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When the flrst DMaONLuiCP products were publlshed In 1984. people 
were amazed, Impressed, and captlvated by the artwork, whlch moat agree 
Is some of the flnest fantasy art ever produced. 

The artwork was first featured In the DMaONLuiCE calendars, whlch sold 
out almost lmmedlately. DRAaONUNCC fans sent In requests for copies of the 
artwork. In addltlon, they wanted to know Ithe lnslde s t o w  on the making 
Of DRAaONMNCe. They wanted to know who designed It. who worked on It, 
how It came about. 

The Art of the DRAOONLAVCE Saga was created to fill both needs. The 
book collected In one volume all the art that had been prevlously pub- 
llshed In the calendars and on novels and game products. The book also 
presented for the flrst tlme concept artwork and prellmlnary sketches 
that had never before been seen. The art book sold out and, due to the 
expense of productlon, was not reprlnted-much to the dlstress of 
DRAaONLuifX fans who have slnce haunted used books stores searchlng 
for coples. 

It Is therefore with much pleasure that we are pleased to brlng you, 
once agah, The Art of the DRAaONwncE Saga, comblnlng the work of 
some of fantasy's top artlsts wlth the story of the project's Inceptlon 
and creation. We hope you edoy It. 

Margaret Wels and Tracy Hlckman 
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"Somewhere this world Krynn e.,..".., . . 
of It." -Tracy Hlckman 

creatlon of the world. 
The gods of Krynn came together in May, 1983, to dlscuss the 

They dldn't meet in the fabled halls of Valhalla, nor upon 
Mount Olympus. They met In an old hotel In downtown Lake 
Oeneva, Wlsconsln-a hotel that had been converted into an 
offlce building and was the corporate headquarten of the Iarg. 
est, most successful role-playlng game company In the world- 
TSR Hobbles, Inc. 

The hotel was not a prestigious meetlng place for the gods. 
They still tell the tale, In fact, of the designer who fell through 
the floor of his third-story offlce, Hearing a crash, one of the to1 
executlves was conslderably startled to look up and see a foot 
stlcklng through hls celllng. 

)ut of the chaos In the heavens a world was formed-a world 
Honder and danger, a world of romance and darlng, a world 

of laughter and tears. 
The world of the Dragonlance. 
The god who began to envlslon the poaslblllty of thls world In 

hls mlnd was the Qod of Marketing. Thls god ascended from his 
mlghty throne one day in early 1963 and announced that he 
had done a survey. And, according to the survey, people who 
played the DUNQEONS & DRAQONS* game wanted more 
dragons. 

"Therefore;' said the God of Marketing to the Qods of NPD 
(New Product Deslgn), "glve us dragons:' 

The call went forth. The gods moved from thelr hotel Into 
new spaclous bulldlng of carpets and modular cublcles, secure 
floors, computers, and no wlndows. Here I t  was that the deslgn- 
ers of NPD brought forth their dragons and, after due conslder- 
atlon. one was chosen. Thls was a three-part tale, orlglnally 
titled Bye of the Dragon, wrltten by a new staff member from 
Salt Lake Clty, Utah-Tracy Hlckman. 
To Hlcktnan and to Harold Johnson, manager of NPD, was 

glven the responslblllty of creatlng the world and all that lived 
thereln. 

"Harold and I spent a weekend at my house-" beglns Hlck- 
man. 
''Mu house;' Interrupts Johnson. 
"No, my house was the first meeting," returns Hickman. "Your 

house was the second meetlng:' 
Johnson shakes hls head. 
"Anyway." Hlckman contlnues, "we spent one weekend some- 

where comlng up wlth what would eventually be the basic plot 
and characters:' 

"You see;' continues Johnson, "we wanted somethlng more 
than a KIII-the-Dragon-of-the-Month serles. whlch Is  what Mar- 
ketlng was proposlng. We were tired of tt 1 hack-and-slash 

:d of those, too. We 
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wanted a game with depth, a game where there was more than 
Just find the monster, kill I t ,  snatch the treasure, find the next 
monster." 

The two developed a plot based on a group of diverse adven- 
turers searching for an anclent artifact to rid the world of an 
mcient, legendary evil-dragons. 

"Dragons In some of the games were so wimpy a party of gully 
dwarves could have killed them. We wanted our dragons to be 
fearsome, really toughi And so we made them nonexistent In 
thls world at  first. They were supposedly only creatures of leg 
end. We played It up big so that when our players flnaily meet a 
dragon, they're scared out of their socks-and deservedly sol" 

It was also decided, at thls time, to develop characters people 
:ouid play if they chose. These were to be the Heroes of the 
wnce, and each character would represent one of the character 
classes In the game: fighter, maglclan. cleric, thief, and so forth. 

"That was a controversial Idea:' Hlckman recalls. "Some peo- 
ple predlcted it would be the downfall of the series. They said 
players like playlng thelr own characters and would resent hav- 
Ins to play others. W e  made It a choice; players could bring thelr 
own character Into thls world or they could play the ones we 
leveloped. A s  It turned out, t h e  characters we developed be- 
:ame so popular, people started taking them Into other cam- 
paignsl" 

Qods of Management. In order to have an Impressive package, 
the creators of Krynn needed what Is called "concept art" to 
give Management an Idea of the product's "look." 

"Harold and I spent one afternoon describing Krynn and i t s  
people and creatures to Larry Elmore. TSR staff artist. We partic- 
ularly concentrated on the characters, slncc these were one of 
the most Important elements In the game. Larry was so excited 
by the concept that he went home and In one weekend-on his 
own time-produced the four orlghai DRAGONLANCE@ palnt- 
lngs portraying the maor  characters and events." 

The Qods of Management looked with favor upon the world. 
and ProJect Overlord-as it was code-named-went into h' 
gear. A larger design team was formed under the leaderst 
project deslgner, Hlckman. By thls t h e ,  the project had grov 
considerably In scope. What began as a three-game module s 
rles was now a proposed twelve-module serles plus a trilogy o 
adult novels, a full-color calendar by TSR staff artists, mlnla- 
tures, toys, and articles and short stories. 

"We wanted the dragons to be really awesome:' Hlckman says. 

At  thls polnt, NPD needed to present thelr Idea to the Supreme 

. 

The new deslgn team began forglng the world. 
"The meetings were long and certainly not di ,ecalls HI( 

man. laughing. "There were arguments and del a, as  there 
should be In creatlve sesslons. We were, after all, doing some 
thing that no game company had ever attempted before now 
producing game modules with a connecting storyllne and ' 

characters that would carrv over from one module to the  next 
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growing In all aspects of their 
Ilves:' 

One dlscusslon centered 
around the halfling character 
class and went something like 
thls: 

"Should we have halfllngs?" 
Qeneral crles of "yes" and 

"Our players like them. I say 

"I say they go. Too 7blkien:' 
"Let's come up wlth a new 

"Small. childlike-" 
"No furry feetl" Qeneral con- 

sensus. 
"Let's make them natural- 

born thleves." 
"Hey, 1 object to a race of 

thlevesl" 
"What if they steal Just be- 

cause they're curious? They 
don't really mean to take any- 
thing, and they don't steal for 
gain:' 

And so the race of the ken- 
der-and the character of Tas- 
slehoff Burrfoot-was born. 

The world of Krynn was di. 
vlded Into three maJor raced, to 
colnclde wlth a theme that was 
rapidly developlng: the balance 
of the world between Qood, 
EVIL and Neutral and how that 
balance needed to be main- 
tained In order to keep the 
clockwork of the world In mo- 
tlon. The elves represented the 
extreme Qood, the ogres ex- 
treme Evil, while humans were 
the race that swung the pendu- 
lum, free to choose between 
the two. 

Added to this were the crea- 
s of the world, including 
ions as  the highest of their 

order. agaln dlvlded In three 
groups: good dragons, evil 
dragons, and I 'a1 dragoi 

lor races Then --- 

"no." 

we leave them In." 

race then:' 

I 
I 



created by accldent: dwarves, 
kender, and gnomes. A t  the 
beglnnlng of the story, the 
races were dlvlded and polar- 
(zed because of the recent de- 
structlon of the world durlng 
the Cataclysm. One of the les- 
sons taught In the story Is that 
the differing races must learn 
to put aside thelr petty Jealou- 
sles and hatreds In order to 
join together to defeat the evll 
that threatens them. 

The orlglnal group of com- 
panlons (the Innfellows) was 
made up of a representatlve 
from most of the races. The 
party Itself carrled out the 
theme: some of the characters 
were good (Sturm. Caramon): 
some neutral (Tanls. Tasslehoff 
Flint, Ralstlln) and one evll (Kit. 
lara). Of these, the leader of tht 
group-Tanis-carried the 
theme further In that he was a 
half-elf, dlvlded wlthln himself, 
In love wlth an elf malden, 
Laurana. who represented 
aood and a human woman, 
Kltlara, who was evll. 

The memories of who createc 
what particular character have 
become blurred. Harold John- 
son Is credlted wlth developing 
the kender. Tracy Hlckman 
produced Tanls, Laurana, and 
Kltlara. The gods origlnated 
wlth Jeff arubb, who gave 
Ralstlln hour-glass eyes and 
golden skln. But the majorlty 
of the characters came out of 
hours of dlscusslon and plot 
development. and many slmply 
grew as they went along. 

The artlsts themselves, who 
were working on the 1985 
DRAGONLANCE@ calendar a t  
the time. had a tremendous 
Influence on how the charac- 
ters looked and dressed. The 

.-i ,. . " 
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the design team, learnlng 
about the characters and the 
storyline, to which they 
brought their own unique 
Ideas. 

"it was extremely helpful to 
have Tanls standing in my of- 
flce. 80 to speak. in the calen- 
dar painting" says Margaret 
Weis, co-author of the 
Dragonlance novels. I knew 
what he looked ilke. what he 
was wearing. I even came to 
know the Intense, serious ex- 
presslon on hi$ face that Larry 
gave him In the calendar cover 
palntlng. Larry's orlglnal con- 
ception of Ralqtlln also Influ- 
enced me. There Is, to me, a 
world of sufferlng In the mage's 
face that affected me a great 
deal and made him my favorite 
of the characters." 

Weis joined the design team 
in the late fail of 1983, when 
she was hired as an edltor in 
the book dlvislon of TSR. She 
was orlglnaliy glven the re- 
sponsibllity OF developlng the 
plot for the pro'posed novel 
series and worhing with au- 
thors to develop It.  

"Although I can remember 
I being a bl~lntlmldated by the 

people on the design team, 
partlcularly Michael William's 
red suspenders, Doug Niles's 
full beard, and Tracy's habit of 
talking wlth hls feet propped 
up on the desk;I was soon en- 
thralled wlth thfs world these 
people had created. 1 moved 
Into Krynn, lock, stock and 
barrel, and I've never lefti" 
Wels laughs. i j 

The company;s orlglnal Idea 
was to contact various authors 
who would be Interested In 

I 



their work. 

the beglnnlng of this proJect,” 
says Hickman. ”One was that 
we thought the actlon In the 
novels should follow the actlon 
in the game. As this turned 
out, I t  made for too many char- 
acters In the early novels (one 
reason we split the party) and 
made the early novels too long. 
We had to cut over one hun- 
dred pages from the flrst 
book.” 

ters to keep track of In those 
first books;‘ says Weis wlth a 
sigh. “We kept havlng to take a 
head-count. Is everyone here? I 
remember once I left Eiistan 
out of an entire section In the 
second novel. I simply forgot 
about him, probably because I 
never really liked hlm. He was 
a0 good he was boring. I re- 
member golng to Tracy, practl- 
caliy in tears, and saying ‘Do I 
really have to put him In? Can‘t 
I kill him?’ ” 

The writers who submitted 
materlal were all good, each In 
his own way, but none provided 
exactly what the deslgn team 
was looking for. 

them;‘ says Weis, ”but it soon 
became clear to Tracy and me 
that no one knew our world the 
way we did. My degree In coi- 
lege was in wrltlng, I was a pub- 
lished author (although I‘d 
never publlshed a novel), and I 
told Tracy that we were‘the 
ones to wrlte this book. We 
took one weekend and wrote 
the prologue and the flrst five 
chapters to Dragons of Autumn 
TwTLulllght. That sounds Incredl- 
ble to me now, but we had lived 
wlth the story so long, It Just 
poured outl“ 

“We made lots of mistakes at 

“There were so many charac- 

“We tried worklng with 





The DRAQONLANCEm design 
team realized that If they in- 
tended to name this saga after 
a new weapon, they’d better 
know what the weapon‘s 
powers were1 They considered 
making the lance magical, fir- 
ing a beam that drew its pc 
from the life force of the 
dragon itself, but they absn- 
doned the idea because I t  
touched into the realm of sci- 
ence fiction. 

got fired up about designing 
the dragonlance;‘ explains 
Larry Elmore. “I couldn’t see 
how a man sitting on a dragon 
flying at high speeds, spearing 
other dragons, could keep from 
getting knocked off. 

“I decided that the lance 
needed to be Fastened to a sad- 
dle that would allow I t  to pivot 
to cushion the rider against a 
Jarring blow. If a rider spears a 
dragon to his right and the 
dragon continues on, the 
swinging lance will knock the 
rider off unless there‘s s stop of 
some sort. And he couldn‘t use 
a normal shield because the 
lance would take two hsnds. 
The solution was a shield that 
flt over the lance. triangular in 
shape so that it could rotate 
across the dragon‘s back and 
offer maxi otection to 
the rider.” 

“I’m s stickler for detail, so I 



befuddled old maglGa6:' 
One of the reasons the world Is so 

clearlv In our 

TSR, Inc., declded to take a chance on the two unknowns, Wela 

"Although the serles was 
and Hlckman, and agreed to let them wrlte the books. 

Intended to be a trllogy (and we even had the fourth book about 
Ralstlln and Caramon in our mlnds). our edltor, Jean Black, pru- 
dently had us provlde a true endlng for the flrst book In case the 
serles bombed. The game module serles was designed to end 
after the fourth module;' recalls Hlckman. "All of us on the 
design team and everyone who worked on the proJect believed 
In It. But there had never been a role-playlng game llke thls one, 
and already a few critics were questlonlng the use of pre-deter- 
mlned characters. Add to that the fact that one book by two 
people no one had ever heard of was going to fall into the world 
of publlshlng like a raindrop In the Blood Sea. I t  was absolutely 
wonderful of TSR management to take such a big risk." 

The DRAQONLANCE calendar came out In June, 1984. The flrst 
game modules were Introduced at TSR's annual QEN CON@ game 
conventlon In August of that year. Wels and Hlckman had the first 
novel ready to go In the fall. The games and the calendar were 
recelvlng a good response, and people wanted the book. 

"No one could flnd I t  on the shelves;' remembers Wels. "No 
one could flgure out what had happened to It. Finally It was dls- 
covered that a mlstake had been made by our dlstrlbutor and 
very few of the books had been shlpped. Once they were, peoplc 
bought them, read them, and told their frlends about them. In 
January, 1985. Dragons ofAuturnn Wfllght hlt the best-seller 
llsts for the bookstore chalns. 

The artwork undoubtedly played an Important role In the suc- 
cess of both books and game modules. Mall comlng to the com- 
pany Indlcated that many people had picked up the book or the 
game slmply because they were attracted by the atunnlng art- 
work. 

What else made the project such a phenomenal success? 
"The team work, the frlendshlp;' says Wels. "This was more 

than another quest to save the world. I t  was a serles about peo- 
ple and thelr relatlonshlp to  each other. Especlally, it was a 
serles about frlends. The frlendshlps I've made In worklng on 
the DRAQONLANCE proJect have been one of the best parts of It." 

"Finally, there have been the hundreds of people who have 
written us, telllng us how much pleasure they've had vlsltlng 
Krynn. As  Tracy says, somewhere Krynn exists. I llke to think of 
us all wandering around In It, having our valuables llfted by 
curlous kender. dodalna draconlans. and Dlcklna UD the hats of 

I allve Is that through the 
lmaalnatlons. The TSR art- artwork, we can see I t  

lsta, both on staff and thosewho have worked wlth us freelance 
played an Important role In the development of the serles. We 
are very pleased to be able to share thls artwork, some of tt 
belng publlshed for the flrst time, with you. 

The gods of Krynn look down upon thelr work and smile. 
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“Slluara and I watched fn awe 
rk-robed clerk brought 
shlnlng golden dragon 

umed the mlnd. . . . 

to a hfdeous green and 

shell. It was loathsome and 
rupt to look upon. . . . The 

rua spllt Its sllme-covered skin 
d fiOm Its  bod^ came the cull 
nns of. . . draconlans.” 

-allthanas. Dragons of 
Sprlng Dawnlng 

thery wlngs sprang from 
ck. It had the scaly flesh 

reptlle; fts large hands and 
were clawed, but It walked 
ght In the manner of men. 

that allowed tt the use of 
gs. . . . The creature had 

maleuolent belng had 
ft Into that of a repUM 

Dragons ofAutumn TwIllght 

The deslgn team wanted to 
ate a new race, as  Tracy 

sed bad guys, ogres:’ The 

than a good guy perverted 
the bad guys? They wanted 

types of dragonmen, 
ed to each type  of 

versatlons between 
e and Hlckman solldlfied 



look like; they would be 
vaguely human (uprlght 
stance), but they would have 
wlngs and look overwhelmlnglj 
reptllian. Elmore looked a t  the 
established game statfstlcs for 
these "draconians," as iilck- 
man called them, before begln- 
nlng and based his declslons 
on slze and weight on those 
stats. 

The draconlans were pat. 
terned after the dragons they 
derived from. Everyone wanted 
the dragons of Krynn. however, 
to look different from the 
standard AD&D@ game 
dragons. While a red dragon 
from Krynn has the same game 
statlstlcs as any other red 
dragon, for example. I t  has a 
distinctive look that Identifies 
I t  ab a dragon from Krynn. De- 
spite the fact that Elmore loves 
designing things ("I could have 
spent a year Just designing 
stuff"), the artlsts decided that 
whoever did the flrst paintlng 
of each type of dragon would 
set the pattern for that dragon 
and its draconlans. 

Elmore's orlglnai draconlans 
(far left on pages 16 and 20) 
have no tails. In the story, dra- 
conians sometimes disguised 
themselves as humans, and a 
tall would be very hard to hlde. 
However, when TSRs Dave 
Sutherland added tdls to make 
the draconlans look more rep- 
tlllan, everyone liked the look 
so well they kept It. But no one 
ever drew a draconian in dis- 
guise. 

The two draconlans a t  far 
rlght are prellrnlnary sketches 
from Clyde's paintlng for 
Dragons of Mumph. The (tail- 
lessl) draconian a t  top faces 
right In the final version of the 
palntlng. 







preliminary plannlng and de- 
sign paid off throughout the 
project, which Involved more 
than a dozen artists. 

The auraks, below, opposite 
page, are two of Dave Suther- 
lands design sketches for 
aurak armor. 

When drawing the Interior 
lilustratlons for Dragons of 
Spring Dawnlng, Jeff Butler 
patterned his creatures after 
the style of Denis Beauvais, 
who had illustrated Dragons o/ 
Autumn Twllfgilt and Dragons 
of Wlnter Mght. Note the stmi- 
larities between Dents's dra- 
conian (bottom right) and Jeff 
(top). Careful readers will also 
notice that none of these dra- 
conlans have tails1 

Jeff's pottrait of Qahkaa 
shows him in a contemplative, 
scheming mood. Qahkan wearc 
the extremely heavy armor 
characteristic of sivak 
draconians. 

/ 



After Larry completed his draconian design 
sketches, they stlll needed armor and weap- 
ons. Dave Sutherland, of TSR's Qraphlca 
department, has a long-standlng Interest In 
ancient and medieval weapons and armor, so 
Elmore turned hls sketches over to Sutherland 
for "dressing:' 

sketches, Sutherland designed a multitude OF 
armored sultm heavy plate armor for the slv- 
aks, light leather armor for the auraks and 
bozaks. chaln mall, banded armor, and doze 
of others. The armor shown on pages 18 
through 25 Is based on Sutherlands designs. 

The weapons used by the draconians were 
designed for specific purposes. The long, 
hooked pole weapons are used to knock charg- 
ing horsemen off their mounts or snag an ene- 
my's armor and drag him to the ground. 

Working on tissue lafd over Elmore's 

24 



Reasoning that draconlans rely more on brute 
force than flnesse In flghting, Sutheriand de- 
signed swords that would be effective as chop- 
plng rather than stabblng weapons. Some of 
the very elaborate, serrated blades were de- 
signed more for their ferocious appearance 
than a particular use. A medleval weaponsmlth 
would have had a very hard tlme forging such 
a weapon. so the draconians who possess 
them are rlghtfully proud of them. 









Efmore rirsr oesigneo me 
Dragon Highlord armor, above 
to look like a dragon, but he 
thought I t  mlght be too cum- 
bersome to be practlcel for 
someone who had to ride and 
flght on the back of a flying 
dragon. A Highlord's armor has 
to be heavy to protect him In 
battle, but I t  also has to be 
flexible, allowlng him to strlke 
and dodge In any direction. I t  
also must be fully enclosed to 
protect hlm from the cold and 
wind while flying. Notice the 
eyes In the helmet at bottom 
left. The eye sllts are very 
small, glvlng excellent protec- 
tion, but they are Indented, 
making them look much larger. 

Kelth Parklnson's painting of Ember and Ver- 
mlnaard chaslng BIalze was nearly flnlshed 
when, one nlght, Parkinson took It home. The 
palntlng came back the next day wlth an en- 
tirely dlfferent background. The dragons 
stayed the same but, In fact, there Is a com- 
pletely different painting beneath thls one, 
which the artlstJust wasn't satlsfled wlth. The 
artists' enthusiasm for the project and con- 
stant striving for excellence contrlbuted lm- 
mensely to the superb quality of all of the 
DRACiONLANCEF art. 
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This piece 1s one of Larry 
Elmore’s favorites, portraying 
”anis and Laurana In the fore- 
ground and a character that 
the reader will come to know 1s 
Kitiara. the Dragon Highlord, In 
the background. Although a 
quiet scene with little action, 
there Is an underlying tension 
that comes from the expres- 
sions on the faces of the lovers. 

“This symbolizes the love 
Mangle between the three;‘ 
comments Elmore. “Tanis 
looks moody and torn. Laurana 
looks both watchful and 
possessive:’ 
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"We are not the stuff of h 3. . . ." 
-Tanis Half-Eiven, Dragons of Autumn Wlllght 

"Tanis was an interesting character, once we 
got to know him," says Weis. "He Is introspec- 
tive, he thinks a lot about hlmself and the 
other people In his life. That allows us to see 
the other characters through his eyes. He is 2 

man in conflict, with inner doubt. I thlnk Lan 
portrayed this beautlfuily In his art." 

Tanis was one of the flrst characters Lk--3 
Eimore painted when doing the 
DRAGONLANCE@ calendar cover. I t  is an Inside 
Joke that Tanis looks a great deal like the art- 
Ist, although Eimore denies this. 

"They told me that he was a guy with red 
hair, a beard, and a moustache. He was a 
woods-type elf, so I added the feathers 
and headband. I used the Celtic 7 
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r "All of us have our favorite 
characters;' remarks Weis. 
"Doug Nlles llkes Flint. Tracy Is 
Fizban. while everyone loves 
Tasslehoff. But when I first read 
what little there was about 
Ralstlin in the design team's 
sourcebook, I knew he was 
mine:' 

That Raistlln captured th 
artist's lmaginatlon is easy to 
see In the numerous paintings 
and drawings In whlch he 
appears. Kelth Parklnson's 
painting. "The Soulforge;' i 
the only one to portray the 
mage without the golden skin, 
since I t  takes place prlor to 
Raistlln's test in the tower. 

Ones" shows the mage 
unmoved by the sight of hlc 
failed experiments In creating 
llfe. Origlnaliy, even more gro- 
tesque monsters appeared In 
this Daintlng, but were so 
ston .turning t 
pain--- Jver them. 

Jeff Easley's "Lalr of the Llve 



Originally, the deslgn team 
envlsioned Ralstlln a s  the un- 
likable member of the party. He 
was sly and greedy and weak 
with golden skln and hour- 
glass eyes, although no one 
knew a t  the time why he had 
either. 

hero; the man who will finally 
be consumed by his fatal 
flaw-his thirst for power," con- 
tinues Web. "Yet I wanted peo- 
ple to understand him, to even 
ldentlfy with him." 

in "The Last Spell of Fletan- 
dantlius." what appears to be a 
pillar behind Fistandantllus Is 
actually a huge rope. As a 
child, Parklnson was fasclnated 
by the movte. Slnbad. The em- 
peror kept his soul at the top of 
a tower, accessible only by a 
huge rope. Parkinson thought 
the Image appropriate In pop 
traying the laboratory of the 
evil mage. (Astute viewers will 
note Dr. Who's Tardls on the 
shelf above Ralstlln's head.) 

"Ralstlin was the tragic anti- 
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Ink draulng b# Mark Nebon, fmm the 90ulforgc. AD&P Oarneboak I4  

"Though only referred to In 
the novels, this scene captured 
the imagination of two artlsts;' 
says Weis. "Perhaps that is 
because we used the flre imag 
ery in connection with Ralstiln: 
hls burning eyes, the unnatural 
heat of his body, the flre of  hls 
magic that consumed hlm. 
Thls culminates in the maglcal 
fire Raistiln calls down to 
destroy the plague vlllage." 

Standlng amldst the blaze, 
Ralstlln lifted hls thln arms 
hlgher, and the black robes 
blew around hlm as though he 
were In the center of a vlolent 
wlnd storm. He spoke agaln. 
FLery flngers of flame spread 
out from hlm, Ilghtlng the dark- 
ness, raclng through the wet 
grass, danclng on top of the 
water as though It were covered 
wlth 011. Ralstlln stood In the 
center, the hub of a vast, 
spoked wheel of flame. . . . Purple, red, blue, and 
green, the maglcal flre blazed 
upward, llghtlng the heavens, 
taklng the place of the cloud- 
shrouded sun. The carrion birds 
wheeled fn fear as the tree they 
had occupled became a llvlng 
torch. 

Ralstlln spoke agaln, one last 
tlme. With a burst of pure, whlte 
Ilght, flre leaped down from the 
heavens. consumlng the bodles 
In the mass grave. 

WInd from the flames gusted 
about Crysanla, blowlng the 
hood from her head. The heat 
was Intense, beatlng upon her 
face. The smoke choked her, 
she could not breathe. Sparks 
showered around her, flames 
fllckered at her feet untll It 
seemed that she, too, must be 
part of the conflagratlon. 

-War of the Twins 



Ink drawlng bn mm Yealeu. from Leaves from the Inn of the Last Home 
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"Ralatlln Is tempted to turn 
to evil and he does so," says 
Wels. "but I t  Is Interesting to 
note that the Heroes might not 
have succeeded In thelr quest 
without Ralstlin's help at  the 
end:' 

Easley's first painting of 
Ralstlln, "Dragons of Ruth," 
portrays a scene that was 
planned for the serles but 
never made Its way Into eltarn 
novels or modules. The closest 
it came was in the dream s- 
quence In Sllvanestl. 

would take the black robes, so 
we asked Jeff to paint him In 
black but wlthout really calllng 
attentlon to the fact," recalls 
Weis. 

This is also the only painting 
of Berem Everman, at the right. 
The face to the slde Is Paladlne, 
according to Jeff Qrubb. "He 
represents the splrituai prc 
ence of the gods of Qood 
watching over the charactc 
and thelr trials." 

"We knew at the time Ralsrrin 
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The deslgn team needed a 
foil for their unlikeable maw. 
Ralstltn needed a protector, 
plus the group needed a strong 
fighter. Thus Caramon was 
born. Harold Johnson sug- 
gested the two be twins, lmply- 
lng that they were destined to 
have been one whole person 
but were split up. 

I 
"The Amru:' om, bu hny Elmom, horn tne 

. 
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"Look, Ralst," I'd say, "bun- 
nfes. . . ."-Caramon, Dragons of 

Spring Dawning 

"That line was actually an 'In' 
joke between Mlchael Wllllams 
and the two of us," Wets and 
Hlckman remember, laughing. 

"We wanted to use I t  In the 
book as  a trlbute to the friend- 
ships we made during this pro- 
Ject. and it became one of the 
most poignant scenes In the 
third volume of Chronfcles. I t  
n v n n t i i m l l v  IPA tn thn 81- nf +ha *.-... "".., .-" .- I.." I- 1. ... v 

weak, helpless rabbit to sym- 
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reduced to pleading with his 
brother not  to  leave him. The 
fiery sunset symbolizes the 
closing of  one chapter in the 

brothers' lives, and the tension 
between the two indicates that  
their relationship has yet to be 
resolved. Note Tika with her 
back turned to Caramon, as 
though she realizes even she 
cannot help him. 

Rsl olthe TLuln~ by S l e w  Fablan from The Magic of Urynn 
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"Of al l  the characters in the 
novels. Caramon changes the 
most. We see his ascent in to  
the light of understanding and 
knowledge o f  himself, even as 
we see his twin's descent in to  
darkness." comments Hick- 
man. "Larry captures this on 
his cover paintings for Leg- 
ends, particularly Caramon's 
strength and compassion as he 
looks at  Crysania:' 

Caldweli's Caramon on the 
front cover of  the Legends cal- 
endar portrays the fighter dur- 
ing his gladiator days in Istar. 
Author Weis wanted to  see the 
warrior's magnificent physique 
fully revealed. so Caldwell 
obliged. Caramon's skimpy 
costume was later used in the 
text for Legends. Note, how- 
ever, that  the Caramon in the 
calendar cover is right-handed, 
whereas Elmore's Caramon in 
the Arena is left-handed. 

Steve Fabian's "Test o f  the 
Twins" and Keith Parkinson's 
"Raistlin's Farewell" are an 
interesting study in contrasts. 
I l lustrat ing Raistlin's Test in 
the Tower of High Sorcery, Fabi- 
an's twins are young and vui- 
nerabie. We see Caramon's 
strength and compassion as 
opposed to  Raistlin's physical 
weakness. 

In "Farewell;' however, it is 
Raistlin who appears strong 
and in control, his twin who is 





r 



Larry Elmore established 
Tlka In one of the origlnal color 
roughs. In his early painting, 

For the cover 
of Sprlng Dawnlng, she Is pic- 
tured as more serlous. because 1 
of the dangers she faced. Her 
armor is mismatched, since 
she's scavenged most of it. 
Note that In this picture, 

Raistlin's robes are at111 red. 
Weis and Hlckman knew a t  this 
point that he would be wearing 
the black robes by the end of 
the book, but they didn't want 
to give away the secret to the 
reader. Elmore hinted at  this by 
having the mage standing 
slightly apart and a shadow 
Felling over him, turning the 
hem of hls robes black. 

/' 
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Clyde Caldwell's cover for the 
1987 Legends calendar Is the 
flrst to portray Crysanla, Clerk 
of Paladlne. 

"In every way, Crysanla Is 
Ralstlln's opposlte;' comments 
Wets. "He Is fire, she Is I ce .  
When we flrst see her, she Is 
colorless, marblellke. Her hair 
Is black, her skln white, her 
eyes gray:' 

Caldwell captured that Im- 
age, while stlll making Crysa- 
nla an attractlve woman, 
whose beauty torments Ralstlln 
In spite of hls best efforts to 
see her only as the means to 
enter the Abyss. 

Note that the llghtlng on 
Ralstlln's face In the flnal 
palntlng dlffers from the orlgl- 
nal sketch. Caldwell actually 
palnted the bottom llghtlng at  
flrst, but dldn't llke It and re- 
palnted the entlre face. 

Elmore's Crysanla for the 
book covers, on the followlng 
pages, Is colder than 
Caldwell's, primarily as a con- 
trast to Ralstlln and Caramon. 
Orlglnally, Hlckman was con- 
cerned that the flrst palntlng 
looked too much llke a cover 
for a romance novel. 

"Then I looked Into Ralstllr 
eyes;' he says. shuddering. 

Wets and Hlckman spent 
hours golng over the charac- 
ters and their relationships 
with Elmore. In the flrst palnt- 
Ing, Crysanla la looklng off Into 
the dlstance, to symbolize her 
lnablllty to see Ralstlln as  he 
truly Is. In the second, she Is 
repulslng Caramon's attempt 
to help her. The thlrd palntlng 
represents the confllct between 
the brothers, who are actively - moving In opposlte dlrectlons. 
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The Hall of Audlenceflrst 
gaue those who came here a 
sense of thelr own meekness 
and humfllty. . . . The doors 
opened onto a huge clrcufar 
room wlth a floor of pollshed 
whlte granlte. The poor contln- 
ued upward to form the walls 
lnto thepetals ofa glgantlc 
rose. soarlng skyward to sup- 
port a great dome. 

-Tfme of the Twlnl 

The Hall of Audience of Rikhl- 

I 
sls, Queen of Darkness, flrst 
lmpressed the ulewer wfth a 
sense of hls own lnferlorlty. . . . 
The antechamber tn whlch they 
stood opened onto a huge clr 
cufar room wfth a poor of pol- 
lshed bIack granlte. The floor 
contlnued up to form the walls, 
rislng ln tortured curues llke 
dark waues frozen In tlme. I 

-Dragons of Spring Dawnlng 

These paragraphs were writ- 
ten to be compared, slnce the I 
Temple of latar was returned to 
the world by  the Dark Queen 
after the Cataclysm. 
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''When I gave you that rlng, 
'Ignls, It was theflrst love of an 
undlsclpllned heart. . . . I had to 
grow up, to learn what real love 
was." -Laurana, Dragons of 

Spring Dawnlng 

the character In homage to hls 
wlfe. Laura. "It was a struggle to make her ap- 
pear reailstlc a8 she rlses from 'spoiled little 
glrl' to the general of armies." 

Thls growth Is well portrayed In the vastly 
different portraits of Laurana as  the artlsts 
attempted to capture her In the varying stage, 
of her development. 
Note that on the cover of the 1983 calendar, 

Laurana Is wearlng a leather sklrt, slit up the 
side for easy movement. 

"I always dld think that would be sultable 
armor for a woman;' remarks Elmore. "The 
leather would protect the legs, yet she could 
still ride or flaht on foot:' 
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Of the maor ch 
Sturm, Tas, Flint, 
rectly in maor battles. This scene. painted 
before the wrltlng of the novel, portrays the 
battle of the High Clerlst's Tower a 
have happened. 

Rather than completln 
ley drew each element oft 
rately, as shown above, then pie 
together. 

I 
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“Dragons of Ice” is another 
one of Elmore’s favorite palnt- 
ings, primarily because of the 
research Involved in painting 
it. He actually intervlewed a 
man who builds and races ice 
boats In order to learn how the 
boats are steered, how the sal1 
works, and how fast they can 
travel. 

“Thls boat Is certalniy magl- 
call” Elmore chuckles. “No real 
Ice boat could be this big. With- 
out magic, the mast would not 
be strong enough to withstand 
the strain. While some iarger- 
than-usual Ice boats were actu- 
ally built around the turn of the 
century, the ice boats on Krynn 
are much larger than is possi- 
ble in reality. If they could be 
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Nearly all the palntlngs for 
the 1987 calendar had been 
completed and no one had 
done a dragon, 80 Clyde de. 
clded to palnt a alfver one. In a 
blt of a hurry to make his dead. 
Ilne, Clyde finlshed "The 
Qolden General" late at  nlght 
and baked I t  to get It dry 
enough to aend I t  to the prlnter 
the next mornlng. He rushed to 
the offlce and vamlshed It, but 
parts of I t  hadn't drled properly 
and they smeared. Once aaaln. 

I , 

I 
Clyde rushed home to retouch 
It. 

Clyde's Laurana was loosely 
modeled after Larry's from the 
cover of the 1985 calendar. 

- 
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No one could have guessed from the beglnnlng of the 
DRAQONLANCE@ saga that one of Its most beloved characters 
would turn out to be the small figure In brlght blue legglngs, 
wlth Innumerable pouches, and a rldlculous topknot of halr. 

'hsslehoff Burrfoot came to llfe In Roger E. Moore's short 
story, "A Stone's Throw Away:' whlch appeared In DRACtONm 
magazine. Thls was hls first portrayal In prlnt and helped 

82 - if% 



Ink dnlulng bn &ny Clmon from "Dragon# of MysMy" 

establlsh much of the kender's 
personallty and ways of talklng 
and thlnklng. 

Because kender were a new 
race, no one-not even the de- 
slgn team-was exactly certain 
what they looked Ilke. Thus we 
find many dlfferent views of 
Tas from the cover of the 1985 
calendar (where he resembles 
an elght-year-old glrl) to the 
young man on the cover of 
Dragons of WInter nlght. 

Elmore has settled on hls 
deplctlon of Tas, as can be seen 
in the new palntlng for the 
1988 calendar on page 87. In 
It, he has almost gone back, it 
appears, to the Tas of his orlgl- 
nal color roughs. 

O r l s l ~ l  color mug "'DrJaoM of Flame'' 
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Caldwell thinks Tas looks tnorc impish. as depicted o n  the 
cover of the 1987 calendar. while Parkinson depicts him as ttie 
teen-ager of El more's i m agi na ti on in ' ' Ra  ist l  i n 's Fare wcl I ." Cas- 
ley's Tas takes a niiddlv approach i n  "The Siege of Kalarnan": 
he's no t  as young as Elmi i r i : '~  original. nor is he a teen~ager. 

Despite his appeal. Tas is a peripheral character. "Nor can he 
be otherwise," believe both Weis and Hickrnari. "I le works won- 
derfully as comic relief, especially in a tense situation. He is also 

the 'tool' in the classic sense, in that he is innocent, with no awe 
or reverence of anything or  anybody. Ru t  he is  tender-heartcd 
arid caring. We laugh with Tas. n o t  a t  him, arid through him we 
laugh a t  ourselves. 

"Tw had a lot of growing to  do ,  which was di f l icul t  for the 
tiappy-g(i-luchy kender, who generally live merry lives. The 
death 01 Flint particularly affccts the kender, as docs the death 
of Gniinsli. the gnome. -Ids chariges by the end 01 ttie secorid 
trilogy. He has gained depth and wisdom, though he will s t i l l  be 
Tas to  the end ot his days!'' 
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calendar painting (page 4.4). 
“Fllnt‘a wearing a helm that 

obvlously has a horae‘s tall for 
a decoration;‘ says Weis, 
“which he couldn’t have worn If 
he really had an allergy. It 
worked out well for US, how- 
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Then we shall make you remember, 
shall make you llue agaln 
through the long denlal of body. . . 

-The Knlght of the Black Rose, 
Dragons of Sprlng Dawnlng. 

Lord Soth was a character 
who rose from the dead to live 
In Tracy Hickman's Imaglnatlon. 

"It was an incredible experl- 

ence:' recalls Hlckman. "I 
needed a really powerful foe to 
plt agalnst the knights In the 
Hlgh Cierlst's Tower. Suddenly, 
Soth was there, complete wlth 
hls background, hls personal- 
Ity, everything-wlthln mo- 
mentsl l ran over to Margaret's 
cubicle and shouted, 'We've got 
to put thls guy In our booksi' " 

Wels agreed, and Into the 
books he went. But Soth was 
such a powerful, romantlc f i g  
ure that he came near to steal- 
ing the show. A man destroyed 
by hls consumlng passlons, he 
has an air of sensual mystery 
that underlles hls evil. He Is a 
traglc flgure, a villain with 
whom we can sympathlze. 







Kelth Parkinson established 
sotha appearance In hls 1987 
calendar painting, "Lord Sotha 
Ride:' The lnsplratlon for the 
unusual, bucket-shaped helmet 
was an Errol Fiynn movie, "War. 
rlors." The detail In thls work 1- 

even down to the Indl- 
links in the armor. The 
work glves the chllilng 

on of fear that flows 
undead knlghts. 

Sowlng to her, he took her 
hand In hls skeletal grasp. 
"Farewell, Kltlara." he safd, then 
paused. "How does It feel, my 
dear. to know that you have 

damned? You have made my 
dreary realm of death lnterest- 
Ing. Would that I had known 

ul-e smlled. "But, my t h e  1s 
eternal. firhaps I wlll wait for 
one who can sham my throne-" 

Kltlara's flesh. She 

brought pleasure to the 

MOU as l f U f n g  t l ~ ~ ~ l "  The pallfd 

Cold flngers caressed 

ILrte Vnlwsk, from Rat  of the Twlru 

shuddered cunuulsluely, seeing unendlng, 
sleepless nlghts yawn chasmlike before her. So 
ulutd and terrifying was the lmage that Kltlara's 
soul shrlueled In fear as Lord Soth uanbhed 
lnto the darkness. 

-Dragons of Spring Dawnlng 

Lord Soth and Kitiara were a natural team. 
"50th admlred Kltlara's strength, partlcularly 
because she was strong where he had been 
weak. He had allowed himself to be destroyed 
by his passions. Kit  controlled hers, refusing to 
allow them to rule her;' says Wels. 

Although the central flgure In Caldwell's 
palntlng "The Hands of Doom" is Kltlara bat- 
tling the skeletal hands reachlng out to her, 
Lord Soth Is an omlnous presence watching 
from the background. Though he is motlon- 
leas, he draws the vlewer's eye by hls a m -  
mandlng stance and his hooded face. 

Ink drawing 8~ Law# ElmDm from "Dmgom of Dccslt" 







”What do maglc-users wear 
beneath thelr robes, dark elf? 

“Vew Ilttle. . . . And what do 
wanlor women wear beneath 
thelr armor?” 

”flothlng.” 
-Kltlara and Dalamar 

War of the ’Auh 

Kltlara and Dalamar were 
another perfect palr, although 
never redlly Intended to be. 

“When they flrst met at  the 
Tower of H l g h  Sorcery, It was 
obvlous to me In an Instant 

r- 
how they’d react to each 

in love. It‘s Just plaln lust, and 
they both know It. We needed a 
Httle lightness in these books 
and thelr love affair provldes It, 
although I t  will later have 
tragic consequences.” 

pearance in her orlalnai Dor- 

other,‘‘ says Wels. ”They aren’t 

Elmore defined Kltlara‘s ap- 

halt, done at the beginning of 
the series. He gave her short 
halr to contrast wlth Laurana’s 
long, flowlng tresses, plus It 
seemed more natural for the 
warrlor woman accustomed to 
wearing helms. 

Elmore’s primary purpose for 
doing the calendar palntlng of 
Dalamar and Kit was to portray 
Kltlara wlth her strong, splen- 
did body not hidden by the 
dragon armor. Tracy Hlckman 
was also In favor of thls. 

“I want to see Ki t  sweat;’ 
Hlckman remembers telling the 
artist. 

This scene In the book had 
not been wrltten yet, so Weis 
and Hlckman worked wlth 
Elmore. telling him what they 
knew of Dalamar and how thls 
flnal confrontatlon mlght take 
place. The glowlng Portal be- 
hlnd Kltlara ls the Infamous 
gate that leads to the Abyss. 

“Klllnra end lank,’’ Ink, bu mm mtw, porn k w e a  horn the Inn of the Last Home 
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1 nor 4! characters 

LORAC~QUNTHAR*PIZBAN~QILTHANAS~YILVARA~LORAC~QUNTHAR~PlZBAN~QILTHANAS~SILVARA 
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The tragedy of Lorac, the elven king. was 
envisioned from the very beginning of the pro 
Ject, as can be seen In Elmore’s color roughs. 
To achleve the dramatlc llghtlng effect in the 

painting, Caidwell worked from a photograph 
of a model staring into a light bulb. 

Notice that in the flrst sketch, the back of 
the throne is cawed Into the shape of a 
dragon. The design team obJccted on the 
grounds that a dragon was an Inapproprlate 
decoration for the throne of an elf lord. 
Caldwell changed it to a winged unicorn. 

head of Cyan Bloodbane, the green dragon. 
Three are shown to give an Idea of how the 
flnal evolved-a horn Is added, the head 
becomes wider, teeth curve slightly. Lorac’s 
eyes, open In the sketch, are closed In the 

Caldwell drew six separate sketches of the 

itlng, to Indicate his dreamlike state. 



Ink drawing by Larry Elmore from 'Dragons of Mystery 

7 wlah I had t h e  to lcam of your gods. . . ." 
-the dying Ellstan, 

Dragons of Autumn Twfllght 

Ellatan dldn't die, but was healed by mid- 
moon, going on to become the head of the 
church In Ansalon. He was seen as  Krynn's an- 
swer to Moses, leading the people from their 
bondage under the evil Vennlneard to freedom 
and the discovery of the true gods. Therefore, 
I t  was not unusual that the dealgn team pic- 
tured him looking like Chariton Hestonl 

Diana Magnuwn's black and white iilustra- 
tions are a maor part of the DRAQONWIFICE~ 
module series. Her fldeiity to the characters as 
conceived by the TSR staff artists has been 
much appreciated. es can be seen by her depic- 
tion of Ellatan baaed on Eimore's original at 
the left. 
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Flzban. the befuddled wlzard, 
was the creation of Tracy Hlckman. 

"We wanted the gods to take 
an actlve role In thla battle;' 
says Hlckman. "yet we dldn't 
want to take away man's free- 
dom of choice. We needed a 
god who dldn't act like a god. 
He may pull the characters out 
of the flre on occaslon, but he's 
Just as likely to toss them Into 
the frylng panl" 

There Is a debate among 
members of the deslgn team 
over whether or not the sketch 
at  the right Is the prototype for 
Pizban. In the orlglnal story- 
line, there was to be a druld 
name Waylorn Wlversbane, who 
ends up appearingoniy In the 
modules. Harold Johnson re- 
calls that this sketch was the 
model for Waylorn, whlie 
Elmore believes I t  Is Flzban. 

Jeff Butler's Flzban In the 
last volume of Chronlcles Is 
lnterestlng In that It portrays 
the comic wizard with some- 
thing of the sadness of the god 
over the sorrows of mankind. 
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Elmore natl to abandon the 
orlglnai idea, because it con- 
talned too many characters to 
paint In the time he had availa- 
Me. (Deadlines often forced the 
artists to work on two paint- 
lngs at once.) 

tured Siivara and Rint. The 
dwarf was flnaiiy replaced by 
QTlthanas. to showcase the 
tragic love theme developing 
between the two and symboliz- 
ing the love between Huma and 
the Sliver Dragon. 

Elmore painted this before 
the episode waa wrltten in the 
text. Hence this scene takes 
place during the summer, while 
the V m l o n  In the book took 
place In the wlnter. 

Notlce that the sketch Is a 
mirror image of the flnal palnt- 
ing. By drawing In reverse on 
tlasue paper, the artist can 
more easily transfer the sket 
directly to the art board by 
burnishing over the pencil line& 

Elmore’s second sketch fea- 



Ink drawlng bn Dlana Magnuson. fmm lk drawlng bg Larry Elmore, Room "Dragons 
"Dragons of War" 

"Slluara," Ollthanas sald, hls 
uolce shaklng, "there was another 
reason I left my people. You know 
what it Is." 

He extended hls hand, palm up, 
toward her. 

Slluara drew back, shaklng her 
head. Her breath came faster. 

Oflthanas took another step 
nearer. "Slluara. I loue you," he 
sald softly. "You seem so alone, as 
alone as  I am. . . ." 

--Oilthanas, Dragons 
of Winter Night 

Laurana's brother, Qilthanas, 
came onto the scene because the 
design team needed to conceal 
the true identity of the traitor In 
Dragons of Autumn Twlllght. They 
also needed an elf who could 
show the preJudice felt by the 
elves toward humans and other 
races. The doomed love affair 
between Qllthanas and the Silver 
Dragon added depth to the 
elflords character. 

Qilthanas was not always all- 
thanas, however, and his name 
change nearly drove Weis to de- 
spair. 

"It  was such a little thing:' she 
recalls. "Originally Qilthanas, 
Laurana's younger brother, was 
named Porthios. and Porthios, the 
elder brother, was named Oil- 
thanas. Then, when the younger 
brother became a player charac- 
ter in the modules, Jeff Qrubb 
decided he liked the name Qil- 
thanas better because it sounded 
more elven. I agreed, but by that 
time we'd written both brothers 
into large sections of Chronlcles. I 
had to go back and change every 
single reference, switching 
Porthios to Qilthanas and vice 
versa. I was terrified I'd miss 
onei" 
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Ink drawlnaa bo Dm(s neauuals, fmom Dragons of Autumn Twlllghl 

The unlcorn's beauty plerced the heart. add- 
moon felt swlft tears sprlng to her eyes and she 
was forced to close them agalnst the anlmal's 
rnagnlflcent radlance. Her fur was the slluer of 
moonllght, her horn was shtnlng pearl, her 
mane llke seafoam. The head mlght haue been 
sculpted from gllstenlng marble, but no human 
or even dwaruen hand could capture the ele- 
gance and grace that llued ln the flne llnes of 
the powerficl neck and muscular chest. The legs 
were strong but dellcate, the hooves small and 
clouen llke those ofa goat. 

--Dragons of Autumn Twlllght 

These magical creatures heighten the feellng 
o f  fantasy In the world and prepare the reader 
for the advent o f  the dragons. the epitome o f  
fantastic beasts. In addition. the Forestmaster 
foreshadows the death of  Sturm. 

Next to one of the well-worn 
Daths stood a whlte stag. The 
stag was the most magnlflcent 
mlmal the knlght had euer 
wen. I t  was huge, standlng 
seueral hands taller than any 
>ther stag the knlght had hunt- 
rd. I t  held Us head proudly, I t s  
splendld rack gleamlng llke a 
:rown. I t s  eyes were deep 
brown agalnst Us pure whlte 
'ur.. , 
-Dragons of Autumn Twlllght 
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Ralstlln took a deep breath, 
then spoke. 

"The constellation known as 
the Queen of Darkness and the 
?ne called Vallant Warrlor. Both 
30ne. She has come to Krynn, 
Ifints, and he has come to flght 
ker. All the evll rumors we haue 
heard are true. War, death, de- 
structlon . . ." nts volce dled In 
another flt of coughlng. 

Caramon held hlm. "C'mon, 
Ratst," he sald soothtngry. 
"Don't get so worked up. It's 
only a bunch of stars." 

"Only a bunch of stars: nnls 
repeatedflatly. Stunn w a n  to 
row agaln, pulllng swtft& for 
the opposfte bank. 

b 

b 

-Dragons of Autumn 7iulUght 

Hls gaze was caught an@ 
held. Mesmerlzcd, he stand at 
the shadowy form, unable to 
fra hlmself. Thcrrrwas 110 nead 
to fabrlciite awe and a ho- 
Feuerenee, for that came to hlm 
as It comes to all mortals who 
gllmpseHerDark 

before his eyes, reueallng her- 
self In all her gulses, provfng 
she had control over none. Rrst 
she appeared to him as t h e m -  
headed dragon of Solamnfc 
legend. Then the form sh- 
and she was the 7imptress-a 
woman whose beauty men 
might die to possess. Then the 
form shlfted once agaln. Now 
she was the Dark Warilor, a tall 
and powerful Knlght of Eull, 
who held death In hls mafled 

J 
L1 - 

Ink drawing bn Dsnb Euvuab, from Dragons of Autumn Twlll 

-Dragons of Spring Dawnlng 
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Ink and duolone board drawlng bu Kellh Parklrwon, from ’‘Dragons of How” 
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arag, mottled skln sagged 
into folds about the rfder's face. 
7Uo pig-plnk cues stared out at 
thrmfrom beneath a mltltaary- 

bo@ leaked out between pleces 

-Dragons ofAutumn 7luolllght 

Orginally the deslgn team 
planned a maor role for Toede. 
Once agaln, there were too 
many other characters to deal 
with, w we see Toede only In 
the flrst novel. By the end, the 
hobgoblln does manage to be.. 
come a Dragon Hlghlord, but 
he Is sent to rule Kenderhome- 
an a~slgnment that has drlven 
every other Hlghlord crazy. 

lOOMflg helmet. Its fa t  fkbbu 

OffbShg. pntentlOUS armor. 
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Oully dwarves-or Aghar, as  mew race was 
known- were truly a mlserablc lot. The lowest 
caste In dwaruen soclety, they were to be found 
all over Krynn. llulng In filth and squalor In 
places that had been abandoned by most other 
llulng creatures, lncludlng anlmals. . . . There 
were both males and females, though It was not 
always easy to tell the sexes apart. The femaics 
lacked whlskers on thelr chhs  but had them on 
thelr cheeks. They wore a tattered ouersklrt 
wrapped around thelr walsts extendlng to thelr 
bony knees. Othenulse, they were euery blt as  
ugly as  thelr male counterparts. Desplte thelr 
wretched appearance, gully dwarues generally 
led a cheerful exfstence. 

-Dragons ofAutumn 7blllght 

A very minor race, the gully dwarves came to 
prominence accldentally, when lkrry Phllllps, 
portraylng Ralstlln during an early playtest 
session, cast a Charm spell upon a female gully 
dwarf In an effort to gain lnformatfon. The 
spell worked far too well. The gully dwarf, 
named Bupu, fell In love wlth the mage-a 
scene that Wels and Hlckman lfked so much 
that It was Incorporated Into the novels. 

"The gully dwarves added needed comic re- 
lief, whlle allowlng us to advance the story- 
line," explains Wels. "Raistlln's pity for Bupu let 
us show a tender sfde to hls character;' 

Pendl drawlng bu Jet I "Dragons o/DSap.lr'' 
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Pendl drawing by Jerf Easlcy. from "Dragons o/Despalr" 



“Chlcken PIucker,’”Wn. bn Dlana Magnuson, from 
Leaves from the Inn of the Last Home 
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“Bow and Anow k l g n e d  for Capturtng the &new not Kllllng Hlm,’‘ 
pcn bn Dcnls Bsauuala, from Draaons of Winter Nlght 

IPlzban plcked up what looked, to the rrender‘s 
confused mlnd, llke a crossbow that had been 
attacked by an enraged fisherman. It was a 
crossbow all right. But Instead of an arrow, a 
huge net dangled from a hook on the end. 

-Dragons of Wlnter Night 

The kender’s uolce dled. Euen as he watched, 
a whlstle sounded, a catapult went off wlth a 
twang, and a gnome went salllng through the 
alr. ms wasn’t looking at machlnes of war, he 
was looklng at the deulces that had replaced 
stairs! 

The bottom floor of the chamber was fllled 
wlth Catapults, every type of catapult euer con- 
celued by gnomes. There were sllng catapults, 
crossbow catapults, wlllow-sprung catapults, 
steam-drluen catapults (stlll experimental- they 
were worklng on aqustlng the water tempera- 
ture). 

Surroundlng the catapults, ouer the catapults, 
under the catapults. and through the catapults 
were strung mlles and mlles of rope whlch oper- 
ated a crazed assortment of gears and wheels 
and PUlleyS, all turning and squeaklng and 
cranklng. Out of thefloor, out of the machlnes 
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ward, sklmmlng along on top 
of the water as lightly as a blrd. 
But tt was a blrd wlth Its wlngs 
clipped, rldlng the swlrllng tlde 
of a watery cyclone lnto a 
blood-red darkness. 

The terrible force pulled the 
sea waters smooth, untll they 
looked llkepalnted glass. A 
hollow, eternal roar swelled 
from the black depths. Even the 
storm clouds clrcled endlessly 

L 
above lt . . . 

. . . In agonlzlng drcamllke 
slowness, the shlp balanced on 
the edge of the swlrllng water, 
as If the very wood of the vessel 
ltself hesltated In fear. . . Wlth a 
flnaL heartbreaklng shudder, 

3 Perechon sllpped over the edge lnto the 
ilrllng, roarlng darkness. 

Jeff Easley divided the sketch below into 
its to malntaln the proper scale between 

elements. Notice. too, the face at  the bottom of 
the sketch on the lower right: it's simply an 
elaborate doodle. 

-Dragons of Spring Dawnlng 
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Fantasv Art at its Best! - 
n early 1987, TSR, Inc., published to great acclaim a ground- 
breaking book that showcased the evocative art and conceptual 
sketches of its most popular world, the DRAGONLANCE@ fantasy 

setting. Now, 160,000 copies later, The Art ofthe DRAGONLANCE Saga 
continues to fascinate both long-time fans and newly devoted readers 
of this New York Times best-selling epic tale. Recently, however, one 
could only hope to find a well-loved, dog-eared copy in a convention 
auction or in some dusty corner of a secondhand bookshop. 

Now TSR's most popular art book of all time is once more available. 
This reprinted edition includes a new foreword by the DRAGONLANCE 
setting's most beloved authors, Margaret Weis and Tracy Hickman. 

DRAOON~ANC~ and the TSR log&, are regixtered trademarks owned by TSR. Inc. 
"1087 and 1998 TSR. Inc. All Rights Reserved. TSR. Ino. is u rubsidiury of Wizurds ofthe Court. h c .  
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