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WYRM'S TURN

FROM THE EDITOR
FOUR SCORE AND 7Dé AGO

The history of the world is a history of wars, and the price for the privilege of
writing that history is paid with our blood. . . . Or something like that.

My original editorial for this issue was just a tad preachy. Although | devised the
theme for this issue before the terrorist attacks on the U.S. and firmly believe that
the theme of war is a great topic for an issue of DraGoN, | was concerned about
producing an issue about warfare in D&tD with the U.S. government’s threats fo
invade Iraq. | worried that readers would see it as pandering or faking advantage
of the situation, and | wanted to defend the choice fo produce the issue despite
current events. As war began and the conflict intensified, my concern increased,
leading me to attempt to wrife an editorial that might outshine Lincoln’s famous
address in Gettysburg.

Then quite suddenly, the war in Irag was more or less over.

The amateur pundits and expert talking heads in the media began talking about
“sporadic, disorganized fighting” and arguing about the nuances of reconstructing
Iraq’s cities and government. Along with much of the world, | breathed a tentafive
sigh of relief. | say “tenrative” and “more or less over” because no one knows
what the future might hold. In the three months or so it takes for the finished
version of this issue to reach stores and subscriber mailboxes, any new tragedy or
terror could erupt in the Middle East or anywhere else in the world. Like it or not,
war has been a constant force in the world since history has been recorded, and
once | stepped down from my soapbox and pulled my head from the clouds, |
realized that was part of the point of my original editorial.

The real world is crazy; humanity is unpredictable. Who could guess that the
Wright brothers’ flight ar Kitty Hawk would lead to global pesifioning satellites?
How could the person who first learned the secret of steel predict that ships the
size of cities made of that metal would float on waters throughout the world? But
in your D&D game, the world can make as little or as much sense as you like.
Predictability and consequences are elements you control. Foes can be wholly evil,
wars can be just, and nof only can pure good exist, it can friumph in the end no
matter what.

Your game can be as idyllic or as murky as you like. Adventurers might not
hesitate fo shed blood for virtue, or heroes might feel remorse after killing
remorseless villains. The infroduction of war to your campaign can be an
incomprehensible horror released on two good peoples that has an evil momentum
all its own, with the PCs awash in the maelstrom and unable to do more than fight
for survival. Or, like in The Lord of the Rings, it can be the world’s only hope
against a coming darkness, a backdrop for the heroic actions of a mighty few
against a terrible evil.

Like any other element of real-world history, war is a tool that DMs can use fo
make adventures excifing, inferesting, thought provoking, and fun. That was the
reason | wanted to do an issue with a war theme: fo provide DMs and players with
the tools and inspiration fo make great games. | hope that as you read through this
issue you find that we did that.

SENIOR EDITOR

To inquire about subscriptions, email dragen@pespublink.com or call 1 (8oo) 395-7760. In the UK, email subscriptior placeforgames.com or call 01494-534538. To conract DRAGON
about editorial concerns, email scalemail@paizo.com. Letters reproduced in the magazine may be edited for clariry and length. All letters must include your Full name and home city. Due to
time constraints and the volume of letters received, individual responses are not always possible.
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SCALE MAIL

READERS TALK BACK
MONSTERS WIN, GYGAX LOSES

Monster Mash
| thought that the article on monster
spells in DRAGON #304 was great. If I've
ever seen anything in the magazine that
should wind up in the core rules, this is
it. The spells are probably too late for
inclusion in 3.5, but these would make a
great “official” addition fo the game.
Please forward this to whomever at
Wizards of the Coast would need a
bribe or arm twisting to get these into a
main product!

Richard D. Bergstresser Jr.

Virginia Beach, VA

But we are officiall It even says so on
the cover.

Seriously though, thanks for the
compliment, but kudos should go o the
author. The great arficle you mention
was written by James Wyatt, Wizards
of the Coast D&D super-designer and
author of Oriental Adventures (among
many other producis). James has
another great contribution to DRAGON
and D&D in general in this issue:
“Campaign Components: Incursion.” To
see more of his recent work, check out
his “Knighits of the Lich-Queen” in the
POLYHEDRON secfion of DUNGEON #100.

Marthew Sernett
Senior Editor

Ghastly Results
The ghastly hill giant from Dracon #307
looked like such a great monster that |
sent one against my 7th-level group.

Long story short, it wiped the floor
with them.

| blinked and double-checked the
creature’s CR. Yep, g, which for a 7th-
level party is supposed to be a
challenging encounter with the
possibility of a fatality. Out of curiosity,
| asked my group fo set up and run
through the encounter again. Same
result. Later that night, | ran the
encounter again and again using both
my group’s PC stats and a group of
iconic PCs. The only situations in which
any group lower than gth-level
defeated the ghastly hill giant were if |

time constraints and the volume of letters received, individual responses are not always possible,
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allowed the group to prepare
specifically for the creature, or if |
deliberately set the encounter up at
long range (thus giving archers and
spellcasters a chance to bombard the
hapless undead). In every other case,
the ghastly hill giant simply chewed
through the PCs.

It's often said that sefting monster
CRs is more an art than a science, but
was any playtesting done for the
ghastly hill giant?

Jeff Wilder
San Francisco, CA

Well, if you consider this monster facing
a gth-level party, it's pretty clear it can't
stand up to them for long. A fireball,
searing light, a hir with a sword, and a
couple of arrows, and it’s easily possible
that the gth-level party can leave the
room without a scratch. But we should
consider your situation too. Ler’s say
that with the ghastly hill giant's feeble +1
initiative, everyone in the zth-level party
beats him except the cleric. On the first
round, the rogue fires an arrow, the
wizard casts fireball, and the fighrer
charges up to hit it with a +1 bastard
sword. The fighter makes his Fortitude
save against the stench with a roll of 1.
Both PCs are likely to hit even if the
fighter uses Power Attack for 2, and the
ghastly hill giant likely fails his Reflex
save against the fireball. Assuming
average damage, this leaves the poor
ghastly hill giant with a mere 36 hit
points, and it’s stuck in melee with the
fighter because if's not bright enough to
ignore him and charge the wizard. The
hill giant wacks the fighter with both
claws and a bite, dealing a rofal of 30
points of damage. This isn't nearly
enough fo kill the fighter, but the second
claw paralyzes him. Then the cleric goes.
Realizing that such a large undead is
likely beyond his furning ability, he casts
searing light, a useful spell in any fight.
Dealing average damage, it rakes the
ghastly hill giant down fo 6 hit poinis. On
the second round, an arrow from the
rogue and a magic missile from the

To inquire about subscriptions, email dragon@pespublink.com or call 1 (Boo) 3g5-7760. In the UK, email subscriptions@theplaceforgames.com or call 01494-534538. To confact Dracow
about editorial concerns, email scalemail@paizo.com. Letters reproduced in the magazine may be edited for clarity and length. All letrers must include your full name and home city. Due to
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wizard put the ghastly hill giant out of its
misery. It was a rough but short fight,
and the party had better hope the cleric
prepared remove paralysis, or rhey !l
have a tough time fighting off the
monsters who were aftracted by the
sound of the combat. A few poor rolls
or poor choices could have made the
fight longer and more dangerous, but it’s
certainly not beyond the party’s abilities.
| bet your frouble had more fo do with
luck than with the monster's CR.
Sometimes the coin comes up tails fen
times in a row.

Matthew Sernett

Gygax = Wrong

| like reading Gary Gygax's old-school
ruminations in “Up on a Soapbox.”
They remind me of games | enjoyed in
the early '8os. However, Gary’s
frequent references to DMs “winning”
or achieving “victories” by cleverly
killing off PCs have prompted me to
offer some criticism.

Gary's article in issue #307, “The
Devious DM,” was particularly
illustrative of a destructive DM
attifude. He implies that roleplaying is
a competition between players and
DMs, as indicated by quotes like,
“Don’t push the DM too far” and “a
determined DM can top whatever [the
characters] have to put on the table.”
Of course he can! Is it a mark of good
roleplaying when a DM, the person
who dictates the entire contents of a
character’s roleplaying universe, is
able to “win” such a confest?

| vigorously object to Gary’s regard
for and amusement over this
adversarial relationship. Roleplaying is
about a shared fantasy—an exercise in
communal storytelling, which is
admittedly both tempered and
energized by the threat of character
mortality. The DM’s job is to enjoy
himself, while ensuring the players also
have fun and encounter exciting,
dangerous, and character-building
(meant in both senses) challenges.

Winning or losing are heretical
concepts to RPGs. Dying a saga-
worthy death in-character, for
example, is as much a vicfory as is
anything in roleplaying.

Recently, my halfling monk double-
20'd a beholder with a shuriken, slicing
off an eyestalk. He was subsequently
turned to stone by the bobbing eyeball,
but it was worth it. Another time, my

party was frustrated and stalled out in a
lengthy combat against an evil sorcerer
who was working behind a force field.
The halfling again stepped up and
reached an arm through the force field
fo snatch away the sorcerer’s prized
spell component, a severed bicorn horn.
He failed a saving throw and was
reduced to chum by the magic field,
which had an extreme prejudice against
organics. Far from being upset, | thought
it was hysterical to watch the other
players’ jaws drop in shock and dismay.

The DM in those games presented
challenges that were fough and fair. |
knew, while taking both actions, that |
might be in way over my head. We
both made dice rolls and what
happened . . . happened. To my DM’s
credit, there wasn’t even a hint of a
self-satisfied smirk on his face when |
was disinfegrated, and there was no
frown of frustration when | bear all
odds by rolling “halfling” on the
reincarnate chart.

In D&1D, everyone wins when
the players and the DM alike are
engaged in and excited by the game.
Everyone loses when DMs take player
success as a personal insulf and tailor
scenarios fo exploit player-specific
tactics or weaknesses.

P.S. Despite an apparent death wish,
my halfling is still plugging along at 12th
level, thank you, although he did offer
himself as bait for a T-rex hunt the
other night.

Doc Holaday
Muncie, IN

Power Failure
The power play on page 108-10g of issue
#307 uses a flawed inferpretation of
feather fall. It relies on casting feather
fall on oneself, then dimension door. You
cannot cast feather fall on yourself if
you are not falling, the target is “any
free-falling objects or creatures.”
Rob Harper
Address Withheld

Um yeah. We um . .. we meanft fo
explain that. You're right about the
explanation of feather fall being wrong,
and it doesn’t even work if you cast
dimension door first, because thar spell
prohibits you from taking any further
actions after casting it in a round. If
you want to pull this trick off, you'll
need a ring of feather falling.

Jesse Decker

To inquire about subscriptions, email dragon@pcspublink.com or call 1 (8ao) 395-7760. In the UK, email subscriptions@theplaceforgames.com or call 01494-534538. To contact DRaGow
about editorial concerns, email scalemail@paizo.com. Letters reproduced in the magazine may be edited for clarity and length. All lerters must include your full name and home city. Due fo
time constraints and the volume of letters received, individual responses are not always possible.
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(CLOSE UP:

- CHARACTER
. CONVERSIONS

by Ed Stark

inferesting characters—PCs or

NPCs—so let's take a look at the
updated character sheet in the back of
the revised Player’s Handbook. We've
reproduced it on page 21 to help guide
you through the changes, but this isn’t
just a tour of the character sheet.
Rather, we'll go through several sec-
tions of the character sheet and use
them as examples of changes in the 3.5
rulebooks that you might need to take

Every good D&D game starts with

11 info account when updafing your PCs,

NPCs, or even monsfers fo version
3.5. Once you've done that, you'll know
a lot more about the changes we've
made o the D&ID game, and you'll be
ready to play.

l. Character Overview

The character overview points to a few
small but important changes. Take a
look at the “Class and Level” entry with
an eye foward “Race.” The most overt
change we've made that could affect
this section has to do with favored
classes. One race changed ifs favored
class, most races had abilities clarified,
and a few gained the weapon familiarity
ability described in issue #304's revi-
sion update,

2. Ability Scores

We didn't really change anything in
the ability score section, except a
few examples. One thing you will
want to nofe, however, is that many
spells and magic items that affect
ability scores (such as bull’s strength
or gloves of Dexterity) have under-
gone revision. If you've been
depending on the bull's strength spell
to increase your Strength every
adventure, you'll want to check out
its new duration. Instead of having it

last essentially all day, it now lasts
for one good fight.

No, we're not frying fo take the fun
out of the game. Rather, we're frying
to puft more in. Instead of turning cler-
ics and wizards into ability batteries for
the rest of the party and driving all but
the most powerful ability-enhancing
items out of the game, we chose fo
make the ability-enhancing spells a liftle
more powerful (they're now set at a
static +4) but last a whole lof less time
(1 minute per level instead of 1 hour per
level). We know a lot of people won't
appreciate this change, but it makes the
game a little more balanced and brings
back the value of those items.

3. Combat Summary

This is another section that didn’t need
much changing. Oh, you'll find plenty to
review in the revised combat chapter—
like rules for combat maneuvers and
attacks of opportunity that make more
sense—but you'll also find that a lot
stayed the same. We have broken the
armor bonus into two parts, however.
Now you can have an armor bonus and
a shield bonus, and they stack.

In addition, several spells that affect
Armor Class have been changed and
clarified. The shield spell, for example,
gof improved. It now only provides a
+4 AC bonus instead of +7 (it still
blocks magic missiles), but it covers
you all the way around. You don’t
have to try to keep frack of which
half of the battlefield the magic applies
to, and it isn’t as overwhelming an AC
boost as it once was.

You should also notice that we've
now included spaces for flat-footed and
touch ACs, and for your character’s
grapple bonus and modifiers. We've
also included these in the Monster

Manual, making the DM’s life
a little easier.

4. Weapon and Attack
Summaries

Depending on your character’s choice
of weapons and attacks, you'll want to
go over this section closely. After all,
you wouldn’t want to miss a modifier
anywhere. Some of the things you'll
want to review include:

Weapon Size: In 3.0, Small charac-
ters were handicapped by a
restricted weapon list. Now, any
character of any size can use nearly
any type of weapon. The updated
Player’s Handbook provides rules for
weapons for Small and Medium crea-
tures, and the DUNGEON MASTER's
Guide and the Monster Manual pro-
vide easy rules for handling weapons
for creatures of other sizes. In the
revised rules, creatures all face a
small penalty if they aftack with a
weapon made for a creature of a dif-
ferent size.

Flurry of Blows. This popular ability
got slightly better and much easier
to understand.

Ammo is Important. With the new
damage reduction rules, you'll find
plenty of ways fo use those ammuni-
tion lines under each attack choice.
Remember, purchasing a few magic,
a few cold iron, a few adamantine,
and a few silvered arrows is a lot
cheaper than going out and upgrading
a single weapon.

5. Skills
Based on your feedback, we've ironed
a few bugs out of the skills system.




Some skills went away or were folded
into other skills or class abilities. If you
had ranks in Animal Empathy (now the
province of rangers and druids),
Innuendo (see “Sense Motive”), Intuit
Direction (under “Survival”), Read Lips
(mostly “Spot,” but you might use
“Sense Motive” in some cases), Scry (it
was a spell, and is a spell, and forcing
you fo take skill ranks didn’t seem right),
or Speak Language (still there, but not
really a skill anymore), you might want
to consider reassigning them. Those
hints should help.

Some were renamed. Alchemy
became Craft (alchemy); Pick Pocket
became Sleight of Hand. Wilderness
Lore was always confused with a
Knowledge choice, so now it's Survival
and covers more ground.

Some skills just work a little differ-
ently. Perform doesn’t force you fo list
a new method every fime you pick up a
rank. Knowledge skills are a little more
stratified, but you can see some of the
direct benefits if you review the list of
“monster lore” applications.

There are no more exclusive skills. If
you want to spend skill points on a skill,
go ahead. You still need magic o use
Craft (alchemy) effectively, and rogues
don't have to worry about competition
from fighters over Use Magic Device
since you need a lot of ranks in that
skill to make things work, but D&D is
about options, not restrictions; now, the
gloves are off.

You should definitely review the
skill descriptions in the Player’s
Handbook and skill use in the DUNGEON
Masrer’s Guide (if you're a DM).
We've expanded the descriptions and
many of the DC tables, and we've
tried to balance the skills and charac-
ter skill lists so that you can now do
more with any particular skill than
before, not less. We've tried fo gener-
alize some skills a little bit, making
your skill choices have more of an
impact on the game.

6. Armor

Armor works prefty much the same as
always, but remember that dwarves
now have a bit of an advantage in
medium or heavy armor.

We've also clarified more of the
bonus types and added a few. This
should make stacking questions easier
to answer but shouldn't have more

e B o ST I =S S

effect than that. There shouldn't be too
many surprises in this particular area,
but if any of your ifems in this category
utilize spells, you should check over the
revised spell descriptions.

7. Other Possessions

This is a very broad category, and the

changes are too diverse to list individu-
ally, but some general comments should
help you find the changes most impor-

tant fo your group or character.

Magic Items: We made a lot of
changes fo individual magic item
descriptions. Some had to do with dura-
tions of spells. Some spells work fine at
short durations, but when you put them
info a permanent magic item, they get
too powerful or foo expensive. In gen-
eral, we tried to keep the cost the same
and change the abilities of the item. So,
your carpet of flying might be a little
different than you remember, but it
should still work for your game.
Consider any magic item a possible
source for revision, so spend a few
minutes looking them up.

Scrolls and Potions: A quick check
of the Player’s Handbook should tell
you which spells received revision, so
you can look these up fairly quickly.
Some of these items might no longer
be what you were looking for in a
scroll or potion or other spell comple-
tion item; check with your DM about
trade-ins (see Revision Tip #3) if that’s
the case.

Check Weights and Measures: We
didn’t change most of the items, but a
few items weigh a little bit more or a
little bit less than they did. Small and
Large creatures are much more likely to
find that their equipment changed than
a Medium character is.

REVISION TIP #

8. Feats
Feats were another new addition to the
D&ID game when 3.0 came out.
They've been an enormously popular
system, and we've had a hard time
keeping up with the demand for new
feats. Still, playtesting and exfensive f
feedback allowed us to expand the list
of feats available in the Player’s '
Handbook and to revise a few of the
ones in the original 3.0 version.

Simply compare your list of feats o
the list in the book and see if things
work the same way. Most feats either
work exacily the same or got a litfle bir
better. The Endurance feat, for exam- ;
ple, was considered underpowered. ol
Now, it gives some characfers (particu- i
larly those who would be interested in
the feat in the first place) the ability 1o
sleep in medium armor withour suffer-
ing fatigue the next day.

If you're using feafs out of other
books, you might see those feats
revised or reprinted here. If we revised
a feat and put it in the Player’s
Handbook, it's because we decided if
was good for the core rulebooks and
perhaps needed some updating. |
strongly recommend you use the new
version of the feat. Likewise, you'll :
notice that a few feats received a little
“ratcheting down.” Spell Focus was one
of these. Taken by itself, a +2 bonus 1o
the saving throw DCs of a particular
school made sense, but when combined
with all the various prestige classes and
other feats out there that overlapped
the effect, it was just too powerful a
feat. Now it's good, but not broken.

9. Special Abilities 3
Almost every class and race had ar f

least one ability that changed in one
way or another. As with the races sec- viQ
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REVISION TIP #3

itional note on pricing: We
eep prices for magic items the

same wheﬁ we cautd,.;e\.‘ren it rhar meant
pewermg hem down (somenmes} oF pow-
erlng them up (more often than you'd
think—see the holy avenger and the enfire
magic staff category, for examples). If
you've got a favorite PC, NPC, or mon-
ster who now has an item that's ¢ ‘foo
expensive,” I srmngly recommend not
worrying about | it. The guidelines in the
DUNGEON MASTER' s Guide that show how
much rnoney' nd resources characiers
: a.-parncular level are jus’r
delins If“ you found an item

or your DM Fallow 1he.gu1delmes in the

. DUNGEON MASTER's Gwde on magic ifem
allocation and pricing, you might want fo
consider if. Do whatever makes the game
the most fun. : '

tion mentioned above, you'll want fo
read through your class (or classes, for
multiclass characters) to find out what
changed. The general level of changes
for each of the classes was covered in
last month’s “Revision Update,” but here
are some things to watch out for:
Class-Exclusive Abilities: Instead of
having class-exclusive skills, we pulled
a few of these mechanics into the
classes themselves. Rangers and
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druids, for example, now are the sole
practitioners of what used to be the
Animal Empathy skill (now a class abil-
ity called Wild Empathy), but they need
ranks in Diplomacy to make it work
effectively. You should adjust your
character accordingly.

Progressive Abilities: Many classes
already had abilities that got better over
time. The rogue’s sneak attack, the
monk’s ascending unarmed damage, and
the druid’s wild shape are the most
popular examples. Many of these abili-
ties got a little more powerful or at
least more organized. The uncanny
dodge ability, for example, underwent
some reorganization and improvement
when we realized that the ability to
dodge fraps became less effective fairly
quickly once you stopped encounfering
arrow traps and started running info
magical glyphs. The barbarian’s damage
reduction was like this, foo—it just
started oo low and didn’t get better
fast enough.

Better High-Level Abilities: With all
the things that different D&TD charac-
ters can accomplish, it was surprising
to some that we got a significant
amount of feedback that said that after
a certain point, it wasn't fun to
advance as a particular character any-
more. Monks were given as a good
example of a class that got more
interesting at higher levels. We used
the monk and a few others as models,
and now more of the special-ability
focused classes (like the barbarian,
rogue, and paladin) gain better “cap-
stone” abilities. If you multiclassed out
of one of these classes because things
got boring, maybe your DM will let
you rethink your choice. Of course,
since the class you multiclassed info
probably got more interesting, foo,
you should be just fine.

10. Spells
In every edifion of the D&D game,
spells and magic have been one of the
hardest things fo balance against the
other game elements. If you think of
each individual spell in the D&tD game
as a separafe rules subsystem, you see
the frouble you can gef info with a
magic system as complex as D&D.
Still, that's why we received so
much feedback on spells and magic,
and it's why the revision team
addressed each spell separately and

the entire system holistically. Some
things we tried o address:

Power Level: If players of spellcast-
ers always pick a particular spell, or
never pick a particular spell, it ceases
to become a viable choice. Some spells
had to be revised based on this crite-
ria, and some whole schools of magic
needed rethinking. Necromancy and
Divination, for example, got new spells
and new rules to make them more
inferesting (although not necessarily
better) choices, while spells like haste
and polymorph other had to either get
revised, split into multiple spells, or
changed in level. We tried to do the
first two more often than the last, but
all three opfions occurred. Check your
spell lists and compare.

Clarification: All the subsystems
have to work together, so they have
fo be explained better. The revision
team worked hard to clarify spells
and often came up with new ideas to
support what everyone thought a
spell should do even if it didn't really
do that. We also worked to standard-
ize language and, where possible,
effect. The Dungeon MasTeR's Guide
now contains a sef of diagrams that
show areas of effect, which handle
nearly all the possible areas in the
spell section. | strongly suggest that if
you're using a spell from a product
that doesn’t use these area effects,
you consider adopting them. This isn’t
so much a balance issue as just an
ease-of-play issue. lt's more fun to
play the game when everyone under-
stands the rules.

More Options, Better Archetypes:
We included more spells and
rearranged spell choices and arche-
types where we could. Some spellcast-
ers lost spells because they didn’t fit
the archetype (bards casting magic
missile just seemed strange to a lot of
people), but when that happened we
made sure they received something in
return (the bard now has the inside
track on many Enchantment and infor-
mation gathering spells).

Better Organization and Combination:
If you look up a spell like cat’s grace or
cure light wounds under “c,” you'll find
them there, but you'll also find a
description for car’s grace, mass and
cure light wounds, mass. Under “mass
cure light wounds,” you'll find a pointer
back fo “c.” We tried to make it easy
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for you fo find the spell you're looking
for, and to find spells you might not
have known existed. Sometimes things
gof a little difficult. If, for example,
you're looking for the old negative
energy protection spell, you won't find
it. That was a very specific spell, and
we didn't think it warranted its own
description . . . but it fits nicely under
the effect of death ward, another very
specific spell. Now combined, these
spells serve a stronger purpose. You
might have fo do a litfle looking here,
but we'll put out a name conversion
guide online at www.wizards.com that
you can use as a quick reference.

CONCLUSION

Well, that’s it. It's a summary of changes
based on the organization of your char-
acter sheef, and | honestly hope it helps
you upgrade your characters quickly.
Unfortunately, | can't go over every
change to every element of the game
here, but | have two important final bits
of advice that will make our change to
D&tD 3.5 go more smoothly:

First, if you're a DM, don’t agonize
over fixing every one of your NPCs.
The game worked fine before the revi-
sion; your players don’t get to check

your NPCs' statistics or abilities, so if
things aren't exact, don’t sweat if. Run
them in 3.0 and upgrade as you
become more familiar with the new
version. | suggest upgrading one impor-
tant NPC or monster a game session
and leaving the “small fry” alone.

Second, if you're a player or a DM,
fry not fo react too fast to any particu-
lar revision element. Remember, this
wasn't done in a vacuum. Change A
might have been forced by Revision B,
which was important because of
Addition C. The revisions were done fo
support D&D archetypes and the way
people said they wanted to play. If your
concept completely relies on a rule you
know is broken or at least bent, you
might have to rethink a few things. If it
was just an interesting idea, it probably
still works and you should look around
to find the rules that support it. They're
almost certainly there.

That's what the rules are for,
right? ©
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by Dean Poisso

ar is one of the very few social
institutions that predates civi-
lization itself. Throughout the

millennia, organized conflict has fueled
more social change than any other cul-
tural endeavor. As a significant part of
every culture’s social fabric, it has
always played a key role in shaping eco-
nomics, politics, social life, philosophy,
and the arts. It has made heroes and vil-
lains out of ordinary people, brought low
the mighty, and elevated the humble to
high pinnacles of power.

THE FUNDAMENTALS

OF WARFARE

Although countless lives have been
lost learning the lessons of warfare,
mankind has proven an able student.
Through the ages, a few basic con-
cepts have been distilled from the
plethora of methods that humans have
used fo annihilate one another. Used in

concert, these nine principles form the
foundation of successful warfare.

1. Surprise: Use surprise fo your
advantage by striking where and when
the enemy least expects it.

2. Objectives: The goals of any
offensive must be clearly defined and
attainable.

3..Chain of Command: Maintain
unity of effort through unity of com-
mand structure.

4. Mobility: Remain flexible and,
whenever possible, engage the enemy
on the ferrain that is ' most advanta-
geous for your troops.

5. Economy of Force: Use maximum
force in the most effective way possi-
ble to achieve the primary goal. Give
secondary objectives only minimal mil-
itary focus.

6. Security: The enemy must never
know what you're planning or what
your forces are doing.

7. Mass: Gather your forces in
overwhelming strength at one strafe-
gic location.

8. Offensive: Strike when the
advantage is yours, preferably when
your opponent is not prepared.
Control and retrain what you have
gained. Seize the inifiative. Seek out
the weaknesses of your enemy and
capitalize on them through either guile
or firepower.

g. Simplicity: Prepare clear, uncom-
plicated plans and communicate them
via concise orders to ensure complete
understanding by all commanders,

Although cultures and societies have
changed greatly since the advenf of
warfare, the basic strategies employed
for it have not. The hard-learned'les-
sons enumerated above have been
taught time and again, paid for with
the blood of countless soldiers.

m

WARFARE THROUGH THE AGES

The reasons for waging war and the tools for
doing so have evolved alongside humanity itself.
War has often been the driving force behind
new developments in science, the arts, philoso-
phy, and religion, and these advances have in
turn spurred the development of still more effi-
cient ways fo wage war. Thus has the cycle con-
tinued throughout mankind's exisience.

In each era of human history, war has had
different characteristics. New weapons,
defenses, strategies, and tactics have
appeared, flourished, and declined as they
were neplaced by more effective versions.
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This timeline traces the development of
warfare throughout the ages. It continues on
page 26 and throughout the issue, ending on
page 68. You can read it all at once or
progress through the history of war as you
progress through the articles in this issue.

In this period, humans are focused primarily
on survival. Nomadic tribes must constantly
hunt and gather food and seek shelrer from
their harsh environment.

100,000 Years Ago: Club and Spear
The club is the first weapon in common use

among early humans, although spears quickly
become the weapons of choice for hunters.
The first clubs are thick branches or large
bones; the first spears are branches with
sharpened points. Both weapons prove useful
for hunting—a hunter can bring down prey
with a spear from a distance and finish off the
wounded animal with a club if need be. The
two weapons are useful in ambush situations
for much the same reasons.

100,000 Years Ago: Stone Age Conflict
Conflict occurs primarily when starvafion or
attrition forces one fribe to raid another for food
or mates. The tactic of choice for this period is



THE GREEK PHALANX
The Spartans developed the Greek phalanx
formation and used it exclusively. The for-

mation consisted of eight to ten rows of
soldiers with up to fen men each. Each sol-
dier in the formation wore a bronze
breastplate, greaves, and helm, wielded a
10-foot pike and a bronze short sword, and
carried a large, round shield.

" Early forms of the Greek phalanx were
quite‘panderous. The soldiers were packed
in tightly, and combat consisted of one
phalanx slamming head-on into another.
Soldiers within a phalanx tended to guard
their right sides, since they lacked the pro-
tection of shields on that side. When two
phalanxes clashed, the soldiers would
rotate counterclockwise unfil one phalanx
eventfually collapsed. This predictable result
led to the strategy of putting the best sol-
diers on the right side of the phalanx. The
ultimate goal became to see which phalanx
could destroy its enemy’s flank first, as
they rotated around.

The phalanx was designed for pure
shock value. Iis troops slammed headlong
into the enemy, using spears fo soften up
their targets before closing in with short
swords and shields. Soldiers in the back
rows would help to protect the front line
by stabbing over the heads of those in
front of them with their spears.

The success of the phalanx was unques-
tionable during the period when it saw the
heaviest use. Its weaknesses, however,
were twofold. Soldiers in a phalanx were
not mobile enough to ward off fast-moving
units capable of flanking them—a fact that
could leave both flanks as well as the rear
of the phalanx formation particularly vul-
nerable. The phalanx was also quite slow,
and therefore vulnerable to ranged attacks.

These two flaws would prove debilitating
to the Greek armies, and the phalanx was
eventually abandoned in favor of more
sophisticated formations and factics.

ambush with ranged weapons. In such a skir-
mish, attacks continue until one fribe or the
other flees the scene. Since any significant
loss of hunters on either side could be devas-
tating to the survivability of a whole fribe,
resolution usually comes quickly, keeping the
lethality of such encounters low.

50,000 Years Ago: Stone Weaponry

The development of the ability to craft blades
from flint nodules is an enormous step foward
the production of efficient tools and
weaponry. Not long afferward, the first han-
daxes appear, although they are litile more
than fist-sized pieces of flint with chipped-off,
razor-sharp edges. As much fools as weapons,

THE CLASSIC ROMAN LEGION

The Roman legion consists of three lines of
maniples arranged in checkerboard fashion,
The first lines, called hastati; were com-
posed of younger spearmen wielding the
pilum—a javelin designed-fo pierce shields
and render them useless from the added
weight of the impaled missile. The hastati
wore breastplates and greaves and carried
the large, rectangular shield called the scu-
fum-and the infamous Roman short sword
known as the gladius. Mixed in among
them were the velites, skirmishers who
wielded javelins and spears. The velites’
task was to launch volleys of javelins from
in front of the hastati, then retrear through
holes in the front line.

Filling the second line fo a point several
yards back were the principes. These
experienced soldiers were heavy infantry
equipped with the best armor and
weaponry. Their job was fo replace the
hastati should the latter be forced to fall
back. With the principes at the front, the
hastati could reform and attack through
gaps in the line.

The last line of the legion was filled with
the friaari, the oldest and-most experi-
enced soldiers. This heavy infantry group
served as the last line of defense. If the
principes were forced back, the triaari
mounted an assault through the line. This
effect proves devastating to fired enemy
troops because the triaari were still fresh
for battle. Once the friaari went in; the
principes regrouped and rejoined them, fill-
ing any gaps in the line.

Flanking both the infantry and the skir-
mishers were the furmae, or cavalry.
Although they were elite warriors, the
Romans used them as nothing more than
flanking guards. This lack of foresight cost
them several major battles.

The versatility of the legion’s formation
meant that enemies had to constantly face
fresh troops throughout conflict.

these early handaxes are nevertheless the
prototypes for all handheld weapons to come.

The skills and techniques for making flint
weaponry continue fo evolve over some
40,000 years through numerous small but sig-
nificant advancements. Eventually, the han-
daxe and club are merged o create the first
stone axe. In the hands of a capable hunter,
such an axe can deliver swift killing blows in
close-quarters fighting. Like its handheld pred-
ecessors, a stone axe is nof only a weapon
but also a useful toal.

25,000-23,000 Years Ago: The Bow
Among the most significant inventions of the
Stone Age is the bow, which greatly amplifies

PARTHIAN HARASSING
TACTICS

The emphasis on infantry as the primary
basis of a military force began fo decline
during the Roman Empire. There is no
better example of the reason for this
tendency than the harassing factics of
the Parthians.

The Parthian forces were composed
almost entirely of cavalry. The soldiers
wore long coats of chainmail and wielded
rare, iron-tipped lances. Their weapon of
choice, however, was the composite bow.
With the penetrating power supplied by

such a weapon, an iron-fipped arrow could
nail a shield fo an armored Roman soldier’s
chest. Coupled with a tactic that later
became known as the Parthian Shot, this
weapon was incredibly lethal.

The Parthian Shot was launched from a
cadre of several horsemen formed in
loose order. Each began with a nocked
arrow and four arrows in hand. Cantering
toward their enemy in a wedge, they
would burst info a full gallop at a distance
of 100 yards and begin firing. At 50 yards,
they banked right, riding across the face
of the enemy line, firing arrows as they
went, then finally pulling back. Multiple
groups of these soldiers bewildered oppo-
nents with their rapid movements—one
group bursting out of the dust cloud just
as another refreated. Unable to engage
such mobile foes, infantry-based forces
were shot down before they could even
lift their weapons.

The lethal.effects of this tactic severely
demoralized the Romans, who had never
encountered warfare like this before. The
heavy use of infaniry fell into decline as
cavalry became ever more versatile and
deadly on the battlefield.

m

the lethality of the human arsenal. The bow is
the first weapon that involves mechanics more
complex than a simple lever.

The first bows are made of thin, flexible
wood; the first arrows are sharpened reeds
with fire-hardened fips. The effective range of
such a simple bow is little more than 50 yards.
As limited as they are, however, these
weapons represent an enormous advance in
mankind’s ability fo bring down large game—
and fo kill enemies.
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Bestiary

then war is one of necessity's par-

ents. For thousands of years, warfare
has driven scientific, political, and social
innovations beyond counting. In a world
where monsters are a part of life
rather than just fodder for fantasy sto-
ries, it stands to reason that war would
also lead to new creatures bred or built
expressly for the battlefield.

This article presents five such crea-
tures. The crawling slaughter, death
hurler, and golem swarm embody three
different techniques for invoking
destruction on a large scale. Each one
is the result of physical creation,
whether from scratch or from the
remains of other creatures.

The guardian steed and wardrake
serve more as battlefield allies than as
pure agents of destruction, although
the wardrake is certainly capable of
assuming the latter role as well.
Although originally derived from other
creatures, these two monsters are now
particularly well suited for their roles
in battle.

IF necessity is the mother of invention,

CRAWLING SLAUGHTER
Gargantuan Undead

Hit Dice: 24di2 (156 hp)

Initiative: +2

Speed: 30 ft., climb 20 ft.

Armor Class: 24 (-4 size, +2 Dex, +16
natural), touch 8, flat-footed 22

Base Attack/Grapple: +12/+31

Attack: Bite +15 melee (3d6-+10)

Full Attack: Bite +15 melee (3d6+10) or
web +g ranged fouch (special)
Space/Reach: 20 ft./15 ft.

Special Attacks: Stench, web

Special Qualities: Darkvision 6o ft.,
single actions only, undead traits
Saves: Fort +8, Ref +10, Will +14
Abilities: Str 25, Dex 15, Con—, Int—,
Wis 10, Cha 1

15,000 B.C.E: The Atlatl and Flint Blades
The invention of the atlatl increases the lethality
and range of the era’s heaviest ranged weapon—
the spear. Resembling a baton with a nofch in
which the butt of a spear can rest, the atlatl
effectively extends the length of the user’s arm,
improving the effectiveness of spear throwing.

Although somewhat awkward fo use, the atlatl
provides devastating accuracy. A spear thrown
overhand with an atlatl has significantly greater
velocity and penetrating power than a hand-
thrown spear does. A single atlatl-launched spear
can bring down a mammoth or kill a human.

By this period, the handheld flint axes of old
have generally given way to smaller and more
compact flint daggers. Tying one of these stone
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Skills: Climb +15
Feats: —

Environment: Any land or underground
Organization: Solitary

Challenge Rating: 8

Treasure: None

Alignment: Always neutral
Advancement: 25-48 HD (Gargantuan);
49-64 HD (Colossal)

The crawling slaughter is an enormous
undead creature created from the
remains of a monstrous spider.
Although not venomous, the crawling
slaughter drips fetid goo from its ori-
fices as it lumbers across the land-
scape. The creature’s horrific stench
foretells its approach for hundreds of
yards, and it leaves a trail of slime and
rotting lumps of flesh behind it.

The crawling slaughter is often found
in the company of drow, serving either
as the centerpiece of a warband or
occasionally as a mount for a powerful
drow cleric. In the latter case, the drow
commands the creature with a large
spiked ankus. A crawling slaughter feels
no fear, no joy, no want, and very little
pain—it exists only fo destroy fthe ene-
mies of its master.

Combat

The crawling slaughter follows what-
ever simple insfructions it receives
from ifs creator or controller. It is
capable of following directions such as,
“March forward and destroy all
dwarves you encounter.”

Stench (Ex): The stink of death and
corrupfion surrounding a crawling
slaughter is overwhelming. Living crea-
tures within 30 feet must succeed on a
DC 17 Fortitude save or be sickened for
1d6+4 minutes. A creature that suc-
cessfully saves cannot be affected

knives to the end of a spear produces the first
real bladed ranged weapon. Arrows follow suit,
acquiring sharpened flint fips, and their manu-
facture becomes a highly developed skill

10,000 B.C.E.: The Neolithic Revolution

The gradual shift from hunter-gatherer tribes to
agrarian seftlements is known as the Neolithic
Revolution. This shift of focus provides the foun-
dation for the development of both civilization
and organized conflict. Afrer thousands of years
of living on the verge of starvation as nomadic
hunter-gatherers, the tribes that adopt agricul-
tural lifestyles now have a constant supply of
food, which allows for consistent tribal growth.

REVISION ALERT: SPACE
Creatures in D&1D 3,5;_75 I_on_geﬁavé the
complicared Face/Reach entry. Instead of a
creafure’s “face” being represented as “i0
fi. by 40 ft." and other similar unwieldy
shapes that made movement on diagonals
and flanking difficult to determine, all crea-
tures have a Space/Reach eniry. The
“space” part of the entry describes what
size square a creature occupies. All crea-
tures occupy one of several standard
square sizes based on the individual crea-
ture's size. Thus a creature with a
Space/Reach entry of “1o ft./5 ft" occu-

pies a 10-foot-by-10-foot square and has a
reach of 5 feet.

REVISION ALERT: THE
SICKENED CONDITION
“Sickened” is a condifion new fo the
revised DOID game. Identical o the
description of the effect of a ghast's
stench, the new official condition has the
following effects: The character takes a -2
penalty on all artack rolls, weapon damage
rolls, saving throws, skill checks, and abil-
ity checks.

again by the same crawling slaughter’s
stench for 24 hours. A delay poison or
neutralize poison spell removes the
effect from a sickened creature.
Creatures with immunity to poison are
unaffecied, and creatures resistant to
poison receive their normal bonus on
their saving throws. The save DC is
Charisma-based.

Web (Ex): A crawling slaughter can
create a web three times per day. This
ability is similar fo an attack with a net
but has a maximum range of 5o feet
and a range increment of 10 feet. A
web aftack is effective against targets

For the first time, these now-immobile fribes
have something besides themselves to protect—
their precious food sources. Organization
becomes necessary for confinued survival and
creates the need for unique roles within the
tribe. Tribal leadership develops, establishing
the roots of the class-based societies to come.
Other key roles that appear as populations
grow include specialized protectors of the tribe
and ifs food sources.

As intertribal conflicts begin to involve larger
and larger numbers of people, the lethality of
combat rises. A dedicated group of successful
fighters becomes vital for the confinued growth
and sustainability of the community.



ot up o one size category greater than
the crawling slaughter. (See Chapter 7:
Equipment in the Player's Handbook for
details on net attacks.) Upon a success-
ful hit, the web anchors the farget in
place, allowing no movement. The
crawling slaughter cannot create a
sheet of web like a normal monstrous
spider can.

A creature entangled in a crawling
slaughter’s web can burst it with a suc-
cessful Strength check (DC 32) or
escape with a successful Escape Arfist
check (DC 32). Both are standard
actions. The DCs are Constitution-based
(+0 due fo a lack of Constitution) and
include a +10 racial bonus.

Single Actions Only (Ex): Much like a
zombie, a crawling slaughter has poor
reflexes and can perform only a single
action in a round. Thus, it can either
move or attack, buf it can do both only
if it charges.

Undead Type (Ex): A crawling
slaughter is immune to mind-affecting
effects, poison, sleep, paralysis, stun-
ning, disease, death effects, and any
effect that requires a Forfitude save
unless it also works on objects or is
harmless. It is not subject to critical
hits, nonlethal damage, ability damage to
its physical ability scores, ability drain,
energy drain, fatigue, exhaustion, or
death from massive damage. It cannot
be raised, and resurrection works only
if it is willing. It has darkvision 6o feet.

DEATH HURLER
Huge Construct (Extraplanar)
Hit Dice: 14dio+40 (117 hp)
Initiative: +4
Speed: 6o ft.
Armor Class: 27 (-2 size, +4 Dex, +15
natural), touch 12, flat-footed 23
Base Attack/Grapple: +10/+26
Attack: Bolt +14 ranged (1di0+8)
8,000 B.C.E: Cities and Strongholds
By 8,000 B.C.E., small cities with thousands of
inhabitanfs are beginning fo appear, as evi-
denced by the Neolithic city known as Catal
Huyuk, in what is now Turkey. This community in
particular represents a significant milestone in
the development of organized conflict.
Remarkably sophisticared for ifs time, Catal
Huyuk can support up to 6,000 people and
maintains a fighting force that probably numbers
well info the hundreds. The city's structure is
designed for maximum defensibility, with its liv-
ing spaces situated inside wide, hollow walls. The
center of each living area has a hole in the roof
that allows the occupants to exit via a ladder,
which they then pull up behind them: Invaders

Full attack: 6 bolis +i4 ranged (idio+8)
Space/Reach: 10 ft./—

Special Attacks: Bolts, frightful pres-
ence, ram 2d8+8, trample 2d8-+12
Special Qualities: Consfruct traifs, com-
bat shot, cover, damage reduction
10/good, darkvision 60 ft., low-light
vision, spell resistance 14

Saves: Fort +4, Ref +8, Will +5
Abilities: Str 26, Dex 18, Con—, Int—,
Wis 12, Cha 1

Skills: —

Feats: Precise Shot®, Shot on the Run®

Environment: Any land or underground
(Nine Hells)

Organization: Solitary

Challenge Rating: 1

Treasure: Remaining magic and normal
crosshow bolts

Alignment: Always lawful evil
Advancement: 15-28 HD (Huge); 29-42
HD (Gargantuan)

Death hurlers are deadly engines of
horror and doom created in Baator as
weapons of war. Although they are
usually reserved for the conflicts
between the heavens and hells, devil
naobles occasionally lend these fear-
some constructs to mortal generals
who are foolish enough to sirike bar-
gains with baatezu.

A death hurler follows the commands
of its creator, an individual indicated by
its creator, or anyone carrying a spe-
cific item designated by its creator. The
death hurler follows the instructions of
its creator in preference fo all others.
Anyone empowered to command the
death hurler can do so if she is within
6o feet of the construct and both visi-
ble and audible fo it. If uncommanded, a
death hurler follows the last commands
of its creator fo the best of its ability. It
feels no such compunction fo follow the
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who manage to break through the outside wall
end up in an empty room with nowhere fo go.

Flint weaponry has evolved as well. Each flint
spearhead or arrowhead now features a small
tang, which is inserted into the shaft of the
weapon. This advancement greatly increases the
durability of flint weaponry, which previously
had a fendency to shatter under heavy use.

6,000 B.C.E.: The Proliferation of Bows
The use of bows and arrows begins fo spread
throughout Europe, particularly the northern
section. Although they are still quite simple in
construction, bows become mankind's primary
hunting weapon.

Bestiary

REVISION ALERT: CONSTRUCT
BONUS HIT POINTS

Because its body is a1 ﬁ;as_sgumng_ -
matter, a construct is hard to destroy. Ir
gains bonus hit points based on size, as

shown on the following table.

Bonus Bonus
Construct Size Hit Points
Fine -
Diminutive -
Tiny -
Small 10
Medium 20
Large 30
Huge 40
Gargantuan 6o
Colossal 8o

" REVISION ALERT: BONUS
FEATSE
Like in grd edition D&ID, creatures in
D&ID 3.5 can have bonus feats for
which they do not meet the prerequi-
sites. These feats are now denoted in a
monster description with a superscript
letter “b" (7).

last commands of any other individual
empowered fo instruct if, however.
Since it is inherently a creature of evil,
an uncommanded death hurler goes
berserk if ifs creator’s last commands
do nof cover its current situation,
aftacking every creature if can find
unfil destroyed or commanded again by
ifs creator.

A death hurler looks like a siege
tower consfructed from the forn and
broken bodies of the damned. Great
iron spikes and blades profrude from
its fleshy walls, piercing the tortured
dead that adorn its armored exterior.
Tucked between and pushed through

4,000 B.C.E.: The Invention of the Wheel
The wheel is invented in Mesopotamia. It quickly
finds use in all areas of human endeavor.

Meanwhile, in Mesopotamia and Egypt, stone
weaponry reaches its peak. Flintnapping is still a
painsfaking, laborious process, but flint daggers,
maces, and spear blades are ubiquitous. The flint
arrowheads of this period have beffer penefra-
tion ability than their iron counterparts thou-
sands of years later will.

3,800 B.C.E: Copper Weapons

While heating and cooling copper for use in
household goods, metalsmiths and jewelers dis-
cover the process of annealing, which makes a
metal significantly stronger. Annealed copper is
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