven ale
Rockbottom used to supervise the largest dwarven
mine on Reorx, until a cave-in cost him his leg. De-
spite his handicap, Rockbottom gets along just fine
‘with his gnome-carved wooden leg and his ring of fly-

ing, acquired in a shrewd deal with a spelljamming
merchant. The ring usually works. However, It hes

fail on occasion because of the
dwzr[snanmnglcal nature; this angers Rockbottom,
who in these instances finds himself slowly trudg(ng
back up to the mesas’ port:

‘Asich from his port mastec dutles, Rockbottom s
often called upon to negotiate with merchants, as he
has a keen eye for goods and is an expert haggler.

Rockbottom doesn't mind working with the mer-
chants, as he hopes to someday acquire a second
ring of flying that he believes will serve him when the
first ring fails.

Name: Ironeyes Fireheart
Occupation: Priest of Reorx
STI 1

con: 13

The anclent dwarf roneyes Is a former mining
foreman who several years ago witnessed one of his
miners turn into a glowing godlike form and descend
into the earth. His fellow miners dismissed his sight-
ing as the product of too much ale. However, a dwar-
ven clerc visting the mining camp told froneyes
what he tnessed was Reor, assuming a dwar-
ven ot The -god, finished with his work, must have
retummed to his home in the center of the planct
Wha Icaneyes actully wiinessed vas one of Reo
avators. Bt the old dwart was convineed the cleic
was right, and the slgm ing was & sign to lroneyes
that he should pursue a different career.
Abandoning his foreman position and refusing to
touch another sip of ale, he sought out clerics of
Reors, who were | in one of the underground
cormmunities. o learn more, the elderly
dvart begun schoolhg as a priest.
life for Ironeyes, as he was accus-
ot mental exercises and
ersevered, Now al
290 330, he i o dthieve dlric of Reorn. lroneyes
travels from mine to mine healing injured miners,
Gonducting prayer serices (whlch arb rarely wel:
attended), and searching for the dwarf he sav change
form.
Troneyes has extended his teachings of Reorx to

had wi

£

The lack of knowledge about spelljamming possessed
by Krynn residents suggests the possibility for pre-spelljamming
adventures in campaigns based on Krynn, including an investigation

UFOs that may ultimately lead to a confrontation
with authorities “in the know.




spelijammer crews visiting the planet. The cleric
makes regular visits to the spelljammer ports. te al-
so heals amy injured visitors in Reon's name

i, he has considered joining the crew of one
of the. sh.ps 50 he can spread the god's words and
wisdom to other worlds. He has approached a few
ship captains with this idez, but as yet has found no
take

Name: Blayze
Ra dragon

Chaotic Evil; AC =; MV 9, F130(C) Jp 3 HD 19;

bp 117; THACO 2; #AT 3; D 1d10+10/1d10+10/

3d10+10 20d10+10 (breath weapon); SA Spells;

SD Spells; MR 55%; SZ (300)

Blayze is the largest and oldest red dragon on
Reor. A venerable dragon, she lives atop the tallest
mountain in the tropics, shielded from the eyes of
the dwarves and gnomes by the ever.presers clouds,
Blayze considersall the land eys as her prop-
erty, including the spel I]ammmq ports on the mesas.
‘Allthe other red dragons on Reont know of Blayze's

prescnes and give her a wide berth, Alone, none of
Them couid bost her, and they have not yet agreed to
cooperate 1o slay hes and spli ber riches.

Gromes, dwarves, and humans who foolishly
tread upon her land quickly become dinner. She also
has been known Lo dine on mindflayers who burrow
beneath her mountain home, The red dragon is more
s wion desfing Wit these -manbngs; How.
ever, as their mental powers can cause her pain be-
fore she frishes thern off.

Blayzeissware of the spelorming usific Reor
g, and she is especlally interested in th

her deect gems, ki and number abliy she deter
smines if a vessel has enough gems to interest her.
She has learned through the décades that dwarves
are rarely interested In gems, and therefore the spell-
Jomming ships continue elsewhere with such cargo.

Once a ship leaves the spelliamming platform,

Blayze retfeas rom the port, turns 4o ber dragon
form, and attacks the ship—out of sight of the
dwarves Detow: who might seek fetrbution. She

she has collected many gems and
her horde. She usualy burns the wreckage with an-
other breath weapon to cover her tracks.

Occaslonally,blue dragors who thrive i the heot
of the desertlike are: mpted to take on
cpalliamming shipe. Th I atempte o ussally out
ed by Blayze.

However, at times the great red dragon allows the

much too crafty o be seen fighting a spelijamming
ship. While she harbors no particular hate for the
blues, ho would ather they be hunted and hounded
than herse

Krynn is to immerse oneself in pistory and religion; in
particular, the strife of the

—Lamthatort the Soventn, half-elf scholar




Krynn
Spherical carth body
D

3 turns
moons
24 hours
360 days
POPULATION
ANALYSIS: Predominantly humans; elves,

es, kender, merfolk, oth

DISTANCE/TIME FROM:
100 million miles
(1 days)

Sirion 70130 million miles
(15 hours to 1.3 days)

Reorx 50-150 million miles.
(12 hours to 1.5 days)

Chislev 200-400 million miles
. (2t0 4 days)

Zivilyn 500-700 million miles
to )

Nehzmyth 800-1,000 million miles
(810 10 days)

Steliar Islands 1,900-2,100 miliion miles
(19021 days)

Overview: Krynn boasts a higher population than all
the other planets and bodies in the sphere com-
bined, The majorty of ls Inteligent residents are
humans, icender, tinker guores, minotaurs, helt-

dwarves and elves. But

water-breathing peoples. Add to the mix wondrous
and magical belngs—satyrs, centaurs, dryads, stag,
giants, good dragons, and more—Krynn is clearly a
jewel in the crown of the sphere, Tales of the heroes
‘of the War of the Lance have even made their way to
Toril and Greyhawk.

Krynn is the third planet from the Sun. There are
always clouds visible at some point on the plaet
still, the air is clean and clear and refreshing to

breathe. Ships hovering in the sky between the
clouds have an unobstructed view of the continents,
isends and the mylad geologic and geographic fea
tares that make up Ky

wealih of plant ond animal lite abounds on
Krynn—some varieties are found nowhere else in the
sphere. There ate few vermin: most of the animal life

i in its natural habitat or do-
fowever, some of
the creatures, evil dragons In particular, are adept at
piaguimg the peoples of Keyea. 1he popuiace has

een able to overcome these fierce wyrms wit

strong sword arms and the help of good dragons.

llmate: Kryon boosts o reat variey of tempere.
tures and. climes. Ansalon, ane of the larget land
masecs, sulfers Figid yinter termperatures In thear
2 rom Qualineti to Sitvancal The lven ands, n
Cluding both woeds just b ung bom and climax
forests, are subject o heavy rains and milder tem:
peratures, especially during the spring and summer.
The Tarsian Plair s arid for the majority of the year
The lands of Sola

inall of Ansalon, short winters and long growing sea
s0ns. In fact, most of coastat Ansalon enjoys mild
e pecause of the warm ocean breezes. The i
s, however, are buffeted by harsh, swift
wintes toris, then seared dry and desomta i the
summer months.

Elsewhere on the planet, the climate is even more
dramatic. The northern pole is constantiy covered
with ice, and snowtalls are frequent, but it is not
nearly 2s large a land mass as the southern pole. In
the northern hemisphere, the planet boasts a wide
tropical band where the temperatures are always

m, but the air remains fresh and pleasing be-
cause of the ever-present cool sea breezes.

There is even a piace on Krynn. appropri-
ately, under Krynn—the land of Chorane, which has a
P

455 to 65°. depending on fow decp under the pole
i course, humidily is high in the under-
o oottt i ot oty

An interesting noncombat adventure can be created by giving your
players a job as greeters in port: one of their assignm

prepare a visiting dignitary for a tour of Krynn. This di
urse, is Incredibly arrogant and difficult to teach.

nitary, of




Prominent Land Features: Anselon, where the
War of the Lance and other great events took place,
has plains, mountains, forest, deserts, even slands.
e land most frequent

ut there are other regions of Krynn. To the south
of Ansolon 165 the Tecwall Glacier, which sprawls for
hundreds of miles over the southem pole. Glacier-
like isiands dot the seas about the [cewall, white stars

ever, small vegetation zones have forced their way
intoa few of the slands’ ice sheets during the brief
summer months.

thousand miles past the Icewall fs Krynn's south
pole—and the gateway to another land. Lava flows
warm the underground realm of Chorane, which can
be accessed through crevasses in the ice st
Chorane Is simply a romantic myth to most above
ground dwellersof ayon, Only a handf of explor
ers have come upon the populated

awidervariry o lan et here, semarkable va-
of hookbilled birds Jive on the islands, as well—

that are also unique to the isk
some of these berries are useable es spell components
or are themselves magical.

The tropic zome includes the fabled Ise of Dragons
here 2l the good dragons of Krynn waited until they
were freed from the Oath. The greatest island chain is
found between Taladas and the Undersea Kingdoms of
the sea elves. These islands are called The Spine of Te-
ladas. and they include Vorm, Odith, Abshu, Fedron,
Chandion, Litle Taladas and Selasia.

Vorm looks most spectacular from the deck of a
spellamming Ship, when s large, frequently erupt

anos make a dazzling display of natura fire
Teladas are
diverse—among the inhsbitants are the Twiight Ir

da, the tree-cwell any to

domain, and they keep its existence secret for the

od of Chorane’s residents and for their own inter-
ests. Howave, t s rumored s few spelljamiming wi-
ards have spotted activity In the icy crevasses.

o the rrth o Ansalon e the welcomin ng tropics,
where hundreds of tiny islands appear as
the water Thesmalest s i more oo

ugh there are a plethora of these,
i fimes of rough weather, they are almost entirely
submerged. The Jarger isiands can be several miles
across. Only a dozen istands have a diometer of 30
miles or more.

Al of these tropical islands boast pleasant, en-
chanting climates. [t is difficult for many sea-going
shipsto sail among the islands, as the shallow shoals
and recfs are treacherous; spelljamming ships have
no trouble skimming the air above and finding a
choice spot 0 land.

e islands are blanketed in vibrant

because of the volcanic ash. Nowhere on Krynn is there

e far more miscHicvons than Rendeny, and the Mis:
chta. The istands have several human settlements
along theshores tht setice seagoing vessels

fo the west and east of Ansalon lie great expanses
of acean, The largest cont
Taladas. home to various humans and minotaurs: In

most powerful race.
enough to include a iversiy i temperarures, St
mate, and geographic features.

Despite ts sse and popultion, Taladas has not
been visited by many people from Krynn's other cor
et and ieands. Teveel on the oreat seas I erl
ous because of immense waves that have sent many
a ship Lo the ocean’s floor. Typhoons have likewise
doomed low-flying spelljamming vessels.

Lifestyle There e hundeds of commuritics of
various rynn—sprawling cities, thriving
Lo, comfortabie botought and tiny harmiets, Gov-
ermments include monarchies, oligarchiles, demo-
collegi hierarchics, patriarchies,
epublics, magecracies, theoctacies, and more

“The ignorance of the peopie of Krynn is enchanting
and primitive. Perhaps it is better we leave the world

largely alone —leave it an un
—Hia Mu Win, Shou Lung explorer




he communities vary from large town thet re o
veritable patchwork of ans, elves, half-
chves, gndmes, cwarves, minotaurs and othérs, to
smalle pvhmca"y pure pockets. For example, the

who often kesp to

mems.elves-—nlthnug Ever
mes view neurly o lnnell!genl races
ght and are quick to associate
With fher, noLall of the races reciprocate, thas f
quently keeping these gnomes scparate. The tinker
gnomes are ever prone to create gadgets and assort

devices—some of which work as intended, most
of which seem to exist solely to bother other Krynn
races, Stlll, the gnomes live near human and elven
communities, and there is rately anything of impor-
tance that traspires in a human or elven city that
Uhe tiker ghornce 4o ot .

Humans are the most numerous on Krynn, and
they are quick to associate with elves, dwarves, and
half-elves. They are more cautious around kende
but they usually agcept the smailer folk. Humans are
the largest cities on Krynn

s In Ansalon

Many groups of elves live apart frorm humans and

move into these other communities. Mischta ogres,
glishoots of theirda, ate found primi iy in the is.
fands In the

ymn's inetours ore another of the powerfl
races of the pianet. Also descended from the original

ml
ehipbuilders and sailors, they roam the seasof Kiynn
and are often sought after by sy:luammmg captains
1o serve 5 st mates 1 spacefaring

world of Chorane, peorﬂe e grouped ints clons,
classifying each saciety as unique. The three human
tribes of Chorane are the Ameshites, governed by a
theocracy; the Yaluu, governed by a series of dicta
tors the majorty uf them remorseless and brutal);
tar, governed by a council of representa-
ives with an loched Spolcasman. Farther e a6
T pe of dwarf, and the Kendar, o lon,
forgotten offshoot of the surface race Kender.
There are some segments of society on Krynn that
e not bound by toce For example, nighthood on
Ansalon i an importact pat of the o

ather races, The elves on Krynn p
Silvanesti (high elves), Qualinesti, Kagonest: (wild
elves), and the Dargonesti and Dimernesti (sea
elves.

Dwarven races on Krynn predominately include
il Duarves, Mountaln Dwarves, and Gully Dvarves.
The Jatter, like the tinker gnomes, are usually
Vited 1 associate with other commmunities but ey
are oot turned away.

The irda are & beautiful race, stemming from the
rginal stock of ogres —before ogres becarme cold-

rted and ¢ jority live on a large, hid
ien Toand.hat s qm m been found—even by

o o the oer races of Krynn They are tall and
slender, with midnight biue to emerald green skin,
and hair that is white or silver. However, they have
the ability to shapechange, and they use this advan.
tage to appear as humans, elves, or dwarves and

“Sights and sounds—m.

ture, an ood ats consired s
much of a society as are races and communitics. The
Knights of the Sword, Knights of the Crown, and
Knights of the Rose are among these aroups.

Ports of Call: Daspite the large population of
edge in other spheres
out K)y:m and the considera-
ble spemmmmg afhe o e planel, only about
one-twentieth of Krynn's pap ul aware of
spellamming, other planets, and off worlders. There
are only Lwo ports on the planet that were created for
spelljamming vessels, and both of these are located

‘one in Ansalon, and the other

Vessels do and elsewhere on the planet,often us

ing both tertn and spells to covar thels presence,
artling the local populace, and av

. bosrded. n Ansslon, speljamming coptaims

any abound. Slep off your craft
ow.

and come to Merchants’ R

—sign posted at the Palanthus port




The Haunted Galleon of Lunitari
One square = 5 feet

Maln Deck Gargo Deck
1 Cargo doors 6 Lantern
2 Mizzsnmast

boom Steerage Deck

4 Charred corpse
5 Loghx

Stern Castle
12 Catapuit

caught lnding outside of the port st Palanthus (by

penalties for landing numde a port. However, a few

people who know what are) are or-
dered o take. Qhelr ships to the port, lcave, or tace
fines and p: The spelljamming ship is
searched fof contrabend cargo o undesirable saces
such as mindflayers and neogi

If a ship's cargo is deemed to be contraband or
dangerous, it is confiscated and destroyed, and an
evil restures are Viled. Penalties and ines for the
ship’s crew are determined by the
ot ey ol (aware. of spellarmming) and K’a»]gt
from a few dozen gold pieces to several thousands
and a month o more of hard labor. Of course, as
spelijamimers are ot common knowledge on the

islands have con-
sidered benaing the Ships because of pirate attacks

spelljamming port borders Palanthus
o the cast, the only great ey that escaped the dev.
astation wrought during the War of the Lance, The
port here covers nearly two square miles. The north
e and eastern borders seem to fade into wilder.
ness, Howeves hidden n that terrain are portions of
the port’

The Knights of Solamniaare thesppointed potec:
tors of this port. Kni
cives and warves loyal to he kvngms dto] Palan
thus are stationed around the porl

planet, mian
as illusionist spells, the gcns aucmpung to alter the
lives of the residents, or gnomish devices.

Other countries and islands on Krynn do not have

and posted in the v any signs
of trouble. Further, there are always 2d4 clerics sto
tioned n the port office to add to the defense of the
portor to aid any injured travelers. During peak port

“Me? Oh, | like to go to the giff tavern. It serves big drinks long into
the night. Why don't you come with me?"

—Rockbottom Jones, famous dwarf miner, Krynn




times, wizards e siso added 1o the ranks of de-
fender

"o e south of the port stretches a lin of perma-
nent and temporary bulldings. Most of these belong

to merchants waiting to o business with landing
ships. These merchanis pay prime prices ot use of
the land and are policed careful; e sure no
wrongful transactions take place. Conversely these
hantsepjoy the protection of the port, and por

" retaners

also frequented by the peo-
ple of Palanthus and other nearby cities. The shops
are colorful, offer goods that re found ‘hrocghodt

clerics at the port, Once a traveler has been pro:
nmm(ed “cured;" he or she Is free to move about

e buildings to the west of the port, which border
on the edge of Palanthus, comprise barracks for the
port’s defenders, the main port office (which is a
building of immense proportions), and various tem-
ples set up to honor the good and neutral gods of
Kynn. A handul of smaller, nondescript buldings
are devoted to of other worl
The main port office is a place of wonder to visi-
tors. Inside, a walksized mosaic map of Ansalon
jrects traveiers. Countries, cities, and other features
are pointed out by Krynn's mostly human greeters.
few qualinesti and half-cives also hold the positions.

Krynn as well as fro
bya yanaty of races ntecs. maomtam
dwarves, guily dwarves, kender, hall-elves, kagonos-
. qualinesl, tnker gnomes, and on occoslonel
minotaur. Silvanesti merchants have never opened
shops long the port, Though avoided by most o the
Krynn shoppers, the booths handied by b
griomes are among the most-frequented by pe
worlders. Their whirring and blinking gadgets are
quick to catch wandering eyes

Herctants row i  sight 1o behold, s the call of

awkers, the aromes of cooked food, and riotous
music bompard and entice the senses. Al night the
row takes on a festive atmosphere, with candles, lan-
temns, and wondrous objects aglow with continual
light spells inviting visilors Lo stroll by. Merchants'
yow is open nearly continuously, closing only for a
few hours before dawn so supplies can be restocked,
workers can change shifts, and the buildings can be
cleaned before greeting new customers,

Al travelers coming into the port on spellja
ming ships are requied to go through the e office
before buiag allowed ta roam freely through Paloo
thus and elsewhere on to ensure that
Known prates and others watted fot various crimes
are not seeking refuge on the plant. It also allows
vistors who sppear ll o be barred rom spreading

 ssee apmomg the poptlace. Vistors ldentited
2 sicke are cuickly atiended o-at a charge—by

These latter after by elves travel
ing from other planets.
Books detailing us aspects of Krynnish Ife
are availsble for perusal in the main port office. Th
cople of Pelanthus established this ibrary w
hopes visitors would become acquainted with the
peoples and customs of Krynn—rather than offen
the various faces out of ignorance. Here it is also ex-
plained that speljommers on
mon knawledge throughout Kryny
“hitors should be careful what they say and do
he port office aiso boasts  fine inn, where tray.
elers are encouraged o stay, and severoal taverns that
cater to unusual tastes. One was created just for visit-
ing giff; however, some humans and Wit encaof Pa.
lanthus have found it so engaging that they now
frequentthe place snd few gifare seen
he port in Taladas seems almost primitive in
:nmparlsonlo Palanthus's port. Located in the Impe-
ity and under the control of the minotaur Em-
oror Ronbaoutin Xi, the port 1 partan, clea, and
wel-maintained. Still, it boasts none of the splendor
of Merchants’ Row in Palanthus, nor does it offes visi-
tor senices ke those provided by the Hamans and
demihumans of
<" port C e o 2 ockctid sl neary a

Fuman hands. From sbove, the siab looks like 2

“The gods of this sphere are sacred. Leave hews of your own deities
on your own worlds. There are no places for outside gods here.

— Almut the Just, priest of Majere




mosaic of earth tones,

Only fourbuildings edge the pot The largest, ol
50 made of stone, is the barracks for the minota
wariors who provide port securiy It measures near:
ly 350" by 100" and is home to more than 50
minota Iy ofe hird of whorn ave meide a any
given time. A second bulding, made of wood an
stone, sits near the barracks. Though half the size of
the large building, it houses nearly twice the popula.
tlon. Alttle over 150 hurnan and demihumman siaves
are housed here, under the watchful eye of minotaur
warriors and wizards. In addition to maintaining the
port, the siaves are assigned to various tasks in the
fmperial City.

The third port building is the home of the port

through arena combat, and none has been gle:dy or
foolish enaugh to challenge him for the
home is sp: oking on the outside, yet lavishly
decorated inside with expensive furs, cary

furniture, and racks upon racks of precious metal
goblets cisplayed on every wall. Lone-Eye paid weil
to have special guards and wards placed about his
home. He does not fear thieves from within the Impe-
rial City; the spells are a precaution against off
worlders.

The final building at the port is Lone Eye's office.
He refuses to conduct business at his home. The of.
fice is furnished simply on the inside, filled with
Jarge waoden tables end benchrike chais that can
accommodate a variety of ra
Sour wartiors are always present when Lone Eve
ceives of dispatches goods to. spelljamming
captains.

Despite the guarded atmosphere sarrounding the
port, the Imperial City frequently receives
spelammes. The majorty of the ships carry mer

chants, several of whom deal in slaves. One

shiso egulr to the Imperial Cly's port, tadi o
acquired creatures, in the arena, In
echange.Tor hurman sves. There are sleo a fow
ships that come to the port because their captains
want merely to explore Taladas and to add to their

experiences and list of places visited.
Other than the two major ports, spelljammers
fmost frequently stop at gully dwar communities.
There, capling and crews rads or and buy gadgets
add-Jooking creations that command
hxgh orices on ofher worlds and n cibes sphares.
Some ships visit the tropical islands, where their
crews acquire prized hookbills and unusual plants,
and trade with a few of the communities.
There is evidence of a spelljammer crashing on
island of Fedron in the tropics. This tropical (sie,
which has served as the secret home of the evil Nzun.
2, legendary dark ogres, is considered the most dan-

jowned spelljammer suggest Its
and killed by the island's monstrous inhabtonts, and
the ship discarded because it was not cdible. Years
later, Doorm, a Nzunta chieftain, was said to have rc.
discovered the spelljamming engine amid  tangle
of trees. Doom, who was more Intelligent than his
brethren, took 30 of his closest followers—those
re the purest and vilest of the dark ogre
stock—and took off for the stars. He vowed Lo return.
Scholars familiar with the Doom story believe the
Nzunta chieftain was killed, as he knew nothing of
spelljamming devices and likely collided with the
Sun. Clerics on the islands, however, believe other-
wise. Their divination spells indicate the evil ogre ls
alive, though n

sky and fear the return of the hateful Nzunta band.

Resources/Trade: Kryon hes vast amounts of re-
sources vaiued by the spelljamming merchants who
Visit the two official ports and other communities
across the planet.

Merchants trade for metals and gems mined by
Krynn dwarves, crafts and swords finely made by

elves, gadgets dreamed up by gully dwarves, and the

nts coming into port
i bands of adventurers 16 hunt wildife

“We welcome the news of other gods and religions. That only
strengthens our own beliefs. The gods of Krynn are the most

powerful of ali.
—Sadda Words

h, priestess of Kirl-Jolinth



Braver or greedier souls hire hunti

Jewelry of Krynnish make, especiaily pieces fash-
foned by silver and goldsmiths in Palanthus, receive
fair prices and are taken to planets in other systems

s0ld at the port, as well as stocks of breads and fruit
dishes that are preserved to last for severai months.
In return, Krynnish merchants who are stationed
at port, or who make pligrimages to port for n
stack, purchase unusual creatures, clothes made of
wondrous materials (the likes of which have never

goods are sold at double to quadrupie what a mer-
chant pid for them.

‘Some metaismiths have begun to demand specifi-
cally ore mined on Reory, believing it is of finer qual-
Ity than that mited on Krynn. Priests of Reorx—and
of other gods whose nemes grace planets in Krynn's
phere seck parts of those planets to pass to wor-

rs (who moke sizable donations to their tem-
o esv

Other popular Krynnish commodities are songs

and stories. Palanthus bards earn many gold pieces

Thiough tunes, poems, and el
et e o ivemare and e om Ky de.
lighting the captains and crews of visiting ships.
Some of these bards are commissioned to serve a

ngs and write stories

wandecers often pay well for a chance to
explore another world.

Important NPCs

Hame: Tempest Ruse
Occupation: Palanthus Port Master
STR:

Tempes( middle eged human woman who looks
cars, is th

manager o palonthus spelliamming port.

anthus native, who served for many years
inthe. :Xtys guard force, left Krynn nearly five years
ago to serve as first mate on a spelijarmmer iocust.
For the next three years, Tempest_adventured in
Realmspace, frequently stopping on Toril, where the
caplain had lucrative trading contracts. However,
when the captain died of illness on one of those
stops, his ship was inherited by his twin sons—and
they saw no place for a woman in authority.

Crushed, Tempest spent a year on Toril until she
could gain passage on another ship bound for Krynn.
When she set foot in Palanthus, she realized just how
much she had come to miss her world and knew that
m couldnever eave t again,She found work a the

where she could spend her off
frat Ting it the o world Havelar. Hor pres:
ence at port was a boon to th ‘and she proposed
coming vistors,
which provided work for many citizens.

When the port master retired several months ago,

mpest was quick to apply for his job—and the Pa
lanthus council knew she was the most qualified ap-
plicant.

Tempest has never been happier and does not
mind the long hours she imposes upon herself. Her
handsome salary pays for a fine apartment in the
best section of the city and allows her to purchase
objects of 2rt and beautiful clothes and jewelry that
come from other worlds.

Tempest makes it a proctice to meet with the

Human PCs traveling in the minotaur port, though officially under
protection from capture, may nevertheless be subject to attack by

n unscrupulous slave dealer




captains of all incoming spelljammers while she is
on duty. Many of the captains are old friends, and
they are quick to relate storles of their travels and to
spread news about happenings in wildspace and the
phiogiston

Name: Darget Pondersmith
Occupation: Merchants' Row Guildmaster
00

STR:
INT, 15
DEX: 18
CHA: 18
WIS 17
coN: 18

Darget is a most formidable human-
gerous one to his opponents. The quick-thinking
actorturned-merchant was one of the first sellers to

“Krynn is the jewel of thi

open a stall along the spelljammer port, and he was
the first to organize the merchants. Naturally, be was
appointed head of the guild he shaped. Despite his
distance from the merchants in the business district
in P s influence has spread throughout
Darget’s decisions and policies con-
cerning Merchants' Row trickle into the city and are
often adopted by the more formal merchants gulid
thet exists there!
wough Darget's efforts, the port guild monitors
all merchants wh and sell along Merchants'
Row. Each incoming merchant must st the type of
goods he or she intends to sell, and must contact the
guild for permission to modify that list. Because of
the careful watch on selling, no two merchants hewk
the some goods—at least over the counter. To get
caught doing so means a helty fine to the guild and

possible expuision from Merchants' Row. After all,

sphere. No finer world is there.

--Rugol Whitesail, first Palanthus Port Master




there are many merchants on the walting st for
stalls along the

e ants e not seem to mind the sttingent

or being in the guild has its benefits, For ex-

Srmpie, f  ratéhant along the row has been stolen
from, the entire guild assists in having the thief
caught and punished—Darget usually serves as the
judge in these cases. Further, if any merchant is es-
pecially down on his luck, the guild makes him a
Interest loan.

Darget relishes his power and basks in the wealth
the port has provided. He is earning far more gol
than he ever did strutting across Palanthus’ stage.
The merchant maintains his stall along the port, in
addition to running several businesses within Palan-
thus’ business district, His ownership of these latter
businesses, however, is hidden by false names and
disguised visages. Darget does not want any of Pa-
fanihus merchanis to now Just how powerful and
wealthy he is. Darget's holdings also include several
inns and farms also held wnder fase identites, To
aid in his ruse, Darget employs a hat of disguise and
his theatrical skill of changing vt
isms o portiay hs varous persenss Who oun busic
nesses within the

Piayer characters erossing patts with Darget find
him shrewd, but approachable. The merchant is al
ways willing to chat with acventurers who might

items for trade that
a hig when sold through his other shops to
Palanthos. citizons.

Name: Elyath Moonspun
ipation: Cleric of Mishakal
1

Elyath o o female human, who appears besutfa
rail. A devoted a
L Wishakal e has made t her 1es werk to proach

To explai

a

fes of her god to all incoming travelers at Pa-
lanthus’ speljjamming port—at least to those who
will listen to her.

lyath fears that, as more people from other
worlds come into the port bringing news of their
gods, the people of Krynn will stray from their faith.
Mishakal must gain followers, not lose them to for-
eign ideas, Elyath has decide

To this end, she busies herself healing any wound-
ed visitors, making it clear it is because of Mishakal
that they are being cared for. She feeds both beggars
who frequent the port—and down-on-their luck ad
venturers coming in on spelljammers. And all the
while she proclaims the greatness of Mishakal,

Elyath hos garnered several converts through her ef-
forts, and she has been train young clerics to
take over for her in the event she becomes too ill to
carry on her work, or takes her preaching off Krynn by
signing on with a speljlamming crew, This latter possi

ity has become increasingly Intriguing to Elyatb,
and she has been looking for a ship whose crew wor-
ships a foreign god. She intends to convert them while.
preaching to others during the ship’s travels.

Name: Stony Sixfingers
Occupation: Master of the Port Thieves Guild
STR: 16

INT.

Stony,  half.elf who can pass for eif or humen
basedon v mannerisms, knowsthe port betterthan
any other individual on
conniving, greedy et s ‘mapped in his mind
back d

the port buildings. And he knows the faces of every
merchant, guard, and port official. He even suspects
there s more to Darget than appearances suggest
Raised on the streets in Palanthus’ poor quarter,
the thief was quick to accumulate a store of wealth
by robbing those unfortunate, careless or wesk.

further about the configuration of the moons: from the
surface of Krynn, in any place at any given t

e. there may be no

moons visible, one moon or two moons visible, but never all three.




Shortiy after the port was buiit, he moved his opera-
tions to Merchants Row and the taverns there tat
's wealth has grown tenfold,
and the small, yet tightly-knit guild under his dire
tions has become increasingly powerful. A hend.
drawn map of the port area, usually titled The Guild
Map of Sky Port (see page 37), 1s one of Stony's crea.
tions. Hidden in the drawings of the buildings is a
thieves’code which includes the guildssecret recog-
nition signals: thrice, once, twice!” and “Say
kenderkng > Rn

The massive minotaur s one of the trongest ond
craftet of his dind inthe Imperil it
Trained for combat from

h and power with every win. He won his
current position through combat, and he does not
nyone taking the job away from him.
Although he concentrates to increase his wealth
and power, e also works to improve the operations
at his port. He brooks no dissention from those un.

the back of the map point out escape outes, gem
stashes, and corrupt caravan ow
Stony directs s operations gt both Palan
thus residents and off world visitors. He is especially
fondof targeting it a the hippo men collecs weep.
ons. He is also quick to steal magic, using the skilis
of a thiefwizard in his guild to point out weapons
and other objects of magic carried by port visitors.
Despite the port guards' efforts to apprehend him,
Stony has remained free. He enjoys his cat-and

tect the port. Still, the half-elf realizes that one day
the guards could lear enough about his operations
o closer o him. o this end, he has been study
the movements o tto and out of the port
[fhe day comes when e fears berng cangat. Siomy
will stow away aboard a speiljammer and take his
thieving operation elsewhere,
rt authorities have offered a sizeable reward
0 anyone who apprehends the thief who is behind
the guild at the port. So far, many adventurers have
aken the challenge—but none have brought in
Stony

Name: Lone-Eye
Qecupatio Minotaur Port Master

derh

Lone-Eye took ‘his name shortly after working at

the port. Disagreeing with a pair of neogi and their

umbevhulk 5 the minotaur was quick totezch them »

He won, but e process.

Trooa who werk at Tladac. pun e the st
Jeft him meaner—and greedier.

Name: Schetec)
Octupation; Wimotau Port Wizard
ST 12
16
12
16
16
1a
Scheteckeh s considered a wizard of high sorcery,
whose greed is matched only by his abliy (0 weave

deadly sy

Loyal e o Eye because the pay is good, th
wizard works to keep the port slaves in Tihes vl
spells to torture thern if necessai

Scheteckch is usually the first minotaur to groet
captains of incoming spelljammers. His shrewd
judge of character heips him determine the motives
of his visitors and how powerful they are. On occa
sion, he has used spelis to ferret out important infor-
mation, such as what is in the cargo hold of the ship.

Scheteckch has traveled several times on spell
Jamming vessels—at the direction of Lonc-Eye. The
rips were made to gather information about the ves.
sels and thelr sperations.

face of any given moon there will be either one other

visible, or none, but never both. The one moon that is
ther two is said to be “isolated,” and It is at these

invisible to the ot
times the avatars plan their most dangerous plots.




History of Keynm: Witn the corning of speljom.
ming and the dawning awareness—

Krynn's population—of the presence of other worids,
Keynn's own origin has been scrutinize

The legends say the gods were born before the
stars and planets and lived in the presence of the
High God. Under the High God they
gle of Good. Evil, and Neutrality that. brcugm Chaos
10 the heavens.

Glrics of the gods expound upon bow Reorx
struick s hammer, and the sparks became (he first
Shars. The light e( the stars were spirits of all align-
ments, and the were quick to quarrel over
Which of the spirits would belong to whom. This con-
flict started the All-Saints War, and during its course
th of Good and Neutrality joined forces to
from winning.

Keep the gods of Ex

W,
& “u,

Inthe end,the godsof Goad brought ife and form
to the spirits, Evil made certain
that the spirtss hirsed, huugnrf‘d and had to work.
The gods of Neutrality gave the spitits free will so
they could choose between good, evil and neutrality.

Krynn was created as a home for these spirits.

That story was belleved without question until
spelljamming ships and wizards, with the abilly to
see beyond Krynn, brought news of other worlds—
Reor, Sirion, o\ws wlthm Krynnspace . . . and oth-
ers beyond Kryn

Now dlerics of the Krynn gods believe that the

Nehzmyth and the Stellar Islands, @
worlds between. They are certain Krynn was created
Jast—the best of the gods creation. The other worlds

1,

‘\\\‘H/

Ry

s

“,
" n,,\\

Slaves we shall never be. We shall never work for the creatures in
rocks, the creatures of evil
—Rockbattom Jones, famous dwarf miner, Krynn




were merely experiments, The Moons of Krynn circle their world equi distant
K

being the most populsted world In the  from each other and from Krynn. Despitc the uri
sphete, iniially became home fo the choiccst of  fommisy f thei atbie e moons are caeh s diferent
Dot unb the gods deciaed that the ofher worlds 5120 ol 10 ind e dvergert godo n o Krynn
couid not remain barren. The worlds would be filied  culture. Because of the moons’ orbits, from the sur.
with beings for the Krynn residents to meet when it face of any one of them only one other moon can be
came time for thern to explore beyond Krynn. seen. The third moon is 2hways hidden behind Krynn.

s
work with In their great game of guiding the destiny  ties the moons were named after. If their moon hap-

of the sphere, pecs to be the “odd moon out” at the time, it is
‘The clerics believe the gods of good put humans,  invisible to and unable to sce either of the other.

elves, gnomes, dwarves, kender, and other intel zards of the White Robes, followers of Solinarl;

gent creatures on the worlds. The gods of evil were  Wizards of the

responsible for ali monsters, And the gods of neu-  Wizards of the Red Rol

trality made it possible lieve they gain

to choose their own path in lif moons. Thisis

not all of them are good. tion of each moon in relationship to Krynn This is

N

Hard to write now. Long starvation. Constant questions. The

dragon means to kill me . . . take my place. Must hide this diary .

preserve with a spel. May the gods grant that someday, someone
t and the truth.”

—the secret diary of Mei Ling



more fully explained in the DRAGONLANCE®

realms hardback. The closeness of the moon, and
therefore the closeness of the god's avetar, play a

art in the granting of a wizard's power. When a re-
spective Robes' moon is full, ceremonics are held to
honor the globe and the god said to reside witbin it
During these grand celebrations, wizards feast and
revel iong into the night—until the moon disappears
in the morning sky. The most powerful among them
make lengthy and impressive speeches about their
magical practices and the benefits their god bestows
apon them. The celebrations of the Wizards of the

far from the truth.

Scattered across Nuitari are DelNoric plasmoids,
who have developed a taste for the speljjamming

duarves who chanced to stop at Nuitari to take ore
samples. The plesmoids have no socisties, living in
sl groups and foraging for whatever wildspace
brings their way, All ofthe Delorc plasmolds are
evil in alignm

iner eures iving on terinciude o handful
of marooned lutums, a few holder-kin
St ohabi:
ants are all vl and they have succesdu”y hidden

White Robe are joyous and
oo ooy e cameial and
sometimes fearful hat one among thern has done
something to anger the

Wharas of the Black Robes and Wizards of the

howeves, e sometimes grisiy; end when the com
sch carby,

They lock the doors and ba the ATdovs

‘Actually, any of the wizards can gain spelicasting
abilities without the aid of the moon of the god, but
the mnon gives them added benefits. The '
aters cz.: play a part In whether they recelve bonus
spellcastis-g mastery. The god Lunitari takes a more
active ole in the v of the Wiards of the Red

Rob

Nuttart: This s the smallest of the three fioons,
and from a distance it appears black, as dark as the
god Nuitari's corrupt heart. The biackness of the
moan’s surface and the dark spires of its mountains
give Nuttari its appearance, The few trces a
multitude of mosses that grow there are deep green,
nearly black. Early spelljamming explorers from
Krynn found no signs of life on the moon—despite
itsdlean, breathale atmosphere. However, they

is thought to be uninviting and uninhabited. That is

hips passing by the
o However S ihat did fandt quiekly discov:
ered there was life on the moon. The crews of thos:

Shipe i nor lie 16 pass on the information. The

Muitari's surface. Several varleties of the moss are
addicting, and creatures that feast upon them guard
0 desire to leave the

e e months s
iuymg ‘o Lunitari and Solinar 10 see If those gods

in concocting grand plans to affect the life on
Krynn—especially when the moon Solinari is behind
Krym, preventing tha gods avtar from watching
MNuita

Aecsrding to religious legend, Nultar s the
brother of Ze n of Takhisis and
Sargonnas.He s consdered the god of Blackc or Evi
Magie, and Wizards of e Black Robes are reporte
to receive their spells from the moon Nuitarl. This is
partially true. While most Black Robes believe their

It is quite possible that the underground labyrinths of Chi
ems of interest to adventurers: either remnants of

tong-dead civilizations, or at the very least ores and gems to fire the
heart of even the most greedy of dwarves.




magical power stems from the moon and the god in
it, only 10 01 11 of the wizards actually benefit by the
presence of Nultari's avatar at any one time. Each
year the avatar selects 10 Black Robes to whom he
grants maximum spel asting ablity for the next 12

In other words, each spell cast by those
Visads o b duraton of 1 year—will_have
maximum effect and maxiraum duration. Further, of
those 10 selected wizords, if one s shown to wreak
the most havoc on K to commit the most
Vil acts, he of she is given 5 boon for the following
year. Spells cast by the wizard during that year retain
their maximum effect, and spells which normally ai-
low s targe to bave a saving throw are automaticaily
successful

Lunitariz The fargest of the three moons, Lunitari
looksthe most nvling with s many poolsof water

theeyes of Krynnjsh speljamming explores.
. Lunitari has lfe, though not in abun.

were quickly discouraged. Lunitari's inhabitants

were quick to work together to make the moon seern

haunted and inhospitable, using the hulk of an old,
g vessel (see the map The

mined” the
inexplicable
sights, sounds, snd amell i nb]ecmve s to be
wrackin
they dom' want t6 make i toe Sbuions et sishors
are not welcome.
he cargo doors have been slagged shut with fire;
the metal s fused and ixed with charred wood. The
deck and ship's ladders between decks are
Shiy Wit moss and rot;extrs Deiriy checis are
necessary o say uprighi.
other access o the lower decks is through the
thorny vines gtowing round the smashed piov.
These have been deliberately cultiv:
and painfl the [nhabitants have Coated some of
thorns with a mild poison that causes pain, itching
or haﬂucmahovm in those who pass through them

doncer s Quortet of Icin make their

home upon the moon. Their mission mply

to watch, noting any important occurrences. These

watchers avold participating in the activiies within
d abstain from

1o vold-—those whoai
haves 1 o all fear saving throws Tater

plorer skilled n herb ore might knerw tnat this breed
ofthorms has no natural poison,

tal effect” the deni

s danger. They have been able to suc-
cessfully hide from spelljamming visitors and from
the prying eyes of wizards using crysta balls and oth-
er magic
The few other Inhabitants of Lunitari are a mated
pair of old hadozee: ive neutral Dedisash plas
s, who were stranded on the moon following a
Gisastious spellimming 1i; and a lone Tasipete
whc ‘wes unfortunate enough to be on the DeGleash

“Rithough the inhabltants have had o few opport
nities to Icave the moon i—by contacting the
explarers Trom visting spellarming s they
have decided to stay in this paradise and avoid con-
tact with visitors. This makes i

Lunitar is uninhabited. The few explorers who con-
sidered setting up a temporary home on the moon

colored lizard that has someh

e hove worked out for purpose of shaking the
confidence of explorers. Most of these efects are
simple and hard to detect as

nizens are prepared for & certain amount of
heroism on the explorer’s parts: they will plant a log-
Book I the upper deck charToom for adventrers
find, hoping ihe inerlopers will cary his awy an

o study it. 1 is, of course, filled with lurid de.
il of horrble planctary monstecs and inally asav-
age death for all crew members. Each time a
Togbook I camiad off, & new one # prepareds e b
dozee take. partcular SeRght T wising these ae
counts.

The avatar of Lunitati Is almost always on the
moon, frequently mingling with the Inhabitants in
the guise of one of theif forms. The avatar feels it is
important to stay near Krynn, where the other gods

“Agiant is a giant among men and beasts. A dragon s a garishly
ig.”

ow gotten too

—Sully Gatherer-Clan, king of the swamp giants




frequently meddle, and Is cartain this moon is the
ideal spot from wi serve all the

Like the other p\anels nd some of the moons in
the sphere, the moon Lunitari can be used as a varia-
ion of the wizard ege spell, atowing the avetar 16
watch the sphere as if the moon were an eyebail. The
avatar finds himself frequently frustrated, however,
as either Nuitari or Solinari (or both)

tares are onlynoticed i viewed from the atmosphere
of Solinari. When viewed from Krynn, Solinari fooks
Tike a ball of mist.

While severai spelljamming ships have explored
the two surfaces of Solinari, rone have stayed more
than a few manths. Despile the pleasant appearance
of the temperate side of Solnar, the st is thin and

ved. Lunitari's ava

er beholder-kin of his moon, taking everythlog In
acting d
However, the datty cannot break of ol
ment n the sphee. Lunitars avatar acts through the
Wizards of the Red Robes and aggressh
part in detestining who wil become staderts of Red
reery. Th

granted . clear mind 1o 3
spelis and follow in the teachings of the high-level
Red Rabes. Those who do not appeal to Lunitari are

doctrines being too deep for them to understand.
Once each year, Lunitari blesses choice followers
by granting them improved intelligence ot wisdom
No more than five wizards are imparted with the at.
tributes. However, niews of the affected wizards'
“owakenings” travels among the other Red Robes
m 1o do better, to honor the moon
Lunlartand the god Luntar
ade, the moon Lunitar eclipses
with the Sun In the sphere The ncdent ot or sev
eral hours, an: this time all Red Robes’ spells
Rave maximom dutation and effect

Solinarl: This moon is perhaps the most interest-
ing of the three, as It s alwiays cloaked in clouds, and
hrafore presents 3 mystery. One talf of the moon
always has ts “face” turned toward Kynn, whil the
other s elwa/s polnted away, oward i

. The “fac cecs osks much e & b
ate plece of Ansalon—filied with trees. ground
cover, lakes and low hills. The other face of Solinari
is barcen, rocky, and desolate. Of course, these fea-

e oo sl s o him atmosphere, and it is very
cold, Visitors wuhom spells and magic to resist cold
cannot exist long on this part of Solinari.

"The moon has fow Inhanitonts, and these keep to
themselves and avoid any spelliamming_visitors.
Thisis not becaussthe creatures ae st but b

se Solinari's avatar demands the creatures not to
Give away thelr presencs. These Inhabitants include
scattered tribes of grommams and good-aligned De-
Glessh plesmoids,

Solinary’s avalar is often found on this moon, ap-
pearing a5 a grommam and cavorting through the
moon’s trees with the ape-folk.

avatar uses the moon Solinari like a glant
crystat ball, but looking out of It, rather than In i, to
see various places throughout the sphere. Unfortu

nately, the avatar canmot alyays watch the toon
ometimes directly behind Krynn.
Tirs cauess the avarar much 0, since b

es the god Nuitart works at foul pians during
these times.
e avetar considers i worshippers, the Wizards
ofthe Whits Robes and the rommam, “hispeople”
ect them and chanel them in di
Tections that improve thet ots n e, Solinar espe:
cially favors cleric-wizards, and it is 1o these
dual-classed White Robes that he grants privileges
and ebilities. Such followers of Solinari will always
heal the maximum amount possible w

to memorize spells is cut by
half during times of  full Solfnari moon.

“She calls herself Ebon, and she is a beautiful dragon. She tells me
that | can help cement relations between our two races by trading

information with her. After we

understand each other better, our

peoples will get along better. What a wonderful opportunity!
—the secret diary of Mei Ling




Spherical earth body

4tums
None
27 hours
454 days
POPULATION
ANALYSIS: Humans, demihumans.

DISTANCE/TIME FROM:
300 mhhon miles

days)

Sirion 270 mililon to 330 rmHvon miles.

(2.7 to 3.3 days)

Reorx 250 millon 0 350 milion mies

5 days)

Krynn 200 million to 400 m.mm miles
¢

Zivityn 300 million to 900 mllhun ites

(3t 9 days)

Nehzmyth 600 million to 1,200 million miles

(6 to 12 days)

Stellar Islands 1,700 million to 2,300 million miles

(1.7102.3 days)

Overview: Chislev, the fourth planet from Krynn-
space’s Sun, s lassed s a Ivevorld by Shov Lung
speljamming explorers from ther travelers

2ieo racognize the planet as  lweworld. However,
edonts of thr planets wihin Krynnepace refer 6
Chislev as an earth bod:

Perhaps one of the least populated planets in the
sphere, In terms of human and deminuman life,
Chislev nonetheless is filled with wondrous live
plants and a variety of animals.

The world is named for the god Chislev, who is be-

Chislev’s evatars. The avatar spends about 30 to ©
days each year on the surface of the world, conver

ing with the plant and animl Ife When he god be
lieves other deities are gaining ground in the sphere,

s 2 powerful wizard eye to spy upon activities on
other worlds and moons. Chislev's avatar uses this
power infrequently.

Climate: Chislev is a jungle, From pole to pole the
world is covered with plants, Chislev has no occans,
and only a few dozen lakes. Most of the water on the
world is choked with vegetation.
g the plancts equator, where termperatures
are the hottest, the Jand is tropical and covered by
Tomende dimox romiorest. Broadleaved ports of

Thirsh of cach native acimal. Many types of nuts also
grow in abundance, and brilliant flowers hang like
moss from the trees. The trees here reach to 200 feet
or more, and their trunks span 20 to 40 feet in
diameter —sometimes more!

The temperatures in the tropics are intense
throughout the year. The only lcsplle from this heat
comes during the frequent storn

T world's ungles spread from the equator more
than 60 degrees latilude nto coch hemisphere, to
ard thepoles. O thefar edgs o his zonc the tem:
ery warm, but are tojerable for

f the same tree

storms are present
elp account fot the immeasut:
aBle varety of lant e

“hislev’s jungles feature plants found throughout
Krynnspace—plus a myriad unique species found

planis are pareitcal and grow on top of olber vege
saton. It s common in the swamps to find orchids
Growing atop ik ines, srouting ot of rees

o Ceiova poves a int of teraperats forcs 1 evi
dent. The ground is drier here, and the slightly cool.
e tomperatures allow g fow varletics of pine ard
other conifers to grow. There are fewer trees hers
s, an tere ¢ leos animal

the the center of it

“A broken world lies before you. Thi:

s what happens when one

chailenges the gods.

—Almut the Just, priest of Majere




Mei Ling’s Camp
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life at the poles. However, bands of human and demi-
humans have discovered that the land at the poles is
very suitable for farming.

Because they are drier, the polar forests are sub-
Ject to firestorms that sweep across the land during
summer, In places, these storms reduce the forests
10 stretches of blackened ground. However, no land
on Chisley remains empty for long. Plant life soon
takes root with the next rainstorm.

Except for summer firestorms, the world seems to
display no seasons—just constant warm tempera-
tures end freauent ralnstorms throughout the year
However, there seem to be more storms in what

b,

nse, stormy
atmosphere. Sunny days are almost ponexisent at
the poles and are rare along the midpoints of the
planet. Only at the equator docs the aun seem to

poke through with any frequency, and this is because
the itense heat oums away the moisure n he it

Use o table to determine planetary
weather bonditons for Chisle

148 Spring/Summer Fall/Winter
b 3

1 ong Winds Strong Winds

2 Strong Winds Strong Winds

3 Steong Winds Storm

a m Storm

5 Storm ale

§  Gale Gale

7 Gale Monsoon/Tornado*
8 Monsoon/Tormado®  Monsoon/Tornado*

Monsoons and Tornados occur only [f the pre-
vious day's weather was Gale. Otherwvise, treat as
gale force winds.

“Spinning rocks. Hmmm. Lots of spinning rocks. We should be able
to create something that does the same thing—only it must blink

noise.
—Marjor of the Liddlebidoeverythinputogether




A typlcal storm on Chislev lasts for 1d6 hours,
with gales and tornados lasting 144 hours. Morisoon
i e are Tound n the wropics Jas for 1410
hours,

Storms, gales, monsoons, and tomados are al-
ways accompanied by rains.

Lhilevs amospherie conditions can cause diff
culties for spelljamming ships taking off and land
ing. Because of this, it is not uncommon o see a
spelljammer orbiting the planet, waiting for a clear
ing in the weather.

Prominent Land Features: The largest bodies of
water on the world are lakes, and none of these are
greatr than @ mile across. Spelljamining trovelrs,
including the Shou explorers, classify the
world as having unly one continent, that covers the

massive continent Is not without s varied
features. For example, in the northern hemispher

just above the equator, unevenly spaced volkanoes
seem to ring the entire world. It is theorized that if
one were to travel downward far enough, one would

lfe that reaches up the canyon walls, A drematic wa-
terfal cascades Into the lar the canyons, the
s asscholara hawe dupbed It The water fush:
&5 Into a small lake and drains into underground ca
verns. Unique ferns, found nowhere else on the
planet, grow along the canyon walls. These “caterpil-
lar” fers are sought after by spelljamming visitors,
55  component in healing potions. Pations made
with ground fern rthizomes automatically heal 8
points of damage.

“The underground caverns beneath the canyons
have it solid ground to walk upon. The caverns, in
effect, are a series of underground pools. Despite the
e high humidity, the caverns

Lifestyle: Humans and demihumans are rare on
Chislev, with most lving on the northert, and south-
etn poles, away from large, predatory a

et bands of hutmans, s, qwarves, and
are losselylat nd disorganized. They
tive, barbaric, and m

few of the bands Neve sstablished communties, and

cometo a series caverns inking
all the volcanoes on the world inta one gigantic sys-
tem. Shou Lung explorers believe that if the voica-

ver to become active, they could split
Chislev's continent in two.

The majorlty of Chislev's mountain ranges are
found in the southern hemisphere, close 1o the
poles. Itis
sbove the planet, since trees and plant
evevyl‘wmq‘ making the region seem a featureless

hese mountain slopes are vulnerable to

Brestorma, however, as the ground i drier on the
tops o the mounai

northern he has few mountains,
though thare are hills along the band of dormant vol
canoes and at the pole. As I the southern her
sphere, the plant growth on t the northern
pole is subject to firestorms.

Other prominent geographicl features Inciude a
serles of canyons a few hundred miles north of the
cauator. Called the “Hand of Chisiev.” his series of
five connected canyons Is filled with junglelike plant

¥ e focus
of these tribes’ lives s Lo stay alive. Strength, the
abily to gather food. and top hanting skills are
most ac

e S mg explorers rid repeatedly to edu-
cate these pockets of humans and demihumans. The
explorers were met with superstition and fear, and
the tools they offered were quickly discarded. Intent

le, the Shou Lung explor-

ers captured two of each type of people—dwarves,

humans, elves, and kender—and took them off of

Chislev where they could be tralned. Years later the

eople were returned to the world, but there is no ev-

idence that these Individuals have changed the ife-
style of the tribes on the planct.

“The dominant species on the planet are iants. Hill
glants live in the mountains south of the equator, and
and s live throughout the globe:
These latter two giants are detailed In the Monstrous

pendium entries at the end of this supplement

‘Al glants have the rudiments of civilization, living
in crude villages with simple forms of government.

Could a people become 50 powerful that they could destroy their
at

own world, and yet be 5o unwi

more likel;

e 25 to use this power? I 1
than the gods sma Sham
Jeaaaa wordsmith, priestess of irk-olinth




‘The rulers of these villages are usually the strongest,
with leadership frequently determined by combat.

Chislev, considering them little more than animals.
The swamp gients have left the humans and dem
Tumans alone, and have fought them only on the

a h Chisley dra

i y swamp
bosk giants, primitive humans and demihurnens,
and the wooden carvings of hill glant artisans.
These latter objects have become prized by drag-
ons, and groups of hill giants have been known to

‘when “small ones’

1o glant land. Howeves, bask giants ave no duslms
ebout ettacking snd capturing humans. Mo humans

i dragons
accept this arrangement. Chisiev's green dragons,
however, have chosen to war continually with the

been known to
With these glants.

it the varisty of animalife anthe planct the
actual number of animals s limited. This is primarily
e to the voracious appatites of Chisieds tmgen
predators—dragons

Green and black dragons in particular besk in the
hurmid, jungle atmosphere of the planet. Tne drag-
ons are numerous and have grown to cooperzte with
each other; recognizing each others’ territories and
generally avoiding trespassing. Only the largest and
meanest of the wyrms ignore boundaries and chal.
ienge other dragons.

Unltke deegons' hoards on other worlds througte
out the spheces, the tregsures of green and black
Gragons of Chisiev are, with few exceptlons, simple.
In Tact. the dragons of Krymn would consider thei

varlous glant

There are no formal ports of cafl on
Chislev, nothing that could compare with the facili-
ties on the olher planels In the sphere. However.
there is a section of land near Lhe cquator, roughly
three square miles, where ihe vegetation is kopt at
bay. This rough field has been designated as a port
for merl

‘The port s tended by a lone, middle-aged Oriental
worman, Mei Ling, who tells all merchants that she Is
one of the Shou Lung explorers who decided to re.

main on Chistev. She claims to be a powerful wu jen,
15 to make them
e

and has shown skeptics a few pow

void of choking vegetation through plant growth and
other abilities, plus 2 prudent application of her acid
breath.

Spelljammers do land eisewhere on Chislev as
swell, weather and terrain permitting. Adventurers
have been known to land near swamp giant territo-
ries and hire some of the giants as guides so they
search for caterpilier ferns and other plants that have
powerful herbal qualities or are used as magical
components.

esources/Trade: Although Chislev Is essentlally
primitive, its resources are many. lts jungles produce
a variety of fruits that are delicious, succulent, and
prized by the peoples of Reorx, Krynn, and worlds
cutside this sphere. Most fruit, when stored in the
dark, has been known to keep for months, making it
a valued commodity to merchants, The nuts and ed:-
ble rocts found in ebundance everywhere on the
planet keep zl

Mary of the plants on Chisicw have medicinal and
magical values, Alihough not magical fermsees,
some of the plants found along the equator have
Been shown to Increase the duration or magniy 1

There is magic here, | know it. | sense it. A great magic waiting to
be discovered. I shall have it!”

—Gray Mark




effects of potions, and produce other, beneficial ef
fects. Sorme of the rarer plants on Chislev ate toxic,
and when refined they produce some of the most
deadly poisons known in the sphere.

lerchants stopping at the spelljamrmes field trade
Jarge herd animals, gold, and gems for medicinal
plants, frujt, and nuts. Merchants and edventurers
dealing with the swamp giants trade cloth, over-sized
weapons, and various tools for plants, carvings, and
raw gemstones,

Important NPCs

Name: Sully Gmem Clan

Occupation: Sw nt King
24

e

DEX: 12

CHA: 18

wis: 10

con: 22

Sully of the Harvest Clan has served as king of the
swamp giants for the past three decade:

et micdie-nge fo a swatnp giant, he works
to retain his great strength and health, knowing that
if he begins to weaken he will be challenged for the
Kingship.

Sully's the nly swarmp gt who has been ffof
Chislev, and he is the only giant on his worid to truly

common problems. A prime concern is the
aggressive green dragons. Sully has passed down
combat techniques he learned in shm. Lung, which
have proved fairly effective in fi great liz-
e e 4 e been abie 10 SBicate the
threat.

Itis because of Sully that spelljamming adventur-
ers are welcomed by the swamp giants. Prior to Sul-
Jy's return, these glants—Iike the humans and
demiumans of Chxs!cvffpared and sometimes at
e moreao win deep in the jungles.

Sully is cordial and cooperative with all neutral
and good-aligned spelljamming visitors. He is quick
o strike up irade agreemnts and 1o allow humans
and demihumans to hire s guides. The
swamp giants have learried whi p\an's are most
prized by humans and demihumans and have no

ualms about allowing the small people to take as
many plants as they can carry. The giants know there
is no shortage of vegetation on Chislev.

Name: Mei Ling

Race: Black Dragon

AL Cheotic EvAC 7, MV 12, F130(C), Sw 12;HD
; hp 121; THACO 2; #AT 3; DAM 1d6+12/

a6 T Ral5d0 +15/34d4 112 (oresth weapon; SA

Spells; SD Spells; MR 45%; SZ (180

Mai Ling, uhose black drago of Ebon De-
we by

bave mastered hando-hand (ighting techniques. A
achild, he was captured by spelljamming plmﬁesand

Shou Lung. Escaping
the young giant was befrier
Lung sdverturers who lter took £ the stars aboard

Sull m, and even-

ather dragons of Chislev,
is unusvally mlelllgent and cunning

The dragon, desiring more out of lfe than an occa.
sional invasion of glant communities, and the callec
tion of hill-giant wooden carvings, sel about to study
ihe life forms on Chilev. During one of her outings

i
was because of Suly that the Shou Lung group de-
cided to explore the phukl
Sully becam ge 60, after iling an adult
green dragon with s ece hands. 1 hos rled the
swamp giants well, appointing leaders over e com
munities and meeting with these leaders to discuss

o
e Ling— had lagged Devind the rést of
the group, gathering herbs. The dragon quickly
ured Met Ling o 1 and, acting friendly and helpful,
lulled the wu jen into a false sense of security.

It was easy to capture the wu jen and take her to
the dragon's lair in the mountains. After weeks of
study, during which time Ebon Demise learned much

“No one else shall have this magic. | shall bat away all those

who try. Flies to the sugar they come. But like

agreat hand

I shall swat them all away.




about the Shou Lung people and Mei Ling, the drag:
on killed the wornan and took her place. Mei Ling's
magical items made his possible—an armbond
which had ailowed the woman to polymorph self at
vl and which [t nicely over Ebon Death's smallest

she encourages mcrchanls to bring het herd anl-
mals, claiming sh establish grazing
Rerds on Chisly. Althouch some merchants e o
vious why none of the herds have taken hold, the
plants with medicinai and magical value she trades

claw) and 2 necklace of
ei Ling” rejoined the o Lung explorers,
claiming to have gotten lost for several weeks in the
planet's jungles.
For the next few years Ebon Demise traveled with
iting other
usual and very valuable bits of treasure. The “wu jen”
was also accurmulating o veritable storehouse of
d h

for them to keep their questions
in che
Mei Ling also eccepts gems and goid n exchange
for plants. These she uses to pay other merchants for
Ferd amimals From tme 16 e &he 1o o nter
ested in spell scrolls, potions, and other items of
the merchants are wiiling o trade, Despite
much temptation, Mei Ling has avoided

5

magic tems. Mei L er
w she was acquiring so much magic, but o
an always claimed they were gifts from relatives.

panions’ suspicions continued to mounl, Mei Ling
group return to Chislev, where she
“unled to live out her years Sesdving the loon Jun

o Evonittel Ling has no desire for furtbes oft
world adventures, However, she is still 00 interested
in life on other worlds (o close herself off from visi

end, she created the spelljammer field, and

ing

4 Hddonn the

thick jungle. She has brought visiting merchants

there on occasion for dinner, and to deiver herd ani

mals, but none would attempt to find it without Mei

Ling o guide them (s the map, Mel Ling’sCamy,
44)

centurers i land o bt TiaL T o oo
friendly, gracious, end a generous hostess. She
keeps up this front, as she wants a continuous
steeam of merchant ships to visit her field. Mel Ling
is smart enough to know that if spelijarming ships
landing on her fleld beain dsappearing, the taffic
not stop ail together.

iterns and are unwilling
to sell themn.

One of Mel Ling's great pleasures is the very occa.
sional pirate raid: these humans and other evil crea-
tures she considers fair game, and she enjoys
playing the helpless Shou Lung victim before
launching her devastating counterattack. Any at-
empt to coerce or capture Mei Ling is sure to be met
by the breath of a dragon.

Mel Ling suspects a few other black dragons are
aware of her deception. She believes she has little to
fear from them because of her magic and her great
wyrm abiltes,

Some of the magic

ms she possesses clud
lymorph self,

armband of pol F comprehend

tanguages, amulét c/'proofaga.n_d dem:hnn andloca-

tlor,ring of e resisanc, necklace o missles, stlf
ing, vy g s1ord + ger o

e, Short o o eutcaces, boots of etocarind
boots of striding and leaping, cloal of the bat, cioak of
elvenkind and several wands of wor

Ruins, there are. Deep beneath the ice and snow of the hunks
of Zivilyn, there must be grand cities.

One day they will be unearthed.”
—Lamthatort the Seventh, half-eif scholar




Zivilyn
Spherical air body
¥

6 turns.
12 moons
36 hours
567 days

ANALYSIS:

Stranded _humans,  demi
umans; Human and_demi-
human colonies on the moons

DISTANCE/TIME FROM:

Sun 600 million mvlﬂ

(6 day
Sitlon 570 million to 630 rm!hon mx!es
)
Reorx 550 million to 650 rrllllon miles
5 days)
Krynn 500 miilion to 700 mnlJ ion miles.
(5 to 7 days)

Chislev 300 million to 900 mil

09 days)
Nehzmyth 300 million to 1,500 mllllQl". miles
(101015 daye)

Stellar Islands 1,400 million to 2,600 mn!]mn mi

(14 to 26 days)

Overview: Zivilyn, the fifth world from Krynnspace's
sun, is the Jargest “planet” in the system—and the
one with the smallest population of human and
dermihurnan life.

e world, classed as an ait body, hoasts a handful
of continentsized boulders spinning through its
atmosphere. The remainder of the planet is smaller
boulders, ranging in size from a kender's fist to one
mileacrdss.cso spiting n & eltivelyfxed space.
The bulof the wrld is open
“noons arc all carih ype bodiss, and
‘h«_y otate abou he mass of spinning boulders, The

ns are more stable than the continents below,
and they are the only places where buman and demi.
hurman beings have purposely settled.

Old logbooks uncarthed by humans investigating

the largest spinning boulders have revealed that ot
one time Zivilyn was @ whole world, much like the
others in the system, and that there were continents
separated by great seas. However, the books also in-
dicate that activities on the pianet brought about the
orid’s downfall and caused it to be pulverized like a
rock struck with a fine dwarven hammer. The
books indicate that a group of humans had devel
oped extraordinary magical powers they believed
could be used to control the gods of Krymnspace.
Further notes indicate some of these people
Lomprad to poo] thelr powers and sccomplih s

eat.
The lack of notes after that point has caused

Iyn because of the affront. Some schol h
et nto preces, Kiling all o the

ing of the
mise.
Sages and priests agrce that the god Zivilyn does
not tmhabit any of the spinning boulders. However,
the priests suspect the god or his avatar has some
presence on one of the moons. This latter is close to
the truth. One of Zivilyn's avatars does indeed make
his home upon the moons—traveling to a different
moon each month for a different view of Krynn-

very power itself caused the pianet's de-

Climate: Zivilyn's climate varies greatly, depend
ing on the spinning boulder being referenced. For
example, the boulders closest to the moons have

heir k

The winds on these boulders are fierce and frigid and
are responsible for the great snowdrifts that blanket
the frozen ground.

The boulder continents closest 1o what would b
thecantr of the pranet are termperate. The orgest of
these spinning continents are covered with forests

with scrub growth and tail grasses. The weather on
e bouiders can be intense, from long
dry spells where much of the plant life dies off to

Zivilyn is the largest ‘planet’ in the system.




months where it rains for weeks In a tow, flooding
most of the lan

The smallest of the temperate boulder continents
have some ground cover and experience four sea-
sons.
‘Scholars who have studied Zivilyn through jour-
nals written by spelljamming explorers specutate
that the world's diverse climate is caused by the con.
tinents’ spinning. Not experlencing a normal rota-
tion about Krynnspace’s Sun, Zivilyn is forever
cursed with random weather.

Prominent Land Features: Zivilyn's major feature

is a boulder continent the size of Krynn's Ansalon.
The continent hyirls erratically, while it spins al an
unpredictable speed just inside the clicle suggested

by the 12 moons. This great moving continent has

into smaller spianing boulders, ot sphing thern
to pieces. This large continent, dubbed “Land
Wiecker" by hase bservers, sears uroffected by
the collisions. Schoiars theorize that one day Land
Wrecker could be ail that remains of Zivilyn.

Land Wrecker Is dotted with icy chasms, snow-
covered peaks, and vast, flt ields ofice, The wind
that whips across the conti pes the moun-
tains an other errain fentures and diseourages vish
tors who are not magically protected from cold.

Fiviyn's other interesting feature s a o of boul-
ders near the core of the world. These three boul-
ders, separated by open space, remain together like
pois of & riangle. i & myslery wbat holds these
sections of land eq it from each other as they
Shin thiough the heart efZl vilyn Sages and vizards
Suspect some great rce Is responsible,
perhaps Zivilyn himself, e sengiars argue that it
is simply a force created by the other bumdau spin
ning around the thres that keeps them to

e e comiments. cshed Tra Tisd. Soast

temperate climes and winds less intense than the
outer boulders, Thel terrln o les cramtlc, o5 the
rgely flat, with only & few low,

Tng hills marring the surface.

Each boulder of The Tiad i dotted with scrubby
trees and covered with wild grasses. There are no
lorge plants due to the prolonged droughts which
ravage the core continents.

Lifestyle: The scattered humans and demibumans
‘who live on the temperate boulder continents of Zivi-
Iyn are not naives. They are sunivrs of crashed
mmers and the marooned victims of pirates.
ple number o more than a hanful on eny
given wontinant. They have no goverment, but
most of them have banded together to improve their
chances for survival.
The majority of the animal life on the boulder con
\lnenls is avian—giant cagles, griffons and hippo
fs predominate. However, there are birds and
ﬂylng repiles o fl iz, and mstof them subsist
. the plant fe, insects,and smali memmals
ouiders seem idéal o support & mulitude of
dragnn e from the 1o reaches of the outer ban
ders, which would be perfect for white dragons, to
the inner worldsthat would Tt the nesds of g,
back, copper s. However, it is
Jikely that & tack of food orevents cragons from set
tling on any of the spinning continents. In addition,
there are not enough humans and demihumans to
wdd sufficient valuabies for the hordes of the evil

for
ons.

Ports of Call: There are o established ports of
call on 2ny of the boulder continents of Zivilyn. How-
over s*ell]nmmlng ships have been known to Jand

‘the larger temperate land masses to ol
et various avian species ond o explore.

A trio of boulders remain near the core of the world, held together
i

e the points of a triangle.




Wealthy wizards from Krynn have funded secretive
di he world

be found to provide clues about the magic aliegedly
powerful enough to control the gods. While these
‘wizards have no intention of attempting to subjugate
the gods—and thus, presumably, sharing the fate of
the previous residents o Zvilyn—they do intend to
use st a il i of the magic against thei rvals
ei pommns on Krynn. The majority of

 boulders of Zivilyn are in

p(.ll|ammm
search of this magic.

Resources/Trade: Zivilyn's known resources are
its avian creatures. Spelljamming crews have been
known to mount expeditions (o (ind griffon eggs, the
nests of giant eagles—even to capture some of
winged creatures. A few explorers have ga Pered
plants to see if they have any value for spell compo-
nents or medicines.

So far remaining

thing must be done to recognize the other gods
Fearing that gods who did not have planets named
after them would become angered, they elected to
recognize those gods by naming the moons of Zivi
Uym fter them. Toerelor, the moons of Ziviyn are
called Paisdine, Majere, Kic-Jolith, Mishakal, Gi
oo, Shinave, okttt ‘Sorgonaas, Morgion, Che
mosh, Zeboim, and Hiddukel.

A council ofscholacs has been meeting recentlyin
Ansaion to determine whether there are any remain-
g sswonormical bodies which can be ased 6 honor
other gods and famous personalities. Possibilities in-
clude honoring Heroes of the Lance, famous Knights
of Solamnia, and great wizards. The council is con-
sidering naming asterolds in the Stellar Isiands for
this purpose.

The moons rotate about Zivilyn equidistant from
cah oner and ror the-outermont boulder Conth
nents, in effect forming a ring about the plenet. More

E

but
rumored, are the magical ticasure hoards nl e
former occupants of Zivilyn, Surely, 1
argus, @ hole planets worth o cccuparts’ belong.

and magic could not simply disappear. Surely it
Could mot all have been pulverized in the cataclysm
that destroyed Zivilyn. Srely they say

seeming invulnerability. So far, however, no expe
tion has uncovered so much as a single clue as to the
whereabouts of this fabled hoard.

The planet has ro trade, as all those living on the
bouiders are there by accident. The stranded peo-

Isto get off the world. A few of these

ied individuals have been able to get off their
boulders in exchange for promising work to the
spelljamming captain.

The moons of Zivilyn are another matter, sustain-
ing both resources and trade. These are addressed
under each moon’s entry.

The Moons of Zivilyn: The world's 12 moons were
named within the past 60 years after various reli-
gious councils met on Krynn and decided that some-

ips and creatures of wildspace stop
on the maons than on the boulder continents that
make up Zivilyn.

Gilean: The largest of Zivily's moons, from o dis-
tance Gilean appears a3  mass of swirling litering
ar orange and Tose. As Vilocs near the moon,
Howeve, they iecove: tht the colors re i foct 8
blanket of clouds. No one knows what tints the
s sehoiams specatets glittering dust parti
les are respansible. Speljamming erevs have at-
mpted to harvest the glitter, but find they have
nmhmg it water when they pull the particles onto
their ships.
Beneath the coforful clouds, Gilean appears to be.
a lush, tropical world. [t s populated by several colo
oS of Shves anl haf el who setiled here ater
wisiting the moon via spelljamaers. The elves’ and
el eives ships emain on the moon. Howeve, taey
have not been flo
The elves and m.uems v found ts moan to
clim 1
ettt There Is atways a sof, co0l bree i ot
are frequent enough to keep the vegetation vibrant.
s a varlety of small animal life, some of which

2

Zivilyn's 12 moons are named after gods.
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the elves use as food.
Spelljamming visitors to Gilean find the elves and

halelves willing to trade unlque s, vegetasles,
and exotic Jiquors made from the moon's
s e haFaees sk oth: vartows mocachol
goods, and tomes in exchange.

Shinare: This large moon appears to be much like

tering of elves can be fou
organized. Most of them have chosen a life of seclu
sion and avoid spelljamming visitors. There is no or.
ganized trade on this moon.

Takhisis: Although named for a god of evil, this
onis inviting. it is mostly covered with temperate
grasslands, broken by small, isolated forests, and
laced with abundant springs and streams. There are
several mountain ranges, and the valleys between
them are lush and verdant, Many of the plants found
on this moon are aiso evident on Krynn. A varlety of
herd animals, birds, and fish can be found through-
out Tekhisis.

‘The humans who live on Takh
tives of the moon They are
nals for survival. A
discovered farming and have begun (o kesp some of

the herd znimals as livestock. Frightened of the un-

known, these humans flee from spelljamming visi-

tors and wildspace creatures which stop on Takhisis

for cest ot food. Some schalars speculate that f
2n be befrie

th, they icht provide & i o the pastof Ziviyn

's appear to be na-
[

itsel

‘Sargonnas: This moon presents a great contrast
tothe previous three moons. Although the sky is dot
ted with large, fluffy white clouds, there is little rain,
and finding water on th surface i 2 diffcul matier.
Sargonnas is crub and cactus dot. t

rocky, sandy Tond: neects, snaken, and smllfodents

are the predominant life forms. While there are no
humen and demihuman settlements, there is Intelii-

gent life on the moon.
 Sargonnes has become bome o o handful of blue
ragons. Each of the dragons has its own territory. In
ther. However,

in drag:
biues work independently to lure speiljamming
gonnas's surface, Through use of thei i
lusians, the dragons create pocket oases that seem
« lilusion-ures include crashed spell
productive farms, and unusual crea-
tures. Once a ship has landed and the erew goes out
to investigate, the dragon attacks.

Spelljamming ships which have survived and es-
caped have warned others to stay away. Stil, there
are many ships entering Krynnspace which know
nothing of the threat of Sargonnas.

Morgion: The smallest of Zivilyn's moons, Mor-
gion is a water-covered world. Nearly the entire sur-
face of the moon is blanketed in water, ranging in
depth from 20 feet decp to oy a few inches, Im-
mense trees draped in moss cover the world, their
‘hick roots digging Into the Sarth benath the water
Likea giant bayou, s filled with plants, rep-
Ules, bards, and insects. The heat is oppressive ot
times, and rains are frequent and heavy.

There are no human or demihuman settlements
on Morgion. However, there are 2 few black dragons,
and many wyverns, will 0'wisps, freshwater scrag, gi
ant water spiders, and lizardmen

Speltjamming crews visiting Morgion usually have
izards and fighters in thelr pumbers ag a precaus

n. They come to the moon to collect plants which
are used In medicines. The plants command high
prices on Toril

Chemosh: This moon is nothing more than a
rock 1 has o watch pants, of animal . Spelljam—

ming explorers have discovered remnants of civiliza:
tions, Including arrowheads, spearheads, pleces of
clay pottery, and human skeletons. This suggests
that at one time Chemosh was habiteble. Some ex

““Crush the great walking trees,

smash them, burn them!

Pull the magic from the vines,

grow stronger.

This warld—and this sphere—will b ours!

—neogi chant




osh liy a portion of
Sivilyn, and when the world was broken Up by &
gods, this piece of the world was propelled Into the
moons’ orbit.

: This is the only ice-covered moon cir-

clmg Ty Explorersare puzzled as to why Zeboim

s a frosty world filled with ice-covered akes, snow-

Blanketed mountains, and great expanses of perma:

frost. The moon follows the same orbit as Zivilyn's
s, and therefore should be warm.

This variation in climate has caused several
xhulnn and sages o pay for passage on spelljam
this place. Does this snow-covered
oo indicate. that othec mons will 1ose.helr
warmth? 5 it even possible for worlds to lose their
warmth and become fce-covered? Are the gods in-
volved? Sages say this moon nceds much studying
to provide the answ
e explorers do ol stay long on the 7ebmm as
he cold ar moon’s animals are not hospiteble.
Creatarcs o the moon elude whie aragoms, yeu.
winter wolves, ice toads, and remothaz.

Hiddukel: A facmer’s dream, this temperate moon
is covared vith fl : fetile plans that receive fre-
quent rai humans,
momen. and s who have migrates here-via
spelljommers.

e farmers grow a varlety of crops. All of their
Vegetablos reach Incredinic Sves—bel peppers, on
ions, and tomatoes as big as a man's head; green
beans more than a yard long; head> o ettuce  foot
acioss peas s blg 35 o dwar mpkins as big
u e The vegeraples are Sold g
Soellamming merchants o weded. for howsehold
goods,clothes, and verlous fncrics.
farmers a democratic govern:
ment and the overament determines when and It
any new settiers can make homes on the moon. Fur-
ther, the govement works o insure that the lend s

their property

itors with less-than-good intentions and from the
farge creatures native to the moon. These creatures
include wild and giant boars, brown bears, hyena, hy-
‘aenodons, jackals, and giant lizards.

Hiddukei has three spelljamiming ports, which
consist of nothing more than flat expanses of ground
edged by farmers' markets. The ports are staffed by
tetired farmers.

Mishakols Like Chemosh, this moon s a rock. A

Cluding haman bones and cooking Implements. Cut-
rently a company of humans is excavating what they
believe to be an anclent city.

isitors to this moon are convinced a

ters dot the surface and great cha:
rywhere. It is as if a tremendous earthquake was felt
throughout the moon, or a rain of meteors came
from the sky.

In places it appears that the moon is recovering.
Small plants are beginning to grow, and
are evidence of change. However, there is no animal
life, and there is no reason for humans and demi-
humans to settle

e few spelijamming ships which visit Psiadine

search for a cause for the supposed disaster o are
‘mining vessels whose captains hopé the craters and
chasms will reveal valuable minerals.

Jolith: This moon has been claimed as the
property of a

Gmy Mark lives in a castle he shaped from the
moons ground. His verious meglcal and lving ser

5 fal-

low every few yea
Many of the Targec farms have cmployed fighters

warn
Viitors. Gray Mork receives few siitors—-orly when
it suits him and only when he thinks they have ma

““The Black Clouds hide us, cloaking us like the
night does s fearsome predators. The Black Clouds are

s dark as our perfect souls.”
—Sxtratch, neogi war captain




cal iterns for sale. The wizard hoards magic.
Gray Mark's many guardians and servants—most
of them charmed to do his bidding—inciude grom-

mams, giant space hamsters, wyverns, q'nidars,
various golems, salt wiggles, chimera, and gnolls.

Majere: This mountain-covered moon is a dwarf's
paradise, and has, in fact, become home to a few col-
onies of dwarves originally from Reorx. There is fittie
flat land on this moon, but it sports an abundance of
caves and subterranean passages.

e weather is mild, though chilly, with winds
whipping down the mountainsides. The tallest
mountains are always snow-covere

The dwarves who have made this moon their home
are mining various mountains for copper and silver.
They have found other metailic substances which
they cannot identify, but which they one day hope to
deyelop a use and a marketfor.

The moon has but on designated speiljamming

(ough spelmers boe bean ko to g
Llsgwhﬂeuﬂ e pianes This port it e !auara
spot en two craggy mountains, is wel
o ioen the port ate afforded free lodging
in a nearby underground complex. Most of the vi
tors are merchants who purchase copper and silver
from the dwarves. However, a few are explorers. The
xplorers are welcome onfy f they can prove their
intentions are not to set up mining operations. The
dwarves consider all the moon's mining rights thelrs.

In exchange for copper and silver, the dwarves ac.
quire ale, bolts of cloth, leather, and some food.
While the mountains can be farmed, the dwarves
have not had good luck with raising enough crops.
In addition to food purchased or obtained through
trade with visiting merchants, the dwarves supple-
ment their diets with the meat of cave goats, fish
from mountain streams, and a tasty moss that
grows along mine walls.

Important NPCs

Name: Gray
ocmpmon, Hioen Owner, Resident of Kiri-Jolith
STR: 12

INT. 18
DEX: 15
CHA: 13
wis: 14
coN: 12

Qray, a 17th-level chaotic good wizard from

crystal balls. The wizard had been especially inter-
ested in tales of Zivilyn and the great magic suppos-
edlydiscovered there. And when he noticed that this

Hma i, v dacideds clim a8 io pmpe.\y Y He
felt the moon would be a much better place from
which 10 Srady Zuilye and fo ind the sores of this
sumored greal magic.
Gray has been on his moon for nearly seven years
he h
for himself through stone e spells and other
magic, and he has established spies, guardians, and
various “employees” across the planets via his

threat to his home and believes they are here to find
this great maglc before he can. The few exceptions
arefastaling merchants who can convircs the

ard they are on his moon t col ems,
new spells, or constructed s help serve ot

adventurers who have
tried to discover what keeps Gray on this moon have
to date been successfully run off—without fatalities.
Gray has rio desire to kill those who do not physiclly
threaten him.

The wizard magically spies on the boulders of Zivi-

“What can we give our gnome brothers? Our hearts?
Our friendship? Our knowiedge? All of these, for
ings and more in return.””
—Sebrethat, revered dracon kaba

they offer these !




Iyn, convinced that some day from his moon posi-
tlon he will find 2 trace of this powerful magic,

ryasdust Adda
n: Chief Port Overseer, Moon of Hiddukel

A retired farmer, and one of the first settlers on
this moon, Dryasdust voll the post of
chief port overseer when he got too old to keep up
his farm.

Dow 66 the human s retained i eon wits and
shrewd sense for bus crew maintains the
three ports eficlently. Each port, under Dryasdusts

directions, has a flower garden filied with glgantic
blooms Al femle visitors to the por ae cated to
afree

Each port lso has @ farmers’ market which falls
under Dryasdust’s directions. He keeps the farmers
who sell at the port cooperative and amiable to Visi-
tors.

Dryasdust has o plans o leate the moon, which
he has come to think o espite the govern-
rent: he comsiders himeelf In charge of the worl
The members of the government, respecting Dryas-
dust's years and wisdom, rarely correct him.

Name: Orotund Locofor
Oacupationt Mining Foreman, Majere
STR 8

cuerf and o priest of Reonx. Orotund came |
the postion o mining foreman when he suc
cesstaly, and. peacelully. settied  dispute among

striking miners. The factions quickly ap-
ponted him ahe arbites,  job Which 500 grew info
the foreman position. Orotund is happy with s job,
25 he fecls it is Reorx's will that he keep the peace on
et e found world

of his great negotiting sils, Orotund is
ofton cated uponvo baricr with speljom
Chemis ana aiventorers, The dwert priest
Known for maling deals that sstify both sides

Orotund enjoys mesting wi strangers, even
eives (elves are also Reorx's r‘raalures\ and he loves
to alk fo sdveaturers a great
deep desire to e aciites on
moons of Zi \Iyn o5 well s the other worlds in the

phere. He is especially intercsted in news about
happenings on the planet of Reorx. He hopes to re-
um o Reon one day,where h assumes he can
quire a position of similar importance.

Player S maciorswho meetwith Oretud find him
talkative, warm, and genuinely interested in their ac-
tivities. The dwarf is quick to cast curative spells on
any injured or sick visitors, [n exchange, he asks
them to make 2 donation to a worthy cause in
Reorx's name,

“Dishes. Plates. They're okay. But we have to find a way to fashion
weapons out of the lava.”

—frustrated giff fighter




Nehzmyth
Ovoid earth body
<

2 tuns

None

14 hours

900 days

LYSiS: Neogi, umber hulks (vodyanoi)

DISTANCE/TIME FROM:
he Sun 900 miltion miles

lays)
Sirion 870 milton o 930 milion miles
8.7 t0 9.3 days)

ReorX 850 million to 950 mmmr\ miles
8.5 10 9.5 days)

Krynn 400 millon to 1,000 'mmun miles.
jays)

Chislev 500 millon to 1,200 million miled
1o 12 deys)

Zivilyn 300 eflen o 1,500 million milss
5 days)

Stellar flonds 1,100 million o 2,900 s es
¢

11029 days)

The Vanishing Planet Nehamyth, as it s often called,
arely seen from the face of Krynn, Reorx, o
on—even f the observer s using magic 10 sug
ment hi

Because the. ‘world’s orbit takes It on an unusual

tyn ond at times from the Stellar sands.
Nehzmyth's course takes it behind and through a
phenomenon called black clouds. During these
Times the pianet seems to vanish, only 10 reappear
in a different position in the sky. While

the planet is actually on a steady course, those who
have been watching it are certain it leaves the sphere
for a time. Mages, however, speculate that the world

isaliving entity and not a planet at all. They surmise
that this Immense being has spellcasting abilities
end is abe to make lself iuisle, fust o3 o mage
would cast invisibility
Who were curious enaugh 1o
crews to visit Nehzmyth were disappoinied—none of
the ships returned
no survivors have returned from
Nehzmyth—at Jeast no sutvivors that wizards on
Reorx and Krynn are aware of—and because of the
dark, sinister pature of the planet,itis considered ta-
Of course, that doesn't stop the overly curious
Winards from atempting to sery o the world or to
secretly hire adventurers to go ther
T truth, no explorers who have ventured to Nehz-
myth have survived. They either perished at the
claws of aquatic umber hulks or at the fangs of the
world's giant reptiles, or they were captured and
worked to deatl by ncogl duelling onthe world:
concern to the residents of
the Stellar 5ians, as some of tham have e 10
suspect the nature of the planets’ evil occupants.

Climate: Nehzmyth is a harsh, dismal world, cov-
ered hom pole to pole by  fetid swamp. The plants
are n 5 thick as those on the world of Chislev:
Rowever, il light gets through the thick eloud cov.
er that blankets the planet etation is there

fore shades of black and dark greens, and all of it is
draped in heavy, silmy mosses. Néhzmyth's plants
thrive in the mucky darkness, and some of them are

the world. These great plants walk about the world
using their snakelike roots for propulsion,
yth has seasons, but these are more a func:

y
clouds, the planet experiences summer, as the
from the clouds reses e plancts \emperature to ot
‘most unbearable degrees. Still, the plants and reptiles

re abie to survive this heat. I fact, i is during this

time that the plants enjoy their greatest g
Season——some éven producing trt bt adible it

As the planet moves out of the black clouds, the

“The ribbons link the istands, like our hands link our peoples.
e ribbons cannot be broken, nor can the spirits

e gnomes and dracons.”
—Widdlefinger Leveret lll, first gnome ambassador to the dracon




heat drops. Stlil, the temperature remains just warm
in Insect
Sppest i abuarce during this e, thelf rumbers
S0 great that they appear as fog above the boggy wa
ter. Just before the world s ready to move into th
black clouds again, the Insect population is o s
height; the bugs have bx own to completely
strip o egwnt Cecs n thei feeding frenzy. Howeven

heat within the cloud. Entering the cloud sigaifi
cantly reduces the insect population.

Ermerging from the cioud starts the planet’s cycle
all over again.

Water on fNehzmyth is abundant, though there are
no distinct bodies large enough to be classed as

ceans. Most water soaks into the land, making the

surface a giant bog. However, there are large and nu:
merous chains o lakes strung across swampy frmo
ment. These lakes are home to the planet’s most
Totocious pradators, vedyanos (aquatic. amber
hulks).

Prominient Land Features: The planet's major fea-
ture is its vast network of underground caves and
tunnels. Whether natural or made by previous inhal
itants, the tunnels seem to be found in both hemi-
spheres, reaching even to the poles. The caverns are
e the swamps overhead.

constant temperature year-round,
change in seasons created by the black clouds.

Scattered amid the tunnels and caverns are under-
ground lakes and streams, which seem connected to
the various chains of lakes on the surface.

Lifestyle: The only organized, Imeligent life on
the pl e arc the massive moss-draped
et (o e oo . These creatares move
slowiy about the planet's surface to explore, to meet
with others of their kind, and to move away frora we:
ter where aguatic umber hulks are sighted.
e swamp treants have a loose form of govern-
et All treants in radius of 200 square milesrec
ant is responsibie for the
ety of s ol o, th king stations members
of s flk n verious ocations toactas scouts
s discover the aquatic umber
hulksror neogl o have come 1o the surface—a
complex series of sounds is used to draw all treants
in the area together, The swamp treants do ot Loler-
ate the presence of neogi on the surface, and they

are willing to fight to keep the “defilers” under-

36 fa, he treants have been successiul
the neogi and the nonaquatic umber hulks from their
temitor Sl the reant
ain on the world.
Toresare potting Something inoheis e b eneath
the swamps.

The neogi and their pet umber hulks dwell in the
caverns and twisting tunnels underground. They
came to this world many years ago, locking for an
outpost rom wich they could attak other ships
and worlds in the system. Finding this world devoid
o humanold or dermihaman e, they landed in heit
deathspiders and began 1o esteblish a base. Soon
they discovered some of the plant life was intelligent
and hostile to them, and their attempts to ill the
treants proved futile.

Still, unwiliing to give up this location, they
searched the planct's surfoce unil they discovered
great caves along Nehzmytir's southem pole. These
v were arge enough For heit shins and led o 8
vest underground network of tunnels nd caverns,

Here, the neogi have made their home and plot the
desttion of pelfamiming merchadts

Through the past few years the neogi have learned to

In general, dweilers on the Steilar islands belleve that visitors
come for just one thing: supposed immartality.

Knowing tha

visitors stay foo long they will be granted

some of the Islands’ powers, the residents act friendly

for the first manth, but gradually get more insistent
newcomers that nothing is going to happen,
s0 it must be time to leave.




strike only when Nehzmyth is in or behind the black
clouds. This keeps the location of their outpost safe
2nd keeps the majority of people in Krynnspace oblivi-
us o the neogi's “permanent” presence in the sphere.

The neogi keep theit umber hulks in chambers un-
derground. Parties of neogi occaslonaily venture
the surface to capture aguatic umber hulks. These
are kept and bred in the underground lakes.

Ports of Call: Nehzmyth has no ports of cali, as its
neagi residents do not desire spelljamming traffic
other than the occasional deathspider that art
bring reinforcements or suppli

e few uninvited spelljameming ships that do land
on the world are quickly captured by the neogi and
toele umber hulk pets—despile ntererence from
the swamp treants, The captured crews serve the
neogt as slaves i thelr undéraround bose.

Resources/Trade: Nehzmyth is rich in resources,
some of which the neogi are only now starting to rec-
cgrise. Thewates tht s the aboveground and un
derground lakes s is pure and delicious,
Tevitalizing al thase whe annk it. The neogi have
discovered that drinking the y one-third
the amount of time normnlly hecded to estaher e
ertion. In addition, they have learned that the vo-
dyanol who live in the water have maximum hit
points. Since drinking the water has not added Lo the
neogi's own hit points, they surmise that one must
be bom and live in the water to enjoy the hit point
benefit.

Further, the neogi have discovered that several of

Important NPCs

leogi Outpost Leader

coN: 12

Tarassis was in the first ship that landed on Nehz-

myth, At that time he was only a scout for the neogi;
during the past several years he rose in importance,
and when the previous neogi leaders returned to
their home, he was given the mantel of leader.
k of Nehzmyth as his
¢ warm temperatures and deep ca-
verns feel comfortable to him. Further, he realizes he
would not enjoy a leadership position at a larger
neogi base.

He is a cautious but sly leader, intending to one
day make this outpost the most powerful and impor.
tant under neogi control. He intends to do this
through careful, controlled growth

o this end, he is watchful that the neogi under
Him do not destioy (06 many merchant shike ihin
the Krynn sphere. To much attention to a
neogi presence in Krynnspace could spell the out.
post's downfall. Tarassis is well awart that there are
great adventurers in Krynnspace, particularly on the
planets Krynn and Reorx, and he has no desire to
turn theit wrath on his outpost.

medicinal purposes. By experimenting with human
ieog! learned that some varieties of moss
e S poison and neutralize poison potions,
while others—if chewed before imbibing & pofson—
neutralize the effects of any poisons consumed dur-
ing the next several hours.

The neog!leader hes placed o pricrty on explor:
ing the planet’s surface to collect various mosses
and plants, However, & way to delsat the lving trees
must first be discovered.

myth is behind the black clouds, and never to take
more than three ships a

ajor strike upon
It To aid 1 this Goal, he' has cstabiished & tiade
agreement with the mindflayers on the planet Reorx.
By trading Nehzmyth moss for information and gold
(which can be used to bribe pirates for further inf
Mtion), b Is certan the neadf <an loar e sarious
planets’ defenses and weaknesses.

“Dark they are, and challenging. | must know what is inside them!

ets, to be

Valuables perhaps!’
Omer the Foolish




many years
gainst Reorx and
Ky,
forces and line his coffers with the booty of captured
spelommers and thei crews.

ssis does not fear the Krynnspace gods,

will prevent the neo;
the sphere. Tarassis views the Krynn deities as
Wealer-eise they would have put an &nd to this out
post years ago.

Nome: P
Occupa!\nw Neogi Captain
18

R
DEX: ‘14
CHA: 11
WIS: 12
CON: 16

The young neogi, who is shrewd and confide
battle, feads most of the raids against spelljzmming
merchant ships in this sphere.

tll, he is ot satisfied with the occosional raids
and the "hands off” attitude Taressis has ordered
with regard 1o Krynn and Reorx. The young captai
vama s Soor o she heorts of o recdente In
Krynnspace and make them aware of the neogi pres-
ence and base.

for, Tarssis's rationsle and explanatlons have

kept Pule In check. However, if something were (o
happen to the neog leader, Pl s certain the neog!
outpost would soon adopt new tactics and a
leader.

Name: Xctrgh
Qccupation: teant i
G AC 03 MV 12: HD 12, hps 76; THACO 9 #AT

A 446, MR 0%

Xctrgh, like other treants on the world of Nehz
myth, can never be surprised. Therefore, he and his
Jind never fal for the aneak attacks the neogi con

tinue to attempt.
The great king detests the spider-creatures, sens-
p-sceded evil that could corrupt the

To prevent such a thing from happening, Xctrgh
has declered a personal war against the neogi and
thelr umber hulk. pets. The king has established a
network of trcant lookouts who notify thers of their
ind when a neagi presence is spotted above ground.

While the treants have been able to drive the neogi
back into their caverns, Xctrgh knows this is rot the
way to ultimately deal with the malicious creatures.
Though his people cannot enter the caverns and ef-
fectively take the war to the neogi, he knows there
are other races who cay

The king is aware that others have landed on Nehz-
t. Gnfortu

ppen again. He hopes that the next group
of outsiders 16 land wil fall under the protection of

inform the outsiders
about the threat of the neogi and encourage them to
bring forces that will send the spider-creatures away
for good.

Protect the worlds, we will! For none are more up to the task than
my fabled Star Knights! Those with evil intents quake in our

presence!”

—Dante Lionmane
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Stellar Islands
Asteroid cluster

A
10 rounds
None.

Various
1.314 days

ANALYSIS: Giff, dracons, gnomes, grom-

marm, spacesea giants

DISTANCE/TIME FROM:
The Sun 2,000 million miles
days)

1,970 million to 2,030 million miles
(197 10 20.3 days)

Reorx 1,950 million to 2 950 millon miles
0.5 days)

Krynn 1,900 milfion to 2, mo mv”mn miles
21 days)
Chislev 1,700 million t0 2,300 mHhcn miles
ys)
Zwilyn 1,400 milion to 2,600 million miles
14 t0 26 days)
Nehzmyth 1,100 million to 2,900 miliion miles

(111029 days)

Overview: The Stellor Isiands, the seventh “world”
from the Sun, include five oasis asteroids, cach 100
t0 400 miles across, that ere called islands by their
inhabitants. There are many smaller asteroids in the
cluster, none of which is larger than a mile across,
ang none of which is inhabted.

The Stellar Islands are connected by glowing rib-
Do enchanted waikwaye consirusicd by & gnom-
ish wizard decades ago. The wizard is long dead, and
one of s predecessors has been able 1 recreate
the phenomenon. These magical pathways that link
the islands have withstood time, collisions with
smaler asteroids, and piraes’ aitempts to destroy
therm. The varous races which callthe slands home
Use the ibbons o travel bac th

“The lslands' Inhabitants include a community of
neutral good giff. & nomadic group of gnomes and

dracons, scatcered grommarns, and a colony of spa-
cesea giants. The various peoples get along well, of-
ten meeting for week-long festivals where the
cultures share their foods, customs, and tal tales.

Visitors to the islands at one time believed the
farge astoroids e inked and were broken apart by
colliding with a huge asteroid or plan
cecupans disagrec They are cortam iha ate e
Rave ahways beon diserect ontitics, but were leiess
until their course took them through Krynnspace.
They are certein the Sun captured the aster
many decades ago and breathed lfe nto then. An
since that s havs clcled the Sun
5 e he other worids i the sphor

The tslands’ ihabitants slso know she magical se
cret of the five asteroids—a secret that Is not shared
with travelers. Only those who choose to make per-
manent homes, o7 those who accidently Gteeovet he

of the asteroids, learn the power in

< he Stellar Isiands boast tropical climes.
Each u‘t)mnw}nr‘slandsh lakes, tropical forests,

-ady annual rains, and coo! breezes. The soil s fer-
tile, and lush, thick Jeaved, edible plants grow every-
where.

he islands do not have true seasons (the tempera-
ture Is constant year-round). The only change noted
by the occupants is in the rainfall. The closer the is-
lands are to the pianet Nehzmyth, the more it rains.
And the rainfall seems to correspond exactly to the
‘millions of e two are apart. For example,
When Nehzmyth is 1,100 railion miles from the is
lands, average rainfail is 1.1 inches that week. When
the two are 2,900 million miles apart, the average
weekly rainfall is close to 3 inches. rm residerts of
the Stellar Islands use the rai estimate where
the planet Nehamyth is at any given time.

Nearly all of the islands’ animals are nocturnal.
The only exceptions are bright-plumed birds. The
arimals move about at night when It is cooler, and

ave zcute infravision, allowing them to
80'in the darkness. During the warm days
they slecp, hidden by the isiands' foliage.

I have the best cloaks in all of this sphere. I'm mniiaem there are

several in your size. And the price is certainly fai
— Al

ry one on.’

. Do t
flo Green of The Caravan




Prominent Land Features: The argest of the Stel
o. Almost daly ¢
erupts, sending a lava flow down its sides. Fortu-
nately for the islands’ inhabitants, ine eruption are
not excessive, and the Java flows stop Just short of
the tropical forests that surround the voicano. As the
lova cools, and while It s sl maleable, it s gt
ered up by island inhabitants and poured into molds,
forming Zoking uionsil, plates, and works of rt.
emaining four inhabited isiands each have
mﬂgr nificent, tall waterfalls. Water rushes down into
pools at the falls' bases, creating dazzling rainbow ef
fects. Visitors looking upon these falis for the first
time st successiuly save vs.spel o be mesmer-
ized for 2410 roun

tyle: The communities of Steilar Islend in
abitanta have shefy own foris o Usu

that would be linked to the ribbon walkways. How.

ever, the island ichabitants have firmly vetced this
ile they

they want to lim

formal spelljamming port would inc:

their home.

ase traffic to

Resources/Trade: Despite the primitive nature of
the islands, they have many resources. The water
from the falls is pure and sweet. [t s sought after by
clerics elsewhere in the sphere, as the oly water
made from it Is very potent (inflicting double d
2ge to undead, compared to normal Aaly water), Fur-
ther, wizards seek the islands’ nocturral animals for
use as spell components. The eyes of these creatures
Used in potions and spells that cause dark-
ness, grant people clairuoyance, and extend vision,

ol the oldest o the Srongeat 15 in charge of a
group. However, in some instances a cleric or wizard
isthe leacer solgly becouse ofthe magic ot that per-
son's command. The leaders meet at festivals twice a
year to discuss their most pressing concerns, includ.
ing the amount of spelljamming traffic, any influx of
residents, the location of the planet Nehzmyth, and
other occurrences which could affect life on the is-
lands,

The llands’ permaners, residents are oll goodly
siigned, and s of the leaders end to be lawful
good. The communities’ clerics cast spells to discov-
o alignments and intentions of visitors. New-
comers with evil alignments are quickly sent off the
world or killed.

Ports of Call: There are no formal spelljammer
ports on the Steliar [slands. However, ships can land
on each islend to trade with the inhabitants and to
explor, though island natives y o discourage the
1. Most vesseis that land are capable of landing
o wter Thase tand 1o lorge pools a the
bases of the weterfall. Because the ground i
densely covered egeration, it i< iult for
ships o find 2 Suficlenty large clearin
jealthy merchants heve proposed building a port

and works of ait made (rom herdened lava. The

gi
Tnands good pices at ports on Ky, Reark, and on
some of the moons of Zivilyn.

The inhabitants of the Stellar slands trade for and
purchase food and items of clothing. However, gi
are quick to collect weapons and anything resern
bling a medal or award. Gnomes are interested in
broken objacts which they can fix of merge together
to areate new devices.

Secret of the Islands: The Inhabitants of the
Stahar iands ke het horma 1o the e of good.
ness;” the thumb being the island with the volcano
and the fingers being the inhabited asteroids.

Al good creatures-—whether they be gnornes. o
or any other race—who stay on the island for more
Than three months reul:ze the magical benefits of the
land. These goodly
T i potrts or thet evel of
ampie, a third-level cleric gains ail 24 possible hit
points. Any Constitution: bonuses extend a charac:
ter's hit points even fusther,

The islands' residents are also free from disease,
have Constitution scores from 14 to 19, and gener.
ally enjoy good healt

“Cloaks? You can buy them anywhere. But my goods are rare and
wonderful. Magical harse and griffin barding are my specialties.

tyou take a look?
Sylvan Silvermoon of The Caravan




Stellar Islanders believe these benefits occur be-
cause their land remains unsuilied by evil. And they
intend to keep the land pure to retain the benefits.
Explorers who have accidently discovered the ma
cal effects (which sometimes stay with them after
Jeaving the islands), believe the water from the falls
has magical qualities that contribute to the resi-
dents' good health

Important NPCs

Hirci Hipshot
Giff Governor

Hirci, a middle-aged gif fighter, was voted the
governor of his small community several years ago,
The solemn giff enioys hol

, who came here on a galleon and enjoyed
1t 0 much they stayed; have turned the gallean o
the governor's home. Hirci enjoys his spaciol

kces 1t a polnt to have frequent dinners there

through the rest of the sphere—it has been
over a decade since he strayed from the islands—but
with bis position of responsibility he knows that this
is not possible.

When Fure Is aware of spellamming vishors, he
makes it a point to meet with them and to Lo see
their weapons. A collector of fine swords, d
aces, and anything clee revemiling o weapon, Hi-
el s quick to purchase additons to his colleciion

Further, he wants to be regaled with tales of other
werlds ~especially if those storiesInvolve the use or
collection

PCs visiting with Hirci ind bim overly frendly for
a giif and a litle formal. The giff refers to people of
all races as “sir” and “madam.”

fame; Ghoom Venatic
Occupation: Grommar Leader
SR 15

INT 16
DEX: 18
CHA: 14
ws: 18

oN: 18

Ghoom, 2 10th-level grommam cleric, is the
youngest gromman to hold the title of leader in the
past 100 years, He dresses in garish, bright-colored
Ciothes. L his rethear, he communicarss primar.
ily through gestures and sign langdage. Unlike his
brethren, he avoids using the accompenying hools.
eams, and grunts. Ghoom does not consider tae
Righ pithed bellows aceeptable to other races, and
therefore he has esolved {0 use only sign anguage
una to speak Common and Gnomish, which he
0om loves his Stellar Island home. The g
marms came to the isiand because they crashed in a
spelamming ship efited from human deslgn, The
rescuing grommam ship also stayed, finding the is
1ands eighutul. Ghoom 1 descended from the 766

ers.
“The Gromman leader is protective—of his people
and of the land. He patrols his island home to make

“Let me tell you about Reorx. It'll only take a few days.”

—Forge Irongrip




sure no spelljamming trespasse and defile it.
Stil, he I open and courteous to spelljamming
Visitors—if he and other clerics determine that the
visory matives and signments e g

own thoughor the sphere, To
e iniied o dine with him is o1 onor and & deaht

MName: Jussive Proudskull
Occupation: Spacesea Giant Chieftain
STR: 2

Jussivé is an elder, one of his race capable of cast-
ing priest spelis. He is the equivalent of & Sth-level
cleric, and he uses his spells to determine the inten
tions of visitors and to improve the iife of his giant
brothers,

Jussive is a passive leader, preaching peace and
nom-interfarenca In the ways of the other Stelar Is-
land residents. He believes the races should live
apart and refate only when necessary. However, he
recognizes that his people enjoy associating witl
other races, especally the grommarn, and so e has
resigned hiraself to the Interaction.

He is contemplative, moody, and prone to med'
tate upon various concerns and happenings. The

acesea giant believes the best way to approzch any
situation is to carefully think it out, look at it from all
angles, and then make a decision. He knows that the
giants beneath his command sometimes tire of his
ways and prefer quick action. However, he knows
that they will abide by his decisions, since they elect-
ed him their leader.

Jussive is the most powerful of the spacesea gi
ants, and the only giant o, the Stellar Islands capa
ble of casting spells. He has used his natural stone
shape and ocko mud splls o sculpt o hnms forthe
gients, And he hag used s sone e
et with the rocks on cach of the Stellar | lslands‘
ryimg 10 lear why the asteroids bemefit “go0d" p

pl through improved hesith.

When spelljamming visitors stop near Jussive’s
people. the chicftain makes it a point to meet every
individual an the ship and ask for a tour of the vessel.
This way, be can make sure the visltors are ot hid-

harrl to is people o to the other -
bants of the roond: O & o sccasions, Jussve
and his band have routed space pirates prclcr‘dv’vg to
be merchants. Those incidents have Jeft the chieftain
less trusting of newcomers.

Name: Eremic Besoom of the Watery Glade
Qceupation: Dracon Kaba, Co-leader of the Steliar

Eremlc was bor on the volcanic Stellar isiand. As
. he gained the respect of his brothers and
lh( n\dmy community of gnomes, The enterprising
nventor who devised molds into
e cooling Java could be poured. The dishes,
utensils, and works of art that came from his molds
soon circulated through al the peoples of th Stellr
Isands,and the gif quickly sdopted his o
B octhen he doacon wra e people 10 become
riendlier and more cuop-mu\'e with the other races
on the island and h merchants and adven-
o amded v o spemammers, His people ap
et i helr ‘eader ond. adepied s
phﬂmuphlcs Selling leva dishes lo merchants, giv
ing adventurers brief Lours of the islands, and be
coming fast fiends with the local gromes end
groms
o Tact, the dracons came to love the gnomes and
the two races formed & Joint community. The
gnomes’ whimsical nature helped complement the
seriousness of the dracons. When the combined
community’s buildings were destroyed several years
ago by an unusually strong eruption of the volcano,

The Singing Sword might be likened to Robin Hood and his Merry
Men, except that the cives and half-elves of the Sword rob from the

rich . . . and keep the booty. They are very likely to invite elf or
haif-elf PCs to join their band







inced both races to begin bout
the islands.

“The ribbon paths are there for a reason. Let us
use them,” he said. And so dracons and gnomes be-

Came ks as the Stallar Nomads, dnder the direc.
tion of Eremic and his gnome co-leader, these
nomads move from island to island, never living in
one spot for more than a few months. Eremic be-
lieves there is so much to see that it is pointless to
stay in one place and miss it al

Spellamming visiors who encounter Eremic ind
n kaba feels

Tham in detail how the gnormes and dracons came to
be one people.

e dracon kaba is one of several people on the
islands who susect & neogs presence on Nenamyth.
e watches the planct carefully (6 make sure these
evil creatures do not threaten his own world

Name: Croakumshire Prosopolrithy TarivhaTenguam
Occupaion; Grorme Prcst, Caeader of the Steler
SR g
INT 15
DEX: 18
CHA: 16
wis 18
ON: 18

Croakumshire is a semlretired gnome inventor-
tumed-priest. He came to the Stallar slands soveral
chant

squidship. Quickly joining up
gnome community, he impressed them with his elab-
orale inventions—none of which worked.

Siill, bis devices looked the best, and they had the
most whiring noises, fiashing lights, and twirling
appendages. He promptly won the community’s in-
vention contest and was appointed leader. (At the

ing a leader.) Deciding that the heavy responsibility
now on his shoulders left no time for inventions, he

As the Strike’s reputa

passed bis ool on o the younger members of the
munity and took up clerical studies (stll finding

{ime now and then to dabole with gadgets). /\sadek
ic he was certain
people and cure any s hat beset them. OF course,
s pccplc haven't been sick because of the benefits

1 the Stellar Islands, but Croakumetire is
Certain his healing spell will come I handy some

Croakumstire was iniislly apprehensive sbout
Jotning forces with the dracon community and form.-
ing one group. However, the young gnomes were tak-
en in by the creatures’ kindness and odd iooks, and
Croakumshire knew his feclings could ot stand in
ogress. Thtough the pastfow years he
come very good friends with Eremic, and
oo now ey dowhis life in defense of the dracon.

he two have rable companions,
and they often spend houn in conference over even
minor decisions. The gnome now cannot imagine
Tife without the presenca of  the lawful good dracons.

spite his years—and cautious. The old gnome, like
others In the Steliar Islands, is wary of newcomers,

n spreads throughout Krynnspace,

it s likely that punitive expeditions will be mounted—most
likely in the form of innocent-looking galleons with hidden

powers and weapons. The hiring of medium-

evel PCs for a

supposed trade ship could lead to some onboard mysteries
and a final encounter with the Strike.




T he blsck clouds that hang in the outer reachis of
the Krynnspace sphere are invisible against the
blackness of the sky. Only the light of the stars
passes through them. These clouds ere In some re-
spects the opposite of the clouds of freczing vapor
that are found ciseuhere in the sphere. The bizc
clouds are boiling to the touch and have been the
doorn of many speulammmg Ships that footishly
passed through them
The clouds form a choppy ring occupying the
same space as the planct Nehzoyth's orbit, making
that world seem to disappear al times. Unlike the
be seen through the

Jou
belleve thls is because the stars are magical, the
souls of heroes, and their light Is strong enough to
penetsate the v darkness. Ticy beieve therenoth
cal ot heroic sbout Nehzmyth, and o it Is

obseured by the

e clots contam the essence ot
demibumens who died n widspace, Uike a powertal

magnet, t

ispac
Fle souls logether So dark were the heores
dead that the area clouded over, becoming as black
as their once-beating hearts. Through the decades
the clouds have grown, as the number of evil humans
ond deralhumens who died in widspace hes in

areased. The clerics who are aware of the existence
Chtne cloids Sl o hot know the rae nature of the
phenomenon, and they are unaware that the sub.
stance has grown in size. However, they experience a
sense of foreboding when they ponder the dark as
tronoralcal body,

Trows o0 speljaroning ships passing near the
clouds have claimed to hear cries of pain and terror
Goming from the darkness. Others have repcma se

ome closer tha

embrace:” Sull others, cspecially goodahgmd e
ics, have felt an oppressive forc
weikens them While hey re within o fev mencred
miles of the clouds,

pelljamming ships are able to pass Into the
clouds unhatmed. However, any crow mombets whe
attempt to touch the cloud or lean over the deck

uickly suffer il effects. The clouds are st
ach them is like dipping your hand in 2

o boting wter Al haraciers Soming imha contact
with the cloud suffer 2d4 points of damage each
tumn. Further, neutral and evil characters who die in
the clouds are consumed by the blackness,No trace
ofther bodies can be found. acters slain

y the clouds are sl dead, but thelt bodies remain
Hommg in the blackness.

Desplethe heat,no damage i doneto nanisaate
objec

Winen o ship has fully entered a cloud, al thet
those on deck can sec is blackness. The stars vanish,
25 does everylhing else that wes In sght moments

e. The effect is similer to

with o gt soutce. Only he most il or spell
jamming crews can pass through the clouds without
becoming disorceted and lost, emerging sometire
later in a different location in wildspacs

'A handlul of speljamming crews have learned

the wildspace on the other side. The:
crews have determined that magic weapons and holy
water seem to push the cloud back in places. The at

tacks seem to do no permanent damage to the black-
ness, but they keep it at bay and help crews find their
way through the dark entity.

The most unsettling effect of the clouds becomes
noticeable after spelljammi /s emerge on the
other side. [t seems they have o recollection of the
astral body or of moving through it. It was as If the
clouds themseives wiped out the travelers’ knowl
edge of them.

tion of a cloud and bring it back to a planet for study.
Only one recorded attempt was successful. A wizard

e the cloud o enter. A portion of the blackness did
indeed enter the flsk, Friends of this

abin below decks, the ﬂaskopencd
e ‘covering bis face and
hands. The flaskc’s cork was nearly dissolved, as if it
hiad been immersed In strong acid.

“To challenge my beloved dagger would result in your death and

our financial pro

f course, feel free to try. | wouldn’t want to

discourage you.”
—Blackheart of The Strike




i Spaccianing]

W i there are hundreds of companies operating
in this sphere, these are the most prominent
and successful—and the ones most likely to provide
id, adventure, and challenge for PCs. Of course, not
all of these groups are friendly to strangers.

Keep in ming that speljamming e not commen
knowledge on Krynn, so contacts with these com-
panles on thet WONd Should be limited to Ansalon's
or Taladas’ p

e tolowing nformation reveals sach company's
motivations and major characters. Spells available
o the cheracters are il up to the DM, Spellcasting
Individuals in the companies are sure to carty both
damaging and protective magic

Star Knights

This small but powerful company primarily patrols
the wildspace about Krynn and Reor, sworn to pro-
tectthe inabitants of those wor 1ds.
mpany was formed nearly a decade ago by

2 reirad Kitaht of Solamnio, Dante Lionmane, who
discovered the Joys of speljamiming while visiting
frends ot Ansalon's port. Dante,then 65 t the
soid all of his possessions, save his arm nd word,
2l nsed the mondy (o purchase « dragonty spel
Jamming ship. Gathering a small group of warrlors,

night formed the Star Knights and has been
ing wildspace ever since. e has concentrated
the companys afforts or. Krynn and Reorx, as itie
easier for the dragonfly and crew to cover a limi
territory.

‘Although now 75, Dante stil remains as head of
the company—which currently conststs of six add}
tional knightsand one wizard, vhom Dante appoint

ptain. roup finances their
operations thiough contracts to haul passengers be.
tween Reorx and Krynn, and through payments
made by grateful merchants and shipovners

Dante and his Star Knights have been saving a por-
ion of thelr carnings iom passenger transport and

Ieon and expanding the company. The arot
that they can only tacic threats from spelljamming

ships their size o slightly larger, and they would like
£0 expand into a force that can reckon with any size

For the present, however, when the Star Knights
fun: across a threatening ship that they know they
cannot handle, they notify the captains of larger
ships in Ansalon's or Reor<'s ports and ask for their
aid.

The Star Knights are also known for coming to the
aid of damaged ships and transporting any wounded
to Ansaion.

« Dante Lionmane (AL LG), 12thlevel “retired”
Knight of Solamnia, originally from Ansalon. The
years have affected his strength, but not his sharp
mind. Dante possesses the Tollowing atitbutes: ST

X 12, N 18, WS 17, CH 16. He carries
magvrm items about him at all times:
S Seid 42, fong sword +3, and 2 ring

Dente works to keep his small band a close-knit
group-The od knight corsiders cach member onc of
his children, and he is alvays careful to make sure
they remain happy and steadfast in thelr purpose to
keep Krynn and Reorx safe.

He feels at peace In wildspace, and he considers
his dragonfly more of a home than any building he
lived in on Ansalon. e inends to live out his -
maining years on his ship, and has given strict orders

Toba “Buried n the clouds of Feezing vapor when
he dies.

Despite the many successes the Star Kaights have
claimed, and despie the number of foes they have
vanquished, Dente temains a troubled man. t both-
ers him that he and his knights cannot take on ail the

aged knight considers asking for help
weakness. Further, the knight fears he wi
age before the company is able save enough gold to
purchase a galleon.

What's for dinner? Heh heh. Good food ‘cause | like you—spiced

up with natural things. | save my tainted stuff for the enemy.”
—Innokentij Sein of The Strike




« Amaan (AL LG), 10th-level Wizard of the White
Robes. Amaan, a middle-aged human, has the fol-
lowing attributes: ST 15, DX 17, CN 16, IN 17, WS
17, CH 12

Each merchant in the Caravan specializes in a dif-
ferent type of merchandise. This policy allows the
company to maintein peace ond cooperation, The

all times: Bracers
ing, ring of invisibility, wand
of elvenkind, and a st
maan is fiercely loyal to Dante, admiring the
tired Knfght for his comvictons and for his willng.
ness to give up all his earthly possessions in
exchange for the dragonfly. The wizard is also hon-
ored that Dante appointed him captain of the drag-
Amaan that he felt too old

the smartest and wisest in the company. Further, the
etired knight has made it ciear that when he dies the
dragonty will ecome Amacn's poperty.

Amaan has led the company wisely, wanting Dante
to be proud of him. He believes in the Star Knights™
mission to keep Krynn and Reor safe. To this end,
he is forever researching magic that might improve
the dragonfly or s abily 16 defend the ship i
times of trouble.

Crimson Caravan

The Caravan, as the peaples of Reor and Zivilyn's
moons have come to call the company, consists of
three dozen merchants who pooled their wealth and
purchased a very large galleon spelljammer. Fach
merchant has an equal share [n the ship, which has a
cargo capacity of 40 tons. The ship is captained by
one of the Shou Lung explorers who visited Chislev
many yeors ago. The captein works under »contract

Ship, The three dozen mrchanta
erations of the company and it travel routes
Lengthy sessions attended by all of the merchants.
spell out and alter all policies, taxes, and price in-
creases.

The merchants travel from world to worid, dealin
with local shop owners, government pificials and the
Those among the gentral public who want 16 put
chase unusuel or special goods.

aught
of defense AC2, rng o featherfall. - dealing in goods already sssigned to ‘another  the
of magic missiles, boots  company will anks and reim-

Soraca Tornis areof the S

The company regularly stops at ports throughout
Krynnspace, including on the moons of Zivilyn and
at the Stellar Islends. Further, they are veterans of
traveling through Greyspace and Realmspace, and

of the Caravan and their meschandise for sale is Jist
ed below

Goods.
large guard dogs

“otherworld” paintings
silk clothes from Shou

Merchant
Abriai Springer
lin the Fair

Alba the Pure
ung
embroidered cloaks

magical sw
combs & oLher hair care

Arlo Green
Ayame Stormbul.
Bonfilia [kar-Candomut

items
Broc of the Even Deal rare live plants
d

Colby Cobblewoo fin tables, chairs & other
furnishings

Delicia Paine unique wines, ales &
liquors

Drollo Stickyfingers  fine candy

Eamon The Wise exotic frults

Elmerth Sowut exotic nuts
na Sweetsong unique stringed
instruments
Fadil Honesthand silver-inlaid belts

Golden-Eye Smithy
Graziella Glimpse

nonmagical weapons
Sirion sculptures

“'Such a show you will see. The sights will mesmerize you, the
acting will ieave you speechless. You will beg for mor:

— Alphonso the Grand




nt Goods

1b of the White Mountains silk and hemp ropes
Kumar Willowood alchemical powders
Lalage Flutterlips books and nonmagical
scrolis

expensive tunics and hose
thieves' tools & equip-

Magna Windsprinter
Maitland The Quick

ment
gems € jewelry

Melody Ash
Miloud magical daggers
Mugly The Unkempt  dragon scales and other

‘animal parts
antique weapons

Namid Arabesk
] magical scrolls
ume:

MNara Anartomej
Nerd The Awesome
Noga Morninglight traps
Rembyrt Parkyr
Romaric Uthesbyth
Srijan Goodman
Sylvan Silvermoon

old colns

potions, salves, elixirs
pices

magical horse & griffon

. rding
Tynder Flynder

rare birds & small reptiles

Valdemar magical and non-magical
candles

Wermbly H Vatih-Erl boxes and coffers

Yovel Zadornin pipes & tobacco

addition to the merchants, the galleon is home
10 20 2nd-through 4th-level fighters and four 3rd-
and dth-level wizards, who are employed as protec

Crimson Caravan is in port, one half of the fighter
remain on the ship to protect the goods in storag
the other half stey with the merchants, protecting
them and helping to insure that local thieves do not
lighten the merchants’ loads. Because of the occa-
sional turnover in fighters, young adventurers are
sought from time-to-time to add to the merchants’
orce.

When a particularly valuable cargo is being
hauled, or there is news of pirates in the area, the
Crimson Caravan hires additional adventurers as
needed.

An additional three dozen O-level human and
ployees see to the personal needs of
the merchants, perform various duties to keep the
galleon in shape, assist in sailing the vesse, 2nd han
die much of the ship's cargo.

« Ching Teo Ling (AL NG), Bth-level Kensai from
Shou Lung. Ching possesses the following attrib-
utes: ST 1830, DX 18, CN 17, IN 16, WS 17, Ci 15,
He carries the fallowing magical items about him at
all times; ring of protection +2, cloak of proiection
+2, spear +3, and a decanter of endless waler,
Ching was but a youth when he joined with a group
of seasoned adventurers exploring the world of
Chislev. Fascinated by travel in wildspace, the young

Sign with, and off he went agan to discover new crea-
tures, peoples and customs. This travel and study
has helped him leamn a variety of languages, includ-
Ing Dwarvish, Elvish, Gnomish, Lizardman, Mino
taur, 2nd various Common dialects.

He has been captain of the Crimson Caravan's gal

of them, and he relishes the opportunity to fly from
world to world to world. The merchants’ trade route
gives Ching the opportunity to mingle with different
socleties. He is hopeful that the merchants will con-
tinue to appreciate his skilis 25 captain so that when
the time comes to renew his contract in another few
years, the merchants do not hesitate.

Ching loves adventure, the chance to fight an
equal foe and the opporiunity to acquire magic. The
‘Shou Lung native has learned that magic is a power-
Ful tool, and he wants to have as many tools as possi-
ble at his disposal. To that end, he continually
searches for magic that can increase his Armor Class
and improve his ability to deal out damage to those
who threaten the merchants.

What's that you said about a funny-looking lizard? Describe it real
carefully. Don't leave anything out. By the way,
ot

where did you see

—Rohgan of The Gatherers




The Hand of Reorx

Newcomers to Krynnspace are fraquently greeted by
the crew of the Hand, a tradesman spelljarmer oper
ated by 20 dwarves and gnomes originally from the
world Reorx.

‘The tradesman ptrols wildspace just beyond the
Stellar Islands, waiting to meel incoming ships.
When such 2 ship enters the sphere, and the ades
man is nearby, the ship rushes to intercept it
company of the Hand mezns the new ship no iil will,
and is quick o stte ther rlenly ntentions. (How:

e, the crew is equally as quick to avoid neogi ships
and Is contious around squid ships,)
p stops, and is determined to be
friendly, the carves and gnomes of the Hand offer
the other crew food, drink and fellowship. The com-
pany, who introduces themselves as the Hand of

Reorx, offers to regale their new friends with infor-
metion about Kiynnspace-—_If the newcormers b Us-
tena few moments 16 the glorics of ther

THinerant preachers al, the gnomes and dwarves
want nothing more than to convert newcomers to
worshipping Reorx—or at the very least make them
well-disposed toward the god. The dwarves and
gnomes encourage the crew to visit the planet Reorx
and trade with the dwarves and non es
who work in the mines there. If the newcomers treat
the company of the Hand with respect and seem sin.
cerely interested in Reorx, the company offers to cs-
cort the stip within the sphere, making thlr voyage

e Hand of Reorx prides themselves on o being
prefudiced—they are quick to converse with any Kinds
o elves, half.elves, kender, and other races. They treat
those acquaintances with the same respect they offer

Oh, laok what | found under this grimy, slimy, dirty, old rock! It's
that funny fooking lizard you were searching for. It stinks. But here

you go. Hope yourre hapy
L alf e Bold of The Gatherers




: ,J&?@eﬁamm@

oher duarves and gromes, The company bopes that
their actions will eventually wacm their
Dlanet bound brothers on Reor to olhet races

» Forge lrongrlp (AL NG), 2nd-leel fighter origioa)-
Iy from the planet Reorx. The young dwarf
the tollowing atibutes: ST 17, DX 16, CN 18,14 12,
WS 13, CH 18. He carrles the following megical

ms about him at all times: hammer +1, dagger
+1, shield +

Forge coraes from a very wealthy family of suc-
cesful miners. When he died i » mining accident
e family handsomely peid 2 vis-

i he cleric was
iedannto 6 rasing Forgeut not Betora Farges
Spirit met the avatar of Reorx in the great feast hall in
the center of the world.

ung dwarf was awed by the avatar's pres-

ence (and 2 little upset with his family for bringing
hirn back). However, Forge was quick to view the en-
tire ordeal as a message from his god to spread the
word of the glory of Reorx, Forge, clecting not to re
veal information about the feast hall, began preach-
ing about the greatness of Reorx. His charisma and
strong words drew others to bim, and he soon left bis
mining carcer to pursue his preaching full time.
However, it didn't take Forge long to realize that the
dwarves and non-Krynn gnomes of Reorx didn't
2 great deal of conviocing, &3 many of the wor
residents already worshipped t

St fecing aneed o prend the word, Forge con

ced his Family that he must take his crusade to
b worlds Forges Tomly cventually complied
and purchased 2 tradesman from a spelljamming
captain who decided to make Reorx his home. Forge
gathered some of the god's most devout followers,
along with & gnome who could pilot the ship, and
ook on for wildspace.
¢ has been traveling wildspace for the ot

s Jeats and has no Intention of
Raonc masade e el vimaelf captain of the smp
Although there arc other dwarves who are more able
fighters and jeaders on the tradesman, they bow to
his judgment and follow his orders.

s

« Walfrid Hyghseeker (AL NG). 7th-level wizacd,
originally from Reorx. This middle-aged non-Krym
o o piots the tradesman has the following
attributes: ST 8, DX 16, CN 11, IN 16, WS 13, CH 12,
He cerries the following magical items about hirn at
all eness g o protection +2 boots of speed. fur of
warmth, s of speed rea

Tliid Soneiders bmeet & wordhipper of Reors,
but he does ot possess Forge's fervor. In addiion,
Walfid honors iher good aligned Krymn
Even e eoape these bollefs secre, earing f Forge
knew his true thoughts he would be replaced as

helms
Walrid enjoys nothing more thn pilting the
tradesmen. He feels he was born to live in wildspace,

and he wants little else
Tis postton for decades

than to continue

The Singing Sword

The company of the Singing Sword consists of five
dozen elves and hali-elves who have taken to 2 ife of
pirating in wildspace. The mix of pirales includes
fighters, thicves, and wizards, n addition, a few half-
elven cierics are always present to heal any wounded
or sick pirates,

They fly throughout the sphere in a hammetship
that has been redesigned below deck to fit elvish
tastes and Iifestyle. The crew of pirates prefe to at-

system, especally those that appear to be

t merciful, as the
e Sword has ho dasire o i1
the crew or extensively damage the incoming ship.
Killing an entire ship’s crew and damaging the vessel
‘means lessening the traffic in the sphere, which in
turn means less loot to pillage. The pirates of the

The Golden Blade

This company of human explorers from Shou Lung
flies perhaps the most Impressive ship In the sphere.
The group of approximately 50 makes their home

Never will the gads leave us alone. Their puppets are we, their
b

playthings. Always wil

e s0. Yet, it is a blessing they do not
ignore u:

—Lamthatort the Seventh, haif-elf scholar




upon thelr vehicle, an impressive dragonship. Both
the vehicié, and the Shou Lung explorers, are called
the Golden Blade.

‘The vessel s in perfect condition, kept that way by
enchantments and the rigorous work of her cre
The deep red hull of the “dragon” part of the ship is
50 polished that it reflects the light of the stars and

s the vessel difficult to see as it approaches.
‘The ship's sails are megically-strengthened gossa-
mer, through which the stars and other wildspace
bodies can be seen and which help cloak the vessel
until it nears. T decks are painted an cbony black
and edged wi

Player macieres Seeing this shp for the st time
must save vs. poralyzation of gepe i wonder,
struck by its sleek design and beauty, for Sk roums
before they can take any action

Thecrew o the dragonzhip views cther cactions

have been knos

with the Crimsan Caravan, It has regular orders with

corne good Friends, and they share news about ships
entering and leaving wildspace, rumors of pirates,
and updates on various spelljamming poris politics.
The co mpery’s currert mision s to unovel the
secrets of the vanishing world Nehzmyth. The disap-
pearing world has botbered the Golden Blade's cap.
taln for quite some time, and he has decided he must
leam where the planet goes, even If that means iand-
ing on the planet and following its course that way.
However, while his crew goes aiong with his decision,
they ace not so sure that is a good idea. For the
resent, they have convinced the captain to follow
the plaret from a distance.

¢Dao Ming (AL NG). thlevel Bushi, capten of the

fly the ship s and jows
hang wide o
"The Gorden Blade has served as home and vehicle

for this collection of

several yers. Following n the footsteps of the Shou
Lung explorers who visited C the Golden
Blade company has decided to )mldy and map every
world and widspace body they come across. The
pany realizes their return to Shou Lung In their
Tfetime s miikaly, 24 there are simply oo many
things to see and explor
Player characters encount
them frlendly, generous, and i
end of PC adventurers Zould find themmsehves in
the ship as it
1y stop. The Show Ling people, while netiona
have no qualms about associating with adventurers
of other races. Further, if the PCs distinguish then.
selves, they could be asked to join the Golden Blade.
The company keeps itself in top condition, too.

ving this company

k new fighting
styles or new spells from people of other cultures.

o it 14, WS 14, CH 17. He carries
and wears these magic items al all times: Kat
+3, flatbox, ring of water walking, ring of protection
+2, and a portable cane.

The Shou Lung captain is filled with a need to
know more—more about other worlds, other cul-
tures, new creatures, different religions. He believes
he has fallen in love with the unknown, and he has
devoted his life Lo exploring. He knows that the ma-
jority of the crew share his same sense of wonder and
determination.

Ming also has a desire to add other races to his
crew so the Shou Lung explorer: sely ex-
posed Lo other cultures. Whenever the Golden Blade

himents, looking for just
the right human or demitumen to offer a place on
his ship.

Lately, Ming has needed time to himself—away
from the faces of his Shou Lung crew he has come to
know s0 well. During extended 9 stays In port ing
has been known to take 0e (pui
chased from a Greyhawk saﬂo\) o et cnr
ways of a planet for a week or more—alone. During

A god’s power i increased as the god's worshipers increase and as
their individual devotion is strengthened. To gain power at the
ense of another god, a deity must not only steal away

worshipers, but he must enact plots that prove his power and
increase his followers’ belief in those powers.




these times he meditates, thinks about his home on
Shou Lung, and contemplates his current fixation,
such as his desire to know about Nehzmyth.

The Strike

One of the most feared companies to frequent Kryn-
nspece is the Strike, a band of evil humars and half:
elves who hove made careers of death and
destruction

Flying a Neogi Deathspider, which has been con-
verted on the inside to fit their forms and lifestyles,
the crew of 60 pillages ships within Krynnispace,
stealing all their weaith, takin
leaving the opposing vessel a useless hulk adrift
wildspace.

“The Sirike have concentrated th
Chislev, Zivilyn, and the latte .
Caprain, Dagacy leablood, knows of other ships thet
patrol wildspace elscwhere and could pose a treat
to the strike—or if not a threat themselves, could
et others of the Deathaplder s presence.

Of particular nterest to the Strike are ships which
have ot been seen before in Krymnspace a and ship

e Chisies and Ziiyrrs meone (which coutd
oo s Tl of “trcasure)

flots sbaut

The Strike orchestrates it tack on 5 target ves
sel with all the grece and clegan, 2 well
Tehoarsed donce “Many of the men. ore expert
marksmen with the ship's ballistee and catapult, and
they use these weapons 1o great effect, while the
Strike's spellcasters further weaken the opponent. in
most cases the target ship’s crew is given an opportu
nity to surrender (and in most cases the ships ac-
cept). Thisallows the Strike to pillage the ship and to
tip personsl belongings from member
wi o worry that valuable items are be-
ing dmmved in a continuing battle, When the ship
v has been stripped, the Strike continues
oot one opposing crew member s
ik then guts the inside of the ship,
making sute it can never b e for syl
again, cud lesvesthe bl adrit n space— morbid
traghy for other voyagers to
L araa e Swike doss not attack every ship
captein and crew are
k o torget that
would pose a serious threat to themselves. For ex-
ample, Dagger lceblood is weil aware of the C
B ar s the Gioiden Blade, comparics he would
dearly love to grind into wildspace dust. However, he
knows beiter than to risk his own ship and the lives
of his crew on such a venture.

Still, Dagger watches the movements of these
ships, hoping to one day find them cripplec or the
victim of another attack. When the time 's right he
will strike, and the takings from elther of those ships.
will be glorious.

+ Dagger locbiood (AL NE) 17tleve fghter Dag:
o nciont human who. s physically orly 30
cors old dhs 1o the repeated quaffings of longeviy
potions has the following attributes: ST 19, DX 19,
13,1 16, WS 13, CH 19. His Strength, Dexterity
and Charisma have been boosted magically (at great

i leaping, amulet of proof against
regeneration, ring of
ing, and a necklace of adaptatton.

‘At times Dagger believes he is invincible—it has
been two years since an opponent landed a blow that
caused physical damagel Still, Dagger is too smart
to fight recklessly. His combat strategies are careful-
Iy thoughi out and ruthlessly perforened. s timiog
with sword blows is precise, and his defensive moves
are ogile and sure. In trth, t 1 his long yeors of fe

““The people are learning of gods from other realms. A mixed

blessing. to be sure. We

n gods .

must be careful and continue to honor our
 else another cataclysm could co

—Sinafred Appleton, plleslesx of Mishakal




and workwith swords and varled fighting techniques
that has brought the pi

practices each dey, and he
from the other fighters on board. H

rate to his present skill. He

ger is obsessed—with acquiring more wealth,
with improving the skills of his crew and, above all
else, with improving his own physical condition and
staying young. When he divides the treasure amon
forms of magic that would ex-
or improve his strength or other attrib-

¢ Geva o the Red Hills (AL NE), 13thdove ighter.
2 young haltelf, passesses the fllowing ot
tributes: 5T 19, DX 14,iN 13, WS 12, CH 16.

fights among the low-level figters, is nervous and

hose under him will seck to eliminate
P o place. He does not sieep well, awak.
ening at any creak or groan of wood, and because of
this he is perpetually tired, with dark circles under
his eyes.

Despite s otiguc, he keeps himself i good phys
ical condition, and i freauently found prac
swordplay with Ceva on deck. He is happiest whes
Fahting, especially when the battie 1 on tne deck of
atarget vessel. He lso enjoys his time in port, w
he seeks the most obscure, out-of the-way lodgmg
possible, and spends most of the days in bed, gain-
ing much-needed sleep.

§ Blackheart (AL LE), 12thlevel Wizard ofthe Black
R

cloenking, fong suword +3 (biach dragon slayer), and
three portable hoes.
The first mate of the Deathspider, and unofficially
second-in-command of the Stitke, Geva has the re
spect of the crew. He is evi, but trustworthy as far as

The Strike members are concemed, and he vorksto

acquire her'er entertainment, wine and weapons.
the compan

The young half-lf admices Dagger and fecls an

add sense of obligation to him, as Dagger singled

out the fighter and named him first mate. Geva

», himself in op physical conditlon,

Keep the crew in line and keer 1. Geva

o e
brings. He does not intend to cross paths with his
captain and jeopardize his standing and life.

« Blase Terror (AL CE), Sthilevel fighter. Blase, a
short but musculat human, has the following attrib-
utes: ST 18/90, DX 12, €N 18, IN 12, WS 10, CH 7. He.
carries and wears these magic ftems at all times:
Bronze plate mall +2, two-handed sword +2, ring of
featter fallng,and  gem of realation
Blase, who allained the rank of second m:

through hard work and successhully squcléning

ic detection, wand of fireballs, boots of
cloenkind, two fars of Keoghium's ciniment, 3 brooch

Blackheart, as e <ol harsef, s s bea

I as

and sttempts lo cause pein end terror with the

Like a cat, Blackheart likes to toy with her victims
before ending thelr pitiul Tvea,
Blackheart feigns affection for Dagger, recogniz-

ing that she could do well magically ‘and fnancilly

ancing such an "o
Still, at his side she is respected, and the crew is
‘quick to take orders from her.

She intends to keep up her charade as Dagger’s
mate until she is certain she can best the pirate, At
that time, she intends to kill Dagger and take control
ofthe Stike and the Deathspider. o that nd she
ucing Geva or Blae, but has not
Jet acted on these plan

“Wow! Lookit that!”"

—annonymous.







Sein (AL LE), 8thlevel thief. Innokentij,

hosername means motent; possesses the follow.

ing attributes: ST 13, DX 18, CN 15N 17, WS 11,
He carrles and wears these magic items at all

times: Leather armor +4, short sword of

bing, periapt U/,,)rou/agamsk poisan, boots of balance,

in the culinary arts, is the
Stikes el The middiemged 4 hunan considers b
position one of the safest on the ider, 25 he
Foowe nos i ths crew would ttorp @ kil
the meals he prepares are too delicious. In addition,
the crew knows Innokentij (s an expert poisoner, and

to threaten him would likely bring on their own

Innokentij has made it ciear he desires no other
position than cook and has no aspirations to rise to
the rank of first or second mate. He is content to feed

concoctions find themselves on the edges of swords

hefted by the Strike.

The Dream Spinners

This company is comprised of actors,dancers, sing-
ers, acrobats, clowns, and musicians who travel from
orid to worid displaying their aleotsand pulling in
gold pieces from pleased
The. Dream Shimers, 6 they call themselves,
make their home aboard a colorfully-painted squid-
s, and they lond at ports where there s plenty of
o accommodate their ship. The company is
Comprisad o1 umans, eies, ball e benicr
dwarves, Kyrnn and non-Krynn gnomes, and
seem 1o get along splendidly be.
cause of thelr love for the theater and entertaining
others.

captain is & playwright, whose works have
bmuth tears and standing ovations to crowds on

Reorx, Zivilyn's moons, Toril, Greyhawk, and other
worlds. His dramas seem gritty and real, tugging at
the heartstrings of humans and dem-humans alike.

His plays are aided by illusions and other spells cast
by the stagehands, and the actors are the best of
many worlds. For the young af the Dream
Somners offer comedics, donn scty Ylight songs,
and acrobatic feats to dazzle even the most dour
dwart.

"The group is forever working to Improve thelr
craft. They have been known to spend great amounts
of coin on fabic, gnomish creations, and other items

ey also e
Koown to be hequanted by iates. Orcasmnallyzhe
aiventure's sty on for sy months, caught up by

the wondrous acts

addition to performing for the masses they maks
scheduled stops for royalty. While kings and princes

rove a more stuffy audience, their payment more
than makes up for their tepid enthusiasm.

* Captain Exan Alger (AL NG) O1evel human. He
possesses the following attribute
o 15, WS 14, CH 17 He cores and wenes Shese
magic tems 2t ali times: Ring of protection +3, amu-
fe f ramaic death, end bootsofeniaion

n Alger does everything with flai—from walk-
ing g ot e pellimning ap o stuting across
stage g rections to his actors, He uses grand,
Exagurated gestures w
Gisplays a whirvind of em
ways the center of ateention in any crowd, and he
plays his audince with the expertise of a procticed

“For all his bluster, Evan i a kind man who cares
about the happines:

could attend. The rich could think about something
other than money for a time, the poor could be
caught up in the fantasy and forget their day-to-day
problems. His plays range from heart wrenching dra-
as tinged with bittersweet endings to fulfilling ro
mances where there is not a dry eye in the house at
the end of the curtain call

Latcly. Evan has been glven to writing about ad-

* “Gadget"! You call my creation a ‘gadget’! Don't be insulting! This
work of art can darn your socks, start a campfire, and entertain the
children all at the same time!

ritops Butterwill,

arjo
Chief Inventor on the Llﬂd/cbrdoew:/ymmpuwgcmu




ventures and including swordplay and flashy magic
in his productions. The audience seems to love these
new productions, To find more material, Evan
spends time In port talking with adventurers—some
of whom he hires as extra protection for his ship. He
spends long hours listening to their tales, and then
writes up some of thelr explots (embellshing here

and there to make episodes more dra
e is always on the lookout for new el and s
not above fast:talking 2 starry-eyed adventurer or ad-
venturess nto audioning for His st production
i promises of future stardom to come. Hs mo-

though there are general wizards who have some
illusion spelis. This does not seem enough to Al
phonso, and he s on the lookout for an enterprising
young lilusionist each time the i stope In port. He

e to take on an apprentice (o fominuc 1 5
cial effects he provides for the performances.

The Gatherers

This small company of fighters, clerics, and rogues
is greeted with mixed reactions when they land on
planets in Krynnspace and clsewhere.

liy pure—and if

ot 16 hove talent, he or she 15 nvited 1o join the
company as an apprentice—but he also has an eye
for female beauty, and he has found that including &
local I the production can grealy ncrease the
office. In these cases, 26 et of ad
mitting the local to the cnmpnn

+ Alphonso The Grand (AL Q) 11thlevel ilusior
. The human first mate possesses the
tributes: ST 16, DX 14, CN 17, IN 18, VST G,
He carrics and wears these magic items at all times:

ing of prolection +1, ring of protection +2, cloak of
cloenkind, stalf 3, dagger +3, peart o te sies,

d of wonder
phonso prcvldes special effects for many of

Evan's plays. The aging wizard enjoys nothing more
than using his spels and veniloquism kil a enter
taining audiences. He has found the theater work
more fun, safe, and firancially rewarding than ad-
venturing

Alphonso i loyal to Evan and considers the entire
company his extended family. He spends long hours
watching the actors reheorse, the singers practice,
nd the clowns put on their make-up. He regrets ne
having chosen such o life for himself when he was
younger, Still, he is happy he found Evan and was af-
Torded the opportunity to help the theater business
in some way.

The aging wizard worrics that there are not many
years left in his tired bones. There are no other illu-
sionists among the members of the company, al

“Yellow

the color of bravery—
into the hearts of the enemy. Call me chicken, and

Their aim Js, fish, and
plants from worlds mmuahum various spheres. The

gathered subjects are kept in cages and tanks in the
Gatherers® small galleon and transported to other
worlds where they command good prices. For exam-
ple, the Gatherers collect rare birds from the Isle of
Dragons on iy thee raasport them to the bus

are taken
Gatherers spread coins about in their search for wiid-
life and sometimes pay others to help them capture
animals and collect plants.

Many champion the Gatherers' work, claiming
that the company helps guarantee that various spe-
cies prosper and continue to multiply; for example. a
species of bird threatencd with extinctlon on Krynn
might thrive in the forests of Toril. The Gatherers'

e

them to rare plant
bout ey Macovered spacies Local officiars tond
to support the Gotherers, as their countries profit
from the money the company spreads around.
However, there are small groups who of he
Gatherers’ work and who are becoming increasingly
vocalsbout i They clsm & is wrong o transplant
e to other worlds—even to other

creatures and plants lve in specc ocation for o
and neture shouid not be meddled with.
T ndildvals among them ighiovel druds

ight yellow that will strike fear
Il show you just

how powerful yellow can be!”
—Yazhoo the Yellow




claim the Gatherers could cause the death of entire
species by collecting too many. Further, they fear
that introducing foreign animals end plants to an
other land could harm that Jand through introduc-
Hon of unvanied pests, predators, o dlsease.
ew governments throughout the sphcres are

considerin: laws relating to_the
Gaiherers—either endorsing their work of prohibit
ing it. So far public opinion is leaning toward the
former, as it means a monetary gain for both sides.

In terms of this sphere, the Gatherers can work
largely undetected on Krynn, landing thelr galleon
under cover of the darkness In the waters about the
tropics where a wealth of avian and plant life awat.
1 ths way, the peoples of the lands are kept obl
ous to spelljamming, viewing the galleon as nothing
more than a well-maintained sea-going ship. The few
on the islands who are aware of the company’s spell-
lamming eperations

 stays avay from the port on Ansalon al

Thougn they. sell arimals and plants from ofher
worlds Lhrough merchant-agents. On Reorx, the
Gatherers take no precautions to hide their origins
and purpose. Here, s elsewhere in this and other
spheres, they are met with mixed reactions.

The Gatherers came into being less than a decade
ago. A band of Toril adventurers with their own

Waterdeep. The captain of the galleon, he possesses
the following attributes: ST 18721, DX 12, CN 16, m
15, WS 10, CH 15. He wears and carries the follow

i o5 Bools of lvenkind, ook
racers of defense AC 4, short suord of
5 a0 several bags of holing of vaniovs

e captain solely because he has the
I investment in the galleon. Still, he
leads the group with 2 fair hand, and his wit and judg-
‘ment have netted the Gatherers considerable profits
atJittle risk.
The middle-aged fighter enjoys traveling wild
space, and he relishes visiting various worlds.
hond at heart, the lfestyle of a Qatherer fis i
well. Rohgan, however, realizes the Gatherers may
someday be affected by government laws and
groups of people who oppose the company's collect-
ing. Because of that, he has been saving most of his
carnings. When the lime comes, he ntends Lo selle
n inn or other establishment

e an
on one of his faverite world

« Talf the Bold (AL CN), a 9th-ievel thief. He possess-
es the following atsributes: ST 13, DX 16, CN 14, IN
. Hewearsand carlesthe folloving

ing for adventure. After several expeditions on
Chislev, where all they acquired were bruises and
empty pockets, they decided to collect some of the
exotic looking plants and try to seli them. They were
amaed at how much gold the plants brought, and

ed to Chislev for another load. Expanding
theit operations to other wrlds, the adventurers
quickly Jearned that collecting and selling rare

lants and it i

ing into ruins and dungeons.
ther companies have tried to copy The Gath.
erers”business, ot the adventurers avays manage
de . . . the new competition to try an

et e of work

* Rohgan (AL NG), a 9th-levei fighter originally from

magical items a al simes: Leather
of g spond 1. and begs of hodng
of various sizes.

Talf has only recently discovered the joys of the
Gatherers' work. Originally, the halfling only felt
comfortable prowling ruins, dungeons, and other

places where he could acquire jewelry, gems, and ob-
jects of att. Dirtying his hands carefully uprooting

ship landed on Reon
cious metals the dwarves mined.
pecting dwarves and gnomes often wore pouches
filled with coins and nuggets! Before the company’s
galleon left the port, Tall had greatly lessened the

P alen diseoverad: that sdventurers the Gath:
erers dealt with also carried considerable wealth . . .

this adventure, the PCs may come across magical clues left
Lin des

by the real Mei These clues

nt to the location of

ing.
it are very subtle [since she feared alerting the dragon to
the diary's presence].




weallh just waiting o belong to the greedy hlflng
Talf has now accepted his Iifestyle, and his efforts
e made hit sacond-in comamand of the galleon

¢ Adima the Peg (AL NO). o 10 level clertc from
Greyhawk. Adima, the primary helmsman of the
<hip, possesses the following atiributes: ST 14, D)
14,CN12,IN 13, WS 17,CH11. Hewea:sundcamre
the following magical tems at ol i leg of
5 ace 42, and several bags

L reached 35 summers, is an
accompiished clari for b age, leaning astonish
inaly quicldy under the ttelage of older and wiser
very devout individual, he spends at least
four hours a day In prayer and teditation, and the
remaindet of his waking hours are spent either cap-
turing animals o studying tomes about rare species
He truly belleves that (he leherem work is impor.
tant and helps various of animals and plants
survive and flougish. He eves s deity wants himn
£o do this werl so that the diversty of plants and an
mals spreads throughout the spheres and gro
number.

He Is outgoing and friendly, and he is quick 1o talk
to strangers—especially adventurers—about their
travels and any creatures they might have seen. He
takes extensive notes regarding animals he learns of,
including details of their locations, behavior and
general appearance. Onc others join a conversation
with Adima, he is loathe to let them walk away. He

“Buy my vegetables, that's just fine with me. That's how | make my
living. But try to copy my work? Watch yourself. Me and my friends

don't take kindly to gnomes threatening to put us out of business
—angry Hiddukel farmer




e gods play & major role in activities in

Krynnspace—perhaps more of  role than deities
in other spheres.

oThe Krynn sphee came into being untold years

en the gods from Beyond dwelt in the pres-

.mce o igh God, their father. It was during this

e that Reorx, called the Forging God, struck his

Igpty hammer The sparks became the first stars,

and the spirits that came from the light shed by the
stars became the peopie.

‘The gods were quick to quarrel over possession of
these spirits. The Ali-Szints war resulted when the
good and neutral gods joned to keep the evl gods
from winning. In the end, the spirits were given
o 10 bt words et ke up the plan-
ets in Krynnspace.

Despiic the bellefs of many of the residents of the
planets and asteroids in the sphere, the gods do not
inhabi the worlds named for thern.
€ to influence the sphere as
they always have, thruugh their avatars. Almost

jods’ avatars spend time each
Veat on thert words. Furlher, they use the planets

%
5
3 3
s
g

ere. So

the avatars interact with fhe worlds résidents. For

example, Reorx's avatar occasionally works in the

mines, side by slde with the people who worship him.

the moons of Zivilyn have in recent

‘memory been named for other Krynn gods, there has

been no evidence that those gods’ avatars dwell o
the moons.

One of the latest Instances of the gods thoroughl

nia were cast into disgrace by the common people—
despite the noble knights™ attempts to fight the
unspeakable horrors that walked upon the land.
he gods again Involved themselves in the War of
the Lance that rocked Krynn. Good and evil dragons.
surfaced,thepeople urited,and Takhisis the dragon
queen, was prevented from achieving her goal
rynn, and those.

of the gods’ involvement on Krynn, believe another
catastrophe orchestrated by the gods will soon
plague a planet in the sphere. The people are certain
the gods will never leave them or their worids alone.

The people are righ

The godsof Kynnspace ar foreve scheming. i
marily against each other. However, the gods and
their avatass are not above manipulating the people
of the worlds in the sphere to do their bidding. Some
time in the near future, a Time of Troubles or inci-
dent as great as the Cataclysm or War of the Lance
will again shake their world.

The Gods
Branchala This peutral good god was  companion
1o Habbalcuk before the worlds in Krynnspoc

nspz
created, His music Js more beautiul then anything
that car be ercated by men

iemosh; Cailed the Lord of Undead, this lawful
=vu god I held In esteem by wizards of the Black

5. His worshipers almost alweys dress in shades
of black and gray and wear skull masks to hide thelr
identities. Most of

meddling in the affairs of men was the Cataclysm.
The Kingpriest of Istar called down the ureth of the
ode upon Kyon, he jewe o re. During
his time, the gods disciplined the people for thely
pride. This punishment 100k the. form of o grest
mountain crashing down upon the ground, causing
remendous death and destruction,

Although the land of Solnmnxn was perhaps ieast
affected by the natural disasters, he countryside was
Gevastated by the repercossions of ine Cot taclysm.
The unce»respecled and revered Knights of Solam-

the face of Krynn and other worlds were peaple who
made pacts with Chemosh, They gained power, but
with & price: they now exist in corrupt, decaying
flesh,

Chisev: This newrl god s nature, Able o take
the form of a man or eature, for
that matter—Chislev Is believed to dwellin Zhan, the

roatest o oll ovsts. The gods lven fallovers b
Tieve U in with Chislev Jn this forest when
they pass from their lives on Kryan,

in “The Play’s the Thing,” be sure to include red-herring clues that
point to one of the current members of the crew. Players will be all

t00 eager to believe that the leader of the company has some darlc
secret to hide.




Thhe Godis

i I Gymnspace §

n: A neutral god, Gilean possesses a book
This book is said to store all the
knowledge in all the gods. The god is

Paladine: He Is considered the *Father of Good
and Master of Law." Spokesman for the go
good, he p.erm o s ihe it of b

manifeste
said to live in the night sky near the

the two forces from destroying each other.

Habbakuk: The twin of Kir-Jolith, this neutral
d is honored by sallors and rangers. He espe-
clally watches over animal life and the seas.

Hiddukel: A trader in souls, this chaotic evil delty
is portrayed as a corpuient figure with cold, beady
eyes. His followers believe he is the only god who can
baster with Takhisis and emerge triumphant.

Kiri-Jolith: The war god, he ul good and the
son of Paladine and Mishakal. His S Sy

s of the Red Robes pray to this
god ot meural magm She is the anly daughter of G-

Dome of Creation that makes up all thet is. An cth
real jand of flawless radiance, It is vast and beckons
1o all those who have walked upon its ground.

Reorx: The commander of creation and technolo-
oy throughout Krymnspace, Reor the Forge s anew
tral god. Dwarves and gnomes throughout this
Sohers hold him i the highestestcen. e s consd
ered the fatt
e mamy humnan followers, but Thesé tend to con
sider him a squire to Kiri-Jolinth.

: The lawful evil companion of Tokhisls
is amystery. The peaple of Krynnspace know little of
him, except that he is considered the god of ven.
geance and has been involved in piots that better—
or hinder—Tekhisi

Shinare: She is the neutral god of wealth and in-
dustry, Fovored by dwarves, who view her as a male
deity, Shinare e god of merchants

Majere: This god is favored by monks. Neutral
good in ali 1, he is said to

tamn
for them.

Mishakal: The lawful good goddess of healing, she
is known and revered by good creatures across the
entire panet of Krynn

Morgion: This repulsive neutral evil deity is con:
sidered tbe god of disease, decay, cornuption. and
plague. He rarely acts with the other gods in the
sphere, choosing to foilow his owr agenda. He is sald
to reside in the Bronze Tower that Is Iocated on a bor-
der of the Abyss.

Muitari: One of the least powerful evil gods,
Nuiari s considered the god of evll magic ond
garded highly by wizards of the Bobes. He 1o
e i Btnas of 7eboim and the son o Tt
and Sargonnas.

n: Called the god of flame and natural power,
thia newtral deiy 1 (hought fo bring nature into be.
ing. Shinere is his companion, and they are viewed
&5 a disagreesble couple with quarrels that impact
worlds.

Selinar: The lawful good god o whorn wizards of
the White Robes pray is the son of Paiadine. He
keeps an eye on magic and hose who cast 1.

Takhisis: Queen of Darkness, Queen of Evil Drag-

sort of Sargonnas, Takhvsx: i= known for instgoting
the AllSaints war befor
three Dragon Wars were ko niticted at her direc-
tion. She can take on any form she desires and has
been seen as a five-headed chromatic dragon,

Ice is brittle, yet h:nh. In pla(es itis thicker than the walls that

surround great
Kknowledg

. I'm certain it hides a wealth of
2 ind treasure, perhaps. But breaking « the ice will not be

easy and might require much hea
T mehatore the Seventn, half-lf scholar




im: The chaotic evil Sea Queen is the

emboi
daurhl?r of Takhisis. Considered to be the most
moody and temperamental of the gods, she has wild
emation swings that are sometimes felt across the
faces of worlds.

Zivilyn: Another neutral god, he d to
have ail the wisdom of all the planes. His companion
Is Chislev in her female form, and together, the two.
gods are said to have a perfect blend of understand.
ing, wisdom, and hermony.

Gods From Other Realms

The infiux of spelljamming visitors from other
spheres has brought an awareness of other gods.
For sxample, the presence of explorers fom the
lands of Kara-Tur has awakened interest n the East-
ds of Realmspace and of the philosophies
Draciioed by the Eastern people, Furthir, adwenmin:
ers from Toril have been quick to spread the news of
thelr oun gods, such s Torm Ty Halas and others.
Most of the Krynnspace native
thei g0, taking oy pacaing mieress inthe g
itom other spheres. Still, they listen to the tales of
s with interest, as it seems
terfere as much in the goings-
as do Kryno's g
Spelljamming visitors from other worlds who es-
tablish permanent trade routes with some of the
plancts and moons in the irynn sphere have been

temples to convert followers to thelr deity’s faith and
sid for pellomming ac

Mear the Palanthus spel} Jammsr port on Ansalon,
several of these small temples have been established
above merchants’ shops. Local Krynn clerics are up-
set by the intrusion, but most of them have resolved
10 tolerate the newcomers. Still, some of the clerics
are Irritated that a small percentage of Kryn: natives

ho vislt the port have also been seen visiting these
emples. The focal lricsfea thar should tog man

“Aye, I have heard of a great ship—a magical ves:
r than a dolphin swims in the seas. To

between the worlds eas

Krynn residents stray from the worship of Krynn
9ods, those gods could force another cataclysm

es near the spellamiming port, Some

gued that temples should not be al
owed to orelgn gods. Thess cries have fllen on the
deaf ears of city officials, as the foreign temples pay
taxes and contribute to the economy.

et that swims

have that ship would be to possess a miracle. If you're laoking for
her, count me in.”

—~Etombee the gnome sage
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N orcents sphere took to spelljamming with
such joy as the Krynn gnomes, They embra
the opportunity to travel between worlds, having few.
qualms about leaving theit homes and friends.

The tinker gnomes are fascinated with spelljam-
ming, with the ships, gadgels, and everything else In-
Volved In the process of flying from planet to planet
to moon to astercid. Gnomes on Krynn, Reork, and
other planets who have learned abolt spelljamming
have been known o sell all thelr worldly possessions
for passage on a ship or to be taken on as a
metnber of 8 spelljamming vessel. Sorne have even
resorted o stoving away!

u tinker gnomes have gone so fa as o cigim
hot their Kind belong i the stars—with thei
fmly planied oo the deck of a spelljamn X
Taces of Krynn and Reorx agree, fervently
ithing that o vmker gnomes would find thei way
into wildspacs never find their way hom

Speﬂ]n‘-nmlng Sravel has allowed tinker gnomes to
56t up omesteads or planets in Krynnspace and
ey spherca, The gnomes view thi3 a5  pertec
means (o spread their wealth of Inventions, josiry
ting other races to use their wondrous devices. [n
turn, they can scquite foreign gadets to.add to their
odd machinations

‘Although the majority of gnomes do not have
thelr own ships, there are a few companies of tinkers
who fly vessels of decidedly gnomish make and own-
ership. The captains are usually the gnomes who de-
signed and built the ships. No Lwo gnome ships look
elike, However, observers can often recognize bits
and pleces of other ships—-the wings of a dragonfiy,
the tail of 2 hammership, the masts from a gatleon,
etc., hidden somewhere in the mélange of wood and

ese vessels
are covered with biinking lights, twirling dials. and
levers that go up and down of their own accord.

The most famous tinker gnome ship is the
bidoeverythinputogether, a vessel that laoks Tike its
nane. The captain, detelled below, is considered 2
hero among his people—on the same level as the
roes of the Lance. Of course, this is only as far as tin-
ker gnomes are concerned. Dwarves, kender,

humans, and elves consider the captain little more
tha a junkman.

The ceew of the Liddebidosverythinpulogether sre
scavengers. They comb wildspace Jooking for U
recie ot other spallameners thet hey can havl o
worldond merge together o create another working
vessel. The captain end crew have drearms of build-
e of thesc ships, Humans and ofher dem

w of their plans shudder at the
thoughs, but & fow of them have purchased the
gnomes' odd ships because they couid not afford any.
other kind of spelljammmer.

Narme: Chokablock Axunge
fon: Captain of the Liddlebidoeverythinputo-

10 INT 15
18 WIS 10
12 CHA: 11

Captain Choisablock flies his unusual-looking ship
ing terror in the hearts of

ming vehicles a5 posslbic and to assemble them to-
gether into a massve feet. His crew is unswervingly
Toyal, and they share

R incrant inventor, Chokablock i forever find:
ing new gadgets toadd fo His ship and s alveys e

g more and more back-up devices in case the

first >nvﬂa\ back-ups fail.
mers find him cordial, inquisitive, and
quick to offer 1o sel them devices. He has no reserve
tions about taking on new crew mermbers who share
ideals—even if those crew members are of other
races.

Name: Zindig Dozenfingers
First Mate of the L

togemer
TR 19 INT: 14
EX: 18 WIS 13
COoN: 18 CHA: 16

most famous tinker gnome ship Is the

ki
Liddlebidoeverythinputogether, a vessel that looks like its name.




Also an inventor, Zindig has profited from failed
experiments. By imbibing hair-growth tonics at the
same e ¢ applying ols o tan his sk
nently increased his Strength and Cor
Tortunately, e has never baen abla to dupliats the
procedure. He continues to try, as he is certain a st
cessul ha growthproduct wil make him rich.
faithful to his captain and assists him
ity st malor inventions. S b hopes to be-
come an admired deviser in his own right.

He s responsible for acquiring many of the unusu
ol evers, lals, end other accoutaments that bedeck
ihe devices. A keptomaniac, Zindig has a penchant
{or picking up items that beg to b
ish creations. PCs encountering ndlg later find
their pockets empty and their backpacks lighter.

Name: Marjoritops Butterwili

upation: Chief Inventor on the Liddicbicioevery
thinputogether

STR: 15 17

DEX: 15 15

con: 11 L.

Adult gromes on Reorx and on ports of Keyrn
Ynow wellthe tales of the grea imventions of this
middle-aged former housewlfe. Her creations are
legendary, as most of them work [ullhough frequent:
iy not as Intended). Parents tell their children If h
study hard they might someday be abls to sign on
the Liddibidocverythinputogether and work undet
er directs

Udder Rudder

One of Marjorsirt spel jamining devices, an udder

thevessel and s heawy cable i strung from I, up and

‘over the side of the ship, and connected frequently to

the main mast. By tuning a ‘small knol

the e rudder turns the ship. Consult the fol.

\vwmg um for the result of using the rudder. Use a
10-sid

1410 Result
12 rudder does not work

3 ruddertakes ship in opposite direction as in
tended

47 rudder works exactly as intended

8 rudder makes ship sail in circle:

9 rudder doubles the ship's speed and takes

the ship where intended

10 rudder doubles the ship's speed and takes it
in a 90° course to the right of the intended
path

Masked Mast

This is one of the gnome’s most recent inventions
and relies on the use of a jar of Nolzur's mavelc

lgments and insisble sais (dtailed i the mogical
items section). Many gnomes think Marjor cheated
with this creation, as there are no gadgets, blinking
lights, or whirring sounds. A masked mast kit con-

Marjor, 35 her frends call he
ihis attention. She has wowed to retea f hor s 00
not quit pestering her. Deep down, however, she en-
oys the adulation and ha no. miention of  putting
away her toois. She s concerned about her age, and
worries that sh hefore her great taients are
passed on. To this end, she has been studying poten
tlal apprentices (gnomes, humans, and other demi-
humans) in the hopes of finding that special person
who can eventually fill her shoes.

Some of her most noteworthy devices are present:
«d below.

tions how to use them. First, the gnomes paint their
mast with the pigments, making the mast look like
something (a tree is usually the object of choice)
fext, invisible salls are attached to it. The end result
is  spelljarnming ship that appears {0 have no mast

o sails—just an'object, such s a ree, sprouting
from the decl

Anchor Shocking
Afavorite of the crew of the Liddlebidoeverythinpulo-

Can’t stay long. There's too much we gotta see and do. Been nice
meetin’ ya, though. Maybe we'll see ya on Chislav

—~ zenfingers,
First Mate of the ledlebrdocwIymmpumgether




fhe

Thrlker @rnomes of Kyanspaee

gether, these anchors appear normal and could be
used on sea-going vessels. However, when a knob is
tumed or a button Is pushed somewhere on the an
chor, lights emerge from concealed holes and begin
blinking In tune with music from a music box care-
fully concealed inside the anchor. More expensive
versions of this anchor include varieties that emit a
shower of colorful sparks, twirl seemingly of their
own accord, unfold into different shapes, 2nd make
loud belching nolses. Marjor cautions all sca-going
captains who purchese an anchor shocking that they
should not push the button or turn the lever while the
anchor is underwater. The anchor is not guaranteed
to work while we.

Crow’s Nest

This simple device (simple as far as gnomes are con-
cerned) attracts crows. A normal basket attached to
2 mast, it has secret compartments filled with bits of
dried meat, chegse, and fruit that attract birds
especially crows. The crows flock sround the basket,
smelling the food.

Particularly large flocks of crows have been
Known to dismantle these baskets in short order.

Marjor Insists these crows' nests are invaluable to
seagoing vesseis, as when the captalns arc lost, they
can tell when they near land because of the presence

the nest might attract in wildspace make it o isky 1o
put the basket up while spelljamming.

Wildspace Race Case

This plain-looking box is fllled with everything &

spelljamming captain would need to compete in a

race: sphere maps (which may or may not o him any

good), false maps (to give to competitors so they can
functions In

s being viewed, and a ship's prow omament. This
latter obiect is of decidedly gnomish make—gatish,
colorful, and of questionable taste.

Helm Covers

Although these devices do not make nofse or bilnk,
they are sought after by gnome wizards and clerics
who pilot spelljamming ships. Most often made of
gaudily dyed animel fur decorated with beads and
fringe, these helm covers fit over mast chairs. Intcl-
cate devices beneath the fur raise the temperature of
the helm cover so the chair’s occupant Is Loasty
warm and comfortable.

Wildspace Tinker Gnome
Heroes

As more and more gnomes go into space, tales of
their exploits, accomplishments, and inventions
driftfrom the heart of the sphere to its farthest reach-
5. These are some of the revered gnomes, whose ad-
ventures have become the stuff of legends among
their people.

Name: Nerfhrerter Nanglewobble of the Endless
Yarmtegoc

Occupation: Thief Extreordinary
STR: 12 INT:

DEX: 21 ws: i
CoN: 12 CHA: 3

Nerfhrerter is called the “thief of all thieves”; tales

er than a troll, but it increased his Dexterity to
godlike proportiors n
Steal the socks off anyone—without the victim notic-
ing. Ballads say he has 2n extensive collection of

get

plays assorted tunes, a second compass (which does.
not work but could be used to throw off competl-
tors), an eyeglass that magnifies and minimizes what

Who? What? Why, yo

socks. The {des himself on stealing
the most unusual (or valuable) objects he can find.

y, you—
—overheard frequently in gnome taverns







coN: il CHA: 17

“No gnome be so brave as he

who sails the Wildspace sea.

So claims the opening couplet in the great *Ballad
of Yazhoo The Yellow.” Reported to be & 12th-level
swashbuckler who owns more than 2 dozen magical
swords, gnormish bards claim Yazhoo hes never been
defeated—and never will be.

‘Sailing across the vastness of wildspace in a wasp
converted to match guomish tastes, Yazhoo rights
wrongs done to the downtrodden and mistreated (or
50 the stories go

Yezhoo is truly a talented gnome, with a flair for

Sazhoo The vollow because of his fowing yeilow hair
and beard.

Name: Little Bignom
Qccupation: Fighter o um.eammmm

BB 16
CoN: 14

Bignome got his name because of his size. Reach-
ing four feet tali, he towered above his friends anc
quickly earmed a reputation for being a bully. He also
ad a reputation of trying enything tha remotely
e agieal, Most o s Cxperments worke
his advantage. He acquired a girdle of il P
strength which helped increase his stature as a fight-
e and e obtained a g of g, which he used to
take him <o his foes. However, he aiso quaffed a po-
o of diminuion, which had perraanent cffects.

Now 6 inches tall, Little Bignome still is consid-
eriatocto be lenred Redaining his reat strongth,
and using his ring to fly ke a wasp, he strikes out

i torgets with buzaing fury

18
DEX: 16 WIS 18

A most handsome, wise, intelligent, and robust

nome, Max was indeed blessed. Jt was Reorx who so
biessed him, Max decided when he was but & youth.
And from that day forward, Max worked to horior his

o

Now, well into middle-age, Max books passage on
different >pe\l\amme.s to spread the word of Reorx.
It has been years since he set foot on the planet
Reorx, his home.

Name: Richie of Norman
Occupation: Scholar
STR: 9

15
DEX: 16 WIS 17
CoN: 13 CHA: 14

As lnqulsmve a gnome as could ever be mel, Ri

e is quick with his questions—tiring them off in

Sich rapid fite succession that the person being
auizzed can' keep rack

ung gnome has decided that he must leam

it bit sbout v erthing. Since, a3 heputs . "the

you know the less you know you

know, you know?

His goal in life is to assimilate all the information
about worlds in Krynnspace and open up a shoj
where he can turn his knowledge into tomes that will
be read across the face of any planet.




Sister Dragon

Tne player charactors e hired by Hon Kai Ling o

u Lung merchant visiting at Palanthus's speil
]a i Bor. The old merehant came. ol way
from Toril looking for his sister, who decades a
longed to a group of explorers that traveled to the
planet Chislev. Although many of the explotershave
since died of old age, one who served as a cabin boy
on thal expeciton old Hon i that is st had e,
turned to Chislev.

n Kai, beiicving he does not have long to live,
wais 10 35 i iter one oo fone. Ho aohe e b2
to take him to Chislev and help find his sister M

If the PCs are unaware of the port location on
Chislev, it may take them weeks of jungle slogging
o locate signs of habitation. If they approach
port as anything other than a merchant expedition,
Mel Ling makes herself scarce. It takes PCs with ex.
et tracking abilty to locate hurman female foot
prints at the abandoned but eventually, they
oy find her hollow res honce and leesto yards
(see the map on page 44).

Mei Ling isn't sure she wants to be found. Mei Ling
15 2 dragon (see background information o Chisiev)
who hes assumed the identity of the former Shou
Lung explorer. (If the PCs came in the guise of mer.

chants, of course, she greets them as she would any
traders—and then dissembles once she hears thei
real purpose.)

‘Al observing the PCs for a while, of when they
ook kel o nvade the house, Ml g’ ma
herself known. She pretends 1o be Hom Kors s
(convincing the elderly merchant), and encourages
the party to go on its way and leave her alone. How.
‘ever, the DM should present a hint of doubt about the:
idenity of Mef Ling-—enough to make the PCs curi

e PCs have to be skilied—and very carefui—if
lhsy hope to best the dragon I et Ling’s clothing,

Stellar Youth

A mevcham along the row at Palanthus's spelljam
ott has been listening to tales of the Stellar
Clands from the adventurers.whe have. srercled
there. From their tales of the healthy gnomes who
live in the asteroid cluster, he has convinced himself
that a fountain of youth exists on one of the major
asteroids,

The merchant hires a group of player characters
with a spelljamming ship to take Jim there. OF
course, he doesn't tell the PCs what h
Tostead, he aitempts to convince thern b
pedition to find new fruits and nuts to sell at his
booth—and that he must see these edibles firsthand
50 he can decide if he wants to deal In them. So say-
ing, he asks the PCs to escort him throughout the

e Jargest asteroids, going decp into the heart of
cach land in search of his fountain of you

Along the way, the PCs meet the various peoples
of the Stellar lsiands and leam that al! the residents
are healthy and happy. The merchant’s obsession
with the natives’ health should make them realize his
true ntent. If they let slip hints that they are aware of
his true goal, the paranoi
have them all iled, ot killsthem him:
o the PCs whether they stop him-—or help
i sy vent il there Js no fountain of Vouth,
there are

these benelits. Refer 1 the Steliar [sland section for
more information.

Zivilyn's Hidden Power

A high-level wizard offers to purchase the PCs the
‘own spelljamming ship, likely a dragonfly or SVthr
small ship, if they perform a task for him. If th

offers to improve it.
een researching the air world of
lyn, and he has leatned through magic and brib.
ing explorers that a set of books and scrolls is said to
exist that detail great magical powers. The wizard
does not know if this is the power that ages past was

“To sit at home is to wait for death. There are worldx to explore,
great things to see. The spheres await u

In exploring them, we livel
Dao Mmg of the Golden Biade




Adventure ldeas . -

cumored to be able to control the gods—but he is
hoping it is. The wizard knows several of his peers
have also been searching for that magic, and he in-
tends to have it.

Depending on the alignments and trustworthiness
of the PCs, the wizard may tell them his true plans.
Otherwise, he implies that these are veluable re-
search tomes that he needs for his studies. To insure
that the PCs do not kecp any tomes they find, the
wizard attempts to charm one o two PCs or use
stronger magic to compe them to return any discov-
ered tomes or scrolls.

The wizard has no intention of accompanying
them, a5 he wants to keep an eye on his earth-bound
peers and their activities.

‘What the PCs find Is up to the DM, However, it
should ot be the famed magic strong enough to
control the gods. Perhaps there are tomes tha hint
of the maglc. Or perhaps they can find books written
by the races that walked the planet when the planet
wasIntact.

To complicate the PC's search, the wizards' rivals
learn of the expedition and hire their own adventur
ers to stop the PCs and acquire the tomes first.

Farmer Frenzy

The Krynn gnomes who farm on Reorx have learned

that glant-sized vegetables grow on one of th

moons of Zivilyn. They have become obsessed with
i s

plants to grow so big. And they face the native
Creatuces—some of which are not very friendly.

A Little Bit Of Everything

Life is golng smoothly and rather uneventully for
the PCs—until they cross paths with the captain of
the Liddiebidoevenythinputogether, the garish gnome
spelljammer.

The captain has heard of a spelljamming ship
graveyard inside the Black Clouds, and he wents the
PCs' help in retricving as many useful parts from the
graveyard as possible.

The pay is good, and the captain even promises a
share in the profits If necessary.

However, the task is not an easy one, The Black
Clouds are dangerous, and the ships that are lost in
side it are difficult to find.

re other pirates who want whatever lrea
sure lurks inside the clouds, end have heard of the
gnomes' interest In entering the clouds and snaring
jt. The pirates have decided to wait for the gnomes
and PCs to bring it out rather than hunt for the trea
Sure themselves. Then, when the treasure 1 free
from the clouds, they will strike. To aid thern in their
plans, they have planted a gnomish informer on t
lebido". This new crew member acts furtively and
suspiciously, and might be caught using his amule!
of telepathy to communicate with his pirate masters.

the idea of growing even larger irst
they have to get some samples of the plants grown
on the Zivilyn moon
indful of gnomes attempt to book passage on
the PCs’ ship, pocling all their wealth to get the ship
to make a run to and from that moon. During the
journey, the PCs must deal with the inventive and i

quisitive gnomes—and their endless stories of ex-
perimental farming techniques.

‘Once on the moon, the gnomes demand that the
PCs acquire twa of every giant vegetable, as well as
samples of water. During the course of this
adventure, the PCs might become curious about the
properties of the moon and just what allows the

Rescue O

The player characters have learned that the entire
crew of a spelljamming ship disappeared while on
Reorx

The dwarves and gnomes who run the mines near
Reorx’s equator are frantic, knowing that uniess the
crew is rescued, traffic to their spelljamming port
will dwindle. Aleady fewer ships are landing at the
port, afraid that the same fate awaits them.

The PCs are asked to hunt for the crew members,
and are promised a healthy reward from the dwarves
and gnomes.

OF all the spheres, Krynnspace is the best. It is the grandest, the
most glorious; all others pale beside it.”

—translation of the sayings of vari

us Krynnspace residents




There are few clues to follow. However, a miner
thinks he saw one of the human crew members enter
a cave near the spelljamming port mesa. Careful ex-
amination reveals a painstakingly concealed door
that leads to a dark, descending tunnel.

A small_group of mindflayers in need of slaves

3
2
g3

as well? Or wi
ars' servants, to toil the rest of their days beneath the.

The Play’s the T

The Dreamspinners, a company of performers who
travel from planet LG planet, are in need of adventur.
ers and bodyguards to keep them sefe in Krynn-
space. Tales of pirates and recent sightings of
spelljammer wrecks have unnerved the group.

Guarding the compeny proves a chore or the PCs,
asth no intention

i Some of

ances even Ihough ot are Toports ot d
worse—in wildspace

complicate matters, following a performance
on Pidaukel, one of the clowne 1 fourc dest g
alte the noxt performance on another moon, asing-

" Xt the o0t of he problern Is  disgruntled actor
who was discharged from the Dreamspinners years
290 afer e demanded top billag and half e pro-
ceedsfrom all perormances. The a wizard,
o has been ueing s spalls, magieal ierms and
imp: familar © bedevi the group. The actor hopes 10
those who opposed his plans for greatness
among fhe Drsamspiimers.

It Is up to the PCs to protect the company from
pirates—while unraveling the murder mysteries. The
action and clues keep thern on their toes as they trav
€l from stage to stage with the worried performers.

The Caravan War

Gnrest is plaguing the Caravan, a company of mer-
chants that travell from world o orid selling and
buying go«

it seems an outside source has been selling the
merchants shoddy goods and foodstuffs that are
tainted (already three customers have died from

theirown nitiated the pr janting to
obtain more power and be abie Lo sell a variety of
goods in the Caravan. A majosity of the merchants
has voted to keep the Caravan in wildspace until the
foot of the problem can be unearthed

The unrest is being felt on spelljamming ports
within Krynnspace, too. Many of the planetbound
merchants rely on the Caravan for goods to buy and
Iatr tesel out of ther own booths. And since the
Caravan is not making the problems
are cleared up, businete s haring. Xn citics connect.
ed to spelljamming ports.

The PC5 could be contacted by someone from
Merchants’ Row in Palanthus or could be hired by the
Caravan to find out what is plaguing them.

[t Is @ difticult task. The culprits are a trio of wir.
ards of the Black Robes who are bent on disrupting

“ctvites long Merchants Row. They went he asses
Gition of Kryen merehants dissolved e their wn
merchants put along the row instead, As the PCs get
more deeply involved in the Caravan's troubles, they
leam that the unrest has spread to Merchants' Row.
Damaged and suliied goods are showing up at mer.
chonts’booths thete-—cven though the Caravan has
not stopped at the Row for weeks. The PCs can trace
s0me o fhese acts o the wisards agonts, whe mignt
talk f given the proper amount of persuasion.

5. there are worlds upon warlds upon worl!

And to )tudy “them is to be very worldly, you know.
—Etombee the gnome sage




The PCs have to be careful when they cross paths
with the wizards. One of the wizards is favored by
MNuitari's avatar and has been granted bonus
spelicasting ben

An Age of Ice

The player characters hear rumors of a great trea:
sure hidden benesth the snows and ice of the moon
Zeboim. Ate they up to the ask of piecing together
evidence of the reasure’s existence?

o ndeed wealth buried beneath a sheet of
o Howevon to each it the PCa rus: patie the cle
ments. In this adventure, the col and snow

Their rewards could be great—including Doom's
speljammer and the wealth he has been hoarding.
Of cor y fail, the penalties are severe.

Gathering Woes

The PCs discover The Gatherers while they are o
one of the worlds in Krynnspace. The Gatherers are
hard at work coliecting species—despite 2 small but
vogal group of rotesters
e PCs become embroiled n the issue of collect
ing and anepor na 5pu‘es‘ as they arc asked to
choase a side and positior
Ttis up to the PCsmeh sido they lect o take in

d
{ong-dead dragon. For additional excitement at the
end of the adventure, the dragon might turn out to
be merely suspended in ice, ot dea

Doom From Wildspace

Doom,  Nzunta chieftain mentioned in the Krynn
serh ' did indeed discover s spelljammer decades

For the pastseveral yeurs, e has been traveling in
Realmspace, acquiring magic end "buying” crew
members w.m oromises of shares o riche
ot he hao o strong enough force to
take bie hameland, he 5 now retuning to Keynn. He
intends to regain what he considers his fapioa posk
tion onthat worl,and from that post, he resoves (o
move to conquer all of Kryn
3 hetimethe PCs get invelved in the adventure,
oom already has landed on Krynn. The PCs hear ru-
mors of a monarch growing in power, one who could
threaten the safety of seagoing vessels.

PCs must travel to Doom's home, discover his
plans to dominate Krynn, and stop the chieftain and
bis forces. This may involve hunting down or inter.
Cepting ofiworld Shipments of men and supplies, and
raids conducted from spelljamiming shi

mper or
dvance Tne Gatberers plan

e cormplicate matters, The Gatherers have found
4 rare and beautiful flying reptile. There seem o be
only a few dozen of the creatures, and The Gatherers
intend to take half of them for breeding and resale.

ice up the adventure, protesters break Into

The Gatherers' ship and release all the anfmals they
have below decks, Many of those animals are dan-
gerous 1t s up fo the PCs to contain the animals and
keep the local populace safe. Whether they ki
animals or work to capture them without faming
them Is up to the PCs.

Efreet Distress

Clrics on Koynn e leamed of the presence of
efreet and The Sun, They fear that the evil
Creatures are plotting o take over the other planets
in the sphere. The clerics beseech the PCs to leam
the intentions of the efreet and to determine how
many of the evil creatures ase on Sirion and the Sun.

To aid the PCs, the clerics have obtained three vi-
ks of a powertul of of nsution, Thls ol 1 srong
enough to cover six PCs two times each against the
heat af Siion, or to. eover a small spelljammer
sgsinat 5 few ninutes’ exposure 10 the heat of the

“Heat? The fires of Sirion are nothing but a comfortabie breeze.”

—Raxux the efreet




Fear Among Worlds

A spelljamming ship limps into port, the majority of
its crew dead and its hull badly damaged. The helis.
man claims the ship just escaped from an attack by
neogi deathspider.

Are there neogi in Kryr

Can the PCs determine 1 a neogi threat exists in
wildspace?

Can they handle the threat?

they have the detection skl to locate the

cromnd presence on Nehzmyth? And, if so, do
they have the courage to travel to the disappearing
world and conquer the neogi?

Silver Linings
e PCs hear of o wrecked spelljanines rumored to
be filled with treasur a magical device that

makes travel between the worlds and spheres sl
Investigation ceveals that there isindeed a galleon

that salls primarily between Krynnspace an:
space that supposedly has such a fantastic device
s seen the ship in any port in

However, no o
neatly ayea
i the PCs assume the role of detectives, tracing
e ship's last known foute, they can find appros-
mately where she shou
o the B ore wot the only adventurers
looking for her. In fac, 1w aroupe of HPCs have
been following the piayer characiers and Ietting
them do all the work.

The trail leads to msz Inside the orbit of s"-om
‘where The sear wildspace, The great
teon hang5, Cloaked n the Shadew af Sion, broten
and el

= PCa must contend with the heat, sssorted
wlldsparp crealures, two groups of NPC adventurers
(one evil, one nud) who Wt to laim the rches for
themselves, and a acly nasty spirit jam who
s taken up residence i the gai feon waiing o de-
stroy other helmsmen who come spirit jam
was the downfall of the gallcon.

There is treasure to be had, of course, including

Visitors are a

e minar magic and plenty of gold and jewels.
But the greatest treasure is the hull of the ship. The
self-mapping hull is @ one- ot magical item
that can be fitted to other galleons—with work. It
traces the path of the spelljammer, etching on the in-
side of the hull in gold and silver the course taken
and the planets and asteroids visited. By simply
touching a planet or asteroid piciured on the huil

the helmsman can return the ship to that place. The
,dr mapping hull does 00t requie any magical fuel.
Tt allows anyone to operate the ship, including crea.
e gence

Need to Know

Officials at Palanthus's port are cor
Increased spelljamming traffic, visiting
gin stopping at other cities on Krynn.

Speljamming is not well known across Krynn. In
fact, the majority of the planet’s residents know
mothing about sphercs, fying ships, wildspace, and
ather odditie:

e govermiment offcals hire the PCs to establish
&foxt on one o Kyun's moons where al incorming
ships are encouraged to stop. The pea are put in
charge of a fleet of a half-dozen small spelljammers

Cahich srve asthe ports milhary eet) b govvon of
lowlevel fighters, and a group of coniractors, who
hand ctual construction. At the port, the cap-
tains and crews of incoming ships are informed of

k

k-

e, ond ey are given specic,approved anding
locations. Failre o comply esulis nthe mo
sources coming to bear upon
f coutee, notall the Saptoing sre going to com
up to the PCs Lo handle the situation.
B um notals ships stop at the moon’s

This s trly o challenge 10 the PCS leadership
abiltics and toctical capapiities.

I addition, the base tlers myriad adventure spin-
offs. The PCs must deal with the moon's inhabitants,
could learn of great treasures from visiting ships,
and might have to deal with a pivate ship or two,

lways welcome.

—a larger sign posted at the Palan




ible Salls

Invis
Inuisible sails come In many shapes and sizes, as are
requited for the variety of spelliamming galleons
and other ships that use sails. These salls simply can
ot be seen—they have no other magical property.

These salls are i great demand by gromes and
plrates-_the forn ause the gnomes like the
T having imiilble sale, and the later because
e pirates can make their vessels appear to be un-
able to move.
gp: 10,000 XP: 4,000

Sounder

Sounders come in an eroy of sizes; however, all of
the aresquare and have a glas ront, By looking nto
rand speaking the command word, the use:

of ran ggo( normal vision. The sounders” range varies
vith the device. There are four sounders and those
with the greater ranges cost me

vice an

und 2,000 miles
Sounder Il 4,000 miles
‘Sounder il 8,000 miles
Sounder IV 10,000 miles

P 20,000 XP: 8,000

Gnomewrecker
There are only a dozen such devices known to exist-
and all of them are considered priceless and in great
demand (especially in Krynnspace). Gromeunedkers

bors reaions nd machinations. The wiord who has
since died, was soid to have created 12 of these prized
Thagic ftans, esch one with 80 charges. A gnome:

recier appears as an omately-carved walking stick
capped with a metallic head of a scowling gargoyle. By
pointing the gargoyle's head at a gnomish e
spesking the command word “stop” the stick causes
the gnomish device to cease functioning. No more
e bilnk, o diafs twil, o bleeps fsue rom the ma

chine's recesses. The device is rendered inoperable,
rmountof efor o the cralist gnore's po
can get it to work again——ever
Wisards are reperted to be working fervently o

Years ago are very difficult to recharge.
gp: pri XP: 20,000

Nest of Life
These magical crows’ nests were created by the gnom-
ish clerics and mages of the Stellar slands. To function,
they st be offed o the mastof a speljammer and

sttuned to that . This ttunng process ta
daye. After thet time, if 2 crow e fd
v o the s and  placed i the. st o e, e 5
restored o full hit points, This pioces ks 104 houts
and ages the crew member 144 years. The nest docs
hot function on so who was killed or njured
Wil of the ship. Each nest works 12 times before be-
ing rendered nonmagical
ap: 75,0

XP: 15,000

Nest of Invulnerability
Also a creation of the Stellar siands gnomes, these
crows’ nests protect the individual or individuals in
side them as if a globe of lvulnerabiliy were cast
upon thern.

When found, a nest has 4d10 charges. Each
charge protects the nest's occupants for 12 ro

XP: 4,00

: 4,

lest of Eyes
The creator of this device Is unknown. However, oth-
er powerful wizards have discovered ways to dupli-
cate the object. Like the other nests, a nest of eyes
must be placed oo the mastof aspeljamming or sea
going ship to functio
The oceupant of “the nest speaks the command
word and is given the ability to sec up to 500 miles
The viewer determines, in increments of 10
iles, how far he werts to view. Each vision lasts 444
turns, and each nest begins with 30 charges These
nests are rechargeable.
8,000 XP: 2,500




Giant, Bosk

9404

=5 7070 T, . TR e

CLIMATE/TERRAIN: Bogs, marshes.
FREQUENC! Rare

ORGANIZATION: Tribal
ACTIVITY CYeLE: Any

ET: Plants
mTELuGENCE. Low (57)

Neutrai (evil)
1-3

4

18

1443

7

1
1d8+8 or by weapon
spit

See below
G Nil
) H{19' )
RAI Flite (13-14)

XP VALUE:

nfant: -4 HD 2,000
Juvenile; ~2 HD 3.000
Adult: 5,000

Bosk gants are s, grecdy, o They are
quicc to stack any creacurs the Sncroaches Ubon whet
ey conekda the lance 56 creaturas appear
more powerful and cieadly.

E islons culckl, never due;

ng upon

problems or situations,
s, bosk giants have never been known to
b reaicarmant o spend any amoun: o ime i
70 about anything
Bespitc that, the gl sten 10 possess & natural cun-
ning that is terrible and ruthless.

ol giants are the allest giants on Chislev. Their feo
tures are handsome, almost a5 if they were sculpled by &
fine crafsmans and heir sk s thick. v thema notural
armor class of azingly
broad shoulders, and their i Togs corry thern
quiklyoverthe etai, The moststring eatures of bosk

iants are their skin and hoir. Their skin Is green, ranging i
ior mmapa:ouvemx most blck,and their gren b
grows In clumps like grass. They wear lttle clothing, us
Sl animal ideo sews togethir Ther calorotion mokes
casy for them to blend In with thelr surroundings. They gain
a bonus of +3 to surprise, and in return they have a —
be surprised.

Combat: Unlike other glants, bosks do ot huri weapons
They simply charge into melee swinging

1l‘|hg| i of the g e limbs so they have sharp
s and delver an addmona\ 2 points of damage. They
Tovono  combat sra
The. et at
stvcunts of svemmp et wiveh ey Cos ot o e e
tsin a strezm 12 long

ho have swaliowed swamp water can spit twice be-
fore neading to fill up again,

Bosks live In simpie vilages of crudely
comsiucied huts mode of rted rees. Most o he iloges
ate locted in o bog—with standing water cverywhe
s aillage s a looue for of overament. The srongest

i< theleade sn his orders, which fend 10 be fow, sre

Ecology: Bosk giants live where there Is heat, vagetation.
and lots of water. They prefer fetid water, as they enjoy its
g else

isavailable.
Fosk glans et only plant,prferting sodden roots and
overip i, Nats are  delicacy and  patentialbribe

for 10 acquire human servants, and to Keep other hu
man tribes in fear of them.



Giant, Swamp

9374

T —y

Suamps, ropial foress
Soet

Any
Omnivorous
Average (810)

D
Neutcal
1-3
4or0
15 +5
TH
NO. TACKS:
DAMAGEIATTACK: 1a8 9148+ or by wespon

SPECIAL ATTACKS: Hurl ~peers(ld10 +9). spelis
SPECIAL DEFENSES:  See

e
Cammpion(15-16)

2,000

6000
9,00-10,000
10,000-11,000

Swamp gantzare ! believed to have evolved ages ago from
bosk giants These amalle, siockisr gants e more itel

ok than she neary bosk and have leatned the rudiment

of clviization.

d

thersfors are quickly ‘mistaken for their slow-witted cous:

o, these ar difffences. Swamp gianis tend o
Lo,
naments collected from batle. Further, they have i
e keep trimmed.

s natural armor class 15 4. However, many.

of e s nales wear the skin of young green cragons

This sin cured i ¢ moonse known only to these

closs o0, Theire

23 ehance to surprise appo 0 S e

surprised, Qants i reon Beagon ammor have s +2 surprse

boms and —2 AC bonus. All swzmp giants regenerate 5 hit

points. o darnage et roind

mbat; Swamp gians ight only when they beliove thelr
Lerritory is In danger. They prefer to reason s e s
(uith the exception of dragans). They often choose 8 leaer
when going o batle and follow s directons: They pre-

rry, using. into

the folia
“They begin their assaults with spells. Because swarp gk

ants ate $0 tuned to their environment, from birth they are
able to cast entangle three times a day and piant growth
e a day. A favorite tactic is to trap prey in  tangle of

Vegetation, then slaughter it with a volley of spears. Eac]
giant can throw two spears per roun:

HabitatSociety: Swamp gians profer o (v in rees
s. OF course,

s constructed of wo

c peaceful lives, staying to themselves
their cousins wish

bowls, dishes, and other objects that the bosk covet.

A
J‘}“

When more than four swamp giants are encountered,
they re a motcd pair and nfants o jveriles

When encountered in thei e are 4d4+6 glants,
one half of these adults. Th
miles. A infan has 10 HD and has only & +5 damage bo.

iz at 13 HD has 2 +7 damege bonus. If a

s s imeatened, the adults protect the tnfents and Ju
veniles

For every 10 giants encountered, there Is a 30% chance
ane is a shaman, a glant who Is the equivalent of a 1st-6th
level . These shamans ae respocted In syamp glant
commurliesand ae ften sought o5 adsors by il
Tage lea

il the vilages recognize a king. He is cansidered the
strongest and wisest of the e Swarmp giants and othr giants
Took to him to appoint village leaders.

" ffthe lend,
ina ToeKsod Moy of them growa aoe, noehkec'op They

not keep animls for e meat Is the
e ot voung areen dmgnns it clder reen dragons
Tike to hunt the swamp giants,




