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Seeds of Chaos is the first in a series of adventures
that allow players and Dungeon Masters to role-
play the tumultuous events of the last, scorching
month of Krynn’s Fourth Age. This adventure may
be played separately or as an introduction to the
epic Chaos War Adventure Series. 

These game products tie in to the book line of
the same name. In addition, the DRAGONLANCE®

novel Dragons of Summer Flame by Margaret
Weis and Tracy Hickman provides very useful
information on the world-shaking events spanning
the period of the Chaos War adventures.

Designed for approximately six characters of
levels 7–10, Seeds of Chaos includes two sets of
pregenerated characters. Existing player charac-
ters (especially those inhabiting northern Ansalon
in 383AC during the Summer of Chaos) may also
easily play. As a general rule, total character levels
among the PCs should be around 50.

At stake in this first episode lies the control and
preservation of the great city of Palanthas, as the
legions of Lord Ariakan’s (8h*) Dark Knights
make their lightning-fast conquest of the world.
The player characters commence the story by tak-
ing roles either among the city’s defenders or its
attackers. 

Utterly heroic and fortunate efforts on the part
of the PCs may even change the course of history;
however, in almost every circumstance, the city
falls to the Dark Knights. Part of the importance of
the initial part of the adventure, whether the play-
ers take the roles of attackers or defenders, con-
cerns ensuring that the battle not destroy the great
monuments and treasures of Palanthas.

Regardless of the outcome of the battle, Krynn
quickly faces a new, even more deadly enemy: the
Chaos armies released by the convulsive battle
fought between Krynn’s gods and Father Chaos.
As the chaos hordes sweep across the world, con-
suming lives, beauty, and even memories, the
mortal defenders of Ansalon must set aside differ-
ences, marshal forces and weapons, and prepare
to wage a battle for ultimate survival.

This adventure is set in the World of Krynn, the
campaign setting for a long and continuing series
of DRAGONLANCE tales. For the adventurer who seeks
a setting for more than just monster bashing,
Krynn offers a rich tapestry of stories, challenges,
dangers, and triumphs. 

Players and Dungeon Masters alike are encour-
aged to imagine the roles of their characters as
well-rounded people. These individuals possess
backgrounds, motivations, and desires that have

been influenced by a well-detailed and vividly
wrought past.

Now it is time to embark upon the future.

*Notations that include a symbol such as this
heart indicate which card this character
appears on in the Fate Deck in the DRAGONLANCE:
FIFTH AGE Game.

BACKGROUND STORY

The stage is set during a season of dire portents
and ruthless, efficient violence as the Knights of
Takhisis assault the continent of Ansalon. The fol-
lowing two developments represent common top-
ics of news known to all throughout the area of
the adventure. Here, and throughout the adven-
ture, the DM should read or paraphrase the pas-
sage within the unshaded box to all players:

2

INTRODUCTION

Optional Rules
The Seeds of Chaos adventure is designed
to be played with the rules of the ADVANCED

DUNGEONS & DRAGONS® second edition game.
However, it can be easily adapted for play
with the SAGA® rules of the DRAGONLANCE:
FIFTH AGE® game. 

Naturally, the story proceeds the same
way with either set of game rules. In places,
sidebars marked such as this one provide
rules for resolving game situations with
action difficulty ratings and other proce-
dures for the SAGA rules. 

The SAGA system presents a unique alter-
native to the dice-based roleplaying of the
AD&D® game and most other systems.
Using the 82 cards of the Fate Deck, play-
ers in the SAGA game exert a greater level of
control over events, since the cards allow a
choice of tactics (whereas capricious dice
leave things utterly to chance).

The primary difference in this adventure
is that random circumstances resolved by
die rolls in AD&D are determined with
card draws in the SAGA rules.
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WAR BETWEEN THE GODS
Released by a foolish act of the ancient, arrogant,
and aloof race known as the Irda, omnipotent
Father Chaos has been released from confinement
in the Graygem. Infuriated by the gods who
trapped him there, he vows to destroy them and
all of their creations.

The gods of Krynn are distracted by the
impending struggle. They pay little attention to the
world as they bicker and squabble among them-
selves concerning how best to deal with the
onslaught of doom. This absence creates difficul-
ties for characters who frequently try to establish
contact with their gods.

Clerical Troubles
Any priest characters who attempt to cast spells
during the course of this adventure may find it dif-
ficult to tap the power of their deities. As the spell
is cast, the DM (or player) rolls 1d6. On a 5 or 6
the spell is cast normally, but on a 1–4 the priest
acts as if he is that many levels lower than his
actual level for purposes of this spell only. For
example, on a roll of 4, a 7th-level priest casts the
spell as a 3rd-level priest. 

In some cases, this means the spell can’t be
cast at all. In this event, the character doesn’t lose
the spell from his repertoire, though it cannot be
attempted again until 10 rounds have passed.

News of Ariakan’s campaigns reach the city
from many sources. The waterfront, of course,
throbs with rumors that grow more ominous with
the arrival of each new ship. Riders coming over
the pass defended by the Tower of the High Clerist
report that the legions of the Dark Knights have
crossed the Vingaard River. The army steadily
advances on the tower—the historic bastion that
has always guarded Palanthas from direct attack.

3

Led by Lord Ariakan (reputed son of the Dragon
Highlord Ariakas (9W) and the Evil goddess
Zeboim), the legions of the Knights of Takhisis
recently landed on the northeastern coast of the
continent. In a series of lightning campaigns,
these so-called Dark Knights occupied the
lands of Kalaman, eastern Solamnia, Neraka,
and much of Ansalon’s heartland. 

Utterly devoted to the Queen of Darkness,
these well-trained, ruthless troops include pow-
erful priest and wizard contingents, huge regi-
ments of draconians, and powerful warriors
called brutes. The latter, hulking ghastly blue
creatures bigger than men, show utter loyalty
and fearlessness in the service of their lord.
Finally, the Dark Knights count on the aid of
many blue dragons that serve as scouts, power-
ful fighters, and swift, loyal mounts for flying
knights.

At the same time as Ariakan’s invasion forges
ahead through seemingly unstoppable cam-
paigns, the world of Krynn swelters under a
summer of unprecedented heat. Crops wither
and die, rivers turn to muddy trickles, and
countless lakes and ponds disappear. A haze
constantly blankets the sky, though it does noth-
ing to diffuse the intense heat of the blistering,
reddish sun.

From across the land reports arrive of wells
going dry and whole villages forced to evacuate
or perish of utter thirst. Disease rages
unchecked. Many clerics and other soothsayers
cross the countryside, preaching of dire events,
talking of “Storms of Chaos” coming from the
North. Some of these even claim that the gods
of Krynn are turning their backs on the people
and the world they created.

The background to these disturbing pheno-
mena may or may not be known to the players.
Though the characters must delve into the story to
learn more throughout the adventure, the DM
should be aware of what’s happening from the
start by reading the next several sections.

Instead of a die roll, the Narrator should draw a
card. A result of 1–3 (white aura) means no
effect, while a 4–9 (red or black aura) represents
the number added to the difficulty of the action.

PHASES OF THE MOONS
Dungeon Masters may use the magic rules detailed
in Tales of the Lance and elsewhere which allow
spells to increase or decrease in power based on
the phase of the moon that influences the mage’s
type of magic (white, red, or black).

That adjustment is possible in this adventure,
though it remains purely optional. For DMs who
want to keep track of the effects, the moons of
magic occupy the following positions on Day One
of this adventure.Sam
ple 
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Moon Phases
Moon Robe Phase Day in Cycle
Solinari white waxing 28 of 36
Lunitari red high sanction 1 of 28
Nuitari black low sanction 2 of 8

FALL OF THE

HIGH CLERIST’S TOWER
In a swift attack during which the brutal effective-
ness of Ariakan’s tactics are proven for all Krynn to
see, the Knights of Takhisis strike the High Clerist’s
Tower—a fortress that has stood fast against every
prospective conquest for more than a dozen cen-
turies. Defended by the Knights of Solamnia, the
bastion is a proud
symbol of everything
standing against the
forces of the Dark
Queen. But Ariakan’s
army captures the
tower in a single day
of brutal battle. 

The defense is
brave, but doomed.
In the late afternoon
of that violent day,
the gold and sil-
ver dragons who aid 
the Solamnic defend-
ers abruptly and in-
explicably withdraw.
Most of the Knights of Solamnia fight to the death,
though a few are taken prisoner—generally
because they are unconscious, or wounded so
severely that they can no longer resist. In the final
act of a long and illustrious life, Tanis Half-Elven
(2a)—one of the original Heroes of the Lance—
gives his life in the futile defense of the fortress
gates. In an instance of dark irony, the place
where he falls lies in clear view of the spot on the
ramparts where, some thirty years earlier, his
friend and companion Sturm Brightblade (1w) sac-
rificed himself in another war.

Now Ariakan turns his eyes toward easier tar-
gets and more tempting treasures. Chief among
these is the city of Palanthas, exposed and vulner-
able because of the loss of the mountain fortress.

A TREATY OF ILL OMEN
By the time of the battle for the High Clerist’s
Tower, however, the pantheon of Krynn reluctant-
ly settles upon a course of action. They will allow
the Knights of Takhisis to prevail over the world so

that mortals can stand united against the horrors
of chaos that have yet to be released. Takhisis,
Queen of Darkness, smiles, grimly pleased by this
development. Paladine, Gilean, Reorx, and the
other gods of Goodness and Neutrality agree
because they see the only alternative being the
utter destruction of the world.

This pact causes the Good dragons to withdraw
from the defense of the fortress-tower. Furthermore,
it limits the amount of aid these great serpents prove
willing to provide for the defense of Palanthas.

RELATED READING
Numerous products published by TSR detail the history
and setting of Krynn. While none of them are necessary
for playing this adventure, they provide a lot of useful

information about the
world, Krynn’s gods,
and the characters who
reside there.

Some of the most
relevant publications
in terms of this ad-
venture include the
following:

The DRAGONLANCE

C h r o n i c l e s and
Legends series by
Margaret Weis and
Tracy Hickman set
the stage for all the
tales of Krynn. More

recently, their novel Dragons of Summer Flame
establishes a background for the specific time peri-
od of this story.

The novel Tears of the Night Sky, by Linda P.
Baker and Nancy Varian Berberick, also involves
the current time period and setting of Palanthas.
Another book, The Last Thane, by Douglas Niles,
deals with the Chaos War in the dwarven kingdom
of Thorbardin and provides some background
material on the Hylar fleet that sails to aid the
Knights of Solamnia.

Players who choose to run characters involved
in the Knights of Takhisis and who wish to know
more about the creation of the Knights and the
strictures of their order are encouraged to read
The Second Generation, a DRAGONLANCE anthology
by Margaret Weis and Tracy Hickman. The book
includes an appendix on the Knights of Takhisis
that details their history and many game-relevant
details about their organization and beliefs.

The boxed campaign setting Tales of the Lance
provides a comprehensive look at all aspects of
the world at this time in history. Also, the dramat-
ic supplement, Palanthas, provides a detailed look

4
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from the Thieves’ Guild, Tower of Sorcery, and
temples within the city.

Other than the player characters, the defenders
of Palanthas remain few and far between. The
Knights who made up the backbone of the city
garrison have all fought (and been killed or cap-
tured) in the battle for the tower. The common
men-at-arms of the city garrison, bereft of their
leaders and lacking the courage and discipline
that motivates the Knights of Solamnia, often
throw aside their uniforms and attempt to flee, or
blend into the city’s population of private citizens.

Mixed Campaigns
It is conceivable that some characters may begin
with each side, though this creates obvious
headaches for the poor DM (who may find it eas-
ier to handle this circumstance by having an assis-
tant DM, at least for the first two thirds of the
adventure). Should some players want to portray
Dark Knights and others feel more comfortable
taking the roles of defenders of the city, several
options present themselves.

Though it is clearly impossible for attackers and
defenders to always cooperate (and so, the two
sides cannot always adventure together through
this module), there exists some room for negotia-
tion. Even when opposed to one another (Dark
Knights arresting Solamnian widows, defenders
trying to spirit them away), the DM might pit the
defenders against other nonplayer character Dark
Knights and let the PC Dark Knights struggle
against NPCs.

Perhaps the PCs knew one another before the
war and still acknowledge one another as friends.
Dark Knight characters might look the other way
while defender PCs help Palanthas’ downtrodden
or defenders might find themselves in a position to
save Dark Knights from an irate mob. They might
both be interested in cleaning out the Thieves’ Way.
Certainly, in the end, they must cooperate in any
case, and even an uneasy truce is a starting place.

Choosing Player Characters
As noted, Seeds of Chaos includes a variety of pre-
generated characters usable in this adventure and
the two that follow. All possess roleplaying as well
as statistical backgrounds and are designed to add
to the story lines of the game.

The pregenerated PCs are described later in this
section.

at this magnificent city as it plunges with the rest
of the Krynn into the era succeeding these events.

PREPARING FOR THE
ADVENTURE

A number of options are open to different groups
of players as they and the DM make preparations
to embark upon Seeds of Chaos. These options
begin with a basic decision of whether the players
want their characters to side with the forces of
Good or the armies of Evil? Groups will discover
that by the end of this adventure such distinctions
are buried by the need to the face a much deeper
schism—a struggle for survival against chaos that
threatens the very survival of Krynn.

CHOOSING SIDES
Players should make the initial decision as to
whether they want to take roles from among the
new conquerors of Krynn or the defenders of the
city of Palanthas. 

Attackers
The attacking forces, now standing at the brink of
victory, are the Knights of Takhisis. These legions
include many fighters, who fill the ranks of the
Knights of the Lily. However, these sword-wielder
receive aid from Knights of the Skull (priests of
Takhisis, commonly known as Skull Knights) and
Knights of the Thorn (mages, often called Gray
Knights or Wizards of the Gray Robes). 

Player characters from Knightly ranks are given
important assignments toward the subjugation and
occupation of Palanthas. While they receive their ini-
tial commands from Lord Ariakan himself, the play-
ers enjoy a lot of freedom concerning what tasks they
take on and how they meet those challenges.

In addition, these characters may call upon the
aid of several blue dragons, the type of chromatic
dragon most favored by Ariakan because of its
fearsome powers and willingness to work in con-
cert with fellow dragons and human allies. The
blue dragons, while NPCs in their own right,
establish relationships with their player character
riders and constitute very powerful allies indeed.

Defenders
The defenders of Palanthas include several Knights
who failed to reach the High Clerist’s Tower in
time for the crucial battle, as well as characters
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