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Let the
Games Begm

You can measure the success of the new

y D&tD game by at least two standards:
how well it pleases veteran gamers and how
effectively it atiracts new players. The halls
at Wizards of the Coast are already abuzz
 with excitement from all the gamers who
started new campaigns in the past year, and
playtester feedback has been extremely

- positive. Still, we wondered whether our
exc;remenr was exaggerafed by our hapes

- that it will sell millions. Maybe we weren 7
being critical enough, we worried.

Our fears were. pur fo rest a few mon __s ago.

T ' n Chris Perkms Arvensar campaign, we found ourselves in
a Furrous mefee with a lightning-spifting behir. The fight soon turned against us as the
blue lizard gobbled up Jeff's elf barbarian, Sevet, then used the formidable Cleave feat

- (that’s right—the monsters get feats, too) to do the same fo Droo, Sean’s dwarf fi ghrer'

~ In a single round, our two toughest combatants were in the belly of the beasr g
“Hey!” protested another player. “How many can that thing fit in ther
Chris gianced at the manuscript of the Monsrer Manual and replled 'Two Med:um-

size crea'rures :

; We were floored—not because our buddies were Tucked snugly inside The monsTer s :

i bel!y, but because there was a rule for how much room it had in its gut! Gl
A round later, Sevet used a magic ifem fo teleport out of the behir’s gullet, | but

- Droo had to cut his way cur For’runa’rely. he had a knife built into h|s prosrhe icarm.

(Long story.)
~ “So,"” asked Sean; * haw rnuch ‘damage to cut my way Free"r‘ i G
“Twenty-five points,” replied Chris, looking up from the Monster Manual agam :
Despite the fact that the behir had mopped the floor with us, we we 'delighted fo

; Fnd out there was a rule that answered the question we'd just asked. The game is.

defi hlrely working for veferans who fondly remember learning the rules The ﬁrs’r Tlme

 New and better rules aren't all the new D&D is abour of course. Bringing new
' blood to the game is even more important, and we have some good news on that
f'ranr too. Along with the veteran gamers, we also have a novice in our game.
- Lizz created Tryant, a gnome rogue, then spent her first few sessions as quiet as a
mouse. She never ventured to speak in character, and most of her actions were fo -
imitate Stan’s ghome rogue, Herumann, and hide the moment hostilities broke out.
: Sadly, Tryant mef her end in The jaws of the white: dragon lcerazor. Fortunately,
one of the group s NPC companions was a sapromneme, the flying fungal ghost of a
- dwarven warrior. The sapromneme, Harla, was best known for floating around Droo,
. whom she adored, cooing in her inimitable accent, “Oooooh, Drrooo!” Her affections
_ never failed o make Sean turn red and fhe. rest of us Iaugh sada our our noses.
: After the ill-fated battle, the spirit of Tryanr rose from a patch of spores that Harla
 had. dropped in all the excitement. Now we had two flying mushroom characters.
Better yer, Lizz had a hook on which to hang her characterization of the new, fungal
incarnation of Tryant: “Oooooh, Herooaomaaann"’ (Apparen‘rly, becammg a
sapromneme makes you quite amorous.):
Before the rest of us could wipe our eyes from Iaughmg at Stan’s deep b{ush we all
realizecl that Lizz had become a full- ﬁadged gamer. All rules asnde, the D&ID game had
. claimed another devo’red player :

By the fime you read these wurds. chances are that ycu'II 500N rry the new game
for' yourself. After that first session, take a few minutes fo share your experiences
with us, whether you're a veteran leaping once more into the fray or a new player |usr

~ new Iear'nmg what's so grear abuur this: DUNGEONS Ot DRAGONS game

~ [_)a_\ée"ﬁ'l".{:ss_.i"_E_ditor-in'-C_h'ie.i" '




SERVANT OF THE DRAGON

David Drake
0-812-56494-4 » $6.99/58.99
New in paperback!

“The #rip Is inventive
and sotisfying . . ."
=Puklishers Weskiy
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A new hardcover!
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' BROTHERHOOD OF THE WOLF
David Farland

0-812-57069-3 ¢ $7.99/$9.99

A September 2000 paperback.

“The uttroctions ore Indispotable:
substanticl piotting, Inventive
magics and ensugh fighting o

grotify the most Dioodthirsty fon.”
=Hlrkus Beviews

AVAILABLE WHEREVER BOOKS ARE SOLD



Dang'er awaits, nardy traveler, | or invite companions to join you online.
in the turbulent lands of Arcanum! ! And for those with diseriminating taste,

Prepare potion or pistol, for armament is | we sport the most advanced 4

a must! Encounter more than 500 | role-playing system ever
friends and fiends of the oddest sort on | created in this or any
dozens of quests and campaigns. | other reality.

Travel alone through this massive realm,

Choose dueling or discourse
to carry the day in this epic
tale. Many means exist to
solve the dozens of quests
found throughout this
massive land.

==l
Rewards await heroes and
villains of hardy caliber and
constitution! Earn Fate
Points and enhance your
Reputation = among the
denizens of Arcanum,

=]

Creat:e your own online
campaigns with the
Arcanum World Editor, o’
robust tool designed for tha




G RIMOIRE
& GASLIGHT

Discover the mysteries
of magic and technology!
Delve into dark caverns
or prowl the squalid
city streets to unearth

%6 :I._ll'etl age.




Keep in Touch!
i To share your opinions on this issue
of the magazine, post a letter to

“Scale Mail” DrAGON Magazine
1801 Lind Avenue S.W.
Renton, WA gB8oss, USA

{ Send email to scalemail@wizards.com

4 Include your full name and mailing address if you
| expect your lefter to be printed, and let us know
how much of that address you'd like printed.
(We'll assume city and state otherwise.)

"us -ger somethmg

is no such

D Dgeﬁn Master. There
J 7 avegreationes, good
onea and 50 on
down the line, but
STt:ere s no DM so
illed as to need
no jimprovement.
In Facr repefition
7~ and in
; 1 Ycause a DM'1o regress.
Ho o become a berrer DM tS

e
=

bemoan the fact rhar rhe group has :
disintegrated and a new one can the

By Gary Gygax

: strafght Immediately:

ia can combine

» confrontation and combat
« econormics and commerce
« exploration and discovery
« personal relations and polifics
« problem:solving and puzzles.

| believe that runs fthe gamut, and
surely no DM earns an A in all. Of
course, the players influence the
proportion of each aspect in the

campaign, but if the DM is very capable,

any aspect is likely to be well received;
_even by fthose players otherwise
reluctant to stray from their ¢ preferred
‘mode, be that action-based or histrionic.
Furthermore, we all need fo refresh

“our minds to maintain our skills. Not

only DMs grow lazy. Players also slip,

offen taking their cue from the DM. To
_ assure mp—ﬂlgh'r performance, the DM

‘must consider the advenfures and think

 abour 'fhe manner in which ha presenrs = S
xample, poor ng can -""DUWEONMASTERS Guide for the new

y. be laid squarely on the: doorsrep 5

: of rhe;DM IF The NPCs are presenred :

enactment when rhe|r PCs 'rake srage
: cen’rer‘-’ In t:ke vein, combar rhar-consmrs- :

= '_know your. DMmg intimately.

 realized how much | had forgofter
A ;:__presemmg play 5658i0n :_Alrhaugh H

For subscription inquiries,
send email to dragon@pcspublink.com,
or call 1 (800) 395-7760.

‘We all can learn from many sources,

including the players. By watching other

DMs at work, we can learn what we are-
doing right, pm%ed improvement in, or just
not doing at all. Observing paners tells a
lot about the DM also. If they are eager,
attentive, and “in character” much of the
time, you can bet that the DM is doing, a
good job. : '
To stay at peak level, the DM must

_ first really love the game. The wise
‘DM listens mennveiy fo players
-suggesﬁons-—and complaints. While :
_some are not germane, or some players =

- are just grousing because dmerhmg

wenr awry for The PCS many a gaod

The DM should also panndlcnﬁy

_ re-read the rules. In this regard, | was .' e

quite faken aback affer reading the

& 1y,
arvelous rutor|a1 For The DM, and |




Master of the Game Thti1 Trouble
wif

I'd like fo start by menfioning how much | appreciate the previews DrAGoN has provided Tiamat

of the new edition of the D&ID rules. As | read them, however, | can't help but nofice | don’t know who came up with the

how many of the changes being made are similar or idenfical fo house rules | Tiamar art in the issue of DrAGON |

implemented years ago. It seems to me that a whole lot of R&D and playtesting time just got in the mail (#272). Whoever

could have been saved if Wizards of the Coast had just consulted me on the grd Edition  did that picture needs to find a

project. To avoid making the same mistake twice, and fo ensure that Wizards of the good picture of her to see how

Coast is on the cutting edge of gaming evolution, it is clear that the company really has wrong he is. Her heads go (from

no alternative but to hire me info an influential position in their game design department.  left to right): black, blue, red, green,
As far as my resumé goes, in issue #272, Ray Winninger states in “Dungeoncraft” white. Tiamat has always been one

that, “Unless you are one of the best eight or ten DMs ever to grace the gaming tables, of the most feared dragons ever,

don’t even think about running a game without a prepared description of the adveniure and that artist messed her up so
you are undertaking.” I'm happy to include myself in the Dungeon Master elite, then. For bad it's not funny. To look at that
a period of two and a half years, | ran a game on a weekly or semi-weekly basis wﬁh no picrure ... just ... oh, man, it's just
more preparation than a blank nof right ar alll

legal pad, a pencil, and a box ’ Dowell Darlington « Windham, OH
of dicpea. The adventures | ]‘ m h—aﬂ-nv to mc'ude se“ m %
crafted are still admired today, the Dungeon Master ellte' ! '_l FaN Afrer asking all the local experts, we

eight years after | adopted a still haven't gotien a befier response

“prepare beforehand” policy. Il @ @QITIE I or vearS] W]th N0 MOI'@ rhan “Huh?” to the question of

be happy to furnish references whether there's an “official order” to

to the appropriate persons, ﬂl‘ eﬂal'atl on than d hl allk lega] Tiamat's five heads. Since you're

In all seriousness, how about . = clearly the expert on chromatic

: coming up with a recurring ad 4 encll and d hox Of dlc e. dragon queen head placement,

s article that publishes a castle, Dowell, we've put in a recom-
dungeon, or fomb floor plan with fraps and a backstory, but lets the DM populate it with mendation that R&1D snap you up as
creatures appropriate fo his campaign or party? Also, a good article on castle or temple ~ Monster Continuity Expert at the
construction and costs would be appreciated. (The Castle Guide system is a litfle foo same time they make Harry the Lead
cumbersome, | feel.) The article should address the cost of magical effects that Designer on 4th Edition. -

. adventurers would likely wish fo include in their constructions, as well as the use of

magic in the consfruction process.

Harry Pratt » Bloomington, IL

As the primary conduir beiween the designers and the fans, we feel it’s our
duty to sef the RE&D department straight when they make such egregious
oversights as not hiring Harry earfier. Show your support now by writing a
letter to “Harry Pratt for Lead Designer of 4th Edition, ¢/o Scale Mail,” and
we'll march the whole stack over to REtD.

For gg,sﬂe, dungeon, and tomb foor plans, check out “Maps of Mystery,”
currently running in most issues of our sister publication, DUNGEON Magazine.
We're also reviewing articles on castle construction for next summer, 5o
stay tuned.

- Edifor has not threatened me so much =
as once ... fo this fime.) Because it is for - not yet wnrren the colurnn :s entrra
all participants of the roleplaying game, unfounded! :
though, and likely time is precious, be
_ sure fo read the material pertaining
1o DMmg first! Readmg, mmkmg.




1@@ We showed your lefter to Skip Willi
headed role as Sage, the article’s au
lead designer of the upcoming new |

The +5 definitely belongs with
portable hole. Also, Skip reports:

= ’
Tlamat S COITY t save DC for a spell-like ability risma
ility iec mod + spell level, so Bahamut's spell-ii ke

W&t&f abll'l IS abilities should have a saving throw DC of 22 +

far too ]il'nite ﬂ spell level, not 14. The correct saving fthrow DC

= for Tiamat’s abilities is still 1g.

“The corrupt water ability is derived from
ihe as-yer-unpublished black dragon description; she
has it because she is a dragon, not because she is a
deity. The same can be said for all Tiamar's and
Bahamur's abilities—the article doesn't even begin fo
explore the pair’s abilities as deities.”

Speaking of Tiamat and Bahamut as deifies,
maybe we can twist Skip’s arm for a sequel next
year, one thar shows the king and queen of dragons
in their full divine and infernal glory. If you'd like o
see that article, write us a nofe. We'll add them fo
the stack of votes for hiring Harry and Dowell, and
paper-maché Skip into his cube if he doesn’t agree.

| Tlamat Typo
| just received the June, 2000 issue a couple of hours age. | wanied fo
et you know that there is a typo in the description of Tiamat. In her
maglc items list, there is written “portable hole
-5". | know nearly nothing of the new edltion
f the rules, but I'm guessing that the “+5” was
ntended to precede the ring of deflection
ather than being a property of the portable
le. The arﬂcle was well-written, which makes
me even more hopeful about the writing in the
- new Monster Manual.
[ noted that in nearly every respect, Bahamut is more powerful than

Tiamat. One notable exception is that her spell-like abilities have a DC

_ modifier of 19, while those of Bahamut have a DC of 14. Was this really
" intended? Of course, there is no reason for every property of Tiamat
to be weaker than Bahamut's, but | just thought | would bring it up,
since it was such a glaring difference. v
On a personal-input note, Tiamat's corrupr water ability is far too
?f% . limited with regard to volume affecfed. Tiamat, not only Colossal but
i AT Pﬁar dmnm should be easily able to corrupt an enfire lake per day,
“not ‘bar el-worth of water. Besides that, the article was

-eally Won:

&erful #
& Jean-Philippe Suter « Randolph, NJ

Jolly Good Show, Old Chap
| just thought l’&drop a line to praise Kevin N. Haw's “The Ecology of the Bag of
Devouring” from issue #271.

First of all, the choice of monster was excellent! It's hard enough writing an

“Ecology” article when there’s a MoNSTROUS MANUAL or MONSTROUS COMPENDIUM

listing providing a bunch of “known facts” about the creature in question. To do an
“Ecology” on a monster that’s only been mentioned in passing before was a sfroke
of genius! The fact that this was Mr. Haw's first “Ecology” makes if that much
more impressive.

I enjoyed the story as much as | did the fleshing out of the devourer. The creature's
anatomy was very logical, given what little we already knew about the beast. (Although
personally, I'm not foo sure about the eyeballs in the inferior of its stomach cavity, buf

‘you never know.) The diagrams were nicely rendered; kudos to artist Corey Macourek,
~ as well. Perhaps the only thing missing was a Monstrous Compenpium-style listing of

the devourer's stafs, although much of this can be derived from the article itself.

Kevin already has a segond article
proposal under review, and were
sure that “The Eco;'ogy of a Bag
of Devouring” was only the first
of many fine contributions to come.
In other words, Johnathan, you've
got competfition!

Nor to be ourdone by a talented
upsiart, Johnathan fackles a new
monsirous creation of the DEtD
game in next month’s “Ecology of
the Darkmantle.” For the creature’s
statistics, youll have fo waif just a
little longer, as it makes its first
appearance in the new Monster

Allin all, an excellent “Ecology” article. | hope we'll see more of Mr. Haw in the future. ~ Manual, available in October.

Johnathan Richards » Bellevue, NE




We've packed so much new stuff into the j”% v@ \T
GEN CON® 2000 cawme Fair,
it has to be a 24-HOUR AFFAIR.

You can check out the booths and events during the
day, and play in organized gaming events all night long.
What will you do with
your time? May we SUggE‘ST:
= 250 different exhibitor booths
= Authors, artists, and game designers
= More Than 2,500 gaming events

- Celebrity quests from a wide range of
science fiction and fantasy shows

Bring on TheCAF FEINE

Midwest Express Center = Milwaukee, Wisconsin
For information, call (800) 529-EXPO
or visit <www.wizards.com/gencon>.



I'm a loyal subscriber, and | would like to make two

"statements with this lefter.

~ First, | want to congratulate Gary Gygax (who | believe
.should be called Lord Gygax) on his new column! | have

ubstarﬁnve issues, and in such a blunt, effective way. The

ork isa fribute to Lord Gygax 5 abllny as a wmer and if

ieve had been lacking,
3 T'would like to appeal to you, Dave Gross, fo write an article in
RAGON that dtscr:hes how you will convert an AL-QADM campaign in

' qwn oblecrwes. since a friend of mine has frepidations about doing that same
ing, it would be a good article fo read. | know it might fake some fime for you
comple‘re your work, but even that could be seen as a test of the ease with
ich a campaign can be converted.

| started roleplaying, there
< was very little support for

the DED game. Instead,

[there were lots] of other

. games—TuNNeLs ano TrolLs

 and RuneQuest, for example—
50 you would find more
. games than supplements in
o stores. If you wanted fo Iry
: sommhmg new, you had to

* buy another game. So it took

: no-effort at all for me to
- separate myself from the
. games | already knew when
it came time fo design.”

. Pushing the Edge

: -;Jonathan 5 560 ond game,

Over 1HE Epce (1gg2), was

- radically different from Ars

. Magica, This game used

free-form rules anda

- subjective approach all

- around. Characters didn’t
have ability scores like

~ Strength, Intelligence, and so

. 3-fo_ri‘h instead, players defined
 their _{,,humctar__s by a small

12 august 2000

number of traits, “the way
you might define a character
in a film or a novel,”
Jonathan explains, “Instead
of detailing every charac-
teristic, you just focus on
what makes that character
different.” The game's setting
was modern, but with weird
elements to give it a surreal
feeling.

Jonathan concedes that
he created the game only for
himself (as gamemasver, of
course) to play with a few
friends. It was intended 1o be
too weird and obscene for
publication. “John Nephew at
Atlas Games heard about if,"
Jonathan explains, “and said

that it was exactly the sort

of thing he wanted to publish.
| tried to talk him out of it ...
but | Failed.”

Back to the Future

of Games

Jonathan sees a bright future
ahead for roleplaying; it's
certainly come a long way
from when he was a child.
“Back then, roleplaying had
boomed into a fad, and
suddenly kids were doing
things that their parents
didn't understand. Anyone
could tell them that their kids

1 hav

deal with such substantive
issues, and in such a blunt, -

Edward Geraci » Chicago, IL

ely see

ON

_ﬁng_

While it's great to read a request for an
article from Dave, we can do better than

that. Consider an Arabian Adventures

article from one of our talented freelancers
penciled in for publication somefime next
year. In the meantime, check out the all-new

“Campaign Classics" starting next issue,

including some grear adventure hooks for

the Land of Fare.

were in danger, and they'd
pay attention,”

Jonathan feels that the
current generation of
parents, either being players
themselves or knowing
players with whom they grew
up, are more comfortable
with roleplaying. Additionally,
compufer games that
encourage players fo
“pretend” in fictional seftings
against imaginary creatures
are now commonplace.

“And though I think it's a -

hard sell,” he says, "I think -
what POKEMON is doing is -
teaching a whole generation

-of kids that you can have

fun imagining you're having:
battles with imaginary
creatures whose abilities
are defined by rules and

nurmbers. That's POKEMON,

but it's also D&MD If's
roleplaying in general

In addition 1o his work on
the new edition of the game,
Jonathan also makes time to
play games with his five-
year-old daughter, Tessa, |
share my hobby with her as
much as | can,” he says. He

-desgrsb{,s a game he's _made :
~up for her that they call

“Spaceship.” “Each of us

draws a spacesh:p, Ihen l r .

1o rock your world ...

a die. Tessa decides which =
spaceship gets assigned that
die. Then we roll a die for the
other spaceship. Whichever - -
number is higher, that
spaceship wins that battle and
gets 1o draw a laser line from

it to the other one and burn a
hole through that other ship.
When a ship’s been burned

four times, it's destroyed.

Because she gets first pick of
the die rolls, she'll usually win, -
but because there's chance
involved, shé won't always

win. That teaches her that =~

there are good and bad die

rolls, and you can exercise

some confrol over them, but'
there's always going fo be

some randomness. And 1hat’s

the definition of geod gammg

'|5n1 it""

2 akmg the Bes? Ewe
 The new D&MD game is going

_maybe

even your real one,
“The gulding concept

behind fhe new edition,”

* Jonathan says, “was to mak

it demonstrably better, Th
changes had To pan out

_acrual play-value. i




"You're dead now. You can't move or speak. The world becomes black and your head turns inside out with pain. Unable to

scream or move, your senses are overwhelmed with agony and terror. Finally, an escape! You feel released,
lighter than air, nothing but pure consciousness hovering over the hellish pain of vour corpse."

If you are tired of spending hundreds of dollars on video games which you gawk over for a week and forget about, and are tired of

wishing for that one game that would fulfill your fantasies only to be let down yet again, try Medievia. Most of the people who play
the game a few times play Medievia for years. Why?

@ It's Free: Yes, Medievia was free in 1991 and we are proud to say that it is still free. Many players who play Medievia daily for

months and years on end donate to keep the game running. We are trying to make the biggest and best game on the Internet.
Ever wonder what kind of game would exist if players were allowed to suggest changes and then help program them in for years on
end? You guessed it! A game of un-paralleled richness, balance, and depth of game play.

It's Like Being in a Book: Medievia is a pure text game. Imagine yourself immersed in a book with thousands of other players,
deciding your fate and the future of your story. We choose not to incorporate graphics into our game because we believe that you
cannot have a game as deep and as large as Medievia is in any other way. Just like many books are better than most movies,
Medievia is better than most graphical games. In fact, people who play Medievia after having experienced Everquest®, Ultima
Online®, Quake™, and other expensive games invariably mail us and thank us for making the very best game in the world.
Oh yes, they play their most recent favorite graphic game on occasion, but they continue to play Medievia year after year. In the
end, graphics often limit more than they enhance.

It May Be the Largest Virtual World on the Internet: Most graphic games must totally re-invent themselves every two to
three years in order to take advantage of the latest graphic technology. They are never able to grow into a game so large that you can
play it for years and still see new places and enjoy some features that you didn't know existed. It is nearly impossible to explore all
of Medievia. You will adventure with friends in haunted graveyards, castles, forests, catacombs, and hundreds of other places.
You will fly on dragon back, trade with covered wagons, join clans and possibly make your own clan towns that will have to be
defended from dragons, armies and things from the depths of hell. Medievia even has its own player driven economy and its own
storm systems. We supply the world, you supply another person to live in it for as long as you like.

It is Here to Stay: When you enter the world of Medievia, you enter a world that has been growing and refining itself for almost
a decade. We have taken player ideas and input and responded with new features since 1991. The result is not a game, it is a complete
world that is waiting for you. It is a world that will continue to thrive for as long as you wish to play, whether it be for months or
for years. We promise that as long as players play Medievia, the game will continue on, becoming bigger and better every year,
It's Social: Most online games allow you to talk by typing in sentences to other players. Some even allow you to speak to them
with microphones. The problem with these games is that the social interaction in these games is completely overshadowed by the
graphical gameplay. In Medievia you will talk to and become close friends with many people. No matter what time of the day it
is, you will find that you can log on and have an adventure with your friends. All age groups play Medievia; We have many
players under 20, many players over 60, and clans for players of any age group.

It's International: Medievia thrives 24 hours a day because people from around the globe play at the same time and they do it on
the same server. Most on-line games split the world up into local servers. A player from France has little chance of meeting a player
from Philadelphia on these games. Medievia offers a truly international gaming world.

It Runs on Older Machines: Tt does not matter what kind of computer you may have, since Medievia is all text, you can play
it right now. Medievia does not require an expensive computer to run since all of the processing is done server side. '
It's Immersive: Medievia offers a game of unparalleled richness and interactivity, a game that you can truly lose yourself in.
Some days you may decide to help protect your friends in a trade run. Some days you may enter a player killing zone to try and
outwit another player or clan. Some days you may just hang out with friends and discuss life. Maybe you join in a hero battle that
anyone can watch. Maybe you dare to enter a dragon's lair with your friends in an effort to stop the dragon from attacking a
local town. Medievia has most aspects of life in the game. People get married and divorced on the game. Our new bloodlines
module allows you to continue your line and have children in the game. You wish to be immersed in a game for a while?

Try Medievia.
www.Medievia.com

Medievia is a trademark of Medievia.com, Inc. = Ultima Online is a registered trademark of Origins Systems, Inc. * Quake is a trademark of ID Software, Inc.
Everquest is a registercd trademark of Sony Computer Entertainment America, Inc.




% Credture Concerns
! ( My name is Travis Worwood, and | would like to start by letting you Don’t worry about the new monsters, Travis. They

’, know that | have not been playing the game long, nor have | had a long  can more than hold their own in the new DEID game.
subscription fo this magazine, but | infend to. * Just fake a gander at the “Beasts of the Pomarj” in
|'started playing the DUNGEONS &t DRAGONS game in 2nd Edition, so | this issue. These are the least dangerous of the
had no idea what 1st Edition was. | love everything | have heard about creatures James Jacobs has already created for the
the new edition, though, and | really liked the PLAYER's OpTioN books. magazine. If you want something really tough to
" | have only one concern: You're making all the classes much cooler.  throw at your characters, check out “Denizens of the
Giving rogues more skills than everyone else lets you customize your Wormeraw! Fissure” and “Children of Tharizdun,"” set
rogue fo be different from anyone else’s. Giving fighters “feats™ is a to appear this fall. If that’s still not enough for you,
great idea; that will really set them apart. More spells af lower levels, brace yourself for a return fo the Barrier Peaks
swapping spells for healing, the list goes on and on. | noticed that much crash sire in early 2oot. If your PCs don't suffer a
of this was taking away the disadvantages of classes in 2nd Edition. | few casualties when facing these monstrosities, then
know that | have no idea of the new edition with just these little you should turn in your DM's screen.

countdown articles and the website, but | just wanted to make sure:
*  Are the monsters improving with the characters?

If you make all the classes so much better, a kobold war party won't
even be a threat fo 1st-level characters. | am sure that when | buy the
F;f book it will all come clear, but | couldn't wait to know.

H Travis Worwood e Kaysville, UT

We Are Not Amusing

| kept quiet when the April issues went from silly to somewhat silly to a couple of We expected to print more cartoons in
token humor articles. | understand that not everyone might experience the same the Aprif and May issues, but fast-minute
paroxysms of laughter that | do upon witnessing stats for the Pigeontoad or reading  production changes and simple human
the spell description for the wall of missifes. | can accept that. oversight left them waiting for later

Buf afrﬁféeading issue #272, | was left with the feeling that something was very,  issues. Last month, you saw the return
very wrong. | went back fo the beginning and slowly flipped through the magazine of spor cartoons throughout the
until | had reached the end. My initial fears were confirmed. No “Dragonmirth!” magazine, and—due fo popular demand—
Plus, the single-panel cartoons that had formerly been scattered through the issue “Dragonmirth” has also refurned as a
were not to be found! Not a one! Oh, sure, “Nodwick” and “Shopkeep” were present  page dedicated to carfoons. As always,
and accounted for, but they just don't capture the humor of “Dragonmirth.” your wish is our day planner.

So, | ask you, is this the way things are to be? Is “Dragonmirth” forever gone, or
did the art folder get lost in a stack of papers so the issue had to be run without
cartoons? Please, | must know! '

Matt Brooks  Williamsburg, VA

_.|t]em_' fhat this rule e
[by making combat -
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Encounter over 100 NPCs, battle 75 Create a party of six adventiurers from 15 Embark on over 100 quests in 200
ters, wield weay and cast different elasses. Ulilize 300 inventory hours of gameplay. battling in

over 1oo magic spells, items, including customizable picces. real-time and turn-based combat.

www.activision.com
From the Creator of

WIZARDRY*" V, VI, AND VI,
D.W. BRADLEY

Wizards & Warrloss & a tradamark of Houristie Park, Ing, £ 2000 Heuristic Fark, ine. Published and distibuted by Activsion. Aclresion s a registered tademark of Actvisan, Inc. Wizardry s 2 regestered trademark of 1258180 Onbano, o,
Al rights resiesved. The ratngs icon (s a trademark of 1he iMeractive Digital Software Association, AR other trademarks and trade names are the properties of their IEspective mwners




"

The Spider-Guy Strikes Back

First off, | wish to say | don’t hide behind my DM's screen or keep who | am a secret.

I just went around the block with issue #272, and |found a lof that caught my interest.
There's foo much to list here, but what caught my eye was being shot down by a fellow
gamer, a Ms. Goodwin. | was going fo remain silent ... unfil I read what she said about me.

So, hello, everyone. My name is Ed Perez, but most of you might know me as
“the-spider-on-the-table guy.” (I get jokes about that all the time.) That's not my name,
so please stop calling me that, and don't call me “Ed the demonic DM?” I'm not demonic.
I've got a big heart and an even bigger sense of humor, so lighten up. If you wish fo title
me, call me what I'm known as: Ed the Underdog. | have a lot of pen pals out there who
might read this and say, “Hey, |know him. That's my buddy.”

Yes, | did scare the H-E-double-hockey-sticks out of my players. I'm not sorry, and |
will do something as drastic again; I do it all the time. It was just one of the many ways |
get back at my players for trying fo drill a hole'in my DM’s cap. Gracy honored me by
sending in that DM-of-the-Month entry, evenithough she made me out fo be a bad guy.
For the record, her nickname is “Stooger,” and she was hiding in my bathroom for over
two hours. 8hat she didn't fell you was about the way she and the other players play.
Let's just say that | don't find too much humor in “Knights of the Dinner Table,” because |
deal with stuff like that for real.

Like one time, the party ran a stake through the heart of an entire village of
o-level NPCs 'cause they thought | was running a From Dusk Til Dawn adventure.

They were wrong, and even after the first ten villagers died and no one grew fangs
and attacked, they sfill stuck to their plan. Not only do they not fake “no” for an answer,
but they slap around every NFPC they meet under 4 feet tall.

I'm a very happy-go-lucky guy, but I have feelings too, damn it! All is not lost,
because | can deal with them; | know how fo get even.

This letter goes out to the lady who was glad she wasn't there. [ don't play to be
myself in another world either, so don't think that you got me all wrong. | can fell
the difference between fantasy and reality. I'm not an elf, nor do | want fo be. I'm not
a demonic DM or some spider guy. I'm just a DM, one of millions, who runs the
game to have fun. If a big man confronted me with a sword, | (as Ed), would make
him wish | were you, because in real life 'm a boxer as well as a brown belt. My
character is the one who would run! (Kobold thieves are not much for combat.) You
strongly disagree with my actions. Very well, I'm sorry | can't please everyone, and
if you don't like my DMing and wish to shoot me down in the future, please don’t put
me on the spof in my favorite magazine.

. Before | go, lwish to add that in “Forum” in issue #272, Mr. Roberts suggested
remaving gnomes and halflings altogether, calling them uninteresting, annoying, and
unplayable. Dude! The character is as boring as the player makes him. No one says
you can't remove them from your campaign, but by saying that they're pathetic and
unadventurous, you have never met my halfling Redwind.

" Ed “The Underdog” Perez » Bronx, NY

TR
Sorry, Ed, but you'll slways be the
spider-guy to us. But we think it’s a
badge of honor, so don't feel oo bad.
On the other hand,#f you ever visit the
offices, you will be searched for bugs.

Now that you've seen the
new Player's Handbook and the
revamped DRAGON, fet us knowg,
what you think by dropping us a
line at scalemail@wizards.com. D)

16 august 2000

www.nodwick.com

e
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CANTICLE

R. A. SALVATORE

THE CLERIC QUINTET

BOoK ONE

A devastating curse
is unleashed from
the hidden vaults
of the Edificant
Library, and a
young cleric must
battle the
terrifying
creatures loosed

upon the land.

THE MAGEHOUND:
COUNSELORS & KINGS
ELAINE CUNNINGHAM

BOOK |

THE ICEWIND DALE
TRILOGY

COLLECTOR'S EDITION
R. A. SALVATORE

The three
captivating books
that introduced
Drizzt Do’Urden to
the Forgotten
Realms® world—
The Crystal Shard,
Streams of Silver,
and The Halfling’s Gem—
bound together for the

first time.

PAUL KiDD

A man finds the hidden spark
of magic in his own hands and must

discover its meaning before a relentless
nightmare beast discovers him.

DESCENT INTO THE DEPTHS OF THE EARTH

THE DARK ELF
TRILOGY

COLLECTOR'S
EDITION

R. A. SALVATORE
Here in one
volume is R. A.
Salvatore’s The
Dark ELf Trilogy —
Homeland, Exile,
and Sojourn—the
stirring epic that recounts

the tortured beginnings of
Drizzt Do’Urden.

The intrigues of faery court force the Justicar into the
depths of the earth to fight hobgoblins, drow, and other
dark enemies in order to save the faery Escalla.
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THR SPINE OF
THE WORLD
R. A. SALVATORE

The barbarian
Wulfgar sets upon
a dangerous path
to redeem the life
he thought he'd
lost forever—up the windswept
peaks of the Spine of the World.

UNFORGETTABLE ADVE NTURE

DEATH OF THE DRAGON
ED GREENWOOD & TROY DENNING

- Cormyr has endured a millennium
of travail, but the tearing talons of
dark magic and a dragon of
unparalleled evil threaten the
kingdom’s very existence.

THE SEA
DEVIL'S EYE
MEL ODOM

THE THREAT
FROM THE SEA:
Book Il

The Threat
from the Sea
series con-
cludes in an

explosive climax that will set all
of Faeriin reeling.

BALDUR'S GATE II:
SHADOWS OF AMN
PHILIP !\THANS
Shadow thleves
vampiﬁés and
rockworms run
rampant on the
Sword Coast in
the action-
packed novellzat’on of'the
Baldur’s Gate Il computer game
from BioWare and Interplay.

THE HALLS OF
STORMWEATHER

Ed Greenwood and
friends invite

you into the magical
world o the
Forgotten Realms,
where mystery

“stalks the streets of

the strange city of
Selgaunt.

——

All trademarks are property of Wizards of the Coast, Inc. ©2000 Wizards
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A RPGA TONIGHT
Chronicles of Darkness
Introduction

This week we look at the our new
campaign in Whire Wolf's Storyteller
game system, Chronicles of
Darkness. Campaign developers
Nicky Rea, Jackie Cassada, and Carla
Hollar will tell you about the cam-
paign and how to get involved,
August 1; 8:00 AM.

B LIVING CITY TIME
Every Wednesday, you'll find a Living
Ciry board member in the RPGA
Forum ready 1o answer your ques-
tiong about our maest popular LiviNg
campaign, This is your chance to
verify rumaors, ask questions, and
give your suggestions fo the board.
August 2, p, 16, 23, and 30, Bi0o pM.

C RPGA MEMBERS
WRITER'’S
'WORKSHOP

Robert Wiese hosts a writer's work-
shop In the RPGA Events room for
veteran and budding roleplaying
scenario writers. This session is
designed to help people bacome
better adventure designers and will
get Into ftoples involved in writing
adventure scenarios,

August 2, 16, and 30, B:00 PM.

D RPG HOUR

Death of a Dr.

When Cormyr Is attacked by a drag-
on from withaut and treachery from
within, King Azoun |V must make the
ultimate sacrifice to defand his
belaved land. Death of the Dragon

. marks a pivotal moment in the histo-
ry. of the Realms—a loss whose
affects will be felt throughout the )
FORGOTTEN REALMS setting. Special &
guest Ed Greenwood |oins us for a
discussion of his latest confribution
to the Realms.
August 4, B:00

‘WIZARD
1 August 4-6 1L )
* Rosemont Exposition 'dﬁ‘ter‘
. Resemant, IL.

Contact;
“Wizard World Chn:qgo
vance Ticket Sales

P.0; Box 656 A ;

Yarktown Heights, NY* Ay
ehsite: www ardwo om/ }” ]
c: o/chi gohfmf g

Taiep%anet ) 690 " i

GAMEFEST XXI
August 4-13 CA

Game Towne, San Diego, CA.
Contact:

Shannon Grove or John Hall
Game Towne

3054 Harney St.

San Diego, CA gano.

Email: gametowne@yahoo.com
Website: www.gametowne.com
Featuring: “Games, fun, and prizes.”

E FROM THE
DRAGON’S MOUTH

Dracon’s New 3rd

Edition D&tD Focus

You can see how the new D&tD game
has changed the look of Dracon and
Dunaeon Magazines, but what does it
mean for the conten!? Char with the
editors fo find out,

August 6, Bi00 M,

F HQ TIME AT RPGA
Every Monday, you'll find RPGA
Headquarters staff in the RPGA
Forum. Staff will answer questions
and shoot the breeze with you (bur
not engage in in-character chat) so
come on by!

August 7,14, 21, and 28 600 pM,

GEN CON
GAME FAIR

August 10-13 Wi
Midwest Express Center,
Milwaukee, WI.

Contact:

Wizards of the Coast

P.0. Box 1740

Renton, WA g8o57.

Website: www.wizards.com/gencon
Telephana (8o0) 529-EXPO

.GVIRTUALGENCON
/' REPORT

Roving Reporter reports live from
the Game Fair!
August 10, 6:00 PM.

LAIRE-CON
August 113’ NJ
Camp Sacajewia, New Jersey.

Confact: Adam Krat.

Email: mayoraloemaol.com

[

- -
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Test your knowledge in the Totally
Twisted Trivia game for prizes!
Hosted by your Wizard, Community
WizOs.

August 12 and 26, g:00 PM.

I DESIGNERS’ GUILD
grd Edition D&tD
Designer Free-for-All

We cut in on the revelry of the last
night of Gen CoN to ask Monte Cook,
Skip Williams, and any other D&tD
designer we can snag to answer a
ard Edition D&D free-for-all,
Designers can finally spill on any
detail you want to know!

August 13, B:00 P,

J WHY COME TO
THE BIG SHOW?

With the Gen Con Game Fair behind
us, we look at what was fun about
the big show. We will share stories
and fry to convey why you should
consider coming next year, We'll also
talk about Winter Fantasy, the
RPGA's own convention, which takes
place In late January 2001, With
#uests Keith Hoffman, Jason Nichols,
Tom Terrill, and Greg Dreher,
August 15, 6:00 PM.

K HOW TO ENGAGE
IC?I EDITION

Hosted by RPG R&1D designer and

editar Dave Noonan,
August 17, 6:00 PM.

L THE D&D
ADVENTURE GAME

The new edition of the DEID game is
going fo be the biggest thing fo hir the
roleplaying game market, and the
DEID Adventure Game is the best
way ro enter the limitless realms of
imagination; Designers Jonathan
Tweer and Jason Carl explain what
this first adventure in 3rd Edition has
to offer you.

August 18, B:00 PM.

BUBONICON 3a
August 25-27

Howard Johnson East,
Albuquerque, NM.
Contact:

NMSF Conference

P.O. Box 37257
Albuquerque, NM 87176.
Email: cweraig@nmia.com

Website:
www,memhers.aol.com/bubonicon
Featuri ry-oriented con with
two rraE' amming. Panels, art
show, Bamings Saturday night dance,

2 ﬁdcliﬂb cosgytﬁe contest, filking.

Ji- CONVENTION CALENDAR POLICIES This column is a service to our readers worldwide, Anyone may place & free listng for & game corvention hers, but the fodlawing guidelines must b2

Afrer the designers finished their

ark on the latest D&D projects, the
editors took charge! Julia Marfin and
Miranda Horner will tell you how
they shaped the raw material of 3rd
Edition info what you see foday, =
August 20, 8:00 PM.

N WIZARDS PROFILES

Peter Adkison Q&tA

Peter Adkison is not just the CEO of
the company, he's a gamer, tool
Peter set the overall strategy for the
new edition of DEID and led the
design team through its initial stages.
Now he's here to learn from youl
whether he succeeded.

August g2, 6:00 PM.

0 HOW-TO MIN/MAX

EDITION P

Hosted by RPG RE1D designers Andy
Collins and Sean Reynolds.
August 24, Bioo BM.

DRABONH.IGHT

August 25-27

Seattle Univarsity,

Seattle, WA,

Contact:

Mike Westover

PO Box 776

Seattle, WAgBni-0776

Website: www.dragonflight.org
Featuring: Role-playing, minlatures,
board games, TCGs, networked com-
puter games, semmars, and auction,

P SAGE ADVICE LIVET
Special Conversion

Issues Focus

No doubt the release of 3rd Edition
DE&D has you looking aver your
adventures and evaluating how your
play is Impacted. If you've got ques-
tions, The Sage has answers. Skip
will be giving special attention fo
conversion issues during this Sage
Advice Livel

August 27, 6:00 P.M.

QHOW TO CONVERT
YOUR MAGIC
SPELLS TO

EDITION

Hosted by RPG R&1D designer Rob
Heinsoo and DEtD Worlds Creative
Director Rich Baker.

August 31, 600 PM.

m Australian convantion
¢ Canadian convention
o Eurnpean convention
# Online convention

ousarved, To ensure that all convention kstings contain accurata and timely Information, 2l material should be typed double-spaced or printed legibly on standard manuscript paper, The conents of
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Want to map out an entire world?

We have - using CC2!

We used CC2 and add-ons to create more than 800 maps for the Forgotten
Realms" Interactive Atlas. To make it a little easier on ourselves we added a
bunch of new features, giving us CC2 version 6. Now you can use
freehand sketching or fractalise any shape.

Add labeled hex or square grids you can see before you place then snap to
them. See the results of editing commands before completing them.
Outline and explode text for great text effects. Print across multiple sheets
of paper at any scale for huge, impressive maps. And that's just a sample.
With improved help and a new 170-page manual, CC2 version 6 is the only
mapping sofware for the discerning gamer.

With Dungeon Designer 2, mapping the hundreds of dungeons and
floorplans in the Realms was a doddle. The DD2 add-on to CC2 includes
over 500 symbols for floorplans and underground areas. These symbols are
"smart" - they align automatically to walls and even cut gaps if you want.

If you are in a hurry, use our lightning-quick Geomorph symbols to create
perfect floorplans in minutes. But you aren't restricted to any one shape;
there icons for walls, quick corridors T-junctions and crossroads.

How did we map Waterdeep? Using City Designer 2!

The CD2 add-on to CC2is the only RPG tool that lets you create beautiful,
incredibly detailed city maps with easy and speed. Create houses in any
style or shape, add whole streets in a couple of clicks, or select from over
1500 Smart Symbols to make the city of your dreams. Add a hotlinked
alphabetical street index to your map in no time, and include color-coded
demographic information. You can create impressive city maps in a handful
of minutes, and have more time for actually gaming instead of preparing.

With these three products, we mapped out the entire Realms - just think what you could do with your campaign!

PRrs:FANTASY

S0 R T XA WE - LA

Full versions: Campaign Cartographer 2 version 6 is US$75.95 in the US and Canada, £49.95 in the rest of the world. Dungeon Designer 2 is US$36.95 in the US
and Canada, £24.95 in the rest of the world. City Designer 2 is US$39.95 in the US and Canada, £27.95 in the rest of the world.
Existing CC2 Windows users: A CC2 v6 upgrade from any Windows version, including an all-new 170 page manual and CD is $15.00 in the US and Canada,
£10.00 elsewhere. CD2 includes a free software-only upgrade to version 6.
Upgrades for CC-DOS users: CC2 DOS upgrade is US$49.95 in the US and Canada, £31.95 in the rest of the world. DD2 DOS upgrade is US$27.95 in the US and
Canada, £18.95 in the rest of the world. CD2 DOS upgrade is US$32.95 in the US and Canada, £20.95 in the rest of the world.

TO ORDER Questions?
If your retailer does not stock CC2, DD2 or CD2: e-mail info@profantasy.com or call our pre-sales enquiry line on
Internet: go to ProFantasy’s website at http://www.profantasy.com to order 1-800-281-2411 8AM-8PM Hawaii Standard Time
from anywhere in the world
In the US and Canada: phone free on 1-800-841-1487 (Shipping $7.00) Requirements
Elsewhere: phone UK 0171 738 8877 or fax UK 0171 738 8282 CD2 requires Campaign Cartographer 2 running on any PC with Windows
(£5.00 postage and packing) 95/98/NT4 and an B00x600 display

\X/{th CC2 - tlle wor[cl is yours!

Vindows is a trademark owned by the Microsoft Corporation. The Forgotten Realms is a trademark owned by Wizards of the Coast, Inc. Campaign Cartographer 2, Dungeon
Designer 2 and City Designer 2 are registered trademarks owned by ProFantasy Software Ltd. All other trademarks are the property of ProFantasy Software Ltd,




Canada

Wrnmpeg Manitoba, Canada.

. Contact: David KW Derksen

P.0. Box 28073

1795 Henderson Hwy

Wi nipeg, Manitoba, RZG}Pg

anada

Website:

b w\-jw'pangea «ca/ “greywolf/winconhrm

: Epmail: wincon@greywolf.mb.ca
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rupﬁng Highlander TCG Canadian

np rals, Squig Hopper Derby, RPG
nament, TCGs, RPGA events,

njip're LARP.

arign Hotel, Millorae, CA.

ntact: PMB 1422

1Baratoga Ave

~ $ap Hose CA gs5129.

+ Email: infomcon-quest.com

Vebite: www.con-quesr.com

LE10 i 1238 RPGs, LARPs, miniatures,
lhoard games, computer games, flea
narket, auction, painting contests,
guction.

RATCON II

ptember g IN

The Auditorium, 4-H Fairgrounds
é\ebanon IN.
sontact: RatCon [l
730 N. Jameson St
Lebanon, IN 465@“
Email; ratcon3 @y
Wehsite: www.su verbis cam.r’
ratcon.htm

Featuring: Six different TCG fourna-

ments, minjatures, board games, RPGs.
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COGCQC
September 22-24
University Cenfer East, R
Contact: Robert Hobart
300 Foxcreed Rd.

Rolla, MO 65401
Websire: www.rollanet.org/ cogcon
Email: youta@rollanet.org
Featuring: RPGA events including:
Auternimy, ADERD, Living Cimy, Living
DEATH”, LIVING JUNGLE .

TRINOC-CON aooo
Sept. 2g-Octi 1

Durham Marriott &t Clvn: Center,
Durham, Nerth Carolina.
Gaming Guest of Honor:

Skip Williams.

Contact: Trinoc-con

P.0. Box 10633

Raleigh, NC 27605-0633-

Email: trinoccon@aol.com
Website: www.trinoc-con.org
Featuring: RPGA, D&D, TCGs,
LARPs, art show, literary panels.

BEDLAM,

September 30 Canada
Days Inn, Toronta, Ontario.
Contact: The General Staff

178 Wales Ave,

Toronto, Ontario, M5T1Jz2.
Email: generalstaffa@canada.com
Website: www.dpsimpson.com

Hours g AM. fo 5 P.M, Auction 12 P.M.

to 3 P.M, Games begin g:3o0 AM.

arroll School
Brooklyn, NY.
Conract: Knight Games
P.O. Box 3041
Brooklyn, NY 11202-3041.
Email: knghrgames@aol.com
Proceeds benefit Camp Friendship
Featuring: RPGA premier events,

RPGs, board games, railroad games,

and CCGs.

UNI-CON zo00
MNovember 10-12 MO
Holiday Inn at I-44 and US Hwy 71
Joplin, MO.

Contact:

Changing Hands Book Shoppe
528 Virginia Ave

Joplin, MO 64801.

Website: www.unicon-joplin.com
Featuring: art show, LARP, video
room, more.

JVL-CON 2000

October 28-29 wi

Best Western, Janesville.

Contact: Ray Norton

1316 Monterey Lane

Janesville, Wl 53546.

Websifte: members.aol.com/rayshobby
Email: rayshobby@aol.com

Featuring: RPGA events, contests,
Halloween party, and more.

SYNDICON 2000
November 18-1g IN

Holiday Inn Express,

Portage, Indiana.

Contact: Carl Cabanas,

Email: conmamagte.net

ConMen Syndicate email:
theconmensyndicate@hotmail.com
Featuring: RPGA Living City, DBID,
WonrLo of Darkness, GURPS,
DEADLANDS, STAR WARS, ROBORALLY?,
Settlers, VavPRE LARP.

"CON 2000

AL GAME EXPO &t FAIR

enfer with a LAN so gamers can play computer games against each other. Games Workshop
evenf featuring 150 gamers. The LEGENDS OF THE Five RinGgs team will be making a surprise
10t forger the exciting offerings from the DUNGEONS &f DRAGONS team...

Witness the historic launch of the new edition of the DUNGEONS & DRAGONS game. The celebration begins on “Third Edition
: Thursday with a series of panels, discussions, and game demos surrounding this latest edition of the game. Hear from D&tD
' creators David L. Arneson and Gary Gygax. Meet the producer of the Dungeons &t DraGons film, Corey Solomon. Discuss

; upcoming DUNGEON MASTER 5 Guide and Monster Manua;".

T e A A A A M s

the philosophy behind the design feam’s work, hear why they made certain rules changes, and take a sneak peak af the |
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FEELING ALIENATED

ESCAPE TO

AREm—— Nk, A D TSR S, WVESSES aeeessta WL R VR, W
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_ The Sci-fi Community of the Future

You don't just get a glimpse of the future in Cybertown,
you also become part of the adventure and all for freel

It's not hard to feel out of place on this strange planet of
ours called Earth.

If you'd like to find a place where you can feel more at
home, you owe it to yourself to check out Cybertown.

JOIN NOW! Get your own life at
http://www.cybertown.com

In Cybertown you create your own life, choose your name
and how you want to look. You pick your own customiz-
able 3D virtual reality home with chat and furniture. You
can get a job, go dancing, play games and even choose a
virtual pet!

8 blaxxun
Produced by |V interactive

- FREE 3DVR HOMES - VIRTUAL JOBS / MONEY - GREAT FRIENDS - PERSONAL CHAT ROOM - CLUBS - FREE AVATARS - VOICE CHAT - GAMES -

o

Win great prizes in our ongoing contests!
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D&tD PLAYER’S HANDBOOK
Core Rulebook
by Monte Cook, Jonathan Tweet, and Skip Williams

The Player’s Handbook is the definitive rulebook for the
Dunceons &t Dracons game—the bestselling adventure
game of all time, redesigned for a new millennium.

The new edition of D&D is the clearest, most
innovative manifestation of the game that launched an
indusfry. Featuring a new, more versatile rules sysrem '
playtested by over 6oo players worldwide.

New characters and more flexible character classes
are easier than ever to create using the new CD-ROM
character generator included free with every handb

$19.95 /$29.95 CAN
TSRns50
ISBN: 0-7869-1550-1

D&tD ADVENTURE GAME
A D&tD Accessory
by Jonathan Tweet, Jason Carl, Andy Collins, and Dawd Noonan

The first new edition of the Dunceons &f 'DRAqaif_JS
game in ten years improves and upda :
bestselling roleplaying game. F._v__er" '

map sheet, character porﬂ"

$9.95/814.95 CAN
TSRub41 :
ISBN: o-7869- 16 1=

g

PLAYER cmmcm’mzcom
A D&tD Accessory

to rhe downrlgh wei

By Robln D.

Running the adver

is the DM's job ... or is
Here are 10 ways for play:

Croggglss



Loaok for these novels at better book and hobby stores everyvvﬁhcrfs; .

The Best of Tales Dalamar the Dark Rebels & Tyrants: More Leaves from the

0-7869-1567-6 0-7869-1565-X Tales of the Fifth Age Inn of the Last Home
0-7869-1676-1 0-7869-1516-1

Adventure so vivid, we suggest
you keep a sword nearby




Sequel to the Dragons of a New Age Trilogy
pownfall: The Dhamont saga * Volume One

ISBN 0-7869-1572-2




Every Draqon® Maqazme = Issues 1 throuqh .250 = ﬁ.
cmpletely searchable on multlple compact dtscs. :
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Experience
the D&D game
in a whole new light.

96+ pages of color
in every issue.

Brilliant.




DEATH OF THE DRAGON
A ForGoTTEN REALMS Novel
by Ed Greenwood and Troy Denning

When Cormyr is attacked by a dragon from without and
treachery from within, King Azoun IV must make the
ultimate sacrifice fo defend his beloved land.

Death of the Dragon marks a pivofal moment in the
history of the Realms—a loss whose effects will be

felt throughout the ForgoTTEN REALMS world.

$21.95/$33.95 CAN
TSRz21637
ISBN: 0-7869-1637-0

EN GiHEER l'-\IIlIII

B OTH0Y HEN £
I
it
{4

IN HOLLOW HOUSES N
A DARKeMATTER Novel |
by Gary A. Braunbeck

It's all true.
- It's not a nightmare.

n o It's all possible.
{ f P s N .

; An unspeakable evil stirs beneath the nation’s capital,
the gateway to a world of terror few have seen.
The Hoffman Institute might be our only defense—
RN BB  but is it part of the solution or the source of the

PRI problem? Reality and paranoia collide when dark forces

converge on a world that seems normal. /n Hollow
Houses is the first novel in a new line of dark,
contemporary fantasy fiction.

A D&rD adventure for 3rd-level
PCs but adaptable for levels 1~-g.
. Includes the poster map
of Sherwood Forest and
Nottingham Castle.

Evil Unearthed

By Ed Stark

People are vanishing from the
sleepy hamlet of Brookhollow. Can ——.  $6.09/$8.99 CAN

you solve the mystery in time to i TSR21636

save them? : ISBN: 0-7869-1636-2

A DED adventure for ist-level e

PCs but adaptable for levels 1-7. : THE CITADEL

; A DRAGONLANCE Novel

Playing with Fire i L by Richard A. Knaak

By Jeff Grubb

The lair of the infamous fire cult : ' Flying citadels bring unbridled power and threaten
has been sealed for years. Now it's SR fo destroy all of Krynn.

fime to open the doors. f —— | Castles in the sky—fierce fortresses float

A DEID adventure for znd-level - ol through the heavens, their mission to rain down

PCs but adaptable for levels i-8. - RN M missiles and winged draconian froops on their foes.
3 " A lone commander sets in motion a pact with
Eye for an Eye ' . A S a dark mage who has devised the ultimate fortress,
By Patrick W. Ross | imbued with power that has never been witnessed
The Search for a stolen jewel : et “and an evil secret that threatens all magic users.

leads heroes into the heart of a i) | _
perilous swamp. ; - F 6.99/$8.99 CAN
A D&D adventure for grd-level B | S
PCs but adaptable for levels 1-g.

$4.95 U.S./$6.50 CAN
TSR Product No. 82082
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Upcomm

. New DBTD Dungeon MASTER’s Guide Core Rulebook $1_g.g-.5'l- =

: r u ~ New DBtD DuNGEON MASTER’s Screen  Core Product $9.95

® - The Sunless Citadel D&D Adventure $9.95

ul e _ D&1D Gazetteer D&tD Accessory $9.95

: - The Nether Scroll FR Novel $6.99

~ Children of the Plains DL Novel $6.99

 Gridrunner SD Novel $6.99
- The Unicorn L5R Novel $6.99

Baldur’s Gate Il: Shadows of Amn FR Novel $6.g"g '

October

Servant of the Shard

Xenoforms

‘Bertrem’s Guide fo the Age of Mortals

FR Novel
DL Novel _
DM Accessory

LEE
wmh“ .

The Claidi Journals: Book I

A fast-paced fantasy starring Claidi,
~ who journeys across the Waste,
only to learn she must
destroy a cons iracy
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The Ultimate 3-D Dungeon System for Miniatures

/e

o Every piece comes fully hand-painted!

» Amagzingly detailed and cast in durable resin!
« Huge variety of sets and accessories to choose from!

What's a dungeon without 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 25-28mm miniature gaming
ready to use right out of the box. Dwarven Forge has expanded its extensive
product line again to bring you the cavern set, dungeon accessories, medieval
furniture, narrow passages and, the first of its miniatures series, lizardmen!
Everything comes fully hand-painted so you can spend more time gaming.

For a FREE color catalog write: Dwarven Forge, 306 E 51 St., NY, NY 10022
Or visit us on the web at: www.dwarvenforge.com
E-Mail: dwarvenforge@cs.com Fax: (212) 759-6540

Savage lizardmen launch the miniature line The 37-piece Room and Passage Set
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he DUNGEONS &t DRAGONS rules
I use dice fo answer two basic

guestions: “whether” and “how
much.” You roll dice, for example, to
see whether your character’'s Reflex
saving throw against a fireball suc-
ceeds, and the Dungeon Master rolls
dice to see how much damage your
character suffers.

The “how much” dice vary all over
the place, from the minimalist “dz" (how
much subdual damage a gnome does if
he kicks you) to the classic “best 3d6
ouf of 4d6” (how much strength, agility,
wits, and so on your character is
graced with) to “4odi2+400" (how
many hit points a run-of-the-mill
Colossal great red wyrm has).

While the “how much” dice vary, the
“whether” die is almost always the same:
the fried and frue dzo. The dzo governs
a range of rolls that you can think of
generally as “checks.” You “check”
whether you hit, whether you dodged
the fightning bolf, and so on. While the
die used is the same, however, it gets
applied in a variety of ways.

= 2"The d20 Core Eame Mech

The Commoner Standard

Every bonus you get on a dzo roll rep-
resents a way in which your character
is above average, and every penalty
represents a way in which he is below
average. A character who is completely
average, therefore, has no bonuses or
penalfies. This concept is the “com-
moner standard.” If the Dungeon
Master has to make a roll for some
random commoner NPC, he can simply
roll the dzo, add nothing, and use the
roll as it is. A commoner tries fo bluff
the PCs? The DM rolls dzo to see how
well the commoner pulls off the bluff. A
commoner fries o punch a PC? The
DM rolls d2o fo see how good the com-
moner’s left jab is. A commoner tries to
resist a PC's charm person spell? The
DM rolls dzo for the saving throw.

The rule for the average commoner
bonus, of course, applies only fo com-
moners of the “average” race—humans.
Nonhuman characters, even average
ones of their race, have bonuses and
penalties. The average dwarf has a +i
Constitution bonus and a -1 Charisma
penalty. The average halfling gets a +3

EVERY BONUS YOU GET ON A d20 REPRESENTS

A WAY IN WHICH YOUR CHARACTER IS

ABOVE AVERAGE.

anic
by Jonathan Tweet

bonus when throwing weapons (+1 for
being more dextrous than the average
human, +1 because targets are big rela-
tive fo a halfling, and +1 for the
halfling’s cultural bonus with throwing
things). Other races also have bonuses
and penalties representing how they
differ from the human average. Just as
a PC's bonuses and penalties are rela-
tive fo a commoner, a race’s bonuses
and penalties are relative to a human.

Even among humans, the “average”
commoner is assumed fo be the “aver-
age” age—young adult. Middle-aged, old,
and venerable characters have higher
mental stats and lower physical stats.
The average “old shopkeeper,” there-
fore, will have a better chance at
resisting charm person but a worse
chance to clock a PC with a right hook.

Of course, PCs don't spend a lot of
fime casting spells on or beating up ran-
dom commoners. The “commoner sfan-
dard” is more useful as a concept than
as a rule used during play. After all,
even among COmmOners, some are
stronger, slower, cannier, or more fool-
ish than average. In fact, the PCs might
be surprised every once in a while to
run into 6th-level commoners—charac-
ters whose hif points, feats, base atfack
bonuses, and base saving throw bonuses
make them anything but average.

What the “commoner standard” does
most is provide a standard by which fo




Check Summary Tahle

Check
Attack

Ability

Melee Strength Base attack
Ranged Dexterity Base aftack
Saving Throw
Fortitude Constitution Base save
Reflex Dexterity Base save
Will Wisdom Base save
Skill
Climb, Jump, Swim Strength Skill ranks
Hide, Move Silently, Open Lock | Dexterity Skill ranks
Concentration Constitution Skill ranks
Knowledge, Search, Spellcraft | Infelligence Skill ranks
Heal, Listen, Spot Wisdom Skill ranks
Bluff, Diplomacy Charisma Skill ranks
Force Door Strength -
Initiative Dexterity =
Level Check - Level
Turn Undead Charisma See fable

in PH

Class & Level Miscellaneous

Racial traits, Graa{ Ilfprtitu,r_i_c,'
protection from evil spell, an

The Check Summary Table shows how various checks use a character's stats to represent innate talent, training, and special circumstances.

judge a PC's stafs and rolls. What does
it mean if your PC has a Move Silently
total bonus of +67 It means that she
moves silently 6 points better than the
average human. What does it mean to
have a -1 Dexterity penalty? [t means
that the character is 1 point clumsier
than average. What does it mean for
the bard to sing a moving ballad and
roll a 21 on his Perform check? It means
that he's done better than the average
commoner could ever hope to do.

Better Than Average

There are two fundamental reasons that
your character can be different from
average: innate qualities and life experi-
ence. The basic formula is that a dzo
check includes one ability modifier rep-
resenfing a character’s innate qualities
and another modifier representing a
character’s fraining or other experience.
Depending on the particular check, how-
ever, more modifiers might apply.

Innate qualities include:

« personal abilities, such as a
+3 Dexterity bonus improving
your Reflex saving throw;

» racial traits, such as an elf’s
+2 bonus on Listen, Search,
and Spot checks; and

» size, such as a Small character’s
+4 bonus on Hide checks and
-4 penalty on grapple checks.

as bonuses based on:

» class and level, such as a 6th-level
cleric's +5 base save for Will
saving throws;

» skill ranks, such as a character
getting a +6 bonus on Move Silently
checks for having six ranks in that
skill; and

» feats, such as a character gefting
+2 on Forfitude saving throws
because of the feat Great Fortitude.

The line between innate and learned
bonuses can be a little blurry. For
example, a dwarf’s +1 bonus fo attack
goblinoids and orcs is a racial fraif, but
it results from the special training the
dwarf received growing up as part of
dwarven society. It's not innate. On the
other hand, a player is generally free to
say that the feat or feats his character
starts the game with could be innate.

If your character is human, for exam-
ple, it's okay to say that his Alertness
feat is the result of a trace of elven
blood running through his family.
Ultimately, it doesn’t much matter
whether a +2 bonus on some check or
another is innate or learned. If's just a
handy way of thinking about the
bonuses and how they apply.

D2o Subsystems

Each subsystem that uses the dzo
treats the dzo roll and a character’s
influence on that roll differently. For



every system, however, when you roll
the dzo and apply the modifiers, you're
trying fo roll “high enough.”

What's “high enough™? That depends
on what you're trying fo do. The num-
ber you need to get is either some
other character’s check (an opposed
roll) or a fixed number set by the cir-
cumstances (the Difficulty Class or DC).
Armor Class is just a special sort of DC.

Attack Rolls

The fundamental aftack roll includes a
bonus based on your class and level
(your base attack) and an ability bonus
(Sirength for melee afacks and
Dexterity for ranged attacks). The most
common attack roll is compared fo the
opponent’s Armor Class. Feats (such as
Weapon Focus, Point Blank Shot, Power
Artack, and Expertise) affect the attack
roll. So does size, as the bigger you are
the smaller everyone else is as a target.
A host of other modifiers for magic
weapons, cultural traits, and special
combat sifuations also apply.

In general, as characters go up in
level, aftack bonuses increase faster
than Armor Class because aftack
bonuses increase with class level or
monster Hit Dice, but Armor Class
doesn't. Hit points, however, increase
with level and Hit Dice, and damage
doesn’t increase nearly as fast as hit
points. Thus, high-level combats are
generally a litfle longer than comparable
low-level combats. You might hit more
often at higher levels, but it takes more
hits to bring a tougher enemy down.

Sometimes you'll make opposed
attack rolls, such as when you pit
your character’s skill against an
opponent’s. For example, disarming
an opponent requires a successful
opposed attack roll,

A grapple check is a lot like an
attack roll, except that big creatures
get a hefty bonus and little creatures

Percentile Dice

In addifion to the common dzo, the DUNGEONS &t DRAGON
rules occasionally use the d% (or dioo) to answer the
question “whether.” For instance, when your character is
between -1 and -g hit points, you have a 10% chance eack
round to stabilize; and, if you don't stabilize, you lose a hit
point. (At -10 hit points, your character is also “stable.”
He’s dead.) This die roll is made on pereentile dice.
Mathematically, the same roll could be a straight dzo roll
with no modifiers, with a DC of 1g. But the d2o rollis made

suffer major penalties. Grapple checks
are opposed rolls, and armor is irrele-
vant in a grapple check.

Saving Throws

Like an attack roll, the basic saving
throw includes a base saving throw
bonus derived from a character’s class
and level plus a single ability modifier.
As with an attack roll, feats (such as
Iron Will), and racial traits (such as a
halfling’s +1 bonus on all saving throws)
affect the rolls, as do various magic
items and spells.

instance, a 6th-level sorcerer can cast
grd-level spells and an 8th-level sor-
cerer can cast 4th-level spells. Thus, for
every two levels the spellcaster gains,
the DC for his best spells goes up by
one, so spell DCs increase about as fast
as base saves for saving throws.

For special atracks, such as a monk’s
sfunning attack or a monsfer's poison
bite, the DC goes up by +1 per two
class levels or Hit Dice. All else being
equal, a 4-Hit Dice monstrous spider
has poison that's one point harder to
save against than a 2-Hit Dice mon-

AS CHARACTERS GO UP IN LEVEL, ATTACK

BONUSES INCREASE FASTER THAN ARMOR CLASS.

Your saving throw succeeds if it
at least equals the DC for the attack.
DCs in general increase by +1 per two
levels of the attacker. Thus, DCs for
saving throws go up about as fast as
a character’s base saves for his better
saving throws. A wizard’s base Will
save, a fighter’s base Fortitude save,
and a rogue’s base Reflex save
increase by +1 every time the charac-
ter reaches an even-numbered level.
Since saving throw DCs and good base
saves increase at roughly the same
rate, saving throws are about as tough
to make at 1oth-level as they were at
1st. Of course, a character’s lesser
saves, such as a wizard’s base
Fortitude save or a fighter’s base Will
save, increase by only +1 per three
levels, so characters actually lose
ground in these areas. Magic items,
spells, feats, and improved hit points
generally make up for this shortfall.

For spells, you add the spell level
to the spell's saving throw DC. The
highest-level spell a wizard, cleric, or
sorcerer can cast generally goes up
by one for every two class levels. For

strous spider. Just as a saving throw
itself is based partly on an ability bonus
of the defender, the DC for a saving
throw is also based partly on an ability
bonus of the attacker. For a monk’s
stunning atrack, her Wisdom modifier
applies. For a monster’s attack, it's
often the Constitution bonus (for physi-
cal attacks) or Charisma bonus (for
magical attacks). Your saving throw DC
for the great red wyrm's fiery breath is
40, so good luck.

Skills

The basic skill check includes a bonus
for the character’s skill ranks and a
modifier based on one of his abilifies.
Unlike the base aftack bonus and the
base save bonus, your skill ranks are
related to your class and level only
indirectly. Your class determines which
skills are easy to buy with skill points
and which are expensive, and your
class and level together determine the
maximum number of ranks you can
have in a skill. For instance, a 3rd-level
rogue can spend 6 skill points to get six
ranks in Search, but a wizard couldn’t
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Armor Class, SpeIIDEs and Damage the Un- Ghecks

is indirectly related to the spe

Armor Class and spell DCs as checks.

and oprlona! honuses'for
on a spell’s Ievel which in _t

Class and spells DCs are calculated I:ke checks, except it

DUNGEON MAST,_EE’S Guid_a_inc{udes optional rules for

have that many ranks until gth-level,
and she'd have to spend 12 skill points
to buy those six ranks. Nevertheless, a
ard-level rogue’s six ranks work just
like the gth-level wizard's six ranks—
they add +6 to the character’s Search
checks. If a 12th-level rogue has bought
no ranks in Search, he's no better af it
than any other character with the same
Intelligence bonus.

For class skills (such as Wilderness
Lore for a ranger), maximum ranks
increase by one per level. For cross-
class skills (such as Wilderness Lore for
a cleric), maximum ranks increase by
one-half per level.

checks get harder. Generally, however,
a character's best skills are going to get
better more quickly than the enemies’
skills are, so high-level rogues, for
example, have an easier time sneaking
around than they did at lower levels.
Some skill DCs are based on spell
levels. For example, a rogue has a
harder time finding a greater glyph of
warding (6th-level) than a standard
glyph of warding (3rd-level). In these
cases, the spell's level adds to the DC.
Since a character’s maximum ranks in a
class skill go up by one per level and a
spellcaster’s maximum spell level goes
up by one per two levels, the skill user

GENERALLY, A CHARACTER’S BEST SKILLS

WILL IMPROVE MORE QUICKLY THAN

Sometimes you make a skill check
against a DC. Most DCs don’t go up
according fo any schedule the way sav-
ing throw DCs do. For some skills, the
DCs are fixed. The Tumble skill, for
example, lets you gel past opponents
without drawing attacks of opportunity
from them with a skill check result of
15. That DC remains the same whether
you're fumbling past a goblin or the tar-
rasque. (Of course, the consequences of
failure are higher if you fry to tumble
past the tarrasque and fail. It gets +5 on
its opportunity attack roll, and it deals
4d8+17 damage with its bite.)

Many skill checks are opposed. To
succeed with the Move Silently skill, for
example, you don’t necessaniy have fo

AN ENEMIES’ SKILLS.

can get ahead of the spellcaster.
Generally, an 1th-level rogue has a bet-
ter chance to find a greater glyph of
warding cast by an nth-level cleric than
a sth-level rogue does to find a stan-
dard glyph of warding cast by a 5th-
level cleric. Again, however, the task
might be easier, but the consequences
of failure are higher. A standard glyph
might hit you with inflict serious
wounds for 3d8+5 damage, while a
greater glyph can hit you with a slay
living spell.

Ability Checks

Ability checks are just like skill checks
except that a character doesn’t have

skill ranks that affect an ability check.
As with some skills, such as Hide, size
affects certain ability. che
character, for e
penalty on Stren
open doors.

-

Initiative

Initiative checks are always opposed
checks. In combat, you act before
everyone whose check you beat and
after everyone whose roll beats yours.
An initiative check is simply a Dexterity
check, except that the feat Improved
Initiative gives you a +4 bonus.

Level Checks

Level checks are rare. They basically
represent raw tests of power or overall
class ability. For instance, a spellcaster
makes a caster level check to over-
come a creature’s spell resistance.
Ability scores don't affect level checks.

Turning Undead

A cleric or paladin makes a Charisma
check and looks at the Turning Undead
table to see whether he can turn the
undead confronting him. The character's
level doesn't affect the roll, but the
result on the Turning Undead table is
relative to the character’s class level,
For instance, a roll of 10 lets a 1st-level
cleric turn skeletons, but the same roll of
10 lets a zth-level cleric turn spectres.

What It All Means
A D&D character sheet has always
been a whole mess of numbers. The
point of the dzo mechanic is to make as
many of those numbers as possible
work on the same scale, so that +5 on
your attack roll means about the same
thing as +5 on a saving throw or +5 on
a skill check. (It means “significantly
above average but usually within:
normal range.”) That way, you
more easily how spells, feats, m
items, and other special circumsfi
affect your odds, allowing y
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Playtesting Confidential

by Kim Mohan

hen the new Player’s
WHandbook is released to the
world at the GEN CoN Game

Fair, everyone who has been involved
in its creation will be proud of the
book. For my part, I'll be especially
proud of page 286—the page that lists
all the playtesters who helped us make
the book as good as it is.

Back in the summer of 1998, we
began to assemble a network of exter-
nal playtesters (people who aren’t
Wizards of the Coast employees) to
help us put the rules through their
paces. The playtesters eventually grew
fo include more than 100 groups com-
prising close to 6oo individuals. Even
though not all of those groups were as
active as we would have liked them to
be, the result was that we got a lot of
feedback—positive and negative—on the
drafts we sent ouf.

As the playtest coordinator for the
Player's Handbook project, | was
responsible for communicating with all
the groups, receiving their observations
and answering their questions, then
passing on their feedback to the
designers. First, though, we had to
identify the groups we would ask fo
help us,

My first source for potential groups
was the RPGA Network. Robert Wiese
provided a list of clubs that had
playtested smaller projects over the
past few years, and those groups gave
us a solid foundation. To augment that
base, we sent out a feeler on some of
the Internet mailing lists devoted to
TSR's various campaign worlds. It went
something like this: “If you're interested
in playtesting a new product, reply to
this message and tell us something
about you and the other members of
your group.’

Pretty vague, right? Sure—it had fo
be vague, because we didn’t want any-
one on the ouiside to know exactly
what we were working on. Before we
could give anyone that information,
they had to persuade us that they were
“right” for the project. We were looking
primarily for groups that consisted of
four or more people (three players and

a DM) and that could devote at least
four hours a week to playtesting. We
also wanted a good mix of people who
had been playing the AD&D game for a
long time along with people who were
relatively new fo the game.

When we decided to make a com-
mitment fo a particular group, we sent
that group's contact person (usually the
DM) the Wizards of the Coast nondis-
closure agreement (NDA). Everyone in
the group had to sign a copy of that
document and return it—=whereupon we
would reveal that what we were testing
was a new version of the Player’s
Handbook.

The nondisclosure agreement is a
legally binding document in which the
person signing it promises not fo reveal
anything about the project he or she is
working on fo someone who was not
involved in the festing—these poor peo-
ple wouldn't even be able to tell their
friends and family that they were help-
ing us produce a new version of the
D&ID game. | imagine some of them
were just dying to fell, but I'm proud to
say that we got all the way through the

Wizards of the Coast offices, but nowa-
days anyone with an email account is
just a mouse click away from anyone
else in the world. Email was the reason
we could even use a playtest group
from Brazil in the first place, and the
reason we also had playtest groups in
Great Britain, Belgium, the Netherlands,
Germany, the island of St. Maarten,
Argentina, Norway, and South Korea (in
addition to the U.S. and Canada). If we
had produced a new edition of the
D&D game several years ago, before
the proliferation of email, there would
have been no easy way to include
playtesters from around the world.
When | received all the NDAs for
a particular group, | mailed a big pack-
age of paper—what we referred to as
the “September draft”—to the contact
person. Although that draft bears a
fundamental similarity to the final ver-
sion of the book, the designers ended
up making literally thousands of partic-
ular changes to the rules over the next
year and a half, Playtester input was
responsible for a good share of those
changes. And in some other cases,

THE PLAYTESTERS EVENTUALLY GREW T0

INCLUDE MORE THAN 100 GROUPS

COMPRISING CLOSE T0 600 INDIVIDUALS.

playtest process without a single securi-
ty leak of any significance. So, what
does “of any significance” mean? Well,
Il admit that | did find out about one
leak: One of the players in a group from
Brazil let it slip, in an email message to
one of his friends, that he was a
playtester for the Player's Handbook. |
found out about this message and con-
tacted the player fo let him know that
he had violated the rules about keeping
the project a secret. He apologized and
guaranteed me that he had not told any-
one else. Just fo be safe, | dropped that
group from the roster and didn’t send
them any more information.

That guy from Brazil probably didn’t
think the news about his innocent
message would get all the way to the

playtesters helped us to confirm that
we were on the right track with a
change that the designers had already
decided to implement.

Let's take one simple but fundamen-
tally critical example: In the new rules,
Armor Class starfs at 10 and goes up
instead of down, so that AC o in the
2nd Edition game equates to AC 20 in
the new rules. No more THACo—now,
the number you need to roll to hit is
simply the AC of the target. This
change was a big surprise to most of
the playtesters, but at least ninety per-
cent of them immediately saw if as a
brilliant idea, and the other ten percent
came around pretty quickly once
they used the new rule in play.

The playtesters gave us all the




Who Were the Playtesters?

Among hundreds of other D&D
players, groups run by Kevin Kulp
and James Bologna contributed
feedback that helped shape the final
product. Here are some of their
vitals and opinions:

Kevin Kulp

Age: 32

Years Gaming: 18

Quote: “Here come the three hasted
hydras!”

On ard Edition: It fook me quite a
while to get over my initial
hesitation and suspicion. | loved 2nd
Edition, and change is not always
good. While the first few versions
of the grd Edition rules were pretty

| rough, playtesting has now turned it

“info a thing of beauty. It's clear that
the design team has listened to
playtester after playtester, and the
game is far better as a resulf.

James “Body-count” Bologna

Age: 34

Years Gaming: 20

Quote: “Give the party a wrong fo

right or a monster to battle, and

they will band together as one. Give

them a tricky political situation or a

puzzle with multiple solution paths,

and you will have hours of

DM amusement.”

James’s Top 10 reasons for

switching to grd Edition:

10. Monks are back, and they kick
butt!

9. More Hit Points! (You'll see.)

8, “You've only got proficiencies?
I've got skills!"

7. | get to move and perform an
action this round?!

6. Fewer charts, more bonuses!

5. No more “glass-ceiling”
restrictions on race!

4. The game designers really
listened to the playtesters!

3. Mmmm ... tasty feats!

2. Sorcerers are spell-casting
machines!

1. It's all “positive,” baby!

Dorian “Game Balance
Crusader” Hart

Age: 30

Years Gaming: 21

Quote: “Can we please sfop saying
the lich’s name out loud?”
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reinforcement we needed to be sure
that this new approach to Armor Class
was the way fo go.

OF course, while playtesters were
picking apart the Sepfember draft, the
designers weren't just sitting around.
Jonathan Tweet, Monte Cook, Skip
Williams, and Rich Baker continued to

The system worked beautifully.
Everyone who wanfed to download the
material could get access in a matter of
minutes rather than waiting days (or
weeks, in the case of the overseas
groups) for a package of paper fo
arrive. We also used the secure website
to disseminate files of errata—patches

THE SYSTEM WORKED BEAUTIFULLY.

EVERYONE WHO WANTED TO DOWNLOAD THE

MATERIAL COULD GET ACCESS IN MINUTES.

think and rethink the best ways for the
rules fo accomplish everything they
needed to accomplish. (Rich left the
design team in late 1998 to take advan-
tage of a different opportunity inside
the RPG department, but his influence
on the new game is still evident in
many places throughout the rules.)
Combining early playtester feedback
with their own ideas and inspirations,
the designers generated the February
(1999) draft, and | sent that one out fo
all the playtest groups.

Because the playtest network had
been gradually growing during the peri-
od from September 1998 to February
1999—we didn't start out with 100
groups, but we got there eventually—a
lot of the groups that received the
February draff had not also seen the
September draft. That meant we had a
nice mix of feedback, with some groups
comparing the first draft to the second
one (they liked the second one a lot
better) and other groups responding as
though the February draft was the very
first draft (which, for them, it was).

We tried something new with the
February draft—making the manuscript
available in electronic form. Everyone
who was authorized to see the material
received the URL of a secure website
and a unique password that they had to
key in to get access fo where the
downloadable files were waiting.

Every downloaded file was tagged
with that same password, so that if any
of the information happened to find ifs
way onfo the Internet, we would be able
to identify the group responsible.

All the playtesters were told about
this security system, of course—it was
our responsibility to make sure they
understood that confidentiality was of
the utmost imporfance.

that the designers came up with over
the next few months fo replace or sup-
plement parts of the rules they had
decided to change.

For the most part, the playtest feed-
back process was open-ended: We sent
out the material and asked everyone fo
share whatever observations they
wanted to make, What we got back was
several hundred thousand words of
criticism running the gamut from “This
rule is great” to “This rule stinks,” with
a whole lot of “This rule isn't bad, but
here's how | would do it instead.”

Very little of the feedback was frivo-
lous or downright dumb—remember, we
screened these groups carefully to be
sure we weren't soliciting input from
crackpots or people with not-so-hidden
agendas. Sure, some people had causes
they wanted fo champion; for instance,
a couple of groups wanted us fo com-
pletely change the alignment system,
which we did not do. But that doesn’t
take away from the fact that those peo-
ple presented their cases reasonably
and logically. It hasn't happened yet as
far as | know, but | wouldn't be sur-
prised if some of our playtesters end
up getting jobs as game designers—they
were that good.

To supplement the open-ended feed-
back, the design team had me send out
a couple of surveys—lists of questions
they wanted answered by all the
testers. For instance, we wanted to
know what everyone thought about the
system for generating ability scores
(roll 4d6, drop the lowest result).
Almost all of the groups had no prob-
lem with this rule, although some also
wanted alternative methods. The num-
ber of groups that didn’t like this
system, or that thought it shouldn’t be
the only way of generating the scores,




was not large enough to make us decide
to do it differently—and that's some-
thing we wouldn't have been sure about
if we hadn't asked everyone.

The playtest project officially ended
when we made the Big Announcement
af last year’s Gen Con Game Fair. Now
the world knew that a new edition of
the D&D game was on the way, and it
was okay for playtesters to tell other
people what they had been working on
for us—although they couldn't go into
detail about specific aspects of the new
rules. (If we give away some details, as
we've been doing in Dracon Magazine,
on our website, and in other places,
that's okay, but the playtesters are still
bound by the terms of the NDA until
the book comes out.)

| say “officially ended,” because in
fact we're hearing from playtesters
even as | write this (mid-February,
2000). Shortly after last year’s conven-
tion, we produced yet another design
draft, and | sent it out to a select num-

| WOULDN'T BE
SURPRISED IF SOME OF
OUR PLAYTESTERS END
UP GETTING JOBS AS
GAME DESIGNERS—
THEY WERE THAT GOQD.

ber of groups—those who had been the
most active over the past year—so that
we could continue to get feedback on
small-scale matters while the design
was being wrapped up and the editing
was taking place.

Administering the playtest operation
has been a frue labor of love for me
(with mild emphasis on “labor”). I've
made a lot of new friends, and my deep
respect for the people who play this
game—and love this game—has grown
even deeper. In a very real sense, a lit-
tle piece of the Player’s Handbook
belongs to each one of the playtesters
who helped us create the best roleplay-
ing game I've ever seen. 9

of these. aspects, giving the final
- product a more consistent and:
unified feel. With fewer c_harrs. to

a common mechanic to eac_

consulf, the result is a more inmi’ri_ve
game with improved pacing that is

- easier than ever to learn. With better

they are going o be identical, as

excmng and up- ’rempo play l
3rd Edlrlon w:ll make D&

has been more offen the case in the'
past. Advancing a level also
more as well. Once the new system
has been played, its hard fo go back




Create
by Monte Cook

found in the DunGEON MASTER'S

Guide. Players cannot choose these
classes for beginning characters—only
advanced characters can take prestige
classes, and they must meet certain
requirements unique fo the class to do
so. Characters who qualify can choose a
prestige class as a multiclass to pick up
as they advance in level,

Prestige classes allow DMs to create
campaign-specific, exclusive roles and
positions as classes. These special roles
offer abilities and powers otherwise
inaccessible to PCs and focus them in
interesting directions. A character with a
prestige class becomes more specialized
yet perhaps slightly better than one
without the prestige class.

Abilities granted by prestige classes
are appropriate for mid- to high-level
characters. Characters can acquire pres-
tige classes by meeting the requirements
specific to each example, which usually
means that a character must be at least
mid-level (say, around s5th or 6th).
Additionally, a character might also need
o meet non-rules related requirements,
such as special fraining exercises, quests,
group membership fees, and so forth.

Prestige classes are purely optional
and always under the purview of the
DM. The prestige classes presented

Prestige classes are special classes

Your Own Prtige Classes

in the Dunageon MASTER'S Guide are

only the beginning; they aren’t all-
encompassing or definitive. They might
not even be right for your campaign. In
your game, the best prestige classes are
the ones you create yourself.

Why Create a Prestige Class?
There are four basic reasons why you
should create prestige classes for your
campaign.

Give 'Em What They Want
) A player with a ranger character
wants to be an expert archer, so he
takes Point Blank Shot and other appro-
priate feats. After all that, he wants to
do even more with his bow. He's willing
to sacrifice other aspects of his charac-
ter to do so, but there don't seem to be
options for him. In response, you create

Define Your Organizations
) You've already created the Order of
the Bow, a group of fighters, rangers,
and rogues who help defend the capital
in ftimes of distress. They have a good
reputation and a long, honorable history.
To develop the organization further, you
create a prestige class with abilities
unique fo the Order. Now, when people
speak of their almost unnatural prowess,
there are concrete facts pertaining to
exactly what they can actually do,

Prestige classes can define monastic
orders, secret cabals, religious zealots,
thieves’ guilds, special military units,
people trained under a specific feacher,
sorcerers from a particular area, or
bards who studied at the same college.
If you're not already creating organiza-
tions like this in your campaign, you
should be. If you are, use prestige

PRESTIGE CLASSES OFFER SPECIAL ABILITIES T0

PCS AND FOCUS THEM IN INTERESTING DIRECTIONS.

Chapter 2 of the
Dunceon MASTER'S Guide
infroduces prestige classes,
including the assassin, blackguard,
dwarven defender, arcane
archer, and shadowdancer. Look
for it in Sepfember.
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an organization called the Order of the
Bow, and the player's character joins.
There, he learns of a number of frick
shots and special bow-related abilities by
taking levels in the Order of the Bow
prestige class.

Players often desire abilities for their
characters that extend beyond the
bounds of the Player’s Handbook. That's
okay. Prestige classes provide a way
for you to develop rules within a bal-
anced format to satisfy your players’
concepts of their characters. You might
even allow players fo develop their own
prestige classes, as long as you approve
of the design.

classes fo distinguish them from one
another, If the wizards of the Inverted
Pyramid know different spells and have
different abilities from the wizards of
the Open Hand Guild, it makes both
groups—and your campaign as a
whole—much more interesting.

Using prestige classes with campaign
organizations also encourages PCs to
join or at least investigate these groups.




Prestige classes offer you a way to use
the rules to draw players into your
campaign world and involve them in
whatever sorts of politics, infrigues, and
adventures you have in sfore.

Describe Your Culfures
“JJLike organizations, races and cultures
can benefit from having specific rules to
showcase their abilities. While each race
is detailed in the Player’s Handbook with

IMAGINE A PRESTIGE CLASS THAT ENABLES A

classes. The dwarven smith, the halfling
hill-scout, the half-ore demolisher—these
are just some of the racial archetypes to
embrace.

While it’s fine to say things like “elves
operate well in the woods,” or “gnomes
are tricky,” such statements are always
more powerful if there are rules to back
them up. Prestige classes (the elven
woodstalker and the gnome trickster, for
example) provide those rules.

CHARACTER T0 ENTANGLE FOES WITH HIS WHIP. ..

SUDDENLY, THE WHIP BECOMES AN

different abilities to make them unique,
some prestige classes in the DunGeEon
MasTER's Guide, such as the arcane
archer and the dwarven defender, help
demonstrate how—through the rules—
each race fits their own archetypes
standardized in so many campaign
worlds and fantasy traditions. You could
easily create many more such prestige

Choose the Specific Over
the General

your campaign, you have
dvantage that no one else has—
that no game designer can ever
~ have. You know the specific details
of your campaign. Use that knowl-
edge to its fullest by ignoring the
~ general and embracing the specif-
ic. You're not creating a prestige
class for everyone's campaign,
just for yours.

Give your prestige classes names:
and abilities that take advantage of
the work you've put info your

game world.
Too General Campaign-Specific
Holy Warrior ~ Champion of Pelor

City Guardsman Greyhawk
T Watchman
 Martial Disciple ~ Order of the
%757 ~ Fist Disciple
~ Woodsman  Darkwater Pass
= Tracker

INTERESTING CHOICE.

Cultures can benefit from prestige
classes perhaps most of all. There are no
D&ID game rules for how the people
from the Southern Kingdom in your
campaign differ from the folk of the
Direwood Forest. With prestige classes,
you can define how the southern spear-
dancers have a completely different
fighting style from that of the hardy,
no-nonsense Direwood rangers. Culture-
based prestige classes can tie into PC
backgrounds. Only characters from the
Sunlost Desert can take the knife-fighter
prestige class, for instance. Unique pres-
tige classes can make every populated
place that you create for your campaign
truly special.

Make Lame Options Exciting

A prestige class can take an other-
wise questionable choice, such as
specializing in the whip, and make it
worthwhile. Imagine a prestige class that
enables a character to entangle foes with
his whip, gaining a bonus to frip and dis-
arm maneuvers, and granting special
damage bonuses with the weapon.
Suddenly, the whip becomes an interest-
ing weapon choice.

You can create prestige classes that
grant interesting abilities for people
spending a lot of skill points on Innuendo,
Intimidation, or the Knowledge or Craft
skill. Characters who choose strange mul-
ficlass combinations, put their best score
in Charisma, or choose to be from a
weak race like goblins or kobolds could
all have access to prestige classes involv-
ing those choices that make them
worthwhile.

Designing Requirements
All prestige class requirements are based
around the idea that the character who
qualifies for the class is already well on
his way to becoming someone who can
do the things that the prestige class
excels in. Those qualifying for the Misty
Peaks mountaineer prestige class should
already have 6 ranks in Climb and 4 in
Use Rope.

Consider two types of requirements
when determining who can take a pres-
tige class:

« Game requirements are hard-and-fast
rules, often numerical values, These are
the best requirements for maintaining
game balance.

« Character requirements are aspects of
a character, like race, age, and religion,
as well as deeds she might have accom-
plished. For example, the hunter of the
dead prestige class, which specializes in
fighting undead, must have had a nega-
tive level inflicted by an energy draining
undead. Sometimes these are simply
roleplaying hooks that fie info the organi-
zation or culture that a prestige class
represents, like pledging allegiance to a
monarch, paying initial membership dues,
or performing a specific religious rife.

Don't be afraid of non-game mechan-
ics requirements, for they can add life to
a prestige class. On the other hand,
never use them for game balance pur-
poses. Granting a character a bonus feal
just for keeping his head shaved is a
recipe for rules abuse.

No requirement should be based on a
die roll. That means that ability scores
(or ability score bonuses), hit points, or
other aspects of a character that are
determined by a die should not be
used as a prestige class requirement.
Requirements should be based on player
choices—feats, skill ranks, and so on.

Further, no prestige class should be
set up specifically for members of a
regular class. Class and level are not
good requirements. That said, once you
assign a set number of ranks, feats, and
50 on as requirements, it's not difficult
to figure out which class can meet those
requirements at what level. The assassin
prestige class in the DunGeon MASTER'S
Guide, for example, can be attained the
quickest by rogues (ar sth level), but
even wizards could pofentially meet the
requirements (at 13th level). No prestige




class should be aftainable by a character
lower than 5th level.

Designing Abilities

Every level should include some signifi-
cant benefit. Remember that your player
should feel good that she took a level in
the prestige class rather than just stick-
ing with her original class. Spellcasters
specifically have a difficult time justify-
ing missing out on the new spells they
gain with each level, so prestige classes
aimed ar them must be parficularly
attractive. The first ability or abilities
gained should be matched to the mini-
mum level that a character could
possibly qualify for the class.

Thus, if a ranger can qualify for the
class af sth level, the first level of the
prestige class should be approximately
equivalent of the 6th level a ranger
might gain.

Much of the frick of balancing pres-
tige class levels involves small issues:
base aftack increases, Hit-Die size, and
even weapon and armor proficiency can
be strong enticements fo fake a level in
the prestige class. Remember that gain-
ing proficiency in weapons or armor is
like gaining free feats.

Major abilities, particularly new pow-
ers, should be carefully considered.

Character Requirements

Some rules requirements help
define the prestige class but aren't
as useful for game balance.

» Race
o Alignment
= Age

» Religion

. Accompi;shmems

character can take a level in the wizard
or cleric class.

Occasionally, if a spell is a “signa-
ture” spell of a prestige class, you can
lower the level that the class gets the
spell by one. For example, for a flame
mage prestige class, wall of fire might be
considered a 3rd-level rather than a
gth-level spell. This technique should be
used sparingly. Do this only once or
twice for a given class, if at all.
Normally, if a class has other attractive
powers or benefits, it's nof necessary.

Special Considerations

Prestige classes tied fo organizations
might have ongoing requirements. These
can include assignments, dues, personal
sacrifices of wealth, or obedience.

DON'T BE AFRAID OF NON-GAME MECHANIC

REQUIREMENTS, FOR THEY GAN ADD LIFE

They should never be more powerful or
useful than the types of things that
other classes can do. Look af existing
class abilities, feats, and the prestige
classes in the DunGeon MASTER'S Guide
for ideas. I's okay to borrow direcily
from the abilities of ofher classes when
designing a prestige class, though it's
much more inferesting fo create some-
thing fruly unique.

Spells and Spell Lists
Spellcasting prestige classes should each
have their own spell list. Choose spells
appropriate to the class, and perhaps
even make some new, signature spells.
Keep the spell list relatively short, how-
ever; not every spellcaster needs a
fireball spell.

A prestige class spell list should have
the spells appropriate for the class and
no more. For a wide variety of spells, a

10 A PRESTIGE GLASS.

Becoming a member of a prestige class
might involve becoming an apprentice
for a time fo another member, or even-
tually taking on a prospective member
as an apprentice to the PC.

Entry info a prestige class might come
with “strings attached.” Powerful enemies
seek members out, or those among the
group’s ranks must face the prejudices of
the local folk. Membership in some pres-
fige classes might even be illegal—
sometimes knowledge is forbidden. These
“strings” can come along with prestige
classes that are tied to a specific group
in the campaign world, or they can be
tied fo prestige classes that simply deal
with knowledge. The dragonslayers might
not be a formal organization, but their
reputation precedes them nonetheless.

Use prestige classes as a tool fo indi-
vidualize and invigorate your campaign.

D]

Rule Requirements

The most important requirements
for a prestige class are based on
a characfer’s capabilities as
defined by rules, especially
numerical values.

» Skill Ranks
« Feats (including a specific
weapon proficiency
or specialization)
» Base Affack Bonus
« Special Abilities (such as
vasion, rage, or furning undead)
pellcasting ability
fren specific 1o a few spells)

Poor Requirements (Do not use)

se requirements are bad
because they: (

have little to dc« with a |
decisions: '

+ Level

“» Character Class
« Ability Score.
« Modified Attack Roll :
- Hit Points 7
o Armor Class
Total Skill Bonus

Requirements based on a
character’s acfions don’t contrib
to game balance, but they are gr
for atmosphere and color.

(waik on water, capru

~ breath of a bird)
« Win arace, a duel, or s
7 'o?her conrest

- impress an |mporranr perso
~ with words and wit
« Creaie a great work of a
~ asong, a dance, a patnTlng
+ Solve a riddle .

« Get a specific taffoo i
. 'A]ways wear a specificcolor
-« Always tell the truth

'-5_-Perform some daily ritual
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~ by Monte Cook

With so many distractions in the world, like combat training, learning the art
of stealth, or studying interesting bits of history, it’s easy for a spellcaster to
stray from the art of magic. A few dedicated individuals manage to focus on

spells above all else. Magic is their meat and drink—the very air they breathe.
Welcome fo the world of the mystic.

ysfics are spellcasters who becoming a mystic. Paladins, rangers,
M focus solely on the pursuit of and bards might gain some benefit, but
magic. Only the most diligent overall, it would be minor.
student of the magical arts joins the Mystics often gather in isolated
ranks of the mystics, who reward the covens or secluded ascetic orders to
hard work and study of devoted spell- harbor their secrets and emphasize their
casters with secrefs of magic unavailable  studies. Mystics study magic for magic’s
elsewhere. Characters without at least sake and become formidable spellcasters
one level of wizard, sorcerer, cleric, or because of it. Somefimes a lone mystic
druid gain almost no benefit from removes herself even from the company




MYSTICS ARE COMPLETELY DEVOTED T0 THE

STUDY OF MAGIC.

THOUGH THIS PATH OFTEN LEADS T0 A LIFE OF

UTTER ISOLATION, THEY EVENTUALLY BECOME

FORMIDABLE SPELLCASTERS.

1 +0 +0 +0 _

2 4 0 | +o “Alchemy (Int
3 +1 +1 + oo | Concenfratio
4 +2 + + 3 Craft (Int)

5 e e 2 Know!edge (
6 | s | e | s b

7 +3 s SR b 2

8 +4 +2 +2 Permanent maximum, bonus language 285

9 +4 +3 +3 | +6 Spell secret : 2

10 +5 +3 +3 +7 Permanent qu:cken, bonus [anguage 2

of her peers to study in utter isolafion.
She might, on rare occasions, fake disci-
ples and train them with the knowledge
that she has learned.

Class Features
» Weapon and Armor Proficiency:
Mystics are not skilled with any
weapons, armor, or shields.
« Bonus Spells: Similar o bonus spells
for high ability scores, for
each level of mystic that a
spellcasting character
attains, she gains bonus
spells fo the number of
spells per day she nor-
mally casts. These
bonus spells can be
added to whatever
levels of spells the
casfer can cur-
rently cast, but
no more than
| one can be

!

1

-
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added fo the caster’s highest current
spell level. Example: Mialee is a gth-level
wizard who takes one level in mystic.
She can give herself one bonus 5th-
level spell (her highest as a gth-level
wizard), and one bonus spell in one
other level, zero through fourth.

If a mystic has two spellcasting
classes already, he must choose which
previous class of spells gains the bonus.
For example, Unthor is a 1oth-level
cleric/gth-level wizard, with one level
of mystic. Conceivably, Unthor could
have a bonus sth-level wizard spell and
a bonus sth-level cleric spell, or you
could put both spells in either cleric or
wizard, but only one of them could be
sih level. Once a mystic has chosen
how to apply his bonus spells, they
cannot be shifted again.

o Spell Secret: At every other level,
mystics can choose one spell known fo
them that then becomes permanently
modified as though affected by one of

the following metamagic feats: Empower
Spell, Enlarge Spell, Extend Spell, Still
Spell, or Silent Spell. The spell’'s level
does not change, and once the choice of
spell and modification are chosen, they
cannot be changed. As the mystic goes
up in level, he can choose the same spell
to be modified in different ways with
multiple spell secrefs.

« Bonus Languages: Mystics, in their
laborious studies, learn new languages fo
access more knowledge. The mystic can
choose to learn any new language every
two levels.

+ Permanent Maximum: Like with spell
secrets, at 8th level the mystic can
choose one spell to permanently modify
so that it is always maximized as with
the metamagic fear Maximize Spell.

« Permanent Quicken: Like with spell
secrefs, at 1o0th level the mystic can
choose one spell fo permanently modify
so that it is always quickened as with the
mefamagic feat Quicken Spell. (D]




The D&D Movie:
Justin
Whalin

Ridley Scoffs at Danger

by Cory Herndon

stars in this summer’s DUNGEONS &t DRAGONS flick as

Ridley, a young thief who sneaks his way into the
machinations of Jeremy Irons’s malevolent wizard Profion.
He's been linked fo the project longer than any other actor,
and at the time of this inferview was actually working with
director Corey Solomon on the extensive post-production
for the film.

POINTED EXPERIENCE

Despite his age, Whalin is a 15-year veteran of show busi-
ness, and in that time he has taken on some unusual roles.
“| played a sexually perverse teenager in Serial Mom, a Jon
Waters flick,” he recalls. “I was the mad masturbator. And |
did Child’s Play 3 when | was like, 15, 16 years old.”

Before those memorable roles however, Whalin did
General Hospital for a year, then Charles in Charge, and “a
lot of TV movies of the week.” He won his Emmy for a TV GAMING SESSIONS
movie called The Other Mothers. No doubt every actor in this film has been asked whether he

“I had fifteen movies of the week, four series, and several  or she plays the D&tD game. Whalin’s experience with D&tD
features. [In] most of the parts I've played, I'm either the lead  began on the sidelines. “When | was younger, | didn’t play
or I'm the sidekick. | say sidekick because of Jimmy Olsen. | D&tD, but most of the kids in the grades above me did. So |
loved doing Lois and Clark” After the Superman series was watched a lof of people play, but | never actually played it
cancelled, he did one more TV movie: a film called Miracle ar  myself. | was a little bit young for it.” Later on, he played

The 26-year-old, Emmy-award-winning Justin Whalin

Midnight with Mia Farrow and Sam Waterston. Then came computer games like Warcraft and Baldur's Gate™. But when

the audition for D&D in November of 19g7. production on the film finally began, he hit the hobby shop. “|
“I got the part then—at the time it was going to be done went back and bought a bunch of D&D books and saf in on

through Universal—but that kind of fell apart. But it was a games—having not seen a game in 15 years.”

movie that | wanted to do right away when | read the script. Unlike many gamers, though, Whalin is a bit mysterious

| was lucky | could kind of hang out and wait around for it o when it comes to describing his character. “Ridley’s a thief.
get greenlit.” Whalin says he felt that the timing for D&D was  You don’t know a lot about Ridley when you first meet him,
perfect. “It was something that | thought was really original. | and | don't know how much we want fo give away at this
think it's only recently that we can create that fantasy world point.” Both Whalin and director Corey Solomon, however,
on film without having to spend 200 to 300 million dollars o have hinted that there is much more to Ridley than first

do it. It's still an expensive undertaking, but it's possible now.”  meefs the eye. In fact, at first “Ridley” wasn’t even his name,



the actor recalls. “When | first got the
part, the character's name was Corwin

. but that's from a fotally different
script. It was a rewritten version of the
original, trimmed down so the budget of
the film didn't have to be astronomical.
Eventually we used the original,
untrimmed script.”

Like any dashing rogue, Ridley has a
pariner in crime: Marlon Wayans's
Snails. “Marlon was great, | loved work-
ing with him,” he says. “| auditioned
with a bunch of the people who were
auditioning [for the role of Snails], since
I'd already been cast. And of course

TH.F. DStD CARTOON THE LEGACY

Marlon didn’t need fo audition. We went
to lunch and hit it off right away. We
were instantly buddies. That's really
luck.” Whalin believes that one of the
hardest, yet most important, things in
the movie was making the relationship
between Ridley and Snails feel as
though they've known each other for-
ever. “Because they're orphans, really
the only family they've ever had is
each other. They have to feel like they
have that history together, and Marlon
and | found that very easy to do.”

SPELL FFFECTS

Whalin's time with Solomon in post-
production has left the actor in awe of
the work that’s been accomplished and
the work that has yet fo be done.
“There's somewhere around 500 visual
effect shots in the film, | think. And
they’re not matte paintings. They're
3D.” Naturally, a lot of times he had fo
act against “dragons-on-a-stick.” The
effects work caused its share of
headaches for the actor, too.

“In the final sequence, the sound-
stage we were on was surrounded by a
200 foot blue screen that completely
encircled us. You work on that for
about two and half weeks, 15 hours a
day, with this fluorescent blue lighting,
and it can drive you a bit mad.”

D&D is an action movie, and Whalin

Sure, D&D the movie promises to break new ground. But is it rruly possnble to compare the dramatic action of the big
screen D&ID to the under-animated cartoon adventures of Hank, Bobby, Presto, and little Uni the Unicorn? Man, we hope
so. First up, we compare rhe two "Ieadmg men”’ of each ensemble. -

HERO VS. HERO

Hank

Class =

Weapon of choice

Love Interest

Fashion Sense

Wound up in this
crazy mess by...

Fights at the behest of...

Hates...

If D&tD were
Star Wars, he'd be...

In a fair fight between
the two, he'd...

"network thought the term "flghter" would
' 'ancnurage woience in schools,

Magical bow with big flamin’ arrows.

- Shiela, a female thief—although Uni the
_._Unrcorn s Iawsu;t is still pending.

Rugged brown Iearher, quesﬁonable green
tights, muy macho boots. Willie Aames, who
voiced the role, also apparently lent his hair
to the part.

'.'Hoppmgion a trans-dimensional amusement
_park ride t at'-drops you mto a fantasy role-
playmg world.

Dungeon Master, a li'l dude who looks like
Yoda in a man-suit.

_ Venger ewl WIZEﬂ‘d with one horn.

Luke, afrer rescumg 'rhe Princess but bet’ore :
blowing up the Death Star.

Probably. get spankad wnh his maglc bow...
.for srarters. o L

ANDTHEWINNER

Ridley

Thief. Or maybe ii’s rogue. What edifion are

we up to now?

Basic lonés@ér_d.
Marina, a female mage —although she hates

his guts; and he isn’t too keen on mages.

Leather pants, leather jacket, leather boots,
leather gloves, and belts, belts, belts! All that
and a much better haircut than Hank or
Jimmy Olsen.

Breaking into the wrong place at the wrong

time and getting caught by the wrong people.

Empress Savina, who looks like Kevin
Spacey's daughter from American Beauty.

Prdﬁoﬁ; evil wizard with no horns.

Han Solo from those old Brian Daley novels.

 Commence with the spanking, then move on

to step Two.

.as you m1ghr imagine, furns out to be Ridley! But don t frer for Hank—believe if
or not, the DuNGEoNs &t DRAGONS cartoon is back on Saturday morning TV, Check
rhose [ocal lsstmgs, and don’t say we dldn 't warn you about. The green nghts
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performed many of his own stunts at the
encouragement of his director. “Corey’s
a very good convincer. We tease Corey
about it all the time." He then switches to
a dead-on impression of Solomon:
“‘Whaddaya mean you don't wannna
jump off that roof? It's only 400 feet!
What are you whining about?"”

SUFEERING FOR HIS ART

Whalin can't recall exactly when he
received one of his worst on-set
injuries. “To be honest, | really don't
know when | broke it. There was one
stunt with Jeremy [Irons), and | hit the
tip of my finger against a wall, just kind
of smushed it. Then the next thing that
day, Bruce Payne and | are doing a
sword fight, and the sword landed on
my finger."

One might assume that bruiser
Bruce Payne did the finger-busting, but
Whalin insists that Irons’ character
shouldn't be underestimated just
because he's a wizard. “Don’t think light
of Jeremy. He's right out there in the
middle of things." And Irons and Whalin
aren't the only ones. “I broke one of the
stunt guy's noses punching him in the
face.” At this, Whalin laughs wickedly,
then quickly composes himself. “But
then | felt horrible about it, it really was
not very funny at all. He didn’t care, |
guess because he was used to it."

Injuries aside, Whalin remembers
one sequence as the most dangerous
thing he did on the shoot. “We were
frying to get this shot where | have to
avoid this axe that's suspended on rig-
ging made of metal. The blade is made
out of wood, with Styrofoam tips, but
the thing still weighed about five fo six
hundred pounds, and it was dropped
from above.” Naturally, Solomon
decided a shot was needed with the
heroic Ridley leaping out of the way of
the dread blade. “We'd worked out a lit-
tle system where I'd say something,
they'd drop it, and I'd jump out of the
way. And after looking at it a couple of
times, we realized that the problem was
that | was out of the shot before the
axe was entering the shot. It looked like
it was missing me by too much.”

Whalin suggested that both he and
the axe needed to be in the frame at
the same time, “and this was probably
the one time | made a suggestion to do
something that was probably not so
safe,” he insists. “Corey wasn't going to
ask me fo do it. So we did if, and |

turned around and | signaled them to
drop it, and this thing ... well, I'd never
really stood in front of it when it was
really moving, and it missed me by half
an inch.” Although the resulting shot
was “fantastic,” he remembers, “Had |
not moved in fime, | would've probably
broken every rib in my body. It was
just about the stupidest thing you could
possibly do, and | volunteered for it."
Solomon was also happy with the
results, once he saw Whalin was okay.
Again, Whalin slips into his Solomon
impression: “He’s FINE, he’s great!
Look at ‘im, he's fiiinel Look, he's not
hurt! The shot’s great!™

REALITY CZECH
Whalin was fascinated by Prague,
where the film was shot. “We went
from side to side and used every bit of
it. | was there for four or five months.
We used the city itself, and we used
casfles. Prague itself is right out of a
storybook. It's not only not modern
looking, it's barogue.” The architecture
leant unique qualities fo the mage city
of Sumdall. “There were these chapels
we used that took five or six genera-
tions to build, that are all marble and
gold inside, you could never reproduce
that. You could never build a set that
looks like that. We got really lucky.”
Like Solomon, Whalin is gung-ho to
confinue working in the realm of |zmer.
I the first film is a success, sequels are
definitely in the future. Whalin is
opfimistic. “1 don't want to jinx any-

thing, but | can't see this movie not
doing well. If | wasn't in this movie, I'd
want to go see it. That's part of the
reason | wanted to do it in the first
place.

“The movie's not trying to be the
game, it takes the world from the game
and builds a story within that world.”
Whalin insists this would not have been
possible if the film hadn’t been inde-
pendently produced. “A lof of the
control really stayed in Corey's hands.
There was no studio giving us money,
no one looking over our shoulder saying
‘maybe you should do this or that.” That
can hurt a film, Whalin says, “Because
the people making those comments don't
know filmmaking or the game.”

ON THE HORIZON

For now, Whalin seems content fo
focus on Ridley, the D&tD movie, and
the films that might well be coming in
the future. Like many actors, he's also
interested in directing and has picked
up a few things from Solomon. “Right
now, I'm just hanging out with Corey
and working on post-production for
this film. Corey’s been letting me learn
a lot. I've been in this business fifteen
years, and no one's ever kept me
around for the whole process. Corey'’s
an incredibly driven guy. I've worked
with a lot of first-time directors, and
we really enjoyed working together. I'm
sure we will again””




A D&D Mini-Campaign

hy lan Malcolmson e illustrated by Stephen Daniele & John Hermanowski

== very English child knows the story

= of Robin Hood, and a goodly propor-
Sssstion of children around the world
have also become fascinated by his brave
deeds, his romance with the Lady Marian,
and his battles against the vile Sheriff of
Nottingham through the many novels, bal-
lads, dances, movies, TV shows, cartoons,
and songs that have borne his name.

This and following articles show you
how fo bring Sherwood and the England
of Rebin Hood to your D&tD game. Heft
thy bow, fair reader, for there is fortune
to be made 'neath the mighty boughs of
Sherwood.

Ye Olde Englande of Robyn Hode
In 1066, the Normans conquered a nation
that, although unified in name, was more a
scaftered collection of holdings separated
by tracts of wilderness that made admin-
istration a huge prablem. By infroducing a
feudal system to these holdings, they
sought fo ease this difficulty. Further, by
carrying out the grand survey recorded
in the Domesday Book, the Norman
regime gained more knowledge of their
subject kingdom than had any of the
Saxon rulers before them.
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“Robyn was a proude outlawe, Whyles he walked on grounde,
So curteyse an outlawe as he was one

1”

Was never none yfounde

—from A Lytell Geste of Robyn Hode,
15th-century English collection of ballads

Some areas, particularly those of the
Midlands and northward, held parficular
problems. Here, even in the fime of
Richard |, anti-Norman sentiment among
the Saxon populace was rife. The only
manner the Norman nobility found to
suppress such bad feeling (which occa-
sionally gave way to open rebellion) was
to enforce their authority by martial and
oppressive means.

When Henry |l died in 189, the English
people held high hopes that they would
finally have a king who would instigate a
more benign reign. Unfortunately the new
king, Richard “Coeur de Lion,” was less
inferested in administering his kingdom
than in seeking glorious conquest. He
ruled for just over a decade, of which he
spent only six months on English soil.

Instead of enjoying a benificent reign
under Richard, the English found them-
selves governed by his weak brother,
John. During his regency, John did noth-
ing to ease the plight of the common
folk—in fact, things probably became
worse than they ever had been. John
gave in to his favorites, granting them
land and power fo gain the support he fel
he needed fo usurp the throne from his

brother, caring little for the difficulties
and hardships suffered by the peasantry.
John never succeeded in his plots, but he
eventually became king upon Richard’s
death in 19g.

Despite his absence from English
shores—or perhaps because of it—
Richard was a popular figure among
peasants and cerfain nobles who disliked
John's rule. A popular belief was that,
once he refurned from fhe various wars,
Richard would bring England info a new
era of glory and honor.

Such was not to be. In the year of his
coronation, Richard joined the Third
Crusade, which lasted unfil ngz. In that
year, on his way home, he was captured
by Duke Leopold of Austria, who handed
Richard to Henry VI, the Holy Roman
Emperor. Henry demanded a large ran-
som for Richard'’s release. The kingly sum
was finally paid in 194, and Richard
returned to England fo find John leading
an insurrection against him. Quickly put-
ting John back info his place, Richard was
not long in finding another war, this time
against Philip Il of France. Richard’s cam-
paign against the French, beginning in
1194, ended with his death from wounds




et —
The earhest rales of Robln Hood dam
back to the 13th cenfury, in the oral
traditions of England. The earliest
prinfed chronicles of the hero date
from the mid- fo late-14th cenfury,
including a mention in Langland’s
Vision of Piers Flowman (1377).
The mest famous early version of
Robin's tale appears in a collection
of ballads called A Lytell Geste of
Robyn Hode (circa 1489), in which
the legend begins fo assume its
familiar form.,

Whether Robin actually existed

is @ moot point. There are several
candidates on record who could
have been our hero, but it is more
likely that the rales represent an
amalgamation of the escapades of
several different individuals over a
period of many years. Although such
history. is interesting fo those wishing
to explore Robin Hood in detail,
creating a heroic Robin campaign
that is historically correct is

nigh impossible. Besides, legends are
much more exciting.

Each DM can choose rh
of “historical accuracy”

want to make their Dot
as realistic as possible. Ir
campaighs, players shculd choose
only human characrars nfﬁgh&‘er

The Legendary Campaign

On the surface, legendary Sherwood
seems like the real England, but
magic lingers in the deep shadows
of the forest. Magic and monsters
should be rare and fleeting.

: .Oak

o _The Fantasy ('.3al’ﬂl>5iig‘.1

unicorn should be glimpsed
from a distance but never caught.
Friar Tuck is a spellcasrmg €l nc

Richard is a paladin.
If the heroes fight an owlbear

summoned by an evil w;zard

no one believes their fale of i,

To keep magic mysteri

or perhaps only near such mysfica
sites as the Nine Ladles m‘ Ma;or

Anything goes in a fantasy

Sherwood, which could include
knights in magical armor, elven
emissaries from Faerie, and perhaps

a return of Arthur’s Lady in the Lake
(maybe even Excalibur and the
return of the Once and Future King).
Perhaps an ancient dragon slumbers
beneath the mound at Stonehenge.
What if some of those great
monoliths are actually the

creature’s scales?

received in battle in ngg. After Richard's
demise, England was left to the tender
mercies of John, now with the royal
crown firmly planted on his head.

Social Classes and Taxation
The England Robin Hood knew was deeply
enfrenched in the feudal system imposed
by the Normans a little over a century
earlier. The lot of peasants at this time
was not a good one: They owed their
very existence to the lords who owned
the land on which they lived and worked.
Particularly during the regency of Prince
John, the taxes collected from peasants
for even this mediocre standard of living
was often more than they could afford.
Then, as now, England was divided into
several administrative regions: the Shires,
each falling under the responsibility of a
shire-reeve (or sheriff). Sheriffs were
appointed by the king, and they had the
task of collecting faxes from the various
estates under their administration. Shires
were themselves subdivided into individ-
ual landholdings, which were held by
various barons, knights, the Church, and
other members of the nobility. Taxation
levels were set by the king for each
Shire, and the sheriffs, in turn, set such

requirements for the individual landhold-
ers in their region. As a result of this
multitiered approach, the lowest level of
society (the peasants) was pressured to
gain individual wealth, as each sheriff and
landholder had fo set higher faxation lev-

els than his own requirement. In the tradi-
tions of Robin Hood, the nobility of
England was possessed by greed and lust
for power: The poor peasant really had
the dirty end of the stick grasped firmly
in both hands.

Knights, who represented the lowest
rank of the nobility, were military men
who received land (a “knight's fee”) in
return for military and other service to
their lords. They were often responsible
for the administration of the king’s forests
(such as Sherwood), as well as the control
of venison and pasture rights within them.
Since many of the duties assigned to
knights were time-consuming and did not
keep with certfain knights’ own views on
the way their lives should be lived, many
of them paid “shield money" or “scutage”

T 0% Tl

to avoid these duties. This shirking of
responsibility led the crown fo impose
knighthood on individuals who held land
equivalent to a knight's fee and required
the sheriffs to ensure that such individuals
acquired a horse and arms or else suffer

IS

MIGHTY BOUGHS OF SHERWOOD

a fine. Such an individual can be seen in
the Robin Hood legend in the form of Sir
Richard of the Lee, who finds himself in
financial difficulty after being forced into
faking knighthood.

Between the peasants and the nobles
were the middle, or merchant, classes.
Although these individuals suffered the
same onerous taxation as did the general
peasaniry, they could circumvent their
difficulties by charging higher prices for
their wares—yet another factor contribut-
ing to the plight of the peasant.

When considering this backdrop, it is
not surprising that many individuals were
forced to become outlaws simply to sur-
vive. The hunting of deer was expressly
forbidden under royal law, but when one
could not afford food, it was a choice of




s of Richard |
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Richard Takes Cyprus
and

home by Duk&l;eopold
of Austria and handed
over to Henry Vi,
Holy Roman Emperor.
Henry demands a
heavy ransom.

ins the Third Crusade.

heads for :Fra‘_nc:_:_é but
is defeafed at Freteval
by Phifp .

Roderic O’Conner, last
high king of Ireland
dies.

Walter de Grey
becomes chancellor
(unti

Henry I, dies. Llewelyn
 ap lorwerth unites the
* kingdom of Gwynedd.
John licenses Donny-
brook Fair in Ireland.

risking death at the hands of the Foresters
or death from starvation. Such ouflaws
were well respected by their peers, to the
extent that one could almost rely on his
village to defend and shelter him in need.
Of course, the sheriffs were not above
punishing an entire village if the actual
culprit could not be brought to justice.

Forest Laws
Many of the forests of England, including
the mighty Sherwood, were owned by the
king as personal hunting grounds. The task
of protecting the forests, and the royal
game within them, fell to royal appointees
known as the Chief Justices of the Forest,
or Chief Foresters. These figures were
responsible for all the royal forests, and
they were represented in each individual
forest by Wardens (or Verderers) and
Foresters. Even forests that were nof
owned by the king as hunting grounds
were offen protected by royal laws.

The two main Forest Laws were those
of Vert and Venison. The law of Vert pre-
vented the faking of live wood from the
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forest: the cutting down of saplings and
full-grown trees, as well as the removal of
branches from such. Making hedges with-
in the forest was likewise banned. The law
of Venison protected the royal game ani-
mals: red, fallow, and roe deer, and wild
boar. To enforce the law of Venison fur-
ther, it was also forbidden to keep grey-
hounds or to carry a bow and arrows
within the bounds of the forest.

Crimes against the law of Vert usually
carried fines, but those against Venison
were seen as much more serious. The
penalty for faking game from a royal for-
est could take the form of mutilation (pos-
sibly the loss of a hand), banishment, or
even death. If the Foresters discovered a
slain deer in their jurisdiction, an inquest
was immediately held.

Justice against the Forest Laws was
administered by the Forest Courts, which
convened every six weeks. The power of
these courts and the penalfies they could
impose was great, Because of this
weighty authority, individual Wardens and
Foresters could be very influential men,

somefimes using this position fo extort
the peasants in their area.

Outlaws

Considering the harsh laws during the
reigns of Richard and John, it is not hard
to see why some decided that life outside
the law was preferable fo that within it,
despite the obvious risks. The England of
Robin Hood's era was rife with such indi-
viduals and bands, be they peasants seek-
ing a better standard of living or Saxon
nobles forced from their lands by ambi-
tious Normans. Sherwood itself was a
haven for outlaws. Although protected by
the Wardens and Foresters, it was far too
large to patrol effectively, and its natural
resources and close proximity to the
major north-south communication roufes
made it an ideal home.

Although Robin might or might not
have been real, several famous outlaws
did exist, and their escapades might have
contributed to the Hood legend.
Hereward the Wake was one, although his
region of operations was farther south




John is
‘gxcommunicated.
Construction of
the first London
Bridge is completed
(started 1176).
Peace of Norham
hetween England
and Scotland.

A son is born
to John (October 1)
the future Henry lIl:

Pope Innocent lll places
England undep inferdiction
(until 1213) over John's
quarrel regarding the
assignment of Langton fa
the position of Archbishop.
The inferdiction prohibits
most church services in
England.

Bull issued by

the Pope, declaring
that John is not the
rightful king of
England, Philip Il

is assigned as the
executor of the Bull,

~ Barons force John fo agree fo
their terms, laid out in the Magna
Carta, Terms include curtailing of
royal abuses over faxation, religion,
justice, and foreign policy. Although
he signed it, John lafer obtained a
Bull from the Pope annulling fhe
Magna Carfa. John hires a merce-
nary army s civil war between the
barons and the king breaks out. The
barons offer the crown of England
fo Prince Louis of France.

John gives in fo
even offering fo hold
England as a vassal
sfate to the Pope.
The Bull is cancelled
and the interdiction
lifted. Parliament is
called for the first
fime by John as

an advisory body.

William the Lion,
king of Scofs, dies.
He is succeeded by
Alexander II.

Philip Il defeats the
English (and others)
at Bouvines.

Henry Ill defeats
Louis (20 May).
End of the civil war.

Louis lands in England and
takes the Tower of London,
He is received as lawful
sovereign. The issue of the
crown of England remains
unresolved when John
dies of dysenfery in
Newark, His son, Henry Il
succeeds him.

Some tales place
this as the date of
Robin Hood's death,

than Robin's, and he lived a little earlier
(circa 1070). Two more famous outlaws
active during Robin's time were Fulk
Fitzwarin, a baron who became outlawed
early during John's reign as king (and who
is actually given the mantle of Robin Hood
in certain versions of the legend) and
Eustace the Monk, a Frenchman whose out-
law activities were largely directed against
his feudal overlord, the Count of Boulogne.

Robin is not alone in his “legendary out-
law” status. The tale of Gamelyn echoes
many of Robin's fales, as does that of Adam
Bell and the Three Qutlaws of Carlisle.
Although neither of these individuals appear
in historical documents, they nonetheless
prove the status the common folk of feudal
England bestowed on those who dared fo
stand against the oppressive living condi-
tions.

Whether drawn from these historical
examples, the Robin Hood legends, or the
players’ imaginations, D&tD heroes can find
no better home than Sherwood Forest for
adventure and infrigue—and perhaps a little
magic, as well.

Tc starl your own adventures in
the England of Robin Hood, first
read the arficles in this issue for a
good overview of the campaign.
Then launch your campaign with
“Dark Times in Sherwood” (in
Dusagon #82) or an adventure of
your own creation. Since “Dark
Times” is an adventure for mid-level
characters, you should plan fo run
several of your own adventures if
you want the PCs 1o start af 1st level.
If you've never run a D&D
campaign bafore, there are three
greaf resources for you fo fap:

» The Dumeeon MAsTER s Guide (on sale
in September) is your best official
source for guidance on running a
D&tD game. It nat only includes the
rules you need fo be your group's
Dungeon Master buf also shows you
how to creafe your own new rules and
expand a campaign world,

« The “Dungeoncraft” column in each
issue of Dragon offers both beginning.
and advanced DMs advice and inspira=
“lion on creating their own worlds—or
expanding settings like the ForaoTTEN
‘ReaLms, GreyHAwk, or Sherwood
. campaigns.

« For specific fips on using DOD
adventures from Duvasonina
Sherwood campaign, see the
sidebars in “Adventures in Sherwood.”
For the DM whose time is ata
premium, there's no better resource
than Dungeon Magazine.

s To start your Sherwood characters’ -
at first level, start with “Evil -
Unearthed” and “Playing With Fire” in
Dunceon #82, and The Sunless Citadel
module (in September) before running

“Dark Times in Sherwood,” alsoin
DungEoN #82. Sl




Adventures for Heroic Outlaws

hy lan Malcolmson e illustrated by Stephen Daniele and John Hermanowski
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One of the advantages of basing your DEtD game on history and legend
is the treasure frove of information found no farther than your local
library—or your computer and a good search engine. From sketches of
genuine dungeons to maps of real battlefields, you can find almost any
sort of location you need for your campaign. When your Sherwood
campaign is in full swing, you might want fo expand it with some of your

own research. Until then, here’s enough information, combined with the
hen starting a Sherwood
Wcampaign, you have a few
choices to make. Who are the

player characters? What is the conflict
that drives the campaign? What new
rules do you need to make the game
seem just like the movies, novels, and
legends? Here are some tips to consid-
er while making those choices.

The Heroes

A campaign based around the legends
of Robin Hood can take many different
forms. Although much of the source
material herein assumes that your
Sherwood campaign centers on the
player characters as heroic outlaws, or

Wolfsheads, that's not your only choice.

Your PCs could also be operating as
a band of bounty hunters in the employ
of a character like Abbot Hugo. This
choice doesn't mean the PCs must be
evil; there were plenty of outlaws in
England who were not so honorable as
Robin and his legendary band.
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enclosed poster map, to set your campaign in motion.

Another possibility is the one-on-one
campaign. In this form, a single player
takes on the role of a lone outlaw doing
his best to survive while retaining his
virtue. Should additional players join the
game later, the infroduction of their
characters info the campaign becomes a
simple task: They are outlaws them-
selves, joining with the original charac-
ter for mutual protection. This method
of “accumulating” an outlaw band mim-
ics the same gathering of rebel Saxons
in the Robin Hood legends.

The Setting

The “Robin Hood country” of historical
England is not the only place you can
set a Sherwood campaign. Nearly any
region of England could be used as the
seffing for an “outlaw vs. Norman”
campaign. You can even use the ele-
menfs of a Sherwood campaign in a
fantasy D&tD campaign, either your
own or one of the published classics. If
you use the World of Greyhawk, the

Gnarley, Vesve, and Adri Forests make
excellent substitutes for Sherwood.
Indeed, the outlaws working against the
Great Kingdom described in Gary
Gygax’s Saga of Old City echo Robin's
band. The forests of Cormanthor in the
FORGOTTEN REALMS setting offer their
own possibilities and have a Robin
Hood figure in the form of Randal
Morn of Daggerdale.

Virtuous Rogues
Although the normal understanding of
outlaws and bandits brings to mind indi-
viduals of low morals engaging in das-
tardly deeds fo line their own pockets,
PCs within a pure Sherwood campaign
should not sink fo such depths. Instead,
they should engage in “moral banditry.”
Heroic bandits seek to disrupt the
oppressive rule of the Norman nobility.
Even if the heroes don't embrace the
traditional doctrine of “rob the rich to
feed the poor,” they should have some
greafer purpose than accumulating




wealth for themselves. At best, they
should become the protectors of the
common folk. As Robin once put if:
“Now look you, my merry men, that
you do no harm to yeoman, or to them
that till with the plough, or to the knight
or squire who is kind to the poor. But
these bishops and abbots who rob the
poor, and the high sheriffs who bind
and beat them, cropping their ear and
cruelly ill-treating them. Yet, by the
Virgin, you shall never do harm to any
woman in the land.” (E. Charles Vivian,
The Adventures of Robin Hood).

Matters of Faith

The Christian religious organization of
Robin's time was a powerful insfifufion.
The holders of the upper ranks of the
Church could be counted as members
of the nobility, holding land in the name
of their faith and often treating the
peasants living therein with the same
heavy hand used by regular nobles.
Worse, these individuals (the abbots,
bishops, and archbishops) were only
nominally under the rule of the king,
since they owed more allegiance fo the
Pope than the secular rulers of their
realm. In fact, the Pope held great polit-
ical influence over the Chrisfian king-
doms of the Medieval world, as King
John found out to his cost during the
Interdiction of 1208-1213 and his sum-
mary excommunication.

The lower end of the clergy (those
religious folk who did not live monastic
or similar lives) was less empowered.
Although these individuals (chantry
priests, chaplains, and so on) were
respected, they held neither wealth
nor political influence and, in their
locally oriented roles, were perhaps
more sensitive to the plight of the
commoner.

Finally, there were a number of
monastic religious institutions, including
monasteries and priories. These institu-
fions, although effectively under the
jurisdiction of the Church, operated
more independently than their larger
cousins, being more inferested in spiri-
tual rather than material life.

Character Races

Although nonhuman races have their
place in a Robin Hood-style, fanfasy
world such as the FORGOTTEN REALMS sef-
ting, such a campaign set in England
should avoid these beings to refain the
verisimilitude of the Robin Hood setfing.

Contributing to the Delmquency of the Peasantry

Throughcur the career of a nobl

Diplomacy or Intimidate skill che
DC for all following checks by

the DMG has more informa
Lying to Nerman so1d|ers

‘outlaw band,
fe all on_ald from

Character Classes

The Dunceon MASTER's Guide introduces
several new NPC classes that are appli-
cable to a Sherwood campaign, namely
the aristocrat, commoner, expert, and
warrior. However, heroes and major
villains should use the character classes
presented in the Player’s Handbook.

Barbarians: By definition, the barbarian

class does not exist in Medieval England.
However, the class can be used in cam-
paigns that ignore historical sensibilifies.
For example, barbarian characters might
be Celfic outlaws from the north.

Bards: Bards, in the form of minstrels
and wandering entertainers, are defi-
nitely a viable class for Sherwood.
Alan-a-Dale stands as one of the most
famous minstrels in English legend and,
were it not for the real-life followers of
this class, we would have no Robin
Hood stories today at all. Like all spell-
casters, bards should be limifed to
spells with subtle effects.

Clerics: Clerics are exemplified by the
followers of such religious, militaristic
orders as the Knights Templar. These
groups certainly existed during Robin’s
time but were generally active else-
where in Europe. However, the class
still serves to describe members of the
Church's nobility, such as Abbot Hugo,
and other religious figures, such as

Friar Tuck. They should be prohibited
from wearing armor, as such was not
fitting for a man of the cloth. Finally, a
cleric’s spell selection should be limited
to subtle effects.

Druids: The time for druids has long
passed, but the appearance of such
mythical figures as Herne in some of
the tales certainly doesn't prohibit this
class from a Sherwood campaign. If
they do exist, then druids should be
even more rare than wizards.

Fighters: Fighters should be the most
common class in a Sherwood campaign.
Fighter characters could be former sol-
diers in training, foresters, or the mar-
tially trained Norman noblemen.

Monks: The monk class should be
exceedingly rare in a Sherwood cam-
paign. A wandering “priest” or “assassin”
from the Far East could make an inter-
esting and exotic addifion fo a band of
outlaws, but they should be the excep-
tion rather than the rule.

Paladins: Although a few knights (espe-
cially some of the more honorable
members of the Crusaders) might be
paladins, the term “paladin” describes
neither the forest-bound outlaws nor
even the most well-meaning knights of
Robin’s England. The most likely paladin
candidate from the tales of Robin Hood,




' Ranged Disarm

“Choose one type of bow with
“which you are already proficient.
Prerequisites: Point Blank Shof,
Precise Shot, Dex 13+, base attack
bonus +5 or higher.

Benefit: You can perform the
disarm action with this weapon
Special: You can gain this feat mul

Each time you 'rake"rhe feat, |
applies o a new. weapon

Deflect Ranged Attack
Choose one type of bow wi
which you are already proficier
Prerequisites: Point Blank Shot,
Precise Shot, Ranged Disarm, Dex

Benefit: You can atfempt to deflect
ranged weapons that are already

in flight. To do so, ready an action
against an opponent with a missile
weapon, When that opponent fi
you attack AC 23 (for thrown da
gers), AC 25 (for arrows), or Al
28 (for crossbow bolts). A stc-

weapon and deals normal damage
1o if. This attack takes the piace of
yaur ‘normal aftas
Specuai‘ See Rang' Dlsarm abe

Ranged Pin
Prerequisites: Point Blank Shof,
Precise Shot, Dex 13+, base aﬁack
“bonus +5 or higher.

:  grapple attack against an opponent
by pinning a bit of clothing to a

within 5 feet of a wall, free, or
~other surface in which an arrow
“or bolt can be stuck. To break
free, the victim must take a partial
acfion fo perform a Strength
check (DC 15) or make a success-
ful Escape Artist check (DC 15).

Ranged Sunder '
Prerequisites: Point Blank Shot,
~Precise Shot, Ranged Pin, Dex 13+,
base attack bonus +5 or higher.
Benefit: When attacking objects,
you deal normal damage (instead
of half damage) with ranged
weapons. See item hardness and
foughness ratings on page 136 of
the Player's Handbook.

fiple times. Ifs effects do not srac

13+, base atfack bonus +5 or higher.

cessful roll deflects the opponent’s

Benefit: You can perform a ranged

nearby surface. The farget must be
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King Richard, might have been honor-
able, but his love of battle and his will-
ingness fo leave the kingdom in the
hands of the weak and jealous John
seem af least unwise and perhaps
unworthy of a paladin.

Rangers: Many versions of Robin him-
self stand as excellent examples of this
class. A ranger’s wilderness talents are
especially helpful to any outlaw band.

Sorcerers: Sorcerers fit a legendary or
fantasy version of the Sherwood cam-
paign. In either case, they should be
rare, and they should expect fo be
feared and reviled by the common

folk and nobility alike, though the

latter might hope to manipulate them
info service.

Rogues: Second only to fighters in fre-
quency, rogues can be found all over
England, from the petty cutpurses
haunting the markets of Nottingham to
the possibly more heroic members of
the class operafing as outlaws in
Sherwood itself.

Wizards: Even in a campaign of mystical
theme, wizards should be virtually
unknown, especially given the attitude
of the powerful Church toward such
individuals. I is suggested that the wiz-
ard class remain out of players’ hands
in a Sherwood campaign. If a DM
wishes to allow wizard PCs, they should
remain few and far berween (no more
than one in any given adventuring
party), and spell selection should be lim-
ited to subtler magics than fireballs and
lightning bolts.

Sherwood Adventures

The following adventure ideas can
form the basis for a Wolfsheads
campaign. Although presented as
part of a Sherwood Forest campaign,
a little adaptation can make them
perfect for adventures in any

D&tD setting.

» Fair Maiden in Peril. A wicked noble-
man has taken to a maiden aftached to
one of the player characters (sister,
cousin, or maybe even a sweetheart)
and infends to marry her, regardless of
her feelings on the matter. Abbot Hugo
has authorized the marriage and, know-
ing her connection to a known outlaw,
has her locked up under his “protec-
tion.” He intends to send a heavy guard,
led by Sir Guy, to escort her to the
church for the marriage ceremony.

The outlaws must rescue the maiden.
This might take the form of infiltrating
the stronghold where Hugo has her or
ambushing Guy and his escort en route
to the church. Whatever the plan, it is
imperative that the PCs accomplish the
rescue before the wedding.

= Relics of the Ancients. Suitable for
campaigns with a mystical armosphere.
this hook involves the recovery of
some artifact, which might be a weapon
that the spiritual mentor of the outlaws
intends the band fo use in their future
adventures. The arfifact might be hid-
den in one of the many ancient sites
that dot the Pennines (a range of hills in
north-central England) or might have
already been recovered by the Sheriff,
Abbot Hugo, Isambart de Belame, or
some other figure. The outlaws must
explore the ancient site in search of
the arfifact or recover it from the
treasure hold of its unlawful keeper.




« Dinner with the Sheriff. One of the
most important things an outlaw band
needs is information. To be successful,
they need to be able o predict when
and where treasure caravans are fo
appear, keep tabs on unforfunates that
might need rescuing from the dungeons
of the Normans, and sfay one step
ahead of those that are trying fo hunt
them down. One way this can be
achieved is for the group to pose as
nobles. Using cunning and disguise,
they might be able fo persuade even
the Sheriff of Nottingham that they are
genuine and get themselves invited to
one of his banquets in Nottingham
Castle! This ploy could also be part of a
rescue plan or some other operation.

« Prince John and King Richard. News
reaches the outlaws that Richard has
been taken prisoner in Europe and that
John refuses to pay the ransom to keep
the rightful king out of the way while he
plots to usurp the throne. The PCs could
launch a thieving spree directed at
Prince John to raise the funds neces-
sary to free Richard, then fravel to
Europe to pay it. If the funds cannot be
raised, then perhaps a daring raid on the
stronghold of Henry VI might be exe-
cuted. The PCs might not be the ones fo
go to Henry with the ransom, remaining
in England fo thwart John's plans while a
friend loyal to Richard takes the money
raised by the outlaws to Henry.

» Not so Merry Men. Sherwood Forest
is deemed suitable for operations by a
band of ruthless cutthroats. The new
extortionists threaten the livelihood and
good (peasant) standing of the Merry
Men by behaving unscrupulously. The
PCs must quickly “persuade” the new
gang to move on. To complicate mat-
ters, the PCs might feel obliged fo put
right the cutthroafs wrongs, if for no
other reason then fo restore their own
tarnished image.

« From Bard to Worse. A popular bard
sympathetic fo the outlaws has been
framed and scheduled fo be executed.
The bard's crime was to extoll the
virtues of the robber gang to the wrong
people. The PCs must break the bard
ouf of jail or prevent the execution.
Further difficulties (the bard is blind; the
prison is subterranean or on a small
island) can make the mission unique.

Ranged Weapons in Melee

Ranged weapons such as bows and crossbows are nof
melee weapons; however, in dire circumstances an archer can use hi
ranged weapon fo inflict melee damage. Proficiency with the weapon does
not apply when using it as a melee weapon, so a - -gnack penalty applies.
Furthermore, ranged weapons used in melee cannor}deal critical hits. If the
amount of melee damage inflicted by the weapon exceeds the weapon's
hardness rating (see below), the weapon suffers an equal amount of damage.

DMs can allow players fo take an Exofic Weapon proficiency fo use one type
of ranged weapon in melee fo eliminate the nonproficiency penalty, but the
danger of breaking the weapon remains.

Type Melee Hardness Hit
Item Damage  Critical  Rating Points
Crossbow, Light B 1d4 x2 5 3
Crossbow, Heavy B 1d6 X2 5 5
Shortbow B 1d2 X2 £ 2
Shortbow, Composite B 1dz %2 5 2
Longbow B 1d3 X2 5 4
Longbow, Composite B 1d3 X2 5 5

« Child's Play. After a series of defiant
and outrageous robberies and other
antics, the band’s notoriety is at an all-
fime high. Unfortunately, some young
kids are now mimicking the band's
actions but with less success, Their
escapades threaten to cause a unfavor-
able shift among the peasant class, not
to mention the possible arrest and pun-
ishment of the young impersonators for
crimes they might not have committed.

« Winter is Coming. During an
extremely harsh winter, all roads
through the forest are closed, and wild
game has moved to lower lands. The
band is getting hungry and a little des-
perate, as are the peasants. Food stock-
piles are wasting away in Nottingham
with no sign that the Sheriff will be dis-
tributing it. The PCs must formulate and
execufe a plan fo distribute the stock-
piles to the people who need them
before it's too late.

« Raid on Sherwood. The Sheriff sends
his entire army into the forest to roof
out the outlaws. The outlaws must react
quickly to avoid capture. With so many
soldiers in the field, however,
Nottingham castle becomes a tfempfing
target ... or is the Sheriff’s plan to lure
the outlaws into a trap?

« The Big Haul. Due fo the lack of taxes
being collected (and kept) because of all
of the group’s raids, the Sheriff must

bring in money from England to pay his

guards. The group finds out about the
gold shipment and have a chance to
make some money for the local villagers
and sow further discontent in the ranks
of the guards by stealing their pay. Of
course, there will be a heavy contingent
of guards escorting the coffers.

« Seat of Power. (For mysfical cam-
paigns.) Spies in Nottingham have told
the outlaws that the Sheriff has an elite
set of guards out looking for a powerful
magic item that will aid him in his plans
to eliminate the group or gain complete
control over the villagers. The heroes
must find the item first, unless they pre-
fer to set an ambush for the soldiers
after they find it ... although one of the
villains might have learned to use the
item against the outlaws by then.

« Storm the Castle! The activities of the
nobles in the group's area of influence
have reached the boiling point! To save
the peasants from further deprivations,
the outlaws decide that only the
removal of the worst noble will achieve
their goal—the Sheriff of Nottingham
must die!

Of course, the morals of the group
prevent them from simply assassinating
the rogue. They must infiltrate
Nottingham Castle, avoiding the bulk of
the Sheriff’s men, and challenge the
man himself.

Then, of course, there’s the small
matter of gefting out again ... 9



‘A Mini-Gazetteer of Rohin Hood Country

by lan Malcolmson e illustrated by Larry McDougal e map hy Stephen Daniele

of England in which the legends of

Robin Hood take place. As well as
the places referred to in the Robin
Hood tales—and major cities, towns, and
villages that existed during the reign of
Richard I-several ancient places
appear. The following gazetteer gives a
rough overview of some of the more
important locations around Sherwood
and provides notes on how you might
use them in a campaign.

Arbor Low (e8)

This stone circle is sometimes known as
the “Stonehenge of the Peaks.” It con-
sists of over forty limestone blocks
arranged on a raised plateau surround-
ed by a quarry ditch and bank, with
enfrances fo the northwest and south-
east. It is 250 feet wide at ifs broadest
point. Some of the blocks reach 7 feet
in height. It was built around 2000 B.C.

The poster map depicts the region

Campaign Use: Like all of the ancient
and mystical places described in this
gazetteer, Arbor Low could be used in
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One of the advantages of basing your D&tD game on history and
legend is the treasure trove of information found no farther than
your local library—or your computer and a good search engine.
From sketches of genuine dungeons to maps of real battlefields, you
can find almost any sort of location you need for your campaign.
When your Sherwood campaign is in full swing, you might wanf to
expand it with some of your own research. Until then, here’s
enough information, combined with the enclosed poster map, fo set

a legendary campaign as a meefing
place for followers of the old faiths,
witches. or even Herne himself.
Historical campaigns might use this
place as a convenient landmark, far
away from any settlement where outlaw
groups gather. In a fantasy campaign,
only the DM knows what magical prop-
erfies the stones might release.

Bailey Hill (f5)

This hill is an ancient mound that might
have been a burial place, a Saxon or
Norman fortification, or simply a local
meefing place. Legend has it that treas-
ure lies buried beneath ir, and a tunnel
complex exists connecting it with a sec-
ond, nearby mound named Castle Hill.

Campaign Use: Bailey Hill and Castle
Hill might be developed into fraditional
dungeon-type settings, and perhaps the
treasure spoken of lies protected by
monstrous or magical guardians. If
Bailey Hill is a fortification in your
campaign, it might house a minor local
lord. If neither treasure nor fort exist,

your campaign in motion.

the tunnels could form an excellent hid-
ing place for outlaws.

Bakewell (e7)
This Derbyshire hamlet has existed
since Roman times.

Campaign Use: Although seemingly an
insignificant hamlet, Bakewell has some
inferesting possibilities. Ifs position near
the Grey Ladies and Leesmoor Wood
make it close fo what could be a region
of outlaw activity. It also lies within
twenfy miles of the edge of Sherwood
Forest and is mentioned in some of the
Robin Hood rales.

Barnesdale Forest (g4—h4)

This region of scattered woodlands lies
north and west of Doncaster. In the
earlier legends of Robin Hood, it was
this area—nof Sherwood—that housed
Robin and his men. Its position across
the old Roman Watling Street, sfill in
use as a major road during the time of
Richard |, made it ideal for outlaws to
stage ambushes against merchants and




caravans as they pass from north fo
soufh, or vice-versa.

Campaign Use: As noted, Barnesdale is
ideal for bandits and outlaws, even if it
doesn't provide the hiding places of the
more celebrated Sherwood Forest. A
campaign centered on Robin and his
men might use Barnesdale as the out-
laws' home during their early
escapades before moving to Sherwood,
perhaps as the band becomes too large
to hide effectively in this area.

Bridestone’s Tomb (b7)
This prehistoric chambered tfomb is
located near Congleton.

Campaign Use: Like all ancient sifes in
this gazetteer, the Bridestone’s Tomb
might be a place of mystical importance
in campaigns using figures such as
Herne. In a fantasy or legendary cam-
paign, it is the perfect location to place
undead that seek revenge against
thieves who loot their graves, or that
rise to punish the Frankish conquerors
when the right conditions are met.

Castle Hill (e3)

The site of an Iron Age hill fort and the
center of several legends, Castle Hill is
the subject of wild tales. Some say that
a golden cradle is buried in the hill.
Others whisper that the devil leapt
from the top of Scar Top at Netherfon
to the hill and yet others suggest that
underground passages link it to the vil-
lage of Farnley Tyas (to the southeast),
Almondbury (to the north), and across
the River Colne.

Campaign Use: Castle Hill is another
ancient site that can be incorporated
into a legendary campaign, or maybe

the tunnels simply provide a hiding
place and base of operations for an out-
law group. In a fantasy campaign, the
rumor about the devil could be based
on the story of a wizard who conjured
a fiend that still stalks the land.

Cockcrowing Stone (f5)

A prehistoric monument that might
have been used for making astronomi-
cal observations, the Cockcrowing
Stone is also known as Head Stone and
Stump John. The Cockcrowing Stone’s
name comes from the belief that it
turns around on cerfain mornings when
the cock crows.

Campaign Use: This ancient site can be
used either as a convenient meeting
place or something more enchanting,
depending on the campaign’s theme. In
a legendary or fantasy campaign, per-
haps the stone was once a living being
petrified by a cockatrice.

Doncaster (hg)
This important fown is the site of an old
Roman fort (Danum).

Campaign Use: The nearest major fown
to Barnesdale serves as home fo Sir
Roger of Doncaster, who assisted the
Prioress of Kirklees in Robin's murder.
Depending on where your campaign is
centered, Doncaster might be fo
Barnesdale as Noftingham is fo
Sherwood.

Edwinstowe (h7)

This village lies within Sherwood Forest,
just south of Major Oak. In some ver-
sions of the Robin Hood legends, it is in
Edwinstowe that Robin and Marian
were wed by Friar Tuck.

Campaign Use: Edwinstowe can be used
as a typical English village, perhaps one
sympathetic to an outlaw group’s cause.
If a campaign is set after Robin's time,

this place might hold special meaning to
any attempting to follow in his footsteps.

Fountaindale (h7)

According to legend, this region of
Sherwood Forest was the home of Friar
Tuck and where Robin first met the fat,
friendly cleric.

Campaign Use: If your players enjoy
encounters that remind them of the
legends they know, perhaps they can
find an itinerant cleric in this area—and
maybe they must fight him before gain-
ing his respect and frust.

Grey Ladies (e7)

The Grey Ladies form one of several
stone circles and other ancient monu-
ments standing near a pair of tors
known as Robin Hood's Stride. The fors
of the stride are 18 feet tall and stand
22 yards apart. The fors themselves are
a pair of druidic monuments.

The Robin Hood of this area is not
the celebrated subject of the familiar
legends but a giant Green Man who
urinated into the meadow while stand-
ing with one foot on each tor. The
seven maidens who witnessed this act
were turned fo stone and became
known as the Grey Ladies.

Campaign Use: The sheer number of
different monuments (circles, stones,
and barrows, not to mention the fors of
the Stride themselves) obviously make
this place important fo the ancient reli-
gions of England. The mythical Green
Man might be a hill giant druid in a fan-
tasy Sherwood.
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Hathersage (e5)

This village in the Pennines, west of
Sheffield and south of Loxley, is said to
be Little John’s birthplace. The village
still has, in its churchyard, a 14-foot-
long grave marked with a gravestone
engraved with the letters “J.L.” (pre-
sumably for John Little). The cottage in
which John was said fo have died lies
ar the east end of the village, and the
church supposedly held his 6-foot, 7-
inch longbow, arrows, a piece of chain
armor, and his hat.

Campaign Use: As with Edwinstowe,
this village might be important to any
droup aftempting to carry on Robin’s
mission. While it is unlikely that Little
John's spirit would rise in undead form,
perhaps his fomb contains magical
items in a legendary campaign. In a
fantasy campaign, a speak with dead
spell might reveal secrets that died with
Robin’s most trusted companion.

Huntingdon

This town lies north of York and does
not appear on the map, buf it is worthy
of note as the home of Robert, Earl of
Huntingdon, who is Robin Hood in
some of the legends.

Kirklees Priory (e2)

In some of the Robin Hood fales, this
Cistercian nunnery was a haven for Maid
Marian. It is far more popularly known as
the site on which the Abbess and Sir
Roger of Doncaster conspired fo bleed
Robin to death. It is here that Robin sup-
posedly died, letfing an arrow fly from
one of the windows with his dying breath
and instructing Little John to bury him
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wherever if landed. Indeed, some 650
yards from the gateway, a gravestone lay
that, before erosion made it unreadable,
read: “Here lie Robard Hude, William
Goldsburgh, Thomas...” The rest was
either illegible or not recorded.

Campaign Use: Obviously, along with
other sites famous for their involvement
in the Robin stories, Kirklees Priory
might be a site thar those influenced by
Robin could hold dear. Given the nature
of the Prioress, according o the stories,
the plots hatched here could be a thorn
in the side of an outlaw party. In a leg-
endary or fantasy campaign, the place
might still bear a curse born of the
Abbess's evil, or perhaps the last arrow
of Robin Hood could be discovered and
its magical powers turned fo good use
once more.

Loxley (e5)

This small Saxon farming village is the
legendary birthplace of Robin Hood in
some versions of the legend.

Campaign Use: Loxley (spelled
“Locksley” in some of the American ver-
sions of Robin Hood) might or might not
still exist, depending on the campaign
history individual DMs wish to spin.
Although Robin of Loxley appears as
Robin Hood in most of the modern ver-
sions of the story, the fate of Loxley
varies from being simply abandoned by
Robin after he is forced into becoming
an outlaw to being completely burned to
the ground.

Major Oak (hy)

North of Edwinstowe, this huge oak is
supposed fo be one of the places where
Robin held court with his men and
where he and Marian were betrothed.

Campaign Use: Although at the fime of
Richard ! the free would have been only
a sapling, there is no reason why history
should not be usurped for the romantic
legend of the site. In a fantasy campaign,
the oak could be a great treant who
encourages heroes to greaf deeds.

Manchester (b4)

Manchester is a textile town. To the north
of Manchester stands Boggart Hole
Clough, a deep wooded valley (now
surrounded by the city of Greater
Manchester). Boggart Hole is said fo be
haunted by a boggart (which, in English
mythology, is more a mischievous form of
brownie than an immature will-o™-wisp).

Campaign Use: Boggart Hole might be
haunted by some twisted relation of the
brownie, a boggart, one or more will o'
wisps, or something more sinister. If it
isn't actually haunted, the rumors o the
contrary could provide an additional
measure of safety for outlaws using the
valley as a home.

Nine Ladies (f7)

A stone circle with an accompanying
single standing stone (the King Stone),
the Nine Ladies are part of a series of
smaller sites and burial cairns scattered
across Stanton Moor that probably
dafe back fo the early Bronze Age. Like
many such stone circles, the Nine
Ladies has a tfale of petrification sur-
rounding it. In it, the circle was a group
that was turned fo stone for dancing on
the Sabbath,

Campaign Use: This is another possible

site for meetings with Herne, but char-

acters in a fantasy campaign might dis- |
cover the frue nature of the Ladies if

they cast a sfone fo flesh spell on them.

The location of the Nine Ladies and

Stanton Moor with respect to Sherwood

makes it even more convenient.

Noftingham (hg)

An important county town. The castle
here was founded by William | “The
Conqueror” in 1068 and was later
expanded by Henry Il from 160 to
1180. During his insurrection of 1193-94,




Prince John seized the castle, holding it
with his supporters unfil Richard |
forced them to surrender. Even after
he became king in 119g, John spent a
lot of time in Nottingham and carried
out further work on the castle.

Castle Rock, the outcrop on which
the castle was built, is riddled with tun-
nels and caves, some exceeding 100
yards in length. One such tunnel, known
as Mortimer’s Hole, is 107 yards long
and allowed Edward Il to enter the
castle secretly in 1330 and arrest
Roger Mortimer, Earl of March.

Some of these passages lead from
the castle fo the cellars of the Olde
Trip fo Jerusalem, the “oldest pub in
England.” Others extend under the
Nottingham proper, and further
tunnels exist below the town. Indeed,
the name “Nottingham” comes from
the Anglo-Saxon snodenge (caves)
and ham (house).

Campaign Use: The home of the Sheriff
of Nottingham and the largest town in
proximity fo Sherwood, Nottingham has
an obvious place in a campaign set
around the tales of Robin Hood.
Additionally, the many tunnels below
the fown and Castle Hill offer some
excellent adventure opportunities.

Robin Hood’s Bay

The site of a small fishing village and
one of England’s prettier beaches,
Robin Hood's Bay lies approximately
halfway between Scarborough and
Whitby, approximately thirty miles off
the north edge of the map. This bay is
of passing interest, since Robin Hood
was supposed fo have kept fishing
boats here for use if a quick getaway
on the sea was needed.

Campaign Use: DMs of a legendary or
fantasy campaign might plague the local
villagers with raids from hideous sea
demons (sahuagin) to prompt a rescue
by the heroes.

Robin Hood’s Hill (h8)

Atop the hill stands Oxton Camp, a
small Iron Age hillfort just east of
Sherwood Forest. Nearby lies a round
barrow some 2o feet high and go feet
across; this site is known as Robin
Hood’s Pot. A ley (a source of magical
energy) runs through Oxton Camp,
mystically linking Oxton church, the
camp, Bilsthorpe church and moat,

Boughton church, Walesby churchyard,
and a chapel by the River Maun.

Campaign Use: Legend has it that Robin
used fo stand on the hill fo survey the
lands to the east of his domain. The
ancient origin of the site, ifs proximity
ta Sherwood, and its posifion on a ley
also make it a good place of importance
for more mystical campaigns.

Sherwood Forest (h6—hg)
Sherwood is perhaps the most famous
of all the places associated with Robin
Hood. Although the traditional ballads
place Robin’s activities in and around
Barnesdale, that place has been largely
forgotten in the later fales, giving over
to the more impressive extents of
Nottinghamshire's largest forest.

Sherwood was one of the most
famous royal forests in England. The
first historical mention of the site
appears in 958, when it was known as
Sciryuda. After the Conquest, it was
cultivated as a royal hunting ground
and, at the fime of Robin, its size was in
excess of 100,000 acres.

The forest itself coniains many
places famed in the tales of Robin
Hood. The village of Edwinstowe lies in
its central reaches, as does the Major
Oak. Fountain Dale, where Robin sup-
posedly met Friar Tuck, stretches
across its south-central region, and its
boundaries contain sites steeped in
Robin Hood mythology.

Like any forest, Sherwood was not
an area complefely covered by wood-
lands. It encompasses several different
types of terrain, from marshlands to
cultivated farm areas, as well as the
thick greenery of the forest proper.
Robin was not the only outlaw to find
haven in these latter regions of almost
impenetrable woodlands.

Campaign Use: If the importance of this
site needs to be described, you might
be reading the wrong article!

Wakefield (£3)

An important town, Wakefield later
became the county town of West
Yorkshire, important for its textile,
brewing, and coal-mining industries.

Campaign Use: Wakefield was the home
of one Robert Hood, a criminal figure
who appears on the Court Rolls of
Wakefield (the records of court

Nottingham (Small town):

Authority: Flgu ; _
Rainault Abbot of

male human Fir
Others an:__(>__<_6)

> people
outlaws are fi ghrmg

activifies in the tfown) between 1308 fo
1315. He was found guilty of taking fire-
wood from the Qutwood and the Old
and New Parks of the town, and he was
reprimanded and fined on a number of
occasions. He might have been the
same man as one Robin Hood, who is
recorded as buying a plof of land on
Bickhill—Wakefield’s market place—in
1316, The name of his wife is recorded
as one Matilda and, as coincidence has
it, a later tradition cites Marian’s real
name as Matilda. D)
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"Heroes and Villains of the Robin Hoo

d Campaign
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The Sherwood legends have both thrilling heroes and chilling

villains to offer your Sherwood campaign. Here are the best-known
versions of the outlaws of Sherwood, as well as their allies and
enemies. In fact, you can choose from Robin of Loxley and Robin
of Huntingdon depending on whether you like your Wolfshead fo be
a man of the people or a virtuous noble. Even if you don’t launch a
Sherwood campaign, any of these characters makes a great

Typical Norman Soldier

Human, 1st-level warrior

Strength 15 (+2) Fort. Save
Dexterity 11 (0) Ref. Save
Constitution 14 (+2)  Will Save
Intelligence 11(0)  Alignment
Wisdom 10 (D) Speed
Charisma 11 (D) Size
Armor Class 16 Melee Attack
Hit Points 12  Ranged Attack

Special: Proficient with all simple and martial weapons, all
armor, and shields.

Skills: Climb +3, Jump +3, Ride +1, Spot +1, Swim +3.
Feats: Point Blank Shot, Power Attack.

Possessions: Chainmail armor, small wooden shield,
longsword, dagger, light crossbow with quiver of bolts.

This represents the typical soldier used by Sir Guy, Abbort
Hugo, the Sheriff of Nottingham, Isambart de Belame, and
Sir Roger of Doncaster in their quest to bring Robin fo jus-
tice. Higher-level sergeants and other commanders can be
created using this model by simply adjusting the level, hit
points, base aftack bonus, and so on. Depending on your
campaign, some soldiers might be good, even heroic.
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addition fo your existing D&tD campaign.

Typical Saxon Outlaw

Human, 1st-level rogue

Strength 11(0)  Fort. Save +1

Dexterity 15 (+2) Ref. Save +4
Constitution 13 (+1)  Will Save 0
Intelligence 12 (+1) Alignment CG

Wisdom 10 (0) Speed 30

Charisma 10 (0) Size M

Armor Class 15
Hit Points 7

Melee Attack +0
Ranged Attack +2

Special: Proficient with crossbow (hand and light), dagger,
dart, light mace, sap, shortbow, short sword, club, heavy
crossbow, heavy mace, morningstar, quarterstaff, and light
armor; sneak attack +1d6.

Skills: Balance +4, Bluff +2, Climb +3, Craft (bowmaking) +2,
Disguise +2, Escape Arfist +4, Hide +6, Infimidate +1, Intuit
Direction +2, Jump +2, Knowledge (Sherwood) +2, Listen +4,
Move Silently +6, Spof +4, Swim +2, Tumble +5, Wilderness
Lore +2.

Feats: Alertness, Martial Weapon Proficiency (longbow).
Possessions: Leather armor, short sword, dagger, longbow
with quiver of arrows.

This archetype represents most rogues found in Robin’s
band. These rogues are more likely fo differ in skill and feat
selection than the Norman soldiery because most of them
didn'’t initially choose banditry as a profession. Feel free to
adjust them as you see fit, perhaps by adding a rank in
Profession (farmer), Craft (armorer), or another skill.




Robin of Loxley

Male human, 7th-level ranger, 5th-level rogue
Strength 14 (+2) Fort. Save +8
Dexterity 20 (+5) Ref. Save +11

Constitution 15(+2) Will Save +5

Intelligence 16 (+3) Alignment NG
Wisdom 15 (+2) Speed 30
Charisma 17 (+3) Size M(5'11")

Armor Class 17  Melee Attack +12/+7
Hit Points 81 Ranged Attack +15/+10

Special: Track, favored enemy (evil
Norman nobles, evil bandits), sneak
attack +3d6, evasion, proficient with all

Robert, Earl of Huntingdon

Male human, 8th-level fighter, 2nd-level rogue

Strength 14 (+2) Fort. Save +8
Dexterity 17 (+3) Ref. Save +8
Constitution 14 (+2) Will Save +4
Intelligence 16 (+3) Alignment NG
Wisdom 15 (+2) Speed 30
Charisma 17 (+3) Size M(5'11")
Armor Class 15  Melee Attack +11/4+6
Hit Points 57 Ranged Attack +12/+7

Special: Sneak affack +1d6, evasion, pro-

martial and simple weapons, light and
medium armor, and shields.

Skills: Balance +i0, Climb +8, Concen-
fration +4, Craft (bowmaking) +13,
Disguise +10, Escape Artist +13, Handle
Animal +6, Hide +15, Innuendo +7,
Intuit Direction +8, Jump +6, Know-
ledge (law) +6, Knowledge (Sherwood)
+10, Listen +10, Move Silently +15,
Profession (farmer) +4, Ride +n,
Search +10, Sense Motive +8, Spot +8,
Swim +6, Tumbling +13, Use Rope +7,
Wilderness Lore +10.

Feats: Far Shot, Point Blank Shot, Pre-
cise Shof, Ranged Disarm (longbow),
Rapid Shot, Weapon Focus (longbow).
Possessions: Leather armor, longsword,
dagger, longbow with quiver of arrows.

Robin of Loxley was a freeman land-
holder who owned a small farm around
the village of Loxley on the Derbyshire
border of Yorkshire. Saxon by birth,
Robin was sympathefic to the plight of
the commoner under Prince John's
reign and occasionally gave sanctuary
to those who took the king's deer from
the nearby forest fo survive.

When his attitude fowards these
poachers became known to Abbot
Hugo, the landlord of the lands including
Loxley, Robin was confronted by the
Abbot’s steward, Sir Guy of Gisburn,

ficient with all martial and simple
weapons, all armor, and shields.

Skills: Balance +5, Climb +8, Craft (bow-
making) +13, Diplomacy +5, Disguise +8,
Escape Artist +8, Handle Animal +6,
Hide +8, Innuendo +6, Intuit Direction
+6, Jump +6, Knowledge (law) +4,
Knowledge (Sherwood) +n, Listen +6,
Move Silently +8, Ride +5, Search +7,
Sense Mofive +6, Spof +6, Swim +4,
Tumbling +8, Use Rope +6, Wilderness
Lore +g.

Feats: Deflect Ranged Attack (longbow),
Dodge, Far Shot, Point Blank Shot,
Precise Shot, Ranged Disarm (longbow),
Ranged Pin (longbow), Rapid Shof,
Weapon Focus (longbow), Weapon
Specialization (longbow).

Possessions: Leather armor, large
wooden shield, longsword, longbow

with quiver of arrows.

Another candidate for the ftitle of
Robin Hood, Robert was the son of the
Earl of Huntingdon. When the old Earl
lay dying, Abbot Hugo saw a chance to
gain the Huntingdon lands for his own
and hatched a plot to discredit Robert.

and was forced fo flee with his friend
and head man, Will Scarlet. Thus began
his career as one of the most celebrated
ouflaws of English legend.

During his escapades, he earned the
enmity of several members of the
Norman nobility, including Abbot Hugo
and his steward, Sir Roger “The Cruel”
of Doncaster, Baron Isambart de
Belame, and Hugo's brother Robert, the
Sheriff of Nottingham. After Robin slew
the Sheriff in revenge for Will Scar-
lett's murder, his aunt, the Prioress
Elizabeth of Kirklees, and Sir Roger
conspired to kill him. He finally died in
Kirklees Abbey, firing a single shot
through his window and instructing his
outlaw friend, John Little of
Hathersage, to bury him where it fell.

Although branded an outlaw, Robin
remained a loyal subject of King Richard
“Coeur de Lion” throughout his life, and
he saw his actions as those of an hon-
orable freeman fighting against the
oppressive regime Prince John insti-
gated during Richard’s absence from
England.

Paying one of the Earl's men to murder
his liege in his sick-bed, Hugo framed
Robert for the deed, citing the fact that
Robert stood fo inherit the lands and
title as motive. Of course, Norman jus-
tice took the word of one with such
influence as the Abbof, and Robert was
forced to flee or else be unjustly exe-
cuted for the murder of his own father.

Robert, as Robin Hood, gives an
interesting twist fo the fraditional tales.
Instead of a Saxon freeman, Robin
becomes a Norman once-nobleman. His
fight for justice for the common people
becomes as much a quest to clear his
name and exact revenge on Abbot
Hugo.

The British Robin of Sherwoad TV
series provides yet another interesting
twist. Here, Robin of Loxley, chosen of
Herne, is slain and leaves no heir fo
carry on his fight against oppression.
Herne goes on fo choose Robert as the
next Robin Hood, and so both legends
become one.



John Little (aka Little John)
of Hathersage
Male human, 9th-level fighter, 1si-level rogue

Strength 20 (+5) Fort. Save +9

Dexterity 14 (+2)  Ref. Save +7
Constitution 17 (+3) Wil Save +2
Intelligence 11(0)  Alignment CG

Wisdom 9 (-1) Speed 30

Charisma 13 (+1) Size M (7")
Armor Class 15 Melee Attack +14/+9

Hit Points 82 Ranged Attack +11/+6
Special: Sneak attack +1d6, proficient
with all martial and simple weapons, all
armor, and shields.

Skills: Balance +4, Climb +10, Craft
(bowmaking) +3, Disguise +5, Escape
Artist +6, Handle Animal +3, Hide +6,
Intimidate +5, Infuit Direction +2, Jump
+9, Knowledge (Sherwood) +2, Listen +2,
Move Silently +6, Ride +4, Search +2,
Swim +g, Use Rope +4, Wilderness
Lore +3.

Feats: Ambidexterity, Cleave, Dodge,
Great Cleave, Point Blank Shot, Power
Attack, Precise Shot, Two-Weapon
Fighting, Weapon Focus (quarterstaff),
Weapon Specialization (quarterstaff).
Possessions: Studded leather armor,
quarterstaff, longsword, handaxe, dag-
ger, longbow with quiver of arrows.

Most of the fraditional tales have
John'’s birthplace as the Derbyshire vil-
lage of Hathersage, and it is there that
his grave (if if is indeed his) lies. Some
have his origins in Mansfield, a small
town on the outskirts of Sherwood. He
was the servant of a petty noble until
his hot temper caused him fo strike
down his wicked master, and he was
forced to flee.

Before the famous meeting between
John and Robin at a tree-bridge, and
the quarterstaff bout that gave Robin a
bath, John had heard of the famous
outlaw and respected him for the fales
he had heard regarding Robin’s
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escapades against Abbot Hugo and Sir
Guy. Upon discovering that his defeat-
ed foe was this very same Robin Hood,
John offered to join the outlaw and his
band. Having had firsi-hand experience
of the man'’s fighting prowess, Robin
agreed, and thus began one of the most
famous friendships of English legend.

Maid Marian
Female human, 3rd-level fighter,
1st-level rogue

Strength 10(0)  Fort. Save +4
Dexterity 16(+3) Ref. Save +6
Constitution 13 (+1)  Will Save +3
Intelligence 16 (+3) Alignment NG
Wisdom 15 (+2) Speed 30
Charisma 18 (+4) Size M (5'10")

Armor Class 13 Melee Attack +3
Hit Points 24 Ranged Attack +6

Special: Sneak attack +1d6, proficient
with all martial and simple weapons, all
armor, and shields.

Skills: Climb +2, Craft (bowmaking) +7,
Diplomacy +8, Disguise +8, Escape
Artist +5, Gather Information +8, Heal
+4, Hide +7, Innuendo +6, Jump +2,
Knowledge (religion) +5, Knowledge
(Sherwood) +5, Listen +6, Move
Silently +7, Perform +6, Profession
(cook) +5, Ride +5, Search +7, Swim
+2, Wilderness Lore +4.

Feats: Dodge, Expertise, Improved
Disarm, Improved Trip, Mobility.
Possessions: Quarterstaff, longbow with
quiver of arrows.

Although Maid Marian is a later addi-
tion to the traditional tales, she is one of
the most endearing characters of the
Robin Hood legend. The ward of Abbot
Hugo, Marian is sent to Kirklees Abbey
as a novice of the order and is later
used as currency when Hugo asked
Isambart de Belame for soldiers to aid in
the hunt for Robin Hood. Robin rescued
her from this fate, and the pair fell in
love and eventually married.

Some of the tales place Marian as the
daughter of Sir Richard of the Lee, a
knight Robin helps in various ways
depending on which version of his leg-
end one reads. In the movie Robin Hood:
Prince of Thieves, lsambart is replaced
by the Sheriff of Nottingham as Marian's
unwanted suitor. There are, perhaps,
more versions of Marian throughout the
myriad versions of Robin’s story than
there are of Robin!

In the old ballads, Marian does not
appear at all. She was originally the fig-
ure of the May Queen in a traditional
English Morris dance. Since dances
based on Robin’s ballads were often
performed at the same fime as those of
the Morris, the distinction between the
two became blurred over time, and the
much-celebrated romance between the
pair became a part of nearly every
version of the sfory that followed.

Will Scarlet
Male human, 10th-level rogue

Fort. Save +5
Ref. Save +11
Will Save +3

Strength 16 (+3)
Dexterity 18 (+4)
Constitution 15 (+2)
Intelligence 14 (+2) Alignment CG
Wisdom 11 (0) Speed 30
Charisma 12 (+1) Size M(5'10")

Armor Class 16
Hit Points 62

Melee Attack
Ranged Attack

+10/+5
+11/+6

Special: Sneak affack +5d6, uncanny
dodge, crippling strike, proficient with
club, crosshow, dagger, dart, mace,
quarterstaff, sap, shortbow, short
sword, and light armor.

Skills: Bluff +7, Climb +16, Disable Device
+g, Disguise +10, Escape Artist +12, For-
gery +5, Gather Information +5, Hide +16,
Innuendo +5, Infimidate +5, ntuit Direc-
tion +3, Jump +6, Knowledge (Sherwood)
+6, Listen +5, Move Silently +13, Open
Locks +g, Pick Pockefs +10, Search +8,
Sense Motive +3, Spot +3, Swim +4, Use
Rope +8, Wilderness Lore +4.




Feats: Combat Reflexes, Dodge,
Improved Initiative, Martial Weapon
Proficiency (longbow), Mobility.
Possessions: Leather armor, short
sword, dagger, longbow with quiver of
darrows.

Will Scarlet (sometimes spelled
“Scarlett”) was one of Robin’s oldest
companions and certainly the most out-
spoken in his views of the Normans.
Some of the tales have him as Robin’s
head man on the farm at Loxley, others
as one of the ouflaws he mef and
brought info his band during his early
escapades. Prince of Thieves even por-
trays Will as Robin’s half-brother, the
son of Robin’s father's second wife.

Will is often portrayed as a wild
card: well-meaning but often rebellious
against Robin's leadership of the band.
Despite this, he never fails to be loyal
to Robin’s cause, in spite of some of
the dodgy forms in which thar loyalty
might manifest.

Friar Tuck
Male human, 5th-level cleric, 1st-level rogue
Strength 16 (+3) Fort. Save +7
Dexterity 14 (+2) Ref. Save +5
Constitution 17 (+3)  Will Save +8
Intelligence 14 (+2) Alignment NG
Wisdom 18 (+4) Speed 30
Charisma 15 (+2) Size M (5'9")
Armor Class 14 Melee Attack +6
Hit Points 34 Ranged Attack +5

Special: Sneak atftack +1d6, turn

undead, proficient with simple weapons,

all types of armor, and shields.

Skills: Bluff +5, Concentration +7,
Diplomacy +4, Disguise +5, Escape
Artist +4, Gather Information +6, Heal
+11, Hide +4, Innuendo +6, Intimidate
+5, Knowledge (religion) +8, Knowledge
(Sherwood) +4, Listen +6, Move
Silently +4, Profession (brewer) +35,
Profession (cook) +5, Sense Motive +7,
Spot +5, Wilderness Lore +5,

Feats: Cleave, Dodge, Martial Weapon
Proficiency (longbow), Power Arrack.
Possessions: Leather armor, quarter-
staff, longbow with quiver of arrows.
Spells (5/4/3/2): o-level: cure minor
wounds x2, defect magic, light, purify
food and drink; 1st-level: bless, cure
light wounds x2, shield of faith; 2nd-
level: hold person, cure moderate
wounds, know alignment; 3rd-level:
cure serious wounds, prayer.

Domain Spells: 1st-level: enfropic shield;
and-level: aid: 3rd-level: magic circle
against evil. (Friar Tuck’s domains are
Good and Luck.)

Another (like Marian) late addition to
the tales of Robin Hood, Tuck is a
jovial, fat priest possessing surprising
agility given his size. With a penchant
for food and ale, Friar Tuck provides
some form of comic relief to many of
the later fales.

As well as being the spiritual guide
for the outlaw band, Tuck is a skilled
healer and is no amafeur with the quar-
terstaff or bow. The man first met
Robin in the Fountain Dale region of
Sherwood, tricking the outlaw leader
into carrying his fat frame across a
stream. Since that meeting, Tuck
became a loyal and important addition
to Robin’s band of merry men.

Alan-a-Dale
Male human, 8th-level bard

Strength 12 (+1) Fort. Save +4

Dexterity 16 (+3) Ref. Save +9
Constitution 14 (+2)  Will Save +8
Intelligence 16 (+3) Alignment NG

Wisdom 14 (+2) Speed 30

Charisma 18 (+4) Size M(6'1")
Armor Class 15  Melee Attack +7/+2

Hit Points 45 Ranged Attack +9/+4

Special: Bardic music, bardic knowledge,
proficient with all simple weapons, long-
bow, light and medium armor, and
shields.
Skills: Appraise +g, Balance +g, Bluff
+11, Climb +5, Diplomacy +g, Disguise
+12, Escape Artist +11, Gather Informa-
tion +11, Hide +8, Innuendo +7,
Knowledge (Sherwood) +5, Listen +6,
Move Silently +8, Perform +15, Sense
Mofive +5.
Feats: Dodge, Expertise, Improved
Disarm, Mobility.
Possessions: Leather armor, quarter-
staff, longbow with quiver of arrows.
Spells (3/4/4/2): o-level: dancing lights,
mage hand, prestidigitation; 1st-level:
grease, charm person, expeditious
refreat, sleep; end-level: invisibility,
cure moderate wounds, pyrotechnics,
enthrall; 3rd-level: displacement, haste.
Alan-a-Dale is one of the most mys-
terious characters in the Robin legend.
He appears in the tales infrequently as
more of an ally of Robin and his men
than an actual member of the band. To

add to the mystique, Alan also appears
in the fales of Ivanhoe, but again we
learn little of the character from his
appearance there.

His connection with Robin begins
with his love, the lady Eleanor, who was
to be married against her will fo a
Norman noble. After meeting with Alan
and hearing his sad fale, Robin decides
to attend the wedding, rescuing Eleanor
and fleeing to Sherwood with the
would-be bride. Once safely home,
Friar Tuck married Alan and Eleanor in
witness of the outlaw band, and the
pair became the honored guests of
Robin’s band whenever they traveled
through Sherwood.

Alan is a minstrel and storyteller by
trade and is occasionally used as a nar-
rator for the tales, particularly in the-
atrical enactments of the legends of
Robin Hood.

Robert de Rainault,
Sheriff of Nottingham

Male human, 12th-level fighter

Strength 16 (+3) Fort. Save +10

Dexterity 14 (+2) Ref. Save +6
Constitution 15(+2)  Will Save +5
Intelligence 16 (+3) Alignment LE

Wisdom 12 (+1) Speed 30

Charisma 15 (+2) Size M (&' 11")

Armor Class 20 Melee Attack +15/+10/+5
Hit Points 65 Ranged Attack +14/+9/+4

Special: Proficient with all simple and
martial weapons, all armor, and shields.
Skills: Climb +8, Diplomacy +7, Handle
Animal +7, Intimidate +6, Jump +8,
Knowledge (Nottingham) +8, Listen +6,
Ride +14, Sense Motive +5, Spot +7,
Swim +8.

Feats: Alertness, Blind-Fight, Cleave,
Dodge, Great Cleave, Improved Critical
(longsword), Mobility, Mounted Combat,
Power Attack, Spring Attack, Trample,
Weapon Focus (longsword), Weapon
Specialization (longsword).
Possessions: Chainmail armor, large
wooden shield, longsword, medium
crossbow with quiver of bolts.

Robert de Rainault is, by far, the
most dangerous enemy Robin has.
Although his brother, Abbot Hugo,
spends more fime frying to track down
the outlaws, Robert, as Sheriff and
Chief Justice of the Forest, has far
more resources available fo him fo aid
in the task of tracking the Merry Men.
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In fact, by killing Will Scarlet, Robert
had more success against Robin in the
fewer fimes their paths crossed than
Hugo, Sir Guy, or Isambart de Belame.

The Sheriff is a pompous man,
secure in his position of high influence
and responsibility. In fact, the only man
he fears is his liege, Prince John. Des-
pite this confidence, he severely under-
estimated Robin when he slew Will
Scarlet. Robin, who had laid aside a
special arrow scribed with the Sheriff’s
name from an earlier encounter
between the two, was finally obliged to
use it in vengeance for Will's death,
planting it firmly in the forehead of this
wicked man and ending his life

Much the Miller’s Son
Male human, 2nd-level fighter,
1st-level rogue

Strength 13 (+1) Fort. Save +4

Dexterity 16 (+3) Ref. Save +5
Constitution 12 (+1)  Will Save -1
Intelligence 6(=2)  Alignment NG

Wisdom 7 (-2) Speed 30

Charisma 8 (1) Size M(5'8")
Armor Class 15 Melee Attack +3

Hit Points 20 Ranged Attack +5
Special: Sneak affack +1d6, proficient
with all simple and martial weapons, all
armor, and shields.

Skills: Climb +6, Disguise +2, Handle
Animal +1, Hide +7, Intuit Direction +1,
Jump +4, Move Silently +7, Profession
(farmer) +2, Swim +5, Tumble +6.
Feats: Dodge, Point Blank Shot, Precise
Shot, Rapid Shot, Weapon Focus
(longbow).

Possessions: Leather armor, longsword,
longbow with quiver of arrows.

Much is a simple man, the son of the
Miller of Loxley and a friend of Robin
from his pre-outlaw days. Not the most
gifted individual, Much nonetheless
serves Robin and the outlaws well, to
the best of whar ability he possesses. In
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the tales, his innocence and naivete
serve as a counter-balance fo the
world-wise ways of characters such as
Will Scarlet and Little John. He serves
as a constant reminder fo the others of
why they fight against the oppression
of Prince John's Norman regime.

Huﬁn de Rainault,
Abbot of St. Mary’s

Male human, 10th-level cleric

Strength 3(-1)  Fort. Save +8
Dexterity 11 (0) Ref. Save +4
Constitution 10 (0) Will Save +13
Intelligence 15(+2) Alignment LE
Wisdom 16 (+3) Speed 30
Charisma 16 (+3) Size M (6"
Armor Class 10 Melee Attack +6/+1
Hit Points 60 Ranged Attack +7/+2

Special: Command undead, proficient
with simple weapons, all fypes of armor
and shields.

Skills: Appraise +6, Bluff +6, Concen-
tration +10, Diplomacy +u, Forgery +4,
Intimidate +6, Knowledge (religion) +n,
Listen +7, Scry +6, Sense Motive +7,
Spof +5.

Feats: Empower Spell, Expertise,
Extend Spell, Iron Will, Maximize Spell.
Possessions: Heavy mace, light cross-
bow with quiver of bolfs.

Spells (6/5/5/4/3/2): o-level: cure
minor wounds x2, detect magic, light,
resistance, read magic; 1st-level: bane,
cure [ight wounds x2, sanctuary,
entropic shield: 2nd-level: hold person,
enthrall, cure moderate wounds, unde-
tectable alignment, death knell; 3rd-level:
cure serious wounds, animate dead,
magic vesfment, coniagion; 4th-level:
cure critical wounds, poison, summon
monster IV; sth-level: circle of doom,
frue seeing.

Domain Spells: ist-level: change self;
and-level: invisibility; 3rd-level: magic
circle against good; 4th-level: confu-
sion; sth-level: dispel good. (Abbot

Hugo’s domains are Evil and Trickery.)
Throughout most of the tales of
Robin Hood, Abbot Hugo, moreso than
his brother the Sheriff of Nottingham,

appears as Robin’s arch-enemy. It is
through his orders, executed by his
man Sir Guy of Gisburn, that Robin of
Loxley was forced into becoming an
outlaw, and his plots push Robert of
Huntingdon into the same fate.

The Abbot is a wicked man, caring
more for his own greed than matters of
the church. Most of his actions are
intended to result in the gain of more
land or personal wealth. His concern
with Robin Hood is simply that the
escapades of the outlaw and his bands
serve to deny him such.

The Abbot has allies in Baron
Isambart de Belame and Sir Roger “The
Cruel” of Doncaster and, of course, his
own lackey Sir Guy. Despite this, all his
attempts fo bring Robin fo Norman jus-
tice are for naught.

Sir Guy of Gisburn

Male human, 8th-level fighter

Strength 16 (+3) Fort. Save +3

Dexterity 10(0)  Ref. Save +2
Constitution 16 (+3)  Will Save +2
Intelligence 8(-1)  Alignment LE

Wisdom 10 (0) Speed 30

Charisma 13 (+1) Size M (5'10")
Armor Class 16 Melee Attack +11/+6

Hit Points 53 Ranged Attack +8/+3

Special: Proficient with all simple and
martial weapons, all armor, and shields.
Skills: Bluff +3, Diplomacy +3, Handle
Animal +4, Intimidate +3, Jump +6, Ride
+8, Swim +4.

Feats: Improved Bull Rush, Improved
Critical (longsword), Mounted Combat,
Power Attack, Ride-By Attack, Spirited
Charge, Trample, Weapon Focus (long-
sword), Weapon Specialization
(longsword).

Possessions: Chainmail armor, small




wooden shield, lance, longsword, light
crosshow with quiver of bolts.

Sir Guy of Gisburn is the steward of
Abbot Hugo. As such, he was tasked by
his liege to first bring Robin of Loxley
to justice for harboring poachers and
then to hunt the outlaw down once
Robin had fled to the woods.

Although Guy has ambitions above
his stafion, he possesses neither the
infelligence nor the leadership qualities
fo achieve them. He serves loyally while
he must but is constantly on the look-out
for situations that he can exploit to
increase his personal influence.

The man is cowardly when not sur-
rounded by his soldiery.

King Richard I |
Goeur de Lion
Male human, 14th-level paladin

Strength 18 (+4) Fort. Save +12
Dexterity 16 (+3) Ref. Save +9
Constitution 16 (+3) Wil Save +7
Intelligence 16 (+3) Alignment LG
Wisdom 17 (+3) Speed 30
Charisma 19 (+4) Size M(6'2")

Armor Class 20 Melee Attack +18/+13/+9
Hit Points 76 Ranged Attack +17/+12/+7

Special: Aura of courage, derecr evil,
divine grace, divine health, /ay on
hands, remove disease 4/week, smite
evil, special mount, turn undead, profi-
cient with all simple and martial
weapons, all armor, and shields.

Skills: Climb +8, Diplomacy +18, Handle
Animal +10, Intimidate +6, Jump +8,
Knowledge (heraldry) +5, Knowledge
(law) +10, Listen +7, Ride +18, Sense
Motive +7, Spot +7, Swim +g,
Wilderness Lore +6.

Feats: Improved Critical (longsword),
Improved Initiative, Mounted Combat,
Power Atftack, Spirited Charge, Weapon
Focus (longsword).

Possessions: Breastplate, large wooden
shield, lance, longsword, heavy cross-
bow with quiver of bolts.

Spells (3/2/2): 1st-level: bless, cure light
wounds, divine favor; 2nd-level: resist
elements, shield other; 3rd-level: dis-
cern lies, greater magic weapon.

Born in 157, Richard was the third
son of Henry Il by Eleanor of Aquitaine.
As a youth, holding the fitle of Duke of
Agquitaine, Richard rebelled against his
father and aided King Philip Il of France
against Henry. After Henry's death at

Chinon in 118g, Richard sailed to
England and was crowned at
Westminster Abbey.

Richard is a warrior through and
through. Although his exploits during
the Third Crusade (and, perhaps, the
fact that the English people needed
some hope fo cling fo during the period
of John’s regency) brought him great
respect among his English subjects. He
spent but six months of his entire reign
on English soil—the rest spent either in
the Holy Land with the Crusaders, in
France battling his one-time ally Philip,
or (from ng2-1194) as a prisoner of the
Holy Roman Emperor Henry VI. For the
many strefches he was absent, he left
his brother John as regent.

In the Robin Hood fales set during
Richard's reign, it is the hope of the
English that Richard will refurn fo put
an end fo John's fyranny, restoring
honor and justice to the land. On his
return to England in 1194, he supposed-
ly pardoned Robin and his band (possi-
bly for their aid in putting down John's
insurrection) before heading to France
to fight a war from which he would
Never refurn.

In some tales, Richard appears dis-
guised as a black knight. In one such
instance, the black knight aids Robin in
the rescue of Will Scarlet and Sir
Richard of the Lee before revealing his
frue identity.

Prince John “Lackland”

Male human, 10th-level fighter

Strength 13 (+1) Fort. Save +9
Dexterity 14 (+2) Ref. Save +7
Constitution 14 (+2)  Will Save +2
Intelligence 15 (+2) Alignment NE
Wisdom 8 (-1) Speed 30
Charisma 13 (+1) Size M (6")
Armor Class 19 Melee Attack +11/+6
Hit Points 73  Ranged Attack +12/+7

Special: Proficient with all simple and
martial weapons, all armor, and shields.
Skills: Climb +5, Diplomacy +6, Handle
Animal +6, Intimidate +3, Jump +5,
Knowledge (heraldry) +5, Knowledge
(law) +7, Listen +4, Ride +10, Swim +5.
Feats: Dodge, Expertise, Improved Trip,
Lighming Reflexes, Mounted Archery,
Mounted Combat, Point Blank Shot, Run,
Weapon Focus (heavy crossbow),
Weapon Focus (longsword), Weapon
Specialization (longsword).

Possessions: Chainmail armor, large
wooden shield, dagger, longsword, heavy
crossbow with quiver of bolis,

John, born in 167, was the fourth
son of Henry II. The name “Lackland”
(or “Sans Terre”) arose because he was
granted no land by his father. His
brother, Richard, granted him many
land fitles upon his accession, however.

John covets the crown of England
from his noble brother. To this end, he
is willing to grant favors and land to
subordinate nobles to secure their loy-
alty to him against Richard, making him
appear weak-willed. Being regent for
much of Richard’s reign did this power-
lust no good whatsoever, as John
became increasingly paranoid regarding
his brother’s return from war and the
loss of the rulership he covefed. In 1g3
he led an insurrection against Richard
while his brother lay captive, holding
Nottingham Castle unfil Richard man-
aged o put down the rebellion on his
return in 194.

Even when he finally became king,
John remained weak, as his trials with
his barons and the Pope show. He
caused England fo become subject fo an
inferdiction and was himself excommu-
nicated by the Pope. He also discarded
many of the royal powers through the
agreement known as the Magna Carta.

Sir Richard of the Lee

Male human, 10th-level fighter

Strength 14 (+2) Fort. Save +8
Dexterity 14 (+2) Ref. Save +5
Constitution 12 (+1)  Will Save +5
Intelligence 16 (+3) Alignment LG
Wisdom 14 (+2) Speed 30
Charisma 13 (+1) Size M (5
Armor Class 16 Melee Attack +12/+7
Hit Points 65 Ranged Attack +12/+7

Special: Proficient with all simple and
marfial weapons, all armor, and shields.
Skills: Bluff +7, Climb +g, Diplomacy
+6, Handle Animal +8, Jump +g,
Knowledge (heraldry) +5, Listen +6,
Ride +15, Spot +6, Swim +8.

Feats: Mounted Archery, Mounted
Combat, Point Blank Shot, Precise Shot,
Quick Draw, Ride-By Attack, Spirited
Charge, Trample, Weapon Focus (light
crosshow), Weapon Focus (longsword).
Possessions: Scale mail armor, large
wooden shield, longsword, ligsht cross-
bow with quiver of bolts.



Sir Richard appears in many tales of
Robin Hood. In the early ballads, he is a
knight who befriends Robin, keeping an
open door policy to the outlaw band at
his castle should they need sanctuary.
He can also be the poor knight that
Robin entertains at his camp in the
Lytell Geste. In the tale, the outlaw
takes sympathy and aids the knight in
paying off a debt owed to Abbot Hugo.
Some of the modern tales make this
connection and even go so far as to
suggest Richard as Marian’s father.

Richard is a loyal follower of King
Richard and opposed to the tyrannical
regency of John. A man of honor, he
recognizes a similar quality in Robin
Hood and accepts the man as a friend
and ally (and possibly son-in-law),
despite his outlaw status.

The nature of his debt to Abbot
Hugo varies from tale to tale. The fra-
ditional view is that Sir Richard was
forced info knighthood by English law
(as a landholder) and subsequently
found it impossible to meet the required
fithes such a position required. Another
view is that he borrowed money from
St. Mary's, holding his castle and lands
as security against the loan, to fund his
own participation in the Crusades.
Given the opportfunity fo gain further
wealth, Hugo could not resist attempt-
ing to make sure that the debt would
never be repaid.

Baron Isambart de Belame
Male human, 10th-level necromancer

Strength 12 (+1) Fort. Save +3

Dexterity 14 (+2) Ref. Save +5
Constitution 10 (0) Will Save +10
Intelligence 18 (+4) Alignment LE

Wisdom 16 (+3) Speed 30

Charisma 16 (+3) Size M(6'3")

Melee Attack +6
Ranged Attack +7

Armor Class 12
Hit Points 23

Special: Summon familiar, Scribe Scroll,
proficient with club, dagger, heavy cross-
bow, light crossbow, and quarterstaff.
Skills: Alchemy +10, Concentration +13,
Diplomacy +7, Intimidate +6, Knowledge
(ancient history) +8, Knowledge
(arcana) +12, Knowledge (astrology) +7,
Knowledge (religion) +8, Listen +6, Ride
+5, Scry +10, Sense Motive +5, Spell-
craft +17, Spot +5.

Feats: Brew Potion, Craft Rod, Craft
Wand, Empower Spell, Enlarge Spell,
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Martial Weapon Proficiency (long-
sword), Spell Focus (Necromancy).
Possessions: Longsword, light crossbow
with quiver of bolts.

Spells (5/6/6/5/5/3): o-level: dancing
lights, detect magic, ghost sound, read
magic, disrupt undead; ist-level: chill
touch, comprehend languages, identify,
obscurement, shield, sleep; 2nd-level:
cat’s grace, darkness, ESP, forget, ghoul
fouch, whispering wind; grd-level: dis-
pel magic, haste, hold person, sugges-
tion, vampiric touch; 4th-level: besfow
curse, contagion, emotion, scry, fear;
sth-level: animate dead, magic jar,
nightmare.

Isambart de Belame is a relafively
modern addition to the Robin myths. He
is a baron of wicked ways, sometimes
(as in the Robin of Sherwood TV series,
as Simon de Belleme) portrayed as a
sorcerous figure who deals in dark
magics, and at other fimes just another
evil Norman nobleman who plagues the
poor of England. The former version
appears here.

Isambart, despite his decidedly un-
Christian activities, was an ally of both
Abbot Hugo and Roger of Doncaster,
and he loaned men to Hugo fo aid the
Abbot in hunting down Robin and his
men, in exchange for the hand of Maid
Marian. Such was the reputation of the
man that his home, Castle Belame,
became known as Evil Hold fo those
who opposed his beliefs.

In the Robin of Sherwood series,
Little John was one of Belame’s ser-
vants, possessed by sorcery until, dur-
ing the famous meeting at the
tree-bridge, Robin managed fo break
the spell. Another of Robin's men,
Nasir, also joined the band upon the
death of his old, wicked master.

Sir Roger “The Cruel”
of Doncaster
Male human, 11th-level fighter

Strength 19 (+4) Fort. Save +9
Dexterity 15(+2) Ref. Save +2
Constitution 16 (+3)  Will Save +2
Intelligence 15 (+2) Alignment NE
Wisdom 14 (+2) Speed 30
Charisma 15 (+2) Size M(5'11")

Armor Class 18 Melee Attack +15/+10/+5
Hit Points 89 Ranged Attack +13/+8/+3

Special: Proficient with all simple and
martial weapons, all armor, and shields.
Skills: Bluff +5, Climb +10, Diplomacy
+6, Intimidate +7, Innuendo +5, Jump
+10, Ride +8, Search +5, Spellcraft +4,
Swim +10, Wilderness Lore +5.

Feats: Cleave, Dodge, Expertise,
Improved Critical (longsword), Mobility,
Mounted Combat, Power Attack, Spring
Attack, Weapon Focus (longsword),
Weapon Specialization (longsword),
Whirlwind Attack.

Possessions: Chainmail armor, large
wooden shield, longsword, heavy cross-
bow with quiver of bolts.

An ally of Isambart de Belame and,
by association, Abbot Hugo, Robin runs
afoul of Sir Roger on a handful of
occasions. The final meefing between
the pair leaves Robin badly injured and,
on being taken to Kirklees Abbey for
attention, finally killed through a plot
hatched by Robin’s aunt, Elizabeth, the
Prioress of Kirklees and Sir Roger.

Roger’s nickname was nof earned in
vain. As a follower of one of the more
wicked barons of England, he was a
party to some of the more nefarious
plots Robin faced. LD/

BARON [SAMBART DE BELAME e SIR ROGER “THE DRulL" OF DONCASTER




he D&1D game isn't competitive;
Trhe other players are on your side.

Your characters are meant to
complement one another, helping each
other to survive in a dungeon environ-
ment. Together, you improve your
characters, gaining experience poinls
and accumulating treasure. Your
Dungeon Master isn't supposed to play
favorites. When the situation dictates
that a character should shuffle off this
mortal coil, she'll invariably close her
eyes and impartially allow him to meet
his doom, no matter what.

Well, maybe not invariably. Here's

a little secret; DMs hate to kill off
characters, Character death slows
the momentum of a session, as the
deceased's comrades haul his carcass
out of the dungeon, cart him through the
trackless wilderness, and head to town
to find a willing cleric to restore him to

) Essential Secrets To Staying Alive

experience poinfs.

Now, your DM also knows she can't
run a D&D campaign without the occa-
sional, irrevocable demise of an
established PC. Without this possibility,
the dangers the party faces seem illu-
sory. If she permits you fo think that
there’s no risk involved in your PC's
actions, the suspense drains out of the
game. With it goes the sense of accom-
plishment that makes your XPs seem
hard earned. So, even though it throws
a session off-track, the wise DM knows
enough to allow her dungeons, traps,
and monsters to claim a PC every so
often. It's for your own good, after all,

Still, despite what we said about the
game being noncompetitive, it would be
nice if those necessary PC deaths mostly
happened to other players’ characters,
wouldn't it? Whenever a PC is about to
check into the graveyard hotel, you can

HERE’S A LITTLE SECRET: DUNGEON MASTERS

HATE T0 KILL OFF CHARACTERS.

life. If the characters can't arrange for
their expired partner’s resurrection,
you've left your DM twiddling her
thumbs while you create a new charac-
ter. If the other PCs have already
reached high levels, the DM must do one
of two things, neither of which feels
exactly right. Either she must spend sev-
eral sessions coniriving to keep your
fragile new PC alive, or she must allow
him to sfart the game as a high-level
character with a bundle of unearned

be sure that the DM is asking herself
two questions: “Is there a plausible way
for the character to survive without
making it seem like | fudged?” and, “If so,
is it worth the bother?”

In these moments, your DM is mak-
ing a calculation about her campaign’s
fun quotient. On one hand, by pulling a
rabbit out of her hat to save your
bacon, she’s risking the plausibility of
her campaign—and thus, the fun every-
body has playing in it. If you want her

I k.
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to decide in favor of your PC's confin-
uing fo draw breath, you'd better have
laid in a little insurance beforehand. If
you've made your character an integral
part of the campaign, the DM will be
more likely to sacrifice a little suspen-
sion of dishelief to keep him around. If
your fellow players understand how
important your PC is to the campaign,
they'll be more forgiving of the trick
the DM uses to prevent him from
dying. They'll be glad that your falling
character found an opportune root fo
grab just before hitting the pit bottom,
that the useless potion he swallowed
several rooms back just happened to
give him immunity fo snake venom, or
that a servitor of his deity was near
enough fo hear his prayers.

In other words, by seeing to it that
your PC is much more fun alive than
dead, you're giving yourself a survival
edge. It's an edge worth more than the
best magic armor or hardest-hitting
weapons. What's more, it doesn’t cost
you gold or experience points. All you
have to do is pay attention to the things
your DM does to make her campaign
fun. The more your PC helps her do so,
the longer his life expectancy. Here are
twelve easy fips to make your PC indis-
pensable to a campaign's fun quotient.

Be Likeable

Although DMs are supposed fo be
impartial, they can't help but like certain
characters and dislike others—check out
the example in the sidebar. If you were
wafching the campaign unfold as a
movie, you'd want the nasty character




to meet his maker. In dramatic ferms,
he deserves ignominious death from a
foolish accident. It feels wrong, on the
other hand, for the likeable PC fo die in
such an impersonal, random way.
Because it makes dramatic sense for
the unsympathetic character fo die, the
other players aren't likely o complain
much, either. The result will feel right
to them, too. After all, they've had to
put up with his disagreeable anfics
first-hand.

Your goal should be fo create a like-
able, heroic character whose death the
DM and other players can accept only
under the most noble and dramatic cir-
cumstances. Don't make him too
perfect; an annoying goody-two-shoes
is just as unlikeable as a conniving
wretch. He might still die someday, and
he won’t be immune when your own
dumb decisions get him in trouble—but
he's much less likely than the average,
selfish PC to succumb to fungi attacks,
traps, diseases, and other less-than-
glamorous means of meefing his maker.

Be Enterfaining

Sometimes being sympathetic is only
part of the equation. If all of the PCs
are similarly likeable, you must go fur-
ther to distinguish yours as the
stand-out of the lof. Do this by making
him more inferesfing and entertaining
than the others. Look af the classic
heroes of adventure fiction fo see what
makes them appealing. Take a simple
word or phrase as the basis for your
character, and make it as powerful an
idea as possible. Charming scoundrel,
investigative genius, jusfice seeker, and
gutsy explorer frigger stronger emo-
tions than ordinary guy looking for
treasure, handsome elf, or big guy with
big axe. Keep a constant watch for

Who Do You Love?

not both.

Imagine the following scenario from your DM's point o
view: Because she's been a mite generous with her rulin
of late, the players are getting cocky. She realizes she has
to shock the players back info a sense of genuine danger.
- She gets her chance when two characters recklessly get
info a raft on an underground river with a fast-running
current. She knows there’s a waterfall at the end of that
river. The PCs are going fo be swept down the riverand
over the falls. Maybe she'll give one of them a brg_'ak,'-b}g_t ;

~ One of the PCs is a braggart, a cheat, and a coward.
‘He always wants NPCs fo take risks for his character. He

actions your character can fake fo
reinforce his core idea. If your charac-
fer is a charming scoundrel, make sure
he does something charmingly scan-
dalous at least once per session.

Increase your PC's entertainment
value by giving him distinctive quirks.
Give him a distinguishing visual feature
for the DM and other players to pic-
fure. Your justice seeker might wear an
insignia representing a fearsome ani-
mal, like a bat. Your investigative genius
could smoke a big pipe. Provide your
character with a memorable activity,
like playing a fiddle or quoting poefry.
Supply him with a catch-phrase or two.
In short, do everything you can fo
imprint yourself on the minds of the
DM and fellow players. Make yourself
Capiain Kirk; let the other PCs be the
red-shirts.

Keep Things Moving

This one is a little tricky, because it's
something that you do as player rather
than an innate frait of one of your PCs.
Siill, it's worth using, because it makes

argument starts going in circles, cut
through it by forcefully proposing a
plan of action. Dithering players want
someone fo take charge and assume
responsibility. Your DM, happy that
you've got things moving, won't want fo
punish you for doing so. Even if,
according fo her dungeon key, the plan
you decided on seems doomed, she
might change her plans to make yours
retroactively sensible. In this instance,
you're making everyone’s survival
more likely, not just your own—not that
there’s anything wrong with that.

Don’t Fight Other PCs

Nothing makes a DM grind her teeth
like a poorly motivated battle to the
death between player characters. We've
already mentioned what an unexpected
PC death does to a DM’s plans for a
session. Fights between PCs are even
more frustrating because the DM has no
believable way of fudging to keep the
combatants alive. If you lose your tem-
per and fight another PC, you can count
on an imminent dirt nap. If the opposing

MAKE YOURSELF CAPTAIN KIRK;

LET THE OTHER PCS BE THE RED-SHIRTS.

your DM grateful—and a grateful DM is
never a bad person to have around.
Nothing gives a DM an itchy dice-
finger more than boredom. If your
fellow players are prone tfo talk every
possible move info the ground before
doing anything, and you see your DM
squirming in her chair or rolling her
eyes because the session is going
nowhere, come fo the rescue. Make
your PC the dynamic type who takes
the initiative affer a reasonable amount
of discussion has taken place. When an

PC doesn't kill you, you can bet that his
player will create a replacement fo seek
vengeance. If that doesn't happen, it's
probably because the DM got to your
PC first. She doesn’t have to set ouf fo
kill the offending PC; she can wait and
simply withhold the benefit of the doubt
the next time he gets into fatal trouble.
We've already seen how unsympathetic
PCs die sooner than sympathetic ones;
you don't get more unsympathetic than
murdering a comrade over a loot dis-
pute or a casual insulf.




SStop hts Between

Other

Another way ro keep the DM in a good
mood is fo act as the conciliator when
disputes between PCs—or worse yet,
between players—get ready to boil over
into PC-on-PC violence.

Work to give your character some
special hold over the PCs so that he
can reliably break up pointless fights. If
he's a good fighter, he can threafen to
finish off the victor, ensuring mutual
destruction for both troublemakers. If
he’s rich, he might step in and offer
compensation to the aggrieved PC. If
your fellow players regularly have their
PCs duke it out with one another, your
spellcaster might reserve a hold or
charm person spell ready to quell them.
Find out what the other PCs most want,
and figure out a way to offer it to them
if they keep a lid on their conflict.

Even if the DM doesn't show her
gratitude by giving your PC a break
when needed, you're still increasing the
odds of his survival. When your party
loses a crucial member or two to mind-
less squabbling, the survivors are more
likely to get picked off by the monsters
you were all supposed fo be fighting in
the first place.

Cultivate Off-Beat Skills

While off-beat abilities might not
seem to make the same contribution fo
your survival as good, old-fashioned
firebalf spells and fighting skills, they
can actually be even more valuable
than the old reliables. Try to guess
where the DM'’s campaign is going, and
what special skills, spells, or other abili-
ties you'll need to prosper there. Give
your PC unique abilities. Watch as the
DM comes to depend on them to make
the story work. She now has a stake in
keeping your PC healthy.

Skills and feats are the best tools for
this strategy because they’re non-
transferable. If your PC has a ring that

Who would have imagined my extensive knowleﬁge of kohelﬂs would prove so handy?

society) skill.

Your DM seems to be steering your group 'foward an
tended sojourn in a land populated by various tribes of
kobolds. After a session or two, it becomes apparent that
she's worked out detailed tribal politics between various
~kobold clans. To make your character extra-useful, fit your
PC into the DM'’s plans by having him learn to speak the
kobold fongue or by giving him the Knowledge (kobold

allows her and those near her to
breathe underwater, your DM can
safely introduce an underwater dun-
geon. Unfortunately, she doesn’t
necessarily need you to survive for the
adventure to continue, because any
other PC can pick up your ring when
your character swims with the fishes.
See the sidebar for another example of
cultivating offbeat skills.

8Form Bonds to a Community

DMs like to play particular charac-
ters on a regular basis, foo. Their best
way to do so is fo create a home base
for the PCs. They can then play the
irascible inn-keeper, gossiping cobbler,
love-struck fishmonger, and other
members of an ever-expanding cast of
supporting characters. However, PCs
are noforious for their wanderlust and
might at any fime abandon the settle-
ment where all of the DM's favorite
NPCs dwell. Now she has to come up
with a whole new cast of supporting
characters fo liven up the next fown—
which she can also lose touch with at
any fime.

Make your PC the DM's best friend
by giving him a tie to her favorite
home base. Your PC could get married,
buy a piece of land, invest in a busi-
ness, or take a vow fo protect the
locals. This obligation keeps the PC—and
the rest of the party along with him—
around the settlement, giving the DM
the chance to develop and refine her
supporting cast. You'll get other bene-
fits from this choice, too; if you
establish yourself as a favored son of a
community, its citizens will support you
with food, shelter, and equipment when
needed. They might even form a militia
to help you fight threats fo the town’s
safety,

Your connection fo the community
enriches the campaign, making it seem
more real and lending sympathy to the
entire party. Your DM will notice that

this beloved part of her game depends
on your PC’s involvement and that the
party might, in the event of your char-
acter’s demise, again resort to roofless
wandering.

Befriend an Important NPC

DMs like characters who make con-
nections fo the important NPCs in their
settings. It's easier to come up with
story hooks for these PCs than it is for
anti-social loners who avoid fies to oth-
ers. Because your PC’s relationship to
an NPC makes it easier for the DM to
get her stories started, she'll want to
keep him around to take advantage of it.

The type of NPC you might logically
befriend depends on the class and
demeanor of your PC. A roguish mal-
contenf might bond with a bandit
chieftain. A wizard could parlay a
mutual interest in alchemical research
into a friendship with the ancient,
bearded spellcaster who lives in the
tower outside fown. The types of stories
they'll set you on also varies according
to the sort of NPC you befriend. The
bandit chieftain knows about ripe tar-
gets for ambush; the spellcaster has
information on hidden magic freasures.

Fight Boredom

Some players like to tweak rhe DM
by doing things that seem deliberately
calculated fo throw her off. They most
often do this when bored or restless.
Ideally, DMs should look for signs of
player discontent and do things to head
them off. Not all DMs, especially begin-
ning ones, are good at this, and they
are unable to sustain player interest all
the fime. Even the best DM can lose
her player’s full attention in the midst
of a marathon session, when every-
body’s blood sugar gets low and the
caffeine starts to wear off,

A favored factic of the bored, mis-
chievous player is to attack and try to
kill an NPC he senses is important to




Your Friend, the High Sherrif

info the adventure?

Let's say that you set up shop in the village nearest
dungeon you plan to explore. On the way back from a
of dungeon delving, you encounter the high sheriff and her
men. You haven't done anything illegal and have no reason
to fear the authorities. Why has the DM put this encounter

She might be actively glvmg you an opportunify to
connect yourself to the wider world around the dungeon, or
she might just be adding rexrure and detall to her semng

ﬁﬁ%o she asks you fo mvesﬁgaie

eriff ha heard tha brlgands are

the DM's ongoing plot. He might just as
easily desfroy a critical artifact or start
a pointless bar brawl to liven things up
a bit. In any case, his actions force the
DM fto discard her prepared material
for the session or else frantically dream
up a way for her plot fo continue.

If one of your friends is known for
this sort of thing, and you sense that
he's getting bored, you can head him
off by giving him something to do. Try
convincing him to go out on a scouting
mission, experiment with the weird
object you found back in the last dun-
geon, or work on his parrying
technique. Offer to go with him, so it
doesn’t seem obvious that you're herd-
ing him out of harm's way. Maybe the
DM will pick up on your cue and give
you a nice, distracting rabid bear fo
fight. Maybe not; if you do it with the
proper subtlety, she might not notice at
all. Still, this tactic contributes to your
survival, because you're much more
likely to die stupidly when the DM is
flustered and trying to get her story
back on track than when she's dealing
with player responses fo situations she
knows well.

x Protect NPCs

If you fail to spot the symptoms of
boredom before they appear, you might
find yourself dealing with an attack on
an NPC whose survival is obviously
critical to the DM’s ongoing story. Even
if it makes sense for the particular PC
to try to dispatch the NPC, you know
your DM won't be happy if he suc-
ceeds. When you see this kind of fight
breaking ouf, step in. Using the same
methods of persuasion given for Step
5, try to effect a reconciliation. Offer
to fight as the NPC’s champion in a
duel of honor; the attacking PC can
work out his grievance by wounding
you a little instead of killing the NPC. If
all else fails, join the fight on the NPC’s
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side. If you've earned the confidence of
your fellow players, they ought to fol-
low your lead. If nothing else, you've
delayed the fight long enough for the
DM to work on a way to reduce tension
between the PC and her NPC. However
you solve the problem, you'll have
earned her gratitude and kept the story
on safer ground.

Antagonize a Villain

If, over the course of a linked series
of adventures, you realize that you're
struggling against a grand, behind-the-
scenes villain, make it personal. Swear
vengeance on the miscreant! If your
DM approves, invent a background his-
tory for your character that includes a
prior grudge against him. Keep remind-
ing the DM and other players of your
vow of implacable vengeance. If you

get a positive nudge or two when the
big day finally comes.

Get Cursed

The curse offers another unortho-
dox way of ensuring your survival. If
you see an opportunity fo call a terrible
curse down on your head, and can do
it in a way that makes sense for your
character, you can lay pipe for an epic
storyline in which you struggle to free
yourself from its dread effects.

Let's say that you find a door in a
tomb complex, with ancient sigils warn-
ing of a curse against the one who
breaks its seal. If you shrug your shoul-
ders and say, “Well, we could really use
the treasure on the other side of that
door,” your motivation doesn't seem
especially epic. But if you come up with
a noble, thrilling reason to risk the

YOU'RE MUCH MORE LIKELY TO DIE STUPIDLY

WHEN THE DUNGEON MASTER IS FLUSTERED

meet the bad guy in circumstances that
prevent the two of you from going at
it, take advantage of the chance to
insult and belittle him. Make him swear
efernal vengeance against you.
Angering a powerful villain might
seem like a backward way of ensuring
your PC's survival. But think again:
You're doing what screenwriters call
“laying pipe.” You're sefting up a dra-
matic possibility to be resolved later in
the story. I will feel wrong if you and
the villain don't finally end up in a cli-
mactic, toe-tfo-toe baffle in the midst of
a collapsing dungeon or on the lip of a
seething volcano. Once you've fore-
shadowed this ultimate confrontation,
your DM will profect you as much as
she believably can from the more bor-
ing hazards you'll face unfil then. Since
endings in which evil triumphs over
good are disappointing, you might even

curse, you're setting up the kind of
story most DMs won't be able to resist.
You might deliver, for example, a stir-
ring speech about the magic item
you're hunting for, and how it will help
you to depose the cruel tyrant who
defiles your homeland'’s throne. In fact,
you're setting up two stories: The battle
against the bad king, using the magic
item, and the struggle to free yourself
from the curse. During the latter, you
can scour libraries for secrefs of the
tomb, travel from city to city looking
for faith healers to liff the curse, and
generally give your DM lots of ways to
motivate her future adventures.

And, just as in Step 11, you've set in
motion a story that requires you fo be
alive and kicking at least until it wraps
up. Getting cursed might just be the
smartest thing you ever do. LD




ungeon Masters hate being
Dsecond-guessed by their players.

It's especially tfough when the DM
has invesfed hours in preparation and
multiple game sessions fo sef up a killer
plot twist, only to have a player casually
announce, “I'll bet the queen’s a dopple-
ganger,” mere moments before the DM
can reveal that the queen is, well, a
doppleganger. It's anticlimactic at least,
humiliating at worst.

One solution for the DM is to iniro-
duce plot twists that are so startling
that there's no way the players can see
them coming. If all of the DM'’s fore-
shadowing points in one direction but
the adventure suddenly goes another,
not only will the players be surprised
but they'll never again be so certain
that they know what happens next.
Used well, such radical plot twists—call
them “plotbenders”—are as much fun

for players to tackle as they are for the
DM to unleash.

riothendir
shake It, Don’t Break It
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by JD Wiker e illustrated by Scott Fischer

Introducing a plotbender is as simple
as dropping one plot and picking up a
new one. Of course, the players need a
good reason fo embrace the new plof.
Otherwise, it's just a distraction, not a
new direction. The DM must create a
situation that leaves the players too
busy with their new situation to spend
time pursuing their previous plans. In
Year of the Phoenix (see sidebar), the
heroes had to adapt to their new situa-
fion because they had no idea how they
had arrived in the future, let alone how
to get back. In a D&1D game, a group
of adventurers in a cave complex
slowly filling up with water are almost
guaranteed fo give up their scheme of
hauling out hundreds of pounds of
treasure while they focus on their rap-
idly diminishing air supply. The bottom
line is that the bent plot must be as
interesting and important as fthe one it
replaces.

The Rules of Plotbending
Sudden radical shifts in a roleplaying
session give the players opportunities
fo think on their feet, solving problems
they didn’t anficipate when they first
sef out, But overusing the plot twist or
timing it poorly can spoil a session. To
use plotbenders fo their best advantage,
keep these four rules in mind:

Avoid “Channel Surfing”

Change plots rarely. One of the main
reasons for a plotbender is to catch the
players off guard and give them a new
challenge, one for which they weren't
necessarily prepared. If your players
become used to plotbenders, they might
end up carting around equipment for
every conceivable contingency, making
the game one long manifest and plot-
benders a lot less fun. The campaign
then risks degenerating into a battle of
wits between the players and the DM.




2at Moments in Plothending

~ Some classic AD&D adventures
 ders over the year
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Suspend Disbelief,
Don’t Hang It
Ithough the players have implicitly

agreed to suspend their disbelief to par-
ticipate in a fantasy roleplaying game,
they’ll go only so far. Unless the cam-
paign is loaded with bizarre occur-
rences, players won't buy that the
ground suddenly yawns open to swallow
whole their arch-enemy. But roleplayers
will accept the most unlikely turn of
events if the DM establishes the possi-
bility beforehand. By the same token,
someiimes a completely unbelievable
coincidence works in the DM's favor, as
the players try desperately fo deduce
how unrelated events are “secrefly”
connected.

Never Punish the Players

The plot twist cannot serve as a
deus ex machina—a sudden change in
plot should rarely solve adventurers’
problems for them. The corollary fo this
rule is that the plot twist shouldn't “pun-
ish” the players. If they muddle throusgh
the most diabolical mysteries and prevail
against almost insurmountable odds,
their reward shouldn’t be that their
nemeses are miraculously rescued by
the arrival of the new plot. The players
might see such plotbending as revenge
for solving the DM's puzzle ahead of
schedule. Plotbenders should seem like
delaying tactics, not replacing the origi-
nal story but building anticipation for
the real confrontation later.

Seize the Moment

After a cerfain point in any adven-
ture, the unannounced arrival of a new
plot serves only fo frustrate the play-
ers. Gauging the right moment fo
unleash a plotbender is something of an
art, but the rule of thumb is that the
introduction of the new plot cannot
snatch away a well-deserved victory
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from the players’ grasp. It might hit
while they are plotting their next move,
or recovering from a battle, or even
mere moments affer that hard-won vic-
tory, but if it fakes away their sense of
accomplishment, then it has come at the
wrong fime.

Knowing When To Bend
Plotbending works best when the DM
has a fair grasp of the art of story-
telling. Some kinds of plots really need
to be carried out to their conclusion. A
“day in the life” storyline won't make
much sense if a once-in-a-lifetime
event occurs. A forced alliance with the
characters’ enemy usually comes after

on—a natural disaster in the middle of
their excursion can inject some much
needed excitement.

The best time fo spring a plot shift is
when the players are no longer particu-
larly interested in the consequences of
their characters' actions; it’s a sure sign
that they're bored. But the DM should
be careful about springing the new plot
immediately—fire works on short noftice,
for example, but a flood or earthquake
needs a bit more sefup fo seem believ-
able. It might be best to wait until the
next session, or to fry a man-made
plotbender, such as a sudden uprising,
an arrest, or even just another group
arriving on the scene with the intent of

SLOGGING THROUGH FORGOTTEN RUINS IN

SEARCH OF TREASURE JUST CRIES OUT FOR

A SUDDEN DEPARTURE FROM THE MUNDANE.

the plot has suddenly changed, rather
than before. A lighthearted romp that
suddenly turns deadly serious will teach
players never to trust lighthearted
romps!

On the other hand, several classic
scenarios lend themselves well to sud-
den derailment: intrigue, romance, mys-
tery, suspense, and drama, just to name
a few. But the best might be heroic
quests and, of course, the standard
dungeon crawl.

Dungeon Crawl

Slogging through forgotten ruins in
search of treasure just cries out for a
sudden departure from the mundane.
Dungeon-crawling can become mechan-
ical: scout ahead, engage the enemy,
loot the place, and move on. But if the
players aren't inferested in other kinds
of storylines—intrigue, mysfery, and so

doing a little “claim-jumping.” This last is
particularly effective when the players
are growing complacent about leaving
the dungeon whenever they’ve run out
of healing spells.

Quests

Adventurers generally have a great
deal invested in heroic quests. There's
almost always a consequence for fail-
ure, and players are rarely willing to let
their characters suffer a statistical
penalty or even just a loss of reputa-
tion. But it's their single-minded ten-
dency fo focus on the goal that makes
them ripe for a radical departure from
their plans.

The best time to hit the adventurers
with a plotbender during a quest is
either just before they reach the object
of their quest or shortly before they
refurn with proof of their victory. The




drawback to interrupfing the quest is
that the players will resent not being
given a chance to finish it later. This
makes plotbending in these circum-
stances a bit more like a plot detour
than a derailment, but it’s a useful tool
for emphasizing the urgency of the
quest. If the players believe they have
two weeks before they suffer any
repercussions for failure, it's far more
difficult for them to take the situation
seriously.

If they face a serious—and unrelaf-
ed—delay, the DM reinforces the notion
that the rest of the world doesn’t take a
time out while they take care of busi-
ness. Alternatively, the DM can use the
plot shift to deliberately bring about the
herces’ failure. In the right group, how
the characters deal with the conse-
quences of failure might say more
about their heroism than succeeding
does.

him, they smell smoke. An earlier
encounter with the warlord’s sen-
tries has started a fire, and the
adventurers have a choice fo make:
fight the fire and lose their prey,
fight their enemy and risk the
flames, or join forces fo fight the
flames and then continue their dis-
agreement out in the fresh air.

Flood: A few million gallons of rushing
water exploit a couple of common
weaknesses of adventurers: the inability
to swim or to handle a boat. Floods also
tend fo spread in an even more pre-
dictable pattern than fire, but they
require a logical explanation for why
the water level is rising. An under-
ground flood—say, in a cavern com-
plex—also puts a serious time limit on
the adventurers. There isn't a whole lot
of time for side-treks when the air is
running out.

A FIRE IS EASY T0 WHIP UP ON SHORT NOTICE,

ESPECIALLY CONSIDERING HOW CARELESS MOST

ADVENTURERS ARE WITH OPEN FLAMES.

Classic Plotbenders

Some events work better than others at
bending the plot. DMs who know their
playing groups particularly well will
already have several ideas for plothen-
ders that would be just right for their
campaigns. Most will fall into one of
two categories, each with its own
strengths and drawbacks.

Natural Disasters

Some of the best plotbenders are the
simplest. Matural disasters can disrupt
the lives of entire populations—includ-
ing heroes—and on the “believability
scale,” they rank right at the top.

Fires: A fire is easy to whip up on
short nofice, especially considering how
careless most adventurers are with
open flames. It has the advantage of
sealing off passages and pathways, fill-
ing enclosed spaces with asphyxiating
smoke, and traveling from location to
location if unchecked.

Example: The adventurers track a war-
lord fo his lair in a crumbling castle.
Buf as they are about to confront

Example: Delving in a forgotten tomb,
the adventurers are unaware that a
dam has burst and water is pouring
into the underground complex
behind them. How soon do they
nofice the air gerting stale? The
longer they wait to exit the tomb,
the longer they'll have to hold their
breath while they swim for the sur-
face—and the object of their quest in
the tomb is a golden sarcophagus
weighing half a ton.

Earthquakes: Earthquakes can work
especially well when the heroes are
underground or ameng constructions.
Passages are blocked, innocents are
trapped, friends and enemies alike are
wiped out—the entire playing field is
completely restructured. Outdoors,
earthquakes work less well, but ava-
lanches, rockslides, and mudslides can
accomplish much the same effect, and
if the adventurers are on a coastline, a
good seismic wave can ruin their whole
day. Indoors or out, nothing creates so
much chaos so effectively as the
ground bucking violently for about ten
seconds.

Example: The ancient cifadel the adven-
turers are exploring stands on the
edge of a cliff—which gives way dur-
ing an earth tremor. Suddenly the
adventurers find themselves in a
crumbling building leaning precari-
ously over a so0-foot drop.
Doorways once ar floor level are
now windows high up on the slanted
wall or the distant ceiling, and win-
dows are now frapdoors with a very
long fall. Without the aid of magic,
the adventurers have a long frip
out=but just how long will the build-
ings hold still for them?

Weather: Weather is the easiest natural
disaster to justify to the players. Heavy
rainstorms, high winds, tornadoes, and
hurricanes happen all the time. They can
erase landmarks, roads, and entire set-
tlements in the space of a few hours.
Better yet, the more extreme the weath-
er, the harder it is to fight, cast spells,
see, or sometimes even to stand up!

Example: The key element to a twisted
assassination plot lies at the heart of
a deep forest. To clear the name of
an ally, the adventurers must
refrieve evidence from a nearly for-
gotten graveyard. En route, however,
the wind begins fo pick up, and soon
it's all they can do fo hang on fo the
whipping frees, let alone follow their
ancient map—assuming it doesn't get
swepl away! When the storm finally
lets up, the adventurers must pick
their way through the twisted wreck-
age of an entire forest o reach their
goal.

Unnatural Disasters

Depending on the campaign, your plot-
shattering disasters need not be entirely
nafural phenomena. Terrorist attacks and
assassinafion attempts spread chaos with
little notice, and they leave no room for
immediate retribution—damage confrol
and search-and-rescue come first. Such
factics are

best used when the DM needs a sudden
event that both challenges and delays the
adventurers.

Unnatural disasters are a little harder
to slip by the players as plausible occur-
rences. The DM must usually establish
some precedence, relying on the “if
always happens fo the other guy” men-
tality of the players fo ensure that the
plotbender takes them by surprise.




War: Nothing disrupts civilization quite
like a good, old-fashioned war. From
uprisings to invasions, thousands of
troops moving through fthe countryside,
setting up siege camps and blockades,
levying commoners, and tasking the
natural resources of any area through
which they pass—these things have a
way of slowing down everything
adventurers try to do. Personal free-
doms tend to disappear, leaving little
time for the kind of “creative archaeol-
ogy” adventurers are famous for,
assuming such able-bodied types man-
age fo avoid being pressed into military
service. While invasions can sometimes
be over relatively quickly, the subse-
quent occupation can keep the heroes
busy for years. It's even rougher if the
adventurers are on the losing side.

Example: Returning from a fop-secret
mission for the king of their home-
land, the adventurers stumble into
an invasion force that has already
seized the outlying settlements of
the kingdom. The enemy army con-
fiscares their mounts and supplies,
and—worse still-wants to draff them
as froops against their own country.
Getting word fo the king is impossi-
ble, and their royal fransit papers
are nof only useless with the enemy
but could get them killed if they are
discovered. The invaders have been
so successful that it looks like the
next fime the adventurers see the
king again is when he surrenders!
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Political Upheaval: Who holds the reins
of power is just as important as the
power itself, and unless rulers are
somehow immortal, radical abuses of
power—and perhaps some ftough times
for the heroes—are just an assassination
away. Something so minor as the
imprisonment of a friendly official or a

Example: Just before a delve early in
their careers, the adventurers were
involved in a bar brawl that utterly
destroyed a tavern. Left without a
means of making a living, the fav-
ernkeeper joined the local constabu-
lary and, over the years, rose
through the ranks fo become a

NOTHING DISRUPTS CIVILIZATION

QUITE LIKE A GOOD, 0LD- FASHIONED WAR.

patron can thwart some of the best-laid
plans, and the heroes will be lucky fo
avoid arrest themselves. Even worse is
a full-scale coup, with the heroes either
running for their lives or starting all
over again with the new occupants of
the seats of power.

Example: The heroes discover a plot to
discredit the high priest of a friendly
religion. The queen wants to prove
his disloyaliy to the king, and the
heroes have an informer who has
agreed fo testify to the king against
his queen. But before the fateful
moment arrives, an ambitious gener-
al seizes the entire palace and
declares himself the new ruler. All
previous befs are off. Assuming they
can get past the general's loyal troops,
the heroes might find they have to
ally themselves with the queen fo
save the king from execution.

Accidents: The fickle finger of fate can
derail plots, and sometimes players for-
get that the world is not a stafic thing
moved only by the actions of their
characters. People have accidents, or
grow ill, or die suddenly. Ships sink.
Buildings collapse.

These methods tend to work only in
small ways, but sometimes a tiny ripple
can set in mofion a fidal wave. The big
problem with such pure coincidences is
that unless the DM can demonsirate—or
at least hint at—the cause of the effect,
the players are likely to feel that it was
an arbitrary and hastily assembled plot
complication.

respected sheriff and finally a land-
ed knight. But he has never forgot-
ten the adventurers who left him
destitute for several months before
he started on his new career. Now
the adventurers have discovered
that the local guilds are under the
sway of a vampire. The only person
who can provide the hundred sol-
diers they need to prevent any
escapes when they purge the fown
of its undead is, of course, the tav-
ernkeeper knight, who wouldn't help
them even if he did believe them.
Can they regain his frust before it's
too late?

These are just a few examples of ways
that a DM can avoid being second-
guessed by the players. Not every
group has this problem, of course, but
at the very least, a little plotbending
now and then reminds the players to
expect the unexpected.




more helpful approach is to
Arecognize that roleplaying

adventures are basically stories
like any other. The DM'’s job is to come
up with the framework of a story in
which the PCs can be the heroes. To
creafe these stories, DMs sometimes
need inspiration.

This “random adventure generator”
lets DMs quickly invent coherent adven-
ture frameworks that can be developed
info full adventures. It relies on the
notion that most heroic tales have the
same basic structure: A hero rescues or
avenges a victim who has fallen prey to
a villain, overcoming various obstacles
by means of his or her own abilities as
well as by the “donations” of aid from

by William J. White

The 1st-Edition ADETD DUNGEON MASTER Guide included a “random
dungeon generator” that could create a dungeon labyrinth: roll the
dice, check the table, draw the result on a map, check for monsters,
and—voila!—instant dungeon. But, while handy in a pinch, it was
disappointing for all the questions it didn’t answer: What was this
place? Why were all these monsters here? What was the logic
behind it all?

In the second edition of the DUNGEON MASTER Guide, the random
dungeon generator is nowhere fo be found, perhaps with good
reason. The “random campaign generator” in DRAGON Magazine
#228 seems fo sum up the current attitude toward attempis fo use
dice fo come up with adventures. Played strictly for laughs, it's like
a glorified “mad lib™: The user can fill in the blanks to find that the
epic quest consists of delivering a singing telegram fo a colossal
space hamster. Funny, sure—but not terribly helpful ro the DM who
needs a serious adventure fo run—and soon!

various helpers, including good wizards,
whimsical fairies, and even clever
townspeople. Success is rewarded and
failure mef with punishment at the con-
clusion of the story—or, in the case of
the D&ID game, af the end of the
adventure.

Designing a random adventure plot

Introducing complications, in which
the DM chooses hindering “obstacles”
and helpful “donations.”

Determining rewards and penalties,
in which the DM notes potential
gains and losses to the heroes.

consists of four basic steps:

Defining the initial situation, in
which the DM establishes the villain,
the victim, and their relationship.

8 Getting the heroes involved, in

which the DM invents a way fo
inform the heroes of a potential
adventure.

Step One:

Define the Initial Situation

The DM has to determine the two criti-
cal roles in the adventure: victim and
villain. The victim is oppressed or
threatened by the villain. The villain
might seek fo deprive the victim of
something (or someone) he or she
holds dear, prevent the victim from
achieving a goal or ambition, or withhold



some inheritance or reward that the
victim has earned or deserves. Roll 1dio
on Table 1 and 1dio on Table 2 to deter-
mine the basic description of each
character. Use your imagination fo add
the necessary details, drawing upon the
existing campaign background and PC
biographies where possible and invent-
ing the rest. The victim might be
imprisoned, ensorcelled, under a curse,
on the run, falsely accused, bereaved
of a loved one, about o be sent off to
certfain death, bilked of land or fortune,
or otherwise in danger. The villain
might be directing his or her efforts to
ruin the victim, or the victim's plight
might be incidental to the villain’s plans.
Give the villain some henchmen: An
evil sorceress might have charmed and
enslaved warriors, an unscrupulous
merchant could have hired thugs, an
unwelcome suitor might have his
rakish friends, and so forth. In general,

idio Result
An honest fradesman or merchant
A poor but proud peasant youth

A washed-up hero
The monks of an isolated abbey

DO CoN O B N =

A family member or old friend of a PC, or even a PC
A beautiful princess (or handsome prince)
A scrappy apprentice, squire, or cadet

A good-hearted duke or wise queen

The peaceful inhabifants of a small village
A fairy creature or misunderstood monster

unknown to the hermit-vintners,
though she sends the zombies to
harass and terrorize the hermifs
almost every night.”

Later, the DM can flesh ouf the priest-
ess’s mofivations and history: where
she came from, why she hates servants

THE DM HAS TO DETERMINE THE TWO CRITICAL

ROLES IN THE ADVENTURE.: VICTIM AND VILLAIN

henchmen are more numerous but indi-
vidually less powerful than the heroes.

Select a stronghold or base of oper-
ations for the villain; this should be well
defended by fraps and guards or by
secrecy and concealment. The evil sor-
ceress might occupy a villa on an oth-
erwise deserted isle, the unscrupulous
merchant might work from a cara-
vanserai where everyone is in his pay,
the unwelcome suitor might live on a
yacht, and so forth.

Example: The DM rolls 8 (monks of an
isolated abbey) for the victim and 7
(high priestess of a dark culf) for
the villain. Considering the results,
he writes, “The hermit-vintners of
Mount Bacchus are threatened by a
priestess of Hecate, who wants them
to abandon the god of revels to
worship her dark goddess and cre-
ate a vintage that causes its
imbibers fo engage in rage-filled
destruction rather than joyful merri-
ment. The high priestess commands
several secret acolytes among the
hermit-vintners as well as a small
froop of zombies that she has creat-
ed. She operates from a secref
shrine in a mausoleum in the her-
mits’ graveyard. Her presence is

of Bacchus, and other details. Perhaps
she can't progress further in the hier-
archy of Hecate without performing a
truly wicked deed—or perhaps the play-
ers will never know.

Step Two:

Get the Heroes Involved

Once the villain has appeared, a hero
must somehow be dispafched fo oppose
that villain. In studies of myths and
fairy tales, the way in which the hero
learns of the villain's activities is some-
times called “mediation.” Roll 1dio on
Table 3 to determine how the heroes
learn of the adventure.

Example: The DM rolls a 3 (The Bard’s
Tale) on the Mediations table. He
writes, “The heroes encounter a
troupe of minstrels who stage a play
in the village where the PCs are
resting and buying supplies. The play
recounts the fale of how the goddess
Hecate, despising Bacchus for his
revelry and merry-making, enchant-
ed his wine fo turn his followers into
maddened maenads who ripped him
to shreds. The play is well received,
and the playwright takes the stage to
explain that it is a frue story. He
says he learned it from the hermit-
vininers of nearby Mr. Bacchus, who
even now are harried by the Dark
Goddess and might no longer be able
to create the fine wine that every-
one in the audience has enjoyed.”

Heroic PCs usually leap at the opportu-
nity to help someone in distress. If they
don’t take the bait, however, the DM
has two choices: move on to the next
adventure or encourage the PCs to do
something. Usually, the first option is
best. At some later time, the PCs can
learn that the villain was successful,
and they should be made to realize that
it was their failure o act that made the

1dio Result ol
A former ally or seeming
A nefarious and schemin

~ An unwelcome suifor
A ruthless and ambitious

oW ooN oLl B W n =

A rich and unscrupulous merchant or




villain's victory possible. Whether this
motivates the PCs in the future
depends upon them.

In the case of this random adven-
ture example, if the heroes decide fo
travel on rather than visiting Mount
Bacchus, they later hear of the

destruction of the hermit community in

a riot of drunken violence that killed
many and scattered the rest. The evil
priestess lives among the ruins, and

Table 3: Mediations

1dio Result
1 A Little Bird. A magical
creature or smart animal leads
the heroes to the victim.

2 Mourning Black. The heroes
hear a eulogy for a (previous
or current) victim, or
encounter the victim bewailing
his or her ill fortune.

3 The Bard’s Tale. A storyteller
or poet relates the tale of the
_ villain, the victim, or both.

4 Arrival by Chance. The
heroes’ travels take them
fo the vicinity of the villain,
the victim, or both.

5 A Cry for Help. A messenger
arrives seeking help for
the victim,

6 A Lord’s Command. A patron
orders the heroes to help the
victim, pursue the villain, or
otherwise become involved.

7 Paint A Rumor. Local tales tell
of the villain, the plight of the
victim, or both.

8 Evil, Pure and Simple. The
villain threatens the heroes,
telling them not to meddle.

g Caught Redhanded.
The heroes witness an
act of villainy.

10 Ghost at the Banquet.
The ghost or spirit of a
(previous or current) victim
appears to the heroes.

occasionally a few bottles of her mad-
dening wine cause murder, arson, and
destruction when they are imbibed by
unsuspecting individuals in the nearby
communities—a hook, perhaps, for a
later adventure!

Step Three:

Devise Complications

Once the heroes have set out to stop
the villain, certain events fall into place.
Some are detrimental to the heroes: the
villain sends out henchmen to spy upon
or attack the heroes; the heroes must
make journeys, defeat guardian mon-
sters, avoid traps and ambushes, and so
forth. Such events are obstacles.

Other events might prove helpful.
The heroes might befriend an NPC ally
or animal with useful abilities. They
might learn of information that helps
them defeat the villain or rescue the
victim, or they might find a helpful
item—a bit of magic or a device that
gives them an advaniage in facing the
villain. Such helpful events are dona-
tions,

Together, obstacles and donations
serve as complications, making each
adventure different from the next.

Roll 1d3+1 to defermine the number
of obstacles and 1d3-1 to determine the
number of donations. Note that this
might mean that no donations occur:
the heroes are on their own! Roll 1dio
on Table 4 and 1dio on Table 5 for each
of these complications.

Example: The DM determines that there
will be three obstacles. He rolls 8
(Despair), 1 (Reconnaissance), and 5
(Distant Item) on Table 4. The DM
wrifes, “When the heroes arrive at
Mount Bacchus, they find the hermit-
vintners falking abour the ‘visitations
of the dead’ (the zombies) who have
trampled and ruined their prized
Grapes of Good Fellowship, leaving
only sour Grapes of Wrath. If only a
cutfing from the vineyards of the
Temple of Demeter several days trav-
el away could be obtained! Alas, but
the dead come upon those who are
sent on that mission and terrorize
them, preventing them from their
journey. Soon the vintners will have
no choice but to use the Grapes of
Wrath, since their devotion to
Bacchus requires them to make wine.
The priestess’s spies note the arrival
of the PCs and report back to her.

6 Protected Item. A helpful item

ursuit. The villain deploys
enchmen fo capture, ambush,
r rob the heroes.

4 Shadow of the Past. An ol
enemy or rival reappears fo
make frouble.

is protected by fraps and must
be obtained.

7 Guarded Item. A helpful item
is guarded by a monster and
must be obtained.

8 Despair. The victim loses
hope and wants to give
in fo the villain.

9 Betrayal. A seeming ally
proves false, leading the
heroes into a frap or ambush.

10 Trickery. An offer of help or
seeming clue is actually a
trap set by the villain.

Then she make plans to deal with
them.”

The DM then determines that there
is one donation in this adventure. He
rolls a 1 (Good Karma) on Table 5. He
decides that the high priestess's zom-
bies turn against her if they are fed
with wine made from Grapes of Good
Fellowship. A hermit-vintner gives the
heroes a few bottles if they volunieer
to make the journey fo Demefer's
Vineyard, telling them that legends say,
“wine of good fellowship has the
power to wake the dead.” It is a small
clue, but one that a clever PC will
notice. The DM must decide which of




Tahle 5: Donations

Roll 1d3-1 for number of donations.
1dio Result i
1 Good Karma. The villain
is vulnerable to an unusual
affack possessed by or gfven
i rhe heroes.

confains a ‘map o oF e 2
descnpnon of a .heipfut item,

3 Riddle Me This. An oracle
recounts a nddle ‘whos
solution leads to a heip

4 Well Me’r By Moon!!ght
The heroes befriend a
ally with useful skills.

befrlend or tame an ammaf
ally wﬁh useful abilities.

= 'Secre’r Passage. The heroes
" learn of a secret entrance
into the wil ns_srmnghold

: ight. A henchman
of the villain turns against evil
and helps the heroes.

10 I'm Your Fairy Godmother.
A fairy or wizard gives a
helpful item or helps
obtain one.

the players’ attempts to make the zom-
bies imbibe the wine has the best
chance of success, as well as what
happens if they do succeed. Do the
zombies shamble back roward the
mausoleum, half-felt vengeance burn-
ing in their roften hearts?

Step Four:
Determine Rewards and Penalties
The DM should be prepared to reward
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the heroes for saving (or avenging) the
victim and defeating the villain’s plans.
Often, the grafitude of the victim is saf-
isfaction enough; experience points for
good roleplaying and heroic deeds are
also appreciated. On the other hand,
sometimes the heroes fail or are only
partially successful, and the DM should
have some idea of the consequences of
such failure.

Roll 1dio once each on Table 6 and
Table 7. Use the result to determine
what might occur if the heroes succeed
or fail. Sometimes a suitable reward or
sufficient penalty will suggest itself
without recourse fo dice-rolling; in that
case, simply note the possibilities.
Specific game mechanics should be
defermined as necessary.

Example: The DM rolls a 2 (Knowledge)
on Table 6 and an 8 (Curse) on
Table 7. If the heroes succeed, he
decides, the hermit-vintners give
one of them the Blessing of Bacchus,
giving him or her the ability to
change water info wine, purifying it
in the process, once a day. If they
fail to use this ability every day, the
god Bacchus’ displeasure makes
them lose money whenever they
gamble or bargain for a period of
one year. A guest of afonement
might mifigate this effect.

Finishing Touches
At this point, the DM has generated a
fairly complete advenfure. After a few
maps and character statistics are creat-
ed, this short adventure is ready to
play—but that's the easy part. Much can
be cribbed from existing sourcebooks
and published adventures. Minimally,
statistics for the priesfess, her zombies,
and a half-dozen henchmen acolytes
are needed; the hermit-vintners need
only names and a few personality
details. A sketch map of Mount Bacchus
that includes vineyards, a few buildings,
and a graveyard is necessary fo begin
playing, as is perhaps a little map of the
priestess’s mausoleum hideout.
Depending upon how much fime and
energy the DM has available, he could
even write out a few lines from the
minsirels’ play, and have the short-
handed NPC playwright desperately
recruit the PCs to perform.

When the PCs become involved,
they have a number of possible courses
of action, including hunting for the

grape-trampling zombies, traveling to
Demeter’s Vineyard, and frying to per-
suade the hermit-vintners not fo use
the Grapes of Wrath just yet. The high
priestess monifors their actions using
her spies among the vinfners, and she
attempfs various counferactions, includ-
ing seffing her zombies upon them and
having her spies get them drunk on
some Wrathful Wine that was made a
few years ago.

Ultimarely, the PCs must track down
the priestess hidden in her crypt and
confront her. She should be powerful
enough to give the PCs a good fight. If
the DM would like to use her as a
recurring villain, she should have some

Table 6: Rewards

rece;ve a small amount of
:reasure

7 Glory. The reputation of
heroes increases, and they
gain a measure of fame.

8 Blessing. The heroes are
blessed with good luck for a
period of time.

g The King’s Favor. A local
ruler hears of the heroic
deeds and is impressed.

10 Fabulous Treasure. The heroes
receive a large reward From
an unexpected source.




Table 7: Penalties
Rolf once if the heroes fail.
1dio Result

1 Exile. The heroes are ordered
to leave and never refurn.

2 A Falling Out. A former ally
turns against the heroes,
becoming a rival or enemy.

3 Il Will. A surviving victim or
relative becomes a rival or
enemy of the heroes.

4 Shown Up. Rivals of the
- heroes save the victim, are
rewarded, and gloat.

5 Enmity. A surviving villain
or henchman bears a grudge,
becoming an enemy.

6 Shame. The heroes lose face
and become the subject of
malicious gossip.

7 Loss. The heroes have a
valuable possession taken
from them or destroyed.

8 Curse. The heroes are
plagued by bad luck for
a period of fime.

9 Outlaws! The heroes are
accused of a crime and are
pursued by the authorities.

10 Imprisonment. The heroes are
imprisoned by the villain or
by the authorities.

means of escape and avoiding pursuit.
Perhaps she has a ring thar allows

her fo transform into a black cat and
scurry away, a secref funnel that
collapses behind her, or a spell that
delivers her to safety. Or perhaps a
disappointed and angry Hecate appears
and carries off the priestess fo be
punished and sent back on some new
mission of destruction.

Options

DMs who use this random adventure
generator should feel free fo customize
it or fo vary the ways in which they
use if. Some possibilities include:

© For any table, instead of 1dio, roll
2d6-2; re-roll results of “o0.” This
makes the more extraordinary
events less common, if the random
adventure plot generator is used
with any frequency.

© If duplicate rolls are made on any
table, the DM can ignore the roll,
freafing it as no resulf; re-roll; or
implement the result a second fime.
For example, the heroes might be
joined by two allies if a “4” is rolled
twice on the Donartions table. The
DM should of course feel free o re-
roll at any time, or simply improvise.

© Replace one or more items in the
villain or victim table with a specific
NPC the players have encountered
in the past or that the DM would like
them to encounter. Replace items in
Table 3 with events or persons spe-
cific to the campaign: “Sheelba of
the Eyeless Face confacfs the
heroes,” for example.

Gamemasters can modify this random
adventure plot generator for genres

other than fantasy, simply by altering
the archetypes listed on the tables. A

Villain: A former ally or seeming
friend.

Mediation: Magical creature/smart
animal leads heroes to victim.
Obstacles (3): Villain deploys hench-
men fo aftack heroes, a seeming
donation is really a trap, and a false
ally leads heroes into ambush.
Donations: Heroes learn of secret
enfrance fo villain’s stronghold.
Reward for success: Hero receives
a small reward.

Penalty for failure: Rival saves vic-
tim and takes credit.

One possible interpretation is this:
The wizard who has sent the heroes
on many an adventfure has just
become a lich and imprisoned his
appreniice within his fower, infend-
ing fo sacrifice him in a vitality-
restoring ritual. The apprentice
manages to send his familiar to the
heroes, hoping that they will follow it
to the tower. As the familiar moves
closer to the lich’s fower, it comes
increasingly under the influence of
the lich. While it leads the heroes
safely past the fower’s gate
guardians, it takes them up a stair-
way on the outside of the tower,

GAMEMASTERS CAN MODIFY THIS PLOT

GENERATOR FOR OTHER GENRES, LIKE SCIENCE

FICTION, BY ADJUSTING THE ARCHETYPES.

science-fiction adventure plor genera-
tor, for example, might list “peaceful
colonists” or “a hard-luck asteroid
miner” on Table 1, and “a ruthless
megacerporafe executive” or “an infer-
stellar crimelord” on Table 2.

A Final Example
The results obtained from this random
adventure plot generator are sugges-
tions only; the DM should inferpret the
results, rather than feel constrained by
them. Different elements can be com-
bined or ignored fo maintain the sense
of the narrative that the rolls of the
dice inspire. Here is another quick
example of how the adventure plot gen-
erator can be used fo create a basic
adventure outline. The die rolls provide
the following information:

Victim: A scrappy apprentice or

squire.

where they are attacked by gar-
goyles. If the heroes survive, the
familiar takes them to the lich, who
disguises his undead status with an
illusion and tries to get them to
lower their guard so as fo cast spells
at them. If the heroes manage to
free the apprentice, he takes com-
mand of the tower and rewards
each of them with a minor magic
item from the lich’s stock, eventually
becoming a kind and good wizard.
But if the lich overcomes or befud-
dles the heroes, the apprentice man-
ages fo free himself and, using a
potion of undead control he cleverly
concocted, makes the lich his slave.
The heroes are shown out of the
tower, and the apprentice eveniually
becomes a powerful and cruel wiz-
ard himself. L0/
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To thwart the immortal Aten’s plans fo kill Arthur;

Orian risks destroying the only person
he loves.

POWER
and(31 ORY

.;_.BY__ BEN BOVA

ILLUSTRATED by DAVE DG‘RMAN

“MY GOD,” BREATHED LANCELOT, “THEY LOOK LIKE ANGELS”

Sir Bors, mounted between Lancelot and Arthur, shifted uneasily in his saddle, making

the leather creak. “Never seen angels bearing axes before, have you? Or spears
“Or swords, either,” said Arthur

They swarm like flies on a dung heap,” Bors growled

Lancelot laughed. “The more we kill, the more the bards wil sing of us

| was astride my horse just behind Arthur, ready fo ride into battle with him even
though | was a mere squire. Arthur's army was pitifully small compared to the host of
Angles trudging toward us like a restless golden-haired tide advancing acress the flar
below. We were hardly a hundred knights with their squires and a few dozen footmen
recruited grudgingly from nearby villages

Arthur had maneuvered his mounted knights 1o the top of the ridge, pinning the
barbarians between us and the bend of the river that glittered in the bright sunshine of

this beautiful summer morning. The footmen, farm boys for the most paft smod. =
uneasily behind us, already locking frishtened. They would run off at the first sign of
trouble, | thought.

“Those look like Roman swords, some of them,” Arthur said, totally focused on the
approaching warrior throng.

They've looted this region quite thoroughly,” Bors agreed.
We had seen the consequences of the barbarian invasion of this east
Britain: burnf-out homes, ravaged villages, fields given to the forch. |
Arthur had camped the night before in the crumbling remains of an ol
Once it had been the home of a prosperous British landowner, a lord w &
followed Roman ways even after the legions had lefr Britain. Now it was abandor
blackened by fire, gutted by barbarian pillagers, the family who once lived in'it néthin
but rofting bones thaf the “angels” had nof even bothered fo bury. :
Ever since the Roman legions had abandoned Britain, the barbarian fri
invading the island: Saxons in the south, Angles and Jutes along the eas




Scots from the far north had crossed

the old wall of Hadrian to devastate the

northern kingdoms.

Arthur dreamed of ridding the island

of these invaders and returning the land

to the peace and order it had known

under the Romans. His uncle, canny old

Ambrosius Aurelianus, self-styled High

King of the Britons, had cleverly given

Arthur the ftitle of Dux Bellorum—battle

chief—and sent him out fo drive the bar-

barians into the sea. Scheming Merlin had

convinced Ambrosius that the more Arthur
- succeeded, the more of the petty Celtic

kingdoms would swear fealty fo the High

King. Ambrosius’ dream was fo be the frue

High King, ruler over all the scatfered little

quilt.

“They’re counting our numbers,” muttered
Bors.

Arthur leaned forward slightly fo pat the
neck of his steed. “Hardly any need for that,”
he said, his clear tenor voice firm, unafraid. “They can eas-
ily see that they oumumber us ten fo one.”

“What matter?” said Lancelot, impatiently. “The more
there are of them, the more glory for us.”

Arthur smiled at the young knight, so eager for action
that he fairly radiated energy. Batile-scarred Bors shook
his head in disapproval.

We all have our dreams. Young Lancelot dreamed of
glory. Arthur of victory. Ambrosius of power. Me? My
dream was fo be reunifed with Anya, the goddess whom |
love, the eternally beautiful immortal from the far future
who loves me.

For now, though, | was content merely fo serve and
protect Arthur, even though it might cost me my life. |
have died many times and always been revived to be sent
to another place in another age, another nexus in the
spacetime continuum. | am an unwilling fime fraveler:
Orion, the Hunter, created by Aten fo do his bidding
across the centuries and millennia. | have fought at
Carthage and Cathay, | have died in the jaws of an Ice
Age cave bear and in a nuclear holocaust, | have piloted

war canoes and starships for Afen, | have committed
murder and bloody slaughter at his whim.

“My helmef, Orion,” Arthur commanded.

| nudged my horse fo his side and handed him the plain
steel helmet with the nose piece thaf projected down
from the brows. | had seen much betfer helms at Philippi
and even at Troy, more than a thousand years earlier.
But Arthur disdained fancy plumed helmets and elabo-
rate armor. No, that’s not entirely right. He simply never
thought about such things. Dux Bellorum he might be,
and a natural leader of the volatile, independent-minded

Celts, But there was not a shred of vanity in him. Not

much out of his teens, scarcely older than glory-driven

Lancelot, Arthur went into battle with nothing to distin-

guish him from the other knights excepft the bright red

dragon emblazoned on his shield.
He slid the helmet over his sandy brown hair. All
along the thin line of chainmail-clad horsemen, the other
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“Fools!
You face
Atthur

and his knights.

Prepare your

souls

domains that dotted Britain like a patchwork (1;0 meéi:(i:helr

maker!”

knights donned their helmets, adjusted the
straps on their shields, rook spears from
their squires. Their steeds snuffled and
pawed the ground nervously, sensing thaf
bloodshed was near. Down the grassy
slope, the horde of Angles were forming up
into a battle line. | saw the golden-haired
men hefting spears, sfaring grimly up at us.
One of the bare-chested warriors
stepped out in front of the others, bearing
a huge axe in one meaty fist and a thick-
shafted spear in the other.
“Come on, you dung-eating cowards!” he
shouted, “We will chop you to pieces and
feast on your livers! | am Alan Axe-Wielder,

Hengist himself ..

Lancelot asked "Hengfst was a Saxon,
wasn't he? Not an Angle.”

Smiling from under his steel helmet,
Arthur said gently, “They all claim to be
descended from Hengist.”

“With a bit of luck,” muttered Sir Bors, “the

Axe-Wielder will be sitting in hell with old Hengist before the

sun goes down.” :
The barbarian leader ranted for a long time, workmg h|m-
self and his men into battle fury, boasting of their victories

and invincibility, demeaning the prowess and even the mas-

culinity of the Celtic knights.

When af last he drew a long breath, Bors bellowed, “Fools!
You face Arthur and his knights, not some poor unarmed
farmers and defenseless women. Prepare your souls to meet
their maker!”

With thar, Arthur lifred his spear in his right arm and sang
out a single word: “Charge!”

A hundred spears snapped down fo poinf straight at the
enemy. A hundred powerful steeds sprang info the gallop,
with me and the rest of the squires close behind. Down the
grassy slope we thundered like a spearhead of steel hurfling.
toward the vast surging sea of waiting barbarians.

Small though our numbers, we had an advantage the bar-
barians did not suspect. | had “invented” sfirrups and spurs
for Arthur, so that he and his knights could charge into battle
at full tilt and smash into the enemy without slowing down.
Before stirrups, cavalry had been forced to ride more slowly
into battle, easily pulled down by determined men on foot.
Even in Alexander’s time, the elite Macedonian cavalry had
always held back until the enemy line had been broken by the
charge of the heavy infantry. Only when the enemy was shat-
tered and in retreat could the cavalry ride in and begin the
slaughter of the fleeing foot soldiers.

Arthur had won a smashing victory over the Saxons
besieging Amesbury fort, using the new tactics of flat-out
charges. With stirrups, a mounted knight could strike with all
the power of his charging horse concentrated info the point
of his spear. The Saxons had been stunned and routed at
Amesbury. Even old Aelle, their leader, had fled in panic from
Arthur’s affack.

These Angles were brave men. As we hurtled downslope
toward them they gave ground slowly. instinctively backing
away from our onrushing horses. But only a few grudging
steps. Then they raised their weapons and stood their ground,

son of Alan the Bold grandson of mighty



waiting until we surged info their midst so they could sur-
round us, swarm over us, bring down horse and rider and
hack us to pieces.

It was nof to be.

Leaning close to his horse’s mane, his weight on his stirrups,
his spear poinfed straight at the boastful Alan Axe-Wielder,
Arthur led the charge into the host of Angles. | raced behind
him, sword in hand, to protect his back. As always when | go
into battle, the world seemed fo shift into slow motion, fime
itself stretched so that everything around me appeared fo
move in sluggish, dreamlike lethargy. | saw the horses pound-
ing down fhe grassy slope as if they were drifting through a
soup of thick, clear molasses, clods of earth thrown up by
their hooves floating languorously through the air.

The charging knights fook on a wedge-shaped formation,
Arthur af its apex, Lancelot and Bors at his sides, They struck
the barbarians at full gallop. Arthur's spear took the Axe-
Wielder full in the chest, shattering his shield, lifting him com-
pletely off his feet. He looked terribly surprised as his ribcage
smashed in and his life’s blood spurted out of him.

Wrenching his spear free without slowing down a fraction,
Arthur drove his steed through the shocked barbarian line,
bowling over warriors too slow fo get out of his way.
Following close behind him, | hacked left and right at any man
foolhardy enough to try to ger at Arthur from behind.

The knights had blasted right through the heart of the bar-
barian formation. Where the Axe-Wielder and his best men
had stood a moment ago, there was now no man standing,
nothing but shattered bodies littering the blood-soaked grass.
The two wings of the barbarian host stood in shocked disbe-
lief, separafed, stunned, too amazed to either charge or run
away.

Arthur wheeled his mounted knights fo the leff, and we
charged info that crowd of milling, dazed warriors. In truth,
they seemed petrified, disorganized, the heart torn out of
them.

Yet they stood and fought, though little good it did them.
The knights smashed info them, a hurtling wave of steel deal-
ing death with spear and sword. Before the stunned, disheart-
ened warriors on the other side of the field could make up
their minds fo rush at the mounted knights, their brethren
were smashed, disemboweled, scattered like dandelion seeds
in a gale, Those fhat still could, ran, dropping shields and
spears and racing away as fast as their legs could carry them,
splashing into the river, tripping, falling, floundering in the
cold water, mad fo escape onrushing death.

Lancelot drove after them, his sword licking the lives from
the fleeing warriors. No, they were no longer warriors; they
were terrified men frying fo run away, desperate to save
their lives.

With a sudden roar, our footmen came running down the
ridge, armed with swords, sickles, clubs, knives. The river
began to run red as they hurled themselves, howling, on the
men who had looted their homes, killing and raping and burning.

“Come back!” Arthur shouted after Lancelot. “Regroup!”

But Lancelot was already chasing down the hapless barbar-
ians, his steed splashing info the river alongside the
vengeance-maddened footmen. Arthur wheeled his knights
around to face the remaining barbarian warriors who were
starting a ragged charge of their own foward us.

“Get back here!” bellowed Sir Bors, in a voice that could be
heard across eternity.

Lancelot reined in his horse, turned around and cantered
back toward Arthur. His squire trotted fo him and handed him
a fresh spear. The belly of Lancelot’s horse was red with bar-
barian blood; the knight's legs were spattered with blood up
to his thighs. Even the golden eagle emblem on his shield was
barely visible, covered with blood and dripping mud.

Once Arthur got his formation turned to face the remain-
der of the once-boastful Angles, the onrushing warriors
slowed and then stopped altogether. From my vantage point
slightly behind Arthur | could see the consternation and fear
on their faces. For a long moment they simply stood there,
mouths open in shocked disbelief, eyes staring wildly.
Arthur and his knights sat on their snorting, blowing
mounts. Neither side moved, except for a few of the bar-
barians in the rear of their undisciplined mass, who slowly,
silently backed away and then began to slink toward the
river and the thick woods beyond.

Lancelot trotted up and, without stopping, spurred his
horse into a charge.

“Wait!” shouted Arthur. But Lancelot was already gallop-
ing af the barbarians. :

In truth, their host was no longer an army, it was a cowed,
beaten mob. They were melting away; one by one at first,
then by the twos and threes, by the fives and fens, they fled
for their lives as Lancelot charged at them, alone. Yer there
were still dozens of armed warriors standing their ground,
many scores of men who were not running away.

“Damned fool!” Bors%roused. “One man alone, they’ll
swarm all over him?”

Arthur looked grim, watching Lancelot’s solitary
charge. The ofher knights seemed just as stunned as the
barbarians; they all turned to Arthur for his command.
Drawing Excalibur from ifs sheath he shoured, "Charge!”
once maore.

Again we thundered info action. Seeing us all galloping
after Lancelof, the remaining barbarians lost what was
left of their nerve. They bolied and ran, scattering
everywhere like mice trying to flee a hungry cat. Little
good it did them. We caught them at the river’s edge
and slaughtered them. Blood and bones and severed
arms, heads, bodies split from shoulder to crofch lir-
tered the grass and furned fhe river info a charnel
stream.

At last Arthur shouted, “Enough! Enough!”

Lancelot was in the river, up fo his horse’s belly,
hacking away at any man left standing. Arthur had to
splash in alongside him and grip his sword arm.

“| said enough,” Arthur repeated.

For a long moment Lancelot simply stared at his
commander. Then he sheathed his reddened sword and
swept off his helmet. He was grinning, white teeth
showing, eyes a-sparkle.

There were no barbarians left standing. The few
who had escaped were fleeing into the woods on the
other side of the river. Qur footmen, ferocious in vic-
tory, were merrily slitting the throats of the wounded
and picking their carcasses clean of weapons, hel-
mets, boots, even their leather trousers.

“The crows will feast till they burst,” said Bors,
surveying the bloody scene.

“A great victory!” Lancelot shouted as he and Arthur
rode side-by-side out of the river. “A wonderful
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victory! The barbarians will run all the way back to their own
couniry, over the seal”

Arthur was more thoughtful. “You mustn’t go dashing off
on your own. You could have been killed:”

“But | wasn't!”

Bors interjected, “Only because we came up behind you,
lad. You've got to keep your head in battle—or lose it.”

Lancelot laughed and frotted away.

“He’s going fo be frouble,” Bors said to Arthur.

Without taking his eyes from Lancelot's refreating back,
Arthur said softly, “He's young. He'll learn better.”

“Or he won't get much older,” groused Sir Bors.

THAT NIGHT WE CAMPED in a clearing in the forest
across the river, upwind from the battlefield. Arthur sent a
dozen mounted scouts fo find where the remnants of the
barbarian army had fled. “Their main camps are close by
the coast,” he told us, over the dying embers of the camp-
fire. “Their warriors must have headed that way.”

“Probably along the old Roman road,” said Gawain. “lt's
the straightest route to the coast.” Gawain was one of the
few knights who'd been wounded in the fight. His thigh had
been sliced slightly by a spear. Laughingly, he claimed he'd
taken the spear thrust fo protect his horse.

Lancelot was still glowing with excitement. “Right now,
the few barbarian survivors are probably telling their fel-
lows how we crushed them. By tomorrow they'll be climb-
ing into their boats and leaving Britain forever.”

Arthur smiled firedly at the young knight. “| wish it would
be so,” he said.

It was nof.

| stretched out on my blanket, close to Arthur, my sword
at my side, and closed my eyes to sleep.

Instead, | found myself standing on a windswept hilltop
bathed in the cold silver glow of a gibbous moon.

Anya, | thought, my pulse racing. She's come fo meet me
here.

“Not your precious Anya,” said the haughty voice |
knew only too well. | turned and saw Afen stepping out of
the shadows of the sighing, wind-tossed frees.

He styles himself the Golden One and, fruly, he is mag-
nificent to look upon. Even in this moonlit night he radiat-
ed light and strength. Golden hair, tawny eyes, the body
of a Greek god, Aten was dressed in a military uniform of
purest white, with gold epaulets and trim.

“You confinue in your pififul efforts to thwart me,
Orion,” he said, a contempiuous smile on his lips that was
half a sneer.

“I protect Arthur as best | can,” | replied.

With a condescending shake of his head, Aten wenf on,
“How little you understand the forces you are dealing
with. But then, how could you understand? | did not build
such knowledge into you.”

“Teach me, then. You claim to be my creator: Educate
your creature.”

He laughed in my face. “Teach you? Can a mule be
taught space-time mechanics? Can a flatworm learn how
to manipulate the continuum?”

| said nothing. | longed to smash in his smug, gloating
face, but | was powerless to move against him.

“The game grows more interesting, Orion, but it can
end in only one way. Arthur and his Celts must be
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defeated by the invaders. That is what must be.”

“Because you want if that way."

“Yes! That is my desire. | will not allow you or anyone else
to stand against me.”

“Others of the Creafors do not agree with you,” | pointed
our.

“That is none of your affair,” he snapped.

“Anya is against you.”

He bristled. “Anya is far from here, Orion, devoting her
misguided energies fo another aspect of the confinuum,
another nexus that must be resolved properly.”

“Another part of your game.”

“It is hardly a game,” Aten said sharply. “Because of you
and your oafish stubbornness, this nexus here in Britain is in
danger of unravelling. If it does, the enfire continuum will be
shaken, whole worldlines will crumble—"

“And you will lose your power,” | interrupted. One glance
at his face, though, told me what he would not say. '

“You will lose your existence!” | realized.

“So will Anya,” he answered. “So will all we Creators be
banished from existence. The Earth, the human race, every-
thing will disappear totally and forever, wiped clean from the
confinuum as if we never existed in the first place.”

| stared at him. Then | heard myself say, “| don't believe you.”

“Believe, Orion,” Aten replied, tofally serious. “You claim fo.
love Anya. If you continue to protect Arthur you will be killing
her, just as if you drove your dagger through her heart.”

He laughed bitterly. “No arguments, Orion. No matter what

you do, it hardly mafters. | have another assassin ready to kil

Arthur, and the jest is that he hasn'’t the faintest inkling that
he is an assassin.”

“What do you mean?”

But Aten was no longer there. He winked out, like a light
suddenly turned off. Like a hologram projection, | thought. Yet
his sardonic laughter echoed in my mind.

Could it be true? By profecting Arihur, was | destroying
Anya, the only person | loved, the only member of the Creators
who showed the slightest concern for the human race?

And someone else was going fo murder Arthur? Someone
who doesn't even know that he will kill the Dux Bellorum?

| paced slowly along the crest of the hill as the moon edged
lower in the night sky, trying fo sort if all.ouf, trying fo decide
what was true, what my course of action should be. Af one
point, Aten had seemed almost fo be pleading with me, Was
he lying? Was he frying to manipulate me, using my: love for
Anya as a way of confrolling me?

The Creators had godlike powers, but they were actually
humans from the distant future, humans who had learned to
wield the forces of spacetime fo fravel at will across the con-
tinuum. They had interfered in human affairs all through his-
tory and even earlier, always trying to bend the worldlines fo
suit their whims. Aten had created me and others, he claimed,
to do his bidding ar placetimes where the confinuum comes to
a focal point, a nexus that would determine the worldlines for
eons fo come.

Like spoiled children, the Creators often bickered among
themselves. Their disagreements brought wars and disasters
to humankind, their disputes were settled by our blood.

It was a cosmic irony. These so-called Creators were the
descendants of ordinary humans such as Arthur and the men
and women of this age. We had created them, in truth. They
are our distant progeny. Yet they reached back through fime



to fry fo conirol us.

For hours | walked along that
grassy hilltop as the wind from the
sea tossed the leafy boughs of the
irees and set them fo groaning plain-
tively. The moon went down and |
could see the spangled glory of the
heavens, stars glittering like jewels, the
Great Bear and its smaller brother, the
Chained Princess and Perseus the
Hero, and the majestic stream of the
Milky Way. Orion was not in sight,
though. And Anya was far away, beyond

my reach—perhaps forever.
~ Then different lights caught my eye.

Down on the seashore below the hill, fires
were burning. Campfires. This was one of
the places where the barbarians had built a
setflement for themselves. | could see their
boats pulled up on the beach, black against
~the starlit sand. Huts and larger buildings

thatched with straw dotted the shore. The
barbarians had builf a village for themselves,
a town for their families and flocks. There
were even fields of food crops within easy walking distance
of the huts.

The barbarians were not piling into the boats, as Lancelot
had predicted. They were nowhere near the boats. They had
built this village to live in permanently, and they had no inten-
fion of leaving. As | peered down at the starlit scene below
me, | saw that they were digging a huge difch across the old
Roman road that led to their sefilement.

They were preparing to fight,

| WOKE WITH A START, back at Arthur's camp. The first
hazy gray hint of dawn was beginning to lighten the eastern
sky. Venus hung in the west like a gleaming diamond.

What | had seen during the night had been no dream, |
knew, Afen had fransporfed me fo the coastal base of the
Angles. Why, [ did nof undersfand. But it was clear ro me that
the barbarians had no infention of fleeing Britain. They were
digging in, preparing fo fight against Arthur’s advancing army.

After | had eaten with the other squires, | sought out
Arthur. He was sitfing under a massive oak free, alone, look-
ing lost in thought.

“May | speak to you, sire?” | asked.

Arthur smiled boyishly at me and patted the mossy ground.
“Sit here, Orion, and don't be so formal. We are all compan-
ions here”

“It's about the enemy,” | said, sitting beside him.

“The scouts all report that they are fleeing
Roman road toward fthe coast.”

“True enough,” | agreed. “The few survivors from yester-
day's battle are refreafing. But their brethren are digging
defensive works along that road.”

“Digging?”

“Trenches and earthworks. To stop you.”

He looked puzzled. “How do you know this?"

“l saw it last night”

His perplexed frown deepened. “But you were here in
camp-with us last night."

along the

| thought quickly. “The Lady of the Lake showed if t;i-'me.” It

“We'll

crush'them like
eggshells.
The bards will
Ssin, 2 of
Afthur and his

knights

for athousand

yats.”

wasn't much of a lie. Anya had appeared to
us both in the past; under the guise of the
Lady of the Lake she had given Arthur his
sword Excalibur.

“She was here?” Arthur gasped. “In this
camp?” He looked all around at the forest
surrounding our clearing. Even though it
was full morning, the woods were deep and
shadowy, thick with brush, dark and myste-
rious enough fo imagine all kinds of spirits
and supernatural beings lurking nearby,
enchantments and wizards and magic spells.

“She took me to the Angles settlement on
the coast,” | said, trying fo skirt my half-
fruth. :

“You saw them digging trenches,” Arthur
said, sounding dismayed.

“Yes,” | answered. “They were not load-
ing their boats and preparmg to Ieave

He smiled grimly. Lancelot i isa
pomted

“l imagine so." :

“On the other hand, _La
bly be glad for anothe
His smile faded completely. S

Roman road he chaﬁered happrly abour the commg battle.

“We'll crush them like eggshells,” he said. “The bards
will sing of Arthur and his knights for a thousand years.”

He was right about the fame that he and Arthur would
win. Poets chronicled the deeds of Arthur and his knights
for much more than a mere thousand years, | knew,
although the heart of their romances dealt with
Lancelot’s falling in love with Arthur’s queen. As we rode
along toward the next battle, though, | began fo realize
that if Aten had his way Arthur would soon be killed and
his sfory snuffed out. No bard would sing of the deeds
of a young Dux Bellorum killed in batile before he was
old enough to grow a full beard. Arthur wou!d be for-
gotien, his bones and his legend de: i '

Worse yet, Arthur might be assa&smated murdered
by one of his own people. Would Lancelot be Aten's
killer? Certainly | would not. What about crafty old
Merlin, sfill back at Cadbury castle with Ambrosius?
The High King had agreed fo keep the Saxons along
Britain’s southern shores in check while Arthur flung
his knights against the Angles and Jutes in the east.
Might Ambrosius allow old Aelle to bring his Saxon
host up behind us, surrounding Arthur’s knights
between his Saxons and the Angles and Jutes?

No, | thought, Ambrosius wanted Arthur to succeed.
Arthur was now the right arm of the High King; it
would be criminally stupid for Ambrosius fo work
against Arthur.

And yer ... the thought nagged ar me. Merlin was
more than a wizened old faker, | was sure. There was
an infelligence and purpose in those shaggy-browed
eyes of his. | wondered if he might be one of the
Creators in disguise. Not Aten, of course. But one of
the others, come fo this placefime to manipulate this
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nexus in the confinuum.

My mind swirled with the possi-
bilities as we rode along the paving
stones of the old Roman road.
Straight as a ramrod it ran, through
forest thick with huge oaks and yews
and elms. To these uneducated Brifons
the straight paved roads and solid stone
buildings of the Romans seemed like the
works of gods. They did not know how fo
accomplish such engineering feats so they
assumed fthe sfructures were beyond
human capabilities. What foolishness, |
thought. The Creators played on that
credulity, just as | hoaxed Arthur info believ-
ing the Lady of the Lake had fransported me
to the Angles settlement in the night.

The Creators enjoyed being worshiped by
their primitive ancestors. If these humans knew
what their so-called gods really were, it would
make them sick with disgust and shame.

The thick woods on either side of the road
made excellent cover for an ambush, | thought. Yet Arthur
led his knights along the road without a worry. They rode
two or three abreast, each knight dutifully followed by his
squire, the whole procession plodding slowly along the
paving sfones. Our baggage frain and footmen followed in
the rear.

We had gained dozens more footmen. Those who had
been with us in yesterday’s battle now carried swords
stripped from the barbarian dead. Some wore helmets and
almost all of them had boots or some sort of footgear,
probably for the first time in their lives. News of our vic-
tory had almost doubled their number. Most of them were
Christians, although a few still clung to the older Celtic
religion. Christian or not, they ralked among themselves of
slaughtering the enemy, dreaming of looting the barbar-
ians and raping their women just as the barbarians had
done fo them.

We frailed along the road all through the long, hot day.
The lofty trees shaded us most of the fime. | kept peering
info the underbrush, worried about ambush. Dimly |
remembered another life in a distant jungle where every
bend in the frail was a danger. | fried fo laugh my worries
away. At leasf the enemy didn't have land mines and
explosive booby traps in this age.

MIDWAY THROUGH THE second day we were halt-
ed by an enfrenchment. The barbarians had torn up the
road and dug a six-foot-deep ditch across it. Beyond the
ditch was an earthen mound abouf six feet high, studded
with spear heads. It reminded me of the french and
earthwork rampart that Agamemnon and the Achaians
had thrown up to protect their camp on the shore of
Troy. These barbarians had no betfer military craft than
the Greeks and Trojans of some two millennia earlier.

Arthur brought our column to a halt and summoned
me with a beckoning hand.

“You said their trench was nearby their settlement on
the coast,” he muitered.

Nodding, | replied, “They were building one there in
great haste, sire. This must be another.” His youthful
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face knotted into a frown. “No telling how
many such fortifications they've built along
the road.”
Gawain, at Arthur’s other side, suggest-
d, “We could send scouts through the
woads to spy out how many of rhese ditch-
es they’ve dug.”
“Thar would fake days,” Arthur sa!d “We'd
have to camp here and do nothing while they
could slip through the forest and surround

Let them attack us,” Gawain replied. “It will
be easier to kill them in fhe open than fo fry
to charge against that ditch and wall.”

Bors pushed his horse between Arthur and
me. “There’s forage enough here for the
mounts. We can wait a day or two. Give the
steeds a needed rest.”

Lancelot joined the conference, his face
eager. But he was oo young fo speak his mind
in the presence of veterans such as Bors and
Gawain. Yet it was clear that he was bursting fo

join the conference.

“| don’t like to wait,” Arthur said. “Every day we sit idle is a
day that the barbarians can use fo strengthen their defenses.”

“Then let's charge them!” Lancelot blurted. “One strong
charge and we'll be over their earthen mound before they
know what hit them!”

Bors shook his head. “The horses can’f jump that ditch. And
they won't charge those spearpoints. They've got foo much
sense for that”

“Then charge them on foot,”
instant’s hesitation.

Bors gave him a withering stare. “The horses are smarter
than you are, lad.”

Lancelot was fofally unfazed. Turning to Arthur, he said, |
will lead a foot charge, my lord, if you will permif if.”

“No,” Arthur replied immediafely. Then he added, “Not yet.”

He spent the rest of the day studying the earthwork. We
saw barbarian warriors poking their helmefed heads up above
the rampart now and then. Once in a while they called to us,
taunting us fo charge against them. At one point, when Arthur
rode slowly along the edge of the trench, a bowman popped
up from behind the rampart and fired an arrow at him. | was
afoot behind Arthur’s horse, holding a brace of spears for
him. My senses instantly went info overdrive. | saw the arrow
gliding lazily foward Arthur, flexing slightly as it flew. Hefting
one of the spears, | threw it af the arrow, grazing it just
enough to deflect it away from Arthur.

It thudded info the ground at the horse’s feet, making the
mount rear and whinny in alarm. Arthur held his seaf, barely.
| imagine if he didn’t have stirrups he would have been
thrown. The bowman was still standing atop the parapet,
knocking another arrow. | threw the other spear at him with
all the force | could muster. As he looked up it caught him in
the face. He screamed hideously and disappeared behind the
earthwork.

Arthur had his steed under control by then. He stared at
me, wide-eyed, but said nothing. | trotted to the first spear
and picked it up, then followed him back to our camp, safely
out of bow range from fhe barbarian entrenchment.

As the sun dipped westward, throwing long shadows

Lancelot said, without an



through the forest, Arthur called his most senior knights  soaring among the clouds. | saw the thin straight line of the
together ar his cookfire. Footmen had scouted through the Roman road, the barbarians’ ditch with Arthur’s camp on one

woods on either side of the road. Their reports were not  side of it and the enemy’s on the other. Higher and higher |
encouraging. There were hundreds of Angles behind the  rose. There were fthree more trenches dug across the road,
entrenchment and more coming up the road from the coast. with several miles distance between each one. The final
“We could go around it,” Arthur suggested, “through the french was just before the Angles’ village on the coast.
forest, and attack them from the flanks.” Barbarians they might be, but they understood the value
Sir Bors pointed out, “Those woods are foo thick for the  of a defense in depth. Arthur and his knights might fight
horses, We'd have fo attack them on foot.” their way past one of those barriers, perhaps even two of
“Their numbers would overwhelm us,” said Sir Kay, gloomily. them. Bur at what cost? How many knights would Arthur
“That young hothead Lancelot wants to charge them have left after two such assaults? How many footmen
straight-on,” Bors complained. would remain loyal fo him after such bloodlettings?
“On foot?” Kay looked aghast. | opened my eyes and was back in the underbrush.
Around and around the discussion went, while the sun set “Anya, what can | do?” | asked, hardly voicing the words,
and a deep moonless dark fell over the woods. | heard an owl There was no answer, Anya was gone. She had given me

hoot, and a moaning wind began tossing the leafy branches  all the help she could; now the contact between us was bro-
of the trees. It was easy to understand how these people ken. Instead | heard in my mind the scornful laughter of
could believe deep forests such as this to be haunted. Aten, felling me without words that Arthur's quest to drive

The conference broke up with nothing decided. Arthur  the barbarians out of Brita ‘doomed to dismal failure,
walked slowly away from the campfire. | followed him at a
respectful distance.

“Orion,” he called to me without furning around.

| came up fo his side.

“I must decide, Orion. We must find a way fo beal these
barbarians. My mission is fo drive them out of Britain, We
can't retreat and leave them here unharmed.”

“Then we must fight them,” | said. The two ofv

“On foot? They'll slaughter us.” that morning. .

We were standing in the middle of the paved road, locking  confent to resf for th
up toward the enemy'’s position. They had lit big bonfires on  though; the
either end of their earthwork, so sneaking across the ditch ~ ments, strengt

d grimly as

BUT ARTHUR DID NOT think so.
2 ' fl‘ia_ﬂhe barbarians

ne through the deep woods
rthur's army lolled in camp,
gles were not resting,

ort Arthur walked slowly through the

and up the rampart for a surprise aftack was out of the After my repor

question. woods for whal seemed like hours, silent, thinking,
“Let me scout their position,” | suggested, “Perhaps | can weighing the ibilities, It was cool in the deep shad-

find a weakness that the foofmen overlooked.” ows of the forest: The trees formed an almost continu-
Bleakly, he nodded. Then he murmured, “| wish Merlin were  ous green canopy high above us, making it difficult fo

here. He'd know what fo do.” tell how far the sun had moved. The underbrush was so
Perhaps, | thought. Or perhaps Merlin would lead you to thick that we had fo walk slowly. Horsemen could never

your death. | slipped into the woods, armed with nothing but charge through here.

a sword and the dagger that Odysseos had given me at Troy, At length, Arthur asked me, “Where are their fighting

strapped to my thigh. The underbrush was thick, the going  men, Orion?"

slow and difficult. It would be impossible to sneak up on the | blinked, trying to remember what | had seen. “There

barbarians in silence. were many more campfires at this first barrier than at

Unless ... | crouched in the deepest shadows of the bushes any of the others—except for the last one, near their
and squeezed my eyes shut, willing myself to another vantage  village.”
point. If Aten and his so-called Creators can move across He nodded. “Most of their fighting men are here,
space and time af their whim, why can’t I? then, ready to face us. If we break through their
It was useless. No matter how | strained, no matter how  defenses, they will fall back along the road to the next
hard | concentrated, | did not budge from my spot in the barrier.”

underbrush. If only Anya were near enough to confact, | “That makes sense. The other trenches are held only

thought. She could help me. weakly at present. The people digging near their vil~
“I will help you, my darling,” her silvery voice whispered. lage must be old men, boys, perhaps even women.”
“Anyal” “Their defenses are of no use if they have no war-
“l am far away, far distant in time and space,” she told me,  riors to man them,” Arthur said.

her voice so faint | wondered if | were imagining it. “l cannot | looked at his youthful face with new respect. He

maintain contact for very long, beloved.” understood the fundamental truth of war: Destroy
Just to hear her voice was more joy than | had known in the enemy’s army.

ages. “It will be a costly battle, my lord,” | warned. “It
“Close your eyes, Orion,” she commanded gently. “Close could be a Pyrrhic victory.”

your eyes and see.” His brows rose questioningly.
| pressed my eyes shut once again. Suddenly | was high “Pyrrhus was a Greek king who fought the Roman

above the forest, looking down as a hawk would, as an eagle ~ republic in southern Italy. He won many battles, buf
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always his own casualties were enormous. Once, when an
aide congratulated him on beating the Romans again, he said,
‘Another victory like this one and I'll have no army left.”

Arthur smiled. “Yes, | see. Still, it must be done.”

| agreed. “If we must aftack them, then it must be in a man-
ner that prevents them from retfreating to their next fortifi-
cation.”

“That's the problem. How can we accomplish that?”

| remembered another battle, at a place called Cannae. | had
served the doomed Hannibal in that era.

IT TOOK THE rest of the day to get the knights to agree fo
the plan that Arthur and | had hatched.

Bors was dead-set against the plan, of course. "Divide your
forces? Depend on the footmen? It’s insane!”

Gawain was doubtful. “How can we get through those
woods? They're impassable.”

Patiently, Arthur said, “You walk your horse through the
underbrush. It can be done.”

“Walk?” Gawain looked shocked. “I'm a knight, not a footman.”

Arthur laughed. “You'll fight on horseback, never fear.”

Once again | marvelled that these impulsive, individualistic
Celtic knights could agree on anything. Dux Bellorum was
Arthur's title, but it meant nothing by itself. None of the
knights felt the slightest compulsion to accept authority or
follow orders that he did not like. Arthur had to win them
over to his view; he could not command them, he had o per-
suade them. Even the footmen could melt away, leave the
army and trudge on back to their farmsteads or villages
whenever they decided fo.

Lancelot was the only one who agreed without argument.
He was avid for battle.

“Let me be in the forefront of the aitack!” he pleaded.
“On foot or a-horse, I'll make those barbarians feel the
sharpness of my sword!”

In truth, it was Lancelot who won Arthur’s argument for
him. He was so eager, so willing to plunge into battle, that he
shamed Gawain and the older men into a sullen agreement.

It was late in the day by the time all the knights, one by
one, gave the grudging nod to Arthur’s plan.

“Very well, then,” said Arthur at last. “We spend this
night preparing for an attack at dawn.”

One by one, he clasped each of them by the shoulders,
knowing that they might never see each other again. The
last one he embraced was young Lancelot.

“Please let me lead the frontal assault,” Lancelot
begged.

“That's the most dangerous job,” Arthur said gently.
“There's a very good chance that you'll be killed.”

“Buft it brings the most glory! What does it matter if

I'm killed? My deeds will live forever!”

Achilles had felt that way, | remembered. Until an
arrow crippled him.

Arthur looked the youth in the eye. “Leading the
frontal assault is my task, my responsibility.”

Before the crestfallen Lancelor could reply, he added,

“But you can be at my right hand, my friend.”

| thought Lancelor would explode with joy.

ALL THAT NIGHT the men deployed, most of the
knights and all of the footmen moving off info the dark
forest as quietly as they could. We had no priest with
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us, but | saw plenty of the men kneeling and praying silently
before they set off. Many of the knights held their broadswords
before them as they prayed, the sword’s hilt serving as a
makeshift cross for them, A strange symbol for the Prince of
Peace, | thought. But these were savage times, and these men
were fighting for their homes and families.

So are the barbarians, said a voice in my mind. They have
made their homes here in Britain.

| tried to get some sleep as | stretched out on the mossy
ground near the dying embers of a campfire. Much of

Arthur's plan—my plan, really—depended on the knights and
footmen being in their proper places when the sun came up.
Would they be in place?

An owl hooted somewhere in the woods. The totem of
Athena, | recalled from another life, although in many cultures
the owl was a symbol of death. The night was still, hardly a
breeze. An animal snarled out there in the darkness. Fireflies
danced to and fro in the underbrush. Even though | knew bet-
ter, | almost thought the woods to be haunted, the habitat of
elves and fairies and darker, more dangerous spirits.

| drifted off to sleep, only o find myself suspended in a
featureless golden glow, floating as if in a weightless [imbo.

“The end is near for Arthur,” said Aten's haughty voice. |
turned, spun around weightlessly, but could see nothing
except the glowing golden radiance that surrounded me.

“Show yourself,” | said.

“Giving commands to your Creator?” He laughed. “Really,
Orion, | ought to let you die with Arthur.”

“Neither of us will die,” | said.

“Arthur will. And once he does, your usefulness in this
placetime comes fo an end.”

“| won't murder him for you.”

Aten’s golden form fook shape out of the glowing mist.
Now he wore a form-fitting uniform of golden mesh.

“You won't have to assassinate Arthur,” said Aten. “Young
Lancelot will do your job for you.”

“Lancelot?” | couldn’t believe it. “He’d never kill Arthur. He
adores the ground Arthur walks on.”

“Yes, of course he does. And to show how much he adores
Arthur he will be more daring than any knight. He will charge
against the barbarians’ spears, all courage and no fear. And
Arthur will have fo rush in beside him, won't he? Arthur
would never stand back and watch the young hothead get
himself killed in his foolish recklessness.”

| saw it in my mind’s eye: Lancelot charging blindly, Arthur
rushing in fo profect him, the barbarians swarming around
them. “Not while | live,” | muttered. “As long as | have breath
in me, | will protect Arthur.”

Aten smirked. “Then you'll have fo die, foo.”

| wanted o reach out and throttle him, but before | could
lift a finger | found myself back in Arthur's camp in the gray
misty: light of early dawn. Already | could hear the woods-
men’s axes chunking into thick-boled trees.

THE TREE FRUNKS were rough and heavy. There was no
time to split them or smooth them off. The barbarians must
have heard the trees being felled and were wondering what
we were up to; it was far too much chopping to be simply for
firewood.

Arthur had kept only two dozen knights for this frontal
assault on the enfrenchment. The others were siffing through
the woods, hoping fo cut off the enemy’s retreat.




If the enemy retreated. A dozen
knights plus their squires and a
few teenaged footmen was hardly
an overwhelming force fo pit against
the entrenched Angles.

| was gripping one side of a mas-
sive free frunk as we lugged it straight pE

st

o

up the road toward the difch and i

embankment behind it. | could see bar-
barian warriors watching us, their
horned helmets bobbing up and down
behind their earthwork. They must be
laughing, | thought, as | sweated with the
heavy load. It was too heavy for us fo run
with it. We trudged up the road, our arms
feeling as if they would be pulled out of their
sockets by the weight of the frunk.

The knights walked beside us, profecting us
a little with their shields. No one said a word.
Not even the birds or animals of the woods
made a sound. All | could hear was the steady
labored trudging of our boots and an occasional grunt from
one of the squires foting the tree trunk.

“Come onl” shouted a golden-haired warrior, climbing to
the top of the embankment. He waved to us. “Come on to
your cerfain deaths! We welcome you.”

Arthur, walking beside me, drew Excalibur from its sheath
with a silvery hiss. On the other side of the frunk Lancelot
pulled his sword, and behind me | heard the other knights
drawing theirs.

We were within arrow range of the ftrench. Barbarian bow-
men began pelting us. My senses wenft info overdrive and |
could see the arrows soaring lazily toward us. One thunked
into the trunk inches from me. Arthur extended his shield to
cover me, exposing himself to their fire.

Is this how he will die? | asked myself, trying to protect me?
How Aten will laugh if it happens that way.

Now they were throwing spears. | saw everything in slow-
motion, but although | could easily see arrows and spears
coming my way, | could not dodge them. Not unless | dropped
the free trunk. Arthur caught an arrow on his shield. A spear
hit the ground at his feet and clattered off the Roman paving
stones.

We were within a few paces of the ditch’s edge. | heard a
man scream with sudden pain, and the frunk nearly twisted
out of my grip.

“Now!” Arthur bellowed.

With every atom of strength in me, | ran down info the
ditch, lugging the trunk with me. The other squires followed
my lead, although two more of them went down with arrows
through their bodies.

We rammed the free frunk against the embankment. Most
of the squires ducked under it for protfection as the knights
clambered atop it and rushed straight across the difch fo the
top of the embankment. | drew my sword and climbed up the
sloping earthwork to be with Arthur.

Lancelot dashed forward, straight onto the crest of the
embankment, where the barbarian warriors waited with their
axes and swords. Arthur was rushing up behind him. He
caught an axe thrust on his shield and took off the arm of the
axe-wielder with a stroke from Excalibur. The man shrieked
and fountained blood.

how he will

lie?

1 asked myself,
Trying
‘to protect

me”?

| dove in beside him as the other knights
rushed info the fight, slashing and killing
with the maddened fury that rises when

blood begins to flow. Sir Emrys took a

spear in his gut but sliced out his killer's

throat before he died. The knights were

forming a wedge of steel, slowly pushing the
barbarians back, down the rear slope of
their embankment. We were outnumbered
by perhaps a hundred to one, but the
knights—protected by their chain mail and
shields—were weaving a web of death with
their dripping swords.

Lancelot pushed deeper info the swarming
mass of barbarian warriors, his sword a blur,
men screaming and stumbling as he siroked
the life out of them. Arthur struggled fo keep
up with him, wielding Excalibur like a bloody

buzz saw that fook off arms, heads, split bare-
chested warriors from shoulder to navel.

| tried to stay close behind Arthur, but he
and Lancelot were driving deeper into the mass of roaring,
screaming warriors and | had my hands full keeping bar-
barians off their backs. More and more of them came
swarming up the embankment, eager to get fo the handful
of knights. The whole barbarian army seemed to be surging
toward us.

Lancelot's squire went down, an axe buried in his skull,

and Arthur stumbled over the body.

| saw if all in agonizing slow-mation: Arthur falling for-

ward, thrusting his shield out in front of him to supporf
himself as he went down. A huge barbarian, blond braids
flying as he swung his axe in a mighty two-handed chop
at Arthur’s unprotected back. Lancelot not more than
three feet away, but with his back furned to Arthur,
hacking other barbarians fo pieces. And me, separated
from Arthur now by a good five yards, with half a dozen
bloodied fighters between us.

“Arthur!” | screamed, driving through a flailing wall of
fighting men.

Lancelot turned at the sound of my shout. Without an
instant’s hesitation he swung his shield foward the
descending axe. | cut down two men frying to stand
before me and pushed on toward Arthur, knowing |
could not get to him in fime. Lancelot caught the axe-
man’s forearm with the edge of his shield, knocking the
blow away from Arthur. His axe thudded harmlessly
into the ground as Lancelot split his skull, helmet and "
all, with a fremendous slash of his sword.

Arthur got to one knee as | reached him. A spear-
man tried to get Arthur, but | yanked the spear out of
his hands and drove my sword info his belly.

At the top of the earthwork we could see the enfire
mass of the barbarian army, hundreds of them rushing
up the dirf slope to get at us, eager fo wipe ouf our
small force of knights and squires. There were far foo
many of them for us to have any hope of surviving.

It was like fighting against a tidal wave, We stood af
the crest of the rampart and fought for what seemed

like hours. No matter how many we killed, more war-
riors charged up the slope at us. Knights and squires
went down as the barbarians shrieked their battle
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cries and surged up at us with their
spears and axes and swords.

We were only a handful to begin
with. Our numbers were being whittled
away. We slew three, four, seven men
for every one we lost. But for every
barbarian who went down, fen more
charged up the earthen ramp af us. It was
only a matter of time before we all were
killed, like the Spartans at Thermopylae,
three hundred men against an army. And
we were far fewer than three hundred.

Then it happened. A bellowing roar came
up from the woods on both sides of the road
as the bulk of Arthur’s knights and footmen
charged out from the frees into the flanks of
the surging torrent of barbarians. The knights
were afoof, but | recognized them by the
emblems on their shields: Sir Ector’s red badg-
er, young Tristram’s Celtic cross, and the black
hawk of Sir Bors, who was hacking through the
surprised barbarians like the angel of death him-
self.

All through history, troops that have withstood withering
frontal assaults have broken and run when assailed from
their flank or rear. Humans are made to look directly ahead;
attacks from the side or from behind unnerve even the
most battle-hardened soldiers.

Suddenly assaulted on both flanks, the barbarians broke
and fried to run. They knew that a few miles down the
Roman road was another defensive ditch, another enfrench-
ment that could shelter them from these sword-wielding
Celtic knights who seemed to be pouring out of the woods.

They still outnumbered us greatly, but they were shat-
tered by surprise and sudden fear. From the top of the
earthen rampart | saw them break and flee down the road.

But not far. Galloping up the road toward us came the
rest of Arthur's knights, on their charging steeds, Gawain
in the lead. They lowered their spears and smashed into the
broken, disheartened barbarians.

It was soon finished. The paving stones were littered with
bodies, slick with blood. A few of the barbarians had man-
aged fo slip away through the woods, but very few. The
heart of their army lay dead and dying at the feet of
Arthur's victorious men.

Victorious, but battered. Sir Bors was limping badly, his
hip bleeding from an axe blow. Most of the other knights
who had fought on foot were also wounded. To my surprise
| found that | had taken a spear thrust in my side. | hadn'’t
noficed it in the heat of battle. Now | automatically clamped
down the blood vessels to stop the bleeding and lowered
the pain signals along my nerves fo a folerable level.

| smiled firedly as | watched the men patching each
other’s wounds. No need to bind my side; | could control
my body well enough, and accelerated healing processes
had been built info me.

Arthur slumped down beside me, resting his back
against a free, looking weary and grim. He was nicked
here and there. Blood trickled from a slice along his right
forearm.

“It’s only a scratch,” he said, when he noficed me star-
ing af the wound.
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“I'm not

inte reé)ted in

friend.
I'm
interested in
power”

Lancelot came up, all brightness and
zeal. He was fotally unharmed, untouched,
his tunic not even muddied. Only the dents

battle.

He squatted down beside Artl
can gallop down the road and catf
few who got away.”

Arthur shook his head. e

“Why not?” Lancelot asked, surpr:s

We have plenty of time to dispatch them.”

that.”

less than a second. “What of it? We took this

one, didn't we? We made great slaughter of =

them! Let’s go on!” =

“No,” Arthur said, his voice Iow
was foo high.” =

Arthur reached out and put a hand on
Lancelot's shoulder. “We have gutted their army. They won't
be raiding our villages and farmsteads now. We've raughT .
them a lesson that they will remember for a Iong fime.”

“But we haven't driven them info the seal” o

“No, and we're not going fo. Not now. We've lost too many
men. We need to rest a bit and recruit more men, Then We
move north against the Jures.”

Lancelot looked shocked. “And leave the Angles in 'rhelr vil=
lages? Without driving them info the sea?"

“We don’t have the strength to drive them into rhe sea. th
yet.”

Shaking his head in disappointment, Lancelot murmured

“That’s not the path fo glory, my lord, Leavm :
tened isn't the same as a glorious victo

With a tired smile, Arthur said, “I'm
my young friend. 'm interested in power.’ =

It was clear that Lancelot did not understand, but | rhoughr
| did. The Angles would huddle behind their defensive earth-
works and stay in their villages, the cream of their manhood
killed. It would be a long fime before they venfured out again
to raid Celfic farms and settlements. Arthur would use that
time to draw new recruifs to his army, to march north and
defeat the Jutes there, to drive the Scofs back behind
Hadrian’s Wall and secure the northern kingdoms.

He would win great power for Ambrosius Aurelianus, mak-
ing the old man a frue High King among the Celts. And per-
haps, | thought, Arthur himself would in the end become the
High King. He was cerfainly showing that he undersfood the
workings of power,

Aten wanted him dead, but it seemed to me that Arthur was
actually on his way fo uniting the fractious Celts. Maybe he
would one day truly drive the barbarian invaders out of
Britain. | vowed anew to help him all | could.

Then | thought of Lancelot, so eager for glory. Aten had
meant for Lancelot to lead Arthur fo his death in the battle.
Instead, Lancelot had saved Arthur’s life. | felt glad about thar.

Yet | thought | heard, in the far recesses of my mind, Aten’s
cynical laughter. Lancelot will still be the agent of Arthur’s
death, the Golden One seemed fo be saying. Wait and see.
Wait and see. D)

e_‘ cost

in his shield revealed that he had been in o

almost looked hurt. “If's nor much past nean s

“They have another entrenchment up the
road,” Arthur said. “And sfill another after

That dimmed Lancelot’s en’rhusnasm For =
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Beasts of the Pomarj

by James Jacob

The Pomarij is notorious
throughout the Flanaess
as a breeding ground
for all sorts of gobli-
noid riffraff; orcs,
gnolls, goblins, kobolds,
and even giants lurk in
this hilly country.
What outlanders do not
realize is that the
Pomarj is also rife with
other sorts of life.
Monsters of all sizes
lurk in secluded valleys,
forests, and caves
throughout the Pomarj,
and many of these
creafures are magical.
Rumor holds that long
ago, a powerful group
of magical entities were imprisoned in
deep caverns under the Drachensgrab
Hills that comprise the core of the
Pomarj. It is said that these beings have
tainted the Hills, warping normal life info
groftesque monstrosities. Others believe
that a powerful druid cursed the enfire
region long ago, and since that fateful day
animals have grown horrible and bizarre.
Whatever the reason, strange monsters
like behirs, chimeras, and displacer beasts
are disturbingly common in this region.
The Pomarj also houses beasts that are
rarely found outside its borders. Most of
these monsters live in the more “civilized”
regions of the Pomarj, where they com-
pete with the goblinoid tribes for territory.
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The most fecund of these creatures is the
savage grimorian, a bulky reptilian beast
that often hides in the undergrowth near
well-traveled roads waiting for unknowing
prey to wander by. Many tribes of the
Pomarj have grown adept at spotting
these predators, and they take great glee
in leading adventurers or explorers into
the waiting clutches of a hungry grimo-
rian. They have even perfected methods
of curing grimorian hides to make effec-
tive, if cumbersome, armor.

The forests of the Pomarj are home to
vicious insects known as skeraths.
Although more than a few reckless gobli-
noids have been incapacitated and carried
off by skerath swarms, the insects’ hives
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are sfill sought and
plundered by orc
tribes. Skerath larvae
are magical, and the
orcs have learned that
consuming the squirm-
ing grubs grants them
potent defenses.

Not all-of the beasts
of the Pomarj are so
easy to plunder for
resources. Many caves
in the region are
infested with fearsome
skittermaws. Goblins in
particular are terrified
of these horrors.
Skittermaws can sense
and project empathic
signals, and anyone
who's felt the ravenous hunger they emit
during combat can attest to these fears.

Finally, some beasts dwelling in the
Pomarj are so reclusive thar few of the
locals even know that they exist. A good
example is the mysterious raknakle, a hill
dwelling fey that defends its lair with
druidic magic, telekinetically hurled
stones, and even stranger defenses.
Raknakle lairs quickly develop reputations
as being haunted, and the humanoids of
the Pomarj avoid these regions.

Other bizarre and unseen creatures
doubtless lurk in forgotten vales and deep
caverns in the Pomarj; it only remains for
some resourceful heroes fo find them!



Grnmonan

he grimorian is a savage predator

that roams the Drachensgrab Hills.

They are hot picky about what they
eat, as long as i's.meat; anything from a
deer to a goblin to another grimorian is
fair game. As these beasts are slow and
ungainly, they tend fo hide along game
trails to ambush their prey.

Grimorians are repfilian quadrupeds.
They are compact and stocky, 1o feet long
from head to tail and 4 feer high at the
shoulder. The standard grimorian weighs
nearly soo pounds. They have stubby
tails and powerful legs with taloned feet.
A grimorian's neck measures almost 3
feet in‘length, and when af rest sits in a
compact “S” curve. They have finy eyes,
large nostrils, and a set of jaws filled with
three rows of razor sharp teeth. Grim-
orian hides are thick and scaly, with
complex striped patterns of varying
shades of green and brown.

Grimorian skins are much sought after
by the humanoids of the Pomarj for
armor. Grimorian hide armor has an
armor bonus of +4, buf it is more cum-
bersome than regular hide armor. The
maximum Dexterity bonus one can have

while wearing such hide armor is +2, and

a Medium-size suit of grimorian hide
armor weighs 30 pounds. This additional
bulk is usually of little concern to the
humanoids, however, for wearing a suif
of grimorian hide armor is a mark of
one’s personal strength.

Combat
A grimorian lurks alongs;de game frails
or well-traveled roads and lashes out af °

passing victims. Due to its natural camou-

flage and incredible patience, the
grimorian receives a +4 racial bonus to
Hide checks, which has been noted in the

sidebar. A grimorian usually bites ifs cho-

sen victim onee and then allows it fo flee.

The grimorian then stalks ifs bitren prey, |

waifing for the wound to fester and
weaken the vietim o it can be aftacked
and killed at the grimorian’s leisure.

The grimorian’s long neck enables it to
strike prey from up fo 1o feet away.
Disease (Ex): The gumlines of a grimo-
rian’s mouth are studded with finy
pockefs in which rotfing meat collects.
Grimorian bite wounds are liberally bathed
with the beast’s filthy saliva; a bite victim
must make a Forfitude saving throw (DC
13) or be infected with a debilirating dis-
ease called stinksweat. Sympioms of the
malady include dry mouth, fever, blurred

vision, dizziness and even fainting spells,

and profuse foul-smelling perspiration.
Stinksweat is fast acting, with an incuba-
tion period of 1d4 hours. Once the
incubation period is over, the victim
moves in a random direction af no faster
than her base speed each round and suf-
fers a -2 penalty fo attack rolls and
saving throws unfil the disease runs its
course. Unforfunately, stinkswear victims
rarely live this long, for they are often
tracked down and eaten by the grimorian
before they have a chance to recover.
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5 ft. by 10 fr./10 fr.
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es | Str 16, Dex 8, Con 14,
Int 6, Wis 12, Cha 4
Hide +10, Spot +6
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| 4-6 HD (Large)



i £

GAMES §

Medium Fey

ISTICS

2d6 (7 hp)
+3 (Dex)

! 30 {t, Burrow 30 fi.
16 (+3 luck, +3 Dex)
+4 ranged (stone)
1dg
5 fr. by 5 ft./5 ft.

Fort +3, Ref +g,

Str n, Dex 16, Con 10,
Int 14, Wis 13, Cha 14
Hide +1, Spor +5,
Infuit Direction +g,

Knowledge (nature) +g,

Sense Motive +8,
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Solitary (1)
1
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~ Usually chaotic neutral
3-4 HD (Medium)

he goblinoids of the Pomarj firmly
believe that certain areas of the
Drachensgrab Hills are haunted.
Some of the braver orcs enjoy luring

“their enemies onfo a haunted hill just to
watch the ensuing mayhem from afar.

Even those who escape alive from a
haunted hill often meet terrible ends in
some freak accident within a day. Those
who survive somefimes fell stories of
sfrange eyeless humanoids that pass
through the ground like ghosts. The orcs

- call these creatures “Hill Haunts"

The supposed hill haunts are actually liv-
ing creatures called raknakles, fey thatlive in

L caves under small, round hills. The lairs-have
L no enfrances or exifs, for raknakles can pass

through stone and earth. Whether
certain hills spontaneously generate
- raknakles or the creatures come from
elsewhere is uncertain.
Raknakle hills are typically barren of veg-
etation apart from fall dry grass and a single

~ patch of huckleberries at the peak. These

berries are the raknakle's only source of
nourishment. If the bushes are destroyed, the

- raknakle soon starves 1o death. Needless to

say, a raknakle protects its berries fiercely.
A raknakle generally operates from hiding,

' using its spell-like abilities and telekinetic
£ power to hurl rocks af frespassers.

A raknakle's shape is humanoid, with

: long arms and legs, a potbelly, and gray
. skin. The head of a raknakle is somewhat

pointed. The creature is bald but sports

- thick patches of hair on its shoulders and
£ the backs of its hands and feet. Its neck is

twice as long as that of a normal human. lis
face is angular, with narrow jaws and a
long, hooked nose. The raknakle's eyes are
its most prominent feature; they are simply
deep, empty sockets that emit a pale yellow
smoke that smells of honey.

Raknakle

Combat

A raknakle’s normal mode of attack is fo ani-
mate a small stone and launch it at anyone in
range. Treat these stones as sling bullets for
purposes of range and damage. A stone can
be fired from any point on the raknakle’s hill,
which is usually no more than 100 feet in
diameter. The raknakle often launches these
affacks while hiding at the peak of its hill or
while disguised by its tree shape ability. The
raknakle is physically weak, so it avoids melee
combat at all times.

Unlucky Gaze (Su): Anyone who meets the
smoking gaze of a raknakle must make a Wil
save (DC 12) or suffer the curse of unluck.
This curse persists for 24 hours unless it is
dispelled magically. For the duration of the
curse, the victim takes a -2 luck penalty to
all'saving throws, attack rolls, and checks. If
the curse is allowed fo run its course, the
victim must make another Will save (DC 12)
or suffer a minor accident. The DM should
determine the nature of the accident based
on the character’s situation at the fime. The
challenge level of the accident equals the
character’s level and should be modeled
after the traps listed in the DunGeon MASTER s
Guide.

Spell-Like Abilities (Sp): A raknakle can
dimension door between the peak of its hill
and its underground lair at will as a sth-level
sorcerer. If can also enhance the huckleber-
ries afop the hill three times a day (treat as
the goodberry spell cast by a 5th-level
druid). A raknakle can also manifest the fol-
lowing spell-like abilities once a day each as a
sth-level druid: entangle, obscuring mist,
summeon nature’s ally |, tree shape, and
charm person or animal.

Burrow (Ex): A raknakle can glide through
stone, dirt, or almost any other sort of earth,
but not metal of any sort. Its burrowing
leaves behind no tunnel or hole, nor does it
create any ripple or other signs of its pres-
ence. A move earth spell cast on an area
containing a burrowing raknakle flings it back
30 feet, stunning the creature for 1 round
unless it succeeds at a Fortitude save (DC
15). A raknakle cannot use ifs hurled stone
aftacks or spell-like abilities while burrowing. £
Luck (Su): The raknakle has a +3 racial bonus
to its Armor Class and saving throws from
luck. These bonuses have been figured into
the game statistics.
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Skerath

keraths are flying, 14-inch long
- insects. They have pulpy bodies
w covered with black fur, and their

'abdomens have a red underbelly and a
Iong needle-like stinger. Skerath wings are
quite’ targe -and have colorful spiral pat-
terns that undulate and swirl'of their own _.i“.Comba’r

accord. Flying skeraths make a high- . Skeraths attempt to mcap I
pitched drone that is‘both d|s?mctwe i tims by repeatedly:
and distracting. ' poison takes full effi

Usually, skeraths are ena@ume

~ cumbs to the poi
small swarms in. wooded area icti K

]ncapachared victimsime
- weight. Such victims iny

5, Will 11
X 17, Con n,
, Cha 2

Hlarvae are defeniseless gru
banana, The larvae also co
amounts of lafent magi
aids in their growth i

- skerath. Although they faste somewhat like

lose ft spell

error imag (Sp): While in ﬂ:ght Thi
y {H, Swarm

hive (4d6)

 rancid. cheese, eating a skerath larvae | '
grants a mirror image ability as ifcast by  almost always arrendgd by 1d4 mirror i sufe  None
 3rd-level sarcerer to the person stub- images. Skeraths can use this ability af ’ ant | Always neutral
‘born enough to choke the thing down. The  will; treat them as the fargq_$ of a mirror R o HD (Small),

orcs of the Pomarj are fond of using  image spell cast by a 7th-1 -6 HD (Medium)
skerath larvae to aid themselves in‘batfle,  These images vanish if :
but the larvae tend fo die 1d4 days affer attack. They aiso vanish
they are separated from their hives. A

standard skerath hive yields 3d4 larvae,




kittermaws
are about
the size of
watermelon and
~ resemble nothing -
so much as an
upside-down sev-
ered spider’s head. A
: row of six multifacered eyes are
located on the lower half of the body
while a pair of slavering spider fangs pro-
trude from the upper half. A mass of long
thin fenfacles studded with finy hooks
writhes in a fangled nest atop the crea-
‘ture’s body, and four long, spindly legs
placed equally around the circumference
of the body allow it to move very quickly,
. In fact, their clawed feet allow them 1o
. scuftle up walls and even across ceilings
‘with ease: They weigh about 15 pounds
¢ Skitffermaws are far from uninfelligent,
and they often gather together fo hunt in
L packs. They are masters of the art of the .
ambush and offen lurk in well-traveled
Ssageways or intersections under-
round, waifing for a chance 1o strike at
- an unwary passerby. This falent is
eflected in the Skitrermaw's +8 racial
onus to Move Silently checks. Skitter-
| maw attacks are fast, ferocious, and
i terrifying. Goblins in parficular exhibit a
. creat fear of them because skittermaws
have a fondness for goblin meat and are
i not above making midnight raids on
. unsuspecting goblin fribes thaf settle too
i close fo a skittermaw: nest.
~ These beasts are unnaturally silent
b when they move, and their motions are
i fluid and almost hypnotic. The most
| unusual thing about skittermaws is their
i method of communication. By creating
- specific patterns in the air with their fen-
b tacles, a skiftermaw can communicate
| with any other skittermaw in sight.
' Skittermaws are also empathic and can
E sense emotions in other living creatures
' within 10 feef, as well as project their own
. emotions info any beings they touch.
| Skittermaws feed on negative emofions
A and seem to take a perverse delight in
5 . formenting their victims.

+2 (Dex)
' 40 ft., Climb 40 fi.
4 (+2 Dex, +1 size,
| +1 natural)
| 4 tentacles +2 melee;
site +0 melee
Tentacle 1d4+1; Bite 1d6
5 ft. by 5 fi./5 fi.
1proved grab, cause

rt +2, Ref +2, Will +3
Sir 12, Dex 14, Con 14,
nt 7, Wis 10, Cha 14
Climb +8, Hide +7,
ump +5, Move

Multiattack
Any underground

Solitary (1) or
pack (1d4+2)

- nity. If successful, the skitterman

; successfu! opposed SI reng!h .check,

~ victim as the barbed tentacles rip loosei’,
Cause Panic (Su): A skitfermaw that

Combat

The skittermaw’s normal method of attack

is o bite and lash at a victim with ifs tenta-

-~ cles. Although most skittermaws have over

fwo dozen fenfacles, they can only aftack

with up 1o four at a fime, and they can :
aftack only one farget at a fime.
impraved Grab (Ex): If a skittermaw makes
a successful hit with one of ifs tentacles, it
can make a grapple check as a free. action
without provoking an attack of oppor

normal damage and is anchored 1o ifs Vig=t
tim. An attached tentacle does nor con'rmue
to inflict damage.

Once the skiftermaw has grabbed )
ger it can P its remammg fenfacles

doing S0 dqa_l_s_ 2d4 points of damage, X

manages fo grab a victim with all of its
tentacles (see-above) will project its raven-
ous hunger info its victim's mind. The
victim must make a Will save (DC 13) or
become overwhelmed with panic, suffering
a -4 morale penalty to all checks and
attack rolls until the skittermaw is detached
or kiled.

Poisonous Blood (Ex): The blood of a skit-
fermaw is poisonous to non-skittermaws.
Anyone who comes in contact with skiffer- I
maw blood must make a Fortitude save (DC

12) or take 1d4 points of tfemporary

Strengrth damage. One minute later, the

victim must make another Fortitude save

or suffer 2d4 points of temporary

Strength damage. Anyone who makes a

successful piercing or slashing melee

aftack against a skittermaw and fails a

Reflex save (DC 1) has been sprayed with

blood. A successful piercing or slashing

aftack against a skittermaw attached to a

victim automatically exposes the victim fo

the blood.




by ¢d Greenwoodb * illustrated 6y Ron Spencer

olothamp Geddarm at your
Vservice once more, gentles,
sefting truths of the Realms
before you like the moanflowers thar
drift down fo open, glowing with soft
faerie light, on warm summer evenings
in certfain forests of Faerdn.

My fopic this fime is the Rite"of the
Stag Lass, which seems to fascinate
men so that I'm often asked for rather
salacious details of it in taverns—and
even, on one memorable occasion, in
the cloisters of Candlekeep.' For those
few who know nothing of this curious
summer ritual, which rakes place each
year on the first good-weather day of
the month of Flamerule, read on.

A human woman from the city of
Waterdeep (traditionally “a noble
maiden”) takes the role of the Stag
Lass. Wearing a stag's head mask, com-
plete with antlers, and a tunic and
breeches of dark green, she rides a
horse bareback through the village of
Amphail from the direction of
Waterdeep to well beyond the far side
of the village, waving to the gathered
inhabitants all the way.

The woman then dismounts and
refurns on foof (usually af a run)
through Amphail to its central tavern,
The Stag-Horned Flagon? Along the
way, villagers who see her usually
give chase and fling goblefs of water,

soured wine, or old milk over her.

When the:Stag Lass reaches the bar
of the Stag, she must drain an old,
anfler-adorned drinking cup, tradition-
ally filled with the most bitter beer the
tavernmaster can find. At the boftom
of the cup is a beautiful piece of jew-
elry, which is hers to keep.

A bath is then brought for the Lass;
as she bathes, those gathered in the
ravern drink her health. All beer poured
in the Stag for her or for any resident
of Amphail from the moment she enters
the bath fo the next dawn is free.

The History of the Rite

This ritual has been held annually for at
least three hundred years, or so locals
believe. Although the early years are
more than a little hazy and the span
might be shorter, no one can remember
a year in which the Rite didn't occur.
The celebration commemorates the vio-
lent death of Asaudrae Daeranfree, a
priestess of Mielikki who dwelt in
Amphail over three centuries ago, and
who had the goddess-granted gift of
being able to take on the shape of a
stag. (No, not a doe, as some scholars
mistakenly “correct.”) She was wont to
spend long periods as a sfag, roaming
the forest and learning all of its lore
that she could. One day, the inevitable
befell her: Waterdhavian hunters

.-‘.‘JPJ,':‘.:-{'L‘;:':‘:.';:'i".::‘:é‘-;fibl?’?‘:é-""g"':'.";'-“y’ i

ELMINSTER'S NOTES

1. Want a little more truth? Ed of the
Greenwood asked for more details of the
Stag Lass—far more than Volo ever both-
ered 1o find out—because of repeated
demands for information from among the
ranks of gamers. I'd no inkling so many of
them were such admirers of stags.

pursued a splendid stag, wounding it
with crossbow quarrels and javelins,
and gave chase as it fled info Amphail,

These hunters claimed to have no
idea their quarry was anything more
than a beast, but villagers say they pur-
sued and flung weapons even after a
gasping, reeling Asaudrae reverted fo
her own shape. Trailing blood and
pierced by quarrels, the priestess some-
how reached the bar of the Stag, and
there she died, pleading for aid, just as
the nobles burst through the door with
their knives drawn to fell their kill.

Some cifizens of Amphail (and most
worshippers of Mielikki) believe that
Asaudrae was the goddess Mielikki her-
self, in disguise, and that the favern and
the village are sacred to the Lady of the
Forest. Many rangers and druids come
to Amphail every year, where they kiss
the tavern’s long, polished bar. No one
ridicules them; legend insists that any
true worshipper of Mielikki who kisses
the bar can henceforth ask the goddess
one question per year—and hear in her
mind a clear, honest answer from the
Lady of the Forest?

The Rite Today

For at least the last twenty years, the
Rite has been sponsored by priests of
Mielikki active in the North. These
priests provide the costume and the

S Jr.-\.c\twa-& wﬁ.._:‘-.’,'_.,
“2. An establishment descrlbed with, generos-

ity demands | say, threadbare adequacy
by Volo in his Volo's Guide to the North,

pages 17-19.

3. Volo is ever the skeptic. | tell all of ye
thus: Mielikki does answer those who
venerate her (above all other divine
beings, not merely when 'tis convenient)

faith within a year in which they put a
guestion to her. If she refuses to answer,
she tells them wherein their failure lies—
but only accomplishment of an arduous
quest can induce her fo yield up an
answer within a year in which a ques-
fioner hasn't measured up.

lod
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horse, and:fh€whave the jewelry “won”
by the Lass crafted in Neverwinter o
Waterdeep. Just who is involved . -
changes from year to year (it's an hon-
ored duty, and dream-visions sent o
the faithful by the goddess has much fo
do with who takes part), but an-elderly
priest named llkin Ermbroar is a vet-
eran of many Rites.*

The Stag Lass is chosen from among
‘the residents—nof necessarily citizens—
of Waterdeep, although she is most
often a Waterdhavian born and bred,
and usually of noble birth. “Maiden™in
this case doesn’t mean a virgin, though
the Stag Lass is usually.young, unmar-
ried, and beautiful. She is often, these
days, a worshipper of Mielikki, bur she
might just be someone who wants to do
the Rite as a lark or to gain fame,
honor, or the promise of aid in the
future—a part of the Rite that the gen-
eral public rarely knows but which
worshippers of Meilikki consider of
paramount importance.

The Stag Lass is chosen by worship-
pers of Mielikki (supported by Laeral
Arunsun and other important cifizens
of Warerdeep) in an ongoing process at
the various parties and revels held by
nobles from after the previous Rife
until the last tenday of Kythorn.

The choice is usually made by the
month of Mirtul, but there have been
instances of maidens with cold feet—or
watchful kin—who have changed their
minds or been prevented from per-
forming the Rite, af the last minufe.
“Kitten” of the Lords of Waterdeep once

SRS

“stood in” as a last-minute replacement
for a missing Stag Lass, cloaked in a
magical disguise furnished by the spells
of Laeral—and it's likely that female
apprentices from Blackstaff Tower have
done so on other occasions.

The Stag Lass is chosen thus: Bards
and storyfellers sympathetic to the aims
and causes of Mielikki tell fales to young
female revelers of the Rite and of its
importance, and speak of how the god-
dess likes to smile upon those who
perform it. “Mielikki looks af those who
bear her tokens,” the talespinners usually
say. “Tokens like this”” They then leave a
silver staghead pin, or three, for all fo
see on a rable then move on fo other
stories, usualiy mowng away fo draw
atftention elsewhere so that an interested
lady can pick up a foken unseen. They
always ensure that other identical fokens
can be found on ledges, tables, and in
many other places at the revel.

These tokens bear minor magics set
by low-level wizards of the Watchful
Order, and they can be traced. The
untaken ones are gathered up after each
revel, and any maiden who takes one is
later visited by priests of Mielikki or for-
mer Stag Lasses who befriend her and
question her about her aspirations in life.
If they don't deem her arrogant, self-
absorbed, materialistic, or manipulative,
they work around fo asking her whether
she’d be willing to be a Stag Lass.

Many ladies don'’t really want to take
part, or they change their minds after
initial acceptance because they don't
want to be seen as “strange” or “com-

; in Ermbrj:" is in rh;éame 1erms Co
male human Clr7 and is usually to be
found in wooded areas northeast of
Waterdeep. He's very weathered of face
and gnarled of hands, is thin and wild-
haired (although gray and white locks are
conquering his former darker tresses),
and wears simple robes and boots.

mon and wanton” By their peers. Still,
the seleetdts usually have two or three
suitable candidates by the end of
spring, of whom one is the most avid.
The others are eventually told that
“Mielikki desires them fo wait.”

The Route of the Stag Lass
When a Stag Lass rides through the
streets of Amphail, no locals throw any-
thing at her; instead, they often call out
or even frade jests with her, It's the
maiden’s choice whether her ride is
leisurely or a dramatic gallop. When
done, she need not dismount within
sight of the village—a priest of Mielikki
usually awaits her, up the road, to take
and fend her horse—bur she must
refurn through Amphail on the main
road and lanes, not through backyards,
orchards, or fields.

On her run back through the village,
no one is allowed to catch hold of the
Lass, directly bar her way, or knock her
down. Rangers who worship Mielikki
always lurk nearby fo see fo the safety
of the Lass, since several maidens were
either stripped and flogged in the past,
or even atftacked or carried off, by
swordsmen hired by parents or rivals
who desire that the lass fail to complete
the Rite. Some Stag Lasses fry to sprint
and arrive as unscathed as possible, and
others dawdle or flirt, Some have even
invited young children and the infirm to
douse them, and others have taken
every side lane and gate in the village
to give everyone a chance at them. The
mask must be worn, but several Lasses

\%1may- know him by his fierce green

eyes—that flame like lamps when he's
angered—and by the staff he carries: a
rough length of branch always studded
with green, growing shoots and leaves.
He carries some weight with his goddess,
| hear.




who've valued their garments above
their modesty, for they're allowed to
wear a favorite ifem or fwo as adorn-
ment over the dark green garb, have
left their costume with the priest who
took their horse, then dashed for the
tavern wearing only underclothes, or
boots, or just their own bare skins.

The cup that awaits them is larger
than many grear war-helms; the Rite is
incomplete if the Lass fails to drink all
of its contents, though she can do so in
as many sips as she desires. The drink
she downs might be so strong as fo
need chewing or so poor as fo be dis-
missed as a “dung-draught” by
drinkers, but it can’t be spoiled, nor can
it have been fainted by spirits, poisons,
or anything else not normally present
in such a quaff.

The jewelry at the bottom of the cup
is always fashioned of silver or gold in a
smooth-curved or swirling design and
set with gems. (Blue, brown, and green
stones are favored over red, yellow,
and orange gems.) It's usually worth
more than 25,000 gp, and it bears a
minor everbright enchantment, though
some of these “Rife gift” pieces have
been enchanted with the ability to glow
with a faint, localized faerie fire (usually
blue-white) when grasped and ordered,
or if the bearer is in the presence of
strong magic or danger. Stronger
enchantments are rare, though at least
once the equivalent of a Quaal’s feather
foken has been given.

The Lass bathes in full view of all, in
an open carry-bath usually set on a

THE MOST IMPORTANT GIFT GRANTED TO THE

table in the taproom of the
Stag-Horned Flagon. The bathing
can be performed clothed, unclad,

or partially clad, but it must be
barefoof and unmasked.

Most Lasses remain at the tav-
ern overnight (their stay is, of
course, for free), feasting and
drinking with all who care fo visif, _
but they don’t usually stay in the ?’y
bath for long. Priests of Mielikki 3
take it away and pour its water
on gardens and newly planfed
trees with blessings for
lush growth.

STAG LASS 1S SOMETHING FEW KNOW ABOUT ...




5 A lass rb watch, to be

The Boons _ -
The most important gift granted to the
Stag Lass is not the jewelry but some-
thing few non-Mielikkians even know

about: the.promise of the senior priest

of Mielikki presiding over the Rite fo %
aid the Stag Lass in any one future *
deed or endeavor. Past instances of -

. such aidrhave included rescuing a Lass

from an unhappy marriage, capiivity,
the ravages of disease, blackmail, and
even unwantfed pregnancy when a hus-
band wanted sons from an ill wife.

_ This promise binds the collective
clergy of Mielikki, not just the individual

_priest; some aidings have involved the =

ok

promised his daughter in mar;"iagmo

“another noble would be widely crifi-

cized in Waferdeep if he forced her fo
go through with the wedding, or openly
punished her for failing to do so, after
she performed the Rite and then
refused the match.

Performance as a Stag Lass also

“offers a face-saving escape from jus-

tice for minor offenses, but more often
the rite simply allows a shy and overly
nagged or confrolled maid a chance to
spread her wings and taste some
independence.

Persons sympathetic fo Mielikki (expe-
rienced frail-guiding rangers in particular)

A STAG LASS WHO HAS COMPLETED

THE RITE IS CONSIDERED TO BE FREE

OF ANY FEUDS, GUILD MEMBERSHIPS,

MARRIAGE AGREEMENTS, OR

OTHER OBLIGATIONS...

work and aftention of forty priesfs or
more. One Stag Lass was recently faken
clear through the High Forest by a ranger
fo escape pursuers. Another, some years
back, had her debts paid off by the clergy
fo keep her from being jailed or sold into
slavery by creditors. A third was hidden
by the clergy under a variety of shapes
and names fo keep her alive long enough
to inherit family wealth and fitle in the
face of relatives who wanted fo arrange
her “accidental” demise.

Traditionally, a Stag Lass who has
completed the Rite is considered to be
free of any feuds, guild memberships,
marriage agreements, or other obliga-
tions that her noble birth or actions of
her parents or guardians have drawn
her into—if, that is, and only if, she
desires to be so freed. A father who

often agree fo guide and guard the Stag
Lass on a frip fo a desfination of her
choosing immediately after the Rite. (This
is not considered to be the aid promised
by the priests, but something exira.) Such
a service allows an unhappy, oppressed
young lady the chance to escape
Waterdhavian life for good.

There are rumors that fervent wor-
shippers of Mielikki who perform as
Stag Lasses launch themselves on
careers in the church of Mielikki, in
some cases even acquiring priestly
abilities where they lacked all aptitude
before. These few are favored by the
goddess lifelong—but only clergy of
Qur Lady of the Forest are qualified to
speak on such things, and to date they
haven't cared fo.

Current Clack

One recent Stag Lass of note was
Cheslaera Fallowfern, born of a wealthy
merchant family of the North Ward.
Her family was the sort sometimes
called “swirlcloaks” in Waterdeep,
because they aren’t noble but would like
to be, and they attend all the right rev-
els, buy the favor of nobles, and ape
the habits, dress, and inferesfs of the
nobility in hopes of being mistaken for
them. Cheslaera was a plain, rather
sulky girl, bored and unregarded—but
she had a will of iron and dreams of
seeing the Realms and obeying no
father or husband. She walked unclad
to the tavern, making no attempr fo
avoid being pelted or ridiculed, and she
even waifed ar one coffage while an old
man foo feeble fo expect fo take part in
the Rite went to his larder to get some
wine to dash over her. Cheslaera
arrived in the Stag in the midst of an
admiring throng, danced the night away
when the Rire was done, and by morn-
ing had gathered half a dozen smitten
adventurers around herself to form a
new adventuring band.

The Flaming Sword Riders rode
straight to Silverymoon to request a
charter from Alustriel, received one,
and have spent their days since battling
orcs and other beasts in the North,
They have also explored ruins and
isolated wizards' fowers, and uncovered
at least one dragon hoard, which, so the
rumors run, is haunted by the chilling
spirit of either an undead dragon or one
of its victims.

Cheslaera is the leader of the Riders
and has become a woman of wealth and
influence with investments (and lovers)
in Waterdeep, Silverymoon, Everlund,
Neverwinter, and Secomber. She's said
to be contemplating either founding a
new fortress-city in the North to trade
with the barbarians and dwarven and
gnome miners or else taking service
with Alustriel in defending and expand-
ing the nascent realm of Luruar.® o

-

sure. More hard-
faced than handsome and more rough than
refined, aye, but she did come across an
enchanted blade with a mind and will of its
own—one that had mastered more men than
| care to recall and bent it to her will. Nay,
Il not say its name and powers here; every
adventurer should be allowed some secrets.

PERFORMANCE AS A STAG LASS.ALSO

OFFERS A FACE-SAVING ESCAPE FROM

JUSTICE FOR MINOR OFFENSES.




In the world of DRAGONLANCE, there are dozens of A-list
characters. Here, it's your challenge to put 31 of those characters
into the grid using only their lotter Asas your guide. All the

As have been provided. Fill in the names across and down,
interlo&:king words like it Scrabble. Twe letters cannot be
adjacent to one another without being part of the same entry.

When you’re C[DT.'I.E, Some squares will be empty. Watch your
step, because this one’s for Legends only!

A

This one might require dusting off your old
gaming books. In the Ist Edition Monster
Meanual, there was a named being who, when
the letters “CH” were added to his name, made

a word that meant either “one who kills” or “one
who sends out cabs.” Who was he?

* You con find the solution to this
-:MINDELASTm'psg;gga. = Z
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The spells are:

1 spider climb
2 fireball

3 sugury

4 call lightning

5 Tenser's transformation
(]

7

8

Leomund's secret chest

snakes to sticks (reverse of sticks to snakes)
jure (water) el tal
9 mirror image
I0 find familiar {Ist Edition only)
1T silence I5'radins

TEWORD LISTH |

ARIAKAS G_ARGATI-! LAUR;'-\.NA STURM

12 slow poisen

ASTINUS GILTHAS OTIK TANIS A

BRODARN HEALL REDMON  TARN > R

BUPU HUMA SANTO THEROS I5 reincarnate (but not reincarnation)
CARAMON KANG SARA TIKA 16 ;nnssmorph

CLAES KARRIGA  SILVARA TOEDE 17 blink

FEATHER KITIARA SITHEL USHA I8 suardsand wards

FLINT KOTHAS SOTH 19 delayed blast fireball

feign death



iveniures on historical or
tales? Which are your

think that a lof of Gamemasters fry
me fime or another to experiment
ifferent game seitings. Sure, it’s
ccifing fo run your players through a
REYHAWK OF a FORGOTTEN REALMS
campaign, but at some point we all need
a break from the norm.

1 RAN THEM THROUGH A NORSE-STYLE CAMPAIGN

wenching. Affer a couple of sessions of
this, | brought about Ragnarok, the
destruction of the world, and the players
found themselves fighting at the sides of
the gods for the fate of all mankind. |
had the players fill a crucial role in the
fate of the world and, as luck (or GM
design) would have it, they managed fo
help save mankind. They also managed
to save the life of Thor by aiding him
in his batfle with the Midgard Serpent.
By the end of this campaign, almost
all of the player characters were very

FOR SEVERAL ADVENTURES BEFORE 1 MADE SURE

THAT THEY ALL DIED TO THE LAST MAN.

At one time, several years ago, |
decided to let some players roleplay a
bunch of herces in Valhalla. | ran them
through a Norse-style campaign for
several adventures and let them gain a
few levels before | made sure that they
all died to the last man. The last thing
their characters heard were the wild
cries of the Valkyries as they galloped
out of the heavens. Of course, feeling a
little mischievous, | left them all hanging
at that poinf until the next gaming
session. Needless to say, they were not
happy campers af the end of that night.

However, the next week we resumed
where we left off, and my players were
pleasantly surprised fo learn that they
had been chosen by the Valkyries fo go
to Valhalla. Since they were so happy, |
put them through an endless cycle of
days of bloody battle and nights filled
with singing, dancing, drinking, and

=~ A

Question of the Month

high level, and they were refired from
play. As a matter of fact, they achieved
almost demigod status, without the
godlike powers, and were revered as
heroes by mankind.

Gefting away from the normal D&iD
world can be exiremely enjoyable for
both players and DMs. However, we did
go back 1o a ForcoTTEN Reatms
campaign after all was said and done. As
much as | enjoyed frying fo accurately
run a Norse campaign for my players, |
think that they much preferred an
environment like the typical D&D world
where magic is more prevalent. Running
another historical campaign is something
that | fully intend to do in the future
though. I'm thinking that I'll probably do
something in Ancient Greece or Rome.

Nathaniel Broyles
Rogers, CT

That Wacky Tolkien Guy

I'just picked up Dragon #271 and
immediately flipped to the “Forum” page
(after reading the “Countdown to Third
Edition,” of course). | wholeheartedly
agreeawith Rhian Hunt's statement that
roleplayers are inferesfed in fopics
besides game mechanics. In my opinien,
interpretations of and adjustments fo the
mechanics should be more a matter of
personal preference than a struggle fo
establish a single, universal docirine.

While | agree with the spirit of Hunf’s
arficle, however, | fake issue with ifse
content. With all due respect fo JRE:
Tolkien, I think Rhian Hunt exaggerafes
Tolkien’s contribufion fo the fundamental
concepfs of fantasy roleplaying. No
arfist or writer exists in a vacuum; all of
them are, to some degree, the sum of
their influences. Tolkien was no
exception. He primarily drew his
influences from Norse mythology and
Northern European folklore, and he
borrows several concepts from these
traditions: elves, dwarves, broken magic
swords that need fo be mended, dragons
with weak armor over the heart, birds
giving advice fo heroes, and magic rings
a-plenty. However, as an educafted man
of the first half of the twentfieth century,
he could not have been ignorant of
Greco-Roman myfh or the Biblical
tradition.

Hunt claims that the adventuring
party is a “cheap knock-off” of Tolkien’s
Fellowship of the Ring. However, Frodo
is not the first epic or literary hero fo
be accompanied by companions. Jason
did not quest for the Golden Fleece:
alone; he brought a boatload of
Argonauts with him. Hunt mocks the

WHAT DO YOU THINK OF THE NEW D&D GAME, NOW THAT YOU’VE TRIED IT?
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adventuring party. in which each
member confributes to a broad range of
skills. Yet each of the Argonauts had a
special skill to confribute to the quest
for the fleece. Without Orpheus's music,
the crew of the Argo would have suc-
cumbed fo the sirens’ song. Without the
winged sons of the North Wind, Tiresias
the Seer would not have been saved
from the harpies and thus could not
have offered his valuable advice.
Without Medea’s magic on the return
voyage, Talos the bronze giant would
surely have killed all the Argonauts.

In Norse mythology, Thor did not
encounter the giant king Utgard-Loki
alone but was instead travelling with Loki
and two human servants. There are
examples oufside of Western culture as
well. In the Japanese fairy tale of
Momotaro the Peach Boy, Momotaro is
accompanied by a bird, a dog, and a
monkey, each of which has a role to play
in defeating a band of marauding ogres.

Hunt then claims that Tolkien
invented the concept of the dungeon. |
assume he means the accepted D&tD
definition of dungeon, which is an
underground complex populated by
monstrous adversaries and fraps. This
idea is also well established in older
literature. Theseus did not fight the
minofaur in an open field, but at the
center of the Labyrinth, the mother of all
mazes. The Labyrinth was not ludicrous—
it was built as a maze to keep the
minotaur in, not fo keep invaders out.
Many of Robert E. Howard's Conan
stories, which predate The Lord of the

| DECIDED T0 USE THE PRESET CAMPAIGN

that the existence of#fantasy roleplaying

can be greatly atiributed to the influence =

of Tolkien’s work. However, we should
not forget the contribution of the
ancients. As Hunt implied, Tolkien's
works are part of a long tradition of
epic myth and legend.

We should also not ignore the
confribution of other authors fo modern
fantasy and roleplaying. Unforfunately,
mosf fantasy fiction authors today seem
more inferested in producing inferior
facsimiles of Tolkien's work than in
frying anything innovafive. They also
forget the contributions of pioneers like
Michael Moorcock, Ursula LeGuin, and
Jack Vance fo the fantasy genre. Be
honest: Do most D&tD campaigns reflect
the epic literary grandeur of Lord of the
Rings or the swashbuckling, money-
grubbing, backstabbing heroes of Fritz
Leiber and Steven Brust?

| am eagerly anticipating the release
of grd Edition. The designers have
shown, in their art and in several other
areas, that they are willing fo go beyond
the standard Tolkien archetypes and
give the DM free reign fo create a
campaign in his own image. Thumbs up
to the men and women of the 3rd
Edifion design feam.

: Joe Giammarco
Stoney Creek, Onfario, Canada

WORLD OF TOLKIEN'S LORD OF THE RINGS...

Rings by almost three decades, feature
dungeon crawls as well. It was pulp
stories and serials of the same era that' *
inspired the Indiana Jones films, along
with their attendant dungeons.

Finally, Hunt gives Tolkien credit for
the subraces of elves. Actually, there
were both light elves and dark elves in
Norse myth, known as “ljos alfar” and
“svart alfar” respectively—and, ves, the
dark elves did have black skin (not blue,
as Hunt erroneously claims) and lived

~underground. »

| de not deny the fact that Tolkien is
likely responsible for the modern literary
genre of fantasy fiction. | also accept

BIG MISTAKE.

Inspirations

#° The May Question of the month was
pretty good. | have been playing the
game now since it came out. | ran my
first campaign in 1976, and boy was |

clueless. | decided to use the presef
campaign world of Tolkien’s Lord of the
Rings to help me get going—big mistake.

| tried to make the campaign fit info
the constraints of the book, basically
trying fo recreate the fale | loved. My
players hated it. Most of the encounters
were with orcs, of course. The players
got to the point where they wondered
jusf how many orcs Sauron had. When |
said he had as many as the “sands on the
seashore,” my nephew said he was going
to keep track of the orcs he killed so
there would be a few less.

The next time | tried to recreate any
part of a world from a book was much-
later. | just found an old copy of The Last
Unicorn and decided that it would be a
really great campaign world. This time,
rather than attempting fo force the
story, | used the characters to create a
RavenLorT domain. | found that Haggard
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made a'x&onderfu%dark'_lord. Throw in
his son as Paladin, the old wizard, and
the bumbling Shmendrick, and you have
a great place for a party to adventfure.

In over twenty years of playing and

DMing, | found books to be an
inspiration. They can help us create
some really great story hooks,
characters, and realms, buf they can
never replace the imagination and
inspiration of the DM. o
‘Rich Haton
= Terre Haute, IN
Dead is Dead %
At the behest of one of my players, | am
writing in fo share my opinions on the
occurrence of raising and resurrecting
spells in my campaign. | have been the
DM for two campaigns over twelve
years, and in that fime, there have been
no raisings or resurrections, in the
strictest sense of the terms.

-~ balance. | use the Hovering on Death’s

Door optional rule, and occasionally, just
fo prove that I'm not getting soft; | have
killed off characters—usually after
warning people ahead of fime that the
next episode will be a hairy one and that
they have the option of not partaking.

- Some people might be scared off or
offended by this style, but my players
love it. They enjoy if because | apply it
to the villains as well, and my campaign
has a plethora of individuals that

NO CLASS SHOULD BE ALLOWED 10 HAVE

|ORS.

MULTIPLE ATTACKS ASIDE FROM WARI

In my campaign, the raise dead and
resurrection spells are effectively Quest
spells. For that matter, raise dead doesn't
even exist. If you earn a Quest spell, it
should be the best of its kind, not a poor
man’s version of the same spell. My
players have never encountered a sef of
‘circumstances in which they both earned
the rights

‘People when they first sit down

in resurrection and that | adjust my DM
style accordingly. That is to say, | am
more forgiving on saving throws, ability
checks, and in other circumstances
where a characfer’s life swings in the
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g table that | do not believe

everyone loves 1o hate, They also know
that if a death occurred, it was because
somebody was caught napping or
because they were outmanned,
oufgunned, or outclassed. Simply put, |
expect the best from my players, and
they expect no less from me.

There is one spell that has been
overlooked in the class of character
saving magic; that is the reincarnate
spell. This spell is sth level in my

‘campaign. If a player is willing fo give up
-~ the appearance of his character, and o
- extensively rework his abilities in some

instances, then that kind of loyalty is fo
be encouraged and rewarded. One of my
players is currently playing a bard who

began play as a half-elf and was
reincarnated as a minotaur. My player
was unsure of the new face on his old
character ar first, but now he loves it,
and has actively refused and avoided
opportunities fo assume a less mon-
strous appearance.

There exist many ways of saving
characters who have yet to live up fo
their full potentials without resorting
fo “character reboots” Reincarnate
them, have them assume a form of
undead or spiritual status, and make use
of magic items. Use a method of holding
up death, similar fo Hovering
on Death’s Door, to give players a
chance fo think of something. You
won't be disappointed.

Jim Castlebury
Carthage, IL

Sorcerers Supreme

| fell in love with the sorcerer class as |
read the details of it. Never having been
a big fan of memorization and the like, |
was excited by the prospect of being
able to choose which spell fo cast on the
fly, as well as having an increased
number of spells per day at low level.
The idea of Charisma as a sorcerer’s
prime requisite and the early rationale
for their existence was also very
inferesting.

My playtest experience as a player
was quite lopsided: | mainly played single
or multiclass sorcerers. ['ve played
cleric/sorcerers, bard/sorcerers, and
even a halfling barbarian/sorcerer. I've

t tasted the full fruifs of sorcerous magic

as a high level character and eeked out
an existence as a low-level character

i with limited spells. | have even played a
| spellcaster with a decidedly sub-par

Intelligence score,
When asked to describe my favorite

. part of the new edition, | do nof even
~ hesitafe: It's the wily new spellflinger, the
. Sorcerer.

John “Seanchai”’ Grose
Aurora, CO



Baffled and Bewlldered

This letter is in response fo Scott Wylie

Roberts’s letter in DRAGON Magazine #272.
So many of Mr. Roberts’s points were

well founded that | was dismayed to read

many of his personal opinions included in

j' which a player played a “good” halfling or
- gnome. Many are the “stunties” that I've

. played or DMed that increased the

. enjoyment of the game. If's not about the

race, but about the player.

As far as replacing them with goblins?
Come on! Talk about annoying,
unadventurous, and pathetic. The only

~ thing that meefs those qualities more than
e a goblin is a kobold.

does if not over-emphasize the healing
role, it gives the priest’s player the
opportunity to choose other, more
versatile spells, while retaining the ability
to help those in physical need, thereby
making the priest a more valuable

AS LONG AS THE GROUP 1S HAPPY,

his mail. | think that the problem started
with the fact that he uses 30+ pages of
house rules on top of the multitude of

prepripted materials, and that he already
foresegs that he'll need four or five pages
of house rules when he converts to 3rd

Edition, even though it hasn't been
published yet. This made me wonder, at
the beginning, if his letter would be
entirely pessimistic. As it turned out, that
was mosfly the case.

| was curious about a few of the
statements he made, and | had fo ask
Some questions.

What do Jackie Chan movies have to
do with monks, aside from martial arts?

How is it stupid for priests to be able
to memorize spells yer still be able to
swap them for curing spells of the same
or lower levels? This is in no way a spell-
point system, and it helps represent the
inherent wisdom that the priest
possesses. Thus, regardless of what the
players stated spell choice was, it
demonstrates that the priest had the
foresight to be prepared fo cure some
wounds, poisons, and so on. Nof only

THE GAME IS GOOD.

member of the adventuring party.

What makes gnomes and halflings
uninferesfing, unadventurous, pathetic,
or unplayable? Please note that | did not
disagree with “annoying,” as a well-
played halfling usually is.

It seems fo me that Scoft has never
played in a campaign, or DMed one, in

| have played with those who chose

drow PCs. | have played in Shadowdale.

| have been in ForcoTTeEN ReALMs cam-
paigns in which the DM made them his
own and the players had no way of
abusing what was in the books, as it was
all subject to DM approval. None of this is
symptomatic of a problematic campaign.
What struck me throughout the
reading of Scoft’s letter was that all of

~ the stated problems were player oriented
- and didn’t have anything fo do with the
rules. Perhaps the game could be more

enjoyable for him if he were fo look
beyond the books.

Although | disagree with his reason
(that it would be too hard for him to
coordinate), | have o agree that no class
should be allowed to have multiple attacks
aside from warriors. That is one of the
abilities of fighters that set them aside
from other classes. It represents their
devotion to their martial skills, while the
wizards devote their efforts to their
minds, the priests to piety, and the
rogues to manual dexterity. With few
exceptions (war priests, for example) this
should be the warrior’s sole domain.

| wish Mr. Roberts good fortune in his
future gaming endeavors. As long as the
group is happy, the game is good.

Eric Wessels
child_of_light@netzero.net
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Dominaria wasn't always filled with quis_f 'e_éth
and unseen peril. It used to e much worse.
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-~ The Shattered Alliance
The lce Age has come to an
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troubles have only begun.
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N W D&D f you're any kind of D&tD fan, you're
e : 2 I mind is probably reeling. You've got
Mln 15 a whole new Player’s Handbook to
= ' assimilate, and now nothing is cerfain.

lncoming!

By Chris Pramas

Should you keep your old characters
and franslate them into the new edition,
or start a new game with new charac-
ters? How does a sorcerer compare o
a wizard? What the heck is an attack of
opporfunity?
Believe me, | understand. That's why
I'm not going to do a rules heavy col-
umn this month. I'm going to give you a
chance fo digest everything that’s new,
and we can begin discussing how to best
use minis in the new edition of the D&D
game next issue.
This month I'd like fo concentrate on
_ the miniatures themselves.
—— _ Coinciding with the release
"% of the new D&D
% game, we have 24

Photos by Craig Cudnohufsky
Miniatures painted by Litfle Elves
Dioramas by Kim Graham

new blisters of miniatures. These have
been sculpted with the look, feel, and
rules of the new game in mind. |

What does this mean? Well, the sor-
cerer figure is armed with a spear, a
simple weapon that even spellcasters
can use. We've got an honest fo Zen
monk and newer, meaner versions of
old enemies like the umber hulk and the
beholder. You might also notice the
celestial eagle and wonder why we
chose this for the first release. Well,
nearly any 1st-level spellslinger can
cast summon monster | and receive the
aid of a celestial eagle. As we release
more miniatures, you'll find that they
relate closely to the rules and adven-
tures of D&tD. Planning can be a
wonderful thing.

When you see the new minis in
stores, you'll note that many of them
come in pieces. While we wish that we
could bring you a single piece umber
hulk, the realities of casting dictate oth-
erwise. After a big figure is sculpted,
we actually have to cuf it up fo make
the molds. This is the only way to cast
them, and it requires some clean up
and gluing on your part.

But fear not, here is a simple guide

on how to ready your models for

play. Those blisters full of bits
will turn info beautiful miniatures
in no time.
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WHAT
YOU'LL NEED
1

A hobby knife, such
as an ExActo knife
2

A small file.

3

Superglue or

i i 5 minule epoxy.

If you've never done this before, don 't worry. 4
Ir's easy, and I'll guide you through the process Spray primer.
up fo the point of painting. Over the following
months, I'll be providing some painting tips so
you can make your minis look even better.

HOW TO DO IT
With equipment at
hand, you are ready
to begin. You'll also
want to lay down
some newspaper
to catch the
metal bits and
protect your
table From
glue spills.

PREPARING YOUR MODELS

Some minis look great right out the blister, but even
they can benefit from a few minutes of preparation.

REMOVE FLASH
Miniatures often have bits of excess metal
hanging off of them. This is known as flash, and
il's a by-product of the molding process. You'll
want fo remove it straight away, so take out
your hobby knife and cut away any excess bits.

FILE EW NG LINES
Sometimes small ridges form where the two
halves of the mold meet. These are known as
parting lines, and you'll want 1o file these away.
They are usually very fine lines, so it only takes
a minule fo take care of them. Be careful that
you don't file off the detail of the figure though.

pieces. Before you attempt to glue together the
pieces of such a model, clean all the paris as
instructed above. Then test fil the pieces fo see
il they fit snugly together. If they do not, file
down the pieces until you have a better fir. For
the glue 1o make a strong bond, you want fo
make sure the pieces have maximum contact,

i MINIATUBE
Once you've checked the fit, you can glue the
pieces together. Many people use superglue
because it dries very quickly. Others prefer
5 minute epoxy. This type of glue is more labor
intensive, requiring you to hold the pieces
together for 5 minutes. However, il creates a
stronger bond and is recommended for larger
miniatures.

Our new minis come with plastic bases, so
you'll want 1o glue the figures into their bases as
well. | recommend the 5 minute epoxy for this,
since it fills up the slof in the base nicely. You
also don't have to worry about holding the
pieces together. Simply apply the glue, slide the
figure’s 1ab into the slot, and let it dry.

SSEME]

PRI

Now that your miniature is clean (and assem-
bled, if applicable), you can apply an undercoat
of primer. This undercoal provides a nice sur-
face for the application of other paints and is
recommended i’ you plan to paint your mini.

Primer comes in a variety of colors, though
white and black are the most common. Use white
it you plan 1o use bright colers on the miniatures
and black if you want a more subdued look.
Several brands of spray primer are available,
and you should be able to find them at your local
hobby retailer. It's also possible to hand prime
your miniatures, but this takes longer.

AING

Once you've finished priming your figure,
you're ready fo paint! b
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“Sage Advice,”
DrAGON Magazine

1801 Lind Avenue S.W.
Renton, WA 98055

This month, the Sage considers your
guestions about the new edition of the

Need Some Help With Your Game?

How does a multiclassed character add
skill points? All of the examples use
single-classed characters. What happens
g when Leopold, a rogue with an
. Intelligence score of 14, switches to a
fighter after 1st level? This would make
I Leopold a 1st-level fighter/ist-level
rogue, right? Does he get 2 skill points
for being a fighter, plus 2 points for
Intelligence? Does he get 4 skill points
for being a warrior-type character (as
barbarians and rangers do)? Does he
get quadruple skill points for being first
level? And if Leopold is a human, does
he get his +1 skill point for being human
again? How do | determine how much a

skill costs a multiclassed character, and

how do | figure out a multiclassed char--
acter’s maximum rank in a skill2 =~
Leopold gets 2 skill points for gainin;
fighter level, +2 skill points for his
Intelligence (and +1 point | lf Leop
human). .
You mulrlply a cha- BT

IN EUROPE:
“Sage Advice,”
DracoN Magazine
Wizards of the Coast, Belgium
P.0. Box 2031

2600 Berchem, Belgium

ar class, as shown on Table 4-1 in
e Player's Handbook, plus any adjust-
ents for race and Infelligence scores.
Leopold had added a level of ranger
* barbarian, he would have added 4

skill points for his class, plus 2 points

for Intelligence (and 1 point if he's
human). ,
When a multiclasséd character gains
skill points from a newly added class
level, he must spend those skill points
as if he were any other member of that
class. For exam
fighter level, he purchases ranks in the
Hide skill as a cross-class skill, and he
can't purchase any ranks in Use Magic
Device (because that skill is exclusive
to rogues and Le‘apold is buying skills

“Sage Advice,”

Dracon Magazine

Wizards of the Coast

P.0. Box 61

Maidenhead, Berkshire SL61FX

maximum rank in the skill is his charac-
ter level + 3; if a skill is not a class skill
for any of the character’s classes, the
maximum rank is half that.

| have a multiclassed dwarf who is a
6th-level fighter and a 1st-level rogue. |
want to pick up a level of cleric. Am |
correct in thinking that my character
doesn’t incur any XP penalties because
fighter is her favored class and her
other two classes are within a level of
each other? ;

Yes, you are correct, The levels a char-
acter has in a favored class don't count
when determining if the character suf-
fers an XP penalty for multiclassing.




penalty to Infelligence and Charisma,
especially considering the half-orc’s
6o-foot darkvision and favored class of
barbarian. Numbers alone don't always
tell the whole story.

Is the refocus action intended for the
next combat round only? Do you reroll
initiative the next round? | can see this
being abused by most all characters who
do not gain a very good iitiative for
the combat session: They can refocus
and possibly win inifiative for the rest of
the combat.

When you refocus, you spend your
entire round refocusing. You cannof
act or move (nof even a 5-foot sfep).
You do not reroll initiative next round;
your initiafive is freafed as though

In the D&tD game’s cyclical initiative
system, it's almost always to your
advanfage fo act as soon as you can,
and refocus actually delays your acfion
by forcing it info th
delay or ready is ju
smartfer than refocusing:
only time refocus isn't a foolish thing to
do is when you've got absolutely noth-
ing useful to do anyway.

however, you are subject fo aifa
opportunity. (If your opponent h
reach, you can forget about gettir
away without drawing an arrack of
opportunity.)

Even if you take advanrage o

someplace where your opponent can-f'
follow fo get away clean '

The 2nd-Edition D&tD game had a rule
that allowed characters with multiple
attacks fo attack before foes who were
entitled only to single aftacks, but the
rule also made them waif to make the
second and lafer affacks until their foes
had acted at least once. The full attack
action seems fo bre_ak that rule. Does if?

HOW CAN | GET AWAY FROM SﬂMEﬂ : WIIHUUT

you've rolled a 20 on your initiafive
check. Though many people seem fo
think refocus is great opfion, it’s
seldom—if ever—worth doing. (See the
next guestion.)

‘What's the use of the refocus action

when you can ready an action and go af

the highest person’s iitiafive?

If you ready an action and then act
when a person with a higher initiative:
acts, you're effectively giving up your
action so you can go earlier in a lafer

.cus could be berrer because
- your initiative number even

If | want to disrupt someone s spall do 1




If I'm fighting with two weapons and |
have multiple attacks (say, two at +6/+1),
do | then have three attacks per round,
or do | use the second weapon for the +1
attack? How do | calculate the bonuses
(assuming | don’t have Ambidexterity or
Two-weapon Fighting)? Do | use the +6
or the +1 for calculating the penalty for
the additional attack?
A second weapon gives you one exira
atfack each round at your best aftack
bonus. You make your normal number
of attacks with your primary hand and
one aftack with your other hand. When
you use an exira weapon, however, all
the afttacks you make suffer a penaity.
If you don'’t have the Two-Weapon
Fighting or Ambidexterity feats and
you're not using a light weapon in your
off hand, all the attacks you make with
your primary hand suffer a -6 penalty,
and the attack you make with your
other hand suffers a -10 penalty.
Assuming no other bonuses, the char-
acter in your example would make two
attacks with her primary hand at +o/-5
and one aftack with her off hand at -4.
If you use a light weapon in your
other hand, the attack penalties are
slightly lower. See Table 8-2 in the

\Sean K Reynolds

Pla’s Handbook (and the Txr
accompanying it) for details.

Is a natural 2o always a hit and natural 1
always a miss when attacking? Is a natu-
ral 2o always a success and natural 1
always a failure when rolling a saving
throw, an ability check, or a skill check?
On an attack, a roll of 20 on the die is
always a success and a roll of 1 is
always a failure. This represents the
inherently chancy nature of combat,
and the innumerable variables that are
completely beyond the character’s con-
trol. In the case of attack rolls, common
sense prevails. A roll of 20 can't pro-
duce a hit when a hit isn’t possible
(such as when a target is beyond a
melee atftack’s reach or a ranged
aftack's maximum range). Some cir-
cumstfances always produce a hit or a
miss no matter what the attack roll is.
For example, an affack against a con-
cealed targef has a flaf chance to miss
(see Table 8-10 in the Player’s
Handbook), no matter what the attack

BLESS WEAPON +
IMPROVED CRITICAL

Using the feat with a weapon under the
influence of this spell. doubles the frequen-
cy of its critical hits against evil foes .
(since every threat is.aufomatically a eriti
cal hit). Since the spell a

weapon, it can be cast on

ed by non-paladins. Althol

available to'paladins of 14th level and
higher, the spell works on a magic weapon
(as long as the weapon doesn’t already
have a critical-related magical effect), so
its effects can stack withiany: abilities your
high-level character’s weapon has.

roll is. Likewise if you perform 'ai_"é'bu'p._'_ ==
de grace or take a full round to line up
a melee attack on an unattended obiject,
you always hit. =
Saving throws are similar fo aftach
rolls in that there's always a little sor
thing beyond the character’s control.
Like combat, there are cases where the
roll is irrelevant, even if it's a brRos - -
Creatures that are immune fo an
form never have to roll saving thro
against that attack. Likewise, if a spell
or aftack form doesn’t allow a saving
throw in the first place, you can't ro
saving throw and hope to gef a 20.

NODWICK #4&
DORK TOWER 49
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IS IT POSSIBLE TO USE A SPELL SUCH AS

DETECT MAGIC OR DETECT EVIL T0

DETECT AN INVISIBLE FOE?

Skill checks are not subject to auto-
matic success or failure. Some fasks are
just foo easy for failure or too hard for
success. (Most people don't fail once on
every 20 affempis to fie their shoes.)

Ability checks are likewise not sub-
ject fo automatic failure or success. (No
matter how lucky you are, you're just
not going to kick down a castle wall.) If
the DM feels that chance might affect
the outcome, a saving throw or an
artack roll is probably more appropriate.

We’'ve noficed a number of instances in
which you can divide a number and
round the quotient up or down, but the

THE WORLD’S FASTEST HALFLING

rules don’t say what to do, Is there a
general rule thar we've overlooked?
indeed there is. You'll find it on the first
page of the appendix (page 275) in the
Player’s Handbook. Always round a
fraction down (even if if is bigger than
one half) unless the rules specifically
tell you to round up:

Since an Empowered spell affects half
again as many fargets as ifs normal ver-
sion, why doesn’t a 5th-level wizard’s
Empowered magic missile fire off more
than three missiles?

It doesn’t fire more missiles because the
Empower Spell feat increases a spell’s

A halfling with 20 Dexterity and 4 ranks in Jump and Tumble has +g on Tumble
checks (+5 Dex, +4 ranks) fo move around opponents without drawing attacks of
opportunity. At znd level, she ean add 1 rank to each of those skills, increasing that
bonus to +12 (+5 Dex, +5 ranks, +2 synergy), and improves her AC when using

the fighting defensively or full defense actions.
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variable, numeric effects. In the case of
masic missile, that's the spell's damage,
nof the number of missiles. A spell such
as sleep, on the other hand, affects a
variable number of targets (2d4 HD
worth of creatures). An Empowered
sleep spell affects 2d4 x 1.5 HD worth of
creatures.

Is it possible to use a spell such as
defect magic or detect evil to detect an
invisible foe?
Yes, but not efficiently. Let's say a
character uses a defect magic spell,
though the following example applies fo
any detection spell. The spell reveals
nothing abouf the invisible opponent
unless the character happens to aim the
spell at the area containing his foe. If
the enemy is using an mvisibility spell, a
spell-like invisibility power, or a super-
natural invisibility power; the detect
magic spell merely reveals that there is
magic somewhere In the area. The '
detect magic caster has no idea where
the magical aura is, what sort of crea-
ture or object bears the aura, or
whether the aura is in motion. =
One round larer, the defect magic -
user can search for magical auras
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again. If the user manages to aim the
spell at the invisible foe once more, the
detect magic spell reveals the number
of magical auras on the foe and the
strength of the strongest aura (because
the user has scanned the same subject
for 2 consecutive rounds). The detect
magic user sfill has no idea exactly
where the foe is, what the foe is like, or
whether the foe is moving.

After another round goes by, the
detect magic user can scan for magical
auras once again. If the user is lucky
enough fo cafch the invisible foe for a
third fime, she will have scanned the
same subject for 3 consecufive rounds.
The detect magic spell now reveals the
strength and location of each aura. The
detect magic user siill does not “see”
the foe and does not know whether the
target is moving. (She knows only the
strength and locations of magical auras
during her furn in the initiative order.)
In this case, a “location” is the 5-foot
square that contains the aura. If the
creature or item bearing the aura fakes
up more than one square, the defect
magic user can gef some idea of its
size. (See “Big and Litile Creafures in
Combat"” in Chapter 8 of the Player’s
Handbook.) It is possible for the detect
magic user fo aftack the location of one
of the auras the spell has revealed. If
the spell revealed auras in different
locations, the defect magic user sill
might not choose the right location 1o
‘attack. Even if she does, the foe has

_ _'rhe attack rcll i
_Re_member

_ral ccmcealman‘r an he amick has a :

Can characters choose “unarmed
strike” as the focus of the Improved
Critical feat?

Yes. An unarmed sirike or another
natural weapon is a “weapon” for
purposes of the Improved Critical
feat (and for most other purposes).

If you go from a medium load fo a
heavy load, your movement doesn’t
change. Why is this? Everything else
changes.

higher than its creafor’s level at the
time the item was made, and no lower
than the minimum level required fo cast
the spell effeci the item generates or
the spell used o ereate the item.

The DunceoN MasTeR's Guide, which
will be released in September, has
default caster levels for magic items.
Until then, just assume that an item’s.
caster level is the minimum required fo
cast the effect the item generares. For
example, casting fireball requires a 5th-

CAN | USE SPELL IMMUNITY TO MAKE MYSELF

IMMUNE T0 THE DETECT MAGIC SPELL?

A really heavy load just doesn’t affect
your speed that much. It affects your
ability to accelerate, maneuver, or stop,
which is why a heavily loaded crea-
ture's maximum Dexterity bonus goes
down, and its skill check penalty goes
up. Essentially, the creature can lumber
along at a pretty good clip once if gefs
going, but has a hard time keeping ifs
balance or making sudden moves.

level wizard, so a wand of fireball casts
the spell at 5th level. Note that the and
Edition ADStD game used preser casfer
levels for all magic items. If you're con=
verting from that set of rules fo the
new rules. use the old caster levels.
Those castfer levels are as follows:

wand 6th-level; staff 8th-level; potion
1zth-level; other item sath-level; arfifact
DM's discretion, but usualiy.zo'fh level.

Do magic weapons have fo be master-
work weapons first? If so, why don’t the
masterwork and magic bonuses stack?
Yes, you have io have a masterwork
weapon before you can enchant if.
Masterwork and enhancement bonuses
don’t stack because they're the same
basic type of bonus (an enhancement
bonus): They both make a weapon more

: eﬁ'ectwe

Can a normal weapon be used for

awhﬂe_ then be made into. a masterwork

weapon it will never be
upposa a used weapon could be

We're confused as to which skills you
can fake 10 and fake 20 on, Can we take
10 or fake 20 on a Hide check, for
example? '

Taking 10 is a way to eliminate chance
from a skill check; you can fake 10
pretty much anyfime you're using a skill
and there are no distractions.

Taking 20 represents using a skill
over and over again unfil you succeed.
(That's why taking 20 uses up so much
time.) You can’t take 20 if there's a
consequence for failure. Since failing a
Hide check means you ve been spotfed,
you can't take 20 on a Hide check. In
general, you can'f fake any check
that is resolved witl pposed roll.

It might be possible fo fake 10 on a
Hide check. For example, suppose a sen-
try looks around for a suitable place fo
hide at the beginning of his wach and
then settles in: Since the sentry is nof
frying to hide from: anyon in-'parrlcular
the DM might ver allow the sentry
to take 10 on the Hide check.




ast month, we started fo examine
what it takes fo run a D&D game
: ey session and goft as far as the three
basic skills that cover the lions share
of the DM’s responsibilities—previding
effective descripfions, resolving
actions, and deciding how and when to
reveal information. This month, let’s
conclude the examination with looks at
fwo new and equally important topics—
characterization and time keeping.

Your Game’s Voice

The DM spends the bulk of any session
describing the action. As DM, you must
describe locations, events, actions, and
characters. Properly describing this last
category is particularly challenging.
Before you even begin, you face an
important decision that's likely to set
the tenor of your entire campaign. To
describe a character completely, you
must describe not only that character’s
physical appearance but also what the
character says and does. Sometimes,
you must even describe how the char-
acter feels. Most DMs convey this
information in one of two ways, which
are best illustrated by example.

Method One _

DM You see a town guardsman on the
road up ahead. He’s asking you to
come over, and he seems friendly.

PC  All right. | approach the gua:_rds-
man. What does he want?

DM He asks if you've seen any Suspi-
cious individuals out on the road
this evening. Apparently, a mer-
chant caravan was waylaid a
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couple of hours ago, and he’s
looking for the perpetrator.
Something about the way he’s
asking, though, suggests that he’s
not telling you everything he
knows about the incident.

Method Two

DM “You see a town guardsman on
the road up ahead.”
(in a booming voice, as the guard)
"Hello, my good fellow! Might |
have a word with you?”

PC (hesitant)
“Hello, my friend. Is something
wrong?”

DM (as guardsman)
“Oh, no! No, sir. | was just hoping
to ask you and your friends here
if you might have seen anyone ...
well, suspicious out on the road
this afternoon.”

PC *“Suspicious? In what way.”

DM “Hmm ... | suppose you might say,
well ... let’s just say suspicious.”

These two opposing play styles neatly
define and divide Dungeon Masters in
the same way that “right handed” and
“left handed” define and divide major
league pitchers. When all else is equal,
neither style is “correct” or superior
to the other, but most players respond
befter to one style or the other.
Similarly, it’s usually difficult for a DM
inclined toward the first style fo run a
game using the second, or vice versa.
Since the style you choose—or,
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¢/ 0 Dracon Magazine
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perhaps, the style that chooses you—
has a profound impact upon the sort of
games you'll run, it's important to
understand all of the advantages and
drawbacks of each method.

Third-Person Play
The first method is usually known as
third person, a term you might remem-
ber from English class. In this case, the
DM and players narrate the action in a
neutral voice and refer to the various
characters they play in the third per-
son—just like Bob Dole used to refer fo
himself in his campaign speeches. In
other words, if you're temporarily tak-
ing on the role of an orc and you want
to insult one of the player heroes and
threaten him with death, you might say,
“The lead orc walks up to you and
threatens you with death.” Games run
in a third-person style tend fo place
more focus on plot and less on charac-
terization. In other words, after you’ve
played in such a game for a while,
you're more likely fo remember the epic
sagas that unfolded rather than the col-
orful characters that have emerged.
One of the real advantages of a
third-person game is that such a style
makes it considerably easier for shy
players to participate fully in the
action. Some players find it difficult to
geta little silly, and the third person
allows them to maintain a certain com-
fortable distance. Third-person games
also tend to move faster than their
counterparts because lengthy, intricate
conversations are often summarized
into a series of quick conversations.
This is one of the characteristics of a
third-person game that tends to resulf

answer : DISPATER (DISPATCHER).
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in an emphasis on plot, since a fast%r'
pace fends ifo mean that more thinds |
can happen during each session. |
One of the myths about ihlrd-pel}sori
gaming is that such a style makes it
impossible for the players to create

interesting eharacters. In fact, the third.
person somefimes allows you to easf[y |
convey cerfain subfleties that are diffi-

cult fo get aeross in any other way. For
instance, you might accept an invitation;
fo lead a ul pany info enemy terri

tory by saymg, “I'll accept the king's

NET——

offer. As | le@ve his chamber, though

the look in my eye clearly indicates fhatf :
I do not relish the prospect of more .
bloodshed.” Getting this point across = |
using anothér technique might be much i
harder. In fagt, this example nicely illus--
frates that the most interesting sorf. ?F
characterization that emerges from 5.
third-person lgames tends to illustrate |
the deeper p$ychology of the charatx

ters involvediin place of their snmple§
mannensms t's offen a blr harder te

nation of the players using such a
method, but’if’s cerfainly possible.

F:rs?—?erso% Play

The second method illustrated in th

earlier examples is usually known as!

first person. ln a first-person game,
the DM and fhe players temporarily
become the ¢haracters they are play; ;
ing. At a mininum, this means that the |
kitheir dialogue exactly as |
their characters would say the lines. In
other words, ihstead of “I walk up to
the guard andiask him what’s causing
that commotioh on the other side of | |
town,” you might say, “Friend guard'

- What exactl% s causing all the unrest |
on the far sidé of the bridge?” In rndsﬂ
first-person games, though, the players
g0 one step further and speak in fungly

voices or use
ter convey thidir characters. A fighter
might speak int bold, confident tones, |
while a wise rt.n wizard might scratcl&
his chin a lot @nd quietly reflect before
speaking. In other words, the players '
almost go so far as to acf out their
roles as though the game is a very
special sort of stage play.

The chief advantage of the first per-

R )

y?ﬂvm i

i

son style is tﬁe{t it allows the players 'ro : l

easily convey their characters’ basic | |
mannerisms and atfitudes. Players |
who are skilled'in this style can very

quickly createg n impression of their'

i

Iher mannerisms to bet-

characters in the imagination of the
remaining participants, making it very
easy for everyone to distinguish one
character from another. Since the play-
ers who like this sort of thing tend fo
ham it up a bit, though, first-person
games almost always progress more
slowly than their third-person counter-
parts. In fact, it's quite easy for an
accomplished group of first-person
- gamers to spend an enfire session re-
_enacting a suitably social encounter, like
.a grand banquef or a ball. Of course,

style comes most naturally and fry fo
take maximum advantage of ifs
strengths while playing down its weak-
nesses. If you are inclined toward third
person, this means preparing more plot
for each session (due to the faster
pace) and giving some thought to the
deeper psychology of your NPCs. If
you are inclined toward first person, it
means designing encounters with
plenty af opportunities for conversa-
tion and working out fresh voices and
mannerisms for your NPCs.

WHAT'S YOUR STYLE?

Third Person

Describe you!r dialogue
 Favors plot

Comfortable for'%shy players
Faster action

~ such delays aren’t necessarily a bad

* thing at all. Even though it’s entirely

possible that no dice will ever hit the

table and little “plot” will be resolved,
these experiences can be a lot of fun,
and they tend to help the players add
depth and interest fo their characters.

The fact that such sessions don’t

require a lot of preparation on the part

of the already beleaguered DM doesn’t
hurt either!

One of the big drawbacks to the
first-person approach is the amount of
stress if places upon the DM. After all,
it's fairly easy for each player to
invent a character voice or an interest-
ing mannerism for his or her
. character, but the Dungeon Master
| often takes on the roles of several dif-
| ferent characters each session! To
} keep things running properly, the DM
i . must be a wellspring of funny voices
and unique characterizations. Some

DMs relish this challenge and enjoy the
| opportunity fo grab the spotlight.

i Others quickly fall info a rut and use

- the same voices over and over again,

. Fortunately, most DMs who are drawn
to the first person style are natural
hams and it tends fo take a while

: before repetition starts fo become a

real problem.

Again, the most important thing to
: understand at this point is that neither

style is superior fo the other. Don't try

. to force yourself to adopt a style that

i
i

¢ seems uncomfortable. Employ whatever

vs. First Person
Speak your dialogue
Favors character
Moi’?e roleplaying freedom
Deei;er interaction

Timing

One of your most important duties as
Dungeon Master is keeping an accurate
account of fime as it elapses in the fic-
tional game world. In other words, you
should always know how long it takes
the characters in the game world to
resolve the actions they are currently

Focus or any sort of atfack bonus on ‘rhe
weapon, such as from magic weapon)
instead of just using a ranged touch . =
‘atfack; although you still have fo let go of
- the whip when you attack in order fo
allow: if to try to enwrap the target. (If the
creafure fails ifs save, it is enwrapped.) If
you have the Improved Trlp feat, a suc-
cessful trip attack (including the enwrap
effect of the spell) with your whip means
you can fake a 5-foot step and make a
melee atfack on your fripped foe, Of
course, this last option usually requires
you fo have a weapon in your other hand
or the Quick Draw feai, as drawing a
weapon is a move-equivalent action,
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A simple way fo track game time is
to mark off ten minutes (T), hours
(H), and days (P) on a notepad.

undertaking. Somefimes the game rules
will help you calculate these durafions.
The rules tell you, for instance, how
long it takes a given character to walk
from one end of the dungeon to
another, or how long it takes a wizard
to prepare her spells. Often, though,
you must judge the timing of an action
with only your common sense and
real-world references to guide you.
Suppose, for example, that the players
decide fo hire some laborers to dig a
gold mine. How long will it take to sink
the mine and start extracting ore? A
month? A year? How long should it
take to hunt for game or assemble a

makeshift shelter out of tree branches?

Tracking Time

Keeping an accurate account of the
passage of time is important for a
number of reasons. Inaccurate timing
makes it difficult to gauge your
responses to the players’ actions and
unfold whatever plofs you have
devised. Suppose you've decided that
the players’ sironghold has attracted
the attention of a local burglar who
plans to sneak in on the night of the
next new moon. On the evening in

b (4
i a i
T 1

i

dvéncmg on the adventurgrs’ strong-
r'nold. How many spells can t

imzards manage fo prepare
arrn? arrives and the battle
Theﬁe are crucial questions,tand

you' ]l need fo arrive at cle F, consis-
fent ANSWETS. !

~ The good news is that keeping track
of fime is one of the DM’s ?asner
responmbllmes Try to get in the habit
of maintaining a special scrid
used just for time keeping, 2

question, the players happen to be
returning from a dungeon when they
decide to stop on their way home fo

ask a local sage to identify some treas-

ure. Does the thief arrive at the

stronghold before or after the players

return? Obviously, the answer to this
question will have an enormous impact
upon how you decide to deal with the
situation. This example is rather sim-
plistic to help illustrate the point, but
during the typical game session you're
bound to encounter this dilemma in
numerous and subfler guises.

Accurate timing is also crucial fo
resolving many situations arising
directly from the rules. Suppose a wiz-
ard casts a sleep spell on an ogre. How
much farther info the dungeon can the
party go before the ogre wakes up and
comes looking for them? Similarly,
imagine an army of enemy soldiers

ahd replace them with an|

e

-tha'{ elapses, an “H” for edch hour, a

. “T" for each ten minutes, an “M” for
‘each minute, and a check mark for
‘each melee round (10 rounds make 1
‘minute). In other words, if ithe adven-
‘turers make a two-day trekito the
‘nearest town for supplies,limark “DD”
‘on my timing sheet. If they pause for a
‘meal as soon as_they enter the town, |
!mlght decide that the meal irakes about
“an hour and a half and I'lf mark HTTT
(1 hour and 30 minutes) op the sheet
‘Onge I've marked down ehough 10 min-
sutes to equal an hour or gnough hours
‘to equal a day, I'll cross out those
markings and replace the ) as appro-

s them out
(for a sin-

Ts (for 60 minutes), | cr

allows me fo time my plo_
atx:urarely

Trying to punch someone for damage while using a touch attack spell is harder than
just making the fouch aftack, since doing so still provokes an attack of opportunity—
unless you have the Improved Unarmed Strike feat. With the feat, you get to aftack
with the spell, inflict punching damage, and don’t suffer an attack of opportunity. This

: Pécmg
Clpsely related to the importance of

' accurate timekeeping is the ‘concept of
is especially good with ehill touch (which you can use multiple fimes per casting), inflict B ELEREUMITEJENT s many
wound spells against the living or cure wound spells against undead (where you'll be { |n1portant responsibilitie IB keeping the
inflicting two I\mds of damage), shocking grasp (where you get an additional bonus fo | events of the game movﬁ\g at a brisk
hit metal-armored targets), and vampiric touch (where you heal yourself when you | pacein order to keep the players inter-
hit). If you have Stunning Fist, you can include a stun atfempt in addition fo punching H ested Getrmg bogged chn in details
damage and the spell effect. 2 i |

Catch up on past instaliments of Dungeoncraft at http://www.jﬁiZa__rds.com/dragonhvblcome.asp
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1
or describing each individual tree
the players pass during a long cross-
country journey is a quick reute to
boredom. We fouched upon the DM’s
ability fo arbitrarily speed up play in
last month's discussion of effective
descriptions. It’s important fo recog-
nize, though, that there are also
situations in which it makes sense to
slow down the passage of time fo
emphasize important actions.
Fortunately, this concept is built
directly into the D&1D game rules.
Under normal circumstances, game
play proceeds in a free-form fashion,
with the players announcing their
actions somewhat haphazardly and the
DM resolving those actions and pass-

« ing whatever time he feels appropriate.

Once combat starts, though, the game
becomes more formalized, the players
begin announcing their intentions in
strict furn order, and all actions are
restricted to durations of 6-second
rounds to make sure that nobody
accomplishes too much before

others have an opportunity to

react. In essence, combats take a
dispraeportionately greater amount of

DARKIWNESS + BLIND-FIGHT
If you're ever in a situation where
your attacks are hampered because
of sight conditions, whether if's
because you have been blinded, your
opponent is invisible or displaced or
using mirror image, you're fighting a
creafure with a gaze attack, or you're
in normal darkness fighting creatures
with darkvision, the darkness spell
puts you on equal terms (nobody can
see), and having the Blind-Fighr feaf
tilts it back in your favor. With the
feat, your concealment miss chance
effectively drops to 25% (it's 50%
normally), so you are only

half as likely fo miss due fo conceal-
‘ment as your opponents. Note that
this is an effective tactic even against
someone using the biur spell, for
although your concealment miss
chance increases from 20% fo 25%,
their concealment miss chance
increases from 0% fo 50%.

-+ POWER ELTACK)
esse is better off receiving a car’s grace spell than a bull’
- this type have more Dexterity-related skills and abilities. If the character is strong enough fo h
 the addifional plusses provided by car’s grace from his base aftack and add them fo damage in

real time to resolve than most other
game situations, drawing additional
affention fo them and heightening the
suspense that arises from them.
Although the D&tD game calls for
the use of formalized melee rounds and
initiative scores only to resolve com-

strength, for most characters of
er Attack, he can subtract

valley. Asking each player to take for-
mal furns describing his actions as he
crosses the bridge not only increases
the drama of the encounfter but also

helps you decide who has an opportu-
nity to react should someone stumble.

TAKING FORMAL TURNS (ROUNDS)
AND HELPS RESOLVE CRISES LOGICALLY

bat, you should feel free to employ
these rules whenever you'd like to slow
down play for effect, whether or not
the players are embroiled in a fight. It
might make sense fo use combat
rounds while the players cross a rick-
ety bridge suspended high over a

The UNspegkahle 02f by John Kovalic

That wraps up another installment.
Next month, try the “Dungeoncraft”
Pop Quiz fo see what you’ve learned
so far. Time to pull out your back
issues and start brushing up! (D]

_ < NotoNATAd NUSIS bbb @aﬂh‘;’

STEALTH
FIGHTER
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Pools_ of Rad!anc o Rufins;_ of M

am probably the worst DM wrrh
2 Iregard to keeping track of magic.

items. | love creating them, and I'm

positively ecsfatic whenever adventur-
~ ers iy to use them in both typical and
unusual ways. | parficularly like the
challenge of trying to figure ouf what
one magic item is going to do when
confronted with another ifem, magical
field, or spell. | love describing the

effects of magic when adventurers \_.rse__;:”

the items, and | love the look on a
player’s face whenever she discovers
exactly what an item does and how
easily it could backfire on her when
used improperly. .

Campaigns always progressed quite
smoothly whenever the parfy only had
a few magic items between them and
~when they were used fairly regularly.
We would all remember what the items

POOL OF
EXPER
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_ the !ncampetem wouid suddenly Iook
up from his characfer sheet and

~ did and smile_ kncwmgly as Eord Pewtyr
- would wave the Medallion of MYZZI'IITI
1o invoke its charm monstenability.
Everyone would hold their collective
br'eafhs as | rolled 'rh’e 'saving throw. for

cclaim, “I've got the glass stag we
looted from the swamp hag’s hut. | use
F against the direwolf.” Oh, yeah—the

-'giass'srag | remember that—part of rhe = F_
= _med a dlfferent soluﬂon—soﬁ f
“and-forget appro@h | would spouf off

swamp hag’s treasure. Uh ... what did

- that thing do again? Did it summon a

huge stag that would spear the direwolf

~ with his antlers or did it give the user

the strength of a large mammal? Did

‘speaking the command word cause rhe

speaker fo grow antlers?
At that point, | had two choices. First,

NCE

'ni' ties of The gass-srag arfifa
% couid-'lmprowse the capabll fies

©  more powerful) 1re

_expect the adventurer fo copy it all

The old trading city of Phlan
had a problem: A dragon
named Tyranthraxus and a
group of ores had con-
quered it and destroyed ifs
economy. The survivors
believed that the trouble

i proved o be |

all the information.on a mag’ ic item

down for future reference. This gen

ally worked, but it ook away those
 delightful moments when the: advemurer :
was trying fo figure ouf how it worked, e

came from an ancient evil
pool below the city. By
reclaiming parts of the city,
step-by-step, a party of
adventurers closed in on this
evil Pool of Radiance and the
fierce dragon Tyranthraxus.




no more rhumbmg rhraugh Folders for of these mro your pen—and-paper cam~
_ your nofes; you just check the spread-. - paigns, ; =
: shee’r and keep pfaylng = e = 1. Deathbane, This s’rai‘f is dedft:ared

1o the elven sect of Mystra. Deathbane

In Pool of Radiance: an earlier crew of pow- inifial plan goes awry,
Ruins of Myth Drannor, erful adventurers fo and your party must
the pool beneath the city ~ Myth Drannor with the pick up the slack.

has been reactivated and  Gauntlefs of Moander.

tendrils of undeath have  They were to destroy

started emerging from the source of the Pool of

its waters. Elminster sent  Radiance. Naturally, the . j . : i
THE RED STAR is TM & © Christian Go ; .
2000 All Rights Reserved




has 1d8 charges and can be used fto
cast cure crifical wounds (4d8+13
points of damage) or the resurrection
spell. Each casting uses one charge.

2. Borea's Blood. This unique item is
a blue sliver of ice that can be used as
a wand. Considering ifs appearance,
make it a wand of ice storm (5d6 points
of damage) and give it 1di2 charges.

3. Magic Snakeskin Boots. These
shoes might not sound sexy, but they
protect the wearer from reptilian
aftacks. They sure wouldn't hurt in a
world with a giant guardian naga,
would they?

4. Stone Mouth. Speaking of that
giant guardian naga, here's an artifact
you can get from one in the game (if
you're smart). This necklace has a stone

head which features an open mouth. It

- enables you fo communicate with 6ar-

goyles and margoyles.

5. Lamp of Darkness. Since this per—
verse, reverse lamp covers its user in
a 10-foot sphere of impenetrable magi-

cal darkness, you might suspect that the

magic behind if is drow sorcery. You

would be correct. Nonetheless,

you never know when you might want

io be complefely unobserved within the

shadows of a drow forfress, do you?
6. Sacred Staff of Sunlight. Since

you've already guessed that there are

Poo! of Radiance: Ruins of Myrh ;
Drannor, don’t be surprised that one of
your most effective weapons could be
this staff that shoots a beam of sunlight

five here ,*“r“u,f than one who iz

carrying & lamp of darkngss.

at your enemies. It won'f do a thing fo
most monsters, but it should do 5d6

_ points of damage fo each drow (§

undead it zaps.

POOL OF PuSS;.hJH%S
Frankly, | haven't had a chance ro“play
Pool of Radiance: Ruins of Myrh
Drannor as of yet, I've seen- some;,grear
demos in which the Iarger 3D figures

.R‘

like the way the new edifion of the

~ D&D rules have been integrated info-
_the game (though not all character
going to be lofs of drow and undead in

classes are represented, due fo the
heavy emphasis of the computer game
on specific combaf animafion). I'm
thrilled with the emphasis on drow and

undead, the villains we love to hate. |~

like Elminster’s cameo appearance in

~ the plot sei- up(see sidebar). I don't =
know how the story will come out, but |

know this: From now on, all of my

campaigns will have a running spread-
sheet inventory of magic arfifacts and.
weapons. l’s not every game that
inspires me to change my way of =
DMing before | ever face a monster. 2

_ display some very graceful animafion. |

"When a legendary land
known as Crucible suddenly
reappears, amazing races
deadlocked in a centuries-
long power struggle strive
to claim this new continent
and dominate their enemies!”

Bat Fartha
8 Casmiaae (0

"A mass—cambar fanfasy m:mafure.s gamel"

~ "Fantization.com is your
_ online collectable gaming
miniatures source I"
* You can purchase the
Crucible and other fine mini-
atures at www.fantization.com”

* The Adventure is ready
to begin.... are you ?"
Web Site:
www, Fantization, com
E-mail:
sales®fantization, com
Fax #

"Your Online Crucible Miniatures Source!"
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[HEY CANG! OUR CHOICE OF SABJECTS
TopAY ARE ROBIN HOOD— OR THE
RULE CHANGES IN DED'S THIRD
e B ”ﬁ%é%’"ﬂ—""’%‘;
XCTI NTALK)
ABOUT NEW RUL

THOUGHT OF A WHOLE BUNCH OF BEEFY GUYS
IN TIGHT LEATHER oUTFITS HIDDEN IN ‘m*
FOREST WITH MAID MARION...

Rosiv HOOD IS ONE OF THE MOST RECOGNIZABLE | [50 are Y wow?
CHARACTERS IN THE WORLD! A MAJOR AL OF |BOTH oF
ICONOGRAPHIC ROMANCE FIGUREY TJUST THE YounRr | THEM?!

FEMALE | OKAY~

WHEN PUTTING TOGETHER A ROBIN HOOD

RaBIN HOOD REBELLED AGAINST THE POLICIES
OF AN USURPER KING BY CREATING A
REVOLUTIONARY ECONOMIC PROGRAM THAT
CATAPULTED HIM INTO LEGEAND...

SCeEA/ARIO, DO YOUR RESEARCH. ROBIA/HA0D
IS WELL KNOWN , AND PEOPLE wiLL CATCH
THOSE LITTLE ERRORS. -

"’Buv Low/,
SELL HiIGH,
No G’FFUMD.f'-

"STEAL FRoM THE
RICH AND BLow) (T
oM MEAD BEFORE

THEY CATCH YoUu."

ALL BOATS ~ UNLESS

.. EVENTUALLY.

N “A RISING TWOE LIFTSY

HANDS UF, caps
vou OwLHOOT” ) I

THE BIGGEST PROBLEM WILL BE GETTING—

COMVERSELY., THE ROBIN HoOD CONCEPT

IS ONE THAT IS EASILY TRA
N MAGINABLE. _

HERE 1S Your BLEEN
PASTE - ANPD B GLOWING
FOBMOB FoR DESSERT!
OURTESY OF THE
EMULAK ! HA HAS
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FERRED INTO

CMULAK S renr NOT, 600D VOONSS 3

YOUR PARTY To STAY TRUE ‘To 7'H€ff? CHHRAC}'E’RS'

WELL DONE., LADS! THE.QES

ENOUGH GOLD HERETD N
GIVE EVERY PEASANT IN{ um... ALLY
SUSSEX A NEW SPORT A OF IT? HBER...

u‘m.: T caly ALICNMENT,

W, st:.fdfo/bg//a corr



Check out these August events!

August 4, 6:00 PM (PDT)
Death of a Dragon
With author

August 8, 6:00 PM (PDT)
Magic® Deck Deconstruction
Deconstructing Worlds Decks
With former Pro Tour player Randy Buehler

August 18, 6:00 PM (PDT)
The D&D® Adventure Game
With designers Jonathan Tweet and Jason Carl

August 22, 6:00 PM (PDT)
Wizards Profiles
With Wizards CEO ~ :

August 25, 6:00 PM (PDT)
Pokémon TCG Gym: Heroes
With R&D’s Mike Elliott

August 27, 6:00 PM (PDT)
Sage Advice Live!

Give us

a piece of your mind.

Or all of it.

Say a lot. Say a little.
Ask questions. Get answers.
Pick the brains of people that
make our games great.

Speak up: www.wizards. com/chat

All frademarks are property of Wizards of the Coasl, Ine. £2000 Wizards.



Online Auctions®

20,000 Item Inventory
24 Hour Ship Times

\;)\

Adveglse T

www.dragonsee

1-877-SCROII -1
6689 Peachtree Ind. Blvd., Suite J
.Norcross, GA 30092 '



