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Batu Min Ho

12th-level Samurai
RACE: Human
ARMOR CLASS: 6
THACO: 9
MOVEMENT: 12
HIT POINTS: 65
ALIGNMENT: Lawful neutral
EQUIPMENT: /ong sword +1, decanter of
endless water, ring of protection +3
BACKGROUND: Batu is a third generation
descendant of Tuigan barbarians. He is a
competent and dedicated general and is
Shou Lung's only hope for stopping the
Horde invasion. Batu's love of war is ri-
valled only by his love for his wife Wu and
his children.
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Emperor Kai Tsao
Shou Chin

10th-level Samurai
RACE: Human
ARMOR CLASS: 2
THACO: 11
MOVEMENT: 12
HIT POINTS: 56
ALIGNMENT: Lawful good
EQUIPMENT: a wide selection of armor
and weapons from the royal armory and
treasury
BACKGROUND: Kai Chin rules the Empire
with a firm hand. He is calm and slow to
anger. He rebuilt the Empire’s armies and
navies, made peace with Wa and Kozakura,
recovered much of what previous weak
Emperors lost.

FORGOTTEN REALMS Is a trademark of TSR, Inc
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Dwarf of Earthfast

RACE: Dwarf

ARMOR CLASS: By equipment

THACO: By class and level

MOVEMENT: 9

ALIGNMENT: Lawful good
BACKGROUND: Earthfast was once a
thriving community of 100,000 dwarves,
but it now holds only one-tenth of that
number. The city is located in the midst of
the Earthfast mountains. The city risks ex-
tinction at the hands of goblins and orcs
that continually attack. Earthfast is fa-
mous for its armor and weapons, especially
its fine axes. These items cannot be com-
missioned by outsiders, and only a few
suits of armor exist that are designed for
human proportions.

6 5 7 FORGOTTEN REALMS is a trademark of TSR, Inc
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Torg mac Cei, Ironlord of
Earthfast

15th-level Warrior
RACE: Dwarf
ARMOR CLASS: -1
THACO: 6
MOVEMENT: 9
HIT POINTS: 112
ALIGNMENT: Lawful good
EQUIPMENT: Earthfast plate mail (non-
magical, although equivalent to full plate
+2), axes, short swords, pole arms
BACKGROUND: Torg is commander of the
army and lawmaker of Earthfast. He holds
a general aversion to foreigners, especially
forest-dwellers. Although a strong ruler
and noble fighter, Torg died at the hand of
Yamun Khahan during the Empires War.

FORGOTTEN REALMS is & rademark of TSR, Inc
“1991 TSR, Inc. All Rights Reserved
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Princess Alusair

Tth/6th-level Warrior/Thief
RACE: Human
ARMOR CLASS: —1
THACO: 14
MOVEMENT: 12
HIT POINTS: 49
ALIGNMENT: Neutral good
EQUIPMENT: Earthfast plate mail (non-
magical, although equivalent to full plate
+2), magical ring that allows communica-
tion with her father
BACKGROUND: Alusair is the daughter of
King Azoun. Because of her stormy rela-
tionship with her parents, she ran away
from home. She became a thief, but later
changed her profession to a warrior.

FORGOTTEN REALMS is a trademark of TSA, Inc
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King Azoun IV

20th-level Warrior
RACE: Human
ARMOR CLASS: 0
THACO: 1
MOVEMENT: 12
HIT POINTS: 105
ALIGNMENT: Lawful good
EQUIPMENT: bracers of defense AC 3, ring
of protection +3, full plate +5, shield +2,
vorpal sword, sword +4 defender
BACKGROUND: King Azoun has ruled Cor-
myr for many prosperous years. His repu-
tation as a fair and just ruler has made his
subjects loyal and content. Azoun is re-
sponsible for convincing the nations of the
Heartlands to band together to fight
Yamun Khahan in the Empires War.

FORGOTTEN REALMS is a trademark of TSR, Inc.
©1991 TSA. Inc. ANl Rights Reserved

Trading Cards

Priest of Malar
(The Beastlord)

Demipower of Tarterus -

PORTFOLIO: Hunters, beasts, blood
MAJOR SPHERES: All, Animal. Combat,
Healing, Plant, Summoning, Sun, Weather
MINOR SPHERES: Divination, Elemental,
Protection

ALIGNMENT: Chaotic evil

DESCRIPTION: The church of Malar is built
around the concept of the hunt. The hunt-
master, who rules the followers, is the
most powerful member. He decides the
time and location of ceremonial hunts and
the type of prey. A weapon known as the
claws of Malar is considered the property
of followers of Malar.

FORGOTTEN REALMS i a rademark of TSR, inc
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Priest of Talona
(Lady of Poison)

Demipower of Tarterus

PORTFOLIO: Disease, poison

MAJOR SPHERES: Astral, Combat, Divina-
tion, Guardian, Healing, Necromantic,
Summoning

MINOR SPHERES: All, Charm, Protection
ALIGNMENT: Chaotic evil

DESCRIPTION: Talona, like most chaotic
evil gods, is more feared than worshiped,
and propitiated to avoid her attention, not
to draw it. Those who actively worship her
tend to gather in secret in the catacombs
beneath cities or in the wilderness. Special-
ty priests of Talona carry the poison dag-
gers of the faith.

FORGOTTEN REALMS is a trademark of TSR, Inc
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Priest of Mask
(Lord of Shadows)

Lesser Power of Hades
PORTFOLIO: Thieves, intrigue
MAJOR SPHERES: All, Astral, Charm,
Combat, Divination, Guardian, Healing,
Protection, Sun
MINOR SPHERES: Elemental, Necroman-
tic, Summoning, Weather
ALIGNMENT: Neutral evil
DESCRIPTION: As part of their ceremonial
dress, priests of Mask wear a black fabric
mask. In areas where thieves are tolerated
and worship of Mask is open, these masks
are of sheer fabric, while in the north, they
are a thick wool to hide identities: “the de-
gree of law in a town can be seen on the
face of a cleric of Mask.”
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Living Web
ARMOR CLASS: 9
THACO: '/2to 2 HD 19, 3-4 HD 17, 5-6 HD
15
MOVEMENT: 6
HIT DICE: '/2to0 6
ALIGNMENT: Neutral
SIZE: S-M (1'-7")
INTELLIGENCE: Semi (2-4)
COMBAT: #AT 1; Dmg '/2 to 2 HD 1d4, 3-5
HD 1d6, 6 HD 2d4
DESCRIPTION: Living webs are omnivores
that roam caverns, caves, and ruins. They
resemble filaments of cobwebs. The touch
of a living web delivers an electrical shock,
and they can fire a miniature lightning bolt
twice per turn (20 yard range, 3d4 dam-
age). They absorb all electricity and gain 1
HD per 8 points absorbed.

668 FORGOTTEN REALMS is a trademark of TSR, inc
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Trading Cards
Sprite

ARMOR CLASS: 6
THACO: 19
MOVEMENT: 9, F1 18 (B)
HIT DICE: 1
ALIGNMENT: Neutral (good)
SIZE: S (2' tall)
INTELLIGENCE: Very (11-12)
COMBAT: #AT 1; Dmg 1-4 (sword) or 1-3
(arrow)
DESCRIPTION: Sprites are shy, reclusive
faerie people who dwell in meadows and
wooded glens. They hate all evil and ugli-
ness and are capable of militant behavior if
their homes are invaded. When they use
bow and arrow, their arrows are tipped
with a special ointment that causes sleep
for 1-6 hours (save vs. poison). Sprites typi-
cally remove such victims to a location far
from their home.

ADVANCED DUNGEONS & DRAGONS
s a trademark of TSR, Inc
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Slithering Tracker

ARMOR CLASS: 5

THACO: 15

MOVEMENT: 12

HIT DICE: 5

ALIGNMENT: Neutral

SIZE: S (3' long)

INTELLIGENCE: Average (8-10)

COMBAT: #AT 0; Dmg Nil

DESCRIPTION: Slithering trackers are
transparent, plasma-draining jellies found
in many dungeons and other dark places.
They can slip through cracks and holes as
small as a rat hole. They prefer to attack
sleeping or unconscious creatures. They se-
crete a paralyzing fluid that immobilizes a
victim for 12 hours unless a saving throw
is successful. The tracker then covers the
victim and drains its plasma, killing it in 1
hour.

ADVANCED DUNGEONS & DRAGOMNS
is a trademark of TSR, Inc
©1991 TSR, Inc. All Rights Reserved.

U 0 — ™
/Advanced thl_m‘ eonsfydragons)

Trading Cards
Giant Shark

ARMOR CLASS: 5

THACO: 10HD 11,11-12HD9, 13-14HD 7,
15HD 5

MOVEMENT: Sw 18

HIT DICE: 10-15

ALIGNMENT: Nil

SIZE: L-G (20'-50' long)

INTELLIGENCE: Non (0)

COMBAT: #AT 1. Dmg 4-16, 5-20, or 6-24
DESCRIPTION: Giant sharks inhabit all
known oceans and seas. They sense pres-
sure changes and noises underwater, draw-
ing them to thrashing fish or swimmers.
They attack mercilessly at the scent of
blood, which they can detect from a mile or
more. If a giant shark's attack roll is suc-
cessful by 4 greater than the number need-
edhtol hit, the shark has swallowed its prey
whole.

ADVANCED DUNGEONS & DRAGONS
s & tracemark of TSR, Inc
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Trading Cards

Dun Pudding

ARMOR CLASS: 7

THACO: 13

MOVEMENT: 12

HIT DICE: 8 +1

ALIGNMENT: Nil

SIZE: 5-L (3'-8')

INTELLIGENCE: Non (0)

COMBAT: #AT 1: Dmg 4-24
DESCRIPTION: Deadly puddings attack
any animal or vegetable matter, including
humans, on sight. All puddings are im-
mune to cold, acid, and poison. Dun pud-
dings have adapted to dwell in arid regions.
They scavenge barrens and deserts to feed
on silicates if animal and vegetable matter
are unavailable.

FORGOTTEN REALMS is a trademars of TSR, Inc
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Nymph
ARMOR CLASS: 9
THACO: 17
MOVEMENT: 12
HIT DICE: 3
ALIGNMENT: Neutral (good)
SIZE: M (4'-6' tall)
INTELLIGENCE: Exceptional (16)
COMBAT: #AT 0; Dmg Nil
DESCRIPTION: A nymph's beauty is be-
yond words. A glimpse can blind or even
kill a man. Nymphs do not fight, but flee if
challenged or confronted by danger.
Nymphs can use dimension door once per
day and can cast spells as a 7th-level druid.
Viewing a nymph caused blindness unless a
saving throw is successful.

FORGOTTEN REALMS is a trademark of TSA, Inc
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Mandarin Ting Mei Wan
8th-level Ninja

" RACE: Human

ARMOR CLASS: 7

THACO: 13

MOVEMENT: 12

HIT POINTS: 30

ALIGNMENT: Chaotic evil

EQUIPMENT: ring of protection +1, long
sword +2

BACKGROUND: Ting has a sharp mind and
a ruthlessly driven personality. She was
born into the family of a dishonest rice
merchant, but has overcome this handicap
to become a respected public servant. She
has an uncontrolled lust for power and is
careful to take actions that put her in line
for greater power.

FORGOTTEN REALMS 18 & rademark of TSA. Inc
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Black Pudding

ARMOR CLASS: 6

THACO: 11

MOVEMENT: 6

HIT DICE: 10

ALIGNMENT: Nil

SIZE: S-L (3'-8')

INTELLIGENCE: Non (0)

COMBAT: #AT 1; Dmg 3-24
DESCRIPTION: Puddings are voracious,
puddinglike monsters composed of groups
of cell colonies that scavenge and hunt for
food. Black pudding acid is highly corro-
sive, dissolving a 2-inch thickness of wood
equal to its diameter in 1 round. Chain mail
dissolves in 1 round, plate mail in 2: each
magical bonus adds 1 round to the time re-
quired to dissolve.

FORGOTTEN REALMS i a ragemark of TSR, inc
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Lady Batu Hsuang Wu

8th-level Ninja
RACE: Human
ARMOR CLASS: 7
THACO: 13
MOVEMENT: 12
HIT POINTS: 36
ALIGNMENT: Neutral good
EQUIPMENT: ring of protection +2, short
sword +1
BACKGROUND: Wu is the daughter of Lord
Hsuang Yo Po, an important noble. Wu
caught the attention of Batu Min Ho. and
the pair fell in love. Wu's father did every-
thing to discourage the marriage, but Batu
and Wu eventually wed. Wu is indepen-
dent, headstrong, and intelligent.

FORGOTTEN REALMS is & trademark of TSR, Inc.
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Philter of Glibness

XP VALUE: 500

USABLE BY: All classes

DESCRIPTION: This potion enables the im-
biber to speak fluently—even tell lies—
smoothly, believably, and undetectably.
Magical investigation (such as the 4th-level
priest spell detect lie) will not give the usual
results, but will reveal that some minor
“stretching of the truth" may be occurring.
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#1991 TSA, Inc. All Rights Resenved

/Advanced %Mrﬂgom P

Trading Cards

Elixir of Youth

XP VALUE: 500

USABLE BY: All classes

DESCRIPTION: Quaffing this rare and po-
tent elixir will reverse aging. Taking the
full potion at once reduces the imbiber's
age by 1d4 + 1 years. Taking just a sip first
instead of drinking it down wiil reduce the
potency of the liquid. Drinking the lower-
potency liquid reduces age by only 1d3
years.
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Rug of Smothering

XP VALUE: None

USABLE BY: All classes

DESCRIPTION: This finely woven carpet re-
sembles a carpet of flying and will detect
as magical. The character seating himself
upon it and giving a command will be sur-
prised, however, as the rug of smothering
rolls itself tightly around him, suffocating
him in 1d4 +2 rounds. The rug cannot be
physically prevented from wrapping itself,
and it can be prevented from smothering
its victim only by the casting of any one of
the following spells: animate object, hold
plant, wish.
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Wind Fan

XP VALUE: 500

USABLE BY: All classes

DESCRIPTION: A wind fan appears to be
nothing more than a wood and papyrus or
cloth instrument with which to create a
cooling breeze. By uttering a command
word, the possessor can cause the fan to
generate air movement duplicating a gust
of wind spell as if cast by a 5th-level wiz-
ard. The fan can be used once per day with
no risk. If it is used more frequently, there
is a cumulative 20% chance per usage that
the device will tear into useless, non-
magical tatters.
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Potion of Diminution

XP VALUE: 300

USABLE BY: All classes

DESCRIPTION: After drinking this potion,
the individual (and everything he is carry-
ing and wearing) diminishes in size to as
small as 5% of normal size. The percentage
of the potion drunk determines the
amount a character shrinks. For example,
if 40% of the contents is swallowed, the
person shrinks to 60% of normal size. The
effects of this potion last for 7 turns plus
1d4 turns.
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Rope of Climbing
XP VALUE: 1,000
USABLE BY: All classes
DESCRIPTION: A 60-foot long rope of
climbing is no thicker than a slender wand
and weighs no more than 3 pounds, but it
is strong enough to support 3,000 pounds.
Upon command, the rope will snake for-
ward, upward, downward, or any other di-
rection at 10 feet per round and attach
itself securely wherever desired. It will re-
turn or unfasten itself in a similar manner.
A rope of climbing can also be commanded
to knot itself. This causes large knots to
appear at 1-foot intervals along the rope.
Knotting shortens the rope to 50-foot
length until the knots are untied. One end
of the rope must be held by a character
when its magic is invoked.

7 ADVANCED DUNGEONS & DRAGONS
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Scarab of Enraging
Enemies

XP VALUE: 1,000

USABLE BY: All classes

DESCRIPTION: When one of these devices
is displayed and a command is uttered, all
intelligent hostile creatures within a 40-
foot radius must save vs. spell or become
enraged. Those whose saving throws suc-
ceed may perform normally; enraged ene-
mies fly into a berserk fury and attack the
nearest creature, even their own comrades
(+1 bonus to attack rolls, +2 bonus to
damage, —3 bonus to their own AC).

The rage lasts for 1d6 +6 rounds. During
this period, the enraged creatures attack
continually, without reason or fear, moving
on to attack other creatures nearest them
if initial opponents are slain.
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Scarab of Insanity

XP VALUE: 1,500

USABLE BY: All classes

DESCRIPTION: This item is indistinguish-
able from any other amulet, brooch, or
scarab. When displayed and a command
word is spoken, all other creatures within a
20-foot radius must save vs. spell with a
-2 penalty (10% penalty applies to any
magic resistance). Those failing the save
are completely insane for 1d4+8 rounds,
unable to cast spells or use reasoning of
any sort (treat as a confusion spell with no
chance for acting in a nonconfused man-
ner.) The scarab has 1d8 +8 charges.

7 ADVANCED DUNGEQONS & DRAGONS
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Wraith
ARMOR CLASS: 4
THACO: 15

MOVEMENT: 12, F1 24 (B)

HIT DICE: 5+3

ALIGNMENT: Lawful evil

SIZE: M (6' tall)

INTELLIGENCE: Very (11-12)

COMBAT: #AT 1; Dmg 1-6

DESCRIPTION: The wraith is an evil un-
dead spirit of a powerful human that seeks
to absorb human life energy. The chilling
touch of a wraith causes 1d6 damage, and
such a hit drains one level of experience
from the victim. Chill damage can be cured
normally, but experience must be earned
again or magically restored. Wraiths are
immune to sleep. charm, hold, death, cold-
based spells, poison, and paralyzation.

ADVANCED DUNGEONS & DRAGONS
is & trademark of TSR, inc
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Firestar

ARMOR CLASS: 2

THACO: 19

MOVEMENT: Fl 15 (A)

HIT DICE: 2+2

ALIGNMENT: Neutral

SIZE: T (3"-6" diameter)

INTELLIGENCE: High (13-14)

COMBAT: #AT 5 per day; Dmg 2d6
DESCRIPTION: Firestars are glowing crea-
tures that roam forests and hills and ig-
nore travelers. They can control their
illumination, varying from darkness to
bright torchlight. They never initiate com-
bat, but can release a jolt of electricity
causing 2d6 damage. They can absorb en-
ergy from normal or magical flames, gain-
ing hit points equal to damage caused.

6 86 FORGOTTEN REALMS is a trademark of TSR, Inc
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1"akh1ms Queen of
Darkness, Dragonqueen,

She of Many Faces
40th/40th-level Wizard/Priest

RACE: God

ARMOR CLASS: —-10
THACO: -2
MOVEMENT: 18, Fl 48 (C)
HIT POINTS: 999

ALIGNMENT: Lawful evil

COMBAT: #AT 4; Dmg 1-1000 (1d10 %
1d100)

EQUIPMENT: any equipment, any known
magical item

BACKGROUND: Takhisis, the Queen of
Darkness, is known in all lands and cul-
tures of Krynn as the visage of evil. She is
extraordinarily powerful and manipula-
tive.

DRAGONLANCE is & tademark of TSR, Inc.
£1981 TSA, Inc. All Rights Aesened
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The Magister

14th-level Wizard
RACE: Human
ARMOR CLASS: 3
THACO: 16
MOVEMENT: 12
HIT POINTS: 32
ALIGNMENT: Lawful evil
EQUIPMENT: cloak of displacement, brac-
ers of defense AC 3, necklace of adapta-
tion, winged boots, wand of illumination
BACKGROUND: The magister is a powerful
necromancer who is always searching for
knowledge about undead. He has put to-
gether a large army of many different
kinds of undead creatures. He has many
powerful ghasts and wights roaming the
lands looking for other undead creatures,

684 FORGOTTEN FEALMS is a trademark of TSH. Inc
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Aeriell

9th-level Warrior
RACE: Human
ARMOR CLASS: 2
THACO: 12
MOVEMENT: 12
HIT POINTS: 63
ALIGNMENT: Lawful good
EQUIPMENT: light war horse, shield, gir-
dle of hill giant strength, chain mail +2,
long sword + 3, medallion of ESP
BACKGROUND: Aeriell is a female warrior
in a matriarchal society. She is in charge of
the cavalry, supervising the training of the
many warriors. Aeriell has been on many
adventures and has battled many mon-
sters and enemies of her homeland.

FORGOTTEN REALMS s a trademask of TSR, Inc
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Oorag

8th-level Warrior
RACE: Half-orc
ARMOR CLASS: 2
THACO: 13
MOVEMENT: 12
HIT POINTS: 50
ALIGNMENT: Chaotic evil
EQUIPMENT: banded mail, short sword,
gauntlets of swimming and climbing, brac-
ers of archery, axe + 2, ring of regeneration
BACKGROUND: Oorag is an evil character
who-has joined up with a powerful leader.
He is in charge of many scouting and am-
bush missions. Oorag rides a nightmare in
battle, and is a ferocious sight to behold.
He is given to fits of unrestrained violence
and brutality.

FORGOTTEN REALMS is a trademark of TSH, Inc
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Kienan

Tth-level Warrior
RACE: Human
ARMOR CLASS: 0
THACO: 14
MOVEMENT: 12
HIT POINTS: 54
ALIGNMENT: Lawful good
EQUIPMENT: heavy warhorse, plate mail,
shield +2, long sword +3, stone of good
luck, gauntlets of ogre power
BACKGROUND: Kienan is an easy-going
and even-tempered warrior. He recently en-
tered and won a major jousting tourna-
ment at the traveling fair. The knights who
traveled to be in the contest were amazed
at the strength and luck that he had.
Kienan was asked by many of the knights
to join them in future adventures.
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Eleazar Clyde, Vampire

9th-level Priest
RACE: Human
ARMOR CLASS: -2
THACO: 13
MOVEMENT: 12, F1 18 (C)
HIT POINTS: 62
ALIGNMENT: Lawful evil
EQUIPMENT: ring of spell storing. staff of
thunder and lightning, cloak of protection,
talisman of ultimate evil
BACKGROUND: Eleazar encountered a
vampire on an unlucky adventure. He was
overpowered by the vampire, but his body
was not destroyed. Eleazar rose as a vam-
pire shortly after death. His devotion to his
god earned him the power to retain his
priest abilities.
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Maison Thorvald

11th-level Cleric

RACE: Dwarf
ARMOR CLASS: 4
THACO: 14
MOVEMENT: 9
HIT POINTS: 48
ALIGNMENT: Lawful good
EQUIPMENT: chain mail, robe of scintillat-
ing colors, stone of controlling earth ele-
mentals, staff of curing, staff of striking
BACKGROUND: Maison Thorvald is a re-
vered member of his dwarven clan. Mem-
bers of his family have always served as
powerful priests in the worship of a thun-
der god. Maison follows in these ways and
has served the clan and his god faithfully.
Maison is 372 years old and is becoming a
venerable old dwarf who rarely leaves
home.
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Neirgral, Green Dragon
ARMOR CLASS: -
THACO: 1
MOVEMENT: 9, FI 30 (C), Sw 9
HIT DICE: 15
ALIGNMENT: Lawful evil
SIZE: G (55' body)
INTELLIGENCE: Very (12)
COMBAT: #AT 3 +special; Dmg 1-8/1-8/2-
20; special attacks are breath weapon (poi-
sonous chlorine gas 12d6+6) and wizard
spells (three 1st)
DESCRIPTION: Neirgral is 110 years old
(Adult). He is a typical green dragon in that
he is bad-tempered, mean, cruel, and rude.
He hates goodness and good-aligned crea-
tures. Neirgral is the terror of the forest in
which he lives, coercing many woodland
creatures into doing his bidding through
intimidation.
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Vampire
ARMOR CLASS: 1
THACO: 13
MOVEMENT: 12, F1 18 (C)
HIT DICE: 8+3
ALIGNMENT: Chaotic evil
SIZE: M (6' tall)
INTELLIGENCE: Exceptional (16)
COMBAT: #AT 1 +special: Dmg 5-10
(1d6 +4); special attacks are gaze (charm
person), and energy drain (able to drain
two life levels)
DESCRIPTION: Of all the undead creatures
that stalk the world, none is more power-
ful than the vampire. Moving silently
through the night, vampires prey without
mercy on the living.

RAVENLOFT is a trademark of TSR, inc
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Giltarald, Gold Dragon

ARMOR CLASS: -9

THACO: -4

MOVEMENT: 12, FI 30 (C), Jp 3, Sw 12 (15)
HIT DICE: 21

ALIGNMENT: Lawful good

SIZE: G (116’ body)

INTELLIGENCE: Genius (18)

COMBAT: #AT 3 +special; Dmg 1-10/1-10/
6-36; special attacks are breath weapons
(fire and chlorine gas 18d12+9), wizard
spells (two 1st, two 2nd, two 3rd, two 4th,
two 5th), and priest spells (two 1st)
DESCRIPTION: Giltarald is 724 years old
(Very Old). He is Lord Gunthar's chosen
mount. Giltarald often polymorphs himself
into human form to find answers about
evil in Krynn.

DRAGONLANCE is a trademark of TSR, Inc
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Lord Gunthar
14th-level Warrior
RACE: Human
ARMOR CLASS: -4
THACO: 7
MOVEMENT: 12
HIT POINTS: 84
ALIGNMENT: Lawful good
EQUIPMENT: bastard sword, field plate
+2, large shield +3, dragonlance, long
sword +3, potion of superheroism (3
doses)
BACKGROUND: Lord Gunthar is the ac-
cepted leader of the Solamnic Knights
council. He is a Knight of the Rose. Lord
Gunthar went to Palanthus in the latter
part of the War to see to its defense. He
thought that Sturm was an excellent
knight of Solamnia,

DRAGONLANCE is a trademark of TSR, Inc.
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Paladine, Fizban the
Fabulous, Father of Good
and Master of the Law

40th/40th-level Wizard/Priest
RACE: God
ARMOR CLASS: -10
THACO: -2
MOVEMENT: 12
HIT POINTS: 999
ALIGNMENT: Lawful good
COMBAT: #AT 5; Dmg 1-1000 (1d10 X
1d100)
EQUIPMENT: any equipment, any known
magical items
BACKGROUND: Paladine is the spokesman
for the gods of good. A supreme leader, he
does not interfere with the affairs of his
fellow beings.

DRAGONLANCE &5 a trademark of TSR, Inc.
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Turqual Blue Dragon

ARMOR CLASS: -6

THACO: -2

MOVEMENT: 9, FI 30 (C), Br 4

HIT DICE: 20

ALIGNMENT: Lawful evil

SIZE: G (124’ body)

INTELLIGENCE: Very (12)

COMBAT: #AT 3 +special; Dmg 1-8/1-8/3-
24; special attacks are breath weapon
(lightning bolt 20d8+11), wizard spells
(three 1st, three 2nd. one 3rd). and priest
spells (one 1st)

DESCRIPTION: Turqual is 867 years old
(Venerable). Blue dragons are territorial
and calculating. Turqual is especially sly.
One of his favorite ambush techniques is to
use his ability to control winds, blowing
sand to block his prey’s view of him.

DRAGONLANCE i a tragemark of TSR, inc
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Topaz, Yellow Dragon

ARMOR CLASS: -2

THACO: 1

MOVEMENT: 12, Fi 30 (C)

HIT DICE: 15

ALIGNMENT: Chaotic evil

SIZE: G (60' body)

INTELLIGENCE: Very (12)

COMBAT: #AT 3 +special; Dmg 1-8/1-8/2-
16; special attacks are breath weapon
(12d4+6) and wizard spells (one 1st, one
2nd)

DESCRIPTION: Topaz is 140 years old
(Adult). She lives in a cave in the sandstone
cliffs of a vast desert. She enjoys her lair
for the view it affords. She has become fa-
mous in a short time, since yellow dragons
have only recently been discovered.

FOAGOTTEN REALMS is a trademark of TSR, inc.
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Myconid
ARMOR CLASS: 10
THACO: 1-2 HD 19, 3-4 HD 17, 5-6 HD 15
MOVEMENT: 9
HIT DICE: 1-6
ALIGNMENT: Lawful neutral
SIZE: T-L (2' per HD)
INTELLIGENCE: Average (8-10)
COMBAT: #AT 1; Dmg 1-4 per HD, spore
cloud (number of times per day equal to Hit
Dice
DES)CRIPTION: Myconids are a race of in-
telligent fungi that lives in remote reaches
of the Underdark. They despise violence,
have no desire to conquer anything, and
prefer to be left alone. They fight by club-
bing with their hands. They release spore
clouds, gaining one additional type with
each Hit Die.
ADVANCED DUNGEONS & DRAGONS
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Merman

ARMOR CLASS: 7

THACO: 18

MOVEMENT: 1, Sw 18

HIT DICE: 1 +1

ALIGNMENT: Neutral

SIZE: M (5'-6' long)

INTELLIGENCE: Average to Very (8-12)
COMBAT: #AT 1; Dmg By weapon
DESCRIPTION: Mermen are marine-
dwelling, amphibious humanoids with the
upper torso of a human and the lower torso
of a fish. They live by herding fish, but in
times of need may attack ships or other
sea-peoples. Weapons are typically trident,
crossbow, javelin, and dagger. Some jave-
lin wielders (20%) are armed with a hook
and grappling line. A ship that is hit by a
grapple held by 10 mermen is slowed by 1.
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Gnoll

ARMOR CLASS: 5

THACO: 19

MOVEMENT: 9

HIT DICE: 2

ALIGNMENT: Chaotic evil

SIZE: L (7'-8' tall)

INTELLIGENCE: Low (5-7)

COMBAT: #AT 1: Dmg 2-8 (weapon)
DESCRIPTION: Gnolls are large humanoids
that roam about in loosely organized
bands. They seek to overwhelm opponents
by sheer numbers, using horde tactics.
They can be made to hold rank and fight as
a unit. They do not often lay traps, but will
ambush or attack from a flank or rear posi-
tion. They typically use swords, pole arms,
battle axes, bows, and morningstars.
Gnolls are normally found underground.
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Ring of Free Action

XP VALUE: 1,000

USABLE BY: All classes

DESCRIPTION: This ring enables the wear-
er to move and attack freely and normally
even when attacked by a web, hold, or slow
spell, or even while under water. The spells
simply have no effect. While under water,
the individual moves at normal (surface)
speed and does full damage even with cut-
ting weapons (such as axes and scimitars)
and smashing weapons (such as flails ham-
mers, and maces), insofar as the weapon
used is held rather than hurled. This ring
will not, however, enable breathing under
water without further appropriate magic.
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Potion of Vitality

XP VALUE: 300

USABLE BY: All classes

DESCRIPTION: This potion restores the
user to full vitality despite exertion, lack of
sleep, and going without food and drink
for up to seven days. It will nullify up to
seven days of deprivation. If the consumer
is deprived for fewer than seven days, the
potion will continue in effect for the re-
mainder of its seven-day duration. The po-
tion also protects the user from poison and
disease while it is in effect, and the user
will recover lost hit points at the rate of 1
every 4 hours.
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Potion of Rainbow Hues

XP VALUE: 200

USABLE BY: All classes

DESCRIPTION: This rather syrupy potion
must be stored in a metallic container. The
imbiber can become any hue or combina-
tion of hues desired at will. Any color or
combination of colors is possible, if the
user simply holds the thought in his mind
long enough for the hue to be effected. If
the potion is quaffed sparingly, a flask will
yield up to seven draughts of one-hour du-
ration each.

ADVANCED DUNGEONS & DRAGONS
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Theros Ironfeld

7th-level Warrior
RACE: Human
ARMOR CLASS: 4
THACO: 14
MOVEMENT: 12
HIT POINTS: 57
ALIGNMENT: Neutral good
EQUIPMENT: large shield, chain mail,
hammer, girdle of stone giant strength,
axe +3
BACKGROUND: Theros Ironfeld is a black-
smith in the town of Solace. He has a past
of adventuring and traveling, but he now
enjoys the life of working each day on new
and useful tools. Theros lost his arm in a
mysterious accident and it was replaced
magically with a strong metal arm.

DRAGONLANCE & a rademark of TSR, Inc
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6th-level Warrior
RACE: Dwarf
ARMOR CLASS: 3
THACO: 15
MOVEMENT: 9
HIT POINTS: 41
ALIGNMENT: Neutral good
EQUIPMENT: chain mail, shield +2, ham-
mer +3, ring of feather falling, Heward's
handy haversack
BACKGROUND: Belkarall is an ironsmith
who has found living in Solace both enjoy-
able and profitable. He works with Theros
Ironfeld, the blacksmith. Belkarall finds
Theros to be a bit stuffy, but understands
his personality. He has become good
friends with Otik because of Otik’'s excel-
lent cooking.
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Grogan

8th-level Priest
RACE: Dwarf
ARMOR CLASS: 5
THACO: 16
MOVEMENT: 9
HIT POINTS: 40
ALIGNMENT: Lawful good
EQUIPMENT: leather armor, hammer +2,
cloak of protection +3, phylactery of long
years, staff of curing
BACKGROUND: Grogan is a highly respect-
ed dwarven cleric. He has traveled the
lands to learn more of the teachings of the
true gods' return. He teaches his people
about the values of following the ways of
Paladine and Reorx. He hopes to someday
travel to Palanthus and meet Crysania.
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Min Lang

Sth-level Warrior
RACE: Korobokuru (dwarf)
ARMOR CLASS: 5
THACO: 16
MOVEMENT: 9
HIT POINTS: 40
ALIGNMENT: Chaotic good
EQUIPMENT: haramaki-do, kyoketsu-
shogi, kumade +2, chu-ko-nu + 1, rings of
protection +3 and telekinesis, potion of
climbing
BACKGROUND: Min Lang is an oriental
dwarf who has lived in Kara-Tur all his life.
He has become good friends with a samurai
named Toraga. He senses Toraga's inner
turmoil, but as a loyal friend, he doesn't

pry.
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Toraga

10th-level Warrior
RACE: Human
ARMOR CLASS: 2
THACO: 11
MOVEMENT: 12
HIT POINTS: 70
ALIGNMENT: Lawful good
EQUIPMENT: two Sang kauw +3, robe of
blending, bracers of defense AC 3, ring of
regeneration, potion of healing (5 doses)
BACKGROUND: Toraga is a powerful samu-
rai who travels the lands trying to forget
what his brother has become. His brother
Okuma hunts him because he blames Tora-
ga for his disgrace due to insanity.
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Okuma

11th-level Warrior
RACE: Human
ARMOR CLASS: 3
THACO: 10
MOVEMENT: 12
HIT POINTS: 66
ALIGNMENT: Chaotic evil
EQUIPMENT: robe, naginata +4, bracers
of defense AC 4, cube of force, amulet of
the planes
BACKGROUND: Okuma is a crazed warrior
who easily goes into fits of rage. During
these fits, he goes on a Killing spree, hack-
ing anyone near him. He once was a praised
and honored samurai, but when he began
suffering from insanity, he was disgraced.
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Scroll of Protection from
Lycanthropes

XP VALUE: 1,000

USABLE BY: All classes

DESCRIPTION: There are seven types:

D100 Roll Scroll Type

01-05 Protection from Werebears
06-10 Protection from Wereboars
11-20 Protection from Wererats
21-25 Protection from Weretigers
26-40 Protection from Werewolves
41-98 Protection from All

99-00 Protection from Shapechangers

Reading this scroll creates a 10-foot radi-
us circle that moves with the reader and
lasts 5d6 rounds. Each scroll protects
against 49 HD of lycanthropes. (Reading
time: 4)
R
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Scroll of Protection from
Poison

XP VALUE: 1,000

USABLE BY: All classes

DESCRIPTION: The protection afforded by
this scroll extends only to the reader. No
form of poison—ingested, contacted,
breathed, etc.—will affect the protected
individual. Any poison in the reader’s sys-
tem is permanently neutralized. The pro-
tection lasts 1d10+2 rounds. (Reading
time: 3)
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Scroll of Protection from
Undead
XP VALUE: 2,000
USABLE BY: All classes
DESCRIPTION: When this scroll is read, a
5-foot-radius circle of protection extends
from and moves with the reader. It pro-
tects everyone within it from all physical
attacks made by undead (ghasts, ghosts,
ghouls, etc.). It does not protect from spells
or other attack forms. The protection re-
strains up to 35 hit dice/levels of undead;
excess hit dice/levels can enter the circle. It
remains in effect for 10d8 rounds. Some
protection scrolls of this nature protect on-
ly against certain types of undead (one or
more) rather than all undead, at the DM’s
option. (Reading time: 4)
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Ring of Water Walking

XP VALUE: 1,000

USABLE BY: All classes

DESCRIPTION: This ring enables the wear-
er to walk on any liquid without sinking in-
to it—this includes mud, quicksand, oil,
running water, and even snow. Up to 1,200
pounds can be supported by a ring of water
walking. The ring wearer's feet do not ac-
tually contact the surface he is walking
upon, but oval depressions about 11/z feet
deep per 100 pounds of weight of the walk-
er will be observed in hardening mud or set
snow. The wearer moves at his standard
movement rate.
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Fistandantilus

17th-level Wizard
RACE: Human
ARMOR CLASS: Variable
THACO: 15
MOVEMENT: 12
HIT POINTS: Variable
ALIGNMENT: Chaotic evil
EQUIPMENT: bloodstone pendant of Fis-
tandantilus, crystal ball, book of infinite
spells
BACKGROUND: Before his battle with
Raistlin, this great, evil wizard appeared as
a frail, old man. A tremendous feeling of
power and evil radiates from him. He has
lived through the ages by the use of his
pendant, which allows him to steal the life
essence of his victims.
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Lord Soth, Deathknight

ARMOR CLASS: 0

THACO: 12

MOVEMENT: 12

HIT DICE: 9

ALIGNMENT: Chaotic evil

SIZE: M (6')

INTELLIGENCE: Genius (17)

COMBAT: #AT 2 +special; Dmg By weapon
type; special attacks are a continual radia-
tion of fear (5' radius), and innate magical
powers

DESCRIPTION: Lord Soth is a deathknight,
even though he wears the armor of a
Knight of the Rose. He is a fallen Solamnic
knight who had the chance to save Krynn
from the cataclysm. His desire for Kitiara
drove him to plot her death and steal her
body so they could be together forever.
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Ring of Jumping
XP VALUE: 1,000
USABLE BY: All classes
DESCRIPTION: The wearer of this ring is
able to leap 30 feet ahead or 10 feet back-
ward or straight up, with an arc of about 2
feet for every 10 feet traveled. The wearer
must use the ring's power sparingly, for it
can perform only four times per day.
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Ring of Swimming
XP VALUE: 1,000
USABLE BY: All classes
DESCRIPTION: The ring of swimming be-
stows upon the wearer the ability to swim at
afull 21 base speed. (This assumes, of course,
that the wearer is clad in garments appropri-
ate for such activity.) The ring further en-
ables the wearer to dive from a 50-foot
height into water without injury, providing
the depth of the water is at least 1'/z feet
per 10 feet of diving elevation. The wearer
can stay underwater for up to four rounds
without needing a breath of air. Surface
swimming can continue for four hours before
a one-hour rest (floating) is needed. The ring
confers the ability to stay afloat under all but
typhoonlike conditions.
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Ring of Warmth

XP VALUE: 1,000

USABLE BY: All classes

DESCRIPTION: This ring provides its wear-
er with body heat even in conditions of ex-
treme cold where the wearer has no
clothing whatsoever. [t also restores dam-
age caused by cold at the rate of 1 point per
turn. It provides a saving throw bonus of
+ 2 versus cold-based attacks, and reduces
damage sustained by —1 per die of dam-
age.
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Gort Ta’alen

10th-level Warrior
RACE: Drow
ARMOR CLASS: 2
THACO: 9
MOVEMENT: 12
HIT POINTS: 86
ALIGNMENT: Chaotic evil
EQUIPMENT: drow clothing and armor.
ring of anti-venom, bracers of the blinding
strike
BACKGROUND: Gort is secondboy of a
lesser Noble House of Menzoberranzan. He
is an able fighter who hopes to improve his
lot by assassinating his elder brother. To-
ward that end he perpetually seeks battle
with anyone who will oblige him.
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Baloreik

8th-level Warrior
RACE: Drow
ARMOR CLASS: 0
THACO: 5
MOVEMENT: 12
HIT POINTS: 77
ALIGNMENT: Chaotic evil
EQUIPMENT: drow clothing and armor,
cloak of the bat, vorpal sword
BACKGROUND: Baloreik is a seasoned ad-
venturer, having travelled even to the As-
tral Plane, where he struck a rare
“friendship” with a githyanki and man-
aged to “inherit" a vorpal sword +5. He is
not anxious to return to that alternate
plane and renew any old acquaintances,

749 FORGOTTEN REALMS 15 o trademade of TSR, Inc

2991 TSR Ine Al Rignis Rosorved

/Advanced, Dungeon%@rago

Edition -~

Indirion

11th-level Wizard
RACE: Human
ARMOR CLASS: -1
THACO: 14
MOVEMENT: 12
HIT POINTS: 37
ALIGNMENT: Neutral evil
EQUIPMENT: guarterstaff +2, bracers of
defense AC2, wand of fire, necklace of ad-
aptation, ring of fire resistance
BACKGROUND: Born a slave in the coal
pits, Indirion showed remarkable intelli-
gence at an early age and was apprenticed
to his wizard lord. After learning the craft.
Indirion murdered his master with a fire
trap and stole his spellbook, selling it for
further training. Indirion is obsessed with
fire and will do anything to harness its
power and creatures associated with it.
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Fallon

1st-level Warrior
RACE: Human
ARMOR CLASS: 8
THACO: 20
MOVEMENT: 12
HIT POINTS: 7
ALIGNMENT: Neutral good
EQUIPMENT: padded armor, dagger
BACKGROUND: Fallon is squire to Sir Sala-
bard, a paladin. He grew up in the streets,
and was attempting to steal a dagger from
Salabard when he came face-to-face with
the knight. In awe of the goodness before
him, Fallon confessed his crime and begged
to serve Salabard. Thus far he has learned
well the rudiments of combat, but his
greatest joy is accompanying his master to
the joust. Secretly, he feels that his master
is a bit "stuffy.”
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Poliamus Azar

9th-level Warrior
RACE: Human
ARMOR CLASS: 4
THACO: 12
MOVEMENT: 12
HIT POINTS: 72
ALIGNMENT: Chaotic evil
EQUIPMENT: dagger, scimitar +2, bracers
of defense AC 4
BACKGROUND: Poliamus grew up in a
small city centered on a desert oasis. As a
child, he watched caravans and pilgrims
and dreamed of adventuring and traveling.
He now travels as he wishes, plundering
the rich for their wealth. He has built a
large, rich home. He has made many ene-
mies and it is only a matter of time before
his own riches are plundered.
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Neeva

8th-level Gladiator
RACE: Human
ARMOR CLASS: 1
THACO: 13
MOVEMENT: 12
HIT POINTS: 49
ALIGNMENT: Neutral good
EQUIPMENT: bracers of defense AC 3, pole
arm +2
BACKGROUND: Neeva was sold into slav-
ery by her cousin Tithian, who later saw to
it that she was raised and trained in the
gladiator pits in the city of Tyr. Having
proven herself a skilled individual warrior,
she is now paired with the mighty champi-
on Rikus. Together, they are favorites
among the arena crowd and are considered
the most successful pair in Tyr's history.
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Zerrannon

12th-level Warrior
RACE: Human
ARMOR CLASS: 6
THACO: 9
MOVEMENT: 12
HIT POINTS: 106
ALIGNMENT: Lawful good
EQUIPMENT: shield, short sword,
guisarme +3
BACKGROUND: Zerrannon fights for the
weak and oppressed wherever he is need-
ed. He seeks out villages and farms that
need defense, and offers his protection at
no charge. He accepts no rewards other
than food, clothing, or enough money to
take him to his next mission. He has volun-
teered with armies and adventuring
groups, and has sought such assistance in
extremely dangerous situations.
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Cytulliar

14th-level Warrior
RACE: Human
ARMOR CLASS: 7
THACO: 7
MOVEMENT: 12
HIT POINTS: 124
ALIGNMENT: Neutral evil
EQUIPMENT: leather armor, shield, fong
sword +2
BACKGROUND: Cytulliar was orphaned as
a little girl. She grew up on the streets of a
large city, and became an expert fighter at
a young age. A powerful warrior noticed
her skill and trained her in the arts of
fighting. She has learned to use many
weapons, and she now travels in search of
riches and fame. She plans to build a com-
fortable lifestyle for herself and retire in
the comfort she never had as a child.
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Kyrrolla

6th-level Wizard

RACE: Human
ARMOR CLASS: 6
THACO: 19
MOVEMENT: 12
HIT POINTS: 18
ALIGNMENT: Neutral good
EQUIPMENT: dagger +2, robe of blending,
ring of protection +2, amulet of life pro-
tection
BACKGROUND: Kyrrolla's Dexterity (16)
gives her an Armor Class bonus. She loves
adventuring and finds it hard to remain in
one place for more than a few weeks. She
travels the world in search of new magical
spells, items, and techniques. She records
her adventures in her diary. leaving a per-
manent record of her travels as a guide to
others who follow similar journeys.
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