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In 1974 a new phenomenon burst onto the cultural

scene: the Dunceons & Dracons® game.
£

Armed with dice, pencils, paper, and rulebooks, thousands
of people set forth on a quest of the imagination. Along
the way they battled monsters, discovered treasure, and

trekked through countless dungeons, keeps, castles, and lairs.

The Dunceons & Dracons experience created an industry.
Not only did it spawn similar roleplaying games, it had a
profound impact on the burgeoning computer gaming
industry. Around the world and over the years, people from
all walks of life joined in this game of monsters and magic.

This book is a celebration of that phenomenon and
a tibute to the millions of players who brought the

Dunceons & Dracons experience to life.
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THE ADVENTURE BEGINS
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Chris Prynoski

Statistics and Attributes: Chris Prynoski is the founder
and owner of West Hollywood's Titmouse, Inc. animation
studio. He has worked on such shows as Beavis and
Butthead, The Osbournes, MTV Movie A wards, and Downtown,
Currently he is the Supervising Director of Cartoon
Network’s new show MEGAS XLR.

Description: “You're standing at the foot of an altar, built
upon a rock embankment, overlooking a great valley.
There is a dense forest to the west, a small cave opening
in the mountainside to the east, and a stone citadel on the
road ahead. What are you gonna do?”

“What do you mean, “What are you gonna do’? Don’t
I have to roll these fucked-up-looking dice or something?
What am I supposed to do?”

“You can do anything.”

“What's anything? What are the rules?”

“The rules are you can make your guy do whatever
You want.”

“Are you sure you know how to play?”

“Yeah, dude. Just do somethin g

“Okay. My guy pulls down his pants and pisses on the
altar.”

“Are you sure you want to do that?”

“Yeah, yeah. Let’s get on with it. .. What are you doing?”

“I'm rolling to see what happens to you”

“Shouldn’t I be rolling to see what happens to me?

“T'm the Dungeon Master, dude.”

“What?”

“The clouds open up, and a giant bolt of blue lightning
shoots down from the heavens, striking you and frying
your ass to a shriveled-up, black piece of bacon. You're
dead, dude.”

“This game is great!”

In the fall of 1982, my good friend Andy German
invited me over to his house after school. His older
brother had introduced him to a game called “D&D"” and
We were going to try it out with a few of our fellow ten-
year-old companions— Dave, Irv, and Michael. It was
a life-changing experience. I put my Star Wars action
figures in a box and never looked back. For the next four

years we got together and played every single day. We
couldn’t conceive of doing anything else.

It may have been an im aginary, fantasy world, but it was
real to us. We knew our characters better than ourselves
and treated their situations as seriously as we would any
in our own lives. Experience points were more important
than grades. Magic Wweapons were more important than
food. The death of a player character was a tragedy as
terrible as losing a real brother.

Dungeons and Dragons opened our minds to the fact
that life had no boundaries. It wasn't played out on a flat
board with pieces that moved around a determined path
— it was open to anything you could imagine. D&D was
“thinking outside the box” decades before that stupid
expression existed.

I believe that role-playing at an early age really hipped
me to the fact that one could do anything in life. The only
path available isn't the boring job in the boring suburbs.
There are as many paths as you want to take. And if the path
you want doesn’t exist yet, you can 8o ahead and make your
own — even if you have to kill some Bugbears to do it. w




Cardell Kerr

Statistics and Attributes: Cardell Kerr is the Senior
Systems Designer for Dungeons & Dragons Online at
urbine Entertai ment Software
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Description: wiNhat do you think they mean when they say
20-sided dice? 1 thought they only went up to 6 sides?”
Tronically, d to search
high and low for a i
we had inherited our

Finally, 2
some at a loc ic book shop-
we all regarded the plastic containe
glee, staring at the multicolored crystalline dice, being
amazed by the varieties.

1 remember buying tWo
dg, because MY character us
it to deal damage-:
house and peing quite didn’t have 2 diz,
since back in the day weapons did different damage to
different sized opponents'.

n retrospect; 1 think the only thing W€ looked for

dice was a person 0 actually run 2 game.

aster was hard work, especially inan

age before gaming ints, like MaGIC: THE GATHERING

stores and Internet Cafés- After a few weeks, one of our

friends finally decided he'd waited long enough, and was

willing to run @ game.

i pack, it wasn't a cohesive game: We

1ds in a sewerl- Did I mention they were

s? Wow . : - thinking about it, i8 almost

n, kobolds would never ride dragons!

t we were hooked. We woul

gather together during Tecess and plan out our mext

adventures, allocating our party roles like other kids

were allocating friendship pracelets. 1 would t}rpical‘i}r

end up as the wizard, since most other people didn’t

want to learn the spells. But almost no on¢e wanted to be
the cleric. Oh how young we were!

When we all got to high school, the mood had changed

. ad20anda
dl needed

a bit. Some friends stopped playing b
many as you would think. Meanwhile ©
; interested in “getting 4 game together.” 1t was at this
ould all carry 2 story well enough to actually
i jod of time where
campaign an
Mountains that
and amazing

stunning

capture the play

were never in the same

use of existing spells for stunn
focus this time- Lightning bolts used t0 bounce,

was also the time when We learned the pomenclature of
"OPﬁmal spell placement." It is a mantra that will not
_ cannot —be forgotten.

Nowa been playing 2 bit with d20 modern.
Guns and D&D 1d have thought anyone could
pull it off! But then again, e current staff,
along with the amazing revisi in 3.5, 1 can’t
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A GATHERING OF GAMERS |
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Ben KWE"e.-

Statistics and Attributes: Ben Kweller’s second album, On

My Way, released in April 2004,

Description: | 8rew up in a small town north of Dallas called
Grecnville,Texas.The first time heard about D&D was from
aneighborhood friend. There was a kid in the neighborhood
two or three years older than me - his name was Casey
—and he always talked about Dungeons & Dragons,

I was eight or nine when I first learned about it. We
would go to the bookstores and sit there for hours reading
the books because we didn’t have the money to buy them,
We were fascinated by this fantasy world set in medieval
times, with heroes angd sorcerers. We weren’t able to buy
the books and actually play, but we dreamed about being
in that world, We would go home and draw pictures of our
characters. We didn’t know al| the rules, but | remember
I had a trampoline in the backyard and wed act out our
games and play out our characters.

That was the first time | really got bit by the bug. It took
me many years to actually get my first game. But I always
dreamed about playing.

There were about four of us who would get together
and play, but in my town there wasn’t 4 huge outlet for
gaming. There was one comic book store, but jt was a lot of
older people that would always play and I was not in their
group. . I would hang out there and watch people play. I
wished I could play too, but they thought I was too young.

One year I was at summer camp - [ was about thirteen
—and I played my first game. We had a free day and there
was this really cool kid with jet black hair, I']] never forget
him. He had ; backpack full of every book: the ranger
book, the rogue book. They looked like bibles with the page
markers. I just thought he was the coolest kid because he
had this backpack full of these amazing books. He was the
Dungeon Master, and | played my first game and loved it.

About two years ago I finally got myself a lot of the
books and started playing games with some friends,

I'm a half-elf ranger. I love rangers, especially with the
new 3.5 rules. [ love the stealthiness - it’s not quite a fighter,
and you have a few spells you can cast. It justa good.. . . it
reminds me of 3 Navy SEAL.You can almost do everything.

Ilike to create characters that are like me, that are smal]
and fast. I've never really wanted to play a dwarf or 4 big
barbarian or anything,

When I was young, I read a ton of the Dungeons &
Dragons Choose Your Own Adventure books, Music’s
always been MYy one passion in life. | hag piano lessons
when [ was growing up, but [ never Wanted to practice the

Piano lessons I was given. I would take 2 few chords that |
could get and make UP my own songs. I think for me early
on when I was younger, reading wasn’t as much fun if it
was something already created, could really relate to the
Choose Your Own Adventure books because I was able
to be a part of it and make a decision, Otherwise 14 get
distracted or bored, So I was really into Choose Your Own
Adventure, because I had a say in it.

That's what I love about Dungeons & Dragons: You're
Creating reality.

When I was 2 kid, it was hard because | always wanted
to play but couldn. Now, on tour after the concerts in
the hotel rooms or on the tour bus, we play on the road
during our down time. My sound engineer is our Dungeon
Master, my 8uitar player is 3 cleric, my tour ma nager is a
fighter, and I'm 2 ranger. As a matter of fact, the name of
my publishing company is Twelve-Sided Die Music

Brian, the DM, had Played for years. I've really been the
ringleader. [ was, like,“We gotta do this!”

My tour Mmanager especially has taken to the game, |
mean, we're so into jt! It’s really just now ten years later
that I'm Playing it for real, I've just had my first three
consecutive sessions.

But most ofall, | remember back to that summer camp,
[ remember lying on the carpeted floor of the clubhouse,
and this guy with his backpack full of stacks of books. I was
in awe of him. -
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Wil Wheaton

Statistics and Attributes: Film audiences first met Wil
Wheaton in the classic film Stand By Me, while television
audiences followed his journeys on the starship Enterprise
in Star Trek: The Next Generation. Wheaton, 32, recently
life with two books:
Dancing Barefoot, and Just A Geek. His personal website at
www.wilwheaton.net is one of the most popular weblog
sites on the Internet, and was recently named Best Ceh‘brif_y
Weblog by Forbes.com.

Wil is a life-long gamer, and his column Wj; Save
appears monthly in Dungeon magazine.

Description: At Christmas 1979 my great aunt gave me
the red box set of D&D that had the basic rules, the
stapled Dungeon Masters Guide, and the Keep on the
Borderlands moduyle, It had the old dice that you had to
color in the numbers,

She said,“I hear this is 1 game that the kids really like
to play, and I think you'd really like it because you get to
use your imagination.”

When I sat down and started reading, my head
immediately filled with images of dragons and orcs. I'd
never heard of those things before — [ was a little young
for Tolkein and | didn’t know what an orc or a bugbear
was. But I thought it was the coolest thing!

Fifth and sixth grade was when | really began to play
extensively because a ot of kids in my school were really
into it. One friend had a ton of little lead figures and
pieces of Styrofoam that he had cut to look Jike bricks and
then painted gray. We used to build dungeons all over my
bedroom floor,

I always liked being a wizard, because | thought
they were super-cool. Nowadays with Thirg Edition |
play monks and rangers, but when I was a kid I'loved to
play wizards. In rea] life, I've always been slight and not
especially strong or big. Instead I've been really cerebral,
Unlike some Players who wanted to portray characters
very unlike thcmse]ves, I wanted to play a wizard who
was my idealized version of myself. Wizards are based
on Intelligence and Wisdom rather than being based on
Charisma, like sorcerers are in Third Edition, I always
wanted to be 2 wise, intelligent person, so I was drawn
to wizards,

I think the FORGOTTEN Rearms setting is fantastic. [t
reminds me so much of Middle Earth, My friends gave
me the ¢ampaign sourcebook for my birthday a couple of
years ago. I find that D&D manuals, especially the Third
Edition manuals, can be read kind of like the appendices

in Return of the King.

I stopped playing during Second Edition but started
up again with Third Edition. I went to my local Wizards of
the Coast store every day for a week ahead of time, trying
to cajole the Manager into letting me see the stuff before
it came out. When the first set of core rulebooks finally all
came out I stuck them in my backpack and carried them
around everywhere,

Nuwadays I DM a lot. I'm teaching my stepchildren,
who are twelve and fourteen, to play. It's so great for me
to sit down with them and describe 2 dungeon. I was
doing a hack-and-slash dungeon one afternoon, and | put
them in a really big empty cavern, I'm describing this big
empty cavern to them, and they can hear water dripping
somewhere, and there’s this breath of wind across their
faces. A really awful smel] comes from the back of the
cave.They both looked at each other, and I could see they
were putting two and two together,

My older stepson said, “Stop! I know what it is!”

I'd made a bunch of bugbears standing over goblin
corpses, and that was what they smelled.

Roleplaying games are incredibly interactive. [ tel] my
kids all the time that when you have free time it’s fine to
watch aTV show, but try to strike a balance between using
Your time in a ways that’s entertaining but also enriching,
And roleplaying games are incredibly enriching, u



statistics and Attributes: Sherman Alexie is a poet,
novelist, author of the screenplay for Smoke Signals, and
one of the most clynamic forces in modern American
literature. He lives in the Seattle area.

Description: 1 first Jearned about DUNGEONS & DRAGONS
when I was eight or nine years old. Maybe older, maybe
younger. The Spokesmml-Rm!iew, the only paper in
Spokane, Washington, sixty miles from my reservation,
published a story about a local hobby store that was
home to a dedicated group of men who were conducting
2 months-long DUNGEONS & DRAGONS campaign. The story
was accompanied by a four-color photograph of a chubby
man leaning over a table decorated with tiny plastic trees,
boulders, and castles. He looked like a Twinkie—addicted
giantas he stared at the two-inch-tall lead miniature figure
of a medieval warrior. That little warrior was muscular
and fierce and heroic, completely unlike his owner. That
hero was the fantasy doppelganger for a chubby gamer
who probably couldn’t have run a mile without serious
heart damage. Other readers might have laughed at the
story and photograph. Heck, ninety-nine percent of other
readers probably made fun of that guy. But I was in love.
Well, not in love with the guy, but in love with the slightly
crazed look in his eyes. There was a mysterious passion in
his eyes. Something mystical. Yes, I said it. It was mystical.
Maybe mystical is not the right word. Maybe there
are no words to explain why the story and photograph
appca’led so strongly to me. But I’'m a writer, sO I have to
try to find the words, enit? So listen: I knew instantly that
I wanted to play the game. Moreover, I knew I would love
the game and play it and love it forever. Can you fall in
love with a game? Heck, can you fall in love with the idea
of a game? Idon’t know, but I instantly wanted to become
a weird obsessive-compulsive geek-boy gamer. Other kids
wanted to be U.S. President or quarterback for the Dallas
Cowboys, but I wanted to be a twentieth-ievel warrior with
triple-digit Strength and Dexterity. | wanted to be heroic.
So 1 bought used copies of the DUNGEONS & DRAGONS'
books and played the game mostly by myself. It’s hard to

Sherman Alexie

find sympathetic gamers anywhere in the world and pretty
dang impossible on the Spokane Indian Reservation. 1
created campaigns and dungeons and heroes and villains
and played all of the roles. I was the Dungeon Master and
the courageous and hapless adventurers. I was the wizard
and the warrior and the elf and the dragon and the orc
and the troll. I created entire worlds and tribes that I could
control. I was a small version of God.

My family is troubled and has nearly been destroyed
by poverty and alcoholism. My tribe is even more troubled
and has nearly been destroyed by more poverty and
alcoholism than my family has. ] was a little boy growing up
in a dangerous world where nobody gave me the chance to
make a saving roll. And yet, while playing D&D, 1 pretended
so often to have courage and strength that I learned how to
display courage and strength in my real life. 1 love D&D, the
game, because I never thought it was a game. i

Sherman Alexie's essay Is copyright Sherman Alexie ©72004 and appeart by permision of the author.
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Ralph Sanchez

/

statistics and Attributes: Ralph Sanchez is a former production
executive for MTV Networks.

Description: | remember the moment as if it was only yesterday.
But it was really twenty-six years ago almost to the day.

It was a chilly day in early February. Second semester was
about to start.

I stood at the doorway. I listened. Somebody said the words,
sroll for initiative.” T was about to step into a new world.

It was 1978, and I was halfway through my sophomore year
at the University of Southern California. Still living at the dorms,
one Friday night I wandered past an open door near the end of
the hallway. Even over the Aerosmith blaring from two doors
down, I could hear the strange conversation that was taking
place in Dan’s room. Phrases like, “what’s your armor class,”
“'m checking for secret doors,” and “conjuring hold portal”
were being bandied about enthusiastically, as if the guys in Dan’s
room were participating in some sporting event. .. yet, they were
as static as three guys sitting on top of dorm bunks.

“What's this?” I asked, poking my head in.

Dan simply said, “DUNGEONS AND DRAGONS.”

[ don’t know if it was the fact T was on my third beer, or that
my girlfriend was studying for a final and was half a campus
away, or that I was just plain curious — I ventured into the room
with a “Say what?” and a sudden desire to join.

DUNGEONS & DRAGONS soon became part of my life. At USC, it
was mostly every Friday night that at least five of us would
gather for an adventure. Dan started running a campaign. He
was our DM. I was the initiate. So was another buddy of mine —
fresh fodder for the Dungeon Master to torture. It was a perfect
time for me, oo, to be getting into a game that demanded so
much imagination from its players. I was on my second
screenwriting class at SC, and the interactive storytelling that is, in
my opinion, the basis for D&D helped my developing skills as a
writer tremendously.

Of course, it was also a heckuva good time.

One of my first characters was a Paladin-wannabe fighter
whom I uninspiredly called “Arthur.” Our DM thought I could
do better. Well, I quickly changed his name to GoForlt. Okay, so
maybe 1 was breaking a little bit of the mood since the others
were calling their characters Alagorth and Blortok the Great, but
I thought it might be fun to have a noble warrior with a blue
collar name and personality.

GoForlt turned out to be one of the great heroes of the
campaign we ran that year. He was also a huge pain in the butt.
You see, GoForlt was completely committed to stamping out evil.
All evil. Anything that he ran into that even smelled of evil, he
would lunge after, raising sword high over his head, and
exclaiming in no small voice, “In the name of God!” He would
charge into the fray almost without thinking, If it was orc, kobold,
or goblin, he would dash and slash. He was a berserker paladin.
Even when faced with a foe that those with reason would
recommend a hasty retreat from, GoForlt just charged with his
all-too-familiar war cry. He charged a Beholder once. The
outcome was not pretty. It’s a good thing there was a high-level
cleric in the party that day.

GoForlt learned a little about restraint when one time, he was
hit by an arrow in his left shoulder blade. The arrow came from
one of the party members. GoForlt was trying to charge a Balrog
that time (yes, Dan ran Balrogs in his dungeon!). His party
dragged him into retreat. From that day on, GoForlt learned to
play a little nicer with his friends.

The thing that kept GoForlt valuable to the group was his
uncanny ability to always hit. He would roll more hits than the

laws of average would supposedly allow. He rose quickly in
experience and rank, and was soon one of the leaders in the
Quest for the White Sword — the campaign that lasted the rest of
the school year. There was a final confrontation that took place
over Memorial Day Weekend. Three straight days of D&D. The
party confronted the elusive but legendary “Death Dealer,” a sort
of medieval Darth Vader, who had stolen the powerful White
Sword (this artifact could open portals between dimensions,
aside from being a really good weapon). We won. We took the
sword back. Our Memorial Day Weekend was a celebration of
our love for the game.

After college, life happens. The opportunities to play D&D
seem less and less. But the fond memories of the games shared
with friends keep tugging you back to an occasional dabbling
into the arena. For me, as [ tilted at the giant windmills of the
entertainment industry in order to get a job in television, Dé&D found
me again and was instrumental in helping me get my first “real” job.

In the fall of 1983, CBS was airing the animated children’s
series, Dungeons & Dragons on Saturday mornings. I just so
happened to be working at CBS at the time, as an assistant to one
of the directors of prime time programming. | eagerly watched
the show. I liked it, despite the obligatory funny unicorn that was
inserted for comic relief and to push plush merchandise, no
doubt. Still, this was D&D. On TV! Suddenly, I was sparked to
write a treatment for an episode. I showed the treatment to the
executive overseeing the production of the show, and he liked it.
Before 1 knew it, I had an interview with the head of Children’s
Programs at CBS, because they thought I had captured the
sensibilities of the show, and because, more importantly, there
was an opening in their department.

1 was hired a week later all thanks to D&D.

By the way, the episode I wrote — it was about how the heroes
encountered this Death Dealer. Sound familiar? Well, they say
you write best about what you experience. And for me, the
experience of DUNGEONS AND DRAGONS will be part of who I am ¥
forever. It is a fun and influential part of my life. Itis a small part s
of my current life, as I have DM’ed once or twice for my own kids. ' ’
The legend just keeps going, and going. . .- =
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John Rogers

statistics and Attributes: John Rogers created the hit
WB Kids show Jackie Chan Adventures, has written
over thirteen feature films, and is currently executive-
producing the TV show Global Frequency for the Warner
Bros. Network.
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Description: “We don’t want to go into the cave.”
1 stared at my sister and my friends. But the graph-
paper maps were all done. The monster stats. The random
treasure tables! How could they not understand?

#You said there were ruins near the village. We want to
o there.”

I slid the graph-paper maps away, stuck a thumb in the
Monster Manual, and started, well . .. winging it. The mad
king, the bargain with the monsters, the betrayal by his
daughter — I was just telling a story My first story. I had
no idea I'd be“just telling stories” for the rest of my life.

Obstacle, conflict, resolution, complication — people
spend years at college learning to master these crucial
writing tools. 1 learned them through the tiny arrows
leading from room [“obstacle") to room {”compiication”} in
theVault of the Drow.1learned about good characterization,
cliffhangers, and reversals. All good TV shows and movies
create their own internal, consistent worlds. So do all good
Dungeon Masters.

And most important, when 1 came to Hollywood, the
DM'’s greatest tool was mine: the ability to lie quickly
and enthusiastically. It doesn’t matter how off the rails a
story meeting goes, what insane question a producer asks,
or how vast a rewrite we need in an hour, 1 can always
convince people that whatever I'm spewing out was my
clever plan all along.You think an angry director is tough?
Nothing compared to a PC arguing over his beloved
paladin’s death, my friend. Nothing,.

It may be my mid-thirties talking, but 1 pity kids now,
playing alone in video simulations of someone else’s
worlds. Worlds where if you don’t do the“right” thing, you
don’t “win.” 1 played with a group of friends. There were
no limits, and the world was ours. (And we had to walk to
our games in the snow, uphill both ways, but that's another
rant. . ..) The rules were often impenetrable on the first,
third, and fourteenth read-through, forcing us to teach the
game from generation of gamer to generation of gamer.
Fact is — although it may have been an accidental by-
product of some very bad copywriting (you know who you
are) — DUNGEONS & DraGoNs is one of the few remaining

oral traditions in our high-tech world.

Thirty years of D&D has also produced an entire
generation of players who are out there now, in all walks

of life. They're particulariy heavy on the ground in the
entertainment world, using all those same lessons I
picked up along the way. I recently started playing again,
something I'm not shy about telling people. 1 expected
a bit of mocking from my fellow writers, but almost to a
one the eyes go wide, the jaw drops, and I get a whispered
“No ...way”

How ingrained is D&D in Hollywood? 1 once walked
out of a meeting with a studio president during which one
of his less-important execs had interrupted with an idiotic
pitch. In the hallway, one producer turned to another and
asked,”Who was the dude with four hit points?”

My friend Andrew Cosby (creator of the TV show
Haunted) was recently in a meeting with an Oscar-winning
writer-producer.The writer, discussing a character in a $60
million script, said “He’s like, you know, a multi-classed
fighter/thief.” After an awkward pause, the writer chortled
#Come on, 1 knew you'd get that reference.” Andrew
nodded and picked up the phone.

There, in the middle of an insanely important meeting,
he took time out to dial his mother back in Georgia. As
soon as she picked up the phone, Andrew yelled into the
receiver:“1 TOLDYOU IT WASN'TTHE DEVIL'S GAME!”
and hung up.

Sweet victory at last.

So next time you're in LA, give a yell. Bring 4d6 and
come with me.. .. i}
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THE FORGOTTEN EALMS

BY STEVE WINTER

WORLDS OF IMAGINATION






sElesa T e

h ]
Ushe.f

i A
B — P, -
M~

——

|

o fr

L ‘I-"-'L.'n "
‘P‘Ji-m-d o
CI{PE‘*"}IS.

¥
fed
I
|'.'|l1|,_§,_
o g
-'lF!l;I..,.‘

B

3 Conc, .

St ;‘-r”',!rrj'.] ?

3
ey ; .

1]
“ouly m



|

! Ed Greenwood, crearor of the ForcorrEN Mo, that's o Dungeon Master to Wargame session or diseussion of Fartasy

I I _ Reatmscampaignsetting, is theauthor of more  dream obout! bosks V'd ever participated in, vp urtil
| i than 2 hundred novels, articles, and roleplaying | First set eyes on the qame o then, seemed to plunge straight info
| products set in the continent of Faerin. His  |ittle corlier, ot the much-loved Toronts dispurtes.) Regarding them as a Fascinating
latest novel is Elminster's Daughter. sF bookstore Bolka, (Which recently but Flawed experiment, | bought them on

celebroted ite thirtieth anniversory, olbeit  the spot.

| didn'+ really Fall in love vith Duiseows & in o new locadion and several cwners Why? Well, Im both o gamer and the
Deagove undil on unforgettoble moment in o |oter) The Boktka of “then’ (197S) vas sort of Fan vho alvays boys ‘companion’
sun-dappled rouine when o beautiFul Yeuhg g frensure—frode of shining dreams, and concordance. books, quides to
woman in armer extended her hand (the with Fortosy and science Fiction books Foeries and little pecele, Yomes Fhot mop
one that wasnt holding o drown $wiord) for jostling with pule magazines, decaying and ehort Sherlock tolmess aduentures
Hhree qamers to 1"15‘5"""& of them me-and  cod caperbacks, and glorious Fartosy or the life eyeles of dragens, and so on.
soFtly bade us to Come, play with me’ art books. It was dingy and erammed, vith | showied the rulebooks 4o my Friends

homemade bookshehies bultt around magnif  because they seemed fo offer a secret
icent old alags—topped drugstore cobinets,  possage Yo the glory of the fioly Grail

fo use aleny ineh of spoce., of our fondom: When on auther dies or
Mevie posters and Middle Earth stops wrifing about Favorite charoecters
Figurines, maps, ond forot decks were © or an imaginary world that you really love,
stuffed in oround the books. One whot hoppens to the charosters next?
windowsill wos fome to the “Wont We ached 1o Encw, We had to Enow.
£t or “not really sure why it's Ok, e could vrite our ovn stories obeut

. here stufF the characters, but we ¥new as we vere
; Which is Where | found three doing se that we were, vell, quessing
little pamphlets-ehasbocks, really. blindly. Making things up. only the outher
A single set of the precious First  Enew what happened o that weorld or
edifion of DED, net very impressile  those charocters “for real. (Roger

4o look at and obviously shoved 2elozny's First eyele of Amber novels
W oo thesill because someone else was coming out then, and we spent hours
“Hll Hhought o Yoo eagerly speculating obout which family
o Madly-in-love-with—Fartasy member wos behind this or That affock on
I dreamer that | was, | seized them, Lorviin or plot agaimst Amber.)
glanced through them, and thought, So e 4ried DED, and ended up with—
Greot iden! But how will this arguments,
Dungeon Moster and the players Then came the a booklet, and The
keep their storytelling From Derson magazine, and the Monster Manval

degenerafing into ... ond picce by piece, TSR put the Holy
arguments? GCruoil infe our hands.
(Almest every Thank you.




=
2
[
<
=
Q
<
=
[T
(o]
vy
[=]
o
[-4
o)
=



















=z
o
—
<
-
0
s
=z
B
(o]
w
(o]
-
-4
(o]
=




ed co
liveg in 1975
- As is, we

COmputep tribute ¢,
8ame yy40 called DNGEQ i
Names weopa

» Since only gjy letter
lowed, 1 followeg Ist Editiop lles, Printing tp, .
SCript thag Computep DM “sp,, e.” Playerg chose ap action
or eye Tacter opn €ach Tegular o
EXplored, £, d rando
EI'ICOLIII'I ters

Melee royng as the
m Monsterg, and faceq €ach of the 8ame’s
.Al'though DNGE(Q, istoricaj Significance as
the firgg Compy, RPG, was 8rueling ¢, Play. If thea Compuyteprg
terminag were croy, ed, a Tfandom eNcounte, could taje
orty-fiy, inutes ¢ Tesolve, At , whopping 32K of Compuytey
Memory, j Was tog fo Many college Systemsg,
When 0 got black-and~wbit Monjtorg Instead of
teletypes i, the Compyte, center, | adde, a1 optiop ¢, dfspl‘ay Nnovatjye and
4 Map of the Party’s Iocaﬁon.AHom‘ng for infravision and line. CVerwinter Ystem tha has became a
-sight, th, map yge asteriskg, dashes , d the Capital Jete, Perennja) best seller,
O Create jig lines ap, ings freshin he screep as the As thig jg Written in 4, our team a¢ Stormfronhs Workin
Moved sty ea it of ty seconds as it Unfurleq ONanew Dy console actipy advengyre ith Ata ! buiiding on
one roy of Symbols 5¢ the techng], Ur game The Lo the 185: The Tiyg
Was seyen Years latey, In 1982 . €N I again had the Owerg {pubhshed by EA), er DNGE t32, €s and
chance ¢, Work on &D, hen atte] acquired fjq rights ¢o do Teasureg Tarmin 7, 8,000, today- deo 8ames cop their
the firgy lectronjc D&D ame. I joine Matte] 55 one of the Sizes jn billiong of bytes Where ¢, ld gameg Were createq p,
Ve origing] In-hoysa Programmerg or Intelljyig; - Written single des; er—pmgrammer; teams of fifty T more Peop]
the strae title pia, and by 798, led Ntelliyig;, design Collaborage tod,
8roup, | Couldn’t 1€Ve our go, luc tting the Tights ¢ N the eng, ho CVer, it jsns iMportant that jp the197p, a
7and our g Create 'GEONS Ay Dracoyg Treasires D& 8ame ;¢ Playeq With teyt Printing slowly o an old
f Tarmin, With a gim, ulated 3p Point-of. EW disp], nique teletype, isn’t jm rtant that ¢ €ars later 5 8ame
N a yide, 8ame worq dominated by sports and arcade titles, as the ¢ Mmati 8raphics, S0aring mygje and realjgg;. sound
Treasyreg of Tarmip Was a succegg even ag Many othe video effects of todayg bfockbusters.
8ame genrag began ¢, fade, fter aJj i3 said ang g €, DuNGEons AND. DRagonsg is an
€ven yearg Passed ag5ip before My next ch, €to create enduring 8ame j Yy form, It i a landm culture
a D&p ame, | haq foundeq AN indepenq nt deye Opment that hag affected 1
COmpany, called sy, ™Mfront g¢ diog €re workin f
ith g4 Publishe, SSI on es g
Realm S in thejy famoyg “Gol
all myjg a

: ark in gy
not jugt my life byt the Jiveg o
Ot people around ¢he wo, it i
& Forgotten f friends at Y Milliong ¢ play
0 Box”ser."e . i Massjye ﬁch’ona! Worlds, j; is the am
ayer roleplaying Sames 4 ext, not 8Taphicg, 1, Dragong that c3 3
display the action — Setting Pictureg on the Screen Seemed
’11' €an Unattainapa oly grail, 1 had wo, i
n the €arly days of AOL

-l
OF Dungegn, and

i nd ufﬁm.ately fulfills us,

am intenge Y Proud g, hay, been lved in the firgt

€d with Steye Case thirty Years of Dgpy Cannot w4 €€ what the next thirty

» and kney, that we could create N years of the game wil] bring,













BY STEVE WINTER






















_-..l.a[rh_h..l.l. e -, i —

e 'NOILYNIOVWI 40 SAT4OM
o T T R

—m—
II_,

o
@

o

~f




nline with Turbine
ntertainrnent Software

Description; I've always pee
Was taught the basics of ch
and | g, inventing

resolye disputeg betw
by ten, | first en

N a gamer., | think
€8s at sjx 5

always Considered
nds. Friends helpeq

eir last

quite that
Otypical) talking witp, Y 8aming group
. about hoy, cool it woylq be to haye S0me wjp
€an become the of Playing D&D in Some sort of”cyberspace.”
d often in Fast forwarg to oday, and ap idle geek
whom Jrye Team is fagt becoming a reality,
as become our expecte '

nds to pe e
ard what

Xcited beyond
Project I,

as
action (positive, but not
€xuberant) Was a shock to me at first, py¢ it
ver be forgotten quickly became clear, Dungeons & Dragons
en whep I'starteq Online would pe 4 8reat thing, by they hag
Computer 8aming: Barqre Mmore Pressing questions to ag) .. like how Jop
Y Wizardry, Moria, some of the classics, N Was I going to pe in town
riends anq | were becoming Vaguely aware that dice?

> and did | bring my
n
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L “Massively Multiplayer Online Role-playing Game
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due to DUN
first generation of these games and their
Dungeon) ncestors id was based on the &D ruleset
And sinc *m working Dungeons Dragons Onling,
owe a very direct debt t0 &D formy current job-

But the reason Why I'm a content designer
pecause of a short story 1 cad in DRAGON mag

uThe Test of the Twins,

O when 1 was eleven years old.
Margaret Weis, was ™Y first exposure to the world

DRAGONLANCE.
Caramon, a

@ characters seemed more real, ™
jends and 1 had put together
o abilit

were really just exercises 1M
characters and getting P at loot — @8 said,
was the precursor of RPGS) ou a sense 0 a :
anted all ™Y &D experiences to anart form, ONe in whi i so much to Jearn . - -
ther- but that 'm on the path @ ¢ Raistlin.
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Descr!pﬂon: M < ‘ays cncuumged me )
'S despite 4] of the Negative pregs it was

00ks ang my ncvehending fmaginaﬁon Was that | was
always elected ¢, be the Dungeop Master, | Would spenq all
my time drau-'ing Up my Jategy dungeop Onmy padg nfgmph
’ Paper for ., friends ¢, thread the;, way l‘hmugh.
Was in my early ang mid teeng that [ v able tq start
Stocking UP on the A D Moduleg, | loved €ach ang every
One of them, but My all-time r'm-'ari'res were the g and C
Series of Modules, The absolyte king of the €rop for me was
3, The Tomp of Horrops, That dungmn was the Mmost eyj],
de\'ious, and €njoyable | €ver had the Pleasyre of torturin
my friends with, 1-\-’hum'\-'er I broke out the Module vy, my
riends, they kney, that it vy, time o retire the Characters
and start fresh. No one €Ver made j; thmugh, but they never

’ foOmplaineq and always enjoyed the ch.‘iHungc

°n

credit ¢o D&D fo, Sparking My passion for Saming, While
Most of the 8ames | Worked o, Were in 5 Moderp day or gc;.
I Setting, Iah\'a’\'s Spent my Spare time l)uiiding 8othic ang
Mediey,] levels fo, People tq Play. Now, here | am, so m, ny
Years Jater doing What is the COmbinatjo, of al] MYy passiong.
am Playing Dungegp, Master i What could pe Considereq
the biggest D&D Campajgn of all time. B










Statistics and Attributes: John Frank Rosenblum is a writer
roducer who has worked on such shows as Doctor
Mimic, and Immpostor.

and p
Who, Trailer Park,

When 1 was a kid there were two things 1
of: DUNGEONS & Dracons and Doctor
Who. 1 went to visit the set of Doctor Who when I was ten,
and 1 knew right then that I never wanted to work a day in
my life—I wanted to be a producer! When 1 went to work
on Doctor Who, I was awestruck. It was my chance to work
with so many people I had admired, adored, and idolized.
[ was sure that all my dreams had come true and that the
excitement would never wear off.
Since then, 1 have had the pleasure of working on
many television shows, documentaries, and feature
films, allowing me to experience things 1 never would
have dreamed of twenty ) ad my film

at Sundance, sat next to QOscars, and
waited with Michelle Pfeiffer at the Emmys. 1 have met

the President, been to Buckingham Palace, and eaten with
Steven Spielberg: 1 have sat in the captain’s chair on the
bridge of the starship Enterprise, spent the night at the
Big Brother House, and stood under the English Channel
on the dividing line between England and France. I have
partied backstage with Phish in Amsterdam, Madness
in London, and They Might Be Giants in Athens. 1 have
hoisted a famous actor’s Ferrari out of a swimming pool,
had an Oscar-winning director throw a coffee mug at my
head (he missed), over Harrison Ford.
And yet, these things no longer give me that golden glow
they once did. 1 worried that I had become 00 jaded and
that I would never again feel that sense of exhilaration.
Luckily, even though the reality of living in the movie/
television business has made me immun€ to the excitement
of standing behind Jim Carrey at the buffet, I still get goose
bumps when 1 think about the first time 1 opene the
D&D box. And even though 1 had played D&D on many
a production set (with everyone from grips to stars), I had
never met anyone who actually worked on it. S0 imagine
my surprise when | discovered in the middle of a meeting
that the people 1 was dealing with were previousiy from
TSR. In front of the studio executive, the rights holder, and
the development people, 1 blurted out, “You worked on

Description:
couldn’t get enough

¢71 was struck with awe.

Now that I have subsequently met Cindi Rice, Ed Stark,
Peter Adkison, Ed Greenwood, Dave Arneson, and Gary
Gygax, | find that the glow of excitement has not slipped
away after all. When 1 pick up the phone to call Ed Stark
and ask him whether 1 should have Improved Initiative or
Combat Casting as my first feat, I hear in the back of my
head those fan voices which used to always ask us at Doctor
Who, “1f the TARDIS is supposed to be infinite, how can
you jettison twenty-five percent of it? What is twenty-five
percent of infinity?”
It just so happens
enjoy a special relationship—Iam
is a fan of mine. Whenever we get together, it is very much
like the old spy movies where they trade hostages over the
bridge: “You tell me a good D&D story, and I'll tell you @

ood Doctor Who story.”

After twenty-five years,
bring out that fanboy hidden inside me, just
little spark of excitement in each and every one

DUNGEONS & DRAGON

that Ed likes Doctor Who, 50 Edand]
a fan of his work, and he

the majesty of D&D is still able to
as it ignites that
of us.










AVENLOFT

BY STEVE WINTER




=
<
z
| N |
<y
=
wf
151
Wil
(=}
d|
o
o
=|







‘f-'l- ....l‘i.l'm. BTN

WORLDS OF IMAGINATION



n pndstE
Trac el m.\ g_n\\\'\
\\\\1\13?\1\.\"& t .\\1\\\\ 35 hat WE
o ~aD :-.\mc dc;.\\l'mg_ casties: d \\p\\\:
.\L.\cnm g, Qusty Lo faunt nsion? \\ca\-z get you
nd hado forest yozeW AD D \\10\\:‘-\c\'~'~ put dhat 5¢ £
o1e \“:-.\..'“-‘._ divect 3¢ (ntuet '\m\ncc 1y DY s;.fc.\’) ace ? Apdrid yete @ (e
the q:\cm“ ‘“‘n'\c ot tor fAlms of e 3305 {orte To & dhem dney ™ ed 15 the \\':\L\'\\'\om\
And ffue ngre 1jents C :0\1 N prot They an \\\'n"\ and
Tthe ¥ ople™ Was fhat -,‘Tn\’\\ ~yort® L\\-Mcxx\ he \tgm‘c and \wo'\\u\ it dow? o few,
A \\m\\ out of \_.\3\\\\“1 the \ate 0= ey mn.\"\n ¢ that Jdbe -.\\*'1;\'\: nat \\'.\\_"n g
movi€ dheate! you cowa? finc hott0 flm _‘.\mc m( \g\\\cn\nk fect
that wash ol mdﬂ\\'cnc G JnoCcKE Auning AR gake peliev?d e B\\\J\ Jpout any | e
Yeran®™ n\\tcd m\\n\c op AT 4w Aatns? game s e en \1‘\\c\'.\\ T he wick ® )
an A%¢ machet™ ot ¢ rene eniie hat \\\'\\;}x Aroat e e Auity ™ orcht® gc\c Na oW
well be 2 \'\\‘\L\\L“\ “\os¢ ap ploo® —L\rcnc\\cd. gut- [aken SF 9 cacy Lo V® onty '_-.\'\.g}‘\ \y o¢ ds Onee
wfcnc‘m g Jlenc® Was i mait o p"n.\s'\_ s o a¢E Pt the st ecer ¥© " ‘\L-.u.\\_'t C
chat cout 00 n-:g_.\\\\c. ome - hese ™ Wies {yom the Aext o 4 \“"\\_ ANC W on <gery ) odd
the -,-',c\'cn\ es nd C-\-,}\\\\C‘w ar _\'m\m\\ cakIng flm Y \\\-.\.:c na _a'cu\n.g, Jhere \I‘m\\c - tcm.\\ acce
fhat 1€ gcnu'mc‘n_‘ \cﬂ'\( 1 \:.\. e aney o alx qost dhe . e rangs 1ded This Wa the dhreat Lc\-c\
'1\\\?\x\ nm“m <of €0 el orrof re iy Y \\1\“\3\\\ Ay dhat ¥ s h\"\‘c\\.\\'cd fc
A Gston 1 m\w\\_\s'\' ¢ Sothi€ hott LR ERLOt \:\\\\\\\; gj,hp he Jang®
W \\n\\ \:L"\.\\'.\% o\ ‘\n..\ nove \.\'nu\&‘h.\\\_\ € 2 -',\‘\:Y\_"L\“\\g, mon‘ 3 \g}\tt‘\\'\\\\:
T A1d 1© Hud the \tm\.\ more omP* \one j\DEiD Jnard ors ATE geldo™ al
The cam ® 1sely decie ed 10 mare dhe Do AN AR the PF g One o e (st Phing?
of D'rc'.u\ : \(m\.\a*L L\'\mcm\o“ chat ¢ sred Sutsiee The & WP '\tsc\'f _an 0¢ '\:;o\.\\cd.\ owey
al ‘n\m;'.\: \m\'\da Hut fhat cowmd whe the A ant? i 1ot aacing 512
-om\'\\'\o\\ agnt i nge \po? y of dhem 3 There® £as0 why the
Nouf Jharac ouldn e PBarov¥ C D.\\'\»Lo\ haste »The force evid cor
\\“\\\\"\1\' fur \efeat ghe ct© 51O S any cuny hat con® 1 m y e a‘u\‘tt\c or oV
day i€ you urnee \eft At dhe €% Json i ¢ the are 1O dhe 00 callan e sHOV
wrong oot eSS fog®) g ,\\u\u\:. ,you coud g Dac nck cray o0t \1\.
Gnd ¥ arse 2 ?\;\:c very \.\'\\k‘\c\ {rom ahet® o eroes © 5 T i\ e 3
you were head ed \’\\‘m\g_\\\"_\d Lucks \‘m‘mw.\
Asiat {rom S c\-‘\?.»\u\ .gpt\\ ¢ loc2 e \\\cn.\'ﬂ\\\mé\ -sm.\\\ nc-...\
and metc Sushy d t;\'\\cd, often \t:\g_'\" Aains: 02 ‘\-;:n'\{\c. st ©
RAVE ofT ¥ ceally nm‘o\c fot he Ny wht 5 gs a0 Peind
lenc ed portor ot mect actre G \\c\\;\cssuc&' “qen b e







High

id every

> and Strange

‘e didn’t always

Wus all to the club

101t forays jng, other game

g Years, e
Ogether f, i ime f, 8ame day a4 the
Occasionga] conve - Like yeqr, St we have ¢, Plan oy
8ame time ithe €s, but jpg baby
sitters instead of ' €Work noyy,
en Extremely lucky ¢, work
I'and vide, Bame prodyegs. If
Me when | v, Sixteen thay I woulg have
arge of that Many, or o i
bly haye . )
I games, not
out, I'ye Sotten to g,
80ing tq work ey yday,
&D which has given me

at uppo-rtuni ty.




statistics and Attributes:
Laurell K. Hamilton isthea
Hunter geries

Dreams, appea

Merry G

began with

est-selling author
i Vampire
Incubus

n's new geries:
from Rallanting
ntinues with

Geducet A fives in St Louis, MO-

{by M ig !

pescription: 1 became aware of D&D in junior

school and played with a group of guys
us were in the Drama Deparlmcn\.‘l P
one point 1 was a bard the har

rules that made it easier. W

they'd made the rules easier, 1 rese

much work 1'd putinto that character

Over the years: I've had four differen

in high school, one in college briefly an
fter college

husband and 1 went out to
group out there- When we moV
another gaming group-

1 went to 2 small Christian
played D&D atallw
Satan worship- YO had to
about it.1Tbwas
One of the
was thatwe foun

[ was the only girl i
of high school. We got ©
we were together- We ha

insulted me terribly by rolling up @ 84Y characte

most of My life being in hobbies 0¥ occupad

of the few gir‘ls—-—everything from
hen 1 was it college
scienc i
{ was raised t0 be a boy- N

one,

ch mor traditional male in our society-

The rest at1don’t game like a girl:
We had two women in the last group

en I'd ever had in @ gaming group for
e who threw

it was the moS
the longest time.These were the peopl

party for me when 1 sold my first novel
Early in ™Y career | appmachud my agent an
know, MYy husband and 1 want to get into 2 house and We

need a down payment. Can
in somebody els
Book Departmert
He wanted me 0 writ
Blake Vampir
had done vampire
Ravenloft novels. So1W

1 gamed in FORGOTTEN

go many of us of that time h

high school that many of the Dunge

writing their own adventures:

t gaming

first husban

tons

1 was in, be

on Masters W

from school.

e fact that 1
ed with
en told

o fess up:

d to date

g club.

yng back
ad to be

SoMme

a5 looking UpP people who
g to get them to write
Darklord.

n DRAGONLANCE: 1
and everything.
or high of
;ound up

groups: one
d then when my first
we had a
> Midwest W& had

r. 1 thought

shewasa traitor, because there were co few women: I've spent
re'mone

rts to the weight
for a living:

sides me-
a surprise

d said,You

+Tomb of Horrors: and everyone
longest running character
pecause even

Atone time
d‘.ed-—-—excupt for me, b
was Sadan the Cautious- She ear
though she didn ,d treasure, S didn’t gerambled
after it. She always see if it was grapped OF cursed.
Other people got wonderful things but they died sooner.
She was t arson t0 curvive the Tomb of Horrors. She
actually risk . to recover one body. Ever) lse was
yelling,"ﬂe‘lp!"

Gamerswho first playcd itwhenitca talkin hushed
tones about the Tomb of Horrors. 1 have yet to meet any group
that didn’t cheat. Sadan the Cautious was Chaotic Good,
which was probabl orst a\ignment for me pecause 1
didn’t understand Chaotic. d at eleventh Of twelfth
level. The campaigh turned evil and the evil characters started
assassinating everybody. Againy, che was one © the only
people who survived that campaign-

The characters didn't have 2 big influence ON Anita
Blake, yampire Hunter, but my very first novel, Nightseer,
was something tha pM’ed in high school and early
college. | started © jith s hing that people could
game in then got frustrate rybody pecause these
high school and college-age guys would goof off and

aid, “T1l take it away from you, and I'l
write m) 1
1t was intere ch pu()ple o through somet‘ningl
had created. 1t show s 1 hadn’t seery it showed pitfalls
and things that s yas very interesting, O allow
live people to go through part of my made-up world.

It was also very enlightening: A decade or SO later 1 find
that my imaginary characters ar€ just about as uncnnpcrative
sometimes a5 the ers were. When people are alive and
can talk to you an t they want, they don’t always
want what you want. When your characters ar€ alive enough
to look up from the page sometimes they sy o t think
s0!” 50 having real people going through an imagi
probably' did have an influence oN me and made
open to listening to MY imaginary characters as well.
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Sharyn McCrumb

statistics and Attributes: McCrumb is best known for her
Appalachian #Ballad” novels, including New York Times Best
Sellers She Walks These Hills and The Rosewood Casket, which
deal with the issue of the vanishing wilderness, and New
York Times Notable Books The Ballad of FRANKIE SiLveRr, the
story of the first woman hanged for murder in the state of
North Carolina, and The Songcatcher, a genealogy in music.
Ghost Riders (Dutton 2003), is an account of the Civil War in
the Appalachians and its echoes in the region today.

McCrumb’s honors include: The 2003 Wilma Dykeman
Award for Literature given by the East Tennessee Historical
Society; AWA Outstanding Contribution to Appalachian
Literature Award; Chaffin Award for Achievement in Southern
Literature; Plattner Award for Short Story; Virginia Book of the
Year nomination; AWA Best Appalachian Novel; SEBA Best
Novel nomination; St. Andrews College’s Flora MacDonald
Award; and the Sherwood Anderson Short Story Award. Her
books have been translated into a dozen languages, and she
has served as writer-in-residence at King College, Bristol,
Tennessee and at Shepherd College in West Virginia. In 2001
she taught fiction at the WICE Conference in Paris.

Sharyn McCrumb, a graduate of UNC Chapel Hill
with an MA from Virginia Tech, has lectured on her work
at Oxford University, the Smithsonian Institution, the
University of Bonn, Germany, and at universities and
libraries throughout the country. i
McCrumb lives and writes in the Virginia Blue Ridge.
Her latest novel St. Dale (Kensington, Feb. 2005) examines
grassroots canonization, setting the Canterbury Tales within
the culture of NASCAR.

Description: In the early 1980s when I was in graduate school
in theatre at Wake Forest University, some actors of my
acquaintance became interested in DUNGEONS & DRAGONS
for its role-playing opportunities, since creating characters
was what we were trying to learn how to do. I have always
been interested in mythology and folklore, and D&D was as
close as I could come to using that information in“real life.”
It also served as creativity practice for an aspiring writer.

I always based my adventures on Celtic mythology, so
that anyone who was well up on British folklore would have
had a great advantage. Now 1 think I'd broaden that base
to include Cherokee and traditional Appalachian heritage,
which would make it rather more interesting.

Since I was an aspiring novelist, 1 always preferred to
be the Dungeon Master, writing the scenarios and crafting
the NPC’s. At some point I invented a character named
Jingo This fellow was a con man and a bit of a rogue but
basically the good-hearted huckster. Years later when I saw
the character of Salmoneus on Hercules, it was like meeting
an old friend. Jingo turned up in almost every scenario I
devised. He might be using an alias or passing himself off as
some local authority figure, but sooner or later the players
would recognize him. I remember how delighted they
always were to meet a familiar face in a new adventure.The
lesson in this was that if you create a memorable character,

either in a roleplaying game or in a novel, people will react
as if that character were a real person. Some of our best
friends are imaginary.

My strongest connection with D&D was that I wrote a
comic novel called Bimbos of the Death Sun in which a game
of DUNGEONS & DRAGONS is instrumental in solving a murder.
Here’s how it came about.

In 1985, when I was a struggling graduate student in the
Virginia Tech English department, the university science
fiction club sponsored a short story contest, to be judged
by my colleague and fellow writer, English instructor John
Nizalowski. As a practical joke, I slipped an outrageous
manuscript into the pile of story entries and waited to
hear John’s scream when he read it. The spoof was entitled,
#Bimbos of the Death Sun.”When John had recovered from
reading a manuscript in which his dog and his office mate
were depicted as evil aliens in a parody of Moby Dick, he
returned it to me, saying, “You know, that title is really too
good to waste on a practical joke.”

] know,” I said, “but I could never write the book that
went with that title.”

I tucked the idea away in a few spare brain cells in the
math section of my cortex and went back to writing satirical
comic novels. A few months later, 1 did getan idea that fit the
title: What if one of the university’s engineering professors
wrote a hard science fiction novel about the effect of alien
sunspots on computer circuits, and what if he sold that
novel to a cheap paperback house and they changed the title
to Bimbos of the Death Sun. 1 pictured the professor going to
a small regional science fiction convention to promote his
book and trying to keep his students from finding out that
he was the author of the paperback with the lurid bikini-
clad girl on the cover.That book I could write, I thought.

I wrote the first two chapters for fun, drawing on a local




Sharyn McCrumb cont.

science fiction convention for inspiration. The chapters
were funny, and they were based on my observations of the
local convention and on my husband’s gaming friends. My
husband the chem major loved all sorts of strategy games.
Diplomacy was his first love, but he also played DUNGEONS &
DracoNs and variations thereof. There would be marathon
gaming sessions at our house in those days, which gave me
a good opportunity to observe the culture. Writing the novel
was cheaper than therapy-

Still, since this wasn’t the sort of book that I was tvriting
for my New York publisher, I didn’t submit it for publication.
I put the pages in a drawer and went back to writing term
papers on the Brontes in grad school, and chronicling the
adventures of Elizabeth MacPherson. Then the university
science fiction club had its own convention. It was being
held one weekend at the Blacksburg Econo-Lodge, and
the club had raised enough money to bring one — just one
_ author in to star in about eight hours of programming.
Even as out of touch with reality as they were, they realized
that this poor author would need to be given a recess every
now and then, so they cast about for other ways to fill up the
program schedule. One of them hunted me up on campus.

#You! You're a published writer!” he said accusingly.

#Well . .. not anything you guys read,”1 murmured.

#Doesn’t matter. The real author will have to eat and
so on. Why don’t you come and do a one-hour session? A
reading, maybe.”

Since I didn’t get many offers to give readings in those
days, 1 agreed to do it, but I knew the science fiction club
wouldn’t be interested in a reading of my usual work. That's
when 1 remembered those ten pages of Bimbos of the Death
Sun. 1 dug them out of the file cabinet and took them to the
Econo-Lodge.

The guest author, who was Margaret Weis, the
DRAGONLANCE lady herself, stayed for the reading, laughed
harder than anybody, and asked for a copy of the manuscript.
I photocopied the ten pages for her, thinking thatshe wanted
to pass them around the office when she got home.

She did — but the office was that of her publisher.

Six months later, | received a phone call at work from a

B o rereww—

strange man who said that he represented a company called
TSR. He said,“We want to buy your book.”

I said,“What book?”

The rest is history. I agreed to write the rest of the novel
for TSR in fewer than eight weeks, so my memory of that
autumn is a blur of computer screen and exhaustion, but I
did finish on time. I drew on the sort of D&D scenarios we
had played to craft the gaming chapter of the novel in which
Jay O. Mega as Dungeon Master uses the game to trap the
killer. Bimbos of the Death Sun was published in the spring
of 1987, and it went on to win the Edgar Award that year for
Best Paperback Original.

The book proceeded to have a life of its own.

At book signings in Hol]ywood, cast members of science
fiction television programs turn up with battered copies of
Bimbos of the Death Sun.

“We use it as a survival manual,” one of them told me.
“I¢'s the best way to explain to guest stars what they’ll
experience when they go to a fan convention.”

Science fiction fans discovered the book, and readers
either loved it or were outraged by the description of
fandom. Panel discussions debated the issues raised in
the novel. I felt like the Galman Rushdie of science fiction.
People from all over the U.S. and Canada would tell me that
they recognized their friends in the book — people I had
never heard of. I was able to keep track of which authors
were being difficult in the genre by who Appin Dungannon
was reputed to be — his identity kept changing in the

opular mindset.

Bimbos of the Death Sun was intended to be an observation
of the culture of fandom and a gentle warning. Science
fiction writers build castles in the air; the fans move into
them; and the publishers collect the rent. It's a nice place to
visit, but I don’t think we're meant to live there.

After fourteen years and two publishers, Bimbos of the
Death Sun is still in print and is currently under option
by a filmmaker. As a result of winning the Edgar, I got a
hardcover contract and finally reached the New York Times
best-seller list. So, because of D&D, 1 got to live happily
ever after. u
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€N there w,gq Becky, the first gir] | fo I love witp, Tiend, and I reming hjp, every time I sge,) the hottest babe
during Senior year jn, high schooy. went to hey ouseonce ;- the room from hjm that he sp, Id haye Studied up.Igot
and saw hep Mother a5 Motherg boyfriengd Playing pg.p I my Mojo from the game — 54 that’s Why he has none,
With some friends Iconfessed my love fq the &ame, ang To sum i all up, 14 not be the man [ g, today jf |
suddenlyl Was allowed ¢, hang Outas Jate 54 Wanted wigp, hadn been €Xposed to the wonderfy] world of DuncEons
er daughter. 1 Was the Dgp code of honey. €y knew | AND Dracongs, | hope t0 some day contribute to th lega
wasagent!eman Just by fhatconnection- in some form oy another, an until thep
In ningp 8rade, | wagq Studying one of the D D manygjg Xperience apg take on the
efore My gym class The hottest 8irl in the 8ym, Meliss,

+ MY personga]
game wj]] Temain jp my head,
8uiding light whep, times a1 tough, g
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would saye
Now, at the time, | ;g deep into video Sames,

the Bass & Rankin Jr. animateg The Hobpit (you know, the
one with the ﬁre-drooling Smaug}, was begirming to read
for Pleasure, and, for the firgs time, my imagination was
beginning to bubble ang pop.

I bought the book, My pal bought the other book, and
We started to read, It was slow 8oing at first. We would
read, then we1 tajk about what werq just read, argue, then

8ame. I poured oyer those books until the pages fej] out,

I played D&p all through high school, In the Summers
we would Play in the Sarage (since anywhere else ke t
MYy parents awake) until we fe]] asleep at the table. All the
neighbor kids would go home, We slept, woke up, and jt
was back to the 8arage and the sawed off ping-pong table
until we fe]] asleep again,

During school, If My parents were unhappy with my
8rades, the D& books were the first things to get taken
aWay and always with, devastating effect,

My brother and I bonded more during thjg time than
ever before, and, | came to know the true measure of my
friends (believe Me, sitting around table aj day will tegt
friendships a5 sure as anything),

S0 now it was the first week of college and the local pub
Was having 3 free video game night. It was there, arounq
a Gauntlet Machine that | met some life-long friends, ¢
Would be thege Same people whe would later get me into
the video 8ame businegg,

To this day [ stil] Play D&D, ang I have my very first

character, 55 well as 4] subsequent characters that |
Played or €ampaigns that  rap, Each one is 4 marker. Each
oneis a juicy reminder of the times I shareq with an ever-
changing 8roup of people, Like 5 Scrapbook that comes to
life, every time [ pull them out, all those memories come
flooding back.

D&D hasn’t just influenced my life; it's been 4 constant
part of it. It’s seryeq S companion ang hobby, education
and 8ateway to unforgettable Social experiences, In the
8ame, I've been hero and villain, monster and myth, It's
kept me out of trouble and brought me closer to my ideals,
D&D has let me be other People and by doing s, taught
me a lot aboyt myself,

As with aJ] things, yYou get out of Something what
YOu put into it, byt in thig day and age, imagination s 5
dwindling résource, and socja] interaction on the decline,
Playing Dunceons & DRAGONS can be a Whetstone that
sharpens both imagination and Creativity, 5 workshop on
team interaction ang heroism, n

|
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he was a writer
Simpsons. While earning

of Harvard Lampoon.

Description: 1 was in middle

vague whisperings of a gam

Dracons. I had no idea what it

was weird and comp
play. I received the Basic

in 1979, when I was in eighth grade.
could not process the concept

Initially, my friends and I

game to game, W

remained the same. Eventually, we
d. 1 played with my good friends

David Borden, and several others. Roy and1
as Dungeon Master,
us would get to play some of the time.

We were fairly conservative with the exp
requiring significant effort to move

dispensed with the boar
Roy Carvalho,
would alternate adventures

friend of ours, David Schimi
that played fast and loose wit
were constantly beating up
artifacts under every
their hyper-inﬂated game. In
might have been a little
from high school
getting to do any 0
always doing. Sigh.

My main character was
#Gho-Rembo,” a name 1 got

pefore 1 realized I was allowed to make up my
Sho-Rembo is still

Technically,
Sho-Rembo!

Once, when my friends a
DM’ing The Ghost Tower of 1
extremely tense
group suddenly made it out
they began jumping U
human bouncing ball that w
into my friend Roy’s basem
init.1just checked with Roy,
hole is still there. So thisisn

in Roy's pasement wall.

outside of the gaming
knowledge of D&D on the
the writers’ room at Futurar
included a full D&D library

Attributes: Davi

executive producer and head w
winning series Futurama since its in
and an executive producer of The

2 bachelor’s degree in physics
from the Harvard University, he also served as president

licated — and therefore, [ wanted to
Set as a present from my cousins

of a boardless board game, SO We constructed a board

a dungeon on it, the contents of which we w
hile the physical layout of the dungeon

and went our
f those crazy things the other group was

of D&D but also the twenty-second annive

'm probably one of the only people
industry,

d X. Cohen has served as
riter of the Emmy Award-
ception. Previously,

school when 1 first heard
e called DUNGEONS AND
was, but 1 was pretty sure it

with
ould vary from

figured things out and

so both of

erience points,
level. Another
novich, was in a rival group
h the experience points. They
gods and finding priceless

up in

rock. We looked down our noses at

retrospect, though, our game

too stingy, as we all graduated

separate ways without ever

an elf fighter-magic user named

from the Basic Set handbook
own name.

alive somewhere. Hello,

nd I were in high school, I was
nverness. After several days of

adventuring and seconds from death, the

alive. They were SO happy that

p and down excitedly, forming a

ent out of control and smashed
ent wall, knocking a huge hole
and he has confirmed that the
thirtieth anniversary
rsary of the hole

.

otjustthe

on planet Earth,
to have actually used my
job — and not gotten fired. In
na, our shelf of reference books
(God forbid we should misspell

ixitxachitl). And the job itself bore striking resemblance to
a D&D game — 2 bunch of nerds sitting around a table,
stuffing candy in their mouths and talking about monsters.
(I'm allowed to describe it that way because 1 was one of
them.) At one point, there was even an occasional game
after work, but 1 missed out on it because I was editing at
that hour. The following statement from Futurama writer
Eric Kaplan was tacked up on our”quote board,” where we
posted memorable remarks. It perhaps best sums up the
years of heavy wear put on our D&D library:
“My Monster Manual is starting to smell.”
— Eric Kaplan
Many of the writers on Futurama and The Simpsons were
D&D fans, and Futurama paid on-air homage to the game
on NUMErous 0ccasions. One Futurama episode entitled
“Anthology of Interest 1”7 features a guest appearance by
Gary Gygax and culminates in a quaclri'llion-ycar-l{mg
game of D&D. Gygax guest-stars alongside then-Vice
President Al Gore, physicist Stephen Hawking, and
actress Nichelle Nichols, a.k.a.“Uhura”on the original Star
Trek. This intellectual squad of “Vice Presidential Action
Rangers”is charged with preventing the destruction of the
universe — a task at which they fail miserably. When the
D&D game starts, Al Gore refers to himself as “a tenth-
level Vice President.”
There are at least three other episodes of Futurama that
make reference to D&D, and 1 could probably think of
more if | weren’t 50 lazy and forgetful.
Im still friends with members of my
David Borden, David Schiminovich, and Roy %
When we get together now, we usually play
However, none of us will ever forget the many hours we
spent exploring dank caves together, risking our lives on
each other’s behalf or for no particular reason. |

old gaming group
arvalho.
cards.
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Marc Haimes

Statistics and Attributes: Marc Haimes is a production
executive with DreamWorks S5.K.G. Some of his projects

include Men in Black, Win a Date with Todd Hamilton, and
Collateral.

Description: We were halfway through ”U-T,”attempting
to uncover the sinister secret of Saltmarsh, when he
introduced himself and asked if he could join in the
adventure. Regretfully, we said yes. He claimed he was a
Ranger with no less than 2,034 hitpoints . . . a number that
we eventually discovered was as arbitrary as his arsenal
of more than 150 Wweapons and, in fact, his commitment to
hygiene. Indeed, he was the firstin a long line of“hit point
inflators” (or “H.P1/s” for short) who blustered their way
into our all-weekend DUNGEONS AND Dracons marathons
only to make things a little Jess fun for everybody else.

What was truly annoying about H.PLs, beyond their
absurd degree of indestructibi[ity, was that they seemed
to be missing the entire point of the game. For them, it was
about bragging rights. It was about tales of adventures
that were never actually had, boasts of victories that
were never actually won, and ludicrous accumulations of
Spurious wealth.

Of course, somebody who has never rolled a twelve-
sided die might ask the obvious question: “Isn’t that all
DUNGEONS AND Dracons really is anyway?”

The short answer is, of course, no.

The longer answer is that DunGeons anp Dracons
came at a time in my adolescence when I believed that
all creative indulgences were more or less passive ones.
Reading books, comics, watching movies, sitting in front
of the television . . . yes, these things provided inspiration
and fueled discussion, but they did not supply a more
proactive outlet. One could read and watch and absorb the
fantasy without ever being certain how to more actively
participate in it.

DUNGEONS AND Dracons was a clarion call for those of us
who wanted a more hands-on experience but who weren’t
yet confident or disciplined enough to sit in isolation,
confronting a blank Piece of paper with fiction of our own.
Itbroughtlike-minded comicbook readers and fantasy fans
together, provided us with a common template, and taught
us a brand new vocabulary of creative collaboration.

And then, as we continued on our adventures together,
something miraculoys happened. Our creativity grew!
We became more confident. More disciplined. Now,

thirty years later, it seems clear to me that D& D invented
or, at the very least, legitimized a type of creative play that
helped build mental muscles in an entire generation of
future fantasy scribes, screenwriters, and filmmakers,

Today I have had the good fortune of landing what
[ think is a very cool job. As an executive for the feature
division of DreamWorks, | spend a good deal of time in
creative meetings with writers, producers, and directors.
Together, sometimes in all-weekend marathon sessions, we
work to shape simple ideas into fully rendered, emotionally
satisfying journeys. Often in these meetings, the cadence
of our discussion, the back and fourth springboarding
of imaginations takes on a familiar rhythm. This should
probably come as no great surprise. An extraordinary
number of our collaborative partners cut their creative teeth
in the Demonweb Pis . .. and can still say quite readily what
the sinister secret of Saltmarsh actually was (the“haunted”
house was actually a front for weapon smugglers).

The most challenging part of the job is when I’'m
stuck dealing with certain (not all) negotiators who lie
and manipulate and are generally more concerned with
closing big deals than producing good movies. These
people bluster their way into Hollywood only to make
things a little less fun for everybody else. “Exaggeration-
prone agents,”I call them. “E.PA ’s” for short. ]
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Nik Davidson

statistics and Attributes: Nik Davidson is Community
Relationship Manager for Dungeons & Dragons Online
with Turbine Entertainment Software

Description: ['ve always been a gamer. I think 1 was taught
the basics of chess at six Of seven, and 1 was inventing
complicated rules to resolve disputes between warring
Lego tribes by ten. 1 first encountered DUNGEONS &DRAGONS
(basic red book; elves were both a race and a class) in the
sixth grade. It didn’t exactly do wonders for my social
status, but all of a sudden I had a creative and social outlet:
interactive storytelling.

My gaming friends were always considered astep above
my other friends. Friends helped you move furniture. Real
friends used their last teleport to get the rest of the party
out of the keep before they broke their staff of the magi. . ;

My memory is awful, but while phone numbers, y &_\_" :
addresses, names, birthdays and the like move cleanly ’
between my ears without leaving a trace of their passage, [ l_—

can recall obscure details about rules, game systems, and
gaming sessions of years long ago. RPGs can be more than
a pastime; they can become the sort of oral history that aware of the potential of dial-up BBSes, | remember sitting
you don’t find often in modern society. For friends with  in my friend’s attic (not the basement, we weren't quite

whom I've gamed with for years, the RPG has become our that stereotypical) talking with my gaming group about
shared mythology, the anecdotes have worked their way how cool it would be to have some way of playing Dé&D in
into our language (to wNandor,” for example, as a verb, is some sort of “cyberspace.”

bad) and the characters we've played are unlikely to ever Fast forward to today, and an idle geek dream is fast
be forgotten. becoming a reality.

I think I was around fourteen when 1 started getting 1 expected my old friends to be excited beyond belief
more into computer gaming: Bard’s Tale, Wizardry, Moria, when they heard what project I was working on. Their
some of the classics. My friends and I were becoming reaction (positive, but not exuberant) was a shock to me
vaguely aware that at some point in the nebulous, distant  at first, but it quickly became clear. Dungeons & Dragons
future, we would likely stop being able to have our Online would be a great thing, but they had more pressing
weekend gaming sessions that lasted until the wee hours. questions to sk — like how long was 1 going to be in town,
Between reading Neuromancer and becoming dimly and did I bring my dice? B
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BUILDING TSR TO LAST
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bafed game that really worky.

5 Foge apd priest WUt remaiy iy
Would not pe ADRLD Without Palading apd rangery,

To-hit rolly. Attack rollf wiade

With a dzo, lleﬁrfng high MUmber(

Spelly. Many (pelly, (e Af fireball, wagic wiflle, aud othery, @Y a (ignificant awount of

APRLD flavor.

Mongtery. Or, beholder(, wiyd flasgers, licey, and other fter{ have Place for
themfelves fy the 9enre of Fantagy (evey bevfond 9aming) ag ADRLD-ifh, W, 40 not want to lofe
Magical Itews Along with fpellf and Wonfter(, varfouy itewy ¢ T to waking Abe, p the
9ame it i (9auntiety of 99T power, (taff of "agi, rod of lordy
Initiative-drfye, ombat. The

Y wight, etc).

pt, regardleg( of hange( wiade.
ed 0 exift fiy the ore game,

fol%uml e a thew J‘nnky dice.
Arwior (lags

Hit Pointy

2. Three ovuﬂd(ng oncern( drive eady dedifion wiade Y the team af they ftrive to Achieve the

above-(tated 8

Make the 9AWee eafier to leary

mu’tfully and Under(tayd julllj.
Give the e “legy.” Keep people Plavfing the gayme longer,

A 9ame that wil| intrigue and ihterest thoge who Mrrently Play the gawe af well
af thofe who have ftopped.
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fcore bouwfes) can be wiade wiore vuiverfal.

Portability. ADBLD fkould be able to be wiliized W) a DH to aeate the fwntaly fetting of hif deoice.
The Bage Cawpaign. That (aid, we kave fo cowe Up with a baseline on whide we bafe our
prejentation of “etting wiaterialrac, cquipwent, (kill{, wagic, eic

Hard Choice. The gawme fhomid comtain hard dhoicef Tather than reftrictionf, where posfibte. Thuf,
rather than reftricting a duaracter daff frow au option, we give theow all poffikle optiony, (how
thews the wp-fide and down-fide to cade, and let thew choofe. Making variou option( (like the
valuie of the varfous ability cores) weore or leg equal nareafef the ikelihood of the deoice being

harder.

Making ADBLD More ADRLD. (ertainn afpecty of the carrest cdition do not apture the over-riding

flavor of the gawe af well af they could. For exawple, certain afpecty of thif level- and dagfed-

bajed gawe do ot take thif all-iwportant factor{ into accowmt.

(owibat Enhancewent(. Cowbat need( to be wade wiore finteresting, with wiore optionf available to
, withowt becowsing wiore cawberfowe.

(haracter Options. Built within the daff (ytom, cad would have varfous option( to duwoofe from af

level{ are gained to inaeafe power and/or flexibility.

Spells. While we want to keep the Vandan (yftem,-a niwber of the fpelly need reconfideration amd

wiodification. Further, we @n aeate new Wyl of wfing the exifting fpell (ystew and (pell gt to

fhowiafe itf _flm’lv-ﬁﬂtj

$killg. The carrent profidency (Vftews ueeds & \ot of work, and perkapf an aITy| wiore of the

fVtewe'§ lond thaw it carrontly docf-

Formwatting. The rulef need to be (traightforward and dear, without a lot of chit-chat (whide can

cowe after the Tvie i prefented).

Tewplatiing. By wfing tewplating, we @ wake things wde ealer to follow. Rutles, abilitie,

and fumctionf whide could be (iwlar probably fhowld be to deatafe contradictionf, confufion and

wake thing( like computer game tran(iation eafier. Tewplating through daggificationf for thingf

I{ke wiongtery can be aeated fo Keep our ever-inareasing gawe from piding wp comtradictionf and

problews down the road.

Arwig the DI, Tell it to thewt (trafght. Give thew the “whyj” behind the TWle(, fo that the @i

wiake their own allf.

Optiowal Rudlef. All rwilef given {i the THB will be a core fet of rwlef. Options will be left to the PMG.

Low Level and High Level. Theiamﬁxwakz{tm!afﬁzwmmmﬁ;umj need o

be altered to wiake thefe level{ wiore plavjable (and mjoﬁjuﬂ:].

Plasgtefting. Gotta have it. Lotf. And lotf. Perfod. Not fo wiide a defign comfideration and juit a

polint that weedf to be (treffed at every) opportumity.
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HAROLD JOHNSON has been associated with role-

playing games for twenty years, first with TSR, then
with Wizards of the Coast, Inc. His jobs have ranged
from Manager of Production, Ediring, and Design, to
Director of Periodicals. He served as Creative Director
for Dunceons & Dracons® Game Worlds and Viee
President of Games for TSR. He lives in Wisconsin.

STEVE WINTER went to work for TSR in 1981 as an
editor and stayed there through thick and thin until the
company was sold in 1997. During those years he
worked on hundreds of projects as editor, developer,
destgner. manager, and crearive director. He currently
lives in Seartle, where he produces web sites for Hasbro.

PETER ADKISON founded Wizards of the Coast in

1990 and was its CEO unril January 2001, one year
after selling the company to Hasbro. Under his leadership
Wizards published Macic: e Garrering”, launched
the Magic: THE GATHERING pro tour, acquired TSR, and
released Dunceons & Dracons 3rd Edition. Perer loves
all kinds of games, from board games to minis to RPGs
to TCGs—you name it, he'll play it. Peter currently owns
and manages the largest convention for gamers in North
America=Gen Con, held each summer in Indianapolss,
Indiana (see www.gencon.com).

ED STARK started work in the roleplaying game
industry in 1990 as an editor/ designer at West End
Games. He joined TSR in 1995 as a lead designer in the
BirraricHT™ product group and then came to Wizards
of the Coast as part of the acquisition in 1997, Since
then, he has been an Assistant Brand Manager, Creative
Director, and Design Manager for various RPG
lines, and he was the Creative Director for Duscross &
Dracons during its 3rd Edition and “3.5 development.”
He currently works as RPG R&D's Special Projects
manager where he focuses on licensing efforts for
Dunceons & Dragons as well as strange and unusual
projects that come down the pipe for everyone’s favorite

RPG line.
PETER ARCHER is the brand manager for novels at

Wizards of the Coast.

i
{

L ey






	30 Years of Adventure-A Celebration of Dungeons and Dragons.pdf
	30 Years of Adventure-A Celebration of Dungeons and Dragons.pdf
	30 Years of Adventure-A Celebration of Dungeons and Dragons.pdf
	30 Years of Adventure-A Celebration of Dungeons and Dragons.pdf
	30 Years of Adventure-A Celebration of Dungeons and Dragons.pdf
	30 Years of Adventure-A Celebration of Dungeons and Dragons.pdf
	Front Cover 1.pdf
	Front Inside Cover.pdf
	File0001.pdf
	File0002.pdf

	File0004.pdf
	File0005.pdf

	File0006.pdf
	File0007.pdf
	File0008.pdf
	File0009.pdf
	File0010.pdf
	File0011.pdf
	File0012.pdf
	File0013.pdf
	File0014.pdf
	File0015.pdf
	File0016.pdf
	File0017.pdf
	File0018.pdf
	File0019.pdf
	File0020.pdf
	File0021.pdf
	File0022.pdf
	File0023a.pdf
	File0024.pdf

	File0025.pdf

	File0028.pdf
	File0029.pdf
	File0030.pdf
	File0031.pdf
	File0032.pdf
	File0033.pdf
	File0034.pdf
	File0035.pdf
	File0036.pdf
	File0037.pdf
	File0038.pdf
	File0039.pdf
	File0040.pdf
	File0041.pdf
	File0042.pdf
	File0043.pdf
	File0044.pdf
	File0045.pdf
	File0046.pdf
	File0047.pdf
	File0048.pdf
	File0049.pdf
	File0050.pdf
	File0051.pdf
	File0052.pdf
	File0053.pdf
	File0054.pdf
	File0055.pdf
	File0056.pdf
	File0057.pdf
	File0058.pdf
	File0059.pdf
	File0060.pdf
	File0061.pdf
	File0062.pdf

	File0063.pdf
	File0064.pdf
	File0065.pdf
	File0066.pdf
	File0067.pdf
	File0068.pdf
	File0069.pdf
	File0070.pdf
	File0071.pdf
	File0072.pdf
	File0073.pdf
	File0074.pdf
	File0075.pdf
	File0076.pdf
	File0078.pdf
	File0079.pdf
	File0080.pdf
	File0081.pdf
	File0082.pdf
	File0083.pdf
	File0084.pdf
	File0085.pdf
	File0086.pdf
	File0087.pdf
	File0088.pdf
	File0089.pdf
	File0090.pdf
	File0091.pdf
	File0092.pdf
	File0093.pdf
	File0094.pdf
	File0095.pdf
	File0096.pdf
	File0097.pdf
	File0098.pdf
	File0099.pdf
	File0100.pdf
	File0101.pdf
	File0102.pdf
	File0103.pdf
	File0104.pdf
	File0105.pdf
	File0106.pdf
	File0107.pdf
	File0108.pdf
	File0109.pdf
	File0110.pdf
	File0111.pdf
	File0112.pdf
	File0113.pdf
	File0114.pdf
	File0115.pdf
	File0116.pdf
	File0117.pdf
	File0118.pdf
	File0119.pdf
	File0120.pdf
	File0121.pdf
	File0122.pdf
	File0123.pdf
	File0124.pdf
	File0125.pdf
	File0126.pdf
	File0127.pdf
	File0128.pdf
	File0129.pdf
	File0130.pdf
	File0131.pdf
	File0132.pdf
	File0133.pdf
	File0134.pdf
	File0135.pdf
	File0136.pdf
	File0137.pdf
	File0138.pdf
	File0139.pdf
	File0140.pdf
	File0141.pdf
	File0142.pdf
	File0143.pdf
	File0144.pdf
	File0145.pdf
	File0146.pdf
	File0147.pdf
	File0148.pdf
	File0149.pdf
	File0150.pdf
	File0151.pdf
	File0152.pdf
	File0153.pdf
	File0154.pdf
	File0155.pdf

	File0156.pdf
	File0157.pdf
	File0158.pdf
	File0159.pdf
	File0160.pdf
	File0161.pdf
	File0162.pdf
	File0163.pdf
	File0164.pdf
	File0165.pdf
	File0166.pdf
	File0167.pdf
	File0168.pdf
	File0169.pdf
	File0170.pdf
	File0171.pdf
	File0172.pdf
	File0173.pdf
	File0174.pdf
	File0175.pdf
	File0176.pdf
	File0177.pdf
	File0178.pdf
	File0179.pdf
	File0180.pdf
	File0181.pdf
	File0182.pdf
	File0183.pdf
	File0184.pdf
	File0185.pdf
	File0186.pdf
	File0187.pdf
	File0188.pdf
	File0189.pdf
	File0190.pdf
	File0191.pdf
	File0192.pdf
	File0193.pdf
	File0194.pdf
	File0195.pdf
	File0196.pdf
	File0197.pdf
	File0198.pdf
	File0199.pdf
	File0200.pdf
	File0201.pdf
	File0202.pdf
	File0203.pdf
	File0204.pdf
	File0205.pdf
	File0206.pdf
	File0207.pdf
	File0208.pdf
	File0209.pdf
	File0210.pdf
	File0211.pdf
	File0212.pdf
	File0213.pdf
	File0214.pdf
	File0215.pdf
	File0216.pdf
	File0217.pdf
	File0218.pdf
	File0219.pdf
	File0220.pdf
	File0221.pdf
	File0222.pdf
	File0223.pdf
	File0224.pdf
	File0225.pdf
	File0226.pdf
	File0227.pdf
	File0228.pdf
	File0229.pdf
	File0230.pdf
	File0231.pdf
	File0232.pdf
	File0233.pdf
	File0234.pdf
	File0235.pdf
	File0236.pdf
	File0237.pdf
	File0238.pdf
	File0239.pdf
	File0240.pdf
	File0241.pdf
	File0242.pdf
	File0243.pdf
	File0244.pdf
	File0245.pdf
	File0246.pdf
	File0247.pdf
	File0248.pdf
	File0249.pdf
	File0250.pdf
	File0251.pdf
	File0252.pdf
	File0253.pdf
	File0254.pdf
	File0255.pdf
	File0256.pdf
	File0257.pdf
	File0258.pdf
	File0259.pdf
	File0260.pdf
	File0261.pdf
	File0262.pdf
	File0263.pdf
	File0264.pdf
	File0265.pdf
	File0266.pdf
	File0267.pdf
	File0268.pdf
	File0269.pdf
	File0270.pdf
	File0271.pdf
	File0272.pdf
	File0273.pdf
	File0274.pdf
	File0275.pdf
	File0276.pdf
	File0277.pdf
	File0278.pdf
	File0279.pdf
	File0280.pdf
	File0281.pdf
	File0282.pdf
	File0283.pdf
	File0284.pdf
	File0285.pdf
	File0286.pdf
	File0287.jpg
	File0288.pdf
	File0289.pdf
	File0290.pdf
	Back Inside Cover.pdf
	Back Cover.pdf

