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The Other Side
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| haven't been sleeping well lately. It seems the adventures I've been selecting to
print during my tenure as Dunceon Editor have been taking their toll, and the
ghosts of slain PCs have begun haunting my dreams. It's honestly not my fault;
I'm just doing the job of countless Dunceon Editors before me. I'm sure they
found a way to deal with the ghosts of PCs who died in the Dunceon
adventures they printed. Well, I've finally found mine.

I'm not willing to give up the habit of giving DMs the tools to slaughter hap-
less characters entirely, but | am trying to cut back. That paladin who died in
“Flood Season” and visited last night really gave me the hibbly-jibblies. It's time |
gave the player’s some tools to fight back—I need to right the karmic balance in
my gaming life. | need to move one seat to the right around the gaming table.

To be honest, I'm tired of always staring at a bunch of charts. You know, the
ones on the inside of the DM'’s Screen. I'd like a chance to look at the pretty pic-
tures the players are always captivated by, a chance to lose myself in the
artwork on the other side of the screen,

So in an effort to make this adjustment in my life, I've taken a radical step.
This issue is going to be my last with Dunceon Magazine. Effective with issue
#312, I'll be taking the reins of DRAGON Magazine as its Editor-in-Chief.

It's been an interesting ride on this side of the screen, | must admit. We've
seen several format changes, a publisher change, and other nearly countless
alterations to the way the magazine is published that many of you aren’t even
aware of. But the problems are miniscule compared to the many joys.

For example, the Adventure Path, my baby, will carry on in the arms of the
new Editor-in-Chief, Erik Mona and new Associate Editor (and longtime
Duncgeon contributor) James Jacobs. | know you'll love reading how this under-
taking will turn out.

| put together issue #100! Holy buckets!

My authors—I've said it before, but it bears repeating: This is your maga-
zine. The authors you see in these pages were once just readers. Seeing that tran-
sition happen, that talent grow, is one of the coolest aspects of working on Dun-
GeON.This is one aspect of working on Dracon that will be just as exciting.

And then there are the readers. Most folks only write in when they're
horked off, telling me that I'm an idiot. But letters from readers like Sgt. Trinidad
Gutierrez can light up my day (see page 8). Again, it's your magazine. Ask for
what you want. You might not always get it, but I've read every piece of mail
sent to me in the past two years. The editors are listening.

My mentor and predecessor Christopher Perkins once said that being the
Dunceon Editor was the best job in the industry. | believed it when | took this
job, and having sat in this chair for over two years now, | still do. | mean, heck, |
get to read adventures all day! But the time comes when the weight of one’s
conscience can no longer be ignored. The cries of the DunGeon Dead must be
alleviated. And sometimes, a change just ... fits.

So I'm making the move. I'll miss this chair, these challenges, and most of
all, I'll miss you, my fearless readers. I've never seen this position as a stepping
stone to bigger and better things. It's often been perceived that way, but I'm
here to tell you nothing could be more untrue. This magazine is the best, and it
will only continue to get better. In fact, | can tell you now as a reader, | couldn’t

be more excited about the future of Dunceon. j :
L]

See you on the other side of the screen...
dragon@paizo.com
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O Fiend Fan

Iam a supply sergeant for a unit
assigned to Iraq. I thought I'd take a
minute to thank you for your publica-
tion, as it helps build morale for the
troops stationed over here. Being away
from our loved ones and in a combat
zone does a lot to demoralize us, so we
all try to find little comforts of home.
Some of us troops out here have turned
to reading comics, DRAGON Magazine,

‘and DUNGEON/POLYHEDRON.

S

" Well, here’s where I come in. Being
" a freelance artist, I have done some

little murals. I have done one based
on one of the tokens from Monster
Token Set #9g found in a recent issue
{#98} Since our company’s nickname
lie Rock,” I chose to illustrate

maug token 1 hope you like it.
; - Sgt. Trinidad Gutierrez

€ Bring It Back

I have been buying Dunczon for
over two years now, and I never felt
that it wasn't worth the cover price,
regardless of what that price was,
until now. Issue #g9g9 is by far the
worst issue of DunGeoN [ have ever
seen. POLYHEDRON was a nice little
extra when it made up about 20-25%
of DuNGEON's content, but this new
nearly so-50 split was, in my opin-
ion, a horrible decision. I was appre-
hensive when I first read that this
was going to be the model for future
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Tell us what you think of this issue. Write to: Prison Mail,
3245 146th Place SE, Suite 110, Bellevue, WA 98007
or send an email to dungeon@®paizopublishing.com.

issues of DUNGEON, and issue #99
did nothing to change those feelings.
Issue #98 was also a disappointment,
but not nearly on the scale of this last
issue. While I can't speak for every-
one, I'm guessing the majority of
people purchase DunNGEoN for its
original purpose: to provide quality
D&D adventures. Issue #gg could
hardly even boast of one adventure,
rather essentially five Side Treks
loosely nailed together.

And then, in POLYHEDRON, we get a
ridiculous Mini-Game based on Scooby
Doo and other juvenile cartoons from
the '60s and "70s, topped off with an
embarrassing cover picture featuring
big-breasted huge-eyed anime girls. I
can't imagine more than a handful of
people ever playing this game, let
alone more than once. I'm more
embarrassed about people at the gym
or on the train seeing that cover than
any of the countless ones featuring
demons and beholders.

I realize that DunGEON is under a
lot of financial pressure, but please
don't abandon your core audience.
honestly felt I would have gotten
almost as much value if  had just
taken the money I would have spent
on issue #99 and set it on fire.

Ian Murphy
Via Email

Well, lan, that just goes to show you
that “brilliant” marketing schemes
sometimes bite you in the ass. When we
printed “5 Adventures in One” on the
cover of #99, we thought we'd be point-
ing out how versatile and modular the
module in question, “Quadripartite,”
could be. You're not the only one to
assume that we just stapled a bunch of
Side Treks together, but that’s certainly
not what happened. “Quadripartite” is a
really fun adventure, and it was cer-
tainly designed as a single module.

As for your other comments, you're
not alone there either. We're listening

to those of you who don'’t like the cur-
rent DUNGEON/POLYHEDRON format,
and we're considering changes as we
write this response. Thanks for all the
feedback, everyone!

@ Nothing Wrong With
a Little Skin

The first DuncEoN Magazine I bought
was #8, and I now have about 8o of the
100 issues in my collection. Issue #100
has set a new standard for Dunceon
Magazine. In short, I want more. I really
liked the humongous 43-page adven-
ture with the githyanki theme. I'd like
to see more big adventures, rather than
the small ones. If it means less adven-
tures per issue, it's okay with me.

In the past, there were far too many
low level adventures. I've noticed now
that your magazine has a more bal-
anced mix of low-, mid-, and high-
level adventures. I think that is good,
but I'd still like to see fewer low-level
adventures and more mid-, high-, and
epic-level ones. Those are the ones
most gamers need, because their char-
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acters spend more time in mid and
higher levels than lower ones.

I did like the way you tied the Pory-
HEDRON issue in to the themed Dun-
GEON too, very nice.

Regarding the complaints I've read
from your other readers:

The sexy artwork is excellent! Paint-
ings of scantily clad women with
swords are a great thing. Thank you!

The strange fonts and typefaces are
also a nice touch. Don't let the illiter-
ates stop you from using them in
your titles and headings.

The quality of the magazine is out-
standing. Please don't let anyone dis-
suade you otherwise.

Lastly, adult and vile content is also
great; I want more of that.1am a 36-
year-old male and have been playing
D&D since 1980. All of the gamers in
my groups are adults too.

Kurt Stoffer
Via Email

© 100 Issues of Cool

What a great issue DUNGEON #100 was
from top to bottom! Please give your-
selves a round of applause. Any high
level adventure is worth its salt to me
because they feature very nasty crea-
tures, tough villains, and epic-propor-
tion outcomes. I don't mind the low-
and mid-level adventures, but my
friend Al and I really dig those high-
level ones. And to feature a race as vil-
lainous as the githyanki was a stroke of
genius. I even enjoyed the background
on the gith feature in PoryHEDRON. The
back story really gave some life to these
very underused Astral-dwelling nasties.

It was very clever to have a paint-
ing of a gith ala Fiend Folio on the
PoryHEDRON half. I even laughed at
the gith cartoon on the DunGEoN
table of contents.

The return of Flame was just too
much. It really connects this issue
with your first issue. The magazine
has just been incredible the last few
years or so. The artwork, ideas, story
telling, and various fonts have all been
great to look at. Here is to another 100
issues as good as the last 100!

David Gehring
Kenosha, W1

O You Got Me...
This Time

I will happily admit that #100is a
superb DUNGEON. There are some
excellent adventures in there that are
as good as any that have graced Dun-
GEON Magazine, and most importantly
there is material I plan to use.

This doesn't invalidate my overall
gripes with Paizo's management of
DUNGEON, but it is a pleasant
surprise and a very good indication
of the potential they have for the
advancement of DUNGEON. The tie-in
between PoryHEDRON and DUNGEON
was excellent even though I'm not a
fan of, and do not use, the gith.

Nice work, Paizo. Please continue in
that mold and I will be singing your
praises as loudly and as vehemently
as I was (am) screaming criticisms!

Tim McDonald
Via Email

Q Griping Loudly and
With Feeling

I know that dissatisfied customers
are usually louder than the happy
ones, and I've seen several places
where you have been responding to
complaints regarding the format of
DUNGEON/POLYHEDRON. | just wanted
to write in to say I like what you've
been doing with the magazine. I
hadn't ever read a PoLYyHEDRON until
you combined it with DunGEon, and
I've been enjoying that part of the
magazine as much as the modules.
Furthermore, I try not to read the
modules unless I'm about to actually
DM one—I might be a player, rather
than a DM, and I don't want to burn
that possibility by reading the
module. POLYHEDRON gives me the
instant gratification that's so much
fun when a magazine arrives in your
mailbox. I'm certainly glad to be get-
ting that happy feeling twice as often
now that you are monthly!

I expect there are lots of quiet
happy customers out there like
myself. T hope your sales figures and
bottom line support that theory!

Scott Patlin
Via Email
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® Go, Go Githyanki

Every since I first laid eyes on the Fiend
Folio (back in the early eighties) I have
been enraptured by the githyanki and
their hated kin the githzerai. All
through the last two decades, when-
ever the question of one’s favorite
monster would come up around the
gaming tables, I had to endure the end-
less hours of “drow this and drow that”
only to be met with perplexed looks
when I mentioned the githyanki as my
favorite. And when PLANESCAPE
became all the rage, I never fell into a
group that played it, so all the good
crunchy bits of the githyanki in that
campaign world I never did behold.

Your last issue of DunGEON (#100)
brought me great joy and no little
surprise—to see the githyanki
revealed in all their grotesque
beauty! My surprise was in that, until
now, I had tolerated the PoLyHEDRON
Mini-Game supplements as none had
really caught my interest. But this
Incursion is something I may either
play or adapt to a campaign where
the PCs are the ones repelling the ini-
tial stages of the invasion.

Now I have lots of gritty details of
the githyanki to pester my DM to let
me play or better still, to harass and
challenge my players with when I get
to DM.

Once again, thanks for the excel-
lent issue and keep 'em coming!

Trevor Chapman
Brampton, Ontario
Canada
If you dig the gith, you really need to
check out Dracon #309, as well. The
DracoN contribution to the Incursion
project is outstanding.
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CRY WOLF

BY NICOILAS LOGUE

“Cry Wolf" is a D&D adventure for four 2nd-level player charac-
ters (PCs), although it is extremely easy to adapt to higher-level
parties. It is suitable for any mix of races and classes, although a
ranger or druid will prove most useful. The adventure can take
place in any campaign world simply by changing the names of
places and people to suitable counterparts in your own setting.

BACKGROUND

Springtime in Tier Valley brings warm breezes, sweet rain, and

the Festival of Flowers, an event not to be missed. Each year in
the township of Rendrick, the Festival is a gala affair that also
holds great religious significance as it marks the beginning of
the lunar new year. The folk of Rendrick enjoy fifteen days of
nonstop celebration. Excellent food fills everyone's bellies and
local troupes of players provide limitless entertainment. A
bazaar organized by the merchant’s guild brings exotic goods
from far regions, including spirit mead, a potent hallucinogenic
beverage enjoyed by many during the festival.

This year, the festivities are marred by one unfortunate inci-
dent. A wild wolf, and a large one at that, has wandered down
from the nearby hills and has been terrorizing the township. Its
behavior is odd to say the least, as wolves normally avoid the
town proper. This particular wolf seems extremely aggressive
and has been slowly making its way through the outer farming
communities toward the town center. The animal is considered
very dangerous by the constabulary, especially since rumors have
sprung up about it attacking a farmer's young daughter.

Samuel Arnault is a local aristocrat known for his goodwill
and contributions of wealth and service to the populace of Ren-
drick. Refusing to let his town's favorite festival be shrouded in
fear, he has offered a reward of 200 gp for the capture or slaying
of the animal.

Unknown to the rownsfolk is that this wolf, named Rain, is
the animal companion of Tamris Quickthorn, a ranger of good
reputation who protects an endangered breed of wolf (speckled
wolf) from poachers who seek the handsome sums the pelts
fetch. A recluse, Tamris rarely seeks the company of other
humanoids. He prefers the woods and the company of its resi-
dents. Two days ago Tamris suffered a mishap and is in grave
danger. While patrolling the woods about the valley he tum-
bled into a pit trap dug by a group of unscrupulous hunters.
Rain managed to escape the poachers and has come to seek aid
from the people of Rendrick. Unfortunately, Rain is a large

specimen of his kind and his arrival at every cotrage has

inspired fear. He did not attack the daughter of the farmer, but
was trying to befriend her when her father panicked and struck
at the animal with his pitchfork. Rain responded out of instinct
and nipped the farmer's backside. Since this incident tran-
spired, Rain has been hunted. Several parties seek his death,
both for the reward and for his unique and beautiful blue-

speckled coat, which is his namesake.

ADVENTURE SYNQPSIS

The PCs hear about the wolf and decide to track it down. They

investigate the so-called attack on the farmer John Gallows and
his daughter Beatrice. They find that the wolf may not be dan-
gerous at all and then must race against other parties of hunters
to locate the animal. When they catch up to Rain, two other
hunting groups are already hard on its tail. They have chased it
into the bazaar area and hunt it among the many stalls and tents
there. The PCs must safely capture the wolf and stop the hunters
from killing the animal. Eventually, they learn of Tamris’s situa-

tion and must face the poachers who have captured the ranger.

ADVENTURE HOOKS

The adventure begins in the town of Rendrick. The PCs hear

about a meeting for hunters or see one of the many notices

posted all over town concerning a reward for a marauding wolf.

The PCs could become involved for any number of reasons

besides just the reward money and the duty of protecting inno-

cent folk. Here are a few:

» A mentor of the PCs does nat believe in killing the animal
(this mentor may be a druid or ranger) and wants the party to
capture it and take it back to the hills where it belongs.

= Bad blood exists between one or more of the hunters and the
PCs, creating a rivalry over who can nab the wolf first.

* The PCs wish to curry favor with Samuel Arnault. They are
looking for a job with his men at arms or require an item
from him for another quest of theirs and intend to use this
opportunity as a bargaining chip.

Whatever hook brings the characters to Rendrick, on the
morning of Blossom Eve, the day before the Festival begins,

read the players the following:

Sunshine and the scent of flowers fill the air on this fine spring
morning. The streets of Rendrick are bustling as townsfolk,

performers and vendors prepare for the grand celebration to




begin this evening. The town square is filled with tents and
wooden carriage stalls as merchants set up the bazaar that
sell exotic goods and delights from afar. Oddly most of the
people are not enjoying the sights and sounds of the market,
but are instead gathered around Samuel Renault, a local aris-
tocrat who is preparing to make a speech.

Samuel Renault's attire denotes his austere lifestyle and his
attention to the welfare of the town rather than the filling of
his own coffers. He wears a simple tunic, woolen leggings,
and a vest. In assembly are a good number of hunters and
woodsmen. They are all hard men and women bristling with
bows, arrows, spears, and assorted other tools of their trade.

Renault then begins to speak:

“Good fellows and ladies of the wood. As you know, a large
black wolf with blue spots upon its coat is alarming the people
of our fair township and darkening this, our most celebrated
occasion. Just yesterday the creature attacked John Gallows's
daughter. Luckily it was driven off before it could do much
harm, but who knows when it will strike again. Good people, |
want this animal found and captured. If this is impossible
then the animal must be slain for the welfare of the commu-
nity. The reward is 200 gold coin from my own purse. Speed be
with you; if fate is on eur side the Blossom Eve will be enjoyed
without cause for fear."

Development: Renault is polite even if addressed rudely. If
further questioned, he suggests the PCs speak to Gallows about
the attack. He tells any PCs that the wolf is heading toward the
town proper, and not skulking about its fringes as one might
suspect an animal in search of easy prey to do. Renault suspects
the beast is rabid and should be put down.

Grogan and Valorin are present at this meeting. The PCs
should have ample opportunity to roleplay with them and
exchange threats, challenges, or bets with them, This first meet-
ing with Grogan is especially important. The hunter's true
motive for hunting the wolf down is to ensure the secrecy of his
illegal pit traps and his capture of the ranger, Tamris Quick-
thorn. Any PC who makes a DC 20 bardic knowledge or Gather
Information check has heard rumors of Grogan's poaching
activities in the nearby forest (See “Talk of the Town," below).

Grogan knows that the wolf is Rain (he has seen the animal
recently in the company of his enemy, Tamris) and intends to
kill the animal. If the PCs succeed at a DC 20 Sense Motive
check, they gert the feeling that he is after the wolf for more
than just the reward.

Valorin, while not evil in his own right, is quite proud when it
comes to hunting and is intent on being the one to bag this wolf.
His arrogance is apparent and he will be quick to point out any-
thing that seems unprofessional about the party, including their
gear, their lack of experience, and the presence of obviously
unsuitable hunters (if the party contains any). See “A Hunting
We Will Go" for statistics on Grogan and Valorin and his men.

TALK OF THE TOWN

Interaction with locals in town provides a great deal of informa-
tion necessary for the completion of this adventure. Roleplay-
ing these interactions or successful Gather Information checks

provide the PCs with the following information:

DC Information Received

10 The PCs learn that Renault is an upstanding member
of the community who often uses his personal wealth
to aid his fellow citizens. In addition, they learn that
Rendrick's Festival of Flowers is an event not to be
missed, featuring merchants from all over the world
who come to peddle their wares here in the bazaar. If
the PCs ask specific questions about John Gallows
they find out the location of his farm,

15 The PCs are warned of Gallows's tendency to tell tall
tales and exaggerate. Also the PCs learn that Grogan
doesn’t usually hunt without his two partners Tor and
Meg. Townsfolk mention that it is odd that Grogan is
hunting the wolf without his cohorts.

20 The PCs hear about Tamris, a local half-elf ranger
who usually keeps the woods clear of goblinkind. He
has gone missing as of late. No one knows about
Rain though, as he was befriended by Tamris only a
few weeks ago. The PCs also hear rumors of
Grogan's illegal poaching activities and his prefer-
ence for collecting the pelts of speckled wolves.

—QUESTIONING FARMER JOHN

Eventually, the PCs’ investigation should lead them to the site
of the only actual wolf “attack.” Farmer John Gallows is in his
early forties and his bald head glistens with sweat from a hard
morning of tending his fields. He is found in front of his cot-
tage cleaning his tools. His daughter Beatrice, an adorable girl
of ten summers, sits on the porch behind him. John tells the
PCs that they are not the only ones who have come asking
about the wolf attack (Grogan and some other hunters came
through early in the morning before the meeting). When asked

about the attack he gladly tells his story:

“It was nearing dark, ya see? | was jus' done tendin' me field
when | spots this huge beast lumbering toward me daughter
Betty dere.” He jerks a thumb at his daughter behind him,
who scowls. “I seen it snarlin’ and slobberin' as it come, ready
to scoop her up in its jowls and devour her in one bite! | ain't
about to let it though and | come at it fast wit me pitchfork
‘ere!” John picks up his pitchfork, waving it madly. “Then it
done bit me on me backside right 'ere. | weren't afraid, though
it hurt something fierce | tell ye. | stabbed it once, twice, three
times with me haystacker and it run off howling like the wild
beast it was."

Any PCs who succeed at a DC 12 Sense Motive check get the
impression that John's encounter with the wolf did not go

exactly as he says. If pressured, with a DC 12 Intimidate or







