Dragonlance

War of the Lance Campaign

The world of Dragonlance is not so different from other campaign worlds such as Greyhawk. It has humans, elves, dwarves, goblins and ogres just like any other Dungeons & Dragons campaign.  It has fighters, wizards rogues and most other generic classes. I’ve put together this Player’s Guide to give you an idea of what is the same as the standard D&D game and what is different so that you can generate your characters for the game. 


Because we are playing a War of the Lance campaign there are some significant changes in the fact that there are no gods or sorcerers. So with that in mind I have compiled some lists of information on the various races and classes available to you. I have also marked the books and page numbers of new classes and races if you need more information on them.
Character Creation

Ability Scores : Usually a War of the Lance campaign begins at 5th level, but we are starting at first and working our way up. Because there is a lack of healing magic and you are supposed to be “heroes” You can either use 28 points to buy abilities scores (DMG page 169) or you can use the standard method (roll 4d6 and drop the lowest result). You can use the standard method three times and choose your best set of the three.
Acceptable Player Races

Here is a list of the races that would be acceptable to play along with the book and page number to find them in. (RoA stands for Races of Ansalon)

Human “Civilized”: This is your run-of-the mill human that was raised in a civilized society like a village or town. They just use the stats from the Players Handbook. If you are playing human it is assumed you are a local from the region of Abanasinia. (Abanasinian RoA pg. 8)
Human “Nomadic”: This human would be one raised in a tribal society. They also use the human stats from the Player’s handbook. The region of Abanasinia has a number of locations where tribal folk dwell. There may be optional starting equipment available for this type of human. (see RoA pg 14)

Elf, Qualinesti: These elves use the stats from the Players Handbook with a few minor adjustments (see RoA pg 71). The elves of Dragonlance are fairly xenophobic and if you play one we’ll need to work on a story as to why you have chosen (or were forced) to leave the forests of the elves and live among humans.
Half-Elf: Half elves use the stats from the Players Handbook with a few minor adjustments (See RoA pg 86). If you choose to be a half elf make sure to come up with or ask the DM for ideas on how you were raised. 
Half-Ogre: Half-Ogres are supposed to be an LA+1 race so if you want to play one discuss it with the DM. Like half elves, half ogres usually have difficult pasts so discuss your background with the DM. Stats for the Half-Ogre can be found in RoA pg. 191.
Half-Kender: Half-Kender are much like half-elves, but their pasts do not usually have to be tragic. Stats for half-kender can be found in RoA pg 149.
Dwarf, Hill: These dwarves are your standard dwarves. They use the same stats as the dwarf from the player’s handbook.  The hill dwarves of the region of Abanasinia have something of a blood feud with the mountain dwarves to the south, ask your DM about this when working on a back story for your character.
Gully Dwarf: Gully dwarves are the lowest of races in a number of ways. They are often thought of as vermin and “never” as heroes. They happily live in filth and poverty most of their lives before dying. Stats for Gully Dwarves can be found in RoA pg 45. 
Gnome, Tinker: The gnomes of Dragonlance are not bards or attuned with nature. They are tinkers and builders. They are also highly intelligent, but usually do not believe in using magic to accomplish something that science can do. The Master class of Dragonlance best suites this race. Stats for Tinker gnomes can be found in RoA pg 99.
Kender: Kender replace the Halfling race of other settings. They are curious and fearless, a combination that often get’s them and their companions in trouble. Kender stats can be found in RoA pg 144.
Possible Races

There are some additional races that you could be, but they would probably need a really interesting back story to go with them.

Human “Civilized or Nomadic” not from Abanasinia: You may not want to be from Abanasinia. There are other regions you could be from Northern Ergoth, Solamnia, Lemish and so on.  If you would like to learn about those nations and other possible nations just ask the DM and he can offer some suggestions. 
Elf, Kagonesti (wild elf): These elves are very rare. They are the wild, barbaric elves of the Dragonlance world and would not fit in well with the Heroes, but if you would like to play one you can discuss it with the DM.
Minotaur: For the most part, Minotaurs are located on the other side of the continent. You would have to play an outcast if you choose to be a minotaur. Again, this is amonsterous race and may not fit the profile well for a hero of the lance, but is not impossible to include, just unlikely.
Dwarf, Mountain (Hylar, Klar or Daewar): A mountain dwarf not living under the mountain would mean you are most likely an outcast from your people, which is why these dwarves are unlikely candidates for heroes.
Other Races: There are other races that might be possible like (centaurs,  Silvanesti elves, half-goblins or kobolds and so on) but they would have to be approved by the DM and worked into the story so they make sense.
Acceptable Player Classes
Listed below are the various classes that would be acceptable to play in this War of the Lance Dragonlance game.

Barbarian: Barbarians are most common among the nomadic folk of the wilder regions of Abanasinia. If you play a barbarian you will probably be from a local Abanasinia Plains tribe.
Fighter: Fighters are common anywhere. It is also a good class to take if you anticipate that you may want to play a cleric later in the game or take a Solamnic Knight Prestige class.
Knight: There is a knight base class in the Players Handbook II that could be used if you so wish. Any knight would hail from Solamnia to the north. Currently knights are not viewed kindly among the common people of Ansalon. Talk to the Dm more about why this is so.
Monk: This class works without any changes from the Players Handbook. If you choose to play a monk you will most likely be a travelling monk far from his or her monastery.
Mariner: The Mariner is a Dragonlance base class that is much like a rouge/ranger with an aquatic bent.  However, the early eadventures take place in and around the village of Solace which is landlocked so we won’t be seeing water any time soon. The latest revision of the class is in the Legends of the Twins source book pg 25.
Master: The master class is one that has many uses. In most cases it acts as the bard. You can specialize as a Sage, Performer, Craftsman or Professional and it has abilities that assist other players in the game. This class is located in the War of the Lance book pg 21.
Noble: This class is one that indicates that you have ties to a powerful and well known family. This character usually takes a leadership role. To find out more about the noble you can find the class in the Dragonlance Campaign Setting pg 50.
Ranger: This class can be taken as is with the exception that there is no spell casting until after 5th level or higher.
Rogue: Rogues, like fighters, are everywhere. You can use the class straight from the Player’s Handbook as is.
Scout: This class from Complete Adventurer is a good replacement for the non-spellcasting ranger and is available as is.
Swashbuckler : This class from Complete Warrior is fine as is.
Wizard: Wizards are fine as they are from the Player’s Handbook, but there is some particular setting information about wizards that you may need to know. See your DM about specific setting information about the Wizard. See Magic under the “The world as you know it” section of this document for additional information.
Possible Player Classes 

These classes rely on a connection to the gods. Since there are no gods these classes may not be available until later in the campaign. If you would like to play one of these classes please speak with the DM.
Cleric, Favored Soul (Complete Divine), Druid, Spirit Shaman (Complete Divine), Paladin

Hit Points

You will start with max hit points at first level.
Standard Starting Gold

You will roll for starting gold. For mariners and nobles use the following information.

Mariner 5d4 x 10 (125 stl)

Noble 8d4 x 10 (200 stl), plus nobles get a noble's outfit and signet ring for free.
Character Traits

You may select up to two character traits from either Legends of the Twins (p. 7) or from Unearthed Arcana (p. 87)

Feats

Choose any feats from the Players Handbook plus any from a WotC sourcebook with approval. Additionally here is a list of feats from Dragonlance Products. Racial Feats or substitution levels may also be available depending on your race. No Flaws allowed.

Charming : +2 Diplomacy & Bluff checks
Disciplined: +1 Will & +2 Concentration checks
Education: (only civilized human, half-elf or elf) All Knowledge skills are class skills, you get +2 on two Knowledge Skills. 

Haggler: +2 on Appraise & Bluff checks
Heroic Surge: Extra move or attack action once per day.

Honor-Bound: +2 on any saving throw that prevents you from failing to fulfill and oath. 

Hulking Brute: (half-ogre or minotaur) You are treated as large size on opposed checks.

Improved Favor: Nobles can call 2 additional Favors per week. 

Improved Taunt: Shift opponent’s attitude to hostile and impose -2 penalty to attacks and AC with a successful Bluff check versus Sense Motive.  

Improvise Masterwork Item: Make a standard item a masterwork item for a number of hours. 

Improvise Weapon:  (Appraise 1 rank) Take a -2 with an improvised weapon instead of -4. 

Lucky: +1 luck bonus to all saving throws.  
Mimic: +2 on Disguise & Perform checks 
Quick-Thinking: +2 on Initiative & Spot checks 

Reserves of Strength: (Iron Will) When casting a spell you can increase your caster level by 1,2 or 3 but are stunned for the same number of rounds after casting. 

Sharp-Eyed: +2 on Search & Sense Motive checks 

Shield Focus: AC increases by 1 when wielding a shield.
Spellcasting Prodigy: Bonus spells based on primary ability as 2 points higher.  
Street Smart:  +2 Bluff & Gather Information Stubborn: +1 Will saves & +2 Intimidate checks Tremendous Charge: Use a mounts strength instead of your own for damage during a charge. 

Trustworthy: +2 Diplomacy & Gather Information checks 

More feats and specific spells are available in various Dragonlance Sourcebooks. You refer to the Master Dragonlance Product Index online: http://www.dlnexus.com/fan/rules/13066.aspx
The World as you Know it

Geography

You live on the world of Krynn on the continent of Ansalon. The adventure begins in the region of Abanasinia in the village of Solace.

Most of you are not world travelers so what you know of the outside world is somewhat limited. To the north of you are the lands of the Solamnics. It was once a great nation protected by valiant knights, but the knighthood has fallen into disfavor and is now little more than squabbling nobles. 


Far to the south of you lie the lands of the elves. The Qualinesti elves prevent anyone from crossing their borders and are rarely seen. Further south are the Kharolis Mountains, home of the dwarves and the underground kingdom of Thorbardin. The kingdom of the mountain dwarves has been sealed for hundreds of years and now only hill dwarves remain in settlements around the mountains.


To the west the land gives way to the Algoni Strait and across that are the fractured islands of the once great nation of Ergoth. Also somewhere far to the west is the homeland of the gnomes.

To the East of you are the Plains of Dust, the New Coast and lands of nomadic plainsmen. From local tales you also know that further to the east are the lands of evil ogres, devious kender and arrogant Silvanesti elves. 
You live in the village of Solace. It is a unique village in the fact that it is built in the branches of mighty vallenwood trees. It is located along a small cross roads at one of the lesser trade routes of Abanasinia.  

Here are a few of the most notable sites in the village.

Inn of the Last Home: This is the central meeting place of the locals in town. It is run by a man named Otik who makes the best spiced potatoes in all the land.

Roots and Remedies: Laurel the local herbalist is a well known figure in the town. In a world without clerical magic she is the best the town has to a healer.

Town Square:  This is a large cleared area on the ground at the interest ion of many of the towns paths. It is primarily used for festivals, town gatherings, performances and market days.

Thero’s Ironfeld’s Smithy: Thero’s is a large dark skinned Ergothian from the north that set up shop in Solace. It is one of the few buildings actually on the ground.
The Trough: This tavern is a disreputable watering hole that caters to those who have nefarious business in town or those addicted to dwarf spirits.

Races

The humans of Abanasinia are largely merchants by trade and as such many of them travel abroad and stories of different races circulate around. This is some generalized information on each of the races that you would probably know. 
Kender: These little people are natural thieves, although they claim they are just forgetful or curious, but that seems hard to believe. 

Gnomes: You don’t see too many gnomes out and about. They usually hide away in their homes inventing strange clockwork devices that are more likely to blow up than ever function correctly.

Elves: Both the Qualinesti and Silvanesti elves are arrogant and intolerant so they hide away in their forests. Some people say they blame humans for the great Cataclysm and the disappearance of the gods. As if the humans could do anything to make the gods disappear!

Dwarves: Hill dwarves are and ok bunch, even if they are a bit surly. Mountain dwarves are a whole other story though. They live in their kingdom beneath the mountains hording all their riches to themselves and not sharing a bit of it with anyone else.

Minotaurs: You don’t meet them very often, but the ones you do meet seem like little more than monsters. They’re as bad as ogres.
Ogres: They are little more than monstrosities like goblins, hobgoblins and kobolds.

Magic

Dragonlance is a relatively low magic setting when compared to Forgotten Realms or Greyhawk. There are no magic shops where you can stop and buy or trade magic items. Magic items are rare and clerical magic items even more so. 

The use of magic is strictly guarded by the Wizards of High Sorcery. In order to cast powerful arcane magic you must pass a Test and join the Orders of High Sorcery or run the risk of becoming a renegade. 

It is common knowledge that the two moons of Krynn, Solinari (a large white moon) and Lunitari (a smaller red moon) hold some sway over magic in the world.

Gods

Hundreds of years ago there were gods that looked down over Krynn, but they turned away from man and cast a fiery mountain down upon the world. This is commonly known as the Cataclysm. The Cataclysm fractured the continent of Ansalon and killed hundreds of thousands of people. 

With the gods gone there was no magical healing and disease and plague ravaged the world. Mortals had to learn how to live without the ancient gods. The dark times following the loss of the gods is known as the Age of Despair.

The Knowledge (Religion) skill covers knowledge of the ancient gods and various religious cults that worship false idols during the Age of Despair.
Dragons

Dragons are nothing more than children’s tales. There are legends and myths of the creatures but no one has ever actually seen one. If they ever existed they are surely extinct by now.
Game Play Rules
Action Points

You start each level with 3 action points. You cannot spend more than 1 in a round. Action points may be used in a variety of ways.
· Improve a roll (add 1d6)
· double bonus of your initiative check
· recall a spell in same round after its casts

· heal 1d6
· take and extra attack with a full round action
· Adding a 1d4 to a roll that is close to what you need to succeed

· other actions decided by the DM as the situation merits.

Magical Healing

There is no magical healing. You go unconscious at negative of your con bonus. You die at -10 minus your con bonus. (Example: A player with a +2 Con Bonus goes unconscious at -2 and dies at -12.) You can stabilize on your own with a roll of 20% or less or with a successful DC 15 Heal check.
Non-Magical Healing Methods
I have compiled a number of methods that we will use to deal with healing in place of magical healing.
Action Points: You can use an action point to heal yourself 1d6 hit points.

Reserve Points
Every player will have a number of “Reserve Points” equal to their hit points.  You can take a standard action to transfer up to 8 + your level Reserve Points into Hit Points. Reserve Points are replenished with 8 hours of rest.

Example: A player has 10 hit points at first level. This means they also have 10 Reserve Points.  If they take 7 points of damage they can use a standard action to “Catch their breath” and draw 7 points from their Reserve Points to heal back up to full. So now they have 10 hit points again and 3 reserve points. If they take 5 more points of damage they can take a standard action to “Catch their breath” and transfer the remaining 3 hit points from their Reserve Points. So now they have 8 hit points and 0 Reserve Points left for the day. 
Heal Check
When treating wounds, you can restore hit points to a damaged creature. Treating wounds restores 1 hit point per level of the creature. If you exceed the DC by 5 or more, add your Wisdom modifier to this amount. A creature can only benefit from this skill within 24 hours of being injured and never more than once per day. You must expend five uses from a healer’s kit to perform this task. You take a –2 penalty on your Heal skill check for each use from the healer’s kit that you lack. 

Herbal Remedies
Here are three herbal remedies that can be used to assist with restoring hit points.

Autumn Blend: This herbal brew takes a DC 10 Survival check* to find the ingredients and a DC 15 Craft (Herbalist) check and an hour to create.  Autumn Blend is only potent for 1 hour after it has been created. The Autumn Blend mixture tastes like onions. When ingested this mixture converts all damage to non-lethal damage. Non-lethal damage can be healed naturally at a rate of 1 hit point per level per hour. For example a 7th level character heals 7 points of non-lethal damage per hour. 
Hazelnut Dirt: This herbal brew takes a DC 15 Survival check* to find the ingredients and a DC 20 Craft (Herbalist) check and 2 hours to create.  Hazelnut Dirt is only potent for 3 days after it has been created. The Hazelnut Dirt mixture tastes like dirt and stale nuts (hence it’s name), but at the same time it allows you to restore a number of hit points equal to 1d6 + your level. Every drink past the first in a 24 hour period forces a Fortitude save of DC 10 + the number of previous drinks. If you fail the save you take one point of Wisdom Damage. 

Regal Draught: This herbal brew takes a DC 20 Survival check* to find the ingredients and a DC 25 Craft (Herbalist) check and 6 hours to create.  Regal Draught is only potent for a week after it has been created. The Regal Draught mixture tastes like honey with a touch of vinegar. This brew heals 2d8 + your level.  Every drink past the first in a 24 hour period forces a Fortitude save of DC 15 + the number of previous drinks. If you fail the save you take 1d2 points of Con damage. 
* All DCs for Survival checks are based on a semi-forested terrain. This may be adjusted up or down at the DM’s discretion. 

