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Elaine Cunningham Discusses New Novel
By James M. Luft
LegionsPublisher@Legionsrealm.com

Q1. On April 21st your new novel Wind
Walker picks up where Tangled Webs,
which was published in 1996, left off. Why

did it take so long for the last installment of the
Starlight and Shadows trilogy?

A1. This is a long story, but I’ll try to briefly
touch on some of the main points. When I was ini-
tially asked to write Liriel’s story, the contract was
written for two books, with more to follow if reader
response warranted.  Tangled Webs was published
shortly before TSR was purchased by Wizards of
the Coast, and without a third book on contract, the
series was shelved in favor of other projects. With a
new company and a new managing editor, it’s not
surprising that the editorial focus shifted. More
emphasis was placed on stories about new charac-
ters and little-known parts of the Realms  – books
that would provide starting points for new readers.
I was asked to write the Counselors & Kings trilo-
gy, set in the land of Halruaa.  The books were
spaced a year apart, so that took up quite a bit of
time.  Throughout this time, the most frequent ques-
tion directed to me in emails, message boards, and
conventions was, “When will there be another
Liriel book?” 

Obviously, interest in the drow is high. WotC

LEGIONS-BOWL 2003 IS FIN ALLY HERE!
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embarked upon the Year of the
Drow, during which several
drow-related game products and
novels would be presented, and
Liriel’s story fit into the overall
plan.  So our girl came down off
the shelf, dusted off her throwing
knives, and got back into busi-
ness.

Q2. With the Songs &
Swords, Starlight & Shadows and
Counselors & Kings series of
books finished, what is next for
Elaine Cunningham?

A2. I’m not entirely certain
that Songs & Swords is finished!
It’s currently a five-book series,
and it may be that there’s another
adventure in store for Arilyn,
Danilo Thann, and Elaith
Craulnober.  These characters
have become so much a part of
my inner landscape that their
story keeps moving along in the
back of my mind, and it will
whether I ever write it or not.  I
should emphasize that there are
no official plans for another book
in this series, but I’d jump all
over an opportunity to revisit
these old friends. 

The next Forgotten Realms
project is a big hardcover book
set in the city of Waterdeep, co-
written with Ed Greenwood.  It’s
scheduled for release in August,
2005.  I’m very excited about this
project, but at this point, I can’t
say much about it.

Q3. Concerning Dark Journey,
your Star Wars: New Jedi Order
novel, did you consider writing
science fiction in the Star Wars
universe a bit of a departure for
you? What drew you to this proj-

ect?
A3. Do you consider Star

Wars to be science fiction?  I’m
not sure that I do.  Sure, it has
space travel and cool gizmos, but
it has much in common with fan-
tasy:  a magic system (the Force),
a hero’s quest, a fundamental
struggle between good and evil.
If I had to characterize Star Wars,
I’d say that it’s a terrific adven-
ture story with a fantasy heart and
a science fiction wardrobe. 

I’ve been a Star Wars fan
since the first movie – which was
also the first movie I ever saw in
a theatre.  Later, I discovered that
George Lucas was influenced by
mythologist Joseph Campbell,
which explains why the story had
so much impact.  It revisits time-
less storytelling themes, in a fun
and entertaining way.  Why
wouldn’t  I want to write a Star
Wars book? Being part of this
pop cultural phenomenon was a
terrific experience.

Q4. Out of all of your charac-
ters, who tends to be your
favorite and who is more similar
to you in terms of feelings and
actions?

A4. None of my characters
are autobiographical.  I’m fond of
all of them, but none of them are
“Mary Sue” characters describing
who I am – or who I wish I could
be.

Q5. Having such tremendous
success as an author of a number
of popular science fiction and
fantasy novels, have you ever
given any consideration to writ-
ing or adding your expertise to
role-playing game products?

A5. Yes, I’ve considered it; in
fact, there was some discussion
with WotC a while back about a
potential game product, but noth-
ing came of that discussion.  I’m
currently working on other proj-
ects, but I may revisit the notion
of writing game products of some
sort in the not-too-distant future.
What I’d really love to do is co-
write a game product with my
son Andrew.  He’s a DM, a rules
lawyer, and a very creative per-
son.  He’s also sixteen, and co-
writing a game product would be
the perfect summer job!

Q6. Elaith Craulnober is one
of my favorite characters, is there
a chance we will see this
enigmatic moon elf be the focus
of his own series of books?

A6. Now you’re talking!
Whenever anyone asks what my
“dream project” in the Realms
would be, I immediately think of
a book featuring Elaith.  But
there are, alas, no plans for one at
this time.  Hope springs eternal.

Q7. What do you find most
rewarding about being a writer?

A7. I like the process of writ-
ing – developing ideas, doing the
research, watching the characters
take shape and come to life, play-
ing with words and themes and
ideas.  I also enjoy the ability to
pursue the oddest topics and most
esoteric interests, knowing that
they’ll all find their way into a
book or story. It’s great to be able
to order a 100-year-old volume of
letters exchanged by Elizabeth I
of England and James VI of
Scotland, or a stack of books on
the New England mafia, or a
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small library of fairy folklore,
and feel not the slightest twinge
of guilt.  It’s research!  And it’s
tax deductible!  Add coffee, and
it just doesn’t get any better this
side of Arvandor.

Q8. What kind of teasers can
you give fans regarding your new
novel Wind Walker?

A8. The book picks up right
after the events of Tangled Webs,
with the sea voyage back to the
mainland.  But before the story
resumes, there’s a prelude that
depicts Fyodor’s final battle in
Rashemen, the out-of-control
berserker rage that resulted in his
exile and his hunt for the
Windwalker amulet.  The main
themes of the story are all set in
motion in this prelude.  It’s diffi-
cult to describe the plot without
giving too much away, but read-
ers will see some tie-ins with
both the War of the Spider Queen
series and the changes that third
edition brought to the drow.

Q9. With the Forgotten
Realms becoming more and more
explored, do you feel as though
there are still new and exciting
things to discover, and if so, can
you give readers an idea of some-
thing you would like to write
about in the future regarding the
realms? Also,
are there any other authors you
would like to co-write a story
with?

A9. The Realms are vast and
sprawling, with dozens of cul-
tures and races.  There are defi-
nitely stories to be told.  Given
my choice, I would like to write
another story in the Songs &

Swords series, a book focusing
on Elaith, and a story—either a
single book or a trilogy – with all
new characters set in the emerg-
ing bardic college in
Silverymoon.  I haven’t given
any thought to co-writing another
story.  Anything’s possible, but I
think that my next co-written
project will be either a game
product or a graphic novel.
Writing is, for the most part, a
very solitary and personal pur-
suit.  

Q10. Last but not least, if
there is anything you would like
to mention or add, please feel
free and once again I’d like to
thank you for this opportunity to
ask a few questions. I look for-
ward to reading the new novel
and have a safe trip on your cur-
rent book
signing tour.

A10. Thanks for your good
wishes, and for taking the time to
chat.  

Actually, I do have a miscella-
neous bit of info.  I’m a long-
time fan of fantasy art, and from
time to time I look around the
web for drow images.  While
there is a lot of very interesting
work, it’s not always easy to find.
There’s no good, single resource
for drow art, not even a good col-
lection of links.  One of the goals
of my author web site
(www.elainecunningham.com) is
to provide content that readers
and gamers might find interesting
and useful.  This strikes me as a
very good project, so I’m current-
ly collecting dark elf art for a
drow art gallery.  Nothing will be

posted without the artist’s permis-
sion, and visitors will be strongly
urged to respect the copyrighted
works.  Even so, this new feature
will provide resources that people
can actually use.

For example, the art will be
organized into searchable data
base, so that you can readily find
all the images of a particular
character (i.e., Drizzt, Liriel,
Lolth) or type of character
(female warrior, priestess, drow
deities).  The art will be dis-
played in “rooms,” (I’ve got a
cartographer working on a muse-
um map, using the Campaign
Cartography dungeon soft-
ware…)  with certain rooms
devoted entirely to one prolific
drow artist, and others grouped
according to type:  traditional,
digital, manga/anime, pencil, car-
toons, sculpture, and so on.
There will also be a list of artists
who do RPG art, for those
gamers who would like to com-
mission an original portrait of a
favorite character.  

It’s a big project, but the first
gallery should be online by early
to mid June.  This will be an
ongoing effort, with new art
added as I find it.  I’ll send a note
to the folks on my emailing list
when the gallery is up and run-
ning.  Those who haven’t sub-
scribed to the newsletter list can
stop by the web site, www.elaine-
cunningham.com, to check on
progress.

Thanks again for taking time
to chat.  And now, I’m off for
Waterdeep….
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Read On As We Explore the World of the Sovereign Stone
Conceived by Larry Elmore, Margaret Weiss and Tracy Hickman
By James M. Luft
LegionsPublisher@Legionsrealm.com

They say a picture says a
thousand words. When
viewing the artwork of

Larry Elmore, a picture can give
birth to heroes, or define a whole
world. In 1983 Dragonlance co-
author Tracy Hickman began to tell
Larry elmore a story and in a short
amount of time, the world of
Dragonlance began to take shape. 

Years later, Larry Elmore had a
vision for a world of his own, a
world of seafaring orcs, elves who
bear a cultural resemblance to
medieval japan, a nomadic race of
dwarves akin to the mongols and a
civilization of humans who are in a
constant battle between good and
evil. 

From the fertile imagination of
Larry Elmore, the realm of
Sovereign Stone began to take
shape. Elmore’s concepts allowed
for Margaret Weiss and Tracy
Hickman, the original Dragonlance
authors, to pen the tales which
would flesh out the world of
Loerem. Two books later with a
third in the works enabled
Sovereign Press to publish the
Sovereign Stone Rpg which
achieved tremendous success. Read
on as Legions Realm Monthly takes

a look at the Sovereign Stone
Core Rulebook, additional
Sovereign Stone Supplements and
two of the the realms first adven-
tures.

The Sovereign Stone Rpg ben-
efits from using the d20 game
system and requires the Dungeons
& Dragons 3rd edition Players
Handbook, but doesn’t rely on the
use of the ever popular game
engine alone. Sovereign Stone
uses some new and innovative
ideas to bring your game session
to life like never before. A new
magic system, which will be dis-
cussed under the Codex
Mysterium entry, allows for
magic users to cast far more com-
plex and destructive spells. While
there are some new features, the
Sovereign Stone Rpg still utilizes
nearly all of the rules and functions
of the 3rd edition Players
Handbook; feats, prestige classes,
skills and the combat system, giv-
ing the realm of Sovereign Stone
much to offer.

The history of the Loerem is
carved from high fantasy. Love &
hate, destiny, jealousy, conflict and
revenge are all classic concepts and
when applied correctly, they make
for a memorable story. Fortunately
the writers of the world of Loerem
have some experience in creating

the grand scope of adventure.
Sovereign Stone doesn’t necessarily
follow in the same footsteps as the
Dragonlance saga, but it does come

(Continued Next Page)

Sovereign Stone
Campaign Source Book

Sovereign Press
224 Pages - MSRP: $29.95

www.sovpress.com
RATING:  A+
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from similar molds.
The premise of the world of

Loerem is as follows; Prince
Dagnarus, the eldest brother of the
Royal Family, vies for the throne
and will accomplish this by any
means necessary. Standing in his
way is a half-brother, Helmos, who
is loved by the kingdom of
Vinnegael more than feared and the
legendary Dominion Lords, peace
keepers and protectors of the
realms. At the center of all the tur-
moil in Loerem is the Sovereign
Stone. A crystal pyramid was given
to King Tamaros, King of
Vinnegael, and he in turn gave a
piece of the stone to the other races
of Loerem. This did not bring peace
as the King had hoped, only more
problems which Dagnarus took
advantage of as he waged his agen-
das to attain the throne.

Eventually, the Sovereign Stone
became displaced throughout the
realms as Dagnarus marched on
Vinnengael and confronted his
brother. The result was the destruc-
tion of the city and the death of sup-
posed deaths of Helmos and
Dagnarus. It’s in this current time
frame where new adventures can
decide the fate of the people of
Loerem and the Sovereign Stone
itself.

The core rulebook offers readers
all they will need to know to begin
their journey in the lands of
Loerem. Presented in the beginning
of the book is a wonderfully illus-
trated map of the world which is
very reminiscent of the cartography
done for the world of Krynn.

Sovereign Stone introduces us to
familiar character races, but with a
bit of a twist. These are not ordinary
dwarves, elves, and orcs. Each race

has a new identity associated with
them in addition to new goals and
stereotypes.

The character classes in
Loerem are also unique. While
Sovereign Stone does require the
use of the 3rd edition Players
Handbook by WOTC, there are
new character classes unique to
Loerem. The Archer, Elemental
Mage, Mounted Warrior, Stalker
and Void Mage are just a few.

The chapters following detail
all of the new skills, feats and
equipment that is native to
Loerem. What would a campaign
world be with its flavor and much
of it can be found here.

Chapters on Adventuring in
Loerem and the Beasts of Loerem
also make good reading for first
time players. These chapters will
give you a sense of the wonder and
danger that reside throughout these
realms. The Beasts of Loerem give
GM’s an opportunity to introduce
some of the realms denizens if they
currently don’t have access to the
Bestiary of Loerem.

Magic in Loerem is very
unique. While there is a chapter on
Magic and its roles and uses in the
Sovereign Stone Campaign
Sourcebook, the Codex Mysterium
expands into great detail on
Sovereign Stone’s unique magic
system.

All magic is separated by ele-
ments; Air, Earth, Fire and Water
with a little bit of each element
needed to cast specific spells. There
is s fifth element - the Void which
represents all of the negative energy
in the world. The new method for
casting spells, which was specifical-
ly designed for the Sovereign Stone
Rpg, is truly one of a kind and very
cool. The “Casting Threshold” sys-

tem allows magic-users to maxi-
mize more of their potential as well
as create their own clever and pow-
erful spells. (Ex. take from page 38
of the Codex Mysterium: Cael, a
5th level dwarven fire mage needs
to cast a spell while in combat. He
decides to cast Fiery Breath and has
a CT of 26. He begins casting on his
initiative and rolls a d20 scoring 13,
he then adds in his spell level +5
giving him a total of 18. On Cael’s
next round he rolls the d20 again
and scores a 10. When added
together 18 + 10, this gives Cael
more than enough to reach the CT
and cast his spell.

Codex Mysterium offers magic-
(Continued Next Page)

(Spotlight On Rpg’s Continued)

Sovereign Stone:
Codex Mysterium

Sovereign Press
200 Pages - MSRP: $29.95

www.sovpress.com
RATING:  A+
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users over 200 new spells to add to
their repitoire and new prestige
classes including the Artificer,
Hallowed Earth Cultist, Death
Mage, Element Master, War Mage
and more.

New magical items as well as
detailed information on some of the
most powerful magic-using organi-
zations, the battle-mages of the
Temple of the Magi, the mysterious
and powerful Elven Wyred and the
Mage-Guilds of Dunkarga to name
a few, give spellcasters of Loerem
much information at their disposal.

In addition to the Sovereign
Stone Campaign Sourcebook and
the Codex Mysterium there are a
variety of sourcebooks that are very
useful for players and indispensable
to game masters. The first is Old
Vinnengael: The City of Sorrows.
This book details the old city and its
fate which was featured in Well of
Darkness, Book One of the
Sovereign Stone Trilogy written by
Margaret Weis & Tracy Hickman.

Vinnengael was the center of the
Vinnegaelian empire which was the
focal point for magic, military
power and mercantile wealth.
During the time of the great city,
there was a golden age of peace and
prosperity until the gods give the
King of the Vinnegaelian empire the
Sovereign Stone in an attempt to
unite the people of Loerem. It is in
these tragic actions and in the plots
and machinations of the King
Tamaros’s own son, Dagnarus, that
the events of the cities demise begin
to play themselves out.

The sourcebook gives great
detail on the cities tragic fall. It
begins with a very descriptive time-
line starting from the settling of the

lands which make up the
Vinnegaelean empire to the empires
capital in the year 522.

Everything is detailed regarding
Vinnegael from the outside to the
inside. The Royal Highways, the
Royal Forest Preserves as well as
the surrounding rivers and land-
scape give great vision to the imagi-
nation of Doug Niles who wrote this
book. Each district inside the city is
also given great care and detail. The
Mysterium, The Pit and the
Waterfront District are all uncovered
in the Great Commercial Districts.
Subsequent districts are broken
down into the Ethnic Districts for
each of Loerems races, The Elite
Districts for ambassadors, diplomats
and officials, and The Districts
Royale for the Vinnegaelean Royal

Family. No stone or street is left
unturned in this supplement. 

If you plan on having adventure
in the ruins of Old Vinnegael or
want to travel the city at the height
of its popularity and influence, this
sourcebook is an absolute must
have. The last chapter of Old
Vinnegael describes adventuring in
the cities remains. New prestige
classes are made available, new
spells and magic items complete the
resources the sourcebook has to
offer. 

Topping it all off is a short
adventure to introduce players to
this ancient city. The Goodrun
Conspiracy is for 4-6 characters of
7th level and takes place during the
cities final days before the army of
Prince Dagnarus invades the city

(Spotlight On Rpg’s Continued)

Sovereign Stone: 
The Taan Sourcebook

Sovereign Press
112 Pages - MSRP: $19.95

www.sovpress.com
RATING:  B+

Sovereign Stone:
Old Vinnengael
Sovereign Press

128 Pages - MSRP: $19.95
www.sovpress.com

RATING:  A
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bringing about its destruction. Should characters
survive the events about to transpire, they will
have a great reference point for the Sovereign
Stone Campaign Setting as well as give players a
chance to live through history and help shape its
future.

The second source book featured in our arti-
cle is the Taan. What exactly are the Taan and
what do they want. If you survive an encounter
with these visitors from the Void long enough to
learn some answers to these questions, you are
indeed a great adventurer.

The Taan, the first of many sourcebooks
designed to detail the races of Loerem, written
by Jean Rabe and Janet Pack describes the fol-
lowers of the Demi-god Dagnarus. Standing
between 6 and 7 feet tall, these saurial creatures are bar-
baric in nature but have a very sorted social structure
ranging from warriors, scouts, taskers, shaman and
archers.

The cornerstone of the Taan’s life is religion. Before
the coming of Dagnarus, the Taan were nature oriented
and held rituals much akin to druids, but far more
severe. Upon the arrival of Dagnarus, the Taan made
him their one and only god and were rewarded with
food, weapons to defeat their enemies and power. From
the early days of Dagnarus’s arrival he began to build
his army from the Taan. Out of all, only three were cho-
sen to become extensions of the Lord of the Void. Three
Taan were chose to become Vrykyl, the dreaded knights
of the void. Beneath Dagnarus, these Taan are god-
blessed and highly revered.

The Taan are a very dangerous race due to their
fighting prowess, but are even more deadly because of
their innate ability to sense void magic. The Taan can
detect void spells, void magic items and the taint of
someone who practices void magic.

Within their social structure, only Shamans are per-
mitted to use magic spells. Throughout the section of
magic contained in the Taan Sourcebook there are a
variety of gemstone enchantments, which warriors can
use in battle due to the nature of the magic, and a num-
ber of void spells that are unique to the Taan.

Also included are the weapons of the Taan such as
the Kral - a longspear embedded with emerald shards,
the Purdoc-al - a shortspear carved of ebony and inlaid
with diamond shards giving great benefits to ones dex-
terity and agility, the Cloak of Duq-tuq - crafted from

the hid of an extinct cat found on the Taan homeworld,
this cloak grants a certain amount of damage reduction
and the Lenrc of which there are only three - leather
strips worn around the head of a taan wishing to read
the thoughts of another creature. The process is very
painful as teeth embedded around the leather torc are
sunk into the wearer’s neck while attempting to read
another's thoughts.

The Taan Sourcebook also offers insight into Taan
culture, technology and the army of Dagnarus. There
are also new prestige classes for taan and half-taan
player characters to choose from; the Avenging Hand,
the Black Veil Shaman, the Feral Warrior and the Taan
Weapons Master give players more options and avenues
to explore with their Taan characters.

Completing the Taan Sourcebook are several adven-
ture seeds useful for either introducing the Taan into
your Sovereign Stone campaign or giving your players
a challenging night of fun and adventure. Nine scener-
ies to choose from offer a variety of adventure types to
keep your players guessing and on their toes.

Hopefully these Sovereign Stone sourcebooks and
accessories will give both game masters and players
alike more of an idea of what the world of Loerem has
to offer. If you’re not initially keen on spending the
money on the core books, you also have the option of
picking up the two novels that started it all, Well of
Darkness and the follow-up Guardians of the Lost.
Written by Margaret Weis and Tracy Hickman, these
novels will introduce readers to the Sovereign Stone
Series and prepare them for the third book of the trilogy
due out sometime in the immediate future.
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By James M. Luft
LegionsPublisher@Legionsrealm.com

Q1. Being a writer of the Warhammer world,
are you an avid fan of Games
Workshop Miniatures, and if so, do you

prefer to paint or play?
A1. Yes, a long-standing fan in terms of an

admiration for the wonderful and
inspired sculpting and design. An RPGer of the old
school (Traveller, D&D,
Cthulhu) I have spent a lot of time over the years
painting and playing with
miniatures. These days, most of my time is spent
engaging with the ‘source’
material and planning fiction, but I still play and
paint occasionally,
usually when my daughters are in the mood to
expand their armies.

Q2. Early on in the book there is a lot of action
and combat, the battle
descriptions are utterly fantastic. Do you have any
kind of background or
have an big interest in war games that helped you
flesh these sequences out?

A2. An interest in military history generally, I
think. And a misspent youth
as an RPGer, as I said.

Q3. “Ghostmaker,” another book you wrote for
the Black Library focuses on
the universe of Warhammer 40K. Do you prefer
writing in one niche or the
other?

A3. I’ve written twelve novels for the Black
Library so far, and lots of
short fiction and strips, and the vast majority has
been 40K. Ghostmaker,
which you mention, is actually the second book in
my most successful
sequence, the Gaunt’s Ghosts novels, very much
military sci-fi. So I guess I
prefer that niche - the vast freedoms of the 40k
universe, the modern technology etc. I’ve co-writ-

ten two Warhammer novels, but Riders of the Dead
is my first solo Warhammer venture. I loved writ-
ing it, and I think I found my way in by treating it
like the 40K stuff...that is to say, not as fantasy, but
as reality, as a recreation of a real time and place,
as authentic as possible. I’m itching to do more
now.

Q4. Gerlach Heileman and Karl Reiner Vollen
are the two principle characters of the novel; where
did their concepts spring from?

A4. I wanted two superficially similar but fun-
damentally different characters that I could arc in
oblique but actually parallel ways. Both had to be
essentially flawed but likable, and they had to be
able to respond to changes that, though often sur-

Ride with the Riders of the Dead
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prising, made perfect sense. The
novel’s as much about change as
anything else; good, bad; expect-
ed, unexpected.

Q5. What does Dan Abnett
have store in the future for loyal
fans and readers of the
Warhammer novel line?

Q5. I have some Warhammer
ideas bubbling under. I’m writing
a set of short stories right now
for Inferno called Fell Cargo,
which are about pirates in the
Tilean Sea. I think a novel may
come out of that. My current
novel work is Sabbat Martyr, the
seventh in the Gaunt sequence,
and a major, epic episode. After
that, I’m going to be starting on
Ravenor, the first of an Inquisitor
sequence to follow the Eisenhorn
Trilogy.

Q6. Can you give us a little
bit of background information
about yourself; hobbies, area of
expertise, education, or any other
such thing so readers
can get to know you better.

Q6. Let’s see...I read English
at Oxford and then entered the
comic industry as an editor with
Marvel in London. During that
time I started writing, and then
went freelance full time. I’ve
written a lot of stuff over the
years, but currently I’m focused
on the work for Black Library,
Legion of Superheroes for DC
comics, and strips like Sinister
Dexter, Durham Red and the
VCs for 2000AD. When I’m not
writing I like to watch movies,
play the classical guitar and gen-
erally do normal person things.

Q7. What is your favorite

medium to work in; novels,
comics or another?

A7. I’d probably have to say
novels for sheer job satisfaction,
but I do love comics.
Q8. How did you develop into

a writer? What are your influ-
ences and what was the last
comic or novel you read that
impressed you.

A8. I think I’ve developed by
writing. I think the more you do,
the more you find you can do in
terms of scope and range. A little
like physically training for a
sport. I read an awful lot too, for
inspiration - not in terms of
ideas, but in terms of enthusiasm.
These days, it’s a lot more fact
than fiction, but over the years
I’d cite a wide range of inspira-
tional authors...Bradbury,
Lovecraft, Jonathan Carroll, Iain
M Banks, James Lee Burke,
Peter Ackroyd, Martin Cruz
Smith, Jack Vance....in comics, I
think you’d have to look very
hard to find better writers than
Alan Moore and Grant Morrison.

Q9. When you are writing, do
you already have it decided on
how your characters will
progress and change, or is it
more of a continual transforma-
tion?

A9. Both. I always know
where the book’s going and
roughly how I’m intending to get
there...it’d be madness to start
writing without a firm plan. But
sometimes some of the steps
along the way are organic deci-
sions on the spot, or sudden ideas
that I get while wrestling with a
plot sequence.

GHOSTMAKER
By Dan Abnett

Book Six of the Ghaunt’s
Ghosts Series

The tide of war begins to

turn in the Sabbat Worlds

Crusade as beleaguered

imperial forces begin a

fierce counter-offensive

against the dark armies of

Chaos. for Commissar

Ibram Gaunt and the Tanith

First-and-Only, it is the

beginning of a battle that

may force them to sacrifice

not only their lives, but

their very souls.
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By Joe Michalochick
starrbearer@legionsrealm.com

I thought id begin this month
with something I have been
faithfully reading for the

last several months and it has
me hooked. Batman is BACK!!!
The dark knight is once again
on top of the comic world and
Jeph Loeb and Jim Lee are
mostly to thank for it. Batman
is as bad as he has ever been in
this new storyline which started
with Batman 609 and is still
running currently up to issue
614 which was just released. 

The storyline is entitled
“hush”. The mystery involves
someone wrapped in bandages
running around and causing
chaos in Batman’s life. This
mystery villain has had contacts
with many other famous rogues
from past adventures such as:
Harley Quinn, Poison Ivy,
Killer Croc, and most recently
the Joker. It seems as if he is
manipulating them into causing
bats a world of chaos and insan-
ity. Poison Ivy went so far as to
infect Superman with her “poi-
son kiss” and cause a battle
between the dark knight and

supes. (Batman 612 another
amazing issue). Catwoman is
right along side Batman
through most of the storyline
as well even as Bruce
Wayne’s date at the opera
when all hell breaks loose.
Harley Quinn attacks all the
audience members and
Bruce and Selina get into
costume to kick some
butt….I am anxiously await-
ing every installment in this
story just to figure out who
the “ mystery man” behind it
all is….There has been some
speculation: Two-face, Ras
Al Ghul, even a former part-
ner of Batman who suppos-
edly died from an explosion
many many years ago. 

The story is one of the most
well written in years and has me
reading Batman again for the
first time since the “Broken
Bat” story of the mid-90’s. The
artwork is phenomenal. Batman
looks as dark and brooding as
he ever has. Even the villains
look really cool as well.
Catwoman is sexy and yet dead-
ly, Croc is huge, Ivy is ever the
seductress and the Joker is
almost to the point of being

zombie-like in an insane sort of
way. 

Definitely do yourself a
favor and pick this up. The first
issues are already in 2nd print-
ing and probably heading to 3rd
but you can now find them
reprinted in two issue format.
Batman has never better and the
story has never been so intense.
This is definitely a must read
book again. Go read it …. no
really …. go get it
now…………A++++++
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By Joe Michalochick
starrbearer@legionsrealm.com

Continuing on with my
Dark Knight theme….I
picked up a graphic novel

last week called: Batman Child
Of Dreams: by Kia Asamiya with
Max Allan Collins. 

I saw this in my local book-
store and was drawn to buy it just
from the cover alone..(you cant
really read it because its sealed in
plastic) I thought it looked like a
real good buy for 24.95. Its really
a huge book. 

When I got it home a
unwrapped it I noticed right away
that it was done in black and
white. Im not really a fan of non-
colored books but I began read-
ing and was instantly hooked.
What a story and plotline and the
artwork is almost like anime
meets the comic world. Batman
and the Gotham City surround-
ings look great. 

The story involves a reporter
from Japan named Yuko Yagi.
She wants to get a TV interview
with Batman as her ultimate
story. She travels to Gotham in
search of the Dark Knight and as
soon as they arrive they see the
famous Bat Signal overhead as
they are driving. (artwork on this
page was again superb…really
made you feel what it would be
like to be driving through
Gotham for the first time and see-
ing that up in the sky. 

She ends up following a
police scanner to the scene of a
hostage situation where Two-
Face is held up inside a building.
She immediately sneaks up to the

floor where the action is with her
team and of course gets discov-
ered. Batman shows up and takes
out two-face. What he can’t
understand though is that face
was supposed to be locked away
safely at Arkham Asylum. 

Soon after as face is being
rushed back to Arkham his body
suddenly burns up and all that’s
left is ashes. Bats turns down the
interview with Yuko and she is
then told to leave by
Commissioner Gordon. Of course
she doesn’t and this is where the
mystery unfolds. She eventually
joins with Batman to find out
who or what is causing the latest
mystery. 

I was really surprised by the
artwork especially being black
and white but after reading it I
really didn’t mind much at all.
You'll be drawn into the very cool
plotline right from the start until
you finish the 338 page book.
Check it out…fans of anime
would really like this one as
well……

DEMON
WARS

R.A. SALVATORE’S
CLASSIC FANTASY

ADVENTURE SERIES
HAS COME TO

COMIC BOOKS!
ON SALE MONTHLY

FROM
CODE 6 COMICS!
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By Joe Michalochick
starrbearer@legionsrealm.com

Everyone remembers the Fantastic Four
right? You know, the stretchy guy, the
guy made of rocks, invisible girl or

woman as she is now and the guy who lights
himself on fire.. Well that’s close…Mr. Fantastic,
The Thing, The invisible woman and The Human
Torch are all still around after all these years. 

These guys have been a part of the Marvel
universe for a very long time. There are now
rumors that a movie might be in the works as
well. With the huge success Marvel has had late-
ly with Daredevil, X2 and soon The Hulk I cer-
tainly wouldn’t doubt it. 

The comic has actually been a good read late-
ly as well. The artwork is brighter and a bit dif-
ferent than longtime fans may be used to but
good and easy on the eyes. The storyline current-
ly running and also why Im back into the book is
about none other than Dr. Doom!!! Absent from
the book for awhile he has returned in a big
way!!! It seems the backstory involves Sue
(Invisible Woman) being pregnant with her 2nd
child. She started having complications due to
the fact that she was bombarded by the cosmic
rays that gave her the superpowers. Reed (mr.
fantastic) was off on a mission when it happened
and her brother Johnny didn’t know what to do to
help her. So he went to get the aid of the team’s
greatest enemy Dr. Doom. He helped deliver the
baby but in the process linked himself spiritually
to the newborn girl. They even had to name the
child after someone doom was close to in return
for his help. 

The story continues with doom having to find
his one true love and kill her in order to become

all-powerful in the sorcery arts. He does this and
is transformed into a totally different yet very
cool version of doom. There is a good mix of
comedy, action and of course drama in this book
and it is a really easy read. If you have ever been
a fan or just want to get into a cool storyline
involving one of Marvel all time baddest bad
guys check it out. The newest issue (cover fea-
tured here) will be involving Ben and Reed going
after his son (also kidnapped by doom) into the
bowels of hell itself. Mark Waid, Mike Wieringo
and Karl Kesel have done a good job at bringing
fans back to the Fantastic Four….
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Legions Realm Features NOVEL APPROACH
This month’s Novel Approach
Focuses on Games Workshop’s
BLack Library

CHAOS CHILD by Ian Watson
Book III of the 

Inquisition War Trilogy

In the war torn galaxy of
the 41st millennium, the holy
Inquisition bears the endless
duty of protecting mankind
from corruption by the Dark
Powers. Devastated by the
death of his closest ally, rene-
gade Inquisitor Jaq Draco pre-
pares to surrender his very
soul to the gods of Chaos, so
he may discover the mythical
place where time is reversed
and the dead may rise again.
Only be renouncing his fanati-
cal faith in the God-Emperor
can he hope to achieve his
ultimate goal - and eternity of
damnation!

WARRIORS OF ULTRAMAR
By Graham McNeil

An Ultramarines Novel

In the cold darkness of
space, the tyranids travel from
world to world, consuming all
in a futile attempt t oslake
their hunger for bio-matter.
Lying directly in their path is
the industrial planet Tarsis
Ultra, where Captain Uriel
Ventris and the Ultramarines
stand shoulder to shoulder
with brother Marines from the
Mortifactors Chapter. Uriel
must accept the barbaric tra-
ditions of his allies and act
against the ancient tactics laid
down in the holy Codex
Astartes in order to destroy
the alien menace.

ANGELS OF DARKNESS
By Gav Thorpe

The Dark Angels Space
Marines are amongst the
most devout of the God-
Emperor’s servants. Their loy-
alty is seemingly beyond ques-
tions and their faith almost
fanatical. But the Chapter har-
bours a dark and horrific
secret that stretches back
over ten thousand years to the
time of the terrible Horus
Heresy. The long-buried
secrets from this dark time
threaten to be unleashed
when Interrogator Chaplain
Boreas discovers that the line
between good and evil is all
too easily crossed!
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The Dead and the

Damned by
Jonathan Green

Badenov’s
Mercenaries are a
group of hard bitten
fighting men. Drawn
from the length and
breadth of the Empire,
they are held together

by a lust for gold and a thirst for glory.
Vampires, ghouls, and rat-men and the Dark
Knights of Chaos all abound in this land, but
Badenov and his men will battle on until the
last of them joins the dead or the damned.

THE MARK OF
DAMNATION 

by James Wallis

Heroic army officer
Karl Hoche finds his
life inexorably changed
after foiling an insidi-
ous ring of Chaos wor-
shippers in the ranks
of the Reiksguard.
Hoche’s actions soon
attract the attention of
the Untersuchung - a

clandestine group dedicated to fighting the
dark forces of Chaos in all of its guises.
Betrayal and corruption are not far away and
when Hoche becomes the very thing he has
sworn to destroy, his mortal soul is torn
between salvation and eternal damnation.

THE LAUGHTER
OF THE DARK

GODS 
Edited By 

David Pringle

(*Excerpt from the
Laughter of Dark Gods
Anthology)

Once more the light-
ning flashed.
Exultation filled him.

He stood untouched and unafraid in the ele-
mental landscape. It seemed that part of him
had come home at last. Kurt raised his sword
to the sky. Its runes glowed red as blood. He
laughed aloud and his voice was merged with
the thunder. - From Laughter of the Dark Gods
by William King.

GIANTSLAYER 
A Gotrek & Felix

Novel By 
William King

A darkness is gath-
ering over the storm-
wracked isle of Albion.
Foul creatures stalk the
lands once more and
the omens foretell the
coming of a great evil. 

Gotrek and Felix are
compelled to fight the malignant evil that terror-
izes the populace before it can grow to threaten
the whole world. With the aid of the mighty high
elf mage, Teelis, they must decipher and utilize
the secrets of the old Ones. Only then can they
hope to save the innocent and vanquish the
dark master.

*All eexcerptts aand  ssynopsis aare ccitted ffor ppromottions oonly wwitth ffuull ccreditt bbeingg ggiven tto tthe oorigginal wwritter.
Leggions RRealm MMontthly aassuumes nno ccreditt ffor wwrittingg aany oof tthe ppreviewed sselecttions.
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Arms & Equipment Guide 
by Wizards of the Coast

How many equipment guides does one
need?  Apparently, you need at least two.
That’s the entire reason we reviewing our

second one this month, Wizards of the Coast’s
Arms and Equipment Guide.  

This 160-page hardcover contains all of the
basic things you would expect to find in an equip-
ment guide: weapons, armor, exotic equipment,
special materials for the construction of new items
and even some cool alchemical items. 

What makes this work stand out from other
equipment guides is that it has a few things the oth-
ers don’t have: comprehensive rules for special
vehicles and vehicle combat, expanded rules for
hirelings and mercenaries and a comprehensive
section of rules devoted to the training of pets and
guard animals.

Open up new areas to your player characters

Ultimate Equipment Guide 
by Mongoose Publishing

I’ve been playing various roleplaying games
for the last eighteen years and I don’t think
I’ve ever seen quite a collection of weapons,

armor, clothes, gadgets and other thinga-ma-bobs
that compares to Mongoose Publishing’s Ultimate
Equipment Guide.

Contained within the hard backed covers are 256
pages filled with almost every imaginable piece of
equipment you could possibly need.  There are even
a few that you probably never imagined.  The
Ultimate Equipment Guide categorizes its contents
in three main ways; items of professional interest,
items of racial origin or interest and craft items or
food, drinks and herbs. 

Each section is loaded with items, some mun-
dane, some masterwork and even a few with minor
magical affects.  Some items are as simple as paper.
Some are as dangerous as the rust orb, an item made

Legions Realm Features REVIEW CORNER

EEquip quip Thyself!hyself!
BY THOMAS SHULTZ |  CROMULUSV@CS.COM

(Continued Next Page) (Continued Next Page)
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with the rules for the gnomish submersible (that’s a
submarine in layman’s terms) or fly the friendly
skies with a dirigible (a.k.a. an airship).  Pirate
problems?  Get yourself an ironclad, a battleship
plated in iron, and launch an assault on their home
base that would make an admiral proud.  Before
you go, it would be best to raise an army for a
ground invasion after you’ve shelled them from the
safety of armored hull.  Why not hire a battalion of
sahaugin to assist you in your conquest of the pirate
island.  They can act as a boarding crew against
any enemy ships that may be a threat.  Perhaps you
hire a minotaur or two for muscle and round out the
rest of your army with some light foot soldiers or
skirmishers.  How much is this little campaign
going to cost you?  It’s all in the book.

When you get back, if you’re still feeling adven-
turous, how about a little trip to the center of the
world in a dwarven tunneler?  When you get back,
you can cruise through the forest in the spider-like
elven forest crawler.

Maybe conquest isn’t in your plans just yet.
Maybe you’re interested in protecting your own
fortification from attack.  To do so, you’ve just pur-
chased several Gelatinous Cubes on the black mar-
ket, or your baby rust monster just hatched and you
need to know how to train it to do what you want it
to do.  Maybe you’ve befriended a dragon hatch-
ling and intend to have it serve you as your mount
some day.  Look no further than this book for sug-
gestions and rules regarding what steps to take to
do so.

A large section of new magic items, both gener-
ic and specific, and a few artifacts round out the

from the antennae of a rust monster.  Some are as
innovative as spell prisms, a way of encoding spells
into glass prisms to eliminate the common spell-
book.

Are you a bard?  How about rules for master-
work musical instruments?  Or perhaps some
reversible clothes to go with your disguise kit to
help escape from that nasty bar owner whose wife
you were coddling?  Let’s say you didn’t get away
and the bar owner has some clout.  Now you’re
about to get hanged for your indiscretions.  An ear-
blade would come in handy to cut the hangman’s
rope.  Maybe you wouldn’t have even been caught
if you had been wearing your Sharkskin suit.

Ok, so you’re not a bard.  You’re a man of the
cloth.  Your idea of excitement is decking yourself
out in extravagant robes and celebrating your
deity’s high holy (or unholy) day.  Look no further
than the Ultimate Equipment Guide for all your
needs.  When you’re done, you can tap a keg of the
ritual wine and then beg your almighty for forgive-
ness the next day by using a portable altar.

Ah.  You’re more the warrior type, are ya?
Well, then visit the Armory or the fighter’s trade for
the latest and greatest weapons and armor.  If
you’re feeling froggy, then why not craft your own
weapons and arms from several example exotic
materials?  Good gravy!  A quadruple chambered
crossbow and a bow you can fire using your feet!
If you think they sound good, take a look at the
razor disk launcher!

The Ultimate Equipment Guide even caters to
characters of the orient with an entire section set
aside for weapons, armor and miscellaneous equip-

(Continued Next Page) (Continued Next Page)

Arms & Equipment Guide
Wizards of the Coast

160 Pages - MSRP: $26.95
www.wizards.com

RATING:  B

Ultimate Equipment Guide
Mongoose Publishing

256 Pages - MSRP: $34.95
www.mongoosepublishing.com

RATING:  A
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last part of the Arms and
Equipment Guide.  Examples
include the Dwarven Mauler
Crossbow, a nasty crossbow that
inflicts d12 damage and has a
critical multiplier of x4 against
giants and goblinoid creatures;
Dragontooth, a shock rapier made
from the tooth of a blue dragon,
which projects an aura of fear
around its wielder; and the
Magebane Manacles, a powerful

item that have an anti-magic field
cast upon them, thus making
them useful for incarcerating dan-
gerous spell tossers.

In my opinion, the equipment
sections in the front part of the
book pale to the vehicle, hireling
and animal training sections of
this book.  Not to say that the
equipment presented earlier in the
book isn’t up to par, it’s just not
the coolest aspect of the book.
The magic item section is solid, if

not spectacular.
In summary, the Arms and

Equipment Guide is a welcome
addition to the dungeon master
who is looking to introduce new
items, both magic and mundane,
into their campaign.  Where it
will be most effective is for the
innovative player who wishes to
construct fabulous vehicles, train
exotic animals or lead armies of
mercenaries into combat against
their foes.

ment like tear away robes (useful
for against foes who attempt to
grapple as well as for intimate
encounters at a moment’s notice).

Visit the Dwarven Forge for
such treasures as a stonecutting
axe or a jawed maul.  How about
a treasure trap that resembles
gold in appearance and density,
but is actually a poisonous resin
that secretes a toxic gas when
exposed to body heat?  The last
thing those thieves will be think-
ing is how foolish they were and
that they knew it seemed too
easy.

How about a little Elvish inge-
nuity?  Visit the Elven Retreat for

Bottled Mist and Cold Fire, or
stock up on Elven Wine or Faerie
Dust.  How about a little
chameleon paint for your next
jaunt into orc-controlled lands?
Perhaps a few vials of liquid light
for that ‘business meeting’ with
that dark elf scoundrel.

The preceding list contained
just a few treasures that can be
found within the pages of the
Ultimate Equipment Guide.
Most of the items found within
the guide are low cost and none
of the items are particularly
unbalancing to a campaign.  My
philosophy about a character
equipping themselves with items
like those found in the pages of
the book is this: if the player

wants to spend their money on
masterwork items, then let them.
At higher levels, characters
should have access to better
equipment anyway, whether it is
magical or non-magical.

As mentioned earlier, the
Ultimate Equipment Guide is 256
pages long and is crammed,
cover-to-cover, with goodies for
all shapes, sizes and professional
interests.  The asking price,
$34.95, might be a little steep for
an equipment book, but if you
scan through the work quickly,
you’re likely to change your
mind.  This book is definitely
worth adding to your gaming col-
lection.

(Arms & Equipment Cont.)

(Ultimate Equipment Cont.)
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By Thomas Shultz
CromulusV@cs.com

Ready for something of a little different
flavor, but still in the fantasy food group?
Get yourself $24.99 and go buy The

Complete Monstrous Fighter’s Compendium from
Fast Forward Games.  Don’t be fooled by the title
of the book; this is no supplement.  The Complete
Monstrous Fighter’s Compendium contains the
foundation for an entire campaign set in the world
of Elara.

So, by now you’re probably asking,  “What’s
this different ‘flavor’ you’re talking about?”
Well, it’s a simple concept, really: Elara is a vast,
wild world in which races like orcs, goblins, trolls
and giants are among the most abundant inhabi-
tants.  One of the most interesting aspects of this
book is that the recommended timeline of the
world puts characters into play one hundred years
before a mass unification of the so called ‘green
races’.  This unification leads to a conflict, which
can be played out in a collectible card game
called DragonElves.

Contained within the pages of this 128-page
hardback are rules for creating and playing non-
human characters including bugbears, ogres, orcs,
derro, duergar, three different types of goblins,
two different types of trolls and, of course, the
few goodly races of Elara.  Seriously though, why
would anyone want to play out a Northern Elf
when you could play out a mean little kobold?

After you’ve selected your character’s race,
you can then use the book to guide your selection
of a character class.  The book provides sugges-
tions for the application of existing core character
classes and prestige classes.  If none of these
classes suit your fancy, then dive headfirst into
one of four new core classes, including the
mutant Freaks or those touched by the divine/pro-

fane, the Twisted.  Also included in The Complete
Monstrous Fighter’s Compendium are twelve new
prestige classes to toy with.  Take on the role of
the Road Warrior or the Geomantic Engineer.
Master the art of warfare as a Weaponmaster, or
take your ranger to a new level with the
Woodsman prestige class.

Continue the creation process by selecting new

(Continued On Page 24)

The Complete Monstrous Fighters
Compendium

Fast Forward Games
128 Pages - MSRP: $24.99
www.fastforwardgames.com

RATING:  B
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By James M. Luft
LegionsPublisher@LegionsRealm.com

P lot and Poison: A Guidebook to Drow in
one of the latest additions to the Races of
Renown series published by Green Ronin

Publishing as part of their OGL Interlink system
with Paradigm Concepts. Before Plot and Poison,
there has been a considerable amount of material
published on the drow, from such game acces-
sories as the Drow of Underdark,  such 1st edition
AD&D modules as Vault of the Drow and the
Queen of the Spiders Collection published by TSR
to more than a dozen novels published by such
venerable authors as R.A. Salvatore and Elaine
Cunningham. Modules, accessories and novels
have all brought the world of the Drow to the sur-
face, but there has never been a definitive guide to
these servants of the Spider Queen until now.

Plot and Poison begins by giving readers who
have never had any contact with the drow or their
spider queen patron. The beginning chapters will
give first time drow dabblers everything they will
need to introduce these cunning dark elves into
their campaign setting. Included are tips on role-
playing that present players with archetypes, sam-
ple drow names, an idea of what drow society is
like, what you would expect when crossing
swords with a drow as an encounter, and most
importantly – how the drow fit in with the 3rd edi-
tion core classes.

Probably the most important chapter from a
role-playing standpoint is the chapter on drow reli-
gion. Crafty GM’s and players who have role-
played with drow before have come to realize that
the world of most drow revolve around the Spider
Queen one way or another. Whether a dark elf
realized it or not, each of the Spider Queen’s chil-
dren play a part in her web of chaos and deceit. In
this chapter on religion, the Mistress of the Web of
Fate is defined very thoroughly. From her past, her
rise to power up to and including her most guard-
ed secrets and ceremonies, the Spider Queen
paints a very vivid picture of chaos and ambition.

The chapter on religion also introduces new

deities to the drow pantheon. Having caused and
survived a great deal of mayhem and turmoil, the
Queen of the Drow has taken measures to make
sure she remains on top of the food chain by
investing some of her power into 8 vessels or
proxies. These eight “Claws of the Spider Queen”
have each been imbued with a specific school of
magic. The Black Widow, who holds dominion
over Necromancy and Death, is the only living
daughter of the Spider Queen and has survived
long enough to achieve the status of 5th Claw.

Races of Renown: Plot & Poison -
A Guidebook to Drow
Green Ronin Publishing

160 Pages - MSRP: $24.95
www.greenronin.com

RATING:  A

(Continued Next Page)
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Another of the Spider Queen’s
claws is Demzer, who holds
domain over Pain and
Enchantment, and has not only
survived long enough to attain
the 1st claw position, but sur-
vived being the consort of the
Queen herself.

While the 8 Claws work for
the Spider Queen, there are those
beings who have achieved the
status of deity who wish to
thwart and destroy the Queen of
Spiders. Arrachnovoleth, once a
powerful dao from the elemental
plane of earth, is one of the
Spider Queens most dreaded
fears. This deity who holds sway
over poison, vermin and the
Underdark itself constantly
fights to expand his dominion
and crush the Spider Queen.

What accessory would be
complete without new material
relating to monsters, prestige
classes, feats and skills and a
bevy of new magical items. Plot
and Poison is no exception.
There are at least 12 new mon-
ster entries including the new
drow subraces; spiderlings
(dimunitive drider-like beings),
vupdrax (winged drow who are
more predator than civilized),
drey (the closest of drow sub-
races, these drey are ultimately
more evil than chaotic and more
murderous than cunning), and
lastly, the aquatic drow
(designed by drow transmuters
to thwart enemies of the drow
who operate beneath the waters;
kuo toa, aboleth and others).

As if drow weren’t danger-
ous enough, the new prestige
classes presented in Plot and
Poison raise the bar and make
drow far more menacing than
before. The “Blessed of
Xarcon,” who is the 4th of the
Spider Queens 8 claws, bestows
a spectacular amount of spell
ability upon his followers.
Becoming spell addicts, these
loyal followers of Xarcon live to
feel the flow of magic course
through their bodies making
excellent battle mages and hired
assassins. With over 15 new
prestige classes to choose from,
the possibilities and combina-
tions are limitless. A character
can become very disgusting and
frightening after augmenting
themselves with just some of the
possibilities found in the pres-
tige class chapter. The most
alarming of the new classes is
the Creature Cultist. These
drow, mostly rangers and bar-
barians, dedicate themselves to a
particular type of monster and
worship this creature so much
they become as identical as pos-
sible to their totem. These
cultists eventually gain the abili-
ty to communicate with their
favored creature, they gain cer-
tain physical and/or mental
aspects that the creature pos-
sesses and in some sceneries the
cultists can gain the abilities of
their creature.

What makes Plot and Poison
a must have for anybody who
uses drow in their campaign is
the fact that the whole book can
redefine what you already know

about the drow and what you
think they’re capable of. There
are over 75 new feats all taylor
made for drow characters, over
20 new domains with fresh
spells for your character or NPC
to memorize as well as 50 differ-
ent poison which can be used to
spice up your campaign world. 

New classes, more equip-
ment/spells and a ton of new
feats are a given with new game
products. What separates a good
product from a great one is the
exploration of the topic being
covered and finding something
truly unique. Plot and Poison is
worth the price for Chapter Five
along. Drow Martial Arts and
Magical Arts Styles sheds some
light on a subject that is very
interesting to this game master
and fan of the drow. There are
styles such as the Blood Dervish
which focuses on using double
weapons to their fullest effect,
Mithral Carapace which is a
style bred for defense and yet
another is the Torturous Grasp
used by drow monks who excel
at torturing their foes while in
midst of grappling with an
enemy.

There is so much depth,
insight, equipment and goodies
waiting for you to accessorize
your drow, Plot and Poison will
make them one of the most dan-
gerous members of any gaming
group. If you are to play a drow
as a character or use a dark elf as
an NPC, they will always be
incomplete and far beneath their
potential without Plot and
Poison.

( Plot & Poison Cont.)
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I f you haven’t sampled
Mongoose Publishing’s
Power Classes series of

D20 character supplements,
then now might be a good time
to consider starting.  The Power
Class series currently consists
of twelve new core character
classes created for your fantasy
campaign settings.  The class
information is presented in the
standard D20 fashion and is
right at your fingertips.    

Each supplement is sixteen
pages long and is about half as
wide as a standard core rule-
book.  They are arranged like
leaflets, but have a sturdy
paper-board backing.  Their
small size and durability make
them easily transportable.  Just
slide them into another rule-
book and close.

The list of classes presented
in the Power Class series ranges
from Assassin to Fool and from
Noble to Exorcist.  Presented in
this review are the following:
Hedge Wizard, Knight,
Explorer and Artificer.  Hey
readers, listen up!  These things
are only $2.95 each!  Holy bar-
gain hunter, caped crusaders!

HEDGE WIZARD
The name doesn’t exactly

inspire fear or garner the respect
that the title “Wizard” or
“Sorceror”.  One without a
proper education might think
that the name refers to someone
who prunes bushes by use of
magic.  Regardless of what you

may think, the Hedge Wizard is
not one to be taken lightly.

A Hedge Wizard trades
access to ninth level spells and
accepts a limited number of
higher level spells for a D6 for
hit dice, the ability to cast an
insane number of lower level
spells and the ability, at ninth
level and up, to cast any cantrip
he or she knows spontaneously
an unlimited number of times.
For example, a twentieth level
Hedge Wizard can cast just one
eighth level spell per day, but
can cast nineteen first, twelve
second and eleven third level
spells.  Sweet mother of pearl!
Talk about the ultimate arcane
support magic user.  A single
experienced Hedge Wizard
could magic up a small army
with stat boosting spells or cast
fly on his entire party, with
spell slots to spare!

The Hedge Wizard booklet
also has contains new cantrips,
spells and feats for your Hedge
Wizard.  There is also a quick
guide to manufacturing charms,
extremely cheap minor magic
items that allow the casting of a
single cantrip per day.  

The Hedge Wizard is a great
class for someone who loves
spellcasters but is tired of play-
ing the same thing over and
over again.  While a Hedge
Wizard must still study their
spells like a wizard, they have a
much higher number of lower
level spell slots available.
Again, the downside is, you

Power Classes:
Artificer • Explorer

• Hedge Wizard 
• Knight

Fast Forward Games
16 Page Pamphlet -

MSRP: $2.95
www.mongoosepublishing.com
RATINGS: Artificer B+

Explorer A
Hedge Wizard A- 

Knight A-
(Continued Next Page)
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progress slower in overall spell
progression and receive fewer
high-level spell slots.  That
seems like a fair trade to me. 

KNIGHT
Even with a wealth of feats

available in 3rd Edition
Dungeons and Dragons, the
heavily armored Knight has
become somewhat passé.  Some
reason if you play a fighter and
take the half dozen horseman-
ship feats, then you are at a dis-
advantage against other fighters
and gain no real advantage over
characters like the ranger or
barbarian.  The Knight Power
Class does a great job in bring-
ing back a playable, heavily
armored tank.

The Knight gains bonus feats
every five levels.  These are in
addition to the feats characters
earn every three levels.  At this
rate, the Knight is gaining
bonus feats at about half the
rate of a normal fighter.  To bal-
ance this, the Knight is given
some cool class abilities like
Weapon Mastery.  Weapon
Mastery is a multi-tiered ability
that gets better as they Knight
progresses.  At its basic func-
tionality, Weapon Mastery elim-
inates the automatic miss asso-
ciated with a critical failure on
an attack roll.  Yes, you read
that correctly.  You can still roll
a one and hit if your bonuses
are sufficient.  More important-
ly, you don’t screw up and
skewer someone else.  This
ability is somewhat limited,

though.  You need to be wield-
ing a Knightly weapon in order
to benefit from this ability.  The
good news is, Knightly
weapons include all swords,
lances, maces, picks, daggers,
battle-axes, flails and so forth.
Another cool ability is the
Horse Sense ability.  That
allows you to make a Handle
Animal check to determine the
HD of a horse or pony.  A more
difficult check allows you to
determine precise attributes like
Strength or Constitution.

In addition to the rules for
the Knight, the booklet also
details the Code of Chivalry
your Knight must abide by or
lose his standing.  There are
also rules and feats for using
extra-heavy armor in the cam-
paign.  Extra heavy armor is
specially reinforced armor used
in sieges and provides extra
protection to the Knight, but is
only usable for short periods
due to its weight.

The Knight is a much better
class choice for someone who
wants to play out a
mounted/noble warrior than a
fighter with the appropriate
feats.  The while the Knight
gets fewer bonus feats, the class
abilities more than make up for
the loss.

EXPLORER
A very Laura Croft-esque

young lady with twin hand
crossbows adorns the cover of
this Power Class booklet.
That’s fine by me.  Me likey.
Seriously though, the Explorer
class is the most diverse of the

Power Classes we’ve reviewed.
Combining the base attack
bonus matrix of the rogue, the
saves of a melee class and spe-
cial abilities akin to a ranger
and druid, the Explorer is a
tough class designed to comple-
ment a standard group or sur-
vive independently in the most
hostile of environments.  The
explorer, who is proficient in all
simple and martial weapons and
in light and medium armor, gets
an eight sider for hit dice.

The true strengths in the
Explorer are the class abilities.
Fast movement, woodland
stride and a free skill mastery
feat are only the beginning of
the features.  Other features like
Hale and Hearty, which allows
you to add your class level to
determine how long you can
resist extreme thirst, and Iron
Constitution, which grants
immunity to natural and magic
diseases, further fortify the
character.  The Adaptability fea-
ture allows you to select two
cross class skills as class skills.
The most important features to
the Explorer are the Internal
Compass feature and the
Pathfinder feature, which allows
you to reduce overland travel
time.  They set the Explorer
apart from everyone else.

In my opinion, the Explorer
would be a blast to play.  With a
good weapon and armor selec-
tion, a decent attack matrix and
great class abilities, it’s a class
you could play through for

(Continued Next Page)
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skills like oration and swinging
(Yeah Baby!).  Outfit yourself
with new feats like Hard to Kill,
Prehensile Feet or Obnoxious (I
know a few people who must
have this as a bonus feat).  

The book is rounded out with a
sampling of equipment from the
world or Elara.  Specialized
weapons such as the Derro
Mancatcher and the Ogre’s blade
are detailed within.  A list of
racially specific beverages is also
included as is a list of masterwork
mundane items like a blue torch
(doesn’t hurt light sensitive eyes)
and a night helm (protects light
sensitive eyes).  A few new magic
items are throw in, including spe-
cific weapons like the Blood Fire
Scimitar and Elfbane.  

The last dozen or so pages in
the book contain some new spells,
the Elarian pantheons and rules
and playing tips for playing green
races both in this setting and in
others.

While not a comprehensive set-
ting, The Complete Monstrous
Fighter’s Compendium does give
you the building blocks to create a
fantasy environment that’s a little
different from what your players
are normally used to.  Some of the
rules regarding playing some of
the races might need to be adjust-
ed for use in a more standard
campaign, but that shouldn’t
require too much work.

twenty levels without thinking about a ‘prestige’ class.
ARTIFICER
Combining magic with good old-fashioned workmanship is

what being an Artificer is all about.  If you can imagine a fan-
tasy genre engineer, then you can imagine what an Artificer is
about.  The Artificer can create all sorts of interesting devices,
ranging from modified masterwork weapons and armor to
techno-genesis devices, or living machines.  They can build
replacement limbs (or extra limbs for that matter), or weapons
that project lighting bolt and fireballs at their enemies.

The true weapons of the Artificer are his ingenuity, his
tool belt and his patience.  At lower levels, an Artificer is
limited to the kinds of things he can construct.  Ok, so no
clockwork golems at first level, but Rome wasn’t built in a
day!  As he advances, so do his list of skills within the field.
By level eleven, an Artificer gains the Steelgrafting ability,
allowing them to combine metal and flesh.  Not a bad ability
for level eleven.  Imagine the possibilities.  If a party mem-
ber loses a limb, or two or three, and a cleric isn’t available,
then you can save him!  You can rebuild him!  YOU HAVE
THE TECHNOLOGY!  

In addition to the character class and the accompanying
class skills information, the booklet also contains several
example gadgets for players to base new ideas off of.

There are also two feats, one of which is incredibly useful
if you plan on focusing on creating constructs with your
Artificer.  The feat is Mechanomagical savant.  It reduces the
gold and experience cost, and time needed to craft constructs
by 10%, can be taken up to five times and has its effects
stack.  With only D4 hit points per level, the Artificer isn’t a
front line character, but outfitted with gadgets and surround-
ed by a few constructs, he could be a powerful ally, or a trou-
blesome adversary.

So there you have it; four new core classes for your gam-
ing pleasure.  Each class has its strengths and weaknesses,
but all four give a player the option of spicing up his playing
experience.  I’m known to rant and rave about low cost gam-
ing supplements, but these take the cake.  A measly three
bucks (YES, I said $3) can set you up with a brand new char-
acter class and all the accompanying bells and whistles.  Just
please be sure to check with your game master before bring-
ing any of the Power Classes into the campaign.  Remember,
they do have final say on what is available in their world.

(Power Classes Continued) (Monstrous Fig. Comp. Cont.)
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Y et another great publication by
Mongoose. Stonebridge is a perfect
example of what a fantasy city should

be like. The history brought up in this book is
what makes it really exquisite.One thing that
every great city has is history. 

The city began when dwarven miners find a
gold vein in a canyon. They mine it out and
begin to build a village near a natural stone-
bridge. QotleQuorazan hears of the riches and
rids the village of the dwarves. Q.Q. finds he has
a taste for gnome and turns 8 villages into prison
camps, with gnolls as the guards.
This goes on for 400 years. One day an adven-
turing party tries to attack the village and free
the gnomes. QQ. makes sure this doesn’t happen.
One member of the party survives to bring forth
a stronger party of only seven. Sir Wolkenstein is
actually a copper dragon named Ramepriscus.
I’m sure you can see where all this is going.
Things get ugly during the second rescue attempt
and Wolkenstein shows his true form and
destroys QQ. and the stone bridge in the process.

The free gnomes make home in the dwarven
mining city, and begin building a new bridge,
which is when the city really begins to take
shape. My summarizing what happens over the
next thousand or so years would not do it justice.
One thing that does happen, however, is the cre-
ation of an entire community composed mostly
of half-dragons and dragon touched (gnomes). I
feel this is the most intriguing part of the book.
It explains how the city got where it is presently.

One criticism I do have about this city is the
language used. If any of you are like me, then
the most you know and remember of a foreign
language is Hasta la vista, baby. Remembering to
distinguish the difference between Sangue di
Drago and Sognotore de la Sangue di Drago is a

bit tricky but can be accomplished.
Although the history depicted in this book

is excellent, it may not be the best city for a
party to just be passing through or to use for one
or two adventures. There is a lot of information
and may not be to the DM’s advantage to learn it
all for one playing session. This would, however,
be a wonderful place to live and experiment with
draconic or gnome characters. 

Over all, this is another excellent book
published by Mongoose and is well worth buy-
ing.

Stonebridge: City of Illusion
Mongoose Publishing

64 Pages - MSRP: $14.95
www.mongoosepublishing.com

RATING:  B+
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I f you and your gaming group are running a
campaign in the Kingdoms of Kalamar cam-
paign setting, you surely are in luck. This

beautiful hard cover supplement can enhance
your game sessions tremendously and provide
you with additional resources for your Kalamar
campaign. 

The Atlas’ main feature of course, is the maps.
Vivid, full-color topographical maps that include
roads and cities practically jump off of the pages
to aid you in your construction of a campaign
suitable for any group. Colors signify elevation
above sea level as well as ocean depth according
to the handy chart on page six. The maps are bro-
ken down by sections ranging from Brandobia to
Reanaaria Bay and encompass all of the Kalamar
lands in between. Near the bottom of each map
there is a population chart for the top twenty
cities in that area and a square chart that breaks
the land down by small quadrants to assist you in
pinpointing a specific area. Again, if you are run-
ning a campaign in the Kalamar setting, one look
is all it will take for you to be hooked on these
maps. 

In addition, several appendices help to round
out the Atlas. 

Appendix A provides geographical abstracts
that will really help bring things to life. Included
in this section are additional maps showing com-
mon trade routes, ocean currents, wind and air
pressure systems, precious and utilitarian mineral
deposits, industry, fishing, herding, and ranching,
grain production, military deployments, and mer-
cator projection of Tellene. 

Appendix B is designed to help with pronun-
ciation as each word is shown phonetically and
its location is described briefly. 

Appendix C shows the different land cate-
gories of Tellene. The scenic artwork in this sec-
tion is well crafted and helpful for the reader.

Information is given on mountains, volcanic
areas, maturelands or hills, frozen areas, tundra,
forests, scrub regions, desert, savanna, and tropi-
cal forests. 

Appendix D showcases the languages of
Tellene and provides a translation section to
assist you in deciphering words and phrases. A
word is given along with its language, transla-
tion, and a reference to further assist you. A lan-
guage chart makes it even easier to navigate

Kingdoms of Kalamar Atlas
Kenzer& Company

240 Pages - MSRP: $29.99
www.kenzerco.com

RATING:  A+
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through this section and get the
most out of it. 

Appendix E is an index of
geographical features. This pro-
vides an easy way to locate a
specific area you may need to
view, or even to get information
about which sourcebook(s) you
can find it in. All listings are in
alphabetic order.

Appendix F delves into
the primary population centers
of Tellene. Every town is listed
alphabetically along with its
population, country, page loca-
tion in the atlas, latitude, and
longitude. 

To sum things up, this is
more than just an average atlas.
It is a full description of the
Tellene world. Any Kingdoms
of Kalamar campaign can bene-
fit from the use of this product.
GM’s will enjoy having the
additional resources at their
command which may even lead
to plot ideas, while players will
benefit from all of the helpful
additional appendices. This
Atlas is much more than just a
bunch of maps – it is an entire
world right before your eyes.

This product is designed to
be used in conjunction with the
Kingdoms of Kalamar Players
Guide, the Kingdoms of
Kalamar Campaign Setting
Source Book, the 3rd Edition
Dungeons and Dragons players
Handbook, the Dungeon
Master’s Guide, and probably
the Monster Manual. 

(KOK Atlas Continued) By Dana Rittenhouse
Danal915@aol.com

I f any of you are like
me, you’ve had one of
“those” Dm’s. They

bring in new things and
give you answers like
Because…You just
can’t…Don’t worry about
it…(and my personal
favorite) Because I can. The
ones that don’t explain any-
thing no matter what ques-
tion you ask. I’ve personal-
ly heard some of those
answers myself. Anything
and everything aerial will
not cause a controversy like
this any longer.

After reading through this
book, I’ve noticed quite a
few things that were done
wrong in a few of our cam-
paigns according to these
rules. I personally have a
character who can fly and
feel this info will be very useful for my new found skill.

Something I was very impressed with was the coverage of
issues that would work differently in the air. Special attacks, haz-
ards, falling, turbulence, weather, and the 5ft step…these are all
covered here. I know everyone has those sessions where some-
thing wasn’t explained in enough depth and an argument lasts all
night long because of it. I doubt this will happen very much while
using this book. 

A few of the other highlights of this book are almost 30 new
aerial feats, new uses for old skills, 3 prestige classes, 18 new aeri-
al magic items as well as a list of the old, and 19 new spells deal-
ing with air. Some of these are excellent ideas and can be used by
anyone.

One thing I can honestly say I disliked about this book was the
artwork. The pictures are very beautifully done and descriptive. I
can definitely appreciate the time and effort put into each one of
them. However, the lack of color makes reading the pages a little
less than appealing. Other than that and a few little typos here and
there, this book is a great buy and is recommended for anyone
who is learning to fly.

Cloud Warriors
Fast Forward Games

128 Pages - MSRP: $24.99
www.fastforwardgames.com

RATING:  B+
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There have been too many times in the past
where I would have a favorite character
written down in a notebook and then myste-

riously lose that notebook. Perhaps I threw it away
at the end of my last semester of school mistaking it
for a biology notebook or then again, it may have
been swallowed by the abyss of my room. Either
way, it’s a terrible thing to put so much work and
effort into transcribing one of your favorite charac-
ters only to lose them.

There are ways to prevent this from happening
and Kenzer & Company joins the growing number
of publishers that are delivering great campaign
resources to Game Masters and Players alike.

Now available is the Kingdoms of Kalamar
Player Character Record Book. This 32 page acces-
sory holds up to 6 characters in detail. Each charac-
ter section contains the following information to fill
in; skills, character description, languages, special
abilities/feats, character statistics, weapons and
armor, encumbrance and movement, equipment,
money, party membership, npc’s, experience log,
mage and cleric spells, psionics, henchmen and an
adventure log for good measure. All in all, this is a
very thorough folio for your characters.

If you’re a player this is obviously a handy ref-
erence to have, if you’re a GM, you may want to
consider investing in the record book to keep track
of your group. One book can hold an entire adven-
turing party. This way, players will no longer be
able to “all of a sudden” have the necessary skill,
magic item, or spell available when you as a GM
counted on them not having it.

Although the record book is designed with the
Kingdoms of Kalamar game setting in mind, the
only reference to the campaign world is the logo
printed on each character sheet and the cover.
Otherwise, this resource can be used for any fantasy
campaign setting.

From a design standpoint the Player Character
Record Book is packaged very nicely. The cover art
stands out so it will never be mistaken for anything

other than what it is. The character sketches repre-
sented also on the cover are very well drawn and
inspirational and although there is no art throughout
the record book, each category is well organized
and easy to navigate.

You can easily find character sheets to write
your down on, or use your favorite notebook, but in
the end, investing a few dollars into having a per-
manent player character record book will save you
a lot of time and frustration and provide players and
GM’s alike with the ability to store your favorite
characters or adventuring groups with ease.

Kingdoms of Kalamar Character
Record Book & Campaign Resource

Kenzer & Company
32 Pages - MSRP: $9.99

www.kenzerco.com
RATING:  B+
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Sanctuary is a d20 adventure designed for 3rd
edition Dungeons and Dragons.  Be warned,
there will be some plot spoilers.  

First, let me tell you a bit about the book itself.
When you flip through, the first thing you notice is
how high quality it is.  The pages and cover are
made of rather heavy paper compared to other third
party adventures.  Auran did some REALLY cool
things with this book.  As a DM, you really can’t
ask for much more information from a store bought
adventure.  

As you read through the adventure, each page is
packed with info including weather, time, etc.
What I liked best were the “DM Notes.”  Each note
is blocked off from the rest of the page, and con-
tains text telling the DM when a skill check is
required, when a key item is on a character, back-
story about different NPCS, where items are, for
some examples.  Each note is quick to catch with
your eye, and is a nice small feature to keep the
amount of information separated.  There are many
different scenarios listed for what the players decide
to do, such as if the party is friendly or hostile.  

Also included in the second half of the book are
very well designed handouts.  Maps, letters, and
even a small part of a book are included.  Each
handout is on an entire page so nothing is crammed
in.  There is then a section of beautiful full color
maps on glossy high quality paper.  Each map was
rendered in 3D and they all look great.  The rest of
the book is filled out with full backgrounds of npcs
and villains each with full page character sheets, as
well as items found.  

You will also notice when you pick up the book,
there is a CD included.  On the disc you get, eight
music tracks, 3D rendered scenes, and a nice
searchable PDF version of the book.  I was never
too big on using computers or music during a game
session, but the option is included here for those
who do.  

The adventure is for four to six players.  They
recommend third to fourth level characters.  The
basic plotline is that a vampire is using an aban-

doned Keep above a small town as her sanctuary.
A few officials in the town think that slavers use the
Keep as a base of operations.  They made a deal
with them to provide slaves, but these slaves are
actually used to feed the vampire.  Along the way,
the players find themselves captured and sent to the
Keep, and the meat of the game takes place here, as
they explore and try to escape.  Everything comes
to a head, and the players eventually have a final
confrontation with the vampire.  The adventure
itself is very well laid out.  There is plenty of infor-
mation about a variety of different options the play-

Sanctuary
Auran d20 Adventures

110 Pages - MSRP: $19.95
www.auran.com

RATING:  Adventure: B | Design: A
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I n 1987 when
Dungeons &
Dragons was

still under the mast-
head of TSR, the
Dragonlance novels
and campaign set-
ting were the pre-
dominant best sell-
ers and fan favorites
for TSR at the time.
Readers and gamers
couldn’t get enough
of the world of

Dragons and Kender created by Margaret Weis
and Tracy Hickman. That year TSR published a
truly wonderful companion to the Dragonlance
phenomenon and for the fans. The Art of the
Dragonlance Saga, edited by author Mary
Kirchoff, was released and would be unsurpassed
as the prominent collection of Dragonlance art,
character sketches and color roughs – until NOW!

Last year Wizards of the Coast released the
Masters of Dragonlance Art, a compelling collec-
tion of art taken from the Dragonlance novels and
accessories published within the last 15 years.
This incredible collection of awe inspiring images
contains images created by the Dragonlances orig-
inal artists; Larry Elmore, Keith Parkinson, Clyde
Caldwell, and Jeff Easley. In the foreword of the
book, Margaret Weiss pays tribute to these vision-
aries and opens up the door for fans to acquaint
themselves with those artists who have helped
make the world of Dragonlance grow and evolve
into legendary fantasy setting it is today.

Each chapter is broken down by artist and
includes a short bio, a collection of some of their
best works and some of their musings and
thoughts on their paintings. The odyssey of the
book begins with a piece by Peter Archer recalling
the roots of the Dragonlance setting and his own
involvement with the setting when he assumed the

managing editor position of the Book Department
in the spring of 1996. Archer details some of the
sights and wonders witnessed bringing us to the
beginnings of the War of Souls project and the
magnificence of artist Matt Stawicki.

Chosen as the artist to represent the re-emer-
gence of the Dragonlance setting with the new
War of Souls trilogy written by series creators
Margaret Weiss and Tracy Hickman, “Stawicki
seemed to fit perfectly with the direction we’d
decided we wanted to go,” according to Archer.
“We wanted to show more of the world of Krynn,

Masters of Dragonlance Art
Wizards of the Coast

128 Pages - MSRP: $24.95
www.wizards.com

RATING:  A+

(Continued Next Page)
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to focus on settings as well as
characters. Matt’s significant
painting of Mina before the city
of Sanction fulfilled this require-
ment beyond our dreams,” says
Archer.

Subsequent chapters feature
the works of the following
artists; Mark Zug, who captured
the imagination with the realism
of such covers as The
Clandestine Circle, Dragons
Bluff, and The Thieves Guild
which comprise the Crossroads
Series.

Brom, who brought his gritty
and chiseled portraits to the
world of Dragonlance with the
covers of  The Messenger, The
Golden Orb and Winterheim
which comprise the Icewall
Trilogy.

Daniel Horne, who illustrat-
ed Margaret Weis and Don
Perrin’s Brothers in Arms novel
detailing the adventures of a
young Caramon and Raistlin as
well as Seeds of Chaos and
Tears of the Night Sky which
feature the Cleric Crysania.

Todd Lockwood, whose
truly fantastic pieces of work are
featured on the covers of Chaos
Spawn, The Wayward Knights
and the Annotated Dragonlance
Chronicles.

Clyde Caldwell, who was
one of the original artists whose
character driven illustrations
help provide vision to the set-
ting. Flint the King, Kindred
Spirits and Riverwind the
Plainsman are just some of his

amazing works.
Jeff Easley, another of the

original Dragonlance artists
opened many fans eyes to such
fantastic illustrations with such
great covers as Before the Mask,
The Dark Queen, Emperor of
Ansalon and The Eve of the
Maelstrom.

Larry Elmore, the father of
the Dragonlance saga. Larry
Elmore through the descriptions
of Tracy Hickman drew the orig-
inal characters of the
Dragonlance Saga and set for the
tone and theme for many artists
to come. The Dragons of Krynn,
The Soulforge, Raistlin’s
Daughter, and the original cov-
ers of the Dragonlance
Chronicles all bear Larry
Elmore’s incredible gift of vision
and talent.

Jerry Vander Stelt, whose
works can be seen bringing the
character of Dhamon Grimwulf
to life on the covers of
Downfall, Betrayal and
Redemption which comprise the
Dhamon Saga

The Dragonlance saga has
been one that has endured for
over 15 years. Talented writing
and editing are definitely a con-
tributing factor, but the art is
what gives readers some of the
most vivid sparks to their imagi-
nation. Masters of Dragonlance
Art celebrates a handful of the
talented artists who have given
much of themselves to deliver
such strong images and visual-
izations to the minds of readers
and for that we the readers are
thankful.

I would like to give a special
thanks to the individuals respon-
sible for making this project
happen.

Editor: Mark Sehestedt
Art Director: Ryan Sansaver
Graphic Design: Robert Campbell
Typesetting: Robert Campbell
Project Manager: Aaron Albert
Production Manager: Chas DeLong

(Masters of Dragonlance Continued)

ers may choose to do.  
I didn’t find the plotline to be

anything spectacular.  It feels like
your run of the mill D&D adven-
ture at points, especially during
the beginning.  It almost feels
like Auran knows this, and at
many points in the book actually
encourages the DM to add in
their own elements to the story.
It’s presented in a way where it is
very easy to do so.  It is very
easy to swap out a few names
and add it seemingly into your
existing campaign.

Overall Sanctuary is a very
high quality product.  A $20 price
tag for a single adventure may
seem a bit steep, but for the
amount of content it’s well worth
it.  I would highly recommend
this product to beginning DM.  It
will provide great insight about
designing a game and how to
plan everything out.  Also, this
would work great for a DM who
is looking for a break from run-
ning their own campaign.
Everything is so well designed
and laid out there isn’t really any
work you need to do.  

(Sanctuary Continued)
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H orrors of Weird War Two is the
Monster Manual for Weird War II.
Included in the book are over 100 new

d20 creatures, as well as a short adventure.  
The book is very well laid out.  Each monster

listing includes a full d20 stat block, back story
about the beast, a short section on how the beast
performs in combat, and an adventure seed.
There are a huge variety of creatures here.
Everything from “Hades Corps”, SS soldiers who
were sucked into Hell and fought their way out
(complete with fire based powers), too many dif-
ferent myth based Dragons.  The bestiary is
GREAT.  This is one of those books that can be
used with any d20 game.  It’s perfect for d20
Modern, d20 Call of Cthulhu, and the magical
creatures are ready to go in any D&D game.  

The provided adventure seeds are excellent as
well.  It’s a great feature, and can provide count-
less adventures.  The seeds are designed to be
used with WWII, but it wouldn’t be too difficult
to alter them for another setting.    

Some of my favorite entries are:  “Dead
Man’s Helmet”, a spirit of a fallen warrior which
forms into the shape of a helmet.  When someone
gets close to the helmet they are haunted by
images of their final fight before death.  Putting
the helmet on could grant them the ability to con-
verse with the spirit.  “Atomic Marines” are sol-
diers that were experimented on, and are now
fearless killers who give off radiation.  “Phoenix
Legionnaires” are magically animated elite
Roman soldiers.  

The short adventure in the back was designed

for a convention.  It is time based and the players
need to race to stop Nazis from using a weird
discovery in a nearby cave.  It seems like a gim-
mick kind of adventure, the players have 4 hours
to complete it, but it could be inserted into a
campaign.  

I was very pleased with this book.  I can
strongly recommend it to any DM who regularly
plays d20 games.  It’s always great to baffle your
players with some new kind of baddie they
haven’t seen before. 

Weird Wars: Horrors of Weird War II
Pinnacle Entertainment Group

144 Pages - MSRP: $25.00
www.peginc.com

RATING:  A
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I t’s looks like we’ve got another winner from
Mongoose Publishing!  Hot off the presses is
Illusionism: Smoke and Mirrors, one install-

ment in a long line of publications based on the
different varieties of magic.

This 64-page soft covered supplement is a
must for any wizard specializing in the oft
looked down upon school of illusion.  The book-
let is also a handy supplement for those who
merely dabble in the arcane art of deception.

Contained within the pages of this supple-
ment, you will find differing philosophical view-
points on illusionism, feats and spells developed
by members of each dissenting faction and pres-
tige classes for each of the three factions.  The
booklet also contains a few magic items created
by and/or suited for use by illusionists.

To understand the depth of this book, you
must first understand the philosophies of the
three different groups contained herein.
Orthodox illusionists are the artists of the illusion
school.  It’s easy to perceive them as being
slightly arrogant in their viewpoint, but orthodox
illusionists avoid using certain illusion spells that
have pre-programmed results, like invisibility,
shadow conjuration and others.  Their reasoning
behind this is these spells lack the flexibility, thus
restraining an illusionist from truly expressing
his or her creative talents.   Spells avoided by
this group are called lay-mage spells.

Unorthodox illusionists focus less on the cre-
ative aspect of illusion and focus more on
answering the questions of what can be created,
how is it created and why are they able to create
it in the first place.  They are more akin to shad-
ow magic than illusionists of the opposing philo-
sophical discipline. 

That’s some pretty freaking deep stuff, eh?
Don’t let it scare you away, though.  There are
illusionists who might agree with one of the pre-
viously mentioned factions more so than they

agree with the other, but don’t allow these
philosophies to govern the way they use magic.
This faction of illusionists is called the
Unaligned (simple, but effective).  

Most of the feats, spells and prestige classes
within this book require you to walk down the
rigid paths proposed by these schools of thought.
What this book does offer is a chance to fortify
certain aspects of your illusionist, garnering you
more power in one area, but weakening you in
others.  

Luckily, you need not choose one of the
(Continued On Page 36)

Illusionism: Smoke & Mirrors
Mongoose Publishing

64 Pages - MSRP: $14.95
www.mongoosepublishing.com

RATING:  B+
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Interested in having one 
of your favorite characters 
from any campaign, or genre
illustrated exclusively for
you?

We do all different styles & 
mediums. Contact us now
for prices and availability!

Contact 
Kelly & Frank @
XMAYNARDSDICKX@CS.COM

Character SSketches CCan BBe YYours!Character SSketches CCan BBe YYours!
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Dragon EElves CCCG
By Dan McNulty and after-
thoughts by James M. Luft

Get ready for an intense
battle of men vs. elves in
the Dragon Elves CCG

by Fast Forward Entertainment.
The game has two main combat-
ants, the Dragon Elves and the
Bronzemen. Each group is repre-
sented by a separate small tin case
of cards that will make you feel
like the game is a unique effort all
your own. In reality, it is! You get
to design and customize your cards
to suit your needs. You can change
stats of individuals or even your
entire army. Each case contains a
Dragon Elves Rulebook, a full
army of cards that can be used if
you do not want to go through the
customization process but would
prefer to start 

quickly, a plethora of plastic
laminate sheathes for your cards,
and a card with a special
redeemable code. If you go online, 

you can receive anywhere from
1,000 to 100,000 points to design
custom cards with.

I decided to customize my
Bronzemen online this way, and it
was a fun experience! I used cus-
tom created vibrant color pictures

on the dragon elves website to cre-
ate lifelike Bronzemen army, char-
acter, advantage, modifying, and
regression cards. I was able to use
my points (3,660 was how many I
personally received with my code)
to customize each one to my own
liking, include a colorful picture on
many cards, and type my own per-
sonal slogans on the bottom of
each card.  Some of my favorite
Bronzemen included Jugthwat the
Goblin Shaman (a customized
Seer and illusionist), Queen Eluria
of Threece (a queen who masquer-
ades as undead), and Pontian

(Continued Next Page)

Dragonelves TCG
Fast Forward Games

Starter Deck Tin
MSRP: $9.99

www.dragonelves.com
www.fastforwardgames.com

RATING:  B+
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Mercenary Axemen (my cus-
tomized Axe-wielding mercenary
FREAKS!). The website was easy
to navigate through for the most
part and I enjoyed the idea that this
was my unique individual
Bronzemen army that I was mak-
ing. One let down, however, was
the print screen; it was the only
difficult part of the website. I
wanted to print my cards out three
at a time as the site suggested, but
no matter how I configured my
printer, I was only able to fit two
cards per page. This led to a long
wait for my cards to finish and
was a bit difficult to get started. If
you decide to customize your
cards, plan on taking a lot of time
with the print screen and menu as
you may needlessly have to reprint
cards as was the case with me.

Dragon Elves is a highly
detailed strategic combat and as
such it is not a game that anyone
can just jump right into and expect
to learn right off the bat. The
Dragon Elves Rulebook gives in-
depth complete details on how to
set up your cards and how to play
the game. These rules are compli-
cated and bit lengthy, so be pre-
pared to spend some time reading
and re-reading them until you and
your opponent are comfortable
with the game. One idea is to sim-
ply begin by setting up the cards in
their strategic alignment as
described in the rules first without
trying to play an actual game. This
will give each person a chance to
follow along in the rulebook as he
or she practices positioning the
cards and becoming familiar with
where everything goes. This also
allows you to familiarize yourself

better with each cards’ abilities and
purposes. Even still, you will need
a lot of patience and will have to
keep the rulebook nearby for sev-
eral sessions until all of the ins and
outs are no longer a problem that
requires stopping play and consult-
ing the rulebook.

If you are, however, willing to
take the time to fully learn the
game and are in the mood for a
combat of epic proportions, then
Dragon Elves is the card game for
you. Prepare your armies to battle
either elves or humans to the bitter
end, as there can be no truce! If in-
depth strategic card combat is
what you are after, Dragon Elves
is the premier CCG that does not
disappoint and it will provide you
with hours and hours of battle,
mayhem, and more.

I would definitely agree with
Dan’s assessment of the
Dragonelves TCG, however, there
are some things to keep in mind.
When you buy your tin, the cards
inside are only paper cards to be
placed in the laminates. The real
excitement and fun comes from
the opportunity to create your own
cards, but what if you don’t have
access to a printer. That narrows
down the list of people who could
be playing this game.

Secondly, when your online
creating your army, you have the
option of saving your hard work as
a PDF which would make printing
easy. In theory it sounds great, but
this option doesn’t always work.
The webmasters who run the
Dragonelves website have yet to
eliminate all of the bugs in the sys-
tem.

Lastly, Dragonelves is a game

(Dragonelves Continued)

absolute paths to benefit from
everything contained herein.
Illusionism does provide
enough new material for the
unaligned school of though to
fortify your newly created illu-
sionist or give that old dog illu-
sionist of yours a few new
tricks.  These include a few
useful spells, a couple poten-
tially nasty spells and a couple
of extremely alluring prestige
classes (see accompanying
illustrations).

With a retail price of $14.95,
Illusionism isn’t going empty
your wallet.  It’s another solid
addition to a long line of
Mongoose Publications such as
the Slayer’s Guides and the
Quintessential Character Class
books.

(Illusionism Continued)

loosely based off of a classic card
game - solitaire. This does not
imply that the game is easy. As a
matter of fact it took quite some
time to become familiar enough
with the rules to enjoy a smooth
fun game. If you’re familiar with
card games, you shouldn’t have
any problems. If your a relative
newcomer to the trading card
world, this game may take some
time to learn.

Once the time and preparation
has been dedicated to
Dragonelves, the game is a blast!
Thorough, exciting and laced with
creativity, the Dragonelves TCG
has the potential to be very memo-
rable if fans can look past the
games rough spots.
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There we stood, amidst an
entire battalion of enemy
troops and their vile com-

manders, the elite murderers of
the baron’s men.  Neither I, nor
my newfound friend, were con-
cerned with the rabble surround-
ing us.  To call them an army
would be to insult organized mil-
itary institutions everywhere.
They were more like loosely
organized thugs, most likely pris-
oners of the most vile sort;
rapists, murderers, advocates and
ex-bards.  These lowlifes could
terrorize the helpless inhabitants
of the countryside and they may
have even been capable of organ-
izing themselves into a modest
criminal group, but they were no
match for a trained warrior,
much less someone who had
dedicated their life to the study
of combat.  Not knowing the
warpriest’s level of battle compe-
tence, I made a mental decision
that I should approach this battle
as if I were fighting them alone.

Much to my pleasure, Talagos
proved to be fit for combat.  I
silently kept count of his body
count, taking care to note those
dropped with the solid thud of
the club or the pinging ring of
metal.  I toyed with the mob
members who approached me,

dodging sword thrusts, side step-
ping onrushing foes and ducking
under wild attacks.  All the
while, I watched my enemy’s
commanding officer for his reac-
tion to the ease at which I dis-
patched his troops.  An arrogant
smile stretched across his lips; a
smile that seemed that he either
enjoyed the show or was going
to enjoy battling me when I was
done with his foot soldiers.  His
arrogant smile quickly fled his
lips when I caught the blade of
an oncoming attacker in my
hands, disarmed the attacker,
grabbed him by the wrists and
pulled his arms out of their sock-
ets.

The whole crowd seemed to
take a few steps back when I did
that.  Even Talagos cast me a
glance that seemed to say what
the in the Abyss did you do?  I
calmly looked at him, smiled and
told him what I had done.

“Our path is cleared.”
I dropped disembodied,

bloody limbs on the ground and
took two steps toward the com-
mander.  His troops parted like
oil from water.  I had violated a
personal rule and revealed a por-
tion of my true ability.  I had
always tried not to flaunt my
abilities too much.  In doing so

this time, I saved myself valuable
time.  I would have preferred to
fight through the crowd until
none who stood against me still
drew breath, but I couldn’t risk
having them move the sword
while I indulged in the mindless
slaughter of the baron’s men.

Talagos was eager to take
advantage of the rift in the
enemy line.  He sprinted for-
ward, barreling into two merce-
naries, stumbled forward and fell
at the feet of the enemy com-
mander.

I had expected the command-
er to withdraw from his position
so that Talagos would not be able
to attack him from his prone
position.  Instead the commander
stood his ground, not even both-
ering to glance down to see what
the warpriest was doing.  His
utter lack of fear intrigued me
and troubled me at the same
time.  Talagos was probably in
over his head and something
needed to be done quickly.

As I fully focused my senses
on the commander, I was nearly
overwhelmed with the feeling
that something was wrong.  As a
side effect from my experience
as an Awakened Warrior, I had

(Continued Next Page)
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gained the ability to sense the
strength of my opponents.  I had
even trained the ability to the
point where I could determine if
an opponent’s strength was natu-
ral, supernatural (like mine) or
magical in nature.  The aura
emanating from this man was
different from anything I had
ever encountered.  I had met men
who used magic to augment their
strength, but this man seemed to
draw the bulk of his strength
from some magical source.

With a single motion of his
arm, the commander backhanded
Talagos out of the way.  He
motioned to the treacherous trou-
badour, Melthinda, to leave.  I
assumed he intended her to leave
with the sword, so I decided to
get things going.  On top of the
protections granted to him by his
source of power, the commander
was also well armored.  I thought
it was best to take him off his
feet, so I tried a trip attack
against him.  Much to my dis-
may, he overpowered me and
threw me to the ground.  I had
never been thrown like that.  Not
by someone who obviously was
using just his strength and not
technique.  For a fraction of a
second, I was scared.

I could tell things weren’t
going to be going my way on
that day because I started think-
ing.  I kinda had my life flash
before my eyes.  I remember
thinking about how my life
could have come to an abrupt
end right there.  I remember

thinking about how I had spent
the last years of my life.  I
remember thinking of my wife
and my daughter and how they
were taken from me.  I remem-
bered the cruel smile on my

father’s face when he had them
executed.  This was the fight of
my life, up to that point anyway.
There was no way I wasn’t
going to walk away from this
one.  I still had a job to do.

TUNIC OF XAZTADOR
The Tunic of Xaztador is a cursed item with powers

strong enough to temp men to use it.  The Tunic is a simple
black tunic seemingly made from leather (human flesh).  It
is adorned with runes burned in with steel and inked in red
(blood).  The Tunic has a slight smell of sulfur to it.

The Tunic was rumored to be a gift from the demon
Xaztador to one of his most loyal cultists.  Xaztador prom-
ised his follower that the tunic would give him the power to
attain his heart’s true desire.  Xaztador was lying, of course.
The cultist did gain great power, but could do only what the
demon Xaztador desired.  Xaztador, a lesser demon prince,
had pulled a great deal of his resources into the creation of
the tunic and designed it so he could re-use it once the cur-
rent bearer was no longer useful to him.  Being the first
item of power that the demon prince had created with his
own hands, it was created with a great flaw: despite any
orders, the wearer of the mantle could give it away to some-
one else of his or her own free will.  That, of course, made
whoever gave the item away the new master.  The cultist
was able to free himself of his bondage to Xaztador by giv-
ing the tunic to someone else.  The cultist’s deepest desire
was the destruction of Xaztador for his treachery.  The per-
son who accepted the tunic from the cultist gained the
power to destroy Xaztador, but died with him.  Only the
tunic survived.  I’m not really sure how the Tunic got into
the hands of my enemies, but it surely spelled bad news for
me.  This guy was a puppet who lived to kill.  Something
tells me he didn’t mind.

TUNIC OF XAZTADOR
Granted Powers: Natural Armor +8, Strength +20,

Constitution +10, Dexterity +10, Damage reduction 15/-
Unique Item, cursed (see above)
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T he Batmobile, the
Invisible Jet Plane, the
Cosmic Treadmill and

the Arrowplane are all up for
sale and you could be the super-
hero lucky enough to purchase
them. If you can collect all four,
you can charge your opponents
200 Megabucks with
Superman’s visage printed on
them.

Sound familiar?
It should. It’s Monopoly –

JLA (Justice League of
America) Monopoly to be
exact. With the success of such
Monopoly games as X-men,
Spiderman and Marvel Super
Heroes, the USAopoly company
proudly presents the JLA edi-
tion of the classic Monopoly
board game.

For those who love
Monopoly, fear not, all the rules
are the same. The only thing
different now are the flavors.
Rather than buying real-estate,
you now purchase the
super abilities of such DC
Comic heroes as; Superman,
Batman, Aquaman, Martian
Manhunter, Green Arrow, The
Flash, Wonder Woman and the
Green Lantern. The Bat-com-
puter replaces the Chance Card
and the Daily Planet replaces
the Community Chest card
adding more super hero flavor
to the game.

The object of the game is to
collect as many abilities as you
can to build powers (houses)
and superpowers (hotels). Once
you’ve achieved this, your com-

petitors will genuflect with
respect and admiration OR flip
the game board send-
ing all of the
pieces all
over

the
floor
and go
home. (Just
Kidding!)

USAopoly did a
great job designing the
JLA edition of the classic
Monopoly game from the
money with super heroes
imprinted on them to the game
pieces. Players can choose from
8 collectible pewter tokens

where each piece is a bust of
one of D.C. Comic’s most pop-
ular characters.

The game board itself it
fantastic. Well illus-

trated and
designed,

when

you’re
not landing

on one of the
D.C. Heroes abili-

ties, you have the for-
tune or misfortune of land-

ing on Arkham Asylum Income
Tax (replaces pay $200 or pay
10%), Lex Luthor’s Luxury Tax
(replaces Luxury Tax), The
Green Lantern’s Power Battery
(replaces Electric Company) or

Monopoly: Justice League of America Edition
Hasbro Inc. & USAopoly

MSRP: $24.99
www.usaopoly.com

RATING:  B+

(Continued Next Page)
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Aquaman’s City of Atlantis
(replaces the Waterworks).

I love a good game of
Monopoly and I love sitting
down with some of my
favorite D.C. Superheroes and
now I can do both in one sit-
ting. The JLA edition of the
classic Monopoly game is per-
fect for both Monopoly fans
who like to collect the various
editions of the game, and those
friends who are heavy into
comics. 

With so many great
Monopoly titles, USAopoly
continues to outdo themselves
with each new incarnation of
the classic board game from
Hasbro. With new comic book
movies and franchises continu-
ously being produced there is
no telling what lies around the
corner of Boardwalk and Go
(or in this case Superman’s
Strength of Steel and GO).
Hopefully there will be ver-
sions of HULK, X-Men II,
Fantastic Four, Batman,
Superman or any other fan
favorite. Until then, stay out of
jail, pass GO and collect $200
and have fun!

(JLA Monopoly Continued)

Table-Top Warlords Wargaming Club
The TTW wish to invite all wargamers to attend one of their bi-monthly club
meetings, held at Adventure Games in Dickson City. All meetings are open
to the public and include lots of demo games that ANYONE can join in on.
From fantasy to sci-fi to historicals, miniatures to board games, we play
everything. If interested in attending, or joining our club, just send us a
note for more information. 

Kurtus Brown, Club President.
sheol@epix.net

570-586-3717
Club website:

http://members.toast.net/jab
Adventure Games: 570-343-6687
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By Thomas Shultz
CromulusV@cs.com

“I’m Bob Macdougal.”
“And I’m Steve McLanahan.”

Welcome to Legionsrealm’s
Bloodbowl Pre-Game!

Bob - Our first ever
Legionsrealm Bloodbowl game
should a hum-dinger, pitting the
Pittsburgh Plague and the
Minneapolis Maulers. The game
features some of the league’s
brightest young players.

Steve - Players like Radd
Rattovich, the fastest player in
the league. There are rumors he
was timed by the Pittsburgh
Steeler’s scouting department and
ran a 3.91 in the 40-yard dash.
Several NFL coaches are petition-
ing the league to allow Skaven as
players, but Radd might have
trouble passing an NFL physical.

Bob - That is true, Steve.
You see, while Radd Rattovich
can really light up a scoreboard,

he can also light up your bed-
room or your linen closet. That’s
because he’s radioactive. If you
don’t believe us, then look at
him. He has four arms. That’s
not normal. Still, with his blaz-
ing speed and unearthly agility,
he is the cog of the Plague
offense. As he goes, so does
Pittsburgh. Speed kills, and this
young rodent has it.

Bob - That’s right Steve,
speed kills. Then again, so does
radiation. Speaking of speed,
Steve, don’t forget about Splinter
Mikishi and Red Rattinghood.
They’re no slouches in the speed
department either. Red
Rattinghood is the Plague’s sec-
ond scoring option in the
Pittsburgh three deep set. The
third option is Splinter, a convert-
ed Stormvermin who specializes
in downfield coverage.

Steve - Those are just the skill
positions, Bob. The Plague also
feature what Skaven fans are call-
ing the Terrible Trio, or T3: Bat
Rastard, colossal rat ogre, and
Maxx and Mongo, the Plague’s

Stormvermin. They are the heart
and soul of the Plague defense
and provide aggressive blocking
on offense.

Bob - That’s right Steve, but
what sets T3 apart from other
players at their position is that
they are athletic enough to carry
the ball. Bat Rastard, for exam-
ple, combines remarkable agility
with the strength and toughness
we expect from someone of his
size. Maxx and Mongo are two
hard headed, fast moving blitzers
who actually hail from a small
community outside of Sidney,
Australia. 

Steve - Last, but certainly not
least, is the Plague quarterback,
Lefty. If Radd Rattovich is the
engine that drives the offense,
then Lefty is the wheelman.
He’s the triggerman in the offense
and the glue that holds everyone
together.

Bob - Let’s take a look at their
opponents, the Minneapolis
Maulers. The Maulers, a para-
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military organization, are a bal-
anced team featuring a solid
defense and an offense that
favors the pass but can be terribly
effective on the ground.

Steve - Behind powerful
blocks from ogre, Master
Sergeant Nancy Jawsmasher, and
their blitzers Lt. Carl Insanus and
Lt. Bigkill Mcgee…

Bob - Wait a minute; you’re
telling me they have a female
ogre on their team?

Steve - No. Nancy is a man.
Bob - What kind of name is

Nancy for a male ogre?
Steve - It should be noted that

Nancy’s last name is actually a
moniker given to him by his
team-mates. We understand he
is sensitive over the entire Nancy
thing.

Bob - It’s obviously a great
name, Steve!

Steve - Anyway, Insanus and
Mcgee are strong, athletic and
well armored. They provide a
potent punch while throwing
downfield blocks and are capable
enough to score points them-
selves if need be.

Bob - Yes, but the strength of
the Maulers lies in their passing
game. Their receivers, Lt.
“Surething” Smith and Lt. “Cool
Hands” Luke are fast and athlet-
ic. Add in the strong arm of Sgt.
Dewey Slaughterem and you’ve
got a team who can score and
score again!

Steve - I disagree, Bob. I
think the strength of this team is
in its linemen. Often the unsung
heroes in football, Minneapolis’
linemen are no different. There’s

no glamour or glitz in being a
lineman, but they’re the ones
who put the opposition on their
backs so the skill position guys
can make plays. Led by Private
First Class Art Sackem, the line
consists of PFC Rick-O
Buckshot, PFC Reginald
Artillery, PFC Gunney Burlap,
PFC Titus McManus and PFC
Ace Walker.

Bob - Well this much is sure,
Steve: The Maulers will be a
force to be reckoned with.

MONDAY NIGHT BLOOD-BOWL
POST GAME

I’m Bob Macdougal.
And I’m Steve McLanahan.

Both- Welcome, ladies and
gentlemen, to Monday Night
Blood Bowl’s Post game report.

Steve - It will be a few hours
before the numbers are in and it’s
official, but it looks like Blood
Bowl is a hit! 

Bob - That’s right, Steve, an
extreme hit, with an emphasis on
hit!

Steve - Let’s go to footage
from the first half where the
Plague fans, who actually out-
numbered the fans of the home-
team Maulers, got a little rowdy
and started throwing debris onto
the field.

Bob - The road team’s fans
outnumbered the home teams?
That speaks volumes for the
Plague’s popularity. You might
say it’s contagious.

Steve - That’s great, Bob.
Did you think that one up all by
yourself? Anyway, the fans of

(Continued Next Page)

(Legions-Bowl Continued)
BOX SCORES

Pittsburgh 1
Minneapolis 2

Casualties- Pitt:Rastard (1)
Minneapolis:Sackem (1),
Jawsmasher (1).
Touchdowns- Pitt: Rattovich
(1). Minneapolis: Smith (2)
Completions: Minneapolis
(1)

- Game Summary - 

Pittsburgh jumped to an
early lead, but then couldn’t
get the offense going. The
Plague fumbled three times
as they were going in for
scores. The Maulers did a
good job containing the
team speed of the Plague.
Bat Rastard vs. Nancy
Jawsmasher looks to be one
of the great young rivalries
of this new league. Lt.
Smith of Minneapolis set
established the single game
record for touchdowns with
two.

Death Valley 3
Green Bay 0

Casualties- Death Valley:
N. Blackstone (1), C.
Blackstone (1), L.
Shatterjaw (1).
Touchdowns- Death Valley:
L. Shatterjaw (3)
Completions- Death Valley:
S. Pottymouth (1)

- Game Summary - 

Loki Shatterjaw broke the
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the Plague started pelting the
Maulers with beer bottles, rocks
and ball peen hammers. As
more than half the Mauler’s line
lay semi-conscious on the field,
Plague star Radd Rattovich
scooped up the ball for a long
touchdown run.

Bob - He’s blindingly fast,
Steve. There wasn’t even any-
one in the same zip code as him
on that play.

Steve - Unfortunately for the
Plague, that was all the scoring
they got. Solid defense and effi-
cient offense from the Maulers
put up two touchdowns against
the Plague D, including one late
to put the Maulers ahead for
good.

Bob - Plague Stormvermin,
Maxx and Mongo looked deject-
ed after the game.  They had this
to say.

Maxx Gutterpunk - We
needs to pick it up, mate. We
can’t be letting no talent wankers
like the Maulers get the drop on
us. We’re better than that. We
are the Plague! And there ain’t no
cure for this ailment!

Mongo Gutterpunk- I agree
with ya, bro. Those guys are a
bunch of wankers!

Steve - The Plague had their
chances to put points on the
board, but just couldn’t convert.
Heavy rains played a part in
Radd Rattovich’s first half drop
of what was a sure Plague touch-
down. In the second half, Radd
slipped up on a rain-slicked field
and coughed the ball up near the
Mauler goal line.

Bob - Despite the mishaps,

Radd was still named the
Plague’s game MVP. We talked
to Radd about his miscues after
the game.
Radd Rattovich- I let ze team
down. Maulers got lucky. I
don’t drop ze ball often, let alone
twice in ze same game. I circled
ze date on ze calendar when we
meet ze Maulers again.
Redemption will be mine!

Bob - Lt. Smith from the
Maulers scored both Mauler
touchdowns and was voted
Maulers MVP.

Steve - Smith had these words
to say about his performance.

Lt. Smith- Smooth, that’s
what it’s all about. I slide and
glide and twist and turn and the
next thang you now, I’m steam-
ing and screaming all the way
into the endzone. As long as
everyone around me manages to
stay alive long enough to get me
the ball, I’ll take that ball and
make the whole thang look easy.

Bob - Smith did most of the
work on his first touchdown,
darting and dodging on his way
to the score, but the second one
came after a long, tight spiral
from team mate Dewey
Slaughterem. 

Sgt. Slaughterem- Yes Sir,
that was one heck of a pass. The
enemy was all around me. I was
being bombarded on all sides and
then I saw my opening. I stepped
up, took aim, fired the ball and
scored a direct hit. BOOM!
COMPLETE! Just like our
Coach, Capt. Furious Major says,
“Shock” and “Awe” offense
works son, sometimes you have

(Legions-Bowl Continued)

Legionbowl record set ear-
lier in the week by Lt.
Smith of Minneapolis by
scoring three touchdowns
in one game as the
Demolition destroyed the
Crappers. Of special note,
the score could have been
much more lopsided, but
the Demolition didn’t stop
to notice the ball until they
had beaten their opponents
into the ground. Shimmy
Boogoo mentioned some-
thing about one of their
ogre friends missing the
game, so they had to use
three goblins instead of just
two.

Detroit 0
Cleveland 1

Casualties - Cleveland-
Bart Bruise(2), Rocko
Bruise(1), Big Poppa
Plump(2)
Touchdowns- Cleveland:
Farcas the Bull (1)
Completions- none

- Game Summary - 

Legionbowl’s first overtime
game. Yes, overtime! We
don’t do any of that pansy
‘draw’ stuff. The game
winner came when Bart and
Rocko, the Bruise Brothers,
sent Terella Owens for a
dirt nap and Farcas the Bull
returned the ensuing fumble
all the way for the game’s
only score. Heavy casual-

(Continued Next Page)
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to take one for the team and get
hurt or killed, but when everyone
comes together, nothing can stand
against our military might.

Steve - Another key match-up
in this game pitted the collective
might of the two big guys, Nancy
Jawsmasher from the Maulers
and Bat Rastard from The
Plague, against each other. 

Bob - What a match-up,
Steve! These two monsters
knocked each other around all
game! In Bat Rastard, you have
wild, reckless might and agility
superior to most players his size.
In Nancy Jawsmasher, you have
unadulterated power and steely
skinned thickness you’d normally
associate with an ogre. You’d
think it would have been a stale-
mate, but Bat Rastard appeared to
win most of their head to head
battles.

Steve - That’s right, Bob. Bat
pushed Nancy all over the field,
but that didn’t discourage Nancy,
who seemingly appreciated the
gratuitous show of strength.

Nancy Jawmasher- Dat BIG
rat-thing, now he was fun to
wrassle wit. He was pretty sturdy.
He knocked me down a bunch of
times, but I kept gettin back up. I
tink the next time we play the
rats, ill toussle with dat big rat
some more.

Bob - Bat Rastard, who is
renowned for being out of con-
trol, indicated the admiration was
not mutual.
Bat Rastard- Nancy. Ha-ah! If
I were on my back as often as he
was in ze game, I would take a
pregnancy test. I hope he sur-

vives until we play ze Maulers
again. I was just playing this
time. Next time, I won’t goof
around.

Steve - Well, if you ask Lt.
Carl Insanus, Bat Rastard wasn’t
playing around when he annihi-
lated him on a block early in the
first half.

Lt. Insanus- I don’t know
what happened, I was standing
there one moment sizing up the
big ugly rat in front of me and
the next thing I can recall is wak-
ing up several hours later not
knowing what planet I was on.
I’m feeling much better now. The
pills and the shock therapy and
the probes and the voices are all
helping me out. I’ll be feeling
much better for our next game
against the N.Y. Rippers.

Steve - Well Bob, with our
first Legionbowl game in the bag,
what are your thoughts?

Bob - Frankly Steve, I’m a lit-
tle concerned with all the vio-
lence involved in the game.
Who’s to say that some six year
old isn’t going to drive block
their 300 lb uncle and get clob-
bered the same way that Insanus
got hammered? The league
might need to crack down on
those kind of big hits.

Steve - Start cracking down?
This was the first game, Bob.
Aren’t you jumping the gun a lit-
tle?

Bob - Gun?! Did you say
one of them had a gun?

Steve - Folks, we’re going to
have to go to a commercial break
right now. We’ll be back right
back to preview the rest of this
week’s games.

ties on the Detroit team
have left their coach won-
dering about how he was
going to field a team next
week. Good thing they’re
playing the goblins of
Green Bay. Cleveland’s
deathroller, The
Roshambowler, will be in
the shop next week as the
Cranial Crushers take on
Death Valley.

NewYork 2
Baltimore 1

Casualties - Baltimore:
Caldon the Black (1)
Touchdowns- New York: V.
E. Viscerate (1), Jack (1).
Baltimore: Reggie Wight
(1)
Completions- Baltimore:
M. Green (1) 

- Game Summary- 

New York led their conser-
vative, if not brutal, offense
against Baltimore’s
Frightful Front Five, notch-
ing two painful scoring
drives onto their belts.
Baltimore’s lone score
came at the end of the
game when a fumbled pass
attempt was scooped up by
a blitzing Reggie Wight and
taken back for the score.
Baltimore’s bandaged bad-
man, Caldon the Black,
added a team member to
his squad by annihilating a
Ripper blitzer and then sub-
sequently having his coach
animate him as a zombie.

(Legions-Bowl Continued)
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Legions Realm Information OPEN GAME LICENSE
OPEN GAME LICENSE Version 1.0a

T he following text is the property
of Wizards of the Coast, Inc.
and is Copyright 2000 Wizards

of the Coast, Inc (“Wizards”). All
Rights Reserved.

1. Definitions: (a)”Contributors”
means the copyright and/or trademark
owners who have contributed Open
Game Content; (b)”Derivative
Material” means copyrighted material
including derivative works and transla-
tions (including into other computer
languages), potation, modification,
correction, addition, extension,
upgrade, improvement, compilation,
abridgment or other form in which an
existing work may be recast, trans-
formed or adapted; (c) “Distribute”
means to reproduce, license, rent,
lease, sell, broadcast, publicly display,
transmit or otherwise distribute;
(d)”Open Game Content” means the
game mechanic and includes the meth-
ods, procedures, processes and routines
to the extent such content does not
embody the Product Identity and is an
enhancement over the prior art and any
additional content clearly identified as
Open Game Content by the
Contributor, and means any work cov-
ered by this License, including transla-
tions and derivative works under copy-
right law, but specifically excludes
Product Identity. (e) “Product Identity”
means product and product line names,
logos and identifying marks including
trade dress; artifacts; creatures charac-
ters; stories, storylines, plots, thematic
elements, dialogue, incidents, lan-
guage, artwork, symbols, designs,
depictions, likenesses, formats, poses,
concepts, themes and graphic, photo-
graphic and other visual or audio rep-
resentations; names and descriptions of
characters, spells, enchantments, per-
sonalities, teams, personas, likenesses
and special abilities; places, locations,
environments, creatures, equipment,
magical or supernatural abilities or
effects, logos, symbols, or graphic
designs; and any other trademark or
registered trademark clearly identified
as Product identity by the owner of the
Product Identity, and which specifical-
ly excludes the Open Game Content;
(f) “Trademark” means the logos,
names, mark, sign, motto, designs that
are used by a Contributor to identify
itself or its products or the associated

products contributed to the Open
Game License by the Contributor (g)
“Use”, “Used” or “Using” means to
use, Distribute, copy, edit, format,
modify, translate and otherwise create
Derivative Material of Open Game
Content. (h) “You” or “Your” means
the licensee in terms of this agreement.

2. The License: This License
applies to any Open Game Content
that contains a notice indicating that
the Open Game Content may only be
Used under and in terms of this
License. You must affix such a notice
to any Open Game Content that you
Use. No terms may be added to or sub-
tracted from this License except as
described by the License itself. No
other terms or conditions may be
applied to any Open Game Content
distributed using this License.

3.Offer and Acceptance: By Using
the Open Game Content You indicate
Your acceptance of the terms of this
License.

4. Grant and Consideration: In con-
sideration for agreeing to use this
License, the Contributors grant You a
perpetual, worldwide, royalty-free,
non-exclusive license with the exact
terms of this License to Use, the Open
Game Content.

5.Representation of Authority to
Contribute: If You are contributing
original material as Open Game
Content, You represent that Your
Contributions are Your original cre-
ation and/or You have sufficient rights
to grant the rights conveyed by this
License.

6.Notice of License Copyright: You
must update the COPYRIGHT
NOTICE portion of this License to
include the exact text of the COPY-
RIGHT NOTICE of any Open Game
Content You are copying, modifying or
distributing, and You must add the
title, the copyright date, and the copy-
right holder’s name to the COPY-
RIGHT NOTICE of any original Open
Game Content you Distribute.

7. Use of Product Identity: You
agree not to Use any Product Identity,
including as an indication as to com-
patibility, except as expressly licensed
in another, independent Agreement
with the owner of each element of that
Product Identity. You agree not to indi-
cate compatibility or co-adaptability
with any Trademark or Registered

Trademark in conjunction with a work
containing Open Game Content except
as expressly licensed in another, inde-
pendent Agreement with the owner of
such Trademark or Registered
Trademark. The use of any Product
Identity in Open Game Content does
not constitute a challenge to the own-
ership of that Product Identity. The
owner of any Product Identity used in
Open Game Content shall retain all
rights, title and interest in and to that
Product Identity.

8. Identification: If you distribute
Open Game Content You must clearly
indicate which portions of the work
that you are distributing are Open
Game Content.

9. Updating the License: Wizards
or its designated Agents may publish
updated versions of this License. You
may use any authorized version of this
License to copy, modify and distribute
any Open Game Content originally
distributed under any version of this
License.

10 Copy of this License: You
MUST include a copy of this License
with every copy of the Open Game
Content You Distribute.

11. Use of Contributor Credits: You
may not market or advertise the Open
Game Content using the name of any
Contributor unless You have written
permission from the Contributor to do
so.

12 Inability to Comply: If it is
impossible for You to comply with any
of the terms of this License with
respect to some or all of the Open
Game Content due to statute, judicial
order, or governmental regulation then
You may not Use any Open Game
Material so affected.

13 Termination: This License will
terminate automatically if You fail to
comply with all terms herein and fail
to cure such breach within 30 days of
becoming aware of the breach. All sub-
licenses shall survive the termination
of this License.

14 Reformation: If any provision
of this License is held to be unenforce-
able, such provision shall be reformed
only to the extent necessary to make it
enforceable.

15 COPYRIGHT NOTICE
Open Game License v 1.0 Copyright
2000, Wizards of the Coast, Inc.


