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with penny williams
arcane knowledge

In	 this	 issue,	 we	 take	 a	 look	 at	 one	 of	 the	 most	 important	
events	 the	 community	 has—UnCon,	 the	 UnConventional	
Convention.	UnCon	is	the	only	game	convention	conduct-
ed	entirely	online,	and	 it	has	been	an	annual	event	 in	 the	

Wizards	community	 since	1997—I	 think.	 (I	 asked	 the	oldtimer	
WizOs	for	the	date	of	the	first	UnCon,	but	they	just	started	yell-
ing	about	how	we	had	proper	values	back	in	those	days,	then	fell	
asleep	in	their	rocking	chairs.)

But	however	long	it’s	been	running,	UnCon	gets	bigger	and	
better	 every	year,	 and	 in	 fact	 the	2005	edition	had	more	events	
(118)	and	more	participants	than	any	UnCon	before	it.	The	con-
vention’s	event	roster	included	fifty-two	D&D	events,	thirty-four	
Magic	events,	thirteen	Magic	Online	events	and	eleven	communi-
ty	events,	plus	assorted	StarSisterz,	Neopets,	and	Star	Wars	events.	
Coordinated	 by	 WizO	 Hydragon,	 the	 convention	 featured	 RPG	
and	TCG	tournaments,	trivia	events,	contests	of	all	sorts,	seminars,	
and	appearances	by	twenty-five	designers,	artists,	developers,	and	
authors	from	the	game	industry.	The	celebrity	guest	list	included	
RPG	designers	Skip	Williams,	Sean	K	Reynolds,	and	Gwendolyn	
F.M.	Kestrel,	Magic	greats	Mark	Rosewater	and	Brady	Dommer-
muth,	and	yours	truly.	Skip,	Sean,	and	I	all	ran	games,	and	this	is-
sue	features	a	blow-by-blow	recap	of	Sean’s	popular	Malak’s Maze	
event	by	our	brand-new	D&D	patron	editor	David	Paul.	

The	Ravnica	chats	for	Magic	drew	the	most	attendees,	and	
the	 interest	 was	 well	 deserved.	 By	 stark	 contrast,	 the	 Big	 Card	
Art	Contest	had	very	few	entrants	this	year,	though	the	winning	
entries	were	exceptional.	Check	out	the	recap	article	on	page	28	
for	a	glimpse	of	how	those	pieces	look	as	“cards,”	complete	with	
text	and	background.	The	community	interviewed	special	guests	
MaRo	and	Brady	Dommermuth	about	their	latest	projects,	their	
interests,	and	their	histories,	and	their	responses	can	be	found	on	
page	32.	

What	else	happened	at	the	con,	you	ask?	Well,	the	commu-
nity	members	created	a	brand-new	monster	at	my	annual	Mon-
ster	Builder	Workshop,	which	is	detailed	in	this	issue’s	Creature 

Feature	column.	Like	the	last	installment	(the	monster	created	at	
the	UnCon	2004	Monster	Builder	event),	this	article	begins	with	
a	short	fiction	piece	derived	from	the	playtest	of	the	creature	that	
was	run	at	the	convention.	For	these	playtests,	four	players	each	
take	one	of	the	Fab	Four	iconics	(Tordek,	Mialee,	Jozan,	and	Lid-
da)	and	face	off	against	the	creature	in	a	short	encounter.	And	I	
have	to	say,	this	critter	made	for	the	funniest	playtest	I’ve	seen	to	
date,	with	RPG	Live	oldtimers	Cyphreas	and	SnappyApple	con-
tributing	their	expertise	as	well	as	their	roleplaying	panache.

Avalon	Hill	was	well	represented	by	several	events,	includ-
ing	the	popular	Design	Your	Own	General	Contest.	Patron	editor	
Jon	Mayes	reviews	 this	contest	 for	us	on	page	25,	and	our	own	
WizO	Scion	has	made	up	a	“card”	of	 the	winning	 leader—Otto	
Skorzeny.

The	Hecatomb	game	had	its	own	Trivia	Overload	event	at	
UnCon	2005,	which	is	recapped	here	by	patron	editor	Anthony	
L.	Baxter.	And	the	fiction	contest	produced	two	excellent	pieces	
of	 short	 fiction.	 The	 first-place	 winner,	 The	 Dreamer and the 
Fiend,	appears	on	page	18.	The	second-place	winner,	Never	More,	
will	be	published	in	Issue	#6.	All	in	all,	UnCon	2005	was	a	week	of	
excitement	worthy	of	any	of	the	big	cons—and	no	one	had	to	trav-
el	or	book	a	hotel	room	to	attend!	In	fact,	when	Hydragon	asked	
how	the	next	UnCon	could	be	improved,	one	of	the	community	
members	said,	“I	don’t	really	know	what	you	can	do	to	improve	
UnCon.	Maybe	you	can	make	it	two	weeks	instead	of	one.”

So	if	you	haven’t	yet	attended	an	UnCon,	take	a	look	at	what	
you’ve	been	missing,	and	make	plans	to	attend	UnCon	2006.	If	you	
have	an	awesome	 suggestion	 for	UnCon	2006,	 just	 email	WizO	
Hydragon	at	UnCon@wizo.wizards.com.	And	as	always,	 if	you’d	
like	 to	 write	 or	 draw	 for	 Knowledge Arcana,	 write	 to	 knowl-
edgearcana@wizo.wizards.com.	We’d	love	to	hear	from	you!

Keep	those	dice	rolling!
penny williams, editor-in-chief
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I have a soft spot for Malak. I think he’s basically 
a nice guy, maybe a precursor to the TV dons 
who created reality TV. Teleporting unsuspecting 
adventurers into a maze full of horrors and 
deathtraps and watching them try to survive? It’s 
like an episode of Survivor but with bite.

Storn Cook, on the other hand, obviously 
has a soft spot for adventurers. In this amazing 
cover piece, the adventurers have come a long 
way in their attempt to find the way out of Malak’s 
maze and deny him the chance to feast on their life 
forces. Expertly rendered, the piece clearly shows 
the hope and conviction in their eyes.

Man, what dopes adventurers can be.
For a full breakdown of what went down 

during this entertaining meat-grinder event, check 
out page 22. For the breathtaking visual of Lord 
Quinton Nasher and Vlaira Lark, the Diving Eagle, 
you need look no further than our front cover.

Storn’s art can be seen on our boards at 
boards.wizards.com/showthread.php?t=226458, as well 
as his own website at www.stornc.rpggallery.com
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So	you’ve	had	a	 tough	 time	finding	players	 in	your	area,	but	you	have	
recently	discovered	that	you	can	run	D&D	games	online	in	a	chatroom	
environment	right	here	on	the	Wizards	of	the	Coast	website.	(And	you	
can	use	this	format	to	DM	roleplaying	tournaments	at	UnCon,	our	on-
line	game	convention,	as	well!)

But	if	you’ve	never	DMed	online	before,	the	concept	can	be	a	bit	
daunting.	 So	 let’s	 talk	 about	 some	 ways	 to	 help	 your	 game	 run	 more	
smoothly	online.

The	best	online	DMs	agree	that	although	the	format	is	a	bit	different,	
the	online	gaming	experience	can	be	as	good	as	or	better	than	a	tabletop	
game.	Typing	and	reading	are	both	slower	processes	than	talking,	so	an	
online	game	is	generally	slower	than	a	face-to-face	one.	But	on	the	other	
hand,	where	else	can	you	pass	a	note	to	a	player	without	anyone	realizing	
that	you’ve	done	so?

To	 make	 the	 experience	 the	 most	 positive	 one	 possible	 for	
yourself	and	the	players,	consider	the	following	tips.

m a n a g e  t e x t  e f f i c i e n t l y
Before	each	 session,	 type	as	much	of	your	descriptive	 text	as	
you	can	into	a	Word	document	so	that	you	can	cut	and	paste	it	
to	the	screen	rather	than	typing	it	all	in	during	the	game.	On-
line	gaming	is	slow	enough	without	making	the	players	sit	on	
their	hands	while	you	hunt	and	peck.	So	take	the	preparation	
that	you	would	normally	do	as	a	DM	one	level	higher	and	
type	out	your	room	descriptions,	NPC	encounter	setups,	
and	the	like	in	advance	of	the	session.	

Keep	in	mind,	however,	that	your	players	are	there	
to	play,	not	 to	read	a	novel.	So	keep	the	prose	as	short	
and	 sweet	 as	 you	 can	 without	 sacrificing	 the	 flavor	 of	
your	 game.	 And	 be	 sure	 to	 allow	 enough	 time	 for	 your	

Tips	for	DMing

online
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players	to	read	each	post	before	you	go	on	to	the	next,	
so	that	they	can	keep	pace	with	you.

your rules lawyer is your friend
If	 you’re	 not	 one	 hundred	 percent	 sure	 about	 a	 giv-
en	rule,	trust	the	rules	lawyer.	Face	it,	even	an	offline	
game	 can	 bog	 down	 when	 the	 DM	 has	 to	 look	 up	 a	
rule.	The	online	format,	which	is	slower	to	begin	with,	
only	 exacerbates	 this	 problem.	 So	 don’t	 get	 into	 nit-
picking	 sessions	 over	 the	 rules.	 If	 one	 of	 the	 players	
in	your	group	knows	the	rules	inside	and	out,	take	his	
word	for	it,	make	a	ruling,	and	go	on.	You	can	always	
look	up	the	rule	later	and	either	change	or	re-enforce	
your	ruling	at	a	future	date.

s c h e d u l e  b r e a K s
Just	like	in	a	regular	game,	you	and	your	players	will	
occasionally	have	to	leave	the	keyboard	to	use	the	rest-
room,	get	snacks	or	books,	stretch,	answer	the	phone,	
or	 just	 rest	 the	 eyes.	 The	 easiest	 way	 to	 handle	 such	
needs	is	to	schedule	breaks	into	the	game	so	that	ev-
eryone	can	take	care	of	business	at	once,	then	return	
and	resume	play	together.	Occasionally,	some	unfore-

seen	event—such	as	a	phone	call,	a	knock	on	the	door,	
or	a	household	emergency—will	draw	you	or	a	player	
away	from	the	screen	for	a	short	time.	But	politeness	
demands	that	anyone	who	leaves	the	keyboard	for	any	
reason	other	than	a	scheduled	break	should	notify	the	
rest,	so	that	they	aren’t	sitting	there	staring	at	a	blank	
screen	and	getting	angry	at	the	lack	of	response.

K e e p  t h e  g a m e  m o v i n g
Though	 you	 want	 to	 give	 your	 players	 a	 chance	 to	
read	 what	 you’ve	 posted,	 too	 many	 long	 pauses	 be-
tween	text	messages	can	cause	your	players’	attention	
to	wander.	The	online	world	has	many,	many	items	of	
interest	to	compete	for	your	attention	and	that	of	your	
players.	Because	lots	of	folks	try	to	read	email	and	chat	
in	other	rooms	while	playing	an	online	game,	they	can	
sometimes	get	distracted	for	long	periods.	If	you	find	
that	you	have	a	problem	with	players	taking	too	long	to	
respond,	you	can	institute	a	rule	that	players	who	don’t	
answer	within	a	reasonable	time	may	lose	experience	
or	treasure—unless	they	have	notified	the	group	that	
they	need	to	be	away,	as	noted	above.
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d o n ’ t  o b s e s s  ov e r  p o s i t i o n
Distance	 and	 spacing	 are	 important	 on	 a	 battlemat,	
but	not	everyone	has	the	right	software	to	play	with	a	
grid	online.	If	you	don’t	have	access	to	such	sophisti-
cated	systems,	just	describe	distances	in	relative	terms.	
For	example,	you	can	use	“adjacent”	to	mean	within	5	
feet	of	each	other—the	normal	melee	range—and	“up	
close”	 to	 mean	 within	 reach	 weapon	 range.	 In	 most	
cases,	 a	 PC	 can	 take	 a	 5-foot	 step	 to	 close	 from	 “up	
close”	 to	 “adjacent.”	 “Missile	 range”	 is	 far	 enough	 to	
fire	bows	but	not	close	enough	for	hand-to-hand	com-
bat.	“Magic	range”	is	a	safe	distance	from	which	to	fire	
off	spells	without	harming	allies.	You	can	still	choose	
to	keep	 track	of	 exact	distances	 if	 you	wish,	but	you	
don’t	have	to	fret	over	precise	location	and	placement.	
Such	specifics	don’t	add	that	much	to	the	game	for	the	
amount	of	effort	required	to	communicate	them,	and	
nitpicking	about	who’s	just	on	the	edge	of	the	fireball	
won’t	help	keep	your	campaign	fun	and	exciting.

s t r e a m l i n e  aoos
Attacks	 of	 opportunity	 can	 take	 a	 lot	 of	 time	 to	 ad-
judicate	online,	especially	 if	you’re	playing	without	a	
grid.	But	you	can	streamline	the	AoO	rules	for	easier	
use	online.	Just	rule	that	one	attack	of	opportunity	ap-
plies	 when	 a	 character	 runs	 away	 from	 combat,	 and	
the	enemy	always	gets	one	free	swipe	at	fleeing	char-
acters.	This	system	eliminates	the	bookkeeping	of	who	
gets	attacks	of	opportunity	and	when.	If	you’re	brave	
enough,	you	can	keep	the	full	AoO	rules,	but	keep	in	
mind	that	not	only	will	 they	precipitate	 lots	of	argu-
ment,	 but	 the	 additional	 combat	 can	 slow	 the	 game	
down	considerably.

f o c u s  o n  r o l e p l ay i n g
Focusing	more	on	roleplaying	and	storytelling	than	on	
actual	combat	 in	an	online	game	can	be	a	rewarding	
experience	for	both	you	and	your	players.	If	you	pre-
type	 most	 of	 the	 lengthy	 game	 text	 and	 concentrate	
more	 on	 character	 interaction	 than	 combat,	 you	 can	
bring	out	 the	roleplaying	side	of	 the	game	and	dwell	
less	on	the	number-crunching	aspect	of	it.	Yes,	combat	
is	a	part	of	the	game	and	always	will	be,	but	you	may	
find	that	concentrating	on	the	storytelling	aspect	of	it	
makes	the	game	go	faster	and	pulls	the	characters	clos-
er	 into	 the	world	as	well.	You	don’t	have	 to	abandon	
combat	 altogether	 in	 favor	 of	 free-form	 roleplaying,	
but	calling	out	numbers	and	metagaming	can	get	bor-
ing	in	an	online	situation,	and	a	greater	focus	on	char-
acter	interaction	can	help	to	keep	the	interest	high.

c h a n g e  y o u r  v o i c e
You	 probably	 already	 know	 the	 value	 of	 giving	 your	
NPCs	 different	 “voices”	 in	 a	 tabletop	 game,	 because	
accents	 and	 odd	 speech	 patterns	 help	 to	 give	 NPCs	
character.	Even	though	your	online	players	can’t	hear	
your	voice,	you	can	still	give	your	NPCs	accents	and	
inflections	 by	 using	 different	 writing	 styles	 for	 their	
dialogue.	For	example,	an	NPC	might	make	any	of	the	
following	remarks.

No	 NPC	 in	 any	 game	 world	 uses	 “leet”	 speak,	
however,	so	make	an	effort	to	avoid	lines	such	as	“Wot	
r	u	adventurers	going	2	do?”

d e s c r i b e  e v e ry t h i n g
Absolutely	 everything	 the	 characters	 can	 hear,	 see,	
smell,	feel,	and	even	taste	can	help	to	bring	the	game	
world	 to	 life	 for	 the	players.	This	point	 is	even	more	
important	 in	 online	 gaming	 because	 the	 medium	 is	
entirely	text-based.	You	can’t	show	the	players	how	the	
orc	is	holding	his	sword,	so	you	need	to	describe	it	in	
detail.	The	senses	of	 taste	and	smell	are	related,	so	 if	
the	characters	are	in	a	room	with	a	rotting	corpse,	they	
may	get	a	bad	taste	in	their	mouths.	Temperatures	are	
important	as	well.	Do	the	characters	feel	unusually	hot	
or	cold?	Does	the	room	have	a	draft?	Do	the	PCs’	eyes	
suddenly	tear	up	and	sting?	How	does	the	ground	feel	
when	they	walk?	Walking	on	packed	earth	feels	differ-
ent	than	walking	on	a	wood	floor,	which	feels	different	
than	a	stone	floor.	Do	their	footsteps	make	any	sound?	
Take	every	sense	into	consideration	when	setting	up	a	
scene,	and	describe	it	to	the	players	with	as	much	rich	
detail	as	you	can.

p u t  u p  a  w e b s i t e
Websites	make	great	companions	for	online	campaigns.	
A	website	can	keep	your	players	and	the	greater	audi-
ence	up	to	date	on	happenings	within	your	campaign	
world.	Furthermore,	you	can	place	prepared	maps	and	
artwork	 on	 your	 website	 for	 the	 players	 to	 reference	
during	the	game.	You	can	also	post	logs	of	game	ses-
sions	 there	 so	 that	 players	 who	 have	 forgotten	 a	 few	
details	can	recall	them	at	a	future	date.

As	you	gain	experience	DMing	online,	you’ll	develop	
even	more	shortcuts	to	make	the	job	eaiser.	With	the	
tips	given	here	and	your	own	techniques,	you	can	add	
more	 depth	 and	 interest	 to	 your	 games	 and	 control	
the	pacing	to	keep	interest	high.	An	online	game	will	
never	be	the	same	kind	of	experience	as	a	tabletop	one,	
but	it	can	be	exceptional	in	its	own	right.

WizO Paradox lives on the East Coast with his wife and 
her cat. He has played D&D since 1983 and likes all 
editions of the game. His favorite setting is Planescape, 
and he collects speckled dice.
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“what are y’all fixin’ to do ‘bout them 
monsters?”

“you gonna do something with the 
monster problem?”

“well son, i say, you gotta taKe care of 
the monsters—taKe care of ‘em, as in wipe 
‘em out. are you payin’ attention to me 
son? or am i talKin’ to a bricK wall?”



b y  c a l l u m  m i l n e  ( z a m m m )

Think	you	know	Magic:	 the	Gathering	pretty	well?	Try	
this	puzzle	to	test	your	mana	skills!

Find	the	card	(or	cards)	whose	mana	cost	doesn’t	
appear	somewhere	in	the	grid.	All	costs	are	written	in	the	
order	 in	which	they	would	appear	 if	 they	were	printed	
today.	They	can	be	written	in	any	direction,	and	none	of	
them	 share	 symbols	 with	 each	 other.	 The	 solution	 will	
appear	in	the	next	issue	of	Knowledge Arcana.

Happy	hunting!

Callum Milne lives in northern British Columbia, where 
he gets taken for walks by his dog rather more often than 
he might like. He blames his long-standing addiction to 
the Magic: the Gathering TCG on his cousin, but he hasn’t 
yet found a way to thank him properly for it.
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The monster for this issue’s Creature	Feature was cre-
ated by the Wizards Online Community at the Mon-
ster Builder Workshop conducted by Penny Williams at 
UnCon 2005. The KA staff thanks blood_of_vol, creat-
evmind, Cyphreas, Efla, Fly06us, ladyallena, Morwen, 
Samrin, Snappyapple, Turkleader, xzu_seton, and all 
the others who participated in the creation and play-
testing of this creature.

The	mission	had	been	a	long	one,	and	the	four	friends	
were	in	need	of	a	little	rest	and	refreshment	once	it	was	
finally	over.	Avondale	was	only	a	small	city,	but	a	few	
of	its	taverns	catered	to	adventurers	as	well	as	working	
folk.	One	of	these,	the	Dancing	Bear,	was	located	just	
on	the	outskirts	of	town—perfect	for	a	one-night	stop	
before	heading	onward.

The	 four	 heroes	 didn’t	 speak	 much	 when	 they	
walked	into	the	tavern.	Even	the	normally	chatty	Lidda	
was	 too	 tired	 from	the	arduous	 journey	 to	comment	
about	the	place	as	the	group	trudged	toward	an	open	
table.	 A	 few	 patrons	 nodded	 a	 greeting,	 but	 most	
simply	 ignored	 the	 group,	 apparently	 accustomed	 to	
the	 presence	 of	 adventurers.	 The	 tavern	 was	 so	 busy	

that	the	burly	barkeep	and	his	young	daughter	could	
barely	keep	up	with	the	requests	for	ale.	From	the	back	
of	the	building	wafted	the	enticing	aromas	of	stew	and	
fresh	bread.

“Finally,	here	she	comes,”	Tordek	said	when	the	girl	
began	to	wade	through	the	crowd	toward	the	table	where	
the	four	friends	sat.	“I’m	gonna	order	me	the	biggest	ale	
they	 got.”	 His	 companions	 grunted	 in	 agreement.	 The	
girl	smiled	at	the	group	and	raised	a	finger	to	indicate	
she’d	be	with	them	in	just	a	moment.	Then	she	stopped	
at	a	table	near	theirs	to	refill	a	mug	of	ale.

“What	 a	 nice	 little	 basket	 of	 bread	 you	 got	
there,”	 a	 man’s	 crude	 voice	 intoned	 just	 before	 the	
wench	 squeaked	 and	 jumped.	 With	 her	 free	 hand,	
she	delivered	a	resounding	slap.	“I’m	not	that	kind	of	
girl,	and	I’ll	thank	you	to	keep	your	great	big	paws	off	
of	my	backside!”	she	cried,	then	flounced	over	to	the	
heroes’	table.	

The	 flabbergasted	 laborer	 watched	 her	 go,	
holding	a	hand	to	his	cheek.	“I	never	touched	her!”	he	
swore	to	his	buddies.

b y  m o n i c a  s h e l l m a n  ( e l i s a n d r a ) 
w i t h  p e n n y  w i l l i a m s  ( p e n n y _ w i l l i a m s ) 

a n d  t h e  w i z a r d s  o n l i n e  c o m m u n i t y

theKormus



“Just	 like	 a	 human,”	 said	 Mialee	 with	 a	 sniff.	
“Never	 thinking	 about	 anything	 beyond	 immediate	
pleasures.”

“No	 need	 to	 pick	 on	 humans	 just	 because	 you	
never	get	any,”	came	a	gruff	retort	in	her	ear.

Whirling	on	Tordek,	Mialee	cuffed	him	on	the	
shoulder.	“How	dare	you!”	she	cried.

“Ow!”	howled	Tordek.	“How	dare	I	what?”
“Now,	now,”	Jozan	interjected,	his	hands	clasped	

before	 him	 in	 an	 attitude	 of	 prayer,	 “Let’s	 let	 our	
behavior	be	a	better	example	than	that.”

Lidda	 rolled	 her	 eyes	 at	 her	 squabbling	
companions	and	turned	to	the	serving	girl.	“Uhm,	just	
get	us	each	an	ale.	Except	Mialee—she’ll	have	to	have	
wine	of	some	kind.	And	some	bread	and	cheese,	if	you	
got	any.”	

The	girl	bobbed	a	quick	curtsy	and	 left,	giving	
the	man	who	had	made	the	lewd	remark	a	wide	berth.	
He	 continued	 to	 stare	 at	 her,	 looking	 thoroughly	
bewildered.	 The	 girl	 threaded	 her	 way	 back	 toward	
the	bar.	A	squeal	and	the	sound	of	another	slap	gave	
evidence	of	her	progress.

“Hey,	 I	 do	 not	 always	 think	 of	 my	 stomach!”	
cried	 Lidda,	 rounding	 on	 Jozan.	 “Somebody	 had	 to	
give	our	order,	and	those	two	were	too	busy	arguing!	
Besides,	 who	 are	 you	 to	 talk?	 I’m	 in	 better	 fighting	
trim	than	you	are,	Pudgy.	Been	sipping	a	bit	too	much	
of	that	sacramental	wine	lately,	haven’t	you?”

Jozan’s	mouth	dropped	open,	but	no	words	came	
out.	The	four	stared	hotly	at	each	other	for	a	moment,	
but	their	attention	was	soon	diverted	by	the	sound	of	
breaking	 glassware	 at	 the	 bar.	 An	 older	 woman	 who	
looked	 a	 lot	 like	 the	 young	 barmaid	 was	 throwing	
dishes	at	the	bartender.

“Slow	 as	 a	 sloth,	 am	 I?”	 she	 cried,	 aiming	 a	
platter	at	his	head.	“You’re	the	one	who	can’t	be	moved	
to	take	out	the	garbage,	even	when	it	threatens	to	spill	
into	the	main	room,	you	great,	lackwitted	ape!”

The	 barkeep	 ducked.	 “We	 wouldn’t	 have	 so	 much	
garbage	 if	 you	 didn’t	 spill	 everything	 you	 touched!”	 he	
yelled.

The	 serving	 girl,	 her	 eyes	 wide,	 grabbed	 the	
basket	 of	 bread	 that	 the	 woman	 had	 set	 down	 on	
the	 bar.	 “I	 do	 not	 break	 all	 the	 crockery!”	 she	 cried,	
bursting	into	tears.	“That	was	an	accident!”

The	young	halfling	turned	away	from	the	violent	
display,	 but	 not	 before	 noticing	 that	 one	 customer	
at	 the	 bar	 was	 acting	 strangely.	 Most	 everyone	 else	
seemed	either	offended	or	embarrassed	by	the	family	
squabble,	but	this	young	lady	had	her	eyes	closed	and	
a	warm	smile	on	her	 face.	 It	 seemed	 like	a	very	odd	
reaction.

The	serving	girl	stomped	back	to	the	heroes	and	
dropped	the	breadbasket	on	the	table,	making	the	loaf	
bounce	a	little.	In	rapid	succession,	she	slammed	down	
a	mug	of	ale	in	front	of	Jozan,	Tordek,	and	Lidda,	and	
a	glass	of	wine	in	front	of	Mialee.	Then	she	whirled	on	
her	heel	and	left	without	a	word.

Lidda	 reached	 for	 the	 bread	 and	 broke	 off	 a	
piece.	“Did	you	notice	that	strange	woman	up	there?”	
she	asked.

“Where?”	 asked	 Tordek,	 peering	 through	 the	
crowd.	“I	only	see	a	bunch	of	old	men	at	the	bar.”

Lidda	looked	back	at	the	bar,	scowling.	“She	was	
right	there	at	the	end	a	minute	ago.	How	weird.”

Jozan,	 his	 eyes	 on	 the	 group	 at	 the	 next	 table,	
absently	picked	up	his	ale.	“Lidda,	Lidda—we’ve	talked	
about	this	before.	You	mustn’t	practice	on	the	locals.”	
Turning	back	to	his	friends,	he	glanced	at	Lidda	and	
froze.	 “How	 .	 .	 .	 how	 did	 you	 get	 back	 over	 here	 so	
fast?”	he	asked.

“Have	 you	 been	 smoking	 Mialee’s	 spell	
components	again?”	she	retorted.	“I’ve	been	right	here	
all	the	time!”

“But	.	.	.	I	just	saw	you	over	there!”	insisted	Jozan,	
indicating	the	nearby	table	with	a	sweeping	gesture.

“It	looks	like	they	did	too,”	said	Mialee,	glancing	
at	 the	 three	 burly	 men	 heading	 toward	 the	 heroes’	
table,	their	fists	clenched	in	rage.

The	 biggest	 of	 the	 three	 put	 his	 massive	 paw	
on	 the	 little	 halfling’s	 shoulder.	 “You’d	 better	 give	 us	
Dravin’s	purse	back,	ya	little	rat,	or	you’ll	be	in	a	world	
o’	suff ’rin.”

Lidda’s	eyes	grew	as	big	as	saucers.	“But	I	didn’t	
take	 your	 money!	 I	 was	 here	 the	 whole	 time.”	 She	
turned	to	her	companions	desperately.	“Tell	them!”

The	 others	 only	 shrugged.	 Tordek	 looked	 at	
her	with	a	 sad	smile.	 “Well,	you	do	sometimes—you	
know.”	He	made	snipping	motions	with	his	fingers.

Mialee	 rolled	 her	 eyes.	 “Lidda,	 you	 have	 been	
caught.	Just	give	them	their	money	back	and	it	will	be	
done	with.”

Those	 statements	 were	 enough	 for	 the	 three	
men.	With	a	nod	to	his	friends,	the	big	guy	who	had	
his	 hand	 on	 the	 halfling	 picked	 her	 up.	 In	 one	 swift	
move,	he	grabbed	her	by	the	ankles	and	dangled	her	in	
midair,	shaking	her	a	little.	“Give	us	our	buddy’s	purse	
back!”	he	demanded.

Lidda	flailed	impotently	at	the	air	with	her	fists.	
“I	.	.	.	don’t	.	.	.	have	.	.	.	your	stupid	purse!”	she	cried.

Tordek	 stood	 up,	 his	 warhammer	 bouncing	
easily	in	his	hands.	“Now	then,	that’s	more’n	enough.	
You	put	 the	 little	 lady	down	now,	and	I’m	sure	she’ll	
give	you	the	money	back.”
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Mialee	rose	as	well,	remaining	silent	but	glaring	
imperiously	at	the	three.	She	withdrew	a	slender	wand	
from	her	belt	and	pointed	it	at	them.

“Gentlemen,”	Jozan	intoned	solemnly,	“violence	
won’t	 solve	 this	 problem.	 Perhaps	 you	 can	 set	 the	
halfling	 down	 gently	 and	 we	 can	 discuss	 this	 matter	
like	civilized	people.”

Everyone	seemed	surprised	to	hear	Lidda’s	voice	
cry	 out,	 “Jozan,	 you’re	 such	 a	 sanctimonious	 snob	
sometimes,	you	know	that?”	

Just	then,	a	golden	amulet	on	a	chain	fell	out	of	
the	 halfling’s	 pocket.	 Jozan	 bent	 down	 to	 examine	 it.	
“This	is	my	holy	symbol!”	he	shouted.

The	 ruffians	 laughed.	 “Looks	 like	 even	 your	
friends	can’t	trust	ya,	little	rat.	I	think	we	know	what	to	
do	with	the	likes	o’	you.”	He	swaggered	over	to	an	open	
ale	barrel,	and	before	Lidda	could	so	much	as	squeak	a	
protest,	dropped	her	into	the	foaming,	dark	liquid.

She	 let	out	a	whoop	as	she	 felt	 the	ale	soak	her	
backside.	Her	arms	and	 legs	flailed	outside	 the	barrel	
while	she	struggled	vainly	to	extricate	herself.	“Get	me	
out	of	here!”	she	yelled.

Tordek	 and	 Mialee	 shared	 a	 knowing	 glance.	
Clearly	 something	 was	 not	 as	 it	 seemed	 here.	 Lidda	
might	 do	 plenty	 of	 outrageous	 things,	 but	 stealing	 a	
holy	symbol	from	the	party	cleric	was	not	one	of	them.	

The	dwarf	immediately	set	off	toward	the	kitchen,	deftly	
dodging	the	out-and-out	brawl	that	had	erupted	in	the	
bar.	Mialee	backed	against	a	wall,	scanning	the	tavern	
closely	while	she	pawed	through	her	pouch.

The	 priest	 made	 his	 way	 through	 the	 brawl	 to	
Lidda’s	 side.	 “Lidda,	you	need	 to	 reform	your	wicked	
ways,”	he	said.	“Let	us	pray	together	for	the	guidance	of	
Pelor.”	And	with	that,	he	pulled	out	a	worn	prayer	book	
with	the	sunburst	symbol	of	Pelor	on	the	cover,	opened	
it,	and	began	chanting	prayers.

The	 little	halfling	glared	at	him	defiantly.	“Help	
me	out	of	this	barrel,	you	idiot!”	she	cried.

But	the	priest	merely	shook	his	head.	“Not	until	
you	have	prayed	for	Pelor’s	guidance	with	me,”	he	said,	
and	began	reading	aloud	from	his	book	once	more.

Moments	later,	Tordek	emerged	from	the	kitchen	
with	a	bag	of	flour	and	began	flinging	the	white	stuff	
around	 the	 tavern.	 This	 tactic	 did	 not	 endear	 him	 to	
the	brawlers,	but	he	was	tough	enough	to	shrug	off	any	
of	 the	 fists	 and	 thrown	 bottles	 that	 managed	 to	 find	
their	 mark.	 “I’ll	 find	 you,	 you	 invisible	 beastie!”	 he	
cried.	“And	when	I	do,	I’ll	teach	you	to	come	between	
friends!”

Mialee	 squinted	 through	 the	 cloud	 of	 flour	 the	
dwarf	had	created.	Her	detect magic	spell	had	revealed	
a	 flickering	 spark	 of	 magic,	 but	 the	 flour	 made	 it	
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impossible	 to	 pin	 down	 exactly	 who	
was	generating	it.	“Leave	it	to	a	dwarf	
to	 muddy	 the	 waters,”	 she	 muttered.	
Suddenly	 a	 flare	 of	 magic,	 roughly	
rectangular	 in	 shape,	 appeared	 and	
then	 vanished.	 “Dimension door,”	
the	 mage	 muttered	 darkly.	 Mialee	
continued	 to	 search	 the	 room,	
hoping	that	whoever	or	whatever	had	
produced	the	effect	would	return,	but	
she	saw	no	further	magic.	She	quickly	
made	her	way	to	Tordek.	Grabbing	his	
arm	as	he	flung	some	flour	at	her,	she	
hissed,	 “It’s	 gone	 now.	 You	 can	 stop	
that.”

“You	 sure?”	 asked	 Tordek,	
pausing	 with	 a	 fistful	 of	 flour.	 He	
looked	a	little	disappointed.

“Yes,	I	am	certain.”
“Too	 bad,”	 said	 Tordek.	 “I	 was	

looking	forward	to	taking	it	apart.”
“Let’s	 get	 Jozan	 and	 Lidda	 and	

make	ourselves	scarce,”	said	Mialee.
The	dwarf	looked	around	at	the	

room	 full	 of	 flour-covered	 brawlers.	
“Yeah,	 that’s	 the	best	 idea	you’ve	had	
all	night,”	he	said.

kormus
A	native	of	 the	Astral	Plane,	 the	kor-
mus	is	a	highly	intelligent,	malicious,	
and	 manipulative	 fey	 creature	 that	
lives	in	the	dark	places	between	nasty	
thoughts	and	angry	outbursts.	Because	
it	 feeds	 on	 strife,	 despair,	 and	 other	
negative	 emotions,	 it	 can	 be	 found	
wherever	 intelligent	 creatures	 gather	
in	 large	 enough	 numbers	 to	 grate	 on	
one	another’s	nerves.

These	emotional	parasites	travel	
extensively	 through	 the	 planes	 in	
search	of	intelligent	beings	capable	of	
generating	 the	 hatred,	 envy,	 despair,	
and	bitterness	that	they	need	to	survive.	
They	favor	 locations	where	groups	of	
beings	 are	 already	 pitted	 against	 one	
another	 in	 long-term	 conflicts—in	
fact,	 they	often	haunt	battlefields	and	
sites	 of	 plague	 outbreaks	 or	 natural	
disasters,	 absorbing	 the	 misery	 and	
lost	hopes	that	such	locations	generate.	
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Neutral Evil Medium Fey (extraplanar)
Init +7; Senses Listen +8, Spot +2; low-light vision
Languages Auran, Aquan, Common, Draconic, Ignan, Terran; telepathy 

100 ft.

AC 13, touch 13, flat-footed 10 
 (+3 Dex)
hp 10 (3 HD); DR 5/cold iron
Fort +1, Ref +6, Will +5

Speed 40 ft.
Ranged whip +4 (1d2) or
Ranged dart +0 (1d4)
Space 5 ft.; Reach 5 ft.
Base Atk +1; Grp +1
Special Actions change shape, detect thoughts, mimicry, planar piggyback-

ing
Spell-Like Abilities (CL 3rd):
 3/day—charm person, dimension door, suggestion (DC 18)
 At will—mage hand, ventriloquism
Abilities Str 10, Dex 16, Con 10, Int 19, Wis 15, Cha 23
SQ change shape, detect thoughts, invisibility (self only), mimicry, planar 

piggybacking (self only)
Feats Ability Focus (suggestion), Exotic Weapon Proficiency (whip)B, Im-

proved Initiative
Skills Bluff +16, Diplomacy +16, Disguise +16*, Gather Information +16, 

Hide +9, Intimidate +12, Jump +16, Knowledge (arcana) +8, Knowl-
edge (the planes) +8, Listen +8, Move Silently +9, Sense Motive +12, 
Sleight of Hand +9, Spot +2

Advancement by character class
Favored Class sorcerer
Possessions 10 darts, whip

Change Shape (Su): A kormus can assume the shape of any Small or 
Medium humanoid and can remain in this form until it chooses to as-
sume a new one. A change in form cannot be dispelled, but a kormus 
reverts to its natural form when killed. A true seeing spell or ability 
reveals its natural form.

Detect Thoughts (Su): A kormus can continuously use detect thoughts 
as the spell (caster level 16th; Will DC 17 negates). It can suppress 
or resume this ability as a free action. The save DC is Charisma-
based.

Invisibility (Su): The kormus can become invisible at will, as though 
using the invisibility spell on itself.

Mimicry (Ex): The kormus can make its voice sound like that of any oth-
er creature that has a language. To detect the ruse, a creature must 
succeed on a Listen check opposed by the kormus’s Bluff check.

Planar Piggybacking (Su): The kormus can sense the presence of any 
planar portal within 50 feet. In addition, whenever another creature 
within 20 feet uses a plane shift or teleportation effect, the kormus 
can “ride along” unnoticed.

Skills: A kormus has a +4 racial bonus on Bluff, Disguise, Gather In-
formation, Intimidate, and Sense Motive checks. *When using its 
change shape ability, it gets an additional +10 circumstance bonus 
on Disguise checks. If it can read an opponent’s mind, it gets a fur-
ther +4 circumstance bonus on Bluff and Disguise checks.



However,	 they	 are	 also	 quite	 capable	 of	 creating	
conflicts	where	none	exist.	Kormuses	are	accomplished	
at	 what	 sages	 call	 “emotion	 farming”—probing	 their	
victims’	 thoughts	 to	 determine	 what	 makes	 them	
sad,	 fearful,	 or	 angry,	 then	 arranging	 situations	 that	
play	on	those	weaknesses	so	that	they	can	feed	on	the	
resulting	emotions.

Though	kormuses	feed	on	the	negative	feelings	of	
others,	they	seem	to	have	no	emotions	of	their	own—
either	positive	or	negative.	They	are	eminently	logical	
beings,	able	to	develop	and	execute	convoluted	plans	
completely	 dispassionately.	 They	 value	 knowledge	
above	 all	 else,	 since	 correct	 information	 is	 a	 vital	
precursor	to	seeding	emotions.	

Kormuses	have	no	ability	to	travel	the	planes	on	
their	own,	but	they	can	“hitch”	rides	with	other	planar	
travelers	 without	 being	 noticed.	 Over	 the	 centuries,	
this	 ability	 has	 allowed	 them	 to	 spread	 throughout	
the	 multiverse.	 Because	 the	 githyanki	 and	 githzerai	
are	 accomplished	 planar	 travelers,	 kormuses	 often	
hitch	 rides	 with	 them,	 feeding	 on	 the	 strife	 they	
bring	 to	 others	 and	 generating	 even	 more.	 In	 fact,	
the	kormuses’	existence	on	the	Astral	Plane	and	their	
close	 association	 with	 the	 gith	 has	 led	 some	 sages	
to	 speculate	 that	 kormuses	 were	 responsible	 for	 the	
original	 schism	between	the	 two	gith	races,	and	 that	
they	 continue	 to	 foster	 the	 ongoing	 enmity	 between	
the	githyanki	and	githzerai	from	behind	the	scenes.

Kormuses	are	always	on	the	move,	jumping	from	
one	 planar	 location	 to	 another	 before	 their	 victims	
suspect	 that	 an	 external	 force	 is	 responsible	 for	 the	
upsurge	 in	 strife	 in	 a	 given	 area.	 Most	 travel	 alone,	
seeding	 trouble	 here	 and	 there	 along	 a	 circuitous	
planar	 path,	 then	 returning	 later	 to	 feed	 and	 renew	
the	 strife.	 Occasionally,	 a	 kormus	 misses	 its	 “ride”	
and	becomes	 trapped	 for	a	 time	 in	a	 single	 location.	
In	 such	 a	 case,	 the	 area	 quickly	 becomes	 known	 as	
a	 trouble	 spot	 because	 of	 its	 unusually	 high	 levels	
of	 crime,	 accidents,	 and	 class	 warfare.	 In	 rare	 cases,	
the	presence	of	a	kormus—often	disguised	as	a	king’s	
advisor—has	led	nations	to	war	over	apparently	trivial	
matters.

Plane	 travelers	 who	 know	 that	 kormuses	 exist	
occasionally	 seek	 one	 out	 to	 tap	 it	 for	 information.	
Though	 the	 creatures	 do	 not	 serve	 willingly	 as	 sages	
for	other	races,	 they	are	usually	amenable	 to	 trading	
information	for	their	lives	if	identified	and	pressed.	

s t r a t e g i e s  a n d  ta c t i c s
A	 kormus	 generally	 tries	 to	 avoid	 combat,	 since	 its	
physical	weakness	and	 lack	of	combat	prowess	make	
it	a	poor	candidate	for	melee.	It	prefers	to	incite	anger	

and	distress	in	others,	feed	on	those	negative	emotions,	
then	escape	via	disguise	or	dimension door	before	its	
presence	is	detected.

If	 the	 targets	 of	 its	 strife-producing	 efforts	 do	
manage	 to	 locate	 the	 true	 source	 of	 the	 trouble,	 the	
kormus	uses	 its	charm person	or	suggestion	ability	 to	
divide	 its	 foes	 and	 impede	 their	 progress.	 If	 directly	
attacked,	 it	uses	 its	whip	 to	disarm	enemies.	 If	 faced	
with	 an	 overwhelming	 force,	 however,	 it	 flees	 via	
the	 most	 efficient	 means,	 using	 dimension door	 and	
covering	its	trail	with	more	strife,	if	need	be.

The	kormus	is	not	generally	interested	in	killing	
enemies,	 since	 dead	 creatures	 provide	 it	 with	 no	
sustenance.	 Thus,	 it	 tends	 to	 leave	 its	 foes	 alive	 and	
seething,	despite	the	danger	that	they	may	try	to	track	
it	down	later.

s a m p l e  e n c o u n t e r s
The	kormus	usually	travels	alone,	seeding	strife	wher-
ever	 it	 goes.	 Occasionally,	 a	 gang	 of	 three	 to	 eight	
kormuses	(EL	7	to	10)	may	hitch	a	ride	with	a	plane-
traveling	group	of	githyanki	and	form	a	small	colony	
on	 a	 different	 plane.	 Permanent	 settlements	 are	 rare,	
however,	since	their	inhabitants	quickly	wear	out	their	
welcome	and	move	on.	Groups	of	two	to	five	kormuses	
(EL	6	to	9)	may	lurk	near	battlefields	or	towns	afflicted	
with	plague	to	feed	upon	the	wealth	of	negative	emo-
tions	 such	 places	 generate,	 but	 they	 rarely	 ply	 their	
strife-building	abilities	in	groups	for	fear	of	detection.

e c o l o g y
Kormuses	are	constantly	on	the	move.	They	roam	the	
Astral	Plane,	encouraging	strife	among	the	native	rac-
es	there,	and	also	travel	to	other	planes	as	the	opportu-
nity	presents,	turning	peace	into	war	and	friends	into	
enemies.	 They	 generally	 prefer	 temperate	 climates,	
though	 they	 are	 perfectly	 willing	 to	 spend	 extended	
amounts	of	time	in	hot	or	cold	regions—or	even	un-
derground,	if	warring	races	are	present.

environment:	Though	kormuses	can	be	found	
anywhere,	 they	are	most	often	encountered	 in	 towns	
and	cities	populated	by	intelligent	beings,	where	they	
can	 use	 their	 strife-building	 abilities	 to	 the	 fullest.	
High	population	densities	not	only	ensure	maximum	
fear	and	anger	for	the	least	expenditure	of	effort,	but	
they	also	allow	the	kormus	to	avoid	detection	by	losing	
itself	in	a	throng	of	people.

typical physical characteristics: The	
kormus	 is	 a	 human-sized,	 exotic-looking	 fey	 with	
an	unearthly	beauty	and	grace.	In	its	natural	form,	it	
has	 a	 lithe,	 slender	 build	 and	 pale,	 silvery-gray	 skin.	
Its	eyes	are	slanted	and	dark,	with	no	whites.	Its	hair	
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is	either	white	 like	a	drow’s	or	dark,	and	it	 is	usually	
quite	long,	typically	with	a	pronounced	widow’s	peak.	
The	creature’s	ears	are	pointed	like	an	elf ’s,	but	serrated	
along	 the	 back	 edge,	 and	 its	 feet	 point	 backward.	
Because	the	kormus	is	native	to	the	Astral	Plane	and	
thus	 accustomed	 to	 moving	 without	 gravity,	 it	 has	 a	
floating	sort	of	gait	that	makes	it	appear	to	be	walking	
on	 air.	 It	 carries	 a	 whip	 or	 scourge	 and	 wears	 either	
tight-fitting	or	filmy	clothing,	typically	in	dark	colors	
or	jewel	tones.

Kormuses	show	no	outward	signs	of	aging,	and	
indeed	they	do	not	age	in	the	timelessness	of	the	Astral	
Plane.	A	kormus	that	spends	its	 life	elsewhere	in	the	
planes	can	 live	 to	be	800	years	old.	Male	and	 female	
kormuses	 display	 the	 same	 gender	 characteristics	 as	
male	and	female	humans	do.

s o c i e t y
Kormuses	view	 themselves	as	among	 the	most	 intel-
ligent	 beings	 in	 the	 universe,	 and	 certainly	 the	 most	
evolved.	 To	 a	 kormus,	 almost	 any	 other	 intelligent	
mortal	being	is	useful	only	as	a	source	of	sustenance.		

Because	 of	 their	 long	 lifespans	 and	 their	
penchant	 for	 travel,	 kormuses	 have	 the	 opportunity	
to	gather	immense	amounts	of	knowledge	about	other	
cultures	 and	 races.	 Since	 permanent	 settlements	 are	
rare,	however,	much	of	 this	knowledge	may	die	with	
an	individual	kormus	before	it	can	be	passed	along	to	
enrich	the	race	as	a	whole.

The	one	known	permanent	kormus	city,	 called	
Algerdun,	 exists	 on	 the	 Astral	 Plane,	 though	 its	
location	is	not	fixed.	Just	as	individual	kormuses	travel	
frequently,	so	does	their	city.	A	kormus	is	no	better	at	
locating	the	city	than	any	other	plane	traveler,	but	this	
fact	causes	it	no	undue	angst,	since	it	knows	it’s	likely	
to	find	Algerdun	eventually.	Once	in	the	city,	a	kormus	
is	expected	to	report	to	the	Hall	of	Records	and	spend	
a	 few	 days	 imparting	 its	 collected	 knowledge	 to	 the	
scribes	 there	 before	 going	 about	 its	 other	 business.	
Many	travelers	have	tried	to	find	Algerdun	in	hopes	of	
accessing	the	wealth	of	knowledge	accumulated	there,	
but	none	have	returned	from	the	quest.

Slaves	of	other	races	are	kept	in	the	city	for	life	
and	used	for	manual	labor.	They	are	also	“farmed”	for	
negative	emotions,	which	are	fostered	in	the	usual	ways,	
as	well	 as	 through	deliberate	abuse	by	 their	masters.	
No	act	of	evil	is	too	vile	for	a	kormus	to	commit	upon	
a	slave	except	outright	killing,	since	death	removes	the	
slave	from	the	food	pool.

The	form	of	government	in	this	city	is	unknown,	
though	 sages	 have	 speculated	 that	 it	 is	 ruled	 by	 a	
shifting	oligarchy	of	elder	kormuses.	Though	kormuses	

are	innately	evil,	they	rarely	harm	others	of	their	own	
kind,	 since	 they	 consider	 wealth	 and	 power	 more	
valuable	 when	 gained	 through	 individual	 effort	 than	
when	taken	from	others.	Thus,	the	city	is	remarkably	
calm	except	for	the	cries	of	its	slaves.

Though	 kormuses	 collect	 knowledge,	 they	 do	
not	 value	 it	 for	 its	 own	 sake—only	 for	 its	 utility	 in	
fomenting	trouble.	The	more	a	kormus	knows	about	a	
given	creature’s	race,	history,	and	individual	fears,	the	
more	effectively	it	can	cause	distress.	

Kormuses	worship	the	same	gods	of	evil	as	other	
races	 do,	 though	 religion	 does	 not	 constitute	 a	 large	
part	of	their	lives.	They	pay	homage	to	deities	only	for	
the	benefits	that	such	veneration	brings,	not	from	any	
soul-searing	commitment.

alignment:	Kormuses	are	usually	neutral	evil,	
though	 chaotic	 evil,	 lawful	 evil,	 and	 neutral	 are	 also	
known	 in	 their	 societies.	 Though	 self-sufficient	 and	
independent,	 they	 are	 also	 orderly	 and	 capable	 of	
planning	well	in	advance.		Their	evil	nature	shows	in	
their	callous	use	of	other	beings.

t y p i c a l  t r e a s u r e
In	addition	to	their	weapons,	kormuses	carry	treasure	
appropriate	for	their	CR	so	that	they	can	function	in	
the	societies	they	prey	upon.	Their	treasure	is	mostly	
in	the	form	of	coins	and	magic	items.

Ko r m u s e s  w i t h  c l a s s  l e v e l s
Because	innate	magic	is	part	of	the	kormus’s	makeup,	
its	 favored	class	 is	 sorcerer.	A	 few	kormuses	become	
clerics,	 though	 devotion	 to	 deities	 is	 uncommon	
among	their	race.

level adjustment:	+2.
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b y  j o n  m ay e s  ( d e r _ l e i t e r ) 
Building	an	army	is	both	an	art	and	a	science.	While	you’re	
putting	your	forces	together,	 it	pays	to	keep	the	following	
objectives	in	mind.

You	must	be	able	to	deal	with	both	infantry	and	vehicles.
You	must	not	only	take	the	objective;	you	must	also	hold	
it	from	your	opponent.
If	your	opponent	obtains	the	objective	first,	you	must	be	
able	to	seize	control	of	it.	

Let’s	 go	 through	 the	 army	 construction	 process	 step	 by	
step,	 using	 just	 the	 common	 and	 uncommon	 units	 that	
most	 players	 have	 readily	 available	 from	 a	 starter	 and	 a	
few	packs.

EnEmy VEhiclEs
The	best	way	to	counter	enemy	vehicles	is	with	your	own.	
But	the	Allied	and	Axis	tanks	have	different	advantages	and	
disadvantages,	all	of	which	must	be	considered	in	making	
unit	choices.

While	antitank	guns	can	be	good	supporting	units,	
their	lack	of	mobility	and	low	defense	value	reduces	their	
utility.	 Allied	 tanks	 tend	 to	 have	 less	 firepower	 against	
vehicles	 than	 their	 Axis	 counterparts,	 but	 they	 cost	 less	
and	work	much	better	against	infantry.	Conversely,	while	
Axis	tanks	outgun	the	Allied	ones,	they	cost	more	and	can’t	
handle	infantry.	Thus,	the	Allies	should	have	more	of	their	
tanks—not	 only	 because	 of	 the	 lower	 cost,	 but	 because	
these	units	can	handle	both	infantry	and	vehicles.	

The	 weaker	 rear	 armor	 and	 lower	 speed	 of	 many	
Axis	 tanks	 constitutes	 a	 major	 disadvantage,	 especially	
since	the	Allied	tanks,	with	their	numbers	and	speed,	can	
easily	flank	an	Axis	tank	and	get	those	deadly	rear	shots.	
Finally,	 while	 Axis	 units	 such	 as	 the	 Panzer	 IV	 ausf	 G	
make	excellent	antitank	units,	they	can	easily	be	overrun	
and	destroyed	if	they	have	no	infantry	support.	

1.
2.

3.

So	what	are	the	best	choices	for	each	side?	The	Allies	
can	easily	afford	three	of	the	uncommon	M4A1	Shermans,	
and	the	Axis	could	use	two	Panzer	IV	ausf	Gs.	Panzerfaust	
30s	work	well	in	tandem	with	your	Panzers,	since	they	can	
guard	the	rear	and	constitute	a	very	real	 threat	 to	Allied	
vehicles.	 One	 Panzerfaust	 for	 each	 Panzer	 IV	 should	 be	
enough	protection.

choosing a commandEr
Commanders	 generally	 improve	 the	 combat	 abilities	 of	
your	infantry	against	both	vehicles	and	other	soldiers,	and	
they	also	provide	a	bonus	to	initiative.	Winning	initiative	
allows	you	to	decide	whether	you	want	to	be	aggressive	and	
force	your	opponent	to	react	to	you,	or	be	defensive	and	see	
how	your	opponent	moves	before	committing	to	action.	

Most	 Axis	 armies	 field	 the	 excellent	 SS	
Haupsturmfürher,	 with	 his	 +3	 initiative	 and	 Exert	 Will	
ability.	The	Imperial	Sergeant	and	 the	SNLF	Captain	are	
both	decent	commanders	in	their	own	right,	but	the	Axis	
army	really	needs	to	win	initiative.	The	only	other	viable	
option	 is	 the	Wehrmacht	Oberleutnant,	who	costs	 a	 few	
more	points	than	most	players	(including	me)	are	willing	
to	spend	on	a	commander.

The	Allies	have	a	 few	options	 for	commander.	The	
Inspiring	 Lieutenant	 is	 a	 good	 choice,	 but	 10	 points	 is	
costly	 for	an	army	 that	 isn’t	fielding	much	 in	 the	way	of	
infantry.	 The	 Russian	 Commissar	 isn’t	 a	 good	 fit,	 since	
we	don’t	want	to	sacrifice	what	few	infantry	we	have,	and	
his	+1	 initiative	 is	negligible.	Set	 II	offers	us	a	 few	more	
options,	 including	 the	 Cossack	 Captain,	 the	 Screaming	
Eagle	 Captain,	 and	 the	 Kuomintang	 Officer—all	 of	
which	have	their	uses	but	don’t	fit	well	with	the	army	we	
have	 envisioned.	 The	 optimum	 choice	 is	 the	 Red	 Devil	
Captain	who,	for	a	mere	7	points,	provides	the	Pinpointer	

basic Training:army

construction
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command	 ability,	 which	 reduces	 the	 cover	
rolls	of	opponents.	Entrenched	 infantry	are	
always	a	pain	to	remove,	and	any	option	that	
reduces	or	negates	the	saves	of	such	units	is	
invaluable.

anTi-infanTry
Now	 that	 the	 antitank	 units	 have	 been	
chosen,	it’s	time	to	select	some	anti-infantry,	
as	 well	 as	 a	 commander	 for	 that	 force.	
Infantry	units	tend	to	be	the	best	counters	for	
enemy	infantry,	but	the	M3	Stuart,	Humber,	
and	7TPdw	are	exceptions.	The	Humber	has	
speed	and	range,	and	can	strike	and	fade	to	
escape	from	counterattacks,	so	one	of	those	
is	an	excellent	choice.	Two	M1	Garand	Rifles	
can	 benefit	 from	 the	 Red	 Devil	 Captain’s	
Pinpointer	 as	 well	 as	 their	 own	 Stars	 and	
Stripes	 ability,	 which	 puts	 them	 head	 and	
shoulders	above	any	other	Allied	rifleman.

As	 for	 the	 Axis,	 the	 Panzer	 IVs	 and	
Panzerfaust	30s	can’t	do	much	to	infantry,	so	
they	 need	 good	 support	 against	 such	 units.	
An	 MG	 42	 Machine	 Gun	 Team	 is	 great	 for	
this	 purpose,	 with	 its	 good	 attacks,	 long	
range,	 and	 double	 attack,	 so	 one	 of	 those	
should	 definitely	 be	 part	 of	 the	 mix.	 With	
only	 20	 points	 left	 to	 spend,	 however,	 few	
options	 are	 left.	 The	 next	 most	 important	
choice	is	the	leader.	For	a	cost	of	7	points,	the	
SS	Haupsturmfürher	gives	+3	initiative,	and	
his	Exert	Will	ability	helps	keep	the	infantry	
alive	and	well.	The	Mauser	(for	3	points)	and	
two	SS	Panzergrenadiers	bring	the	total	cost	
to	100	points.	The	SS	are	notoriously	hard	to	
kill,	and	the	Haupsturmfürher	adds	to	their	
durability,	 so	 getting	 the	 SS	 adjacent	 to	 the	
objective	should	be	a	priority.

final choicEs
Our	 Axis	 army	 is	 now	 complete,	 but	 our	
Allies	 are	 still	 a	 bit	 short	 of	 the	 point	 goal.	
The	 army	 can	 still	 afford	 a	 Jeep	 and	 two	
M2–2	Flamethrowers—potentially	the	most	
useful	 combination	of	 all.	The	 jeep	and	 the	
flamethrower	 seem	 to	 be	 made	 for	 each	
other—the	jeep	delivers	the	flamer	wherever	
it	needs	to	go,	and	a	good	roll	can	eliminate	
any	unit	in	the	game.	A	jeep	by	itself	is	rarely	
worth	 firing	 at	 if	 other	 options	 exist,	 and	
it	 has	 the	 speed	 to	 run	 back	 and	 transport	
someone	 else	 once	 it	 has	 delivered	 the	
flamer.	 You	 can’t	 count	 on	 rolling	 three	 6s	
for	flamethrowers,	but	at	the	very	worst,	the	
attack	 ignores	 cover.	 Flamers	 are	 good	 for	
clearing	 pesky	 infantry	 from	 the	 objective,	
or	for	the	chance	they	offer	to	destroy	a	Tiger	
I	early	on,	before	it	can	inflict	severe	damage	
on	your	tanks.

fuTurE upgradEs
Once	more	units	become	available,	a	number	of	changes	can	be	consid-
ered.	The	Allies	could	remove	a	flamethrower	to	upgrade	a	Sherman	to	the	
Veteran	M4	Sherman	Rhino.	The	Axis	can	remove	the	Mauser	Kar	98k	to	
switch	the	MG	42	for	a	Wehrmacht	Sniper,	and	a	Panzer	IV	ausf	G	for	the	
SS	Panzer	IV	ausf	F2.	Alternatively,	the	Mauser	and	both	Panzer	IV	Gs	can	
be	swapped	for	a	Tiger	I.	Or	if	the	opposing	army	isn’t	vehicle-heavy,	you	
can	replace	one	or	both	Panzerfausts	with	SS	Panzergrenadiers.

BaTTlEfiEld TacTics
So	now	that	you’ve	spent	some	time	creating	a	quality	army,	you’re	ready	
to	go	crush	some	opponents,	right?	Well,	not	quite.	We’ve	touched	on	a	
few	useful	strategies	during	the	discussion	of	army	creation,	but	 it’s	not	
enough	to	just	build	your	army	and	throw	it	at	the	opponent.	You	need	to	
know	your	units	well	so	that	you	can	play	to	their	strengths	and	minimize	
their	weaknesses.	You	also	need	to	consider	how	your	opponent	can	ex-
ploit	his	army’s	strengths,	how	you	can	counter	those	tactics,	and	how	you	
can	bring	the	fight	to	your	enemy.

As	previously	noted,	for	example,	the	Panzer	IV	Gs	are	vulnerable	
in	 the	 rear,	 but	 the	 presence	 of	 the	 Panzerfausts	 helps	 to	 counter	
this	 deficiency.	 So	 how	 can	 you	 use	 the	 Allied	 forces	 to	 counter	 the	
Panzerfausts?	Use	the	Humber	or	Flamethrower,	or	just	ignore	them	and	
take	the	hit.	

The	 M4A1	 Shermans	 cannot	 stand	 toe-to-toe	 with	 a	 Panzer	 IV,	
but	if	you	position	two	to	fire	upon	one		Panzer,	your	opponent	is	 left	
with	 the	choice	of	 trading	a	Panzer	IV	for	 just	one	of	your	Shermans.	
SS	 Panzergrenadiers	 are	 not	 invincible,	 no	 matter	 what	 the	 German	
propaganda	says—the	flamethrowers	and	Humbers	can	be	quite	useful	
in	 taking	 them	 out.	 And	 the	 Humber	 can	 move	 around	 and	 take	 out	
the	 Haupsturmfürher	 leader,	 thereby	 depriving	 your	 opponent	 of	 the	
+3	initiative	and	depriving	the	already	hard-to-kill	SS	of	the	benefit	of	
Exert	Will.	

The	 various	 tactics	 and	 strategies	 that	 can	 be	 used	 with	 these	
armies	could	fill	another	two	or	three	articles,	but	hopefully	the	above	
discussion	provides	a	few	ideas	of	what	to	look	out	for.	In	the	end,	all	you	
can	do	is	build	the	best	army	you	can,	prepare	for	probable	situations,	
and	remember	that	no	plan	ever	survives	contact	with	the	enemy.

Jon Mayes, aka Der_Leiter, lives in Newmarket, Ontario (Canada). He’s 
been working in retail for a few years now, first as a customer service man-
ager for Wal-Mart, and now as a sales rep for Best Buy. He’s also major-
ing in History and Psychology at York University and hoping to become a 
teacher. When not working or studying, he’s often organizing and playing 
in game events, building perilous dungeons for his D&D group, or review-
ing the latest AAM units.

completed armies
The	initial	 army	construction	process	 as	detailed	here	yields	 the	
following	armies.

alliEd army
M4A1	Sherman			x3
Humber	Scout	Car
Jeep
Red	Devil	Captain
M1	Garand	Rifle			x2
M2–2	Flamethrower			x2

aXis army
Panzer	IV	ausf	G			x2
Panzerfaust	30			x2
MG	42	Machine	Gun	Team
SS	Haupsturmfürher
SS	Panzer	Grenadier			x2
Mauser
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Sleep	 is	 a	 state	 unique	 to	 mortals.	 For	 the	
immortal,	 rest	 tends	 to	be	 less	 conventional.	
Though	periods	of	 inactivity	are	common	to	
all	beings,	the	experience	is	altogether	different	
for	 extraplanar	 entities—who	 are	 often	

physical	manifestations	of	abstract	concepts—than	it	is	
for	corporeal	creatures	made	of	flesh	and	blood.

And	 so	 it	 was	 for	 Larsdana	 Ap	 Neut,	 designer	
and	first	Keeper	of	the	Tower	Arcane,	and	first	among	
the	 arcanaloth	 caste	 in	 the	 yugoloth	 hierarchy	 of	
Gehenna.	 At	 first	 glance,	 one	 might	 have	 thought	
her	 sleep-deprived.	 She	 was	 thin—almost	 painfully	
so.	 Her	 tawny	 and	 gray	 fur	 was	 tight	 on	 her	 frame,	
and	 her	 shoulder-length	 mane	 of	 raven	 black	 hair,	
which	 blended	 to	 scarlet	 at	 the	 tips,	 fell	 lankly	 over	
her	 shoulders.	The	 luminous,	violet	eyes	 set	 into	her	
jackal-like	 head	 seemed	 almost	 bloodshot,	 and	 they	
shimmered	in	the	darkness	as	she	descended	from	the	
apex	of	the	Tower	Arcane	into	its	depths.

Her	 footsteps	 made	 no	 sound	 as	 she	 walked	
because	 she	 hovered	 several	 inches	 above	 the	 floor.	
Only	 the	 faint	 swish	 of	 her	 silver-trimmed	 cobalt	
robes,	which	hung	below	her	feet,	was	audible	as	she	
descended,	but	no	one	was	there	to	hear	the	sound—
the	tower	was	hers	in	its	entirety.

Larsdana	sought	out	 the	depths	to	rest	 in	quiet	
and	solitude,	and	in	this	way	alone	might	her	actions	be	
comprehensible	to	a	mortal.	Though	she	did	not	sleep	

like	mortals,	 she	did	occasionally	 take	 time	 to	 renew	
herself	by	communing	with	the	substance	of	the	plane	
that	had	spawned	her.	It	was	just	such	a	time	of	renewal	
that	she	sought	in	the	bowels	of	the	Tower	Arcane.	

The	arcanaloth	drifted	through	uncounted	miles	
of	caverns	in	which	petitioners	bound	to	iron	frames	
hung	in	rows,	like	screaming	books	upon	the	infernal	
shelves	of	their	masters.	She	walked	farther,	beyond	the	
archives	and	into	the	depths	of	the	tower,	where	stood	
the	great	engines	that	her	race	had	constructed	to	tap	
the	 energies	 of	 the	 fourfold	 furnace.	 Blasphemies	 of	
engineering,	 these	 massive	 machines	 drew	 forth	 the	
metaphysical	 blood	 of	 Gehenna	 itself,	 then	 refined	
and	forged	it	into	mezzoloths,	birthing	them	by	force	
rather	than	waiting	for	the	slow	process	by	which	their	
kind	generated	at	random	from	the	plane.	These	great	
engines	 were	 mirrors	 of	 those	 beneath	 the	 Wasting	
Tower	 of	 Khin-Oin,	 the	 birthplace	 of	 the	 yugoloths	
and	the	symbolic	crown	representing	their	domination	
of	the	Neutral	Lower	Planes.

Larsdana	descended	still	farther,	until	she	stood	
on	 bare	 stone	 that	 was	 the	 color	 of	 blood.	 The	 walls	
were	striated	like	muscle	and	shot	through	with	mineral	
deposits	 reminiscent	 of	 the	 marrow	 in	 bones.	 Such	
similarities	were	no	accident—all	yugoloths	knew	that	
the	plane	was	a	living	thing	with	which	their	makers	
had	copulated,	impregnating	it	with	their	kind.	There	
on	the	bare	rock,	surrounded	by	the	plane,	Larsdana	
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stripped,	 briefly	 touched	 her	 swollen	 stomach,	 and	
then	pressed	herself	against	the	searing	walls.

She	moaned,	a	sound	not	unlike	one	might	make	
when	 receiving	 physical	 pleasure,	 but	 tinged	 with	 a	
sort	of	pseudo-religious	ecstasy.	Pressing	her	lips	to	the	
stone,	she	caressed	it	like	a	lover,	then	closed	her	eyes	
and	 began	 the	 process	 that	 passed	 for	 “sleep”	 among	
her	 kind.	 Gradually,	 her	 body	 began	 to	 discorporate	
and	become	one	with	 the	hot	stone.	Like	a	worshiper	
stepping	 into	the	tiny,	dark	booth	of	 the	confessional,	
she	 pushed	 herself	 into	 the	 boiling,	 hellish	 substance	
of	 the	 plane,	 feeling	 it	 embrace	 her	 like	 the	 slick	 and	
ready	flesh	of	a	partner.	With	one	final	exhalation,	like	a	
prayer,	she	merged	fully	with	Gehenna,	leaving	only	her	
robes	and	jewelry	upon	the	floor	to	mark	her	passage.

*****
Larsdana’s	 mind	 expanded	 as	 her	 essence	 scattered	
across	 the	 entirety	 of	 the	 infinite	 plane	 that	 she	
called	 home.	 She	 was	 Gehenna,	 and	 it	 was	 her.	 She	
experienced	 the	 march	 of	 six	 million	 baatezu	 troops	
across	the	slopes	of	Khalas	on	their	way	to	the	Waste,	
there	to	die	needlessly	in	a	never-ending	war	that	her	
own	 people	 had	 begun	 and	 would	 extend	 until	 they	
ended	it	on	their	own	terms.	She	heard	the	lament	of	
freezing	petitioners	huddling	 in	 the	dark	on	 the	acid	
slopes	of	Mungoth.	Everywhere	 it	was	 the	same—the	
strong	holding	sway	over	 the	weak,	 tormenting	them	

not	 because	 of	 some	 rigid	 law	 or	 enforced	 hierarchy,	
but	 simply	because	 they	could.	Gehenna	belonged	 to	
Larsdana’s	kind,	and	she	held	more	power	there	than	
most	gods.	 In	 true	 influence,	 she	was	 second	only	 to	
the	first	ultroloth,	the	General	of	Gehenna	himself.

Larsdana	 washed	 herself	 in	 the	 simultaneous	
sensations	that	her	eyes,	ears,	fingers,	and	tongue	gave	
her	a	hundred	million	times	in	each	timeless,	eternal	
instant.	She	reveled	in	the	freedom	of	oneness	with	the	
plane	of	her	birth.	And	then	it	spoke	to	her.

“Welcome, Child of Mine, Creation of Ours, 
Chosen Vessel.”

The	 other’s	 voice	 was	 hypnotic	 and	 seductive,	
producing	 verbal	 strings	 of	 images	 like	 those	 seen	
in	 a	 dream	 just	 before	 waking—the	 kind	 that	 haunt	
the	 mind	 for	 the	 remainder	 of	 the	 day	 with	 their	
poignancy.	She	knew	the	voice	well.	It	came	to	her	in	
her	 rest	 time,	 counseled	 her,	 shared	 its	 secrets,	 and	
instructed	her.

“Greetings	Father/Mother,”	Larsdana	replied.
The	voice	belonged	to	a	baernaloth,	one	of	 the	

primeval	fiends	of	the	Gray	Waste,	the	makers	of	the	
yugoloths.	 Legendary	 among	 the	 yugoloths,	 these	
beings	existed	long	before	the	creation	of	the	planes.	
After	their	creations	rose	to	power,	they	retired	to	live	
in	isolation	in	the	far	corners	of	the	Gray	Waste,	and	
many	had	long	ago	descended	into	insidious	madness.	
Some	still	guided	their	children	much	as	parents	did,	
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but	 a	 few	 had	 a	 compulsion	 to	 play	 puppet	 master,	
exerting	more	control	than	others.	The	ultimate	aims	
of	 the	 baernaloths	 were	 inscrutable,	 but	 they	 gave	
secrets	and	power	to	those	they	chose	to	visit.

It	was	an	honor	to	receive	their	attention—at	this	
point,	they	counseled	only	the	General	of	Gehenna,	the	
Oinoloth,	 the	 most	 powerful	 ultroloths,	 and	 herself.	
But	their	favor	was	also	a	curse—an	infection	and	an	
infestation.	 Once	 touched	 by	 their	 malignancy,	 one	
could	never	be	free	of	it.	Larsdana	would	never	again	
be	alone,	because	the	baern	was	always	with	her.	She	
felt	it	under	her	skin,	lurking	in	the	back	of	her	mind.	
The	walls	watched	her	with	unseen	eyes	all	their	own,	
and	the	voice	was	always	there	in	her	dreams.

“You have something to say, Child?”
The	baern	knew	the	answer	already	because	her	

mind	was	an	open	book	to	it.	Larsdana	was	an	archfiend	
by	any	measure,	but	compared	to	the	baernaloth,	she	
was	like	an	insect.

“What	we	discussed	before,	Father/Mother.	I	am	
with	child.”

“You put aside your loathing for the act. Good. 
Normally, your kind finds that level of intimacy and 
closeness an abomination.”

“There	 was	 no	 intimacy	 involved.	 It	 was	
rutting—insemination—nothing	more.”

“You don’t care for him? Truly? You do not love 
him?”

She	 winced	 mentally	 and	 hated	 herself	 for	 the	
admission	 that	 represented.	 The	 question	 felt	 like	 a	
knife	to	her	flesh—a	knife	that	cut	deep.

“That	does	not	matter	in	the	least,”	she	replied.	
“If	he	stands	in	the	way	of	what	you	instruct,	then	he	
will	suffer,	regardless	of	my	emotional	attachment	to	
him.”

Something	 like	 a	 smile	 touched	 her	 mind,	 a	
sense	of	mirthless	approval.	A	foetor	like	hot,	rancid	
breath	washed	across	her	from	that	rotting	grin.	

“Then let me show you something.”
Larsdana	nodded	mentally	and	waited.
“I will show you what I have seen, what my 

brother/sisters have seen. Witness and decide what your 
role in this process will be.”

“Do	 I	 have	 any	 choice	 in	 the	 matter?”	 she	
asked.

“Some things happen not because we choose them, 
but simply because they must. But you, My Child—your 
future is undetermined. The grand scheme is preordained 
as best it can be, but your role in it is what you make of 
it, for better or for worse.”

“Show	me,	Father/Mother,”	Larsdana	said.
Another	 smile,	and	her	mind	was	opened.	She	

shuddered	 and	 nearly	 screamed	 at	 what	 she	 saw.	 At	
once	she	felt	both	awe	and	horror.	The	vision	continued	
as	the	baern,	the	Dreamer,	showed	her	what	it	wished	
her	 to	see.	She	had	no	way	 to	block	her	ears	or	shut	
her	eyes—since	she	was	not	physical,	those	organs	of	
sensation	did	not	exist.	

When	 it	 was	 over,	 Larsdana	 was	 afraid	 and	
uncertain.	What	would	her	role	be	in	these	events?

“You will know what to do when the time is 
right.”

And	 with	 that	 last	 statement	 in	 her	 mind,	 she	
awoke	naked	and	breathless	upon	the	white-hot	stone	
where	 she	 had	 “slept.”	 She	 shuddered	 slightly	 as	 she	
dressed	herself,	though	her	gaze	and	one	of	her	hands	
seemed	to	drift	routinely	down	to	her	stomach.

“I	 will	 know	 what	 to	 do?”	 she	 whispered	 to	
herself,	 pondering	 the	 implications.	 “And	 why	 ask	
about	 my	 lover	 when	 you	 already	 know	 the	 answer?	
What	are	you	foreshadowing,	Father/Mother?”

*****
	After	days	of	reflection,	she	finally	began	to	appreciate	
the	depth	and	implications	of	her	dream,	and	during	
that	time	she	felt	her	pregnancy	coming	to	term.	The	
baern	 had	 told	 her	 that	 she	 would	 know	 what	 to	 do	
when	the	time	was	right,	and	somehow	she	knew	that	
time	was	fast	approaching.

She	 embraced	 her	 apprentice	 and	 lover	 the	
next	 morning,	 kissing	 him	 fervently	 in	 the	 light	 of	
the	lava	flows	that	erupted	along	the	tilted	horizon	of	
the	 Second	 Furnace	 of	 Perdition,	 while	 the	 glowing	
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calderas	 hurled	 their	 liquid	 fury	 into	 the	 black	 void	
of	 the	 sky.	 She	 had	 arranged	 for	 him	 to	 oversee	 the	
negotiations	 between	 a	 powerful	 ultroloth	 and	 a	
young	Abyssal	Prince	eager	to	throw	his	lot	against	the	
baatezu	 in	 the	 Blood	 War.	 The	 task	 would	 keep	 him	
occupied	for	a	week,	possibly	two.

“I	will	be	waiting	for	you	when	you	return,”	she	
told	 him.	 “You	 are	 ready	 for	 this,	 and	 you	 will	 not	
disappoint	me.”

She	 lingered	 on	 his	 golden	 eyes—those	 pretty	
little	 façades	 cloaking	 soulless	 voids.	 Yes,	 she	 loved	
him	in	some	alien,	perverse	way.	And	then	she	watched	
him	go.

“Do	you	love	me,	Helekanalaith?”	she	whispered	
when	he	was	gone.

*****
Larsdana	 gave	 birth	 to	 twin	 children	 in	 her	 lover’s	
absence.	Normally,	one	of	her	kind	would	give	birth	
to	a	single	child	and	raise	it	with	privilege	and	grace,	
carefully	 training	 it	 in	 the	 application	 of	 refined	
brutality,	 the	 truth	 of	 falsehood,	 and	 the	 sublime	
teachings	of	manipulation	and	corruption.	Twins	were	
not	typical.

“You	knew	this	was	going	to	happen,”	she	accused	
in	a	sibilant	whisper,	gazing	into	the	light	of	a	candle	
until	 the	afterimages	burned	 into	her	vision	 took	on	
the	 shape	 of	 the	 baern’s	 face.	 “Or	 did	 you	 cause	 this	
event?”	She	watched	as	the	colors	of	the	collection	of	
spots	shifted	and	altered,	bleeding	away	and	giving	no	
answer	in	return.

Multiple	births	were	more	typical	of	nycaloths.	
Parents	of	that	caste	they	would	watch	as	the	newborns	
slaughtered	 one	 another	 to	 prove	 their	 worth,	 their	
purity,	 and	 their	 right	 of	 existence.	 But	 arcanaloths	
were	different.

Larsdana	 looked	 down	 at	 the	 faces	 of	 her	 two	
children	 as	 they	 nursed	 from	 her	 and	 made	 her	
decision.	 She	 whispered	 incantations	 and	 words	 of	
power	to	them.	She	instructed	them,	told	them	what	
she	would	do,	and	explained	what	their	purpose	would	
be.	She	whispered	to	them	for	the	next	24	hours	before	
taking	one	of	them	and	standing	before	a	portal	to	the	
Gray	Waste.

“You	will	be	given	your	position,”	she	said	with	
a	kiss	to	the	one	left	behind.	The	one	that	she	held	and	
took	with	her	to	the	Waste	would	not.

*****
Larsdana	 sat	 in	 the	 dust	 of	 the	 layer	 of	 Oinos,	 in	
the	 shadow	 of	 one	 of	 the	 Lodestones	 of	 Misery.	
The	 hundred-foot-tall	 monolith,	 one	 of	 the	 ancient	
constructs	 of	 the	 baernaloths,	 loomed	 over	 her	 like	
an	 emotionally	 distant	 parent.	 Her	 heart	 was	 heavy	
but	 resolute	 as	 she	 took	 her	 child’s	 head	 and	 guided	
his	 view	 up	 to	 the	 point	 on	 the	 horizon	 where	 the	
Wasting	Tower	of	Khin-Oin—the	22-mile-high	mark	
of	yugoloth	dominion	over	the	Gray	Waste—rose	into	
the	sky.

She	 gestured	 and	 instructed,	 pointing	 out	
important	features.	She	talked	to	her	child	for	hours,	
teaching	him	while	preparing	herself	for	the	path	she	
had	chosen.	“Blood	of	my	blood,	you	are	everything	that	
I	am,”	Larsdana	finally	said	with	bittersweet	inflection,	
gazing	into	the	lavender	eyes	of	her	newborn.

Some	20	minutes	later,	she	stood	up	and	flicked	a	
single,	frozen,	acid	tear	from	her	cheek	to	sizzle	in	the	
dust	of	the	Waste.	She	sighed	and	looked	down,	a	cold	
smile	curling	her	lips	as	she	regarded	the	corpse,	which	
lay	dead	by	her	own	hand.	The	blood	evaporated	from	
her	talons	and	her	fangs	as	she	walked	away	without	
lament,	 without	 fury,	 without	 regret.	 The	 essence	 of	
these	 emotions	 had	 already	 been	 devoured	 by	 the	
plane,	 tethered	 to	 her	 words.	 They	 would	 be	 reborn	
with	 her	 child	 as	 a	 mezzoloth,	 which	 would	 play	 its	
role	after	she	herself	was	gone.

Larsdana	 walked	 back	 to	 her	 place	 of	 power,	
back	 to	 her	 lover,	 back	 to	 her	 fate,	 and	 back	 to	 her	
remaining	 child.	 Striding	 through	 the	 dust	 of	 the	
Waste,	she	spoke	but	one	last	sentence	to	the	dead.

“Just	like	me,	you	are	a	tool.”

Todd Stewart started gaming in 2000/2001, shortly after 
3E first came out. He has two ongoing Planescape story 
hours in ENWorld, and he wrote the Sigil chapter for 
the 3E Planescape campaign material on Planewalker.
com, plus several short stories—including one (Heart	of	
Perdition) to which this story is a prelude. Offline, Todd 
just recently finished his graduate degree in molecular 
biology and is now busily interviewing for jobs.
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UnCon exclusive coverage

Malak’s Maze	 was	 an	 exceptionally	 popular	 “meat-
grinder”	event	run	by	acclaimed	RPG	designer	Sean	K	
Reynolds	at	UnCon	2005.	Players	by	the	score	showed	
up	to	try	to	survive	an	intentionally	difficult,	combat-
heavy	D&D	session	in	which	characters	had	to	move	
through	a	monster-laden	maze	built	by	a	lich	known	
as	Malak.

The	 flow	 of	 play	 in	 this	 event	 was	 relatively	
straightforward.	 All	 the	 players	 had	 to	 do	 was	 keep	
their	 characters	 alive	 as	 long	 as	 possible	 and	 try	 to	
move	 the	 party	 toward	 the	 overall	 goal.	 Character	
deaths	were	rampant,	but	since	a	high	body	count	was	
expected,	it	was	all	part	of	the	fun.

Like	 the	 other	 roleplaying	 events	 at	 UnCon	
2005,	the	entire	session	took	place	online	via	live	chat.	
Players	 were	 provided	 with	 pregenerated	 characters	
created	 by	 WizO	 Scion,	 and	 Sean	 took	 the	 role	 of	
sadistic	DM.	WizO	KiRin	was	on	hand	to	keep	track	of	
the	characters	chosen	by	the	waiting	players	and	toss	
a	 new	 one	 into	 the	 game	 whenever	 a	 party	 member	
died.

To	get	a	good	idea	of	what	went	on	in	this	event,	
let’s	look	at	it	right	from	the	beginning.

a  r u d e  a w a K e n i n g
The	session	began	with	Sean’s	description	of	how	the	
PCs	came	to	be	in	Malak’s	Maze.

You hail from many different planes, but 
you have one thing in common—you are all 
adventurers. This morning, you were sud-
denly yanked away from your friends and 
transported into a house-sized cage made 
of glowing green metal, in which you have 
sat ever since. Dozens of other people who 
seem equally bewildered and out of place 
are incarcerated in here with you.

The cage seems to be located on some 
kind of floating island. Above is a swath 
of starry blackness like the night sky, ex-
cept that the stars seem huge and strange. 

Nearby floats an even larger island criss-
crossed with interlinked ravines, each filled 
with a strange fog. Beyond the large island, 
a strange path composed of glowing disks 
leads to a ring of metal that looks like some 
kind of magic gate.

Another small island, this one bearing 
a large throne made of green stone, floats 
into view just above the “horizon.” Seated 
upon the throne is a robed figure the size 
of a giant. Just visible within its hood is a 
skeletal face with eerily glowing eyes. 

The seated figure speaks, and though 
it is more than 200 feet away, you hear its 
grating, hissing whisper as clearly as if it 
were speaking in your ear. “I am Malak,” 
says the creature, “lich-lord of this realm. I 
have brought you here from many worlds to 
entertain me. You shall attempt your way 
through my maze. Those who reach the gate 
at the far end shall go free. Those who fail 
will surrender their life forces to sustain my 
undying existence. You cannot talk or bar-
gain your way out of this charge. Now let 
the game begin!” 

The figure gestures, the cage bars bend, 
and six of you are dragged through the air 
and dropped into the large island’s western-
most ravine.

t h e  f i g h t s  c o m m e n c e
With	that,	the	first	six	characters	moved	into	the	fog-
filled	ravine.	The	party	was	rather	 typical,	 consisting	
primarily	 of	 clerics	 and	 fighter-types.	 The	 characters	
found	 themselves	 in	 a	 canyonlike	 area	 filled	 with	
swirling	 fog	 that	 limited	 clear	 visibility	 to	 about	 20	
feet.	 Worse	 still,	 they	 could	 hear	 something	 moving	
around	in	the	fog.

Over	 the	 years,	 I’ve	 noticed	 that	 D&D	 players	
like	 to	 squirm.	 It’s	a	 lot	of	 fun	 for	a	bunch	of	highly	
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imaginative	people	to	forget	that	they’re	engineers	and	
computer	programmers	and	 teachers	and	believe—if	
only	 for	 a	 while—that	 they’re	 dwarf	 clerics	 and	 elf	
mages	and	human	fighters	prowling	through	shrouded	
mists	in	unholy	caverns,	hoping	that	they	won’t	meet	
some	 grisly	 end	 in	 the	 next	 chamber.	 The	 various	
players	 in	 Malak’s	 Maze	 probably	 felt	 the	 same	 way	
at	this	point.	And	since	they	knew	ahead	of	time	that	
they’d	be	going	through	characters	like	a	poker	player	
goes	through	chips,	they	squirmed	most	gratifyingly.

Next	 came	 the	 dreaded	 Spot	 check.	 We’ve	 all	
been	coached,	whether	by	reading	the	core	rulebooks	
or	listening	to	our	DMs,	not	to	let	metagame	thinking	
spoil	 the	 fun.	 In	 fact,	 however,	 players	 always	 know	
that	danger	is	coming	when	the	DM	calls	for	everyone	
to	 make	 a	 Spot	 or	 a	 Listen	 check,	 and	 the	 curiosity	
starts	to	rev	up.

Sean’s	 next	 words	 were	 directed	 at	 the	 player	
called	Garen.	“Out	of	the	fog	comes	a	greataxe,	which	
.	.	.”	(pause	for	a	roll	of	4	from	the	dicebot)	“.	.	.	barely	
misses	you!”	Then	the	PCs	caught	their	first	glimpse	of	
their	adversary.	“You	all	hear	a	grunt	as	a	big,	angry-
looking	minotaur	charges	into	view,”	continued	Sean.	
“She	looks	like	this!”	Sean	then	provided	a	URL	for	an	
image	of	 the	big,	angry-looking	minotaur.	Then,	 lest	
the	players	dwell	too	long	on	pretty	pictures,	he	called	
for	initiative.

Back	and	forth	the	players	and	Sean	typed	their	
messages	to	the	room.	The	dwarven	ranger	does	this,	
the	 elven	 archer	 does	 that,	 the	 minotaur	 swings	 and	
hits.	Though	Garen’s	dwarf	finally	fell	to	the	minotaur’s	
axe,	 the	 minotaur	 ended	 the	 fight	 on	 the	 floor	 in	 a	
crumpled	heap.

The	 priest	 cast	 augury	 from	 a	 scroll	 and	
determined	 that	 great	 pain	 could	 be	 found	 in	 the	
north.	Meanwhile	the	others	looted	the	bodies	of	the	
fallen,	 discovering	 an	 unlabeled	 potion	 among	 the	
minotaur’s	possessions.	Swiftbrook’s	ranger	ended	up	
with	the	monster’s	greataxe.	After	a	bit	of	mandatory	
healing,	the	party	headed	east,	deeper	into	the	misty	
caverns.

a  p o o r  d e c i s i o n
A	 well-devised	 RPG	 session	 includes	 sensory	
descriptions	of	everything	the	characters	experience.	
Since	an	online	game	doesn’t	allow	facial	expressions,	
hand-waving,	 and	 all	 the	 other	 avenues	 of	
communication	available	to	the	DM	in	a	tabletop	game,	
Sean	made	do	with	the	tools	he	did	have.	“In	the	east	
tunnel,	the	fog	smells	more	acrid,	like	a	cask	of	wine	
that’s	gone	bad	and	turned	to	vinegar,”	he	said.	After	
all	the	players	had	detailed	their	stealthy	approaches,	
he	continued.	“In	the	next	room,	puddles	of	stagnant	
water	 spot	 the	 floor,	 some	 of	 them	 covered	 with	 a	
strange,	yellow	scum.”		Two	players	voiced	a	bit	of	fear,	
then	Sean	finished	his	description	by	mentioning	an	
exit	on	the	far	end.

Ah,	the	old	“exit	on	the	far	end	of	the	room”	trick!	
The	players	weren’t	about	to	fall	for	this	one.	Member	
Superpriest	 asked	 the	 obvious	 question:	 “How	 deep	
are	the	puddles?”	

“Maybe	 a	 foot	 deep,”	 said	 Sean.	 But	 the	 party	
had	obviously	delayed	too	long.	“A	shape	rises	out	of	
the	fog,”	continued	Sean.	“It	looks	like	a	spherical	ball	
of	goo	with	a	couple	of	long	tentacles.”

This	fight	went	just	about	as	badly	as	the	last	one	
had.	The	rubbery	yellow	ball	of	tentacles	had	a	nasty	
habit	of	spraying	acid	on	people	every	time	it	was	hit.	

During	 the	 battle,	 the	 potion	 taken	 from	 the	
minotaur	was	passed	 from	one	character	 to	another,	
and	 Sean	 occasionally	 mentioned	 to	 whomever	 was	
holding	it	that	the	bottle	was	“twitching.”	Ultimately—
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low	 on	 hit	 points	 and	 with	 few	 other	 options—
Swiftbrook’s	ranger	drank	the	potion,	which	did	heal	
him	a	bit.	But	Sean’s	next	words	brought	a	chill	to	his	
soul.	“Swift,”	said	Sean,	“you	realize	as	you	drink	the	
potion	that	you	have	swallowed	something	solid	along	
with	the	liquid.”	Oh	no!	Words	such	as	these	are	not	
what	a	player	wants	to	hear.	In	the	end,	the	beast	was	
defeated,	 though	several	characters	died	 in	 the	fight.	
As	any	seasoned	player	would	expect,	however,	Sean	
called	on	Swiftbrook	to	make	frequent	Fort	saves	for	
his	character	from	this	point	forward.

As	 the	 group	 proceeded	 to	 the	 next	 room,	 the	
acrid	smell	of	vinegar	gave	way	to	the	stale	smell	of	soot.	
Within	 the	 fog,	 the	 eerie	 sounds	 of	 insects	 scuttling	
about	 drove	 fear	 into	 the	 hearts	 of	 the	 adventurers.	
Suddenly,	 a	malicious-looking,	 clawed	monster	 leapt	
from	 the	 mists	 toward	 one	 of	 the	 characters.	 A	 few	
more	 party	 members’	 souls	 fed	 Malak’s	 evil	 appetite	
before	this	undead	creature	fell	to	defeat.

Swiftbrook	 finally	 missed	 the	 wrong	 Fortitude	
save,	 and	 his	 character’s	 body	 turned	 inside	 out,	
killing	 him.	 The	 moral	 of	 that	 story	 is	 obvious—be	
careful	 what	 you	 drink.	 And,	 as	 one	 might	 expect,	
as	soon	as	 the	party	had	dealt	with	 that	first	undead	
monster,	 the	 inside-out	 pile	 of	 bones	 that	 had	 been	
Swiftbrook’s	 character	 rumbled	 into	 action,	 giving	
the	 intrepid	heroes	yet	 another	 run	 for	 their	money.	
Malak	 enjoyed	 the	 show	 and	 absorbed	 the	 essences	
of	 two	 more	 characters	 before	 the	 remaining	 heroes	
could	drive	the	risen	remains	of	Swiftbrook’s	character	
back	into	quiet	death.

Shortly	thereafter,	the	party	headed	east,	driven	
by	 a	 moving	 curtain	 of	 green	 that	 was	 approaching	
from	the	west.	Before	the	PCs	could	collect	their	wits,	
another	hulking	beast	was	heading	toward	them.	This	
roughly	bipedal	creature	had	wicked	claws	and	puny	
legs,	and	it	looked	sort	of	like	a	golem	composed	of	the	
screaming	 faces	of	dying	beings.	But	 it	had	a	gaping	
hole	 for	 a	 head	 and	 a	 spinning	 vortex	 of	 blood	 and	
madness	for	a	face.	This	fight	went	more	quickly	than	
the	others	had,	thanks	in	large	part	to	a	high-damage	

hit	 from	 the	 latest	 character	 played	 by	 Fly06us.	 And	
when	that	character	finally	split	the	critter	in	two,	the	
dead	body	of	Superpriest’s	ranger	fell	unceremoniously	
to	the	floor.	

The	 exit,	 now	 only	 two	 rooms	 away,	 was	 an	
even	 more	 tempting	 goal	 given	 the	 steady	 approach	
of	 the	 wall	 of	 green	 energy.	 The	 next	 room	 seemed	
to	 be	 empty,	 but	 no	 one	 fell	 for	 this	 ruse.	 After	 the	
characters	 had	 spent	 some	 time	 searching	 diligently	
for	secret	doors	and	hidden	enemies,	the	bane	of	D&D	
players	everywhere	dropped	regally	from	the	ceiling.	
“Hovering	 above	 you	 is	 a	 spherical	 creature	 with	
many	eyes,”	said	Sean.	 It	could	be	only	one	 thing—a	
beholder!

Surviving	 a	 malicious	 beholder’s	 assault	 is	 no	
easy	 task,	 and	 since	 they	were	 so	close	 to	 the	exit	 at	
this	 point,	 some	 of	 the	 players	 announced	 that	 their	
characters	were	going	to	make	a	run	for	it.	Most	didn’t	
make	 it,	 but	 one	 did.	 “You	 jump	 through	 and	 arrive	
safely	back	in	your	home	plane!”	said	Sean.	“Borris,	as	
the	first	player	whose	character	got	safely	through	the	
gate,	you	win	the	big	prize:	a	Guenhywvar	miniature	
from	the	D&D Miniatures	game!”

In	 fact,	 however,	 everyone	 who	 played	 got	
something	 of	 value—the	 pleasure	 of	 playing	 a	 great	
session	 with	 a	 great	 DM.	 Let’s	 hope	 that	 next	 year’s	
UnCon	 delivers	 even	 more	 exciting	 events	 like	 this	
one!

David Paul lives in lower southwestern Michigan with his 
wife, two sons, two dogs, four cats, a few hundred RPG 
books, and several thousand little plastic miniatures. 
He edited for Pencil	Pushers	Publishing,	d20	Filtered,	
and	Silven before joining the staff of Knowledge Arcana. 
When he’s not busy daydreaming or plotting the downfall 
of his own D&D players, he teaches philosophy by night 
at a nearby university and high school mathematics by 
day at a nearby private high school. 
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b y  j o n  m ay e s  ( d e r _ l e i t e r )

One	of	the	most	interesting	contests	at	this	past	UnCon	
was	 the	 Design	 Your	 Own	 General	 Contest	 for	 Axis 
& Allies Miniatures	 (AAM),	 which	 was	 conducted	
on	 the	 message	 boards.	 The	 rules	 of	 the	 contest	 left	
the	 options	 wide	 open,	 allowing	 members	 to	 create	
different	 interpretations	 of	 various	 World	 War	 II	
military	 leaders.	 In	 fact,	 the	 entries	 did	 not	 actually	
have	to	be	generals,	and	when	all	was	said	and	done,	
the	winning	entry	was	a	lower-ranking	officer.

t h e  w i n n e r
This	contest	had	several	interesting	entries,	including	
jtfc’s	 Field	 Marshal	 Gregory	 Zhukov,	 Vulturedoodle’s	
Lieutenant	 Belton	 Cooper,	 and	 SSG	 Hubles’s	 generic	
German	 SS	 Oberleutnant	 and	 British	 SAS-Major.	
But	only	one	could	win,	and	when	the	contest	ended,	
the	 winning	 entry	 was	 Otto	 Skorzeny,	 developed	 by	
Nochules.	

a  b r i e f  b i o g r a p h y
Born	in	Vienna	on	June	12,	1908,	Otto	Skorzeny	took	an	
interest	in	civil	engineering	upon	reaching	adulthood.	
He	fought	fifteen	personal	duels,	one	of	which	earned	
him	 the	 distinctive	 scar	 across	 his	 cheek.	 After	 the	
Luftwaffe	 turned	 down	 his	 application,	 he	 turned	 to	
the	 SS	 and	 went	 to	 war	 in	 1940.	 In	 1943,	 Skorzeny	
led	 the	 infamous	 rescue	 of	 Benito	 Mussolini	 from	
his	 imprisonment	 in	 Campo	 Imperatore	 Hotel.	 This	
daring	 mission	 was	 accomplished	 using	 gliders	 and	
without	 firing	 a	 shot,	 earning	 Skorzeny	 the	 Knight’s	
Cross	and	a	promotion	to	Major.	Until	his	surrender	
in	May	1945,	Skorzeny	led	many	commando	missions,	
including	 the	 infamous	 Operation	 Greif	 during	 the	
Battle	 of	 the	 Bulge.	 During	 that	 campaign,	 Skorzeny	
and	 his	 men	 disguised	 themselves	 as	 American	
soldiers	to	penetrate	the	enemy	lines	and	sow	discord.	
Any	 of	 his	 men	 who	 were	 subsequently	 captured	
told	 the	 Allies	 of	 Skorzeny’s	 “plans”	 to	 assassinate	
General	 Eisenhower.	 These	 false	 rumors	 caused	 so	
much	 concern	 that	 Eisenhower	 was	 confined	 for	 his	
own	 protection,	 and	 Skorzeny	 was	 labeled	 the	 most	
dangerous	man	in	Europe.	

After	 the	 war,	 Skorzeny	 was	 tried	 as	 a	 war	
criminal,	 but	 he	 later	 escaped	 to	 Spain.	 In	 1952,	 he	
was	 declared	 “denazified”	 and	 permitted	 to	 travel	
again.	Thereafter,	he	served	as	a	consultant	to	several	
dictators	and	presidents,	and	he	allegedly	aided	many	
other	SS	escapes	in	the	ODESSA	network	in	the	years	
after	the	war.	He	died	a	millionaire	in	1975.

g a m e  s ta t i s t i c s
In	 game	 terms,	 the	 entry	 for	 Skorzeny	 is	 quite	
interesting.	His	low	combat	statistics,	good	initiative	
modifier,	and	high	cost	make	 it	a	good	 idea	 to	hold	
the	Obersturmbannfürher	back	and	away	from	enemy	
fire.	While	his	cost	of	13	may	seem	high,	even	for	+4	
initiative,	 the	Brandenburger	ability	helps	offset	 this	
drawback.	Not	only	do	you	get	a	5-point	figure,	but	
you	can	take	out	an	opponent’s	soldier	as	well.	

The	 ability	 to	 eliminate	 and	 replace	 an	 enemy	
in	this	manner	provides	a	great	psychological	threat.	
Because	 you	 can	 employ	 the	 ability	 any	 time	 and	
anywhere,	 your	 opponent	 is	 forced	 to	 take	 it	 into	
consideration	every	turn.	That	worry	alone	can	cause	
opponents	to	move	overcautiously.	On	the	other	hand,	
an	opponent	who	simply	ignores	the	threat	can	provide	
an	opportunity	for	you.	Either	way,	the	ability	benefits	
Skorzeny’s	side.	

Skorzeny	 is	 likely	 to	 become	 a	 target	 quickly,	
especially	for	paratroopers	and	aircraft,	so	he	requires	
some	 protection.	 Against	 either	 unit	 type,	 the	
Flakpanzer	 IV	 Wirbelwind	 is	 a	 great	 defensive	 unit,	
as	 are	 basic	 units	 such	 as	 SS	 Panzergrenadiers	 and	
MG	42s—both	of	which	are	already	part	of	most	Axis	
armies.	

Nochules	seems	to	have	accurately	represented	
Skorzeny’s	 knack	 for	 sowing	 confusion	 in	 the	 ranks	
of	 the	 enemy	 via	 the	 Brandenburger	 ability,	 and	 his	
deadly	 competence	 through	 the	 +4	 initiative,	 which	
allows	the	Axis	player	to	dictate	the	sequence	of	each	
turn.	 Congratulations,	 Nochules,	 for	 winning	 the	
Design	your	own	General	contest	at	UnCon	2005!
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UnCon exclusive coverage

b y  a n t h o n y  l .  b a x t e r 
( m ta l m u z i c fa n )
A	new	game	called	Hecatomb	Trivia	Overload,	based	
on	the	wildly	popular	Trivia	Overload	games	for	RPG	
and	 Magic:	 the	 Gathering,	 debuted	 at	 UnCon	 2005.	
Normally,	a	game	of	Trivia	Overload	has	six	categories,	
but	 since	 Hecatomb	 was	 the	 newest	 TCG	 out	 at	 the	
time,	the	event	was	structured	in	a	different	way.

Though	I	was	unable	to	attend	Hecatomb	Trivia	
Overload	 due	 to	 a	 scheduling	 conflict,	 I	 would	 have	
enjoyed	 participating—though	 I	 probably	 wouldn’t	
have	stood	a	chance	against	winner	Katt_Nightstalker.	
If	you	weren’t	able	to	attend	the	event	either,	you	can	
read	the	questions	right	here	and	decide	for	yourself	
whether	you	could	have	matched	Katt’s	perfect	score.	
The	transcript	of	Round	2	was	posted	on	the	website,	
if	you	want	to	read	a	blow-by-blow	description	of	the	
most	exciting	part	of	the	action.

h e c at o m b  t r i v i a  o v e r l oa d
The	description	of	the	event	posted	on	the	UnCon	site	
read:	 “You’ve	 created	 abominations,	 collected	 souls,	

and	 brought	 about	 the	 end	 of	 the	 world,	 but	 can	
you	answer	 twenty-five	simple	questions	about	

Hecatomb?	Can	you	correctly	answer	more	
than	 your	 fellow	 Endbringers?	 Join	 us	

for	 the	 first-ever	 Hecatomb	 Trivia	
Overload	 game.	 First	 and	 second	

place	win	great	prizes!	Prepare	to	
destroy!!!!!”	In	fact,	not	all	the	

questions	are	simple-a	few	
do	require	some	looking	

to	answer.	
The	 game	 consisted	
of	 twenty-five	

questions—some	 worth	
1	 point,	 others	 worth	 2	

points,	 and	 a	 few	 worth	 3	
points.	 The	 questions	 were	

taken	 from	 the	 Hecatomb	
rulebook,	 as	 well	 as	 the	

cards	 in	 the	 Base	 Set	 and	 the	
Hecatomb	forums	in	the	WotC.

COMmunity.	 Whether	 it	 was	
fan-fiction	 or	 rules,	 the	 event	 had	

a	 question	 relating	 to	 nearly	 every	
topic	in	the	Hecatomb	game.

w i n n e r s
About	sixteen	people	participated	in	this	

event.	 The	 winners	 were	 the	 two	 players	
with	 the	 highest	 point	 totals	 at	 the	 end	 of	

the	game.	When	the	bonus	round	was	over,	
it	 was	 Katt_Nightstalker	 in	 the	 lead	 with	 a	

perfect	 score	 of	 45	 points,	 and	 Listen2Reason	
not	 far	 behind,	 with	 a	 final	 score	 of	 43.	 Katt	 won	 a	
Hecatomb	Booster	Display	Box,	 and	Listen2Reason	
won	a	Hecatomb	Starter.

r u l e s
On	 his	 turn,	 each	 contestant	 chose	 the	 point	 value	
desired,	until	all	questions	with	a	given	point	value	had	
been	used.	A	designated	WizO	Host	(WizO	Sinister)	
typed	 all	 questions	 to	 the	 screen.	 Once	 a	 question	
appeared,	 contestants	 had	 45	 seconds	 in	 which	 to	
submit	their	answers—using	the	Private	Message	(or	/
notice)	feature	of	Chatspace—to	the	WizO	Scorekeeper	
(WizO	 Dabus).	 Answers	 submitted	 directly	 to	 the	
screen	 were	 not	 counted.	 Each	 player	 could	 submit	
only	one	answer	(or	guess)	per	question,	and	answers	
had	to	be	serious.	Any	answers	received	after	time	was	
called	did	not	qualify	for	points.	After	the	scores	were	
tallied,	the	correct	answer	to	the	question	was	posted	
to	the	screen.
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The	 question’s	 point	 value	 was	 awarded	 to	
every	 player	 who	 submitted	 the	 correct	 response,	
as	 it	 appeared	 on	 the	 screen.	 Small	 typing	 errors	
were	 acceptable,	 but	 abbreviations	 were	 not,	 though	
answers	did	not	have	to	be	in	complete	sentences.	The	
WizO	Hosts	had	the	final	say	about	the	validity	of	all	
answers.	

h e c at o m b  t r i v i a  Q u e s t i o n s
Below	are	all	the	questions	posed	to	players	of	the	Un-
Con	Hecatomb	Trivia	Overload	event,	broken	down	by	
point	value.	Can	you	answer	every	one	in	45	seconds?	
If	 so,	 come	 to	 Hecatomb	 Trivia	 Overload	 at	 UnCon	
2006,	and	maybe	you’ll	walk	off	with	the	top	prize!	

Answers	are	given	at	the	end	of	the	Knowledge 
Arcana UnCon	 section,	 so	 you	 can	 see	 how	 well	
you	did!

one-point qUestions
The	game	featured	ten	one-point	questions.

1. your decK must contain at least how many 
cards?
	
2. what are the four dooms?
	
3. what are the three rarity levels for heca-
tomb cards?
	
4. how many souls must be collected to win 
a game of hecatomb?
	
5. how many copies of any given card can a 
player have in his decK?
	
6. each player starts with how many cards 
in her hand?

7. what is used to pay the cost of each card?

8. how many zones does the game have?

9. what is the first step of the ready phase?

10. you may perform the steps of the main 
phase in what order?

two-point qUestions
Below	are	the	ten	questions	worth	two	points	each.

1. list the four card types in the hecatomb 
game.

2. when going against abominations that 
contain greed minions, a greed evader can’t 
be what?

3. what ability causes a destroyed minion to go 
to the mana zone instead of the graveyard?

4. in the hecatomb general discussion fo-
rum, member draven_defay insists that his 
hecatomb cards smell just liKe what?

5. corruption’s primary enemy is which doom?

6. mutants most commonly align themselves 
with which two dooms?

7. in the hecatomb fan fiction forum, member 
imhotepmagi wrote a great fictional story 
with a title that began with the word “pret-
ty.” what was the full title of the story?

8. each soul counter represents a number of 
mortals Known as what?

9. “deceit is the power of lies, ________, and 
shadow.” fill in the blanK.

10. a creature that can change forms, such 
as a werewolf or a Kitsune, is Known as 
what?

three-point qUestions
The	 game	 included	 only	 five	 three-point	 questions,	
which	are	given	below.

1. the aztecal race of minions is native to 
what area?

2. according to viKtor prime, endbringer, 
one should judge the stone by its what?

3. gluttonous fleshbag’s body aches with what?

4. which minion of greed has a cacKling laugh 
that, once heard, plays in the listener’s mind 
forever?

5. the only Known way to Kill one of these 
creatures is to locK it away from food until 
it devours itself. 

The	next	UnCon	 is	bound	to	be	filled	with	games	of	
even	higher	intensity,	and	the	Hecatomb	events	there	
will	probably	be	still	more	challenging.	So	come	and	
check	them	out,	and	in	the	words	of	Katt_Nightstalk-
er:	May	the	best	Endbringer	win!	Until	then,	enjoy	the	
newest	 expansion	 for	 the	 Hecatomb	 game,	 entitled	
Blanket of Lies.

Mtalmuzicfan lives in a small town in east Texas with 
his grandparents. A helpful guy at heart, he not only does 
what he can to help out his family, but he also makes 
time to visit the Wizards.COMmunity whenever he can 
and help out in any way possible. He plays Magic: the 
Gathering and Hecatomb in his spare time.
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UnCon exclusive coverage

b y  b ry c e  w h i ta c r e
( w i z o _ s i n i s t e r )

Once	 a	 year,	 at	 UnCon,	 the	 WizOs	 and	 the	 online	
community	put	together	several	exciting	and	creative	
contests.	One	of	the	more	interesting	contests	at	UnCon	
2005	was	the	little-known	Big	Card	Art	Contest	for	the	
Magic:	the	Gathering	trading	card	game,	coordinated	
by	 WizO	 Iyala.	 Though	 the	 turnout	 was	 less	 than	
spectacular	this	year,	some	of	the	art	showcased	in	this	
contest	was	truly	exceptional.	

c o n t e s t  pa r a m e t e r s
Before	we	get	to	the	winning	submissions,	let’s	take	a	
quick	look	at	the	requirements.	First	of	all,	each	entry	
had	 to	 be	 completely	 original,	 so	 everything	 about	
it—from	 the	 art	 itself	 to	 the	 ideas	 behind	 it—had	 to	
come	 from	 the	 contestant’s	 own	 creative	 brain.	 The	
second	requirement,	a	fairly	easy	one,	was	that	the	art	
and	text	had	to	be	able	to	fit	on	a	regulation-size	Magic	
card.	The	third	and	final	rule	was	that	the	art	must	fit	
thematically	 into	 the	 world,	 and	 into	 the	 particular	
card	for	which	it	was	designed.	

l o o K i n g  a h e a d
The	staff	of	Knowledge Arcana	would	like	to	thank	all	
the	artists	who	contributed	 to	 this	 contest	 and	 invite	
all	 of	 them	 to	 continue	 showing	 off	 their	 mad	 skills	
for	the	magazine.	If	you	have	artistic	talent	and	would	
like	to	illustrate	for	Knowledge	Arcana,	please	contact	
WizO	Scion	at	scion@wizo.wizards.com.

WizO Sinister resides in Fort Wayne, Indiana with his 
wife and two cats. He is an inventory manager for a local 
gaming store, the founder of the Friends of Gen Con (a 
fan-based gaming club), a playtester for Gorilla Games, 
a demoer for Your Move Games, and a moderator for 
Avalon Hill. He is planning a trip to Catan, where he 
intends to introduce “seize and control” war tactics to one 
group of settlers, while the rest cope with the limitations 
of resource management.
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carnide naturalist
This	 submission,	 which	 ranked	 second	 in	 member	
preference,	 comes	 from	 Oshoavh	 (aka	 Gareth	
Johnson).	The	text	was	provided	by	UnCon	prizewinner	
Capashen	Dawn.

Gareth	hit	the	nail	on	the	head	with	this	second-
place	 submission.	 A	 classic	 anthropomorphic	 twist,	
this	slightly	human-looking	carnide	druid	is	amazing.	
No	one	who	sees	his	staff	in	his	hands	and	the	forest	
behind	 him	 could	 possibly	 mistake	 his	 chosen	 path.	
The	clear	skies	in	the	background	give	the	impression	
that	 all	 is	 well	 in	 this	 part	 of	 the	 world—perhaps	
because	 of	 the	 efforts	 of	 this	 carnide	 druid.	 The	
artwork’s	 peaceful	 overtones	 help	 to	 re-enforce	 the	
innate	peace	and	sanctity	of	the	druid	calling.	

The	 slightly	 tired	 look	 on	 the	 carnide	 druid’s	
face	 might	 be	 attributed	 to	 his	 long	 forest	 vigilance,	
or	perhaps	 just	 to	the	fact	 that	carnides	are	prone	to	
napping	 in	 the	 summer	 sun.	 The	 final	 perfect	 touch	
(for	those	of	you	who	may	have	missed	it)	is	the	paw-
shaped	cloud	formation	in	the	sky.	Maybe	the	deities	of	
the	carnide	race	(Lord	and	Lady	Barkus,	no	doubt)	are	
looking	down	upon	the	scene	and	giving	this	artwork	
four	paws	up!

the muzzled rat
This	 piece	 by	 Kywyn	 (aka	 Herman	 Lau),	 called	
The	 Muzzled	 Rat,	 is	 definitely	 one	 of	 my	 favorite	
submissions	this	year.	The	text	was	provided	by	UnCon	
prizewinner	Capashen	Dawn.

Kywyn	 demonstrates	 his	 fantastic	 sense	 of	
humor	 with	 this	 amazing	 piece	 of	 artwork.	 He	 gives	
plausibility	 to	 the	 idea	 that	a	 rat	 could	 function	as	a	
mount	 by	 exaggerating	 a	 muzzled	 rodent	 traveling	
with	 horses.	 But	 what’s	 even	 more	 fun	 is	 the	 fact	
that	 the	 aforementioned	 rodent	 is	 out-leaping	 them!	
Our	muzzled	rat	 is	getting	some	some	major	airtime	
here—maybe	he	can	play	in	the	NBA?	

Continuing	 the	 comedy	 is	 the	 villager	 hiding	
behind	 the	 rock	 in	 an	 obvious	 effort	 to	 stay	 out	 of	
the	 way	 of	 the	 horses—and	 presumably	 our	 deadly	
trampling	 rascal.	 And	 the	 burning	 desire	 in	 the	 rat’s	
eyes	can	mean	only	one	thing—cheese	ahead!	

Not	only	did	this	fantastic	submission	take	first	
place	in	the	contest,	but	it	has	also	found	a	spot	on	my	
computer	as	a	background	image.	Thank	you,	Kywyn,	
for	this	marvelous	entry.

t h e  w i n n e r s
Below	are	the	two	winning	entries,	both	of	which	clearly	demonstrate	

how	artistic	the	community	can	be—and	how	whimsical.
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UnCon exclusive coverage

b y  m o n i c a  s h e l l m a n 
( e l i s a n d r a )

Well,	 UnCon	 is	 officially	 over	 for	 this	 year,	 and	 by	
all	 accounts,	 people	 really	 had	 a	 great	 time.	 We	 had	
seminars,	 games,	 contests,	 prizes,	 hot	 dogs,	 and	
cotton	candy—okay,	maybe	not	those	last	two,	though	
wouldn’t	 it	 have	 been	 really	 cool	 if	 we’d	 had	 those?	
Anyway,	 I	 still	 think	 the	 con	 would	 have	 been	 much	
better	 if	 I	 had	 been	 in	 charge.	 For	 instance,	 I	 would	
have	made	sure	 that	hot	dogs	and	cotton	candy	were	
available.	I	even	had	a	really	great	schedule	worked	up,	
plus	 some	 logos	 and	 stuff,	 but	 that	 stupid	 Hydragon	
still	got	to	be	UnCon	Coordinator	again	this	year.	(I’m	
pretty	sure	it’s	because	he	has	blackmail	photos	of	the	
community	manager.)

So	 I	 decided	 instead	 of	 my	 regular,	 brilliantly	
funny	humor	column,	I	would	show	you	discriminating	
readers	my	UnCon	plan	and	let	you	judge	for	yourselves.	
Then	 maybe	 you	 can	 all	 write	 really	 angry	 letters	 to	
the	community	manager	demanding	that	I	be	allowed	
to	 coordinate	 UnCon	 next	 year—or	 at	 least	 help	 me	
get	 some	 blackmail	 photos	 of	 her.	 (That	 would	 be	 so	
cool!)

Anyway,	here’s	my	UnCon	logo.	

Pretty	great,	huh?	You	just	don’t	see	artwork	 like	this	
in	the	gaming	business	anymore—and	more’s	the	pity,	
says	me.

e v e n t s
Here’s	a	partial	list	of	the	UnCon	events	I	had	lined	up.

how to dm liKe a cat
Seminar by Penny Williams
Join	 Penny	 Williams,	 famous	
game	 editor,	 cat	 lover,	 and	
misanthrope	 (not	 in	 that	
order),	 as	 she	 demonstrates	
the	 pinnacle	 of	 the	 DM’s	 art:	
tormenting	 and	 destroying	
PCs	for	fun	and	.	.	.	well,	more	
fun!	 Ms.	 Williams	 will	 teach	
the	 budding	 killer	 DM	 how	 to	 raise	 the	 PCs’	 hopes	
and	toy	with	their	fondest	dreams	just	before	crushing	
them	in	a	mighty,	mailed	fist—you	know,	like	a	cat	does	
with	 a	 mousie.	 She’ll	 prove	 mathematically	 that	 raise 
dead	 spells	 are	 a	 pox	 upon	 good	 gaming	 and	 should	
be	outlawed,	by	 federal	authority	 if	necessary.	A	 true	
“Don’t	Miss”	event	for	all!

magic: the gathering: i’d liKe to see you do 
better, fanboy!
Guest Chat with Drunken Belligerent Magic Designer 
(DBMD)
An	 anonymous	 Magic	 designer	 takes	 on	 the	 fandom	
of	 the	 popular	 Magic:	 the	 Gathering	 card	 game,	
responding	 to	 complaints	 and	 nitpicking	 from	 the	
audience.	Got	a	comment	or	complaint	about	Magic?	
DBMD	and	his	friend	Jack	Daniels	will	tell	you	where	
to	put	it!

neopets: medical research
With H34rtl3ssB4stig3
Sure,	 your	 Neopets	 are	 cute	
and	 cuddly,	 but	 sometimes	
you	 don’t	 have	 time	 for	
them,	 or	 you	 just	 plain	 get	
bored	with	feeding	them	and	
attending	to	their	needs.	Ever	
wish	you	could	get	rid	of	your	
Neopet	 responsibilities	 and	
turn	a	profit	at	the	same	time?	
Why	not	sell	your	Neopet	for	
dangerous	 medical	 research?	
Patron	H34rtl3ssB4stig3	 tells	
you	how!	

magic: the gathering: rate my cards!
Contest with WizO Fraxus (PRIZES AWARDED!!)
All	you	have	to	do	to	enter	this	exciting	boards	contest	
is	 mail	 all	 your	 Magic	 cards	 to	 WizO	 Fraxus.	 Fraxus	
will	 rate	your	cards	 for	you,	 telling	you	whether	 they	
are	valuable	or	just	don’t	make	the	grade.	This	generous	
WizO	will	kindly	discard	any	worthless	cards	for	you	
absolutely	 free!	 Any	 valuable	 cards	 will	 be	 lovingly	
cherished,	 and	 Fraxus	 promises	 to	 think	 well	 of	 you	

the

that might have been
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while	using	them	to	beat	the	pants	off	opponents	at	
tournaments.	Whoever	sends	in	the	most	cards	that	
Fraxus	can	use	gets	a	box	of	Chimney	Imps.

Axis & Allies minis: the importance of troop 
morale
Workshop with PattnRawks
“Killing	the	enemy’s	courage	is	as	vital	as	killing	his	
troops,”	said	Carl	von	Clausewitz.	In	this	workshop,	
patron	PattnRawks	will	give	you	some	great	ideas	for	
keeping	 the	 courage	 of	 your	 Axis	 and	 Allies	 minis	
alive.	Here	are	just	a	few	of	the	ideas	she’ll	broach	in	
her	talk.

Avoid	 miniature	 burnout	 by	 planning	 a	 few	
entertainment	 nights	 for	 your	 figures.	 For	
example,	 you	 could	 set	 them	 up	 on	 a	 table	 in	
front	of	the	TV	and	pop	in	some	old	Bob	Hope	
USO	DVDs.
Improve	the	morale	of	your	minis	through	proper	
accommodations.	 Tossing	 them	 all	 together	 in	
an	old	shoebox	and	stuffing	them	under	the	bed	
does	 not	 contribute	 to	 esprit de corps.	 Instead,	
try	putting	them	out	on	a	high	shelf	where	they	
can	have	a	nice	view.
Allow	your	minis	to	blow	off	some	steam	once	in	
a	while.	Let	them	stand	in	for	the	D&D	minis	for	
a	 nice,	 rousing,	 swords-and-sorcery	 adventure,	
for	instance.

The	 above	 ideas	 are	 just	 a	 few	 of	 the	 many	 that	
PattnRawks	will	provide	to	boost	your	minis’	morale.	
Bring	your	minis	along	 to	 the	chat	as	well,	 so	 they	
can	add	their	input	and	advice!

hecatomb: best satan summonings
Contest with WizO Keldar (PRIZES AWARDED!!)
In	 this	 message	 board	 contest,	 participants	 post	
how	they	have	used	their	precious	Hecatomb	decks	
to	 summon	 Satan	 (or	 any	 lesser	 malefic	 entity).	
Everyone	knows	that	Hecatomb	is	the	pathway	to	the	
Nine	Hells,	and	now	you	can	show	off	your	demon-
cred	for	your	friends.	The	participant	with	the	best	
story	 wins	 one	 innocent	 soul,	 still	 in	 its	 original	
packaging.	 The	 second-place	 winner	 will	 receive	 a	
set	 of	 foam	 horns	 designed	 to	 let	 the	 wearer	 fit	 in	
better	with	his	new	evil	friends.

•

•

•

hecatomb trivia overload answers

one-point Questions:
1.	Forty	(Hecatomb	rulebook,	page	9).
2.	 Corruption,	 Deceit,	 Destruction,	 and	 Greed	

(Hecatomb	rulebook,	page	5).
3.	 Common,	 uncommon,	 or	 rare	 (Hecatomb	

rulebook,	page	5).
4.	Twenty	(Hecatomb	rulebook,	page	3).
5.	Three	(Hecatomb	rulebook,	page	9).
6.	Four	(Hecatomb	rulebook,	page	9).
7.	Mana	(Hecatomb	rulebook,	page	5).
8.	Six	(Hecatomb	rulebook,	page	8).
9.	 Gain	 1	 Soul	 (Hecatomb	 rulebook,	 pages	 10	

and	11).
10.	Any	(Hecatomb	rulebook,	page	11).

two-point Questions:
1.	 Minion,	 fate,	 relic,	 and	 god	 (Hecatomb	 rule-

book,	page	7).
2.	Blocked	(Hecatomb	rulebook,	page	22).
3.	Martyr	(Hecatomb	rulebook,	page	23).
4.	Celery	(Hecatomb	General	Forum).
5.	Greed	(Hecatomb	rulebook,	page	6).
6.	 Corruption	 and	 Deceit	 (Hecatomb	 rulebook,	

page	28).
7.	Pretty Faces	(Hecatomb	Fan	Fiction	Forum).
8.	True	believers	(Hecatomb	rulebook,	page	15).
9.	Trickery	(Hecatomb	rulebook,	page	6).
10.	 A	 shapeshifter	 (Hecatomb	 rulebook,	 page	

27).

three-point Questions:
1.	Mesoamerica	(Hecatomb	rulebook,	page	27).
2.	Deeds	(True	Gargoyle,	Card	#134).
3.	Hunger	(Card	#48).
4.	The	Jester	(Card	#70).
5.	Ravenous	Reaver	(Card	#102).
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by mrs. wizo Ki-rin (fiona) and the wizards 
of the coast community

This	 issue’s	 celebrity	 interview	 is	 with	 Mark	
Rosewater	 (MaRo),	 head	 designer	 for	 the	
Magic:	the	Gathering	game,	and	Brady	Dom-
mermuth,	who	is	in	charge	of	its	world	devel-

opment.	Both	have	communicated	with	the	community	
via	the	message	boards	and	appeared	as	special	guests	
at	UnCon	2005.	Interview	questions	were	supplied	by	
WizO	 Mengde,	 WizO	 KwaiChang,	 Athena	 Petticord,	
and	 Dan	 Briggs,	 along	 with	 various	 members	 of	 the	
Wizards	Online	Community.

KA:	How	and	when	did	you	start	working	for	Wizards	
of	the	Coast,	Inc.?
MaRo:	 I	 began	 freelancing	 for	 Wizards	 in	 early	 1994	
and	started	as	a	fulltime	employee	in	October	of	1995.	
BD:	I	started	at	Wizards	in	March	1997	as	a	Magic	edi-
tor.	Since	then,	I’ve	been	a	Magic	technical	writer,	Magic	
rules	manager,	Magic	writing	team	manager,	and	Magic	
creative	director.

KA:	Describe	your	current	position	at	Wizards	of	 the	
Coast,	Inc.
MaRo:	As	head	designer	for	Magic:	the	Gathering,	I’m	
in	charge	of	overseeing	all	aspects	of	game	design.	I	also	
oversee	 the	 Magic	 Creative	 Team,	 which	 handles	 the	
art,	 names,	 flavor	 text,	 world	 building,	 card	 concepts,	
and	so	forth.
BD:	I’m	in	charge	of	world	development	for	Magic:	the	
Gathering.	I	work	with	the	art	director,	concept	illustra-
tors,	and	contracted	writers	to	develop	a	style	guide	that	
serves	as	the	creative	basis	for	a	whole	year’s	worth	of	
Magic	sets.	And	because	I	also	write	the	art	descriptions	
for	almost	all	the	cards,	I	personally	decide	what	each	
card	represents	in	the	world	we’ve	built.

KA:	What	sets	have	you	worked	on?
MaRo:	Ravnica	block	was	my	first	as	head	designer.	I	
was	lead	designer	for	the	Tempest,	Urza’s	Destiny,	Un-
glued,	Odyssey,	Mirrodin,	Fifth	Dawn,	Unhinged,	and	
Ravnica	sets.	In	addition,	I’ve	designed	at	least	one	card	
(and	often	many	more)	for	every	expansion	since	Alli-
ances,	and	I’ve	had	my	hand	in	the	design	of	most	sets	
since	Tempest.
BD:	 I’ve	 worked	 on	 Tempest,	 Stronghold,	 Exodus,	
Urza’s	 Saga,	 Urza’s	 Legacy,	 Urza’s	 Destiny,	 Mercadian	
Masques,	 Nemesis,	 Prophecy,	 Invasion,	 Planeshift,	

Apocalypse,	 Odyssey,	 Torment,	 Judgment,	 Onslaught,	
Legions,	 Scourge,	 Mirrodin,	 Darksteel,	 Fifth	 Dawn,	
Champions	 of	 Kamigawa,	 Betrayers	 of	 Kamigawa,	
Saviors	of	Kamigawa,	Ravnica,	Guildpact,	Dissension,	
Time	Spiral,	Sixth	Edition,	Eighth	Edition,	Ninth	Edi-
tion,	Unglued,	and	Unhinged,	plus	 the	 three	sets	cur-
rently	in	development.

KA:	Which,	if	any,	cards	did	you	design	in	the	recently	
released	expansions?
MaRo:	 I	 actually	 designed	 quite	 a	 number	 of	 cards.	
Some	of	my	favorites	from	Ravnica	and	Guildpact	are	
Djinn	 Illuminatus,	 Doublin	 Season,	 Followed	 Foot-
steps,	 Izzet	 Guildmage,	 Mimeofacture,	 and	 Pillory	 of	
the	Sleepless.
BD:	I	don’t	usually	design	individual	cards,	though	I’ve	
been	 on	 design	 teams	 charged	 with	 developing	 me-
chanical	themes	and	so	on.

KA:	What’s	the	best	card	you’ve	personally	designed—
not	the	most	popular,	but	your	personal	favorite?	And	
why?
MaRo:	 I	keep	changing	my	favorite,	but	currently	the	
card	I’m	proudest	of	designing	is	Mindslaver.

KA:	Do	you	have	a	favorite	mechanic	or	color	combina-
tion?
MaRo:	My	favorite	mechanic	that	I	designed	is	the	split	
cards,	though	hybrid	cards	is	a	close	runner-up.	
BD:	 I	guess	kicker	 is	my	 favorite	mechanic,	but	 that’s	
kind	of	a	cheaty	answer	because	kicker	can	do	so	many	
different	things.

KA:	 What	 are	 your	 favorite	 and	 least	 favorite	 expan-
sions?
MaRo:	 I	have	a	strong	emotional	attachment	to	Tem-
pest,	Mirrodin,	Ravnica	and	the	Un-sets.
BD:	My	favorite	expansion	is	Ravnica,	because	it	con-
tains	many	of	the	best	ideas	I’ve	ever	had	for	Magic.	My	
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least	 favorite	 is	 probably	 Prophecy.	 It’s	 got	 some	 cool	
cards	 here	 and	 there,	 but	 “rhystic”	 is	 such	 a	 dog	 of	 a	
mechanical	theme	that	it	weighs	down	the	whole	set.

KA:	On	a	more	personal	note,	what	are	your	hobbies?
MaRo:	 I	have	 three	kids,	 so	most	of	my	spare	 time	 is	
spent	with	them.	In	what	little	extra	time	I	have,	I	read	
comics,	play	games,	watch	television,	and	do	a	little	bit	
of	fiction	writing.
BD:	 I	 play	 a	 lot	 of	 games	 in	 my	 spare	 time—mostly	
computer	games	 such	as	Neverwinter	Nights,	 console	
games	such	as	Katamari	Damacy,	and	German	board-
games	such	as	Puerto	Rico.	I’ve	also	been	known	to	do	
some	hiking	and	fencing,	but	I	haven’t	pursued	those	ac-
tivities	for	a	while	now.	These	days,	my	physical	“sports”	
run	more	along	the	lines	of	weeding	and	vacuuming.	

KA:	 Why	 did	 R&D	 feel	 that	 both	 the	 Painlands	 and	
Ravnica	 duals	 were	 needed	 in	 standard	 at	 the	 same	
time?	(Not	that	we’re	complaining	or	anything.)
MaRo:	We	like	to	make	it	easy	to	play	multiple	colors	
when	we	have	multicolor	blocks.	

KA:	Early	on,	MaRo	explained	that	the	arrangement	of	
the	guilds	in	the	various	expansions	was	very	carefully	
planned.	Now	that	we	know	which	guilds	ended	up	in	
each	expansion	of	the	Ravnica	block,	can	you	elaborate	
on	why	those	selections	were	made?
MaRo:	We	set	the	order	based	on	our	desire	to	accom-
plish	 a	 whole	 bunch	 of	 different	 things.	 For	 example,	
we	wanted	each	expansion	to	have	a	guild	with	each	of	
the	 five	 colors,	 at	 least	 one	 ally	 guild	 and	 one	 enemy	
guild,	and	a	fast	deck	and	a	slower	deck.	We	fed	all	these	
criteria	into	a	computer	and	got	one	result—the	order	
we	used.
BD:	I	remember	a	long	conversation	about	which	guilds	
should	go	where,	during	which	Paul	Barclay	(one-time	
Magic	rules	manager)	was	working	quietly	at	his	desk.	
After	 a	 while,	 he	 turned	 around	 and	 announced	 that	
he	had	solved	the	problem—that	is,	he	had	worked	out	
which	distribution	most	evenly	spread	each	of	the	five	
colors	while	dealing	as	little	damage	as	possible	to	the	
Limited	 tournament	 environments.	 I	 don’t	 remember	
the	details,	but	in	hindsight	it	really	did	seem	as	though	
only	one	answer	existed.

KA:	Why	bring	cyclops	back	in	Guildpact	and	then	Vi-
sions,	leaving	the	Mirage	cyclops	as	a	giant?	And	why	
not	make	it	a	subset	of	giant	to	keep	everyone	happy?
MaRo:	 During	 Mirage	 block,	 we	 tried	 shrinking	 the	
number	of	existing	creature	types,	and	thus	reducing	all	
cyclops	to	giants.	During	recent	evaluations,	we	decid-

ed	that	we	had	gone	too	far,	so	we	have	started	pulling	
back	in	a	few	areas.	Cyclops	is	one	of	those.
BD:	Retroactive	creature-type	changes	can	cause	chaos	
and	result	in	unfortunate	repercussions	for	the	game.	If	
we	ever	wanted	to	change	the	creature	types	of	already	
printed	cards,	we	could	accomplish	it	in	only	two	ways.	
We	could	change	them	as	they’re	reprinted	and	accept	
that	some	cards	will	never	get	the	changes	they	need,	or	
we	could	change	all	of	them	in	one	fell	swoop.	That	sec-
ond	option	would	be	a	huge	undertaking,	and	we’re	not	
sure	we	even	have	the	time	and	manpower	to	do	it.

KA:	Will	you	be	staying	with	the	Artifact	deck,	and	if	
so,	will	you	be	coming	out	with	any	new	Artifact	weap-
on	types	or	creatures?
MaRo:	We	have	no	plans	to	innovate	with	artifacts	in	
the	near	future.	One	day,	however,	we	will	return	to	a	
block	with	an	artifact	 theme,	because	we	plan	on	fix-
ing	the	few	mistakes	we	made	during	Mirrodin.	At	that	
time,	we	will	evaluate	whether	we	want	to	do	anything	
new	with	artifacts.
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KA:	 When	 you	 develop	 the	 cards,	 do	 you	 just	 try	 to	
keep	the	 theme	in	mind,	or	do	you	consider	different	
combinations	of	cards?
MaRo:	We	tend	to	design	cards	with	the	theme	in	mind	
and	not	 think	about	specific	combinations.	When	the	
set	gets	to	the	development	phase,	then	it’s	time	to	make	
sure	it	has	no	degenerate	combinations.

KA:	Are	you	happy	with	how	the	color	wheel	has	spun?	
Is	the	balance	now	correct,	or	is	any	one	color	still	con-
cerning	you	power-wise?
MaRo:	 The	 color	 pie	 is	 an	 ever-evolving	 entity.	 That	
said,	however,	I	think	we’ve	gotten	it	to	a	point	where	
the	changes	will	be	much	slower	and	much	more	sub-
tle.

KA:	Do	you	try	to	cater	more	to	the	tournament	players	
or	the	casual	players?	Or	both?	
MaRo:	We	try	to	please	both.	The	challenge	of	making	
a	trading	card	game	is	finding	a	way	to	make	all	its	dif-
ferent	audiences	happy.
BD:	 The	 creative	 side	 tries	 to	 appeal	 more	 to	 casual	
players.	A	small	percentage	of	tournament	players	care	
about	the	creative	elements	of	cards,	but	 the	vast	ma-
jority	ask	only	one	thing	of	each	card’s	name,	art,	and	
flavor	text—that	they	not	get	in	the	way	of	playing	and	
discussing	the	cards.

KA:	Do	you	design	cards	 so	 that	players	on	a	budget	
can	still	have	a	good	time	with	the	game?
MaRo:	We	try	to	include	good	cards	at	all	three	rarities,	
specifically	to	ensure	that	players	with	less	money	can	
still	get	their	hands	on	enough	to	enjoy	the	game.

KA:	 How	 do	 you	 keep	 coming	 up	 with	 new	 stuff	 for	
a	 game	 that’s	 been	 out	 so	 long?	 Don’t	 you	 sometimes	
wonder	if	it’s	all	been	done?
MaRo: Magic:	the	Gathering	is	a	very	rich,	deep	game.	
I’ve	been	designing	for	ten	years	now,	and	I	feel	I	have	
just	as	much	opportunity	to	develop	cool	new	ideas	and	
mechanics	as	I	did	ten	years	ago.	In	part,	 this	endless	
untapped	potential	results	from	the	fact	that	our	design	
technology	keeps	improving	and	we	keep	finding	new	
veins	of	design	to	explore.	But	the	game	system	lends	
itself	 amazingly	 well	 to	 new	 ideas,	 primarily	 because	
Richard	Garfield	created	 the	most	adaptive	game	sys-
tem	I’ve	ever	played	with.

KA:	What’s	your	toughest	challenge	when	it	comes	to	
balancing	new	cards	for	tournament	play?
MaRo:	Balancing	a	card	is	more	of	a	development	issue.	
I’m	a	designer.	How	do	I	balance	a	card?	I	give	it	to	a	
developer.

KA:	 Is	 there	 a	 concept	 you’d	 like	 to	 incorporate	 but	
haven’t	been	able	to	make	work?	
MaRo:	Lots	and	lots	of	concepts	fall	into	that	category.	
For	example,	we’ve	talked	about	a	sixth	color	multiple	
times,	but	we’ve	yet	to	find	an	approach	that	works.
BD:	I	have	a	few	concepts	I’d	like	to	try	to	make	work.	
But	I	can’t	discuss	them,	because	if	I	ever	do	figure	out	
how	to	make	them	work,	I	want	them	to	be	a	surprise	
to	players.

KA:	Do	you	think	the	game	has	too	many	rules?	With	
the	shadow,	the	trample,	defenses,	and	so	forth,	it	seems	
like	Magic	is	getting	too	complicated	for	casual	play.	Do	
you	think	the	game	is	tougher	to	get	into	now	than	it	
was	in	earlier	days?
MaRo:	I	don’t	think	the	complication	of	the	game	scares	
the	people	who	play	Magic.	In	fact,	I	think	a	lot	of	our	
players	enjoy	having	a	complex	entity	that	they	under-
stand.	 Getting	 new	 players	 is	 always	 a	 challenge,	 but	
one	of	the	bonuses	of	Magic	is	that	the	base	part	of	the	
game	 is	 actually	 pretty	 simple.	 Once	 you’ve	 mastered	
that,	you’re	good	to	go	because	all	the	new	rules	are	on	
the	cards	themselves.
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BD:	That’s	a	good	question.	Magic	is	more	than	a	decade	
old	now.	If	we	didn’t	keep	adding	new	elements	to	the	
game,	I	 think	our	existing	players	would	start	 to	quit.	
But	 if	we	add	 too	much	new	stuff,	we	might	discour-
age	new	people	from	entering	the	game.	It’s	a	delicate	
balance.	In	general,	though,	I	think	Magic	was	kind	of	
impossible	to	“get	into”	in	1995,	too.	Mechanics	such	as	
trample,	protection,	and	regeneration	(not	to	mention	
banding	and	phasing)	are	all	 incredibly	 complex,	 and	
they’ve	never	been	outlined	in	the	text	box—you	have	
to	go	 to	a	 rulebook	 to	 learn	what	 they	do.	Magic	has	
always	been	a	complex,	messy,	hard-to-learn	game.

KA:	 Do	 you	 worry	 about	 losing	 customers	 who	 can’t	
afford	to	keep	their	decks	competitive?
MaRo:	I	believe	that	Magic	players	gravitate	to	formats	
that	fit	the	way	they	want	to	play.	If	one	format	is	too	
difficult	 to	 keep	 up	 with,	 they	 find	 one	 that	 they	 can	
manage.

KA:	 Have	 you	 attended	 any	 DCI	 tournaments	 and	
watched	your	cards	in	play?
MaRo:	 I	 go	 to	 several	 premiere	 events	 a	 year,	 and	 I	
also	get	out	to	prereleases	whenever	I	can.	In	addition,	
I	make	an	effort	 to	drop	by	 the	occasional	 local	 store	
tournament	whenever	possible.	It’s	awesome	watching	
the	cards	you’ve	sweated	over	for	a	year	actually	being	
played.
BD:	Yes,	I’ve	attended	many	sanctioned	events	over	the	
years,	although	not	even	a	fraction	as	many	as	Rosewa-
ter	has.

KA:	How	often	do	you	browse	the	boards	here	on	the	
website?	 I	 know	 you’re	 busy,	 and	 you	 read	 replies	 to	
your	articles,	but	what	about	just	browsing	some	of	the	
boards	to	see	what	people	are	saying?

MaRo:	I	surf	Magic	sites	every	day.	I’m	constantly	lurk-
ing	in	all	sorts	of	places.	People	don’t	realize	how	often	
I	read	something	they’ve	said	about	me.
BD:	 I	 read	 the	 boards	 intermittently,	 depending	 on	
my	workload.	Sometimes	it’s	as	often	as	a	few	times	a	
week;	 other	 times	 I	 go	 for	 a	 month	 without	 getting	 a	
chance	to	check	in.	I	enjoy	the	discussion	on	the	boards,	
but	 the	 boards	 aren’t	 necessarily	 representative	 of	 the	
larger	Magic	audience,	and	considering	them	so	can	be	
very	 misleading.	 We’ve	 done	 enough	 market	 research	
to	know	that’s	true.	However,	we	still	greatly	value	the	
feedback	we	get	from	reading	the	boards.

KA:	Did	you	enjoy	your	appearance	at	UnCon,	and	will	
you	consider	coming	again?	
MaRo:	 I’ve	come	to	numerous	UnCons	and,	schedule	
allowing,	I’m	sure	I’ll	attend	many	more.	
BD:	Sure.

KA:	Is	there	anything	else	you’d	like	to	share	with	our	
readers?
MaRo:	 I	 can’t	 stress	 how	 proud	 I	 am	 of	 the	 Ravnica	
block.	 I	 don’t	 think	 I	 could	 have	 picked	 a	 better	 first	
block	for	my	reign	as	head	designer.	(Dissension,	by	the	
way,	does	a	great	job	of	capping	off	the	block.)	The	best	
part	 is	 that	 Time	 Spiral	
block	 is	 equally	 as	 cool.	
It’s	 very	 different	 from	
Ravnica,	 but	 I	 think	 the	
players	are	going	to	enjoy	
it	just	as	much.	I	can’t	wait	
for	it	to	come	out,	and	for	
everyone	 to	 see	and	play	
with	it.
BD:	 Merfolk	 aren’t	 gone	
forever.
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