Since mankind first began building societal relationships, gathering to participate in trade,
strengthening their numbers or negotiating treaties between warring groups, games have been
with us. Whether for settling disputes,bonding or simply relaxation, as mankind has evolved, so
has the concept of playing games. Through the years, for every game that endures, there are
many more that enter the scene, claim their fleeting fame, and fade just as quickly into
obscurity, forgotten, only to be replaced by the next passing fad. Those that do withstand the
passage of time often spawn numerous clones and copycats, with only enough alterations to
avoid the march of copyright lawyers. So, when an idea that endures begets another concept
with as much staying power as the original, its an idea well worth exploring.

In 1993, game designer Richard Garfield applied for and received a patent for the first
collectible card game, Magic: The Gathering. Consisting of pictorial cards representing various
spells, creatures and more, each with different abilities and effects, the game quickly sold out in
its first print run. Incorporating the concept of stepped-rarity, such as common, uncommon,
rare and ultra-rare, both players and collectors alike began emptying their wallets in pursuit of
the most powerful and most difficult to obtain cards.

Upon bearing witness to the immediate success of this pioneering concept, many game
developers, both industry behemoths as well as independent entities, were eager to jump aboard
the band-wagon, and hopefully increase their company's bottom line.

One of these companies, long a household name for many, was TSR, the creator and overseer
for all things Dungeons and Dragons. Based in Lake Geneva, WI, the company was also eager
to cash-in on the popularity of the burgeoning Collectible Card Game market.

Though then president, Loraine Williams, thought that CCG's were nothing more than a flash in
the pan, the green-light was given for their own card game, utilizing myriad characters, items
and settings from their vast wealth of intellectual properties and artwork from the top fantasy
artists of the time. Developed by James M. Ward, Steve Winter, Zeb Cook, and Tim Brown,
Spellfire: Master the Magic, was introduced in mid-1994, and immediately took off. With its
familiar fantasy settings, such as Ravenloft, Dragonlance and Dark Sun, as well as beloved
characters from within those realms, the game quickly gained the appeal of an established fan-
base.

Not content with simply poaching market-share from Wizards of the Coast, TSR wanted to be a
dominating presence in the Collectible Game market, and was simultaneously working on an
entirely new concept, again started by Mr. Ward, and developed by Lester Smith. In 1995 TSR
turned the collectible game market upside down with its novel concept, by replacing the
standard component of most games, the “playing card” with polyhedral dice. In hindsight, a
reasonable progression, as the hallmark of their core product was dependent upon dice rolls to
advance the game's storyline.

The idea of using dice in lieu of cards was born at Toy Fair, held every year in New York City,
where manufactures get the opportunity to showcase their best and brightest ideas, all vying for
the chance to unveil the next sure thing in the world of toys. A German designer used the event
to reveal his concept of a six sided die that had removable pips, to allow the faces to then
display other images beneath. TSR was impressed with the design concept, and negotiations
began to license the design for their own use, but the parties involved could not come to a
satisfactory agreement, and it soon became apparent that licensing would be cost prohibitive.



Down, but not out, TSR chose instead to fall back on standard dice manufacturing methods, and
began designing conventional molds with then unconventional iconography, each indicating
either a different game mechanic, or, in the case of the ID Icon, a wild face, thereby generating
any needed results. In response to Jim Ward's idea, Lester Smith quickly drafted a concept of
what a game of this type should entail, including everything from what the world looked like, (a
mix of Tolkien, John Brunner and Roger Zelazney, as well as a smattering of other fantasy
writers visions) to the appearance and vocal intonations of Esfah's inhabitants.
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THE WORLD OF ESFAH

Crosshow cocked. Barakh the dwarf peares over ehe cizp wall, looking for o orger among che roidors. A
slong the wall ro e'ther sdde of Yim, coral el archers did che same, chough chey nocked cora-headsd armws
o bows of whale bone. Cradling che carved stone stock of his dwarven wegpon, with its iron-tipped misrila,
Barakth feir anocher surge of homesiciness, bur he forced i aside with a growl, Samrle was nor che place for
feeling sorry for oneself, no mareer how alien che surroundings. no pacee: how cur of from ane's own

Barakh had come ro the Selumari ciry as pare of an enrire cohorr of Vagha warrios. Heand his
dwarven broilers were sae by dheir Ling o Gelsoer che wicy's delermes sgprusac awelliug fioros of gobdio aod
lava eff raiders, in 2 gesrvre of goodwlll coward che Selvmard. Now che orhers were al' dead, slaugnrened
while repelling an amoul: thet hod neardy oken the cicr. OF courss, a muksitude of com! elver hod ded
bravely as well, bur char 2id nothing ro esse the ache o his loss. What mede chings worse wes char, had chey
beon Aghreing in cheir padve mounesns, dwarven magic coudd have saved many o che Vagha, Even che
graves: of wounds could be hesled wich a timely gpark of life spell. Bur che Selumari cicy lat on che sea
coast, where damnsble demp sale air incerferad wich Vaghs fre magic. And so, his brechren had penished,
while coral alf mages healed cheir own dying witk air magic sod surrounded ehe ciry wich desp fog thar did
&5 much to obsure che ra'ders & o shelter the defenders,

.Fhmz:ur into char fog, Berakh rook aim ar 2 fleeting shadow and fized. Wich a cry of pain, the
shadow dropped. Barakh grinned. From the sound. che victim was one of those thrice-damned Morehl, che
lava abves chae Infeseed che dovkese proeeas oF his homelands. The gobling weve bol cpough, bue eheee was o
aodness to the Morehl, m evil that threatened © engulf the whole world Well, now there would be ons
fewer r plagee ir. Rarsbh disckad o cock and ralnad bis croshow.

Abeve his head, all along che wall, ghostly flames suddeniy sprang ro It The coral elvesseappered back,
startled and half blind.

“Mever fear!” Barakh shouted. *I' is only fairy fre”

The coral aif ro his lefr rook heareand, ducking behind a merlon, rubbed his opes and blinked oo clear his
[y Loeip
No one elie seemed ro have heard him. “rom ourside che dey, 5 -rackle of lava elf plsrols soundad, and
blinded Sclvmari fell all along che wall, bloodicd end broken. The mider roared & checr,

Cursing, Barakh drew upon whar liecle magic he could, A xale fame fashed acrom che sky, and a chin
rleusd oF ach hegan falling over che immadiors orsa, hrrther obecuring ertacker and defender aliks. fr wam'r
much, but it might give the Sebumaer anowugh respite m reman the wall,

From deep inside the zity, & horn soundsd @ lew, mournfil noce.

“It's che sgnal to retreat,” mid the surviving coral el “The msin gete must have been bresched Cur
only hope now is o reach che quayand escape sboard ship.”

"Whae! Jarakh cried. "My people digd to hold this city! We can’l just give if up”

The Selumari foid hisbluve-scinned hana upon the dvarf's polden one.

“Will our deachs bring chem beck™ he axked,

Barkh ground his ceech. The coml elf’s calmness was infuriacing.

Cathering up his crombow and quorrek, tho dwerf drow Lis ows and gesrured rowerd che stoim.

“Yeu firsr,” was all he said.

Ten mrinures found che pair nearing che quay. Three galler ey ar ancoor chere, chedr cosal hulls Aoaring
fightly on che warer. Barakh had hewrd chat sech ships couls even ssil chrough air.

Scores of Sefumar! walned to board ahead of them. Even i che dwarfs eyes, ic wes obwiois cher chey
coufdn’r all e

*Dio you see anrohing wooug with this plan® Dokl seked his wourgpesait, sacenn ouging s vedoe s
spat sngrily over the sgge of the quey, onco ehe sand.



Tha coral off eaak in the crovwded quay 2ad che mic of chire. He gored down the beoch, and our ocross
rhe waeer, Fe srood still for @ moment, head cocked, as if listening 1o something che dwarf could roe hear,
then drew hls curlass, He swuny ehe blade a fow nmes, dhen selled his shoulders 1o locsen the muscles.

“Let’s not give up hope yet,” he sid. He stepped back to wheve the pier mes cicy sreer, and ok up
defensive posture, Boing che city, Columnsof smoke were arisng here and chere wichin ic, and che wild cries
of pobling and lave elvesechosd down the greésts | he horde was coming,

Barakh stered o the coral e¥'s hack for 3 moment, then far our a pene breach, He hefeed his ace and
sepped o che el mike

The Seduman glhinced et bim and smiled.

“I'm glad ro have you here, brockar.® he said

Barakh nodded. oo moved ro speak.

From che zrowd behind, ocher Selumari joines chem, forming a defiensive line scros che quay’s head ANl
latd a compantonsble hend momenmrily upon e dwarls shoulder as chey didso. as if dawing
from this alisn's dedicarion o their people’s defeqse. Barakh felt & growing bond wich chese efves,
of their serange ways. He understood, now, in 3 mew way, the wonds of the aacient Hook of che Land, char
the Vagha and Seluman were brochers, united in their dedicurion tw the world It was 5 corcepr de felt sure
the Trugs sad Morshl, s oher woraliip ol een §h snnd vestovmtion, couhd sever wodenceod, For o arcuaet,
he fel- sarry for chem.

Then the horde come into tew. Down svery street they svarmed. converging on the quoy, putting eorch
to anything thar would burn, and smashing everyching thar would ror. Thefr glee in descruction wes chiiling
to behold,

The invaders sported the knot of defenders ar che quay’s bead.

Wirh a deafening cry, chey charged.

Barakh bmced pimsef, convinced chat death oy only momentsaway, and sddensd char e wauld nop
live to carry his new undersemnading hack o his own people.

Surckden fy, froo care of che shy, 2 verftnbl ciowd of oley wingesd peopide descendecd, Ligiernng o adeed
from :heir maks, lancing into the mass of Trogsand Morehi

A :ﬁurm-mmg the Sokmmard 'n-lpdmhnnmm.ﬂ!'

Between the Selumar and the onrushing acoackers, v chick band of frotr serv'ed. Swiftly. ir grew inroa =il
dafensive wall. The inveders crashed agsinsr it wich cries of pain.

Baekh blinked in sorrlement. From behind, he hesrd & great splashing of waves, and droplemof chill sie
water fell upon him. Tuming, he watcheda giare man of living corel rising slowly oue of the sea. The planr
took one pomnderous ste over che wall of frost, and che invaders cied In dismey.

Cheering mighrily, the coral elf warrioms pounded Barakh upon rhe back.

“Yous haave broughe wi feck!” chey shiowead

Barakh gave them 8 sunned grin.

*You're all inviesd & my homes, o 8 wiepary colsbarion.” he aid [ have soma frisnde back rhars [d
like you to meet.”

PREFACS

Alchough che Cragon Dice™ game {8 primarily concerned wich fanrasy barcles barween dice
armies, its conceptualization has taken into account the nature of the world m which chose battles
take place. This bible revaesls the direction of tha: chowght.

INTRODUCTION
. The following rexe s from che incroduction po the DRAGOMN DICE game rule book

In eons past, when tme wis young end creation malleable, the four powers of Nature—earth, air, fire,
and warer—broughe forch two races of befngs oo care for chetr Hedgling world One race, the Selumed, or
coraj afves was created ro heshand the fuid Farces of air sed wazer. The arher, che Vaghs, 8 awarfish
race, amhodisd ran seabilicg of seren and cha remparing power aof Gre. Together, thew twe propes worked o
nurrure cheir infine world inw someching glorious and beaufisl.

But Nature had s nexests in Desth, the spirit of entropy. In imitetion of Nature, Deatt broughe into
being ies own paces: che Morshl, whw sfves, who warshipped fire and deseruction, and che Trogs, & race
of goblins, who soreng from earth snd comupdion. From the instant of their creation, che Moreh! and Trog
sowed conilice, defiling che very world chae gave che {ife and comupring the older moeas who tended it

Socn, hordes of disposessed Selumarf, Vigha, Marehl, and Troge swepe iucl:md'ﬁrrh across the land in
enalic battle.



WORLD NAME
Edah. [t means “brighcness® in cha language of che worlds' inhabirants.

NATURE OF THE WORLD

The universe Esfuh exbis in s sicple and elemenal, In che simne nanner 35 the stoty of Eden or
the setting of most Giry tales. For modern examples of this 301t of setting, see john Brunner's The
ngkﬁﬂbcial Eq-nr E:ln:nep'ﬂ SEmduwpeI: ood DHivish boalks I:Th.:- l:h:-n;;ns- Land aad Dilviak
e m 5

The world itsell is vielently beautiful. As with Tolkein’s Middle Earch, every mounrain is the
callest, every lake the deepex and bluest, every foresc the chickesr and greenesr, and 5o on. But
Esfah & younger than Middle Earth. so its mountaing are mowe voltanic, its seas stormier, i
stasons mere vielsnt. Estah was createc from the nagical elements of carth, sir. tire, and water,
and It hasn't endeely “pelled’ yer.

Because of Its youch and magicel origins (e be'ow), Esfah 15 quice malleable. Thmwgh magtc,
tie land can be rashaped —mounming leveled, flaclands holloved into seas, even the shape of the
esntinente chanped. Thiz iz an imporeane face ln tage ie procledoe sny one peepls Bom callectng
in and dominating a particular arsa. Instead, the -aces of Esfah are scattered acrom the globe.

ORIGINS OF THE WORLD

Marure and Death are somewhar personifled in the mytholopy of Esfah, as revealed in the
iatroductory paragraphs of the DEAGON DICE game and it rarious Kicker Packs. Meicher enrity
thysically sers foot on the world a3 do the deities of most ADS D worlds; rather, each isa
sweeping spirirual force behind rhe world's contlicrs.

As the DEAGON DICE game reveals, Nature broughe the world into existeace as a paradise and
created the coral elves and the dwarves as | carcrakery. Beoween them, these two taces
encompass the world's four elements.

Then Desch intervensd, spawning the gobling and lava elves to deapeil the paradize. Each of
these races (s linked e one of the world's four elemens, bur each also embodies deach = an

tlemenar.
Wich the relesse of sach new Kicker Pack. a new race s introduced into the {:n:mﬂlct a3 Namure
ind Death continually escalare cheir bartle for the world

THE MAGICAL ELEMENTS

The spells svailable for cack element in che DRAGON DICE game reveal sonethisg of that
element's narure. Mote char some of the spells bear names sinilar to spells in the AD&DE game,
but the sumlancy ends there, The mapic of the DRAGCHN DICE game i5 unique.

Each race can casr magic of the elemwents wich which it is aligned, and the narure of the terrain
the cescer cocuples can enhance char nagtc. {For example: Cotal elves do bemer wich water magic
when they are near large bodies of wazer.)

{ Earth {Cold): Earch magls i weed primarily b prosccion and movenanc. Inighal spalls ara an
ollows:

Sroneskin: Makes the targer army mare difficult co demage.

Dwsr oo Duse: Purs to rest the spirics of the dead. making them beyond che reach of desth magic.

Path: Allows instantaneows movement of mnall units 20 a dstant location.

Transmure Rock ro Mud: Miresan opposing army to beep it from mansuvering.

Summon Gold Dragen: Surmmons the essence of elemental earth in the shape of & dragon. (See
“Dragona” lelow. ) A gubl dragon's bresch sk curns comsteoes e atones,

Adr (Blue): Air magic is 2 bit more destructive in nacure, though it can rescore Hfe o the
recantly sldin. Inidal spells are:

Hailstorn: Inflicts damage on 9 tarper army.

Breath of Life: Resuscitates the recently slain.

ﬁ,‘hmln[ Srrike: Inflicrs jreat Jamage on 8 single crearure.

ind Walk: Helps an army to outmaneuver its opponents.

Summon Blue Drragon: Summons the essence of elemsncal a2ir in the shape of a dragon. [See

“Drragons”™ below.) A blue éragon's breach areack can paralyme



Plre {Red): Fire wmagic alw cends woward cescruction, though it can be used to heal. Intcial spells
E14-H

Ash Srarm: Fills che sky with oches. making all 2ccion moze difficulr.

Spark of Life: Revitalizes the recently alain.

Buming Hand: Makes & coeature more damaging and terrifving in combat.

Dancing Light: DHsracts an army chac s rrying 1o casr magle or fre accows and such. _

Summeon Red Oragon: Summons the essence of clemental fire in the shape of a dagon. (Ses
*Dragons” below,} A red dragon's bremch acack can incinerace.

Water (Green): Warer mapic is prinarily protective in nature. Initial spells include:

Warery Double: Provides an 1llusory image char absorbs che damage of an antack.

Waill of fce: Creares a prozecelve wal. of rock-hard ice.

Wall of Boge Makes setion mare difficule at the mepet cermnin {without dirty.ng everyihing with
ashes).

Flash Flood: Used tc wash armiss apart during barcle. farchar from cheir obiecrive.

Sunmon Green Dragon: Summons the essence of elemental water in the shape of a doapon. (See
*‘Dragons™ below.) A grean dragen's breath atmack can chill les vicrim, even causing frost.

Desth (Black): Death magic craws upon che forces of entropy w0 caue danage and manipulare
the de=ad. |z can be enhanced by using up the spiricual energy of the rezencly slein. Inital spells
are:

Resnimare Desd: This doesn't really bring the body back to life; .t just makes it walk and Eighe
sgain,

Paly: This weakens the target, making it ill and shagy.

Finper of Dearh: Oira of the nactiese spells of cha gama, this kills its mrger withoot any chates of
avoldance. Forunarely, it i rather difficulr 1o cax.

Open Grave: An army affectec by this spell does not fully die fom any weunds it suffers. Racher,
it rises to fight sgain shorely afrer being struck dewn.

Sunmon Black Drapon Simmens the essence of elemenral deatk in the shape of a dragon. {Saa
*Diragons™ below.) A black dragen's biearh acrack can cause instant deach.

THE DRAGONS CF ESFAH

Dragens in this sereing are not living crearsres, but rarher sre alemenml forces given wmporary
substance, much like clemencals on penies ia other worlds. Fhen sumooaesd, chey serve no one,
but artack everyone in the vicinity—includng the summoner.

There ame rwe farme of dAmgen in ssch slemeanr, ane adrh wing, and one withaor, Tae winped
version is called a dreke, the wingless version a wyrm. Drakes are slightly smaller than wyrms,
and they are mere “fighty” (pun lntended). Often drakes grow distracted and fly away, dissipating
back into the world's elements. Wyrms are larper and hang around uneil slain. Thess wingless
dragens sometimes hoard treasure.

THE NATURE OF ESFAH'S CONFLICT

Becausa this world represents a4 mass batcle game, rather than a ole-playing game, it conflicts
focus upon groups and peoples wore tian wpon indivicuals, Consequently, characzers in fiction ser
in this world aboubd e illuiradse of dier moe aod roapsribon, mcher chan unlgae todlridusls.
Furthermora, they should work with ene another to accomplish their goals.

Tn arher words, fiction about this world should aveid creating Gandolfs and Tom Bombadills,
focusing more upon bands of companions and interrwined sories such as che Fellowship
surrounding Frodo and the Ring

THE FIRST BACES OF ESFAH
The following four peoples are rypically called Bsfah's “first racer” They are the four introduced
in the original boxed sot of the pame. Witk eack race are listed the types of individuals
represented by dice in the game {along with the relacve caricy of those dice).

A note abour [anguages: The variois races of rie werld all spesk the same language, bur sach hes
it own didnct preausociaziva gl spsllivg {Thas e besn oo wwen of Babel la chis world}

A pote sbout religions: For meer of -he races of Esfah, service to Manwre or Death 1 juse tha-—
teririce rother than \lnﬂhlp- Tha gn‘h‘llnn Al A0 aNcOpeise, 1ﬂun-lmlﬁ._ Eaul iad- amd wnﬂhlwlﬁq
them as an excase for their own mad blooc-thintines:.



The Coral Elves

Also called che Selumari. the cora. eives are srouned o the efemens of ac and watec. T heir skin
is pale blue, cheir hair and garmencs pals gresn. They have a nobilicy sbour chem. cempered widh
lightheartedness. Think of them a5 gypries or a sunny day.

Coral alves breatha sir and live on coral islands, but chey st magically able t5 bresche water for
@ few woursat a dme. and their sailing ships can fly chrough the air for short periods. They alse
use horses and giant esgles :x mownes.

The coral elves have a lyrical style of speech. with soft. sspirated vowels.

Corl elves preter cutleme: for dosa fighting, and chey are expert with the bow. flso, becayuss
they are 30 light on thele Beer, they can be devastating when they charge an enemy. On cthe ocher
band, they sre comparatively fragile, and cannot take much damage in 8 return arrack. When on
wr wear Lhe sen, lowewar, |-1'I.I'|' Lreverue semsw Lo u.ruuh-:r !LH[IHH"HE.". alie v we the l1.'|.|['.‘|.1.1;=
terrain o their own advancage. _

H'-lllh"p' Tmp# T‘rﬂ?" (cemmen), Here (msommon}, Chompien {rava}.

Light Troops: Sentinel {commeon), Courler [uncommor ), Herald (rarel.

Misile Troops: Bowman (commen). Archer (uncommon ), Sharpstooter {rare).

Cavalry: Homseman (commen ), Knight {uncommon ), Eaglea Snight (rare).

Maygic-users: Evoker icommon }, Conjurer {uncommon), Enchancer (rare).

Mouaster Allies: Coral Giant, Gryphon, Sprite Swarm, Tako.

Monater Descriptions:

Corl Glanc: Cue o thelr Immense ske, chese Incelligent, human-shaped colontes of coml are
most comfortable beneath che waves. Bur whan thair cosal sl friends are in dangar, they make
feartome allies.

Gryphon: A gryphon has the bedy of a lion with an eagle's head. alons, and wings. When
-amed. t makes s wonderful mowne.

Sprite Svarm: Another type of ally o the coral elves, sprites are butterdly-winped fairies that bear
tiny swords and cast magical spels.

Tako: These ircelligent, amphiblous scrapusas can bamle boch on land and enderses, bearing
weapons in their many centacles.

The Dwarves

Also called the Vaghs, Caali's dwarves soe attuosd oo the demenis of (s aod saich. Theic skin
ls golden and their hair flery red. They prefer ro cwell In velzanic canyens ard are great workers
of meral, Ir remperamente, they a-e like the legendary norsemen, given rs poad.narurad haasring,
hearty humor, and Hery angers.

The dwarves speak wich a guroural accenr.

Because of their shost legs, dwarves do not mansuver well in combar. But they are very wough in
hand-to-hand Aghring. able v dish our grear damage and absarb tr well themselves. Thair tavorite
melee weapon s the axe, and those who use missile weapons carry crosaxows. In theic native
highlands, they use their superior knowledge of che land to offset their slow movement.

Dwarven cavaley uses pocles, glaoc lizards, and woolly mapmotks as mouno.

Heavy Troops: an {common), Sergesnt {uncommon), Warlord (mre).

Lighr Troops: Ssncey {commeant, Parmllar funcommon ), Skeeemisher (rere).

Misila Troope Crombownan {common ), Markspan {encommon), Crack.shor (rate).

Caralry: Pony Rider (common!, Lizard Rider {uncommeon ), Mammoth Rider {tare).

Magic-users: Theurgler {common ), T havmarucgisr (uncommon), Wiraré (rare).

Menseer Allier: Garpoyle, Umber Hulk, Ro¢, Androsphinx.

Meonster Descriptions:

Androsphinx: The mest powedul of sphinkes, the androsphinx 18 good at hearr, chough frs surly
demeanor often disguisea char fac.

Gargoyler The reprilian pargoyle is roughly humanoid in shape, wich enormous bar wings. Ir s
refistant to mage. its wery preseace dirupting mony spells even ar chey are cast,

Roc: This glame, cwe-headed bird is powerful enough w carsy aven a mammeorh away In i clews.

Unber Hulk: Something like a cross berween a porills and an losect, the umber tulk can serike

with its mghty fiscs. bite with it crushing mandibles, snd cauwse confusion with the gaze of its
secondary ser of eyes



The Golrlius

Twimed wotrshipers of death anc decay, che goblins are also called Trogs. Thelr skin i3 pallid
yellow and their hair direy black. They prefer to live in reampland, on lands of muck. whers
tiey can fesst on bugs and worms.

Compared o che dwarves. che goblins almost chicrer ahen they spweak. Thei: vaices are
comparatively high and nasal.

Goblins ate less fraglle chan elves, bue chey move more qulckly chan dwarves. They make fora
solid but unremarkable fighting force. They wse primitive stone axes. wooden shields, slingshom in
combar. In dheir nacive swamplanc, ther are able to curmaneuver mose opponenm, due wa
saperior knowledge of the testain and some magical control over the shifting ground Some goblins
tame mvage dogs, wolves, and even leopards to serve a5 mourts.

Heavry Tevopsr Thug {common ), Cucchroat {uncommaon ), Marauder (rare}.

Light Troops: Mugge: (common}, Ambusher {uncomman), Filche: {tare).

Misile Troops: Pelter (common), Slingman (uncommom ). Derdeye (rare).

Cavalry: Wardog Rider {common), Wolf Rider (uncommon|, Leopard Rider {rare).

Magic-users: Trickster {common), Hedge Wirard {uncemmon), Death Mage [race)

Monster Allies: Deach Maga, Hampy, Shambler, Troll.

Morater Descriprions:

Death Nage: With che body of an enormous Black pytton, the face of a besunful woman, and a
potson-tipped stinger in les oail, the hidsous death naga lives 1o coue desrrucrion.

Harzy: Fithy creacuscs conslating of & vulture’s kg and wings with the hoad and upper torse of
& hag, harpies love to torment ocher beings.

Shanbler The shambler (1 an animarsd, vaguely humanaid nound of vegerable marrer that
engulls and consumes its prey.

Troll: Trolls ars largs, u.%rc::umann{d creawres with chick, warry skin and an appetire 'or humen

flesh. Mot only are they d It 1o wound, they also magically regenerare from all damage excepr
burning.

The Lava Elves

hh.l Lﬂiﬁl I'.1.'|.E Hmhl. EI'IH I.H'I'l Ifl"ﬂ HOE 'l:lu.'ﬂ.ﬂl LEA ﬁl’.‘t‘l H.I.'I.d I'J.'I.H lh'lLl.'Ll.li'd.\lﬂ puweEr E.IF ‘|.-|.l:u.
Their skin is fiery red and taeir bair glossy black, spiked like dark ronpues of flame. They dwell in
voleanic coverns, from which they cmerge only o wrens havoo on the murfoce of che world.

When che lava elves speak, it is in a sibllant whisper, saleed wich burees and clicks like a nesx of
hornets.

In combar, lava elves ate savage Aghrers, aeacly beeseckers They often rake insane riks, which
somerimes pay off in grear victory, and other times leads to horrible defear. L.ke coral eives, chey
are somewhat fragile, but move quickly enough o be a :eal tireatr when charzing.

The meles wespon of choice for a lava elf is the rapier. Rather than bows, lava elves w1e fliar.
‘ock pistols of their cwn design tn missile combar, bur they dsmonsrate che same elven propensity
‘or ranged artacks. In cheir nacive highlands, they wse che vocanic terrain to provide extra
pretestion, making them very tough to root our.

For mountw, lava elf cavalrymen use glant splders, glane scorpions, or wyverns (vinged llzards
wirhour foreleg).

Heavy Troops: Bladesman (common), Duelist {uncommon}, Congueror (ram).

Lighr Troops: Scour (commnon), Spy (uncommon), Infleearer (rams).

Misile Troops Fusilisr {commen), Dead-Shot (uncommon); Assessin {rare),

Caralry: Spider Ridar {common), Seacplon Knighr (vncommon), Wyvern Rider [rare).

Magic-urers: Adepr jcommon), Wartlock {incommon ), Mecromarcer (mare].

Monscer Allies: Beholder, Dridar, Hellhound, Rekshasa,

Monster Dascripricos:

Beholder: This nightmarish creature is a fleating sphere with ons huge central eye, a trothy
mouth. and multiple evearalks. Esch of its evea has a difererr mapleal power.

Drider: A drider consises of a lova elf upper torse mounted on the bloared abdomen of & gian:
spider, a horrible parcdy of & centaur.

Hellhound: These beroclous, fre-bresthing hourds are atren used by evll creatures oo paard

subrerranesn lairs. But they also serve well on the banlefield, combining rapid movement with
formidable meles abilines.



Rakshass. A tiger-headed, humanoid fiend, the rakshasa is a masrer of illusion ard an
sconmplished swordeman and spellcasear.

THE SUBSEQUENT RACES

Each new Kicker Pack of the DRAGON DICE game intoducss 8 new 1zce of crearures into che

battle for Esfah. ‘n the secrions below. chose races are incradiced with the biz of legand feam rhaie
Kicker Pack, chen discussed in the same manner a5 the “Firm Races,” above.

Amarons
A November 1995 release!

In cheir sruggle for supremacy over ther Aedgling world, the Fiee Races began pressing sther magical
peirgs inoo service. Theevi] Morehl were the 8rir to o so, bringing up fom the despest caverns fefl
creatunes such @ fire-breaching hedibound: and web-casttng dndern. The Trogs folfowed =i, leading eolls,
Sarpies, and other monsters into battle. In response, ohe Selumari called forch allies srch a2 che cofosss) coral
glans from the ocean Goors aad swarms of sprices from the doies above. The Vagha souglic chie ainf o
gargoyles. androsphinaxes, and ocher createres of the crags. -

The conflicr raped scrom the face of che world, and Deach delighred in che camage.

Bue the powers of Nature hed not sbandoned cheir crestion. Poofing their abilieiss, they brought tolife a
new race. the Amaron varriors. o aid their cawse, Wiile shore-lived conpared to ene Firsr Baces, chese
humans wers ferocious fghrers, and they could casr magic of any elemen: (chough leas flly chan thoss aces
whe came before them ). Wich ceneaur alkies, and other suck créstures a: their side, the Amarons rode their
chariors inre berre, casting ebeir swords, spasrs, and spells inco che fray.

The Amarons do not currently have a special mcial name for chemselves. [f one is ro be
invented, it should be somewhat ancient Greek in nare, because the Amamwns are basically
Bronee-Age Gresk, warrior women. They wear bronre armor and use spears and kukri.aryle swords
{someching like machaies with a fbywaed benad Lall-way dowi the blade) Don chie Becks ol wa
charlyes, %

In speech, che Amatone ore what ove would expect for their resl-wosld covararpares, wich round
vowe's and a femiliar rangs of consonants.

In combar. they are fleres warrlors, and the chariors make them verr maneuverable sn fazland
terrain. They are quite deadly when throwing spears, sspecially fom the back of speeding
charints.

In serms of magic, the Amarors are nor aruned to any parcicular element Racker, they can cas
spells of che dominan: elements of the termain they cusrently oceupy. This makes them magical
“jacks-of-all-trades” bet expert 0 noms,

Asa race, the amazons are predominantly female, ber they do spawn a feu males o perpetuare
the specics. A ew of those wals do lecows avhlers (il 82 e War Chicl, below }, but wcac
pursue peazeful sccuparions. [t lin'c thar rhe Araron males are sscond.class cirizens, simply chat
thers are fewer of them.

Heavy Troops: Soldler (common), Warrier (uncommon ), War Chief (rare: the cne male Fpure).

Lighr Twops: Runrer {cammon), BEavey (wncomnon), Harhinger {rare).

Missile Troops: Damer {commen), Joveliner {uncomnon), Speawer (rara).

Cavalry: Charioteer {conmon), Bawnde Rider {unconmon !, War Driver (rere).

Magic-users: Sage (common), Visionary (uncommen), Ornecle (rare).

Monster Allies: Like the Amaons themselves, these allies spring from Greek Mytholegy.
Ceantaur, Chimera, Fydea, Madusa,

Monster Descriptions:

Ceniaur Comdating of & huamn upper wise connscenl w the sy of @ hures, cantaus aoe bk
powerful fightens and fast ;unners.

Chimera: Part lion, part goat, ond parc Gre breoching dropon, the chimero iz o deadly beast,

Hydra: This mulri-headed reptilian monscer is a feasome opponent in melee. able o engage
many Eroaps at once with its many hiting mouths, savage claws, énd a lomg, whipoaing il

Medusa: A beautifcl woman with snakes jor hair, the medisa cen tum her opponents to stone
with the pare of her eyes.



The Firewalkcrs
A February 1996 releasel

As the bhorrles arrong the Firee Races and the Ameroas gres mone severs. a race of baings from bayeond
the young warld took nodce, From cheir chaorts cidles in the roaring fires of che worlds sun, this race grow
move and more fcinared by ete eirante barrles umfoldivg, and dacided to take parr.

Large groups of these humanoids—slemearals who were parr fire snd pare air—descended o the young
world, serrling in the mountain: and planes where they scorched their surreundings biack and lifelas.

They bwm;ttr cheir tiery magics and montrous beings ke the mighoy Phoenix and ste murderous
Salamander down Fom the sun and cffered eherr services ro ammies thar would have them. The newcomers
were dubbed che Firewalkers, for oleey had no name for chemssives. While starcied by che aedor che
Firewalkers ad for battle, rhnpﬂmsﬁr glacly sccapred their sid. Many commandsrs sson found thae the
Firewalkers view e grest woras a game, ond ehey eruly do nor care whist side on which they Bghe!

As revealed abeve, the Firewalkers apparently have no name for shemseives. Their culwre ks so
alien to the othe: races of the setting that cthey are viewed sinply as useful. theugh dangerous.

nercenaties. Exporing cheir origins on the sen, and the natute of thelr arltuce, could be an
mteresting swist for DEAGON DICE licenses and books.

The fact that these crearures come from the surface of the sun irslf reveals wmething more
sbout the magical nature of Esfah's universe. The firewalkers sre attuned to che elements of air
and fre. In facr, chey are acually compoesed of these rwo elemenrs, This Kicker Pack adds a fev
new alr and fire spells to the orignal wix, primari.y illwicaary and fiery ranged attacks.

When thay speuk, firewalkers sounad ke s roacleg orases, Preaunalbly, chiey speak choe suoe
language as everpone else.

In combat, thess beings are extremely fost. In termain with lacgs, open skies, they can fly acwas
great disrarces az (ncredible spaed
bﬂ'll];h:fmé:he weapon of choice For Arewalkers is a flamiag trident. For ranged ateacls, they tos

T

Heevy Troops: Guardian (common ), Warcher [(uncommon ), Sentinel (:are; the one mae Hgure).

Light Troops: Exploter {¢ommon), Adventurer {uncommon ), Expeditioner (rere).

Mimile Troops. Flresrarter (common ), Firemaster {uncommon ), Flrestormer {rare}.

Caralry: Shadowchsser {(common); Highooane [uncommot), Deybringer (rare).

Maygic-ussrs: Senburst {common), Sunflare (unccmmen }, Ashbringer {rare).

Mansecr Allica Freshadew, Genie, Gorgon, Phocnix, Salomander.

Ehﬁ:wﬂk:r Creature Descriptions: The followiag descriptions give a quick sketch of individual
ewalkars

Advenrurer: Although parr of the army, these Firewalters are primarily interssred in (ocr and

lory.
e A:&.ﬁr!nfen Second only to the general, these are the leaders among the Firewallksrs.
mﬂl?ﬁrﬂnfﬂ'—' When the light that surounds thes: croops can be seen, it often is too late for their

Expedicioner: The mainstays of the war-effort, these troops strive w0 keep order among their

unmuly brothara.

Explorer Observant commanders will spot thess scours hours or days before the Frewalker army

attacks.

Firemasrar: A cructal pare of the army, these rroops bend aly and fire o chedr will as cher
WeaApIns.

Firsshadow: Bumored to be an Elder Firewslker, these creatures wisld mighty weapens of flane.

Eirsgraresr: From behind the Hnes, these young Frewslkers rerrorize other reces with fire from
the sky.

Firssrorper: Offlcers of the Firawalker forcea, these warrlon lay waste ro enrire ammies with rains
off Elie-

Genie: Born of air and nourishad by fire, the mighty genies bend elemental forces to cheir will
and WALl sishe of deseruction wich chair magical powere.

Corgon: A bull-like creaturs, ferce fire-breathing goigons are mere pets to the Firewalkers.

hﬂuali‘dfan: Thesa large Firewalker treops never tecrear willingly from any conflict. no marter
what the cdds.

Nighrsbane: Often soaring above the battlefield like a fiery comet, nothing escapes this warrior's
nocice.



Phoruiz: [L s sl el o3 vug e the sun buines o the shy, hee wajotic lecy biads will never
see defear.

Salamandsr: & haredillad Are cieamers, rhis moniter c-aves battls noe b escitement, but only for
CATTIARE.

Benrinel: Parrolers of che supkices of Firewalker troop formacions and zamps. chese warmions
attack any [res wao approsch without warming.
Shadowchaser: Always hungry for barrle, chese warrioes press foes until che feld is won.
sunsurst: | hough they are apprentice spellcasters, sunburss are alse tormidable Lighters as well.
m.funﬂam A blaxing passion for barrle and poweriul maglc wakes the sunflare fearsd by nearly all
-

Watcher: Thess heavy treops often guard :he scorched, barren lands seiped by Firewalker

arm lsc.

Undead
A May 1990 release? '

The powers of Nacure were aghas.. All across cheir voung world lay the scars of war. Once-green
mesdows were trampled o mud Tres-covered mown tan slopes were blasted by spelli. The mndi of the
ocean shores wereseained with blood. And everywhers, che dead by scatrered like braken dolls

{ he spiritof Deach ughed ac Narure's desparr. Rising on wingsof tackmes, i sweps across the face of
rhe wordd. And in its wake, the dead stirred. Skeletorns, rombies, wraitf, ghovls. ..aud wose.. .arose to
warch ageing che ooy of che fving

A new ere of werfare has fallen upon che fand Will Deach provail ar fase!

Thara iz no racial name needed for the undead. They are smply che sodies of thoss killed in
battle, restored to a hideous semblance of life by the powers of Death. The rypes are revealed in
the listing of units below. Like the Amazons. the undesd cast earth. air. fire. and vater magic
based upon the predominant elements of the terra:n they cursently occupy, Bur in addirion, chey
are expert with death magic, even pomessing a few black spdls unknown to sny other beings.

. Those undead which acoually speak r;rpinafi'gr do so in a dry, ratding whisper.

In combat, the undead are difficult to slay, but they ace slow, and ther have almost no ability ac
all with ranged weapons. ©n the other hand, ther do possess a few special powers chat allow chem
o do such thing: as convarr other creatures to urdead. This and their zeneral roughnes make
shem formidable in face-vo-lace combas.

The meles wespon of cholca for the undead is the seythe, in fmimtion of che traditional tocl of
the Crim Beapes. For shlaelds, chay ofren uss gravesronss, Insread of cavalry, undead forces wa
wraiths and ether such immatrerial spirics for quicker movement, and instead of missile troops, they
nave @ secondary clas of maglc users.

Heavy Troops Lomaie (common ), Wight {unccmmen), Mammy (rare; the one oale Bgure).

Light Troops: Skeleon {commen), Bevensne {uncommon). Death Knight {rare}.

Skirmishers: Wrath (common ). Spectre (uncomoon ), Ghodt (tare).

Light Msgic-uwers: Ghoul (common ), Ghast {uncommon}, Vampire {rare).

Heavy Magic-users: Appociclon (common). [leuwura (unconmon)s Lich {ane)

Monster Allfes: Skeletal Steed, Fenhound, Carrion Crawler, Miror Death, Dreacalich.

Undead Creature Descriptions: Followirg are simpls descriprions of the individual undead
creatures. For fuller derails, see the MONSTREOUS MANUAL™ Coapendium.

Apparition: A spell-casting type of undead. apparitions look like skelstons lbosely wrapped in
Hirhy bandages.

Carrion Crawler: These monsters ars gigantic, worm-like that feast upon the desd and can
paralyze with a zouch.

Deach Knighe Cursed to endless undeath, thess beings are knighes who berrayed their honor in

I1fa.

Dracolich: These fearsone undead éragors are neatly as powerful as chelr living counrerparts,
and they caat apella secl

Fenhourd: These spactral hounds bay chilingly as they hunre guley suls

Glhase: Like ghouls. phasm fesdé upor corpess, but they are much moce prone o murder for theic
meals.

Ghose: These vaporous baings are anong che most pywerful of undead spirit. -

Ghoul: Hideous. orce-human creatures, ghouls feast upon the fesh of corpses.

Heucuva: Dressed in ragged robes, thess beings are che sheleral remeins of disgraced holy men.



Lich: These once-liviig wimrds magically bound -heir spiritz to their own dead bodies, seking w
ancdd chlivien.

Minor Desrh: Like their pr.on mester. these reapess of souls are not to be crifled wich,
|:JiJflu'l'r.urimr].r: T he meserved remains of once-living peopls, mummiles werve a5 protecrors of burial

aces.

Revenane: Thes vengeful dead crawl from their graves o vent cheir hacred vpon che Living.

Skeleral Steed: Crearsd o serve 1t mounts Br other undead beings thesw animated animal
skeletons bear cheic riders tizslesshy.

Skederon: These mayhally suimered bones clack and mrcle unnervingly wheu chey move,
seniding shivers up thei: opponents’ spires.

Spectres Anocther typs of eril epirit, cpectres are anly partially maoseriol, buc they houne the lving
world.

Vampire: While ghouls and ghases feed upoa corpse Fleth. vampires drink the Blood of these still
living-

Wighe: Lice rombies, wigh= are animared corpses, bur possessed of wicked cenning and purpose.

Wraich: These undead spirits appear 33 man-shaped clouds of inky bladknes.

Zombrie: The mast rudimentary form of undead. the ronbie is lictle more chan a mindles,
animated cerpse.

The Feral -
An August 1996 releass?

Aa che war for s young world rages on, Macure once again srin che soup of cosadon aed calls forch =
new rice to bactle for che preservacion of [if%e. Imbued with che speed of Air and the srength of Earch, this
new race is @ primal forer of Nature. fes members are wild, svoge. el of vitalicg—they ore the Feral!

While aives and dwarves anc humans have been able ro ho!d thelr own in che war, Nanuwe decidad o
butld chis new mace from diferear stock. It turned to the besses of Eorch and Afr, giving chem in esliipence,
power, and sxe ensugh &= bacome Champions of Life.

- These antmal pesple possees grear courage and feroctcy, temaerad by inrelligence and compasion. Though
they possess 3 humanoidform, svery member of the Feml &5 remarkatly beastlike. From the swift-Aying
tafeon. folk ro che magical hadger-folk ro che powerfir! lizn.folk, the Feeal have a priminive bur sxrensive
civilimrion thec chrives on every horon—where the sky mees che end

These primirive new pecp.e are artuned to the magicsl elements of earch and air. [f they have a
aame for themaclves, iz has not yor been diseevered. They serongly rescable the animals from
which they were creatsd, chough with human-sized and -shaped badies. They wear hand - mads
jpwalrg and same sacraps of cdorhing whars nacsssary. Whan thay speak, they retain some of e
vocal characreristics of chei: animal origins.

In combat, the feral are as fierce and savage as their snimsl cousins. They wicld primitive
rpears for ranged areacks, using their narural claw: for hand-w-hand fgheing.

Heavy Troops ‘huncers): Lynx-bolk (common ), Leopard-folk {(uncommen}, Tigerfclk {rare; che
ona male fgure}

Light Troops (sralkers): Hound-bolk (common ), Fax-folk (uncommen ), Waolf-folk {rara).

Misuile Trewps (Mieva); Faluon-fok {oomwmnon , Hewk-Golk {uncewmo b, Yulowe-Glk {race).

Cavalry (raceri): Ancelope-folk (comnon}, Homsefolk (uncommon ), Baffalofolk (rate).

Magic weers (shamans)r Weasel folk (common}, Bodger folk (unconmon), Welverine folk (rars).

Moaster Allies Elephant-lolk, Bhing-iolk, Bear.folk, Owl-folk, Lion-folk

Crasrura Deseriprions:

Ancelope-Foll: These common racer: look like bipedal, humanoid antelopes With slender forms
ind long horns, these swift runners are fast snd quick m aved damage, bur not good skirmishers.
Bacger-Faik: These unconmon shamans are humanoil badsers with good magical skills. They

have shorr legs, long claws, and heavy pel.

Bear-Folk: These hioge blsck bears stand 10-feet tall and wilk upright. Contideted leadses by the
rest of the Feral, especially che shemars, bear-folk are poweriul warriors with a hint of magic.

Bulfalo-foik: These rare wcem are huge humanald buffaloes with mamive down-ward=curving
horns They are buile to rur and fighe.

Elaphant-Folk: As mll as the bear-balle by much broacer, those leaders are revered by 2l Faral.
Like wumanoid elephants, these Feral ate stong and massive, witk thick skin and a long,
prehensile trunk. They heve che ability o rally ocher Ferals,



Falcon-Folk: These common fliers are humanold falcoas whaose speed and accuracy with spesrs is
well known, Ther have long, polnred wings and bright leachers.

Fox.Folk: Thess uncomtmen stakers are sleek, humaneid foves with good speed and meles skills.
They have wpright ean and poinced snouts.

Hawik-Folk: These uncommon {liers bave shart, hooked bills and strong clavs. Their wings make
them fast. taeir keen eyes make them deadly wich spears.

Horse-Foli: These uncommon Tacers sy on two hoofed (eet. With long manes blowing behind
them, horse-folk are extremely fax with a good melee artack.

Hound-Folk: Thesa senacious common awalcers are smsll, humaneid canives willy sume spes.
snd melee dill.

Leﬂpﬂrd-f:-“!' Thete incommaor. hunters ai= 1ﬁTEE' humanoid Felinas with f[m::a& fus and dﬂ.nﬂ!_,r
claws.

Lion-Folk: Taller chan che greasest huncen, these humanaid lioa: are revered by huncers and
stalkers alike. Long, heavy manes mark thes: leaders, o do their powerul roars.

Lynx-Fole: These common hunters are the smallest of the humaroid felines, Ther chidk, soft fur
and cuined cars belie cheir melee wkills.

Ow!-Folk: These leaders are revered by both fliers and shamans for cheir combinacion of both
tkills. As hemanoid owls, they have large eyes, hooked ralons, and featbery wings.

Rhino-Folk: These leaders aren't as large and bulky as eleptant-folk, bec they come close. They
hawe thick hides and cwo horns tlalong aut of their forehesds. lacers revere these humanaid
thinos.

Tiger-Folk: Thesa rare hunters wre the largest of the hunters. Soiped fur and claws mark these
humanold f=lines nored for heir meles prowess.

Vulcure-Folk: These rare fliers are the largest of the winges Feral. with dark pluages and bald
aeads, They are excellent marksmen wich spears, able to deliver dsadly bullseyes a1 chay fly past.

Weasel-Folk: These common shamans have some magleal pawer and eney save well. Thesa
bipedal wessels have long, dender bodies, long tals, and brown be.

Wolf.Folk: These rare stakers are the largest of the humarodd canlnes, with polnced ears, sharp
teeth, and powerful claws. These meles experts are alsc capsble of rare bursts of spesd.

Wolverine-Folk: The mos: powerful of the bastc shamans, chese humansid aolvernes have dark

[y sounded o, and great claws. Though oors sonce oed wich wagic, then can deliver &
fearsome melea atrack when necessary.

The Swampget
A Movember 194 release’

As che wer for coneral of the yousg world cor dineed, many members of all races soughr 1o escape the
endles conflice by fleeing to disant locations. The spirit of Death refised to allow these refupees sy sowce,
howeaver. In che ferld swamps where che powersof Wirer and Dearh misgled, 7 rernble magic was
unilesshed. This wagic mutated the inte hidecus crenturss spawaing # new mee for Deadh o cast
ineo che mix. From this mire, Deach clled forch she Swampgee!

The Swampget are humancid snakes who wosship Bl weter and the blackness of deach. Ther embrace
deach a8 che grestesr gift, seefing oo besrow Ir wpon all che other races. Warer amd Death murate all races
ineo Swampger.

S pget. ke thres fanios. Pureohealsane e vhos o die o meces, buasaoics wich scaly fesh, make
eyes, and venomous fangs. Hslf-bresds are parrsnake They have che appearsnce of 8 punetlood with ong
or mere body pares cha: are il snake—a make haad, 3 snake rail inseesd of lage, or snakas Insread of orms.
Aboniinstions are all snake—gisnts with bumaroid arms.

Seriking from eheir mysreriows homelands. the Swampger carry the pift of watery deaeh. sseking to increass
their numbers by mutating others so they can take control of all the world!

The swampget are smilar ro the yuas.cl from che MONSTROUS MANUAL Accesory. In the
DRASON DICE setring, chey are attuned tc the mapgical elenents of warer and deach, ard they
specialire im spells thar poison and destroy.

As che txr gbove teveals, ench swanp-pet it 0 humanoid cregture which has murared slighsly,
taking on make-like body features. The moe muzated the creature, the rarer it is. In geme terms,
the commen dice are "pureblosds,” the uncommen are "halfbreeds,” ard the rare are
“abominations.” '

Swamp-ger speak. with o smabe-like sibrilance.
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They are thoroughly evil ighcers, with a ferce nacced of all ocher liviag chings- In mecc
combat, they use jagged swords: for missile aceacks, they use Harbed spears.

Hemvy Troops: Bavager (cnmman ), Anndh larsr (encemman ), Deareager (raea: ehe one male
figure).

Light Troops: Attecker (commen), Raider (uncommor.), Invader |rare).

Missile Troops: Sprayer (common ), Scormer (uncommon), Deluger (rars).

Cavalry: Bog Bunner {common), Mash Swimmer {urcommnon), Wave Rider (rars).

Mapc-users: Bog Adept (ommen), Marsh Mage {uncommon ), Swamp Wirand [rane).

Moenscer Allies Crocosaur, Swamyp Bepst, Swamp Gian:. Mudman, Ormyrr

Purebiloo] Desceipcions:

Armacker: This lighe trooper s a sliv-eyed humanoid who wields & wicked long sword and carries
a b,

Bog Adept: With forked tongue and scaly -lesh, chis mage commends limited arcane mighr. B

Bog Runaer: This hemanold wich fangs and webbed feer can race along the urface of warer or
nud ot speeds that make him hard to ht.

Ravager: This heavy crooper has scaly flesh and fangs, and he wields a grear sword wirta
mnakeiike speed.

Sprayer: This forked tongue, slit-eyed huranoid makes deadly wse of a bow that sprays arrows
ke @ heavy rair.

Ha¥-Bresd Descriprions:

Annribhilarer: This heavy trooper hos o snose hnld and wislds on smtremely tharp greas eeore-

Marsh Mage: This wirard has a snake tail inseead of l2gs and conmands powerful magt-.

Marsh Swimmer: W-:h. a make tail and flecible w0, :hi.:- balf-breed plows tarougl mud and
water at great

Raidar: This lighe rmupﬂ has snakes instead of arms thar deliver dead'y bites when in combar.
Searmer: This snake-headed humanoid fires his bow ©o deliver a itorm of deadly arrows.
Abominstions ;

Dgierger: This abomination wieds a nagical bow that floods the ensmy with deadly armows.
Destroyar: This giant snake-man wields a great magical sword in his humaroid arms.

Invader: Thia light oeper fighes with sword and bow, but alse has o poisonous blee.

Swamp Wimard: This snake-man crackles with srcane might-

Waveridar: This lighrming-fasr snakaman rrava’s on waves of wacer or mucd

Menster Descriprions:

Crocosaur: This monstrous crocodile stretches over 30-feet long and bas rending jaws, a thick
hide, and a powerful eall.

Mudman: This huge pile of humanoid mud animared by the power of water and death defends che
Swan pget with great fists of sludge.

Ormyrr: This glane uprighe worm wich cwo pairs of arms and a froglike head has great scrength,
a capatricting thil, and magic abilitie

Swamp Beasr: This monser hides benearh che murky warer uneil it emerges ro acack, dhough
aomarimes a rosch.Alled head tisss up on 8 ‘ong, tendsr neck from o blaarad hady.

Swamp Giane Thi: giant helf-breed has one arm ther is a large, poiscnous make. Like the coral
giane, it prefers to remain in water, for the sake of buopaney.

The Plantfolk and the Scalders

Tenrarively planned for 1997 are roo new races, usiag the lasr ressorable combinarons of dice
color.
Firur, Marure responds o the mmp;«et by bringing veperarion t> intalligent life, creating the
plandolk (possibly with a diffetenr name). The plantfolk wil, be amunec to esrth and warer.
Then, a race sttuned to fre and warer will joio the Tay, Tentatdvely based on Eary hlanda,
thes: crearures are tentatively called the scalden.

The Dragonlords
T5R has released a limited run of promoticnal des the Kings' Die and the Dmgenlard Dis.

These are not for sale, bur only for giring sway st convenrions, and rhare are relatively few of
them in existence.

The Kirgs' Die simply depicts kings for the Fnur Firit Races and the Amazons. In terms of
background srory, ir coesn': add much o che sereng.
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The Dusgoalocd Die pepresenn a unigue tpe wl boing wian udda wosaileialls wysoery oo e
wtting. A cegoclord 3 9 humaneid creature with barwings and slightly draconic facial fearuses.
DNragonlards ara abla m cast any rolar of megie, and rhay s Fearomes fghters. being o tough ot
sny monstet in the game. In addition, they can tome dragons, forcing tie elemenml crearures o
serve 3s their mounts, and directing the dragons’ srracks coward whomever they wish,

Currenely, chere is co definirlon as ea whe the dragonlords really are ar what their final pu:poses
must be. They sometimes joon the armies of one or another race and help o fight 2 particular
campeign, buc there 5 no hstory wricten for them a8 yet.

Are they personificarions of MNiture? Are they personificacions of Esfah leself? Like Tom
Bombadill, :heas creatarea can add depzh o :he world by virme of cheir myscecy.

MAGESTORM
Back and forch scross the world bateled the armtes of derkness snd light. As tr:arﬂ:h puthed ever harder

for victory. their srrugplss grev condneuaily more savape and desperare, Monsters fad besn prosesd ines che
fray, and new races had arisen ro oace part in che strueple, rer the bloody war raged on with no endin
dght.

Desth reveled in che chaos, darkly joyous wirk the deserucrion, rerror. and pain icbroughe

Saddened at the Moodshed, the forces of Narre presed grimiy on, determined o defend {ife and beauty.

While Narure dealr deach o preserve [ifs, and Dearh birched more lving seevanis o slay Iz enemies, che
ipell nakers on ench sidsbegan tapping the magcal energy of thos twin parmdowes. With it, they fonged
naw spells Some penemead provacoizns for individus! champions. Ocher craaewnd mogical weopons ond ormer
to bodmer chetr armies. Srill others manipoelared the elemenmry dragon spiries, conjiring up esmer varnons o
FETVe i oopd

Tlrhmuwaddp:r the combaemiz [mnchen chemselvesino the fray!

August of 199 sees che release of a larger-than-Kickersire axpansion o che DRAGON DICE
game. That expansion is currently titled Mapestom.
- The premise {: thar the owin paradestes of Narure dealing destrucrion and Deatrh bringing
servants o life bas provided enhanced magical resources to the spell casters of che various taces.

Through thar energy, these mages are able (o creare magical leers and o conjure elerwencals
more ceaceable than the dragona,

Magical ltems
Thess include magic swords, shields, foorwaar, missile weapons, ind magic enhancers. Bacause
item dice each bave cnly one type of sffect. chey are sightly more predictable than the tepular
dice. This makes then pood for bolstering 3 magic-heavy army with some meles abilicy, for giving
an amy of heavy troops enhanced movement, e,

Item Types:

Maneuver: Speed Slippen, Winged Sandals, Seven-l=ague Boon.

Melee: Hicker Foll, Dawn Blada, Yaorpal Sword

Misile: Trueflyer, Evebirer, Hearrsasker.

Megicr Sight Svone, Ring of Swars, Maogi's Crown

Save: Bronze Targe, Silver Bucklar, Gile Shield

Artifaces: Blade Golem. Dragon Staff, Flyng Carpet. Mantlet. Trebucher.

Equipment Descriptions:

Blade Golem: A hllnln-lh:r‘ ml mrhtne bmﬂm.g with swords snd knives, the blade golem
15 like & razor-edged whiclwi

Bronre Tarpe The brome rarge Ls dn.e umﬂ-em:uf enchanted shields, and the sssiesr o create.

Dawn Blede: This myscic sword glows wich an moense ligh thar unnerves oppotencs.

Dragon Staff: To create -his powerful arvifacr, a spell caster must use a huge gem stolen from the
hords of an ancient dragon.

Eyebiter: This magical arrow slways seeks a foe's mosr vulneratle spot.

Flicker Foil: A lighr and supple blada. the Blicker foll easily slipe pase shields and blocking
weapons to wound the enemy.

Flring Carpe:: While it could be used as a fielc blanker, a flylng carper is mosr useful as a means
of rapid maneuver.

Gile Shield: This, the lacpest of magical shislcs, besrs 8 sike in ics center as a sort of secendary
males WEspOn.

Hearrsaskar: The heartssekar arrow is capable of piercing all but the wupnest of magical srmor.
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Map s Crown: Only the most azcomplished of wapciang oo the secret of cafting this mind-
enhancing crown.

Mancler: An enrormous sheeld on wheels, the mancler can protec several scldlers ar amce.

Ring of Scars: Enetgred by star'ight, a ring of stars makes even @ novice spell caster @ power to
be redkoned aich.

chen-iﬂgue Boors: The nagical boo:s carry thetr owoer in great leaps and bounds across the
countryside.

SIET: Srener Most spell cacars carey a carefully polished gemsrone to lend rhem clacicy of wision
while shaping spells.

.EE'LI;E: wckler; Thess magical shields are often carved with deplcrions of thelr owner's combar
sxplois.

n-ipud‘ .fiupwn: Sure of trend and light of step, speed shipper help a soldier to manzuver quickly

a dietly

Trqﬂbm:ﬁt:.' Aun enommous, welgiced, chrowing machloe, an enchanced mebucher can caar huge
boulders over long dissances wich great accuracy.

Truveflper: Carefully crofted, and fecchad with cho festhers of che bird of paradise, crusflyer
arrows are cherbthed by archers far and wide,

Vorpal Sword: The vorpal sword hasa tendency to strike for the neck of an enemy. ending
combar quizkl

Winged -S'tnd.lh: Ower smooth ground or raugh, these snchanted fandals catry their wearer e
the wind isealf.

Dragonkin
Like dragons, dragonkin are physcal manifesrarions of the elements of the werld. But urlike
dragons, dmagonkin can be commandad as extra poops in an army.

In appearance, dragonkin stand upright like humans, but have scaly sins and very dmgonish
features. They do noc have wings, but do have claws oo hands and feet.

Dragonkn are not very iatelligent or self-aware. They must be commandad by someone else,
and they muse remaln in the armin where thay wars conjured. Onee che banle chare is over, they
dissipate, rejoining the elements in che terrain they were conjured from.

Currently. chere are no individusl names for che individusl dragonkin dice. There are. however,
classes of moops, as decailed below:

Heavy Troopy Conmon, uncommon, and rare.

Lighr Troops: Common, vncommon, and rare.

Missile Troops Commen, unconmen, and rare.

SkKirmeshers: Commoen, uncommon, and rars.

Dragonkin have breach weapons like regilar dragons, thosgh with considerably less effect.



With this detailed vision of Esfah as a guide, TSR began recruiting from their vast pool of some
of the most well known, talented and prolific designers, writers and artists within the Role-
Playing game development community to bring the struggle between the races of Nature and
Death to light.

With an extensive bestiary to choose from, going back to the earliest days of Dungeons and
Dragons, the team of designers, including Jennell Jaquays, William Olmesdahl, Stephen Daniele
and others had a wealth of creatures with which to populate Esfah, and many of the most
popular made it into the ranks.

According to Jennell Jaquays, the most problematic issue with the initial design was adhering to
the manufacturer's constraints on line width and overall Icon size. Once overcome, however,
the myriad unique inhabitants of Esfah rapidly began to take shape.

Ages 10 to Adult

The game that developed, though simple on its surface, contained a complex depth that
appealed to both dice chuckers and strategists. The components are straight-forward: six-sided
dice, in differing sizes, represent the various races that populate the mythical world of Esfah.
Containing a mix of two colors, corresponding to the four cardinal elements, or death, each race
was designed with inherent strengths and weaknesses.

The eight-sided dice, also a mix of two colors, minus the death or black element, are
representative of Esfah's topography. Each combination denotes a different terrain type, and
certain races gain additional benefits from fighting in a terrain they are accustomed to. These
Terrains were Coastland, Highland, Flatland and Swampland. The only dice in the game with
numbers, the faces of the terrains also display symbols indicating the relative distance, and



therefore the action that could be taken, between armies at that terrain.

Since no fantasy setting would be complete without a dragon or two, these fearsome beasts are
represented by single color 12-sided dice. Though summon-able into the game by any player,
dragons, being what they are, hold allegiance to no one, and will attack any player at the terrain
it occupies.

With the basics hashed out, the dice molds were ordered, and soon production on the first four
races, Dwarves, Coral Elves, Lava Elves and Goblins began in a Chinese manufacturing plant.
Each mold consisted of two parts, but due to an oversight, were allowed differing orientations
and the result of this was some of the then most sought after dice for collectors, the “Mutant
Goblins”. Displaying either two ID Icons, or none, there are 8 known errors from the earliest
run. The oversight was quickly corrected, however, by keying the molds so they only fit
together one way, so few of each variation exist.

Upon its release, the Dragon Dice game yielded millions for TSR's bottom line, and was
awarded Game of the Year at Origins in 1995. Containing 18 dice, a dice bag, and several
inserts, the Starter set provided enough dice for one player to begin their domination over the
lands of Esfah. With the Starter sets moving off the shelves of book and gaming stores, TSR
knew they had a hit on their hands, and the first expansion, or Kicker was put into production.

Ages 10 to Adult

I DRAGON
@DICE

GAME

MW Moie vakioty.and pover for yORE gL
Monsters and Amazons added two new aspects to the game, with the introduction of 10-sided
dice, which represented powerful monsters, allied to the various races, that could be added to an
army, as well as the only race of humans to populate Esfah, the Ivory colored Amazons, the first
single color race within the game. Inherently elementless, the Amazons added a new mechanic
to the game, in that their magic color was tied to the colors comprising the terrain they
occupied.

The launch of Kicker pack 1 was not without its own issues, however. Primarily, this is where
stepped rarity was introduced within dice of the same size, namely the monsters. Of the 5 races
contained in the Kicker, there was one of each race with a rarity of ten percent. Given that each
race was assigned 4 monsters, to find a particular race's rare monster unit had a probability of



2.5 percent, which frustrated many completionists.

Compounding this was the result of a communication error between TSR and the manufacturer.
When the order for 10,000 units was placed, the factory was instructed to package one-third of
the product with a Rare (3-Health) Amazon die, and the other two-thirds with one or more
Uncommon Amazon (2-Health) dice. This was misinterpreted, and resulted in the majority of
units shipped to TSR, Inc.'s Wisconsin offices containing the Kickers with the Rare Amazons,
and the Uncommons being sent to TSR UK. This necessitated extensive over-seas trading for
many players to obtain their respective geography's missing dice.

As with any strategy-based game, as the fanbase grew and TSR sanctioned events run at gaming
conventions across the globe, different tactics for victory began to at first emerge, then quickly
dominate tournaments, thereby bringing to light the imbalance of some of the rules for
gameplay. The first of these, though not a game-breaking element, was often questioned for the
logic behind it...Routing. When defending against an opponents attack, a player is rolling for
either save icons, (stylized shields), or ID icons, which denote a wild face. If there were more
ID icons than actual save icons rolled, the attacking player was given the option of turning the
terrain die down one face, and initiating another attack. This could theoretically result in
multiple attacks against an opponent if ID icons were rolled in abundance.

The second mechanic that was quickly rethought was the Charge. When attacking an opposing
player at a Melee face on the terrain die, the acting player had the opportunity to announce a
Charge, which would allow them to not only count melee and ID icons to count towards
damage, but maneuvers as well. While charging forced the attacker the opportunity to defend
against a counter-attack, the damage inflicted was often worth the trade-off. The end result of
this rule, however, made certain races and units the predominate component in most winning
players arsenals, the large Dwarven Calvary Mammoth Rider, which had a 5/6 probability of
dealing damage every roll. This tactic relegated most of the other units to date to the sidelines
in exchange for a quick and decisive victory.

Finally, and the most frustrating for some players, was the ability to double any magic icons at a
terrain with a unit's corresponding color. Since no terrain contains the Death element, Magic
doubling for black spells was implemented by choosing a corresponding number of health from
an opponents dead unit area. These dead units were then buried, and taken out of play. This
resulted in the preponderance of magic based armies containing black. Eventually coming to be
known as “High Magic” the strategy referred to as Turtling quickly became the norm. Instead
of the goal being to control two of the three terrains in play, it became a matter of compiling
your entire army at one terrain, and unleashing as much damaging magic at an opponent as the
icons would allow, with the intent being complete annihilation of any opposing army.

Through observation, as well as player feedback, the game went through its first revision of the
rules-set, with Routing and Charge being eliminated, and magic doubling being reworked to
allow only ID Icons to be doubled, in an attempt to balance gameplay.
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The final push to end 1995 on a high note for Dragon Dice was the release of two accessories
designed to act as player aids. The first was the Battle Ground accessory, which was a screen
printed cloth mat, available in one of five color combinations, denoting the five races produced
to date. The mats displayed designated areas for various mechanics to assist with keeping track
of a players units, such as Home terrain, Frontier, Reserves, etc. While generally well-received,
the Battle Ground mats received one major complaint from many consumers. Upon opening the
shrink wrap, players noticed an overpowering odor, resulting from the materials used in their
manufacture. While this did dissipate over time, some claimed that the mats retained their smell
for many months.

Lastly, was the Dragon Shield. This contained a five paneled screen depicting the various faces
of all of the racial units produced up to that point for easy army construction, and to allow
players to assemble armies in secret. Also enclosed was a set of spell cards, which could be
placed at a players terrain, and a handful of small tokens, allowing tracking of spells that could
be cast multiple times on the same terrain or army.

Each of these add-on's contained short novellas, as well, expanding upon the mythology of the
world of Esfah.

1996 saw rapid growth in the product line, with four new races, each adding new elements to
how the game was played, as well as an expansion that added an entirely new aspect to the
game, and a less than successful push to distribute Dragon Dice through mainstream avenues.



The push into 1996 began with trying to gain inroads in conventional toy stores, with the
introduction of the Battle Box. Unlike the Starter Set, the Battle Box was designed to allow two
players to immediately begin learning the game, by doubling the amount of dice included. It
also contained a simplified version of the current rules, the various rules booklets found in the
starter set, as well as a traditional style Game Board with designated spaces for each group of
dice. Though targeted for sale to a slightly younger demographic, the Battle Box failed to
capture the attention of its intended audience.
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Next on the product calendar was Kicker Pack 2, Firewalkers. Designed again by Lester Smith,
with Steve Miller collaborating, this race, while being a jack-of-all-trades, but master of none,
had the benefit of being able to move from certain terrains without the need to retreat to
reserves beforehand. While most units within the Firewalkers race could garner results in most
situations, the Fireshadow eclipsed all others in this regard with its Create Fire Minions icon,
which generated 4 points of whatever action was being rolled for. This distribution of actions
made Firewalkers a fun race to play, though a difficult one to master.

TSR, having high hopes for the new race, produced an excessive amount of product, which
unfortunately, resulted in many units ending up languishing in warehouses, both at TSR and



with Distributors, remaining unsold.

Also within this Kicker, was the first race with five 10-sided monster dice, as compared to four
for the originally produced races, with each monster roughly corresponding to the five different
classifications of units. This would be the norm going forward.
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Next out of the gate was Kicker Pack 3, Undead. The final racial set where Lester Smith was
directly involved, these units, though made with black and ivory colored plastic, were
thematically strictly black, or Death, for obvious reasons. Several alterations were made to the
games conventions with these units. First was the absence of ranged missile units. Instead,
these units were replaced with ones classified as Light Magic, in conjunction with the standard
mages being branded Heavy Magic. Secondly, Undead were granted the concept of stepped-
damage, making the larger units very difficult to eliminate from the battlefield.

Jennell Jaquays recalls working with Mr. Smith on the Undead for one rather peculiar reason: “I
remember working with Lester on the Undead, specifically because he used the word
“décolletage” to refer to the vampire’s chest region.”

Undead saw the creation of yet another set of error dice coveted by collectors, that of the
“Mongrel Undead”. Consisting of the Undead mix of colors, the icons are those of the previous
race, Firewalkers. Currently, only two varieties have been found, both being single-health units.
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As the summer months of 1996 began to roll in, TSR was gearing up for the years ultimate
gaming convention, held at that time in Milwaukee, Wisconsin, Gen-Con. Mid-year also saw
the release of the first retail product containing entirely new gameplay elements since Monsters
were released. Originally slated for two separate expansions, Magestorm! consisted of
Dragonkin, single colored six-sided dice that were brought into play throughout the game via an
all-new spell, Minor Terrains, smaller versions of their larger counterparts that could be
implemented by winning a Maneuver attempt and opting to bring the minor into play in lieu of
turning the major, and for the first time, a staple of many fantasy games, Magic Items and
Artifacts. Also consisting of a single color, these items were available to be added to an army's
construction in exchange for an equal number of health of racial units.

Artifacts utilized the standard 10-sided polyhedral design, but the four-sided Items were truly
unique in appearance. According to James Ward, Dragon Dice sales were doing well, and the
game was brought to the German based Essen Game Fair in 1995. An attendee, William A.
Sides, of South Carolina, approached the TSR booth, stating he was a big fan of the game, and
had dreamt of a die that hadn't been done yet. He then produced a drawing of an
unconventional four-sided die, with an elongated, lozenge shape. A deal was struck to use the
design and these became the games Magic Items. With a good-faith agreement in place for the
Item dice, and an early August release planned for the expansion, Mr. Sides scrambled to
hammer out the details and submit a patent filing for his unique design before the official
unveiling. Finally, on August 7", 1996, a proposal was received by the Patent Office, less than
24 hours before the commencement of Gen-Con '96.
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Gen-Con '96, then owned by TSR, saw Dragon Dice as one of the most played games for the
conventions duration, and TSR was more than happy to offer support. As well as offering
attendees an opportunity to challenge strangers to tournament play, where wins were tallied near
the end on the weekend, and a winner chosen, the “grand prize” that year was a complete
Magestorm! Set of dice. With 100 Items and Artifacts, 16 Minor Terrains and 45 Dragonkin, to
obtain a full set through normal channels would require a bare minimum purchase of 8 boxes,
provided none contained any duplication of dice within. A more realistic scenario, therefore,
would warrant the purchase of two to three cases.

With the Item dice design revealed for all to see, it wasn't long before the distinctive shape
caught the eye of more traditional dice enthusiasts and role-playing gamers, and one person,
unaware that the design had been awarded a patent, approached a U.K. manufacturer to
produce wedge-dice with numbers, as opposed to Dragon Dice symbols. When the quote
turned out to be beyond their financial means, the endeavor was dropped. What follows is in
their own words how the situation played out:

Some time later, the Wedge D4's started to appear in shops in the UK. I was curious
because the size, proportions and numbering were all the same as the ones I had
proposed. They were also being sold under the name Wedge dice - the name I had
originally given them. I did a bit of detective work and discovered that, sure enough, the
company that was making and distributing these dice was none other than the one I had
approached. I contacted the company to complain and they pointed out that dice had
already been patented by someone in the US. I did some more detective work and found
out that the inventor was a gentleman by the name of William Sides. I contacted him to
ask him about the patent.

It turned out that he did indeed invent them and that he held the patent in conjunction
with Hasbro (who owned the Dragon Dice game at that point). He knew about the
numbered Wedge D4's but informed me that they were an infringement of the patent he
held with Hasbro. He had never given his permission for numbered Wedge D4's to be
made and was not pleased that he wasn't receiving royalties for them. Even though he
knew they were out there, he didn't know who was producing them. Of course, I did - it
was the company in the UK I had contacted. I even knew who their US distributors
were. What's more, when the patent agent representing the British company had
contacted me, he had inadvertently admitted in writing (!!!) that the company he
represented didn't have the right to produce numbered Wedge D4's. In other words, they
couldn't claim ignorance of the patent which is a legal protection against compensation
in British law.

I told all of this to William Sides. Soon after, Hasbro issued a cease and desist order
against the British company and production of the numbered Wedge D4's stopped.



With Gen-Con's conclusion for another year, TSR turned their sights to the next Dragon Dice
release, Kicker Pack 4: The Feral. The first race with a new designer at the table, these units are
credited with Bill Slavicsek at the concepts helm. In order to keep racial abilities varied, and
thereby retaining market-share, The Feral were granted the ability to increase their ranks via
Feralization. Through this ability, and army containing one or more Feral units may, if
available, take a one-health Feral unit from the dead unit area and add it to the given army. As
with many of the introduced racial advantages, The Feral became the go-to race for many
players, allowing for the replenishment of an armies ranks without the reliance upon magic.

Due to an oversight in the creation of the molds for Feral, TSR had to issue an official errata to
the rules for the race. Normally, each 6-sided unit contained a number of icons per side
equating to the number of points of results being rolled for, (aside from the ID Icon), and
thereby granting each unit a median average of results. This held true until the release of Feral,
and the large Tiger-Folk unit's Double-Strike. Intended to have 3 smaller icons, this unit as
instead produced with one large icon, which was interpreted as doing one point of damage,
instead of three. To keep the median result of this unit within the expected range, the errata was
quickly released.
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Lastly, the tail-end of 1996 saw the release of the years final Kicker, Swampstalkers. Again
with Bill Slavicsek at the drawing board, the horrors of the swamp brought new mechanics to
the game. It also brought about the disillusionment of many long-time players and collectors.
Imbued with the mutation ability, Swampstalkers earned the distinction of being the first race
with the opportunity to increase their numbers beyond the pre-established amount set at the time
of army assembly. For every set number of starting health of Swampstalkers, a player was
allowed to bring an extra health to be kept out-of-play in their mutation pool. These could then
be brought into play by targeting an opposing players units and attempting to mutate them.

The source of dismay was garnered, however, by the change in the stepped rarity of the
monsters. All prior Kickers had a relatively easy chance of obtaining even the rare monster, at
roughly one in ten Kickers. This was reduced to one in forty for the Swampstalkers, or a 2.5
percent chance. The die-hards were still willing to spend the funds to obtain the unobtainable,
however, but not without some trepidation. With this new stepped rarity and the overwhelming
power of the race Swampstalkers quickly sold out of their production run.

With 1996 in the history books, and 1997 in full swing, TSR was hard at work designing and
releasing the final three color combinations for the game. They were also in the midst of
crushing debt, which threatened the future of Dragon Dice, and even TSR itself as a company.
Product from all lines was being returned as unsold at an alarming rate, including many of the
Dragon Dice products.
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Undaunted by flagging sales, Kicker Pack 6, Frostwings, designed by Bill Olmesdahl, was
released early in the year. With an inherent anti-magical nature, Frostwings had the ability to
reduce the amount of magic rolled by an opponent by a corresponding counter-magic roll of
their own. They were also the only race to have Special Action Icons on all units, not just the
large and monster dice. Every unit within this race of winged creatures had the Fly ability,
making them tough to kill, and hard to outrun.

Not easily dissuaded from a chosen course of action, TSR decided, if one ultra-rare die could
potentially bring in much-needed capital, two should be even more lucrative. Thus began the
one in thirty-five chance of drawing a large (3-Health) Magic unit. The outrage at this decision
was widespread among an already declining fanbase, at a crucial time in TSR's lifespan, with an
active on-line community convinced that the rarity decision was nothing more than a cash-grab.
Frostwings would turn out to be the last of TSR's completed contributions to the Dragon Dice
line.

When Dragon dice entered the market in 1995, TSR was already beginning to experience
financial difficulties, in part due to the emergence of the collectible game concept. And while
Dragon Dice was expensive to produce, it was aggressively marketed through various tactics.
Starters and Kickers were distributed not only to game and comic stores, but to book sellers as
well, but the most active push was through conventions such as Gen Con, which was rife with
potential players. To facilitate this push, various promotional dice were created to pique players
interest. Not available through retailers, these dice were instead handed out to attendees with
the hope of bringing as many new players as possible to the table. Two were produced the first
year.

The most widely available die, the Dragonlord, was a white pearlized six-sided die with black
ink. The first die in a race to be named Eldarim, the Dragonlord was granted the ability that
gave the player a chance to control dragons. While under normal game play, a dragon will
attack any army at a terrain. When the Dragonlord asserted control, the player could choose
whether or not the dragon would attack. It also had the additional benefit of being able to ride
the controlled dragon to any other terrain in play.



The second die, produced in much smaller quantities, was arguably the most striking die in the
game, the King's Die. Unique in both appearance, and function, the Kings Die was molded in
pearlized lavender, with yellow ink. Unlike other units, The kings die could not be targeted or
removed from the game, and could not be moved from the Reserves area. The die depicted the
five kings from the original races from the starters as well as Amazons, and along with the TSR
logo which was wild, allowed for recruitment of a corresponding unit at the beginning of a
players turn.

The production of these promotional dice differed from the more readily available components
in both location and method of manufacture. While primarily utilizing a compression mold for
the other dice, in which plastic pellets are added to pre-engraved plates with cavities, heated and
squeezed, for the promotional units, TSR chose to use a UK manufacturer and an injection
method. Consisting of removable plates for each side, plastic is injected under pressure to fill
the void between the plates. Since each plate could be removed independently of the other
sides, this created an unforeseen issue during re-assembly, the variant. Resulting in differing
side orientations or plate placement, the production of these promotional dice discrepancies
opened up an altogether different niche for collectors.

Support via promotional dice continued into 1996, with eleven officially released dice,
distributed through various methods.

Having an extensive history of licensing agreements with various software companies for
Advanced Dungeons and Dragons games, then licensee, Interplay, was tasked with developing
Dragon Dice for the personal computer market. Though officially released in both the US and
overseas in 1997, the dice were produced in 1996, and were only distributed in the US market.
Using the same molds used in the making of the Dragonlord, a single die of one of the
elemental colors was available per game. Since the available die was visible through a bubble
within the game box, it was easy to collect the full set of Dragonmasters, though software prices
made it expensive to do so. Unbeknownst to many, this was not the first appearance of a
Dragonmaster, however. A very small number were distributed earlier through Interplay
Productions Forgotten Realms game, Blood and Magic. Containing only the black
Dragonmasters, this was TSR's first time distributing dice in this manner.

The next promo die also had a novel approach to distribution, quite literally. TSR's long term
plans for Dragon Dice included several novels surrounding and expanding upon the mythology
of Esfah. Cast of Fate, written by Allen Varney, was the first of three on the release schedule.
After finding a printer up to the task, the book was commissioned to be printed with a hole in
each page, just large enough to contain the die, and shrink-wrapped for distribution. Unlike the
Dragonlord and Masters, which only had the ability to control a dragon in play, the new
Dragonslayer would instantly kill an attacking dragon if the appropriate icon was rolled. This
method of distribution was not without it faults however, as some less than scrupulous players
would pilfer the die and leave the novel on bookstore shelves.

Next on the list, the set of three Medallions, were for a while among the hardest of the official
promotional releases for players to obtain. Utilizing the same oblong design of the Magic
Items, the Medallions were made in bronze, silver or gold colored plastic. Though identical in
appearance other than color, each die had assigned to it a differing ability when the ID Icon was
rolled. Made with a stepped rarity within the set, the bronze was the most plentiful, the gold



was the least-so, and silver fell in between. Though made for Dragon Dice, the Medallions
were originally distributed only to members of TSR's Role Playing Game Association, or
RPGA. Not unlike Olympic medals, the higher the ranking of an RPGA member, the more
“valuable” the corresponding Medallion awarded. While some demographic cross-over existed,
many of the Medallions distributed were quick to trade hands, languish forgotten somewhere or
outright discarded. Later, sets were included in Dragon Dice Tournament Packs, pre-assembled
kits used by retailers to demonstrate the game to prospective buyers and run in-store
competitions.

The final officially authorized promotional dice appeared at Gen Con '96, by means of a five
foot tall gumball machine. Contained within were plastic bubbles holding either red, or, much
less frequently, blue Dragonkin Chanpions. For the paltry sum of fifty cents, it was possible to
get one of these dice, and many attendees did just that, often multiple times, trying to acquire
the elusive Blue die. Once again utilizing the compression method, these dice were brought
into the game via magic, like their smaller Magestorm! counterparts. Though most were
obtained through conventions a small number of each color were packaged for retailer give-
aways.

With all the released promotional dice made available in 1996, players and collectors had their
hands full trying to complete their sets. Enthusiasts were in for a surprise, however, when one
more die was produced, this one without the approval or knowledge of TSR, Inc.

With the manufacturing of the Medallions complete and due to the reduced number of gold
Medallions produced, TSR UK found they had a surplus of gold plastic remaining. TSR, Inc.
had every intention of producing the Dragonkin Champions in the three remaining colors for
future distribution, but one or more UK personnel made an autonomous decision to use this
excess material to cast a small run of Dragonkin Champions in gold. Though vehemently
denied by the home office, these Gold Champions soon became known to the online
community, thus becoming the rarest, and most coveted die to date. With denial no longer an
option for the home office, these were eventually acknowledged to exist and became Yellow for
purposes of game-play.

Before closing the books on TSR's chapter within the History of Dragon Dice, there is one more
project that came to fruition during that time, the Dice Commander's Manual. Compiled by
Dori Hein and Dave Eckleberry, this tome was a comprehensive collection of rules, dice icons
and, most importantly, statistics and probabilities for each die produced to date. Though rapidly
becoming obsolete in light of the many permutations of the rules, the statistical portion
remained as an invaluable resource for many years for competitive players.

The stormclouds of financial ruin which had been looming over TSR for a number of years
prior, finally released their torrent in 1997. The writers, designers and other related staff
remaining, having endured previous rounds of downsizing, layoffs and contract terminations,
were confronted with the realization that TSR, Inc., once a leader in the tabletop gaming
industry, was facing insolvency. With its treasure trove of artwork, concepts and intellectual
properties, the company was an appealing target for acquisition by the very entity that spurred
the collectible game market, Renton, Washington based Wizards of the Coast.



Considering the lead time for manufacture, TSR had already begun production of the
penultimate Kicker in the planned racial population of Esfah, Scalders, which once again
contained two ultra-rare dice, the magic casting large six-sider, the Inferno, and the elusive
monster, the Unseelie Fairie, thereby further eroding the games ever-diminishing fanbase.

Prior to their demise as a stand-alone company, and with the buy-out's finalization, the latest
race's printing was allowed to continue. Upon conclusion of production, the Kickers previously
ordered by distributors were permitted to be shipped, but Wizards was less than enthusiastic
about providing support for one of the key players in the reduction of market-share for their
flagship product. The result of this unwillingness to stand behind the game, was the eventual
recall and planned discarding of a large number of product produced, including many of the
Scalders kickers, creating the “Holy Grail” of dice in the entire line.

With a print run of 60,000 Scalders Kickers, and the Unseelie Fairie having an appearance rate
of 1 in 40, only 1,500 were produced. Considering a large portion of these were relegated to a
Belgian landfill, the surviving number of Fairies is unknown, and can easily sell for several
hundred dollars on the secondary market.

Once Scalders were dealt with, all plans for future races, including the concept for the final
Kicker, Treefolk, and expansions were shelved, and Wizards considered the game officially
discontinued.

Before closing the book on the TSR chapter, its worth touching upon in more detail, the tie-in
novels planned for Dragon Dice. The company had three books on the release calendar, each
with a planned promotional die.
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CastotFate

Allen Yarney

The first, and only Dragon Dice novel published under the TSR banner, Cast of Fate, was
already mentioned, but bears further discussion. Shortly before the release of the game, TSR
tasked Allen Varney with bringing the world of Esfah to the page. Armed with only Lester
Smith's fourteen page vision of this new, primal world, a single Dragon Dice Starter set and a
six month deadline, Mr. Varney went to work. Thus began a rather dark time in Mr. Varney's
career.

With the game not yet released, finding other players who had knowledge of the intricacies of
Dragon Dice was difficult, so Mr. Varney's normal process of taking considerable care to write
tie-in's that were consistent with a given games rules could not be applied. This resulted in some
glaring inaccuracies between what was depicted in his story, and what a particular unit could
actually accomplish in the game.

This, coupled with periodic creative blocks, resulted in not only the book being handed over to
TSR's editors several months late, but it also heralded the end of Mr. Varney's fiction-writing

career with TSR.

Once in the hands of the editing staff, much to Mr. Varney's chagrin, the ending was completely
re-written, resulting in a 180 degree change in the final arc of the main character.

When asked about his final thoughts regarding his foray into writing a tie-in novel, Mr. Varney's



final thoughts are as follows:

In the 1990s I wrote several game tie-in novels, though Cast of

Fate was the only one published. I regret the time I spent writing
them, and I wouldn't do it again. By design, the first word in Cast of
Fate is "hack"; the last word in the book is "work"; and everything in
between is...

I won't say it's always a bad idea to write in someone else's setting,
but don't do it just for the bucks. Write for a world you love, sure
-- but there are better ways to make money.

With the demise of TSR, Inc as a stand-alone entity, the other two novels, Army of the Dead,
and Time of Champions faced an uncertain future.

As is often the case with emerging ideas, the journey from concept to production can result in
many changes along the way, as the process of trial and error uncovers both things that work,
and those which don't. When the initial Icon designs were conceived and put to paper, they
were done per manufacturing specifications, and submitted. Even so, some alterations were
required before final approval, and some, with no feasible means of making them work in their
intended context, were discarded all together.
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(Original Dwarf concept artwork by Jennell Jaquays)
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With far-reaching plans for the future of the Dragon Dice line, TSR chose to look beyond their
impending collapse, and had rudimentary concepts for expansions beyond the two-color racial
combinations, with planned introductions for all new dice as well as gameplay mechanics, but
WoTC put an end to these proposed concepts almost immediately.

Though Icon designs and racial and Special Action abilities had been outlined and were in the
works, the final two-color racial combination, Kicker Pack 8: Treefolk had not yet entered the
Production phase, and therefore never saw completion under TSR/Wotc

b DRAGON @ DICE

L UNRARTHLY

Other than some scant design notes, very little is known about Kicker Pack 9: Unearthly, though
conceptually, this expansion was intended to introduce less conventional non-Platonic dice to
the Dragon Dice Game. These units were proposed to be brought into play via Magic, though
their in-game function had yet to be determined before the concept was canceled.



Lastly, another concept for expanding the variety and longevity of Dragon Dice was the Deluxe
Kicker: Champions. This concept was posited to contain all-new 4-Health 6-sided units

representing the legendary heroes of Esfah's lore. While rumored to be restricted to one of each
Champion in play at one time, how they were to be introduced into an army is again, unknown.

A PHOENIX RISES

When TSR's financial situation became insurmountable, it was acquired by Wizards of the
Coast, and while all future plans for continuing Dragon Dice were shelved, it still commanded a
very loyal following amongst its player base, to the point of, even though after 1996, no
Company sponsored Dragon Dice events were held, games and tournaments were player
organized at subsequent conventions. It was at Gen Con '98 that the spark was struck to bring
Dragon Dice back from the ashes. A cadre of die-hard players, then led by Sean K. Reynolds,
formerly of TSR, assembled to discuss implementing changes to the established rules, to
balance the game and keep it enjoyable for future players.

Sean approached long-time player Dave Papay and tasked him with gathering together a group
of players up to the task of keeping Dragon Dice going.

Using a reference to the television show The X-Files, Dave approached Rob Harland, Will Lutz,
Mark Wiker, Scott Ostrander, Mike Bell and Scott Cobbs, asking them to join his Smoke filled
Room to make changes to, among other items, the Swampstalkers Mutate ability. Thus, the
framework for SFR was begun. Supported by Sean with dice and other swag, Dragon Dice
continued to hold a place at Gen Con, Origins Game Fair and other conventions.

In 1999 Sean presented the group with the idea of acquiring the rights to Dragon Dice from
Wizards of the Coast. When initially presented with the Idea by Will Lutz, Wizards' position
was one of not selling any intellectual property, whether active or dormant.



