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D&D AND THE BIRTH OF A NEW EDITION >
- - - -- - - - - -- -- - -- - - - .. - - - -- - -

-Hill SlaviCSi'1t

Nl'W edillons ofg.UllC\ ('Ollle ullhc most Illwxpectcd limes.

SUfe, people hove bc..-cII predh:ling the f1rrhlll 01 the 4th rdltlon

ofthe I)UNGEOIlO'" DM"t;oS'O game.lncorn'<"tly. for yeaTS no".
"he realltyis thaI Ill) H&O team didn', SUtrt .seriou.!ilydlscu',s­
Illg the nolion ofthe nexl edition ofD&() until sometime in
caliy 2005. ThaiS "hell we ~aD to examine dilkn::n1su,
narlos for bon "~ might appn>ach the procfiS.

We came up "Jlh 1111 k.i1K1sofposslbililk:s. from minot'

'" ais to complete mal.c-m'CTS u§ing a totllll) dilTcrentgarnc
S)1itcm. I-or the mOSII);lrt. tllC!SC' wert' simi") thought experl­

mcms.lhe kind ofexploratory dnign thai Ill' undertake In
R&D alllhc llmt". Ih' Ifile impetus lor change "as )'00, lht'
D&L> players. who prO'.lded .111 L:ind~ ofinvaluablc feedbacL.
th rough meSs.1lo:e bourds, cOllllllunity forums, surveys. and
pcrsolllil Interaction al e"cnls. whether during seminars,
lournament rIllY. or Impromptu discussions film broke out
wIK'rc"er we Iran'led. The 3rd Edition game mechanks-what
we caillhe dl0 GalllC' S}'SIem-ls perhaps Ihe most robUSI alld
fUll roleplaying game syslcl1I e\ocr designed. RUI il's not perf«l.

lind as" IDO\"e deeper Inlo lhe editk)ll.lls naws and fun
cf\dlngcomplexllies become lll(We pronoUlKed, more ob,'lous

10 ~aJ~n and Dungeon Masters aln.e,
\\'(' knew we could IlIIpro\'e the game, \\'e could mal..e Ihe

gumc faster, more Imullh·c. \\'c eOllId greatl} rcd\1Ct' and lX'r
hap" 1.'.\'('11 e1iminafe completely Ihe JXIrts oflhe game Ihat gel
ililhe wayoflhc lUll, ~,. slanlng III May 1005.lhm'.. whal "

IX'gan to do.
Along the way, we also came up wllh Ihe Idea for OUN(,[ONS

a l)R....GO'l~ INsml R. This exciting suite ofdlgltallools for pilly'
crs and Dungeon MlISlers was just 100 I)owcrful a COllccptlo Iry
10 shoehorn t1~ eXisllngd20 Game Srstem around iL InSlead.
we knew we had to rebuild Ihc game 10 101 I.e full ad\'anlag of
lhls ama!Jng nt"" iniliathT, When lhe two (()f1Ct'1)(~rnergt'd-a
new oolHon and a new dlgilal Inil1alhT-we knc.'", it was litne 10
Slarl planning t1~ 4th Edition ofD&D.

4rn EDmON D&D
Yl"S. tl~ 4th EdltooofO&D isooming.it debuts in May 1008
\\ lth the release Oflhc new Plllyer'S' lomlboolf and tile premiere
ofD... D 1,'lSlDIlR. This book is a preYlew ofthe new (,'dition of

til(' gamc. as welt :IS a look ochlnd the 'iCcncs $0 that }'OU can get
II SC'.nsc ofwhal went Inlo Ihe mnkingofthc newc"ltloll. This
\"Olumc coven. da~ses alld roteC'$ alxl other Ihlllgs oflllleresilo
all pla)'crs oflhe Kame. it... companioll \'Olume (Wizards Prest'nl5:
Worlds Wid MorlSters) deals with creaIUR-'S. story and background.

world dYllllm~. and things oflntercst to Dungeon Masters alKI
pluye.rs who like 10 know how the wurld ofO&D works.

Bear in mind Ihal as 1write lhls, 4th Edition Is ~till a work
In progress. We're sllII hlp·deep In plll}'lcstlng alld line tuning,

and manyoflhe specillcs are still In nux. So. lake this book as
what It Is-a snapshot ofthe 41h rdltioll dcsign and de\'dop·
melll proces... al this poinl in time (Augu..~t 2007). We 5111I han'
monthsofworL: before we:: ~I\d the core min 10 Ihe prlnlcrs.

and things" ill chauge between 110\\ and then.
Also. we'n:: not going out ofour WIly 10 explain {"\~r} thing In

these: two 'u!UITleS. \\'c're shO\\ ing some oft.hec~ Sluff. We.'re

discussing some ofour thought prousses and dt-slgn goals.
And \u~'re re,"('uling a numberofscncts behind thc lle"est
paIU of41h tdltion. Rut \\c're nOI showing}UlI e\'er}'thlng. and

we're not slx,i1tng all of the wonder and surpriscs wailIng for
}'OU til the ncw Player's JJl!Iulboo«.

htSlead. wc're inviting you Into Ihe \Vtl.l1rQ.. ofthe Coast H&O
dcparttllellt lor a sneak preview oflhe cIaSSc,'s, races. and olher
p1a)'('rrelatcd demellls ofll~ 41h Edillon ofD&I), Wc're \'ery
('.J((:itcd about how II~ new edition Is: shaping up.al\d WC'Il' 1t.1,'ln~

a telTlflc till\(' pIa}'testing thr I~ ru.les. \\'t can't Imagint {"\~r

pIa)·ing 0&0 In any other "ay, alld ("lCe JOlt see lhe full SoCOtle of
the lle" edition oflhe gaJllC."T belie\T Jou're going 10 feellhal
"""lI},1OO, In thl' nleamilTJt', OJ" through this: Jl"C'ie\.o, book. ",ad the
Mmaking or CU3JS wriUe.n by mystafT. and JooL. Bllhe ulU.ulng
anwurL:. E\'Cf} lime I ga;,.c Oil t~ ncwCOllCqll arL I Slart thinking
aooullhe nf\1 campaign I plan 10 run uslllg lhe ncw rule....

And lhal makes: me smile.

BoRN m- FIRE, BoRN OF icE
No. nOI really. \Ve hlld no l1Iandlile or specific thnelilw lor
4th Edilion, Whal we did ha\'t~ wa~ Ihc COlllmitinent "ftl~
compallY to allO\\ us; 10 explore options alxl 1I111ke a rcrollllllen­
datioll, We had lhe design lellelS dOCunleflllhat I prepared 10

guide us In our explor.nkHu.AI\d "T had the tenacity 10 see if
we could mal..e tilt game mxl play experience better Ih,m II
Is under lrd I'dillon, If"e could honestlJ rome 10 tile lable
with a beller game.lllen I "US going to recommend plating
4th Edition on the .schedule.

You helped us plan the I~" design. You showed us what
was worl.:hlg alxl \\'hat w.1lSn·1. You (the coll«tl\'c O&D fan)
were the hOllOmrJ cXlra member orthc design tenm. and you
helped u~ muke 0&0 beuer, faster.•wl! strongn,

Tllllnks lor Jour help. En}oy thl .. prcviewof4th Edition,
Chec1.. Utll www.dndlnsider,colll for more Infurltllliion nnd
up·lo·lhc·mlnute delails on4£.

And I..eep playing 0&01
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4TH EDITION DESIGN TIMEUNE .'

-Rob IInnsoo

I got to}e\ I up as t1w: Lead Dcslgll('r 011 the 4th Editioll ofthf'
OUJI;(aoss .. ORAc.,OSS roleplaying game. I kre's the timdinc or
C\'eIlLJ as I cKpt:rknttd 11.

PRl-D1:S1GN: £ARlY 2005
LIlli S!llvlcsek (OircclorofH&O for 0&1). C.hrh Perkins
(Dcslgn f\hIllJgcr). und Jesse Ded;t:r (l)c\'c1opmt-'m .\1anager)
IllIerv'"w H&D SlalTto fclrlll a 41h Edition desl!:ll team poSsess­
Ing complemelltary slrengths :lnd a hlgll probability ofworklllg

together III harmony. They §cule 011 Andy Coil ins a" the busslst.
Jltllle'! Wyau on vocals. and 11K' on lead Itultar.

DeSIGN WORKSI10P: MAy 2005
I dkJn't \\0111110 t..ddc w:riOusoolgll wurJ.. until Andy. Jamcs,
and I undcf'.'itood ~och Olocr. We splmkd through con\crsations
olxlUl garnes we knul, game n~hallbthai wurJ..l'ti Of" flopped.

and the ph'Ol poinlS ofl)&D. I stoked our brainstorms b} rd~r

ring 100111 good kJcas aJ ~D&O the \\aythey play it on some
ahernate wurld.~We \\'enm', looking for lhe Oflt' true path from
thr Slarl-\\I~ took thc thlW: to Imagine D&D garno that look a
dilTcrclll slam Ihall any of us \\Quld have expected.

Good stufTfroll1lhls pha Included the impof1ance ofcach
player character's role III the p.1fty,the potential for thrcc tkl1l

ofl'luy laking us up to Ic\'(~1 30. lind a shared conviction thai we
wUllIed to cn'ale a syslem Ihal proVided powers for all c1usses.

DrSIGN WORK, ORClIS I:
JlINr THROUGII SEPTEMBER 2005

Team: Ja.mes \\)an, Andy CaJlins, and Rob Ilelnsoo.
Mission: Our InSlrllctlom were to push the IIICChUJlics

down intcresting an'nlle.., not 10 slick tooc~ to I~ sa~

horne base ofn&n v.3.Ci. As an R&D departml'.llI. we under
slood 3.5; our mlsskln wa$to nperiment with something ncw.

OUI('O~ We deli\"(~reda document that included eight

da~scs YlC thoogbt II1lghl appcar In the flm P1un~r$lIl1l1d~

or other earl} suppiemenlS, pc>" n; fOf" all the classes. monslers.
and ruks.

FIRST I)[Vn.OPMlNT TEM1:

OcTOBf.R 2005 nlROUGII fI:BRUARV 2(X)6
Turn: Roben Gutsehera (lead), Mike Oollais, Rich U:.kcr,

Mike Meatls. and H.ob Ilclnsoo.

Mission: Determine whetht'r the Orcus I design (al> we
named il) was headed In tht: rlghl diret.'tion. Ma.ke rt'Cunllllen
dations for the next slep.

Ontcome: The nrsl um'doplllent tcam to~c evcryl hlns
down and then rebuilt II. In thc end. It rt.'Commended Ihat \\t.

cOllllnue In the new direction Oreus I had established.

This reCOlnmcndllllon aCClllllpanied a rather dimetllt stunt
accomplished ill the middle oftIle de,"e1opmelll process: Haker.
Donais, and Mearls Iranslated current \-erskJlls oftile Orcus I

mechanics Into a last·mlnute ~"IskmofTomt ofHallIe: Hoot of
Nin~S..vrds. It W'dS 8 natural Ot. ~Ince Rich Baker had already
been trealing the BooR cff\'i1V ~..'Of'ds as a ~JJO""'Cn for nghters~
project. TItc elTon rCtlulred to splice the mechanics Into :ltd
ldldoll "ere a bh extreme, bot Ihe ~xpt:rirnelllwas wor1h 11_

SECOND ORcus (ORcus III DrSIGN PtIAS[:
FI:I\RUARY TO MARCil 2CX)6

Team: Rob Ileinsoo (lead), Bruce Cordell. James Wyall.
At Ission: Finish monsters and other :lrt'as thaI weI'(: \\'eak

in lhe Of'.'it drJrt. Follow !lOme new deslKIl dil'(.'("tiolls suggested
by the de\'eloflIlenlteam.



Outcome: After the design phase enUed. several weeks of
playtesting lcfl n10st ortIS ullcollvinced with where we were
gOing. The system wasn't working the way we wanted it to work.

ONr DEvrLOPM[NT Wr:(](: MID-ApRIL 2006
Team: Robert Gutschera. Mike Donais, Rich Baker, Mike

Mearls, and Roh Hcinsoo.
Mission: ReCOTlllllend a WilY forward.
Outcome: In what I'd judge as the most productive week

oflhe process to date, nol that anyone would ha\'e guessed
that beforehand, Mearls <llld Baker figured uut wllal was
going wrong with the design. We'd concentrated too nluch un
the new approach without properly accounting for what3.5
Imndled well. \Ve'd proVided plilyer charocters with constandy
renewhlg powers. but hadn't Sllccessful1y parsed the nccessory
distinctions between powers that were always available and
l}Owers that had limited uses,

tLYWHITL TrAM: MAY 2(X)6 TO S(PITMB£R 2006
Team: Rob Hcinsoo (lead). Andy Collins, Mike Mearl.s,

David Noonan, and Je..se Decker.
Mission: Move doser to 3.5 by dealing properly Wilh

powers and resources that could be used at-will. once per
encounter, or ollce per day.

Outcome: A playable draft thot went over to the te;mlS that
would actually write the Player's f landbook and the Monster Alanual.

ScRAMJrT TEAMj SAME TIMING AS tLYWHEEL

Team: Rich Baker (lead).James Wyatt, Matt Semett. Ed
Stark. Michele Carter, Stacy LOllgstre~l. and Chrl~ Perkins.

Mission: Draft" new vision for the world and the story
behind thc 0&0 game.

Oulcome: A first dr,lft offhe story biblt:, notable for its new
understanding ofcivi lizcd portions of the D&D world as points
of light threatened by enveloping darkness HUed witl1 monsters
and other threats.

PLAYER'S HANDBOOK CR[ATION:

OcTOBER 2006 TO APRIL 2007
Designers: Rich Baker (lead), Logan Honner. and David

Noonan.
DC\'e!opers: Andy Collins (lead), Mike Meads, Stcvc

SCh\1OCl"l, and Jcsse Decker.
Mission: Achie\'c design and dcvclopmenl consensus on

the djreclion each role and class should lake: ml1ke good 011

lhe goals wilh playable mechanics.
Outcome: Oodles ofl}O\\,ers. Semisolid rules scI.

MONSTER MANUAL CR[ATION:

SAM[ TIMING AS ABOVE

Designe-.-s:James Wyatt (1c'1d), i\lntt Sernett, and RnlCe
Cordell.

DeVelopers: Mike Mearls (lead). Steve Schubert, and
Stephen Hadney·Mcf'arland.

Mission: l)esign allmollSters.

Human wizard

Happy New Things: UnderstiHldings of monster roles,
elile monsters, and solo monsters.

WRITING PI-IAS£: APRIL 2 TO MAY U, 2007
Story Team: James Wyatt (lead), Rich Baker, Bruce

Cordell. and Chris Sims (with auvkc and general nosiness
from Bill Slavlcsek).

Mission: \Vrile prose manuscripts in the style we wanl 10

use for lhe finished products.
Outcome: The team turned over a GOO'plusopage working

rules set 011 deadline and to specifications.

MAGIC hIM RrvISION: MAy 2007
Mechanics Design: Rob Heinsoo. Mike Mearls, Da\'ld

Noonan, and Matt Sernett.
Mission: Re·create the vision lor Whill magic items accom­

plish in the new deSign, carve separate space for each type uf
item,lIlld deSign them all.

Outcome: More magic items than our initial pliWications
can usel

tULL-ON PtAYITST1NG: JUNE 2007
Mission: With Dave Noonan handling the reins. all

deSigners and developers and lIlany other \VotC employees do
nothing but pla)'tcst O&D 4£ for three-solid weeks. This led
to ongoing playtesti ng using in-hollse groups and the- pe.rsonaJ
game grOllps ofmost of the R&D stafflhm continues to the end
orthe year.
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THE PROCESS OF RE-CREATION /}
<

-Rob Ht'insoo

"'Iywheel \'las Ihe code name for Ihe mechanical design

leam pha'ic Ihal follO\\ed On:us II. Flywheel 01>t'ralc<1 allhe
same lime alo Ilich Ilaker's world-litory le<lm, \\hlch Rich
dubbed ~ScrnmjCI" after hearing me lOSS around lhe Fly­
wheel moniker,

OvERVIEW
The one wed. ORCUS de\~k)pR1elllleall1realized thai Orcus
II, as well as earlier drafls,bad falkd 10 properly account for
allrilkHl powers, Earlier designs had bee:n working 100 hard
011 our newlilllgled renewahle powers and hadn'l properly
addressed D&O's legacy ofall rill011 style powers, powers tllal

went away lifter you u\:Clllhelll once or t \Vice,
So the HywheeJ team' main job was 10 nudge lhe eight

pla)'cr character c1:l',"iC$ aWlI)' fromlhe nambopnl precipices
11~y"d occupkd in Orcus II toward expressions lhat would 'ooL.
more famjliar to pla)"lors ofJrd Edition 0&0.

I say ~elglll c1as~,8 butlhey werl'n't alwaJs lhe same cighl

classes. DiSCUSloions during Flywht,cI design e\cntuall)' led
Ill> 10 ptlllhc ,washbucklcr aside, gifting hI5(:0011l10\'cS to lhe

ranger ami the rogue, We drafted the "arlock In his placc, a
decision we: all soon reall ....ed was \~ry IllIlCh for the be..t, Clifl("

dally ",hen 1M l'IaJn"s lIandboolleam bier sunk their ledh
Inlo maUng lhe warlock cool.

Flywheel's end proouci was II skeletal \-ersloll oflhe
rules, c1asso, and mouste" lhal"e handed mer to the leaulS
tlwl were aClllally designing Ihe !,Iayers Ilalldboolr and the
A!olls/('r 1\IIIIIIlId.

GLIMPSES OF PERSONNEL
Flywheel was a fl\ -person team: And) Collins,Jcsst: Uecker,
Rob Heinsoo. Mile Meam. and Do\e Noonan,

Da\"C r\oonan lad.lcd many of tile siralegic vision
ques/lons, such alo Ihe debale concerning lhe number ofcom

peling pc)\\ers a plaJcr characler could choose from lit the
lllbl~, Months liller, nfter we had \'eercd away from Ihe gUllle

lines Da\'c had helped clolablish, playlesllng Indlcaled we
should ha'"e stuck" II h Ihi' Hywhecl consensus, which Da\'e
ralher gl«fully produced frolll his notebook as \\ made
lhe fateful call. I IcliIhis story as shorlhand for II number
ofolher such Instancn- Ihe faclls lhat lhe Flywheel design
aimed al a simplicity Ihat \\e losl slghl offor awhile later on.
RUI when I SdY -aimed al,- I also confess Ihal Hfwheel dldn'l
always phrase lIS atlCmptlil simplicity In ways thm were easy
10 follow,

Rut Mike Mearls sure Iried 10 get us there, Mike was
fresh from adapting Orcus II Ideas for Tamt' 0/8a"lt': The
800irafNine Swords, He cunlrlbUled mnny Innovath'e class
concepts and designs durlnglhls sla~, Mike probably shook
Ihlngs up the 111051 when he designed a few classes th:H
will be: apl}Carlllgln Ihe 41h Edllion Player's lIandboolr If. I
looked at Mike's deloign'i of the barb/Irian and the druid and
thoughl, ~Oh.geu, Ihls Is the cool we need 10 be gelling from
all our das~.~

AlrnomelllS like thai, J~ Ilt:cker usuall) said sOllle­
thlllf!; like. -Y"'JTe righi, '1111nl.o smaru:~r.8 I Ie could alford to

5a)lhings like thai bcc::au'iC hb tlay job was Icadln~ lhe 0&))
de\"Clopmcnlleam while he WIlS slumming in our (Ieslgner
world. Thatllilforlunatcly explained why lesse ended lip Ion
bus)' helping rUlI the del):Jrtl1lellllO contrlbule a 101 of dt.'Sign
work outside meellnglo. Inside meetings, he had a knock for

keeping us loose "hill.' criticizing ideas we lhougbll\'cn: okay.
Theil WI:'. n:aliud \'I could do beUer,

Jesse's OIher big conlributlon \\~"S mcnlorlng Andy Collins,
who runctkmed III a kad developer,slyle role during much

oftlw F1ywh«1 pllllsc, When I did new dC'slgn work 'y~lems

like death lind dying and hC:lllng,Andy workcd wllh me to
gctll right. Andy worked llrelessly 10 ehller get e\'crythlng
right or undc!1ila,KI aU the angles on cilCh problem. Andy was
con'lClousI) selling himsdrup 10 rUII dc\ Iopmeol during 11K"
games nnal phases.

LEVEUNGUP
I-Iere's an odd thing aboullhe t.eam. I rull FI,,\\ heel. RUI as I
write this, a hll more Iholl a Jear Imer, both l\llke olld Andy
11lI\'e emer~..ed as leaders, II'S ""range 10 remember Ihal during
til(' Flywheell)ha'iC. I WIiS organi/ing Ihe work pl"ClttS.'i. Allhc
fIIoment, mJd2007, Mike and Andy both arguably organil.c
worknows smood.-:r than I do. Thinl.:lng hack to F1y\\hcel da)'S
is a bit like n:membering Ihe eartyda)'S ofa Ion~rullnlngcam­

palgn. bad when ,\like roukln'l caSljlrdHllJ and Andy's healinx

spells o"ly worked at shorl range,
\Vc've galnt.'l.i a few Il'vels during the 4th Edition process,

ii's going to help us In the Jears of 0&1) 10 COllle,

•



AN (MAlL £XCHA.\lG[ ABOUT THE FL VWII[U

NAM[;

JOllalhan Tweet: A hCtuy rhi"8 that spins in cirdl$ and slo~'S

fh~{'nsint' do~'n?

Rob Heinsoo: lnyourcase, a liUle m~chanicall1nowled8e

is a danst'rous IhinS'

1,lruce Cordell: Nor WUIllill810 be lefl behind, I've decided

rl1m MY new codellClme Is MOOllbeam.

DESIGN GUIDEPOSTS
-Rob Ifeinsoo

Ilcre are a couple ofcxamplcs ofhm",!.he philosoph its of
encouraging p1,iI)<er choice and pro\'kling more information
h.I\e shaped the 4th Edition d~ign_

GlIIDD:>05T I: ENCOllRAC[ PLAYER C1101C[

Between Sessions: E\'ery time a charaClcr advarlces in
lcvel. the player should have an interesllng choice to lll<lke
about how Ihe charaCler gels beller.

During Play, ROllnd by HOllnd: E\'ery round ofcombaI,
each character should have an Interesting choice to make con·
cernlng their actions.

During 1~lay, Encounter by Encounter: Each encoun·

Icr. C\<ery character should 1Ia\'c an illleresting choice aboul
ho\\ much oftheir resources theJ'd like 10 spend. assuming
hilrsher decisions aren'l forced on them b) the momlers or
Ihe situation.

GlllOCPOST 2: PROVIDE INfORMATION TO HELP
P1.AVCRS A,\lD Dt/NCLON MAsITRS CUOOSI:.
B[TW[[N CoMPUUNC ALTERNATlvrS

I-:xumples Between Sessions: Provide e\'ery pln)'er char·
acter class with a ~et of powers that hc.1ps them fill at least one

\'illuable role In an adventuring parlY. Tell pla)'cOi what those
ro'c~ are so Ihal tbe conJl)(I\it iOll orad\"ellluring jXIrty Is a
conscKJus choice. Ukewlse. structure lhe .Monster Alarmul and
Dunnron Masur's Guidi' to help D.\ts exercise tbeircrcatiYity
Instead ofthcir malh skills.

Example During 1~lay: Rather than forcing players to
guess how well they arc doing in a cornlxu encounter. 4th
Edllion instructs Ihe OM to let pla}"CTS kno\\ when a monsler
is Mbloodicd~ (below halnts slarting hit poillts). Man)' PC

and monsler abilities key offofwhelhcr an enemy or ally is

bloodied . .so players need to understand their options.

RE-IMAGING mE LOOK
oFD&D

\Vhcll I joined \Vlzllrds orthe Coast rour years ago. I had no
idea that I would wind lip with this ,lll1UZlnR lask. On the
~urrace, the Idea of heing respon~lble ror t he look of the new

t.'f.1itioll orO&D was very exciting and yet very daunting. llut
once you begin 10 gh'c it some real thoughl. it is quite cOlllple)(
and there are so many things thai needed to be considered.
I consider it to be an hOllor. a challenge. and a great re~pon­
sibility to be heading up the art for 41h Edition. It should
be noted thai I alone am nol r~ponslble for Ihe end result.
I work closely w tth a group of \·cry talented creative people
who helped me to creme whal would become the look of the
lIe)(1 edition.

I slaned by looking at what I thought to be the slJ'ongest
and beSI arl of)rd Edition. Art Director Oa\\"n Murin deserves

tremcndous credit for allihat she accomplished when she set

up tile look of3rd Edition. She len some pretty big shoc~ to fill.
I p.l!,,'cd through nil orthc books. I W1l1bed the web ror discm­
siolls and I)()slings trom our fans regardIng art. and I looked :It

whal ourcotllllCtllors were producing.
An is a remarkable thing. Unlike the mechanics of tile

game where something eilher works or II doesn·t. art Is sub·

}cI:ti\'C. \\11at one personlik~may not be !he same as whal
someone else like.... E\'eryone has diITerenttaSies. So the idea
Is to preseltl a brood enough range ofart to appeal to our audl
encl'. and slill ha\·c a collsistelll enough look to the art thai It

feds cohesh'C as an Intellectual property.
So much has dlllnged ill the world ofart. 100. In Ihe begin·

ning, Ihe <ITt ofD&O was black and white iIIustrations-lwnd
drawn by a relatively small popu];ltlon of artIsts. Now there
is a VUSI pool ofralliusy artists all over the world. Addition·

ally. technological advances ha\'c tllken nrt to new hclghts.
Computer generated art has opened the door to a new world
or possibilities.

One of tile many challenges I was faced willt was Ihinking
about our audience. \Vhat do }"OU want 10~? lfwe want 10
grow our audience and kttp D&O going for another)O }"Cars.
what do the Il}'C::OIr-olds oftoday want 10 see in agamc11fs
my job to Iry to create a look Ihat will appeal tocurrclll gamcrs
as \\"CII as to new garners we hope to acquire_ That means that
there may be some art that you really like and some Ihat you
llIay not be as crazy about.

In the end. it is my hope that the look of 0&0 will not
be thai drastlc:llly (1lfTerenl rrom what we all ha\'c comc to
know and love. Bycontilllling to work wilh some orthe bcst
artists ill the fllllWSy genrt:, by addinglllllre navor and Inlro­
ducing flew arlislS from around the worl(1. we hope 10 make it
e\·ell beller.



- ~ - --~~~~ - --~-----------

"CREATING A NEW LOGO .~.
------~----_. __ ._-----~-~---~ --

-Sracy LOIIYSlrCel

The creation of a new edition includes deciding what changes
,1Ild what remains the same. The logo secmed like a good place

10 start. At the time that lhe art process beg;lll (summer 2006)
we did not yet have a dear picture ofwhm the new gamc would
be. There were many discussIons about whether this ncw ((B­

lion was going to be a completely new g<Hlle. or jusl a cohesive
update to the 3rd Edition, or something in between.

Based on this. the thoughts aboulthc logo were quite simi­
lar. Should we create a brand-new logo or j\lst:l refresh ofthe

current logo? Sil1(,:e we had the time and no real answers, we
explored the possibilities and came lip with both a logo that was
similar to thc current onc as well as completeJy new deSigns.
It was a fun and interesting experiment and one that marmgcd
to answer some questions and make liS ask some new ones.
We began to call one oflhe logo desigrn an "evolution" and the
other a "revollltiOll."The more we worked 011 it, the more we
found ourselves liking both executions for different rcasonS.

Ami we hegan lO debate the pros and conS for producing
either one.

The things we considered were: \Vhat does this logo say
nbout the g<llllc? If the gume Is on Iy an updnted ~'ersjon of
Jrd Edition, then shoul{ln't the logo also belli would be odd
to have a logo that was completely new If the game was not
as radically different as the logo change. And vice versa. We
(liscllssed the value of a logo thm was recognizable and the

idcntityofD&D for the last 8 years. Uo we just throw that
<lway"l vVe considered cverything.

And on n completely differentllote. in Ihe case of either
logo we nddrcsscd some of the problems that the currcnt logo
had created. The design ofthc current logo caused certain
production problems. It did not sl<,;c down \'ery well. AmI it did
not fit well in spaces Ihat need a narrow horizontal logo con­
figuration. The background plate also creates sollle produdion
issues. So \vc went lonvard trying to !.;Tcatc a more functiona I
logo deSign. one thaI wOllld have more versatility for a broader
range of uses,

\Vhat you sce 110W is the resu It of a t('am ofgreat creative

people working together to produce wl1<1t we wound up calling
the "evolution" ofthe 0&0 logo.

We hope you like ill

ARTIST'S CoMMENTARY
-William O'Connor

When I was asked to work on the 4th Edition ofthe DUNGEONS

" lJRAGONS game, my Initinl renction was shock. I h<ld grown
up with the work of Elmore and Parkinson and was inspired
hy the work of Lockwood in 3rd Edition. To be asked to add
Illy Impre....siol1s and Ideas to thi.... augu....t history was daunting.
\Vorklng with Stacy and the whole design team put me at case
becmlse I contirnlally rt.~cived encouragemenT that my work
W<lS wlmt they were looking for, ilS well as cOllstnlctive critiques
when I had gone offcourse,

My fLrstimpression ofthe assignment was to usc wlmt had
come before <lnd build upon the established <lesthelic ot"the
world ofD&D. That was veryimJXln<lnt to everyone. ~The World

of O&D." \Ve <lJI know wlmt h looks like. we've all grown lip with
it. and I merdy wanted to reinforce It. J wanled to establish the
idea ofellch race in broad strokes while giving each ofthcln a
distinctive look, wit hOllt straying from the classic archetype.

Allin all, the expcricm;e of being a part of the 4th F.dition of
0&0 Is <I dre,lln come trllt. It is very hard to believe thatlhc

l2·year-old boy that spellt hours drawing chafilctcrs would
grow up to actually work designing the g<lme thm inspired
him. I feel very lucky to be a part ofsuch a great team, <lnd
to be able to work every day with some of the most talented
people in the world.

NOTEBOOK ANECDOTE
Andy Collins, 5/512005

THINGS THAT WOULD MAKE ME HAppy

All classes effectil'l1 lit tIll lewis. Gumc is fun und plnynble ut
aU lewis. DUIlf.won excursions rasllhrouHh /finny Cfl{:oullfcrs.
Game rewards taclical play; smurt decisions lire "ri.qhl~ (and

I'ice versa). Dcfcat is 11Ieflllin,q{ul but (usually) notfiJ1aL Game's
expecliltions are c/C{lrer!O rll~)'ers UlllJ OMs, CharaCicr clUjSfS

prol'lfle c011l11dlin8 archelYpes. PC ream is a collectiol1 ofil1/er­
chanw:able parrs. All chuwrters call participale 11I€flllintifully
ill 1111 CtlCOlltlters.



\Vht'n the game gets to the point where we know the holes and
pitfall.s in the ruie'l utll enough Ihal we COI15lralll our design in
onleT to a\'Ok! them. i"s lime for a~ SCi ofTules.

EMAIL
James Wyatt. 11312006
Subject: \Vhy we need a new edition

•
les~ time on the detillis and more Ihne on the cool factor for
future designs, we'lI all be bener off.

EMAIL
Andy Collins, 4n0/2006
Subject: What Is and What Could Ik

EMAIL
Bill Slavksek. 51112005
~ubject: Prh'atc and Personal: Orcu§ Ik...ign Tenets

EXTREMelY CONFIDENTIAL AND PROPlllh'TARY!

ORCLIS DrSIGN TrNETS

1. It must be M.edieval, Fantasy Rolel)laylng.
This Is stili DUN(lFONS '" DIlAGUNl>. and we need to stay true

to our rOOlS.

2. Dungeon Master as Storyteller.
\\'C\'C discussed pitting the 0.\1 as an 0PllOIlCllt. but we

believe that the OM as stof}"teller is stronger and better suits
our intellectual property.

3. Cooperative Play Experience.
Likewise. we walll to maimain the coopcralhoc. team

aspects ofadH'nluring parties.

... Rase Mechanics.
J\ct'p the d20. high rolls are good, dasso, 1c\c1s, and fan­

tilS)' races. Keep II a unified and mechanicalJ) 'IOuoo game
~ystem.and follow thallhrough in all areas.

S. Three·dlmenslonal Tactics.

\\'c want 10 continue using miniatures in 5·fOOl squares. \\'e
U311t to design minis game (skirmish) to work with Ihe RPG.

'lore discussion on how this occurs 10 follow.

6. Options, Not Restrictions.
\Ve w<lnlto maintain this philosophy into the new edition.

rhougll we can see places in the game where we might wilnt 10

ha\'C SQme reslrlctlons in place for play balance,

7. Improve the Game.
To best I>resent a nt.'W ediljon. we need to create a better.

faslcr, more robust gamc. ImJ'Im lIlC.nts might include some·

thing cool al e\'cry Icvel, more design space/currency for
character options (but watch the complexity). better miJI: of
Hunch (mcchanks) and nufT(slory/roIcplaylng elements).
Remo\e problematic rules. spells. !iubs}'StellU.

8. Make the Game Easy to Design For, Dc\·elop. and Edit.
3.0/3.5 Is a monster to design for, from stat blocks to

cncounter !xllana. Lei's fix that this time out and makc It
easier for us to create products in the future. If we can spend

It strikes me that Ihe most Important qu~tk)ll to ask regarding
Ihis rul« set vis-a-\is the ruture ortlle game is no( -Does this
workr but rather ·Could this workr

Its pretty easy to sec parts of tile Orcus ,'ersion that don'l
quill' work as thcy're intended. but In my opinion. those obscr·
\'alions-while uscJul ill the long run-are really ofsecondary
importance right now,

\Ve must force ourselves, instead, to evaluate what the rules
set alms to achic\'e with its various new clements and deter·
mine if we bdieve thaI ,I) its goals arc appropriate. and b) It's
headed In tile right dlrcctlon to achieve those goals.

For example. whctller Class A Is beller or worse than Cia......
II, or whether the aUrition mechanics hif the right balance, is
largely immaterial at this sl<lge ordcsign.

\\'hal's much more signiOc31lt (using the laller example)
is whether we think that the idea of reworking D&O's Iradi·
tional allriHon mCChaJlic to encourage longer-term adventures
Is a) a good goal that b) we can ac.hie\-e by de\'eloping the
concepts presented in the ruld set. rrhat's one example ofa
goal/concept from Ihe rules set. mind )"ou. but certainly not the
onl)" one,)

I'm optimistic about our ability to turn great goals and
concepls into a great game, because I believe that nc\'cr in
hislOrJ has any compallY put togelher a deparlment with
grealer ability and drh-e to design, de\'c1op, and edit a truly
greal new RPG,

And thm's exactly why we need to determine whether tltls
rulcs sel has the right goals and concepts. Lf they're the wrong
ones, we'lIlikc1y publish a good game, bUlllot a greal one,

But iflhey'rc the right ones. thc game we puhlish will truly
be great.

A lid that. my fricl1lh. wHi be a Sigh I 10 behold.

EMAIL
Andy Coltlns, 10/24/2006
Subject: Terse replies from Dev Icam

Ifyou get a terse reply from a de\'c!opcr (whether \'erbally
or via email), please don't read any animosity or annoyance
into it,

Wc're just reaUy pressed for time (particularly right now).
so our communications mOl)' be br~fer than normal.

Ifemail lsn'tgellingyou the reply you want or need.tT)'
face to-face, bUI pkase be patlenl and understanding ifwe can't
spend as: much time on something as you might like,
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HEROES IN THE WORLD ; -
~- ~- - - - -- ---

-Rob Heinsoo

4th Edition player characters arc unabashedly the heroes ofIIle

l111e.ln a world oftn"gicall}()\\'cr~ ,md terrifying threats. player
dmmcters are people who possess the polclltial for greatness.
E\'f'1l at the start of their careers. in the hardscrahble world

ofthc beginning advcl1turcr, player characters have abUitics
th"t sct them apart from other mortals. They won', necessarily
survive. but ifthey do. they're destined (0 tap illlG powers and
abilities that afC simply not availahle to the vast majority of
other beings popul,lting the world oro&o.

EXPANDING mE
SWEUSPOT
3rd Edition had a sweet spot. Somewhere around 41h or Sth
level. ch.1raclcrs hit their stride. poSSC:'Sill~ fun abilities and a

number orhit poinls t hat allow the player character!. to sl iek
around long ellOugh to nse them. Somewhere around 131h
or 15th le\'e1, the sweet SpOl gels a bit sour for man)' da"Scs.
Skilled players frequently disagree wit h th,lt ,lsscssmelll, hut

the !.ruth is Lhat man}' 0&0 campaigns more-or·lcss risl' oul of
c.xistence, As rcs purSue tile most fun reward in the game­
levellng up-they gct doser ,md closer to the levels wht"re the
abilities ofthe st rongest character~ eclipse those of the weakest
c1lllracters, where hard mmh and a lTlul!ipliclly ofchoices push
DMs Into increasingly hard .....ork Lo kl-"i:I' their games gOing.

r-~----- - - -I
I 3rd Edition; Tools, Not Rules
) 4th Edition: Tools that Rule I

L~ ~ ..J

4th Editioll aims to explllUlthe swcct spol. We walll PCS who
starllhdr C,Irl-'Ct'S as h,lrdsnabhle rangers and begillning
wizards to cap their carcers ,It 30th level as demigods and
ardllnages. Our goal Is to make games III the high·20s play
almost as q\lickly, and just <IS srll(HJthly, as games in the low
single digits, Since the bulk ofthis preview book etJllCNnS l1avor
,md style nil her than game met;h,mies. you're Ilotlikdy to hear
a 101 more about this lmderlying motive. But it's there,

One of3r(1 Edition's udV'lnces was to rmx.lel monsterS usi ng
the same tools Ilsed to Illodel plaJer charuclers. 3rd Edition
player characters and lllonsten; ealculutc ahility scores, hit
poi illS, sav('s, atlilck bonuses, ,llld skill runks using the same
mechanical structure. 4th Edition recognizes the Vii lue of usi ng

the salTle tools for PCS and monsters, but opts to turn the tools
to a new purpQSt':,

The parameters and basic gamc mechanics for 4th [dilion
player d13racters arc IIOt identieallo Ihe ru les anll powers used
by the world's monsters and nonplaycr chanlCters. The PCs
arc going to be 1)11 center stuge «Ir the life of the campaign ,mu
deserve aillhe power options and cuslOmizaUoli features that
the system can bear. Monsters and most NPCs are lucky to

nppear more than once, particularly if they're encountered in
combat situations.

So we've made 4lh Ellitiol1 Simpler to run ,mel pia}' by
Simplifying monsters ,1ll11 NPCs. The ncw system is nOl overly
COnt.:crned with simulating interactions between monsters

and nonplaycr characters when the PCs are not on stage. 4th
Edition orients monster design (and, to some extelll. NPC
design) around what's fun for player characters to encounter as
challellgcs. Intricate lists ofabilities and muliiple signifie,ltlt
exceptions·based poWNS are reserved for the PCs rather lhun
handed out 10 every monster.

POWER SoURCES
-Mike AJl'tlrls

Power sources hal'e always been in D&D, but no one ever
bothered 10 pay attelll ion to them. j'rom lhe earliest da}'s ofthe
game. it was dear that wl7.ards (then called magic·users) tapped
Into a dilTercnt source of11I3gic than clerics. tater on, classes
like the druid a nd illusionist scemcd tl) tie into simil,lr SOli recs,
but it W<lS ne\'cr completely de<lr. As the Ramc cxp."IlldcII, psion­
ics clearly sl;lkcd out a comrletely dilTerenl ~ource of power,

4th Edition makes the move to crcate more \,jvid differences
between the sources of Ill<lglcal power. It aL~() creates a source of
powcr for ch,lr<lCtcrs who don't usc milgic, such as fighters and
rogues, WhUc these characters dOll't cast spells, at epic levels thcy

eventually gain the ability to perform superhumaJl feats. After
all. SOIllC ofthe greatest heroes of myth and legend toppled
btilldinRs with their bare hands, wrestled gods, diverled
rivcrs, and so on. The martilllllOwer source allows liS to dr;lw
a dear Ilile bdwcen a mighty hero and the average person in
the world nfD&D.

Power SIlUrCC~ (~xprl:SS their inl1\ICllCe O\'er the game
through design strictures and tile general feel 01" the dasses

that emrloytllem, We all know that divine magic heals and
urcane magic docs more damage, That sort of divide provides a
fOllnd;Jlional building block fhat we used as the model for fur·

ther tTaits to diRerenliate the sources.



Going forwanl, power sources are a useful 1001 for concept·
ing and creating new character classes. 'When w~ release the
psionic classes. you can eXI>cct that we will do more to make psi
powers dllferent from an:::anc oncs, rat her than simply ~tc,11 the
same mechanics. Hy the same token, when designing the Player's
HmuJboolr we took care to leave space QPCn for the power sources
we knew were around the cor ncr. For instolllCC. we e"recl that
psi characters will havc morc powcrfulmethods for comrolHng
their encmies' minds. Thw;, we toned down some of the mind
control and charm ellects available to arcane characters.

The exciting thing abom power sources lies in the design
options t.hey open up. Divine and arcane magic are built to
servc as independent magic systems. rather than as the core
definitions of how magic works in D&O. This decision has a
subde but important impact 011 deSign. A~ note(l al)()vc. it lets
liS avoid a kitchen sink approat:h to spell design. \\'e 110 longer
have to put cvcry single imaginable spell effect into divine and
arcane magic. relegating other forrns ofspel1cilsting to merely
mpying existillg ~pdls. \Ve ,lfe also frce to create bigger dif·
ferences bet ween classes wit h01l1 worrying about strnining
uedihility. A da.~s likc the wu jen or the hexbla(lc might US('
a wrnplctely new and differCIII type of magic. allOWing us
to reinvent the ground rules rather than use what has come
before. Since those classes clearly use magic ill a different
manner when compared to a wizard. we shelve theTli under a
new power source, build 11 system of magic that works for their
nee(ls. and create spells tUlled to them rather thnn simply usc
the 3E wizard/sorcercr spelliisc.

LONGSWORDS
AND LIGHTSABERS
-Rodney TllOmp5011

Though you might think that Luke Skywalker alld nartl]
Vader don't have much to do with the evolution of DUNct:oNs
'" DRAGONS. rou might be surpriscd at how closcly the two arc
imertwined. The Star \Vars Roleplayinn Game: SaRa Edition core
rulebook servcd not only ilS a platform from which adventures
in n galaxy fnr, far away could be launched. it was also an early
testing ground for many of the concepts that eventually made
their way into the 4th Edition ofD&D. Though thl' Slar Wars

game has a flavor a1J(lllll'chanics all its own, conceptually
mally design COllccit_~ come from the carly design rllld dcvelop·
mell! for 4th Edition.

The STAR WAns system had the benefit ofbeing designed
nt a time whcli lIew concepts hild just been introduced into
D&D (via books like 10me ofBattle: Book ofNine Swords) and
when the game's designers were starting work on 4th Edition.
IJlITing the early days of the design process for Sa8" Edirion,
ideas and concepts were filtering down frorn HPG H&D ,Ind
into the Srar WIlrS game. rdeas like. "givc players options when
designing their characters." nnd "kcep the combat round q\lick
ilnd easy to lInderstand,~ fit Slar \Vars as well as D&D nnd wcre
simple to irnplemeJlt. Others seemed radkal al first; the shock

Ha.!fIinn
.fl8htcr

of learning that we were giving 0\1\ more ability score increases
()f of the demise of skill points were some oft he most startling
moments of the enlire design process.

The changes being hilnded down from H&D were oftell
shocking but always fired lip the designers' imaginations.
Replacing saving throws with static defense scores or elimi·
nating ability damagc werc minor changes compared to the
wholesale removal of iter,]t ivc attacks. Chris Perki ns. al the
time the only in· house designer working on the Star \Vars
hook, would come to the rest of the design anu developmcllt
team with ideas and concepts that had thus lilT not been seen
in a d20 game. Those ideas had !>eell part ofcore design phi·
losophies for the earliest versions of4t h E(lition. Since SaBa
Edition carne out first. it became the perfect rest for seeing if the
mechanics could work togcther and form a playable system.

Once the core phl1osophics wcre in plnee and game
mechanics were de\'eloped, the process thcn turn<.'<! to making
the system into something thut reflected the type of gamcplny
that a STAR \VARsgamc should hm'c. In many ways, this WilS

the fi rsl test of4th Ed ilion: to see how maJlY orits core concepts
could he adapted to roleplaying games of dille-rent stripes. By
the same token. ,he development process for Slar \Vars revealed
a mlmberofways that tJ1C original mechanics could evolve
into somet hi ng morc exciting and playable. As II result, the
mechanics that will cvclltually be in 4th Edition are partially
innuenccd by lhc development of the Star \VMS rulehook.
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CHOOSING THE ICONIC RACES " ',
,--- - -- - - - - - - - - --

-Richard Baker

Qne of the long-unchallenged aSS\lnJplion~orllle DUNGEONS
&. DRAGONS game is thm the world is populated by a variety of
dilTcrt.:nl [ulltas-tic races-elves, dwarves. hillnings, and so 011.

Naturally. one ohhe first things we examin(:d for the new edi­
tion orthe-game was the purpose and mechanics ofch,lraeter
mee. What were character races doing lor the game? \Vere we
creating compelllngslories with our races? \Vba! more could
we do to make our v;slon for some oflllC more familiar fUlltasy
races uniquely our own? AmI finally. which races should we
include il1lhe game?

\Ve decided \'cryearly in the process thaI we wanted
character race to playa more impor\:l nl porI in describing

your character. In earlier editions, your character's race was
something that you chose at a single decision point during
chamcter cremion, Your race pick bestowed a whole coUee·
tion of static. unchanging bellcnts at Ist level (many of which
were useless dUlter on your character sheet), and never really
~gre....,-" with your ch<lrarter, A 20th·level dwarf had the exact
same alllount of radal characteristics as a Isl-level dwa rf--and
during the nineteen intervening le\'els, the overall imporl.'1I1Ce
oftJlm long-ago race selection had diminished to a liny portion
of the ch,.racter concept.

That led direclly 10 the first philosophical shifl in the wuy
we look ut races: Hathcr than consider a race a simple package
of ability modifiers and spccii.ll abilities you choose at ISl level.
we decided to include higher·lcvcl fc,lIs that you call choose for
your character at the appropriate time, For example, dwarves
are extraordinarily resilient, so Ihey gain the i.lbility to me their
second wind jn healing abilityl one more time per cncounter
than other dwractcrs can. Eladrtns gain the ubHit)' to step
through th~ F~ywjJd to make a short·range teleport, You migllt

remember that races such as githyanki or drow gained access
to unique powers when they reached certain le\'e1s: this Is an
extension of tbe same principl~,

One idea we borrowed from the FOIlGO'ITI'N R~:AtMS and
EBERRON Call1pai811 Setlin8s was raclnl fcats-a (;ollectlon of
special tactics. resistances, or cdges ke)'ed to eadl race. So,
not only can a dwarf choose from <Ill the gennal feats in the
game, he or she can also choose dwarf·only lellts, These rel11<'.1ll1

,Iva liable throughout a character's career, so they help race to
remain rdevi.ll1t cvcn for hillh"lcvel characters.

A slllall problem that handcuffed our deSign tn3rd t::dition
was the 1,lck of~sp3ce~ for 3hility bonuses and special benefIts,

Because the r,lces in the Player's HmuJbook were all balanced
against each other, we couIdll't i.ldd new races In later products

that had signlficilntly better 3bilit)' modifiers or bcneflts,
because they'd obsolete the core races ofthe game, The piltch

we used ill 3rd Edition was the notion oflevel adju5tmem
(more Oil that laler), but with the new game we have a new
opportunity to address this problem. Character races flOW olTer
a ~net I>ositi\'eH on ability score modiners, so there's more room

for n~w character races to sland.
\Vhieh brings me to the fun part Oflhis discussion: The

process ofdlOoslng the races that wOllld be iconic to the new
editi(1I1 urthe game. E3rlYOll in the Scramjet process I Si.lt
down with our 3rd Edition game products and conduUed 3

<Iuick heml cOllnt of player ehunKter raccs that had appeared
in core D&D,I'OIlGOTHN REALMS. and [IlERRO;': game prod·

ucts. Just how many PC races were Ollt there? To my surprise
I camc up with /35 PC races, ranging frolll the aarakoc:r-d to

the yuan-Ii t3inted onc-3nd thi.lt was not even counting every
monster that we provided with a level adjustment, or the ra<:es
presented in Sm'(I1Jt" Species or 1)Il,\GON Mligazine, J leek, we
had clevcn ra<:es ofelves.

Some or these raccs were clearly core con(:epts of t he
game, YOll couldn't imagine a D&D game without elves,
dwarves, humans, or halflings, Another half·dozell or so

races seemed to merit a dose look bused on legilcy value if
nothing else-for cxumple. gnomes, half.elves. or half.orcs,

After that, we had a couple dozen dlamcter races rrom a
wide variety of3rd Editjon sources that were particularly
interesting, evocative, or creative, Gin'n that immense

wealth or races fO pick from, and the ability tocreatc 3S many
new ones as we wanted to, just how mallY f3ces d itl the D&D
g3me really need? ,"\lhiclt ones from the big list desef\'ell to
be at the from of the line? And which ones did we want 10
qnietly disappear?

'1'0 begin sorting out the list or races, 1 noted for e3ch one its
source, ~traction~ (my assessment orwhich races were actually

gelling pla~d based 011 what we could nnd In online d,aller
and office games), and Mhook,~ a one-sentence rellliudcr of
what a race WliS. For ex,lInple, Ill)' hook for dromite was ~litt1c

psionic inscctguy.~Then lhe whole Scramjet team sat down
and plowed through the list nne entry at a time, We prioritized
the list into l:barac.:ter ri.lces that had to appcllr right away In

4lh I3t1Jllon, Ch'Hacter races that should e\'cntllully uppear.
character n1ces Ihllt \'\fC might bring into the new edition given
the right product, and cha racter races we would deliberately
never prilllag:lln.

Once we had this list, we usked ourselves the qllestioll,

"What's missing?" Could we think of any iconic fantasy races
or cultures that hadn't been represented in 3rd Edilion and

=-1===========



r~ 10 rome rorward?We brleny kicked around the idea
ohhc ~,alkilIK IInimal~ rac:e: afler 1111, Ihe Namia movie was
prelly good. and talking animals ..how up all o\'er the ptac:e in
fillllaSy literature, But we Susj>ccted 1hat the mechanical design
of such a race (or collection ofraces, really) would be n:ry dim
cult, and we were arfllid thaI most foils in our audience wouM
see talking animals assomc lind ofbad jol.e, While thai bil
olbrainsuJr"mlng didn't work SOIlK' addidonallwainstOfll1ing
did: We realized that w~ had se\~ral ,"ark:tksof-dragon man~

flIHllng around in lhe s)'SU':m. and Ihat we might rombinr them
Into II single c:h,lrnclcr race with its own unique culture. S(Xk:ll.
and lJlC(:hanicalllkhe.

\Vlth our big list ofcharacter rnces pared dOWll 10 a more
manageable collection. we took II look at our planned product
schedule and begallio pencil In spcclflc races for :,:pl.."4.'IOC prod
lIelS. Wc decidc.'<1that the nrsl Plurers HWld~ ncwed Ihc
l~mng--oDC'olourmost popular and enx:athe ~W<'Ond string
ers~ lhroughoul 2nd and 3rd Edllion, and a naturalc~
for pla)fl'S Inlef'e§'lcd In crealing warlock cltara< ters-and the
dragonborn. a ~new- character filet:. hen though drilgollborn

didn't ha\'l~ any kind of hi' tory with the audicncr, "" felt thaI
it \\a~ ill1llOrtantlo grO\\ Ihe O&D world by allowing the mix
ofchitf"dcters to c\llkc In the new edition. Fanlllsy Iltrrulurc,
gallllllR' movies. lind tcle\lsioll hn\'c alllJccome much more
COSlllllllOlilan and less tied 10 traditional European mytholog)
on'r Ihe l:lst 10 or 1S Jears. so It seemed like it was tln~ for the
0&1) g:lll\(' 10 do the sanK' right at the \V} foundation olthc
game S)'Stel1l and galllt' world.

Hnall}, we lool. on t1~ IUOSI serious and contfO\CJ'Slal part
or toc worL.; \\'(" decided 10 lakc each character ract bad: to
Ihe dr.mins board and reconcept ils stOf")'. its role, and lis look
from st;ratch. For example, haJnlllg~ were simply 100 'mall In
3r(1 FJltloll. You could creale a hnlnin!l who weighed us lillie
as 30 pound... That's like II human toddler, nm a heroic ndvclI'
tun'r. 113111lllg~al,,<) lacked a real place oftheir own In Ihe
world; ehe-; had forests, dwan·cs had mOllrnains. bUl halning'S
didn't rea II} lin.' anrwhere. We think }'ou'll find Illany oftllCS('
ch<lll~ lo)'OUr lillng. dnd othcrsJou might wunder about­
but lhe whole idea Is to gh~ JOU a new SCi ofapcc:tatlons fOf"
some ofthe oldesl components ofthe gan~ wodd.
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HUMANS .1
,

- - -

-8ruu Cordell

Stork's, myths. ami k8ell([~: People build thdr ldelltilll'~

upon narralln~s thot d(".c:rlbe their past. Is Illlll\ wonder Ihat
hUllIans" with thdr "agll(', ambiguous. and onen demolJ:>trably
false origin m)"lhs" are lile nlOSl changeable rau' ofany"" ho
strkle Ute world?

When the dW<lnes speak ofbeing chiseled from lhe bones
oflhc earlh, and Ihe eh'aslng oftheir kaf)' birth intm­
untamc~d Fe)"wlld, humans can only wonder" I Will \\ hat mold
did humansspringlWhal god or primordial fashioned tocm,
Ih('n abandoned them 10 the world \\ i100Ul guidance or ~upcr­

\-i~lon?Or did II~ ari . as some leaJTk-d $aRCs claim. from the
clay of Ihe world liself, O\'er millennia ofslo\\ \ariatiOI1 from
les)Cr beasts?

With no true knowledge uflhelr Ix-glnnlng.lm:l..lng any
filll1lllarlty with a crclltor, and ab~elltll ucOnC'd higher pU'l}ll'l'
a P;)~nt deity mlghl prm Ide, hum3nlt)' claimed for il<;elf IIw
right to delermjne Its own direCllon.

l1lUssince humans nrsl bursl upon Ihe "orld.,hc~ han_"
been a ne'(ihle. unpredictable, adaplabl(', and slran~l~

malleable race. The IrUlt's and ~ictles hUmal15 creale for
thl'm'"Ches are a~ \ark'd as alllhc lea\e5 In Ihr forest. Sollie
culturc-s are enlighlened. some are cruel. Some priJ;C art abO\e
all. others the ,,,lor of mllilill') conque~l. TItOSt' thatl~rsht
10llg enou~h 8ro\\ lar~er and largC'r" evenluall) clllcrs,:ing a~

grand empi~.
II Lllllilns dallll IlIUlIY past empircs. Each empire exaht'd

liS own unique sci of virtues. Some \\'cre rcolm~ go\"crllcd
by n CIlSlc of fearless wnrrlors, some were rigid theocracies,
somc were sorcerous tyrullnles,lllld some \\'I"re farnung
mercalllile empires telhered together by sllk,l>lcd. and gold.
In Irill h, the siory of humankind Is Ihe tale of lhe successh'e
rlS(' ofgn~al empl~.

And each rise prccroed a subsequent. seemingly ineyiwt»e
fall.

Accordingly. hUlllanh(s proud claims ofil!; mrriad rises
to Iml)ll':rlal gkw)' are bc::smlrdltd by the fOCi thai e\'C.l')'one of
lIs cmplfM now lies long loppkd. Man) are ~lllC'.lDberedonl)
In relies" ruins, and lIl)"th. E,'en Xerdth. which perslsled wuil
a mere ccmllI)' ago. was nnally m"erthrowlI b)' hordes of01'0,
goblins. dCIIlOI15. llllll-some say-a SCCfCl cur...c.

Now Neralh·... ruins, IOO,litler the murky world: only
lldvenlurcrs are bra"e enollgh to pierce the slmdows that
lie lH-IwCCI1 \OJ hal 1'iOlated outposts remain, Ilumall c1vllI/Ai
lion exists as widely scparmed I>oinls oflighl in a world of
untamed, mfsterious ddrkness" Mall)' are happ)"10 rcmaln all

,hcir lil within lhe pen:eh'cd safelY of their fanning hamlel,
"Ulage'" alld e\'C1l thc occasional city large enough 10 claim
it.selfa slale" SliIl, lalesofgreat rid~ that lie unclain~ In lhe':
n!ins offallcn klngdQllls lu~ e'<pIor rs Into lhe" lids. where
frontier jwtlce 1\ the rule.

Ilumam kno\\ thclrdesciny i.. ) t undecided. nM)Ugh
thcy'vc fallen OhC'I1, I hey also know Ihat tocir am.~C-'itorspcrsc­
\ered In the face oflerrihle odds 10 build societies thai lusted
centuries, JllU\ Ihe race I)()~se ...ses a stuhborn conndcnce
olhers somelimes nlKI peculiar. A 11I1I11(,II1'S ·cRn·do" 1111 itllde
Sl.'el1l~ out·of pl,ICc for Ihe ,l\I'ragc villagc farlller, yel the Mln
or daughler ofthm fanner could \\ell rlsc from obscurhy
to !>N:UlIl(> the llelel hero of the.' aRC, forging the first link In
311 cmpin: Jet unborn, Such bill(> sll3rk thai burns III e'''cry
human hC'art.llumans are ambitious. driven, prdgmatic. bold,
creath·c.llnd resourceful: tbe) are a race from "hkh heroes
often spring" but also \ illaJns.

Illlman heroes (alKI \ iIIalns) are dcclsh"c and !>Ol1letlme
rash. I he, a~ eager for nc\\ '-bias and IH:\\ cxpcrknccs. ami
a~ a resuh arc dra\nl 10 explore th(' darl..esl reachcs ofthe
\\orld ill search ofkllowlcdgl" and power. The) hurl thelll
sclH"~ Into danxer more readil} thall other races. dealing
with COll'CqU('llCC) ,I' they arhe. The)' are Inclined to aCI first
and ponder later, lru~l illg 10 t Iwir nal h'e resourcc.·fulness.
fiLith.lllld will to prevail to 'iCC thelll throLlgh I>crllou'i situ
aliulls. ~Iorc lhan a few humans pcrl..h \\hcn Ihc)' push too
hard and I;lr. but ('lIollgh succeed Ihat Ihe race ah\ay.. mun
ages to slep bad. from \\hdte\cr brink thclr hubris pushes
thclII 10.

\t all carl~ age. most humans learn to handle alleasl OIlC

\\capon. c\ n IfIUS! a daggcr or a farm implement. Sinu
'eralh\ rall,e\cnlhc common foil.. nnd II handy to ha\'c
~llIe knowledge wilh the crosslx)\\ ...ling. or olher ranged
weapon Co hunl game and 10 defend their home, from
creatures Ihal roalll the encroaching wilderness" !lumans
appreciale thaI connlet is Ilc\-cr fllr frolll their homes und
stand relld) to drh·e ofT 3 marauding bandit balld or wallder­
Ing UlolI'ter.

\Vhlle lIlany hunHllls are content with learnIng a
wcapon or two and de\'e1oplng Ihelr oWIl'martlaltalellls. a
few find that the alien and sometim~sfickle art of arcane
magic h "orlh looking Into. especially .. mong the upper
class and nobillt)'" The requircments oflhe craft. alleast as
commonl) practiced b) wizards. put arcane magic bcyolKI
Ihe meal15 of colllUloners unless they are Iud.)" enough to
apprelllice 10 an alreadJ eslablished practitioner" 1n larger
communities. human '\l1:ard gacher logcther In 'Imall
guilds or colleges.

At till" same time" human.. lire dmwn 10 dh'lne magk'"
IlulIIlIliS arc often culturally pious and ea,ily lake to thc
worship ofgocls" Somc worship the enUre pantheon us appro­
priate til II ghen sft\l1ulon, while ot hers commit thclIIseh es
to the sen icc ofa ..ingle higher I>owcr, such as Pelor or rOllIl.
More Ihan one p;lsl kingdom dcrh·ed its law (rom rdlglous
texts and ~leahed clerics oyer kings"
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HUMANS "

-Continual

Rcgardkss ofLhc: god or gods humansc~ 10 rCH're, Ihey
41\1oOl}-s look to the hOri7JJ1l..sttL:11I8 to «'Xpand their Innuentt and
.hclr territory. Theychasc: powt'r and WOIllllochangc the wond.
for good or for ill. Their settlements are amollg the briglut'st
points of light III a \cry dark and untall1ed world, and hUlTIilm
cons-In lilly Sft'k to explore new lands (lnd sculc new fronller!>.

I he last great empire was rulC'tl by hunmlll>, and it 0)1\

lnlrlt'd a place lor ..lithe C0111111011 races. EWI\ though It has
filllcn Inlo ruin, the remains oflhc empire \1111 ..cn'c as home
10 hUIl1:111S, drngol1born. lienlllgs, eh'c", d\\ilf\Cl>, and others.

The human desire 10 push past bollndarks finds expression
beyond phy5k:a1 exploration and !i('lIlclllt'1I1 oln('\\ lauds. \\ hkh

III lnuh Illost hUlllalls" iIlll('n~rgel a chall<C 10 cxpertencr.
Artistic works allo\\' all) human wllh Illlajo;lnal\Qn to crealc
nt'\\ realm~w i1hoUilhe worn- of being a~sallh...d on the rood
b) bandits or having a new ~'Illelllelllallacked in the nighl
b)' IOOlhsOI11oI" IIlOflsterL Whole Ill'w world~ ofwonder can Ix
found Il~rdy In color. sound, form. narrallon, and surprislnR

"uman rOffue

colllbtnationsofll~, Indeed, human an eJltends across nil

furms: IJalllting, sculpture, music. poelry. storytclllng, a,K! 1Il0000C.

\Yhlle Olher race.. ha\'e Ihelr own preferred al1 forms. humans
ha\~ no specialty alK! can exed ill allY medium.

Recauseonl) IWOor al Il1OSllhr« human general Ions are
alhe ~Imultaneously(d\"CS commonly coaJst alongskk grCdI
greal greal grandparellls,III comparison), human sodl'tln
mal 'tC."ern mon:: lurbulenl thallihose orlollgerlh'cd r.tCltS.

Wlthoullhe weighl ofgrncraUolls 10 hold a panM:uJar soclelJ

10 a partk:ular path, new generalKms usher in rla" IDIJdrs of
Ihought. eOlllllleKe, arl, and Inn()\-dlion. rhis 3S1)("C1 ofhuman
ch-lli7.alion is Ihe drh'lng fOfC(' hchind humans' adaptabllllY
and .'iiUCCCS!l, but 11 al50 often leads also to tunnoll and re\'tllu
lion. IIms the taCt"s greatesl slrcngth touches Individuals with
(al<lmily and war.

Othcr ra(e\ convcniently view humans as a wild and IInruly
pt·Hl'lc. Ilowc\cr,lrforced to admit 11. evclllhe race's !>Iern
"\1 t:rltlcs rl'H'glll7.e Ihalifhumam ha\'t~ a Single positl\'e trait
sharcd by all. it is Ihelr ability 10 ne\'cr gl\'~ up. If they filii In
II to..l... Lhey try a~aln and again Ullllllhcy C\'enluaUy succeed,
I flhe ta... 1.. call"Ix· cornplClt'ti hy t his generation, perhallS tl~

neXl gcncralJon can pullil on. Ifan empire tumbles, well, in

a ttnttlfJ or IWO, anothcrone will ri~ up.lwice as grand and
glodous as lhe pte\ious on~. 1\0 goal Sttms out ofreach 10 a
determined human, and no ambition 100 grand.

HUMA FRAILTY
\laHht'_· Sn-nrtf

I he ltd l:.dilioll I'la}1TS I lunJboot describes humans as ~the 1Il()!,1
oldalKable. flexible. and ambitious people alllong lhe COlllmOIl

r.lC(.~~ and human ach-enturcn as ~the most daring and umbltlous

Ulembers oran audacious. daring. and ambitious .--att: When
t'onsklcring their role in41h tdillon. thai seemed greU(. It\ the
sallie way lhat human" are porlra)'cd In Olher wllrks ofscience
nClioll and faUlaS)' fmm Slar Trek to I.ord oJtht· RiliRs. and people
ha\1:' a tendcnC) 10 Ihink ofhunumity Illlll wily in Ihe real world.
Yel all aSI>cc1 (If thai description bllggetl u!>~ It's all positive.

Dwarves arc described a..- suspicious. greedy, ond vellge
ful. Elws ure Known to Ix'llloof, disdainful, and slow IIIl1lakc
frlends. Gnon\l's all' rt'Cklcss pmnkstcno. Halforcs ha\'c
short tempers. Each race Inlhe lrd tdltlon Playt'rs Handbook

brlng..- I\llh II c1assk naws-except humans. M3)w Ihal 1-\'35

because we know human naws so wdl, or ma)'be human..- werc
described In such glowl1l81erms liS. means ofexplaining w hy
\\e p~ll1cd Ihem as lht" dominanl race In all o(O&I)'s pub
Ilshed sellings. Whalt:\'(':r~ rca50n, Il s«mcd IlL- sOIDt"lhlng

thalnecdt..'ti to change for 4th I-;dltion.
Hwnanlt) needed a wcakness-a trail common to all

humans lhat could counleract their ooalJlabililY and ambilion.
It cooldn'l be a \imple personality lrall. such as bad temper.
becau..-c lite Infinile variety of pt'-rsonalilY trailS all Slem rrom
humanity In lhe nrst placc. It also couldn'llx somelhing Ihal

might come ofT as odd whell hi..:hllgillcd in humnnlty.lfwe say
lhal ~bclng frncliou§~Is a big «eatun of humanIt)'. It Il\lJkcs senS4:.



We fight a lot ofwars. Yet highlighting that fcaturc ofhulllaTl­
it~· implies that OIher rAces Me less fractious. ami ~'C want e1vcs
Hghting c1vt..... to be ju..t as likely as humans fighting humans,

So what ncgative trail typific!> humanilY and works 10 coun·
teract their pOlential? \Vhal kt.'C!)S humanity for holding onto
the greallhings it llchic\'cs?

In II word: corrllplibility.
It's not thm humans arc all rurru)).. IIullla1ls just have a

greater tendency tOSlumble offthe righteous path. They jour~

ney down many roads pa\'ed with good hllcntions, and e"-en the
best and brightest among humanity sometimes tarnish their
images with bad choices. The great empires ofmankind fall
prq to ill\"3sklll and calamity like those ofOIber races. but mon:
often Ihan not, Iheycollapse due to the rot wlthin,lhlmanily is
both ilS own staunchesl ally and most dangerous enemy.

On the instant we hi! upon this idea, the picture ofhumans
in 4th Edition GllTlC into focus- Ilumanily Is ambitious, bUl
Ihal ambition can lake the form ofa hunger fUr power and a
grasping nalure. Ilumans an: daring, bul corrupted by desire,
\\ith a bra\'cry that can make peopte rID;h and irresponsible.
E\'en humanity's adaptability lakes on a darJ,;,er meaning when
humans adaptlheir moralily to suit their goals or lhe needs of
~urvival. \Vilh that long missing piece In place, humans \\'Cre
ready for 4th Edition D&D.

ARTIST'S CoMMENTARY
-William O'Col1nor

Human were by far Ihe most fun 10 design. I asked
myself, wWlulI makes humans diITerclltr I concluded
thal their relalh'c1y shorl life spml was lheir unique
quality. -The candJc Ihal hurns twice as bright. only
burns halfas long.- Eh'cs and dwan'es live so long thai
Ihey become scrlous, even lClltali\'e in comparison,
bUI human.. Ih'e e\'l~ry day like ifs their la<,;t-becausc
in 1)&1) il probahly isl wCarpc Olcm- became their
bailie cry. This led me 10 the rcckless, sea\'enged, and
asymmetrical aC!>lhctic IINI dc,'e1opcd in lrd Edi-
tion. Ilulllans don't carc iflheir boolS match their
8Io\'cs-hell, they don't care iflheir boolS match each
other, Piecemeal suits o"armor, mililar)' haircuts, and
1Illsha\en faces became ublquilous. Humans d01l'1 ha\T
ten )'ear.. to spend crafting a single sword, or flfl)' years
10 hone all arl, so they become Jacks-orAIl-Trades. I
Ihoughllhat humans, being so )'oung, would be lhe
only race that would uSC" representational an: lal·
100S, heraldry, crc~l". standards. and so on. The othcr
races were more sophisticated and had -maturcd- inlo
abstraCI arl.

Human weapons

I



-Continutd

As with the other nll:::CS I was askfil to rc-conc::cpe. I thought
about where the humans came from. hoping to design around
their ell\·lronn~nt.Since eh'es were of the forc!>l. dwan'es of
the mountains. and halnlngs ofthe watt:r. I came to the con·
cluslon that humans evul\'t,-d In the plains. so horses Ix-tarne
Important to their culture and their wanderlust became a sig
nature attribute. A human and his horse became like (l hiker
Hnd hi~ motorcycle.IeHding to most hUlllllll costume design
to na\'e heeled boots. spun>. and split front arlllor for riding.
The euhural history ortne western ami lonc rider became the
an:hetyp.,1 human for me. The humans ;,Iways look like they're
just coming from or just going to a bar fight. Scars, missing
fingers and efc...., lorn clothes. and dented armor speak ofthe
human life ofadn~ntureon the edge.

/

Human
J'iShtflf

LEGENDARY LINKS
-Matt Sernell

\Vhen the Scramjct leam hit upon the idea thai humans arc
corruptible. \'fC lalched 01110 the concept" ilh gusto and put
humans al the root ofmall) konk monsters_I n early drafts,
fuan'li were humans transfonned hllo snake-people through
a ritual to Zehir. Mind na}ers, haloing been a transformal\\-e
and para.... iUc race since at Icast 2nd Edition. would tran.~f()rllt

only humans 10 11110 i11i1hid.s (no haming-slzed squld·faccs),
Some varlelies ofl),t:anthropcs would only h..,l-e human-looking
humanoid forms.

TIJh made a 101 ofscnse 10 us at the time because we
wanled to contrast humans with how we wcre Ireating the
olher major PC races, [f\·c... lmlnlngs. and dwarves each ha\'e
a patron deity (or more than one. III the case ofh;llmngs), lind
each also has a creation story thatlmolves its patroll deity. \Vc
didn't wanl that for humans. II \\'ouldseem incongruous with
how humalls have been trelltec.J Ihroughollt the hlsloryofthc
game, ;md we envisioned humans being zealots in their de\'()­
lion to \'ariou.s gods. At the same lime. It seemed odd to us Ihat
11IIlnailS bad no creatiOIl Slory that ulliflcd Ihem.

To wea\'C alltheSt' threads togelher, we dc...-cided that
humans once had a patrou deity. the creator oCthe huntan race.
Thl!> mysterious figure died In the prchistOf"y ofthe worM, and
his or her name was lost to history dlK: 10 the machinalions of
Lehir, god ofnight (or, as we: kl~w him then. Sc:t).

Zchlr had a problem: lie couldn'l maJ.:e a race like the
other gods, \Vhencwr ht-'trk-'d.the) IUTlIt..-d OUI monstrous and
wrong. Since: he could not create a r,tCc ofhisown, Zchlr deter­
mined to slea! one. lie appeak-d to Al"llndra, goddess ofchange.
charming her illlo teaching him how to aller the creations
ofothers. Allhough dazzled b}' Zehlr's romantic oycrlllrcs.
A\'a,K1r-a managed to altach a condition to Zchir's pm'o'cr of
change-he could only change II creature with its creator's per­
mission. Sh'lckiccl by the condition. Zchir was ullsatisfied. lie
could see only one WllY to h'l\'c his will: The dcad do not deny
permission. After the war with the prlrnordials cnc.Jcd. when
all the other gods fwd exhausted much oflhclr strength. Zehlr
l1l\lrdcred the crciltor of the hUllllIllS lind laid claim to thellllls
his OWI1. But the other gods could HOt let this aggression Slillld,
and they defeated Zehir lind wrested control ofhuffiullity from
him. The colllest for control ofhumnns cOll1lnucs to this day.
:md thus humans are both the most corruptible ofthe races
and the mosl de\'Oul.

We wert": prelly happy with thai origin story, 11 tied lip loose
ellt:!..'i and explained sollie choices we made about monsters,
Then Bill SllIvlcsel poiTlted Ol.llihat we had tied too much to
humans and acluallycountcracted our other efforts to make
humans share lhe spotlight with other races.

Hack to the drawing board",
So now humans ha\'c fcwcrdircct links to spcclnc crea­

tures, and they have nlllny stories of \\hat happened 10 Iheir
creator deity and who he or !>hc w'as. The followers ofZehlr
have their Siory. and Ihose ofUllhllnnll haye another. Although
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we liked the cool Ideas we developed. Ihis mQrc ohscured \"cr·
slon oftile human legend giycs D~1s both more frcl.'11om and
Inspiration for cool human factions and adventures. And IhaCs
what It's all about.

MORE HUMAN THAN HUMAN
-t01Jalr BOllner

DesIgnIng mechanical benefits for hUlllans Is no minor task.
The other races IIrc simpler because they're all based on slices
of human personality and biology. IJwar\'cs arc sllUrlcr and
tougher grufThumans. tidljngs are charming humans with
horns and tails. and so on. TIlese races arc easy to under­
stand and roleplay because they represenlspcclflc aspects of
human nature (and JOu don't~ us doing alai of PC races
that don', bchan~ or think al all like humans).llumans as a
face. though. han': 10 be able to represent the fuJI range of
reaJ-world humans.

3rd I~dltlon D&D represented humans as the most dh'erse.
Illost adaptable race. This is a reasonable niche for humans,
and the mechanics back It up prelly well. Much oftile 3E feel
for humans is stilltllere in 4E. though therc's an cxtrd lillIe
trcat to increase ),our adaptability through feat selections.

The problem is that whell you have a r.Jce lhat's pretty good
at evcrything but best at nothing. it d~sn't point you toward a
spccific (lass or role. One ofour goal!. with races was that each
would hil\T an ad\',lIltage for some classes and a disadvantage

for others. We expected ticOings 10 be good warlocks and
e1adrlruito be good wb.ards. but humans didn't have a mechan
leal or thematic. JH"cccdent to follow. So how did this turn out
lOr humans? Well. tocy're still good al en·f)·thing. Iinmans
Slid: \\ ith tlteir adaptab~sllllc.k and their racial abilities are

t1scfuJ for allY class.
I Jum.lOs are our most resilient race. Though they don't have

more hit points or higher defenses. they tecm"!:r from damage
and conditions more quickly than Olher rilces can. Humans arc
all about dramatic act iorl and dramatic recovery. Many ofthcse
benefits come from racial feats,

Using the raciallcats lu emphasize humans' advanla~,'cs
gives lhe race all interesting dynamic. Even though they have
more potential for some c111sses.it·s never stupid {O playa
hUlIwn of any class. Most c111sses' radal abilities intentionally
make them lcall toward some dasscs. but humans really Cllll

take 011 any ta.sk.

Human
warlord
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-lUchard Baker

or till mortal uC(lturc~ In the world. dragons arc the lIIos1
awesome and powerful. In the beginning of da)'s. the ancient
deity 10 created dragons by fUSing brilliant astra1spirits into
the ullchecked fury of the raw clements. The greater spir-
liS became the dntgons. creatures so powerful. proud. and
strong-willed that they were lords of tIle newborn world,
maSlcrs of all Ihey surveyed. The lesser spirits became the
dragonborn. Although smaller tn stature th;ln their might)'
lords. they lITe no less draconic in nature. Dragons ;lrOse as
the kings and princes over the dragonborn, who gladly fol­
lowed their nobler (lml more powerful kin and illlllrn served
as leaders and dlalllpiolls to lesser mortal races. In this d,lrk
<l nd di minishcd age. dragons no longer rulc ovcr dragonborl1
realms, and draglJllborn must struggle to nlake thclr way in
the world as ,jl11l10rtals do-but in every dragonborll a hidden
furnace ofdraconic hlood burns wit h the S,lIlle ftl ry and pride
all dragons-know.

For centuries uncounted dragonborn have bcen among
the fierccst and strongest warriors in the world. \Vhen 10
perished. Bilh'lmut and Tiamat fought furiollsly fi)r domino
ion over dragonkind. 'lnd their mortal servants-dr,igoll
and dragonborn both-also battled. The dragonborll who
followed Bahumut triumphed and went on to lorgl: the
powerful empIre ofArkhosia in the 'lrid lands oCthe south,
uut to this day some evil dragon born clans :,1111 vcnerate
Tiarnat ill secret. Ruled by royallincs ofmigllty dragons, the
proud warriors of Arkhosia subjllgilted vast territories across
the world. But many centl! ries ago. Ihe dty-stales of Ark­
hosia came into connlctwith the growing shadow ofBacl
Turath, the infernal empire of the ticflings. Dragonuorll
•md tieflings fought se\'era] terrible wars. and ultimately
both empires fell into ruin. The cities of Arkhosb became
de\'i1-haunted ruins, and the few surviving dragonborn were
scaltered to the four winds.

Today. dragonborn are a race ofw'lrlllering mercenar·
ies. soldiers, seJiswords. and adventurers. Their empire once
conte.nded for dominion over the world. but ollly a fcw root­
less clans of these honorable warriors remain. Dragonborn
have no homeland 10 call their own. and so they live scallered
among the other com mOil peoples of the world. Mosluse their
strength and martilll skill t(l carvc out 3 pillce for themselvcs.
and therefore wander to places where theyc3n find opportuni­
ties to light for a living~frontier kingdoms who post bou nt ies
on bmldlls and monsters. {Iccadent cltie.s whose rich lor(ls and
merchllnls pay well for mercenaries. or war-torn kingdoms

where honorable service and a stroug sword-arm can win gre'lt
wealth and renown. Drllgonborn rarely linger in lllnds with
little nccd for f1dv'enturers or scllswords.

In ph)'Sical form, dragonborn resemble humanoid dragons.
Their bodies are covered in tine scales ofgold and bron/.c.
They are tllll alld strongly built, OftI'll standing close to 6-1/2
feet and weighing 250 pounds or lIlore. Their he.ads feature a
blunt snout. 3 strong brow. and distinctive frills at the cheek
and Cllr. Their hands and feet arc strong. lalonlike claws.

Dragonborn arc oviparous (egg-Iayi ng), and youllgsters
are generally referred to as h(l1ehlings lor the first few months
onile. Ilowcver. young dragonborn grow lIluch faster than
human child ren do. They walk hOIl rs after hatching and
master the rudimenL« ofspeech within three months. By the
time a dfilgonborn child is 3 years old. he or she has reached
the size and rnenwl and emotional development ofaiD·
year·old h\llnan child. By 12 years ofa,l:;c dragonhorn attain
their !l(hllt stahlf(', and by IS tllcy reach maturity and are
accounted adults by other dragonborn. They Iivc about as IOllg
as humans do, although dragollborn much prefer all honor­
ablc death ill baltle 10 a 10llg senesceuce and will seek Ollt such
an end whcll the infirmities of age begin to appear. Few live to
~cc their 701h year.

tike t heir larger kin. dragonhorn l){lSSeSS an internal well·
spring ofelemenlal power. As they l1l'lture and grow strong,
they learn to GIll upon thIs power in the form of a natural
brealh weapon. A lew <frugonborn who Imrbor ,Ill excep-
tionaJly strong draconic heritage might c\'cntualJy manifest
majestic, leat hery wings.

Oragonborn make their own way in the world, and lllost
sllCnd little time in the company of their own kind. Dmgon­
horn claim kinship to the clan ofthe 1><1.rent who raises Ihem,
and frOIll time to tillle members oCthe S<1rue dan may travel
together or live in the s<1Illespot. For example, some dragon­
born dallS form small mercenary companies ofelite warriors.
or swear to serve as guards or champions to a strong and
honorable monarrh of another race. A typical dragonhorn
dan numhers anywhere frollliwenty to fifty relatives. mostly
cousins or second cOllsins to each other. Usually the oldest and
mosl accomplished dragonborn is considered tile Clanmaster.
In routine matters. dragonborn clans reach most dectsions
through debate and consensus. but in limes ofdangcr the Clan·
master's word is law to be instandy obeyed.

Dragonborn marriages are dictated by old alHances
betweeJI dUllS. Males and lCllla les don't rernai n together long.
and go tllelr separate ways whclllheir ollspring rellches three
years of age. One parent then assumes responsibility lor the
child and raises him or her from that time forward. Dragon­
born families are therefore small: one parent and one child
who travel, work. and play togcthcr while the parcnt teaches
the youngster what it means to IlC 3 Jragonborn.
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Drnb'Onlxlrn Iea\'e lheir PilN',1lI around four'cell tIl flfl~cn yellr~ of
ilgc. ,\I(hough parellt and child rclain grcal affCl't)on for each 04hcr.
the drn!Pllx1r!l are 501i13rJ and make thdr "'oay Ihrough life nlol1c.

\Vhl1c dragollborn don"t 11[1\'(' a civic.: MX:lety liS such. Ihey
I>OSSCSS rich culturaltradit fons dlltlng rnlek to Ihe d.ty, uflhclr

long lose cmpirc.A drngonborl1 parcnl h honoroound to leach his
oITsprtng .he ancienl W<lJs ofIhe drngonborn people. the na 1Ile5 of
her ancestors. aud the meaning ofhonol'. Dragonborn know hun­
dreds ofmyths and pm<lblclo.CllCh P.1SSC<! down lor gent·rations.
Dragonborn arc fond ofCOUChltlJ:\ argulII('l1I\ lmd iIlustTuting
poillb through reference to IhboC old stories. rIlC'iC stories gm1\'

wllh every lIew drab'Onhorn hero \\ ho ao.:ompll\hc.\ some &rc1l1
deed. [I is a :-i~1I ofgreat csll'em whcn 'I dragonbom decides to
~hare one ofthc'i(' tales wich J ceJrlIradl' ofullothcr mo'. ~il1ce It
means thm tht· drugonborn tk'cllls the pt'NII1 'it} Ins(nlcu,J to

ha\'C suflkleJIC honor and wisdom (0 rt"Cognile the essenti,,1 truth
orthe story alllllCll~capable oflearning ~ml1t"thillg from Ie.

Oragonborn IIrc widely regarded as lIrrogant and ('a~il)

oflcnded byother races, but c\'eryolle know!> lhal they'n' people
ofthcir word: n dragonborn's honor h morc hnportlUlI than life
Itself. They \'alue skill /ll1d e),cdlcnee in Jll cndca\ol"'o. Dragon­

horn hale III fitil and drh'C Ihcrnseh"C\ lolncredlb1c efforLS
before Ihey give up 00 all},thiuK likewise. Ihey greatly udmire
honor, 51dll. and determination in others-nell encmlcs,

Dragonborn seck Ollt advenlure for the chance 10 pm\c lheir

worth, win renown, and l:lerhaps become champion\ ;toout
whol1l stories will be told ((lr ~eneralioll<;. '10 Will e\ erlll ..ling

glory through mighty dceds, daring exploits. and suprelllt' skill
at a chosen call1ng-th,lIls till' drngonborn dream.

LEGEND OF THE DRAGONBORN
-)lImes Wy.1ll

Dragons arc sllch an !conk mOllsterofflilltaS)' thut II'C nmned
fhe game arrer lhem. UllIilnow. 11lOlI/o:h, pluylng a dragon
meant eflher using a 101 ofvariam rulcs (35 in the 2nd Edidon
Council ofWyrms campaign setting) or taking 011 ,I herty level
adjU5ll1lclltto play cit her a dragon or u half·dragon.

NIII any more.
Dragonborn arc a humanoid race ofdraconic origin. One

d ragonbortl legend clai illS Ihat when the gods warred wi! h
the prlmllrdlols. one oflltc mighty primordiliis cleal/ed 10. the
progenitor dragon god. In two. The t\'\'O haln~s IIflhe dcud god's
corpse rose lip to become Hahanmt Dnd l"iam:l1. but where the
goo's blood fell. the dmgonhorn were made.

'1 he legend lllore commonly .old among other races is liun
10 crellted Ihe dragonborn 10 $Crl/e and defend the drolgons. In
any c\·ent. the drrtgonborn arc 11 martial race lhllllorgcd II grelll
empire ofunitt.'d city-stales when the world lVas young. Thclr
empire ofArkhosla fell aner ~e\'ernl terrible wars against Had
'1\lrillh. the infcrmll empire of Ihe llenlngs.

lIyolI \\'/Int 10 playa proud, halt le·bred Wllrrior. ifyou wanl
losprolll wings and breathe fire as you go lip levels, or ifyo II

jll~l wallllO touch the coolncss Ihat is dnlgons, you'll want to
pl,l) 1I dragolloorn.

DRAGONBORN CULTURE
ChrlsSims

Though Ihl'"}' are u Ix-"Ople dIspersed by the rln'ages oflime, lIi~l(Jry

Ih't.'S and brelllhl'~ in the drngonborn. TI~y Issue from lin llllclcnt
rnartiallmdUlol1 foutkied Oil S<'rvlcc. honor, and loyalty. SI rl'l1gth
and pride arc paramount. and excellencc' h Ihe only palh. every
drngonborn ('xpre~ses Ihese central racial traits in some way.

The dr.JgClltborn had II iililble SOCIeIY III th(' ('mplre ofArkho­
.. Ia. whcre Ihcy Tl.'\'ered their anCt'Slors :lnd thc drngons, Although
their empirt' crumbled. the dragonborn carried their reverence.
thelr soldierl) ways. and their hOllor wilh them. They adapted
tel survh'e II~ they Illtegraled into other cultures, but their I!"oldi·

IluliS Ih'e on In Iheir bdl;l~ ior and tht'ir tlme·honored crans.
Dragonborn respccllhdrcl:llliles, which run deeper thlln

familial cOllllections. A ~ingle draSQlloorn parent raises a
dr.Jgllnborn chJld to klMI\' his clan lind his heritage. An instilled
dl'sirc to renect positively on bOlh hell);; 10 color a dragonborn's
pcrsonlll bellal/ior. TIl()~(' from the same clan more rendlly form
cohesin' gmups, but mOSt dr.Jgonborn simply behave In a fash­
1011 that gurners them. and thereby their clan. respect,

Such ;tdmiratiun is most readily earned through direci
actiollllccording to a ~olld creed. Dlrl..'t.1 action mellns tlccisive·

ness arid courllge, lind a '>OUd creed Is usually a dcvotlon to the
Ideals ofa draconjc god. In a dangerous world. and drl\'cn by
mllitar}' CU'ilOms. dmgonborn take up aflllS to Illllke their way.

The armamellt." )uclt n dr<tgonborn carries into hallie are
often draconic in style. Sometimes a d ragonborn c\'en carries
weapons orlglnall} crealed by the drugonoorn orlO)t Arkhosla.
These include the bastnrd sword (katana), the punch dagger
(blar), and the da\\ gauntlet.

Rt'll:lrdlcss ofappt'arances and the misfortunes ofthe
past. dragonborn know their place In the world, The worsl
among them arc greedy and \'Cllbocful warriors who SIHI know
lhe valuc ofhonor, Guldcd by Ihelr noble forebears, the best
among the dragonborn ha\'C beclIllnd will be alTlong the
greatest heroes the world has ever known.

DESIGNING THE VISUAL LooK
-Stacy LonaSlrt"t"

Design n new PC race based on draguns. Gol

Whm began as a very cxcitillX challenge turned into a vcr}'
difficult tasK.

=-=========



Everyone agreed that this should be n really cool ract: that

t'"('~'OI1Cwould "'''Ilt to play. Yet e\'el)'onc: had difltortlll ideas
t \\ hal It should look like: I-low much .;hould It resemble a

draKOIl \1.'.fSUS how much should it rt:SCmbk a human7There
"--ere lots ofdiscussions and "1.'. started with tryln~ to make
the head un'qUt by ~atlng a blending ofhurnan 0100 dragon.
II became ,~r} apparent that this had ~n tried before. We
quickly determined that \\1.'. nttded to go In the Olhe.r diret:tion
.1I1d work ",llh a more draconk head on 8 humanoid bod~.

IJc:signing the male oflhe race was e8s~r than tilt" ftmale.
Uke the tarUer n~rsionsofthcdwan'e:S. we did not want the
kmaks to look so similar to the males. \\'(" wallled Ih("T11 10 br
n1Of"<' feminine and recogni.tablc as femalc dragonborn. \\'e ga,'c

them the curvy ngurc ofa femnle and while they arc IllOf(' sientk-r
then the males. they arc still stronger and builder Ihan n human.

WilY DRACONBORN?
Gwendolyn Ktslrel

Shorl Answet: Ikcausc they're cool!
Medium Answer: Because the game IIceds all Intercstlng,

playnble drngonllkc humnnold.

Long Answer: Theressomethlng Intrinsically attracthe
about playing 8 dragonlike pe.rson. Jl'la}'cfS want as an opllon
oJ (lJ(;C that captures the power and majot) ofdragons. (-or the
Ont time in the game, \\1.'. fulfill this need right from the hegin­
nlng of Ihe edition,

Dragonborn wiZllrd

INTRODUCING mE DRACONBORN
GIlo't'r1dolJ" Knll1!l

\\'hrn Istarted D;\fing a 4th I:.dition p1aytest group. I
notmt thatdilkrcnt aSpe<'tsoflhc r.1CCS appealed lodif

ferent p1tt)t:""'. A kw people carne 10 the table pn.'tty sure
of"hat IIIC) wanted to pia), SOl11e folu went Immediately
to suney tilt" s:tat boosts. Othcf'li starlro In on thr descrip­
tilT tcxt. On: small btl of the dl"'dgonborn navor tat really

caught one pla)'er's attcntlon and emhusiasm.

Frln: -Oooh! I halchedr
SUS,111: -Do you stili hnw pic..'Co ofyour shellr

I~rin: -Oh! I totally want ~omdM

II WAsn't Ihe race's drag.-JIl breath or dr.lgon wings or It~

nalur;ll strengths as a warlord or Oghtcr Ihm nppcalcd 10
her, She didn't look at the altmc:tl~ sHlI boosts, The nilvor

lext W;I~ what sold her,
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long ago. "'hen lhe "orld lay hoi upon Ihe dlUll oflhe gorf!,
and primordiaIs. \Ioradln lhe Allhllher ch kd dwao'a
rrom lhe boors of the earth and~ liM lhel1l wulsoflron_
In l'illil. he plileed a dlal1lond heart 10 beat lhc brighl and
hllrnlTlg blood orllrc, and having nlllshcd ht, lfiln. he plunged
his worls InlO ambrosia to coollhclII. These ~\eN' ll~ f1r!tloorn,
those dwnm~s 81\"<':11 II~ by MOf<ldln's dl\·lne ,llLlllnd 100Kht'd
h) h" holy hant!"lind they llided the Soull·orgerln his worl.;.

'I hc primordia Is, those ,mc!elll beings of neutioll and
df''ilructlon thdt now gnash 11K"lr t('clh UI)(llIlhe world's luulI
dalklns. had brought the work! up Ollt 01 ('haas and populaled It

wllh lheir sp,n\ n. 'el wben lhe 1)flmoniliJl~beheld Montdln's
bright children and thc.lr many c1e'\'cr ""oB!t, Ihtry 8N"\\ ('11\1
0111 and demandt'd dwan"<':s orlht'lr own, Plea!tCd thai the
primontiaJsSC't"rued 10 apprKlal(, his c",alkms, "oradlng,Hc
~ntrousJyandtbm turned bad, to his wod. lie "1llI; 10 learn
a ksson all dVl1lllr~ 1lOV\·laL.e luhrarl~ tb.1 IIoglrl mould br
gh'cll Ilghlly.

The ~alous prlmonilals made the d"ilnes St'n'e 1ht':lr hale
rul C",lIllons.lht-glants, and dlUS began Ih(' ~ orChilln In
II~ IongdarL.nc ofthis arK'knlllme, d""..nn""fl"e sl.n~ 10
Ihc glanls, bUlldlnggrund clll.." lOr- them,lraflingcxrluljlt.e
Ilems lor I!lelll, and offertng Ihem thc Ireasures the)' round by
b~aklng the bones ofd~ ....."Orkl. OfcouT!tC, tile dW<lf\I'~ cried
00110 lhelr (Tealor, but Moradln had ~un hlj next gTl'al
work Ilc could 1101 ht':ar thdr l<lmenl:1l1ol1'llhrough lile furor
ofhl~ labor. Indecd, he worL.cd on hlj nj'Xl n alion c('a~1 sly.
Ill1d only .....hen Ihe war horn~ oflhe god~ ((Hl1\dcd (lid Ill' ~el
down his lools,

When MOTiltlinloo!..ed aboul the world, he waj fiUed with
rury. Ills crt":atlon..-hls chlldrrn-.... eTl' d}lng bencalh the'
whips and hoots oftht· foul KlanI'>. Some, like the (lI:CI'5 nnd
gakb-dur, had cnlkd 01.1110 him for so lollg lhatthe} IOSlthe
\'Oke lOr It and became stu to lhe glam ill bod} and soul.
Mor.Idln dm learned another k:sson no..... heLd dose 10 Iht
hearls ofdl\anl."S; Ihnl SOlllCtlmes one IIIU I ceasc hamJll('ring
10 hear the (rulh.

MOI1IIIdln srI aside hls ....-nrk and lunlC'd his anger against t1~
primordial... aiding the JOds in Ihc.irstruggk- bcoolroloflhe
world. Armed with \\ apons and arlllOT u-gro by \lOf"adin.the
gods dc~aled Ihe prhnordlals. and Momdln opeTM'd hb port

rouo 10 Ilw frct'd dwan-esand 10 all .... hol.:rafl in met ..1or slone
01"""0010\ Ihcmounlalns.

Dw<tn'acndutTd .da\~ry bcoulllln.\ )'ears. until .rlcor lhe
prlmordlnls were laid IOVI and II~ cruplrn: orthe giants Jell

InlO oIxcurllY and ruin. In lhe nturlC!l sllKr ....-Innlng Ihc:lr
fret'dorn, dwan·cs have !lOllost tlM:lr cnmily lOr Ihc gianls.
1}""1IIIn~ rorgctlJllle lind forgl\"(' c\'enlcss. Nor h/wc Ihey Io<;t
lhelr nafcer's dill. t1w ror-gr. mlrw. and quarry. Owant'S arr
much as 1bC'y VI r-e,l'lrr-tt and TC"'iOIuee: cr~.all.l~ ~00 bel~'t' In
hard ¥lurL. and .....ho rnlM' fine cTllftsrnanshlp aimosl as mlkh
as Ihey esteem loyalty and honor.

'0\'1' one ofthe n'lOSl popl.dom races of"t1N! world, d .... iln't'S
Ih't' In mountain klrtn:ss-chks and alTIOIlB tbe oc.ller rocCi
In Ihelr SdtlefOrnlS In bfttsand on lhe pI:alns.likr aliihi'
major TOCCi. d.....anes S<lW tbelr I",al emplreli rise and full, and
Ihc) ....arred on other peopLes lind warred among thcll1scl~ s.
Throughout their man}' loul FIM:TlItMJnS. d .... an'fi achien'd
S,eal lMh..~ and M1fTered grk\"0U5 Iosses..nd loday d....~"n
eJds;lln an age or unccnalnl}.

True, lhe /Illcestors' gn'al empires are gone, and mdny
(hUIf\'C11 c1onlullllc5 lie 111 Ihe hands ofenclIJlt'~.And }cs, Ihe
8r~at d\\ar\'cn nations ofIhe world arc little more Ihan elly·
stales. each "Ith Its own rears and fots. Yel d .....ar\'es kllOw
Ihal the rutul"(' cannot he wrlll!.':1! 111 Slone, only lhe pout. and
looking Ollt from their mOUllll1lns.thcy sec n lalld~np(' or
dangc:r and opponulllt) \\11h brll\<ery,lngenuhy. and enduro
ance. d ..un~ might on«' again can'e kingdoms orUghtlrom
a darL. ....«Id.

A dwarr nnd solace In SI01~, and LIIUS; many. d ....·arun
cli gues slcrnl) down from a high mounlaln or hunkers
dttp In a prOl«lh~ l1IIIw. for.... d .....an~n St-ulcrnC'nUi remain
pure-I)' on lilt" surrace ror kM13' ror d ......nn: re-elthc drlno 10
can'c and lunnel as mlKh as halOing\" sense lhe Irreslsl
Ible pull or .... anderlusl. Smile Iruly titanic d .....arvcn ell I !t
CUI dear Ihrough a mowllalnlO emerge on Ihe olher side.
\ulh underhalls. lhe lar~)1 and mosl ancient d .... arnn
~ulcments.t)pkaJly originated In lhe Age ofChain ,and
they exlsl ,till duc 10 Ihe .....ork orcounllC's!t gruerallOlu of
dwaT\'es. OftCIl, \aSI s"athes orsuch ~tTlll:lures remaIn dis
used by Ihe IIndcrhall'~cllizens, who thOOSt' 10 It\ie In Ihe
t;hambcTlli dosr enough 10 the surraec 10 hellenl rrom natu­
rnllighl. ~u('h abandonetlllr~:rsbrcome frlghlrul nllacombs,
hUlIlllcd by llpt'eten orlhe l}!Island l'du)lng wllh the cries or
monslrou!< Inhabhanl\,

"'hen d .....iln'e$ bolld.lhdr .....orks are grand. Jlentltl>S due
10 lhelr anC~lors Iherally .....orklng in giant scale, d\\an~s
con~lrun and can 10 II" Ihc ages. rhey are justly proud of
Ihelr monumenlal strult ures and rallied tht': world O\'('r ror
thr:lr ~L.III .

\\ illtln their greal stUM dlin, d""aT\-.=s Ihe Lonl Ihts
steeped In lTlldhlon and dedlcal~d 10 dUI). Famlll(,i IInJ,;ed
b)' herllngc share a clan name, and eKh clan perrorms Ih~

rUM':llons orspecint prore slons ..... llhln a selllclltt'ni. RehtR
prac:lkal b}. nalU~, dWAnrs lend 10 group professions bl'
dir«1 applkallons, TItuj. a dan of f~rmrrs also SC'n'n as
Ihe cllY" brewers. boi!..eD, and quarlermasters In limes or
war, A dan or mlnt'Ntyplt::ally .....orks a~ a selliemcnt' smiths
nnd rnhtlt'TS.
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DWARVES --

-('olllinueJ

Dwan~exn'1 a' moIny crarl~. nlOSt parlkularl)' gn":at kab of
aJ'(hllectu", and tI.. craftlns ofarmor andwC'~F~w '""'OUkt
1111s'ak~ d""ilrvt'n ItrntS (M" bulkling§ lOr ,1WliS(' ofany ocher race.
Dwan-es fa\'Or !oIrollg gcollM'lrk' sha~ and "twrp. straight Ii~
thai f1WIlt tJ..lrwork disllneth\". 1 hr) II fc\\ adornments
brskks patltrn. of~but ""hent~ dodcpKl pc."Clpkor
cn'atul'C'i.dwan placr s..h rqxncntallon\ basnt on priKtl
cal assoclatiOfl\ TIM' hanlrSS fur d thulkknmL. boar ""auk! Jx.ar
iUustl1llion olhoor heads. The ~ddle horn on the saddlf' lora
Srifbl mount mit;hllool.lllc: I~ head or( La" ofa grifTon..\
comb b ~ard~ ",Igh! Ix- ..hap:od lilt a bNlrded d"ad fatt.

~krnbt:rsof 8 dan apprentice 10 their futurt' work from a
young age. and lherefore marrlllgcs between duns arc r('gll
hlrly arnmgt"d In chndhood Dnd C\'('11 befoR:.lhe birth of the
~Iroch«i. 11 ..,lng worL.ed wllh the ocher dan In its prol('~km

fOr )'Cars, often shoulder lo·shoukkr wilh tIl(' Rukd·upon
IlIllle. most dWlIrv('§ nnd such alliances ~uit Ihemsel\"ti lJ~

much as lIM')lIid their famili...s.
OfCOUf'Sl'. no dwarfy,wth) ofIhr ratt "'nows only his own

)00. Mosl dwam:s man hobb~sofother ("Lm!>' \lo'Ol'k. A tw- r
might le.I\'(O 11M' cit) on sunny .nemoons 10 pan forpJ in a
\'Ulle) sircam•• miner mighl ,hart' ho~,brcwl-dak wldl her
frknds llIfln'" II dill) 's hard "'Uf"L.. or a lailor might in the nt'llings
(UI SC'ms.nd ("fllfl )n\"t'In' thai beg compllme.nts his clothing.
l)w;an~ m1~ht ghT Ihr products:eIsuch hobbyftud as gifts.
but mOSI sell lhcm to Ihe dan responsiblr forlhat Lind of'"on:
illw communlt). and Ihat dan can tl1('11 either use the work
III q~tkw1 or !it'll II for a Sm;llJl profit.

In lhe ml~ communll~thal remain from the days cl
the last human emplrt'. d"an,," ~Ighborhoodsan:common,
h·\\ humall~e,'(Or \'isit a d\\an"t:" danhOtIM'. but almosl nW)'
human ha\ II\teI. worl.td. and C\'Tn befriended a d\\'Urf ",ho

11\<'5 and "orU in their \ lIla .10\\ n. or clIY.
Owaru'\ InIIln '" Ith ",npollS from youth. and !Mlr play

and cl.f'rclw often taL.e Iht.· form of mock banks. Dy,"ilIn'~

fa\'Qf hahN.1 \\capon.. \uch It!> hammers. axel'. and plch. Thest'
y,eapom dfllCJ) few-mble the tools Ihe:) use in dail) worl, and
most d"an"" L.~ such a \lo'eillpon hand) w~r lilt) might
Ix-. l'nllL.... other racrs. d\\an ha\e Iiuk: fear Of\'M1k:JlC('.
Death dnd IIIJur)' remain terrible ~pec:tef'$ IhallOOlll on:r con
mCI, bUI d~llllC lhh.dwan~ often S«111 joyful In combal.
I len III(' 1I1fflit dour and taciturn oW grt',-bcard CI1K'Irr:s. grim
smile atlhe lhought ofht:fllng a hammer and bringing it to
bear OIl lOt".

"I hl~ Ill;lrlilll cuhure provides a deep and prOtIUclh'c mine

for br.mo.· tKhellturt'Th. Dwar\'Cn kogcnds are rcplcll' wllh great
clerlc\, I);lladins, nghtcN. barbarian$, rangers. and other
illdlvldu.lls of marlial llo"'lIl. Less common but equally fnnw..-d
ilrl~ the IMjwerfullh\nrfwilonb: lind delllcnlali~ts. rhe hcro'~

l>ath Cllll be 10118 and 101lcly. l)wlIr\,cs who wal'" II musl oftell
break Ihe bonds of ttlKlltlon, family. and c\'en elall, Yet as the
dwan"Cn pfO\'Crb~~ ~T>t:eds l'JX=aL.lrUlh. and grc:1.I dei:ds
shout It fmlllihe lHounllllntops:

DwARVl:S AND DARKVISJON
-Mati Vrnnl

When WI' dc~igned tl~ 4th Edition of the D&D game, Vfe blC\\
wt: nttded to impnn"C how the gnnM: handled !>pt-"Clal kinds
ofvls6oll. OUI oftht Ihr« 3rd fdllM1n COt't: rulcl>ools. only
hu n\an~ haJnln~,and lizard fol L. need a Iight to set: ....mally
atllighi. b'eryOlhercrt'llture pos~.somespt:dal sight lhal
.lIow~ illosee In dilllllgill or ('\'ellll1 darL.ness. I hal SCt"med
• lillie crazl, and wllCn we IhouKht about it,tht: Inequality of
specia I \' Islon ..I.so rotnpl.katW Iht: game. To play approprlateJ)".

t~ 0.\' has 10cNrlbc lhe: big dan: room one 'A~ b the d"",
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l"ho has dark\'hion 120 fect). one way lilr the dwarf(who hils
darkl'lsion 60 fect). llnOlher WilY for thc df(who ha~ low.llglll
\i~loll). and still anorher for Ihe human hoMing the torch. And
there's one more proble.m wil h lllallY creatures having dark
\;sioll: The PCs Jon't get to sce the scenery In em'cs or large
dungeon rooms.

1'0 eliminate tho'iC problems wc look dar"vlslon away from
most crealures. Including dwan·cs. Now dwan-~ illuminate
Ill<' homes they build into mountains. They possess low·light
,-Islon so they don't liSt' as Illlll;h light as a IlUrlllln might. but
when the PCs enter the dw,!rvcn c1ty.lfs likely cveryone can
'iCC its splendor.

ORcFoES
-Clrl'is Sill15

Slncc OI'CS and dWlIn'es inhabit 1ll0UluaIIlOU~rcglons.
the two races might have come Into cOllniet simply ovcr
rc~{)urces. '-Iowc\·cr.the two peoples' dlarnetricnlly opposed
world \'Icws ellsurc ongoIng dllShcs If 11(11 outright war. Roth
cultures share a martial spirit and a grasp ofsmithing weapons
and armor. bUllherc lhe similnrilies end. \Vherc dwan'CS
gather and build. orcs scawngc and destroy. and where
dwarves llre dutiful and industrlOIlS, orcs arc ll'cncherolls
an(llaq.

Orcs sec dwal'fholds as ready·made sheltcr, as well as a
sou Tee offood. wealth. and sla\'l"s. \Vhy should ore-.. bOlher 10
build. farm. and mine when foolish dwarves have done so lor
'hem" After all. only the descrvlng eml up wl,h the spoils.

Dwarves sec orcs as murderous. cran"nthleves. Through
generliliolls. dwan'cs ha\'e suffered the unrelenting brulallty of
orc~. and nodwarfforgelS a grievance. Now, Ihe only way ore.;
Ciln repay lhelr debt is wlch blood.

WmlOUT A ClAN
-Cllfls Sims

Most dwarves toll their life through. enjoying the comfort 01'
life In a chm-a dose-knitgroupoffriends lIml kin. They nClIN
contemplate foreswearing such social sUPI)lJrt. and lhey 1lC\'Cr
1,01 her to Imagine the horror ofbeing ripped from their dan.
Rmthe dailiess ahound.

MUllY a dan less dwarf Is the sole surllh'or ortbe de,.structlon
of II dwarfhold. Orcs and giants t:lrgel dwarfsenlcment.s, as
do aVllrlcious dT'dgons and other Illon~tcrs.Anolher dan might
adopl a dalliess dwarf. but no dWllrfcan forget or forgive the
loss of his dan. Ifpos~iblc.such n loss must be llvenged.

Dwarfadventurers often build a second dan around their
at/\'cnltlring companions. and such ties can he as Sl TOng-or
sITOIl1-,ocr-than lhe lies ofhl()(K1 and tradition.
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Di:SJG INC nrr DwARVEN Al.PHABET
-Oanld Rtt",~

The J)wanen characters had to be suitable for caning 11110

stonc. so I created \'cry simple shapes. At fl ....1 this included
cuncs. bot these were discarded in fa\'Our ofLTt!afing lett("rs
with only straight lines. A~llders and dc·'t(.:end~rsweT(' 011-.0
dl"Cllrded.lollowlng the logic thut sll\l(:rnUl)\I~ nourislw,> \\crc

II \\IllSle ofgood cllr\'lng space: prcpllrlng a good rock ~lIrface

would be.' timc LUlIsumlng worl... so in the end.lhl' ]eUc'r,
should bt' mmlluu. and UJ(' space \l'ry dlklelUly.

!lut thb led to a charader \('t that resrmbled the rune'i of

IIlK!ent i;l1gland and Scondinada toodosel)'.
11K' amient northcrnluropean rune\ 'ihare a dlaractcri,­

tk main' rtleal Slem in mall} oftbt'lr charac:tcrs. \0 I creatM!
many ne'o\ characters \\ ith ~trong angular marls-and ohen
with no \'ertlcals at aiL Thh ga\"t' an alphabt"t \\ ilh qulle OJ dif­
rerent. and dlsllncth"C. Iool. As well a'i tht' 'tTOnl( angular 1l1C)(i(

tiM": Owan n cha.rancrs are also broader than TUnk ones.
Creating numerals wa5 a simple eXlemion ofthc\c kJeas.

and most ofthrm (0.1.1.3.5.7.8) bear -.olne lind of~m­
hlance to their Latin or Roman COlllllcrparts. or 10 lite phpical

quantity they n.-prcscnt.

SuRE AND STEADY
Chris Sims

In the ('\'ohl1 ion of the O&D g:lI11<'. (\W;ITI<,S have ch.!Ilged
IIttle.·1 heY"e always had II clear place and role. in the new edl
tloll.the dWlIrfis a model fur how rl1C~ ClIn be na\Orful and
stili have dear mechanics.

From the carly da}'s of the gante. dWllTles ha\'e bc.'Cn lough

and sok1krly. Only "'Ith the am"t'nt of roKlal abilIty IIdjustmcnl'i
In the Am'AllicEU OU~(;IONS" D"A(,o,s P1aY«$ Handboo':

did they gain a penalty to Ch"rlsma and a cap on Dexterity.
OwaTle<l ha\'e been apt at stonework and able tn l>Ct' ill the
dark ShlC\" lite 0&0 &sit Ruks.ln 31:. d\\~dr\"c-.. stllllllade
xrcat fighlers. but lhey bceanlC worse derles than C\er due to
lurning's reliance on Charisma.

cnle new editlon's d"arfXin:s a nod to all its ancestors. \\-hile

"""-110\\ ledging the needs of the nt.·w cditkm. DwaT\'t"'i male
gre.1I fighter. lind paIadh15• • 11d lbey can excel In k:adcr rules lIS

well. eSJK'ClaU, ib derk:s. shwx- they lla\~ no Charisma pc""lty.
i lamrful abililil"i round OUI tlK' package. relntOn-lng the dwarf
as a defender and as a cn":ature lhatltkes to Ih'C underground.

Onl) darl;\"ision. a trouhk'iOtnr game element. "1:':nt away In
fll\UC" ofkM ·Iight ,'is'on.

Owarws stili play into the expectations of \"t:tef3n players.
alllithey live up to the conceptions of myth and fantosy litera
tun'. But now. they might nl their Intell(!L-d plaL"C ill lhe: O&D
"orld beller than cw"r.

SURFACE-DwELliNG DwARVES
Chris Sims

One waJ in whkh Ihe.: ne" edltlon's dwaT\'cs devlatc from
old stercot} pes h that th~<,e dwanes build su.rfaClI' c1t~ with

ulldcrground scction~.\Ianyfactors l~ita1ed Ihls lllO\"C.

from the look of the.- D&I) 'lorld lO minor thematic dCIIl('n!S In
thcdwarfrace.

In ~Igningthe look ofthe 0&0 "orld. we wanted plaJ"Cr
l:haractc.:rs to lJC' able to ~e d\\arfcities as grand edlfkts
amclIlg tile peaks and can}ons. not JUSI as a door In a mountain
sklC'. SurC'. pklllJ ofdwar-vn U,,: in subterranean c.hambers.
HUIs:ince dwan can'l see lit the dark. those maXnifk:C:l1t halls

are lit with streaming sunlight from wlndo\\-""S to 11M' oulside
and ventilated with fresh surface air. TIM' d\\oCln1:':S might dig
deep III the earth for precious llllltcriais. but e\C1llhclr mines
are aglO\\ with lanlern liXhl. As such, c.:\"Cll dwarfdeh'cs arc
occe..sible to all characters.

\\'itli surface seltlclllenlS. dwarvcs can grow their OWII
crop~ and raise.: thdr O\\'n livestock. They don't need to rely
onlo\\"lund sourees for grain (ulld lx'crl). nur do they need to
rely on colltrh'l':d underground animals ffM all that meat they
IQVe to fellSt on. OWllrflowns are places Ch3rdCt('TS CUll visit
and e,"cn 'incallnto (Iry that with a small gate in u mountain
side). OwaT\"CS seem more a part of the world whcllthey'rc lint

~ueste.red in underground haliJi.

(TJ'l ~Wll+1:J!>YP

Owan'en rune!
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Whclllhc dwarves were fighting for freedom from the
glanls. they lived underground lor defen~. But therc's no doubt
thai the new ediUoll's Jwan'es are surface-dwelling creatures
whose 10lle of the earth shows through In their culture.

IN PRAISE OF DwARF WOMEN
-Rob IJehl.SOO

lIack illtl~ early days. back before 0&0 first occamc
Ad\1U1ced ...

... back whenD&D p1a}'efs had thrtt pamphJcts in a
brown or white box ...

... back when Tactkal S}'Stems Rules (rSR!) published
wargame rules in the same pamphlet format on topics such as
modern micro-armor tank baules .. ,

,., bade then wocn 0&0 was new, tocre; were 1\\'0 topics
dlat resurfaced endlessl)'1n gaming magazines.

First, people argued about 1M best \\~dY to handle lishmin8
bolt andJlrrball spells. The en~JlIual publication ofAD&D pro·
vided COllCre;te ruJes, though thal only Intcnsifit..-d thc Great
Fireball Debale.

ARTIST'S CoMMI:NTARV
-\\'illiom O'Connor

We all know dwanes are SIOCL.}. han: beards, and lin- in
ca\'cs In the mountains. Snow \Vhite. Arthur Rackham.
I"olkk'n, Wagner, NordJc mythology: all ha\'C established
tills archetype. I began by de\'Cktping the race ofdwan'f'S
by looking at where the)' Ih'cd. The mountainous terrain
and mining lead 10 Ihe beards, broad hands, shouldcrs
and low center ofgrallity. Thc culture of mining and rock
inspired a faceted aeslhetic that I fclt would pervade
the art oflhe dwarves and gi\"c them a distinclh-"C look.
Dwan'es arc a hard people, with a hard·edged slyle.
The de..lgn team told me that dwarvcs should look like
wnks, The beards became a fun experiment. Since
no one ever sees a dW(lrf without a beard, it must hold
a strong social. p<>ssibly evell rellglolls sigllilkance, r
decided that the beards would he:l key to individual­
illng c.:harackrs denoting flllnily, rersonal history and
dan affiliation. Once thc beard!> were designed. I foulld
lhat the onl), fadal feature thai cOllld be secn through
allihe hair was the nose, so I thought it would be \'cr)'
striking ifit were prominent. since throughoul artltis·
tor)'dwarn~sha,'e large noses, and small·nosed dwan"es
lend to look like Santa.

The female dwar\'Cs \\ere a much greater chal1cnge.
The design team felt that they had ~n Ignored in
earHer \ersions because they are alwa)'S depicted as
'>0 unattractive and masculine. I was direcled to make
them beautiful. e\"Cn scxy. Short. stocky and large nosed
i.s nOI exactl)' a schema for the c1as!>ic fcmale beauty. I
had no inclination to depict thcm with beards or soft
cherubic faces. Broadening the filce ilnd balancing the
dcsign with piles of hair and sligluly bigger c}'es was
my solution,

Second, people argued over whet her dwa rfwomen had
beards, Yes, it's trlle-~Hirsule Dwarven \Vomen" wasn't
a b..1d hair b.,nd. it was a dcbtllC that flared through half·
a decade offandom. Remarks by early D&D ("realors,
particularly in reference to GRUllAWlt:, sparked fanbase sus·
piclolls concerning tile apparellt absence offemale dwan'es
in Tolkiell. despite the facl thai Ihey were said 10 be on 1he
scene. Did female dwanes gro\\ beards and mow unre­
marl..ed among dwarf males? Did fcmale dwarves ba\"e to

shave? Et Tedious Cetera.
~ thank Moradill we're eight Jears inlo the Zeds and

Bill O'Connor has gifted us with a magnificent new look for
d\\arf women. Strong, scnsual. earthy and feminine. with an
uo11c beauty that no onc \\-ould think 10 splash a beard on.
Qucstions ofdwarvell fcmale beauly ha\"C been buried once
for and all.

We'lIlul\'e 10 make Jo with the Great Fireboll Debate.
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-Rlchurd Baku

Screne. gmceful. and just a lillie Inscrutable, dadrins are Ihe
prople ofthe Fcy\VUd~the facrie world of twilight and magic
thai exlsls alongside the human world.'! hcy lire the most
highly cultured and learned of the chen races. and arc often
calk·d ~high eh'es~ or~gray ekcsw b) lhose who don't know
any Ixttcr. They are graceful swort!maslen, skIllful aniSilm.
H nd wilards ofgreat cunning and power. Thel r shining Citics
lie hiddcll from 1he eyes ofC0l11111011 1l1ort(tls within t he dark
aud womlrous Fey\\ ild. hUI are dose enough to the world of
humankind for tra\'e1ers to sometim('s nlll..h glimpses oflheir
turrets and spires.

Of all the races, eladrins arc thc lllostllkcly to take magic
for gralltC'd. They grow up in an ellvlronment suffused \\ ith
magic. e\'l.~n ifnot e\-ery eJadrin is a wllanJ (as some Ignorant
hunmns bcliC\"e). For e1adrins, magic b a fundamental lo«:e
of1I.e unh'("fSC. and iCs nC\'er mastered as ll1ul.:h as temporar­
II) tapped. redirccted. and shaprd. Sagacious master wizards
Instruct lhelr clad rio 3pprelllices 10 Ihlnl of mdgie as a rher
flo\\ ing through the unh·ersc. Casllng a spell or creating a
magk: item Is Iile dipplug a huckel into lhal rln'r-or at most.
dh'erting part ofthe river into a Ilew channel. fhe now of
magic continues unabated de:opitc the din'rsloll, say the SOlgCS.
and dTorts to dam up the rh'er complctely are doomed to
eventual failure. hen ifan c1adrinllcvcr CIIS15 a spell in his
life. he St-'C~ evldcnce of the Invisible rivcr of magic nowing
through alllhings.

Corcllon. the god ofnl1lgic. wus the nr~llll1l1lortal to
discover the Feywl1d. Enamored with lhc beauty of this
enchantcd place, he created the elves to people the I'e)'wild
lIud lhe wild places ofthe wmld. From the beginnings oftheir
race. some eh'es were fascinatcd by arcane magic and the
...klilful working ofstone and metal. \\hile others were cnam­
ored of the natural world and thc shaping of wood and water.
Those who wcrc inclined to work in stone and magic built
graceful. splre'lopped cities In tl~ Feywild. while those who
lo\ed Ih'lng lhlllgs more found the \"Sl forcstsofthe natural
I\orld more to Ihelr liking.

In time, the rise ofthe drow-the dark eh't"S --pn.-cipitated a
terrible linN' ofwar and ruin wilhin the Fe)'" i1d. and e\·('ntu·
ally dh'kk-d the eh-en race into three distinct L::.indreds. Muny
e1\'es abandoned the FeywiJd forc\'er and took up asimplcr
existence in the great fdrests ofthe o<tlural world. These are
known as Mwood eh'es.~ or simply Meh·es.~ Those who rem,lined
In the I'eywild and rebuilt the ruined kingdoms beume
known as e1adrins-a namc given 10 them b) Cordlon in the

language ofthe immortals. They arc sometimes known as
~hlgh eh'es

w

after the tall towers oflheir cities and their desire
to remain abo\'e lhe concerns ofthe world. Buttn this day
many e1adrins and ch't"S-esJX-'Cially the ad,-enturcrs and sages
of both races-pass easily bctweenthe Feywild anti the world
and back again with nary a thoughL

l:.Iadrins arc al home in ooth the Fep\ ild aoothe mortal
rt'alm. Academic-minded e1adrlns contemplate lhe deepest
I1lJ:!>teri-cs of magic within the arcane to\\-ers ofe.h'ell cities such
a:!> Shinadcstra. Jenn.Tourach. and A\'aellor. Others explore
die ruins oflong-ROne high eh'cll civllil.ations Like the Anauli
Empire. the Realm oftile Twin QUef'n~. and Cendrlane. or seek
de1ightln the sublinl(' wl)nders of the Fey'" lid. rltling among
Its vast sih'cr plains wit h unicorn, or sailing its )tarlit sea~. And
eladrin knigills and swordnmge... guartlthclr beautiful castles
and cities against lhe darker delli/.en) ufthe Fcywiltl. such as
s{l\'age werebeasls. cruel and bloo(hhlrsty forest spirl1s. and the
dreaded fornorians.

The grand realmsoflhe c1:ldrlns lire hlrgcly a thing of the
P:lst. although powerful clll,sllltes remllin. Most e1adrin corn·
munltks exist dose 10 the e\'Cr ,!lifting border betwef'lIthe
Feywild and the world. TIll..' city ofShinacleslra. for example.
shifts 01110 the world at each midnight. replacing a glade deep
\\ithin the Ilowling I'orcsi for a few hours before returning 10
the Fe} \\ lid with the nrstllght ofdawn. Jcnn-Tourach Cro.'i."CS
O\-er onto a mountaintop only for a single day at midsulllmer.
The lo,,-e~ofA\-acllor. on the other hand. remain on the hill·
~idcsofa fair green i~land all spring aoosummer. fadjng into
the j'cY'\ild with the mmlng of winter.

WHY FEY AND TH£ F£YWlw?
-James \\)Ull

Fey have always been a part of 0&0 that has both proponenlS
and detractors. Tbe detraclors h:lve some good points. In my
estimalion-eule pixies and leprechauns aren't fun opponelils.
and guod·aligned creatures lIrc hard to usc in combat-heavy
lldwllturCS. Yes. people recognize pixies from fairy tall'S. Hltl
D&D Is emphatically nOI thc ga me off.'1,Iry·tale filllla...-y. D&D
Is a game about slaying horrible monsters. not a gMlle 1I00llt
traipSing off through fairy rings lind Interacting wit h the
lillie people.

On the posilh"C side. though. there is something very
appealing abolltthe I("gends ofa faerie land. a world that's
an Imperfect-or a more pcrft..'Ct-mirrorofour own. There's
something genlliudy frightening about the idea that a tf3\'e1er
In dark woods al night might disaplJCar from the world entirely
and end up in a place where the fundamental flIK.'S ha\'("

changed. Magic is more realtherc. beauty is more beautiful
and ugliness more ugly. and C\"enlirue nows differcntly in the
fey realm. Books like Susannah Clarke'sJonathan Strallye and
Mr. Norrell depict that \\orld In vivid language.

The Jrd Editioll Manual of the !'Ialles introduced the idea
of Faerie as a plane ofexistence lhal lay outsidc the standanl
coslllolog}. II was a parallel plane like the Plane ofShado\\l.

=-r===========



louehlng lhe world In many plaet's, 5hnllar 10 11111 ~nera]
form and I,mdseapc, bm hauntingly bcauliful and Inhabiled
by f~y.lhal'5the plant: wc adopted IIlIO the co:.mology a5
the F('ywlld.

Whal, thtn, 10 do with the cule 5priles and good·hcartt:d

nymphs? Wdl, we pultllt \\11£1 bock into the Fqrwlld. One:
aspecct orlegcndary altd literary Faerie Is Ihal t~ fey are curi
ousl) anlOf"lll. Tlx-y don't think ofGood and Evil III the same
way Ihal monal", do, and IhI:'yelin be cruel or nmrderous
almosl on a '" him. TI'OS(' ar(' the fe:) Wt': "'-dnted In til(' F~y­
wild, Til(' "t':ywild Is home La unearthly c1adrlns '" ho mighl
call up the Wild I hlllt and rampa~ through the Inorlal world
10 avenge some r('al or Imagined wrong, or JUSI becau.sc the
moon Is In a cUlnln phase. Its drpds walk 11110 baull':: along
sldl':: their lreant allies, slashing aboul wllh branchlike arms.

II \ nYlllphs CIl n kill with a glance or encham morlals 10 act a~
Ihelr slavc~.

Like the worlJ ofhtlll1anklnd.lltc FcywHd is a place of
darknC5S hllcrnll>tcd by tillY. nickering points t,fllglll~butIn

the J'cywlld Ihose arc more Iikt': points oftwllight. E\....n tb('
l>eautlful pal~c.. ofthc clad rillS can be welcoming In dayliglll
bUI places oflcrror when the 5un fades fnlnl vicw.

ELADRIN SociETY
-Da~Noon/In

\\ hc:tlw:r an cladrin calls the I·('}"\, lid e1lie.. or a "hite low('r

amid. human ell) homc:. lit or 5~ grows up in an I'::xtendoo
family group l-oown as a hou . ~1ost dadrhls IISC their house
nanl(' as a suntanI(': Jaurl RisinKstar and lkdrla Risingslar arc:
bach scions ofllou Risingslar. for c).allll>1I:', C''ell ifthc)'f('
only dislantly relalOO b)' blood. Each~ has IlS own h/'raldk
rrc..t that's embrold('roo iJllo a robe or l:lbard and used on Pl.-n­
IHlnlS and other decoralions.

Houses lend to be qttilC lar!.'t'. often numherlng hundreds
of c1aclrins due 10 their three-ccntur)' Iif/' span. The long life
span also cxplalns why eladrin comnmnllics ha\e ..illlpicr

IXllltlclil strIlClur{'\ than olher races. A lord or lad)' ma) ,;o\ern
.111 cludrll1 domain for two centuries or morc u comlnlllt}· lIf
leadership Ihat the short·livcd race:. clIlI'll1l:nch. Conflicb o,'cr
'iucccssion arc more rare. and an c1adrin rulcrcan draw on
a \'aSI re'iCn'(' ofexperk:ntt when responding 10 a crl~i\, For
e'(;]clly the same reasons, however, an eI,ldrln lord Is Ii\..cl,\ 10
be a conscnath'c ruler. Ifyou lell him of ,III imading army of
orc5. iI's 1Il-e1) Lltat lord Tyna.l orShlnaelcSlra 1\ ill handle II
!j,;Ifll(' "'""3.J ~ did fivedecadesago.lluman dlplomals find il
hard to 1M-plate ",lth tbr high elfT'Calm.. b«ausc lhey·rc oflen
told. wlfwc'rc al anlm~,that·s fillt.'. \\("11 bring the matter
up wilh your grandchlldrcn,w
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ELVES :'
•---- - - --

-Dal'c Noonan

Quick to lauglucr and quick to anger. the impulsive ell'e"
temper their wild hearts with compilssioll and courage. They
lire II physiclllly gifted race: slender. handsome or beautiful.
Qnd astonishingly lIgHc and swiB offool. They arc bra\'C war·
rlors. superb archers. and lllilstCTh ofthe ~l'CrCI magic of nutme
thal surrounds all living thlng~. Elves make their homes in
wil<I places ofgreat beaUly. building shdt(·rs and settlements
amid the woudlands that are virl ually invisible In tr,l\e!ers who
lack their woodcraft lind keen scmeS.

Agcsago. eh(".\l and eladrins wen' a singh' race. the people
"flhe fey\\ Jld-Ihe Iwilight world offaerle that exists along
side the world of hll manklml. The elil(l rlns were fascinatnl by
magic and the high lore of making. becoming skilled bllllders.
urtisans. and Ivllards. The e1vcs lo\'ed til(' simple beauty oft he
natural world I'M more than the \\orks oftheir own hands and
1llInd~.and they drifted llparl Irolll their more scnled kinfolk.
They became (\ rm'e of wanderers and hUlllen. rarel} building
permanent homcs or even living in 1hc same place for mnre
than a lew months at a time. Olher lolk MllIlctimc.\l refef to the
e1adrlns as ~high eh'es~ and lhe forest·J\\c1lers ofthe world as
"wood e1\'es.~

[II'Cs long ugo spurncllthe eilies and havens of the clad rlns
lor lhe natural wonders of the wilderness-usually the deep
lorests orthe world. There they dwell. stalking owlbears In the
Illlwling Ilores!. leaping among tile cascading waterfalls of the
Durkdlwood. and dancing within thc hidden glades of Dagger
moor. 'I'heir tribes wander the vast \\ lids of the world. crossing
over into lhe i-eywild or e"ploring the borderland.. of the
settled race.. when their curiosity lead... them there. No maHer
how far thc1r travels wke thcm.thC}' always ~cern to nl1<ltheir
way back to familiar forest .. from timc to time,

A typical elfcommunity is a 5emi·nOll1adic tribe. bullet ing a
treehouse Village oflivlng wood ill a parflcular stretch afforest.
thCll savoring the natural splendol'!o oflhat place for a few §ea·
SOliS or YCllrs be.lorc thc1r collective wanderlust takes the tribe
elsewhere. searching for a new place wllt'rc they clln set down
roots for a time.

And because elves arc a... long-Ih·ed as their e1adrin cous­
Ins. those wanderings can go far indeed. An indhridual elf
could ...pend a decade III the Jungles oft he llama 111 Archi­
pelago.then spend another year cllmhing Mount Keallnor.
a sea,",n living among the humans in one oftheir cities. <lnd
IInother decade tracing the overgrown paths through the
feywild tl13t cOnJlccu:d the cities In the ruined realm ofCcn·
driane. She might not sec uibe or fillllily for two decudes. but

It's likely that most ofthcm will stili be alive when she returns.
Evcnlfher great'grandfather is a century old. that elfcould
wandcr for 200 )'cars and nod him stili alh'c when she CHIllC

back 10 the tribe.
A cll ieftain, chosen by consensus during a collective

trance·rltulIl. It·,.ds each elf tribe. Tribes arc generally named
alier a geographic feature or a plant: the Whltepeak Tribe.
the Oakroot tribe. or the People of the Slmdow·Glade. for
example. \-Vilhln a Iribe. each family unittakcs an animal as a
totem or mascot: the Falcons. the Wolves. the Owls. and so em.

Elve.\l don't usually use surnames. but when necessary they·re.
cqui.lly likely 10 adopt their tribe nallle or their family nUlSCOI

as a surname.
Unlike e1...drlns. who arc oflen rescrn'ti and scholarly. elves

10\'e simple pleasures. They 3re plainspoken. quick 10 jest and
laugh. and disinclined to tic thelllsch'es down to dulJ or ullplcllS­
ant ta....ks. An c1ftribe is far more. eg<llitarian lhan an e1adrhl
ha\·en. adwan'el1 dall. or n human barony. AllY member has the
right 10 speak his mind to the chieftain (or lInyone else. for lhllt
1ll3Uer). .Ell'c!> are bhlllt. bUI they're keell enough obstn'ers to
amid being rude-most ofthe time. anyway.

Ifanything is capable ofsourmg <In elfs compassionate and
lighthearted nature, it's the presence of the drow: midnight
skinned creatures who dnre to callthemscl\'es eh'cs. yet long
ago betrayed tJlclr entire race after being !>educed by the lies
orLolth. Demon Qut.·cn ofSpiders. From their sinister cilies
beneath dle earth-where eh'es and eladrlns banished them
after a long war Ihat lefi llIany e1adrln cities In ruin and great
forests burned to ash-they hatch evil plOIS full of malice and
re\OCngc toward elfand c1adrin alike.

Beyond the drow. other enemies .abound. Goblin.s (and hob·
goblins and bugbears. ofCOllrse) ha\'e fought many wars againsl
elves, Goblins build their fortress-cities whcre\'er they can. bUl
the}' favor dark forests whose gloomy shudows shelter them
from the sun. Tbc)' arc eager 10 despoil and poisollthe woods
lhey occupy. shaping lhese forests to their own lastes. llll"es
dctest the wanton ruin and crud excesses ofgoblin kind and
will not hesltatC to wage a long. merciless war to drive out any
goblin band lhatclalms part ofa forest where the elves roam.
For lhelr OWII pan. goblins ha\e learned to fear and hate elH~ll

arrows. lind deliberately pollutc and burn lhe woodlands to
drive the ekes aWllY.

The elves aren't without frlcnd~. Elves can call upon ,lIlcienl
fey allies. such as ccntaurs or dryads. to aid them. And elves lire
generally friendly toward humans. dwan-es. and hulnings­
even Iflmrnans arc Illllddcningly illconsistelll. dwarves lire
dour killJOYS. and hulnlngs too sly for their own good.

Due 10 lhe uninc;ulons that occurred during the last
human empire. mOst human senlcmt:IlL<i include mleast a
few elves.





-Concilfue(l

RI:CONCEPTING mI: £LVI:N LooK
-Hichanl Baker

IfyoII I;,kl:': a look allhc hclght and weight 'iIlKgc\lcd for elf

charilclcT'i ill previous editions, you'll dlscoVt:T Ihal elves IISt..d

fO be exceptionally small and slight. It wa~n'l unu~ual for elf
charuclcrs 10 stand only about 5 feet Illli and weigh 1('55 llmll

90 pounds-about the size ora typic;!1 II-yellT-old. 11\ hard
10 makc a character oft hat statUTe look slender a 11<1 graceful
Wilholll making him or her cl'trcmdy snwll. at least as COlli'
pared 10 the humans. dwarH.'S. or half orcs in the pany. So we
dt'dded 10 revisit dfslalure for the new edition.

Core 10 the ehes is the lI(l(ion ofc1\'cn grace-and ifyou're
goillg 10 designate a met as particularly graccful.lhcnlhc)
should have a physique tbat looks graceful. A male e1( no
maUl'r how strong. willlte\<er look liL.e a linebacker. At most,
that elfw!ll han~ the chiseled but stillIean ph~'siqueof a light
weighl boxer. I hal aSpl-'Ct of the dven wlook W Is keJ for reasons
ofldenllOcalk)ll. [In's now stand abollt as lall as humans do.
or ('\'en a lillIe taller. And they're athletic. nOI emaciated. They
hal l' the long legs and Iighl builds of born rUlllters.

EI\e'i retain !>C\cral of their disllnguhhing characteristics
fmm earlier editions. lIlostliOiabl) Ihe poinlcd ears and the
dlghl lilt 10 lhe cJcs. And elfmales dOll't hil\e foc!al hair. The)'re
not effeminate; they're lean. athlellc. olld c1cal1·~ha\cn.ThaI's
not to say that elves never look femlnine- female elves SUf(~ do!

DI:SIGNING mE £LVEN ALPHABET
-Dmdd HeCI'r

EI\'ell had to be graceful and no\\'in~.so a curved script
InllllCdlalcly suggested itself Initial atlempL\ had Ii namelikc

/

Elfhead study

appearance. with ascenders and descenders lending a motif
from the Iimbsofa recUr\T bow. but the on~raU effecl was nOI
quite cOIl\'incing. ,'Iall)' of Ihe characters S{'('med Mfon:ed.w

To create 16 unique characters, plus 10 more for numerals.
one must arri\'e al a sufficient le\'('1 ofcomplexity ofcun~ and
lines while adhering 10 a style. A glance at sollie Malayalam script
fCmlnded Ill(' that It i~ pcrf«tly aa:-cptablc 10 di\>idc a charoleler's
MCCW ..p....ce \'crticall} (a~ \\ ilh !.;ttin w~l.w ur W\V1. as ""ell a hor·
170ntul!y (like talin ~ I;,~ ur ~HW), 'illd that Ihe !>trokes forming ,I
character are allowed to nos.. O\'cr themsch'es, forming morc
complex shapes Ihan JUSl simple 01>C1l or closed curves.

Rctlring lhis in mind. I created u fresh script III a Single erc­
athc burst with the cailigruphy pen, allowit1g loops and ell rves
(0 now freely from the nib. The resulting characters have .. con­
~I~tellt ~(}Ie. and the Italic slullI lends a nice now to the writing.
C:IIHgraphlc nourishes suggest themseh'es easily whell writing
Ihb !>uipt by hand.

Jf9
[Iven runes

iVfC-
u (r6!jJrbrifJ(J)

(j( ilflJ6J
() 0 a



I he new alphabet also improved onthc first draft by using
finer lines, with less dillerence between thick and thin Slrokes.
This adds to the elegance and grattfulnc5s ofdlc kripl.

The numerals came in a second burst, the only rest,",clioll
being Llmt they 5hould each occupy a 5imilar anKMlnt ofl'crtical
and horizomal space.

ALLY£~RDAYSSuBRACES
-ItidwrJ Baker

~oll1cwhcre around twenty years ago, the D&D gmnc started
to suggest differcn<;cs between wlrietics ofdWllrves and dve....
Dwarves were either hill dwarns or mountain d\I'urves; elves
were high eh'es, wood ekes. or gray eh'es. Ofcourse there
were drow too, so that suggcsted the dwarvcs might have an
('l·i1 l'ariety, and thus the duergar were born. Otfferellt cam­
paign worlds came up with unique and nal"orful names for
these varieties. and different abilitics too, making elen more
~ubraccs.So before l\C kncv. it, Il..e had a game with a d07.cn

larielies ofch'CS' and Just as man)' dwar\'cs·-and most had dif­
ferent mechanical charncteri\lics from the b.1slc el[ turning
one character race into a dozen.

For 4th Edition. \\'cdl..'Cided 10 take a big 'itep bocL from that.
We decided that most ol"the differences lJetwccn dillerent
Iypes of ell'es (.I row ndmled) were cultura I. not physical. \Ve

Elf, 1:.1adrin. and Drow

could retain the notion oftwo dn'n races. The 0&0 game
has always boasled two very strong iconk themes for elfchar­
acters: the \loodland ranger and the highly cultured wizard.
Therefore "c narrQ\\-m the field ofelfsubraces down to Iwo
elllries that mailer. bigh elfand wood elf. Gra) c1R"', sun eh"cs,
moon eh"CS-the)'re all high eh"CS. Wild ehoes, wood eh·es. gl'ttll

ekes-they're all just eh1:s.
Gil'en the Story I\e'd settled 011 for the high eh'es (a race

arrey lords who lh"e in castles in Faerie). It seemed thai il
would actually IJc counterproductivc to also bring forward
the dadrinlnto the ncwedition (a race offey lords who lll'e
in Arborea, ,I plane lhal looks a lot like Faerie). In a sense.
dildrin and high elves were COIllI:lCtlllg for the ~mc concep­
tual ~pace. so we chose 10 combine them inlo a single race
offey lords and made the Feywild their home. The name
~eladri.n~became a\'allable to use as the name ofthe ~hlgh

e1r player did racier race. Now thef(~ are three races-not
subraces-of ch'cnldnd, and each is equall}" distilll.:t fmm the
others: Orow, Fladrin. Elf.

BJ comparison. althe dose of3rd Edition. the ch'cn
subraccs th,JI had apl>cared in various D&O sourccbooks
included ekes, Acrenal eh'es. aquatic eh'e~. 3\"arid, drow.
moon c1n's, p.lillted elves, snow elve:>, Slar eh1:s. sun eh'cs,
Vaknar C'lves. wild elves. and wood elves. And we probably
missed a couple.
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HALFLlNGS "
- - - - -

-Bruce Cordell

When the !iun·h04 Sirife ~I,", n gods and primordials was
oordycookd. 1M pldcssofthc moon. ~haninr.and the god
of the wikkmrss, Obad I-Ial. '" n:: dr.lwn 10 each othrr. A lern­
ptslUOu!i affair ~nsued. and before the two stpar.lIOO fore'''er, a
l(n't" gifl Wll5 fashk1l1oo from the moon's dreams and tht: undis·
cipllncd glms.nd rh't"rsoflM world: tM haLning ratt. Thr
goddess ofluek Iookcd upon~ fruIt ofSe:haninc: and Obad
Ilal's abandoned effort and was delighted, \\1thln the ~wborn
halOing ratt stirred a splril ofa<t'Tnturc lhal could nt\"Cr be
saled.•nd a de,'U may-carc altitude that sur~ndercd their
~ and desires to luel. as much as all) knowledge orartlfkr:.

Curious and -=liVli.":. opt:n bul SC!Crflh't" about their inlcmaJ
deaJings, haiOlngs are quick and rrsourcrful wanderers, slO<lil
In stature bulgrclll In courage. They arc all athletic race known
fOr their I~nuity,qukk wl~, and steady nt:n~. Despile lheir
lCSS('.r size. haiOlngs ha, StOlll hrar~ and lhr ability 10 stand
up to punishment lhal few could SCiJfCI': c~lt.

I-Ialnlngs benefil from a nomadic. world·spannlngcul­
Iun:: thai has sun'h"Ctl Ihousands of}'Cars. Including the rlsc
and fall ofSC"eml empires. When OIher ra~ saw their great
empires topple. found lll<'tr cleals '" Ilh extra-mortal enlldes go
bad, or wer~ ellshl\·ed by terrible monstt'l1/. Imlnillgssurvh·ed

IIa!Jliny

"'8~

unch.lI1gcd. rhclr 01"",,1 hlSlorles COlltaln a vasl amount orlore
about people and phlccs lOllS P.1St, especially remnantS stili
found in the world of today.

Round by trndltlons and customs that have senw them
,","ell for thousa nds ofyears. hOI In IilKS place great Imporla'K(' 011

being friendly toolher peaceful,wcielles and on sharing both
the burdens and rewards ofrortune. Among their own kind.
halningsSC'ule easily into their customary Inleraclions. whleh
arc ch.1racleriled by a II1Ot't: serk)us and practical maeu_

Ilatnlng don·1 collCCllhcmseh-es In kingdoms or realms,
and they dOll't recognize any "Orl of1"O)"311y or nobilily. l'tSlead.
halnings organilc themseh't"S by dans. groups tied together by
family re:latlonship5. Thus. the head ofadan is also the head of
a family. Clan elders are: 6pectnl to look after their 0\\ n 1OIk..
I-amilics man} miles distanl from each other kttp In louch by
It~ns ofa,lall couriers and messcngers, so most halnJugs In
any gl\"(~n area.rc: qUilt wdllnformed about whafs going on
all around them. Clans 1IlO\'t" around with the: SC':asons to amid
lroub&c. to nnd better fishing and hUllIlng.to "islla dlslant
family group. 10 relocate their waler cara'"ilU 10 a new ttnler
oflOOe. or slnlply 10 Ih SOll'lcplaa: dllTerc:nL in their lra\ Is.
cL:lI1s pas.'1 kl1CM ledge on to OIhen: the} n.eel. exchange memo
bt:rs via marriage, and rttStabl1sh rdatkmships wllh dans with
""hom they ha\~ been OUI oflouch.

The nne points ofclan law varies from one family clan 10
another. but In mosl cases a halnlng Is tce:hnkally a member
ofboth the mother's and falher·s dan al birth. Upon reaching
maturlly. II halnlng lIl\Ut rormally declare Mlweenlhe IWO

dans and lldoptll~ family name oflhe chosen dan.IIO""c,'er.
lics bclwttn both clans n::maln dose.

Clan dde.... ar~ chosen by acclaim c\·ery so many years.
depending on a particular rlvf'r caranln's luck and happlness­
the less hnppy. the mort' often new c1all elders are chcxen. The
tille cider Is more cert'lllonlal Ihan accurate-any Imlning can
be an elder as 10llg s) he or she Is atleaSI twenty·four )'ears
old. Clan ciders hand down family law, mediate In disputes
bct\\~('n lIlemhers. nnd provldc gcneml direction to Ihe dan')
activities. No sci l1l11llbcr 01 clan ciders cxlsl~-rnoreciders
are c1('Clcd whenc\'('r II secms too lIluch ,work has fllilen upon
the shoulders of too few. Sometime.. dun elders frOIll dlspa'
rate chillS mcetto pas on Important warnings; howf:'-cr, such
Inlormatlun I~ normally tnlsled to standard means ofdispers­
Ing inforrnlltion.

Ah\a)'s rooming. halOtngs are at home in any land but call
no land their O\VI1. '1 hrough their oonSlant travels. usually ,-Ia
":Jterways and marshlands, few peoples run't" learlM.-d more
ortl1e world and what goc=s 011 upon its face than halnings.
Wh('rl' JllI)!;t olher races flnd their pcace In a domicile Ihw In
by gt'-Il("rallons of parents and gr:Jnup,arents. or In sturdy-built
hcm~ deep In lhe c:Jrth Ihat hardly change at all O\"erthe
centuries. halOing') AIKI peace in the act oflraH~llng. htStcad or
being \\~arlcd by d.ll) ofpaddling canoes, pushing rafts, riding
rapids, and pulllnK barges. halnlngs are n::jU\·cnalt."tI by such
aclh-It}.llalnings an:: not much for riding or tr.n'CIlng by hanl,
dusty roads; rlnr lrlps af"C thdr preferred means of touring.



The. river offers routes to places ne<lr and far. I-Ia lflillg willer­
caravans can be found traveling up or down a river or tributary
'Subsisting on tr,lde, entertainment, and sometimes graft.

When a h'llfling willer caravan ties up its many craft to the
piers of an eSHlblished community. halOing merchants, day
laborers, tricksters. and entertainers jump from their boats,
eager for the day, Atthc same time, those remaining with the
boilts begin songs oflabor as they get to work patching holes,
mending silils. ilnd preforming other repair work. illready
anticipating the next leg down or up the river.

Some ofthe halflings who discrnbilrk from a river caravan
hire themselves outo nearly any enterprise, Including masonry,
farming, guard duty. or even ilS companions on perilous, one­
ofT qucsts Into the wilderness. OtJlers who have salable skills of
their own seek the local mllrketplace to offer their seT\'ices. bc
it brewing, wcaving. cobbling, or leathenvorking. A few wllo\-c
bought lots of merehandisc from somewhere farthcr up or
down tile river try to sell or trade their wares. sometimes even
'iot'tling up temporary stalls from which to do business,

Ilalllings are also powerf\llly drawn to games ofchance and
luck, and In such games tend to do so well that others sometimes
suspect them of being a race ofche'lters. \Vhile its tnle that

halflings arc not above iI trick or two. thdr natural luck is more
t.han enough to put them over the top in many a game. Even
when halOing procliVities lor winning and tricks is known. there
always seems 10 be those ofother races eager to "match wits"
with hallling dice masters. and card sharks who belie\'c their
own luck ,lnd 1he stories their sycophants feed theln. Some even
win a hand or two. but Ilsually halOings come out on top.

WheJl halllings deal widl the population of a community
they're visiting, they present a plucky. affable face to outsiders.
They possess an easy'going, friendly. optimistic, and curious
demeanor. This behavior isn't a false front. but instead is their
natural inclination outside the hounds oftheir traditional culture.
Hillflings are also known for the favors and great deals they some­
tilTleS accord their buyers. Such favors can take the form ofaid to
those in need, <lis<;ounlS on services for tllOse who have little to
spend, 'lnd small gifts to JX'oplc who have treated them especially
kindly-or unkindly. While it is probably true that slICh haWing
good will is merely part and parcel ofa halfling personality, s\lch
actions go a long way toward maintaining the feelings ofgood will
most other races feci toward this diminutive peoplc. Ifhalflings
were known to be a race ofliars and swindlers. no (:orHmunity
would allow all itinerant water caravan to set lip camp.

========~...
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Ofcour-e.lt s.hould be noted that halnil\);>;' happ)-go-Iucl.}
\'lew of the world sometimes corne" acrO'i>; In a le~ Ihan posl­

the Ilgl1l100l.her. more consrn"atiw ~ople\,Owning only
II mlnhnal alllO\lnl ofpropert} themo;che~. halnlng5100k at
other>;' posSC'.... loll5ln a ~dlm'rcnt~ ligh!. 10 MlIIIC halnillgs,

the fact that another creaturc ~Cl\\ ns' ;1 partlcul:lr objectl~ Icss
relevant lhan hnw soon thc Imlnlllg ill CIUI'!>lloll might ~find~
that samc ObjL'Ct hlmscl[ Thm, hallllng>; han~ (lIsa acquired
WllIct hlng of II reputation for helng pronc 10 Ihdl~buc from
II haIOln/{·... I>olnt of\'iew, ..-uch action Is a rl'\uh ofa pOl\'erful
curlosilJ.1I01 oUlrighl di5honesl~. \Vhen Imlnlngs do sclllhc
proct'eds ofllllchlJ gotlt'8 g3lm. tllCJ do so \\ i1h the:- IJclJefIhal
Ihcy\e merely redistributed rcsour('..... lo wllt're Ihe)' \'oe~ able­
10 do the mo..-I good 10 IhOst" IIltJ!>lln need.

Then lIl;"ll\. not all haJnlng<i are fl)Ulh-aled b) curiO'oilJ Bnd
1111 honest spirit offun lodotrku.1 here ex-hiS lhe rare half
ling who fullJ unden-tands lhe t'thk.. uflarC('n~. ck«ption. and
Ihe profits crime call occillnulate if \ulh lk Ii\ Ilies are IlC\er
dISCO\"CTNI. ~\Kh a halning i.. mOl 1\ <1100 mon.· b} gn-ed than
curlosll)_ When such halOinlr-' are di~O\t'R-d operalinjit \\hhln
lhe connnes ofa halOing ""aIel" cara\an. I!}("\ are exiled and

lIalflln8 head study

Call1le\'Cr relurn to the rher'born life. Messages bearing tht'
description ofthe offender art St."1lI10 all OIher nearb)- haln/IIS
ura"an~.If'Sllhcoffender allelllpilo ."L.e up with lhem.TI~
halmll~ma.)' seck anOlllerCllra\lIn. though most decide 10 Ihe
pt'rlllanentJ)' \\ ilhill Ihe bounds ofa human cll)' so Ihey can
continue to pun:uc Iheir qur.)lionablc ways.

Tllr £ \<OLunO OF ffir HALfUNG
1J.1I~ ~OOfICJn

In the beginning (which \\e'll call 1974). halOings we« hob
bIb "raight OUI of lolklen. Ihe D&O g3me·-althal point three
bool.lcl" and some rt'ferenn~sheels cosling S IO-even called
Ihem hohblls. Ilullhen D&O made the lransltion from 011 o\'er­

gro\\ 11 hobbJ 10 II fullnedgl'd produclline. and by 1977 all the
huhbits lx."t:allle halOings.

rhroughoulthe 1970~ and the early 1980s. the 1)&1)

h.llnings slllllookftl and llctcd like somelhing right out oft he
Shire-lhe} \\l're ollen a little plullIp und thl')' walkcd around
wllh lhelr fill.!} feel b.lrt·.l\Iosl oflhelll wcre thie\'es, a class
Ihat's concepllwlly similar to \\ hOI \\'("d call II rogue loday.

In the IIIld·1980s, halllings started to 111O\'e away fromlhe

TolL.it'n \'b;lon spurred on b\ tcns olthousandsofD&O play·
en.. Bilbo 1WJit8lns mighllla\T been a reloctallllhier. oot 0&0
lable' t'\"t'r~ \\ here \\"Cre full or mischie\"Ous. wisecracking. and
tlllhusil.lSlk halOing Ihlc\e>;, 11lC pla}ers drove 0&)) halOillgs
Into IleY, lerriIOr}. and IIw- Ilule fd")\'! \ l>Kame a Lcy reposl·
lOr) for mtK:h oflht' garnc'~ hurnot',

The look ofhalOing\ ~t.ltlt'd to change. too. Subnccs
emer&'t'd: Ihe tradilional halrf«t.lhe somewhat d"Oirml.e
)1001\. and lhe tallfellc)\\\. 1\ ho were associated \\ Ilh the ehoes
and \'oere onl)' tall \\hen compared to halrfeet and SlolJl~.

111t'n came the Ou,Go...LA!O;("1!~ ofthe halnings.: kender.
a dimlnlJtl\'e, \"aguely elnn race. Talk about a ratt dcsignt'd for a
mlschie\'Ous player-kender lire Imposslbty curious, ulicny fear
k'SS.lIltd tJleY ha\"t' an In511nCII\'c dl'Slrc:: 10 ~bc>rro\V' things frOI1l

tbe pucl..ctsnoo backpock!. ofwbomc\'C.r Isslanding nettrby, Some
plnJt.'rs embraced lhe kemler. I\hlle others found Ihem a lillie
100 lilr In lhe ~colllic rcllef~ lerrtlory, Whether the .ll1Ilcs oflhe

kCltdcr PC .11 ),our D&D table were hllllrJollS or annuylng ICltdcd
10 determine how)'OO felt "bout lilt' kcnder as a whole.

\Vllh theonsct of3rtl I:dliion D&l) In 2000. a COllSCllSUS
qulckl)' cmerged: relain the halOing's natural enthusiasm.
bUI shade them a lillie dllrker Ihan Ihe kcnder so they could
be more than comk foils. Get litem out oftheir comforlable
hof-nn, and b heann's sake klthcm wear boots like c\'er)'Oll('
elsc::. Haillings beealllC nomadk and had a measure of\\ hlmsl­
callrlckery-ool whimsy lhalcould turn sinister al a moments
notice.'! heir \'isualldenillychangcd, loo.lllIlnings got the
lithe physique ofgymnasts rathe-I" Ihan the portl) pllysique of
ruslk: gentleman farnlit'r'S.

As \\'t' lIIt'gan our work on 4th l:.dillon. \\T d«:kk.-d thai \\C
s:~l1Il1kcd the 3rd fdltionlooL. and fed ofllaming...-oot"~
needed 10 cOl\linuc 10 cmh'c Ihe IllIming role lind appearance
In IIiit' game.



How SMALL Is SMALL?
-Richard Balter

One thillg we got wrong in 3rd ~dliioll was halning
sbe. As it !Urns OUI. someone who Is barely three f«1
tall is really. really small. A halning who is three (<<I

tall an<.llhirty·(jw pounds is ollly nboUI as big as a typi­

cal three-rear-old. I ha\"'e IWO kids, and I remember
when they wen~ thai small. I pointed out 10 Ill) team­
mates on 5e\"eral occasions lhall could nOI imagine
how many prest:hoolers it would lake 10 beal mc (or
any good sized adult) in a lug-of-war. You can assume
that aduh hamlng.. are two or three limes stronger
than human children orlhe same size. and II's still hard
to bcllc\'c that a halOing warrior would really stand
a chance ;Igainsl a monstrous SaYllge marauder like a
gnoll or ore.

So we decided Ihnt we would let haJOings get closer

to the sll;c nf9· or lO·year·old kids. Thalllleans aboul
four fcet lall and TOughly 6S pounds. Tha(s slill not \'efY
big, but cCflaillly less ofa slrelch Ihan befort'.

Bc~idcs, it means that we can make ollr Small·sized
halOing miniatures aboUllwo-thlrds the height ofOUf
human mlnlalures and ghoe them proportional athletic
builds. They'lI just look beller at that sil.e. \"e\e been
(Iuietly mling out and groYdng our halOing miniatures
for a while nowan)·way.

Wm:RE Do TilEY LIVE?
-Richard Saller

Elves and dwar\"t~s ha\'e always been tied to speciflc lerrain
t~ pes in 0&0, )iOrests with c1ven tree·clties and mountains

""ith dW,If\'Cn fortresses arc a staple of the game selling.
Oflhe IllIlJor nonhulllan heroic races. halflings have always

eked II native terrain. It leaves them odd Iy na\'orlcss compared
to Ihe Ilt hers.

111 thinking about possible terrains hllJnlngs might like.
""eo quickly dlSCllrded forests and mountains (that's where
the other races live), hills (too much like mountains). and
plains (not very distinctive, really). So, \\ hat's left? ,\1arshes

and swalllps.
AI nrst billsh. it might seem that looking at halnings as

marsh·dwellers hi not \'ery intefCSting. We tend to see people
\ ho Ih'e in swamps as backwater mbcs. But when you think

:J.boutlt. halnlngs ha\"e- good reasons to Ih"C: 111 swamps. First of

all. marshes and swamps are \\-aterwa)'s that provide access to
-oasts and rh--ers and rh"Crs arc the best mads in the world in

a nonilxiustriali/ed 5OC~ty.Second. marshes and s\\-ampsoffer
c'(cellelll defensive terrain. They present hiding places and
impede the 1ll0\'ement ofmost attaclers. Finally. marshes and
,"wamps arc filled with life and offer lots ofopportunities lor
hunting, gathering. and fishing.

Ha!Jliny
fiyh'er

LIfESTYLE AND SocIETY
-Richard Saller

Ilalnlngs are waterfoll:. skillcd bootbuildcrs and fishers. Ilalf·
lings dou'tlh't' in caravan \\-agons: they li\-'C in large cJalL~ aboard
keclbo.:tL~. barges. and rafl:s. The) ,Ire the far ranging tr.tdets who
cOlllrolllle ocst roods ill the world. and they ha\t~ a knack for
providing their trading partners with whatever commodity or
expcrli-S(; their friends lacL:. Ilalning<; provide foodsmllS to the
dWlIrwl1 stronghold. melalworking skills for the eh'en village.
lind 1I,I11d worked leather and pelts for the lIearby human town,

Ilall1ings arc still ,1I111ffable and cllsygoing people. but they
know how to stand up for themsclves whell lhey Ilct:(1 to. To

masler lite difficult environment they h("'e chosen to li\'t' in, they
hm'C gailt(:d a great respect for and understanding ofthe natural
\\orld around them. They frl'1Jucntly domesticate allimals and
birds to scn'c as scouts. nlCSscnbocfS, guards. and workers.

While other races build permanent cities and try to raise
up gre:at empires, the world·<; halOings form it sort of~invlsible
elllplre~ from sea to sea. All clan leaders are more or less equal.

and allihe dans in a particular region M kingdom confcr \\ lth
each other when all}'one oftheR! is faced with a decision that
might affect all halflings.

Hceause halnings ha''en', raised many empires. they ha\en·t

suffered any great racial fC\'CrSaJs like bigger folk. HalOing cuI
Ulre and tradmon is quite old. stretching back for thousands of
years. Their legends ami tales recall people. places. and events
thaI other races nn longer remember.
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-Bruu Carotll

Sunde~d from humanity by their ancestors' o,"erweening ego.
tieOings are a race whose bloodline 'items from an infernal
bargalnlllade nearly a millennia n8Q.

lacking any knowledge of their cremor and witholl1 a
PUfI>OSC Instilled by a caring maker. hUlllanlty determined
its own purposes, but often only by accident, Unpredictable
a nl! adllptable. this strangdy mallcublc raee ('hllm~ lI1any an
ancient and long vanished empire. One such empire birthed
the licning race.

Do you reeallthe whispered stories ofl3ael Turath7The
empire of Bad Turath's reneh exceeded lIs grasp, but the
el11pi re's ru II ng nobUlty were add icted to Ihei r own power and
glory. They vowed they v''auld retain their rule, no matter the
conSC<luences. no matter the COSI, no mailer what they had to
gil''' up. E'~n their own hUlIlnnlty.

Bad Turath's brash promises were heard in a distant, bum­
Ing I'('alm amid the siI~ryAstral Sea ... a realm called the
Nine Iidis.

\Vhispered secrets slithered Into the dreams of those
who thirsted mosl for the continued dominion ofOae.!
Turnth, and upon waking. the red-eyed dreamers repealed
Iheir \'Isions in the day's wan light_ Those vhiollS were
inSlrm:liolls for how the nobility could achlel'c its ends. A
grisly month-long rilual would he re(lulred, one that el'ery
living ruling house oflhe empire needed to participate In
If the desired effeel was to be achieved. The ritual included
unsllvory and tcrrible deeds that had to ue enacted by each
of lIS plIrtlcipanLs.

A few houses. e\'en in decadenl Had Turath, refused.
These houses were exterminated. and the remaining houscs
conducled thcir ritual withoul naysayers to question their
grim certalllly.

The ritual began in da.rklless and hlood. and deep Into
the small hours of the second night. Ihe Orsl devU appcnred
from Ilell's iron doors. The Om was followed by others. each
Illore terrible than the las1. and to each pacts were sworn
by thc puwer-mad leaders ofBac1 Turath. Infernal bargains
were a"owed with names such as the Scarlet Cia", of Hunger.
the Iron Crown of Madness. Night's loving Void. and the
MI1110n Pains of Eternal Torment. Though hardly remarked
upon at the time of their swearing, the pacts bound not only
the nobility present in the hideous rim'll. but also promiscd
to mark the descendents of everyone present. even unto their
last general ion. so that no one would cvcr forget what Bad
Turath had agreed to.

And so wns born the tiening race.
Flush In the power oflts new-made pacts, fully com­

prehending the power granted by those pacl.5 Ihat laler
generations would mostly forgel. Bad Turath recklessly
expanded Its lands.llle nobles rukd their empire In the name
of \arious Infernal masters and patrons. They called down
hdlnre. cunes. and e1dritch puwer to scour those who resisted
them. those who angered them. and In the end. those who
seemed 1Il.e1y to make amusing \·lclim.....

Thus. BaeJTurath became an e,-II bloc on the past. and
many annals ofhuman history com·enlently forget to recall
that Ihe empire's infernal reign began in human hands and
that human ego nlone bred the Hell-Chained Empire. Instead.
hislories merely Speilk ofthe sudden appearance of tieflings
and le3\·e all mention ofhunlllll invol\'emelll out of the picture.
though learned sages know the trmh.

RaI'l Turath's expansion c\"e11tlllllly led It into direct contnct
with the dragonborn elllpire ofArkhosia. Arkhosia's I)l)wer and
hblOry was no less grand and storied than that claimed by the
shadow of Bad Turath. Neitherelllpire would yidd anything
10 the other. Bordcrsklrmlshes grew with each passingycar,
solUetllncs breaking into full-scale wars. Including the War of
Teeth, the Warof\Vings, and the War ofRuill_

Sonle ofthc most appalling baules in history were fought
between Bael Turalh and Arkhosia during their ""3rs. legends
recall the terrible Battle fOf" RazOf"tcar In the final War of Ruin.
Razortear was a fonlfted Arkhoslan garrison. one ofthr«
stratcgkally defensible locations on Arkhosia's border. Bad
Turath decided to attack Razortear. The tieninggencrals knew
they \\oukJ not be able to storm past the garrison and Into the
Arkhoslan heartland. but tlley fclt that In defending Ra.f.Ortear.
Ihe dragonborn would streich their resources to the breaking
point. And so when wlmer's winds blew coldest, Bad Turalh
darkened the ground with haifa million warrior-sla,·es-each
company led by a sub-prince of! lell il.5elf-agai!lSl Razorlear.
which was defended only hy iltenth lhat number of dragon·
born soldiers.

The resultant siege lasted lell full yeilrs. The hatde nnally
concluded when the tlcnlllg general Aelmzrid completed
thc tunnel she'd started digging when the siege was initi-
ated, one large enough to I1IO\'C a hundretl thousand troops
throogh quickly. With Achazrlellnthe lend. Bael Tnralh Onally
secured Ililzortcar. but at a cost so de\'nsl4ltingly bnltal in Ih'es,
resources. and c,·en will, that history marks this conflict as Ihe
beginning ofthe end for boch Imperial nations.

Ultimately. both empires feU Into ruin. No stone was left
nlliwing atop another in Bael TUfluh's grand capital. hell
the buried Athenarum ofBaeJ Turath. where the tcxl.5 ofeach
original pact wen inscribed In burning Ore on guarded Iron
shrines so they could IIe\·er be forgotten and their full power
lost, W<lS destroyed. Bad Tumth's frw surviving noble houses
scattered. weeping and cursing. their power lost and their
dl'('ams turned to ash.
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-Colllillued

Over the centuries, c,'cn the 11:1111(' of Bad Turath was TllIll>l1y
forgotten by all hut 3 few lore kecJX'l'S alld radall.calOls-the
bulk of lhe tit'.nlng race Is shorn of all but til{' broad olltlines of
Its past. Most ticfllngs kllow they arc the heirs of a lost empire.
Those who wllnt to portray Ilenlngs ill the worst possible ltght
suy the ticnlng bloodline Is 1lI1nted by the llI·cOllsidcrcd deal­
Ings and diabolical connectlom ofthclr ancestors.

This taint. or 1Il,lrk as others prtfer to call iI. visibly mUIlI·
fests lind passes like a cur<ie to each new gcncfillion. In mnny
ways.lieflings lire human~lhcy can bear children widl
humans. Ihough the result ofsllch pairings Is always a tlefling.
The infernal blooJline getl> IXls~d 011, though the cuhure of
Bad TUfat h Is completely l>tallll>cd om. except In a few It Iddcn­
away places as mumbled prophuics IIlId unlikely dreams,
Today.tienlngs have no realms ofthc1r 0\\ 11 bUI instead lI\e
wilhin human klllgdolll~and c\tiel>.

When Ilcnll1gs arc spic<l in a city thronging with olher
peoples, they appear human at a distance, Ticning hair and
spccinc body shape and c:onngUr<ttiOll share lhe l>alllC wide
range ofvarlatloil that hUIll"Il~ pOSSCSl>, thOllf;:h a c10l>l'r look
reveals obviolls discn·pllncles. Their \mall horns 011 their
brow. their Ihln lalls. their pointed tCl't h, and eyes the color of
burning cooll> ~IICCellt" ,heir human apP"'arance, wh lit, their
Infernal legacy lends them an unearthly ;lir Ihat mlll'rs either

CuUURAL ApPEARANCE OF ITEMS
-Chris P('rlrhu

The attire .md weaponry nfthe tiening'i I, influenced
by their diabolic hcrilagl' as well as human culture.
\\lhile til'nI Ilgs adopt human attire and ll\C human
weapons as a means of bknding In with their surround­
Ings, a few oflhcm gain aecess to ~infcrllal-wear~ and
weapons that hu rnlln~ nnd miltlly ttl profoundly tli ..·
turblnK. Given that tienlllgs don't have their own dties,
such di ..t Incti"e atlire and aCCOlllrClllcnts are rare. , ,
bUI any tiening with enough gold 10 sJX'nd and 3Ul'ye
for fashion Gill wear and wield just about allythlllg he
or she rUtlcleS.

\\'hen we Sill down 10 define some orthe -uni(llle~

items oflienlng cuhure. we focli."Cd mainly on weap·
onry. Tiefllngs 111a) lI"e among humans, bUllhey aren't
afraid to let their natural predilection for sharp pointy
things manifest In rn'lltlve ways. Tlening weaponry
is exotic :md cruel. The dcgam curves ofticfllng hell·
sted blades can't hide the nasty serratlom and nanges
designed to Innicltcrrible pain going In and coming
Ollt. \Vhat a humllll mlghtluistukc for a twisted sllllrtl of
metal could easily be a ticfllng dugger,

Illgh-lc\'e1tiefllng.~ ha\'e much le~~ to fear from angry
mobs. Far from bashful. theyoficn shed their common
hUlJl1ln wardrobe and dOli specially tailored outfits and
armor lIlure renectivc uftheir Infernal ancestry,liwor­
Ing re\'caling garllU'lllS and forlllnliing armor, Aller all.
what'" the point ofhaving horns and a tail ifyou can'l
show Ihem on?

r
\



find confi(!ent and comrnamJlng, or scary and arrogant. Their
prelerred dress lliso makes lhem stand apart fWlIllhe masscs;
many (Ientnss f.wor dark colors and reds, lent hers ,1IlU glossy
furs, and Slllall spikes and huckles. Tlelllllg·crafted arms and

armor have a curlollsly archaic style to them, l>erlHlps harken·
ing back to the glory of their long·\'.mishcd empire.

The celllllrles since lhe colillpse of Bad TlIrllth have forged
tiel1lngs Into a self-reliant and proud people who are some·
times willing to live uJlIO lhe cXI)Cctallons ofolhers. As people
without a homeland. tlelllngs know they have 10 make their
own way in the world, and they know they hare 10 be strong 10

slIn'i\'e. When they do form bonds, the conncrtions are solid
ilnd ullcomprolllio;-ing.

Though somc folk arc dceply 5uspiclous of ticlllngs and
gt'llerally assume thaI they grovel before devils in secret. nOth­
ing could be further from the trtlth. MOSI ticOings gin: little
thollgllllo gods or patrons ofany kind, preferring to look out lOr
themselves. Finding Iilllc Inllfc to inspire faith. and possibly
unronsclCK.Isly rebdling against the decisiolls ofthe:ir ana-stors
10 throw their 101 ill \\ ith supernatural ~ings, tienings often
lack piety. Therefore, ticOings seldom follow the path orlbe
di\'ine-Iiening derics or paladins are exceedingly rare.

Ticl1ing'i are not vcry commOll. and usually Live in the

shadows ofhll1l1an ~l)dctJ' Tiellings arc natural bargainers,
arrangers, and trad('r~.and they gravitate tow,ml nll:r<;antilc

pllrs-lils, both legltlmale IIlld Olherwlse. Those who are not
advelltu rers oneil do I'cry well ;IS merchants.

I n more rustic cllVirOllll1Cnls, lolks sometimes gcI nervous
and suspklousalthe Sight of two or more tkflings in the
SlllllC plllcc, '0 most tiel1ings are IOllcrs, scattered to the four
wind,. In rare cases. an eXlended f<llllily or small c1all of ticI'·

lings descended from om: of the old dynasties ofBacl Turath
senles in some out·of-the·way lIlanor or estate where wealth
can purchase safcty and comfort. Such families keep to Ihem­
selres and rarely interael with others of Iheir killd. Ofthese
hidden cncla\'es, a few keep Ihe legend of Bael Tunllh alive.
Tiley sa} Ihe V,ltllt of PacIS wasll't truly destroyed when Ark­
hoo;-ia gOl ils Olla1l>OSlhull1011s rc\·enge. Instead. it was pulled
into tile deep earth, there (as mostly discredited prophecies

foresee) 10 lie in darlmcss until the day the New Emperor
arises. a tiening whoM' destin} It is to forge Bael Turath anew.
\Vhelher the Ne\\ Emperor will sland for good or ill. not C\en

lhe prophecies lnO\'I'.
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PROMOTION
-Cllris Pal1rlls

Ticflings tra.:;c their origins back 10 the 2nd Edition I'LANESCJ\I'Ii.·

ClInpilign Setling. With their horns. lai Is, and wicked longues,
tieflings quickly became the exotic Mbad boys" and "bad girls~

ofthc Dutcr Planes. Sly. ~"y. and a littlc slnlstN.lhcy afforded
0&0 players a chan.:;e to nirl wilh the dark side without aetll'
illly crossing the line into full·blown evil. Why play Drlzzt
when yOIl could plilythe great-grandson ofa pit Oeml?

TieJlillY
body study

Tiefllngs reappcared in the 3rd Ed itlon i\fOllSler MarZU(ll
as one or thc '·plane·touched.H inexorahly bound to their do­
gooder cousIns. the aasirnar. Forgive my bi'ls, but l'Ulake horns
and brimstone over sunshine and pcrfl..~tion illly dilY. Some­
times It just doesn't pay to be the super gOlxl guy.

In 4th Edillon, lienin!:s filially claim their rightful plilcc
among the core races. Including them in the 4th Edition
Pll1Yer'S Htmdbool1 was an casy, early decision. Their Infernal
heritage gives them plenty of angst and an excuse 10 ~get

lJledievar whenever the mood suits them. However, unlike
Iheir Machiavellian rh'als for coolncss. [he Unueruark-dwclling
drow,tlenlngs are neither conflned to the darkncss nor afraid
to mingle wllh the surface dwellers. They also ':;ilrry less cvil
baggage and enjoy far more autonomy.

I.n ract. they can prelly much go anywhere they want and do
as they please. Players cantakc lhe rucc to either extreme, por­
traying tlenings that embra.:;e tlldr inner dcvilsp..1wll as well as
tlenings who strive to Iranscend their twisted heritage aud lead
llOllest to semi-honest lives. Or Ihey can plilY tteflings who \\~dJk

the line between Good or Evil without fully embracing ell her.
Th,lt kind or versalility lll..1kes for a great core race and pluces
tienlllgs on a footing comparable [0 humans.

Thanks to Bill O'Connor's amazing powers ofillustration.
It's easy to imagine tienJngs kicking ass and looking hot in ilny
role. Along with the 4th Edition promotion. we've given the race
a slight horn-lift and rcmoved the doven hoo~'es to make boots
part ofthe ticfllng wardrobe. Given thelr diabolical appearance.
we've also tied the race more closely to devils lhan demons.
Finally, we've tweaked the race·s abilities so that tien ings have
more to offer than iI d(1rl1ncss spell once per day. Check out the
new Plllyer's Handbool1to learn about their newfound. ull. assets.

TIERING SHARED HERITAGE
-Cllrls Sims

AU tienings issue from the wh::ked rool thul was Bae! Turath.
They're creatures desccmlcd rrom the devil·tainted rulers
of that fallen empire, doomc(l to carry and pass on fiendish
blood. In dttlding on this single origill for tiefllngs in the
world, we aimed to make thelll as easy 10 lISC as any other
mainstream race.

A common origin mCilnt we could give tieflings a unlOed
appear,Hlce, ilnd thil! look could be edgy Instead of ugly. This
cohesive origin allows players 10 Imagine what thelr individual
lIelllng Is like, as Ihey would with a hUHlilll, without worrying
about a list of possible devilish traits. Furtllcr. knowing t hilt
every tiefling shares a similar body sha~ makcs it C'Isicr to
write new material for lIenings.

Also of primary irnportallce is allowing il r<l<:C so obviously
touched by evli to gel by and evell be hcroic in tl1e world. llef­
lings are obviously llcndish. but to tllC world at large the evil of
Bad Turath is long gone and mostly forgollen. Each Hefling can
now be judgcd on the Illeril~of his or her beha\'lor. rather than
the reputation of an evil empire. While a town full of bigots
who want to lynch every tlefllng might be <Ill imcresting part
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ofa single ud\"eJlturc, u world full ohuch ffiltrc.--d would make It

unfairly hard on u tiening's player.
TI~ D&D game has always had the nkhc oftile bizarre and

darit roce 10 fill, and the need 10 do so without burdening the OM or
the playet'".·me tkfling, with lIS shared herilage, does that job 'well.

IT'S GooD TO Br BAD
-James lYra"

All, tidlings. Clad in leather jackels, riding nOiSy motorcycles, full

01 ,'lillude and t:Onfldelice-lhal's how I irnagirw licflings in the
modern world (or, SiIY, the 1950sohhe modern world). They're
Ihe bad boys and girls of 0&0, and that's a IXlrt oftheir appeal.

TleOingsappeal to Ihe rebel in us all-Ihe JXIr1lhat doesn'l
want to conform 10 social norms. like rebellious teenagers. they

express their nonconlOrmity In blalalll ""'a)'S. from Ihelr hairstyles
10 their wardrobes. E\>en mort' blalantly, their bodies rdlocllhe.ir
fiendish hef'itage_ When)'OlI b>k al a tkf1ing.)'OU sec some uaee,
..I least, ofan Incarnatk>n ofevil. What COlIld br RlOf'e rebellious?

Playing a lieni',lg (or a \\-i1rlock. or a dmw or half-ore, or any
Olher Mood boyM of0& 0) Is different from playing an evil char­
aCler, Pari oflhe appeal ofplaying a ticfllng Is Ih<ll being a hero
h both Illore challenging and Inore dramatic when you're over·

coming the Weight of heritage and stereotype to do it. If !-Ian
~olo lllld burst Into lhe room 10 save Luke from the Emperor at
the end of Helurn ofIhe ledi, it would have fcll COlli rived. Rut tJ1C

fact thall)arth Vader.lile great villain ofllie Irllogy, sacrificed
hhnsclflo san': his son-thaI was powerful.l)riuI Oo'Urdcn
1\ a compelling hero because ofthe evil society he grew up in,
the fear and prejudice he faces 011 the surface wOf'ld. and the
hatred the other drowof~lellwblerraIl7..anstill hold for him.

II's fUll to flirt with dan~r-Iowalk lhe edge ofthe dark
\ide wilhout crossing O'·er. There's an appeal 10 playing a char·
auer who might ItOt be Evil, but who mighl be descril>ed as
~Edl-curious,~ It's a chance to gh'C expression 10 our dark sides,

lhe parts ofour own personalities that we ~lIppress for Ihe sake
ofgetting alo1l8 ill SOCiCty, Tlefllngs almost lilerally ernhody
lhal dark sIde, mlr shadow selves.

ARTIST'S CoMMENTARY
-William O'Connor

My flrsl reaetKm to tlenlngs was mixed since I had no cul­
tmal eX"P'"'rk':nce wilh lhem as with dwan'es and eh-cs, so
Jasked Chris Perkins to lei I me who tlKy were, He lOaid,
''hey an': the fOrsaken ~.M·lltat one senlence summed
it up, and they became the cas}cs( for me ttl dc\'c1op, I

wanIL'<! Ihem 10 be dark and 1ll)101erIouS:. CloakcO, sccret.h'e.
:tlld sexy: callike. The entire aesthetic ofthe tlening should
undulatc. 'l1lCir assoclatlOIl with devils Inspired their weap­
onry.1 conceived thc Idea that if)'ou took normal weapons
and melted them In hellflre, what would lhey louk like?
Twisted, contorted, alrno!>tliquld shapes.

Tleflin8
wizard

DESIGNING THE TIERING
-8ruceR.Corddl

11K'. p1a}-er character races for the new edition have gOlle lhrough

many iter'llion). The three largesl itcmtions Include the Orcus

nrl't draft.tl\(' Orcus second dmH. and nnally the races as they
appear currently In the third draft, Ofcourse, C\'en within the
Ihlrd drilft of the OrCIlS rules set, playtcsling and development
cun rudicillly change ,I race from lis iniOul conception.

For instance, I put together the Ilelling racial abililY pro­
grel";ioll (and '>C\'cral other races) during all carl}' phase ofthe
wriling of the third drafl ofOrcus. That particular progression
doesn't e,'cn ha\'e any meaning wilh Ihe way !<lces IIOW worL:,
months laler, bUl herc Is how I designed tleOings.

In my l,.'Onception. each tkOing characlcr would choose one
..trange ability lhey would accrue frolll a Iisl as their chataC"ler
ad'"'anccd through \1uiOllS levels. Depending on lhe particular
strange physicul trait thcy chose al a IXlf'licular le'1':I, the tief·
ling would gain sanK'. minor ahility. Plus. each ph}'Sicallrait
chosen opened up a small suite offeau thai only a tiening with

that lrait could gain.
lIut after se\'cral rennements by atleasl three other wrllers,

the tielling ufthe ell rrent drafl recalls only cchoes of IllY orlgi
nal, owrly cOl1lpllt:llted planetollched humanoid. For which I'm
graleful~thc lalest \'Crsion is: far superior.



- - - ---

OTHER RACES .'

litre are some brlcrJooks III (lIhcr races we'r(' working on for
41h Edition D&D, f\lost (JfthcS(: won't appur right oUllhc gille.
but will cn:nlllltlly show up Itl the game.

CEUST1ALS
-Rob"einsoo

Ifyou're a long-lime D&D fall. odds ilrt" tlmt )'ou'"e lIlreltdy
nolk~ thailitc I~mngs' prolllotion to flrsl rdlll.. plltJcr char­
acter race haslerl another rdce behiud: Ihe ract' thai wns
the lleOinJ:s'lIght side counlerpart. a mce of golden humam
dCM:cndcd froll1 angels-tl\(' aushnar.

En:n now ISlruggle to type lhal word \\ Ithout spelling \l
like buttocks.

I'm one of the designer, \\-ho a.rgued lhal wc slwuld SlOp

using the word Nuasimar,N luthe aasilllllr's place,)'Qu'Umcct
a mce ofeelcsllals who haw plunged through the Sill1le trailS'
forming Ores m. the tkOing'i.

1 \\'on't III.': mak:ing Good-associated crealures as excll­
Ing as their I:.vll·curioul; coulltnparlji Is a challenge. J call
the challenge the NAIIC Marta~ problem, II referencr 10 \Vah
Disney's origilllil fanlasla. a wonderfulllTllmaled 111m thai
ended with lI1usk:almedhalions on £\'11 and Good. hll
got NI81l1 Oil Bald ,\founfdfll, accompanied by all C\ il,storm
orcheslruted hya whlp·wlelding dt'lilon. Good lollowcd up
wllh bardy animaled candie-bearing keepers ofche li,111!
proettdlng aeross lhe scrccnsinging th'/! Maria. It's a sweel
piceI': of music, and II certainly speaks Co the possibilities of
Good, bllt Ihe animlltlnll Just dldn'l hold a candle 10 Iighl­
111ng Slorms on Bald l\olollIlWill.

So now you know our mission: cclc.\tlals who \lule bright
cllough 10 hokl thclrown agalnsl Bald Mountain lightning
~tonns, Wt:'re worL.lng on ItI

Elve~, Lolth, Spiders, Uuderdark, Oro\\ arc iconic In the
D&D 8UIlII.', and WI.' dltJn'c flx WhUI wasn't broken. I)row
havcchanged onl) 10 Ollnlo the \\Iorld of the I1cwl.'ullloll,
e\'ol\'ln& in wafS thallllake them mort: accessible O~ charac·
lers ond \·ilJaim:.

Drow arc cruel and m:urlardlIll. focused on Ihe dogma
ofLohh, their mad lopldcr godde\s who was once Ihe deceit
ful cladrln goddess of shadows and thc mOOrl, I.ollh tool.: Ihe
spkler as her symbol, so drow rl':\erc all things thaI share
Ihls form,

FIXING LEVEL AnIUS1MENT
-Richard Bllki'r

One mec.ltankal e1emcnl of3rd Edition thaI we wereu',
happy with wa"lhe eoncrpl oflen~1 adJujilment. Whllc
the syslem sccmed simple, It was llliulilly \'cry difficult
fur InexI>crlcnced players In undenlltnd, \Vorse )et, Ihe
level adJuslment syscem pro\'cd 10 IN.' ahsolute poi Mill
10 10\\'-le\~1 characters and any kind ofsl>eUcasler. II
wasn'l unreasonable 10 choose bel\\eru !x-Ing a 141h
IC\'el hUlIllll\ Oghter and II 13th-lcvel genasl nghu:r. bUI

laking a one·le\·e\ hit 011 spell progressJon \\las Ju~t ';0

bad for spellcaslers thal players qult"l)' lea rued 10 I10t
crelllt: gtnosl wizards and .wrce«n. 1.c\·e1 adjustlllelli
was onr of our lOp Oxh priorities for fharacter race In
the new ('dillon.

The wlution \\e lId(ll)l~ ha!ltwo (1l\lllIet a';j>ecl~,

Firsl, \\"C decided th:ll race should be more imporlant to
)"our chur:u ter. Sin~ I'\·cn basic character races olTered
more to your character, II was prett)' easy for better
races 1(1 receive Ihe Interesling advulllngcs and I)t)wers
they Iwcd 10 measurc up to the SOIlI'('C materllll.ln
esscnce,lfe\'cr) PC riI(C" lji as good as a le\'e1 adJuslment
+I or +l rdce, then drow aren't alltll1ll much belfrr
than humans.

Second. \\e decided to move \01111.' ofour pO\\lerful
races' Iconic abililies Into feal choices I hal would nOI
become O\lIl1able until certaIllle\c1s, "or example.
e\'eryune knows Ihal tiro\\' canlevltatc ilnd cast dark­
ness. lIullhey dOll'l hnlle to autolllulkliLly he Able 10 do
il al l ..t le\'e;l, do they? Now yOll d('elde If)'otl'rc playing
a d1O\\ whelher or not Ihose abilities are worlh a feal
plek (Ilnd presumabl) ma.nyor I11OS1 NPC drow maL:e
exactly that choice),

Anolher slgoH'lcanl change Is that drow arc fey, but In Ilpe
only. Drow dun'lllvc Inlhe Feywild, And they dOll't work with
other fc)', They Iivc In the Under(lurk beneath the world, from
where thcy surface rt:gularly to raid anJ lake prl!>OllCl"!l.

The 1I10SI ucltillg dliluge is thai dmw wiU he a\1IlIable as a
playcr character roce without any Ic\cllldjill"IIllCllt. '1 he 8\"('r­
:Ige drmlllSII'lll1\1ch ll10re dliligerous than a hllllldll I>casalll.
because drow gall1 slgnlflcarlt abilltl1.'5 as Ihey gain le",ello,

Orow who lnl\'e1 an: 10 he feared, They hUlll otJlercreatures
lO ~n'e as sacrinces IIlld sla\'es \\llhin drO\\ communities,
When a tlrow lIbro..,d b,ll't aftcr Cllplhcs, ber agt"nda can onl)
be darker,

THE TROUBLE WIn! GNOMES
-lUau St"-IIt'''

Gnomcs lack a 51 rung position III D&O. If),ou a~k sorneOl1l'
10 name the importlllll races In the world ofl)&D. gnomc\



always seem to corne III last. They're e1f·dwarf·h<llflings-a
strange mhture of the three with lillie to callthclr own
besides being pranksters. ORAGONI.ANCE presented an iconic
image of the gnome. but the concept of tinker gnomes and
their crazy machines has now been thoroughly used by
games such as World of\\'arCfafr. and lIlany 0&0 players
dislike the tech Ilological element thai \'Crskm of the gnomr
brings to lhe game.

So. what to do with thegnorne? Ilow can gnomes be repo­
sitioned or reinu'nlOO SO that the race has a unklue position ill
the world?

I:,arly on. we entertained the Idea of replacing gnomes with
one ofthe gnome subrJtts. deep or forest gnomes. Yet each has
the same problem as the gnome. only more exaggerated,

NeXI wc considered making gnomcs li~e the whisper
gnomes of Rila$ of Slime and posit ioni ng them morc fu lIy
with elves. The gnomes would be advisors and spies for tile
elves. living in concert with them. Yet after SOllle thol1ght,
it seemed like tltls didn't really gh'e the gnomes II place as
much as it Jus!' threw them in with a more iconic race. and
it ,liminl~hed the e1n~s' coolness to hm'e servan!.S that were
also ad\'i.sors.

We took that Idea and placed a dark spin 011 il. Rather
limn being associated with eh·cs. gnomes were once the ser-
\ alliS ofevil fey on the feywild. having escaped onl,)' recend)'.
.Most other races would be wary oflhc.sc dark and dangerous
escapees. and with good reason. But we discarded that concept
gnce It tookgnonlfi too far from their fOOlS,

So what art: 4th Edition gllOn~ going to be like? At the
time of writing this essay. we\~ let to dttlde,

WARFORGID
-JamesWy(lu

\Varforged are sort ofa metaphor for the state ofthe world of
EflEJlJlO~ In the wake ofthc Last \Var, bllt lhat post war condi·
tion b Imrdly unique to tbat world. In lIcorc D&D game, Ihe
warforged m1s:l1tl)(; an ancicnt racc.l>erhnps ('ven predating
11lumllls-nlllYbc cven ,. prototype for hU1llall~1 nut they were
built for war. and In the absence of war they're somewhat at a
10"" for what to do.

People <Ire often inclined '0 play warforgcd a... unfeeling
robots. but thats not how I sec them at all, Thc)"re Ii\'ingcrea'
tures. and part orliving is emotion. attachment. grief. and 100'e.
·1 he)' might ha\'(" lrouble expressing theiremoliolls because of
their blank. almost featureless foc(.'S. but to my mind. at least.
they feclthcm Just asslrongly as humans do.

Constnlets In 4th Edition don't ha\'e the long list oflmnlU'
nlties thatlhc)'oo in lrd Editkm. whk:h made it a lot easier to
make warfOt'ged playable as lst·len~1 characters. (Other races
also got beefed upa bit. so the Ist·lc\·c! bar is set a little higher.)
You c3n't poison a W"drforged. but you can paralyze him or sap
his strength. They're good at rcsislingsollle effects that can
haml>er other characters. but If )'011 prick them. they hlced­
'hose eords and fibers in ,heir construct bodies carry nulds
ju,t a.. vital to Ilfe as blood is to humanoids,

They no longer carry a list ofirnmunities, btU warforgcd arc
stlllllll attractl\'(' optlOIl for nghtcrs. paladins. and warlords
who cnll bendlt from the stamIna lind endurance that corne
with thIs race.

War!or8ed

fi8 n1er



CLASSES OvERVIEW .

RI<loooN .....
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checks. All IOth·le\·d characters havc a +5 bonus to AC. all
three defenses, allacks. ami so on. NawflIlly. yout ability scores,
class abilities. and feat selection Impact this single progression.
so you can eXI>cct that a paladin's Fortitude dcfense will be
Significantly beller than his llenex defense. and likewise beller
lhan the rogue's Fortitude defense. In fi.ct, every class fCAtures
important allack or defense boosts at lstlevcl that distinguish
thl'lr best lr:lilS from their ordinary ones.

We think this signiflcantJy slmpliIies character creation and
advancement and improves the Interaction ofcharacters and
monsters. In earlier editions, It was far too easy to accidentally
crellte a monster who could hit the party's I1gluer at a reasonable
success rate butthcn would ne\'er miss the party's wl/.ard-or
one who hit the wl ....ard at a reasonable rotle, butlhen l.'Ould never
llctuaJly land a hit on the Ogllter. Characters !\tlll ha\'e signincant
and lmponant variations In their attacks and defenses, but it's
driven from one simple progression now Instead offOlir.

EVERY CLASS Gus POWERS
Perhaps the sIngle biggest change In 4th Editlon D&D Is this:
Every char-Wier class has "spells," III other words, eve.ry class Ims
a broad army of Illllnell\'ers, Stunts. commands, strikes. heroic
exploits, or whal-ha\"C·you to choose from. just like dcrics and
wizards In previous edltion.s hnd II wide a.s.wrl ment ofspells.
Uhlllllltely, a SI>c11. curse. weapon trick or command is at heart:l
"powerM_a spcclnillbllity that II character can trigger In a Oghl.

There are a couple of reaSOliS we decided 10 do Ihis. First,
all previous editions ofthe game simply pl«<:ed far too Illllch
ofthe Blh'ell1uring party's totall)Ower in the sl>e11 selections
orthe cleric lind the wizard. These classes were simpl.}' beller
th:1l1 ot her classes by any objective standard. Characters slich
as fighters and rogues accompanied the adv~nlurrngparty
to prO!L't:1 the spelleaslers whllc the spellcastcrs dcfciJled the
enCOllnters. \-\le decided to shin to a model in which all char·
a<·tcrs w~re equally \'ital to the party's SllCCesS. That required
offering powers for the lighter aJ1d rogue 10 ehoo~c from. jU)1
Ille thederlc and wl7.ard,

Second. choosing and IIslng powers Is fUll. Fighters in 3rd
Edition 0&0 had rmllly more options than fighters in prevll)us
editions thanlLs to fellts such as Power Attack. Spring AttaCk.
and Combat ExI)Crtl.se, bU1 for the most part. nghlers still SI>Cllt
9Ol.oftheir rounds doing lhe exacl SlIme thing time after tilllC­
taking a basic melee t1l1ack. A seleclion ofpowers to choose rrom
rne.lns thaI flghters now hllve real choices available to them In
combat. From round to rowld.thcy decide whether to employ
olle oftheir ollee per encounter abilities. ex-pend a precious
oncc·per·day power, or COllsen-c resources llnd execute one of
(he slmplc [1I.·will attacks they know. E\·cry round is dim'rent for
the flghter in 41h Edition D& D. nnd that's lots rnore fllll.

We've also gh'cn characters somcthing (0 add to their
power mix at C\'cry le\'cl, so that a character alwaysJ.:ets mean·
ingfully beuer every limc he or she t1dVilIlCCS 11 level. There's
always II choice, and always something cool to look forward to
every time you Icvclup your character-·and that JUSt adds to
the fUll oflhe O&U game.

=========11=



-rhrisSims

Strong religion is l11()re conventional among !iome raCeS than
olheN. Dwarycs come 10 dh"ine scn'icc Illllurally.ln venera·
lion oflhe forge god Moradin for their ancient rescue from

sla\"cr}' 10 the giants" The dragonbom. deeply traditional as
t1lC}' arc. hold their hcadl> high whether In .sen·lcl: to Hahamm.

the draconic god ofhonor. or to Ilamat. (he draconic dcity
of \engcilnce. Eladrlns and ches are rarel) dl."('pl~' religiot'....
but c1adrlns adore magic aod so 10\1" Cordlon. much as the
c1ven 100e of nature leads eh·es III re\"ere Obad·llai. Halmngs
still remember Avandra's mercy. but much m.l' that goddess.
Ihey rely 011 boldness and luck more than prayer). A~ migll1
be gllessed by their Infermll heritage. tleOings are tllC mosl at

odds with l.:stablished rcliRiolts practkcs. though more than
one ticOing has been thrown down as thc head ofa cuh tu
AsllJodeu.... Among all the races. the humans' lack of a dear
creator make themlhe mo)t varied in their spirituality.

As a deric.your place in the world Is clear. Comlllon f()lk of

all rac~ defer to priests. r"cry town. no mailer how small. has

hlilh hasgh'cn rise to nations, and it ha.'> brought just il.!>

Illany low. As a clerk:. you're forelllosllB 'Inyolw\ mimi \\ 11l:n
Ihe .'>ubJect of the dh' Inc comes lip. You repreS<'1l1 ),our dell)
as a worldly ambassador, and Ifyou're doing your Job cor­
reelly, }'ou're an exemplar oflour COI1\'ictlollS and the dUlles
lour 1);llfOn places upon lOu. E\cr} thing you do renects upon
}'OUr sanctified station. so it falls to lOU to lead I1le strong
alollg the proper path and to treat the \\eal.: and helpless
as lOur religion dictale!i. \\'hether lOU lead from the from,
\\eal>O/I III hand. or direct from !he rear, bringing down

dh Inc judgment on nonbelievers as Ihosl' \\ ho ...uPI>ort lOU
hold the b.lule lint·, lou're lhe heart of all} group organ!;fcd

around you.
TIl1It'!i where you belong. A cleric's place Is It'iullng olhers

10 Oiling (leHon. metlnR Ollt Sllccor or reLrlbutlon aC(·Ording

{O your beliefs. Wil h aut horil'l granted frOln on high, cleric\
easily form one sort ofu'nlral autllOrit} liJr the people of th(~

world. Those ,\ ho desire Ihc gifts ofthe gods respect-or atlea\(
fear-those Ihe gods ha\"C i!l\ested with po\\er.

a shrine or a lemple dl.-dicated 10 the gods. larger settlements
might suppo" a nUlllberofgrand hOllscsofworshlp. somc
demloo to one particular deity (W anoche.r. In the shadows, the
cults of more sinister dh'lnities thrive. People look to the. ser­
nlllts of~ll1cr religions to prtHcctthem from the deprcdatiollS
ofthe wicked. -I hey rel'lon clerics to teach them and to kecp
lime honored wa}'S strong.

YOllr own theology determines how you ltct in the world.
Most deries are devotees ofone deity or another, garner·
ing thel r Illf:>tie l)Owcr from their god's 51>ecinc creed. [fyou
adhere LO Pelor's code ofbelief. you alleviate sufTerlnx, live as
a modd ofkilldne\~.and protect the innocent from edl. As

a shrouded follower of the Rarcn Queen. you instead TCn:rc
the natural c}Tle oflife and death, re\'clln winter. alld work

as the hand offale in the world. D('\'otion to Vecna requires
you 10 keep secrets. corrupt othcrs. and oppose all othcr
gods-....i1hom fC\'caling where )"our loyalty truly lies. Should
}"UU choose to "o~hip Erathis. }'Otl SC('k to build aod maimain
strong communities. to won. with others. to uphold law'S. and
to expand the dominion ofd,-ilization.

Unlll.:e a cOlllmon village minister, though. a cleric's life
isn't one of hearth and home. of performing marriages and

funerar) rites. Clerics .Ire people of action. Going olltillto

thc world LO hrlng the color ofyour dc\'otion. dark or light.
Into DCW places is only pari of}'our duty. Yuur patron wllllny
other tasks lllXln you as bcfhs your worthiness. That merit
depends on hO\\ you lhoe up to }'Our Ideals lind complete the
undertakings lOur morals require. Yours Is a life of seeking
and obedienC(', a... well as the life ofsolOcofie others look to
for guidance. Detcrmlning what to do in a gh'cn situation Is as
eas}" as lookjllg to Jour core philosophy, but what tttose stan'
dards require ofsomeone thal possesses }-m1T divine might Is
rarely easy.

Despite the fact thai your ethics drh"e }"Ou. they don'!
entirely denne JOu. 101ln might admonish her clerics to seck
lost knowlcdge and ~rfectionofthe mind. but how yOll follow
these teaching>; can be llnlque. Ccrtllinly a deric of Kord Is
brave and strong. bUI lllallY ways exist to show courage and
wisdom. Perhaps you're (I purist who 101l0"'S thc ancient ways
of II well-established church. bUI you're still jovial and open to
Ilew walS. It could be that rou\-e had II pcrsonal visitation or
a vision, bUI yOlI still ha\'c doubts as to the truth ofJour own
experience. Ma}'be the Leal of a true belleser runs hot In your
veins, fresh from the halls ofa newly established cult that has II

IImoel perspccthe on II cUSlomarilJ dogmatic faith. E\oen In the
same religkln. derk:s can~ as diffcrent as any t\\"O individuals
who share similar beliefs might be.

As one who leads. JOlt h'l\"c to rcspcclthis sort ofdh"crsity
c\'cn Ifyou'd prefer to be anlOn8lh~of like mind. It takes
vast array ofskills to get somejobs dOlle. and no one l>erson
has all II {likes when the work is complicatcd. Few tasks arc us
thorny as delving Into the unknown. protecling the Inllocenl
from malcvolence. or Sl-"CrClJy advancing a higher llRendll. As (I

deric, you might be called on to do all three and more. You'll
need help.

-----,

He doesn't necessarily hil you with his s\vord arm.
He hits you with his faith.

-Andy (olJim. Manh 1006,
I1 _



That aid comes in the form ofother capable persons who
are willing 10 work with fall, even Iflhey're doing so for their
own reasons, In rceompensc for their hclpingyou, )'ou'll no
doubt facilitate their aims, as long as those end~ aren't countcr
to your hellefs, A soltlierly type is essential for defense, and a
good offense is alway~ vltlll, so you'll nec(; someone for that
too, Oh, and don't forget an expert at controlling lind clearing
wider areas. Your comrddes shore up one each other's \\.'Cak
spots. You'lI provide plellty ofsupport )'ourself, using your
god·gro ntt..'f.Italcnts to heal, protect, ond guide YO\lr allies. At
the slime time, you'll be dishing out punishment to those who
dare oppose rou and your rightl-"Ous path-righteous, at least,
In you reyes.

You're II leader with a cause, your religious de\'Otion dif·
ferenlillting you from secular lellders such as the warlord. And
you ure a leader. not a true soldier offaith such as the rmladili.
Although Ihe warlord \cads through tactical acumcll and mOli·
vatlon,ll force, yOIl do so by keeping your companions alive and
fortl/lcd through divine ald. A IXllildin wields godly cncrgy
likc a hillnmer, dircctly pounding fix's and shielding his allies
through force ofpersonality and direct monict. You'rc $\lbtler,
using your abilities with craft to ensure success through careful
manipulation ofthe situation wilh the guidance of}'Our imllilion
and Insight.

Choices you make won'l llt.'Ccssarlly lock you into a sl>ectllc
niche. They'll JUSt (Iefine your style. As )'OU grow In power. your
mcthods can cllOngc with Jtm. If)"ou IISC a weapon, )'011 call
emphasize powers that augnlcnt your IIp·in·front approach.
YOII can <:hoose prolection ovcr InnJcting dlvlnc wrath, or vtcc
\·e!"S<1. ifyouremphl\!iis is more on prayers than bailie. MJxll1g
und matching Is always possible. Any of tllC'iC l:laths will be
viable in your life of bold action.

S\lCh daring will be requlrcd OfYOll. Explllration and
accompHshment won't only de\'c!op your expertise and )'our
dedication. but it'll al'iO incrc,lSC your wealth and the quality of
the tools you wield. Magic arn" ,I lid items add to your arsenal,
As you ascend, evcn your holy $)"Inbol.thc centr<ll instrument
ofyour faith-based powers, can be a magic Implement 111l1t

focuses and expands )'our 'Ibillties.lmprovlng their IIccuracy
and adding to your oplions.

You can be ccrtaln, though, that your asccnl>ion wHl attract
the attention ofyollr deity.,. and your god's cnemles. This
might placc )'OU and your comrades at {he lorefront ofn dlvlnc
crus..tde. You could find more and more thm your patron deflnes
your aims, or that the foes of)'Our faith Ins'ead learl you ollward.
You'llne\'er l<lck <l cause. And Ifyour friends find ,hey're in
need ofsomc direction, well. yml'vc got Just the thing,

Those who lake up tltc cleric's role do so to show the wily-to
becomc a leader by knowing how to folluw something grealer
than themselves. Take up the mantle only Ifyou wanl to lead by
~xalllple, helping those bold cll()ugh 10 aid YOII. Iffortlfylng and
hellllng your allies is your WilY, <Ind you're eager to rain holy
wrath on your foes. the cleric's life mighl be for }'ou. Choose
this exiSlelu:e ifyou prefer deH)lion and II clear l>ellefslruclilre
to mere Ill<lrtlal shrewdness and personul amhition.

Hfllf'ins
deric

That's 1101 to say that you must be without aspirations,
Yours is the power to dlllngc the world by your deeds and
your innuellcc ovcr those with whom you align yourself.
Perhaps )'011 nnd yours will climb to ,he pinnacles oflegcnd,
defying death Il~e1f. Or maybe YOll'l1mcrely 110ut the mys·
tcry of de<lt h, continuing on a.s a saintly scrva.llt to your god
IIlIer dcath lakcs yOll. Could you evcn Join the divine ranks?
Regardless ofyour palh. remember; Mighty heroes offaith are
IIlllon!': the most revered.
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CLERICS . :'
-- - - -

-Cantlnued

ClAssRou
-Logan I.W'mer

The cleric is the archelypalleader. lJi\ine magic grams
the cleric Ilumerous ways Ie) increase h Is :lIlies' comllat
efTectlveness and pullthcm back frum the brink ofdeath.
Clerics urc known for their dcvotion, both to their deities
:lnd their :llIIe5".

The defining asp<:ct of a cleric is II l:Onl\ection to a deity.
As the gods' most dnolll worshipers. clerics arc granted holy
ma~ic to go forth and follo\\ a path in keeping with their dej·
tics' moral guidance. Eoch deity gh'eS a cleric some Si>ccmc
bcnd'il.., such as a fa\·orcd wcapon or a defen~ Ix.mus.

Clerics are capable nlClec combatants with divinely empow­
ered physical attacks. They can single out enemies as targets by
lowering their defenses ordamaglll& them round after round,
and they can iocreast an ally's oEknsh'C and dcfcmi\'e prowess.
An individual clerk' mlglu choose to emphasize anyone of
thesc specialties.

Bauk pr3)""US and spells are a cleric's main comoot powers.
They incluc:k: both magical attacks and boosts thatlncreM(:
allies' attacks or defenses."O)C5C are the effects that clerics will
acll\."3te mo5l oftcn. EfTttts might include caDing down holy
light and namc,oommanding a foe to n«, or proIectingan ally
from aU altacks.

All 4th Edition characters ha\·c some ability to heal them­
sch'cs and all leaders can incrcase that hcaling. A clerk gralllS
all allies ncar hJrn an increase to their self-healing, a.nd he can
Illso cure their wounds by using healing words. A c1crlc doesn't
spend ;lny of his other spells to use them, nor will he need to
sl>end the Iion's share of his actions healing others,

Rituals allow a cleric to heol persistent conditions, creMe
\'Vards, and c\'cn bring peoplc back from the dead. Many 3E
sl>clIs hal'e become rituals instead. allowing the cleric to nil
his spell and bailie pra)'t'r lisls with proocth·c attack... aud
en ha nccnlCll15.

=-r===========



WHY WE CHANGED THE GoDS
-Mall Sernell

Th~ gods prc~llIed In the lrd Edltlon I>taJo's Handbook
orlgllUlIcd In the GRUIli\W~Campalgll &.Iling.1t might
.;eem odd toldl you Ihat If}'Ou\'C been playing 0&0 lOr 10
or more )'Car<. bullf}'OU started (Jla.r1ng during 3rd I:.dltion

}"OU could easily have missed .hit GRUIIAW" selling or !lOt

know much about II. GRUIlAW": was the origioal seiling
used by Gary Gyga" for his home gan~. I mention thai
b«au~ It shows how Iollg ago those gods were dt.·slgned.

\\.~ dkln't mO\'i." forward in 41h Edition wllh lhal pan­
theon bKause itsdt-it~weren'tdesignedb the impnl\m

cxperit:nce of0&1) "'i." were lonning.AI~its ties 10 Grq·
hawk and Its uses In 3E wouldn"t sync up with the new

C0511'lOkIgy aod mythologyl\~\Tckslgned 10 ht: Miler for
M" We struggkod \\ 1m whal dettks 10 put In the game lOr- a
long 11~ ••rod Inany factors inf1uc~ our fillill decisions:

• We don', wanl deities ItI be thought oras
omnlJclcnl and all powt'rful. Omniscience and omnip·
otence makes il dlfficuh to 11M' gods In ad,·cnturt: plots
or han tht:m interacl with charactt:rs.

• We wanl epic charactt:rs to be' capable ofchaUeng­
inggods and e'·cn ortlC<:omlng gods.

• \Ve wanted deities to be' deslgncd for play In thc
0&0 world. Sure.lfs realistic: In a sociological sense
to have a delly of doorways or ofo.gricuhure. mit Ifs
hard to ngure oul how a cleric who worships such a
deity honors hlJ god by goln& Olllldvcnture'i.

• \\'c wanted ft"wer. beller deities. In your campaign.
.rOil can ha\"e as mtlllY deltk's as JUU wall1, bllt in order to

design clasSC$, u cO~lllology. and products Ihal won. well

together. we wtlnled a good .sCi ofdeltiC$lllal co'"cr lIIost
players' needs wllhoullhlll p;!nlhcoll being 100 complex
and cumbersome.

• \Vc wanled deiHl'S to represcnt the new gOllle and
HCW vision for thc D&D world,

For II long lime we wlInted to design II plll\theon lhat

WIlS wholly new, bUI the harder we pushed It !nlhat
dirc<:tlon. Ihe mort' II seemed like sollle uftlle deities of
Ihc 3£ palllheon were II good Ot for lhe gam "needs,
Thus. the p:lnlh"~11 Is a blending ofold and new.

3£ CuRICS RULE! 4£ CuRICS ARE BITTER
lcwanBonnn

It·s l)Osccret Ihatlrd Editlonderics are really good. 4th Edilion

d<,rlcs are no longer better than Olher clas!iC'S. bul are more fun
10 play.

The huge dilTcfe-nCt: belwccn tht: IWo \~~Ions is thai clerks

00 l(Mlger sprnd all their tlmt" hcallngand buffing. MO\'lng a
r11lXkst amou nt ofself-ht:a ling Into t:\'t'.ry class has reaII) loos·
('ned up the reins on the derk', as has pUltlng ht:aling In its own

JJumGrtderic:

bin so II doesn't O\~rshadowoffensive magk. We <'lrpn:t thai,
in an a\'t~ragc t:ncOl.lnter, a clerk: will use. Ofl(' standard action 10

heal and will bt: using the rest ofhlsaclions for offense.
The 3E cleric spclllisl was chopped down. and wc remo\'ed

c\'Crylhll1g Ihat belonged in rllnals Hnd healing prayers (I he.~e
madc up a hu~ portion of the old cleric's list, Including reslO
nllion. raise dl'ad, ell"" spells, and all \\1lrd.s). Since alignmem
no longer hilS a muJor mechanical efTcct.this WaS another big
chunk of Ihe list ~olle. We also rC1l10\t'd summoning from Ihe
currt'nilisl (though It wl1l11ke1y UPI'lCa.r in future supplemelll~).

So whal does Ihl~ mean? It mcans we wrotf:: a ton of new
cleric powers! \\'e wallted persislent magical cffects thatlhe

clerk could maIntain over many rounds (such as SplrilUlll
\\'l'llpon), big IlIllgical allllck~ {IlkcJlalfl1' Sir/itt). alld shorl-Ierm

bulTs. MOSllJerslslcnl c.ffecls sll in the baltic prayers, so n cleric
drops one in every nght. uSllilll) 10 keep an enemy under con
trot. IIiR atlacks can be found In baltIc praJcrs and in spells.
·1 hey include big c>:plody tilings IikcjJllm~slrilfl'.SUpernal ural
\\~alher (insplrtd by slorm ojl'n18tunu), and spells thalllllcrly

crush a sin~l~ opponent. Sl)Orllerm burrs are much improved
because \\C did aw,,} \\ ith the dUffiliontracl.:lng Ihal was s\Kh

:I hlg part ofc1crlc Iifc in Jh, \Iosl shorl Icrm buffs lasts until
Ihe end of Ihc eneOOlller. rh:lt's it. it's simple, ils dear, and Ihe

effe<:ts are more JlO'"~rful ~ince the duration''i !ihorler,

So)"oo mlghlllliss the 3E deric if)'OO just ha\ to be' a btt
0\ rpowcred or wert: soch an altrulstk soul that JOu Iik«l
healing somebody c\'ery round, but \\e Ihlnl.: most plaJ<'f'i will
prefer Ihe lte\\o clerk: O\~r the okl.
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FIGHTERS "",
--~--- - -- - - - --

-Richard Raker

Master ofa hundred \'eapons, you are a flghter-an adH~ntun::r

who relics on !>trength,speed. skill, and sted tOOWfCOffiC Jour
tld\"er5.1ries. You might be tlnoble champion, a calculating
mercenary. or a rapacious marauder, bUl first and foremost
you!Ifl/u, You pit lour guts, your heart, and your skill at arms
against the most terrifying monstrosities Imaginable. and mo~
often than rl()(, you're the last one slanding.

In some ways)'OlI are the mosl ordinary ofOOn"mur-
ets. bet::ause )'OUr trade I~ a Co/1ll1l0U one in the DU/,cEOXS.It
DRACO,;S "orid. [,'Cry Ion:! or chieftain-human, dwarf: elf, ore,

or 01 herwisc-commands the 1000ahy oftollgh. well-armored
guards who enforee his will with coKt sleel. You wear stccl much
as any professioual warrior would, and you can easily pass JOur­
selforras such if}'OU wish. 1100\e''er.)'OU are no mere soldier OT

dull willed thug. '1'00 are a highly skilled champion. a true masler
of)'OUr chosen weapons, and)'OU owe no Iord)'OW' wXluestioning
obcdk.'nce. '1'00 are a hero, and you are called to a higher destiny.

Fighters are commonplace among all the common racc~. All
peoplc..; in the world give rise to martial champions and honor
tho~ heroes who confront evil with a strong arlll and a eoura·
geous heart. Dwarffighters are renowned for their tenacity and
battle-zeal; dfflghters arc known for their quickness ilnd skill:
and human fighteN-audoc!olls, rcrkless. illdomitable~arethe

backbone of many adn":nturing parties.
Strength h importllnt in your chosen trade. )"cs, but you \'aluc

agility and endurance too. More important, you fight with )'O\lr
head and your heart. You train )"oursdfto a truly uncanny je,'e1

ofvigilance In bailie, learning to usc all of)'OIlr seuses and react
without conscious thought to the subtlest ofthreats-or the tini­

est ofopenings. And "hen your arm gnJ\\"'S weary' and foor skill
Is not sufficient. you can dig down and call fonh trulyextraon.li­
nary errorts from )"OUr deepest rcsen'eS ofwill and COOUrdflC(".

\Vhen you and yourcolllpanions ~ncounter fearsome
monsters or wan.-sofcvil minlons,)"OUr job is simpk: Put
)"ourselfand )"our superior fighting skill between your enemies
and )'OUr comr.ulcs. You ~xeel in meier combat, and }'Ou arc
the toughest and most resiliem ofheroes_ The spot where
)'OU dc.-ocldc to make your stand defines lhe Wfrontline~urthe

C0Il100I. Fnemics \\ ho choose to Ignore yOll in order to attack
)'Our friends soon learn that they do so 3tthdr peril-you can
exact n deadly loll frOIll enemies who don't gi,,'e)"ou their full
attention, A11 chllractcr~ threaten foes around them and take

opportunity attilcl.:s when k)Cs try to move past, but nght·
ers have sc\'cml pulenl ..billtit·s thllt make their opportunity
atlllCks ext remcly deadly. You therefore excrt lrcmcndous con­
trol over your enemies' ability to move around the nghl,

You lTlay not have the roglle'!> knack for a single devllstMing
lItlack or the wll.ard's ahillty til routinely ~emolish a number
of/Des at the sallle tlmc, hut you arc quite dangerous at close
rallge. You call wear dowllthe toughest opponents with deter·
mined attack, and you know a handful of weapon tricks and
stunts-attacks to knock your foes down, disarm them, or shove

thcm out of)'our way-I hat can turn the tide ofa bailie in the
blink ofan eyc.

Fighters pa)' more attemJon to questions of personal anna·
meTllthan other characters. Your first decision is whether
you will usc a weapon and shield. or instead wield a bigger,
two-handed weapon. A shield orrers outstanding defense, and
a shielded Oglller is a difficult foc 10 bring down. On the other
hand. choosing a large, powerful weapon such as a greataxe
or a greatsword allows )'00 to deal superior damage in melee,
SQrnetlmes Ihe oot way to prevent dama~ is to quh:kly killthc
creature Ihat JX,sr.."S the threat; as t1tq' S3).the best defense Is a
good orrense,



Once you hm'C decided on your chosen flghl1ng style (shield
or two-handed). you shOllld study feats and powers that compli­

ment your style. TI~ distinctive combination oflrlch. stunts.
mallClI\'ers. fealS. or ~xploitsyou acquire during}"OuT career
mark you as dilTerenl from e\'U}' other flghter out there, Most
fighters fall into one of"thrtt schools of'thought: assault. defense.
or comru!. Assaulr Is ~I for you ifyou prefer a big, l\\"O-handed

weapon. You learn powers and select feats lhal emphasize
offense and dcalingdamage. Dtfrn~ Is ~I ifyou are agUe and
make uS(: of'a shield; VO""CJS and feats I.hallmpl'O\'C your Annor
Class can make you almost impossible to o\'erwhclm with
ph)'Slcalat1ad:. finally. control is a subtle but powerfulstratcgy:
you sludy VO"'Crs and choose fcats thalllnpro\'e your ahility to
hinder and constrain your encmic.~' nlO"ement.

Weapons are the tools ofrour trade. and like any good
eraflsmuII,you should be careful to lise the right OI1C for the
right job. MOSI ofyour wcal)Oll stunts reqllire youta uSC a

speclflc IVcal>Oll. For cXilmplc. hilllll1lers and mHCCS lITe good
for stmus lhot wtll stUll your foes or knock them back. but big.
heavy blades such as the greatsword or gTe.llaxe arc e)(cellent
for big. sweeping blows that threalen all enemies neilrhy. Other
characlers are COlltCllt to wear a Single preferred blade at their
'iide. bUI )'Ou'Te a walking arsenal nlOrt: often than not. Keep a

variety of","Capons on or about JOUT pcrwn. just in case.

A fishier at each lier:
heroic. parQ8on. and epic

Just like any olher character. fighters \\'Ork best as part of
a leam. You may be lough and capable in melee. but you ha\'e
few ways to attack multiple enemies at the SlIme time or 10

attack ellemies at range. You are most effcetl\'C when you worlo::
to protect the party's wizard and allow him to put his magic
to worlo:: 011 distant f~.or sene as th~ anvil against which d~
party's rogue or ranger can nanlo:: fOC!>. Finally.JOI.I need a good
lead~r in the party to support )"OU. hen wllh }""OI.IT excellent
dcfenS€:S.)"OU will take more dalllage than any other character
III the ad\'enturlng party; it's Ihe job oflhe cleric or warlord 10

k«p Jou at full flghtlng slrength and help )"011 withstand dead'
Iier atlacks than you could survive on )'Our own.

Hghters naturally look to deities ofbailie, strength, and
connict for strength and inspiration. Good fighlers often
choose to follow Bahamut, Ihe Platll1lllll Dragon, god ofjuslicc
and proteclion, or Kord. thc god of strength and storms. Other

fighters turn to Bane, the god of war. a grim and delllOJl1dlng
deity. Ilowevcr, fighters can be found among the followers of
lIlOSt ot her deities ill the pantheon. too,

No matter which deity you fu\"or. ultimately you place )'Our
truslln Jour l'Kill, four delermjnalioll. and a good piece ofsteel.
Olher dlaracters mighl wield powerful magic. bUI )'Ou ha\"C
mastered all art Ihat is every bil asdlfficuh and deadlY-lhe
mastery ofclose combat with almost any weapon imaginable.
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FIGHTERS,;
~

-Con.inutd

CLASS Roll'
-Richard Baker

fightcr'S are the classic defenders. They get in frolll ofthe
monsters and keep the monsters from attacking less resUtenl
memocrs oftile party.

rlNt alld foremost. a defender needs the ability to absorb
dalllllgc In melee. so nghters have excellent hit point totals and
call we,lf sorncoflhe best armortn the game. III fOCI, flgbterscan
gel morc out ofthdr armor than olher characters: the certain
rcal~ allow a high·Dexterity Aghter to add some ofhis OeXicrity
bollus 10 his AC a"en when he wears heavy armor. whkh nQ Olher

charader can do. In addition. during the course ortbe ad"cnture
Oghlcrs call call upon their healing ~n'eSmore limes than
most other characters. orall the other character classes. only
the paladin approaches t1~ pure IOllghncs... ofthe fighter.

The Sttond quality a defender reqUires is an ability to
keep the monsters focused on him. \Vc called this -stickine5sM

around the office-once JOII get next to a fighter. it's really hard
to IlJOl'e away in ordertogo pound on the partywb.ard or cleric.
righters are -Slicky- becausc tltc} gain serious bonuses on

opportunity atlacks. ha\'C the ability 10 follow enemies who shift
away from them. and guard allies nearby through an ability

calk.-d ballleftcW COlltrol. Once the Oghter gets toe·tO·tOle with
the monsters. it becomes very dall~rous lOr the monsters to do
anything mher than haule the fighter ... which is. ofcourst'.
what the fighter excels al. Enemies Ignore flghters at their peril!

FIGHTERS HAVE POWER!
-Richard Baker

In pre\'lous t ..ditions of the DIlNG}:ONS .. DRAGONS game,lhe
Oglltcr has alw'd)'s been the character who didn't have IIny SI>ctls

ur special dass powers. Generally spenking, a player running
;1 flghlcr chllracter did the slime lhlng evcr}' round: lie look

a swing at the had guys. In 3rd Edilion D&D more options
became a\'ailable through the usc ofvarious feat trees, but II
was sull true thallhe fighler olTered none of the resource. lIlan·
agement or battle strategy ofa spelJcastlng character. TOIIIl of
Satdr. Thl! 800Ir afNine Swords Introduced a new twist on the 30·
)'Car-old mcrhanics ofthe fighter class by describing Oghlerlil::e

classes who used a \"3rk:t1 ofsl>rctacular martial ma~U\'ers.
Using Tome of&ult')'OlI could playa flghter (well. a warblade)
with the tactical challenge ofchoosing when and how to IISC
dramatic ma~u\'ers.The new DUM'l!ut'!> .. DKA('O~S4th
Edition game impro\'es and expands this concq>l ew:n more.

A~ with all 4th Editloll character classes. fighters ha\'e thfe('
categories ofpowers: at·will. per-em:OlInter, and per-day, At

"ill (lOwers are relath'cly simple attacks that the fighler simply
knows how to do. I'or example. one defensil't! slrike is a simple
altack tlmt deals norlllal damage. bUi ifyou hit. you get a bonus
10 your Armor Class llgaln~lthc foc )'1:111 hil. Your allack leaves
you ill a good delensh'e Sill lice against your foc. and he'll halle a
harl! lime striking back (II YOll.

Pl'r-encounter (lOwers are special weapon tricks. surprise
atlllCks. or advlIllced tactics thaI can only be used one time
per flght. The fighter doesn't Mforget W a power once Ill' uses
it. nor docs a power deplete any Innate reserve ofmagical
cnerg),. lie can't usc II again because it Simply Isu't effecth'C

1ll0~ than once per battle. Ifan enelll}' has already seen }'Our
dana ofsleel maneUH"r. he ,,'On'l be taken in by il a second
timc. Because you can use one ofthcsc powers once per
battle. the challengt" Is to nnd the c\:act right momenlto use
each one for maximum effect,

The fighter's per-day powers represc.nt a single act ofinc~·

ibl(" strength. endurance. and heroism: the fighter digs down
deep and fmds what he needs to make the ultimate efTOI"t. For
t"Xllmple, the 8mlt su'Ht' power allows }'OllIO make a dC\'astating
melee attack and also call on your resenlesofhealing. \Vhen
the hattie looks grim, Ihe nghter finds a little more strength 10

shrug olfhis injuries and "trike a crippling blow. Because you



can only use each oftheSC' powrrs on~e per L1ay, the trick Is to
decide whkh combat during your ad\1~nlurCdeserves the usc
ofsuch a precious motlrce-and t~lI uactly when during tbal

bank: )"our exploit will h:n-e lhe gr-ealesl eflKL

SuPPORTING DIITERENT BuILDS
-Slqthrnxhubm

~ Aghlcr has all'-a) been one: of the JOur iconic pillarsoftbc

D&D game {along with the cleric, wb.aro, and Ihlc(jrog~l-

As the game progrc..~.the figilicr grew Into an extremely
customlzabk: class, esjXdally in Jrd I-:dltlon D&D. where
a nghlcr's leat ~hoiascouJdchange the way he lookt.-d: was
he a Ilghlly armo~. Spring Atlocldng.glah wielder? A
Powcr·AflllCking. greatsword·swlnging, damage dt-aler? An
impr"'~llllble. Combat Expertlse-uslng, sword alld board AC
junkie? Or maybe- jllst a spiked challl trip monkey?

The nt:w fighter stili allows for such cllstomi,,Utlons withJn
the role deAm:d for lhe class. The eluss ~bllildS"llrc supporled
through rents. clan ICllturu:, gear. and power scll>t:tlon. widl Cadi

aspect ofcharacter creatkm adding lIS OWIl nll\'Or to the mix.

Much ofthco focus 011 the fighlers choices re\'O"·e llround
creating a dlstlnctkm bt:tween a Aghte!" that carrks a sMeid

ARMOR
-,\ndy Collins

Anuor comes In many shapes, slus. and materials. from
b~oo(h,~a,-e robes 10 ~rY"tttl plale armor. A character's

choice ofarmor 5a)"'S II 50! about his approach to batLle.
his tactks In a Aght. and his ability to lOres« the thlUts
before him.

The slmplesl category of armor Includes wO'·en
robes. pallc.kd \-esIS. and similar ilems ofheavy clothing.
\VI7,.anb w('ar the~ armors, rcl)'lng QI1II1c1r magk (and
their allies) tel protect them rather Ihan hl)crs ofsteel. Al
higher levels. 1hesc armnrs arc craned from fcy\\ea\·c.

spldersilk. aud other wondrous fabrics thnt Imhue Ihe
arlllor with magical properties.

Rogues. onlhe Olher han(1, like to lMo a lIule more pro­

tective oftht"Jr own skins than lhe a\ocruge spells-linger,
and as such prefer annorscrafled from durable leather.
Stoot)'d flexible. tim category ofarlllor provides an
added measure ofsafety without restricting Ihe wearer's
nlO\~ments.Thr dn'S alsocrcilte kathc=rllk annors
from the lc.:a\'C ofcertaln trttS nad,-e lalhe FeywUd and
regkKts oftil<: Mlural world close to the arcane realm.

Slightl) more durable stlll are hkle armors. crafted

from the heavy sldns ofJearsome cr-eatures. Rangers,
druids, and barbarians fa\w such armor, pankularly
those that Imbue their wearers wilh aspects ofthe origl­
nallMoaSI. from the stalking pallther or raging cave bear
10 the lIIall) headed h)'Cira.

for extra protection and the fighter that esche'ws prote<'Uon lOr­
the greater damage output 01 a big two-handed weapon. But
morc than just creating a dlstlnCI visual look for the character.
" want the way each character acls to be dUTerent based 011

wh.k:h choices he males.
The s"wd·and-board Aghter." IIh a one·handed wcapon

and a shield, UII specialize his build by choosing feats or

powers thallmpro\'e his AC anti c.Iefellsh'e capabilities. defend
Ing hi~ allies by ~imply geltlng In the way. \\ll1en designing
powers, though we didn't want to limit thernto defensive
boosts, and so we've included options for Intercepting enemh:"
lhat mlghl try to a\'oid him in order 10 ;lll,tek his allies, such liS

giving him greater mobility Juri ng atl attltck. or allowing hllli
to follow creatures that try to ~hlft away.

On the other end ofthe speclrum, lhe grcalS....urd wielding
Aghter gelS more damage from his allnc" powers. threaten
Ing enemies with massh~ damage ifhls allies arc anacked. In
addition 10 Power Auack-Iili.e ..abllitjes thnt ghoc the two hander
the option ofdealing more damage "11h a less accurate swing,
this tH~offightcrmight choose those abilities thaI ghc him
more opponllnitk::s to attack. \\hile any fighter benefits from
such abilities, the advantage Is greater to the two-hander, sina'

his larger l'~aponwill do more dallla~ per swing.
Ofcourse. the system allol's few ITIOrt" than just a coupk of

builds for the Aghter class_ It would bt: possible to luclude sup­
JXJrI for the dancing fencer or the two .....eapOfl Aghter. 1-:\'C1l when
powers arc deSigned to SUPI)()rt certain builds. a pla)'er still has
the ability 10 choose any fighter power, regardless ofbuild.



-Colllillucd

Those advemurers who re{jllire u bit more staying powl'.r in
a riglllturn 10 chain armor. Clerics and warlords, as well liS the
occn.loional elfor hliining righter. prefcr the leel of a sturdy liuit
ofchain mail. They trust ill its IIbillty to turn aside otherwise
lethal strikes. which lets them stay III the fray SllpporthlR their
nllie~ as long as possible, Many races cran their own special
"erslons ofchain armor. frOlllthe lightweight c1vcn chain Itl

the dwarnink chilin forged beneath mountains. The chain
MIllOrS created by the e1aJrins combine quality and beauty in II

lI11111ncr unmatched by any w"r1dly armorSll11ths.
Thc truly dedicated warriors, howc\'er.know that the

heavier your nrmor the more likely you lire to survh'e combat.
That's why most nghters don ,I suit ofscalc armor before
heading into the dungeon, With its superior nt.1t provides
more protection than chain armor without hindering the

fighter's agility. Ofeourse.lh{'y'li ne,'cr adml1 that it's nOI
just function Ihnt llttraCIS them to scale armors-what riglller
doesn't lotikgood Inll suit ofhllle drugonscale t1rmor or
obsldl:lI1 ra70rscale?

I he king ofarmors. however. is plate armor, Though it gh'es
up Ihe ncxibility ofscale armor. platc armor makes up for this
by provi{ling the best prOlection gold can buy, II's rare 10 see
a p.aluJln OUI of his plate armor, lind many righler~ evenullIlly
HUll to il as well. The dwan'e!l arc the lIlost famous crafters of
plate armor, and dwarfuaftcd pialI.' Is perhaps the most highly
sought-aftcr armur In the lund,

No discus~loll of armor l~ complete whhom rnt'litioning
the humble shidJ, Capable of turning away l>l~ar-thrust,

arrow-shaft. andfrreballallkc, this slab ofoak or !>leel has Sll\'cJ
the lives of more nghters. paladins, and warlords than alilhe
IXJlioll5 ofhealiny in the world, Not surprisingly. a wide r:lnge of
magic shield$ hove beell cr("ated over thc )'ellrS, 11 II dedicllted to
protecting their owners from dangerous foes. For those lId~·cn·

tuters 1I1l1rained ill the usc ofshields. enchanted bracers llnd
val11braces pro,-ide simJlar bencnls.

INFl.UENCE OF BooK OF NINE SWORDS
-Richllrd 80lier

f.IfJl8hrer

•

If}'OU think )'01l\'C secn the Ide'l ofper-encountcr powers
for righters before, )'o\l're right. Tome' of811ult: Book ofNilte
Swords built a systcm (IfIllllnCuvcrs fi)r martial characters
tl.mt prt."Saged many oflhe lIonspcllcaster powers coming
up il14th Edition O&D.

Alone point In our I)()wer deSign. we examined the
idea ofwhether or nOt characler PO\.I,'l'rs could be con·
strucled more or less like a card-game mooel. In other
words, all the power choices available to you would
be your Hhand,~ and wlwn you used a power in a Oghl.
you'd Hdlscard~ it. In fact, you might e'~n ha,'e II11I)Or·
lanl HdrnwH or Mrcfresh Mmechanics 10 return diSCllrded
powers co your hand. Ont' oflilt' most a,.;gresslve ideas of
this sort was the notion ofa dmractcr who drew his hand
randumly as the righl progrcs'>t'd, So. w'lcstthe acccpt·
ability ofthcsc changes CO our audience. we adopted the
classes In Booli ofNllle S"'OTds to usc an execute. discard.
and refresb S}'stclll for their maneuvers.

While the Nine Swords classes actually work nIl('
with the ~)'stem (c\'en the crusaded), we eventually
mowd away from thc Idea ofmllneu'~rs refreshing in
IIll encounter. \Ve tledded thaI we didn'l wlint to make
the pla}'ers play (I game of'mllmlging their Hhllnd~H lit
Ihe samc Hme tJll'Y were playing a gllme oftlt,rellting the
mollsters. Rut we learncd alremendolls alllOUllI from
watching D&D fallS play Wilh Ihc rules III Book ofNine
Swurds, And heck, they wcrc fun enough that 1Il0st ofour
D&D gomes around the omce SllW plenty ofNItIe Swords
Char(lcters enter the dungeon.



WncOME TO THE WEAPON SIIOP
-Andy Collins

E\'ery successful ad\'cnturer. ofcourse. is defined by his choice
of weapon. (\Vdl. perhaps not cxaetlyc\'cry one ofthem. bUI
[dOll" sec IIny wizards here so we'll just Ignore them for the

momellt.) Keen-edged longsword or mighty warhalllmcr?1\\'in
scimlta~CUlling 11 swath ofdeslruclloll or massive greataxe

cleaving enemies In half7I liddcn hand cros~bowor <leadly
war pick! The sclcctJon Isn', just about yOIi r look, although we
certainly can', dcny lhe irnportilnce ofdial. can we? No. the
weal)()l1 you carry speaks 10 the style of Wlltrlot you want to be.

Over here we have our maces and spears: the simplest
\\CilIXll1S It\'ailable 10 the advcnll.lfcr. (No, I don', sell dubs­
llIay I suggest a visit to the lumocryard for Ihlll?)Thosc wilh
Oflly limited weapon Iraining. mch as clerics, rdyon these
wcapons lOr melee combat, Maces and mornin~tarsarc good
for crad:ing skulls, \\ hile spears (particularly longspears) prm"e
useful in keeping en(:mit'S at bay,

Ifyou mastered simple weapons during ba~k lraining,
\ou're probabl) lool.ing for something with a bit more punch,
Fighters ~killg to deal extreme damage to the enem}' gravitate
100\ard the wltrhammer or maul, though these weapons can
he a lillie unwieldy, The warlord who wants to lrotdc wille of
ulal de\'aslating power for good accuracy 1>lcks up a longsword.
I;realsword. or perhaps e\"ell a katan... Sitting Iletween the two

TteJlingfishttr'

categories arc the trusty a;'l:CS, favored by dwarves across the
land for their abilily to cut taller opponems down ro sb-e.

8ulmaJbe you're a ranger or rogue fancying something
with a lillie more finessc, Ln that case, ma)' I suggest a short

sword. scimitar, or mpier? Any ofthese nile wcal>ons will aJlow
you to dispkty }'Olir dazzUng de;'l:lerlty without skimping Oil the
dC:lthdculing.

i\'ow, not every weapon is d('~igl,cd to be used close up

lind personal. In some situations. the be~t 0plion Is to kill the
monster herorc it's dose cnough to kill YOII, and for that we

turn to nur ranged weapons. Daggers. spears. hand axcs, and
throI\inf;: hamlllcrs all gh'C you a good short·distance opllon
withlmt gi\'ing lip thl' ability 10 dl'fcnd Jourself should thc
monSler~ appear a bit closer than )'Ou'd hOI>ed. IfJIIlI're willing
tn go allouL I'd reo>nunend a good crossbow: )'Ou can'l beal

Ihat nrst~trikecapability. Kan~rs (and eh·cs) should instcad
look to thl.' bow: faster than a crossbow and cach shot ulmost as

deadly, thcse' art" good for the archer 011 the: TIlO\'C,

Of('Ourst', t1~ aren't the onl)' options available for )'Our

perusal. From the: flail to the 813i\·e. or the humble sling to the
elaborate splL.ed nail, the array ofdeath'dealing tools al )'OUr
ch3racter'~ disposal mould daunlany hobgoblin warchiefor

m,lTauding dragon.
No..... if)~)u don't mind, I'lIleaw )'Ou 10 )'Our decision-I see 3

halning ildmiring Illy collection ofshuriL.ens a little too mut:h.
if)'oll know what I mean,
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ROGUES ::
,

- --

-lnfIan Ronn"

'I he wlc of<lny flltllOIlS roguc I~ built on II b.ld reputatlon_
No matter how selfless you nrc lind no mutler how IIHlny
1Iul(' villages you've sa,·cd from cerlain dC)lrUellon. some
body i~ cha~ingnfter }'OU just because )'oulifted a few oln
purw~ here and there. or (heated at Thret J)MHon AllrC', or
e~clIped from JlIllln some bnd:water tnwn, or broke lhe
mo}'ot's son'~ nose In a bllr flgh!. or". well. really. it could
~ jll)1 aboul anYlhing. The point Is. )'ou're unjustly pNSC

Cllled for being qUid:er. more charming. and more clllllling
thllil everybody else.

I:,\'en lhou~h the average person has II htld prccunccptlol1 of
1l~lIes, he or sl~ doesn'tltllow }'()U're a rogue the first moment

you t'llter Ihe room, right? A rogue's sharpest wt'apon ISlhc ele­
l1Ienl ofsurprl.st', both in battle and In sock'ty, En'lI ifa mark is
slI~piciollS, he or she won"thll1k you could IXlSSibly be as fan
lastlcally tricky 115 you actually ure. The old I"hrase, "t'll Ilever
trust a rogue again.~ isn't worth the dusty old book It's \\rlttell

in-nobody'! a rogue "hen Orst you ntttt.
The life ofo rogue is one spent largely IlIlhe shnduws­

,ne"king Inl0 well·guarded CUSI les, tnkil1R Ol1t ad\'t'.TsarlC's
wilh surprl§( aunds, or listening In on secret meetings.
When oul D(h~nturing,}'ou're usually out froUl. Rogu~

aren't as selnsh liS they're made out 10 be, so )'llU'li mnke SlIre
YOllr comrades dou't walk rlghllnlo cn'ry trap along the way
(especially that thickheaded paladin). If}'Otl see danger, you

~hould rUIl back aud Wllrn everybody. Unless the encmy b
rC!'ally big. ThcII you should hide and let your cOllllJaninlls

lake a few luml>S to SCC' how hard the thing hits before JOU

ellter the I'm}.

The relallonshlp bc,"'Cen you and your nd\·elllu.rlng com
pan Ions Is oo~cd 011 mU1ll1l1 rel>pect. Unllntcml respecl Is also

okay, as long as that respect is nowing in your din:ction. And
Stl~. «raJlanal!) the relationship Is based 011 you gelling caught
doing something Illegal by the rest of tilt' party and being
IQrcl.-o to hetp them, but this bn'l us typical a~ some pcople
would ha\,(: you thinK..

TIle usefulness ofhavin8 a rogue In tilt' party Is Slll1lnlt'd up
by a simple llphorlsm: -It's better for II rogue Co ha"e)'OUr back

llllllt stab you In II.~ The 1>oInt ofyour dugger is deadly, Ul> lUallY
o drool-fang<'d monster hus dl..co\'ered the hard way, I)c,plle a
strong Independent slreak,you play well wllh others. A Oghtcr
and a rogue working togetlK'r clln dUll down an enemy IUKI

qUickly ddt-alit-and the besl roguesclln do it all without
gelling u drop ofblood on their stylish clothing. (Even great
nghlc.rs walk away wilh red till O\"Cf thel1l, like they're proud of
11_ It', n:ally qulle garish,)

Though all rogues ha\'c a talent for dlscTt:elly slashing
their foes, other areus wlthln)'OlU bailiwick !lliow for extra
specialization, Stealthy rogues can SIllY hidden and delher
dC\'astatlng attacks fromlhe shadows, Mobile rogues jUlIlP and
climb across Ihe: ballk:flcld, laughlllg at Iheir enemies' pathelic
atle.mptJ> 10 hit them. TrkL.y rogues usc Ihdr words as wcupons,
gelling whutthcy wUlltthrollgh sheer I)mvlldo (and maybe
just a lilllt: deedt). Regardless ofyour ('''l>crtisc, your abilities

all focus on a\'Okiing danJlCTOUs situations and getting }'our
enemies into them.

Be sure 10 ITan'lllght, Since yuu rely on mobUlly, stay
away from heavy arlllor IIlld the big, unWieldy hunks of

metal some people call weapons, Wllh n dark c1ullk,
leather omlOr, and M>l1lC sharp Sled, }'Ou can gel by prell)'
well. Slock your baeL.pack with climbing gear and thiev-

Ing kits, potions. SlJlIle wcll-elJncealed ehOt'olatc for
whell you sl){'IllJ 100 10118 lIwoy (rom clv! It/Ollon, and

marbc a unillue magic Item for whell things get
rully hairy,

Given thl" choice, )'011 probably prefer
the comfort urthe city more than Ihe
lI1oJt'stlc wonder of sleeping on rocks and

plddng mosquitoes out ofyour teeth and
nol bathing for \\-cds oUlln the wilder-

ness or deep underground, \Vhcre

I here ft rc people. t here arc I>cople
with money. A good rogue call feci
a tug in hb gUI wben he', withln
a mile of a gambling hall, and hi.!!
mOllth g.... ls dry the ln~lllllithesccnt
of ale waft ... over from the lavern.



Ask a rogue where his hOlllc is, and dlilllces arc he'll name a
bar. Taverns are a littlc bit rcstlluram, a little bit clubhouse.
a little bit den of vicc, and C\'cq' bit full of ale ana sexy wait
staff. After a night in a tavern, you'lI know what's going 011

around I()wn, wh'lt needs stealing, where the town guard
keeps the keys, who in the pany has thc highest tolcram.:e
for alcoho1. and-for good or ill-the color of the harkeep's
underwear. While the wizard's p()ring over musty books at
thc library and the nghtcr's knocking on ,I prilcticc dummy

ill the trai n ing grounds, YOII'rc getting important work done
at the iIlehouse.

A rogue settles wherever lortune and charm take him,
whether it's in a grimy back alley or an alahaster mansion. In
Glet, it's not II ncommon lor a rogue to go from olle to the ot her

and back again in a matter ofdays. A time1ycornplimel1t, big
treasure hoard, or purloined key can be the ticket to an opulent
lifestyle. 011 the other hand, a high-stilkes card game, a reatly
e:"I:JCnsive garment. or even an up-and-cOIning rival rogue
can send you right ba\:k to the bottom. I\tan)' rogues dream of
fonune. and sollle gel it. \Veahhy rogues arc split between two
categories: those who naunt it and those who stick to a pattem
of secrecy. For every rogue hitting the town in (;111CY dothes.
thcre's another with platinum coins and magic daggers stashed

under a ratty straw mattress.
\Vhen you meet anolher rogue. be wary. You call be

relatively sure she's not your enem)' ifyou're members of the
same thieves' guild, but otherwisc one rogue can never know
what to make of another. Hogues know beller than anyone
that appearan\:cs e<ln be deceiving, and that's why it's so dif­
Ocult to win a roguc's tnlsl.lftwo rogues become enemies,
they are prone to dandestlne attacks against the oilier's
fortune and cha racter-or outright assassination. Traci I1g a
trail back tn tile cnlprit is notoriously difficult, and many a

constable has Iried in vain to capture a c.:rime kingpin with
,I long list of dead enemies. but no evidence of guilt, A tnll)'
evil rog\le makes a powerful advnsary. evell for 11 whole
parly of adventurers.

Among the dilTerent races. halnings are the mosl adept
rogues. With their small si ....c and lithe physiques. they're
~tealthy and mobile. Elves' and half-elves' inborn la knts make

them suited 10 the class, alld humans thrivc in sudl an adapt­
..ble role. Tidlings gravitate toward l:JCcoming rogues because
they're charismatic and have an inborn tendency for trickery
and deception.

Ifrou choose to take up the life ofa rogtle, keep your dagger
sharp, your coins hidden, your cloak concealing, an(1 your eyes
OJ:JCll. Danger lurks ,Irollnd C\'ery corner in the world. and if
you play )'OUr cards righ!. you eanlH> that danger.

ClASS ROLE
-l.0Bun Bonner

The rogue is the prime example ofa striker. Capable of
delivering more damage to a single target than tHany other
characters. u rogue has to spend some elTort setthlg up such

.,
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a boost. By skillrulmaneuvering. the help of allies, and the
occasiona I di rty I rick. u rogue sets up devastati ng attacks. In

exchange for high damage, a striker ends lip frail compared to
a defender.

Darting between shadows, jumping over enemies, and
defily scaling walls are simple for rogues, who can usc their
skl1ls more effectively than other classes and can move in
ways utterly impossible for other characters. The capability to

fearlessly tr,werse the battlefield gives rogncs the potcntialto
sltrpris.c ami quickly overwhelm their foes.

Hogucs cxcel at hilling unprepared enemies to cause the
most harm. One ofthe ways a rogue gets high dumage is an
old favorite: sncak attack. In fact, sneak attack is now easier

to pull oJLmd works with a new, simple system that defines
when creatures are particularly vulnerable to attack. Not only
will till': fighter be giving the roguc a nanking hollUS, hut more
spells and attack powers will set up sneak atta(·ks.

=========-=
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Another source ofc):lr<l (13lllagc comes frOIll a rogue's
follow-lip attacks, which call be lacked 011 to Sliccessful attacks.
Thc~ allow a rogue to turn a normalatlack into a lfuly viciolls
ont'. dealtng huge llfnounts ofdarn:lgc and dishing out major
penaltIes to the largel.

At the highest end orthe rogue's power list come dlf·
Ocuh maneu\'cro; thallncorpornl(, Ilmltiplc nllad:s ,lIld
lacllClllmovcmcnl. These nashY3ssauhs make short \\ork
ofp{lwcrfulmonstcrs alld-lllOfC 11llportillltly-lmpn'los the
rest of the party.

TieJllrlJJ rOBue

SNIAKAnACK
-MINe Mearls

In the beginning lhlc\'es had the Imckstab nbllity. and it was
good. A +4 bonus on attach and double damasl' were greal
back In the day. butlhey came with a cmch. II was really. rcally
hard 10 ru::tually complete a hackstllb. The rules were vague
about how they worked, ,md mOSl DMs shied away from allow·
ing thie\'es 10 IISC Ihis abiUIY 011 a routine basis.

\Vhcn 0&.0 31: arrived olllhe scene.gamers who lo\ed
rogues had reason to cdebnlle. Sneak attack. whlle perhars
not as swingy as backstab. was dearly implemented and casy
to lISC. Those extra d6s ofdulIlagc were great. Al least. they
were great whell the rogue ROt to use them. Entin' categories of
crealures, moslllOIablyundcad and construcb. "cre immune
to sneak atlad. Wilhout the olTensive boosl provided by lhls
lIhlllty. rogues were scverely crippled.

For D&D 4E. wc\'c made sncak allock more l1e:dblc whjle
retaining lis b;1~ic mechanic. You can now usc sneak atl;lck
whenever .rou have combm advantage, a combat modifier
gained whencver nn opponent's defenses haw been corn·
promhcd. Flanking a foc ~i\"es you combal advantage. as do
some special abilities. More Important. immunity 10 snc,lk
!lltnck has been scaled back 10 almosl 1l00htng. Almost e\'cry
Crealure a rogue now faces has thc requisite vulnerllble 51>olS
needed for 11 ~nellk llltack 10 lake place. While a comlrllCl
might lack Internal organs. fOil can sllll smash Its knee or
find a \\eak I>ointln ilS cOllstruction 10 deal a fistful ofextra
d6s In damage.

This cJHlllge renccL" one of the irnl'Oftanl philosophies
behind 0&0 4£. Some abilities lire SO key 10 II character's
class thaI they should rardy. Ife'·er. f<lce a blanket immunity.
MOllsters thai shut down one character ,lfC more lIkely to

mllke the game dull for a few ehamClers. or fI)fee Ihe spotlight
011 to II sole plfl}'er c1H1n1Clcr. rllther than create interesting
situations for Ihe entire party. The rogue relics on sneak antlck
for his or her olTensh'c abilities, so wc're much beller ofT
m,lking It a reliablc tool.

As II rule,lrnmunilies arc almost complctely gone from
0&0 4E. In lhei.r place we have damage thresholds 10 refleCI
resistances lind invulnerahllity. A firc c1elllemalmighl tlotllore
II wbilnrsJlrebofl. bUI illl c.Ider red dragon can still billst il into
oblivion with Its brenlh welll>Oll.

In the dcsign ol'D&1) 4£. lhe lelllll soughlto creatc a game
where a reasonable Dungeon Masler could creale II reasonable
challenge for C\'cryone III the table. A OM lllUSllllUkc a (on·
scious decision to shul dowlI a PC or close alTa sci ofoptions.
For Ihls reason. sneak QlIack now functlolls aXainsllI widc
variety of monsters.



SKILLS
-loglln Honner

The rogue charilctCf class retains tlle core ofwhat it has
always hccn. a class that tOCIlSCS on light armor, light weapons,
skills. <lml dishing out ext.ra damage to unprepared oppo­
nents. In D&D 4F:. we'vc taken some aspects of the rogue
HIl(1 strt:ngthcncd thelll 10 match what many players wanl to

do with a rogue. For example, it rogue with a good Charisma
score now has a varlety of spedal maneuvers IV dlOOSC frOlll

that highlight his abilitlc_~ as a trickster and dccchTf. i\ rogne
with [I high Intelligence score gains a nat bonus to all trained
skill checks.l'inally, the addition of maneuvers to the rog\IC'S

bundle ofabilities allows him or her to fight in melee ami
dodge attacks much better than before.

The 0&0 4E dcsigllleam saw the rogue as more than
j\lSt a skill experl. but a warrior who bears some similarities
to a swashbuckler. 1n Ille.l~e. a rogue is just as dangerous as a
I1ght.er. \Nhile his leather armor makes him less durable. he
can dish Ollt a lot ofdamage in a brief alllount of time. Making
the rogue a little more ofa swashhuckler helped give him a
clearer role in a fight.

This design decision highlights Olle. of the principles

ofD&D 4£ design. 1n prior versions of th~ game. design-
ers would sometimes usc om-ofcombat abilities to balance

wrnbat deficiencies. A rogue might have low AC and low hit
points. but aim of skills were supposed to balance that. True,
the rogue had sneak attack, but moving into a flank also len
him vulnerable to beillg nanked himself. Since 1)&0 4E
moves from a model of"the party versus one H10nSler~ to ~the

party versus all equal 1m mbt'r ofmonsters,~this problem
became even worse.

To belter balance the t:lilsses, the desIgn team set aside
noncombat functions and looked solcly at what each class
does in a figllL. We then balanced their abilities across the
board, wbile follOWing a similar process for noncombal ahili­

tics, By CUlling off any bleed in balance between 1hose areas,
we created characters that ilre on equal footing across every
part of an adventure, rather thilll creating a situation where
player characters arc balance(1 only ifyoII look at all the
encounters a~ a wlwlc.

Along wilh;l dearer fighting urchet)'pe. IJ&IJ 4E
strenglhens th~ rogue's core competencies both inside and

outside of combat. Rogues are now Ihe best skill users in the
game. Not only do they get lIlorc skills than other c1ilsses,
but they also hU\'e more options and abilities relatiug to
those skills.

WHAT'S NEW WITH THE ROGUE
-Mike MearJs •

Human
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The first problem is thilt Skills arc high-milintenallce and
full of little complexitieS. '"Vhenevcr }'ou level up, you need
10 look ilt }'Ollr skills ilnd determine where yOll want to spend
your points. You hil\'C a list of class and cross-class skills that
chung('s lJcpcllding on what class you're leveling up in. Skill
synergics are just obnoxiously frivolous, These problems
wouldn't be too egregious iftbe rewnrd lor keeping track orit

all were bigger. but it's rarely worth the e/lorl, ami most players
wOllld rmher be spending character generation and leveling
lil111; elsewhere.

The second problem is thai the skill system is built witll
two differenl skill strategies in mind. but only one is really
vnlid. You tim dump nl<!X ranks in a few skills to keep them
high, or yOIl C<l11 dabble by spelllling a few ranks in \'ari-
ous places. Now, the first of these works out pretty \\'ell, but

the second is lIsually \\'orthless.1o be Sllre, there arc a lew
skills it might he worth getting I rank in just so you can be
lrained. bllt they are the minority. The system scales in such
a way that when yOll gain levels and don't spend ranks in a
skill.you quickly fall behind the required Des needed to
accomplish a task.

I1IJN(;t:ON .... f)IlI\GONS 3rd Ed ition's skills ar~ based on a
good premise, bill they suffer hom a number of problcms we
wanted to rectify as we went about building the 4th Edition of
the game.
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'I h(' third problem Is the skt1llist. which Is full of skills that
arc either too similar to l)thcrs ur just plain usel('ss. Pilrt of this
is becilusc the system is rne<lnt to work for player charilcters,
Ilonplayer characters, <lnd 1l10nStdS. But when's the lilsl tinle
you saw a PC milke iI Profession dleek that had a uselid e/leet
ollthe gillllel (Ilillt: lfit was recendy, your game Is probllbly
JIOt as much fun as D&D shOll lei he. Sorry') And can', Appraise,
Decipher Seci!>t, Forgery, Open toek, Sleight of II and, Use
1{01>C, und iI bundl ofother narrow skills just be folded into
other skills?Then there nre functions that should be combined
because there's no chamcter who 1V1Ints one hut would n't want
both. Who wants Listen but not Spot? Who wants Ilidc btlt 110t
Move Si lently? Not many people.

OruBonborn

TOBue

We greatly Simplified the skill system to fix these prob­
lems. We stripped the list clown and combined skills lllllt
were pointing in the silme direction (Open Lock and Sleight of
Hand aplX'al to the same character, so they're now functions
ofa single skl1l). Knowledge (arcana). Spclkraft, and Heild
Magic lmve aU been combined into iI single Arcana skill. As
of this writing, we Iwve cut tbe llUmber ofskills in half(whlle
nwintillning most of the. f\JnClions). Thc Star Wars /{oleplayirlJj

Game SaBa EdiriolJ includes some of our experiments with skill
si nlpl iflcal ion, mosl notably in the way It removes the need for
constantly increasing skills.

Of 'Ill the classes, rogues arc the most skill-focus(:J (li)l­
lowed closdy by rangers). M.lny dasses hilve 11 few skills that
i1re crucial to their function'l lity, but rogllcs get the widest
swat h of options.

Allotller major change to skills was the removal ofseveral
skill /ilnctions that we no longer believe should be default pa rts
ofskiJls. The prhne example is using liJlllble to i1void i11t,lcks
ofopportunity, To 11IIvc a check (one that UlIl even be made
untrained) be ilbJe to bypass such iI fundamental risk oft he
game is just too easy and ultimately nOI all that lIlueh fUll. Now,
skill funClions likc this arc either unlocked by taking a fCilt or
<Ire incorporatell into specHk powers.

Another Idea that's becn bandied i1bout Iiltdy is COllvert­
ing some ski lis to p<lssive Hdefense~ \'alues. Spot aJld Listen
arc good examples, Telling the plilycrs to roll Spot checks,
nrst of alL tells thelll thm sometJling is up. Also, ifyou have
everybody roll every time there's something 10 see, there's
a higll probability ilt least one pilrty member will see it just
due to 8 lucky roll. SkiJIs like this might work bettcr as pas·
sive values: Every player ehanlcter could have a vallie equal
10 10 + skill bonus. Then, when there's something 10 see,



th~ Dungeon M1lster can compare the DC to nOllce illo Ihe
player chamclers' wtake lO~ numbers. So fllr in playtests.

no one has balled an eye and it's easier on Ihe Dungeon
Master-and on your d20.

ROGUJ: WJ:APONS AND ARMOR
-j\ukt ",('((rls

A 0&0 4£ rogue is likely to wcar armor and carr) weapons

~imilar to his brelhren from earlier \'rf"Slons of the gamc. Their
options include leather armor. mpicrs. short S\'l-urds. hand
cros~how~,..lings. and similar items. \\'e k,x:\\ that rogues still

want to usc small. light weapons that famr Dcxterityo\'er brute
Strcngth. If it i"n't broke. dw}'t fix It (is what R&D Director lUll

Sl<l\,jcsck is 1I1w<lYS telling us).
The rogue's weapons and <lnnor dOll't cxlst in II vacuuTll.

For each c1i1ss, we looked at their expected gear and tllcn
sought to create abilities thil! fit well with those abilities,
The rogue who carries a hand crossbow should feci happy
about that \\'eapo;l, Leather armor musl, at later levels.
present option.; for new malerlals and magical effects that

rogues want to lise. \Vhen working on a magical ilem, it's
important to think about who wanls to usc it and why. Creat·
ing II set of weapons ami armor for the rogue helped clear up
this deSign process.

So. you can rest ea..'\:y with the knowledge that the rogue

miniatures lhat you already han~ In your collection are just.
as usable in 0&0 4t.. Like ~neratlonsofgamel"i that came
before. you can live by the wisdom that Ihe guy (ofgal) in
leather armor wboclaims he (or she) is P Oghter Jllight be a
rogue tr}'ing to pull a fast one on JOlI.

TRAPS AND ROGUJ:s
-Mike MI.'C1rls

Tr"ps h"v(' always heen il pml of the D&D experiencc. but
Ihey've never really had a stable place ill the gamc. D&D 4E

changes tltat on a two levels.
Mo~t traps challenge the cntire p"rty, While the poison

needle on a treasure eltcst or the pit trap dug inlO a hallway
~lill exiSI. the ruleJ> 1I0W support more elaborate death traps.
l1ungc:ons play host 10 spiked walls that close in to impale and
<:Tush ad,-elllllrers. A trapped room opens up Ooodgatcs and
fills with water. while secret doors 0l)('n to unleash skeletons

jlllo the room. D&O has alwa}s had th~ traps. bUl D&D 4£
makes them the noml rather than the exception. The random
pit or the trapped chest is the exception. nO( 11x: expected
norm. lfit I.; broke. fIX it (is what R&D Director Bill Sla,·icscl.: is

alwa}1i telling us).
Now that traps threaten lhe entire party at ona, they also

gh'c optiOns for an} characler to defeat them. A Aghter or
wizard can dUIl1.8ge a trap mechanism to shut it offor delay its
effects. A cleric can heal the party as the lrap slO\\ Iy damages
the charactcrs. A rogue cau still dis,ulllthe trilp. hut that is just
one oplion umong many. Furthermore. TrapOnding is now a

Draw r08u('

feat. H.ogues rcceive 11 for frce, bUI anyone call become skilled
in Ji~ilhling trilps,

This dcchioll points 10 11 larger trcnd In the gallle­
challenge Ihe party. not ~ Single character. \Ve don'l want
one character handling e,'crything in lin encounter. and our
new tr<lp rules reflect this. After all. D&D is about an ad\·en·

turing party. 1101 a Single character. Not c\"Cn a cool one:. such liS
the rogue.
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As a warlock, }'ou :Ire fluent in the uiliversal language: Power.
1\11 creatures, no l1lilttcr their sl>L-cieS, alignment. or place in the
worlcl, speak thc language of power. Or at least ... they under­
stand it whcn you spe,lk the lan~lIlageofpower to them. When
you curse their evcryellort, summon a pit fiend \0 thwart their
fecble attach against you. then Ilnally excise them from existence
with an eli/rilCh blllsl. they undersl1lnd your power nrsthamJ.

Power has its price. It JIlust be bargained with, And you've
done so, rcpeatcdly and cnthusiast ieally, As a result, you exude
f)ower from every fiber ofyour being. Everyone from the street
urchin to tIle village priest to the grand duke senses the arcane
power yOIl carry with yOIl.

And It makes them afraid.
The presence of a warlock rn,lkes al most everyone uneasy,

and you've seen countless people make c1ulIlsy attempt') to

Tieflinn warlock

hide their obvious fear ofyou behind a fin,aue of bravado.
Ullctuousncss, or d islntercst. Why docs a warlock make people
IIlleasy? Beca\l~ you hold III' a mirror that reveals their row­
ardice. YOII arc willing to P.1Y the price 10 acquire I>ower. and
most people quail at the price, Whellthey sec you, they're
suhlly reminde{lthat they were too weak to gather similar
power tor themselves.

Rut let's lay all the cards on the table, It's 1101 just a qucstion
offear. Your magk has 311 unsavory. sinister aspect. Are war·
loch by nature evil?

Not necessarily. \Vhile many of the mysterious rorccs thaI
warlocks tap ror their I>owers arc lrredccll1,lbly evil-t he infer­
nals and certain anciell! demuns, for cxample-ot her forces arc
simply amoral or completely Inscrutable, Some warlocks llla kc::
pacts with I he Stars I hernsdves, for example, and it's clear thai
the stars shine on good and evil alike. Summon a pit fiend to

r<lze the lord's castle or curse his sheriff. and many will be
quick to call you evil, But saying]t docslL't make il so. Ambl·
tious? Certainly, A little on the rtll hless side? Probahly. But
ambition and ruthlessness can serve the noblest efforls as well
as they can serve the most d ial>olieal.

Warlocks don't do mueh in the way orpublic reJatlons
efforts, however. People take one look at your black cloak wilh
lh(~ glowing runes, sec the strange talloos on your arms, and
catch ,\ whilfofbrimstone in your wake-and then lhey jump
to conclusions. Conclusions that might be incollvenient for
you, whether or notlhey ,1fe wholly, partially, or no where
near true.

Just remember that they fear yOll be<:ause yOLl wcre will­
ing to seek f>ower while they ned from the difficult path
that power demands. Then. one way or another, give thcm a
demonstration of what that power looks like when you loose it
UIK)n Ihe world.

I.eave the wizards their coll{~ges, and the derics tJleir
cloisters, Your training was Ollc·on-one-a master/apprentice
relationship. Hcclluse most communities don't understand
warlock magic. your training happelled out of Sight. cither
ill a hidden part of the city or a sare place in lhe wilderness.
SC(:reey was paramount. You attcnded c1andestinc mcetings
where darker lIl)'steries were re\'e<llctltu yOIl. Some called you
and your rcllow apprentices a cult or a I>ecrel sodety, You didn't
evell kllow allthc dctails yourself. Rut yOIl excelled, proving
yourscJr morc driven and more la lenled th.ln y011r rcllows, That
led to greater mySleries being revealed to you. And with cacb
new secret door that opened, you knew you wallted more. So
much morel

If a wizard's training is educationaL a warlock's training is
transactional. Spel1casters le.lrn new power by understanding
their powers' theoretical underpinnings, then practicing deli·
cate acts ofthclr art. That's for lesser. more fearful minds. You
le:lrn !lew IKJWerS hy compelling the dark f(Jrccs orthc world to
rcvealthcir secreL" to you~or at the very least, striking a deal 11'1

let you tap into that dark forte for ytJllr~lf.

One orthe most Important bargains you strike is your pact.
Early in your career. )'011 forge a connection to re)' earth-spirits,



scheming clevlls.long·deilcl dcmull gods. or thc stars and the
darkness between them. Regardless of the patron fUll chose.
making that pact is a defining moment in Jour life. That's
when you scparau..-d. yoursclffrom others and say. -I want more
power. no matter the cost!"

As your powcr grows. the pact becomes lnore and more
important. granting you powers and percepcions bc)'Oud the
reach of()(her mortals. The \'cry best "":Irlocls can ntabHsh
two pacts. playing the two forces against one another and
dr-twlng strength from both.

As a warlock. Jon largely disdain mere ..swordplay and
archer}'. A longbow is a quaint. rustic tool of the hunter-to
maL.c your enemies kneel before you. nothing bealS an ddrilch
blllst. You clIn focus your power at will ill a beam that Oays the
Oc"h from those with the temerity to stand lI~ainstyou. As you
wrest more warlock techniques from your master, you learn to
set }'our ddrilch billst afire. hil more 1111111 ol1e enemy with ii, or
turn It Into a forte bf crawling darkness from which Ihere Is no
eSCilpe, Try doingl/wl with an arrow.

You wear leather armor thm reeks ofeldritch power and
carry a simple wcapon. such as a spellr or dagger. for usc
against focs too weak to wa..te your arcane power against. You
also ha\T a soul ruin attock that wounds the very spirit ofsomc·
onc who threatens }'Ou in hand·to·hand combat. GhTn the
choice between sUcing somcollt' with JOur dagger or tearing ofT
01 chunk of their imlJl()f"tal spirit with soul ruin. you'lI opt for soul
ruin ('\Try timc.

You are also able 10 lraJ1SI)OSC your~lf, nashillg from place
in the hlink ofan eye. E\'entually. )'Ou lei.rn to transpose othc.rs
as well. oonhhing them or drawing them closer to the dangt-'r
that you represent.

You learn invocations. similar to wizard spells. Some pro
teet you. others summon otherworldly aid in a time ofneed ,
and SOme lust t;Of1sume your encmies in a roiling cloud of
hungry darkness.

Finally. you can dcli\cr curses to Jour rh'als and enemies. A
curse diminishes }'Our encmy in some \\OI), sometimes WOl.lIld·
lflg and sometimes magically thwarting that enemy's efforts.
You call lock a foc in a cage ofbloo<1. encirde Jour foe In emer­
ald coils. or lurn the foc's \ocr} blood Into black acid. then force
II to bum it.. way out of lhe body,

Your e1drjuh biasl. soul ruin. Iral1~positions. invocations, imd
curses each have their pklce ill }'Our personal arsellal of power.
Bllllhc wellspring remains the pact lhilt JOu estaulish on the
flrst day )'ou can tnll)' call YOllr~c1fa warlock.

You call bargain with lIndCllt Icy spirits. primal forces from
whell the world was young, Though the \\'Orld has forgotten
Ihe flames ofthesc now·buried fey. you hil\'cn't-alK:I JOU sense
their ferill primith'C hunger as k~l1ly as )'our own feelings.

Immortality is not a guarantee ofeternity. as forgoucll
demigods and andent demons learm,'d to their chagrin.
Though these godlings are 1)0 longer worshirx--d.. they retain a
\·(',tiSC oftheirdeifk might. and thaI's power lhey'll trade as
part ofthcir own long term plans.
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SOllie say 11.("1'(" is a cold malke thatlh' and walcl)("S us all
fromille darkness ~t\H'en the SiaN, and by track.ing the prog
ress oflhe \131"$ across the 5k)'. we can atl3in a glimpse: ofthis
"l)'SterJ pre"Cnce. You\-.:: learned the SoCCl'("t names ofthc stars
and can lap into" hali"V'Cr'S up the.re ... y,-aillng.

Scheming devils from Ihe day, II ofllme cl'('aled one oflhe
most .w"lIuC"th'e palhs to power-In fact, this pact ma), be the
foundat 'on oftill" warIOl:K-'s art. Asmotleus may 1.;1\-':: e.xpunged
tl~ dt."\ils from the Inlernal Rolls. hut ht- didn't burytbeir

perilous 5eCrt'lS dcq>I) I"oough. You ma), be among tOOse who
ha\-.:: unearlhed Ihe dilrl..lore oflhcse Infernals and elllered

11110 a power bargain \\111. theirsh..d~

--- ----I
I think you should only be able to get soul blast i/
you toke the Port a/Jomes Brown.

-logan Bonner. March 1007

FAMOlls WARLOCKS
-Oal" NOOl\(lrl

1\1al1l warlocks worl.. from Ihe shadow.., gr;lsping I)()w('r from

darl..nC'l\ and Ihell disllPPCllrlllR 10 llpply Ihnt powcr dSt'where.
1I111 ~)1J1l' warloch havc nltnlrlCtl a d('grel' oflamc-or lIt1torlety.

(It Ihe "ery Je'I\I,
Ilbaal of the Mountain: A hired killer, lib'HlI bc-camc n

warlock alt pmt ofon elTurlto eXI)ulI~C his guilt from an a~S;IS

slnntlon gOllc t rugleally wrOllg. lit, retalncd the knack for
slealth from his prc\'iolls OCCUp.11Ion, augll1ellllllg it with Ihe
ability to surround hll11,"·lllll all undulallnj,t donk ofshadows
or tear a hole In reallt) itst:lf, tllt'n step IhrouKh the breach, Ill'
no\\ teachl-OS worthy studenlS from the ruins ofngreat moun

tahllop ca)lle .. , but why he's leaching them Is unknown.
Conax Croweye: KllO\\ II for the crow fl-"alher he lea\C~s

"hcre,'er he goes, Con1lx Is a 'K'rpetualthorn in Ihe side of
High Lord Demetrius and Ihe CII)"~late on andarna.I-le
or8alllz~ re\'OllItlon(lr)' cell" throughout the ell)' stale. escorts
fugilhfl be)1lfld the reach ofDemelrlus·~juslke.~and system

alkally curst.'S ond dcslfO}'S c''er)'One ill the Illgh Lord's family.
After losing a Ihlrd son to Cf'O\.u,·s -brilliant te)' de-.truction­

curse. Demetrius has placed a ,1lSI price 011 (:1'O\-'a£5 head.
The Jade Iialld: This mYSlt'r'olis c1adrln Ih'es alone In 111('

Fcywild alOp a 1(M~r made from desiccated tr~ branches. Ilis

left hand Is made entirely from shard, of jade, llnd ills said lhut
tht, loueh ofhis soul ruin I~ death Il~lf. Ever}' year he accepts

one new apprenllce from the dOl-ens who St-'Ck his IUtdagc, pit
tlng Ihem ugainsll."uch OIher III u ~ries of TUlhlC"SS tcsts.

CLASS ROLE
-RichanJ Halter

\\'arlOl:ls are arealK' dlarilClers. They learn lheir powers from

magical enlitles thC)' CorlllllU'" with through aoclent riles. nteSC
may he dark, primal fey spirits. old as lhe eanh itself: !.he restic<;s

shades ofanck:nl warlod.s aoo lkmipowers long dead; strange'.
"\aRleal lnlelligencn associated with prominrnt scatS: or illk:rnal
beings bound byancientla"'S lhe y,arlock knen"s how to cxp&olt.

\\'arlocb ofdtfferellltradltkm.. fa,"or differenllypo of
palrons, but any "1lnocL. has d't' ability to wield some amounl of
pow r from anyofl.....y SOUI1:t'S. Regardlc:ss ortlle true nalure
ortlle warlock's patrons, some ofthese spirits otTer 1.00"\ ledgt'
freel)', son't' exact lerrlblc bargains 1M their wisdom, and some

must be compelled 10 speak Ihrough 10118 and arduous rites.
In bailIe. "-arlocb art' strikfers. r1k'Y arc high I}' mobiLe

and dU'iI"" ach'l"rsarics"ho scour lheirfiM'mies with potenl
blastS ofddrltc:h power and harry lhem Wilh a ,"afielyof' patem
CUTSC'S. 1lk'Y deal high dnmagt' toone or two enemies al a lime.
Warlocks ha\'c few l)Owcrs Ihat attack Illultiple foes at once, oot
they ucelln dealing with small groups ofencndes.

Warlods are IlOI ,er)' durable. but Ihey are quite good at

a"oklIlIK altad by magically e"ading their enemic...... 11K'}' pos'
sess hlghl}' Ulcurale and hlghlydamnglngllohort range allad...
and shiH ('3\lIy from ranged to melce combat.

In 4th I dltion O&O.lhe warlock gains hm ImpoTtantncw
maglcallools: 1)OC1" and curse...

The warlocL.·.. I""el descrUx.'s whaltype of bargain he madc
10 gain his pO\\'I'r: I:ey. lr&rnal. Slar, or Vesllgc. Each l};lCt typt'
offers subtly different belleflt!! and fa\'Or~ dilJerenltypes ofwarlock
pOW(:rs. l·ore'(ullll>ic.the Inll·rt1,,11 pact gh'CS the warlock exccptlon.'1J

nbilil)'to ewrclse control o\w his enemies lJ) l\'inl011:1118 t"t1~S Ihal
creatc ph3ntasrnal ohj('CIS to Irap, hlmlcr. or IIttack ~)cs, while the

Veslige pm:l I~ I~~t for denllng damnge through soul blaslllllllCks.
Each JXlct 1\ as\OCli:llffl will. it numIK'r, ofcurses. These

IIrl-' Ihc W;lrlOCL." IX'r en('t)unler ~spells.~ ;lnd lhey Jelll high

dUlllllleC 10 foes IIlung whh crippling restrictions 011 lIlovemem
Bud actions, I he \\arlocL: gahl\ a significant damage boost
lor hb. c1drhch hl,I~1 and soul hlast allacks when he targets a
CT(';llure he'~ ulr('ady CUN"d. Iinall)', each curse Includes II

pocC'lIt dealh ('neet: \\'hen the cursed crealure is reduced 100

hil poinls.lht., ""r1ock VftCII gains a po'-\-"'erful follow lll) altock
against other nt"nrby foes. \\'lIrlocl..s e:<celllt Wt'akl"lling, ImlllO
bUlzing. and hindering foes with thcircu~.

WARLOCKS HAVE CIIANGED, WHY?
J.-01fall Bomler

The reason y,arlocks changed is simpLe: Their cool. unique
thing Isn'l unlqlH" anpnore.



5i nce tllCir resources don't deplete over the course ofthe
day, warlocks hold a special place in IJ&IJ 3E, In 4tJI Edition,
any spd1casternlll use a power every round without worrying
about running out, so warlocks need something new to differ­
entlate them.

The early changes from the 3E warh::k to the 4F. vcr-
sion included access to powerful sustainahle curses that gave
penalties to their enemies and picke{lup the binder's vestiges
as "hellpacts.~ All tllis pointed them toward the SillllC sort of
mayhe-t his-glly-is-a-I illle·too·nasty-to·ha ng'ollt·wit h-otlr-party
vibc that the 3E vcrsion has, but gave him some new tricks so
he's not playing in the wizanl's sandbox quite as much (dupli·
eating spell elTecls and the like),1t also brought forward some
clements from other interesting, but less popular. 3E classes. Of
course, the warlock kept rlclriuh blasr. along with abilities that
modify the blast.

These were good idea.~, but they weren't quik clicking
ill playtests. The pacts, like binder vestiges, didn't have ben·
efltS that all poi nted to a Single tilellle or play style. Si nce we
wanted to emphasize certain builds, these got narrowed and
focused so when you take a pact, you really know what type of
character you're playing. They also arell't just "hellpacts~ any­
more. YOIl can make pacts with various powers, each of which
has ib own build focm and a strong hook for your back-
SlOry. Curs('s were. initially, imparting penalties and giving
advantages to the warlock ifhe voluntarily ended the curse.
Unfortunately, this usually meanl that a warlocK spent his
turn invoking a curse. then watching the target die before he
had a chance to do anytil ing clse. This was an casy problem
to fix: \Ve cranked the curS(~s up, Now the curses themselves
could put down a ton ofdamage and impose huge penaJties
on the target's actions.

Throughout all this, It was clear how important it was that
we keep the warlock's dangerous, olle-tQC·in-the·pool·ofevll
feel intact. The warlock mightllot bcevi!' but he sure is mean.
Tile curses evoke this theme. You might have your foc crying
hUflling le,us of blood or shove him into a tonjured iron
m;tidcn, Sure. the paladin might look askance at you, but you're
all on the same side, right?

So has the warlock changcd? Ilis rules have. sure, but he's
still going to be the dass ofchoice for people who want to play
a darker character. In filet. we're making it easier to develop a
theme to your warlock powers. SOyoll can have an intrigUing back
story thal's supporu..-d by what you're actually using in combat.

WHY THE WARLOCK?
-Chris Sims

Supporting the arcane power source. the warlock aflpears in
(he D&D 4E Player's Ilandbook along with the wizard. Fi,r those
with notions derived from IJ&D 3l:, this might seem weird,
Let's look at the real reasons why the warlock mil{1c the lllllSter.

Imlxlrtant to Ullderstanding tile warlock's proper place is in
the game frOIll the outset is power source. All the ot her power
~Ullrces In the Player'sllandbtlOk have at least two representative

Halflini/
warlock

classes. Without the warlock, arcane has only have a Single
representative-the wizard,

Role is also signiOeant. \Vizards are controllers. \Vartock~
arc instead strikers, focused 011 dealing a lot of dumage to one
foe at a time, Thcy appeal to players who want to dish out P\II1'

ishlnent with magic. Evcll though the Pll1yer's Hl1lldbool1 has a
ranged striker and a melee ~trlker, additional strikers are good
for lJ.1rty success. The warlock seemed like i\ lliltural choice,

Warlock is also all expected option for the tiefling. Tiellings
are the darkest player race In tile initial release of the game.
The warlock el"ss gives them that much more for someone who
Witnts to playa sinister hero.

Although all ofthe above is tIlle, we also couldn't ignore the
fact that the warlock had a lot oftntction in D&D 3E. In fact, it
might be the most popular class released between 3E's Player's
Hlmdbool: and Tome ofBattle. \Ve co1l1dn't leave a class that
apflCilled to such a wide section ofour audience out ofthe new
e<lltlon's first showing.
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WARLOCK EVOLUTION
-.lj:ft'phm Schuoc-rf

Tht" new warlock class Is an evohulon oftile class first intro
lluccd ill COIllI,lrfl' ArcQlle. Even a~ the D&nU. \\arloc:k WlIS an

l'.xpcrlment in a new war oflookllllo: lit all ;1 rUIIW dass. wc CUll
linued to explore other VCll\ICS fur hoth ll\eChull\cs and themc.
SOIlIC oftho<:l' Ideas ha\'e been incorporated hun tnc latest

Ilerntlon oft he warlock e1as~.

For cxample, we also tried new magic S)'~tellls with Tomec!
Manic alld ,\Ianie ojillcamum, ami each clTort pushl.'d the el1\oe­
lope: In a dlrrerclll direction. In J'learlllml, each class was gh~n
a larger suite ofpI)\\CTS thai could lK- lKth.:atl.-d ff'equently, and
:1 bit ofcuSlomlllltion so lhat a shaper mlKht ha\C' a complctcl)
different arsenal each day. much Iikc a D&D ird Edition

wl7;ml might choose her sJX'lIs.

O ....'arf '4'Qrll.tCk

In lome rfM"Blc. \\(' tried different len.'ls ofoclJub.itlon
of power. The binder could ellOO§(' a -..,jlo- of'powcr. gaining

a suite of thematically relaled abllilks, some ofwhkh were
alwa)'s acthT boons while ochers \\ re Iimjted 10 1I few usc,
l"..ch day. The shadowcaster could build h1s powers broadly.
choosing manyof' I he si mpksl ofmp;luks. or coo Id bu lid dttp
Into t"w'Ochoscn trcc... The lrul"namer had an c·..cr·growing rep
ertoire ofabilitk:s, all of\\ hkh could be used 31-\\ ill. 001 \\>1111
a,u'Ogrcsshoely fll(WC difficult chantt ofsuccess each Ilmc an
lilt mntt was used,

In addilion 10 o-plorlng dlrrc~nt lhemes ofD&D 1ll.1gk',

these classes helped us see new class mechanics in action.
hom these experiments, we IncorpOrall.-d ,such oollCt'plS as the
tht'.mCli oflh hinder's pacts, SO cach warlock can chooSe': lrom
a small selection oflhem3tkally IInkcd das~ abilities. Whllc
we didn't Include aSIX'1..'IS frOiIl ewr}'class from Toml'oj"ldjjlc.
we halle the nexlbllity to mine Ihose themes for fulure :llIdl
IlollS 10 Ihe warlock da!>!>. or bring those concepts lnlo otlwr
places of tile new gamc.

ALIGNMENT

""80"ner

Alignment Is onc of those S}'SIC'ms Ihal's b«.n In nux for a
while because e\'Crybod~1has a slrong opinion about It, When
one person's s::aying -kll1lt cl1lirdy- and another Is $3)·lng
-l«p II as II Is.- }'OU know tl~rc wl\l be a lot oflimC' and dis·

cusslon about the topk. R&D is !"Cally justlll:e a big gaming
group; We all ha,·e our oplniOfls about what alignment
..hould be.

To 'adde this issue, an elile team of..peelal agt"IlIS (Michele
Carter, 8ruce Cordell, StC\·e Schuberl. and Bill Slavksek) con­

\"Coed to figurt' out why pcople do and don'llike aliKluneUl as
II has appcan.-d in pre\ lOllS \'ersions ofthc game. \\'c \' allied to
keep the rccl.JgnLr.ablc IIlIIlICS ofnllgnlllent. 001 we al..o had 10

recognize the fatlhlK!oo the uld sJslems lllld.

A major change to the syslcmls the concept of unaligned
Chllr-Icters. Most people Imtllc\'cr choose sides. lind ne,'cr
dediClllc tltcmsel\'Cs to Oil Idelll-the)" jU!>1 do whallhey CUll
to gCI by. !\lignmentls now a ~ystem you don·' ha\e to play in
Il"you don't want 10. Only chllracter~willlslrong Jdenls wJ1l
lake up Ihe cause ofGood or bU. Thb allow,; pla)T.tS more
latitude. Thc}' can play II chardCter \\ ho Isn'l all thai nke. bUl
Clln stili be in tlte Sllllle pmty as 11M: brlgltl and shlrling pala
din and not ha\·c much dlfficuh)". An ~E ...i1-curlollS~ character

might be underhanded or bloodlhlrst) withom cTOSslng the
line Into e\'il.

\\'e also wanted 10 emphasil.l" thl." difference bet\\et'n

personality and alignmelll. For a long time, people ha\e
u.!oCd alignment as a guide 10 rolel)la}'lng. but that ends up
being 100 rO'trtclh'C and pR-diclablc. \\'hile alignmcnt
shollklinnuenc~}"OUr acllom, h shouldn't den~ )'Our emlrl"
persona lilY. A Good aligned person can be sudy, or l",-en
do solllelhing thaCs 1101 exaclly wgood- once ill a while. I his
doesn'llllcan Ihe person ISII'llrylng 10 uphold the IIlrtues 01



a good alignment~alld the dedication to keep trying is what's
important auout alignment. '

Perhaps more important than any other change is the de­
emphasis of alignment. Instead ofthe over,m;lling system of
previous editions, alignment is now a mueh smaller part of
the experience. Only a minority ofpeople (and monsters) is
al igned at all. and most spells and abilities that key ofT of align­
lI1elll have bee.n eliminated. For a player. choosing a Good
alignment won't make your character more susceptible to evil
att'leks, Dungeon Masters get the freedom to create storylines
with intrig\le and deception tllat can't ue derailed by a delat
evil srH:11. Sha(les ofgray (an make a campaign deel>cr and
ultimately more rewarJing. pes should deduc for themselves
whether they think someone is cviJ, not rely on spells to Inakc
their decisions for them.

Sometimes these warlock powers Bet written up so
horrifically that they sound like they should be
freaking your allies out as we" as your enemies,

-Rob Heinsoo, May 2007
L~_ __~ ~ .__~ .__J

CuBE CHATTER
-W,gtlll Bonner

(

I worked on the Player's Handbook with Ridl Baker and Davc
Noonan (this was in the third stage ofthe prncess), \Ve ull sat
within two cubes ofone anothcr, dose enough to shout out
whatever weird thing one Of\IS had just comc up with. Even
though people in nearhy cubes were working on different
projects, they would IXcasion<llly hear one of tJlese snippets
about the Player's Hafldbook. Usually, this was some o(ldball
placeholder name IHch hild written for a wilrlord power. blll
warlock powers were <l common topic, too. I think our neigh­
bors might have known more about the warlock than allY
other class. <lctually.

I wrote up the hask structure of the warlock .Illd estab-
Iished the over-tlle.top descriptions and dJCct names the class
WOll Id use (stufTlike the curse ofthe bloodfantl beast and iron
(haillS ofmisery). The power·writing stage came after that. and
Rich was in charge ortaking the kw powers already written
Und fleshing out the list (while incorporating changes the
developmellt team had made to the overall dass structure),
vVhenever Rich would write up a crazy power (and the war­
lock is master of crazy, meall I}()wers), he would relay it acws.;
the cube walls to Dave and I, and thereby give everybody else
nearby a dose of warllXk joy,

Once or twice a day, Rich would say something like.
"Okay, here's a new one: hurllhrou,gh Itdl. You banish a foe
to the depths of the Nine Ilelis. During his journey he takes
u bunch of damage, Ill' returns prone in his former square,
sufTering from fear." Everybody iJl earshot would have an evil
chuckle (Dave's is the lllOSt cvU, by the wuy) and think about

.~-;

Tiejlin[J warfocR

the reaction the hapless monster will have when that happens
dllTing <l g,lllle,

Rich (a~1 maybe all or liS) really wrote his I\lOst entertain­
Ing stuff when he was getting pll nchy at the end of the day,
The warlock is a great class to work on wilen you just need to
cut loose and write the most ins<lllc powers possihle, alld he'll
likewise he more fUll to play the morc exhausting your day
hus hccn.

I can't wait until people first get their hands Oll this class
and Sit}", "I CUll do what?"' And the reactions of the other people
ut the t.lbk will be even better. You just might hear your party's
cleric s<lying, ·'1 know I said we should punish these e\'ildoers,
but ouchl"

=========-.
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-Alike Meads

As a wizard. your pllth is a study in contradiction. YOII can
cm~llre a wave of acid that turns a battalion ofsoldlcrs into a
pile ofbnnes. vVlth u wave ofyour hand. you scml forth a bolt
offire detonates with enough force to level a building. Yet for
all your I}()wer. a slack·jawed ore with a scimil1tr can end your

/

Human

wizard

life with a single blow. While the fighter absorbs hlow after
blow. you have to keep to tile hack of the group and amid the
monsters. In part. you know Ihat only a fool lets 11 monster
swing (I 1O-POUlld hunk ofsharpened steel at him. On the
other hand, for all your power yOll arc simply more vulner­
able than other advel1lurers. Fighters. derlcs. and rogues can
aflord to let monsters usc their heads as punching bags. \Vhat
little brains they have aren't needed. as 10llg as yOli arc around
to figure things out.

In battle, yOIl playa dangerous game. You must destroy your
enemies with arC;llle power before they corne dose enough to
po~e a threat. In theory, the rest of the group is there to pro­
teel lUu. Unfortlllliltcly. the derlcs and fighters of the world
are rilrdy knowll un their intellecllml and tactical genius.
Sooner ar later. one ofYOllr companions will m;lke a mistake
that might cost YO" your life. A wizard sl1fvi\·es only as long as
he kceps an ('scalX' plan. so keep a rath of retreat of>Cn at all
times. You'll never regret it.

A resled wizard is a deadly foe. Even alier se\'eral batrles,
a wizard has a Ilumber oflncantatlons he can call on again
and again. provided he has a chance for a brief rest. When it
comes lime to set lip camp. you need as lIluch sleep and relax­
ation as possible. Keeping watch is 1I0t tlte same at resting. but
provides allot her instance where )lOll Illust rely 011 lesser Intel­
lects to prOlect you. You nced your rest. Insist on sleeping in
the rnltldle of tile group. If;m attack comes. let the monsters
fliliupon your allies first. When you aWllke, the few seconds
t his tactic bllYS you might be the (I illerence between victory
and defeat.

The mightiest of wizard spells, tbose carable ofttlflling
II phalanx ofwlurion il1lo smoldering bones. arc too power·
ful for any mortal to use more than once without extensive
rest. In contrast. the simplest wizard spells. those that you
can call on again and again without Ii mil, arc weaker than
a fighter's sword stroke. You must playa careful halallcing
game, one thaI rC(llIifeS yOll to bide your power oyer the
course of llll expedition. A wizard who is too rash to save his
spells. or olle so cautions that he never casts them, plact·s
himself and his entire adventuring group in danger. Use your
spells judlclously and always reserve something to save your
own hacon.

LIl(kily. you ba\'t~ access 10 power words. Power words arc
spells that d rain energy energy from .you, bill nOl so nl\lch thaI
you need a long period of rest to recover. with a minute to
cntdl your breatb, yOIl can concentrate and summon forth the
energies needed to use your power words. Power words are
your most trustworthy tool, sl>ells you lise again and again in a
variety ofsitU'll Ions. A smart wizard relics on his power words
to defeat his enemies. wit h Ius more powerful spells a potent
\\,{,'1pon ag.lillst tough foes and his weakest spells a rcliahle tool
lor simple situatiolls or weakened enemies.

Between these three tYI>es ofmagie.you arc well equipped
to handle ad\'entu res. Compared to other classes. your once
per day abilities are the most powerful and your more fre­
(Illently used ubilities are slightly weaker. During (Ill adventure.

=-F==========



yOll arc bcslscrved in finding the perfect situation 10 usc your
mOSI powerful spells. The right spell at the right moment turns
cerlain defeat into an easy victory.

A simple crossbow is a simpleton's tool nol worthy ofsully­
Ing a wizard's hands. Arter all. yOIl elm generate bolts of arcane
power to smite your foes. Why rcJyon something as cruel and
inelegant as a crossbow? For melee weapons. youlIllghl wield a
~tafTas a melce weapon in emergencies. butlllost wizards need
liUle lllore tllan a simple dagger.

Around town. simple robes, a hat. amulet or other Item
that signifies your membership In an arcane order brw(!cast
your power to others and indicate that you should be treated
with respect. 011 an adVClltun;, you l1ecd more practical garb.
Heavier armor l.~ m;cful only to those too dense to usc magic
to proteci themselves. Instead. opt for light. cloth arrnors that
protect you from attacks without weighing you down.

Finding or c.reating a magicalllllplclllent to match your spe­
cialty is your highest priority. Such a magical item grants power
10 your spells while offering uniquc abilities in it.s own right.
Most wi~ards cllrry a few 5uch Items. to increase their versatil­
ity and to cnsure that the}'carry thc righl tool for thc right job.

Iloard them whcncver I>ossible. You'llnever regret keeping
your oplioll) open.

\Vizards fear wraiths. ghosts. ami similar momters above
olher foes. as thc party's fighter Cllnnot easily hold such
insubslalllial foes al bay. Agile, fast foes. from fearsome
blackspawn raiders to sneaky goblin skirmishers. force a
wi~ard to keep an eye on the shadows for a sudden attack. A
Sl] rprise attack III 19ht the last attack you face. Smart. sneH ky
eneOl ies have the greatest chance to outwit your comrades.
Keep an eye Ol1t for enemies who are capable of prescnting
an intelligent challengc.
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In tht cnd, you arc the mosl powerful advellt urer in the

group hilt only when YOll \\ork with their allies liS a IC<lIll.

A 10lle wizard foces deal II al the end ofroc's \\ealXln, )'CI a
wizard alone can call down powers Ihat on~rshadowany other

ad"cnlurcr's aHacks. \Vhilc some wizards sequester themselves
in Isolated towers. far from other folk. IIX' mlglulcst w!zanls
achlen~d their great deeds with the help or('<judll)' legt'ndary
"ardors. clerics. alld rogues. Sure.l.hey might not pro\'ide the
most iUlcllcctuall} stimulating campfire comcrsalioll. but the}'
do halt' their ll"CS.

1/
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WIZARDS MAKE THINGS Go BooM
-Stephen Radncy-Ma(ranand

l(s really just that simple. The \\ il.ard is. and always has
becn. the quintessential battlefidd controller. Hreball.1i1J111
ni"8 boil. IlIeleor swarm_ e\-en maBie mi55ilt:-they're allicollic
wizard SI:lClts lhal deaJ damage 10 llluiliple opponenlS al a
dh1ance. They are fun. c\'ocati\'c, and Ihe new wizard gels
lhem in spalles,

BUllhe wt:wrd is more than n simple arcane howitzer, The
wizard has alwllYs had a lJu).;c bllg oflr1cks, and the new wllard
Is no dlfTcrelll.ln prc\'ious cdltloll!>, those Irick's ntllmes were

expressed hy \\'ay ofthc schools ofmagic. and while many of
Ihose Irich endurt", the new \\i/Aml idenlifies Ihem by imple­
ments of her 3rt-lhe orb. slafT, or wand.

Wizards .... ho .... ield an orb na\"Or lhe.ir blasts with terrain
control and manipulalion and focus on rctribulh"e and percep­
tion effects. IfJOU see a wizard with a stnn:)"OU can emilie 011
her magical might l>mitillgJou wilh lines and cones. and JOu
can expeclto go nying across II~ balllcHcld a.. a consequence
ofthl' spell's elIcet. A wand wll.ard Is Ihe lruly long-dl.. tance
contrnller who slls behind laJcr.. of magic protection-he's a
h11rd nullo crllck,

Bill dOIl't )o\l'l CCI/nforillble Ihin king llHl1 you've got a wlZllrd's
number aftl'r you've spied his arC;l1Ie implemel1t. The wizard's
speciaHzmioll <lo<:,n', preclude any of tIll' Olher powers: It
just impro\"Cs the power and \,ersatilllY ofspells Ihank!> 10 Ihe
focused Implements.

FEATS
-StqJh,," R(ullU'J·MlJcfilrla"d

Lots oflhin~ in D&LJ are changing. but don'l fret 100 much:
You'lI slillgel feals.

Some oflhe feal!> .... iIllook familillr. but many are jusl brand
ncw, And. Ifyou're playing a .....Illlrd, the flrsl thing you'll notlet'
Is thallhere ure two types oflellts Ihal have gOlle tile way of the
dino..aur-mellll1l11glc: lind ileln erelliion lcals.

DOI1't c!il>lreSs,lhere's a mel hod to our Illadness.

In geneml. \\"e wallled 10 slray away from feals Ihat w~.. re
conditional 011 a specific clTl·CI. For hlSlal~. melalllaglc feals
applied a oondiliollio an individual spell al a COSI (or, for Ihe

nonmagical reading this. Pu.... er Altack might change Jour
numbers round by round). hlSlead, we weill wilh leau thai
al>plya benefit once. The things lhal lhe. feal adjllSllIllglu
change from IC\-cllo le\~111l t1~ slandard 1c\~lillg ....-ay, bUI the
bcnefltlhe leal granCS won't change. nor will you h.ll\"C to pick
.....hallhe feat docs round-by-round or e"en day-by-day. h ..aL~
enhance your characlcr build. while I>cr·round. pcr-encoullIer.
lind per-day choiccs sil firmly in the l)Owen: section ofyour
character shcel.

As for ilcm creal ion, wc sluck them In a new IlrCIl we're
caJling rhullis. Wizards gel SOlllC rhullis for free, hut )'ou're
nOl spending precious fcat slots (or experience poinb) 10 craft

magic ilems an,-more.



With these two Iconic wbard leat types living in other
places. at nrst blush }OU may think the wizard has few options.
Not so!

The intcnt was not to limit choicc. but rather to create new
and intcrcMing ones for the wilard (and the othcr classes).
Feats can increase the potency ofarcalle powers. Many of
these choices will stem self.e"ident for the role ofthe tradi·
tional wilanJ-feats that increase defcn~. feats that limit
the penahles for using powers in melee, feats that iDCrea~
speed-but others, called skill feats. add breadth to slc.ills.
Cherry-picking skill feats nn enhance the know-It·all nature
wizards exude.

Oh, and here's something for martial·mlnded wizard
players (failS of the w8rmage and the duskblade.listen
up): arcane strikes. power words, and spells of tile wizard
don't have 1l1lythlllg like the arcane spell failurt~ of past edi·
tlons. And while the wizard starL~ with very few armor and
Wt'llpOIl pronclencies. feats c.:an expand those choices. "Vhile
you'lIncvcr reach the melee might uflhe fighter and paladin.
iI's casier to play the controller with the ~harp pointy bits
and the tough Ollter shell that hurls Icth.d lIrcane energy
across the b<lIIlelleld!

But nil of this feat goodness isn't for the wizard alone.
While feat.s sometimes require a spectnc race, training in a
skill. or a minimum te,·e!. they ne\'Cr n:quire a class. ,,"cats
enhanc:c )'our character build. whate\Tr it is. You can pid: feats
that complimelll your build.)'OU can pick feats 10 1)lay against
Iype. and you can lind feats t.hat create: Ime.re:stinlt synergies in
Ihe niles. t\ ,,£I IlO feats occompl ish the last t\\'o choices betler
than class training feats.

filCh class has a corresponding se:t offeats Ihat al10wJJ olher
chamclers 10 picL. lip 'iClea class abilities. skilllraining. and
C\'en powers from anotherdass. Ilm'e Ihat idea for the martial
wilard? Take the l·ighterTraining feats. Maybe )'011 want one
oflhose archetypal rogues who dabbles in magic. Take either
the \Var!oek or Wl7.ard Training feaL~. These feats allow you 10

navor your character with dements ofnnOlher class without
diluting your original c1ass's power and role.

BALANCING nil: WIZARD
-,sIeVhl'lI Schubert

\Vhen we sel Ollt to determine the right I>ower level for each
class. we nrst had 10 establish a baseline. independelll ofany
parlicular class. OllCe that was in place. we could discuss the
aspects ofeach class in relation to that baseline. comparing the
componems of a c1ass's offcflS(:. defense. and utility.

The wizard has always been high on the ofTensh'c scale
and on Ihe lower end defensh·e1y. and milch ofthat na\'or
has bce:lllllaintalncd. \Ve set oul to prescn-e the idea that
the wizard is very powerful. with abilities that affeci mul­
tiple opponelllS at once. but he doesn'tlast long If the enemy
brutes Slart wailing on him. Thus. the wlzard's powers
follow ollr higher curve ofoutput. using spells alld abilities
that hit IOI!> ofenemies in qUick bursts (as opposed 10 other

Dwnrfwizard

high damage classes like rogues or w1lrlocks Ihat do lots of
damage 10 a Single 0pllOllent. or ~prt';lCl their damage 011\

over a few rounds).
\Vilh potent spells 1Illd powers. the wizard call clear away

well!. minions with Ilrd)lliis. and he can also colllrol the
actiom of multiple oppon~nts through dirCi:tly targeted control
I>owers or indirecdy by changing _he l)llttlefield with wall~ and
douds. IlUlwhere Ihe U&U JE wl;mrd had many*savc or die*
spells in his repertoire. to cast O\'er and O\'er until the 0PI)Ol1ent
nnall)" failed a saw. the new wizard has fewer po\-\'CTS that can
eliminate a ""Urthy foe \\ i1h a Single shol (critical hils not with·
standing). Man)" oftiM' \\ izard's direct control powers affccl
targets for a much shorter duration.

[)cfensi\-e1y. the wb.ard is still less ~lllrdy than most of
11M' olllerda~. \Vhile the new syslem allolVs all first le\'(·1
characters 10 sun'ive at least one solid hit. the wizard might
not last past the second hit. More so than in 3rd Edition D&O.
the wizard will find it hazardous to cast spells whellncxt to
enemies. which will ma.ke him rely a bit more 011 his allies or
shifting Mound Ollt ofreach.
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-Conlinue,J

Ultimately, the \\'ll.ar(1 could {'lid up being the class with
the highc'i"' ufTcllsivc output in the game. uut getting to that
level is going to require careful poSitioning or good tactics
on the PlITt orthe player. !loth to maximize his output and to
InslITe tll,11 he docsn't gel his wl:i':ard killed in the process.

ARE ScHOOLS OF MAGIC DEAn?
-I.08UI1 Bonner

With 4th EJition DUNGEu.-~S& D~i\GONS. spells [He catego­

rized based on their effects mOTe than their thematic links.
tiOT Inslance, in IJ&IJ JE Mc!['s acid arrow and scot"{;hh18 ray
both IIrc rays that tical energy damage, but they come (rom
different schools hCC311SC olle creates a real object. [ryou look
at them in terlllS ofthcir cni.:c~.lhcscSdl()()ls dOll't always
fHC(lll much as a way to differentiate types of magic. The D&D
4E wizard Instead lIses di/l"crent arcane fod that tic to 'flCcinc
types ofclrce!s,

The introduction oHoci also letl to Ch,lllgC~ in 'pelJs. AII
tlle effects that were llseful only outsidc ofCOlllb.lt went over
to rituals, a move that actually made those dfc(·ts betler, Morl'

casters will be using these effects because they call pick up a
ritual allti sl)Cnd a bit ofgoJd to get the clTectlnstead of having
to spend srell slols 011 spells that aren't useful in comhat.

1-------
From the Player's Handbook design draft. notes in
files pam'd between Andy Collins and Rob Heinsoo:

HOLD PI RSO:\i 2 (HOI D PI 01'1 I ) rrD)
AC: I won't be held responsible for what hap­

pens if we publish a spell called "Hold People."
RH: People. People Who Hold People, Are the

Luckiest People.
AC: Don't make me come over there, Heinsoa.

L J
So where arc the schools nov,,'
Abjuration's long-term wards and restorative eflecls likc

rrmovedist-ast' movcd to rituals. There are still plenty of mid­
combat prolective spells, especially in the clcric list.

Conjuration's long-distancc tdepurtaCiotl mOiled to

rillJah-.
Dh·ination spells have moved almost entirely to rituals,
Enchantment is stillllrollnd, but expect fulure dasses

to emphaSize it more than the classes i!llhcfirSI PlaYl'r's
HlWdbook.

Enx;ation I~ all about blowinj.( things up and, since fhe
wizard nIls the l:olltroller role, we need more optiollS for blow­
ing things lip.

Illusions arc common in the wb·.ard 's lisl, Still, nmch more
are coming.

Necromancy is the most diminished set of dIects, but this

was (Ill intentlonill change for the good of the game. Save·or-dic
ellecls were too unpredictable, and high-levd play was a night.
male because of thelll. Negativc levels also make thc gmnc less
fUll, aud penalties are now more focused and generally don't
last longer than the combal encounter,

Transmutation is a school I c.,ln't really Ilndcrstand, What
the heck binds tllese SI:IClls together? Anyway, since this school
is a hit ora grab bag, expect sOllle things to show lip and others
to nil!. You can bet that polymorpll WOll't be making an appear­
alice (atlcast. not as a single spell),

So schools h;lVC obviously disllppeared, but does th is really
mC;ln they're dCild? \<\Iell. alllhe coolest spells are still there. t\

school is really only dead as its sl>ells. All we did was remove
"school" as a mechanical division. Ifyou want to play an
"abjurer," yOll can grah all thc defellsi\'c spells yOll want-and
if wall oJJotcr seems like abjuration to you, go for itl Hemoving
tile word ~school" from our spell HlCllbulary doesn't meallthe
effects and themes havc gonc anywhere. Some fmure classes

will cvcn be based more heavily on p"st schools. Don't he
surprised ifyou sec illusionist or conjurer appear as classes or
paragon paths at some point,

EXPERIMENTS IN 3RD EDITION
-SlcI,Ilt-1I Schubert

Design ortbe ncw wizard really slarted as we began looking at
new ways 10 express magic in 0&0 3r(ll~ditioll,Many of'those

directions hcll>Ccl us learn what would work best for wizards.
Complete Amme's warlock class showed the viability ofa

e1llSS that could ha\'e llll alw"ys,"v"ilable at·will magic strike.
vVhile the warlock continued 10 evolve Into its own new class.
the lesson had been learned: E\'ery class should be able to do
something Interesting each TOlUld, even at the lowest of levels.
The wizard needed to have a power, or better rcl a selection
of powers, that he could usc every c,ncounlcr or even cver)'
round. Of course, this thinking was parI oftlJc core of the !lew
system, where evcry class would be a dilferent mix of at·will.
cnt:OIln!cr·based, or daily resources,

We were also looking al thc rolc a das.'i might 1111, creating
stronger definition for e;lch da.ss by identifying cach one with
,1 prilllary role, COlllplete Mane hl\rOO\ICed and discussed the
blaster role, which is lhe core of the new wizard class. That

same book: also funher expands on the concept orwizards
with an always·on or at-will ability, through the mechanic of
the Reserve feat. which grant a wizard a minor at·will power
as long llS that wizard has all appropriate spell prepared. The
ncw wizard evoh'es this concepl to give the class all array of
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at-will strikes that the wlJ.llrd can use ever}' round, without the
restriction of requiring a saved spell slot.

These trends speak to the greater issue of extending the
ilIllount offun playcrs can have, by extending every class's
resources over many more encounters, \Vhile wizards still
ha\'e the opportunily to cast (and run out of) spells, they'll
have a few other powers to use much more frequently.
allowing them to continue to contrihute even once their
spells rll n OUI.

WIZARD ARCANA
-Rrua R, Cordell

While working on the Orcus n te,lm wit h Rob and Ju meso I
was concerned al'HJut wl:r,unls losing the flavor associated with
schools ofspccialiwtjon.l also wall!ed a way to Ilgure oul wllal
types ofritl's a wizard could learn. On a treadmill down In the
gylll here at the Wlz<I rds of the Coast offiecs, the idea burst
upon me tlwt pcrh<lps wiwrds shouid care more ahQlIt lheir
implements than their schools, because lhe ilTlplementthey
had ill h,lnd would determine the spells they could cast. Titus,
instl'<ld ofspells being divided up by abjuration, transn1lltat Ion,
and so on. they'd be divided up by tile implemcnts required lor
their casting.

I returned to the meeting room where Rob. James, <lnd I
were scheduled to nK'Ct and d<lshed off the core concept on
the white board. fumes arrived first. I couldn't walt for RIJb tIJ

show up. so 1gave James a jumbled run down. I explained the
idea ofwam!. stall mask. and tome being implements it wizard
would build hjs spells around. He didn'tshOOI me down. Then
Hob arrived, <lnd I g<lve the same explanalion, Hob's a cautious
glIY. and he didn't grin the maniac gri n 1Ilitd when the ide<l
came to me on the tre<ldmill, hut neither did he dismiss it. \\'e
all talked <lbom the concept for a C1Juple of hours, going over
various permutations. In that ,neeling, we evolved additional
potential wizard implements. including d<lgger and familiar.
By the end of the nlCeting, I was still h<llfway sure the concept
was dead. Actually, It turned out Rob was coming down with
SIJlIle sort of horrible, life·sapping virus (it wasn'l un allergy to
mil k in his coffee, as he'd 11(1)Cd), und his enthusiasm W<lS at a
low ebb,

The concept has mutated frIJIll whilt we originally worked
oul in that small meeting room Ihut day, and even from wh<lt
the Orcus lJ team delivered to lhe larger H&D team, but
tOO<lY I'm gratified to see the wizard using wand, stan; and
orb <lrcana. J don't doubt thut in some flilure book additional
arcana will he Introtluced, including mask. familiar, and even
dagger (Rob's favorite),

./ /'
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ClASS ROLE
-Stephel1 Schubert

The wizard is the "controller," thc player character who hiLS
multiple enelllics for lots ofdumage. He isn't as good against
a lone target as. say. the roguc or the ranger. but if he gets all
the opponents in afireball or simil<lr area·enect spell, then his
damage output is unm<ltched.

There <Ire two key components to every role: offense and
defense. Olfemivdy, a contrlJller's job is to affectlllultipie targets,
preferably at range. The c1asskfircbtlll spell is an ieonic crample
ohhe wizard's rok·fllifiliing I>owt:n', but those ptJwers dIJn't
h<lve to be din:ctly d<lmaging, Controlling effects Ii ke Ellard's
black tCIlMdes or the WrlOIlS wall spells arc also WilyS thilt the
wtwrd can ufTcct Illultiple t<lrgets und control the course of <I
battle, even when they don't deal damage,

Defensive])', the com roller is a bit more vulner<lble. In the
wiz.1fd's C<lse, this is expressed b), low hit points <lnd little in
the w<lY of armor. As a result, the battlefield position ofthe
wiz<lrd Is typically in the back rank, lobbing his strikes and
SllClis <It f<llIge. He can also overcome some of his defensive
weaknesses by muklng hiIllSClfh,lf(lcr to hit through spells
like displacl'l1lent or invisibility, or move oul of rdnge wit h
short·r'lnge tclcports <lmllhe likc, OfCOllrse, chOtJsing these
defensive l)t)wers is made <It the CIJSI IJffewer offensive powers,
a dilemma that's always ocen trllC for the wb:ard class.

=========-=
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Now Ict's takc a look i& somc ofthe odlCr dasso we\'c been
c,\:pcrimcntlllg \\ Ilh for DUN(;WNS" OK,\GO....S 4th Edition,.,

BARBARIANS
-Mike A1ellrls

Ilo\'c barbarians, One ofmy earliest lE moments in good die
rolling Inml\ed a harnari;lll rolling a uil \\ jlh i& greatsword,

droppinlo: a roc, and erillingon his Ckan:: altad; to drop a

second foe. The words~1 rage~ are a gl1'at part of0&0. At lhe

time ofthis writing, barbarians are In draft fOf"m, but here's
\\ hat we ha\e so far.

Rage Is tlK' hearl ofew:ry barbarian, and thm's sulilfue In
4F. With the increased CIlSlomlz.,tlon In the game, barbarians
now h<l\'e se\"eral ,'arlelics of rage to choosc frolll. \\'e\"e also

Human

barbarwn

tied hi! rbarllll1S and druids doo;cr 10000cthcr. creating a relation­
ship oclweell Ihem slmihlf to Ihe link betwccn p",ladins and

derics, If a p"ladln Is the "w{lrd of the faith. the barbarian is
natnre's fury givcll phYSical form.

We wamed the harmlrlan to be more Ihan a fighlcr who
rages, and 10 Ihal end we firmly pushed Weal)()ll tricks and
mastery into lhe fighter's realm. Barbarians still heft axes and

mauls with lhe be..-t oflhem, but they now ha\'e acrL'SS to feral.
tolcmlc abilities thai make them unique.

On a hlSlOrical nOll". my playtest barbarian character used
a rJgc ability called lighfn1ns pant'ler strme to move across a
dllllgeon ch"mber and chop down fi\·c skelelons In one round.
lie also had an unhealthy tendcncyto followupslrikes from
his axe "llh a qukl.. bite attock, &rbarians are more feral and.
well. angrier, than e\'Cr. Alllh<lt stuffmiglu not make il into the
final draft, botthat'~ the direction we're headed.

A ma!>tcrofarlistry and social grace. a bard is a leader who
\\ields magic both dramatic and ..ubdc. Ilamessing a natural

talent for creativity (be it song, painting.dauce.or oratory). a
bard dra\\s magic from otherworldly patrons that admire the
bard's work. Thl.. is fundamentally different from the rdation

ship other ~pcllcast('rshan~ with dlC.ir power sources. A bard
Is not a subscn'k::nt worshiper like a deric. nor docs he bend
force!> to his will like a wizard. The relatkmship bet\\een a bard
alKI his patrons Is one ofmutual respect. and the magical gifls
gin'n cannOl be taken away.

Though many bards hone tlldr skills through intense study
ami practice al b<lrdic colleges.llthers arc free·spirited wander­
ers with Inborn creMile genius that, though rough around the

edges. Is lruly IIllln'c!ous to behold. To most bards. understand·
Ing hlslOry alld lore Is ('ssclllia1. Because they arc respected (IS

arUsts, p,crformers, lind s..'gcs, bmds are accepted In most sod·
l'ties and call enler doors lhat arc closed to Olhers (e!lopecially to
olher ad\·cnturcrs).

A b.1rd can be truly Inspiring 10 the reSI ofh!s ad\'enlurlng
party llnd immensely aggravaling to his cncmies. Wllh the skill
10 fool enemies wllh illuSIIry magic and to Influence them wilh
mentllltrickery. a bard can make his foc" work <lgainsllhem­
scl\'Cs. The bard lllllkes his ellclllic... dislrust their eyes. thelr
cars. and evcnlheir allics. And Ihal is why h('"s tmly dangerous.

rhough many bards arc fond oftreasure, a bard Is a slory'
1t.·lIer at heart. hery expedilion is a new tale 10 spin-and the
show must go 011.

DRUIDS
-Alike Mearls

The druid presents an interesting prolJlcm for D&O 4E deSign.
Inlhat the c1us.~ in 3E co\ers so much ground. Is the druid the
guy who sUlllmons 1l1OnSleni? Is he the guy who transforms
Into nlOnsteni? Is he a spellcasting healer like <l cleric! Many

•
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gaming groups consider the D&D :m druid one of the most
powerful classes in the gamc, ami for good reason. The druid
(Ioes a lot ofthings well. though it takes an e~pcrience(l player
w see and hilly lIIilize the IXJSSihilitics inherent ill the class.

Moving forward, design identified a few things tlwt made
the druid unique. \Ve C"'I:lC<:tother classes to cast spells, and
we expect ot her classes to Sll Jl1mon monsters. \\ie don't expel;:t
many classes to havc the llbilily 10 tllrn into raging dire: !>cars
and elemcntals. so that ta lent became the fOil ndation on which
the druid is built. The current deSign for druids allows them
to usc wild 5hllpt' a 101 more often. though at a price. Druids
select shapes theyean assume In much the same way that other
classes pick spells and maneuvers.

To carry this analogy forward. we deSigned a variety of
forms to fit different needs. A druid might turn into a hawk to
Ilyover an ore camp and spy on the monsters below. He then
III rns Into a 1Il0me to snea k into the ore king's tent, then shifts
Into bear form to tear the king in half. The druid's forms arc
the primary tools he uses on an adventure. To give the druid
an Inccntlvc to walk around in humanoid form, he gains a
selection ofnatllrc·themed spells that gi\'c him ~ome ranged
fircl}Owcr and utility abilities.

MONKS

Through dedication and practice, monks become supreme
martial arlisl~, capable ofgrem feats ofspeed and strcngth.

\Vhat others accomplish with magic and steel, monks can
do with only their bodies and mtnds. Monks live an ascetic
lifestyle and carr)' minimal gear (at least compared to other
adventtJrers). l\'lost arc laciWrn and disciplined, so they some­
times tlnd It dillkult to socialize wit h t heir part)' members.
This might be a liability in societ)'. but it translates to a single­
minded, unflagging foeus in battle.

The typical monk lives in a monastery or as a hcrmit in
the wilderness. Those who begin adventuring usually do so
to continue the perfection of their bodies and tedlnique.
SOllle have altruistic ideals lind adventure to protect the
weak. A few monks arc Simply obsessed with being the most
powerful fighters and wander the land seeking out strong
adversaries to defeat.

In baltic, no one.is filster or more agile than the monk.
After darting across the battlef1e1d. a mOnK can cxecute rapid
maneuvcrs that scnd his 0PI}Onent Hying, knock it to the
ground. or StUll it into suhmission. A monk's defenses are also
strong~an aWllrcncss of his own body and his Sli rround illgS
lets a monk avoid attacks. and he ean ehannel his ki to heal his
own wounds.

The monk class is still on the horizon, but we know it will
work great in t he game's new structure. Sin<:c the Illonk relics
on mobility. the class will likely be a striker. putting down high
d.,lmage with unarmed attacks.

Ha!flinB
monk
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-Continued

PAlADINS
-lames "')till[

III every stage of 4th Edition design. the paladin has beell one
of my p:lrllcular interests. Conceptually, it's my (31'orllt class.
I love the ide,1 of a noble, virtuous warrior. I want to p];ty Sir
L311cdol (pre-Guinevere). to HI'c the highest itleals Mlhe goo(l

aJigllmcnt. to strh"c lor the truly exulted cause.
[n practice. I hate playing paladins. They live somewhere

1X:\\\'CCI1 the flghtcr ill1d Ihe cleric. bllt they gel nonc ofthe bonus

fcals oft he lighter and none orthe cool spells orthe cleric.
Smile 1'1'11. the paladin's best attack. is limited to II few limes

per day and it's useless against a Ilon-Evll foe. Not only that. it

has a terrible tendency to not work at all when you usc itl
A paladin can summon a warhorse that's pretty mud! Ll.~e·

Ic~s in <I normal dungeon envlronmcnt. and he or she c,llluse
remove dise(ISf ,I couple of times u week.

Wlmop. Dc. Do.
Llrly on, I Sd out to make pal;,dins ,IS cool as I pOSSibly

could. The deSigns have changed a lot since I started and

Half-elf
paladin

gOlle throllgh hands other than mlne.bulthe result is <I

e1ass that williruly stand at the frontline of the adventuring
party as a shield wall protecting allies from harm. Paladins
flllmuch the same role as the fighter, bllt they do it with
divine power instead of marti<ll skill. They still SI11 ite e\-I1.
but they do it with a broad \-ariety ofsmites th,lI llre llvailable
in every encoulller.

Paladins have a long and mostly distinguished history in
D&O. With 4th Edition. wc'rc putting them back on top and
return ing them to the glory they deserve.

And I ha\'e two more words to whet your appetite: Evil.
P<lI<ldins.

RANG£RS
-Chris Sims

Precision with bow and blade, sharplless of eye and car.
communion with naturc and its signs-the ranger embodies
all these. \Vhere the rogue kceps to the shadows. you keep
to the baCKwoods and other d<lngerous wilds. There, you
gUide your friends S<l fely to t hei r destination and ru [l you r
enemies down.

Guerilla tactics are your food and drink. You strike hard
and move quickly to evade your foc~, all the while setting
them lip (or llnother deadly blow. Arrows fly from your bow as
Ilnickly as your blades flash. llnd although you might be better
at one sort ofcomwt over the other, YOllr deadliness with
either mUSlll't be underestimated.

Intuition and keen senses can't be undervalued cither.
You feel when danger is ab(JIll to strike. sometimes turning an
enemy's sceming advuntage into a liability. The surroundings
can tell yOll wherc your foes have gone. aJ1d your training keeps

you in rapid pursuit. That same aglHty amI srK:ed allows you to
rove the battldleld, slaying at will and avoid illg return strikes
with apparent case.

Heliance on mobility means you Ileed a stoul friend to
engage your cnemles long enough tilr yOIl to find the right
angle from which to land a telling blow. AJthough you're
doubtlesl> fit amI able, your body isn't as resilient as soldierly
types. nor is it encased in steel armor. so yOIl necd healing or
1Il0lIvatlolllO pusl! forward Ilcspite injury and adversity. Your
talents arc wasted on r<lbble. so an ally able to dear the l1e1d
of IlUiSilll<;es might be more \'aillable than allY othcr form of
target designation.

Like attracts like. and as part of an elite tearn.yOll shine. In
the Ilark places ofthe world. you are the !'indy hOlled In.stnnncnt
that gets the job dOllc.

You are the ranger. and you live for action and all venture.



Dragonoorn
sorcerer

Elfranger

SWORDMAGES
-Rkhard Bllku

SoRCERERS
-,\1i~r ,\lear's

The intcrsections ofcharacter roles and power sources natu·
rally suWSt a Ilumber ofintcre\ting character classes thaI
hm'e IIc\'cr really been seen in the D\JNGfO:,\<;", DRAGONS game
before. The swordnwge is olle ofthese-an arca nc clJaraClcr

who nils the role ofdefender. Like the Ilghler or the f>'lladin.
he seeks to stand tac·IO·toe with the monsters and draw their
attacks to his own superior defenses, protecting Ihe more
I ulncrable members ofthe ad\'ellturing Ilarty.

Ma~ic Is Ihe armor of the sword mage. Ill' relics Oil innate
magical wards and spdl-sllield<; instead ofhea"y armor. lie
might be an c1fbladesingcr, graceful and deadl)'; a dwarfnmic
warrior who infuses his axe with womsofancicnt power. a
sly tiening den'ish who whirls tbrOligh the thld(ofhattle,
guarded by wards of infernal Are: a wallderingsec\.::er after

L:llowled~"OOleads an ascetic life: or a noble·hom eklritch
L:nlght of a magical empire. raised in an exotic tradition of
arcane chh<alry.

The sorcerer presenls an interesting design t:hallenge in
("allhe dass stands so close 10 the wb.ard. In 3£. both cla~
USC' lhe same spell lists. They differ in how they access those
IislS. TI~ magic system in 4£ mak~ thai differentiation hard
to carry forward. The design team also wanted to create
clearer, ,ivld differences between the two classes. Not only do

son:crers In 41-: U~ different spells. bUi they ulili7c a different
method ofspcllcasting.

The design learn posited a class thai has a more rudimen­
tary, ..illlplistic SI)lc of magic. Sorcerers use inborn talents.
giving 11]t:m a leg upon wizards when It comes to learning
sJX'It~.The magic Ihey U~ is more art than science, driven
more by a feci for the ebb and flow of energy than by hours of
study llnd proctlce.

To capture thlsl1avor, the design team built rncehanks
that reneet a caster who barely controls the power he wlclds.A
wizard creates magical cffects by carefully reciting a magical

formula. The sorcerer reitches into thc magical energies that
burn within him and lets them loose on the world with littlc
real comro!.

The power wielded by a sorcerer is powerful enough that
even after a s-pcllis done. ambient energy swirls around him.
A sorcerer II ho blasts )'ou with a cold spell is prolected by a
small, swirling cloud orsnow and icc fOf" a short time. One who

unleas~aftreOOll btl rsts IJllo flames t hal scorch cnem ics Idlel
try to attack. The sorcerer is one with his magic. and he (in
some cases qulle literally) wears it like a second sL:in.

===-=========.
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\Vhere the llghter Jcilrns powerful weapon stunts ,lnd tile
paladin uses divinely inspired smites to deal dmnage, the
sword mage uses ,I set of ureilne pO\\cr words to perform his
astounding fellts ofarm$. \Vith his magic a sword mage ran
make his blade bllrst into n,lmes or enlcklc with lightning:
he can infuse his limbs w11h ,I sudden burst offearsome,
sorcerou.~strength; or he can even summon ghOSlly blades
aruund his weapons that mirror his movemenls <Iud strike
together as one.

The sword mage is no wizard: very few ufhis powers allow
him to a{l:lck al rallge. He lllllst meet his ('neillics in melee.
bl,lde to blade. but tllcrc no other character lllntches his perfel.:!
blend ofskill at arms and skill at magic.

TieJlin8 warlord

WARLORDS
-Ilirhard Bakrr

The warlord is n distant descendmll of the marshal. a class
introduced in Miniatures Handbook. bUI the warlord is a
nmch broader and more complete character concept with <I
wide a rrny of powerful aoi Iit ics at his com lila nd. The Wilr­
lord does not rely on magic: he is a martial char<lcter. The
leadership qualities of a warlord vary. but they're all from
his own persona I power.

Abovc illl, the \\'arlonl is a skilled b,lttle Icildt,c. lIe
might be a bloodthirsty barbarian warchief: a pious knight­
COllllll'lnder in a lllilit~lnt order; an lImbiliOIlS nobleman
seeking fame and fortune: a graceful clffhstblade; a calcu(nt­
ing mercenary capwin: a ha Inillg marchwa.rden charged WitJI
the defense of the dan's holdings: or a courageous marshal of
the borderlands who fights to stem the tide of monsters ravas­
ing the frontier. Hegardless ontis race or background. he is
a skillful warrior with an uncanlly gift for leadership. Even

young and unuied warlords have greatness in thelll and are
born leaders.

\V,lrlonls II rc rcsil icnt. ffollt-II nc IcllJers who slgnifl.
c<lnlly incrc<lse the p,lfty'S damage O\ltpul by using powers
that help other cbnractC.fs 10 flght belter. In addition. they
help others to recover from damage and shield them frolll
harm almost as well as clerics do. But their distinguishing
characteristic is an unprecedented control ofbattlefleld
positioning. Warlords are tactical masters who can reshape
the lines of battle in a way that no other D&D clHlracter has
e\'er been ahle to.

FEATHER ME YON OAF!
-Hicliard Baker

I oftcn usc phlCcholdcr n,lIlleS In feill <lnd power design
ulltill figure out exactly what I want to call something.
For example, in /look ofNllle Swords I came up with a
Tiger Claw power I Simply called Tellr His Dllmn Heall Off.

But t hc single most egregiOUS e:rwmple from the Drcus
design process was the warlord rally I called readier Me

Yon Oaf Basically, the warlord uses the power. and every­
one in the party gels an immediate opportunity to yank
Ollt a m1ssile we<lpon ,1I1(ll'hoot the I,lrgel efc,ltllre the
warlord de.."ignates-In other words, RShOOl that guy for
me" or ·'Feather me yon oalr



'-Iuman warlord
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-Mike Alearls

Tiers arc one of those things that existed in D&D 3E without
any offici;]] :lcknowlcdgemclIL Anyone who played the game
from 151 level all up 10 double digits likely noticed a subtle.
continuous shift in the game. Monster damage grew higll
enough [hallow hit Imlnl characters could [llke only a hit or
two before Roing down. Saving throws became more impor­
tan!, as more lIlonslersl1aJ save or die eITecls. Once trleporl

came into the game. the PCs could go anywhere Ihey wanted,
helping [0 make tr;]<litional dungeons more dHlkult to fUll.

Wands bcc<I me a fTordabJe. allowing a smart party access
to unlimited healing. nigh!. and ilwislbillty.ln short. D&U
changes anoss Ihe levels Ilwl il covers. The tier syslem seeks
to qua mify thosr changes and deflne thl' roles ofil(lventll rers
across the levels.

l-Iumllnfinh,£.r,
heroic tier

HEROIC LEVELS
-MIke Mearls

The Ileroic tier cO\'ers Ihat fI~t portion of play. where advcn·
tllfers are still gaining the basic abilities olTered by Iheir
classes. The adventurers are only beginning to put some seri­
ous space bctwern themselves and the ;]vcrag<: person.

The Heroic tier is firmly entrenchc{l in the classic tropes of
low·level D&D. The espcricm;c is aimed UI Ihe ~real~ world of
D&D. in the sellse orlocatlons Ihat arc analogous to areas in
the real world. Human cities, dwarven strongholds. dungeons
found heneath ruine<l cilSlles. and so on arc all typical vislas
for Heroit tier. In essence. ifyoII took the real world. added
magic, und sprinkled dungcons beneath the eaflh, you'd have
Ihe basic set up for the Ileroic tier. While you stil] face strange
monsters and enter bizarre dungeons. yOli rclurn home to a
house in the midst of a city or lown between adventures. Your
travels rarely take you to OIher worlds or places where magic
has utterly waq>ed reality.

At this point in your 3d\'enturing career. the Underdark
a sGlr)' place that )'ou might hCilr rumors about, blll you'll go
there only as you approolCh IOlh level. You might fight troglo·
dytes or grim locks who cmcrge from the depths. but a Single
drow warrior or wi7..ilrd poses a significant threat. You lllighl
take pari In a short expedition to the uppermOSI fringes of the
Underdark. but its deepest reces.<;es and places such as Ihe
Vault of the Orow are like,ly beyoIl<1 your rC3eh.

You can count 011 facing pit traps, skeletons and zombies.
ore hordes, squads ofwcll·drilled hobgoblin soldiers, and end·
less hordes of koboIds. The classic Imrnanolds ofO&D. from
goblins to gnol1s, stand as your primary ellemies. The deSign
team has attempted to create more navorf~11 and mcchanical
differences betweeuthese creatures. creating a different feel
for an advenlure thai phs you against a gnoll tribe or a goblin
horde. Some humanoids. most notably gnolls and troglodytes.
received a slgnincalll increase in power. Just as gobll ns ,md
kobolds are ideal a<lversnric~ for heginning (ldvcl1turcrs, l1C<lr
the cnd of the Herok tier troglodytcs llml gnolls are good
olT-the-shelfchokes for vl1l3ins. GllOlls, with Iheir link to thc
demon prince Yecnoglm, have a number of Abyssal <lilies who
makc thcm tough opponents. Troglodytcs inhabit the outer­
most reaches of the Umlerdark and are likely the Ilrst foes yOIl
face ifyou enter that realm. Orcs and hobgoblins are balanced
at the middle of the lier. giving them the fleXibility to fight
against adventurers from 1st to 10th level and evell beyond.

The dnlgo!L'; you face at this tier are Ihe youngest 1>!>eCl·
mens of their kind. They've only just begun to 1l1a.~tcr their



spc:claillbillties. A wdl-equipped party thllt t:lke~ tlte right
precautions can probably deal wllh on~ as long as they are not
complete!~ outclassed In terms ofle,-d. Don't get used to this
situation. Once Jou hit Paragon tkr. a dragon has so Illany
ad","ntage~ that e,·en a well pTt:~rcd ~rty Is In for the Oghl
oflts life.

You face t~ 1o\...I~t ofdemons and de'·Us In lit-role tier.
c~atuTCs such as imps who a~ ckarl) 'Oubordlnate to the t',-i1
humanoids and villains JOu face. A lone beardt'd <In'1I mighl
St'n"e as the rlngleadcr oftile diabolic cult that )1X1're fighting
against. Don'l upect an ea~y figh!.. If)'QU~ a "'rock or a simi
lar mid Ik"r delTI(Ml. run for Jour life.

Heroic tier Is the stuffof classic dungeon crawls. II party
of advenltlreTS gathering In the Inn of the \Velcome Wench
before seiling ofT for an expcdilion 10 the ruined moathouse
outside ofllolllll\lell. The Caves of Chaos, the dungeons of
the slan'lords, and the upper len"ls of the Temple ofEle­
mentall;",i! arc all iconic Heroic tier locations. These places
were l,lthcr t)nce great shrines loc"llthat have fitllen and
now seck 10 restore their status, or lhey are lIew OUlposts of
t'vllthat ha\'e only recently taken root. In any case, many of
the quests you go on during Ihe Ileroic ticr focus on taking
oUlllllnlons of el·1I who po~ a dlITct thrcatto a Ilmlled
area orthe world, such as a Single town. You might calch

O\l>'Arfpol"o:Un.
pctra80n lit'r

U"ljlin8 \l>-a-nord.
t'pic tier

hillts orgrealer. cosmic evils or world·spannlng consplr.t
cies, blll at this tier )'OU don't yt't have the power needed to
confront them.

The das~ic dungeon crawl. wilh the parly ,lowly mallng its
way down labyrinlhlne dungeon IJaSSllgCS, stands as lhe iconic
l'Xlll1lple of an Ilcroir tier session. PilCk your torches, kt-cp II 10·
fOOl pole handy, and stock up on Iron spikes and rations. You'll
lK'c(llhem whelher)'1MJ deh~ Into the depths ofa dungeon or
,·cutu .... illlo the wildsouUlde oftown.

\VhclI it comcs to urban ath't'nturing. you are Likely 10 face:
ofTagainsl wererats and doppelgangers. Criminal conspirilelc..,
hkklcn cults. and Ol:her threalS 10 lhe cilY scn'c as typical vII
lalm, wilh SOflle of these gTOllIJS I) ing into planar enemks anti
c~alUn:s from beJ-ond the work!.

At this tier, )'ou can count 011 Ondlng +llonsswords. +1
sulls ofarmor and shields. and potions ofhealin8 in lreasure
hoards. Lo a larger tOWII or dty, a sldUed smith is capablc of
fOrging such goods ifyou havc cDOugh lOOney to afford them.
l-or mlghlicr goods. you mUSI "emUTe into the largt"S1 cities In
the world.
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PARAGON LEVELS
-And)' Collins

'When a character reaches 11th level. he crosses II signiflc,lnt
threslmld_ No longer a merc adventurer, he is now known as a

l'llrllijQll herlJ.
P<lragon-levcl adventurers see the higger picture. It's not

cnouKh for a paragon just to protect a town from evil cultists.
or to root nut the hand of ogres preying on travelers. Paragon
ad\'enturers ,H'e the type orrolks you call 011 to save the king'
dam from an army ofghlllts m<lssing In Ihc mountains, or to
uncover the flcmlish plot to overthrow the empress and replace

her with a pawn of Asmodeus. They're also the adventurns
brave enough to enter the trap-filled tomb ofa deadJy lich, or
to take OUI that red dragon that's been demanding sacrifices for
tile last five gener<ltions.

Paragon adventurers hatlle many ofthe D&D game's might­
ic~t d<lssk mnnsters-gianL~,demons and devils. beholders.
rnin(l Oaycrs, rakshas3S. yuan-Ii. and, of course, dragons-along
with a ti:w new or upJatcd foes. slleh a~ runecarved eidolons.
elemental archons offlre and icc. ,Ind the fomorians. the
dreaded tyrams orthe darkest caverns oft he Feywil(1. They

venture ever farther from !llllliJiar locales, exploring the
gloomy reaches of the Shadowfe11 al1d delving deep into the
t\byss to baule thclr enemies.

During these levels, characters fllrther speda lize their
talents. di!Terentiating themselves from 01 hers of the same
class. The paths followed by two paragon·level fighters ill the
same party might be as di!Terent as nightalUl day. Every path

provides a wealth of abilities and powers: some nne-tunc
your existing strengths. while OIhers ope.n up entirely new
options in combat. Overall, however. these new talents ha\'e
a very simple ;lim: to make you even betler at doing what yOll

do best.
From this spccializLltion cOllles a certain le\'el of hlllle and

notoriety. l.ocals might recognize Jarvis the fighter frollllh<lt

time he hell>ed the townsfolk ofGrcal Rock with their stirgc

Infest<ttion, bllt mention Jarvis the Vigilant Defender in any
t<l\'ern in the Western Province and tongues start wagging.

"Wasn't heone ofthosc folks who stopped the goblin siege
of Blackmere Cityr

"Yup. I hear he staked that vampire Wh~l'll tnrned Spirodoll
[nlo a tOWI1 orzombies.too.~

"Don't forget that gigantk, slimy delllon that burrowed
up in the middle of the city. He killed thatthillg right quick.
he did.~

FrOIll the are.lne archer to Ihe ve.i1ed assassin. the paragon­

level character aims to make a name for himself (or herself)
by showing everyone thm he's the hestthere i~ at wh,ll he docs.
These levels. then. represent a testing ground, a crucible that
lies bet ween the life of the average dungeon delver and that
of the immortal epic hero. Ifyour b<lttle t:aptaill or mystic
theurge has what it takes to sun'ive lhis ordeal and prove his
worth. even the granJest secrets ofreality will soon be within
your grasp.

EPIC LEVELS
-RruCf'Corddl

D&lJ has always contained the seeds for high-level play. Did
you. like Ill)' friends and L choose go(ls frOI11 1st Edition\
Deilil's & Vellliyods book to fight each other? Those were some
epic battles indced.

The thing is, HII previolls editions ofthe game have added

Epic level support only after the core rules were out the door.
No mailer how great these e!Torts. support for high-level
play in products not specifically designed as such was nil to
patchy. Therefore, only a fraction ofthe pltl}'ers ever rominely

advanced a dwracter beyond 13th level.
With the llewedillon. we bring EpiC level play il1l0 the core

eXI>ericnce. E\'ery player can run a c;hartlcter from 1st 10 30th
level. and duri ng the final ten le\'c1s of play. tl]('y shah~ Ihe pil.
htTS ofheavell ami hell to achieve their epic (lestiny.

Your character's epic destiny descril>es the myth Ie arche­
type you aspire to achieve. perhaps from the moment youl>egan
adventuring. \Vllether you're a wizard who dre,lIns ofaS5U11l­

illg Ihe manlle of <tn <trdlll1agt· or a fighter finally realizing
your previous lh'es as an eternal hero, your epic destiny is what
you were born to become.

Only adventuring heroes have epic destinies; average folks
arc just not filted for such eoslllic prominence. On the other

.=========



hand" pla),cr ch:lrilclcrs, by definition. can and should expecl
wondcrful. majl'\lic c\"cnts to populale lhclr future, if they Ciln

survhe long enough 10 grasp greatness.
Each epic destiJly defines your lasting impact on the world

or e\"CIl Ihe unh'erse: how people forc:\'er afterward remember
and lalk about )'ou.

Y(Klr epic destin)' ensures )'our name and exploiUi will live
on forever,

Compared to a c1a\S Dr a paragon path. an epk d~tiny

gran1.5 few beneflUi: the abilities gained althese 1e\"e1s are
extraordinary, Certain lilws ofthe unln:rse \\ork differently for

you ... or perhaps don't apply to }'Ou at all.
Perhap!> most importillll, your epiC destiny describes your

character's exit from the world (and from the campaign).

which occurs after you've completed your final qucst. Each
epiC destin)' provides a dear and meaningful rcason why,
after "-0 rna nl' lldvelllllres, you fill;llly take you r leave of the
111ort;1I rCHlm ... llnd where yOll go whcn )'011 lellve. Will yOll

found lll1 Hrcane academy, join a p;lntheon. or become rein·
carn;lted lInew?

PARAGON PAntS AND EpIC DESTINIES
-lotfan 80nller

The prestige class is dead. long Ih'e the paragon path!
\\'C' ha\""c nc\\ ways to expand 011 ),our charactcr at higher

le\·ds. You'll pkk up a paragon path at Illh Ic\'e1 and il will

carry you Ihrough 10th. At 21st. your epic destiny kkks in
and you'll become a legend. In SQme ways they're similar to
presllgc classes (and a few prcstige classes ha\'e made the
jump 10 paragon palhs), but they're much cooler becauSt
)"ou don't gi\,e up anything. As you'rc leveling up in }'OUT

mil in class, you're also gaining abilities from ),our paragon
p;lth or epic destin)'. At the same timc the requiremenls ;lrc
much simpler: Ihey're easier to undersland and \von'l make

you JUIllP through hoops,
The Ilrst I'II/yer's Handbook design leam consisted of Rich

Haker, Dll\!C N()4Hla 11, :Ind lllYSelf. The conceplS of paragon
paths and epic destinies were out there, but It was lip to us to
determine the way they would work. \Ve C;IIllC lip with a set
progression for each with thc idea that e\'erybody \\'Ould he
gClllng, say, II per·encounlcr powcr al the smue time. That way,
lhefd be casler 10 design and 0,\15 could mix, Illlltch. and
twcak to get pltmgon paths th<tl flt theircalllpaigns. We also

determined 10 loosen up the restriclions presti~classes had.
Ifwe want )'011 to be a wizard for a certain p.:tlh. wc're going 10

tell)'011 so,

The next step was coming up with a Iisl ofones W~ wallled
in the Pfart'ri lIandbook. We planned 10 include twekc para
f:on paths. so we saw that ifwe had each path based on U','O
classes. each class \\'OIIld lead 10 three p'lIbs. (fhls was really
Just the- basis. Most palhs arc quite broad. but we ,nilde sure

each one appealed strongly to alleast two clas!>CS.) Quite a fe-w
old f:,\'Orltcs Clllnc along (Ihough they might luok prelly dilTer­
l'1U). bUI ncw ones like the weapon master, prince orl,"a\·cs.

and C;l\'alier look really great and will let }'ou play the char·
octer you\<e really wallled to be all this lime. You wanllO be

Robin llood? No problem.
\\'c dl\ ided the paths up 10 gel fourcach.1 pickl...-d up the

dericipaladin, paladin/fighter. fighler/ranger. and wi7.ardJ
ran~r p:lths, Davc grabbed all the. as he would say. Mcvll·
curious M paragon paths. 1"IIlll0t saling Dan' isc\,i1.,. bUI he
docs cackle maniacally on a regular basis.

Epic destlllies arc a smaller grOllI'. bUI each onc gives lOU
some huge benefits, Only a few arc planned for the I'luyeri
IIandbook. but whell you ha\'e the option to serve aslhe
rlght·hand man to a god. become an undying warrior. or call
dragons with a wa\'e ofyour hand, lIIore than a few choices
wHlmake your head explode in It burst of awesome. Dy the
time you nnish your epic dcsllny, j'ou'll he stomping down

a II cha Ilcngers, brea king rilles of science, a nd odds are you'lI

be immorlal.

HUlllan ",orlord.
epic tier
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As we {;ome to the end Oflhls llrsllooL: allhe making ofthe
4th f'dition of the DUNGEONS .. DRA.GO~Sgame.IIOOught fd
take a moment to say a few words aboull.he companion to

our ph)"sical products-the digital Dun8l'Dns & Drasons Insider.
Instead of saying Ihe same thing all m'er again. rve decided
(0 reprint \\ hal appeared 011 D&D lnsldu when it wcntlh'e 011

August 16.1007 ...

& (AMpERSAND)

I always thought we should ha\"c a maga:lirn: callctl-&~. After
all. it worked so \\e11 for -Dungt-:on- and -Dragon- that iljust

secnlL-d to me lhal we were losing an opportunity (0 make use
orlhe bit that brings II alltogelher. So. until we rtgure OUI whal
10 actually do with that recognizable lillie ampersand. I'm
going 10 use It as the identiner for Ill} regular feature hell': al

0&0 Insider.
I'm Bill Sladcsek. I\e been the R&D Direclor for the

DU:>;GEo:>;$ III DKA<,Ol'oS game since \\ll.ards ofthe Coast

acquired tile company. Reforl' that. I was a Creativc Direclor
and Game I)csigllcr \\ ith TSH, Inc. And way back when, I ran
the creath'e I}()ftions Of\\'CSl '·.lId Games. Over the years. I've
worked on roleplaying gumes, board games. computer games,
miniatures gumes. novels, lind 110nOclloII hooks ofall kinds.
and you ell 11 see my work Oil e\'cryt hing from Slnr \Vars to OlO

Mom:KN to 0&0. I'm going to usc this spare to regularly lUlk

to yotl ;Ihout things rdated 10 D&D from the uni(!uc perspec­
tive of my Dlrector's chair here lit WOle. let's slart out by
talking ahoUl4th Editlol1 D&D and D&D Insider.

At Gel1Cul1 this \\'l'ek, we anllollnred thatlhe 4th Edition

ofthe OIlNGWNS A. DKA"Q'iS game will debut In May 2008.
We a!SOllnnOlIllced tlml lilr the fir~ltirne, the D&D game
would COllshl oflimr inlcgnll ,Ind intC/.;raled parK III addition
to the physical products-the cort' rulehooks, supplemenls.

adventure~,miniatures, 'Ind aCCClisories-the D&D experience
would be enhanced by robusl Community features (powcred
by Gle~l1lax.com). a flllly integrated Organized Play program
that will oller hcneOb to cOlwentlon and home play alike. and
the digital initialh'e wc're calling D&D Insider.

\Vhy 4th Edition and \\hy now? Because the time was right.

My R&D team has becn watching the p1ayem'ironment since
lhe release ofthe 3.5 rules. listening to what you. the play-
ers. have been telling tis. Two years ago. 1assembled a team of
designers. led by Kob Ileinsoo. Andy Collins. and James Wyatt.
10 re"kw allthc data we"'" bten collcctingand sec ifw.: could

make the d2D Game Systcm (lhe engine that powers the 0&0
game) beller, more intuilhT. and more fun. \\fhcn I saw the
fl",'l. expressions ofthm effort.llmew we could make 0&0
beller, llotronger, faster. more fun. W€: could rebu.ild il. We could
takt: lhe d20 Gam€: System we all know and 1m... anti rocket it
to ,he nextle\'t'1.

Al the same time. we also began imagining a rubust and
€:xcitlng sulle ofdigital features that could enhantt and com·
plement the rolepla}ing game. It became clear to me thaI we
had t...."O winning directions that would be (,\'ell more powerful
when we oomrnnc.-d them. and that's when \\'e made the ded­
sionto 1l1O\'e for"ard with D&O 4th Edition.

TIle future (only nille DlOnths awa.)'l) contains the same
D&D ....'e all play on a regular basis. It's still going to be a table·
top roleplaying game. It's still sct in a mediC\'al fantasy wurld
ofmagic and nlOnsters, It's still tile d20 Game System. Hut the

n1lebooks apllCar more vibrant, more \'lsually stunning, and
much easier to use. The game nlCchanics ha\'C been amped up
to eliminate the game,stoppers. accentuate the fllll factors. and
ma.ke play faster and 1l1OTC exciting. (n the future (now only
eight months. 29 days. 23 1101Irs. and 50 minutes from now!)
D&D (n!oider provides Its members with immediate access
to Or08011 Ma,qaziFll' and UUFl8eon ,\la8azine. to enhanced and
eXI),]nded conlel1ttied to the newesl physical book products.
to'l11 amazing suite ofdlgJlaltools to make Dungeon Master

prepMatloll and call1paign management easier to handle. 10 a
Character Crealor thll! provides not only an interal;llve char·
llCler sheet but a visualizer that lets you determine Ihe exact
look of the characters yOll cre'lte.And. 0&0 Insider provides
a digital D&D Game Table that turns Ihe Illternelinto your
kllchen table, This omaLlng appllcatlun, which we'lIlalk more
about as the weeks go on. allows you to supplement your f.'lee·
to·face gaming 24/7, helps you nJl(lll group to game with ifyou
don', happelilo have a face·to,face group, or lets you hook up
with gallling buddies who long ago scat1ered to the four winds,

Take a look at lhe prototype mO\1e we showed at GenConlO get
a nrstlasle of the D&D GaUlt.' Table.

\-Vow, There's II lot more that I want to share with you. but

I've already eXCf.-'Cded my allotted word count for this first
column.

Keep playing!

Bill Slavicsdt is Ihe R&D Uireaor for Roleplayins Games. Alinla'

lurts. and &oIt "ubllshlna at \\'lzards ofl~ Coast. All oftht same
desiBnm, ,'ewlopers, eJilors. 00:>Il edilors. and D&D Insider COfllent
managers WOrlril'8 an Dunst(JIIs & DTlJ.ROns. Star Wars. and the
Wale J)ublish1ns Group f{'part infO Bill's R&D learn.
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