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EDITORIAL

FROM THE
OERTH TO
THE MOON

here's a scene in the great comedy Amazon Women on the

Moon in which a band of 1950s astronauts commit what

should be a brazen act of suicide by removing their hel-
mets in the airless lunar atmosphere. “Just as I suspected!”
one of them declares, “The moon has a breathable atmo-
sphere similar to that of Earth!”

The joke, of course, is that 1950s science fiction movies
didn't know many hard facts about space travel or the atmo-
sphere on the moon. Early space opera fiction and the films
it inspired are filled with helmetless lunar adventurers, giant
moon lizards, and other fantastic things we now know to be
absolutely impossible. The place is not made of green cheese.
That huge face we call the Man in the Moon is really just a
series of craters and shadows. Scientists still have much to
discover about the nitty gritty of our lunar satellite, but their
discoveries have robbed the place of some of its majesty.

The oft-overlooked science fiction genre known as plan-
etary romance, examined in detail in the mini-game “Iron
Lords of Jupiter” in DuNGEON #101, emerged around the
same time as heroic sword and sorcery fantasy, and the two
genres often shared authors like my favorite fantasist, Jack
Vance. Briefly, in a planetary romance tale the alien setting
is so important to the story that it is almost one of the pri-
mary characters, Classics of the genre include Vance's Big
Planet and Showboat World novels, with the most widely read
examples coming in the form of Edgar Rice Burroughs's
John Carter of Mars or Carson of Venus stories.

Switching the locale of a D&D campaign from the standard
setting to a mysterious world like the moon (or really any
alien planet) tugs at the same literary heartstrings that make
D&D resonate, and I've been looking for a chance to pull it
off in a campaign almost as long as I've played the game.

D&D's publishers have tried to flex the planetary romance
muscle since the very beginning. The classic adventure
Queen of the Demonweb Pits, by the late AD&D cover artist
David Sutherland 111, offered a parade of multiple-mooned
alternative Material Plane worlds attached to the demon
queen Lolth’s Abyssal layer, each with just enough creative
spark to launch a tangential campaign arc. Frank Mentzer's
The Needle involved unwitting fantasy adventurers exploring
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a high-tech setting and eventually transporting themselves
to the moon, where they faced the dreaded moon roc (get
it?). More recently, former Dracon Editor-in-Chief Roger
E. Moore's The Return of the Eight involved a moon-shot
that tied in the archmage Tenser and the witch queen
Iggwilv. In each of these cases, the moons presented fan-
tastic, otherworldly settings for memorable adventures.

I've been waiting for a chance to make this work in my
own campaigns for a long time. I've scribbled ideas in note-
books, cataloged appropriate monsters (moon dog, moon-
beast, mooncalf, moonrat), and pulled together some ideas
on how to get my players there. Do [ used a magical vessel
like those from the old SPELLJAMMER campaign setting?

A crumbling stone gate from the era of the Elder Elves? A
variant of the Zeta Beamn that propels the comic character
Adam Strange to the fantastic planet of Rann? Finally, when
third edition's Monster Manual Il introduced no fewer than
three cool creatures with direct ties to the moon, I figured
my hour was at hand. My players would at last get a chance
to explore the uncharted lunar landscape, and 1 would
bring a dose of planetary romance to my game.

Then, nearly all of my players became obsessed with the
Cartoon Network's Aqua Teen Hunger Force, which features
the brain-dead, incompetent pixel villains pictured above.
“Oh yes, Err,” my unimpressed players will say upon look-
ing at their homeworld rising over the crest of a lunar cra-
ter. “Now we shall use our Quad Lasers to become Moon
Masters.” Thanks, Cartoon Network.

Looks like I'm back to waiting for the perfect moment.

Erik Mona
Editor-in-Chief
erikm@paizo.com



LETTERY

Tell us what you think of this issue, Send an email to scalemail@paizo.com.

Please include your name, city, and state.

BARBARIANS CANT READ

All right, Mona, that editorial you
wrote at the beginning of Dracon
#337 tears it! I can understand why
you would disrespect the Barbarian
Brothers, and I agree that Conan the
Destroyer is far from what should be
considered a good fantasy movie, but
saying that barbarian movies “belong
squarely in the mid-8os” is a bold-
faced lie! Conan the Barbarian was
easily one of the best fantasy mov-
ies ever made, and the truth is that
they could have done it better, They
could have actually stuck to what
Robert E. Howard originally wrote
about Conan. And what do you have
against Kull the Conqueror? Not only
was it made well after the 8os were
over, but as far as I'm concerned, the
only thing wrong with that movie
was the soundtrack.

Well, to prove you wrong, it looks
like they're working on more Conan.
It seems that Jeff Robinov and Chris
Nolan (Batman Begins) have taken
on the challenge of bringing every-
body's favorite Cimmerian back to the
big screen! This is welcome news to
those of us who loved the first Conan
movie and sunk a boatload of cash
into a collection of Conan the Barbar-
ian and Savage Sword of Conan comics.
Speaking of which, Conan’s exploits
live again in new comics. Barbarian
movies are not some relic from the
past best forgotten; in fact, thanks to
the success of The Lord of the Rings,
we'll probably be seeing them reap-
pear on the big screen in one form or
another in the coming years, and I for
one couldn't be happier.

T R

You are wrong, Erik Mona, you are
wrong!

Oh yeah, the D&D sequel film
wasn't all bad. I plan to buy it as soon
as 1 see it on the shelf.

Darrin Drader
Walla Walla, WA

The original Conan movie is okay as far
as mid-8os fantasy goes, but it's not a
particularly good movie, nor is it a par-
ticularly faithful adaptation of Robert E.
Howard’s literary character, whom I quite
like. And even the most ardent fan of the

[film must admit that at times it is very,

very baring, even if it does provide a few
lines that show up around gaming tables
as often as quotes from Monty Python.
That doesn't make it a great movie, and |
will point out that before The Lord of the
Rings came out, the phrase “easily one of
the greatest fantasy movies ever made” is

MINIS OF THE MONTH

Orc Mauler and the Wood EIf Ranger.

Orc Foe abilities!

Next month sees the release of the new War Drums Starter Set.
In each box, there are two miniatures you'll find every time: the

The Orc Mauler’s attack bonus of +11, Armor Class of 18,
and 55 hit points make him a deadly bruiser for the Chaotic Evil
faction. On the Chaotic Good side, the Wood EIf Ranger
also packs a lot of punch—specifically against lone orcs—
with his pair of magic weapons, and dual Hunter and

We've designed these common minis specifically
for use with our Quick Start Battle Rules. They match
up well against each other, and one-on-one skirmishes are
a great way to teach new players how to play In just a few
minutes. ~Stephen Schubert, Developer, RPG/Minis ReD

redundant, because any movie worth an
ounce of spit fell into the same category, its
closest competitors being universally awful.
Take another look at beloved "D&D™ moy-
ies like Hawk the Slayer, Krull, and
even The Highlander. We were awfully
starved for good fantasy movies back then,
and all of us owe Peter Jackson a debt of
gratitude for his reinvention of the genre.
Between Ray Harryhausen and Peter Jack-
son is a cinematic wasteland, my friends.
All of this is academic, since Darrin's
screed is based upon a misread of my
original editorial. Yes, I said that Barbar-
ians (starring the Barbarian Brothers)
“belonged squarely in the mid-8os,” but I
also finished that sentence with “fantasy
sub-genre of ‘movies where the bad guy
gets killed by a thrown sword.”
As I have not yet wasted my time

watching the Kevin Sorbo version of Kull,

I'm afraid I can't say whether or not the




bad guy gets it in the chest from a hurled
sword, but I suppose given the trailer and
actors involved it is a real possibility.

ITS BECAUSE WERE GREEDY

Backpacker magazine is $19.95 for
10 issues, while yours is nearly twice
as much. You think you're working
harder than a bunch of backpackers?
Anonymous
Via Email

Sure seems that way sometimes.

CRUNCHY FLUFF

By watching the developments
made in Dracon and by reading the
updated submission guidelines for
your magazine, I have noticed a trend
that I am very happy with, and that
is the movement toward more fluff
content over pure rules. Your submis-
sion guidelines mention that prestige
class articles should include all the
background information on the affili-
ated organization, and further rules
detail to develop it further—and this
same approach is taken with all of
your other articles as well, such as
Spellcraft. I think it's great that such
in-depth information is now being
included in your general articles,
because I have always been a cham-
pion of fluff, and really think that it
is the detail that makes a campaign
world real.

However, I have one suggestion.
As a DM, one of my favorite things
is to create that material myself, and
though I often don't have time, which
is when this background informa-
tion is useful, sometimes 1 find the
information given is restrictive to my
own ideas, Now, I realize that I can
easily ditch the given information in
favor of my own, but sometimes the
presented rules don't work without
at least some of the background that
is included. As such, my suggestion
would be that in each such article, a
small sidebar is included detailing
various ways that the information
can be incorporated into a campaign.
Give some ideas as to how to alter
certain aspects of the background

to mold it to any campaign, or give
basics on alternate background infor-
mation to help DMs fit everything
into their own campaign smoothly.
Forgive the slight rant, and keep up
the great work!
Kudos to Erik Mona!
Lucas Johnson
Whitby, Ontario

THE WIZARDS THREE

Hello, my name is Dave Phillips, and
I have a quick question I hope you
can help me with. I used to play D&D
all the time in my school years, not
so much since then. | continue to
read the novels, especially DrAcon-
LANCE and FORGOTTEN REALMS. | am
a long time fan of Raistlin Majere,
Dalamar, Elminster, Fistandantilus,
(though not too much exists on the
last, that I have come across anyhow)
Gromph Baenre, Pharaun Mizzrym,
Azalin, I could go on, but these are
my favorites. Basically anything
magic, or involving these wizards, I
love. My question is, I remember an
article my friend had in one of your
publications, involving Elminster,
Dalamar, and a third well-known
wizard, though I can't recall who he
or she was. Basically, at the time it
was a who's who of the wizards of
the “then” most popular campaign
settings. It must have been the early
9os, but exactly what year or issue, or
which magazine it was I don't know, as
he was lucky enough to have subscrip-
tions to both. If you can shed some
light on this, I would be very grate-
ful, as, surely, a meeting of these two
wizards and whomever the third was
would certainly be an amazing read.
Whatever means necessary to acquire

KNOWLEDGE CHECK
Question: What famous
starship captain moonlights as a
lycanthrope?

http://chaos-wasteland.dyndns.org:6969/

RPG BI+-TORREN+ TRACKER
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@ The Red Hand of Doom
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¢ The Shackled City Hardcover
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@ War of the Lance

@ Holy Orders of the Stars
@ Legends of the Twins
@' Spectre of Sorrows

@ Testament

RCERY

@' Advanced Player's Guide



___ SCALE MAIL

these issues, or simply prints of the
articles would be greatly appreciated
as well. Thank you.
Dave “Nalfein” Phillips
Via Email

The third wizard was none other than
the best of all, the inimitable Morden-
kainen, he of the faithful hound, the
sword, the disjunction! Mordenkainen!
Founder of the Circle of Eight, champion
of Maure Castle, and the inscrutable
master of neutrality! Oh. I think my
inner GREYHAWK goober is showing,
Yeesh, Sorry you had fo see that.

The arficle in question was undoubi-
edly one of an ongoing series of meetings
between three mages called “The Wizards
Three," which ran in DRAGON from 1992
to 1998. You can find Wizards Three
installments in issues #185, 188, 196,
200, 211, 219, 238, 242, and 246. In case
you can't track down those issues (many
of them are still available at paizo.
com), don’t despair, for the Wizards
Three shall return in June for DRAGON
4#344, our blockbuster oversized 3oth
Anniversary issue!

ERROR IN NO. 7
Hey Erik!

I posted this on the Paizo boards,
and someone wanted to know if there
was any chance of it being mentioned
in a more official location (like Scale
Mail or the like), so 1 thought I'd pass
it along.

In “Eternal Evil” the Lords of
Dust article, I'd originally listed Sul
Khatesh's DR as 40/+4, in keeping
with the 3.0 stats for a rank 7 deity.

My fault for not checking the SRD for
the 3.5 update! In any case, the editor
changed it to 40/magic, whereas if one
holds to the roughly-divine-rank-7
level, it should actually be 2o/epic.

So: I don't know if such things con-
cern you, but if so, Sul Khatesh (and
indeed, all overlords) should have DR
20/epic, not DR 40/magic.

Keith Baker
Via Email

Well, there you have it from the master of
EserroN himself.
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PSIONICS ON THE WRY

I just want to start by saying that 1
love your magazine. Ever since you
reformatted it, there seems to be
more that'’s simply worth reading. I
prefer flavor over rules, and I loved
the article on Boccob. Even though
I'm not overly fond of GREYHAWEK,
I couldn't stop reading. I hope to
see some FORGOTTEN REALMS gods
(especially Bane), but my main ques-
tion is in regards to your Class
Acts section. In a recent letter you
responded by saying that the Class
Acts format would change to fit with
the “Complete” series of books. What
I would like to know is will this
include the occasional Class Act for
psionic characters? I love 3.5 psion-
ics. In fact, I prefer it to the standard
magic system and | would like to see
it supported in your magazine. Any-
way, keep up the amazing work and
I look forward to reading more well-
written articles.
Dave Saunders
Nova Scotia, Canada

As you can see from this issue, the new for-
mat for Class Acts began last month. From
here on out; we plan to run four Class Acts
per manth, each associated with one of
the class groupings from Wizards of the
Coast’s “Complete” series. T wouldn't be at
all surprised to see some psionics confent
(probably as an irreqular "fifth Class Act")
from time fo time.

DISAPPEARING DIABOLUS

I don't remember which issue the
diabolus was featured in. I've looked

KNOWLEDGE
CHECK ANSWER

Answer: Battlestar Galactica’s
Commander Adama, Edward James
Olmos, contracts moon madness in
the 1981 film, Wolfen.

through the issue guide and still no
help. Is it true that they will be fea-
tured in the Dracon Compendium?
Matthe Myers
Via Email

The diabolus appears in DRAGON #327
(the first one I edited!), and was adapted

for third edition by our very own Mike

McArtor. It indeed appears in the
Dracon Compendium, along with
the insectiod diopsids, the dual-natured
dvati, the canine lupins, and the feline
shapechangers known as tibbits.

GOOD TIMES

I have greatly enjoyed your last few
issues of Dracon. I read the October
issue cover to cover, and found its com-
plementing ideas to Heroes of Horror to
be excellent for the current adventure I
am running, and several I plan to write
in the future. The November issue has
been picked over for ideas, but I am
trying to illustrate a large number of
them into a single adventure that my
players have already expressed interest
in, the face paint magic especially. And
while December’s issue was equally
useful, I really have to compliment
the addition of Order of the Stick to the
magazine. Humor is a big part of the
game with me.
Thanks and continue the good work.
Josh Pelfrey
North Port, Florida

STICK WITH THE ORDER

I'm a long-time reader, first-time
writer, female gamer and I just
wanted to say how excited I was to
see The Order of the Stick included at
the back of the magazine, and that
it’s going to be a regular occurrence.
Excellent choice and keep up the
great work!
Jennifer Rowe
Ontario, Canada

Rich Burlew is a genius, and his comic
is hilarious. That's as good a path into
a reqular stint at DRAGON as any,
and his cartoon is more than welcome
in these pages! Like you guys, we love
itl—Erik Mona



SRS PREVIEWS. NOTES. AND NEWS FOR GAMERS

Take on a horde of hobgoblins and
the spawn of Tiamat in the mega-
adventure The Red Hand r__Jlf-”r:an.'
Characters progress from levels 5 to
10 as they attempt to cripple an army
of the Dragon Queen's minions and
save the city of Brindol from ruin. The
PCs even have the opportunity to take
part in a battle of epic proportions
where their actions influence the tide
of war. Also, “director’s cut” comments
by designers James Jacobs and Rich
Baker keep DMs on course, giving
readers a behind-the-scenes look at
the creation process. The Red Hand of
Doom matches up with minis set #10,

War of the Dragon Queen. =S.B.

The dze Future universe ¢

further with dzo Future Tech, the

companion volume to dzo Cyberspace.

Play out the ultimate sci-fi and space

opera battles you've alw

therworldly

includir

]1'_\ devastat ing starshi

clashes between gigantic mecha.

xplore a world were me

heroes gain special robotic

digital avatars move

networks. With equipn

aces and whole arsenals of futuristic

weapons, designers Rodney Thomp
ilker provid

to wage your own

son and J.D. W

thing you 1

sci-fi epic. -S.B.

NEXT MONTH IN DRAGON # 341
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1d Paizo Publish

It's a new year, :

{paizo.com) is kicking off 2006 with a
slew of new ('.-a.'n_rr."nif Encounters. Janu-
ary brings us Terror in the Chamber of
Pain, featuring a demented torturer,
his half-orc servant, and a wicked
table, wi

1ile Febr uary 's

operati

Grove of the Mad Druid comes with
its namesake, a compost elemental,
and a standing stone of corruption.

Finally, Fane of the Black Adept, March's

‘.('!{".{'\{' ]'lll.it"i 4 CU ‘-i[_]]'i\‘ Elt.'rl(ii‘;].

servant, and the altar of |||.m;;-hr‘.1;'_.'_

Each $15.95 package comes com-

plete with three metal miniatures, full

p cards, and a brief adapta

. =5,




reported by Shelly Baur, Jason Bulmahn, Joshua Cole, Mike L. Fiegel, Steven Kenson, and James Sutter

RETURN TO FREEPORT
Are Death, Terror, and
Madness nol exciting
enough for your charac-
ters? Then it’s time for

a crisis. The new Crisis
in Freeport adventure is
the latest in the popular
Freeport line of adven-

tures, featuring everything |

you've come to expect
from Green Ronin, as well
as many surprises. Sea
Lord Drac is dead, but
peace has evaded the city,
and with no successor in
sight, chaos has ensued.
Will Freeport erupt into
civil war, or will a new Sea
Lord be found in time to
return the city to glory?
Find out at greenronin.
com. -M.L.F.

ON THE WARPATH

BLUEPRINTS
GREAT CITY

OLD SCHOOL BLUES
Remember when adven-
tures were modules and

maps were printed in blue?

Recapture the magic and
get nostalgic with cone

Games's Blueprints, a line
i of PDF fantasy maps that
i merge classic style with

new technology—vector-

i based art that allows you
i to adjust the level of detail.

Visit The Great City, the first
in a series of seven files
exploring the numerous
wards of a gigantic urban
environment. Or crash
headlong into the colorful
Dungeon Under The Moun-
tain, a classic dungeon
crawl of epi¢ proportions.
Learn more at oonegames,

com. -M.L.E

Drums, drums in the deep... they are coming. This

WARMACHINE GETS

| HUGE

i He's one of the Iron King-

i dom’s greatest warcasters,

i the uncompromising lord

¢ of the battlefield—and now
of your desk or mantel as
well. New from Southern

¢ Island, LLC (southernisland.
i com), Commander Cole-

i man Stryker is the firstina

: series of 6-inch-tall action

i figures based on Privateer

i Press’s (privateerpress.com)
Warmachine game. With full
i warcaster power armor and
 his signature blade Quick-
silver, Stryker is guaranteed
! to strike fear into the rest

i of your action figure collec-
tion... at least until the next
in this line of Warmachine
figures is released. -J.8.

ALEA TOOLS

The magnet masters at
Alea Tools have widened
the rainbow, expanding
their inventory of circu-
lar, minis-sized magnetic
markers to eighteen vivid
choices. Perfect in any

game as tokens, counters,
or bases for miniatures,

i each color can represent a
different spell effect, battle
status, or any number of

i other helpful distinctions.

Alea has also released a

! miniature conversion

kit, allowing you to mag-
netically meld markers

i to minis without metal

bases. With new products
and cheaper prices, check
out Alea Tools at aleatools.

com. —5.B.

March, let the drums echo across your battlefield with
Wardrums, the gth set of Dungeons & Dragons Miniatures
from Wizards of the Coast. Following in the thunder-
ing footsteps of Underdark, this set includes a number
of epic creatures, with additional cards included for
these mighty match-ups. This set includes the powerful
War Troll, vicious Derro, and the
dread-filled beats of the Orc Ward-
rummer. In addition, this set also
includes some other miniatures that
are sure to please, including the first
siege weapon—the Arcane Ballista—and

the mighty six-armed Aspect of Hex-
tor, Tune in next month for more

special coverage of this exciting
mimatures set. —].B.

War Troll

February 2006 DRAGON 340

Orc Wardrummer

Derro




FIRST WATCH

MASTER MAPPER

Turn your map-making

up anotch with the latest

in map creation software.
ViewingDale brings the
power of your computer’s
raphics card into the world

uf‘m,ipnmking, uﬂ'i-ring
many of the same features
you see in today’s online
games—real-time scaling,
infinite detail, smooth
panning and zooming, and
seamless movement.
ViewingDale can also
be used to link up users
around the world for online
play in the maps you cre-
ate, with real-time updates
and built-in chat features
allowing you to run games
from afar. Learn more at
viewingdale.com -M.L.F.

i nificance, you can now

-

CHEESE OUT

Whether your charactes

is the biggest munchkin
ever or a deep-immersion
masterwork laden with

undertones of subtle sig-

Ay

him to rest in the new RPG

i Coffin, from Cheese Weasel!

Inter your PC for easy trans

port from the makers of

¢ the acclaimed Card Coffin.

T'he RPG Coffin provides a
»ooklet-style character sheet,
foam miniature protection, a

ame-tracking calendar, and

everything else you need to

1'ult'pl:llx in a metal container
small enough to fit in your
pocket. With the included

felt bac ki!‘.!_:. it even doubles

as a dice roller! Check it out

at cheeseweasel.net. -].C.

DUNGEON THIS MONTH # 131

18 DRAGON 340 F

{ TAKE INITIATIVI

i Does determining (or
remembering) initiative

i take almost as much time

i as actual

playing the
? If so, look

no further than Initiative

: comba

Boards from Ready and
: Waiting (readyandwaiting.
biz). The
{ Initiative Board is a dry/wet

mply designed

erase safe magnetic surface
marked with the common
dzo system initiatives—
through 30—and mag-
netic placeholders to keep
down on mess and fuss.
The Deluxe Board also has
i ample room for add-ons,
i like a whole line of effects

m; ts that detail some

i on the most common
i effects in D&D. -].C.

STRATEGIC MOBILITY
In the grim darkness of the
1st millennium, there is

f war—and now you can
- ;I \.\'It]l '..!'H ‘.\EEI'I("—!"l

you go! Games Workshop's

Warhammer 40,000: Gl
in Death brings its techno-
gothic glory to the Nokia

N-Gage (n-gage.com), com-

plete with Orks, Eldar, Space

Marines, and Chaos Space

Marines. Play multiplay
attles using N-Gage Arena
-“'Id hhit“(](‘t}] “-'jlt‘lt"\'\ Or
experience a compelling
single-player experience.

If that's not enough
strategy for your on-the-go
lifestyle, you'll also want to
check out the N-Gage ver-

sion of Sid Meier’s beloved

classic, Civ
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cepts): Adventure in Is of mythic gainst the kaij

of the d2o § Green

onin announced a print edition ! INi « Borrowed Time (Electric Mulch):

of Tn : Adventure R they stori C 1 sty 3 1€ 15 1 and some
offered other publish : Tho 1d and One !

in on the action by submitting se s { = Lux Aeternum

to become the first official Tn

of adventure. Green Ronin r
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et in the world of EBERRON on the

FH'\\'-t'l'}l\l:\_il]]l_‘_'_,li' continent of

Xen'drik, DDO: Stormreach centers
on the frontier town of Stormreach, a
bustling hub where explorers gather to
share stories and pirates are L‘i.lmll‘r-
ously commonplace. While quests fre-
I|l|!‘|1|]'_\ take |1|.|\:'1'\ into a wilderness
filled with an assortment of monsters
Il)l!'h new :I'I”i ]il]‘.:i||.|'|. muc h _L:ilT'I]l'l'lli]\
takes place in the city itself. As such,
Stormreach is a conglomeration of dif-
ferent wards, each with unique and

intricate architecture, From soaring
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towers and grand vistas to taverns
like

the Leaky Dinghy—which hovers

m.u_:i(.lllu above the [m:'!'~ waters—the

urban '-[H‘:n-,l of Stormreach is a setting
new to a genre that prides itself on

innovative new locales and vistas.

At its release, DDO: Stormreach prom-

ises many of the basic DUNGEONS &
Dracons races, including warforged,
as Pi‘[\l'r ('hilril( ter l'hﬂ:ll CS, .Kll }I'lli_"_ wit h
all of the base classes exc epl tor druids
and monks (which, along with prestige
classes, are l!('irlg considered lor later

content ‘\il[‘[l]t'ﬁl('[l!.‘-:. Before you ask:

e -

fter than
a year of careful

more
teasing from
Turbine, Inc. (turbine.

DUNGEONS & DRAG-
ONs Online: Stormreach is
scheduled to release this
month. And according to
Turbine—the  company
that brought you Asheron's
Call—the world of anline
RPGs will be “the

same ag Ellﬂ

yes, the mechanics you love are all
here. Wizards prepare spells and use
sometimes-costly material compo-
nents; barbarians rage; and rogues
take a position of unprecedented
importance with their ability to sneak
attack, remove traps, and climb walls
(adding a new, vertical element to
combat). Throw in on-screen dzo rolls
and DM text—for when you feel a
breeze from the secret door and the
like—and you're well on your way to
recreating the around-the-tabletop
D&D experience in a virtual forum.



s to this end that developers have
1 D&D st

level cap at 1c.

1C-

ina set the 1r

i 1 1n
Because we're based verv closely on

1 D&D rules, it’s in

ort

n our game be

vel 8 character i

per g

, Senior Gan

into 4 “r
which ) customize charac-

ters vi: roved skills, spell effects, and

1aps even more radical than
the level cap, however, is the gaining of

yers in DDO: Stormreach

experienc
ly through quests
1 story advancement, eliminating

for experience by killing the

same monster over and over.

Yet while such an advancement
system is novel to say the least. devel-
opers like | ckelberry believe that it's
DDO: Stormreach’s combat system that

from other RPGs.

truly sets it aj

‘Most [online RPGs| are based on a

similar combat system,

Eckelberry
points out. “While they let you click
on enemies and select attacks, all the

calculations are happening in the

background. It's not combat—
math. In D&D Online, everys
swing, every block, every tumble
or L{Uti_-;(' is controlled by the
plaver in real time. If a player sees

a giant raising his club a

1 can get
out of his reach in time, the giant
itch

mechanic—all of those abili-

will miss. It's not just a t

ties are driven by stats. That

mear e is dif-

15 that every ba

the |

wliest

ferent, and even
kobold can slit vour throat if
you're not careful.”

Of course, in D&D

Online, eve

just walking

around can be a chal-
lenge. “There are ladders

to climb, ledges to dangle

from, sealed doors beneath

placid pools of water, and

secret passageways to discover,”
says Eckelberry. “Since all adven-
tures are instanced, we have the
flexibility to alter the environment
once the party is in it. For example,
a floor might collapse after the party
has crossed it, forcing them to find
another exit, or a gate might slam

shut and open a secret door where

spiders are waiting in ambush for
the players. It's like nothing you've
ever seen in an [online RPG] before.”
While all of this applies merely
to early versions—and Turbine
is celebrated for its free content
updates—one thing is certain: things
in the online RPG world are about
to get seriously shaken up. “What
it boils down to is that every
fantasy-based [RPG] tries to
. emulate D&D to some

dL';:rl:l'." Eckelberry

notes. “We've got the

real thing. Having

! jo years of game

development under
your hood makes
a spectacular

difference.”
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by Hal Maclean « illustrated by Jeff Carlisle

e watch the skies and dream.
The stars themselves form patterns before
our eyes, constellations whispering the mys-
teries of the universe and destiny, if we but find the
t key to unlock their riddles.

Astrology, called by some the oldest science, by others
the first folly, plays upon one of our deepest, most human
needs: to understand the world around us. Born in the
& hearts and minds of ancient cultures, astrology makes
' a seemingly logical assumption. Just as the sun and the
moon influence our world, shifting the seasons and the
tides, so too must the dance of planets amid the fixed, con-
stant stars affect the fate of empires and every human soul.

No matter how this idea stands up to the test of mod-
rn science it certainly seems plausible in a land of magic.

A campaign world, where swords talk and cloud castles
drift by overhead, seems like a natural home for astrol-
ogy. This article presents an astrological system suitable
for any campaign, complete with a fantasy zodiac and
rules for casting horoscopes.

Students of astrology generally divide it into two
branches. Natal astrology concerns itself with deter-
mining a person’s overall destiny based upon the
place and time of her birth. Horary astrology, on the
other hand, concerns itself with finding the best and
worst times to begin new undertakings based upon
casting a person’s horoscope. As such, where natal
astrology determines if someone would make a good
spouse, horary astrology decides the perfect day to
hold the wedding.

Febru:
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Ancient astrologers divided celes-
tial objects into two categories: stars,
which remained fixed in place, and
planets (Greek for “wanderer”), which
moved about amid the stars. They
classified the sun and moon as plan-
ets and gave each planet its own spe-
cial domain of human behavior. What
most people consider their “signs”
(such as Libra or Capricorn) actually
only indicate the position of the sun
at the moment of their births.

When creating a person’s horo-
scope, astrologers must not only
factor in her sun sign but also how
the position of every other planet
influences it. For instance, even
if your sun sign was Capricorn,
emphasizing self-sufficiency and
ambition, a moon sign (which
affects how you act before you have
time to think) such as Taurus, with
its innate caution and stubborn
devotion, could cause you to forgo
important career opportunities and
focus upon your family instead.
The exact alignment of planets, and
their interaction at that time, cre-
ates a nearly unique set of circum-
stances, only repeating approxi-
mately every 4.3 million years.

Astrological Ages
The earth “wobbles” ever so slightly
as it orbits the sun, similar to the way
a top shifls its position as it spins.
Imperceptible within a single human
lifetime, this gradually changes the
positions of the stars relative to view-
ers from the planetary surface. Called
precession, it takes approximately
26,000 years for the earth to com-
plete one cycle, called a Great Year.

This presents many problems for
both astronomers and astrologers.
Vega will supplant Polaris, the North
Star, in 14,000 CE just as it edged out
Alpha Draconis in 3,000 BGE. It also
changes the relative position of the
constellations such that our calen-
dar, not based upon equinoxes and
solstices, now no longer precisely
§ conforms to the astrological calen-

L dar developed by the Babylonians

NEW FEATS

The following feats allow you to tap into the power of your astrological sign.
You must choose the sign of your birth and take the Startouched feat at 1st
level. Once chosen, your astrological sign cannot be changed.

Your destiny is intertwined withéyour astrological sign, giving you an innate

talent for certain tasks.

Prerequisite: Born under the appropriate astrological sign.

Benefit: You gain a bonus on

checks involving your optimal career.

Special: This feat also allows you to use and create star forged items of
your astrological sign (see page 29). You may only take this feat at 1st level.

The personality and temperament of your sign exerts an even greater influence
upon your destiny, endowing you with spectacular luck when performing cer-

tain actions.
Prerequisite: Startouched.

Benefit: You gain a bonus whenever you perform the lucky action of your
sign. Further, you may reroll a skill check involving your lucky action once

per day. You must decide whether or not to use this abi

ty before the DM

declares whether the roll results in success or failure, You must take the result

of the reroll, even if it's worse than the original roll.

Your connection with your sign reaches deep within the very fabric of your

soul, giving you the protective powers of your birthstone.

Prerequisite: Starborn, Startouched.

Benefit: You benefit from your birthstone’s special defensive properties when-
ever you carry a gemstone of the appropriate type worth 100 gp or more. You
may also use the reroll ability of the Starborn feat one additional time each day.

One of the most interesting
results of this is that approximately
every 2,000 years the constella-
tion dominant at the moment of
the Vernal Equinox (the traditional
start of spring) changes. Astrologers
believe that one of these shifts her-
alds the start of a new age. Shaped
by the attitude and temperament
of the dominant sign, the dawn of’
an age points to a time of crisis and
change, leading to the emergence
of new rv]igiunr‘., empires and ways
of seeing the world. Some astrolo-
gers believe the rise of Christianity
hailed the start of the age of Pisces,
and note the dawning of the Age of
Aquarius in the coming years

Setting a campaign on the thresh-
old of a new age could create an
excellent plot thread. A group of PCs,

whether working to preserve the

influence the direction of the next,
could easily find themselves at the
heart of a maelstrom. Battling rivals
with conflicting agendas, minions
of the established order, or even the
emergence of new and terrible gods,
a campaign set during one of these
critical moments in history could

prove quite memorable and exciting,

The Wheel of Stars

Astrologers believe that the par-
ticular constellation dominant at

the time of a person’s birth exerts

an enormous amount of influence
on both personality and destiny.
While they believe the positions
of the other planets modify this,
they still hold the sun sign as the
single most important factor in a
P[.’I’Kl"!i‘ﬁ life.

Each of the twelve constella-



description of the traits and behav-

iors most common to people born

under that sign. Like the zodiac of
our world, it begins in the spring
and, for simplicity's sake, assumes
that each sign occupies one month
Using our calendar, the first sign
(the beholder) would begin in the
month of March and cycle through
the entire year. In other worlds,
such as Eberron, Oerth, or Faeriin
it would begin in the months of

Therendor, Readying, and Ches

le some sett ings,

respectively. Wi

such as EBERRRON, already possess

constell: 15, the signs in this

article can easi

e added, repre-
senting a common zodiac,

The New Fe

s sidebar (see page
26) presents three new feats for
those who wish to establish even
more [Jllwrl'lul connections
with their astrological signs.
Each of these feats oper-
ates in a slightly differ-
ent manner depending
upon the sign. All of
the detailed abili-
ties and bonuses
require taking

b one or more of
these feats in
order to gain

access to them.

Si in of the
Beholder
Curious and
aware, driven
by a never-ending quesi
for novelty and spec-
tacle, the sign of the
beholder creates the
ultimate observer, Fasci-

nated by secrets and adroit

at solving puzzles, you sometimes
appear detached from both your
surroundings and the feelings

of others. You make a wonderful
acquaintance, blessed with a font
of interesting stories and amus-
ing anecdotes, but your difficulty
in fully trusting others means you
P seldom form more than a handful

gives you a +2 luck

bonus on saving

throws to resist illu-

sion spells and effects.

Sign of the Harpy

Charming and socially

gifted, the sign of the
harpy blends the art of
politics with the talent

of a born salesman. You

see the world not as it is, but :
it should be, and all too often you
apply your flair for manipulating
others to kh:lpr events to your

liking. You tend to have a |

:

wide circle of friends and
_ contacts, all certain
they hold a special
place in your
heart, and
since you crave
the ;_'::m[ opin-
ion of others
you usually
work very
hard to live up
to their expecta-
tions. However,
in moments
of frustration
your dark side
somelimes emerges in
awful tirades where you
inflict vicious tongue-lashings
upon those around you

Optimal Career: Born with a voice

| seribe

Optimal Career: A 1:

to make the angels weep, you gain a

) and Per-

and SPY, endowed with ir for +2 bonus on Perform (sing

recogr 12 patterns an

form (oratory) checks

intuitive leaps, you 2 honus Lucky Action: The most glib and

on Decipher Script chec persuasive of all the signs, you gain

Lucky Action: Eternally curious a +2 bonus on Bluff checks.

and aware of your surroundings, Birthstone: Turquoise, the stone

1 Spot checks. of a

you gain a +2 bonus o1 r and weather, grants you a +1
luck bonus to Armor Class against

anged attac

Birthstone: Agate, the stone of

creeption,
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Sign of the Ettin
Mercurial and changeable,

those born under the sign of the
ettin often seem at war with them-
selves. Capable of exceptional
tenderness one moment and
appalling cruelty the next, all

too often your soul seems cut in
twain. Dramatic, excitable, and
pll\‘i.‘iiuﬂll‘{:, no one cxpericnces
the joys and sorrows of life as
deeply as you do. Your impul-

sive nature makes it easy to

attract both friends and enemies.
Whether giving your last crust of
bread to a beggar on the street or
facing down a tavern bully and

his ten friends you often let your
instincts—rather than logic—
guide your actions.

Optimal Career: Your ability to
act without conscious thought,
turning impulse into deed, gives
you the finesse of a stage magi-
cian. You gain a +2 bonus on
Slight of Hand checks.

Lucky Action: Walking a men-
tal ightrope your entire life, you
somehow find little difficulty

Ao o On dangero
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granting you a +2 bonus on Dis
able Device checks.
Birthstone: Opal, the stone o

spontaneity and good fortune
you a +1 luck bonus to AC against

attacks of opportunity.

Sig’n (){ tl'l(f,‘ Dl‘}’ad
Rooted in love with the quiet
pleasures of home and
friends, those born under
the sign of the dryad blend
extraordinary personal loyalty
with a parochial indifference
to the wider world. Keenly aware
of the passage of time, you tend
to shun greal causes, prtlL- rring to
devote your years to friends, fam-
ily, and community. Others often
find themselves baffled by yous

ability to come upon a door—
or an opportunity—and refuse

to open it, preferring not to
gamble what you have for what
you might gain. When you do
have a personal stake, however, a
need to defend a loved one or your
home, you become like steel, the
most implacable and determined
enemy imaginable.

lack of curiosity, your pragmatic

Optimal Career: A deep-rooted
empathy combined with a friendly

I‘OOi

demeanor makes your presence
calming to all sorts of wild beasts,
;_{]'(II'Il.ITi_j_'_ you a +2 bonus on Handle
Animal checks.

Lucky Action: The most nurturing

talent for ministering to the aches
and pain of others, giving you a +2
bonus on Heal checks.

Birthstone: Pearl, the stone of
security and friendship, grants you a
+1 luck bonus to AC whenever an ally
occupies an adjacent square.

Sign of the Stirge

Focused and dedicated, whether
to causes, loved ones, or their
own indulgences, those born
under the sign of the stirge feel
an emptiness inside, one which
they desperately need to fill. Some
part of your life takes priority over
everything else and you chase it
with an almost predatory intensity.
Hero, villain, sinner, saint—you
scoff at such labels, pursuing your I
goal with a ruthless determination
and attention to detail. This hun-
ger, whether for wealth, fame, love,




revenge, new experiences, good Birthstone: Emerald, the stone of

food, knowledge, or anything else mental clarity and self-knowledge,
under the sun, drags you out of offers you a +2 luck bonus on Will
bed in the morning and pushes saves against enchantment spells
you forward until your eyelids and effects.
begin to droop each night.

Optimal Career: Your atten- Sig’n of the Wyv::rn
tion to even the slightest minutia,  Wanderers and risk takers, the sign
to the arts of measurement and of the wyvern creates the ultimate

observation, makes you a naturally  free spirit. Your life is a never ending
skilled scientist. You gain a +2 quest for novelty and fresh experi-
bonus on Craft (alchemy) checks. ences, You shun routine and com-
Lucky Action: Possessing a focus  mitment. Planning for the future and
and intensity that startles many thinking in the long term mingles
‘others, you gain a +2 bonus on Con- boredom with dread. You prefer to

“centration checks. gamble everything on a single lucky

— — .-
erson with the | feat creates a magic item she has
g some or all of the item's magical properties so they only
by someone of her particular star sign. For instance, a
+3 keen star forg word might only function as a +1 lor ord for any-
one born under another star sign. This not only gives DMs a simple way of
temporarily limiting the powers of potentially unbalancing items but also
pf(?‘_"f_'l:l‘_{ inter |'|}-_'I 'L)l,l!ll_}l'l‘-\ f\'_‘).' l'_il_][‘g(_‘(']n dl:f;!g”. D”n[ Ce - ';Il(-h as
secret doors, elevators, talking statues, traps, or guardian constructs, could
ht’('(‘[ﬂl" star {.(_"E_'_t‘d -’I\"II"L’I "_\IL{I'I.!ﬁEﬂnI ﬂd\l'.'ll'll‘i?':{_"\ Il“ a (h-_”d“h_'l ll_i'” 'u'lllillﬂ"
born under the right sign. This does not increase the cost.
Dagger of Stones: har like blade, this fencing d.|ggc:‘ seems per-
fectly crafted to slip throug s in armor. More practical than elegant, the
gem adorning its pommel appears almost garish and out of place. Merely a

+1 dagger to most people, in the hands of someone born under the star sign

corresponding to its gemstone it becomes a +3 ending dagger. In addition,

held, it grants the protective benefit of her birthstone
to the wielder, even if she does not have the Starblessed feat.
Strong Abjuration; CL 12, Craft Magic Arms and Armor, Starblessed; shield

or shield of faith, g of invulnerability; Price 52,302 gp; Weight 1 |b.
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shot, whether in battle or life. To risk
all is to gain all.

Optimal Career: Consumed by
wanderlust for most of your life you
possess a singular talent for look-
ing after yourself] giving you a +2
bonus on Survival checks.

Lucky Action: Never one to
let yourself get tied down, you

are always on the move, gaining a

Despite this need for power, you
seldom act like a tyrant, and indeed

you often devote many sleepless
nights to improving the lot of

those who follow you.

Optimal Career: You possess a
keen esthetic sense and a shrewd
eye for bargains. Your talent for

finding items to add to your per-
sonal “treasure hoard” gives you

+2 bonus on Ride checks. - a +2 bonus on Appraise checks.

Birthstone: Sapphire, the ) 5 Lucky Action: Ever vigi-
gem that protects travelers from : lant for grumbling or calls
harm, grants you a +1 luck bonus \ - of distress from those in
to AC on any round in which you ; your care, you gain a +2 bonus
move more then s feet. - = ' on Listen checks.

; : ; ' : Birthstone: Garnet, the gem-
Slg’n of the Drag‘on - £ s ' stone of celebrity and fame,
Magnificent and conscious <7 grants you a +1 bonus to AC
of their unique destinies, ek . f for one round whenever you
the sign of the dragon E- ; § use the aid another action.
produces people driven . . .
to acquire, yet their hunger . o Slg’ﬂ of the Unicorn
for a legacy often finds b L Aggressive and straightforward,
them building a better ' the sign of the unicorn produces
world. You possess extraordi- Y | ' natural heroes, although their dif-
nary energy and a lively, inventive &7 ficulty in understanding nuance

and compromise sometimes holds
them back. You see the world in
simplistic terms: good and evil,
black and white, right and wrong.
People admire your loyalty and
your emphasis on duty and self-
sacrifice, but your inability to find
the middle ground often leaves
them frustrated. Single-minded,
preferring to charge forward rather
then go around obstacles, you make
a poor diplomat or strategist. Yet
your innate decency and forth-
rightness wins you many friends.
Optimal Career: Your ability to
ignore danger and focus on the
task at hand gives you an excellent
head for heights. You gain a +2
bonus on Climb checks.

Lucky Action: Explosive energy
and the drive to push your body
beyond its limits gives you a +2
bonus on Jump checks.

need something to control and call Birthstone: Topaz, the stone that
your own,; whether a business, a magnifies the physical health and

mind that you unceasingly apply family, or even an adventuring party.  vigor of its bearer, grants you a +2

B

toward creating and then expanding  You must take the lead in some luck bonus on all saves versus poi-

_part of your life to feel fulfil on.and ¢
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Sign of the Hydra

Optimistic and durable, the sign of
the hydra produces the most resil-
jient people imaginable. Nothing gets
E you down for very long. You tend

1o spring back from even the most
crushing setback as confident and
chipper as always. From an early age
Yyou earned praise for your positive
attitude, your ability to find the silver
Hlining in every cloud. You trained
yourself to keep smiling no matter
what, always showing the side of you
that best portrays your image.

Optimal Career: Your friendly per-
sonality and dogged tenacity often
helps you find out what you need to
know, granting you a +2 bonus on
Gather Information checks.

Lucky Action: Agile and resilient,
you find that dodging blows and
snaking through enemies comes
S maturally to you, granting you a +z
* bonus on Tumble checks.

Birthstone: Diamond, the stone
of strength and resiliency, gives you
‘a +2 luck bonus to AC versus attack
iroles made to confirm critical hits

_Lhiplomacy che

- 1 -
bign of the Chimera
Suave and friendly, the sign of

the chimera produces people

with a gift for finding consensus

and unity among even the most
diverse groups. A born peace-
maker and an able diplomat, you

possess a ready instinct for dis-

covering and fulfilling the needs
of others. Some people come to
resent your tendency to involve

yourself in their affairs, but your

friendly disposition rarnest
desire to help usually wins them
over in the end. While you sel-
dom seek power and authority,

it often comes to you, and when
'_1'11“ ac hIL‘\'L’ il I\'f“i must h‘kl’ care
to never lose sight of the big pic-
ture in your quest for harmony.
Sometimes no compromise is pos-
A wolf
gree over

sible—as the proverb says, “

and a mother will never
how much of her child it can eat.”
Optimal Career:

amiable, your ability to get along

iating and

with others serves you well in many

fields, giving you a +2 bonus on

Lucky Action: Comfortable
with tiptoeing around awkward
issues, both figuratively and lit-
l‘!':l”\;". you )_[;lj!} a +2 bonus on
Move Silently checks.

Birthstone: Amethyst, the stone
of prescience, gives you a flair for
stepping aside in just the nick of
time. You gain a +2 luck bonus on
any Reflex saving throw against
evocation spells and effects.

Sign of the Kraken
Dabblers with a plan for every
eventuality, the sign of the kraken
produces natural tacticians and
conspirators. You view life as an
elaborate game where the pieces
have minds of their own. Half

the joy lies in finding how to get

them to move just where you want

them to go. You tend to enjoy
many interests, extending your
reach—your “tentacles” if you
will—throughout your commu-
nity, forming a wide network of
contacts and associates. Few, if any

ever fully grasp the true extent of




it -
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in chaotic, fluid envi-
ronments, granting you a +2 bonus
on Swim checks.
Lucky Action: You are accus- : < irths : Ruby, the
tomed to operating from behind you the person others turn to in stone of substance, protecting
the scenes, remaining out of moments of cr property as well as flesh, grants
sight to those that would do you Optimal Career: You pe you a +2 bonus on any Fortitude
harm, granting you a +2 bonus glare like a basilisk, granting you a +2 ainst transmutation spells
on Hide checks. bonus on Intimidate chec and effects.
Birthstone: Aquamarine, the Lucky Action: A L B - :
stone of the sea, gives a certain flu- ane it men or purchaser (_18.51'1 ng H roscopes
ity to your movements, offering 0 you a +2 bonus Many astrologers view the universe
you a +1 luck bonus on AC against Sense Motive checks. as a giant computer. They believ
touch attacks.
: HOROSCOPE DCS AND MODIFIERS
Sig’n of the Basilisk Horoscope DC Personal Information Known About Subject
Dour and often gloomy, those born 30 Astrological Sign
under the sign of the basilisk expect 25 Exact Date of Birth
the worst, yet this endows them with 20 Exact Time of Birth {(within the hour)
\ ght and indepen-
tubborn as stone, people Astrology check

Modifier  Condition
+5 Subject’s exact place of birth known
ing revenge for ima s -10 Attempting to determine an auspicious action without
even years later, leay holding an inauspicious action
=5 Double the action bonus and penalty

(this'can only be applied once)
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that if they apply the right

their formulas and charts they can

learn useful information about

future events, givi * on nearly
any subject, from founding a busi-
ness to naming a child.

o put ranks

ability to offer similar counsel to
their allies and to discover hidden
vulnerabilities of their enemies. A
ul skill check reveals lucky

or unluc tions for a partict
day, granting a bonus or penalty on
certain check 1d rolls.

Note that your DM must approve
the use of these alternate rules

Auspicious Actions
diz Result

Inauspicious Actions
di2 Result

W M=

10 Shun fire (-1 penalty on all saves versus fire attacks and effects).
11 Respect your enemy’s moments of weakness (-1 penalty on attack and damage rolls when
making attacks of opportunity).
12 A bad day to make friends (=1 penalty on Charisma-based checks and skills).
S —

DMs should feel free to expand upon the luck
advice gained from a successful skill check. For instance, “Listen toflgnore your survival instincts,” could easily be
used as a template to create similar modifiers on Fortitude and Will saves.

befi
Astrolo
otession (Astrolog
(\ is. Trained Only)
Your facility witl allows
you to mak \
sh i bout a per-
son's behavior so allows you
to cast horost opes, offerin
about future auspiciou
picious actions.
Check: You can cast a hor
for any living creature. You mus
know the subject’s astrologi-
cal sign. Your prt'r_iu'ti‘.'v powers
e in accuracy the more

ctions

Ignore your survival instinets (~1 penalty on Reflex saving throws).
Attention to detail will be punished (-1 penalty when taking 10 or taking 20).
You bruise easily (+1 on any damage against you with a bludgeoning attack).
Avoid sharp objects (-1 penalty on all attacks made with slashing weapons).

5 A bad day to rely upon your memory (-1 penalty on all Knowledge checks).

6 Avoid that which is dead (-1 penalty on attack and damage rolls versus undead).

7 A bad day for exercise (-1 penalty on Strength-based checks and skills).

8 Expect poor reflexes (-1 penalty on initiative checks).

9 Don't rely upon your surroundings (-1 penalty to AC modifier when gaining a cover bonus).

e ——

outlined here, increasing the available pieces of

cope determines an
ky) and inauspi-
for a par-
day. Roll 1d 1ce for each

e the sideba

Action: It takes considerable time

to make a check and fashion a horo-
scope, requiring 1dg hours to make
calculations and dr:

attempt to ca
ticular subje

Synergy: If you have 5 or me
ranks in Knowledge (the planes),
YUII gﬂt a+2 .‘i'lﬂ'll'l

Astrology checks. w

1 Listen to your survival instincts (+1 insight bonus on Reflex saving throws).

2 Attention to detail will be rewarded (+1 insight bonus when taking 10 or taking 20).
3 You bruise rarely (-1 on any damage against you with a bludgeoning attack),

4 Use sharp objects (+1 insight bonus on all attacks made with slashing weapons),

5 A good day to rely upon your memory (+1 insight bonus on all Knowledge checks).

6 Confront the dead (+1 insight bonus on attack and damage rolls versus undead).

7 A good day for exercise (+1 insight bonus on Strength-based checks and skills).

8 Expect superb reflexes (+1 insight bonus on initiative checks).

9 Rely upon your surroundings (+1 insight bonus to AC when gaining a cover bonus).

10 Endure fire (+1 insight bonus on all saves versus fire attacks and effects).

11 Exploit your enemy’s moments of weakness (+1 insight bonus on attack and damage rolls when
making attacks of opportunity).

12 A good day to make friends (+1 insight bonus on Charisma-based checks and skills).
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FHE MASTER
ASTRHLHGER

“What’s your sign?”

- ages have long known the patterns of stars and

S planets are more than mere coincidence. As the

features of the heavens evolve over time, they

reflect cyclical shifts in the workings of magic and the
arrangement of the planes, as measured by an ancient
system of astrology. Master astrologers are spellcasters
devoted to studying astrology and'its influence upon
the cosmos.

Becaming a Masfer Aslralager
Those who seek knowledge, whether from ancient dusty
tomes or the collective wisdom of elders or deities, pur-
sue the master astrologer class. Most spellcasters can
easily qualify for the prestige class by sth level.

Enfry Requiremenfs

Skills: Knowledge (the planes) 4 ranks, Sense Motive 4
ranks, Profession (astrologer) 8 ranks.

Feats: Skill Focus (Profession [astrologer]).

Spells: Able to prepare spells.

Class Fealures
A master astrologer is a spellcaster with the ability to
manipulate—and be manipulated by—the stars,

Spells per Day: At each level after 1st, you gain new
spells per day (and spells known, if applicable) as if you
had also gained a level in a spellcasting class to which
you belonged before adding the prestige class level. You
do not, however, gain any other benefit a character of that
class would have gained. If you had more than one spell-
casting class before becoming a master astrologer, you
must decide which class to add each level for the purpose
of determining spells per day and spells known.

Stargazer (Ex): Whenéver you have agcess to a spyglass
and an unobstructed view of the stars you may prepare

4 =

—Gendi, master astrologer

spells in half the usual amount of time. Typically, this
means it takes you only 30 minutes to prepare spells.

Zodiac Sense (Ex): You understand the ways in which
the stars influence behavior. You gain a competence
bonus equal to your master astrologer level on all
Sense Motive checks. Also, as a full-round action, you
can make a DC 20 Sense Motive check to determine
the astrological sign of any one creature to which you
have line of effect. You may instead make this check
as a move action or as a free action, but doing so
increases the DC of the Sense Motive check (to DC 35
and DC 50, respectively).

Numerology (Ex): Starting at 2nd level, your spells
are more potent against creatures whose astrological
signs you know, Against all such creatures, you gain
a +1 insight bonus on caster level checks to overcome
spell resistance and your spells’ save DCs increase by
+1. At 5th level, these bonuses increase to +2. At 8th
level they become +3.

Bonus Feats: At 3rd level, and again at 6th and gth level,
you tap into the mystical power of your astrological sign to
enhance your own natural aptitudes. As a result, you gain
a bonus feat at each of those levels. You must meet a feat’s
prerequisites before selecting it as a bonus feat. As your
bonus feat you may select Greater Spell Focus (divination),
Spell Focus (divination),or a feat from the following list
that corresponds to your astrological sign.

Beholder: Alertness, Investigator, Iron Will, Negotiatar,
Obscure Lore (from Complete Adventurer), Quick Recon- 1
noiter (from Complete Adventurer), Self- Sufﬁclcnt or Skill
Focus (any Knowledge or Spot).

Harpy: Cooperative Spell (from Complete Arcane), Deceit-
ful, Greater Spell Focus (illusion), Negotiator, Persuasive,
SklllFOausTBluﬂ' or Diplomacy), Spell Focus (illusion), or
Sudden Qulcke:{&om Complete Arcane). #
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Ettin: Chant of Fortitude (from
Complete Adventurer), Deceitful, Great
Fortitude, Greater Two-Weapon Fight-
ing, Improved Two-Weapon Fighting,
Persuasive, Twin Spell (from Complete
Arcane), or Two Weapon Fighting.

Dryad: Diehard, Endurance, Great
Fortitude, Greater Spell Focus (abju-
ration), Iron Will. Sanctum Spell
(from Complete Arcane), Self-Suffi-
cient, or Spell Focus (abjuration).

Stirge: Arcane Mastery, Combat
Casting, Diligent, Greater Spell
Penetration, Investigator, Skill
Focus (Concentration or any Craft),
Spell Penetration, or Track.

Wyvern: Agile, Greater Spell
Focus (conjuration), Reckless Wand
Wielder (from Complete Arcane),
Run, Self-Sufficient, Spell Mastery,
Spell Focus (conjuration), or Sud-
den Quicken (from Complete Arcane).

Dragon: Alertness, Appraise Magic
Value (from Complete Adventurer),
Diligent, Draconic Heritage (from
Complete Arcane), Iron Will, Leader-
ship, Skill Focus (any Craft or Pro-
fession), or Toughness.

Unicorn: Acrobatic, Athletic,
Battle Caster (from Complere Arcane),
Combat Reflexes, Dodge, Mobility,
Spring Attack, or Toughness.

Hydra: Deceitful, Deft Hands,
Diehard, Endurance, Fortify Spell
(from Complete Arcane), Guardian
Spirit (from Complete Arcane), Iron
Will, or Persuasive.

Chimera: Communicator (from
Complete Arcane), Cooperative Spell
(from Complete Arcanc), Iron Will,
Leadership, Lightning Reflexes,
Negotiator, Skill Focus (Diplomacy),
or Stealthy.

Kraken: Athletic, Delay Spell (from
Complete Arcane), Greater Spell Focus
(enchantment), Improved Initiative,
Investigator, Jack of All Trades (from

«Complete Adventurer), Persuasive, or
Spell Focus (enchantment).

Basilisk: Combat Casting. Extend
Spell, Insightful (from Complete
Arcane), Investigator, fron Will, Per-
sistent Spell (from Complete Arcane),
Self-Sufficient, or Skill Focus (Con-
centration or Intimidate).
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Numerology +1 +1 level of existing s

10th +5 +3 +3 +7

! The stars are right
Class Skills (2 + Int modifier per level): Concentration, Craft, Knowledge (arcana), Knowledge (

(religion), Knowledge |

Astrological Communication
(Su): Beginning at 4th level, you
can temporarily shift the apparent
alignment of celestial bodies. All
other master astrologers capable
of seeing the stars can automati-
cally read what these rearranged
astrological bodies mean. This
ability, in effect, functions as the
spell message, sent to all other
master astrologers viewing the
sky. Others who are not master
astrologers might also notice
these changes if they've been
warned to look for a specific sign
or astrological change, although
they cannot discern a specific
meaning. You can use this ability
once per night per master astrolo-
ger class level. This message
remains visible for 1 hour.

Planetary Alignment (Ex): At 7th
level, you can sense when your world
moves into alignment with other cos-
mic bodies. Some sort of alignment,
whether relatively minor or breath-
takingly grand, occurs every day. You
can tap into these alignments. Every
day, you can spontaneously apply
1d6 levels worth of metamagic feats
you know without increasing the
spell level. You can expend all of your
metamagic levels on one spell or you
can spread them out among different
spells throughout the day.

For example, if you roll a 1, you
may apply a metamagic feat to a spell
that would normally incfease the
spell’s level by one level, such as Silent

2006

the planes), Profession, Sense Motive, Spellcraft, and Spot.

JICAL HRGANIZAFIENS

t that suppc

its men

Readers:

Spell. If you roll a 6, you may apply

a number of metamagic feats to
increase a spell’s level by six levels,
such as applying both Maximize
Spell and Widen Spell. You might
also choose to apply metamagic
feats that would normally increase
the spell’s level by one level to six
different spells, to apply metamagic
feats that would normally increase

_the spell’s level by three levels to

two different spells, or any com-

bination of metamagic feats and
spells that equal six spell levels.
The Stars are Right: Upon gaining
1oth level, you can, once per day as
a standard action, force the stars to,
appear to realign themselves tempo-
rarily for your benefit. You then have
until the end of the following round
to cast a spell at a greatly enhanced
effect. A spell affected by this ability
is cast at +4 caster level and the DC to
resist it increases by +4-4n addition,



all numeric effects of the spell are
increased by one-half. The spell’s
range, duration, and area increase
by half against as much as normal,
it deals half again as much damage,
cures half again as many hit points,
affects half again as many targets,
and so forth, as appropriate.

For example, a 5th-level wizard/
10th-level master astrologer could
cast a delayed blast fireball as a 19th-

" level caster for 150% x 19d6 points
of damage with a DC +4 higher than
it would otherwise have, a range
of 1,740 feet (instead of the normal
1160 feet), and affect a 3o-foot-
radius area (instead of the normal
20-foot radius).

Pl&l)g]lig A Mastler

You devote yourself to astrology as an
academic pursuit, using knowledge
of the zodiac to further understand
the mysteries of the heavens and

the multiverse. While thé'division

of interest in the zodiac colorsyour

outlook slightly, it does not alter
your abilities. You relentlessly pursue
knowledge, sometimes merely for the
sake of uncovering it and sometimes
for more personal reasons.

If you belong to an organization
of master astrologers, the group's
tenets provide further guidance.

Cambatf

A master astrologer plans ahead.
You attempt to enter every combat
fully prepared to face whatever
creatures oppose you. When pos-
sible, you attempt to learn your foes’
astrological signs ahead of time so
you can use that knowledge to your
advantage once combat begins.

Advancement

While many master astrologers come
from the ranks of wizards, druids—
already attuned to the natural order—
comprise the second-largest group of
members. Clerics of deities interested

in knowledge or revealing secrets a]so _

sometimes join the ranks.

-

-+

Master astrologers tend to maxi-
mize their ranks in as many different
Knowledge skills as possible. They
tend to learn or prepare a wide vari-
ety of divination spells, frequently
making use of Spell Focus (divina-
tion). Those who wish to use their
knowledge against their enemies also
focus on evocation spells and the
more offensive spells of the conjura-
tion and transmutation schools.

Resnurces

Depending on the organization to
which you belong (see the Astro-
logical Organizations sidebar) you
either have a great deal of sup-
port or none at all. Those master
astrologers who strike out on their
own most likely have little or no
support structure.

mﬂls'ler Asﬁnlmqers

The master astrologer prestige class
fills many of the same roles as a
diviner. He can uncoversecrets that
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others either can't or don't care to,
and he can utilize the knowledge
gleaned from those seerets in ways
mysterious to everyone else. Mas-
ter astrologers in an organization
work together to uncover forgotten
knowledge and apply it toward the
shared goals of the group.

Frganizalinn

Despite their shared motivations
and fraining, master astrologers
are not required to belong to any
organization, although many do.
Master astrologers with an aca-
demic interest in the zodiac tend
-to form organizations and groups
that resemble—in structure and
intent—universities, wizard schools,
and other institutes of learning.
Many such organizations teach their
craft through both apprenticeships
and formal academies. Those more
interested in using their knowl-
edge for personal gain form guilds.
Groups filled with master astrolo-
gers who seek guidance from the
stars or deities associated with the
stars tend to set up their organiza-
tions like strictly regimented reli-
gious orders.

NEC Reaclians

Most NPCs who meet a master astrol-
oger assume it is a professional title
and consider the individual bearing
it a wizard who happens to engage in
a noteworthy profession. Those who
know the difference still tend to think
* of master astrologers as variant spell-
casters (although they might closely
guard their dates of birth if a master
astrologer is around).

Masler Aslralager
Lare

Characters with Knowledge
(arcana), Knowledge (the planes), or
Profession (astrologer) can research
the zodiac and the master astrolo-
gers who draw upon its power.
When a character makes a skill
check, the following information

is gained, including thit hsted for
lower DCs.

-

_ DC1o: “Astrology assigns specific
signs to every one. Master astrologers
are spellcasters who study astrelogy
and the meanings of its signs.”

DC 15: “Most master astrologers
who know a creature’s astrological
sign can use that knowledge to giin
power over that creature.”

DC z0: "Master astrologers can
guess a creature’s astrological sign
just by studying its behavior. Once a
master astrologer knows a creature’s
sign, that creature likely has dif-
ficulty resisting the master astrolo-
ger's spells.”

DC 30: “The zodiac also measures
the alignment of the planes at any
given point in time. An experienced
master astrologer can force the stars
to realign for a brief period.” Also,
the character knows all information
contained in the article, “The Stars
are Right.”"

ﬁ| ster Asirulagers
e Game
T‘he master astrologer makes an
excellent choice for a mysteri-
ously knowledgeable NPC who
knows things about the PCs that he
shouldn't. A master astrologer (or an
astrologer organization) can make
an excellent patron for PCs,

The master astrologer prestige
class should appeal to plavers
who enjoy playing knowledgeable
characters. At higher levels the
prestige class can certainly hold its
own in battle, but overall its major
strengths lie in spellcasting and
hindering enemies.

Adaplatinn

The master astrologer, as written,
assumes use of the D&D zodiac
presented on page 24. In order to
incorporate the master astrologer
into a campaign world that uses a
different zodiac, alter the lists of
bonus feats to reflect the zodiac
reality of your'campaign setting. If
your world does not have a zodiac,
or you do not wish to keep track of

_one, create one unified list for all

master astrologers.

Sample Masfer

Aslrix ager %

GENDI CRY
Male human diviner 5/master astrologer 4
CN Medium hum {(human)
Init +1; Senses Listen +3, Spot 43
Languages Common, Celestial, Draonic
AC 14, touch 12, flat-footed 13
hp 36 (9 HD)
Fort +5, Ref +4 Will +10
Spd 30 ft.
Melee masterwork quarterstaff +5 (1d6)
Base Atk +4; Grp +4
Combat Gear potion of cure serious wounds,
wand of Melf’s acid arrow (20 charges)
Spells Prepared (CL 8th; +5 ranged touch):
4th—dimension door, phantasmal killer
(DC 17), scrying (DC 17)
3rd—clairaudience/clairvoyance, hold
person (DC 16), nondetection (DC 16),
suggestion (DC 16), tongues
2nd—blindness/deafness (DC 15), detect
thoughts (DC 15), invisibility, Melf’s acid
arrow, touch of idiocy
1st—charm person (DC 14), disguise self,
protection from law (DC 14), ray of
enfeeblement, sleep (DC 14), true strike
0—detect magic, ghost sound (DC 13),
resistance, touch of fatigue
Abilities Str 10, Dex 12, Con 14, Int 17, Wis
13,Cha8
$Q astrological intuition, numerology,
stargazer, summon familiar (Lyra),
zodiac sense
Feats Alertness, Combat Casting, Craft
wand®, Self-Sufficient®, Scribe Scroll®,
Skill Focus (Profession [astrologer]), Skill
: Focus{Sense Motive), Toughness
Skills Concentration +14, Heal +6,
Knowledge (arcana) +7, Listen +5,
Profession (astrologer) +21, Spellcraft
+11, Sense Motive +16, Spot +5,
Survival +7
Possessions Combat gear, masterwork
quarterstaff, spellbook. spyglass, bracers
of armor +2, cloak of resistance +1, ring of
protection +1, 450 gp. 172y
Spellbook as above plus 0—all others
except dancing lights, flare, light, ray of
frost; 1st—identify; 2nd—locate object;
3rd—dispel magic; 4th—charm monster
Lyra, raven familiar: hp 18: Monster
Manual 278. & -
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by Chris Tulach « illustrated by Jeff Laubenstein and Chuck Lukacs

¥ he sun is perhaps the
most enduring and
4 important symbol

throughout the mythological
and religious tapestry of time.
The ultimate symbol of
authority, it is also the great
bringer of life, ushering
the land out of the death

of winter and into the
renewal of spring. Itisa
constant, never-changing
force and a wellspring of
hope and guidance.

IeESEOTY

avd Al
The use of the sun and its
aspects grounds a world's
mythology in a constant primal
force. Focusing on the sun creates an
instant familiarity and connection for players
involved in such a campaign, While the sun is tradi-
tionally personified with a variety of traits, a notewor-
thy few bear mentioning.

Masculinity: The sun is frequently portrayed as
masculing figure in many cultires, such as Apollo in
the Greek and Roman pantheons and Ra of Egyptian
ogy. As md:. the sun 1s_oﬂ;m,mgnnd the attri-

hndlmmcdth:wzysof:gnmlmtbgmmoﬂhc
sun as a life-giver has béen understood.

The Mind: Reason and knowledge have always been
the province of the sun. Knowledge and learning are

often described as a light or illu-
mination: Wisdom and willpower
are also traits of the sun, The sun
governs the aspects of the ego and
man’s control over his baser
mstincts. Itis also associated
with the gifts of wisdom and
the ability to distinguish
truth from falsehood.
Authority: The double-
edged sword authority
represents is a hallmark
of the sun. It rises high
in the sky, above everyone
and everything, casting its
light down upon the whole
of the earth, It is the largest
heavenly body and wields the
greatest power over the land. The
sun’s presence brings great joy with its
regenerative properties ora terrible curse
through its oppressive heat.

Hope: Hope is as everlasting as the sun, and indeed is
often associated with it. The fearful unknown of night is
dispelled when the sun arrives to begin the day. People
look to the sun to provide life-giving light and are joy-
ous at the resplendence of a warm sunny day,

solar caleudars g

A solar calendar is sm-rp!y a calendar that isthtedﬁy the
position. oﬂh&Mﬂ s revolution around the sun.

On Earth, solar calend: are generally 365 diysTong, but
depending on the campaign world they might be longer
orshorter. Those creating solar calendars for their own
campaign should determine how far away the sun is from
the planet, how long it takes for the planet to make one
rotation (thus, the length of one day), and how long it takes
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