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Halflings have been garting the short end of the siick for &
long time. It'’s only recently that the world has secen what
great wizards they make. This isn'f fo say that they still don's
make fantastic rogues—as Larry Elmore clesnly demonsirares.
—Patar Whitley
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Now, for 3 real halffing~a gamer's halfling—you need look no further than the

SHORT STORIES

You might have noticed over the pas!
couple of years that I've poked a litile
fun at gnomes and halflings. Frankly,
've nothing against the limle folk. | just
enjoy reading letters from players who

are outraged that | dissed rheir
imaginary characters.

Their weak and puny
imaginary characters.

DD halflings and gnomes have been
ridiculous for decades. You can't blame the
original icons. Gnomes from legend and the
Brothers Grimm were scary bastards, and

Tolkien's hobbits were herolc everymen in 3 grear

_ srory, aven If they formed the earlies! stercotypes

of holfiings as pudgy linle burglars, e

You can't even blame the DRAGONLANCE saga, which is where | think most
gamers gort ir stuck in their heads thar all halflings are naughty kleplomaniacs
and all gnomes are buffoonish profassors. Seeing halflings and gnomes
portrayed thol way in the DRACONLANCE sforfes was entertaining, but repetition
has not been kind 10 the little puys, and there's a reason so many games have 3
*no kender” clause.

carliest ssues of DRAGON Magazine. The "Fineous Fingars” strip portrayed .-

halfings

as ruthiess mobsiers for whom picking your podher is a irvial diversior.

These wicked runts weren't interested in such perty loat. They planned to run
the down, and overthrowing the kingdom wouldn’t be far behind.

Granied, the Fineous halfings were sill played for laughs.
For a straight take on an action-movie halfling, Jeff Dee's g8
depiction of Blodgent the thief from the A-series of e
modules was the vary model of a modern halilng hero.
Leon, handsome, and maore likely to bring an enemy low with
a well-placed backstab then 1o pick the paladin's pocher,
Bladpert formad my halfling ideal for many years, Sadly, it
wizs 3 long while before all halflings shad their baby far and

Lou Cestelio pratfalls.

Now the new D&l has a great
in her black leathers, she looks more ke Emma Peel than Frodo
with me, I'm hoping she nspires more players 10 run th

that's 2l right

§ .‘-
j-

aﬂ':.- ‘
av

icon of halflings in Lidda the rogue.

and
halllings

as samething other than pickpockets and burglars, and | have it on good

." ‘@

authority that helflings make® keen spelicasters and kick-ass monks,
f your new halfling has broken the mold. send us a pesicard or
email 10 18l us shout it—or carch us at the Gin Con Game Fair next

> ¢ M month and 1ell Peter Whitley ol about it. He loves hearing aboul

.r\-r- "

b julip 2ool

other
long. This year, all of our magarine

" characiers and could listen 1o halfling stories all day

seminars are schaduled for

the MacArthur Room in the Hilton, right across the street from
the convention center. You can also find us in the big castle.
Dan't forget 10 ask for Pele \

Until then, keep those short, angiry letters coming.
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This is the end—at leasl -
- for the major players

aof Bominaria and Phyrexia.

Legends will fall.
Hard.

And forever.
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And no wonder,

-

when you consider

obnoxiously
nashy cards

like Disciples,
Envoys, and

Volvers.
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Apocalypse’,
— there's gol to be

.  maximum mayhem. l
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Pantheistic Goodness

| enjoyed your articles on creating pan-
theons and mythologies (in issue #283).
| do a lot of this, both in gaming and
when | ‘write,

One thing | might add for interested
readers: A common aspect of Celric
goddesses, and even some gods, is the
triphcity, which is a trio of incarnations
of the same deity. Thesa threa repre-
sent the maiden, the morher, and the
crone in the feminine aspect. One such
poddess mentioned in the articla is
Morrigan, goddess of death, war, ang
destruction. Another mentioned is
Brigit. The triplicity has a lot to do with
the cycle of e year.

DMs interdfted in creating their own
taiths should Brohably read up on
mythology and history, too: History
plays a big role in religion. | love read-
ing mythalogy, and it helps me when |
iry to write using convincing religions.

| alsa appreciatad the sword-and-
sarcery film articla—| jusr can'r find
anything goed to warch, (Unfortunately,
Dungeons &f Dragons didn't po over
particularly well among our Family; we
all were a little angry ar the plet and
the ending.) | personally can't wair unril
the new Lord of the Rings trilogy hits
theaters,

Katharine Mak
Bloomfield Hills, MI

We coulanr agree mare about the value

of hustory and mythology in creating

your DErD campaign—not fo mention

the dearrh of grear fantasy films and

. television Buffy the Vampire Slayer

excepted, naturally). We hoped the arti-
cle woulkd prompt readers ro send in
their own suggeshions for weekend
movie marathons, and forfunately we
were not disappomted, For example,
check out these offerings:

Fnr gmmrs on a hudgm lnstanl Dungeon TH:, amd a few DE:'er
miniatures are greal for combat, If you don't mind spending a lintle
“dough, however; wh ¢an't beat Dwarven Forges's Master Maze ¢
“dungean systam.” Expertly scolpred and painred, these beauties ook
25 good as professional Iﬁ‘raiﬂ.mdﬂmm casy 1o sef up and

Auring play. You can buy enough 16 buikd a few rooms for

imnﬂm$lnn but a good collection can cost you more than a con-
Wb vention trip, Wiley DMs will make their players give tham one new
o plece anmiminm:ﬁ huying pizza. Point your browser 1o
' Www dwaw#nfmge.mm '

Movies and Mayhem

Concerning Stan and Mike's reviews of
the various movies lin issue «283), |
would like to respectfully add rwo
impassioned disagreements and some
brief personal opinions on some films
the dynamic duo missad.

Primus, | like Oragonsfayer. In fact |
have called it “the best sword and sor-
cery movie, evar!” It has a literara
script that evokes the spirit of its Dark
Age world~a world where magic is
dying, and the &ra of cynicism is
creeping in. IF skillfully creates in its
dragon a creature of mythic power,
rerror, and sympathy as the dragon is
old and trying to survive {and mulriply|
in @ world that is rapidly passing it by.
Alsa, John Hallum does a wonderful job
as an evil highter,

Secondus, c'mon! Clash OF The
fitans ksn’t that bad. Granted, the cute
clockwark owl needs to be melted
down, and it's far from Harryhausen's
best, but it does have its moments, Sir
Clivier makes for a regal yet fatherly
feus. DMs who want o ingert the gods
o their campaigns should check out
bath it and “Jason and the Argonauts”
(1963 version).

For further cinematic viewing:

fhe Magic Sword: Okay, it's got &
budger of $.50, and some raally bad
acting, but it has its moments.
Especially when Basil Rathbene is on
e screen. His performance as the avil
sorcerer Lodac is a fine example of
mustache rwirling villainy, and helps
you forget that the two-headed dragon
lcoks ke & cheap parade floal.

Masgue of the Red Desrh: One of
Vincent Price’s best, DMs looking for a
great archvillain should really have a
laok at Prince Prosparo as their model
Cruel, sophisticated, decadent, and deli-

ciously evil, Price pulled out zll the
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staps for this one.

E! Cid: One of Charlion Heston's best
epics. Proof that paladins needn't be
stupid. Some the besr medieval batrle
scenes ever filmed and the best joust-
ing scene of all time are included.

The Warlord: Another Charlron
Heston period piece, this time playing a
Norman knight in nth-century Brittany.
Good exploration of the darker side of
Chivalry, as well as an early peek 21
what some call “the Old Religion.” Also,
DMs will find the besieging of the
knight's tower by “Friesian Raiders
good for some ideas.

| could go aon, but | think ths s
encugh for right now. Lef’s see some
more articles on plunderable mavies.
By the way, the Dungeons & Dragons
movie desarved ta do better at the box
oifice.

Kurt M. Roberts
Address Withheld

sut v o iUg ARGCN
Saxtrtuie save fop poat”

Prestigious Champions

The “Champions of Virtue™ article from
DrAGOoN #2873 Ts the best arficle on
prestige clesses so far. Frestige classes
thar add so much depth 1o existing
heroes and enhance roleplaying so
directly are effective and useful, | have
some comments and questions on the
article. '

First, | think that making every pres-
rige class proficient with martial
weapons is @ mistake, especially for
radianr servants of Pelor. A shining
blade of Heironeous might be proficient
in marlial. weapons because of his god's
domain of War, but why the others?
The radiant servant actually loses hit
poinls, 50 why would the class gein
more weapon knowledga?

| really like the radiant servant of
Pelor. But the presfige class gives up
on average only one hir poinr a leval
for ten levels (equivalent 1o taking the

The local craft store |5 a great place o find cool, low mainte-
nance props for your game, Next time you're there, go find
somie small, round wooden Chips and costume jewelry, Spray-
paint the chips gold, and put them in an old sack (2ven old
dice hags work well), or in a wooden box with a hinged bd
~Ayou can find these af the croft store 100k Present this 1o your
PCs as their treasure afrer a particularly difficuli adventurs,

12 july Zool

Toughness feat three times) jin ~ _
exchange for ten new abilities Eincbd-
ing being proficient in martial ‘
weapons). The class also keeps every
class fearure of a regular cleric lallack
bonus, saves, turn undsad, spall casr-
ing, and class skills)l The other champi-
ons lose half the spellcasting levels they
would have gained as a cleric as well as
losing any increase in their chance fo
turn undead. | don't think the radiant
servant should lose her clerical abiliries,
however. A lirtle trimming of the class
features might make the class more bal-
anced.
| think a toned-down radiant servant
shouldn't be proficiant im martial J
weapons al all. Removing the additional
domain might also balance the class a
ittle mare, | can see the other prestige
classes getting an additional domain,
since they are losing several spelicast-
ing levels, bur the radiant servant might
not need so much power. If the class
still seemed roo powerful, the radiant
servant could receive artack bonuses
ke a sorcerer or wizard, although I'd
make this change only as a last resort.
Qverall, all the preshige classes in the
article are well done. | hope to see
more prestige classes that enhance
existing classes rather than completely
craate new classes in furure articles,
Charlie Dunwoody
Kentwood, Mi

Speaking of prastige classes, we've had
several inguiries abour tha number of
times a Hamewarden (From "Class Acrs”
In issue #2837 can use the burning
hands and flamestrike spefis as special
abilities. No, you can't use them ar will,
Flamewarden designer Monte Cook
Informs us that flamewardens can use
burning hands 3 times per day and
flame sirike once per day.
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[0 Eories will be Judged on

Stan!—Not the Man

| found issue £283 10 be ane of the
beffer issues in a string of good issues
since the arrival of 3rd Edition. | like
the improvements that have been made
ta the magazine and look forward to it
gach monrth, However, | would fike 10
make a few comments on the recent
article on movies by Mike Selinker and
Sran! Basically | am wriring 1o pick on
Stan! | hope he doesn't mind.

Iin Swords and Sorcery sectian, Stan!
makes some valid points abour several
movies of that genre, but | cannot get
over the statement about the movie
Dragonsiayer. While it did not do well
ar the box-office, in rerrospece ir is

|4 july 200l

perhaps one af the best fantasy movias
ever made. No one has made a better
dragon than the one featured in rhis
film. Even the dragons in Jragonheart
look. Fake when compared to the stop-
mation beauty this mavie sports. Also,
the movie has more plor twists than a
Chee-To. The magic system is well
thought out, and the acting is pretty
good as fanrasy movies go. The dragon
in this film even has its own ecology.
The movie stays stereotypical while
breaking several fantasy stereotypes. |
s@¢ i1 a5 2 near masrerpiece,

Also, when talking about Hercules
and Xena (Creafions of Sam Raimi, the
mind rhar brought us Army of
Darkness), he states they are anachro-
nistic. Of course they are Stan! It's fan-
tasy, not history, Fantasy can draw on

histary and do whatever it damned:
well pleases. After that there is one
other thing. In the Not Fantasy, bul
Fantastic secrion, Sran! forgets ta
infarm us that A Fistful of Dollars is
also based on the Kurosawa film
Youmba. But I'm nitpicking.

Besides the untrumpeted merits of
Dragonsiayer, the greatest film of 198,
Stan! forgets o mention an animated
classic in his saction on cartoons: Tha
Last Unicorn. IF you discount the miss-
ing hack and slash, this film is almost a
perfect DErD mowvie. It has an adven-
turing party, wizards, talking skulls, oid
castles, haroes, lots of magic, greal
characterization, a great back slory, ;
and a pretry decent dungeon.

Despite my complaints, the article is
vary good. It lists for me movies that |
wanred 1o rent bur could nor remember
for the life of me when | entered the
video stare. Whila Stanl misses a few
points, he gol some stuff that | had for-
gorten about. And if the point was not
made clear enough, Conguest is indeed
the worst movie ever made. Don't see
it, Don’t even look at the box, It is
worse than Hearts in Armor.

Aaron Webb
Seartle, WA

If we didn'r rhink borh Sran! and Mike
had made & few bad calls, we never
would have printed that article. It’s
much more fun hearing abour your
favorites and how you disagres with
their picks. We sill can't believe
Crouching Tiger, Hidden Dragon didn't
score higher on rheir lists. Phillstines!
Join us again next month, when we
explore the fantastic lands of Shannara.

by Aaron Williams
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o LEONE ROSS, KALAMU YA SALAAM, CHARLES R. SAUNDERS, GEORGE S. SCHUYLER, AND MORE

MIRI BARAKA, STEVEN BARNES, DERRICK BELL, OCTAVIA E. BUTLER, CHARLES
NEW FROM ASPECT

ASION\SHIN& SOMPELLING. LROTIC, PROFOUND,

S A CENTURY OF SPECULATIVE FICTION fROM
1890s literary pioneers 1o - THE AFRICAN DIASPORA

the astonishing scope of
contemporary award-winners,
DARK MATTER is the only
anthology of its kind.

x=

“Both a record of
how things stand and
a call for change....

DA:HK AR Is_ EDITED BY SHEREE R THOMAS Hﬂwm
an imporiant hook,
and nobody interested & i .
in speculative fiction g

or black fiction

should pass it up.”
—Gregory Feeley,
Washington Post Baok World

“The anthology of
imaginative, ground-
breaking fiction I've
waited a lifetime to

own. Rich in must-
read selections...
a one-of-a-kind book
that no library of
speculative fiction T

or hlack American STEVEN BARNES OCTAYIA E. BUTLER SAMUEL R, DELANY
literature can he TANANARIVE DUE JEWELLE GOMEZ WALTER MOSLEY

complete without.” ISHWAEL REED  AND MANY NORE
—Charles Johnson, National

Pk fveard-winininil thox DARK MATTER has been nominated in the Best Anthology
of Middle Passage 3 e
category for the Black Writers’ Alliance 2001 Gold Pen Award!

WHERE IMAGINATION KNOWS NO BOUNDS =

Visil our Weh sile al www. lwhuuhmarh .£om FhHTHEFl

HMAEL REED, WALTER MOSLEY, PAUL D. MILLER, NALO HOPKINSON
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1ToOME AND BLOOD

A DErD Sourcebook

by Skip Williams and Bruce R. Cordell
Teme and Blood puls the pawer back in
magic! Inside you ll find mora than 5o
new spells, over 40 new magic I.L'ITI:.
and alchamical and mundanea items 1o
add 10 your game, There are also rules
for alternative and improved familiars,
and advice on such topics as spell
-'-r-l-*-rnr':r school speciallzation, skill use,
weapanlike spells, magic laboratories,
and creating naw spells.

More than a dozen new Rresnge
bring back old favorites like the
bladesinger and introduce great new
concepts like the spellsword, blood
magus, mindbender, and acolyre of
the skin.

Iwo dozen new metamagic rears

[ |.'1:"-:.'-'.r. oh

give your spellcasting character a

waalth of optians. With fears like Exira
Spell, Twin Spell, Chain Spell, and

nergy Substitution, your foes won'T
know what kit them,
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“The core of the book is the cool
new feats, items, and spalls for wizards
and sorcerars,” says Tome and Blood
author and Sage, Skip Willlams, "Some
af the advice will raise eyehrows. We
cover everything from where 1o pul
your ability scores, to which spells o
rake, to which magic items you should
ger, The answers aren’T atways what.
you might expect.”

“I'm maost proud of the prestiga
classes and fears,” says author Bruce =
R, Cordell. "The blood magus s going 1o
surprise people, and averyone is going
ra want to use the Energy Substitution
and Sculpr Spell fears.”

This book s filed with the stulf that
great games are made of, Pick up &
copy 1o see all the fantastic cpriang
that are sure to become an ﬁﬂuﬂiﬁl

part of 'fcur Hame.
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A new generation, new wonders,
and new terrors are on the rise.

“R. A. Salvatore continues to build his detailed  “Salvatore again shines as one of the millennium’s \

world and complex history....Fans will be best fantasists. Wild adventure, unique magic,
delighted with ASCENDANCE." stunning suspense, and unforgettahle characters.
ASCENDANCE...is a novel not to be missed!”

~Kevin J. Anderson, New York Times _
bestselling coauthor of Dure: Haouse Harkonnen —James Clemens, author of Wit'ch War

NEW YORK TIMES BESTSELLING AUTHOR

T

A Del Rey Hardcover

. And don't miss the thrilling
. prelude to The Second

. DemonWars Saga:

m‘hﬂ'“mw

R.A.

" Subscribe now to the DRIN, |

Del Rey's intermet newsletter, and receive a very special
bonus: The DRIN 100A-our exclusive 100th-issue (] & A
with some of the biggest names in SF&F. Find out what
Arthur C, Clarke, Terry Brooks, Ray Bradbury, Anne
McCaffrey, and many others think nhnut the technology of
today...and tomorrow!

To subscribe: send a blank message lo:
join-ibd-dist@list.randomhouse.com OR sign up at:

\ mm.delrf.jybuoks.cnm /

Now in Del Rey I:apl:rhlzll
-

25N Stories That Define Imagination
L5411 A Division of Ballantine Baoks '




DRAGON'S BLUIT

A DaaconLance Novel

by Mary H. Herbert

Ihe €on of one of the Heroes of the Lance and his wizard
companion journey 1o Flotsam la recover the body of the
wizard's father. They quickly discover thal her father isnt
dead, but missing. To compound their situation, a red
dragon is terrorizing the population.

$6.0q/$5.gp CAN = TSRe877 « 138MN: o-pabg- 8772
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REIURN TO THE

TEMPLE OF FLEMENTAL EVIL

A D&tD Adventure

by Monte Cook

The Temple of Elamentai Evil is one of the most well
remembered adventures from the early days of the
Duncrons 1 Dragong game. Now, veteran designer
Monte Cook revisits this legendary setting in an all-new
adventure wrilten for the DEtD game. Players will enjoy
countless hours of play as they race against a band of
priesis artempting to unleash a great evil upon the world,

$ou.05/ 32595 CAN » TSRndqg « ISEN: o~ 7Blg-1043-8

Cover by Carl Crirchiow

SERVANT OF THE SHARD

A FORAOTTEN REalMs Novel
by R. A. Salvatore

A nw ach |
PCa but ndlpl‘ﬁ’hfw ¢

As the Crystal Shard's power over the mercenary Jarlaxie
increases, even his dark elf minions become nervous. ﬂﬂl:.‘ :
ang person, the human assassin Artemis Entreri, is wiﬂing “
ro try to save what's left of Jarlaxle's soul, though hﬂ'l
have 1o destroy the Crystal Shard 10 do il

2 {J._;_; & Sarvant of the Shard is the latest offering f'rom HE!-I'
A DEID adventure ﬁ:n' th- York Times bestselling author R. A. Salvalore.
PCs hl.ﬂ ﬁﬂﬂ'ﬂﬁ fﬂf’iﬁ*ﬁ $ 7007 $10.09 CAN « wicai878 « ISBN. o-706g- Wre-o
Valley of the Snails
By W, Jason Peck
t strange fafe befalls ¢

that trespass in the valley uf Iht
Slithering Snails?
A DD adventure for 1sr-level

AUGUS

PCs but adaptable for levels 2-7. Elminster in Hel T DGV
% Brother of the Dragon DL Novel
F'Léjﬂ: FREEE E[:'NSEHTJ Heart of Nightfang Spire D&rD Adventure.
___ « Bonus DUt Venfuras : \ 2
---- _ e Magic of Faeran FR Accessory |
« Random dungeon generaror e T : |
« And much more! SE I)TE \l l; l’J Ig

Temple Hill . PR Novel
$ US/$8.0g CAN . 2 e
Tgsp?gmdum p?i H_!n.ﬂ;? Baldur’s Gate (I: Throne of Bhaal ,ﬂi vel

Bertrem's Guide 1o the War of Smlh
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LDavid Noonan began work al
Wizards of the Coast, and his list
ol design, writing, and editing credirs

is already impressive. Besides his
work on all three of the core DED
books, he recently finished five
months' labor on Manual of the
Planes, a massive undertaking whose
final results are due our this fall

Ii'ﬁ only been three years since

Daze sand Knights
From the moment he began warking
on DD, David had 1o hit the
ground running. He jumped into the
deep end of the pool with the other
editors on all three of the core
books. Everyone was under tremen-
dous schedule pressures to make
the deadlinas.

His work on the Duwceon
MasTin'’s Guide was just as frenetic.
After a pass through the magic
items chapter, David developed the
treasure tables ("based on some far-
rific guidance from Monre Cook )
and then woarked on all of the NPCs
from 1st 1o 20th level that appear in
the second chaprer. " That was one
af the last things we did,” he recalls.
“At that point we knew we were
crunched for space. So I'd design it
take it to Jonathan, and say, "This is
as tight as it can go. | swear it. And
he'd look at it and say, You can
combine these two columns here,
not indent this over here, and that
would gel you more space. So ld
20 away and do it again, and bring |l
back 10 him, saying, 'Only a mother
could love this format. Again, he'd
find ways to save space.”

BY MICHAEL (. f

VID NOONAN:

MAN OF A THOUSAND DAYS

Ihe care books were just the begin-
ning. David contributed a handtul of
prestige classes to Sword and Fist,
His drunken master, gladiator, war
masier, and ninja of the crescent
moan classes have been well
raceived. David credits thal success
lo designing as part of a team. "One
of the nice things about working on
DErD is thar you get fo sit at the
feet of the masters,” he notes.
*Though | didnt have a lot of "for-
mal fraining in creating prestige
classes, it's a lot easer 10 do one
once you ve heard Monte Cook talk
through a couple of his own. Like
the: core books preceding it, Sword
and Fist kept David in the same
state aof dazed rush as the project
grew larger and larger. “We really
wanted to pack as much as we
could into this book, and | just kept
raising my hand to volunteer.”

Day In, Day Out

David just completed editing and
desion work on the Manual of ihe
Planes. The book will please DMs
who prefer fewer rules and more
guidehines,

“The approach we took with this
was that we're much maore comiort-
able letting peoaple do what they've
done all along, which is make up
their own worlds,” David says. He
describes it as a roolkit, more so
than previous planar projects like
PLanescars. “All of us are vary fond
of PLANCSCAPE, he explains, "but
rather than provide one specific
setting and saying This is the way it
is, the Manual of the Planes gives
players who want lo arrange the
dimensions the way they want the
infarmation they need to do that, Ir's
really a Lego set for the universe.”

That said, David nores thar the
Manual is not filled entirely with
abstract materials, “There are prab-
ably forty pages of new monsters,”
he promises, In additien to the
return of the yugoloths, the Manual
introduces new creatures that he
describes as “almost Terminaror-like
lawful-neutral enforcers of justice
called the inevitables. They move

from plane 1o plane enforcing the
unbreakable laws of the universe,
like vou shouldn't break an oath or
ry 1o cheat dearh.” The book will
also include new spells, five new
prestige classes, and rules for using
the githyanki and githzerai as char-
acter races, Most importantly, il
allows DMs 10 work with the “DEtD
cosmology—the great wheel rhar
everyone s familiar with,” David
reiterates. The 666 Layers of the
Abyss, the Nme Hells—but if you
want 1o just have the Nine Hells and
tha Celestial, this will 1ell you how
you can do it

New Day on the Horizon

The projects never stop, though
David concadeas there are fimes
when he's sure his wife Susan
wishes they would, “As Manual of
e Flanes lurched To its conclusion
in the last three weeks, | haven
saen all that much of her,” he
admuts, acknowledaing that when he
atdds in his twice-weekly DED cam-
paigns and his 12-hour monthly Srar
Wairs campaign, she becomes even
more of a gaming widaw.

With David's current workload,
Susan might not se= him again any-
time soon. “I'm doing some prelimi-
nary désign wark ¢n an
unannounced product,” he says
ambiguously (it has something to do
with casties). He's also in tha midst
af editing Deep Horizen, the next
Adventure Path adventure. Some of
tus work 15 on the schedule for this
year, “| designed about half of Song
and Shence, the guidebook for bards
and rogues, which is in editing now.

Despite lang weeks of fast-peced
schedules, he finds that his passion
for D&MD hasn't slipped. "It changes,

though,” he admits. “Iis mh:w us i

much fike meeting an old college
buddy you haven' seen in mf;
who yau can't wail o spend lh:g

whole weekend with. Now it's 1 m oy _:'
like hanging out with ag\wﬂﬁ#ﬁﬁr- x

mmwmmmmw
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TX - Fantasy and Sci-Fi Games - 2220 Marsh Lana # 107
Camclion, TH TEIOS - {873) 448.5404

TX - Dibbda's Hobbins - 1028 Donaldsomn Awe

BanArkonio, TX THXZD . Dinblesiast: net - [210) 787724
TX - Pojasiss Loft - 2731 Smudimaest Plwy, Suile &
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VA . Littde Whara - 11213 © L oy
Fakfax. Vi 22030 - Fabai@aol com - (T03) 3562-9222
VA - Hobbies - 2242 Plans Road - Hobbiesenibovest com
Fregadckshurg, YA 22401 - [540) 372-6578
V- Ground Zero - §5524-4 Willamsan Rood
Rrancke, W 24012 . (B4D) FT7-4056
Wil - Tho Game Store - 2092 5 3206 04
Fedaral W, WA 28003 - Tgshadink com - (253 346-2551
WA - Aumaring Steres - 2104 £ Faurtn Plain B
Wanctaver VA, BIBGET - Camerschtion ssm - (380) T35-0336
Wl - Chimors Hobhy Shap « £26 Waet Collelgi Avenue
Apaleien Wi 54517 - Shimarskcbby.com (820] T35 201

T - Clmsra Hobby Bhop - 3347 Vsl Division Sreat
Fand Du Lae, W 84935 « Chivseatobby oom (920) 8226338
Wil = Fow Craatiens - 87617 32w Avonog
Kerrashia, W1 S3142 - necrsolisgame il reoom - (320) A22.8330
WY - The Realm - 1038 Walkar svdditian
Elkvienw, WO 25071 - The-fesin-Orinecom - [304) 865-7333

QUE - Lo Walet D'Coour - 4408 S1-Dords - Lavaet oo
Mantreal, Quabes, F2J 201 - Canada - (B8] 499-530%
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NEW FROM ASPECT

Award-winning author
Michael Moorcock returns with
the first new “Eternal Champion”
novel 1n 10 years!

MIGHAEL

MOORGOCK

AUTHOR OI' THE ELRIC SAGA

DREANTHIEF'

DAUGHTER

A TALE OF THE ALBINO

The albino prince, Elric of Melniboné,
has surfaced again in the dreamlike
world of wildly infertwined realities.

~ Now, somewhere belwean the eternal city

-of Tanelorn and Hitler's Nazi Germany,
Law and Chaos are about lo ballle.

“A major novelist of enormous ambition.”

—Washiuglon Post
A NEW HARNCOVER

Where Imagination
Knoiws No Bounds

ATPLLT %_E:

Vieit our Wah sita at www iwbookmark.com
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CALENDAR

Aug -

T

Role Playing Gene Assacanion [vemts,
For more informaten an 1he RFCA evenrs, wisll wwe.rpgacom

SRIGINS saon Ohilo
Comvention Cemter, Columbus » www wizards com) erifin:

CASTLECOM 4 Virginie

Oulles ten, Herndon « Contoct; Mark Geary

17865 Park Center Road « Herndon, VA 2oz

X GAMLS FEST England

Sportcentre, Harlow, Essex « Contact: 262 The Dashes
Harlow, Essex « CMaa 3RZ - England

bk games Tesra virgnoae

www freespace. virgm.nat /utapian, tiger/ gihim

KILKHAN Colorade

Ramada en, Coiorado Springs « Contact: Dale Fauson

1223 Pralric Foad « Colorado Springs, Coloradeo

Bogsg-100G « www fresspace.virginnet/ utopian.rger, gf him
FUNECON Connectecu

Ramada Inr, Planville = Corracr: RuneCon LLC, » PO, Box 2p
Ashford. CT oba78 « www runecon.com

Fearuring: RPGs, CCGs, board games, LARPs,

minieTgre paimting, and cealers
MHEXACON » Ariona

Hobday Inn Sunsprea Resort, Seoridale

Contact Hexacon 1 « PO, Box €atiy « Phoenix, AZ 84080
the_lopd casls.arg « www hexacon.org

Feeturing: RPGs, CCGs, and more.

CEN CON wWisconse
Midwesr Express Conter, Milwaukee
www wizards. com,; gancan

T OAMEFEST XX Caornia
San Dicgo » Contact: Oamefest « 3054 Harney 3t
San Dieps, CA gania
Featuring: RPGs, CCGs, board games, war games,
miniature painting, and dealors.

Aug 3|'

5

BUBONNION 33 New Mexico

Howard Johnson Easi, Albuguergue

Contact; MMSF Conference « P.O. Box yr2s7
Albuquerque. NM 87170 » cworalg @ nmda.com

wyw'w By bomicon hame,att nel

Faaturing: Ouest artises and aurthors, coslume conlest,
Fdms sCresnings. and more.

TACTIOON s Colorade

Derver Marriott South East, Denver

Cantact Daniel Reddy « 3402 South Eagle Straet & wm
Aurors, CO Bueng-3978 « www.denvergames. com

MELT TEAM DEAGDN AT CinCon

Meet the staff and coraribarars of Daazon, Duncion, STan Wans
Gamer, and S1A2 Wars Insider magazines ar the 34t Arnaal Gov
Con Came For. All of our seminors take plice w the MacArhur

room of the Milwsusea Hilton. just across the strect from the

corvantion canter. Check the arsite hook for the location af
portfolio revicws and pliysedrs, a3 well 85 any lase-minuee changess,
Even if you miss the events, come by our booth in the castle fo say
hellac and pur a faca 1o 2 name.

Vidhn o Tl k1™ HETOF Tr P b IPe Tty o PLwrni A e
w0 AM. | Julia Martn Seminar |50

Poresie Reyi*at1Th e &M, | Dove Gross,

sty aM. | Kyle Hunter, Pets Whilkey Crristaghar Periina, Pere Whitley
“Lomgeercr=1" Seminer [Th O meacs A crerrey PlRYTERS

& 00 noaen | Bay winerger = Jurassie Shire™ (Sal

Wele Maddh” Sermirar (Th) a0 roan | lohaey Wilson

400 FM Pl ML WEY Timrasw 'y Ciare in the Hpp—
Portiss By eai 1) Saminar 1500

oo A | Kde Hunber, Feie Whilley a0 noan | Ed Gres nwood

[ meai w0 Atwrer oo Flaytor; S Weas Daver U obler
“Headless™ iFr) Seminar | 521

g0 neen | Dave Gross 4o0 | Chrisropher Perbing
"Up on & Soaphane” Seminar iFr) “Trhe Play's 11w Thing

zoo M. | Gary Gygasx Workshop (Su)

“Sazr Adwies™ Live ifr) 1000 AM | Aok D Laws

200 P, | Saip Wihams Hae Morks” Painting

The May's e Thing ~ Seminar Fri Warkswop {Ju)

4o prm | Rebn D, Laws o0 noon | Mke Me ey
Cor*aenaty Behmd the 4% Wiis Uerew Playtest  Su)
Drawing Board | Sal won noon | Chrisopher Parking
6:0a 7. | Pl Fogie,

John Kovalle, Aarcn 'Wilkars
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« Every piece comes fully hand-painted!
» Amazingly detailed and cast in durable resin!
« Huge variety of sets and accessories!

MasterMaze is an interlocking, interchangeable dungeon system
meticulously sculpted, cast in durable resin, and then painted by skilled
artisans. No other company offers such magnificent accessories for
25-2Bmm miniature gaming ready to use right oul of the box. Dwerven
Forge has expanded ils extensive product line again to bring you
dungeon treasures (below)! Plus, The Forge now offers orc, skeleton,
and lizardmen miniatures! Everything comes fully hand-painted so you

m-%m can spend more time gaming.

W e e
ii?_ __ _,jh o see the complete Dwarven Forge

L <
Masterae SRS

at: ww.dwarvenforge.com
The Ultimate 3-1 Dungeon System for Mimatures skeletons The Forge has added 1o its miniature lina!
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| 'Ihgfan Enclaves are springing up i citics

all ever Faerin. And they're just a few of

|‘|.-'
'-.

”"'IBE many dangers that await you in the new

Fﬂ‘g:ﬂ#ﬂ'# Realins® Campaizn Serrine.

With 320 mﬁ of prestipe classes, regional
feats, spells, and other mformation detailing
the land of Facriin, there are more dark scercts
- and simister plots than any single hera could
handle. So, bring friends, 'cause you've got

some serions bonsecleanmg to do.

Pick up a copy at your favorits game or
book store or pek it online at
WA I ZGdS . com,/ FI.}J'i{-I;'Jﬂ'E':I wealms

All rrafemarks arc preperey o Wirards of the Coase, Inc.
THips by Tedd T ackwend. (02001 Wizarde
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SHE'S UPSEY
AT Howl MUCH
TIME | SPEND WITH
MY ROLEPLR{ING
GROUP. M \WoRRIED
1 ABOUT HOM MUCH
SHE SPEWDS OR)

SOURCEROOKS,

To Shv NOTHING oF
HeR COLLECTIRLE CARD
GAME HARIT, OR THRT
OUR ROLEPLAYING STYLES
ARE COMPLETELY ihComM-
PRTIRLE , THAT SHE LAKES
WORLD SETTINGS | HATE, |
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With this stunning and original debut, “A great find! Irvine writes

NEW FROM ASPECT

A MILLENNIAL WAR BETWEEN
THE WORLDS IS RISING...

worldbuildi ng
labor of love.”
-Locus

HRROR

. E’F" Eg We OV

A NeEW PAPERBACK

lan Irvine begins the saga of The View beautifully...refreshing,
from the Mirrar, a brilliant epic fantasy complicated, and compelling,

that rivals the works of Robert Jordan

King’s Dragen
and J. V. Jones. el

—Kate Elliott, author of Fariner

~ Visit our Web site at www.twbookmark.com

WHERE IHAGINATION I{NOWS NO BDUNDS

Sl TILT WARNHEN TAADE PLIBLIS-EMNG. ML THE ASPEDT MAWE AHL UG0S KAE AED TAADEVASE CF TINE WARKER THADE PUBLISHID. (RS, LLLETAATICN AY MARK BFLLST P ERDL

TDKE SUETIE & L70x

1D3dSY HIANHVAM  LDO3dSV HINUYAA
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... Fhough halflings are perhaps
oha of the most soclable races,
there are many aspects of

halfling sociery that are overlooked or

‘misunderstood by others. Mosi halflings

ltve in semi-nomadic groups known as
commonwaalths, and they strive for
lives of comfort and happiness. OF

course, there are always exceptions . . .

BIRTH & CHILDHOOD

Family is the most important value in
halfling society, so the birth of a child is
cause for greal celebration. A pregnant
halfling is coddled and showered with
gifts during her rerm, which lasts for
about eight menths. During childbirth,
tha mother-to-be is sequestered in her
home and artended by a halfling midwita
(usually & cleric of Yondalla). It is con-
sidered unlucky for men to stay in the
house during a childbirth; husbands,
fathers, and sons stay with other family
members until the child is born.

Responsibiliry for raising the child
does not fall on the parents’ shoulders
alone. All members of the commonwealth
are expected ro share these responsibili
ties. Thus, the infant quickly grows 1o
recognize and trust the enfire commu-
nity, while ar the same time the parents
are still abke to carry on their other
respansibilities with little interruption.

Halfling mfants are not named until
they learn to speak. Unfil this time, the
parents refer ro their child only by
such loving nicknames as “Scout,”
"Sprig,” or “Dandelion.” When the child
does learn 10 talk, the commonwealth's
religious leader is immediately called 1o
the house. The cleric parforms three
rituals on this day. First is the Ritual of
Speech, in which the priest anoints the
child's tongue with holy warer. The
cleric then stands vigil over the child
until it falls asleep, at which time she
performs the Ritual of Silence, during
which the cleric burns special incense
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and prays wordlessly over the slumber-
ing child for approximately an hour.
When the child eventually awakens, the
parents are summoned so thar the
cleric can perform the Ritwal of Self, in
which the cleric records the names of
the parents in the Book of Names.
Under this, the cleric records the given
name of the child, as provided by the
parents. Each commonwealth keeps a
separate Book of Names; their religious
members keep this book safe and
secure. Ir is widely believed that the
lass or destruction of a Book of Names
ndicates that the community has only a
few years left before ir dissolves or is
destroyed through some disaster.

ADOLESCGENGE
APPRENTIGESHIP
2 WORLDWALK

As halfling children grow, they are
allowed to indulge their imaginarions and
curiasities about the commonwealth; the

James Jacobs e illustrated by Dennis Cramer

adults in rown keep an eye on them and
remain ready 1o intervene if they begin
taying with something dangerous. Often,
an alder brother, cousin, or unmarried
sibling of the parent serves as a
guardian during this time. A young
halfling’s choice of play, friends, explo-
rations, and personality all factor into
the field of work to which he is assigned
duning the Masters Fair,

Not all of a young halfling's life is
play, however. When halfling children
reach the age of five, they are
expected 1o help with minor chores
around the village, such as food prepa-
ration, farming, building mainrenance,
tending livestack, and so on. The child’s
parents attempt o present such chores
in an entertaining venue so the child
doesn't grow bored with the work,
Often, these chores serve to educate
the child as well, further preparing the
young halfling for the resulrs of the
Great Choice.

Most halflings opt to remain within
their home commonwealth and take up
a career path. Every summer, halfling
communities hold a Masters’ Fair (see
Festivals). When a halfling decides 1o
rake up such a profession, he is allowed
1o spend the time berween his Grear
Choice and the next Masters Fair as he
seas fit: it time permits, it is not
unusual for halflings ro go on short
tours of the world beyond the com-
monwealth. Those halflings born in the
summer months ofren feel somewhar
cheated that this "vacation” is short-
ened, but there is really nothing that
can be dong. For this reason, halfling
parents often attempt to plan pregnan-
cizs 50 that childbirth occurs in the late
summer or early fall, ta afford rheir
child the maximum amount of time
bhetween their Great Choice and the
Masters” Fair.

Once a haltling is accepted by a
Master during the Masrers’ Fair, most




- NEW EQUIPMENT

Footsaw Trap: The first footsaw map was invented by an industrious
haltling whose family often rraveled through arees plagued by goblin
raiders. A footsaw trap is a bear trap whase grasping jaws ane fitted
with saveral thin sawblades mountad on springs designad 10 cur away
at tha feer of any captive that strugegles, The map is attached 10 2 1w0-
fr. length of chain with a good lock, allowing it to be attached to &
neartyy 1ree or another secure ob|act,

The map is designed 1o be hidden under a thin layer of leaves or
solk a hidden footsaw trap can be discovered with a Search check (DC
an). Unce found, it can be disabled wirh a Disabla Device check (DC
201), Anyone who walks ovar a foorsaw trap triggers it the rap makes
a touch attack with a +8 bonus, If it hits, the victim suffers 103 points
of subdual damage and cannot move away from the rrap (if i s
chained 1o a solid chject) or has his spead reduced by half 1if the trap

entira bag immolates, creating a good-sized campfire within 1 round.
These comptires ignire even in moderaie rain bul burn out quickly in
such conditions unless shalter is pravided. Enterprising halflings have
hesn known o use insrant campfires (o sAf dangeRrous Taps; SOmenns
in contact with an instart camplire afier It has it must make a Reflex
saving throw (DC 12} or suffer 2df points of fire damage. Cost: 50
. Weaght: o b

Stone Sleeve: A stone sleeve is ittle more than a narrow clath tube
thar |= tied ro the Innar forearm so the opening resrs in tha palm. The
sleeve can then be filled with up 10 six good-sized throwing stones or
halfling skiprocks (see Oacow ags or Swovd and Fis,. The slkeave
can ba openad with ease, allowing the wearer 10 arm hersell with one
of the rocks stored within as 3 free action. Cost: 2 gp. Weighr: —,

of his free time is consumed as he is
taught the skills of his chosen rrade.
This period of education usually |asts
five years. Most masters go 1o great
lengths 1o make their lessons entertain-
ing as well as educarional; afrer all,
what bores the student likely bores the
teacher. Upon achieving a journeyman’s
skill level in the career path (as judged
by the master], the halfling is given a
choice: He can stay on with his
master as an assistant, or ha
can establish his own place

ot businass,

Some halflings make the
Great Choice to go on a
waorldwalk; these folk lead radi-
cally differenr lives from those who
stay and take up a more sedentary
profession. A haltling who announcas 3
worldwalk is expected 10 pack up his
belongings and leave the community
within a week of his Great Choice. This
is ofren a somber time, as friends and
Family say their goodbyes and help with
the preparations. Warldwalks last for
variable periods, bur they usually com-
prise a decade or sc. During a world-
walk, a halfling simply wanders where
he wills, As he wanders, he picks up
skills, tales, and knowledge. When he
teals thar he has spent encugh rime
seeing the world, the halfling 15
expected fo return fo his comman-
wealth and reach what he has learned.
Mast halfling adventurers begin their

Instant Campfire: An instant campfire consists of a leather bag filled
with tinder, logs, and fuel. The drawstring that holds the sack shut i
studded with tiny Flakes of flint and steek the sack itself is alchemically
mreatad o that it catches fire easity. When the drawstring is pulled, the

isn1 altached 1o an abject). Each round that the vicilim lakes any
achon that imvolves the rapped foof, the victmn tokes 1dg ponts of

| damage. Escaping the trap is possible with a Srangth check (DG 25)
| or an Escape Artist check (DC 3ok lallure inflicts wig points of dam-
| age from the saw blades. Cost: 7oo gp (raw material cost: 233 gpl
Weight: 15 Ibh, CR: 2, Craft lrapmaking) DC: za.

Wagon Sheelds: These are large shingles of solid osk remforced with
iren that can be quickly fitted rogether to protect wagons. Wagon
shields are sold in batches of six, enough to protect a normal halfling
wagon. One halfling can set up a single shield as a full-round action.

Two halflings working rogether can set up two shields per round if
they do nothing else. Once set up, the wagon shields provide a Smeall

careers as a result of a warldwalk. The

return of a worldwalker is celebrared
with the Homecoming festival.

TYPICAL GIFTS

Girr-giving is an Important skill in
halfling society. Often, the type of gift
one bestows on another during a birth-
day or other event can dramarically
influence relations between families,
Tha value of a gift is not nearly as
important as irs practicality. A
farmer given a heavy golden
plow encrusted with gems
should feel slighred, for
example, if it was just as easy
far the one bestowing the gifl o
give a good steel plow. Gifrs should nor
only be lunctional and practical, they
should retlecr the relationship between
giver and recipient, It wouldn'r be
proper for a halfling woman lo give a
beautiful doublet to a halfling man she
was not romantically involved with, but
it would be perfectly acceptable to give
the same halfling a nice sturdy belt or
pair of boots,

One special category of gift is the
homacoming gift. When a halfling is
worldwalking, she is expected 10 pick
up a small trinket for each of her
friends and family members back home.
These gifts should be easily trans-
poriable, since the halfling must carry
them with her until she rerurns home.
At the same hime, they should reflect

chargcter with 3/ 4 cover; a Medium-size character gains /2 cover.
Each wagon shisld has g hardness and 30 hir poinrs; they are some-
times fitted with arrow slits to allow those inside to defend the wagon.
Cest: 75 gp, 100 gp with arrow slits. Weight: g0 b. aach, 240 |h. ratal

some part of the halfling's ravels and
her relationship with the intended
recipient. Functionality, in this instance,
15Nt as important as something that is
exofic and unusual,

As a final note, the act of re-giving
gifts is @ sure way to earn the ire and
disrespect of the recipient, especially if
the gift given was one the recipient
previously gave 10 the giver, Halflings
whao re-give gifts scon find that they
start receiving gifts that are embar-
rassing, offensive, or even dangerous.
In facr, it is better for such “gift recy-
clers™ to not give a gift at all.

FESTIVALS
Halflings love to organize and partici-
pate in festivals. These events are usu-
ally day-long affairs and ofren draw
visitors from throughout the common-
wealth, It isn't unusual to see members
of other races participating in halfling
festivities. Some fFestivals are thrown
for no reason other than to have a fes-
tival, but there are saveral thal are
mare important 1o halfling society.
Birthfest: A Birthfest consists of a
day-long celebration of the birth of a
newborn halfling. When a child is born,
the midwife presents the child to the
village on the following moming. The
mather and father are seguestered in
their homes for a day while the rest of
the commonweaalth celebrares with
feasting and dancing. Although they




afficially last for only the day of the
birth, it isn't uncommon for a Birthfest
o carry aver into a second ar even a
third day.

Birthday: These events are always
grandiose affairs that last for an entire
day. The lucky halfling is zllowed to
spend the morning relaxing in his home
as he sees fir. At noon, the halfling’s
fnends and family arrive to escort the
celebrant to the village square for a
grand feast. The birthday halfling is
expecied 1o give a short speech during
the feast. Practical jokes, riddles, and
surprises are often incorporaled info
such speeches. Afrer this, the halfling
enjoys a shower of gifts from his
friends and family, followed by more
feasting, dancing, music, and even slage
productions. Often, dramatic or impaor-
tant events of the birthday halfling's life
are the subjects of these productions.

Great Cholce: A halfling’s 20th birth-
day is known as the Grear Choice; it
symbolizes the beginning of the
halfling’s transition from child to adult.
These birthdays shame all others in
regards to producrion and festivifies.
During the halfling’s birthday speech,
he is expected to announce his plans
for the future: wherher he intends fo
remain m the village and 1ake up a
career path, or whether he intends fo
emhark on a worldwalk.

Masters’ Fair: Once each summer, al
of the local halfling families get together
for the Masters’ Fair. These avants take
place in an open area in the approxi-

the exact dare of the Fair is decided by

Nobady's Fool [Genersl]

mate center of a halfling commonwealth;

the fair's organizers. A Masters. Fair
usually lasts for three days. On the firs
day, any halflings who have decided ro
take up a career path since the-|ast Fair
visit the many Master Booths that
encircle the central feasting grounds.
These booths are run by various crafts-
men, hunters, farmers, scholars, and
military professionals. This day allows
youna halflings 1o see and experience
what various jobs and crafts entail
those who have made their Grea
Choice 10 become crafrsmen approach
the. Masters they would ke 1o work for
and present their skills. The day ends in
a feast, of course, Duning the second
day of the fair, the Masters retire to the
Masrers Paddock, an enclased area
where the varous craftsmen decide on
which halilings fo take on as apprentices
or students. The other visitors 10 tha
fair spend the day playing games (most
of which involve the throwing of
stones), faasting, and relaxing. On the
third day, the participants of the fair
are invited into the Paddock and the
Masters announce who they have
decided to accept as apprentices and
students. While rare, it occasionally hap-
pens that a particularly unlucky haltling
is not accepted by any of the Masters
he petitioned. In these cases, the halfling
5 generally expectad to follow his
mather or father’s made. More often,
these rejected haltlings leave their com
monwealth to become knaves (sae
Commonwealths and Quisiders),
Homecoming: ‘When a halfling
returns to his family from a worldwalk,
the family throws a grear feast and fes-
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tival called Homecoming, Thesreturning
halfing regales his kin with tales of his
experiences during his worldwalk and
passes out gitts ro his friends and fam-
ity. After a homecaming, a halfling is
allowed a few weaks to sattle back into
a sedentary life before he is expected
1o take up a profession related 1o whar
he has learned.

Weddings: Halfling weddings invari-
ably occur early in the morning and are
held outside whenever possible. Unlike
most other halfling festivals, weddings
are small and quier affairs. Generally,
only immediate family members and
close friends of the bride and groom
are invited. The wedding ceremeny itsell
5 performed by a cleric chosen by tha
bride’s Family, and it takes place in a
lacation chasen by the family of the
groom. These short ceremomes involve
a brief blessing of the union by the
cleric, an exchange of marital vows and
wedding rings, and a shared drink of

NEW HALFLING FEATS

Improved Low Blow [General]

You nafurally think of things in the most efficient way possible and tend
to react to situations more gracefully and rapidly than most peaple.
Prerequisites: Wisdom 13-

Benefir: You gain @ +2 honus ol Sanse Mative checks and Gather
Informanon checks,

Low Blow [General)

You can get underfool and anack creatures larger than you,
Prerequisites: Dodge, Mobility, base amtack bonws +4 or higher
Benefit: As a full-round action, you can enfer an area occupied by an
apponent who is ar laas! one size category larger than you, You can
then make a single melee attack ot your highest attack modifier agans!
this creature, who & considerad flar-foared againsr the amack. Afrer
your arack, you return ro the 5-foeat square from which you enfered
the opponent's 5-fool square. Using this feat provokes attacks of
opportunity normally,

You are especially pood ar using the Low Elow feat,

Prerequisite: Dodge. Mobility, Low Blow, base attack bonus +4 or
higher

Benelir: Using the Low Blow Feat does not provoke an anack of oppor-
tunity when you move into an oppanent’s square ta perform the arack

Swarmfighting [General,
You and alies with this feat can coordinate melee attacks against a
single targer and are adept at fighting side by side in close quarters.
Prerequisites: Size Small, Dex 13+, basa attack bonus +1 er highar
Benefit: You can occupy the same 5-foot square in combat with any
other albed, Small cresture who also possesses the Swarmfighring feat.
Wher you antack 3 Medium-size or larger creature with g melee
attack, and at least one other ally with the Swarmfighting feat thraat-
ans the targer, you gain a +1 morale bonus 1o the attack roll. This
banus increases by +1 for each addinonal ally beyond the first with
the Swarmfighting Fear that threatans the same targel. The total
morale bonus imperied fo your attack roll cannot exceed your
Dexterity bonus.




HALFLING ENCAMPMENTS

Halfling caravans are often forced 1o et up temporary campsites on
rhe road when there is no village or nearby civilized accommodafions.
In such cases, halfings organize their wagons mio a hght circle i

somie aasily defended area, such as in a narrow valley or atop a hill, if

the caravan carries wagon shields, these reinforced oak blocks can be
quickly ser up to form a low (5 Feer high) wall that can provide addi-
fional defense, Halflings train from young ages on how best 1o sel up
a caravan encampmen’; each member of a rraveling group is respon
sibla for one specific rask, and when the command 10 encamp 15 green
they fall 1o their duties with delght. Races and competitions on wha
can finish thesr tasks first are popular and serve to tighten the effi
ciency of the process. A lypical haliling caravan can ser up a fully

deferded encampment in kess than 5 minutes. Tales are often told of
one group of halllings who had so perfected the art thar they could
sel up m less than 20 saconds, bur no halfling can mruthfully atiest 1o
sesing. such a feat accomplished,

Weather permitiing. the travelers sleap under the stars inside the
wagon circla. If ran precludes this, the interior of the circle is some-
limes covered with several large sirips ol waxed canvas that are
affixed to the wagons on the edges and propped up with pales in ths
mickdle, giving the encampament the look of a huga tent, Guards are
always postad in wilderness or dangerous arees. [ypecally, thwee
watches of three halflings apiece are pasted: guard duty is Swapped
out each night so thar averyone eventually pitches in.

wine from a blessed chalice. After this,
the bride and groom are pronounced
husband and wife. The couple then
retire to a private place of their choos-
ing 1o consummate the marriage while
the Joining Feshival is prepared,

Joining Festival: While halfling wed-
dings are small and quiet, the Joining
Festival that cceurs the evening of the
wedding day is anything but. Like birth-
days, Joining Festivals arrracr visitors
from miles around, and they often last
|ate into the night. Celebrants typically
arrive much sarlier than the bride and
graom; in some cases the celebration
begins bafare the wedding ceremony.
For this reason, Joimng Festivals are
always held somewhere ather than the
location of the actual wedding cere:
mony. The bride and groom traditionally
appear at sunset amid fanfares of music
and fireworks; the wedding feast begins
not long thereafter, This feast is a grand
potluck; all of the dishes are prepared
and brought by the guests. These “food-
gifts™ often become quite compelitive,
and the creator of the dish chesen 1o be

the tastiest by the bride and groom is
aften rewardad with gifis from rthe cou-
ple’s families. During the teast, the bride
and groom take part in a “wine-bond,”
in which they acrually make a bottle of
wine that is sealed and set away to be
imbibed on their 251h anniversary.,
Joining Festivals officially last until mid-
night, at which nme the bride and
groom refire to their hame. The other
celshrants often stay on until morning.
Final Birthday: On what would have
been a deceased halfling's hirst birthday
after his death, the family and friends
hold a final birthday celebration. This
celebration is Tilled with feasting and
lales of the lite of the deceased, and it
is generally a pleasant, if bittersweet,
occasion, The deceased’s possessions
are given away ro family members and
friends during this celebration. In cases
where Ihe deceased did not prepare a
will, the spouse, siblings, and parents do
their best to decide who should get
what: aften, the intervention of the
Council is required [see Justice and
Paolitics), It is considered a grave insult
ta Yondalla and the spirit of the
deceased 10 attempt to resurrect a
halfling who has had his Final Birthday.

HALFLING SEX ROLES

Halfling sccieties don't separate male
and female roles to the extent found in
most other cultures, Both sexes are
found performing similar tasks and
working in similar professions in mosi
halfling commonwealths, Neverthelass,
there are certain professions that are
almost always favorad by a specific
sex. Legal professions, such as barris-
ters and judges, are almast always held
by male halflings. On the other hand,
most professions that interact with the
outside world, such as Iranslators, mer-
ghants, and messengers, are tavored by
female halflings.

In family life, parents of bath sexes
act as care-givers for children. The

parents usually split the responsibilities
as to who cares for the child and

who provides lessons and education in
early stages: which parent assumes
which role depends on their spacialties
or professions.

ADULTHOOD

Upon returning from a worldwalk or
achieving journgyman =kill in a chosen
career path, a halfling is expected 10
become a supportive member of the
commonwealth. Her skills should com-
plement those of others, and her aid
should be lent freely as appropriate.
Not all of the jobs a halfling is expecied
to perform for the family fall under her
specialty. For example, a carpenter
might be asked 1o help clean up after a
festival, or a baker might be called
upon to aid in plowing a new field.
Work is more or less shared equally by
all members of the commumty.

There are six career paths comman
in most halfling commonweaiths. OF
these six, the military career path is
generally thought of as the least enjoy-
able. Although halflings love excitement,
meaningless danger and viclence with
no more opporfunity for wealth or hap
piness than can be gained otherwise
are unpleasant, In some commaon-
wealths, the military path is absent alto-
gather; such communinhies oflen rely on
the goodwill of their neighbors for
defense. The six career paths are:

Military (soldier, scout, tachcian)

Craft (carpentar, baker, smith)

Enrerrainment (minstrel, dancer,

aciar)

Service (merchant, barrisier,

messenger)

Agriculture (brewer, shepherd,

Farmer

Academic (sage, scribe, engineer)

Each of these career paths affords
ample opporiunities for advancement
and success. Services rendered to
other halflings are almost never paid for



in coin. Before any aclion is taken, the
haltlings involved agres on how the
provider is to be compensated: usually,
a good meal is all that is necessary.
Sometimes, a halfling offers her own
skills or goods as payment; for example,
a farmer might reward a carpenter wirth
a winter's supply of grain in return for
the construction of a sturdy fence.

Many haltlings do not keep money in
their hames or on their person. After
all, ir’s only necessary when one travels
ourside of the commaonwealth, and for
many halflings this simply never
occurs. Far those halflings who find it
necessary to travel beyond the com-
monwealth, there is the Commonwealth
Treasury, a pool of funds kept safe by
the Council thar is made freely available
to travelers. Those who borrow money
from the Treasury are expectad to take
only what they need. The Treasury
itself is kept filled by the sales of goods
and services to communities ourside
the commonwealth

HALFLING
PROFESSIONS

There are no real social classes in
nalfling society aside from age. As
ha”hr‘ug]*j arow older, 'rl".r:],.r of ten Ehanﬂr
their professions to account for their
increase in knowledge and
decraase in vigor

Venerable halflings gener-
ally retire from rheir pro-
fession altogether, It should
be noted thal halflings rarely
become weaponsmiths, armarers,
bowyers, or similar craftsmen, They
generally live in peaceful regions where
such skills are not in demand, when
they are needed they sacure these skills
from neighboring fowns or cities. While
it isn't unknown 10 encounter a halfling
of a profession normally associated
with a younger age, it is indeed rare fo

encounier a halfling working in a pro-
fession narmally associared with an
older age, Here are common profes-
sions or societal roles for halflings of
differing ages.
Old aged: alchemisi, barrister,
judege, sage, staryreller,
Middle aged: aporthecary,
architect, bookbinder, brewer,
engineer, tactician, franslator.
Adulr: actor, artist, baker,
carpenter, cartwright, dancer,
farmar, merchanr, messenger,
minstrel, poet, scout, shepherd,
smith, soldier, swineherd,
fanner, Teamsier, weaver,
wheelwright,

COURTSHIP &
MARRIAGE

In haltling sociary, courtship is often a
subject of endless gossip. There is no
formalized procedure regarding
courtship for halflings. Love happens
where ir wil. Arranged marriages puzzle
halflings 1o no end, and they are the
subject of endless jokes and comedic
bawdy songs. ldle courtships are fairly
common between young halflings before
they make their Great Chaice. These
courtships are usually kept secrer and
can become quite passionate. Festivals
|particularly birthdays) are noto-
rous for spawming such
courtships. Nevertheless, they
generally last no more than a
month and usually end when
one or both of the lovers
becames bared with the ather, or
when gossip about how serious the rela-
ticnship is growing reaches the lovers.
For most young haltlings, norhing is
more territying than marriage. Adults
find this behavior entertaining, and they
often tease younger halflings in love.
Once a halfling becomes an adulr,
this attitude begins to change.

Courtships no longer have the secre
tive qualities they had in youth. The
lovers are much more open abour rheir
affection for each other and spend as
much time as thay can together; most
of these courtships end in marriage
within a year.

Ihe parents of the bride and groom
are responsible for organizing the wed-
ding, and this offen furns into a friendly
competition as each tries to outdo the
other. A halfling wedding consists of
'wo separate events; the wedding itselfl
and the Joining Festival thar follows.
Both of these events are described
under Festivals. As part of the marriage
caramony, the younger haltling assumas
the Family name of the elder, and the
two are welcomed as new sons and
daughters by both families involved, The
couple has complete control over which
family they decide to settle down with;

HALFLING GANGS

Halfings undersiand that there is salety and strength in numbers, but
thiy also understand that “too many cooks can ruin the meal™ The
concept of a halfling pang arose from rhese seemingly contradictory
savings, A hallkng gang typically consists of four individuals; less than
this tends to result in the loss of important skills uselful 10 the whole,
bur more tends 1o rasult in bickering and loss of afficiancy.

A halfling gang forms for a specific purpose, For example, when a
new Village must be consrructed, each aspact of the construction
might be the responsibility of several gangs. One gang of four might
be charged with digging a well, while a ditferent gang would be
charged with building a stable. Halflings have a knack for forming
gangs of individuals whose skills complement each orher rather than
duplicare sach ether. The atoremantioned well-digging gang, for

example, might be made of a holfling with mining knowledge, one who
i5 skilled at dowsing, another who s strong and hale and can dig for
haurs withaut tiring, and a halfling carpenter who can build the well's
shelter and buckets. Lach sets 1o his appoinied tesk on his own initia-
tive, but they don’t Farget 10 ad the others when needed.

Mast halfling fangs dishand as soon as thair goal is accomplished.
Ihere are exceplions, of course, Mamy bands of halfling edventurers
are In fact longstanding gangs. A well-rounded and sxperiencad
Froup of adventurers including a fighter, a cleric, a rogue, and a
wizard can overcome nearly any obstacle, [wo additional gang arche-
types are the footpad and the woodlander gangs, each of which is
described in more derad in irs own sidebar,




typically it is with rhe Family of ﬂ!ﬁhﬁjrz

of the couple. )
Halflings have an uncanny knack for
finding mates who are loyal, dedicated,
and true. Adultery is quite uncommon in
halfling sociery, and when such affairs
are exposed, they are quickly forgiven
and forgatten. If a second affair comes
to light (this 5 very rarel, the jilled
halfling has the option to forgive again
or 10 press for divorce. Divorces are
quite scandalous in halfling society, and
they are dealt with as quickly and quierly
as possible. A neutral barrister or judge
attempts to setfle the matter, and the
guilty party is usually urged to leave the
commanwealth. The victim of the inki-
delity is allowed to remain in the com-
menwealth, but afren the other halflings
harbor unfriendly views against some-
one who could drive his spouse to such
exiremes as ro cause a divorce. The two
families of the divorced couple grow
apart, and hostilities might flare as each
blames the other for causing it. There
really is no winner in a halfling divorce.
The death of a spouse is a far more
. common event than a divorcs, though

FOOTPADS -

possass one o two levels of rogue fo round out their skilis. All four
members work fogether fo plan their jobs, but In implementation it sl
unusual for the gang members o pa their separafe ways 1o accom-
plish cach of their respeciive tasks alons, ofren simultaneously. The
bard is most often reasponsible for serving as the gong's public face
and contact with the law, The rogue does most of the sneakwork and
actual infiltration of the targar. The fighter provides muscle and infimi-
dation whera necessary, and the monk provides additional support
aslong all thrae of these lines as the need arises. Since foorpad gangs
usually work separetely to accomplish ane goal, it is ditficult if not
impossible to capture ol of rhem ar once. As long as atf least one of
their number remains free, any who have been caprured are rescued
at the first opportunity.

The bane of any city guardsman, foorpad gangs conslst of four
halflings who have banded together 1o burgle the nch and otherwise
cause mayhem in the pursud of their own wealth. Foarpad gangs ara
intensely layal and stop gt nething 1o secure the rescue of oné of
rheir members who has been captured by the (3w, Most larga citles
boast at Isast one footpad gang. These gangs have developed a conr
plex series of hand signals and subile facial expressions thar allow
them to communicate with one another and with other footpad gangs
by using the Innuendo skill; this allows rival gangs fo avoid bungling up
each other's jobs, It is considered bad form in the footpad gang sub-
culture to suhotage or interfere with ancther gang's job.

A footpad gang is almost always made up of a rogue, a bard, a
mank, and a fighter, The bard, monk, and Fightar members usually

i-ha i8lse 1o death or
divorce bec [ arwidow. Widows are
expected to remain unartached ramanti-
cally for at lsast six manths 3o as 1o
avoid possible charpes from the other
family of infidelity to the lost spouse’s
memary. Onee this peried of mourning
has passed, the halfling is free to court
and marry aggin. In practice, however,
few halflings who lose a spouse ever
find love again; mosr of them spend the
rest of their lives alone and bitrer. A
halfling's passion is difficulr to slay, and
once gone is even more difficult 1o
rekindle,

FAMILIES

Unlike most other races, halflings do nol
possess ancestral homelands, They are a
race of wanderers and nomads, Halflings
live together in family units. In this case,
a family can be quita large, ofren con-
sisting of up 1o a dozen differant units
related by blood or marriage that have
banded together for safety. The immedi-
ate family (parents end siblings) s
referred ro as a “birth family,” and it

usually consists of rwo parents and
around four children. A standard Family
of halflings can number in excess of
hundred individuals. In halfling society,
the Family unit is the most impartant
Factor: no member of a family is more
impartant than anathar,

Age brings respect in halfling Fami-
ies. The eldest members of a family are
ofter turned to for advice in times of
need, and thair dacisions are acred
upon without question. This dedication
to their elders is expected of all mem-
bers of a family. Disobeying an elder is
smrictly forbidden, except in cases
where the aldar is ohviously not in his
right mind. The punishment for dis-
obeying an elder varies both according
to the difference in age between the
two and the age of the disobedient
halfling. Young children are taught from
an early age to respect and obey their
okder siblings, just as their clder siblings
are taught to obey the older members
of tha family. All halflings are keenly
aware of their age rank in a family, and
this leads to bitter rivalry betwean
halflings of similar ages.




| Almost g haifling commonweglths count a woodlandsr gang as their

- own. These gangs do nat ive with other halflings but rather patrol the
wilderness ereas in and bordering the commonwealth 1o keep En eye on
| any threars to the area. [hey rarely (nferact with the commonweaalth
directly, preferring to leave wamings and messages along astablished
made routes For their kin to find as necessary. Woodlander panps are
loners who avoid soclety and Fve thair lives alons with only themselves
as company. The four mambers generally trust only their kin; the other
halflings in their commonwealh are often thought of as wands or chil-
dren who need 1o be protecied When these wards are threatened, the
local woodlander gang? s quick 1o respord with often deadly force.
Despite ther isolanonest ways. they can quickly arrange for a large fight-
ing force of animal companions and summoned monsters

‘'WOODLANDERS

A woodlgnder gang is trodimionally composed of & barbarian, a druid,
a ranger, and a sorcerer. Most take their first level as a rogue 1o
afford rthemselves addirienal skill points, Unlike mosr gangs, is not
unusual for mambers of a woodlander gang to have redundant skills.
The ranger and the druid often both arrange for animal companions to
akl in ther dutias. The rangar and barbarian provide muscle when com-
bat is necessary. The druid and the sorcerer provide potant long-range
spell attacks, Woodlander gangs use their skill overlaps fo strengihen
their results rather than rely en anly one memher 10 carry the lnad.
After all. it af least two people work 1egether ro accomplish a goal,
chances are better that one of them succeeds. Most woodlander gangs
gain the Swarmfighting feat as socn as possible 1o aid them in repelling
gablin and orc invaders,

E s

Just as haltlings are expected to
share their skills and knowledge freely
with other members of their family, so
t00 is material wealth shared without
questign, If a farmer breaks a hoe he
can simply wander over to a neighbor
and take his hoe to finish his wark,
assuming the neighbor wasn't using the
hoe 10 begin with. Likewisa, should a
halfling need maney to go to a human
town for supplies he could not procure
from his neighbors, he is free 1o rake
this money from either his Family or his
neighbors as he can. Untortunarely, it is
difficult for many halflings 1o wrap
their minds around the concept that
other races do not share with such fre-
guency. Common is the startied halfling
who doesn't understand why he was
thrown in jail simply for taking the
prety bracelet he saw in the mer-
chant’s window. This concepr of sharing
is the primary reason for the com-
monly held misconception among non-
halflings that all halflings are thieves,

COMMONWEALTHS

Halfling families are semi-nomadic.
They settle down in a particular region
that strikes their fancy only to uproot
and mave along. All birth families are
expected to maintain wagons and pack
animals tc move at the drop of a hat,
atrangely, this litestyle does not mean
nalflings live in wagans or tenfs or fem
porary structures. Rather, halfling fami-
lias tend to form whar are known as
‘commonwealths.”

A commonwealth can consist of up to
a2 score of separate families, although
usually they number about ten. The
families of a commonwealth lay claim ro
many dozens of sguare miles in area;
this region usually encompasses the
lands of other allies such as humans or
gnomes, Scanered throughour a com-
monwealth are different halfling villages

composed of permanent smucturas and
comfortable warrens carved into hill
sides. Often, these villages are incorpo-
rated into existing settlements founded
by other races for convenience. [I's eas-
ler 10 conduct trade with outsiders
when you're neighbors.

When a tamily moves, it is normally
along an established rrack between two
of these villages. Generally, a commaon-
wealth confains twice as many villages
as families. While this means rthar sev-
eral villages remain uninhabited, if
insures that there is always a place for
a family to go. Upon settling into a new
village, a halfling family spends sevaral
days or even wecks repairing struc
tures and gatting things in ordar. It isn't
uncommon to find thar humanoids (usu
ally kobolds or goblins), bandits, or
monsters have moved into thase empty
village sites; in these cases, the soldiers
and military-minded family members
decide whether it's better 1o force the
squatters out or simply choose a differ-
ant site 1o claim, Sometimes a Family
decides fo seftle in an area that has no
pre-astablished village; in this case, they
work together 1o build homes and build-
ings for all of their members as quickly
as possible.

In times of need, the various
halfling families band together
to land support 1o #ach
other. This occurs most
aften in times of war but
also during narural disasrers
and other destructive svenrs,

A commenwealth that decides it is
na longer welcome in an area might
decide 10 band together and set our as
one unit to find a new place to live.
These mass exeduses of halflings are
rare, bur when they occur they happen
with astonishing speed. Over the
course of a single night, it 1s possible
for every halfling in a yoo-square-mile
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araa ro pack up and leave for greener
pastures,

As an interesting aside, it isnl
unknown for a halfling family to contain
non-halfling members, Orphans,
foundlings, and other wayward children
of all races are often adopted into
haltling families it they seem triendly or
m need of help. Such individuals usually
graw up with attitudes guite similar to
their halfling kin, despite tha fact that
they are obviously human, elf, hzard-
folk, and 50 on. Halflings have even
been known to befriend animals and
intelligent beasts such as psecudodrag-
ons, blink dogs, shocker lizards, and the
like; such adopted creatures are treated
as equals in the family.

Another interesting facr abour halfling
society is that they easily adapt to the
social structures of othar races. A
halfling family that settles near cor in a
village: or city inhabited by members of
anathar race develops traditions and
values similar to that race over a pariod
of several months (assuming they do
nat leave). They maintain their love of
restivals and optimistic attitudes, but
other qualities rapidly take on the tone
of their neighbers. Most halflings live in
human lands so they ger along well with
humans and are usually consid-

ered friends and aliies. A

halfling Family thar sertles
near elves becomes more
enthralled with nature and
mazic. A halfling family thar
gartlas near a dwarven clan
becomes militaristic and possibly
somber. Stories are told of halflings
who settle near orcs or other goblinoids
and become savage or downright evil.

Finally, it should be noted that not all
halflings live in families. A large number
at halflings, tor whatever reason, have
utterly abandoned this lifestyle, Known
to other halflings as “knaves,” these
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'HALFLING COOKING

Some enterpraing halfling alchemists also become grear cnefs, as the
two practices share much in common, and as halflings enjoy thair food
and drink so much. Only o few have the kil andd tunds necessary fo
prepare these potent recipes: thase who do quickly become famous
and proud lcons of their commonweslth, These cook-alchemists have
takan their recipes to the next level, creating astonishing fare with
interesting side affects,

Each of the recipes below s given an Alchemy DU rating this is the
number required 1o prepare the item successfully withour also making
it into a delicious culinary masterpiece. Alchemists with the Profession
(cook ) skill wha want to make the items fasty a3 well as usefud must aksa
make such g Profession (cook) skifl check at the same DC. Failing this
second check doesn't mean the alchemy irsm doesn't work, anly that
the imbiber might have o choke it down to get the beneficial effects.

Halfling Trail Braad (DC 15); This recipe produces 1en servings of
specy, dry bread. A serving aaten with waler provides sustenance
equivalent to a normal meal. The truly amazing thing about these vit-
tias is that they remaein fresh for three months, making them excellent
rations for those on the move or as stockpiles againgt sieges or
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them a bit expensive. Cast: 5o gp. Weight: 1 pound/serving.

Grondiel's Chicken Soup (DC 21k This recipe produces six servings
af thick, hearty soup that remain fresh for a day. Those who eat a
serving of thes soup gain a «4 akchemical banus to any Fortitude sav-
ng throw mada 10 resist catching any disease during the nexr &
hours. Cost: 70 gp. Weight: 1 pound /serving.

Moonmoss Pudding (DC 30l This recipe produces one serving of
swael fruiry pudding thar acrually glows in the dark. Moonmoss pud-
ding is a favorite of many halfling children. This pudding provides a
short-lived boott of enargy for 1 hour abier i s caten, granting a +1
alchamical banus 10 Initialive checks made durmg this ime. Moonmess
pudding starys fresh for a day. Cost: 150 gp. Weight: 1 pound/ serving.

Zumzum Cake (DC 25k This recipe produces one small buttery
pastry with a minty afrertaste. A zumzum cake remams fresh for a
weaek. A zumzum cake increases the body's natural healing rate, A
person who eals a rumzum Caks befora gomg to sleep for & Pours of
nan-bed rest ragains hir points as if she hod rested for a full 24 hours.
Someone who cals a 2umzum coke followed by 8§ hours of bed ress
regains hit points as if she had hed resr for a tull 24 hours. Cost: 75
op. Weight: 1 pound/cake.

famines. Unfortunately, the ingredients tor trad braad are rare, making

individuals are subjects of sadness,
despair, scarn, ar even hatrad from
family halflings. Knaves usually left their
home for a worldwalk and decided thal

ife among humans, elves, dwarves, or
whatever suiled them better than lite
with their own kind, More rarely, they
are halflings who have heen exiled due
lo divorce or some heingus
crime. Rarest of all are
the halflings wha laft
their villages because
they simply despised L
their kin. These
halflings often become
Criminals, assassms, or
worse, and they often work fa bring
pain and suffering to their happier kin
for reasons only they understand.
SUPERSTITIONS &
BELIEFS
Halflings worship a sizable pantheon of
deities, but the mast popular religion is
the worship of Yondalla the Protecior,
the creator of the halfling race. Every
commanwealth contains at least three
clerics of Yondalla. Often, these clerics
are also elders in positions of lsader-
ship. Religious ceremony infuses much
of @ halfling’s hfe: Quick prayers to
Yondalla before eating, belore going 10
bed, and befare undertaking risky tasks
are common. This religious aspect to

! halfling life is never intrusive, though.

| Most halfling villages in @8 commen
wealth include a small shrine dedicated
to Yondalla and the halfling gods. In
S0Mme cases, a particularly importani
shrine is tended by & permanant sraft

of clerics, Halfling clerics are expecred
to tend and care for shrines and
churches, but they are not expected to
live solitary lives of chastity and loneli-
ness. A halfling cleric lives her life just
as other halflings da, in the company of
friends and Family.

Druids are also relatively common in

halfling society. Halfling druids tend to

be hermits, though, and live alone
in the wilder areas of a halfling
commonwealth, Cften, a halfling
druid is sought by locals to help
with a problem with predatory
animals or similar situations. If it
can be avoided, the halflings prefer to
leave thelr druids alone, as they can be
remperamental and unprediciable.

In addition, halflings often rake on the
worship of neighboring religions com-
mon in the lands of neighboring races.
This seems 1o be an exrension of thair
social adaptability. Worship of Yondalla is
usually not displaced except in cases
where these other gods have values and
heliefs in opposition to that of the
Pratector. It isn't unusual to see halfling
clerics of gods like Ehlonna, Garl
Glirtergold, Fharlanghn, or Obad-Hai
serving in churches alongside clerics of
Yondalla. A standard halfling attends reli-
gious services once a week, Beside
Yondalla, they don'’t usually worship one
deity in preference to another, bur
rather they worship the deities who have
clerics in their Family or commonwealth.

Halflings are naturally optimishic; they
believe that, no matter haw grim or
harrible & situation might be, things
work out for the best if one just keeps a

good aftitude, This artirude plays a large
part in allowing halflings 1o resist tear,
bath narural and magically induced.
Halllings are strong believers in luck,
but they also beheve that good luck
comes ta thase who don't worry ebout
things too much, Excessive worry leads
to bad luck. Althougth they can be hard
workers, halfings prefer to relax and
waich the world go by. They believe
that an overworked person 15 more
prone ta angar and that toe many over-
worked mdividuals in one place lead to
unpleasaniness like wars. Halflings take
oy in the linle things in life. A powerful
halfling warrior is more likely ro be
proud of land indeed, mare likely fo be
rememberad for) growing the bigges
squash m her commonwealth rathar
than for slaying a dragon.

COLLECTIONS

One of the most unique aspects of
halfling life is their obsession with col-
lections. Almost every halfing has at
imast one collection; truly ambitions
halflings might have a dozen separate
collecrions. Halflings with similar collec-
rions ofren engage in intricale trades fo
optimize thew collection, and like-
minded collecters offen compete with
others for the most complete collaction
of a specific subject. Envy of another's
collaction is in lact the most common
cause for crimes and violence in
halfling society. Someone who willfully
steals from or sabotages ancther
halfling’s collection is prosecuted
quickly; such criminals usually tace
exile from the commonwealth,




Listed below are several common
coliections. As a ganeral rule, a collec-
fion of 20 or more unique entities is
considered standard, a collection of 50
or more imprassive, and a collection of
OVer 100 unique enfities nothing less
than amazing. A halfling who has sev-
eral large but incomplete collections is
not awarded the prestige of a halfling
with a complete lor nearly complete)
single collaction,

Hallling villagers: Fressed flowers
and plants, insects, pretty rocks and
stonas, animal claws, bones, seeds,
arrowheads, throwing stones.

Haltkng adventurars: Coing, stains
from taverns. stones from different
cines, gems, monster teeth, potions,
magic wands, spell components, throw-
Ing staneas,

VALUES, ARTS &
oKILLS

Haltlings value honesty, cheerfulness,
and creativity over everyrhing else.
Stubbarnness is viewed as a character
flaw, and individuals displaying such
traits often find themselves the butt of
numerous insults and practical jokes
when in halfling company. A halfling
avoids lying to ather halflings but dees
not observe the same level of polite
ness in the company of those thay
deem crude, deprassing, or dull,

Ihe halfling language is unique in that
il is rarely, it ever, written in perma
nent form, Halflings have a strong oral
tradition. The history of a common-
wealth is racordad in numerous enter
taining stories and parables rhat
halflings memarize al a young age.
These stories are told again and again
ar festivals, after dinner, or whenever
someone is listening. Haltlings never
seem to grow tired of hearing the same
story they've heard a hundred times
before, bur the best stories are those
that have never before been heard,
Homecoming festivals are naturally the
greatest time for such stories, and a
haltling returning from worldwalk often
talks limsell hoarse over the course of
one lang night of staries.

Also popular among halflings is the
art of trading insults. Close friends cre-
ate and pertect insults, then try them
out on aach ather, honing their skills
for a day when they might be needed.
Insult matches are often held ro dater-
ming guilt or habikty n times of dispute
(see Justice &1 Politics). Cruda insulrs,

while antertaining, are nor considered

as potent or powerful as a subtle insull
that cuts to the guick. To a halfling, the
perfect insult is one thar makes little or
no sense at the time of delivery, but .
several hours later (hopafully while the
victim s trying 16 go to sleepl the Imue . '
nature of the insult is realized. An insulf

that does 1'r15 damage long alfter dﬁ'ivcry-_j'
is borh safe and lasning. -

Halflings enjoy playing games of all
sarts, both indoors and ourdoors,
Coames are usually a prominent featurs
of most halfling festivals, and are zen-
erally cvershadowed only by the feast-
ing. OF all the types of games halflings
play, none are more popular than
stonethrowing games. There seem tobe 3
an infinite number of variations on this ' 18
type of game, but most of them revolve §
around hitting a moving target from a-
distance with @ hurled rock, Halflings
collect stones that are particularly well 4 8
suited for throwing and refuse fo use W
other stones in competition, A popular
variant af the simple “hit the moving
rarger’ version is a game known as
“skipping.” [n this game, a halfling
stonerhrower must hit a designated rap
get by sKipping or bouncing a hurled
stone oft of olher targets. The mast
accomplished skipping players ¢an hit
rargers that are out of sight or around
cormers by bouncing their stones off af
other rocks. Another popular varation -
of the game is called “hir the birdy,” in
which one halfling arampts 1o hit 2 1ar-
ger while the competitor tries 1o deflect
his stone with a stone of his own,

The one skill in which almost svery _
other race agrees that the halfling the  Tronrre
master, thaugh, is cooking. Halfling
recipes are rarely wrinten; thay are
taught from parents to children orally
and are jealously guarded secrars
Haltlings constantly 1y 10 improve
their personal dishes in attempts 1o
keep ahead of the inventions of their
neighbors. Often, a Family of halflings
holds a feast simply to show off a sin-
gle new recipe. Stories are told of
unique halfling recipes that create
magic foods that have magical effects;
if this is true, the secrers of such
recipes could make those halflings in
the know wealthy. Unfortunately,
knowledge of a magical recipe is worth
mare than any amaunt of gold for most
halflings, and many end up taking their
secrets 1o the grave,
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HALFLING RIDDLES

while coeking, stonethrowing, insulting,
and storyteling are all popular pastimes
in halfling society, the art of riddling is
the most popular of them all. Most
halflings engage in long riddhing con-
tests with their best friends. One
haltling asks another a riddle and waits
for the correct answer. Any number of
guesses are allowed, but no hints are
given and no aid from others is wel-
comed or sought, A good riddle can
keep a halfling thinking for days or
evan wesks, Elders often rell stories of
riddles so cunning or complex that they
drove halflings mad, and they warn
youngsters fo avoid asking riddles thai
ey cannot answer themsealves, A
halfling who gives up can demand the




riddle’s answer from the quesrionsr;
this usually requires the stumped
halfling 1o perform some sart of serv
ice for the winning riddler, If the riddler
does not have an acceptable answer
for the riddle, though, her repuration
suffers greatly. Halflings whao ask rid
dles they themselves cannot
answer 100 often are usually
scorned and forced out of
their commonwealth.
Halllings sometimes 1Ty 10
purchase or sall goods sim
ply by asking or answering
riddles, so any haltling that
sxpects to succeed in life had better
work on keeping a fresh set of riddles
in mind for emergencies

Three common halfling riddles are
isted below. For the most part, any
nalfling worth her salt has heard these
riddles: they still sometimes work on
humans and other races though.

Riddle: | have a mauth but cennot
speak, lay on a bed bur never sleep.
Anawar: A river,

Riddle: A goblin walked twenty miles
into the woads to find me, sicpped 1o
laok for me when ha got me, then
threw me away when he found me.

Answer: A splinfer,

Riddle: I've more heads than any hydra
and more tales than the longest book.
Answar: A sack of coins.

JUSTICE & POLITIGS

Age is the most impartant factor in
halfling sociery. The eldest member of a
Family is the most respected and ven-
erated member, and the words of one's
slders are to be cheyed without
guestion. Nevertheless, thera
are times when the eldest
member of a family cannat

lead the family properly

due to infirmity. To rectify

this, the day-to-day leader-
ship of a haltling village is
placed on the shoulders of a patriarch
or matriarch. This halfling is attended
by a number of elder gdvisors (usually
six, one representing cach of the com-
maon career parths) who handle resolu-
tions of conflicts and organize events
that require input or effort from the
entire family. Collecrively, this group of
halflings is known as the Council.
Selection of new elder advisors is the

patriarch or matriarch’s responsibility,
appointment 1o the office of elder advi-
sor lasts for life. Selection of a neaw
patriarch or matriarch is determined Dy
the alder advisors, who salect the best
choice from nominations made by the
family ar large
Aside from the Council, there is
no official ruling class in
halfling society, Generally,

a halfling's parents govern

the offspring, administer

punishment, and so on.

Halflings ara fairly easy

going when it comes to conflict,
In fact, they generally try 1o avoid it
wherever possible. Nevertheless, crime
s no stranger 1o halfling comman:
wealths. For minor crimes (such as fail-
ing to hold up one’s end of a bargain,
refusing to do one's share of the work,
or wasling resources), the offender’s
parents or elder siblings administer
punishment, Usually, this involves
enforced labor, confiscation of vaolued
belongings, or religious penanca. A
halfling can prove his innccence either
through quick wit or supporting evi-
dence, or by challenging the accuser 1o
an insult or riddiing duel. Halflings
believe that the guilty party in such a
duel is wracked with remorse and thus
quickly makes an arror, expasing his
auilt,

More heinous crimes, such as 5abo-
taging another halfling's collection of
mead bortles, assaulting 2 halfling,
arson, or banditry are always brought
before the Council. Halflings accused of
these crimes are usually confined 1o
their homes while the Council members
hear testimonies and view evidence,
The accused can have friends and fam-

ily argue for his innocence, but he
cannot speak directly ta the
Council, Those found guilly
of such crimes are
required 1o right the wrong
in some way, usually by
giving belongings or volun-
teering their skills or the skills
af thair family and friends to fix what
was done, In cases where a haltlimg
repeatedly commits these heinous
crimes, exile from the commonwealih
might be recommendad. An exilen
criminal is allowed to take with him ane
pony and all the food and gear he and
the pony can carry, and he musr lsave
by sundown on the day judgment |
passed, Those who remain in a village

afrer exile quickly find that no one
speaks with them and they are univer-
sally shunned. An exiled halfling who
continues to harass locals is senfenced
o true axile (spe helow).

Truly devastating crimes such as
murder and treason are excephonally
rare in halfling society, bur they do
happen. In such cases, the accused is
kept imprisonad in an arca where he
can do no further harm and is guarded
at all times by several soldiers. During
this time, the Council hears restiimony
and views evidence as in }esser cases,
hut rarely does one come ta the aid of
a halfling accused of such a crime.
Sentencing relies solety upon what the
Council hears through testimanies of
the victims, In ambiguous cases, the
Council might call upon the aid of spell-
casrers ro parform divination magic fo
clear marers up. A halfling found guilty
of treason, murder, or a similar heinous
crime is always sentenced o true exile,

True exile represents the height of
halfling punishment, The guilry party is
apprehended and escorted by armed
guards to a distant paint on the edge of
the commonwealth and left with nothing
but the clothes on his hack. Any hallling
who attempts fo return while under
true exile is Ireated as an enemy
invader and might be attacked by
guards. This is as close as halflings
come to an aciual death penalty, which
they regard as barbaric.

DEATH & BURIAL

Halflings do nor cope well with death.
when a member of a halfling Family
dies, close friends and family members
spend 2 day in mourning, during which
time they remain sequestered in their
haomes. Friends and well-wishers leave
gifts and offerings of food on the
doorstep of a house of mourning while
the funeral is prepared. Sometimes,
periods of mourning last for several
days: in such cases, 8 Council member
has 10 enter the house of mourning 1o
encourage the family 1o come to grips
with rheir loss and permit the funeral
ta proceed.

Once they have mourned the Joss of
their koved one, the deceased's [amily 7 2
carries the body from the home to the |
site of the funeral (which is ugually heldse. =9
at the closest shrine). In cases where no g
body is available, 2 valued possession of

the deceased is substituted in its place. &'
The funeral proceedings themselves are
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long, somber affairs during which the
rriends and relatives of the deceased
recount stories and fond memories.
when all have had their say, the bedy is
blessad by a cleric and than transported
by the family and close friends to a
graveyard. Everyone helps dig the
grave, and the body is interred wirhou
a coffin. A small pile of stones is placed
over the center of the grave, and the
deceased’s name, date of birth, dae of
death, and a short epithet are carved on
a large communal monalith thar srands
ar the graveyards center, Friends and
relatives then depart while other atten-
dees and clerics take care of filling in
the arave. A single cleric srands guard
over a freshly buried bady for three
days as a service 1o the departed soul.

After the funeral, if the deceased died
of ald age at hame and among friends,
the moaurners have a grand feast. These
feasts are designed to pick up the spir-
its of the mourners, and they are fes-
tive, bright, and cheerful events filled
with storyteling, dancing, and games. If
the deceased died of violance, pesti-
ence, or other unnatural means before
a2 full life was lived, this feast is ofren
canceled. The mournars return to their
nomes and continue 10 mourn, often for
many weeks.

Un the deceasad s next birthday, the
family and friends of the deceased hold
a Final Birthday celebration (see Festivals,
ahave). Once this avent comes and
goes, the mourners are expected 1o
come: to grips with their kess. Those
haltlings who confinue to mourn after
this point quickly begin fo annoy the
others, and if the mourning continues
might even tind themselves the rarger of
mean-spirted practical jokes, This
apparent cruelty arises not from an
acrual desire 1o rorment the mourner as
much s it does from ennoyance. Afrer
all, as long as the mourning continues,
the other halflings in the community
cannot forget ther loss.

HALFLING
ADVENTURERS

Daspite their domestic and relaxing
lives, many halflings become adventur-
ers. Most halfling adventurers are sim-
ply those who have just started a
worldwalk; upon retiring from adven-
turing life they return to tell their kin
what they Plavﬁ Isarned, Other halflings
become advenlurers to support them-
selves after having been exiled or on
hecoming a knave. Mot 1ragic

of all are those halflings

whase families wera «°

killed by war, disease, or violence,
These halflings are known as the “lost,”
and in cases whara they are not
adopred by neighboring families, they
always seem to turn to adventuring

as a way to come 1o grips with their
ragic past.

Although halfling adventurers can be
of any class, mosr are ragues or have
al least some fraining as rogues. Their
small size, natural grace, keen hearing,
and natural skills with rthrown waapons,
climbing, jumping, and sneaking make
them naturals. A halfling in a big ciry
will often find thar the jobs he is
offered can be completed best with a
rogue's skills. Also, the halfling’s knack
for avoiding mishaps often plays a huge
part in complefing a mission success
fully. It can almost be said thar halflings
were born o be rogues,

All in all, halfling adventurers usually
become a well-loved and valued addition
10 any advenluring perty; their cheer-
fulness is quite infectious and often the
only thing that keeps a wounded party,
from falbng mte despair,
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Everyone knows thar halflings make good rogues, but perhaps because of the influence ol earlier edi-
tions, few rhink “rremendous cosmic power” when dreaming up character ideas for DED’s litlest PC
race. It's often easy ro get the jump on people as a halfling wizard, and not just because youll be high
in the initiative order most ol the time.

LITTLE WIZARDS

YOU CAN CALL HIM “MINI MAGE™

by Jesse Decker

Ithough they make graar rogues,
Aﬂ"{: halfling racial bonuses fo

Dexterity and saving throws,
along wirth their size modifier 1o Armor
Class, help compensate for a wizard's
typical lack of hit points. This high AC
is doubly impartant because, although
they're as hardy as humans, halflings
move slow, putting them at risk during
running battles or when facing many
foes. Your opponents, thinking you're a
rogue, will be worrying about you mov
ing into flanking position and be reluc-
tant to engage if youre standing nexl
ro other party members. Often, theyll
stay out of reach [ust long enough for
you to attack with a powerful spell,

If you decide to play a haltling

wizard, here are a few things to
keep in mind.

Srayin' Alive

he toughest job youll have as a Small
characrer is staying alive, especially
when burdened with a wizard's Hil
Dice. To survive combats thal challenge
characters with rwice as many hir
points, you'll need to do more than just

POWER GAMING TRICKS

stay out of reach. As a halfling, yvou'll
start with rwo exira points of AC when
compared to a human wizard with the
same base characteristics, Playing 10
this strength is the easiest way for a
halfling to keep out of harm’s way,
Don't rely anly an a high Dexterity and
a size bonus 1o Armor Class. Start with
the first-level spell mage armor, and
pile on the protective magic from
there. An amuler of natura armor
should be high on your list of magic
itams ta acquire, as should a ring of
prorection. Use defensive spells liber-
ally, and choose taclics that keep you
aut of combat. Beyond the long list of
spells that merease your AC, think of
longi-lasting profective spells like pro-
rection from arrows, resisr alements,
and sfonesxin,

Dishin’ It Out

Levels 1-4: Combar ar these low lev-
els is pretty straightforward. No spell-
casters at this level have enough spelis
10 cast @ spell every round of combat,
but as a halfling, you've got an effec-
tive attack option for rounds when you

don't cast spells, The halfling high
Dexterity and the Alchemy skill can be
a fearsome combination. Make
glchemist’s fire and acid ahead of time
and thraw them on the rounds you
don't cast spells. With the Dexterity
bonus halflings enjoy, your chance of
making the ranged touch attack will
probably be as good or berter than a
fighter's chance of hitting the same
manster with a sword. Since you ve got
spells 10 rely on roo, you won't need to
pack as much ammo as an archer, Un
top of that, neither alchemist’s fire nor
acid are affecred by Strength modifiers
o damage—you'll get the benefits of
your high Dextarity and work around
the penalties of a low Strength scora.
Levels 5-p: Wizards and sorcerers
take a big jump in power once they can
cast grd-level spells. In addition to rhe
obvious Evocation spells, hasre can
almost double the effectiveness ol any
character, and flv can turn a relarivaly
stationary halfling info a powerhouse
capable of rraversing the entire battle
field with a singe move-equivalent
action. Through these levels, your

CHOOSE MINIMUM HEIGHT AND WEIGHT FOR YOUR CHARACTER. You'll be able to reduce yourself to Tiny size at lower
levels, and you'll be easier for someone else to carry if the party needs to run away at a speed higher than 20.

MAXIMIZE YOUR ARMOR CLASS. Start with a high Dexrerity, cast mage armor, get a ring af profection and an amuler of
narural armor as soon as possible, use shieldf (preferably from a wand), and use a buckler (you can always drop it a8 a free

achion 1o cast those crucial spells),

FAR SHOT IS A THROWN WEAPON'S BEST FRIEND. Make maximum use of the halfling's +1 1o hit with thrown weapons hy
getting rid of those pesky range increment modifiers. As a wizard, you don't want fo be that close to the bad guys.




attack bonuses start to really suffer compared with
thase of other characters, aven a high Dexterity isn't
enough to keep up. While spells ke grearer magic
weapon and frue strike offer decent allernatives to
flashy offensive spells, vou're probably best served by
crafting or acquiring a few offensive wands for those
tough fights when you're low an spells.

Level 10+: The secrer ro high-leval spellcasters is sim-
ple: Don't hold back. Combats last @ little longer at these
levels because hit point totals tend ro increase fasrer
than the abiliry ro deal damage; howeaver the number of
spells available to most spellcasters increases faster yet,
Once you've reached higher levels, it's a simple enough
matter to burn through your spells then raleporr home
to rest once the battle is over. There's nothing wrong
with staying invisible and letting summoned creatures do
your fighting for you. In 1ough barrles, rhe remptarion to
cas! a spell every turn might overshadow this conser-
vative strategy, but it's a great way fo remain active
through less challenging encounters,

Feat Selection

Choosing Teats is one of the coolest parts of the new
DEtD game. Considering the ease and power of push-
ing a halfling wizard's Armor Class ever higher, Dodge
13 @ good chowe at first level, Improved Initiative 15
also a strong choice—if you're small and get caughi
flat-foored, you could be grappled and our of the fight
hefore you ger 1o roll @ single die. Run is interesting
because il can mitigate one of the hallling's biges
weakness: a 20-foor movement rare. Howeaver, irs
probably more effective in the long run to hold out for
Craft Wondrous Item, and just make cne of the many
items that will ler you fly.

Ranged attacks are alsc a viable option o pursue
with your Small spellcaster. With graarer magic weapon
and cai'’s grace, you can make up for a wizards low
attack bonus, and the halfling’s high Dexterity and +1
honus 1o hit with thrown weapons help quite a bit. In
conjunction with feats like Point Blank Shot and Precisa
Shat, these spells and abilities make you just as effecrive
with a ranged weapon as a fighter ot your level. But
withaout banus feats from your class or race, you'll have
to make this choice early for it 1o be affective.

A Bit of Flavor

Power gamers might rejoice at the combat advantages
halfling wizards enjoy over their larger counterparts,
but its just as important to pack the little guys full of
personality tao. Did your character’s Tolkienesgue
desire for a comfortable life lead him 10 arcane spelis,
making choices ke Leomund s secure sheffer a natural?
Or was your character, althaugh nimble compared 10
members of other races, not quite gquick encugh fo
compeie with halflings of a more roguish bent?
Answering these questions about your wizards back-
ground is only the first step 1o creanng his personaliry,
How does your character feel aboul adventuring with
larger companions? Are they good insurance against a
menacing ogre, or are they merely waiting for a perma-
nent reauce spell? D]

TOP 10 SPELLS FOR LITTLE WIZARDS

EXPEDITIOUS RETREAT (1st level);
Belore you can cast Ay, you'll want a way 1o counteract
your speed disadvantage. ]

—
R

MAGE ARMOR/SHIELD (1st level):

You're lirtle, so don't get hit. One of the keys o surviving
as a little person in a dangerous world is never to let

them hir you. Pile up armor bonuses, cover, size, Dexterity,
and—if you can ger them-natural armor bonuses to your
armor class.

I S T —
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REDUCE (ist level):

its duration is limited, but being Tiny isn't all bad. You geér
an extra point of Armor Class. Flus, you're really small,
50 you can probably go places that many larger crealures

simply can't.

CAT'S GRACE (2nd level):

Take more advantage of your exisfing Dexteriry.

INVISIBILITY {and level): _

If there's a halfling wizard credo, it's “Don’t ever make &
arapple check.” Being invisible doesn't necessarily make you
immune fo being grappled, but it lessens the chance that
foes can attack you. The duration is good, so if you stay
back and summon creaturas while invisible, the invisibiity -
spell might last for more than one batile.

FLY (grd leveal):

There's no better spell for mid-level halfling mages. One
ard-level spell transforms your speed from a pififul

20 10 a blazing go.

HASTE (3rd Level):

Haste can provide a tremendous combar advanrage. The
bonus ta Armar Class can boost your halfling's already
sood Armor Class high enough to keep mast from hitfing.
Plus, the extra partial action. can ler you keep up with the
rest of the party during a protracted fight—don’t forgel
aboul the parfial run action. 1

REPULSION (Bth level):

You don’t want monsters with multiple attacks anywhere
near you—nor any big creature that might grapple you.
Use repulsion 1o keep them at bay. Since it requires a Will
saving throw, you'll usually succeed against the big brutes.

RAY SPELLS (various): - -

With their naturally high Dexterity scores, halflings are
better than most at making randed touch attacks. Take a
look ar Steve Schubert’s “Rays of Light” in Dr4conv Annual

# 5 for more ray spells.

SUMMON MONSTER (various):
You might be 3 foot 6 inches rall, bur your summaoned
allies are as big as anyone's. Summon earth elementals
and rhink “cover honus 1o AC”
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vil has many forms and many

names. Elemental Evil is just one

such rype of insidious corruption
that spawned long ago in the festering
mind of some nlalrmlu fiend. Il 5 2 rot
tan spot at the very core of reality—
thase elements that compose the world
turned toward dearh, desmruction, and
betrayal. Bold warriors against darkness
should rake note: Despite what you
have heard and hoped-Elemental Evil is
not dead.

In the Service of Elemental Evil
Flamental Evil is dedicated to one con-
cept, yet its followers approach this
concept in four distinct ways. It looks
into the heart of evil itself, and at the
very heart of the world. The tollowers
of Elemental Evil divide themsalves into
four Temples, ane for each of the ale-
ments, These Temples are separaie
organizations, but they are ultimately
unified by a dark leadership rhar oper-
ares from the shadows.

When one thinks of Elemental Ewvil,
visions of evil beings made of the ele-
ments spring to mind. But thar is only
the beginning. The vile servants of
Elem=ntal Evil include clerics that draw

Aa
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upon the elements for power (or
potentially, the Elemental Princes of
Evil, see below). Such clerics typically
enjoy not only the company of elemen
rals but also scores of other monsters
Do nat be surprised t¢ find kuo-toa,
dire sharks, or scrags in a Water
Temple; basilisks or trogladytes amid
the Earth Temple; nvisible stalkers and
powerful avians working for the clerics
of Air; and pyrohydras and salaman
ders in the Fire Temple. Refer 1o the
Monster Manual “Monsters by Type
(and Subtype)” on page 4 10 gat ideas.

Just as often, the clerics of Elemental
Evil employ evil humanoids and merce-
naries to guard their temples, many of
whom are cenverted followers of
Elemental Evil, bur some of whom are
wst there for the gold. Hobgobling,
gnolls, and ogres are commaonly found
serving Elemental Evil clerics.

Fighting Against Elemental Evil
If you take it upan yourself 1o struggle
against the forces of Elemental Evil,
keep the following in mind:

e First—this is obvious bur ir srill
bears menrioning=when it comes 10
fighhng glemental lorces,

Never use an

element against irself. This is one case
where you don't use fire o fight fire

e Divide and conquer. With four
competing factions (one for each ele
mant), only the sirongest servants sur-
vive. This competition makes for
stronger forces, but it breeds hafred
and rivalry rhar you can use 1o your
advantage. When you battle the forces
of the Earth Temple, disguise yourselves
as members of the Fire Temple. That
way, reports get back afrer your incur
sion that the Fire Temple is attacking the
Earth Temple. Not only does the Earth
Temple not come [ooking for you, but
they reraliare against the Fire Temple. |
you need 1o get into the Water Temple,
50 to the Air Temple first and convince
them 1o amack the Water Temple with
vou. You can tell the Air priests that it's
in their best inlerest. Berrer yef, frick
the forces of the Air Temple into
attacking the Warer Temple as a diver-
sion and 1o weaken them for you, and
then come in lafer an your own,

f vou are captured, always feed the
naranoia bred by competing elemental
factions. Fan the flames of dissension
among your enemies. Let evil desToy
itself, If the Earth Temple eradicates the




Air Temple, thar leaves ane less group
of foes for vou 1o deal with, Even if the
Earth Tample's power and influence
increases because of their victary, the
rasources that they expended almosl
certainly compensate from your per
spective. Divide and conquer.

Den't farger that there is usually
some singular dark force behind it all,
These evil masters often rake sTeps 1o
make sure that their elementally aligned
forces don't completely wipe aach
other out. Don't get overcaonfident in
vour ability 1o breed feuds. Eventually,
the organizing force behind the factions
will visit well-orchestrared, manolithic
vengeance upon you, Be ready.

There are Elements,

and then There are Elements

Of course Elemental Evil is based
around earth, air, fire and water. Bur as
any mage can tell vou, the “elements
most impartant to magic are fire, lighi-
ning, acid, sonics, and cold. Expect the
glements to match up like this:

Er IJGHTHING
WATER m ....... ,

Ihe Elemental Princes of Evil
Forces stir within the Elemental Planes
that threaten our perceptions of ele-
mentals, Even though they are thoughi
1o be relatively mindless creatureas with
little consideration of morals ar ethics,

small bur growing numbers of them
cide with either food or evil. It would
appear, at least for the moment, that
the majority who “chocse sides” have
chosen the side of darkness, for they
serve beings known as the Elemental
Princas of Evil, These beings, also
somelimes known as archomentals,
possess vast power and huge armies of
like-minded and similarly affiliated crea-
fures, The Elemental Princes of Evil
aften work at cross purposes, their
selfish narures keeping them from com
bining their might most of the fime—and
tha forces of good are thankful, to say
the least. Once again, the disparate
nature of the elements favors the ene-
mies ol Elemental Evil,

Olhydra is the elemental princess of
avil warer creatures. She is a huge
mass of churning water, and she dwalls
within a palace deep within some dark
recess of har plane, She commands evil
water elementals, sahuagin, water
grues, water mephits, Tojanidas, dire
sharks, scrags, =ea hags, krakens, and
MOTE.

Imix is the elamental prince of evil
fire creaturas, A towering column of
flame with a huge sword, Imix rules
over a mass of enslaved evil fire ele-
mentals, salamanders, fire grues, fire
maphits, red dragons, fire giants, mag-
mins, efreet, and other such creatures.

Yan-C-Bin, the elemental prince of
evil creatures of the air, is a whirlwing
of destructive power. Although he
dwells alane, he commands a2 huge

number of evil air elementals, invisible
stalkers, arrowhawks, air grues, air
mephits, gritfans, rocs, and worse, Ii's
said that even some vrocks and other
demons serve in his army.

Ogremoch is the elemental prince of
evil earth creatures, He i a naarly fea-
tureless humanoid of rock and clay with
incredible strength. The ranks of his
armies swell with evil parth slementals,
xoms, earth grues, earth mephits, tho-
quuas, garaoylas, stone giants, trolls, and
all manner of sublerranean Creamnures,

Some wander, however, if there isn't
some dark god behind the Princas. it
would explain the tenacity and argani
zation of these otherwise chaotic and
evil forces

(It is also said that there are benevo-
lently aligned counterparts o the
Princes in the Elemental Planes as well,
but that is a topic for another day.)

Elemental Nodes

It s rumored that in the past, when the
forces of Elemental Evil were extremely
strong, they created four partial planes,
one for each element, These planes ook
the form of moon-like spheres on the
edge of each elemental plane. These ele-
mental nodes, as they were called, were
meant 1o be staging grounds to bring
powerful elemental armies from their
home planes into the Material Plane, and
g create a permanent conduit between
the Temple of Elemental Evil and the
home planes they relied upon.




EVIL ELEMENTALS

The chance for a summoned or called elemental or elemental being 1o be evil

depends on its location, as Follows;

Y |
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The nodes had an environment like
the plane on which they borderad, bur
conditions were somewhat less hostile,
making it difficult but not impassible
tor people of the Material Plane 1o sur-
vive there,

It is likely that the Princes of
Elemental Evil played some part in the
creation of the nodes. It is also likely
that the forces of Elemental Evil used
some 5011 of powertul artifact to help
create and maintain them. Whether this
artitacr still exists ramains to be sean.
The means of egress into the nodes is
said 1o be sealed, but it is quite possible
that they still exist. Although they are
most hikely tull of danger, they might be
valuable sources of magical rreasure,
were they ever found and explored.

Evil Elementals

Many of rhe elementals and elemenral
creatures that work with the forces of
Elemental Evil are truly avil themsalves,
despire their “always neutral” alignment
listing in the Monsrer Manual A small,
isolated number of the inhabitants of
the Elemental Planes are indeed evil and
subjects of the Elemental Princes of
Evil. Evil elementals are just like normal
versions of their type except for their
alignment and subservience fo the
Princes (and possibly some aven
greater evil forcel,

If an elemental ar elemental being
tany creature with the Elemantal type)
s summoned or called by a cleric of
Elemental Evil, thar creature is always
avil. If such a heing is summanad or
called by anyone slse in areas con-
trolled by the cult, there is a chance
that it is an evil creature, While 1his is
natl significant in the case of summon-
ing (because the spell does not allow
for the summoned crearure 1o act
independently), it makes calling elemen-
fal creatures dangerous, Evil elemenials
called by spells such as planar ally
never work against the farces of the
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Elemental Evil, and they might even
arrempt 1o trick the casrer and lure her
inte a trap or work with her enemies in
s0me way.

Even if a non-evil elemental or ele-
mental creature s summoened or
brought into these areas, there is a
chance (equal 1o one-half the chances
listed in the “Evil Elementals” sidebar)
thar the being will immediately convert

ta aevil.

New Elemental Evil

Domain Spells

DM Note: The clerics in The Kerurn 1o
rhe Temple of Elemental Evil do not have
these spells designated as prepared. It
you are the DM for this adventure, feel
free 1o swap out these spells for pre-
pared domain spells.

ROT EARTH

Necromancy [Evil)

Lavel: Earth 2

Components: V, S

Casting Time: 1 action

Ranga: Medium (0o fr. + 10 tt./level)
Area; 10-f1. radius of earth

Duration: 1 minute/level (D)

Saving Thraw: None

Spell Resistance: No

All earth and stone within the radius
takes on a particularly vile qualiry, so
that anything standing upon or fouch
ing, the ground feels pain. Touching
earth and stone wirth bare flesh inflicts
Wdb points of negative energy damage
ner round. Boots and similar gear are
enough ta pratact subjects rouching
the ground, Likewise, hurled rocks,
landslides, and the like intlict +1dG
points of negative energy damage 10
those in the area. Undead are nol
affected by this spell.

BEFOUL WATER

Necromancy |Evil]
Lavel: Water 2
Companents: V, S

Casting Time: 1 action

Range: Medium (oo 1. + 10 1./ level)
Area: in-fr. radius of warer

Duration: 1 minute/level (D)

Saving Throw: Nane

Spell Resistance: No

All water within the radius takes on a
particularly vile quality, so that any
movement of that water inflicts damage
upon living creatures it touches, Any
significant movement of water (attacks
by warer elementals, a conmrol warer
spell, 2 splash of more than a gallon aof
water, or a natural current of mare
than 5 mph) within the radius inflicrs
1@ points of negative enerdy damage
per round. Undead arae not attecred by
this spell.

"-lecr'umancy IEwI]

Level: Air 2

Componants: V, 5

Casting Time: 1 action

Range: Medium hoo ft. + 10 ft./level)
Area: w0-f1, radius of air

Duration: 1 minute/level (D}

Saving Throw: None

Spell Resistance: No

All air within the radius takes on a par-
ficularly vile guality, so that movement
af that air inflicts damage upon living
areatures it fouches. Any significant
movement of air (attacks by air ele-
mentals, a gusr of wind spell, or a natu-
ral wind ¢f more than 20 mph) within
rhe radius inflicts 1d6 points of negative
energy damage per round. Undead are
nat affected by this spell,

BLIGHT FIRE

Necromancy [Evil]

Level: Fire 2

Components: V, S

Casting Time: 1 action

Range: Medium (100 fr. + 10 f1./level)
Area: 2zo-ft. radius of fire

Duration: 1 minute,/ level (D)

Saving Throw: None

Spell Resistance: No

All Fire within the radius takes on 4 par-
ticularly vile quality, inflicting additional
damage upon living creatures that it
rouches, Any damage inflicred by fire
(whether normal, magical, or the
essence af an elemental] within the
radius is increased by +1d6 points ot
negative energy damage per round, This
additional damage is not fire damage.
Undead are not affecred by this spell.




INFUSE WITH ELEMENT

Transmutation [Evill

Level: Earth 4. Air 4, Fire 4,
Water 4

Components: V, S, M

Casting Time: 1 action

Range: Medium Lioo 11, = 10

./ level

Target: Living creature touchad
Duration: 10 minutes/level (D
Saving Throw: Fartitude negates
(Harmless)

Spell Resistance: Yes

You intuse elemental power into a
rarget creature, making it more
powerful. The powers gained by
the infusion depend on the type
of element used.

If cast as a fire spell, the rargel
gains a +2 enhancement bonus to
Dexterity, 410 enhancement
bonus to Speed, and fire resist-
ance 20

If casr as an air spell, the target
can fly (as the fly spell) and light-
NINE resistance 2a,

If cast as a water spell, the tar
get can breathe water, gains 2 +2
enhancement bonus ta Constitu-
tion, and cold resistance zo,

If cast as an earth spell, the
rarger gains a +2 enhancement
bonus 10 Srrengrh, damage
reduction of 1wa/+1, and acid
resisrance 20

If a cregture i infused with the
powar of more than one element
al a imé, the elements canceal
themselves out, no abilities are
gained, and all infuse with element
spells concernad end.

New Elemental

Arcane Spells

DM Note: The wizards and sor-
cerers in The Rerurn ro the
Tampie of Elemenital Cvil do not
have these spells designated as
prepared. it you are running this
adventure, feel free to swap out
these spells for spells they have
prepared or add them 10 their
spellbooks. These spells can be
tound on rthe spell-objects of
grues (see helow).

WATER BURST

Evocation

Level: Sor/Wiz 1
Components: V, 5
Casting Time: » action

Range: Close (25 Fr, + 5 f1./2
levels)

Effect; Siream of water
Duration: Instantaneous
Saving Throw: None

Spell Resistance: Yes

A high-pressure stream of waler
shoots from yvour hand at one
target. You must succeed at a
ranged rouch arrack 10 hir your
targel. The water inflicts 1db
points of damage per level of the
caster (maximum sdG). This spell
can also be used to extinguish
one flame of Small size or smaller
(such as a campfire).

STONE MISSILES
Evocation

Lavel: Sar/Wiz 1
Components: V, S

Casting Time: 1 action
Ranga: Medium 100

f1. + 10 f1./level)

Effect: Missiles of rock
Duration: Instantaneous
Saving Throw: None

Spell Resistance: Yes

A number of small stanes fly
toward 1dg targets. You must suc-
ceed at a ranged fouch attack fo
hir each rarger. A single crearura
cannol be made a rarger more
Ihan once per casting. [he stones
intlict 1d4 points of damage per
level of the caster (maximum
cd4) per target, The stones disap-
pear after striking their target or
flying 1o the maximum of their
range, whichever comes first,

BLAST OF AR

Evocarion

Level: Sor/Wiz

Components: V', S

Casting Time: 1 action

Range: Close lzs ft. + 5 fr./2
levels)

Effect: Cone of air

Duration: Instantaneous

Saving Throw: Reflex negates
Spell Resistance: Yes

A cone of air whirls away from
vour outstretched hand. Thosa
failing their saves are blinded for
1 round by dirt and dust. Sightless
cresluras are immune 10 the
blinding effecr bur can srill rake
damage. The winds are not strong
enough ro extinguish flames
larger than candles,




Hit Dice

Initiative

Speed

AC

Attacks

Damage

Face/Reach

Special Attacks
Special Qualiries

Saves
Abilitias

Skills

Feats

Climate, Terrain
Organization
Challenge Rating
Treasure
Akgnmeni
Advancement

Cambat

Crues hove varied com-

ber abilities and techcs,
but they el have the

same elemental qualities.

Elemental: Immure m
poison, sleep, paralysis,

and stunning. Not sufject

o crifical hirs,
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spells rainting the elemenral planes, These horriblea

creatures arc spawned in dark places within those planes, and they hide

N E. w M G N S T E R S G"I.Jl"."-. are the result of (!1."'

Within such areas until summoned to anothaer plane where they can work their

evil. They leave their home plane whenever given the oppormunity

bl 1 LC p : | wlal, 8 ) othar oi W s thay ran owork 1
' e plane ' @iVen e oppormuniry

Grues are prized by wizards, for at the heart of these creatures lies a w

paari-like object the size af a fist, upan which is carefully atched the arcans

CHAGGRIN

(Earth Grue)
Earth gruss, d=o calnd 5 or even ol et
are a magical corruprion of aarth and rock, They spend
their thme dige re and fearmg apart their elemens,

A carth gros doaks something Ik a squa,
hyramaoid moke made of cumped sall ond rocks,

Earth groes spesk Terrar, ahheugh they rareby
choose to do se. Their volees sound Bk rumbling,
criahing stones.

The sped-olijmet within 8 chaggrin is resis slevens
wﬁihmlw'wmmﬂ:hmﬂ
the e i51-aol.

Small Elemental (Earth)
sdB+23 (45 hp]

+0

10 1., Burrow 2o 1.
17 L+1 size, «6 narural)
Claw +7 melee

3 Claws 1dli+3

s by s fi/sfh

Sneak attack +1d6
Damage resistance i0/41, acid

immunity, spell disruption

.F::urt +B, Rr:l'f'+|. Will +1
“Str6. Dex 1o, Con 18,
It s, Wis 1, Cha 8

Hide +12, Listen +8, Su-u'- 42

- = . s "
" v "
Yl R
o BT Pt
y F i T " r

Any tanrl and undergr'nun-tl
Sulnnr*,v | |
Smaial

Usually neutral evil

6-8 HD (Meditm): g-15 HD 1770

{Large)

Earth grues wait just besieath the surface 1o
surprise foos,

Spell Disruption (Su); The following spels canmot be
cast within 4o feet of a0 earth e maeic sfore, saiman
sarth and sfone, sfone shape, fransmute rock fo mud
framisrule Tud 19 fock, spilte sfones, meve earfhl, sione
fr Kesh flesh fo stons, wall of sfone, sfaive, and earth=
guake, 35 wel as other 'marthebased” spefis at tha Oi's
discremon, These spells, iF active when the grus comes
within 40 feot, are dispelied as if dispe’ magic was cast
upon themn by 8 solfvlevel sorcerer.

creatures lies a magic,

HARGINN

(Fire Grue)

Fire grues ars also called harginas or flame horrors.
These humanold beings made enterely af flame cavart
about in ebscena dances performed for the sake of

pure evil.
Fire groes speak lgnan. Their woices soumd e

rustling, erackling Mame

The sped-object within a harginn 15 resisr elamenty
g% af the vime tor-gol and hurming havits the resr
of the fime (g1-oa.

Medium Elemental (Fire)
5d8+5 (27 hp)

+3 (Dex)

40 [,

16 (+3 Dex, +3 natural)

Slam +3 melee

Slam wdyq and b fire
sfibysfr/sh

Fire spray

Damage resistance 10/+1, blink,
fire immunity, spell disruption

Fort +2, Ref +7, Will +o
Strao, Dex 16, Con 12,

Int 10, Wis g, Cha B

Listen +7, Move Silently +u,
Search =2, Spot +7

Any land and underground
Sclirary

4
Special

Usually naeutral evil

6-8 HD {Large); g-15 HD (Huge)

Fire grues use their speed and dexterity to ther
pdwantage m combat, attempting to keep owl of melee,

Béok (3ph: Fire grues Mickes as if they have a bink
spet cast upon them oy @ wolhelmwel Sorcerer.

Fire Spray (Spk Fire prues can creaté a fan of
Flames thar projects in a 30 koot cone away from the
gutstretched hands, inflicting 206 panms of damage
[Keflex save for half {:.:1r'l1.t_5.fn—|'lf'. 105,

Spell Disruprion (Sul: Any spell with the fire sub-
hype cannot be cast within 40 feel of & fire grue,
These spolls, i active when the grue comes withen 40
Feet, ara dispedad as it Mspe! magic was cast upon
them Dy a wih-level sorcerer.




workings of an elemantal spell. With careful study, a wizard can copy the spell into
her spellbook. This spell-object’s orgins e in the crearure’s own magical beginning,
and it is the only thing that remains if a grue is slain. Of course, a grue that is sum-
noned and then killed is not mruly slain, so no spell-chject is gained. See below for
the specifics of the spell, as it depends on the type of grue,

ILDRISS VARDIGG

(Air Grue) (Water Grue)

Air grues are abso called ldriss or wind terrers, They Water gruss, alas called vardiges or even

delight in churning the air and fossing abaut objscs fluid brutes, are & sinister lraration of
idriss ara invisible churning masses af air. If ren- —waler, They splosh sbout, churning their

dered visible, they look ke a churning cloud of gas Gt b i1 10 make i unplessant for any

with a borely visible face, complete with sinister, crvabiae W e woler with 4 b

mmgry features. A vardigs, appears al firs! o be 5 quiv-
Air grues speak Auran, although they rarely speak. cring wave of brity waler, but Cossr

Their volees sownd bhe the whispering wind. cramination shaws a scowkng face within
Fhe spell-ohiect within an &drss 15 ress! alaoesls e weater onad foamy - .

50% of the tme (oi-50) and Glast of ar the rest of Water grues spesk Aguan, afthough

the time (g51-00) rarely choose 10 do so. Thelr woices sound

Whe bubsbling. purgling water.

o Toe spall-obie cf within & vardight 16 sesisr
sldwents 5ok of the time forso) and
waisr borsi the rest af the fime (51-oad

Small Elemental (Air) Medium Blemental (Water)

5dB (22 hp) sdB+ia (22 hp)

s2 (Dex) +1 {Dex)

Fly 40 fr. (Perfect) 40 fr.. Swim Ga .

16 141 size, +2 Dex, +3 14 {+1 Dex, +3 natural)

Slam +5 meles Slam +4 melee

S!ﬂm 1+ Slam G+ _

g ft. by 5 ft. /5 Tt sfby s /5 i

- water spray

Damage resistance 15/+1, Damage resistance 15/+1,

invisibility, lightning cold immuonity, spell

immuniry, spell disruption disruption

Fort +1, Ref +G, Will +2 Fort +5, Ref +2, Will <o

Str 12, Dex 14, Con 10, | Sir =2, Dex 52, Con v,

Int 8, Wis 12, Cha 8 fnr 8, Wis g, Cha 8

Listen +p, Move Silently +10, Hide +7, Listen +7,

Spot +g Spot «7

Flyby Attack SR

Any land and underground Any land and underground

Solitary Solitary '

2 ik %

Special Speai

Usually neutral evil Usually neutral evil

6-8 HO (Medium); 6-8 HD (Large);

g-15 HD (Large) - g-15 HD {Huge)

Adr Fruss use thair speed and irvisiblry 1o rheir Water grues hide within water 10 surprise

advantage in combat. They mave about, atracking foes those on or naar the surface

when they are uraware il possble. Wistar Soray (Spl: Water grues can creste
mvisible (30l Air gress are ratura®y mvidible & 30-foor jer of warer (5 Fear wide! rhar shoors

Attacks against therm have 2 £a0% miss chance, assum- wway from them, Crearures caughr in the parh

ng the attacker knows or guedsas which area e arrack. take 336 poinme of demage (Refex save for
Spell Diaruption (Su): The following spells cannot be nalf damage-DC 1

cast within 40 Taal of an &r prus: obecuring miss, fog Spell Disruption (Suk Tha followirg spells

chowd, whisparne wind wind Wl faseous form, susr carnot be cast within 4o fesr of & warer grue:

of windl stinhing clowd, & walk, conirgf winds, and Credte watel, ohscuring misl, fog clowd con-

confrol westher as wel a5 ofbers “ar-basad spells a1 rrod wilar, e afavin, cone of cokd and horrid

the DM's discratian,. These spslls, if active when the walm?, 4 wall 35 ather “water-hadad apells 3

frua cormes within 4o faet, are dispolled as iF dispe) the DM descration, These spels. il active

magic was cast upon them by a wth-level sorcarer when the gres comes within 4o Teel, ars dis-

pebed o if apal mace wik Catl upoen them
by @ 1wollh=lmesl Soraeer,
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DEMONICALLY FUSED ELEMENTAL TEMPLATE

Demonically fused elementals are normal elementals corrupted and

tainted with demonic essence. The composite being is a new sort ol
creature, wholly evil with a ditferant agenda and ditferent powers
than their normal elemenral counterparts. Demonically fused ele-
mentals usually appear as darker, more sinister versions of the orig-
inal elamental creature.

Creating A Demonically Fused Elemental

“Demomcally fused elemental” is a template that can be added to any ele
mental creature. tlementals with this template keep their creature type, A
demonically fused elemenral uses all the base creature’s sraristics and special
abilities except as noted here.

Special A demonically fused Skills Same as the basae
Arracks elemental crearure creature.

retains all the special
attacks of the base Feats Same as the base
creature and also gains creature,

hasie and smite good.

Climate/ Anv land and
Haste (Sul  Because the creature Terrain underground

is an aclual composite
entity, and both the Organization Same as the base
demon and the ele- creaturs
mental are—at least
somewhat-separately Challenge Up to 3 HD, as base
aware, the demonically  Rating craature +i
fused elamental Fains 4 HD 1o 7 HD, as base
an additional partial cregture +2
action and a +4 haste A+ HLD, as base
banus 10 AC as if Creafture +3
always hasred.
Treasure Same as the base
Smite Good Once per day the creature
(Su) creature can make a _ |
normal artack to deal Alignment Always chactic evil
additional damage
aqual 1o its HD rotal Advancement Same 2s the base
(maximum of +20) creature

against a good foe. [he

creature mus! decide SFECIAL QUALITIES

o use its smile power A demanically fused cresture rerains 2l the

before irs arrack. A special qualiies of the base creature and
missed smite good glso gans the following abilities:
attack is wasted.  Darkvision with a ranga of Bo feet.
» Cald and lire resistance.”
Saves Same as the base « Damage reduction”
creature, = 5H aqual to double the croature’s
HD {maximum 25
Abilities Incraase from
the base creature | "RESISTANCETABLE | |
as follows: Cold, Fire Damage
SIT +4 Hit Dice  Resisrance  Reduction
Dex +4 3 5 ”
Can +2 4-7 1 10/ 41
Int +4 i1 I5 15/+2
Wiz «0 124 20 20/+3
Cha +2 If the base creature already has one or

maore of these specigl guahties, use the
berrer value,

S .iI'I“':l _-'l W |



Example:

DEMONICALLY FUSED FIRE ELEMENTAL

e

Always chaolic
evil

Advancement:

3 HD (Small]

cold resistanca 5]_

Although these new monsiers do not appear in The Rarurn ro rhe
lemple of Elemental Evil, 2 DM for the adventure should feel free 1o
swap these creatures in, For example, the grues woulkd make excellent
guardians of the elemental temples in Chapter 5, and demonically fused
alementals would be good replacements for the standard elementals
found in Chapter 6 (particularly area 33).

0

“Hit Dice: >dB+2 (11 hp) COMBAT
Initiative: +7 |+3 Dex, +4 A fire elemenral is a fierce oppo-
Improved nent that attacks its enemies
Ininative) directly and savagely. It takes
Speed: 5o fT. joy in burning the creaturas
: and objects of the Material Plane
AC: El (+1 size, +3 T
ex, +3 nafu-
ral, --djha*sm] ]hB"“: '[[I!} g e
ose: hit bry a fire elemental’s
Attacks: Slam +5 melee  gjam arack must succeed ar a
Damage: Slam 1dq+2 and  Reflex save (DC 12} or caich fire.
1d4 fire The flame burns for 1d4 rounds
oy T 5 1. by 5 /5 (see Carching on Fir#:, page 86 in
it the Dunvceow Master s Guige). A
— . burning creature can take a
Special Artacks:  Burn mn-.rr;-gquivaicnl action to put out
aspecial Qualities: Elemental, fire the flame.
subtype, cold Creatures hitting a fire sle-
resistance 3, mental with natural weapons
haste, smite or unarmed attacks take fire
good, SR 4 damage as though hir by rhe ele-
Saves: Fort +1. Ref <6, mental's arrack, and also catch
will <o fire unless they succeed at a
Aiien S 14 Dex 1% Reflex save (OC 12)
Con 12, Int 8, Haste (Su)
Wis 11, Cha s The dﬁmzrldi;.ﬂ“‘f F:Jm d-filll'll‘:l'liﬁﬂ
. _ Fams an fhonal parnial achion
Skills: Hide +7, Listen and @ +4 haste bonus to AC as if
S Move always hasted
Silently +7,
. Once per day the demonically
Feats: [rnp!rn:w:d fused elemental can make an
Lrl::r_'fw:'l__m 3 attack to deal +2 additional dam-
I'EI';;np:J €33E  ape against @ good foe. The crea-
e fure must decide ta use its smire
power hefare irs artack. A missed §
Climate/Tarrain:  Any land and attack wastes that use of the
underground smite good ability,
Organization:  Solitary - Fire 3%{![5& .
. ire immunity, double damage
Challenge Raring: 2 ___ from cold except on a successful
Treasure: None save (although the creature has
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The night was black and cold. Freezing rain pelied down hard and relentless. | stood
beneath the scant shelter of a crumbling archway, its ancienr stones dripping and slimy with
green moss. lcy mist rose from the graveyard beyond the arch ke ghostly spirits rising from
the: dend, It was easy o sae how the people here believed in their supernatural terrors.

Ignorance and superstition always went hand in hand,

enchantment

| was soaked fo the skin, despite the heavy woolen cloak | had draped over my
tunic and chain mail. My body automancally clamped down my peripheral blood ves-
sels to keep as much body heat within me as possible.

It had been raining sreadily for days, and now the rain was turning into sleet. Back
south where Ambrosius ruled as High King in Cadbury castle it was harvest time,
with bright golden days and a smiling orange full moon. Here along Hadrian's Wall it
was already winter; snow was on the way. Arthur's long campaign against the bar-
barians was grinding 1o a halt.

by ben bova

Once the Roman legions abandoned Britain, barbarian tribes from across the sea |
invaded the island. Saxens, Angles, Jutes, Frisians—they swarmed onto Britain's 1
shores and burned, looted, and raped their way inland. It was Arthur's hope to drive |
them back inta the sea.

Arthur and his knights had fought all summer long, battling the invading barbarians
in a birrer compaign that had started far to the south and now had brought us to the
border of the Scoftish lands. The aging Ambrosius Aurelianus, who styled himself
High King of all the Celis, remained in his fine castle at Cadbury, ready to move
against the Saxons on Brirain's south shore if they tried to push inland.

There were too few knights for Arthur 1o drive the barbarians entirely out of
Britain. But he crushed their military power, annihilated the flower of their fighting
manhood. Thoroughly cowed, they retreated 1o their fortified villages along the
coast, but they would push no farther inland. Not until a new generation of boys

grew to fighting age.

illustrated by terese nielsen

Meantime the wild and fearsome Scots and Picts had swarmed across the
unguarded length of Hadrian's Wall 1o spread fire and terror through the northern
lands. Three days ago we hod trapped their marauding army against the wall and
slaughtered them. They had thought the old crumbling wall was meanr 1o keep them
out of Britain’s northern reaches. Arthur showed them that the wall had other uses.
It became a trap. Pinned against the wall, they could not flee when Arthur's knights
rode down on them.

It was a terrible day, raining hard, the ground benearh our horses’ hooves a sea of
cloying, slippery mud. Sir Bors wanred 1o wait until the rain stopped and the field
dried, but Arthur feared that the barbarians would escape across the wall by then.
So we charged through the rain and mud into the wild, disorganized mass of frenzied
barbarians. Scan the mud was churned into an ocean of blood.




| rede behind Arthur, | served as his squire, and my duty
was to protect his back. He divided the knights into two divi-
sions, one headed by Bors, the aother by himself. We chargad
from opposite directions, catching the freezing, rain-soaked
barbarian warriors berween us. They fought bravely ar first,
bur no man on foot can stand up to the charge of knights
protecied by cham mail, shicld, and helmer, driving hame an
iron-tipped lance with all the power of a mighty steed ar full
gollop behind ir.

The barbarians crumbled after thar firer charae. The bartle
became a melee, with enemy warriors scrambling madly up
the overgrown old stones of the Wall, made slippery by the
incassant rain, slicker still by their own bload,

Arthur wielded Excahbur, stroking ro the right and left,
slashing the life from every warrior he could reach. Lancelot
was at his right hand, his own sword a blur of swift dearth, |
stayed on Arthur's left, alert for treachery. | knew thar
Arthur had been marked for assassination; | myself had been
ordered to kill him by Aten, the Creator who had senr me 10
this rime and place.

The battle ended at last; Arthur was barely touched during
the Fighting. Night fell, and the knights huddled around fitful

once inside | could srand straight only in the cenier of the
cramped little dome. It was a relief to get aut of the rain,
although the stones of the cell's interior were slimy with mold
and dripping watar. The beshive-shaped cell was emply. In
the dim light of the monk's lamp | could see that there was no
chair, no hearth, not even a blanker to sleep upon. Nothing
but a few tufts of straw thrown on the muddy ground.

“Wait here,” wheezad the monk.

Before | could reply or ask a question, he srepped ourside
into the icy rain and disappeared in the darkness.

“Qrion.”

| rurned ro see Merlin. The old wizard stood before me n a
aircle of light, his dark robe reaching to the ground, his ash-
gray hair neatly combed and tied back, his long beard rrim
and clean, rather than in its usual knoted {ilthy state. He had
stayed behind at Cadbury castle, many weeks' travel from
this place; yet he was here,

“My lord Merlin,” | said, as befitted a squire addressing his
mastar’s mentor, 2 man repuled 1o be a mighty wizard.

He smiled wanly. “No need for obseguies, Orion. We can
speak frankly 1o one another,”

“As you wish,” | said cautiously.

I had to duck low fo get through the cell’s entrance . . .

“Wal 'y here, ” wheezed the monk. |

campfires, shaltering beneath the flar-sided fents erected by
their churls, But repose was not for me.

| followed a summons implanted in my mind and headed off
ta the distant graveyard. Now | waited in the freezing rain
beneath the dripping stones of the ancient archway. | half
expected Aten or one of the other Creators to rise out of
the mists in the graveyard. Instead, | saw the cloaked and
hooded figure of a monk making his way around the perime-
ter of the cemetery, head bent and shoulders stooped
against the pelting rain,

He carried a lantern that flickered against the miserable
night. Once he reached me, he lifted it high enocugh 1o see
my faca.

“You are Orion?" he asked, in a voice thick with age and
rheumy congestion.

“| am, " | said. “And you?"

“l am but a humble messenger sent 1o letch you
Follow me.”

Coughing. he led me around the adge of the graveyard,
not daring ro cut thraugh it toward his destination. Dark bare
trees srood along the muddy path, stretching their empty
arms to the cloud-covered sky, Ar last we reachad a small
dome made of stanes. A monk's solitary cell, | realized. A
place built for solitary prayer and penitence. A place, |
thought, far hunger and pneumonia. Through the rain-soaked
darkness | could hear waves crashing against a cragey cliff.
The sea was nol far off,

| had to duck low to get through the cell’s antrance, and
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He gazed ar me for a long, silent moment, those
piercing eyes beneath the shaggy brows inspecting me
like x-ray lasers.

“You are one af Aten’s creatures, obviously.”

“And which of the Creators are you?' | countered.

“Wwhy are you resisting Aten's commands?”

| was cold, wet, tired from the long day's fighting, weary
of being Aten’s pawn. This wizened old man, so shrivelled
and frail | could snap his spine like a dry rwig, was 1oying
with me, and | resented if.

“Aten hasn't 1old you?" | asked. "why den't you look inta
my mind and find out for yourself?”

Ha shook his head. “Aten has built blocks into your mind.
Limitations. Do you recall when you first mat Arthur?”

“At Amesbury fort, last spring,” | said.

Again he shook his head, “No. Years before that. Arthur
was merely a lad then.”

| tried 1o remember. | could feel my face wrinkling into a
frown of concentration. Nothing,

“Do you remember Grendel and the cave where you found
Excalibur?”

“Anya,” | said, as the memary of her matchless beaury
surfaced in my conscicusness. “She is the Lady of the Lake;
she gave Excalibur to Arthur

“Bur you remember nothing of Grendel and Heorot?”

“Nothing,” | admitted.

“You sae? Aren has blocked your mind, He allows you to
knaw only encugh to accomplish your mission.”




“Who are you?" | asked.

“One of the Creators, as you guessed”

“Which ane?”

He tugged ar his beard for a momenr, then smiled in o
scornful, mocking way, "Do vou really want 1o knaw, Orion?”

“Yes,” | answared,

“Very wall”

The light bathing him intensified, brightened until it was
almost too dazzling to loak at. It turned red, slowly a1 firss,
bur then its color deapanad, redder than fire, redder than
hat molten rubies fresh from the Earth's fiery core. | felt its
heat radiating against me, burning me, forcing me 1o squeeze
my eyes shut.

"Don’t be afraid, Oron. You may look upon me now.”

we were no longer in the monk’s cold, dank cell We stood
in a long columned hall, thick stone pillars so 1all their tops
were kst in shadow. Torches burned in sconces between the
pillars, throwing balaful ruby light acrass the hard polished
stone floor, Before me stood @ man in the full splendor of
youthful adulthood, magnificently garbed in a sculpted uni-
form of gleaming jet-hlack armor inlaid with intricare trac-
eries of blood red, His hair and beard were dark, his eyes
even darker, blazing like chips of onyx in the flickaring light
at the tarches,

"You may call me Hades," he said.

Hades. The Creators took pleasure in appearing 1o mere
mortals as gods and goddesses. The Creator who command-
ed me styled himself Aten, an ancient sun god. To the classi-
cal Creeks he was Apollo, to the Incas he was Intl, 10 the
Persians of Zoroaster's time he called himself Ormazd, the
god of light.

This one was Hades. In Greek mythology Hades was
the brother of Zeus, lord of the underworld. Death was
his domain,

“Where is Anya?'"' | asked.

Of all the Creators, she was the only one who cared about
humankind. All the others played their games and manipular-
ed history to suit their lusts for power and adulation. How
many wars through the long millennia had been started by
their petry jealousies and rivalries? How many millions of
humans had been sacrificed ro their obsessions and hates?
Anya alone tried to help mere mortals. | loved her; through
all the missions of murder and viclence that | had endurad,
through all the deaths rthar | had suffered, Anya’s love was

the one joy that | knew, the only reason that | kept struggling.

| wanted 1o find her, reach her, be with her for aterniry.

Bur Aten kept us apart, He had created me, built me fo be
his hunter, his warrior, his assassin. |t was Aten who sent me
te die in the eternal snows of the lce Age and a thousand
other placetimes. It was Anya who helped me, loved me,
cared for me.

“Anvya is far from here,” said Hades, his face grown seri-
ous. “Aten knows that she opposes his desires concerning
Arthur and he has stirred a disruption of the worldlines that
she is striving to repair”

“She saved my hfe when Morganna was ready ro kill me,” |
remembered.

“She won'r be able 10 help you when next you meet the
bewirching Morganna.”

Morganna was in truth another of the Creators, the one
who called herself Aphrodire: beautitul, capricious, cruel.

"Morganna seeks Arthur's destruction,” | said.

Hades nodded solemnly. “She supports Aten in this. Anya
and a few of the other Creators oppose them”

“And you?"

Hades smiled again, @ coldly calculating smile. “ haven’
decided which way | will go. As Merlin, | have helped young
Arthur. He could become a powerful force in human history.
He just mighr be able 10 make Britain info a peaceful, pros-
perous island, a haven of civilization in a world darkened by
the collapse of Rome. But | doubt that he ever will. His time
may already be past,’

“Aten wants Arthur our of the way so thar the barbarians
can engull’ Brirain,” | said. "He wanls 1o see a barbarian
empire covering all of the Old World, from Hibernia 1o the
islands of Japan, all of them worshipping him."

“There is much to be said for such & plan,” Hades said
slowly. “It will bring about a millennium or so of disruption,
bur="

*A thousand years of ignorance and war, of disease and
death,” | said,

“What's a thousand years?" he quipped, shrugging.

"What's a few tens of millions of lives?” | retorted sarcas-
tically.

“Orion, you bleed toe much for these mortals”

I will not let Aten murder Arthur.”

His dark brows rose. “Bold talk for a creature, If Aten wills
ir, you will do whatever he wants.”

"No,” | insisted. “T'm not a rabot ar a puppet.”

“He'll ler you die, then. Very painfully. And you will nor
be revived,”

If | can’t be with Anya, | thought to myself, /| might as weil
die forever.

“And he'll send another creature to carry out his
commands. You'll suffer grear pain and final sblivion—
for nathing.”

I will not assassinate Arthur,” | repeated stubbornly., “As
long as | live, | will protect him.”

Hades stroked his beard thoughtfully, staring ar me for a
long, silent moment. "It will be interesting ta see how long
you can carry out your resolve. Aten will destroy you soon-
ar or later, of course, but | wonder just how long you can
get away with defying him.”

“You find this amusing?"

“Very,” he admirted casually, “You know, | came to this
placetime and tock on the guise of Merlin to help Arthur
through his childhood. Aten wantad Arthur to succeed only
far enough to force the barbarians to combine against him.”

“I understand that. Then Arthur is to ba killed"

“Thanks to you, Arthur is rouncing the barbarians, shamer-
ing their power. Aten wants him stopped. So does Morganna”

“He doesn't deserve 1o be murdered,”

“Perhaps, perhaps not,” Hades mused, “Aren has been
after me 10 join his side in this. But you . .. you and your
ridiculous insistence on defying him . . . | wonder how far
YOU Can carry it out?”

"Help me, then,” | blurted. "With your help Arthur can
make Britain a beacon of civilization.”

He laughed. "Aten would be furious.”

“What of 11? Is he more powerful than you?"

His laughter cut oft. “Tll go this far, Orion. | will not help
Aren, Neither will | jon the other side. | will watch how far
you can go. It will be an amusing game.”

That's all thar mortal misery and death meant 1o these




e

Creators. We were a game to amuse them,
Then | recalled whar he had said earlier. "Arthur will meet
Morganna again?”
“Yes, and scon. You are on the edge of her domain now.”
“Berenicia”
“Already she is laying her plans for him.”
r “What plans?” | asked eagerly.
Instead of answering, Hades disappeared. The farch-lit
- columned hall vanished. | was back in the cold, dripping
monk's cell again. Alone.

| DREAMED OF MERLIN last night,” Arthur fold me when |
met him the following merning.
| suppressed a smile and replied, “So did |, my lord.”
The rain had stopped ar lasr. The clouds had cleared away.
: A pale northern sun shone out of a crisp blue sky. It wasn’r
warm, but compared to the miserable weather of the pasi
Few days, it seemed like midsummer to us.

The long summer's fighting had toughened Arthur,
matured him, To the casual eye he was still 3 very young
man in his early twenties, broad of shoulder and strongly
muscled. His sandy light brown hair fall to his shoulders; his

heard was neatly trimmed, His light blue eyes were clear and
sparkling with energy.

we were breaking camp that morning. Arthur had decided
to take his knights across Hadrian's Wall into the land of the
Scots, not so much to fight the tattered remains of rheir
army a5 10 show them that they had no refuge from his
pawer. Ambrosius's power, actually. Ambrosius was the High
King, Arthur's aging uncle, and Arthur fought beneath his

“It was a troubling dream,” he said as we walked slowly
raward the makeshift corral where our horses awaited.
Unfortunately, the wind was in our faces.

If the smell and the fhes bothered Arthur, however, he
gave no sign of it. He talked about his dream.

"It was very strange, Orion. Merlin appeared 1o me with
a very lovely young girl at his side. An enchanirass, it
seemed 10 me.”

“Morganna?" | asked.

He shook his head, “No, not her, thank God." He
crossed himsell.

“Then who was she?'

“| don't know, Bur she cerrainly seemed to have Merlin in
| her spell, He rold me he was going away with her and |
wouldn't see him anymore.”

| could see that Arthur was clearly perplexed,

“You don't think har Merlin would leave me, do you? He's
been like a father to me. | can™t remember a time when he
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Those woods could hide an _
army of ambushers easily.”

banner, Arthur was the old king's dux bellorum, battle leader.

wasn't there, helping me, showing me what | should do.”

“Perhaps,” | said, “you are old enough now fo make your
gwn decisions. Perhaps you no longer need Merlin.”

He locked alarmed at that thought, *I've sent 3 messenger
ta Cadbury castle. | want 1o make certain that Meardin is still
there. That he's all right. Perhaps this dream was a warming
thar he's sick. He's very old, you know.”

Older than you can understand, | replied silently,

wWe rode that day through one of the gates in the wall buili
hy the Romans nearly four centuries earlier. Even though
Arthur's knights numbered scarcely rwo hundred, it took all
day For them and thair squires and the foctmen and churls
and camp lollowers 1o get through that single unguarded gate.

On the far side of the Wall the land strerched our before
us in rolling hills that lad ta misty blue mountains in the dis-
tance. We rode slowly along a broad grassy dale, with the
foormen trudging behind us. Thick forest climbed up the hill-
sides an either side of us.

Sir Bors rode up to Arthur’s side, a rare smile on his
doughty, battle scarred face.

“North of the Wall,” he said proudly. “No civilized froops
have been on this side of the Wall since the legions left.”

Arthur smiled back at him, but said, “Detail some of the
knights 1o ride ahead and along our flanks, Those woods
could hide an army of ambushers easily.”

Bors nodded. Thick forests were poar territory for mount-
ed knights, We dealt best with our enemies in open ground,
wheare we could charge them.

Young Lancelot, wha always rode within earshot of Arthur,
eagerly volunteered for the picker duty. Bors distrusted
Lancelor's ardent quest far glory: he thought the young
knight's fearless courage was little shart of foolhardy. But on
this day even tough old Bors nodded laughingly and sent
Lancelot on his way.

It musi be the good wearher, | thaught

Than Bors turned back to Arthur, “We'll be in the
enchantress's domain soon.”

Arthur nodded and mutrered. “Morganna.”

He had been truly enchanted by Morganna back ar
Cadbury castle a year ago. Aphrodite had besorted him and
then tried to assassinate him. Only Anya's interference had
saved Arthur's life.

“My uncle Ambrosius wants an aliance with Berenicia. It
could be an effective buffer against the Scots and Picts.”

“An alliance with the witch?” Bors grumblad.

Arthur smiled at the older knight, but it was cheerless,
birrer. “The High King wants it.”

That ended Bors's smiles for the rest of the day.




[HE NEXT MORNING we reached castle Berenicia. It was an
impressive citadel, standing high on a crag by the relentless
sea, three of its sides protected by the sheer cliff. The only
way to approach it was by the winding uphill path we rode.
Unlike most of the fortresses | had seen, which were little
more that grimy stockades with wooden palisades around
them, Berenicia was protecred by stone walls with turrets at
each corner. A steep ditch ran in front of the main gate. Its
drawbridge was pulled up.

Sir Gawain, freshly washed and his long dark locks shin-
ing with oil, whistled with appreciation as he looked over
the battlements.

“No wonder the barbarians have never been able to take
this castle,” he said.

“what are you so prettiad up for?” Bors jibed at him.
Gawain flashed his bright smile, “‘Where there's a castle,
there are wenches.” He turned to Arthur. “You may have the

princess, my lerd, but you can’t have a¥ the women.”

We stopped before the dirch and leather-lunged Bors
hailed the castle.

“Who goes there?" came rhe time-honared challenge from
the battlements above the main gate.

'Sir Arthur, dux bellorum of Ambrosius Aurelianus, High
King of all the Celrs, has come to see the Princess
Morganna.”

Morganna's father had died some years ago, we knew, and
she ruled Berenicia. By witchcraft, according to the Fearful
rales 1old of her, By the powers of the Crearors, | knew. It
amounied to almost the same thing.

" Queen Morganna will decide whether she wishes ro
receive you,” the sentingl responded.

“She styles herselt a queen now,” Bors said 1o Arthur.

“Perhaps she's marnied,” Gawain suggested.

Arthur looked relieved al that thought. Then he wondered,
"I she has married, it must be ro a king, Who could it be?"

“Who would have her?” Bors muttered.

At length, the drawbridge rattled down and we rode over
it into the courtyard, our horses” hooves booming on the
stout timbers, the footmen following close behind. The court-
yard was a large square of packed dirt; all the exirs our of it
were firmly shut with spiked iron gares, Men-ar-arms stood
up an the roofteps all around us. | felt uneasy. We could be
slaughtered here, penned like cattla.

Ihen one of the gares screeched open and Morganna
stepped into the sunlight to greet Arthur, She was truly
Aphrodite, the maost incredibly beautiful woman on earth:
hair as dark and lustrous as pohshed ebony, skin as white as
alabaster. Her richly embroidered gown clung to every
curve of her body. | glanced at Gawain; his ayes were pop-
ping. We all stared ar her. | mysell felt the desire she raised
in every man: powerful, alluring.

At her side stoed a 1all, broad man wirh long whire hair
talling past his shoulders. His beard was white also, and his
face was spiderwebbed with age, yet he stood straight as a
forest pine, unbent by his years.

At Arthur's command we dismounted from aur steeds, He
walked slowly toward her and her hushand. The resr of us
stood stock still. | saw Bors, beside me, nervously eying the
roofrops and the men posted there,

“Arthur,” said Morganna, smiling. “How good to see

you again.
“Queen Morganna,” Arthur replied, bowing somewhat

shiffly. "I bring you greetings from Ambrosius Aurelianus.”
Still smiling, she turned shightly and said, “This s my hus-
band, King Ogier.”
“Odier the Dane,” Bors whispered, shockad. "She’s sold
out to the barbarians.”

ARTHUR ACCOMFANIED MORGANNA and her husband,
while tha rast of us were led 10 the quarters she had allotted
10 us. The knights were taken to one of the towers, while we
sqQuires were sent to the stables, of course. The foormen and
churis ware told 10 find corners of the courtyard where they
could spread their blankets.

| didn't see Arthur again until dinner, in the castle’s main
hall. Ir wasn't big enough to hold all of Arthur’s knights; only
a picked dozen were invited to sit at the long feasting rable
by the huge fireplace. Their squires sal on mean planks down
on the packed earth floor.

The dinner was pleasant enough, although very lirle laugh-
ter issued from the head table. Afrerward, Arthur motioned
for me 1o accompany him to his guarters in the fower. |

When | stepped inlo his room, | saw rhat Bors and Gawain
were already rhere, looking gloomy. Lancelot slipped in
behind me before | could shut the heavy caken door. Bors
frowned at the young knighr, but Arthur merely smiled and
waved him 1o one of the beautifully carved chairs by the
bedstead.

“Ogier the Dane,” Bors said bitterly. “She's sold har king-
dom ta a barbarian king.’

Arthur spoke mare softly, “It must be very difficult for a
woman to rule a kingdom. Especially here in the northlands,
with the wild tribes constantly raiding.”

“It's said she rules through witchcraft,” Gawain offered.
“Why then would she need a barbarian warrior to be her
hushand?”

| saw the expression on Arthur's face. He had witnessed
Morganna's wirchcraft with his own eyes, He had been
seduced by her charms, and then nearly murdered by her.

“She bears you no good will,” Bors said “Thar much is
clear, despite her royal reception.”

“We are as much her prisoners as her guests,” Lancelot
saitd. "l fear that we have stepped into a rrap”

Bors looked surprised and impressed with Lancelol’s
sound sense.

“Why has she married the Dane?" Arthur wondered aloud
“Does Ogier intend 10 bring his people across the sea to set-
tle here? Must we add the Danes to our list ot enemies?"’

| decided ro find out for myself.

LATE THAT NIGHT, long after our meeting in Arthur’'s quar- d
ters had broken up in just as much puzzlement and uncer-
tanty s it had begun, | got up from my pallet of straw in the
stables. The other squires were asleep, snoring and mutter-
ing in their dreams. We had posted two guards, and they 4
sto00d dutifully—if drowsily—by the stable doors. ~

| told them | couldn't sleep, and walked past them our into
the caurryard before they could ask me to take the guard
duty and ler them rest. It was a cold, clear night. The stars
were hard, sharp pinpoints in the black moonless sky, | saw a
meteor streak across, silently hurrying as if it had an
appointment in the heavens to keep.

Dressed only in my thin lnen tunic, wearing no sword nor
any weapon except the dagger that Odysseus had given me,
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strapped 1o my thigh, | walked along the shadow of the wall,
srepping carefully aver the sleeping bodies of Arthur’s foot-
men and camp workers.

Morganna and her husband slept high in the casrie’s keep,
a solid tower that rose at the rear of the courtyard, next 10
the wall that overlooked the sea. | knew the guards would not
grant me entrance; | had no intention of asking them 1o let
me pass.

Keeping to the deep shadow of the wall, | climbed the
rough stones of the tawer, maneuvering slowly 10 the sea-
ward side once | got up above the level of the castle wall.
There were no guards on this side, with nothing below
excepl the racky crag and the restless, heaving sea far
below, The wind rugged at me, and my fingers grew numb
with cold despite my conscious efforts to conrral my body's
internal heat. Stll | chmbed.

Just below the timbers of the tower's roof was a single
window. Not a skinny arrow slhit, as would be on the ather

., towears facing potenfial enemy approaches, but a square

-l window open to the beautiful view of the sea. | hauled
myself across its ledge, pushing aside the thick drapes thar
covered ir.

'y eves had long since adapted fo the moonless night, but
the interior of the room was even darker_ | crouched by the
window, peering into the shadows. This seemed 1o be 2 sir-
ting room, well furnished but empty of people. Rich tapes-
tries hung on its cold stone walls. 1s fireplace, across the
straw-covered fHoor, stood empiy and dark.

A door led to a bedroom. | pushed it open slowly, slowly, so
that it would not creak. The sullen red embers of a dying fire
glowed in the fireplace. | could make out & bulky white-headed
body askeep in the bed, one sizable foot sticking out from the
blankets: Ogier, alone. Morganna was nowhere in sight.
| | concentrated all my willpower on Ogier's sleeping form,
praying silently for Anya to help me. Whether she heard me
or whether | did it for myself | could not know, but | felt a
flash of infinite cold and suddenly | was standing on @ grassy
hillside in bright warm sunshine, the golden city ot the
Creators standing beneath its protective bubble of energy
down where the hill melred inta the sandy beach thar fringed
the wide, placid, glittering sea.

Ogier was lying on the grass, looking slightly ridiculous in
a nightshirt thar had ridden up an his rump, expasing his
skinny, bony shanks. He sat up abruptly, wide awake, eyas

staring with shock and fright.

“Where am 12" he shouted. “Who are you? What has hap-
pened 1o me?”

“No need to fear, my lord,” | said calmly. *You are per-

fectly safe.”

“Destmy tha‘s one,” Aphmdfte h:ssea'

He scrambled to his feet. towering over me. “Wirchcrafr!®
he squealed, his voice high with terror,

"You are no stranger to witchcraft,” | replied. “You mar
ried an enchaniress.”

Ogier stared at me, his chest heaving. He spun around,
then fixed his gaze on me again, Seaing that | was apparently
unarmed, he seemed to calm himself somewhat.

“Whao are you? What have you done?”

“1 want 1o know why a Danish king has married a Brirish
sorceress, | said.

“You're going 1o break the spell?”

“What spell?”

“Sha . . " He hesitated, eyes darting back and forth as if
he expected 10 se¢ someone nearby.

“Morganna?” | prompied.

Suddenly he leapad at me, hands reaching for my throat.
He was a big man, and quite strong despite his years. Yet |
was stronger, | had been built for viclence, designed nor
merely o fight but to take joy in fighting, A surge of malevo-
lent pleasure raced through me as | ripped his hands from
my throat and twisted his arms until he was forced 10 kneel,

“The witch can't protect you from me,” | said sharply.

“Eliminate him for all time.”

“Now tell me why you have come 1o Barenicia.”

He collapsed, sobbing, onto the grass. | waited for him to
aain control of himselt.

At last he said, haltingly, *l am old . . . older than you
know. | saw the face of death. He warned me that he would
come for me scon. Then Morganna came fo me . . . she 10
me she would give me the gift of life . .. she said | could live
forever.”

“So do the Christlans say,” | told him.

He grimaced. “Nay, they offer atarnity after death, in
another world. | mistrust those who say you can live farever,
but only afrer you dia”

He was a man who believed only what he could see with
his own eyves.

“Morganna rold me | could live forever, here, on Carth.
And | could be become master of all Britain.

That perked up my ears.

“What did she ask of you in return?” | demanded.

“That | marry her and come to Berenicia. Thar | bring my
Danas with me and conquer this island.”

“And what of Arthur?”

He looked embarrassed and turned away from me. Sraring
ar the sround, he mumbled, “She said that Arthur would come
to castle Berenicia, but he would not leave it. Not alive.”

"You dare to interfere, Orion?”

| turned ar the saund of her voice. It was Aphrodite, no
longer pretending 1o be a mortal, dressed in a softly draped
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robe so sheer that she mught as well have been naked. She
was magnificent, physically perfect, utterly dasirable. Even
though | yearned for Anya, the presence of Aphrodite was
enough to make me forget my lost love, almost,

Qgier got slowly 1o his feet, gaping at her. "Morganna, he
forced me 1o rell-"

Aphrodite raised one hand and pointed a finger at him. He
fell into silence, frozen like a starue, his mouth still open 1o
form words that could not issue from his throar.

"He won't bother us now,” she said, a cruel smile twisting
her perfect lips. "And neither will you, anymore.”

“You used Hades to frighten him, didn't you?" | accused.

Her smile widened slightly, "Hades put the fear of
death inro the old man. | offered him the gifr of life. He
took it willingly”

“Elernal life? For a mortal?”

Now she actually laughed, "Hardly eternal, Orion. Hell live
long enough to coenguer Britain. That's encugh.”

“Tll stop you,” | said.

“You? Pitiful lire creawre, stop me? Remember that Aten
15 on my side in this.”

“I'l stop you both.”

Suddenly a star seemed to blaze out of the clear blue sky.
Brighter and brighter it shone, turning the whale sky inro
molten copper, hotter and hotrer until ire alare forced me 1o
throw my arms over my eyes and sink to my knees in agony.

"That's the proper antitude for my creature,” said a voice |
knew only too well. “You may look upon me, Orion.”

| looked up, my eyes watering painfully. There sfood
Aten, in a splendid gold uniform, his thick mane of golden
hair shining like a halo, his tawny eyes gazing down at me
N amusement.

“You believe that you can stap me, Orion. Mg, who craar-
ed you? Who built you from aroms of dusr and molecules of
slime? Every bir of knowledge in your brain was put there by
me. Every breath you take is raken only becausa | allow it”

Slowly | gor 1o my feer, hatred burning deep within me at
his sneering, haughty demeanor.

“Yer | Fight against you,” | said.

He smirked ar me. "Not very well, I'm afraid. You've
stepped into this trap easily enough.”

“Trap?

“OF course, How else do you think you were able o trans-
port yoursell and this mortal here? | breught you here, into
the trap |'ve prepared for you"

“You're lymg.”

“You'll find out that I'm telling the rrurh. And once I've pur
you out of the way, [l get the other Creators to join me in
eliminating Arthur.”

"Hades has agreed fo stand aside and be neutral.” | said
hotly. “Anya and athers of the Creators oppose you!”

“Your precious Anya is far from here,” Aten replied. “As
for Hades, | don't need him for the mament. He'll return to
my side soon enough.”

“Destray this one,” Aphrodite hissed. “Eliminate him for
all rime.”

Aten nodded. “I'm afrad she's right, Orion. You've becaome
too difficult to cantrol, It’s sad to destroy the work of one's
own hands, but . . " He sighed, “Goodbye, Orion.”

I was plunged into darkness, falling, falling in a black pit of
deom, hurtling through a void where nat aven starlight could
appear. | felr the cold of interstellar space seeping into my

body, pain so deep it was like a thousand sharp blades flaying
the flesh from my bones, a cryogenic cold freezing my limbs,
my body, my mind. This is the end, | thought, my mind spin-
ning. This is the final oblivian.

My last thought was of Anya. | would never see her, never
again hold her, Death did net matter. Pain was meaningless.
But being without her, not aven able to say a final farewell,
that was the ultimate torture.

My body died. The pain overwhelmed me. My bones were
snapping, crumbling to dust. The last spark of my being flick-
ered as it was engulfed by the darkness.

Yet | lived. Like an out of body experience, | somehow
looked back and saw the poor suffaring antity that was me
being torn into bloody gobbets of flesh, crushed between
invisible hands, torn apart as it an a mercilass rack.

Your mind soill Hves, | heard somehow, The mformarion
that 1s you stilf flows rhrough the cosmic spacelime, Orian.

is this what death rruly is? A bodiless, nanphysical exis-
rence. a shadow worfd of memories and desires, the same
dreams and rerrors endiessly repeating, echoing across the
universes? Yet even as | wendered such thoughts, | could
feel my bodiless mind Fading, dwindling, dissolving inta the
final nothingness of ultimate oblivion.

“Focus,” a voice said urgently. "Focus before your infor-
mation pattern thins so much that it 1s drownead in the mean-
ingless noise of the stars”

Anya’s voical | was cartain of it. Parhaps | was insane,
grasping at the last shred of hope hke a drowning man
thrashing for a piece of flotsam to buay him up. But | was
certain that it was Anya speaking 1o me.

"As long as the energy is there, matter can be farmed. The
pattern exists, and the body can be shaped from ir”

“Anyal” | cried out into the lightless void,

‘'l am with you, my darbng,” she answered, “Even from the
other side of the universe, from so distant in space and time
that numbers lose all meaning, | am with you.

Tlove you,” | said. With all my being, | meant i1,

“There's linle | can do 1o halp you, Orion,” she said,
“except ro tell you what must be done. You must save your-
self, you must find the sirength to overcame the doom that
faces you.”

“Tell me,” | said. “Tell me and I'll do it."

“The pattern of your consciousness is fading, Orion, waft-
ng into the cosmic void like smoke drifting From a snuffed
candle. You must focus that pattern, focus your conscious-
ness, your being. You must use your energy 1o spark the
candle info new flame”

| tried, but nothing happened. | concentrated, sought with
every scrap of my remaining being to focus the dying par-
tern of enerpy thar was my being. But nothing happened. |
could feel myself growing weaker.

“You're fading!” Anya's vaice warnad. "Dying.”

Her voice. Her being. She was reaching acrass a universe
of spacetime to try to save me, to try to bring me back from
final death, She loved me that much, Enough 1o defy Aten
and the other Creators, Encugh 1o risk her own existence in
an effort 1o save me.

| would nat ler her strive in vain. “| love you, Anya,” |
called across the lightyears. “| will never stop loving you."

The vision of her, her courage, her loveliness, her love for
me, brought new strength to my resolve. | could feel energy
sharpening my consciousness, as if the streams of spacetime
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were flowing into me. | bacame a nexus, a protostar, pulling
in energy and matler, growing, goinng strength,

“You're doing it!" Anya called from faraway. “You're
succeadinal”

Orion the hunter, | thought. Orion the warrior, All those
abilitias that Aten had built into me, all those powers of stam-
ina and renacity | now used ro bring myself back from the
ablivion inte which he had thrown me.

f am nar a roy, not a puppet fo be tossed aside when it no
longer pleases its master. | am Orion, and 1 five ta do as | will,
as | must. | kve to find Anya and be with her for etermity.

| blinked my eyes and found myself in the stable ar castle
Berenicia, alive and whole. | laughed aloud and acrually
savared the stinks and snores that surrounded me. | was
alive, and ir felr sweet ro be so.

“WHERE HAVE YOU BEEN, Orion?" Arthur demanded.

He looked more worried than angry. | had risen with the
dawn and washed in nearly frozen horse trough in the casrle
courtyard. Arthur, Bors, and Gawain came out of the tower
where they had slept as | finished donning my tunic.

Bors's left arm was cradled in a rude sling. He limped

of King Ogier.”

| paped ar the rwo wounded knights. “The Dane did this
10 you?"

Bors gave me a look that would have curdled cream.
Gawain looked downright emharrassed.

Arthur explamed, “'ve been trying 10 find a2 way 1o get
Ogier ta join us. | invited him 1o become an ally of the High
King. | rold him rhar Ambrosius would support him in battles
against the Scofs and Picts.”

Ogier had laughed in Arthur’s face, he told me, and
declared that he had no nead of help from Ambrasius or
anyone else. He intended 1o bring his own Danes from
across the sea and march south to take as much of Britain as
he wished.

Arthur had patiently explained that such a move would
make them enemies, forcing his knights to go to war against
the invading Damish army.

“We have beaten every foe we have faced, from the
Saxons in the south to the Picts and Scots here north of
the Wall.” Arthur had rold him. “We will defear your Danes,
as well.”

“Conquer my Danes!” Ogier roared with laughter and
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noticeably. Gawain's head was wrapped in a blood-stained
bandage.

"Orion’s been wenching, Ill wager,” Gawain said. His usual
bright smile was gone. He seemed 10 wince at the sunlight, as
it his head ached rerribly.

“When you should be here, with your master,” snarled the
wounded Bars.

Befora | could reply, Arthur said riredly, “Orian, as my
sguire you must be ar my call always. If you want 1o go away
for a day or two, you mus! ask me first”

| had been missing for thres days, they rold me. Thar sur-
prised me a hitle, but | was truly shocked 1o see how battered
Bors and Gawain were.

Arthur seemed more rellaved to see me again than angry
that | had disappeared. He didn't really want an explanarion;
he wanted to make certain that | wouldn't disappear again
unless | first asked his leave. Worse, though, he seemead tired,
dispirited, exhausted as though he hadn't slept for days,

| apologized profusely, then asked, "My lord, are you ill?
You seem ... nol well”

Arthur shook his head wearily. "How could | be, with all
that's happened these past three days.”

“Witcheraft,” Bors muttered darkly. " There's evil afoor in
this castle.”

“Is that whar happened to you, Sir Bors?" | asked. “And to
you, Sir Gawain?"

"No,” said Arthur, “What you sae is the devilish handwork

offered a challenge o Arthur.

“Fick three of your finest, strongest knights. Old man that |
am, | will fight them, | myself. If any one of them bests me, |
will leave this land and return to Denmark forever.”

Arthur immediately accepted the challenge himsell, but
Ogier declined to fight him.

“Nay, you are too young, lirtle more than a callow youth.
Pick three of your best knights, | will fight each of them,
Afrer | have defeared them, if you still dare 1o accept my
challenge, then | will fight you—and your anchantad sword. Ir
won't protect you against me,” Ogier boasted.

S0 it was azreed: King Ogier the Dane would face three of
Arthur’s finest knights, on foot in the castle courtyard. IF he
defeated all three of them, then Arthur would face the Dane.

Sir Bors had been the first, and tough old Ogier had
drubbed him thoroughly. After he was helped ofT the field of
contest, Bors camplained of feeling slow, weary, as il sick,

“You certainly looked ir,” Gawain had quipped as he helped
carry the bleeding Bors.

Ir was Gawain's turn next. The next merning they met in
the courtyard again, Gawain looked pale, unsure of himself.

“In a lesser man | would have thought he was frightéened,”
Arthur =aid as we climbed the rtower stairs to the room
Morganna had given 1o young Lancelot,

“I wasn't frightened,” Gawain mainfained stoutly. | felt
sick. Weak. Feverish, almost.”

Siill, Gawain put on his helmet and went out 10 meer Ogier,
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sword in hand. The Dane, swilt and powerful as a man half
his years, cracked Gawain's head so hard that Arthur thought
he would die.

“Nor s0,” said Gawain as we entered Lancelot's room. "My
skull's too thick, even for Ogier's great strength.”

Lancelot was Arthur's last hope. If the challenge of facing
Ogier worried the youngster, he didn’t show it as he dressed
for the contest.

“I won't fail you, Arthur,” Lancelor sad, smiling eagerly, He
actually seemed to be looking forward to the fight as he
draped his chain mail over his tunic.

His shield with the golden eagle emblem resred by the rable
in the center of the room. Atop the table lay Lancelot's sword
and his halmat, a staal cylinder thar covered the antire head,
padded along its bottom rim where it rested on his shoulders.

"How do you feel?” Arthur asked.

Lancelat tried to smile, but it was shaky. “Burterflies in my
stomach,” he said hightly,

Arthur frowned worriedly. “Both Gawain and Bors felr sick
when they faced Ogier.”

“Witchcralt,” Bors muttered agan. “l tell you the witch has
put a spell on us all”

Arthur did not contradict him. “1 haven't felr all thar well
mysell these past few days,” he admirted,

Lancelot took a deep breath. *| feel zood enough to face
the Dane,” he said. Yer | thought that some of his usual vigor
and enthusiasm was lacking,

| went to the window and looked down at the courtyard.
Ogier was already there, bareheaded, taking practice swings
with @ mighty breadsword,

Someone knocked ar the door. | hurried ro open ir.

Morganna stood there, midnight dark hair tumbling past
her sheulders, a warm disarming smile on her lustrous lips.
She bore a silver tray of apples and roasred chesmurs in
her hands.

If she was surprised to see that | still lived, she gave no
sign of it. Stepping past me as if | didn'r really exist, she car-
ried the laden tray straight to Arthur,

“To show that | bear no ill will toward you, Arthur,” she
said sweetly, handing him the mray.

He had been totally infatuated with her, a year earlier.

It was clear to see that she still held a powertul attracrion
for him.

Arthur had to swallow before he could find his voice.
“Thank you, Morganna”

She locked up ar him. “I'm sorry that it's come 10 ths,
Arthur. Once my husband bests your bay, there, you'll have
to tace him. He might Kill you, Arthur.”

“"That’s in God's hands, Morganna,” said Arthur quietly,

“Is it?" she replied.

Gawain chuckled. "Suppose Ogiar gets himselt killed, my
lady? Then you'd be a widow™

She looked at Gawain the way a snake looks at a baby rab-
bir. “Would you come to consola me, then?”

“Aye, | would,” said Gawain, reaching for one of the shin-
ng apples on the tray. He crunched info it with his sirong
whita reerh. | would indead”

Morganna smiled ar him. "Very well then. Should | pu
on a widow's black weeds, you may come to beguile me of
my grief.”

With that she turned and swept out of the room, leaving
Arthur holding the tray of fruit and Gawain munching

thoughtfully on the apple.

Lancelot picked up one of the apples. “A bite or fwa might
help calm my stomach,” he said,

Bors stared hard at the closed door. “"Witch,” he growled.
“She put a spell on me, On us all”

“No,” said Arthur, putting the fruit fray on the table. "But
she might win Gawain’s heart.”

Gawain said, “It's not my heart that—" He stapped, his face
gong pale, His kegs buckled, | raced ro him and caught him
before he collapsed to the floor.

ITm . . .sick ..." Gawain moaned.

Lancelor suddenly clurched ar his sromach and lurched
toward the window. He made it only as far as the corner of
the bed, then collapsed and pukad up his puts onto the floor.

“The apples!” said Arthur. "Theyre poisoned.”

Without an instant’s hesitation | pried Gawain's mouth open
and stuck two fingers down his throar. He gagged, then
refched, It was a mess, but it probably saved his life. The
remains of the apple came up, fogether with the breakfast
Gawain had gobbled earlier.

we laid the rwo of them side by side on Lancelot’s bed
while his squire ran for a maid or two to clean up the vomir,

Gawain groaned, but the color came back ro his face. "The
witch . .. peisaned me”

“It was meant for me,” Arthur said. “She still hates me,
despite her smiles,”

Lancelol was unconscious, pale as death,

“Lancelot’s in no shape to fight Ogler,” Bors said. “And if
he doesn't show up, the Dane will claim a forfeir”

“Then he'll demand 1o face me,” Arthur said, He oo logked
pale, unwell,

| knew what was racing through Arthur’s mind: If Ogier
wins his challenge he will bring his army of Danes 1o
Berenicia. From there they will invade south, bringing a
whale new flood of enemies 1o spread fire and death across
Brirain.

Bur | saw a different scene. Morganna had been subtly
poisoning the knights' food for dayvs now. Bors and Gawain
had both been tao ill ro fight well. Morganna's poisoned
apples were meant 10 make cerrain thar Lancelor could nor
even make it to the field of contest. Arthur would be forced
to fighr Ogier and the Dane was going to kill him,
Morganna/Aphrodite had harched this scheme to assassinare
Arthur.

| looked into Arthur’s eyes. Il go in Lancelot's place,
my lord.”

“Yau?" Bars snapped. “You're only a squire. That Dane out
thare will cleave yau in half."

“I can fight him.” | insisted. “In Lancelot’s armor, so no one
will know that Lancelot didn't show up”

"It would never work,” Bors grumbled.

But Arthur said, “Can you best Ogier, do you think?”

| realized that Morganna had given the old Dane more than
an extended lifespan. Aphrodite and Aren must have
enhanced his body, augmented his muscular strength, amph-
fied his reflexes. | recalled fighting for Odysseus before the
walls of Epeiras, a thousand years before Alexander the
Great conguered the Persian empire. Then | faced Aren him-
self, in mortal guise, swifter and stronger than any mere
human could be. The basr | could do was a draw: We killed
aach other.

"I will beat him, my lord,” | said firmly, Then | had to add,
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“Or die trying.”

Arthur nodded, his mouth a grim tight line. “No one could
ask you to do more.”

So | put on Lancelot’s coat of chanmail, Ir was a bir short
tar me, but we hoped no one would naotice. | hefted his heavy
shield with the golden eagle painted on ir.

“I'll give you Excabbur . . . Arthur began.

"No need, my lord,” | said as Lancelot’s squire buckled his
sword around my waist. “Excalibur is meant for you alona.”

We lelt Lancelot and Gawain in the tower room with their
squires, Arthur commanded the youngsters (o open the deor
10 no one except himself. Down the long spiral of stone
stairs we went, until we reached the ground level. Then |
pulled Lancelot’s halmet aver my head. It covered my face
complerely. The world shrank to what | could see through the
narrow ayea slit in the steel helm,

Ogier stood waiting at the far end of the courtyard, rall,
his shoulders as wide as two axe handles, twirling a two-
handed breadsword in his right hand as if it were a toy. The
courtyard was thronged with people who had come to warch
the match, buizing and chattering with excitement, Only the
center of the packed earth courtyard was cpen for cur con-

down his chest.

“So, lad, you too have come ta feel the bite of my blade,”
he said in a loud, strong voice.

| said nothing as | advanced slowly, warily roward him,

*Come then,” Ogier said cheerfully. “Ler us see who is the
better man.”

My senses wenr into overdrive, as they always do in bat-
tle. Everything around me slowed down, as if’ time itself was
stretching out into a languid, sluggish flow. A good thing, foo,
for Ogier was every hir as swift as a lighming bolt.

He swung a mighty overhand blow meant 1o cleave my
skull, helmet and all. | jumped backward and his swing cut
empty air, instead. Withour an instant’s pause he swung
backhand at me, advancing swiftly as | backed away,

“Stand and fight" he growled. “This isn't a dancing
contest,

| was content 1o dance, at least until | could gauge the
speed of his reflexes. | circled around the courtyard, Ogler
pursung me, as the crowd shifted and melred away from us.
For several minutes the only sounds were the hissing swishes
of his blade cutting through the air and the crowd's gasps as
| backpeddled lithely. Not once did our swords clash,
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rest. Almost everyone in the castle must have been there—
except, | noticed, for the men al arms stationed on the
roofrops, armed with stout hows.

Morganna stood beside her husband. Even thraugh the
narraw eyeslits of the helmet | could see that she was sur-
prised thar Lancelot had made it down to the courtyard,
She stared hard at me, her beautiful Face twisted into a
puzzled frown,

Ogier wore a long coat of chainmail over his tunic, as did |,

A squire stood beside him holding his long shield; it bore the
emblem of a stag, in black. Its tapered bottom end rested on
the dirt, its square top reached 1o the lad’s ayes. Ogler hand-
ad his sword to another squire, and took his helmet from a
third. The helmet bore steel prangs, like a slag's antlers, and
a gold circler of a crown affixed 1o ir. Osier would do bartle
with a king's crown on his head—or at least, on his helmer,

“He is very fast and very strong,” Arthur warned me. “Be
on your guard.”

| nodded inside my helmet. “Wish me luck, my lord.”

“May the gods be with you,” Arthur said, lapsing back to
his Roman herirage. Probably he unconsciously thought that
the Christian God was roo meek to be of help in battle.

| stepped our into the open space as the crowd hushed
expectantly, Ogier's helmer coverad s cheeks and had a flar
piece batween the eves 1o protect his nose. The botiom half
of his face was uncovered; his snaw-white baard fell haltway

62 mly 2onl

He showed na signs of slowing, only a growing impatience
with my retreating ractic.

“Coward!” he snapped.
spineless cur.”

| had no infention of walking into thar buzzsaw he was
wielding. Not until | was ready.

Around the courtyard we went, Ogier charging and me
refreating. | nearly stumblad once, when | got close to where
Marganna was standing. Did she somehow trip me? | couldn’
tell, Bur | could see Arthur’s tace as he watched the march.
He looked aghast, ashamed of what | was doing. Berrer 1o
wade in manfully and be chopped 1o bloody bits, in his eyes,
than 10 appear 10 be afraid of your anamy.

Ogiier showed no sign of slowing down or becoming wind- ,
ed. If anything, he pursued me harder, swinging his blade so
fast it was a blur against the clear blue sky even to my
hypersensitized eyes.

After three times around the courtyard | thought | had his
swing timed well enough. | suddenly stopped my retreat, and
lunged toward Ogier, raising my shield ro rake his thrust
while | swung at his midsection.

His blow shattered my shield, It simply cracked apart,
half of it flying off mto the crowd, the other hall” hanging
useless from my arm. The force of the blow staggered me,
my whole arm went numb. My own swing bounced harmiess- ‘
Iy off his shield.

"Face me like a man, you




“Ha!" he roared, rushing toward me as | stumbled back.

| ducked beneath his swing and wedged my sword egams!
the inside of his shield. Then | jabbed the point of the blade
into his ribs. There was little force in my thrust, and the blade
slid harmlessly against his chainmail,

But for the first time in our fight, Ogier backed up. The
crowd went “Oghl”

For a moment we stood facing each other, chests heaving,
arms heavy. | tossed away the remnant of my shield. Past
Ogier's imposing torm | could see Morganna smiling.

“So you're ready 1o fight now?” he raunted me.

| said nothing, waiting for his next attack.

He sprang ar me with another powerful overhand swing. |
aripped my sword in bath hands and parried his blade with &
mighty clang that rang off the courtyard walls. The force of
his blow buckled my knees, bur | managed to back away and
regain my balance,

Ogier came forward with still another overhand cur.

This time | dodged it and swung two-handed ar the haft of
his blade, close to the hilt, My blow ripped the sword from
his hand.

The courryard fell absolutely silent. Ogier stood for an
instant, staring down af his sword on the dusty ground.
Then he looked at me. | saw what was in his eyes. He real-
ized that | could have just as easily taken ofT his hand, sev-
ered it al the wrist,

| stepped back and allowed him to pick up his sword. He
hafred it, as if resting 10 see if it were still whole and sharp.
Then he advanced upon me again, but nol so wildly this time.
Now he was grimly determined to finish me off.

Holding his shield before him, Ogier moved warily loward
me, swishing his sword in swift circles over his head. The
shield covered him From kneas 10 eyes, He was taking no
chances against me now.

| backed away for several steps, thinking rapidly, ying ro
find a weakness, an opening. From anather life | remembered
a martial arts instructor urging me, “Your enemy cannot
sirike without exposing himself 1o a counrer sirike. Be alert,
Be prepared. Use your enemy's strength fo conguer him.”

Suddenly Ogier roared like a bull and charged at me, ready
to use his shield as a battering ram. | dropped to the ground
and took hie Iags our from under him with a rolling block. He
fell like a giant oak tree, landing Face down on his shield,

| planted ene foot on his sword arm and knelt my other leg
an the small of his back. Ripping off his golden crowned hel-
met, | pointed my sword af the nape of his neck.

“Yield, my lord,” | shauted, “or | shall have 1o cut off
your head”

Ogier had no desire to lose his head. “ yield.” he said, his
voice quavering.

WE WERE NOT completely out of danger. That night Ogler
teasred us, and Lancelor had to accept the plaudits of one
and all as an invincible champion, He locked embarrassed,
which everyane tack 1o he humility, the kind of modasty rthat
bacomeas a true knight,

We dared not eat anything excepr the sizzling meat of
the boar that we saw being roasted on a huge spit in the
great hall's fireplace. Nor would any of Arthur's men drink
anything excepl water, by his command. He'd had enough
of poison,

Ogier ate and drank mightily, but he seemed 1o have aged

r'wenty yaars since the morning, He looked thinner, slower,
his eyes red mimmed and watery, Have Aten and Aphrodite
glready removed whatever it was that made the old Dane s0
vouthful? | wondeared.

He agreed good naturedly that he would return 1o
[enmark and never darken Britain's shores again.

“If you have knights like young Lancelot in your service,”
he said to Arthur as they sat side by side at the long dining
table, "then | will keep my army in Denmark and harry the
Frisians and Saxons there”

Arthur smiled gracicusly. | thought that Ogier's harrying
would only lead to more Frisians and Saxons crossing the sea
1o Britain, but | was satistied that the Danes would not invade.

Morganna sat ar Ogler’s other side, smiling mysteriously
through the entire evening, That worned me. She did not
appear to be angry or frustrated that her plot to kill Arthur
had failed. She smiled like the Sphinx. like someone whao is
willing ro wair for long ages 1o accomplish her goal.

The next morning, as we were ready 1o saddle up and
leave Barenicia for the long trek back to Cadbury castle,
Morpanna came into the sun-drenched courtyard to say
farewell ta Arthur. Several of her |ladies accompanied her.

“Will you go ta Denmark with your hushand?” Arthur
asked bluntly.

Again that Sphinx like smile. “No, | will stay here. This is
my home, not some rude swamp across rhe sea.”

“Bur whar of Ogier, then?”

“What of him?" she replied carelessly. “He is old and will
die soon. He serves me no purposé anymore,”

Arthur shook his head. Then he fixzd Morganna with a
hard stare. “You wanted to see me killed.”

"I will dance on your grave one day, Arthur”

He seemed more saddened than alarmed. “What have |
done ta earn such hatred?”

Marganna smiled again and beckoned 1o one of her waiting
ladies. The woman bore an infant, asleep in a bundle of swad-
dliing clothes.

“This is what you've done,” said Morganna, taking the baby
in her arms.

Arthur gaped at the child.

“He is your son, Arthur. | will raise him fo hate you as
much as | do."

“But Morganna,” he pleaded, “you musm’r="

| will, Arthur. He will know that vou are his father and he
will hate you with every fiber of his being.”

Arthur simply stared ar her, uncomprehending, bewil-
dered.

“I've named him Modred,” she said, her smile turning rruly
evil. “"He will be the mstrument ol your doom.”

Yes, | thought. Aphrodite and Aten and the other Creators
would not rest until they had desrroyed Arthur. They had all
the time they needed 1o pur their hateful plans mto achion.
Could | protect Arthur all through those long years?

| vawed thar | would. L0

Previous adventuras of Orfon and Arthur have appeared in
DRAGON #2486, 257, 2673, and 274. For more on the many
works of Ur. Ben Bova, go ro www.benbova.ner.
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You can fractalise any shape to create
realistic terrain. Export high-resolution
images for publication or the web. Print across
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impressive maps. And that's just a sample.
With improved help and a new 170-page
manual, CC2 version 6 is the only mapping
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DUNGEON MASTER BACKGROUND

The hybsils of the Western Heartlands
and the High Forest have a grudge
against the Zhents of Darkhold, The
Zhents pay bounty for hyhsils' antlers,
s0 long as they're attached ta a
hysbil's scalp.

A defector from Darkhold, unhappy
about the Zhenis' reversion 10 the waor-
ship of Bane, has revealed thai
Sememmon was creating a huge ball of
hybsil antlers for some dark rirual pur-
pose. The infermant isn't sure what
Sememmeon's intentions were, but it had
something 1o do with plans to take con-

trol of foresrs abandoned by the elves
in the Retreat.

Before those plans could come 10
fruition, Sememmaon fled Darkhold and
the wrath of Bane, leaving the ball af
antlers behind. The new commanders of
Darkhold don't really know what 1o do
with the ball. Not wanting 10 leave ir
mside Darkhold, in case Sememmon
should want the ball badly enough te
come back for it, they have movead it to
a smaller watch post in the Far Hills.

The hybsils want the antlers ot their
slain kin back, 1o dispose of them with

DUNGEON MASTER BACKGROUND

In a wide area in front of the
Cartographer’s Guildhall, Master
Cartographer Jawan Sumbar (a gnome
male sth-level ropue/15ih-level wizarg
(illusionist) has erected a huge tent.
Inside, trophies gathered from forgotten
dungeons both near and far are dis-
played. PCs willing 10 pay tha 1 sp
admission can see several cases of
strange cultural artifacts, statues,
stuffed monsters, and stranger exhibits.
Examples include the famed evil sword
Blackrazor (a replica), a stutfed and
mounted mind flayer, a stuffed and
mounted very young black dragon, a

(s _ll.lll] Tl

olass jar filled with muddy waier (pur-
portedly gathered from the Sunless
Sea), and an B-f1. rall statve of a 3-
armed carpoyle (its fourth arm has
gpparently been broken off and is
nowhere to be found),

Though many of the items are fakes
and replicas, some are real, and Jawan
usually posts a guard of three gth-level
fighrers ro patrol the exhibit lenl.
Unfartunately, the guards are not up fo
the task of fighting off the wrathful
appearance of four demons: a glabre
rou and three vrocks. The demons are
after something taken from a tomb they

BY ROB HEINSOO

proper reverence and prevent them
from being used by evil mages. The PUs
might end up aiding the hybsils’ mission
or they might end up going afler the
hybsils to try and rescue them from
what could be a rerrible trap. But would
it be a 1rap for hybsils, or a trap for
Sememmon?

BY BRUCE R. CORDELL

and many of ther kind are charged
with keeping pristine. The statue of the
gargoyle is their target, and they stop
a1 nothing to return if to the far-away
tomb whence it was taken by some
foolish adventuring party, PCs who are
present during the aftack can help beat
ofT the demons if they so choose.
Sadly, even if all the démons are
killed, a new remrieval force s dis-
patched every week until the statue

s reclaimed.
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DUNGEON MASTER BACKGROUND

The City of Anuire is home to dozens of
noble marchant-houses, trading cosrers
whaose ships sail 1o all corners of Ceriha:
and beyond to the great old cilies of
Aduria, the polden sands of Djapar, the
sun-drenched archipelago of the
Sahirde el-Mehare, and the exotic mys
reries of the Dragon [sles of the easr.

House Fieren is one of these mer-
chant houses, a Family of landless gen
try descended from knights who foughe
at the side of Michael Rosale. Two

DUNGEON MASTER BACKGROUND

PCs are deliberarely given rthis thought-
provoking message. DMs should change
the facrols involved to suit individual
campaigns, Freeing any factol

comes with its own hazards, the least of
which would be possibly incurring the
Lady of Pain's displeasure, A freed fac-
tol is sure ta be sought out by friends
and Foes, and your opfions from rhat
point are endless. Consider these;

« One or both factols are injured,
sick, or dying. A timely rescue from the
maze would be the just the beginning of
an adventure.

» There is no map of any Facrol’s
maze, This chant is really a trap set out
by the Daughrers of Light or anemies

of the PCs.,

galleons, six caravels, and three coast-
ers comprise the Fieren fleet, In the
early summer of the year 553 MK,
Baeris Fieren sets out to inspect his
house's holdings in the kingdems and
ports of northern Aduria.

Nable merchants such as Baeris fre-
quently rravel with triends and reliable
companions, especially for long voyages
abroad. The heroes might be hired (or
simply asked) ro join Baeris an the jour
ney 1o Lurech,

« When Vergrove and Darius learn
of the fate of therr two factions, they
pledge ro see Mind's Eye's disbanded.
The Facrols enlist any lefrover FU
Godsmen and Signers in this endeavor.
Seaker high-ups might have their own
plans for the freed Factols

The return of any mazed factol soon
prompt new searches for other faciols.

Are the PCs not believing any of this?
Have them talk to the githyanki maze-
mapper, Djek'Nlarr. She's seen them
borh recently and even mapped their
maze. She says those two ascended all
right. They ascended rogerher courtesy
of the Lady.
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BY RICHARD BAKER

Othar Options

The BriymigHr campaign 1s close
enough to the fantasy Medieval weal
that merely changing some af the loca-
fign names can make this hook a aood
fit for GrevHawx, the ForaorTen REacms,
or even the Mystasa Campaign.
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BY EDWARD BONNY
Other Dptions

If you don't use rthe PLanescare setiing,
vou can make thes handout work in one
of Iwo ways:

« It's @ hook 1o bring your characters
ofl the Prime and into Sigil itself. This is
a good option it you have the
Pranescart setting and your PCs want
to travel the Planes,

+ The note rafers 1o polincal or rell
gious factions in a foreign city, and the
note is written in the unusual cant of
the local thieves guild, A successhul
Innuendo skill check (OC 13) makes the
message’s meaning clear 10 1hose who
don’t already know the lindo. 0
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BY MONTE COOK « [LLUSTRATED BY PETER BERGTING

Sometimes those who are pure of hear! and [cons of goodness are not necessarily those most devoted fo a particular irehi-
gon, Semetimes, as the gnome and halfling lightbearers prove, an individual moria, rather than a god and his legion of ser-
vanis, is ewil's grearest foe.

T he: heroes of the gnomes and halflings seem particularly undetectable to the naked eye-somefimes becomes visible

tocused on profection and stewardship. The powerful when the lightbearer s engaged in melee combat with evil toes.

spirits of those who are the most pure, truthful, and Lightbearers are often clerics or druids, but rangers,
valiant shine through them, marking them as special, Halfling bards, and most ather classes are also granted the gift.
and pnome cultures select these rare few as guardians called "Holness”™ 15 not just a quality of the religious.
Kghtbearars. The power within these individuals grants them a As NFCs, lighibearers are usually wandering loners, |
special aura of purity and righteousness. Lightbearers serve a5 stopping only where and when they are needed. They
puardians, peacekeepers, and general purveyors of goodness. never hie themselves down 10 a single communiry and are
[heir aura-normally an invisible, shimmering, warm glow never associated with ane particular religion.

LIGHTBEARER

Attack Fort, Ref, Will
Level Bonus Save Save Save Special

Detecr avi, fght
2 +1 +3 +3  +31  Resist elements
3 +2 +#3 +3 +3  Share aurs,

CLASS SKILLS

Skill Points at Each Level: 2 + Int modifler

deflect attacks +z2 The lightbeare"s class skills (organizsd by key abiliry) sre:
4 +3 +4 +4 +4  Provide healng .
5 13 t4  +4  +4  Darkvision C#anﬁﬁ Craft Heal |Diplomacy
Knowledge | Listen | Intimidate
. € +4 +5 +5  #5  Deflecr antacks +4 _ |
rebgiend | o ofession
7 450 5 450045 L Opalavk Knowledge | o
| I & +6 +6 +B +8 Holy word (ocal) Exid s
| g +6 +6 +8 B  Deflecr amacks +6 PO 1T S

W0 +7 +7  +7  +7  Resist spells

bl g L R ————
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CLASS REQUIREMENITS

To quelify to become a lightbearer,
a character must fulfill all the
following criteria:

Alignment: Any good

Race: Gnome or halfling
Knowledge (religion): B ranks
Knowledge (locall: 4 ranks
Diplomacy: 4 ranks

Feats: Alertness

CLASS FEATURES

weapon and Armor Proficiency:
Lightbearers do not gain special profi-
ciency with any weapons, armor, or
shiglds,

Detect Evil; At will, the lightbearer
can gdetect evil as o spell-like ability. This
ability duplicates the effects of the spell
deracr avil as cast by a cleric of the
lightbearer’s level.

Light: At will, the lightbearer can cre-
are lighr as a spell-like ability. This abiliry
duplicates the effecrs of the spell ighr
as cast by a cleric of the lightbearer's
level,

Resist Elements: As a spell-like ability,
the lightbearer can cast rasist alements
upon himself gnce per day as a cleric of
his lightbearer lavel,

Share Aura: Some benefits goined
from being a lightbearer—deflect
attacks, resist elemenrs, and resist
spells—can be shared with one other
creature in physical contact with the
Lightbearer. Using this supernatural abil-
ity is a free action.

Deflect Attacks: At qrd, Gth, and gth
level, the lightbearer gains a deflection
banus ta his Armor Class. This is a
supernatural ability,

Provide Healing: Once per day, the
ighthearer can use one of the following
as o spell-like ability; remove disease,
remove biindness/oeafness, cure seri-
ous woundas, resrorarion. Al of rhese
abilities are treated as if cast by a cleric
of the lightbearer's level,

Darkvision: Ar sth level, the light-
bearer gains darkvision with a wo-fool
range, This is a supernatural ability,

Dispel Evil: A 7th-level lightbearer
can use dispel avil as a spell-like abiliry
once per day, as a cleric of his light-
bearer level.

Holy Word: At Bth level, a lightbearer
can speak a holy word as a spell-like
ability once per day, as a cleric of his
lightbearer level,

Resist Spelis: A 1oth-level lighmearer
has an SR of zs. L]
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BY JAMES JACOBS - ILLUSTRATED BY CARLO ARELLANO

The Grarley Forest has had a repura-

hregthdrinker was a favorite a55assin

tralusks have retreated inta the

MENTAL EVIL

}. tion as a den of monsters and lurking for Temple priests, The creature’s skill Underdark, but some might still lair in” = o
evil for many years, despita the fact at tracking and irs great speed made i the deeper dun_gﬂuns in the region.
that large sections of the woods are unnaturally adept at stalking prey. High priests of the culr often con-
regularly patrolled by rangers, elves, Reparts of vengetul ghosis that haunt jured crearures from other realms ro
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snomes, and other champions of good.
Nevertheless, the forests simster repu-
fation has persisted, in no small part
thanks to one ol the mast infamous
strongholds of cruelly and villainy
throughout the lanaess: the Temple of
tlemental Evil

The hictary of the Temple of
Elemental Evil is no secret; tha massive
struciure was built by a cult that ven-
arated the dark and evil aspects of the
four elements. With the aid of powerful
demons and gods like luz the Old,
Zugotmoy the Demeness Lady of Fung,
and other siister powers, these cultists
soon commanded much power, and
began 1o ravage the lands in the area
Eventually the Temple's reign of terror
was put down and Zugdimoy was
mprisoned deep within the dungeons
under the Temple

The cultists had done their damaze,
though. The presence of the Temple of
Elemental Evil tainted the surrounding
woodlands. Natural creatures fled the
area and all manner of twisted man-
sters and beasts moved in, drawn by
the avil aura of the place. In addition,
many of the evil craatures the cullisls
held bargains with or kept as pets and
guardians remained in the area afier
the Temple itsell’ was overthrown. Over
the years, these creatures spread info
the surrounding woods and established
themselves. This article derails five of
rhose beings that still lurk deep within
the Gnarley Woods or in the ruined
dungeons beneath its roofs.

During the height of the Temple of
Elemental Evil's power long ago, the
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ihe Gnarley Woods today might well be
the result of breathdrinker encountrers.
It is certain that many of these crea
tures lurk in the woods near the Temple
ruins waiting for prey,

The cult alsa kept many creatures as
guardians or pets. One of the maost
popular were the sadistic firefongue
frogs, tiny fire creatures that could set
living bloed aflame and were notori-
ausly difficult to slay. Certain Temple
holdings were lit entirely by these
slowing frogs, and not a few of these
structures burned to the ground when
the frogs grew a little toa bored or
hungry. Firetongue frogs dislike warer
and thus are only rarely encountered in
the often moist woodlands, bul large
swarms af the creatures still lurk in
foraotten dungeons in the woods.

The cultists built many undersround
dungecns during their reign, and thay
often broke into existing caverns or
passageways info the Underdark. Une
af these caverns had already been
claimed by a band of strange creatures
called tralusks. Sinister and cruel 1o the
core, these ferrifying monsiers commu-
nicated by means of deep, eerie Songs
that carried for miles through the light-
less tunnels of the Underdark. The
tralusks also had a strang affinity for
elemental carth, a property the culrisrs
seized upon as a divine sign, Many of
the creatures wera led back o the
lemple dungaons to serve as guarcians
and entertainment; their voices were
perfectly suited for the croaking,
moaning hymns to Elemental Evil.
Today, with the culr gone, mast of the

serve as advisors or elde froops. Ong
of these conjured beings, the orlythys,
proved to be especially useful, as this
race of otharwarkdly slavers could
spawn water clementals from the stolen
bodity fluids of their victims. Certain
chapters of tha culr made a brisk busi=
nass of trading captured men and
women to orlythys slavers for water
glemental minions. Several parmanent
gareways to the orlythys” home plane
were construcled in no less than five
dreary boglands deep in the Cnarley
Forest, These gates remain today and
serve as sraging points for orlythys
merchants looking for new slaves.

Another of these conjured creatures
wis known only to a select few high
priests. This was a powerful outsider
summened from the court of Zuggtmay
to aid in running the cult, These crea-
tures, known as rukarazylls, took the
auise of human cultists and were offen
put in charge of indoctrinating new
members into the cult. The rukarazylls
preferred 1o delude these new recruits
into believing they were joining a much
more benign cult; by the fime the new
members learned the truth, it was 100
late 1o escape. Since the fall of the
Temple, the rukarazylls have maintained
a terrible interast in the region, and in
the following years have attempted to
bring the cult back to power many
times. Whather they succeed in these
goals remains 10 be seen.




BREATHDRINKER

Medium-size Air Elemental [Air. Evil)

Hit Dice:
Inihative:
Speed:

AC:

Artacks:
Damage:
Face/Reach:
Special Attacks:

~ Special Qualities:

Saves:
Abilities:

Skills:

Feats;

Chmate/Terrain;
Organization:

Challenge Rating:

Tre=asure:
Alignment:

Advancement Range:

The breathdrinker is a dreadful elemental that feeds on
air extracted from the lungs of living creatures. it is not
known how the breathdrinker derives sustenance from such
a source, but it is obvigus that the cruel monster tekes great
delight in stealing the breath ot helpless victims,

The breathdrinker is normally invisible, except when it
is attacking or using its special attacks. At this time, the
crearure roughly mimics the form of its chosen victim,
appearing as a misty, fransiucent duplicate. The eyes
of a breathdrinker appear as riny red spheres of lighr,

Breathdrinkers speak Common and Auran.

COMBAT

A breathdrinker lurks invisibly when al resl, waiting for prey
to wander near. [he crearure spands some time stalking and
walching its vichms so it can analyze the best method of
attack. The breathdrinker is single-minded to a fault; once it
selects a victim it will nor rasr until it has fully fed from the
creature’s lungs, It defends itself by lashing others with @
scylhe-shaped plane of pressurized air, It never uses its wind
scythe attack against its chosen victim, however. A breath-
drinker often chooses to track its vichm and waits for the
unfortunate creature 1o fall asleep belore attempling to steal
its breath. A satiated breathdrinker tlees to digest its meal
twhich usually takes several days) before seming out 10 hunt

gnce again.

Gaze of Terror (Su) Anyone who meets the glowing red
eyes of abreathdrinker must make a Will saving throw (DC
16) or become paralyzed in terror for wdgq rounds. This gaze
attack has a range of 30 feet.

Steal Breath (Su): The breathdrinker can attempt 10 steal
the breath of a helpless victim in melee range. This 15 a full-

Bd8+24 (Bo hpl
+6 (+2 Dex, +4 Impraved Initiative)
Fly 8o fr. (perfecr)

16 (+2 Dex, +4 natural)
1 wind scythe +6 melae
Wind scythe 2dg

5 ft. by g fi./g it

Air mastery, gaze of terror, steal
breath
Damage reduction 10/ +1, elemental
traits, invisibility

Fort +5, Ref +d8, Will +3

Str u, Dex 14, Con ifi, Inf 14,
Wis 12, Cha 14

Hide +i2, Move Silenrly <8,
Search +12, Spol +7,
Wildernass Lore +q

Flyby Attack. Improved
Initiative, Track

Any temperate
Solitary

r
MNone

Always chaotic evil
g-16 HD (Largel. 17-24 (Huge) '}
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round action for the breathdrinker. The victim ot this attack

must make a successtul Fortitude saving throw (DC 16) each
round as the breathdrinker tries re suck out the gir in the
victims lungs. Each round the saving thraw is failed, the vic:
tim suffers «dfi points of temporary Constitution damage;
each point of Canstitution lost heals the breathdrinker cf 5
paints of damage. Once the victim's Constitution reaches
zero, he dies and the breathdrinker retreats to its lair fo
digest its meal

Air Mastery (Ex): Airborne creatures suffer a -1 penalty to
attack and damage ralls against a breathdrinker

Elemental (Exl: The breathdrinker is immune 1o poison, sleep,
paralysis, and stunning, It is not subject to critical hits and can-
not be Hanked. It has darkvision with a range of bo feet.

Invisibility (Su): A breathdrinker can make itself invisible as
a free achon.
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RUKARAZYLL Skills: Concentration +14, Balance +22, Bluff

Medium Quisider (Earth, Lvil} +18, Disguise +18, Escape Artist +16,
Hir Dice; 1zd8+48 Loz hp! Forgery +g, Hide +14, Intimidate 18,
Initiative: +8 1+8 Dex) Knowledge (religion) +12, Search +g,
Speed: 70 fr,, chmb 50 tt Sense Motive +18, Spellcrafr +12, Spor
AC:~ 24 (+8 Dex, «3 natural, +3 profane) +8, Tumble +23
Attacks: 3 Tendrils +20 melee, Bite 410 melee; or  Feats: Expertise, Improved Disarm, Improved
spit poze + 20 ranged Trip, Weapon Finesse (rendril)
Damage: Tendril 1d6i-2, Bite 1d6-2 plus 2dg acd
Face/Reach: 5 f1. by 5 fr./5 f1. Climate/Terrain: Any
Special Atrtacks: Spell-like abilines, spit ooze, fungus Organization: Sclitary or cell 12-12)
Special Qualiries: Damage reduction za/+2, SR 23, eva- Challenge Rating: 14
sion, profane alacriry Treasure: Double standard
Saves: Fort +12, Ref +10, Will +n Alignment: Always chaotic evil
Abilities: Str B, Dex 27, Con 18, Int 18, Wis 17, Advancement Range:13-24 HD (Large), 25-30 HD (Huge!
Cha 16

Rukarazylls are deceivers and tricksters. When conjured in
the Prime Material Plane, they dalight in masquerading as
charismanc men or women. In such auises, they attempl 1o
canvince locals to establish cults dedicated 1o apparently
benign (but altogether fabricated) minor deities.

Over time, the rukarazyll slowly pérverrs irs followers fo
the worship of Ogremach, the elemental prince of evil earth
creatures. When it doasn't have the time or resources 1o
seed cults, the rukarazyll contents itself with selling cursed
ifems it passes off as beneficial, posing as a priest and
inflicting diseases on those seeking healing, and pursuing
other underhanded and cruel Incks,

In its true form, a rukarazyll is only vaguely humanoid.
s body is @ bulbous mass of seething fungoid matter,
studded with eyes and gasping orifices that leak srink-
ing, black drocl. It has six long, hook-studded fen-
drils that extrude from various random points an
the central body. Three of these tendrils serve
as leas while the other three serve as hands.
Extending fram the top of the body is a lang
scaly tentacle arop which sits the crealures
head. Its head resembles 3 ram's skull complete
with horns. Greal fangs stud its lipless mourh
from which bubbling acidic froth constantly
dribbles. The rukarazyll's natural voice is thick
and gurgling, as if its throat were partially
clogaed with mud, but rukarazylls are good
at disguising this sound when attempting
to pass themselves off as humanaids

Writhing nasts of pale fungal filaments

fill their evesockets; these filaments

grow oul of other random spars all
aver the thing's body.

COMBAT
The rukarazyll is physically weak, but i

makes up for lack of strengrh with its blinding
spead and accuracy. A rukarazyll enjoys melee
combat and ofren forpoes its spell-like abilities if
a chance ta fight presents itself. In combat, if
strikes with three of irs tendrils and bites wirh
ts acidic jaws. It 1akes full advantage of its
teats, using Expertise to full effect and using
Improved Trip and Improved Disarm as oppor-
tunitics arise. It relies on its Tumble skill ro
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avoid drawing attacks of opporfunity as i
weaves about. Combat with a rukarazyll is
both disorienting and territying.

Spell-Like Abilities (Sp); At will-alter self,
blur, darkness, desecrale, detect good, derect
magic, mirror jimage. cars grace, refekinesss,

= entangle, plant growth, protection from good,
vndatectable alignment, snare, and lteleport
withour arrar (self plus 50 pounds of ohjacrs
only) 3/day—polymorph self. unhallow, unholy
“hifght; 1/ day— wall of thorns, command plants,
~ heal. Thesa abilitias are as the spells cast by a
“zth-level sorcerer.
- Spit Oaze (Sul: Once every 10 minutes,
_;;Ihﬁ' rukarazyll can éxpel a Medium-size gray
2 ooze fram its mouth ar any one large! as a
« grenade-like weapon with a 10-foot range
Sincrement, If the target is hit, the gray
poze can immediately attempt 1o use ils ; -
improved grab ability and srarr constricting 95 ;(
the victim on the followng round. IT the e
spat coze misses, delerming miss distance '
and direcrion normally. The oorze moves to
attack pormally the next round. Gray cozes
created in this manner are short lived; afler
ad4 rounds of life, such oozes die,

Fungus (Suli A living creature struck by a rubarazyll’'s rukarazyl’s Armor Class) and slso allowthe rukarazyll 1o
melea attacks must make a Fortitude saving throw (DC 20} or  rake 10 on any Balance, Escape Arnigt, and Tumble checks
become infested with the fecund fungus that grows on the in any circumstance. Once per hour, the rukarazy!l can
creature’s body. This fungus grows rapidly when intreduced  call upan these energies fo gain a temparary boost fo ils
to living tissue. [his grawth causes no damage, but it feels mavement, doubling its spead and profane bonus to Armor
quite unpleasant and infests a Medium-sized creature in1dg Class Tor 1+ minute, After this minure, the rukarazyll’s
rounds. Each size category larger increases the growth time  profane enerdies are depleted for 1 hour, during which
by 1d4 rounds; creatures smaller than Madium-size are time it does nat receive the banus to AC aor the ability 1o
infested in 1 round. Creatures can free themselves ol the take 10 in any circumstance.

fungus belare they are infested by being subject to 10 points

of fire or cold damage, or a remove alsease spell. Once FIRETONGUE FROG

infested, the fibrous white filaments begin to seethe and Tiny Elemental (Fire, Ewil
twisl, actively Irying to resist any actions the infested crea- Hit Dice: wd8+3 17 hp)
ture attempts. This incurs a3 -2 penalty to all arrack rolls, Initiarive: +3 (Dex)
Dextarity-based skill checks, and Reflex saving throws. In Speed: 10 ft., fly Go fr. lgood)
addition, the fungus continues to grow in the victim's body AC: 15 (+2 size, +3 Dex)
(albeit at a much slower rate), slowly eating away at his Attacks: longue +5 melee
persaonality at the rate of one peint of permanent Charisma Damage: langue 2db fire damage
drain per day. Unce the victim's Charisma reaches zero, Face/Reach: 2 fr. by 2 fr/5 1.
he dies and transforms into an immobile heap of fungus Special Attacks: \gnite bload, lightburst
that lives for an additional 3d0 weeks belfore perishing. Special Qualities:  Damage reduction 15/+5, elemenial, fire
A remove disease spell destroyed the infastation, but not subtype, warer barriers
the Charisma drain. Saves: Fort +3. Ref +5, Will +0
It 15 possible to become infested by coming into contac Abilities: Str 4, Dex 16, Con 16, Int 8, Wis 10, Cha
with one of these transformed bodies; infestation can be 10
resisted with a successlul Fortitude saving throw (DC 16). Skills: Biuff +4, Listen +4, Mave Silently +7,
Evasion (Ex): A rukarazyll can avoid even magical and Spot +4
unusual attacks with great aailiry. If ir makes a successiul
Reflex saving throw against an attack that normally deals Climate/Terrain: Underground and desert
half damage on a successful save, the rukarazyll insiead Organization: Solitary, Pair, or Swarm (3-12)
tnkes po damage. Challenge Rating: 4
Profane Alacrity (Su): The rukarazyll is infused with an Treasure: None
unhaly energy that grants it amazing reflexes and speed. Alignment: Always neutral avil
Thase unholy energies actively work to block and turn Advancement Range:2-3 HD (Tiny)
aside incoming attacks lgranting a +9 profane bonus to the




in combat and mocks its enemies. At times, it spends several
rounds of combat flying around and taunting its prey with
insults and combat feints (using its Blutt skill, see page 64 of
the Playar’s Handbook) before finally going in for the kill. A
firelongue attacks with its tongue, a burning lash of tire that
can reach fargels within 5 fect.

Ignite Blood (Su): The flames that comprise the firerongue
frog's burning tengue contain a magic venom that can ignite
the blocd of living creatures. A creatura damaged by a fire-
tongué frog's tongue attack must make a Fortitude saving
throw (DC 13) or be subject to the venom. This causes a hor-
rible burning sensation as the victim's blood quickly heats,
causing an additional +1d6 points of fire damage per round. =
far 14 rounds. Victims can make Fortitude saving throws
(DC 13) every round; a successful save negates any addi
tional damage, Magical healing of any sort halts this damage
immediately. If a creature is killed by this damage, the body
erupts into flame, causing 3d6 points of fire damage 1o all "=
gdjacent creatures, Undead, consiructs, and ofher crearures S
without blood are immune 1o the firetongue frog's ignife S
blocd ability. ‘

Lightburst (Su): Once a minute,  firetongue frog can emir™
a blinding flash of light as a full*round action. Any creafure
within 5 feet of the frog at this time must make a Fortitude
saving throw (DC 13) or be blinded for 3d6 rounds. -

Elemantal (Ex): The firetongue frog is immune to poisan,
sleep, paralysis, and stunning. It is not subject to critical
hits and cannot be flanked. It has darkvision with a range
of Go teer,

Fire Subtype (Ex): Firetongue frogs are immune 10
fire, They suffer double damage from cold, except on @
successful save.

ORLYTHYS

Large Qutsider (Aquatic, Water, Evill

| Hit Dice: 6d8+18 (45 hp)
| The firetongue frog is only about 2 feet long, but it can be Initiative: +2 (Dexi
quite dangerous and difficult to slay. The creature strongly Speed: ia fr., swim 4o ft.
resembles a large-eyed tree frog with fiery red skin and yel-  AC: 15 (+2 Dex, =1 Size, +4 natural)
low eves with white pupils. It flickers and glows fram within, Attacks: 2 claws +10 melee
as if it had swallowed a red-hot coal. The creature’s skeleton  Damage: Claws witi+5
is perfectly visible as a darker red below its glistening skin, Face/Reach: 5 f1, by 5 fr./5 ft.
When it opens its mouth, tiny flames curl out. Special Anacks: Spell-like abilities, dehydration ray,
Although native 1o the Elemantal Plane of Fire, firetongue spawn water elemental, enslave
frogs are one of the few beings from that realm thal can elemental
axict with relative sase elsewhere. In fact, they actually pre-  Speciel Qualities:  Immune to bludgeoning weapons,
fer to lair in areas inhabited by non-elemental creatures, fag cloud, darkvision bo fi.
sinca they prefer living crearures as prey, Firctongues have Saves: Fart +8, Ref +7, Will +6
been known to ally with other creatures in exchange for reg-  Abilities: Str 20, Dex 14, Con 16, Int 12, Wis 12,
ular offerings of helpless "food™ to tarment. Cha 6 |
Firetongue frogs cannot enler water or any ofher nom- Skills: Hide +7, Knowledge (the Planes] +g. |
flammable hquid. A body of water is an impassible barrier Listen +10, Move Silently +10, Spot +n, |
unless the firetongue frog can step or jump over Il Search +0, Concentration +12 |
Firetongues speak lgnan and Common, A firetongue frog Feats: Alariness, Spell Penetration
emits light equivalent to that of a forch.
Climate/ Terrain: Temperate or warm swamp, any aguatic
COMBAI Organization: Sohtary
Firelongues usually travel and hunt in small swarms, although  Challenge Rating: O
it isn't unknawn 1o encounter @ lone firetongue. The fire- Treasure: Standard
tongue frog undarstands that mest creatures have a difficult  Alignment: Always neutral evil
time harming it, and it sometimes takes advantage of this fact  Advancement Range:By character class
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The dreaded arlythys is thought to hail from the Elemental
Plane of Warer. In trurh, thesa cruel and sadistic creatures
come from some unnamed and infinitely huge bogland on
some dark plane in the Abyss. In this lightless, stinking realm,
these mansters are the undisputed lords and rule vasi
empires of slaves kidnapped from other realms and forced fo

sl W il L

sarve as laborers, food, or worse, The arlythys enjoys trav-
eling 10 the Elemenral Plane of Water to hunt and enslave
woter elementals.

An orlythys encountered on the Prime Material Plane is
“ almost always an exile, often having fled its home plane to
avoid persecution by its superiors for some fransgression, A
rare few aciually prefer the limited boglands of rhe Prime

“20 Material Plane to the limitless fens of their home plane, In

. both cases, a Prime Matarial orlythys tries to establish &
- colony of water elemental slaves as quickly as possible
before attempting 10 make conract with nearby intelligent

“rereastures. Such contact almost always leads to open warfare,

as the arlythys usually attempts to enslave or consume those
il encounters during its wanderings.

An orlythys's bady consists of a roughly egg-shaped mass
of tendrils, tentacles, and sensory organs. It possesses two
muscular humanoid arms with large webbed ralons, and it can
swim quite rapidly with its twin lobster-like tails. On land, an
orlythys walks about using its two arms as legs.

The erlythys communicates telepathically, Although it pos-
sasses no mouth, it understands the Aguan language. Some
understand Common as well,

COMBAT
An orlythys prefers to fight while submerged. On land, they
can rest on their two 13ils 1o free rtheir arms to slash at ene-
mies. The orlythys usually tries 1o send any enslaved water
elementals against enemies, allowing it to use ifs spell-like
abilities or dehydrarion ray. A wounded orlythys often fries
ta bargzain for its life by pledging its services. Adventurers
would be wise to mistrust such offers, for an orlythys invari-
ably turns on a captor at the first opportunity.

Spell-Like Abilities (Sp): At will-crears warer, datecr maglc,
faerie fire, cause fear, soften earth and stone, grease;

3/ day—dispel magic, gaseous form, confrol waier, solid fog,
fear. 1/day—summon natura’s afly V (elementals only), rrans-
muta rock to mud, horrd wilting. These abilities are as the
spells cast by a 6th-lavel sorcerer (save DC 13 + spell lavel).

Dehydration Ray (Sul: Once every w6 rounds, the
arlythys can shoot a pale blue beam al any living creature
within 30 feet. This is a move-equivalant action and requires
a successful ranged touch attack. A victim hir by the ray
must make a Fortitude save (DC 16) or take 1d6 points of
temporary Constitution damage as water is drawn out af the
victim-and mransmirted along tha beam into 1he orlylhys's
body where it is stored in a specialized stomach-like organ
called an Wisac. An orlythys can only hold up 10 w0 points of
drained Constitution in this manner at a fime.

Spawn Water Elemental (Sui: An orlythys that has 1o
points of Constitution stored in its ilisac can spawn a
Medium-size water elemental as a full-round action. The
spawned warer elemental is automatically enslaved by its
creator, and this counts against the three times per day limit
that an orlythys can enslave an elemental (see Enslave
Elemental, below). The spawned elemental attacks on the nex!

initiative of the orlythys, Spawning an elemental in this man-
ner completely depletes the stored Constitution points hekd in
the arlythys's ilisac.

Enslave Elemental (Su): Three times a day, an orlythys
can attempt to enslave any elemental within 30 feet. The
target must succeed at a Will saving throw (DC 16), or be
affected as though by a deminate monster spell cast by a
2oth-level sorcerer,

Fog Cloud (Su}: Once every 1o minutes, the orlyrhys can
emil dense clouds of moist fog as a free acrion. This fog sur-
rounds the creature entirely, affording it hall’ concealment
(20% miss chance) and fire resistance 5. This fog cloud per-
sists for 1o rounds before dissipating, A moderate wind {1+
mph) disparses the fog in 4 rounds; a strong wind (21+ mph)
disperses the fog in 1 round,

Orlythys Characters: An orlythys's favared class is druid;
mast orlythys leaders are druids or druid/fighters. Wizards,
sorcerars, fighters, and rangers are also common among
their kind; they do nor have clerics, as they look to their
druidic leaders for spiritual guidance.

TRALUSK

Large Aberration (Earthl

Hit Dice: qdB+36 (76 hp)

Initiative: +D

Speed: 30 ft., climb ga Tt

AC: 21 |-1 size, +12 natural)

Attacks: Bite +10 melee, b claws +8 melea plus
poison

Damnage: Bite 2dG+7, Claw 1dG+2

Face/Reach: 5 ft. by 10 f1./5 .

Special Artacks: Poison, shattering shriek, control stone

Special Qualities:  Damage reduction 5/, darkvision 120
fr., mald inro srone

Saves: Fort +7. Ref +3, Will +6

Abilitias: Str 20, Dex 10, Con 18, Int 16, Wis 10,
Cha 18

Skills: Climb +23, Intuit Direction +g, Listen +1,
Perform (tralusk song) +1b

Fears: Multiattack, Power Attack, Run, Skill
Focus {perform)

Climate/Terrain: Any underground (Underdark)

Organization; Solitary

Challenge Rating: 7

Treasure: Standard

Alignment; Usually neutral evil

Advancement Range:io-24 HD [Huge), 25-27 HD
(Gargantuan)

The tralusk is @ truly horrible and bizarre-looking creature,
The closest paralle! in the narural world is a scarpion,
although even then the resemblance is only superficial. The
body of a tralusk is wide but flat and plated with thick scales
of obsidian. It moves about with the aid of dozens of long
spidery legs that end in crystal claws that can pierce stone
Between each leg is a blue crysralline eye on a short reficu-
lated stalk. The front of the creature is a nest of six long
claws mounted on thick ssgmented arms. The creature’s
“rail” is in fact a long stalk of flexible black stone that ends
n a huge lamprey-like mouth surrounded by five hooked
starfish-like arms.
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The tralusk is closely connected with the element of earth-
5o clasely, in fact, that many adventurers and explorers are
quick 1o classify it as an elemental. In fruth, these Crearures
are natives to the Prime Material Plane, They might once
have been natives of the Elemental Plane of Earth, but it they
were, they have long since adapted to life here, where they
are challenged by few other crearures.

Despite their decidedly alien appearance, Ihe fralusk is
quite intelligent. They are great apprecialors of music, and an
accomplished bard cen somefimes placate an angry tralusk
with a particularly impressive song. Placating a tralusk in this
manner generally requires the bard to make a Perform check
opposed by the tralusk’s own Perform check. Tralusk songs
are eerie and haunting, and they are aften mistaken for wind
blowing over hollows in desolate badlands. Through these
songs, tralusks communicate with one another. Although they
can understand Common, they lack the organs o mimic
human speech.

Their love of beautiful music is matched only by their cru-
elty, A tralusk is fond of imprisoning intelligan! creatures
almost completely in stone, leaving only the head expased 50
the victim can listen 1o the tralusk’s songs. Tralusk songs (1o
those who can understand the language) are invariably about
acts of violence and rage against other creatures. |ralusks
have been known to raid towns simply to kidnap audience
members for their lair. Invariably, these “avdiences™ are poi-
coned and eaten,
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Tralusks subsist on fossilized
grganic marter. While they can con-
sume natural fossils, they usually
gain nutrition by poisoning living
creatures with their claws,

COMBAI
A tralusk invariably begins singing
during combal. While this is unset-
tling to most listeners, il does naf
otherwise affect tha fight. Tralusks
are fond of grandiose moves in
combat and almost always usas tha
Power Attack feat to make their
attacks more impressive and
paint ul.
g Poison (Sul; A rralusk’s
claws drip a thick Muid that
resembles mud. This tluid is in
fact a potent poiscn. Any crea-
ture struck by a tralusk's claw
must make a Fortitude saving throw
(DC 18) or take 1 point of permanen!
Dexterity drain as their body slowly
begins to stiffen. Anyone drained o o
Daxterity in this manner becomes
completely fossilized. A stone fo flesh
spell can restore the victim.
Shattering Shriek (Su): Once every 5
rounds, a tralusk can emit an ear-piercing
shriek as an attack. Thus shriek creates a beam of
sonic energy that the crearure can direcl al any single
target within 6o feer; the tralusk must hit with a ranged
touch attack, substituting a perform check for the attack roll
If successful, the victim suffers 12d6 points of subdual dam-
age and must make a Fortitude saving throw {DC 1B) ot be
stunned for ywdb rounds,

Alternatively, the tralusk can arfempt 1o shatter an cbjecl
with this shriek Ir auromatically hits, but it must maxe a
Perform check (DC equals the object’s Break DC as listed on
page 136 of the Players Hanabook]

Control Stone (Su): Once a day, the fralusk can control
stane by infoning a low rumbling song that almost sounds like
an earthquake. This is a full-round action for the tralusk. Ihe
iralusk must make a Perform chack; the magnitude of control
depends on the result. The tralusk can choose to duplicale
any spell effect on the table below depending an the resulr of
its Perform check as if cast by a gth-level sorcerer

Spell Effect Perform check

Soften earth and sfone 20
Srona shape 23
Spike srones 26
Transmute rock to mud 28
Transmuite mud 1o rec 20
wall of stone 90
Repel metal or sfone 73
£ arthquake 35

Meld Into Stone (Sp): Three times a day a tralusk can meld
into stone as the spell cast by a gth-level sorcerer 0
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And rhe longirude [kewise 5 vagire,
Siill the pecpls | piry who know nor the City,
The haguniiu! city of Prague.

~Willlam Prowse, The Gity of Frague

Even 950 years before Franz Kafka
wrote his novels of paranoia, Prague

1 was a city of mystery, of ominous

atmesphere, of conspiracies and fog. At
the end of the sixteenth century, this
“gity of a hundred spires” was the
crowded center of gll things magical
and mysterious in Europe. Prague has
room for a mad empéror, corrupt
alchemists, visionary painters, a fear-

. some Golam, sorcerous dwarves, and

some say Satan himself—surely it can
hold your adventurers as well,

HISTORY

How Prague came to be depends on
whom you ask, If you ask the Crech
woodcutters and laborers, it was builr
on the site where the ancient prophet
ess Lubossa mer the shepherd-king
Premys| cutting a threshold for a new
house. It you ask the Cerman nobles
and burghers, Prague was one of the
many fortresses of the son of Hercules,
King Boher, who gave his name naof
only to Bohemia but also Bavaria. If
yvou ask the Jewish merchants and
craftsmen, refugee Jews fleeing Rome
after the desiruction of the Temple

i founded Prague,

RAGUE

Though the lariude’s rather uncarrain,

Under Bohemia's turbulenr rulers,
Prague took on its character of conspir
acy and eccentricity—and of religious
turmoil. In g3s. "good king Wenceslas'
(latar St. Wenceslas) was murdered by
his brother Boleslav. Larer, bad king
Wenceslaus IV tortured St. John
Nepomuk of the Miraculous Tongue and
threw him off the Charles Bridge in
1303 Shortly thereafter, the Hussite
War hroke out aver the refarms of
Bohemian preacher Jan Huss, and even
after the moderate Hussite "Utraquists”
allied themselves ro the Catholics in
1434, religious revalls stirred the ciry.
Finally, in 1547, the Emperor Ferdinand |
Hapsburg burned much of Prague 1o the
ground and enforced religious peace
and Catholic supremacy. Even under
the more tfalerant (although considerably
less efficient) Rudolf Il, the towns of
Prague have nor regained their ancient
rights and charters, and the Hapsburg
troaps in the city regard i1s people
(with justifiable suspicion) as a den of
crazy herefics.

{ love wondrous Frague, which is as unigue
and enchanting as ifs melancholy Aing.
Relieve ma. this gloomy city plants a glow of
madness in the braim of those who make it
thelr own. - . . So much energy, so much
magnatism of occult forces, s concentrared
there thar experiments wivch (2 alsewhere
will succead there.

—Jiri Karasek, Krdil Rudolf

Prague's 60,000 pecple live packed into
a linla more than one and a hall square
miles divided into four towns and the
Hradcany, the impenial distnict, The
Hradcany (or Radschin, in German) sits
at the top of a high crag overlooking the
Vitava (or Moldau, in German) River.
The cenrerpieces of the Hradcany are the
imperial palace and the Cathedral of St.
Vitus. North of the castle proper sil
small houses belonging to court figures,
or rented from court ligures ar exorbi-
rant rates by those who wish fo remam
near the Emperor for wharever reason,
The fact that the Hradcany, as imperial
property, is not subject 1o the same laws
as the rest of Bohemia also makes it
attractive 10 enireprencurs.

Below the Hradcany, down a narrow
sel of stairs, lies the Lirtle, or Lesser,
Town, Here the artisans, printers, book-
binders, and courtiers who cannot
afford richer quarters dwell, especially
the stonemasans, bricklayers, and artists
of lrabian Lane, This straar zigzags
through the Maltese Square (where the
Knights of Malta have their comman-
dery) and across the “Devil’s Stream”
onto the pottery-works and millraces on
Kampa lsland, North of ltalian Lane is
Bridge Street, which leads to the grand
Charles Bridge across the Vitava, end
thence 1o the Old Town, where i
becomes Charles Streer. The Old Town
holds the rich burghers and townsmen,
both Czech and German. The bakers'

 LOCAL HEROLS Ar characrers presented #s of 1505 Character levels are sugpestions, and you shauld change them 1o sudl your campalgn.

4 Tyeho Brahe (hormn 1s40)

fitr|mwe| Expert
The most brillian: nakad-=ye

astronomer in burope, the cour
sstrologer 10 Emperor Rudclf is large
in body, genius, and appetites. Ha is &
famous trenchermar and liable 1o Ty
into sudden tempers—tut his obser-
vatans and his sophasncated equip-
ment make him the best-intormed
man in the world aboul the warkings
of the heavens.

80 july 2oul

Edward Relley (borm es)

ard-lewel Raguey' gth-lavel Sorcersr
tdward Kelley became & scryer in the
sarvice of the great wirard John Dea
Isee Londan, in DfAcon #284) and
stayed in Pragus after Des left in
1567, Now officially an sichemist,
“der Engelender” waks a e line
herwesn beperial favor (Rudetf
knighted kim in 1589} and enmiry (he
has been In and our of the Whiie
Terwer for the last six years)

Johannes Kapler [harn 1571 ‘
and-level Cleric/znd-level Expert/
rat-lovel Wizerd

Tycho's protége and rival, and
Rudali™s court marhematician, this
Lutheran minister from Salzburg has
the mahings of a briliant astronomer.
However, het dabblings in szimology
and Pythagorean magic unnerve

SO @t Court.

Philipp Lang 2 Langenielsuy

{born 15007)

jath=level Rogue

The Emperor rusts his magor-domo
berause Lang's low birth prevents him
from joining amy of the aristocratic
factions ar court. Undaunied by secial
ostracism, Lang runs a ring of Hghe
waymen in the countryside. sals
access ro Rudef for bribes and
favors, and steals valuable freasures
from the mpenal galkeries,

[ ——




DWARVES IN PRAGUE

—

hundreds of dwarves |dwarves, gnomes, and halflings) 1o his court, Thay come mastly as

I rn addition o artisrs, rogues, mercenaries, and wizords, Emperor Rudalt has attracted

performers, but some also design the fascinarng magical artifacts stored in Rudolf's
fabled Chamber of Wonders, hidden away in the maze of the Palace whare only he can Find
it, The spies in Prague 8l seem 1o have dwarven assisrants who can hide under conference
tables or sneak through the palace sewers 10 steal manuscripts. Many of Prague's notables
also have dwarves in their service, Tycho Brahe has a dwarven servant named Jeppe, and
the prominent Jewish mongylender and phadanthropist Mordecar Maisl, mayor of the Jewish
Quarter, remains waalthy thanks 1o the afforts (and the magic] of two dwarves. Prague’s
rush of miners, alchemists, and jewelers has also no doubt arracred the arrention of

Europe's premicr magical crafismen.

way, Celema Streat, runs from the Oid
Town Sgquare (home of the famous
clock) to the Old Town Gate on the
city's east wall, By day a busthng
thoroughtare, by night Celema Street
hosts many of the city's ghosts, most
notably & butcher with a fiery axe and a
phantam prostitute. South of Calema
Street, Prague's University, the
Carolinium (named, ke the Bridee, for
the beloved Emperor Charles 1V) and
its students dominate the eastern
portian of Old Town.

North of rthe Old Town, the Jewish
Quarter crams thousands of families
into a narraw, wallad phetta batwean
Old Town Square and the curve of the
Vitava. In addirion 1o numerous syna-
gogues and kosher butchers, many of
the city’s Chrishian criminals—especially
brothels, gaming-houses, and illicit tav-
erns—do business in the unpoliced
Gherto. OUn the athar side of the Old
Town from the Jewish Quarter, New
Town sprawls away to the south.
Charles IV founded New Town in 1348
as the market district, and it is still
occupied by tradesmen such as black-
smiths, wheelwrights, and brewers, The
Hay Market on the northeast side, the
Cattle Market on the south side, and the
Harse Market between them define the
local gepgraphy even more than do rhe
parish churches, Fancier shops, talian
luxuries merchants, and counting-
houses crowd into the Golden Cross
district, where the Horse Market abuts

Kobbi Yebudah Loew ben Bezale
(e 1e20)

wGth-level Cleric

Ihe wisest rabbi in burope, Habbi
Loew (hrnown a8 “the Mahara™) i the
leader and protector of Proguc s
Jewish Quarter. His learning and
magical powers are prodigious, and
his creation, the maghny Oolem,
wiresks havoo on amy who woukd
harm rhe Jews of the ciry.

Haron Hermann Chiristion

von Rosswurm (born 1565
7th-level Fighrer/znd-leve | Rogue
The Marshal-Ueneral of the Empenor s
Armies in the war againsr The Turks,
Baron von Hosswurm has an cye for
rhe laches and & hahir of gaming into
duals, This makes him 8 questionable
Fgure a1 cour, and his expensive
Lstes lead hn nlo shady deaks wath
ahchemists and sples. Howewer, his
keyiliy fo the Emperor s gemene

the Prince’s Street along the south edge
of the Old Town. Along the river are
the docks, where raftsmen, fishermen,
logders, and lanners work and live
among enormous piles of raw fimber.
Throughout New Town, many gardens
and vineyards provide both food and
calm to the hardworking inhabitants.

ADVENTLURE IDEAS
Prague wes always & aty of adventurers . .
and for ceniurtes [f was a cove for piiiless
advenfurers. They cama ip droves from the
four corners of the earth o phunder, male
merry. and lord if over the natfves

~Milas Marten, Nad Mesrem

Any adventurer, it seems, can get the
car of the emperar with a bribe i the
right place and a gooad encugh siary.
Getting the gold for the bribe—and
knowing whom to suborn with it—might
be a stary in irself, in fact. Hare are a
few story hooks for adventuring in
haunred Prague:

» Ambassadors and other dignitaries
and nobles awailing an audience with
tmperor Rudolt ramain ar the mercy of
his melancholic mood swings. Even
knowing whom ta bribe can get you
only so tar; everyone who is anyone al
court winds up waiting for the Emperor
in the high, vaulted Vladislay Hall in the
imperial palace. In this bustling gallery,
deals of all kinds are forged and
hroken—alchemists find patrons, spies
lind secrets, and wandering adventurers

Hudall I, King of Bohermia and
Holy Roman Emparer (boen 1522)
gth-zve! Aristocrat/and-level

Cleric/ yrd Jevel Wizard

PMelancholic, suspicsous, and guie
possibly mad, Hudclf has furned
Prague inta an alchemists’ paradisa
since hes coronanon in 1576, His 1o
erance of Jews and Frolesranms and
his experaments o darkened Ji=

laboratories have led some 10 suspect
that he s pessessed by a demon

might find jobs. A group of characters
new fo Prague can begin in Viadislav !
Hall. A party of experienced PCs should | ‘
drap in here and see if anyone's hiring. AE

» Word whips through Prague's )2
underwarkd-Faust is backl Or, more |
correctly, his ghost is hack fram Hell. %
Everyone from bishops 10 sorcerers
wants 1o know what his plans are and
what he's learned—the PCs might be just
the sort to nose around the cemeteries
looking for spectral gossip and the ghost
of Europe’s greatest necromancer.

« Edward Kelley sold the Emperor a
coded Manuscript written in an
unknown language—it might contain
wizardly secrets, the lore of the angels,
or heretical blasphemies. The
Manuscript remains immured in
Rudolf's hidden Chamber of Wonders
saomewhere in the Palace, but spies and
scholars have smuggled parfial copies
out. Sages, herefical cults, and magi- _
cians alike will pay sood money for the i
first complete, decoded reconstruction,
To assemble it, the PCs might have 1o
hreak inro every library in Prague from
the enormous Strahov monastery on
the wast edge of the Hradcany 1o Rabbi
Loew's antic stuffed with Syriac rexts,
The PCs will have to dodge nor only the
Prague thieves and Lang's robber bands 1
but also the Church's inguisitors—and ,
the Rabbi's Golem. i

o During the Hussite Wars two cen-
turies ago, the blind genius Zizka built
War Machines—powerful siege engines
(even cannons) mounted on armored
carts. Lang’s bandirs, and even
Rosswurm's covalry, have seen a War
Machine rolling throupgh the royal hunt-
ing grounds on White Mountain west of
the city. Is this infernal device built by
one of the Emperor's mad geniuses? Is
it the first scout of an army of Hussite
ghosts, or of kobold miners planning a
revall? Could it be where the pieces of
clockwork machinery Lang steals from
the Chamber of Wonders and sells to
unknown parties wind up?

TR ..-zmmmril;ﬂ

Luckerbastl {born 15707

4th=lave| Rogua

A rapidly-rising Figure in the wel-
organized Prague thieves' guild,
Zuckarbast (or “Sugar-Caka” from has
wel-known sweet tooth) already runs
rhe rich Headcary and Limle Town dis-
rricts. He's on rrack 12 be the King of
Thieves in Prague by the fime he's 40,
although bus rval Lag omght have
somcthing to say abour that.

4 84}
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! LOCATIONS
| Charles Square: The great Cattle Market in this
New Town square also contains many other
stalls and shops along its fringes seling everything
trom coal to alchemical medicines to pickled herring.
The Slavonic Monastery on the square’s southwest
er currently holds a dissident Hussite order; on
the north end, the first Hussite rebels threw the
i Catholic town council out of the windows of the
o P . New Town Hall im 1419 and killed them in the mar-
E— \_ketplace below. Their ghosts still haunt the Hussire
j I:Ilrl q-—chapel in the Square's center, and beneath it stories
'i;.J | whisper of miles af crypis, passapeways, and tor-
“ i ture chambers running all the way 10 the Monastery
* of the Knights of the Cross near the bridge on
Charles Street in Old Town.

E -
bt g !_
' i

__"_’; Faust House: One of the most unsavory loca-
E o tions in Prague, this small three-stary house on
v 1 ¥ . the south side of Charles Sguare belongs 1o Edwerd
¢ A H.&H-qj.r Here, when he is not imprisoned by the
7",{ A £m|t|ﬂmr ne canducts his aichemical (and necro-
iy _.' | mﬂnllc. whisper the neighbors) researches, The dia-
/iy I::ﬂrlﬂl Faus! reputedly stayed here in the garly
{4 .'15[:{3-;, and the strong smell of sulfur blawing from
= Ihahouse at dark hours supposedly emanates from
- --Satdn, who drops in on his friend from time fo fime.

5 ¥
£ .'l r 4'1
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Goldmaker's Street: This narrow, short lane
runs between the rwo prison towers of
“Hradcany, the Dalibor Tower on the east and the
* White Tower on the west, Tiny, cramped houses jam
u jT:i length, home 1o Rudolf's guardsmen and to the
// alchemists and goldsmiths from which the street
J/ takes it name, Many of the alchemisis also dwell in
The Vikarska Streel around St. George's, between
5t Vitus's and the Gunsmith Tower., Should they
prove 10 be frauds, rthey can be easily slung into the
. / Mradcany’s conveniant prisons.

Petrin: On the southwest border of the Lesser
_ Town, Petrin Hill rises gio feet above the city.
"“*-1 Once a pagan temple For human sacrifices 1o the
1 . storm god Petrunas, the Church of St. Lawrence
H“ I'r sirs an the hill's sast slope. Around the hill To the
Q] r~ south and west runs the Hunger Wall, built in 1360
“"“* g:-“{lhmle_b IV to provide emplayment for the poar
ing a terrible famine, The Strahov Monastery
{ _ links the Hunger Wall 1o the Hradcany fortifications
J“”'L- on the north. Within the enclosure, forests, vine-
-n.rarrlet. and orchards run from the Hunger Wall
{:E-D around the summer palaces of the rich merchanits
.. and nobles, and all the w 1o the Lesser
S 2
ALY

Town’s shops.
=% ',__l-— Charles Bridge: The forrified commandeary of
the Knights of Malta guards the Judith Tower
" on the west (Lesser Town) end of Peter Parler’s
mastarpiece. the anly bridge across the Vitava in
the city, It runs 1,700 f=et over fifteen arches o the
Qld Town Bridge Tower, also designed by Parler in

—— -:!A'_-
o %
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1397 four carrigges can cross if abreast. On the
roof over the tower's second Hoor, Parler inscribed
Latin paimdromes 1o entrap demons. Aganst more
mortal foes, the Knights of the Cross commandery
holds the sast end.

Church of Tyn: his magnificent Gothic struc-

ture on the east side of Old Town Square is the
central church of the Hussites of Prague, The
Utraquist symbol, a golden chalice, gleams from the
facade above the main doors. Like any church, it
also serves as @ meeting place, hining hall, and mar-
ket, Unlike the Carhedral of St. Vitus in the
Hradcany, it is not haunted.

T L -f-m::-;*u;:l' i

Old Town Hall Clock: Atrer Master Clockmaker

Hanus of Ruze built this magnificen! limepiece
in 1400, the Old Town councilors blinded him so that
he could not build a finer one for any other ciry. In
a rage, he cimbed the tower, stopped the clock, and
swora thar the nexr tima its hands stopped, the
world would end, It was not until 1572 1har the ciry
dared 1o restart it, after twenty years of repairs by
the enginaar Jan Taborsky. Its many hands point 1o
three kinds of time (Roman, Old Bohemian, and
Babylonian), depict the journey of the sun and maoon
arcund the sarth, and indicate the molion of bath
bodies through the twelve signs of the zodiac, A
revolving dial below the clock tells the day and
month. Many ornate figures adorn the clock, which |
cunmingly move of themselves every hour, At first, '
Death pulls on & metal chain and inverts his hour-
glass. Iwo windows then opan, and the [welve
Apostles twith Paul in place of Judas) emerge led by
St. Peter, moving along their track. At the and of
this procession, @ cock crows and the clock chimes
the hour, Looking on, a Turk shakes his head and
leers while Greed weighs his monayhag and Vanity
admires himselt in the mirror,

Sedlec Ossuary: A little aver torty miles east

of Prague is the silver-mining 1own of Kumna
Hora. lis first glory came in the late 12008, and with
the discovery of new mining and smeiting tech-
nigues, the boom times are back. Near Kutna Hora
is the little Cistercian church of Sedlec. Its abbos,
Brother Hainrich, returned from pilgrimage to
Jerusalem in 1278 with a large pot of "Holy Soil”
supposedly fram Golgatha, the hill of Christ’s cruci-
fixion, which he spread over the Sedlec cemetery.
To be buried in the "holy soil of Sedlec™ guaranteed
immediare admission ro Heaven—by 1318 over
30,000 bodies lay beneath the sacred ground, In
15n, to make room far an influx of new customers
as Kuma Hora again gained population, the monks
ol Sedlec exhumed the thousands of bodies and
placed the bones in an assuary in All Saints’ Chapel.
This 1sth-cenfury srructure now advertises irs
macaore role with skull and crossbones ornaments
atop the steeples rather than conventional l:russem
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ome af the old specialty priests are poorly translared

with just multiclassing and feat choice. Some of them

were such @ grab bag of capabilities that it is difficult 1o
see their core theme. Want to have some of those eclecnc
abilities and refocus your cleric on the driving themes ol his
deity? Then you probably wan! 1o enfer info a prestige class.
Here is one to take the place of Seline’s specialty priests,
the silverstars.

SELUME: SILVERSTARS

Silverstars are dedicared advocates of treedom and foler
ance. wanderers on the path of truth, and absolute foes of
Shar, They seek ro build harmony among lycanthropes and
nonshapechangers, and they protecr the weak and the

SILVERSTAR

e | Ref. . ‘Wil
Level  Bonus Save

Save Save  Special

sppressad averywhere, They cannot abide slavery, and rhey
hate most undead. They rarely sertle m one place for long,
instead maving along when seized by wanderlust or enticed
by a new cause or mission, Sometimes they recgive visions
and are seen as somewhat “touched” with prophecy by ther
closeness to the Moonmaiden. They deal with lunar energies
and phenomena and are, 10 a limited degree, able to wield the
power of the moon, bringing irs flerce, pure white light to
Toril to advance the goddess's wishes.

Clerics most ofren hecame silverstars; rangers are @ less
commen choice, Selune demands an individualistic ouliook on
life that is incompatible with the lawiul nature of palading and
monks, and her passionately good and chaolic nafure leaves
litthe room for e balance a druid requiras

+1 level of existng class

st +0 +2 +0 v Maon spells
2nd 1 +2 +0) +2 Lunar sight +1 level of existing class ;
3rd o '3 1 +q Moon's hand +1 +1 laval of existing class }
qth +3 +4 #1 +4 Tears of Selane 1/day +1 level of existing class ,
i Sth +3 +4 #1 +4 Pruphcfs Siﬁhf t.-"r.'l..‘l}r +i level of axisting class i
fith 4 +e 42 +5 Selonite lycanthrope +1 level of existing class j
7th v g o v Moonzhiald +1 level of existing class i
fith +bi +6i +2 +fi Prophet’s sight 2/day +1 lavel of existing class j
gth +B +B +3 -1 Tears of Selune 2/day, =1 lavel of existing class 1'
moon’s hand +2 i
1oth +7 +7 3 *7 Moonfire +1 level of existing class |
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Class Features
All of the following are features of the
silverstar presrige class,

Weapon and Armor Proficiency:
Silverstars are prolicient with
all simple weapons, all rypas ol armor,
and with shields. Seline's favored
weapon is the heavy mace, which sil-
verstars refer to as the moon’s hand.

Spellcasting: A silverstar continues
training in magic. Thus, when a new sil-
verstar level is gamed, the character
gains new spells per day as il she had
also gained a level in a divine spellcast-
ing class she belonged 10 before she
added the prestige class. She does not,
however, gain any other benefit 8 char-
acrer of that class would have gained
{improved chance of contrelling or
rebuking undead, addifional tavared
gnemies, and so onl, This essentially
means that she adds the level of
silverstar 10 the lave| of some ather
spellcasting class the character has,
then determines spells per day and
caster level accordingly.

Moan Spells: A silverstar can proy
for and receive any Moon domain
spell as if it were on her divine spell
list. The spell uses a spell slot of a level
equal 10 irs level in tha Moon domain
list. For instance, a cleric/silversrar
could pray for moonblade as a 3rd-leved
cleric spell, and a ranger/silverstar
could pray for moonbéam as @
and-|avel ranger spell.

Lunar Sighr: Silverstars have
law-light vision. This is an extraord|
nary ability.

Moon's Hand: When a silverstar
wields & heavy mace, she negates dam-
age reduction in creatures she alfacks
as if it wers a +2 weapon, Ar gth level,
it negates damage reduction as if her
heavy mace were a +3 weapon, [t the
mace’s bonus is greater than the effect
of this class ability, use the mace's
bonus 1o determine whether damage
reduction is negated,

Tears of Seline: A slverstar can
project small balls of luminescent lunar
energy from her eyes as a dancng’
lights spell (torches or will-o™-wisps
only) cast by a wizard of her level. At
gth level this ability can be used twice
par day. Activating this ability is a stan-
dard acrion. This is a spell-like abiliry.

Prophet's Sight: A silverstar s able
o <ee as if under the elfect of a frue
seaing spell cast by a cleric of her
lavel. A1 8th level, this abiliry can be

CLASS REQUIREMENT S
To qualify to become a silverstar,
a characrer must fulfill all the
following crireria:

Patron Deiry: Seline
Akgnment: Chaoric Good
Base Attack Banus: +4
Spellcasring: Ahility 1o cast a2nd-
level divine spells, Clerics who
wish to become silverstars must
have accass ta the Maan domain,
Intuit Direction: 2 ranks
Sense Maotive: 2 ranks
Feats: Bhnd-Figh, Dodge,
Meability, Spring Attack

used twice per day. Achivating
this ability is a standard
action. This is a supernatu-
ral ability,
Selimite Lycanthrope:
Silverstars wha confract
any form of lycanthropy
are freared as natural lycan-
thropes. Their rype becomeas
shapachanger, and they can
select the Improved Control
Shape feat (see the
Mansrer Manual, page
218) or the Scent ahility
as a feat (see the
Monster Manual, page
10) ar any point that
they can select a new
teat. Silverstars do not
change alignment due 1o
contracting lycanthropy
and are aware of their
actigns while in ani-
mal or hybrid form.
Moonshield: The
silverstar gains
a +1 bonis 1o saves
against Enchantment, WEEETENTTES

ﬂ.]l.

sty Skill Points at Each Level: 2 + Int modifier
Necromancy spells
and effacts. and The: silverstar's class shills forganized by key sbairyl are:
spells and effects S et B G, e .
with the Darkness 'a_ Concen- | Craft | Heal |Diplomacy
descriptor. [his | ralem e nowledge | Intuit
" Sy [ Direction
S E superndiura i““ﬂ‘lh Profession
ability, . (geography]| g e,
Meonfire: The Knowledge | Motive
silvarstar can casf | Tecall * ildernass
mognfire once a day K?m: Lore
as a 1i7th-level Knowiadse
cleric. Activating (the planes) 1
this spell-like abiliry Knawle
is a standard action. ‘ l"‘*@':‘?‘
0] | Sary
? Spelicral)
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Lost places, familiar haunts, and Eﬂangu sites in. the Jlnd! of Faarin.

ElMINSTER’S GI.IIDE TO THE REAIMS ;

R

A mglt chamber -:ncinsed in mem ina wafdud cagu :harpud &u 3

gigantic warrior’s gauntlet of interwoven spears and bars overlaid

with rusting shields, The thumb and forafinger frama tha aval eniry

arch. Upperworks are watertight, bur there are chinks in side-walls;
_ smooth, continuous flagstone flocr,

18

u.- E Hanv hnnlui far |h: humg of uff:nng;:
£ Iweapons); 2-footr-long lengrhs of wire
| provided for hanging weapons not S CT T , .
. BESE intended for suspension (to teke away  Llcpe=28 iyl il SN, m:m#n ,“ﬂ[l
r-”‘ ﬁ' wire withour paying with a weapon is a S RS SE e S | $‘ welded Togatber) forced ¥
*i ~ = . sin punishable by blood loss et the hmdﬁ U TR T e g WRY | ’ into a latticework support '.}j'
| i "f the faithful of the "”"Eﬂdl Bl bl WA 3 P g I for a surface of overlap- -
AT R A sy ) o Flnﬂ shiekds. El'ﬂpthdiﬂ
. emit continual flame
a5 (whire: the "u;h!' ﬂﬂhl

'*'F!lﬂd .

i -" crosspiece ladder)
.. to chambers below. | __ﬁ
”%ﬁ ;.ydﬁ Guerdian swords

-

nwmt non-faithful




he eastern side of the High Road south of Neverwinter is lined by many wooded dells.
Some of them are sinkholes, some abandonad quarries, and some of unknown origin-
but all are ideal camping-places in harsh weather. One that has felt far fewer firewood-
seeking axes than most has been made into a wayside shrine ro Tempus.

Visitors will see a lene dome-like chamber made of used armor and weaponry welded rogether
in the shape of a gigantic gauntlet or armored hand. The structure encloses a glowing altar fash-
ioned of shields, which is supported by a network of interlaced swords upon a Hagstone floor. The

place provides spare accommodations, but it is avadable for a day and night 1o all who maka

ofterings of weapons, and it often provides vital prolection against pursuing brigands or
wolves, for no one can draw blood within the sanctitied area ot the shrine, save in a rif-
ual dedicated 1o Tempus, without awakening the seven animated blades rhar guard the
shrina. Any priest of Tempus within sight of the shrine can mentally command the
blades to strike in accordance with his or her will (as a free action, but the char-
acter can only selecr rargers for the blades, not contrel them otherwisal
Intruders who find the concealed flagstone frapdoor and iry fo descend
the shaft beneath it into the rooms reserved for clergy of lempus and
their guests also face aftack by the blades. If they try 1o rake anything
from the underground armory without uttering the proper pass-
plirdse. theyl suffer arrack from the helmed harror waiting thare,
Only a priest of Tempus can call off these guardians once they
are acrivarad, bur the horrors do not pursue targels oulside
the temple’s haly ground.
The Shrine of Swords was established some twenly
summers ago by several wandering priests of the
- Wargod, and it has been expanded since then and is
afren both resrocked with weapons and stripped of
offerings by needy clargy,
Without revealing rituals to unbelievers, ir can
be said that the shrine exisls as 8 stopover place
far all fairthFul of Tempus, and irs altar allows
for the full range of normal—that is, non-bar-
oo halherd SR N Hefield and non-monsterslaying - devotions
20 glaives . i - TR such as vigils, weapon consecrations,
- - % o prayers for guidence, "honor woundings,”
and daily offerings and reverences.

1. ~f-'irA vannbh array of 'Inlflt||-l.'r“ﬂd :hlrp i

+ weapons avallable to all Fairhful of
Tempus. Some unusual weepons
(such as caltrops and lengths of
= & spiked chain) can be found here. but |
g 4 t:-cc-upr in times of waror orc -

0 battleaxes
10 greataxes
10 heavy maces
10 morning srars
40 dagders
20 longswords
10 greatswords
&' =« 20 pairs of spiked gauntlets
W5 Crouped by type, atways including | A RET R
~ woapons suitable for users of vary- S IR S T o I e, _ p—
U2 ing sizes and strengths. In keeping |0 SRR S S SRR THE GUARDIAN BLADES
L0 with the faith of Tempus, rangad & SRl The seven silently hovering longswords thal
weapons will be rare or absent. .";*-_'__. ¢ SRl % defend the shrine customarily hang verri-
- W o AR AR o cally, point-down (except for the two that
puard the shaft to the Rooms of Refuge!.
These guardian blades are Small animated
obiects (see the animated object entry in the
Monster Manual with tha following non-
stendard characteristics: HD 4dio (22 hp);
Init +2 (Dex); Spd Fly Go f1. (perfect); AC
15: Atk «2 melos; Dmg 1d8; SQ SR 20 (spells
cast by dlerics of Tempus alfect the swords
normalty); SY Fort +1, Ref +3. Wil -4.

Shalluw wall wﬂh draw-—hu::ﬁ.et guarded hy R = XY
helmed horror floating above it thar attacks
- those who seek 1o remove items from the
| * armory without speaking the propar pass- 4
I phrases. It has no crossbow, but it does have | e
g grestsword. The helmed horror gives its ’
f Eﬂ:ﬂtswc-rd lha pnwar of urnunﬁlnﬂ




PASS-PHRASES

The underground areas are resarved
for the use of clerics of Tempus and
those who accompany them, and the
guardians are governed by the tollow-
ing pass-phrases that must be uttered
while touching either a metal weapon
or the buckle or fastening of a piece of
armor., Priests of Tempus and those in
physical cantact with them need not
use the pass-phrases.

« The password to pass the blades in
the shaft when going down is,
“Bright blades forfend.” Upward
travel is harmless unless the
helmad horrar is active, where-
upan this pass-phrase must be
used to avoid attack.

« To apen the armory door fram the
well chamber side without activar-
ing the helmed horror one must
say, “For the sharpest need.”

« Any weapon taken from the
armory past the helmed horror
will awaken it unless the words
"Tempus arms me frue” are
Spaken,

The following phrases work only if
uttered by clargy of Tempus:

« To halt any guardian: "Mercy
behind the blade”

« To return any guardian 1o its for-
mer position (afrer halting ir; this
phrase has no effect on an active

guardian): "Vigilance before all.”

THE WILL OF THE WARGOD

Some powers of the shrine are extended
o non-believers only if they make an
offering of either a weapon or blood shed
in barrle (usually a vial of such blood, but
bloodstains are acceprable if the garment
is left on the altar, whereupon it, like a
weapon otfering, will silently tade away
before the power 1akes effect). These
powers come withaut price to the laithful
of lempus.

« The faithful of Tempus or a person
who made an offering gains the
effect of a nng of warmih throughout
the sanctitied area {includes under
ground areas).

= A weapon touched to the altar by a
creature whao wills it notr 10 be given
as an offering but rather 1o know
more about it, will emit visions—
scenes that appear above the altar,
and remain frozen there, in three
dimensions, for some minutes=first of
its mast recent use to draw blood,
and then one of it's mos! important or
bloody uses.

If the weapon has an alignment,
sentience, inherent magic, or tempo-
rary enchantments, all of thase thinps
will be made known fo the being hold-
ing the weapon. [he Shrine also
reveals if such weapon praperties
have recently changed (for example,
It 3 permanent or remporary enchant-
ment have recently been apphed),

« A poisonad weapon will be purged of
such taints instantly upon confac!
with the allar lthis power causes the
altar to emit a dasp, bell-like tone). ©

PR ELMINSTER'S NOTES

POWERS of the
HOLY GROUND

Within the sanctified area of the
shrine, where the will of Tempus
i SITONgE, Carrain proparties
perfain. Some of these are
secrars of tha faith, bur others
have become known over the
years, including:

« wounds heal (naturally) af
double the normal rate

all healing magic restores
twice the usual hit point total
when applied ro wounds made
by manufactured weapons
(not claws, fangs, or other
such natural weaponry)

weapons make no sound when
struck or striking objects

no weapon can be broken

enchanted srmor and
weapons can be manded with
a good chance (governed by
the will of Tempus on & case-
bhy-case basis) that thair
properties will survive or be
resiored

no meatal will rust

no guardian blade can be
remaved from the conse-
crated area; arrempts ro mag-
ically do so will rebound wirh
harmiul and strange effects
an the caster or sourca,

Y g‘*t The faith of the Wargod is not my expert-  For some years, the best potions have been prepared and sold in cork-stoppered,
Tk . . | .

. ise, and Mystra smiles not upon those who  wax-sealad steel vials, graven at the necks with symbols to denote their type:

= & o down any who possess knowledge of -

the arcane, or an aptitude for magic. Yet |
can say somerhing of potions such as
those stored at this shrine -
There are many more local and guild
symhbaols, ofren deliberarely cryptic, but
these listed are universally understood. To
talsely labal 8 potion vial is 8 sarious crime

o 3 circle: cure lght wounds « a shield: neurraize poison

fwo circles: cure

| « a spider. spider chrb |
moderate wounds

— :
» A star (many crossed rays):
« three circles: cure remove bhindness/deafness

SErious wWounds |

a sun (circle of radiaring rays):

against guild law, Thayan trade rules, and - afriangle: delay poison | remave disease
MageFair protocol; the usual punishment is ——
to be magically forced into another shape « afeather: fly « 3N BYE: vision

for a ser amount of fime (usually nor less | R
than half a year). a flame: fire breath | an eye radiating rays:
' darkvision

a maouth: rrurh

e
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BY ANDY COLLINS

Fixies? Youre kidaing, right?

~ Tordek

hen the vines and branches
‘ R } around you seem 1o come
alive, when flickering lighrs
fease you by staying just oul of reach,
ar when your lighter starts wandening
aff in & daze, chances are you've gof
pixie problems.

The best plan against pixies is fo
show a good sense of humar, IF you
can laugh at your own humiliation,
chances are they'll go easy on you land
maybe even let you in on the fun). But
ir's a rare group of adventurers thal
has the self-confidence 1o et them-
selves be the butt of a joke, so this
rreatise will help you deal with the
actual threat that pixies pose.

Defenses: The pixie essentially has
improved invisibility active all the time,
Even if it chooses ra shaow irself (ar if
voure able 10 aispelit), it can resume
i's invisibility as a free action, so give
up any hope of gerting a good lock ar
them. Go with see mvisibiity, or gilitier-
dust it you can pick out their location.
Blind-Fight can help, althaugh theyl
rarely come within melee range of you,
Even it you can somehow see them,
their substantial Hide and Mave Silently

. skill modifiers maka them rough 10 rrack

down. On top of gl of that, thanks to

their high spell resistance, they shake
off most af the spells you throw at

them, and even those that get through
will likely be dispelled soan after. OF
course, it only takes one lucky firebalf
to take out a whale bunch of them, and
vou don't need to know =xactly where
they are for that,

Detection Powers: You'd think that

V3. PIXIES TIPS

e Crealures

Look for invis
Use non-damaging
sraa-eltact spells.

Go with the ioke

with their various speli-like detection

powers thal pixies would only pick on

those who are obviously evil or gready.
But that clearly isn't true, otherwise
they'd be leaving you alane, right?
Ahem. Anyway, don't think you'll be
ghia to trick them, becausa they can
read your thoughts,

Messing With Your Head: A pixie
wouldn't be a pixie if it couldn't play
tricks on your perceptions. In a dim
forest, those dancing lights lock a lot
ke a group of torches lor a will-o'-
wisp, if you're particularly parancid),
Couple that with a permanent image or
two and you could be convinced that
you've come upen a hobgoblin war
party, a group of dwarven merchanrs,
or anything else the canny little sprite
can think of. Don't assume that just
because most of those hobgoblins or
dwarves are illusory that all ot them
are, since any ang of them could be a
polymorphed pixie trying 1o pull
another fast one on you. They're good
at this, and they know if.

Offensiva Fowers: Up until now,
we ve falked only about the pixie’s gen-
erally harmless powers. Now we gat to
the abelities that can really hamper your
party. or even put you in danger if
you're not in a safe location. Most
would scolt at the danger of @ sfeep
arrow, but what if something more
danzerous happens to be in the area?
Your average dire woll snt going 1o
think twice about chowing down on the
wizard just because ha's asleep.
Confusion can set your party at each
ather's throats, and enrangle and Oitos
frresistible dance will just plain immobi-
lize you. If 3 memory kass arrow hits
you (and if they shoot @l you, they will
hit you), plan on soma rough days
ahaad as you get “reacquainted” with
your former friends, In these cases, the
pest defense is the saving throw—beef
up your Fortitude and Will saves by
any means possible. Falling that, try a
dispel magic. but don't be surprised if
they counterspell it with a dispel of
thair own.

So what's 10 be done about all of
this? Well, the advice is the same as it
was at the beginning. Once you've fig-
ured out that pixies are 10 blame for
yeur problems, stop fighling. Have a
~oad laugh, maybe poinr ar. your
friends and tease them. Just den't try
1o fight rhe pixies with conventional
means. Sure, a vood fireball is likely to
roast a few—these lirtle puys pretty
much epitomize the phrase “glass-
jawed"—hut where there's one or Iwa
pixies, the rest af the rribe isn't likely ro
be far off. While 2 playful pixie can be
frustrating, a tribe of angry pixies is
just plain deadly. They won't think twice
about luring you and your murderous
friends right into an ettin's den, a
WYVErn's roost, or warse, then . ..
well, then you've got real problems. L0

VS. PIXIES SPELLS

Pixies are resistant 1o spells and if's
best 1o humat them until they ger
bored of rormenting you, but some-
fimes you won't have time to play
around, WHen that happens, keep
thesa spells in mind:

- Calor Spray: II they don't succumb
to the spall, af least they'll enjoy

“the show,

Entangle: Spell resistance won't

. help rhém, and their low Strength
| scores will keep them tied up.

Faerie Fire: Il you ve gat a good

. idea where some of the pixies are

hiding. this spell can 1!l you if
you're right,

Fog Cloud: They tan't bather
what they cant see.

Ghost Sound: You might be able 1o
beat them at their own game. Scare’
them off or make them rhink rhat
thers are ofher targets for their
pranks nearby,

Ste#p; Yau don'r even need 10 see
them. Just 1arEet an area an listen
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WHO DARES TO DISTURS THE
SLUMBER OF THE GREAT PICAUNAL
OF LILLYPOOT? 40U WLl P Wit 4




elcome 1o the Sundered Empire,
the setring for DunGeows &F
Daacons: CHamean, The lands of
the Sundered Empire are in Wasrern
Oerik on the world of Certh. This area
has never been explored by the
denizens of Greyhawk, 50 it has
remained a mystery for countless gen-
erations, Now all can be revealed.

The elven Empire of Ravilla once
dominated Westarn Oerik, but as vigi-
lance waned the empire crumbled. While
the region was no stranger to warfare,
recent evenrs have all but ensured iha
the fires of war will burn for decades
o COme.

Five years ago a company of mortal
heroes banded together 1o kill Stratis,
the God of War, They believed that by
killing Straris thay could win peace for
their peoples. They were mragically mis-
taken, Though the heroes slew the god,
Stratis defied his killers in death. As he
ascended to the heavens in a pillar of
fire, he scattered his panoply across the
world. With his dying breath, Stratis
proclaimed that there would be nothing
but war unril 3 new god ascended to
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replace him. Now heroes and tyrants
struggle to win Strafis’s arfifacts. If
s said that whoever reassembles

his panoply will 1ake his place as God
of War

The Empire of Ravilla

Baftore the Demon War, the elves were
split into two main groups. The wood
elves, as their name suggests, lived in
the primeval forests of the interior,
while the gray elves livad in remore
mauntain cities. There was lirtle commu-
mication berween these branches of

the elven race, but the Demon War
changed everything,

Withour warning, enormaous porfals
apened up in the depths of the foresi.
Armies of demons direct from the
Abyss poured into Western Oerik. The
wood elves were caught by surprise,
and thousands died. Wikdfires raged out
of control, desrroying the heart of the
forest and the wood elf homesieads with
it. Aid was slow in ceming, and the wood
elves ware on the brink of annihilation.

At this hour, the wood elf hero Peramil
mounted his giant eagle and flew through

thes blackened sky to reach the mountain
homes of the gray elves. He fought off
winged demans and vicious harpias
along the way, but no evil could slow
him. Feramil reached the gray elf city of
Ventia and told his kin of the holocaust
censuming the wood ell homeland.

The gray elves acted quickly. Within
the hour, powerful wizards were FHying
abave the battlefields, racannaitering the
enemy positions, Elite sirike reams were
disparched to distract the demons while
the gray elves mustered their army for
war. Soon a hundred thousand slves
were marching from the maunfaing to
engage the demonic armies, Bahamut the
platinum dragen led his metallic dragons
into the fray, and together the allies
saved the wood elves from destruchion.
To show their gratitude, the wood elves
swore a grear path, binding them to
their kin for the duratian of the contlict,

Throughout the long war thar fol-
lowed, wood elf units served with the
gray elf army. They became known as
Oathbands, and the demons learned to
fear their guerrilla tactics and deadly
accuracy with the long bow,
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small Dragon
Hit Dice: adiz<4 (17 hp)

Initiative: +o
Speed: 4o 11 ¥x JG‘(
AC: 15 (+4 natural, +1 size) r r
Attacks: Bite +3 meles | \
Damage: Bite 1d6+

Face/Reach: = 1. by 5 ft./5 fr.

Special Attacks: None

Saves: Fort +5, Ref +3, Will +4

Abilities: Str 12, Dex 10, Con 14, Int 6, Wis 12, Cha 8
Skills: Hide +2, Jump +2, Listen +3, Spor +4

Fears: Alermess

Chmate/Terrain: Temperate plains, forest, and hill
Organization: Solitary, gang (2-5), or pack (6-12)
Challenge Rating: 1

Treasure: None

Alignment: Neutral good

Advancement: 3-6 HD (Small), 7-q (Medium)

At the height of the Demon War, Bahamut the Platinum Dragon
arrived at the head of the metallic dragons. His aid was invaluable
n defeating the demanic hordes, and after the war he pledsed his
continued support. He worked with the powerful elven archmages
and together they created the crearures known as felldrakes. Thare
are many different types of felldrake, but all have the blood of
Bahamut in their veins, They are fiarce, loyal, and good at heart

The crested felldrake is one of the most commen types. They
look like small, wingless dragons with bright crests on their heads,
Iheir powertul hind legs give them grear speed, and their many
sharp teeth serve them well in combar, They are intelligant but
somewhat ditticulr to cantrol in battle,
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GRAY ELF DUELING SOCIETIES I

During the years of the Elven Peace, gray elf society became
volatile. It was only natural that such an inward-looking people
would change when they became conguerars. The large
armies of the previous years were demobilized, and a smaller,
standing army protected the borders of the empire. The ver-
erans of over Iwenty years of campaigning came home at
last, but they found it difficulr to readjust. They still longed for
the martial life, and rhey found the cities rather boring.

Shartly after their rerurn, ane group of veterans founded a
duelng society, Thair stated am was 1o maintain their Fighting
skills in case Ravilla should ever have need of them again.
Within a decade, dueling socieries had sprung up in all the
major cities, and it wasn't long before rivalries developed.
Common cifizens argued aboul which society had the better
fighting style, and occasionally rival students would clash in
the streels.

As the centuries wore on, the nature af the dueling soci-
eties changed. Most of the founding veterans died or moved
on, and rthe martial societies they founded became socially
prestigious organizations. When war did refurn o Ravilla, the
dueling societies had difficulty fulfilling their original purpose.
By this point the sociehies trained with a bewildering array of
exoric weapans, and members spacialized in individual com-
bet. That worked well in formal duels or sireer encountars,
but it counted for little in the rank and file of the army,

MNonetheless, dueling socieries conrinued to play an impor-
tant role in gray elf society. Since the fall of Srratis, duelisis
have been increasingly involved in Ravilla's skirmish battles.
They axcel ar this form of warfare, where individual skill
counts for more than discipline and formation. The figure
above is a member of the North Wind Scciety, They special-
ize in fighting wirh the fwo-bladed sword.

Creating a Duelist PC: If you'd like fo play a North Wind
duelist in your DEtD campaign, it's a simple matter of feat
selection. Make a-15t level elven Fighter and rake the fears
Ambidexterity and Two-Weapon Fighting. At ist level your
characrer is learning to wield rthe rwo-hladed sword but will
| mnot yet have won the right fo use it. When the characrer
| reaches znd level, take Exotic Weapan Proficiency (two
| bladed sword] as your fighter fear. The society then presants
the characrer with a weapon in a solemn initiation ceremony
and ‘welcomes him or her as a full member.
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An Elven Nation
After the Deman War, Cerellon Larethian tashed the
aray elves with guarding the Abyssal Gateways. The
elves sealed up their mountain cines and hid them from
the world with magic spells and wards. They built new
cities around the portals. Should they ever prove lax in
their duties, the gray elves will pay a heavy price.
what was lef1 of the wood alves returned to their
forest homas after the war. Due to the destructiveness
of the conflict, only @ small part of the forest remained.
They made a formal agreement with the gray elves fo
ensure their own protection. The wood elf lands would
become part of the new elven nation, but gray elf con-
rrol would and at the barders of the forest. The wood
elves also agreed ro provide Oathbands for service
with the gray elf army in times of war,

The City States

At first the gray elll cities were fairly autonomous. The
ciry-stares thar emerged had many forms of govern
ment, with @ Grand Council thar addressed issues of
import to all the elven lands. This state of affairs lasted
for nearly five hundred years, during which fime
human tribes and dwarven clans spread inro Wesrarn
Qerik. In the year 490, the Abyssal Gateway in the city
of Xanos opened, and demons Hooded out once again.
The attack was conrained quickly and bloodily, bur the
complacency of the previous centuries had been shat-
tered. Everyone wanted answers and the Grand Council
had none to give. To addrass the concerns of the com-
mon cirizen, the Grand Council tasked a small group of
wizards with the investigation of the Xanos Incident.

In 505 the wizards reported their findings. It was
their opinion that the gate's activation was dug 1o the
abnormally large number of sorcerers in Xanos, In a
strunning declaration, the wizards claimed that the secret
and previously unknown root of sorcerous power was
the Abyss. The scientific method of wizardry was rhus
the only safe way to practice arcane magic.

Sorcerers across the city-states protested vehe-
mently. They argued that it was the blood of dragons
that gave them their power, not the influence of
demons. The Grand Council was looking for a scape-
goat, however, and the wizards had given them one. To
prorect the elven people, the Grand Council turned
from an advisory body 1o 2 ruling one. The ciry-states
were now 10 become parts of a greater whole, The
gray elf citizens, Frightened by the taste of war they
had received, wholeheartedly approved of rhe Grand
Council's action,

From City-States to Empire

The Grand Council’s next move was tc enact an official
ban on sorcery. Its practice was spacifically linkad to
damonology and its prachitioners were declared a dan-
ger to elven security. Over the ensuing five years,
sgreerers in the city-stares were hunred by spacialized
teams of mage hunrers. They were forced to renounce
their sorcerous ways or go info exile. Many left and
never refurned.




The most successful mage hunter FACTIONS OF THE SUNDERED EMPIRE

was an elf named Irigorian. He
unearthed a cabal of sorcerous
cullists, and their public trial made
Irigorian a hero. When the sorcer-
ars of Ravilla had been dealt with,
the ambitious Trigorian turned 1o
politics, and in 513 he was elecred
ta the Grand Council, He immedi-
arely agitated for a wider effort
against sorcery, He argued persua-
sively that city-states coukd not be
kept safe iF sorcerers were allowed
to run wild beyvond their borders.
The council tripled the size of the
army, while Trigorian urged the
citizens to war. Hostilifies com-
menced in §15.

Gray elf armies swept south and
east for the next rwenty years,
aided by Qathbands of their wood
alt kin. They overran a myriad of
perty kingdoms and drove humans
and dwarves before them. By the
time the campaign had run its
course, the elves controlled all of
Western Oerik north of the Blasted
Desart with two exceptions: the
dwarven kingdom and the new
human nation of Thalos. The
dwarves were not 2 sercerous
people, so costly assaults on their
mounrain strongholds were consid-
ered unnecessary. The island
nation of Thalos was assaulted in
550, but the inspirational leader-
ship of their Queen Almira helped
the humans defeat the veteran
elven legions. Although Trigorian
agitated for a renewed attack, none
would back him. The elven people
were tired of war,

Thus the elven city-states
became an empire. The official
year of this event is 525, when the
city-states unified permanently as
the Empire of Ravilla. The members
of the Grand Council became
known as the Oligarchs and their
power was vast. They prasidad
over the zenith of Ravillan achieve-
ment, the Elven Peace of 552-0g8.

Everything Falls Apart

The Empire of Ravilla could not

last. In future issues, the other fac-
tions of CHammear will be examined,
and it will ba revealed how mighty
Ravilla became the Sundered
Empire. Until then . . . (0}

DRAZEN'S HORDE

Since the fall of Straris, the Sundered Empire has been soaked with blood. Armies
¢risscross the land, leaving destruction in their wake, Every army uses advanced
parties, scouting forces, and other small units in the war, and il is this level of con-
tlict that is the focus of the initial release of CuammMail rules and miniarures. You rake
the role of a warband commander dedicated to one of six starting factions:

Three hundred years ago, the nomad warlord Ahmur
rerronized Ravilla before an assassin’s knife put him in
an unmarked grave. This dread warrior was reanimared
by the spear of the God of War, and he now leads an
undead army in a mad quest for vengeance. He has the
aid of a forbidden death culf, whose powearful necro-
manfic magic helps keep his army in the field.

Ihe savage humanoids of the Scuthlands were never
g real threat until the hobgoblin commander Drazen
forged the orcs, goblins, ogres, and hobgoblins info a
cohesive army. Thay crossed the Blasted Desert in an
epic march and attacked with complers surprise. With
Siratis's axe in his hand, Drazen is all but unstoppable.

THE PEOPLE S STATE OF MORDENGARD

Just over one hundred years ago, the dwarves of
Mordengard toppled their Tyrant King and established
a worker's state, Now the People’s Legion has raken 1o
the field to fight for the freedom of the dwarves.
With skill, bravery, and ingenious elemental weapons,
the dwarves safeguard their revelution,

Jangir, a gnoll priest with demonic blood in his veins,
has united the gnolls under the banner of his ahys<al
parron Yeenoghu. Now gnoll and demon march in
step, as Jangir spreads chaos and lerror for the glory B 24
of his god. If Jangir succeeds in reopening the Abyssal [ N
Gateways in the heart of Ravillz, his demon horde 1
would sweep away all oppasitian,

THE EMPIRE OF RAVILLA
This elven state used to rule the whole region, but now

it is an empire in name only, Ravilla lost most of its
land in a long senes of dsastrous wars. Now the city-
dwelling gray elves and their wood elf allies have bean
driven back ro rheir original borders. They are engaged
in a life-or-death struggle with not only the forces of
evil but also the crusading humans of Thalos.

THALDS ¥ ; _

Thalos was founded by human Iribes leeng from the
advancing armies of Ravilla. The current quean, Almira
XX|, declared a holy crusade that fired up the Thalish
peopla. She aims to conquer the ancient lands of the
numan tribes, lost so long ado. Her armies, led by pal-
adins and assisted by gnome enginears, have enjoyed
grear success in their initial campaigns.
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Repuairing the Ranger

When | expressed my intention 10 play
a ranger ta my DM, he stated his opin-
ion that the ranger was espacially weak
compared to the other classes. | ‘was
skeptical but shrugged when he offered
something later (a bonus fear, mayhe)
lo help balance the discrepancy.

Well, it turns out thar he's right.
Actually, in my opinion, he was mare
right than he knew.

| larer modified my concepl info a
ranger/druid for a few reasons, none of
which had to do with my DM's percep
tion of the ranger as weak. Currently
Kirellin 1s 1/1, soon 10 gain another level,
and the reasons fo leke that level in
ranger are almost non-existent.

If | take ranger, | immediately ger a «
hase attack bonus, +1 to Fortitude
saves, wdie HD, and 4 skill points.

in the game.

&

If | take druid. | immediately gar a +1
hase artack bonus, +1 to Fortitude and
Will saves, 1d8 HD, 4 skill points,
woodlend siride, an orison, and a 1s1-
lavel spell

Maybe the answer is that the benefits
of taking levels in ranger are deferred,
Whar can | look forward ta in the nexi
five ranger levels? A +5 base attack
bonus, 5dwo HD, +3 Fortitude save, +2
Reflax save, +2 Will save, an additional
favored enemy at +1, improvement of
my current favored enemy to +2, and a
single 151-level spell

By contrast, the next five drud levels
provide a +4 base attack bonus, 5d3 HD,
+9 1o Fortitude save, +2 1o Reflex save,
=7 to Will save, woodland smride, rack-
less step, resist nature's lure, wild shape
wice a day, 2 orisons, 2 1st-level spells, 3
and-level spells, and 2 rd-level spelis.

So how does +1 base attack bonus, 5
hit points on average, an additional
Favaored enemy, and +1 on my current
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favored enemy stack up against +1 Wil
save, woodland stride, trackless step,
resist narure’s lure, wild shape twice a
day, and nine additional spells?

I's nor evan closa, and it doesn't gel
better as you extend the progression.
The: only additional special ability the
rangar gets—the ability ro buy improved
Two-Weapon Fighting—depends on hav-
ing a level in ranger and a base arrack
bonus of +g. If | wanted to buy the feal
while raking druid levels, I'd have to
wait an additional two levels.

My conclusions™

First, the ranger is almost certainly
the weakest class in the game. It has
few special abilities, and almost all of
thase it does have are focused on
fighting, and the ranger—unable 10 wear
decent armor, unable to specialize, with
as few feafs as any non-Fighter class-

The ranger is almost certainly
the weakest class

is anly a passable warricr.

Second, those benefits that make the
ranger at all atiractive are all concen-
trated at 1st level, Track, Ambidextenty,
Two-Weapon Fighting, martial weapan
proficiency, favared encmy, and the
ability to buy Improved Two-Weapon
Fighting larer.,

Therefore, while there are reasons
1o take a single level of ranger, there
are no compelling gfame mechanic rea
sons to go beyond st level in ranger.
Sa what's the lix?

Off the top of my head, 'd accelerate
the acquisition of favored enemies to
every 4th level rather than every sth,
I'd also allow the ranger to improve his
bonus agains! a current favored enemy
by 2 las opposed to 1) in lisu of gaining
a new favored enamy. Maybe give a
banus faat at 2nd level and every 4th
lavel thereafter (2nd, Gth, 1oth, 1ath,
18th). At 3rd level, give the ranger
nature sense, At 7th, woodland stride.
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At nth, trackless step. At 151h, The abil-
ry 10 track someone who is using
trackless step. At 17th, the scent ability,
per the Monster Manual At 1gth, Diind-
sight with a g-f1. radius.

| have two concerns with the pro-
grassion above. The first is that maybe
(but only maybea) it overbalances in the
other direction. The second is that it
overlaps too much with druid abiities,
On the other hand, nature sense, wood-
land stride, and trackless step make
sense for a rangear, and they do gel
them later than druids. On the third
hand, I've never really understood the
point of giving rangers spells.

Comments?

Jeff Wilder » San Francisco, CA

Eye of the Beholder

Recently a friend encouraged me to pick
up the new edition. She knew | quit DED
when znd Edition came out, | said I'd give
ir 2 look, and | liked mest everything,

| was disappointad to see Charisma is
still a stat. The definition doasn’t bother
me as much as the race restrichons.
After all. if ir is a force of personality,
self -esteem, and physical attracrive-
ness, than why should hall-crcs and
dwarves be penalized? Growing up in
their respective commumnies, they
might not be viewed as unatiractive
and feel pretty good about themsalves.
Beauty is in the eye of the beholder,
and there’s no reason they couldn’
have a sirong force of persanaliry

| racall in st Edition a chart to
show inter-race reactions. For exam-
ple, elves and hall-elves interacting
within human communities could be
given a honus, bur a penalty in deal-
ing with orcs and cwarves.

As lavels g0 up, a character should
be able 1o have a greater Charisma just
because she's been there and done
that—and knows others have nol. A
woth-level half<arc¢ should impress the
heck out of ast-level anybody.

For looks there was an optianal star
called Comeliness, Thar should be used
for locks and modifiers for inferactions
with other races.




For torce ol personality, call it
something alse; Runequesr and
Stormbringer used POWer. This stat
would be more usetul tor all spellcast-
ars, It could represent the characters
ability to harness and bend the powers
of the universe. Having it increase, or
a random chance for increase, could
rellect the character’'s growth

Douglas Melaod » Oskland, CA

#282°s Question of the Month
whart is our gaming environment lika/

We game every Tuesday in my
basement. The basement is finished,
and it has all the accouterments, such
as a coffee maker, fndge, stereo,
phone, and resireom,

Ihe players begin filtaring in at 6 pa,
and we begm at Gas PM, Usually there
are between five and eight players,
depending on who is working late, who
had a doctor's appointment, and so an.
The players who can't make it let me
know a day in advance so | can plan
their part in the story for thar session.
Since players usually have muitiple
characters in the same vicinity, it's easy
1o have them move in and out of the
srory without disrupting the scenario.

There is quite & bit of humor and
discussion during the game, and some
times nor ana die is rolled as the
evening is filled with roleplaying. Other
nights we play oul a battle, and that
can take one session as well_If 'm feal-
ing a momentous event could happen
during an evening's session, | will call a
“You say it, your characrer says in”
night in which everything is taken liter-
ally. The players know it's going to be
enforced, and rarely do anything our of
character. The few times they have
acted out of charactar resuited in a
few curses and shouts, Nothing caused
by this rule has been terrible, however.
0On the contrary, it usually focuses the
entire group. | don't like to do that too
aflen, simply because it makes it more
special when used sparingly,

Around g:oo PM, the guys begin
packing their stuff and heading out.
That keaves me with 30 minutes 10 pul
the dirty coffee mugs and frash away. |
also use this fime to put in the XF and
changes 10 the characrers in the com-
puter. In cenclusion, our gaming envi-
ronment is somewhat structured but
conducive ro the gamers who play in ir.

The Cobster « cob3zjamayahoa.com

Weak Split

Afrer eagerly awaiting the arrival of the
new Psionics Handbook, I'm sad 1o say
that much of it has greatly disappoinied
me. There are two main things that
bother me. First and foremost is the divi-
sion of the psionicist class inlo twa
weaker psionic classes, The psion, while
having a great power list to choose from,
5 incradibly weak whan compared 1o any
of the spelicasting classes from the
Players Handbook. A psion knows about
as many powers as the sorcerer does

but has the power 1o manifest them less
aften than a wizard one level lower per
day. The bonus pawer points in no way
equal what any other spellcaster would
gel from an equally high ability score and
the d4 Hit Dice and wizard/sorcerer
attack figures completely prevent the
crafting of a psion character who would
consider entering meles.

The: paychic warrior isn't much better.
The tew powers the class gets are hardly
warth the trouble when looking at the
pathetic bist of powers to choose from. No
nealing, no offensive damage powers, just
feats, which are great but mast of the ber-

fer ones require power points to spend
and the psychic warmior has very few of
those and no bonus power points avan
though the bard, paladin, and ranger all
get bonus spells for higher abilities. Where
ks the balance thatl everybody seems 10
crave? The new psionic classes are a slap
in the tace to anyone who likes psionics.
My second gripe is toward the new
psionic combar system, Attack and
defense modes make no more sense now
than they did in the 2nd Edition, and now
the defender is forced to pay for each
defense separately rather than having it
last the whole round. The whole idea of
being caught flar-footed by a mental
attack s ridiculous, as is the whole
notion of a non-psionic buffer, Where
do thess ideas come from? A psionicist's
mind is always closed 10 menral arracks
and nan-psionic creatures should be
more vuinerable to psionics, not less.
Well I've said my piece; even
thaugh | doubt you people at DRAGON
will ever print this | can tell you that
there are many others who feel as |
do about the new rules.
Kennerth G. YanSell Il
@

THEUNSPEAKABLE OAF by John Kovalic

' J

T T T
vAe,

=

3
|
g
%

DRAgan 47




— "'-.I"T:-_“.-' -"F"-::-:-.-.-...'_.'-
1 !

I .L_:,Da - f =
T-._.:_.- 1_.‘ I‘. . —

'_ [ NN ‘Hﬂ '

el R th |

New Feats

Mills and sfopes are important fearuras
in the landscape of Age of Kings.
A warrior fighting downhill has a

The elite warriors of each civilization
in Age of Kings have different special
abilities, Many of these historically

besed advantages translate well into significant damage bonus.
DErD game feats.
- Hill Fighter
You are skilled at fighting from
hgher ground.

Prerequisite: Base attack bonus +2
Benefir: When attacking frem higher
ground, you gan a 2 circumsiance
bonus to melee attack rolls or a +1 cir-
cumstance bonus 1o ranged attack rolls.
Normal: You gain a 1 circumstance
bonus to melee attack rolls for anack-
ing from higher ground and no bonus
to ranged attack rolls.

WALL BREAKER
HILL FIGHTER .

e ¥
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This month, we visit Age of Aings,
a great real-time sirategy game. In
this game, players control mini
civilizations, each with attributes
gimilar 1o real-world cullures, ror
axample, the British build long-
bowmen, while the Parsians build
elephants, The real world might
not sound like a good place for
fantasy gaming ideas, but Age
of Kings is loaded with good
stuff for your campaign.
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Certain vnits can destroy buddings
with alarming speed. The Huns have
the Tarkan, a dozen of which can anni
hilate a casile i seconds.

Wall Breaker

You have a knack far destroying
inanimate objects.

Prerequisite: 3ir 13+, Power Arack
Benefir: A character with this fear can
ignore the first 5 points of hardness
when striking an object, Note that this
is not extra damage, se if the object
doesn't have any hardness, the feat
does not help.

By practicing husbandary, many
civilizations can jncrease the speed
of their mounted uniis.

Fast Rider

Yau gre a talented rider, able to

get beller performance from any
animal you ride.

Prerequisite: Handle Animal skill,
Ride skill

Benefir: When you are riding a mount
that 15 carrying no more than a light
load, its base speed 15 increased by 10
feet. Your mount's overland movement
rale increases by 1 mile per hour, or 8

miles per day.
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New Creature

The Aga of Kings world is decidedly
non-magical. Troops don't gain lev-
els, there are no magic weapons, and
spells are limited 10 priest abilities.
The only exception to this involves
the siage weapons, which can move
and fire without human assistance.
Who would have thought the anciant
clviizations of earth would have
access e such powerful magic?
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LIVING CATAPULTS

the cavairy archers of Farthia were
tatnous for shooling arrows al pur-
suers as they retregted. This made
them incredibly effective, especrally
Agamnst slower opponents.

Improved Mounted Archery

You make ranged antacks from a
mount almost as well as you can
from the ground.

Prerequisite: Ride skill, Mounted
Combat, Mounted Archery

Benefir: The penalty you suffer when
using a ranged weapon if your mount
is taking a double move is eliminated,
and the penalty for using a ranged
weapoen when your mount is running
is halved 10 -2 instead of -4. You can
move before and after your attack,
provided the tolal distance is not
greater than your mount's speed.

LIVING CATAPULT

| Huge Constryct

ifidio (B8 hp)

Initiative: <1 (<1 Dex)
Speed: zo fit.
AC: 22 (-2 sire, -1 Dex,
+15 natural}
Attacks: Slam +20 meles

boulder +i5 ranged
Damage: slam zd6i+15;
boulder 5d8+10
Face/Reach: 1oft. by 20ft./10 fr
Special Arracks: Launch boulder,
Trample
Special Qualities:  Construct, magic

immunity,
damage reduction
15/ +1
Saves: Fort +5, Ref +4,
will +4
air 30, Dex §,
Con =, Int —,
Wis g, Cha

Abilities:

Any land
Solitary or gang

- Climate/Terrain:

Challenge Rating: g

Treasure: MNone
Alignment:  Alweys neutral
Advancement: 17-32 (Gargantuan),

| 33-48 HD (Colossal)

Combat

Living catapults are normally set up to
artack foes from afar but when ene
mies gef oo clase, they artempt 1o run
them down or smash them.

Launch Boulder (Ex): As a standard
action, a living catapult can pick up a
boulder weighing £a ro 8a pounds
(Medium-size abject) with its launching
arm and hurl it as a ranged weapon
with a 200-1001 range increment.
Trample (Ex): As a standard action
during its lumm each round, the crea-
ture can literally run over an opponent
al least one size category smallar than
itself. The trample deals 3di2+5 bludg-
eoning damage. A trampled opponent
can either attempt attacks of opportu-
nity at a -4 penalty or make a Reflex
save (DC 28) for half damage.
Construct: Immune to mind-inFluencing
effecrs, poison, disease, and similar
effecrs. Not subject to critical hits, sub-
dual damage, abiliry damage, enargy
drain, or death from massive damage.
Magic Immunity {(Ex): Living catapults
completely resist most magical and

Living catapulis are magically
created automatons, constructed
by clerfes in need of weapons that
can destroy castles or fight at
extended range. These devices dare
essentially specialized farms of
golems, more effective on battlefields
than in dungean settings. As these
siege engines are designed for large
scale conflicts, their creator can
control them at a range of doo feet.

living Catapults at work

supernatural effecrs, except as follows:
Warp wood or wood shape spells

cause 2d8 points of damage and hald
the living catepult immobile for 1 round.
Fire eifects cause damage normally.

Construction

A living catapult costs 45,000 gp
to create, Assembling the boedy
requires a successful Knowledge
(engineering) check (DC 15) and a
Craft (carpeniry) check (DC 15).

The creator must be ar least 15th-
level and able to cast divine spells, The
ritual drains 1,500 XP from the creator
and requires ammare objects, divine
power, and resurrechion. ]
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Maost of the psionic powaers and feats
that improve the user's Armor Class
seem to create a sort of force field
around the user. So, will they afford
the user protection from fouch attacks
or ranged touch attacks?

A touch atrack or ranged touch
attack bypasses any armor bonus or
natural armor bonus. Incorporeal touch
attacks bypass armor and natural
armor bonuses, except for armor
bonuses that come from force clfecrs.

The Inertial Armor feat and the ecio-
plasmic armor power do indeed use

psychic force. The armor bonuses work
against incorporeal rouch attacks bul
not other fouch attacks (and their
descriptions nota this fact).

Powers that provide natural armor
honuses, such as lessei natural armor,
are not effective against any kind of
touch atrack.

Orher powers thal improve Armor
Class with a different kind of bonus
wark against all types of touch attacks.
For example, the combal precagnition
power provides a +1 insight bonus 1o
Armaor Class, and i is effective against
rouch artacks of all kinds.

Does the Inertial Armor feat or the
inertial barriar power block the dismie-
grate spell or disintegrare pawer? In
aarlier editions of the psionics rules,
nertial barrier was effective against
disintegration. Whar about the ecfo-
plasmic armor pawer? Does it have
any effect against the disintegrate spell
or disinfegrafe power?

No in all three cases. Both the disin-
tegrate spell and disintegrate power

loo quly Zool

produce rays, which are ranged touch
attacks. As notad in the previous
answer, touch attacks ignore the armor
honuses that the Inertial Armor feat
and ecroplasmic armor pawer provide.
An inertial barrrer s1ops blows, cufs,
and slashes, but not rays or other
touch attacks. The inerrial barrier
power, hawever, provides damage
reduction 10/ +5. Damage reduction can
stop normal or subdual damage from
an incorpareal fouch attack, bur not
energy drain or other touch delivered
spell-like or supernatural effects. For

This month’s column features questions
and answers about the new

Psionics HandbooR.

example, a spectre deals 1db poinrs of
damage with its incorporeal touch
antack. If the specire rouched a charac
ter protected by an wmertial barrier, the
touch would not inflict damage, but the
character still would be subject 1o the
spectre's energy drain abilily.

The description of the Inerrial Armor
feat says rthat the armor bonus pro-
vided by the fear does nor stack with
the armor bonus provided by a shield
or regular armor. Can a character
who takes this fear stack the armor
banus from bracers of armor with
Inertial Armor? What about natural
armoar? What about the ecroplasmic
armor pawer?

Two armor honuses don't stack
(except the armor bonus trom one
shield and one suit of armor you wearl.
The Inertial Armaor Feat, the ecloplasine
armor power, bracers of armor,
shields, and suits of armor all provide
armor bonuses, so thair effects do not
stack. Note that the ecraplasmic armor
power is somerhing you wear, so if

stacks with a shield.

Marural armor bonuses do stack wirh
armor bonuseas, so the Inertial Armor
feat and the lesser narural armor
power stack.

Armor Class bonuses that are nol
armor bonuses, such as the insight
bonus from the combal precognition
power, stack with othér armor honuses,
as do deflection bonuses, such as the
bonus from a ring of profection.

Can you spend extra points on the
Psionic Fist fear and deal exira dam-
age? Could you, for example, pay two
power points for an unarmed sirike
that deals an extra +2d4 points of
damage? Also, the feat description says
you ¢an hold a “charge” for a maxi-
mum number of rounds equal to your
Strength modifier +1 or until your nex!
attack, whichever comes first. What
happens if you have a negative
Strength modifier?

The Psionic Fist feat lels you spend |
noint fo gain an exira 1d4 points of
damage on your unarmed siTikes. You
can spend only 1 point on the feat af a
time. If you're holding a charge and you
spend another point, the effects don't
stack. bul the maximum time you can
hold the charge is measured from the
fime you spent the exira point,

The prerequisite for the Psionic Fist
feat is a Strength score of 13 or more
(Strenath modifier «1). If your Strength
score ever falls below 13, you can no
langer use the feat because you no
longer meet the prerequisite (see page
77 in the Flayer’s Handbook)

Suppuse a character has Stand Stil,
Combat Reflexes, and the Hold the Line
fear from Sword &t Fist. Hold the Line
allows the character to make an alfack
of apportunity when the character is
charged. Thus, Stand Still can be used
to keep the charging attacker from
entering the area the character




threatens. The attacker gets a Fortitude
save against the Stand Still effact, bur
if the arracker fails the save, the
attacker has to stop moving and thus
loses the charga attack, right?

Yes, you can use Srand S1ill and
Hold the Line to stop charge attacks, so
long as your opponent daesn't outreach
you, (If your opponent has a longer
reach than you do, the opponent can
attack you withour entering the area
you thraaten, )

Am | right in assuming that with rhe
Combar Reflexes feat, the Stand Still
feat can be used multiple times in a
round against saparate opponents,
even when flat-footed?

Yes, you can use Stand Still when-
ever you make an attack of opportu-
nity, The Combat Reflaxes fear gives
you exira attacks of opportunity each
round and lets you make attacks of
opportunity even when flar footed, so
if you have that feat yvou can use Stand
Still when you're fat footed.

On page 75 in DrAGoN #2381 it says that
if you are a nonpsionic character, the
only attack you have to fear is the
Mind Blast because the Will save DCs
for all other artack modes are -8 or -g
against nonpsionic defender. | cannot
find this rule anywhere in the Psianics
Handbook. Could you tell me where it
states this?

Check out table 4—1 on page 42,
gpecifically the “nonpsionic buffer” line.

Suppose a psionic characrer has
power points and has not been caught
flar-footed. Can he elect not 1o use

a psionic defense and simply make

an unadjusted Will save against an
attack? Could the character still

use the Psychic Bastion fear in this
circumstance?

As noted in the previous answer, you
have to use the “flar-footed or gut of
power points” line from Table 4-1 if
you den't maunt a defense aganst 2
psionic arrack. IF you're not flat-focted,
you could use the Psychic Bastion feat.
If you're caught flat-footed, you can't
mount a defense. You can use the
Psychic Bastion feat anytime you're
conscious and have at least 3 power
points 10 spend.

Once a character has used all her
powar points, can the character use
the nonpsionic buffer dafense if sub-
jected to a psionic attack? What if the
characrer multiclasses and has one or
more nenpsionic classes? Can she use
a nonpsionic buffar rhen?

No, Only nonpsionic creatures can
use the nanpsionic huffer line. If you'ra
psionic and you Fail 10 mount a defense
for any reason, you have to use the
“flat-footed or out of power paints” line
from Table 4=

Is there any limit on how many power
poinrs one can spend on the psy-
chofeedback power in a given round?
High-level psions can hava hundreds
of power points and could porentially
spend all of them to accomplish some
incredible feats or to create same truly
terrible save DCs, Is this as it was

intended, or is there some limit to how
high this number can go?

Thera's na limit on the number of
points you can spend on psychofeed-
back. If you want 1o blow all your
points ro ger a really big modifier, you
can. If you do, vou'd better hope you
don't have to deal with any psionic
combat while your points are deplered.

Can the metaphysical weapon power be
usad on unarmed attacks? If so, would
the entire body of the manifester glow
with pale silver radiance?

The meraphysical weapon power
works on weapans, nol crealures. You
cannot use the power an a crearure 19
give its unarmed attacks or natural
WEeApONs an enhancemant bonus. You
can however, use the power on intell-
gent weapons, which are creatures of
the construct type. You cannot usas
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meraphysical weapon on Consiructs
that ere not intelligent weapons. |f you
do use melaphysical weapon on an
intelligent weapon, the enhancement
bonus from the power doss not stack
with the enhancement bonus the
weapon already has, or with any other
enhancement bonus that mighr be
applied to the weapon,

Can the float power be used on
the manifestar?

The power's target can be any
object or creature whose weight does
nat exceed 300 pounds per caster
level. Such a targer could be the
manifesier, provided he doesnt exceead
the weight limir.

Can you perfarm psychic chirurgery on
yourself? Whar would rhe effects be?

The power can targe! any living
creature within range. If you're a living
creature and capahle of manifesting rhe
power, the target can be yourself.

You can repair damage to yourself
in the same mannear as you can repair
damage to another creature,
nchuding lost levels.

Removing a compulsion to yourself
can be tricky. Most compulsions, such
as a suapestion, confusion, or dominale
person, simply force you to obey and
you are powerless fo resist 5o long as
the compulsion remains in effect. Some
circumstances might allow you a new
saving throw to avercome the compul-
sion. but in such cases you make the
new save and if you're successful the
compulsion is broken ar you fail and
you remain powerless to resist. In either
case, psychic chirvigery is irrelévant.

Some compulsions have lang-term
effects that leave you fairly free to act
as you wish, such es the quest spell
You can remave such effects by per-
forming psychic chirvigary on yourself.

Technically, you can choose 10 usé
psychic chirurgery on yourself to
ransfer your own knowledge ro your-
«elf. Doing so, hawever, doesn't benefit
you in any way, Your rransterred
knowledge doesn’t stack,

How is the inflict pain powar supposed
to work? The power inflicts 3d6 poinrs
of damage. The power’s duration is
concentration, up to § rounds. Doas
this mean the power deals damage
every round that ir lasts?

The listed duraticn is wrong. The
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carrect duration is instantaneous,
This is official erreta.

When using Table 4—43 in the Dunvacon
Masier's Guide to generate an NPC,
how do you determine the highest-level
psion or psychic warrior?

Rall 1d4 + the community modifier
for either class.

Some psionic mansters are very pow-
erful psionically, but they don't use
psionic power points. Can these crea-
tures use Feats or magic items that
require reserve power points? Also
can they use feats or other things rhat
cost power poinls to use? The monster
section in the Psionics Handbock says
they use psionic powers and combat
modes for fras. It doesn’'t mention any-
thing else, such as psionic feats.

A crealure has no psionic power
points (reserva or otherwise) unless il
also has a psionic character class. [his
is true even for creatures with the
psionic remplatre.

A creature can always make use of
any feat or power the creature’s
description says it can use, and if it has
the psionic template, it can make use of
the psicnic abilities mentioned in the
templare, If the crearure’s description
gives it access lo a psionic feat, it can
use tha feat, even though it has no
reserve points (and it can use the feat
aven if it does not meet the feat’s pre-
requisites). For example, a blue benefits
from the Inertial Armor fear aven
thaugh it has no reserve power pomnis
and can freely use the charm persan,
far hand, and finger of fire powers. It
also can use the ego whip, mind thrusr,
empty mind, and mental barrier psianic
combal modes without expending points.

The creature, howaver, cannol use
psionic abilites or feats rthat are not
included in its description or in the
psionic template because it has no
power paints. Nor can the creatura
use magic (tems that require a power
paint reserve.

Can you use the Trigger Power feat
an a power that has baen enhanced
with @ metapsionic feat? For instance,
can you trigger a maximized version
of ultrablas??

You can't use Trigger Power on
witrablast because it's a 7th-level power
and you can use the fear only on pow-
ers of gri-level or lower. Otherwise,

&

yes, you can trigger a metapsionicly
enhanced power, Your resarve has 1o
match the enhanced power’s increased
cast. Note that there is a lmit to how
much you can enhance a power with
a metapsionic feat: The total cost can'l
be higher that your psionic character
level minus one (see page 23 of the
FPsianics Handbook).

Table 1-2 in the Psionics Handbook
shows bonus points for psions. | cre-
ated a woth-level psion who happened
to have an 18 in the primary attribute.
The table suggests rhar a 1oth-level
psion would recerve no bonus points, a
“~" is shown. This seems unfair, for it
would mean the character had 1o give
up 7 bonus points when it moved from
8rh ro gth level, for an 8th-level psion
with an 18 aftribute has a “'7" shawn. Is
that the intention of the chart?

No. Add up everything on the line
for the ability score in question (see
page 8 in the Fsfonics Handbook). A
psion with a primary attribute of 18
gets 16 bonus power points if the char-
acter is 7th-level or higher.

There are no lists of the powers avail-
able 1o the prestige classes in the
Psiomics Handbook, Is this an omission
or is it assumed that they simply con-
tinue to discover powers from their
previous list or lists?

Tha prestige classes in the Fsionics
Handbook use the psion power list.

Do psionic attacks provoke attacks of
oppertunity? What about defenses?
The Psionics Handbook is vague on this
pomt. If they do, how do you determine
the DC for Concentrarion checks rhar
are required when a psionic creafure
suffers damage from an atteck of
opportunity?

Psionic powers and psionic aftacks
are spell-like abilities and they provoke
attacks of opportunity just as other
spell-like abilities do. Psionic defenses
are also spell-like, but they do not pro-
vake altacks of opportunity.

For the Concentration DC for psionic
abilities, use the Concantration skill
description from page 19 of the FPslonics
Handbook. If tha power in gueshion is an
attack mode and the DC has a level-
hased component, use the following val-
ues lwhich are derived from the attack
modes’ power poin! costs): ming thrust
1, eco whip 2, id insinvation z. psychic




crush 3, mmd blast s,

For example, a characrer uses
mind hlssr and provokes an attack of
opportunity that hits and inflicts w
paints of damage. The Concentration
DC is 25 thase of 10 + 10 for the
damage dealt + 5 far mind throst's
ettective level.)

Most of the prestige classes in the
Fsionics Handbook have a prerequisite
of a certain number of base power
points sach day, which does not
nclude bonus power points. Do power
points from the Inner Strength feat
count as bonus power points or base
pawer points?

The Inner Strength feat provides
bonus power points, nat hase
pOwWer painrs,

Ara the skare, see sound, psychofeed-
back, end improved vigor powers avail-
gble to psychic warriors? The first
three powers aren't included on the
psychic warrior list, bur their descrip
tions say they're psychic warrior
powers. {he impraved vigor power

is on the psychic warrior hst, but
psychic warrior isn't mentioned in
the power description,

All four of these powers are
available 1o psychic warriors,
This is official errata,

Is @ character who has been affecred
by the gth-level power apopsi (parma-
nently lose 1Wd4 psionic powers), now
gble to learn 1d4 new psicnic powers?
In ather words, doas rhe use of apops
erase a character’s discavered power
siots, frea up those power slars, seal
off the mind’s access to those powers,
or does something else happen? How
does psychic chirurgery restore thase
powers? Doas it reimprint the mind
with the erased powers? Does it unseal
the mind's access to the arased pow-
era? Would someone using psychic
chirurgery need to know the erasad
powers in order to restore them?

Ihe powers and the slots they once
occupied become inaccessible to the

character (they're «till thare, but they're

useless). If the character gains a level,
the erased powers still count against

the total number of powers the charac-
fer can know.

Psychic chrrurgery simply reslores
gccess lo the inaccessible powers; the
person using psyone chirurgery does-
n't need o know the erased powers 1o
make the repair.

Page 140 of the Fsionics Handbook
says that because undead have no
Constitution scores, they cannof use
psychometabolic powers. However,
on page 8 it shows thar the score tied
to psychometabolism is Strength, Is
one of these entries an error?
Constitution governs psychokinesis,
Are undead creatures banned from
both disciplines?

Undead creatures cannot use psy-
chometabolic powers [they don’t have
any metabolisms).

However, an undead creature can
use psychckinesis powers despite its
lack of Constitution. It uses irs Charisma
score as the key ability score when
manifesting psychokinesis powers. &
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Breaking

the Mold

DM | las the despicable Imperial
minister, Ferrinax| You will do
what | tell vou, pusillanimous
dwarf. Else | shall send this
scroll to your underground
hame, dishonoring your name
far generations!

YOu I ls that so?

DM | Admit it, Molan. You serve
as my pawn now!

the quality of a book, movie, or

roleplaying session is 1o search for
clichés, Wa're trained to see the use of
clichés as a bad thing. We expect the
characters and situations in grear
works of art 1o rise above cliché. Yelt,
especially in the realm ot escapist
anfertainment, most of us rake secret
nleasure when certain standard ele
ments appear. | might Ike the plucky
avaryman here type; you might dig
ninjas. Really effective clichés speak 1o
something deeply rooted in us, and
some critics and psychologists distin-
guish them from ordinary stereolypes
by calling them archetypes.

In roleplaying games, clichés are a
good thing. Assisred by the DED rules,
DMs and players together create the
storylines of rheir games as they go

0 ne of the easiest ways 10 evaluare
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along. Clichés act as a sort of shori-
hand that allows everybody to work
from a commen set of assumptions. If
the party enters a vale of gnomes in
search of allies, and most of the players
have read up on gnome culture, they
can immeadiarely proceed to interact
with the NPCs withour the DM having
10 spout a long explanaiory monologue,
Gnomes are already alive in thair
minds. Clichés act as a sort of back-up
ganerator for your imagination.

Start with a Stereotype
when you first start out as a roleplay-
ing gamer, it's best o sfick to the
stareotypes. Each D&tD characler
graws on at leasr rwo stereolypes:. race
and class. (Multiclass characrers par-
take of multipla slereotypes. Alignment
can provide a third stereciype 1o work
fram.) You know the drill: Dwarves are
raciturn and driven by family honor;
barbarigns are ale-guzzling, axe-swing-
ing wild men, and so on. The basic
descriptions in the FPlayers Handbook
are all vivid, fun stereotypes. Think of
these as training wheels. By the time
you're interested in reading columns
ke this, though, it's rime for the wheels
ro come off.

We also use stersotypes in real life
to categorize people from different
places and cultures. This habit can trip

us up in a hig way by tempting us to
bigotry. Most of us, thaugh, know bet-
ter than to expect real-life individuals
we meet to conform lo the stereotypes
we carry around in our heads. Rarely
do we meet someone who seems aver-
age or typical in every way. |l you say
someane 15 a rypical New Yorker lor
southerner, or Californian, or, for that
mater, pamer), you're probably making
fun of him for being a sort of walking
cartoon character. Real people are
always more complicated than such
stereotypes allow.

when incorporating this thought into
your roleplaying, don't just throw the
cliché out the window. Insread, draw on
it a5 a hidden power source fo bring
instant zip 1o your PC. I your charac-
rer seems 2 litile flat, you can quickly
and effectively add dimension 1o her by
showing how she deviatas from her
sterealype.

Breaking Away

To depart from a stereolype, first find
a description of your character race
and class. You can use The rext given in
the Player’s Hanobook, or you can find
g lengthier description in 2 sourcebook
or Dracow article. Longer articles give
you more 1o go an, but they increase
the chance that you'll Focus on a minor
alement of the type instead of irs main




points. You might want to photocopy
the description so you can highlight bits
of rext or make marginal notes without
ruining your copy of the book or mag-
azine. Keeping in mind our general rule
that one simple idea is stronger than
many complicated ones, highhght a sin-
gle trait for your PC to contradict.
(Although at first it seems that your PC
will differ from the siereotype in just
one important way, you'll find that
making this single change tells you 2

ot of other things about her, including
further ways in which she differs from
the norm.)

When looking for the one aspect 1o
change, consider the likelihoed that it
will come up in your campaign. It your
DM concentrates on dungeon-crawling,
it won't make much difference for you
lo forus on your PC's political attitudes.
Conversely, a bard's unusual indiffer-
ence lo ancient arfifacts won't be an
Issue in a campaign thar focuses on mil-
irary events,

The easiest choice to make is simply
ta de-emphasize an aspect you don't
like anyway. Perhaps you want to play a
dwarf because you like their roughness
of character and grim battle-cries. The
wea of being obligated 1o a clan bath-
ers you, though, bacause you always
like ro play footloose loners who aren't
mpeded by a sense of duty 1o others.

The advantage of this approach is that
it makes the characrer more emaotionally
appealing 10 you. The disadvantage is
that the DM and ather players might
see your dwarf as just a carbon-copy
of your pest characters. Whether this
s a serious disadvantage depends on
how highly you value originality and
diversity.

Flayers who want to portray a differ-
ent charactar sach time out might take
the opposite tack, targeting for elimina-
tien the element they usually empha-
size. Maybe you've always favored
elves because you like their mystical
beliets and dedication 1o nature. You
can shake up the group dynamic by
playing @ hard-headed elf who'd sooner
prowl the streers of a large city than
trample around in meadows and briars,

You'd don't have to get too analyrical
about your choice, though, Mast play-
ers using this method will just look at
the description until an intriguing idea
pops our ar them. If inspiration truly
deserts you, you could even randomly
jab the description with a pencil and
see what you happen 1o land on.

Here's another twist: Instead of find-
INg an aspect to ignore, pick ane 1o
axaggerate. People distinguish them-
selves from the narm not only by the
values they reject bur also by rthe ones
they mrumpet, Perhaps your dwarf

character is obsessed with her clan's
henor, making every decision by asking
hersell how best 1o enhance it. Your slf
i5 considered especially mystically
attuned, even by the standards of her
race. Your barbarian is still up roister-
ing and looking for enemies to raid
when her clan-mates have long since
passed out.

When exaggierahing a feature, take
care nol o make the charactar so
extreme that she annoys the other
members of the play group. She
shouldn't be so ahsessed that she can't
find 3 way 1o grasp the standard plot
hooks the DM tosses yaur way.

Playing the Type

However you decide to differentiate
your character from the stereatype,
your next step 1s to find ways to play
up her new traits during the game. You
might even find rthey give vou a tactical
advantage, as the PC's enemies, blinded
by stereolype, fail 1o predict her naxt
move. At the very least, shell surprise
the DM, your fellow plavers—and, if all
goes wall, you,

YOU | You assume tco much,
Ferrinax. This dwarf cares
more for vengeance than
for honor! Have ar yvou! ©@
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Whet's great about ﬂlﬂm halfiings is thet they are

rougher and ;rrttﬂg‘_#l' tried to make axmany of the

sketches as rugged @8 possible: These arg small, bad-

tempered, and unshaven characters yod wouldn’t push

around in your local Bar. My inspiration isdéeply rooted in

o's hard rocit e it rubbed off on some of the characters
e [ lmﬂmﬂﬂl sideburns). One of the characters is

Sesiitl iy 6ased on a phote of me, but you'li have to guess
SR one: (Hint. it’s not that hard.)

| —Peter Bergting
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ver the past six months or 50,
we've effectively fleshed out the
deep background of the Lost
World, tackling such basic issues as
religion, politics, and geography. Now
that we've laid a solid foundation and
devised a general “feel” for the cam-
paign, it's rime to start designing some
of the more concrefe resources we
need to begin play.

Once again, let's begin by creating a
“home base"—the town or village that
serves as the adventurers” home during
the early phases of the campaign. Back
in Dxacow w258, we considered a few
simple strategies for creating an effec-
tive base. Ler’s employ those same
strategies again this time around, taking
care to select an entirely different set
of options 1o illustrate an allernative
approach. Without going into much
derail (since you can read the whole of
the earlier piece for yourself anline), a
brief recap of the ingredients of an
effective base is in order.

In short, the main function of the
home base is to provide the advantur-
ers with a sate haven 1o which they
can refire between adventures.
Remember, good adventures tend to

o8 _iuili.i o]

Janda's
Valley

tax the adventuring party ro its limits.
Unless there is a relatively safe sancru-
ary in which the party can regroup and
lick its wounds, it's unlikely they will
survive for long. It's also important fo
note that the safety of their home base
gives the players an opportunity fo let
their hair down and spend some quality
time roleplaying. Afrer all, it's hard to
be a jovial dwarf or a gnome prankster
when your character is in constant
mortal danger.

The second most impartant function
of & good home basa is to provide the
players with the infrastrucrure they
need 1o tackle their adventures, Even
the strongest and bravest adveniurers
need access 1o temples wheare they can
get their wounds healed, and shops
where they can purchase weapons and
supplies. For this reason, it's imporrant
to make sure rthat the home base 15
well-stocked with thesa rypes of
resources. It's also important 1o give
some thought to which goods and serv-
ices you want 10 offer for sale in your
home hase and which you wanrt 10
force the players to leave the comforts
of the base to obtain. Although you
should offer a good selection of

o

Every month, “Dungeoncraft”

explores rhe fine art of Dungeon
Mastering and offers a behind-

the-scenes look at the development
of an actual DBtD campeign. If
you've missed any of the previous
insraliments of “Dungeoncraft,”
you can find them online at
www.wirards.com/dragon.

weapons and equipment through the
local shops, for instance, it might make

sense 1o make the adventurers travel 1o
a nearby city (risking encounters and
adventure) toa obtain more sophisticated
armor and weapons or information
aboul magic items. This tactic will pro-
vide you with a handy springboard you
can use 1o draw the players into an
interesting adventure.

Of caurse, designing an effective
home base for the Lost World is gdoing
to be a bit more challenging than usual.
One of the defining characreristics of
the Lost World is the sense of danger
that permeates the whole setting.
Somehow, this mood is going 10 have
to be reconciled with the requisite
safety of an effective base. One obvi-
ous tactic for achieving this goal s 10
provide a truly safe base but to curtail
the goods and services offered wirhin,
forcing the players to frequently ven-
ture out into the world.

In addition to its two main functions,
there are a few additional characreris-
lics of a home base that we've already
identified:
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Local Authority
The relative safety of the home hase
implies that there's some sort of force
that guards the base and keeps it safe.
This usually implies rhar there is a local
authority of some type that controks the
army of peacekeepers. This is important
10 note, since we'll have 10 make sure 1o
define this authority as part of the
process of designing the base.

Townsfolk

Throughour the campaign, were gaing
lo need to introduce new NPCs, both to
serve as springboards into adveniures
and ro give the players someana to
interact with. A base that plays host 1o
a nice mix of locals and visilars helps
accomplish rhis poal

Rumar Mill

Anather staple of the home base is the
tavern, inn, or ather gathering place
that serves as the local source of
rumors and gossip. Again, such a
mechanism will prove invaluable when it
comes fime to interest the players in
new adventures.

Fantasy Element

Finally, it's fun to make sure that you
give every lown, cily, or base some
touch of the tantastic, just to reinforce
the epic, otherworldly fAavor of the
L&D game. These touches can range
from magical structures fo the pres-
ence of a fantastic creature in the base
itself o the existence of a spell or
cursa thar effecrs the entire area.

The Valley Sanctuary

The typical home base is a 1own, ciry,
or stronghold. For the Lost World,
though, we'll adopt a somewhat differ-
ent approach. We've already decided
that the world i5 relatively uncivilized
and that permanent towns and cities
are quite rare, since it is difficult 1o
defend such structures from the rav-
ages of the outside world. Another
problem is the segregation of the Lost
World's society. While there is certainly
interaction between the various races
and tribes described in the earlier
installments, let’s suppose that cach
tribe lives in its own self-contained
community, reinforcing the idea that
the tribe is the most highly evolved
political structure on the planet. This
characterstic makes it especially chal-
lenging to create a meaningful base that

can serve as a home to all the charac-
ters, since we don't want to force the
players 1o create characters who all hail
from the same tribe or race. Afrer all,
the DErD game works besr when there
is a great deal of vaniety in the adven-
turing party.

The ideal home base, therefore, is a
construct that somehow stands outside
the tribal structure—a unigue commu-
nity that welcomes members of all the
various fribes without declaning alle-
giance to any of them. It is also housed
n an unusually defensible setting or

The main function of the home base is to
provide the adventurers
with a safe haven.

structure, explaining its permanence
and relative security. Ar the same time,
it offers a limited set of goods and
services, torcing the players to fre-
guently venture out infa the warld,
Here's a solution thal neatly fills half
of the bill=a tiny valley rhat can be
scaled ofT and easily defended from
raiders and encroaching dinosaurs by a
relatively small number of soldiers.
Such a structure seems like a perfect
home for one of the Lost World's rare
permanent outposts of civilization, but
we still need to figure out just how this
setting fits in with the political situation.
Whar if the valley sancluary were the
domain of a single powerful individual
who doesn’t awe allegiance to any par-
ricular mibe? This individual allows our-
siders to dwell inside the valley retreat,
coming and going as they please, so
long as the outsiders obey a sirict set
of rules. Starting with this idea, let's
create a character to fullill this role.
About forty or fifty years ago, a
powerful Solaarni sorceress named
Janda had a Falling our with the resr of
her tribe and led her followers out of
the elven strangholds in the hills to
form their own communiry in a nearby
valley. Before beginning her self-
imposed exile, Janda was one of the
elders of the Solaani tribe and some-
thing of a hero among her people.
Although most of the Solaani believe
that Janda departed because the tribal
|zaders wouldn't permit her ro share
Solaani lore wirh outsiders, the othear

mribal elders know the truth: Janda left
just before she would have been invol-
untarily exiled for heresy. Like all
Solaani elders, Janda knows that all the
members of rhe Solaani, the Inuundi,
and the vanous human nbes are aclu
ally mind fragments of the great god of
light who ruled over rhe Lost World
several centuries ago and is now
deceased (see Oracow #2873 far derails).
A few years before she laft her ribe,
Janda started to have strange dreams
that proved difficult for anyone to
mterpre!. Ulimately, she realized rhat

the dreams were trying fo tell her that
she could work a powerful spell capable
of reassembling a significant portion of
the light god's mind from the fragments
embedded in herselt and a few other
“attuned” Solaani scattered across the
Lost World. Once he lives again, the
elder god could then defear the ryran-
nosaurs thal house the remains of his
ancient enemy (again, see DRaGow #283
for details) and bring true civilization 10
the Lost World.

The other elders of the Solaani find
Janda's ideas dangerous for a number
of reasons. Even if she can accomplish
her aims, the Solaani are afraid thar the
reappearance of the god of light will
only lead to a reappearance of the god
of darkness, ianiring anew their age-old
conflict and possibly destroying the
Lost World altagether. Even if the god
of darkness does not anse, the elders
fear that the planet’s inhabitants might
be forced 1o live in thrall 10 the
reawakened god of light. For these rea-
sons, the Solaani elders refused 1o aid
Janda and forbid her from aither con-
taching the scattered Solaam she sees
in her dreams or undertaking a quest
10 unearth the ancient lore necessary
la devise the great spell.

As a consequence, Janda and a
handpicked band of loyal followers
vacated the elven fort in the hills and
built their own stronghold in a narrow
valley located nearby. There, they work
to locate the remaining “attuned”
Solaani and craft the spell necessary to
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| appreciated your recent aduvice
an how to creale adventures. it
led me to recognize my one great
failing as a DM:

I’'m terrible at developing the
“hooks” that lead the play-
ers into their adventures.

Every one of my adventures

| seems to begin like this, “A guy
walks up to you in an inn and
offers you soo gald pieces if
you'll . . . My players are really
getting tired of it. Can you offer
any aduvice?

~Boring in Birmingham

I —

As in all matters creative, 'm
afraid there is no simple “how-1o”
formula for designing effecrive
hooks. Some people have the
knack for thes sort of thing and
some don't.

That said, this sort ol design is

quire a bit simpler than il appears
1o be, Usually, all it takes is a hifle
practice and a mce collecrion of
positive examples and you'll soon
be off and running. Your firsl
stop, therefore, is our sister publi-
cation Duwaron Maganine. Ar a
mere six bucks a copy, Duncrow
represents one of the best values
im all of gammng. Each monrh, you'll
find several complete adventures,
| each with a pretty good hook of
its own. You should find it premy
gasy either 1o steal these hooks
outright for your own creations or
to use them as templates for
hooks of yvour own. After you
make your way through a couple
of complete issues, you'll probably
get a feel for what your players
do and don't respond lo, effec-
tively solving your problem.

You might also try designing
adventures thar are a hittle larger
in scope, and thus a lirle longer.
That way, you'll have to invent
hooks less frequently.

1o jaly 2ol

reawaken the god of light. So far,
Janda and her people have been pur-
suing their mission for more than fifry
years, and there are still several years
remaining before the work will be
complete. All this time, the exiles and
the Solaani have been content 10
leave each other alone, though the
tension between them can only start
to grow once Janda nears the com-
pletion of her goal. Most of the
Solaani elders believe that some sort
of open conflict is inevitable.

Because she is a kind and compas-
sionate person, Janda has opened her
valley stronghold 10 anyone who
wants 10 live among her pecple. As a
result, hundreds of merchants and
disenfranchised members of all the
various tribes in the region have laken
up residence in the valley. All who live
in the stronghold agree 1o abide by a
strict set of laws drafred by Janda
herself and enforced by the impres-
sive array of soldiers who are al her
command. For the most part, these
laws are designed fo keep the peace
and promote goodwill, though there
are a couple of unusual provisions in
the code as well. Particularty worthy
of mention is a law that requires any-
one entering the srronghold to pay a
full 30 percent of the wealth they are
carrying (coins, jewels, or frade
goods) as a rax. Janda uses this
money fto feed and clothe the poor
and to support the army that defends
the stronghold. This law will accom-
plish our aim of forcing the players to
spend as little time in the home base
as necessary. If they are forced 1o
give 30 percent of their wealth every
lime they enter Janda's valley, the
characters probably can't afford 1o
run back to the base atrer every
encounter.

Needless ro say, only a handiul of
the valley's residents are aware of
Janda's real mission. Even among her
own followers, only the eldest and
maost trusted know exactly whar the
exales are hoping to achieve. As such,
most of Janda's story qualifies as a
“secret” as defined by the Second
Rule of Dungeoncraft.

All in all, this setup should be par-
ticularly effective for a number of
reasons: It gives us an inferesting
home base that can credibly claim a
wide variety of residents, and ir's

structured in a way that urges the
players to travel often and explore—
simply visiting any of the region’s
iribes for consultation forces the play-
ers 1o leave the stronghold and
undertake a wilderness trek across the
Lost World. Best of all, Janda’s back-
story provides us with a springboard
we can use 10 launch adventures and
2 handy storyline that might come 1o
define a later stage in the campaign.
Will she and her followers accomplish
their amm? If so, what happens next?
Finally, what does Kor the tyrannosaur
god think of all this?

Along these last lines, here's just a
bit mare background that might prove
useful. Janda's story begs an obvious
question: What's so special about her?
Why does she alone among all the
Solaani expenence the dreams and
hear the call of the light god? Before
we answer this question, remember
that when the kght god perished, his
consciousness was shattered into mil-
lions of pieces, which evenrually
became the Solaani and all the other
intelligent mammalian races on the
planet. Today, each of these living
beings embodies a tiny piece of the
light god’s mind. What makes Janda
and her fellow “attuned” Solaani dif-
ferent, ler's say, is that they actually
sprung from the portion of the god's
mind that housed and generated his
dreams. Since dreams don't require
the conscious mind to flourish, these
dreams have managed to live on even
after the god's apparent death. After
several generations of various Solaani
families, the dreams are now manifest-
ing themselves once again and leaving
their current owners with an irre-
sistible urge to regroup 10 bring the
light god's dream self back info being.
This is worth mentioning since an
important aspect ol the ight god is
actually able to communicate with
Janda through her dreams, perhaps
providing a useful means of touching
off adveniures or providing the play-
ers with some timely exposition.

Next month, let’s develop Janda's
valley in some detail (more than we
applied to Aris’ Ironoak stronghold
back in issue #2€i1) to provide a
sood example of a fully fleshed-out
home base.

9




 Credture Code ex: |
B How the Mon sters ""“‘
chl(ecl New C tures x

Arcane Lo Fé
powerful Néwbpens

] j K 13 ﬁ‘ e ﬁ
C ass ms i f,f ! %ﬂ : 5 -.r? L4 ._ : :
. ¥ o 4 l": E ::' . ; = o '.:* .". i .- 3 ?..

Awesome New prestlge Classes f

NEW Weapons and E lpmer&

Prices Chlnl'.j.tn- }!'Luﬂnnl: Ist

Lt
D I year - Only $34.95 D ' D

(only $40.95 Canadian’)

-
e '_.. .'-\'-i

! . 1o Ordfr Call: D 2 years - Only $63.95 |:I 3 years - Only $89.95
| 1-800-395-7760 (on{}r $79.95 Canadian!) (um:].-' $105.95 Canadian!)

Order OI‘I]IHE At: D Check Enclosed D Bill Me

wWWww.wizards,com (UIS funds only)
dragon(@pcspublink.com

City atnla! Countbry LipyPastal Cade

PH Cve Emall

Mailwo: PO Bos 462107 Escondido. CA 92040-5¢83



:l v..igﬁ, :. :r
| R.

iy vy

by Mike McVey
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S{: far in this series we've looked at
a wide variety of subjects, frem
step-by-srep puides to some of the
rudimentary techmigues like dry-brush-
ing, 1o painting monsters and fabulous
beasts. This month we're going to look
at the last sleps you take when painting
a miniature—finishing, Finishing includes
all the chores thar aren’t actually minia-
ture peinfing technigques bul are, in their
awn way, viral ro the way a finished
miniature looks, The three most obvious
finishing tacsks are final assembly,
basing, and varnishing. Let's take a look
ar each of them in turn.

Final Assembly

When you buy mimiatures and 1ake them
out of tha blister ar box, much of the
time they will come in wo or more
pieces. (We looked ar assembly in detail
aarler in the series.) In most cases, the
best way to tackle these multipart models
is to assemble them completely before
you begin painfing. In some cases, it's
easier to paint one or more of the pieces
separately and join them iogether when
vou're finished. One of the most obvious

'l.E MODELS

cases of this chowe s when a miniarure
has a separare shiekd. If you glue the
shield onto the minlarure straight away,

you will usually block a significant part of

the figure and make painting the minia-
wre considerably harder, In this case, it
is far better to paint the shield and the
mindature individually and attach the
shield later. You will also find rthat rhe
shield is 2asier 1o paint effechvely as s
own piece. The decision comes down fo
comman sense really: Just look ar the
different pieces and judge for yoursell
which, if any, 1o pant separately. It a
piece blocks other parts of the minlarure,
it's a pood candidare.

There are a few things to keep in mind
it you decide 1o paint your miniature in
parts, The best approach is 1o clean
them all and make sure that they fit
rogether snugly. If you want to pin them
together, drill the holes and glue a long
plece of wire into the pisce you are
painting separately—that gives you
something 1o hold onro while painting,
You might prafer to hold rhe wire in a
pin-vice, lerring you keep your fingers
well out of the way. When the painfing is

CONSTRUCT YOUR DETALL {heediasefospig

| Use putty 1o creats
a good texture for
arry spnckal locaton
wou'e I 1o suggest
Flagstore, |large
Focks, and avouative
obyacts ke soulls

using pins.
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finished, just snip the wire off 1 the
correct length and glue the pieces
together. You will always have to touch
up around the joint, but make sure the
glue is fully dry before you do-there is
no quicker way to ruin a brush than by
gerting super-glue on the bristles.

Shields are almost always betrer
painted away from the miniature. Attach
tham to a small piece of card with dou-
ble-sided tape; that way they are easy fo
remove when finished, If the back is
going 10 be visible when attached, paint
it first, then Nip the shield over and paint
the frant, Shields usually cover some of
the surface of the miniature, and some
people anticipatée this by not painting rhis
area. You might prefer to pant the
miniature completely and then attach the
shield: that way, if you decide ro remove
the shield for any reason, the miniature
is fully painted underneath,

Basing

Setting the miniature on a good base is
an often-neglected area of miniature
painting, and some people do it almost
as an afrerthought. In fact, basing is as

START COLLECTING

Keep anice array of flock handy
o el variety To your minafures.




impartant as any other stage of the
process. You'll be letting all your hard
work on the rest of the minialure go 1o
waste if you present it on 2 badly
planned and poorly finished base. There
are really no ends 1o the differant ways
you can base your miniature. We'll look
at just @ few of them here.

Standard Basing

There are a couple of straightforward
ways you can [linish of the base on a
miniature. The First is 1o use scemc
flock—fine sawdust that has been dyed.
Flack is used mainly for railway or sce-
nic modeling, and you can find it in any
good hobby shop. There are lots of dif-
farent colors of flock available, gener-
ally in natural shades of green or
brown, so vou can chocse which best
suirs the miniature.

First, pant a layer of white glue on
the top of the base, then caver it in
tleck. Even though white glue is warer
soluble, always use an old brush and
wash it thoroughly after use. When
applying the glue, be careful that you
don’t get any on the model's feet or the
siex of the base. Otherwise, the flock
will srick 10 them 1o, If you do manage
to glue some flock where you don't wam
it, make sure you remove it right away.

You can also use line sand, then paint
the sand. The technique is the same:
Simply apply the glue to the top of the
base and cover il in sand. You might
like 10 keep the sand in a shallow con-
tainer and just dip the base into i1. You
need o let the sand dry thoroughly
before yeu can paint it. Once it's dry,
you can get all sorts of good effects. If
you want it 10 look like grass, just paint
it mid green, and then delicately dry-
brush it with lighter shades.

The sides of the base can also be
painted, and again this is mainly a mat-
tar of taste. | prefer black or very dark
green, the color of the basing material
and the general feel of the model might
influence your decision. Sometime the
base will have little malding marks on
the side; just make sure these are
trimmed off and the sides are neat and
evan before you apply paint.

Scenic Basing

A great way fo add a little characrer

and originality ro a miniature is ro put it

on a scenic base. II's good fun oo,
There is no end to what you can do,

As with so0 many aspects of the painting

hobby, it pays 1o think about the

£hk -

character of the miniature you are
painfing. For example, it’s no good cov-
ering the base of a subterranean mon-
star with grass-green flock: it would be
far more in character o creaie a dun
geon aimosphers. If you are basing a
wood elf, what you really want is some
foliage fo put the madel in context.

AT a basic lavel, you can use both
flock end sand to create a broken, more
natural feel. Just paint glue over part of
the base and cover ir in flock, then
repeal the process with sand. Another
aliernative is fo use staric grass: rhis is
similar to flock bur is made of tiny
fibers thal stand upright when glued to
a base. They look almost like real grass,

If you decide to put a little more
effart info your bases, the best place
ta start is in your local hobby ar model-
Ing stare, cspecially those that cater
to railway modelers. Il you look at
the shelves, you'll find all sorts of
things that lcok great on the bases
of your miniatures.

FINISHED MINTATURES LOOK GREAT!
Your finished miniatures become a graat addition
10 2y geme session. -

Varnishing
The final stage of miniature painting is
varnishing. While it's not exacrly 2
painting technigue, it's a vital stage in
the process that protects all your hard
work, The aasiesr method is 10 use 2
spray varnish. | prefer fo give the
miniature a coat of glass first, which
gives great protection, then a covering
of matte varnish to get rid of the shine.
Make sure you let the varnish dry thor-
oughly between coats or it won't come
oul non-reflective. Some miniatures
look goad it you selecrively gloss parts
of them. For example, you can make
parts of the armor look like they have
been lacquered, or make the Fangs of @
monster ghsten. To do rhis, you need 1o
buy paint-aon gloss varnish and add it 1o
those parts when the rest of the model
has been protected in 2 marte finish.
Next month, “Role Models™ changes
tack as we'll begin looking at the new
miniatures game DunGeons Of DraGons:
CrAnri ! o
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ncounters are the building blocks
Egr“ your campaign. In bite-sized

pieces they unfold your stary,
revaal the game world, challenga the
characters, and thoroughly engage your
plavers. However, il you viewed
ancounrers as glasses of water, yau
would find thar most of them are anly
half-full. In other words, your group
only receives half of the banefir that
your encounters could offer.

Most published modules co a great
iob of sprucing up srandard dungeon
and wilderness settings. However,
designers have no way to customize
the adventura ro your campaign.

On the other hand, creating your
pwn adventures lets you customize
every encounter 1o your campaign. It
can require a lot of work, though, and
you might nat have the time for plan-
ning detailed settings and descriptions,
individual character growth, and game-
world revelarions.

The good news is that individual
encounters can do double duty. The
bad news is that you have time For only
a limited number of encounters in each
sassion, so make the most out of each
one, Squeeze every lasr drop of excite-
ment, entertainment, and campaign
valua from them that you can.

Brief Preparation

Befare your next game session, phato-
copy the checklists from this article
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and slip them in your DuwGeow MAsTER'S
Guide or clip them onto your DM's
screen. Reference them during the
game for inspiration, idea generaticn,
and a reminder ta pack lots of good
stuff into each encounter.

Before you run an encounter, gquickly
scan the checklists and look for ways to
include something extra from one or
more of the categories. Keep a pen and
a pad of paper handy ro jor down ideas
as they come to vou. Turn those ideas
into your own lists 10 use during your
nexr session,

Enhance the Setting

Varied and unusual encounter semings
are inspiring, and even small details can
make lacklusrer places memarahle.
Tweak every encounter you run so that
vour session doesn’t become a series of
boring rooms or raadside ambushes,

During the game, look ahead at your
next likely encounter, check its setting,
and decide how you can enhance soma
aspect such as lighting, footing, or the
number of challenges. Use the check-
lists for ideas il you get stuck, Be care-
ful not to add details that could
significantly disract playars or bog
vour session down with needless inves-
ligation ar speculation,

For example, you look ahead and see
the next encounter is @ bugbear guard-
room. The rcom is pretty boring as i
stands, 50 you decide ro add pieces of

The Encounter
Checklist

damaged furniture that the creatures
have scrounged up to make their shifts
maore comfortable. When the PCs crash
through the door, vou describe the
room and mention thal the party has
caught a group of bughears lounging
on divans, couches, and stuffed chairs.
This detail adds interest by making the
encaunter slightly humaorous, and it
could even provide some props during
a combat (cushions, pillows, and chairs
to throw or hide behind).

On the ather hand, it could be a mis-
take to add a large chest covered with
gold, filigreed letrering for the mansters
to use as a table. After the battle, the
FCs would be drawn to investigate the
chest, taking game time 1o chack for
traps and then searching the heck oul
of it for secrer comparmenrs afrar
they discover it's empty. They'll say, “h
must be important because the DM
specifically mentionad it; keep search-
ing!” Make sure your added deftails
become enhancements, not distractions,

World Development

Flayers enjoy exploring and discovering
your game world through their charac-
lers’ eyes rather than through direct
DM-ro-player axposition. They also find
it rewarding when somerhing they
iarned in-characier a few encounters
ago becomes impaortant in the current
session, This sort of development
makes your campaign seem more
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authentic and alive, and all Future infor-
matian that the characters glean
becomes mare imporrant to the players.

Your encounters already develop
your world to some degree, as the PCs
learn about new monster abilities, evil
NPC spells, and magic item powers.
Hawever, this game information is usu-
alty gained from direct confrontation or
after-the-fact, and it lacks that exciting
“sha!” feeling when the players put
together previously learned facrs wirh
their present situation. The solution is
to add small world details into your
encounters ahead of time,

For cxample, let’s say your PCs
defeat a goblin clan and venture fur-
ther underground until umber hulks
ambush them. There they discover the
umber hulks’ special confusion gaze
ability after several characters fail their
saving throws. The players groan.

In an alternative scenario, yvou dacide
10 add some primifive cave drawmgs lo
the goblin encounter. These crude
paintings depicr scenes of strange,
clawed creatures zapping goblins with
rays fram their eyes. Further along, the
PCs Find scenes in which goblins with
big round eyes are attacking each other
and bumping info walls. Little goblin
skulls have been drawn throughout the
pamimgs. After discovermg this fore-
shadowing clue, the PCs veniure warily
onward until they encounter the umber
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hulks. Now, the players who logically
connect the paintings with the
monsters can shout a warning, and
everyone will derive more satisfaction
from the encounter.

It your players leamn about your
world through DM monologue or
player—rather than character—handouts
rather than through encounters, then
the burden is on them to higure oul how
their characlers came by that knowl-
edge. In addirion, you can avoid awk-
ward character-knowledge vs.
playar-knowledge conflicts by sprinkling
game world information, hints, and clues
into your encounters on a regular basis.

Encounters can be far more than a
sequence of rooms, caves, or wilder-
ness areas that lead characters to the
climax of an adventure. While you plan
or run encounters, always keep an eye
oul for ways lo enhance them so that
playars can learn 3 lirtle more about
their character or your game world. I
also helps to enhance boring encoun-
rers by emphasizing some element of
the area, such as lighting, fooling, loca-
tion, number of challenges, or weather.
Think of encounters as mulri-purposa
DM's tools, and wield those that you
have time tor to create the most excit-
ing and enfertaining session possible.
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Gor a good one?
Send it in!
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YOUR Dware CLERIC TURNS HIS LOMBIE TROGLODYTE.
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~The days of 2=Dimensional Role
' ]Jh}nlﬁlﬁmnn are coming to an
end.’
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} dventurers, your worlds
B2 are about to change....

: ¢ next generanion of PC
adventures is almost here.

I ncredible new =Dimenstional
RPGs like NeverWinter Nights™, ==
Wizardry 8" and Pool of P
Radiance: Ruinsof Mych - &
Drannor” will soon arrive on your |
PC. Thq will bring, s.!':unﬁing |
graphics and vast new ;D &
worlds, but they will require

‘much more power than = -

rodays 2D games .L‘ MRS
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il s your PC ready
i to Flla‘:,' in them®?

Before any new adventure
you must arm yourself with
the best weapons available.
To get the most out of these
or any other PC Frﬂu with
demanding graphics you need
a PC with serfous fircpower.
You need a PG designed for

ing, built by a compan
ar ?Edfrﬁtahr:h the nr::acd:;-
of gamers, When the 5
are ready for you, your
must be ready for them.
You nced Balcon Northwest.

OUR BEYBETEMSE FEATLURE
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A new RPG creéated by Chris Taylor., o #

Coming soon. M
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microsoflt.com/games/dungeonsicge



