Shaw's DragonLance 3rd Edition Adaptation





I am not an expert at writing rules, or utilizing formats for them.  This is a basic outline of some of the changes made for 3rd edition for the adventures and modules that I am writing.  The books needed will be a good solid edition of the Core Rule books for d20.  You will primarily need the Player's Handbook for the 3rd edition.  You will also need to have a DragonLance Adventures handy to better understand the races and the Classes described below.  Finally, for a better understanding of the Knights of Takhisis you will need DragonLance:The Second Generation.  





I am more into writing adventures than rules, but to create an organized campaign in which characters will operate correctly and work with 3rd edition rules, I am writing this summary and adaptation.





Core Races





These are taken from the DragonLance Adventures.  They are adapted in accordance to 3rd Edition rules.  As with 3rd edition rules there are no class limitations, or level limitations. The only level limitation is the rule that one cannot exceed level 20 without the express consent of the Gods.





Kender (pgs. 51 - 54)





Kender modify their initial ability rolls with a -2 to Strength and a +2 to Dexterity.





Kender are Small creatures





Their base speed is 20 feet





They gain a +2 bonus to Move Silently, and Pick Pocket





Kender are immune to Fear





Their Favored Class is a Rogue





Their pockets are typically filled with items of the DM's choice.  Typically there will be up to 100 items in thier pockets from their "borrowing" experiences.  The first 82 positions are relatively harmless miscellaneous items like a stone, or string.  They may have ten more pocket spots filled which could be of any item from harmless items to magic items depending on what the DM desires, (or rolls per page 53 and 54 in the DragonLance Adventures)





Tinker Gnomes (pgs. 54 - 57)





Tinker Gnomes modify their initial ability rolls with a -2 to Strength and a +2 to Dexterity





Tinker Gnomes are Small Creatures





Their base speed is 20 feet





They gain a +2 on Concentration Checks





Their Favored Class is Tinker Gnome





Silvanesti Elves (pgs 58 - 60)





Silvanesti modify their initial ability rolls with a -2 to Constitution and a +2 to Dexterity





They have the same class features as elves in the 3rd edition Players Handbook.





Their Favored Class is a Wizard.





Qualinesti Elves pgs. 58 - 60)





Qualinesti modify their initial ability rolls with a -2 to Constitution and a +2 to Dexterity.





They have the same class features as elves in the 3rd edition Players Handbook with the following exception





Before the 5th age their Favored Class is a Wizard, after the 5th age begins their favored class is Sorcerer.





Kagonesti Elves (pgs. 60 - 61)





Kagonesti modify their initial ability rolls with a +2 to Strength, +2 to Dexterity, -2 to Constitution, -2 to Intelligence, and a -2 to Charisma





They are akin to the Wood Elves of 3rd edition (the Wild Elf +2 to Dex, -2 to Int, may be used instead as well, depending on the Dungeon Master)





Their favored Class is a Barbarian (Though it may be optional to allow their favored class to be Ranger at the Dungeon Master's Descretion)





Dimernesti (pgs. 61 - 62 )





Dimernesti Elves modify their initial ability rolls with a -2 to Strength and a +2 to Dexterity.





Their base speed is 25 on land and 35 in water (swimming)





They have the ability to shapechange at will into the form of either a sea otter or dolphin.  They can do this up to 3 times a day.  They gain all the movement rates and special abilities of these creatures, but lose any spellcasting ability they may have while in these forms.





Thier favored Class is mulitple, they have a choice of picking one of two favored classes, as long as those classes are devoted to Habbakuk,  or Zeboim.  These favored classes are either Cleric or Paladin.





Half Elf (pg. 63)





These modify their initial ability roll with a +2 to Dexterity





They are similar to Half Elfs in the 3rd edition Player's Handbook with the following exception.





Their favored class is a Rogue.





Mountain Dwarf and Hill Dwarf (pg. 65-67)





They modify their initial ability rolls with a -2 to Charisma and a +2 to Constitution.





They are similar to Dwarfs in the 3rd edition Player's Handbook.





Their favored class is the Fighter.





Irda  (pgs. 68 - 69)





Irda modify their initial ability rolls with a -2 to Constitution, and a +2 bonus to Dexterity, Intelligence, and Charisma.  They have an ECL modifier of +1.





Their base speed is 30 feet.





They possess Lowlight vision.





They gain a +2 racial bonus to Listen and Spot checks





They are medium sized





Their Favored class is Wizard.





These are beautiful Ogre like creatures beyond description, however, due to events leading up to the 5th age (Read Dragons of Summer Flame for a better explanation) the Irda are not very common in the 5th age and any that are in existence after the 5th age begins cannot have a Lawful alignment without good reason (Dungeon Master's descretion) due to denying their natural urges which would have led them to be destroyed with the rest of their kindred.





Minotaur (pgs. 69 - 70)





Minotaurs modify their ability rolls with a +4 bonus to Strength and Constitution and a -4 to Wisdom and Charisma.





Their Base Speed is 35





They are large sized creatures (or medium at Dungeon Master's Descretion)





Their favored class is  the Barbarian.





Gully Dwarf (pg 67 - 68)





Gully Dwarfs do not roll their statistics as other races.  They roll their scores as follows.


4d4+2 for Strength


2d4+1 for Intelligence


2d4+1 for Wisdom


4d4+2 for Dexterity


3d4 for Constitution


2d4+1 for Charisma





Gully Dwarfs base speed are 16





Gully Dwarfs have Lowlight Vision





Gully Dwarfs do not have a Favored Class.





Half Orcs





These are the same as in the Player's Handbook.  Many of these will be despised, and one in particular can be read about during books around the Chronicles era.








Classes





The Classes from the Player's Handbook remain as they are described with the following exceptions.





Before the Fifth Age there are no Sorcerers, Monks, or Bards





At the beginning of the Fifth Age there are no Wizard's, or Bards.  Sorcerers are available as the new method of casting magic for the Towers of High Sorcery.  Monks may be admitted depending on Dungeon Master's Descretion, depending on how they attain the land of Krynn.





After the beginning of the Fifth Age, all classes except Monks are allowed (see the note in the paragraph above concerning allowing Monks).  Storytellers of the age (Bards) are beginning to arise in numbers during this time.





The following classes (including Wizards) are either modified as per below.  These are based on the DragonLance Adventures and descriptions of the classes in details can be found their on the pages listed next to the class.





Knights of Solomnia





Split into the main class and two prestige classes, the Knights are despised protectors of Solomnia until after the War of the Lance.





Knight of the Crown





They begin with 2d10 Hitpoints at First Level.  They gain 1d10 Hitpoints every level there after.





A Knight must be Lawful.





They gain (2+Int Modifier) x 4 Skills at first level.  They gain 2+Int Modifier skill points each additional level thereafter.





Their class skills are Diplomacy, Handle Animal, Heal, Ride, and Craft, Search, Sense Motive, Swim, Use Rope, Knowledge (any).





They are proficient in the use of all simple and martial weapons, and all armor and shields.





Their Base Attack Bonus and Saves advance as a Fighter.





They gain a Bonus Feat every 4th level.





They gain Weapon Specialization as a Fighter's feat is they so choose.





Any Knight who exemplifies the Code and Measure gains an extra 10% experience.





Knight of the Sword





Their HitDie is a 1d10.





Requirements - Must possess Knight of the Crown Class, +2 BaB, Wisdom Score of 13 or greater, Knowledge (Religion) (4 Ranks), Heal (4 ranks).  Special:Quest of a journey of 500 miles or more with 3 tests of the Kinght's wisdom, a test of his generosity, and a test of his compassion.  He has to do single combat with a foe of at least the same level as he and be victorious while not betraying the ideals of his knighthood.  Must be Lawful.





They gain 2 + Int. Modifier Skill points per level.





A Knight of the Sword gains Clerical Spells once per week.  He gains them as follows and can cast them as a Cleric.





Level	1	2	3	4	5	6	7


1	1	-	-	-	-	-	-


2	2	-	-	-	-	-	-


3	2	1	-	-	-	-	-


4	3	2	-	-	-	-	-


5	4	2	-	-	-	-	-


6	4	3	1	-	-	-	-


7	5	4	1	1	-	-	-


8	6	4	1	1	1	-	-


9	7	5	2	1	1	1	-


10	8	6	3	2	1	1	1





Their Base Attack Bonus and Saves progress as a Paladin.





Knight of the Rose





The Knight of the Rose has a 1d10 HitDie.





Requirements: Base Attack Bonus of +5, One Ability Score of 15 or Higher, Must have one of the three following.





Must either be an honorary Knight by doing some great service to the Knights of Solomnia or Krynn, Must be of blood, or has a heredity with another Knight of Solomnia in their heritage, or Have been a Knight of the Sword or Crown and completed a quest as per the requirements under the Knight of the Sword Prestige Class.





Upon becoming a Knight of the Rose they gain 3 Combat/General Feats, and 8 Skill points.





Knights of the Rose gain 4 + Int. Modifier Skill Points per level.





Their Base Attack Bonus and Saves advance as a Paladin's.





Tinker Gnomes





Tinker Gnomes are much as they are in Dragon Lance Adventures.  They have a D4 Hitdie.  Their Mishap rules are in Dragon Lance Adventures.  Their Base Attack Bonus advances as a Wizard, and their Saves advance as a Rogue.  They gain (5 + Int. Modifier) x 4 Skill points, and are able to gain any skill excluding normal Rogue Skills.  They gain 5 + Int. Modifier Skillspoints per level.





They can use all simple weapons, and light armor.





Wizards of High Sorcery





Any Wizard of 3rd level or greater should apply to gain the Prestige class of a Wizard of High Sorcery.  Any Wizard of 10th level or greater that is not a Wizard of High Sorcery will be considered a Rogue Wizard (or Sorcerer) and hunted down.





Wizard of the White Robes





Advances as a normal Wizard or Sorcerer, except that at levels 4- 8 they cast spells as if they were one level lower.  At levels 9 - 12 they cast spells as if they were the typical level, and at levels 13 and greater they cast spells as if they were 2 levels higher.





Wizard of the Red Robes





Advances as a normal Wizard.





Wizard of the Black Robes





Advances as a normal Wizard or Sorcerer, except at levels 4 to 10 they cast magic as if they were 1 level higher.  At levels 11 - 14 they cast magic as if they were normal level.  At levels 15-18 they cast magic as if they were 1 level lower.  At levels 19-20 they cast magic as if they were 2 levels lower.  





All Wizards of High Sorcery gain special spells.  These spells will be extra spell slots.  When they are able to cast a spell level (Such as 4th level spells) They can cast 1 extra spell in each level of spells they are able to cast, so for example, at 6th level 





A Wizard of the White Robes could cast 0 level:5   1st level:4   2nd Level:3   3rd level:2


A Wizard of the Red Robes could cast 0lvl:5  1st lvl:4  2nd lvl:4  3rd lvl:2


A Wizard of the Black Robes could cast 0lvl:5  1st lvl:5  2nd lvl:4  3rd lvl:3  4th lvl:2





In addition, the phases of the moon can also affect their spellcasting and Saving throws.(From page 27 of Dragon Lance Adventures)





MoonPhase	SavingThrow	AdditionalSpells	EffectiveLevel


Low Sanction	-1		0			-1


Waning		Normal		0			Even


Waxing		Normal		+1			Even


High Sanction	+1		+2			+1





The White Robes are affected by the Moon Sulinari.


Black Robes are affected by Nuitari.


Red Robes are affected Lunitari.





Only Wizards of 6th level or higher and with an Intelligence  (or Charisma in the Sorcerer's Case) gain from the benefits of the moons, the extra spells can be put into any spell slot desired.





The Moons may also align with each other giving even more additional affects at whichever phase.  These bonuses are added to these phase bonuses and penalties.





Alignment	Savingthrow	Additional Spells	Effective Level


Sol. w/ Lun	+1		+1			+1


Nuit w/ Lun.	+1		+1			+1


Sol. w/ Nuit	+1		0			Normal


All Three	+2		+2			+1





Wizards can optionally gain spells as defined per the DragonLance Adventures, though this would excluded Sorcerers.





Holy Order of the Stars





These may advance as the Clerics in the 3rd editionPlayer's Handbook, including those who cast Druidic Spells, however they must worship one of the Deities of Krynn.  On the otherhand, if one Possess the DragonLance adventures, or Heroes of the Lance 2nd edition books, thay may advance with their spells as they are outlined there, however the class still advances as the Clerical class in the 3rd edition of the Player's Handbook.








Knights of Takhisis





As per page 389 to 407 of DragonLance:The Second Generation Appendix.





Knight of the Lily





They start with 2d10 Hitpoints at 1st level





Their Saving Throws and Base Attack Bonus advance as the Paladin.





They are profficient in all simple and martial weapons as well as all armors and shields.





They have the Same Class Skills as a Knight of the Crown with the addition of Knowledge(religion)





They gain (2x Int. Modifier) x 4 Skills at first level, and gain 2+Int. Modifier Skill points each level thereafter.





They must be Lawful





Knight of the Skull





Their Hitdie is a D8.





Requirements:Knowledge (Religion)(6 Ranks), Base Attack Bonus of +5, Heal (6 Ranks), and a Wisdom Score of 12 or greater.





They cast spells as Clerics and May cast spells as follows.





Level	1	2	3	4	5	6	7


1	1	-	-	-	-	-	-


2	2	-	-	-	-	-	-


3	2	1	-	-	-	-	-


4	3	2	-	-	-	-	-


5	4	2	-	-	-	-	-


6	4	2	1	-	-	-	-


7	5	3	1	1	-	-	-


8	6	4	1	1	1	-	-


9	7	5	2	1	1	1	-


10	8	6	3	2	1	1	1





Thier Base Attack Bonus, as well as their saves advance as a Cleric.





They gain skillpoints as a Cleric.





Knight of the Thorn





Thier Hitdie is a D4





Requirements:Devotion to Takhisis.  Concentration (8 Ranks), Base Attack Bonus of +5, Cannot be Good.  They attain spells either as below, or if previously a spellcaster of arcane spells, as gaining a level in their other class.





Level	1	2	3	4	5	6	7	8	9


1	3	2	1	-	-	-	-	-	-


2	3	3	1	-	-	-	-	-	-


3	3	3	2	1	-	-	-	-	-


4	4	3	2	1	1	-	-	-	-


5	4	4	3	2	1	1	-	-	-


6	4	4	3	2	2	2	1	-	-


7	5	4	4	3	3	2	1	-	-


8	5	4	4	3	3	3	1	1	-


9	5	5	4	4	4	3	2	1	-


10	5	5	5	4	4	3	2	2	-


11	5	5	5	5	4	3	2	2	1


12	5	5	5	5	5	4	3	2	2


13	5	5	5	5	5	4	3	3	3





Sorcerers that become Knights of the Thorn must advance as their class advancement in spells instead of the table listed above.  Only Sorcerer Knights of the Thorn are available at the beginning of the 5th age.





These are the basic outlines of the rules used in the adventures for the DragonLance Campaigns listed as the GreyLord's Lament.  It is expected to be used for those familiar with the 3rd Edition and should be understood easily by those who have the Core Rulebooks of that edition.  The possession of the DragonLance Supplements such as DragonLance Adventures or Heroes of the Lance may also aid in the understanding of the rules adaptation posted above.


