
Songmaster 


This simple musical instrument is fashioned from a single bone and has numerous 
holes drilled into it and is covered in numerous small sigils. It is impossible to determine 
what type of bone it is-arm, leg, or rib-but legend tells that Branchala pulled it from his own 
body after seeing what became of the Bakali during the age of Dragons. It is believed that it 
was the funny bone as Branchala felt little humor or joy during the ice age of Krynn. He 
hurled the bone to the earth in an attempt to remove the despair that had overtaken him, 
but when a solitary Bakali found the bone and blew from into it, wondrous music ushered 
forth. When he brought it back to his village the elders took it as a sign that the gods 
continued to smile upon them and inspired them to not lose hope. Branchala was moved and 
bestowed some of his divine power into the flute allowing the creatures to charm the 
dragons that had been mistreating them and to break their bonds of slavery. 

This musical instrument was known by many names and no single name was commonly 
used. Such names included Flute of Escape, Flute of Domination, The Charmer, and numerous 
others. It was only after the kender Daria Sunchaser had found the flute during the Age of 
Dreams and used it on many adventures did she name it after the god of music and song, 
giving it the name Songmaster. Thanks to her tales and how quickly they spread amongst the 
kender of the nations, the flute was able to be more easily identified during the time of 
Kingpriest Symeon III. However, stories continued to circulate until the time of Kingpriest 
Beldinas Pilofiro, and it was one of the holy relics on the list to be found and stored in the 
Solio Febalas, but he was never able to acquire despite searching for it right up to the time 
of the Cataclysm. 
 None know it now, but the flute rests in a shrine on the Isle of Karthay in the 
Worldscrown mountain range not far from the Dark Glade area patiently waiting to be given 
voice again.   

This flute has numerous powers related to sound and the various effects that can be 
created through the manipulation of such. In order to make use of any of the abilities, the 
flutist must make a Perform (wind instrument) check with a +10 bonus to the check.  The 
caster level for all of the flute's effects is caster level 20. All effects in which duration is 
measured in round per level will last as long as the musician continues to play the flute. For 
those durations determined in measurements larger than “round per level” the level is equal 
to the number of ranks the musician has in perform (wind instruments) or five, whichever is 
greater. All effects will affect everybody excluding the flutist within hearing distance unless 
the musician has a number of ranks in Perform (wind instruments) equal or greater than the 
class level needed in order for a Bard to cast the spell. The only way to suppress the effects 
of the flute is magical silence, and even then the flutist may attempt to dispel the silence 
just as if casting the spell dispel magic.  

The instrument is rumored to be able to cause confusion in the ranks of armies, to 
shatter bonds holding one hostage to the will of another whether physical or mental, and to 
cause bitter enemies to become friends. All of the powers are dependent upon what type of 
music is played; music can range from an upbeat jig to a melancholy dirge. The more the 
instrument is used, of course, the more attention the musician will attract from the Bard 
King.  
 Musical effects can be created that duplicate the following spells: Break Enchantment, 
Calm Emotions, Cause Fear, Mass Charm Monster, Confusion, Crushing Despair, Deep Slumber, 
Enthrall, Fear, Ghost Sound, Greater Heroism, Good Hope, Hypnotism, Rage, Remove Curse, 
Remove Fear, Sculpt Sound, Shatter, Greater Shout, Sound Burst, Summon Swarm, Song of 
Discord, Sympathetic Vibration 




Aura strong conjuration; CL 20th 
Slot none; Weight 3 lbs


