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NON-PLAYER STATISTICS

PEOPLE

Andru, Cinda or boy with octopus: AC 10; MV 12; F1; hp
5 each; #AT 1, Dmg by weapon; AL LG; THACO 20.

Crouse, 6th level Cleric of Evil: AC 10; MV 12; hp 35; #AT
1; Dmg by weapon; SA spells; AL LE. Equipment: staff of strik-
ing (12 charges); THACO 18

Spells:

1st level: detect good, light x2

2nd level: resist fire, find traps x2

3rd level: dispel magic, feign death

Finion Pel: AC 3; MV 12; F7; hp 37; #AT 1; Dmg 1d8 + 2
(long sword +2); AL LE. Equipment: chain mail, ring of fire
resistance, long sword +2; THACO 12 (14)

Kroghir, 6th level Cleric of Evil: AC 10; MV 12, hp 35; #AT
1, Dmg by weapon; SA spells; AL LE. Equipment: helm of
teleportation;, THACO 18;

Spells:

1st level: create water, light x2

2nd level: slow poison, find traps x2

3rd level: dispel magic, feign death

Wemitowuk

Chief Owalago: AC 10; MV 12; F4; hp 23; #AT 1; Dmg by
weapon; AL NG; THACO 17.

Chief Talawillona: AC 10; MV 12; F4; hp 30; #AT 1; Dmg
by weapon; AL NG; THACO 17.

Pawjada: AC 10; MV 12; F2; hp 15; #AT 1; Dmg by weap-
on; AL NG; THACO 20.

Tribesman: AC 10; MV 12; Fl; hp 8 each; #AT 1, Dmg by
weapon; AL NG; THACO 20.

DRAGONKIND

GoOoOD

Hatchling copper dragons (3): AC 1; MV 9, Fl 24; HD 8;
hp 8 each; #AT 3; Dmg 1d4/1d4/5d4; SA breath weapon (7-
foot x 1/2-foot acid discharge or 3-foot x 2-foot x 2-foot cloud
causing slow on any creature failing save vs. dragon breath);
AL CG; THACO 12.

Kerrija, young silver dragon: AC -1; MV 9, Fl 24; HD 10;
hp 20; #AT 3; Dmg 1d6/1d6/5d6; SA breath weapon (cone of
frost 8 feet long with a 3-foot base. or cloud of paralyzing gas
5 feet x 4 feet x 2 feet taking immediate effect unless target
successfully saves vs. breath weapon) and spells; AL LG;
THACO 10.

Spells:

1st level: detect evil, cure light wounds

Lei, bronze wyrm: AC 0; MV 9, FI 24"; HD 8; hp 40
(reduced due to injuries); #AT 3; Dmg 1d6/1d6/4d6; SA
breath weapon (bolt of lightning 10" x 1/2” or gas cloud 2" x
3" x 3" which repulses creatures who fail to save vs. breath
for 6 rounds); AL LG; THACO 12.

Moonscale, venerable bronze dragon: AC 0; MV 9, FlI 24,
HD 8; hp 40 (reduced due to injuries); #AT 3; Dmg 1d6/1d6/
4d6; SA breath weapon (bolt of lightning 10" x 1/2” or gas
cloud 2" x 3" x 3" which repulses affected creatures for 6
minutes who fail save vs. dragon breath); AL LG; THACO 12.

Papian, young adult bronze dragon: AC 0; MV 9, FI 24"
HD 9; hp 36; #AT 3; Dmg 1d6/1d6/4d6; SA breath weapon

(bolt of lightning 10 feet x 1/2 foot or gas cloud 2 feet x 3 feet x
3 feet which repulses affected creatures for 6 rounds who fail
save vs. dragon breath), spells; AL LG; THACO 12.

Spells:

1st level: magic missile, comprehend languages

2nd level: continual light, detect invisibility

Steel-Eye, venerable gold dragon: AC -2; MV 12, Fl 30; HD
10; hp 80; #AT 3; Dmg 1d8/1d8/6d6; SA breath weapon (fire
in a 9-foot x 3-foot cone or chlorine gas in a 5-foot x 4-foot x
3-foot cloud), polymorph three times per day, spells; AL LG;
THACO 10.

Spells:

1st level: detect good, magic missile

2nd level: invisibility, detect invisibility

3rd level: fireball, lightning bolt

4th level: fire shield, ice storm

5th level: cone of cold, passwall

6th level: disintegrate, project image

Terrilyn, young silver dragon: AC -1; MV 9, Fl 24; HD 10;
hp 20; #AT 3; Dmg 1d6/1d6/5d6; SA breath weapon (cone of
frost 8 feet long with a 3-foot base. or cloud of paralyzing gas
5 feet x 4 feet x 2 feet taking immediate effect unless target
successfully saves vs. breath weapon); AL LG; THACO 10.

Trillum, young brass dragon: AC 2; MV 12, FI 24; HD 8; hp
16; #AT 3; Dmg 1d4/4-16/1d4; SA breath weapon (cone of
sleep gas extending 7 feet with a base diameter of 2 feet, or a
cloud of fear gas 4 feet wide x 5 feet across x 2 feet deep; AL
CG; THACO 12.

EvVIL

Izark, young white dragon: AC 3; MV 12, FI 3 0; HD 7; hp
14; #AT 3; Dmg 1d4/1d4/2d8; SA breath weapon (cone of
frost 7 feet long with 2 1/2-foot- diameter base; AL CE;
THACO 13.

Nightclaw, young adult black dragon: AC 3; MV 12, FI 24,
HD 8; hp 12; #AT 3; Dmg 1d4/1d4/3d6; SA breath weapon
(spit acid in a 1/2-foot-wide stream for 6 feet in a straight line
for dmg 2d4); AL CE; THACO 12.

Young blue dragons (3): AC 3; MV 12, Fl 24; HD 8; hp 12
each; #AT 3; Dmg 1d4/1d4/3d6; SA breath weapon ( ); AL
CE; THACO 12.

Young adult red dragon: AC -1; MV 9, Fl 24; HD 9; hp 27;
#AT 3; Dmg 1d8/1d8/3d10; SA breath weapon (cone of fire 9
feet long with 3-foot-diameter base); AL CE; THACO 12.

NEUTRAL

Abriele, kodragon: AC 5; MV 6, Fl 24; HD 5; hp 30; #AT 3;
Dmg 1d2/1d2/1d6; SA breath weapon (10-foot cloud of
shrinking gas causes victim to shrink to 5% of normal size, or
10-foot cloud of cancellation of shrinking gas which negates
effect of shrinking gas breath weapon; both breath weapons
can affect inanimate objects); SD teleport without error and
plane shift at will; AL N (G); THACO 15.

Dira, Abriele’s baby kodragon: AC 5; MV 1, Fl 4; HD 5; hp
5; #AT 3; Dmg 1/1/1d2; SD teleport and plane shift at will; AL
N; THACO 18.
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INTRODUCTION

Dragon Magic is the second of three modules in an epic
DRAGONLANCE® series. The first module, In Search of
Dragons, began with an investigation of the disappearance
of the good dragons and led to the reaffirmation of an
ancient, sacred bond between the good dragons and the
good races of Krynn. This module continues with the discov-
ery of a secret dragon city in the clouds and climaxes with a
dramatic confrontation on the legendary Isle of Dragons.

All modules in the series are self-contained and can be
played independently. However, if you plan to play the
entire series, the modules should be played in order.

The following information is for the eyes of the DM only.
The DM is advised to familiarize himself with the entire
adventure before beginning play.

PLAYER CHARACTERS

Pre-generated characters are provided on the module cov-
er. If the players completed the module, “In Search of
Dragons,” they may continue with the same characters,
retaining any equipment acquired in that first adventure.

If a PC was killed in the first module, the player may choose
an unused character or change the name and background of
the character and use the same statistics and equipment. (For
instance, if Blackstar was killed in the previous module, his
brother, Graystar, might take over for this adventure. Gray-
star would use the statistics and equipment given on Black-
star's character card.)

With the DM’s approval, players may modify the pre-
generated characters or use their own characters. A bal-
anced mix of character classes is suggested, but none may be
of evil alignment.

THE WORLD OF KRYNN

There are several important differences between the world
of Krynn and standard AD&D® game adventure settings.

Currency. Instead of gold, steel is the most precious metal
on Krynn and is Krynn's basic unit of currency. One steel
piece (stl) has the equivalent purchasing power of one gold
piece in a regular AD&D campaign. A gold piece is the equiv-
alent of a regular AD&D game silver piece.

Clerics. Centuries ago, Krynn was nearly destroyed by a
Cataclysm inflicted by the gods as punishment for the arro-
gance of its inhabitants. The Cataclysm removed all knowl-
edge of the true gods and also took away all clerical abilities.
The existence of the true gods was rediscovered during the
War of the Lance.

True clerics now wear a Medallion of Faith bearing the
symbol of their god. All PC clerics participating in this cam-
paign must be of good alignment and follow a god of good,
most likely Mishakal, the goddess of healing, or Paladine, the
Father of Good and Master of the Law. All PC clerics have
normal clerical abilities, including spell casting and turning
of undead.

Kender. Kender are the equivalent of halflings on Krynn.
They resemble wizened 14-year-olds with bright eyes and
pointed ears, are insatiably curious, and are completely
immune to all types of fear.

In addition to the standard halfling abilities, kender have
the special ability to taunt opponents into reckless attacks by
verbally abusing them. Any creature taunted by a kender
must save vs. spells or attack wildly for 1-10 rounds at a -2

penalty for all attack rolls and a +2 penalty to its Armor
Class.

Elves. There are three common types of elves on Krynn.
The fair-skinned and light-haired Silvanesti (High Elves) are
intolerant and suspicious of all other races. Qualinesti elves
are slightly smaller and darker than the Silvanesti. Their soci-
ety is less structured and they are friendly toward other races,
enjoying a generally cooperative relationship with humans.
Kagonesti (Wild Elves) are muscular nomads, fierce and inde-
pendent. Krynn elves have all of the elvish abilities described
in the Player's Handbook.

Dwarves. The two most common types of dwarves on
Krynn are the mountain and hill races. Both are stubborn and
strong-willed, though hill dwarves are less sophisticated and
somewhat gentler. A third type, gully dwarves, are consid-
ered to be stupid, filthy, and repulsive creatures, shunned by
all civilized inhabitants of Krynn.

PC dwarves are hill dwarves. Krynn dwarves have all of the
dwarvish abilities described in the Player’s Handbook.

ADVENTURING IN KRYNN

A successful DRAGONLANCE adventure has the feel of an
epic novel in which the player characters are vital partici-
pants. DRAGONLANCE adventures also stress a value sys-
tem based on strong principles—that persevering forces of
good can triumph over evil, and that good actions have good
consequences, while evil actions have evil consequences.
This adventure is based on these principles, and the DM
should make sure that they hold true.

RUNNING THE ADVENTURE

ORGANIZATION

The adventure begins with the events of the Prologue and
ends with the Epilogue. In between are the four main adven-
ture chapters. These chapters occur chronologically, so the
PCs will move through them in sequence, from 1 through 4.

Each chapter begins with background information and an
overview which includes the chapter’'s major goals and dis-
coveries. Each chapter ends with a troubleshooting section—
tips for handling unexpected problems.

Boxed text may be read directly to the players, or it may be
paraphrased by the DM.

MAPS

The enclosed fold-out color map shows the cloud city of
Cirulon as it appears when the PCs arrive in Chapter 1. Other
pertinent maps are included in the center pull-out section of
the module.

ENCOUNTERS

Encounters are adventure episodes keyed to designated
locations on the maps. Encounters may be keyed to outdoor
areas, rooms of a building, or even objects, such as the art
works in the galleries Cirulon. When the PCs enter a new
area or room, or approach an object, the encounter occurs
immediately. In some cases, the text explains what happens
if the PCs make a return visit. Otherwise, either rerun the
same encounter or use common sense (for instance, if a



sculpture exploded after someone touched it, the sculpture
is no longer there if the party returns).

THE MOONS OF KRYNN

The positions of Krynn's moons play an important part in
this adventure. The Moon Tracking Chart in the center pull-
out section should be used to note the locations of the
moons.

If you played the first module and noted the locations of
the moons at the end, you can begin this adventure 28 days
after the end of the last one. Otherwise, roll 1d8 for each
moon and place a coin or marker in the indicated box along
its orbit. Advance the moons one box per game day to keep
track of their positions.

Note that each of the three Orders of High Sorcery
receives its powers from one of the moons. Wizards of the
White Robes obtain their powers from Solinari, Black Robe
wizards from Nuitari, and Red Robe wizards from Lunitari.
Each phase of a moon has an effect on the magic of the
appropriate order of wizards.

Moon Phase Effects Table*

Moon Saving Additional Effective
Phase Throws Spells ** Level
Low Sanction -1 0 -1

Waning Normal 0 Normal
W axing Normal +1 Normal
High Sanction +1 +2 +1 =

* A wizard of level 1-3 is unaffected by phases of the moon
because of the low power levels involved in his spells.

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

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

If two or more of the moons are aligned, there are bonuses to
the moon phase effects. (Two (or all three) moons are aligned
if any part of the boxes they occupy overlap each other. For
example, if Nuitari is in box 5, it would be aligned with Luni-
tari in boxes 1 or 2, and with Solinari in boxes 2 through 3.)
These bonuses are cumulative with modifiers from other
effects.

Moon Alignment Effects Table

Alignment Saving Additional Effective
Throws Spells Level
Sol. and Lun. +1 +1 +1
Nuit. and Lun. +1 +1 +1
Sol. and Nuit. +1 0 Normal
All three +2 +2 +1

ABILITY CHECKS

Occasionally a PC is required to make an Ability Check
against one of his attributes. This check is referred to as a
Strength Check, Intelligence Check, etc., based on the attrib-
ute being checked.

To make an Ability Check, roll 1d20 and compare the
result to the character's appropriate attribute score. If the roll
is less than or equal to the character's attribute, the action
being checked succeeds. If the roll is higher, the action fails
and the character suffers the indicated consequences.
(Checks against 18/100 attributes still fail if a 19 or 20 is
rolled.)

THE STORY So FAR

Note to the DM: The following section summarizes the
events of the first module, “In Search of Dragons.” If you've
played that module, feel free to incorporate any details from
your version of the story, taking care not to alter the basic plot.

THE FADING MOONS

Since the dawn of time; there has been no deity more
feared than Takhisis, the Queen of Darkness. An awesome
goddess of nearly limitless power, it was Takhisis who insti-
gated the All-Saints War and who was primarily responsible
for the separation of the gods. Takhisis has devoted centuries
in pursuit of her vicious obsession (md) the conquest of all
other gods and the control of all creation.

The year 333 in the Age of Dragons found Takhisis engaged
in a plan that would erupt in the War of the Lance and nearly
destroy Krynn. Under her direction, the evil dragons had
stolen a sizeable cache of good dragon eggs and extracted an
Oath of Neutrality from the good dragons. While the good
dragons languished helplessly on the Isle of Dragons, Dragon
Highlords were recruited and evil armies gathered under the
guidance of the evil dragons.

Anticipating victory, Takhisis sought the companionship of
her consort, Sargonnas, for a celebratory spree. But Sargon-
nas spurned her, angry that he had not been included as a
partner in her plans. Furious at Sargonnas's rejection, Takhi-
sis turned to Chemosh, Lord of the Undead, for solace.

As a result of this brief liaison, Takhisis bore a daughter,
naming her Artha. Squat, homely, and utterly lacking in
ambition, Artha quickly became an embarrassment to her
parents. Chemosh disowned her, as did Takhisis when Artha
showed no interest in her mother's quest for power.

Disgusted, Takhisis banished Artha from her presence.
Artha eventually drifted to Krynn, and, while the War of the
Lance raged around her, she quietly accumulated immense
caches of treasure which she stored in secret citadels deep
beneath the sea, occasionally engaging in random acts of
destruction and murder to amuse herself. Though Artha
didn't know it, Takhisis was watching her closely.

In the year 344, a renegade Black Robe wizard named
Tarligor became fascinated with draconians, the mysterious
lizard-like humanoids derived from corrupted eggs of the
good dragons. Tarligor conducted secret experiments in a
laboratory deep in the Shadowglades, a desolate swamp in
northern Estwilde. He was attempting to develop an
enhanced draconian, which he believed would ingratiate
him with the Highlords and earn him a comfortable position
in their empire.

Calling on dark spirits and tapping into arcane black magi-
cal forces, Tarligor succeeded in transforming a captured dra-
conian into an entirely new life form. He named his creation
Khardra, a term from an ancient Black Robe dialect meaning
“corrupt flesh.” But before Tarligor could take advantage of
his creation, Khardra brutally killed him, then vanished into
swamp.

Three years later, Khardra met Artha. It was love at first
sight, and from that day on the two were inseparable. Along
with recreational destruction, they regularly enjoyed
“blending” their spirits, a process which energized and revi-
talized them by uniting their essences. So intense was this
fusion of dark souls that each “blending” seemed to siphon
light from the stars and the moons, a phenomenon that
amused them to no end.

Unknown to Artha and Khardra, the dimming moons were
weakening the good dragons of Krynn. Many of them
became disoriented, even disabled. The dragons had no idea
what was causing this.




But Takhisis knew. She had been observing the antics of
Artha and her love for some time and had determined that
their blending rituals were draining light from the celestial
bodies, which in turn was sapping the good dragons. She
was not certain why this was happening—there was no con-
nection between the moons of Krynn and the good dragons
that she knew of—but the effects were clear.

Takhisis contacted Artha and Khardra and encouraged
them to continue their blending, promising Artha wealth
beyond her wildest dreams and Khardra a share in the rule of
Krynn if they cooperated. Takhisis knew that if Artha and
Khardra were successful in destroying the good dragons, her
conquest of Krynn was just a matter of time.

THE SACRED BOND

However, Takhisis was only partially correct as to the rea-
son for the good dragons’ weakness. They draw strength
from the light of the heavenly bodies, but there is another
factor which affects them as well.

A mystical bond exists between good dragons and good
people, based on mutual trust, respect, and cooperation.
When the bond is strong, both dragons and people flourish,
able to function at the peak of their talents and abilities. But
when the bond is threatened by doubt, disrespect, or dishar-
mony, both dragons and people suffer and regress. Takhisis,
along with the vast majority of people and dragons, is
unaware of the significance of this bond.

Because of the exploitation and lax treatment of good
dragons by the folk of Krynn since the War of the Lance, this
special bond existing between good dragons and good peo-
ple has been weakened. If it had not been jeopardized, the
good dragons would have been able to resist the debilitating
effects of the fading moons. The weaker the good dragons
became, the more the bond was jeopardized. The more the
bond was jeopardized, the weaker the dragons became from
the fading moons.

Thanks to the efforts of a handful of brave companions, the
threat to the moons was finally ended. Investigating in the
countryside of northern Estwilde, the companions discov-
ered the danger of Artha and Khardra’'s blending ceremonies
and the existence of a mysterious disease that was killing the
silver dragons. With the help of the courageous Saramber, a
beautiful silver dragon who died from the deadly disease,
they also learned of the significance of the sacred bond
between good dragons and good people.

Artha and Khardra held their final blending ceremony atop
the Peak of Clouds, the highest point of the Astivar Range in
northern Estwilde. An attack from a conclave of good
dragons resulted in the destruction of Khardra when his dra-
conian bones exploded. Furious at Artha’s failure to carry out
her end of their plan, Takhisis appeared as a five-headed
dragon and engulfed her daughter, sweeping her away into
the Abyss.

Though this ended the immediate crisis, many questions
lingered. Where had all the good dragons gone? What could
cure the silver dragons? And was the threat from Artha and
Takhisis truly over?

TODAY

“Dragon Magic” begins in the early summer of the year
354 in the Age of Dragons, about two years after the end of
the War of the Lance and about a month after the events of
the first module in this series, “In Search of Dragons.”

Though peace has come at last, the world is far from
serene. While the forces of good struggle to rebuild, the
forces of evil continue their stranglehold on much of the
land.

DM’s BACKGROUND

In the beginning, the gods created good, evil, and neutrali-
ty. Conflict among the gods resulted in the All-Saints War,
resolved when the good and neutral gods combined forces
to prevent evil from claiming victory. Good, evil, and neutral-
ity persist to this day. Their balance is crucial to the harmony
of all things.

As the embodiment of elemental forces, the development
of good, evil, and neutral dragons paralleled this balance.
Just as the neutral gods joined forces with good in the All-
Saints War, the neutral dragons at one time aligned with the
good dragons as a defensive measure against the evil
dragons. The relationship between good and neutral
dragons remains strong—it is a bond from which they both
benefit.

The personification of neutrality in dragons is the Astral
Dragon, an entity which has existed since the beginning of
time and to which all dragons—good, evil, and neutral
alike—can trace a common ancestry.

The Astral Dragon resides in a magnificent palace in the
dragons’ ancestral home, on another plane of existence. Evil
dragons have been banished from this plane. Because the
Astral Dragon believes that neutrality must be strictly
observed in order to maintain balance in the multiverse,
good dragons are also discouraged from visiting her plane.

However, because of the honorable relationship between
good and neutral, the good dragons have a special portal
which gives them access to their ancestral home and to the
palace of the Astral Dragon. Though the good dragons
refrain from using the portal—to do so would violate the
wishes of the Astral Dragon—the mere existence of the portal
is a source of security and strength for the good dragons.
Therefore, the location of this portal, the only known path-
way to the dragons’ ancestral home and the palace of the
Astral Dragon, is the most closely guarded secret of the good
dragons.

Takhisis has long believed that the plane of the Astral
Dragon is a vulnerable point for the forces of good. If the
Astral Dragon could be eliminated, believes Takhisis, the
bond between good and neutral would likewise disappear
and evil would be able to subdue good. After all, it required
the combined forces of good and neutral to defeat evil in the
All-Saints  War.

Takhisis, unable to discover the location of the secret por-
tal, has long suspected it exists somewhere in Cirulon, a city
in the clouds belonging to the good dragons. (Takhisis is
wrong—the portal is not in Cirulon.) Cirulon is normally
impenetrable to the forces of evil, but the blending ceremo-
nies of Artha and Khardra have weakened its wards. For
months, evil minions have been assaulting Cirulon. Though
much of Cirulon has been destroyed, the secret portal has
not yet been found. Still, the assaults against Cirulon con-
tinue, led by a recently returned and newly determined
Artha, who is beginning to share Takhisis's lust for control of
all creation.



PROLOGUE: EARS OF CORN

DM’s BACKGROUND

Eons ago, the gods of good presented to their dragon faith-
ful the gift of Cirulon, a fabulous city in the clouds. The good
dragons used the city as a refuge and stronghold, as well as a
repository for some of their most valuable treasures. An aura
of light which enveloped the city created an impervious bar-
rier against the forces of evil and provided privacy and safety
for Cirulon’s residents.

However, the blending ceremonies of Artha and Khardra
that caused the moons and stars to fade also weakened Ciru-
lon’s defensive aura. Takhisis saw this as an opportunity to
assault the city, which she long suspected housed the secret
portal to the plane of the Astral Dragon. Under Artha's direc-
tion, evil minions began a steady assault on Cirulon and were
able to breech the city's wards for the first time in history,
destroying much of Cirulon in the process.

The Council of Cirulon, a legislative body composed of
ancient dragons of each good color, summoned the good
dragons of Krynn to help defend the city. But weakened by
the fading moons, the good dragons were barely able to hold
their own against the powerful forces of evil rallied by Artha.
The casualties for the good dragons mounted while their city
crumbled around them.

Though the secret portal was not, in fact, located in Ciru-
lon, the Council became increasingly concerned about an
assault against the Astral Dragon if Artha somehow managed
to find a way to her plane. The Council sent an emissary to
the Astral Dragon, requesting permission to garrison her
plane with good dragons, against a possible assault. Permis-
sion was denied; the Astral Dragon saw no need to violate
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what she held as a sacred principle of neutrality. However,
she sent an emissary of her own named Abriele back to Ciru-
lon to represent her on the Council and monitor the situa-
tion.

A few weeks ago, it appeared that the fortunes of Cirulon
were changing. Thanks to the efforts of a conclave of good
dragons and a courageous band of Krynn companions, Artha
and Khardra were defeated. With their defeat, the fading of
the moons stopped. And when the fading stopped, the pro-
tective aura of Cirulon began to grow stronger. The Council
presumed it was now just a matter of time before the evil
forces gave up the search for the portal and withdrew.

But thanks to information from an unusual source, the
Council recently learned the threat to their city may not yet
be over.

A few days ago, the spirit of a silver dragon named Saram-
ber appeared in the Council Chambers to convince the
Council that the problems of the good dragons stemmed not
only from the fading moons, but also from the violation of an
ancient bond between good dragons and the good folk of
Krynn. Saramber explained that it had taken good dragons
and good people working together in an atmosphere of trust
and respect to bring about the defeat of Artha and Khardra.

The dragon spirit had recently experienced a vivid premo-
nition of Cirulon exploding in a ball of flame, attacked by a
mysterious dark tower. She claimed that the attack would
occur very soon, and that without the help of good people,
the good dragons would be unable to defend themselves.

Though some of the Council members were inclined to
believe Saramber, others rejected her premonition as non-
sense. Why should good dragons trust the people of Krynn
now? After all, it was the people of Krynn who had rejected
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and exploited the dragons, not the other way around. And
what could a man possibly do to save Cirulon that a dragon
couldn’'t? Saramber admitted that her premonition had not
revealed exactly what the good people could do to help, nor
had it revealed the details of this devastating attack. But she
remained convinced that without the help of good people,
the city faced destruction.

After a prolonged argument, the dragons turned to Abriele,
the emissary of the Astral Dragon, for her opinion. Abriele
agreed that it seemed reasonable to include good people in
the defense of Cirulon; after all, there seemed to be little to
lose at this point. But Abriele strongly cautioned against vio-
lating the balance of good, evil, and neutrality. “I cannot
allow excessive tampering with the natural balance,” she
said. “There are principles more sacred than this city.”

Ultimately, the Council gave Saramber permission to jour-
ney to Krynn and select a group of good people to help with
the defense of Cirulon. Abriele would accompany her to
advise, observe, and ensure that the principles she repre-
sented were not violated.

GETTING STARTED

The PCs begin the adventure in any small village of your
choice, so long as it is peaceful and a good distance from any
major city. This village could be any of the PCs’ hometowns
in northern Estwilde or any other friendly village from the
first adventure, such as Ohme or Belleria. If you have trouble
deciding, begin in Fair Meadows with the party turning in for
a good night's sleep at the village’s only hostelry, the Shaggy
Goat Inn.

What brought the PCs to this village is up to you—they
could be visiting relatives or friends, they could be gathering
for a reunion, or they could be en route to a hunting lodge or
a business meeting.

It has been 28 days since the end of the first adventure.

PLAYERS’ INTRODUCTION

The adventure begins as the PCs are snuggled under their
blankets for a good night's rest. Read whichever of the fol-
lowing boxed texts is appropriate to your party. If the party
consists of old and new PCs, read the appropriate text to
each.

The texts represent the last of the day’s thoughts before
drifting to sleep.

If the PCs successfully completed the first adventure:

It has been a difficult but rewarding month. Following
your victory at the Peak of Clouds, you have spent your
days traveling from village to village, assisting in the
recovery of the lands left devastated by the War of the
Lance. Though there is much left to do, there are encour-
aging signs of progress—new crops in the fields, new
homes rising from the rubble, new hope in the eyes of
your fellow countrymen.

Still, a sense of unease hangs heavy over the land. Is it
because the Dragonarmies still control large sections of
the continent? Because a new war may be just a sword
slash away? Or because the good dragons, who seem so
important to Krynn, are still nowhere to be found?

And what of the final words spoken to you and your
companions by the dragon on the Peak of Clouds before
he ascended into the sky on that incredible crystal stair-
way? “You will hear from us soon,” he promised. “Our
problems are not yet over.” What could he have meant?

If the PCs participated in the previous adventure, but failed
to stop Artha and Khardra:

Weary from a long day, your body aches for rest. But there
is no reason to believe this night will be any more restful
than the others. As it has for weeks, the confrontation on
the Peak of Clouds with the loathsome Artha and Khardra
continues to haunt you. Your best efforts were in vain, and
the price of defeat was high—the death of your draconic
allies and the continuation of Artha and Khardra’s cam-
paign of evil.

At least there’s some comfort in hearing that a cadre of
good dragons tracked down and defeated Artha and
Khardra, thus ending the threat of the fading moons. Still,
you can't help but wonder how many additional lives
would have been spared had you succeeded in your
efforts on the Peak of Clouds.

If only the gods granted second chances.

If the PCs did not participate in the previous adventure:

It has been over two years since the War of the Lance end-
ed, and those left devastated by the conflict continue to
struggle for recovery. Though there is much left to do,
there are encouraging signs of progress—new crops in the
fields, new homes rising from the rubble, new hope in the
eyes of your countrymen.

Even so, a sense of unease hangs heavy over the land.
The forces of evil still control large sections of the conti-
nent. Many feel a new war may be just a sword thrust
away.

But most troubling of all has been the mysterious disap-
pearance of good dragons. In the months following the War
of the Lance, dragon sightings have grown increasingly rare.
Since the good dragons of Krynn seem so important to the
fate of Krynn, there is genuine cause for concern.

There has been no shortage of rumors as to the reason
for their disappearance. Some say that the dragons have
abandoned Krynn as they did centuries ago. Others
believe that the dragons are dying from a mysterious dis-
ease as a punishment from the gods. Still others wonder if
perhaps Krynn's citizens became too exploitive of the
good dragons since the war's end. Regardless of the rea-
son, the absence of good dragons does not bode well for
the future of Krynn.

SILVER DRAGON DREAMS

Once asleep, each PC experiences an identical dream. If
anyone stands guard or stays awake for some other reason
while his companions rest, he experiences the dream as soon
as he goes to sleep.

The source of the dream is the spirit of Saramber, a young
silver dragon who aided the characters in the first adventure
and died of a mysterious disease that is killing the silver
dragons of Krynn. She has come to recruit help for the
defense of Cirulon as directed by her premonition.

If the PCs participated in the first adventure, Saramber was
impressed with their courage and has come to ask for their
help again. If they did not participate in that adventure, she
has chosen them because she senses they have the courage
and trustworthiness necessary for her mission.

The dream is experienced in two parts. The end of the first
part blends into the beginning of the second. In spite of the
disturbing nature of some of the images, no one wakes until
the dream ends.



I. DREAMS FROM THE PAST

2. DREAMS OF THE FUTURE

A beautiful young woman beckons to you from a swirling
silver mist. She has waist-length black hair and wears a bil-
lowing silk gown. Her fair skin is covered with purple
stains. Then her form shimmers, and streams of brilliant
light flash from her body.

“I come for your help,” she says softly, “to confront a
menace that threatens to destroy us all.”

Your eyes open and the air shimmers around you, blur-
ring the images of your familiar surroundings. A moment
later, you are hovering high in the night sky, hundreds of
miles over the surface of Krynn. The cool air chills your
body while a thousand stars twinkle above you in the
darkness. You cannot move or speak. The silence is bro-
ken only by the howl of a distant wind.

This is the spirit of Saramber, appearing in her human form.
The stains on her body are a symptom of the disease that
killed her. If the PCs encountered Saramber in the first adven-
ture, she looks like she did the first time they met.

She continues. “Only by drawing on the bond between us
can there be hope for our world—the sacred bond that has
bound good dragons and good people since time began, a
bond based on trust, respect, and cooperation.

“When this bond is threatened by doubt, disrespect, and
disharmony, all suffer.”

The image of Saramber fades and is replaced by the follow-
ing sequence of images; the end of one dissolves into the
beginning of the next. The images are accompanied by the
sound of a distant, howling wind. (These images are based
on events in the first adventure.)

—A sobbing female dwarf dressed in rags sifts through the
rubble of a demolished village. She uncovers the body of a
male dwarf and clutches him to her chest.

—A band of laughing ogres attacks an ancient bronze
dragon who appears helpless to defend himself. Some glee-
fully beat the dragon with clubs while others carry armloads
of treasure from his cave.

—Flames engulf a large horse ranch. Desperate figures
struggle in vain to put out the fires. Corpses of men and
horses litter the ground.

—A family of silver dragons lies dead in a grassy meadow,
their bodies covered with purple stains and bruises.

With the image of the dead silver dragons, Saramber
speaks again. “But when the bond between us is strong, we
flourish and prevail.”

The dead dragons fade and are replaced by the following
sequence of images; the end of one dissolves into the begin-
ning of the next. The distant, howling wind continues. (These
images are scenes from the climactic battle with Artha and
Khardra from the previous adventure. If the PCs participated
in that adventure, describe the images in such a way that the
PCs recognize themselves and their companions.)

—Mighty warriors astride gold and bronze dragons battle
against riderless black dragons above what appears to be a
mountain plateau surrounded by high cliffs.

—The same scene, from a greater distance. The battle now
rages nearer the cliffs. Two black dragons lie dead in the dust.
The other black dragons appear to be losing to the good
dragons and their riders. In the center of the plateau, a tall
humanoid creature with greenish-gray skin covered with jagged
scars clutches an obese woman shrouded in dark fog and
draped in shreds of black silk. Bright light streams from their
bodies.

—A gold dragon holds the humanoid creature in its jaws.
The humanoid explodes.

—An immense five-headed dragon appears in the clouds.
The obese woman stretches unnaturally, then splits into five
pieces. Each piece is swept into the mouth of a dragon head.

With this final image, Saramber speaks again.

“That is the past. Now look to the future.”

This is a continuation of the dream, although the images
are so vivid the PCs may believe they are awake. Do not con-
firm or deny this, but make it clear they are unable to speak,
move, or take any other actions. As before, each PC experi-
ences an identical dream.

The starry sky fades and is replaced by the following
sequence of images; the end of one dissolves into the begin-
ning of the next. The images are still accompanied by the dis-
tant, howling wind.

—The PC is floating high above a magnificent city nestled
in a bank of fleecy clouds. The city consists of many huge
buildings and massive domes, though the features of the
structures are indistinct. There are no signs of life.

—The same image, but a black tower is approaching the
city from the north. The features of the tower are indistinct.

—The tower, now hovering over the city, bursts into a mas-
sive fireball. The city is lost in a sea of flame. Buildings crum-
ble soundlessly as tongues of fire stretch high into the sky,
licking (harmlessly) about the characters’ bodies.

—The PC stands in the middle of his hometown’s main
street on a beautiful summer’s day. Citizens go about their
business, oblivious to his presence.

—The same image, but an airborne black tower floats
toward the village from the north. The features of the tower
are indistinct.

—The tower bursts into flames. Citizens panic, racing
soundlessly through the streets as buildings crumble around
them. The flames spread quickly, enveloping the village in a
sea of fire.

—The PC is back in his room (or wherever he originally
went to bed). Everything is as it was before. Wisps of mist rise
from the foot of his bed. Within the shimmering mist the
beautiful girl appears once more. Her image ripples, then is
replaced by a large silver dragon. The dragon’s skin is cov-
ered, as she was, with purple stains.

This was Saramber’s natural form. She speaks in the same
soft voice previously used by the girl.

“If our bond remains strong, good dragons and good peo-
ple will triumph. Will you help us?”

Saramber lifts the veil of sleep just enough that they can
answer this question by nodding their heads, yes or no. If
they answer no or refuse to answer, see “Troubleshooting” at
the end of this chapter.

Presuming the PCs agree to help, Saramber continues. “If
you have questions, | ask for your patience. All will be
answered in time. Tomorrow at dusk, gather in the meadow
of violets two miles north of here. Bring whatever you need
for a long trip.

“Now sleep.”

PREPARATION DAY

The PCs awaken the next day, refreshed and invigorated.
All remember last night's dream in vivid detail. If they share
their dreams with each other, they should realize that all
experienced identical dreams.




Citizens of the village are too preoccupied with their own
problems to offer much help to the PCs. The PCs will not be
able to recruit anyone to accompany them, nor will anyone
be able to interpret their dreams for them. if the PCs indicate
their dreams had something to do with dragons, the citizens
will be especially reluctant to help, as mistrust of dragons still
lingers in the minds of most.

It is up to the PCs to decide what Saramber meant by “a long
trip” and prepare accordingly. All items in the Players Hand-
book Equipment Lists are available for purchase in the village
at the prices given (converted to the DRAGONLANCE® game
steel standard). No magical items are available.

Any PC born and raised in this village knows of the mead-
ow of violets indicated by Saramber, as the meadow has long
been a favorite rendezvous for romantic teenagers. Other-
wise, any local can direct them. If the party is a mix of both
males and females, their request for this information is likely
to be met with a knowing smirk.

THE MEADOW OF VIOLETS

The journey to the meadow of violets is uneventful, a
pleasant trip on a seldom-used dirt road lined with wheat
fields and apple orchards. After traveling about two miles,
the party approaches a meadow surrounded by tall oak trees
and filled with purple violets.

As the party enters the meadow, a teenage boy and girl rise
from within a clump of taller grass, hurriedly brushing them-
selves off.

Andru and Cinda are teenage lovebirds who came to the
meadow to cuddle. Jumping guiltily to silly conclusions, they
assume this travel-laden party has been sent to find them.

If the PCs let them go, Andru and Cinda vanish into the for-
est and sneak back home. If the PCs wish to question them,
the teenagers make no attempt to flee.

If questioned, Andru and Cinda cower and make stum-
bling excuses as to what they were doing in the meadow.
“We were watching birds build nests,” says Andru. Cinda
jabs him with her elbow. “No we weren’t,” she whispers.
“Not in the grass, stupid.” While Andru and Cinda sort out
their stories, the PCs can attempt to reassure them that they
weren't sent by their parents and don't care what they were
doing. Once reassured, Andru and Cinda talk freely with the
party.

Unfortunately, neither Andru nor Cinda have much infor-
mation to share. However, if the PCs ask about anything sus-
picious they might have seen, Andru mentions “A great big
bat, with a big belly. It just appeared out of nowhere while
we were...uh, looking for bird nests.” The bat sniffed them,
then disappeared. He didn’t see where it went.

If the PCs give them permission to stay, Andru and Cinda
decline, saying they were just on their way home. “See those
clouds?” says Cinda. “It's going to rain.” Sure enough, a
pocket of dark clouds is gathering overhead. Less than an
hour ago, the sky was cloudless.

When the PCs finish asking any questions, Andru and Cin-
da say goodbye and head back to the village, holding hands
when they think they’re out of sight.

STRANGE ENCOUNTER

FIRST MEETING

The sun sets, and time passes. There is no sign of Saramber.
Thanks to the dark clouds in the sky, the area is soon pitch
dark. If the PCs thought to bring torches or lanterns, they may
use them for light.

After about two hours of game time have passed, ask each
PC what he or she is doing. Choose one to experience the fol-
lowing encounter. This PC should be a character who is apart
from the rest of the group, perhaps to check the road, polish
a weapon, or prepare a meal.

You are startled by a thin, reedy voice behind you. “Hold
still. Please don’t move.”

You turn your head to see a strange creature hovering at
eye level. “Hold still,” it says again. The creature resem-
bles a dragon about the size of a house cat, but instead of
scales, fine gray fur covers it from head to toe. It has leath-
ery wings, a blunted snout, spindly arms and legs, and
huge bulging, black eyes. It is using a stylus to engrave
intricate symbols in a thick, red tablet. It rapidly glances
back and forth between you and the tablet, the engraving
instrument moving deftly in its hand.

This is Abriele, the representative of the Astral Dragon sent
to monitor the situation on Cirulon and accompany Saram-
ber (see Chapter 1). Pick some unusual feature of this PC's
appearance or dress, possibly something about which the
character is embarrassed. This is the first time Abriele has
ever seen such a feature close-up, and she is creating a bas-
relief portrait of the PC to mark the occasion.

ABOUT ABRIELE

Abriele is a kodragon, an extremely rare species of dragon
that makes its home only in the plane of the Astral Dragon.
While kodragons retain most of the characteristics of
dragons, other characteristics are similar to those of mam-
mals. Most notable among these are their fine fur (which they
groom continually, like a cat), a magical pouch on their belly
(which functions similarly to a bag of holding), and oppos-
able thumbs which allow for the manipulation of tools.

Abriele, like all kodragons, rarely uses tools or weapons,
but she is a meticulous record-keeper with a remarkable apti-
tude for art. She creates bas-relief sculptures by carving clay-
like square tablets with a stylus. These materials are kept in
her pouch. Her art works are not for recreation, but are cre-
ated as records of her observations.

Abriele is of neutral alignment, but she has tendencies
toward good that she struggles to repress. She is patient,
intelligent, and somewhat arrogant.

As a representative of the Astral Dragon, she has a store of
gifts in her pouch, favors to be bestowed in the name of her
Mistress upon appropriate recipients. She rarely finds any-
one whom she deems worthy to receive one of these favors.

Talking with Abriele can be extremely frustrating, as she is
usually more interested in analyzing motives than in answer-
ing questions. For example, if someone asks where she comes
from, she will respond, “Why do you want to know?” Regard-
less of the answer, Abriele says, “I see.” She makes a few sym-
bols on her tablet, then considers the matter dropped. If the
question is repeated, she responds the same way. The cycle
continues as long as the questioner can stand it.

Abriele will not reveal any details about herself or her mis-
sion. Additionally, she has a secret from even the good
dragons: a month-old baby, kept safely in her pouch, out of
sight.

Abriele always avoids combat, responding to attacks with
her claws and beak only until she can teleport out. She also
uses her shrinking gas breath weapon as necessary. She is
likely to use teleport without error and plane shift to escape
trouble.



ABRIELE DECIDES

If the PC who first meets Abriele attacks or threatens her in
any way, she teleports to safety, reappearing nearby a few
moments later. Abriele, of course, takes no hostile actions
toward the PC. Instead, she studies him curiously, engraving
a few symbols on another of her thick, red tablets to record
the event.

She reveals her name if asked, but responds with the “Why
do you ask?” routine described above to any other ques-
tions. She will also show her tablet-sculpture if asked, though
she will not explain it. If the PC succeeds in a Wisdom Check,
he recognizes it as an abstract portrait of himself, rendered as
an arrangement of geometric symbols. If he fails the Wisdom
Check, it just looks like a mess of lumps and scribbles.

If the PC summons his companions, Abriele hovers just
overhead, etching furiously on a tablet to record the event. If
the PC does not summon his companions, Abriele flies to
them, then hovers overhead and etches furiously. She
responds to any questions as she did with the chosen PC,
likewise teleporting away if things get hostile. As before, she
will show them their portrait if asked; the PCs recognize the
subjects of the portrait if they succeed in Wisdom Checks.

When Abriele has finished her etching, she puts the tablet
and stylus in her pouch. “You have my permission to attempt
to help Cirulon, the cloud city of the good dragons,” she
says. “Follow me.”

Abriele begins to flap slowly toward a range of hills to the
north. She stays about six feet from the ground so the PCs
don't lose sight of her. If they hesitate, she waits patiently. As
before, she answers no questions directly, relying on her
“Why do you ask?” routine as necessary.

STAIRWAY TO THE SKY

Abriele leads the party through the forest toward a crest
about a mile away. If asked about their destination, Abriele
says, “Follow me.” If asked anything else, she responds with
her “Why do you ask?” routine.

As the party approaches the foothills, Abriele stops.
“Wait,” she says. She cocks her head and listens, then disap-
pears. Five minutes pass. Abriele reappears in the same spot.
“Continue. Follow me.” (Abriele’s baby was distressed, so
she plane shifted away to attend to her. Once assured that
the baby was fine, Abriele plane shifted back. She won't say
anything about her disappearance.)

Abriele leads the party up a winding path. They round a
sharp curve to find a blockade of two huge trees which col-
lapsed across the path, the result of a recent windstorm.
Thick tangles of branches extend from the 6-foot-diameter
trunks. A detour looks like the best solution.

However, before the PCs reach a decision, Abriele says,
“Stand clear.” She then blasts the trees with her breath weap-
on, causing them to shrink, though they appear to vanish.
“Follow me,” she says, matter-of-factly continuing along the
path.

If anyone examines the area to either side of the path, he
finds an uprooted tree, about eighteen inches tall, in exactly
the same proportion as the tree that had been blocking the
path to that side. Helpful as always, Abriele neither confirms
nor denies the effect of her breath weapon.

The path leads to the top of the highest hill overlooking the
meadow and the entire forest. In the distance, the PCs can
see the flickering lights of the village.

Once the party reaches the top of the hill, Abriele stops,
then glides to the ground. A few yards away, the air shim-
mers, and wisps of mist rise from ground. The hazy image of
a silver dragon covered with purple stains appears inside the

mist. Streams of light radiate from her body. This is the image
of Saramber; the party immediately recognizes her as the
dragon who appeared in their dreams.

“Welcome,” says Saramber, then raises her head toward
the heavens. She begins a low roar that crescendos until the
earth shakes. The sky shimmers, and a sparkling crystal stair-
way appears, leading from the top of the hill out of sight into
the sky.

“Come,” says Saramber, beckoning to the stairway. Hover-
ing a few feet from the ground, Abriele leads the way up the
stairs. “Continue. Follow me.”

The PCs may bring all of their gear, with the exception of
horses or any other pack animals. “Your mounts must stay.
We cannot allow innocent animals to be endangered.” They
are adamant about this.

If the PCs have any questions for Saramber, she says,
“Please be patient. All will be answered in time.” Abriele
responds to most questions with her “Why do you ask?” rou-
tine; if they ask her about their destination, she says simply,
“Follow me.”

The steps are spongy and slightly warm. Each step the PCs
take advances them a great distance up the stairway—
whether it is a hundred yards or several miles is difficult to
determine. The stairway vanishes behind them as they climb.

Saramber floats alongside the PCs; no matter how far each
step takes them, she stays nearby. Abriele continues to lead
the way.

THE DRAGONS’ TESTS

SARAMBER’S PACT

When the Council of Cirulon agreed to allow Saramber to
recruit good people to help defend their city, Saramber said
the recruits should be given gifts from those items for which
Abriele was responsible, to help them with their mission.
Abriele vetoed the idea, saying the extra help would violate
the sacred balance of good and neutrality. Saramber argued
that without the gifts, her recruits would be doomed—they
would be fighting in an unfamiliar environment against ene-
mies they had probably never encountered before. Abriele
was unmoved.

So Saramber offered another idea. “In spite of my inten-
tions, | cannot be certain the people | choose are truly good,”
she said to Abriele. “Would it not be in the best interests of
the balance you speak of to assure ourselves of their good-
ness before bringing them to Cirulon?” Abriele agreed that it
would.

Saramber proposed that she and Abriele devise a series of
brief tests for her recruits and observe their behavior. “And if
they are to be subjected to these ordeals,” Saramber added,
“their efforts should be rewarded to maintain the integrity of the
balance.” Abriele thought this over, then agreed. If the recruits
underwent the tests, they might receive a favor or two.

ABOUT THE TESTS

All of the settings for the tests are actually powerful dreams
created by Abriele and the spirit of Saramber. When a dream
is triggered, as described below, the PCs freeze on the stair-
way while the dreams play out in their minds. They remain
sufficiently conscious to think and act in the dreams.

Thus they can use their equipment (including weapons),
speak with each other, cast spells, and take any other normal
actions. However, they cannot leave the dream, even by
casting dispel magic or similar spells.

After each dream test, Abriele and Saramber will evaluate




their performance. The PCs can enter into these discussions;
they should quickly figure out that they are being evaluated
for their good qualities, although Saramber and Abriele will
not acknowledge this.

Saramber rewards the PCs after they experience the third
dream. After each dream, note the PCs’ actions and their
defense of these actions to Saramber and Abriele. Details for
evaluating the party’s performance are given in “Rewards”,
below.

JEWEL ORCHARD

You are suddenly standing in a grassy meadow with the
sun shining brightly overhead and a cool breeze caressing
your skin. You are just outside a wooden fence about four
feet high. The fence encloses an orchard with hundreds of
leafy trees. Rubies the size of apples hang from their

branches. There are no other signs of life.

This dream tests the party’'s honesty. The fence is intended
to show that the gems belong to someone. The PCs can easily
step over the fence to take a ruby if they like. There is no one
to stop them and nothing else in the area.

After a PC takes a ruby, the dream ends in a minute or two.
Likewise, if the PCs make no attempt to take a gem within
five minutes, the dream ends.

When the dream ends, the PCs abruptly find themselves
back on the crystal stairway. If they refrained from taking a
ruby, Saramber congratulates them on their honesty; neither
dragon will discuss the dream further.

If the PCs took a ruby, Abriele matter-of-factly speaks to
Saramber. “They took something that did not belong to
them. That demonstrates dishonesty, which is not represent-
ative of a good person.” Saramber asks the PCs to explain
their actions. If they tell an obvious lie (“We thought they
were real apples.”), Abriele says to Saramber, “Further proof
of my analysis.” If they give a reasonable excuse (“We
thought this might be evidence of an evil wizard and merely
wished to examine it.”), Abriele accepts it. She is not stupid—
if the PCs were greedily stuffing rubies into their pockets, no
excuse will suffice.

Everyone continues up the stairs. The next dream occurs a
few minutes later.

“MERCY” KILLING

The fabric of the starry sky above you begins to rip. A
gigantic bony hand extends from the rip, reaching down
to enfold you in a gray void. When you are next aware of
your surroundings, you are standing on a steel platform
hovering about 50 yards above a huge covered pen. The
pen contains dozens of listless silver dragons, each with at
least one purple stain. The only movements any of the
dragons make are occasional restless stirrings.

Each of you holds a steel rod nearly 10 feet long. The
rod’s end has a reddish glow and is warm in your hands.

A deep voice thunders from the clouds above. “Put
them out of their misery. They have no hope against this
dread disease. Kill them all.”

This dream tests the party’s compassion. The PCs can
experiment with the rods by pointing them into the sky and
concentrating; thick jets of flame roar from the rods, and the
pens are easily within the rods’ range.

If the PCs address the voice in the clouds, it just repeats the

same instructions. The dragons do not respond to the PCs.

If the PCs blast flames at the dragons, the dream ends. If
the PCs refuse to blast flames at the dragons for five minutes,
the dream ends.

When the dream ends, the PCs abruptly find themselves
back on the crystal stairway. If the PCs refrained from flaming
the dragons, Saramber congratulates them on their compas-
sion; neither dragon will discuss the dream further. If the PCs
flamed the dragons, Abriele speaks matter-of-factly to Saram-
ber. “They obeyed anonymous instructions to kill. That dem-
onstrates brutality, which is not representative of a good
person.” Saramber asks the PCs to explain their actions. If
they tell an obvious lie (“The rods went off by accident.”),
Abriele says to Saramber, “Further proof of my analysis.” If
they give a reasonable excuse (“We believed we were hear-
ing the voice of our god.”), Abriele accepts it.

The party continues up the stairs. They experience the next
dream a few minutes later.

CAVE BATTLE

You begin to sink into the stairway as if it were quick-
sand. About a minute after your heads are covered over,
you find yourselves standing in a foot of water at the back
of a dark cave. The cave is about 25 yards in diameter with
a single 10-yard-wide exit leading to the open sea. The
sides of the cave are slick with algae, making them impos-
sible to climb.

A monstrous giant octopus bursts through the surface
of the water at the entrance to the cave, waving its tenta-
cles menacingly. One of the tentacles is coiled around a
shrieking boy.

This dream tests the party’s courage. The octopus attacks
the PCs with its free tentacles, shapping with its beak at any
PC within reach.

Though this is a dream, conduct normal combat and assess
damage to both the PCs and the octopus. Neither confirm
nor deny any PC’s suspicions that the combat isn't real.

If the boy or octopus is killed, the dream ends. If the PCs
refuse to fight, the dream ends. If a PC “dies” or half of the
PCs lose at least half of their hit points, the dream ends.

When the dream ends, the PCs abruptly find themselves
back on the crystal stairway, completely unharmed. If the
PCs fought the octopus and attempted to rescue the boy,
regardless of the outcome, Saramber congratulates them for
their courage; neither dragon will discuss the dream further.
If the PCs refused to fight for any reason, Abriele speaks
matter-of-factly to Saramber. “They declined to save the
child. That demonstrates cowardice, which is not represent-
ative of a good person.” Saramber asks the PCs to explain
their actions. This time, it will be difficult for the PCs to justify
themselves; refusing to fight because they suspected the
octopus wasn't real is an unacceptable excuse as far as
Abriele is concerned.

REWARDS

After the final dream, the PCs find themselves back on the
stairs once more with Saramber and Abriele, who are ready
to reward them. “Your patience for enduring our tests is
appreciated,” says Saramber. “Before you enter Cirulon, we
wish to reward you for your efforts.”

Be generous in awarding these gifts. If the PCs made a rea-
sonable effort in all three dreams, award them all four gifts;
even if they performed an inappropriate action (such as steal-
ing the rubies), give them credit for it if they made a sincere



argument to Abriele or if they apologized for failing (humility
is also a quality of goodness). If they disastrously failed in one
of the dreams, award only the first three gifts. If they failed in
two, award only the first two gifts. They receive only the
information from Saramber (number 1) if they failed in all
three dreams.

Saramber describes each gift as Abriele presents it to the
PCs. By agreement with Abriele, her descriptions are neces-
sarily vague.

The gifts:

1. A bank of mist rolls up beside the stairway. An immense
tube appears beside the stairs, stretching out of sight into the
mist in either direction. There is a dark blue circular indenta-
tion about 100 feet in diameter on the side of the tube facing
the PCs. “The key to the doors is faith,” says Saramber. “To
enter, you need only walk through.” (This is a gift of knowl-
edge regarding use of the doorways in Cirulon—more about
this in Chapter 1.)

2. A pair of tiny silver dragon wings appears in each PC's
hand. “For empathy and access,” says Saramber mysteri-
ously. “Find their use in the city.” (These are magical items
called dragon wings. The dragon wings are useless without
the help of an appropriate silver dragon—their effects are
explained in Chapter 1.)

3. A staff of curing appears in the hands of the PC who is
most often concerned with healing others. “For healing,”
says Saramber. (The staff of curing has 20 charges, is useable
by anyone of good alignment, and works on anyone of good
alignment, dragons as well as people. It heals 1d8 hits, once
per day per subject.)

4. A bank of mist rolls up beside the stairway. A 16-foot
lance with a silver glow appears within the mist. “To help
vanquish our enemies,” says Saramber. (This is a mounted
dragonlance, but it is only an image; Saramber is telling the
PCs the weapon is available in Cirulon—more about this in
Chapter 1.)

With the presentation of the gifts, Saramber begins to fade.
“Farewell, my friends,” she says. “When you reach the end
of the stairs, rest for the night. You will have access to Cirulon
at dawn.” She vanishes in a flash of light. Abriele stares at the
PCs, looks as if she’s about to speak, then thinks better of it.
She disappears abruptly, having plane shifted away.

The PCs may continue up the stairs.

A FINAL GIFT

As the PCs near a cloud bank at the end of the stairway,
Abriele reappears in front of them. Again, she starts to speak,
then stops short. Muttering, she reaches into her pouch and
produces a leather bag that she gives to the nearest PC. “For
a later time,” she says, then plane shifts away once more.

Inside the bag are two ears of mouldy black corn, wrapped
in mouldy gray husks. They are obviously inedible. (Tempo-
rarily succumbing to her good tendencies, Abriele left this
gift with the PCs, though she couldn’t bring herself to tell
them why they'd need them. The ears are a clue to a puzzle
in Chapter 3.)

END OF THE STAIRWAY

The crystal stairway ends in a bank of fleecy clouds. Swirl-
ing fog envelops the cloud bank, making it impossible to see
further. If the PCs dispel the fog by magical or other means,
they see a gigantic bank of clouds a hundred yards away. If
the PCs attempt to reach the gigantic cloud bank by flying or
similar spells, they find the cloud bank always remains a hun-
dred yards distant.

The cloud bank the PCs are on has the texture of cotton, an
inviting surface on which to sleep.

At dawn, a strong wind rises, and the fog swirls madly.
When the last of the fog has finally dissipated, the PCs see a
crystal bridge leading from their cloud bank to the gigantic
cloud bank about a hundred yards away. The bridge ends at
what appears to be an entrance—two gleaming columns
tower into the sky, beyond which lies a city of immense
buildings and domes, sparkling in the sunlight, half-hidden
by swirling wisps of fog.

TROUBLESHOOTING

Here are some tips for handling unexpected problems:

If the PCs refuse to go to the meadow of violets, if they
refuse to go up the crystal stairs, or if they otherwise drag
their feet. The spirit of Saramber causes the reluctant PCs to
re-experience the original dream of the destruction of the
cloud city and their home villages. If they still aren’t suffi-
ciently motivated, increase the stakes by adding images of
the violent deaths of their friends and families to the dream.

If the PCs blow the dream tests. If they fail because of
well-meaning ineptitude (such as by testing the rods in the
direction of the silver dragons and accidentally flaming
them), consider running another set of tests to give them a
second chance. (For instance, they could dream of discover-
ing a unicorn with a broken leg—will they save it or shoot it?)

If the PCs consistently go against their good alignment dur-
ing the tests—as by gleefully stealing the jewels or making a
game of executing the silver dragons—consider thoroughly
reviewing the DRAGONLANCE® game principles with them.




R £ Pt

7 AT

o - -

r7

CHAPTER I: CIiTY OF CLOUDS

e

)

12

DM’s OVERVIEW

This chapter begins immediately after the Prologue. Use
the large color insert map for reference. In this chapter, the
PCs should:

—explore the remnants of the cloud city of Cirulon and
sample the dragons’ culture and history,

—meet Terrilyn and Kerrija, the silver dragon siblings,

—learn that the assault on Cirulon is part of an effort by the
forces of evil to learn the location of a mysterious portal, and

—discover that Artha is still alive.

It is unlikely the party will be able to fully explore Cirulon
before the final assault. It is extremely unlikely they will be
able to