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EDIT!

YOU HAD
10 BE THERE

very other Thursday night I run an Age of Worms cam-

paign for the Paizo editorial staff. It's a chance for us

to unwind from the pressure of deadlines, throw some
dice, tip back some beers, and laugh uproariously. Last
week, the party set out from the besieged Blackwall Keep to
the heart of the treacherous Mistmarsh, a forlorn swamp-
land teeming with disease-carrying insects and ravenous
monstrous beasts. In the early mornings, a thick fog seeps
from the mire, giving the place its unus
good time, the party decided to travel throughout the day,
lashing themselves together to prevent their separation.
When I asked the players to line up their miniatures in
marching order, | caught a few of them exchanging wor-
ried glances, knowing that something terrible was about to

al name, To make

occur. A couple successful Listen checks revealed sloshing
water off the party’s left flank, the sound of something large
but still obscured by the morning mist. Then, the swamp
exploded in a swirl of muck and flashing teeth as two giant
crocodiles burst from the water to attack the PCs.

The first snickers came when [ put my monster minia-
tures on the table. I hadn't quite been prepared enough to
pick up giant crocodile figurines from the local toy store, so
instead I used stand-ins from the D&D Miniatures line. “That

bulette isn't really a bulette,” I said with a crooked smile and
a shrug. "And that fiendish tyrannosaurus rex isn't really a
dinosaur, either. Try to pretend they're giant crocodiles.”

I'm happy to say they found it ea

er to imagine the croco-
diles once I threw one character into negative hit points with
a single bite, and enveloped another character—DuNGEON
Assistant Editor Jeremy Walker's red-skinned halfling sor-
cerer Demon Boy—in the creature’s mighty jaw (thank you,
Improved Grab!). The following round, the second giant
crocodile snapped up Jason Bulmahn's dwarf, and suddenly
the party found itself flanked by two immense reptiles with
stubby little flailing arms and legs poking out between their

teeth. Every round, the crocodiles chomped down harder,
and gouts of blood shot out into the swampy muck.
Naturally, everyone was howling with laughter. Downer
artist Kyle Hunter leapt from his seat and rushed to the
whiteboard, rapidly sketching a croc casually gulping down a
panicking Demon Boy. When the halfling went into negative
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hit points, Kyle quickly erased the akimbo arms and put a

little slack into his near-dead form. The crocodile crossed its
arms nonchalantly, as if bored with its mid-afternoon snack.
Without question, it was one of the funniest sessions of D&D
[ can remember, and it reminded me how integral humor is
to the game we all love.

As this is the April issue, I've been thinking a lot about
humor in the game and its place here in DracoN. For years,
the April issue has featured presumably funny content, often
of the yuk-yuk variety, such as assigning monster stats to
the pizza and Doritos that frequently litter a game table.
Some editors have decided to eschew the humor element
altogether. I fall somewhere in the middle. Cursed with a
propensity to take the game very seriously, jokey content
makes me a little queasy, as it often seems forced and some-
times seems absolutely useless in terms of gameplay. Humor
in the game is often a spontaneous thing. I've no idea if the
crocodile story above is as entertaining to read as it was to
live through, but 1 suspect the retelling falls somewhere short
of the event itself. Joke articles in DracoN often rank among
our most controversial, which is funny when you consider
that the most popular features in the magazines are our great
cartoons, which mix jokes and gaming every single month.
This year, we decided to kill two kobolds with one crossbow
bolt by asking Zogonia’s Tony Moseley to provide the funny,
which he does admirably in “The Ecology of the Adventurer.”

Watch out for crocodiles.

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




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

Please include your name, city, and state.

STAFF INFLECTION

I am writing in reference to Ben Vandg-
rift's informative article on “Stafis of the
Magi” (Dracon #338). In his historical
and literary references 1 felt he over-
looked a “recent” (1930) addition to the
subject worth mentioning to your read-
ers. In Robert E. Howard’s Solomon
Kane stories, particularly “The Hills
of the Dead,” Howard’s puritan swash-
buckler character Kane obtains an ebon
staff—the head of which is vaguely
catlike in appearance—from the Voo-
doo mage N'Longa. The staff'is used to
help Kane contact N'Longa, who proves
to be a magical and spiritual advisor

through dreams. Likewise the staff

helps Kane fight undead creatures. It
is also sharpened to a point at one end
for use against more pedestrian adver-
saries and as a climbing tool. One line
[ particularly like from the story is that
the staff will help the warrior where his
“gun and long knife fail...”

Clearly there are solid sources in
sword and sorcery fiction for hardy war-
riors to use magic laden objects in addi-
tion to the clichéd physically weak sor-
cerer of old. I hope these references get
some thoughts going for your readers.

Murray J. Weed, Esq.
Hapeville, GA

Thanks for the reminder to look beyond tra-
ditional fantasy sources for inspiration. Any-
one who thinks staffs are just for wrinkly old
wizards would be wise to pick up the classic
kung fir movie 8 Diagram Pole Fighter,

which for my money features the best staff’

fighting scene ever recorded. The staffs aren't
knobhby at the end and they don't shoot fire,
but they hurt real good when they hit you.
All this staff-talk is a great excuse
to bring public attention to the recent

m DRAGON 342 April 2006

promotions of DrAGON staffers Jason
Bulmahn, Mike McArtor, and F. Wesley
Schneider, three of the hardest working
game professionals in the industry, Con-
gratulations, boys. See me for keys to the

executive bathroom.

¥10 (OYVER OUTRAGE

No, this is not a complaint about the
scantily clad woman on the cover. I am
all for scantily clad women.

However, you should not be allowed
to use the phrase “The Stars are Right”
reference to the Cthulhu
Mythos. It borders on a bait and switch
technique of advertising,

without

Kirk Foote
Via Email

We were going for “geeky nerd in-refer-
ence as marketing pun,” but I can see your
point. Ftagn.

different situations.

while staying out of harm's reach.

One of the more interesting figures from War Drums, the new DUNGEONS
& DrAGONS Miniatures set, is Snig, Worg Rider, Originally appearing in
Archfiends as a common, Snig the Axe is back as a rare, with his trademark
weapon and riding a fierce worg. The first of its kind, these two miniatures
allow you to portray the same character both mounted and standing alone for

Weighing in at just over twice the cost of the Archfiends figure, this Snig packs
quite a bit more punch, including an additional attack, a higher commander
rating, more powerful minions, and a mounted melee attack ability
that allows him to attack once at any point during a double move.
To top it off, Snig also keeps his useful command ability, granting
bonus damage to small figures. Add this in to his amazing
speed, higher level, and double the hit points
of his previous incarnation, and you can see
why this Snig stands up as a viable com-
mander, capable of delivering significant hits

HAPPY SILVER ANNIVERSARY

This year marks my 25th as a DunGEoN
& DraGons player/DM. As 1 look back, 1
remember the anticipation of each trip
to the mall (40 miles roundtrip where 1
grew up) hoping that the newest issue
of Dracon would be waiting for me
on the shelf. It's nice to know, 25 years
later, that I still feel that same anticipa-
tion when I go to the local hobby shop
(shout out to The Hobbit) to purchase
each month'’s issue. Maybe that is why,
after all these years, I would still rather
buy it there than subscribe.

No versions and changes in the game
since those early years have dulled my
passion for the game. In fact, I think
it is better now than it ever has been,
and a lot of the credit for that has to
go to Dracon and her sister DUNGEON
magazine. Thanks for the quality effort
your staff puts into each issue, and




the great art that graces the cover and
pages each month.
Looking forward to my next 25 years
of gaming and DrAcON magazine,
Walter A McWilliams
Via Email

Thanks for the kind words, Walter! It's
certainly an honor and a privilege to work
on these magazines, which do influence
the game from time to time. A lot of con-
cepts that went on to become major parts
of D&D first appeared in these pages, and
it’s fun to think that something in this
issue might still be fondly remembered in
25 years' time.

Readers who are interested in the his-
tory of DrAGON and some of the articles
that went on to become classics should
check out the DrAcoN Compendium, a
256-page full-color compilation of some of
the best articles from the magazine's first
30 years. Initial response to the book was
so strong that we sold through its entire
print run in 64 days, and it is now in its
second printing. All of the book's content
has been updated to the latest version of
DunceoNs & DRAGONS, so you can do
mare than enjoy reading this classic mate-
rial—you can actually use it in your cur-
rent game! The DraGoN Compendium
is available at your local hobhy store or
online at paizo.com.

NOT-S0-PHINFUL MEMORIES

Fantastic job with issue $#339. Naturally,
as a 2o+-year veteran of D&D, I have a
soft spot in my heart when it comes to
the so-called Campaign Classics. The
PLANESCAPE setting was a particular
favorite with my gaming group. Kudos
to rk post for the exquisite rendering of
the Lady of Pain, complete with tasseled
scarves, a la Tony DiTerlizzi. It made me
realize just how much I miss that setting.

Excellent move bringing The Order
of the Stick on board. I'd never read it
prior to its appearance in your pages,
but after reading the initial installment
{in issue #338), 1 was hooked. Never
mind that my gaming group had an
encounter with a chuul that was eerily
reminiscent of the one featured in
the Order's premiere episode; or that
it happened a mere three days before

issue $#338 arrived in my mailbox. (And
I do mean eerily reminiscent, right
down to the same confusion over the
use of weapons while grappled.)

Two thumbs up on the changes to
the Class Acts format. I'm delighted to
see you begin exploring the new (non-
core) base classes, namely the hexblade,
from Complete Warrior. Here's hoping
that the swashbuckler gets similar
treatment before long—there's a class
with a ton of untapped potential.

And finally, what would a letter to
DracoN be without the obligatory crit-
icism? In the Class Acts article on sor-
cerer/wizard spells in issue #3309, Jesse
Decker asserts that in addition to pro-
viding safe haven to the PC's, Morden-
kainen's magnificent mansion provides all

the benefits of the clerical spell heroes”

feast. My criticism, of course, is leveled
at Wizards of the Coast, who appear
to have omitted that benefit from my
copy of the PHB. The scoundrels.
Jason Brown
Portland, ME

The wretches took it from my book, too,
although I know I've played it that way in
the past. The idea must have gotten in our
heads somewhere...

BOUND TO CRUSE CONTROYERSY

While T can't help but agree that the
original Conan film could have been
better (really, what film is so per-
fect that some aspect couldn't be
improved?), why don't we take some
of your general criticisms and apply
them to the current King of the
Mountain, Peter Jackson and his Lord
of the Rings films?

“The original Conan movie is okay
as far as mid-8os fantasy goes, but it’s
not a particularly good movie, nor is

KNOWLEDGE CHECK
Question: What is Olidammara's

favorite animal?

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

RPG BI+-TORREN+ TRACKER
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@ Spell Compendium [Color]
@ The Red Hand of Doom

&' Tome of Magic

@ Power of Faerlin

@' Dragon Compendium, Vol. I
@ Dungeon #126

@ Dungeon #129-133

@' The Shackled City Hardcover

SOVEREIGN PRESS

@ War of the Lance

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

@ Testament

@' Advanced Player's Guide



SCALE MAIL

KNOWLEDGE
CHECK ANSWER

Answer: Spell it backwards.

it a particularly faithful adaptation of
Robert E. How

whom 1 quite like. And even the most

d's literary character,

ardent fan of the film must admit that
at times it is very, very boring...”

Now I wouldn't catapult Conan the
Barbarian into the realm of great mov-
ies, but is most certainly a good movie,
and if you find yourself growing bored
during a mere 2 hours of movie viewing,
you might want to check your pulse.

As for the faithfulness of adaptation, I
agree. It's kind of hit or miss, but in my
opinion enough Conan comes shining
through. (Aside: let's not forget that two
of the writers were Oliver Stone and
John Milius, Anyone think those two
really cared about Howard?)

Jackson’s turn. His adaptation of the
Lord of the Rings trilogy was absolutely
awful! Aside from the visual beauty of

the landscapes, wardrobes, and special

effects (and just nailing the Balrc
not one single thing was done well.
Faithfulness is the benchmark here,
one often noted by Jackson himself]
and he fell so short he can't even see
the bench. Apologists say that the spirit
of Tolkien’s creation makes it through,
but they're blind or, more often,
haven't even read a word of the texts.
I'd go point by point on this one, but
something tells me the editors don't
want a single letter to take up three or
four pages.

Moving on to keeping the audience’s
attention, we can talk about the third
film all by itself. Peter Jackson seems
to be the Stephen King of film, he just
doesn't know how or when to end a
story. In our case my group of friends
saw Return of the King at a midnight
show and were naturally tired by the

end, but even those who l_"l’)j::_\'t‘l‘i the

movie |.]1n||}_-'|'.l| the last 40 minutes
were completely unnecessary.

I don’t owe Peter Jackson a darn

fam-

thing. I think he owes the To
ily an apology.

The key to all this mov

is that it is all opinion an

us getting hot under the collar, or just

unilaterally heaping scorn and praise
from on high and in print, is just silly.
You like what you like, you hate what
you hate, and everyone has their own
reasons. Whatever floats your boat.

As Miss

“everyone is entitled to their opinion.”

Manners would tell us,

But if you think Jackson's Lord of the

Rings movies were good, you're wrong!

Smile.

Robert Hixon
Frederick, MD

I think Conan
as you state, tha
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VOYAGE OF THE
GOLDEN DRAGON

HICOLAS LOGLIY

Open up your mind with th rdially invi

Psionic. Including new psionicc the maiden v

rdent and the divine mi
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Creature Catalog V

by Wolfgang Baur, Sean K
II\?‘l'_\u'.'?Ulll‘fﬂ, et al,

The Creature Catalog returns
with twelve new monsters. From

classic creatures like the norker

» to new terrors such as the hex
dragon, these critters are hungry
! W for the taste of adventurers.
: . Rivals
by Richard Lee Byers
A new FORGOTTEN ReaLms short
story about betrayal, trust, and
L & B S L. hunting dragons.
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_ ESNE PREVIEWS. NOTES. AND NEWS FOR GAMERS
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Take Cover

by Hal Maclean

Rumbling up from below and
swooping down from the
skies, monsters have always
had the edge when it comes
to mobility, but not anymore.
Learn the tricks to turn their

edge against them.

Plus!
The Ecology of the Ettercap,
Spells of Kyuss, Class Acts, First

tch, Sage Advice, Scale Mail,

Wormfood, comics, and more!



reported by Shelly Baur, Joshua Cole, Mike Fehlauer, Mike L. Fiegel, and James Sutter

LOTS OF LOVECRAFT
Thanks to Chaosium (cha-

osium.com), there's never :

been a better time to be a
Lovecraft fan. Confront
the Great Old One Has-
tur in the Tatters of the
King campaign for the Call
of Cthulhu RPG, or build
your own adventure using
the Malleus Monstrorum, a
brand new manual of mon-
sters, minions, and alien
gods. Plus, after numer-
ous delays, Secrets of San
Francisco is due to release

this spring. Just want the
stories? Arkham Tales, the
latest Lovecraft fiction col-
lection, comes chocked-full
of pieces set in and around
the infamous Massachu-
setts town. <].5.

WHAT BIG EYESYOU HAVE
The better to see you with,
my dear! And there’s plenty
to see in the new third edi-
tion of Big Eyes, Small Mouth,
the three-time Origins Award
nominated multi-genre Japa-
nese anime and manga RPG.
That's quite a mouthful,
but BESM presents a sys-
tem versatile enough to use
with any genre game. The
expanded and updated game
mechanics feature a new roll-

high system, archetype tem-

i plates, streamlined weapon

and mecha creation rules,
new magic options, and a

brand new dimension-hop-

ping setting that comple-
ments the BESM ruleset.

{ ONTHE EDGE i
{ Adventure on the edge
i with two new Green Ronin :
releases this month. First is
Robert Schwalb’s Mansion
i of Shadows, the first in the
Bleeding Edge adventures i
i line. Pit your PCs against :
the sinister schemes of a
treacherous noble family,
i and don't think that surviv- |
i ing on the bleeding edge of
d2o fantasy will be easy.
{  Also debuting this
: month is the Truezo Besti- |
! ary. Browse and battle a
| bevy of brutal beasts suit- ;
: able for every genre cov-
ered by Truezo: Adventure
Roleplaying—which is to
say any setting you choose.

COURAGE HAS A PRICE
One dragon overlord
survived Krynn's War of
Souls—the white dragon
Gellidus.
beast plans to achieve ulti-

This terrifying

mate power through the
dark magic of his dead
cousins, and only the brav-
est of heroes can hope to
stop him. The Price of Cour-
age, by Cam Banks, is the
final chapter in a trilogy of
DRAGONLANCE adventures
from Sovereign Press that
began with Key of Destiny
and continued in Spectre
of Sorrows, taking charac-
ters all the way from level
1 to level 20 and changing
the face of Kyrnn in the

For more info, check out

UNLEASHING THE HORDE

Not content with directing the course of

Warmachine, the fastest-growing metal
miniatures wargame in the industry, Pri-
vateer Press is releasing Hordes. All new
but fully Warmachine-compatible, Hordes
eschews steam-powered warjacks in
favor of giant warbeasts driven by pure
fury. Instead of resource management,

! Check them both out at
i greenronin.com.-].C,

process. For more, visit

i dragonlance.com. -M.L.F.

Hordes is all about risk management.
“It's about risking everything in one big
attack,” says Privateer’s Nathan Letsinger.
“If it works, you'll completely destroy
the enemy. If it fails, your warbeast will
turn around and bite your head off." The
full-color 208-page Hordes rulebook, Pri-
mal, introduces the four factions of the
game: the savage Trollblood, the myste-
rious Circle Orboros, the dragon-tainted
Legion of Everblight, and the dreaded
Skorne, each with their own history,
units, and impact on the Iron Kingdoms
world. Releasing with Hordes is a fully
playable Battle Box, including everything
you need to gore, maul, and trample your
enemies into the dust. -M.F.
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FIRST WATCH

ROLLING IN D'OH!
Crystal
makers of

Caste, long-time

dice, minia
tures, ‘lllll _L';-'{H'li[lg dCCess0-
ries of all shapes and size
dice

month,

releases an all
this

Developed just in time for

new

innovation

April Fool's Day, their new
line of “D'oh Dice"” replaces
the “1" on dice of every shape
with the word “D'oh,” that
ever-popular exclamation
that sums up what everyone
thinks when they roll a 1
Available in every color, pick
up a bunch for your next
gaming session, or give
a handful as a gag gift to
gamers with a
rolling badly. To get your
hands on some “d'oh.” visit
crystalcaste.com. -M.L.F.

i This

i style and

i appearing in

about the new

habit of i

BATTY BLOODSUCKERS

month, McFarlane

Toys brings their unique

attention to
detail to the 1902 Academy
Award-winning film, Bram
Stoker's McFarla

[oys notes that this is tl

Dracula.

11

first action figure license

pranited by Sony for the
popular Francis Ford Cop-
pola interpretation of the
1807 classic novel. Dracula
15 the subject of the first
two releasesin the new line,
both greasy
bat and hulking werewolf
forms. And the best thing
Dracula toy

line: it's impossible to re

i der Keanu Reeves’s accent

in plastic. See more at

spawn.com. —M.F.

THIS MONTH IN DUNGEON 3 133

RETURN TO KERYNN

In 1984, Margaret Weis and
Iracy Hickman's novel,
Dragons of Autumn Twilight,
introduced thousands of
readers to the world of

DRAGONLANCE, inspiring

fans mpaigns thal
persist to this Ll.{_\.
[his month, Devils Due

Publishing (publishers of

1¢ FORGCOTTEN REALMS:

The Legend of Drizzt series)

releases the latest incar-

nation of the story that
started it all with Dracon-
LANCE Chronicles: Dragons
of Autumn Twilight, a trade

paperback edition of an

eight-i comic Series

g this classic

interp _
D&D novel. Check it out at
devilsdue.net. -M.F.

HAII

Return to one of the

'O THE HEROES
great-

ot J-l'l.I\L"d

strategy
franchises of all time with
Heroes of Might and Magic §
(mightandmagic.com). Com-
|‘:-».;\'\rrl_i

I

binir gameplay

classit

Ly

with

cuttimg-ec

ics unmatched in the genre,

take on the
campaign with the legions of
lactions like Haven, Interno

or Necropolis, or defeat

chal-

lengers across the internet

with its enhanced multi-

player action. Series standbys
such as a versatile map edi-
tor, unit promotions, and a

wide '\'..'I'Ili‘H of RPG-like hero

-.:r'u-|\|l[,r:||-||| {Ill|il||]\ round

out what looks to be a very

ressive package. =J.(




THE ART OF

AAY HARRYHRUSEN

RETURN OFA TITAN

Jason and the Argonauis. Mighty
{ the Internet is podcasting, :
{ and the GOBLIN Gaming :

Joe Young. Clash of the Titans.
With  revolutionary films

like these, Ray Harryhausen
the gaming world through

established himself as one of

the greatest movie animators :
: media.

of all time and 1s regarded by

many as the father of stop- !
motion special effects, Now |

Billboard Books (watsongup-

till.com)commemoratesthese

breakthroughs with The Arf of

Ray Harryhausen, a collection
of more than two hundred
color and seventy five black-
and-white illustrations drawn

from Harryhausen's stash of

never-before-seen  sketches,
photos,  storyboards, and
more, all sure to impress and
inspire movie buffs and mon-
ster lovers alike. ~].S.

! GOBLINS ONLINE

The hottest new thing on

Broadcast Network represents
vidcasts and

GOBLIN provides a central
point on the web for people

: looking for podcasts related
i to all aspects of traditional

pen-and-paper gaming, with
more than forty shows avail-
able. Subscribe to individual
shows like All Games Consid-

: ered or the OgreCave Audio
Report or choose an entire
: theme like D&D, Macic: THE
GATHERING, or Geek Talk, |

and get all the gaming you
can handle. Check it out at

gbhncom.com. -M.L.F.

streaming
Completely free, :

B

Al
Giame of Magira| Enorntion

FACE THE TRIBUNAI

Imagine a world where myth i
is real and wizards wield i
magic far beyond the under- §
standing of mere mortal i
men. Atlas Games presents
the new Grand Tribunal board
game, based on the popu-
lar Ars Magica RPG setting,
Players assemble powerful
magical items and pres-
ent them for the approval
of their fellow wizards. The |
new magical devices are i

then voted on,

most  innovative

inventors winning the rank
of archmage. The ;__{ameé
includes everything needed
to play, including more |
than 200 cards and game |
pieces, To learn more, visit

{ atlas-games.com. ~M.L.F.

with the i

arcane i

NEW HORIZONS

Assume the role of a

mighty dragon and take to
the skies with the massive
RPG

Horizons: Empire of Istaria

online multiplayer

(istaria.com). Choose a
dragon or one of ten other
playable races and explore
this family-friendly persis-
tent world. Open multi-
classing lets you create the
perfect character for your
adventuring needs. With a
world that has been alive
and expanding since 2003,
Horizons has recently reset
their game's storyline, add-
ing a new plot, expanded
history, and exciting new
quests from the pen of
Peter S. Beagle, author of
The Last Unicorn. =].C.

RPGA REPORT ,I'J_y lan Richards

Back in 2004, the RPGA launched
its very first DuNGEONS & DrRAGONS
Minfatures Championship Tourna-
ment. In this first year we saw just
over 40 combatants and a lot of
_smack talk as they battled for the
victor’s crown.

With zoos, we evolved and
expanded, adding a second DeD
Minis championship for limited
play, building on the success of our
first constructed event and chal-
lenging players to make the best
warbands by drawing minis from
sealed booster packs.

Now, in 2006, the challenge con-
tinues, and you could be the next
champion!

We have a list of locations on the
D&D Miniatures website (wizards.
com/minis) where budding war-
lords can win a paid trip to this
year’s constructed final tournament
in Indianapolis and vie for total
supremacy. The overall champion
walks away from Gen Con Indy with
a unique advance release set of
hand-painted D&D miniatures as a
trophy and the chance to work with
the DgD Miniatures design team to

make a miniature to be included in
a future set. That is to say nothing
of the scores of DgD Minis you'll
have to fill your luggage with for
the trip home. And, as if you needed
more, the winner gets automatic
qualification to the 2006 Limited
Championship finals in Anaheim at
Gen Con SoCal!

It's hard to top that, but next issue
we'll be looking at two of the biggest
events in the RPGA's calendar: The
2006 D&D Open Tournament and the
launch of the new Xen'drik D&D Cam-
paign at Gen Con Indy. i




Alternative Uses for Divine Energy

lerics differ immensely in
mission, role, and outlook
depending on the deities
they worship. No one would ever

mistake a blood-soaked zealot of

Erythnul the Many for a staid healer
of Pelor, for example. Cleric domains
reinforce this notion, granting a
wide range of specialized abilities
and unique spells depending on a
cleric's specific field of expertise.
Sometimes, even these specialized
powers are not enough to truly define
the differences in faith. A vicious
cleric of Hextor and a valiant cleric
of Heironeous might both share the
exact same domains of Law and War,

for example. The following rules |

present new powers attached to the
core domains presented in the Player's
Handbook. Many of these alternative
powers go above and beyond the
standard domain abilities and, as
such, require the cleric to forego
other abilities or take a feat.

ATTAINING
IMPROVED POWERS

The simplestway a cleric can gain access
to the additional powers of his domains
is through the selection of the Improved

by Jake Manley « illusi

Power feat. While other options exist,
the DM must decide which possibilities
he allows in his campaign and may add
additional requirements as well, such
as a sacred quest or special ritual. Some
DMs might even choose to make these
improved powers a boon granted to
clerics who reach a certain level. While
the feat and magic item options allow
these new powers to be incorporated
into an existing campaign, the other
options are best if presented to
characters at the start of a campaign.

Feat: The ability to use one of the
improved powers represents deep
devotion and time spent learning
about one aspect of a deity. In this
case, gaining access to an improved
power is best represented by the
Improved Power feat (see the
Improved Power sidebar). Clerics
who take this feat retain both of their
granted domain abilities and choose
domain spells normally.

Magic Item: Temples have long
known the secret of forging special
holy symbaols that enhance the tie
between a cleric and his deity. These
rare and valuable magic items
bestow the improved granted power

while worn (see the Devoted Symbol

ed by Tomas C_.‘Lorrf lo

sidebar), Clerics who wear one of

these symbols retain both of their
granted domain abilities and chose
domain spells normally.

No Turning: Some clerics never
give a second thought to undead,
as such monsters are outside the
ethos of their faiths. These clerics

might wish for alternative uses for

—————— e —

IMPROVED POWER
Chose one of your domains.
Through your long devotion
and hours of study, you
have unlocked one of the
improved granted powers of
that domain.

Prerequisites:  Granted
power of the same domain
as the selected improved
granted power.

Benefit: You may use the
improved granted power of
the chosen domain.

Special: You can gain this
feat multiple times. Its effects
do not stack. Each time you
take the feat, it applies to a
new domain.
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powers through sacrificing the
ability to turn undead from both

channeled divine energy. Instead of |

turning or rebuking undead, these
clerics gain one of the improved
powersassociated with their chosen
domains. They still gain both of the
standard granted powers and may
choose domain spells from either
list as normal. The choice to use
this option must be made when
the first level of cleric is taken. The
ability to turn or rebuke undead

from other classes is not affected
| weapons may be hurled as thrown
Paladins may elect to use this

by this choice.

option as well, but must wait until

4th level to gain an improved

power. As with turning undead, a

paladin’s effective level for these
powers is that of a cleric three

levels lower. A paladin must chose
one of the domains associated
with her deity, and if she has

cleric levels the i'inpmved power
must be from one of her chosen
domains. A paladin with cleric

classes. The choice to use this
option must be made when the
fourth level of paladin is taken.
One Power: Some clerics focus so
heavily on one aspect of their deity

| that they develop powers beyond

those of their brethren. Instead of
gaining two granted domain powers,
these clerics choose one domain and
gain the improved granted power
instead of either of the standard
granted powers. When choosing
domain spells, these clerics may
choose from both domains as
normal. The choice to use this
option must be made when the first
level of clerie is taken.

IMPROVED POWERS

The following powers represent
all of the domains present in the
Player’s Handbook. Other powers are
certainly possible for domains from

CHAOS i |
Chaos Curse (Su): A forking beam h"
of multicolored light springs = "% ;
from your outstretched finger and | - s

| strikes an enemy within 6o feet = =
as a ranged touch attack. If your :
target fails a Will save (DC 10 +1/2 ° z

other sources. Unless otherwise |

noted, activating an improved
granted power is a standard action
that does not provoke an attack
of opportunity.

AIR _

Far-Reaching Wind (Su): The touch
of your hely symbol imbues a
weapon m&l ﬂlﬂ essence of air. Air-
Lmbueiweapons are guided to their

targets by gusts of wind, allowing
s@ematural accuracy over long

dlstances While under this effect,

ran._ged weapons have their range
increments doubled, and melee

weapons with a range increment of 20
feet. Weapons enhanced in this way
maintain their increased range for
1 minute. You may use this ability a
number of times per day equal to your
cleric level.

ANIMAL

Totemic Spirit Companion (Sp):
You can call upon the spirits of the
natural world to aid you as a full-
' round action. This functions just

t gain both improved | like the spell summon nature’s ally I
g R o R I

| your cleric level + your Charisma

| death and resist attempts to keep =
| them among the living. When

I dead, reincarnate, and resurrection do

| level. All creatures summoned in

| may use this ability once per day for
| every two cleric levels you possess .
| (miniumum 1). Additional uses of

this way have either the celestial or
fiendish template as appropriate to
the type of energy you channel. You

this ability may be expended to
summon more powerful creatures,
with each additional use spent
increasing the spell to the next
highest level. For example, a 6th-
level cleric could use this ability
to cast summon nature’s ally I three
times per day or summon nature’s «
ally I11 once per day (or any other
combination).

P )
-

e

b s 2

"
b

i

modifier), it becomes stricken with | 1
random misfortune for 1 minute.
Each round, the target has a 50%
chance to drop what it is holding (if /™
holding anything) or to provoke an '
attack of opportunity (if threatened .
and not holding anything).
neither condition applies, it falls .
prone. You may use this ability once .
per day for every two cleric levels ’
you possess (miniumum 1).
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DEATH ;
Call of the Grave (Su): Creatures .
near you feel the inevitability of ‘

>
activated, all conjuration spells of '~
the healing subschool cast within | :
30 feet of you heal half as much /"

damage as normal. In addition,
spells that restore life, such as raise

<}

4
3
not function when cast within 30 .‘
feet of you. You may use this ability '
1 round per day per cleric level you
possess. These rounds need n
be consecutive.




DESTRUCTION

Shattering Blow (Su): You may, as ;
free action, infuse your attack

th tructive force of entrog
round. While under this effect, your
natural attacks and all

you use in melee are treated as
adamantine for the purposes of
bypassing damage reduction and
object hardness. You may use this
ability 1 round per day per cleric
level you possess and these rounds

need not be consecutive,

EARTH
Tremor Step (Su): While s
a solid, natura (¢
would both work; the upper floors
of a tower would not) you may s
the earth to produce highly
ismic wvibrations. All creature
:ept you standing on the ground
within 20 feet of you must
ance checks (DC 1c
cleric level + your Charisma mc
or fall prone. You may use this ability
once per day for every two cleric levels

you pos niniumum 1).

EVIL
Torture Strike (Su): One liv
ature touched (requiring
melee touch attack)
by agonizing pain,
branding iron had struck bare flesh.
You a bonus on Intimidate
chec
equal to your cleric level
minute. In addition, the target
creature akes 1d4 points of
Strength damage and is nauseated
for 1 round. A successful Fortitude
leric level
+ your Charisma modifie

the condition

may use this ability once per day for

/ two cleric levels you possess

(miniumum 1),

FIRE

Flame-Guiding Song (Su) Your
voice a hypnotic power over
fire. You can cause flames to lash
» out at those nearby, attacking one
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foe within 10 feet of an existing
blaze. These hungry flames deal 2d6
points of fire damage and might
cause the target to catch fire. The
Reflex save DC to avoid catching on
fire or to extinguish these flames
equals 10 + 1/2 your cleric level +
your Charisma modifier. You may
also use this ability to automatically
extinguish nonmagical fires no
larger than a bonfire. You may
use this ability once per day for
every two cleric levels you possess
{miniumum 1).

GOOD

Saving Grace (Su): You can grant a
divine boon to your allies, assisting
them in their endeavors. You can
bestow th:s boon upon an ally

within 3 fecl as a move action.
This b grants a sacred bonus
equal to your Charisma modifier

on next saying throw, attack
roll, ill or ability check he |
attem .;1 ~within the next minute. |
You may use this ability once per |
day for every two cleric levels you |
possess (miniumum 1).

HEALING

Healing Light (Su): You may
channel divine energy as a free
action to enhance a spell of the
healing subschool. When using this
ability, such spells with a range of
touch may be cast with a range of
close (25 ft. + 5 ft./2 levels). You may
use this ability a number of times
per day equal to your cleric level.

KNOWLEDGE

Divine Inspiration (Su): You can
glimpse into the mind of your
deity, granting you unsurpassed
powers of recall and intuition. You
can channel divine energy to take
10 on any Knowledge skill check
as if you had ranks in it, even if
you are untrained, as a free action.
You may add your Charisma bonus
to the check in addition to your
Intelligence bonus. You may use
this ability a number of times per

Zone of Enforced Order (Su): You
can emit an aura that makes chaotic
creatures uncomfortable. When in
effect, all chaotic creatures within
30 feet of you take a —2 penalty on
attack rolls, saving throws, skill
checks, and ability checks. You may
use this ability 1 round per day
per cleric level you possess. These
rounds need not be consecutive.

LUCK

Charmed Existence (Su): You may,
as an immediate action, use this
ability to gain a +2 luck bonus on an
attack roll, saving throw, skill check,
or ability check. You must decide to
use this ability before you roll and
may only use this ability once per
round. You may use this ability once
per day for every two cleric levels
you possess (miniumum 1).

MAGIC

Power Magical Device (Su): You
can channel divine energy through
a wand, staff, or other charged
magical item, powering it with
faith rather than the item's own
internal reserves. Doing so requires
only as much time as is required to
activate the item normally (typically
a standard action). The magic item
produces aIl its normal effects, but
no charge is drained. To power an
item, your caster level must be at
least equal to the caster level of the
item. You cannot use this ability to
‘duplicate spells with an XP or costly
material component. Abilities that
require multiple charges require
you to spend an equal number
of uses of this ability. You may
use this ability once per day for
every two cleric levels you possess
(miniumum 1).

PROTECTION

‘Shield of the Martyr (Su): You can
prevent harm to others at the cost
of your own safety. Whenever an
ally within 30 feet takes damage,
you can channel divine energy as

an immediate action to split the

|
wotnds between the target and

| within a 30 foot cone must make
| Will saves (DC 10 + 1/2 your cleric

| Second Wind (Su): You touch your
| holy symbol to a creature, imbuing

yourself (each taking half damage;
if an odd number you take the
extra point of damage). This ability
can only be used once per round
and only against a single damage
source. You may use this ability
once per day for every two cleric
levels you possess (miniumum 1),

STRENGTH

Tremendous Might (Su): You can
channel divine power into feats
of truly superhuman might. You
may add a +6 morale bonus on
any Strength-based skill check or
Strength check required to break,
lift, drag, or push on object. This
does not apply to attack or damage
rolls, including grapple, sunder, or
bull rush attempts. You may use
this ability a number of times per
day equal to your cleric level.

SUN

Vengeance of Day (Su): Rays of light

brighter than the noon sun burst
from your raised holy symbol. All -

level + your Charisma modifier) or
be dazzled for a number of rounds -
equal to your Charisma modifier
(minimum 1 round). Undead and
creatures with light blindness or
light sensitivity, such as kobolds
or drow, are blinded instead on a/
failed save. You may use this ability
once per day for every two cleric
levels you possess (miniumum 1),

AWMV

TRAVEL
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it with renewed vigor for travel
and great speed. You can remove
the fatigued condition or make
an exhausted creature merely
fatigued. If the target creature
has neither of these conditions,
this ability instead increases the
creature’s base speed by +30 feet for
1 round. You may use this abilitya
number of times per day equal to
yuur clenc level. v
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TRICKERY WATER ‘CHOOSING A DOMAIN

Miraculous Deception (Su) You can | Waves Protect Their Own (Su): Which domain's improved granted
channel divine power to improve = When at least waist deep in water, power you pick reflects a great deal
the skills you naturally develop in | you can summon a vortex of swifl about your character’s interests and
service of your trickster deity. Using | currents and crashing waves to role in the world. For example, a cleric
this ability grants you a +4 divine | aid your allies and buffet your of Ehlonna taking the totemic spirit
bonus on a single Bluff, Disguise, or | enemies. Allies within 30 feet companion power might be fiercely
Hide skill check. You may use this | suffer no penalties for underwater independent, since her power allows
ability a number of times per day = combat (as if under a freedom of her to summen aid when traveling

equal to your cleric level. movement effect) and suffer no risk solo in the wild. A different cleric of
of drowning in even the roughest the same deity who instead selects
WAR seas (although if they choose to saving grace would probably be more

Piercing Steel Talon (Su): When | dive below the waves they can social, since that power functions best

wielding your deity's chosen | hold their breath no longer than with numerous allies. The powers

weapon, you can channel divine | normal). Enemies in the area take taken frequently by others in your

energy into a single deadly blow. | a penalty on attack rolls equal to character's religious organization

You instinctively attack the weakest | your Charisma modifier due to impacts how that org_irﬂi:tion is

points of your target’s defenses, the impeding flow of the water perceived. A group of clerics with the A

allowing you to, as a free action,  (having a swim speed does not shattering blow (Destruction) power

ignore either the target's armor | negate this penalty, although a has uneasy relations with those I
v or shield bonus to AC for a single | freedom of movement effect does). valuing the integrity of their property, 4
attack. You may use this ability | You may use this ability 1 round but such a group would be the first o
once per day for every two cleric | per day per cleric level you called upon to stop an iron golem
levels you possess (miniumum 1), | possess. These rounds need not gone berserk.
but no more than once per round. ' be consecutive. =

|~ SLEGG BARELY HAS TIME TO

UTTER A PROFANITY AS HE'S CRUSHED BY A
T00 TON BLOCK OF GRAMITE. EVERYONE
ROLL A REFLEX SAVE TO AVOID BENG

D BALANGE |5 Y, LPULL

OUT My SPATULA
RESTORED TO THe OF CORPSE

AJIEEE! IT"S BACK!
THE DIE THAT 0AS DEAD AND
ONLY ROLLED ONES HAS RISEN FROM
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8 a chilling and usually
constant in the lives of
jortals. A person who is

1l of life one day can

gone the next. Most

ath to some degree,

E,f_bn:es them to face

or because it takes

from their loved ones or
s. A person’s death often

N ﬂeeply affects ‘those who knew her
* well, and even casual acquaintances
or total strangers might mourn a
on's death for weeks. Death is
nd of the line, the final chapter

e | ﬁxg& step 01( a new path

he abun;lanpe of spetls

Moreover, evil characters can avert
their punishments in the afterlife
by remaining alive for as long as
possible. Granted, most of the
spells that bring characters back
from the dead have expensive
material components, but even mid-
level parties can often pool their
resources and sell a magic item or
two in order to avert the natural
process of life and death. These are
but a few examples of how magical
resuscitation devalues death and—
by extension—life, leaving many
DMs seeking alternatives.

 BEEPERS OF THE DEAD

| One of the
DUNGEONS&DRAGDNS ‘ make death more serious without
drastically altering the conditions |
of raise dead (and its relatives) is to |
ic, @ulr j,mnt those who have access to it.
iply heco”mes’ “Rather than gr:mtmg the ability to:

simplest ways to

death i$ :'drmcs of any delty, perhaps only

e than the ﬁ'ustm;wn offacmg return to the body, se in addition to

i 1 1 target’s spirit must, be willing to |

2] loss, causing her to lag behind
) hercomndcs. Moreow:r it bccomcs

roleplaying is the abliﬁf‘.

, impossible, bringing “a ch \cter

| < back #from the dead is Iy

" e~ appropriate given the extent and
" power of magic.

' " Yet these spells and abilities can
J “also cheapen death, a major event
not only in the lives of all peaple,
but also in storytelling. When the

= ability to raise a character from the

dead is present, death ceases to have
any dramatic or storytelling value.
Such power transforms tragedy
into a matter of economics. Why
mourn the king's assassination or
honor a paladin’s noble sacrifice
’ when the1r faithful clencs can

| this caveat simply add that the deity

| of death must be willing to release
| the soul. This might mean only
| clerics of the death deity can bring

people back from the dead or that
followers of other deities must say
special prayers or perform certain
rituals before their deities grant

' such spells.

This variant gives worshipers of
the deity of death immense sway
over the party. Adventurers quickly
find themselves indebted to the
death worshipers, especially in a
particularly lethal campaign, and
any PC who worships such a deity
becomes even more valued. The
political influence of the death
clergy increases drastically as well,
as nobles and government officials
who rely on such spells for their own
safety suddenly find themselves at
the mercy of a single church, With
assassins and political enemies

| lurking around every corner, such
_? s

must be careful to have a

el s

friendly contact within the church
in order to ensure that death is no
more than a passing phase.

A DM might expand this alteration
by prohibiting clerics from preparing
such spells ahead of time, “just in
case” someone in the party dies. In
such cases, gaining access to raise
dead (or a related spell) occurs only
after someone has died, making each
such spell’s preparation unique to
the dead person.

The DM can further limit which
members of the church have access
to raise dead spells by requiring a feat
to cast them. In that situation, only
high-level clerics can gain access to




s and only at the cost of a
‘only a few members of
‘church can restore life to

h does not give up souls
ngsomething in return.

/ \if&iﬁm a cleric who asks for a

t give a life. To coerce the

death deity into allowing a spirit to

%, return to its body the casting cleric

" must kill a creature of the same

type as an additional component
; of:he spell. This variant makes |

' rection magic objectionable to
iths, wbﬂi others might see |
ion to thé problem of |

stud:e.d the 'mct_hoﬂs of
- hfemdm

ORER CLEVERAL) }'

one day a year when the physical
world and the spirit world brush
against one another, and only on
this Eve of Spirits may a character be
raised from the dead. Alternatively,
four times a year (on the equinoxes
and the solstices) a bridge between
the physical world and spirit world
forms, creating a passageway by
which spirits can return to life if
summoned by the appropriate spell.
These two examples illustrate the
mostextreme version ofthis concept.
In order to prevent a character and
her player from sitting out several
sessions or adventures an Eve of
Spirits should fall at least once per

month at its raresl or as common |

as once. per week. The restriction

might only go so far as to designate |
a single hour 'of the day (typically |
the hour after midnight) as the time |
~when a soul can make the journey | *

the aﬂetuff { back to its body.

life to the dead. This does |
“"not grant the aﬁﬂ;gy»&o cabt these”|
; spells before you normally could (for

: example, it does not grant you access |
fﬂ. higher level I:han you |

Many rehguons mar’: hni? days

whetl it is said the physical world
and the spitit world brush ;
one another, causing strange |

'~; Pl  phenomena and making it easier
’ to communicate with the dead.
This concept translates easily into
a raise dead variant that does not

require any alteration to the spells |
e themselves. In this variant, spells

. that return the dead to life only

function on certain days. The DM
sets the frequency of these days, and
several simple ways exist to integrate
this variant into a campaign. The

ility -~ to ,'eﬁ.sj.*] Instead of a connection between
'8 /! worlds, this limitation might come |
a Iu%p@zﬁ ag;d“ into play by the dictate of deities,
) spels hat |

* such as a goddess of the moon only
granting such spells on the day of |

the first full moon of each month.
Different deities, then, would grant
the ability to bring back the dead on
different days. Some churches might
have strict rules and doetrine that
only allow characters to be raised

from the dead on particular days.

This alters the campaign setting in

| two significant ways. First, itimposes

delays on adventuring, creating
forced downtime when someone
dies. This gives other characters
a chance to heal their wounds,
purchase new equipment, craft magic
items, or perform research before
plunging back into the adventure.
On  time-sensitive  adventures,
though, this variant can significantly
impede the party’s ability to succeed
and presents a difficult conundrum:
does the party sacrifice its goals
waiting on a comrade's resurrection,
or does it forge on in an obviously
weakened state? Second, this makes
it very difficult to use the raise

| dead spell, as it has a much shorter

window of opportunity during
which a character can be raised. If
the DM chooses to use this option,
even high-level spellcasters might
be unable to return someone to life
with raise dead on the Eve of Spirits,
as too much time may have passed.
In that case, the DM should combine
this variant with the resuscitate
variant (see the Resuscitate section
for more options).

If the DM chooses to use the
variant that creates a connection
between the physical and spirit
worlds, he might also wish to
emphasize the importance and
gravity of the day by introducing
certain phenomena resulting from
the connection between worlds.
Once every hour on a day where the
barrier between worlds is weakened,
the DM should roll 1d1o and consult
the Spiritual Phenomena chart for
an effect witnessed by members of
the party.

ai




es have an actual realm
where spirits spend their
. Adopting this concept

ne where the dead reside, and
y casting life-restoring spells
at that location can a character be
raised or resurrected. Perhaps several
of these rifts exist, with various
‘temples standing at such locations
) sole proprietorship of the
en_,thehvfng and the

olve around finding new
izing them, while devoted

- where the dead can
natively, a cleric might

on ground consecrated
ful - members of their
gardless of the reason for
ation, player characters in a
qtld usmg this variant must travel

or site guarded by one—to have
A fallen comrade raised from the

¢ locations opens up

NUmMerous ﬁventunng Wmns
Having a charactér hrougm' back
to lifé can easily become the focus
of a site-based adventure. Rather
than seeking treasure or experience
(= points, the party hasa vested interest
in plumbing the depths of a sunken
temple that guards a rift to the land
of the dead. Alternatively, entire
plotlines can arise from location-
based resurrection requirements. If
the royalty of one nation has relied
\ for years on its ownership of a
v resurrection locale and a rival nation
] seizes it, a bloody conflict ensues,
with the winning nation gaining
access to a place Lh.at can brmg

¥ ke . -

- setting, a campaign |

fight religious wars over |

c locations—often a temple |

' iting raise dead and related

its fallen soldiers back to life. For
adventurers, this option also means
planning very carefully before taking
a character to be resurrected. If the
party cannot trust the people in
possession of a resurrection locale it
must decide whether to fight its way
inside or simply spend more time
seeking out alternative locations.

A resurrection locale acts as a one-
way portal between the land of the
dead and the mortal world. Most of
the time, this allows a soul to travel
through the rift when summoned
by a raise dead, resurrection, or similar
spell. The DM might wish
introduce another optional rule to
the variant: Each time a particular |
location is used to raise or resurrect
someone, there is a cumulative
5% chanee that another—usually
malevolent—spirit chosen by the
DM also passes through the portal
into the: world of the living. At
dawn each day this chance resets
to 5%. When a secondary spirit
passes through the portal, a slim
| chance exists that it returns to life.
| Otherwise, it becomes a ghost of the
same alignment it had in life and
likely comes back to the world of the
living by possessing the body of the
character meant to be returned to
life. A true resurrection spell grants a
25% chance that the secondary spirit
also resurrects in the same fashion as
the intended spirit. All other life-
returning spells, requiring at least
a small portion of the creature's
original body, only create
a ghost.

MARK OF PASSING

If placing limitations on raising or
resurrecting spells does not fit within
your campaign, you can create
secondary effects (beyond level
loss) that affect anyone who returns
to life. For example, a creature
brought back from the dead might
bear an irremovable mark that
manifests upon the character, This
mark indicates that the character

to

can

| is alive through unnatural means.
In. most cases, a visible mark of
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passing appears as a large tattoo
or birthmark on the face, chest, or
palms of the hands. Such a mark
of passing is often enough to cause
the character to be ostracized
and ﬁqclcd, and the more
superstitious members of a society
might even consider the character

.to be as vile as the undead. Any

character with a mark of passing
automatically takes a —2 penalty on
Charisma-based skill checks made
against characters who consider
resurrection unnatural,

The DM might make these marks
more a taboo than an actual result
of returning from the dead. In such
a case, the marks do ot appear as

+ partofthe i:rocess of having the soul
- returned to its body, but instead are

the result of a kind of tagging used
by members of the clergy to identify
those they have brought back from
the -dead. Polymorph spells do mot

¢ the mark (they simply

———

appear on the character’s new form),
although a shapechange spell can
hide an obvious mark of passing,

A variant on this idea is to have
a ghost or other vengeful spirit
haunt a creature brought
to life in this way. This haunting
might be automatic, so that every

back

creature returned to life is haunted
by the ghost of a loved one, enemy,
or jealous stranger. The DM might
also rule that only a percentage
must suffer a haunting. The chance
of being haunted is equal to the
returning character’s level (after the
level loss)x5%. Thus, more powerful
souls (high-level characters) have
a better chance of drawing the
attention of other spirits. You can
alsoreverse this percentage, making
lower-level characters more likely

\ to bring another spirit with them

back from the dead. How long the
haunting lasts is up to the DM, but
it might make for an exciting side

adventure to try to rid a character
of a haunting,

FAMILIAR SOUL

One particularly dangerous variant
creates a bond between the character
casting the raising spell and the
character being raised. Essentially,
a spellcaster who brings a character
back from the dead forges a link
between the two of them, acting as
an anchor or a beacon for the dead
to follow from the afterlife
back to the world of the living, In
doing so, the raised character’s soul
becomes familiar to the spellcaster,
making it easier for the caster to
cast spells on that character. If the
resurrected spell
resistance, the spellcaster who raised
that character from the dead gains
a'+5 bonus on caster level checks to
overcome the resurrected character's
SR. Additionally, the resurrected
character takes a -4 penalty on

soul

character has




 Fortitudeand Will saves against spells
cast by the character who performed
themmman These effects last until
ed character dies again,
oint the bond between the
cters is broken. If the dead
cte resurrected from the
dmd m again, the bond is forged

= \gncemme-
- can lead to significant
conséi‘iuences for  characters

% resurrected by an NPC who is not

a staunch ally. The spellcaster who
performed the resurrection can easily
se this connection, as it gives
cgter great power over the
Unscrupulous

suddenly turn on those |
t back from the dead. |
such casters might make |

creating - a

. CQ?H‘ID!.'

| maglca.l power to rehgmns
5:.:1 put player characters who
i h:m been resurrected at a

{ .
_b r sfgﬁﬁcmt disadvantage. |

Although. raise" dead cumnﬂ; only
allows a character to return to life
withifi days of his death, shortening
this window of opportunity can
make the spell less like bringing a
character back to life and more like
resuscitating a wounded character
on the brink of death. Instead of
one day per level of the spellcaster,
17 reduce the time frame during which
a character may be raised to 1 hour
per caster level from the time of the
character’s death. Revivify, from the
Spell Compendium and reprinted here,
becomes a vitally important spell |
to characters in campaigns using

.swayed by money or | :

use of mind-affecting 1,
'keep resurrected beings -

' be;:iem érvsn'ts h:deht'éﬂ :

k. A

Using this variant puts a lot of
pressure on clerics to frequently
prepare life restoring spells, or for
the party to keep scrolls of such
spells handy. Death, then becomes a
concern requiring utmost urgency. A
party does not have the tiine to carry
a body back to a temple before raise
dead’s time runs out, and in some
cases it might not have the time to
rest and prepare such spells. =
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CORE bELICFS:

OLIDAINIARA

b Sean K. Ke. ﬂDl‘dS & illustrated bf Andrew How & Cartography by Rob Lazzarett

]idammara i5 l'}ll: lﬁar(l 0{ tl’lL‘ 5_’(?(_'15. I.'Jth more I;n l'hl_,‘ manner 0*— a

stealthy ac‘]vcnturing’ bard who knows how to have a g‘:m(] time

rather than a traditionalist musician. He loves wine, women. and
song, but not ncc::s-‘«s‘.aril_\' in that order, He believes vou should reach
out and grab life with both hands, that a life without fun 1sn't worth
living. and gnld does more i__"m_)d when it's spent than when it's hoarded.
Bcltwcd l’l,\' tl‘lc common {n“'\. |wc;__"gar;-‘, e'lncl jc:itcr& he's also a t‘(-i\’lll‘itﬂ
of adventuring’ bards. rogues, and anyone ]ivin;} life to its fullest. Of
ever-chan;ﬁng’ appearance and unusual |‘nag'is.ta| abilities, Olidammara
lets himself be cau;_"i'lt or L‘atcg'nri:c.ci only lc_mg' enough for you to feel
comfortable. then turns l}\il1;§.‘i upm-clcqluu'n and revels in the p:\nf.lc—
monium his actions cause. Unafraid to tease Hextor and taunt Nerull.

O“darnrnara iS a {.I‘(_‘.C 51.)i1‘il \\’it}l an cyc flll‘ I}]LZ [:.lﬂc_'I' 'L'}‘J.l.n;_".-' i]"l. iiit.
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CORE BELIEFS: OLID

lidammara, an old deity

of festivities and roguish
behavior, probably origi-
nated among the migrating people
but due to his adaptable and person-
able nature he is now known almost
everywhere. He reminds people
of the importance of music, fun,
and excitement in their lives while
simultaneously warning them of the
dangers of becoming too attached to
material things or rigidly-controlled
habits, He epitomizes the likeable
scoundrel, the mysterious stranger,
the noble thief, and the witty hero.
Olidammara is the patron of
thieves and beggars, although his
intent is generally not of petty larceny
or taking advantage of the poor, but
instead gaining wealth from those

who can afford to lose it. His is a “rob

the rich and give to the poor” sort of

philosophy, although often it works
out to “rob the rich, throw a party, and
invite the poor.” He sees measures to
prevent thievery as a challenge to his
skills, and more than once his need to
prove himself in this way has gotten
him in trouble. As a god of music he
is the favorite of many bards, although
overall he prefers music enjoyed by
the common people rather than the
stiff and formalized tunes used for
court occasions, His very presence
inspires revelry, and sometimes mor-
tals begin a large party with a prayer
to him. He is quick with a joke or a
minor trick of prestidigitation to
please a child or comely barmaid.
The Laughing Rogue is the god
of wine (and other fruity spirits that
should be savored), but his area of
interest is more in the consumption
and appreciation of spirits rather
than the growing of grapes and the
manufacturing of wine. This (and his
love of good food) is still enough to
give him an appreciation of nature’s
gifts; he enjoys playing light music
and storytelling in quiet glades and
woodlands, although he loves ram-
bunctous city slums just as greatly.
Olidammara was once trapped by
the mad archmage Zagig, who forced

him into the form of a small carapaced
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to steal from his vault. Olidammara
eventually managed to escape bul
somehow retained the ability to cre-
ate a hard shell around himself when
threatened. Somewhat like a turtle
shell but with nine ridges instead of
interlocking plates, it forms a hemi-
sphere and fuses with the ground,
creating a safe place where he can
heal or plan an exit. He has used this

POWET Tnany times to eéscape danger,

leaving the shell behind to di

enemies (who often attack i

he’s still inside) as he teleports away.
He even used the carapace when he
returned to loot '/',is_'l_;_{'». freasury

Olidammara’s natural appearance

is a young man of medium h

with a slender build, olive sk

al (the major
Olidammara’s

and pre-

of tt

,and

of them. Any attempt

green eyes, chestnut hair, and a rakish
beard. He typically wears high leather
buskins, cloth pants, a leather vest,
and an ornate ring. In addition, he has
a magic mask that lets him change
his appearance and often disguises
himself to look like a tinker or ped-
dler, a fop, a young mercenary, or a fat
merchant—but rarely anyone who is
old. Green and gold are his favorite
colors, and he likes to use one or both
of these tones even when disguised.
When using his natural appearance or
when in a suitable disguise he carries
the kanteel of the oldest, a lutelike instru-
ment L'il[_l;lhlt_' of an amazing variety of
sounds. The kanteel has many magic
powers, including creating illusions
and real matter, strange fogs, and pro-

jecting emotions. With this artifact
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he has charmed the talismans from
demons, built majestic palaces, and
conjured bizarre illusions to please
crowds of thousands.

There are few 1l’|])[!|l"\ dedicated to
Olidammara, and all of them are in
large towns or cities. Many of them
are inms or taverns converted into
temples, and are easy to find except
in lands where his faith is oppressed.
While some are designed to have
many shadowy areas and focus on his
more illicil aspecls, others are well-

lit like a Ii‘.lhlillg hall or lll‘\igfl('Ll to
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enhance musical performances like

a theater. Most temples hold little of

value as the clerics believe that wealth
is better spent than hoarded, but
they fight ferociously to protect their
sacred spaces from despoilers. Tem-
ple worship services include melodi-
ous chants, joyous songs, great feasts,
and the drinking of wine, brandy, and
other fruit-based spirits.

Shrines of Olidammara's faith are far
more common than temples and may
be found in urban or rural areas. Usu-
ally the shrine is just a pile of stones
or an outdoor alcove bearing his mark
where worshipers can pour an offering
of wine or leave a bit of tasty food and
a few copper coins. It is not considered
an affront to the god for someone truly
poor to take these coins, although sto-
ries exist of misers being punished for
daring to take what is not their due.
Because most of his clergy is mobile,
they tend to stop at these places, make
prayers and blessings, and clean up
the site if necessary.

There are many important sym-
bols to the faith but any particular
church or worshiper doesn't always
use or even recognize all of them.
His holy symbol represents his mag-
ical disguising mask, and its crazed
laughing face represents the need to
not take life too seriously. The kan-
teel represents music and revelry,
and in some places a simple sketch
of it (sometimes just an oval with
lines extending upward to represent
the strings) indicates a safehouse or
place of rest for followers on the run.
Because of his great ring of protec-
tion, magical devices of this type are
favored by those of his church, and
many rings of pratection bear his holy
symbol; many of his faith purchase
or otherwise acquire such rings as
symbols of their faith. Olidammara’s
actual carapace is rarely used as an
icon of the faith, but among his wor-
shipers the number nine (indicating
the number of segments of the shell)
is seen as a lucky or protective num-
ber. In some cases the kanteel sym-
bol and the number ¢ are combined
(a g-rune with strings, or a kanteel
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that looks much like a g-rune), cler-
ics prefer nine-sided summoning
diagrams, and so on. A few odd
individuals count themselves lucky
if they lose a finger on some caper
(leaving them with nine), drawing a
parallel between themselves and the
god leaving behind a part of himself
(his carapace) on an otherwise suc-
cessful adventure.

The kernel of Olidammara’s phi-
losophy is thatlife should be enjoyed,
for a life of misery and boredom is
a life wasted. Mortals should laugh,
enjoy the company of friends
and the playing of music, taste
good food, and drink good wine.
Although he is not a hedonist and
doesn't believe that mor-
tals should be, he knows
that a lifetime of meat,
fruit, wine, and song
is better than a life
of bread, water, and
silence  (unsur-
prisingly he has
no ascetic or
monk wor-
shipers).
His faith-
ful should
music as the art

treat

it is and strive to be as skilled
at it as their patron. People
should make jokes and laugh when
the joke is on them, and try to avoid
misery, temperance, and solemmnity,
for they are the greatest poisons to
the soul. He encourages people to
practice occasional mayhem not
for its own sake but to add excite-
ment to boring lives and rattle the

self-built cages of materialists.

A CLERIC'S ROLE

Olidammara's clerics are an easy-

going lot, avoiding serious and
gloomy outlooks in both life and art.
While they have a well-deserved rep-
utation for being pranksters, that is
an oversimplification and they actu-
ally spend little time playing jokes on
people. Their main focus is making
people realize (by talk or by action)

that living life is too important to

>

take everything seriously. His
clerics are not foolish, however,
and they know that a farmer with a

sick wife or a merchant about to lose
her business aren't in the mood for
pratfalls and bawdy songs; a helping
hand and some light humor to
improve the mood are the appropri-
ate course of action in these circum-
stances. Among the clerichood, those
who cannot sing or at least play an
instrument are looked down upon.
Because they like to keep their
lives interesting, many clerics of Oli-
dammara become adventurers. This
gives them an excuse to travel and
meet interesting people, and the lure
of incredible wealth is very tempting,
Adventuringclericspreferadventures
that suit their religious interests; if
given the choice between looting the
treasury of a noble’s stronghold or



rooting out some pesky orcs, they'll
always choose the former. Many cler-
ics multiclass as bards or rogues to
gain Hide and Perform as class skills
or at least take the Trickery domain
(thereby also gaining access to the
disquise self spell).

The nature of Olidammara’s clerics
greatly depend on their alignments.
Chaotic good clerics use humor and
their other skills to improve the lot in
life of people who are down on their
luck or have been dealt a bad hand.
Most of the “rob from the rich and
give to the poor” type of clerics are
chaotic good. Such a cleric looks at a
person and wonders, “What can 1 do to
help them better appreciate what they
have so they can get back to enjoying
life?” Of all of his clerics, these are the
ones most likely to get involved when
people are in trouble, but that doesn't
mean they're not up for causing a lit-
tle mayhem when the circumstances
warrant it. They prefer happy songs,
feasting, and merrymaking.

Olidammara's chaotic  neu-
tral clerics don't think of their
actions in terms of reducing mis-
ery or improving lives. To them
it's a matter of whether or not the
individual is too dull, unhappy, or
mired in attachments to be worth
talking to. If the person meets
one of these criteria, she is a valid
target for intervention, even if
she seems content to be in that
situation. Olidammara’s chaotic
neutral clerics see these kinds of
people as personal affronts to their
belief system, much as how many
sun-clerics see necromancers and
undead as the antithesis of their
own existence. These clerics are
also likely to play pranks on some-
one just because they can, trusting
in the Laughing Rogue to make it
all work out as a life lesson. They
enjoy songs with a scandalous
edge, sometimes couched in dou-
ble meaning so they can be sung in
polite company or in the presence
of the very person they mock, but
are more than happy to join in on
a happy ballad or a dirty limerick.

Olidammara’s rare chaotic evil
clerics are the most likely to act in
the name of spite, applying their tal-
ents to someone who, in their opin-
ion, needs to be taken down a notch.
Whether it's an arrogant lawful cleric
who awakens in a seedy bordello, a
miserly merchant whose chestof gold
splits open while crossing a rushing
river, or a pompous noble whose
clothes turn to rags at the height of a
ball, these clerics excel at tricks that
prove to be extremely embarrassing
to the target. They think nothing is
too sacred to mock in a performance,
and more than once have sneaked
into a wedding party to sing off-
color stories about the “virtues” of
the groom and bride.

Most of Olidammara’s clerics wan-
der greatly for much of their lives,
acting as minstrels, messengers,
wandering clerics, or performing
other duties that justify their
traveling and allow them to put their
magic and special interests to good
use. On any given day, a travcling
cleric of Olidammara might liberate
a stolen wine shipment from goblin
raiders, steal the treasury of a cruel
mayor and use it to get every-
one in town drunk, convince
a loyal spouse to philander,
trade songs with a bard,
drive a teetotaler city
official out of town,
break a few laws just
for the fun of it,
taunt a paladin,
or sing a beast to
sleep. As a joke,
sometimes his
clerics work
in the exact
sort of jobs
that other
members
of the faith
are trying to
avoid, swindle,
or dodge (such
as a caravan guard
or working with a
less-than-reputable
group of mercenaries

extracting “tolls” from passing
merchants}—and almost
ably when they meet they laugh,
step out for a drink, and leave their
allies befuddled or enraged. Many
of Olidammara’s faithful are “on
the run” most of the time, evading
the wrath of a city official here and
a lawful church there, unafraid to
enter lands where the state or pri-
mary religion is oppressive.

Some clerics remain settled or
pick a place to live as they get older,
usually in a larger city. Most of these
work at their temple, earn a livingas a
tavern minstrel, teach music, become
vintners, and so on. Some of the
more roguelike urban clerics end up
running the local thieves' guild.
RELATIONS WITH
OTHER CORE
RELIGIONS

Olidammara is a friendly being
and holds no grudges against other
deities despite past conflicts where
he was caught in the act. As an
ages-old but young-feeling god, he
knows that things change over time
and anger often cools to form
fond memories, just
as an annoying song

invari-
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