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Introduction 
Within this netbook you will find Saga rules 

for the unique races, roles, and creatures of 

Taladas, a setting within the DRAGONLANCE® Saga. 

Nearly twenty new hero races and over forty new 

roles depict the peoples and cultures of this 

setting. This brings the lands of Taladas to 

roleplaying campaigns using the DRAGONLANCE: Fifth Age 

dramatic adventure game. 

Although this work has been written with the 

assumption that DRAGONLANCE: Fifth Age campaigns 

occur during the Age of Mortals, most of the 

information contained within is easily 

adaptable to the “classic” DRAGONLANCE period 

(the late Fourth Age). Only a few roles, such as 

the Academy Mystic, are firmly set in the Fifth 

Age; others need little or no alteration to be 

used in the classic era. Narrators may wish to 

use the modified spellcasting rules found in 

“Fourth Age Magic in Saga Campaigns” document 

at the https://dragonlancenexus.com/taladas/category/
sourcebooks/ site. 



2 

Table of Contents 
 

Introduction 1   

Hero Races 3  Elf Clan Shaman 48 

 Bakali 3  Elf Clan Warrior 50 

 Centaurs 4  Elf Clan Wizardress 51 

 Dwarves, Fianawar 6  Glass Sailor 52 

 Dwarves, Scorned 7  Grey-Robed Sorcerer 54 

 Elves, Cha’asii 9  Heerikil 56 

 Elves, Clan 11  Hitehkel Engineer 57 

 Elves, Dargonesti 13  Ice People Barbarian 59 

 Elves, Dimernesti 14  Ice People Makou 60 

 Elves, Hulderfolk 15  Ildamaran Mystic 61 

 Elves, Silvanaes-Quarti 17  Ilmaskhod 62 

 Gnomes, Gnomoi 18  Ilquar Goblin Shaman 63 

 Gnomes, Minoi 19  Islander 65 

 Goblins 20  Kazar Nomad 66 

 Humans 22  Legionnaire of Eragas 67 

 Kender, Marak 24  Loyal Son 69 

 Kender, True 25  Mystery Cultist 70 

 Minotaurs 26  Nylgai Hadirnoe Maker 71 

 Mischta 28  Nylgai Hadirnoe Soldier 73 

 Ogres 30  Nylgai Hadirnoe 

Storysmith 

74 

Lifespan of Hero Races 32  Nylgai Hadirnoe Scout 75 

Hero Roles  33  Outlander 76 

 Choosing and Using Roles 33  Payan Mako Tribesman 77 

 What is a Role? 33  Pureshk Barbarian 78 

 Appropriate Roles 33  Recorder of Baltch 79 

New Roles 35  Silvanaes Qualith 80 

 Academy Mystic 35  Sorcerer of the Obsidian 

Tower 

82 

 Alan-Atu Bard 36  Swamper 83 

 Alan-Atu Tribesman 38  Thenolian Noble-Knight 84 

 Arena Champion 39  Uigan Horseman 86 

 Bilo Gnome 40  Uigan Jijin Priestess 87 

 Black Cloak 42  Uigan Qu'uan Priest 88 

 Chaos Sorcerer 43  Upright Man 90 

 Companion of the Dead  44 Languages 92 

 Dragon Knight 46 Monsters 94 

 



3 

Hero Races 
 

The following pages describe the hero races of Taladas in 

the DRAGONLANCE: FIFTH AGE game. These replace the hero races 

from the Book of the Fifth Age. Most of the hero races of 

Ansalon – elves, minotaurs, and gnomes, for example – possess 

different cultures, abilities, and appearances than their kin 

in Taladas. 

The exception are hill dwarves – these dwarves are very 

rare in Taladas, living mostly in isolated enclaves or in 

small ghettoes in the cities of Southern Hosk – but they are 

available as a hero race. The dwarves of the Rainward Islands 

are hill dwarves as described in the Book of the Fifth Age. 

Other hero races in Taladas are described below: 

 

Bakali 
The Bakali are a race of reptilian humanoids that dwell 

in the warm waters of Blackwater Glade. Known also as 

“lizardmen” or “dragonmen” by the humans of Thenol, bakali 

are racially distinct from the degenerate hurdu of the 

Steamwall Mountains, or their larger, more vicious cousins in 

Ansalon. Ansalonian bakali are more properly named jarak-

sinn, meaning “new race” in the bakali tongue. 

 

Description 
Bakali appear to be large, humanoid lizards, standing 

between six and eight feet in height. Bakali are sometimes 

compared to crocodiles – their mottled brown or yellow-green 

skin is thickly scaled, their jaws lined with sharp, tearing 

teeth, and their lashing tails long and powerful. 

Bakali possess intimidating talons on their hands and 

feet, which are not actually useful as weapons; however, they 

are webbed to aid in swimming, and bakali hands are just as 

dexterous as those of humans. Bakali distinguish between 

males and females by scent; to other races, the sexes appear 

indistinguishable. 

 

Roleplaying 
Bakali are distrustful of strangers and prefer to keep to 

themselves. Centuries of conflict with the human Swampers 

have brought most bakali to view humans as lying, greedy and 

thieving creatures, not to be trusted. In return, humans 

generally believe bakali to be savage and bloodthirsty, a 

stereotype which is not entirely deserved. Although bakali 

are prepared to use violence when the situation calls for it, 

they treat others as others treat them (and bakali have very 

long memories!). Thus friendships and alliances are lasting 
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among the bakali, and an honourable enemy is treated with 

respect. 

Bakali are a courageous race, who are said to fear 

nothing. Even death holds no terror, although life is more 

enjoyable and preferable. In times of war, bakali use their 

considerable skills in battle, ambushes, deception and 

retreat where appropriate. Their god, Siarrlas the Scaled 

One, teaches that all war is courageous that serves to 

protect the bakali and their world. There is even courage in 

defeat, for that is natural in war and in life – someone must 

lose every battle, and there is no shame in it. Only hiding 

or betraying the bakali is considered a sign of cowardice. 

 

Requirements 
To qualify as a bakali, a hero must have Strength and 

Endurance scores of 6 at minimum. Considered to be uneducated 

savages by most other races, bakali heroes have maximum 

Reason scores of 7. Bakali are reluctant to wear armour, 

finding most metal types uncomfortable on their larger 

frames. Thus, these heroes never begin with an ability code 

higher than “D” in Endurance. 

Bakali never practice Sorcery, and are completely 

unfamiliar with its workings. 

Thus, bakali always have an “X” code in Reason. These 

heroes have grown in the wilds of Blackwater Glade, and are 

physically powerful and very sensitive to their surroundings. 

They must have Strength and perception codes of “B” or 

higher. As all bakali have nictating membranes in their eyes 

to improve vision, heroes must select eyesight as an acute 

sense (bakali with a Perception code of “A” may select an 

additional acute sense of their choice). 

 

Advantages 
Bakali are extremely well-suited to their environment, 

and move through water as easily as walking on land. The 

tough scales of a bakali's hide grant an automatic defense 

rating of –2, cumulative with any other protection. 

Due to the bakali's natural courage, any card played to 

resist fear or other negative emotions (including dragonawe) 

is automatically trump. 

 

Disadvantages 
Bakali are inherently distrustful of outsiders, and have 

great difficulty understanding their culture. Thus, when a 

bakali uses Presence to relate to other races, or Reason to 

understand a difference in their ways, no card played is 

considered trump. 
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Centaurs 
The half-equine, half-humanoid centaurs are one of 

Krynn’s proudest and noblest races. Centaurs in Taladas are 

very similar to those of Ansalon; they tend to be less common 

and somewhat wilder in temperament, but otherwise possess 

many of the same features as their Ansalonian cousins. 

Centaurs generally come from Hoor and the Rainward Isles, 

with a few scattered tribes in northern regions of the 

Tamire. 

 

Description 
Physically, centaurs are fascinating, having the bodies 

of a great horse with a human torso, head, and arms. Long 

hair runs down their backs like a mane. 

These creatures boast marvelous diversity in appearance. 

Their equine portions range from blond to black and, rarely, 

dappled. Although generally dark haired, centaurs have a skin 

tone anywhere from ruddy tan to rich brown to pale white. 

Many have brown or blue eyes, but some have black, green, or 

even violet. Centaurs do not understand the physical modesty 

of other races, and only wear clothing if the weather demands 

it. However, they enjoy decorating their bodies, and enhance 

their looks with jewelry and other beautiful apparel. 

 

Roleplaying 
One would be hard pressed to find a more passionate race 

than the centaurs. As marked hedonists, centaurs look upon 

every new day as a chance to experience new pleasures, hear 

new tales, and undertake new amorous pursuits. Proud centaurs 

remain ever conscious of their appearance. Most find any 

disfigurement, from a battle scar to a tattoo, to be 

upsetting and unsightly. 

Centaur religion is animistic; they see the sacred spirit 

of the world in all things. Thus, druids rather than clerics 

serve many centaur communities. Of those centaurs who worship 

the gods, most are clerics of the mystery cult of Mislaxa. 

Centaurs are named by the elders of their tribe, 

according to the seasons and the skies at the time of their 

birth. In addition, most adult centaurs take the name of one 

of their parents as a surname (men use the name of their 

father or grandfather, and women use their mother or 

grandmother’s name). A few individualistic centaurs use the 

name of their lover rather than their parent; such a centaur 

might call himself Stormglow, Husband to Whisperwind. 

Centaurs get along well with kender, although they find 

members of that race far too flighty to accept as equals. 

Centaurs often befriend elves and humans, feeling stronger 

kinship with these races and sharing certain traits with 

each. They see dwarves and minotaurs as ugly, stubborn, 
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quarrelsome folk, and must work very hard at times to get 

along with them. 

 

Requirements 
To qualify as a centaur, a hero must have Strength, 

Endurance, and Perception scores of 7 at minimum. Noted for 

their hedonistic outlook, centaurs are seldom considered 

great thinkers. Thus, they have maximum Reason scores of 7. 

Since centaurs find armour bulky and uncomfortable to 

wear, they remain inexperienced in its use; no centaur hero 

can have an Endurance score other than “X.” 

Centaurs are skilled archers almost from birth. Centaur 

foals dream of becoming great marksmen. Thus, a hero must 

have an ability code of “A” in Dexterity to qualify for this 

race. 

 

Advantages 
The most masterful archers are usually centaurs. 

Therefore, whenever they attack using a self bow or a 

recurved bow (rather than a crossbow), any card the player 

selects is automatically considered trump. 

The presence of a centaur has a soothing influence over 

horses and similar beasts. Thus, no equine animal will panic 

as long as a centaur remains close enough for it to hear the 

hero speak in soothing tones. This ability cannot counter 

magically induced fear or panic. 

 

Disadvantages 
Centaurs cannot easily control supernatural forces. As 

such, no card played for sorcery and mysticism is ever trump. 

A centaurs focus on archery has its price. These master 

archers spend so long learning their craft, they rarely turn 

their hand to other missile weapons. Therefore, centaur 

heroes have a Dexterity score of “X” when using a missile 

weapon other than a self bow or recurved bow. 

 

 

Dwarves, Fianawar 
The Fianawar dwarves are a people that live in the 

northern ranges of the Steamwall Mountains, near the Tiderun. 

The Fianawar live in villages on the surface, built close to 

the cliff walls that mark their old homelands. Long ago 

before the Cataclysm, the Fianawar carved their halls beneath 

the low mountains at the very edge of the Aurim Empire. 

However, they were driven out of their subterranean homes by 

the Cataclysm, as their great caverns were made lethal by 

destructive quakes, fiery lava, and poisonous fumes. Now they 

live in villages on the surface, and have been forced to deal 

with the other races of Taladas. 
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Description 
To the ignorant, a Fianawar looks like any other dwarf – 

short-legged stocky people with long beards and unsmiling 

faces. To other dwarves they are quite distinctive. They 

stand slightly taller and leaner than others of their kind, 

though their muscles are gnarled and hard. They have fairer 

complexions than most, although layers of dirt and coal smoke 

usually conceal their skin. 

The Fianawar are not the cleanest people in the world. 

Used to the scalding or toxic waterways of the Steamwall 

Mountains, these dwarves seldom bathe, and wash their clothes 

in the chemical-laden streams. Fortunately, most of their 

clothes are leather, and do not reek of anything more than 

sulphur. Fianawar dwarves are known for their poor table 

manners, and their apparel is often marked by previous meals. 

Clearly, this is part of why Fianawar dwarves seem uncouth 

and brutish to others of their kind. 

 

Roleplaying 
By and large, Fianawar dwarves are critical of life’s 

pleasures, a trait that does not endear them to others. Their 

only joys are in a sturdy, solidly built homes (preferably 

without windows), and the company of close friends and 

kinfolk. Many Fianawar dwarves have travelled beyond villages 

of their lands in the northern Steamwall, settling in the 

provinces of the League where life is more comfortable, if 

not always happier. 

After several centuries of calamity and failure brought 

on by attempting to return to their ancestral halls, the 

Fianawar dwarves have developed a mass terror of the 

subterranean realm. Fianawar dwarves are now afraid of 

underground places, and have become resigned to life on the 

surface. 

At the same time, Fianawar dwarves are far from happy 

with life on the surface. They do not like bright sunlight, 

open expanses of sky, cool rains, or bright summer blooms. 

They seem unable to appreciate the beauty of the world above-

ground, and dislike the surface way of life. Fianawar have 

little talent for farming, although they must to survive, and 

find little comfort in the open-pit mines that they dig to 

reach surface deposits of ore for smelting and smithing. They 

remain the most skillful workers of metal in Southern Hosk. 

 

Requirements 
The compact build of dwarves, as well as their hardy 

constitutions, makes them rugged and sturdy enough to survive 

in the poisonous Steamwall Mountains. As such, only heroes 

with Strength and Endurance scores of 6 at minimum qualify to 

be Fianawar dwarves. 
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Conversely, a dwarf’s body structure makes him less 

nimble than those of other races. Thus, Fianawar dwarves have 

minimum Agility and Dexterity scores of 8. 

Dwarves as a race seem little suited to the use of 

sorcery. As such, these heroes never have an ability score 

higher than “B” in Reason. 

The Fianawar dwarves are known for odd manners and 

unpleasant hygienic practices. Thus, Fianawar heroes never an 

ability score higher than “C in Presence. 

 

Advantages 
The great constitution of a dwarf makes him very 

resistant to poisons and sorcery (although not mysticism). 

Whenever a dwarf is forced to resist such an attack, the card 

he plays is always considered trump, regardless of its actual 

suit. 

Fianawar dwarves are somewhat larger and stronger than 

their cousins. To reflect this, players of Fianawar dwarves 

should increase the Strength ability score by 1 point at the 

time of hero creation (to a maximum of 9). 

 

Disadvantages 
Fianawar dwarves are a dour people. Whenever the hero 

attempts an action that involves persuasion, charm, or 

similar aspects of personality, no card he plays is ever 

considered trump (unless he is interacting with another 

Fianawar). Affected actions include haggling over a price, 

attempting to win the favour of a nondwarf woman, or 

convincing the constabulary of his innocence. 

The self-imposed exile of the Fianawar dwarves from their 

traditional subterranean homes has had a terrible effect on 

their psyche. The hero is afflicted with a form of 

claustrophobia, and must make a challenging Spirit action to 

go underground, or to remain underground longer than one day. 

If the action fails, the hero will refuse to enter (or 

attempt to leave), and may need to be dragged bodily be his 

comrades. 

 

 

Dwarves, Scorned 
The Nylgai Hadirnoe, or Dwarven Scorned, are a nation of 

dwarves that fled from the surface to the safety of deep 

caverns during the horrendous destruction of the Cataclysm. 

The caverns of the Scorned are known as the OdderRhing (“Land 

Beneath the Mountains”), and are delved so deeply beneath 

Taladas’ Ring Mountains that they have rarely returned to the 

surface world even after hundreds of years. Only the very 

oldest or the boldest explorers of the Scorned dwarves know 

what life on the surface is like; in return, few of the other 
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people of Taladas remember that the Nylgai Hadirnoe even 

exist. 

 

Description 
The Nylgai Hadirnoe have been altered in appearance by 

centuries of isolation. Once they were a rotund and well-

fleshed people, but now Scorned dwarves are naturally lean, 

although they have retained the dwarven large-boned frame. 

Men are about four to four and a half feet in height, whilst 

women average half a foot shorter. Scorned dwarves have pale 

brown skin tone, tinged with red, and large eyes of washed-

out blue. Hair colour ranges from flame red to straw blond. 

Their noses are large and broad. 

Scorned dwarves dress in a variety of clothes, depending 

on social class, although always brightly embroidered with 

clan designs around the neck and bottom hem. Scorned women 

wear floor-length dresses, bound by sashes and gaily 

patterned with ribbons and embroidery. Scorned dwarven 

warriors enjoy access to fine iron arms, and wear chain mail 

or plate armour, and carry swords, spears, and shields. 

 

Roleplaying 
Scorned dwarves are born into clans that combine family 

and profession into one social unit. This rigid structure 

ensures stability and continuity of dwarven traditions. All 

members of a clan are inter-related to some degree, and are 

expected to take up the same occupation upon coming of age. 

Those clan members unsuited to the trade, for whatever 

reason, can apply for adoption in a more suitable clan. If 

accepted as a son or daughter, the adopted dwarf can enter 

the new profession. 

Those who have met the Scorned dwarves have a dour and 

austere impression that is not entirely warranted, for the 

dwarves do have their passions. 

The greatest passion of the Scorned dwarves is for 

stonework. There is no one in Krynn better at creating carved 

works of great beauty than the master carvers of the Nylgai 

Hadirnoe. They love to embellish and decorate their stone in 

baroque styles. They are incapable of carving a simple 

pillar. It must have capitals, fluting, plinths, and even 

elaborate faces. Walls are never simple dressed stone, unless 

to highlight an even greater effect. They are covered with 

scenes, faces, and geometric designs, both educational and 

purely artistic. 

Scorned dwarves have a passion for the spoken word, which 

they indulge during periods of recreation and at festivals 

that last for days. Scorned dwarves are used to bland food – 

roast meats, mushrooms, roots, and the like – but rightly 

claim that no one makes a better ale, stout, or lager than 

their brewmasters. Furthermore, they are quite willing to 

prove it to their guests, or to sample the liquors of other 
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lands for purposes of comparison. Usually, a Scorned dwarf 

will be quite careful to be fair, drinking large quantities 

before declaring it inferior to the brews of his homeland. 

Scorned dwarves grow up fearing and hating their most 

terrible enemy, the horrible disir that dwell in the deepest 

caverns. The war against the disir has been fought for so 

long that they are becoming cynical and pessimistic of their 

future. The clans of the Scorned place the blame for every 

failure on the disir threat, and the Scorbed dwarves are 

suffering a crisis in confidence that is forcing them to 

reach out to other nations for aid. 

 

Requirements 
Scorned dwarves must be strong to survive in the often-

barren world of the OdderRhing. As such, only heroes with 

Strength and Endurance scores of 6 at minimum qualify to be 

Scorned dwarves. 

Conversely, a dwarf’s body structure makes him less 

nimble than those of other races. Thus, Scorned dwarves have 

minimum Agility and Dexterity scores of 8. 

The Scorned dwarves are skilled in their particular 

secrets of forge-magic (see the Nylgai Hadirnoe Maker role); 

however, their remoteness means that they still know little 

about mysticism. As such, these heroes never have an ability 

score higher than “B” in Spirit. 

 

Advantages 
The great constitution of a dwarf makes him very 

resistant to poisons and sorcery (although not mysticism). 

Whenever a dwarf is forced to resist such an attack, the card 

he plays is always considered trump, regardless of its actual 

suit. 

Scorned dwarves are comfortable living in a world that 

never receives the light of sun, moon, or stars. As such, any 

card played for Perception actions in darkness are 

automatically considered trump. 

 

Disadvantages 
Whenever the hero attempts an action that involves 

persuasion, charm, or similar aspects of personality, no card 

he plays is ever considered trump (unless he is interacting 

with another dwarf). Affected actions include haggling over a 

price, attempting to win the favour of a nondwarf woman, or 

convincing the constabulary of his innocence. 

Scorned dwarves are usually dazzled by light that is 

stronger than the soft illumination of their native caverns, 

such as direct sunlight. Thus, no card played for a 

Perception action in bright light is ever trump. 
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Elves, Cha'asii 
The Wild Elves of Neron are startlingly different from 

the other races of Taladas. Secluded for thousands of years 

in the lush jungles of Neron, the Cha'asii are now beginning 

to appear in small numbers elsewhere in Taladas, as the 

survivors of small tribes destroyed by unnatural creatures of 

Chaos flee to Baltch, the Black Forests, the Fisheries, and 

the Obsidian Tower. 

 

Description 
Physically, the cha'asii are an average 4'9” tall, slimly 

proportioned for their height, and possess skin tones ranging 

from deep wood brown to the various shades of green found in 

the jungle. Their hair is dark brown to green-black, and 

their eyes a deep mossy green. 

Cha'asii wear little in the way of clothing, either going 

about naked or with a barely modest covering of leaves, 

grasses, and palm fronds. However, all Cha'asii love 

colourful jewelry, which commonly takes the form of carved 

bone, exotic shells, and bright feathers from birds of 

paradise. Cha'asii will wear steel weapons and trinkets if 

they can get it, placing no importance on the value this 

metal has to outsiders. 

 

Role-playing 
Cha'asii society is based on small, widely scattered 

groups, which are usually comprised of individuals who are 

all related and considered equal to each other. Both men and 

women attend to the tasks of hunting, gardening, raising 

children, carving tools and decorations, and defending the 

village from enemies. There is no violence between Cha'asii, 

even those who have never before met. However, Cha'asii elves 

consider it a sacred duty to protect the secrets of Neron's 

ruined cities from outsiders, and so react with hostility to 

any strangers who have not earned their trust. 

The Cha'asii elves believe that they once dwelt in the 

ruins now swallowed by Neron's jungle, but that they chose to 

abandon them in order to live in harmony with nature. They 

live simply, eschewing all things considered unnatural. In 

this they are sworn enemies of the Chaos-creatures and yaggol 

which infest the jungle. Cha'asii and the brain-devouring 

yaggol have warred for centuries; now the presence of shadow-

wights and daemon warriors in Neron has caused some Cha'asii 

to flee the jungles. These exiled elves want nothing more 

than to destroy the Chaos-creatures that drove them into 

foreign lands. 

 

Requirements 
The Cha'asii are a small and nimble race, with a minimum 

requirement of 6 in Agility and Dexterity for elven heroes. 
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By the same token, their lithe elven frames are not as strong 

or sturdy as those of other races, and so Cha'asii heroes 

have a maximum Endurance and Strength score of 6. 

Cha'asii elves are both striking physically, and very 

friendly when they choose to be; thus, no Cha'asii elf has a 

Presence score below 6. 

Heroes of this race are unused to the shields and armour 

available to more civilised folk, and are restricted to a 

maximum code of “B” in Agility and “D” in Endurance. However, 

they are very skilled with blowguns and short bows (although 

not long bows) and must possess a Dexterity code of “B.” 

As many of the Cha'asii are seeking to learn the new 

Sorcery and Mysticism, and none are unfamiliar with the ways 

of nature magic, all Cha'asii heroes must have a minimum 

Reason and Spirit code of “C.” 

 

Advantages 
The keen elven senses of the Cha'asii are perfectly 

attuned to their environment, due to years of living in 

harmony with nature. Thus, all cards played in a Perception 

action in the jungle are considered trump. Furthermore, in 

their homeland Cha'asii can create a variety of herbal drugs, 

powders, and potions which are commonly used in warfare; all 

cards played in an action related to using or mixing herbal 

concoctions (except poison) are considered trump. 

Cha'asii magic is also based on an intuitive 

understanding of nature, believing that all things – animal, 

plant, or mineral – contain magical power. The elves do not 

divide magic into Sorcery and Mysticism, considering that to 

be a mere difference in the source; instead, they identify 

magic as natural or unnatural (which is equated to the yaggol 

and thus avoided). 

The practical application of the Cha'asii nature magic is 

an ability to combine Sorcery schools with Mysticism spheres 

within a single spell. This does not allow characters to use 

Sorcery on a living target, or Mysticism on an unliving 

target. However, by combining the two, spells that should be 

impossible according to current theories can be attempted. 

Note that all spells that affect an unliving target are 

considered Sorcery, and drain from the character's pool of 

Sorcery points, even if a Mysticism sphere is also used. The 

same rule applies for spells that affect living targets, 

which are always considered Mysticism and drain from a 

character's Mysticism points. 

 

Disadvantages 
The Cha'asii are generally hostile to any not of their 

kind. Therefore, no card played to attempt a Presence action 

involving an outsider is ever trump, unless resisting the 

effects of a Mysticism spell. In addition, no Reason action 

involving technology is ever considered trump, due to the 
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elves' abandonment of the trappings of civilisation ages ago. 

This includes blacksmithing, engineering, and writing as well 

as more advanced skills. 

Due to being considered unnatural by the Cha'asii, some 

schools and spheres may not be learned by heroes of this 

race. This includes the schools of Cryomancy, Summoning, and 

Transmutation, and the spheres of Necromancy and 

Spiritualism. 

 

 

Elves, Clan 
The hosk’i imou merkitsa (“People of the land before”), 

also known as the Elf Clans, are a wild and dangerous group 

of tribes, infamous for their savagery. They are a nomadic 

people, living in yurts and dependant upon their herds of 

horses for most of their livelihood. 

 

Description 
The elves of the Tamire are short, lean-muscled people; 

the average height is 5’4” for men and women. Skin tones 

range from coffee-brown to honey-tan, with hair colours 

including fine honey-blond and brown. Elven eyes are slanted 

with the characteristic fold of the Tamire peoples, but elven 

foreheads seem higher due to a higher hairline. 

The people of the Elf Clans are somewhat vain about their 

appearance and go to great lengths to present a colourful 

display. Clan elves wear patterned clothes of virtually any 

colour, although reds, yellows, blues, and greens 

predominate. Clothing is normally woven or printed in broad 

stripes, floral patterns, or clan totems. Clan elves wear 

belted over-tunics and loose pants. 

It is customary among the hosk’i imou merkitsa to pierce 

the earlobes and stretch them with large plugs, decorated 

with silver baubles, feathers, and beads. Males wear their 

hair in long braids fastened with carved wood or silver 

ornaments – one braid behind each ear and another down the 

back of the neck. The length of these braids is a point of 

pride. Although they prefer to be bareheaded, simple cloth 

turbans are worn during when it is hot, or fur caps trimmed 

with silver decorations in the cold. 

Elf Clan women pull their long hair up and bind it in 

buns on the sides or fasten it with combs into a cascading 

fan-shape in the back. Married women dye their front bangs 

with henna, giving them a red-brown colour. Widows mark their 

cheeks with an angled scar as a sign of their grieving; the 

number of scars is an indication of the number of husbands 

outlived. 
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Roleplaying 
The hosk’i imou merkitsa are a nomadic people who tend to 

be suspicious of strangers and arrogant about their own 

superiority. The clans depend on their herds of horses for 

their livelihood, and boast expert horsemen – even better 

than the Uigan. Racially different from the other tribes of 

the Tamire, the elves tend to be even more suspicious of 

strangers are arrogant about their own superiority. Elf Clan 

warriors have a respect for family, a reverence of horses, 

and a strong sense of position within their clan. Every elf 

of the tribe is very conscious of his clan's position in 

relation to all of the other clans. Indeed, names consist of 

three parts: first the clan name; then the family name, and 

finally the personal name. 

The different clans of hosk’i imou merkitsa are largely 

independent, with their own leaders and shamans (who follow 

animal spirits called quoyai). Tamire elves are very 

patriarchal; inheritances pass from father to son, and women 

do not have the rights of divorce or property that Uigan 

women do. However, women are trained as warriors, and almost 

exclusively women practice the arts of wizardry; those male 

wizards that exist are often outcast and may be treated as if 

they were female. 

 

Requirements 
To qualify as a hosk’i imou merkitsa elf, a hero must 

have a minimum score of 6 in Agility, Dexterity, and 

Presence. In addition, elves have a maximum score of 8 in 

Strength. 

Elves, as talented archers and fierce warriors, must have 

an ability code of “A” or “B” in both Strength and Dexterity. 

Members of the Elf Clans never wear exceptionally heavy 

armour, however, and they restrict themselves to lighter 

shields. Thus, no hero with an ability code higher than “C” 

in Endurance or Agility can be a Clan Elf. 

 

Advantages 
All Clan Elves are skilled with riding and handling 

horses. The difficulties of actions involving horses are 

lowered by one category. For example, a challenging Agility 

action would instead be average for an Elf Clan hero. 

Clan Elves have legendary senses, which are particularly 

keen in their Tamire homeland. Whenever a Clan Elf hero 

attempts a Perception action on the steppe, any card he plays 

is trump. 

 

Disadvantages 
The hero is inept in all actions involving agriculture, 

charioteering, farming, gemstones, mining, mountaineering, 

reading, or stonemasonry. Thus, all actions involving these 
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areas that the hero wishes to make are at least one degree 

higher than usual. A challenging Reason action would become 

daunting. 

An elf’s arrogance and suspicious manner do not agree 

with many people of other races. Therefore, no card played to 

attempt a Presence action involving a non-elf is ever trump. 

This does not apply to Presence actions made to resist the 

effects of a mystic spell. 

 

 

Elves, Dargonesti 
The Dargonesti (or Quoowahb in their native tongue) are a 

race of elves living in a vast undersea valley located 

southwest of Southern Hosk. The Dargonesti are also known as 

the Deep Elves, although they do not appreciate the term, 

since it seems to indicate something sinister. 

 

Description 
Physically, Dargonesti are the tallest elves on Krynn, 

and possess slender bodies with long, webbed fingers and 

toes. They have large, violet eyes, dark blue skin, and hair 

that varies from a golden colour to deep green, very much 

like the colour of seaweed. Dargonesti wear diaphanous gowns 

and adorn themselves with jewelry made from sea shells. 

 

Roleplaying 
Dargonesti are shy and reclusive towards other races, 

finding them vulgar and violent. Other races who encounter 

Dargonesti consider them cordial and even loyal, but 

extremely wary of surface dwellers. 

Dargonesti build seashell homes on the ocean floor, or 

inhabit underwater caves and sunken cities. Most prefer to 

live with their extended families rather than in a large 

settlement, governing their affairs by consensus. The leader 

of the Dargonesti clans is called the Speaker of the Moon, a 

position more of cultural than political significance. 

The Dargonesti look down upon their Dimernesti cousins, 

calling them “Tokwahb” (inferior elves). They consider the 

Dimernesti to be petty and provincial, with little influence 

or interest in the truly important matters of the seas. 

 

Requirements 
To qualify as a Dargonesti elf, a hero must have a 

minimum score of 6 in Agility, Dexterity, and Presence. In 

addition, elves have a maximum score of 8 in Endurance and 

Strength. 

Dargonesti, as talented magicians and mystics, must have 

an ability code of “A” or “B” in both Reason and Spirit. 

Dargonesti never wear exceptionally heavy armour, however, 

and they restrict themselves to lighter shields. Thus, no 
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hero with an ability code higher than “D” in Endurance or 

Agility can be a Dargonesti. 

Dargonesti heroes should choose Spectramancy as their 

first school of sorcery, and Alteration as their first school 

of mysticism. 

 

Advantages 
Sea elves are able to breathe air and water with equal 

ease. Naturally, all sea elves are completely at home 

underwater and are able to take advantage of their submarine 

aptitude in combat. Thus, any card played for swimming-

related actions or melee combat underwater is considered 

trump. 

Dargonesti heroes are trained in the ability to assume 

the form of a dolphin, using their natural talent for 

Alteration magic. Any card played for such a spell is 

automatically considered trump. 
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Disadvantages 
Dargonesti are uncomfortable at best when removed from 

their marine homes. Thus, no card played for physical actions 

on dry land are ever considered trump. 

 

 

Elves, Dimernesti 
The Dimernesti are “shoal elves” who dwell in the shallow 

waters of the human territories between Watermere and 

Southern Hosk. They are descended from Silvanaes sailors who 

remained close to the sea after bringing the Great Armada to 

Taladas, and who eventually changed to dwell beneath the 

ocean waves. 

 

Description 
Dimernesti have light bluish skin and large eyes that are 

dark green or deep blue in colour. These elves breathe both 

air and water, and have webbed fingers and toes. They wear 

their silver hair long, braided with shells, and prefer skin-

tight clothes in tones of green and blue. 

 

Roleplaying 
The Dimernesti are a proud and secretive race, led by the 

Speaker of the Sea. The Dimernesti live in schools that align 

themselves with guilds based on those of Silvanaes society. 

While there are many guilds, there is no caste system and the 

boundaries between guilds are not rigid. There are o families 

among the Dimernesti, for all adults care for the young of 

their school. These schools wander around the shallows, 

dwelling in kelp beds, reefs, and shipwrecks. 

Dimernesti are aggressive compared to the relative 

peacefulness of the Dargonesti, and consider the “deep elves” 

to be barbaric, weak, and primitive. The two sea elven races 

want nothing to do with each other, although the Dimernesti 

take perverse delight in hearing of the Dargonesti’s 

political problems with their human and merfolk tenants. They 

do not trade with each other, nor do they help each other out 

in times of trouble. The break between the races was a messy 

and bitter one; even their common enemies during the Grim 

Winter did not bring the sea elves to consider working 

together. 

 

Requirements 
To qualify as a Dimernesti elf, a hero must have a 

minimum score of 6 in Agility, Dexterity, and Presence. In 

addition, elves have a maximum score of 8 in Endurance and 

Strength. 

Dimernesti are well trained in the use of missile 

weapons, and thus heroes have an ability code of at least “C” 
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in Agility. They are naturally able to use mysticism to alter 

their own bodies, and must have an ability code of “A” or “B” 

in Spirit. 

Dimernesti never wear exceptionally heavy armour, 

however, and they restrict themselves to lighter shields. 

Thus, no hero with an ability code higher than “D” in 

Endurance or Agility can be a Dimernesti. 

Dimernesti heroes should choose Alteration as their first 

school of mysticism. 

 

Advantages 
Sea elves are able to breathe air and water with equal 

ease. Naturally, all Dimernesti are completely at home in 

shallow water, and are able to take advantage of their 

submarine aptitude in combat. Thus, any card played for 

swimming-related actions or melee combat in shallow water is 

considered trump. 

Dimernesti heroes are trained in the ability to assume 

the form of a sea otter, using their natural talent for 

Alteration magic. Any card played for such a spell is 

automatically considered trump. 

 

Disadvantages 
Dimernesti are uncomfortable at best when removed from 

their homes in the shoals. Thus, no card played for physical 

actions on dry land are ever considered trump. 

 

 

Elves, Hulderfolk 
The hulderfolk elves are an ancient race of elves found 

only in the small forests of Okami and the great woodland 

between the League and Thenol. These elves have kept to the 

old traditions born during the early Third Age. Only the 

hulderfolk continue these practices, which are so old that 

even the tradition-bound Silvanesti had abandoned them long 

before they arrived in Taladas. Hulderfolk means “hidden 

people” in the tongue of ancient Aurim, which is descriptive 

of their tradition of shunning contact with humans. Thus, 

they remain the most mysterious of the elves. 

 

Description 
In appearance they look much like normal elves, with fair 

skin, brown or hazel eyes, and hair ranging from honey-brown 

to blonde. 

Hulderfolk keep to the old ways in their dress. Men wear 

clothes of green leaves, and wondrously supple bark. Women 

wear diaphanous skirts of spun spider silk and flowers, 

loosely draped in flowing forms around their slender bodies. 

Caps of leaves and garlands are the only ornaments that they 

wear. 
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Roleplaying 
Hulderfolk refuse to change their ways, even though the 

world of Krynn has changed greatly since the ancient 

traditions were begun. They do not freely reveal themselves 

to humans. They do not join armies, or go exploring distant 

lands. Hulderfolk warriors prefer to rely on their speed and 

talent for remaining unseen. They have no villages that can 

be found on any mortal map. 

Hulderfolk are cautious with regard to gnomes, goblins, 

hobgoblins, and dwarves, but do not hide from them or view 

these races as enemies, although they are not blind to the 

evil natures of some. They are tolerated as long as they 

cause no harm. Other elves who encounter the hulderfolk are 

welcomed and invited to stay. Unfortunately, the gulf between 

the old ways of the hulderfolk and the modern ways of other 

elves is great, and neither can understand the other or 

accept what they have become. 

The hulderfolk avoid all contact with humans, hiding from 

them whenever possible, but they have no strong animosities 

toward the other races. Some hulderfolk consider shunning to 

be a game, an exciting test of wits that must follow strict 

rules. Hulderfolk cannot break his word when given to the 

shunned – it is inconceivable not to honour an oath. Once 

forced to swear, they will abide by their own conditions. 

However, they consider the word of others equally binding. 

Hulderfolk are actually encouraged to play tricks upon 

humans, deceiving them with disguises, luring them into 

magical glades where a hundred years might pass in a single 

night, or granting bittersweet gifts. Another hulderfolk 

practice is of changelings. The elves sneak to the cradle of 

a newborn human and take the child, leaving a sickly elven 

babe in its place. Enchantments are cast to disguise the 

child, but no magic can perfectly hide the change from a 

human mother. The stolen child is raised with love and care 

by the hulderfolk, although it is never fully accepted as one 

of their kind. 

The hulderfolk have many restrictions on their behaviour, 

which have actual, magical power over their lives. Humans 

know some of these taboos, and try to use these to protect 

themselves, for there is mutual distrust between the races. 

Aside from the tricks the hulderfolk play, humans consider 

the elves to be dangerous and evil, and treat them with fear 

or, rarely, violence. 

 

Requirements 
To qualify as a hulderfolk elf, a hero must have a 

minimum score of 6 in Agility, Dexterity, and Presence. In 

addition, elves have a maximum score of 8 in Strength. 

Hulderfolk are masters of the short bow and fine fencers, 

favouring lightweight blades. Spears are also carried, being 
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useful in all manner of situations. Thus, heroes must have an 

ability code of “A” or “B” in both Strength and Dexterity. 

Hulderfolk never wear exceptionally heavy armour, however, 

and they restrict themselves to lighter shields. Thus, no 

hero with an ability code higher than “C” in Endurance or 

Agility can be a hulder. 

All hulderfolk live in forests and glades where the 

primal magic of Krynn seems as real as the grass or the 

trees. In homes such as these, hulderfolk use magic as other 

races use words; thus, heroes must have an ability code of 

“A” or “B” in either Reason or Spirit. Furthermore, the hero 

should cast spells of either Spectramancy or Mentalism. 

 

Advantages 
It is almost easier for a hulderfolk hero to remain 

unseen than it is to call attention to himself. Thus, any 

card played for actions to hide or move silently is always 

considered trump. 

Elves have legendary senses, which are particularly keen 

in their woodland homes. Whenever a hulderfolk hero attempts 

a Perception action in a forest, any card he plays is trump. 

 

Disadvantages 
Hulderfolk heroes are affected by strong taboos. The mere 

touch of cold iron (an extremely rare and special metal) 

causes the hero discomfort; whilst in contact with the poison 

metal, the elf must abandon any magical disguise. Hulderfolk 

heroes will not enter a place of worship (unless dragged 

bodily by another character), and must flee from any person 

who speaks his secret name. 

If a hero is breaking one of these magical taboos, no 

card played for a physical action can be considered trump. 

A hulderfolk’s fey manner makes those of other races 

uncomfortable. Therefore, no card played to attempt a 

Presence action involving a non-elf is ever trump. This does 

not apply to Presence actions made to resist the effects of a 

mystic spell. 

 

 

Elves, Silvanaes-Quarti  
The Silvanaes of Armach were transplanted from Silvanesti 

in Ansalon 2465 years ago, a few generations ago to the long-

lived elves. They cling to the past, keeping old customs and 

traditions alive in an attempt to recreate their homeland in 

Taladas. 

 

Description 
Like all elves, the Silvanaes are slimmer than humans, 

and possess exceptional beauty and grace. Silvanaes elves are 

fair-skinned, with hair that ranges from light-brown to 
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blonde-white; their eyes are hazel. They have radiantly 

beautiful fair skin. Silvanaes prefer loose garments, flowing 

robes, and billowing capes, in various shades of green and 

brown. Silvanaes elves speak in melodic tones and move with a 

natural grace. 

 

Roleplaying 
A proud, arrogant, and stoic race, the Silvanaes are 

intolerant of other races, including other elves. Silvanaes 

idealise racial purity, and consider all other races to be 

lesser creatures. They behave with arrogance, although the 

elaborate formality and etiquette of their ways are attempts 

to justify this. Silvanaes cling to the past, keeping old 

customs and traditions alive in an attempt to recreate their 

homeland in Taladas. 

 

Requirements 
To qualify as a Silvanaes, a hero must have a minimum 

score of 6 in agility, Dexterity, and Presence. In addition, 

he has a maximum score of 8 in Strength and Endurance. 

Silvanaes, as talented archers and skilled swordsmen, 

must have an ability code of “A” or “B” in both Strength and 

Dexterity. Silvanaes elves never wear exceptionally heavy 

armour, however, and they restrict themselves to lighter 

shields. Thus, no hero with an ability code higher than “C” 

in Endurance or Agility can be an elf. 

 

Advantages 
In light of their swordsmanship, whenever elves use a 

sword or bow to attack an enemy, any card they plat is 

considered trump, regardless of its actual suit. 

In addition to their skill with swords, Silvanaes possess 

the legendary senses common to all elves. Whenever an elf 

attempts a Perception action in a forest, any card he plays 

is trump. 

 

Disadvantages 
A Silvanaes elf’s haughty manners do not sit well with 

most other people – many view them as self-important and 

arrogant. Therefore, no card played to attempt a Presence 

action involving a non-elf is ever trump, except to resist 

the effects of a mystic spell. 

 

 

Gnomes, Gnomoi 
The gnomoi are one of the two branches of gnomes living 

in Taladas, the other being the minoi. The gnomoi are the 

“true” gnomes. Gnomoi place great faith in their technology, 

which is greater than all of the other races of Krynn 
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combined. Gnomoi have mastered steam engines and coiled 

springs. They use steam-powered ships, clockwork timepieces, 

and ore-refining plants for high-grade steel, as well as 

mundane objects such as screws, pulleys, drive shafts, 

toothed gears, music boxes, and mechanical toys. 

 

Description 
In appearance, the gnomoi are no different from other 

gnomes. What differences that do exist are variations 

according to region and clan. Indeed, gnomoi and minoi are 

physically identical. 

Gnomoi stand about three feet tall and weigh between 45-

50 pounds. All gnomoi have richly brown skin, the tone of 

polished wood, with white or black hair, blue or violet eyes, 

and straight white teeth. Males sometimes grow soft, curly 

beards and moustaches. Gnomes are short and stocky, but their 

movements are quick and their hands are deft and sure. Gnomoi 

often develop wrinkles around the age of 50, and have rounded 

ears and large noses. 

 

Role-playing 
Unlike the minoi, the gnomoi are organised and logical, 

traits that result in greater success for their inventions 

and devices. However, logic and organisation do not mean 

practicality. While the gnomoi can build devices that 

function correctly (as opposed to the disastrous results of 

the minoi), they do not necessarily build things that are 

useful or sensible. All gnomes, the gnomoi included, have an 

inordinate love of devices and constructions to the point 

where they will overbuild a device – simply to make it 

“better.” 

 

Requirements 
In recognition of gnomish cleverness, heroes must have 

Reason and Perception scores of 6 at minimum to select this 

race. In addition, as gnomoi are noted for their ability to 

do fine work, heroes of this race must have a minimum 

Dexterity score of 7. Physically, all gnomoi heroes are 

rather smaller than other races. Therefore, all gnomoi heroes 

have maximum scores of 6 in Strength and Endurance. 

The gnomish physique makes it difficult for them to 

master the use of heavy weapons. Thus, no gnomoi hero may 

have codes greater than “B” in any Physical ability. 

 

Advantages 
Gnomoi are considered the greatest inventors of Krynn. 

However, precisely what manner of devices they are most 

skilled with depends upon the environment in which the gnomoi 

was raised. 
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Gnomoi from the Spires of Hitehkel are encouraged to 

think big. They tend to design inventions that are large, 

impressive, and rather expensive to build. Any card played to 

build, operate, maintain, or otherwise deal with such devices 

is automatically considered trump. 

Bilo gnomes from the Columns near the Ring Mountains are 

the masters of smaller, subtler constructions that require 

much intricate work. Whenever a Boli gnomoi deals with such 

devices, any card he plays becomes trump. 

 

Disadvantages 
Although they possess keener intellects than other races, 

gnomoi heroes are less creative and intuitive than the minoi. 

Gnomoi can sometimes be overly intellectual, ignoring matters 

of the heart and soul. Thus, no card played by the hero for 

Spirit actions is considered trump. 

 

 

Gnomes, Minoi 
During the Age of Dreams, Reorx attempted to teach the 

arts of the forge to a group of humans. However, unlike the 

gnomoi, these humans failed to live up to the god's 

expectations, yet were proud and boastful. Reorx cursed these 

humans to resemble his favoured race, the gnomoi, but made 

them unable to master their inventive urges. In Ansalon, the 

minoi became known as the tinker gnomes of Mount Nevermind. 

 

Description 
The minoi are physically indistinguishable from the 

gnomoi, although their style of dress is usually more 

colourful and artistic. They stand between thirty and forty 

inches in height. They are noted for their brown, leather-

textured skin, soft white hair, and blue or violet eyes. 

Minoi men almost always wear curly white beards, and tend to 

bald as they age. 

 

Role-playing 
The minoi are an inventive, creative people, but are 

lacking in the clear logic of the gnomoi. Whilst this 

eccentricity often results in devices that work in a 

roundabout way or not as originally intended, it does allow 

the minoi to act as the artists, poets, writers, and everyday 

workers of the gnome people. 

 

Requirements 
In recognition of gnomish cleverness, heroes must have 

Reason and Perception scores of 6 at minimum to select this 

race. In addition, as minoi are noted for their ability to do 

fine work, heroes of this race must have a minimum Dexterity 
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score of 7. Physically, all minoi heroes are rather smaller 

than other races. Therefore, all minoi heroes have maximum 

scores of 4 in Strength and Endurance. 

The gnomish physique makes it difficult for them to 

master the use of heavy weapons. Thus, no minoi hero may have 

codes greater than “C” in any Physical ability. 

 

Advantages 
The minoi are creators of large and complex machines – 

sometimes complex to the point of obsolescence (“This is the 

alarm gong that informs us that the warning bell has just 

sounded...”). Any card they play when building, operating, 

maintaining, or otherwise dealing with large or complex 

devices is automatically considered trump. However, minoi 

inventions work as intended only if the card which the hero 

flips for his trump bonus matches the suit of the original 

card played. If they don't match, the device works in an 

unexpected – and often uncontrollable – way. What started as 

a wringer drier may end up as a steel roller on the foundry 

floor – or even a deadly new weapon in the gnomish armies. 

 

Disadvantages 
Human visitors to gnome citadels report seeing 

explosions, holes blown in walls, and narrow escapes from 

rampaging machinery. Whenever a minoi fails at an attempt to 

build, repair, or operate a device, it is considered a 

mishap. Usually the results of such mishaps are minor – the 

minoi builds an engine that does nothing but emit foul-

smelling smoke, or breaks an existing device – but attempts 

with dangerous inventions may lead to more serious accidents. 

Beware rogue chicken-plucking devices...  

 

 

Goblins 
Goblins and hobgoblins are considered to be two of the 

“ill-favoured races” of Taladas, the others being the ogres 

and the yaggol. The famous scholar and theologian Camoen of 

Kristophan wrote: 

 

“These races were created by the gods to teach men 

humility. Where man stands straight, they stand crooked. 

Where man's voice is clear, they bark in the tongue of 

animals. While the learned man aspires to clarity of 

thought, the ill favoured are naught but beasts. Thus are 

the races of mankind raised by the grace of the gods above 

these kinds.”  

 

Despite not being included in Camoen's “races of mankind” 

(minotaurs, humans, gnomes, dwarves, elves, and kender), the 

Ilquar goblins are a fairly advanced and civilised group. 
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They have a recognisable culture and are capable of learning 

most skills. The larger hobgoblins are more barbarous, but 

live in more brutal landscapes – the Spires, Old Aurim, and 

the Black Forests being examples. 

 

Description 
Goblins are a short, heavy-set race, with skin tones 

ranging from yellow-brown to olive. They are prone to pot 

bellies and bow-leggedness, and the majority of goblins are 

bald, losing their thin and wispy black hair during 

adolescence. Infants have their heads shaped from birth so 

that the back of the head is flat, the forehead has a 

pronounced slope, and the nose is broad and flat – this is 

considered quite attractive by goblins. The chin is weak, 

merging into the folds of the neck. Males possess sharpened 

canine teeth that jut out just below their upper lip. 

Most clothing is simple but highly ornamented leather or 

fur, with the amount and quality of clothing being a clear 

indication of the wearer's wealth compared to other goblins. 

The minimum is a simple loincloth, long tunic, and sandals; 

children are usually named but for sandals. Wealthier goblins 

wear leather breeches or leggings, with lightweight leather 

armour or padded shoulder plates. Metallic armours are rare 

and expensive. Goblin males do not differentiate between war 

and everyday dress. Females wear heavy leather dresses and 

cowls covering them from head to toe; if claimed by a male, 

they usually have a scrolling pattern around their eyes. 

Hobgoblins are somewhat taller and lankier than goblins; 

they are equal in height to humans, but are thin and wiry 

with feral features and brownish-orange skin. All hobgoblins, 

male, female, and child, carry weapons openly. Armour 

replaces clothing, and is obtained from scrounging through 

ruins or stripping the dead. Hides and thick leathers are 

most common, mixed together piecemeal. 

 

Roleplaying 
The force that all goblins respect most is that of 

terror. Any goblin that wishes to gain power over others 

knows that he must terrorise or exterminate all of his 

opposition. Whilst this is sometimes achieved by a strong 

goblin, it is more often the most cunning and clever goblin 

who succeeds. Despite the prejudices of other races, goblins 

recognise that brains are more important than muscle; they 

seek to be crafty and sly. 

Amongst their own kind, goblins are always very aware of 

social status, and are constantly scheming to remove, weaken, 

or just embarrass their opponents. What others consider 

insignificant actions may be grievous insults to the goblins; 

fights and death are the result of a social faux pas. 

Amongst other races, goblins are typically disliked. The 

Tamire elf clans and Alan-Atu have been at war with the 
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Ilquar goblins for time out of mind, and since the Grim 

Winter have destroyed many goblin villages. Goblins who have 

come to dwell amongst other races will try desperately to 

understand their social customs, and rely on innate cunning 

to survive (and hopefully gain status). 

Goblins practice a form of communism - property belongs 

to the entire village, but is held and controlled by any male 

strong enough to do so. Trade goods are very valuable to 

goblin villages, which are often unable to provide certain 

products for themselves, and so it is taboo for a goblin to 

attack the trading caravans of the New League. 

Some knowledge of Mysticism has reached the Ilquar 

goblins via trade caravans, and has been incorporated into 

their shamanic tradition. Tribal shamans of the goblins often 

have great power and influence over a tribe. The females of 

the tribe train the shamans of the goblin villages in the 

traditional rituals and secret knowledge, although they are 

never allowed to become shamans themselves. Females have few 

rights. 

 

Requirements 
Goblins are an agile race, but lack the physical power of 

humans or minotaurs. Thus, they have a minimum Agility and 

Dexterity score of 6, but a maximum Strength score of 7. 

Furthermore, goblin heroes have grown up in an environment 

that does not encourage the development of social niceties, 

and so have a maximum Presence score of 6. 

A goblin hero will possess both the keen eye and steady 

hand common to his people, and must have a minimum Dexterity 

and Perception code of “B” (with Eyesight selected as an 

Acute sense). However, the hero will never have the physical 

stature necessary to wield very large weapons, and so may 

never have a Strength code higher than “B.” Furthermore, 

goblins are unskilled in the ways of magic, and may not have 

a Reason code higher than “C.” 

  

Advantages 
The harsh upbringing of a goblin hero hardens him, as 

well as engendering a sly attitude. Thus, all goblin heroes 

receive an automatic trump bonus to resist poison and 

disease, and to make stealthy actions. 

 

Disadvantages 
The keen vision of a goblin hero works best in darkness, 

and is sensitive to bright light. Thus, the hero never 

receives a trump bonus to combat and vision-related actions 

in bright light. 
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Humans 
As in Ansalon, the most common race in Taladas is 

humanity. Humans predominantly populate Northern and Southern 

Hosk, and the Rainward Isles. Indeed, humanity is the only 

race that is capable of rivaling the minotaurs and dragon 

lords for control of Taladas. 

The men and women of Taladas are divided into two groups: 

barbarian, and civilised. These categories are equivalent to 

the similarly grouped humans of Ansalon. 

The barbarians of Taladas are those humans who do not 

dwell in large cities of form centralised governments. Such 

people are often nomadic, and may not have developed some of 

the skills common in more “advanced” cultures. Yet barbarian 

cultures are rich and varied, and often have a mastery over 

the natural environment that is not equaled by any in a 

civilised society. Realms inhabited by barbarian humans 

include the Conquered Lands of the New League, the Fisheries, 

Hoor, Neron, the Panak Desert, the Shining Lands, and the 

Tamire. 

Civilised humans create centralised governments, keep 

written histories and recorded learning, and establish large, 

comfortable settlements. They are able to develop advanced 

disciplines of science, magic, architecture, and metallurgy. 

Barbarians consider civilised humans weak, yet it is the 

civilised cultures that threaten their traditional way of 

life and dominate Taladas. Realms inhabited by civilised 

humans include Baltch, Highvale, Kristophan, the New League, 

the Rainward Isles, and Thenol. 

 

Description 
Humans are diverse in their appearance, which is heavily 

influenced by the environment. The typical human is five and 

a half feet tall, and weighs less than 200 pounds. Women tend 

to be shorter and lighter. 

 

 The people of Baltch are typically 5'6" in height and tend 
to be on the plump side. Their faces are tanned and 

weather-beaten by the constant assaults of sun and sea 

air. Skin is generally olive toned, and hair is dark brown 

or occasionally red. Men grow full beards and moustaches, 

and women wear their straight hair long and loose. 

 The barbarians of the Fisheries archipelago, of which the 
Payan Mako is one tribe, are a short people, averaging 

about five feet in height. Although not large-boned, their 

bodies have a generous layer of fat. Skin is a deep bronze 

and is almost entirely hairless. Men shave their heads as 

a matter of custom and hygiene, and women wear theirs 

closely cropped. As the Payan Mako live in the tropics, 

clothing is kept to a minimum. 
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 The barbarians of the Hoor region have black to brown skin 
tones with black hair. Their eyes are dark and the pupils 

tend to be large. Both men and women have prominent 

cheekbones. Men tend to have broad foreheads and decidedly 

square jaws, while women have faces that are much more 

pointed. Women tend to be heavier-boned than men, although 

men are more muscular. The Hoor people are taller than 

average, standing about 5'10" or more in height. 

 The Irroi of Neron are a slight people, related to the 
Payan Mako, and rarely reach five feet in height. They 

live living quietly according to strict laws that they 

have preserved for centuries. 

 Descendants of Old Aurim include the humans of Highvale, 
Kristophan, the new League, and the Rainward Isles; they 

are related to the barbarians of the Shining lands and the 

Thenolites. These people are tall, averaging 5'10", and 

often muscular, although the indolent tend to be 

overweight. The face is long with a square chin and a 

prominent nose. Hair colour ranges from brown to light 

blond, and is generally wavy or curly. They are pale 

complected. 

 The Ice People of the Panak are tall and broadly built, 
with a layer of fat all over their bodies. Their faces are 

small and flattened with tiny eyes protected in part by a 

thick brow. The nose has a distinctive pug shape and the 

mouth is broad. The ears are small with virtually no 

lobes. Hair and beards are coarse black. 

 The nomads of the Shining Lands are slender and tall, 

averaging about six feet in height. Their torsos are 

average sized, with unusually long arms and legs. Their 

eyes are a deep blue accentuated by taut folds of skin 

above and below, narrowing the eyes to a slit. Cheekbones 

are prominent over sunken cheeks, and the chin tends to be 

long and squared. Hair is grown long, and is blond to 

pale-white; eyebrows are plucked to a fine arc, whilst 

lashes are long and thick. Complexions are naturally pale, 

but weather to s deep red-brown skin tone. 

 Barbarians of the Tamire are short and slender, with pale, 
weathered brown to yellow-white skin. Eyes are dark with 

the characteristic epicanthic fold. The nose is somewhat 

flattened and cheekbones are usually high and prominent. 

Hair is coarse black or dark red, and male facial hair is 

fine-featured. 

 Thenolites are a tall, straight-limbed race, with reddish-
brown skin. Their hair is straight and red to dark brown 

in colour. Their eyes are narrow and set far apart. 

Thenolites have long necks and sharp, strong chins. 

 

Mannerisms and clothing vary by individual and culture; 

see “Hero Roles” for more details. Players and Narrators 
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should follow the Roleplaying, Requirements, Advantages, and 

Disadvantages provided for humans in the DRAGONLANCE: FIFTH AGE 

Dramatic Adventure Game. 

 

 

Kender, Marak 
Kender are rare in Taladas. The Marak kender are native 

to valleys in the western mountains of the Steamwall, 

although there is also a tribe that dwells in the 

Confederation of Armach. They are differentiated from other 

kender by their attitudes rather than their appearance or 

capabilities. 

 

Description 
Adult kender resemble young teenaged humans; aside from 

their pointed ears, they could pass as human youths. Most 

kender stand about four feet tall, although some reach five 

feet in height. Despite thin limbs, kender are well muscled. 

Although fair-skinned, kender tan quickly, becoming nut-

brown by midsummer. Their eye colour varies: pale blue, sea 

green, olive, light brown, and hazel. Hair colouration for 

kender ranges from sandy blonde to dart brown, with a few 

boasting coppery red or red-orange hues. Kender cannot grow 

beards or moustaches. Kender ears are pointed, much as elven 

ears are. 

 

Roleplaying 
Marak kender are differentiated from “true” kender by 

their attitude towards life. Similar in appearance to “true” 

kender, they favour more sombre colours for their dress. 

This, however, is only a minor outward manifestation of their 

difference. While still a curious race, the Marak kender are 

suspicious, distrustful, and paranoid of others. Their 

curiosity drives them to check everything and everyone out – 

“just for safety’s sake.” They steal not because they are 

thieves, but to make sure that the odds are always in their 

favour. 

 

Requirements 
Kender are graceful and agile, and kender heroes must 

have a minimum score of 7 in both Dexterity and Agility. A 

kender’s slight build makes him less rugged or physically 

powerful than many other races. This limits a kender hero to 

Strength and Endurance scores of 6 at maximum. Additionally, 

the paranoia and piercing interest of a Marak hero is 

reflected by a minimum Perception score of 6. 

All kender have characteristics that set them apart from 

other races. One is keen vision; all kender heroes must have 

at least a “B” code for Perception and eyesight selected as 

an acute sense. Marak kender employ whatever armour they can 
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get their hands on, but are reluctant to encumber an arm with 

shields, and thus must have an Agility code of "D” or less. 

The suspicious, accusing manner of Marak kender restricts 

heroes of this race to an ability code of “C” or less in 

Presence. Furthermore, they seem to distrust the teachings 

and meditations that have enabled many to learn the powers of 

sorcery, and must have a Reason code of “C” or less. 

 

Advantages 
Marak kender benefit from natural caution and great 

agility, which allows them to move about almost noiselessly, 

hide quickly and effectively, and climb even the sheerest 

surfaces with ease. Marak kender are also skilled in the 

setting of snares and traps. They make skilled scouts, 

assassins, and cat burglars. Whenever a Marak kender attempts 

to sneak about (or similar actions requiring care and grace), 

any card played is considered trump. 

Marak kender have learned to keep their wits about them, 

even when they are in dire peril (which to their minds, is 

most of the time). Thus, any card played by a hero of this 

race to resist fear is automatically considered trump. 

 

Disadvantages 
A Marak kender’s suspicion and paranoia do not endear 

them to others easily. Therefore, no card played to attempt a 

Presence action involving a non-kender is ever trump, except 

to resist the effects of a mystic spell. 

 

 

Kender, True 
“True” kender are similar to their cousins in Ansalon. 

They are very rare in Taladas, with the only homeland of 

“true” kender being the remote Rainward Isles. However, the 

wanderlust of kender has found kender travelling to the most 

unlikely regions of Taladas, where they encounter many 

strange cultures and find fascinating new comrades. These are 

the heroes of the kender race. 

 

Description 
Adult kender resemble young teenaged humans; aside from 

their pointed ears, they could ass as human youths. Most 

kender stand about four feet tall, although some reach five 

feet in height. Despite thin limbs, kender are well muscled. 

Although fair-skinned, kender tan quickly, becoming nut-

brown by midsummer. Their eye colour varies: pale blue, sea 

green, olive, light brown, and hazel. Hair colouration for 

kender ranges from sandy blonde to dart brown, with a few 

boasting coppery red or red-orange hues. Kender cannot grow 

beards or moustaches. Kender ears are pointed, much as elven 

ears are. They wear durable, rustic clothing of bright 
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natural colours, with vests, belts, or short cloaks that 

contain many pockets. In these pockets and belt pouches, 

kender carry a countless assortment of curios and junk. 

 

Roleplaying 
“True” kender, such as those who dwell in Ansalon, are 

rare in Taladas; the only concentration of true kender is in 

the Rainward Isles. “True” kender are best known for their 

insatiable curiosity, their often casual attitude toward 

personal possessions, and their ability to taunt other 

creatures. True kender share a childlike nature: curious, 

fearless, irrepressible, independent, lazy, taunting, and 

irresponsible with others’ possessions. 

Kender pride themselves on being immune to the feeling 

that other races know as fear. Indeed, a kender will rarely 

experience the nervousness and apprehension that a more 

sensible person might suffer. On those unusual occasions when 

a kender has been overwhelmed by the presence of great 

dragons, the ageless walking dead, or some other peril, the 

individual has reported a “funny feeling.” It is likely that 

kender find themselves afraid so rarely that they do not 

recognise the feeling when it arises. 

 

Requirements 
Kender are graceful and agile, and kender heroes must 

have a minimum score of 7 in both Dexterity and Agility. 

Kender have a minimum Perception score of 6 to reflect their 

keen interest in the world around them and their 

irrepressible curiosity. A kender’s slight build makes him 

less rugged or physically powerful than many other races. 

This limits a kender hero to Strength and Endurance scores of 

6 at maximum. 

All kender have characteristics that set them apart from 

other races. One is keen vision; all kender heroes must have 

at least a “B” code for Perception and eyesight selected as 

an acute sense. Kender feel reluctant to weigh themselves 

down with armour and shields, and have an ability code of "D” 

or less in Endurance and Agility. 

 

Advantages 
Kender possess nimble fingers and an extraordinary light 

touch. This grants them an automatic trump bonus to pick 

locks, disarm traps, and attempt similar tasks. Of course, 

they must have the tools appropriate to such activity. They 

are equally skilled in sleight-of-hand actions, such as 

palming an object or picking a pocket. 

Kender rarely suffer from fear or terror, even in the 

face of supernatural peril. Thus, any card played by the hero 

to resist fear is automatically considered trump. 
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Disadvantages 
Kender seldom devote themselves to extended periods of 

training or study. They are no less intelligent than other 

races – they simply lack academic dedication and tenacity. A 

kender quickly loses interest in projects that become 

repetitive or boring. Thus, a kender hero can never have a 

code of “A” in any ability except Perception. The level of 

training required to reach this highest level of expertise, 

no matter what the subject, is beyond the limited attention 

span of a kender. 

 

 

Minotaurs 
No other race is respected or feared more than the 

minotaurs of Southern Hosk. Their minds and bodies are 

powerful, and they radiate auras of command and authority. 

The minotaurs of Kristophan and the New League of Morgad are 

somewhat more urbane but not as tough as their Ansalonian 

cousins. A few minotaurs have settled in the Tamire, or fled 

south to Thenol from Highvale, and as they are the most 

accomplished mariners of Taladas, far-flung colonies of the 

New League can be found on remote islands of the Western 

Ocean. 

 

Description 
The physical presence of a minotaur is awe-inspiring. 

Powerful, seven-foot tall humanoids with the horned head of a 

bull, minotaurs have fur all over their bodies, ranging in 

colour from red to brown and even black. Their ivory-coloured 

horns reach up to two feet in length (slightly less for 

females), and are commonly adorned with gold rings. These 

originally represented the number of combats won in the 

Arena, but have become so fashionable that true Champions 

find other ways to record their victories. When not armoured 

for battle, minotaurs prefer loose clothing such as robes, 

tunics, and in warmer regions, togas. 

 

Roleplaying 
Minotaurs are supremely confidant in their own abilities 

and destiny, so much that they often treat others with 

arrogance and contempt. Those minotaurs living in Kristophan, 

or those who fled from Highvale, usually treat “lesser” races 

with respect, but the minotaurs of the New League are more 

overbearing – after all, hey are the mightiest and most 

politically powerful race in Taladas. Yet minotaurs have a 

highly developed sense of honour and nobility. They have a 

strong code of correct behaviour and duty towards family and 

nation. Minotaurs remember their debts and obligations and 

understand perfectly their status in society. Minotaurs of 

the New League feel little challenge to their position from 
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other races and so can tolerate and even elevate others to 

high rank with only a touch of condescension. Those of the 

city-state of Kristophan have been forces to learn the 

concept of democracy; many secretly believe that the other 

races do not fully deserve the respect that the minotaurs 

have given them. 

Despite their clear honour and trustworthiness to those 

who have their respect, minotaurs are anything but 

straightforward. Their minds are devious and labyrinthine; 

they are masters of feigning interest and loyalty to those 

they are forced to follow but hold in low regard. Minotaurs 

believe that might makes right – indeed, they base their code 

of honour upon this maxim – and they rarely ignore the might 

of a cunning mind. 

 

Requirements 
They are a physical people, less interested in the 

pursuits of the mind than those of the sword, and have a 

minimum Endurance and Strength score of 7; but a maximum 

Reason and Spirit score of 8. 

Taladan minotaurs are far less brutish than their 

Ansalonian cousins, and have a minimum Strength score of “C,” 

and a Presence score of “C.” They have a natural cunning and 

sharp senses, so minotaur heroes must have a Perception score 

of “B” or better. Minotaurs are not so foolish as to neglect 

the possibilities of sorcery, although it is somewhat 

difficult for them to master. Thus, the maximum Reason code 

that a minotaur may attain is “B.” 

 

Advantages 
Minotaurs are known both for their great skill as sailors 

and the maze-like streets which they navigate with ease. 

Minotaur heroes gain an automatic trump bonus for nautical 

actions and for direction sense. Actions involving direction 

sense include locating north, not getting lost in a large 

city, finding known landmarks in the wilderness, and escaping 

from mazes. 

 

Disadvantages 
Minotaurs are never comfortable unless they are dominant, 

and will work to “set things right.” Thus, minotaur heroes 

never receive a trump bonus for Presence actions (except to 

resist Mysticism spells) unless in a position of clear 

superiority. Minotaurs dwelling in the New League are in a 

clear position of social and legal dominance, and so see 

little need to prove themselves; elsewhere in Taladas, 

however, they may feel more threatened. 
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Mischta 
The Twilight Irda are descended from the ancient, 

beautiful ogres who dwelt in Krynn during the Age of Dreams. 

Led by the wise ogre Igraine, a group of these ancient ogres 

turned from the path of Evil and became Irda, which means 

“the gentle ones.” However, the Irda were persecuted by evil 

ogres for their beliefs, and were forced to hide themselves 

from the rest of the world. And so Igraine led his people to 

an island paradise named Anaiatha. 

During the Age of Might, many of the Irda became proud 

and disrespectful of the gods. When the Cataclysm struck, the 

island of Anaiatha was sundered and those Irda who remained 

faithful to the gods were carried away to a new Anaiatha. The 

remaining prideful Irda learned humility during the Fourth 

Age, and named themselves Mischta (“the twilight ones”). 

In the Fifth Age, the Mischta no longer hide themselves 

away on a tropical island. They have spread throughout the 

lands of Taladas in disguise, seeking any clue that might 

lead the Mischta to their lost Irda relations. Some Mischta 

have even travelled as far as Ansalon. 

But the Irda's current fate remains a mystery. 

 

Description 
Mischta heroes are almost identical to Irda. In their 

natural form, Mischta are tall, slender creatures, averaging 

six feet in height and weighing 150 pounds. Although slender 

they are quite strong, as evidenced by their firm muscles. 

Mischta skin tone is usually midnight blue, but occasionally 

ranges from lighter blues to a deep sea green. Their hair is 

often black, sometimes silver or white, and always well kept. 

A Mischta's silver-coloured eyes have drooping eyelids that 

give an uncaring, dispassionate impression. 

Mischta feel awkward in heavy clothing and armour, and 

thus only wear such things in extreme circumstances. They 

prefer the lightest garments, and never wear armour or 

clothing made from the hides of animals. 

Mischta heroes have extraordinary song-like voices that 

are only surpassed by sirens and the Irda as the most 

beautiful in Krynn. They move with a fluid grace that is 

distinctively beautiful, like slow dancing. 

 

Roleplaying 
In spite of their beauty, the Mischta can be described as 

a cheerless people. Religion, guilt, and penance are utmost 

in their minds at all times. Violence, anger, and pride are 

major taboos; a Mischta hero tries to be gentle and 

temperate. 

Mischta are consummate actors, able to mimic the speech 

and mannerisms of other races. This is due to the efforts 

that the Mischta make to understand and empathise with those 
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not like themselves. In general, the Mischta do not believe 

that other races need to reach their own high moral 

standards. 

Mischta believe that all evil is based on fear, and 

strive to be courageous and sustained by love. Evil acts 

include lying, coveting, excessive indulgence in food or 

drink, any act of violence, negligence of duties, and 

breaking promises. When a Mischta hero commits an act of 

evil, he is usually filled with guilt and shame. Mischta 

cleanse themselves of evil by complete immersion in water. 

Mischta heroes try to live in perfect harmony with 

nature, and never intentionally harm a living creature except 

in self-defense. Violence is acceptable only in extreme 

circumstances. Mischta try never to initiate an act of 

violence, undergoing penance if necessity forces them to do 

so. 

Mischta are strict vegetarians, as they consider the 

eating of meat a disgusting habit (although not actually 

evil). 

Much of the Mischta's philosophy is passed down from 

Igraine in his book, the Idranaiath. Most Mischta have 

sections of this book committed to memory, but none have read 

it since before the Cataclysm, for only one copy exists. It 

is thought to be in the hands of the Irda. Most Mischta would 

go to any lengths to read but a single page. 

 

Requirements 
To reflect their grace and beauty, Mischta heroes have a 

minimum ability score of 7 in Agility and Presence. 

Furthermore, the Twilight Irda possess some of the keenest 

intellects in Krynn, reflected by a minimum ability score of 

7 in Reason and Perception. However, their bodies are not as 

hardy as those of other races, and as such heroes may not 

have an Endurance score higher than 7. 

Mischta rarely wear armour, although they can learn. A 

hero of this race must begin with an Endurance score of “X,” 

but may raise it during a campaign in the normal fashion. 

Like the Irda, the Mischta are intimately familiar with 

the workings of magic, even in the Fifth Age. Thus, all 

Mischta heroes should have a minimum Reason score of “C,” and 

a minimum Spirit score of “B.” All Mischta must choose 

Alteration as their first sphere of Mysticism. Heroes with a 

Spirit code of “A” may choose any other two additional 

spheres. 

 

Advantages 
Due to the great beauty and mellifluous voice of the 

Mischta hero, all Presence actions (except those to resist 

Mysticism) are automatically considered Trump. 

In the Age of Dreams, the goddess Mislaxa granted the 

Irda shapechanging powers, so that they might more easily 
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hide themselves from Evil. The Mischta still possess this 

power in the Fifth Age. All actions related to Alteration 

spells cast by the hero are automatically considered Trump. 

 

Disadvantages 
All Mischta heroes have been raised with the philosophy 

contained in the Irdanaiath: that violence is a sin, 

committed by creatures whose fear has caused them to become 

Evil. Although Mischta heroes can learn be skilled warriors 

for the defense of the innocent, they never escape this taboo 

towards violence. Therefore, attack or pursuit actions in 

combat are ever considered Trump. 

When the Irda rejected Evil thousands of years ago, they 

rejected the physical power that the ogre race has always 

been known for. Due to a weaker constitution, no action to 

resist poison may ever be considered Trump. 

 

 

Ogres 
Ogres are the second of Camoen of Kristophan’s “ill-

favoured races” (the third and fourth being the hobgoblins 

and yaggol). They are a hulking and withdrawn race, near-

giants who go to great efforts to keep to themselves. 

Stronger than even the mighty minotaurs and more dull-witted 

than goblins, ogres are little more than muscle-bound, ill-

tempered brutes. Ogres dwell in semi-nomadic tribes in the 

forested slopes of the Ring Mountains, but individuals are 

found as wanderers, guards, or slaves in other lands. 

 

Description 
Standing over nine feet in height, ogres are ugly by 

everyone’s standards but their own. Both males and females 

have broad shoulders and barrel-like chests. Ogres stand 

bent-kneed, giving the impression that they are bow-legged. 

Their skins are warty and blotted with ugly marks, considered 

to be a sign of beauty. Hair sparsely grows on their scalps 

in stringy, greasy locks, normally cropped short to reduce 

lice and fleas. The nails of their toes are long, almost like 

talons, and are particularly cracked and filthy. 

 

Roleplaying 
Ogres are supportive of their own kind, with each member 

of a tribe responsible for the health, safety, and protection 

of all others, although those too sickly, aged, or wounded to 

travel with the tribe are killed. Ogre tribes do not have too 

many elderly members. On the other hand, ogres have no 

concern for the value of any other creature’s life. They kill 

with great violence, seemingly without any remorse but with 

no particular cruelty.  
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Ogres have very limited understanding of things, 

particularly magic and faith. Indeed, hunting and fighting 

are the only things that ogres are noticeably skilled at. 

Good hunters show their skill by displaying their many hides 

in their homes or on their bodies. Ogres are not particular 

about the quality of their food, however, normally burying 

unneeded food or keeping their kills in tree branches. 

Spoilage and rot is of no concern. Water and blood are 

favoured drinks. 

Warriors fashion a drinking skull from the bones of 

particularly notable enemies. For a young warrior this is 

normally his first kill; older warriors may have one or 

several drinking skulls, depending on how their foes rate. In 

battle, the ogre who requests to “drink from his opponent” is 

offering the highest compliment he knows, ranking his foe as 

worthy of being his drinking skull. 

Although ogres are powerful, brutish, and violent, they 

are not particularly aggressive. For the most part they stay 

to themselves, as they have done for hundreds of years. 

However, ogres eagerly go to war to avenge any wrongs done to 

them by outsiders. Their preferred targets are the Scorned 

dwarves, when these people make their rare forays 

aboveground. At times they venture onto the steppe to attack 

the Tamire elves, but those horsemen are too dangerous. They 

bear an ancient hatred for the Irda, who ogres believe stole 

all the gifts that the gods had given unto the First People, 

and their thieving human allies. 

 

Requirements 
To qualify as an ogre, heroes must have a minimum score 

of 8 in Endurance and Strength. However, ogres are not 

considered graceful, intelligent, or compelling by anyone’s 

standards, and so they have a maximum score of 6 in 

Dexterity, Reason, and Presence. 

With their great strength and interest in raiding and 

hunting, ogre heroes are capable of wielding any weapon that 

is put into their hands. Thus, they must possess an ability 

code of “A” in Strength. However, they wear light armour, and 

are not experienced in the use of more encumbering varieties; 

ogre heroes have a maximum ability code of “C” in Endurance. 

Ogres have no understanding of magical matters, and 

little capacity for learning of them. Thus, ogre heroes must 

have ability codes of “D” or “X” in Reason and Spirit. 

 

Advantages 
Hunting, setting snares, and tracking game are some of 

the few areas in which ogres truly excel. Thus, any card 

played by the hero for hunting actions is considered trump, 

regardless of the actual suit. 

Ogre heroes benefit from a +2 damage rating, in addition 

to that of any weapon used, due to their great size and mass. 
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Disadvantages 
Ogres are considered brutish by other races, and treated 

with fear and hatred. Thus, no card played for Presence 

actions by the hero is considered trump. 
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Lifespan of Hero Races 
 

In earlier times, when magical healing was more plentiful 

and the lands were more ordered, people were said to live 

longer. Folk tales tell of humans men and women ho lived to 

be over one hundred years of age, and superstition has it 

that the ancient elves were essentially immortal. In the 

Fifth Age, heroes can possibly live to an age equal to the 

maximum lifespan listed for his race, plus one year per quest 

achieved. 

Heroes tend to begin their adventuring careers when they 

are between twenty to thirty percent of their maximum age. In 

order to determine the actual starting age at which a given 

hero begins adventuring, simply add the value assigned to the 

“Quests” box on his hero sheet to the lowest age the hero can 

be to begin adventuring, according to the chart below. Thus, 

a human adventurer with six quests under his belt at the 

start of play is assumed to be twenty-one years old. 

 

Hero Race Beginning Age Maximum Lifespan 

Bakali 30 years 150 years 

Centaur 20 years 100 years 

Dwarf 60 years 300 years 

Elf 100 years 500 years 

Gnome 60 years 300 years 

Goblin 12 years 60 years 

Half-Elf 25 years 125 years 

Human 15 years 75 years 

Kender 20 years 100 years 

Minotaur 20 years 100 years 

Mischta 120 years 600 years 

Ogre 16 years 80 years 
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Hero Roles In Taladas  

 

Choosing and Using Roles 
The hero sheet of any DRAGONLANCE: FIFTH AGE hero contains a 

series of ability scores and codes along with a few other 

notations. These scores and codes define the hero's 

capabilities; they will determine the success or failure of 

all the myriad things that he might attempt in the course of 

his adventures. This information tells much about what the 

hero can do, but says little about why he does what he does. 

Nor does it say anything about his background. 

The DRAGONLANCE: FIFTH AGE game is character-driven. One 

feature of the Taladas setting is the wide variety of 

different customs, beliefs, and attitudes of the people. 

Roleplaying these heroes should be a major part of a 

DRAGONLANCE: FIFTH AGE campaign. To make these differences clear, 

Narrators and players are strongly encouraged to use the hero 

roles that follow. 

 

What is a Role? 
Roles under the SAGA rules are archetypes or cultural 

groups that describe a hero's background and purpose in life. 

They give a general sense of what things a hero will know and 

possess, as well as what situations are likely to appeal to, 

repulse, or even enrage him.  

These roles allow heroes from different cultures to have 

certain motivations, abilities, knowledge, and allegiances 

that relate to their background. Roles do not fully define a 

hero; after all, everyone is an individual. a hero developed 

using a role should end up as a unique person, with loves, 

hates, desires, and tragic faults all of their own.  

 

Appropriate Roles 
Previously published material has included a number of 

roles that a Narrator may choose to allow in a Taladas 

campaign. Some appropriate roles include: 

 

Heroes of Steel 

 Archer  

 Cavalier – Includes heroes from the Confederation of 

Armach; Highvale; the New League; and Thenol. 

 Knight of the Lily – This role is rare, restricted to 

heroes from the citadel of the Knights of Takhisis in the 

Fisheries. 

 Mariner – Includes heroes from Baltch; the Confederation 
of Armach; Kristophan; the Fisheries; the New League; and 

the Indanalis Sea.  
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 Mercenary Warrior  

 Yeoman – Includes heroes from the Confederation of Armach; 
the Fisheries; Highvale; the New League; the Rainward 

Isles; or Thenol.  

The Barbarian Warrior, Knight of Solamnia, Legionnaire 

Warrior, Rider, Rogue Knight, Warrior-Mystic, and Warrior-

Sorcerer are inappropriate in Taladas, or have been replaced 

with new roles specific to Taladas. 

 

Heroes of Defiance 

 Ambassador – More common now in the Fifth Age, as the 

civilised nations of Taladas have more dealings with each 

other. 

 Barmaid – Appropriate for heroes in the civilised lands of 
Taladas. 

 Con Artist 

 Displaced Noble – Especially appropriate for characters 

from the Confederation of Armach and Thenol, or minotaurs 

from Highvale. 

 Fop 

 Guild Thief – Most likely in the larger towns and cities 
of Southern Hosk and the Tiderun settlements. 

 Handler – The only true kender in Taladas live in the 

Rainward Isles. 

 Healer 

 “Loyal Servant” – Best for heroes in the Confederation of 
Armach, the New League, and Thenol. 

 Merchant – Especially members of the Merchant League. 

 “Staunch Supporter” 

 Street Performer – Cosmopolitan cities such as Kristophan, 
Morgad, and Rudil boast many such heroes. 

 Street Urchin 

 Thug 
The Bard, River Pirate, Legionnaire Scout, Qualinesti 

Rebel, and Spellfilch are inappropriate in Taladas, or have 

been replaced with new roles specific to Taladas. 

 

Heroes of Sorcery 

 Independent Sorcerer – Appropriate for heroes who do not 
study Sorcery underneath an organised institution.  

 Itinerant Mage – Former Wizards of High Sorcery do not 

appear in Taladas. Other itinerant mages are possible. 

 Knight of the Thorn– This role is rare, restricted to 

heroes from the citadel of the Knights of Takhisis in the 

Fisheries. 

 Spell Broker – Includes outlawed heroes in the New League.  
The Academy Student, Battle Mage, Legionnaire Sorcerer, 

and Solamnic Auxiliary Sorcerer are inappropriate in Taladas.  
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Heroes of Hope 

 Centaur Shapechanger 

 Dwarf Earth Mystic – Rare among Scorned Dwarves, who 

possess a separate religious tradition; more common among 

the Fianawar and Islander dwarves. 

 Independent Mystic 

 Kender Nightstalker – Appropriate for “true” kender of the 
Rainward Isles. 

 Knight of the Skull – This role is rare, restricted to 

heroes from the citadel of the Knights of Takhisis in the 

Fisheries. 

 Monk – Found in the human nations descended from the 

Empire of Aurim. 

 Mystic-Sorcerer – These heroes are extremely rare in 

Taladas, as few regions have benefited from extensive 

study of both Sorcery and Mysticism. 

 Rogue 

 True Believer – Heroes with this role should choose one of 
the religions of Taladas. Some religions have more 

specific roles, described below. 

The Barbarian Shaman, Citadel Mystic, Kagonesti Shaman, 

Knight of the Sword, Knight of the Rose, and Legionnaire 

Mystic are inappropriate in Taladas, or have been replaced 

with new roles specific to Taladas. 

 

New Roles 
 

Academy Mystic 
The Academy of Mysteries was founded in Kristophan by the 

minotaur philosopher Ambedotus, in the fifteenth year after 

the Grim Winter. Operating out of the Palace of Kristophan 

that was once home to the Emperors of the old League of 

Minotaurs, the Academy is most famous as a place where the 

sacred has become real, where mortals have the possibility of 

piercing the veil and finding the answers that they seek. 

Heroes come from distant regions of Taladas to seek the 

truth at the Academy. Some leave soon afterwards, 

disappointed that the powerful spells they expected to 

witness (in the old Emperor’s throne room, perhaps) were 

absent. However, those who stay to speak with the 

philosophers at the Academy soon learn how much they do not 

know, and begin the path to understanding that so often 

results in mystical power. 

 

Role-Playing 
The Academy of Mysteries in Kristophan is not a place of 

ancient lore, or a collection of the learned pondering the 

words found in dusty tomes. The Academy insists that the 



43 

greatest secrets cannot be answered through study or 

listening to the teachings of others – those who desire 

answers must learn to truly ask questions, and to admit how 

much there is to learn. Many of the most respected patrons of 

the Academy consider themselves to be ignorant and unworthy 

of the praise directed to them by others – mere disciples of 

the path. 

Scholars at the Academy of Mysteries believe that 

knowledge and understanding is the highest virtue of mortals, 

not empty learning. They pursue truth through analytical 

discussion and rational questioning, not through ancient 

texts. By critically questioning everything that they see, 

the philosophers at the Academy realise that their 

preconceived ideas of the world are incorrect, and seek out 

new beliefs. Although those sages and arcanists who still 

hoard secret lore from previous ages scorn this approach, it 

has proven remarkably effective in revealing the greatest 

power of the Fifth Age – the mastery of mysticism. 

Many of those who have spent time at the Academy have 

developed mystical power – indeed, it often comes unasked 

for. The mystics of the Academy do not all share one idea of 

what their magic is, or how it works. However, many consider 

the idea that it is a divine spirit that penetrates all 

things, breathed into the world of Krynn by the supreme 

forces. By living a wise life, the mystic is in tune with the 

divine spirit, and becomes an important part of the world. 

The mystic believes that the only true good in the world 

is moral virtue, and that a person should always seek to be 

virtuous rather than wealthy, successful, or even happy 

(although these things certainly are not evil). Furthermore, 

the only evil in the world is wickedness. Although unpleasant 

things may happen in life, this is the way of the world and 

not due to evil spirits, bad luck, or anything that the hero 

can blame himself for. The mystic always does the best that 

he can in his current situation, but if he fails anyway, he 

tries not to feel regret or guilt – he has tried his best. 

Heroes with this role come from many distant lands, but 

all are able to speak Auric, Kothian, and the language of 

their homeland. 

 

Requirements 
Academy mystics are expected to engage in the teaching 

and debate of philosophy, ethics, and metaphysics that takes 

place at Kristophan’s Academy of Mysteries. Thus, all heroes 

require a minimum ability score of 7 in Intellect to acquire 

this role. Naturally, most Academy mystics have some 

understanding of the secrets of Mysticism, requiring a 

minimum Spirit code of “B.” 

The Academy encourages its students to seek out rational 

or diplomatic answers to their problems, rather than simply 
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meeting all obstacles with a sword. Thus, a hero with this 

role should not possess a Strength code higher than “D.” 

 

Advantages 
Academy mystics are able to learn and understand the 

mysteries of Mysticism without the need of a teacher. In 

addition, an Academy mystic who has the opportunity to engage 

in philosophical discussion with another mystic each day 

learns much more quickly; when trying to increase his Spirit 

score or code, the hero adds +1 to the value of the card 

drawn from the Fate Deck. 

A hero who abandons his pursuit of material success and 

ambition to spend a few months living at the Academy will 

pick up the basics of the Academy philosophy and lifestyle. 

Afterwards, he need only meet the requirements listed above 

to acquire this role. 

 

Disadvantages 
Academy mystics do not believe that they hold all of the 

answers, and they avoid trying to impose their opinions on 

others. Thus, no Presence or spell-casting action intended to 

control or influence the mind can ever be considered trump. 

 

 

Alan-Atu Bard 
Hiteh's Night marked the rise to eminence of the bards 

with the Alan-Atu tribes. The tribe never had a strong 

tradition of priesthood or shamanism, and so the loss of the 

gods (during both Hiteh's Night and the Grim Winter) did not 

greatly affect the Alan-Atu. 

Today the bards, with their knowledge of ancient tales 

and events, act as the guides for their tribes in matters of 

great importance. Their advice, often based on the wisdom 

gleaned from old songs and tales, is greatly respected and 

sought after. Unknowingly, the bards serve to restrict the 

tribe to very traditional ways and customs. In some ways this 

has helped preserve the unity and identity of the tribe; in 

other ways, it has prevented the acceptance of new ideas. 

Whatever the case, the bards today are not about to 

relinquish their positions. 

 

Role-Playing 
The Alan-Atu (a name that means “Goat People”) are a 

semi-nomadic human tribe living on the western slopes of the 

Ilquar Mountains. Their name describes much of their 

existence – shepherds maintaining large herds of goats and 

sheep that graze on the fertile, grassy slopes of the lower 

Ilquar. 

Alan-Atu bards learn the songs of their people, sung to 

the accompaniment of the drum. However, the bards of the 
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Alan-Atu are more than just entertainers. The bards serve the 

mountain shepherds as advisors, filling the role normally 

occupied by priests. They advise chieftains and entertain 

merrymakers. 

In appearance, the Alan-Atu are a short, slender race, 

with pale, weathered brown skin tones. Eyes are dark and 

almond shaped, and the nose is somewhat flattened. Even at an 

early age, their faces develop networks of wrinkles. Alan-Atu 

have coarse black hair, grown quite long and braided; their 

teeth and mustaches tend to be stained a red-brown, coloured 

by a tribal root that the Alan-Atu commonly chew. The use of 

this root (which has no known medicinal properties) also 

means that spitting is an accepted social custom. 

The Alan-Atu dress in white, gray, and green robes. In 

addition, they wear woolen cloaks of woodland colours for the 

purpose of camouflage and stalking. Their boots are of soft 

leather and are trimmed with fur. In the wintertime, thick 

felt coverings that serve as simple slippers supplement 

these. The men wear a cap of lambskin with long tasseled 

earflaps. 

All heroes with this role are fluent in the Alan-Atu, 

Tamire elvish, Ilquar goblin, and Uigan languages. 

 

Requirements 
The Alan-Atu bards are always human, although they may be 

male or female. A hero with this role has a minimum Spirit 

and Presence score of 6. The hero's Agility, Reason, and 

Presence codes must be at least “B.” Alan-Atu bards do not 

wear heavy armours, nor are they well versed in the powers of 

Mysticism. Thus, a hero with this role may not begin with an 

Endurance or Spirit code higher than “D.” However, unlike the 

other tribes of the steppe, they do make use of a shield, and 

must have an Agility code of “C” or better. 

 

Advantages 
Alan-Atu bards are skilled in dancing, drumming, 

etiquette, heraldry, singing, tribal lore, and at least one 

form of visual art. Whenever a hero with this role attempts 

an action involving these skills, it is reduced in difficulty 

by one category (for example, a challenging action will 

become average). 

 

Disadvantages 
Alan-Atu bards are restricted in the schools of Sorcery 

that are available to their culture. A hero with this role 

should choose from the schools of Divination, Enchantment, 

Spectramancy, and Summoning. 

Alan-Atu bards are trained from very early in their life. 

It is not possible for a hero to acquire this role during 

play. 
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Alan-Atu Tribesman 
The Alan-Atu are a collection of families that forms into 

a single tribe. Generally, each family has little to do with 

the others except for arranged marriages and occasional 

disputes over pasture. However, the families have a highly 

developed sense of cooperation, and band together against 

outsiders. 

 

Role-Playing 
The Alan-Atu are a semi-nomadic human tribe living on the 

western slopes of the Ilquar Mountains. Their name describes 

much of their existence – shepherds maintaining large herds 

of goats and sheep that graze on the fertile, grassy slopes 

of the lower Ilquar. 

In appearance, the Alan-Atu are a short, slender race, 

with pale, weathered brown skin tones. Eyes are dark and 

almond shaped, and the nose is somewhat flattened. Even at an 

early age, their faces develop networks of wrinkles. Alan-Atu 

have coarse black hair, grown quite long and braided; their 

teeth and mustaches tend to be stained a red-brown, coloured 

by a tribal root that the Alan-Atu commonly chew. The use of 

this root (which has no known medicinal properties) also 

means that spitting is an accepted social custom. 

The Alan-Atu dress in white, gray, and green robes. In 

addition, they wear woolen cloaks of woodland colours for the 

purpose of camouflage and stalking. Their boots are of soft 

leather and are trimmed with fur. In the wintertime, thick 

felt coverings that serve as simple slippers supplement 

these. The men wear a cap of lambskin with long tasseled 

earflaps. The women cover their faces with cowls; unmarried 

women wear veils that cover the face below the eye. 

Women in the tribe are given equal status to men in all 

instances. They may hold property and serve as family elders. 

However, relations between the two sexes is strictly 

controlled, especially between young men and unmarried women. 

To prevent intermingling, chores are divided between the two 

groups. Only after a man and a woman are married are they 

allowed to associate more freely with the entire tribe. 

All heroes with this role are fluent in the Alan-Atu, 

Ilquar goblin, and Uigan languages. 

 

Requirements 
The Alan-Atu are a tough, hardy folk. A hero with this 

role must be a human barbarian with a minimum Endurance score 

of 6. Furthermore, unlike other tribes of the Tamire the 

Alan-Atu make use of a shield, and must have an Agility code 

of “C” or better. 
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Advantages 
The Alan-Atu are skilled in fishing, handling goats and 

sheep, herbalism, tracking, and surviving on the Ilquar 

muntain slopes. Whenever a hero with this role attempts an 

action involving these skills, it is reduced in difficulty by 

one category (for example, a challenging action will become 

average). 

All Alan-Atu heroes begin play with a suit of leather 

amour, a target shield possibly adorned with trophies) and a 

long, wavy-bladed curved knife called a shildor. The shildor 

is a man's all-purpose tool, and is well balanced for 

throwing. It is a light melee and missile weapon, with a 

damage rating of +3. 

 

Disadvantages 
The Alan-Atu are a naturally suspicious and fatalistic 

lot, and most find it difficult to disguise their basic 

distrust of strangers. Others easily note this; therefore, no 

Presence action made by the hero concerning strangers is ever 

considered Trump. 

 

 

Arena Champion 
For the minotaurs and all those ruled by them, there is 

one overriding principle of law – “Might makes Right.” The 

strongest is also the one with the legal right. To enforce 

the distinction between proper and improper use of might, the 

minotaurs have always made use of the Arena. This is the 

formal courtroom, where all cases are tried. In most cases, 

it is not necessary for the actual defendant or plaintiff to 

fight their own battles in the Arena. Instead, they hire a 

representative – a Champion.  

The arena champions are professional gladiators, hired to 

represent one side or another in a lawsuit fought in the 

arena. It is the skill of the champion that determines the 

guilt or innocence of the accused. Champions are allowed for 

any type of civil case, although if a man commits murder, 

treason, or any crime against the state, he must personally 

appear in the Arena. 

A hero with this role is more than a hired gladiator, 

though. He is a hero to the common people, a consummate 

entertainer, a cosmopolitan personality of note, and a 

worldly figure with special understanding of the legal system 

of the League. All these and more are summed up by the envied 

title “Arena Champion.” 

 

Role-Playing 
The Praetor sets the Conditions of Combat as part of the 

legal process; not all battles need be fought to the death. 

There are four conditions that must be set before any combat 
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can occur: Victory (what must be done to determine guilt or 

innocence), Weapons, Armour, and Champions – whether an Arena 

champion may be hired to represent the plaintiff or 

defendant. In cases involving the state, a champion is always 

used – sometimes the greatly feared Imperial Champion 

himself. No legal action may be taken against anyone for the 

results of an Arena fight, unless the Praetor rules Contempt 

of the Conditions. 

To show the people that justice is being served, Arena 

combats are open to the public, serving as entertainment for 

the masses. Thus, Arena champions must be good showmen. Human 

champions always receive great favour from the humans in the 

audience; likewise, minotaur champions are strongly supported 

by minotaurs in the crowd. Different races in the audience 

must be segregated to avoid violence. 

Wagering is heavy, almost more important than the outcome 

of the trial itself; the plaintiff and the defendant always 

make the first bets. Experienced champions can tell from the 

crowd’s reaction just how the betting is going and whether 

their clients have any faith in them. 

Many heroes with this role belong to a Champions’ Guild, 

one of the many organisations that provide the services of 

legal champions for those willing to pay. These guilds 

maintain records of wins and losses, specialties and 

weaknesses, to help customers make the best choice. The guild 

collects a portion of a champion’s fee, although the amount 

grows less with growing fame and reputation. The more 

dangerous the cases that a champion is successful in, the 

more in demand he becomes. Highly successful champions 

sometimes leave their guild to found their own stables. 

Heroes with this role speak the Kothian language. 

 

Requirements 
Arena champions are required to be strong, powerful 

warriors. They have a minimum Strength score of 8. Similarly, 

champions must be skilled in a variety of heavy weapons; the 

Strength code of such a hero must be a minimum of “B.’ 

Arena champions have little skill in matters of Sorcery, 

however, and may not begin with a Reason score higher than 

“C.” In addition, the arena does not allow the use of missile 

weapons in any case; heroes with this role may not begin with 

a Dexterity score higher than “D,” although this may be 

raised once the hero has gained some experience with missile 

weapons outside of the arena. 

 

Advantages 
Arena champions must select a preferred weapon, which 

they are highly trained in. Whenever the hero uses this 

weapon in the arena or in a similar, one-on-one personal 

combat with another humanoid, any card that is played to 

attack is considered trump. This bonus cannot be used in 
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ambushes, underground melee, or fighting nonhumanoid 

creatures, as the champion is unable to apply his special 

training in these situations. 

Arena champions have a formidable reputation in the New 

League. Whenever they identify themselves or are otherwise 

recognised, all Presence actions intended to impress or 

intimidate are considered trump. 

To become an arena champion, a hero need only register 

with a guild and demonstrate fitness in battle. Citizenship 

is not required. 

 

Disadvantages 
Arena champions have no time or opportunity to better 

themselves with education, even in the cities of the League. 

Thus, Reason actions taken by the hero are never considered 

trump. 

 

 

Bilo Gnomes 
Living in the land of the basalt columns are the 

Bilogastandirachgnomius, a branch of the gnomes. Separated 

from the main line of the gnomes by the convulsions of 

Hiteh’s Night, the Bilo have settled in the region that forms 

the border between the Shining Lands and Hitehkel. 

The Bilo gnomes, like their entire race, are a small but 

ingenious people, given to a love of devices, mechanical ones 

in particular. The Bilo gnomes are incredibly skilled in the 

construction of small devices, especially clockwork. 

 

Role-Playing 
The Bilo gnomes are similar in appearance to the gnomes 

of Hitehkel, although they dress more simply. Males do not 

consider their personal appearance important, although they 

are not slovenly. They wear knee-length tunics, patterned 

with vertical stripes or divided into two colours (one half 

blue and the other half yellow, for example). Brightly 

coloured hose, soft shoes, and a leather belt finish the 

costume. In bad weather a hooded cloak, perhaps trimmed with 

fur, is added to this basic garb. Females pride themselves on 

their prim and proper look, wearing floor-length gowns with 

wide sleeves and a short mantle. Young women usually bind 

their hair in long braids and wear a golden or silver 

circlet. Upon marriage, a wife usually dresses in more somber 

colours as befits her important station. 

Bathing is a common and important practice, unusual among 

the people of Taladas. So particular are they about hygiene 

that visitors are usually bathed before any audience. This is 

presented as a special honour, what with the attention 

lavished by the gnomish servants, but outsiders tend to view 
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the whole thing as a necessary ordeal, especially since the 

gnomes apply the soap and brush with great vigour. 

The Bilo have no standing army, but everyone, male and 

female alike, is expected to serve in the militia if it is 

called up. The actual rank and task depends upon the age and 

abilities of the gnome. Men capable of wielding a sword form 

the bulk of the militia, and are expected to have their own 

equipment ready for use at any time. The sergeants and 

captains are normally older, more experienced men who have 

proven themselves leaders of the community (although this 

does not always translate to military skill). Young women 

without children form the auxiliaries, and avoid contact with 

the enemy if at all possible. Mothers, the aged, and children 

handle all of the non-combat tasks that must be dealt with. 

The gnomes of Bilo, unlike their Hitehkel cousins, do not 

have easy access to rich mineral deposits. Thus they have 

turned instead to the fabrication of small and intricate 

devices. Most desirable of all these are the compact 

timepieces that they make in elaborately designed and 

decorated cases. Other items that they make include clockwork 

toys, elaborately trapped chests, and mechanical spit-

turners. Bilo craftsmanship is often purchased as a status 

symbol by the wealthy of the cities of the New League and 

Highvale, whilst the gnomes of Hitehkel are galled to find 

that the Bilo gnomes do better work than they on such items. 

 

Requirements 
Heroes with this role may be either gnomoi or minoi. They 

have a minimum Perception score of “B” to account for the 

keen senses that allow them to make such precision work in 

their inventions. 

 

Advantages 
Boli inventors may specialise in the study of mechanics, 

optics, clockwork, metallurgy, jewelry, and glass making. All 

heroes with this role possess a small collection of tools 

(enough to fill a small pack) suitable for work on finely 

detailed items; whilst using these tools, the difficulty of 

all Reason and Perception actions involving the hero’s 

specialised field of study is reduced by one category. For 

example, a challenging Reason action would become an average 

Reason action. 

The tools are also useful for lock picking and removing 

small traps. 

 

Disadvantages 
If a hero with this role is living within his homeland, 

he may be called upon to serve in the militia at any time. 

This is particularly likely during times of war. A Bilo gnome 

hero who refuses to support his people in such a time of 
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crisis would be a pariah among the Columns of the Bilo 

gnomes. 

This role cannot be acquired by a hero during play. 

 

 

Black Cloak 
The Black Cloaks of the Legion Imperius is a unit of 

5,000 soldiers that consists of the finest minotaur, human, 

dwarven, and even elven soldiers. There is a great deal of 

prestige and mystique attached to the Back Cloaks, who are 

the Emperor’s fearless, incorruptible defenders – or at least 

that is what they would have the people believe. 

 

Role-Playing 
A hero with this role belongs to a highly trained legion 

of soldiers, fanatically loyal to the minotaur Emperor of the 

New League. The hero will do anything that the Emperor 

commands, and refuse to surrender or flee from any enemy that 

might prove a threat to his life. 

Black Cloak heroes are taken from the parents as little 

children, and taught to surrender their lives for their 

Emperor. The hero has received the best military training 

possible, beginning before other children have stopped 

sucking their thumbs. The parents of a child inducted into 

the Black Cloaks usually consider it a great honour, although 

they may never see their child again. 

Black Cloak heroes are kept carefully isolated from the 

politics of the New League, so as not to pollute their minds 

with the scandals and rumour mongering of Morgad. Black 

Cloaks live together as a single family, officers and men, 

recruits and instructors. Black Cloaks are not commanded by a 

duces (general) as other legions are; the officers of the 

Legion Imperius answer directly to the Emperor himself. All 

the needs of the Black Cloaks are seen to, so that they will 

never want. 

Heroes with this role will usually be given “special 

orders” by the Emperor that require him to perform unusual 

missions, often in the company of specialists who do not 

belong to the Legion Imperius. Such companions are usually 

those in the direct employ of the New League, such as the 

Grey Sorcerers. Thus, the hero is given somewhat looser reign 

than most Black Cloaks, and is able to undertake adventures 

devised by the Narrator. 

Heroes with this role can speak the Kothian language. 

 

Requirements 
Heroes who take this role may be minotaur, human, 

dwarven, elven, or half-elven. However, only male children 

are trained as Black Cloaks. All Black Cloak heroes must have 

a minimum ability score of 6 in Endurance and Strength; they 
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require an ability code of “A” in Agility, Endurance, and 

Strength. 

It is much more difficult to learn non-military skills 

while in the Legion Imperius. Thus, the hero may not have a 

Reason or Spirit code other than “D” or “X.” 

 

Advantages 
Black Cloaks are particularly skilled with two particular 

weapons. These should be related weapons, ones that they 

trained extensively for their particular role in battle. An 

example is two types of sword; or the pike and throwing 

spear; or longbow and knife. Whenever the hero uses either of 

these weapons in combat, any attack he makes is automatically 

considered trump. 

Furthermore, due to the fanaticism and loyalty of the 

Black Cloak, any card played for a Spirit action is 

automatically considered trump. 

 

Disadvantages 
Black Cloaks focus their lives on military matters, and 

have little time for other pursuits. The hero may not raise 

his Reason or Spirit codes higher than “D.” 

The Black Cloak must always remember that his first 

loyalty is to the Emperor; he will always have some orders to 

carry out. If the hero were to do the unthinkable and betray 

his beloved Emperor, he immediately loses the trump bonus to 

Spirit described above. Furthermore, when the hero is 

apprehended he will be tried for treason in the Arena of 

Morgad. The guilt of the hero will be determined by a combat 

to the death against the Emperor’s personal Arena Champion, 

who will be armed with the finest available armour and 

weapons. The treacherous Black Cloak, on the other hand, will 

be unarmed and naked. 

As Black Cloaks are trained from early childhood, a hero 

cannot acquire this role during play. 

 

 

Chaos Sorcerer 
The aftermath of the Grim Winter left the magicians and 

warlocks of Taladas powerless, bereft of the arcane power of 

the moons. Gradually another, primeval power was revealed – 

the schools of Sorcery – and magic slowly began to return to 

the lands of Taladas. 

However, even in the first years of the Fifth Age there 

were rumours of those who still wielded magic. Stories were 

told at night of people who had made dark pacts, granting 

their allegiances to pure power, even if that power came from 

entities that desired nothing more than the destruction of 

Krynn itself. These were doomed individuals who mastered 

death and destruction, and spread chaos in their path. 
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As the use of Sorcery gradually spreads to even the most 

distant lands, these stories are easily discounted and 

explained away. However, the stories were truer than the 

scholars now believe. 

 

Role-Playing 
Chaos sorcerers are heroes who gained the powers of 

Sorcery not through natural talent or long effort, but as a 

gift from some supernatural entity. Despite their name, not 

all chaos sorcerers are servants of destructive, evil forces. 

Some chaos sorcerers were granted their powers from daemons 

and wights, or even the Great Fire Dragon herself. However, 

others are the scions of sylvan entities, wisdom spirits, or 

even metallic dragons. 

Chaos sorcerers openly mock those who sequester 

themselves in libraries or seek out magical artifacts of a 

bygone age. They believe that their new magic is ultimately 

more powerful, more alive than the dead spells of the past, 

and that sorcery belongs to the daring and the brave, not the 

meek and studious. 

Chaos sorcerers do not shrink from danger, instead 

throwing themselves into the thick of things. Because 

learning their powers did not require any great effort on the 

part of the chaos sorcerer, these heroes often possess other 

capabilities that they use to gain an edge on their 

competitors. 

Chaos sorcerers are often irrational folk, heedless of 

the consequences of their actions. This is not to say that 

they are not intelligent heroes – indeed, many are 

brilliantly innovative in their use of magic. It is just that 

they sometimes create even larger problems than they solve. 

Heroes with this role are not necessarily learned, and 

speak whatever languages are common to their home region.  

 

Requirements 
A hero taking this role must have an ability code of “A” 

in Reason. The path of introspection and self-understanding 

that leads to mystical power is too arduous for a chaos 

sorcerer, thus the hero must have an ability code of “D” or 

“X” in Spirit. The hero’s Nature must be taken from a card 

with a value of 4 or greater. 

Chaos Sorcerers must choose their first school from the 

following list: Cryomancy, Pyromancy, Summoning, and 

Transmutation. They may not use the schools of Divination or 

Enchantment, for these require greater commitment to true 

understanding than the hero possesses. 

 

Advantages 
Chaos sorcerers receive a gift of power from their 

supernatural patrons that immediately elevates them above 
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those who study and strive for sorcerous secrets. This is 

reflected by an additional 10 spell points that the hero can 

use each day for casting sorcery spells. Even the slow and 

dull can cast a spell of some significance upon making a deal 

with devils; the truly brilliant hero who merely lacks 

patience to learn through study can frighten others with the 

elemental powers that he channels. 

A hero with an ability code of “C” in Reason can acquire 

this role during play under certain circumstances. Upon 

meeting a supernatural patron who is willing to make a pact 

with the hero, he need only increase his Reason code to “B” 

(as long as he meets the other requirements) before gaining 

the benefit listed above. 

 

Disadvantages 
Playing with the powers of Chaos can be very dangerous, 

even thirty years after the Grim Winter. All spellcasting 

actions that result in failure are considered mishaps. This 

is no small part of the reason why chaos sorcerers are so 

feared, and why their powers are usually considered a gift of 

evil.  

 

 

Companion of the Dead  
The Company of the Dead is an elite fighting force of the 

gnomish army. The skull-white face paint and skeletal helmets 

they wear into battle easily identify heroes with this role. 

They are strictly a melee unit whose task it is to close with 

the enemy and overwhelm him quickly and savagely. 

As befits such an extraordinary unit, the Company of the 

Dead has a long and illustrious history. It was formed during 

the years of the Gnomoi Wars, originally as a special command 

for the final storming of the Tower of Flame. The gnome and 

human commanders of the fire-fleet knew that the assault 

would be difficult and dangerous since the Tower was the 

heart of the enemy's realm. Those who attacked in the first 

wave were almost certain to die to a man, attempting to clear 

a path for the later waves of the assault. Recognising this, 

the commanders only took volunteers for the first wave of the 

assault and only after clearly explaining that there was no 

chance of survival. From these volunteers they selected the 

most able and trained them to be even better. 

The Company commemorates the last battle annually ever 

since. The fire minions fought fiercely and for a time it 

looked as though the gnomes would fail after all. They died 

in numbers beyond all understanding for normal soldiers. 

Still they crawled over the heaps of their dead companions, 

until at last the gnomes broke through the outer gates. In 

the end only one gnome out of every 100 in the Company 

survived to return home. Although hailed as heroes, these 
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gnomes, so committed to dying for their people, were 

depressed and despondent. Thus it was by a special petition 

to the king that the survivors were allowed to form the core 

of the Company of the Dead. 

 

Role-Playing 
Skull-like face paint and helmet make it easy to identify 

a hero with this role. A Companion's armour is far heavier 

than those of other gnomish marines, with elaborate and 

supposedly frightening ornamentation. The hero may carry 

whatever weapons he prefers, with battle-axes and jagged-

bladed swords being most common. Companions of the Dead do 

not use missile weapons, relying on other units to provide 

covering fire. 

Every soldier, from the Knight-Commandant down, has 

forsaken all his possessions and all connections to his past 

life to become one of the Dead. Upon joining the Company, the 

soldier's family normally holds a funeral for him (which he 

may even attend!) and divides up his possessions as an 

inheritance. From that point forward his family, wife, 

children, or friends no longer acknowledge him. He cannot 

enter the warren or place any claim on them even if he should 

leave the Company at some later time. From this point on, the 

only thing that the soldier has to live for is the honour and 

traditions of the Company. 

The overriding belief of the Company is the motto, “The 

dead do not fear.” As the gnomes of the Company sincerely 

believe that they have “died,” death can no longer terrify 

them. As a unit they are contemptuous of danger, unaffected 

by daunting odds, and oblivious to casualties. The Company 

never questions its orders or doubts its cause; they have a 

passionate love and fanatic obedience to the King, drilled 

into them from the day of their rebirth. 

 

Requirements 
The Company of the Dead is composed of some of the finest 

gnomish fighters in Taladas. A hero with this role must be a 

gnomoi with minimum Strength and Endurance scores of 5. The 

hero's Agility, Strength, and Endurance codes must be at 

least “C.” Because the Companion of the Dead has given little 

effort into learning esoteric matters such as magic, the 

hero's Reason and Spirit codes must be no higher than “D.” 

This may be increased during play in the normal fashion. 

 

Advantages 
When the hero has taken time to prepare himself (don 

warpaint, et cetera), the Companion's attacking actions are 

automatically considered trump, in melee combat only. This 

frenzy lasts until the course of the battle is finished; 

during this time the hero may take no prisoners. Preparation 
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takes 30 minutes and when it is finished, the hero must enter 

immediately into combat. 

 

Disadvantages 
The Companions have earned their title by giving up all 

connections to their past life. They are “dead” to the rest 

of the world. The hero no longer has family or old friends; 

furthermore, he will not make new friends, except within the 

Company, since they consider themselves dead to the world. 

This attitude makes a hero with this role difficult to get on 

with; thus, no Presence actions are ever considered trump. 

This includes actions to avoid Mysticism. 

It is not recommended that a hero acquire this role 

during play, as this would entail giving up all connections 

to his companions. 

 

 

Dragon Knight 
In the Fourth Age, there existed a community in the 

Conquered Lands of Southern Hosk that befriended the metallic 

dragons that dwelt there. The local humans of this region 

occasionally discovered the hidden lairs of copper and brass 

othlorx; rather than kill the hapless humans, these dragons 

asked of them a vow of secrecy. The humans and dragons 

eventually came to trust and respect each other enough to 

live together, and some friendships grew strong enough that 

an unusual bond formed between human and dragon. These humans 

benefited enormously from their draconic companions, learning 

new skills and lore, and the dragons came to feel the humans’ 

sense of purpose and drive. From these bonds came the first 

dragon knights, secretive sentinels against evil in the 

Conquered Lands. 

When the threat of Chaos became known during the Grim 

Winter, the dragon knights were among the first to stand in 

its way. As a result of their suffering and sacrifice, 

thousands were spared the nullifying touch of the frost 

wights and empty shadows that served Chaos. In the early 

years of the Fifth Age, most of the older dragon knights and 

othlorx had perished during the Grim Winter, and still more 

perished in the short-lived dragon purge. The Fifth Age began 

with the human survivors mourning their dragon companions; 

with the disappearance of the dragon-taught spells; and with 

the absence of the comforting gods 

By 21 SC, the surviving dragon knights had begun to 

proactively support those who were oppressed by dragon lords 

such as that of Hoartongue, the Eternal King, and 

Calyp'stohl. Although the former dragon knights were few and 

their draconic companions long dead, the understanding of 

dragons that the dragon knights possessed was enough to help 

them make a difference against these dominating reptiles. A 
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dragon knight by the name of Tavin Longspear was the first to 

suggest that the dragon knights reform to fight the evil 

dragon lords, and the Secret Knightly Order of the Dragon 

were formally established in 22 SC. 

 

Role-Playing 
Heroes who remained with the dragon knights during the 

dangerous early years of the Fifth Age tend to be dedicated, 

capable adventurers – the type who never gives up, yet never 

compromises his ideals. These heroes are rarer with every 

year, for most human knights of the Fourth Age have passed 

away, and half-elves have never been known in great numbers. 

Most heroes with this role are those who have secretly 

been recruited into the reformed Order in the Fifth Age. The 

aging dragon knights who survived the Grim Winter have been 

seeking out the best and brightest of the new generation, and 

passed on the mantle of Dragon Knight. These heroes are 

typically clever and brave, and possess an air of maturity 

that belies their tender years. 

The Secret Knightly Order of the Dragon has about fifty 

members throughout Taladas, and has infiltrated groups such 

as the Academy of Mysteries in Kristophan, the Obsidian Tower 

of the Ring Mountains, and the makou of the Ice People. The 

Secret Knightly Order of the Dragon is similar in 

organisation to a spider web; each dragon knight knows and is 

in contact with three others. Thus, important news and 

information can spread quickly through the entire 

organisation, whilst allowing individual dragon knights a 

degree of autonomy. 

Dragon knights are considered an entertaining legend of 

the Fourth Age – at best, their current status is considered 

an exaggerated rumour. The hero can never rely on his 

position in the Secret Knightly Order to grant him any status 

among those not also initiated, for none will believe him. 

Indeed, this is due to the tireless efforts of the order to 

maintain the secrecy of its knights. Only those characters 

who are opposed to the dragon knights will recognise the 

hero’s importance. 

Heroes with this role speak Auric, Draconic, and at least 

one other language – usually that of their homeland. 

 

Requirements 
All Dragon Knights are human, elven, or half-elven. 

Dragon Knights are highly trained in the secret arts of their 

Order, and the requirements of this role are correspondingly 

high. A hero with this role must have an ability score of at 

least 6 in Reason, Perception, and Presence to be considered 

clever and persuasive enough to serve as a Dragon Knight. 

Dragon Knights are also expected to be highly skilled 

individuals, and so the hero must have an ability code of “A” 

or “B” in Strength, Reason, and Endurance. 



58 

 

Advantages 
A hero with this role has learned much about the ancient 

reptiles, including their language, and may even have met a 

few. This gives the hero the benefit of knowing a little 

about dragons in general, and perhaps the weaknesses or 

peculiarities of a particular dragon type. 

All dragon knights have some training in the powers of 

Sorcery, although they practice it slightly differently than 

other sorcerers in Taladas. Instead of focusing on an in-

depth study of the schools of sorcerous power available, a 

dragon knight begins by mastering a few unique skills and 

abilities (these are summarised below). Each ability is 

considered a Sorcery spell that only affects the hero, with 

an instantaneous invocation time. The ability to use Sorcery 

in this unusual way has been derived from ancient draconic 

teachings that only the Secret Knightly Order of the Dragon 

remembers. 

Dragon Knights are completely immune to dragon fear. 

It is difficult, but possible, for a hero to acquire this 

role during play. Any hero who seems to fit the Order’s 

requirements will be noted by any dragon knights that meet 

him, and his behaviour will be carefully noted. If, after a 

year or more of secret observation the Order is satisfied 

that the hero is worthy of joining the Order, a Knight will 

approach him with an offer. The hero will then be trained by 

the Order (it is suggested that the training rules from A 

Saga Companion be used) until his Ability scores and codes 

meet the requirements. 

Note that heroes with a Reason score of “A” cannot be 

considered for training in the Order; he has committed 

himself to Sorcery, and has too much “unlearning” to do 

before he can accept the ways of the Dragon Knights. 

 

Disadvantages 
Due to their unusual training in Sorcery, a dragon knight 

hero has access to one less school of Sorcery than a normal 

hero. Thus, a hero with a Reason code of “A” has access to 

two schools of Sorcery; a hero with a Reason code of “B” does 

not have the ability to cast normal spells (although he may 

still use the unique abilities listed below). 

 

Secret Abilities of the Dragon 

Knights 

  

Ability Effect Cost* 

Dragon Aura Automatic trump bonus to resist one 

spell cast in following minute. 

8 

Dragon Might +5 damage to next melee attack  8 

Dragon Soul Automatic trump bonus to next Presence 

or Spirit action 

15 
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Mind of 

Brass 

Reduce the difficulty of the next 

Perception action by one difficulty 

level. 

10 

Mind of 

Copper 

Reduce the difficulty of the next 

Presence action by one difficulty level. 

10 

Mind of 

Bronze 

Reduce the difficulty of the next Reason 

action by one difficulty level. 

10 

Mind of 

Silver 

Reduce the difficulty of the next Spirit 

action by one difficulty level. 

10 

* This is the cost in Sorcery magic points of using this 

ability. 

 

 

Elf Clan Shaman 
Originally, before Hiteh's Night, the nomadic Elf Clans 

were each led by a shaman who was able to commune directly 

with the spirit protector (or quoyai) of the tribe. However, 

during the Age of Despair the leaders of the clans shifted 

from the most devout shamans to the most politically astute. 

When the spirit protectors returned, the clans were thrown 

into tumult. 

Prior to the Grim Winter, the quoyai were faces that the 

gods used to communicate with the elves. When the quoyai 

returned, they revealed themselves to a worthy member of the 

clan – not necessarily the shaman of the clan. This led to 

turmoil, as the quoyai expected their chosen to assume 

leadership, which the shamans were not prepared to give up. 

By 380 AC, there was no clear leadership of the Elf Clans. 

During the Grim Winter, three beings of great power 

descended from the stars to save the nomads of the Tamire 

from Chaos. These forgotten gods cast out the false shamans, 

and blessed the weapons of the Elf Clan warriors with the 

power to destroy creatures of Chaos. As the gods left at the 

end of the battle with Chaos, they revealed to the shamans 

that the quoyai were leaving Krynn. If the shamans were to 

continue to lead the elves, they must find spirit protectors 

within themselves, the gods stated. Then they departed. 

Now, in the Fifth Age, there are no longer shamans who 

care more about politics than spirits, or who obey distant 

gods. A hero with this role is one of the new shamans of the 

Fifth Age, one whose spirit protector is found within his won 

heart, rather than in the distant stars. 

 

Role-Playing 
Elf Clan shamans are traditionally followers of various 

animal protector spirits, also known as quoyai. Each shaman 

had a particular animal or creature revered as its spirit 

guide, as seen in a vision early in life. This personal 

quoyai was not always the same animal spirit as the clan 

totem. Shamans in the Age of Mortals understand that the 
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animal spirits that they commune with are reflections of the 

mystic power within their own spirits; in essence, the quoyai 

is a part of each shaman, a higher self that he communes with 

to produce miraculous spells. 

The burden of a hero with this role is not light. He must 

be brave and self-reliant, for there is no god or spirit to 

save him from failure. The shamans practice curious and 

complicated taboos in order to strengthen their will and 

drive away self-doubt. Thus the shamans of the Horse Clan 

cannot eat the flesh or drink the milk of a horse, as had 

been their ancient custom, while those of the bear Clan 

cannot drink water on the day that they set out on a raid. 

Mystics from other lands regard elf Clan Shamans with 

curiosity; although they have clearly mastered the use of 

Mysticism very quickly, the shamans are apparently shackled 

with strange taboos and customs that the outsiders consider 

unnecessary in the age of Mortals. However, the shamans 

themselves do not see their customs as restricting, but as 

empowering. 

A hero with this role speaks the Tamire elven and Uigan 

languages. 

 

Requirements 
Becoming a shaman requires stamina as well as faith, so 

all shamans must have an Endurance, Perception, and Spirit 

score of 6 or higher. A hero with this role should have an 

ability code of “A” in Spirit, and a maximum ability code of 

“D” in Endurance. Naturally, the hero should have access to 

the sphere of Animism; Channeling, Healing, and Sensitivity 

are also recommended. An Elf Clan Shaman may not use the 

spheres of Mentalism or Necromancy. 

 

Advantages 
The shaman is empowered by his inner quoyai with the 

astonishing ability to assume the animal form of his spirit 

guide at will. This is a challenging Spirit action; if 

successful, the hero must discard one card from his hand (as 

though wounded) due to the strain. Thereafter, he possesses 

the Physical ability scores of the animal in question, as 

well as any physical attacks or movement abilities. Note that 

most animals have ability scores of “X” in all abilities. The 

hero may reassume his normal form at any time without making 

an action. 

 

Disadvantages 
A hero with this role must abide by exacting taboos. Each 

player should create (subject to the Narrator's approval) an 

appropriate taboo for his character. Choice of dress, speech, 

food, or limits on behaviour are all appropriate. For 

example, shamans of the Horse Clan cannot eat the flesh or 



61 

drink the milk of a horse, while those of the Bear Clan 

cannot drink water on the day of a raid. 

Shamans of the Elf Clan benefit from a lifetime’s 

exposure to the customs and teachings of their people. It is 

not possible for a hero to acquire this role during play. 

 

 

Elf Clan Warrior  
A hero with this role is an expert horseman of the Elf 

Clans, better even than the Uigan tribesmen. They prefer to 

attack their ancestral goblin enemies, but are not above 

raiding human tribes or even other elven clans, should the 

opportunity present itself. A hero with this role is a 

berserk warrior, one of the most barbaric in Taladas; yet he 

also belongs to a race rich in ancient traditions and lore. 

Few understand the Elf Clan Warriors, although many fear 

them. 

 

Role-Playing 
Elf Clan warriors have a respect for family, a reverence 

of horses, and a strong sense of position within their clan. 

Every elf of the tribe is very conscious of his clan's 

position in relation to all of the other clans. They have an 

even greater lust for battle and every male, no matter what 

his calling, is expected to be a warrior. 

When raiding, the elf clan warrior wears a robe of 

heavily padded leather or quilted cloth with a large, upright 

stiff collar to protect the neck and ears. A small metal cap 

protects the head. Normally this is adorned with the clan 

totem – a foxtail, eagle feathers, etc. Weapons carried are 

an overdrawn composite short bow, arrows, light lance, and 

sword. The horse is normally unarmoured, but is dressed with 

tassels and coverings. 

Some clans dress in special war clothes – tight-fitting 

suits made to resemble the clan's totem spirit. Most fearsome 

of these are the elite warriors of the Tiger Clan. Dressed in 

yellow and black striped padded leather pants and shirt and 

wearing a tiger-faced cap of steel and leather, these 

warriors are considered the most wild and berserk of all the 

clans. Few who know of their reputation can face them when 

they imitate the coughing roar of the steppe tiger. 

Although the Tamire elven society is clearly patriarchal, 

all females are expected to be warriors, although seldom as 

skilled as the males. Should they be needed, female warriors 

are just as fierce a fighter as any male. The only time in 

which it would not be proper for a female warrior to 

accompany the males is during the time of the birth rage. 

When the time for a woman to give birth comes, the 

father-to-be and the other males of his family prepare to 

enter a state of berserk fury, the sa'qul idri (birth-rage). 



62 

They paint their faces in special ceremonial war-masks and 

begin a ceremony of chants and drinking. Once prepared, the 

males go raiding. The numbers of heads and horses brought 

back foretells the future of the child, thus the father and 

his relatives fight with great savagery. By tradition, the 

targets of such raids are non-elven – goblins, humans, and 

ogres are the victims. Rumour that the elves are making a 

birth-rage raid is enough to instill fear and panic into most 

of the neighbouring tribes, particularly the goblins. 

Heroes with this role can speak the Tamire elven, Uigan, 

and Ilquar goblin languages. They cannot read or write, 

although such skills might be acquired during play. 

 

Requirements 
Only elven or half-elven heroes of the Tamire elf clans 

may take this role. Such heroes must be strong and mighty 

warriors, with a minimum Strength and Endurance code of 6. 

Elf clan warriors know little of Sorcery, and cannot start 

with a Reason code higher than “D.” 

 

Advantages 
When preparing for a raid (or the feared sa’qul idri), 

Elf Clan Warriors begin a ceremony of chants that instill a 

spirit of great savagery in the warrior. The hero can attempt 

to enter frenzy by spending an hour in preparation, and then 

making a successful Endurance action; this is normally 

challenging, but if the hero is motivated by an emotional 

event (such as the birth-rage), the difficulty drops to 

average. The frenzy lasts for 3 hours. 

During the frenzy, all of the hero's attack actions with 

melee weapons or short bows are automatically considered 

trump. By tradition, the targets of elven raids are non-elven 

– goblins, humans, and ogres. Thus, during this frenzy, all 

non-elf (or half-elf) characters and heroes will be attacked, 

even if known to the hero, until they have fled or are dead. 

At the end of the frenzy, the hero's player must discard one 

card due to the exhaustion of the sa'qul idre. 

 

Disadvantages 
Warriors of the Elf Clans do not concern themselves with 

money; regardless of their beginning social status, a hero 

with this role begins play with a Wealth rating no higher 

than 3. 

Warriors of the Elf Clan are trained from very early in 

their life. It is not possible for a hero to acquire this 

role during play. 
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Elf Clan Wizardress 
A hero with this role is a magic-user of the Elf Clans, a 

position in elven society that is traditionally occupied by 

women. Indeed, in the patriarchal society of the hosk’i imou 

merkitsa, it is one of the few kinds of power that women are 

allowed. 

 

Role-Playing 
The wizardresses of the Elf Clans are almost entirely 

female. Those male wizards that exist are exceptions to the 

norm. They are often outcast and are even be treated by the 

rest of the tribe as if they were female. In addition to 

their skills in magic, an Elf Clan Wizardress will be 

expected to act as a warrior if needed, although few are as 

skilled as the males, and they do not dress differently to 

any other woman. In fact, the only thing that distinguishes 

an Elf Clan Wizardress from the warriors of the clan is that 

they do not wear the arms and armour of the warriors. 

The society of the Elf Clans is clearly patriarchal. The 

father rules the family, both in the tent and outside it. 

Sons are more favoured than daughters, and inheritances pass 

from father to sons, normally divided between them all. 

Females do not have rights to property or divorce, and are 

considered of lower status than males of the same rank. 

However, females are not totally subservient. 

Prior to the Grim Winter, each elven wizardress would 

proclaim one of the moons of Krynn as her guide, choosing 

which according to her nature. Now that the moons have 

vanished and been replaced with the new golden moon, this is 

no longer practiced; the elven wizardress must rely upon her 

own conscience for guidance. Each wizardress is trained 

communally by the others of the clan. Thus, no wizardress has 

a single mentor. 

Heroes with this role can speak the Tamire elven, Ancient 

Elven, and Uigan languages. They are illiterate, although a 

hero might learn to read and write during the course of a 

campaign. 

 

Requirements 
Only elven or half-elven heroes of the Tamire Elf Clans 

may take this role. A hero with this role must have a minimum 

Reason code of “B.” 

An Elf Clan wizardress should choose either Enchantment 

or Transmutation as her initial school of Sorcery. 

 

Advantages 
Elf Clan wizardresses are trained in a variety of skills 

from a very young age, including tribal lore, dancing, 

singing, and the languages of the nearby Uigan and Ilquar 

goblins. All actions involving these skills are considered 
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one category easier than normal; thus, a challenging Reason 

action to recall some ancient legend of the Tamire people 

would be an average Reason action instead. 

 

Disadvantages 
Women of the elf clans are considered of lower rank than 

male, and do not have as many rights. Although they are 

highly valued for their magical skills and their ability to 

bear children, women are raised in a subservient position 

that all of their efforts have not been able to break – the 

males simply refuse to see females as their equals. When 

dealing with males of the Elf Clans, no Presence-related 

action (except to resist Mysticism) is ever considered trump. 

Wizardresses of the Elf Clan are trained from very early 

in their life. It is not possible for a hero to acquire this 

role during play. 

 

 

Glass Sailor 
The Glass Sailors are a race of human barbarians that 

“sail” vast areas of the glassified plain known as the 

Shining Land. Their unique glass skimmers are similar in 

appearance to iceboats, with a hull, one or more sails, and 

outrigger arms ending in special runners. Only areas drifted 

with razor-sharp black sand are impassable and avoided by 

these courageous people. 

Distinctive in their glass goggles and carapace armour, a 

hero of the Glass Sailors meets challenges outside of his 

homeland as he would any peril of the Shining Lands – head-

on, with fearless determinism. They are the ultimate 

survivors, and the most dependable comrades in Taladas. 

 

Role-Playing 
The Glass Sailors are a tall, slender race, one of the 

tallest people in all Taladas. Born and raised in the 

dangerous plains of glass, they are fiercely independent and 

unflinching. The Glass Sailors have managed to survive and 

multiply in the bizarre environment of the Shining Lands, but 

in doing so they have adopted a harsh and unforgiving outlook 

on life. 

Glass Sailors believe that the world is being punished 

for the evil of mortals, and is now tested by the HighFather. 

Only those who are fit to survive and endure the tests shall 

be brought into the realm of Paradise. To turn away from the 

challenge is to fail, and those who fail will never be able 

to enter Paradise. Glass Sailors believe that the test is 

personal, for their people alone. They do not try to convert 

others to their beliefs; these people only exist to pose 

challenges. 
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Leaving the Shining Land for less deadly terrain is an 

evil act for the Glass Sailors, because it is a failure in 

the HighFather’s eyes. Those who must travel to trade with 

the gnomes are purified upon return by excruciating ritual 

burial up to the neck in razor-sharp sand. Particularly 

horrible crimes are punished by banishment, for the expelled 

criminal has lost all hope of entering Paradise. 

Glass Sailor heroes are often forced to leave the Shining 

Land. These heroes still believe that they are being tested 

and thus still have a chance to enter Paradise. Most heroes 

view every event as a test or challenge to their beliefs. 

These humans live in nomadic family groups that are 

mostly independent of each other. These families move from 

place to place, shifting with the seasonal movements of 

dangerous horax colonies and the production of oases. Glass 

Sailors live in lava caves around traditional oases, sealing 

the entrance with a wicker frame of stretched leather that 

covers the cave mouth, followed by several heavy curtains to 

block windblown sand before it reaches the living area. 

The dress of Glass Sailors is divided between underground 

and surface costumes. In the safety of their caves, Glass 

Sailors wear black or dark grey clothes that loose and 

billowy to reduce chafing by any sand that might get inside. 

Their pantaloons are of tightly woven cotton, reinforced with 

thick leather pads stitched to the outside of the cloth. Over 

this is worn a double-breasted shirt that can be tightly tied 

shut or left to drape open. Glass Sailors also wear a cowl, a 

tightly-fitting hood and a loose cape for additional 

protection. Small nose filters are carried on a thong around 

the neck. 

On the surface, additional protection is added to the 

underground costume. A mask of molded leather, often painted 

into fanciful animal faces, contains a filtering screen to 

block the blowing sand, and glass goggles are worn to overlap 

the mask and cowl. In addition, Glass Sailors wear a leather 

overcape and a breastplate and leg armour crafted from the 

carapaces of large insects such as horax and skrit. 

Unmarried women and men are expected to work and fight 

for the survival of the family. Navigation of the glass 

skimmers is traditionally taught to men, whilst the ancient 

oral tradition of songs and stories is kept alive by the 

women. Men and women are treated equally until marriage, when 

the care of children becomes of paramount importance. 

Glass Sailors do not make war on each other or on the 

neighbouring gnomes; however, they boast highly trained 

warriors to protect their families against the insect 

marauders of the Shining Land. The Glass Sailors are 

fanatically brave in the face of danger, and will not 

surrender; they will almost never flee. Glass Sailors favour 

swords, glass darts, clubs studded with razor-sharp obsidian, 

and slings. 
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Glass Sailors speak the Auric and Bilo gnomish languages. 

 

Requirements 
All Glass Sailors are human, although a hero taking this 

role may be male or female. The hero should have a minimum 

Endurance code of “B,” to reflect his life-long use of 

beetle-carapace armour. Glass Sailors may be skilled in 

Sorcery or Mysticism, but may not begin with an “A” code in 

both Reason and Spirit. 

A hero with this role has been exiled from his homeland 

and often makes a poor first impression; thus, he should have 

a Demeanor chosen from a card with a value of 4 or greater. 

 

Advantages 
Glass Sailors are skilled in direction sense and survival 

in the desert. Men are talented navigators, whilst women are 

practiced singers, storytellers, and lorekeepers. Any action 

involving one of the above skills is one difficulty level 

lower than it would normally be for heroes with this role 

(for example, a challenging Perception action becomes 

average). 

Due to the hero’s innate bravery, all actions to resist 

fear, magical or otherwise, are automatically considered 

trump. 

A hero who takes this role begins play with a complete 

set of underground and aboveground clothing and one set of 

beetle carapace armour, in addition to an assortment of darts 

and a glass-bladed sword. 

 

Disadvantages 
A Glass Sailor who travels to other lands is invariably 

an outcast or exile from his own people. Thus, a hero with 

this role can only return to his homelands by risking death. 

Glass Sailors are shaped from birth by their culture and 

environment. Thus, all heroes who were raised in the Shining 

Lands should take this role. Those heroes who were not raised 

in the Shining Lands cannot acquire this role during play. 

 

 

Grey-Robed Sorcerer 
The minotaur College of Magic was founded by Emperor 

Velurian, who declared that no mage could have loyalty to 

both Minotaur League and the dark moon. By imperial decree, 

all mages were required to wear the Grey Robes of the state, 

denoting their allegiance to the Emperor alone, above any 

other group or even the moons of magic themselves. 

The College possesses academies in Kristophan, Morgad and 

Thera, complete with libraries, dormitories and laboratories. 

Each of these academies is part of the greater institution, 

which was an official branch of the League's government. The 
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League of Minotaurs devoted extensive resources toward 

understanding magic, resources that were made available to 

members of the College only. Wizards who joined the College 

of Magic wore the grey robes of the League of Minotaurs. 

After the moons of magic vanished in the Second 

Cataclysm, the College of Magic seemed to be an archaic relic 

of the Fourth Age. However, the College of Magic possesses 

many enchanted items of the past for the exclusive use of its 

members; it also has the most extensive libraries of history, 

biology, and geography in Taladas. This is enough for many 

scholars to seek membership in the College. 

 

Role-Playing 
Grey-Robed Sorcerers are widely considered to be highly 

educated and knowledgeable, but unaware of the harsh 

realities of life. A Grey-Robed hero is likely to be 

interested in investigating ancient ruins, locating forgotten 

libraries, and deciphering archaic languages. Unfortunately, 

they are all too often oblivious to the complex web of 

intrigue and politics that surrounds them. The hero may 

sometimes forget that the secrets that he seeks for the sake 

of knowledge are sought by others for the sake of power, and 

power alone. 

In the six years since 26 SC, a moderately large number 

of scholars within the College of Magic have been trained in 

the ways of Sorcery. These sorcerers are asked to be discreet 

with their spells, and the Secret Imperial Police keep a very 

close eye on them. These sorcerers have astonishing powers, 

which they are expected to use for the benefit of the New 

League. 

Most dwarves and centaurs consider it all very well to 

coax a little magical light from an ancient staff, but point 

out that putting food on the table is a much more valuable 

feat. Elves sympathise with the Grey Robes’ fascination with 

Taladas’ arcane heritage, but prefer a more spiritual 

approach to magic than the sterile laboratories and dusty 

libraries of the College. 

Heroes with this role are well lettered, and fluent in 

the Ancient Elvish, Auric, Draconic, and Kothic languages. 

 

Requirements 
A hero taking this role must have a minimum Reason score 

of 7, and a minimum Reason score of at least “C” (note that 

not all heroes will have knowledge of actual spellcasting 

when they begin play). The hero may not begin with a Spirit 

code of higher than “D.” 

Only humans, minotaurs, half-elves, and gnomes are 

admitted to this order. To have a chance at being accepted 

into the Grey-Robed Sorcerers, a hero must have at an 

Adventurer (i.e., minimum of 4 Quests). 
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Advantages 
Not all Grey-Robed Sorcerers possess mastery over the new 

power of Sorcery, but as an organisation they possess one of 

the largest collections of enchanted items in the world. A 

hero may make a challenging Presence action to convince his 

superiors that he needs to borrow a particular magical item 

for his own research or for officially sanctioned tasks. Only 

one item may be loaned at a time; if it is lost or destroyed, 

a replacement of equal value must be found before the hero 

may borrow another. 

The potency of any item loaned to a hero is dependent 

upon his Reputation; his superiors will not lend a legendary 

item to an inexperienced hero! Adventurers are allowed to 

borrow items of distinction; Champions are allowed to borrow 

items of renown; Masters are allowed to borrow items of fame; 

Heroes are allowed to borrow items of glory; and Legends are 

allowed to borrow items of legend. 

A hero may acquire this role during play by applying at 

one of the College’s offices in Morgad, Thera, or Trilloman. 

Provided that he meets the requirements listerd above, the 

hero need only pay an annual fee of 100 steel denarii to 

receive the benefits of this role. This fee will be waived 

should the hero possess a Reason code of “A” or “B”; the 

Emperor is interested in recruiting as many skilled sorcerers 

as possible. 

 

Disadvantages 
Grey-Robed Sorcerers are under the command of the 

minotaur Emperor, and will occasionally be called upon to 

undertake some task. The activities of Grey-Robed Sorcerers 

are always subject to some form of observation; if a hero’s 

actions are disapproved of, he will be censured at the very 

least. 

Whenever the hero increases in reputation, he is 

encouraged to donate one magical item to the academy. If he 

chooses not to do so, his superiors will refuse to loan him 

items of greater power, as outlined above; the hero will be 

treated as though he were still of his former Reputation 

level. 

 

 

Heerikil  
Heerikil (outsiders) are the non-elven people of the 

Confederation of Armach. The laws of Armach strictly limit 

the rights of heerikil. The laws of Armach prevent non-elves 

(humans in particular) from becoming too powerful, limiting 

the possibility of threatening elven power. Although the 

Silvanaes presence in Armach has only been a few generations 

of the long-lived elves, after two and a half millennia the 

natives of Hoor have forgotten what true freedom is. However, 
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many feel that the laws and edicts of the Silvanaes are 

unjust, and are forced to abandon any hope of a normal life 

due to the persecution of elven authorities. 

 

Role-Playing 
The non-elven people of the Confederation of Armach still 

hold to some of their old ideas and beliefs from before the 

coming of the elves. The Silvanaes discourage these, forcing 

traditional practitioners to restrict their activities. Thus, 

many small cults flourish among the heerikil. The Flight of 

the Gods astonished the faithful of these cults, but it was 

soon rationalised and gave birth to more superstition. The 

natives of Hoor still believe that the gods observe their 

lives. 

Most heerikil consider the elves to be flighty and 

irresponsible. The elves treat matters of religious tradition 

as a matter of culture alone, almost entertainment. The 

natives believe that displays of wealth (such as jewelry) are 

offensive to the gods, yet elves delight in adorning 

themselves. 

However, because of the influence of the elven culture, 

the natives of Hoor have adopted the religions of the 

Silvanaes into their society. Centaurs favour the cult of 

Ildamar the Earthspirit, whilst coastal humans prefer that of 

the Sea Lord. However, they have added in rituals and 

interpretations unique to their own cultures, incorporating 

the ceremonies observed for an earlier, forgotten sea god, 

and rationalising the change as a new incarnation of the god. 

Heerikil are forbidden to enter Armach-nesti, the land of 

the Silvanaes elves, and may not intermarry with an elf on 

pain of death. No heerikil can be the captain of a ship that 

sails beyond the Outer Shoals, or command troops drawn from 

two different nations. Furthermore, the Prince of Armach-

nesti can grant a Silvanaes permission to seize the property 

or goods of any heerikil 

Traditional clothing in Hoor is a simple vest and baggy 

pants, tied at the waist with a brightly-coloured sash. Women 

wear large sashes, one tied around the bodice and others 

arranged to form a skirt. Unmarried women cover their heads 

and shoulders with a heavy shawl, and veil their faces. 

Commoners go barefoot, while the powerful prefer hard leather 

sandals or soft slippers. In cold weather, sheepskin coats 

are worn. Many heerikil adopt elven dress, however. 

Heerikil speak the Hoor and Silvanaes languages. 

 

Requirements 
Only centaurs, minoi gnomes, half-elves, humans, and 

Marak kender may take this role. Heroes with this role cannot 

possess a higher social status than Merchant (4); if the 

hero’s Social Status is higher than this, reduce it to 

Merchant. 
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Advantages 
Heerikil have benefited from exposure to the elven 

culture of the Silvanaes (although their some own culture has 

also been lost). The Silvanaes remember people and events 

from previous ages as though they had occurred yesterday, and 

the heerikil have absorbed these into their tribal histories 

and tales. Thus, a hero with this role may make a Reason 

action to recall some detail of past events, ancient 

artifacts, or ruined cities. The difficulty of this action is 

easy for matters directly related to the Confederation of 

Armach. It ranges from average for general matters of Taladan 

history known to the average sage, challenging for matters or 

legends that obscure enough that a sage might have to 

research them, daunting for matters that most sages would 

know little about, and desperate for maters that have been 

forgotten by all but the most learned sages. If specific 

details are required, the difficulty should be increased by 

one category. 

Heroes who permanently make their home in the 

Confederation of Armach may acquire this role once they have 

been accepted as a member of one of the non-elven nations of 

the Confederation. 

 

Disadvantages 
All heerikil are subject to the unjust laws of the 

Silvanaes elves, and may find that their freedoms are 

entirely revoked should the Prince of Armach so choose. 

 

 

Hitehkel Engineer 
The engineers of Hitehkel are an industrious and creative 

lot. From their plans and designs have come such things as 

the fire-fleets, the wind-riders, elevator systems, steam-

driven walkers, and more. Unlike the Boli gnomes (who 

specialise in small and intricate mechanisms), the Hitehkel 

gnomes think big. They are responsible for most of the large 

machines and devices (the ones that work, that is) found 

throughout Krynn. 

 

Role-Playing 
The gnomes of the Spire Mountains surrounding Hitehkel 

possess the greatest technological civilisation in Taladas. 

They are no simple workers of stone or carvers of wood; their 

medium is steel and strange ceramics poured from the molten 

rock of Hitehkel itself. What others see as a curse is 

considered a blessing by the Hitehkel engineers. No longer do 

they slave in unsafe mines for meagre veins of iron. Instead, 

they refine and smelt the lava that is available in great 

supply. 
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The engineers have extraordinary skill at mechanical 

engineering and metallurgy, and have been experimenting with 

steam power in recent centuries. They haven’t perfected the 

science, but are able to build some incredibly (indeed 

overly) complex steam-driven inventions. Unfortunately, these 

tend to explode and are treated with a great deal of respect. 

However, their grasp of chemistry is rather basic, and 

despite being able to generate electrical charges of great 

power, they have little idea what to do with it (apart from 

booby-trapping conductive surfaces). 

Gnomish dress tends to favour practicality. Working dress 

consists of a tightly cuffed, long-sleeved pullover shirt 

made of heavy, coarse cloth and a pair of thick breeches. 

Hard, heavy boots are worn, reinforced with steel. Special 

clothing may be worn, depending on the requirements of the 

engineer’s work, including thick leather aprons, gloves, 

asbestos mitts, and protective masks. Those working on the 

smelting floor or at the forge wear leather skullcaps to 

protect their hair. Males prefer red, blue, or brown 

clothing; women favour white and red. 

Hitehkel engineers are highly literate, and speak the 

gnomish language. 

 

Requirements 
Only male gnomes may take this role; female gnomes are 

often inventors, but have responsibilities in gnomish society 

that preclude them from the profession of engineer.  Most 

Hitehkel Engineers are gnomoi, but minoi are also 

permissible. 

A hero with this role may not begin play with an ability 

code higher than “C” in Reason or Spirit, for study of the 

hero’s chosen field is too intensive for him to acquire these 

exceptional abilities. 

 

Advantages 
Hitehkel engineers can choose virtually any field of 

study. The majority study aerodynamics, architecture, 

mechanics, metallurgy, pneumatics, thermodynamics, and 

transportation. Whenever the hero attempts an action 

involving his field of study, the difficulty is reduced by 

one category (for example, a challenging Reason action 

becomes average). 

Gnome heroes can acquire this role during play by 

studying the technical skills of the Hitehkel engineers. Once 

the hero’s Reputation increases, he may benefit from the 

special advantage of this role. 

 

Disadvantages 
Hitehkel engineers are not particularly skilled at making 

small things, and so the difficulty of doing so or reducing 
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the size of an invention is increased by one category (for 

example, a challenging Reason action would become daunting). 

 

 

Ice People Barbarian 
The Ice People are primitive, semi-nomadic humans who 

live in the frozen wastes of the Upper Panak, moving north 

and south with the seasons. Since the Cataclysm the Ice 

People have lived quite happily without divine interference 

in their lives, for they are a capable tribe with few foes. 

In the Fifth Age, however, an unwanted new god has come into 

their lives: Hoartongue the Mute, the great white Dragon Lord 

of the Panak. 

 

Role-Playing 
Although not organised into tribes or even clans, the Ice 

People consider themselves to be one people, united against 

the hostile conditions of their world. Ice People are not 

particularly warlike or hostile. They have few natural 

enemies and none that have organised themselves into a 

serious threat. 

Ice People are very concerned with the welfare of their 

tribe as a whole, and their families and descendants. Ice 

People rarely make important decisions before they have 

considered the repercussions for their entire people, and for 

the next seven generations of their descendants. Complicated 

taboos are common among the Ice People. In their beliefs, 

some action (or failure to act) causes every instance of good 

or bad luck. Thus, if disease strikes a herd of nasif, it may 

be due to an improper offering made before the last 

butchering or because a herdsman washed his hair. 

Ice People are a friendly and trusting people. They 

rarely see strangers, but unhesitatingly welcome travellers 

into their homes to feast and entertain. 

Ice People possess a good sense of humour and enjoy 

staying up far into the night to tell stories and jokes. They 

are willing to laugh at even their own misfortune, and tend 

to be optimistic about the future. 

The Ice People live in permanent ho-tii (peat houses) 

built on the Upper Panak’s southern pastures during the short 

summer; those Ice People that dwell near the Ring Mountains 

take advantage of the more plentiful trees to build cabins of 

timber and stone. In winter, the coastal families move 

further north to live in seal-skin tents and hunt seal, 

whale, walrus and bear, whilst inland tribes drive their 

nasif herds into the sheltered valleys of the Ring Mountains. 

The Ice People occasionally clash with the Kazar tribes 

of the Lower Panak,  although these conflicts can be quite 

brief. However, the Ice People tell stories at night about 

the thanoi, who travel south from beyond the northern sea to 
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raid and kill. Many Ice People settlements have been 

destroyed by the savage attacks of the walrus-men. 

Men, women, and children dress in similar, practical 

clothing, made almost entirely from pelts and hides. They use 

woven nasif wool, seal and wolf furs, and walrus-hide to 

protect against the cold of their lands. 

Ice People speak Panak and an archaic dialect of the 

ancient Auric tongue. They are initially illiterate, but can 

learn to read and write after exposure to literate people. 

 

Requirements 
All Ice People are human. From childhood, Ice People 

heroes have used harpoons and hand-axes in their daily lives; 

thus, a hero with this role has an ability code of “A” or “B” 

in Strength. However, their use of bows is restricted to 

their compound short bows; Ice People heroes have an ability 

code of “D” or “X” in Dexterity. 

 

Advantages 
In the harsh environment of the Upper Panak, the Ice 

People need to be able to navigate in order to survive. Thus, 

any action taken by the hero for overland travel or to 

determine direction is automatically considered trump. 

 

Disadvantages 
Living in a land of ice and snow, Ice People have no 

opportunity to farm or train animals apart from dogs and 

nasif (a type of reindeer). No actions involving agriculture 

or domestic animals are ever considered trump (except those 

regarding dogs and nasif). 

A hero cannot acquire this role during play. 

 

 

Ice People Makou 
Among the Ice People of the far north, the makou are 

important advisors are defenders of the tribe. Although they 

use the powers of Sorcery, the makou act as tribal shamans 

and have borrowed many of the rituals of the old tribal 

shamans, who were driven out long ago. With their limited 

ability, makou act as seers for the community. 

 

Role-Playing 
The magical traditions of the makou are cloaked in 

mysterious rituals designed to impress the spiritual 

importance of the makou’s role in the tribe. The many 

offerings and prayers that makou make would be considered 

pointless by sorcerers from other lands, but even the makou 

themselves consider these steps to be vital. 
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To distinguish themselves from others, makou wear special 

headdresses made from animal skulls and pelts. Makou from 

coastal tribes commonly wear cowls made from a walrus skull, 

while wolf and bear skull pieces are worn by those more 

inland. 

Makou are uncomfortable around characters who claim to be 

blessed with divine miracles; the traditional prohibition 

against the shamans of the Ice People makes the status of 

such priests uncertain. Some makou consider any priest, even 

those from other cultures, to be taboo. Others merely take 

great precautions to remain untainted by such characters, and 

will not physically touch the priest or any of his 

belongings. The makou will always insist that his food is 

prepared separately. 

Like all Ice People, the makou speak Panak; they also 

understand the ancient Auric tongue. They are initially 

illiterate, but can learn to read and write after exposure to 

literate people. 

 

Requirements 
The Ice People are barbarian humans, although both men 

and women can become makou.Makou must learn the power of 

sorcery to gain their position, thus a hero with this role 

must have an ability code of “A” or “B” in Reason. Neither 

mysticism nor armour-making are widely-known skills in the 

cold north, so these heroes have an ability code of “X” in 

Endurance and Spirit. Makou commonly know the schools of 

Cryomancy, Divination, Hydromancy, and Pyromancy. 

 

Advantages 
Ice People makou are skilled fishers and singers, and 

possess knowledge essential for surviving in the desolate 

cold deserts of the Upper Panak. Any action involving these 

skills is automatically considered trump. 

 

Disadvantages 
The shamanistic trappings of the makou have added many 

unnecessary steps to the spell casting process. Thus, they 

cannot cast spells with an Invocation Time of less than one 

minute. 

The role of makou is one that is unique to the Ice 

People, and requires intensive training from an early age. 

Thus, this role may not be taken by heroes during play. 

 

 

Ildamaran Mystic 
The cult of Ildamar the Earthspirit began after the Lost 

Silvanesti landed in Hoor. Upon their safe arrival, the elves 

asked the blessing of the earthspirit of this new land. For 

most, this request was sufficient; no further thought was 
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given to the matter. However, a few sought out the 

earthspirit to protect the people and learn her mysteries. 

Finding a being named Ildamar, these mystics devoted 

themselves to her teachings and protection. By some they are 

considered mad, although few can deny the existence of their 

powers. 

 

Role-Playing 
Earthspirits, like those of wood and water, are common 

beliefs of the elves, who see many things animated or touched 

with the glory of the gods. The faithful of Ildamar are 

gifted with powers of healing and wisdom, and seek to aid all 

people (not just the elves) and spread her teachings. 

Ildamaran mystics are an intense group, with many extreme 

beliefs and restrictions on their lifestyle. The more radical 

mystics are unpopular with the community due to their 

interference, and may even be shunned by more moderate 

cultists. They live alone or in small groups in the woods, 

where they are safe from persecution or even attack by 

others. 

Ildamaran mystics must attempt to ease the suffering and 

pain of all living creatures, using their powers to do so. In 

addition, they are the protectors of the Earthspirit. The 

mystics are opposed to such activities as mining, lumbering, 

hunting, trapping, and the like. Although most mystics 

realise the necessity of such activities and condone them 

(provided that they are conducted with care and respect for 

Ildamar), radical elements of the cult view all such actions 

as wrong and evil. 

All Ildamaran mystics are strict vegetarians and cannot 

even eat plants without first asking forgiveness of the 

Earthspirit. They wear nothing made from the fruits of the 

soil or the hides of dead animals, restricting them to 

scratchy woolens, chafing shirts of hair, and soft silken 

spider threads. Because of these restrictions, Ildamaran 

mystics are usually barefoot and threadbare. Their clothes 

are not comfortable, and during the hot summer months they 

wear as little as possible. 

The mystics cannot use metallic items, for metals are dug 

from the ground. Usually Ildamaran mystics arm themselves 

with clubs or staves made from fallen tree branches. 

Ildamaran mystics may not use force against their enemies, 

instead acting indirectly against those who threaten the 

Earthspirit. They steal tools, tear up traps, drive animals 

away, and use their spells to mislead and confuse their 

opponents. 

All Ildamaran mystics speak the Hoor and Silvanesti 

languages. 
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Requirements 
Ildamaran mystics possess forceful personalities, fueled 

by their passion and zeal. Thus, heroes with this role must 

possess an ability score of 7 or greater in Presence. The 

lifestyle of an Ildamaran mystic requires many sacrifices 

that restrict the hero’s Wealth score to 2 or less, although 

social class can be much higher. 

Heroes with this role must have a minimum ability code of 

“C” in Spirit. Those heroes who can use Mysticism should 

select Healing as their first sphere. They never wear armour, 

and should have an ability score of “X” in Endurance. 

 

Advantages 
All actions taken by the hero to heal or strengthen 

living beings is considered trump. This obviously affects 

spells of the Healing and Channeling spheres, but can also 

include animal husbandry, herbal remedies, and preparing 

healthy food. 

A hero may acquire this role during play if he devotes 

himself to the ideals of Ildamar, and undergoes a cleansing 

ritual to wipe away the unnatural taint of his previous 

lifestyle. This ritual will vary in severity according to the 

hero’s previous lifestyle, but always includes an act of 

physical and mental endurance in the wilds. 

 

Disadvantages 
Heroes with this role must live according to the 

lifestyle of the cult of Ildamar. This includes the 

proscription against metallic possessions, particulars of 

clothing, and vegetarian eating habits. A mystic who violates 

these taboos cannot regain Mysticism points until they have 

asked forgiveness of the Earthspirit (a one-day-long prayer 

requiring a daunting Spirit action for success). 

 

 

Ilmaskhod 
Not all of the gnomes of Hitehkel are tinkers, obsessed 

with building strange new inventions. Quite a few are 

thieves, raised and trained in one of the most challenging 

environs a thief could hope to learn in – the strange, 

device-packed citadels of the gnomes. Here thieves have had 

to practice their skills not only against ordinary challenges 

but also against ever improving security inventions designed 

by irate tinkers. 

 

Role-Playing 
An ilmaskhod (as a gnomoi thief is called) is more 

skilled at opening locks and finding traps than most thieves 

are. However, unlike the brutish thieves found in most non-
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gnome communities, the ilmaskhod consider themselves 

professionals and disdain killing. They huddle in dark 

corners of the gnomish citadels, meeting with the fences that 

exchange their stolen goods for hard currency. 

In order for the ilmaskhod to break into one of the small 

households in which the gnomish families live, he will have 

to infiltrate the communal warren that it lies within. Each 

warren within a gnomish citadel is semi-isolated from all the 

others, and has its own central plaza, well, baths, and other 

features. Larger avenues run between the warrens like main 

streets. Each warren typically has gates at the tunnels that 

go past it. Although some rely on locks to keep their warrens 

secure, this is not a tremendously effective deterrent in the 

towers. Ilmaskhod are excellent lock picks, and make theft 

one of the problems of the citadel. A more effective 

deterrent is to have one of the family act as a gatekeeper, 

the job typically changing from week to week. 

An ilmaskhod who travels outside of the gnome citadels is 

likely to find that his lock-picking skills are not 

challenged greatly by the simpler defenses of other peoples 

in Taladas. Gnomish thieves are held in great mistrust by the 

authorities of other nations, for they are known to steal the 

most heavily-guarded treasures and escape from the most 

secure prisons. On the other hand, those who are seeking to 

infiltrate an enemy fortress or investigate a trapped ruin of 

the Age of Might will seek the services of an ilmaskhod hero. 

The mechanical expertise of the ilmaskhod is better able to 

discover and disarm traps than any other individual in 

Taladas. 

All heroes with this role speak the Hitehkel gnomish and 

Auric languages. 

 

Requirements 
Most ilmaskhod are gnomoi rather than minoi. Only gnomes 

with a minimum ability score of 7 in Dexterity may take this 

role. Ilmaskhod are secretive and reserved people, and thus 

must have an ability code of “D” or “X” in Presence. 

 

Advantages 
A hero with this role benefits from having faced the 

cunning inventions of the gnomes. When making an action to 

open a lock, detect a trap, or deactivate a protective 

device, the difficulty of the action is automatically reduced 

by one category (for example, a challenging Dexterity action 

would become an average Dexterity action). Note that the 

difficulty of opening locks or disarming traps in a gnome 

citadel is usually much higher than amongst other races. 

An existing hero may switch to this role during play if 

he turns to the thieving way of life whilst living in a 

gnomish citadel. Naturally, the hero should spend some time 
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at this activity – six months to a year – before gaining the 

benefits of this role. 
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Disadvantages 
As the hero avoids violence whenever possible, surprise 

attacks made by the ilmaskhod are never considered trump. 

 

 

Ilquar Goblin Shaman 
Among the goblins, the adult males claim a male child 

from the communal children’s den to raise as their own. 

However, some male children are never claimed, for a variety 

of reasons. If the child is not deformed, he is raised by the 

females. By tradition, the females teach the secret rituals 

and knowledge of the shamans, although they are never allowed 

to become shamans themselves. Thus, unwanted males become the 

tribal shamans, a position that can often lead to great power 

and influence in the Ilquar tribes. 

 

Role-Playing 
Ilquar shamans are responsible for casting omens, 

attempting cures, and protecting their villages from evil. 

Clearly, a wise tribal headman works to keep the shamans on 

his side. 

There are a few lingering prejudices against the shaman, 

due to their unchosen status as a child. Shamans are not 

allowed to be headman of the tribe, nor can they have a seat 

among the advisors. However, some shamans possess 

supernatural powers that they use to become de facto rulers 

of the village. 

Goblin shamans speak Alan-Atu and Tamire elvish languages 

in addition to the Ilquar tongue. They are illiterate, but 

may later learn to read. 

 

Requirements 
The shamans of the Ilquar mountains are chosen from the 

weaklings of the tribe, raised by the females and taught the 

traditional secrets of the shamans. As such, a hero with this 

role has a minimum Spirit score of 7, and a maximum Endurance 

score of 5. Goblin shamans must have a Spirit code of at 

least “C.” They have never been exposed to Sorcery, and are 

incapable of reconciling it with their traditions, so all 

heroes with this role have Reason codes of “X.” 

Those who have the ability to cast Mysticism spells may 

choose from the spheres of Channeling, Healing, Necromancy, 

Sensitivity, and Spiritualism. Other spheres are either 

unknown to the goblins, or do not match their shamanistic 

tradition and so are not taught. 

 

Advantages 
Goblin shamans possess a number of skills that are 

valuable to one of their station in the tribe. These include 
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astrology, cooking, farming skills, and tribal religious 

lore. Any action involving these areas of expertise is 

reduced in difficulty by one level (for example, a 

challenging action becomes an average action). 

Furthermore, goblin shamans have the ability to spook 

their enemies. This is an average Presence (Spirit) action. 

If successful, the spooked character will avoid the goblin 

shaman for the rest of the day if possible, and will not seek 

to cause harm to the shaman unless threatened. 

 

Disadvantages 
Raised as runts and weaklings, goblin shamans have 

experienced a lifetime of abuse and even come to expect it. 

Thus, no Presence actions taken by the hero (except to spook 

or resist Mysticism) are ever considered trump. 

The females of their tribe train goblin shamans from 

childhood. Thus, this role may not be taken during play. 

 

 

Islander 
The Rainward Isles are wet and gray, the shores fog-bound 

for weeks at a time. Hideous creatures dwell in the nearby 

Storm Sea and the Black Forests. So close to the wastelands 

of Old Aurim, outsiders might expect life to be all suffering 

and hardship. Yet the people of the Rainward Isles were among 

the most blessed of the Fourth Age, for somehow they survived 

the worst ravages of Hiteh’s Night and its aftereffects to 

emerge stronger and more unified than ever before. 

 

Role-Playing 
The Islanders (also known as the People) were diverse 

groups that have accepted a shared identity as the People of 

the Isles. There are humans that trace their ancestry to 

nobles of Aurim and others whose ancestors were servants and 

slaves. The old dwarven clans of the Northern and Southern 

mountains have been shattered and their old rivalries 

forgotten. Nobody remembers where the kender came from, bit 

nobody particularly cares. 

Unlike most other lands, where race is an important 

issue, the People (as they call themselves) have learned to 

live in peace with each other – dwarves, kender and humans 

view each other as equals, each contributing to society. This 

mingling of societies has broadened the outlook and training 

of the Islanders. 

Communities of the People are strong and supportive. 

Every person is a part of the militia, serving to the best of 

his capacity. Thus, while at home, a hero may be called out 

to deal with some danger. The hero can also call upon their 

neighbours in turn for support and aid in times of trouble. 
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The People of the Isles has never forgot the gods. The 

People never truly abandoned their faith, and have remembered 

the old practices and old beliefs. Reorx is venerated by the 

dwarves and kender, whilst temples to Mislaxa were built and 

thrived long before the gods returned to the rest of Taladas. 

The Mystery Cult of Mislaxa never appeared among the 

Ilsanders, for they openly worshipped her. In the Fifth Age, 

the worshippers of Mislaxa did not despair and quickly 

discovered the healing power of Mysticism. However, the gods 

Erestem and Hiteh are denied a place in the Islander’s 

hearts, an omission which the evil gods will never forgive. 

All People of the Rainward Isles speak the Auric 

language. 

 

Requirements 
An Islander may be a human, dwarf, kender, or even a 

centaur. All Islanders have learned the basics of mysticism 

over recent years, and have a minimum ability code of “C” in 

Spirit. On the other hand, sorcery has not yet spread through 

this land, and all Islanders have an ability code of score of 

“D” or “X” in Reason. 

 

Advantages 
As the hero lacks the racial prejudices common throughout 

Taladas, all Reason, Perception, and Presence actions 

involving foreigners are reduced in difficulty by one level 

(for example, a challenging Perception action becomes an 

average Perception action). 

 

Disadvantages 
The recent domination of the Rainward Isles by undead 

under the command of the Eternal King has had a demoralising 

effect on the Islanders. Actions to resist fear (of a magical 

or non-magical sort) caused by undead or the Eternal King 

himself are never considered trump. 

This role may not be acquired by a hero during play. 

 

 

Kazar Nomad 
The Kazar people are the second largest tribe of humans 

in Northern Hosk. They are herders of horses and bactrian 

camels that live along the northern edge of the Tamire and on 

the Lower Panak. The nomadic life of the Kazar takes them 

from the foothills of the Uesi Ilquar range to the southern 

reaches of the Panak Desert Few tribes of Northern Hosk are 

as well-travelled as the Kazar. 
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Role-Playing 
To outsiders, the Kazar are virtually indistinguishable 

from their Uigan cousins. However, to the Kazar and Uigan, 

the differences are profound. Kazar men are disgusted by the 

Uigan custom of facial tattoos, do not shave their heads, and 

lack the flattened back of the skull caused by the Uigans 

binding their children into hard cradle-boards.  There is a 

great enmity between the two tribes, despite attempts to 

unify the tribes through diplomatic marriages. 

The Kazar are practiced trappers, and fish all year 

round. In winter they stand over holes in the ice-covered 

lakes of the Lower Panak, harpoon in hand. They trade with 

both the southern merchants of the New League and the Ice 

People to the far north. During heavy winter storms, they 

make fast raids on the Uigan and Elf Clan tribes, and are not 

well-loved by these people. 

Kazar men keep their hair trimmed short except for a knot 

bound up at the base of the neck. They are found of long, 

braided moustaches, kept supple with rancid butter. They wear 

a woolen turban wrapped in a ball about their heads, similar 

to the style of the Elf Clans. The turban cloth is dyed in a 

pattern of stripes, denoting the tribe of the wearer. In cold 

weather the turban is covered with a long, scarf-like cowl. 

Heroes with this role speak the Kazar, Ice People, and 

Uigan languages. They are illiterate, although they can learn 

to read during play. 

 

Requirements 
Kazar tribesmen are all human barbarians. They have no 

other special requirements. 

 

Advantages 
Kazar have developed strong winter survival skills, 

including trapping, fishing, and the use of snowshoes, and 

have an edge over other less-prepared heroes. Whenever the 

hero hunts or engages in melee combat in snow or sleet, any 

card he plays is considered trump. 

 

Disadvantages 
A Kazar nomad hero is unskilled at building, 

charioteering, farming, mining, mountaineering, or sailing. 

Any actions involving these skills are increased by one 

degree of difficulty (for example, a challenging action 

becomes a daunting action). 

Kazar nomads have gained a reputation as the rivals of 

most other tribes, and the allies of none. Among the other 

tribes of Northern Hosk (including the Uigan, Elf Clans, and 

Ilquar Goblins), no Presence action taken by the hero is ever 

considered trump.  
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The skills of the Kazar nomads are acquired through a 

childhood of living on the steppe, and thus heroes may not 

switch to this role during play. 

 

 

Legionnaire of Eragas 
The highly trained and efficient military forces of the 

New League form the cornerstone of minotaur dominance in 

Southern Hosk. They provide the might needed to protect the 

New League, expand its borders, and enforce the will of its 

Emperor. Without the support of the Legions of Eragas, the 

Emperor would have been unable to reform the New League in 

the wake of the Grim Winter. 

Some heroes with this role are retired soldiers who have 

turned their soldiering skills to a more adventurous 

lifestyle. Others are career soldiers, often on “special 

assignment” to pursue missions for the League or to protect a 

particular high-profile civilian (such as another hero). 

 

Role-Playing 
To be a legionnaire of the New League is to be part of a 

justifiably proud military tradition. Each legion has a 

particularly identifying symbol and name; within each legion 

are separate units, each with their own titles, traditions, 

and history. A legionnaire hero will probably want to specify 

his legion and unit titles, as well as a short history of 

their most glorious triumphs. 

Most units are divided according to race to prevent 

disharmony and to best exploit the strengths of each race. 

There are units of minotaurs, humans, dwarves, and a small 

contingent of renegade elves. 

The core of the Emperor’s army is its infantry. All 

infantry are armed with short sword and shield, or longspear 

and battle-axe. All infantry are equipped with three javelins 

that are thrown before contact is made with the enemy. 

Infantry wear heavy body armour – a breastplate of bronze 

bands, a skirt of metal-studded leather strips, greaves, and 

a helmet. 

Supporting the infantry are lightly encumbered archers 

and slingers, equipped with padded or quilted armour and a 

short sword. 

League cavalry is divided into the light cavalry, who 

gallop on the enemy’s flanks to harass him, and the glamorous 

heavy cavalry (or mantari), considered the shock force of the 

battle field.  Light cavalry wear no armour, and are equipped 

with a shield, a brace of javelins, and a sword. Heavy 

cavalry are armoured in scales of bronze and bear a large 

shield of wood and iron. They are equipped with several 

javelins, a lance, battle-axe, and long sword. 
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The heavy cavalry is considered the most glamorous post 

in the Legions, and always leads the way in triumphal 

processions and parades. It is composed of the vain sons of 

rich nobles and seasoned campaigners of great skill. 

Each legion is commanded by a general (or “duces”), who 

is a minotaur, -iskis, or Loyal Family member appointed by 

the Emperor. Several legions grouped together are commanded 

by an Imperator, appointed by the Emperor from among the dux 

. 

Should a legionnaire mutiny, he will automatically be 

judged guilty. The most draconian punishments are handed out 

to mutineers – normal legionnaires are beheaded and their 

bodies staked along highways, whilst leaders are tortured, 

then publicly drawn and quartered, their remains sent around 

to other garrisons as a clear lesson. 

All heroes with this role speak Kothian, Silvanesti 

elven, and Thenolian. 

 

Requirements 
Heroes who take this role may be minotaur, human, 

dwarven, elven, or half-elven. However, the Legion of Eragas 

is exclusively male. All Legionnaires must have minimum 

Endurance and Strength scores of 6; their Agility, Endurance, 

and Strength codes must be “B” or better. 

It is much more difficult to learn non-military skills 

while in the Legion. Thus, the hero must have an ability code 

of “D” or “X” in Reason and Spirit. 

 

Advantages 
Legionnaire heroes are particularly skilled with two 

particular weapons. These should be related weapons, ones 

that they trained extensively for their particular role in 

battle. An example is two types of sword; or the pike and 

throwing spear; or longbow and knife. Whenever the hero uses 

either of these weapons in combat, any attack he makes is 

automatically considered trump. 

As long as the legionnaire receives an honourable 

discharge when he leaves the service, he receives a bonus 

payment of steel denarii. If the hero’s hand size (due to a 

Reputation increased achieved while in uniform) is higher 

than the hero’s Wealth rating, his Wealth rating increases to 

this new number; otherwise, it increases by 1. 

A hero who meets the requirements of this role may apply 

at a Legion outpost in any city or large town of the New 

League. After 1–3 months of basic training, the hero will 

become an active legionnaire and receive the benefits of this 

role. 
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Disadvantages 
Legionnaires of Eragas focus their lives on military 

matters, and have little time for other pursuits. The hero 

may not raise his Reason or Spirit codes higher than “D” 

whilst he remains a member of the Legion of Eragas. 

Furthermore, Presence actions that are unrelated to combat, 

warfare, or resisting Mysticism, are never considered trump. 

 

 

Loyal Son 
The Sons of the Loyal Families are a privileged class in 

the society of the New League, accorded more rights than 

common citizens, yet are not as influential as the minotaurs 

themselves. A hero with this role has been born into 

privilege, but it is an uneasy position, for he is resented 

or even hated by the common people of the minotaur empire. 

 

Role-Playing 
Loyal Sons are higher in status than the other humans of 

the New League. Although they historically fought and 

resisted the minotaur invasion, their families and power 

provided the structure on which the empire was built. Ever 

adaptable, most of the families learned to accommodate and 

profit from their new masters and thus retained their 

positions. Those families that remained truly loyal to the 

Kristophus family (and so actually deserved the title of 

Loyal Families) were exterminated along with Kristophus or 

broken and scattered, their lands and holdings claimed by the 

minotaurs and their allies. 

Heroes of the Loyal Families are generally considered to 

be allies of the ruling class by non-minotaurs, whether or 

not this is the case. It is certainly true that children of 

the Loyal Families are frequently exposed to minotaurs when 

growing up, and are more understanding of minotaur ways. 

Minotaurs usually give these heroes more trust, although not 

necessarily respect. Humans are not granted respect from 

minotaurs due to an accident of birth – they must earn it. 

Some heroes of the Loyal Families aspire to become “-

iskis,” humans who, due to wealth or service, are accorded 

the status of minotaur in the eyes of the law. These people 

are allowed to place the formal –iskis appellation at the end 

of their name, and possess the same legal rights regarding 

property, taxation, magical patenting, and Arena settlements 

as a true minotaur. 

Heroes of the Loyal Families speak Auric and Kothian. 

 

Requirements 
All members of the Loyal families are either human or 

half-eves born to human families. Furthermore, they are of 

higher social status than most, with a minimum Wealth rating 
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of Gentry (6). There are no other requirements for being a 

member of a Loyal Family. 

 

Advantages 
Due to their perceived loyalty and support, heroes of the 

Loyal Families are given more power and rights in the 

minotaur-run New League. Furthermore, other members of the 

Loyal Families or the –iskis tend to react well to the hero 

and make allowances for his “special considerations.” Thus, 

any Presence or Wealth actions involving the government of 

the New League, law enforcement, lawsuits, or civil rights 

are automatically considered trump. 

 

Disadvantages 
Because of their actions against Kristophus, to this day 

the name Loyal Family has a bitter and hateful connotation to 

the common people of the New League. Thus, Presence actions 

involving humans of the New League (except to resist 

Mysticism) are never considered trump. Members of other Loyal 

Families are an exception. 

A hero must be born into the Loyal Families; a hero who 

attempts to marry into one will not receive the benefits 

described here. Thus, existing heroes cannot switch to this 

role after abandoning another. 

 

 

Mystery Cultist 
In the twenty-first year of the Fourth Age, the goddess 

Mislaxa secretly returned her healing power to those priests 

who remained faithful to her through Hiteh’s Night. Unable to 

bear the torment of the innocent, the goddess defied the 

other gods and charged her followers with great secrecy. Her 

priests went underground, hiding their existence from mortal 

and god alike, thus creating the Mystery Cult of Mislaxa. 

In subsequent years, other gods created mystery cults of 

their own. This happened primarily due to the fear associated 

with the god (particularly Erestem), or because the god’s 

worship was not acceptable in a particular region (Hiteh). 

These mystery cults have continued to exert their subtle 

influence in the Fifth Age. 

 

Role-Playing 
Charged with the need for secrecy, all mystery cultists 

are wanderers who renounce all connection to family, clan or 

nation. They adopt their religion as their new home. Thus 

such cultists are strangers among every people that they 

visit, and rely on the hospitality of those people who 

traditionally give it, or bribes and intimidation among those 

people who do not. 
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Mystery cultists do not preach to the masses, instead 

striving for anonymity, only revealing themselves when they 

must. The hero does nothing to spread the beliefs of his cult 

through words, relying only on deeds. He is always watchful 

for quick and bright youths who might be trainable as 

cultists. The hero is not above persuading such a character 

to flee from his family in the night, nor will he turn away a 

promising child who asks to come along. 

Mystery cultists have no altars, churches, or other 

public symbols of power. After hundreds of years of remaining 

hidden from Taladan society, secrecy has become a part of 

their ritual that cannot be abandoned. Cultists use secret 

hand-signs to identify themselves to each other when 

necessary. The common person does generally not know these 

signs, unless revealed for a specific reason. All 

paraphernalia associated with the cult is kept highly secret, 

shown only at special ceremonies that only the initiated can 

attend. Scattered throughout Taladas are sites of power or 

importance to the cults. The location of such is either 

memorised or marked by secret signs. 

Mystery cultists wear no open symbols of their faith, 

other than a simple, threadbare coat; brown in colour for 

priests of Mislaxa, black for those of Erestem, and pale grey 

for the worshippers of Hiteh. Although the demands of secrecy 

prevent the hero from offering his special skills upon 

arrival in a new area, those who recognise the robes will 

treat the cultist with great respect. 

If anyone in the community needs mystical help, the 

community will offer their hospitality, making no mention of 

the cultist’s abilities or the needs of the community at this 

time. After the cultist has accepted the community’s 

invitation, those who desire his help will approach the hero. 

Mislaxans will tend to the needs of supplicants without 

asking for payment, although he is normally gifted with many 

small, useful things. Cultists of a darker bent often make 

unusual demands in return for their assistance, either to 

impress and frighten the people, or in pursuit of their 

mysterious aims. 

Heroes with this role will speak two languages of the 

player’s choice, in addition to the language of their 

homeland. 

 

Requirements 
Mystery cultists must be insightful and learned in the 

ways of their cult, requiring a minimum Spirit code of “C.” 

However, they avoid attention by necessity, and are unable to 

exert the kind of personal control that is required to 

influence large crowds of people; thus, they have a maximum 

Presence code of “D." 
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Advantages 
Any action made to conceal an object, keep a secret, or 

make a bluff is automatically considered trump. 

It is possible for a worthy hero to assume this role 

during play. Once a hero has been accepted as an acolyte to a 

cultist, he must travel with his master, learning the 

fundamentals of the cult as he goes. Once the rituals and 

lessons have been taught, the hero is brought forward for 

initiation in the secret mysteries. A conclave of 20 or more 

cultists gathers at a secret place of power, and the hero is 

exposed to the “Heart of Truth,” a secret never revealed by 

any cultist and thus the centre of fearsome rumours. If the 

hero passes the test, he is allowed to wear the coloured coat 

of his cult. 

 

Disadvantages 
Every mystery cult has at least one enemy that seeks to 

destroy its influence throughout Taladas. In particular, the 

Minotaur League and the dragons often oppose the mystery 

cults that operate in their territories. Due to this 

precarious existence, if the hero’s membership in his cult is 

known, he loses all trumps to Wealth and Presence actions, as 

few people dare to have anything to do with him. 

 

 

Nylgai Hadirnoe Maker 
The order of Makers consists of the artisan-priests of 

the Nylgai Hadirnoe, and they work closely with the High King 

and the clans of the Scorned. Unlike other religions, the 

Makers did not lose their powers during Hiteh’s Night for the 

simple reason that they never had priestly powers to begin 

with. They are neither wizards nor priests; they are masters 

of the forge. 

Before the Grim Winter, the Makers were experts at the 

mystical dwarven art of smithing, dwarves who through 

devotion to their work were able to create magical items. 

Their lives were dedicated to the three Earth Powers: Ferros, 

Auros, and Orgentos – the givers of the earth’s magical 

power. These three powers wax and wane according to 

complicated calendars that the Makers prepared. In actuality, 

the Makers were tapping the powers of the three moons of 

magic, which wax and wane. Having never seen the moons, 

however, the dwarves could only feel their influence as it 

flowed through the earth. There were once other beliefs among 

the dwarves, but after Hiteh’s Night, these cults lost their 

power and all but collapsed. Taking this as a sign of the 

supremacy of their beliefs, the Makers have managed to 

convince the High Kings to proclaim the Order of Makers the 

state religion and ban all others. Even in the Fifth Age, 

there are no mystics among the Nylgai Hadirnoe. 
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Role-Playing 
Since the Grim Winter, the dwarven makers have not been 

able to tap the Earth Powers as they once did. They quickly 

determined that the three powers had left Krynn, and were 

replaced by a new, somewhat different force. The Makers did 

not take long to learn the basics of harnessing this new 

force, which they name Omnos. However, they have not yet 

learned the ways of permanently instilling it into their 

works, although the long-term enchantments of the Makers are 

some of the most potent in Krynn. 

Makers consider their skills as a means of shaping the 

flesh and the spirit of the living earth into forms that will 

serve their people. This is a religious experience to a 

Maker, and one that few non-dwarves can appreciate. The 

dwarven smith’s chant, as he hammers out a bar of iron on his 

anvil, goes “Magic and steel – CLANG! Magic and steel – 

CLANG! Forge gods give us magic and steel – CLANG!” 

The Makers appreciate the intricacy and mechanical 

splendour of gnomish constructions, although they cannot 

understand how or why the gnomes persist in creating these 

devices without the aid or use of the magical powers of the 

earth. 

All heroes with this role speak Auric, Boli gnomish, and 

their own language. 

 

Requirements 
This role is unique to the Scorned dwarves of Taladas. In 

order to become a Maker, a hero must have a Strength and 

Reason of 7 or more. Furthermore, the hero must have minimum 

Strength and Reason codes of “B.” All Makers should have 

access to the school of Enchantment. The Scorned dwarves have 

not yet been exposed to the powers of Mysticism, and so all 

heroes with this role have a Spirit code of “X” (this may 

rise during a campaign). 

 

Advantages 
Although the creation of magical items is not as 

permanent an art as it once was, the Makers are extremely 

skilled at using the power of Omnos to continue their 

traditions. Thus, all Reason actions involving the school of 

Enchantment (including long-duration enchantments as 

described in Heroes of Sorcery and A SAGA Companion) are 

automatically considered trump. 

Furthermore, the Makers are all experts at the forge. All 

actions to shape metal or forge weapons and armour are 

automatically considered trump. 
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Disadvantages 

The Makers never considered themselves wizards during the 

Fourth Age, and they find it difficult to accept the freedom 

that the new Sorcery allows them in the Fifth Age. Thus, a 

hero with this role will find it difficult to cast spells as 

described in the DRAGONLANCE: FIFTH AGE rules. 

A Maker with a Reason code of “B” is unable to cast 

traditional spells at all. If the hero wishes to enchant an 

item, he must do so using the long-duration rules given in 

Book One of Heroes of Sorcery or chapter 5 of A SAGA 

Companion. 

Makers with a Reason code of “A” have learned the basics 

of using Sorcery to cast spells, but will never be as skilled 

at it as, say, the students of the Obsidian Tower. Thus, with 

the exception of Enchantment spells, no spell action that the 

hero makes is ever considered trump. 

This role involves intensive training from an early age, 

as well as a deep understanding of Nylgai Hadirnoe 

traditions. Thus, it may not be acquired during play. 

 

 

Nylgai Hadirnoe Soldier 
Soldiering is a reputable and full-time trade in the eyes 

of the Scorned dwarves. The soldiers of the War Clan protect 

the communities of the Nylgai Hadirnoe from the subterranean 

perils of the OdderRhing, including the mysterious, 

disgusting disir. Most heroes of the Scorned dwarves are 

members of the War Clan who have ventured into the 

frightening surface world for purposes of trade, exploration, 

or even a mission from the High King. 

 

Role-Playing 
Each clan is required to shoulder the cost of outfitting 

and maintaining a company of men. The soldiers of each 

company are given a standardised uniform, although the dress 

of two different companies may be quite different. Each man 

in the company may have identical shirts, a cap done in the 

same colour, or a leather badge fixed to their breast. These 

marks are enough for the dwarves to identify each other by 

unit. As a further identifying device, each company has a 

particular crest and name. There are the Anvil, Chisel, 

Bonecracker, Rock Lizard, and Red Beard companies, to name a 

few. Each has its crest painted on its shield, usually in as 

fearsome a design as can be created. When arrayed in solid 

ranks, shield to shield, the dwarven companies present an 

awesome sight. 

As master smiths, the dwarves have greater access to fine 

iron than all other races but the gnomes. This they fashion 

into finely made suits of chain mail and plate armour, 

swords, spearheads, and shields. Typical arms and armour for 
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a dwarven soldier include a chain mail hauberk, pot helm, 

shield, leaf-head spear, and a double-edged sword. Each 

soldier carries a field kit in a leather backpack or 

bandoleer. This kit usually contains blankets, rations, 

honing stone, polishing oil, and personal items. 

Scorned dwarves speak Boli gnomish and their own 

language. 

 

Requirements 
All heroes with this role should be male Scorned dwarves 

with minimum Endurance and Strength codes of “B.” 

Furthermore, as a respected member of his clan, the hero 

should have a minimum social status of Tradesman (4). 

Scorned dwarven soldiers are not trained in the arts of 

Sorcery, and have not yet been exposed to the powers of 

Mysticism. All heroes with this role have Reason and Spirit 

codes of “X” (this may rise during a campaign). 

 

Advantages 
The Nylgai Hadirnoe are expert smiths, stone-carvers, and 

brewers. All actions involving these skills are reduced in 

difficulty by one category (for example, a challenging action 

becomes a difficult action). 

All heroes with this role begin play with a suit of chain 

mail, a sharp sword, and a spear. 

 

Disadvantages 
These heroes have never been able to learn skills 

involving astrology, farming, navigation, seamanship, or any 

skill dealing with animals. Thus, actions involving these 

skills are increased in difficulty by one category (for 

example, a challenging action becomes a daunting action). 

Existing heroes cannot switch to this role after 

abandoning another. 

 

 

Nylgai Hadirnoe Storysmith 
The Nylgai Hadirnoe, or Scorned Dwarves, are a race of 

deep-dwelling dwarves that has shunned the surface since the 

years following Hiteh’s Night. The Storysmiths are the 

keepers of history and tradition for their people, filling 

the roles normally taken by priests and shamans. Heroes with 

this role have ventured beyond the deep subterranean 

communities to learn about the surface world, perhaps to 

bring new sagas and forgotten legends back to the OdderRhing. 

 

Role-Playing 
The Scorned dwarves have a passion for the spoken word. 

The dwarves have a love of stories, sagas, and plays – 
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anything where the spoken word is important. Dwarven 

storysmiths chant the tales of great heroes at feasts that 

last for days. The clans hold competitions, staging the 

classic works of ancient and modern playwrights. Poetry 

challenges, particularly of the demanding poem riddles and 

kennings, fill their evenings. 

All storysmith heroes can speak and read the Auric, Boli 

gnomish, and Nylgai languages. 

 

Requirements 
Storysmiths must be male Scorned dwarves. The hero has 

minimum Reason and Presence scores of 6, and a minimum 

Presence code of “B”. 

Storysmiths are not trained in the arts of Sorcery, and 

have not yet been exposed to the powers of Mysticism. All 

heroes with this role have Reason and Spirit codes of “X” 

(this may rise during a campaign). 

 

Advantages 
Storysmiths have a vast knowledge and understanding of 

magical constructions, particularly weapons. In order to 

learn some facts about a magical item, the hero may make a 

Reason action at the following difficulty levels: easy for 

items of legend; average for items of Glory; challenging for 

items of Fame; daunting for items of Renown; and desperate 

for items of distinction. Furthermore, when examining an item 

of dwarven make, the hero may make a second Reason action 

(provided that the first succeeds) to name the specific 

powers and properties of the item. 

Due to their understanding of their own kind, Storysmiths 

gain an automatic trump bonus to Presence actions involving 

dwarves and gnomes. 

 

Disadvantages 
These heroes have never been able to learn skills 

involving astrology, farming, navigation, seamanship, or any 

skill dealing with animals. Thus, actions involving these 

skills are increased in difficulty by one category (for 

example, a challenging action becomes a daunting action). 

Existing heroes cannot switch to this role after 

abandoning another. 

 

 

Nylgai Hadirnoe Scout 
Scouts are dwarvish soldiers who specialise in stealth. 

They serve the army, reconnoitering the enemy. The scouts of 

the Nylgai Hadirnoe are trained to discover and traverse 

hidden tunnels, sneak up upon enemies such as the disir, and 

return safely to the dwarven caverns. 
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Nylgai scouts gather information about the disir that 

dwell deep beneath the surface, and the ogres and hobgoblins 

of the mountains and wastelands above. 

 

Role-Playing 
All heroes with this role are tough and resourceful; 

those who were not have long since been tortured and killed 

by their traditional enemies, the disir and ogres. However, 

since these heroes consider themselves highly-skilled 

specialists, they tend to cultivate distinctive personality 

traits. Some heroes are brave or laugh in the face of danger; 

some heroes are sneaky and sly; some heroes are quiet, subtle 

and even cold. The hero considers these personal traits to be 

part of his reputation as a professional scout, and takes 

great pride in his unusual behaviour. 

Scout heroes are hated as spies and saboteurs by the 

hobgoblins, ogres, and disir, and are lucky to die a quick 

death if captured by these races. Nylgai Hadirnoe scouts are 

treated with the respect due any skilled soldier by other 

races, such as the Boli gnomes or Glass Sailors, even if they 

are sometimes peculiar or pretentious. 

Heroes with this role speak the Auric, Dwarven, and 

Hobgoblin languages. They have a smattering of words in the 

unknown disir language. 

 

Requirements 
A hero with this role may be a male or female of the 

Scorned dwarf race. The work of the Nylgai Hadirnoe scouts 

can be both tricky and grueling; thus, a hero with this role 

should have minimum Endurance and Agility scores of 6. Nylgai 

Hadirnoe scouts are not trained in the arts of Sorcery, and 

have not yet been exposed to the powers of Mysticism. All 

heroes with this role have a Reason and Spirit code of “X” 

(this may rise during a campaign). 

 

Advantages 
All espionage or stealth-based actions that the hero 

makes in an enclosed environment (such as underground or 

inside a castle) are automatically considered trump. Such 

actions include moving quietly, reading lips, setting snares, 

concealing oneself, climbing walls, fighting in poor light 

conditions, and searching for hidden traps and passages. 

A Nylgai Hadirnoe hero could acquire this role after a 

few months of acting as a spy and a scout in one of the 

Nylgai Hadirnoe war units. 

 

Disadvantages 
Nylgai Hadirnoe scouts each have an individual 

personality trait that they take great pride in. The hero 
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cannot bring himself to suppress this personality trait, and 

can sometimes be identified by it. 

These heroes have no opportunity to learn skills 

involving astrology, farming, navigation, seamanship, or any 

skill dealing with animals. Thus, actions involving these 

skills are increased in difficulty by one category (for 

example, a challenging Reason action becomes a daunting). 

 

 

Outlander 
Outlanders are heroes who have travelled to the lands of 

Taladas from elsewhere. Many Outlanders are originally from 

the lands of Ansalon, remote islands in the endless oceans 

that surround Taladas, or even from the depths of the sea. 

 

Role-Playing 
Outlander heroes treat everything they see in Taladas as 

a source of wonder and not a little apprehension. Taladas is 

very different to the homeland of the hero, and he does not 

entirely understand every thing that he encounters. 

Nonetheless, the hero embraces the strange cultures that he 

has discovered, and tries to learn more about them – and 

hopes one day to be a part of them. 

In other respects, all Outlander heroes are extremely 

different in personality and background to each other, 

depending upon where they originally came from. Players of 

Outlander heroes should look to other Dragonlance sourcebooks 

and novels for inspirations and roleplaying ideas. 

Heroes with this role have picked up basic fluency in one 

of Taladas’ languages (typically Auric of Kothian). He cannot 

read or write in this language, but can learn. 

 

Requirements 
There are no special requirements for an Outlander hero. 

Members of the unique races of Taladas cannot choose this 

role, with the exception of Dargonesti elves and Mischta. 

Otherwise, players who wish to create Outlander heroes should 

create a character using the races described in Book One of 

the DRAGONLANCE: FIFTH AGE game. 

 

Advantages 
Outlander heroes possess an air of mystery and 

“otherness” that every Taladan native can sense. The hero’s 

different mindset actually makes it difficult for Taladan 

mystics to perceive the hero’s true thoughts. Thus, all 

Presence actions made by the hero to resist mind reading or 

mind control are considered trump. Note that this bonus may 

not apply if the hero is facing very perceptive opponents, 

such as dragons or Irda. 
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Disadvantages 
Outlander heroes are foreign to the cultures of Taladas, 

and rarely understand the customs and traditions of these 

lands. Thus, all Presence actions made by the hero (except to 

resist mysticism) are increased by one category. For example, 

a challenging presence action would become a daunting 

presence action for an Outlander hero. 

Furthermore, the hero is unlikely to have access to the 

resources that he might possess in his homeland, and any 

Wealth actions taken by the hero are never considered trump. 

This role is restricted to heroes who have travelled to 

Taladas from elsewhere in the world of Krynn. It cannot be 

acquired during play. 

 

 

Payan Mako Tribesman 
The Payan Mako are a short, bronze-skinned nation of 

fishermen that lives among the tropical islands of the 

Fisheries. As the most populous of the human villages in the 

Fisheries, the Payan Mako are considered the de facto rulers 

of their large island of Syldar. Here they try to lead quiet 

and peaceful lives fishing in the rich waters and living off 

the fruits of the land. However, the threat of incursion by 

the Shark Men and the Knights of Takhisis stationed at New 

Jelek has caused some warriors to travel from their villages 

to challenge these invaders. 

 

Role-Playing 
A hero with this role is used to a simple life. The Payan 

are fishermen, seldom venturing very far inland except to cut 

a large tree for a new canoe. The tribal elders control the 

selection of the fishing waters, new settlements, and even 

the territories of the men who burn charcoal in the forest. 

Since the Payan Mako consider themselves one people, the 

elders of each village cooperate with each other against 

their neighbours from other islands in the Fisheries. 

The Payan Mako have few ambitions to conquer their 

neighbours or explore beyond the islands known to them. Their 

lives are much more peaceful than other people in Taladas, 

and they seldom see a serious fight. However, they are 

fiercely protective of their boundaries, as everything within 

them is their territory. Villagers of neighbouring islands 

know of these limits and prudently avoid entering them; they 

are equally as defensive about their own lands. Strangers who 

enter the villages of the Payan Mako must be careful not to 

antagonise the villagers, lest they prompt an attack. 

Entering a village without warning, coming in large numbers, 

or carrying weapons is likely to anger and upset the hero. 

Men most often wear a simple loincloth of pounded bark 

and fish skin. Women wear a larger sarong of bark cloth, 
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stamped with inked designs and patterns. Shoes or sandals are 

not often worn. Those wishing to show off their wealth and 

prestige might possess a breastplate made of bone and shell, 

or carry a set of prized metal-edged weapons normally used 

for formal battles and special occasions. Otherwise, warriors 

employ spears and short bows, both of which use shark teeth 

or sharpened shells for heads. 

Payan Mako speak their own language; those who for some 

reason have travelled beyond Syldar might also understand 

Hobgoblin, the Cha’asii Ancient Elvish, or the Ansalonian 

tongue of the Knights of New Jelek. 

 

Requirements 
All Payan Mako tribesmen are human barbarians. The Payan 

Mako are extremely tough, and have a minimum Endurance score 

of 7. However, the tribesmen do not wear heavy armours, which 

are uncomfortable in the tropical islands and impractical for 

people who swim and sail often. Therefore, heroes with this 

role have a maximum Endurance code of “D.” 

 

Advantages 
The Payan Mako are skilled at fishing, navigation, 

seamanship, swimming, and weather sense. All actions 

involving these skills are reduced in difficulty by one 

degree (for example, a challenging action becomes an average 

action). 

 

Disadvantages 
Payan Mako warriors are not particularly skilled in 

combat, since they fight so seldom. Thus, all attack actions 

are one degree of difficulty higher than normal (for example, 

a challenging attack action would be daunting instead). 

Existing heroes cannot switch to this role during play. 

 

 

Pureshk Barbarian 
The Pureshk is the least significant tribe of the Tamire 

steppe. They have little if anything to distinguish 

themselves from the Uigan horsemen, who are their close 

allies and more powerful protectors. Even the Uigan have 

difficulty separating Pureshk from Uigan. 

 

Role-Playing 
As a minor tribe, the Pureshk have adopted the ways of 

their powerful neighbours. Their dress, habits, beliefs, and 

lifestyle are virtually identical to those of the Uigan. 

However, there is little intermarriage between Uigan and 

Pureshk clans, which has prevented the tribe from being 

absorbed by their more numerous cousins. 
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The Pureshk are not known as being any more powerful as 

warriors than any other tribe of the Tamire; their raids are 

less feared than those of the Elf Clans or the Kazar. 

However, in any drawn-out conflict the Pureshk are likely to 

emerge as victor. Quite simply, these tribesmen refuse to 

die. A hero from this tribe will cheerfully eat the bitterest 

root, drink fouled water, and sleep in freezing mud if 

circumstances drive him to it. 

Pureshk clans have been known to encircle an enemy camp 

to prevent anyone from entering or leaving. When their enemy 

is dropping from starvation and disease, the Pureshk will 

persist out of sheer stubbornness, battle-ready in conditions 

that would see other men unable to leave bed. 

The Pureshk are infamous for their lack of hygiene; it is 

this characteristic by which they are known. All those who 

have entered a pureshk camp agree that the tribe is the 

filthiest of the entire Tamire. No experienced traveller 

stays in the yurt of a Pureshk clan unless he enjoys lice and 

bedbugs. Their meals are often questionable and their habits 

disgusting. 

The Uigan joke that the Pureshk can never surprise an 

enemy because he smells them long before he sees them. They 

also maintain that the Pureshk warrios would be worthless if 

it were not for their overpowering odour, which can cause 

even the strongest enemy to break and run. 

Pureshk barbarians speak the Alan-Atu, Tamire elven, and 

Uigan languages. 

 

Requirements 
All Pureshk barbarians are human. Barbarians with this 

role are all expected to be warriors; these heroes have 

minimum Strength and Dexterity scores of 7. However, they 

rely on speed and the striking power of their bows rather 

than the protection of armour; Pureshk barbarians have a 

minimum Dexterity score of “C” and a maximum Endurance score 

of “D.” 

The hero’s initial Wealth rating is limited to a maximum 

of 2. Even if the hero’s Social Status is 3 or higher, the 

hero’s Wealth is reduced to 2. 

 

Advantages 
Heroes with this role can fight off the diminishing 

health that comes with poor living conditions, exposure to 

the elements, and sparse or inedible food (including most 

diseases and ingested poisons). All Endurance actions taken 

by the hero to resist these effects are automatically 

considered trump.  
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Disadvantages 
The jokes and stories told about Pureshk barbarians by 

other tribes are comparable in offensiveness only by the 

hero’s appearance and odour. Thus, Presence actions taken by 

the hero (except to resist Mysticism) are automatically one 

degree higher in difficulty than normal. For example, a 

challenging Presence action becomes daunting for a Pureshk 

barbarian. 

This role represents the cultural upbringing of the 

Pureshk tribes. Therefore, heroes cannot acquire the role 

during play. 

 

 

Recorder of Baltch 
The Recorders of Baltch are sorcerers in the service of 

the government. Baltch is protected from rising ocean waters 

by a series of dikes and seawalls that require constant 

vigilance and repair. The Recorders assist the Engineers, the 

rulers of Baltch, by making repairs to essential structures, 

keeping track of the populace, and organising people into the 

necessary work teams. 

 

Role-Playing 
Heroes with this role use their skills and powers of 

Sorcery to serve as advisors to the Engineer lords. They have 

titles such as Grand Registrar; Master of Storms; Assistant 

Commander of the Outer Dikes; and Finder of the Hidden (i.e. 

tax collector). The Recorders have the status of privileged 

public servants on Baltch and are treated accordingly. 

To become a Recorder, the hero has attended a special 

university to understand the elemental flow of Sorcerous 

power and to select his schools in much the same way that 

others select master’s degrees. 

As officials of the Baltchian bureaucracy, Recorders 

dress in an upper-class fashion. Heroes wear several layers 

of loose cotton robes, dyed and printed in clashing patterns 

of yellows, reds, oranges, and blues. Men grow full beards 

and moustaches, while women wear their straight hair long and 

loose. A sash draped over the shoulders identifies the rank 

and office of the hero within the bureaucracy. 

Heroes with this role are well lettered, and speak the 

Auric and Baltch languages. 

 

Requirements 
Recorders are educated, intelligent heroes. Recorder 

heroes must be at least familiar with Sorcery, and all have 

some ability to organise and lead others; thus, heroes with 

this role must possess minimum Reason and Presence scores of 

“C.” However, the education of a Recorder leaves little time 
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for swordplay or combat; thus, Recorders have maximum 

Endurance and Strength codes of “D.” 

The first school of Sorcery learned by a Recorder must be 

either Divination or Transmutation. 

Most Recorders are human, although a minority are half-

elves with some Cha’asii heritage – often dating back to 

before the Cataclysm! 

 

Advantages 
Recorders are skilled in all pursuits necessary for the 

maintenance of the dikes and seawalls, such as engineering, 

seamanship, stonemasonry, and knowledge of weather. Thus, any 

action involving these or similar skills, when used for the 

upkeep and repair of the seawall, is automatically considered 

trump. 

Any hero who develops the powers of Sorcery in Baltch 

will be encouraged by the Engineers to become a recorder. If 

he accepts, he will be given a crash-course of education 

lasting six months, and gains the benefits and drawbacks of 

this role. 

 

Disadvantages 
Since the Recorders are part of the government, they must 

follow the orders of the Engineers, should such orders be 

given. Thus, a hero may find at times he has been ordered to 

undertake particular missions. Should he refuse, the 

Engineers will certainly restrict the hero’s freedoms even 

more than usual in Baltchian society, by confiscating 

property, forcing him to join unpleasant work gangs, and 

extending such penalties to his associates. 

 

 

Silvanaes Qualith 
Qualith is the Silvanaes term for a knight who practices 

Sorcery. Qualith are members of the Neskijir, or Robed 

People, one of the two factions of Silvanaes society (the 

other is the Nestiroml, of Worker People). As such, heroes 

with this role are honoured as the keepers and protectors of 

Silvanaes tradition. 

 

Role-Playing 
Qualith are members of the Neskijir, a class that 

includes scholars, artists, heralds, squires, and princes of 

the elves. The Neskijir govern the Confederation of Armach, 

and members of the Qualith can rise to become leaders, 

councilors, judges, or speakers of their people. 

Heroes with this role jealously protect the Silvanaes way 

of life, and are sometimes fanatical in this regard. The task 

of preserving the traditions of the Silvanaes is a solemn 

duty, one that the hero must take very seriously. 
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The hero likes to see himself as wise and benevolent. 

Faced with the barbarism of Taladas, the Qualith stress 

nobility and the ideal code of conduct. However, the hero may 

not be as perfectly just as he believes, especially if he 

supports a rigid interpretation of the Four Edicts. 

The Four Edicts were enacted by the Neskijir prior to the 

founding of the Confederation, and establish strict limits on 

the rights of non-elves. Although many elven heroes feel that 

the Edicts are unjust, they have become ingrained into 

Silvanaes society. 

When in urban surroundings, men commonly dress in long 

robes, embroidered and decorated in bright woodland colours. 

Finely-wrought pieces of gold and silver jewelry are 

preferred as ornaments, although most of these are ancient 

heirlooms beyond price. Intricately carved wooden pins, 

buttons, combs and necklaces are more common. Footwear 

includes moccasins and finely-tooled leather boots. In the 

woodlands, typical clothing is a jerkin and trousers of muted 

browns and greens. In battle, elves wear a tunic of thickly 

quilted leather and carry a long sword or spear and a bow. 

Silvanaes Qualith begin speaking the Ancient Elvish, 

Silvanesti and Hoor languages. In addition, they are able to 

read Ancient Elvish and Silvanesti. 

 

Requirements 
Qualith must be Silvanaes elves, with minimum Strength 

and Reason codes of “B.” The Qualith are generally better 

educated and bred than their neighbours. Thus, they have a 

minimum social class of Guildsman (5). 

 

Advantages 
All qualith begin play with a long sword and leather 

armour. Due to the long memories of the elves, they remember 

events from previous ages as though they were yesterday 

(likewise, they remember feuds long forgotten by other 

races). Any card that the hero plays to recall historical 

events or personages is considered trump. 

A Silvanaes hero who meets the requirements of this role 

may petition the Guild Qualith for membership, with a 

challenging Presence action. Success indicates that the hero 

has been accepted into the guild, and may acquire this role. 

Failure means that the Guild does not consider the hero 

acceptable for this honour. A mishap indicates that the Guild 

has discovered evidence of a skeleton in the hero’s closet 

(real or fictional), and will use it against the hero. 

 

Disadvantages 
The activities of a Qualith hero will be observed by the 

leaders of Armach-Nesti, and the hero may have to answer for 

any behaviour unbecoming a Silvanaes of his station. If the 
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hero unrelentingly ignores the traditions of the Silvanaes, 

he may be declared a dark elf and exiled from Armach-Nesti. 

 

 

Sorcerer of the Obsidian Tower 
Sorcerers of the Obsidian Tower belong to a relatively 

new tradition of scholarship and learning, founded by the 

unnamed Obsidian Warlock. Located in a remote sanctuary in 

the Ring Mountains, the Obsidian Warlock and his magical 

community traditionally hold isolationist feelings. They do 

not wish to involve themselves in anyone's troubles; they 

just want to be left alone to study their magic. 

 

Role-Playing 
Sorcerers of the Obsidian Tower are taught that the path 

to discovering new magic is to search in a new, different 

way. Thus, everyone strives to learn about Sorcery on an 

independent basis. While several sorcerers do work together, 

for the most part everyone pursues their own experiments. 

A sorcerer at the Tower must abide by three rules: 

1. No sorcerer shall harm another sorcerer on these 

grounds; 

2. No magical action can be taken that will jeopardize the 
Tower or any fellow sorcerer's life; and 

3. Hold the magic sacred above all. 
Should anyone break the three main rules, then immediate 

expulsion is the punishment. The last rule, of course, is 

more of a credo, so few sorcerers are ever expelled for 

breaking it. There are also several sub-rules, regarding the 

taking of apprentices and such, but these are not actually 

codified. 

A mentor, a sorcerer of some accomplished skill must 

teach each novice sorcerer until the basic concepts and ideas 

of Sorcery are founded. No sorcerer can remain without an 

apprentice for very long. Then, the novice is allowed to 

explore on her own the ideals and conceptions of Sorcery. 

Once a sorcerer is no longer a neophyte, he or she is 

assigned a lab. The larger and better-equipped labs go to the 

most powerful, creative, and dedicated members. Additionally, 

once an apprentice becomes a full-fledged sorcerer, she must 

also take on an apprentice. 

Every student is expected to take on a apprentice, and 

train with him four at least four hours each day. Researching 

and experimenting should take at least another eight hours. 

However, many a sorcerer has been so caught up in his or her 

work that overworking has become common. Students are 

encouraged to submit their own works into the large library 

of the Obsidian Tower, so that the entire magical community 

might benefit from their expertise. A tremendous amount of 
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magical tomes and scrolls have already been stored for 

reference. 

Sorcerers living at the Tower are required to spend at 

least six months out of the year studying and teaching 

sorcery. Others remain members of the community, but take 

sabbaticals to travel across Taladas, spreading their magic. 

Heroes with this role speak Auric, as well as the 

language of their homeland. 

 

Requirements 
The Obsidian Warlock began the Tower with the idea of 

carefully screening all applicants; he believed that only the 

capable, the fit should wield such power. However, he has 

since abandoned that idea, realising that Sorcery is a gift 

of the gods, and that all deserve it. Heroes with this role 

must possess an ability code of “B” in Reason, but there are 

no other requirements. 

 

Advantages 
Sorcerers of the Obsidian Tower are practiced in spell 

experimentation, although there are certain procedures that 

they usually follow. Thus, all Sorcery spells with an 

Invocation time greater than instantaneous benefit from an 

automatic trump bonus. 

Heroes can acquire this role during play by travelling to 

the Obsidian Tower, declaring his intent to study under the 

three rules of the tower, and finding a mentor under whom he 

can learn the procedures of sorcerous study. 

 

Disadvantages 
Sorcerers of the Obsidian Tower are considered to be odd, 

even frightening people. Wherever the hero travels, it is 

likely that his reputation and unfounded rumours have arrived 

ahead of him. Thus, any Wealth and Presence actions taken by 

the hero (except to resist mysticism) are never considered 

trump when dealing with characters who do not themselves use 

the powers of Sorcery. 

 

 

Swamper 
The Swampers are a group of independent-minded 

frontiersmen who make their living on the fringes of 

Blackwater Glade. Living off the swamp, they are expert 

hunters and trappers. The hero is fiercely independent and 

has little use for others; however, he has a good heart, and 

cannot turn his back completely on those in need. 
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Role-Playing 
Heroes with this role are hardy souls that use canoes and 

flat-bottomed boats to paddle among the lazy channels of 

Blackwater Glade. Although others would quickly become lost 

in the twisting byways and flowing streams, the hero benefits 

from a lifetime living on the edge of the great glade. He 

knows the best routes and the finest hunting areas for the 

alligators, giant toads, and swamp cats that they hunt. 

However, Swampers are a close-knit group, and keep their 

secrets to themselves. 

Swampers only touch the edges of Blackwater Glade. Even 

they are wary of the weed-choked depths, into which many a 

man has ventured and never returned. Swamper heroes are 

brave, but even they only venture into the deep country for 

extraordinary reasons. Tales of dark terror are told of the 

interior. 

Each hero has his own territory and he knows the 

territories of his neighbours. The honest Swamper stays out 

of his neighbours’ waters and expects them to stay out of 

his. An unprincipled Swamper pays no mind to his neighbours 

and may even try to drive them away. 

Although properly citizens of Thenol, the Swampers pay 

little mind to the rules and edicts of the government. 

Dealing with the Swampers is always a case of bargaining. In 

exchange for keeping an eye on the Bakali inhabitants of 

Blackwater Glade, they have been made exempt from the nobles’ 

taxation. Sometimes they serve in the army of Thenol as 

guides and scouts. 

Swampers can speak the Bakali and Thenolian languages. 

 

Requirements 
Swampers must be human, but may be either male or female. 

Swampers are rugged people who survive in the conditions of 

the Glade; thus, they have a minimum Endurance score of 8. 

However, their independence from civilised people makes the 

Swampers seem backwards and uncouth; Swamper heroes may not 

begin with a Presence code higher than “C.” 

 

Advantages 
Swampers have a basic knowledge of Blackwater Glade and 

the hidden paths and channels that cross through it. 

Perception actions within Blackwater Glade are always trump 

for these heroes. 

All Swampers begin with a small amount of equipment. This 

includes a sturdy sword, homemade leather armour, and a small 

flat-bottomed boat or canoe. 

 

Disadvantages 
There is no love lost between the Swampers and the bakali 

lizardfolk from the depths of the Glade. When the hero is 
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forced to deal with the bakali, his Reason, Perception, and 

Presence actions (except to resist Mysticism) cannot be 

considered trump. 

The Swamper role is a way of life that trains the hero 

from an early age. Therefore, this role cannot be acquired 

during play. 

 

 

Thenolian Noble-Knight 
The kingdom of Thenol is a collection of manors and 

counties, each ruled by a member of the Senate of Lords, 

which was headed by the king. Historically, this Senate was 

quarrelsome and powerless, which allowed Bishop Trandamere 

and the Temple of Hith to easily take control. With the fall 

of the temple in the Fifth Age, a new king stepped forward to 

protect Thenol from the evils that threatened to devour it, 

and to provider unity at last to the kingdom. This man was 

King Raimos, who led a company of knights to slay the red 

wyrm Abaxibon with an enchanted lance. Raimos named his 

company the First Company of the Lance, and established an 

order of warriors known as the Noble Knights. 

 

Role-Playing 
Thenolian Noble-Knights are descendants of the powerful 

ruling families of ancient Aurim, an empire that existed 

before Hiteh’s Night. For over seventy years, the evil 

priests of Hith controlled Thenol, and the nobles lost much 

power. Since the Grim Winter and the rise of the new King, 

however, the priests of Hith have been driven from Thenol. 

Still, the Cult of Hith still wishes to seize control of 

Taladas, beginning with Thenol, and so there is little love 

lost between the Noble-Knights and the cultists. 

The noblemen and women of Thenol dress in a similar style 

to the mountain people of ancient Styrllia, with silk 

trousers tied at the ankles and waits, and large, loose 

smocks. The colours are brighter than those of common 

Thenolites, with dazzling yellow, red, blue, purple and green 

dyes favoured. Much use is made of embroidered appliques, 

silver fastenings, and rare ivory pins. At former occasions, 

a wealthy hero may wear an elaborately wrought suit of steel 

armour, something brought out only for parades and triumphs. 

Heroes with this role are the trusted vassals of aging 

King Raimos and act in his name – thus, they are expected to 

behave perfectly at all times. Noble-Knights should eschew 

the quarrelsome politics and old feuds of the Great Lords of 

Thenol. They consider themselves the lance and the shield 

that protect the kingdom from the horrors of Chaos, the 

terror of the dragons, and the insidious menace of the re-

emerging Cult of Hith. 
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Many races in Southern Hosk remember the dark years of 

Thenol’s history with fear and hatred, and a hero with this 

role must always maintain a face of perfect behaviour to 

convince others that he is not a servant of evil cults. The 

elves of Armach in particular remember the undead that once 

served in the armies of Thenolite Lords, and will assume the 

absolute worst of any Noble Knight they meet. Silvanaes 

memories are long, and the Temple of Hith but recently 

fallen. 

Heroes with this role can speak Auric and Thenolian, and 

are able to read Thenolite heraldry. 

 

Requirements 
All Thenolian Noble-Knights are civilised humans of the 

upper classes. Heroes with this role have a minimum social 

status of Aristocracy (7). Heroes who do not meet this 

requirement may be descended from a noble family which was 

disinherited during the control of the Hith priesthood; such 

heroes cannot begin with this role, although they may acquire 

it during play (see below). 

 

Advantages 
The hero automatically possesses a horse, chain mail 

armour, shield, lance, and sword. Due to the extremely high 

expectations that the King has of his Noble-Knights, a hero 

with this role shows exceptional bravery and determination 

when battling overwhelming odds. When in personal melee with 

an evil enemy of obviously greater power than the hero, any 

card played for a melee attack or to resist damage is 

considered trump.  

It is possible for a hero to acquire this role during 

play if he is descended from one of the disinherited Lords of 

Thenol. A disinherited Thenolite hero may be able to restore 

his family’s honour and properties during the game. If the 

hero finds success in his quest, he may then acquire this 

role. 

 

Disadvantages 
There is little love lost between the Noble-Knights and 

the evil that still dwells in Thenol. The death cultists of 

Hith direct their hexes and supernatural hatred against these 

heroes; as a result, no Presence action to resist the effects 

of Necromancy spells are ever considered trump. 

 

 

Uigan Horseman 
The Uigan are a nomadic people, wandering up and down the 

length of the Tamire during the year. They are the largest 

and most powerful force in the region that, in their tongue, 

is named “Fair Land.” The Uigan tribe is composed of about 
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130 different family clans, averaging about 480 members. The 

Uigan horsemen are the backbone of the innumerable nomadic 

tribes that are constantly melding, splitting, conquering, 

and raiding upon the Tamire steppes. 

 

Role-Playing 
Uigan warriors are accomplished horsemen, relying on 

speed and the striking power of their bows instead of the 

protection of armour and the might of the sword. All Uigan 

horsemen have tattooed cheeks and foreheads. They shave their 

heads according to tradition, except for a single lock on the 

left side. Traditional Uigan attire includes a woolen tunic, 

pantaloons, and a pointed cap. Each man wears as fine 

clothing and armour as he can afford. Sable, marten, and 

tiger skins or horsetail plumes are all used for decorating a 

warrior’s clothing. 

It is said by others that a Uigan horseman will eat 

anything. They are happy to dine upon the flesh of sheep, 

horses, camels, antelope, deer, dogs, and even mice. They 

make a porridge of millet, mare’s milk, and animal blood. 

Their favourite drink is mare’s milk, drunk straight, as 

yogurt, as curds, or fermented into a strong alcohol called 

kumiss. Uigan horsemen eat virtually no fruit, except for 

wild berries when in season. Agriculture is not a part of 

Uigan life. 

Each Uigan hero is associated with a particular family, 

and has loyalty to the tegin (prince), a leader drawn from 

the founding family of his clan. Unless he has committed some 

crime, he can live with his family and so have his daily 

needs – food, lodging, and clothing – taken care of for him. 

The family of the tegin forms a clan nobility. The common 

tribesmen comprise the majority of the Uigan clans, and are 

theoretically equal in standing. In reality, the hero’s 

importance varies with his wealth, personality, and blood 

relation to the tegin of his clan. However, all horsemen have 

greater station than bondservants, who must work off debts or 

obligations. Prisoners taken in raids are considered slaves, 

although their treatment will vary according to the 

importance of the prisoner. 

Uigans give equal rights to men and women. After two 

families have secretly negotiated the marriage of their 

children, the groom ritually kidnaps his bride and blood-

gifts are exchanged. The groom then becomes a part of his 

bride’s family. 

A hero with this role can speak the Tamire elven and 

Uigan languages; however, he is unable to read or write. 

 

Requirements 
Uigan horsemen are all expected to be warriors; these 

heroes have a minimum ability score of 7 in Strength and 

Dexterity. However, they rely on speed and the striking power 
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of their bows rather than the protection of armour; Uigan 

horsemen have a minimum Dexterity score of “C” and a maximum 

Endurance score of “D.” 

The sharp eyesight of the Uigan horsemen is legendary; 

heroes should have an ability code of “A” or “B” in 

Perception, with eyesight selected as an acute sense. 

The hero’s initial Wealth rating is limited to a maximum 

of 2. Even if the hero’s Social Status is 3 or higher, the 

hero’s Wealth is reduced to 2. 

 

Advantages 
The nomadic life of the Uigan has given them great skill 

in riding and handling horses, as well as an exceptional 

ability to remember the way to places, navigating by the 

stars. Any card played for such actions is considered trump. 

A Uigan horseman begins with the following equipment: 

padded armour, horse bow, quiver of arrows, knife, and horse 

and saddle. 

 

Disadvantages 
A Uigan horseman is unskilled at carpentry, 

charioteering, farming, mining, mountaineering, seamanship, 

or stonemasonry. Any actions involving these skills are 

increased by one degree of difficulty (for example, a 

challenging action becomes a daunting action). 

This role cannot be acquired during play. 

 

 

Uigan Jijin Priestess 
The priestesses (and priests) are very important in Uigan 

society, generally considered to be more important than even 

the clan nobility. The priestesses perform the rituals 

considered necessary to protect the herds, aid in the 

birthing, and ensure good hunting. Although not all 

priestesses command supernatural power, they persistently 

maintain their position of authority and power in the tribe. 

 

Role-Playing 
The horse is central to the Jijin priestesses, who can be 

identified by their white robes and caps adorned with black 

horsehair plumes. There is a whole series of rites, 

offerings, ceremonies, and procedures that must be followed, 

even though many of them have no real power. Where possible, 

the priestesses take credit for natural events. 

Jijin priestesses make the offering of burned horsehair 

at the beginning of spring that ensures good fortune 

throughout the year. During foaling season they assist in the 

birthing. On Midsummer Night they gather on the sacred 

hilltops and lead the women of the clan in a secret ceremony 
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of scarring, anointing, and naming the new foals. Men are not 

permitted to attend this rite. 

Jijin priestesses commonly serve as advisors to the tegin 

of a clan. They are indispensable to the tegin in dealing 

with merchants from the New League, whose reputation for 

trickery and deceit was scarcely improved by the wars a few 

years ago. Priestesses are normally accorded an equal or even 

greater status than the average tegin. 

The knowledge, cunning, and training of the priestesses 

has made them useful as ambassadors and negotiators between 

the different clans and even to other tribes. A Jijin 

priestess may be called upon to negotiate a marriage, fix the 

blood-price to end a feud, or carry diplomatic messages. 

A hero with this role speaks the Uigan and Tamire elvish 

languages; however, she is unable to read or write. 

 

Requirements 
The priestesses of Jijin are all female. The priestesses 

are not warlike, and have an ability code of “D” or “X” in 

Agility and Endurance, and a maximum ability code of “C” in 

Dexterity and Strength. Jijin priestesses have a minimum 

ability code of “C” in Spirit to reflect their customs and 

traditions. It is not possible for the Jijin priestesses to 

reconcile these traditions with the skills needed for Sorcery 

use, thus all heroes with this role have an ability code of 

“X” in Reason. 

Those heroes with Spirit codes of “B” or better should 

choose their spheres from the following list: Animism, 

Alteration, Mentalism, and Sensitivity. However, It is quite 

rare for Jijin priestesses to have spellcasting powers, even 

before the Grim Winter. 

 

Advantages 
The Jijin Priestesses are skilled in riding horses and 

handling all manner of animals; all such actions are 

automatically considered trump. 

Jijin priestesses are quite skilled in dancing, 

diplomacy, herbalism, singing, tribal lore, and the 

traditions of the Jijin religion. All actions involving these 

abilities are reduced in difficulty by one category (for 

example, a challenging action becomes an average action). 

 

Disadvantages 
A Jijin priestess is unskilled at carpentry, 

charioteering, farming, mining, mountaineering, seamanship, 

or stonemasonry. Any actions involving these skills are 

increased by one degree of difficulty (for example, a 

challenging action becomes a daunting action). 

Jijin priestesses are trained in their customs from 

childhood. They take the most promising girls and teach them 
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the ancient histories and many of the arts that would have 

been lost otherwise. It is not possible to acquire this role 

during play. 

 

 

Uigan Qu’uan Priest 
The men of the Uigan tribe maintain a special priesthood 

devoted to their warrior god, Qu’uan. 

 

Role-Playing 
Uigan priests do not have regular rites or ceremonies 

that they must attend. Instead, they meet and sue their 

powers only when it is judged needful by the clan. Qu’uan 

priests concern themselves with war and manhood, and wear 

heavily quilted robes (these protect them as well as padded 

armour) and metal caps. They often carry light lances. Unlike 

other Uigan men, the priests do not shave their heads. 

Qu’uan priests cast brass knucklebones to determine the 

future, and read from their patterns omens of rejoicing, 

gloom, or despair. They also bless warriors before going into 

battle by having their standards dipped in the mingled blood 

and milk of a mare. No man feels safe without the blessing of 

a priest before a battle. 

The most important ceremony of the Qu’uan priests is the 

rite of passage, the anda, which occurs when a boy turns 14. 

At the ceremony, the boy is presented to the priests by his 

father, and recites the lineage of his family as proof of his 

worthiness. The priests read omens of the boy’s future to the 

assembled guests, and then apply the boy’s facial tattoo, the 

mark of manhood. Once tattooed the boy is given a man’s name. 

Thereafter he is considered a man of the tribe and is invited 

to a feast as the guest of honour. The father has invited 

other men from the clan to the great feast, the number and 

status of the guests being an important way of showing the 

family’s status. No effort is spared. 

Many priests accept gifts for services, particularly for 

the anda. The better the gifts given, the greater the 

likelihood of a fortunate reading of the brass knucklebones. 

At the same time, a wise priest takes care not to abuse this 

power. The more positive readings he gives, the more business 

he will have. 

A hero with this role speaks the Uigan and Tamire elvish 

languages; however, he is unable to read or write. 

 

Requirements 
All heroes with this role are charismatic advisors to the 

leaders of the Uigan tribes; heroes should have a minimum 

ability score of 7 in Presence. The philosophy of the priests 

is simple and uncomplicated when compared to those of more 
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civilised faiths; thus, Qu’uan priests have a maximum ability 

score of 5 in Reason. 

Qu’uan priests are trained in the use of the short bows 

and horse bows of their tribe; heroes must have an ability 

code of at least “C” in Dexterity. However, they do not wear 

armour heavier than leather; thus, they have an ability code 

of “D” or “X” in Endurance. 

Heroes with this role should choose mystical spheres from 

the following list: Channeling, Healing, Meditation, and 

Sensitivity. Those Qu’uan priests who have learned the power 

of sorcery should at least one of the Divination, 

Enchantment, and Transmutation schools. 

 

Advantages 
Qu’uan priests are experienced in reading omens from 

their brass knucklebones. Such omens tend to be something 

like “Angry Elf” (an old enemy), “Black Crevice” (unexpected 

danger), “Clouds over the Steppe” (unavoidable 

unpleasantness), “Leaping Horse” (great excitement), “The 

Shadowed Path” (a misstep may lead to peril), or “Wingless 

Bird” (an unexpected thing). The hero can make a challenging 

Reason action to interpret the knucklebones if he is reading 

omens of the immediate future, or a daunting Reason action to 

read the long-term future. The degree of difficulty increases 

by one category if the hero desires answers to a particular 

matter. 

 

Disadvantages 
A Qu’uan priest is unskilled at building, charioteering, 

farming, mining, mountaineering, or sailing. Any actions 

involving these skills are increased by one degree of 

difficulty (for example, a challenging action becomes a 

daunting action). 

Qu’uan priests are trained in their customs from 

childhood; it is not possible to acquire this role during 

play. 
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Upright Man 
Upright men (and women) are the scalawags and scoundrels 

of urban cities such as Kristophan, Morgad, Faroen, and 

Trilloman. Beginning as small-time thieves, many criminals 

aspire to reach the ranks of the upright men, leaders of 

gangs or criminal families. 

 

Role-Playing 
These urban criminals are often a disreputable and 

desperate lot, willing to risk death for money. However, 

rowdy songs sung in rough taverns tell the deeds of rogues 

with a heart of gold, the type of hero who’d steal from a 

minotaur Senator so that a dwarven widow might eat a warm 

supper. Some heroes are good-hearted scoundrels of this type, 

forced into a life of crime by brutal unfairness. It cannot 

be denied, however, that they mingle with the most black-

hearted of thieves. Although they speak Kothic, these dubious 

heroes fill it with words of new meaning, hiding their 

trades, tools, and targets behind these expressions. 

Upright men are criminals of such authority that others 

defer to him out of respect and fear. Many desire to be 

upright men, but few ever succeed. Most criminals in the 

cities of the League must content themselves with careers as 

high-lawyers (bandits), versers (card cheats), nips 

(cutpurses), foins (pickpockets), rufflers (muggers), charms 

(lockpickers), jackmen (forgers), or anglers (burglars). 

Such criminals form informal fraternities that take 

orders from their upright man, milling the gentry cove’s ken 

(robbing the wealthy houses) and spying out the marks for 

crooked games of chance. Each gang has its laws and 

territories, which are normally respected by other gangs. 

When they aren’t, people die. 

The hero leads an exciting life, enjoying open-air 

markets and street entertainment by day, and danger in the 

dark of night. Although a hero might become quite successful 

in his trade, only the most influential of the upright men 

can freely show their wealth. These dons of the criminal 

community disdain from showing fear of robbery with good 

reason – to rob such a man is to invite sure death. Not only 

is his home likely to be well guarded and fitted with 

dangerous traps, he also has a network of informers and 

killers to carry out his wishes. More than once the hand of a 

foolish thief has been nailed to the door of his favourite 

tavern, an example to all others who might follow in his 

footsteps. 

Heroes with this role speak Kothic, as well as the 

criminal slang of the streets. Such heroes are likely to be 

able to read, if but poorly. 
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Requirements 
Upright men may be humans, elves (and half-elves), or 

dwarves. They are naturally quick and larcenous individuals, 

and have a minimum ability score of 7 in Dexterity. On the 

other hand, no matter how hard an upright man struggles, he 

will never lose his associations with the underclass and the 

criminal society. Thus, the hero’s social status may not 

increase above Tradesman (4). Even if the hero’s Wealth 

rating is higher than this, his social status will be reduced 

to this level. 

 

Advantages 
Upright men are noted throughout the New League for both 

their skill and ruthless ness. As such, any card played for 

Presence actions when dealing with thieves or criminals who 

have heard of them is considered trump. In addition, each 

upright man can call upon one to three companions (of equal 

power, but perhaps quite different talents) once per six 

months of game time. These companions will join the hero for 

one specific task, and may require services of him at a later 

date. 

A hero might acquire this role during play by moving into 

a city of the League and taking actions that improve his 

reputation as an individual of note in the criminal 

underworld. Once the hero has increased his reputation by a 

level, he may acquire this role. 

 

Disadvantages 
Each companion who assists the upright man is sure to 

require certain services of him at some later date. These 

services are not guaranteed to be any less challenging than 

the original task, and may even be of greater danger. Should 

the hero refuse to assist his criminal associates, he will 

lose all benefits from this role. 
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Languages 
 

Heroes may normally have fluency in at least two 

languages – their native tongue plus any others that they've 

been exposed to. Heroes may learn a maximum number of non-

native languages equal to their Reason score divided by 3 

(round fractions up). Thus, a hero with a Reason score of 5 

may know their native tongue plus two others; a hero with a 

Reason score of 9 may be fluent in up to four languages, 

total. All of the heroes in a group should share a common 

language.  

When attempting to communicate in a language which the 

hero does not have fluency in, one of the following actions 

should be used: 

 

 Understand Foreign 

Tongue 
Difficulty: Varies 

Action ability: Perception 

Opposition 

ability: 
None 

Comments: The difficulty of this action depends on how 

closely related the foreign tongue is to another language in 

which the hero has fluency. If the foreign tongue is in the 

same tight group as one that the hero knows, then the 

difficulty is Average (8). If the two languages are in the 

same broad group, the difficulty is Challenging (12). 

However, if the two languages are in different broad groups, 

then the action is considered Daunting (16). If the languages 

are unrelated, then the action cannot be attempted. 

Mishap: The hero interprets the foreign language 

completely differently to its true meaning. 

 

 Speak In Foreign 

Tongue 
Difficulty: Varies 

Action ability: Presence 

Opposition 

ability: 
None 

Comments: The difficulty for this action depends upon how 

closely the foreign language is related to another that the 

hero knows, as outlined above. 

Mishap: The hero says something that is completely 

different to what was intended. 

 

Related Languages by Family 
Broad group: Ansalon Minotaur, Kothian  
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Broad group: Bakali, Dragon, Sesk Draconian 

Broad group: Elvish languages  

Tight groups: Ancient Elvish, Qualinesti, Silvanesti  

Ancient Elvish, Cha'asii, Dargoi (sea elf)  

Ancient Elvish, Tamire Elvish  

Kagonesti  

Broad group: Humanoid languages  

Tight groups: Abaquan, Ilquar Goblin  

Aurim Hobgoblin Steamwall Hobgoblin  

Broad group: Languages descended from the Empire of Aurim  

Tight groups: Auric, Traag Draconian  

Baltch  

Kothian  

Marak Kender  

Panak  

Thenolian  

Broad group: Languages of Reorx's Chosen  

Tight groups: Boli Gnomish, Hitehkel Gnomish  

Ansalon Gnomish  

Fianawar Dwarvish, Scorned Dwarvish  

Broad group: Payan  

Broad group: Alan-Atu, Panak, Uigan 

 

 

Related Languages by Region  
Broad group: Central Taladas  

Tight groups: Auric  

Hitehkel Gnomish  

Ilquar Goblin  

Traag Draconian  

Broad group: Neron and The Fisheries  

Tight groups: Cha'asii Elvish  

Payan  

Yaggol  

Broad group: Northern Hosk  

Tight groups: Alan-Atu  

Tamire Elvish, Ilquar Goblin  

Tamire Elvish, Uigan  

Broad group: Southern Hosk  

Tight groups: Hoor, Thenolian  

Kothian  

Broad group: Steamwall Hobgoblin, Sesk Draconian  
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Monsters 
 

Accantus 
Children of the Sea who are mistreated or abused by their 

villages become accantus, vengeful and cruel. These accantus 

abandon their villages and live underneath the waves for the 

rest of their lives, although they take a delight in drowning 

people whenever possible. 

Coordination 5 

Physique 12 

Intellect 5 (25) 

Essence 6 

Damage Rating +8 

Defense Rating –3 

Special: Hydromancy. Accantus can change their bodies 

into water, and use this form to drown air-breathing 

creatures. Heroes must make an average Endurance action or 

reduce hand size by one card until the end of the combat. 

 

Aphelka 
Aphelka are a tribe of the yrasda, descendants of the 

Irda who lost their great magical prowess and moved beneath 

the ocean waves during the time of the first Cataclysm. 

The noble and kind Aphelka still retain some of their 

shapechanging abilities, and can change into a particular sea 

creature at will. 

Coordination 6 

Physique 12 

Intellect 6 

Essence 6 

Damage Rating +6 

Defense Rating –1 

Special: Shapechange into squid at will. 

 

 

Bolandi  
Bolandi are an arboreal race (distantly related to ogres 

and Irda) that dwell on the tropical island of Selasia. They 

live in harmony with the Mischta there, although their 

incessant pranks might make a visitor wistful for the kender 

of Ansalon. The Mischta occasionally teach the Bolandi the 

basics of Spectramancy, which is held in very high regard by 

all Bolandi tribes for the potential pranks available to it's 

practitioners. 

Coordination 7 

Physique 7 

Intellect 6 

Essence 7 

Damage Rating +4 
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Defense Rating –2 

Special: Bolandi have a special ability called 

displacemant; in combat, a Hero must make an average 

Perception action to be able to determine exactly where the 

Bolandi is (and thus strike him). Furthermore, many Bolandi 

are illusionists, and can use Spectramancy with a Sorcery 

score of 36.  

 

Child of the Sea  
Children of the Sea are an ocean-dwelling race that 

interbreeds with the fisherfolk of the coastal settlements in 

Southern Hosk, allowing their children to be born to humans. 

They appear very similar to the people whom they are raised 

amongst, although there is always an alien air about them, 

and a faraway look in their eyes. Children of the Sea usually 

use their abilities to benefit their human relatives. 

Coordination 6 

Physique 6 

Intellect 6 (36) 

Essence 5 

Damage Rating +6 

Defense Rating –2 

Special: Hydromancy. Children of the Sea can also summon 

fish whilst underwater. 

 

Disir  
The disir are a race of deep-dwelling subterranean 

creatures of disgusting appearance. The disir are a secretive 

group, due in part to geographical location (miles beneath 

the earth) and a fanatical hatred of anything that might be 

their neighbour. They fashion underground tunnels and 

appropriate the tunnels of other beings, and dwell in large 

tribal units of 50 or more. Disir view all other races as 

food, and refuse to enter into treaties or truces of any 

kind. 

They stand about six to seven feet tall, although they 

are normally hunched over to a lesser height. Parts of their 

bodies are covered with natural armour, while other areas 

show exposed rubbery flesh. Their skin tone is pasty green-

white. Their pores exude a thick coating of slimy gel, which 

causes painful paralysation in other beings upon contact. 

This gel is normally polluted with dirt, debris, and bits of 

dead flesh which seem to constantly slough off them. An aura 

of stench and decay hangs around them. 

While omnivorous, the disir greatly favour meat, and are 

a constant scourge to the dwarves of the Underdark. They are 

untroubled by decay or spoilage, and eat anything which they 

can kill or find dead. Disir resort to vegetable matter only 

when their other resources have dried up, gathering food in 

groups and returning it to the tribe. Those who cannot assist 

in food gathering or guarding of eggs are killed.  
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Coordination 6 

Physique 15 

Intellect 7 

Essence 7 

Damage Rating 14 

Defence Rating –4 

Special: Paralysis; Fire-based attacks against disir are 

never Trump.  

 

Draconian, Sesk  
The Sesk are amongst the first failed attempts to create 

draconians, created from corrupted silver dragon eggs. Sesk 

draconians are only four to five feet in height, and stand 

with a hunched posture as if favouring a cramped limb. Their 

bodies are twisted and appear to be out of proportion to 

their general build. A reptilian jaw and brow, vestigial 

tail, and silver-hued scales hint at the origin of these 

malformed draconians. 

Coordination 4 

Physique 6 

Intellect 6 

Essence 5 

Damage Rating +4 

Defense Rating –2 

Special: Sesk often lay ambushes, and use crossbows at 

long range. When a sesk draconian is killed, it dehydrates in 

a matter of moments into a silvery dust.  

 

Draconian, Traag  
The Traag are another “failed” draconian race, a 

precursor to the more successful baaz. For a time, since they 

lived and were good fighters (traag enter a blood lust when 

in combat), the dragonlords considered them a success and 

bred large numbers of them. Over time, however, the traag 

began to develop a number of undesirable traits that made 

them unsuitable – a reluctance to enter combat, berserk rages 

once they had, and a low birth rate. Not wanting to waste 

time slaughtering them, the dragonlords simply disposed of 

their error in the wastes of Aurim. 

While not overly tall, they are emaciated and gangly. 

They have sharp taloned hands, and crocodile-like snouts. 

Their bodies are covered with rough scales of a metallic 

brass colour, a link to their heritage. Traag are infertile, 

and their numbers are dwindling. They are almost universally 

under-nourished, and will even eat hobgoblin. Upon death, the 

traag bubble and rot away in a few seconds, leaving only a 

slimy bubble behind. 

Coordination 3 

Physique 9 

Intellect 3 

Essence 4 
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Damage Rating +6 

Defence Rating –3 

Special: When a traag draconian is killed, it rots in a 

matter of moments into a pool of slime.  

 

 

Fire Minion  
Fire minions are fearsome creatures that inhabit the 

Flaming Sea of Hitehkel. Their bodies are composed of living 

flame, and although they can assume any form that they wish, 

the most common is humanoid, complete with fangs and horns. 

They normally wield large swords. Fire minions can rise up 

out of a fire to attack; they can also return back into the 

flame, and emerge from a different source. This can be 

unnerving to inexperienced opponents. 

Fire minions were originally beings from the Elemental 

Plane of Fire that gated into the Burning Sea to serve Hiteh. 

Since the Tower of Flame's destruction, fire minions have 

been unable to return to their home realm, and so are trapped 

within the regions of Hitehkel that are still burning. If a 

fire minion leaves the flame, it loses its special abilities 

within a few hours and dies a few hours after that. Fire 

minions hate gnomes and humans with a passion, and are 

growing increasingly hostile as their lands have shrunk. 

Coordination 6 

Physique 18 

Intellect 7 (49) 

Essence 7 

Damage Rating 6 

Defense Rating –4 

Special: Uses Pyromancy. Cryomancy and Hydromancy magic 

used against Fire Minions are automatically considered Trump. 

 

Grain Nymph  
Grain Nymphs are found in the farmlands of Southern Hoth. 

Once protectors of the forests, they have had to adapt as 

their groves were cleared for farmland. Grain Nymphs are 

friendly with all of the natural animals of a region, and 

have become part of the farming culture; during festivals, 

they are tempted into farming communities, where they use 

their innate ability to intoxicate to liven up the 

festivities. 

Grain Nymphs are tied to a certain field of grain, 

although the precise field changes every year so that past 

plots of land may lie fallow. 

Coordination 7 

Physique 9 

Intellect 8 

Essence 4 (16) 

Damage Rating +0 

Defense Rating –4 
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Special: Animism. Grain Nymphs can also induce 

drunkenness (negating all trump bonuses; failures are treated 

as mishaps); each time that she attempts to do so, the Hero 

must make an average Endurance action to resist. The Grain 

Nymph need not touch the Hero to achieve this; a simple 

glance is enough.  

 

Gurik Cha'ahl  
The gurik cha'ahl (“ghost people”) are dangerous, 

deformed offspring of the Ilquar goblins. Driven out of their 

villages, they have managed to survive in the forests despite 

the odds. they are solitary dwellers with an intense hatred 

of goblins and delight in causing them harm. Few have more 

than dim memories of their childhood. 

The gurik cha'al act as predators and scavengers in their 

territory. Beyond this, their role in the local culture is 

strictly as a tool for mothers to scare children, a bugbear 

to make them be good or go to sleep. 
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Coordination 3 

Physique 6 

Intellect 2 

Essence 5 

Damage Rating 3 

Defense Rating –1 

Special: Gurik cha'ahl can remain unnoticed by 

adventurers unless they make a Challenging Perception action.  

 

Horax  
Horax are insectoid creatures, as ferocious as they are 

mindless. They are long with 12 legs, small but powerful 

mandibles, and tough chitinous plates that cover the back. 

Horax are long and low to the ground. Their legs end in 

strong grippers, able to hold firmly to any surface. They are 

very dark in colour, blue-black to pure black, so are 

difficult to see in their subterranean homes. 

Horax are communal creatures, living in nests of about 30 

individuals. they live in tunnels beneath the Shining Land, 

and sometimes venture out into the desert at dusk for prey. 

Although they prefer fresh kills, but will scavenge what meat 

is available. They seldom attack other insectile creatures. 

The Glass Sailors of the Shining Lands frequently use the 

strong back plates of Horax to create a lightweight and 

durable armour (Defense Rating –3).  

Coordiantion 8 

Physique 12 

Intellect 1 

Essence 5 

Damage Rating +8 

Defense Rating –5 

Special: Due to a weakness to cold, Cryomancy attacks 

against Horax are automatically considered Trump.  

 

 

Hurdu  
Hurdu are related to the Bakali of Blackwater Glade, but 

dwell in the toxic Steamwall mountain range. Exposure to the 

poisons of the Indanalis Sea has mutated the Hurdu, twisting 

them into hunched, cruel reptilian monsters that dwell in 

small mountain tribes. Hurdu hate the Marak kender with a 

passion. 

Coordination 4 

Physique 6 

Intellect 6 

Essence 5 

Damage Rating +4 

Defense Rating –2 
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Irda  
Irda are tall, slender creatures, averaging six feet in 

height and weighing about 150 pounds. Females tend to be as 

tall and strong as males. Although slender, they are quite 

strong, as evidenced by their firm muscles. Their skin tones 

range from midnight blue to a deep sea green. Their drawn 

faces and drooping eyelids give the false impression that 

they are bored or uncaring. Irda hair is usually black, but 

it can also be silver or white. Irda always wear their hair 

short or keep it carefully combed. Irda have silver eyes. 

Coordination 6 

Physique 11 

Intellect 8 (64) 

Essence 7 (49) 

Damage Rating +5 

Defense Rating –4 

Special: Irda have access to three spheres each of 

Sorcery and Mysticism (including Alteration, which they use 

to assume any humanoid form) 

 

 

Mahkwahb 
The Mahkwahb, or “Elves of the Abyss,” are an evil 

offshoot of the Dargonesti sea elves that dwell in deep 

fissures on the ocean floor. Exiled by the Dargonesti one and 

a half millennia ago for unspeakable acts, the Mahkwahb have 

become twisted and corrupt elves of the dark depths. 

Subject to the harsh environment of the pelagic deeps, 

Mahkwahb elves have white skin, black hair, and eyes of a 

reddish cast. The elves’ incisors are pointed fangs, and 

their facial features are harsh and pointed. 

Coordination 7 

Physique 5 

Intellect 6 (36) 

Essence 6 

Damage Rating +4 

Defense Rating –4 

Special: Poison. Mahkwahb have access to one sphere of 

Sorcery. They can shapechange into a shark three times per 

day. 

 

Nzunta  
Nzunta are descendants of the original ogre race. They 

retain the ancient ogre's great beauty and intelligence, but 

are restricted to a small number of tropical islands near 

Taladas. Nzunta, unlike the Irda that they so closely 

resemble, are totally evil, and practice cruel eugenics to 

ensure that their bloodlines do not become tainted as the 

ogres' have. They also hate Irda with a passion, and will do 
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all that they can to destroy them or those associated with 

them. 

Fortunately, Nzunta breeding practices ensure that they 

are not a numerous people, and there are few outside of their 

island kingdoms. 

Coordination 3 

Physique 13 

Intellect 8 (64) 

Essence 6 (36) 

Damage Rating +10 

Defense Rating –2 

Special: Nzunta have access to three spheres each of 

Sorcery and Mysticism (including Alteration, which they use 

to assume any humanoid form) 

 

Saqualaminoi  
Saqualaminoi are a race of humanoid creatures, a hulking 

10' in height. Adapted to the conditions of the high frozen 

mountains, their bodies are covered with white or grey fur. 

This is especially thick on the soles of the feet and even 

covers their palms. The head seems squashed between the 

shoulders, and the facial features are small and flat to 

prevent frostbite. Saqualaminoi have prominent fangs, but do 

not attack with them; they prefer to strike with their fists. 

Saqualaminoi are intelligent, but extremely primitive, 

with a simple language of hunts and growls. They are usually 

curious about creatures of similar appearance (humanoids). 

They make simple stone and wooden tools. Although they do not 

possess developed concepts of good or evil, they tend to be 

good by nature. 

Coordination 5 

Physique 24 

Intellect 3 

Essence 5 

Damage Rating 16 

Defense Rating –3 

Special: Immune to cold.  

 

Skrit  
Skrits are carnivorous, beetles that live in the cool 

deserts of Taladas. They are hulking creatures, approximately 

five to seven feet in height. Similar in appearance to a 

flea, the skrit's body is protected by a rough, domed 

carapace. A host of short spiny legs protrude out from under 

this shell. The head is small and can be retracted under this 

shell, which tapers to a narrow, inflexible tail. The overall 

colour of the shell is mottled and brown, similar to the 

surrounding terrain. 

The skrit is a quick, fierce predator. From a distance, 

it appears to be a large rock, but as potential prey 

approaches the skrit picks out a single target and attempts 
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to wound it with it's barbed proboscis, which pumps a poison 

into the victim’s bloodstream. Then the skrit attempts to 

drag its victim to a safe place where it can consume the 

liquefied body. 

During the mating season in early spring, the males 

become particularly aggressive, attacking anything that 

moves. 

The shell of a skrit can be fashioned into an excellent 

armour by those skilled in handling such materials (Defense 

Rating –3). After the death of a skrit, desert creatures, 

such as rodents, lizards, snakes, and colonies of ants often 

inhabit the carapace.  

Coordination 7 

Physique 18 

Intellect 1 

Essence 5 

Damage Rating 6 

Defense Rating –5 

Special: Poison 

 

 

Thanic 
Thanic are a tribe of the yrasda, descendants of the Irda 

who lost their great magical prowess and moved beneath the 

waves during the time of the first Cataclysm. Thanic dwell in 

coldwater lakes and rivers. 

The cruel Thanic still retain some of their shapechanging 

abilities, and can change into a freshwater carp at will. 

 

Coordination 9 

Physique 9 

Intellect 7 

Essence 5 

Damage Rating +6 

Defense Rating –2 

Special: Shapechange into carp at will. 

 

Ushama 
Ushama are a tribe of the yrasda, descendants of the Irda 

who lost their great magical prowess and moved beneath the 

ocean waves during the time of the first Cataclysm. 

The neutral Ushama still retain some of their 

shapechanging abilities, and can change into a killer whale 

at will. 

 

Physique 15 

Intellect 7 

Essence 7 

Damage Rating +12 

Defense Rating –3 

Special: Shapechange into killer whale (orca) at will. 
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Wisdom Spirit  
Wisdom Spirits are the ancient legacy of the first Irda 

king, Igraine. Upon his death, Igraine did not go to the 

realm of the gods, but separated his soul into eight parts, 

which were to watch over his children, the Irda, for all 

eternity. These became known as Wisdom Spirits; appearing as 

an Irda male, they approach Irda in times of great difficulty 

and give advice and assistance. 

Since the second Cataclysm, there are few Irda remaining 

in Krynn, and Wisdom Spirits are seen very rarely. Yet they 

still walk the changed world, aiding the forgotten children 

of the Irda: the Mischta and the Yrasda. 

Coordination 6 

Physique 26 

Intellect 10 (100) 

Essence 10 (100) 

Damage Rating +0 

Defense Rating –3 

Special: Wisdom Spirits have access to both Mysticism and 

Sorcery – three spheres of each. They may teleport to any 

place on Krynn, but prefer the natural habitats of Mischta 

and Yrasda. If a Wisdom Spirit successfully strikes a Hero in 

combat, he must make a Challenging Spirit action or find 

himself unable to take aggressive action for 24 hours. Wisdom 

Spirits never cause physical harm to other living beings.  

 

Yaggol  
Yaggol are about seven feet tall, with chameleon-like 

skin that shifts in colour and pattern to match the 

background. The possible colour ranges from brilliant rich 

green to a scarlet orange, encompassing various shades of 

greens, browns, and yellows. Yaggol share the mindflayers 

uncanny resemblance to malevolent octopi, including the four 

tentacles that hide the mouth. They possess three fingers on 

each limb, oddly jointed so that any one can oppose the other 

two. The older members of the yaggol community dress in 

flowing robes, while the youths wear nothing but simple 

loincloths. 

Yaggol are extremely savage and ferocious, and attack the 

cha'asii elves for slaves and food. They speak their own 

language and cha'asii, although some concepts (such as gender 

– yaggol are asexual) elude them. Adapted to surface life 

from a race that loved only darkness, they still prefer the 

comforting gloom of the jungle and do not venture beyond it. 

It is likely that the yaggol were a colonising force of 

mindflayers from space that has degenerated over the 

centuries, due in part to the Cataclysm, and to the fact that 

natives of Krynn never possess the psionic powers which 

illithids rely upon.  

Coordination 6 
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Physique 27 

Intellect 3 

Essence 8 (64) 

Damage Rating +10 

Defense Rating –3 

Special: Mysticism – Mentalism; Tentacles – the yaggol 

can attack with their tentacles instead of their fists, 

causing death if successful; Camouflage – heroes must make a 

challenging Perception action to notice a yaggol.  

 

 

 


