


JULY 2005

TITLE IMPRINT ISBN STOCK# US PRICE
ORDO DRACUL VAMPIRE 1-58846-257-9 25120  $31.99
THE MARRIAGE OF VIRTUE & VICIOUSNESS VAMPIRE FCTON  1.58846-872-0 11238  $6.99
PREDATORS WEREWOLF 1-58846-326-5 30300  $29.99
WEREWOLF STORYTELLER SCREEN WEREWOLF 1-58846-593-4 30701  $14.99
MAGE: THE AWAKENING T-SHIRT L MAGE 57010 $21.99
(@) MAGE: THE AWAKENING T-SHIRT XL MAGE 57011 $21.99
m MAGE: THE AWAKENING T-SHIRT XXL MAGE 57012 $21.99
— A SHADOW OVER HEAVEN'S EYE EXALTED FCTON  1.58846-871-2 10069  $6.99
MIND'S EYE THEATRE MET 1-58846-522-5 50000  $22.99
m (a] MET: THE REQUIEM MET 1-58846-523-3 50001  $27.99
m - AUGUST 2005
TITLE IMPRINT ISBN STOCK# US PRICE
- MAGE: THE AWAKENING MAGE 1-58846-418-0 40000  $34.99
ASPECT BOOK: WOOD EXALTED 1-58846-683-3 8844  $19.99
< 7, VTES: PLAYER'S GUIDE VTES 1-58846-648-5 2699  $34.99
m SEPTEMBER 2005
TITLE IMPRINT ISBN STOCK# US PRICE
L Vil VAMPIRE 1-58846-258-7 25301  $26.99
d PRINCE OF THE CITY VAMPIRE EOAGAME  1-56504-274-3 5212 $39.99
E LORE OF THE FORSAKEN WEREWOLF 1-58846-327-3 30100  $26.99
m MAGE: THE AWAKENING CHARACTER PAD MAGE 1-58846-585-3 40701  $9.99
< MAGE: THE AWAKENING DICE MAGE 1-58846-580-2 40702  $6.99
WOMEN OF THE CAMARILLA 2006 CALENDAR CAMARILLA 1-58846-571-3 50700  $19.99
m ) WILD BLOOD TWO WOLF 1-58846-878-X 12996  $13.99
OCTOBER 2005
TITLE IMPRINT ISBN STOCK# US PRICE
U ™ BOSTON UNVEILED MAGE 1-58846-419-9 40200  $26.99
MAGE: THE AWAKENING SCREEN MAGE 1-58846-584-5 40700  $14.99
m = NOVEMBER 2005
o TITLE IMPRINT ISBN STOCK# US PRICE
THE INVICTUS VAMPIRE 1-58846-259-5 25121  $31.99
BLOOD OF THE WOLF WEREWOLF 1-58846-329-X 30301  $26.99
; SANCTUM & SIGIL MAGE 1-58846-420-2 40201  $26.99
MAGE: THE AWAKENING MOUSEPAD MAGE 40703 $12.99
| BASTIONS OF THE NORTH EXALTED 1-58846-686-8 8807  $24.99
THE CARNELIAN FLAME EXALTED FCTON  1.58846-882-8 10070  $6.99
L EXALTED 2ND EDITION T-SHIRT L EXALTED 57013 $21.99
I EXALTED 2ND EDITION T-SHIRT XL EXALTED 57014 $21.99
- EXALTED 2ND EDITION T-SHIRT XXL EXALTED 57015 $21.99
— VTES: LEGACIES OF BLOOD STARTER DISPLAY V-TES 1-58846-641-8 2691  $79.92
VTES: LEGACIES OF BLOOD BOOSTER DISPLAY V-TES 1-58846-642-6 2692  $107.64
: T VTES: LEGACIES OF BLOOD AKUNANSE STARTER DECK ~ V:TES 1-58846-643-4 2693 $9.99
VTES: LEGACIES OF BLOOD GURUHI STARTER DECK V-TES 1-58846-644-2 2694 $9.99
H VTES: LEGACIES OF BLOOD ISHTARRI STARTER DECK ~ V:TES 1-58846-645-0 2695 $9.99
; VTES: LEGACIES OF BLOOD OSEBO STARTER DECK V-TES 1-58846-646-9 2696 $9.99
VTES: LEGACIES OF BLOOD BOOSTER PACK V-TES 1-58846-647-7 2697 $2.99
DECEMBER 2005
TITLE IMPRINT ISBN STOCK# US PRICE
LODGES WEREWOLF 1-58846-330-3 30101  $26.99
WORLD OF DARKNESS: CHICAGO WOD 1-58846-479-2 55200  $39.99
CHICAGO: THREE SHADES OF NIGHT WOD FcTion 1-58846-870-4 11720  $14.99
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Your AWAKENING BEGINS

alook inside and behind the scenes of mage: The awakening.

CHASING THE DRAGON

vampire developer, will mindmarch, gi\rcs us a sneak preview of
ordo pracul, including some crossover information and a new
twist on how some pragons pecform their pisciplines.

WRESTED FROM THE SHADOW

Were\volfd(:v(:l()p(:r, ethan skemp, (:nligh‘r(:ns us as to the guidinq
principles behind september’s Lore of the fForsaken.

LAIBR of THE DAMNED

Two people, one vampire, one terrible decision... we see it all
in this preview excerpt of Greg stolze’s novel The marriage of
virtue and viciousness.

Aspect Books: A RETROSPECTIVE

exralted developer, geoffrey c. grabowski, looks back at his
experiences developing the five aspect sooks and how he thinks
they’ve turned out.

CrowNeD SuN, PAINTED fROG

asneak preview of Tim waggoner’s novel egalted: A shadow
over Heaven’s eye, with pechaps the most imriquing den
of iniquity in all of ane.

Vargr RuLe

A delightful, disturbingllg sensual excerpt from Nancy A. collins’
wild Blood, brought 1o you by Two wolf press.
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everything you ever needed 1o know about vampire: The eternal struggle
is collected in the viTes player’s guide, and anything you might want to
know about the player’s guide is right here in this article.

16 Tue MyrHIC Vampire BoARD GAME

we've promised and promised l‘,()U’VO‘mpife: prince of the CiTg,
but now we have proof that it actually exists and is coming your way.
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sut don’t take our word for it—see it for yourself.
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News and'Notesfrom white wolf game studio

Where are we going to be
this summer?2 We've got
big events scheduled each
month, where we’d love to
see you. You can check out
our website (www.white-
wolf.com) for more spe-
cific programs we're offer-
ing at each event, but you
can be sure we'll be hold-
ing at least one Mind's Eye
Theatre LARP at each one
since MET and MET: The
Requiem are releasing at
long last in July. Other-
wise, here’s where we'll be
and when:

July(ish)

Origins

(June 30th-July 3rd)—
Gamers of dll stripes de-
scend on poor Columbus,
Ohio. White Wolf holds an
exclusive preview game
for—Mage: The Awaken-
ing as well as a variety of
seminars and other events.

August

GenCon Indy

(August 18th-21st)—
Ignore the inconveniently
scheduled Telluride Mush-
room Festival, and come in-
stead to the best four ddys
of gaming at the Mecca of
hobby gaming enthusiasts.

September

DragonCon

(September 2nd-5th)—
This is our hometown con-
vention, and we'll be out in
force. Previews, LARPs, a
party... Check our website
for more news as our fiend-
ish plans develop.

Chad Steps Up

A Story of Unparalleled Patriotic Heroism

One week before Valentine’s day
this year, a call went out over the
intercom. Something... horrible
was in our break room’s refrigera-
tor. Something marked January
24th, 2005. The thing was a box
of sushi, two-week-old sushi, and
it posed a formidable problem. It
had been abandoned, epitomizing
the dangerous laissez-faire attitude
that permeated employee-refrig-
erator relations at the time.

At first, the citizen who found the
neglected sushi took it upon him-
self to throw it away, but the media
had already gotten wind of the
story. This was an issue foo urgent
to sweep into the trashcan. Who
had brought this sushi here2 Who
had abandoned it2 Would throw-
ing it away be enough? No, we
knew that something more substan-
tive had to be done, lest relations between our-
selves and our chilly neighbors deteriorate. The
emotional scars left in the wake of the vicious
SHINTY campaign were still too vivid. The sub-
sequent “Achilli Purges,” had proven fo ev-
eryone just how bad things could get when no
one is willing to make concessions.

Hoping fo stave off disaster, ambassadors from
the refrigerator were invited to a summit to dis-
cuss the matter. The talks began with the
refrigerator’s representatives explaining how their
job was to keep their environment cold and air-
tight. In doing so, they required electricity, which
we provided. In return, we temporarily stored
our lunches and soft drinks on their tribal home-
land. When we left food overlong on their lands,
the resultant stink was trapped and impossible
to dislodge. That made their homeland uninhab-
itable, which could lead to a walkout on their
part. Such work stoppages then led either to a
purge or fo a complete pull-out of all food and a
withdrawal of all electricity.

Employee-refrigerator relations to date had
led to this codependent cycle, however, and the

refrigerator’s inhabitants weren’t going to take
it any longer. They would accept no settlement
short of a sacrifice performed in good faith.
Justin Achilli himself, they demanded, must eat
one piece of the sushi. Mister Achilli had once
made a living eating questionable substances
of ill provenance for ostensible “glory” and a
nominal fee. Surely he would forgo that fee now
and do as he had once done so that current
relations could be improved. Instead, talks grew
tense, and threats were levied on both sides.
Repercussions undreamed of in the days of the
Purges were espoused. A revivification of a
newly emboldened SHINTY was intimated.
Meanwhile, however, separate covert plans
were being implemented. A crack commando
team was dispatched to refrieve the sushi from
the trash. Fortunately, the box had remained
closed during disposal and had remained in its
plastic carryout bag. Even better, that bag was
insulated from the wet refuse beneath by an up-
turned cardboard box-top. The sushi was evacu-
ated from the break room and removed to White
Wolf command HQ. While token representa-



tives remained in the talks,
largely stalling, a shadowy
cabal gathered to discuss the
possibility of capitulating fo the
refrigerator’s demands.

Advanced scientific examina-
tion was employed, and it was
determined that the sushi didn't
consist entirely of deadly poi-
son. (A dissenting opinion from
within the Atlanta CDC was
ruled invalid.) What the refrig-
erator wanted could be done—
likely with minimal casualties.
Since our pride was weaker
than our wish for peace, it was
decided the sacrifice would be
performed. All we needed was
a willing operative.

Justin Achilli was violently
opposed to the idea, however,
so we turned to Chad Brown—
a sometfime ally and sometime
enemy of Justin’s. Chad had
been on the scientific team that
developed the Kaiser Beef. Chad
had also acquitted himself val-
iantly in the Park North Shop-
ping Cart Joust. He was even
Justin’s equal constitutionally, as
his survival of the Bag of Door-
knobs Melee had proven.

Chad showed initial reluc-
tance. The maiden voyage of
the Kaiser Beef had been a di-
saster, and despite receiving a
clay trophy commemorating
his heroism, the affair had left
him a shell of a man. He lis-
tened in grave silence o our
proposal. At its end, all he
could manage was a reflexive
shudder of revulsion. He sub-
mitted in the end, of course,
though not out of civic duty,
noble pride, or even grudging
respect for the refrigerator. In
truth, he gave way to that time-
honored lure of greater and
lesser men alike: money.

Yet for no mere dollar would
Chad step up. A grassroots fund-

raising campaign began imme-

diately, and the half dozen of us
assembled managed to raise 14
dollars in cash. Unable to deny
himself that prodigious sum,
Chad wearily raised the nearest
morsel fo his lips. The work was
done in a second, and a great
cheer was heard. Chad downed
an airline bottle’s worth of rum
to cleanse his palate, and we
handed over his well-earned
gains. A runner was dispatched
to relay the news and call our
diplomats home.

Yet our joy turned to bitter
ashes when we received our re-
ply. Instead of détente, we re-
ceived only garbled outrage.
War was certain, despite our
bafflement, and only a timely
intervention by the UN pre-
vented a deadly outbreak. The
refrigerator’s ambassadors’put
their case before the General
Assembly first. Justin had to be
the one who ate the two-week-
old trashcan sushi, they cried,
or the whole gesture was
meaningless. It was Justin who
had led the eponymous
“Purges.” If Justin were not pro-
duced, our enemies promised,
an unceasing campaign of
SHINTY guerilla warfare could
be the only result.

Fortunately the diplomats had
their day. Even American Presi-

dent George W. Bush got in-
volved—between his latest Doc-
tors Without Borders assign-
ment in the Democratic Repub-
lic of Congo and his unpaid MIT
seminar series on the no bound-
ary condition vis-a-vis imagi-
nary time. He suggested that if
Justin would not eat a single
piece of the sushi, perhaps a dif-
ferent employee could eat all of
the remaining sushi. This pro-
posal was accepted by all par-
ties with grudging respect for
President Bush'’s calm wisdom,
though no one envied the un-
lucky soul who would suffer in
Justin’s stead. Slowly our eyes
turned once more fo Chad...
This time, even $14.00 would
not be enough. Recognizing the
stakes, we dug deep in our wal-
lets, and indeed our hearts. The
resultant sum we gathered sur-
prised us all. The first donation
was a rare, mint-condition
Sacajawea dollar. The next was
a staggering five euros, which
as closely as we can tell with-
out the metric system, comes
to... dozens of dollars. At that
show of generosity, the flood-
gates truly opened, such that a
whopping 39 more dollars hit
the table. At that show of mag-
nanimity, Chad finally decided
to do what needed to be done.

Then, to show our respect
for our frigid neighbors, we
feted Chad’s noble sacrifice in
grand style, right there in the
General Assembly of the UN.
We provided a fine V:TES
play mat for a plate. We
decked him out in a regal,
dignified pirate-themed hat.
We provided every condi-
ment and side dish available,
including wasabe, soy sauce,
duck sauce, ranch dressing,
barbecue sauce, taco sauce,
Nutella (this was the UN, aof-
ter all), and an indescribable
substance known only as
Marmite. And there, with
flash bulbs going off in his
face and gawking onlookers
from all over the world
gawping in delighted horror,
Chad ate the two-week-old
trashcan sushi. His stoic reso-
lution to the task impressed
the denizens of the refrigera-
tor, and they forswore all hos-
tile intent. They and we re-
turned home, each earning
new respect for each other
and pledging to act hence-
forth not only as neighbors,
but as allies and true friends.

For more such stories of du-
bious journdlistic quality, check
out our livejournal at http://
www.white-wolf.com/lj.php

Recently
at White

Overheard
Wolf HQ

“No, he pees booze, Chris. Everybody has to

drink from Pee-Boy.”

“| am the Dennis DeYoung of roleplaying.”

“I must evacuate my spring water!”

Q: “Isn’t ‘hyphenate’ a synonym for ‘validate’2”
A: “Well, they rhyme...”



Your ( Aw

@ Bill Brlfd@cs, Mage: The /cwakmin@ developer %

’s finally here—mage: The Awakcning. 1t’s been a long
year of finessing this book together while stircing the cauldron
and chanting in ancient and barbaric tongues, but the spell 1s
finally complete. in this issue of the’Quarterl y, we peel back the
verl on the secretive world of the awakened and get a glimpse of
the socceries seething through the world of parkness.

A Mod,cmgSoch‘rzy World

Magic is something everybody dreams of but nobody seems to
possess. The powerto conjure someThin%Y from nothing, 10 chcmge
a man into a toad, to curse one’s enemies and their progeny, To
call down lightning from the sky and lay waste 1o a cty—all
powers claimed by wizards in myth, legend, and epic fantasy
tales. we are drawn to these tales, however, noTjusT because of
the power displayed in them. wizards present a different kind of
allure: the desire for power tempered with wisdom. pemons and
monsters have powers, butthey have gfeaﬂimitaﬁons andcurses,
too. Mages have the power of knowing when and how to use
power. while this can be a limitation, it is a self-imposed one,
berokening a discipline rare in this world.

mage: The Awakening is game about these kinds of mages,
and the trials and temptations they face on the path of discipline
and enlightenmem. the allure of power constantly threatens to
draw them from the path, away from wisdom. A mage 1S someone
who has awakened, whose soul has been freed of an ancient curse
Qfﬂicting mortals. Most people’s souls are asleep, unaware of the
raw power they can tap to remake their world. the truth has been
hidden from them many lifetimes ago; all they know is alie. mages
can see through the lie and enact humaniry’s birthright: magic.

Mages live in the here and now, in this world, just down the
street. Ahhough their society resembles more the feudal states of
the past, broken into balkanized regions that remain largely in-
communicado with one another, they still travel and use cell
phones and the internet like most modern people. But they live in
aworld of secrets, where the hoarding of those secrets is a form of
currency. Disagreemems between mentor and student, master and
adept, turn into rifts as apprentices accuse masters ofwiThholding
Necessary knowledge, and masters declare most apprentices un-
worthy of it. when a mage can no longer work with his mentor, he
leaves and seeks his own sanctum and cabal, a group of mages 1o
whom he can trust his own secrets—or so the theory goes. In
practice, cabals can be contentious, backbiting groups fighting
over the same old theme: the ownership of secrets.

Humanity at large is ignorant of this occult underground.
sorcerers and witches live down the street and sometimes shop ar
the same stores, but the publicis ignorant of this amazing truth.
even were the existence of mages 1o become known, most people
wouldn’t believe it, and those who did would see it as cause for
alarm and fear rather than wonder and awe. Magicis afootinthe
world, but most people resist it.

®

/ ﬁcgins

Mage presents a vision of magic somewhat different from thar
portrayedin mostoccultliterarure, althoughitincorporatres many
famous occult elements. Mage heackens to stories of high magic,
mythic tales of wizardly might and awesome hubris, but serin the
here and now, notin some distant neverland. instead of assuming
a character is a practitioner of a known magical practice, such as
vodoun, cabalism, Hermeticism, Taoist exorcism or any number of
other forms, Mage posits a mortal who has become aware of a
more real worldthanthe one welive in—one from whichwe all once
came. this awakened mortal performs magic by connecting to this
invisible world. all the magical practices mentioned above hint at
orinsomewayspeaktotheexistence of this higher realm, burnone
of them fully prepares a magician to encounterit. forthat, he must
walk down paths of sheer mystery, entering a reality unknown to
mundane occult traditions, but one that completes and realizes
their fragmentary knowledge.

Mages are among the seccet movers and shakers of the world.
their actions affect the tenor of reality itself—for good orill. and
yet, they act unseen, their powers invisible 1o sleepers, ordinary
people who are shrouded in their curse, blind to the truth. worse,
if a sleeper does get a glimpse of the truth, it taints the mage’s
spellcasting, increasing the likelihood that something tecrible
will go wrong—thara parador will occur, altering reality inways
the mage never intended.

the true nature of reality is an enigma always beyond reach.
the various mystical orders hold different beliefs, but none can
ever prove them. inthe end, mystery prevails. Mages are drawn to
seek out arcane mysteries, creating a pervasive atmosphere of
cphers, secrets, and looming cosmic revelations.

mages fight over their own destinies. They do this not on some
cosmic chessboard, but on the streets they call home. persistent
civals of all mages are the seers of the throne, mages from a
mystical order that seeks control of the world in the name of the
exarchs, legendary wizards who in ancient myth ascended to the
higherworld and now rule reality beyond the sighT, knowledge, and
reach of mere mortals. The seers do not “own” or run the govern-
ment, but their agents are certainly influential in the bureaucratic
offices, speeding up or slowing down the engines of governance.

Power Corrupts

there’s danger in magic. Reweaving the Tapestry of creation
can inflate the ego and swallow a mage in hubris. as he gains
more power—control over reality through the casting of spells of
increasing control and complexity—he risks losing touch with his
own mortal nature, forgerting the limits of his mind, body, and
soul. some mages grow callous, caring lirtle if their magic has
unintended CONSEqUENCEs on innocent bystanders. others see no
reason to curtail their mighty wills, and use spells for even the
most banal and mundane tasks that the wise claim should be
performed without recourse 1o supernal power.



theabyssthatrseparatestheworldweknow fromthe higherworld
is said 1o grow larger with every misuse of magic. each time a mage
invokes a paradox through faulty spellcasting, the worlds grow
further apart, and fewer and fewer souls awaken. one mystical
order, the guardians of the veil, polices mage society, punishing
those deemed to have broken the laws of silence and secrecy, dam-
aging the very universe with egotistical practices. A mage who can’t
control his will soon finds himself ostracized at the least, or mur-
dered by another mage’s magic if he can’t avoid making enemies.

thic f istor

the magical orders have a mythology about their beginnings,
the legend of a fallen civilization and a war for the throne of
ceality. the names for that civilization are many, most of them
lost over the years, but even the sleeping know one of them and
seek evidence of its truth: atlantis.

for many years uncounted in the far distant past, mortals
suffered at the whim of monsters, hunted by spirits and preyed
uponby bloodThirsnlJ revenants. seset by creatures sTmngerThan
they, culled by howling beasts whenever they migrmed into
tecritories whose borders they couldn’t possibly perceive, mor-
tals found it nigh impossible 1o advance above their need for
survival, to envision ways of living outside of fear.

following visionary dreams of a distant island free from strife,
small bands of mortals set out 1o sea from many different lands,
eachfollowing the vision giventothemin dreams. when they acrived
at this promised land, their bodies entered deep sleep while their
minds traveled to far astral realms beyond the ken of other mortals.

there they met the others, the daimons of their own souls, the
hidden twin of each soul traveler. These judges challenged them
to prove by what righr they came on astral roads to the realms
supernal, and set them 1o a series of tests. The victors returned
with their souls aglow, lit by a celestial fice. They could see into
the realms 1nvisible and ken the secret workings of creation, the
principles and substances from which everything was wrought.
through the sympathy their far-journeying souls now shared
with the realms supernal, and the lmowledge they gleaned from
studying realms visible and invisible, they could call down the
ways of heaven, the higher principles thar ruled over the lower
realms of marter and spicit. they made their very thoughts real,
imagination renderced into marter and flesh.

they had discovered magic.

the loose confederation of immigrants to the island soon
organized into a city-state led by the magi: atlantis. over time,
the enlightened founded separate orders to fulfill the roles of
governance, from mystical militia to scholars to a priesthood of
the mMysteries to quide them all.

the power to warp the very skein of creation soon outstripped
the wisdom of those who wielded it. The hubris of the magt rose
unchecked. many generations after the first had established
Atlantis, their legacg turned sour. Mage turned on mage, and so
was born the first wizards’ war.

the victors claimed atlantis as theirs, and drove the losers to the
farcorners of the earth. then, combining their power, they wrought
a great spell and erected a ladder o the realms supernal. They

spurned the traditional astral paths by which a sorcerer could
approach the higher realms by means of a soul journey, for they
sought 10 walk the celestial reaches in their own bodies. They
stormed the heights and claimed the thrones of the gods for them-
selves. ruling from on high, no longer bound to earth, even their
petty dictates and whims became real, for they stood over the
lower realm and influenced it with their very thoughts. the subtle
veils were rent, and the highef and lower worlds came TogeTher—
the pure mized with the impure, and the universe trembled.

spurred by the imminent destruction and corcuption of the
world, the exiled mages banded Togcrher and assaulted atlantis,
climbing the starladder and wrestling with the celestial mages in
their heavenly palaces. their struggles were tercible. The two
sides clashed in a chaos of realms, and the losers—sorcerers on
both sides—were flung from on high back into the lower realm.

the ladder shattered, disintegrating into dust, leaving the
victors beyond the reach of the earthbound mages. where the
ladder had been, reality cracked and fell into itself, creu‘ring arift
between the higher and lower realms, a tecrible void that sucked
life and enerqy into itself. The abyss divided the realms once
more, keeping the high, pure realm from the taint of the low. But
thiswas nosubtle veil, permeableto returning souls. rrwas a qulf
of unreality, an aberration that was never meant to be. what was
before a single world became two worlds—the supernal world
and the fallen world, with a vast abyss between them.

the veil between the worlds of spirit and matter hardened,
becoming the daunting gauntlet, a barrier impassible except
through magic. shaken by the reverberations of the ladder’s
destruction, the foundations of atlantis ccumbled and the 1sland
sank beneath the waves. The mystical place that had birthed the
magiwas no more. the survivors would laterwonder: was this the
primordial event that inspired myths of the flood and the Tower
of Babel? perhaps. or perhaps the war reverberated throughout
rime itself, endlessly repeating 1ts disastrous finale in every
human civilization to come.

once again, the enlightened escaped to the far corners of the
earth and there began the long, slow process of releurning what
was lost. Hunted once (1<guin by monsters, ‘rheirprogress was slow,
for the needs of survival came before the slow study of the myster-
ies. what’s more, those souls that had not already been touched by
the realms supernal grew dim, like cold lumps of coal hiding dim
cinders within. many forgot their magical heritage and their souls
entered a slumber deeper than they had known before.

this great decline was known as the quiescence, the sleeping
curse. cut off from the higher realms, divided from their birth-
right by the abyss, souls could not maintain their luminosity and
so fell into sleep. worse—the gravity of the abyss pulled on them
and weighed down the lids of their inner eyes, cuusincg them to
refuse any vision of the higher world. The mages—those who
remained awake—could no longer work their magic before those
who slept without invoking the powers of the abyss. only a rare
few in any place at any time remained awake, Tending the flame
of supernal knowledge, keeping the lore of magic alive.

with the abyss between them and the supernal world, the source
of magic, mages’ power began to wane. 1t became harder and
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harderto draw the supernal energies across the void. then, one by
one, the watrchtowers appeared, their flames sending beacons
from the supernal realms across the vast night o the souls of the
awakened. Legends tell of five atlantean kings, the mage heirs of
the awakened city who led the fight against the ezarchs. They
climbed the ladder and dueled within the celestial palaces. when
the radder shattered, they remained in the higher world and
continued to resist the eracchs. These were the oracles, thelr num-
bers few buttheir powers potent. the oracles each erected by magic
a tower in a single supernal realm, and each invested into their
tower the virtues of their own souls and the sum of their magical
knowledge, imbued into the very stones of the structures.

the watchtowers sent visions across the abyss to mages in the
fallen world, calling to them as atlantis had once called to their
ancestors. Through harrowing soul journeys, some of the magi
finally arrived in astral form at one of the five watchtowers. There
they carved their names into the foundation stones and awoke in
theirbodies. But they were nolonger forsaken, for their names had
been writ by their own souls. they once more claimed sympathy
with the realms supernal.

T he Awakening

from time to time, everyone has moments of clarity in which
they’re able to connect the pieces of the larger patrern and, if only
for a moment, understand. ror one brief, shining moment, their
minds are open to all that the universe has to offer, ready to reach
out and touch the great mystery.

Asoul, once sticred, 1s either sent in a dceam or ecstatic vision onto
strange astral pathways, or plunged Info a “mystery play,” a hallu-
Cin(lTOfllJ experience whereby the common, mundane phenomena of
the world are transformed into highly symbolic and meaningful
ciphers. a person experiencing an Awakening is called a seeker. Many
seekers think they’re going crazy, and in asense they are. the insane
sometimes perceive meaning in candom events, butthe mage sees how
no event is truly random in a vast Tapestry woven by consciousness.

the ultimate end of both a mystery play and an astral journey
is to deliver the soul to a warchtower for initiation. The awakening
Is sometimes named’“the call.” 1’s the watchtower that does the
calling. the soul, hearing its name whispered from the supernal
world across the infinity of the abyss, either responds and enters
the trance of awakening, or refuses the call and remains in sleep.

i a mystery play, the warchtower can be nearly anyrhing in
realirg: askyscraper, aphone boothora grove inthe woods. 1ts true
form is evident to the secker, but to no one else. 11 1s the archetypal
castle perilous, the tower of testing, before which the seeker might
be found wanting. 1f he passes the tests—by proving his persever-
ance throughout the awakening—he is admirred into the tower,
where he sees a multitude of names carved onto its walls. with a
knowing beyond reason, he recognizes the empty space reserved for
his name and begins towrite, carve orwill his name onto the surface.
even theilliteratre know howto dothis, for the process of writingis an
archerypal image, not a literal act of writing. 1t is the awakened
one’s firstspell, the declaration of his true self and his right to stand
in the supernal world. By virtue of this name and its expression
within the warchtower, the awakened soul gains sympathy with the
supernal gealm in which his name is written.
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Aqain, this processis archerypal and cantake many forms. 1n
amystery play, the seeker might weite his name into the ledger
at a bank, although the clerks there might believe thar he is
merely signing up for a safe-deposit box, unaware that he now
claims a much greater treasure than all the assers within the
bank. or he might instead sing his name outside the window of
alover he courts, initiating a marriage of his soul to the super-
nal. the permurmions are endless; the symbols mean the same:
a divine initiation.

once he has established his name in the heavens, the seeker
returns to bodthJ awareness in the “real” world, no longer Qa
sleeper. He Is now a mage.

T he Paths

A mage’s path represents his innate magical connection to a
higher reality. 11 is a result of his awakening. nis soul has jour-
neyed to one of the five supernal gealms and his name has been
written on the watchtower there. By means of this sympathetic
connection the mage can draw down the laws of that supernal
realm, performing magic.

A character’s path colors the aura of his magic, and ir often
seeps into his dreams, influencing his imagination and even
behavior at times. His supernal gealm calls to him and he feels
most at home amidst places or imagery that evoke its strange
lands. symbology and myths thar hint at the places and pres-
ences of his realm are also important and vital to his method of
practicing his Art.

MQges Argue over theories about whetherone’s pathis predes-
tined or is chosen by the soul’s own free will. There is strong
evidence for both sides, leaving most 1o shrug and say thar all
things are possible in the supernal world.

acanthus: the path of thistle, warchtower of the Lunargent
thorn, the realm of arcadia, kingdom of enchantment, abode of
the rae, ruled by the arcana of rate and time. enchanters epito-
mize the tarot trump of “the rool,” relying on luck and intuition
10 guide their way.

Mastigos: the path of scourging, warchtower of the 1ron
gauntlet, the realm of pandemonium, gingdom of Nightmares,
abode of demons, ruled by the arcana of mind and space. war-
locks epiromize the tarot trump of “rhe pevil,” exulting in
unfettered will.

Moros: The path of poom, watchtower of the Lead coin, the
realm of stygia, kKingdom of crypts, abode of shades, ruled by the
arcana of peath and matter. Necromancers epitomize the tarot
trump of “peath,” remaining steadfast during change.

obrimos:the path of the mighty, watchtower of the golden
key, the realm of aether, ®ingdom of the celestial spheres,
abode of angels, ruled by the arcana of rorces and prime.
rheurgists epitomize the tarot trump of “strength,” pursuing a
divine mandate.

thyrsus: the path of ecstasy, watchtower of the stone Book,
the realm of the primal wild, kingdom of Totems, abode of
beasts, ruled by the arcana of Life and spirit. ncshamans epito-
mize the tarot trump of “rhe moon,” following the allure of
passion and impulsive action.



Orders

anorderis asocial organization forthe furrhering and betterment
of mages, aiding them in honing their practice of the art for the
purposes and goals to which the order strives. Most orders claim a
ruly ancient pedigree stretching back to fabled atlantis, although
one of them 1s much more modern and seeks to unite the scientific and
magical worldviews. while the orders often work together, each es-
pousesitsowngoalsand practices. Theseoftencause conflict, especially
where ownership of valuable magical resources is concerned.

although a character can be initiated into an order during char-
acter creation, he can later leave that order and join another (or go
iralone as an “apostate”). mages who leave their orders, however,
are often reviled by their previous order and might even be dis-
trusted by members of a new order. 1f a mage cannot demonstrate
the discipline to stay with those who first nurtured and tutored him
after his Awakening, pechaps he lacks the necessary resolve 1o
aftain mastery of the act. such mages can endanger others, espe-
cally if they are so fickle as to accept any alliance offered to them.
Mages donot make easy friendships; they rely onthe wisdom of their
orders 1o weed out those unworthy of their attention and time.

the Adamantine arrow defends sanctums and cabals with
its combat magic.

the free council seeks 1o escape the strictures of the past
and modernize the craft of magic.

the guardians of the veil protects the mysteries from any
who would despoil them or dare reveal them to the UnenlighTened.

the mysterium scarches for valuable lore hidden through-
out the material and invisible worlds.

the silver Ladder desires to establish a proper hierarchy of
the awakened—with its members at the top.

T he Secrets of the Universe: Arcana

the mages of atlantis codified the workings of the universe
into ametaphysical system involving 1o elementary forces. they
called these elements the—“arcana,” for each revealed secrets
about aspects of reality beyond the mundane. As a means of
conceiving the inconceivable, the atlanteans devised a metaphor
for the universe: the tapestry. the threads of this great weave
consist of the 10 arcana, and their warp and weft make up the
patterns within the Tapestry.

then the celestial Ladder was shattered, creming the abyss
and dividing the worlds. while the arcana still represent reality,
their true power only faintly manifests in the fallen world in the
most fundamental and static ways, fecognized as the common,
unyielding laws of physics. they are now truly manifest only in
the supernal world, in varying degrees within the five realms. To
weave thelr strands a mage must draw them down into the rallen
world by way of the watchtower of his path’s realm.

The Arcana are:

peath: ghosts, decay and the underworld.

fate: Luck, chance, oaths, and curses.

forces: rire, gravity, storm—enerqy in all its marerial forms.

Life: power over the organic world of plants, animals, and
even humans.

Matter: stone, metal, plastic—all the inorg(mic material
substances.

mind: the powerto read and control thoughts and emotions.

prime: Magic itself—mana, illusions, and enchantment.

spirit: communication with and control of spirits.

space:commandofdistanceandspace: teleportationandsscrying.

time: clairvoyance of the past, divination of the future, and
control over the passage of time.

Sample Spell: 1__ahyrinth (Space =)

the mage can mutate dimensional axes. A hallway can be
made 1o go on for miles (despite the fact that it is in a building
that is only a hundred feet across at its widest point).

practice: Mmaking

Action: instant

puration: prolonged (one scene)

aspect: vulgar

cost: None

a simple spatial warp, making one direction appear to be
another, might levy no penalties, while a complex one, making
all roads leads to one junction, might be—3 or more, depending
on how much space is affected.

the mage is capable of sculpting bizarre vicissitudes of place
and distance throughthis level of space, folding space inways that
defy the senses. for instance, the horror movie staple of causing
every possible path of egress from a given locale to instead lead
back into isolated wilderness 1s possible, as is m(ﬂ{ingr aroad that
a person can visually confirm leads 1o the store down the street
actually gointhe opposite direction. Needless to say, this use of the
arcanum can be extraordinarily vulgar and potentially insanity-
inducing if practiced in blatant enoughways upon another person
(almost assuredly requiring resolve + composure rolls by the
subject in order for him to keep calm and rational).

Rotes

allmages can cast spells as soon as they learn the proper degree
of accanaum mastery(space 5, inthe given sample). thisis called an
improvised casting. 1t calls upon the mage’s innate connection 1o
the supernal world (a trait called gnosis) and his arcanum rating.
thisdoes not always result in astrong dice pool, however, especially
for beginning mages. To improve their casting ability with a certain
spell, mages canlearnthatspell as a’rote, atried-and-true crafting.
Here’s asample rote version of the Labyrinth spell (the spell effect’s
are the same as listed above, but the dice pool is more favorable):

guardians of the veil rote: sundered path

pice pool:intelligence + occult + space

guaranteed to eventually dissuade all save the most dogged
of interlopers, this rote helps a guardian of the veil to defeat
sleepers’ (and others’) curiosity with frustration, fear or despair,
as she sees fir. Roads that go on a lirtle too long leave inquiring
souls feeling tired and most eventually lose interest. paths that
doublebackuponthemselvesinsome nighTmQrish Moeb1usloop,
on the other hand, can eventually erode the courage, and even
sanity, of one unprepared for such inexplicable happenings.

mage: the awakening, a 300-page hardcover world of parkness game is available in august. (Mmage: The awakening requires
the world of parkness rulebookto play.)
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Forsgeliontinl e

ordo praculisapeculiarbookfor me, because
rvebeenwithitronbothsides of the developmental
process. 1t feels sort of like 1 saw my manuscript off
at the airport, then somehow managed to beat I
here and pick it up when itlanded. 1feel kind of jet-
lagged, looking back onordo pracul.

@¢e/aw fa¢ Z::ée“ @/?C

when 1 started worck on ordo pracul, 1 was
writing as a freelancer. vampire: The requiem
was still new to me (though, by the time you read
this, i1l be “thar old game thatr came before
werewolf: The fForsaken”—and there’s that jer
lag again) and 1 was approaching the new manu-
scriptwithaneven mizof enthusiasm andterror. we
freelancersdidn’tknow much aboutthe ordo pracul,
yet, even though greg stolze had blazed a trail with
Rites of the D[QgOoN. SO WEgoTTo thinkup allsorts
of crazy new material for the pragons, from ghost-
eating mediums to Turkish vampires bred to hunt
pracula. while we had a lot of space to play and
explore new ideas, that space lay like avalley in the
shadow of some prestigious and towering castles:
the original novel, pracula, and the expectations of
vampire players everywhere. vikes.

Lo Pl Esilerfainmer!

Normallyrdon’tgertodothe kind of research d
like, but1happened to be honeymooning in the ux
during the first draft of ordo pracul, so 1 had
some rare opportunities to dig up inspication and
background material. 1 poked around some of the
rondon neighborhoods mentioned in pracula and
visited the beautifully spooky nighgate cemetery,
which might just be the place stoker was thinking
of when he buried (then staked, then beheaded)
Lucy westenra. Miging details from the sritish mu-
seum with nighgate cemetery and the idea of the
ordo pracul as asocial club for occult intellectuals
led to the mystic torpor technicians of the
vibitinarius bloodline. (also, rended up withawhole
slew of notes and photos thatr would end up nspic-
ing a future vampire book.)

sButbackthen, 1had noideathat ’d be in atlanta in
two months working as the new’vampire developer.

.0 Dol ardaypocd ing De
Rendlinz

months later, looking back atordo pracul asa
developer, ’m reminded of the thrill itwas to work on
a slate as clean as the ordo pracul’s. more than
ng*rhing, 1 think rm excited about the “oddities of
the blood” inthe book’s final chapter. vouwll find new
coilsofthe pragon(including forbidden “apocryphal
coils”), new merits, and pisciplines, like you’d expect.
one of my personal favorites, rhough, I1s the new
piscipline/pevotion package thatr makes up*blood
alchemy.” Here’s an excerpt from the section on
blood alchemy’s specialized pevotions, called solu-
tions. To me, it’s a wondecfully simple way to handle
a staple of gothic pseudo-science.

Blood ol ions

the solutions distilled through the techniques of
blood alchemy are simply a category of similar
pevotions. while the earliest blood alchemists used
their knowledge of chemistry to make sense of the
changes they were making in their own blood, no
knowledge of the physical sciences is actually neces-
sarytocreatethesesolutions. withinthe ordo pracul,
It 1s a matter of fact that most blood alchemists ace
also dabblers in chemistry, pharmacology, medi-
eval alchemy, orfolkloric brews, butonly as aresult
of the practice’s history within the covenant.
tonight’s blood alchemists descend from the origi-
nalfounders ofthe practice. tomorrow night’s blood
alchemists could have all but forgotten its roots.

every power of blood alchemy requires the prac-
titioner to shed his own vitae (represented by the
solution’s cost) into the mixture. vitae is the me-
dium through which the powers of blood alchemy
are transmitted. That vitae may be hidden within
other substances, but it 1s the vitae that matters.

thesubjectofasolution’s poweris always the being
that consumes t. (a few solutions may be suffused into
solid foods or even capsules, but the vast majority of
solutions are imbibed.) a solution retains its power for
anumber of nights equal to the successes achieved on
the activation roll to create the mirture. as with this
practice’s foundational piscipline, the more dots the
blood alchemisthasinspoiling, the more concentrated



the vitae he bestows into the mixture and, so, the easier it is to
hide the presence of his blood in the drink.

1t 1s assumed that those who drink a solution will at-
temptto cesist its effects. all solutions therefore involve a
contested action, pitting the potency of the blood
alchemist’s sanguineinfusion againstthe resolve, stamina
or composure of the drinker to determine if a subject Is
affected. resistance is always reflexive.

when asolutionis first swallowed, the drinker gets aslight
but palpable sensation of the coming effect. for psychic
solutions, this often manifests as little more than a develop-
ingwooziness, butforsolutions containing physically altering
powers(suchasvigor)the oncoming rushis decidedly clearer.
anyone who drinks asolution may choose to forgo resistance
and simply allow themselves 1o be affected by its powers—
but they don’t get a second chance to resist later if they
change their minds (or have their minds changed).

[ e BT S G rrercand

(pominate «, spoiling «)

7sleep,” hesaid as he slidthe awlinto his palm. “sleep,”
he said as he squeezed one handin the other. “sleep,”” he
said as a thick drop of blood fell heavy and almost black
into the glass of white wine before him. “sleep,” he said
one last time as that drop sank to the bottom. with one
finger, he sticred the wine until the blood had thinned and
spread and turned all the fluid an impenetrable red.

cost: 1 vitae

pice pool: mntelligence + ntimidation + pominate
versus subject’s Resolve + Blood potency

Action: instant and contested; resistance is reflexive
(an instant action is required to make the solution; its
effects are resisted with a contested action)

sy distilling his will and personality into his blood, the
character creates a potrable imperative. essentially, the
character is infusing a one-word command of the 1ype
normally communicable with pominate cie into a liquid
medium. when this command is distilled, the character
makes his activation roll as if he were invoking the com-
mand power of pominate as usual. record the successes
achieved on the activation roll (if any) for use when the
solution 1s consumed. The drinker feels compelled 1o take
the action infused in the solution unless he succeeds on a
ceflenive resolve + slood potency roll contesting the suc-
cesses achieved onthe activation roll. if the subject fails the
contested action, he 1s affected exactly as if the solution’s
creator had affected him with the command power in pec-
son (see’'vampire: The Requiem, p. 124—125).

this power costs six experience points to learn.

ordo pracul, a zz4-page hardcover sourcebook, releases in july.
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THhe GUIDING PRINCIPLES BEMND LORE S the FOLSLLEN
BY £t Skewe, WeceoLe: e Forsaken Develorer

the implicit potential problem with building
a game on the principles of animism is that no
matter how incredibly cool animism is—and
when you turn it up to “animistic horror,” it 1s
incredibly cool—animism isn’t something with
which everyone is intimately familiar. The con-
cept that everything might potentially possess
a spicit isn’t something that’s broadcast ar us
through pop culture. vet i’s a simple enough
conceptthat, withalittlework, anybody should
be able to take a concept like “animistic hor-
ror” and do it justice, even if they neversaid the
word “animistic” before picking up a copy of
werewolf: The frorsaken.

that, mybravos, iswheretheupcomingLore
of the forsaken comesin. 17’s a handbook to
werewolf spirituality—not a survival guide to
the spicit world as such, but more alook at how
the animistic world of werewolf impacts the
lives of the werewolves themselves, how 1t satu-
rates their society and informs their decisions.
we’ve already seen what s like to have a
cauldron ofbizarre, hateful entities boiling over
on the other side of an invisible glass wall,
ready to slip Thfough the shadow. we know that
spirits hunt. But it’s also important to see just
what happens when an vratha and a spirit
interactin away otherthan predatorand prey.

This book covers a lot of material, but the
overallfocusisthe spirit powers werewolves draw
on—rtheblood and sweat they shed to earn them,
what they do with them, how this plays with the
greaterthemes of animistichorror. Asndwhat, you
ask, are the specifics? well, let’s see what sort of
aspects of lore we’re going to cover here.

« ToTems: Not Just pack totems are covered
in this book (although we certainly do take a
longerlook at them). there’s also alook at the
greater ones—the firstborn wolf-spirits who
oversee the tribes, the distant caress of Luna
herself, and even the dark touch of the blighted
totems of the Bale Hounds.

« AUspices: LuUNQ’s qgift to the forsaken is
a potent one. An auspice I1s more than just
access to acertain path of moon-magic, it’s a
role you were all but born to play. what does
it really mean to have the blessings of the full
moon? what are the myriad ways you could
interpretthe tasks of the rrraka? Here we look
arthe many facets of mother moon’s blessing,
and jusr what they can mean to you.

e spirit Magic:whatisitlike tolearn agift?
what are the secrets lying behind how rites
work? wow do these things affect a werewolf’s
life—dotheuratharevelintheirhard-won pow-
ecs, or are they hesitant to use them
imprudently? gifts and rites are a tremendous
part of a werewolf’s arsenal, and as such, they
deserve an in-depth study. nere it is.

. The Living world: rinally, Lore of the
forsaken covers a most a delicious topic:
items of power, things that have been awak-
ened, and places where the wall between
worlds... thins. if you were already intrigued
by the discussion of how loci form and are
foughT overinthe werewolf core rules, here
yvouwllfind a more extensive discussion of how
they figure into the struggles of the rorsaken,
the pure, and the spirit entities that hound
them both. if you wereinterested inthe myriad
possibilities spilling out of the wake the spirit
cite, take a look at the in-depth exploration
of why the vratha awaken spirits, and what
happens next. and if you were hoping for
some more details on fetishes, both on the
process of creation and more sample fetishes
1o place in your chronicles, we’ll have you
covered here, too.

As you can see, the Lore of the fForsaken
isn’t book-learnin’—it isn’t lore that’s easily
won, and it isn’t knowledge that imposes a
gentle burden. i’s power and knowledge that’s
torn from the shadow, and it’s meant to be
used. use 1t wisely.

Lore of the rorsaken, a 16o-page hardcover sourcebook, releases in september.



The Marrjageof Virtueand Vicjousness

air of e ammed fwsre

steve and aurora didn’t talk much until they were skirting
Joliet. they spoke, but it was about trivial things. their jobs.
whatwasonthe mdio.s‘ropping forlunch, they wentto adrive-
thru. Neitherwas hungry, but they both feltan unspoken need
10 keep their strength up. they were driving through a rusted-
out neighborhood on the border between a disused industrial
area and the rustic acres of factory farms. once, workers had
lived there. Now, steve guessed, the people who lived there
didn’t work. the houses were small bungalows with peeling
paint. vere and there stood a biggef, older house. Here and
there lay a diner or a closed-down grocery store.

“nge was here?” steve asked.

«1 followed and watched him,” aurora said. “at first 1
couldn’t believe what 1’d seen. 1 thought 1 was cmcking up.”

“that’s understandable.”

she turned 1o glare at him, and he raised his hands.

“Imean It’s a crazy siruation, you know. 1t’s a crazy thing.
Not that you’ve been acting... tmean, you’re just, like, adapt-
ing to what you experience. To someone on the outside, r—"

“okay, 1gerir.”

“1t made sense when 1 was thinking ir.”

“we’re here.”

she pulled in behind a boarded-up gas station.

“ne had another place,” she said, “sut 1 burned him out of
it. that was after rd started camIJing a micror. After rd seen
him feed a couple times.”

“vou didn’t try to—"

“stop him? of“courseitried to stop him. 1called the fucking
copson him. and then 1 got 1o see him put his brain-freeze shit
on them and feed on them too. He wound up making them
acrest me.”

“Holy crap.”

she shrugged. “anightin the lockup, big deal. The next day
they let me go and said they were giving me a ‘warning.” said
there wasno groundsforucompluim, buticouldtell they were
embarrassed. ne’dtold them some bullshitstory, and it evapo-
rated the next day. sut by then he figured 1wasn’ta problem.
or maybe he was planning 1o come and get me too, only 1
flushed him out. 1 made him run during the day and 1 tracked
him 1o his backup bolt-hole.” she jerked her thumb.

“and thar’s here?” steve’s mouth was suddenly dry.

“thatwas here. 1 got him when he was sunburned and crispy
and out of it and 1 put the stake in him. and 1 thoughtthar was
the end of it.”” she gotout, shouldered her bag and slammed her
door. steve wanted to stay put, but he found himself following.

“rt wasn’t? why wouldn’t that...”

she shrugged. “rhey only turn to dust when they’re really
done, 1t turns out. a stake just freezes them up.”

the back door was padlocked, but the lock wasn’t all the
way in. A tug from aurora’s hand and it came open.

by reg Syolze

inside, lit by the cracks of light that sheared through the
gaps between the window boards, they found a decaying
counter and a litter of cigarette butts, beer cans, chip bags,
and condoms.

“ruckin’teenagers,” auroramuttered. “rhey havenoidea.”
she crouched and started messing with the floor. she looked up
at steve. “Little help here?”

e bent too and soon discovered a panel, disquised with
dirty linoleum, that they heaved up with some gfun‘ring.
seneath it was a broken—edged gap in the concrete founda-
tion, leoding 10 araw-carth hole shored up with four-by-four
wooden boards.

aurora pulled a handful of glow sticks out of a pocket. she
snapped and shook them, then dropped afew down. theirsickly
green light revealed that the tunnel went only a few feer under
the ground and then turned, funning parallel 1o the surface.

“we’ll have to crawl,” aurora said. “Now you see why 1 told
you o bring a change of clothes.” she started down as steve
turned on his flashlight. ne shone it down on her and realized
that she was crouching ar the bottom and screwing a silencer
onto the barrel of a pistol.

“you think we’ll need that?”

“1frdon’t, it means he gotoutandwe’rescrewed,” she said,
then started crawling.

steve ook an almost atavistic moment 1o look at her jeans-
clad ass as she went down the passager—his instinctive lust a
touchstone drawing him back to reality—and then he followed.

in the dank of the enclosure, steve couldn’t find onIIJThing
appealingaboutthesituation, despite his proximityto aurora’s
fairly nice backside. rrom the green back-lighting of her hair,
he guessed she had a glow stickin her mouth and onein her lefr
hand. she spat out the first after crawling about twenty feet,
and he could see a righrhund turn.

“thisisit,” shesaid. “this used to be abigunderground gas
tank. pon’t worry about fumes. 'm pretty sure he’s just as
scared of fire as we are.”

sheturned and crawled and he followed into a steel tank. 1t
was maybe six feet in diameter. she’d cotated until she was
crouchingr agoin, her back againsr one curving wall, poinﬁng
her gunata dead man.

“still here,” she whispered. she didn’t dare glance back at
steve, but said, “geta good look. Here’s what they reallyace.”

steve crawled into the ccamped chamber. He could see a
figure, all skin and bones, clad in a dirty doctor’s jacket. 1t
looked more like a bundle of sticks bound in white cloth than
anything alive. ne moved closer, almost against his will. 1t
was curled in the fetal position, and he could see its hands, its
face... dry like autumn leaves. there, in the middle of it, was
a stake. steve had never seen a dead body before, had never
been so close...

and he reached out and pulled the stake free.

vampire: The Marriagc of virtue and viciousness, a 288-page mass-market paperback novel, is available in july.
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ASP@C{ BOOI(S ARetrospective

exralted’s “splatbooks”—the character
subtype development books—began with the
solar caste Books. These are great books, but 1
think the formart really pulled its weight in the
line when the pragon-slooded aspect Books were
developed.

the pragon-slooded culture is a potential
nightmare as amajor component of anintellec-
tual property. The pynasty is a complicated,
honor-driven society that has been ruled by a
single queen for more than seven centuries and
deliberately engineered to be Byzantine for the
sake of making it ineffectual. rhe Realm’s state
celigion, its view of human life, and its personal
customs are all torally unfamiliar to the aver-
age reader.

the pragon-slooded offer the kind of depth
thatdedicated fansdemand, butthey’realso prob-
lematic. stealing heavily from real-world cultures
made the pragon-slooded more accessible when
developin%r them, but there was only so much
general reader familiarity could cover. plus, even
withtheirownhardback, the pragon-slooded were
mostly dry explanation, and much that was writ-
ten for the book or outline never made it to the
hardback due to lack ofspace.

Focus on Life

the “splatbook” format as a generic struc-
ture for books was pretty well developed by the
time 1 came to white wolf. vet even when you’re
working with a heavily refined outline like the one
that was the basis for the exalted splatbooks,
vou still have to develop a sense of focus for the
books. vou need 1o give the book a sharp defini-
tion up front in order to give the writers a solid
target to aim at and to unify the narratives the-
matically.

withoutasharp focus,TheAspecT Bookswould
probably have been a succession of ancient
pynasts one—upping one another Through the
books, but that seemed to me like it would mostly
be masturbation on our part. anybody can see
what it looks like when powerful people do one-
another over—jusT watch the news.

By Geoffrey C. Grabowski, Exalted developer

what makes each pragon-slood unique,
though, is her childhood, so 1 focused the aspect
Books on the youthful experience of the subjects.
poingsodidn’tjustexplainimportantthings about
the characters, it focused on describing the expe-
ciences that every playec’out there porTfoging Q
pragon-glood would need to know about. The
play utility of thoroughly covering the experience
of youth in the pynasty far outweighed the alluce
of telling a big story or detailing an intricate web
of relationships.

this was accordingly the primary focus of the
Aspect Books, andrmade clear inthe outlines that
the focus was on the individual characters and
their experiences as members of their culture. 1
thoughtthebooks werevery good arthis. theidea
thatthe pynastswereinaccessiblewas neversome-
thing the game was criticized for, even though the
average reader probably doesn’t know what s
like 1o come of age as a slave-holding religious
zealot in a culture of martial-arts warriors.

Reflections

overoll,looking backontheaspectBooks, they
are probably the smoothest projects that 1 have
husbanded through the creation process. other
books have come out nicer—it’s hard to compare
to the creative success of the eralted’“fatsplar
hardbacks—but the aspect Books actually were
conceived and executed largelyas planned, withno
major hitches. what problems did develop were
either quickly overcome or turned into opportuni-
ties by quick interventions.

each of them paints pictures of fleshed out,
humanized pynasts, some of whom are heroic,
some of whom are decidedly not and all of whom
are products of pynastic culture. 1 think that,
taken as a group, they’re someThing rm pretty
proud of; they really offer a window into pynastic
eristence. 11 showed the humble and the proud
alike while still keeping the emphasis of the mate-
rial such that someone reading the story of any
one of the book’s five characters would gain in-
sight into things that her characrer had
enperienced or witnessed.

aspect Book: wood, a 96-page softcover supplement, is available in august.
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Crowned Sun, Painted Frog

An excerpt from Exalted: A Shadow Over Heaven’s Eye by Tim Waggoner

the inside of the painted frog was just as unim-
pressive asthe outside. plainwoodenwalls, thatched
ceiling, dirt floor, no furniture of any sort. candles
stuck in the necks of clay Jugs sitting on the floor
provided the light.

rawgut led swan into a second room, larger
than the first. a large open pit yawned in the center
of the floor. at first, swan thought the painted frog’s
customers were supposed 1o jump down—or per-
haps be tossed down by rawgut. Butr as they got
closer, swan could see a set of wooden stairs leading
down into the pit.

rawgut pointed at the stairs. “pown there. ask
for xhosa.” when the barbarian had finished deliv-
ering his oh-so-elaborate directions, he held out his
callused, sausage—fingefed hand. swan frowned, but
undefsrunding came a moment later. swan nearly
laughed. the barbarian was waiting for a Tip!

swan reached into his money pouch and, with
long deft fingefs, withdrew a single dinar and then,
thinking better on the matter, withdrew two more.
He tossed all three 1o RQWQUT, and the barbarian
snatched them out of the air with aspeed that belied
his bulk. swan hoped the amount would prove suffi-
cient—especially since all Rawgut had done for him
wasopenadoor, glare ar him andwalk him from one
room To another.

the barbarian examined the trio of coins before
hiding them away in a pocket of his pantaloons, and
then, withoutso much Qslookingcnswon ashepassed,
rawqut headed back into the outer room, presum-
ably 1o once more take up his position as doorman.

swan started down.

the first thing he noticed when he reached the
bottom of the stairs was the smell. xo backed-up
sewerstench here. instead, thescentofincense mingled
with the odors of green growing things. He wasn’t
surprised, then, 1o step into a chamber with rich soil
on the floor and a small pond ringed by trees and
bushes in the center of the room. The stone walls and
ceiling had been painted blue to simulate sky, with a
few fluffy white clouds present as an additional touch
of verisimilitude. The room was lit by a glass sphere
hanging close to the ceiling without visible arrach-
ment. swan assumed it was intended 1o represent the
sun. the sphere glowed with a bfighr, warm ligh‘r
beyond the capabilities of asimple flame to produce.

aside from the natural decor, the room was
devoid of furnishings, butitwas far from empty. a
dozen people sat or lay on the soil around the
pond, mostwith eyes closed and blissful smiles on
their faces. pifferent castes were represented: mi-
norroyals,commonshopkeepers andclerks, lower
castes... even a single untouchable was present.
swan had never seen so many people of such dis-
parate castes under the same roof, let alone in the
same room. there were a few foreigners in the mix
aswell, traders from the North and east. But what-
ever their differences, they all had one thing in
common—clutched inthe hands of each one was a
colorful frog, sometimes more than one. the frogs
were ofvafging sizes and patterns, but their color
scheme tended toward a mix of reds, blues, yel-
lows, oranges and greens. the ffogs hadtwo small
sacs behind their heads from which white froth
oozed forth. when a frog had produced enough
froth to coverits sacs, the person holding the frog
broughtthe creatureto hisorher face and, with an
expression of tremulous ecstasy, began licking
the thick white substance off the frog, moaning
softly in pleasure as he did.

swan was looking over the frog—lickefs, Trying
to decide which, if any, might be xhosa, when he
heard the sound of stone sliding (nguinsr stone. He
turned to see a recTanguqu section of sky-blue
brick swing outward—ahidden door, he supposed,
though perhaps hidden only to maintain the illu-
sion of a pond surrounded by sky. A middle-aged
southern manstepped Thfough. His pantaloons were
made from expensive blue silk, and he wore a vest
cut from the same cloth. He was bald, though as if
to compensate, he had a full red beard. ne had no
Tartoos or piercings, making it impossible to deter-
mine his caste, but he wore a grear deal of
Jewelry—rings on his fingers and toes, gold chains
around his neck, silver bracelets on his weists and
Jade eofrings dangling from his ears. whatever the
man’s caste, he clearly didn’t lack for money.

the man pushed the door closed behind him then
walked with easy, confident strides to greet swan.

“are you xhosa?” swan asked.

the man bowed, neck chains Tinkling aninsT
each other.”“ram. To whom do 1 have the honor of
speaking?”

exalted: A shadow over Heaven’s eye, a 288-page mass-market paperback novel, is available in july.
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Yargr Rule

An excerpt fromWild Blood, by Nancy A. Collins

Join two wolf press and Nancy A. collins this fall for
wild Blood, a trip through the terrifying life of the
vargr, creatuces know to human folklore as
werewolves. This tale of self-discovery and revenge
has been out of print for a decade and ties into the
novella “the Nonesuch Horror” in pead Roses for A
Blue rady. in the fo]]owing ercerpt, a man on the
hunt gets more than he bargained for.

Johnny leaned against the sink in the men’s room,
squinting at the smeared micror as he dabbed at his
chin with a wad of wet toilet paper. Things were get-
ting out of hand.

Normally he would have written off the gicl in the
leopard-skinshirtas being roo weird and sethis sights
on far more predictable prey, but he could not get her
out of his mind. He could still smell her and feel the
feather-lighttouch of herhand on his face. He knew he
would have to make another try.

the band was still thrashing along, its amplified roar
muted to a dull thunder by the bathroom door. The sink
rattled in time with the music, vibrating against his hip.

what had happened with the punkette was weird,
but not so weird he couldn’t bring things back under
control. after all, control was his life. He couldn’t
imagine a situation where things could get so far out
ofhand he wouldn’the ableto bring itbackto the way
he wanted it to be. He was confident that he would
sceew the beauty in mircored shades. 1 was all a
guestion of when.

He saw himself as hunting particularly crafty prey,
and 1t in‘rrigued him. 1t had been so long since any of
his weekend conquests had played hard—To—geT. He
had almost forgoﬁen what 1t was like to pursue a
womanworththeeffort. johnnysmiled athis smudged
reflection, his confidence restored. He would make her
his. and the consummation of the chase would be the
fuck to end all fucks.

something moved behind him in the mirror, carch-
ing the corner of his eye. at ficst he did not trust whar
he saw: years of neglect had produced a fog of grease
on its surface, Turning it into something short of a
funhouse mirror.

the punkgirlstood atthe threshold, smiling athim,
her leather jacket zippered shut. johnny gripped the
sink but did not turn around. she knew he saw her and
shedidn’tcare. Aacrimson ﬁngernoihouched thethroat
of her jacket, rugging onthe zipper; its slow snarl was

louderthanthunder. the blackleather parted, reveal-
ingwhiteflesh. Herbreasts were pecfect, standing firm
and solid. although full, they did not sag in the least.
the nipples were round and pink, like the eyes of a
white rabbit. 11 felt as if johnny’s legs had disap-
peared and the only thing keeping him from falling
down was his hold on the sink.

thezipper continued its downward track, exposing her
secondsetofbreasts. they werelocated justunderthe first
pair, obscuring the split of her ribs. They were smaller
than the first set, more like the tits of qiclinjunior high
school. the nipples and aureoles, however, were far
qucger than those found on most seventh gfadefs.

atfistjohnnythoughtshewaswearingapairoffoam
rubber “joke” breasts, like the transvestites parading
through the streets during mardi gras, but he couldn’t
spot a seam of any kind, and he could have sworn that
the nipples hadhardened astheywereexposedtothearr.

was it possible he’d been drugged? nad her finger-
nails been dipped in some kind of hallucinogen? Thar
was almost as crazy as hoving Two pairs of tits, but ar
least it kept him from having to acceptthe thing in the
mircor as being real.

pespite his revulsion, johnny could not bring himself
tolook away. the zipper continued downward. ser thicd
and final pair of breasts rested Just above her belt
buckle. they were smaller than the second set, with most
of the surface area taken up by oversized erect nipples.

Now completely exposed, she stood with her hands
on her hips and sneered, daring him to turn and face
her. instead, Johnny vomited into the sink and col-
lapsed onto the piss-stained floor.

when he looked up, she was transformed. ner fur
was the color of spoiled cream, her face a disturbing
melange of lupine and hominid features. A twisted,
taloned hand reached outand caressed johnny’s face.
the palmwas dry and hot and feltlike a catcher’s mirt
he’d once had as a boy.

the werewolf bitch eyed him as she idly fondled her
middle tits.

the smell of female was strong in the confined
space, triggering instinctual responses. Johnny choked
on the bile rising in his throat as he felt himself stiffen
inside his pants. the bitch leaned forward, herbreath,
reeking of old blood, hot nginsT his cheek.

“relax, baby,” she growled as she unzipped his fly.
“vargr rule.”

wild Blood, a z00-page trade paperback novel, is available in september.



The Ultimate V:TES Reference

Vampire: The Eternal Struggle Player’s Guide

since the original jyhad base set in 1994
and continuingthroughzoos’s kindred most
wanted,enthusiastsofvampire: The eter-
nal struggle have been rewarded with a
series of compelling cards, countless deck-
construction options, and a unique social
experience. while alarge card catalogue and
sophisticated game designareaboonto play-
ers, they can also be dauming to someone
approachingthe gameforthe firsttime. there-
fore, the vampire: The eternal struggle
player’s guide meets this challenge head
on and delivers the i1deal resource for new
players and veteran players alike.

whetheryouarewadinginto deckbuilding
as anew player or you’re a 1ongTime player
looking to explore a new clan or piscipline,
thev:Tes player’s guideaidsyouinbuild-
ing a wide variety of competitive decks. as
partof acomprehensivesurvey of deck build-
ing,we egamine each clan and piscipline and
explain their key cards and best uses. 1n
addition, we’ve provided sample decks to
show the cards in context—giving you an
indication as to the quantity needed of each
card, as well as an idea of what cards work
well Togerher. we’ve also supplied a sweep-
ing overview of the game’s major deck
archetypes, and we go on 1o exploin how 1o
build and play them better than your oppo-
nents. vou’ll also find constructed and draft
format rournament strategy articles by two
of the world’s top players. The guide pro-
vides new plavers a head start, while the
game’s more seasoned players will welcome
the easy entrte into learning to play a new
clan or piscipline.

Asany grizzled veterancanattest, new play-
ers usually learn how to create powefful card

by Rob Goudie

combinations long before they actually learn
what they should do with those combos. New
players can create a lot of havoc and mitghT
even get a quick victory point, but they are
rarely able to turn that quick start into an
actual win. alternatively, some new players
are so passive that they give their prey free
feign tooust playerafter player, without ever
mounting athreat of their own. this outcome
Is not surprising since even a rudimentary
understanding of the intricacies of table dy-
namics can take many months or even years
to develop. The v:Tes player’s guide ex-
amines relevant strateqy topics such as table
balance, deals, and cooperation, and 1t even
addresses the tactical particulars of frustrat-
ingother players’ decks by creating hand jam
and disrupting their critical card combina-
tions. (It’s not nice, buti’s very effective.) the
wealth of strateqy and tactics advice allows a
new playertoleap forwardinhislearningand
approach the game with the marurity of a
V:TES expert.

we know that when inspiration strikes and
a new deck idea comes to mind, there’s noth-
ing more discouraging than being away from
your card collection. the v:Tes player’s
guide remedies this problem with a visual
encyclopedia of the entire vampire: The
eternal srruggle cardcaralogue. overz,000
card images are displayed along with a chro-
nological list of sets in which the cards have
appeared. A convenient deck-building tool
that you can take with you anywhere, the
vampire: The eternal struggle player’s
guide is the ultimate reference for players
and collectors.

Justbesureto getone quick. vou know your
opponents will...

the vampire: The eternal struggle player’s guide is available in august.
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The Mashic Vamp jreluard Jame

Tirouf thas irinceof theUiyacraal (yexjsss

as loyal fans already know, we have an-
nouncedthe comingof&vompireboardgame
several fimes now in these pages over the past
couple ()fIIJCO.fS. ret despite our ardent procla-
mations, novampireboardgame existstoday.

well, this september, the board game will
finallybecome a reality, and aglorious thing it
should be. But we’ve cried wolf many times,
claiming the game would release. why should
you believe us this time?

ah ha! this time we have proof!

witness this firstglimpse arthe board design
for prince of the city.

iy Syeve Wiech, Whise Wol f cofoander

witness the lovely master sculptures (cour-
tesy of some of the sculpting pros at wizkids)
ready to be cast into board game toys.
witness the rules on the game! ok, well,
those are a bit too long to print here, but
suffice to say the board game has come to-
getheratlast! astwrite this, ourinternational
publishingpar‘mers areeven workingon rules
versions in a half-dozen different languages.
once they complete that, it all gOEes 1o press 1o
become board game geek goodness.
sutisthe game worth the wait? mell, yeah it
is, but then how objective can 1 really be? 1
helped create 1.
so how about the word of
those hyper-critical bastards
we call “in-house playtesters”
here atr white wolf? They gave
it their thumbs-up approval
(albert aftrer about 10 re-de-
signs). so, they know it passes
the muster. all things being
equal, though, the final deci-
ston 1s yours to make this
september.

Whay's theame dboay

for those of vou who’ve
missed our many and varied
prior proclamations of this
game’s many virtues, Ul re-
cap what vampire: prince
of the cityis all about.

rou take the part of an elder
vampire in a city that just lost
its prince. suchatragedy—rm
sureyou had nothingtodowith
i1, right?

Now someone must take the
seat of authorrty and rule the
cty’s Kindred. someone like



vou, pechaps. UnfOFTUDO.TGhII, you’re
Just one of many rivals for the
throne.
rou and two to four other players
take the roles of elders of each re-
quiem clanand setaboutaccumulating
more prestige than your competitors. The one with
the most prestige at the end of the game Is recog-
nized as the cty’s new prince.
there are two primary ways to gain prestige. one
istoactthe partof aprince by solving any dilemmas
that arise in the caty—dilemmas that affect the
kindred populace, that is. 1if you can put an end to
thesetroublesome events whenthey arise, then natu-
rallythe city’s kindred will look uponyou
withthe respectdue aruler. unfortu-
nately, many ofthese events cannot
be tackled single—handedlg and
that means recruiting the assis-
tance of some of your peers, who
then share in the prestige.
when you accumulate presTige
through events, you gain prestige
tokens to mark your gfowing re-
spect among kindred.
controlling the mortal institu-
tions of the city (as represented by
zones on the board) 1s the other
method of accumulating prestige.
who pulls the strings at city nall?
who calls the shots with the po-
lice? who bosses around the union
at the airport? whoever controls
the city ought to rule the city.
spread your immortal influence
through the mortal institutions
and try to consolidate domains
of power among the city’s gov-
ernment, business, arts, religious,
or other sectors.
the nfluence you exrert in the
various realms of mortal activity
are represented by your clan in-
fluence tokens.

whichever vampire accumulates the most influ-
ence in a city zone takes control of that zone.
pifferent city zones are naturally worth different
amounts of prestige. pulling the strings at city mall
is accorded more respect among kindred than con-
trolling the sewers.

when your peers get in your way (and 1t seems
they make a habit of doing so), you will have to
sTfQTegicalhlI or socially outmaneuver them. vou
might even have to engage in a little physical
instruction of who should rule the city. a vampire
in torpor can’t very well be crowned prince in
your stead!

meanwhile, you have to manage your resources
such as retainers, equipment, and your precious
vitae. each elder has access to his clan’s signature
discipline powers to use so long as he have the
vitae to power them.

vampire: prince of the city brings the
machievellian strategy and social interplay of the
requiem to the board-game format. 11’s a good
way to show your friendstheworld of vampire(or
forthem to show you the fun of board games). Now
you’ve got one more Thing to play if your story-
teller can’t make the weekly chronicle session!

rhe vampire: prince of the city board game is available in september.
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Ordo Dracul™
Beyond Undeath

Visionaries among the
Damned, members of the
Ordo Dracul seek to tran-
scend the curse of
vampirism. Devoting them-
selves fo hoary experiments
andthe philosophies of their
leader, Dracula, the Drag-
ons of this covenant seek to discover what lies
beyond the Requiem.

A Covenant Guide for
Vampire: The Requiem™

e Details the history, hierarchy and goals of the
Ordo Dracul (one of Vampire’s core factions), and
serves as an invaluable guide to the world of the
Kindred from the covenant’s unique viewpoint

¢ The Ordo Dracul — the covenant founded by
Dracula himself — has proven to be the most
popular faction in Vampire: The Requiem

e Features new bloodlines and Disciplines unique to
the Ordo Dracul, including a new Coil of the
Dragon (the covenant’s unique power), making it a
sure draw to players

® Provides settings, antagonists and story seeds for
Storytellers

ISBN: 1-58846-257-9 Stock #: WW25120
Retail Price: $31.99 U.S.  Page Count: 224 (hardcover)

Authors: Will Hindmarch, Christopher Kobar, Matthew
McFarland and Greg Stolze

Developer: Will Hindmarch
Cover Artist: Alex Maleev

Vampire:

The Marriage
of Virtueand
Viciousness™

Vengeance Is His

Word has spread among

Chicago’s Kindred that

Prince Maxwell is to grant
anindulgence, a one-night lift on the ban imposed on
destroying fellow vampires. The Damned scurry for
position and ready their long-delayed revenge. But
no vampire’s rage is more consuming than that of
Solomon Birch, the fallen zealot of the undead church
known as the Lancea Sanctum. Birch’s enemies know
that if they don't strike first, he surely will.

Vampire: The Requiem™ Novel #3

About the Author: Greg Stolze is the author of

Vampire: A Hunger Like Fire™ (the first in this

series), 2003's Trilogy of the Fallen™ and Rites of

the Dragon. His short fiction has appeared in

several anthologies and magazines.

ISBN: 1-58846-872-0 Stock #: WW11238

Retail Price: $6.99 U.S. Page Count: 288
(mass-market paperback)

Author: Greg Stolze
Cover Artist: Jason Alexander

Predators™
Hunt or be Hunted

The world of werewolves is
fear made flesh. Pain, ter-
ror and hatred all take
thsicql form, and all hunt
or prey. The Forsaken are
well aware of these horrific
threats, and pit themselves
against their enemies when the moon rises. But are
werewolves the predators... or are they the prey?

Blood Flows under a Full Moon

An antagonists supplement for Werewolf: The
Forsaken, Predators contains a horde of threats to
pit against the werewolves of your chronicle. In-
side are details on spirit foes from beyond the
Gauntlet, and the Ricrden they possess. Also in-
cluded is information on the mad Rat and Spider
Hosts, and on monstrous foes from the darkest
past. Whether you need foes for a short and brutal
encounter or a long and harrowing hunt, nothing
fits the bill like a book full of predators. Hardcover.

ISBN: 1-58846-326-5 Stock #: WW30300
Retail Price: $29.99 U.S. Page Count: 192

Authors: Jackie C Aaron Dembski-Bowden,
Forrest B. Marchinton, Deena McKinney and Nicky Rea

Developer: Ethan Skemp

Werewolf:
Storyteller
Screen

There When You
Need it

There’s nothing more frus-
trating for a Werewolf: The
Forsaien ™ Storyteller than
searching for that one rule during a game. Well, that
and neeging to use a Gift and not having enough
Essence. At least we can solve the first one. Here's
everything you need in one place.

Justa Claw Away

White Wolf ® introduces this useful reference tool for
Werewolf Storytellers. The screen is made from
thick, durable cardboard stock and displays all the
necessary rules and charts for easy reference during
game sessions. This is no flimsy screen.

ISBN: 1-58846-593-1 Stock #: WW30701

Retail Price: $14.99 U.S.

Mage: The
Awakening™
T-Shirt

Hide No Longer!

The Awakened may be
cursed to hide themselves
from the Sleeping, but that
doesn’tmeanyou can’tshow
your fandom with pride.

Branded Apparel for Mage: The
Awakening™
* New T-shirts heralding the release of Mage: The
Awakening.
e High-quality, black, Fruit of the Loom heavy T's
featuring original artwork from the game.
 White Wolf T-shirts are perennial sellers
e Features graphics by renowned artist Michael
Kaluta!
Stock #: L — WW57010, XL — WW57011, XXL —
WW57012
Retail Price: $21.99 U.S.
Artist: Michael Kaluta

Exalted: A
Shadow Over
Heaven’s Eye™

In Defiance of
Destiny

Maylea is a young noble-

woman in the city of Yane,

whose future has been writ-
ten in the stars since the day she was born. How she
would live, what she would do, who she would
marry. Yet, Maylea is not content o blindly consign
herself to fate. When Swan, a freelance diplomat
who's supposed to be dead, arrives at her fzther’s
estate, Maylea realizes that her true destiny might
be writ larger than anyone ever suspected.

Exalted® Novel #5
About the Author: Tim Waggoner is the author of
Dark Ages: Gangrel™ in the Dark Ages Clan Novel
Series, Return of the Sorceress (Wizards of the
Cooast), and Like Death (Leisure Books).
ISBN: 1-58846-871-2 Stock #: WW10069
Retail Price: $6.99 U.S. Page Count: 288

(mass-market paperback)

Author: Tim Waggoner
Cover Artist: UDON




Mind'’s Eye
Theatre”

AWorld of
Darkness

It's never far away. You
glimpse it shift in the shad-
ows, hear it whisper on the
breeze, feel its presence in
every nightmare. A world
so very like our own, but where sinister societies
and ancient horrors cloak themselves in modern
guises, and every truth uncovered only reveals a
deeper mysferyrgeneath. The shadows call. Will
you answer?

How Deep Do the Shadows Reach?

Mind’s Eye Theatre gives you everything players
and Storytellers need to play a live-action game set
in the World of Darkness®. From setting material
and rules for playing mortal characters fo Storytelling
advice and an innovative challenge-resolution sys-
tem, this book is the cornerstone of a fotally new
live-action experience. Enter the theatre of the
mind and learn the secrets of the night. Trade-sized
and hardcover.

ISBN: 1-58846-522-5 Stock #: WW50000
Retail Price: $22.99 U.S. Page Count: 160
Authors: White Wolf Game Studio

Developers: Peter Woodworth
& Alex Teodorescu-Badia

Mind’s E¥e
Theatre: The
Requiem™

There’s Musicin the
Night

As the sun fades into
memory and the world falls
into darkness, the haunt-
ing notes of the danse macabre echo, c01||ing the
undead to play their nightly games. From turf wars
in the streets to cutting remarks at society parties,
old grudges spill fresh blood as vampires vie for
power and prominence. It's a world without pity,
aworld of predators. Now thatyou’re one of them,
it's your world too.

Won’tYou Join Us?

The Requiem provides all the information neces-
sary to bring the mysterious existence of vampires
to your Mind’s Eye Theatre™ game. Secret histo-
ries of the undead, the clans and sects that make
u‘a the danse macabre, rules for the mystic Disci-
P!

ines — it’'s all here. Discover the nocturnal world
asyou've never seen it before. Requires the Mind’s
Eye Theatre rulebook for play. Trade-sized and
hardcover.

ISBN: 1-58846-523-3 Stock #: WW50001
Retail Price: $27.99 U.S. Page Count: 224

Authors: Andrew J. Scott, Peter Woodworth and the
White Wolf Game Studio

Developers: Peter Woodworth
& Alex Teodorescu-Badia




Mage:
The Awakening™

The Power to Remake
the World

In an age long gone, mor-
tals dethroned the gods and
seized the heavens for their
own. And for it, they were
flung down into the world of
clay, their minds clouded by ignorance. Only abare
few remember their birthright — the power of
magic. If they cannot claim the heavens, they will
maEe their own kingdoms on Earth.

A Storytelling Game of Modern Sorcery

e Provides everything rou need fo tell your own
stories in the occult world of the Awakened, includ-
ing details of the various orders and paths of magic,
and many secrets of the World of Darkness.

e Presents the most comprehensive and freeform
magic system ever achieved in gaming, allowing
characters to cast near|y any spe| imqginqb|e.

* Features Boston as a fully fleshed-out, ready-to-
play setting

e Features artwork by the acclaimed Michael Will-
iam Kaluta

ISBN: 1-58846-418-0 Stock #: WW40000
Retail Price: $34.99 U.S.  Page Count: 304 (hardcover)

Authors: Kraig Blackwelder, Brian Campbell, Stephen
Michael DiPesa, Steve Kenson and Malcolm Sheppard

Developer: Bill Bridges
Artist: Michael William Kaluta

AspectBook:
Wood™

Verdant Children,
AshenBows

Performers and healers with-

outcompare, the Aspects of

Wood are the naturalists

and beast-tamers of the

Dragon-Blooded Host. Yet,
these ever-increasing Exalts are far more than mere
doctors and trainers. With their extensive mastery
and their devotion fo the Dragon of Growth, Aspects
of Wood are the roots of the Dragon-B|oodecr and
the renewing fountain of their people.

An AspectBook for Exalted: The
Dragon-Blooded™

o The final Aspect Book for Exalted® — character
“splatbooks” detailing the different identities of the
Dragon-Blooded Exalted.
 Contains new magical powers, rules and artifacts that
Wood-Aspected characters need to fulfill their destiny.
¢ Also contains teaser information about the history
of the Realm and the stories of its people (as all Aspect
Books do) to increase interest among Exalted fans
ISBN:  1-58846-683-3 Stock #: WW8844
Retail Price: $19.99 U.S. Page Count: 96 (softcover)
Authors: George Holochworst and Ellen P. Kiley
Developer: Geoffrey C. Grabowski
Cover
Artists: Kevin Lau, Udon Entertainment Corporation

Vampire:
Prince of the

City™
The Prince Is Dead

Unseen by mortal eyes, the
Kindred have long pulled
the strings of power in
humanity’s cities. But now
the ruler of the city’s vam-
pires has met Final Death. In the resulting power
vacuum, each of the five clans seeks to claim the
throne. The only thing in their way is each other.

ABoard Game Based on Vampire: The
Requiem™

® In this European-designed board game for White
Wolf's Vampire: The Requiem, up to five players
assume the roles of vampire clans in a struggle for
control of their city.

e Using a mix of diplomacy, deceit and strategy,
players compete to build their influence in key power
centers and earn prestige among the undead.
¢ High-quality components include five plastic min-
iatures, 100 full-color play cards, a full-color board,
five clan record cards, infﬁ)ence tokens, dice and an
attractive board.
© This medium-complexity game requires no previ-
ous knowledge of Vampire and the subject matter
has been kept appropriate for family play.
ISBN: 1-56504-274-3 Stock #: WW5212
Retail Price: $39.99 US Format: boxed game
Designer: Mike Nudd
Graphic Design: Becky Jollensten

Vampire:

The Eterndl
Struggle®
Player’s Guide

Elevate Your Game

This full-color strategy guide
and exhaustive encyclope-

dia of cards offers both new
and veteran VTES players insight into the strategies
and tactics of the game. Every card is included and
every strategy examined.

A Strategy Guide and Visual
Encyclopedia

e Over 100 pcj;es of strcte?y advice from the
world’s top rated players, including sample deck
lists for every clan and Discipline in the game.

e Full color images of VTES's over 2,000 cards all
arranged by clan and Discipline for easy reference
— great for building a wisﬁ list for a new deck or
strengthening an existing one.

e A comprehensive guide to deck building and
playing for each clan and Discipline.

ISBN: 1-58846-648-5
Retail Price: $34.99 U.S.

Authors: Ben Peal, Robert Goudie, Joshua Duffin, Jay
Kristoff and more

Developer: Robert Goudie

Stock #: WW2699
Page Count: 336
(Full Color Hardback)

Mage:

The
Awakening™
Dice

Your Lucky Dice

Take your character’s fate
into your own hands with
these special dice made es-
pecially for Mage: The Awakening. Will you achieve
great reats or suffer at the whim of chance?

APlay Aid for Mage: The Awakening™

® Asetof 10dice colored to match the look of Mage,
complete with a durable and convenient carrying
bag with logo.

* Target numbers on each die are different colors to
make successful rolls stand out — makes the
Storytelling System even easier!

o Sets display attractively in clear plastic blisterpacks.

ISBN: 1-58846-580-2 Stock #: WW40702
Retail Price: $6.99 U.S.




Lore of the
Forsaken™

Powers of Moon
and Darkness

The power of the moon flows

through werewolves, and the

spirits of the Shadows Realm

enfold them. It is a strange

and inhospitable world, and
one that has forsaken them. And yet, werewolves
are not helpless — they can claim the lore and might
of the spirit world for themselves.

A Character Book for Werewolf: The
Forsaken™

* Anin-depth look atthe spiritual aspects of werewolf
socielz, this is your(?uide to the Uratha relationship
with the spirit world.

e Includes an in-depth look at auspices and how
they affect werewolves

® Details the great fotems and on the pacts they strike
as well as many other spirits

e Provides plentiful new Gifts and rites, as well as
?uide“nes for creating more, making it @ must-have
or all Werewolf players

ISBN: 1-58846-327-3 Stock #: WW30100
Retail Price: $26.99 U.S.Page Count: 160 (hardcover)

Authors: James Comer, Aaron Dembski-Bowden, Wayne
Peacock, Stewart Wilson

Developer: Ethan Skemp
Cover Artist: David Leri

Mage:

The
Awakening™
Character
SheetPad

A Sheetfor

Everything

The Awakened struggle to rebuild their societies
and carve out their own kingdoms on Earth. Witch,
technomancer, shaman — which one are you?

APlay Aid for Mage: The Awakening™

® Preprinted character sheets, customized for every
playable path and order

* Easy o pho’rocopﬁ or use as is — no need to
photocopy your rulebook

® Every player needs a sheet, making this a valu-
able play aid.

ISBN: 1-58846-585-3

Retail Price: $9.99 U.S.

Stock #: WW40701

Women of

the Camarilla™
(2006
Calendar)

Night Beauties

For years, White Wolf's

CamarillaFan Clubhasbro-

ken the myth of all-male
gaming with a diverse population of live-action
players, including many women. Club members
from around the world posed for this calendar in
private photo shoots.

A 12-Month Calendar of
Black-and-White Photography

About the Photographer: Bridgett Harrington is a
professional photographer living in the Pacif?c North-
west. She is a longtime member of the Camarilla
Fan Club.

® Sure to appeal fo the large (5000+) membership
of the Camarilla Fan Club, as well as to other White
Wolf fans

e All images respect a “PG-13” standard (no
nudity) cmc?are tasteful, but some are suggestive in
nature. This calendar may not be appropriate for
young cusfomers.
ISBN: 1-58846-571-3
Retail Price: $19.99 U.S.

Photographer: Bridgett Harrington

Stock #: WW50700

Wild Blood™

Wolfin Sheep's
Clothing

Skinner Cade always felt he

wasn't like the others in his

small Midwestern town. Vio-

lent dreams haunted his

sleep and bursts of inexpli-

cable anger flared in his
heart. When he discovers that he was adopted, he
goes on a search for his birth mother and uncovers
a world of savage beasts and blood feuds. There is
awolfin Skinner Cade’s heart and it fights fo get out
— no mater how much blood must be spi||ed.

ANovel by Nancy A. Collins

About the Author: Nancy A. Collins is author of
Sunglasses After Dark™, Darkest Heart™ and
Dead Roses for a Blue Lady™ in the acclaimed
Sonija Blue series. She is a past recipient of the Bram
Stoker and British Fantasy lecarus Awards. In Wild
Blood, she brings her unique take on the supernatu-
ral o the werewolf myth.

e Ties info the novella “The Nonesuch Horror” in
Dead Roses for a Blue Lady

e In print for the first time in a decade

ISBN: 1-58846-878-X Stock #: WW12996
Retail Price: $13.99 U.S. Page Count: 200
(trade paperback)

Author: Nancy A. Collins

Cover Artist: Thom Ang

Vi

AThirstfor
Kindred Blood

The members of the reviled
cult known as VIl wage a
private war on the Kingred,
and some whisper that
they’re even older than the
Damned themselves. Only
those within the strange covenant know the truth of
the matter—whether ﬁ\eir hostility is a holy war, a
vendetta, or something altogether different.

A Chronicle Book for
Vampire: The Requiem™

o Fully details three distinct and independent versions
of this mysterious sect of vampires and vampire-
killers, the true bogeymen of Vampire. Includes history,
beliefs, and prominent sect members.

® Provides full details on making VIl a playable faction,
including new Disciplines, powers, and character op-
tions. This makes a complefe covenant guide as wel:lJ
e Toolkit approach allows Storytellers to pick and
choose which version of the sect they prefer or to mix
and match—thus do these fearsome enemies remain
mysterious, even if the players read the book.

ISBN: 1-58846-258-7 Stock #: WW25301
Retail Price: $26.99 US Page Count: 160 (hardcover)

Authors: Christopher Kobar, Greg Stolze and Chuck
Wendig

Developer: Will Hindmarch
Cover Artist: Daren Bader







Stepintothe Shadows

Enter the World of Darkness, a version of our world where the supernatu-
ralis real. The core sefting for such games as Vampire: The Requiem and
Werewolf: The Forsaken, the World of Darkness line presents core game
mechanics and setting material shared by all Storytelling game lines.

Core Products
World of Darkness Rulebook
(WW55002; ISBN 1-58846-484-9; $24.99 US)

Thecorefor all World of Darkness games, thisbook presents
the complete Storytelling System. All World of Darkness,
Vampire and Werewolf fities require use of this rulebook.

World of Darkness: Antagonists
(WW55301; ISBN 1-58846-478-4; $24.99)

The World of Darkness is full of horrors, many of which can’t be
easily categorized into supernatural species. This book — useful for
all WoD games — presents an assortment of horrors and enemies
who stalk vampires, mortals and werewolves alike.

OtherProducts
__World of Darkness: Ghost Stories
(WW55400; ISBN 1-58846-483-0; $24.99 US)

_ World of Darkness: Mysterious Places
(WW55302; ISBN 1-58846-485-7; $24.99 US)

Jointhe Danse Macabre

Since time immemoricl, the Kindred — vampires — have stalked unseen
by the mortal masses upon whom they prey. Their world is a xenophobic,
neofeudal nightmare, populated by tyrannical princes, wild-eyed herefics,
bloodthirsty rogues and scheming manipulators. Factions vie for power,
conspiracies plot in the darkness, and vampires struggle with morality and
the Beast Within against a modern-gothic backdrop of horror and decay.

Core Products
Vampire: The Requiem
(WW25000; ISBN 1-58846-247-1; $34.99 US)

The first major setting and game intended for use with
White Wolf's new Storytelling System, Vampire: The
Requiem includes rules for using vampires. Requires
the World of Darkness Rulebook for play.

City of the Damned: New Orleans

(WW25200; ISBN 1-58846-248-X; $26.99 US)

The signature setting for Vampire: The Requiem, detailing the Big
Easy’s history, laws, customs, and Kindred ruling class.
Bloodlines: The Hidden

(WW25102; ISBN 1-58846-255-2; $24.99 US)

Twelve all-new bloodlines bring the variety of Kindred blood to your
chronicle. New Disciplines and many different cultural heritages meld
together to create many hidden and secrefive lineages.

OtherProducts

Sourcebooks
__Lancea Sanctum

(WW25001; ISBN 1-58846-249-8; $34.99 US)
__ Coteries

(WW25100; ISBN 1-58846-251-X; $24.99 US)
__Ghouls

(WW25110; ISBN 1-58846-256-0; $26.99 US)
__Nomads

(WW25101; ISBN 1-58846-252-8; $24.99 US)
__ Rites of the Dragon

(WW25300; ISBN 1-58846-254-4; $24.99 US)

Vampire Fiction
__ A Hunger Like Fire (#1)
(WW11235; ISBN 1-58846-862-3; $6.99 US)

__Blood In, Blood Out (#2)
(WW11237; ISBN 1-58846-866-6; $6.99 US)

Vampire Merchandise

__Vampire: The Requiem Character Sheet Pad

(WW25701; ISBN 1-58846-598-5; $9.99 US)
__ Vampire: The Requiem Dice

(WW25702; ISBN 1-58846-597-7; $6.99 US)
__ Vampire: The Requiem Mousepad

(WW25704; $12.99 US)
__Vampire: The Requiem Storytellers Screen

(WW25700; ISBN 1-58846-599-3; $14.99 US)
__Vamepire: The Requiem T-Shirt

(L: WW57004; XL: WW57005; XXL: WW57006; $21.99 US)
__Requiem Skull T-Shirt

(MWW57016; L WW57017; XL WW57018; XXL WW57019; $21.99)
__ Vampire: The Requiem Pin Display

(WW25703; ISBN 1-58846-569-9; $99.99 US;

20 pins per display)

The HuntlsOn

Savage predators and raging beasts, the Uratha — werewolves —
hunt the mad spirits and vermin hosts who would subject the world to
their dominion. But the Forsaken are hunted as well, by fellow
werewolves who blame them for their cursed state and by the spirit
dukes who simply want their predators eliminated.

Core Products

Werewolf: The Forsaken

(WW30000; ISBN 1-58846-324-9; $34.99 US)
The second maijor setting and game intended for use
with White Wolf's new Storytelling System, Werewolf:
The Forsaken includes rules for using werewolves.

Requires the World of Darkness Rulebook for play.

Hunting Ground: The Rockies
(WW30200; ISBN 1-58846-325-7; $26.99 US)

The signature setting for Werewaolf: The Forsaken, detailing local
packs, local enemies, the local Shadow Realm, and local opportu-
nities o use in your chronicle.

@



OtherProducts

Sourcebooks

__Predators
(WW30300; ISBN 1-58846-326-5; $12.99 US)

Werewolf Merchandise

__ Werewolf: The Forsaken Character Sheet Pad
(WW30702; ISBN 1-58846-594-2; $9.99 US)
__ Werewolf: The Forsaken Dice
(WW30700; ISBN 1-58846-595-0; $6.99 US)
__ Werewolf: The Forsaken Storytellers Screen
(WW30701; ISBN 1-58846-593-4; $14.99 US)
__ Werewolf: The Forsaken T-Shirt
(L: WW57007; XL: WW57008; XXL: WW57009; $21.99 US)
__ Werewolf: The Forsaken Mousepad
(WW30703; $12.99 US)

The Powerto Remake the World

In an age long gone, ambitious mortals were flung down info the
world of clay, their minds clouded by ignorance. Those bare few
who remembered their birthright—the power of magic—rebuilt
their lost traditions. Now shamans, witches, technomancers, and
more vie for dominion of the fallen world. If they cannot claim the
heavens, they will make their own kingdoms on Earth.

Core Products

Mage: The Awakening

(WW40000; ISBN 1-58846-418-0; $34.99 US)

The third core setting sourcebook intended for use with White
Wolf's new Storytelling System, Mage: The Awakening includes
rules for using mages. Requires the World of Darkness Rulebook
for play. Available in August 2005.

Shadow Plays and Live Horrors
Live-action play takes stories into new territory. Costuming, décor
and intense roleplaying define this style of play. Join in the global
chronicle of the Camarilla fan club in which you can play with
thousands of others across the world.

CoreProducts
Mind’s Eye Theatre
(WW50000; ISBN 1-58846-522-5; $22.99)

The core for all live-action games in the World of Darkness, this book
presents the complete Mind’s Eye Theatre rule system. All other
Mind's Eye Theater products require the use of this book, and it acts
as the central rulebook for the Camarrilla fan club’s global chronicle.

Mind’s Eye Theatre: The Requiem
(WW50001; ISBN 1-58846-523-3; $27.99)

The first setting book intended for use with the Mind’s Eye Theatre
rulebook, this book provides all the rules and setting for portraying
the Damned in live-action play.

EpicFantasyinthe
Second Age of Man

It's the Second Age of Man, a time of wonder, corruption and
boundless adventure. In a game that melds cinematic action, high
magic and a rich fantasy world of decadent rulers and emerging
heroes, Exalted invites you to play a champion chosen by the
great gods to be their agent in Creation. Your demigod hero
struggles to find greatness, explore the hidden corners of reality
and scheme in the great halls of power.

Core Products

Exalted

(WW8800; ISBN 1-56504-623-4; $29.95 US)
The main Exalted rulebook covers the Solar Ex-
alted, once the rulers of Creation, now reincarnated
as a new breed of outcast heroes. Contains all core
game mechanics and the powers of the Solars.

Exalted: The Abyssals

(WW8813; 1-58846-665-5; $29.95 US)

Provides complete details for playing the Abyssal Exalted, the
dark reflections of the Solars, who (?I’C!W their power from the
Underworld. Also details the Deathlords and the Underworld
itself. (Requires the Exalted rulebook to play.)

Exalted: The Dragon-Blooded

(WW8811; 1-58846-656-6; $25.95 US)

Provides complete details for playing the Dragon-Blooded, the

hereditary Exalted who rule tEe Second Age. Also details the
reatempire called the Realm and its Byzantine society. (Requires

ie Exalted rulebook to play.)

Exalted: The Lunars

(WW8812; 1-58846-657-4; $25.95 US)

Provides complete details for playing the Lunar Exalted, the
savage, shapechanging demigods who once stood beside the
Solars. Now they hunt in the barbarian wilds, with their savage
tribes at their side. (Requires the Exalted rulebook to play.)

Exalted: The Fair Folk

(WW8815; 1-58846-678-7; $29.99 US)

Provides complete details for playing the fantastical Fair Folk,
from raksha nobles to commoners and the Mountain Folk, as
well as providing details on the Wyld beyond the edge of
Creation. (Requires the Exalted rulebook to play.)

Exalted: The Sidereals
(WW8814; 1-58846-669-8; $29.95 US)

Provides complete details for playing the Sidereal Exalted, the
mysterious servants of the stars, and Creation’s greatest martial
artists. Also details the heavenly bureaucracy and the great
celestial city of Yu-Shan. (Requires the Exalted rulebook to
play.)

Exalted: The Autochthonians

(WW8816; ISBN 1-58846-681-7; $34.99 US)

Provides complete details for playing the Alchemical Exalted,
the heroes of the mechanical god-world, Autochthon. Also
details the god-world itself, as well as the agenda of its desper-
ate rulers. (Requires the Exalted rulebook to play.)




Exalted Players Guide
(WW8804; 1-58846-673-6; $29.99 US)
A complete companion to the Exalted core products, this book

provides advanced and optional rules for combat, as well as
details on new character types and magical powers.

OtherExalted Products

Character Books
__Aspect Book: Air

(WW8840; 1-58846-668-X; $19.95 US)
__Aspect Book: Earth

(WW8841; 1-58846-674-4; $19.99 US)
__ Aspect Book: Fire

(WW8842; 1-58846-676-0; $19.99 US)
__Aspect Book: Water

(WW8843; ISBN 1-58846-679-5; $19.99 US)
__Caste Book: Eclipse

(WW8834; 1-58846-664-7; $16.95 US)
__The Outcaste

(WW8850; 1-58846-671-X; $21.99 US)

Other Game Supplements

__ Cult of the llluminated

(WW8829; ISBN 1-58846-682-5; $21.99 US)
__Blood and Salt

(WW8827; 1-58846-672-8; $19.99 US)
__Book of Bone and Ebony

(WW8806; ISBN 1-58846-680-9; $24.99 US)
__Book of Three Circles

(WW8802; 1-58846-651-5; $17.95 US)
__ Exalted Storytellers Companion

(WW8801; 1-58846-650-7; $15.95 US)
__Houses of the Bull God

(WW8828; 1-58846-677-9; $21.99 US)
__Kingdom of Halta

(WW8826; 1-58846-670-1; $19.95 US)
__Manacle and Coin

(WW8825; 1-58846-667-1; $19.95 US)
__Ruins of Rathess

(WW8824; 1-58846-666-3; $16.95 US)
__Savant and Sorcerer

(WW8805; 1-58846-675-2; $23.99 US)
__ Scavenger Sons

(WW8820; 1-58846-652-3; $15.95 US)
__Time of Tumult

(WW8821; 1-58846-655-8; $21.95 US)

Exalted Fiction

__ADay Dark as Night

(New Series #1)

(WW 10065; 1-58846-859-3; $6.99 US)
__Relic of the Dawn

(New Series #2)

(WW 10066; 1-58846-860-7; $6.99 US)
__In Northern Twilight

(New Series #3)

(WW 10067; 1-58846-861-5; $6.99 US)

__Pillar of the Sun

(New Series #4)

(WW10068; ISBN 1-58846-868-2; $6.99 US)
__ Chosen of the Sun

(Trilogy of the Second Age, Book 1)

(WW10080; 1-58846-800-3; $6.50 US)
__Beloved of the Dead

(Trilogy of the Second Age, Book 2)

(WW10081; 1-58846-801-1; $6.50 US)
__ Children of the Dragon

(Trilogy of the Second Age, Book 3)

(WW 10082; 1-58846-802-X; $6.50 US)

Exalted Merchandise

__ Exalted Dice
(WW8810; 1-56504-624-2; $6.99 US)
__ Exalted Essence Beads: Personal
(WW5925; ISBN 1-58846-723-6; $6.99 US)
__ Exalted Essence Beads: Peripheral
(WW5926; ISBN 1-58846-724-4; $6.99 US)
__ Exalted Mousepad
(WW5586; $12.95 US)
__Exalted T-Shirt
(L: WW5992; XXL: WW5994; $21.95 US)

Medieval Horror and War of Princes

Travel to a time when priests spoke with the power of God behind
every word, when mighty kings and princes warred for pride and
power, and the Crusades swept the land. In Dark Ages, players
adopt the roles of supernatural creatures ruling as lords in
medieval Europe.

Core Products

Dark Ages: Vampire
(WW20000; ISBN 1-58846-276-5; $29.95 US)

The main Dark Ages rulebook provides all the
basic game mechanics and setting for playing the
greatest of medieval monsters: vampires, the cursed
progeny of Caine.

Dark Ages: Inquisitor

(WW20004; ISBN 1-58846-282-X; $26.95 US)

Provides full details on playing Inquisitors, the agents of the Church
in its war against the demonic and evil influences on the world.
Dark Ages: Mage

(WW20002; ISBN 1-58846-404-0; $26.95 US)

Provides full details for p|qyin? medieval sorcerers and magical
scholars, including the many different magical fraditions and paths
to power.

Dark Ages: Werewolf
(WW20005; ISBN 1-58846-284-6; $29.95 US)

Provides full details for playing the dreaded werewolves who hunt
man and beast alike through the endless woods of the Dark
Medieval world.

D)



OtherDark Ages Products

Character Books and Player Guides
__ Clanbook: Cappadocian

(WW2805; ISBN 1-56504-280-8; $12.00 US)
__Libellus Sanguinis |
(WW2807; ISBN 1-56504-286-7; $15.00 US)
__Libellus Sanguinis IV
(WW2830; ISBN 1-58846-205-6; $15.95 US)
__ Players Guide to High Clans
(WW20007; ISBN 1-58846-289-7; $29.95 US)
__ Players Guide to Low Clans
(WW20006; ISBN 1-58846-287-0; $29.95 US)
__Road of Heaven
(WW20032; ISBN 1-58846-285-4; $16.95 US)
__Road of Humanity
(WW20034; ISBN 1-58846-297-8; $19.99 US)
__Road of Kings
(WW20031; ISBN 1-58846-281-1; $15.95 US)
__Road of Sin

(WW20033; ISBN 1-58846-288-9; $19.95 US)
__Road of the Beast

(WW20030; ISBN 1-58846-280-3; $15.95 US)

Other Game Supplements
__Ashen Cults
(WW?2835; ISBN 1-58846-213-7; $14.95 US)
__Ashen Knight, The
(WW2826 ISBN 1-56504-241-7; $17.95 US)
__Ashen Thief, The
(WW?2827; ISBN 1-56504-236-0; $14.95 US)
__Bitter Crusade

(WW?2833; ISBN 1-58846-214-5; $15.95 US)
__Clash of Wills
(WW2810; ISBN 1-56504-289-1; $8.00 US)
__Dark Ages: British Isles
(WW20021; ISBN 1-58846-290-0; $21.95 US)

Dark Ages Europe
(WW20020; ISBN 1-58846-279-X; $21.95 US)

__Dark Ages: Devil's Due
(WW20047; ISBN 1-58846-295-1; $23.99 US)

Dark Ages: Inquisitor Companion
 (WW20011; ISBN 1-58846-291-9; $21.99 US)

Dark Ages: Mage Grimoire
~ (WW20060; ISBN 1-58846-411-3; $21.95 US)

__Dark Ages: Right of Princes
(WW20045; ISBN 1-58846-283-8; $19.95 US)

__Dark Ages: Spoils of War

__Transylvania Chronicles 3: Il Omens

(WW2813; ISBN 1-56504-292-1; $15.95 US)
__Under the Black Cross

(WW2836; ISBN 1-58846-275-7; $15.95 US)
__Veil of Night

(WW2832; ISBN 1-58846-206-4; $25.95 US)
__Wind from the East: The Mongols

(WW2828; ISBN 1-56504-271-9; $14.95 US)
__Wolves of the Sea

(WW2820; ISBN 1-56504-298-0; $14.95 US)

Dark Ages Clan Novel Series
Dark Ages: Nosferatu (Book 1)
(WW] 1205; 1-58846-817-8; $6.99 US)
__Dark Ages: Assamite (Book 2)
(WW11206; 1-58846-818-6; $6.99 US)
__Dark Ages: Cappadocian (Book 3)
(WW11207; 1-58846-819-4; $6.99 US)
__Dark Ages: Setite (Book 4)
(WW11209; 1-58846-821-6; $6.99 US)
__Dark Ages: Lasombra (Book 5)
(WW11208; 1-58846-820-8; $6.99 US)
__Dark Ages: Ravnos (Book 6)
(WW11210; 1-58846-823-2; $6.99 US)
__Dark Ages: Malkavian (Book 7)
(WW11211; 1-58846-831-3; $6.99 US)

Dark Ages: Bru ah (Book 8)
(WW] 1212; 1 58846 832-1; $6.99 US)

__Dark Ages: Toreador (Book 9)
(WW11213; 1-58846-833-X; $6.99 US)

Dark Ages: Gangrel (Book 10)
(WW] 1214; 1-58846-847-X; $6.99 US)

__Dark Ages: Tremere (Book 11)
(WW11215; 1-58846-848-8; $6.99 US)

__Dark Ages: Ventrue (Book 12)
(WW11216; 1-58846-849-6; $6.99 US)

__Dark Ages: Tzimisce (Book 13)
(WW11217; 1-58846-852-6; $6.99 US)

Other Dark AgesFiction

__To Sift Through Bitter Ashes
(WW11031; 1-56504-995-0; $5.99 US)

__To Speak in Lifeless Tongues
(WW11032; 1-56504-996-9; $5.99 US)

Don’tLook Back

(WW20046; ISBN 1-58846-286-2; $19.95 US)
__ Dark Ages: Vampire Storytellers Companion
(WW20003; ISBN 1-58846-278-1; $14.95 US)

__Fountains of Bright Crimson

Join the Orpheus Group as it parts the veil between life and death.
All it will cost is your soul. An innovative limited-series game,
Orpheus casts players in the roles of agents able to walk among both
the living and tﬁe dead. The story arc unfolds through all six books,

(WW2825; ISBN 1-56504-270-0; $7.95 US)
__House of Tremere

(WW2829; ISBN 1-56504-272-7; $19.95 US)
__Jerusalem by Night

(WW2821; ISBN 1-56504-299-9; $17.95 US)
__Liege, Lord and Lackey

(WW2806; ISBN 1-56504-281-6; $15.00 US)
__Transylvania by Night

(WW2808; ISBN 1-56504-287-5; $18.00 US)

creating a terrifying chronicle.

Core Product

Orpheus
(WW21000; ISBN 1-58846-600-0; $34.95 US)

The Orpheus rulebook has everything you need to
play, from complete game mechanics and supernatu-
ral powers to full details on the Orpheus Group, the
private agency that delves into the Underworld.




White Wolf Publishing and Sword and Sorcery Order Form (Jul to Sep)
White Wolf Publishing, Inc. 1554 Litton Drive ~ Stone Mountain, Georgia 30083  1.800.454. WOLF

P E RS ONAL INFORMATION

Name

Address

City

Phone

PLEASE INDICATE ON THIS ORDER FORM THE ITEMS YOU WOULD LIKE TO ORDER AND GIVE IT TO YOUR RETAILER

Qty  Product Name Imprint ISBN Stock # Month US Price Total
ORDO DRACUL VAMPIRE -58846-257-9 25120 JuL $31.99

THE MARRIAGE OF VIRTUE & VICIOUSNESS VAMPIRE FicTIoN -58846-872-0 11238 JUL $6.99
Vi VAMPIRE -58846-258-7 25301 SEP $26.99
PRINCE OF THE CITY VAMPIRE BOARDGAME -56504-274-3 5212 SEP $39.99
PREDATORS WEREWOLF -58846-326-5 30300 JUL $29.99
WEREWOLF STORYTELLER SCREEN WEREWOLF -58846-593-4 30701 JUuL $14.99
LORE OF THE FORSAKEN WEREWOLF -58846-327-3 30100 SEP $26.99
MAGE: THE AWAKENING T-SHIRT L MAGE 57010 JUL $21.99
MAGE: THE AWAKENING T-SHIRT XL MAGE 57011 JuL $21.99
MAGE: THE AWAKENING T-SHIRT XXL MAGE 57012 JuL $21.99
MAGE: THE AWAKENING MAGE -58846-418-0 40000 AUG $34.99
MIND’S EYE THEATRE MET -58846-522-5 50000 JUuL $22.99
MET: THE REQUIEM MET -58846-523-3 50001 JUL $27.99
MAGE: THE AWAKENING CHARACTER PAD MAGE -58846-585-3 40701 SEP $9.99
MAGE: THE AWAKENING DICE MAGE -58846-580-2 40702 SEP $6.99
ASPECT BOOK: WOOD EXALTED -58846-683-3 8844 AUG $19.99
A SHADOW OVER HEAVEN'S EYE EXALTED FcToN -58846-871-2 10069 JUL $6.99
VTES: PLAYER’S GUIDE VTES -58846-648-5 2699 AUG $34.99
WOMEN OF THE CAMARILLA 2006 CALENDAR CAMARILLA -58846-571-3 50700 SEP $19.99
WILD BLOOD TWO WOLF -58846-878-X 12996 SEP $13.99

WORLD OF WARCRAFT: THE ROLEPLAYING GAME WARCRAFT -58846-781-3 17210 JuL $39.99
THE LAST CITY DRAGONMECH Bl | 1-58846-771-6 17605 SEP $21.99

TRANSCENDENCE:
ARCANA EVOLVED PLAYER'S COMPANION MALHAVOC bed | 1-58846-788-0 16149 JUuL $19.99

MONTE COOK PRESENTS: IRON HEROES MALHAVOC -58846-796-1 16154 AUG $37.99
MONTE COOK PRESENTS: THE YEAR’S BEST D20 MALHAVOC Bed | 1-58846-798-8 16133 SEP $19.99
ELDRITCH SORCERY NECROMANCER gl | 1-58846-766-X 8396 JUuL $26.99
WILDERLANDS OF HIGH FANTASY BOXED SET NECROMANCER g4} | 1-58846-948-4 8394 AUG $69.99
SECRET OF ZIR’AN FATE SCREEN ZIR'AN 0-97290-524-3 PGG0005 JUL $14.99
THE HAND OF FATE ZIR’AN 0-97290-521-9 PGG0002 AUG $21.99

©2005. White Wolf is a registered trademark of White Wolf Publishing, Inc. All frademarks are owned by their respective frademark holders. All rights reserved.
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Stone Mountain, Georgia 30083
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Name

Address

City

PLEASE INDICATE ON THIS ORDER FORM THE ITEMS YOU WOULD LIKE TO PRE-ORDER AND GIVE IT TO YOUR RETAILER

More information on these future titles in the next White Wolf Quarterly.

Qty  Product Name

WORLD OF DARKNESS: CHICAGO

Imprint

WOD

ISBN

1-58846-479-2

Stock #

55200

Month
DEC

US Price
$39.99

Total

CHICAGO: THREE SHADES OF NIGHT

WOD FICTION

-58846-870-4

11720

DEC

$14.99

THE INVICTUS

VAMPIRE

-58846-259-5

25121

NOV

$31.99

BLOOD OF THE WOLF

WEREWOLF

-58846-329-X

30301

NOV

$26.99

LODGES

WEREWOLF

-58846-330-3

30101

DEC

$26.99

BOSTON UNVEILED

MAGE

-58846-419-9

40200

ocT

$26.99

MAGE: THE AWAKENING SCREEN

MAGE

-58846-584-5

40700

ocCT

$14.99

SANCTUM & SIGIL

MAGE

-58846-420-2

40201

NOV

$26.99

MAGE: THE AWAKENING MOUSEPAD

MAGE

40703

NOV

$12.99

BASTIONS OF THE NORTH

EXALTED

-58846-686-8

8807

NOV

$24.99

THE CARNELIAN FLAME

EXALTE D FICTION

-58846-882-8

10070

NOV

$6.99

EXALTED 2ND EDITION T-SHIRT L

EXALTED

57013

NOV

$21.99

EXALTED 2ND EDITION T-SHIRT XL

EXALTED

57014

NOV

$21.99

EXALTED 2ND EDITION T-SHIRT XXL

EXALTED

57015

NOV

$21.99

VTES:

LEGACIES OF BLOOD STARTER DISPLAY

V:TES

-58846-641-8

2691

NOV

$79.92

VTES:

LEGACIES OF BLOOD BOOSTER DISPLAY

V:TES

-58846-642-6

2692

NOV

$107.64

VTES: LEGACIES OF BLOOD AKUNANSE STARTER DECK | V:TES -58846-643-4 | 2693 NOV $9.99

VTES: LEGACIES OF BLOOD GURUHI STARTER DECK V:TES -58846-644-2 | 2694 NOV $9.99

VTES: LEGACIES OF BLOOD ISHTARRI STARTER DECK V:TES -58846-645-0 | 2695 NOV $9.99

VTES: LEGACIES OF BLOOD OSEBO STARTER DECK V:TES -58846-646-9 | 2696 NOV $9.99

VTES: LEGACIES OF BLOOD BOOSTER PACK V:TES -58846-647-7 | 2697 NOV $2.99

MASTERING IRON HEROES MALHAVOC -58846-797-X | 16155 OCT | $19.99

TOME OF HORRORS Il NECROMANCER 2] | 1-58846-792-9 | 8389 NOV | $34.99

CITY OF BRASS NECROMANCER 2] | 1-58846-769-4 | 8359 DEC | $36.99

PROFESSIONAL ADVENTURERS GUIDE ZIR'AN 0-97290-522-7 | PGG0003 | NOV | $21.99

PENDRAGON (FIFTH EDITION) PENDRAGON 1-58846-947-6 | 17800 OCT | $34.99

©2005. White Wolf is a registered trademark of White Wolf Publishing, Inc. All rademarks are owned by their respective trademark holders. All rights reserved.




Other OrpheusProducts
__Crusade of Ashes

(WW21001; ISBN 1-58846-601-9 $21.95 US)
__Shades of Gray

(WW?21010; ISBN 1-58846-602-7; $21.95 US)
__ Shadow Games

(WW?21011; ISBN 1-58846-603-5; $21.95 US)
__ Orphan-Grinders, The

(WW21012; ISBN 1-58846-604-3; $21.99 US)
__End Game

(WW21015; ISBN 1-58846-605-1; $21.99 US)

__Haunting the Dead (anthology)

(WWH905 ISBN 1-58846-837-2; $6.99 US)

A CCG by White Wolf and Richard Garfield

Nomed the best mu|hp|ayer collectible card game ofalltime by Inquest
Gamer, Vampire: The Eternal Struggle casts players as elder vam-
pires whocontrol minions, agents and progeny, and who seek fo drain
their opponents of precious blood. Designed by Richard Garfield,
creator of Magic: The Gathering. All starters are pre-constructed 90-
card decks. A? | boosters are random packs of 11 cards.

Core Card Sets

Camarilla Edition
Six different starter decks and booster packs allow players to quickly
pick up and play, or complete their collections. Cards in the
Camarilla Edition focus on the refined and devious vampires who
hunt within mortal society.
__ Starter Deck: Brujah
(WW2586; ISBN 1-58846-027-4; $9.95 US)
__ Starter Deck: Malkavian
(WW2587; ISBN 1-58846-028-2; $9.95 US)
__ Starter Deck: Nosferatu
(WW2588; ISBN 1-58846-029-0; $9.95 US)
__ Starter Deck: Toreador
(WW2589; ISBN 1-58846-030-4; $9.95 US)
__ Starter Deck: Tremere
(WW2590; ISBN 1-58846-031-2; $9.95 US)
__ Starter Deck: Ventrue
(WW2591; ISBN 1-58846-032-0; $9.95 US)
__Camarilla Edition Booster Pack
(WW02593; ISBN 1-58846-034-7; $2.75 US)
__ Camarilla Edition Starter Display
(WW2585; ISBN 1-58846-026-6; $59.70 US)
__ Camarilla Edition Booster Display
(WW2592; ISBN 1-58846-033-9; $99.00 US)

SabbatWar
Four starter decks focus on the vampires of the Sabbat, the sect rejecting
humanity and embracing the monstrous aspect of the Kindred.
__ Starter Deck: Brujah Antitribu
(WW2554; ISBN 1-58846-477-0; $9.95 US)
__ Starter Deck: Lasombra
(WW2552; ISBN 1-58846-473-8; $9.95 US)
__ Starter Deck: Tzimisce
(WW2551; ISBN 1-58846-472-X; $9.95 US)
__ Starter Deck: Ventrue Antitribu
(WW?2553; ISBN 1-58846-474-6; $9.95

__Sabbat War Booster Pack

(WW2556; ISBN 1-56504-479-7; $2.75 US)
__ Sabbat War Starter Display

(WW2550; ISBN 1-56504-471-1; $79.60 US)
__ Sabbat War Booster Display

(WW2555; ISBN 1-56504-478-9; $99.00 US)

The Black Hand

Fanatic vampires feared by even the most monstrous of their kind, the
Black Hand ruthlessly pursue all who are agents of the ancients —
including Camarilla, Anarchs and Sabbat vampires.

__Starter Deck: Malkavian Antitribu

(WW2637; ISBN 1-58846-044-4; $9.95 US)
__ Starter Deck: Nosferatu Antitribu

(WW?2638; ISBN 1-58846-045-2; $9.95 US)
__ Starter Deck: Toreador Antitribu

(WW2639; ISBN 1-58846-046-0; $9.95 US)
__Starter Deck: Tremere Antitribu

(WW?2640; ISBN 1-58846-047-9; $9.95
__Black Hand Booster Pack

(WW?2641; ISBN 1-58846-048-7; $2.75 US)
__Black Hand Starter Display

(WW?2635; ISBN 1-58846-042-8; $79.60 US)
__Black Hand Booster Display

(WW2636; ISBN 1-58846-043-6; $99.00 US)

Other VTES Packs and Sets

__ Starter Deck: Assamite

(from Final Nights sef)

(WW?2563; ISBN 1-56504-463-0; $9.95 US)
__ Starter Deck: Giovanni

(from Final Nights sef)

(WW?2564; ISBN 1-56504-464-9; $9.95 US)
__ Starter Deck: Ravnos

(from Final Nights sef)

(WW?2565; ISBN 1-56504-465-7; $9.95 US)
__ Starter Deck: Setite

(from Final Nights set)

(WW?2566; ISBN 1-56504-466-5; $9.95 US)
__ Final Nights Booster Pack

(WW2561; ISBN 1-156504-481-9; $2.75 US)
__ Final Nights Starter Display

(WW2562; ISBN 1-56504-462-2; $79.60 US)
__ Final Nights Booster Display

(WW?2560; ISBN 1-156504-480-0; $99.00 US)
__Bloodlines Booster Pack

(WW2576; ISBN 1-56504-468-1; $2.75 US)
__Bloodlines Booster Display

(WW?2575; ISBN 1-56504-467-3; $99.00 US)
__ Starter Deck: Anarch Barons

(from Anarchs Set)

(WW2514; ISBN 1-58846-040-1; $9.95 US)
__ Starter Deck: Anarch Gangs

(from Anarchs Set)

(WW?2515; ISBN 1-58846-041-X; $9.95 US)
__ Starter Deck: Gangrel

(from Anarchs Sef)

(WW2513; ISBN 1-58846-039-8; $9.95 US)
__ Anarchs Booster Pack

(WW2510; ISBN 1-58846-036-3; $2.75 US)
__ Anarchs Starter Display

(WW?2512; ISBN 1-58846-038-X; $59.70 US)

@)



__Anarchs Booster Displa

(WW?2511; ISBN 1-58846-037-1; $99.00 US)
__ Gehenna Booster Display
(WW?2651; ISBN 1-58846-626-4; $99.00 US)
__ Gehenna Booster Pack

(WW2656; ISBN 1-58846-631-0; $2.75 US)
__VTES Tenth Anniversary Set (Pack #1)
(WW?2658; ISBN 1-58846-632-9; $19.99)
__VTES Tenth Anniversary Set (Pack #2)
(WW2659 ISBN 1-58846-633-7; $19.99)
__ Starter Deck: Alastors
(From Kindred Most Wanted Set)
(WW2686; ISBN 1-58846-637-X; $9.99 US)
__ Starter Deck: Anathema
(From Kindred Most Wanted Set)
(WW2683; ISBN 1-58846-638-8; $9.99 US)
__ Starter Deck: Baali
(From Kindred Most Wanted Set)
(WW2684; ISBN 1-58846-639-6; $9.99 US)
__ Starter Deck: Gangrel Antitribu
(From Kindred Most Wanted Set)
(WW?2685; ISBN 1-58846-636-1; $9.99 US)
__Kindred Most Wanted Booster Pack
(WW?2682; ISBN 1-58846-640-X; $2.99 US)
__Kindred Most Wanted Starter Display
(WW2680; ISBN 1-58846-634-5; $79.92 US)
Kindred Most Wanted Booster Display
(WW268] ISBN 1-58846-635-3; $]07 64 US)

Mistress of Modern Horror

Two Wolf Press brings the work of award-winning Horror author
Nancy A. Collins to your door. From the streets of New Orleans to
the darkest corners of the mind, Collins and her signature character
Sonja Blue have their fingers on the pulse of modern horror.

Nancy A. Collins

__ A Dozen Black Roses

(WW11019; ISBN 1-56504-873-3; $11.99 US)

__Dead Man’s Hand: Five Tales of the Weird West

(WW12995; ISBN 1-58846-875-5; $17.99)
Dead Roses for a Blue Lad

T (WW12997; ISBN 1-58846-844-5; $13.99 US)

In the Blood

_(WW]2993; ISBN 1-58846-876-3; $13.99 US)
__Paint It Black

(WW12994; ISBN 1-58846-877-1; $13.99 US)

Borealis Science Fiction and Fantasy

__ The City on the Edge of Forever
T (WW11949; 1SBN 1 -56504-964-0; $11.99 US)

__The Road to Science Fiction #5: The British Way

(WW11091; ISBN 1-56504-157-7; $14.99 US)

__The Road to Science Fiction #6: Around the World

(WW11092; ISBN 1-56504-158-5; $14.99 US
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JULY 2005

TITLE IMPRINT ISBN STOCK# US PRICE
ELDRITCH SORCERY NECROMANCER 1-58846-766-X 8396 $26.99
SECRET OF ZIR'AN FATE SCREEN ZIR ‘AN 0-97290-524-3 PGG0005 $14.99
WORLD OF WARCRAFT:

THE ROLEPLAYING GAME WARCRAFT 1-58846-781-3 17210 $39.99
TRANSCENDENCE:

ARCANA EVOLVED PLAYER'S COMPANION MALHAVOC 1-58846-788-0 16149 $19.99
AUGUST 2005

TITLE IMPRINT ISBN STOCK# US PRICE
WILDERLANDS OF HIGH FANTASY BOXED SET  NECROMANCER  1-58846-948-4 8394 $69.99
MONTE COOK PRESENTS: IRON HEROES MALHAVOC 1-58846-796-1 16154 $37.99
THE HAND OF FATE ZIR 'AN 0-97290-521-9  PGG0002 $21.99
SEPTEMBER 2005

TITLE IMPRINT ISBN STOCK# US PRICE
MONTE COOK PRESENTS:

THE YEAR'S BEST D20 MALHAVOC 1-58846-798-8 16133 $19.99
THE LAST CITY DRAGONMECH  1-58846-771-6 17605 $21.99
OCTOBER 2005

TITLE IMPRINT ISBN STOCK# US PRICE
MASTERING IRON HEROES MALHAYOC 1-58846-797-X 16155 $19.99
PENDRAGON (FIFTH EDITION) PENDRAGON 1-58846-947-6 17800 $34.99
NOVEMBER 2005

TITLE IMPRINT ISBN STOCK# US PRICE
TOME OF HORRORS Il NECROMANCER 1-588464-792-9 8389 $34.99
PROFESSIONAL ADVENTURERS GUIDE ZIRAN 0-97290-522-7 PGGO003 $21.99
DECEMBER 2005

TITLE IMPRINT ISBN STOCK# US PRICE
CITY OF BRASS NECROMANCER 1-58846-769-4 8359 $36.99
WARCRAFT: HORDE PLAYER'S GUIDE WARCRAFT 1-58846-772-4 17208 $26.99



cover art by Jeremy Jarvis

This Chrarter...

4 Mente Cook Presents: fren hlerees
The WNext @eneration of fantasy (gaming

Mike Mearls shows us how Iron Heroes puts a new spin
on the familiar game mechanics of 3rd edition roleplaying.

Arthaus and its logo are trademarks of Arthaus Publishing, Inc. All rights reserved
Scarred Lands, Sword and Sorcery and its logo are trademarks of White Wolf
Publishing, Inc. All rights reserved.

Blizzard Entertainment and Warcraft are trademarks or registered trademarks of
Blizzard Entertainment, Inc. in the US and/or other countries, used under license. All
rights reserved. Page 7 is © 2005 Blizzard Entertainment, Inc.

EverQuest is a registered trademark and It's Your World Now is a trademark of Sony
Computer Entertainment America Inc. SOE and SOE logo are registered trademarks of
Sony Online Entertainment Inc. Page 13 is © 2005 Sony Online Entertainment, Inc.
Goodman Games and DragonMech are trademarks owned by Joseph Goodman. Al
rights reserved.

Malhavoc Press is a registered trademark owned by Monte |. Cook. All ights reserved.
Necromancer Games is a trademark of Necromancer Games, Inc. Al rights reserved.
Paragon Games, Finesse System and The Secret of Zir An are tradeemarks of Paragon Games.
‘Wizards ofthe Coast, Dungeons 8. Dragons, D&, Ravenloft and Gamma World are registered!
trademarks of Wizards of the Coast, Inc. and are used by White Wolf under license.
Arthaus, Pimp the Backhanding and Pendragon are trademarks of Arthaus Publishing, Inc.
All other titles are trademarks of, and all other characters, names, places and text
herein are copyrighted by White Wolf Publishing, Inc.

The mention of or reference to any company or product in these pages is not a
challenge to the trademark or copyright concerned.

Designation of Product Identity: The following items in this publication are hereby
designated as Product Identity in accordance with Section 1(e) of the Open Game.
License, version 1.0: All content except that text noted explicitly in the Open Game
Content designation below, and except such elements that already appear in the
d20 System Reference Document and are already OGC by virtue of appearing there.
The above Product Identity is not Open Game Content.

Designation of Open Game Content: Subject to the Product Identity designation
above, the text starting with “Guildmaster Bethena” through the end of the
“Possessions” paragraph on page 12, is designated as Open Game Content, excluding
capitalized names, names of artifacts, characters, countries, creatures, geographic
locations, gods, monsters, historic events, magic items, organizations, spells, and
rituals, and may only be used in accordance with the Open Game License.

OPEN GAME LICENSE Version 1.0

The 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 translations (including into other computer
languages), potation, modification, correction, addition, extension, upgrade,
improvement, compilation, abricgment or other form in which an existing work may
be recast, transformed or adapted; (c)"*Distribute” means to reproduce, license, rent,
lease, sell, broadicast, publicly display, transmit or otherwise distribute; (d) “Open Game
Content” means the game mechanic and includes the methods, 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 covered by this License,
including ions and derivai under copyri ifically excludes
Product Identity. (e) c*Product Identity” means product and product line names, logos
and identifying marks including trade dress; artifacts; creatures, characters; stories,
storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols,
designs, depictions, likenesses, formats, poses, concepts, themes and graphic,
photographic and other visual or audio representations; names and descriptions of
characters, spells, es, teams, personas, ik d special
abilities; places, locations, environments, creatures, equipment, magical or supematural
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 specifically 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. () “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 subtracted 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 consideration 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
creation 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 COPYRIGHT NOTICE of any Open Game
Content You are copying, modifying or distributing, and You must add the title, the
copyright date, and the copyright holder's name to the COPYRIGHT 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 compatibility, except as expressly licensed in another, indepeandent
Agreement with the owner of each element of that Product Identity. You agree not
toindicate compatibility o co-adaptability with any Trademark in conjunction with a
work containing Open Game Content except as expressly licensed in another,
independent Agreement with the owner of such Trademark. The use of any Product
Identity in Open Game Content does not constitute a challenge to the ownership 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: Ifyou 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 orits designated Agents may p P rsion:
ofthis 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 ths 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 witten 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 ll of the Open Game Content due to statute, judicial order,
or govemmental regulation then You may ot Use any Open Game Material so affected
13. Termination: This License will terminate automatically if You fai to comply with
all terms herein and fail to cure such breach within 30 days of becoming aware of the
breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, 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.

System Reference Document Copyright 2000-2004, Wizards of the Coast, Inc.;
Authors Jonathan Tweet, Monte Cook, Skip Williams, based on original material by E.
Gary Gygax and Dave Ameson.

The Last City © 2005, Joseph Goodman.
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News and Notes from Sword & Sorcery Studios and Arthaus Publishing

The Year’s Best
by Monte Cook

| get asked for my opin-
ion on various d20 System
books a lot. It's under-
standable, because there’s
a lot of stuff out there, and
it’s nigh impossible for a
lone DM to know what to
use in his campaign or for
a player to know how to
find the good options for
her character. I try to keep
up with the industry and
keep abreast of the mate-
rial produced, so that
when asked for my opin-
ion, | can give an informed
answer. And the thing is, |
really like reading game
books. I'd do it for fun,
even if it weren’t impor-
tant to my job.

I’'ve often thought,
though:

“Wouldn’t it be cool if
there were a place you
could go to get all the very
best material?” |1 mean,
we’ve seen collections of
various types of game ma-
terial before (feats, spells,
prestige classes, etc.), but
their goal was to be com-
prehensive, not selective.
It would be nice if there
were a way to shine a
light on the really good
stuff. Now there is: Monte
Cook Presents: The Year’s
Best d20.

The Year’s Best d20, a
96-page book that | com-
pile and introduce, pre-
sents a unique collection
of spells, monsters,
classes, feats, and variant
rules chosen for the qual-

ity of their design. Drawn
from a thorough examina-
tion of products released
in 2004, the contents rep-
resent a variety of authors
and publishers. In the
book, | preface each selec-
tion with a short introduc-
tion explaining why I
chose to include it and
what makes it noteworthy.
| own a number of books
like this on other topics.
Spectrum, for example,
comes out every year and
showcases extraordinary
science fiction and fantasy
art. The Year’s Best Sci-
ence Fiction and the Year’s
Best Fantasy and Horror
are also favorites of mine.
Like our book, these col-
lections represent just the
editors’ opinions, but they
are well-informed opin-
ions, to be sure. They
serve as a great way to get
a sampling of various art
pieces or short stories,
particularly those you
might have missed.

And that’s really the key
to The Year’s Best dZ0.
Even if you're paying at-
tention to the d20 System
releases, so many of them
are published that it’s easy
to miss some. This is an
opportunity to check out
material to which you
might not have been ex-
posed otherwise. Perhaps
the publisher was some-
what obscure, or it was
one great piece in an oth-
erwise mediocre book.
Maybe it came from a
publisher you don’t nor-

mally pay attention to, or
maybe it’s from a book
that just slipped through
the cracks. Of course, if
you buy d20 products,
you might also recognize
some of the included ma-
terial from your favorite
books—The Year’s Best
d20 seeks to laud design-
ers of good material, re-
gardless of source. The only
determining factors for in-
clusion in The Year’s Best
d20is that the material be
(1) quality stuff that (2)
came out in 2004 and that
(3) would make a good ad-
dition to your game.

You might be asking,
“Why would Monte care?”
Shouldn’t | want to keep
good material from other
publishers under wraps?
Why put out a book that
praises others (and ex-
cludes my own work)?

Well, in the first place,
while | am a publisher of
d20 System products
myself, I'm also one of
the people who helped
create the very system
that they’re all based on.
So | am personally in-
vested not only in d20’s
success, but also in see-
ing it handled well by
other designers.

But altruism and quasi-
parental feelings aside, it’s
also in my own best self-
interest. | believe that the
release of good d20 prod-
ucts helps all publishers like
myself, and the release of
poor ones likewise hurts.
It’s simple, really. If a



gamer goes to the store
and buys a good prod-
uct from someone else,
he’s that much more
likely to go to the store
again next week or next
month, and that time he
might buy a book of
mine. If that first prod-
uct was terrible, how-
ever, he’s less likely to
ever return to the store,
and I'll never have the
opportunity to sell him
one of my books. So |
want to draw attention
to the good products, in
order to encourage de-
signers and companies
publishing quality mate-
rial to continue to do so.

It's going to be a fun
book to produce. As I
write this in February
2005, I'm beginning to
get some ideas of what
it will include. I've al-
ready read a lot of the
products that came out
in 2004 and, assuming
their publishers are will-
ing, | imagine some of
their contents will go in
the book. | don’t know
for certain, though, be-
cause there could be
plenty of gems in the
products 1 overlooked
on my own.

In any event, I've got
alot of reading ahead of
me. It’s going to be fun.

Look for Monte Cook
Presents: The Year’s
Best d20, a 96-page
collection from
Malhavoc Press, in
stores in September.

The Game of Bacon

Why do
they pay
us the big
money?
Because
here at
Insider
Central, we
create
games.
Sometimes
on the spur
of the mo-
ment.
When
we’re
exhausted.
At a
convention.
And not
just good
games
either, but
games
like this:

Are You A Good Person?

Of course you are. You want to fight evil. You want to help people.
You want to be a hero. Well, the folks at Malhavoc Press have a way for
you to turn in-game heroism into real-world heroism. Check out this

site to find out how. (Yeah it’s a clunky URL, but just type it in and see
where it takes you. It’s important.)
http://www.montecook.com/cgi-bin/page.cgi?mc_los_140
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This summer sees the release
of Monte Cook Presents: Iron
Heroes, Malhavoc Press’s next
variant player’s handbook. Fol-
lowing in the footsteps of
Monte Cook’s Arcana Un-
earthed, this rulebook takes the
familiar game mechanics of 3rd
edition roleplaying and puts a
new spin on them. Iron Heroes
“action fantasy” game mechan-
ics derive from a series of basic
assumptions of how the game
works. These changes from the
book’s OGL foundation come
down to three points.
Options, Options,
Options

The Iron Heroes mechanics
present you with more op-
tions during the game than
ever before. While you still
have feats, skills, and class
abilities to pick from, Iron He-
roes also gives you more flex-
ibility in actions you take dur-
ing the game. If you want to
drop your defense and make
a daring attack, you can de-
cide how much of a defense
penalty to incur and what form
your bonus to offense takes.
You might knock an opponent
backward, seize a bonus to at-
tacks, gain a bonus to damage,
or inflict a penalty to your foe’s
attacks. In each case, you gain
this benefit by throwing your-
self into an attack, ignoring
your defenses for a moment
in order to strike a telling blow.

of Fantasy Gaming

Iron Heroes by vike Mearls

This basic mechanic runs
throughout Iron Heroes. For
almost every decision you
make, you can decide to risk
your chances of success against
gaining more benefits from that
success. The challenge system
for skills epitomizes this design
feature. The challenge system
was designed to make skills
more useful across all levels. In
many games compatible with
the d20 System, your skills be-
come less important as you
gain levels. The total result you
need on a check is low enough
that, at some point, improving
the skill makes no difference.

Iron Heroes adds chal-
lenges to the mix to make
skills more flexible. In ex-
change for a penalty to your
skill check or an increase in the
check’s Difficulty Class, you
gain more benefits from suc-
cess. For example, you can use
the Perform skill to inspire
your allies in battle, granting
them a bonus to attacks. If you
accept a penalty to your Per-
form check in a skill challenge,
the total bonus you grant as a
result increases. As you gain
more ranks in Perform, you
can accept higher penalties to
grant even greater bonuses.

Feats in Iron Heroes offer a
similar range of options. In many
cases, a feat includes up to nine
expanded options that improve
its basic abilities. As you
progress in level, you can spend

@

your feat selections on master-
ing your existing feats to take
more of these options. This feat
mastery rule makes it possible
for you to focus on one spe-
cific talent or spread your train-
ing over a wide range of areas.
In either case, you never have
to spend feats or skill ranks on
useless abilities that you don’t
want. Once you take the base
feat, its expansion options au-
tomatically become available
as you gain levels. None of
them have prerequisites.

Action and Adventure

Iron Heroes is a game where
characters are defined by what
they do, not by the numbers
on a character sheet. The rules
for stunts allow you to attempt
awide variety of actions. Rather
than define each possible stunt
in strict game terms, Iron He-
roes gives you a basic list of
effects that a stunt can accom-
plish. To attempt a stunt, you
make a skill check and use the
total result to determine the ef-
fectiveness of your action. You
can string together several
weak stunt effects, or you can
go for a single powerful result.
In any case, you have total con-
trol over how the stunt works.

To help encourage interest-
ing, fun combat sessions, Iron
Heroes makes the environ-
ment a much more important
part of battles. The guidelines
for zones allow a DM to link



special abilities and unique com-
bat actions to the terrain you find
in an encounter area. A crumbling
stone wall can become a deadly
weapon with one, strong push.
Your mighty berserker can lift a
table and fling it into a crowd of
thugs to send them sprawling. The
rules for zones encourage your DM
to make the environment an im-
portant part of the fight while en-
suring that it's worth your effort to
use your character’s surroundings.
You never know what sort of ob-
ject can prove useful until you try
to use it—an imaginative, daring
stunt could be exactly what you
need to defeat a foe.

Iron Heroes also uses a vari-
ety of new rules, along with some
of the best open source mechan-
ics, to place an emphasis on ac-
tion for all characters. Nobody
has to play the cleric, because the
reserve rules remove the need for
healing. In Iron Heroes, charac-
ters automatically begin to heal
damage as soon as combat ends.
If you have time to rest, you can
return to full strength. There is a
limit to how much damage you
can heal in this way each day, and
you cannot regain reserve dur-
ing combat. Battles are as dan-
gerous, deadly, and tense as
ever, but once the fight is over,
you can move on with the action
rather than juggle spells. Best of
all, no one is forced to play a role
he’d rather not play.

The concept of tokens pro-
motes heroic action by reward-
ing you for adopting a fighting
style that takes advantage of your
character’s talents. As a berserker
soaks up wounds, he gains fury
tokens, which improve his battle
rage. If an executioner hides at
the edge of fight and studies her
target, she can deliver a lethal

blow to a critical area. The char-
acter classes each embrace a spe-
cific style of fighting, and the me-
chanics reward you for utilizing
that style.

Fast and Frenetic

Iron Heroes features a few key
changes that alter the game’s feel
while speeding up the
action.’ Attacks of opportunity re-
main in the game in a dramatically
simplified form. In Iron Heroes,
any standard or full-round action
that isn’t an attack provokes an at-
tack. With that simple rule in mind,
you can easily resolve attacks and
move on with the action.

Magicin Iron Heroes is as dan-
gerous to the caster as it is to his
enemies. This random, capricious
talent is impossible to control re-
liably. This design decision has
two major effects. In terms of the
game, Iron Heroes supports set-
tings where your character’s tal-
ent with his sword matters more
than the blade’s magical quali-
ties. Best of all, the Iron Heroes
classes are designed to work
seamlessly with existing monster
books. A 10th-level Iron Heroes
party can take on the appropri-
ate monsters from the core rules
without any change. Even though
the Iron Heroes characters lack
magical items, their class abilities,
feats, and the expanded rules for
skills give them the tools they
need to succeed.

For DMs, magic’s reduced im-
portance makes prepping a
game much faster and easier.
Rather than wade through lists of
magic items and spells, you sim-
ply assign skill ranks and feats to
a villain, and you’re done. Two
of the most time-consuming
steps of adventure preparation
are gone, but you end up with

opponents who provide an
equivalent threat as those from
other fantasy systems.

Iron Heroes keeps the same
spread of options and interest-
ing character choices as other
d20-compatible games, but it re-
moves some of the complexity
and bookkeeping. This results not
in a simpler, less challenging sys-
tem, but in more efficient rules.

More to Come...

While Iron Heroes sets the
stage for heroic action fantasy
gaming, its upcoming supple-
ments feature a variety of excit-
ing new options. Mastering Iron
Heroes, the DM’s guidebook to
the game, gives optional rules
and advice that allow a game
master to make Iron Heroes his
own game. With Mastering Iron
Heroes (October 2005), you can
change the experience system to
reward heroic acts and decisions
that fit a character’s personality,
goals, and even weaknesses.
Commentary and design advice
shows you not only how the rules
work, but also how you can
change them to fit the game you
want to run.

The Iron Heroes Bestiary
(January 2000) introduces the in-
novative new villain classes, tools
that allow you to create in min-
utes a cruel tyrant, an undead
beast, or a deathless sorcerer
from a forgotten age. The Iron
Heroes Bestiary embraces the
concept of choice, allowing you
to spawn a whole range of
strange monsters to populate
your world from a series of basic
templates and option menus.
This bestiary allows you to spend
more time creating your world
and forging adventures and less
time crunching numbers.

Look for Iron Heroes, a 256-page variant player’s handbook from Malhavoc Press, in stores in August.
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The Harrier......

An excerpt from Monte Cook Presents: Iron Heroes

The harrier is one of the core
classes in Iron Heroes, a new
variant player’s handbook of
heroic action fantasy. The
following excerpt shows you a
few of the harrier’s abilities, along
with highlights that touch on how
Iron Heroes character classes
differ from their counterparts in
other games.

Harriers are scouts, rangers, and
bushwhackers who rely on their
speed and agility to overcome
their enemies. A harrier is at his
best when he is on the move. Un-
like other warriors, who might
stand in place to use full-attack
actions, the harrier fights best when
he dodges between opponents,
slips into their ranks, and delivers
attacks from multiple angles as he
speeds by. He is the fastest war-
rior on the field and, while his at-
tacks might lack the crushing force
of a berserker’s axe, he slips be-
yond an opponent’s grasp before
she can counterattack.

Hit Die: 1d4+2/level

Skill Groups

Harriers gain access to the Agility
and Athletics skill groups. In addi-
tion, they commonly train in skills
such as Hide and Move Silently to
aid them in setting up ambushes.
Many harriers wander the wilder-
ness, as they feel most comfortable
in open, free terrain. Therefore, they
commonly carry ranks in Ride, Sur-
vival, and similar skills.

Skill Points at 1st Level: (8 +
Intelligence modifier) x 4

Skill Points at Each Additional
Level: 8 + Intelligence modifier

Class Features

Harriers rely on mobility and
maneuverability to overcome their

enemies. They can move faster
and slip past even the toughest
defenses. In combat, they tend to
swarm around a foe, landing at-
tacks from a variety of angles as
they move before retreating to
safety. Here is a sampling of the
harrier’s class abilities.

Whirling Attack: When you
pounce upon an enemy, you twist,
turn and maneuver around her to
confound her defenses. If you use
the Tumble skill to move through
an opponent’s threatened area
without provoking an attack of op-
portunity as part of a move action,
and you then attack her with your
standard action, you gain a +2 bo-
nus to your attack and deal +1d6
points of damage.

Running Assault: You can com-
bine movement and an attack into
a single action. As a full-round ac-
tion, you can move your normal
allotment. At any point during this
movement, you can use a standard
action to attack. You can move both
before and after this attack. You gain
the benefits of abilities such as mo-
bile assault based on the squares
you moved before your attack.

You cannot attempt a running
assault if you wear anything
heavier than light armor or if you
carry enough equipment to re-
duce your speed.

Cross Attack Maneuver: When
you succeed by 5 points or more
in a Tumble check to avoid an at-
tack of opportunity, you can lure
an opponent into striking at a dif-
ferent target. You can force your foe
toresolve her attack against any tar-
get that you and she threaten from
your current square. You can use
this ability once per round.

What It All Means

There are a few things you may
have noticed about the harrier. Iron
Heroes characters have more hit
points than normal, as the harrier
gains 1d4+2 hit points per level.
Every class in Iron Heroes uses
1d4 + a kicker per level as a Hit
Die. This ensures that characters
have plenty of hit points, since there
are no healing spells in the game.

The skill groups may have also
caught your attention. Iron Heroes
drops the concept of class and
cross-class skills: Any character can
spend ranks in any skill without
restriction. The skill groups give
you an incentive to spend skill
points on skills linked to your
class’s talents. Each skill group
contains a number of related skills.
When you spend a skill point on
a group, you gain a rank in each
skill within the group. This means
that, with a small investment, you
can gain proficiency in a range of
areas. Not only are you compe-
tent in a broad number of skills,
but you can spend your remain-
ing ranks on a few specific skills
that fit your character.

Characters in Iron Heroes also
gain more skill ranks and more
feats compared to classes in other
games. This change builds off the
central Iron Heroes concept of
more options and more meaning-
ful choices in both a game session
and while creating your character.

The sample harrier abilities
show that each class is built for
action. Rather than providing
static bonuses, class abilities re-
ward you for using certain tac-
tics or acting in a way that fits
your class’s tendencies.

Look for Iron Heroes, a 256-page variant player’s handbook from Malhavoc Press, in stores in August.
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New Gears

A technical sneak-peek at the World of Warcraft® Roleplaying Game

Greetings! The new World of
Warcraft Roleplaying Game is
upon us, translating the hugely
successful Warcraft computer
games into a pen-and-paper
roleplaying game. The new book’s
384 pages present an entire and
self-contained game; it is the only
book you need to dive in and cre-
ate your own Warcraft stories.

(And don’t worry that your old
books won’t be compatible with
the new version. They're still valid!
The game’s core mechanics are
unchanged, so you can use all the
crunchy bits—classes, items,
spells, and the like—from the first
edition books with the new World
of Warcraft RPG book. Check out
http://www.swordsorcery.com for
a conversion document that helps
smooth over the rough areas.)

Perhaps this is a good time to in-
troduce myself. My name’s Luke
Johnson. | have been a writer for
the’Warcraft RPG’line since the first
edition of the central rulebook a year
or two ago. | am excited to say that
I have gone on to become the line
developer, taking the place of the
worthy Mike Johnstone, who has left
to triumph in other interests. | am
enthused about this new opportu-
nity and have great things in mind
for the Warcraft RPG. When I'm
working with the ultra-cool Warcraft
world, how can | go wrong?

If you are a veteran Warcraft RPG
player, you’ll notice that the new
book contains revised, expanded,
and updated rules. Since we were
creating a self-contained game, we
used the opportunity to modify the
rules to make them resonate with
Warcraft's unique flavor. You'll see
changes to character races and
classes. The Warcraft setting creates
heroes, and player characters in the
World of Warcraft RPG embrace

heroism in a way they could not be-
fore. The rules for creating techno-
logical devices are clarified, up-
dated, and expanded.

Speaking of that last point, one
of the many things about the
Warcraft setting that appeals to me
is the steamtech gadgetry lurking
throughout the world. These de-
vices combine lethality, innovation,
and whimsy in a delicious treat for
the discerning player’s taste buds.
Who wouldn’t want to adventure
with a gnomish battle chicken chug-
ging along at his side? Seriously.

The’World of Warcraft RPG
book presents rules for creating
devices with steam and black pow-
der technology. These rules allow
you to recreate items you see in
the computer games or cobble to-
gether items of your own inven-
tion. The technology rules in the
book demonstrate another aspect
of the game—it is full of pieces you
can incorporate into any game
based on the same rules system.
(You know the rules system I'm
talking about—it’s based on a 20-
sided die? Yeah, that’s the one!) If
you want to include a couple of
your favorite’ Warcraft races—
jungle trolls, perhaps, or undead
Forsaken (a playable race from
level 1, by the way!)—you can.
And if you want to incorporate
steamtech in your setting, the
World of Warcraft RPG book gives
you the means to do so.

In addition to comprehensive
tech-creation rules, the World of
Warcraft RPG book includes sample
devices. If you are familiar with the
World of Warcraft computer game,
you'll recognize some of them. Did
the wendigo smack down your
buddy? No worries—just hook your
pal up to your goblin jumper cables
and jolt him back to life!

by Luke Johnson

Goblin Jumper Cables

Description: This device con-
sists of several thick yellow
cables that snake out from a cop-
per-wrapped battery. Attach the
cables to various points of a re-
cently fallen comrade, flip the
switch, and the body lurches off
the ground and spasms might-
ily while electricity plays over
the thinly insulated cables. The
smell of burning hair wafts up.
In addition to being fun to
watch, this display sometimes
revives the character.

Operation: Goblin jumper
cables can only revive a charac-
ter who has been dead for fewer
than 10 minutes. Attaching the
cables to the body and properly
activating the equipment re-
quires one minute and a DC 30
Use Technological Device check.
A character with 5 or more
ranks in Heal gets a +2 synergy
bonus on this check. If the check
is successful, the body begins
breathing again. The character
returns to life with —1 hit point
and is stable. If he was a
spellcaster, he loses all his re-
maining spell slots. The charac-
ter is also fatigued until he gets
24 hours of uninterrupted rest.

Malfunction: The battery ex-
plodes, dealing 5d6 points of
slashing damage to all crea-
tures within 15 feet (DC 18
Reflex half). The Craft (techno-
logical device) checks required
to repair the device have their
DCs increased by +6.

Hardness 5; 10 hp; Size Small;
Weight 151b.; MR4; TS 16, Craft
DC 31; Price 14,000 gp.

The World of Warcraft Roleplaying Game, a 384-page full color hardcover rulebook, is available in July.
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World of Warcraft
Roleplaying Game
WW17210; $39.99
ISBN 1-58846-781-3
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Wilderlands of
High Fantasy
(Boxed Set)
WW8394; $69.99
ISBN 1-58846-948-4
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Eldritch Sorcery
WW8396; $§26.99
ISBN 1-58846-766-X
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Power and Where 1o Use It

A look at Wilderlands of High Fantasy and Eldritch Sorcery

Necromancer Games is
pleased to present our Summer
2005 lineup. This summer, we
are finally releasing the mag-
num opus of all roleplaying
products: Wilderlands of High
Fantasy.

One of the oldest and most
popular fantasy roleplaying set-
tings ever devised has been re-
worked for the modern age. No
longer a series of one-line en-
tries, the Wilderlands of High
Fantasy box set will be released
this August. Over 15 writers
have slaved for three years to
refine and detail the original clas-
sic written in the 1970s by Bob
Bledsaw and Bill Owen. The
sheer volume of material pre-
sented here could make this the
only game supplement a DM
will ever need. Thousands of
hours of play and thousands of
adventures lie hidden within the
pages of this massive product.

Home to the City State of the
Invincible Overlord and other
classic Judges Guild products,
the Wilderlands of High Fan-
tasy is the ultimate epic high-
fantasy setting. The Wilderands
of High Fantasy was the first
campaign setting ever fully
fleshed out in print for fantasy
roleplaying, and now Necro-
mancer Games brings this clas-
sic Judges Guild setting to d20!

Nothing like this has ever been
done before. No game world in
the history of fantasy roleplaying
has ever been detailed to the
level of this product.

This box set contains eighteen
36" x 24" maps showing the lo-
cations of the features detailed
in the books. Each map is pains-
takingly detailed in terms of the
flavor of the local civilization, the
inhabitants, and the adventure
links and types. Perhaps the best
way to illustrate this is to show
some examples:

Each area is introduced to
describe the feel of the area:

The northwestern region of
the Wilderlands, known as the
Elphand Lands, is divided by
three rivers, three large lakes,
mountain ranges, and steep
hills. What remain are dense
woodlands (dominated by the
expansive Irminsul Forest),
bogs, and the rare, sporadic
grassland. Transportation of
goods, simple travel, and even
communications are
extraordinarily hazardous and
time-consuming, leading to
tendencies of isolationism and
self reliance in settlements.
There is little civilization here.
Most of the human population,
aside from the villages,
consists of Elphan cavemen.
There are also bands and
communities of the northern
human Confeds, a race of
obese  hunter-gatherers
scattered about the region.
Located off the map proper
and to the west and south of
the Land of Beasts lies the land
of Demi-Giants, who raid into
the Elphand Lands (and
beyond) on occasion.

by Bill Webb

The only significant settled
population center of the region
is the city of Damkina on an
island within the Vast Lake,
where rules the Lord of the
White Throne—a remnant of
an ancient empire who is
sometimes referred to as “The
White Overlord.” The forests
and plains contain mastodons,
saber-toothed tigers, and
other great beasts. Amazon
warriors can sometimes be
seen here with their tiger
companions.

The Elphand Lands are
claimed as tributaries by the
Emperor of Viridistan, and the
southern section, known as the
Eleph Territories (depicted on
the Viridistan map), consists of
Elphan villages that are allied
to Viridistan. The Elphan
cavemen, whose culture is
mostly still in the stone age,
train and ride their great
mastodons in combat.

The Elphand Lands are
known for the harshness of
their winters and the heavy
soaking rains of spring. They
tend to be quite cold and
inhospitable in the north,
growing more temperate and
drier in the south. It is not
unusual for grass to grow six
feet high in some low areas,
where heavy spring rains
sometimes cause extensive
flooding. Elphan tribesmen are
common in these areas, for the
hunting is good here and
resources are plentiful.



Hundreds of geographic features
are described in usable detail:

Glazed Lake (Calm Aquatic): So
named for the glimmering, wax-
like slime covering the shallows of
the lake, this body of water is home
to numerous large fish and other
beasts of the deep. Aboleth have
been seen around the shallows.

Over 1000 ruins and major ar-
eas of interest are described (and
this is the player’s version, the DM
has significantly more information):

0814 Ruins of Sotur (EL 9 to
20+): Sotur was once the
northernmost city of the Dragon
Empire of the Orichalans, the
companion city to Sat'r (which is
now named Greenwax, located on
the southern tip of the Pazidan
Peninsula; Blest, 0313). The city
has fallen to ruin since the majority
of its structures were destroyed in
a duel between two Orichalan
wizards prior to the fall of the
empire. Its stone walls can be seen
by passing ships. To this day, the
crumbling stones bear strange
scars and markings from arcane
blasts. The ruins are filled with
conjured monsters and demons,
but they appear to be restrained
to the limits of the city ruins and
unable to wander from it. The city
has not been repopulated due to
these creatures and due to the fact
that the ruins are covered with a
curse and plague. Anyone who
remains in the city for more than
eight hours is afflicted with a
rotting disease that withers the
limbs and turns the organs of the
body to a greenish paste.

Over 2000 points of civilization
are provided not as mere stat
blocks, but as links to adventure!

0314 Citadel of the Purple
Crescent (Citadel): Magical; AL
CG; TL 4; 200 gp limit; Assets
8,125 gp; Population 260 (Able
bodied 65); Isolated (human 96%

[some Ghinoran and Common
Viridian], half-elf 4%). Authority
Figure: Imentepec, male human
CG 1lI5. Important Characters:
Sruffo, male Ghinoran CG Ftr3
(castellan); Morden Longstep,
male Skandik CG Ftr5 (bodyguard);
Frinda, female halfling [stout] LG
Ftr3 (trading post).

The elderly Imentepec is the last
in a once great line of Ghinoran
noblemen. He still wears his tradi-
tional family garb proudly, deco-
rated with the Purple Crescent
Moon. He secretly fears for the fu-
ture, when his family name will be
no more. Sruffo and Morden
Longstep were selected as his
heirs—the two fighters were found
half-dead in front of the castle
gates, covered in blood and mut-
tering about—“the Temple of
Dusty Death” and a certain
“Cusor.” For more on the temple,
see the classic Judges Guild prod-
uct The Book of Treasure Maps .
Since then, they have been faithful
retainers and friends to the illusion-
ist. The citadel has a small trading
post, where all kinds of supplies are
found in abundance.

Over 1,400 monster lairs (rep-
resenting a sampling of common
types, and several unique ones) are
detailed for the DM to use in over-
land travel!

07106 Giant Frogs (EL 10): South
of the Spinster Stream, on the
border of the Al-Tamlain Marshes,
close to the Nizir Hills, dwells a
colony of 15 giant frogs* (CR 2;
hp 17). They are always hungry
and attack small groups of
humanoids on sight. A proper
search of the area around the lair
brings up 212 scattered gold
pieces and some rusted remains
of weapons and armor, damaged
and corroded beyond use.

Also described are rules for ap-
plying climate, terrain types and

overland movement, technology
level of the various civilizations,
races and classes present, and gov-
ernment of the Wilderlands.

But Wait,
There’s More...

Also from Necromancer this
Summer is Eldritch Sorcery. Un-
earth forgotten spells, lost lore, and
hidden artifacts possessing the
power of ages await those brave
enough to search them out or cre-
ate them. Highlight your campaign
with new treasures or develop your
character through the use of new
spells and feats.

This 144-page collection of
spells can be used to enhance any
player character or campaign.
These new spells come from the
same people that brought you the
Tome of Horrors™. Guidelines
provided within this tome should
help adjust any of the spells to
your own game world. Necro-
mancers, and the clerics who
battle them, can find new powers
here... if you dare release them.
Eldritch Sorcery also:

* provides new spells designed to
enhance characters and game play

* provides guidelines for creat-
ing campaign-specific arcane or
divine prestige classes

* supplies new magic items, rel-
ics, and artifacts for characters to
seek out or for DMs to build ad-
ventures around

+ provides players with new
spells and powers they’ll love,
without breaking the balance of the
game and ruining it for others

* supplies new magic items and
artifacts that can be used as a
source for a DM to construct an
entire campaign.

Unlike most books of spells, the
spells here fit with v3.5 rules and
are balanced by the same people
who brought you award-winning
books in the past.

Eldritch Sorcery, a 144-page sourcebook is available in July. The Wilderlands of High Fantasy box set is available in August.
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BETHENA “MA’ STONEFOLLER

A COLORFUL CITIZEN OF THE LAST CITY

The world of DragonMech was
destroyed by brutal meteor storms
that literally scorched the surface
world to dust. Civilization is de-
stroyed—uwith a single notable excep-
tion. The bustling port city of Edge,
nestled in a gigantic cliffside cave,
survived virtually unscathed. Pro-
tected from the lunar rain by its thick
stone ceiling, Edge straddles a 1,000-
foot-tall waterfall where the Endless
River spills from a cliff face. Here, two
disparate cultures meet. In one direc-
tion, the river traverses the deepest
underdark; in the other direction, it
meanders overland through the east-
ern prairies. For thousands of years,
Edge has been where the underdark
and surface world come to trade.
Now, in the age of mechs, it is the
only city left standing!

The last city’s economy revolves
around the huge population of trad-
ers that converge there. The biggest
impediment to trade is the 1,000-
foot-tall cliff that separates the sur-
face world from the underdark.
From this obstacle has evolved the
city’s single largest industry: portag-
ing goods up and down the cliff.
Enterprising dwarves long ago
carved staircases into the rock, and
now they make their living charg-
ing tolls to those who would pass
through with goods to trade.

This article examines one of the
colorful personalities of Edge:
Bethena’“Ma” Stonefoller, who leads
one faction of the guild that controls
these staircases.

BETHENA “MA”
STONEFOLLER

The leader of the Stairkeepers Guild
is Bethena “Ma” Stonefoller, head of
the stepper faction. Ma Stonefoller
openly favors the steppers over the
other factions in the Stairkeepers—
which the Ober wizards and the mech
scalers actually prefer, since it means

she stays out of their business. The
pulleymen, porters, and Greymane
animal riders are not so complacent,
though, and they regularly struggle
for more influence in the guild. As a
result, steppers rarely get along well
with these groups, particularly por-
ters (whom the steppers think over-
state their importance) and pulleymen
(the closest competitors to the step-
pers in terms of price).

A native of Edge, Ma Stonefoller
has been working in the Stairkeepers
since her adolescence, which she
spent selling lemonade and snacks
to those who travel through Cliffside.
She knows every facet of staircase
operation intimately, but she has little
experience with the other factions in
the Stairkeepers. This lack of famil-
iarity is obvious in her dealings with
these other groups, which she sees
as always trying to muscle the step-
pers out of the vertical travel busi-
ness with their innovation and speed.
While the members of other factions
don’t think of her with much fond-
ness, the steppers and many of the
folk living in Cliffside see her as a
benevolent (if eccentric) grand-
mother. If anyone were to actually
attack Ma Stonefoller, Cliffside could
well erupt in riots as the whole neigh-
borhood rose up to protect her.

In addition to controlling one of the
best staircases in Cliffside, Ma
Stonefoller and the Stonefoller halfling
clan are the dominant force in the
sales of refreshments to those travel-
ing the dliff of Edge. Their lemonade
booths are common sights on most
staircase landings, and they even sell
snacks on the elevators run by the
pulleymen. This business is a money-
making machine for Ma Stonefoller,
and the profits helped her take con-
trol of the Stairkeepers. Ma Stonefoller
has strong contacts with the mer-
chants of Edge who provide the food-
stuffs she needs, but her cutthroat

BY LEE HAMMOCK

bargaining posture and regular use
of threats has not endeared her to
those who do business with her.

Ma Stonefoller is a charismatic
leader and organizer who easily es-
tablishes a familiar rapport with her
followers; they think of her as family.
For her this is largely an act, because
she is far more concerned about her
own pockets than her followers’ wel-
fare. She’s more than willing to cut
corners that hurt others if it means
money for her; hence the reduction
of safety precautions during her ten-
ure as Guildmaster. Ma Stonefoller has
lived her entire life in Edge and knows
its places and people like the back of
her hand. This knowledge, combined
with her cunning mind and political
savvy, make her a very effective
leader. She is easily one of the most
powerful people in Edge.

Guildmaster Bethena “Ma”
Stonefoller, Halfling Expert 6/
Rogue 2:”CR 8; Small humanoid; HD
8d6; hp 31; Init +1; Spd 20 ft; AC
15, touch 13, flat-footed 14 (+1 Dex,
+2 armor, +1 size, +1 deflection);
Base Atk +5; Grp -1; Atk/Full Atk +4
melee (1d3-2, dagger) or +7 ranged
(1d8, light crossbow); SA Sneak at-
tack +1d6, trapfinding, evasion,
halfling racial traits; AL LE; SV Fort
+3, Ref +7, Will +11; Str 5, Dex 12,
Con 11, Int 14, Wis 16, Cha 16.
Height 3 ft. 2 in., weight 45 Ibs.

Skills and Feats:

Appraise +11, Climb +11, Bluff
+14, Diplomacy +16, Gather Informa-
tion +9, Intimidate +14, Knowledge
(local) +13, Profession (stairkeeper)
+17, Sense Motive +19; Negotiator,
Skill Focus (Profession (stairkeeper)),
Skill Focus (Sense Motive).

Possessions: leather armor, dag-
ger, light crossbow, 20 bolts,
climber’s kit, 2 thunderstones, 2 vi-
als of alchemist’s fire, artisan’s out-
fit, signet ring, ring of feather falling,
ring of protection +1

Ma Stonefoller and all the rest of the colorful denizens of Edge can be found in The Last City, a 128-page supplement, in September.
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LOST in the

Mistsor TIMME

An Excerpt rrom Islands or Mist

by Anthony Pryor

Islands of Mist is a momentous product. It’s the first one in which any people other than the
designers at Sony Online Entertainment have been permitted to add setting material to the world of
Norrath, location of EverQuest and EverQuest II. Sure, we’ve added bits of detail here and there in
the EQrpg, and we’ve even described regions that existed but were not fully realized online (cf.,
Anthony Pryor’s description of the Loping Plains in Realms of Norrath: Dagnor’s Cauldron), but
we've never done anything quite like this. These islands amount to what would be considered an
expansion of the online game. As when SOE added Kunark or Velious to previously known conti-
nents, we're adding an archipelago known collectively as the Islands of Mist. We hope you see them
online someday, but for now, this new region of Norrath exists only in our pen-and-paper RPG.

And best of all, because they’re set apart from the remainder of Norrath, the Islands of Mist are
useful for players and GMs of either the EverQuest RPG or EverQuest II RPG.

—Stewart Wieck, EQlIrpg co-creator

The Islands of Mist have lain hid-
den from Norrath’s civilized races
for centuries. This isolation is a
mixed blessing, for though it has
shielded them from many of the
wars and disasters that have
plagued the rest of Norrath, it has
also cut the islands’ inhabitants off
from even the tiniest bit of news of
the outside world. Here, races such
as the ogres and the aviak still fol-
low the old ways, preserving some
remnant of their ancient glories.

Here, too, dwell two races found
nowhere else on Norrath—the
Paer'Dal or aquatic elves, a strange
amphibious race that has built an ex-
tensive undersea civilization; and
amazingly, a remnant of the ancient
species of fish-folk known as the
kedge. Descendants of savage hy-
brid folk created by the original pure-
blood kedge to circumvent the limi-
tations placed upon them by their
divine creator, these lesser kedge
have survived and prospered. It is
the kedge, in fact, who are respon-
sible for the isles’ isolation.

Of course, none of this informa-
tion was yet known to Captain
Redwine when he made the follow-
ing log entries:

A few of the men claim to have
seen strange sights—mysterious

man-like figures just beneath the
waves, great fish with harnesses
like horses, flashing lights in the
depths accompanied by deep,
mysterious sounds. | myself have
seen none of these things and have
forbidden the men to repeat such
rumors. All the same, as we sail
from island to island or make camp
on shore to forage, | cannot help
but feel as if | am being watched
by something. What, | cannot say,
but the feeling persists.

Regardless, the islands are rich,
and their inhabitants are varied.
Shataya reports that several islands
are inhabited by ogres. (Most
strange!) We have stayed well clear
of these isles, for (my own steward
Zobukk notwithstanding) ogres are
dangerous and unpredictable
brutes. Elsewhere, through her
scrying, Shataya has seen evidence
of tree-dwellings like those of the
Feir’Dal or the aviak. We have not
yet investigated these islands, as
intent as we are on mapping the
present group and replenishing our
near-exhausted stocks. Should
there be wood elves here, I'm
certain there will be much
opportunity for plunder.

Recently, | should note, Shataya
complains that she is having

difficulty recovering her magical
energies, and that her spells appear
to be only minimally effective.

As evening comes, a deep mist
has risen from the sea. Given their
recent concerns, the men appear
nervous and fearful. | have assured
them that such things are entirely
natural and have issued an extra
rum ration. For the moment, they
seem content.

* * *

Something  strange  has
happened. Something strange and
terrible. The mist has not broken,
but instead enshrouds the isles in
an impenetrable ice-blue grip. We
cannot sail past it. We cannot swim
under it, and we do not have the
magical ability to fly over it. (The
birds seem as confused as we are,
so it may be that even that route
would be closed to us.)

For the moment, we are trapped.
Until the mist departs or until we
find a way around it, here we must
stay. | have told the men, and
though they grumble, they appear
to have accepted our situation. For
the moment at least. We have
begun to search for a suitable island
on which to build temporary shelter.

—Log of Captain Mateus
Redwine, freebooter of Qeynos

Islands of Mist, a 224-page hardcover sourcebook, is coming soon.
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The Propessional

AovenTurer’s GUIOE .., e

A preview of next ouarter’s supplement To The Secret of ZIR'An

We wanted to do something dif-
ferent with this supplement than
what standard player’s guides gen-
erally offer. We wanted to provide
Zir' An fans not only an expanded
bunch of skill packages, equipment,
Rune and Shadow Magic for their
characters, but also some insight
into what it’s like to be one of the
Chosen of Fate. The book is con-
ceived as something that actual
adventurers (or wannabe adventur-
ers) would buy and use in their
lives. This, good readers, is what
we offer you in the Professional
Adventurer’s Guide. A sampling
of what will be within:

* Into the World

This is a travel guide written by
a famous adventurer, detailing the
kind of places one can expect to
encounter and characters he’s met
there throughout his career. The
general topics include The Wilds,
The City, The Depths, and The
Skies, and a scattering of oft-told
rumors of Secrets still waiting to
be discovered.

* Special Advertising Section

This chapter details the course of-
ferings of the Lokarno Institute of
Self Improvement, a vocational
magic education college. With
branches in most major Treaty na-
tions, the Lokarno Institute has a
variety of courses on Lesser and
Greater Runes. Some branches
even offer specialized, confidential
classes in Shadow Magic.

* Adventure & Adventure
Miscellany Catalog

Here is where you'll find all sorts
of new armor, weapons, inebriants,

poisons, vehicles, and bounties for
Items of Power that proprietors of
the catalog are seeking.

* Rumbler’s Self Defense Guide

The immensely popular fighting
entertainment phenomenon
known as Rumbling centers on the
legendary Silban, the proprietor of
the famous Silban’s Alley tourna-
ment. A study of the innovative
new techniques and martial arts
witnessed in the last Tournament
is provided for the edification of
combat-oriented readers.

¢ Services to Hire

A dlassified section with details
on business opportunities and
hirelings offering their services as
bodyguards, personal butlers, con-
sultants, companions, and so on.
Both adventurers and Hands of
Fate will be well served to take
advantage of the specialists and
their abilities listed.

* Who’s Who Zir'An

An adventurer is only as effective
as who he knows. In this section—
compiled by the expert political,
business, and gossip columnists of
the—Madura Journal—more than
20 of the most advantageous
people for an adventurer to be con-
nected to are profiled.

As you will hopefully agree, the—
Professional Adventurer’s Guide
has a large variety of appealing sec-
tions that we at Paragon Games
hope will enhance your gaming
group’s experience of the Secret of
Zir An. A prime resource for any
future fantasy game, guaranteed for
the player characters’ lifetimes...
however long they might last.

The Professional
Adventurers

Guide

An Invaluable Resource

Often find yourself in
dangerous situations? Do
you feel an irresistible tug to
risk life and limb? Do
strange and unexpected
things happen to you on a
regular basis? Well then my
friend, you might just be one
of the Chosen! And take it
from us here at Adventure &
Adventure, no self-respect-
ing adventurer would be
without my highly qualified
self-help Professional
Adventurer’s Guide. Inside
you’ll find everything you
need to know to survive
whatever Lyiss might see fit
to throw at you—from
Shadekin monstrosities to
Carosel thugs. And the
handy Lavoi Adventurer
Gear Catalog offers the best
equipment at reasonable
prices so you can look and
feel like a real adventurer!

The Professional Adventurer’s Guide, a 112-page sourcebook, is available in November



Knights, Knights,

and

Only Knights!

2% look Gehind the scenes of Pendragon (Bifth €dition)

By Greg Statford

Alongtime fan of the Pendragon roleplaying game, | always enjoyed designer Greg Stafford’s notes in the various
editions of and supplements for the game. His passion for and pride in this game shone through very clearly.
Therefore, | asked Greg to write a new Designer’s Notes section to appear at the end of the new edition of the game
that will be available in October, and the following is a small section of those notes. This excerpt discusses the design
priority of creating a game about knights in adherence to Arthurian literature.”—Stewart Wieck, Publisher

Greg Stafford has been in the hobby game industry since he founded the game company Chaosium in 1974
and subsequently founded Issaries, Inc. in 1998. He is designer or co-designer of several board games, one
computer game, and the roleplaying games of RuneQuest, Prince Valiant, Ghostbusters, and HeroQuest.

| early decided that I would narrow
the focus of this game to be only about
knights. I would not try to mimic the
popular conception of fantasy that threw
every possible player type into a big
messy pool of options. | wanted to stick
to the standards of literature, which didn’t
cater to commoners, thieves, scribes, or
even magicians. Later, under pressure
from Game Masters who wanted a por-
trayal of Arthurian magic, I did publish a
magic system for the game, which natu-
rally led to addressing the issue for player
characters who wanted to be magicians.
But | always considered that a dilution of
the essential game, and almost every-
one who has commented says it is no
fun to be a magic user in Pendragon. |
have to admit, that’s fine by me.

By focusing on knights, | early real-
ized that Glory acquisition would be the
key to the game. It was a reasonable
coin with which to measure the value
of a knight’s life, both in the literary and
the real worlds. So I made a list of things
that knights do, and began fiddling with

the relative values. With that “game
coin” as the focus, | began working out
how characters would collect it.

But if the game was all about knights,
then | needed to differentiate them. |
needed to quantify behavior, because
| wanted it to be able to include pat-
terns of conduct as different as Will-
iam Marshall and Gille de Rais. Play
testing resolved the system. So every-
one would be a knight, and the game
is about what kind of knight you are
going to be.

This decision led to a proliferation of
knightly types. That is, everyone would
have to be a fighting type, since that is
the job of all knights. But chivalric be-
havior, romantic manners, and religious
leanings were different. | eventually in-
cluded character generation for people
from every nation that produced origi-
nal Arthurian stories and different reli-
gions as well (not in this fifth-edition
rulebook, but to be published later).

So | early had the literary structure
and idealistic frame for the game. But

that alone is not enough. I love
the setting of medieval real-
ity and its brutal, gritty real-
ism of the struggle between
life and death. Though many
games are tilted toward
player character ease, making
a knight’s work easy dilutes
the emotional impact of play.
I wanted players to feel as
worried about their characters
as characters would be about
themselves. Since the perfec-
tion of Arthurian ideals is off-
set by this danger, | wanted
to make a game that walked
the line between the brutali-

ties of a lethal reality and the idealism
of a visionary life dedicated to the high-
est standards of human life. This theme
is the key to the Arthurian legends.

So the game is dangerous and lethal
(for the characters). | didn’t want to wa-
ter down the knight’s life of death and
danger. | wanted players to know the
danger, to have a reason for their knights
to strategically retreat once in a while.
The sweetness and light of so many pre-
vious fantasy games, which were either
not lethal or had a hundred methods of
resurrection and healing, is alien to the
body of Arthurian lore. The original sto-
ries were entertainment for men who
knew the realities of combat, and I felt
that to water that down betrayed the
body of literature.

So, every character is going to die,
either from violence or old age.

But these people also lived in a world
of ideals and hope that offered to lift
them from the filth and dirt in which their
lives were mired. Much of this hope
came from spiritual ideals, an unreach-
able goal. Yet, these ideas of chivalry
and noblesse oblige—and of romance
and love—were real, and some people
strove to obtain them. The legends of
idealized knights striving for the unob-
tainable ideals would not have been so
popular had they not moved those
tough, grizzled killers of men, and that
makes them critical to the game. |
wanted it to mirror the concerns of that
period. I did not want the simple, shal-
low reality of killing things without re-
percussions, without a concern for the
larger world in which people live.

So that essential tension in Arthurian
literature—ideals versus reality—had to
be the basis for the game.

For the rest of the Design Notes (and their context), check out—Pendragon (Fifth Edition), a 240-page hardcover rulebook

of chivalry and heroism. Coming in October.
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Pendragon

(Fifth Edition)
WW17800; $34.99
ISBN 1-58846-947-6
Coming in October




Eldritch Sorcery™

Unleash Forgotten
Power

Unearthforgotten spells, lostlore,
and hidden arfifacts possessing
the power of ages await those
brave enough to search them out
or create them. Highlight your
campaign with new treasures or
develop your character through

the use of new spells and feats.

ABook of Spells and Magic ltems
forv3.5 Fantasy Roleplaying

e A collection of new spells and treasures for your
Funtasy campaign — from the peop|e who brought you
Tome of Horrors.

© Provides players with new spells and powers they’ll
love, without breaking the balance of the game and
ruining it for others.

¢ Guidelines are provided for creating campaign-
specific arcane or divine prestige classes.

e Supplies new magic items, relics, and artifacts for
charactersto seek outor for DMsto build adventures around.

Sword & Sorcery books are published under the Open
Game License and are 100% compatible with v.3.5 rules
and the d20 System.

ISBN: 1-58846-766-X Stock #: 8396
Retail Price: $26.99 U.S.Page Count: 144 (hardcover)
Authors: Patrick Lawinger, Scott Greene,
and David Mannes
Developer: Bill Webb
Cover Artist: SSS staff

The Secret of
Zir’ An"Fate
Screen

Secretsat Your
Fingertips!

The world of Zir'An is full of
mystery and adventure — itis the
future of fantasy. The Fate Screen
provides all the charts and tables
you need, along with a special
decoder wheel for the languages
of Zir'An.

APlay Aid for The Secret of Zir’ An™

* Abeautiful game screen with a 3-panel hardcover 33"
x8.5" folio. The exterior has a Runemagic design and the
inferior has all critical reference charts and tables. A must
have for gamemasters.

e Comes packed with the Empyriar decoder wheel,
enabling you to unlock the secrets written in the SoZ
books and online newsletter — great value for players
and GMs alike.

¢ Low-rise (landscape) format blocks die rolls and game
books but allows the group look each other in the eye.

ISBN: 0-9729052-4-3 Stock #: PGG0005
Retail Price: $14.99 US

World of
Warcraftthe
Roleplaying
Game™

Enter a World of
Adventure!

In a world ravaged by conflict,
age-old enemies struggle fo rebuild
societyamid atenuous peacesparked
by flares of violence as threats new
and old clash in an endless conflict.
Heroes battle undead and demons,
explore strange and dangerous

lands, uncover powerful magic, develop fascinating technologi-
cal creations, and return glory fo great cities and civilizations.
They stand at the cusp of a new age — an age they shall forge
by their allegiances and their exploits!

Calling AllHeroes!

World of Warcraft the Roleplaying Game translates the
hugely popular computer game setting into a pen-and-paper
roleplaying game. Published under the Open Game License, it
features complete rules for play that are 100% compatible with
revised 3rd Edition rules and the d20 System. Everything you
need is now in one book— from character generation to 10
races and 12 coreclasses, from extensive fechnological creation
rules fo a wide variety of spells, from combat rules to details on
generating seftlements and cifies! Also compatible with existing
Warcraft RPG game material. Full Color Hardcover.

Warcraft RPG books are published under license with

Blizzard Entertainment and utilize the Open Game License.

ISBN: 1-58846-781-3 Stock #: 17210
Retail Price: $39.99 U.S. Page Count: 384
Authors: Rob Baxter, Luke Johnson, Mur Lafferty
and more

Developer: Mike Johnstone, with Andrew Bates
Cover Artist: Samwise Didier

Transcendence:
The Arcana
Evolved
Player’s
3 ™
Companion
Beyond Mortal
Limits
Dragons walk the land, offer-
ing power fowhomeveris willing
to offer allegiance. As the world
changes, the people of the Dia-
mond Throne must change with it. New powers and
talents arise in this time of tumult.
A character sourcebook for Monte
Cook’s Arcana Evolved™
© Expands the scope of Monte Cook’s Arcana Evolved ™
variant player’s handbook, offering an array of new
character options, abilities and paths of evolution.
¢ Includes six new evolved classes that allow a
character fo transcend the limits of mortal power
e Adds flexibility to all Arcana Evolved character
classes, allowing each player to sculpt a class'’s talents
© New weapons and armor that changes and shifts in
response to a character’s wishes, adding a new layer of
customizability to equipment
Sword & Sorcery books are published under the
Open Game License and are 100% compatible with
v.3.5 rules and the d20 System.

ISBN: 1-58846-788-0 Stock #: WW16149
Retail Price: $19.99 U.S. Page Count: 96 (softcover)
Author: Mike Mearls
Cover Artist: JP Targete

sss and arthaus
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Wilderlands of
High Fantasy™
(Boxed Set)

The First and Still the
Best
The Wilderlands of High Fan-
tasy was the firstcampaign setfing
ever fully fleshed out in print for
fantasy roleplaying and now Nec-
romancer Games brings this
classic Judges Guild setting to
d20! See why this is the ultimate
epic high fantasy setting.
A Complete Campaign Setting for
v3.5 Fantasy Roleplaying
e Contains 18 highly detailed maps overlaid with 5-
mile hexes— every city, village, ruin, lair, island, citadel,
casfle and geographic feature is described in detail in the
two included books.
¢ Includes detailed GM information as well as encoun-
ter tables and random ruin generation tables, making it
a toolkit as well as a reference.
 AJudges Guild classic broughtup to date for revised 3rd
Edition play — this is the setting for the popular City State
of the Invincible Overlord and other classic products.
Sword & Sorcery books are published under the

Open Game License and are 100% compatible with
v.3.5 rules and the d20 System.

ISBN: 1-58846-948-4 Stock #: WW8394
Retail Price: $69.99 US Page Count: boxed set
(contains two 250-page softbound books plus 9 double-sided maps)
Author: Necromancer/Judges Guild Design Team
Developer: Bill Webb and Clark Peterson
Cover Artist: Frank Frazetta

Monte Cook
Presents:
IronHeroes™

Couragels Stronger
Thanlron
Itis not the sword, but the arm
that wields it. It is not the spell,
but the mind that shapes it.
Welcome to the heroic-combat
action variation on fantasy
roleplaying games that gamers
have long wanted, but which no
other publisher had previously delivered.
AVariant Player’s Handbook from
MalhavocPress
A complete OGL player’s handbook, this is an exciting
new game of high-adventure and heroic combat where a
character’stalents, not his possessions, determine his abilifies.
® Does for d20 combat what Monte Cook’s Arcana
Unearthed did for the d20 magic system, introducing all-
new options usable as a complete RPG or as supplemental
rules for your existing d20 game.
 Expansions to the core skill and feat systems allow for
infriguing new tacfics and exciting, cinematic battles
© Produced by the same team that created the smash hit
Monte Cook’s Arcana Unearthed and by the author
responsible for many popular articles in Dragon magazine.

Sword & Sorcery books are published under the
Open Game License and are 100% compatible with
v.3.5 rules and the d20 System.

ISBN: 1-58846-796-1 Stock #: WW16115
Retail Price: $34.99 U.S. Page Count: 256 (hardcover)
Author: Mike Mearls
Cover Artist: Jeremy Jarvis

The Hand of
Fate™

Learnthe Secrets of
Zir'An!

The King's Men. The Builders.
The Partnerships. What are these
shadowy organizations and what
are their goals? Why do the Fane
confinue to emerge? What fer-
rible pact have Mirkule and the
Voivodh struck All this and more

is for the Hand of Fate to know....
and the players fo find out!

A Game Master Book for The Secret
of Zir’An™

¢ Abook of resources for the Secret of Zir’An Hand of
Fate (game master), including a complete campaign
creation guide, tips and tricks on how to get the most out
of the Finesse System, and plenty of jumping-off points
to make a Zir'An game even better.

¢ Includes new skill packages (like Secret Secfion
Seven Agent), special characteristics (like Fledgling
Fane), Runemagic Runes, Shadowmugic Cardinals and
Items of Power, making it valuable to players as well.

® Provides details on Undead and Bestial monsters,
powerful Conspiracies and other setting elements for
game masters to use in play.
ISBN: 0-9729052-1-9 Stock #: PGG0002
Retail Price: $21.99 U.S. Page Count: 112

Authors: Chris Hockabout, Martin Hunter Caplan,

Marcus Flores, Aram Gutowski
Cover Artist: Paragon Staff




Monte Cook
Presents:The
Year’sBestd20™

Bring the Bestto
Your Game Table

The sheer volume of d20 System
products with small printruns andlow
profilesmakes itimpossibleto find out
aboutthemall, letalone readthemaill.
That's where The Year's Best d20
comes in, presenting the best of what

the industry has fo offer.

ASourcebook forv3.5 Fantasy
Roleplaying

¢ Compiled and introduced by 3rd Edition co-designer
Monte Cook from a thorough examination of products
released in 2004, The Year’s Best d20 is an invaluable
reference and campaign treasure frove.

* A unique collection of spells, equipment classes and
feats attracts players looking for the best.

e Also includes plenty of monsters, variant rules and
much more for game masters looking to explore the d20
System'’s flexibility

¢ To introduce the book, Monte offers an insightful
overview on the year in gaming

e Strong sales have sustained “Year's Best” fiction
collections for 17 years (fantasy and horror) and 21 years
(science fiction). This first annual offering is sure to be a
perennial must-have for the game market.

Sword & Sorcery books are published under the

Open Game License and are 100% compatible with
v.3.5 rules and the d20 System.

ISBN: 1-58846-798-8 Stock #: WW16133
Retail Price: $19.99 U.S. Page Count: 96 (softcover)

Authors: Monte Cook, et. al.

DragonMech:
The Last City™

One City Remains
With each rising moon come
the surfuce-b|qsﬁng meteors of
the lunar rain, destroying every-
thing that suffers their blows. Al
the major cities of DragonMech
are reduced fo rubble — except
one. The free city of Edge, a
lawless town carved into the solid
rock of a 2,000-foot-tall preci-
pice, still stands under the protective wall of its cliff face.
A Sourcebook for DragonMech™
* A complete sourcebook on the people, places and
secrets of Edge, the busiest trade port in the world of
DragonMech. Includes details on multiple communities
within the city.
© Includes a wide variety of new equipment, characters
and places to explore, all based on the strange confluence
of Underdeep and surface cultures that make Edge unique
© Achance for playersto unite the disparate populations
of Edge or to make their fortune in the wild frontier town.
o Easy to use as a sefting in other d20 campaigns.
Sword & Sorcery books are published under the

Open Game License and are 100% compatible with
v.3.5 rules and the d20 System.

ISBN: 1-58846-771-6 Stock #: WW17605
Retail Price: $21.99 U.S.Page Count: 128 (softcover)
Authors: Matt Sprengeler, Christina Stiles and
Patrick Younts
Developer: Joseph Goodman
Cover Artist: DragonMech staff
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Supercharge Your
Campaign
Sword & Sorcery Studios brings you the best in d20
System and OGL products. Core products exist free of

established campaign settings and serve to enhance
any fantasy campaign.

Core Products

Advanced Player’s Guide

(WW16721; ISBN 1-58846-961-1; $34.99 US)
This companion volume to the Player’s Handbook and
other d20 System core rulebooks provides new rules
options, new and expanded classes, new skills, new
combat and magic systems and more — all the tools
you need to take your campaign to the next level!

Relics & Rituals: Excalibur

(WW16711; ISBN 1-58846-956-5; $34.99 US)
Forge your own legend of Camelot in this genre
sourcebook, blending the frappings of Arthurian myth
with the familiar ruleset of the d20 System. New
spells, magic items, prestige classes and more.

Relics & Rituals: Olympus

(WW16712; ISBN 1-58846-974-3; $34.99 US)
The Time of Legends infuses the d20 System with the power
of Greek myth. Use the spells, prestige classes, magic items
and more in this genre sourcebook to build a fantasy
campaign setin the mythic side of the Bronze Age, orto add
an infusion of godly vigor to an existing d20 campaign.

Other Products
__Ultimate Fantasy Dice
(WW5521; ISBN 1-58846-017-7; $6.99 US)

A World of Adventure

Journey to Scarn, a world shattered by an apocalyptic
war between gods and fitans. Now, two centuries
later, civilization reasserts itself and bold adventurers
emerge from fortified cities to brave the monster-
infested wilderness. Itis atime of heroism and intrigue.
It is & time of adventure.

Core Products

Creature Collection (Revised)

(WW8302; ISBN 1-58846-247-1; $34.99 US)
From the horrible wrack dragon to the finy bottle imp,
the over 200 creatures in this book are ready to be
infroduced fo any campaign (whether Scarred Lands
or no), each having been painstakingly updated to
mesh perfectly with v.3.5 rules.

Campaign Setting: Ghelspad

(WW8325; ISBN 1-58846-184-X; $24.95 US)
Playground of titans, battlefield of gods, land of
empires and magic: Ghelspad is a vivid and exciting
sefting for your fantasy campaign. This volume pro-
vides Game Masters with a fully developed setting
ready-made for adventure.
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Relics & Rituals

(WW8310; ISBN 1-58846-159-9; $24.95 US)
Ready to outfit your campaign with a host of new
magic items and divine anj] arcane spells? From
trinkets to artifacts, from curious cantrips to devastat-
ing rituals, this sourcebook on magic has something
new for every fantasy player and campaign.

Other Products

Hardback Handbooks
__ Campaign Setting: Termana
(WW8341; ISBN 1-58846-142-4; $29.95 US)
__ Creature Collection Il: Dark Menagerie
(WW8301; ISBN 1-58846-160-2; $24.95 US)
__Creature Collection Ill: Savage Bestiary
(WW8303; ISBN 1-58846-138-6; $29.95 US)
__Divine and the Defeated:
The Gods & Titans of the Scarred Lands, The
(WW8311; ISBN 1-58846-165-3; $24.95 US)
__Relics & Rituals II: Lost Lore
(WW8314; ISBN 1-58846-182-3; $25.95 US)

__ Strange Lands: Lost Tribes of the Scarred Lands
(WW8338; ISBN 1-58846-778-3; $34.99 US)

Player’s Guides

__Player’s Guide fo Clerics and Druids
(WW8308; ISBN 1-58846-148-3; $23.95 US)

__Player’s Guide fo Fighters and Barbarians
(WW8307; ISBN 1-58846-149-1; $23.95 US)

__ Player’s Guide to Monks and Paladins
(WW8305; ISBN 1-58846-094-0; $23.95 US)

__ Player’s Guide to Rangers and Rogues
(WW8309; ISBN 1-58846-147-5; $23.95 US)

__ Player’s Guide to Wizards, Bards and Sorcerers
(WW8306; ISBN 1-58846-110-6; $23.95 US)

Game Supplements
__Blood Bayou

(WW8328; ISBN 1-58846-145-9; $18.95 US)
__Blood Sea: The Crimson Abyss

(WW8329; ISBN 1-58846-950-6; $23.99 US)
__ Burok Torn: City Under Siege

(WW8326; ISBN 1-58846-187-4; $17.95 US)
__ Calastia: Throne of the Black Dragon

(WW8324; ISBN 1-58846-181-5; $17.95 US)
__Echoes of the Past: The Slarecian Legacy

(WW8336; ISBN 1-58846-955-7; $23.99 US)
__ Edge of Infinity: The Scarred Planes

(WW8319; ISBN 1-58846-962-X; $23.99 US)
__Faithful and the Forsaken, The

(WW8317; ISBN 1-58846-137-8; $19.95 US)
__Gazetteer: Ghelspad

(WW8320; ISBN 1-58846-161-0; $8.95 US)
__ Gazetteer: Termana

(WW8340; ISBN 1-58846-186-6; $10.95 US)
__ Hollowfaust: City of the Necromancers

(WW8322; ISBN 1-58846-163-7; $19.95 US)
__Hornsaw: Forest of Blood, The

(WW8323; ISBN 1-58846-166-1; $17.95 US)
__ Mithril: City of the Golem

(WW8321; ISBN 1-58846-162-9; $17.95 US)
__ Penumbral Pentagon, The

(WW8316; ISBN 1-58846-185-8; $18.95 US)
__ Secrets & Societies

(WW8315; ISBN 1-58846-183-1; $13.95 US)

__ Serpent Amphora Cycle I:
Serpent in the Fold
(WW8332; ISBN 1-58846-120-3; $10.95 US)

__ Serpent Amphora Cycle Il:

The Serpent & the Scepter

(WW8333; ISBN 1-58846-118-1; $10.95 US)
__ Serpent Amphora Cycle lll:

Serpent Citadel

(WW8334; ISBN 1-58846-144-0; $10.95 US)
__ Shelzar: City of Sins

(WW8327; ISBN 1-58846-146-7; $21.95 US)
__ Vigil Watch:

Secrets of the Asaatthi

(WW8335; ISBN 1-58846-143-2; $21.95 US)
__ Vigil Watch:

Warrens of the Ratmen

(WW8330; ISBN 1-58846-164-5; $13.95 US)
__Wilderness and Wasteland

(WW8331; ISBN 1-58846-121-1; $12.95 US)
__Wise and the Wicked, The

(WW8312; ISBN 1-58846-167-X; $17.95 US)

Scarred Lands Fiction

__ Champions of the Scarred Lands

(anthology)

(WW11660; ISBN 1-58846-808-9; $6.50 US)
__Scarred Lands: Forsaken

(Dead God Trilogy, Book 1)

(WW11661; ISBN 1-58846-809-7; $6.50 US)
__Scarred Lands: Forsworn

(Dead God Trilogy, Book 2)

(WW11662; ISBN 1-58846-810-0; $6.50 US)
__Scarred Lands: Forbidden

(Dead God Trilogy, Book 3)

(WW11663; ISBN 1-58846-811-9; $6.50 US)

Three Eras, One World

The award-winning Trinity Universe comes to the
d20 System. Each core book is a complete d20
System campaign sefting, filled with detailed infor-
mation on that particular era and all the rules
needed to play in it. Each book includes new core
and prestige classes, unique powers for daring
adventurers, super-powered novas or intrepid psions,
and much, much more.

Core Products

Adventure!

(d20 System edition)

(WW16705; ISBN 1-58846-957-3; $34.99 US)

A new era begins in the 1920s — an era of wonder,
when men are forthright and women are courageous.
An era of globe trotting exploration and mad science.
An era in which excitement is found from the sky-
scraper penthouses of New York City fo the sweltering
jungles of the Congol!

Aberrant

(d20 System edition)

(WW16706; ISBN 1-58846-965-4; $34.99 US)

In the dawn of the 21st century, select humans erupt
with incredible powers previously seen only in comics
and movies. These rare “novas” are all too real,
however, and their abilities and persondlities will
change the world forever.




Trinity

(d20 System edition)

(WW16707; ISBN 1-58846-971-9; $34.99 US)

In the 22nd century, humanity has ventured to the
stars. Alien races, fractious colonies, ruthless cor-
poration and aberrant mutations vie for power, while
a new breed of humans — armed with potent psychic
powers — stands to make the future its own.

Storyteller System Products

Adventure!

__Adventure!
(Storyteller edition)
(WW9350; ISBN 1-56504-608-0; $25.95 US)

Aberrant

__ Aberrant

(Storyteller edition)

(WW8500; ISBN 1-56504-626-9; $24.95 US)
__Aberrant: Church of Michael Archangel

(WW8543; ISBN 1-56504-691-9; $4.95 US)
__ Aberrant: The Directive

(WW8521; ISBN 1-56504-685-4; $14.95 US)
__Aberrant: Elites

(WW8506; ISBN 1-56504-692-7; $14.95 US)
__ Aberrant: Fear and Loathing

(WW8541; ISBN 1-56504-689-7; $4.95 US)
__ Aberrant Players Guide

(WW8505; ISBN 1-56504-687-0; $25.95 US)
__ Aberrant: Project Utopia

(WW8504; ISBN 1-56504-631-5; $19.95 US)
__ Aberrant: ReignofEvil.com

(WW8542; ISBN 1-56504-690-0; $4.95 US)
__ Aberrant Storytellers Screen

(WW8501; ISBN 1-56504-627-7; $14.95 US)
__ Aberrant: XWF

(WW8540; ISBN 1-56504-688-9; $4.95 US)
__Aberrant: Year One

(WW8502; ISBN 1-56504-629-3; $14.95 US)
__ Aberrant Worldwide Phase |

(WW8530; ISBN 1-56504-684-6; $21.95 US)
__Aberrant Worldwide Phase Il

(WW8510; ISBN 1-56504-686-2; $21.95 US)
__Exposé: Aberrants

(WW8503; ISBN 1-56504-630-7; $4.95 US)
Trinity
__ Trinity (Storyteller edition)

(WW9099; ISBN 1-56504-622-6; $14.95 US)
__Alien Encounter 1: Invasion

(WW9104; ISBN 1-56504-620-X; $17.95 US)
__ Alien Encounter 2: Deception

(WW9105; ISBN 1-56504-621-8; $17.95 US)
__Darkness Revealed 1: Descent into Darkness

(WW9101; ISBN 1-56504-751-6; $15.95 US)
__ Darkness Revedled 2: Passage Through Shadow

(WW9102; ISBN 1-56504-752-4; $15.95 US)
__Darkness Revealed 3: Ascent into Light

(WW9103; ISBN 1-56504-753-2; $15.95 US)
__ Trinity: America Offline

(WW9003; ISBN 1-56504-762-1; $17.95 US)
__ Trinity: Luna Risin

(WW9002; ISBN 1-56504-760-5; $17.95 US)
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__ Trinity: Shattered Europe

(WW9004; ISBN 1-56504-761-3; $19.95 US)
__ Trinity: Stellar Frontier

(WW9005; ISBN 1-56504-763-X; $19.95 US)
__ Trinity Field Report: Alien Races

(WW9202; ISBN 1-56504-772-9; $4.95 US)
__ Trinity Field Report: Extrasolar Colonies

(WW9201; ISBN 1-56504-771-0; $4.95 US)
__ Trinity Field Report: Media

(WW9204; ISBN 1-56504-605-6; $4.95 US)
__ Trinity Technology Manual

(WW9200; ISBN 1-56504-770-2; $15.95 US)

It’s Your World Now

Discover the vast details and find new epic adventures in
the world of the EverQuest I online computer game with
the EverQuest Il Roleplaying Game. Packed with exclu-
sive defails on the world of Norrath, the EQIIrpg revedls
crifical information for online players and allows pen-
and-paper gamers o play their own adventures. EQIlrpg
is published under the Open Game License, and features
a streamlined system that is 100% compatible with
revised 3rd Edifion fantasy roleplaying rules.

Core Products

EverQuest Il RPG Player’s Guide

(WW16550; ISBN 1-58846-999-9; $34.99 US)
Uncover the secrets of the new era Norrath, the setting
for EverQuest Il online in this all new, complete
player's guide. Includes 16 races, 28 character classes,
and much more.

EverQuest Il RPG Spell Guide

(WW16551; ISBN 1-58846-998-0; $34.99 US)
Magic is omnipresent in the world of Norrath and
18 character classes in the EverQuest Il Role-
playing Game have distinct magic traditions and
powers. There are so many spells and powers that
they require their own volume, one containing over
1000 spells! The most complete guide to magic in
EverQuest — online or anywhere else.

Other Products

The EverQuest | RPG Line
__ EverQuest® RPG Player’s Handbook

(WW16500; ISBN 1-58846-125-4; $29.95 US)
__EverQuest® RPG Game Master’s Guide

(WW16502; ISBN 1-58846-127-0; $29.95 US)
__Al'Kabor’s Arcana

(WW16503; ISBN 1-58846-130-0; $29.95 US)
__Befallen

(WW16520; ISBN 1-58846-129-7; $10.95 US)
__Heroes of Norrath

(WW16504; ISBN 1-58846-963-8; $22.99 US)
__Luclin

(WW16512; ISBN 1-58846-066-5; $29.95 US)
__ Monsters of Luclin

(WW16514; ISBN 1-58846-064-9; $21.95 US)

__ Monsters of Norrath
(WW16501; ISBN 1-58846-126-2; $29.95 US)
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__Plane of Hate
(WW16524; ISBN 1-58846-976-X; $24.99 US)
__Realms of Norrath: Dagnor’s Cauldron
(WW16515; ISBN 1-58846-953-0; $24.99 US)
__Realms of Norrath: Everfrost Peaks
(WW16511; ISBN 1-58846-131-9; $26.95 US)
__Realms of Norrath: Forests of Faydark
(WW16513; ISBN 1-58846-133-5; $23.95 US)
__ Realms of Norrath: Freeport
(WW16510; ISBN 1-58846-128-9; $23.95
__ Solusek’s Eye
(WW16522; ISBN 1-58846-062-2; $19.95 US)
__Temple of Solusek Ro Screen & Book, The
(WW16521; ISBN 1-58846-132-7; $12.95 US)

This War Is Yours to Fight

Millions of fans around the world have enjoyed the
#1-selling Warcraft computer game series. Now,
this hugely successful series becomes a fully inter-
active print roleplaying game world. Each
supplement provides unprecedented detail on the
Warcraft world as well as new and exciting d20
System innovations.

Core Products

World of Warcraft: The Roleplaying Game
(WW17210; ISBN 1-58846-781-3; $39.99 US)
The new OGL-driven standalone core rulebook
brings Warcraft roleplaying to the next level.
Complete with all the classes and races available
in online play and unique spins on magic, commu-
nity building and other innovations. Available in
May 2005.

Manual of Monsters

(WW17201; ISBN 1-58846-070-3; $29.95 US)
From the merciless Burning Legion to the five dra-
conic broods, from the undead Scourge to the
savage centaur, the world of Azeroth is rife with
malevolent creatures. Manual of Monsters features
over 200 monsters from the hugely popular series
of Warcraft computer games.

Magic & Mayhem

(WW17203; ISBN 1-58846-954-9; $29.99 US)
Sorcerers and wizards truck with demons while
tinkers and engineers build mighty engines of battle
in this sourcebook. Magic & Mayhem offers a
wealth of spells, magic items, feats and technology
that expands upon the Warcraft setting, as well as
any d20 System campaign.

Other Products

__ Alliance & Horde Compendium

(WW17202; ISBN 1-58846-063-0; $21.95 US)
__Lands of Conflict

(WW17204; ISBN 1-58846-960-3; $29.99 US)
__ Shadows & Light

(WW17205; ISBN 1-58846-973-5; $24.99 US)



Enterthe Realms
of Dread

The classic fantasy horror series returns. A night of
eternal terror. A world ruled by fear and horror.
Vampires who rule the night. Shapeshifters who
prowl the forests. Eldritch ghouls and undead
skeletons who prey upon a fearful populace. If
ever a world needed heroes, it is the world of
Ravenloft.

Core Products

Ravenloft Player’s Handbook

(WW15005; ISBN 1-58846-091-6; $34.95 US)
Fully updated for v.3.5 rules, this handbook pro-
vides both rules and setting material, including
character creation rules, new spells, new informa-
tion on spell use and realm magic ratings, guidelines
to the realms of the Land of Dread, and even a new
group of prestige classes created specifically for
Ravenloft.

Ravenloft Dungeon Master’s Guide
(WW15004; ISBN 1-58846-084-3; $34.95 US)
This v.3.5-compatible guide contains a wealth of
vital information for Ravenloft DMs. It offers ways to
reshape the classes in the D&D Dungeon Master’s
Guide, provides tips on creating a properly horrify-
ing atmosphere for players, discusses ways to use
Ravenloft in crossover games, contains delicious
new magic items, prestige classes with alterations —
and much more!

Denizens of Dread

(WW15006; ISBN 1-58846-951-4; $34.99 US)
The world of Ravenloft holds terrors that stalk the
night and prowl the realms even in daylight. From
the doomed creatures that subsist on the blood of
the living to canny shapeshifters and hideous
constructs, this manual details the many monsters
of Ravenloft.

Other Products

Game Supplements
__ Champions of Darkness

(WW15003; ISBN 1-58846-081-9; $21.95 US)
__Dark Tales and Disturbing Legends

(WW15032; 1-58846-787-2; $24.99 US)
__Heroes of Light

(WW15030; ISBN 1-58846-082-7; $21.95 US)
__Legacy of Blood: The Great Families

(WW15031; ISBN 1-58846-089-4; $22.99 US)
__Masque of the Red Death

(WW15007; ISBN 1-58846-979-4; $34.99 US)
__Ravenloft Gazetteer, Volume |

(WW15020; ISBN 1-58846-080-0; $24.95 US)
__Ravenloft Gazetteer, Volume II

(WW15021; ISBN 1-58846-083-5; $24.95 US)
__Ravenloft Gazetteer, Volume llI

(WW15022; ISBN 1-58846-086-X; $24.95 US)
__Ravenloft Gazetteer, Volume IV

(WW15023; ISBN 1-58846-087-8; $25.95 US)
__Ravenloft Gazetteer, Volume V

(WW15024; ISBN 1-58846-964-6; $24.99 US)
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__Secrets of the Dread Realms

and Dungeon Master’s Screen

(WW15001; ISBN 1-58846-076-2; $14.95 US)
__Van Richten’s Arsenal, Volume |

(WW15010; ISBN 1-58846-079-7; $24.95 US)
__Van Richten’s Guide to the Shadow Fey

(WW15012; ISBN 1-58846-088-6; $22.99 US)
__Van Richten’s Guide to the Walking Dead

(WW15011; ISBN 1-58846-085-1; $22.95 US)

Play Aid
__Ravenloft Tarokka Deck
(WW15049; ISBN 1-58846-090-8; $21.95 US)

AftertheFinalWars

The classic post-apocalyptic RPG returns, re-envi-
sioned for the 21st century. A new world rises from
the ashes of the Final Wars. Mutants born of radia-
tion struggles against intelligent machines and
humans remade from the genes up. Pockets of civi-
lization stand against wastelands of barbarity. The
Gamma World is yours to conquer. Requires the use
of the d20 Modern Roleplaying Game or the Dun-
geon & Dragons Player’s Handbook, published by
Wizards of the Coast.

Core Products

Gamma World Player’s Handbook
(WW17250; ISBN 1-58846-069-X; $34.95 US)
This core campaign setting presents a new edition of
the classic sci-fi adventure game, energized for the
new millennium! Play humans, mutants and new
races created in the chaos of the Final Wars, out not
just fo survive but fo thrive in the midst of adventure,
danger and mystery.

Gamma World Game Master’s Guide
(WW17251; ISBN 1-58846-068-1; $29.99 US)

A book of solid, practical advice, designed to add
power to any Gamma World campaign. Learn how
to modify the rules for the right balance of adventure
and danger, how to convey your chosen genre in
description and pacing and how to plan and run a
campaign from exciting startto rousing finish. You've
got good ideas — put them to work!

Machines & Mutants

(WW17252; ISBN 1-58846-067-3; $34.95 US)

In the Gamma World, new species of plants and
animals fill the places humanity once ruled, and
things that were once tools prey on the descen-
dants of their makers. Machines & Mutants covers
things both animal and mechanical that roam the
post-apocalyptic future. You'll find descriptions of
mutated creatures and of electronic species, with
rules for use as both monsters and as player
characters.

Other Products

__Beyond the Horizon
(WW17255; ISBN 1-58846-977-8; $24.99 US)

__ Cryptic Alliances & Unknown Enemies
(WW17254; ISBN 1-58846-966-2; $29.99 US)

__Out of the Vaults
(WW17253; ISBN 1-58846-022-3; $21.95 US)
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Medieval Fantasy Meets Mechs

Sword & Sorcery, Goodman Games and Super Unicorn
join forces fo bring you the first comprehensive d20
System treatment of fantasy mechs with the DragonMech
campaign sefting. The earth shudders with the footfalls
of massive mechs, powered by steam, magic or even the
labor of a thousand slaves. Humans, dwarves, elves and
orcs pilot these lethal machines, striking back against
monstrous forces that seek to decimate their world —
and fighting one another for dominance in this new eral

Core Products

DragonMech

(WW17600; ISBN 1-58846-988-3; $34.99 US)
This core campaign setting is a stand-alone game world,
butitis designed to integrate seamlessly with any ongoing
campaign. DragonMech features extensive rules for fan-
tasy mechs powered by machinery, magic, and manual
labor, integrated with a host of new classes, feats, skills,
and items designed for a mech-based fantasy campaign.

DragonMech Mech Manual

(WW17602; ISBN 1-58846-989-1; $21.99 US)
This “monster manual of mechs” gives players new
options and GMs new enemies. There are more than
50 new mechs complete with deck plans, plus loads of
new steampunk gear and mech-based character op-
tions. In non-DragonMech fantasy worlds, the mechs
can be used as deadly constructs or animated golems.

Other Products
__The Second Age of Walkers

(WW17603; ISBN 1-58846-782-1; $29.99 US)
__The Shardsfall Quest

(WW17601; ISBN 1-58846-997-2; $15.99 US)

__ Steam Warriors
(WW17604; ISBN 1-58846-786-4; $21.99 US)

TheBestfromthe Best

Third Edition codesigner Monte Cook founded Malhavoc
Press fo continue to support the game he loves and crecte
products to share with fans. His imprint publishes high-
quality d20 System and OGL products from some of the best
designers in the industry, including Monte himself, Bruce R.
Cordell, Mike Mearls, Skip Williams and many more.

Core Products

Monte Cook’s Arcana Evolved

(WW16146; ISBN 1-58846-780-5; $49.99 US)
This new variant player’s handbook from 3rd Edition
codesigner Monte Cook takes everything that tens of
thousands loved about Arcana Unearthed, presents itin
adeluxe full-color format, then adds a vast amount of all-
new material! This book integrates and revises the
contents of Monte Cook’s Arcana Unearthed, The
Diamond Throne, and Arcana Unearthed Screen and
Player’s Guide. Discover new PCraces like the dragonlike
dracha, classes like the ritual warrior, evolved versions
of all races, new champion and fotem warrior types, and
dozens of new spells, spell templates, feats, manifesta-
tions, equipment, and more. Full color hardcover.




Beyond Countless Doorways

(WW16108; ISBN 1-58846-975-1; $34.99 US)
It's o Planescape® reunion! Monte Cook and a host of
other creators mark the tenth anniversary of the ground-
breaking campaign setting with an all-new d20 book
of planes and a whole new cosmology for planar
adventure. Includes contributions from Wolfgang Baur,
David “Zeb” Cook, Monte Cook, Colin McComb and
Ray Vallese, and a cover by rk Post.

The Complete Book of Eldritch Might
(WW16105; ISBN 1-58846-952-2; $34.99 US)
Magic is the most powerful force in all creation. This
mega-sourcebook from 3rd Edition codesigner Monte
Cook introduces incredible facets of magic. Inside,
you'll find the incomparable power of soul magic, the
secrets of infelligent magic items, the majesty of the
arcane angels, and much, much more.

Other Products

Monte Cook’s Arcana Evolved

__Children of the Rune

(antholo:

(WW16145; ISBN 1-58846-864-X; $6.99 US)
__The Diamond Throne

(WW16141; ISBN 1-58846-067-6; $18.95 US)
__The Dragons’ Return

(anthology)

(WW16147; ISBN 1-58846-883-6; $6.99 US)
__Legacy of the Dragons

(WW16143; ISBN 1-58846-958-1; $23.99 US)
__Monte Cook’s Arcana Unearthed

DM’s Screen and Player’s Guide

(WW16142; ISBN 1-58846-059-2; $15.95 US)
__ Mystic Secrets: The World of Lore and Rune

(WW16144; ISBN 1-58846-985-9; $15.99 US)
__Ruins of Intrigue

(WW16148; 1-58846-783-X; $19.99 US)

Game Supplements
__Anger of Angels

(WW16131; ISBN 1-58846-060-6; $21.95 US)
__Banewarrens, The

(WW16111; ISBN 1-58846-103-3; $17.95 US)
__Book of Hallowed Might (v.3.5)

(WW16107; ISBN 1-58846-987-5; $13.99 US)
__ Book of Hallowed Might Il:

Portents and Visions

(WW16106; ISBN 1-58846-967-0; $13.99 US)
__Book of Iron Might

(WW16109; ISBN 1-58846-980-8; $13.99 US)
__Book of Roguish Luck

(WW16112; 1-58846-785-6; $19.99 US)
__Chaositech

(WW16104; ISBN 1-58846-056-8; $19.99 US)
__Cry Havoc

(WW16122; ISBN 1-58846-023-1; $21.95 US)
__Demon God's Fane

(WW16110; ISBN 1-58846-101-7; $9.95 US)
__ Hyperconscious:

Explorations in Psionics

(WW16152; ISBN 1-58846-995-6; $23.99 US)
__ If Thoughts Could Kill

(WW16150; ISBN 1-58846-106-8; $9.95 US)
__Mindscapes

(WW16151; ISBN 1-58846-109-2; $18.95 US)
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__Requiem for a God

(WW16120; ISBN 1-58846-104-1; $12.95 US)
__Skreyn’s Register:

The Bonds of Magic

(WW16130; ISBN 1-58846-107-6; $12.95 US)
__When the Sky Falls

(WW16121; ISBN 1-58846-061-4; $13.95 US)

NECROMANCER
AME

Third Edition Rules,
First Edition Feel

Do you remember the good old days of fantasy
roleplaying? Necromancer Games does, and they
are committed to producing high-quality products
under the d20 System for use with revised 3rd Edition
rules but with a “classic” First Edition feel. Fun,
accessible adventures. Sprawling dungeons and self-
ish dragons. It's all here for your gaming pleasure.

Core Products

The Tome of Horrors II

(WW8388; ISBN 1-58846-992-1; §34.99 US)
This tome contains nearly 200 never-before-seen
monsters, from the crucifixion spirit to the dreaded
encephalon gorger, all fully compatible with v.3.5
rules. This large collection was written with the ex-
pressed infent fo provide usable, defailed, and
unknown monsters that make a great addition to any
d20 System campaign.

Gary Gygax's Necropolis

(WW8390; ISBN 1-58846-116-5; $29.95 US)
Both a vast campaign scenario and a complete cam-
paign sourcebook, Necropolis sweeps the characters
into an epic adventure across the magical desert
kingdom of Khemit. It features new classes and
prestige classes, new spells, more than 60 monsters
unique to the desert lands, and over 50 new gods and
new cleric domains.

City-State of the Invincible Overlord
(WW8393; ISBN 1-58846-990-5; $34.99 US)

The best-selling adventure classic returns, updated for
today’s players. Return to the City-State in all it's
glory. This hardcover edition includes all the material
from the original, plus the Wraith Overlord scenario
that brings players info the city-state’s underbelly.
Years of adventure await.

OtherProducts
__ Aberrations

(WW8379; ISBN 1-58846-095-9; $13.95 US)
__ Ancient Kingdoms: Mesopotamia

(WW8365; ISBN 1-58846-994-8; $23.99)
__Bonegarden

(WW8384; ISBN 1-58846-993-X; $21.99 US)
__Book of Taverns

(WW8374; ISBN 1-58846-072-X; $19.95 US)
__Caverns of Thracia

(WW8392; ISBN 1-58846-991-3; $23.95 US)
__ Chaos Rising

(WW8375; ISBN 1-58846-099-1; $13.95
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__Crucible of Freya

(WW8350; ISBN 1-58846-485-1; $7.99 US)
__Dead Man’s Chest

(WW8368; ISBN 1-58846-763-5; $29.99 US)
__Demons and Devils

(WW8354; ISBN 1-58846-153-X; $8.95 US)
__Glades of Death

(WW8367; ISBN 1-58846-796-0; $29.99 US)
__ Grey Citadel

(WW8376; ISBN 1-58846-098-3; $13.95 US)
__Hall of the Rainbow Mage, The

(WW8372; ISBN 1-58846-113-0; $15.95 US)
__ Lamentation of Thieves, A

(WW8383; ISBN 1-58846-093-2; $18.95 US)
__Maze of Zayene 1: Prisoners of the Maze

(WW8380; ISBN 1-58846-189-0; $11.95 US)
__Maze of Zayene 2: Dimensions of Flight

(WW8381; ISBN 1-58846-190-4; $11.95 US)
__Maze of Zayene 3: Tower Chaos

(WW8382; ISBN 1-58846-117-3; $11.95 US)
__ Morrick Mansion

(WW8378; ISBN 1-58846-097-5; $13.95 US)
__ Raise the Dead

(WW8377; ISBN 1-58846-096-7; $15.95 US)
__Rappan Athuk: The Dungeon of Graves

The Upper Levels

(WW8360; ISBN 1-58846-164-4; $9.99 US)
__Rappan Athuk: The Dungeon of Graves 2

The Middle Levels

(WW8361; ISBN 1-58846-157-2; $11.95 US)
__ Siege of Durgam'’s Folly, The

(WW8370; ISBN 1-58846-188-2; $10.95 US)
__Tomb of Abysthor

(WW8351; ISBN 1-58846-150-1; $15.95 US)
__Trouble at Durbenford

(WW8385; ISBN 1-58846-2; $34.99 US)
__ What Evil Lurks

(WW8371; ISBN 1-58846-193-9; $10.95 US)
__Vault of Larrin Karr, The

(WW8373; ISBN 1-58846-140-8; $15.95 US)
__ Wilderlands Player’s Guide

(WW8391; ISBN 1-58846-092-4; $23.95 US)
__ The Wourst of Grimtooth’s Traps

(WW8386; ISBN 1-58846-139-4; $34.99 US)

A Warband Awaits

Fiery Dragon has produced a popular series of full-
color fantasy counters, allowing fantasy Game Masters
to field vast armies of monsters and fiends to set
against their PCs.

Core Product

Counter Collection Digital

(WW16020; ISBN 1-58846-779-1; $29.99 US)
Now players and Game Masters can credte, customize
and print their own counter selections, choosing whatever
they need from over 1,000 high-resolufion images col-
lected on one CD-ROM! You can print as many counters
as you need at any size they require, making this the
ultimate accessory for strategic tabletop fantasy gaming.



Be aPlaya

Join the world’s second-oldest profession: pimping!
Mack some ho’s and put them to work. Make the
biggest roll and be declared the Mack-Daddy. Just
watch outfor other pimps as they try to put a beatdown
on you and your ho’s. A ho in the hospital don’t earn
you no dough. Pimp is a hilarious, stand-alone card
game for two to four mature players (well, old enough
to vote, but not necessarily mature). 100 cards plus
rule sheet.

__ Pimp: The Backhanding
(WW5140; ISBN 1-58846-624-8; $14.99 US)
__ Pimp: The Backhanding Four-Deck Display
(WW5141; ISBN 1-58846-623-X; $59.96 US)

A New World of
Adventure

ArtHaus and Paragon Games bring you an all-new
game of fantasy and adventure. The Secret of Zir'An
blends magic, technology and a flair for high-octane
action into a heady mix sure to please manga and
pulp fans alike. Zir'An introduces the Finesse System,
a new game mechanic that puts the emphasis on wild
stunts and quick action.

Core Product

The Secret of Zir'An Core Gamebook
(PGG0001; ISBN 0-97290-520-0; $39.99 US)
Your complete guide to adventuring and telling stories
in the world of Zir'An. Features all the mechanics of
the Finesse System, multiple magic systems and a
wide assortment of folls for players and the Hand of
Fate (game-master) alike.

The Once and Future King

Become a knight and seek out glory. Protecting the
boy who would be king or ride alongside Arthur
Pendragon himself. Questing for the grail or fight to
preserve the glory of fading Camelot. Epic chivalry
awaits!

Core Product

Pendragon (Fifth Edition)

(WW17800; ISBN 1-58846-947-6; $34.99 US)
Master game designer Greg Stafford returnsto Arthur’s
Britain to bring you a completely updated edition of
Pendragon. This complete rulebook contains every-
thing you need to play a generation-spanning
campaign of epic chivalry.

OtherProducts
__Beyond the Wall

(GK2717; ISBN 1-56882-026-7; $19.95)
__Saxons!

(GK2722; ISBN 1-92899-906-9; $24.95 US)
__Tales of Chivalry and Romance

(GK2720; ISBN 1-92899-902-6; $13.95 US)
__ Tales of Magic and Miracles

(GK2721; ISBN 1-92899-904-4; $13.95)
__Tales of Mystic Tournaments

(GK2723; ISBN 1-92899-910-7; $20.95 US)

__ Tales of Spectre Kings
(GK2726; ISBN 1-92899-922-0; $20.95 US)




