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The Chieftain’s Blade 
A Dragonlance Adventure 

 
In this Adventure, the player characters rescue the 
city of Voclion from the control of the thanoi clan 
Thaknai, who pay tribute to the dragon overlord 
Gellidus.  They may also discover the aurak 
draconian hiding in the boarded up mageware shop 
who is using a scrying pool to spy on the thanoi. 
 
Era of Play 
The module assumes Gellidus (Frost) has already 
taken control of Southern Ergoth.  If playing in 
another time, the setting can be changed to a city in 
Icewall and the dragon overlord component 
removed or changed to another powerful evil force.  
If playing before the War of the Lance, then the 
aurak should be changed to a human sorcerer of 8th 
level, though note that this will lower the challenge 
rating of that encounter. 
 

Encounter Levels 
“The Chieftain’s Blade” is a short adventure for 
four characters of 6th or 7th level.  For higher level 
characters, increase the level of all basic thanoi to 
include one or two levels of Warrior.  For lower 
level characters, decrease the number of base thanoi 
by up to 50%. 
 
Background 
Before the War of Souls, when the dragon overlords 
took control of Ansalon, a great white dragon 
named Frost, Gellidus to mortal kind, seized the 
majority of Southern Ergoth as his own.  In the 
years that followed, he employed the ogre tribes of 
the area to collect tribute from the local populace.  
Draconians and subservient white dragons had also 
joined his cause. 
 Gellidus constructed a skull totem, like the 

other great dragons, and 
used its power to 
become stronger.  
Because of the totem’s 
presence, the entire 
eastern part of Southern 
Ergoth was covered in a 
supernatural frost, 
changing its once 
temperate forests and 
expansive deserts into 
frozen tundras and 
blizzard swept lands. 

The townsfolk 
rebelled against the ogre 
caravans, causing minor 
damage to Gellidus and 
his forces.  In response 
to their impudence, he 
had the draconians that 
worshiped him go to the 
far lands of Icewall and 
coerce tribes of thanoi to 
come and claim territory 
over the human cities. 

Now the thanoi 
have rooted themselves 
into the supernaturally 



arctic human lands, bringing with them animals 
from their own lands.  Some thanoi are restless and 
wish to move back to their ancestral homes in 
Icewall, but others have been claimed by the greed 
and power that has infected their people by the great 
white dragon. 
 
Adventure Synopsis 
The player characters arrive in Voclion to see the 
brutality of the ruling thanoi over the poor 
townspeople.  After an investigation, they learn the 
whereabouts of Thlak’lar, the chieftain of the 
Thanoi clan.  He is hiding in the brothel on the 
southern end of town.  If the players make their 
whereabouts known, he 
barricades himself in the large 
warehouse with his shipment of 
tribute and a group of 
bodyguards.  If the players are 
more subtle, he can be found 
enjoying the pleasures of the 
young women at the brothel 
with few bodyguards.  If the 
players seek out “Kagogs” 
Thagnog, the thanoi’s spiritual 
leader, they may be able to 
convince her to rebel against 
Thlak’lar and return to Icewall 
with her people. 
 
Character Hooks 
 The characters have 
been sent to Voclion by the 
Solamnic Knights in order to 
aide the people suffering under 
the rule of the dragon.  One of 
the characters may be a 
Solamnic Knight herself, and 
her companions do whatever 
they can to help her. 
 One of the characters is a Northern 
Ergothian who is in search of a relic that used to 
belong to his family.  The Chieftain’s Blade is 
actually a hunting tool used by his ancestor in ages 
past, but was stolen when his ship was attacked by 
the thanoi in Icewall some time ago.  Recent word 
from a bard is that the magical bastard sword can be 
found with the leader of the thanoi. 
 A ranger in the party with Favored Enemy: 
thanoi, wants to hunt down these creatures and 
purge the town of their evil. 

 One of the party members is a former 
resident of Voclion, and wishes to return to the city 
of her birth to free those that are oppressed there. 
 
Locations 
 
1.  Kagogs Thagnog’s Burial Mound 
It is a small mound, 20’ in diameter and 5’ high, to 
the east of town sitting among a query of rocks.  A 
crude pile of rocks serves as an altar.  It is otherwise 
unornamented.  There are now treasures of value 
here. 
 

2.  Warehouse 
This large stone building is the sturdiest in town; 
100’x40’ and 50’ tall with a walkway around the 
inside edge.  It has only one door in or out, and no 
windows.  Small ventilation shafts can be opened in 
the ceiling with hooks on long poles, but they are 
only 1’ square.  The door is 6” thick wood (treat as 
a wall) and has a master work lock (Open Lock DC 
25), and it can be barred with a large wooden beam 
(+10 to Break DC).  Boxes full of loot, 
townspeople’s mundane possessions, and frozen 



fish fill the area standing 10’ square with aisles 10’ 
wide.  The warehouse contains no source for heat.  
In the containers marked to go to the dragon is loot 
to be rolled randomly as if a CR 10. 
 
3.  Volla’s Inn 
This is a very lavish inn at the southern end of town, 
built sometime before the War of the Lance.  It 
stands three stories high and exhibits eighty-one 
different rooms, including suites.  Even though they 
cater to all types, it’s widely known to be a brothel 
(Knowledge (local) DC 15).  This is where 
Thlak’lar and his ilk spend most of their time 
“learning human culture,” much to the disgust of 
the mistresses working there. 
 
4.  Mageware Shop 
This small 10’ square building has one entrance and 
several windows, all boarded up.  The strong 
wooden doors and windows are all sealed with an 
Arcane Lock spell attuned to the aurak draconian 
living inside (Dragonlance Campaign Setting page 
215).  He spies for the great dragon using a Scrying 
spell and a fine mirror.  If anyone succeeds in 
entering the shop, he takes the form of a little girl 
and attempts to flee. 
 
Encounters 
Full detail of the city of Voclion is beyond the 
scope of this adventure.  It should be considered by 
the DM to add details, locations, and NPCs to make 
the city feel alive.  Keep in mind that The Gale 
causes constant winds here which affect both 
missile weapons, and role-play encounters. 
 
A. Brutish Bulk (EL 3) 
This encounter should take place soon upon the 
characters entering the city, preferably near the 
waterfront.  
 

 

Only the first thanoi of the three is considered 
drunk, the other three are typical thanoi 
(Dragonlance Campaign Setting, pg. 232).  The 
woman is a Commoner 1 with no weapons. 
  

Drunk: Roll 1d6 for each round to 
determine the drunk status effect 
1 Nauseated 
2 Dazed 
3 Confused 
4 Staggered 
5 Sickened 
6 Dazzled 

 
 If the characters choose not to get involved 
immediately, then the thanoi quickly subdue the 
woman and her child.  The three hold back the 
woman while the drunk one proceeds to beat her 
senseless.  If the characters still take no action, the 
drunken thanoi rips into the woman with his large 
tusks, slaying her on the spot.  After this display of 
public brutality, the four thanoi leave a mass of 
townspeople in shocked agony.  If the players 
decide to pursue the thanoi, they’ll end up at the 
barracks at the water-front (Encounter B). 
 If the characters decide to protect the 
woman and her child, all will try to flee at the sight 
of well armed and equipped adventurers.  If one 
manages to get away, he will tell Thlak’lar of the 
imminent threat. 
 If the characters save the woman and her 
boy, she will tell them of the horrid state of 
oppression their city is in, and tell them about 
Thagnog, the spiritual leader of the thanoi 
(Diplomacy DC 10): 
 

 
 
At this point the woman clutches her child in her 
arms and attempts to leave.  If the characters try and 

A large hulking thanoi lumbers out of a 
tavern and knocks itself into a small boy.  
The child stumbles, then runs over and 
clutches a nearby woman’s skirts.  The 
woman shouts a word of anger to the thanoi, 
who roars in drunken irritation.  Three more 
Thanoi step out of the tavern behind him and 
prepare to advance on the woman and her 
child. 
 

“Thank you so much for coming to my aide.  But 
alas, it’s rare to see such decent folk in these 
hard times.  The blubbering walrus men have 
grown increasingly brutal these last months, they 
attack without provocation anymore.  Not all are 
nasty though, some listen to the council of 
Thagnog.” … “Thagnog is the “Kagogs” of the 
thanoi, their spiritual leader.  Of late, she’s been 
trying to convince Thlak’lar and the others to 
return to their home in Icewall.” … “Thlak’lar is 
their horrible chieftain… he… I don’t want to 
talk about it any more.” 



pry the information out of her (Diplomacy DC 20 or 
Intimidation DC 25), then she continues with her 
story: 
 

 
 
At this point she becomes upset to tears, and her 
child starts to scream and cry.  She turns away and 
leaves, in a futile attempt to calm the upset child. 
 
B. Barracks Battle (EL Varies) 
This event only occurs if the characters travel to the 
barracks with the intent of killing the thanoi or are 
currently pursuing the running Thanoi from 
Encounter A. 
 

 
 
 To discover how many thanoi are present 
during the characters visit, roll 4d4 (10 average) 
plus one un-mounted Thanoi Lieutenant with his 
polar bear mount tied up outside. 

If the thanoi are aware of both the characters 
and the threat they pose, they will set an ambush at 
the front of the building, with the lieutenant 
mounted and in hiding behind another building.  If 
the winds aren’t too strong, they’ll first try and 
throw javelins through the windows. 

If the thanoi aren’t aware of either the 
characters or the threat they pose, then they will be 
engaged in one of the following activities: 

 
Roll 1d6 for each thanoi present 
1 Sleeping 
2 Playing Cards 
3 Spear fishing at the shore 
4 Sparing indoors 
5 On watch on top of the building 
6 On patrol outside the building 

 
 
 
 

C. The Burial Mound (EL 4) 
A DC 15 Gather Information check reveals the 
location of Thagnog’s hut outside of town.  If the 
characters have slain any thanoi, increase the DC of 
the Diplomacy checks by 4.  Any attempt at 
Intimidation will result in her and her followers 
attacking the characters. 
 

 
 
The wolf will howl at the sight, sound, or smell of 
any non-thanoi approaching.  Thagnog will halt any 
characters approaching the shrine, asking them not 
to come closer.  If the characters do not stay back, 
the thanoi all get up and attack immediately.  If they 
honor her request, she explains that it is sacred 
ground around the burial mound. 
 With a DC 20 Diplomacy check she’ll 
continue to talk with the characters without 
demanding that they leave: 
 

 
 
 If asked about Thlak’lar, the Chieftain, 
she’ll respond with fear and worry: 
 

 
 
With another Diplomacy check (DC 25), she can be 
convinced to try and persuade her people to leave 
for their ancestral home in Icewall. 
 

 
 
If the characters choose to follow her, they can 
move to Event D. 
 

“He harasses the women down at Volla’s Inn.  I 
don’t approve of that place, so normally I 
wouldn’t care, but he beat one of the women 
there nearly to death.” 
 

This disheveled warehouse has been boarded up 
against the ongoing storms so that no light enters 
or exits.  The thick stone walls stay unwavering 
in the constantly blowing winds. 
 

A fat thanoi sits in front of a crude shrine on a 
small hill, her eyes closed and head bowed.  A 
rather large white wolf lies at her feet, keeping a 
vigilant watch.  Three other thanoi sit with their 
heads down as well; all are in silent meditation. 
 

“We simple people, simple tradition.  They 
might seem strange, but all serve Great Spirits.” 
 

“He sees only steel, not the endless snow of our 
lands.  We not meant for taking coin to dragon.  
Our place is south, hunting on the floor of snow 
next to the wall of ice.” 
 

“You right, soft skin.  I see if Thlak’lar will leave 
here, but I think not.  You wise for a soft skin.”  
She then leaves with her three followers and walks 
off to Volla’s Inn. 
 



Thagnog bursts into a suite at Volla’s Inn where 
Thlak’lar is found chasing a scantily clad woman 
around the room, his eyes flashing hungrily.  
With the thundering sound of the large oak door 
being thrust open, the woman scampers out of 
the room, and the large chieftain stares at 
Thagnog in smoldering rage.  Without taking his 
eyes from her, he motions to the characters.  
Speaking in thanoi, he says, “Who are these soft 
skins you bring to defile my pleasure?” 

Thagnog stands unwavering; she returns 
Thlak’lar’s icy stare.  “You are one who bring us 
to soft skins, make us take coin for dragon.  You 
should lead us back to our lands, away from the 
steel and greed.” 

Thlak’lar lurches forward suddenly, his 
massive girth moving agilely.  “You cross me 
with these soft skins?  You traitor!” 

Thlak’lar runs to the back of the room to 
retrieve his weapon while shouting, “Guards!  
Guards!”  Thagnog begins to cast a spell as her 
wolf growls fiercely. 
 

D. Tusk Decision (EL 7) 
If Thlak’lar is already aware of the characters, then 
he will be found in the warehouse, barricaded in, 
and attack both the characters and Thagnog as soon 
as they arrive.  If he sees her with the characters, he 
will already consider her a traitor and an enemy.  If 
he is unaware of the characters, he can be found at 
Volla’s Inn as follows: 
 

 
Roll for initiative.  Thlak’lar will grab his 

bastard sword, which is leaning against the wall, 
then attempt to kill Thagnog if he can.  She attempts 
to let her three followers get up front to guard her 
while she casts spells.  Thanoi loyal to Thlak’lar 
(2d4) arrive the following round from the various 
rooms in the Inn’s hallway, including one Thanoi 
Lieutenant. 

The thanoi loyal to Thagnog will attack the 
characters after all thanoi loyal to Thlak’lar are 
defeated, but only if the characters choose to get 
involved in the battle.  This is because they would 
still see the characters as attacking their kinsmen.  
They can avoid continued attacks by surrendering 
and pleading to Thagnog (Diplomacy DC 15), if 
she’s still alive. 

If the characters flee, then Thlak’lar will be 
victorious and retreat to the warehouse to nurse his 
wounds and regroup his men. 
 
E. Warehouse Battle (EL Varies) 
This event is possible only if Thlak’lar discovers the 
characters presence. 
 

Thlak’lar is cooped up in the warehouse 
where all of the dragon’s tribute is stored.  He fights 
on foot while his two Thanoi Lieutenants ride 
trained polar bears.  Ten thanoi accompany them, 
all equipped with spears.  If Thlak’lar’s soldiers 
haven’t been thinned out by either event B or D, 
then he has an additional ten thanoi soldiers. 

If the characters have not convinced 
Thagnog to leave for Icewall, then she is also 
present and will fight on the side of the thanoi. 
 
Tactics 
Thanoi are brutal when it comes to combat, they use 
any dirty tactic they can think of, but when things 
look sour, then flee to fight another day.  Anytime 
the thanoi forces are down 50%, they run if they can 
and fight defensively if they cannot.  The only 
exception to this is in Event D, where Thagnog and 
her followers will fight to the death (but the other 
thanoi will not).  Thanoi will never surrender. 
 They are quite adept at using javelins for 
spear fishing, and use them to get in ranged attacks 
in combat.  If cornered, they can always lash out 
with their massive tusks. 
 
Conclusion 
With the thanoi either defeated or run out of town, 
the membership of the town scrounge to find new 
leaders and a way to placate the dragon.  If the 
aurak is still alive, it will alert the dragon to the 
threat of the characters, otherwise, the dragon will 
eventually get suspicious that his spy has not 
reported back. 
 
NPCs and Creatures 
“Kagogs” Thagnog: Female thanoi Dru5/Nomadic 
Spiritualist 1: CR 8; Medium Monstrous Humanoid 
(Cold); HD 9d8+36; hp 76; Init +2; Spd 20 ft., 
swim 40 ft.; AC 17 (touch 13, flat-footed 15); Atk 
+12 /+7 melee (1d6+8/x2, +1 quarterstaff); AL NE; 
SV Fort +9, Ref +8, Will +11; Str 20, Dex 14, Con 



19, Int 11, Wis 14 (18), Cha 9. Height 5’10”, 
Weight 220 lbs. 
 Skills and Feats:  Balance +6 (+14 on Ice), 
Climb +9, Concentration +6, Diplomacy +1, 
Knowledge (Nature) +10, Knowledge (Religion) 
+4, Survival +10, Swim +17; Alertness, Reserves of 
Strength, Spell Focus (Conjuration), Augment 
Summoning. 
 Special Qualities:  Cold Subtype (Ex), Great 
Breath (Ex), Animal Companion: winter wolf (Ex), 
Nature Sense (Ex), Wild Empathy (Ex), Woodland 
Stride (Ex), Trackless Step (Ex), Resist Nature's 
Lure (Ex), Wild Shape 1/day (Su), Spirit Sight (Su), 
Totemic Insight (Ancestral providence) (Su). 
 Possessions:  +1 quarterstaff, Elder 
Spiritualist’s Amulet: This amulet is passed down to 
the spiritual leader and guide of the thanoi tribe.  
When worn it bestows a +4 Wisdom bonus and 
allows it’s wielder to cast, Speak with Animals 
3/day, Speak with Dead 3/day.  The divine spirits 
that protect this amulet also protect it’s wearer with 
a +1 Deflection bonus to AC. 
 
Thagnog has been leading the clan since they came 
to Voclion, and has watched Thlak’lar take control 
of the tribe.  She dislikes the influence of the dragon 
and disapproves of their situation.  She would like 
to see the thanoi move back to their homeland of 
Icewall. 
 
Chieftain Thlak’lar: Male thanoi Barb6: CR 8; 
Medium Monstrous Humanoid (Cold); HD 
3d8+6d12+45; hp 97; Init +3; Spd 30 ft., swim 40 
ft.; AC 17 (touch 13, flat-footed 14); Atk +17/+12 
melee (1d10+11+1d6(fire)/19-20x2, Chieftain’s 
Blade); AL NE; SV Fort +11, Ref +8, Will +2; Str 
22, Dex 16, Con 20, Int 10, Wis 8, Cha 11. Height 
7’11”, Weight 278 lbs. 
 Skills and Feats:  Balance +7 (+15 On Ice), 
Climb +10, Handle Animal +6, Intimidate +6, Ride 
(Polar Bear) +9, Survival +5, Swim +18; Heroic 
Surge, Weapon Focus (bastard sword), Multiattack, 
Improved Natural Attack. 
 Special Qualities:  Cold Subtype (Ex), Great 
Breath (Ex), Fast Movement (Ex), Illiteracy, Rage 
2/day (Ex), Improved Uncanny Dodge (Ex), Trap 
Sense +2 (Ex). 
 Possessions:  Chieftain’s Blade: This grand 
sword bears the craft and design of the Northern 
Ergothians, but has been passed down to the leader 
of the thanoi tribe as a symbol of their might.  The 

origin of the sword is unknown, but fully functions 
as a +2 Flaming Burst Bastard Sword. 
 
Thlak’lar gained his position as chieftain after the 
move to Voclion.  When the current chieftain 
showed weakness under the dragon’s demands and 
wanted to go back to Icewall, Thlak’lar proved his 
loyalty by killing him and taking his position as 
chieftain.  Because of his power, none of his 
followers dare oppose him. 
 
Thanoi Lieutenant: Male thanoi Barb3: CR 5; 
Medium Monstrous Humanoid (Cold); HD 
3d8+3d12+12; hp 45; Init +1; Spd 30 ft., swim 40 
ft.; AC 15 (touch 11, flat-footed 14); Atk +10/+5 
melee (1d8+4/x3, spear); AL NE; SV Fort +5, Ref 
+5, Will +2; Str 16, Dex 12, Con 15, Int 6, Wis 7, 
Cha 9. Height 7’8”, Weight 262 lbs. 
 Skills and Feats:  Balance +3 (+11 On Ice), 
Climb +7, Ride +7, Swim +11; Weapon focus 
(spear), Mounted Combat, Trample. 
 Special Qualities:  Cold Subtype (Ex), Great 
Breath (Ex), Fast Movement (Ex), Illiteracy, Rage 
2/day (ex), Uncanny Dodge (Ex), Trap Sense +1 
(Ex). 
 Possessions:  Master Work Spear. 
 
polar bear (trained):  See Monster Manual page 
269.  Increase hit dice as needed for a higher level 
party or an increased challenge. 
 
Thagnog’s wolf:  As a wolf on Monster Manual 
page 283, but with Druidic Animal Companion 
abilities up to 5th level (Players Handbook page 36). 
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