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TABLE TALK ' ON THE COVER

One of D&D’s most popular cover

FROM THE EDITOR artists, Larry Elmore, pays homage in
Erik says goodbye. our final cover to our first.

SCALE MAIL

All good things...

FIRST WATCH

Previews, news, and gear for gamers.

ECOLOGY OF THE TARRASQUE

It eats and sleeps and eats and sleeps...

SAVACE TIDINGS
A quick lock at what has come before.

VOLO’S GUIDE
Return to Myth Drannor.

DRAGONMARKS
Secrets of the Mournland revealed.

SAGE ADVICE
Insight inte what happens when we die.

CAMER GUIDE
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COMICS
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EDITORIAL

[HE LAST SEMMION

hen 1 first heard the news 1 felt like I'd been punched
in the gut.
“ene and 1 are moving to Milwaukee,” Monte said.
“I'm going to try to wrap up the campaign some time
by the end of the summer.” And with that, Monte Cool's
seven-year Ptolus campaign, the first and only one I joined
since coming out to Seattle to work on the D&D magazines,
was headed toward an unavoidable end. In seven years T'd
changed cars, apartments, and girlfriends, but Monday
night at Monte's was always, always the same. I came to rely
upon il, to take comfort in it once a week for seven years.

The prospect of it all coming to an end frustrated me.
I was grateful for all of the good times and for being
invited in the first place, and I certainly didn't begrudge
my DM and his family wanting to move, but I suddenly
started to worry about how it would all go down. Would
there be enough time to wrap up all of the campaign’s
loose ends? Would we get to meet all of our favorite NPCs
again before it all wound down? As the weeks slipped by [
had a lot of mixed emotions. Each session brought a cool
new revelation, but also some sad realizations. Each time
some regular event happened it was for the last time. It
all becarne a bit depressing.

But Monte Cook has his name on the Dungeon Masters
Guide fora reasorn. The man kmows how to ron a great cam-
paign, and he knows that the best way to end a long-runming
game is with a great final session. When the appointed
hour arrived all of us played multiple characters in a huge
fight involving exactly 100 miniatures. Major villains from
throughout the entire campaign were on hand, and by the
time the dust had settled in the final fight my character had
cast wish and had—somehow—tied up all of his loose ends.
You couldn't ask for a better end to a successful campaign.

S0 when the news came about that Wizards of the
Coast had decided not to renew Paizo's license to pub-
lish Dracon and Dunceon magazine—ironically deliv-
ered about the same time Monte decided to wind down
his campaign—I quickly managed to work through the
mourning process and start work on putting together an
incredible final issue. The legacy of DraGoN magazine
has shone brightly for 31 years, and T felt the best way to
a0 out was to take a page from my old DM: put all the
miniatures on the table, close up dangling loose ends, and
make the last installment the best and most exciting we
absolutely could. To this end, you'll see some special fea-
tures and familiar faces in this aversized final print issue
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of DraGon magazine. Special thanks to Larry Elmore, Ed
Greenwood, Keith Baker, Margaret Weis, Phil Foglio, and
all of the other writers, artists, cartoonists, and editors
who brought us to this point. Thanks especially to Paizo's
Senior Art Director Sean Glenn, a great creative partner
and the designer who created the current look and logo
for both magazines. Thanks also to Art Director Sarah
Robinson, who has handled the magazine’s interior for
more than a year with a greal attitude and a strong visual
flair. Tt wouldn't have been possible without you.

Nane of this would have been possible, I mightadd, if not
for the tireless work of Dracon’s editorial and art staff. My
name might appear at the top of the masthead; but these
folks did most of the hard work it took to get this magazine
to you each and every month. I'd like to give them a chance
to say their final goodbyes. Take it away, guys.

JASON BULARY (MAYAGIYG FDITOR)

hen I started working for Paizo, nearly three years ago,
I never thought I would be writing these words. Here
we are, at the last print issue of Dracoxn. This maga-
zinie has meant a lot to me over the years, from when I first
started playing twenty years ago, through today, one of my

Jast as its Managing Editor.,

In spite of the danger of making this sound like an award
acceptance speech, T would like to take this moment to
thank a few folks who were vital in getting me into the gam-
ing industry. I would like to thank my mom, who gave me
the money to buy my first D&D product, despile her reser-
vations, T would like to thank my dad, who dropped me off
at my first Gen Con and who waited around thal evening
to pick me up. Thanks, of course, go out to Erik Mona, who
not only helped me get involved with the RPGA but who
also offered me a job here at Paizo, I would also like to




thank F. Wesley Schneider and Mike MeArtor, my partners
in crime, helping to wrangle the Dracon every month, and
doing a damn fine job of it. Finally, T would like to thank
Nicole, who has put up with all my mnsane hours working
on freelance projects, late nights spent at the office, and for
following me across the country so that I could pursue my
dream of warking on MRAGON magazinie.

MIKE MCARIOR (ASSOCLALE ERHIOR)

o, Gentle Reader, at last we meet again for the first time

for the last time. For nearly four years now (44 issues,

can you believe 'iL?} Fve lived
the dream I barely dared to hope
for as a lad, but this is the first
time I've ever spoken directly to
you. And you know what? This is
harder than it looks!
Eor than hall those
maonths ['ve ruled over Bazaar of
the: Bizarre, Class Acts, and fic-

Through

mare

tion with an iron fisl.
those departments [ put my mark
on D&D, for better or worse, and
over the eourse of those all-teo-
few months T helped others do
the same. To Amber, David, Hal,
John, Mark, Richard, Troy, our
wonderfl fiction writers, and
every other contributor who
made Dracon such a pleasure to
wark on; thank you.

I'd also love to thank ever one
who helped me get here today,
but that’s quite a long list. T will say thanks, though, ta
my parents and my best friend, Gige, and to Lisa and Matt
{for hiring me), Erik {for keeping me around), Wes (for

putting up '.’-1I:L me), and Jason (for the Irish Carhombs).

[. WESLEY SCHNTIDER (ASSOCLALE ERTIOR)

he end of an era—as that is truly what this is—brings

with it a lot af questions and even more emotion. Unfor-

tunately, far more than 2oo-some words on page g can
contain: Seems like that's always the case..

So, rather than poodbye, let me say thank you. Thanl-. yo
to thousands of loyal, enthusiastic, sometimes weird, ofen
opinionated, but always passionate readers. Thanks to Cam
Banks, Eric Cagle, Jacob Frazier, Andrew Hou, Tim Hitch-
cock, Eyle Hunter, Tito Leati, Nick Logue, Rich Pett, Sean K
Reynolds, Amber Scott, Greg Vaughn, Johnathan Richards,
Owen Stephens, Todd Stewart, and dozens more of the most
imaginative authors and artists anyone could ever have the
complete privilege of working with. Thanks to Sue and
Monte Cook, Peter Adkison, Wolfgang Baur, Jim Lowder,

China Miéville, ever-charming Margaret Weis, inimitable
Ed Greenwood, and, of course, Gary Gygax, for weathering
innumerable questions, always being so willing to help, and
providing countless pages of the best writing Dracon has
or will ever publish. Also, thank you to Shelly Baur, Mike Fie-
gel, Will Christensen, and dozens of the most devoted game
producers in the world for performing the Herculean task
Df_ﬁlij.tlg First Watch month atter month. And finally, thanks
to Jason Bulmahmn, Sean Glenm, James Jacobs, Mike McArtor,
Erik Mona, Sarah Rabinson, and Matl Sermett—iends and
teachers each—for making the past four years and 44 issues
both a pleasure and an honor.

Here's to the next thing, may it be
even better than the last.

o there you have it. In 350 issues

of Dricon we've lived on the

wild frontier of DunGEONs &
DracoRs. In a few months Wizards
of the Coast will unveil a new online
version of Dracon and DuNgrEoN
as part of something they're calling
the "Iigital Initiative.” We at Paizo
have our own plans and a brand
new Adventore Path in the pages of
a new monthly product, Pathfinder,
which should be available at local
game shops, bookslores, and paizo,
com by the time you read this. We've
also got monthly adventure mod-
ules, classic science fiction and fan-
tasy movels, and a whole line of great
products aimed directly al our cur-
rent customers, but those are differ-
ent stories, to be told in different pages.

My whole life I've only ever wanted one job: This one: It's
been an honor to be your Editor-in-Chief and Publisher.
Together we've had one hell of a campaign.

\

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

PS: Readers with subscription credit extending beyond
Dracon #3599 or DuncEON 150 should wvisit paizo.com/
transition to learn more about their options. Readers with-
out access to email should contact our customer service
department at Costomer Service, Paizo Publishing, 2700
Richards Road, Suite 201, Bellevue, WA g8cos.
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[HE SOY6 REMATYS THE SUE

Well, T really never thought Td ever
write this Letter to the Editor. The last
fime 1 wrote for Dracon or DUNCEON
was when I announced my resignation
after ten years-as Art Director of these
publications. That was in January, 2c00.

Since then, the gaming world has
grown and changed, largely due to the
advances of online gaming. Ahhh, but
there was a time (and isn't that what
you're really looking for, dear reader?)
when 1 worked daily with most of the
greatest illustrators in fantasy.

When Brom had two names (Jerry
Brom—I1 published one of his early
portfolio pieces as a DracoN cover).

When Jeff Easley proved that he was
creating fantasy illustration since he
crawled out of his crily a5 a toddler?

When Keith Parkinson showed that
attention to detail was paramount in
depicting fantasy.

When Larry Elmore painted light,
and used it to highlight the female
form (with respect for Bettyl).

And there are so many: Frazetta, Robin
Woaod, Stephen Damiele, Clyde Caldwell,
Fred Fields, Robh, Aaron Williams, John
Kovalic, and more, from dark fantasy
to humer, that T need to recognize for
their contributions. We had a great
time; we were young, creative; and we
had a perfect forum. We worked fora
great company, TSR, and were acquired
by Wizards of the Coast, later Hasbro,
and finally, Paizo. But through all of
the changes, one thing remained true:
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We were faithfill in how we depicted our
fantasy worlds. Watching the Lord of the
Rings trilogy, you can see so many of
these sreat paintings used as inspiration
for key shots. What a credit to the talents
of these artists! And a credit to the flm-

mizakers for doing their homework and
returning to the masters!

Dracon and Dongeon will hiold their
place among the last of the great illus-
frated magazines in American publishing,
We had an illustration staff leng after
most publishers had moved on to free-
lance 35mm photography. But; such is the
nature of intasypublishing: we relyon the
imagination of our arlists and writers.

Best of luck, Paizo, with your new
formats! The style might change but
the song remains the same!

And for our readers, thanks for
growing with us, The worlds of fan-
tasy roleplaying will keep evolving
and Paizo will deliver them in the style
your require!

Larry Smith
Art Director, TSR Periodicals,
199E—2000

(R OLDEST YOUNGES! READER

Dracon has been like the party rogue.
You disabled traps and opened locks
for us in Sage Advice. You gave plenty
of humorous comments in the com-
ics. You added many allies in Winning
Races and Gaining Prestige. You gave us
many uscfil magic items that boosted
pur abilities in Class Acts and Bazaar
of the Bizarre. You made every single
Enowledge check in Moenster Ecolo-
gies. You made plenty of enemies in the
Demonomicon and Creature Catalog,

But what happens when the
rogue dies?

[ write this letter today because it's
my last chance to get a letter in. T am
only inte my first subscription, and [
am 11 years old. T started playing at 8. 1
learnied of Dracow at only g, and sub-
seribed just last August.

All T can say is: Could you do a long
Scale Mail, like you used to? Just this
once? Please?

Nikolai G. ]. Geier
Via Email

TALISMAN CONTEST

DHAGOY

The classic quest for the crown returns this month with the
new fourth edition of Talisman. This maonth, Black Industries

T L 3¢ 2nd Paizo Publishing want to give you a chance towin your
very own copy of the cult classic board game. All you have to do to enter is send
an e-mail to contest@paizo.com with your name, address, and the subject line
“Talisran Contest” by October 1st. We'll choose three entries and announce all
the winners on paizo.com in November. So just send in an e-mail and claim 2

talisman of yaur very own!



30 L0NG

I started buying Dracon a few years
ago, with #2600, and with last month's
issue (#356) T learned how much I

relied on the routine of buying it!
For all that time the magazine was
full of interesting stuff, although the
staff might have changed. I thought
I'd speak my peace since T have the
chance! Goodbye, old friends! (Never
stop playing!)
Nathan Howe
Via Email

1001 SIONE OF EARENTLL

Thave been an avid player of D&D for
about 15 years now and during that
time I bought every issue of Deacon
1 could get my grubby little hands on.
I first leaned to play D&D from, of all
people, my girlfriend (something that
made most of the other gamers in
my school drool with envy). Over the
years this magawine has always been

here to provide me with the type of

D&D-related info T was locking for,
be it new classes, new magic items,
fictiom, or adventure ideas. Even in
the switch from AD&D to third edi-
tion and then from third edition to
3.5, Dracon has continued fo pro-
duce the quality gaming extras that |
was looking for in a monthly publica-
tion. These are some of the darkest
days for us gamers. Companies seem
to be either doing wonderfully or are
just on the brink of oblivion. T play a
large number of RPGs at this point,
such as the games of Palladium and
White Wolf] but D&D has always been
the favorite. With the loss of Dracon
magazine 1 am left wondering
what this means for the rest of the
gaming industry. Without quality
publications such as yours I feel that
gamers everywhere are being dealt
a very bad hand. Se if T must, T will
bid you a fond farewell and hope that
someday Wizards of the Coast will
bring you back.

As a last mention T have always
loved your articles on magic items
and ecologies. I would really love to
see an article on ioun stones. They
have been a very iconic item in D&D
and in the past have had a large vari-
ety of types available bul in third edi-
tion and 3.5 they have only a base few
available. I don't know if this will geta
spot in the magazine’s final few issues
or not but an article about the iconic
magic items of D&D and their origins
and new oplions would make me one
happy devoted fan.

Jaye Baker

via email

I'm sorry we never fi

that foun stone article, Jaye, but if )

ooking for some inspiration I st .|Ir1|".=

recommend Jack Vances Rhialto the
Marvelous, from whence they originally
camée. The book is currently available in
the nust-have Tales of the Dying Earth

omnibus available from Orb Books:

(051G LHE ROBICOY

I won't bore you with numbers; suf-
fice to say my first letter to Dracon
15 THany, many years in the writing. 1
am simply amazed that my old friends
Dracon and Dunceor, my snupggle-
up-and-read companions, Ty Nspi-
ration or my guide when inspiration
fails, my monthly links to gamers
everywhere, will be moving online.
What a radical change!

I was unsure of the fate of D&D
when Wizards of the Coast took the
helm, but I have been very happy
with the changes WoiC wrought. And
similarly, when Paizo inherited
Dracon and Dunceon, 1 was very
pleasantly surprised with the direc-
tion. You -at Paizo should be proud
of the products you have published
over the past several years; they have
regularly been among the magazines’
best issues.

I am not sure whether 1 will fol-
low Dragon and Duncron forever
into the online realm. One of the joys
of the monthly magazines was the
oppeortunity to disconnect from my

/j_-\_'l—hf_ﬁ _'I'"\. T
OreWorip)
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SCALE MAIL

computer for a few hours and vanish
imto worlds of magic and monsters.
I am sure the content will translate
well into HTML files and PDF files, or
whatever technology is planned. T will
try it. I may come to enjoy it But my
many years of fond memories are of
ink and paper. Pixels have a hard act
to follow:

In these your final days, I raise my
sword in salute, Dracon magazine!
You have served me and countless
others faithfully and well. Honor to
Tae Dracon!

Eric Weberg
Rubicon, WI

(RITICAL HIT!

I'm an avid reader and love your work.
When T read last issue thal you guys
were going te stop publishing I felt
like I got struck through the heart
with a longsword. I have only been
a shbscriber for fourteen months,
but it’s been a great ride. The con-
tent of the magazines was great and
1 loved the Class Acts sections and
EperroN campain material, which
really helped my own game. Thanks
for the wonderful 14 months and the
greal advice from the Sage. I'll miss
you guys.
Samuel Deaton
Marshall, TX

ONVATD AYD UFWARD

Damn, that was some very bad news
indeed: you ceasing to publish Dracon
fand Dunceow), one of my all-time
favorite magazines (along with Games
Workshop's White Dwarf), but 1 guess
we shouldn't be surprised by this move
from Wizards of the Coasl.

Ideally, you guys at Paizo will con-
tinue to prosper and your Pathfinder
boolwill be as fine a publication as you
have made Dracow iyou really should
get some kind of award for that feat).

Now as I understand i, Pathfinder
will be much like Duncron was;
which leaves me, a long-time reader
of Dracon, but not Donceox, with
a HUGE gap in my menthly drug. I
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GAMEMASTERY GIVEAWAY WRAP-UP

DRAGOY

THLK

The GameMastery Giveaway has ended! The following lucky
winners nabbed sets of GameMastery gear, including a signed
copy of Do: Hollow’s Last Hope, Dx: Crown of the Kobold King,
the Critieal Hit Deck, Combat Pad, flip-mats, iteni cards, and

morel Even if you didn’t win, you can pick up all the GameMastery gear you want

at paizo.com.

Mame

Jon Burstein

Brian Dunnell

Rob Lightner
Michael McLaugthn
Duncan Prettyman
Jason T. Roeder
kristian Serrano
William D. Sharpe 111
Robert B. Watson
Susan Wells

From

Lexington, Massachusetts
Arlingtan, Virginia
Seattle, Washington

El Paso, Texas

Mewark, Delaware
Maberly, Missouri
Gainesville; Florida
Marlinton, West Virginia
Bryan, Texas

Wellington, New Zealand

Thanks to the hundreds of participants who made this contest our biggest ever!

hope that you also will find the time
and money to produce a product
much like DracoN.

There has always been something
in Deacon that could be wused in
any campaign or setting. In recent
issues, I have seen a couple of Scale
Mails that complained about the fact
that there often wasn't anything they
could use in certain issues. [ am a big
fan of Draconrance (the Chroni-
cles novels started me in this hobby)
and have always (yes indeed, I mean
always) been able to glean something
from whatever article T have reéad that
could be used in a DRAGONLANCE
setting with some kind of modifica-
tiom, so I don't quite understand this
view, but [ guess it all boils down to
people not having (or giving them-
selves) the time to adapt the informa-
tion to their own campaign.

#s a final note, I have to applaud
you with the very fine job you have
done with DRacoN,

So long Paizo, it has been a very
good time indeed and I hope to read
something in paper form {and not
just some Adventure Path) from you
again soom.

Peter Sejten
Denmark

Thanks for the kind words, Peter. Thanks
especially for telling us we deserve an
award for what we've done with the
magazines. We agree, of course. and T'm
pleascd fo report that both Dracon -and
Duxceon magazines scored the coveted
Origins Award this year. The Gviging
Award is.the most prestigious award
in gaming, and speaking personally
I'pe wanted one ever since I heard they
existed. We were nominated several times
in the last five years, and DRaGaN even
won one before T joined the staff. Bul this
year, in large part due to the veting sup-
port of Dracon's legions of loyal read-
ers, we managed o win in two categories!
A fitting end 1o a ine. magazine.

Pathfinder might be focused on the
Adventure Path, but we have lots of plans
beyond even Pathfinder, and we intend
ta publish a large amount of material of
interest 1o all readers of DRAGON dnd
DuncEon, incduding stand-alone mod-
ules, classic sclence fiction and fantasy
novels, and more. Drop By our message-
boards at paize.com to learn more about
our éxciling plans for the fiuture.

We're not giving up on print, not by a
long shot. In fact, we plan to stick around

Jor a long, fong time.

Here's hoping vou'll be right there with
us. —Erik Mona



ADVERTISEMENT

[0 [HE PUBLIALR

Readers,

Recently, Wizards of the Coast decided not to renew Paizo
Publishing’s license to create and distribute Dracoxn and
DuneEON magazines. Both magazines will cease publication
following the release of their September issues, which ship

to subscribers and newsstands in Angust. The final issues of

the magazines will be DUNGEON #150 and DRAGON $350.

Wizards of the Coast will be moving the kind of content
currently found in the magazines to an online model. Both
companies remain on good terms and continue to discuss
future opportunities for publishing partnerships, As more
information becomes available on Wizards of the Coast's
plans for the Dracon and Duncron brands, we'll keep you
updated in the remaining issues of the magazines.

Paizo will continue to create products compatible with
the world’s most popular roleplaying game. In addition
to our existing line of GameMastery accessories like ltem
Cards and the new Critical Hit Deck, this summer will see
the debut of two exciting RPG lines from the same creative
minds that have brought you the magarines these last five
years. In June, Paizo kicks off its new GameMastery Mod-
ules ling, featuring monthly 32-page adventures from top
desipners like Nicholas Logue, Richard Pett, Wolfgang
Baur, and Jason Bulmahn! Each lavishly illustrated full-
color GameMastery Module is designed to be used easily
in a wide variety of campaigns, and will meet or exceed the
expectations you've come to expect from Paizo Publishing,

August sees the debut of Pathfinder, a new monthly o6-
page, perfect-bound, OGL-compatible full-color soficover
Adventure Path book printed on high-quality paper. Over the
last several manths, the same editors who bring you Dracon
and Dunceon have been developing the next evolution in
RPG campaigns, and we hope you'll take some time to look
at what we have to offer. Pathfinder will be sold at hobby retail
stores, bookstores, and online at paizo.com, and—though it's

a book, not a magazine—we'll be offering a subscription
service tor gamers eager to add a vorpal edge to their cam-
paigns. In fact, you can subscribe to Pathfinder right now
and receive a free bonus Player’s Cuide to the first Pathfinder
Adventure Path: Rise of the Runelords:

Speaking of subscriptions, the discontinuation of
Dracon and Donceon will leave many of our valued sub-
scribers with excess subscription credit. Paizo has set up
a special transition web page at paizo.com/transition that
offers multiple options to these subscribers, A brief sum-
mary of these options follows:

Pathfinder: Current subscribers can transfer their exist-
ing post-September subscription credit to monthly vol-
umes of Pathfinder at a generous discount as an easy way
to try out the new publication. This is your opportunity to
get in on the ground floor of this major new series, and
we'd certainly love the chance to keep delivering exciting
gaming conten to you on a monthly hasis,

Dracon and Dunceown Back Issues: Subscribers can
choose to receive select back issues on a one-for-one basis
based on remaining subscription credit. This is a great
way to fill holes in your collection.

Paizo.com Store Credit Paizocom is the Internet’s
leading online hobby store, with more than 22,00¢ gam-
ing products from hundreds of publishers, Subscribers
can swap their excess subseription credit for store credit
on our website at 4 generous 120% exchange rate,

Refund: If none of the above options appeal to you,
Paizo will issue you a refund check for your remaining
subscription credit. (Refund checks will be issued starting
October, 2007, and may take several weeks to arrive.)

Subscribers withant aceess to the Internet should con-
tact our Customer Service Department for more informa-
tion about the above choices and a form to help you make
your selection. Write us at Magazine Transition/Paizo
Publishing, LLC/27c0 Richards Road, Suite zo1/Bellevue,
WA gBoos. We anticipate a large volume of mail related to

the transition, so please be patient with us as we

address your needs.

Dzagow and Dunezon have been the backbone of
Paizo Publishing since we spun off from Wizards of
the Coast’s periodicals depariment in 2002, and both
magazines have been an integral part of the RPG pub-

lishing world for decades. Bringing the magazines to
you every month has been a true honor, and we in the
Paizo family look forward to the confinuing honor of
serving your gaming needs for years and years to come,

Sinecerely,

ERr|

Erik Mona
Publisher



NEW RELEASES

. ErSAYSE PREVIEWS, NOTES, AND NEWS FOR GAMERS

What would D&D be with out the
mad archmage, the cruel blackguard,
or the rampaging dragon? Exemplars
of Evil takes this question to ifs core,
focusing on crealing and playing
memorable villains. Designer Rob-
ert |. Schwalb says Exemplars of Evil
“lays out step-by-step how you should
build your villain” Along with details
on how to create memorable villains,
nefarious details, deadly lairs, and
simister adventure hooks, there are
also supporting mechanics like villain
feats, alternate class features, and pre-
generated villains ranging from CR 5
to zo. Exemplars of Evil also ties into
Elder Evils, releasing later this year.

Continuing the adventure that began in
Barrow of the Forgotten King and Sinisier
Spire, adventurers must next face the

serpentine horrors lurking in the For-
tress of the Yaun-i. An adventure for 6th
through 8th level, Fortress of the Youn-fi
can dircctly follow the previous adven-
tures in the series, or be run as a stand-
alone adventure.

Also new this month is Dungeon Tiles
Vi Lost Caverns of the Underdark, focus-
ing on natiral cavern features like lava
poals, cliffs, winding passages, under-
ground rivers, green slime, and more.
Designer James Wyatt says it uses “all
small tiles, so it's easier to shape them
the way you want to.”

GAMEMASTERY ADVENTURES

For years, FoRGOTTEN REALMS archi-
vist Brian R. James has catalogued
vasl and disparate nmumbers, daites,
and references into his Chronology
of the ForcoTTEN REAIMS website,
Teaming up with other FORGOTTEN

Rearms loremasters, James and Ed
Greenwood have compiled the ulti-
mate, authoritative history of Toril.
Culled from all FORGOTTEN REALMS
sources from first edition on, A Grand
Histery of the Realms tesolves contra-
dictions and compiles a definitive
timeline, along with extensive cross-
references, anecdotes, and
from Elminster to finally present the
Realms' full story.

ESsdYs

Out of adventures to run? Never fear, Paizo
Publishing’s GameMastery Modules are
herel Since June, Paizo has published one
full-color 32-page adventure a month, and
we aren’t stopping anytime soon! Septem-
ber sees the release of Steve Greer’s L Gal-
lery of Evil, October brings Michael Kortes's
Ja: Entombed with the' Pharoahs, Nick Logue
{with Tim Hitchcock) returns to the lineup in
November with Er: Carnival of Tears, and Anson
Caralya’s J2: Guardians of Dragonfall closes out
the year in December.

And ifyou look forward to something coming in
the mail every month, you can set up a month-to-
month subscription for the modules at paizo.com.
You can even set up a combined subscription with
Pathfinder to receive them both at the same time!
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reported by Shelly Baur, William Christensen, Mike L. Fiegel, and Mike McArtor

ALEGEND RETURNS

Games Workshop's Black Industries has announced the release
of the fourth edition of their popular Talisman game, newdy
updated after a thirteen-year hiatus. Fivst released in 1983 and
last updated in 1994, the game offers a fantasy board game
experience for up to six people, as the characters they control
compete for the right to wear the Crown of Command.

“This is the best edition of Talisman we have ever pro-
duced,” said Marc Gascoigne, Head of Black Industries. "It's
the return of a genuine classic fantasy game, and I'm proud
to be announcing its comeback. T know fans old and new
will love this edition.”

While the game maintains much of what made ita classic,
the fourth edition features new artwork by Ralph Horsley
and Jeremy McHugh, and all-new “speedy play rules” writ-
ten by the legendary Rick Priestley (of Warhammer fame).

For more information on the new edition &f Talisman,
visit blackindustries.com.

ULTIMATE GM'S KIT

This November, Paizo Publishing (paizo.com) is going
to give game masters every GameMastery product
they might need to run an adventure—including the
adventure! Featuring copies of the Campaign Work-
book, Critical Hit Deck, Item Cards: Elements of
Power, Flip-Mat: Woodlands, and Map Pack: Inns—the
GameMastery Treasure Chest comes in a storage box
as sturdy as it is handy: Also included is a brand new
GameMastery Module, written by Greg A, Vaughan,
featuring a scavenger hunt through a haunted forest,
complicated by a rival party of adventurers who are
up to no good. Specifically designed to be included in
this set, the adventure features handy sidebars to help
game masters use the accompanying tools. The Game-
Mastery Treasure Chest is the perfect gift for novice
and experienced game masters alike,

MYTHIC MONSTERS

Ever wanted to stare down a life-size dragon? All
you have to do 15 check out this year's Mythic Crea-
tures exhibit at the American Museum of Natural
History (amnh.org), in New York, NY,

“Mythic Creatures will feature preserved spec-
imens from the Museum's collections and even
fossils of prehistoric animals to investigate how
they could have, through misidentification, spec-
ulation, and imagination, inspired the develop-
ment of some legendary creatores” said Michael
Walker of the museum.

Among other things, the exhibit displays a
model of a 1y-foot dragon with a 19-foot wingspan;
sea creatures including the kraken, mermaids,
and other sea monsters; various unicorns, griffins,
sphinxes; and even a chupacabra. The exhibitis on
now, and ends in early January of next year.
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MUSICTO GAME BY

Designed by a Dungeon
Master, the Tegends of i
Kitholan CD by Dronolan’s
{(www.dronolan.
com) offers fantasy role-

Tower

players more than an hour !
of mood-appropriate gam- :
ing musie, as tecorded :
by a professional studio :
orchestra and choir. Tracks
include music perfect for |
travel, combat, exploration
and even resting at camp.
“The live musicians and
singers add a great deal of i
life to this music,” says com-
poser David Allen Young, “1
wanted a sound that would
rival  blockbuster film
soundtracks, and even the
best synths and samplers

just can't cut it”
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i ART TO DIE FOR
: Steel

Sqwire, makers

of pgaming accessories

-

_;includ':nw,_, Flip-Mats and
! Stainless Steel Stat Cards,

: have moved dice off the

d

ning table and into the

! GenCon Indy 2oo7, these
intricate dice mosaics of

fantasy art are composed

: of more than 2,000 hand-
! placed dice of

VATIOUS
colors and designs. Con

ceived by Steel Sqwire's

Jeft Peterson, the pieces

y artist
Tony Mastangeli. In addi-
tion to works already com-

pleted, custom designs are

¢ for purchase

: at steelsqwire.com.

: DEEP DELVE
: Dwarven Forge (dwarven-
* forge.com) is taking subter-
anean adventures to new
: depths with their Cavernous
Lake Expansion Set,

{mga varety of use

i cially the Cavernous Lake set.
! Long anticipated by fans, the
: gefwas oripinally slated foran
i appearance at this past Gen
Con but was delayed when
i several pieces needed o be
i re-cast. “We want fo thank
i everyone for their patience”

: said President Jeff’ Martin
think you will be very happy
with the long wait. T recently

received some photos of the
prototypes, and all T can say
s ‘Wow™

GREEN RONIN GEAR

Fans of Freeport rejoice!
Green Ronin  Publishing
(greenronin.com)  contin-
ues to expand their pirate’s
paradise with the dzo Free-
port  Companion. Whereas
the recently released Pirates
Guide to Freeport updated the
setbing itself and contamed
no game statistics; the dzo
Freeport Companion provides
all of the mechanics. and
an introductory adventure.
Green  Ronin,
check out The Deck af -

Also  from

sions; a game aid that brings
an old favorite among D&D
magic items to Life. The deck
mcludes  tharty-six  farof-
sized cards, each illustrated
with the illusory beasts you

have at your disposal

The Final Print Issue of DunGeon!

KILL BARGLE!

by Jason Bulmahn

Return to D&D's Red Box and face
Bargle, one of D&D's classic vil-
lains. A D&D adventure for 3rd-
level characters,

QUOTH THE RAVEN
by Nicolas Logue
An old enemy holds the clues to

unmask Sharn's deadliest new
killer. An Eserron adventure for
8th-level characters.

PRINCE OF DEMONS

by Greg A. Vaughan

Face the Prince of Demons as the
fate of the multiverse hangs in the
balance. The climax of the Savage
Tide Adventure Path, a scenario for
suicidal 2oth-level characters,

DUNGEON INDEX

Including every Dunceon adventure
printed from issue #1 to #150, orga-
nized by game system and at your
fingertips. Includes a look back at
the magazine’s top ten villains and
top ten adventure locations.




FIRST WATCH

NEVERWINTER NIGHTS II:
MASK OF THE BETRAYER

Atari (ataricom) and Obsidian Enter-
tainment  (obsidianent.com)  have
announced this autumn's release of the
first expansion to Neverwinter Nights 2
Mask of the Betrayer, a continuation of
the acclaimed FORGOTTEN REALMS-
based interactive game series. “Nev-
rwinter Nights 2: Mask of the Befrayers
engrossing campaign will conclude the
storyline that began in the original Nev-
ervinter Nights 2 and focus on combat,
exploration and classic D&D dungeon-
crawling,” said Feargus Urqubart, CEO
of Obsidian Entertaimment. “We're also
making new advances in story and char-
acter development as well as improving
upon the acclaimed companion Influ-
ence System nsed in both Star Wars:
Knights of the Old Republic 2: The Sith
Lords and Nepenwinier Nighis 2.7
Keeping frue to its D&D-based sys-
tem, Mask of the Betrayer introduces
epic levels, new feats and spells, new
races, classes, and prestige classes, and
loads of new monsters. FORGOITEN
Rearms fans in particular can look
torward to a satisfying garming expe-
rence in Mask of the Betrayer, as the
adventure is set m Faerlin’s Rashe-
men, near the wizard nation of Thay.
As with the original, Neverwinter
Nighis 2 allows fans to use the included
DM toolset to write their own adven-
tures and game modifications. Check

out menz.com to learn more,
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CULDCEPT SAGA

Pard T

Culdcept Saga brings a fantastical blend
of collectible card games and board
games together, creating an addictive,
strategy game similar to a souped-up

fantasy version of Monopoly. Players

that includes an overarching sto-
ryline, or they can choose to compete
with up to three other players at once
online. As with collectible card garmes,
players customize their decks with the
cards they have on hand, and play their
cards to improve their own standing
while impeding opponents. In Culd-
cepi Saga, you try to acquiré terri-
tories and charge your opponents
a gold piece value when they land
on them. If the opponent chooses
not to pay your pricey extortion
fee, they must face the *landlord”
monster that occupies that area
(the nature of which is up to you
depending on what monsters and
other cards you have in your hand
as the pame progresses).

Many D&D fans will enjoy Culd-
cept Saga not only for the amimated
combat, monsters, spells, and other
fantasy elements, but for the unique
gameplay that comes from marrying
collectible card games with RPG ele-
ments. Indeed, the artwork of many
of the digital cards was credated by

some of the same artists to work on

Magic: The Gathering. Look for Culd v " v {6 .

cept Saga to release for the Xbox 360

this month,
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GOODMAN GOES GOLD
Goodman Games (goodman-games.
com) has reached a goldem mile-
stome ‘with the release of the fiftieth
Dungeon Crawl Classic. DCC #5o: Vault
af the fron Overlord features cover art by
the legendary Erol Otus and a unique
dungeon design by Monte Cook: the
“Wault of Rings,” a dungeon made up
of concentric rings. The book even
includes a “spinning wheel” map on
the inside cover that actually spins.
“This is a dungeon unlike any other
we've published. T mean that hiterally,”
said Joseph Goodman. *As the heroes
progress, the dungeon rotates, making
the adventure (and their mapping) that

much more cha.].lr:nginp,."

KEY LARGO COMES TO YOU

Take a vacation to the keys this Novermn-
ber! Tn Key Largo, players take on the
Toles of treasure hunters in the Florida
Keys in 18q0, racing a disastrous hurri-
cane in their search for sunken wealth.
The brain child of game designer
Paul Randles—hest known for Pirate’s
Cove—Key Largo was left uncompleted
when he passed away in 2003 Friends
and famed designers Mike Selinker and
Bruno Faidutt have since completed
the game, releasing it to great popularity
in Furope. This new edition by Titanic
Games (paizo.com/titanic) brings the
zany diving adventure to North America
for the first time, with a fresh layout and

road-cap new art.

AN EVOLUTION IN CARNAGE

Hordes, Privateer Press's miniatures
strategy game of brutal warbeasts
and savage magic, gets its first expan-
sion this fall with Hordes: Evolution.
New rules, minis, faction-specific
painting suggestions, a complete
Theater of War campaign, and more
fill this hard-bound tome, ilhastrated
by some of fantasy's best artists.

Also mew from Privateer comes
Infernal Contraption, a multiplayer
strategy card game of crazed gob-
lin inventors competing to build
the moslt maniacal
machines. You can check out more
about these titles and more at priva-

outrageous,

[eerpress.com.

AT THE RED DRAGON INN

The Red Dragon Inn is where adventurers go fo party after
the adventure is over. In The Red Dragon Inn, a card game Dy
Shugfest Games (slagfestgames.com), you get your character
sloshed, gamble with your fellowadventurers,and try to avoid
earming him a black eye. Play Dierdre the Priestess, Fiona
the Volatile, Gerld the
Sneak, or Zot the Wiz-
ard (and his insane,
binge-drinking,
bunny familiar). Fach
character has her own
unique deck and abil-
ities that allow her to
gamble, cheat, steal
the other adventurers’
gold, and help her to
hold her liguor.

BEOWULF ONBOARD

The story of Beownlfis coming to the big sereen in Novem-
ber of aooy, directed by Robert Zemeckis with a screen-
play by Neil Gaiman and Roger Avary. Along with it, Fan-
tasy Flight Games (fantasyflightgames.com) is releasing
Beowulf: the Movie Board Game. The players take on the role
of Beowulf and his thanes, puiding them into epic battles
against Grendel, Grendel's Mother, and the Golden Dragon.
While gameplay is based on Reiner Knizia's Kingdoms board
game, Beowulf features new special powers and boards.
Players can also look forward to computer-generated art
from the film incorporated into the game, not to mention a

[3LVGFEST
.h. GAMES

slew of sculpted plastic figures.
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