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Summer Break in July

For those that are newer we are going
into oursurnmer break! That means we
will be taking 2 weeks off and I hope you
are all excited. This is a great chance for
us to get into some good reading, family
wisits, or some much neaded rest.

Our break runs from July 3™ - 18"

We will be returning on Sunday July 197"
with the Mandeblvers at 5 pm cst. we are
already almast fully booked up for our
sessions in July so that isse amazing

Flease feel free to post all your summer
fun in the servear!

Ingrediants
« 2oz\Vodka
« 1oz Coffee Ligueur (llke Kahlda)

Directions
« Fill a shart glass with ice cubes,
« Pour in 2 oz of vodka,
« Add 1oz of coffee liguewur,
« Cantly stir the mixture,
« Serve immediately and enjoy.

Fellowship Cult News

Our Charity Table

June: We hod a guest, Nick fram K9s for
Woarriors! It was so great raving himowith
us, and together we raised 561200/

Charity Night this month is on July 22"
at 8 pm C5T,

We will also have another set of auctions
for the event and another Giveaway!

One shots! If vou would like to join in the
fun contact Mandy or Cloud! It is from
one shots we pick most players for

3 YouTube

Want to see them? Check out
drpgsidebar on

campaigns!

Want to learn
D&D?

Join our One Shots!

If you are trying to find a table

Reach out, We might know a
table that is looking for
someone just like you!

Email us at

rpgsidebar@gmail.com
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From The Channel

Card Packs:

In the channel, we have an all-new base  The Collectors Series has bean such a hit.
sat of emotes and this cute purple bunny, Inany stream, once we reach 5 subs (any
We haveall the rights to the art, We ¢an kind)], we unfock a imited edition card,
also usze the art for more than just emote, with a higher level and power,

50 | will be putting them in more things

in the channel. | ko
you enjoy this
cute il bunny!

Emotes: Happy 250th Birthday USA we
added some emotes for the month of
Judly!

Also, big thanks to
Pixel Grip,

San Antonis for the
art,

= e =

Hey! are you looking for
players?

Trying to promote your
channel?

Just want to send a shout-out
to an amazing member
of your group?

HOW AVAILABLE

S spotify  @MUSIC BB YouTube Getting an ad with us is easy
and affordable!

send any questions to
rpgsidebar@gmail.com




Chapter 12: The Waiting

By EndYourStreamTV

e days passed showly as Kira, Arian, and
the athers returned to their camp. The fire
had burned low when they arrived, the
once-bright ambers now just glewing
remnants of their former warmth, Kira
stood at the edge of the camp. gazing into
the distance, her heart filled with both
anticipation and a deap, quiat fear.

The journey they had taken (o the nearby
villages had been difficult. They had
encauntered children in need, some afraid,
sarme tog broken to belisve in amthing.
But they had also found hope, and with it,
a sense of purpose. They had given theair
wiord Lo thesd childien: they would probect
them, guide them, and teach them, The
faith had spread, and with it, the weight of
leadership had grown heavier on Kira's
shoukders,

But now, they waited,

"Do wou think he's coming back soon?”
Arian asked as he approached Kira, his
voice soft but filled with a childiike hope.

Kira turned tahim, her @S 3 little sad. |
don’t know. | hope so, We've done all we
can for now, We've gathered as many as
wiecould. They're all counting on us, on
barm:”

"I knowe,” Arian said, a srall frowsn on his
face, "But | miss him. | miss M, Xar."

Kira smiled fainthy, but there was
something In her hieart that felt
incomplete without him, Without his
guidance. Without his presence. The last
time they had seen Xaretul, he had left to
test his powers, to ensure he could protect
thiermn. But it had been days since hea'd
gone, ard though she knew he wauld
return, she couldn't help but feel the
absence of his powerful yet gentle
presence,

"The faith has arown 50 much sinoe ha
left,” Kira continued, looking out at the
others. "We have new children now, and
we bave to keep theam safe. They reed
us.”

Arian's hand found hers, squeeting it
tightly. “We'll be akay, Kira. We've got
each other. And we've got our faith "

Kira nodded, fealing the comiien in his
words, even as her own doubts swirled in
her chest. She had come a long way from
the scared girl she had been. But there
was still so much te do. 50 many lives Lo
change. 5o many people 19 protect.

The Waiting Continues

The sun dipped lower, casting long
shadows across the camp. The other
children had gathered around the fire,
speaking in hushed tones, their faces full
of guiet uncertainty. They had heard
staries of the great god who had cnce
been known as Xaretul, the god of
shadows and secrets. They had heard of
his power, his might, his presence, And
riow, they waited for hirm to returm 1o
therm; tosee if he could truly live up to
the staries they had been told.

Sandra, the youngest, sat beside Garuth,
her srnall forrm barely visible in the
flickering light. She didn’t speak much,
but she had been watching Kira and
Arian closely, learning from: them, taking
i eveany word of the stories they shared,
Cresputer thie silence that aften
surrounded her, there was an
understanding in her eyes that said more
than words could.

Micholas, sitting near the edge of the
group, stared inta the mght, his Brow
furrowed, *| hope he's okay.” he
murmured, barely above a whisper.
[cont an page 9}




End of Day 9
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e By Dragon Tcacup

The Subs arrive at the Fire Weave Bazaar! They tentatively step inside
(despite Vult's dust allergy), and get attacked by a Rug of Smothering! After
it is dispatched, Animated Brooms begin to try and sweep them up - but the
brooms make more of a mess than anything! Stepping into the
Dragonhorde Antiques, a magic mouth spell, annoyingly says hello every
few seconds, and an exasperated Pseudragon named Nimble introduces
himself. Vult loses his mind a little bit at all the amazing tomes, and Zephy
even lends him her bag of helding, which he fills. After convincing Nimble
that he can run his own library with Vult as his archivist, he joins the party!
The group ventures deeper into the Bazaar!

one shot sessions! I you would
like to roll into the fun?
Or hﬂpiﬂ watch it livel If vou would like to follow Dragon_Teacup
and keep up with the rest of of the Dump Stat
check tham out an Twitch! |
TJoin the SideBar ‘

Discord!




Xaretul: The Forgotten Flame (cont)

By EnddYoustream TV

“We all do.” Calean replied, his
voice soft but steady, "Ho's
tasting his powens. He's daing
wihiat e has Uo do, We just Rave
1o trust him,”

But the night grew darkers, and
the childran grew restless. Thelr
eyes canstantly flickered
toward the treeline, searching
for the familiar shadow of their
god, But there was nl;:-'l.hing
Just the sound of the wind, the
ruitling of the lesves.

Kira's Resalve

As the night deepened, Kira
stead up. The athers noticed
her movement and watched
her closely. She hadn't said
anything abowt hor own fears,
but they all Knew har wall
enaugh (osee the quiet starm
in her gyes, She was canying
the weight of more than her
o doubils: She was carrying
the hopes of everyone who had
placed their faith in herand in
Xaratul,

Shix maovad away from the
campfire, walking toward the
edge of the clraring. She closed
hipr ey Tor a moment,
allowing the night alr to cool
her heated skin, She fielt the
weaight of the responsibliity on
her shoulders, but she also felt
- the guiet. steady hum of her
! faith. The band on her anm s
symbal of Karatul's
powerglowed faintly; its
wharmbh A rermrdder of the bond
between them

| W't let them down,” she
whispered to herself. *) won't
lot himdown,”

Bohend far, arian Fad follonesd
her steps. He placed & hand on
hier shaulder, hisvales quiet.

| *you wan't, Kira. We're doing

Kira nodded but didn’t say
anythirg otse, She turned back
to face the camp. It wasn't just
abaiat hers i ovwas about ail of
thom They were & family nansy,
bound together By their faith.
Ard thay Wwould carry that faith,
even If it meant facing the
unknewr withaut the god whao
had promised to protect them

Chill Vibes
for

Campaign Prep
@TheCafeDM

an
YouTube

The Return of Xaretul

The children waire Stting in
sibznce whon the first nipphe of
poveer biushed agaimst the air.
AE firsl, 1T Wi subthe, just a shidt
im the wind, a momentary flicker
af warmih in the night. But
then, the shadows around them
soamed to deepan. The
temperalure dropped, the air
thickening as if something
arscient was slifnng.

Kira's heart leapt in her chiest,
ard wathoul & veard, e Tuarmed,
her eyes wido. The others
follcrased, rising to thedr et as
the darkness in the trees began
to take shape. There, at the
oo of thia charing, Xaretul
emerged

His forem was no longer as solid
as before. He seemed to flicker,
barely holding himself togethes.
The shadows and flame that
had once baen 0 strong now
appearcd maore fragile, like the
embers of o Hre that hsd Borred
b Brightly and was now
soruggling ta sumy alight His
rraskl af shadodsy s STl i
place, but it was cracked, the
flame that Burned beneath it
flickering weakly

He stood tall, but his posturns
wias weary, as if the jourmay had
dirared hermeo rmoes LR B g
anticipated

Fatreon comlxparkles Mandy
1 BeEre® Xarsiul's vaice,
though poswerful was softer
than wswal, his words heav with
exhaustion “l have returmel
You've afl done well. I'm proud
of youl." [cont on page i)

For Dungaon
Masiors
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Brakka Ironbelly

Character Writing
By SexyySlothh

Race: Mountain Dwarf

Class: Barbartan

Brakka lronbelly was never meant to be a warrior.

Born bemeath the granite peaks of the lronspine
Mountains, he spent his youth learning the family
trade: brewing. The Ironbelly clan had crafted
ales for generations, and Brakka took to it with
enthusiasm. He loved the smell of malt and yeast,
the crackle of the furnace, and the laughter that
filled the tavern attached to the breweary. While
other young dwarves trained with axes and
hammers, Brakka perfected recipes and entered
brewing competitions, For years, life was
beautiful.

Then came the Might of Broken Stone

without warning, a monstrous creature burst

from deep baneath the mountain, Witnesses
described a beastiarger than a wagon, coverad in

jagged rock-like scales. It tore through tunnels
and support pillars as it climbed toward the
aurfﬁ-i:e.--ﬁg the time it reached the Irenbelly

Brewery, panic had Spread throughout the
district.

Brakka fought alongside his clan with whatever he
could grab, mostly barrels and tools. 1t wasn't
encugh. The beast demolished the brewery,
huridﬂiaﬂg{al;icms of family work benaath
rubble, and disappeared back into the darkness
before the city guhréi could bring It down. The
clan survived, but their livelihood did not.

In'the months:that followed, Brakka helped clear
debris and rebuild homes. Yet he could not shake
the memory of the creature escaping. Every
shattered stonefelt like a reminder that the
monstarwas still out there.

One morning, he packed his tools, slung his
fittm.r"snﬂ_ﬂ battle axe to his back, and left the
‘mountain, with anger and determination flowing

- ‘throtigh his blood.

His plan was simple: find the beast, learn where it
came from, and make sure it could never destroy
another home,

The road changed him. He traveled farther than
any Iranbelly before him, crossing forests,
deserts, and kingdoms. Along the way, he learned
that strength wasn't only found in stone walls and
mountain fortresses. He wrestled river giants for
ferry passage, shared campfires with wandering
nomads, and earned free drinks in countless
taverns by telling increasingly exaggerated stonies
of his adventures.

Though he now carries an axe and fights with the
fury of a storm, Brakka still considers himself a
brewer first and a warrior second. Whenever he

reaches a new town, he seeks out the local tavern

before anything elsa.

Most people know Brakka as a boisterous dwarf
with an endless appetite and a laugh that can fill a
raom. Few see the determination benaath the
cheerful exterior.

E'I-'E-I‘:,r Clue, gvery rumor of stra nge creatures
beneath the earth, and every ancient mapis
anather step toward the answer he S8aks,

samewhera in the dark places of the world, the
beast that destroyed the Ironbelly Brewery still
lives. Brakka intends to find it.

When that day comes, he'll grip his axe with both
hands and finish the story that began on the h:nglit
of Broken Stone. :




Xarctul: The Forgotten Flame (cont)
B Eradvousireany Iy

Hira ran tohim, her heart swelling with ralief, She didn’t spoak at
first, just reaching out fo touch his arm, feeling the warmth of his
presenco, even thowgh e Sosmed S0 Wworm,

*LEnew !.l'CILJ"l'.'E corme Dachk,” she Whiipl'.‘-hl'.‘-ﬂ. Felr RORG® '[I'll'.'l"l!"ll'_'l|1l"l'l;.f
WITH Brrvalian,

Arian, his face Howith joy, stepped fonsard, ks eyes shinbng. " Mr.
Zarl We've spread the waord! We've helped others! They belkeea in
yiodd, Just like we dal®

Aareiul nodded, his aves soft as he looked over the children who
had gathensd araund B, e could see The wearingss in thair
oves, but atéo the stremgth thay had gained. * sog you'va-all
grosvm. And you have made me proud.”

But even as he spoke, the toll of his journey was evident in thie
way he stood, the way he fahered siightly as he ook astep
forward, The power e had tested was still there, but it was
fleating, unstalkde,

*I've tested my powar, but it's not enough. Mot yet,” Xaretul
confessed, hisvoce low, ©| pushed mysell 1o the edoge, And now... |
nived Lo rgst,”

The children stocd in quist understanding, knawing that thair
god, though powerful, was not invincible, He was (ke
them vulnerable in his own way.

Kira tock'a step forward, her voloe filled with determination.
“Woutver done more than enough. We're hare fior yous, You dor't
have to do'it all alone.”

Xarotul smiled, thowugh it was faine *1 know, And for that, | thank
WO

He ook a deep breath and closad his eyes, allowing the shadows
tosettle around hirm-as he finally allewed himself te rest, knowing

that the journey was far from over but that be no longer had to
: wall it alone,

Fatreon.comixparkles_ Mandy

. For Dungaon
il Muslors




The Gilded Rettle

Journal Entry 1

CAFFEINATED
CHRONICLES

—_—

m By Skavline

My name is Citrine Draessa, and [ast night was our first service of the Gilded Ketthe, By aurs, |
mean my newly formad frrends and colleagues, Mara Starmpatal, a firbalg druid with a
fabulous talent for food, and Juniper Gleamsong, a bright fawn bard with a love and care for
pecple and literature

wWe ended up in this lovely town, full of hard-working people who seem ta have a
pradicament on their hands, a flour shortage for thelr upcaming harvest festival, 1T wWas the
perfect place ta host our fiest services; of course, wa did it at no cost ta them bocausa frankly,
they deserved a nice meal and a night of relaxation

Cwearall, the service was smaaoth, smoother than | thought it would be. Only minor things |
noticed, which | put into a secondary journal specifically for service management, feedback,
and improvement, | feel this journal s for samething different, hovsewver

| dnn‘l: Enow.all the answers: it's too soon far me to be able to. And | don't Know if I'll be able
to-get them for all the questions | have, | just hape I'm making him prowd

| sanse himin the haarth, the caring warmth that she provides o me constantly in g tirmes
hiere | Hope she can provide a sigry, even If it's not a full answer, not Just for me but for my
companions &s well.

Inthe meantime, | will continue with this mission; this duty to continue the fire. Provide for
p:'r:-ph Al oross the realms, and h-.’:r.-ﬂl'u‘liy" flong tha way, we'll Tind somathing even Baetier
A Wil Was e hoping for

Herg's toa batter tormorrow,

More than yvesterday,
Citrine,




Riven the Blade ol Reckoning
New Gods of Rawvnica
B Grinmirixis

Summary:
Lawful Neutral - white/red
The god who demanded the first warring clans settle things fairly. Riven
doesn't stop conflict, Riven makes sure it has meaning and a measured
cost. Claimed by both Boros and Agorius, and probably amused by both.

Myth: The First Verdict

In days long since past two tribes were locked in a brutal and bloody feud, and on
the final days of their conflict, tired, run ragged, and dying of thirst, they found
themselves staring each other down across the site of an old well. Ready to spill
blood for a single drop the clans poised 1o strike the other down, but then they
paused, A woman they had never segan sat down on the well's lip; drew a sword, and
lald it across her knees,

She said: "You may both drink. First, each of you tell me, in front of the other, what
o would actually lose if you fought for this water.”

They spoke for an hour, They drank. They went home, And-in that time
grnderstanding was brought 1o each tribe and the feud was ended,

The wall still stands, It is the foundation of the First Two-Witness Hall,




Perfectly Balanced, as All Things
Should Be

;"!'Ingh Step Gaming

T WPy 2 B E Pl ] ], B2 o o L AR
By W. Adam Clarke

Cocd Afterwhenpver,
evaryone. Your friendly
neighborhood Gamea Deav, AP
Runner, Streamaer, and Author
you've never read W, Adam
Clarke again. This month, let's
hawve some fun with a gama
mechanic, shall wea? This idea
fara Gk s Best e 195 a
shart run in a long campaign,
B quick Trip 1o & Plana of Qrder
or other Seihing wWhene i
randomness may be
structured differently, or

specifically for monsters native :; o - SINGLE S EPF GA)

to those planes such a IR 2 : r i J twﬂ:h.ﬂi' |
Fcdrong - A5 a PO with Gk . _- ; =in HI'E‘.H i:
permissian) theres a chance W ke e 1 .J' i

this could ke yvour whale - - i o e |

schtick. A Clockwork Soul et i '--.-l",-

Sorcarar, a Warlock with a ALL TIMES ..

Patron from the Plane of ; e '.: J

Crrder, or any order-based or B |
mechanically-based character giving you a range of one Sun m S Wﬂ'lurm Darki
concepts could fourish with through tweanty. If you're = ﬂ.E. E.”: ES, : 4

this mechanical change. playing ina D12 systemn also o af 1.
keep the jacks and quesens to -'"1"1 ,e"-':. ':-.-l‘-|l - . " ;lllths
Th exercise s regElacing a give you one through twelve, . LI'_i s i
comman farm af randoamness and the suits no longer matter E,._D'_,.E."_ or r
{your dice rolls, which would You get the idea, Mow... shuffie j f
be considered Random wour deck, Onoe a card 15 gl Ty i .
sampling| with a different drawn, it's out of play until vou  Bpm Indie Spothght®
form of randomness [Stratified it all the weay through the R it
Samplingj, Don't sweat the deck: This means that whils
nerd stuff if you're not a the number you draw will still
statistician or mathernatician, be random, you will in fact
thisis easy. All you need isa draw every possible number
deck of cards, welthin your range twice before

repeating maore than twice in a
Assuming you're playing a d20. d20 system, or & max of four
based systern; remove the face times before going through
cards, leaving Ace through the whole range faur times in
Ten. Black suits are single any other system
digits, red SOIts are doubio
digits, [cont on page 17)




hraghul, the Roar of the Untamed

New Gods of Ravmica
B GrimmGrinis

Summary:
Chaotic Neutral - red/green
The thunder that answered the first time someone paved over wild
ground. Kraghul doesn't hate the city; the god just won't let it forget what
it's built on, tearing down whatever has grown too proud or stagnant.
Revered by the Gruul clans.

Myth: The Courthouse and the Storm

Centuries ago, an Azorius district court ruled that a specific stretch of the rubblebelt
was no longer “*wilderness" and was therefore subject to property law and
reclamation. The courthouse was built atop the site, pristine and white, three judges
stayved in residence with a permanent guard,

Three days after the verdict, a storm came in low and wide, far too low and
brimming far too wide o be natural, It struck only the courthouse, When the wind
died down, the building was gone, and that "wilderness” rermnained, The judges and
their guards were unharmed, sitting in a polite circle-in the openfigld, holding their
notes,

The verdict has since been on permanent stay.

%




Send in yours by July 20th

in the SideBar pets channel! %




Perfectly
Balanced, as All
Ihings Should
P

fcont. )
b W Addoam Clarkc

While | waouldn't SUQQEsL TS for & O] - T Carmpaign, 1t
15 8 NeoE wWay o maks sormgthing e an Ciuter Pland ar an
altered form of existance feel mechanically different. giving
I8 & unsgued immerseon, 1T A0 g woul O Re Jpprocrion
far “treénds” in dice that seoam 10 roll high or oW, Little
changes ihe these can Keep the game emdifon e
eaciting and keep players an their Toes AlLo, with the only
Fesg Uit Ell:'ll"{_l g deck of cards, it's not an ex A P S A
mechancal swatch To Test out

Anyway, there's your jJumping-off point for this month. Any
thoughts or leas an it? Come 1alk 1o Mandy or e in ot
streams about it! Uintil next time, friends

W. Adam Clarke
Can be found on
singleStepGaming

T"--v F;:-*-;

¥ ﬂ'r-'l."l"l' n Y
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What Campaigns Td Play in 5€ vs 5.5

m By Skyline

Dungeons and Dragons is an
incredibly flexible game that you can
simply builld and use your imagination
to create the story you want!

In this article, will give my insights,
suggestions, and thoughts on which of
these campaigns | would run and play
with in 5th edition and 55, Now
obviously, | doen't know everything, but
| do have experience in playing both
editions with three of the campaign
modes. And while | have played two
out of the three, I'd be interested in
experiencing and experimenting with
each one, as I'm sure other people
wiould!

Now | have been over differences in
both versions in previous articles, so if
vou're someone who 'wants to learmn
and balance your games, study up and
come right back! For now, let's get into
my thoughts.

Tyranny of Dragons

I'd recornmend playing and running
thisione in 5€ as I'm currently playing
it with the updated wversion, I'd be
interested In playving it in a previous
version to see the differences in
classes and the dragons! D&D dragons
are coviously very tough, and newer
versions of the garme decreased their
power which can lead to some
homebrewing or usages of older
dragon stat blocks, 5E has mare
stability in terms of the ¢lasses and
what to choose from and it can still
follow the story without going

overbeoard and making your players
and monsters overpowered,

Wild Beyond the Witchlight

I would recommend running this one
i 5.5E and SE. First, 5.5, because &f the
changes with magic and how it is used
in classes, it would go perfectly with
the chaos that is the Feywild, However,
if you are someone who wants more
stability in your game to balance out
the Feywild and its mechanics, or lack
thereof, I'd recommend running this in
SE. Mow this campaign is maore stony-
based, which is why | can recommend
both versions to play in so you can
build yvour combat and battles as you
seefit. When | ran this, | kept the
combat very minirmal, but any good
Dungeon Master can balance out the
story and fighting.

TYRANNY oF DRAGONS

-




Owverview

Hyman Crandel is the bloated, arrogant tax
assessor of the Sauthern Dominion, infamous for
his petty, tyrannical ways. Tasked with assessing
and levying taxes on local merchants, landowners,
and tradespeople, Crandel enjoys exerting what
little power he has, attempting to make life as
difficult as possible for anyone who crosses him.
Though his position technically limits his power,
his unscrupulous methods allow him to bankrupt
or penalize those who can’t pay or refuse to
comply with his excessive demands,

Appearance

Hyman is a heavyset man with a penchant for
gaudy, ill-fitting clothes and a constant sheen of
sweat on his brow. His fingers are adorned with
rings, and he carries a silk handkerchief, often used
to dab at his face as he sneers or scowls at others.
He is unkempt, with a slight stubble and a lazy eye,
giving him a permanently disdainful expression.

Personality

Crandel exudes an overinflated sense of self-
importance and believes his position grants him
absolute power over his jurisdiction, His rude,
brutish nature is offset by a conniving mind; he's
quick to-exploit any opportunity to sqQueeze extra
coin from his targets. Though he lacks any real
strength or combat ability, Krandall's confidence
in his ability to ruin others' finances makes him act
more

NPC Build
by Brad Harris

SIHIP KKK

powerful than he is. He's as greedy as he is
vindictive and takes pleasure in the misery of
athers, especially those he can financially
torment,

Duties & Influence

Hyman's primary responsibility is to evaluate
properties and impose taxes on behalf of the
Dominion's treasury. His lack of scruples means he
routinely invents reéasons to raise taxes or levy
fines, forcing many into hardship. Despite his low
station, Hyman has a reputation for being
untouchable, protected by the wealth he extorts
and the officials he's bribed.

Plot Hooks

=  Rumaors circulate that Hyman's lavish lifestyle
far exceeds what a tax assessor's salary should
allow. Some believe he is simply corrupt, while
others suspect he is accepting payments from
a far more dangerous patron,

& Several tax records have mysteriously
disappeared from Hyman's office, He is
desperate to recover them before anyone
learns whose debts—or crimes—they
concealed. mystery

Hyman CRANDEL
Sbediam humasod (Fianan), Bewful evil
Armwor §.Rass | ]

Dl Posimie I7 4-JeI8 o4}

Spead] M
WL H 64 LRESE 6§ aik CEes 12 =l)
T 1ais2 WIS 120 CHA Bisd
Saving Throws [NT «4. Wik sd
Skills Elecetiog o, Drivesligetios o0, Lkl =4
hallenege 174 {58 X1')
ACTIONS

ol ther Gaserai { Recharge 5-8 ) Hyman bellows o
|'r:|' Uhne allbed hrusnasnosd wihom 50 feet that Can heas
|l||-| ifay ||1||-.|.:-||u.!._-|l. Ui fis iTal b O iaoAse L [ STaELY
speend] towand Hyman. If no allses are present, Hyman

imatead has adv ANRAEE iy i reeni Isterendatjion or

Frowiavkn check masle before the ond of has e i 19




What Campaigns I'd Play in 5E vs 5.5
(Cont)

Wednesdays Bpm C5T
in Server Only

i |E;q'5Hyllna

Strixhaven 1—1" 1—'(' “_

A Cursiculum of Chaas Mew, | haven't played this book vet, | am 1 (: ! (s 1] B :I"" A
planning to runa campaignowith it in the future, And | believe it A "'-. K ‘r r - b
wiould be fun ta try Funning this in the recent edition, as it had 1 {
changes mastly in the magic classes. At this point, | have read “r! ! 1IN F_"j r !'7-'5

the book for Strichaven extensiveldy, already coming up with
ideas of my own to add or replace certain aspects of the game.
And without spaoiling too rmiuch, | will say | am going to run this
in 5.5, but you absolutely can in 5E as well

Simikar 1o Wild Boyvand the Witehlight, Baecauss of hov iInnato
magic is implemented i RIS campaign, | think it will be
interesting to chalienge the idea of the magic classes and what
it means to have magic, arcana versus divine, etc. Especially
because this does take place in a3 school setting it can perfectly
set up a party and a well-written villain, whether yvou use the one
im the book ar the ane you make!

And that's it for this artiele! | hope you enjaved the insights and
ideas that | havae with each campaign.and maybe inspire sama

of youl

Until next time...




M O1o

Whe askiod B lew Quesiions 1o
Gel o know OLo just & Etie
Tt

Favorite color?
Pl

Tell us about your
hobbies?

Far a long time, | wasa bitof a
“clo%set” DED enthusiast,
blessed with an amazing circle
of friends to roll dice with
brieffy both before and aftor
my Timee in the militany
Eventually, | Tell hard Tor The
MO SCEme, Splrdimg years
lost in Evergquest wills the rest
of the world was chsessed
weith Hala

Do you have any Pets?

Al Qe point, (e AouUss Wos
riued -D]." three oafs: DInzzL, Mr
Soph, ond Hancock. Orizze
possed awey Shortly after
purning an mcredibie 20 vears
cid, teking o huge piece af my
faart with him About o year
after that loss, | decided it was
fime (o Walioorme my vary firsd
clogy 1S [he rim Wihnch IS o
Copper jained the formily
Sacliy, we hater fosl Mr, Soph [o
cancer. These doys, Honcock
holds down the fort oulsido,
white Copper ond | run the
nside oparaticns and
covmimand canter, As for the
futinra?

Member Sfrocecase!
i

I'm thinking maybe; just
mayie, we will add another
puppy o the crew in
another year

What is vour favorite style
of game, and what got
you into it?

My absolute favorite style
of game is the MMO, | am
drawn Lo the grand scale of
the waorlds, the deep lore,
and the unpredictable
nature of the environments
where absolutely anything
can happen at any
moment—honastly, a lot
like real life

If you would recommend
a game to someone in
that style, what would
you recommend?

If wou want the paak MO
cxperience, Waorld of Warcraft
Is skill the undisputed winnar
in my_book for scale and
community. But If you aren't
in the mood for a masshve
wiarld and instead |ust want
high-gquality, pure graghic
carmage and mass digital
qlaughter, you Can't 9o Wiong
wilh the Diable gared,

What's something
interesting that people
waolildn't guess about you?

| ended up DMing on a

saryer for the nakt three
years, going through the H‘-_‘-:"
motons until | had a total :
apiphany and &Woke up one| pr .
day determined to take my §
life back.

il

Anything Else?

| fell hard for the MMO soone,
sparnding years last in
Everguest while thie rest of
the waortd was obsessed with
Halo,




Hello, so | recently started reading about the all-farnaus realms of DnD! And | have
grown a love for it, and the one I've been playing is Humblewood! and so far, it has
been great, and I'm having so much fun playing it. So, if you are interested, | am

working on classes, 5o | hope you enjoy

Bird Folk
Raptors

Ok, if you want to be a Hunter or a Ranger and you want to be a
bird, Bird folk imagine Raptors, And Raptors are usually Eagles,
Falcons and Hawks, like any bird of prey they have SHARP talons,
and swift builds so you can fly easily across the trees, no prob!
They can turn the tables when being hunted, so waltch your
back! While having super spy senses, Raplors are sometimes
distracted and in super deep thought BUT HEY!! In fairness,
they have the gift of sensory info- they get from their
super eyes and ears when woodland animals can only
hear and see what's around them: Fun fact: Raptars
are used to Hving off the land and are masters of
hunting. But also, they are sorta like Nomads, newer real
staving n one place, and also Known to constantly
move 1o seek out new adventures and C|'|E|||E‘I"II:;|E‘5.
Their adaptability makes them excellent companions
in any guest, as they can quickly adjust to different
environments and circumstances.

W thank you

ST

A note from the editor

For those who are new, Mini-Cloud 15
the 11-vear-old daughter of our DM
Cloud and she has been wonderful to
work with, Every month | get so excited
to sep what she will come up with next!




y VOl WENNAE FIGHT A

So adventurers, | heard ye brave souls wish 1o fli_ih'l a rmanster. Well, let's cover samething
new and semathing grand. something.. Ravnical

This month, coming in hotand Beayy, | want 1o debve inte the monsters of the Simic
Comibxine. The Krasis! As you well kKnow, the Simic are a guild focused on pushing evalution
past natural barriers and boundaries. These biomancers go above and beyond to try and
create the perfect lifeform. Mow, most of these lifeforms that play in Ravnica may run into
thess that hatl fraem Siemee, and arg, wall, you guessed if, Krasis, These "Monsirosities” of & sort
are ' a mish-mash amalgamation of, 1T | take sarme af a Bear, splice 1t with a shark, Then gnag it
wilngs, idealegy. 5o with that inmind, the rue reviiativon and fear behind & Krasis 15 that they
can'be truly anything, and any there in combination of anything... if that makes sense, So how
the blazes do you fight something that is going to be slightly different each time. Well, good
thing for you ks that the Simic don't really hide their adaptations; they give these Krasis, most
krasis, and their features are very obvious. One Krasis has two heavy claws meant to rend
flesh, while ancther boasts a thick chitinous hide that reflects even the sharpest of Hades
The key o fighting a Krasis is understanding the purpose for which it was made to da, Once
wau learn the adaptations a Krasis has been given well, then the fight starts 1o become a lttle
clearer. If the aforementionad Krasis with huge claws bears down upan vour party, Keep the
squishes away, and keap at least one tank allve... as long as those claws don't rend armaor as
wietll as flesh. Facing the bulky Krasis, wall than it becomes a matter of either burning past it's
resistances with spells or brute force beat down and praying it dies before you. Mayvbe the
Krasis is adapted to stalk in the night, utilizing shadows far camoufiage well make the area
bright, take away what s was meant to utilize. But a forewarning to any of those braving the
streets, Simic s an ever evolving ever changing guild, and so are their monsters, with Krasis in
particular, be ready for change, and Be reacy 1o adapt

From one DM to the players,
GrimGrixis




Join the Epic Quest: D&D Writers Guild Needs YOU!

Are vou ready to weave tales of valor, magic, Thark youto all of our Guild miembers!
and mystery? The DE&ED Writers Guild is
calling all bards, scribes, and starytellers to EndYourStream TV CoffeeandDragonsRPG
craft legendary Dungeons & Dragons Sexyvslothh BluePhoenizRBRPGs
adventures! CetOfftdacCloud CritCrafters
Fapa Sparkies DhMGeezerdim
Currently looking for Mini Cloud Chasestreet
Request writers Lindsay_Lou GrimGrixis
Research writers Skyline JimKBones

Artists SingleStepGaming Tiffany Rose Mickel

CldManGeras 24
TheBuriyEarl




Lindsay Lou’s
Book Review

Wevward by Emilia Hart

Ganre Fiction/Historical Fiction

Page Count: 3892 | Publicatbon Date: Februarny 2, 2023
Cheptviadt "Wodving togother the stories of three extraordinary wamen across five centuries, Emilia
Hart's Weyward is an enthralling novel af female resilience and the transformative power of the
ratural world, {goodreads.com)

Topics or potential triggers to know before reading:
» Fhysical and sexual domestic abuse, including mon-consensual sex, emotional abuse,
lmluli-,‘:'urdnqr_.llqt!, pregnancy fraom abuser (), and parental abuse (manticnsd)
= Description of abortion and death during pregrancy/childixrth, self-hanm,
= Detalled description of desth and dying, sulsidal thaughts,
= Animal abuse [mentioned].

Lindsay Lou's Beviaw

Faor full transparency, | bought this book because of tha eool cover [Blrds!) and its alustans to
wiltéhoralt and the handing-down of magical abilites. | typically doan't read a o0 of ficticn that
doesn't vear into full fantasy, romance, horror, of sci-fi, so this was an unexpected bul enticing stony
for me to consider. Though the plotiines and interwesving stones do touch upen witcheraft - as a
social taboo or a5 @ scapegoat for the powers-that-be to ostracize, jail, or even commit someone to
death = the actual sccurrences ol wilcheralt’ baing used by the charpciers ane quite vague and up
for interpratation. Does somaone who studies berbalogy and is able to adminster othar natural
rermedies have iatent magical abllicies? if someone has the inherent ablity (o peacefully Interact
with animals and feels empathy towards all creatures, does that make them a heretic or witch? It
depends on the time, place, and cultural-or scientific understandings of that community.

This stony afthe Wieysvand women is 2 parts miystery and 8 parnts women being badass across
multiple genarations. It explores the ingrained patriarchal treatment of women at large from the
1600s ta the present time; that warmen have thelr place in palite society, and to challenge that
structure s not only deemed blasphemaous, but s often punished sevorely (e witch trials, forced
FHarfages, excommunication, ete.).

The storytelling is quite rich and captivating, the author's use of time-hopping each chapter is
angaging and creates a feeling of wgency for all characters, As you simultaneously read each
WOman's exporienoes, you can see the throwghlineg - that regardiess of the time period, the
experience and treatment of wornen by thelr communibies and their aown families can be
unbearably cruel, But, throwgh it all, thay persest and survive. Manding down thosr knowledge and
strength toeach now Wayward girl gives thern thelr own community - a lifeline they can depend
on i tha chirgst situations

* Un-put-down-able-ness: 510
| enjoyed the stony, but | didn't feel like | HAD to keep reading. Though, ence | reached the mid-
paint, | finished it the next day, Its medium-paced, 5o you could absaiutely finlzh it over a weekend
if woir have the time.
s Character and plot likability: 710
The tima-hopping chaptéers wens anjoyable, as | mentioned bolore. You dor’t get burnt aut on ong
pErson’s narrathe and are eager 1o see how the stornes intertwine The secondary characters ars
wehat drive the plots, but they are just a8 well-deseribed os the main characters. Lats of antigoniag
and protagonists tofuel the dynamics for each time- period
= Flnal Opinlons: If vou'ne looking for action-packed, hocus-pocus, Sabning and Salem gotime-
teavelling, this is not the book for you (probably) As my mom sa eloguent by stated, ®It's too
hippie woo-wao for e, Mo one wanis 1o read about sad wamen”
Whell, I do want to, mom! It's beautifully written, and [ will be seeking ather works by this author. If
you have read this, or want to read it, | would be THRILLED o discuss it with yvou - lots af
rmetaphors and anderdying magnings o analyze. Happy reading!




A Let/nal TVordéd v a Tieroiw
Lition
By ChaseStreet

SE DAD assumes durability, Characters are resilient. Healing
ks plentiful, Death s reversibie By leval five, most parties feel
powarful, Dark Sun assumes fragility, Water 5 scarce, Matal is
rare, Wiaapons break. Resurraction is a mith. The desert kills
without malice or mercy. Farting Athas into SE means
reckoning with four areas wheare the editions pull incpposite
directions: survival, faith, bialcgy, and tone.

In 2E ARELD, this lethaliy it the rules systeme In 5E 11 runs
COUnber 1o plaver expectations. Spaells ke Goodbersy, Create
Water, and Tiny Hut trvialze suraval mechanics that ware
once central to Athas,

To bring Ciark Sun foreard, a Dungeon Master would need to
make intentional mechanical adjustments. Mat to punish
players, but to presende the tenslion that defines the setting,
Without that tension, Athas becomes aesthetic rather than
exizrantial,

Scarcity strnps away the body's safety nat. The absance of
gods strips away the soul's, Clarics in 5E are stronghy tied 1o
diving domains and pantheons. Faith s visible. Deities are
active. Athas has none. Divine magic comes from elemental
forces or strange pacts. There is no benevalent sky-father
wiaiting to intenvene. The Sorcerer-Kings monopolize both
arcand power and religious authority

Far players accustamed (o chossing a god and a teample
this absence can feel disorignting. But that disorientation is
intentional. Dark Sun remioves cosmic safety nets.

Thereis no holy rescue, only survival

(cont on page 26)

i, igmatar e mul BSorm s For g Forg Diee

A YouTube Exclusive




o=
A= el
|,..-\.:‘_="_ l:."_- i)
=
=y
-
o
Py (=3
EYLANDRA STORMCHANT

Kiaclipm famuanoed (imerdodl | it

Ammar Clasa 17 [coral somaors)

Hit Points 193 (Z3dE + 92)

Sped 10 1., iy 40 Mt (hover, see Riding the Spout), swim
60 fi

5TR EX CON INT Wis CHA
14(+#2) 16(+3) 18(+4) 12(+1) 20(+5) 18 (+4)

Saving Throws Con +9, Wis £10, Cha +9
Shills Natwre +6, Perception +10

Damage Resistancas cold, ightning. thunder
Sonses passive Parception 20

Langusges Adquan. Common, Frirmordial
Challenge 13 (10,000 XF)

Amphibious, Eylandra can breathe air and water

Tida! Body. While E:,Iln.'l-.'l:q 15 in contoct with a body of
water (including rain-soaked ground during a stomm}], she
con't be grappled or restrained. and she has advantage
on Dexterity saving throws.

Riding the Spout. A chuming calurmn of seawnler bears
Eyiandra aloft giving her a fiying speed of 40 fee
thower). If she ends her turn alrbams while no body of
weated, rain, or storm |s within 50 Teat of her, the spout
collapses and she falls

Charged Waters. The water clinging to Eylandra crackles
with restleas lightning. A creature that louches her or hits
her with 8 melag sttack while she is in contact with waler
takes 5 (1410 lightning desmage. A creature can take this
damage only once per tum

imnate Spelicasiing. Eviandsas spelicasting ability is
Wisdom (spell save DC 18, +70 1o hit with 2pedl attacks)
She cmn nnately cast the following spells, requiring o
matesial components

At will ereate or destroy waber, fog cloud, guet of wind

Aidey sach: call lghtning. alest sform

1iday eache conirol waler, chain lighining

ACTIONS

Mudtintrack. Eylandra makes two Tempest Lash attacks

Tempesi Lash. Mafee or Ranged Weapon Atrack: +8 to hir,
reach 10 fr. or range 2060 ft., one target. Hit' 9 (2db + )
plercing damage plus 9 (2d4) lightning damage

Thunderhead Volley (Recharge 4-6). Eyiandng hurls up to
three crackling balts at three different creatures she can
sod within 130 feet. Each target mast make o DO 18

Dexterity saying thoow, taking 18 (4d8) lightning damage

of @ Tailed Sove, oF hall &g much G 8 SEccess

Maelstrom (Recharge 5=6). A vortex of stosm-changed
sepwater crapts inm - eabtadius aphem centend on o
point Eylandra con oee within 120 feet. Esch cresturne in
that area makes a G TE Dexterity saving thiow, On a
falluse, a cresture fakes 22 {S48) lghtning damage plus
14 (4d6) bludgeosaling damadge, & pulled 15 feet toward
the center, and is knacked prone. On 8 success. it takes
half aa much demage and tant pulled or knocked prons

Wrath of the Tempest [1/Day). Exlandra thaows back her
heod and the sky aonawers, A roaring 1empeat of

2/




shrieking wind and laghing rain springs into baing in s 40-
foot-radiug, 80-foot-high cylinder centered an her, The
etonm mcves with her ond lasts for | minute or until she
i incapacitated. While i persists

= The anea is lightly obscured and ks dificult terrain for
eyery crepture sxcepd Eylandra

- Ranged attacks made into or theough the storm from
outside it hawe disadvaniage

- At the stan of each of Evlandra’s tume, svary other
ereatuie in the aréa must make a DG 18 Constitution
saving theow, taking 11 (2d10) thunder damage on &
falluse, or hall a5 much of o sUCCEss

Surge of the Tide [Banus Action, 3/Day). If Evlandra ta in

cantact with water, she regaing 20 hit podnts os the sea
keniite et wounds closed.

REACTIONS

Backiesh of the Deep. When a creature within 30 feet of
Eydandira hits her with an anack, she lashes back with a
whip of seawater. That creature must succeed on a DG
18 Strength saving throw or be pushed 15 feet. I It's
pushed into another creature or 8 sofid surfsce, it takes 9
(2d8]} bludgeoning damage,

LECENDARY ACTIONS

Four can (ais 3 fooenalan aciodfs | chonming from [T ot bl
Oty o agomaary BCTIOTY QDS Cin By poed 8F @ e and Sndy ar i
eved of anoifer oepadlers Tum, You mgadn pend egendany solens al he
BT of pou tum

Starmstep (Cosis 1), Eylandra teleporis up 1o 30 feet 1o
an unocclpded apace in or within 5 feet of water. Each
creatyre within 5 feet of the space she left must suceeed

an & DC 18 Congtitutéon saving throw or take 5 (2d4)
thunder damsge

Crackiing Bolt (Costs 1). Ona creatune Eylandra con s4e
within 60 feet makes a DC 18 Dexterity saving thiow,
taking 14 (4d6) lightning damage on a failure, or kall as
mauch damage on a success

Riptide {Costs 2). Each créature within 20 feat of
Eylandra rust succesd oo a DC 1B Strength saving thiow
of be pulled 10 feet toward her and knocked prone

LaiR ACTIONS

s BT P oot 20 [Raging initikineg feg ). vou My ks 8 b acton o
gty ot Of M Tolkwansy gMecte Vou CadT ide the ane Gr8per Do
rouels 4 o o

Wave Surge. A mogue wove surges in a 30-foot-long, 10-
foot-wide e, Each crepiuce in it makes a DG 1B
Dextertty save or ks pushed 15 feet (foward deeper water
if posaible) and knocked prons,

Charged Skies. Lightning forks from the rolling sky ot one
creature she can es, that sreature makes a OC 18
Dextedity saving throw, taking 11 [2d10) Bghining
damage on o failute, taking hall as much damage on a
BUCCEES

Wrathfil Miste. A stinging squall fills 8 20-foot-radiug
araa within 120 fest; it becomes lightly obecued and
difficult terrain unill initiative cownt 20 on the next round




A Lethal World in a Heroic Edition
fcont.)

By ChaseStreet

If ne god-thaped- Athas, somathing olse did, Dark Sun swas Built on
Farsh L}iﬁ!:};‘;lr:.ll logic, Muls were bred for labar Half-Ciants were
maaically -I'_‘r'l-.ji!'l-l'_'{'-rl:!d H.‘hlfllﬁ-_q:j WiErg Apex predators rather than
pastoral halbbits,

Thri-Kreen were alien and fundamentally inbhuoman. Modern 5E
design emphasizes Individual cholce over bislogical determinism
species are no longer defined by rmoral allgnment or fixed ability
peralties,

Crirk Sumni, by contrast, embraces the idea that bislogy and magical
anginmering shape culture and capability. That sa’t inharently
incompatiblewith modern dasign, but it requires careful framing
The settipg-isn't saying pecplEareborn evil It's saying the world
itself is braken, and pecple adapt tOsuryive within it

Adaptation, et aspiration, i5the engine of Athas, and that
reframes What 8 compaign B@ven i, Madoern DAD leans inte
cmpowerment, Blavers are Bgroes. The story arcs toward triumph
CadeSun arcs towacd endufinge. Hope in Athas is rare. Victory is
costly, Even cvefthrawing a Sarcerer-King dees not restare the
ocBans.

This'tonal difference is perhaps the greatest hurdle. Athas is not
gscaplsmin the'traditional sense, It is confrontation, ecalogical
mlham&;ﬁrrunny. and scarcity. For some tables, that is compelling.
For cthers it may feel@xhausting.

rpgsidebar.store
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The beacon has been lit! On the 1* of the month, we have our clips
drawing!

All you need to do is take a clip to be entered in our give away! Clips can
be taken in live sessions or from the VODs, whatever works for you!

For every 5 people who take a clip in the month, we will draw a name!
Those names get Mandur mail!

Here are some of our past winners!

Best of Luck!
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The Players Are the Story: Writing
Better TTRPG Adventures

By Tiffany Rose Nickel

Cine of the biggest mistakes new Game Masters make is
treating a tabletop roleplaying game like a nowel

It is an easy trap to fall into. After all, most GMs are crieative
people We imagine incredible villains, dramatic pwists,
sprawling kingdoms, and eple story arcs, We spend hodirs
building plats and planning scenes We want our plavers o
exparnance the storny we have crafted, but the problem s that
tabletop role-playing games are not meeant 1o besalinear

Wihemn WO SIT behnind the Gid SCrean, ywou ara nct the sola
storyteller. In fact, you are not even the main stonyielier. The
players are. Your robe is not to-tell a story to your players, but
Lo create a world where their stony can happen, Have all the
descriptign and namation that 3815 thie tone and vibe, but
leave the stary open fon D te be a collabarative ffert

The GM is the Setting

Think of a TTRPG like a wehicle, Some Game Masters believe
they are the drivers. They create the route, determine the
destination, and expect the players tosit back and enjoy the
ride, In reality, the players should be the anes bening the
wheeal,

Tha GM is thevehichs itself. You provide the roads, the terrain, et
the cbstacles, the weather, and the oppartunities. You o
pstablish the rules of the world and portray the people wiho —_— fr’:’q
inhabit it. ¥ou create the situations that demand actlon, but s Y
the players decide where to go. They choose which roads ta e, L R
follow. They determine what matters. The stary emerges from -
THEIR cdecisions

Whien a G fargats this, adventures became rallroads. Players
stop feeling like protagonists and start feeling like
passengers. They become spectators in what should have
been their own story. A good adventure gives players
meaningful choices. A gréat adventure makes those choices
matier and add a new layer 1o the tale unfolding

Every MPC Wants Something

Many adventuras fall short of being supel engaging becauses
MPCs exist saolely to delver informatian. The innkeeper ginves
the quast. ks Mayor explains the problem, The fishermean
give them the thing they were needing...Then, once the NPC
serves their purpose, they just disappear

Feal pes ple do not wWork that WA, and neither should the
characiors that arg supposod 1o fill e o world

[cont on page OO0)




The Forge Rests

by EndYourStreamTU

After exploring setting, rule set, rarity, and power scaling, one truth should stand out
above the rest; homebrewing magic items is not about creating perfect mechanics. it
is about creating meaningful experiences. Balance matters. Clear rules matter. Rarity
and progression matter. But at the heart of every unforgettable magicitem is a
simple guestion: will this make the table remember the moment?

That is the hope of homebrewing. You are
nat imited to what already exists ina book. You
can craft iterns that belong to your world,
speak to your players, and grow alongside the
story you are bullding together. A well-
designed item can become more than
equipment. It can become a symbol of a
character's journey, a remindar of a hard-
earned vict Qfy, ar a dEII'I'Q'E'I"GU‘_'- Eromise

waiting to be fulfilled.

The setting gives your item a home. |t reminds
vau that magic should feel connected to the
world around it. & blade pulled from the tomb
of a forgotten saint should feel different from a
sword purchased at a city market. A charm
gifted by a fey queen should carry a different
flaver than a shield forged by a dwarven war-
srmith. Whean an item reflects the setting,
players feel like they are holding a plece of the
wiorld in their hands, That connection turns
loot into lore

The rule sat giveas your iterm structure. |t keaps
creativity from becoming confusion. & great
item should be exciting to use, but it should
also be easy to understand and fair to the rest
of the table, When you respect actions,
resources, class features, and existing
mechanics, Your players can anjoy the item
without arguing owver how it works, Clear
design lets the story keep moving, and
momentum is often what turns a good session

into a great one. 32




The Players Are the Story: Writing
Better TTRPG Adventures (cont)
P TiiTany Rose Nickel

Every significant NPC should have wan[._rli.l.l'gglrs. motives, elc.,
tognid them more depth and connection. The mayor might
want to protect her reputation, the innkeeper rmight be
secretly funding smugglers, the captain of the guard may be
exhausted and considering resignation from the overtime
they ane putting in, and the villain may genuinely belleve thay
are saving the waorld thraugh thedr actions.

When these characters have goals, the world Starts 1o open in
a wider direction and gives the players something to Qrasp
onto that isn't just the plot. The adventure no longer depends
on players following clues in the "correct” grder because rmow
thelr own motivations can be moved by those of these NPCs.

Create Problems, Mot Solutions

Many Gis accidentally design adventures around a single
salution. The door must be unlecked. The clue must be found.
The villain must be defeated. This approach inevitably can
lead to frustration for the GM who is now unprepared for the
playvers to go down a completely differant route,

Players are creative. They will think of solutions you never
irmagyirupd, Often, those solutions will be better than Your ovn
because they are seeing it from an outside view, so don't let
Your ego goet in the way. Your job is ndt to detarmine how
problems are salved, but to create interesting problems

Imagine a village plagued by disappearances. You might
know that a hag living inthe swamp is responsible, What you
shaould not decide s how the players deal with her. Maybe
chayll Kill her, Maybe they negotiate. Maybe they'll expose o
larger conspiracy. Maybe they accidentally become her allles
The moment you start planning salutions, you bagin himiting
player agency. Design challenges. Let the players create the
answears.

Failure Is Still Story

Another common mistake s protecting the adventure from
failure. Many Gis fear that If the players lose, the campaian
ends or that maans no ong will have 5 good time, In reality,
failure is often where the most moermaorable staries begin

What happens if the cult succeeads? What happens if the
villain escapes? What happens if the city falls? Thesa
cutcomes should not end the narrative, but change it.

A falled rescue becomes a priscn break, A lost battle becomes
a rebellion, A congquered kingdom becomes a resistance
mavameaent. When failure remains meamngliul, players don't
hawve to feal bad about “winning” the game and can focus on
how Lo get aut of the situation they got themsalves inte, Thedr
decisions gain weight bacause succass and fallure boeth hawve
ourcomes that progress things forward. |cont on page 00)




Flufly Banana Pancake

Fluffy banana pancakes made
from scraton \wilh npe bananas
and buttermilk are soft, tender,
and packed with real Danana
flawar. This easy banana
pancake recipe vses whipped
2gg winiies for extra i, guing

vou thick, flully pancakes ewany
EITiE.

Whelher you'we Qol oYvernpe
bananas sitting on the counter
O |UISE Wainl 10 Wpgrace Yol
weaekend breakfast, this recipe
is simple, reliable, and
downright delicious

This banana pancake recipe is
made fram scrateh sith
buttermilk-and whipped egg
ywwhites Tor the best texXture and
ivwar. This method creates
thick Muffy banana pancakes
that Cook up evenly with
golden &dges ard soft centers
EEry Timmey

| proamse i B warth the axtra
step of whipeing the egg
whitesfor thifcalhbormemade
Biinarmi pantake=alhis
l.'er.rmlijua Bods extrg lift amd
I:Inllw:'-' % Multy, tall panea kes!

Iingrediemts Neaded

All-Purpose Flour - Provides
structure and body for the
EENCaREs

Sugar = Acids a vouch of
ewsirpbness and balps with

Brosvning

Baking Powder - G this
pancakes bt and heips
[NE s

Baking Soda - Reacts with
the buttarmilk for extra
Auffiress and Batber
browning

Kosher Salt - Erhances
lawvar and Balances tha

LA L g [ E

Eggs - Thie yolks acd
richnmess, moisture, and heip
Bl The batter, Tha whibis
arne whipped o create @ |Hght
dred any Texiurne

Ripe Banana - Adds
mioestuirg, natural swestnegss,
ared Bandna flavor
Buttermilk - Brings a slight
tang, hehps tendenze ihe
pancakes, and activates the
baking scda

Melted Butter - Soids
richness and keeps the
pancakes tender and muodst

0

(cont on pg 36)

twitch.tv/sexyyslothh




The Plavers Are the Story: Writing
Better TTRPG Adventures (cont)

BBy Tilfany Rose Nickel

Direction Is Mot Railroading

Whenewver pegople hear advice about player agency, there s
often a misundarstanding. Allowing players 1o shape the
story does not mean letting them wander aimlessly through a
wiorld with no goals, no structure, and No purpose

Players nesd direction. They nesd prablems to sohve

Ll L]
mMVSTEres 1o investigate, willains 1o STop, treasungs ©o hind, and Lm ig“.ﬂn
obhjecives 16 pursue, Without thase things, many groups end n ¢k

Uup Stanng at one anather, walting for someone 1o docide T i RF'I'I-{"ST
what happens next.

The difference between direction and rallroading is simple.
Darection tells players what the problem is, Rallroading fells
players hony They must Sahse It

imaging a village has been attacked by goblins

G praviding direction might say: "Sevaral villagers have
bean taken inta the mountains IF nobody acts, they |l ikely be
sacrihiced during the naext full mooan®

The players now have a clear objective and'areason to carne,
They know what s happening and understand the stakes

A railroading G mught decicle that the players must

s Speak o aspaciiic villxger A Yeewrv i
» Discovera specific clue
» Followa ‘.i:t?'.l-‘l: trail. of RP(
= Enter a specific cave.
= Fight a spacific battle
s Rescue the prisoners in a specific w iy
The mament players attempt something outside that
sequence, tThe adventurg begins pushing them back anto the
correct path

Cood adventure design instaad asks: K
= Perhaps they negotiate with the goblins - 'FA H
= Farhaps ey nire mercenaries
s Ferhaps [ney infiltrate the CAamp in ﬂ-i@u Sig
s Porhaps they discover the goblins are tleeing a larger
threat and docide 1o help them instead “
Thi gaal, the stokes, and the situation remain the sarme. Only
the plavers approach changes
As a Gamie Master, you should absolutely know where the

adventure is headed. You should understand what the villain
wants, what happens if nobody intenvenes, and wihat

consequences are looming on the horizon 8 ',i 26
L L]

Coming Soon




The Rise of the Old One: A
History of luz (Up to 579
C.Y.)

Py GetOiMacCloud

in this present year of 579
C.Y. the demigod known as
luz the Odd, the Lord of Pain,
sUryeys 3 sprawling
dominion of terrcr from his
blighted seat at Dorakaa, his
influence creeping outward
across the Flianaass, Yel ittle
mara than a single fetirme
ago, the land he commands
WS No Kingdom at all: anly. a
scatter of feuding warbands
quarreling over barren and
wiarthless ground.

A5 af 479 CY. what would
later become Known as the
Land of luz was merely a
chaaotic callection af potty
fiefs. Bandit warbands and
minorclans fought one
another endlassly for control
of small swathes of barren
land. In that year, a minor
despot cied, and s
supposed son, 4 man called
Uz, s e conirod of o fow
hundred vicious bandits. The
claim of kinship was likely a
convenient fiction, for fuz
wias no ordinary warlord's
ST=1T

He was a camblon the
affspring of the human
necromancer iggwily and the
grieat demaon lord Gragze, ruler
of several Abyssal planes

Reaalizing his srnall band could
rnser triurmph by Brute forco
the young cambion Turmed to
manipulation, Ha allied s

W Iars wWath athars rrinar clan
leaders to beat off stronger
enemies, and, with grim
regularity, those alfies always
suffered the heaviest
casualties, their leaders falling
im battle while luz absorbed
the sunnivars. Bolstered by the
formidable magical support of
his mother, luz forged the
enting region into a single
kingdom in little over a
decade. Refugees fled sauth
into Furnyondy carnying tales of
the abarminations Taking
shapde in s ney capital,
Dorakad, already a charmel
house, where a road of skulls
wias being raised toward the
Howling Hills.

[ T —

Im 491 LY, Iuz's swift ascent
direw: the alarmm of
neighboring powers, King
Avras of Funyondy grew
deaphy concermned about The
Fise of ol T s morth, amd
the ehves, rangers, and good
folk of the Vesve Forest began
fighting in earnest to protect
their homelands from luz's
increasingly well-rmarshaled
humanocid ammies

YVniE arne

{ERIY T PN

[
[




Meletis - The Philosopher-Led Republic

This manth. | thought | wauld start facusing
an the histones and key paints of the cities
born after the fall of the Archons | hope that
yvou all enjoy as | attémpt 1o immerse you all
even deeper into the Plane of Theros. | will
start things off with the Athens-based
Philosopher-Led City-5tates of Meletis, which
draws its powers fram the white and blue
mana.

The white marble towers of Meletis gleam
proudly against the shimmering waters of
the Siren Sea, standing today as a
monument to martal civilization built upon
the ashes of absolute oppression, Long
befare this coastal paradise becarme the
undiEputed intellectual and magical heart of
Theras, the region bled under the iron fist of
Agnomakhos. This immortal archon tyrant
had aggrassively expanded a brutal empirg
fram the rugged northern mountains to the
dense eastern forests, ruthlessly forcing
conquered mortals into his legicns.

Humanity's dawn finally broke when the
legendary herces Kynaios and Tiro rose
againsy his cruelty, Arrmed with an unyiglding
pazsion fof lrecdor and blessed by Ephara,
the Goddess of the Palis, the companion-
fovers shattered Agnomakhos's immoartal
rulle. From the smoking ruins of that
tyrannical empire, they founded Meletis, a
revolutionary sanctuary explicithy devored ta
learning, magic, and progressies ideals

Though Kynaios and Tirg initially ruled as
beloved kings, they feared that concentrated

povwier would eventually Bread a new tyranny.

Guided by the highest ethical principles, thay
rmade a historic democratic sacrifice: they
voluntarily relinguished their absolute
rmonarchical authority to establish an
academic, philosopher-lad repubsle,

Following their deaths, governance transitioned
ta the Twelve This supreme eouncll af seholars
is. damocratically elected by the citizenry to
sorve fised four-year termis. |t includes both
mign and women of diverse backgrounds,
prowing that merit and logic rule Melatis rather
tHan elite inveage of brute strength. While the
sarly council's stability was shapoed by the
immense wisdomoof the senior sage Eiphdios,
rmigdern Melets is guided by Perisophia: A the
councifs most senler member, she'is 3 master
af patent mind magic and = widely revened as
the premier logician on the plame

Ta protect this progresssive demacracy from wild
mionsters and hostile neighboring states,
halens relies on the Reverent Arrmy, Lindikoe thie
brutal war-cultuee of Akros, the Mebetian
military views warlare as a necessary discipline
guided by logic, piety, and tactecnl geometny
The military structure is heavily decentrafized,
camprised of self-contained units known &g
lechaol. Each lochos operates independenthy,
altowing for fluid adaptability on the battiefield,
The army is defined by two unigue, specialiped
branches:

« The Alseid Cavalry: Elite scouts and flanking
units wiho rlde magheal, swift-footed golden
atags to navigate difhcult terrain.

» The Thaumaturgical Corps: Battle-mages
and "stanewise” sarcerers wiho manch
alongside the hoplites, using maglc to emck
ingtant fortifications or conjure protective
Barricrs,

Every soldier i= profoundly pious, treating
cambat maneunsers as a form of worship to the
gods, particularly Ephara, Hellod, and iroas
Backed by an unparallgded naval leet that
cammands the Siren Sea, the Revarent Asmmy
ensures that free thought farewer triumphs sawver
tyranny.

| hopa that you all enjoyed this manth’s edition
of the Histories of Theros. Thank you all for
rending and | hope to bBring you meore next
mpnth as vk enler the next Sity, Akros.
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The Rise of the Old One: A History of
luz (Up to 579 C.Y.)

By GetOiMacCloud

His court was not sparad its own upheavals. Around S5 CY,,
though na chraniche fixes the year with certainty, his mother
Iggwily offended Craz'zt, who drew her down into the Abyss
and imprisoned her there. Left wAthout her counsel, [uz
pressed - ahead with his designs, nurturing a budding alllance
with Zuggtmoy, the domon Lady of Funge, with wham hahad
begun dévelaging a citadel of elemaental gvil, That
p.lr‘.-'u'.-:_.l'llr_:- Freparier, wWiokiled i arons TG R EATa 5]

I 505 CY., luz vanimhed entiraly iiom the Flanagss. He had
Beon fured inte the deep dungéons beneath Castle Gravhawk
by the mad and mirthful archmage Zagyg, then Known as
Zagig Yragerne, and there hewas bound and banished. The
mage did not act alone: he was joined by 5t. Cuthibert and
four guasi-ceities: Heward the bard-mage, Murlynd the
paladin-wizard, Heaghtom, and Kelanen, the Pnnce of
Swards, Why these six powers allied 1o imprison the Qld One
remains unknown; inall kelihoed, esach had his o'sn purpose

Criring the Siedty-fee yaars of [uz's absence, his homeland fell
inte fractured guietude. While his layval clergy struggled ta
malntain a strict theocoracy araund |:|I.'.II'F.||r=.F.|E. SplinTer Groups
and petty warlords broke away, and many of them apenly
Impersonated the MISSIMG Dyrant to lend themselves
legitirnacy, Maost consequentially, a cabal known as thae
Horned Saciety seiped the southern porten af his empirg
ineluding the city of Balag, by most reckonings around 513
i

In 570C.Y., a strange alliance of
adventurers cracked the prison
pengath Casile Grevhawhk, They had
come intending 1o slay the Old One;
instead, they iriggered his release

Chill Vibes
for

Campaign Prep

@TheCafeDM
on
YouTube




T remember... 1 was working B-Shift over at
Station 10. That was o greal,

H'Im!in-nuuﬂmdupuh’_

aM

\

ol station. Know
why? Ut had a pole. A fire station just sn't a fire

By HdManGeras

Titke: 911 Operatod

Publisher: Carmes Cporatars
Aeleased: 2017

Amount of time played thus far:
Estimated time te finishi 20-22hours

tlfdr: -= [5.710]=-Repetitive audio, minimalkst LI,
stow K repetitive (didn'e | just say that) gameplay
Bonus TLDR: T2 Gperator is the same thing, but
adds weepther and praflic. Ger it belore this one

From the publisher: Came about the difficult
wark of people that manage emergency lines
and Sereces. AnRSwer RCOTRing © alks and react
prapefly - give Tirst-asd INSIruciions, advise,
gispatch the cormact number of

firamen) police/ambulances, or sometimes - just
ignare the call. Play an ANY CITY in the world!

Stary: When yvou think of a stary, you usually
expect more than 1 dimension to a game. You
ki, something lke you're a 91 [ar 117)
operator dispatching emergency senices out,
and can gGo oul &n some of ThoSe Mmissions or
have to sond m'..uil'.l,':l:'l:" SErVECES To a singke event’
Yeah, not |1:I-Dﬂ-ﬂr'-lf'li.] hene We'ra I.':E"rIL'lH“J'lil'l'-:.I
the victim. Rampart. You-sit behind a 'map’ and
just send them to whatever misskon randoamly
shows up, | per emargensy; To make L exciting,
vou gt ta listen in and make cholces on
inidound calis frer fixed options, Cood, Suf=er
exciting, right?

Art Styla: Clean, functional, and minimalist. The
Qame Wses a Do - s CALY rmap with simple
icons for units and incidents, paired with a
realistic call intarface. Patient is in V-fib!
Fampart, we hove lost the vicTim's pulse,
beginning CRE, It loods like a professional
dispatch sofvware from the [ate 2010s - nathing
fhashy, but clear and réeadable during high-S1reds
moments. Mo fancy effects, just pure
Infarrmation deliery

GCameplay: You answer iIncoming calls, calm
callers, give first-aad mstroctions, and then
dispatch policeffirefambulance units on a map
winie managing imited rescunces. Multiple
gmargencies can hit at ance, farcin oW T
Preoritize wWno goes whare, et outia here, you
hosajockey! But wail, therg's mone! Squad 51,
imformant reparts 1oxic chemicals in the tanker,
use chution, Each campaign chaptér drops you
into a new location with escalatling emergencies
and a leose pnarrative of iImproving vour skills pnd
reputation. That's right, you have skills and a
reputation for how 0 4 | WO are, Because, weadl, |
dan't know, It honestly just doosn't make sense. |
quess wou're really good at sending the Fire
Department to gel that cat out of the tree before
sending them 1o the house firg?

Steam Declke Officially urmupported, But it plays
wiell amo u{l"l LESING & COrmirmurity |-|'.I-:~"ﬂl..-[. RuUnNs-at &
locked 60 FPS with a decent armount of battery
life. § can get alang with just about -|'I|'l:;.'l:I='.{|}" Juist
I'r"-I{_|!'l§ have to bust him inthe meuth to do it
Small text can b an issue as usual but everall o
good axparience

{c=nt on pg 35
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The Rise of the Old One: A History of
luz (Up to 579 C.Y.)

Iy GetOiMMacCloud

The being that returmed to Dorakaa was no longer merelya
powerful fiend, he was a fully realized demigod. How a
cambion crossed that threshold Into true divinitngis a mysteny
no sage will answer plainly. Some suspect that the wild and
unprédictable magies Zagyg unleashod within Casthe
DrEyhawk may hae wirought the Transformation, perhaps
avien unwattingly, over thé leng decades of hig capiiviLy.
Whatever its cause, luz emerged a deity of immense and
unguenchable will, and hie sat at once to executing plans iaid
across decades of confinerment. He crushed the lesser
imposters of his northern homeland with

sraggering cruelty and forged the Boneheart, a Greater and a
Lasser circle, s powerful spelicasters in each, 1o serse as his
high commancd

By 572 C.Y, luz tolerates, for now, the Hormed Society's grp an
his southern border while he pursués a grander and more
insidious strateqy. His agents scour the Flanaess for ancient
relics and arcane evils, his temples overflow with foul sacrifice,
and thausands of arcs, gabling, and hebgailing mass in the
Howling Hills. Tha Cld Ong 5 patient, s gnp s iron, and nis ] x - -,

AFMIes Stand ready o plundge the central Kingdorms into tatal i R !‘l:. hl:h‘!l{]‘l i

War.
Spm CST

"rr;l




Flufiv Panasa Pancakes

1 Lkl larrks

Step 1 - In a small Bowl, mash
the ripe banana wuntil mostly
amooth. & few srnall lumps ane
perfecthy fine and add texture
I farge mixing Do, whisk
together the flour, sugar,
baking poveder, baking soda,
and ot

Step 2 - Add the buttermilk,
migited butter, égg yvalks, and
mashed banana 1o the dry
Ingréedhents. Mix just umnlil
combined, Don't overmi, or
YOUr pancakes can turn dense

Step 3 - Ina soparato bowl,
beat the egg whites until stiff
pizaks farmm. This Step s key Lo
achigving that light, fluffy
texture, enthy fold the
wihipped ogg whites inla tho
Batter untl Incorporated. Be
caraful natr to deflate the
mixture. Let the batter rest for
about -5 minutes wille Wou
heat yodur qri rskillgt ower
miediume-low heat

Step & - Scoop abaut 3 cup ol
pancake batter onba the
prefeated shllet. Cook until
bubbles form acrass the surface
and the edges look set and
siightly dry, thisn Mipand cook
wntil golden brown and cooked
thrasgh, HhouT Sk minules
ach sede,

Patreon.com/Sparkies_Mandy

Fior Demigoon
Masiors

fe=" Merch?

q r __.r 1
rpgsidebar.store



911 Operator
(cont)

v OldManUaras

Audia: One of the gam &S SIro Ngesh parts winen IT cormes D050 una
effects jbut read to the end for the gotcha), Very strong voice
acting for the callers [panicked, angry, confused, ndiculows) and
clear radio chatter in the background. SLart an PV, 51, DWW THO!
The soundtrack goes for full atmospneric and wWorks pretly il
Headphones are recommended thaugh as some of the awdio 15 in
the bachkground - ywau'll catch subtle details that help you make
Detier decksions. Sounds great il Wil actual think about what |
just said, You have to really listen as thay try to trick you in soma
scenancs. Don't turn the volume up on WO TN o don't need
sirens and alerts Blasting 1o your neighbors, Lrust me

Achievements: 18 achigwements (0 totsl, ramging frem easy [finish
training, save & fesw lives) to grind [work in 15 citbes, reach high
reputation, complete Expert difficulty), Most are tied directly to
gameplay. Complotion takes 20-23 hours depending on how
Rardoofe ol oo

Value: Normally this s a $15USD but it frequently goes onsale for
arcund S350, Is itwerth the full price? Meh, I'd say ne. Though
thie challerngs goes up, it's very repetitive in The actions that you
can doa, Is it worth the 537 Yeah, yvou'll get a few hours out of it
pefare yeu get tired. Secondary markets have thias for around
-1 B

sale, ywou can always gelital a Eavy- discount pisewherns

SQ/USD year round, 5o even if you don't want to wait far every

Movie: Today's guates come from the TV Show called Emergeoncy!
HMantooth, Mike Stoker and Bobert Fuller in the series, youll

robably recognize Kevin Tighe the most from:his numerous
appearanoes in shoes like Lost, Law & Order, The $400 and many
TN

{ cont en page 37)




The Forge Rests
(cont)
By Erd Your Stream TV

Rarity gives your iterm weight. Mot every magic item needs ta
b legendany, and nol svery ecendany ITem Necos Do ba
warld-ending, A simple, uncammon item can become
Baotoved it colves a prabiem at the perféedt tirme of rsfloete &
character's personality. A rare item can become a badge of
honor. A legendary item can reshaps a campaign. Rarity helps
You gdecide how often wonders appedar and Nowy much iImpact
they shoudid have when they da;

Power scaling gives your itemn a future. Same items are meaant
o shine once and fade into memany. OThers are meant to
graw, An awakening rélic, a weapon that unlocks new abilitkes
after acts of courage, or a cloak that changes as its wearar
changes can make players feal like their choices matter
Scalimg allows an itern to remain part of the stony without
oWarpEoWwering it

When these four pillars work tagether, magic iems became
toals for unforgetiable storyielling, They Can rescud Reroes
from impossible odds, tempt thems toward dangerous
choices ar rermund them of who Thay Gnce wWere, Thaey can
create laughter, fear, triumph, sacrifice, and surprise

As you build your own campaign, do not be afraid to
axperiment You will cccasionally make sometning [oo sirang,
foo narraw, or oo strange. That is part of the craft. Listen to
vaur tabie, ad|ust when needed, and remamber that the goal
is not flawless design. The gaal is shared wander,

Gnve your plavers items that challenge them, rewand them,
and reveal someathing about the world, Let the sword have a
name, Let the ring have a cost. Let the staff whisper when the
mizanis full Let magic feel magical.

Abode all, newver foarget Wwhy we homebrew in the Nirst place: 1o
CrEate morments o ong alse's table could have made. Build
carafully, drizam Daldly, and give your players expoarnences
they will never forget

kday your forges stay hot, your items shine bright, and your
players many legendany moments— Until next urme.. Hapoy

craftlng

-End Yoursiream Ty
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911 Operator
Game Review

CONT.

Let's Break it doven
-u [ T 1O =

-=[ Cameplay ]=-

1y name. is Med

1 Good

4 Deseent

yGetan ttch-a-skatch

-=[ Stary ]=-
Ihere = no lite other than
this game
1 Great
1 Decent
| Tetris has more story

-=[ Graphics ]=-
Y ou are in higavan
L Tats |

| Dacent

¥ 2year-0id made them 30

YEATS B0

-=[ Audio ]J=-
2 1501 livie o Mermoras
L e s |
Diecent
What? | can't hear you

-=[ PC Requiremants ]=-
Polato Potaboe
Ll Deoent
1 Expensive
Frontier or Fugaku ane
mpodad

-2[ Audience ]=-
1 Evarnyone
AciLTs
{ Teens and above

Mappy time

«=[ Difficulty ]=-
I+
1Ehallenging
Moderate
A Can you color within the
nryes’y

-=[ Replayability |=-
And nothing else matters
Every B'ish months, | play- it
again
| played, | conguered, |
unimstalled
Thiere can be only 1

-=[ Gamea Time ]=-

Tirme RES o Meaning, only
this game cxisls
a0 huolrs

| 20-40 hours

Prass start and you're almaost

Finksheo

==[ Prige ]=-
Worth the price
Ifit"s on salo
IF wou hawve pRira monsy

-

trash

-:[ Eugs ]:-
Smootn as sk
Its annoying but playabile

Early Access game-leval bugs
P Starship Troopaer s less bugs

gl Bl yaer rmoney in the

LAST DUTY

DUTY SUMMARY

Total Cases resolved: 14

Finances:

Base Income:

GEHERAL
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Random Rants w Mandur

Lets Talk Time!

So this month | was working on putting together this wonderful thing we
call Realms magazine; hours and hours of work go into each issue, Now, | do
truly hope it is enjoyed. This has been a passion project of mine for some
time.

Qddly enough, it struck me this week, how long have | been doing this?
Laughable, | am sure, but in looking back, it was right there! This project,
how long have | been at it, and the number | got was 2.5 years, Realms
started as just a simple newsletter for our players to see what was going on
in our group. It has become so much more, and | could not be prouder. The
dream was to come together and make a fun and interesting place to talk
TTRPGs and all the other things we love in life.

So with that in mind, | ask a simple guestion: how long have you been
working on a passion project? | know | am not the only one. | welcome you
to join the Discord and share those projects! | personally would love to cheer
you on. Some days are a struggle to stay on track and find reasons to keep
on the path so let's talk! Let's encourage!

Thank you yeu all for helping me to get this amazing idea going for 2.5 years.
| can not wait to see what we build going forward! | will share a few images
of the old issues that made me smile today.
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