APRIL

TITLE IMPRINT ISBN STOCKi# US PRICE
VICTORIAN AGE COMPANION VAMPIRE 1-58846-238-2 2472 $24.95
EXALTED: THE ABYSSAL EXALTED 1-58846-665-5 8813  $29.95
DARK AGES: LASOMBRA (DACN 5) DARK AGES FCoN  1.58846-820-8 11208 $6.99
MAGE: ETHER GOGGLES MAGE MERCHANDISE 5606  $64.95
MAY
TITLE IMPRINT ISBN STOCKi# US PRICE
KINDRED OF THE EBONY KINGDOM VAMPIRE 1-58846-239-0 2441  $29.95
BOOK OF AUSPICES WEREWOLF 1-58846-315-X 3812  $19.95
THE INFINITE TAPESTRY MAGE 1-58846-409-1 4632  $24.95
HUNTER: THE INFERNAL HUNTER 1-58846-710-4 8137  $17.95
DEMON: SAVIORS & DESTROYERS DEMON 1-58846-754-6 8220  $16.95
ROAD OF HEAVEN DARK AGES 1-58846-285-4 20032 $16.95
THE SEVEN DEADLIES (FALLEN 2) DEMON FeTon 1-58846-806-2 10091  $6.99
SLAVE RING (BRUJAH 1) VAMPIRE FeTon 1-58846-814-3 11120 $6.99
DEMON MOUSEPAD DEMON MERCHANDISE 5585  $12.95
JUNE
TITLE IMPRINT ISBN STOCKi# US PRICE
SUCCUBUS CLUB: DEAD MAN'’S PARTY VAMPIRE 1-58846-240-4 2409  $16.95
TRIBEBOOK: SILVER FANGS WEREWOLF 1-58846-316-8 3860  $17.95
RUINS OF RATHESS EXALTED 1-58846-666-3 8824  $16.95
DARK AGES: SPOILS OF WAR DARK AGES 1-58846-286-2 20046 $19.95
DARK AGES: RAVNOS (DACN 6) DARK AGES FON  1.58846-823-2 11210 $6.99
THE WOUNDED KING (VICTORIAN 3) VAMPIRE FeTon 1-58846-830-5 11192  $6.99
EXALTED T-SHIRT EXALTED MERCHANDISE | 5016, XL-5917, XXL-5918  $21.95
JULY
TITLE IMPRINT ISBN STOCKi# US PRICE
CHAINING THE BEAST VAMPIRE 1-58846-241-2 2432 $19.95
LEATHER JACKET VAMPIRE MeRCHANDISE 5914  $99.95
HAMMER & KLAIVE WEREWOLF 1-58846-317-6 3813 $19.95
ORDER OF HERMES (REVISED) MAGE 1-58846-413-X 4664  $19.95
DEMON PLAYERS GUIDE DEMON 1-58846-756-2 8202  $29.95
THE WRECKAGE OF PARADISE (FALLEN 3)  DEMON FcTon 1-58846-807-0 10092  $6.99
MET: ANARCH GUIDE MIND’S EYE THEATRE 1-58846-519-5 5040  $17.95
MANACLE AND COIN EXALTED 1-58846-667-1 8825  $19.95
AUGUST
TITLE IMPRINT ISBN STOCKi# US PRICE
ORPHEUS ORPHEUS 1-58846-600-0 21000 $34.95
LAIR OF THE HIDDEN VAMPIRE 1-58846-242-0 2430  $21.95
PLAYERS GUIDE TO THE LOW CLANS DARK AGES 1-58846-287-0 20006  $29.95
DARK AGES: MALKAVIAN (DACN 7) DARK AGES FicTon 1-58846-831-3 11211  $6.99
FORGED BY DRAGON’S FIRE MAGE 1-58846-410-5 4640  $16.95
DAMNED AND DECEIVED DEMON 1-58846-758-9 8221  $16.95
ASPECT BOOK: AIR EXALTED 1-58846-668-X 8840  $19.95
CLAN NOVEL SAGA (VOL. 1) VAMPIRE FeTon 158846-845-3 11270 $17.99
EXALTED MOUSEPAD EXALTED MeRcHaNoIse 5586  $12.95
SEPTEMBER
TITLE IMPRINT ISBN STOCKi# US PRICE
ROAD OF SIN DARK AGES 1-58846-288-9 20033 $19.95
PLAYERS GUIDE TO THE CHANGING BREEDS WEREWOLF 1-58846-318-4 3807  $29.95
VAMPIRE: THE OVERSEER (BRUJAH 2) VAMPIRE FCTON 1-58846-815-1 11121  $6.99
SONS OF ETHER (REVISED) MAGE 1-58846-414-8 4658  $19.95
HUNTER: URBAN LEGENDS HUNTER 1-58846-711-2 8138  $19.95
THE EARTHBOUND DEMON 1-58846-761-9 8280  $21.95
CRUSADE OF ASHES ORPHEUS 1-58846-601-9 21001 $21.95
HAUNTING THE DEAD ORPHEUS FieTon 1-58846-837-2 11905 $6.99
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Cma of the mest appealing aspects of storpielling a
chromicle §s Iuin.g a part .u-f |i|r'|r|5 Itsind. While Bhe
Weslern Vampire selling places it characiers in a cynical
postmodarn world, and Kindred of the Sasl lakes a more
cinematlc approach o horror, Kisdred of the Ebosy
Kingdom allows for characters who are an active part of
cultural mythology.

J mean, sure, everyone in the Western world has heard
of vampires, but how many pecple actually belisve in them®
dn Africa, many people do believe in vampives — and the
blood-drinkiers exial -Idt-br--iﬁlt with a host of obllyer
haverars, as well as with the End.- of a Funlhtun.

Mo, wie don't give an array of EI"""" and their Trails fm'
trowpes o slanghter and supplant. We do presest the
ﬁfﬂcum Kindred = the Lalbos = as VEry real creatures
with o clalm to the world the gods kad made before them.
Several of the legacies (the ‘clans® of African vampires)
claim descent or inspiration from the gods themselves.
Some even lake the names of gods as tribute to their own
greatness. Mrlhuhnﬂr and cullwral Insn-d;- don"t exeluda
fhie Laibon {--m ihizir environmenl — the creatures aran’l
shunned and hidden [rom the world as Western Kindreed
are, Rathes, African cilbiee accepls “witch doctors,”
maghc, verbal histories and traditions, ritkals and a whole
host of “might walkers™ understood to operate alongside
the world of men, While the African people dow't welcome
vampires with open oarms, they do wnderstosd thaot
vampires are out there. Jt's on interesting idea, ard ose
that should make for plenty of interesting stories for you o
fell. The Laibom hove mno expressed “Masquerade,” bul

{ tar b

Iht:.' whill ] :l[ h [ rl "a helew Fln
noclernal predalors ende and their own legend begins,

Even more than just “ler's assume it's like Vampiee, bt

AND
WHER< Fopae oF

BY ]“‘SLT:H A{F-IILL UéMPIlt'E Pi?‘ihﬂl’*ﬁh

Warld .n-'|' Darkness with some real-world hﬂtndl- .u-f
Afrlcan vamplees. Jn sowme cases, the local mythology
works with owr vamplre conceplts very easlly, Certaln
tales told by the Ashantl of the Jvory Coast and southern
Lilhana mewtion the asanbonsam, o vampire with iron feeth
that hangs from trees and snatches wp passersby with
hook-like appendages. ifron teeth? Hooked opperdages?
This fite our Taimisca parfectly, and is part of the basis
fnr hir 1l':|ll|.-fnrn|n||i—|. inlar the _Hnﬂru-l:-t-'-.

Mher clans aren’l so i--tdln“t!r identifiable, amd we'
vie warped some perceptions of what they're like 1o subt
the African idiom. Tn fact, you won't see many ledigesous
legacies referved 1o by familiar clow moames, Vou'll
recogrize the Followers of Set, of cowrse, but from which
clan did the Shange descend? How do the Mosferats
appear in the Ebony Kingdom? Whoe are the "ghosi-eaters
* and what happanad 1o the Torsador?

Fov those of you who think citically, yes, this maans
Hhat the Lailen are Cainibas. Thtr'u miad 5I-|uu|'.u Picburnad
1o mortal| bodies like the Kuek=fim I:Hw-u._u:lh ;ﬂul'rh:a does
have legends of such creatwres — and these “revenants”
make o cameo in the bookl They're the vampires you
know ond are fomiliar with, interpreted o kit differently,
There's a reason for that,

When o fiest started doisg research for Kisdeed of the
Ehony Kingdow, T hevad np numsrcas refarances Iels
fignrs knownine|CognlCagn i a sowh-contral Africon
and Bushman "cveatar god,® Wall, kell, what maers peasen
did T need to transplant the Caine myth o Africa® Other
foacters aleo contributed: Some old Woeld of Darkeess

lore hurned wp regarding the Lasombra Antediluvian's



travels among the Masal people of eas)
subfamily hod wmade winor inroad

Some vompires of a long- fnrﬂcrlhn line
the Coaplic monasteries of l|ﬂl'l|'|!l'rl 111!
and thoss insidious Followers of Sei falled
home. Oh, and players would have sereas

heavens if we made wp -:-u.nﬂw.r mnﬂlg‘lypt n{hﬂ!i OFe
uwnknown existence prowling around, A Ilq_: pleces fity n-‘u"r
World of Darkness cosmalogy could Jﬁh__hillr and we hade
t yet explored Africa — so0 why aot powd

=i=li=iEl=liEl=il= =H

=h=li=-1 =1l =il=HgliEll= L=ll=il=l

n=it=i

B e MNigut Warker: AN €sony Kincpom RiTuaL

Wise sorcerers famillar with the loss ploasast aspects of the supernatural woeld spmetimes bsow enough to peotest
© thempeles from the perilas IF presests. Such s the case with this #ltual, o praotective ward that srares creatires of the night
im hopes of allowisg mortals 1o deal with them on thels own terms, The Ley ingeedient hare in the kerrie throwwlng-stick,
Should a Laiban bry b emter o dwalling and croas the theeshald markad by o keveln, it holds kim fost until the sun rlees tle
ek ovlags TrnlMimrally: Yo Pt i Ky vl wind s B Hivs st s vy oribul Mty dar ik of s ol
lhpl.lll anal wnh.'lng thazm Bln‘lh' w'i'll\-u-'l'i.'nmng thaeir momies.
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Syutemt The player spemds o poisl of Willpower and makies o Manipulalion + Enigmas roll (difficaliy 8], Jf e roll ssceeeds "ﬁ
and Wi kerrie is P]-n.:l.r.l ol some poind n{ingull fa o Juﬂl"l.g,. it cabches Laibon [and Kimdeed, amd “—I-Fnb wha attempl ‘ﬁ
by cooss Fhal hreshold. The Laibon moy fokie se aclion imvelving motion, thosgh she moy do ikings ol ghe wosld normally l:;
ke able to do while constrained, ssuch os use cerlain DNeciplines, speak frecly, elo, The binding breaks immediabely should L—I

¢ the Laibos be struck for any amoust of damage,

An hour before sunrise, the Loihon s player may make o Wits & Occelt roll [difficulty 8], Jf she achieves more ssccesses
than the Teyanga received whils invaking the rlimal, she may break free from the bleding, Oiherwiae, the brdisg Lasts sntll 4 [
sunrise, as noled ahove, :

Thia pawer affects anly vamplres (Lalbos, Kuel-Jis and Klndeed), Oher supeenatural craaturns ave unoffected.
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Vampire:
The Wounded King
page 20

TheDjstinguished |
Gentlemals Gun Cabinet

Well, Victorian Age: Vampire is setting built upon the foundations of
out, and it seems that a lot of you lowtke literary conventions of a historical
it. That’s great news! When we put theeriod. We’'re so highbrow.
book together, we decided to really Anyway, in pushing that mood we
push mood over mechanics, as I'deliberately made concessions in the
sure those of you who have read there book — we cut the weapons list.
book have seen. In truth, it's not everls going to appear in the upcoming
really a “historical” setting — it's aVictorian Age Companion, butjustin

case you need some of those details right now, here they are.
Firearms
Type Damage Range Rounds Concealment Cost
Pistol, Light
Derringer 4 10 2 \% oo
Army revolver 5 25 6 C oe
.44 single-action 5 25 6 \ oo
Pistol, Heavy
Colt “Peacemaker” 6 30 6 C oo
Hvy. Army revolver 6 35 6 C oo
Rifle
Lever-action 7 150 12 N oo
Single-shot bolt action 9 200 1 N ooe
Shotgun
.12 gauge 9 35 2 L oo
Single lever-action 9 35 1 L oo
Special
Gatling gun 9 225 50 N
Damage:Dice rolled when an attack succeeds.
Range: The practical range of the weapon; up to twice this distance is posgible
but counts as a long-range shot (difficulty 8).
Concealment: V = can be hidden in a vest; C = can be hidden in a coat;
L = can be hidden under a long coat; N = cannot be hidden.
Cost: The amount of Resources a character needs to acquire the weapon
___through-normal-avenues.




ideas are just some samples. what else

s vampires are astrangetype of fomorri,
created when a Blood Bane reanimates a
dead body and drives 1t forth in search of
blood. the evil spicit within has access to
someof the memories of the corpse’s former
life, which it uses to best effect. Avampire’s
bite passes on “raint” that serves as a
markerto other Blood Banes. A person who
dies of a vampire’s bite 1s often possessed,
rising from the grave after a three-day pe-
riod of possession. vampiric society centers
on cults dedicated to the various maeljin
incarnae, though vampires often tend to
think of them as “clan founders.”

- Book of the wyld suggests that
there are no human gorgons (the wyld’s
answer to fomori) — but there are human
gorgons, and they’re called mages! True
Magic 1s not magic at all, but the remark-
able powers of awyld-spirit bound in flesh,
directed by humanimagination. magi must
struggletokeeptheir possessingspirits from
exerting too much control (and attracting
the weaver’s paradox), and have therefore
devised many magic systems in order to
“disquise” the use of their rcaw wyld reality-
shaping power.

t-Werewolf Developer

so, your group is pretty familiar with most of the world of parkness games.
they read the material, think of vampires as cainttes, debate the role of
consensual fGO,liTTlJ, and all of that. of course, they’re a lot harder to actually
sucprise thesedays, sincethey knowitall — oratleast, they think they do. when
setting up your next werewolf chronicle, why not experiment with some
alternate takes on the other supernaturals of the world of parkness? Not onl U
will it make those other beings fit more neatly into the werewolf cosmology,
but it should really keep your players guessing, at least at first. The fo]]owingr
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By ethan skemp,

can your cunm'ng mind devise?

- imbued hunters are tngnTed powers
by atype of spirit unknown to werewolves
— the urge wyrms of Balance! unlike the
corrupt urge wyrms of fear and hate and
othernegative emotions, the urge wyrms of
Balance are manifestations of the wyrm’s
impulse to “set things right.” each vrge
wyrm represents a diffecent emotion of the
original Balance wyrm, and empowers a
different creed — the vengeance wyrm em-
powers avengers, the sacrifice wycm
empowers Martyrs, and so on.

the statistics for demons from
pemon: The fallen can be used to rep-
resent a new breed of incarnate malfean
spIrit, or even ancestor-spicits in human
bodies gone horribly wrong in some way.
wraiths can be animistic echoes of a
person’s death, not human souls at all.
Lhangelmgs mlgh‘r hint at chimera, to-
tems of dreams. Tthere’s no end to the
ways in which you can interpret the other
inhabitants of the world of parkness, and
no reason you shouldn’t redefine them to
SUIT JOUr purposes.

Just be careful about dragging in
Exalred....

Book of Auspices
page 18

Tribebook:
Silver Fangs
page 20




The Infinite Tapestry
page 18

THE ASCEWSION

Infinite
'

ogsibilities

Pegasus, Mount of the Muses

the function of the wing is to take what
is heavy and raise it up to the region above,
where the gods dwell; of all rhings con-
nected with the body, it has the greatest
affinity with the divine.

— plato, phaedrus

pegasus is a spirit-beast born of the
blood of the lder muses in their most mon-
strous aspect, and 1t regularly carries the
muses of Media between their upper astral
courtandthe Mmouseioninthevulgate. while
heedingr the call of the musal court, the
beast sometimes roams freely across astral
space and even the spirit wilds, 1nstinc-
tively exploring for the pure joy of it or
looking for travelers in need. on occasion it
may be sent to the material world to per-
form an errand for the muses or other nigh
umbrood. Being amere beast, pegasus can-
not reveal esoteric knowledge or grant
special abilities, and so 1s unsuitable as a
patron or Totem (at least for mages, any-
way). pegasus may be “tamed” and ridden
with five successes on a wits + meditation
roll; 1t may choose to resist, though, throw-
ingoffbodied riders with rage ordissuading
the bodiless with willpower.

willpower 4, BOgeE 8, GNoSIS 1, Essence 26

charms: neal (when appearing as
garuda, pegasus may heal bodily wounds
— or willpower lost by the bodiless — by
spending three points per bashing wound
level or temporary willpower point, or five
points per lethal wound level. garuda can-
not heal aggravated damage or loss of
permanentwillpower.) thunderous Hooves
(pegasus is no stranger to fighting mon-

the following Is qut a sample of the creatures
that awart in The infinite Tapestry,

the book of the umbra forMa ge.

By Bill Bridges, mage peveloper

stecs, and can disperse any spirit for seven
rRage points after defeating it by kicking
and trampling. pispersed spirits may not
re-fForm for the remainder of the scene.)
materialized attributes:strength6,
Dexterity 5, stamina 8
abilities: alertness 3, srawl 5, podge 3
materialized Health Levels: 10
image:Normally, pegasus appears as
a snowy-white horse with large birdlike
wings, but 1t can take on other forms de-
pending on how it’s encountered. when in
the company of a muse, pegasus and the
Muse can merge into a single spirit-entity
with the horse’s body, bird’s wings and the
muse’s head. This form is known to the ahl-
i-Batin and in 1slamic lore as al-Burag
(Iitecally, “lightning”). when appearing o
umbral travelers 1n distress, 1t takes the
formof garudafrom nindu mythology, with
the body and limbs of a man and the head
and wings of an eagle (or sometimes a vul-
ture). sometimes it swoops down to pick up
a traveler against her will, delivering her
fromdangerand/orcarcying heroffrosome
fated destination (usually a momentous
meeting with some umbrood lord...). when
Tronspor‘ring an nvoluntarily passenger,
pegasus may have a dark and omIinous
Qspect. Its visits To west virginia in the mid-
’60s, as recorded by John keel, earned it the
name “mothman” from alocal newspaper.
Boon: sodied umbral travelers without
wings of their own may try to employ pe-
gasusasameansofastral flight. thebodiless
may choose to do the same since pegasus
flies faster than most spirits and instinc-
tively avoids nigh umbral storm fronts.
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By mike Lée, pemon peveloper

The following Is Just a taste of what you can expect in pemon: saviors

and pestroyers.

Bearers of the Word

1 hadn’t been paying attention to where
we’dbeen going. Now 1 realized where wewere:
an abandoned storefront on gth and market.
until recently, it had housed a religious book-
store. New tenants had not yer moved in.

“why are we here, Rabbi1?” 1 asked.

He produced a key and unlocked the
metal grate, then the front door. “nere is
where youwill face the consequences of the
choices you have made. nere 1s where you
willdo god’swork, andtogetherin hisname
we will free a soul from the evil which has
snared 1t.”

ne walked briskly, and 1 followed. we
passed through the empty storefront and
went directly to a back room. there was a
narrow door, and beyond 1t a staircase. we
walked up three ﬂitghrs to the attic, and the
rabbiunlocked anotherdoor. theywerewart-
ing for us inside. There was rabbi kornfeld,
perhaps the most respected man in the com-
munity after the rebbe. There was Hershel
silverman, ateacherand scholarwhose com-
mentacies1had read since 1was 1z. There was
rabbimiller, who rthoughtwas away helping
TO seT up our community in west virginia.

and there was my cousin jacob.

they had him in the center of the room,
one wrist handcuffed to the thick oaken
chair in which he slumped. The room had
one big window, covered by a white sheet,
and the dag]ighr made a yellow square on
the floor with jacob in the center of it. He
looked as thin as a scarecrow and his lips

were pale. 1was afraid to meet his eyes, but
hedidn’tlookup. He juststared atrthe floor.

“pabbr—”

“pon’t be afraid, reuben. The Bebbe
has overseen everything.”

“rhe rebbe—»

“Just as the rebbe instrucred, we moved
him here, outside the eruv, so the dybbuk
won’tbe destroyed before releosing the soul
of your cousin. we keep his body weak so he
cannotcallforthterrible strength.” The rabbi
kissed the prayer book he held. “we con-
sulted the proper texts. He cannot cross the
crcles.” 1 hadn’t noticed 11, but 1 saw that a
series of concentric circles had been painted
onto the wooden floor. Between the lines 1
saw the holy letters: the five heh, the yod-
vod, the 12-letter Name, the zz-letter Name.

“gut...” 11 was hard for me to grasp
whatwas happening. “sutisthis... 1 mean,
what will the people say?”

“No one can know of this, reuben,” he
said solemnly. “we five must carcy what
happens hereto our graves.” ne waited for
me 1o speak, and when 1 did not he added:
“rhese arethe old ways. men of faith follow
higherlaws than the edicts of the temporal
world. po you understand?”

“po you... do you mean... you’ve done
this before?”

The rRabbishook his head. “No, reuben.
BUT our gf(mdfa‘rhefs, our gre(n—grondfo—
thers, all those who came before us... they
knew what to do.”

Demon:
Saviors and Destroyers
page 18

Demon:

The Seven Deadlies
(Trilogy of the Fallen,
part 2)

page 19
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STORYTELLING
BATTLES "™ i vovetope

since June sees the release of park ages: spoils of war (the sister title to
right of princes), 1 got to thinking about what’s included in the book and
what the difficulties are in running large-scale battles in the park medieval

world. what 1 came up with 1s a few ideas, hints and thoughts for storytellers

about how big, bloody melee might be dramatized in a park Ages game.

 chaos: on abattlefield, things are
chaotic. Have a look at the battle se-
quences in Braveheart or nighlander. if
you’re one guy on the field, all you know
is metal on metal all around you, the
smell of blood in the air, people scream-
ing, and quite a lot of blades with your
name on them. unless a character has a
powerthat allows for a bird’s-eye view of
the battlefield (and such powers do exist;
see Dark ages: tnquisitor), he doesn’t
know how far his army has advanced or
any of the real particulars. keep that feel-
ing of bedlam going — that’s a big partof
the hocror of battle.

« Numbers: primary sources list some
medieval battles ot tens of thousands of
combatants. primary sources are often
wrong. But what that secrves to illustrate 1s
that when two armies meet, regardless of
size, the people watching or participating
don’t have a good idea of how man people
are involved. 1t goes back to chaos, really
— there’s no way 1o get detail out of the
mess that is battle. as storyteller, you're
perfectly justified to talk about the “end-
less waves of swords and screams”
advancingr on characters. There migh‘r not
actually be that many, but knowledge dis-
suades fear... and this is a horror game.

« The supernatural: suppose thar
the characters are normal mortals — or

even ghouls — and they wind up in battle.
and then suppose that, on the opposin(,;r
side, one of the combatantsisavaldaerman
mage. Duringr the battle the mage slams his
spear into the ground (creating a thunder-
clap that knocks everybody around him
back 10 feet), lets out a berserk roar, and
changes into a bear.

1don’tcare whatelseyou’veseenonthe
field of battle. That’s going to rattle you.

As storyteller, fecognize the potential
thatothertypesof supernatural cceatures
lend to battle. This 1sn’t about crossover,
especially since you shouldn’t feel com-
pelled 1o say, “okay, he casts a
spell...and...yup, he’s a bear. Err, grarr!”
the supernatural within a character’s ex-
perience should be scary and strange, and
that outside a character’s experience
should be downright tecrifying. pescribe
whatthe characters peccerve, notwhatthe
players know.

« Music: Music in battle is good, but
you’ve gottobe morediscriminating about
your choices for a park Ages game than
for a modern one. crystal method kind of
wrecks the mood. a short list: the Lord of
the Bings soundtrack, “o fortuna” from
carmina Buranna (if your players aren’t
sick of 1t), the excalibur soundtrack, and
parts of the planets by Horst.

Moretocomeinspoils of war.Toarms!

Road of Heaven
page 18

Spoils of War
page 19




Abyssals:

A Uassical Underworld with Dark Gothic Villains

By exalted peveloper, geoffrey c. grabowski

one of the Things I enjoged mostabout working ontexralted: The
Ablllssals was the chance to develop Q seﬁmg with a strong
dIChOTOHlIII between two pflmarg seﬁmg elements.

the book details the underworld of
creation, styled after the afteclife of the
classical world; 1t’s a gray and shadowy
place.the ghosTs of ancestors dwell there,
surroundedbq‘rheirgrave goods,guarded
by legions of funerary statues and ruled
bytherr strange two-faced pualmonarchs.

and as in the classics, the dead do not
exist only through their stylized under-
worldexistence. Likethe ghosts of Homer’s
odyssey,thedead oferaltedcanbecalled
up by blood sacrifices. ghosts forever
cravethe prayers and funeral offerings of
the living, and crowd close around the
altars of their living relatives.

instark contrasttothese beings stand
the abyssal exalted, also called
deorhknigh*rs. the abyssals are awe-
somely powerful servants of darkness
created by the peathlords, who are them-
selves dark godlings born into the
underworld at the Turning of the Age. The
deathknights are everything about the
underworld that a reader mighr expect
from a modern “gothic” freatment of the
undead — they use hordes of zombie ser-
vants, they bear black armor, they have
ﬂowing crimson robes or they wear the
white vestments of death. they are per-
fect alabaster statues, or they sport the
rotten visage of a decomposing corpse.

1 liked using both these classical and
“gothic” images because they’re both
highly appropriate to the setting, and 1t
would have been a shame to choose

between the anime-flavored part of the
game and the epic, time-honored part.
putting these images of undeath together
really helpsindividualize each underworld
group.the ghosts come off as very formal,
while the abyssals drip with the symbol-
1sm of therr dark masters. the difference
extends to the setting as well, not just the
art. the ghosts of the ancestors are not at
all happy about the black-steel-and-vel-
vet-clad servants of the abyss who walk
among them. and while most abyssal ex-
alted fervently support the ancestor cult,
many privately regard ghosts aslittle more
than faded memories of what once lived.
the underworldis full of rumors of war, as
the empires of the dead cometo realize the
tecrible danger posed by the peathlords
and their deathknight minions.

from a design perspective, this was a
good choice for the setting. The under-
world was intended 1o be as playable an
environment as creation, so It was impor-
tant to build conflicts into the underworld
itself. iralso means thatneither ghosts nor
the abyssal interact with another group
that looks and behaves just like they do.
from a player perspective, 1t means
Aabyssals 1s really Two books in one: a
detailed treatment of deathknights and
peathlords, and a detailed treatment of
the underworld andthe restless dead. each
is necessary for the other to work, and 1
think the end resultis awonderful blend of
classical world and “gothic” imagery.

QE))



the art group known as ubon has

been very active in the comic book
business since 1t was formed in z000.
they have worked on projects with
MARVEL, WILDSTORM, TODCOW, IMAGE,
HARRIS, and various other publishers.
among the 2o plus members in the
group, a few have contributed to the
art for different white wolf projects,
including omar pogan, eric vedder,
Joevriens, and scott Hepburn. These 4
upoN membersall came from sheriden

college n ontario. omar pogan began

his career with 1mage comic’s

DABI%\DS, and then moved into Tv Animation shows like
RESCUE HEROQES. He then went backto the comic field joining
upon and has been working on books like IRONMAN, AVENGERS
ASSEMBLE and TASKMASTER for marvel comics, and most recently
xIN for Harrls publications. eric vedder started his comic artist
career working on Marvel’s peappoot, after a few years in
video game development with joe vriens. He then moved
onto marvel’s AGeNT x and vampi for Harris publications,
and is now working closely with joe and scott Hepburn on

the new Marvel title SENTINELS.
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inthese rinal Nights, the vampirces of
the camarilla stand behind their tradi-
tions as the last bulwark anins‘r
millennial madness. Butforevery prince
who toes the line, siz forget their place
and revelinthe destructionto come. the
sabbat and anacchs press in on every
side and the house of cards called the
masquerade threatens to collapse.
standingintheway of chaosisthe strong
arm of the sect, Theo Bell, archon, en-
forcer and executioner among the
undead. He 1s quick on the draw, potent
in the blood, and those who’d challenge
the camarilla have reason to fear him.

Vampire:

Slave Ring

by Tim Dedopulos
On sale in May

Vampire:

The Overseer

by Tim Dedopulos
On sale this summer

theo hashisown problems, Though.
invampire: slave Bing (on sale in
may) he arrives in the midwest to dis-
cover evidence of a new breed of
slavery, inwhich mortal cciminals and
vampiric degenerates cooperatetocol-
lect human specimens to their own
particular tastes. Bound by his sense
of honor and by obligations reaching
back to the victorian age, Theo begins
a hunt that will ultimately shake the
foundations of the camarilla itself —
and may cost him his freedom.

Vampire:

The Puppet Masters
by Tim Dedopulos
On sale this fall

tim pedopulos, author of the ac-
claimed Hunter: Apocrrllpho.
chronicles Bell’s violent | Journey Into
the underbelly of modern slavery.
when foﬁring pedopulos’work, reviewer
chunk wendig says: “1t pegs it, kids —
the needlescreams upwards and places

[him] right at the top of the heap.”

ong

A of the
Archon TheoBellStarsinthe Clan Brujah Trilogy r

Revisiting a Gaslit Age

slave Bing also revisits Theo Bell’s
early nights in victorian rondon, where
some threads of the trilogy begin, and
theo learns the rules of cold unlife.

“rhe Thing to remember, Theophilus,
is that the english have made a virtue of
theirrepressionand suspicion. No, not just
avirtue; they actually take pleasure in 11,
asifitwere afine brandy, tobe savored ar
leisure.” pon cerro smicked at Theo from
across the gently rocking carriage.

Theo nodded, not lmowing whether
his sice expected a response or not.

“vondonisvery differentto parisinthis.
the english loathe intelligence, difference,
anything above the ordinary. 1t reminds
them of their own inadequacies, and they
become extremely jealous. the rrench ace
always delighted to meet someone with a
keen intellect, proud even, but the English
will hate you forit passionately, sodo norbe
too quickto demonstrate your wit. Let them
feel superioraboutyourhumble beginnings
instead, andthey willlove you forthe oppor-
TUnIty 1o Improve you.”

“1won’t be patronized by over-privi-
leged dandies,” theo said, face like stone.

pon cecro arched an eyebrow. “Then 1
suggest you do your best to ensure that no
one speaks o you, for even the mortals
thece will be under someone’s protection.”
Heleaned forward, swagingwﬁh thecoach,
his voice Tuming earnest. “seriously, Theo.
po not underestimate these Hnglish. they
knife
vou in the back as soon as look at you,

are extremely domgerous, and will

relling their friends how charming you are
even as they do 1. they are vicious and
devious manipulators, and they hide their
spite pecfectly, behind erquisite manners.”
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oark Medieval!

park Ages: Lasombra puts vampires to a good cause

Acclaimed author pavid Niall wil-
son knows a good cause when he sees
one. Last october he putthe park ages
clan Novel series to use in supporting
horrorauthorship andliteracy. as part
of a group of online auctions to ben-
efirthe Horcorwriters Association (HWA)
and proviteracy worldwide, wilson of-
fered up not only a set of personally
QUTongphed books, butthe chance to
haveacustom-made park ageschar-
acter appear in the author’s park
Ages: Lasombra (in stoces in April).

williamj. Hartman, Jr. of st syra-
cuse, NY bid $710 and not only won his
auction, but made the single greatest
contribution 1n the entire auction se-
ries. Look for Hartman’s character,
the Nosferatu Brother Torquato, to
play akey role in the fifth novel in the
park ages clan w~ovel series.
Lasombra features a young vam-
pire named Lucitawho works to bring
order To a ravaged constantinople,
and who navigaTes the dangers of the
war of princes.

G]V]ng the Devil tis Due

The Trilogy of the Fallen

“greq stolze’s writing has asupercharged v-8 under the hood, abad-
ass biker chick behind the wheel, and a dead body in the trunk. get in.”

— john Tynes, author of pelta green: The rules of Engagement

Greg stolze continues his story of
fallen angels returned to earth in this
may’spemon: The seven peadlies,
the second partofthe Trilogy of the
fallen. thisvolume focuses on gaviel,
the slick devil stolze introduced in the
hit anthology pemon: vrucifer’s
shadow. gaviel hasusurpedthe body
of lapsed christian Noah wallace, and
faked a return to the flock of his evan-
gelisT father, the reverend matthew.
with a quick smile and Just a hint of
unholy might, this rebel against the

most High makes a home for himself
in the hearts of the farthful and in the
lairs of the criminal in st. Lous.
Noteverything goes according to
plan, Though. Avitu, the mad demon
from pemon: ashes and angel
wings, seeks 1o recruit gaviel.
Avenging angel ustel also plans to
send gaviel back to nell. and all the
while, the spirit of Noah wallace
clamorsforhis bodyback, and grows
a little stronger each day. even the
pevil pays his dues eventually.

Dark Ages:
Lasombra

by David Niall Wilson
On sale in April.

Demon: Ashes
and Angel Wings
by Greg Stolze
On sale now.

Demon:

The Seven Deadlies
by Greg Stolze

On sale in May.




vampire soclety favors the privifeged

elders who cloim doman over the
world, and dominlon owver the
younger chiidren of cane. Nnow the
. ime has come for revolutionl sold and ===
i rebellous uindred have jormed
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The Camarilla is our official fan club that revolves around our World of

Darknessvenues, and when we say this group ishuge, we really mean it. With over

5,000 members, the fan club spans 10 countries on five continents. Some of

the countries that grace our membership rosters include the United Kingdom,

Italy, Brazil and Australia.

The really great part about this club is that its
members don’t just play the game. The club is
committed to member involvement, and it hosts
tons of social activities to allow membersto flex their
creative muscles. It publishes members’ writings
andart, sponsorsconvention eventsand encourages
everyone to give back to the community by partici-
pating in charity works throughout the year.

The Camarilla uses a chapter structure to
allow its members to tailor their participation in
the club in the ways they enjoy most. Local,
regional or national—any of these levels can pro-
vide not only a great game but also an exciting
environment to participate in the many activities
the club provides. The game has over 5,000
members contributing to several international
venues. Because the Camarilla encourages cre-
ativity and socializing, many members’ fictional
personas have rich backgrounds that tie in with
others across the world.

Asyou can see, The Camarilla has a variety of
opportunities to offer. Sohowdoyoujoin? Go to
www.white-wolf.com/camarilla, or email us at
camarilla@white-wolf.com.

Join up, and prepare yourself for an experi-

ence like none other in roleplaying today!

Vampire Elder Kindred Network
Another phenomenal group we have is our
Vampire FElder Kindred Network—the official

Vampire: The Eternal Struggle players’ organiza-
tion dedicated to the continued health of V:TES.

The network (or VEKN) endeavors to help V:TES
grow in popularity by seeking out and wooing new
players, aswell assupporting the existing loyal fans.

The VEKN is the organization responsible
for sanctioning and regulating official V:TES
tournaments, recording V:TES players’ ratings
(and rankings), and sponsoring the creation of
monthly Clan Newsletters.

For more information, come to our website
and check out the numerous offerings for fans of
V:TES at www.white-wolf.com/vtes.

WolfPackDemo Teams

Finally our Wolf Pack demo teams provide a
wonderful means of getting involved in all of the
games that White Wolf has to offer. Your goal as
a White Wolf demo team is to recruit new players
for any and all of White Wolf’s roleplaying worlds
by showing how much fun playing our games can
be. Official demos can be performed at local
retail stores, conventions or other events. Every
demo team has its own flavor and personality, just
as each member does.

Of course we don’t expect you to work for
free! Qualified demo teams who run official
demoswill receive compensation for their time in
the form of free stuff! White Wolf teams will also
receive advance release information and dirty
secrets of White Wolf, and they might be selected
to playtest new games.

Interested in signing up? Go to www.white-

wolf.com/retail/demo forapplication information.

WANT
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Camarilla Fan Club
www.white-wolf.com/
camarilla

email: camarilla@
white-wolf.com.

Vampire: Elder
Kindred Network
www.white-wolf.com/
vtes

Wolf Pack
Demo Team
www.white-wolf.com/
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WHAT
THE
RETAIL
PAGE
fiAS
N
STORE
FOR
fOUR
STORE

Owur retail web page is a hub of information for you,
the retailer, to make it easier to do what you do best. Sell games!

Our release schedule section of the website begins the process of

helping you accomplish your sales goals by keeping you current on
the latest releases out of White Wolfand Sword & Sorcery Studios. As

a bonus to you, we’ve also included sales sheets that have not only a

description of the product but sales points to help you show the

product in store!

Another way to keep up to date on
newreleasesisto subscribe to our retailer
announcement list. This low-traffic an-
nouncement list can keep you updated
about changes in our programs, new
products and new promotions in one
easy email.

The “Programs Available” link is useful
for retailers, as it allows you to show off
White Wolf products in your retail location.

Owur Wolf Packs are our roving bands
of demo teams that can run games for
your store to emphasize White Wolf prod-
uctsinyourarea. No Wolf Packnearyou?
Start up one up in your store—it’s easy
and it’s free!

The “Princes” of the Vampire Elder
Kindred Network are your best link to
the world of Vampire: The Eternal
Struggle. The Princes can run everything
from demonstrationsto sanctioned tour-
naments that could lead your players to
the continental championship! If there
isn’t a Prince in your area already, it is
easy to get one. Simply fill out the form
from the web page and send it on in.
That’s all it takes.

Need more catalogs for your store?
Are your walls looking a little bare these
days? The Promotional Material Requests
section can help you out. This link is a
direct connection to request anything
you need for your store, from posters to

quick-starts to book marks and much

more. We’'ll ship it directly to you to get
up on your walls or in your customer’s
bags as soon as possible.

The Retail Store Finder is not just a
tool for the consumer, it’s a tool for you
the retailer as well. Get your store no-
ticed on thislist and get the word out that
you exist. The white wolf website has over
40,000 hits per day of people not only
interested in our products but also look-
ing for a place to purchase and play our
games. Areyou on theretail store finder?
If not sign up today!

Another way to distinguish yourself is
to participate in our Havens Network.
This program supports our over-6,000-
member-and-growing Camarilla Fan
Club. By offering product discounts to
our members, youwill get exclusive listing
in the members-only section of the fan
club website in a preferred retailer net-
work of stores that offer benefits to our
members. Your store will also be listed
exclusively in the fan club magazine.

Do you have a customer looking for
that one supplement to finish his collec-
tion, yetyou cannot seem to find it? Our
Out of Print List can help you on that
quest. This page thatisupdated regularly
has every out of print White Wolf title in
existence. Stop wasting time on the phone
or hunting through catalogs. With a click
of button, you can know immediately if

it’s still available.



R4

APRIL

e

world of dackness releases

Victorian Age |
Companion™

Gaslights and
Gentlemen

The Victorian era wit-
nessed the birth of the
vampire, raising him from a
marauding fiend of the night
to a figure of Gothic emi-
nence. The era’s secrets,
however, still lurk in darkness
like terrors shrouded by London’s fog. Further r
mysteries await in the night, ready (and wait- |-
ing...) for the Kindred to unearth them.

The Empire andthe
BarbarousLands

The Victorian Age Companion picks up

where Victorian Age: Vampire™ leaves off,
detailing further aspects of Victorian life and
unlife. Unveiling such concepts as bloodlines,
Kindred interests in mortal trends and the
technology of the times, the Victorian Age
Companion provides a wealth of historical
information that adds a degree of Gothic detail
to any Victorian Vampire® chronicle.
ISBN: 1-58846-238-2 Stock #: WW2472
Retail Price: $24.95 U.S. Page Count: 160
Authors: Ann Sullivan Braidwood, Mark Cenczyk,

Genevieve Cogman, Daniel L. Quackenbush,

Mikko Rautalahti and W. Van Meter
Developer: Bruce Baugh

i

Exalted:The
Abyssal

Borninthe
Shadowlands

Black disciples of the
Deathlords, the Abyssal Ex-
alted are the mailed fist of
the dead. And yet they are
also human, and many are
tormented by the curse of
their unholy power. Some
walk among men as harbingers of the
Deathlords, while others rebel against their
destiny and ride as forlorn heroes of the living.
Are the Abyssal Exalted the ultimate weapon
of Oblivion or its ultimate nemesis?

BorntoDestroy

The third in the series of hardbacks that
makes the other types of Exalted available for
play, Exalted: The Abyssal includes extensive
detail on the underworld and the Deathlords
— and the Abyssal Exalted as players’ char-
acters. Inside is everything needed to portray
these servants of darkness, from their black
curse to rules for their powerful necromancy.
ISBN: 1-58846-665-5 Stock #: WW8813
Retail Price: $29.95 U.S. Page Count: 224

Authors: Richard E. Dansky, Michael Kessler,
Michael Goodwin, Bryan Armor, Jim Kiley, Ellen P.

Kiley, Dawn Elliot and Scott Taylor
Developer: Geoffrey C. Grabowski

L ERALTED 2

Dark Ages:
Lasombra™
(Dark Ages
ClanNovel#5)

The Fate of the
Second Rome

The situation in
Constantinople has
degenerated into sheer
chaos, asvampires of every
stripe prey on the ruined metropolis.

Lucita, the young envoy of Clan Lasombra,
is caught in the middle and cut off from her
elders in Europe. Alone, she faces the
impossible task of making the city her own,
lest she become another victim in the War of
Princes.

Aboutthe Author

David Niall Wilson is an accalimed horror
writer and a past president of the Horror
Writers Association (HWA). He is the author
of the Grails Covenent Trilogy.

ISBN: 1-58846-820-8 Stock #: WW11208
Retail Price: $6.99 U.S.  Page Count: 288
Author: David Niall Wilson
Editor: Philippe Boulle
Cover Artist: John Bolton

Joek ages

@

Mage®
Ethergoggles

Sailthe Ether

Journey through
Etherspace with the help of
your trusty Ethergoggles.
Onward to Victoria Station!

Sturdy Goggles

These high-quality

goggles are manufactured

by Ford Halcyon and have been custom
modified into Ethergoggles.

Stock #: WW5606

Retail Price: $64.95 U.S.
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Kindred of the
Ebony
Kingdom

™

DomainslLong
Hidden

Africahaslongbeen abas-
tion of mystery inthe World of
Darkness®. Finally, the do-
mains south of the Sahara are
revealed — and the laws of
Western Kindred hold no water here. Out of the
Kingdom of the secretive Laibon come the mon-
strous Guruhi, the atavistic Naglopers and the
wise Akunanse — and untold other horrors.

Still Children of Caine?

Created in the tradition of Kindred of the
East™, Kindred of the Ebony Kingdom offers
an all-new take on the race of Caine. Although
presumably still descended from the First Vam-
pire, the Kindred of Africa have evolved a very
% different society — one completely alien to

@ WesternKindred. Many mysteries of the Cainite
race play out here in the Ebony Kingdom, and
justas many rise to take their place. Hardcover
ISBN: 1-58846-239-0 Stock #: WW2441
Retail Price: $29.95 U.S. Page Count: 224

Authors: Dale Donovan, James Lowder,
Ari Marmell, et. al.
Developer: Justin Achilli

Hunter:The
Infernal™

The EndIs Nigh

They say angels once re-
belled against God and were
cast out of Heaven. Hunters
don’t know if the scripture
getsitright, butthey do know
one thing: Darkness has
fallen and it’s Hell on Earth.
Things that can be called no
less than demons walk among us, tempting the
righteous, corrupting the innocent and orches-
trating the end of the world. Can they be
stopped before the Devil gets his due?

Repent! Repent!

Hunter: The Infernal explores the blasphe-
mous realm of demons as hunters desperately
seek out devils’ strengths, fears and weak-
nesses. But the tempters have discovered
hunters, too, and are willing to strike a bar-
gain. Can hunters possibly drive the host of
hell from the face of the Earth? If they can’t,
there will be hell to pay.

ISBN: 1-58846-710-4 Stock #: WW8137
Retail Price: $17.95 U.S. Page Count: 112
Authors: Rick Chillot, Steve Kenson, Mike Lee
and Adam Tinworth
Developer: Ken Cliffe
Cover Artist: Alex Maleev

world of darckness releases

Book of
Auspices™

The Five Faces of
Luna

Thetrickster, the shaman,
the judge, the bard, the
warrior. Each werewolf fol-
lows one of the five
auspices, according to the
blessings of the moon. A
werewolf has a great obli-
gation to follow the ways of his birth-moon —
and it isn’t all in vain, for if he is true to his
moon, he can reap great rewards.

The Five Paths of the Wolf

Book of Auspices deals with the five aus-
pices of the Garou in never-before-seen detail.
Learn the various duties of the Theurge, the
greatest Gifts of the Philodox, or the secret
tricks of the Ahroun. Use new moon-granted
powers to enhance your abilities, or delve
deeply into what it means to be born under an
auspice. Walk one road or walk them all.
Each is its own path to glory.

ISBN: 1-58846-315-X Stock #: WW3812
Retail Price: $19.95 U.S. Page Count: 128
Authors: Matt McFarland, Deena McKinney
and Julian Mensch
Developer: Ethan Skemp
Artists: Steve Prescott and Ron Spencer

e

Demon:
Saviorsand
Destroyers™

APrayerforthe
Faithful

Demons walk the earth.
They hide in the hearts of the
tormented and the depraved,
hungry for the faith of man-
kind. In an age of cynicism
and science, they believe themselves forgotten,
free to work their wiles without fear of reprisal.
Butthere are those who recognize the signs ofthe
infernal in the world, men and women who see
the spirits of the Abyss for what they truly are and
realize what must be done. For the sake of the
world, they confrontthe fallen and return themto
the Pit of Hell, no matter the cost.

A Curseuponthe Damned

Demon: Saviors and Destroyers details the
origins and desperate struggles of the world’s
demon hunters, men and women who place
their lives — and souls — on the line to pull the
Earth back from the brink of ruin.

ISBN: 1-58846-754-6 Stock #: 8220
Retail Price: $16.95 U.S. Page Count: 96
Authors: William Brinkman, Micah Chandler,
Rick Chillot and Chuck Wendig
Developer: Mike Lee
Cover Artist: John VanFleet

The InfiniTtMe
Tapestry

Once, mages boldly trod
the many paths to the
Otherworlds, creating new
realities at whim. Those
roads are now closed. The
Avatar Storm not only haz-
ards the Gauntlet between
worlds, it scours whole realms. The maps the
Traditions once devised to navigate these
perilous realms are useless; whole new reali-
ties now exist beyond the barrier. Even the
Masters are missing, their wisdom lost to the
latest generation of Awakened.

Forging Paths Anew

A new era of exploration dawns as Tradi-
tion mages once more seek to pierce the
Gauntlet and wrest magical secrets from the
spirit worlds, to find what was lost and bring it
back to their own reality, to once more awaken
a bitter, apathetic world to magic. To do so,
however, they must travel to the source and
survive its chaotic, unstable spiritscape.

ISBN: 1-58846-409-1 Stock #: WW4632
Retail Price: $24.95 U.S. Page Count: 192
Authors: Brian Campbell, Stephen Michael
DiPesa, Sam Inabinet, and Matt McFarland
Developer: Bill Bridges
Artists: Lawrence Snelly, Alex Sheikman,
Leif Jones, Langdon Foss

Roadof
Heaven™

ChosenorCursed?

God cursed Caine, but
also laid His mark upon our
Dark Father. We Cainites
bear that mark even still.
Many undead ignore our
responsibility to the All-
Mighty, but some of us do
God’s work here on Earth,
night after night, until He sees fit to release
us. We are agents of divine justice, mercy
and retribution. We are the Faithful.

Devils or Angels?

Inthe third of the Road Books for Dark Ages:
Vampire™, we examine the Crusaders, priests,
monks and penitents of the clans of Caine.
Road of Heaven contains the history and
secrets of the Faithful, along with information
on their role in the War of Princes™. God
works in mysterious ways, indeed.

ISBN: 1-58846-285-4 Stock #: WW20032
Retail Price: $16.95 U.S. Page Count: 96
Author: C. A. Suleiman
Developer: Matthew McFarland
Cover Artist: John Bolton
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Demon:The
SevenDeadlies™
(Trilogy of the |
Fallen™,Book2)

Lovethe Sin, Hate
the Sinner

Gaviel, a smooth-talking
demon who made his way
out of hell, finds himself play-
ingthe partof Noah Wallace,
son and heir apparent to a televangelist mis-
sion with more greed than ethics. A perfect
cover for a devil on the make! But when Gaviel
runs afoul of other freed demons and the
schemes of the mysterious Earthbound, he may
have to forego his comfortable new life and
return to the war.

Aboutthe Author

Greg Stolze is the author of countless
roleplaying products, both for White Wolf and
other top publishers. His fiction has appeared in
Adventure!™ and Demon: Lucifer’s Shadow™.

ISBN: 1-58846-806-2 Stock #: WW10091
Retail Price: $6.99 U.S.  Page Count: 288
Author: Greg Stolze Editor: Philippe Boulle
Cover Artist: Steve Elliss

world of dackness releases

Vampire: Slave
Ring"(Clan
BrujahTrilogy™,
Book 1)

InChainsofBlood

In the Final Nights™, Theo |8
Bell is the take-no-prisoners
enforcer of the Camarilla, a
vampire leading the battle
against the Sabbat and the
rot within the Camarilla itself. In his breathing
days, he was a slave and rebel in the Antebel-
lum South. Now, memories of those days, and
his early nights as a neonate in Victorian
London, haunt his existence.

Aboutthe Author

Tim Dedopulos is the author of numerous
storytelling game books, Tribe Novel: Glass
Walkers™ and the acclaimed Hunter:
Apocrypha™.

ISBN: 1-58846-814-3 Stock #: WW11120
Retail Price: $6.99 U.S. Page Count: 288
Author: Tim Dedopulos
Editor: Philippe Boulle

Demon:The
Fallen™
Mousepad

They Walk
AmongUs

The fallen walk the Earth.
Do they seek redemption or
stoke the fires of rebellion
once again? Keep track of
them with your Demon: The
Fallen mousepad. They’re never farther away
than your computer.

Your Computer’s Inner
Demon

White Wolf introduces this 3/16-inch-
thick computer mousepad with a heavy-duty
rubber backing. Each mousepad features
the Demon: The Fallen logo and artwork.

Retail Price: $12.95 U.S. Stock #: WW5585

JUNE

Dark Ages:
Spoils of War™

Tothe Victors Go
the Spoils

Whetherit’sa Holy War or
battle of succession, strife
brings opportunity. The in-
habitants of the Dark
Medieval™, mortal and su-
pernatural, are rarely
satisfied with whatthey have.
Call it what you like — a righteous cause or an
ancient grudge — war is hell, but the rewards
can be worth the risks. Do you have the cour-
age, the intelligence and the skill to lead an
army to victory?

The Victor Writes History

Dark Ages: Spoils of War is the sister title to
Right of Princes™ and contains information on
how to raise an army, attack and overtake a
foe’s holdings, and beat an enemy through
stealth, diplomacy and assassination. It con-
tains information on both the historical and
supernatural applications of war in the Dark
Medieval, and how players can turn these
weapons to their characters’ advantage.
ISBN: 1-58846-286-2 Stock #: WW20046
Retail Price: $19.95 U.S.  Page Count: 128

Avuthors: Chris Hartford, Ari Marmell,
Lisa J. Steele and Chuck Wendig
Developer: Matthew McFarland

afk!lgis
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Dark Ages:
Ravnos™(Dark
AgesClan
Novel#6)

Alone Before the
Inquisition
Theyoung vampire Zoe has
lost everything. The city she
knew has been sacked and
she has fled. Her trusted sire has fallen to the
torches of the Inquisition. Her faith has been
eaten by the Followers of Set. Now, all she
wants is revenge on her fellows and on the
world as awhole. Can Anatole, the mad priest
among Cainites, save her soul? Or will he just
damn her all the more?

About the Author

SarahRoark s the author of many roleplaying
products and her short fiction has appeared in
Veil of Night™ and Demon: Lucifer’s Shadow™.
Dark Ages: Ravnos is her first novel.

ISBN: 1-58846-823-2 Stock #: WW11210
Retail Price: $6.99 U.S. Page Count: 288
Author: Sarah Roark
Editor: Philippe Boulle
Cover Artist: John Bolton

Pk ages

Exalted™ [ —
Abyssals \
T-shirt | =

Harbingersor
Heroes?

Black disciples of the
Deathlords, the Abyssal Ex-
alted are the mailed fist of
the dead. Tormented by
their unholy power, they must decide be-
tween becoming the ultimate weapon of
Oblivion or its ultimate nemesis.

Play Exalted... OrElse

White Wolf introduces these new T-shirts
heralding the release of Exalted: The
Abyssals. These shirts are high-quality, white,
Fruit of the Loom heavy T’s featuring original
artwork from Exalted: The Abyssals. Avail-
able in Large, XL and XXL.

Stock #: L — 5916, XL — 5917, XXL — 5918
Retail Price: $21.95 U.S.
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Succubus
Club:Dead
Man’sParty™

Everyone’sInvited

The Damned are solitary
monsters, contriving elabo-
rate social situations for
themselves to deny the
prominence of the Beast.
Parties and other social af-
fairs from graceful soirees
to brutal Sabbat ritae are the foundation of
undead reputation. Hosting such affairs,
whether as a pack priest or as a nascent
prince, can be as arduous a process as
claiming a domain.

The Beautifuland Damned

For players looking to enhance their charac-
ters’ status or reputation, Succubus Club: Dead
Man’s Party is an invaluable resource. Covering
all the stages of planning a social affair from
concept to implementation (and aftermath...),
§ this title is invaluable for players who want to
participate inthe grandiose social structure ofthe
undead. This book contains information useful to
% Kindred ofallclans, sects, ages and generations.

| ISBN: 1-58846-240-4 Stock #: WW2409
Retail Price: $16.95 U.S. Page Count: 96

Authors: Rick Chillot, Christopher Kobar
and Jon Wilkie
Developer: Justin Achilli
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Ruins of
Rathess™

Ruins of the
DragonKings

They teem with terrible
predatory lizards, poison-
ous plants and hobgoblins.
Yet men come to the ruins of
Rathess, the last, great city
ofthe Dragon-Kings, to hunt
among its tumbled towers
for trinkets of power. This is the fallen capital
of a race of god-lizards that were old when
man was young. To those who can uncover its
secrets, Rathess is a fortress and a treasure
trove. To those who cannot, it is a tomb.

Relics of the Time before Man

Ruins of Rathess contains information about
the crumbling capital of the Dragon Kings, and
the hazards that travelers to that forbidden city
face. Itis both an adventure reference for Story-
tellers and a setting resource for players. Rathess
is a deadly place, its menace offset only by the
vast rewards that await those who survive it. Can
even the Exalted dare these jungle ruins?
ISBN: 1-58846-666-3 Stock #: WW8824
Retail Price: $16.95 U.S. Page Count: 96

Authors: James Maliszweski and John Snead

Developer: Geoffrey C. Grabowski

world of darkness releases

Tribebook:
Silver Fangs™
(Revised
Edition)

The Wolf-Kings

Even before humans
knew what kings and
princes were, they were the
lords of the Garou. They
commanded the respect of
their warriors, and led each charge against
the Great Enemy. Now itis the End Times, and
much of the strength has gone out of them —
but to the end, they will fight to be worthy of
their kingship. They are nobles among
werewolves — the Silver Fangs.

Uneasy Liesthe Head

The Revised Tribebook series comes to the
lords of the Garou Nation, the Silver Fangs —
and much has changed. Will the Silver Fangs
succumb to the growing illness that eats at the
roots of the tribe, and fall from grace? Or will
they cut out the rot and lead the final charge
on newly strong legs? Find out within....
ISBN: 1-58846-316-8 Stock #: WW3860
Retail Price: $17.95 U.S. Page Count: 104

Author: Bill Bridges
Developer: Ethan Skemp
Atrtists: Steve Prescott and Alex Shiekman

Vampire:The
Wounded
King"
(Victorian
AgeTrilogy™,
Book 3)

A Methuselah’s
Hunger, An
Empire’s Despair

Regina Blake and Victoria Ash return to
London to find its night society in chaos.
Mithras, the city’s ancient and powerful
Kindred prince has come unhinged and
hungers for the blood of his own kind. The
Tremere of England move to depose the mad
prince, and his aids and take power for
themselves. Can one woman restore order
before the streets run red with blood? Does
she even want to?

Aboutthe Author

Philippe Boulle is the one-time developer
of Dark Ages: Vampire™ and Kindred of the
East™. He is also the author of Vampire: A
Morbid Initiation™ and Tribe Novel:
Red Talons™.
ISBN: 1-58846-830-5 Stock #: WW11192
Retail Price: $6.99 U.S. Page Count: 288

Author: Philippe Boulle
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__ Clanbook: Assamite Revised

b .1._|_
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__Vampire: The Masquerade (2300)

1-56504-249-2 $29.95 US
__Vampire Revised CD-Rom (5720)

1-56504-167-4 $49.95 US
__Archons & Templars (2425)

1-58846-224-2 $19.95 US
__Art of Vampire:

The Masquerade (2298)

1-56504-209-3 $14.95 US
__Blood Magic:

Secrets of Thaumaturgy (2106)

1-56504-246-8 $19.95 US

__Blood Sacrifice:

The Thaumaturgy Companion (2423)

1-58846-222-6 $14.95 US
__Book of Nod (2251)

1-56504-078-3 $10.95 US
__Caine’s Chosen:

The Black Hand (2428)

1-58846-236-6 $16.95 US
__ Cairo by Night (2410)

1-58846-215-3 $15.95 US

__Chicago Chronicles Volume 2 (2235)

1-56504-220-4 $20.00 US

__Cities of Darkness Volume 3 (2624)

1-56504-235-2 $16.00 US
(2359)

1-56504-256-5 $14.95 US

__Clanbook: Brujah Revised (2351)

1-56504-267-0 $14.95 US
__ Clanbook:

Followers of Set Revised (2360)

1-58846-204-8 $14.95 US

__Clanbook: Gangrel Revised (2352)

1-56504-265-4 $14.95 US
__Clanbook: Giovanni Revised  (2363)
1-58846-207-2 $14.95 US

__Clanbook: Lasombra Revised (2362)

1-58846-201-3 $14.95 US

__ Clanbook: Malkavian Revised (2353)

1-56504-268-9 $14.95 US

__Clanbook: Nosferatu Revised (2354)

1-56504-266-2 $14.95 US

__ Clanbook: Ravnos Revised (2364)

1-58846-209-9 $14.95 US
__Clanbook: Setite Revised (2360)
1-58846-204-8 $14.95 US

__Clanbook: Toreador Revised  (2356)

1-56504-269-7 $14.95 US

__Clanbook: Tremere Revised (2357)

1-56504-254-9 $14.95 US

__Clanbook: Tzimisce Revised (2361)

1-58846-202-1 $14.95 US

__Clanbook: Ventrue Revised (2358)

1-56504-255-7 $14.95 US
__Counsel of Primogen, The (2429)
1-58846-237-4 $19.95 US

__Dirty Secrets of the Black Hand (2006)

1-56504-210-7 $18.00 US
__Encyclopedia Vampirica (2440)
1-58846-227-7 $49.95 US
__Ghouls: Fatal Addiction (2021)
1-56504-230-1 $15.00 US
__Gilded Cage, The (2420)
1-58846-216-1 $15.95 US

__Giovanni Chronicles IV:

Nuova Malattia (2097)
1-56504-252-2 $19.95 US
__Giovanni Saga 1, The (2098)
1-56504-253-0 $17.95 US
__Guide to the Anarchs (2424)
1-58846-223-4 $25.95 US
__Guide to the Camarilla (2302)
1-56504-261-1 $25.95 US
__Guide to the Sabbat (2303)
1-56504-263-8 $25.95 US
__Havens of the Damned (2426)
1-58846-225-0 $14.95 US
__ Mexico City by Night (2412)
1-58846-228-5 $17.95 US
__Midnight Siege (2422)
1-58846-219-6 $19.95 US
__ New York by Night (2411)
1-58846-218-1 $17.95 US

__Revelations of the Dark Mother (2024)

1-56504-237-9 $10.95 US
__Sins of the Blood (2421)
1-58846-217-X $17.95 US
__ State of Grace (2427)
1-58846-234-X $17.95 US
__Time of Thin Blood, The (2101)
1-56504-245-X $15.95 US

__Vampire Storytellers Companion (2301)

1-56504-259-X $14.95 US

__Vampire Storytellers Handbook

(Revised Edition) (2304)

1-56504-264-6 $25.95 US
L\l

__Victorian Age: Vampire (2470)

1-58846-229-3 $26.95 US

__London by Night (2471)

1-58846-230-7 $19.95 US

a’lll BTBRNAL STRUSSLE

A Collectible Card Game Inspired
by Vampire: The Masquerade

__Sabbat War Booster Pack (2556)

1-56504-479-7 $2.75 US
__Sabbat War Booster Pack

Display (2555)

1-56504-478-9 $99.00 US
__Final Nights Starter Deck:

Assamite (2563)

1-56504-463-0 $9.95 US
__Final Nights Starter Deck:

Giovanni (2564)

1-56504-464-9 $9.95 US
__Final Nights Starter Deck:

Ravnos (2565)

1-56504-465-7 $9.95 US
__Final Nights Starter Deck:

Setite (2566)

1-56504-466-5 $9.95 US
__Final Nights Starter

Deck Display (2562)

1-56504-462-2 $79.60 US

__Kindred of the East

__ Final Nights Booster Pack (2561)

1-156504-481-9 $2.75 US

__ Final Nights Booster Display  (2560)

1-156504-480-0 $99.00 US
__ Bloodlines Booster Pack (2576)
1-56504-468-1 $2.75 US

__Bloodlines Booster Pack Display (2575)

1-56504-467-3 $99.00 US
__ Camarilla Edition Booster
Pack Display (2592)
1-58846-033-9 $99.00 US
__ Camarilla Edition Starter
Deck Display (2585)
1-58846-026-6 $59.70 US
__ Camarilla Edition
Booster Pack (02593)
1-58846-034-7 $2.75
__ Camarilla Edition Starter Deck:
Ventrue (2591)
1-58846-032-0 $9.95
__ Camarilla Edition Starter Deck:
Tremere (2590)
1-58846-031-2 $9.95
__ Camarilla Edition Starter Deck:
Toreador (2589)
1-58846-030-4 $9.95
__ Camarilla Edition Starter Deck:
Nosferatu (2588)
1-58846-029-0 $9.95
__ Camarilla Edition Starter Deck:
Malkavian (2587)
1-58846-028-2 $9.95
__ Camarilla Edition Starter Deck:
Brujah (2586)
1-58846-027-4 $9.95

(2900)

1-56504-232-8 $25.00 US

__Dharma Book: Bone Flowers  (2905)

1-56504-240-9 $14.95 US

__Dharma Book: Devil-Tigers (2904)

1-56504-239-5 $14.95 US
__Dharma Book:

Resplendent Cranes (2908)

1-58846-221-8 $14.95 US
__Dharma Book:

Thousand Whispers (2906)

1-58846-200-5 $14.95 US
__Dharma Book:

Thrashing Dragons (2907)

1-58846-211-0 $14.95 US
__Half-Damned: Dhampyr (2920)

1-56504-247-6 $13.95 US
__Heresies of the Way (2922)

1-58846-232-3 $19.95 US
__Killing Streets (2930)

1-58846-208-0 $15.95 US

__Kindred of East Companion (2901)

1-56504-223-9 $19.95 US
__San Francisco by Night (2921)
1-58846-231-5 $17.95 US
__Shadow War (2903)
1-56504-227-1 $15.95 US
__Thousand Hells, The (2902)
1-56504-226-3 $17.95 US

©2)




__Veil of Night (2832) __ Silver Record, The (3210)

ark 1-58846-206-4 $25.95 1-56504-307-3 $14.95 US
aﬁ __Wind from the East: __Subsidiaries: A Guide to Pentex(3211)
AMPIRE The Mongols (2828) 1-56504-358-8 $17.95 US
1-56504-271-9 $14.95US _ Tribebook: Black Furies Revised (3851)
__ Dark Ages: __Wolves of the Sea (2820) 1-56504-389-8 $14.95
Vampire Revised Edition (20000) 1-56504-298-0 $14.95 US __Tribebook: Bone Gnawers
1-58846-276-5 $29.95 US Revised (3852)
__Ashen Cults (2835) 1-58846-300-1 $14.95 US
1-58846-213-7 $14.95 US __Tribebook:
__Ashen Knight, The (2826) Children of Gaia Revised (3853)
1-56504-241-7 $17.95 US 1-58846-303-6 $14.95 US
__Ashen Thief, The (2827) __Tribebook: Fianna Revised (3854)
1-56504-236-0 $14.95 us  _ Werewolf: The Apocalypse 1-58846-306-0 $14.95 US
Bitter Crusade (2833) (Revised) (3801) rripebook: Get of Fenris
T 1-58846-214-5 $15.95 US lA' 56504-365-0 $29-(2(5)$’25) Revised (3855)
__ Cainite Heresy (2819) — /nanasi 1-58846-312-5 $14.95 US
1-56504-296-4 $15.95 US 1‘56f5°4'359'|$ $h | 17-(223’35) __Tribebook: Glass Walkers
. : __Artof Werewolf: The Apocalypse Revised 3856
__Clanbook: Baali (2817) ( )
1-56504-213-1 $12.00us ~ 158846-302-8 $14.95US  1.58846-308-7 $15.95 US
Clanbook: Cappadocian (2805) — Book of the City (3811)  _ Tribebook: Red Talons Revised (3857)
T 1-56504-280-8 $12.00us ~ 158846-310-9 $19.95US  1.58846-309-5 $15.95 US
: Book of the Weaver (3209) Tribebook: Shadow Lord
__Clash of Wills (2810) — __ Irnibepbook: shadow Lords
1-56504-289-1 $s.00us ~ 156504-311-1 $19.95US  Revised (3858)
Book of the Wyld (3113) 1-58846-311-7 $15.95 US
Dark Ages Europe 20020 —
- 1-5884%-27;-Xp $2(1.95 us) 1-56504-367-7 $17.95US _ Tribebook: Silent Striders
. i Chronicle of the Black Labyrinth(3404) Revised (3859)
Dark Ages: Inquisitor 20004 —
— L aeas 280 X $2é.95 ) T 1.56504-314-6 $12.95US  1.58846-314-1 $17.95 US
. Corax (3077) Werewolf Chronicles Volume 1 (3207)
Dark Ages: Mage 20002 — —
— L ER8A% 2040 $2E;.95 us) 1-56504-337-5 $15.00 US 1-56504-321-9 $15.00 US
Dark Ages: __Croatan Song (3112) __ Werewolf Chronicles Volume 2 (3208)
- Right of Princes (20045) 1-56504-388-X $17.95 US 1-56504-322-7 $15.00 US
1-58846-283-8 $19.95 Us __ Freak Legion: __ Werewolf Players Guide
. . A Players Guide to Fomori (3066) Second Edition (3108)
— Dark Ages: Vampire 1-56504-350-2 $12.00 US -56504-352-
Storytellers Companion (20003) 1-56504-352-9 $25.00 US
1-58846-278-1 $14.95Us _ Guardians of the Caerns (3212) _ werewolf Storytellers Companion
Dark Ages: Werewolf (20005) 1-56504-360-X $15.95 US Revised (3802)
T 1-58846-284-6 $29.95Us — Gurahl (3079) 1-56504-323-5 $14.95 US
__ Erciyes Fragments, The (2818) 1-56504-339-1 $17.95US  __ werewolf Storytellers Handbook
1-56504-297-2 $14.95US Hengequal: Revised Edition (3804)
__Fountains of Bright Crimson (2825) Shapeshifters of the East X (3063) 1-58846-304-4 $25.95 US
1-56504-270-0 $7.95 US 1-56504-338-3 $20.00US __ waorld of Rage, A (3213)
__House of Tremere (2829) — 1K'2205|§4U§§éng Heroes $15(C:)387U4S) 1-56504-362-6 $19.95 Us
1-56504-272-7 $19.95 US ) ) i :
. . Li f the Tri Vol 2
— Iberia by Night (2834)  — 1|-t5ag)5l(())4-t3(e)4-rslabes oume 220(88 ?Js)
1-58846-212-9 $19.95 US : X :
__Jerusalem by Night (2821) — il_tsag)sl&fl_tgg;r;bes Volume ;22%3%38)
1-56504-299-9 $17.95 US :
. hy __Mokolé (3081) _
__ Libellus Sanguinis | (2807) 1-56504-306-5 $19.95 Us — Mage: The Ascension (4600)
1-56504-286-7 $15.00 US Naaah ( 3084) 1-56504-405-3 $29.95 US
__Libellus Sanguinis Il (2823) — 1—596504—348—0 __ Bitter Road, The (4044)
1-56504-203-4 $15.95 US 1-56504-407-X $17.95 US
Libellus Sanguinis IV (2830) 1-56504-336-7 $12.00 US Blood Treach (4046)
— ) __Blood Treachery
1-58846-205-6 $15.05 U — e O o e Aoy Y T 1-56504-409-6 $14.95 US
__Liege, Lord and Lackey (2806) . . ) __Book of Madness, The (Revised) (4602)
1-56504-281-6 $15.00US — i?gg‘agzgc_i.sagayers GU|de$19(S>581U08) 1-56504-422-8 $19.95 US
__Road of Kings (20031) Rage Across Egypt (3114) — Convention Book:
1-58846-281-1 $1595Us — 1-58846-302-X $17.95 US Iteration X Revised (4035)
__Road of the Beast (20030) Rage Across the Heavens '(3110) 1-56504-441-X $14.95 US
1-58846-280-3 $15.95US — 1—596504—309—X $19.95US — Dark Ages: Mage (20002)
__Transylvania by Night (2808) Rage Across the World ’ 1-58846-404-0 $26.95 US
1-56504-287-5 $18.00 US —Voﬁjme 1 (3069) — Dead Magic (4045)
_ lT"rg;);Ix?ma Chronicles 3: 2813) 1.56504-319-7 $20.00 US 1—56504—498—? $19.95 US
__Rage Across the World — Dead Magic 2: .
1-56504-292-1 $15.95 US Volume 3 (3071) Secrets and Survivors (4048)
__Transylvania Chronicles 4: 1-58846-406-7 $21.95 US
1-56504-324-3 $18.00 US =
The Dragon Ascendant (2814) Ratki 3080 __Digital Web 2.0 (4016)
1-56504-293-X $15.95 Us  — Rawkin (8080) = S6504-426-6 $16.00 US
1-56504-342-1 $19.95 US
__Under the Black Cross (2836) Rokea (3083 — Dragons of the East (4047)
1- 46-275-7 15. — - - -
°8846-275 $15.95US ) 56504-364-2 $17.95ys ~ 156504-428-2 $19.95US
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White Wolf Publishing, Inc.

E R S O N A L

1554 Litton Drive

White Wolf Publishing and Sword and Sorcery Order Form (Apr to Jun)

Stone Mountain, Georgia 30083  1.800.454.WOLF

Name

Address

City

Phone

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

Qty

Product Name

VICTORIAN AGE COMPANION

Stock #
2472

ISBN
1-58846-238-2

Imprint

VAMPIRE

Month
APR

US Price
$24.95

Total

KINGDOM OF THE EBONY KINGDOM

2441

1-58846-239-0

VAMPIRE

MAY

$29.95

SUCCUBUS CLUB: DEAD MAN’S PARTY

2409

1-58846-240-4

VAMPIRE

JUN

$16.95

THE WOUNDED KING (VICTORIAN 3)

11192

1-58846-830-5

VAMP'RE FICTION

JUN

$6.99

SLAVE RING (BRUJAH 1)

11120

1-58846-814-3

VAMPIRE FICTION

MAY

$6.99

ROAD OF HEAVEN

20032

1-58846-285-4

DARK AGES

MAY

$16.95

DARK AGES: SPOILS OF WAR

20046

1-58846-286-2

DARK AGES

JUN

$19.95

DARK AGES: LASOMBRA (DA CLAN NOVEL 5)

11208

1-58846-820-8

DARK AGES FeToN

APR

$6.99

DARK AGES: RAVNOS (DA CLAN NOVEL 6)

11210

1-58846-823-2

DARK AGES FeToN

JUN

$6.99

BOOK OF AUSPICES

3812

1-58846-315-X

WEREWOLF

MAY

$19.95

TRIBEBOOK: SILVER FANGS

3860

1-58846-316-8

WEREWOLF

JUN

$17.95

THE INFINITE TAPESTRY

4632

1-58846-409-1

MAGE

MAY

$24.95

MAGE: ETHER GOGGLES

5606

MAGE MERCHANDISE

APR

$64.95

DEMON: SAVIORS & DESTROYERS

8220

1-58846-754-6

DEMON

MAY

$16.95

THE SEVEN DEADLIES (FALLEN 2)

10091

1-58846-806-2

DEMON FICTION

MAY

$6.99

DEMON MOUSEPAD

5585

DEMON MERCHANDISE

MAY

$12.95

HUNTER: THE INFERNAL

8137

1-58846-710-4

HUNTER

MAY

$17.95

EXALTED: THE ABYSSAL

8813

1-58846-665-5

EXALTED

APR

$29.95

RUINS OF RATHESS

8824

1-58846-666-3

EXALTED

JUN

$16.95

EXALTED T-SHIRT (LARGE)

5916

EXALTED MERCHANDISE

JUN

$21.95

EXALTED T-SHIRT (X-LARGE)

5917

EXALTED MERCHANDISE

JUN

$21.95

EXALTED T-SHIRT (XX-LARGE)

5918

EXALTED MERCHANDISE

JUN

$21.95

THE SERPENT CITADEL

8334

1-58846-144-0

SCARRED LANDS

APR

$10.95

BLOOD BAYOU

8328

1-58846-145-9

SCARRED LANDS

JUN

$18.95

REALMS OF NORRATH: FREEPORT

16510

1-58846-128-9

EVERQUEST

APR

$23.95

BEFALLEN

16520

1-58846-129-7

EVERQUEST

MAY

$10.95

REALMS OF NORRATH: EVERFROST PEAKS

16511

1-58846-131-9

EVERQUEST

JUN

$26.95

MINDSCAPES

16151

1-58846-109-2

MALHAVOC PRESS

MAY

$18.95

WHEN THE SKY FALLS

16121

1-58846-061-4

MALHAVOC PRESS

JUN

$13.95

RAVENLOFT GAZETTEER Il

15022

1-58846-086-X

RAVENLOFT

APR

$24.95

ADVENTURE ATLAS: STONE KEEP

16700

1-58846-134-3

SWORD & SORCERY

MAY

$15.95

ORDER BOOK: MICHAELITES

17005

1-58846-073-8

ENGEL

JUN

$19.95

RAISE THE DEAD

8377

1-58846-096-7

NECROMANCER

APR

$15.95

MORRICK MANSION

8378

1-58846-097-5

NECROMANCER

MAY

$13.95

ABERRATIONS

8379

1-58846-095-9

NECROMANCER

JUN

$13.95

©2003. White Wolf is a registered trademark of White Wolf Publishing, Inc. All trademarks are owned by White Wolf Publishing Inc. All rights reserved.
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White Wolf Publishing and Sword and Sorcery Pre-Order Form (Jul to Sep)
White Wolf Publishing, Inc. 1554 Litton Drive  Stone Mountain, Georgia 30083  1.800.454.WOLF

WHITE WoLF

p_E R S O N A |

Name

Address

City

Phone

More information on these future titles in the next White Wolf Quatrterly.
PLEASE INDICATE ON THIS ORDER FORM THE ITEMS YOU WOULD LIKE TO PRE-ORDER AND GIVE IT TO YOUR RE-

Qty Product Name Stock #  ISBN Imprint Month  US Price Total
CHAINING THE BEAST 2432 1-58846-241-2 VAMPIRE JUL $19.95
LEATHER JACKET 5914 VAMPIRE MERCHANDISE JUL $99.95
LAIR OF THE HIDDEN 2430 1-58846-242-0 VAMPIRE AUG | $21.95
VAMPIRE: THE OVERSEER (BRUJAH 2) 11121 | 1-58846-815-1 VAMPIRE FICTION SEP $6.99

VAMPIRE: CLAN NOVEL SAGA (VOL. 1) 11270 | 1-58846-845-3 VAMPIRE FICTON AUG | $6.99

PLAYERS GUIDE TO THE LOW CLANS 20006 | 1-58846-287-0 DARK AGES AUG | $29.95
DARK AGES: MALKAVIAN (DACN 7) 11211 | 1-58846-831-3 DARK AGES FcToN AUG | $6.99

ROAD OF SIN 20033 | 1-58846-288-9 DARK AGES SEP $19.95
HAMMER & KLAIVE 3813 1-58846-317-6 WEREWOLF JUL $19.95
PLAYERS GUIDE TO THE CHANGING BREEDS 3807 1-58846-318-4 WEREWOLF SEP $29.95
ORDER OF HERMES (REVISED) 4664 1-58846-413-X MAGE JUL $19.95
FORGED BY DRAGON'’S FIRE 4640 1-58846-410-5 MAGE AUG | $16.95
SONS OF ETHER (REVISED) 4658 1-58846-414-8 MAGE SEP $19.95
DEMON PLAYERS GUIDE 8202 1-58846-756-2 DEMON JUL $29.95
THE WRECKAGE OF PARADISE (FALLEN 3) 10092 | 1-58846-807-0 DEMON F(CTION JUL $6.99

DAMNED AND DECEIVED 8221 1-58846-758-9 DEMON AUG | $16.95
THE EARTHBOUND 8280 1-58846-761-9 DEMON SEP $21.95
HUNTER: URBAN LEGENDS 8138 1-58846-711-2 HUNTER SEP $19.95
MANACLE AND COIN 8825 1-58846-667-1 EXALTED JUL $19.95
ASPECT BOOK: AIR 8840 1-58846-668-X EXALTED AUG | $19.95
EXALTED MOUSEPAD 5586 EXALTED MERCHANDISE AUG | $12.95
ORPHEUS 21000 | 1-58846-600-0 ORPHEUS AUG | $34.95
CRUSADE OF ASHES 21001 | 1-58846-601-9 ORPHEUS SEP $21.95
HAUNTING THE DEAD 11905 | 1-58846-837-2 ORPHEUS FcToN SEP $6.99

THE ANARCH GUIDE 5040 1-58846-519-5 MIND’S EYE THEATRE JUL $17.95
CREATURE COLLECTION REVISED 8302 1-58846-111-4 SCARRED LANDS JUL $29.95
PLAYER’S GUIDE TO WIZARDS, BARDS AND SORCERERS | 8306 1-58846-110-6 SCARRED LANDS JUL $23.95
PLAYER’S GUIDE TO FIGHTERS AND BARBARIANS 8307 1-58846-149-1 SCARRED LANDS JUL $23.95
PLAYER’S GUIDE TO CLERICS AND DRUIDS 8308 1-58846-148-3 SCARRED LANDS AUG | $23.95
PLAYER’S GUIDE TO RANGERS AND ROGUES 8309 1-58846-147-5 SCARRED LANDS AUG | $23.95
PLAYER’S GUIDE TO MONKS AND PALADINS 8305 1-58846-094-0 SCARRED LANDS SEP $23.95
SCARRED LANDS CAMPAIGN SETTING: TERMANA 8341 1-58846-142-4 SCARRED LANDS SEP $29.95
ALU’KABOR’S ARCANA 16503 | 1-58846-130-0 EVERQUEST JUL $29.95
TEMPLE OF SOLUSEK RO 16521 | 1-58846-132-7 EVERQUEST AUG | $12.95
MONTE COOK’S ARCANA UNEARTHED 16140 | 1-58846-065-7 MALHAVOC PRESS AUG | $29.95
ARCANA UNEARTHED: SCREEN & PLAYER’S GUIDE 16142 | 1-58846-059-2 MALHAVOC PRESS SEP $15.95
ANGER OF ANGELS 16131 | 1-58846-060-6 MALHAVOC PRESS SEP $21.95
RAVENLOFT DUNGEON MASTER’S GUIDE 15004 | 1-58846-084-3 RAVENLOFT JUL $34.95
RAVENLOFT TAROKKA DECK 15049 | 1-58846-090-8 RAVENLOFT AUG | $21.95
ORDER BOOK: GABRIELITES 17006 | 1-58846-074-6 ENGEL SEP $19.95
A LAMENTATION OF THIEVES 8383 1-58846-093-2 NECROMANCER SEP $18.95
DUNGEONS & DRAGONS WARCRAFT RPG 17200 | 1-58846-071-1 WARCRAFT JUL $34.95
WARCRAFT: MANUAL OF MONSTERS 17201 | 1-58846-070-3 WARCRAFT SEP $29.95

©2003. White Wolf is a registered trademark of White Wolf Publishing, Inc. All trademarks are owned by White Wolf Publishing Inc. All rights reserved.




__Fallen Tower: Las Vegas, The (4631)
1-58846-408-3 $19.95 US
__Fragile Path (4006)
1-56504-432-0 $10.95 US
__ Guide to the Technocracy (4014)
1-56504-417-7 $25.95 US
__Guide to the Traditions (4603)
1-56504-455-X $25.95 US
__Horizon: Stronghold of Hope (4012)
1-56504-425-8 $15.00 US
__Initiates of the Art (4253)
1-56504-437-1 $13.95 US
__Lost Paths | (4030)
1-56504-429-0 $17.95 US
__Mage Chronicles Volume 3 (4018)
1-56504-444-4 $17.95 US
__Mage Storytellers Companion  (4601)
1-56504-406-1 $14.95 US
__Mage Storytellers Handbook
Revised Edition (4604)
1-58846-402-4 $25.95 US
__Mage Tarot Deck (4120)
1-56504-440-1 $19.95 US
__ Manifesto: Transmissions from
the Rogue Council (4255)
1-58846-407-5 $16.95 US
__Masters of the Art (4017)
1-56504-427-4 $13.95 US
__ Spirit Ways, The (4043)
1-56504-453-3 $15.95 US
__Technocracy: Assembled
Volume 2 (4209)
1-56504-419-3 $14.95 US
__Tradition Book:
Akashic Brotherhood Revised (4657)
1-56504-456-8 $14.95 US
__Tradition Book:
Celestial Chorus Revised (4665)
1-56504-457-6 $14.95 US
__ Tradition Book:
Cult of Ecstasy Revised (4661)
1-56504-449-5 $14.95 US
__ Tradition Book:
Dreamspeakers Revised (4662)
1-58846-400-8 $14.95 US
__Tradition Book:
Euthanatos Revised (4663)
1-58846-401-6 $14.95 US
__Tradition Book: Hollow Ones  (4666)
1-58846-403-2 $15.95 US

__Changeling: The Dreaming (7300)
ISBN 1-56504-716-8 $30.00 US
__Book of Houses, The (7305)
1-56504-719-2 $18.00 US
__Book of Lost Houses, The (7311)
1-56504-483-5 $18.00
__Immortal Eyes 1: The Toybox (7200)
1-56504-703-6 $15.00 US
__Immortal Eyes 2:
Shadows on the Hill (7201)
1-56504-705-2 $15.00 US
__Immortal Eyes 3:
Court of all Kings (7202)
1-56504-713-3 $15.00 US
__Isle of the Mighty (7007)
1-56504-712-5 $22.00 US

__Kithbook: Eshu (7056)
1-56504-785-0 $15.00 US
__Kithbook: Redcaps (7055)
1-56504-482-7 $15.00 US
R
L H | |
Y HE RECKONING
__Hunter: The Reckoning (8100)
1-56504-735-4 $29.95 US
__Hunter: Apocrypha (8108)
1-56504-744-3 $14.95 US
__Hunter Book: Avenger (8103)
1-56504-739-7 $14.95 US
__Hunter Book: Defender (8104)
1-56504-740-0 $14.95 US
__ Hunter Book: Hermit (8112)
1-56504-748-6 $14.95 US
__Hunter Book: Innocent (8106)
1-56504-742-7 $14.95 US
__ Hunter Book: Judge (8107)
1-56504-743-5 $14.95 US
__Hunter Book: Martyr (8109)
1-56504-745-1 $14.95 US
__Hunter Book: Redeemer (8110)
1-56504-746-X $14.95 US
__Hunter Book: Visionary (8111)
1-56504-747-8 $14.95 US
__Hunter Book: Wayward (8113)
1-58846-703-1 $14.95 US
__Hunter: Fall from Grace (8135)
1-58846-708-2 $19.95 US
__Hunter: First Contact (8131)
1-58846-704-X $19.95 US
__Hunter: Holy War (8130)
1-58846-702-3 $15.95 US
__Hunter Players Guide (8120)
1-58846-700-7 $25.95 US

__Hunter Storytellers Companion (8101)
1-56504-736-2 $14.95 US

__Hunter Storytellers Handbook (8121)

1-58846-701-5 $25.95 US
__Hunter Survival Guide (8102)
1-56504-737-0 $19.95 US
__Hunter: The Moonstruck (8134)
1-58846-707-4 $17.95 US
__Hunter: The Nocturnal (8132)
1-58846-705-8 $15.95 US
__Hunter: The Spellbound (8136)
1-58846-709-0 $17.95 US
__Hunter: The Walking Dead (8105)
1-56504-741-9 $15.95 US
__Hunter: Utopia (8133)
1-58846-706-6 $19.95 US

__Demon: The Fallen (8200)
1-58846-750-3 $29.95 US
__Demon: City of Angels (8211)
1-58846-752-X $19.95 US
__Demon: Fear to Tread (8270)
1-58846-753-8 $19.95 US

__Demon Storytellers Companion (8201)
1-58846-751-1 $15.95 US

__ Exalted (8800)
1-56504-623-4 $29.95 US
__Book of Three Circles, The (8802)
1-58846-651-5 $17.95 US
__ Caste Book: Dawn (8830)
1-58846-653-1 $14.95 US
__ Caste Book: Eclipse (8834)
1-58846-664-7 $16.95 US
__Caste Book: Night (8833)
1-58846-662-0 $14.95 US
__ Caste Book: Twilight (8832)
1-58846-661-2 $14.95 US
__ Caste Book: Zenith (8831)
1-58846-660-4 $14.95 US
__ Creatures of the Wyld (8803)
1-58846-663-9 $19.95 US

__ Exalted Storytellers Companion (8801)

1-58846-650-7 $15.95 US
__ Exalted: The Dragon-Blooded (8811)
1-58846-656-6 $25.95 US
__ Exalted: The Lunars (8812)
1-58846-657-4 $25.95 US
__ Games of Divinity, The (8823)
1-58846-659-0 $17.95 US
__Savage Seas (8822)
1-58846-658-2 $17.95 US
__Scavenger Sons (8820)
1-58846-652-3 $15.95 US
__ Time of Tumult (8821)
1-58846-655-8 $21.95 US

(s

__ A World of Darkness

Second Edition (2226)

1-56504-207-7 $18.00 US
__ Mummy: The Resurrection (2380)

1-58846-203-X $25.95 US
__ Mummy Players Guide (2381)

1-58846-235-8 $26.95 US
__World of Darkness:

Blood and Silk (2950)

1-56504-242-5 $21.95 US
__ World of Darkness:

Blood-Dimmed Tides (3350)

1-56504-354-5 $17.95 US
__World of Darkness: Combat  (3206)

1-56504-316-2 $15.00 US
__ World of Darkness:

Demon Hunter X (2227)

1-56504-202-6 $15.00 US
__World of Darkness:

Hong Kong (2009)

1-56504-222-0 $18.00 US
__World of Darkness: Mafia (2228)

1-58846-226-9 $17.95 US
__World of Darkness:

Midnight Circus (3068)

1-56504-317-0 $15.00 US
__ World of Darkness:

The Bygone Bestiary (4802)

1-56504-491-6 $16.00 US
__World of Darkness: Tokyo (6103)

1-56504-633-1 $18.00 US
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__ Darkness Revealed 1:

Descent into Darkness (9101) w
e 1-56504-751-6 $15.95 US

__Hengeyokai: __Darkness Revealed 2:

Way of the Beast Courts 5036 Passage Through Shadow 9102
1-59846-514.4 $17.(95 US) 1565047524 $15.(95 us) — f‘é‘geé‘é‘g%og o 25(335[)03)
__Laws of the Night Revised (5013) __ Darkness Revealed 3: i haad $25.
1-56504-589-0 $19.95 US Ascent into Light (9103)
__Laws of Ascension (5022) 1-56504-753-2 $15.95 US
1-58846-500-4 $19.95US  _ Trinity: America Offline (9003)
__Laws of Ascension Companion (5033) 1-56504-762-1 $17.95 US WORLD OF DARKNESS FIC"ON
1-58846-516-0 $17.95US  __ Trinity: Asia Ascendant (9007) e o i ]
__Laws of the East (5016) 1-56504-765-6 $17.95 US WAHTIE J
1-56504-730-3 $17.95US  __ Trinity: Luna Rising (9002) \rarTivarrriie
__Laws of the Hunt Revised Edition (5032) 1-56504-760-5 $17.95 US .
1-58846-511-X $19.95US _ Trinity: Shattered Europe  (9004) ClanNovel Series
__ Laws of the Reckoning (5037) 1-56504-761-3 $19.95US  __ Clan Novel: Toreador
1-58846-515-2 $19.95US  _ Trinity: Stellar Frontier (9005) (Book 1) (11100)
__Laws of the Resurrection (5035) 1-56504-763-X $19.95 US 1-56504-801-6 $5.99 US
1-58846-513-6 $19.95US __ Trinity: Terre Verde (9008) _ Clan Novel: Tzimisce
__Laws of the Wild Revised (5022) 1-56504-766-4 $17.95 US (Book 2) (11101)
1-58846-501-2 $19.95US _ Trinity Field Report: 1-56504-802-4 $5.99 US
__Laws of the Wyld West (5004) Alien Races (9202)  _ Clan Novel: Gangrel
1-56504-504-1 $14.95 US 1-56504-772-9 $4.95 US (Book 3) (11102)
__Mind’s Eye Theatre: __ Trinity Field Report: 1-56504-803-2 $5.99 US
Book of the Wyrm (5029) Extrasolar Colonies (9201) _ Clan Novel: Setite
1-58846-507-1 $15.95 US 1-56504-771-0 $4.95 US (Book 4) (11103)
__Mind’s Eye Theatre: Dark Epics (5027)  __ Trinity Field Report: Media (9204) 1-56504-804-0 $5.99 US
1-58846-506-3 $12.95 US 1-56504-605-6 $4.95 Us __Clan Novel: Ventrue
__Mind’s Eye Theatre: __Trinity Field Report: Psi Laws ~ (9203) (Book 5) (11104)
Faith and Fire (5038) 1-56504-769-9 $4.95 US 1-56504-805-9 $5.99 Us
1-58846-517-9 $19.95US _ Trinity Technology Manual ~ (9200) ~ — C1an Novel: Lasombra
__ Mind’s Eye Theatre (05183) 1-56504-770-2 $15.95 US (1‘3%%‘;81 6075 $(51;91%55)
Gift Deck $14.95 : . ) :
- Clan Novel: Assamite
__Mind’s Eye Theatre: —
The Camarilla Guide (5017) RRANT ELB-%%l(SSZl-SOQ-l $(5133?J7S)
1-56504-731-1 $14.95 US b X (6500) Clan Novel: Ravnos :
ind’ . Aberran — :
—T“ﬂLméﬁaEnyJ}nTg esig:ds (Vol 1)  (5019) 1-56504-626-9 $24.95 US (Book 8) (11106)
1-56504-733-8 $14.95US  _ Aberrant: Church of 1c_|565N04_8|0?v_|3|k _ $5.99 US
ind’ : Michael Archangel (8543) _ Clan Novel: Malkavian
_mgﬁfnygﬂg %e;g:ds (Vol 2)  (5024) 1-56504-691-9 $4.95 US (Book 9) (11108)
1-58846-502-0 $14.95 US  __ Aberrant: The Directive (8521) 1-56504-819-9 $5.99 US
Mind’s Eye Theatre: 1-56504-685-4 $14.95US __ Clan Novel: Giovanni
" Changing Breeds (Vol 3) (5034)  __ Aberrant: Elites (8506) (Book 10) (11109)
1-58846-512-8 $17.95US  1-56504-692-7 $14.95Us ~ 1-56504-826-1 $5.99 US
__Mind’s Eye Theatre: __ Aberrant: Fear and Loathing  (8541) — Clan Novel: Brujah
The Sabbat Guide (5018) 1-56504-689-7 $4.95 US (Book 11) (11110)
1-56504-732-X $14.95US  __ Aberrant Players Guide (8505) 1c_|2i5r\|0:\;2|?5_3 $5.99 US
__Mind’s Eye Theatre 1-56504-687-0 $25.95US — :
Discipline Deck (5181)  __ Aberrant: Project Utopia (8504) 1%2;564(_88020;;2) $é1;;t13)
1-56504-698-6 $14.95 US 1-56504-631-5 $19.95 US ] ’
__Mind’s Eye Theatre Prop Deck (5180) __ Aberrant: ReignofEvil.com (8542) — I(\I:Li?e’r\la?xe(léook 13) (11112)
1-56504-679-X $14.95 US 1-56504-690-0 $4.95 US 1-56504-835-0 $5.99 US
__Shining Host, The (5009) __ Aberrant: Teragen (8520) Clan Novel Antholo (11113)
1-56504-510-6 $15.00 US 1-56504-683-8 $17.95 US T 1-56504-876-8 9y $6.50 US
__Shining Host Players Guide, The (5030) __ Aberrant: XWF (8540) '
1-58846-508-X $15.95 US 1-56504-688-9 $4.95 US .
__ Vampire Storyteller Guide (5021) __ Aberrant: Year One (8502) ClanLasombra Trl|09y
1-58846-503-9 $15.95 US 1-56504-629-3 $14.95US  _ Vampire: Shards
__Aberrant Storytellers Screen  (8501) (Book 1) (11114)
= = 1-56504-627-7 $14.95 US 1-56504-865-2 $6.50
R l __ Aberrant Worldwide __Vampire: Shadows
lN' 9 Phase | (8530) (Book 2) (11115)
HOPE—SACRIFISE—UNIR: 1-56504-684-6 $21.95 US 1-56504-858-X $6.50 US
__ Trinity (9099) __ Aberrant Worldwide __Vampire: Sacrifices
1-56504-622-6 $14.95 US Phase Il (8510) (Book 3) (11116)
__Alien Encounter 1: Invasion  (9104) 1-56504-686-2 $21.95 US 1-56504-887-3 $6.50 US
1-56504-620-X $17.95US  __ Exposé: Aberrants (8503)
__ Alien Encounter 2: Deception  (9105) 1-56504-630-7 $4.95 US
1-56504-621-8 $17.95 US
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Clan Tremere Trilogy
__Vampire:

Widow’s Walk (Book 1) (11117)

1-56504-925-X $6.50 US
__Vampire: Widow’s Weeds

(Book 2) (11118)

1-56504-935-7 $6.50 US
__ Vampire: Widow’s Might

(Book 3) (11119)

1-56504-949-7 $6.50 US

1070
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Victorian Age Trilogy

__Vampire: A Morbid Initiation

(Book 1) (11190)

1-58846-828-3 $6.99 US
__ Vampire:

The Madness of Priests

(Book 2) (11191)

1-58846-829-1 $6.99 US

afk!IEBS

Dark Ages:

Vampire Clan Novel Series
__Dark Ages: Nosferatu

(Book 1) (11205)

1-58846-817-8 $6.99
__Dark Ages: Assamite

(Book 2) (11206)

1-58846-818-6 $6.99 US
__Dark Ages: Cappadocian

(Book 3) (11207)

1-58846-819-4 $6.99 US
__Dark Ages: Setite

(Book 4) (11209)

1-58846-821-6 $6.99 US

Other Dark AgesFiction

__ Dark Tyrants (anthology) (11867)
1-56504-888-1 $5.99 US
__ To Sift Through Bitter Ashes (11031)
1-56504-995-0 $5.99 US
__To Speak in Lifeless Tongues (11032)
1-56504-996-9 $5.99 US

A
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YHE RECKONING

Predator & Prey Series
__Predator & Prey:

Vampire (Book 1) (11700)

1-56504-969-1 $6.50 US
__Predator & Prey:

Judge (Book 2) (11701)

1-56504-970-5 $6.50 US
__Predator & Prey:

Werewolf (Book 3) (11702)

1-56504-971-3 $6.50 US

__Predator & Prey:

Jury (Book 4) (117083)

1-56504-972-1 $6.50 US
__Predator & Prey:

Mage (Book 5) (11704)

1-56504-973-X $6.50 US
__Predator & Prey:

Executioner (Book 6) (11705)

1-56504-974-8 $6.50 US

Other Hunter Fiction

__Inherit the Earth

(anthology) (11903)

1-56504-839-3 $6.50 US

Tribe Novel Series
__Tribe Novel: Shadow Lords

& Get of Fenris (Book 1) (11150)

1-56504-855-5 $6.50 US
__Tribe Novel: Silent Striders

& Black Furies (Book 2) (11151)

1-56504-883-0 $6.50 US
__Tribe Novel: Red Talons &

Fianna (Book 3) (11152)

1-56504-884-9 $6.50 US
__Tribe Novel:

Bone Gnawers

& Stargazers (Book 4) (11153)

1-56504-886-5 $6.50 US
__Tribe Novel: Children of Gaia

& Uktena (Book 5) (11154)

1-58846-812-7 $6.50
__Tribe Novel:

Silver Fangs & Glass Walkers

(Book 6) (11155)

1-58846-813-5 $6.50 US
__Tribe Novel:

Black Spiral Dancers & Wendigo

(Book 7)
1-58846-822-4

(11156)
$6.50 US

Trilogy of the Fallen
__Demon: Ashes and Angel Wings

(Book 1)
1-58846-805-4

(10090)
$6.99 US

Other Demon Fiction

__Demon: Lucifer’s Shadow

(anthology)
1-58846-824-0

(11904)
$6.99 US

MUMMY
The Year ofthe Scarab
Trilogy

__Year of the Scarab:

Heralds of the Storm (Book 1) (10020)
1-56504-857-1 $6.50 US

__Year of the Scarab: Lay Down

With Lions (Book 2) (10021)

1-58846-803-8 $6.50 US
__Year of the Scarab:

Land of the Dead (Book 3) (10022)

1-58846-804-6 $6.50 US

Trilogy of the Second Age

__ Exalted: Chosen of the Sun

(Book 1) (10080)

1-58846-800-3 $6.50 US
__ Exalted: Beloved of the Dead

(Book 2) (10081)

1-58846-801-1 $6.50 US

__Exalted: Children of the Dragon

(Book 3) (10082)
1-58846-802-X $6.50 US
Other World of Darkness

Fiction

__ Dark Kingdoms: Three Novels

by Richard Lee Byers (Wraith) (11049)

1-56504-984-5 $11.99 US
__ The Quintessential World
of Darkness (11079)
1-56504-880-6 $15.99 US
__ Truth Until Paradox,
Second Edition (Mage) (11902)
1-56504-904-7 $6.50 US
__War in Heaven (11071)
1-56504-890-3 $5.99 US
__ The Winnowing (11082)
1-56504-982-9 $5.99 US
F
BOREALIS

The Eternal Champion
—Michael Moorcock

__ A Nomad of the Time Streams,

Volume 4 (tradeback)
1-56504-194-1

(12520)
$14.99 US

__ Elric: Song of the Black Sword,

Volume 5 (tradeback)
1-56504-195-X

(12521)
$14.99 US

__The Roads Between the Worlds,

Volume 6 (tradeback)
1-56504-197-6

(12543)
$14.99 US

__ Corum: The Coming of Chaos,

Volume 7 (hardcover)
1-56504-182-8

(12508)
$21.99 US
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__ Corum: The Coming of Chaos, __Salubri Antitribu  (5661) $4.95 US
Volume 7 (tradeback) (12522) __Baali (5662) $4.95 US
1-56504-196-8 $16.99 US "~ Caitiff (5664) $4.95 US

_\'jalne of ;)('td hélat:s, 0 (w2520 __ Ghoul (5665) $4.95 US

olume 9 (tradebac .
1-56504-988-8 $16.99 US — gzmgﬂ' (5666) $4'(22é)7s)

__The Dancers at the End of Time, . -

Volume 10 (tradeback) (12525) White Wolf Wares N $4.95 US
1-56504-994-2 $16.99 US ) ) ) __Lasombra Antitribu (5668)
Elric: The Stealer of Souls Specialty items designed to appeal $4.95 US

_Volu.me 11 (hardcove’r) (12513) White Wolf fans worldwide. - Daughters of Cacophony (5670)
1-56504-187-9 $22.99 US _ $4.95Us

__ Corum: The Prince with the Silver Hand, Dice __ Camarilla Ankh Necklace 4 (SEZ?JSS)
Volume 12 (hardcover) (12514) . . .
1-56504-188-7 $24.99 US — Dark Ages Revised Dice (20010) __ Sabbat Ankh Necklace (5663)
Corum: The Prince with the Silver Hand 1-58846-053-2 $6.99 $4.95 US

__Corum: The Prince with the Silver Hand, . . ) ) :
Volume 12 (tradeback) (12527) — Demon: The Fallen Dice (8210)  _ complete set with backing
1-58846-850-X $16.99 US 1-58846-051-7 $6.99 US board for all pins (5647)

__Legends from the End of Time, __Exalted Dice (8810) 1—56594—151—8, $177.95 US
Volume 13 (hardcover) (12515) 1-56504-624-2 $6.99US _ NewPinsOnly
1-56504-189-5 $24.99 US __ Mage: The Ascension Dice (4051) (one each of 22 pins) (5669)

__Earl Aubec, Volume 14 1-56504-452-5 $6.99 US 1-56504-797-4 $108.95 US
(hardcover) (12498) __ Scarred Lands Dice (8399)
1-56504-986-1 $24.99 US 1-58846-169-6 $6.99Us  World of Darkness Pin Set

__Vampire: The Masquerade Full Display Set (5717)
. . Dice (5602) —

Michael Moorcock Tributes 1-56504-591-2 $6.99 US 1-56504-511-4 $99.00 US
__Pawn of Chaos: Tales of the Eternal __ Werewolf: The Apocalypse Inclt;d;s ?’Tlay board a:_d two ofleach
Champion (tradeback) (11020) Dice (5637) of the following pins. Pins are also

1-56504-933-0 $14.99 US 1-56504-570-X $6.99 US available separately.
. . White Wolf pin 5715
Fafhrdandthe Gray Mouser  Camarillaand SabbatPinSet  — sgros 5304 et
—Fritz Leiber This pin set contains 34 pins (one from __Vampire: The Masquerade pin (5707)

__Lankhmar: Tales of Fafhrd and every vampire clan and bloodlin_e) and 1-56504-516-5 $4.95 US
the Gray Mouser (Volume 1) (12017) two ankh necklaces (one Ca_marllla and __ Kindred of the East pin (5714)
1-56504-874-1 $6.50 US one Sabbat). They come m_nth a heavy 1-56504-540-8 $4.95 US

__Thieves’ House: Tales of Fafhrd and stock c_ar(ljboarﬁl ba_se,l making th_em 7asy __Vampire: The Dark Ages pin  (5712)
the Gray Mouser (Volume 2) (12018) [0 display. The display board is only 1-56504-542-4 $4.95 US
1-56504-877-6 $6.50 US slightly larger that our previous pin W I The A | in (5708

display — but holds more than twice as ~ — YVerewolf: The Apocalypse pin (5708)

— many pins! The following pins are 1-56504-517-3 ) $4.95 US

included in this set: __ World of Darkness pin (5716)

1-56504-538-6 $4.95 US

_ Brujah (2701) $4.95 US —;"_gggbz*]g lA;_Cf”S'O” pin $4(§;%93)
BOREALIS __Gangrel (2702) $4.95 US o L )

. __ Wraith: The Oblivion pin (5710)

. .. __Malkavian (2703) $4.95 US 1-56504-519-X $4.95 US
Science Fiction and Fantasy Nosferatu (2704) $4.95 US : 19 :

. — . __Changeling: The Dreaming pin (5711)

__The City on the Edge of Forever (11949) __Toreador (2705) $4.95 US 1-56504-522-X $4.95 US
1-56504-964-0 $11.99 US s )

__Tremere (2706) $4.95 US __ Trinity pin (5713)

— The Day | Swapped My Dad __ Ventrue (2707) $4.95 US 1-56504-541-6 $4.95 US
For Two Goldfish (tradeback) (12553) Assamite 5631) $4.95 US
1-56504-199-2 $14.99 Us — Assamite (5631) $4.

__The Road to Science Fiction #4: — Giovanni (5632) $4.95 US
From Here to Forever (11090) — Ravnos (5633) $4.95US
1-56504-822-9 $14.99 US  __lasombra (5634) $4.95Us

__The Road to Science Fiction #5: __ Tzimisce (5635) $4.95US
The British Way (11091) __ Setite (5644) $4.95 US Tribe Necklaces

__ The Road to Science Fiction #6: __Gangrel Antitribu  (5649) $4.95US  poqiet (5740) $12.95 US
ﬁrsoggg;his\gl%rld $1£(11;-(9)9UZS) _ Malkavian Antitribu (5650) $4.95 US - Black Furies (5726) $12.95 US

' _ Nosfe(rjatu Antitribbu E5651; z4.95 us __Bone Gnawers  (5727) $12.95 US
Toreador Antitribu  (5652) $4.95 US ; ;
: — __Children of Gaia (5728) $12.95 US

__ A Dozen Black Roses __Serpents of Light ~ (5654) $4.95US ™ [ianna (5729) $12.95 US
(tradeback) (11019) __ Assamite Antitribu (5655) $4.95US ~ Geof Fenris  (5730) $12.95 US

— Darkest Heart (12998) __Panders (5657) $4.95 US Gurahl 5742) $12.95 US
1-56504-845-8 $11.99 US iasvd _Gu (6742 .

e : _ Kiasy (5658) $4.95US  jokols (5743) $12.95 US

— Midnight Blue: Blood Broth 5659) $4.95 US
The Sonja Blue Collection (13000) — blood Brothers — (5659) $4. __Nagah (5744) $12.95 US
1-56504-900-4 $14.99 U.S __Harbingers of Skulls(5660) $4.95 US
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__Nuwisha (5745) $12.95US __Nosferatu T-Shirt:
__Ratkin (5746) $12.95 US World of Darkness L (5886), XL (5887), XXL (5888)
Red Talons (5732) $12.95US C $21.95US
— offee Mugs it
— Rokea (5747)  $12.95 US M J _LR ?gggfa)T -)S(EI{;869) XXL (5870)
__ Mage: ) )
- iﬂa:to;\t/rl_.gr?s (Z;g? iiggg 32 The Ascension Coffee Mug (5299) $21.95 US
— Silent Striders  (5734) - $12. $12.95US _ Setite T-Shirt:
—SilerFangs  (5735) $12.95US \ppire: L (5859), XL (5860), XXL (5861)
__ Stargazers (5736) $12.95US The Masquerade Coffee Mug  (5202) $21.95 US
__Uktena (5737) $12.95US $12.95 US __Toreador T-Shirt:
__Wendigo (5738) $12.95US __ Werewolf: The Apocalypse L (5850), XL (5851), XXL (5852)
Coffee Mug (5301) $21.95 US
$12.95US _ Tremere T-Shirt:
e L (5883), XL (5884), XXL (5885)
WEHD ‘! J Assorted Merchandise ] . $21.95Us
AT . . __ Tzimisce T-Shirt:
. ) __Vampire Cigarette Case $24(g§?bos) L (5853), XL (5854), XXL (5855)
SignetRings o | - $21.95 US
Specify small, medium, large or extra — Vampire License Plate $9 géSS?’g) __Ventrue T-Shirt:
large when ordering rings. o ’ T L (5862), XL (5863), XXL (5864)
__Vampire: The Masquerade $21.95 US
CamarillaSignetRing Flask $34(g§?bls)
__ Size7 (52085)  $14.95US Music From the Succubus Club World of Darkness T-Shirts
— Size9 (5208M)  $14.95US 7 4i5 cp (5959) __ Dark Ages: Vampire T-Shirt
_ S!ze 11 (5208L) $14.95 US $14.99 US L (5563), XL (5564), XXL (5565)
__Size13  (5208X) $14.95US  \werewolf Klaive (5590) $21.95 US
Sabbat SignetRing $249.95US  __ Dark Ages: Werewolf T-Shirt:
_ Size7 (5207S) $14.95US _ Werewolf Scabbard (5591) L (5556), XL (5557), XXL (5558)
_ Size 9 (5207M) $14.95 US $69.95 US $21.95 US
_ Size 11 (5207L) $14.95US __ Vampire Revised CD-Rom (5720) __ Demon: The Fallen T-Shirt:
_ Size13  (5207X) $14.95 US 1-5604-167-4 $59.95 US L (5572), XL (5573), XXL (5574)
$21.95 US
Apparel __ Exalted T-Shirt:
World of Darkness Candle pp L (5992), XL (5993), XXL (5994)
Holders '-;I THFIET $21.95 US
__ Werewolf: The Apocalypse b 'I'T-I:'I"'l':l.'liﬂ'lil.‘!i"l 1 __Hunter: The Reckoning T-Shirt:
Votive Holder & Candle (5461) T L (5977), XL (5978), XXL (5979)
$12.95 US Clan T-Shirts $21.95 US
__ Assamite T-Shirt: __Mage: The Ascension Revised T-Shirt:
i ; L (5871), XL (5872), XXL (5873) L (5763), XL (5764), XXL (5765)
_ Zippo Lighters $21.95 US $21.95 US
_E_/aerwe: The Masquerade (5203 Brujah T-Shirt: __Vampire: The Masquerade
ighter "L (5880), XL (5881), XXL (5882) “Final Nights” T-Shirt:
1-56504-534-3 $24.95 US $21.95 US L (5980), XL (5981), XXL (5982)
__Camarilla Lighter (5206) Gangrel T-Shirt: $21.95 US
_ $24.95US 7| (5g56) X1 (5857), XL (5858) _ Werewolf: The Apocalypse
__ Sabbat Lighter (5205) $21.95 US Revised T-Shirt:
$24.95 US Giovanni T-Shirt: L (5760), XL (5761), XXL (5762)
_ I—_|unter: The Reckoning L (5877), XL (5878), XXL (5879) $21.95 US
Lighter (5213) $21.95 US
] . $29.95 US __Lasombra T-Shirt: Caps
_ Mage: The Ascension L (5865), XL (5866), XXL (5867) _ Mind’s Eye Theatre Storyteller Cap (5920)
Lighter $29(352>1U55) $21.95 US $15.95 US
] ’ __Malkavian T-Shirt: __Vampire: The Masquerade Cap (5921)
_ Werewolf. The Apocalypse L (5874), XL (5875), XXL (5876) $15.95 US
Lighter (5214) $21.95 US
$29.95 US
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APRIL

TITLE IMPRINT ISBN STOCK#  US PRICE
THE SERPENT CITADEL SCARRED LANDS 1-58846-144-0 8334 $10.95
RAISE THE DEAD NECROMANCER 1-58846-096-7 8377 $15.95
RAVENLOFT GAZETTEER Il RAVENLOFT 1-58846-086-X 15022 $24.95
REALMS OF NORRATH: FREEPORT EVERQUEST 1-58846-128-9 16510 $23.95
MAY
TITLE IMPRINT ISBN STOCK#  US PRICE
MORRICK MANSION NECROMANCER 1-58846-097-5 8378 $13.95
MINDSCAPES MALHAVOC 1-58846-109-2 16151 $18.95
BEFALLEN EVERQUEST 1-58846-129-7 16520 $10.95
ADVENTURE ATLAS: STONE KEEP SWORD & SORCERY 1-58846-134-3 16700 $15.95
JUNE
TITLE IMPRINT ISBN STOCK#  US PRICE
BLOOD BAYOU SCARRED LANDS 1-58846-145-9 8328 $18.95
ABERRATIONS NECROMANCER 1-58846-095-9 8379 $13.95
WHEN THE SKY FALLS MALHAVOC 1-58846-061-4 16121 $13.95
REALMS OF NORRATH:
EVERFROST PEAKS EVERQUEST 1-58846-131-9 16511 $26.95
ORDER BOOK: MICHAELITES ENGEL 1-58846-073-8 17005 $19.95
JULY
TITLE IMPRINT ISBN STOCK#  US PRICE
CREATURE COLLECTION REVISED SCARRED LANDS 1-58846-111-4 8302 $29.95
PLAYER’S GUIDE TO WIZARDS,
BARDS AND SORCERERS SCARRED LANDS 1-58846-110-6 8306 $23.95
PLAYER’S GUIDE TO FIGHTERS
AND BARBARIANS SCARRED LANDS 1-58846-149-1 8307 $23.95
RAVENLOFT DUNGEON
MASTER’S GUIDE RAVENLOFT 1-58846-084-3 15004 $34.95
ALUKABOR’S ARCANA EVERQUEST 1-58846-130-0 16503 $29.95
DUNGEONS & DRAGONS
WARCRAFT ROLEPLAYING GAME WARCRAFT 1-58846-071-1 17200 $34.95
AUGUST
TITLE IMPRINT ISBN STOCK#  US PRICE
PLAYER’S GUIDE TO CLERICS
AND DRUIDS SCARRED LANDS 1-58846-148-3 8308 $23.95
PLAYER’S GUIDE TO RANGERS
AND ROGUES SCARRED LANDS 1-58846-147-5 8309 $23.95
RAVENLOFT TAROKKA DECK RAVENLOFT 1-58846-090-8 15049 $21.95
MONTE COOK’S
ARCANA UNEARTHED MALHAVOC 1-58846-065-7 16140 $29.95
TEMPLE OF SOLUSEK RO EVERQUEST 1-58846-132-7 16521 $12.95
SEPTEMBER
TITLE IMPRINT ISBN STOCK#  US PRICE
PLAYER’S GUIDE TO MONKS
AND PALADINS SCARRED LANDS 1-58846-094-0 8305 $23.95
SCARRED LANDS CAMPAIGN
SETTING: TERMANA SCARRED LANDS 1-58846-142-4 8341 $29.95
A LAMENTATION OF THIEVES NECROMANCER 1-58846-093-2 8383 $18.95
ANGER OF ANGELS MALHAVOC 1-58846-060-6 16131 $21.95
ARCANA UNEARTHED
SCREEN AND PLAYER’S GUIDE MALHAVOC 1-58846-059-2 16142 $15.95
ORDER BOOK: GABRIELITES ENGEL 1-58846-074-6 17006 $19.95
WARCRAFT: MANUAL OF MONSTERS ~ WARCRAFT 1-58846-070-3 17201 $29.95
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Welcome to the Sword & Sorcery Insider

Combining all the best elements of a product catalog and a quarterly special-interest magazine, the Insider is your source
for articles and insights on your favorite Sword & Sorcery Studios games, as well as news on upcoming releases.

Not only that — it's totally free!

The table of contents, below, shows what you can expect for each of our special features for this spring, as well as where
to find the new release listings. You'll notice something new on page 7 — the Sword & Sorcery Q&A. We’ll use this feature
periodically to address those nagging questions you’ve had about your favorite (or not-so-favorite) Sword & Sorcery book.

How do you get a question in the Q&A? Just go to www.swordsorcery.com/gna and fire an email our way.

ThislustIn:

We've done some shuffling to our 2003 release schedule. As you may recall, Wizards of the Coast announced on
December 6, 2002 that revised editions of its core 3rd Edition books will release this July.

We want to be as compatible as possible with 3rd Edition rules, so we’re holding certain books originally planned for
release in the first half of 2003. These titles — Creature Collection Revised; Player’s Guide to Wizards, Bards, and
Sorcerers; Player’s Guide to Fighters and Barbarians; Ravenloft Dungeon Master’s Guide; and Dungeons & Dragons
Warcraft Roleplaying Game — will be updated to mesh with the revised 3rd Edition rules. But don’t worry; they’ll be
available just as soon as Wizards of the Coast’s revised core books hit the shelves in luly.

Even so, you don’t need to wait till then for some great new releases — check out what we have in store this spring!

e Table of Cantents

Ever(Juest
1/4 WD) Kebelds and the Paradigm ef fntertainment 2

You think it’s easy translating that wildly popular massively multiplayer
online roleplaying game EverQuest into a pen-and-paper RPG?

£ivil Gut of Legend 4
Realms of Norrath: Everfrost Peaks contains surprises you won't find in the MMORPG!
Scarred Lands
The Serpent Amphera Cycle 5

Developer Joseph Carriker gives the lowdown on the first
epic adventure trilogy for the Scarred Lands.

Swerd & Sercerg Studies
New Maps to Adventure! 6

Learn how the Adventure Atlas, Sword & Sorcery’s newest game supplement, came to be.

Swerd & Sercery (1 & A 7

We let our stable of designers out long enough to answer your questions.

Malhavec Press
10 Reasens te fmbrace Mindscape Psienics 8

You cannot resist Mindscapes author Bruce R. Cordell’s mental powers!

Spetlight Cn... 9
Prestige Class: Cerebral Rager
This psionic prestige class for Mindscapes will blow your mind!

Ravenleft
Ravenleft (gazetteer iii 10

Take the ultimate road trip through the Dread Realms!

On Angel’s Wings 10
Sword & Sorcery Studios brings Engel to the English language.

Travel te Bxetic Places, Mleet Strange Creatures and Kill Them! 11

The guys behind Necromancer Games tell us what they really think about adventures.

Swortd & Sercerg Studies Preducts
New Releases

April 13

Mag 14

June 15
Backlist 17

1554 Litten Drive
Stene Meuntain, @A
30083 R
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Realms eof Nerrath:
fverfrest Peaks
by Michael Phillippi

EverQuestis a registered trademark and I's Your World Now is a trademark of Sony
Computer Entertainment America Inc. SOE and SOE logo are registered trademarks
of Sony Online Entertainment Inc. i the US and other countries. Pages 2-4 are © 2003
Sony Computer Entertainment America Inc.
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Back when we first an-
nounced that Sword & Sorcery
Studios would release a pen-

and-paper roleplaying
(PNPRPG) version of the mas-
sively-multiplayer online
roleplaying game (MMORPG)
EverQuest, some of my online
adventuring pals immediately
started swamping me with
questions. This continued
through the release of the
EverQuest RPG Player’s Hand-
book as the word spread and
more people sent a host of in-
quiries my way.
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Musings en the similarities and distinctiens between
the enline and pen-and-paper versiens of Fver(juest.

by Stewart Wieck, EverQuest: Role-Playing Game co-developer

Questions like “How will you
handle re-spawns?” or “Will
monsters drop the same loot?”
clearly come from an
MMORPG-centric way of think-
ing about roleplaying. Co-de-
veloper Stephan Wieck and |
found ourselves addressing
them at a very early stage of
game design — which was
strange, because we hadn’t
foreseen addressing them at all!

At the time, most of these
seemed to me to be the most
ridiculous kinds of game-play
questions. After all, it makes no
sense to duplicate a number of
online game-play conventions
in a paper version. Take “zon-
ing,” for instance. This is when
your character reaches the lim-
its of a certain geographical
area in the online world (be it
the entrance to a dungeon or
where a certain “forest” ends
and a specific “mountains” be-
gin) and your computer loads
the real-time information about
the new area you’re entering.
Anything in the zone behind
you, such as monsters in pur-
suit, cannot follow you through
to the new area. In fact, such
foes “forget” about you com-
pletely! Not only does this give
you the option of escaping a
battle, but you can also re-set
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an encounter so that you can
try again. You don’t have that
luxury in the comparatively
“real” world of PNPRPG. Mon-
sters don’t forget about you in
a pen-and-paper game, nor do
they stop pursuing you just be-
cause you ran out of their dark
temple and back to the dank
jungle outside.

Another aspect of online play
allows unique or “named”
monsters to be killed repeat-
edly. Once killed, they later re-
appear (or “respawn”) at a set
location and often after a set
amount of time. This is a game-
play requirement so that thou-
sands of gamers may have the
experience of battling this
“named” and interesting foe. In
contrast, once a dragon lord or
an orc chief or a specific blood-
thirsty animal is slain in a
PNPRPG, it’s dead. It won’t re-
appear 20 minutes later so that
your pal can hack off its hide
for a set of magical leather ar-
mor that duplicates your
character’s own.

| thought the questions were
silly at first. In the same way that
some people think actors who
portray bad guys are themselves
evil people, many MMORPG
players don’t try to look outside
the online box. But it became




clear that this spotlights the is-
sue of “realism” in games.

As a game designer, | found
such differences intriguing.
Not just in the straightfor-
ward strengths and weak-
nesses that exist in different
game platforms, but in exam-
ining more intangible para-
digms of thought. What kinds
of systems of rules and val-
ues can become meaningful
to participants? How analyti-
cally will participants exam-
ine the definitions of their set-
ting? To what degree will a
player suspend disbelief in
adopting a fabrication?

What signaled a disconnect
between game philosophies
at first might actually highlight
how such connections may
occur in the future.

As | said, Steve and | looked
at issues like “spawning” and
“zoning” and ultimately dis-
missed them. We were creat-
ing a roleplaying game, not
simply replicating the
MMORPG experience for the
tabletop. After all, such ques-
tions grew from a manner of
game-play that an MMORPG
requires for the sake of fair-
ness and replay value, but that

the “realism” afforded in a
PNPRPG renders obsolete.

In pen-and-paper role-
playing, your actions have a
“real” and distinct effect on
the game world. This is why
we tell you in EverQuest RPG,
“It’s Your World Now.”

Still, the prevalence of ques-
tions along these lines and the
degree to which people have
accepted the internally-de-
fined realism of the MMORPG
itself could lead to changes —
not only in future game design
but to the terminology and
basis for a whole host of cre-
ated fictions, from computer
games to motion pictures.
Online gaming — and
EverQuest in particular, as it’s
by far the most popular
MMORPG — may be in the
process of establishing the

ground rules for entertainment
in decades to come.

In fact, although we dis-
missed some aspects of the
MMORPG experience, other el-
ements did insinuate them-
selves into the PNPRPG game.
At the outset of game design, |
never imagined that we would
allow for 30 HD kobolds. The
kobolds | remember from 1st
Edition days way back in the
1980s were a measly 1/4 HD!
Where did 30 HD kobolds
come from?! Gamers might
wonder why these 30 HD crea-
tures don’t rule Norrath. If you
think about it, you’ll see that’s
all part of the “realism” of
PNPRPG. After all, by the same
token, in a fantasy world of
20th+ level heroic player char-
acters incapable of being
harmed by humanoid rabble,
why do tribes of 1 HD monsters
exist to threaten civilization at
all? If you can have it that way,
then you can allow for mon-
strous kobolds. The realism of
pen-and-paper roleplaying as-
sumes that the high-level he-
roes and the 30 HD kobolds are
busy fighting each other.

See what you’ve already
grown to accept?



Realms of
Norrath:
Everfrost Peaks

F Le el1d\/|5|t Miragul’'s Menagerie, a brand-new dungeon for

CverOuest: Role-Playing Game not found in the MMORPG!

by Stewart Wieck,
EverQuest: Role-Playing Game co-developer

The essay on the previous page discusses some of the design decisions involved in the

creation of the EQrpg. While there were system difficulties at times, working in the world of
Norrath afforded us a wealth of story opportunities as well.
One of the stories that demanded our attention is of Miragul, the wizard said to be responsible
for the very creation of the necromantic arts. In the online game, you may face Miragul in the
tunnels of Everfrost, a great frozen waste surrounding the barbarian city of Halas. In the EQrpg,
however, you may enter Miragul’s Menagerie, a level 25+ dungeon!
Presented here is a portion of author Richard Stratton’s introduction to this brand new dungeon.

When we, the People of the North,
were freshly sundered from those now
called humans and Erudites, when
Halas was a child among the cities of
Norrath and Qeynos was but a distant
rumor, then did Miragul come. He
passed through Halas like a fever,
bringing a chill to all who set eye upon
him, and leaving them forever weaker
when he had gone. He spoke to no
one, and none confronted him: no
Wolf of the North drew his blade, no
Shaman of Justice invoked the timid
spirits to approach him and no White
Rose pursued him when he left.

For this spiritual frailty — unparal-
leled in the history our people — we
suffered, and we suffer still. That taint
of cowardice is as inherent to us as
stature and wode. Each of us bears
this defilement of our heritage, and
S0 none speak this tale but as an as-
surance against pride, and because it
is our history, though we abhor it.

So Miragul came to Everfrost, and
he looked upon us with eyes like cir-
cling carrion birds. What he sought from
us none knew. He visited many villages
once and Halas nine times, always si-
lent, always observing. Then Miragul
disappeared, and we felt at peace, for
we did not yet know what shame our
moment of cowardice would bring us.

Generations passed, and our con-
cerns faded like summer snow. Even
the spirits relaxed their vigil, and so
our first warnings of Miragul’s shroud

— unsettling visions and dreams —
went unheeded for too long. Finally,
the plight of distant fishermen woke
us from our reverie. Those who lived
on the Iceflow River found their nets
teeming with sickened, emaciated fish
smelling of rot. Soon, the crystalline
waters turned rank and lifeless. The folk
of one village grew ill and quickly
wasted away into death. The plague
spread, but it was no natural plague.
The spirits panicked, for Miragul had
created a black hole, a slowly expand-
ing zone of dark energies that meant
death for man and spirit alike. This panic
led to an expedition by Northmen and
spirit guardians. A dozen of each, brave
and powerful, ventured into the black
hole, which shredded their souls and
flesh as with a thousand knives.

The black hole expanded, forcing a
great migration out of the Frigid Plains.
Miragul’s shroud reduced those who
stayed behind to piles of bones and
moldering flesh. For some, aworse fate
befell them, as the negative energy
animated their bones and transformed
them into mindless, murdering skel-
etons, some of which still wander
Everfrost to this day.

None doubt that Miragul’s shroud
would have engulfed the world if left
unchecked. The spirits decreed that
only a mortal hero exalted by the
powers of the spirit world could pre-
vent total annihilation. That hero was
Thalger, a powerful shaman devoted
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to serving the spirits and bringing
them closer to the barbarian people.
The spirits aided him in the creation
of a magical weapon, crafted specifi-
cally to contend against the abomi-
nation of Miragul. Thalger called it
the Spear of Fate, for it held the fate
of Norrath in its blade.

The Spear of Fate channeled a power
of void capable of tearing a hole into
the fabric of existence. With strength
and precision enhanced by the bless-
ings of the spirit world, Thalger
plunged the Spear of Fate into the
mantle of darkness, creating at that
point a rift between the planes. Abso-
lute nothingness shattered Miragul’s
black hole, its negative energy coun-
tered by absolute void. Sadly, Thalger,
too, was lost, but his legacy is the
world, and his name is our greatest
legend. It is said that the Spear of Fate
survived, but if the spirits know of its
location, it is a secret they share only
among themselves.

Miragul did not die with his abomi-
nation nor seek vengeance for its de-
struction. Generations passed and,
supposedly, so did Miragul, but none
who have ventured beneath the ice
and into his cavernous hideaway re-
turned alive. His evil remains within,
and so we watch and we wait. Never
through cowardice or lack of vigilance
shall we fail our people again.

That is the Oath of All Halls, and it
remains unbroken to this day.
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IN THIS FIRST EPIC ADVENTURE TRILOGY FOR THE SCARRED LANDS, STALWART ADVENTURERS
MUST STOP THE CHILDREN OF MIORMO FROM SUCCEEDING IN A HORRIFIC PLAN!

From the very first release
of Creature Collection back
in 2000, the Scarred Lands
has been a game world
packed to the rim with rich
detail. We’ve built upon that
richness with each book that
followed, giving players
countless hooks upon which
to hang characters and entire
campaigns.

Of course, it is practically
inevitable that a game setting
would support a metaplot of
some kind. The Scarred Lands
is no different. The problem
is that a metaplot can often
make the players feel like their
characters can only stand
around while NPCs do all the
interesting stuff.

Rather than simply have
these goings-on be some-
thing that occurs “off-stage”
from the group, we wanted
to create a series of adven-
tures that put the PCs smack
in the middle of the action.
Indeed, their choices can lit-
erally determine the future of
the Scarred Lands — for
good orill....

It's a dramatic tale built on
an epic scope. And with the
release of the final chapter of
the Scarred Lands’ first series
of adventures, we felt it was
worth revisiting the entire run.

It all began with The Serpent
Amphora, a free downloadable

adventure off of the Sword &
Sorcery Studios website
(www.swardsorcery.com). In
this adventure, the player char-
acters come into the posses-
sion of a strange artifact of in-
credible importance in the
Scarred Lands setting — a ves-
sel crafted by the gods to hold
the essence of the titan of ser-
pents, Mormo. Those creatures
that still revere the titaness
Mormo want it, for they feel
(perhaps rightly so) that itis the
key to returning her to life.
The Serpent Amphora (for
1st and 2nd level characters)
is used as something of a
prelude to the entirety of the
Serpent Amphora Cycle. The
Cycle proper begins with The
Serpent in the Fold, an ad-
venture designed for 3rd and
4th level characters. This ad-
venture starts in the nation of
Vesh, home of the Vigilants,
and takes the player charac-
ters all over northeastern
Ghelspad. The PCs battle the
forces of Mormo at every
turn, and return to Vesh just
in time to prevent catastro-
phe at the hands of a traitor.
The next part of the cycle,
The Serpent & the Scepter,
takes PCs of 5th and 6th level
into the nation of Lageni —
where the worship of Chardun,
the god that crafted the Am-
phora, is strong. If they hope
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to stop the Children of
Mormao, the adventurers must
find important secrets in the
tomb of an old priest-wizard
of Chardun. However, the
witches of the Dar al Annot
aren’t far behind them.

The Serpent Amphora Cycle
reaches its dramatic conclu-
sion with The Serpent Cita-
del, designed for characters of
7th and 8th level. It involves
a journey into the very heart
of the Dar al Annot’s twisted
Hornsaw citadel, where the
PCs face the greatest chal-
lenge of their lives. Victory is
by no means assured, and the
end of the Cycle may irrevo-
cably change the Scarred
Lands forever.

Throughout the entire Ser-
pent Amphora Cycle, we
wanted the player characters
to take center stage, to be the
catalyst for a major event in
the Scarred Lands.

So if you're looking for an
adventure that promises hours
of roleplaying excitement —
with characters, spells, and
source material that you can
use again and again even af-
ter the campaign itself reaches
the climax — delve into the
mystery and danger of the
Serpent Amphora.

The Serpent Citadel, the final

chapter of the Serpent Amphora
Cycle, is available this April.

by Joseph D. Carriker,
Scarred Lands Developer

cle —

The Serpent
Citadel
page 13
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page 15

Serpent
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Serpent &
the Scepter



Adventure Atlas:
Stone Keep
page 12

by Aaron Voss,
Adventure Atlas co-creator

The idea for the Adventure
Atlas project started last year,
after | started an ongoing 3rd
Edition campaign. | decided to
use some of my resources in
White Wolf’s production de-
partment to make full color
maps for each of the encoun-
ters for my game. At first, my
maps were blockish and little
more than different colored
rectangles laid upon one
another. Still, they had a handy
built in one-inch grid — essen-
tial for use in 3rd Edition games.

These simple maps got the
job done, but then Jeff Holt
threw down the gauntlet. You

see, besides

OAdvent ur el ——

Wi te V@I f Publ i shi ng producti on desi gner,
tal ks about the origins of the forthconing
Adventure Atl as gane accessory.

being a great GM himself, Jeff
is also an excellent artist. The
maps for his games are usually
hand drawn and quite elabo-
rate. A tangible but unspoken
competition soon developed
between us as we designed
maps for our respective games.
Things finally came to a head
when Jeff showed up with an
elaborate map that was not
only full color, but even par-

tially rendered in Photoshop.
We each enjoyed making
maps so much that we de-
cided to collaborate on a
project. We discussed many
ideas — everything from what
kinds of maps we should make
to what players would use
them for. In

the end, we chose to make
maps that would be useful for
game masters. The maps
would detail a variety of
evocative fantasy environ-
ments, each of which could be
plugged easily into any style
of game. Perhaps most im-
portantly, we would focus on
the visual side, providing
great designs and enough
description to give GMs
plenty of inspiration to create
whatever kinds of encounters
they wanted.

The Adventure Atlas maps
are full color and printed on
high quality poster stock.
Stone Keep details the inte-
rior of a small castle. It can be
used as a starting point for

any number of adventures,
from a dungeon
crawl to a
PCs’ base of
operationsin
an ongoing
campaign.
However
each Adven-
ture Atlas is
used in your
campaigns, Jeff
and | hope that it
makes the play-
ing experience
that much more
fun and exciting for
players and game

masters alike.
Adventure Atlas:
Stone Keep is available
this May from Sword &

Sorcery Studios.
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this issue, the gurus of scarred Lands and malhavoc SGRCGR

press take time from their busy schedules to answer your questions...

by Joseph D. Carriker

A few questions sneaked in
amidst the gushing praise for
Relics & Rituals Il: Lost Lore....

Q: Something seems kinda
off with shocking missile. 1s
this really first level?

A: Make these adjustments.
First of all, it does 1d8+1/level,
to amaximum of 1d8+10 points
of damage, not 10d8+10. Ad-
ditionally, please note that do-
ing just about anything with
the arrow other than firing it
from a bow counts as discharg-
ing it — including dropping it
into a quiver. So, this is not a
cheap means of getting free
magical ammunition. It may,
however, be enchanted and
then held in the hands until it
is needed. These changes will
bring it down to the power
level of a first level spell.

Q: Does stone boltactually
create one bolt per charac-
ter level? With no limit?
That’s insane!

A: Ahem. Yeah, itis. That was
our bad — stone bolt should
have the same missile limitand
missiles/level advancement
that magic missile has. That is,
you gain one missile at 1st level
and one additional missile for
every two levels thereafter, to
a maximum of five missiles.

MALHAVOC
PRESS

by Monte Cook

Here are some recent ques-
tions that have come in about
the three Books of Eldritch
Might. Since Malhavoc doesn’t
like to trouble himself with
questions from mere mortals,
| thought I'd take a crack at an-
swering them myself....

Q: If variant bard spellsongs
in Book of Eldritch Might II:
Songs and Souls of Power
have no somatic components,
they shouldn’t have any spell
failure chance in armor, right?

A: The arcane spell failure
applies to the bard when in ar-
mor with an armor check
greater than -3 for balance
reasons. Have you ever tried
to sing in heavy armor?

Q: In the Book of Eldritch
Might Il, there is a spell called
acuminate. Shouldn’t that be
dismissible? Or can | still use
the hand to do other things
like cast spells?

A: Acuminate should not be
dismissible and its use pre-
cludes any use of the shape-
shifted limb for delicate tasks,
such as spellcasting, picking
locks, or petting puppies. It’s
a low-level spell, so it has
drawbacks as well as benefits.

Q: In both The Book of
Eldritch Might and Book of

@

Eldritch Might Il, | find ref-
erences to a spell called free
action or freedom of action
but I can’t find it anywhere.
What's up with that?
A:What'supisthatI'ma
big idiot. That’s the spell’s
old name. Now it’s called
freedom of movement.
Ironically, when we de-
signed 3rd Edition, we
changed the name of the
spell to avoid confusion, be-
cause we were afraid people
would think it gave you an
extra free action in a round.
Q: In Book of Eldritch
Might IlI: The Nexus, can a
doorway to elsewhere go to
a location that moves, like a
ship or aflying castle? A large
wagon? The same question
would apply to the window
to elsewhere spell as well.
A: Ultimately, it's a DM’s
call as to whether a teleport-
type spell can take you to
a moving object. Person-
ally, I'd say that a flying
castle is certainly a viable
location, and a large ship
might be okay as well, but

a wagon is not a location.

For weekly updates and free
game content, visit Monte Cook’s
website at www.montecook.com.
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Relics & Rituals II:
Lost Lore

-
Book of Eldritch
Might

Book of Eldritch
Might II: Songs
and Souls of Power

Book of
Eldritch Might I1I:
The Nexus
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In May, Malhavoc Press releases an all-new psionics sourcebook called
Mindscapes. In this class book for psions and psychic warriors, | present a vari-
ety of new prestige classes, feats, powers, and creatures — plus an alternate

psionic combat system.

Not sure if you’re ready to dive into Mindscape psionics?

Mindscapes is for you if...

10. You've ever uttered the words “Psionic
combat— | fear it,” or “Psionic combat @#$!
sucks! Isn’t there another way to do this?”
Yes, grasshopper, now there is.

94 Psionic combat modes called brain
hammeyr and force multiplier sound like
something you’d like to trigger.

8. You think psions were cheated out of
bonus feats. | mean, come on, the wizard
gets bonus feats — why not the psion? Yes,
why not!

.’You would like your psionic character
tol study the form, substance, and nature
of ectoplasm itself in order to fabricate re-
ality through mere will. Hello, astral zealot!

6. You want your psionic character to
wield time the way other psions wield psy-
chic energy! Who knows where moments
go once past? The chronorebel, that’s who.

5. You want the perfect meld of monkish
martial arts goodness combined with a
tasty assortment of psionic abilities, all in
one easy-to-use prestige class package. Did
I mention the part about the lucid cenobite
prestige class?

4. You wonder whether there’s a differ-
ence-between a divine god and a psionic
godmind. Believe me, there’s a difference,
and the spirituel prestige class is the psionic
answer to a cleric’s piety.

3. You yearn for a psionic prestige class
with base Hit Dice of d12. Yearn no longet.
It’s called the voce warrior.

2.You'd like a subconscious psionic feat
y@ur character can use with certain powers
even when he’s down for the count.

And the number one reason to
embrace Mindscapes:

1. You want a d20 product that
offers 12 new psionic prestige classes,
20 new psionic feats, 60 new psionic
powers, 18 new psionic monsters, an
alternate psionic combat system, and
even.afew-new psionic items thrown
in for good measure. Is Mindscapes
psionics for you? | think you know.

Stick with Malhavoc Press for reliable and creative new d20 sourcebooks and rules material.
You can get all the latest updates and free content at www.montecook.com.



Requirements

Alignment: Any nonlawful

Manifesting: Ability to manifest the
talent far punch and the 1st-level
power biofeedback

Skills: Concentration 2 ranks, Intimi-
date 4 ranks, Knowledge (psionics) 7
ranks, Stabilize Self 2 ranks

Special: Ability to rage as a barbar-
ian at least 1/day

Class Skills

Autohypnosis (Wis), Bluff (Cha), Con-
centration (Con), Intimidate (Cha),
Knowledge (any) (Int), Psicraft (Int), Re-
mote View (Int, exclusive skill), Sense
Motive (Wis), and Stabilize Self (Con)

Skill Points at Each Level: 4 + In-
telligence modifier

Class fleatures (Abbreviated)

Weapon and Armor Proficiency:
No additional weapon or armor pro-
ficiency.

Effective Manifester Level: Gain
new power points per day and access
to discovered powers as if cerebral
rager had also gained a level in previ-
ous psionic class.

Spetlight en:

CERCBRAL RAGER

A special prestige class preview frem
Malhavec Press’ s ferthceming Mindscapes.

bg Bruce R. Cordell

Secret furies shake the mental depths of every living creature. A few learn
to harness that secret rage in shackles of pure will. The cerebral rager directs
his white-hot anger through specially forged mental pathways. Pumping his
emotions to a peak, he bleeds energy directly into his psionic abilities.

The qualifying requirements virtually assure that barbarian/psions or bar-
barian/psychic warriors take up this prestige class.

Cerebral ragers appear strangely restrained — they bottle up their emotions
to fuel their power. Because their rages live inside, they can interact with the
world on a seemingly cold, calculating basis as leaders, envoys, or heads of
small companies. When they do make an exterior display of their towering
anger, it is all the more effective for its rarity. Other cerebral ragers dress and

behave boisterously, allowing their nature to slip into their demeanor.

Hit Dice: d6

Cerebral Rage (Ex): +4 to key ability
score, +2 morale bonus on Fortitude
saves, and -2 penalty on Will saves.

Lesser Killing Look (Sp): Gaze at-
tack inflicts 7d6 points of damage.

Hate (Ex): +1 morale bonus to dam-
age against hated foe.

Glare (Ex): +6 morale bonus on In-
timidate checks.

Abhor (Ex): +2 morale bonus to

The CTerebral Rager

Base

Mode

Class Attack Fort.

Level

[EY

+0
+1
+2
+3
+3
+4
+5
+6
+6
+7

2
3
4
5
6
7
8
9

=
o

Bonus

Save

+2
+3
+3
+4
+4
+5
+5
+6
+6

Ref.
Save
+0
+0
+1
+1
+1
+2
+2
+2
+3
+3

damage against abhorred foe.

Killing Look (Sp): Gaze attack in-
flicts 13d6 points of damage.

Despise (Ex): +3 morale bonus to
damage against despised foe.

Nimbus of Fury (Sp): Nimbus of rag-
ing psionic energy confers benefits of
constant cerebral rage; with a power
point reserve of 27+, can use killing
look every 5 rounds.

Check Special

Bonus

+0
+0
SHL
Sl
+1
+2
2
52
+3
+3

Effective Manifester Level

Cerebral rage 1/day —
Lesser killing look  +1 level of existing class
Hate +1 level of existing class
Cerebral rage 2/day —
Glare +1 level of existing class
Abhor +1 level of existing class
Cerebral rage 3/day —
Killing look +1 level of existing class
Despise +1 level of existing class
Nimbus of fury —
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I have now dedicated a full year of
toil to the Doomsday Gazetteer
project. By my estimation, this survey
will require yet another two years to
complete. As such, this anniversary
strikes me as a prime opportunity to
review my progress to date.

More than six years ago, as the
patron of these works well knows,
Azalin Rex all but destroyed himself in
the cataclysmic Requiem, plunging
Darkon into a desperate age. I spent five
years following this disaster engaged in
an independent study of the Slain City
of Necropolis, uncovering countless
occult truths about the origins of the
Requiem and the nature of our world.
My successful research should have
more than proved my ability to obtain
results in the face of unending peril and
dangers that dragged down many folk
less capable than myself....

— from the introduction to Ravenloft
Gazetteer, Volume Il

We’'re busy pro-
ducing our various
game lines, so we
have seldom thought
{ about taking on
someone else’s cre-
ation. But then we
saw Engel, a new
game from our Ger-
man translating partner,
Feder & Schwert. It’s so
rich with ideas and visuals
that we had to produce a
version in English.

A new blend of fantasy
and science fiction ele-
ments forms the game’s
unique background. In
Engel, players take on the

Order Book:
Michaelites

A TOUR OF THE DARKNESS T

“——O0n Ana
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LOFt GAZETEE

RS:

HE RAVENLOFT® GAZEMEER SERIES TAKES THE
ULTINATE ROAO 1R{P THROUGH tHE DREAO REALIYS.

by Ravenloft Developers Jackie Cassada and Nicky Rea

With these words, the intrepid author of
the Doomsday Gazetteer project launches
another trek across the Dread Realms, not-
ing the landscape, people and oddities that
make each of the countries of the land of
Ravenloft unique and deadly.

The upcoming Ravenloft Gazetteer, Vol-
ume Il continues the popular series of
sourcebooks for the Dread Realms that pro-
vide expanded information on the territo-
ries that comprise the Ravenloft universe.

Each Gazetteer holds a wealth of detail
only touched upon in the Ravenloft Cam-
paign Setting, which enables players and
DMs to bring their characters and encoun-
ters to life. Every book focuses upon a par-
ticular part of the Dread Realms, exploring
everything from geography to culture, poli-
tics to religion... and, of course, the horrors
that lurk in the shadows throughout. In ad-
dition to acting as a compelling travelogue,

each Gazetteer includes sections entitled
“Dread Possibilities,” which provide optional
encounters and story hooks for DMs.

The first-person style that permeates the
Gazetteer series not only makes each land im-
mediate and personal but also reveals a hid-
den story that lies just beneath the surface.

Ravenloft Gazetteer, Volume Il is the lat-
est in this ongoing series. It presents a close
look at three of the Core’s most intrigue-
laden realms. From the Renaissance-like in-
trigues of Dementlieu, to the ghost-riddled
land of Mordent, to the ambitious machina-
tions of the ruling family of Richemulot, this
volume treads new ground... revealing new
secrets and ancient evils alike.

So pack your bags, ready your swords and
spells and set off on a journey through the
Dread Realms. With the trusty Gazetteers as
your guides, the world of Ravenloft awaits.

Ravenloft Gazetteer, Volume III is set for
release this April.
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Sword & Sorcery Studios brings the intriguin

selting of Engel o the

by Andrew Bates,

role of angels who soar into battle
against the Dreamseed, daemonic
swarms of the Lord of the Flies. But be-
hind the heroic facade of heavenly war-
riors, the angels of the Lord struggle to
retain their sanity as flashes of memory
from indecipherable past haunt them.
Engel uses the popular 3rd Edition fan-
tasy rules, complete with brand new
character classes and angelic powers
called potestates. The German version
also has an alternative card-based rules
system, which we decided not to repro-
duce at this time. We’ve otherwise
striven to reproduce every element of

glish language

Sword & Sorcery Studios Managing Editor

Engel as faithfully in English as it was first
created in German.

Making a translation is not without its
complications, but the F&S staff has been
tremendous help, ensuring that we’re as
accurate to the original as we can be. Each
one we’ve published so far — from Engel
itself to the graphic novel Pandoramicum
to the monster book Creatures of the
Dreamseed — looks even better than the
last, and promises even more exciting
stuff to come.

Order Book: Michaelites, the first in a series of

sourcebooks on the angelic orders and geographic
source material, is scheduled for release this June.



Travel to Exotic Places,
Meet Strange Creatures

and Kill Them

Once upon atime, there was an idea
— an idea formulated by Gary Gygax
and Dave Arneson in 1974 in a little
paperback book called Underworld
Adventures. The idea was simple: it is
a lot of fun to go into a dungeon and
kill evil monsters. Why is the dungeon
there? Who knows. Why are there 16
trolls in a cave with a jug of alchemy?
No one cares why. What do all the
monsters eat? We don’t know that ei-
ther (though it’s probably adventurers).

But you know what? We don’t have
to know these things. This isn’t an
ecology experiment, it’s a dungeon
— the quintessential setting for pure
swords and sorcery adventuring.

Fantasy once involved adventurers
traveling to exotic places, delving
into rat-infested catacombs to battle
monsters for their treasure, then re-
turning to the city to cash in the
spoils for wine, women and song.
This is the story told by Leiber, by
Howard, and by Clark Ashton-Smith.
This is the story used by Gary Gygax
as the premise for the granddaddy
of roleplaying games itself!

In this day and age, great focus is
often placed on what kind of tea the
elves of the Silver Lake drink or seeing
if the players’ characters can figure out

! The philosophy behind Necromancer
®* Games adventure modules.

by Bill Webb and Clark Peterson, Necromancer Games

the right questions to ask that will folil
the conspiracy to depose the king....

Not so in Necromancer Games mod-
ules! From the very beginning with titles
like Crucible of Freya to newer stuff
like Necropolis and the upcoming
Morrick’s Mansion and Raise the
Dead, our adventures have a flavor of
using your sword to solve the prob-
lem, and to Hell with elvish tea!

Necromancer Game’s adventure
modules pay homage to the original
ideas of Leiber and Gygax. There are
roleplaying opportunities, but much
of our material is dedicated to “roll
playing.” Roleplaying will always
have its place — but so will the thrill
you have rolling all those dice when
your wizard casts a lightning bolt to
annihilate a demon!

Designed for today’s gamer who
has less time on his hands than pre-
vious generations did, Necromancer
Games modules present exciting,
challenging crawls into the bowels
of the Earth, in search of the gold and
lost magic that were buried by the
long dead evil denizens of an ancient
race. After all, (dare | say it?) gentle
reader, what else is fantasy
roleplaying all about?

Killing monsters is fun. Grabbing
up heaps of treasure and returning
to the city to blow it all on a raise
dead spell for the idiot who failed to
check for traps... is fun.

We hope that you find our mod-
ules as exciting as those hundreds of
players who have ventured into (and
not as often out of) them. But just be-
cause we love combat doesn’t mean
Necromancer Games modules are
mindless creature hunts. See the
sidebar for an excerpt from Tomb of
Abysthor, a product hailed as the best
dungeon module for d20 roleplaying.

Q)

Wizards of the Coast has said that
the Third Edition Rules are about
“getting back to the dungeon.” Nec-
romancer Games is about the dun-
geon getting back at you!

Using a Dungeon

Dungeons are classic settings for he-
roic swords and sorcery adventuring.
Turning your party loose in a dungeon to
explore itand cleanse it of evil (and trea-
sure) is a time-honored tradition. Certainly
the Stoneheart Mountain Dungeon from
the Tomb of Abysthor is loaded with evil
and treasure sufficient to satisfy the lusts
of any bold adventurer.

Dungeons, however, do not need to
be tied to “hack and slash” adventuring.
Instead, the best use of a dungeonis as a
dramatic setting for storytelling. Rather
than have your players simply bash in
door after door looking for monsters and
loot, design a purpose for the party to
delve into the dungeon. Give them a
quest or a goal to give them direction
and a sense of accomplishment. It keeps
their dungeon adventuring focused and
keeps the tension high — there is a risk
of failing to accomplish their mission.

Even among the evil creatures, don’t
make them all just hostile foes. Include
power groups, each with their own agen-
das, allowing the PCs to ally themselves
with one or all of the groups — possibly
even playing one off against the other.

Don’t just include monsters. Throw in
some neutral groups or even some good-
aligned groups. That allows for more in-
teraction between the PCs and the deni-
zens of the ruined keep or dungeon.

“Roll-playing” and roleplaying don’t
have to be mutually exclusive!

Look to the classics for inspiration.
Read about the adventures of Fathrd and
the Grey Mouser. Read the Conan stories
by Robert E. Howard. Refer to the origi-
nal Gygax modules. Heck, when all else
fails, whip out the Tomb of Horrors.
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The Serpent Ravenloft
Citadel™ Gazetteerlll"
The Serpent EvilDons New
Mother Stirs Masks

Arritual gone horribly awry
leads to a pursuit through
the warped Hornsaw,
where the Serpent Mother
herself was torn asunder.
With their own might and
the assistance of unlikely
allies, the heroes must recover a lost treasure
and somehow stop the machinations of
Mormo’s children, lest they awaken the titan.

The Cycle Concludes

Anepic adventure for characters of 7th to 8th
levels, The Serpent Citadel stands alone or
serves as the dramatic final chapter in the
Serpent Amphora Cycle begun with The Ser-
pent Amphora™, a free adventure available
at www.swordsorcery.com.
Sword and Sorcery Studios™ books are published
under the Open Gaming License and are 100%
compatible with 3rd Edition rules and the

D20 System.
ISBN: 1-58846-144-0 Stock #: WW8334
Retail Price: $10.95 U.S. Page Count: 48

Authors: Ari Marmell and C. A. Suleiman
Developer: Joseph D. Carriker, Jr.
Artists: SSS Staff

o
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Twisted evil permeates the
land — from the Renais-
sance-like intrigues of
Dementlieu to the ghost-
riddled land of Mordent;
from the ambitious machi-
nations of the ruling family
of Richemulot to the oppressive feudalism of
Borca — reflecting the perverse desires of
the ruling darklords.

The Truth Will Prevail

The third installment in the Gazetteer setting
sourcebook series provides in-depth infor-
mation on the domains of Dementlieu,
Mordent, Richemulot and Borca. Perfect for
single adventures and ongoing campaigns,
Ravenloft Gazetteer Il is useful for both
players and DMs.

ISBN: 1-58846-086-X Stock #: 15022
Retail Price: $24.95 U.S. Page Count: 144
Authors: Stuart Turner, Peter Woodworth
and Andrew Wyatt
Developer: Jackie Cassada and Nicky Rea
Artists: SSS staff

LTI gy

Raisethe
Dead™ |

AFriendHas
Fallen... 5

“Adventurers, you seek
the divine aid of my god- &
dess,” the high priest in-
tones as Terik lays down
the body of his fallen com-
rade. The priest peers into
a smoking brazier. “The
goddess shall grant you aid. But first there is
a task you must perform....”

Now You MustPay The Price

Occasionally, a player character dies. Raise
the Dead turns this death into a chance for
adventure! This DM Utility product contains four
thrilling quests to return a fallen hero to life,
including options for non-good aligned charac-
ters and other “difficult to raise” characters such
as druids, rangers and non-humans. You'll also
find interesting options for the deceased
character’s player.

Sword & Sorcery™ books are published under
the Open Gaming License. This versatile game
accessory may be used in any fantasy campaign.

ISBN: 1-58846-096-7 Stock #: WW8376
Retail Price: $15.95 Page Count: 72
Authors: Casey Christofferson, Brenden
Simpson and Lance Hawvermale
Developers: Bill Webb and Clark Peterson
Artists: SSS staff
rg‘gj
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Realms of
Norrath:
Freeport™

Inthrough
the Gates

Asone of the largest cities
in Norrath, and the gate-
way from the continent of
Antonica to Faydwer to the
east, Freeport abounds with
adventure. From intrigue within as the pala-
dins of North Freeport face off against the
supposedly corrupt guardsmen who control
the remainder of city, to the threats from all the
nearby regions (tribes of orcs, the dark elf city
of Neriak and more), Freeport is the cross-
roads that heroes seek.

Ovutthroughthe Sewers

Thisfirstsetting sourcebook for the EverQuest®
Roleplaying Game contains a map and de-
scription of the entire city of Freeport, from the
docks in the east to the areas of worship in the
north to the wizard guilds nestled squarely in
the city’s center. Also included are descriptions
for scores of NPCs, ideas for dozens of adven-
tures and much more.

ISBN: 1-58846-128-9 Stock #: WW16510
Retail Price: $23.95 U.S. Page Count: 144
Author: Owen K. C. Stephens
Developers: Stephan Wieck & Stewart Wieck

SeR
SONY ONLINE
ENTERTAINMENT




swort and sercery
may, releases

Morrick
Mansion™

ADeadly Curseis
Spreading!

Morrick Mansion and the
surrounding vineyards
were deserted years ago
when a terrible curse
warped every living thing
on the property into a
mockery of its prior form.
Do you dare enter the twisted grounds? Can
you discover the source of the curse and find
a cure — or will that same curse touch you
with madness?

Hatred, Death, and Danger!

A town and dungeon adventure combining a
compelling mystery with deadly mutant crea-
tures, Morrick Mansion challenges adventurers
to battle strange, twisted beasts in an effort to
stop an insidious curse. Can your characters
survive long enough to defeat the curse?

Sword & Sorcery™ books are published

under the Open Game License and are

100% compatible with 3rd Edition rules
and the D20 System.

ISBN: 1-58846-097-5 Stock #: WW8378
Retail Price: $13.95 Page Count: 64
Author: Patrick Lawinger
Developer: Bill Webb
Producer: Clark Peterson
Artists: SSS staff

Mindscapes™

Unleash the
Power
of Your Mind

Less common than magic,
but no less potent, is the
unusual talent of psionics.
Those who master the pow-
ers of the mind rival the
greatest mages of legend.

The Evolution of D20 Psionics

This class book for psionicists is just what
fans have been clamoring for! In response
to reader requests, D&D® Psionics Hand-
book designer Bruce Cordell brings us
Mindscapes. This book presents a variety of
new prestige classes for psionic characters,
as well as an alternate psionic combat
system and many new feats and powers.
Mindscapes also offers 18 all-new psionic
creatures, several inspired by the fabulous
art of Alan Pollack.
Sword & Sorcery™ books are published
under the Open Game License and are
100% compatible with 3rd Edition rules
and the D20 System.
ISBN: 1-58846-109-2  Stock #: WW16140
Retail Price: $18.95 U.S.  Page Count: 96
Author: Bruce R. Cordell
Artist: Alan Pollack

NMALHAVOC
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Befallen™

Death Befallsthe
LivingWho Dare
Enter

Once a place of medita-
tion and worship for an
order of monks, Befallen is
now populated by hordes
of undead. Located near
— too near — the city of
Freeport, Befallen poses a
constant threat to the city and its trade,
especially with the halflings of Rivervale lo-
cated beyond the Commonlands in which
Befallen lies.

Undead Galore

This first adventure for the EverQuest®
Roleplaying Game contains a complete map
and list of inhabitants for the dungeon known
as Befallen. Also included are areas and
NPCs not present in the online version of the
dungeon.

ISBN: 1-58846-129-7  Stock #: WW16520
Retail Price: $10.95 U.S. Page Count: 48

Author: Owen K.C. Stephens
Developers: Stephan Wieck and
Stewart Wieck
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" Adventure
| Atlas:
Stone Keep™

What MysteriesLie
Withinthe Keep?

The keep rises from a
rocky outcrop before you.
Entering through the front
gates, you could investi-
gate the lofty chapel or
explore the ancient crypts... or might the
master's chamber hold greater secrets?

Versatile Map Accessory for
Any 3rd Edition Campaign

This map accessory provides a complete
castle ready for use in any d20 campaign. Six
22" x 17" full-color maps offer detail from the
outer walls to the interior layout. The floor
plans follow a "one-inch-equals-five-feet"
grid, making itideal for miniatures or counters.
A 16-page booklet has prepared descrip-
tions of each part of Stone Keep — including
notes for use in everything from low to high
level campaigns — while leaving you plenty
of room to personalize it for any game.

Sword & Sorcery™ books are published under

the Open Gaming License. This versatile game
accessory may be used in any fantasy campaign.
ISBN: 1-58846-134-3 Stock #: WW16700

Retail Price: $15.95 U.S. Page Count: 16 + 6
full color maps
Authors: Aaron Voss and Jeff Holt
Developer: Andrew Bates
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BloodBayou™

Domainof
Darkness

Deep in the cypress
swamps of northern
Termana, the creature
known as Jack of Tears
rules arealm that serves
neither god nor titan.
Though outwardly joy-
ful, the kingdom masks
adark and evil soul. Served by the fearsome
carnival krewes and even more fearsome
things, Jack of Tears — also known as
Momus, the Laughing Man — weaves aweb
of intrigue and treachery... though toward
what ultimate goal, none can say.

Realm of the Laughing Man

As with Mithril: City of the Golem™ and
Hollowfaust: City of Necromancers™, this
sourcebook provides a detailed look at yet
another fascinating region of the Scarred
Lands™.

Sword & Sorcery™ books are published under the
Open Gaming License and are 100% compatible
with 3rd Edition rules and the D20 System. This

Aberrations™

AFate Worse Than
Death

Something has awak-
ened in the Mistwood
Mines. An old evil stretches
itstentacles acrossthe Moon
Fog Hills and once again
the hearty folk below have
a reason to live in terror.
Are you brave enough to
discover the secrets of the mines? Come visit
the Mathen Estate; just don’t plan on staying
too long....

ASlithering Chaos atthe Core

Aberrations features challenging wil-
derness encounters, twisting caverns of
dread, and an extensively detailed manor
house full of secret passages, devious traps,
and gruesome foes to test your party at
every turn. Can your characters withstand
the Obelisks of Chaos?

Designed for four to six characters of 5th
to 8th level.

NECROMANCER
GAMES

Sword & Sorcery™ books are published under the
Open Gaming License and are 100% compatible

Whenthe Sky
Falls™

An Extinction-
Level Event...

The sky burns with shoot- |
ing stars. When some of
them hit the ground, the
very earth trembles — and
horrifying new creatures
and magic arise.

Shake up Your Campaign!

Following the model of the popular event
book Requiem for a God, D&D Epic Level
Handbook designer Bruce Cordell brings you
When the Sky Falls. This event book serves as
a guide for DMs and players whose world is
struck, and struck hard, by a meteor. When
the Sky Falls presents a variety of new pres-
tige classes for characters close to ground
zero, a variant magic system powered by
residual meteor fragments, and many new
feats and spells. This book also describes
frightening new monsters — creatures twisted
by their proximity to the Afterfall.

Sword & Sorcery™ books are published under the
Open Gaming License and are 100% compatible

region sourcebook for the Scarred Lands can also
be dropped into any fantasy campaign.

ISBN: 1-58846-145-9 Stock #: WW8328
Retail Price: $18.95 U.S. Page Count: 96

with 3rd Edition rules and the D20 System.
ISBN: 1-58846-095-9  Stock #: WW 8379
Retail Price: $13.95 U.S.  Page Count: 64

with 3rd Edition rules and the D20 System.
ISBN: 1-58846-061-4 Stock #: 16121
Retail Price: $13.95 U.S.  Page Count: 64

Author: Casey W. Christofferson
Developers: Bill Webb and Clark Peterson
Artists: SSS Staff

Author: Bruce R. Cordell

Author: Mike Mearls Artist: Alan Pollack

Developer: Anthony Pryor

OrderBook:
Michaelites™

Those Who Are
Like God

Nowhere in Europe is the
Lord’s creative power more
apparent than in Roma

Norrath:
EverfrostPeaks™ ’ _
Frozen Men -
TellNoTales

Though frozen and danger-
ous, the northwestern portion

of Antonica, Norrath’s larg-
est continent, is not barren.
The hardy barbarian race
calls this region its home-
land, and its capitol city of Halas allows some
refuge fromwintry storms. Unfortunately, snow
orcs, ice goblins, giants and an awesomely
powerful dragon named Lady Vox also claim
ownership of the mighty tundra of Everfrost
and all that lies adjacent to it.
But aFlagon of Hard Drink
Thawsthe Lips
This core setting campaign book includes in-
formation on the land and inhabitants of many
regions of Antonica, including the dungeon of
Permafrost Keep, the city of Halas and the
Everfrost Peaks themselves. This book also
includes anever-before-seen portion of Norrath
— the dungeon of Miragul’s Menagerie. The
lich Miragulis not contentto wander the frozen
caves of Everfrost Peaks, and the designers of
EverQuest® feel the same. But his dungeon
home has never been completed... until now!
ISBN: 1-58846-131-9 Stock #: WW16511
Retail Price: $23.95 U.S. Page Count: 144
Author: SSS Staff
Developers: Stephan Wieck & Stewart Wieck

m o aNmEN
ENTERTAINMENT

Aterna, the Eternal City.
Vast avenues, giant monu-
ments, luxurious palacesand
artistic gardensdominate the
cityscape. But such splendor pales in compari-
son to the Michaelite Heaven. From within this
titanic angelic on the Abruzzes’ soft slopes,
where the Angelitic Church recreates the Gar-
denofEden, the purestof ordersreignssupreme.

AndTheir Stronghold of Power

Order Book: Michaelites is a key sourcebook for
Engel™, Europe’s finest roleplaying game —
now in English! Two books for the price of one, it
reveals both the inner structures of the angelic
Michaelites and the status of 27th-century ltaly.
Discover secrets within the hidden archives of
Roma Aternathatcould tear the Angelitic Church
asunder. Learn what it’s like to speak with the
voice of the Lord — to be a messenger of His will
and to relay His orders to fellow angels.
ISBN: 1-58846-073-8 Stock #: WW17005
Retail Price: $19.95 U.S. Page Count: 96
Authors: Oliver Hoffmann and Oliver Graute

Developers: Oliver Graute and

Oliver Hoffmann
Artist: Tobias Mannewitz
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- B306 - PLAVERS GUIDE TO WIZARDS, BARDS AND SORCERERS - JULY - B308 - PLAYERS GUIDE TO CLERICS AND DRUIDS - AUGUST
- B307 - PLAYERS GUIDE TO FICHTERS, AND BARBARIANS - JULY - 83079 - PLAYERS GUIDE TO RANGERS AND THIEVES - AUGUST
- 8305 - PLAVERS GLIDE TO MONKS AND PALADINS - SEPTEMBER
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__Burok Torn: City Under Siege (8326)
1-58846-187-4 $17.95 US
__Calastia: Throne of
the Black Dragon (8324)
1-58846-181-5 $17.95 US
__Creature Collection (8300)
1-56504-487-8 $24.95 US

__Creature Collection II: Dark Menagerie (8301)

1-58846-160-2 $24.95 US
__Divine and the Defeated: The Gods
& Titans of the Scarred Lands, The (8311)
1-58846-165-3 $24.95 US
__Hollowfaust: City of the Necromancers (8322)
1-58846-163-7 $19.95 US
__Hornsaw: Forest of Blood, The (8323)
1-58846-166-1 $17.95 US
__ Mithril: City of the Golem (8321)
1-58846-162-9 $17.95 US
__Penumbral Pentagon, The (8316)
1-58846-185-8 $18.95 US
__Relics & Rituals (8310)
1-58846-159-9 $24.95 US
__Relics and Rituals II: Lost Lore (8314)
1-58846-182-3 $25.95 US
__Scarred Lands Campaign Setting:
Ghelspad (8325)
1-58846-184-X $24.95 US
__Scarred Lands Dice (8399)
1-58846-169-6 $6.99 US
__Scarred Lands DM’s Screen (8313)
1-58846-170-X $8.95 US

__Scarred Lands Gazetteer: Ghelspad (8320)

1-58846-161-0 $8.95 US
__Scarred Lands Gazetteer: Termana (8340)

1-58846-186-6 $10.95 US
__ Secrets & Societies (8315)

1-58846-183-1 $13.95 US
__Serpent and the Scepter, The (8333)

1-58846-118-1 $10.95 US
__Serpent in the Fold (8332)

1-58846-120-3 $10.95 US
__Shelzar: City of Sins (8327)

1-56504-146-7 $21.95 US
__Vigil Watch:

Warrens of the Ratmen (8330)

1-58846-164-5 $13.95 US
__Wilderness and Wasteland (8331)

1-58846-121-1 $12.95
__ Wise and the Wicked, The (8312)

1-58846-167-X $17.95 US
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__Champions of the Scarred Lands (11660)

1-58846-808-9 $6.50 US
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The Dead God Trilogy
__Scarred Lands: Forsaken (Book 1) (11661)

1-58846-809-7

1-58846-810-0

1-58846-811-9

__EverQuest Role Playing Game:

Player’s Handbook
1-58846-125-4

__EverQuest Role Playing Game:

Game Master’s Guide
1-58846-127-0

__ EverQuest Role Playing Game:

Monsters of Norrath
1-58846-126-2

__ EverQuest Role Playing Game:

Realms of Norrath: Freeport
1-56504-128-9

$6.50 US

__Scarred Lands: Forsworn (Book 2) (11662)

$6.50 US

__Scarred Lands: Forbidden (Book 3) (11663)

$6.50 US

(16500)
$29.95 US

(16502)
$29.95 US

(16501)
$29.95 US

(16510)
$23.95 US

__Ravenloft Campaign Setting

1-58846-075-4

__ Champions of Darkness

1-58846-081-9

__Denizens of Darkness

1-58846-077-0

__Heroes of Light

1-58846-082-7

__Ravenloft Gazeteer |

1-58846-080-0

__Ravenloft Gazetteer I

1-58846-083-5

__Secrets of the Dread Realms

and Dungeon Master’s Screen
1-58846-076-2

__Van Richten’s Arsenal Volume |

1-58846-079-7

1-56504-085-1
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__Banewarrens, The

1-58846-103-3

__Book of Eldritch Might, The

1-58846-100-9

__Book of Eldritch Might II:

Songs and Souls of Power
1-58846-102-5

__Book of Eldritch Might III:

The Nexus
1-56504-105-X

@

(15000)
$29.95 US
(15003)
$21.95 US
(15002)
$21.95 US
(15030)
$21.95 US
(15020)
$24.95 US
(15021)
$24.95 US

(15001)
$14.95 US
(15010)
$24.95 US

__Van Richten’s Guide to the Walking Dead (15011)

$22.95 US

(16111)
$17.95 US

(16100)
$10.95 US

(16101)
$12.95 US

(16102)
$18.95 US
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__The Book of Hallowed Might (16103)
1-56504-108-4 $10.95 US
__Demon God’s Fane (16110)
1-58846-101-7 $9.95 US
__If Thoughts Could Kill (16150)
1-58846-106-8 $9.95 US
__Requiem for a God (16120)
1-58846-104-1 $12.95 US

__Skreyn's Register: The Bonds of Magic (16130)

1-58846-107-6 $12.95
NECROMANCER
GAMES
__Book of Taverns (8374)
1-56504-072-X $19.95 US
__Chaos Rising (8375)
1-56504-099-1 $13.95 US
__Crucible of Freya (8350)
1-56504-485-1 $7.99 US
__Demons and Devils (8354)
1-58846-153-X $8.95 US
__ Grey Citadel, The (8376)
1-56504-098-3 $13.95 US
__Hall of the Rainbow Mage, The (8372)
1-58846-113-0 $15.95 US

__Maze of Zayene 2: Dimensions of Flight (8381)

1-58846-190-4 $11.95 US
__Maze of Zayene 3: Tower Chaos (8382)
1-58846-117-3 $11.95 US
__Necropolis (8390)
1-58846-116-5 $29.95 US
__Prisoners of the Maze (8380)
1-58846-189-0 $11.95 US
__Rappan Athuk 1 (8360)
1-58846-164-4 $9.99 US
__Rappan Athuk 2 (8361)
1-58846-157-2 $11.95 US
__Rappan Athuk 3 (8362)
1-58846-158-0 $14.95 US
__Siege of Durgam’s Folly, The (8370)
1-58846-188-2 $10.95 US
__Tomb of Abysthor, The (8351)
1-58846-150-1 $15.95 US
__Tome of Horrors (8387)
1-58846-112-2 $29.95 US
__ What Evil Lurks (8371)
1-58846-193-9 $10.95 US
__Vault of Larin Karr, The (8373)
1-58846-140-8 $15.95
__Engel (17000)
1-58846-123-8 $29.95 US
__ Creatures of the Dreamseed (17001)
1-56504-122-X $23.95 US
__Engel: Pandoramicum (17002)
1-58846-119-X $4.95 US




