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FROM THE EDITOR

DRAGON LINLERSHED

his fssue is different, and unless this

iz the first ime vouve picked up

Dacon, vou probably noticed that
Fact, What vou hold in vour hands repre-
sents 2 new vision for the magazine, both
in its appearance and funchon, This new
vigion care about because we want o
mazke the best RPG magazine belter. We
want to malke the I¥D magazine that
appeals to you, whether you're a first-time
plaver or a gamer whohas been rolling a
20 for 30 vears.

When we zet out to improve Dracon,
the: firsl thing we considered was reader
feedback, from letters, online message
boards, and recent reader surveys, We
also look how readers se the magazine
into cengideration. Many Dragow read:
ers pick up the magazine to be enter-
tained; they like to read about THD and
are inlerested in the details of the fantasy
of the game. Other readers use the maga-
zine a5 2 commmunity gathering point,
away for them o louch hase with whal
other fanz of DED are doing, Stll mare
Dracon readers want the magazine to
be a monthly DED seurcebook, filled to
thie brim with new rules. Most readers are
some iy of the three, We struck upon
this nes version of Dracon as a way o
appeal to everyone,

In the new Deacow, each issue
presents ariicles of new feats, spells,
and magic ilems. In addition, every
isgue contains a new monster plavable
as 1 PO race and a new prestige class,
Mot logking for new rules? Dot worry.
Dragoxn now offers an "Ecology”
article in every issue, which presents
more information abeut a D&D rmon-
ster, both inspiration for how to use it
and advice for players facing it. Each
issue ol the new Dracow also presents
releplaying and play advice ina “Player
Tips” article, adventuring tactics in an
“Aelventurer Tricks" article, and eleven
“Class Acts” arlicles, providing new
rules, ingight, or inspiration for each
of the core classes, Also, every new
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issue includes “& Movel Approach,”
“Silicon Sorcery,” and " Linder Com-
mand,” which take inspiration from s
novel, an electronic pame, or the DED
miniatures to provide new ideas for
D&D roleplaying,

But wait, there's more!

Dracow still presents great feature
articles that give you innovative new
rules, ideas for vour game or character,
advice and insipht, and new fichion. We
also wanted to take this opportunity to
make Deacows your go-to source for
information about DED and the RPG
industry. That's why Dracox now
presents a “Coup de Grace” colurmnn
written by one of the folks responsible
tor bringing vou DD, & " Firat Watch”
sechon that gives vou news about cool
new reledses, the “Scale Mail” letters
calurmmn that gives veu a place to speal:
out, and “Player Initative,” which lets
vour in on some ol the things other
plavers ave doing and gives a plimpse
of the wider world of gaming,

This issue also represents an oppor-
tunity for vou to help make Deacow
what vou want. Read through it, snd let
us knew whal vou think, Tell us whal
vl liked and what veu dido't, what you
want to see more of, and what you didn't
zie bt want to see in the future. Then,
checl ont o new Writers” Guidelines,
available at www.paizo.com/dragon, and
sened s some ideas for what vou'd like
Lo werite. With so many articles in each
new izzue, vou have an unprecedented
oppartunity to contribute semething of
vaursell o the magazine and Lo the his-
tory of DéD.

We hope vou enjoy this issue and those
to corne, 1 swas a joy Iringing it to vou,

Good garning!

it dobst——

Matthew Sernetl
Editor-in-Chief

DRAGON NEXT MONTH

The Shadow Over D&D

H. PoLovecraft's creations have been
creeping inta DED for decades, Find out
which of your favarite mansters sprang
fram the mind of the master of supernatu-
ral horrar,

Living Nightmares

Keith Beker, creater of EBERRON, describes
nightmarizh mansiers from ERERAGM'S
sealr of dreapss. Sleap tight,

Exorcising Equipment’
Thire's mire to kseping the dead down
than winden siakes and hely water, Find
out what pou need to bring the next tire
wal oy torb robbing,

Building a Better Zombie

Learr whak every necramancer inows by
neart: Find out what monsters you shoula
Al b et the best undead minions,.

A Chill in the Bones

- Take gemfert from fears of these chilling

creatiires by reading the secrets af these
cald:bised monstirs,

A Novel Approach:
Ametrican Gods

Meil Gaiman's novel of modern myth
provides inspiration for DED games,

Plus!
"The Ecolagy ofthe Mighthag," "Spelh

crafl lision Spells " “The Magle Shap
Cursed ems" “Winning Races: Grippli,”
“Gaining Prestige: Sworn Slayer” “Player
Tips,” “hdwenturer Tricks,! “Class Acts,”
and miorel




PREVIEWS, NOTES, fiND
NEWS FOR GAMERS

FROSTBLRN

Frosthurn nearly burstz with conl
ideas Tar vour DED game: The first
chapier is a treasure trove of concepts
ks can use to make the players’

next encounter with cold a Gantastic
experience. Along with advice and
equipment te help PCs survive in
Frigid extrermes, plavers might also
tind the unique feats, prestige clasges,
and spells vseful for making interest.
ing characters, OF course, the haol
wonldi't be complete without new
monsters, including new modern and
prehistoric animals like the seal, palar
besr, glyptodon, and megaloceros,

When thumbing threugh the
baok, don't be thrown by many
mrentions of “the Frastfell” or
Frostfell environments. It's not a
particular place in any campaign
warld That's just the boeal's shert-
hand For referring to places of
extreme cold, whether that's at the
tap of the warld or a single rosin
ina dungeon.

Frostburn releases thiz month,

NOT ANY SHORTER ON €D

The first o books of Rober! Jordars
Whesl of Time sevies are now avail-

able Mo Audic Rensissance (waw.,
audiorenaissance.com) 25 andic O
sets, You can alse purchase the preguel
baok, New Sprimg, in andio format. The
thired aned foaieth baoks should ke
thieir way to the audio section ol baok-
shores sometime in Movember this
wear, Audie Renaissance produced the
terth ook, Crassreads of Thalipht, back
i 2003, aud the strong performance of
that product apparently provoled the
current praduction Queey of the older
Wkeel of Time books.

Did we rmention the books are
unabridped? The st book, Fpe of the
Wil comes i a teentye-five-CD sal
with a tetal run-tme of about 31 hours,
It et 2hiont 560, while other booles
costmore of less depending on how
sy COs are needed. [Pyoure & Fast
reacder, buying the printed books might
bea better dnvestmenl, bul iFyou havea
mmer fignd who doesnt like to read or
yerneed sornething to listen o as you
drive across the country, 5250 per CN
might look pretty goad.

MONSTER MANUAL i

Acrmultitade of monsters awsait vou
between the covers of Maonster ddanual
111 Inside, classics like the kenbu and
Mined are joined by innovative new cres
tures like the death giant {giants that
traded their souls for gower zid now
suck the souls of the dying into wailing
clonds of protective spirits that surround
ench member of the race) and grisgol fa
lich-built construct formed from apell-
Besolez and depleted magic items thal
can drive the feolhardy mad even atter
the golent's destruction). The book also
affers helplul tips to DMs of Erergoy
and ForcoTTen REATMS camipaigns, piv-
ing information abowt certain monsters’
activities in those worlds, OFcourse,

m DRAGON 323 September 2004

interesting playeroriented critters also
Tk weithin, Mawsles Manial [T presents
many new creatures suitable for use asa
P'C races, mownts, animal conipanions,
and cohorls, Be gure to chieek out the
monsters adopted lrom the pages of
Do, such as Duwcros Associate
Editor James Jacols's splinterwaif and
frequent conlributor Eric Cagle's alchern-
ical hangman, mud, and web polems.
Meed miniatures for vour faverite
Monster Moarual 1T monsters? Check
the *Under Command” articles in
Dizagay for previews of the miniatures
yourll see in future sets of the Duw-
GEoNS & Dracons Minndleres line.

Mopster ddanual [ releases this menth.




FUN KD GAMES

Signed art fram
the famed painter
Larry Ehmore :
should now be e
available in vour
local pame or
comic store—il you
apen the rightl pack
of cards. That's right,
Elmere’s arl is pracing
artist trading carvds once
again, Like his 1994 and
1995 sets, The Art of Lavry
Flmaore and Coloszal, the New
Bepipnings set features autographed
cards hidden in certain packs, this
tirne with the promise of one in each
display box. Unlike earlier sels, the
News Beginnbigs cards alse give buyers
a chanee to download game stats for
the characters and monsters depiclaed
on the cards, Each of the 90 cards in
the set has a unigue website address
that offers a POF download that pres-

ents (20 statistics,
In addition, one
card per 300 packs
ig @ card you can
redeen to receive
a signed lithe.
araph of a Larry
Elmore painting,

Mot a fan of
Elmore’s art?
Congider picking
np a pack for sell-
defense. The thick, heavy cards
make excellent but innocuous-looking
thrown weapans, I§you area fan of
Elrmores art, your selfidefensze options
will probably be limited to deubles and
your lesing prize redemption cards
pwhich have the Open Game License
omn the back), Just be caretul where you
throw ther, It's all fun and games
until zomecne gets hurl, Then i1's just
pames—you lknow, because of the web-
site with the stats.

THCTFUL TILES

Yo may have seen these cool litdle boards
aclvertized in previous issues of Deacos.
Tagt-Tiles, by BC Products, are 10-4nch
sguares of a tough polystyrene plasic
with pre-printed 1-inch grids on one

side, They'reavailable from BC Products
website, wwwhe-productsne, These shilf
Plastic beards corme nine or twelve 1o a
package; and retail for $40 to $50,

The high-ploss warking side of the
boards has the permanent 1-inch grid
that doeseft come off when wiping wway
div-erase ink. One of the cooler aspects of
Tict-Thes is that the grid alse has darler
lines spaced 2-inches apart, Sinee these
Zinch squares each represent 10-fool
increrments, finding range during combat
iz much easier, A longhow has a range of
10 darker squares, or 100 feet, IUs simple!

The most uselul aspect of Tac-Tiles,
hewever, iz their versatility, Bach board is
a square with puzzle-piece-like edaes that
allowe them to link together for stability.
The way the tabs and slots are structured,
the Tact-Tile pieces only link together in
one fashion, making placing new tiles
easy and free of error or confusion. This
ability to restructure can be vital in vast,
sprawling caves and dungeons, where
the traditional squares and rectangles
of most battle mats get in the way. Once
the PCs move off one edge of the map,
simply move a now-unused tile from the
alveadyv-explored areas, wipe it off with a
dry rag, and draw;,

Thie anly downside o Tid-Tile s thal
they are oo easy to clean. That might
sound odd until you try bo drw a Hoor
plan beforehand and realize with a cringe
as you umpack vour carefully-drawm maps
that some of the ink has rubbed offin
transil. Combals and frequent minialures
movements can wipe off the dry-erase ink,
ag can accidental brushing from clothes,
snack bags, and other gamer parapherna-
lia. However, not having o use water and
a drippy rap to clean off vour battle map
certainly has its advantages, |

DUNGEON THIS MONTH

DUuNGECH #1714

: r",_ e i
The Birth of a New Era!
Thiz maonth kicks off 2 new era for Dus:
geon, with these exciting features|

Mad God’s Key

by Jason Bulmahn:

Abang for a missing key leads the heross
fram the streets of the city of Greynawk to
the Tomiof Blaad Everllawing in the reach-
rotis Cairn Hills A Living Greghawkcom:
patibale achiantore for 1stlevel characters:

Torrents of Dread
by Greg Yaughan
A suparnaturally powerful storm, mid

“slides, and agitated dinosaurs e the

laast of the worries in-the tropical village :

CofMora. The villzge's spi ritiial Eéadiar: the

Fombie haster, Bis gong missing and
rionw urrdlead sise from sodden graves, and
the village matriarch lies dead, surdered
by har cwn son. What dire manace awaits
iy the flooded catagombs below? Find ot
frt this acverture for Gtbelevel charicters,
set on the infamous Isle of Dread;

Thirteen Cages
by Chris Thomassan

At lastl The heross track down the insidic

ous Capewriphts for a final shewdown in

their lair deep beneath the valeans of Caul-

dron. But whe secretly leads the Thirteen,
anel what will fis final message mear for
the P2 A Shackled Clty Adwenture Path

scenaricfor 16th-level characters,

Backdrop:

The Isle of Dread

by Gary Holian _

Detailéd encounter charts; a pés}er mag,
acwantire hooks, new mansters, and
places-of prystery complete this ovenses
of a dinesaur-ridden jungle island thas has.
spelled deom for thouzands of DED char-
acters. Suitahla for any campaign,

Plus!

Monte Cook's “Dungennceaft,” Wil
Wheaton s OWiESave U the Campaign
Workbonk, and an all-new fapmat!
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Tall us what you thirk of this msue. Send an email o seale@ paizo.com, Flease include your

rame, by andd state,

Al SRLUTE TO DED PLAYER

1 had quite a few memories return to
me ol my days in the U5, Navy when
| read last issue's lelter fram the
voung man whe zerved in Afghani-
slan. | served from 1988 to 1998, and
just like him, 1 played DED most of
the time | was in the Nave Mostof
my true friends have been my gam-
ing buddies, We had te light the neg-
ativity of the times, and we were not
sor lucky as to have the support of our
command . . something aboul times
past when some sailors used a ship
in the Navy az o dungeon. {Crap!]
Mysell and the steadlas! groups 1

led numbered from three to filteen
over the courze of 10 vears and three
different ships, We had to dodge our
supervisers until 1 became a supervi-
sor, We played on the floor in storage
spaces, troop spaces that were empty
when our Marines were not attached,
or just about anywhere else—inchud-
ing the Combat Tnformation Center,
During the first Gull War, when we
deployed for almost ten months,
gaming was the only outlet many of
us had to gel out of the real world,
even if for a tew hours. | would say
teall the plavers and B0d's who are
serving in the best military in the
world: You deserve the times yvou
share, You work 2o hard and endure a
life most dorft understaned and never
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will, Keep ralling the bones and tak-
ing on the bad puys,
Georpe Erickson
Address withheld

TRIGGER LINHRPPY

While I enjoved vour recent article,
“The Way of the CGun,” in Dracon
#3210, T question your decision
aboul the reloading time for the
various fivearms, | understand

the need for rules simplicity and
consistency, bul vour reloading
tirnes for these firearms are far loo
lenient. You state that reloading a
punpowder firearmn is a standard
action, Wow! Thal's one-third of
even the best reload times of the
Armerican Civil War era; and that's
under good circumstances with
cap-and-hall rifles! All weapons you
describe are of the Hlintlock, wheel.
lock, or matchlock variety, which
would have made reloading a near
impaossibility in melee and require
reloading mes of 4 to 5 rounds

at least (24 to 30 seconds). 15 vou
recall the history of that erva, anyone
fighting toe-to-toe would generally
throw down his pistol or commence
using the butt of his rifle instead
of reloading, which took entirely
too long when there was someone
coming at you armed and with bad

BLAST FROM THE PAST

In 1881, Tak unveiled its firzt wilder-
ness adventure far amy version of the
B Crpame, K10 The isle of Dread. fs
the first of the modules desigred for
DD Expert Set of ules, The e of
Dread presented o challenge for charac-
sers of levels 3 to 7. It contained 4 |ietle
backpround infarmation sertaining Lo
the southern mainland of the Known
Waorld (later called Mystaral, including
4 black-and-white map stretching from
Glantriin the north fo the Thanegioth
Archipellage fwhich included the |sle
of Dread) i the south, The medule
detailed the [sle and included several
s of key Ingations, In addition ta
dinosaurs and a number of ather giant
mansters scattered across its-surfage,
The Isle af Dread (ntroduced araneas,
kaprus, phanatans, ani rakastas to the
[ ERT r||'\.'::r_f£&.

®Ealmost worked better 0570 supple-
ment than a true‘adventure. The madule’s
semawhiat simplistic plol facuzed on
getting to tne plateau standing near the
center of the isle. The central plateau
contained an exposed gold vein, atre
ant forest, the village of &antos, and the
oivotal canter ol the adventure: Taboo
Islaridl. Ruracrs spread at the bepinning of
the adventure supgested that & temple on
the island held a massive black peasl OF
course, those rumors lefi aut what dan-
gers lurked within the tempie

Thiz month, DerncEos #1714 cel-
chrates the'Lost World wonder of this
iconic adventure by revisiting the lsle
not only with o pazettesr of its fea-
tires, but with the all-new adventure,
“Tarrents of Gread.”

Dunceod #1714 alse has a fullealor
postar map af the isle‘af Dread, with
bots the orginal map [ocations and new
labsels reflacting the features described
ire "Torrents of Dread,”




SCALE MAIL

intenl, Tweould think that naot enly
wonld reloading provoke 2n attack
of opportunity, but it should require
you to “load defensively” and make
a successiul Concentration check

in arder not to botch the loading,
much like casting a spell.

I ove the magazine and the arti-
cles, but this iz one rule you might
want b rethink,

5. Mckee

Portland, Oregon
Thet fiect did ocowr to we, but if
we reautred plavery bo use more
realistic reload tmes, we wold have
condradicted the Duxceow Mastes's
Guide, The Dunceon MasTer's
Guide glves guns such a short reload
fime becaise gunpolaer weapons can't
be g5 deadly oo they are boreal life.
Firearms came bo prominerce hecause
when they could be fired aocurately,
they penetrated oll neablable armors,
Begides, o stegle shol o the head or
torse cak easily kil someons, sven af
thitt semecie s the size of an elephant,
You canl irake fircarms that deadly
in Dl without making the geme less
Sum for making puns so expersive 1t
wrivealistic ), so you hive bo mage Hheir
deal dawage ke all D D weapons:
Huving made that chisice, the designers
af the pame gave muns o storter lod
timie, After all, why spesd 3 e 3 rounds
reloading a weapon that deals Td8
points of dumage when dee game allows
characters to fire o longhow o couple
dozen Hmes guring the same pericd 7

GREAT WYRMS

Well, Tjust got the 30th anniversary
issue and T loved ith T find it fascinal-
ing to learn how the game was born
and how all the big guns got into it,
il anly started playing in aboul '92
or 93, 201 had no idea about all the
stuff that came before.] Also, the
article on raising dragons helped me
tind a good direction for a campaign
['d been running that had hit a dead
end, (What do 1 do with the PCs
Between 7th and 12th level when |
can't start into the big plat? Have
theny raise a dragonl) I've been read-
ing Dracows for just over a vear now,
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and I've really come 1o the poinl
where | think Dracow is a much
better buy than most sourcebooks
out there, The material is always
interesting and of the highest qual-
ity, and even if'| don't use it, it's still
interesting to read, Thanks for the
qualily worl!
Bryan
Oshawa, Ontario

TURBULEKCE ON THE PLANES

Wrrn's Turn” in Dracoy #3271 dis-
cussed the pros and cons of D&ED'S cos-
mology, and in the end decided that the
whale systenn was showing its age, had
never been given the kind of concen-
trated thought that could really make it
make senze, and that, with the excep-
tion of a [ew sacred cows, it should
becorne hamburger T vehemently dis
agree and would like to answer some of
the editor's criticiams and raise a few of
iy own in the process,

The infinite nature of the planes
pases the problems of so much dirt
and the lack of divine intercession, |
would argue that the biggest problem
with most of the planes is precisely
that they arer't infinite. Tale Mecha-
nus for example. There are precizely
a0 many cogs arrangead just so, with
precizely so many forests and meoun-
tains and cities, The infinite part is
all empty vaid, How much mere fun
wotld it be if the plane itzself stretched
to infinity? Tnstead, we have a number
o "infinite” planes where the plavable
part is actually fairly small, and the
rezt is just black void, It makes you
wonder, really, how an infinite num-
ber of celestial and infernal beings
can live in planes with a Anite amoun:
of real estate,

Why dorit the celestials take a more
actve role in the Material Plane? Well,
the infinite number of infernal cres-
Lures makes il prelty hard 1o commil
troops to any cause save the big planar
conflicts. It's the same with the gods,
With all the wars between the various
heavens and hells, it's no surprise that
the gods are somewhat preocoupied
most of the time,

NAUSICAA OF THE

VALLEY OF THE WIND

Being big geeks all
araurnd, the Daacar
staff just happens to
lgwe anima; and lixe
any good deeks, wi
zan b a bit snob-
bizh about what we
like: Yot Mausizad

of the Viailes of the
Wind is g we can
all agree o, aven i
we've onlysecn the
hzm-handed Ameri-
can cut of the film
[kriown tomany LS.
vieweers as Warmors
of the W), The

Dragon
criginal director's cut

ol the sci-fffanmsy

ep=t isscneculed to Rit store shebes ina
pwc-disc DV D versicn with Alisan Lohman
[Matehstice: Men; Bir Fisn), Edward |ames
Qlos, Patricy Stawart, and Lima Thurman
tanding vaice talent to the English-dubbad
sousltrack, IFyou haven't seen this-film
Bt you Tiked Prircess Mononoke or Seinted
Ay, e Newsicod & shot,

Why would characters not simply
chogse to live in heaven, rather than
wait out their time on the Material
Plane? Primarily, 1 would say that as
they have not vet earned the right,
it would simply be 5 matter of time
until one of the celestials of the local
gods came by to politely lurn them
aut from the heaven in question.
Another reason, T think, is that most
adventuring sorts have a greal deal of
attachment to the goings on in their
home plane: scores to settle, loved
ones to protect, and nations {o save,
They would hardly be comfortable
basking in lavish lusary with the poda
until either their affairs were cotn-
pletely handled or their time was up.

There iz a poeint to be made for
wanling maore consistency in the DHED
Costnology, however. | have often
conzidersd the matter either a case of
great cleverness or infuriating apathy
an the part of the designers that while
each mame setting (Greyiaws, Dang
Sumn, Forcorres REaums, Dracon-
taMcE, 2and o on) has its own unique
cosmology, certain goeds and infernzl
beings seemn to overlap two or more
ol thern [Lolth, Correllon Tarethian,




SCALE MAIL

Orens, and many others). There are
alsoa few "Easter egga” in the varions
mazerials that seem to indicate some-
thing closer 1o & second edition macro.
casmology (the Spelliarmmer on the
Elemental Plane of Water, for example,
or the great planar-nexus city, Lnion,
mentioned in the Epic Level Hard-
book). What is really going on? 15 there
really some greal metaplot that we
just arerit hearing about for reasons of
creative suspense, oris it just thal the
developers-can't bear 1o decide whether
or not thie different cosmelogies are
part of one big metacosmolagy?
So do [ approve of turning one
af the best, most expansive, and
truly fascinating metaplots in game
history into hamburger? Mol Bul it
would e nice to be lantalized with
ananswer o two from the big guys
in the near future,
Robert Blank
Address withheld
el likee o metaplot thab weipped up
everpthing, Tt would be o great step
tonperd reaking the plones yeake sense,
Linfartunately, there 1 po hidden story et to
e werveded, Tha Tinks anel the lack of links
i eostedopies Debweer worlds are meraly the
result of design philosophizs shiffing over tme
sy picking
idgas ey ke fromeane product g Wl

and many different desionery ch

e in otfier prodicts,

Whie i boils dovndo 15 Sis 1FDalD
assiees @ cerbaln cosmology, | thank that
costinoleay shoulid be well defiped, On the
other hard, (Fihe game legves such things
wepsteriows, 1 showld do a hetter job of
providing players gnd DMswith tools and
options fo fielp them define and create
their aum cosmologies i o fashion thal
suils thetr tastes.

You'll be heppy to know that the
Manual of the Planes dees not
describe Mechanus as finite, Each
gear is finte, but how mane gears
exist {5 unknawn, a5 no aumber of
gears 5 provided hesides a reference
to the millions of gears inhabited by
farmigns. Gehenra is o better example
of what vou méntioned. The description
for Gehenna specifically stotes that
aithough the plane is nfinite, each
volcanic mountain s finite
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BULGARIAN ADYENTLRES

Crestings [rom faroff Bulgaria! Althoush
stll larpely unkmowan over here, Tiow-
GEONS & DHiacons is slarling o gain an
audience. Being a relatively new player
tex the game [three years) and even more
few t vour magazine less than a year),
[ only recently understood about vour
birthday, but from all the Bulmrian D&ED
fanz: Happy birtheay, Dracow! May vou
roar Tor years bo come!

Now for a question: Being a fan of
Oriertal Advertures, Twant to ask James
Wvattabout my favorite world. What
is hecurrenlly planning? | laoe he
updated it in vour April issue, but there
was T miews stuff, only revision, How
often and how is he going to update and
add new stuff (Hufl, namely)? Should
we wadl for dth edition for new Qrieniol
Adventures material? [ hope not, As a
matter of fact, L even thought of mailing
Dusgmox for the lack of Eastern adven-
bures, 1know wou are excited with Dang
Sun; Eenero, and all, but we need
somme freshly forged latanss!

Alsa, Thave an idea, based on the
dispute over flult vz crunch: Wy
not make crunch based on Hufl* For
example, give us delails aboul a place
irna world or 2 monster and then give
feats and other game mechanics based
an those details, 11 would give a good
balance and s61] keep the magazine
dealing with its theme,

Best wishes woall ol you at DeAcon,
Feep up the goad work.

Wladizlay Rashkovski
Sofia, Bulgaria

Thanks for the campliments, Viadislap
We're glad you ks the magaiine,

irnes Wiatt bells ws that he doesn't
have apy atker Origntal Adventures
products in the works, but vou might
wark b check out the Legend of the
Five Rings products produced by AEG,
They're filled to the brim with material
for Criental Adventures.

Thawks for vewr ideas about how ta

balance the content of the magazine,

tarting with this Bsue, readers shawdd
see @ hetter balance between new rules
ard inspirational matenal. Regders are
ikely to see less world-specific articles in
DRacos, howeper From Hive to the,

WITH GREAT POWER

COMES HEAT VISION

Supplerment your col-
lection of Siack, gam-
izttt T-shirts
with the selecticn
fram wansmracket-
ninjacom. For far less
than the standard
700K ppenchant-
mment cost, Yo
CIT LT VEr O =7
“shintor gy of & varieny
ol gamesfriendly es.
Mz, chach oub their
shirts from the pop-
lar #8it Theaterweb
cormic, with stogans
ke The characier
sheeti= mightier than
the sword” and “Your
GForyour H P

an arkicls i support of o particuwlar setting
will see print, but labeling an article as
Foroorren Rearss or Oriental Adven-
tures burns away some readers (regardless
of how easily the articles cah be odapted)
withoot garmering a commensurately large
new audience, [ssue #3155 a key sxom-
ple of warld-specific articles not drawing

@ new udience, Despite cavering rearly
every afficial campaign setbing and its
eRarmoLs popularity armong readers, the
Carpaign Classics lasue producen qverage
sales pumbers, and no particalor setting
received enough suppon from renders o
warrant regular soverage in the magazine,
The audience for DaD seemsto be divded
inta o thousand pleces by the cormpaign
warlds from TSR and Wizards ol the
Caast, the raany d20 campeign settings
that have been produced, and harmebrew
carnpaions, DeaGon can bast seave that
diverse audience by presenting material

that eeeryornie cin easily se.

KNOWLEDG
CHECK

Question: Conan, whal is
westin lifer
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INVASION OF THE

GIANT MICROBES!

Lazst week the
Creagon staff got
Ebla. Forturmately
itwas of the big:
eved stuffed variety
available from ww
giantmicrobes.com,

Dragun Thiz cool little sita

offers diseaszas,

-maladies, calarsi-
I a I k Hes, and critters af
‘micraseonic size at
1000000 magnii-
catinn and stuffed foryour anjovmant; 5o

naxt time you need an culthers gif, show
“somacna vou care: Giee them the plague.

ITY ELEMENTAL

Just a quick guestion: What happened
te the article on half-clementals in
that wiis supposed to be in Dracox
#A2L. 1 weas advertised in Dragoxn
#320 and did noel appear. Other than
that gripe, | really enjoy the maga-
zine, The infused prestipe class in
issue #3211 was great, and | intend
o try and comvinee my DM 1o et me
incorporate it inte my next character,
Riley Bull
Address withheld

Wi put togetner the preview of the next
issue long before we Jimsh il and in the
editing, development, and design process,
articles sometioes expand beyond our
bestestirgte. That was the case waih
issue #327, and the halfelemental
rhakister-cliss arifole was the eqsiest to
maowe to o future wswe Unfortunately,
the fssues i the near future are fll, Keep
an eye out for the article in Dracon
sometine early next year,

DARK SUN MOYIE

As [ was reading through Dracox
W30, 1 was saddened to zee that
DuwcEowns & DraGoNs was not
catching the eyes of younper people,
Fam 19, and 1 would net have
started playing if not for the nuda.
ing of a 32-vear-old co-worker, Many
vounger kids think roleplaying is
naot cool and should be stopped
when you lurn 16and geta car. My
frienids ask me to explain the pame
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ta therm, and as soon as 1 say "dice”
ar “miniatures,” they don't want to
hesr any more,

Vin Dicsel is o great example of a
“zool guy” whe loves to roleplay, Atter
vour Dark Sun feature in Dracox
#319, 1 borrowed my friend's old
books based on the setting, 1 fell in
lowe with the character Rilkkus, That
o] had it all: Strength, friends, mul-
tiple lovers, and more, Then 1 locked
at the cover, Riklkus just screamed
Vin Diesel,

| can-easily see a Dark Sun
maoyie, That would be a winner.

I can see the millions of people
going tosee il and finding out
that—pasp—it's bazed on a D&ED
setting, The DVD could be filled
with DED info and interviews with
the stars of DE&ED, mavbe cven some
info on their D&ED characters. |
feel it would bring in countless
new plavers to our hably, Plus, we
would have a sweet movie Lo brag
about, Then it would be cool to he
a nerd, Thank Ged [ have a head
start om it

Brandon Thomas

Address withheld

Good idea, Brondan! | can see it too:
fordes of thi-kreen and giort bugs charg:
ing aver sand dupes (ke the aliens in Star-
ship Troopers, Road Warrior-style battles
between sand ships loaded with gith, ond
gony fights with terrifping monsters in
gladiatenal arengs. A Dank Suxs mowe
would rack.

Of course, this stratepy has been
tried orce before, but the Da D mowie
coowell ol of people think (t could
have Beern Better, 'm set 1o see the
sequel, but | daubt 1N be able to car-
poal o the Lhealrs,

... filD A REAL MOVYIE

I like to think I'm a patient man; |
have been waiting for an Aliens ¥,
Predator movie since 1 was 11, Yet

[ have been wailing for a D&D ver.
sion of that battle for almost as long.
Finally my patience for the movie
haz heen rewarded with it coming
out close to my birthday, Unfortu-

nately, there still ian't a DED ver
sien. | think that that's a shame.
The world created from the comics
and the books for these two tHtans of
movig-maonster perfection iz 2 world
that would give Tngrron a run for
it’s meney. Persenally, 1 think that
the aliens would be more of a lem-
plate then an aclual monster, Think
of how cool {and perhaps cruel) i
would be o have o high-level group
hunt dewn a red dragon only to find
the dragen already dead with a hole
inits chest and a strange, gigantic,
spider-lilee skeleton thing next te the
head of the dead dragon. The preda-
tors could e g new race with their
own special weapons and classes. |
think that it would be a great thing
il the grest minds at your magazine
could think of & way to bring these
creatures in to hunt the drow and
infest the dwarves of DED,
Riley Harper
Address withheld

Hagpy bithday, Riley! | hope you like the
mowie. it looks pretty coal,

There gre monsters in DarD that do
the aliens’ shiick, From the Monster
Manual: Xill, spider eaters, phd red
slagd do the epg-implanting, hurst-
Jrom-the-body thing, The kythons fram
the Book of Wile Darkness are good
candidates for predotors, as they come
with several new weopons, but they
could be aliens tog,

These Dl “aliens” cawld come from
implantation (n other DaD races. Thus,
the ol could be fram any humanaid,
and the red stagd could care from
Large humancids ke opres and mino-
taurs. Of cowrse, you could always pive
the implantation ability to any DaD
monsler, such @3 giving 1t o a stirge or
spider to represent the fuce huggers.

I vaw e with this idea, let us bnow how
it goes—and ifany of the PCs sunse! #

Knowledge Check
Answer

Answer: To crush your
anermics, see them driven

before vou, and Lo hear the
lamentation uf the women!

Py

e




PLAYER INITIATIVE

[HE SCOOP ON GAMER LIFE

GEN CON INDY REPORT

Attendees at this vear's Gen Con
received o special treat in their conven-
tion bags: a free copy of this issue of
Dracon as well as o copy of the new
Duwceaw, Usnoerraren, and Asaz-
ING STORIES magazines, Dracon,
Duncron. and Unperearsn oflered
free T-shirts with a subscription pur-
chased at the convention. Falks who
bought subscriptions to hoth Dragoy
and Duveron received both shirts and
a chance o win a copy of The World's
Largest Dungeon by AEG, Dracow
Editor-in-Chief Matihew Sernett,
Dumcron Bditor-in-Chiel Eril Mona,
and Duneron Associate Editar James
|lacobs lead discuszions about the new
versions of the magazines and how ta
write for the them, If you were lucky,

you coukd catch a plimpse of the elusive

Diacon Assistant Editor F. Wesley
Schneider (who went to Gen Con to
play rather than work) hovering near
the Paize hooth, To top it all off, the
DED Timeline Fxhibit featared both
Uracon and DuncEow as an integral
part of the garne's illustrious history,

The magazine blitzkriep went glite-
kreig lor Unoerearsn with multiclass
cheerleader/models walling about the
convention Hoor promoting Do
FEATER, Bditorin-Chiel Michael Mikae-
fan was on hand at the booth and at
ginme towmaments to oreet rezders and
answer (uestions about the magazine,

CH course, the celebration of the 30tk
anniversary of Duncroxs & Diacoys
deminated the convention, particularly
Wizard's of the Coast’s Epic Level D&D
Party in the square outzide the conven-
tion hall, Free food and beverages were
available at the party along with exclu-
Five giveaways,

20 [N R

Reading this ar the convention?
Come by the Paizo hooth and let usg

knowr whal vou think of the masazines,
- f=

Miss the fun this vear? Check out
pictures of the convention at www.
paizo.com, and start making plans for
et vear

DUNGEON CRAWLING AT GEN CON

Introduced at last vear’s Gen Con, True

Dungeon returned with a vengeance
this year, resulling in sold-out events
that involved 1.500 players, Featuring
the village of Hemmlet along with
a host of other familiar elernents of
B&D's long history, True Dungean
offered a loving homage to the game
that started it all.

I you're unfamiliar with True Dun-
geon, think of it ag being a little like
a DED game show You and six ather

participants pick 2 DED class and play
through a live-action adventure game

involving puzzles, riddles, and even

simulated
combat by such means

as plaving shuffleboard. Ultimately,
survivors of the dungeon have 2 chance
towin Dwarven Forge products worth g
total of $1,000,

For folks reading this at Gen Can
right nowe, Jeff Martin, president of
Prearven Farge and creator of True
Pungeon, has this 1o say

"Prepare yourselves Lo experience an
old-fazhion DED module by digging
ol sarne old first edition DED books
and medules, I you are o veteran
plaver, you should reminisce about the
heady days of your gaming vouth, If
VOLL AT 2 neweomet, [y bo embrace this
“retro’ version of a game you love, Both
types should prepare for a challeng-
ing adventure that will fest their wits,
nerve, and coordination,

“Wourll see some cool surprises in
the evenl. T can't say what they are,
but they will be fitting when you
remember that Gen Con is celebrating




the 30th anniversary of DD There
should be some 'Oh, cool!’ mements.
"Finally, T want to make sure every-

one knows about the tremendous
amnount of work that goes into present:
inp this evenl. Many people work on
this project for months, and still more
prople work full-time during an entie
week at Gen Con Indy to make it a
success, True Dungeon anly happens

because there are a lot of unselfsh
gamers oul there whose idea of fun s
toworl very hard For the enjoymen|
af athers. They are special people, and
1 ask the plavers to thank them when
they pet the chance.”

RPGA UPDATE
by fan Richards, RPGA Program
Manager

The REGA (Releplaying Gamers
Association) exizts to enhance your
roleplaying experience, so you can
play mare, with more people, andd
recetve rewards for playing the
pames vou already love, We're also
expanding vour epporlunities to
meet people and duke-il-out with
Crmcrons & Dragons Minlalures
sleirmish leagues and tournaments,

Allowing for such a massive play
pxperience requires us ke make 2 lot
of decisions about how games, events,
and people work together while main-
laining o fair and consistent experience
worldwide, Sharing in this experience
means there's stuff vou need 1o know,
so prab your pick and let’s digin,

WHAT 15 THE RPGA?

The RPGA s the roleplaying atm of
organized play at Wizards of e Coast
dedicated providing play opportunities
and support for DUNGEoNs & DEAGONS
and other 20 System games. We want
te make it easier for prople to enjoy

the laceto-face roleplaying experience.
Recopnizing thal sometimes it's hard
finding a gaming group, and it's a lot of
wark [or Dis to provide new material

weel: after weels, we provide free adven-
tures to members from our extensive
adwenture database and an events
calendar featizring games all over the
world, When you download adventures
ane set up pame days or conventions,
these events are antomatically added to
ot websile's event calendar,

WHAT KINDS OF GRWES DO YGIL PLAT?

The RPGA offers several siyles of play
for roleplaving pnmes: campaigns, clas-
sics, and interaclive evenis,

Campaigns

Campaipns follow large story arcs—
often zpanning years. To parlicipate

in these unfolding plots, members
creale campaign-specific characters
using the instructions in the campaign
seurcebook, Each campaign has its
own campaign sourcehook, Characlers
prow in power (gaining gold, experi-
enee, couipment, and class features) as
they complete adventires, We offer lwo
campaign styles: Living campaigns and
DED campaignes.

While many of the Living campaigns
are DD games, they differ from DED
camnpaigns in several ways, Living
campaigns use adventure records, log-
sheets, and certifications to track your
character’s progress. D&ED campaigns
use online tracking to chart your
character's mteraclion with the story
encounters, Your character's interac-
tizms with the adventure encournters
help determine the course of the plotin
(Wl camnpaigns, |Fthe majorily of par
ties plaving an adventure kill a villain
ar foil some evil scheme, that willain or
scheme is foiled campaign-wide, [ the
villain survives or completes his plans,
thess consequences are also reflected
in the campaign, DED campaigns
are designed 10 retive after twio years
(taking characters from sl to approsi-
mately 18th level). Living campaigns
are open ended but might feature a
retirement level for characters,

Classics

With classics, characters are prewrit-
ten as part of the adventure, Onee
each player chonses a character, {he
gamme beging, Classicsare & great way

for both beginners and experienced
players to jurmp into action without
lots of preparation time. Onece the
atdventure is over, vou're done with the
character, We have classics for every:
thing across the beard, from straight
forward Dunceons & DracoNs o the
GHOSTWALE cimpaign setting lo d 20
Modern and heyond,

Interactive Events

Interactive events fypically featire an
emphasis on intrigue over combat prow-
ess. Adopt a persona, don o costume,
atid socialize in character with other
memnbers: Interactive events might fea-
ture pre-penesited characters, or they
mipht allow you Lo use your Carmpaigh
character during the session if the inter-
active is leeyed to a specific campaizn,

Characters from Home Campaigns
Characters vou play in home caimi-
paipns are nol allowed in cnpaign or
clagsic games. Since characler creation
rules for the campaign-stvle games

are standardized o allow everyone an
even footing, and classic events provide
characters appropriate to the adventure,
there's been no avenue for inoer porat-
ing characters from home campaipns,
et vou can use your character fram
your home game Lo get invalved in the
REGA, RPGA members may play select
adventures from DungEox ag sand-
tioned events, allowing therm ta earn
vewards while playing a character from
their horme campaign,

In order to reporl sour play for these
Dowcron events and add them o vour
play history, your DM requests the
adveniures from the RPGA website like
any other adventure {so your DM needs
ta be a Herald DM member of the
RPGA). Instead of receiving the adven-
ture as a downloaded fle, the DM uses
the ome published in the magazine,
Requesting the advenlure Hags the
D3s account 5o the adventure results
can be reported ence yowve played. IFs
important o report your play 2o vou
can earn DED rewards.

Next e, we'll let vou e what
rewards the REGA provides and how you
can earn thern, Unitil ther, visit wwwd
wizards.comRPGA ta learn maore. §
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UNDER COMMAND

by Mike Mearis

images provided by Wizards of the Coast

(OMMEND AND (ONTROL

hen plaving the Duwerons

& Dracows Mininhures game,

choosing your warband's com-
maricler is perhaps the most impaor
tant decigion you can make: Your
commander not only pives you better
contral over vour miniatures” actions,
but algo provides & Commander
Effect that can tip a match in your
favor, If vou make a good chaoice, yon
can creale s warband greater than the
sum of its parts.

Thiz article looks at the cormmand-
ers from Dragoneye and provides some
general advice for using your warband's
leader. It also ntraduces some new
Feats and rules Tor using Commander
Effects in the DED roleplaying game.

ISING YOUR COMMANDER

Commanders are tricky mintatures
to uze properly. As some of the mare
expensive figures in the game, they
usually reprezent a fair portion of
your warband's tatal point value,
Even the cheapest commander, the
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Cleric of Yondalla, costs 14 points.
Often a il weaker than creatures of
the zame cost, commanders have the
added benefit of their Commander
rating and Commander Etfect. L o
have a few skirmishes under your
belt, vou might have noticed thal

the best warbands featuee individual
models that form a greater whaole,
Commanders represent the ultimale
s of that principle. Their Com-
rander Effects augment your other
lgures, masking their weaknesses or
amplifiing their strengths,

Lsually, vou should go with a com-
:f_: v =]

mander that improves upon your
warhand's best traits. A Commander
Effect can't usually gover other min-
iatures” weaknesses, For example,
the Sword of Heiraneous grants +1
AC While uselul, o creature seith a
high AC gains a much latger benefit
than cne with a low one, Inessence,
the AC bonus rediaces the chance of
a crealure getting hit by 5% Reduc-
ing a 10% chance of getting hit to
5% cuts the risk in hall, while drop-

ping a 50% chance of getting hit to
459 s only o one-tenth reduction,

During a game, keepan eyve on
vour comimander's position, Many
plavers pet too caught up in keeping
their troops under command and
within the area of a Commander
Effect to notice apen paths for fast
creatisres Lo swoop in fora quick
kill. Spellcasting commanders
become particularky vulnerable 1o
this tendency, since they nsually slay
behind the rest of the warband to
use their magic,

Fimally, vou should consider using
bwo commanders, One commander
can then po off on its own or lead
a smaller group to autflank vour
apponent or atlack From the rear. In
addition, you spread out the risk of
an unlucky roll. A zingle critical hit
mighi slay ane of vour command-
ers, bul the second commander can
then step in and keep your assault
going, Many beginners forgel they
can take as many commanders as
they can afterd.




DRAGONEYE (COMMENDERS

Each commander has specific strengths
and weaknesses that make it suitable
for particular types of warbands. While
each faction has its distinet traits,
enouph variely exists so no single com-
mander provides a perfect fit for every

figure sharing it alisnment.

The following examples offer tips
for using a number of comrmanders,
For ease of reference, each figure
appears in order of its number within
a set, and has its alignment and Com.
mander rating listed in parenthesis
nexk taits narne,

Dwarven Defender (LG, Come-
mander 4): This tough
bruiser provides a +4
AC honus against

OPPONETts

who move and

attack. That

doesiit seem
fer irmpres-
give until you
look at hiz
low mavement,
Dnalside of monks
and the Dhre Lion, Lawtul Good
wirbands have few speedy fpures.
Thal means your warband probably
abzorbs a fair number of charges.
Furthermaore, figures with multiple
attacks, like the Hallling Veleran, can
attord to let their opponents come
to them and unleash their full attack
aclions on their hern. Figures that can
attack more than once work well with
the defender. Form a big, slow mov-
ing mab of heavily armored warriors
and zteam roll your apponent with a
relentless assault.
Purple Dragon Enight (LG, Com-
mander 6): This figure pro-
vides a good exarmple of 2
commander who wants
tor get into the thick of
the action but whose
Commmander Effect
works best from the
rear, The knight allows
rallying fizures to
lake theiractions
as normal rather

than lose a turn,
Yot might find your

other creatures forced to fiee beyond the
knight's comnmand, even with the Law-
ful Geood figures' relatively poor speeds,
The knight i= a combat machine, and
his fear ability rakes it important o put
hirm at the forefrant of any attack unless
vou have Stalwart Palading, a Sword of
Heironeons, or other fearless troops in
vour warband, He works well with fasier
miniatures, like the Sun Soul Initiate, as
long as you deploy them so they must
rontt past the knight. On the other hand,
the knight's hiph Commander rating,
powerful attacks, and high AC make
hirmn one of the better Lawhul Good com.
manders. Just den't count ot using his
effect too often,
Bladesinger {CG, Commander 3):
With the +3 honus she
grants to fipures that
move and attack,
the Bladesinger
embodies the
Chaolic Good war-
band’s emphasis on
mobility. Team
her with fipures
capable of side-
stepping, such
as the Daring
Ropue, to form a deadly combo. A

charging warband under her Com-
mander Effect gaing a 45 bonus
on attack rells. The Bladesinger's
excellent AC and hit points allow
hier ta wade into the middle of a
fight and make the most of her
abilities. Usze duze monster to
bog down your epponent’s
advance and charge him
betore he can attack. Magic
meisstle can clear out sereen-
ing units such as goblins and
kohaolds, leaving an open path for
vour Centaur or Dire Lion. The
Axe Sisler can move a square and
still use Whirlwind Attack. Com-
bined with the Bladesinger, she
can chop through enemy figures
as fast they can reach her threat-
ened area. If you have an archer-
heavy warband, vou can shoot
and maove with a bonus, allowing
you to keep one step ahead of the
enemy as long as vou have clear
avenues 1o maneuver,

Copper Samurai {CG, Commander 2):
The Copper Samural
adds insult to injury,
as your troops can fol-
lowar g a critical hit
with an additional
attack. Best of all,
this attack uses
the highest base
attack bonus,
Crealures with
multiple attacks
gain the biggest
benefit from
thiz ability,
since they can
follow up a critical with an addi-
tinnal devastating attack. Weaker
creatures can't as easily take advan-
tage of the additional strike. Inlui-
Lively, it might seem like having
a lot of attackers would give you
more chances o roll a 20, but if
a figure needs an 20 to hit in the
first place, the effect provides little
benefil, Luckily, plenty of Chactic
Good creatures have more than
one attack, from the EIf Archer to
the Drunken Master. The Axe Sis-
ter can hbecome a death machine

when you use this ability with her
Whirlwind Attack. Notice that the
exlra altack does not have a speci-
fied target and thus can affect any
mndiel within reach,
Cleric of Nerull {LE, Com-
mander 3):
m——  The-Glericof
Merull makes
an excellent
leader for
a warhand
stuffed with
heavy-hit-
ting lgures,
Deathstrike
allows a slain
medel one
last attack
before it leaves the board. Your
opponent mighl get the drop
on you with a charge, bat if he
puts down a monster, he has
to withstand an attack in turn.
This allowsz cheap creatures to
almost always pet off at least one
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sirike, while your expen-
sive beastzs gain a parting
blaw that can tip the hatile
o your advantage. Combine
the cleric with 1he Blood Rock
terrain tile and your Skeletons
and Zombics can take their
enetnies to the grave with them,
The Human Executioner's
attack bonus, heavy damage,
and poor AC make him a good
match for this ability. Com-
bined with his good movye, the
executioner can gain one attack
on g powerful opponent via a
charge, and then a parting shot
that could easily cause o morale
check, With a little Tuck, a single
execulioner can send a high-cost
figure running for salety,

Urtholk the Vicious (LE, Com-

mander 5): Perhaps the
A hest choice far
abo" awarband filled
with cheap crea-
lures, Urthok's
Commander

Effect can
turn bug-
bears, hab-
gobling, and
pobling inte
daunting
OPPONEents,
Bughbears
in particular
gain the most from the
b4 banus on attack ralls, as they
have the hit points needed 1o
sustain an attack or two hefore
falling. On top of that, Urthok's
high Commander raling makes it
more likely that you can seize the
initialive or rally vour relatively
cheap forces. Resist the tempta-
Lion to throw Urthok into the
fray, even though he has sood hit
points and a solid AC. Instead,
e him as the hammer Lo vour
bugbears” anvil, Let wour cheap
troops wade in and wear down
i big target, and then charge
in with Urthok to finish it off.
[T you put him at the front and
loze him early in the game, your
entire warband could fall apart.
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Drow Wizard (CE, Commander 2);
At first plance, the Drow
Wizard might not
seem like much,
He has plenty of
spells, but Saillag's
siwowbll swirm and
magie missile have
little chance of
putting down an

Oare Ravaper.
Thiz figure needs
time to go through his spells,

A sereening force of crealures
immune or resistant to Cold dam-
age can bog down an enemy’s
advance, allewing the wizard lo
unleash the full potency of his
spells. The Abyssal Maw makes
the perfect complement o the wis-
ard, It never takes damage from
his Cold spells, and he has a high
enough Commander rating to con-
trol it All skeletons, the Dretch,
and the Small White Dragon are
alao immune to Cold, while the
Tiefling Captain has Cold resis-
tance 5, These figures can accupy
the enemy while your wizard
unleashes volley after volley of
apells. The key to using the wizard
effectively lies in protecting him,
Eeep an eyve eout for monks and
ather [ast, mobile opponents: A
single guard kept near the wizard
should keep him sate,

Eye of Gruwmsh {CE, Commander 1):
The Eve of
Gruumsh
might seem
like the
perfect fig-
ure to lead
an assanlt, hut
its pocr AC, vicious
attack ability, and Com
mander Elfect supgest
otherwize. Surreund this
wallking death machine with ores,
preferably o second commander
and a harde of cheap warriors and
spearfighters, 1f vou have less than
twelve figures in your warband, you
might not have enough. The Ore
Warrior and Ore Spearfighler have
good attack bonuses, making the

5 damage they pain from the Eye
of Gruumsh invaluable.
Ore Droid (CE, Commander 2):
The Gre Druid
presents limited
options ag a
commander. He
grants anirals
and magical
bozsts a =2
benus on attack
rofls, but he
can only bring
a few crea-
tures under
cormand, Most
of the powerful animals and magi-
cil beasts have too high of a il
ficult rating lor the druid to direct
them, although they still gain his
Commander Effect. The poison
gpell can wear down a creature, but
since it has a range of Louch, the
drudd must carry his AC 11 and 35
hit paints adjacent toa potential
target, The druid's primary weapon
is its smane’s swiftness spell, Grant-
fng 4 crealure an immediate bonus
attack can swing an entire skir-
mish in your faver, Since this spell
has a short range. keeping crea-
tures ander contral becomes even
more important. ifficalt creatures
likely charpe too far ahead. While

the best targets for this spell, such E

creatures might fall before vou can
wse it on therm,

COMMANDER EFFECT FEATS |

Commuander Eftects, |
ane gars of the
DED Miniatures
garne that doesmt
appear in the DED

roleplaving game,

can still work with
yOur camipaign’s ore warlares,
bandit kings, mercenary captaing,
and other war leaders. Villains who
rely on others to do their dirky work
fivid the following feats ideal for their

purpases, The gablin king might be a

weak combatant, but the warriors he

cormmands make him a Tormidable
opponent, Commander Effects zlso
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FANTASY -

universe? Pick up
Nodwick 25 for thrills,
chills,
helpings of french
toast!

YOUR MINIS PLAYBOOK

T bring your warbands fully under com-
mand, check aut the Wdiniotires Hondbook
frears Wizards of the Coast, With new
stratepies, tactics, and rules explanations
to make the-most of your commandears
and warhands, the Minigtures Handhaok
expands on and goes far beyond the
D Miniatures hasie ules, While while
sections focus onusing cammarders

b their greatest capacity, the new mass
battle ruies allow you te make waron an
epic scale and offer your commanders a
vast arsenalof new abllities and tactics.
Sowhether you'reloaking for more ideas
and strategies for commanders or somie:
thin'g't'ﬂtally fiew, be sure o check out the
Miniatiires Hondkaok, :

allow vou to introduce relatively weak
opponents into an encounter while still
giving them the epportunity to have an
impact en its outcere,

These feats represent a char-
acter's ahility to lead others in
combat, They represent a com-
bination of tactical training, low

cunning, and raw charisma. A
commander might exhort his
followers te fight harder or
merely inspire them to greater

lewels of heraism, Note that

these Feats allow you Lo incorpo-

rate some of the aspects of the
DD Miniatures pame into yvour
campaign with optional rules.
Commander fipures from D&D
Miniatures, like the Half-Ore
Fighter, do not use these feats,
These feats don't benefit the
character whe takes them; they
only help his allies,

(OMMADER [GENERAL]

You are o natural leader, capable of
inslilling bravery and tenacity in oth-
ers. On the battlefield, vour followers
ataned and fight while lesser warriors
fee in terrar.

Prevequisite: Cha 13,

Benefit: All allies within 30 feet of
vou gain a +1 morale bonus on all saves
apgainst fear eftects.

DEFENSE OF THE RICHTEOLS [GERERALT
The gods leok upen your efforts with
great interest. Wherever you go, they
are certain to defend vou, Rather than
heard such power, your selflleszness
provides your friends and allies with
this divine blessing,

Prevequisites: Cha 17, pood alipn-
ment, Commander.

Benefit: All allies within 30 feel of
vou gain a +1 morale bonus 1o Forti-
tude saves,

(NG TRCTIS [GEMERALT

Your allies seize every advantage, using

divty tricks to impress you and win your

{avor, However, they fight hard only when

they have an opponent at a disadvantage.
Prerequisites: Cha 15, evil align-

ment, Cormmander,

NODWICK & PS23¢&

HUMOR .

and extra [l

SUPERHERDES .

ADYENTURE -

<. 3 superhero!

| miss it!

Buy these books and more on-line at www.nodwick.com and www.FSZEE.cu-rnl

LEGENDS

| You think schodl
| history reports a
| dull?

Mot whe
= hay re about supengl
heroes! And this on

is about the very fir

Rea

| about the dawn of
metahuman era a
| how it all began wi
. “Mr. Extraordinary,
| This story has bee
. | over eighty years
' | the making, so don

Ask your loaal comic and game store to carry your Fmrontc comics f‘mm Dork Storm Pres:




The latest adventure in Michael Mooreock’s mind-bending Eric Saga—~now in paperback!

Benefit: All allies within 30 feet of
o deal +1 pniﬂl ol additional d:qlrmgc
when flanking.

Special: Your followers do not sain
thiz benefit against opponents who can-
not be flanked,

HALFLING'S CURNING [GERERALT
Tou sharve vour experience in fghting
larper opponents with your allies, mal
ing them more effective against tll foes,
Prerequisites: Cha 13, Commander,
size Small or smalles
Benefit: All allies within 30 feet of
woul gain & -+ morale bonus onatlack
rolls against creatures of a size calepory
areater than theirs,

INSPIRE BLOGDLETTING [GENERRL]

Your followers attack their enemies with

a savage fuey, Their wild, punizhing

Blows are more likely b crush a joind,

slice an artery, or batter through armor
Prerequisites: Cha 13, Commander,

OF L'NOI:MOLI"- .-\.‘-1['-!1'!{.‘-‘?\1."

Benefit: All allies within 30 feet of
vl gain @ + 1 morvale bonus on atlack
rolls to confinm critical hits.

[HSPIRE BIOGDTHIRST [GERERALL
The dread vou strike into your
follower's hearts compels them to
Haht with a crazed fury, for fear
that vou might punish er kill them
if they falter:

Prerequisites: Cha 15, evil alizn-

ment, Intimidate 5 ranks, Conumander,

Weapon Focus {any melee weapen),

Benefit: All allies within 30 feet of
ot gain a =1 maorale bonus on all
melee attacks.

ROUSE CCURAGE [GENERRL]

When terrar lls the hearts of you

allies, your presence helps calm them.

Rather than flee, they stay and fght.
Prerequisiles: Cha 13, Commander,
Benefit: All allies within 30 feet of

you may revoll sy faifed saves made

against fear eftfects. They may roll
again only once, An ally affected by a
fear effect who moves within 30 [eal
of you can make one additional save
to resist the effect.

CAN'T GET ENOUGH?

Still nesd-more tactics for your coms
manders or ideas for DELD minis
warbands? Check out the Dawcedss
a Dracons Minlstures section of the
Wizards of the.Caast website al
vewwwrizards.com, Alang with dozens
of suggestions, options, and stratepies
1o enhance yousskirmishes, thesite
offers newrules, scenaries, encoun-
ters, previews, and mere far your GO
mnlatures game.

S[5T
MR MOVELIR o Post

“Brilliantly imagined...high
adventures fueled by human
passions.” —rocus

ALITHOR OF THE DREAMTIHEF'S DAUG The award-winning author of The Dreamthief’s Daughter
Gl delivers a novel of breathtaking adventure that blends
history and legend with the infinite possibilities of the

Multiverse.

i "B

“The tale's power stems largely from the
astounding lyricism of the author’s
prose,”

“Fascinating.... Totally enthrallinc

“Provocative,”

THE A LING 1y AMERIC,

Where Imagination Knows No Bounds

Read an Excerpt Onling at www twbookmark.com

Iﬁ:lc'l'ln".-rlrr Book Grosm

| -



A NOVEL APFROACH

by Matt Forbeck
art provided by Wizards of the Coas!

\ECRET OF THE
\PIRITKEEPER

ecret of Mee Spivitkesper is the first

in the new “Knighls of the Silver

Dragon' seriez of voung adult
Dunceons & Dracons novels from
Wizards of the Coasl. They're parl of
the new Mirrorstone imprint of books
designed for boys and girls ages 8 and
up. Like the Harry Potler books, read-
erz of all ages can enjoy them, but they
{eature voung (teenage] heroes, and
they emphasize dramatic lension rather
than bashing monsters—although
there's a bit of that too,

Secrel of the Spiritkeeper presents a
tale of hoth mystery and adventure, Kel-
lach {an apprentice wizard) and Dris-
koll (his younger brather) find Kellach's
mentor Zendric Iving dead in his tower
ene merning, the vichim of a robbery
pore bad—or so it seems, Soon, the
boen Tovs aned their friend Moyra dis-
cover that Zendric's soul was stolen
with a magic item called a spirithesper.

The kids have only a day to find the
spiritkecper and return it to Zendric's
bady before the connecton between
them is broken forever, Their quest
takes them [rom the bowels of the city
prison to the depths of the Dungeon
of Deorn, miles outside of the ciby's
embattled walls, Tnils course, they
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encounter # tribe of gobling, & savage
ewlbear; a laming-headed zombie,
and an enemy far worse and much
closer to home,

KELLACH

Kellach fancies himsellas nol only

an up-and-coming wizard but a great
detective, To him, the twao go hand in
hand, as both professions involve fig:
uring out how things really werk. In
truth, he has a lot of room for develop-
rment in both pursuits, but he shows
promise at both,

Kellach is tall for his age and has
el Bair and blue eves. His father,
Torin, 15 the Captain of the Watch in
Curston. His mother disappeared
aroumd the time of the Sundering of
the Seal, an event thal nearly deslroyed
all of Curston and still affects the city
to this day, Today, he lives with his
father and his younger brother Diris-
leoll inva rebailt part of lown called the
Phoenix Cruarter

Afage 13, Kellach is learning to be a
lal-Jevel wizand, He has vel o master his
1zt-level spells or the alilities to swmmon
a familiar or scribe a scroll, although he
technically possesses such skills,

WHAT'S IN IT FOR YOU?

MWhzards of the Coast envisioned Secm

of the Spiritkeeper and the rest of the Mir-
rorstone books as & means to introduce
new readers Lo bath fantasy fiction and.
the worlds ef DUNSEONS & Dracoks,

It rrght ot be as sophisticated s tradi-
tianal fantasy fiterature, but it makes for

a great way e hock youbger readers into
tha genre and the game, Those adults wha
enfoy tales of younger Herees should enjoy
the stary toc.

With the explosion in papularity of fan-
tasy with both Hary Potter and The Lord
of the Rings, thare's never been o better
time to get penple interested in DURGFaN
B Dracons, Ifvou have younger friends
ar relatives you'd like to get started playing
Durceans & Dracans, then the Mirar-
stone hooks present the padet teol, Have:
waur friends or relatives read the books
and then pick up the new DuscEons &
Opncons Basic Set dug aut this maosth. In
noime, you should Rave thaam on their
first achvariture, :

Asa Dungeon Master, Secest of the
Spintkeeper can help pou fiaure cut the
proper tane so set far pounger players, The
book festures some combat but keeps it
to & minimai, Tre berces get by mare on
thefrwits thian strength of arm e wand.
With such lowslewvel characters, even the -
wieakest monsters can prove dangerous,
A ta theill rather than threaten and you
might soan find yeurselfwith o rew group
aflifefong converts to play with,




Kellach, Male Human Wizard 1: CR
L Medium humanoid (human) HD
Lt hp 4 Init=1 Spd 30 ft AC 11+
ey, loneh 11, flat-footed 10 Base Atk
O Grp el ATl Atk -1 melee (1d4-
11920 dagper) or +1 ranged (1d4-
11920, dagper] SA spells 50 — AL
NG, SV Forl +0, Ref +1, Will +3 Str 4,
Dex 12, Con 10, Int 18, Wis 12, Cha 10,

Skills: Corcentration +8, Decipher
Script +8, Knowledge (arcana) +8,
Enowledge (history) +6, Knowleda:
ilacaly +8, Knowledge (religion) +6,
Search+5, Spelleraft +8&, Spot +2

Fente: Combat Casting, Fschew Mate-
rials, Seribe Scroll.

Languages: Conmon, Dwarven,
Elven, Gnome, Halfling.

Spells Prepored (3 save DO 14 + spell
fevel) O—daze, flare, presiidigitation.

Possessions: Dagger, backpack, lantern,
tarch, flint and steel, spellbook, water
sleiny, quill, pavchment {three sheets).

DRISKOLL

Driskoll plays Watsan to Kellach's
Holmes. He collects stories of

all serts, but his favorites are the
anesd that tell of the adventuresz his
brother Kellech and he have in Cur-
ston, He's more street amarl than
Kellach, who spends most of his
days with hiz nase in boaks.

Diriskoll looks up to his brother
Keflach, although he'd never say
s to Kellack'z face. He thinks his
brother iz too full of himsel[as it is.
Stilly he looks to his older brother
to protect himand to get them out
of whatever trouble they get inlo.
Drigkoll can manage for himself, but
somnetimes he's more comfortable in
his brother's shadeow.

Abape 10, Driskell iz just coming
into his own as a 1st-level bard. Cur
rently, he's just gaining the ability 1o
casl spells; and he has vet to discover
the full extent of his magic, He haz the
bardic knowledge and bardic rusic
abilities, but he doean't have enough
ranles in Perform to use any of the
latter's etfects.

Drisleoll, Male Human Bard 1: CE
L Medium humanoid (human); HD
Ldi; hp 6 Init +1; Spd 30 fi.; AC 11

(1 Dex), tenach 11, Hat-footed 10;
Base Attack +0; Grp -1; Atk/Tull Atk
-1 melee (1d4-1/19-20, dapgper} or
+1 ranged (1d4-1/19-20, dagger);
S4 — 503 hardic knowledge, hardic
music; AL WG 8V Fort 40, Rel 43,
Wll <45 Str 9, Dex 12, Con 10, Int
12, Wis 14, Cha 18,

Skiffs: Bluft +8, Diplomacy +8,
Gather Information +7, Hide <3,
Knowledge {lacal) +5, Listen +6, Per-
form [act) +6, Perform {oralory) +6,
Perform fwind instrument) +6, Search
17, Sense Maolive +7,

Feats: Investigaton, Negolialor

Larygreages; Commeon, Halfling,

Epelis Prepared (2 save DC 14 + spell
level) th—dancing lighls, prestidigitation.

Posseesions: Dagger, backpack, lan-
tern, torch, and fint and steel.

MOYRA

Moyra's father Breddo is a notori-
ous thief who has been in and oul
af jail her whole Life, She first met
Driskell and Kellach when their
mother Jourdain reached out to
help Maovra's mother Royma while
Breddo was in jail. Unfortunately, if
wiag Torin, Jourdain's husband, whao
pul him there,

If Driskoll thinks of himself as
street smart, he has nothing an
Moyra, who spent most of her life on
the streets, often as a stooge in her
fathier's scamz She often claims that
all she cares about is earning some
maney so she can move her and her

rother out of the hole in which they
live, In truth, she's looking for some-
thing she can believe in, and maybe
SOMEnnS Lo,

Even atape 12, Moyrz is a 1sk-level
rogue, The most experienced and least
sheltered ol her friends, Moyra has full
access to all of her class abilities.

Moyra, Fernale Human Rogue 1:
CR 1 Medium humaneid (human),
HID 1d6; hp 6 Init +4; Spd 30 fi;
AC T4 [+4 Dex), touch 14, flat-footed
10 Base Atk +0; Grp -1; Atk/Full
Atk -1 melee (1d4-1/19-20, dapger)
or +4 ranged [1d4-1/19-20, dagoer);
SA sneak attack +1d6; S0 —; AL
CG: 5 Fort 40, Ref +8, Will +1; AL

CG5r 9, Dex 18, Con 10, Int 12,
Wis 12, Cha 106,

Skills: Bluff +7, Climb +3, Disable
Device +3, Flide +8, Intimidate +6,
Knowledgze local) 5, Move Silently
=8, Open Lock +8, Search -5, Sense
Mative +3, Sleight of Hand +6, Spot
"'Sa

Feiets: Dodge, Lightening Reflexes.

Lahpuages: Common, Elven.

Pogsessions: Dagper, backpack, lan-
bern, torch, tint and steel, waterskin,
S0 feet of rope.

THE SPIRITEEPER

This clear crystal sphiere bears ornate
polden runes that faintly shim-
mer beneath its surtace. Despite ils
innocuous appearance, a spirttkeeper
hus the power to steal a person’s soul
and store it within, The crystal can
hold ene soul at a lime for an indefi-
nite period. [fit is used on someone
while it already holds a soul, the tar
get must make a DC 17 Will save or
have its soul switched with the one
in the item, leaving the target’s soul
trapped within the spiritheeper while
the target's body is possessed by the
soul now freed from the spirithesper,
Those who malke their save cannot
be affected by the spiritkesper again,
These effects are permanent, bul
olherwize function the same as the
spell magic jar. Using the spiritkesper
i a full-round action that requires a
command word,

Moderate necromancy CL 9th
Craft Wondrous lem, magic far Price
112,000 ap Weight 1 b,
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SILICON SORCERY

by B Wesley Schneider

images provided by Sguare Enix
and Final Fantasy Warcry
{{Fwarcry.com)

FINAL
FANTRSY

espite their shared title, there is

nothing "final” about the games

in the long-running Final Fantasy
series, With litle in common from one
Lo the next, what these pames lack in
cohesiveness they make up for in pre-
senting unigue worlds, cach utilizing
a reflreshing variety of fantasy themes.
From roval knights and menstrous ser-
vants to airships and magic, Final Fan-
Lasy cagerly twists familiar plots while
skillfully weaving itz own. Perhaps
no one aspect better summarizes the
skewed fantasy elements and imagina-
tion of the Final Fantazy series than the
speedy and potent chacoba,

Part wild animal, part high-speed
transport, chocobos are peerless
mounts, powerful pack anirmals, speedy
messengers, and rae companions,

Wherever chocobos are found,
they swiftly replace horses and other
equines as the domesticated riding
animals of choice, Cheaper Lo feed,
easier to-care for, generally more
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lriendly, and—their pwners say—more
intelligent, chocobos combine all the
strength and speed ol horses with less
upkeep and stubbornness. Playfil and
curicms at heart, these avians quickly
accept other creatures they perceive

as having good intentions, and they
eagerly learn new skills. Thiz has led to
the rise of sports like chocobo racing,
which seems as eagerly anticipated by
the mounts as the jockeys and gam-
bling fans. 1t has also made them the
monant of choice for many warriors,

as chocobos can often travel tarther
and faster than mest horses, However,
menizl daily chores such as plowing or
pulling carts often bore chocobas, who
need wide open spaces to stretch their
scaly leps and wheo are always eager 1o
zee what's over the next ridge.

In the wild, chocebos can be either
unexpected boons or dangerous threats.
Whether in Aocks of ten to twenty-five
racing the wind across the plains or in
saller families nesting in secluded for-

eats, wild chocobos are majestic sights
to behold, Chocobos commanly range
hetween areas of plaing and [orests,
whele flecks munning in a wide tenitory
of several dozen square miles during the
day and separating into smaller families
at ripht, always returning to the same
sheltered proves.

Creabieres thal approach with abai-
ously hostile intentions rarely get close
to a Hock of chocobos, as their keen
senses and swill relexes are aflen
more than enough to keep therm well
out of harnt's reach, However, should o
particularly daring poacher or wrangler
atternpt to steal up on a tamily of choco-
bos at night, the interloper must be pre-
pared to Gce the creatures’ sharp talons
and powerful heaks as they defend their
homne, Also, should a thief success-
fully steal & chocoba ege or hatchling,
distressed chooebo parents have been
known to sather their entire Hock to
chase down the thieland ensure the
gafe return of their stolen young,




Each Fimal Fantasy game makes strong
s ofwellknawn fantasy temas, hut a5
the series progresses, the games gencrally
rafy ess on wellkaown ideas,

Ir the first several games, kiights
i armar, mysterious mages, and fear-
some mansters are the rulel Plavirs are
exposed to familiar plats like redeeming
a dark enight, saving towns from pillg-
ing pirates, and even rascuing kidnagped
prinsesses, Through nurereus areative
twists: # larger tale far greates tham its
parts ties these storles fu'gcthl_:r. Besides
merely olaying along, an attentive D
cin learn g areat deal abous haw to make
seemingly tired starvlings new again,
Ideas for new weapons, msgic, hordes of
bizaree morsters, snd charsctedizations
of all varicties of hercic archetypes make
these early games d creative réasuie frove
for botn Dis aned plavers alile,

The mare recent games in the Final
Faritasy series make frequent departures
ficrm the thermes of caaditianal fantasy
wameas, Although kaights, bigh magic,
and terrible monstars remain, sew ele-
rnents |ks space trivel gpuns, mechs. and
othes advanced technolopies aften maks
appearances. Any geme featuring hath
Mg and science canmake use ol jdeas
for new characters, |_\'|uiprr|.g_'r;t, back-
graund ldeas, and cptions spawned frem
this wrtique mix,

Whether you prefar voor fantasy
as traditional waslds of mopsters and
mAgic o cutling-ecpe combinations of
seierice andsoreer the Finel Fantasy
series 15 sure to bring you somashing
you've neverimagined,

RIDING BIRD

Large Animal

Hit Dice: Ad848 (20 hp)

Initiatives +7

Speed: 60 1T, {12 squares)

AC: 14 (-1 size, +2 Dex, -3 natu ral)
Base Attack/Grapple: +3; 10

Attack: Bite +6 melee (1d814)

Full Attack: Bite +6 melee (1d8+4) and
claw +1 melee [1db+2)

Space/Reach: 10 fi,/5 1t

Special Attacks:

Special Qualities: Low-light vision,
scent

Saves: Fort 16, Rel 6, Will +4
Abilities: Str 18, Dex 15, Con 14, Int 2,
Wis 16, Cha &

Skills: Jump 18, Listen +8, Spot+9
Feats; Encdurance, Run

Environment; Wirm plaing and foresis

SUMMONING RIDING

BIRDS

Although they have no skills or magic
powers that set them apart frarm st ani-
mals, riding birds are known fo bie partico-
larly respensive to magical summans and
calls for allies, Thus, at Sthdevel, when a
paladin-calls far & mount, it's entirafy pos.
sibly that a riding hirg angwess hercall,
Also, beginning at dth level for a druid [(or
th level for o ranger), & riding bird can be
surmrmened to serve as ananimal cem-
panion. Riding birds also answer tha call
of surisron nakre's alle

Chrganization: Selitary, pair, or flock
i8-20adults plus 2-5 voung)
Challenge Rating: 2

Advancement: 5-7 HD (Large), -9 HD
[Huge)

Level Adjustment: —

Wikat looks fo-be an exceptionally ath-
letic chicken the size of a drafl horse

and with golden-vellow feathers stands
before pou. With o pair of sharp talens, it
serotches ab the prouad as iy head dorts
ahot alertly. Uper mobictog vou, (0 Lilis
s Tong neck b one side and lets ot a
chirions call, “Wark?”

Riding birds are large animals thal
look like crosses between oversized
chickens and ostriches. With long
necks, polden feathers, and mtelligent
eves, riding birds can often be found
running freely in flocks across great
plaing or lazing in the cool shade of
izolated lorestz, Natural runners, few
creatures can sprink as fast as a riding
bird without the aid of magic.

An average riding bivd stands
nearly 7 feet tall and, with its flared
tail plumes; is almost equally long,
Despite their size, riding bivds are sill
avians and vsually weigh only abonat
350 pouneds,

(OMBAT

Riding bivds are usually either shy or
Friendly, and thus dard't aften engage
itt comnbat, Most polential predators
leave rviding birds alone in favor of
slower prey. However, when a rid-
g bird's young or these its become
attached to ave in danger, it makes

effective use ol its sharp beak and
poowerful talons.

Skills: Like most birds, riding hirds
have leen eyesighl, giving them a +6
racial benits on Spol checks,

Carryving Capacity: A light load Tor
a riding bird is up to 200 pounds; a
medinm load, 201-4H pounds; and a
heavy foad, 401600 pounds. A riding
bird can drag 3,000 pounds. Riding
birds cost 400 gp.

BLACK RIDING BIRDS
Far more rare than the standard vel-
low-feathered riding bird is the nearly
miythical black riding bivd. Said to hurk
only in the most secluded mountain
forests or born by chance from the
controlled breeding of thoroughlbreds,
black riding birds are ene of nature’s
st prized reasares,

Black riding birds have theexact
sarme slats as standard riding birds,
as well az a fly speed of 90 fect (ppad),
Black riding birds usaally sell for 2,000
apan the open market,
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I F.E'D TO
PEE om
THIS RoCK.

OH GODS, MO,
PLEASE DONT
SHY IT, DINDIL.
PLEASE... .
DON'T... .

SAY...
I

GUYS, CAN
wE STOP
A MAMUTE?

THIS 15 GREAT! AFTER BEING STutk
1M TOWN Witd N0 MONEY FOR A
COUPLE MOWTHS, WE'RE FINALLY
OFF To A DUNGEOMN !

¥

WHY WHY .’WHY

ROCK EVERY TIME
WE LEAVE THE

FRIKEIN TOWNT/

MUST
You PEE OM THIS STUPD

175 THE SAME Rocw !
OF COURCE ITB LUCKYT .
oM THE OTHER SIDE!
HECH, 1TS LUCKIER,
EvEN | You PRoBARLY
WORE ALL THE LUCK
OFF THIS SIDE ALREADY!

KEV, I DD HOT

LIKE THE VDEA
OF SPLITTIMG
THE PARTY.
SPLITTING THE
PARTY 15 A
BAD 1DEA .

THIS 15 A DIRT

RoAD MEXT To

A PG FARM !
uoT LEVEL 13
oF THE TomB
OF THE IMIMJA

LEAVE HIM
ALoHE, KEV.

COMMENCE YouR
Luck RITUAL,
DINDIL .

AT LEAST GO
To THE GTHER
SIDE OF THE
ROLK, WHERE
T WONT HANE
To SEE OR
HEAR You'! |

BUT MAYBE
TS HoT
LucwyY om
THE OTHER

SIDE.... |

FINE, 1L
BE BACK N
A MIMUTE.

DRAGOM 323 Septamber 2004

DIHBILS DEATH BY

A WANDERWG ,
MONSTER 15 EWTIRELT

YOUR FAULT. )

ARE Tou SATIHG
You WaHT ME TO
LOOT HIS BoDY?




Al [ o Y by Aaron Williams | hope you're not pretending fo be evil while
(Y1) Brmyel Il.lllﬂlil.l'lﬂtll.llltk com mmi!w bemqmﬂ Ihai wldbed"uhaneﬂ

FILLED PEOPLE| TODIY, TW HAPPY TO DEBLIT MEK) METHODS
urmwmmsmr (GLES BEYOND WHAT
MOST OF YOU ARE USED TO,




5 |
COMICS Lﬂ\?ﬁ

OK, GUYS. wzm
TRYING TO ANALYZE \WHY

WE GET SO LITTLE ACTUAL >

3% OF THE TIME
GOING OVER LAST
WEEK'S SESSION. ..

GAMING DONE DURING OUR
SESSIONS ANYMORE, AND |
FOUND THE FOLLOWING: <

WE SPEND 7% OF OUR
TIME DECIDING ON \WHAT
/7y PIZZA TO ORDER.
8% OF THE TIME
ARGUING

OKI THEN LET'S PLAY!
1 ATTACK THE DRAGONI
UZZAH!

oL MY DICE THIS IS SO
ROLLING SUCKS! TYPICAL! WHY DO
AIEEEEEEEl N | |/MY DICE SUCK!I HOW | EVEN BOTHER? |
CRITICAL FUMBLE! CAN MY LUCK BE

| HAVE THE WORST

EDIBLY
DICE LUCK EVER! 50 R

KND
I'LL NEVER ROLL
I\gEIERgI‘L!( |

THE DICE HATE ME
THE DICE HATE ME!
THERE'S ABSOLUTELY
NO OTHER EXPLANATION!
THE DICE HATE /]

...75% OF THE TIME

COMPLAINING ABOUT it o o

DICE ROLLS... | STAB AT THEE! ASSUMING

| MAKE THAT #*5/%/ ROLL,
OF COURSE. .
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rom countless works of
F literature, films, and role-
plaving games, wo heroic
archetypes stand out as models of
martial mastery: the heavily armed
and armored Furepean knight and
the honorable and deadly Japanese
samurai, Each poszessing their own
e arsenal of weapons and
characteristic fighting styles, these
historic warriors have been depicted
and idealized countless Himes as
nearly invincible heroes of peerless
ability and skill. Aside from these
lantastical depictions, the questions
of who these historical champions
were, what equipment they used,
and how they did battle remain,
These queries also lead 1o an even
greater question, one that can be
answered only on the battleficld
ot imagination: In a fight helween
these two breeds of
lependary warriors,
whe would win?
THE SCENARIG bow,
Firat of all, where would
these two lone warriors meet, and
under what ciroumstances? Since the
conditions of this imaginary light could
play a major factor, such an encounter
would hest take place on a flat, frm,
open field with no cover and plenty of
room to maneuver, Althouph each is an
accomplished horseman, it is conducive
to have the single-combal duel vecur on
Foat and without use of missile weap-
ong, [nlerestingly, both combatants are
probably uzed w the same cimate and
weather, g0 this factor should not influ-
ence their battle,
There are many intangibles
ta consider. The ability of each
combatant to read or size up his
opponent and determine the threat
the other posed 18 an important
conzideration, 1s cach briefed on
the nature of his opponent and his
armaments, or is the encounter a
blind ene in which neither knows
anvthing about his adversary?
Given these variables, let's assume

T

¥

that each of our ideal combatants
hag been informed about the other
and is therefore mentally prepared
and composed.

OF course, if we are supposing a
clash between twa “typical warriors,"
we must also ask exactly what is con-
gidered typical? The knights of circa
L1000 CE and the samurai of cirea 1200
CEowere roughly evenly matched in
equipment, but the same comparative
warriors during the 14003 were quite
dizsimilar, Each of the twe histori-
cal warriors in question fought with
equivalent technologies, under fairly
similar clirnates and terrain, and for
gimilar reazons, but s difficulr o
think in terms of o “peneric” medi-
eval knight or a “standard” samurai
warrion, With respect to 4 European
knight, it's alsa difheult to choose
which nationality and what type of

Bushido is “the way of the horse and
not “the way of the sword.”

wartior [tom which portien of the
Middle Ages to use, With the samurai,
theugh, we only deal with 2 single,
homaogenous culture,

As for the knight, are we assum-
ing he will b g mail-clad Norman
with sword and kite shield from the
year 10662 Perhaps he could be an
English or French chevalier of 1350
in partial plate with arming sword
ready for a judicial duel in 4 closed
ring? Will he be a Teutonic knight
ol circa 1500 in 2 head-to-toe suit of
articulated Gothic plate-arimor and
wielding a bastard sword?

WALl the samurai be wearing the
older bex-like Muromachi armaor
and armed with a tachi blade, or
will he wear the later close-fitting
Kamakara-period de-maru armor

ard use the more familiar katana?
For that matter, woukd the samu-
rai be allowed 1o use both his long
katana and his wakizashi short
aword together?

TH& WWARRIBRS

We can reasonably assume that the
personal attributes such as indi-
vidual strenpth, specd, staming,

age, health, and caurage are Tairly
consistent between such professional
watriors, Assuming we can sofmehow
conlrol for these attributes, we can
match combatants with some equal-
ity T is net unrealistic to believe that
neither was likely decisively stronger
or faster than the other. However, we
car't discount physiology a2 a factor,
which might be an advantage for

the Buropean (16th-century samurai
armor examples are sized for men
around 5737-3'3", while European
armaor from the same period and
earlier fit men ranging from just
pnder 6' to aboul 6757, but other
evidence sugpests averape Ruropean
heights in the 16th century were just
abowe 5 feet, While
the Furopean concept
of phyzical fitness
among knights of the
15th century empha-
sized the clagsical
Groco-Roman vouthiul physique of 4
narrow waist and broad shoulders on
a fean frame, the Japanese ideal was
e of & more mature man having a
wider base and broader middle—na
doubt reflecting the natural ethne-
graphic characteristics of each race,
hut alza influencing the fighting
techniques they emploved,

W might also want to consider
the forms of warfare in which each
swordsman possessed cxperience,
The early samurai engaged in a
ritualized style of warfare where
individual champions might fight
separate battlefield duels following
established protocels, as opposed
tooa later mounted archery style of
combat amid pilke formations of
lesser foot zoldiers. There were a
Few large scale [often disastrous)
military expeditions to Korea and
clsewhere, but most of a samurai's
battles occurred in the envirenment
of his home islands.



Knights emphasized mounted
shock warlfare with couched lances
and—ofl the tield—a concern for
chivalric and judicial duels as well as
lairnaments ol all kinds, The West
ern way of war was directed more at
a traditional battle of annihilation
as parl of an overall campaipn of
conguest, Yet, individual challenges,
whether to the death or not, were
lrequent. Enightly arms and armor
were the result of a dynamic interac-
tion of Latin, Celtic, and Germanic
cultivres as well 25 Turkish and Ara-
lian influences, The envirenmment
knights fought in were extensive
and diverse, ranging from the cold
of Scandinavia to the deserts of the
Middle Hast from the plains of West-
ern Europe to the deep forest ol the
asl, znd the swamps. fields, and
mountains in between.

Culture might also
play a role in this con-
test. Samural wirriors
existed ina hierarchical
and conlormist cullure
that rewarded obedi-
ence and lovalty over
individualite, Knights existed in a
mare complex and Huid society that
emphazized gelfoxpression with a
long tradilion of reliance on ind:-
vidual initiative, Both cultures had
experience fighting against outsid-
erg and foreigners: the Buropeans
encountered the Turks, Mongols,
Saracens. and athers; the Japanese
cncountered the Koreans, Chinese,
Mongaolz, and others, Thus, in con-
sidering the historical record on
cross-cultural collisions in different
locations, we might want to give the
edaoe to the more socially diverse
Furapeans on this matter

Cman individual basis, we must
consider what effect the quality of
fatalizn within the samurai code of
bushide might play, or rather the res.
olute acceptance of desth that moti-
wated the fiercest samurai, We cannot
overlook the quality of piety and faith
that could mativate a noble knight to

oreat feats, or of the ideals of chivalry
that he might uphold to the death, 11's
possilile a medicval Furopean knight
wonld have a certain disdain and
scorn for his foreign, "pagan’ adver-
sary. OF courae, the [apanese warrior's
well-known attitude of proud invinei-
bility and readiness to die for his lard
could equally make him vulnerable

o an unfamiliar foe. Contempt for
life and contempt for a dangerous,
unknewn opponent you might under
estimate can be a dizastrous combi-
ration. While courage is important,
Rghting spiritalone is insuflicient.
There are surely intangibles here we
caninol measure with any reliability,
These and other non-gquantifiable,
paychological factors aside, we are lefi
with-armor, weapons, and training to
decide the victor,

Without weapons designed to
defeat plate armor, any fighter
would have difficulty.

THE ARMER

Armaor changes things in sword-
play. I you've never trained in i,
you can't imagine how it affects
vour movement and the execution
of even simple actions, It has heen
said that while Furepeans designed
their armaor to defeat swords, the
|apanese designed their swords

i defeat armor. There is a cerlain
trith e this, bl il's 2 simplistic
view, The better Japanese armor wils
constructed of small averlapping
lacauered melal scales or plates tied
together with silk cords in arder to
specifically resist the slicing cut of
the katana. It allowed significant
freedom of movement while offer-
ing excellent protection, 11t pal
wol, however, the zilk cords soaked
up water and it became terribly
heavy, Although the carlicsl stvles
of szmurai armor were designed

with large square plales as a defense
against arrows, the later forms were
intended primarily to be used by and
appinst similarly equipped swords-
men and 1o lessen the tremendous
cutting capacity of their blades. 11
wis durable, effective, and provided
for ample moverment, How would

it hold up to the stabs of a narrowly
pointed knightly sword? This is an
imporiznt question,

Medieval Buropean armor was
designed and shaped more 1o deflect
strilees and absorh blunt ferce blows
[rorm lances and swords, & knight's
armor varied from siople byrnies
of fine-riveted mail, which could
absorhzlices and prevent cuts,
well-padded soft jackets and metal
coats-of-plates, which weore designed
Iy protect equally from concus.

#ion weapons as well as
penelraling thrusks, A
complete suit af fully
articulated rigid plate
armaor required special-
ized weapons to effectively
defeat it. Flate armuor

was congtructed Lo be
invulnerable to 2word cuts—even,

it can be surmized, those of the
exceptionally sharp kalana, Some
high-ranking 16th century samurai
lords actually ewned pieces of con-
termporary Furopean armor, gifts
and purchases which they even wore
into battle, They did net prize them
merely as exolica, For ool com-
Irat, this armor was well balanced,
maneuverable, and sometimes cven
made of tempered steel, 11 was well
sinited Tor wear in combal, and is far
from the awloward, lumbering cliché
presented by Hollywood,

Without weapons designed 1o
defeat plate armor, any fighter
armed with o sword alene {latana
ar not) would have difficulty.
Indeed, full European plate armor
with mail might very well dam-
age the keen edge on particularly
line katanas. After all, we should
not forget that despite the kataoa's




vaunted cutting ability, the samurai
were able to successfully rely on
their artmors as defense against il
There is every reason to imagine
knightly armor would have been
just as effective if not more so. [T
we therefore nssume the armors
be mare evenly matched, say mail
and partial plate for the knight as
nzed around 1250, things would
pel more interesting, However, the
samurai did often carry a thick dag-
per, which would have been quite
useful against plate, Interestingly,
each warrior was highly skilled in
using anmor-piercing daggers and
with close-in grappling [something
nat generally krown about knightly
fencing skills),

TH& SHIELD
We must consider
whether the knight
in this hypotheti-
cal duel will be
armed in the
Farniliar shield and
short sword style
or will use only o
single longsword?® 1F armed with a
shield, we must asl what kind? Will
the knight employ a certer-gripped
type with front umboe or ene worn
by enarme straps? Will the zhield
be the highly effective “kite" shape
with itz superh defense or one of the
smaller, more maneuverable corvex
"heater” styles? How about a thick
steel buckler?

There's a reason virtually every
culture developed the shield and
why they were used for thouzands
of vears: They were very elleclive,

In 15th-century Europe, it was only
the combination of the development
of full plate armor and two-handed
swords combined with heavy pole-
arms and powerful missile weapons
that finally reduced the lang reign-
ing value of the shield in warfare,
The medieval style of sword and
shield fighting is distinctly differcnt
from the two-hand grip and quick

full-arm slashing cuts of Kenjutsu.
Medieval short swords are prop:

erly wielded with more of a throw
of the arm and a twist of the hips
while making passing steps forward
or back. Both cuts and thrasts are
thrown from behind the shield while
it simulaneously guards, feints,
deflects, or presses. A gword aned
shield iz o preat asset over a single
swoard alone, Fighting with sword
and shield offers a well-rounded and
atrong defense thal salely permils a
wide range of bath direct and combi-
nation attacls,

The shield was nab used in the
wiys typically shown in movies,
video games, stuge-combat, or his-
tarical releplaying organizations,
Fighting apainzt a medieval shield is

As a sword, the Japanese katana
is unmatched in its sharpness and

cutting power.

not simply a matter of maneuvering
around it or aiming blows elsewhere,
Acgword can cut quite well from
altmost all angles around or under
neath a shield, Indeed. since the
shield side iz so well puarded, the
opponent is the one limited to attack-
ing to only one region—the non-
shield side, As it comes out from
behind the shield w strike, an attack
er's weapen can be counter-timed
and countercut, which is an elfeclive
tactic to employ against a shield user,
Yel a shield user's attacks are not at
all orie sided. A shield can be nsed
offensively in a number of ways and
al very close range,

Katanas are powerlul swords
uged with strong techniques, bug
thinking they could simply cleave
threugh 2 steul medieval shield is
absurd. A shield cannot simply he
sliced through, even with a katana.
Medieval shields were crafted of

fairly thick wood covered in leather
and usually tritnmed in metal, mak-
ing them highly maneuverable and
difficull to cut inte, More likely, a
blade would be momentarily stuck il
it strucl teo forcefully. Unlike whal
is seen in the movies or described
in heroic literature, chopping inlo
i shield’s edge can temporarily
cause the sword blade to wedge into
the shield for just an inslant and
thereby be delaved in recovering or
renewing an attack [and exposing
the allacker’s arms Lo s counter-cut),
Shields without metal rims were
even Favored for this reason,
Kenjulsu [Japancse swordsman-
ship), although conzisting of very
effective counter-cutting actions,
algo has no real indigenous provi-
sions for fighting
shields. A =killed
warrior could cer-
tainly improvise
some, but these
unfamiliar with the
formidalle eflfec-
tiveness and ver-
satility of a sword
and shield combination would have
a hard time,

THE SATIRAM'S sWaRD

In major battles fought by both
types of warrior, both samurais
and knights typically wielded o
sword inone or twoe-hands., For
the knight, the primary weapons
had always been the long lance
and the sword, and to a leszer
degree the poleaxe, dagger, and
mace. The sword was alwavs the
toundational weapon of a knight's
fencing training. For the samurai,
however, the sword was bul one
of three major weapons, along
with the bow and the yari {thrust
ing spear) used from horseback,
We should conzider thal, despite
their later acquired reputation for
gwordsmanship, the samurai’s pri-
mary weapon was, in fact, not the
gword, The sword did not become




a premier weapon of samurai cul-
fure and reach its cull status until

the mid-lo late-17th century, when
the civil warring period ended. It
is sormething of a myth that cvery
individual Japanese samurai was
himself an expert swordsman (no
more trae than that every Wild
West cowhoy was an expert gun-
tighter]. After all, the expression
so associated with bushide is “the
way ol the horse and how,” not
“the way of the sword.” Besides,
unlike knightly chivalric tales and
combal accounts, the majority of
single combats between samurai
described in feudsl Japanese litera-
ture took place with daggers and
nol ewords, For the sake of dizcus-
sion, let us assume both Fghters
use swords in this imaginary case,
Asasword, the Japanese katana
iz unmatched in
its sharpness and
cutting power.
Furthermore, it is
particularly good
ab cutling agains|
metzl (but it only
cuts through other
swords in movies and video pames).
Howeeseer, medieval plate armor
iswell known for its resistance
boocutting, and cutting at a moy-
ing target hidden by a shield ora
greataword s nol casy, While the
edge of a kalana is very strong, with
a sharp cutting bevel, it is a thick
wedpe shape and =8l has to move
azide material as it cuts, Although
this is devastating on a draw slice
against flesh and bone, it iz much
less effective against armors. Real-
izing this, zeveral stvles of [apanese
swordsmanship devised specific
lechnigues not Lo cuk at armor, bt
to-stab and thrust at the gaps and
joints of it just as the Eurepeans
did against theiv own plate armor.
Fxcepl For major contlicts in Korea
and encounters against the Mon-
aols, the katana developed in com-
parative isolation and is not quite

the "ultimate sword” some of its
ardent admirers occasionally build
it up as, The kotana’s exceptionaily
hard edee was prone to chipping
and needed Frequent re-polishing,
and iz blade could break or bend
the game as any other sword might,
I was not desipned to take a great
deal of abuse, and iz not g flexible
nor intended to directly appose salt
or hard armers ag some forms of
medieval swords had to be,

The katana’s design was nol sel
in stone. [0was changed and altered
over the centuries like any other
award, being slowly improved or
adapted to the different needs and
lagtes of its asers in terms of cross
section, curvature, and length. In the
13th century, Tor inslance, ils point
had to be redesigned because it was
prone to snapping against the metal

European swords were, in a sense,
always specialized rather than
generalized designs.

reinforced “studded” leather armer
jessentially equivalent o Buropean
brigandine armer) of the Mongols
and Chinese, By the 18th century

its blade, no longer earnestly weed
apainst armors, tended to be made
lenger, lighter, and thinner for class-
oo practicing,

True, Japanese fendal swarriors did
have their awn form of preatsword
in the long ne dachi blades, These,
however, were emploved specili-
cally by lower ranking foot-soldiers
against horses (and preswmably, on
occasion, againsl pikes). So. we can-
not draw an eguivalency between
these and medieval greatswords used

tincknightly fencing arts or to the true

two-handers of 16th-century Eure-
pean battlefields.

Owerall, the kalana was a very well-
reunded design: excellent at cutting
and zlicing, yvet goad at thrusting and

suitable for armored or unarmored
fighting on foot or horseback, either
one ar twa-handed, T was a care-
fully crafted and beautiful weapon
reflecting senerations of griistry and
fearsare necessity, but it was s1ill
only a sword—a man-made tool of
weell-tempered and expertly polished
metal, Although the delails of manuy-
facture differed, they were made

by the same fundamental scientific
processes of heating and working
ore by shaping and grinding as were
other fine swords around the world
throughout history,

THE KRIGHT'S SW&ERD
Having equipped our samurai, we
st turn to the sword to be nsed
by our knightly combatant. 11 must
be undersiood that there was a
greal diversity of knightly swords
and armor types.
European swords
WERE, 1A sense,
always specialized
rather than gen-
eralized designs:
Thers were swords
for foot combat,
gwaords for horseback, single and
dauhle-handed swords, straight and
curved swerds, swords for armaored
and for unarmored fighling, swords
for tournaments, swords for civil-
ian dueling, swords 1deal just for
thrusting or just for cutting, and
swords anly for training.

A knight's sword was typically
a ane-handed weapon originally
intended specifically For wse with
a shield. Their blades are wide and
fairly thin, but rigid, with chisellike
edges intentionally designed lor cul-
ting through mail armor and deep
into flesh and bone with a quick,
Forcelul blow. They were light, agile,
and stift, yer flexible encupgh to
withstand the stress of use, They
varicd frorm the wider, Matter kinds
Lo pigid, tapering, sharply peinted
variations well suited for stabbing
bath plate and laminated armors,




The later wide-based and acutely
pointed style of bastard sword was
superb at thrusting. Se, even theugh
Japanese armor was made of the
same qualily steel as their weapons,
nothing in its crafting made it supe-
rior to grmors Eurepean blades were
designed lo penetrate.

Although the medieval sword
and shield combination was fairly
common, lenger blades usable in
two hands were in widespread use
from aboul 1250 to roughly 1600
in Europe. When we talk about
medieval European longswords or
war-swords [or even greatswords),
we are not dealing with a single
uniform style. Some swords had
wide, flat blades with paraltel edpes
well siited to powerful cuts, Later,
swords specifically desipgned for fac-
ing heavier armor, had narrower,
much maore rigid blades of dia-
mond or hexagonal cross-sections
that tapered to hard, tharp points.
They were used to bash at armor
betore stabbing and thrusting into
joints and gapa. They could alse be
emploved 1o thrust like short spears
or slam like warhammers, yet they
were still capable of cutting at more
lightly armaored opponents,

The difference between these two
European blades is sipnificant and
ance maore underscores the disting-
tion between the manner of using
a katana and a straight medieval
Eurapean sword, The tapering blade
ferm has a different cenler of hal-
ance and is often lighter. Hs paint
of percussion is located farther
down the blade, and its fine point
iz capable of making quick, accu-
rate, and strong thrusts. The wider
style can make a somewhat areater
variety of strikes and delivers more
effective cuts overall. The latter iz
mare agile and casier lo guard and
parry with. It can also maore easily
employ its verzatile hilt in binding,
trapping, and striking, Ttz proper
style of use (with ils tightler move-
ments, various thrusts, and infight-

S

ing with the hilt} iz rarely depicted
with any accuracy in movies and
staged performances,

The reach facter also cannot
be overlooked. Adthough a skilled
fighter can effectively use a shar
blade against a long blade or vice
versa, and although neither long-
awards nor katanas had standard-
ized lengths, overall the katana is
significantly sharter than European
two-handed swords and great-
swords., A longer weapon with two-
edges does have advantapes—espe-
cially il used by 4 man taller than
the wielder of a shorter, single-
edged weapon,

Surprisingly, the lengsward or
greatsword is arguably a more com-
plex weapen than the katana. It has
two edzes thal can be used, as well
as a versatile crossguard and pom.
mel permitting a variety of apecial-
ized techniques. Another element
to consider is that Eurapean swords
could be uzed in “half-swerd”
technigues where the second hard
grips the blade itzell to wield the
weapon in bashing, deflecting,
binding, and trapping as a pole-axe
or short spear can be used. This
was eapecially effective in fighting
against plate armor,

Enightly blades could be excellen
swords, but they are often deniprated
merely as crude hunks of iron while
samural swords arve venerated and
exalted sometimes to the point of
absurdity by collectors, enthusiasts,
and [lms, The bottom line is that
medieval swords were indeed well-
made; light, apile fishting weapons
equally capable of delivering dismem.
beving cuts or cleaving deep inlo
bady cavities, They were far from the
clumsy, heavy things they're often
portrayed as in popular media and
far, far more than 2 mere "club with
edpes.” Interestingly, the weight of
katanas compared Lo longswords is
very cloze, with each on average being
less than 4 pounds.
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THe SWIERDSMANSHIP
[finstead of o shield and aword we
match a knight with a longsweord
or grestsword against the katana-
armed samurai, this makes a sig-
nificant difference in how we judge
the fight, We must nol fallinto the
trap ol judpging the medieval long-
sword in terms ol what we know
about classical Japanese fencing, It
is a mistake to think the straight,
double-edzed medicval sword with
crucitorm-hilt iz handled like a
curved katana. While there are cer-
tainly similarities and universal com-
monalties between the two styles of
swardsmanship (such as in stances
and culs), there aré also significant
and fundamental differences, They
each make the same basic seven or
cight cuts and thrusts, As o curved
Llade with an especially keen edge,
the katana = superior in the polen-
tial use of quick, short slices. Yet,
asa long, straight bade tapering
tooa lkeen point, the longsword is
better al thrusting. Additionally. its
dual edaes, enabled by o grazpable
porrmel, allow it te attack along
maore lines than the eight standard
cutz. Having two edaes to worl
with permits back-edge and reverae
cuts, This allows o larger number of
strikes from different angles,

The katana i= wielded in a quick,
flowing manner with a torque of
the grip as well as & push of the
hips. Pulling a curved blade in this
way makes it slice as it shears. The
footworl is more linesr, with short,
quick hopping (even shuffling) steps.
In contrast to the slicing slash of
a curved, single-cdged, [apanese
blade, medieval swords were made
lor hacking, sheaving cuts deliveread
primarily rom the elbow and shoul-
der and employing wide passing
steps. The movements are larger,
with more fast whirling actions as
the two edges are cmploved, the
pornmel alone pripped. or the lands
changed Lo different positions gn the
hill. As a straight blade, it strikes

mare with a poinl-ofperetssion on
the 6 to & inches of Blade down from
the point as opposed to the curyved
katana, which uses more of the first
few inches, IFwe bring into the
equation the medieval bastard sword
with compound-hilt of side-rings and
bar-guards as well a5 half-grip handle
sing various methods of holding,
thiz could alse be a significant factor,
Such hilts allow for a variely of one
or wo-hand gripping optiens and
gives superior lp control for thrust-
ing oredege aliprmenl.

When contrasting these two
styles ol sword we should also
leep in mind a number of paints.
We clazsify each as longswords
and both were designed for the
sarmne purpose: killing, Differences
between them result from the par-
ticularities of their functions and
the ways they accomplish their
goals, We should also keep in mind
that Japanese swords and sword-
arts reflect a living tradition. and
ange with a long-standing interest
group in the West promoting ils
study. I contrast, the medieval
heritage has for decades had virtu-
ally nothing but Hollywood fantasy
and roleplavers representing it

From this, it can he seen that a
direct comparison of a European
sword to a Japanese one iz not pos-
silde. They are “apples and oranges”
ao la spaitk,

GDUCATED GUasRes

Az our hypethetical fight ensues,
any number of things might hap-
per, In the course of striking at one
anather, a chance blovw by cither
zide could end the fight. The katana
might or might not be shle te make
a lethal or incapacitating cul {some-
thing difficult to do against plate
armer, letalone a mail coat with a
shield), The knight, unfamiliar with
the nature of his oppoment, might
throw oul g strike that makes him
vulnerable tooa well-limaed counter-
attack. Of course, the samurai might




also underestimate the power of the
medieval sword's cleaving blows
and agile thrusts, even apainst his
armor. The averapge European two-
hand sword is az much asa loot
lomger than the average katana and
i nol at all slow or defensive, 1t
has a versatile hilt used tor binding,
trapping, and parrying, The katana
is also a fast weapon that cots
strongly and puards well.

There exist numerous techniques
for infighting using the longsword's
“halt” auards; and there are also
many technigques for striking with
a shield, but then the katana excelz
at close-din slices. OF course, agains
good armor, such actions can be neg-
ligible, and fighling againsl shields
was relatively unknown in Japan,
Soon ene hand, the .knighl"'s fight-
ing slyle—either of close-in sword
and shield clashing, or laree passing
steps with long-reaching shearing
culz and plunging thists with a
longsword or greatzword —mizhi
pive him the advantage: On the other
hand, the intenae, locused, counter
cutting style of the savural with his
razor-keen blade and own expericnee
in armored lighting might instead
give him the advantage.

1 could be argued that the samu-
rai by nature would have 4 lactical
advantage in attitude and fortitude
ag a result of the psychological ole-
ments of his training: He iz well-
known 1o have integrated nnarmed
technigues into his repertoire ag well
as having o keen sense of an oppo-
nent’s sirengths and weaknesses.
sl much of this is intangible
and subjective. Besides, although
not widely appreciated, it is now
well-documented (particularly from
medieval Tralian and German lghl-
ing roanuals) that Buropean knights
and men-atarms fully integrated
advanced grappling, wrestling, and
dizarming lechnigues inla their
fighting skills. There is no evidence
to the myth that knightly martial
culture was any less sophisticaled

ar highly developed than its Aszian
counterparts—its traditions and
methods only fell out of use with
the social and technological changes
brought ahout by advances in fire-
arms and cannens,

Those who think the medieval
sword and shield were just brutish,
artless armaments are as greatly mis-
inforimed as those whe imagine the
latana was handled in some mysteri-
oug and secret manner and can cul
through snything, While it is known
thal the average samural had a larpe
inventory of nnarmed fighting tech-
nigues at his disposal, these oo would
e unlikely to play a part against a
shicld-wielding warrion

Kearing sur
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So, given the complexities of the
guestion of what kind of knightly
arms and armor from what period
we could consider in a hypothetical
knight-samural encounter, it might he
eazier to just imagine an wnarmored
duel, sword against sword, withou
shiclds: Lel™s assume then that cur
crasscubtural gladiatorial fantasy
would be fought by two respective
15th eentury warriors with single
awords alone, In this way, we essen-
tially have two fighting men experi-
enced in using a long sword as well
as fighting unarmored,

Thiz zolves a lot of questions, bul
even here the issue is problematic,
We glill need o oask what kind of
leatana and what lkind of longsword?
What length of blade and handle?
There was na generic model for
eilther weapen, alter all, Se. assuming
that we chooze twa weapons of com-
parative dimensions, we could choose
the knightly longaword of the cruci-
torm-hilted, douhle-edged, slightly
tapering variety,

Linder this scenario. the katana
would have a slizht advimtage. 1t's
adept in unarmered, cul-and-thrust
fighting whers the slightest wound
from itz keen edge could perhaps
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gever a hand or disalide an arm. Tt
could also thrust well and might
even threaten a pressing or slicing
draw if close in. The halfswording
techniques of the lonpgsword would
also not be nearly
as viable here,
although its hilt
design mizht prove
useful, While the
lengsword would be menacing in its
quick and long-reaching thrust, its
stabbing attacks would perhaps not
be that unfamiliar to a samurai used
ber facing spears, On the other hand,
the knighl would not be unused to
facing a curved single-edged Made,
likely being skilled in or familiar
with the falchion, badelaire, messer,
long grossemesser, and even Turk-
ish scimitars. So apain, the outcome
of the match would come down to
intangibles of personal attitude and
individual prowess.

Some would suggest that the samu-
rai wag simply a better swordsman
and more tenacious warrior and would
likely out-Aght his European counter-
parl, Others argue a skilled, superhly
conditioned knight using either a
sword and shield combination or a

longgword or preatsward in full mail
or plate would be near invalnerable
and brutally overpowering. Practitio-

ners who are experienced with one
trpe of blade tend to favor whatever
they're most familiar with.

In one sense, we are talking
about very different approaches
to armed persanal defense, but
it's all the same when reduced to
twa armed combatants facing one
another. There are many universal
commonalities and shared funda-
mentals between both European
and Japanese feudal warriors, bul
there were also significant tech-
nical and stylistic differences in
their respective approaches. I not,
their martial histories and their
arms and armors would not have
been so distingt.

5@ WHAT CAR

Ule RetALLY Kieip?

Owverall, there are far too many vari-
ables and unknowns to decisively
judge who would win in a battle

The better fighter wins the fight.

between a knight and samurai. The
fight cannot be reduced to any gener-
alized statements about who had the
historical advantage in skill or whe
had the superior arvay of arms and
armor. All we can really do is give

an apinion based on what we know
about these warriors’ means and
manners of combat.

Before reflexively reacting with a
strong apinion one way or another
when thinking about this subject,
we mizht want to ztap to ponder
the same imaginary contest as held
between two samurail, such as a
sarnurai of the Muromachi era ver-
susa Kamalura one. We could do
the same for the knight, posing the
problem of who would defeat whom:
an 11th-century Flernish knight or
a l4th-century Burgundian one? By
doing thiz simple mental exercise,
we can see the inherent problems

of arguing one way or another over
such imaginary fights.

While the techniques and prin:
ciples of kenjutsu are highly effec-
tive, they might be dively pressed
to combat the proven efficacy of a
wartior using the sword and shicld
method—a technique thal proves
doubly effective against an opponent
with 2 single sword. As well, the
formidahble utility and versatilily of
European longswords or greatswords
cannol be ignored, especially when
combined with European armor,
although a fine katana can alao be a
truly awesome weapoen,

There are many other faclors that
could be raised when speculating on a
hypathetical combal between a knight
and a samurai. In the end though,
the question of who would win such
a duel is really unanswerable, Being a
great warrior is a matter of individual
ability and technical factors that are
not exclusive to
any one cullure or
time period. The
better fighter wins
the fight, and
wheever dees win is therefore congid-
ercd the better fighter—ar at least the
more fortunate, &2
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BLUE SLAAD
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tective spells when the parte is low an
hit points, cast hold spells when there
are too many enemies, use darkness
to launch sneak attacks, and so on”
I'hus, by following the active charac-
ter's lead, the actions of a cohesive
tearn of adventurers vemain within
the player's contral through every
step of the game, However, basic
game control isi'h the onby way the
characters work together,

Diegrron Stone prommotes the use ot'a
party aver focus omen individual charac-
ter, much the same way tradilional D&
does, Az such, the party relies on the
unigue strengths and skills of its mem-
lers ter aid thern on their adventores.

To dothis, Atar and Stormiront had (o
transtate o number of DED rules and
ahilities into praphics that lath make
senserwithin the world of the game and
allera the plaver to raaintain control:
W always trybe live wilhin the spiril

of the rules of DED savs Daglow: "For
exarmple, we have used symbolic imag-
ey o depict how hidein shadoss and
aneak attack worl. Cnee Zhai, the rogue,
enters shadow, she becomes translucent
tor show that she hid suceessflly, Gncee
she leaves the shadow, she remaing
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ramslucent for a litle while to show
that enernies slill haven't seen her—she

continues o malke her roll. She can then
lanmich a sneak attack onenemies. This
is an example of keeping the spivit of the
pule alive while presenting il to our audi-
ence ina visually appealing way"

fesides deawing on familizr skills
and abilities, Demon Stone has added a
new concept to DED': themes of team
interaction and cooperation, "Rach one
of the three herces-has 2 special allaclk.
The fighter's is the Whirlwind Attack
Feal that does 1oassive damage ina
infidegree arc, The player also has the
clisice to five off 2 teamn attack,” Daglow
explains, “During this attack, all three
heroes unleash devastating altacks that
inflict heavy damape to all enemies in
the area aromnd the heroes.”

Besides tightly halding to many of
DunGEoNS & Dracons' core concepts,
Demon Stone also breaks new groundd

on several console gaming fronts, U-
lizing sand improving upon ool: and
techniques first used in the Lord of the
Ripgs: The e Towers action game,
Cremon Stone’s development was much
the sameas o major motion picture.
“As the power of cur developinent
toals and the video game platforms
grows, we can use more and more of
the techniques of cinema to enhance
the player experience—without losing
track of the fact that this 32 o game,
not a moviel™ savs Daplove “From Lhe
beginning we have treated this game
lilee an epic action-adventure il BLA,
Salvatore pushed hard to make sure
the game play unfelded ina way thal
stayed focused around the story, while
Beb Goodman, the Emmmy Award-win.
ning writer who created the game's
dialogue, brought that same focus to
the characters.”

Perhaps owing to these cinematic
lechrigues, Denor Stone offers play-
ers more than jusl conlrol over siap-
it action heroes, buta chiance to
inderact with fully realized characters,
“The characters in Demen Stong have
personalities that play oel as the story
acdvances,” Daglow explains, “For
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RA. SALVATORE

In'asare miove: Stovmfront Stadios
did more than ask for sugpestions
abonl the world they had beaun
designing; they enbisted RAL Salva-
tare's rich imagination and knowl-
edlpe of Realmslore, From designing
the slary, partivipating in the incep:
tion of sach character, and dssuring
tiet his most popular chasieler was
depicted as he intended, Salvatore
had an impertant partin Ceriey
Sk s croation;

Chrie of B, Saluatores vital roles
involved working with the ganie's
designers W creale g slony Lk vl
ol el fend el o 2 video
sitprie ot Bk wonild rertin
distinct to the Forcorrin REaiMs.
TThe atery conters on three adven-
tuters wha find themselves i the
middle'of s potentially devastiting
eonfiict between the pithyanle and
Ere slaadi,™ savs Salvatore. Wil
ik it oo el spoiler delail,
enants dre aidersay that will lead to
catastrephe unlesz our heroes can
interriptand deleal thesh, [15akin
by bedng in the middle of 4 condtict
Dotwieen by, superpowers and hay
ing A vested interestin making sipe
that neither side wins!™

Sath sueh an epic plot devels
oping. Salvatore had 1o carelally
worl within the confines of a
video parme; forcing aresactness
of dimlapue and focis on phayer
muotivated decisions thal proved to
bie ot irihibiting than writine
& novel, Using a video ganiead
it didin't meean the stary
contldnt be-told well Jonly that Hhe
staiytelling fiad tobe donein o dif
Ferent way, “The story in this gama
govadorwird and moves buck,
ducks araund corners and goes off
inn unexpected directions—I hopel”
Sabeatore relates: "1 have tosay
that nene of thil coulid have been
passible withent the anrazing coop:
eration [ received fro the Leam
abt Al and Stormfront. T reatly
wis e effort b tey to blend
storytelling and game pliv, Mone of

us wanted the bepical huge hreaks
i Lhe plaging dction o videes
thal vold o story: We wanted to go
to the next level and Tet the storsy
untald to tie player while pliving, "
Salvatore also had a significand
hand in developing the depic.
tion ofhig best-known characier,
Diizzt Dot llveden, Midway through
Demon-Stowe's plot, players have
the oppariii b gain Drizel
asa playable party member, The
abilitics aned vobe ol the seimiti-
wielding dros here have lacpely
remmined o gocret, bl Salvators
seemed hapefolaloud tie way the
garnedepicls him, “[This is] the
firal e Fve Been involved, intri-
caledyl in the dnclusion of Drizzl
intoea pame, s hope that hie's
fairly consistentwith my vision
ofhir The format iz different
olwdoushy and so his dialogue has
Lo gere & et coticise and direc)
purpeae thiee i kety wesald ina
navel format, Also, fust finding
@ vaice to bt hitg {5 notling Fue
eer thought of hefore, [Fs very
ararge, o el the ol
Although its unclearat the
imgment whether fufure Reabns.
love will incotporate events from
| garme or the role Brizat plags
in them, Demon Stode presents an
adventire net o lemissed, Both
due toits dynamic story and: the
uniquencss ofits creation; "Videa
garmes are the wave of Bintisy's
future, withoul & deubl.” predices
Sabvatore, "Authars and desipnens
hiave been steapsling with this for
years nows Whete do cach fit in;
regirding the process? What hlend
af storylelling and gone action
will prose e st Tenand felfill-
i for ereryone avoleed ® Uve
been asking these questions for
years, both with regards topaper
gaming and cempiter paming,
Merar |wias gisen the chance Lo
explore these important questions
even further and | eertainly wasm
poing Lo pass el ap!
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same abilitics and options as the cor
responding pen-and-paper versions of
these clisses, recopnizable core DED
abifities as varied sz aneak attacks

and spellcasting remain at the play-
er's ingertips throughau| the game,
In many action games, character
prapgression means inding bigger
and more destructive weapons, In
Ceron Stone, character propres-
sion has the same meaning it does
in Duncroys & Dracowns: players
choosing which zkills to advance and
feats to possess as their characters'
abilities become all the more spec-
tacular. As the characters gain experi-
ence and levels; the plaver's decisions
define what their hereescan do dnd
how suceessful they areat using
special abilities and making attacks,
“Bach of the three characters is totally
customizable, having a larpe number
ol unique feals and skill nparades
they can purchase using their experi-
ence,” notes Daglow. DED plavers are
sure Lo recognize and make consider-
able use of skills like Hide and Move
Silently, while o number of feats,
including the fghter's devastating

Whirlwind Altack, are given center
stage with full animations.
Promising to be an action game,
Deron Stone makes full use of DEDS
combat system, although in a real-
time style. "The thing that’s different
about the game is the pacing of the
action, but “under the hood all the
basics of D&D are there,” Daglow
notes “When vou play traditional
Dré D with friends, you piclure the
combat taking placean a Fast and furi-
ous-exchange, and it's that world of
el imagination thal we recreate.”
Az with any fantasy pame in any
nedium, the présentation and use of
mapic in the game is one of the inte-
gral elements, especially in a world
ag rich in magic as the Forgatren
Rrarss, DUNGEONs & Diracoxns has a
vast number of options and rules for
casting spells, spell effects, and using
magic ibems. [n the past, attempts o
conyert the sheer marmber of options
anc rules regarding magie into video
game terms have had varying degrees
of success, However, Demon Stone
meets this challenge head-on. "We
tock advantage of the sorcerer’s quality

of knowing a few spetls, it beingable
to cast them many times," explaing
Daglow. "DED players will recopnize
spells such as Mell"s acid arrow, lighi-
ning bolt, power word kil confision,
protection froms evil, charm monster, and
soor o the end, we feel shrongly that
the spell syatem in Demon Stone will
feel like the DaD system, just geared
fora Faster experience,”

Even more central to any raleplay-
ing garne than the rules is the story,
a concept that Demon Stere adheres
to even as anactiondriven pame.
Although the characters' actions and
the player's decisions remain the
focus of the stery, Demon Stene is
filled with new ideas and situations
justwaiting 1o be exploved by video
gamers and pencand-paper roleplay-
ers alike, "We've added to the lore of
the Foraorren Reanms, as well as to
the history of races like the slaad and
the githyanki,” says Daglow. "We'd
really e beosee whal folks doowith
these new stories we've ddded " W2
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ARICE:
Avarice is
the desire for
wealth, whether
it is material
poods, knowl-
edge, or any
other conceiv-
able ilem or
cancept that
could have value, This kind of exces-
sive, covelous greed causes creatures
to take more then they could ever use;
regardless of the needs of others.
Clerics ol avarice covel all they can
getworking for [ree is anatherma for
thern, When the time comes to divide
up party treasure, they are not afraid
to explain why they deserve a greater
share, but they are alzo willing to take
tremendons risks 1o justify their claims,
Cranted Power: Once per day, asa
standard action, you may determine
the miest valuable itern within 30 foet,
Anitem's value iz determined by its
listed gold-piece value, If vou cannot
see the most valuable item within
range, voil becorme aware ol s general
location {within 5 feet), but you gain
o insight inte what the item is, This
ability does not tell vou the gold picce
value of an item.

Avarice Domain Spells
1 Sticly Fingers™ Grants you a 110
banus on Sleight of Hand checks,
2 Treasure Scent™ Allows vou to delec)
and tollow valuable materials by scent.
3 Locate Object: Sense direction toward
ohject (specific or bvpe),
4 Shrink Item: Chiject shrinks to one-
sixtzenth size.
5 Telekinesis; Moves abjects, attacks
creature, or hurls ohject or coeature,
& Leomund's Secret Chest": Hides
expensive chest on Ethereal Plane; vou
retrieve il atwill.
7 Sequester: Subject is invizible to
sipht and serying; renders creature
cernatose.
8 Discern Location: Revels exact loca-
ton of creature or abject.
9 Antipathy: Objecl or location alTected
by spell repels certain creatures.

“MNew spell dezcribed in this article.

Eilfe

Envy is the desire
for whal othears
have. Whether

it be raterial
goods or per-
sonal traits, envi-

ous creatures
covet what others
possess,

Clerics of enwy are jealous by nature.
They long for what they do not have and
regent the pood fortune and talents of
athers. Their need to prove themselves
soanetimes pubs them in risky situa-
tians. A cleric of envy might push a
hghter aside so he can be the hero or
rush to disarm a trap before the rogue.

Granted Power: Add Bluff to vour list
of cleric class skills. In addition, vou
cast spells that dumage or drain ability
scores or bestow negative levels at +1

caster level.

Envy Domain Spells

1 Disguise Self: Changes vour
appearance,

2 Ray of Enfeeblement: Ray deals
Lde+1 per two levels Str damage.

3 Touch of Idiocy; Subject takes 1d6
points of Tnt, Wis, and Cha damage,
4 Vampiric Touch: Touch deals 1d6
per two levels damage; caster gaing
damage as hp,

5 Crushing Despair: Subjects take -2
on attaclk rolls, damage rolls, saves,
and checks.

& Magic Jar': Enables possession of
another creamre.

7 Limited Wish®: Alters reality—uwithin
spell limits:

& Simulacrum™"; Creates partially real
double of o cresture,

9 Wish® As limeited wish, bul with
fewer limits,

Gl

The gluttonons
live b bring
therselves plea:
sure, Unthink-
ing ot uncaring
of the needs

of athers, they
consurne arnd

indulge in all they can for the mere plea-
sure of doing so, whether it be food and
drink or revels and adventure,

Clerics of gluttony live to gratify their
whirs: Sensations must be sampled,
ternptations explored, Cultured and
playhul, they make ideal companions in
many situations, Yet thers is a certain
shallewness fo them, Their anly real
losalty is 1o their quest Lo iy everything
at least once,

Granted Power: For a total Hme per
day of 1 round per cleric level you pos-
8288, YOU Can increase your size as if
vou were affected by the exlerme person
spell. Activating the power or ending it
is'a free actionh.

Gluttony Domain Spells
1 Goodberry: 2d4 berries each cure |
hp {mux & hit points{24 hours).
2 Death Knell: Kills dying creature; you
gain 1d8 temporary hp, +2 to Sty and
=1 cagter level,
3 Creale Food and Water: Feeds three
hurnans (or one horse)/level,
4 Vampiric Touch: Touch deals 1d6 per
two levels damage; caster gains dam-
age asz hp.
5 Baletul Polymorph: Transforms sub-
ject into harmless animal,
6 Heroes' Feast: Food for one crealuref
level cures and prants combat bonuses,
7 Stone to Flesh: Restores petrified
creatures.
& Swallow® Traps vichim in an extradi-
mensional stormach,
9 ‘frap the Soul™": Imprisons subject
within gem.

#FMew spell described in this article.

The Tuztul exis|
to zatiate their

awn passions,
Although this
often means
indulging in
excpsses of

gensualiby and
erohicisim, any
inbaunded desire forthat which
brings pleasure is also considered lust-
ful. Thus, one might have a lust for
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influence, status, power, or countless
ather desires,

Clerics of Tust believe every person
has a futal Hawea secret desire that they
can use lo conlrol that person, Bvery-
one 15 a potential diversion er source
af pleasure to them, someone who will
dance Tor their amusement iF they can
just find the right strings e pull,

Granted Power: You can perform
a series of seduclive motiens and dis-
fracting gyratons augmented by the
passion of your deity. This supernatural
ability grants vou an enhancermnent o
Charisma equal to your cleric level,
Activating this power is a tree action,
The poswver lasts 1o round, ancd it is usable
onge per day.

Lust Domain Spells

1 Charm Person: Males ane person
vour friermcd,

2 Tnvisilvility: Subject is invisible for 1
min.level or until it 21iacks,

3 Clairaudience Clairvoyance: See ar
hear at a distanee for 1 min,/level,

4 Planar Ally, Lesser”; Exchange ser-
vicez with a & HD extraplanar creature.
5 Serying': Spies on subject from a
distance.

& Symbol of Persuasion™: Tripgerad
rune charms nearby creatures,

7 Reﬁlgt:M: Allers item to ransport ifs
possessor 10 yolL

& Sympathy’; Object or lecation atracts
certain creatured,

9 Trap the Soul™"; lmprisens subject
within gem,

S

TRDE

Arrogance, con-
ceit, hitheis, van-
ity; pride is the
root of all other
sins and arpu-
ably the most
deadly. While
some degree of
self-confidence
is acceprable; pride in excess becomes
egotism and is perhaps the easies: sin
o coammil.

Clerics of pride are zuprémely
confident in their own self-worth,
secing themzelves ag destined (o
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gréatness, They expect to be at the
hearl of any plan and are steangely
indifferent to their own salfety. Con-
fident they can survive virtually any

as hostzpes. lead agsaulls, and to dis-
tract meonsters.

Granted Power: Whenever you roll
a 1 ona saving throw vou may imime-
diutely reroll the save, You must keep
the resull of the secand roll, even if il
reanlls in the roll of another 1.

Pride Domain Spells

1 Hypnotism: Fascinates Zd4 HD of
CIEATUres,

2 Eaple's Splendor: Subject pains -+4
Cha For 1 mingflevel

3 Heroism: Gives 2 bonus on attack
ralls, saves, skill checks,

4 Divine Power: You gain aliack onus,
it Sty and 1 hplevel

5 Reduce Person, Mass: Reduces sev-
aral creslures,

6 Forbiddance™; Blocks planar travel, dari-

ages creatures of ditferent alipnment.

7 Heroism, Greater: Gives +4 bonus on
attack rolls, zaves. skill checks; immau-
nity to fear: temporary hp.

& Spell Immunity, Greater: Az spell
iy, bt up e Bth-level spells.

9 Charm Monster, Mass: As charm
nicester, but all within 30 feet,

The slathll
avoid work and
exertion in all
ol its forms.
Perhaps outaf
pride or merely
out af laziness,
thase alflicted
with slath have
nathing bu
diztaste for labor, whether it be physi-
cal or of some other form, and they
spend their fime idly aratifying their
owen whims,

Clerics of sloth are lazy and resend
those who want them to do more,
than the bare minimun IF they see
aneasy solulion toa peoblem, they
take it, even it it offends some of
their companions,

Granted "ower: You are closest b
vorr sod while lazing and relaxing,
Yo sulfer no peoally to Armor Class
against melee attacks while prone,

Sloth Domain Spells

1 Touch of Fatigne: Touch atlack
fatipues target,

2 Unseen Servant: Invisible foree abeys
your comrnands.

3 Deep Slumber: Futs 10 HD of crea-
lares b sleep,

4 Slow: One subjectlevel tales only
one action/round, -2 te AC, <2 an
attuck rolls,

5 Symbol of Sleep™: Triggered rune
puts nearby creatures inte catatonic
slumber,

6 Waves of Faligue: Several targels
become fatigued.

7 Shadow Wall: Step into shadow to
travel rapidly.

5 Waves of Exhaustion: Several largets
become exhausted,

9 Astral Projection™ Projects you and
companions ento the Astral Plane,

\MRATH

Although every
creglure feels
angry at tmes,

wirith stems
fromm ereesses
af such teelings

and unfounded

righleousness,
The wzathful
arequick to anger and often do net
distinguizh between accidental slights
anel true alfronts, Thus, even the most
miner offense can inspire their rage.

Clerics of anger are confrentational.
They have explosive tempers and hoard
prodges as if they were fine jewels,
They might forpet a slight, but they will
never foraive it

Cranted Power: Onece per day, you
rray subltract o mumnber of points from
your Wisdormn score equal to or less than
your cleric level, For every 2 points vou
subtract {rom your Wisdom score, add
1 point toyour Strength score. You sul:
fer ail the effects of reduced Wisdom
including acoess to spells and bons
apells, reduction of Will 2pves, and




penalbies on Wisdorm-based skills, This
trade betwsen ability scores lasts for

| ronand per cleric level and cannot be
ended prematirely.

Wratn Domain SPELLS
1 Rhino's Rush®: One charge deals
increaged damage,
2 Bull's Strength: Subject gains 44 St
Forr 1 roin.flesel.
3 Rage: Subjects gaing +2 to Strand
Con, +1 on Will saves, -2 to AC.
4 Shout: Deafens all within cone and
deals 5dé sonic darnage.
5 Righteous Might: Your size increases
and you gain combat bonuszes.
6 Song of Discord: Forces targets fo
attack each other.
7 Tenser's Transformation™: You pain
cambal bonuses,
8 Shout, Greater: Devastating vell deals
[0y sonic damage, stuns creatures,
damages objects,
9 Storm of Vengeance: Slorm raing
acid, lightning, and hail.

"Mew spell described in this article.

JFUSELS
A number of spelis are uniquely ted
to the seven deadly sins. Although they

are not necessarily evil spells, clerics
with at leasl one of the seven deadly

domains most often make use of thern,

These spells might worle well in tan-
dem with the sinful spells presented in
the Book of Vile Darkress.

Sticky FINGERS
Transmutation

Level: Asn 1, Avarice 1, Brd 1
Components: ¥, 5

Casting Time: 1 standard action
Range: Personal

Target: You

Duration: L min.flevel (TH

Your fingers exude a sliphtly viscous
secretion and become more nimble,
This augmentation grants yow a +10
bonus on your Sleight of Hand checks.

Ruino's Rusa

Evocation

Level: Clr 1, Drd 1, Rgr 1, Wrath 1
Components: ¥, 5

SINNING SAINTS

Besides deitias aiready associated with vice and depredation, many:gods from existing campain
wiorlds right offer their worshipers arcess to one or maore of these seven deadly dormains. Such
atietoa specific sin doss not niake & god evil or less righteous thanother deifiss that do nat, it
meref reflects anctes aspect 'of its immortal personality, Following are suggestians forwhich. of
Core DUNCEONS & Dracans (ind the expanded pantieon presented in the Complete Disine).
EEERRN, ard FORGOTTEN REALMS deities might provide these domains to their clerics.

Avarice

Core DED Panthesn: Garl Glittergald,
Marading Mougol, Olidasnrara, Thariz-
dun Xan Yae,

Eberron: The Keeper, Kol Korran,

Forgotten Realms: Abbathor, Bran-
doearts: Cyric; Dumathoin, Finder
Wiyvernspur, Gargauth, Geb, Hoar, Mask,
Mephthys, Shargaas, Velshareon, Yerja-
dair, Yhasraun, Waskean,

Envy

Core DED Pantheon: Beltan, Garl Glicter-
gold, Burtulmak, Lolth; Merull, Tharizdun.

Eberron: The Keepes Kol Karran, the
Mockery, Cnatar.

Forgoetten Realms: Bane, Beshaba, Cyric,
Gargauth, Hoar, Kizransales, Wask, Set,
Sharg Sharess, Shagaas, Tabana, Lmberles,
Wrgilen, Melsharoon, Yhaeraun, Waukeen,

Gluttony
Core DED Panthean: Ergthaul, Yendalla,
Eberran: The Devourer the Koeper, Oiladra.

Forgotten Realms: Cyrrollales, Garagos,
habian Sebel, Umberlee, Urdlen: Vergadain,

Lust

Core DED Pantheon: Gruumsh, Lalth,
Ofidammara,
Eberron: Olladra.

Fergotten Realms: Beshaba, Eilistraze,
Harali Selanil, Hather-lsis, Lliira; Lovi-
atar, Lithic, Sharess, Sharindlar, Sheela
Pergrowl, Sune,

Casting Time: 1 standard action
Range: Personal

Target: You

Duration; 1 round

A viclent fury consumes you, allowing
you to propel yoursellin a single deadly
charge. Any charge attack you make
before the end of the next round inflicts
deuble damage on a suceessful hit,

TREASURE SCENT
Transmutation

Level: Avarice 2, Died 3
Components: V, 5

Casting Time: 1 standard action

Pride

Core DED Pantheon: Baharmut, Beltar,
Corgllon Larethian, Heiraneaus, Haxtor,
luz, Lc-'lzh. Maradin, Pelor, Phesltus, Tia:
mat, Wecns, Wastel, Wee |as,

Eberron: [kal Areaky, il-Yannsh, the Mock-
ary Onalar

Forgotten Realms: Bane, Cyric, Gumathair,
Fincer Wyvernspur, Gargaufh. Gand, Helim,
Herus-Re, Kiaransales, Mobanien, Oghma,
Osirls, Set; Shay, Shevarash, Samisiphe,
Sune Tempus, Tarm, Tyr, Ubtas, imberiee,
Welsharoon; Yhaeraun, Waukeen.

Sloth

Core DR Panthoon: Slidammiara.
Ebervan: Oliadra.

Forgotten Realms: Brandabaris, Cyrral-
lalee, Erevan |lesere, Finder Wiverns pur,
Cargauth. Hathor, Lliira, Luthic, Mask,
ilil, Sharessm, Sharindiar, Shesti Pery
rowl, Tyrrora, Vergadain, Waukeen.

Wrath

Core DED Panthean: Beliar, Erythnul,
Cruurmsh, MHeironeous, Flestern Incabulos,
Jorarmy, Korg, Llerg, Lalth, Maradin, Pro-
can, Pyremius, 5t Cuthbert, Tiamat,

Eberron: Balinar, the Fury

Forgottan Realms: Anhur, Auril, Babgta,
Bare, Bashaba, Clangedding Caragos, Hoar,
Herus-Be, Kossith, Leaiatar, Makir, Sel.
wetarrn, Sel, Shesarash, Talos, Tempos, Trard
Harr, Umberee, Uthgan Malkur, Yurines,

Range: Personal
Target: You
Duralion: 1 howrflevel

You gain the ability to smell gold and
other precious malerials. You can
detect capper, silver, gold, platinum,
and gems within 30 feet by sense of
smell and differentiate between the
acents of these five kinds of valuables.
I such treasure is upwind, the range
increases b G0 Teet iFdownwind, it
drops to 15 feet, Strong scents, such
as an open chest of treasure, can be
detected at twice the ranges noted,
Overpowering scents, such as a drag-
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on's hoard, can be detected at briple
normal range,

When you detect one of These types
ol valuables, the gxact location of the
source is not revesled—only its pres-
ence sornewhere within range: You can
lake a move action to note the divec.
tion of the scent, Whenever you come
within 5 fect of the source of the smell,
voll can pinpoint its exact location,

[£ vou have the Track feat, yon can
followw the tracks of a moving creature
with waluables by smell, making a
Wisdom jor Survival) check to find or
tollow such tracks, The typical DC for
i fresh trail s 10 [no matter what kind
of zurface holds the zcent), This DO
imcreases or decrepses depending on
the age of the trail, For each hour the
trail is-cold, the DC increases bi 2. This
ability otherwise follows the rules of
thie Track Feat, Creatires tracking using
this spell ignove the effects of surtace
conditions and poor visibility,

SWALLOW

Conjuration [Teleportation)
Level: Gluttony &, Sor/Wie 8
Components: v, 5

Casting Time: 1 standard action
Ranpe: Touch

Targel: Creature torched
Duration: 1 vound/level: see text
Saving Throw: None

Spell Resistance: Yes

Yo can make a touch attack o lrap an
oppoenent in adeadly extradimensional
space, Touching an enemy causes a
horrific visual effect as vour mouth gro-
tesoaaly distends, swallowing the target
and banishing it to a tight, swelteringly
hurmid extradivnensional chamber with
constricling, pulpwalls.

Upon being teleported to this extrad-
irnensional gizeand, the victim is con-
gidered grappled and suflers 2d6 points
of bludgeoning damape + 1 point/level
aswell as 6 points of acid damage every
ronered Tor a number of rounds equal 1o
the caster level. The vichim may attempt
to escape by using a light slashing
ar piercing weapon to deal 30 points
of damape to the space’s walls, The
space hasan AC equal tothe caster’s
lewel. The argel may also ey 1o escspe
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by making a grapple or Escape Artisl
check apposed by the space, which

has a grapple honus equal to deuble
the caster level, If the victim succeeds
either at cutting or grappling its way
Free, it is expelled From the extradimen.
gional grzzavd and reappears where it
bad been when the swallow spell was

casl. I this location is Alled with a solid
abject, the subject appears in the next
nearest open space, Otherwise, the tar-
get remaing trapped and takes damage
every round until the spell ends, [T the
tarpetis killed by the spell, its body is
dizsolved and possessions are expelled
onto the Astral Plane, o

PLAYING A SINNER

Chonsing ane of these dormaing 15 making o commitment to & werldview which, while not nec:
sz iy avil, will certainly color many otheraspects of your character's persorality. Jist like any
ctaerdomzie, these spell listz zre merchy reflections of asingle aspectof your character's caity
Trus, althaugh your deity might succumb to s specific vice, it's the entirety of your deity’s dogma
that defires His orher afigameant.

Whathar vour craracter promates of struggies againat his deity's specific brand of sin, s his
aetions and how he uses bis abdities that define him as = heroic or vlzinous charactar Following
are some examples of how a characier with one of these draits might Sebave, Broadening their
definitions from soecifcally el vices to powers usefal 1o lawed cerics ofall alianments,

Avarices Almost evary character probably suffers from mose than & litthe avarice, The desine
for waalth js what leads mast adventurers te loct ancient ruins and raid dens of evil creatures
In-the firat place, [V's when a character starts taking more than kis fair share of niding what ha
finel & frorm his pardy rrembers that ha may need o confront his avarice:

Emvy: An anvions character wants wagh ancther bas. Altkoagh this might be putto pood
wse; such as secking out the povwerful sword ol an el warlerd, 18 cauld alse mean coveling
thi anititios, traits, or peasessions of @ follow parbemember Such feslings might ocour when
swa membirs ofthe same cass arein e party andicne becomes jealous of the other's abilities.
Although this could resull in some well-intentoned campatition, the envious character mignt
perfor stunts beyana her ablity b show ap Ber rival,

Glubtany: Gluttonons charclen wanl to sdperience everthing, Although this might seem
inaffensive enough, the chasmcter who insists on seaing what's behingd every door or sampling
avery potienin the necremancer's lehoratory could swiftly became a bty to his party Even
in féss aktreme situations, such a character might take advantzge of the hospitality of patrons,
giving anentice patty an unwelcome reputation.

Lust: & fustful character dasires something orsomeone te the detriment of all athar
thirgs, Although thers are faw nobler quests thar thase done ous of loe, those perforpmed
in st are far more selfacemving, The wizard who quests forever greater magicor the mank
wheestrives for marsial mastesy bath might push aside the desires ang needs of their allies
tc satishy their pazsicns.

Pride: Although'it might e hiard to be prideful &t low level, charactars whe can shatter
mauntaing and fell deagons with & sword swipe are razely derure. & priceful characser mighs
push-aside thase better squipped to-deal with a situation, The Barkarian whe Breaks dewn o
deor betore 3 regue can disarm its teap or the fighter wha insists on attacking the creature g
wizard could dispatch with 2 werd ars both exarples of prideful characters,

Slath: Slothful characters always take the quickest oreasiest reates, cven against the wishes
of their aliies. Such & character might simply refuse to climb overawall and go off in search
of stairs. | extreme situaticons, she might ignore the advice of @ guide and follow the skortest
realbe G i s, tven Eheughol leads directly tarough a dragon’s lair,

Wraths While barbariang are almeost inmately wiathful, &y chasacer cin show an excess of
anger The clerc wha casts only destouctive spells-and whe can nolenger feal or the g
whe tiakes ap mezessied amount oftime to perform @ sinale sneak attacsane both edrmples of
excessively wratsful characters.
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by Michiael Tresca
Hiustroted by Tow Fowler

HLTERNHATIVEX
TO THE DETECT
EVIL SPELL
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ivine spellcasters possess a mul-

titude of powers, from turning

undead and healing the wounded
to taking on the form of animals.
Dreitics and other primal forces grant
these abilities both in the form of
conbinueus powers and magical spells.
Higher-level spells allen manipulate
life and death, bt cerics all too often
overlonk one of their most uselul lowe
level spetls: detact evil.

The power Lo lnow a persen's soul
creates more guestions and moral
dilemmasz than it solves, however, What
does aspelleaster do when he detects
evil in someone wha's not perform-
ing an evil act, for example? Does the
spellcaster draw a weapon and murder
the: persen belore she hurts someone
else? A great burden and awesome
power cames with peering into another
person s soul.

Like a smudge of divl, evil appears
ony peaple and things hearing its taint,
Vel even non-evil people perform acts
al'questionable morality, Tracking
down such o person proves diflicult
if vou can anly cast detect evil. A spell-
caster must specialize in a particular
form of detection in order to hunl
down such individuals, This article pro-
vides spells to help inosuch hunts. Use
them inaddition to detect evil o1 pick
ane to replace that spell to play a more
morally armbipuons gome,

DETECT
ATTITUDE

[Hvination

Level: Brd 1, Clr 1, Pal 1
Components: ¥V, 5, DF

Casting Time: 1 standard action
Range: Cloge (25 fto+ 5 £ /2 levels)
Target: Ome crealure

Duralion: Concentration, upio |
round /level

Saving Throw: Nane

Spell Resistance: Yes

You sense the targel’s attitude jsee
the Plaper's Handbook, page ¥2)
toward you by seeing a faintly glow-
ing coloved aurs surrounding it, vis.
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Bard Spell
Tst-Level Bard Spell

Dutepr Aiitude: Reveals
“targat’s attibude;

Ranger Spells

DETECTING SPELLS

Cleric Spells
1st-Level Cleric Spells
Duatect Attitude: Reveals
target's attitude,

[etect Guilt: Reveals how
gk gills barget feels,
et Vinlence: Revesls

Paladin Spells
1st-Level Paladin Spells
Dietrct Attitude: Reveals
target's atlitude,

Dubeet Guilt, Reweats how
rauch gLl target feels,
Cetept Vislenoe, Ravenls

Tst-Level Ranger Spell
Hebect Vinlsnce: Revaals
viclence done inarea
within recent past,

winlghce dore in

in targel's recant

ihile andy to vouw. Yeu can determine
how the target’s atlitude changes

over time, allowing you to know the
effectiveness of attempts to change
the target's attitude, [ you cast this
spell on sermecne who has not met
you, that person's aura always appears
blue {indifferent).

Attitude Aura Color
Friendly Wirhite
Indifferent Blue
Lnfriendly Black
Haostile Rl

DETECT
GUILT

Divination

Lewel: Clr 1, Pal

Components: ¥, 5, [IF

Casting Time: 1 standard aclion
Range: Close {23 [+ 5 Fi/2 levels)
Targel: One creature

Duration: Instantanceus

Saving Throw: None

Spell Resistance: Mo

You sense the presence of puiltin the
target ereature. This spell in no way
revealz why the target feels guilly, only
that it does. The level of guilla creature
feels has Title 1o dowith whatever act
canges the creature's guilty feelings.

A serinl ldller might feel no guilt for
the brutal murders he commits, for
example, while a maid might feel
strong euilt about forgetling to maop the
kitchen floor

within recent past,
Ird-Level Clerie Spell
Dt My Roveals
heretical thoughts or acticns

wiolence dong in area
within recent past,
2nd-Level Paladin Spell
Detec Heresw Reveals
heretical thawghts or actions
irtarget’s recent past.

areq

past,

Good creatures typically feel greater
amourts of guill than neutral crea-
tures, whe in furn usually feel more
cuilt than evil creatures, These gener-
alizations cannol guaranies how a crea-
fure reacts toits own actions, but they
give a seneral guideline,

A creature must have at leasta 3
Intelligence, | Wisdom, and 1 Cha-
risma in order to feel auill. The spel]
fails if cast on a creature withous those
i ability scores.

Severity of Guilt Aura Power
Has secasional Faint

pangs of auilt

Stomach-churning  Mederate
puilt; warries about

what happened

Loses sleep over Slrong

whal happened,

absesses about it

Wants to take rash  Owverwhelming

actions to avoid
leeling the gailt

DETECT
HERESY

Disiration

Lewek Clr 3, ['al 2

Componenis: ¥, 5, DF

Casting Time: 1 standard action
Range: Close (25 &+ 5 .72 levels)
Target: One creature

Duration: Concentration, up to 1
rodtrid level

Saving Throw: Will negales

Spell Resistance: Yes




Prized by inquisitors and martal
religious orders, this spell reveals
past heretical actions and the current
heretical thouphts of the target, You
senze the targel’s heretical thoughts
and past actions by seeing a faintly
glowing aura surrounding it visible
only to you, The strength of the aura
shows the level of heresy. You detect
current heretical thoughts in the target
az well as all consciously made acts

of hevesy performed within the past

1 day per caster level, The spell can-
not detect heretival acts that occurred
prior to the spell's time litmit, regard-
less of their intensity. You deline whal
constilutes heresy by vour own belief
structure, even il the majority of faith-
ful diznpree.

This spell anly affects people af
your own faith, those who say they
follow your faith, and those whao
show aspects of your faith {wearing
vour deity's holy sy bol, for exam-
ple or attending a religions service),
Anyaction or thought that opposes
vour particular definition of vour
relipion’s dogma or teachings counts
as heresy. A character of a dilferent
faith docsift show az heretical when

you cast this spell, altheuph a char
acter pretending te be a member of
your relipion shows a: commitling
apostagyiblasphemy,

The move hevetical the thought or
act, the stronger the aura of heresy Lhe
larget displays, By concentrating. vou
can learn more details of the heretical
acts or thoughts,

15t Rownd: Prezence of heratical acts
in the history of the subject or current
neretical theughts in subject,

2red Rowad: Intensity of subject’s cur

renl heretical thoughts.
Ard Hownd: Mumber and intensisy of
past heratical acts performed by subject.

Intensity Aura

of Heresy Strength
Tangential heresy  Faint
Contrarian heresy  Moderate
Fundamental heresy Strang
.F'-pu:ntdsy Overwhelming
[blaspherny

Turgantiol Heresy: This minor act
of heresy allows the heretic to fune.
tion noomally within the Gaith with
little indication of non-dogmatic
thought, Such a belief must affect
how the herelic interacks with those
of hiz faith, but in such a way thal
only clerics or others trained in the

religion's doctrines might notice,

For example, a priest of Ehlanna
whao anly thinks of the goddess as

a gnome even though the religion
defines her az an alf or human com-
mils tangential heresy,

Contrarian Heveswe This farm of
heresy goes againat a relatively minor
bul nonetheless important aspect of
the religion's dogrma, For example,

a priest of Pelor who preaches and
believes the sun iz something hesides
the embadiment of Pelor (but who
still faithiully believes in Pelor), prac-
tices contrarian heresy.

Fundaimental Heresye A fundamental
heretic believes and leaches the oppo-
site of 4 core tenet of the relipion. For
example, a pricstof Vecna who inzists
on preaching that the God of Secrets
got his moniker because he reveals
what secrets he knows commits funda-
menlal heresy.

HERESY AND SIN

Despite vastdilferences between the
dogrras and beliefs ol various religions,
heresy has @ constant, unalterable defi-
nitian <hared by all. Any act, dnr_'trme,
aropinion that opposes the tenets of 3
religion's dogma or teachings is haresy,
# character cutsida the faith cannot
perform heresy against the religion; enly
follcwers become herﬁtlcs Those whe
fallow anather religien fof nane at aliy
cannot perfonm heresy #gainst a religion
nat their own. See the detest herssy spell.
description for examples of haresy,

Gn the other hand. anyone can coms-
mit a sin. Typically, anfy deliberate dis-
obedience afa religlon’s known degma
counts a5 sin: Mast seligions (especially
those of geod deities) considar scts that
unknowingly counter the befief’s tenats
as errars ar the effects of lanorance,
Mer-eyil faiths rarely consider such mis-
fuken acts—moit commanly perfarmed.
amon the recently converted—as sing,
However, harsher religions (espszially
of evil deities] make nodistinction
LBetween iprerange ard deli bl.‘rdtcrless
and zansiderill tra,nsgrcssn:lns a5 pLn-
ishable sin. For example. an innkeeper
and new convert te Fharlanghn whe
remains within the berdars of bis vil-
lage commitsa sin, particularly if he
knew that such am action went against
the God of Roads' dagma, On the other
hand, & recent convert to the Fith of
Hextarwho allows a fol lower of Heino-
neaus to [we inadvertently transpressas
against his god, and he prabable faces:
painful, torrure-filled punishments,

Ml religions agree to the wiong:
ness of heresy arid sin. 'Which type of
disobedience a relipion considers mare
Blasphemais depends on its dogma,
Some beliel svsterns declare sin asthe
mare serious type of transgrassion, and
chay actively try o bring heretics back
into the fold Bthers punish thase wha
practice heresy with tarture and death,
while fargiving sinners. Of course, most
evil faiths tolerate reither and actively
seek out transpressars of both,

By definition, the vast majerity of
heratics sin, sul as mast followers sin,
sinners are not necessarily herstics.
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Apostasy/ Blasphenoy Those wha
commit apastasy completely turn
against the faith, utterly rejecting its
tenets. Such a person enly margin-
ally remaning with the Faith il at all,
An actian considered apostasy gener-
ally means the person comumnitting il
conscionsly chooses to leave the reli-
aicn and join an opposing religion.
A Blasphemons act s typically an
atfront to the faith, such as claiming
o posscss aspecks of the religion's
deity or claiming to live outside the
faws of the deity. Acts of apostasy or
blasphemmny tesult in the character
turning learm the Fzith, either to cre-
religion or to inadvertently
embrace the religion of an opposing
deity, For example, a priest of Heiro-
necs wha kills helpless prisoners,
flees from every battle, bullics those

Alea new

weaker than himsell and gives no
quirer in Battle blasphemes against
Heironeons and embraces the ideals

of Hextor

DETECT
VIOLENCE

Divination

Toevel: Cle 1, Pal 1, Rar 1
Components: ¥V, 5, DF

Casting Time: 1 standard action
Range: 60 11,

Area: Cone-shaped emanation
Duration: Concentration, up o1
roundlevel

Saving Throw: Nane

Spell Resistance: Mo

When
the residual aura caused by acts of
violence committed in the area of
effect, The spell detects siolence

asting this spell, you perceive

committed within the past 1 maonth
per caster fevel, The spell cannol
detect violent acts that accurred
priot Lo the spell's time limit, regard-
leza of their intensity,

Yiclenee docs nol necessarily end
iv desth, bt the more vielent the act
the stronger the psychic residue lefi
behind, This spell does not delect
the capacily to cause violence it anly
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detects violence commilled against a
living creature. [t also does not specify
why Lhe violence was committed, nor
the alignment of the assailant or of the
victimm, By concentraling, you can learn
e delails of specific vielent acts,

Ist Rownd: Presence of violenee in

Frd Rowed: Steength of aura of vio-
lent acts performed.

4 and Subsequent Rourds: Number
af davs and heurs since most recend
violent act, then ol earlier violent acts
in chronolegical progression from sec-
ond most recent backward, with one act

the area within the spell's ime limit indicated per round. §
Al Rowd: Number and location of

vinlent acts performed in the area,

Lethal
Damage®

Manlethal
Damage

Residual

fura Powear Man-Camaging Effacts

Faint 1hyp or less Thporless Blinding, deafening, pinning, and
sturning efects
Madarate 11-30 kp 310 by Ability darnage, caralvzing effect
Stronp 3-50 hp 17-30 ha Ability drain, wnsuceessiul
deatn affect
Qverehelming 51 ormarehp 37 or meie g Successful death effect
#1f the amcunt of darzge deals resulted in g creatre’s death, the residuzl zurz power auto.
rnazically shows the rest most powerful level {up to g reasirmum of everabelring).

DISADYANTAGES

In carmpaigns thas involwe mysteries and subplots, the qght divination spell can bring ahout

a aulick andd unsasisfing resalution to an atherwise [nteresting adventure, Durigeon Masters
whe want te discourage the use of detection soells withelt reroving the spells feom thels
campaigns nave access to @ numser of { disadvantages meant i curb these spells’ power, Dis:
advantzpes discourage these detestion spells witheut causing too mnch troubicfor the caster.
Aternathvely the Dungeas-haster can roll 106 16 determine a random disadvantage whanever
a character casts a detection spell: making detection an unpredictable pracess, Unless ather-
wise nated, 3 cisadvantape lasts far e speils dosation and for an additional 1 sauned per spell
evel-aftar fe spell ends,

Random Disadvantages
1 Eeicon

Diszemiornt
Glowang eyes
Ernpathy
Trarce

& tn K b B

Whispering voice

Beacon: Evil ouitsiders arel Undead within 60 fees sense fhe presence of the caster, plnpeinting
his ezact location [distance and direstion) in relation b themzalves, This effect penetrates bdrrn:ri
bt 1 faat of stesie, 1 inch of sesnmon metal, 3 thin sheet of lead, or 3 feet of wood o dirt Bincis

Discomforts When the caster focuses an one creatuse, that creature becomes aware -.:’r'r.hr:
intrasicn and knows that the magical prosing comes framthe caster. It gains 2 =1 bonus an
Listen, Search, and Spol checks made o find the caster,

Clowing Eyes: The caster's evas glow, and the caster suffers & -5 perally or BIUF, Diplomacy,
and Hide checks:

Empathy: Creasures subjected o the detection spell lears aboul the caster, Thus, if & daric
cast discern lies on 3 groun of creatures, he would allow those creatures to know iF e was lvicg
for the duration of the spell, i additon ta the spel*s normal effact.

Trance: The caster enters a trance while concentrating, making the castes dazed (Lnable ta
act ncrrmally, can lake na actong, but has no penaly to AT This disadvantage ands wien the
concantration ends,

Whispering Vadeas & whispering, disembadied voice thit only the caster hears exalzing the
sesuits of the divination, The caster rmusl make s DC 10 Liszer check to understand the voice, In
areas of loud noise the DM might increase the [0, This disadvantage ends when the spell ends,




BN ECOLOGY |

by Eric Cagle
illustroted by Peter Berptin

w il v |

[HE ECOLOGY
OF CHOKERS

nrumerable creatures claim the Underdark as home.
Same, such ag drow, duergar, and illithids, craft
daunting cities carved from the subterranean stone,

crealing sprawling underground empires, However,

the bulk of creatures that live in the elernal darkness
consist of little more than mindless beasts or barely
sentient savapes prowling the glooim in hopes of Tinding
their next meal.
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Ome such creature, the vicious predator known as the
choker, derives s name Trem the way in which it dis.
patches it victims. This small aberration, a ubiquitous
and dangerous patt of the Underdark ccolopy, strikes
from the darkness withoul warning. While not particu-
larly powerlul, this stealthy opponent proves madden-
ingly difficult to locate when it wishes to remain hidden.
This article examines the life and halits of chokers,




including their history, physiclogy,
and mental outlook, as well as ways
to defeat thern.

HISTORY OF CHOKERS

Chokers are relative neweomers to the
pitch-black realms of the Underdark.
Scholars and adventurers note that
their mumbers seem to increase with
euch passing year, although no one
knows the reazon why, One theory
claims that 2 population of gnomes
whao descended into the darkness long
age evolved into cholkers. Over dme,
these pnomes mutated into horrible
aberrations, possibly due toa misture
of cannibalism and The weird magic of
the Underdark. Gnomes vehemently
deny this possibility and insist that any
resemblances are purvely superficial.
The svirfnehlin alsoe dispute the pos-
sibility, although some seem o know
miere than they lel on, Any altempts o
pry maore information from the svir-

fneblin on this topic results in stony

silence or worse. A variation of this
theory involves halflings, wha also fnd
the prospect detestable.

A& maore likely theory involves chok-
ers as the result of soane experimenta-
Hon that went hareibly wrang. Many ol
their characleristics seem reminiscent
of drow handivwork, but drow disimiss
thiz accusation, pointing oul that the
creabures now pose as much of a nui-
sance and threat to them as to anyone
else, OF course, the lofty pride of the
drow might mask the truth in this
matter. Some scholars note that chok-
ers often congregate near drow settle-
ments, either o rermain close o a reli-
able food seurce or perhaps because
of some lingering racial memory of
their creators. Regardless, most drow
despise chokers and frequently hunt
them for rie other reazon than to kill
ag mrany as possible,

The chokers, barely sentient therm-
selves, have no knowledoe of their
origin and show litlle interest in discov-
ering the fruth of their past. They seem

tor care anly about how 1o get their next
meal and collecting shiny trinkets.

PHYSIOLOGY OF CHOKERS

Although an aberration, the choker has

a roughiby hurmanoid forn, Froom a dis-
tnce, the choker vaguely resermbles a
lome-limbed halfling, although close up
the differences becamae readily apparent.
Asa Small creature, the cheker stands
around 3 1o 4 feet tall, with smeoth, dark
oy shin motted with patches of bilack,
Lo, aned rust, [ possesses a bony,
slender frame with a jutting spine, hips,
and rib cage. The choker's lony, alimost
equine face ends ina vicious-looking
rracith filled with jagged teeth. T beady
black eyves sit squarely in the front of its
face, pranting it excellent vigion that also
allows it 1o see through the utter darlness
ol its hoane. The relatively stmall ears of
the choker, nesthed within ils skall, pos-
sibily indicate that the creature relies more
on darkvision and other senses than hear-
g b docate prey,

Septemnber 20045 DRAGON 323 m




ECOLOGY

Choker Knowledge

The following fable shows the results of Knowledge (dunaronearing] checks as it refates 1o the
chaker Inhabitants of the Underdark and adventurers that make farays inta s depths might

krroas this infarmation,
Enowledpe [dungeonesring)
OC Result

thay chioke victims to death;

thian it appears they should be akle,

The flexible tentacle limbs of the
chaker allow it to reach creatures up
to 1 feet away. Tts arms and legs end
in oversized fexible pads Glled with
serraled spines that allow it to grip
almest any surface, including slip-
pery cave walls, Becanse of its Nexible,
elongaled limbs, the choler appears
bowlegped, and it moves in & peculian
fuid fashion, preferring to keep al
least three of its limbs in contact with
sommne surlace aball Himes,

The choker speaks Undercommon
in a hoarse, raspy voice, intermiy-
ing words with meaningless barks,
coughs, and grints: 11 peppers its
crude vocabulary with banal epithers
arud baseless threats,

PSYCHOLOGY FIND SOCIETY
OF (HOKERS

Stealthy, solitary hunters, choliers
survive an what they manage to kill
and the carrion left-by more danger
s predators: As befitting their name,
they strangle their prey by ambushing
creatures and quickly grabbing their
‘mecks. Fearless in their assaults despite
their small size, chokers sometimes
attack prov up to four tines their size.
Chokers attack through surprise and
ustally wait to ambush a solitary crea-
ture rather than confront a group. Par-
ticularly hungry ar desperate chokers
might po atter a group ol creatures, but
only by picking off stragolers or those
in the rear, where their attacks arve
mare likely to g0 unnoticad.

Before a choker devours its prey, il
uses its powerful grasping hands to
siueeze the meat into a tenderized
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i1 angeri:sus-5:Eleif_€|!lnns__t+|a¢ Lurk in the Undardark, chakers get thelr narne fram the way

15 Chokers move gasily over almostany surface and usually attack frem over doonezys,
arcries, of from cave roofs; They sometimes hide in pools and vnderground streams.

20 Extremely nimble, chokiers mcvs in rapid bursts of speed that allow them: e move faster

25 Food and treasure can often be used to bribe chokers into answering questions or
working az guides through their territony,

pulp. The choker docs this even with
carrion it imds, fulfilling its instine-
tive desire to squeeze the life oul of
itz meal. Although constantly hun-
pry, chokers can survive for almost

a manth without meat, becoming
increasingly irvitable and likely ta
take risks in arder lo procure food.
It a pinch, the choker subsists on
lichens, moss, and fungi, scraping il
off cave walls with its raspy tonpue,
The choker requires relatively little
water for its size and seems 1o derive
muost of its hydration from the bload
of its victims,

Grecdy creatures, chokers covel
bright, shiny eljects, such as coins,
pems, and jewelry. 1M a group of
croafures comes across a chaoleer and
approaches cautiouzly, they might
succeed at making itan offer for
some sort of trade. Chokers lack any
senge of diplomacy and have low
Intelligence and Charisma scores,

causing the most elaborate choker
bartering lo consist of 1 give this,
you give that.” A choker might offer
its services as a guide through the
tunnels and coves of the Underdark
in exchange [or coing, gems, and
lend, [ negotiations go poorly in
the first fow minutes, however, the
choker quickly retreats, and it refuses
to reenter negotiations with the erst-
while bargainers,

Selitary beings, chokers do not
tolerste other creatures—even other
chokers—in their territory. Onee
every two years, though, fermales
release a punpent scenl that atbeacts
male chokers, Mating is brieland
violent, with males wrestling each
ather inte subimission for a fomale’s
favor, Gestation lasts for roughly
six meonths, after which the temale
gives birth to a litter of twao to four
voung. The mother raises her voung
tor a year before abandoning them
in a warren at the edge of her terri-
tory. Among the most agpressive and
dangerons chokers around, these
juveniles try toestablish their own
Lurf, battling with their own Kind and
the ather foes that lurk in the dark-
ness, Cholers generally live for about
20 years, althouph those in captivily
occasionally reach the age of 440

Mozt denizens of the Underdark
consider chokers annoying men-
aces deserving only of eradication.
The more intelligent races, such as
drow, duergar, and illithids. actively
hunt chokers, sending oul teams
of warriors and trackers to perform
search-and-destroy missions, Some
creatures occasionally caplure chok-
ers and attempt to train them to acl
ag guardians and trackers, While
these projectz usually fail, those few
wha succeed produce highly loyal
servants—as long as they provide the
chokers with a suitable amount of
live meat to hunt and eat. Because of
their elastic bodies and their ability to
worm through almost any crevice or
enclosure, enly selid-walled holding
cells can hold choker alaves, adding
to the difficulty and expense of such
an endeavor,




The Life and Times of the Cho

Toe chesker oripinally appearad in the Mermsteas Compendiim Mystor
Appendic, For thirg editian, the chaker faund its place amers the
icomic creatuses in the Mosster Mongel. 1t can also now be faund (0
tha new Aherrtions DD ministures setas & comrmon faure,

(HOKER LAIRS

A choker bypically sets up aden in
sotme twisting cave dillicull Tor Jarger
ar less Nexible crealhures to navigate.
Bones, bits of trophies from vavious
victirns, and indeseribable chunks of
meal squeezed o a pulp tepically litter
the filthy den. Chokers are intelligent
enouph to hide their stash of food in
a place where the smell doesot attract
other predators. They also prowl close
to the seitlemments of other races, pick-
ing through garlage and occasionally
arbushing laners who stray too far
from safety. Most chokers hide their
treasure among the debris and bones
ol their lair, occasionally pulling oat
particularly shiny bits and baulles
admmire when it's safe to do so.
Chokers establish their laivs near
crossroads or other places with read-
ily mvailable prey 1o an ideal sitos-
tion, the entrance to a chaleer's lair
is a difficult-tospet narrow crevasse
only accessible by climbing up a
wall. Chokers dislike large spaces. so
they aften lair behind Tiny apertures
that Medivm or Lerger creatures find
uncomiorably cramped. A choker
tries 1o fAind a space with at least one—
and preferably two—escape routes
thiat i1 can block with loose stores eas.
ily overlonked by a casual search,

¥5. (HOKERS

A gtealthy, cunning foe, the choker
relies an surprise lo ambush its prey.
Archways and staivwells provide
cholkers with ideal ambush locations,
forcing prey Lo 1ifl their heads in
order to see (and thus, expose their
necks more to the angle of attack),
Fly, levitate, and spider clieh allow
vou to fight wall-clinging chokers

on mere even terms, However, singe
chokers ave CR 2 creatures, charag-
ters of a level high enough 1o cast
those spells rarely consider a single
choker much of a danger,

Despile the
choker's Small size,
it has the 10-foot
riach of & Large creature. The choker
always uses this to its advantage, attack-

ing trom ceilings, around corners, or
from holes in the ground. gaining as

viach cover as possible. [n ovder to

get around the reach izsue, front-line
fghters should use reach weapons to
holdl the choker at bay, while the rest of
the party attacks with ranged weapanz
and spells, Magic rissile, always a solid
choice, ipgnores whatever partial cover
the choker might And, Ray spells and
aren of effect spells, especially those
shat don't allow a Reflex save, alse can
he alfective. The ranged touch attack
of ray apells eliminates mest ol the
cholier's relatively high armor class,
giving the average sorcerer or wizard 4
decent chance ol hitling it Other uze-
ful spells include those that hinder a
choker's movernent ar keep it rapped,
such as held monsien, slow, and web. The
varions wall spells, such as wall of store,
block its epress and force the choker
fight more on your ferms, Other usefil
iterns inchule smokesticks (o fush it
ozl ol a hiding space), tanplefoot baps
[t sticle it in place), or nets,

The choleer iz wery particular about
which victims it attzcks, Given a
choice, 1t poes afler crealures in the
Following order: a creature by itzelf,

a ereature of size Small or staller, o
creature with no olwicus weapons, a
creature more than 15 feet away from
ils comrades, and 2 Medivan or larger
creature, Thus, a halfling or gnome
scotting ahead of the parly needs

1o be excephionally wary of chokers,
Scouts need a high Spot modifier 1o
overcorne the choleer's 410 Hide skill,
A high Listen modiber helps, but once
a choker finds its ambush site, it tends
to stay still. The surest way o avoid
choker ambushes is for the party to
shay as close together as possible,

The choleer's quickness abélily allows il
by btk san ealra slandard action or move
action during i turn ench round, This
means that 2 choker can move ils base
specil of 20 feel and make bwo tentacle
allacks in the same mound, However,
because it lacks Mobility or Spring Atlack,
anel il atlack aften requires several
rennds 1o kill 2 victim, the choker preferes
to attack from ambush, oflen gaining a
surprize round. Tnaddition, because of
ils ahility 1o climb with ease, the choker
often retrests by clambering up a wall,
away from all bul ranged weaponz. 1o
prevent this fromm happening, charicters
should move to block the choler's roue
of escape, so il provoles multiple atacks
ol apporiunity whenesver it moves,

Because of the choker's preed, iv's
passible womake an offer of treasure
or food o a looming choler before it
attacks. In most cases, this males I
pause while it ponders the offer. The
choker knoss litte hevond what hap-
pers within its hunting teritory, and
questions of an alstract nalure or aboul
indivichuals tend to confase it or resuls
in it giving a random anseen 18 knows
gourees of fresh waler, areas where food
is plentiful, and the gquickest passage {for
the chaleer) throush certain areas, When
traveling in areas of kaewn choker activ.
ity, always carry 2 Tew shiny trinkets and
pieces of taw meat in order to bribe any
choliers met. OF course, yoit need Lo
see thermn fgst, which means you'll need
darkvision, pood Spot checks [or excel-
lent Listen checks), or o litle luck, &2
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BESS SPELLCRAFT

by 2, Wesley Clough
illestritedd by Mike May

FORCE YPELLS
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nee a studentand lalera profes-

sor ata little knowm wizard's col-

lege, Avrath Blith felt the path to
true power led threugh the mastery of
magical force, 'To that end, he spent
his lifetime studying and experiment.
ing, developing new and unique spells
based en force.

Acroth led an active adventuring
career in his vears as a student at the
collepe, During that time, his near
obsession with force magic developed.
While exploring a previeusly unhnewn
tommb, Aeroth warched in horeor s zev-
eral of his cornpanions met their fates
at the hards ol the wraiths that dueelled
within. The group disbanded soen afier
it returned 1o the wizard's college. but
Aeroth never forpot the leszon learmed
in the wraith-Olled cairn. Knowing that
the proper spells could have saved his
friends, Acroth decided to make force
mapic his fleld of study.

CHAIN MISSILE

BEvocation [Force,

Level: Sor Wiz 4

Components: ¥, %

Casting Time: 1 standard action
Ranges Lovg (400 £t + 48 Bt flevel)
Targel: Gne crealure, phus another crea
turefd levels feach of which nust e
within 30 ft. of the primary target

AEROTH'S NEW SPELLS

In his retirement. Aesath corpiled & torne
of spelis and theenes he entitled (nifss
Wiz, which containg many of his nates

0 the nature and application of magical
forga, The beol containg, among otqer
things, all of the follawing new spells.

Druid Spell
2nd-Level Druid Speafl

Farce Ras: Rem of force deals 166 damage,
opens doors, and serforms bl rushes,

Sorcerer/Wizard Spells
Znd-Leval Sorcerar/Wizard Spells

Emeriald Flarss: Creates up b five 5 ool
squares that hald 100 e flevel,

Force B Eamoaf force deals 1da dirmsge,
apens dears, and parferms bull ruskas,
Ath-Level SorcererWizard Spells

Chiain isglle 1] 2 levels darmage; 1d44+1
darnape ta 1 secondary target(2 levels,
Teeser's Flooting Lisk, Creater As Tenser'’s
Aoating disk, but can move independantiy
of the caster.

Sth-Lovel Sorcerer/Wizard Spell
Force Chest: Creatas 2-footcube bo of foece,

Moge Armer, Mass: As mage arsion but
affects anga creature/lavel,

Shard Starm: Creates astorm of shards,

Dumation: [nstantanesus

Saving Throw: None

Spell Resislance: Yes

Az wwith magic missile, missiles of magical
energy dart from your fingertip to uner-




ingly skrike a creature, Unlike raglc mis-
sle, chiain missile strikes one creature ni-
tially, then springs to ather tarzets. Each
mizzile deals 1d4+1 points of foree dam-
age. One missile slriles the primary tar

pet per twvo caster levels, to o maximnn
of 10 missiles [dealing 10d4-=10 paints of
darriage), Alter the missiles strike, they
ricochet toa number of targets up to the
mnnber of missiles created by the spell,
Fach secondary target takes 1d4+1 points
of damage, as if sbruck by 4 single niagc
missile, You choose secondary tarpels as
st 1k, Bt thesy mst all Te within 30
teet of the privary target, and no second-
ary farmet can be struck more than onee,
ons can chooge o alect fewer secondary
tarpets than the maximum (to avoid allies
in the area, for example). Missiles with-
aut a secondary target do net ricochet off
the primary larget,

Spells, magic iterns, and abilities thal
profect against magie missle (such as the
shield apell or 2 brooch of shiglding) also
protect asainst this spell. If the primary
arget has that sont ol protection, the spell
has no effect against it but stll springs
to all secondary targets {z brooch of shield-
ing loges a number of charges cqual 1o
the number of missiles hitling the crea-
ture—iap b W rnissiles). Fspell resis

tance canses the apell to fail to barm the
primary target, the spell fails and missiles
el not vicochet to additional targets.

The missiles strike unerringly, even if
the targets are in melee ar bave anything
less than total cover or concealment. Yeu
cannol single out specific parts of a area-
ture to strike, This spell cannet trget or
dammage inanimate objects.

EMERALD PLANES

vocation |Force)

Level; Sor/ iz 2

Components: ¥, 5, M

Casting Time: 1 standard action
Range: Medinm {100 f1. + 10 . level)
Effect: Omne 5-foot square force
plane 2 levels

Duration: 1 min, level

Saving Throw: Mone

Spell Resistance: Mo

When vou cast this spell. vou create
ane or mcre flat, transluscent green 5-
foot-square, T-inch-thick fields of foree.
Yoz can ereate one emerald plane per
two cazter levels, An emerald plane
cannot move, it s omne e dan-
age of all kinds, and ivis unallecied

Ly moal spells. Heoweser, a disintsgrinte
spell, a rod of cancellution, or a sphere of
ipnihiliation destroy whichever emerald
plane they touch, while o Mordenkili-
ert's disfrncton or dispel magile dispels all
of the planes created by a single casting
of the spell. Breath weapons and spells
canmot pass through an emerald plane
in either direction, although dimension
door. teleport, and similar effects can
bypass the bardier. It blocks ethereal
and incorporeal creabiures as well 25
material ones. Hiding behind an emner
ald plane provides cover.

FORCE EFFECTS

Tnis article presents spells that use the for\cn:: descriptor. Force effects have a number of
rules you should keep in mind. Foree is not an energy type. Spells Wity the force descripton
ignare 3 créatire's damage reduction and ar c-l:}]ect s Hardness, and they deal full darmazs
bo abjects, Farce effects reach inta the Ethereal Plane and always affect incorperaal and
etheraal creatures (force affects ignore the chance of not affecsing such craatures, and spells
such a5 wailsfforce block incarpareal and ethereal creatures), Mothing can damags & force

effect, including other force affects,
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An emerald plane cannot be con-
jured so that it occupics the same
space 23 a creature or another object
It must always be fat, Emerald planes
require te anchors, and can Boal
abovee pround wherever the cazter
desires, Emerald planes can be created
vertically or borizontally. Only one
edee of an emerald plane can touch
anether zurface at the time of the cazt-
ing, but an emerald plane can touch
mare than one edge Lo a solid surface
atter casting, All emerald planes nmust
e placed se noe part of them iz within
5 feet of any ather emerald plane. On
the battle prid, & vertical emerald plane
can only be placed along the border of
a square, and must streteh from inter-
sechion o intersection: a hovizontal
cinerald plane must be placed over a
sequare without extending over others,

All plares created By a particalar
casting of the emerild plaies spell wink
ol af existence when the spell dara-
tion ends. Emerald plaies can be made
permanent with o permanency spell
Ding sorequires a minimam caster
lewe] ol 1ihand costs 1000 5p.

Materiol Compovient: A pinch of powe
der made from o green gen,

FORCE CHEST

Evocation [Farce)

Level: Sor/Wiz 5

Components: %, 5, M

Casting Time: | standard action
Range: 0 ft.

Effeet: One 2-foot cube box of force
Duration: 1 daylevel (D}

Saving Throw: None

Spell Resistance; Mo

This spell brings into being a 1idded
box of force, The box appears in the
caslers hands, and the caster can
choose to malke it either invistble or
merely transhucent. The chest has no
weight worth noting.

Solid walls of force Torm the chesls
fve sides ond lid. The caster and
ather creatures cannet open the lid
excepl by firslspeaking the password
{deterimined by the caster at the time
of casting). Both objects and Tiny ar
armaller crealures can NLin the box;
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it holds enough air to allew one Tiny,
twio Diminutive, or fur Fine orea-
tures te breathe for 1 hour

Like awall of fovce spell, o force chest
is i rune o damage of all kinds and
resistz digpel magic, but it is vilnerable o
disinterate and Mordenkamen's disiuae.
tiow, and it ean be destroyed by o sphers of
anviihilation or 2 rod of cancellation. The
bewe i= a spell effect, and Open Lodl: and
Ve Mapic Device canmol open it,

Marerwd Companert! A 2inch-sguare
glasz cube,

FORCE RAIM

Evecation [Force)

Level: Drd 2, SorWie 2

Componenls: V, 5, M

Casting Time: 1 standard action
Range: Close (25 1+ 5 1072 levels)
Eflect: Ray

Duration: [ustantaneous

Saving Throw: Refles partial (See text)
Spell Resistance: Yes

You create a lield of rushing force
vapuely discernalle as a ram or goat.
This force striliez a single target,
dealing 1d6 points of damage, You
mesl make a ranged touch attack 1o
hit a target. The ferce of the hlow is
considerable, and a creature struck
b the spell is subject toa bull rush.
The ram has & Strength of 25, 1=
comsidered Large, and always moves
with the defender. The spell is uze-
ful for knocking opponents off para-
pets or ledges, among other things,

o adeilion to ks attack mode, foree
ram alae has the power o open doors
it strikes as if it were a character with a
Strenglh ol 25,

Material Coemponent: & Wil of wool,

MAGE fIRHOR. MRSS

Conjuration {Creation) [Foroe

Level: Sor/Wis 5

Ranpe: Close (25 064 5 112 levels)
Targets: One creatureflevel, no two of
which can be more than 30 £t apart
Thiz spell Ninctions like mage armor
except that it affects multiple creatures.

MIARD STORM

Feccation [Foroe)

Level: Sor/Wiz 5

Components: V, 5, M

Casting Time: 1 standard action
Range: Medium {100 1, + 100, Jevel)
Effect: One or mate 20-foot radius
barsts of foree

Duration: 1 round level

Saving Throw: Reflex half

Spell Resistance: Yes

lmmediately upon completion of this
spell, and ance per round thereatter.
voLL may cause miniscule shards of
magical foree to explode out ina 20-
toot radius burst from the chozen point
of origin, The storm deals 3d6 points
ol damage due Lo force to all creatures
within the radius. A successful Redlex
save halves the damage.

Each round, you may use a lree aclion
to cauze a force shard storm. You need
not cause the stenm of foree shards
immediaely. You can only call one
storn per round. and only on your turm,

The center point of the shird storm
i5 hxed when the spell is cast and can-
not ke meved. There is no physical
manifestation of the spell at the chosen
poinl, although detect wmagic reveals o
spell in effect at that legation,

Materinl Component: & small shard of

clear plass or crestal.

TENSER'S FLORTING DISK, GREATER

Fvacation [Force)
Level: Sor/ Wiz 4

This spell functions just like Tensees Toal-
ing disk, except that the created disk does
nol rieed fo sty within 3 feet of the sur-
face heneath i Floweser, the disk musl
rernain within 145 feet of the caster at all
Firres, The castor com concentrate (as a
standard action) an the disk 1o malke it
move with 5 fly speed of 20 feet (pertect).
This allows the caster to sit on the disk
and command i bo carey him aboot,
Material Component: A drop
of mercury. §




GAINING PRESTIGE

by Monte Lin
llustrated by David Wehlstrom

\PIRIT PEAKER

realm existz outzide the normal
cosmology of the planes that fow

know of and fewer stll can reach.

in thiz hidden place exist myriad
creabures known as spirits, guides
andd allies to these wha can com-
prehend their inscrutable ways, and
those Tew wha can speak to them are
called spirit speakers. Spinil speak-
ers unlocked the secrets of breaking
down the barriers between the spirit
world and the natural world, They
travel there without fear, entering
trances that let their minds journey
in both worlds simullaneaasly,

The spirit world echoees, in many
ways, the natural world, Spirit speak-
ers explain thal & spirit exisls not only
tor every individual creatieee, plant,
river, or stone, but there also exist
arandlather spirits that represent an
eqtive race, species; or clement. When
i spirit speaker enters her fivst lrance,
she meets a spivit who bends with her,
as a-familiar honds with a sorcerer or
wizard, The spirit speaker has no con.
teol over which spirit bonds with her,
althouph the spirit typically has some
connection to the spirit speaker’s past,
such as an ancestor's apirit or perhaps
the spirit ol the small stream that rons
by hver home village.

Acspirit speaker has spellcasting
abilitics, but her true power lies in
the special abilities granted to her by
her =pirit guide, both in and cut of
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teance. From her connection o the
spirit world, she can gain a tremen-
dous amount of knowledge, Unlike
the loremaster, whe diligently pores
through countless tomes, the spirit
speaker gleans information from her
foravs inbe the spivit world as well as
from her own experiences in the natu-
ral world, In a party, o spirit speaker
wiorls wall as a [h character, ane
who augments her base class with [he
spirit speaker’s unique abilides. Tvpi:
cally, a zpiril spealeer shifls her focus
ke a support role in the party, providing
her proup with some of the abilities of
hards and clerics, a5 well as her unigue
spelicasting abilities and peerless spivi-
tual knewledge,

Becausea spirit speaker casts so
few spells, this class appeals mostly 1o
the non-spellcasting classes. Barbar
ians and monks make up the major
ity ot spirit speakers, each exploring
the spirit world tor different reasons,
Barbiarian spirit speakers seek to serve
their tribes as advisors and wise men,
whiereas monk spirit speakers see
their communes with the spirit world
as an indication ol the power of their
meditations. Fighters and regues also
take up this clazs in areat numbers, to
gain Oexibility (skills, spells, and spe-
cial abilitiesy and cverall survivability
saving throws). OF the spellcasting
classes, rangers and bards most often
lake up the spivit speaker way.

NPC spirit speakers ravely five alone
and often worle within a village or
in league with a proup of droids or
rangers, A party might seel a spirit
speaker for her unigue knowledee or
run across one while in the deplhs of
the wilderness,

(LASS FEATURES

All ol the following are clags features of
the spirit speaker prestige class,

Weapon and Armor Proficiency:
Spealkers gain no proficiency with any
weapons of shields. They are prolicient
with light armor

Spells: A spivit speaker has the abil-
ity to cast divine spells, To cast spells,
a spirit speaker must have & Charisma
scare of at leagt 10 + the spells level,
soq spinil speaker withoa Charisma of
10 or lower cannot cast spells, Spirit
speaker Bonus spells are based on
Charisma, and saving throws against
theze spells have & DO o 10 + spell
lewel + the spirit speaker’s Charisma
modilier, The spirit speaker nzes
the ranger spell list. & spirit speaker
has access to any spell on the ranger
spell list and can freely chooze which
Lo prepare, jush as a ranger, A spirit
speaker prepares and casts spells jus)
as a ranger does,

Enter Trance (Su): By making a DC
L5 Concentration checle, the spirit
apeaker can enter a trance that allows




her to communicate with the spirt
world. She may enter a trance once per
day per zpirit speaker level, which lasts
a rmrmber of rounds equal to the spirit
spealter's Charisma score, The spiril
speaker can end the trance at any time
before this by suceeeding ata DC 10
Concentration checlk. She may nol take
160 or take 20 for either of these checlis,
tat she can retry a failed checlc after 1
round. Entering 4 trance is a full-round
action that provekes attacks of spporiu-
nity. Onee ina irance, the spirit speaker
does nal need Lo make Concentration
checls to maintain it

While intrance, the spirit speaker
opens to the vast possibilities of
the spirit world and makes hersell
somewhat removed from her sur-
roundings. This duality splits her
attention but heightens her magical
senges, A spirit speaker in trance
casls her spirit speaker spells at +1
caster level, and she gains access lo
her spirit guide. However, while in
trance, the spirit speaker cannet run
or charpe, and she suffers a -2 pen-
alty on all Wisdom- and Charisma-
based skill checks.

A spirit speaker may remain in
trance when her current trance’s dura-
Hor ends by making a 0 15 Concen-
tralion check and expending another
of her daily trances, This prolonged
trance counts as one trance for the
purposes of abilities that work once
peT france.

Spirit Guide (Su): When the spirit
speaker enters a trance, her spirit
puide appears. While the spiril spealker
remains in this dual existence, the
spiril guide manifests an unseen servant
effect, as the spell cast by a spellcaster
of the spirit speaker’s class level| except
that the servant has hit peints equal toe
Ihe spirit speaker.

While in trance, the spiril guide
pramts its spiril speaker special abili-
lies depending on its master’s levels
in the spirit speaker clazs, as shown
ort the table belows The granted special
aliilities are cumulative, =0 a 10th-level
spiritspealker gains all of the abili-
ties on the table, However, the spirit
speaker only gains access to these abili-
Hes while in trance.
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Speaker Level Special Ability

15t Spirit sight

rd Deliver touch spells
gth Remove curse

7th Ability enhancement
gth Scrying

Spiril Sight {Su): While in trance, the
spirit speaker gains darkyvision to GO
Feet {if she did not already have it) and
can see magical auras as if continually
under the eftect of a detect magic spell,

Delwer Touch Spells { Sujr & 3rd-level
spivit speaker’s spirit puide allows 1
spirit speaker o deliver touch spefls
from afar, If the spirit speaker has
line of effect to o creature within
range of the unseen servant effect, the
apirit speaker may deliver a touch
spell to that creature as though it were

within reach. _
REQUIREMENTS ;"T
l(’f_:

T qualify ta became a spirt D

-_a:pcal:u_zr, a_chsm;t_izr_ r_:nust: :
fuslfill all the follewing criteria,
 Base Attack Bonus: 14,
'I'ia:é_a‘n'.ﬂjlll Save: +7. :
skills: Diplomacy 3 ranks, Knowl:
‘edpe [arcana) 1 rank, Knowled e
[nature] 1 rank.

CLASS SKILLS

The spirit speaker's class skills (a n_d-t'he
key ahility for each skill) are BlalfCha),
Concentration (Conj, crafl fint), Giple-
macy (Cha), Handle Animal (€ha), Heal
[Whs], Intimidate (Cha), Knowledge {all
skills, taken individually) (iat), Listen
iWis), Ride [Drea), Search flnth; Sense
Mative [Wis), Spellcraft (int), Spot [Wis],
Survival [Wis), and Swim (St}

Sill Points per Level: 6+ Int modifies,

ferove Curse (Sie): At Sth level, the
spirit speaker gaing the ability to use
her connection with her spiril guide
to petition the spirit world to remove
a curse, Once per lrance, the spirit
speaker may attempt a D¢ 20 HHiplo-
macy check to convinee the spirits to
help her, having the effect of casting
repnove cirse on a subject the spivit
speaker designates, If she fails her
Diplemacy check, she may not use
this power for 24 hours,

Ability Enhancement (Su): At Fth
level, the spiril speaker gains the ability
to enhance one of her physical ability
seores while in trance. Once she enters
a trance, the spiril speaker gaing a +4
enhancerent bonus that she may apply
to her Strength, Dexterity, or Conslilu-
tion scare. She must choose one at the
beginning of the trance, and she cannet
later change the ability score to which
the bonus applies although leaving the
trance and entering a new ane allows
her to select o different ability score).

A spirit speaker who prolongs a trance
with additional daily 1rance uses cannot
choose o new ability score to apply the
Lot Lo (she is still considered in the
samne france as when she began),

Serying (5p): Once she becomes
a Bth-level spirit speaker, the spirit
speaker can cast serying ance per trance
as a 10th-level caster. Because of her
cannection to the spirit world, the spirit
speaker can cast the spell without mate-
rial components or a foous by using a
full-round action and succeeding at a
D25 Diplomacy check. If the spirit
speakeer fails her Diplomacy checl, she
may not use this power again lor 24
hours, A spirit speaker who prolongs a

trance with additional daily trance uses
cannot use this ability moere than once
inn that trance (she is shll considered in
the sarne trance as when she began),

Skill Insight (Su): Beginning at 2nd
level, the spirit speaker’s spirt guide
rernaing i contact with her at all times
in a langential way, even outside of
trance. This prants the spirit speaker o
+2 insight bonus on all =kill checls for
askill. as listed in the Spirit Spealker
Advancement table, At 2nd level, the
spirit guide arants o bonus on Heal
checks, and at 4th and later levels, the
bonus applies to a different Knowledge
check that the spirit speaker has at least
1 rankin.

Sense Ailments (Su): Al drd level, the
apirit speaker’s spirit guide can help
her tell if a creature suffers from the
effects of a disease or a poison, even
il that creature is unaware of it, by the
spirit speaker succeeding ata DC 15
Heal check: The spirit speaker can only
use this ability when not in trance.

Sense Curse (Sul; At 5th level, the
spirit speaker can listen to the whisper-
ings of the spirit world te tell il some-
one sullers from a curse, such as from
bestow curse, the evil eye ability of seq
hags, and similar effects, even if that
person isunaware of it, with a DC 20
Enowledge (arcana) check. The spirit
speaker can only use this abilite when
nol in lrance,

Legend Lore (Sp): Al 9th level, the
spirit speaker’s spirit puide grants
her the ability to cast legend lore once
per day al her caster level, The spirit
speaker can only use this ability when
not in trance. §

THE SPIRIT SPEAKER
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Base Fort Ref Wil Spells per Day
Lewvel Attack Bonus.  Save  Save  Save Special Tst 2nd Jrd Ath
15t +0 +2 +2 +2 Enter trance, spirit guide (spirit sight) 1 — = —
2nd i dETE R e Skill insight (Heal) 7 Al = -
drd +E +3 +3 3 Senseailments, spirit guide (deliver teuch spells) 2 1 - -
4th +3 +4 +i 4+ Skl insight (Knowledge fnature]) 3 il — -
ath +3 +4 4 vil Sense curse, spirit puide [rermouve curse) 3 z 1 -
Bth 4 #5 S 5 Skill insight [Knowledge fhistory]) 3 ! 2 B
¥th <5 +5 +h 5 Spirit guide {ability enhancament) 4 3 2 |
Bth g +6 h A Shillinsighs (Knowledge [arcanal) 4 3 =fi ==t
ath 5 +B -6 1 Legerd lore, spiric puide (sorving) 4 4 3 z
1tk +7 +7 o 7 skill insight (Knowledge [the planes]) 4 4 3 1




BN MAGIC SHOP

by Richord Forrese
illustrafed by Arnie Swekel

[REASURES
Or THE

WHRYEN

HOLDS

warves are renown for their zkills with stone and

metal, Their engineers, jewelers, and smiths

masterfully craft poods considered far superior
to those of other races. From the great sublerrancan
halls of the legendary mountain kings to the colos-
sal siege weapons built by their ingenious engineers,
dwarves fashion countless wonders both above and
below the earth.

Legends hold that the wonders of modern dwarven
craftemanship are but pale shadows of the miraculoes
creations of the past, OF peerless beauty and with strange
anel potent pewers, fortune hunters risk life and limb trav-
eling the globe to retrieve even the most minoer of these
ancient trinkets.

Cataleped here isa sample of some of the rarest and most
desived masterpieces of the ancient dwarven masters,
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ARMOR OF THROR

These half-plate armors were commizssioned by King
Thror and fashioned by the smiths of his glorious forge.
King Thror allegedly gave his conmmanders suits of these

arrors a2 rewards for their loyalty and valor during the
Great Goblin Wars, Legends hold that those whe wore
these elegant suits inspired tremendous fear in their
enemies, for the bravest among their foes learned of the
armers’ lerrible power,

With the peace that followed these tumultuous times, the
surviving commanders of Thror's atmy eventually died and
the armors passed down [rom peneration te generation.
Today, an armar of Thror is undoubtedly one of the most
cherished family heirlooms a dwarf can possess. With the
passage of Hme, many such suils were either lost or interred
with their last owners, but some still pass down through
modern cans.

An arimor of Threor is o set of beawtifully crafied halliplate,
Fashioned [rom solid gold with many intricate patterns
etched into the metal, these suits hold Thror's heraldic sym-
bol upon the breastplate: the face of a mighty boar halding
a tose etween its clenched teeth. Altheugh most people do
not recopnize this ancient and prestigious symbol, many
ewearves do,

A aemor ol Thror is.a +2 fortification (heavy) halfplate. In
addition, il an enemy makes a melee attack that would ner-
mally cavse a critical hit or sneak attack, the armor sirikes
that foe with a balt of cnevgy thal deals 8d6 points of electric-
ity dammage, An attacker who makes a DC 14 Reflex save suf-
fers only half damape.

Stromg abjuration: CL 13th; Craft Magic Arms and Armor,
dalebaing bolt: Price 60,730 g Weight 50 1.

BRERSTPLATE OF HARDINELE

These rave suits of blood-
redd armor were fash-

ioned by an unknosm

srnith sorine two thousand
vears ago. No one knows

for whean these parments
wete cratbed, but a good
numbier of thern were found
ir the b of the legendary
[ing Armas, one of the maost honored

mematrchs in dwarven history,

With the uncovering of the kingly muansaleurmn and the
ancient treasures buried within, many historians concluded
that King Arrmas was interred with the members of his
personal guard, Research holds that these scarlet armors
were fabricated for the king's most loyal warriors, but others
undoubtedly wore similar garments in the years that fol-
I Wing Arrmas's demise,

A breastplate of hardiness iz a +3 fire resistance braasiplate that
prants its wearer & number of emporary hil points equal to his
Constitulion score. Whenever the wearer of a breastplate of hnr-
dinese tales damage, subtract the armor's temporary hit points
firat, Omce the amount of femparary hit points drops to O, the
wearer lakes damage as normal. A breastplate of hardiness
regenerates lost temporary hit points ata vate of 1 per hour until
all of itz ternporary hit peints are available again. The armor

grarls a wearer lemporary hil peints as long as the armor is

worn, and the hit points vanish if the armor i rermoved,
Strongr abjuration; CL 9th; Crall Magic Arms and

Arvmor, bear's endirance, resist energy Price

43,350 gp; Weight 30 1b.

GALIRTLETS OF BASHING

Each of these massive
gauntlels is fashioned
from lavered plates of
ailvery iron covering
the: back of the hand
and finpers of a thick
plove of blaclk leather.
The leather of this glove
is rigid and its surface cracked
and battered, az if by old age, but a close
inspection confirms that it is slill sound and
supple encugh to wear. The slightly curved metal plates—
four wide ones covering the back of the hand and wrist,
anl six narcew ones upon each ol the fingers—are riveted
into the black plove. A multitude of tiny runes and dwarven
desipns cover the silvery surfaces of these plates,

These gauntlets are sone of the most ancient dwarven
magic iteras and norecord exists of their original creaton,
The secrel of their making, however, has been passed down
from dwarven master smiths to their moest promising
apprentices when they in lurn became masters. Becauge of
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the marvelous power they bestons in battle, warriors of all
taces cherish these items,

Three times per day, the wearer of a pair of gountlets of
bashing can malie unarmed attacks thal strike with incredilile
force, A= a free acton, the wearer can invoke the gauntlets
posver, causing all his unarmied attacks made in the next
round to deal 3di points of damage bludgeoning damage,

[n addition. also as 4 free action, the wear can slam back any
opponent he's used the gauntlet's power o deal dimage to,
Creatures steack in this manner are bull rushed az 0y 2
Large creature with o Strength of 25,

Moslerste ransmutation; CR 9th; Craft Wendrous
telekinesis; Price 45,800 gp: Weight 4 1h. -

MUG OF
(LEMR-HERDEDNERS
Leng ago, the clergy
of the dwarven god
of war made these
intricate and beaati-
ful mugs in order
be insure that the
warriors of their
armies—iminsl espe-
cially its officers and heroes—had their heads clear and 1heir
spirits heartened as they wiaged war,

A g of clear-leadedness 15 cast fron dark bronse, s body
ia [zshioned ko resemble a finely col germstone, The mug's
handle, however, is sculpted in the form of a dwarven war-
vior chopping with an axe inte the gemlike surface of the
itern. The handle is 2o well detailed that anyone looking al
the mus instantly recopnizes its great artistic value,

Aormug of clear-headedness has o vaciely of effects, All liquids
poured into a wmug of clearteadedness are affected as if by the
spell purfy food ord drnk. Once per day, drinking from the
rug cures the drinker of poisons and other toxins in his
hody, 25 per the spell newtralize poisor. Also, three times per
day, a creature who drinks a full mug of liquid from this item
paing the effects of the spell awl’s wisdo.

hladerate ransmutation: CL Fthy Cralt Wondreaeus Tem,
rentratize poison, ouds wisdom, pueify foed and delnk; Price
FRE0 pp Weight 1 1b,

RING OF SPELUNKING

Lilee many dwarven rings,
rivgs of spelunking are

wide, thick bunds that lool:
heeavier thian they actually
are, These perfectly round
Lands scintillate when held

up fo the light, The surface of
a ving of spelunking is so well polished that, al
first glance, it appears to have been cut from a single piece
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of semi-precious slone. A cleser ook, however, reveals that it
is compesed of countless fragments taken from varios ypes
of stones and gemns seamlessiy melded together

Invented at the anset of the rule of the great Mountain
Kinpgs, these items were used by dwarven exploring par-
ties and mining expeditions to navigate the treacherous
underground cavern complexes from which they eventually
carved oul their great cities. The majority of thege rings
rernain lest, and these who know of their exiztence cherish
these ancient ilems,

A ving of spelunking grants its wearer an intuilive
familisrity with all things related to natural caverns and
the creatures inhabiting them, giving a +10 competence
komis on Knowledge (dungeaneering) checks, 11 the
wearer has darkvision, the ring improves this ability, dou-
Lling the range the wearer can see in total darkness. Wear
ers withoul darkvision gain no bhenefit from this power,
Additionally, to cope with cramped spaces, the wearer of a
ring of spelunking can, three times per day, shrink in size
as per the spell reduce person,

Faint transmutation; CL 3rd; Cralt Wondrous lem,;
derivision, veduce person; Price 37 000 ap; Wetght —,

STATLETTE OF
THE ALL-FATHER

These small, finely detailed

statuettes of Moradin are
carved [rom precious
stemes, Mo one knows
when these statuettes
were crealed, but legends
suggest that a pries
anel master stonecutter
originally cralled them
to honor the dwarven
All-Father, Whatever their
origing, most large temples of
the deity have one such stalo-
ette at hand, but they are usu.
ally hidden in secret alcoves
and are well guarded.
Incredibly well made, theze
strumge statuettes are nearly
perfect replicas of slolid dwarven warriors, cirved of
whole pieces of precious stones

A stotuette of the All-Father is a boon to cleries. Onee per
dav, the statuette may be used by a cleric of lewhul pood,
neutral good, or lawful neutral alignment while preparing
spells far the day, Thiz allows the cleric to prepare spells ol
the Strength domain as i they were domain spells, In addi-
tion, for that day, the cleric gains the granted power ol the
Strength domain,

Fainl abijuration; CL Arvd; Craft Wondrous lem, bull's
strevpths Price 2,000, Weight 5 Th. §




SEMES HEROIC FEATS

hy Dean Poisso

he inhabitants of the desert aned the

sea have much in commen, both Tiv-

ing at the cruel whims of an unforgiv
ing environment, Acclimated toareas that
canceasily kill unprepared visitors, the
peoples of these regions rely upon a vari-
ety of unique abilities to cope with their
brutal homes,

The following desert- and coast.
themed featy are available to all
characters. DMs with such regions
in their campaigns might offer these
as regional feats as presented in the
Forgotlen Realms Campaign Setting,

DESERTBORH [GENERAL]

You were raised in the deep deserl
and understand its ways:

Benefil: You are comfortable in the blis-
tering heat of the day and the Biter chill
of the night. You treat heat conditions
as il they were 20 degrees coaler (see
the Duagean Master's Guide, page 303).
You also paina +2 bonus on all Survival
checks made while in the desert,

NATURAL DOWSER [GENERALI

You can locate water even in the most
parched regions,
Prevequisite: Survival 4 ranks,
Benelit: You Eain g -+ bosms on Sor-
vival checks to pet along in the wild,

PIRATE LUCK LGENERAL]

Tou ave notoricns for escaping from
nasty prediciments,

Prerequisite: Cha 13,

Benefit: Once per day, vour may reroll
one saving throw that veu have just
made Belore the DM declares whether
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AAMERT Of
\AND fIND SEAS

the roll resulls in swecess or failure,
Four rins! take the result of the second
roll, even il it is worse.

POLYGLOT [GENERALI

Traveling abroad has given you a
knack for picking up languages,

Benefit: You learn a language of vour
choice as a bonus language, In addi-
tion, Speak Lanpguage is always consid-
ered a class skill for vou.

SARDSTEP [GENERALI

Your footing is as sure on shifling
sand as il i= on =olid ground,

Benehil: The DOs of vour Ralance,
Mowe Silently, and Tumble checks are
not increased by the light or denge
rubble or light undergeowth ol deserl
terrain, Light and dense rubble and
undergrowth in other regions still
hinders wou, and heavy undergrowth
hinders vou normally,

In addition, when you enter a
suare ol light undergrowth in desert
terrain, you need only use 1 square
of movement.

Wormal: Light rubble and light
undergrowth raizes the DO of Bal-
ance and Tumble checks by 2. Dense
rubble raises the DC of Balance
and Tumble checks by +5 and Maowe
Silently checks by #2.

Tou must use 2 squares of
movernent to enter a square with
light undergrowth.

SAYYY SWIMMER [GENERALI

Youl have heen trained to swim even in
thee heaviest armorn

Prevequisite: Swim 4 ranks.

Benefit: When proficient with the
armot you wear, you suller only half
that armon's armor check penally Lo
Swim checks. Thus, if vou are profi-
cient with heavy armor and atternpt to
swim wearing banded mail, you sul-
fer onlby a =3 penalty on Swim checks
rather than the usual =12,

Naormal: Double the normal
armor check penalty is applied to
Swim checks.

SHIPBORN [GERERALT

A ship beneath your feel feels as
natural tovou as the sand beneath a
camel's hooves,

Benelil; You gain a +2 circurmslanoe
bonus onany skill check necessary to
aperale of raintzin a ship, including Bal-
ance checks on a pilching deck, Climb
checks made in rigging, Craft (shipbuild-
ing) checks, and Profession (sailor)
checks, You only gain the bonuses iF
abeard a ship e, in the case of Cralt (ship-

bualding) checks, when the ship is docked.

SRILOR WILL [GENERAL]

Your unshakable beliefs sustain you
apainsl all cutzside infuences.
Prerequisite: Base Will save 2.
Benefit: You receive a +4 bonus
on all medified level checks made to
oppoese Intimidate checks meant to
demaralize vou (see the Player's Hand-
hook, page 76) and a +1 bonus on all
Will saves. $
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SRRSRS \VINNING RACES

by Eric Cagle
ilhistrated by Joachim Barrum

(YCLOPEANS

epends speak of an enigmatic race of giants known as
the cyclopes. Similar to hill gianls in many ways, these
brutes had one unique trait: single eyes sitnated in the
middle of their foreheads. Cyclopes lived in an uneasy
peace with ather giants, with the one-eved beings losing
battles mere often than winning. Over time, cyclopes
lost the majority of their territory, forcing them to move
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farther into the wilderness or clager to the settlernents of
huranedd races, particularly humans, In most of these
collisions ef cultures, the humanoids treated cyclopes
with fear and suzpicion, resulting in the slow decline ol
the eyclopes' papulation. Owver the centuries, az the cyelo-
pes died off, other races came Lo regard them as nothing
mvore than a myth.




However, pockels of these giants
survived in the wilderness and along
the racley crags of forbidding shores.
Tales persisted of sailors running afoul
of evclopes living on isolated islands.
baost of these stories ended poarly for
the sailors, but somme tell of a cyclops
whio would trade a glimpse inla the
Muture lor goods or favors. In one story,
a flood of refugees Hed their city dur-
ing a siege and sought oul the ancienl
cyclops, Menta the Wizened, Menta
foretold of great doom and despair for
many of the refugess, bul evenlual
revenge apainst their altackerz, His
prophecy came true, and the grateful
gurvivors deibed Menta and made his
harme a sacred place,

Worshippers and omen seelkers
often visited the island, and Menta
tock some as metes, His children,
althouph smaller and weaker than the
aiant who begat them, stowly spread
throughout the land and became a
viable race in their own right, These
first cyclopeans retained both their
ancestor's ability to look inle anothe
persons Ditere, as well a5 a deep
passion for solitude and respect for
nature, Most of these eyclopeans
shaved close Lo the sea, daing their best
L remain hidden from others. They
miade peaceful contact with gnomes,
Fey. and the rare dwarven clans whe
regarded cyclopeans with curiosity,

Although most evclopeans consider
Menta the Tather of their race, other
royths persist that zell of tribes that
descended from other cvelopes. Known
as the feral-kind, these evclopeans are
violen! and savape, like many other
types of glants. While most cyclopeans
descended trom Menta wish only to
live in peace; their brethren male life
difficult for the race, atmacking innocent
travelers who roarm too close o their
caves and hovels,

Today, the two cyclopean branches
torn a minor, Fragmented race, cking
ol an I::'Ki,.‘gt{_'l,'li_'l:" ATTLOTLE TEIOre rumer-
aus humaneids. Rumaors persist that
some cyclopeans see visions of their
race’s ultimate fate—Dbut none, even
under pain of death, reveal what the
lahere holds for their kind, Some sages
speculate that the cvcdlopeans face a

slow, aponizing extinction as their
bloodline runs dry, although hints
abound of the race gaining greale:
ghary and respect.

Optimistic—some say naive—cyclo:
pean adventurers dedicate themselves
b increasing their race’s beleaguerad
stalug. The holdest male quests to
locate the few remaining cvclopes in
hope of bringing power 1o their ailing
race. The most fervent even believe
Wenta lives and waits for his children
trrelurn to him, and they seouwr the
wiorld seeking him.

Personality: Introspective and
thoughtful, Menta ceclopeans aften
takee 2 long-term view. Because of
their ability ta look into the future,
cyclopeans often eem lostin
thought, spending maore lime “loalk-
ing loreard” than paying attention
to the world of the present, Fven if
nod actively using theie Dature sight.
mesl cyclopeans spend their thne
mulling over aother creatures” fales
and what those creatures mean in the
scheme of the universe. To others,

a evclopean might seem distracted
and absenl-minded, and often needs
coaxing o pay attention to matiers

at hand. Otherwize, the relatively
peaceiul and withdrawn evelopeans
shrive tolive in harmony with their
surroundings, Often witnesses to the
folly in athers, they maintain a lalal-
istic altitude teward life that makes
them stoic and unemotional. They
ko of the future’s eternal Auxand
that paticnce and calm help them
survive turbulent times—they believe
that if one waits long enough, new
possibilities always emerge,

Their unique abilily to see inm the
ftre creates two distingt personal-
ity types among the peaceful Ments
cvelopeans, One lype beceimes deeply
intrigued—almest obsessed—with the
lives of other sentient beings, prer-
ing into the fuliere and walching as
their fates play out. Sometimes these
cyclopeans befriend beings they see as
having interesting fates, puiding those
creatires with advice bestowed by
their ability. The other type of 3ents
cyclopean, haunted and everwhelmed
b seeing the fate ol others, withd raws

from seciety and seeks solitude. They
reveal their secrets only through
lrribies, coercion, or methods of con-
vincing themn of the importinee of
their infornuatio,

Either way, many beings seek out
cyclopeans in hope of finding out
what the future holds, Most Menta
cvclopeans loathe revealing tos much
and become angry or morose it asked
foo often, Menta eyvclopeans cherizh
thaose beings who learn to accept them
for more than their ability to see into
the future,

Bitler and savage, the feral-kind
cyclopeans uze their great strenath and
phyzical prowess to toy with viclioms
before killing them oulof spite. These
ewvil lomers tepleally live close to other
hurmanoids in order to have plenty of
“tovs” to play withe Feral-kind cyelope-
ans possess a dark and twisted view of
the warld, seeing it as o place of hard-
ship wheve anly the slrong survive,
They see their more peacetul brethren
ag wealt and saft, misusing their talents
aviel heritage for pointless reasans,
Srmarter ferel-kind cvclopeans might
ever adopt the ruze of acting like their
maore gentle bretheen in order w lure
Ehe naive and overly trissting.

Physical Description: Descended
froon the giant race of cyelopes, these
extrinmely kbl humanoids stand just
shy of Large size at 7 to 8 feet, With
wiry builds and ruddy, leathery skin,
cyclopeans weigh between 250 and
330 pounds. Both types of cyclopean
females generally wear their hair very
tong while the males shave their heads
bald, Elder male cyclopeans commaonly
tzlloo their smoothly shaved heads
with intricate abstract patterns. The
higher the male's slatus, the mare
camplicated the tattos.

Located mmmediately above the
bridue of its nese, the cvclopeans single
eve is slightly larger than normal for
a humanoeid of it size, and it requires
far less blinking to keep il moist and
safe [ eve always has a brilliant color
resembling g pemistone, with no twe
cvclopean irises shaving the same celon
Because of their single eve, cvclopeans
lacl depih perceprion and few male
use of ranped weapons, preferring to
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WINNING RACES

hunt with spears and clubs, or to fish
For their meal. This lack of depth per-
ceplion oflen causes them to ignore
perzonal space and move uncomlorl-
ably close to others, and it alzo makes
them nervaus when people try to talk to
them from far away

Menta cyclopeans prefer 1o wear
sitaple garh, such as tunics, loincloths,
ot robes, which they allen wear shaorl
int the dry, arid regions that they come-
manly inhalit. They dislike bold and
paudy adornment, although almeost
every Menta cyclopean wears a neck-
lace or other bit of tasteful jewelry
made from natural materials, Feral-
kind cyclopeans wear animal skins and
bits of jagged metal, often culled from
discarded or stolen anmor,

Relations: Cyclopeans lve close to
the land, and a5 a result, ind them-
selves dealing most often with gnemes,
dwarves, and sylvan beings. Menla
cyclopeans respect the privacy and ter
vitary of ather races and ask only the
sarme in kind, However, doe 1o their
future sight, other beings often seek
aul cyclopeans in hopes of having their
futures predicted. Some tribes see little
problerm with this, trading information
[rorm their visions for goads from other
races. Other lribes dislike the requests
and demands of seekers who ask too
e or bow often, and they hom their
backs on anyone wha gels loo pushy.

Feral-kind cyclopeans, particularly
those who live deep in the wilder:
ness, often [ind themselves dwelling
side-by-side with svlvan races, such
as satyrs, pixies, and dryads. Oeca-
sionally, this close proximitly leads to
violence, but the feral-kind cyclopeans
have loat enouph warriors in the past
that they varely start fighis anymere,
Maost cyclopeans lreat gianls with a
neutral attitude, knowing that they
sharea common ancestry but one they
often wish to leave in the pasl. In tur,
giants, especially hill and stone giants,
regard cvclopeans with superstition
and begrudging respect, Maost giants
simply leave them alone, sensing the
blood of the cyclopes running in their
veing. The more enlightened and
mtellipent giants, such as cloud and
storm giants, have o patronizing view
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CYCLOPEAN VITAL STATISTICS

of evclopeans, seeing them as a failed
and dying bloodline deomed to pass
into ohsourity.

The twa cyclopean factions do not
geb along, their meetings often ending
it bleodshed. However, because their
race lacks numbers, few cyclopeans
actvely quarrel with their kin, At best,
Menta and feral-kind cyclopeans simply
iznore each other and strive to stay far
away from cach other's territory.

Alignment: The inlrospective Menta
cyclopeans like to gather facts before
passing judgment, making most of
them newtral or lawhal newtral. The far
more savage and bratal feral-kind cvclo-
peans tend more toward chaotic and
evil behavior, although the isolationists
amang thern lean loward newtral evil,

Relipion: Concerned sith the nati-
ral rhythrm of life and the ebb and fow
af fate in the universe, cvclopeans pay
little heed to most religions. Thaose
whe do pray to deities commonly wor
ship Obad-Hai {representing balance
in nature), or Boccob [the uncaring
deity of magic). Cyclopeans with a
viclent bent pwhich ocours most com-
manly among the feral-kind, but ocea-
sionally ameong the Menta cyclopeans)
worship Metull or Ervthnul. Overall,
hewewer, cvelopeans like to make their

Ployers Handboo,
Random Starting Ages
Bard
Barbarian Fighter
Rogue Paladin
Adulthoed  Sorcerer Ranper
) years +2dd +3d6
Aging Effects
Middle Age  Old Venerable
S0 years 75 pears 100 s
Random Height and Weight _
Base Height
Gencher Height Maodifiar
hale &t +idG
Faraala A A ids

The following tables will help you round out your eyclopean character, Use these tables
by Fallawsing the instructions for determining these randam numbers an page 102 of the

Cleric
Druid
Monk
Wizard
el

Maximum
Ape
a2 vedrs

Weight
Moadifier

= [2dB) Ih.
« [2dB) |b.

Weight
210 th.
1940 [b.

own judgment on maters and dislike
those who preach to them or make
thern targets of religious conversion.
Regardless of their beliefs, all cvelo-
peans pessess deep conviclions per-
taining to their heritaze—the Menta
cvclopeans beliove Menta begat their
species, while feral-kind zee (hem-
selves as the wronged descendants of
ancienl evclopes from long ago,

Langunage: Cyclopeans speak Gianl
ag their natural tonpue, although thogse
who live close to other races learn to
spealt Commeon as well. Linguists
note that cvclopeans speak a vather
brutish version of Giant with a lyrical
tone to their voices, & leait thal most
other beings find slightly hypnatic.
Oeular imagery and numerous phrases
dizcussing fate and the future fl the
cyclopean dialect.

Names: As befitting their giand
ancestry, cyclopeans have short, simple
names. They eschew familial names
in favor of titles, such as "the Dark
Seern” “the Sullen,” or “the Warealker”
Only ether cvclopeans [or sometimes
the tribe az a whole) grant such ttles.
Titles might change over time as cyclo-
peans experience life-changing events,
A fewr adopt the naming convenlions
of other vaces, particularly dwarves




and paomes, accepting this additicnal
natne 45 just another way to malke
themselves oul as individuals,

Male Names: Brengar, Corvor, Gorr,
Merr, Tuftor, Ulbur, Warrer,

Fermale Names: Emara, Eelara, Lessi,
Mallo, Chowa, Tamrd, Veshe,

Adventurers: Rare but active, ovclo-

| pean adventuress leave the safety of

their rocky homes and succumly ko
| wanderlust, Menta cyclopean adventur
ers lypically beceme wirards—rparticu-
larly diviners—spending their lirnge
studying magic to better unravel the
tangled web of the future. Because of
their tendency Lo hail Trom wild and
untarned lands, feral-kind cyclopeans
favor the barbarian class.

MENTR CYCLOPERN RACIAL TRAITS

= 2 Conslilution, -2 Dexterity,
Although quite sturdy, Mentz cvclo-
peans lack grace or coordination.

» Medinm: As Mediom creatures,
cyclopeans have no special bonuses
or penalties due to their size.

» Cyclopean base land speed is 30
feet.

= Darlevision: Cyclopeans can see in
the dark up to 60 feet. Darkvizsion

1% Black and white only, Tl it is
otherwise like normal sight. Menta
cyclopeans function fine with no
light at all.

Future Sight (5u): Three times per
day, o Menta cvclopesn may spend
a full-round action to peer into the
future of a creature. This Munctions
as the qugury spell. except it does
ot reguire any components and
cannot predict the future of the
cvclopean himaelf, The cvclopean
must touch the tarpet creature for
the Tull rovnd. The Menta cvclo-
pean may only use this ability once
per creature per day.

Single Tye: Becanse they anly have
one eve, cyclopeans lack depth
perception. Cyclopeans suffera -2
penalty on all ranged attack rolls,
Search checls, and Spol checks.
Automatic Languages: Common
and Gianl, Bonus Languages:
Drwarven, Gnome, Syvlvan, and Ter-
ran, Cyclopeans live close to the
earth and aften learn the languages
of these athizned Lo it

Favored Class: Wizavd, A multiclazs
Menta cvelopeards wizard class does
not count when determining wheth-
er he takes an experience point
prnalty for multiclszsing (see the
Player's Handheok, page 60). Mos|
cvclopean wizavds become diviners,
using spells to aupment their abilite
o peser into the falure,

« Level Adjustment: +0.

*

FERAL-KIND CYCLOPERN RACIAL TRAITS

« +2 Strength, +2 Constitution, -2
Drexterity, -2 Intelligence. Justas
clurnsy as their Menta kin, leral-
kind cyclopeans make up for their
lack of grace with considerable
physical powes Hlowever, they lack
the cunning of their kin,

Medinm: As Medium creatures,
erclopeans have no special honses
or penalties due to their size.
Cyelopean base land speed is 30 feet,
Drarkvision: Cyclopeans can see in
the dark wup to 60 feet. Darlodision is
black and white only, but it is oth-
erwise like normal sight. Feral-kind
cvclopeans Ninction fine with na

lizht at all,

« Glimpse the Future (Su); Feral-kind
eyclopeans lack the full future sight
“ability of their Menta cyclopean kind.
Instead, they can see briet snatches
of the fture that let them react to
danger better. Feraldind cvclopeans
got o +1 inzight bonus on Initiative
checks and Rellex saves.

- Single Eyve: Because they only have
one eye, cyclopeans lack depth
perception, Ceclopeans sulfer a =2
penalty on all ranged attack rolls,
Search checks, and Spot checks,

» Automalic Languages: Common .
and Giant. Bonus Languages: i
Dwarven, Gnome, Sylvan, and Ter- |
ran, Cyclopeans live close to the
earth and often learn the languages
of those attuned to it,

= Tavored Class: Barbarian, 4
multiclass feral-kind evclopean
barbarian's clags does not count
when determining whether he
takes an experience point penally
for multiclassing (see the Flayer's
Handbook, page 60). Already
erude and dangerous, feral-kind
cyclopeans tind it easy to enter
berserker rage,

« Level Adjustment: +, o
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oy Paul Leach

THE THANE

hanes are professional fishters sworn o pro.

tect a clan or ribal chieftain, serving as body.

guards. companions, and the commanders
of their liege's warbands, Such devated warriors
ustally come Trom the leading or nable families
of a lepe's covmary, clan, o eibe. Lovalby is the
st irmportant guality for them, and they are

expectid to die defending or avenging their liepe.

I veturn fora thane's faithful service, patrons
feed, board, and give gifis to their proteciors,
Thares from cultures that esteem mounted war
riors aften emnlrace the horserman ideal, while
those of other socielies adopl whalever form of
battle is considered most henorable.

The thane is & specialist ﬂ;.__-;hl'q;r, rochy like an
evalier is a specialist wizard, Unless olherwise
neted, o thane advanees in the sane manne
asa fghter (same Hit Die, base attacl bonus,
gaving throw honuses, skill points, and soon),
When a character elects W take a level of [ighiles
or thane, he may not later talke levels in the
other class. This prevents the chiacter from
gaining the benefits ol a 1st-level Rghler bwice,

(LRSS SKILLY

The thane's class skills {and the key ability for
each skillp are Climby (51, Craft {Int), Diplo-
macy (Cha), Handle Animal iCha), Juip [Ste),
Ride {Drex), and Swim (Str),

(LRSS FEATURES

All of the following are class features of the thane.

Weapon and Armor Proficiency: & thane is
preficient with all simiple and martial weapons
and with all armer theavy, medium, and light
and shiclds {including tower shiclds).

Bonus Feals: The thane gaing bonus feats
as normal fahters do. In addition o nermal
lighler bonus feats, the thane may slso select
any ol the Teats in the Mew Thane Feats side-
bar in place of a fighter bonus feat,

Thane's Vow: At 1st level, 2 thane devotes
himsell e a single lord or master. Thiz lord does
not have to he an actual ruler, merely any other
character the thane determines as baing worlhy
b serve aricl who accepts the thane's service,
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A thane cannot volungarily change who his
lerd s for any reason once he has pledged him-
setf to that lord, I the thane's lovd is killed, the
thane must eract revenge against his master's
killers or die in the attempt, and should be
treated as if under the effects of geas fguest until
this mission is fulfilled (this quest cannat be
ended prematurels by a remove cioree spell). A
tordless thane suffers a -4 penally oo all Cha-
ristna-based skill checlss until he fulfills his
vows Aller a thane bas avenged his previous
lord's death, heia free o devote hirmself to a
new Jord and must do 2o to eliminate the pen-
ally on Charisma-based skill checks, !

NEW THANE FEATS

Thanes make frequent use of 2 varizty of fazs that allow
them to better aid andl deferd thair salan, Althoush
cised arimiasi Sy these dutiful deferdars, Sy character
rnight rriake use of the following feats. & nomal figrter
ey ot tale these feats &g firkter bonus feats:

Aura of Bravery [General]
Your colrage is 5o sianificant that even i alies
Laneht frem it; ]

Benefit: All of your allies within 70 feat @i a
+& morale bonus on saves against fear eifects so
lon as vau donat saffer (g a fear elfect You
des et gain this hornds, ' Y

Speclal & thane iy select fura of Bravery as
are of his fighter benus feats.

Improved Aid Another [General]
vou are skilied at aiding allies bath on and off -
the battlefield.

Banefit: 'Whan sicoessfully using the aid
anether action, you grant yourally o 14 honus,

Marmal: ’:-":rith-;?ul tris feat youonly give your
ally & +2 benes when wsing the aid anather aeticn,

Special: A thare iy select Improved &id
Another ssane of Bis Fghter bonus feats,

Stalwart [General]
Yo are particolarly sure-footed ard resistant to
albacks that veauld riove you,

Benefit: You ain 4 -4 bonus o5 the opposad
Strength check made te resist bull rash cvernin,
and tripattacss.

‘Special: & thane may select Stalwart as one of
his Aghter benus Featd




by Mike MeArtor

HEED YOUR

(ALLING

ou know your cleric’s pod, her alignment,

what spells she typically memaorizes, and

mayhe whal she looks like, Perhaps vou've
even concocted a bit of 2 backstory for her, to
add a little favar lothe jumble ol numbers on
her character sheel. However, do vou know what
drew her to what she probably considers the
most imnportant aspect of her lifer After all, the
life of a cleric ismt necessarily an easy one. Whal
follows are a number of different vignettes you
can pick from to explain how your character
found her faith, Fach exarmple is tied tea domain
Frorm the Plawers Mandbook but many can be
used for other domains as well,

Animal: “When T approached raanhood, my
[ather took me hunting in the large forest near
our village, | was excited to finally get a chance
to bring down a deer and provide for my Gamily,
We staved in the forest for several days hefore
L saw one. | crept torward and teok aing at the
docile creature. The deer staved in one place,
eating a plant as il' I were not there. Intrigued
by its calm, [ stood {or nearly an hour watching
the deer. taken aback by its majestic beautby”

Earth: "I've always enjoyed the smell of fresh-

tilled sail, of carving stone into recognizable
shapes, and of collecting rocks of all kinds, My
journeys armong and beneath the rountains
becamne legend, nat only for the incredible
fuck 1 had in escaping danger, but alse Tor the
pereeived lunacy of such jaunts. Cne day, as |
walked at the bottom of a narrow gorme, a rock
slide roared down upon me. Instinctively, 1
cluckes], and when the deafening sound of fall-
ing raclks finally ceased, | realized [ was both
alive and unharmed. Somehow, the falling
rocks had Tormed & pocket around me, and |
was convineed frem then on that stone was
alive and had spared my life 50 1 could spread
vy wanderful discove ry.”

Healing: “As | lay dving, afflicted with an
incurable dizease, [ had a vision, At first, |
thought it o mere product of the disease ravap-
ing my hody and mind, but as the vision lin-
pered, | saw the face of my pod. He bid me to
vise from may bed and be whale again, and as |
awolke and climbed from my deathbed {much to
the surprise of my family), [ knew that Twas to
play a part in my god's plans.”

Law: “My brother stood trial Tor a crirme
vy family felt he didm't commit. However, as
the trial progresszed, the evidence against him
began lo mount, My family and Iwatched the
proceedings, but while they cursed the magis-
trate-priests for this embarrassment, T became
less interested in the particulars of the trial and
[ar rore intrigued by how it was conducted.
| knew | bore witness to a divine vision of
absolute liw, and ta my mind the courtroom
becarne a holy place. Before the concusion of
the trial, | went to the magistrate-priests, asking
to join them in their holy quest for lawfulness,
andd mach b the chagrin ol my brother and
farnily, they accepted rme,”

Protection: “As a child, my family was
attacked one night by bripands as we rode
back to our farm from a village festival,

The screams of my family awoke me, and |
watched as my father fought o protect us.
Seven arrows protruded from his chest, but he
continued to battle, When | macde to scream, |
was silenced by a vision: [ saw my [ather as he
was al that moment, struggling te protect his
family, even as more arrows pierced his body.
However, Talso saw him limned ina holy
glow, and I knew that sormeone or something
watched over him, keeping him alive o thal
hee could protect us, Having never forgotlen
iy father's bravery, | vowed to protect those
unable to protect themselves,"

Trickery: “Walch out for the trickster god,’
the village elder had always told me. Above all
athers, the elder feared the god who promoted
falzehood, lies, and deceplion. There arve far
worse gods, of course, those dedicated to
slaughter and the like, but for most of oy life,
the elders had indoctrinated me to fear the
gad of trickery. OF course, as a rebellious
youth | turned away from thoge teachings and
worked hard to bring a litde jov and levity o
the life of the other villagers. Through pranks,
practical jokes, and surprises, | tried to show
them that not all trickery was a bad thing, That
was righl before they chazed me out of the
village. Well, the joke's on them, because the
trickster god muides my life, and we're oul to
have a good lime." !

September 2004 DRAGOM 323 m




CLASS ACTS

by F. Wesley Schneider

\PECIALIST FAMILIARS

ar specialist wizards whe devote their lives to

the study of just ane form ol magic, equally

specialized creatures can answer their calls
for aid, Presented here are efght new familiars,
each correspanding to one ol the cight schools of
magic, These Familiars can be optional compan-
ions exclusively available to specialist wizirds or
additions o the list ol Gamiliars available to all sor
cerers and wizards.

Abjuration: The aljurer s a master of magical
probection and defense, Tosuit the spells of this
arcane puardian, te best defended of all animals
often serves as her familiar: the turtle. Characters
wha employa durtle familiar gain a+1 bonus to their

Arror Class when protected by cover orwhile prone,

Conjuration; Conjurers excel at smnmoning just
Ihe vight creature or material for the isk at hand,

They dawell, giving thern a chance lo magically pro-

ducewhatever they need to defeat a foe hefore that
Foecan react, As such, they preatly benefit from the
speed and agility of their specilic fumiliar, the tny
hurmmingbird. A hummingbird confers something

al thiz darting, shifting mevement to its master, giv-

inng itz master a +4 bonus oo iniliative checks,
Divination: Diviners specialize in magic made
b reveal even the deepest, most andent secrets
and see through the best-cralled lies. Thus, it s ns
surprizge their specialist familiars are quite literarily
Mies an thewall, Characters with i fly serving them
gain a +3 bonus on Gather Informmation checks,

SPECIALIST FAMILIARS

Enchantment: Enchanlers have the power to
controd minds and ensnare the senses. Olien
the most foppish and grandiose of wizards, their
specialist familiars, the sleek and elegant mink,
ernbody the conniving templations of enchant-
ment, Any character with o mink familiar raing a
+ 3 bonus on Diplomacy chiecks,

Evocation: Evakers are masters of crealion,
weming strands of magical energy into webs of
power, cxpressed as anything from blankets of
darkness to explosions of five. T convey their
often-deadly manipulation of creation, the spider
i the favered familiar of these specialist wizards,
and they pain something of their ally's insidicus
deftness. Characters with a spider familiar gain a
+3 bonus on Sleight of Hand checks,

Husion: Hesionists are masters of trickery and
dleceit, wily magical eraftemen of false realities,
Thus, it's no surprise that these specialist wizards
fieel & strang connection for the natural cunning
and sneakiness of foxes. A fox familiar grants
something of its innate shyness, siving its master a
+2 borns an Will saves,

Necromancy: Perhaps the maosl feared of all
specialist wizards, necromancers are masters of
death. Relying on bones and dead Hesh to power
many of their spells; necromancers alten Nind o
rapporh with cairion-eating valtures, A character
with avulture farniliar gaing a +4 bomus on Forb-
tade saves made te resist disease.

Transmutation: Almest univerzally,
those dedicated to transmutation find the
nabural transformaltions ol calerpillaes
into moths or buttertlies enthralling. A
characler with acaterpillar famniliar gaing
a3 bous on Disguise checks,

Familiar  Equivalent Statistics® Special
Butterflyfmoth®=  Thrush Kasfar gaing i 43 honus on
i Speliralt checks
“Catergedlar bl i haster sing & banus an
Misguise choce
Fly Thrush, but Fine size - Masterming a =3 bonis on
Cather nfarmation checks
Fox Gy Master malrs a2 boras an Wil s
Hummirgbird Thrush Masler gacns a +a bonus
on [nitiative checks
helink Ferret Master gaing a1 bonus
o Riplarmacy chacks
Spider Rouse aster gaing i 45 bonus on
aleightaf Hars checks
Turtle Hedgetioa iy Waster gaine -1 Bonus b At Class
i when prone of behind cover i
Wuleure Hawif Master gains & +4 bonus on Forti-

tude saves made o resial disease,

“ilse the statistics presented for the fisted alterrtive Ramilsar on pape
zoaof the DuscEon MasTER'S Gulde,

Ao reust festtake the caterpillie Broliar and be at least-a sth level

sopcarer oF wikaid.

7 A Manstar Maguel forthes familiar's statisties,
17 The burile daes nathave the hedpehog's poises quilis;
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Since caterpillars are creatures of
change, a sorcerer or wizard of Sth
level or higher has the option @ cause
his familiar to chanpe into a butterily
or moth, without the penalties of los-
ing a tamiliar or summaning a new
one, The process of this change takes
2 weeks, during which the character
paing no benefits for having a famil-
iar After this transformation, the bat-
lerfly or moth familiar emerges and
grants ils masker a +3 banus on Spell-
craft checks instead of the +3 bonus
on Dizpuize checks, &




by F. Wesley Schneider

WILDERNESY

ROGUES

he barbarian, druid, and ranger dlasses con-

sider the wilds their exclusive demain—and

rightly so. Mot surprisingly. most adventure-
ing groups fear venturing into the wilderness
withioul a mermber ol al least ane of these
classes serving as a guide. Although most deadl
consider it, o fourth class fitz in easily and
excels at life in the wilds: the rogue,

With skill points to burn and a propensity
for stealth, rogues easily adapt to the deft alert-
ness and silent tracking of skilled hunters. The
series of suggestions presented here lake vour
rogue off the streets and into the wilds.

Humnter: A ranger's boosted skills and dam-
age rells againsl Favared enemics undoubt-
cilly help a great deal when hunting. How-
ever, when you knew one false move might
turn youd into prey, a rogue’s wider range of
skills proves much more helpful, Flunling
evil humaneids and animals is one thing, but
when you've pola dinosaur, giant, dragon,
ar other huge tervor to bring deswn, the addi-
tional damage of a aneal attack might seem
mare appealing than the relatively small
Boras against a favored enemy. Also, once
the hunter makes the initial attack, a ropue
has a much better chance of darting back into
brush to set another ambush, whittling dewn
opponents’ defenses until they finally fall,

The small garme hunter works as an alker-
native to this idea, What defines huge prey
depends on the relative sive of the hunter
and the hunted: Thus, 2 group of halllings,
ELOIMes, 0T ev¥en savage prgmies might need
to resort Lo these types of tactics to bring down
even rormal animals that Gy eatsize thermn,

Reguish hunters of these varieties excel
when warking both in teams of other wil-
derness savvy characters or in groups with
moare diverse skills, While a band o hunting
rogues coull scare several sneak attacks and
pessibly bring down their prey belore it even
realizes what's attacking it a variety ol allies
serving as a shield or distraction for 2 single
huanter provides him with means to hnish his
presowith just one attack,

Trapper: Oten conzidered criminals to
begin with, trappers and poachers make
for perfect exarmples of wilderness-iminded

ragues. With several ranks in Hide and Move
Silently, askilled rogme might sneak up on
nearly any preyv and bring down prime game
with a sinpgle, well-aimed shot. Although they
make skilled hunters, the trapper's preates)
skill 15, of course, making traps. A few ranks
in Crall [trapmaking) creates @ snare to catch
mest natural creatures, as a 10- to 30-foot-
deep camouflaged pit trap or a basic arrow
trap vequires only a DO 20 check to create,
Az atrapper advances in level, his proy and
ne traps he uses to snare them also increase
in patency {see page 76 of the Duxceon
MasTer’s Guide for mere information zboual
making traps),

Often loners working on the fringe of civili-
zation at lower levels, these ropues develop a
gredter need for allies as they advance. When
hunting maore powerlul or intellisent prey,
extra muscle and beller bail (whether a swilt
runner o a tasty-looking illusion) becomes
a necessity, They also make fine additions to
any tearm of monster hunlers, creating inge-
nious traps capable of leveling even the mos!
undair plaving felds,

Scout: This kind ol rogue, trained 1o spot
the dark, hidden places of the wilds, makes
every tree, chagim, and rivera potential hid-
ing place. With talents sirilar o hoth Ralbin
Haod and guerilla warriors, the role of these
rogues varies depending on their missions,
bt they most often rely on Hide, Maove
Silently, and Survival. Hiding in the trees
otlside an enemy encampment fordays,
theze scots relay integral information on
broop movermneants back te their allies orlic in
wait for enemy commanders to come within
sniping range, Once they complete their mis-
sion, they merely need to withdraw into the
lealy canapy or silently sprint through even
the driest foliape, assured by nalure that their
pursuers never netice their passage.

Although these scouts often act as len-
ers, they work most elfectively as part of
a larger group. When acting as advance
information gatherers or guiding allies into
ar out ol enany lerritory, their stealth andd
expertize often assures their—and theis
teammates'—survival, &
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CLASS ACTS

by F. Wesley Schoeider

(IVILIZED BARBARIANE

ike the lockpicking rogue and the spell-

slinging wizard, the uncontrollable bar

barian exemplifies a tested and tue DED
archetype. Thought of as savages from beyond
the fringes of civilizalion and primitives who
slalk the wild lands, barbarians prevail as the
mast uncivitized of the core clazses, Their dev-
astating rage ability and their inability to read
reinforces this porlrayal. Does this mountain
of brutal implications mean that all barbarians
are beastlike berserkers?

Mast definitely not,

Altheugh the stereotypical barbarian roams
harsh lands and untamed wilds, perhaps the
most unforgiving ol any environment is that
dirly, vermin-intested, clavstrophabic waste-
lamdl knower as the city. The suggestions here
present a series of possible concepls for your
barbarian character to take hin: out of the for
ests and into the urban jungle,

The Baby: The balsy is just that, only big-
ger—much higper. Mewling, selfish, ult-
mately cowardly creatures, these overgrown
children concern themselves anly with what
thes want and hew o get it, regardless of
the wellbeing of others. Simpleminded bul-
lies, they embady the mest grossly decadent
ol noble families. sybaritic heirs to vast
fortunes, deted upon by parents or patrons
whio cart or won't see their bratish Naws.
These pampered, spoiled princelings demand
ponies and parties, and if it gets them whai
they want, they throw stormiike temper tan-
frurns at @ moment's notice. Quietly herritied
puests and visitors dare net upset Mommy's
little baby—as much out of fear of the parend
as of the child.

The Breaker: The bouncer, the brute squad,
the hit man, the tough—ithe breaker is the
musele. Exlernally an exemplar of placid
contral, but inside, his soul roils with pare
ernetonal vielence, These barbarians offen
toweer as mountainows creatures in the service
of semeene whe needs a bit of extra muscle
or as urban mercenaries for hire, Their mere
prosence infimidates most people, an unspo-
ken threat looming over a meeting ar at the
entrance to a private venue, Usually ominous
ackground Rgures, itonly takes a simple
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cracking of krckles or stretching of corded
musacles wshow that they mean lethal busi-
nesz, When things po wrong, the breaker gets
called in 1o iy the problem.

The Liter: There wasn't much of a trizl,
Everyone thought he was puilty—and they
weere right,

Convicted as killers or thugs. or just in
the wrong place at the wrong time, these
barbarians exermnplily true wrlan barbarism,
Their incarceralion in the criminal training
grounds of corrupt prisons served to sharpen
their illicit skills and harden their depraved
minds. Whether veleased or escaped, they're
now back out on the streets, Years of break-
ing rocks, surviving prison palitics, and dodg-
ing shivs honed them into efficient killers
who know death selves any problem. Now
theze tezted brutes look to settle old scores
and make sure they dort gel thrown back in
the haole for doing so.

The Logt: The ultimate wanderer; for her,
everything is new. Perhaps one night she
awole amid a storm, net knowing where—or
even who—she was, only that within her
secthes a directionless halred and a fright-
ening power she can barely control, Such a
barbarian might attempt to do good, but as
she tries o redizcover her past life and whal
happened to her, her confuzion and froswa-
tion invariably drives her to uncontrolled fits
of vage, Afterward, she's often remorseful,
bl regardless, the trail to her past grows ever
colder and a potential clue or forgotten friend
might nevw lie dead at her feet.

The Urlan Savage: Penniless, homeless
parents invariably lead to penniless, home:
less childrven. All these natives of the city
ko cotnes from their Hives on the streets.
Like tribol barbarians, they rely on many of
the sarne skills. An urban savage must know
where Lo hunt, where Lo find shelter, and what
“predators" to avoid. Although the sewers and
alleys of the city serve as their wilderness,
these savages embrace a fellowship as closely
knit as any tribe. |




by Mike McArtor

~ THH YOUR QLD
(OMPANION NEW TRICKY

he Flayers Handbook lists a number of

tricks under the Handle Animal skill that

anyone with that skill may teach an animal,
While those basic tricks cover a vast array of sit:
uations that mosl characters feel are sufficient
for their needs, druids sometimes teach their
animal companions advanced tricks. Teaching
any afl the following advanced tricks requires
two weeks and a suceessful Handle Animal
check (G 15, 20, 25, or 30). Many have prereq-
wigites that the animal or brainer moust meet,

Avoid (DC 15): The animal slays away from
a specified creature. The animal's owner must
indicate the creature to be avoided. Until piven
another order, the animal will nol appraach the
ereature or allow the creature fo come near it

Circle {DC 15): The animal keeps a speci-
fied person or creature in a confined area by
circling around it. 1f the creature attempts o
leave the circle, the animal attacks until the
creature reenlers the circle's boundaries. Pred-
ators and dire animals are particularly swited
to this task, while riding and herd animals
tend not to be intimidating enough to keep a
person confined. Prevequisite: guard triclk.

Courape (DC 20): The animal learns to trust
its owner in the face of danger, Whenever the
animal iz within 20 feet of its owner, il gaing
a +2 bonus on its Will saves to vesist tear
effects. Prevequisite: Trainer must have the
wild empathy ability,

Find (DC 25): The animal finds a specific
person it knows, This trick 13 often uzed to
transport messages or small iems strapped
to the animal between allies. An animal can
know one person other than its owner per
point of Intelligence. An animal automatically
knows its ownen Prerequisites: Scenl, seek
trick, and track triclk.

Lovalty (DC 25): The animal is especially
lowal to itz owner, Whenever the animal is
within 20 feet of its owner, it zaing a +2 morale
bonus on its Will saves against enchantment
spells and effects. This bonus stacks with the
devotion ability of a druid's animal companion,

Prevegquisite: Trainer must have the wild empa-
thy ability.

New Skill, Easy (DC 25): The animal gains
a new class skill that comes naturally to it
It does not earn any new skill points due to
learning this trick, but may spend those it
gets from gaining bonus HID. With this trick,
the animal may gain any one of the following
skills as a clags skill: Balance, Climb, Hide,
Jumnp, Listen, Move Silently, Spot, or Swim,
Prevequisite; Intelligence 24, trainer mus| have
at least 1 rank in the skill taught

New Skill, Difficult (DC 30): The animal
gains a new class skill that it would not
naturally learn. It does not earn any new skill
points due to learning this trick, but may
spend thase it gets from gaining bonus HI,
With this trick, the animal may gain any one
of the following skills as a class skill: Bluff,
Escape Artist, Intimidate, Search, Survival, or
Tumble, Prereguisiter Intelligence 24, Lrainer
must have at least 1 rank in the skill taught.

Recover (DC 20): The animal pulls an indi-
cated uncenscious, paralyzed, or otherwise
unmoving person toward an area it perceives
as zafe [or at least saler than where the person
currently is). Prereguisite: seek rick.

Throw (DC 25): The animal throws an item
irs hﬂ]dtllg in itz hand, mosth, claws, or any
other appendage capable of manipulaling an
item. In order to throw the item, the append-
age must also be a natural weapon. All iterns
theown by an animal have a range increment of
5 feet {except for those thrown by gorillas, mon-
keeys, and similar ereatures, which can throw
iterns at a range increment of 10 feet), Animals
can throw items at a specific creature or square
with a — penalty. Ttems that miss deviate as per
splash weapons as described on page 158 of the
Flayer's Handboolk, This trick does not make an
animal proficient in the use of any weapons,
and animals cannot effectively nse thrown
weapons, although this trick does allow them to
use thrown items [such as acid or holy water)
with the noted penalty, &
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by F. Wesley Schveider

BEYOND BLOOD

o sercerers dlaim ancesty from legend.

ary monsters, various outsiders, or even the

pods, while others atlribute their powers 1o
destiny or some otherworldly Fvor. With the
innate ability to manipulate the strands of magic,
one thing remainz certain: The powers ol sorcer
erz are net born from mere circumslance,

While the Flayer's Mandbeok sugpests that sorcer
oies mapic could dernee from a dracomic ancester, it
lieeps itz explanations infentionally vague se each
plaver might decide where hee sorcerer's powers
camie from, Presented here ave 2 variety of explana-
tions for your chavacter’s sproerous abilities that go
beyomd having a dragon rocsting in her family tree.

Evalved: Your character represents the nest
step i1 your race’s evolution. With the power
to mamdpulate reality [rom a voung age. your
abilities could easily invoke great fear in those
around you. This explanation of your powers
works especially well if you choose a theme
for your spells. Taking all fire-based or illu-
sion spellz, or working with vour DM so all of
your spell effects have icy descriptions, helps
rrake your charvacter tfruly unique, In magic-
rich worlds, most people might ignore your
powers, but ifwizards actively hunt this newly
ariging hreed of evalved sorcerers, the adven-
ture possibilities become endless,

You might enconter difficulty convine.
ingly explaining how your character became an
evalved member of his race mid-garne, However,
one st ook noe firther than recent movies
ar i lecal comic slore for a nearly inexhaustible
resource of explonations for mutant powers,

Experiment: Your character is the result ol
sorne kind of supernalural experiment, perhaps
by a sinister brotherhood of unscrupulous wiz-
ards or by beings from beyond the stars, Whal-
eveer thev've done to you left vou changed forever,
Besides now having strange sorcerous powers, &
few marks or scars might serve as reminders.of
your unnatural experience,

I a character chooses o wake levels in sor-
cever midway through o campaien, this serves
as aviable reason for why her powers developed
Livte i il Alsa, it serves as a built-in plat hook
il your character wants to hunt down whatever
caused her soroerous augmentation o if the
experitenters wani their test subject back,
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Fated; The gods chose you Tor a preat tasl,
sl to Tullilliy they blessed vou with cettain
powers. This pozsibility works best when
thoroughly discussed with your D Whal
task vour character quests to accomplizhed
and its epic hature remaing entively up to you
and your DM, Of course, the possibilily exists
that vou anly think the gods speak te you, and
anolher powerlul creature actually manipu-
lates vou to fulhll its goals,

This possibility allowsa player Lo eagily cre-
ate a divinely mandated charvacter lilee Joan of
Arc. It also opens the possibility for sorcerous
powers to characters whenever they encounter
adivinge being or its emiszary, or receive divine
power or meszages, regardless of level,

Infantile Briugh: From congeplion o
puberty, the humaneid body constantly
changes. Especially in the earliest months
and years of development, children are excep-
Honally vulnerable to oulside influences that
might aftect them forever. Add this truth to
magic-rich DD worlds, and a strong back-
ground [or sorcerous powers arizes,

[ many cultures, parents seck the bless-
ing of their god for their child, The touch ala
hely relic right represent a deity's blessing,
but if that relic is also 3 powerful haly arti-
fact, its touch could inspire more than mere
religions approval,

A character’s spellcasting mother could
also have coused his sorcerous powers, [f she
cortinued to casl spells while pregnant, the
rush of magical energies through the unborn
child could make such power an inseparable
part af itz being,

Alsn, there exist many innately magical
areas, 1Fa child lives in or near.a place of wild
magie, dead magic, or even just a place with a
magical history, the powers of the land could
affect her after prolonged exposure,

Like the standard dracoenic blood option,
these possibilities assure that something out
of your control, even possibly before vour
birth, influenced your sorcerous powers, How-
evier, like same super heroes. continual expo-
ayre Lo some of these same magical effects
could also explain taking a level of sorcerer
rmicway through a campaign, =




by Mike McArtor

GEAR FOR GREENERS

angers dorl need a lot ol equipment to sur-

vive in the wilderness, butover the vears,

many have developed iterns specifically nse-
ful to life in the wilds, Droids and rogues alzo find
these specialty ools handy,

Camouflage Clothes: Made in three differ-
entcolor cornbinations, these elothes help Lo
disguize the bady's form and make the wearer
harder to pick out of his surroundings. These
tull-body suits grant a +2 circumstance bonus on
awearer's Hide checks while he is inan area the
camouflage blends with. The forest pattern has a
mix of greens, browns, and blacls that provides
its bomus in forest and marsh teraing, The des-
ert pattern consists of dark and light tans with
irrepular black or blue shapes that provides its
bomus in desert and plaing teraine, The moun-
Fain paltern congistz of 4 white background with
black. aray, and green shapes and provides its
bonus in hills, mountaing, and underground
terraing, The lisled price for camouflage clothes
is for one set suited to a specific terrain (see the
Drisigson Masrer's Guelide, Chapter 3, for maore
informalion on lerrain types).

Compass, Magnetic: This palmesized device is
made up of s wooden block with 2 metal necdle
moinbed on g tiny metal post, The needle spins
freely, and always points north unless obstracted
ar within 10 feet of 50 pounds or more of Terrous
melal (such as ivon and steel).

Crooknecl Lantern: This leather-wrapped
metal tube has a shorter glass-covered metsl
Liabe at one end. Small mirrers inside the lan-
tern reflect and intensify the light shed by the
candle held within the main body, Shrouded
air holes line the lop and bottom of both tubes,
The crookneck lantern alse has a weight at the
battom of the mam tube so itcan be set down
and not fall over. The
croakneck lantern
clearly ilhominates a
al-foot-long, 5-fool-
wide line and provides
shadewy illumination
in o 10000t cone (with
the illuminating line in
the center of the conel.
A zingle candle burns
for 1 howr,

Item

La mcuﬂa_gn'g:idt'h"zs
Carpass, magnetic
_'?[i::ékné_ck lantarn
D s'rL-r_ coat
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NEW RANGER EQUIPMENT

Duster Coat: Made of heavy oiled canvas, the
dusteris a long coat that reaches to the wearer's
anldes. Twin rows of buttons ran the length ol
the front of the coat, and when all of them are
tastened the wearer is wrapped ina nearly water-
proof shell, A Tully fastened duster provides 2 +2
circumstance honuz an Survival checks made
to pain a bonus agpainst the effects of severe
weather and on saves agains! severe weather, hul
italso imposes & -1 armer check penalty.

Finger Chain Saw: A narrow-gauge steel chain
covered with smuall teeth links o metal loop on
either enclof it The user simply throws the
chain over a branch and pulls back and torth on
each end of the chain, [t cuts through 2 inches of
soft woodd and 1inch of hard wood in 1 round. A
finger chain saw is ineffective as a weapen,

Kavak, Inflatable: Made of thick but pliant
leather forming several air bladders, this vessel
lools and acts like a normal kavak once inflated.
One character can inflate the kavak in 20 minutes,
There are twa inflating tubes, so bwo characters
caninflate itin 10 minates, The inflatable kayak
holds one Medium cresture plus 100 pounds of
wear. By pulling the plugs on the air bladders,
the kayale deflates in 5 minutes and can then be
folded and carried in a standard buckpack,

The inflatalde kayal comes with a short pad.
dle thal breaks dewn for easy storage.

WVest, Tactical: This light vest has a numbe
of pouches and loops covering its front and
hack. A tactical westis usually made of green
or black canvas, [t can hold up to 10 pounds of
gear, no single iterm ol which can weigh mare
than 2 pounds. Any item stored in a tackcal
vest can be retrieved without provoking an
attack of opportunity,

Waking Herbs: When waved under the nose
of someone uicenscious
or asleep (even through
magical means), these

ED“ : WEH_-' herbs allow the uncon-
130 o srious or sheeping charae
: o £ 50 s AT S0 s -

100 gp 12 1b. s

5 p Vil ter anather saving throw

_ng_p i (made at the ariginal DC)

g:';P:' s to wake up. After three

: '1.5_!.’1_g.p 35 k. LEEE, lh"-.f:se herhs |l.‘:uF:f1-
: 5:'5.5' 3l their effectiveness and
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CLASS ACTS

by Mike McArtor

NOT YOLR

FATHER'S DO-GOODER

astride his wassive wiele foese, his pearly eeth
and azre epes plinking tn the Bright sus,

Anyone can picture a paladin like that; it's
the class's archetype after all, However, plenty
of room exists in the lawful goed alignment
and the paladin class 1o allow for something
elze. Mot every paladin comes from a Jand
loosely based on Medieval Western Europe,
Below are a number of short portraitures you
can wge Lo fill out that pesky “description” line
on your character sheel,

“He keeps his thinning hair cut shert, but
his well-groomed beard hangs down 1o his
chest. Three earrings hang from each ear, and
a thick chain is wrapped tightly around his
neck, When not wearing armor, he prefers (o

T}m well-groomed knight iw shining o sils

dress in loose and comfortable clothes”

“Cruel losking spiles and japged blades
protrude at various angles from her blosd-red
armor, Her chestnut hair hangs down Lo just
Lelow her ears, which sparkle with the facets
of dizrmond earvings. A thin scar runs across
her face, starting just below her right eye and
curving to her chin,”

U4 loose-fitting sarong wraps around his
waist and hangs down to the knee-high laced
sandals on his feet. He uses nothing else to
cover his muscular, dark-skinned bedy. Gold
earrings, beaded bangles, and a bone-white
necklace adorn him, and their beauty shows
in stark contrast to the mullilude of scars
on his chest, back, and arms. He carries an
ornate falchion in his massive hands.”

“She keeps her long hair in a bun, pinned
up under her tall helmet. A thick leather
jacket, studded-leather skirt, and tall riding
boots cover her silk bodice and cotlon leg-
gings, From a distance, she appears to be
wearing the clothes of a commoner woman,
although a glance made up close reveals the
martial nature of her dress.”

“Multiple piercings cover her face, from

- her evebrows to her lips, She wears nunmer-

ous rings, bracelets, and anklels, and prefers
ta wear shirls thal expose her pierced naval,
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Tiny pems decorate the parmmel of her
sword, and intricate designs of silver cover
the length of ils sheath.”

*Oaly a loincloth covers his lean but mus-
cular frame. He carries a bow in one hand
and wears o bundle of spears on his back
with his quiver of arrows. Seashells, small
bones, and colorful beads are entwined in
his short, curly hair and a mumber of zmall
ceramonial scars cover his darle skin, His
eves seeln to perpetually squint, cven ina
darkened area.”

“Under her rather plain armor {or when
unarmored) she wears bright, colorful saris,
Multiple earrings hang from her lobes. and a
single blue dal of paint rests in the center of
her forehead. She often walls barefooted, but
dong a pair of sandals or bools when appro-
priate, A green sash holds a scimitar at her
side, and the {olds of her sari conceals a kukr
with just the pommel showing.”

“Thick, heavy armor covers his narrow
chest and ganply body, When net wearing
a helmet, he often wears a cotton cap over
his bright red hair, His bright green eyes
shine with Triendliness often equaled by his
easy smile and frequent blush. He keeps a
greataxe resting lightly on hig narrow shoul-
der, with the haft held in place by one of his
long, thin arms.”

“Keptmeticulously polished to o beauli-
ful shine, ker armor covers every inch of
hier Bedy excepl her reund and raddy tace.
Brick-red hair flows out from undernesth
her open-face helmel. The neck-puard of her
armmor presses against the bottam of her chin,
obscuring her small meath,”

“Srnall for her race, she nonetheless holds
a bearing of regal nobility that causes larger
lalk o slep aside when she approaches. The
air of power around her is reflected in the
bright holy symbal painted onto her shining
armor. She keeps a buckler strapped to one
arm and rests her hand on the hilt of the
amall sword zt her side” |




by 7. Wesley Schneider

\CHOOL OF HARD KNOCKS

onstant training provides manls with

the most integral aspects and abilities

of their class. Mozt players assume that
monls study For vears al secluded monas-
teries, in schools of martal arts, or frem a
single learned master, which they then leave
behind 1o begin adventuring, For something
or someone that so completely inMuenced a
character tor 20 long, players all-toc-often vel-
epate these institutions to biland or undefined
background notes,

Collected here are several aptions for your
menk character to better define the specifics of
his tirme in training or suggest o background
other than life claistered in a maonaslery. Pape
204 of Griental Adventures and page %6 of
Sword and Fist both have maps of monasteries
appropriate for monlks.

The Monastic: The stereotypical monastery
exermplifies a place of education, exercize,
and oneness with the world, Players and DMs
should work together to define what these ide-
als teach, how masters convey thern, and what
their specific monastery looks 1ike,

Although the standard depiction ol a
pueudo-Buddhist temple where several wiz
ened maslers unobjectively teach students the
path to-zpiritual wheleness is the norm, nat all
monks need ta come from this type of mon-
astery, In your campaign world, o city Tortress
might drill the most talented puardsmen to
serve as the empress's iniperial protectors, ora
sadistic cult might force Kidnapped childeen to
become peerless assassing in the spires of an
impenetrable iron fower, The only three things
fikely to remain similar from monastery to
monastery are that they exist as places dedi-
cated—at least in part—to martial learning,
instructing masters lve there, and students
train under thern,

The Naturalist: For some, nature gerves as
the rost polent of any teachern An outcast,
hermit, or wanderer sees many things as she
travels the land and learns of the unforpiving
Beauty of the wilds, To these menks, every
animal has a lesson toteach and every slorm
presents o test, As they travel and meditate
on whal they see, they develop a mastery over
themselves unlilee any other

This kind of wild monk develops her own
Fortn of martial arts, learned throngh disci-
pline and survival. By emulating the way the
leopard moves, the snake strikes, and the
hawle flies, she becomes as potent a predator
as all these creatures combined, These rare
monks maintain no ties beyend an almos
religious respect and empathy for the nanral
world and the creatures arcund them, and
they adventure for roany of the same reasons
as druids or rangers,

The Vessel: Cursed, possessed, or embody-
ing some prophesy or revelation. Something
urmatural lurks within this monld's body and
sonal, and enly a heree regimen of meditation
and prayer allows him to keep il wnder control,
When driven beyond his ability to restrain
hirnself, he exhibits poveers beyond any mortal
creatiure and a deadliness ew survive.

This pessibility requires a pood deal ol work
and agreement between the monk’s player and
the DM, Whal gives the manle his power, how
he restrains it, and his ehjectives regarding il
jconcealment, destruction, and 20 on), all pres-
enlimporlant questions that need answering.
Although wwanted possession by ademaon
or evil spirit seems the most likely answer, a
mionk could serve as the vessel of an ances-
ter or partially reincarnated hero. Manlis who
pain their power in this way might undergo
spme noticeable physical change, speak in g
different voice when they use their powers, or
display multiple personalities,

The Weapon: Forged, (rained, and given
purpese, these creatures began their lives
as martals, but through magic and alchemy,
they changed to becomne the deadliest of liv-
ing weapons. Whether in the service ol some
government or secret organization or a casl-off
experiment left for dead, someone or some-
thing created these monks and they now either
move unstoppably toward a singe goal or wan-
der the world in search of meaning,

Characters who choose this moenk path
must decide how they hecame altered, whao
changed them, and for what purpose. How-
ever, even more interesting than these answers
might be the questions left unanswered and
pursued through the course of 4 campaipn. |
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CLASS ACTS

by Mike MeArtor

INSTRUMENT

OF THE MASTERS

he bard's choice of rusical instrament

alrmost never has a bearing on game play,

whether he's using o recorder or 4 pipe
argan {altheugh 3 pipe organ might limit his
ability tedelve into durngeons). Generally, it's
a malter of taste that provides a little stele for
the character and nothing more, This doesi|
B to e tres Tnstead of granting a general
+2 Bonug on Perform checks, the tollowing
opticnal rules for masterwork musical nsteu-
rents reward the bard Tor his chaice ina pre-
ferred Perforn style.

Under this system, when using a masler-
work musical instrument, the performing
characzer recelves a +1 bonus on Perform
checls, When used onoa particular ardic music
check specific to the lype of musical instru
merl, the bard instead receives o +3 bonus on
fiz Perform cheek to make vse of that bardic
rrmasic abiliby Only twa Bardic rousic abilities
requite a Perform check, giving hards a wide
variety of choices as to the instroments they
can play Lo gain a bonus in either cne,

Keyboard Instruments (Harpsichord, Fiano,
and Fipe Grgang: Unwicldy at bess but all-too-
aften immobile, mastersork kevhoards are
mast aften used in areas where people willingly
come to listen ta the, such as performance
halls ar temples. These organizalions typically
sirvive an the donations of their patrons, and
therefore even sood or lawful termples some-
bires are fermpred o de what they can o draw
ol the largest donations possible. Under the
contral of a quick-fingered bard, kevboard
instruments can L the soul ol the listener,
maliing her forget for a time her troubles and
opening her heart jand purse string) to the
message the lemple profllers, A basd playing a
masterwork kevboarsd instrument receives a -3
bonus on Pertorm checks made while using the
Sosciwation bardic music ability,

Percussion Instruments (Bells, Chimes,
Drums, and Gong): Well-suited towarfare or
quiet meditation, armies often eropley large
drums and gongs to improve the morale of
their zoldiers while monasteries use quicter
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percussion instruments to assist their students
with their concentration, The steacy rhythrm of
percussion instruments allow these who listen
Lo focus thelr minds on their aslk at hand via
the instriment's sound. Althoush sometimes

a menastery mizht chosse to use drams and
gongs instead of their quieler cousing, armies
cannot male the reverse true, The gentle scunds
of bells and chimes sre drowned out on the
Battleliekd, & bard playing a masterwork percuas.
sion instrument receives 2 +3 bonus on Perform
checks made while using the countersong bardic
rmsic abilily.

String Instruments (Fiddle, Harp, Lap Harp,
Lute, amd Mandaling: These instruments are
ollen plaved while standing, either with a
strap allowing the instrument to hang off the
bard's shoulder {in the case of harps, lutes,
aned raredoling) oras part ol their design (as
with the fiddle). Lap harps, of course, must be
plaved while sitting dewn. Because most of
these instraments sound especially pood when
plaved ata high tempo, these instroments are
senerally used to play uplifting tunes. The
slower harps and lap harps mighl instead
accempany a singer's recounting of an epic
tale. T either case; o bard playing @ master-
work slring instrament receives a +3 bonus on
Perform checks made while using the conmier
song bardic music ability,

Wind Instruments (Bugle, Flule, Pan Pipes,
Recorder, Shawm, and Trumpet): These
instruments can either produce pentle and
relaxing tones (the woodwinds) or harsher,
loizder sounds anmies and martial orders pre-
fer, Skilled bards can illicit in their listeners
passianale feelings that can remind ther of
hazppier times, or they can raize the spirits of
those about to enter—or who have recently
lost—a battle, Whether using 2 quict woodwind
or Dlazing brass, & hard plaving a masterwork
witd Instrument receives a +3 bonus on Per
form checks made while using the fascination

bardic music abilite &




PLAYER TIPS

by Pl Connolly

GIVE YOUR CHARACTER CULTURE

layers often write up well-detailed

backgraunds aned personalities for

their characters. Afler all, how and
where a charucter was raised allects
how she functions in her world and the
game, Usually, though, players do little
tor Hie adl that bard work into the ongo-
ing campaign, After o few months,
both DM and player prabably forget the
extensive backpround, and the charac-
ter's culture becomes litthe more than
an ohscure name on the back of hir
character sheet. There are ways around
that, however, This article aims to help
o ke choices that sellect vour chars
acler's culture both in the numbers on
her character sheet and in your actions
around the table.

Ability Scoves: Your characler's cul-
tre can gasily affect her ability scores.
A culture heavily influenced by magic
procuces different people than one
where every rember has to scratch a
living from a harsh landscape. Mem-
bers of the former might nol be mors
intellipent, but charvacters from the lal-
ter probably have more earthy and less
academic knowledge.

A character with a low Intelligence
might feel out of place surrounded by
wizards or find it leo hard living in
barren wilds, A character with high
Strenglh {regardless of Intelligence)
might stand out in s soeicty vahaing
ragic aver plivsical development,

Equipment: When selecting equip-
ment. determing which items reflect
cultural norms and which ones natives
might congider strange. Come up with
reasons [or selecling unusual equip-
rient, whether or not vour character's
culture considers the gear unuzual,

Dari'l et equipinent be just a few
lines ona character sheet, Tdentify
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vour character's outfit by calar, style,
ar malerial, Even the style of common
weapons, ke the longsword, can vary
from region te region,

Feals: Foats can also define a cullure,
IFa culture beset with hit-and-run raid-
ers values quick-handed soldiers, feats
like Trnproved Initiative and Quick
Dreavee might be cormmen. Disciplined,
professional soldiers trained in tactics
choose dilferent feats than community
militia members made up of farmers,
Consider which feats reflect where
the characler grew up, and those thal
make her stand out from the crowd.
For example, a caravan guard praises
another who stops 2 handiul of gobling
using the Combal Reflexes teat. She
replies with, "Yeah, [ guess my tine in
the: roval guard wasn't totally wasted.”

Food: What type of rations does your
chavacter eat? While other characters
chew an beef jerky and hardtack, the
gnome gulps dewn a few exotic mush-
rootns atd a couple pickled skithish,
What are skithish? The other plaers
might agk too. When vou know, your
character becormes more interesting
and more memaoralle,

Consider how your character
approaches meals. Does she carey eal-
ing utensils because she feels too dvi
lized 1o cat with her hands? Does your
character’s culture consider it impalite
to belch or does such behavior indicate
appreciation for o good meal?

Greelings: Greelings and valedic.
tons easily distinguish where & char-
acter comes from, You might develop
your PO personal or cultural acknewl-
edgements used in commeon situations.
Actions can accompany words: A short
bow, handshake, thurnb's up, light
kiss em each cheols, ar si rple wave all

reftect ditferent cultural approaches to
precting others,

Leisure: Limitless ideas exist for
other party members to "enjoy” some
of the customs ol vour character’s
homeland. Tefling stories and petlorm-
ng musical pieces should not just be
the realm of bards. and even a charac-
ter with low Charisma might take any
opportunity to tell athers of her exploits
or the stories of her people,

Your character might carry o game
to play with other PCs, This can be a
classic, like chess or cards, or a unique
game such as one using magically
moved glass spheres, Characters fram
less civilized areas might challenge
others o a wrestling match or ather
Contests appropriate to their race o
hormeland.

Skills: A region’s descriplion might
reveal skills important to its resi.
dents. Exports hinl al certain trades,
while swaths of wilderness indicate
different skills from o city setting.
Where yeu agsign skill points can
help determine how the character hits
in o her culture. Although Crall and
Profession skills reveal a character's
backpround mast directly, other
skills, such az Climb, Move Silently,
or Swin, can alsa speak volumes
about a character’s heritage,

These ideas only scrateh the surfice
of ways 2 background culture can affect
i character, Make a mark at the gaming
table by mehading culbaral quirks for
vour character, 16s possible the T will
adopt your ideas for an interesting or
entertaining calture. Imagine your joy
when vour character returns home and
her family takes the party down to the
creek to carch skitfish, &




by Joshua Cole

NO ROG

ungenns present the ullimate hostile

kerritory, Designed o maim and kill

interlopers, it would seem that only
the most crazed or prepared explorers
would dire to venlure into such death-
traps. Although rogues have special
training to contend with such dangers,
any character with the right equipment,
tactics, and will to survive can make it
theouph his next dungeon unharmed.

KKOW THY ENEMY

Nothing makes a dunpgeon crawl go
srnoother than knowing from the start
what to expect. Although the “dungeon”
might be a storm giant’s castle in the
clouds, & drow-garrisoned tannel to the
Uinderdark, or the roval dungeon after a
particularly debauched victory revel, the
Py chances of survival improve when
thes kg what to expect

Capturing ome of a dungeor’s inhab-
itants iz probably the easiest way to
get this kind of information about an
ares, Whether an ore scoul, 2 wizard's
apprentice, or even a more exotic cap-
tive like an owlbear muardian that the
party druid or ranger can inlerrogate,
any picce of information provided by 2
captive might greatly increase a parly’s
chances of =urvival,

If captives refuse 1o talk (and the
paladin discourages torture), merely
letting a prisoner go might prove help-
ful, Fallowing a flecing enemy through
the dungeon often reveals the safest

paths and might reveal the way lo deac

tivate many traps. However, risks often
remain, as the lich lord's magical traps
might target only living ereatures and
hidden guardians might confront only
unfarmiliar visitors,
Besides enemies, other dungeon

inhabitants might have valuable infor-
mation. Moncombalants, captives of

the enemy, or NPL adventarers might
be willing o share what they know
about the arez if property persuaded.
OF course, zome might charge a hetry
price far such valuable information.

ARMED fiND OUT OF DANGER

Many traps. especially those of the
mundane variety, can be foiled by
equally mundane measures. Adventur-
ers with a rogue in tow often carry such
sear for convenience sake, and those
without a designated wapfinder would
[ rmad not to de the same.

ltems that allow PO to interace with
potentially trapped iterns from a sate
far at least saler) distance are eazential
lo parties without vegues, Whilea 10-
feot pele might help, reach weapons
functicn in the same way without
further encumbering the party, They
also have the added bonus of being in
hand should the next threat come from
a creature instead of a trap. Regularly
tapping the Aeor ahead with a reach
weapon or similar item protects the
party fromt pit traps and some pressure
point traps.

Vials of alchemist's Bre and acid
might "clear” a suspidous reom, as
most rundane traps employ flam-
mable malerials like ropes or triparires,
A small explosion might even trigger
magical traps in the area that would
otherwise remain undetectable.

DISABLED DISABLERY

When the PCs lose their rogue but
decide to press on, soime ather charac
ter bas o stepup Lo 1] the dizsarming
role, Unlorhunataly, only rogues have
Disable Device as 4 clazs skill, Thus,

a substitute ropue benefils from any
manner ol extra help, Allies might

ADVENTURER TRICKS

E? NO PROBLEM!

assist the disarming process with
technigues like the aid another action,
bardic music, or spells such as fox's
cuRning o1 hierotum,

Alternatively, parties without rogues
might chose to circumvent traps they
find rather than risk setling them off
when atlempting to disable them,

By preventing or aveiding the condi-
tions that trigger them, PCs can often
evade traps they've discovered. It's
unlikely that a poison needle on the
lock of a treasure chest can harm the
fighter who stands behind it when he
srnashes the lid, while sany adventurer
can aveid a pit trap with a rope or care-
tully placed planlks,

ENDIRANCE!

The easiest way to deal with most
traps is merely to set them off and
take the punishment! Barbarians,
fighters, and paladins often have the
hit points to merely charge through a
dungeon, setling off traps and accept-
ing the consequences. Monks might
lack the toughness of those classes,
but they have strong saving throws
and evasion.

Using this tactic spares weaker
characters damage from traps as
surely as if a rogue had led the way, Tt
also helps to have the toughest party
member in front when the PCs stum-

le across a pack of monsters. This
tactic becomes all the more effective,
if not appealing, when combined with
preparation and suitable resistance
spells and items. However, relying
on this straightforward approach
exclusively might prove costly, in both
healing expenses and lives, w
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by Andy Colling

OFFICIAL ANSWERS TO
TOUR QUESTIONE

This month's column answers an assortment of questions thal relate to tighting with mul.
tple weapons, unarmed strikes, or both. Send your questions o sageadvice @ paizo.con.

hen you normally get to make

more than one attack a round, imed

i are wielding bwo weapons, do
vou gel o add vour full base atack benus
at one attack or both? Would a eth-level

fighter count the 6 base attack bonus for

the fivsl attack and the +1 for the second?
Wonld you get ~Gon both the frse two
attacks and a +1 an the thivd and feaoeth?

Youur fill base attack bevus applics on
B first abiock you mate with eqeh hind,
T the case of @ Gth-level fighter wielding
o wepons, fie wses fis il +6 base
aitack bonus on the first altack with his
primary hand gnd on Hhe flest attock with
fag off hand. His secomd abtack with ki
privary hand has o bose altack honugs of
+ 0o if he hay o second abtack wieh g
off hawd (for example, if e bas Jmproved
Tivo-Weason Fighting), it also has a base
attack bovus of +1,

| have a T4th-level fighter with a 16
strength and 19 Dexterity whe fights
with two rapiers. He also has Greater
Teo-Weapon Fighting, Greater Weapaon
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Focus {rapier), Weapon Finesse,
Greater Weapon Specialization (rapier],
and all the necessary prerequisite feats,
His base attack bonies is + 1409 44,
and with Weapon Finesse and Greater
Weapen Focus, his attack bonuses
jurnp b 20015 A0,

His offhand attacks are made with
his beat attack bonus {+200. The first off:
hand attack is +18 (off-hand weapan is
light). His second offhand attack, from
Improved Twe-Weapon Fighling, is at
a -5 penalty. and his third attack from
Grealer Two-Weapon Fighting is at ~10.

Are those we attacks ata 15 and
+107 Are the penalties reduced by 2
becase @ rapieris a lighl SwEpon,
making therm +17 and =122 I'm net
sure if the negatives are final in the feal
descriptions or if light weapons sill
need to be taken into account when
caleulating these attacks. [ suspect that
my wa remaining primary attacks sulfer
a -2 penalty, for atotal of 413 and +8,

First of all, o rapier is ot a ligh!
weapon, It (s o one-handed weapon, as

described on Table 7-5: Weapons, on
pige 116 of the Player's Handbook, 4
raper s only freated as o gkt weapon Lo
apply pour Dexterity modifier on atinck
rills when wsing the Weapon ilnesse feut
{see thi Player's Handbook, page 1012),
Thus, & chanrcter wielding b rapiers is
wielding twa ere-handed weapons, and
stuffiers @ —4 peralty on atteck rolls with
bath is primiry hand end his off hand
[see Table 810 Two-Weapon Fighting
Penulties, Plaver's Handbaok, page 160),

Your character's tatal attack bonus
inet incluaing anp othancement bonuses
Jrorr the wempons or other gffects) is 416
{+ 14 (hase aitack bonws| w4 [Deel +2
(Greater Weapon Focus] —4 {fighting
with two weapons|). Batlk rapiers use this
s wltack modifier for the first attack
el s part ofa full attack. The second
atlack midle with ench rapler i at 5 less
i+ 11 ). and the third attack made with
Enih repier 15 at 10 less (<6), Th put it
anether

Erimary hand's rapier + 16411 46,

Off hand's rapice: +16/+ 11140,




Can T use Power Attack when fighting
with lwo weapons? How does it work it
my ofbhand wespaon is light?

You con wse Power Attack or similar
feats when fighting with two weapons,
Whenever you choose to wse Power Attack
jor Combat Expartise, or any similar
eifict Hhiat applies @ penalty on pour atiack
rolls}, the peralty applies on all attacks
with both weiapenis reads wntil the stert of
your nes tuen, ever 1 e benelit doein’)
apply toore of your weapons.

For exaveple, o fighier wislding o
lovgsword and short sword who. chaoses
to take @ 2 penalty on attack rolls
Srow s Power Abtack feat applies thad
penitty to all kis longsword athicks
andd all hiz short sword adtacks uril
the start of his next turn. However, the
Bonis or dimage wolls only apphes bo fs
tongswerd attacks, stnce i@ light weapon
can’t henefit from Power Attack {see poge
98 in the Plaver's Handbook |, This can
ke Power Attack n poor choice {or a
[ighter using hue weapons.

My character has 18 Strength and
wields a two-bladed sword, When |
ontly make @ single attackowith it, how
much of my Strength borus can | add
to the darmage? Does it matler which
end [ 2wing with?

When you make onfy o single attack
with a double neanon, the weapon is
treated s o fio-honded weapon, This,
yoird add 1-172 thoes your Strenglhic
honus (in Has cose, +6), 1 poee ased
Power Attack on this eitack, vou'd add
double the value of the penilly vou appiied
to pour atteck roll {+2 damage per =1 on
aifacis ). It doesi't reatter weich emed you
swihg with.

Can | thraw weapons with both hands?
What happens iF1 also use Rapid Shot?
The tup-weapon flohiing rules allow
you to nse Hirown weapens te Both fands,

As desiribed on page 160 1n the Player's
Handboole, @ dart or g shuriken i treated
as o light weapon for e purpese of hueo-
weapon fighting, while bolas, javeling,
webs, or stings are treared os ope-handed
weapons. For ather thrown weapons,
civnpare the weapon's weight o those
Hste here, Generally, o throws weapon

that weighs less than 1 pound {al Mediur
size) i effectively o light weapor for this
prerpoge. Weapons already defined as light
weapons are also considered fight,

As lorg as vou can draw additionsl
thirolvn weapons as @ fiee ackion {such
as from the Chuick Draw feat), there’s
Wi teison poi can't also vse the Rapld
Shot frat to ger am extra throw with vour
primary hand, For example, if o dth-lel
fihter fas Qi Doy Rapid Shot, and
Tiwo-Weapon Fighting, ke can throw heo
dagmers with b prismary haid and o third
with his aff hard, His adiusted base abtack
boreus is -+ chwith each dugeer (+4 base
attack bories, —2 for wiikg a light weapan
in fiis off hand, -2 for using Rupid Shot ),

Can a menk fight with two weapons?
Can she combine a two-weapon attack
with a flurry of hlows? What are hes
penalties on attack rolls?

A monk cin fight with hwo weapons
Fust like any other characeer, hub she must
aecept the normil peaaliiss on her aitack
rolle to do so, She can use an unarmed
strike ax an ofFhend weapon, She can
even combive bwo-weapon fighting with o
flurry af blows in avder 1o gain an extra
pttack with her off hand (Bt remember
bt she can ondy e prarmed strikes
or special monk wergons as part of the
[larry ). The peralties for uo-weagpon
Jlghting stack with e penaliies for flurry
of Blows,

For pxammple, ob 6t level, the mank
Ember can normally make one atiack
per rownd ab o 44 honus, When wiig
ey of Wiows, she may make o atacks
{using charemed strikes or sey special
ok weanons she holds |, each at o +3
ponis, [f she wanls fo make ar exirg
arbiczek with her off hand, she has to accept
i —4 perialty on her primary hand atbacks
and i —& peralty on ey offhoed attecks
fassteriving shie wislds o light weapon i
fer off hard ),

If Evitier as Twe- Weapor Fighting,
she anly has to aceept @ =7 penally
on all attaciks fo make an extra
attaet with ber of hand. Thos, when
wiclding o light weapow tn ber off
hand during a flurry of blows, she is
ahle to make n total of three attacks,
gach ab o fotel bonus of + 1. At least

ane of ihese attacks has to be with her
aff-hand weapon,

A 20th-devel menk with Greater Two-
Weapon Fighting can make sight atiacks
per rowad during o furry of blows.
Assremitig she wislds o light weapon in
her off hamel, her three affhand weapon
atbucks pre gl + 13008703, and she has
five attacks ot + 13413/ 1358/}
with tinarmed sheikes o ary weapons
she copries i her primary fend, [ the
st ondk alse has Rapid Shet and
throws at least one shuriken as part of
her furry ol Hlows (since Rapid Shot can
anly be wsed with renged attacks), she
can throw one additional shuriker with
ber primry kavd, bt all of her uttacks
feven weles attecks ) suffer @ =2 penalty
Thase, her full aftack greay looks like
this #1110 44 1111 ARG/ T primary
hord (B wiust be wath shuriken b and
+ 11000 1 off hand.

1 have a question about the unarmed
damape of an erlorged 20th-level
human monk who has Empty Hand
Mastery (lrom Oriental Adventures).
In my understanding, this monk
deals the same damage as & Huge
monk, My question is, bow much
darmage does a Huge monlk deal with
her unarmed strike?

A monks unarmed strike domiage
Jollows the noreal rules for weapen
damuge when e wielder's stze varies
fromm the norrrel vange, ey deseribed in
Tahle 2=2und Table 2-3 on page 28 of
the DunGeos Master's Guide, A Huge
Tut-bivel wionk deals 206 potils of domage
with her wrarmed sirike, since her size
categery is ineresed wn steps from
Midinee, the baseling for damage values,

A 20th-level wionk with Fripry Hoiid
iastery deals 48 poiets of damage with
her wiermd steiles, and GAS points of
iz When enlirged,

| wizh to make a monk/zoulknife, and
1 am wondering it the damage from
the monk's unarmed strike stacks with
the damage of the mind blade, IF not,
why not?

A sowelknife's mind blade iz noban
wnarpred strike, [ iy trealed s a weapon
and figs (ks oaen goree statishics (see page
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27 of the Expanded Paionics Handbook ). The monk's urarmed
strike domage doesn’t stack with & mind blade any more than it
stacks with the damage from @ quarterstafl or any other weapon
wielded by the monk,

Can a monk who has natural weapon attacks {such as a
centaur monk) attack unarmed and still use his natural
weapons? For example, let’s say he’s an 8th-level monk, Can
he use a flurry of blows and attack at +5/+5/+0 unarmed
{plus other bonuses) and then at +0/+0 for 2 hooves?

If the creature rormally is allowed to make both weapon
attacks and natural weapon attacks as part of the same fill
attack routine, the monk can do the save (making unarmed
strikes in place of weapon attacks). Sikee @ contaur can make
two hoof atacks in addition o kis longsword attack, a centaur
monk can wake two hoaf attacks in addition to his unarmed
strike attack for attacks, depending ow his base attack bonus),
The monk can’t use his natural weapon ailacks as part of
Fhurrp of blows, but he may make natural weapon attacks in
addition to his fTurrp Such attacks suffer the same -2 penalty as
the monk’s flurey attacks e gddition Lo the normal =5 peralty
for secondary natural attacks,

An Stte-level centour monk has o base attack bonus of +10
{+4 framm his 4 monsteous humaneid Hit Dice, and +6 from hiz
8 monk: levels), Ifhe performs o flurry of blows, he makes three
wnaried strikes, af + 84843, He can add two hoof attacks ot
+1/41 (=5 as secondarp weapons, and -2 from the flurry).

How do 1 kriow whether a monster gets multiple attacks

for a high base attack bonus? Some of the monsters in the
Maonster Manual have multiple attacks, but others dow't, even
with the same base attack bonus, Why doesi't a great wyrm
red dragon get eight bite attacks per round? After all, its hase
attack bomnus is +-440.

The rules for wowltiple atbacks are different for manufactured
weapons such as swords and bows) and for natural weapons
{such as claws gnd Bites), A creature wielding o weapon gets
wenltiple attacks based ow its base atteck bonus, regerdiess
of whether that creature is a gobling, a glant, or g pit flerd.
Regardiess of ils base attack bonus, & crealure never gets more
thar four attacks with aky given weapor purely from its base
attick borus (see the sidebar on page 207 of the DuncEoN
MasTer's Guide )—thus, (Fa greal wyrim red dragon could
wield o manufoctured weapon, it would =il only be able to
wectke four attacks with it as part of a full attack action {at
44014 35/430/+25),

Creatures do not receive additional attacks from o high base
attack bonus when wsing natwral weapons, A young adill red
dragon gels only one bite attack per rourd, even though a fighter
with the sawe + 19 hase attack bonus attacks four times per round
with a swiord or other monufactured weapon,
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s Get ready for a glimpse into the futire of your gaming table. This handy catalog will give
2 you a look at the full range of Mincrons & Deacons roleplaying game hoales, DOnGLoNs £
2 feactns Miniarares, and novels that are scheduled for release over o six-month period,
You'll diseover the catalog includes stuff that's hotoff-the-press and just settling onto
shelves, along with products that are o the not-so-distant harizon, (As well as a Few things
that Have been out there for o while, that you may still want to consider picking up.)
IF you think you could get used to this kind of thing, you're in luck. Bvery theee months,
you'll get airupdated look at the release schedule, so you'll know what’s waiting lor you
at your favorite hobby shop or bookstore and—more importantly—what’s on the way,
Iy It's easier to make room on your shelves if you know what's coming,

e




D&D’ Basic Game
“Author: Jonachan Tweet map .1[]:—:3, the DED Bosic Game® introduces Arst-time gains:
18BN 0786934053 ers into the realms of .fantas]_.r roleplaying with afs'éq"ieﬁ'-«_
ghbaTen00 of adventures that grow more challenging and complex’
' w8 l]'us}-' progress. As game play advances through the
*% 1z-page Adventure Book, additional game congepts arid

rules are introduced, more map tiles are used, and
tougher monsters are encountered, Characters 51ml.{1}r
accumulate experience and eventualij.?‘,ysu"n em}u.gh
XPs to level cup using the rules inside the Expaﬁﬁpﬂ :
Rulebook: {wluch also offers character generation rilas,” ‘ _'_~
more-detailed game play rules, and guidelines for ere-
ating original adventures.) At this point, players have
fully functional znd-level characters that can be played
in any Dunceons & Dracons' campaign until they're
ready for 3rd level and the Flayer's Handbool.

FVEI'T;FT?&IB needed to play is ingide:

:: o+ 16 fully painted miniatures (4 heroes and 12 monsters)
i E: ﬁuu]ile-sid&d rnapj;i_hm__ _ L m\%- !
| w 4 character sheet_s i i
T S « 7 dice
..;,a'uunwrt'lsll“'"""*‘*"”"'miﬂlil - - » Quick-Start Rules

= First Adventure Book,
« Advanced Rulebook «

,,r Tk .-J-i"" ..-.;'___‘ = E—si ey ke

/h ispei-s’ of the Vamplre s Blade™

Author: David Noonan

© ISBN p7869-3510-3
-.3'54-30?@0@; '

Jdin thi: ‘Hunt for an Elll;fi\?ﬂ.‘TIﬂltﬂr ron 53
A Brelish sp}sl,‘laﬁ staler: ﬁ‘ﬁiﬁ-{éﬂul ‘magic sword. and Uanlslwd In
pursuitof the fugitive ave operatives from a nuriber of other factions
intent on recovering the traitor, his stolen weapon, or both. As the
sliEBer}F agent flees across Khorvaire, only the most relentless heroes
will stay on the intrigue-laced trail and capt ure their target.

Whi,spgr': af the Vampire's Blade i5 a stand-alone adventure for the
Duncegws & Dracons' game that will immerse your characters
dAnthe TJSEILRDN- ‘campaign setting. Designed to challenge gth-level
“DErD® hem;-s it hiirls them across the continent of K‘Jwrr?mni with

ja.cxmn-]_:iaqked overland and aerial travel. e

x Tidke "&Ivamage uf the: RPGAS Player Rewards M AN HEONSH
'ngmm b}ﬂﬁmﬂﬂg ppmtb W|1}| thlu adventure, 2 B _
"1.\'1 : . R i e
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Mounster Manual™ ITI
~ Authors: Rich Butlew, Eric Cagle, Jesse Decker, Andrew J.

" Finch, {};.-.r'iéndoljrn F.M. Kestrel, Rich Redman, Matthew
Sernett, Chris Thomasson, P. Nathan Toomey, and others

ISEM o-786g-3430-1 " e i b A ¥
= : / Y | ~T"'
I_}'{JZIDDDG / .r“-i L 0 "r__ =, 4 ] L- ild

" Encounter Additional Adversaries and Allies
This supplement for the D&D" game offers a fully

" illustrated array of all-news creatures such as the
boneclaw, eldriteh giant, and web golem. Also included are
advanced versions of monsters s well as ractics sidebars
to help DMs e[fr&{!uvel}r run mote complex creatnres.
With information on where many monsters appearin the
Forcorren Eesanms and Eperron” campaign settings,
Monster Manual™ 11T contains an onslaught of creatures
prepared to challenge heroic characters of any level.-

Other titles in this series:
Monsters of Faeriin

Marseer Manual 1

Fignd Falio

U.S. $34.95

Frostburn:" Mastering the Pgrkls uf
Ice and Snow ij e

ISBN o-7l6g-2856-4
st ifo [ulale]

Survival at Sub-Zero : z
This supplemﬂnt for the D&D* game offers & detailedloﬂr_k tithe
impact of arctic conditions and extreme. colﬂ-wgﬁt’h”ér ENVIrom: -
ments onevery aspect of game play. Along with rules For adapy ng
to, navigating through, and surviving hazardous wld weather
conditions and terrain, Frostburn also provides expanﬂs&ﬂ mlﬂs }
fnr.?envlmnmeﬂta_l_.hazurds and manipulating cold w ga‘t._,her ale-
merits: Also included are new spells, feats, magl;]ffggirg pi'eat{‘fge
classes, ark{} monsters associated with i icy realms. o psie
f‘} ;

T e "'-'.’



Special Edition P]a}rer’s Handbook™

Authors: Jonathaﬂ Tweet, Monte Cook, and Skip Williams

ISBN o- ?369*3432 -3
7230000

Commemorating Thirty Years of Character-Building
Created in celebration of the joth anniversary of the
Duncrons & Dracons game, the Special Edition Player's Handbook offers collectors and players

. a very special way to mark the milestone occasion. This latest edition of the Player's Hand-
ik book is enhanced with a luxurious leather-bound cover embossed with gold foil. Complete i
a with premium giltedged paper, beautifully designed endpapers, and a page-marking rib-

bon, this latest edition of the Player's Handbool will be an elegant addition to any bookshelf
and a dramatic centerpiece at any gaming table,

U.S. $75.00
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%ﬁr * Libris Mortis:"

~ ;3'@' The Book of Undead

mt'i_ -iuthura Pmdg.r Colling and Bruce R. Cordell

] IQBH o-7869-3433-6
e 170240000

‘Creatures from Beyond the Grave
This lavighly illustrated supplement for the D&D” game
presents a comprehensive overview of the most varied
and frightening creatures in fantasy roleplaying.
 Along with the physiology, psychology, theology, and
~ sotiety of undead you'll uncover information for cre-
- ating, customizing, and combating undead characters
E Hnﬂfjﬁonsters—inctuding strategies and tactics com-
x.fmdniygmplo}re:l by undead and those who hunt them,
e Wit'l:énew tules, feats, spells, and prestige classes, Lilris
© Mortis: The Book of the Undead also provides a wealth of
information on traditional undead, along w:l:h a host
- of new monsters and monster templates.

* Related Title:
- {raconomicomn

US. $29.95 :

Releases
Octoher
. 2004
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SHINING
SoOuUTH

Travelers ta the t.lfu.tanL lam'.fs bE}FDJl'Ii tl'I.E
Fi're;teap Mountaing TELUTN T.-nth mct'ecli il
ple and places they ve encountered or avoi the
wizards of Halruaa: and wemics of the Shaar m’t?];le halﬂmg% ol
of Lurien and the half-drow of Dambrath; the d&meps of the i)
region are as varied as their societies. Discover each of the
many realms of the Shining Senth; along with the magic and
monsters native to this dlstlnutwelj.-' diverse cormer uf the
FopgorTen ]{EALMS game Settm,g £ :

.t New prestige classes
 New spells @
% Short adventures

i -

Other titles in this series:
Underdarle
Unapprochable East

Bl e s ST

Miniatures Starter Set and

Aberrations Booster Packs

Unleash a Horde of Unnatural Monsters

Focused an the theme of aberrant creatures end the heroes that battle them, the Starter
‘et end Aberrations Booster packs draw figures from key DED ticles, including Complize
|'J|‘1.ring"'. ﬂqu1151g|-.,1ianuu[" II1, Serpem 'Kingﬂumx", the new EHERRONT Cﬂln]:ﬂign Setting, and the:
first EBERRON adventure, Shadows of el Last War™. ;

Each Starter Set contains:
# Twelve randomized miniatores, includ- % Complete basic rulebook for head-to-head

ity at least pne commander miniatures combar, updated for 2004
~Prepainted * Checklist for the Aberrations set
— Fully assembled
~Durable plastic
~Collectable
# Double-sided stat cards
- For usewith the [ErD® roleplaying pane
~For Faze, head-to-head miniatures combat

# Ratrle grid mapshest
=8 all-new tereain tiles
# Damage counters

« ro-sidad die

I%1:'511{-3:1' Set

11.5. S10.00
Each Aberrations Booster Pack contains: ISBN ?{'?359-35504
* Fight randemized minintures = Deuble-sided star cards . RRbELIDIS
-P inted ~ For use with the DEDT roleplayin : Ll
lisaaly Playiae Aberrations Booster Pack
— Fully aszemblid geme :
—Durable plastid ~ For fast, head-te-head mﬁnatums U.5. S12.99
15BN o-pdtig-3R01-4

—Collectable combat
‘ ghizqoooo “

: S.I-K{}-' different DerDeharacters and monsiers are available in the Aberrations set. : gt

© Related title:
- Giants of Legend Huge Pack

. Septumber 2004 DRAGON 323



P]a er'’s Guuie to Arcane

Ma c for All Classes

: Author Richard Baker

LA

=S BH: o-7860-3435-2
:?9253_:1:::00
(;hamcte:s Charged with Mystic Energies
This supplement for the DED® game provides everything
you need to emphasize thlg power of arcane magic for
character of any class. Along with new base classes,
prestige lasses, feats, spells, monsters, and magic
. items, Compleredncane also provides guidelines for spell
duels, 1rn:ag{le organizations, and other aspects useful
for Lr\eatlngg campaign world imbued with magic,
Y
Other titles in'this series:
Camplete Divine
~ Complete Warpior =

Righard Bager

U.S. $20.95

_.’:S]:iam: City of Towers™

# ‘v“uth.h"-‘“l Keith Baker and James Wyatt ta explore the awe-inspiring city of Sharn—the cen

g ISBN 0-7860-3434-4 terpiece of the EBerRON" campaign setting:
__Sﬁ;jzijuoo |
# Descriptions of over 1oo city dis-

Dlscnver a ﬂ'l‘}* Filled with End-

- less Adventure

- Diveaboard . skycoach and hurl
:;rmirs&]f" intd adventure amid the
's;:mring towers of Khervaire's maost
':§§Ea1aeular city: Plunge into peril-
ous aprial battles miles above the
earth, Embark on deadly expedi-
ticris through the bowels of the
© city. Arrange clandestine meetings
in shadowy taverns and undertake
,déring quests to faraway lands,
For those bold enough to seek it
the City of Towers promises Hmit-
less excitement, dauger [&me, and
Mrtune

B

Ebervon Compaign. Sert;-ng g
Whh'p;rs of the Vampire's Blade [l

¢ BONUS—An EnErroN soundtrack €D, featuring twelve tracks of
ﬁtﬁer"fitles o original music composed specifje. a.]ly far use with the Fnenrowm
m thisderies: e campaign se.tl,mg, to enhance jrffir gai’hmg BRPETIETICE.

tricts, !'eéturing details of at least -
one notable location in each one;

= More than a dozen new guilds and
organizations to help or hinden
characters; ineluding the Deaths-
gate Guild, the Circle of Song, and
the Boromar Clan

t Fully stated NPCs ranging from
specific individuals to generic

citizens ' ;
# New feats, spells, prestige classes,
magic items, and monsters
« Detailed maps of Sharn and vari-
otis locations around the city

U.S. $29.95




e Races of DEStiIl}'m

X _ﬁ.ﬁ'%:hﬂrs_: David Noonan, Eric Cagle, Aaron R::isehherg
’ o -

“ ISBN 0786934367
| Gpapocon

Heroes Adapted for Adyventure

‘This supplement for the D&D’ game provides detailed
‘information on the psychology, society culture, behav-
ior, religion, folklore, and other aspects of the races of
destiny: humans, half-elves, half-orcs, and illumians—a
new rage presented here, In addition to new subraces
and monster races playable as characters, Races of Destiny
alsel provides ngw prestige classes, feats, spells, magic
items, equipment, and guidelines for crafting memorable
cadventures within human towns.

Related title:
chew}' Stome

U.S. § 29.95

Map Folio 3-D
. Authors: Robere Lazzaretti, Dennis Kauth, Todd Gamble

ISBN o-7860-3437-9
170270000 |

Construct Ground-Breaking Adventures .
Encounter intimidating towers, comfortable cottages, an inviting tav-
ern, and other three-dimensional structures wich the aid of the build-
ing materials you'll discover inside: Thi'ir_accessory for the DED® game
provides a small village of highly detailed cardstock huildings, walls,
and other structures for you to assemble and use in any game. Scaled
for use with Duncsons & Dracons’ Miniatures, each building may be
used individually or combined with gthers to create a virtually limit
less array of towns and other settlements. Full-color exteriors enhance
“your game and capture your players' 1magm&uou ‘while black-and-
“white interfors allow characters to I'”ull}r explore each model.

['Jrrglna!ly developed for the Fold-Up Paper Models fvanwe an the afficial DED web-
- ite, these models are the thivd in e new serigs of ﬂlﬂ[EF‘TIﬂS r_'rmted to hetp yoil add
; -ﬁmrul' and functionality to vour DED game, .

" Other titl_es in this series:
~Map Folio 11
Map Falio T




Races uf Stone

o anthors: Jesse l.:lec:kLr, Michelle Lyons, Travid Noonan

ISBN o-7860-3278-3
hLaFO000

Heroes Carved from the Earth

This supplement for the DED" game provides derailed
infarmation on the ps_}:fnho],c:-g}r, soeiety, culture, hetas-
ior, religion, folklore, and other aspects of the races of
stone: dwarves, gnomes, and goliaths—a Tiew Tace pre-
gented here, Tnoaddition to new subraces and monster
races playable as characters, Roces ﬁ:f;.itu}ne also provides
niew prestige classes, feats, spells, magic items, equip-
ment, monsters, and rules for magie rune circles.

Realted titles:
Ruﬂesﬁg Deatirty

-U'.S..'_ $_zg._9_5__ .

Map Folio I1 -
ﬁuth{:rs Todd Gamble and Rogiﬁzarettl
ISBN o-786g-3280-5

ghLfnooas

Discover Ancient Siics%__anﬂ New Adventures  +

Other titles in this series:
Map Folio 3D
Map Falio 1

.
oo



_dzn Future™ | e,
~ Authors: Christopher “Perkins, Rodney Thompsen,
JIJ Wlker ] e ' 1

- ISBN 0+7869-34239
8859??0900 : 2

ng]:l Tech Meets I{lg]'j ﬁd\-"ﬁﬂturﬂ

The future is what you make of it. With access to
sphce. travel, L}rbcrnetwq mutations, mecha, and
mote in dzo Future, heroes may battle across alien
worlds, survive on postapocalyptic Edrth, voyage to
 distant gd]éxi&s; and explore alternate dimensions,
Ch\&i'gz: }ruu*r weapons and embark on never-ending

- adventure within the infinite pogsibilities of the near .
and distant, Fu.-tun&‘.

o' use this pmduLt i :1130 need tl‘yﬂ d2o MODERN
RJ}|L’]:I]{E}JHS Gae core rulebook. - t Tk A0

R'._'elated Title:
2 Modern

ISBN o-786g- Sapdor (B .

854100000 : -

*

= 'Ram: to Uncover Secrets Buried IJ}’ D]SﬂHtEI i 7
 Thé ruined House Cannith citadel of Whitehearth holds the Ly

to constfucting a terrible m&gm weapoi. Agents of the Emerald

Claw will stop at nothing to recover the ancient device. As malev-

“olent forces hunt for the artifact, resourceful hames bartle the

- petils of the Mournland to reach Whi tehéarth Imt and discover

' the secrets that lie within, _
i -

Shadews.of the Lasr War is a stand-alene adventure for the Duwn-
arons & Dracons’ game that will immerse yvourcharacters in
~ the Empnwon” campaign setting. Designed to challenge 2nd-
level D&D heroes, it pits them against one ol Eberron’s most
nefarious erganfzations.

- Tate edvantage of the RPGAs Player Rewards Program by scarving points
“with this adventure.

I;)th&r Hl:lee. in this series:
iy Hﬁﬁperq nf the Vampires Blade
Eberron Campaign Setting
J,Ehum City u::-,f Tuwers '

_-Awilal:le




Authors: Bruce Fu. Cordell 1111:[ Gwen;iaﬂ;f,m :

ISEN o ,‘.-'Efuj 3420-8
(il pednlotaloles

Explun_ Mever- ['.ntlmg Realms of i'id‘hfeutu.re E
This supplement for the DY gﬁm\é pmvlllie& eve T
thing vou need to ereate and play chiaracters preparﬁ'
for the odyssey of planar travel, 1n-::l1.1d.1ng new Pla‘ﬁa
races, fears, equipment, SPE].J.b and magic items, T
Flanat Handbook dlso introduces lhe power of plangs
tu:rucflstones, along with details and adwvice for msnmg‘;‘},
dozens of planar sites.

Belated title:
Manual of the Planes

U.S. $29.95

Scrpent King doms”

 Authors: Fd Greenwnod Eri¢ L. Boyd, Darrln Drader

ASEN n::n-?&ﬁgég a7 5
_'g'ﬁ'sﬁﬁcrodﬂ_

_ Eraw]mg Evils Never Sleep -
Chilling fiveside tales describe the fell plans and foul actions
" of the horrors known as the Scaled Ones: lizardfolk, nagas,
* yuan-ti, and their sinister ereator race, the sarrukh. Inf-
_ nitely patient and ruthless, the insidicus serpentfolk seek to
enslave all of Faeriin's other races to breed them like cattle.
‘For, those bold enough to peer within, Serpent Kingdoms offers
an ungettlingly detailed look at the malevolent serpentfolk
and lizard races of the Forcorren REanms’ game setting.

“New monsters
o New feats
# Dozens of serpentfoll: sites

Other ﬁi‘r_ies in this series:
:Ra{és:.clﬁ.jf’uerun
Flayers Guide vo Fagrun
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RO N (%nmpaign 1

- o 5 3
i e 7 R0 5 =, # : 4
o Crented byiifei Ll1¢‘Eu]£$L- CIAMPALGH A . . Aucher: David Neonan
T 38 e { s — g A = el La
t omuthors: Keith Baker Bl Sloviciek, 5 SETTING o

. ISBN a-?é{-g-gr,-'z-4

James Wyack Biazhnocn

[SRN o-plig-1a7q-o
tel i lalaFale el

Wieckd Power Granted |:n:,' the Gods
This supplement for the DEDS mamne provides enrthing
v niawd o create divinely inspiied charnoters of any elass:
."I.IrEmg whizh ner bose clasies, prestize clagses, fears spells;
magfc:ite:h‘ts. and relics, Complets Tiwinm also provides
puidelines for incorporating eeligion—iiem mysterions
umts L‘f] Fuﬂcrm"f theatmicies—ints yaur - compiign,

I

a;q'-'%nd Action Aronnd Every Corner

2 ol the Warld '

" Grab your pacl and leap in an action-

b "(_'Fmd,iu1rlﬂuﬂ-luéé'r'.1'wnr1d_ el elnenisic

- adiencice. Within the Fasrsas Sompare
forming, you'll discover a wser, miehly

b .
deratied world inflsed with magicbnd 8 Other titles in
-{'.r.:-iitin,g't-:l ber Fillisch wrich daring escapadies’ NS REELTLE IR LS this feries

cand dangerons exploita, Theos open _l;i}_e._ i : § L'nmﬁ.étﬂl:\:‘t‘rqg
; { Compdete Wariar

|
f

:\J.'!q}'\.h-.:l'—il:rld, b ready For an.:,rlihhjl‘g.

; .'I'Em__it_l_e this bool, you'll find all th_é"'i']{gﬁﬂs }'Uu’!lnmﬂ e embark on

o0 SDHGEONE B DRAGONST a.dv_entures?in'-‘thi,“tapé]ﬂng waorld'of Eberron:

éq": A TIENE TACHS] l;hllrkqa']i?gr kqlll,_sh_lnl,r._.s;]:{fﬁ_!r, and warlorged : ]

ff%ﬂv\mlp v fencs, 8 e prestige clusies, and a new chizacter olass: the artificer
. _ﬁew equlpnient, wespons, spells, and oigie itams )

3 _f?*.b{p}?rmdngje;a;lg.nd menster templaces

 Highly detailed regions, new organizations, and a shart sdventure o laanch

- yous catpaign _
T - ikl 1 B : & i
ettt of e material yau 1 find inside the EBERRON Compaign -
ting catiaise he wsed i diy otber eisning campaizn donid. ¢ i

haiaie o th Dot Wo-
Wiispersof the Vaspits’s Blade
SrE . ,,1'

TS, Sag.95

Giants d{:- chendm Hugc Packs

|
) : ' ISBH n-7800-3640-5
Book of Exalted Deeds™ g afjoracon : &

Authora: [ames Wyatr, Christopher

4 b G . 4 . e P + 3
S0 Dariin Bradar b Reinforcements OrM}ﬂut Proportions

i [ b le in the shadows of lasgee-than-1ife heroes, villaing. and nienecersl
[SBN.'D-?&S;:}I}G-E {hnl_lr::ngu_: wour friends te fast, head-tochead combat, ov join them ]ll-.'iI -
Bdaatian Dusnsecss & Draccss’ roleplaying mame, These prepainted churagts s

aned minnsters are ready foraction—right oo of the box,

e —

Each Gignts of Iegend” Huge Pack contains:

" il ® Mine randomized miniatures

Strike Down Evil with the Sword of : _;_?”H’f”_"“fﬁ S .
]:'nlig]llrum-:m ORI S
R el —[harakle plastic a
fhis wupplement for the DED® game i
o 2 ¥ 1 -Cal lsaealslie
iscnteadeds For materee sudionses and S =0

: E * # Double-gided staristics cards f *
provides players and Dungeon Masters [ 1 : ¥ . |
ol i a —For pse with the DED roleplaving game 3
with dnspifing subject master thar will e
N ; 5 ~For Fast; head-re-head mindatures combat
bréaden any campaign, Included is
decailed loak: ar the nature of good and

The Glants of Legeod ser fnteaduses 22 differant

; lex challenges that face thoge ;l
BieiFoipex chipllenpes thut Toce thoe . TER charertersand menstees, feluding 12 g !
&
¥

wih join the eternal surugg':-:: on the
aide of the moral and juer, Along wich
exalted feats, prestipe classes, and apells,
the Bk of

miniacures, and {eacures minidturgs from 5 vears of
DURGEONS & DRAGONS produces.

wl Deedsoplso  provides

desceiptions and statistics for a host of i & 3?
creatyures and celestiol pavagens tooally f [
I : Telated title: EE ¥
“'-'J.Eh WITLigss ':h“fi.”:ti.'l's.. = v 5
Abbergfians Banater pack o
Dther titles in this series: g

Buok of Vile Duriness
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Thlu -:|:||_'.r_|'.|:|¢:|r1|~r|r Torsthe nEn g..l,mc' presentsan inexhs u.ls.f1|1|-: ,,-::-ul._'bqr
uf T waleg o fnkrod ed e oG o n s gl.:'r:l\‘. b
In qLc]@ hre ialan tions, and Alteenutives torhe standisd DED rules
WO cat ¢]!u-:!\.¥'e From el it oy canpaign’s srple of play, Feon Ui
c]-n"s’hps fpcég, Feati; and ahititles o altesmate apelleagiipg aysreina,
L;gml:raﬁ o cémlp:ugu up:iuns Unggrthed ierana offers & tremendous
gty olwacesial for vou w0 Lx‘glqm

& Deaguns

LUNEAIL Tlm O

"k’i‘L

: T]:le Book of Dragnns .,
. Anthors: Andy Calling, Elglp {'.fﬂ]iams, James Wyart

ISHN n-gahneaffg-o
J?ﬁ'ﬁ"-ﬂl}ﬂﬂ

"

f

Ancient Creatures.of Legend .
J'f|.]1l$ lavighiy fllusceated al.lP]:-lEl:llE'!tl For e DD Blne. presents @
fomphehenaive. pvervew-of e most evorative ereatocés In fancasy

paleplaving, Along with the physiology, psychelogy, persenabivy, and

Saocioty of dvagons, von'll discover statistics for all ten of thesclaggie
~dragons at each of their twelve age caregorieg, With new fantd, spelle,
mngic items; snd prestige classes for dragons, their allies, and thoge
< hrase op foolish enough hune el tracaramivin: The Bagk of Dragons alio
Iwuudts illystrated lairs for r"L-:.h ﬁfwﬂ'l.\? classic dragons and rules far,
g ariting Th-:_-:r abl-important ¢ :'crra.um'hn 3ol 5.

e

Other dtles in this serivs:

Liliele Martis

i

; Gﬂmplete- Wamnr

S Authors: 4\@1; Saliing, David N(IQI;I,D.I'I.., Ed .St'l,ri;

}%
i
E’

C TSN o ;"&Ihg =otE
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Fm*g%?yur Name in Battle ;
Thisgupplemens for the DD game provides everething you need to ml:-ld b
any charatter intoa foree to |:| rickaned with in combat. .l'!.|ong1.\ ith e
charaster cliss: ik et classies, feats, spells. and magic itemns, Conpletes
“'::..I rio alag Pru\. 1:15 -sgull.]-: lines for running a marsially Focused campad
atid adwi u.P: onxcpenting your own prestige classes and Feats:

Cllh.er r.iﬂ.ea i r.lm

Caii r'm Tivine
l-'.-rr<|=5!m Arceng

HSEM aphio-gqa-2
Aisorocon

 Imaide She pockers of a :
procecti RSP |

find & %ef Ui:};{da-:rp.s E Draccms
record shigrss=and mare, Furmnttvle in a newrfolinande
Inyranat, eich record has 'sl-::nl.',.nf e 10 e track of :

ewirgthing that makes cach of sdnr characters unigue,
in{t'|u|]'i'r|g'|ixl1'.'| space for adding sew clpss featunes and:

character.

abilities for your muliiclass q:ll;r't'hi':m .

Ie T des: e

# Ten lour-page charaiter secord ghests for nae with
each of the charaeger clugses lﬂg& Fleyers Handbars,

= fourpage generle DEDSehardorer vézand sheet.

= Quick-reference  zpell sty dop all spellcas g
elasses in thePloper s Handbeakand spelleasing preg-
tige clagses in the Dungeon Master's Guide,

ot o

reenrd

botins, e charactar

four-page Monrera"
shaet, i
-E\'I.'I'}'_--C'lllulf."l.'t!'l' vangel sheer and el i s LII'.'EIKII(‘T.I et e i
o pldEanofy w0 _rfIJ_I'|-' afways fave a feesh sheer onhage when
© ol meed ane,




Deluxe Dungeon Mastm’s Screen

[5BN -:w;.f&ﬁg 34230
[+ 885960000

Bahind ll:ﬂhis sLurdy.
. = foursponel toreen, yon
- tral all that tales ploce in the-Lantasiy cealms of
o youT Dunsness & Do pumie, Featuring sbunoning
newerare, this invaluable game aid helps vou guaﬂxﬁur
L nates, die rells, miniatores, and athes aurprises ot

i x;"_'\.ﬂ:hi]ﬂ_' praximizing the spuce you Rave behind i,
Each jamspacked panel containg a number af waeful
tables taken directly from che ralebeoks, Every mhla
includes & page nomber: referonae A ST et
locuk up mare detsiled 1"fl:-rmufi’u1 You'll alee find
|;‘ Rhlﬁ metifeds a.pl_x’wf's:l‘l]_ly for chis serden to
oo get che mfermation you nreﬂ it -:|_'|.||.|':k'|:.- A
B‘rglcdurmg [IJ.I.}' f

Als Jn(.%l ifs n-ll"l"‘us rumf-panrl By gm'ed ronwdrd - the
T |||r|:|m;L-.w ld efvenr daa h{l:lD.Eﬁ'H’ |'\C|‘.'l'l|:~.'2|;gll.-]:e|::]'|.lsv
Bl fully slapport chi dae” S;:-*uem thedy ear: e s
appirictely or tagether by an experienced Sungoen .,ﬂ-j-:;l‘[“f or
-'I I'.1|:||||-.‘?.".'I'||1£||.I i

i wour players' eves, The new landscape format makes it :
- easier for you tooses thie table i front of your strean

% Tﬂpmgn Settmg

)

pitadels, The Fomcorrrs REanss iy e
-l:u:lmprthenslw fanrasy workd ever describad!

;cwdumtums in the FoRGoTTEN REALMS setting:
% new Fullcalor m'l]'.' vl' Faeriin,

;f'

J\Lt!-\. e

ﬁﬂh-asu.uru to bieginn your campaig.

* TEBN o8RG tha 5 g LN

J:i,nra B Gred n“um‘l Hian K Rc}umlﬂ:. Skip h:]l]auns Ri.'t]:l Hmn.mu .
BliGsoaeg

lcome ta Faerling a land of high magic, meerifying mensteps, ancient

Gk id hidden wonders, From the Fnr'l:hrdv.‘hrg foreuts of el Gilver -
-M&Nh 5 o the :qem]n‘s cities of the Inner Sen. Foerdin ;-f:mmp.pﬂea
aiﬁnl:ng k_]rlgd:nm,z., mongrer-infestad wasbes, endless cave rn}_,*uml Si1IELaT
tay presisfibs the most

’[f]ils.-hnok contains all the detnils '_,-nu meed to Pin}r ]}LI:NGEI‘.'IHH 2% JJH.ﬁbbbf;

IE}LI?'IL!EL:II.]EI'J. reg!m:ls Tt THOTLELErS m};sn.e.rmﬁauu &m.‘l t?w:- shore

ﬁrc]]ﬁen&sm Expansion Packs

ISEM o-pBho-y45q-8
lE RO 00

An Infernal Tnvasion
Brace yoursalf for o random encowncer dominaced by

“deminns, denrle; nnd cther quiaiders, alongwith a horde

of herces, villaing, and maneters. Taken ﬁ'lr-.-\]ll_?;]:'[ Iram
DEm rulebonks, sich as the Monaer Mantal, Fancerren
eanzs” Lompaign Saeing, Miciateees Hapdbook, © Bsionics
Handhiok, und Sevage Sascies, these characters and
manEters ave ready for bartle—right ourof the bos,

Each randomized Archiiemds” Fsp&uwlcm Pack concains:
# Bight collectable minintures

~Prapainted

=Fully assembled »

=Durpble plastic :"E
* Double-sided sraciatic cords s ¥

=Far ase with the DED roleplaying gatte o,

=Far fuss head-to-head mindatores combat ﬁ

siaty et DEIY chararrers and monsters are quaitoble i
the Archfierds" =L

Bl 3 l Gl
Deities and DEmlngS‘
Author: Rich-Hed mend, Skip Williams, Jamis

Sopurce ol all
Divine Power
Thiv supplement for: the D5D° gane  provides
wrerihing you need oo create, contral, and eall npon
the most poweerful beings in your eampaign, (neluded
i desoriptions and siaifsties for oeer seventy gads
from four fully detailed ]:-unrim:-u: Along writh
sugpestions for c"uaun,g seolr own mods, Ivities dnd
Demigods aleo dncludes mft-smun-:-n on advancing
characters Lo godhesd




~ Amber and Ashes

%{_ The Dark DisEiPlE; Vq;]:!l‘ﬁe (ne
E}a " Author: Margaret Weis
3
?A

ISBN o- FAGg-32570 s
The mysterious warrior-woman: Mina, breoding on-her .faﬂu&ro and rhe
deach of her goddess, makes a pact with evil in aseductive guise. Marga-
ret Weis returns to DEasontance” with this Arst 11131:9.]}:::1&111; ina dark
e and exciting new trilogy.
;

Hardcover
f 525095 U.5,; $35.95 CAN

- T]:u_-. T;arn Swnrds T

The Hunter's Blades Trilogy, Book 111 ; ,
i Aunthor: B Salvatore

?: ISBN c-7l6g-3360-7

Mithral Hall is under siege, Nesmé is overrun, and even powerful Silvery-
moon braces for war, Through it all Deizer has fought alone, but as the
conflict draws to a bleody conclusion, the Hunter will have to find allies

both new and old u_r-‘di_nir.l :

S
£ ‘Other titles in this series: =X $
r The Thousand Dres (ISBN o-786g-2004-2) i -
Tig Lone Drow {ISBN o-860-7012:8) = 5
: ; Releases
Hardcover g‘g‘g&r
$20.95 1.8 835.95 CAN

g
M&nmﬁmnuy; g 3 : i )

b Thirty Years of Adventure:

A Celebration of DUNGEONS & DRAGONS
“Authors: Wizards of the Coast, Ine.

ISBN o-786g-3408-0

This new collector's book celebrates the rich history of Dunceons
# Dnacons by taking a look at the past; present, and future of the
DD brand, The hook is filled with essays and photographs of the
events, products, personalities, and art that have graced the world
of DUnGEons & Dracons over the years. Rich in vivid detail, each
page will help tell the story of the evelution of the D&%ﬁxpﬂ‘b
ence and itz place in our culture. Even celebrities will he*pa!'t of
the action, whether by sharing their fond memo-
ries of sitting around the gaming table or relat-
ing how the DD experience has shaped their
lives and their careers.

5 RAGHNS

tewznd bty

549.95 US, S09.95 CAN

126 pmaﬂﬂ.iiﬁ September 2004




e N A £ i o Ao _"-‘- -:..---.“II
é .F E __ W "~ £ q’,i \.‘\;Pj- I .'I
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he Best of Wc}:. nuJ Hu:l:man

L - Authors: Margaret Weis and Tracy Hickman

TSBN o-7B6g-3660-X

A collection of short stories by Weis and Hickman, along with tributes from some
af the many authors who've worked on the Dracon Lance setting over the years. A,
celebration of twenty years of the world of Krynn.

Paperback
'§7.99 U.5.; S1o.99 CAN

i WELS &
HickmaN

] Test of the Twms _
: ]_.egen&s, Volume Three 5 s

Authors: Margaret Weis & Tracy Hickman
ISBN 0786933887

.L:Caramﬂn realizes the painful sacrifice he must make to prevent Raistlin’s
final embrace of Evil. 01d friends and strange allies come tagether to aid him,
bt Caramon must tale the last, greatest step alone. The step into the Abyss.

Other titles in this series:
Tine of the Twins (ISBN o-7869-3158-2)
. Warof the Twins (ISBN o7869-3217-1)

. Hardcover
$24.95 U.S.; $34.95 CAN

3 'ﬁm Legend of Drizzt, Book 111
i ._&.ul_:hor: Pof. Salvatore
Introduction by: Margaret Weis
~ ISBN o-7Rbn-3081-0 .

The dark elf Drizzt emerges into the light of the World Above and finds
- allies and enemies where he least expects them. The saga of one of the most.
~-=_shelmrr~d characters in fantasy literature continues, with new material from
j the author.

“‘Dther titles in this series:
Homeland {ISBN o-7860-3123-X)
Exile (ISBN o-7860-3126-4)

Hardcover
Sa5.95 uss $35.00 CAN




Annihilation
R,A. haI\’al ore's War of the SPITJEI' Queen, Book ¥
A‘Mﬁ[}r Philip Athans
: ISHN o-786g-12 176 i -

Wh e ‘Menzoberranzan fights forsurvival, a dwindling company of would-be

. aaviors travels the limitless expanse of the multiverse in search of a goddess

S who ctuld be dead or could have simply turned away from them. They might
- just surwive the rrip, but can they possibly survive the Demonweb Pits?

IHlI Il‘

Other titles i in this series:

Dissolurion by Richard Lee R;.rerb (TSEN o-7865-2044-5)
Thstprection b}r Thomas M. Reid (ISEN o-7860-3033-0)
-Cﬂlldl?mrl:t'llérl by Richard Baker (ISBN o-7865-3202-3)

Extinorion by Lisa Smedman (ISBN o-7860-2080-8)

. Available
Hardcoy | Now
$24.95 U-Sf§34 .95 CAN
leards Cunclave
The Ape of Murtal:-,
Author: Douglas Niles ﬁmﬂ@'@:l&ﬁ‘]‘

ISBN o-7869-3351-8

In the wake of the War of Souls, wizards are summoried to the Tower of High Sorcery
ba fora high councilaethe first new conclave. The furure of magic will depend on control-
- ding wild sorcery and on the whim of a mysterious newcomer.

Other titles in this series:

- Comindrum by Jeff Crook (ISBN-o-7869-194¢-3)

- TheLioness by Nancy Varian Berberick (ISBEN o-786g-2752-6)

5 :Dmk Thane by Jeff Crosk [ISBN o-7860-2941-3)

'anner :!}'.Haverl by Nancy Varian Berberick [ISEN nr;\'ﬂ-ﬁi9-332?-;}

LDCDETAS MILES

. Paperback :
S6.99 U.S.;  59.99 GAN P
e LR T T e g | RS i b i

Fursa]{en House

i o |1e Last M}?‘t]‘l:-ﬂ Bool I
Author: Richard Baker

ISBN o- ?869 326:::- e}

- House mal'd!'agi‘ﬂl is an ancient cabal of demon-spawned sun elves, burning for
vengeance. Araevin is an elf mage who discovers Dlardrageth's return and may
have to spend his sanity to defeat them,

Pa [mrback
$6.99 U.S:; S9.99 CAN

N
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DUN.GE{M.\TS :

i PREORDERS
| NUMBER TITLE | MSRE
ROLEPLAYING
QB4 FeO0 Dl Basic Game [Sepramber) Sz4.00
umjmmm Momster Mannal [ 3eprember) 53405
i 1rsHooen Frogrburn {September) 534.95
3 Bbga00000 Whispers of the Vampire's Blade (Seprember} So.o
 ipgazcaco Special Bdition Player's Handbook (Octoberh 7500
179240000 ‘Libris Mortis The Boak of Undead {Octoher) fag.05
1730000 Shining South (Ortober) Sanng
_ifgasoaca Complets Arcane [Movember} Saggs
g aoennn Sharn; City of Towers 1 Koveanber) S20.08
_r.vgzﬁu-aon Racesof Destinyg [Decamber | LS008
_:-,rgz;onm:- Bink Map Folie 30 {Decamber) So.05
NOVELS
T[] This Two Swords {Dctober) L2505
:grﬁg_c,gncna Thirty Years of Adventire (Qcrober) Sanog
irgfgoona.  Testof the Twins [Movember) L2495
_'gﬁj{amnoo Sojourm { December] Sz5.05
:96556-::-:-9-} Flight of che Fallen [September] S6.00
_-glf-ﬁ;mob_i:i . Dragonsin the Archives (November) Gr.ag
MINIATURES _
_gAbEocns Sturter fet {October) Sin.on
: _gﬁﬁmbb{l Aherrations MI)SNF-P:}.I‘;‘: [heenber} Sizon
~ROLEFLAYING
Dursnrans & Deagoss® Rolepliping tame
CORE RULES ;
_ITEIAOOBG Flayer's Handbook v 3.5 320,05
__Frsanano Dingeon Master's Guida v 3.5 3z0.05
_ErrEsaana Meonster Manual w15 i 320.05
__obbgfonng &I Core Rulebaok Gifr Set 380.95
SUPPLEMEMTS
__pbibioona Expanded Psionics Hendbaak f34.05
__Blirsfoono Unearthed Arcana -~ 534.05
__IygEenonn Flanar Handbook Sa0u05
__Rnzhoacn Complers Divine S20.05
_rpbhganca Complete Warrior Ba6.05
__nbsfracoa faces of Srone S29.05
_ BEabfcoon Monscer Manual [T Sa9.95
. BESSTonOn Fizngd Falic Saa.95
|+ BEoggooao Monster Compendinm: Monsters of Faeriin LRV
L ptillacoo Meacanamicon: The Heek of Dragnns Sag.0n
£ _Eﬁ.rﬁgotmﬁ Epic Level Handbook ':?':5'3.9.95
__BErsEnoco Savage Species: Playing Monscrous Heroes an.gs
_ BREzgacooo Manual of the Flanes 529.5}5
_ BBgenon Deiries and Demigods EELR
_ Absgqnaca Oriental Adventures 53095
__diprraocn Liwing™ Grevhawl® Gazetteer Hzbgr
__HRsidanna Ghostwalk: Campaign Option 534,08
__ Afiftooos Hook of Vile Darknesi S35
__ Bnafiooo, Book of Exalted Derds REFR
__BRrzponoc Arms and Eguipoment fuide S2boog
__ #Bgincng Swrard i Fise Sug.05
_ésmgqoncm Defenders of the Faith 1005
_ H#zyBenon Teme and Blood $|9.§5
_ BAadcoco Song and Silence L1905
_MBBiigooon Mazrers of che Wild "}19‘.'95_
. Bgbacad Hero Builder's Guidehook e e
__ BEifbanon Stronghold Builder’s Cuidehook
. Name

Address

'DRAGONS’ PRODUCT LIST
COPY THIS PAGE AND TAKE IT TO YOUR LOCAL RETAILER

PRODULCT
| NUMBER TITLE

ACCESS0RIES ]
oo The Sunlese Cleadel (advenmana)
__Bhgrgoang The Forge of Fury [adve frnre)
__ARoazonan The Spealier in Deeams [adventure)
__ BEzyzonon The Standing Stone (adventuza)
__ BRaggacon Heart of Nighcfang Spire (advantured
_ ARbb7conG Deep Horizon tadvenine]

BR1ty0c00 Lord of the Tron Fortress (idventure )
__TIF420000 D D Gzetieen
___#3spbooco Dl e T nigison ﬁdﬁtl eels Srteans
_33.59'591.'5{.:;- Deluxe PMlayer Choracter Sheets )
_ BEAqRcnon DED Map lolle 1
__ghnhgonoc Dirl Map 1_=n]l{:-_ IT
_ HHiggonod Dungeens B Dragons Dice

CAMPAIGH SETTINGS
Dragonlance® Canpaign Setring (e

_ Bdggocoon

Eberron™ Compaign Setting [Bem

Dragonlance Campaign Setting

__Bhgoocooc Eherran Campaign Setting e

__BSqrocanc Shadews of the Last War [M!wanume}

FrgcirrEn REALMS® Campaier Sercing ( DEAT] : Kl

__83zbo0co Forgotien Realms Campaign Setting -

__Hdzq10000 Magic of Faerin

__Mayooaon Latds of Dirkness

__Hddqzooon Faithsand Fantheons

_ Bisfrooon Gilwer Marches

__B8sBooon Eacesof Faerin

_ tpfisnacn Unapproachable Bast
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COUP DE CRACE

by il Stark,
speciol prajects monager for RPC
Rt Db Wizards of the Coast

BOOK 1O LIFE

t's been a while since anvone

talked to about how Wizards of the

Coasl creales a Duncrons & Drac-
ans roleplaving product, se | thought
what better place than the very first
"Coup de Grace” column? Dracos
ig a huge source of ideas and mate-
pial for DED products, and Dracos’s
readers are among the most passion-
ate customers Wizards of the Coast
has—Dbest you know what we're doing
behind the curtain!

DESIGH

& lot poes into planning a project a1d
deciding where it falls on the sched-
ule—szo much sio that Ul have to address
itin a later article it you're interested —
bt onee Wizards decides on g project
and & releaze roonth, the fun begins.

We start with the design manager
for RPGs (Chris Perking) and a lead
designer (the current design leam
conzigts of Richard Baker, Bruce R,
Cordell, David Moonan, and James
Wyall). They work together Lo create an
cutline, The team reviews the cutline
| slong with other inferested parties,
including Director ol Releplaying
Cares Bill Slavicsel, the development
tearn (see below), and me, the special
projects manager lar RPO RED,

The lead designer and the design
manager then put together o project

|

| design learr. Usoally, the leam consisls

| ot the lead designer and a collection
of experienced freelancers, (Want to
beeome a Treelancer o Wizards of the
Coast? See the Dracos and DonGron
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writers' guidelines. Our regular free.
lancers were regular contributors to the
magazines frsl, and iFs no coincidence
that folks in the list above had many
articles published in the magseines
before being hired asdesigners.)

The preject design tearm divvies up
the waork and pets started. They
over expanded cutlines, milestones
[chunks of the project in rough drafl
formn], and deafts to the design man-
ager and the rest of the leam lor review,
lhey integrate chanpes and keep going
until the final draft 35 complete—by
ceadline and 1o spec.

DEYELOPMENT

At this point; the development team
sleps in, Jease Decker (former editor-in:
chief af Dracon) is our developmend
ranager and his covrent team incudes
Andy Colling, Michael Dorais, Rob Wat-
king, plus a designer nol a member of
the original project design tearm.

This team dees a lot more than take
e ook oul fora spinand kick the
tives, They review the svstems, ran play-
tests (hoth in-house and sut-of-house),
and eritigue the ook, A designer whose
material poes through the develop.
ment teant’s process often feels like he's
played a foll-contact scrimmage agains!
[he X EUs best, but like any scrimmage,
the job is to improve the quality of the
wame, Sometimes, a parboular "play”
it pood encugh, and it gets cut oul of
the book or kicked back to the design
tearm. Only the best malkes it through to
the otler side.

EDITING

Atter the development team has vetted

the project, the editors take over. Az
with the design step, Wizards of the
Coast uses an internal and external
pelil ing stafl, im Mohan, our JRTHIHTLS
ing editor, usually assigns an in-house
lead editor—either Michele Carter,
Jenniler Clarke Wilkes, or Chris Thom-
azzon [one-time editor-in-chiel of bath
Dracon and Duseron)—and the lead
ecditor works with freclance editorial
talent. They setup reviews and mile-
stones ond kicle back any questions or
canlinuily issues o our development
tearm and lead desigrers. Our editors
aren't just proofreaders; they take rules
mizlters seriously, oo, Onee a priject
hag been threupgh general editing, it
goes to our managing editors, both
Kirm and Gwendolyn F.M, Eestrel, TFs
their job to not only Anish up the book
for typesetting and lavout, but to super.
wise its {rip through the placement of
art, text, maps, and all other elernents.
When the managing editors gsign-oft on
the: Book, it goes cut of RPG RED and
into the rest of the building—Lbut that's
anether article,

So, there you go. That's a quich trip
throvgh RPG RED and the beginning
of a project, It's a briel description of 3
process that takes several ronths D,
hey, this is a coup de grace, and not a
whole battle, &
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