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June is here!

This manth, we are getting our first look
at two ongoing projecks.

First, we will be jumping into a fresh
new take on the Ravnica setting in SE.
This is being taken on by SrimmiGrixis,
ard-he has been working for months o
bring something new and fun to the
table.

Also we will have the kickoff of
Shadows in the Park, an Indie TTRPG
made by Sparkles_Mandy, We are set for
a I-session run to see if we would like to
keep this dark and gritty world in our play
SESSInNS,

ingredients
= Dy gin
= Lemon juice
» Honey Syrup

Directions
Step One:
= Add the gin, lemon juice, and honey
syrup into & shaker with ice. Shake
until well chilled and combined.
Step Two
« Strain the drink into a chilled cocktail
glass,

Fellowship/ Cult News

Our Charity Table

May, we hod o guest, Nick fram KS9s for
Warriors! It wos so great having himiwrith
us, and together we raised $503.00!

Charity Might this month is on June 17" at
8 pm CST. Slots have been filling up fast
so plan and book with Mandy.

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

Want to see them? check out

arpgsdebar on
&3 YouTube

Join our One Shots!

If you are trying to find a table
that meets your needs and
warks for you?

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

Email us at
rpgsidebar@gmail.com

—————




In the channel, we have now finished
out all of the sub badges and badge flair
Itis & nice change and still gives a
throwback to the channel's cozy stream
start, s0 | do hope you enjoy them

Wewill also see some new overlays for
the two new game settings. One will have
avintage color theme, and the other will
be done fully in black and white

Also, all of our streéarn Layouls are set 1o
Qur new camera system. This s great for
our overall quality and making sure
everyone looks great, and we are getting
the rmost out of aur cameras.

HOW AVAILABLE

S spotify  ®MUSIC I YouTube

From The Channel

Card Packs:

The Collectors Series has been such a hit.
In any stream once we reach 5 subs [any
kind) we unlock a limited edition card,
with higher level and power,

Emotes: With aur first session of Shadows
in the Park, we have 5 sweet noir bunnys
far your emote swap out!

Trying to promote your
channel?

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

Getting an ad with us is easy
and affordable!

send any questions to
rpgsidebar@gmail.com




Chapter I Spreading the Light

By EndYourStream TV

The read ahead was long, filled with
uncertainty. As Kira, Arian, and the others
wialked from the small clearing where they
had made camp, they could feel the
weight of their mission bearing down on
them, The childeen they had met so far
wiere safie, but that safety was fragile. They
couldn’t hide away forevear, They had to go
out into the woarld, find others who needed
them, who needed Xaretuls love and
guidance.

It was time o spread the word.

Hira walked beside Arian, her thoughts
heavy with the responsibility she had
taken an, She glanced at the others,
Micholas, Calean, Garuth, Aurlel, and
Sandra, eachof them walking with the
sarme gqulet determination. They had been
through so much, dach chitd carrying thair
own burdens, their own scars, But now,
they carried sommething elsea light.

“We're daing the right thing, aren't we?"
Kira asked, her voice uncertain as they
approached the edge of the forest, °
rvean, what if they don't understand?
What if they're tooscared?”

Arian turned to lher, his usual grir
softened into a more Serious expression.
"We'll show them. We can't force them to
believe, but we can show thern what wie
have What we've learned. All we need (o
dois be there for them, like Mr. Xar was for

us:

Kira nodded, his words settling some of
the doubt in her heart, They were right to
keap moving fonsard. They weren't doing
this atone, Mot anymore,

The First Encounter

It dign't take long before they
encounterad their first challenge.

They had traveled a few miles into the
nest village when they found a group of
children huddied tegether ina
dilapiciated Darm, They were no older than
ten, some younger, Their clothes were
ragged, their faces hollow with hunger
and fear.

One boy, his eves wide and wild, steppad
forward wiven he saw Kira and Arian
appraach, "Who are you?" he asked
suspiciocusly, his voice trembling. "What
do you want?”

“We'ne not here ta hurt youw,” Kira said
gently, taking a step closer, her hands
open in a gesture of peace, "We're here [0
help,”

Arian stepped forward, teo, his posture
firrn but nat threatening. “wWea're looking
for children who neesd help, We know
what it's like to struggle. But vou don't
hawe ta be afraid anymaore.”

The boy eyved them warily. "Help? No one
helps. They just take, They Just leave usg,
The grown-ups, Thay say we're too waak,
too small, that we're a burden. And they
leave us hera,” His voloe cracked with
pain.

Kira felt her heart bwist. She had seen it
before the brokenness of those who had
been abandoned, the hopelessness that
had drivien them to distrust anyone whao
came offering help.

*I knowy it's hard,” Kira said softhy, “But
we're different, We're not like the ones
whao left you. We've found samething..
sorneone, who can help His name |5
¥aretul. He's a god, but he's not like the
cthers He doesn't want anything fram
wou, He just wants you 1o besale, To have
hope”

[cont on pg 9)
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Valveth, The Flame of the Righteous Guard
New Gods of Ravnica
By GrinmiGrinis ]

Summary:
Lawful Good - white/red/green
The guardian whe first walked out of the sunrise to stand between '\‘.\‘1
survivors and the next wave of attackers. Valyeth is the quiet warmth that j

shields, not what it breaks. Favored by Boros Legionnaires, Selesnya

proteciors, and ordinary citigens who risk themselves for a neighbor.

Myth: The Bloodied Dawn

The histories that survived call it the Tenth Massacre, the original reason for it being
long forgotten, only that two clans had reduced each other to fewer than a hundred
souls each, and that the survivors had crawled into the same ruined granary on the
last nght-of the Blocdy avant, Simply bacauss there was nowhere alsa 1o go. Both
clans, weary and exhausted, expecied 1o finish the Killing at first light, Instead, when
the sun rose, a woman walked ocut of the granary. She wore no clan colors and bore
no allegiance (o either. She set her shield down in the betwean the two clans and
said only, “Mot today. Not while | am here.” As the third wave of fighting between the
two clans began, they broke against her shield and fell back. The fourth never came.
She was gone before evening, and the clans had found peace between themselves,
but the granary had become a chapel by weel's end. It still stands; it is now a Boros
precinct house in the Tenth, and to this day, blood has not been spilt within its
grounds.




By EndYouStreaniTy

The Boy, still skcpptical, looked
at the others bohind Kira and
Arkarc They were watching
closely, same with curiosity,
others with caution, His eyes
landed on Michalas, who stocd
slighthy behind them, his small
hands clenched into fists

“What makes you different
the bay asked again, his vaice
bowy and suspicious

Arian stepped foraard, his ring
glinting in the sunlight. *'m
Arian, And 'rm the Warrior of
Faith, I'm here to protect you
Kira Is the High Priestess. She
heads our faith, and we will
always protect those who
Bl

Far a long moment, the boy
stared at them, his fear still
evident. But there was
samething in thelr
words something he hadn't
heard before. He stepped back,
casting 8 look at the othiars
Finaily, he spoke.

SHyou'te not lying... then

s manbe you.can help us. Maybe
118 Wi SRR B0 with you”

! Kira nodded, her heart
.'} i swalling. *¥au can come with

us ‘!ﬁf_p‘ll_ Eaka care of you. We'll
teach you®

boy hesitated but then
hig eyes filled with a
iope and fear. “Oxay.

wehat if it doesm't

Xaretul: The Forgotten Flame (cont)

O By one, Kird and Arhn
guided them, sharing Xaretul's
teachings, shenadng them what
1t reant to e Taith in
sormething beyond fear

Bt nat every child came
wallinghy, Somme were oo
frighiened. Some had saéon too
much pain to believe in the
promise af protection, even
from someonz a5 kind as Kira

O evening, after & particudarky
difficult encounter with a group
ol aldér children who had
rmcchoed their faith, Kira sat
alane by the fire, staring into the
flarmas Arian joined her silenthy,
his presence a quiet comfort.

"D won gver wandor if wi're
daing the right thing?® she
askid, her vaice barely a
whisper,

Arian sat beside hey, the
crackling fire casting shadows
over his face, “Yeah, Bul wee can’t
stop. Mok now. We've got people
depending on us”

I kmey, it's juest.,. hard,” Kira's
volco faltered bi she spokie, and
shie looked at Arian. ®I'm afrald
ol wanlt reach everyone. That
there will always be someone
wiho wont believe, someona
who will stay lase”

Arnpn placed his hand anhar
shiouldar, his voloe stoady. “We
CAMnT Save EVETYOTE, Eira. Bul v
can sade the anes who want 1o
b saved. And they'll save
OIS THal's Fdis (U works™

Eira book a deep breath and
readded, her reschao
strengthening. “Youw're right. We
Just have To keep going. W
have to keep spreading the
lgke®

fcont on pg 1)

Fatraan comiaparklies Mandy

For Dungeon
Masiors




RAGNA DRAGONDELVER

Last month, | was asked to join in on a fun indie game. So far it has
been a great time; we are just getting intoit. | think our team is
working great together, and | can't wait to see what happens as we
dive deeper into this Mini Campaign. Here is a little breakdown of the
PC | am playing on in these sessions.

Deep in the dwarven mines is where their actual skill really shines.
Generations of tunnel support the future efforts in the caverns they
dig. Needless to say, cave-ins are rare, but not unheard of. In one such
event, | was found to be a small infant. Not at all what one looks for in
a dwarf child: tiny, frail, and red.

| was lucky enough to be given a great dad.

It isn't easy to raise a demon, and | will never
be ready to look after myself. 50, he found a
way to cheat death and stay with me.

Becoming a Kilndred, they are crafted,
and Dad did a great job. His ability to
work with explosives is one of a kind.

Cwver time, | have gained a i

closer connection to what | am. | have
worked to be better trained in fighting,
getting to use a flame sword. When |
was younger, | was told about demons
being part of some darkprophecy. Do |
wonder if | am this forever? If at some
point, | will change and lose sight of who |
am? Well, of course. Is that why my dad
chose not to pass and guard
me? | don't know, but maybe with time and
learning, | will finally get to know
more about who | am and why
| am here.

If you are interested
in this campaign
check out Stoneburner
Sparkles_Mandy




Naretul: The Forgotten Flame (cont)

B Ernfyousareami 1y

The Challenge of Loadership

As they continued to move from village to village, Kira and Arlan
Taund that leadership Wwas ot JusSt aboult giving orders or Bading
with strength. It was about understanding, patkence, and trust, it
wias about knowing when to stand firmn and when to step Dack
and listen.,

Im the next village they reached, they encountered an alder ehild,
arcund twebhe, whao was skeptical of their faith, He had seen tod
many pecple come through with promises of salvation, only to be
abandancd whian things gt tough. His name was Ralen, and he
was angry, He had lest his family, his home, and he didn’t believe
in prameses. He confronted Kird one evening as thay sat by the
fire, his fists clenched at his sides

“ou're just ke therm,” he spat, pointing a finger at Kira, "we seen
people Hke you before. You come with your stories, your false
promises. But you're not here 1o help us. You're here to Use us, 1o
make us balieve noyour lies”

Kira stood, her posture calm byt firm, She had seen this before,
She know the pain behind his words. She had felt it herself

“I'm ot hore to bie o you, Raten,” Kira said qusethy, “I'm here
becouse | believe in you_and | balleve in semething bigoer than
us Sarmething that can change this warid, I'm not asking you 1o
believe in me. U'rmasking you to belleve in us, in all of us. Becauwse
whien we believe, we can change everything. But we can’t da it
alone.”

Ralan met her gaze, his anger wavering for just a moment, “And
whiak if wou fail?” he asked, his voice softer now,

Hira didn't flinch, "Then we'll pick ourselves up and try agakn
Because that's what we do. We don't Qive up, Mab an cach ather,
KMot on aurselhves™

iwalen siood salent for & long Tieme, The sweight of her words Sinking

k3 i, Finally, he nodded, though the anger hadn't complataly left his
i il eyes. But sormething had shifted. Hewas no longer fighting thom
*ﬁ; Natantiraly.
¥ r [l .
'I' LY A% a Whale: The Growing Faith
¥ 41 '.l'h'q- children who had jeined Kira and Aran on this journmey bhad

Become a farmlly. bourd by more than just sunvival. They wens
II.'|-:| By faith, They were learning that strength didn™ come Tram
ingthe loudest or the bravest. it came from beleving in
sarmething greater than thermsebes. It came from helping one
..fgnnther.!iﬂing each other up when the world tried to push them
f dowrn. |
| - Kira and Arian locked arcund at the growing group, their faces
L illed with hope and fear, with strength and doubt. They had come
'.; i ilu- far, but the journey was far from over. Thane wolld be mota Fatreon.coml3parkies Manidy
1 ehallgnges ahead, more resistance, more moments of doubt. But
ey wiere ready. They hod each other. And they had Xaretul s lovie

*I; ﬁ_ﬁuldn EH Ty

] {! ?‘ngﬂhnr thay would spread the light, one Step ot 8 tirme. For Dungeon
Miaslors

BE ¥
T .



Lirath, the Blooming Harmony

New Gods of Ravnica
By GrinmGrixis

Summary:
‘Neutral Good - green/white
- \ As old as the first green shoot to pierce Ravnica’s stone. Lirath sees the

" whole city as one vast garden and asks only that everything grow
togathzrmﬂmrﬂmntzarmnﬁutherupmt?m;m*edby.mmuuﬂy
builders, healers, Selesnya initiates, and harmony minded Simic.

Myth: The Garden that Refused
When the first paruns walked the bones of what would become the inner prc-r:m::ts. ™
they argued for nine days about how to lay the great avenues. On the tenth day, an
ivy that had grown overnight up the side of their meeting tent gently, but firmly, o, A
pulled the survey stake out of the ground and laid it three paces to the west. The %*
next morning, the same thing happened, By the seventh.day of this same event, the =
chief surveyor sat down in the dirt and asked, aloud, "Who are you, and what do vou L &
want?” A voice from the vy answered, "l am the one who already lives here; Move o '-*
your road three paces. A child is sleeping under the original line,” They moved the .
road. The child became the first spealker of the Conclave. The avenue, now called the o
-4

Vine-Bend, still curves, and no oneé has ever successfully straightenad it.

\.

o,

L




In Defense of Failure

;'}a'f'lngh Step Gaming

T b Wiy 2 B E P ] i, B SR B L AR
By W. adam Clarke

Cood Aftervhensver,
gvaryone Your friendly
r'.:_:-i-:_]hl,'_:-:urhnjc\-d Carme Deyv. AP
Runméer, Sireamer, and AutRor
youye never tead W, Adam
Clarge again This month, |
wWant to challenge everyone,
G and player alike, to
ermbrace a "hiaher Fisk, b e
rzward” element of steryvielling
IRvaur games | want to
challenge yvou to embrace
failure

Mow | hear you all thinking,
DUl we want cur players to
win!™ and you're 100% right,
and | agree with youw But if
winning is theend goal... that
means conflict and
CVErCaming adversity 15 the
middle act. If this s the cass,
there is no greater adversity
than failure

In the works of high fiction
WL S THS I ERE st
Ferabciedd af Reroes, Jairme
Lamnrmster Ieses-a hand, ERen
MuEst Qo from being the
greatest swordsman of the
land to a first year student ocwer
again, and rélearn his
swoldfighting technigue. This
path humbles him (o some
extent), forcing character
arowth and .'11.ak.ing i a

mare interesting charactar
This trope even ocours in real
lifie. Bid wou know that by the
time Micheal Jordan adopted
the "Jumpman® icon, he was
oo old toeven do the flving
slam dunk anymare? He anly

Alurays a
el

ELrre

&l his cargar, Instead. Bé religd
an RS cunning and réputation
for it, and mastered the
fadeaway sinker
mimgle=isapginming
This type of stary requires the
greatest trust between G
and Player, but can b the
most rewarding. The character
lases thair fabled ancestral
blade, anly to gain it back after
learning it's not their riqht o
weiahd it BUt thair privi (=fs 1
They suffer a wound that newer
heals completely, forcing tham
to change styles- maybe even
Classes. They SE0 out 10 prolect

All times Eastarm

Mon 7 PM TYRRAKY OF DRAGONS

SE Campaign

Ol Jermica

W

Tues BFM NEONHEART

-!Ea.q-g#rhe arl
thunr wvillage fram Biggie R
MeBaddie
to Chie graund, Then aftera
long arc of dealing with lass,
they find another village
Biggie McBaddie Is f
threatening, and having
lgarned thelr |essons Pratedt
comeone alse's home, Thay
feal duty to pratect Manarch
and Country, anly to learn thair &
sovereign was the villain all
[cont on:pg 00|

Wed IPM cHILOREN OF ELY 51U
Blades in ihe Dark
GM: Jerrica

and it gats burned

Thor SFM THREOWBACK THUR
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i " ¥

Husl Helt Romp
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GM: Jachk
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Bfades in the Dark
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Send in yours by June 20th
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In Detense of Failure

—

g, =\
'-._.i‘;}n._.- ==
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b W A Clarikse

Live session
 Mondays Spm CST

along, and must undergao crises of faith and conscience to
decide which side they're truly on, then return more
steadfast than ever before

You will sometimas soo this arc played owt with the
‘repeniant paladin® trape, but there's No feason 1o himit this
1o @ Singhs class or concapl. With greal power Cormes great
responsibility, but maybe your character can only truly
come to terms wath that afver thetr uncke gets staughiered
by an orc warlord.

Anyway, thiore's your jumping off point for this month, fony
thoug his or ideas on it¥ Come talk to me ar Ma ngy in
SUreim about it Until mext tirme, fronds

W. Adam Clarke
Can be found on
ainglestepGaming

Realms
Await!




Roleplaying in 5.5

m By Skyline

At this point, | am very familiar with
the differences between 5.5 and SE for
DA&D. However, while | have been
discussing mosth garme mechanics,
rmastly with combat and character
building, | haven't focused on a great
aspect of the game,

Raleplaying, or otherwise known as
playing pretend, make-beliewve, or
acting!

While not known to be extensively
popular when the game was first
released and played, with each edition
released and new generation taking
the helm, it has left room for more to
the game besides dungeon diving and
fighting dragons! Speaking from
personal experience, | have had
multiple conversations with older
pecple whera they have stated that
then they played DED when they were
younger, it was all about fighting the
bad guy, getting the gold, rinse and
repeat.

| believe a huge part of playing the
game, especially today, is roleplaying.
Even if it's just playing your character
in a way that not only serves the story
but yaurself and your party, that
makes the game all the better. And it's
not an exact science, there isn't'a
"corract” way to play a character, while
there are things you probably
shouldn't do, It all just relies on what
vou want out of the campaign or
oneshot.

Raleplaying in 55 isn't that different
from SE, but here’s what I've noticed!

with the new species and books that
are being released withithe recent
edition, they do seem to focus a bit
mare on RP. Is that a bad thing, no!
and any DM who is good with combat
can easily throw in a fight whenever it
EEERMS appropriate As someone who's
currently playing in campaigns that
are 5.5 and Sk, | can say that
depending on what class yvou play,
roleplaying in 5.5 has become a bit
loose

{cont on pg 18)




Do you have any Pats?
Sadiy, we recently had to say
goodbye to aur 15 year-ald
brstie, Oliver. | got him from the
lecal andmal shelter back in 2011
arsd my mam and [ iurned him
into an absolute menace, He got
Lo g evenysirers \with rmy
husband and me = he loved a
good adventure and anythipg

Mentboer Sfiowcase! v vromised treats or bye-

Lindsay Lou

Wie nskiod nfew questicns ta
gt to ko Lindsay just a
lirthe better!

Fawvarite color?

Cifeans of
blues, or Mselsh-greens. Bab
Ress aften used colors called
Phthalo Blue/Phthalo green,
s | think those 2 are the
favorites - very dreamy and
tranguil colars

Tell us about your
hobbies?
There are & ot of hobbios e
aceurnulated and mostly
abandoned over the years,;
painting, woeodwarking,
wzight training, paddic
bBaoarding, sewing, cooking,
plant-hoarding, reading and
collecting books, collecting
plins, biking, hiking, Sirding-
and now DAD!
I bowe reading the most, and
usually have about 20 bhooks
o deck that nesd 1o b resd, |
average about B0-90 books a
year, depending on my mood
and ather real-workd
ctligations (boo]. There isn't a
¥ specific genre | stick to -
Buthargwith an engaging
wiiting 8tyle and interesting
wopldibullding usually grab
mEl orew.uip reading

Smep%.'. Hing withiany dad
reat foryo -““"“‘-,g
3raitis - LOW and igiofave an

and

1
e

Byoes i thaes car, 104 STl respl by
fresh for us that he's not around
amymans, and navigating 1ife
withouwt him bas provan to be
miost difficult.

Begides Cdlie, wwo oo Rve
mamy fish and shrimp- they
don't have names, excapt for a
fat conydora who wa
affectionately call "*Chumba®, Mr,
Lindsay has plans to @xpand one
of aur thnks 1o accomrmodate
soim tetras or maybe a Honey
Caurami,

What is your faverite style
of game, and what got you
into it?

Srndd | arn SOl pretly how o
DEDL I taka it bock o coupe
deccdes. Growing up, we hod 5o
mny old boord games and o
beat-ta-hell NES console. Since
TV recaplion Wos spotty in my
areg, there were many nights
and weokends spent ploping
Lcattargories, Life, Candgpland
or Clue (if the NES wasn'T
workingl My cousin ot o SEGA
wihisn | was & or 7 yeors old, and
that blew my mind - | ployed A
LOT of Sonic ond Golden Axe.
Loy os for af fovorites go, N'd
probably pick Or. Marioy, Tetris,
and Mike Tysan's Punch-Out,

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

Those aldor dregde-syis
consale Qomes are 54 much
fun, it's hard topick Sormething
about phe simphiicity ornd
pixelated animation just feels
right Pmoolso ofd, and | landg for
things of the past, | think Tetris

5 ahwiins a'good choice, ILS
challenging in a way that feals
geoad far your bralm,

Anything Else?

I love mEeling e pecple and
fearning new things, thus my
foray into DSD Chalengeng
yoursaif and getting outside
your comfort 2one can
sametimes be ey rerwarding! i
vwis quite removed and salitany
far mssl ol my hife, thanks o life
and all the fun it can bring. But i
recently made the chaice ta try
things that maybe seemed out
of reach for yaurger Lindsay. So
far, I'm having a great time and
am meeting so many rad people
who have been very welcoming
o a newcomer, and have been
{patiently] helging ma kearn the
ropes. So, my 2 cenls would be
1o you 10 Ury that newy thing;
sure, it might not work out; but
what If it dees? You might end
upwriting for a magazing and
making neéw mgmanes with
griaat poople




Roleplaying in 5.5
(Cont)

\ Iﬂysmnm | | .

Always a

el

firne

because of recent rule changes to classes, mostly the
barbarian and other melee classes

Now, | have discussed in previous newsletters the changes
N barbarian and while | Know IL's a it weird Tor

barbarians to cast magic, | think it also opens the door for
neaw possibilities,

It's been a well known thing to play barbarians as less

intelligent because it's most likely their dumip stat Chill Vibes
alongside wisdom, Howeaver, playing a-<character wha can for

be all i one 15 possible, | think mone SO now wWith the

recent edition F;.E- allows people to reach gut and test Enmpaigﬂ PI"'EF
what a classic is really? Does a warlock always need to

have an evil patron? Can a cleric not always heal? Or can a @TheCafeDM
rarnger balance between ranged and melee combat? on
YouTube

Owverall, | think 5.5 has allowed some new elements for
players of all kinds 1o experimeant and have fun with!
While | know and have experienced the changes of
classes that ot evensons may ke, 1Ts important that they
are there so people can know their preferences to DAD
and always revert to an older edition
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By Mini Cloud

Hello, 5o | recently started reading about the all famous realms of DnD! And yes, for
me that's been an amazing time and alsg, | think it's an amazing way to open up
vour imagination in one of the most fun ways! I you don't agree with my opinions,
sorry, but also tough, And also, thanks to the one and only @CetOffMacCloud for
letting me play or | honestly would niot really be interested or give it a chance, so
thank you!

Luma

The Luma are very different frorm other Bird Folk: There wisdorm is amazing
there cunning uiterly to good! 50 thay MUST be papular i the Bird wearld
recint? Wopae! Thy ang ignored mocked shunned. Need | go on? But despite
that Lumas remain resibient, Ther abdity to rise above negatiity and
continue to use their talents for the greater good is a testament to their
strength of character. to me It's truly a puzzling situation when those
with such admirable qualities find themselves on the fringes rather
than celebrated,

Lurmas are known for thielr magical abilities, which aften manifest
in the form of healing powers and protective spelis. This makes
tharm not only wise birds but, also trusty allies in times of a “I'm
about todie”, The origing of the Luma are a mystery, adding to
thair awesemeness, Legends speak of them coming from
anciant, celestial baings, which goes to the awe and respect
they truly deserve?

W Bye

A note from the editor

ad space

For those who are new, Mini-Cloud s -
the 10-yvear-old daughter of our DM L -
Cloud and she has been wonderful to .i‘j {U {lllfil}‘l{‘_’
work with. Every month | get so excited
to'sea what she will come up with next!




Welcome to a little info session for the future sessions of
Ravnica and how they will be run, played and well live and
breathe!

By i s

First and feremost, let's break down the concept of Mana,
Mana is the lifeblood of all things magic in the waorld of Magic The Gathering (MTG). It is how
casting works; it is the core fundamental of the card game itself. Without mana you have no
card game, 50 beinging that to life in a OND setting required a little, let's say, finesse. Go taa
far inta the deep and you swamp an already waorking systerm, Take too little, and why try 1o
add it in the first place? With that in mind, Ravnica will have the intraduction of a mew
COncent.

In the heat of combat, players build a well of mana. This poal is Built with the foflowing
eguation:
= Player makes three hits In a row, WITHOUT missing -= Point of mana added to bank.
= Player uses area effect spells to deal damage to 5 creatures, they get 5 added to thelr
mana streak - Point of mana added, two to the streak for the next paint.,
= Mana s stored across sessions. Got three mana points at session end? You start nest
SOESGN WALH thrde mana pamnils na it o exprration

= Mama can De used on a successiul bk, if wsed o couple things happen
-Thiart Bt daesn™t Count trsards your straak, doesn't end 1T, doesnt add 1oL,
-Add an elemental damage (type established by guild] die, equal toyour renowin,
[this will be covered next month], starting at 1di,
-Want to use more mana? Wall, if you burn 2, that's 206, so'on and 5o forth.
« Mana can be stolen, but it's very rare and if you fimd sormething that steals your mana...,
well.,, be ready for a fightt,

Now that we have established the way players use mana, there are a couple other ways | have
implemented. it but. those will be discoverad fater!

Mext.. Magic! In Ravnical | want to get something clear out of the way for all my MTSG fans out
there. This is MOT a canan MTG world, what this will be is a precise and dedicated
interpretation of MTG and how it would interact in a viable DND session. That being said the

following is in play with this world of Bawnica
= The weave and web exist, hence the addition of gods to the wortd of Ravnica;
o Thare 5 not attunement Imit. S8 maglc items ang usable, no matier what.. this s a fpahte e
rieh waorld and as players you ane magic familiar charctars,
« B@ng that the workd is mngir_— rich, the flgh'[j. can be mare cxplosive both Friagic ally, and
well. just in genaral_. goblins-and alll
This simple regulation and resclution to the life and breath of magic in the world of Ravnica
helps tobring the workd to life and believe me | have pondered the orb on this cne.. it's the
anly way for the world to work and make some sense for a DND campaign.. fight me.
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Join the Epic Quest: D&D Writers Guild Needs YOU!

Are yvou ready to weave tales of valor, magic, Thark you To all of our Guikd rmembers
and mystery? The D&D Writers Guild is
calling all bards, scribes, and storytellers to EndYourStreamn TV CoffeeandDragonsRPG
eraft legendary Dungeons & Dragons SexyySlothh BluePhoenixRPLs
adventures! CetOffidacCloud . CritCrafters
Fapa Sparkies DMGCeezerdim
Currantly ||_'u;_:-|-:_:r'|E| fer Mini Cloud ChaseSstreet
Request writers Lindsay_Lou GrimGrixis
Res earch Jriters Skyline JimKBones
Artists :

SingleStepGaming
OldManGeras
TheBurlykarl




June Crossword

June 2026 - Puzzle clues

Down
1.Empty space, or to invalidate.
2.To give one a fright.
3.A dangerous, flowering weed.
4.The poison un-doer.
5.A large corvid.
6. A famous spooky filmmaker.
7.Famous literary brothers or Grixis.
8.The river of sorrow or woe.
9.___ of healing, or invisibility, for example.
10. A plant with bell-shaped flowers that
causes delirium if ingested.
11.A guard dog of antiquity.
12. Frankenstein or Seuss, for example.

Across

13. A game-ender on the Oregon Trail.
14. Occupation or monster truck, or
wrestler.

15. Don't say it thrice.

16. An unnatural, spooky thing.

17. A book Stephen King forgot he wrote.
18. Anundead nuisance to some.

19. Abby something.

20. A natural production of light.

21. Occupation or monster truck.

22. A moon or wrench.

23. A muddy friend in folklore.

22’{



Dark Sun in 5 DED: Can it

Endure? Pt1/4
By ChaseStreet

A% SUF BrEvious COVBIRIGE uxﬁ‘r:-rq'd Bark Suf and tha world of

ALhas wirng never meant 1o be comiartable, When the setting
first arrived, it felr like p sandstonm, STHgRING away 1The high-
fantasy safety nets players had come to rely on: benevelent

F o THE S
.+ HONG
gods, refiable steel, and clear lines between right and wrang. h W TH
It weas built asa crucible—a world of scarcity, tyranny, and .-""n‘.. { ]R{ | “
brutal survival beneath a marciless sun,

hMore than thirty years later, the question is no longer what
Dark Sun was griginally intended 10 be; we've already
exarmined that vision. The gquestion now s whether that vision
can find a home ina very different edition of Dungeons &
Crragons, and at very different gaming tables. Some groups
will ernbrace Athas in its original, unyielding severity, and that
is perfectly valid. Others may find themselves intrigued but
hesitant, wondering if the setting’s thematic weight is simply
too heawy far modern play.

This article does not attempt to declare Dark Sun flathy
campatible ar incampatible with Fifth Edinion, instead. i1
examines the specific design areas where friction is most
likely to ooour, offering thoughtful approaches for groups who
want to explore Athas without lesing the teeth that make it
unigue, Dark Sun was designed to et the tropes of high
fantasy wither bene:u.:.r'. a scarched sky. But can that i PP S R
uncompromising ghilosophy endure in the heric age af 5E7
Mora impaortanthy, can it endure at vour table?

(cont nnpage}_’?)




VVESPERA PIXIECOIL, THE PRISM-
COILED

good, mischievous to her bones, and far more

dangerous than her sige suggests.

Canon faerie dragons cycle through the spectrum of
colors as they age, topping out at Violet at fifty-one
years. Uespera is centuries past that. Her scales have

runthefuﬂprisms&nmnym dmgnmurefmct
every hue at once, and the locals of her glade simply
call her color Prismatic. %




VESPERA PIXIECOIL, THE PRISM-

CoILED prre.

Fma dragon (fey), chagrs good

Armor Cloes 20 (glamounweave scales)
Hit Points 333 (37d6 + 222)

Spead 40 ft., Ty 80 fi. (howver)

STR. DEX CON INT WIS  CHA
10 (#0) 22(+6) 22(+6) 20(+3) 20(+5) 26(+8)

Saving Throws Dex +13, Con +13, Wis +12, Cha +15
Skills Arcana +12 Deception +15, Perception +12,
Perfarmance +15, Stealth +20

Senses passive Perception 22

Languages Common, Dracanic, Elvish, Sylvan, Telepathy
120t

Challenge 21 (33,000 XP)

Legendary Resistance (3/Day], If Vespera fails a aaving
throw, she can choose 1o succeed instead

Magre Resistance, Vespera has odvaniage on Gaving
throws: against spells and other magical effects

Whimsical Presence. Each creature of Vespera's choipe
that is within 120 feet of her and aware of her must
succesd on a DG 23 Wisdom saving thiew or be chammed
far 1 mingte, While chaimed iq this wiay, o Chenturd is
avercoma with giddy delight a1 thie sight of her and is
affected as Tollows

= The creature regerds Vespera as a wondrous and
beloved friend, and has disadvantage on attack rolls
against her and her allies.

= &f the start of each of g urms, roll a d4 1o determine
the crealure’s behavior on that turm

1 - The creatune is dazzied by Vesperas boauty. It uses its
action 1o do nothing but stare, smile, and lnugh

2 - The creature feels compelled to compliment Viespera,
It uses its action to shout praisa in whatever language i
speaks. (Movement and bonus action are unaffected.)

3 - The cresture 18 moved 1o dance. it uses all of its
moverment to caper, twird, or skip in place or In & cincle,
then acts normally for its action and bonus action

& - The creaiure shakes off the worst of the haze and
acts normally this turn, thoogh it remaing charmed

A crieature can repseat the saving throw ot the end of each
of ita turns, ending the effect on itsell on 0 seccess. A
creature whose save succeeds s immune to Vesperas
Whimsical Presence for the next 24 hours. If a charmed
creature takes dampge from Vespera or her allies, it can

repeal the save immediately with advaniage,

Superior invisibility [3/Day). As a bonus action, Vespesa
tumns invisible without concentration withoul using a
spell slot. Anything she wears or carries ks invisible with
her, Sha has advantage on atteck rolls while Invisible,

and attacks against her have disadvaniage

Telopathic Shrowd. Vespera Is immune to scrying and to
any sffect that would sense her emotions, read her
thoughts, or detect her location,

Fey Step . A3 a bonus action, Vespera can telepodt up to
60 feet fo an unocccupied space she can see,

Innate Spellcasting. Vesper's innate spellcasting ahility
is Cherizma (spedl save DC 23, +15 to hit with spell
attacks), She can innately cast the following =pells,
requiring no material components:

At will: dancing lights. drutderaft, mage hand, minor
Musion, prestidigitation, welous mockery (ddd)

S/day each: faene fire, hypnolic patlern, major image,
SUGgEsiion

3/ day each: confusion, dispel maghe greater imasiility,
polymorph

2/day sach: dominale monster mass suggestion mirmge
arcane, misfead

1/day sach: fecblemind, prismatic spray. project image

ACTIONS

Muftiattack, Vespera can use her Whimsicel Presence
She then mokes three attacks: one with her Bite and two
with her Clawe, or three Cantrip Bolis, She can reploce
one attack with a use of Innete spellcasting that takes an
action and is of 3rd levved o lower,

Biie. Melee Weapon Artack: +13 10 hit, neach 5, one
farget Mt 15 (2410 + &) plercing damage ples 18 {Mﬂ?
paychic damage. 5




* Piule Stop {Coste 2 Actions). Vespera t

M ——
LT LR T

Claw, Metee Weapon Attack: +13 to hit, reach 5 ft. one
target. Hit 13 (2d6 + 6) slashing damage.

‘Cantrip Bolt. Ranged Spell Aftack: +15 to hit, range 120 ft.

ong target. Hit: 22 (4d10) force damage. The bolt
ghimimers-m o differant color with each cast

Faerie Breath (Recharge 5-6). Vespera exhales sparkling.
_ rainbow-tinted breath in a 60-foot cone. She chooses one

‘ol the following effects:
Iridascent Cascada.
Each creature in the area makes a DC 21 Dexterity saving

throw, taking 358 (16410} damage on a failure or half as
masch on & success.

Roll & dB 1o determing the damage type:;

T-acid, 2-cold, 3-fire, 4-Bghining, S-potaan, b-paychic, T
radiant, 8-thunder,

EMH:L Each creature in the area must succeed
on a DG 21 Wisdom saving throw or be charmed for 1

minute. While charmed this way, lhe creature (5 ;
Mnupamuledmmmumm cant take reactions
and at the start of each tumns rolls & dé:

1-4 In,nhﬂnnn:ugnul
movement to wander in & ran

succeed on ;mm ﬁurmﬂun
unconscious for 1 minute, The effec
if it takes damage or mtl'rerqnglhtllﬁ .7
shake it awake. Creatures immune tn'l:‘-élhg
immuna to this effect.

LECENDARY AL“T IONS

Wi G fake 3 fegendaly schon(s] chooxmg fram [he aanonds e 'F.'z‘_‘
Onfy o leperdan’ action option can be wsad at b time and only 8 [he 1
el of ancdhor crasiune's ToTn. Vo iegasn sponi lgendary achions & e[S

ERIFT of FOUr B,

Cantrip. Vespera costs a canfirip
Tail Lash. Mefee Weapon Attack: +13 to hit, reach 10 fi,,
one target. Hit: 11 (2d6 + 6) bludgeoning damage, and ;
the target must succeed on @ DC 21 Strength saving
throw or be pushed 10 feat.

“feet and con tum invisible a3 if she usiRMEEE

W
i
L
5

Cast a Spell (Costs 3 Actions). Vespera casts a spell from
her innate spellcasting lst, expending o daily use as
o,

l._ﬂ-!_lﬂ.mlﬂ'ﬂs

O mianive Count J0 lofing st tes], pou may lake o ok action 20
rigper cee ol the follwing eMecrs. You canT ule the dame tifecs v
oy éa a v

Living Vines. Flowering vines erupt from a 20-{oot-radius
jpoint Vespers can see within 120 feel. Each creature in
the area must succeed ona BC 21 Strength saving throw
or be restrained until initiative count 20 of the next round

him

Wonderland Shift. Vespera chooses a 30-foot cube within |
120 feet, Until initiative count 20 of the next round, the

area fs whimsically transformed: the ground becomes

thick with petals {difficult terrain), gravity shifts sideways
fora or dista 3. etch. Acreature that ends
mtunmﬂ-#- st m iuﬁ: Wisdom save or
be pyshed 15 fix  dhirection,
' ﬁﬁ;mmﬂ harasses up 1
gee within 120 feet, Eagl
onva DC 21 Wisdom saving .
tinck redls, ability chec
i tive count 20 of the rextie




Dark Sun in 515 D&D:
Canit Endure? Pt 1 4

fcont,)
By ChaseStreet

When Athas Meets S5E: Why ﬂl Sun is a Hard Sell Today

Dark Sun was never designed to be comfartable; it was
enginsered to test players morally, mechanically, and
narrativaly When it launched in 1997, 1t deliberately pushed
against the safer, high-Rantasy norms of the éra, Today, that
same designphilosophy is precisely what makes it both
fascinating and difficult to reintroduce. To understand the
tension, we have to ook at where the systemic friction
actually lles across five main areas.

Slavery as Central Villainy

There's no way around it slaveny s foundational to the setting
of Crark Sun, It fuels the global' economy, defines the absolute
power of the Sorcerer-Kings, and serves as the literal starting
paint for the seiting's first published adventure

That framework makes some modern players understandakly
uneasy. Slavery is not an abstract, stylized fantasy avil; it is
direstly tied to réal-world histary and trauma. in Dark Sun,
hawenver, the institution wasn't included far mere shock value
It functienad as a vital narrative engine, craating absolute
rncral clarity in a world entirely stripped of gods or traditional
casmic alignments. By taking away divine good and evil, the
setting replaced them with a tangible, systemic oppression
for characters ta fight against,

In clder editions of DED, villains were often unambiguously
mionstraus. Tyrants were tyrants, slavers were slavers, and the
fantasy allowed players to confront that avil directly. There
vwas a rawy, cathartic satisfaction in toppling a despot who
genuinely deserced T

While mcdern stontelling trends aften favod nuance,
carrupted heroes, and morally gray canflicts, Dark Sun wasn't
interested in the gray. [t was interasted in chains—and more
impartantly. in breaking them. The challenge for a modern
table isn't deciding whather slaveny 15 @l it clearly s The
true guestion is whether a group s prepared to engage with
that theme Intenticnally, respectfully, and with open, mature
discussicm,

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!

T S N A

DUNGEONS
#DRAGONS




What Is Grevhawk University?

"The University Sent Us"

Grayhawk Wnhsarsity 15 a fictional acadamic institution situated in the ity of Ritterstadt,
positioned on the edge of thie Sepia Uplands within the classic 576 CY Waorld of Creyhaiek
satting, In this campatgn framework, adwenturers roll up their sleeves as students undertaking
sanctioned university fieldwork: Instead of chasing standard dungeon gold, your party
Pursues academic standing, declan:s a Major, jeins extracurricular organizations, and
complites narcative-alterng Capstone Quasts

Here is your essential crientation gulde before the first session

Credits, Loadouts, & Advancement
Crests do net pay in coing they award Unhversity Credits. These cradits dictate your academic
standing and unlock specialized gear from the University Exchange,

Every expediticn I:‘:-L'-;_Jlll:. at thi Requisitien Office with a Loadout F'al.:'k,agul containing
Barrawed fiald gear, scrabls, and héaling potions. Unused résaurses must be returned durnng
debriefing. Additionally, a formal Field Report is due within three days of your return;
submitting a satisfactory report grants a 5-10% Credit bonus. Academic advancement follows
a strict credit threshold:

Azatmic e Cradity o Rdvance
Frashimes 10 Sopimin 1 000 et
Sopharmary 19 hinlor 2 000 Cradt
Jigrigr b S 3000 Crecis
Swiar b3 Fallew 4 000 Crissti

Declared Majors & Minors
At Ll 4 vou declare a Major, granting a permanent 10% Credit bonus on relevant Quests
and three distinct boons unlocked via fieldwork. At Level 5 you can declare a Minar for a
secondary field's initia! boon (excluding your Major),
« Boon 1 [Declaration) Cranted immediately at Lewvel 2,
» Boon 2 [Field Certification): Earned at Level 3 by submitting three satisfactony Field
ROports Within your b4 .1_i|::|r o domanm
s Boon I (Advanced Study): Earned at Leval & by complating a spocialized Research Grant 2 9
(cont an pg 31)




The Astromundi Cluster

Player Lore and Information
Part 2

By DMGeezer im

Mext to “find” the cluster
were the Goblinoids - not so
rauch keaking for anything,
but fallowing thi Elves. The
Elvas of the Astromundi had
faund themselves stumbling
out af the ruins of the
catachysmic end of their
home into the Unhuman
Wars - a millennia leng
canflict that consurmes rmsst
of the Known space, Dver the
histary of the Wars, each of
the spacefaring races [sawve
humans) have “won®, anly to
evantually fall to a coalition
of the “losing” races. The
Agrramundi Elves had
departed the field as the
Coblinoid Alllance began to
daminate tha conflict; the
GCoblinolds follewed, and a
small-scale continuance of
the Unhuman Wars began In
the Cluster
The Neogl were the nest to
“discover” the cluster; most of
tEer Theats wierd oSt or
destraved antering tha
crystal sphere, 50 the few
that survived the trip
haunted asteroid belis,
Eidnapping humancids from
Eatpted commumties. Ther
planned Invasion meyer
rnaterialized; and the Meogi
drifted fram congquerars to
illicit traders.

Eventually, Ilithed, Lizardfclk,
Beholderkin, Autogrnomes,
and cther races began
finding their way into the
astromundl CEHustar
ASIFOnoMmers oSt that the
Second Caracham “distorted”
the ancient crystal sphere,
allowing outsiders to find it
{they suggest that the
Astromuindi; as the first, was
abways midden, Ina sensea)l, No

ratter wiy the Cluster was
now “found®, over the next
centuries, every spacefanng
race coukd be found among
thi major portsand
sattlements. By the first
millennium, the Cluster itsalf
had stabilized into fixed orbits.

The races began exploring
this new casmiec anomaly, and
the Coblimolds were e fira
race credited with finding ol
an unsettling fact - there was
na known way for anyone to
leave the Cluster. Goblinoid
scout ships, confirmed by the
Necgl raders, found that they
coubdm't leave the sphere - on
the few times they could
navigate the nebula to find
the sphare. Eventually each
race settied into homes, Rirng
Dnvanven engineers to create
fvable spaces, or settling onta
the scattered livable
planetabds.

Tha Mg tradars imeaiabhly
e paed Hurmaans retunmy 00 phae
spacelanes. Trading
technology for slaves, the
Meogi saw bo it (intentionally
ar cthensise) that the worst,
most corrdpt humans were
the first 1o take 10 The sLars,
again The (Hithecls. content
with the idea of an
inescapable hunting grounds,
have replaced the Uinbidden
as a patron of the darker,
mre ambiticus humans:
Afver a few Centuries
Humans, known a8 the Sun
Mages, established their own
@rmpirg among thesplintonsd
wiorlds, and challenged the
Hithid for contral

cont-on pg 335
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What Is Grevhawk University? (cont)
P GetOiMacCloud

Axallable disciplinegs include Archapology, Matural Philosopiy.
Theology & F-!r-lll;_;lr:.r'l_ killitary Thaony, Arcane Ressarch,
Cartagraphy, Linguistics & Philology, Alchanny & Matorial
Scipnces, Political Fhilosophy & Diplamacy, Anthngpalogy &
Cultural Studies, Necrology, Zoology & Beastmastery,
Architecture & Engineering, Medicine & Herbalism, Astralogy
& Divination Studies, Subtarranean Studies, Economics &
Trade, and Thaumaturgy

Capstone Quests & Academic Probation

AF tha and of each academic ywear, the ganeral Quest board i
bypassed for a Capstone Quest assigned directly by a
Department Head or the Chancelicr. These high-stakeas
narrative milestones shape Ritterstadt and the surrcunding
region. Capstones are the sole missions that may affer an
external monetary stipend, thowgh it functions stricthy as a
Srory resource rather than a personal shopping budget,

Failing or abandoning a standard quest lands a student on
Academic Probation, which freezes credit advancement,
Prebation 1s immediately cleared upon complating yvour naxt
standard quest in good standing. Failing a Capstone Quest
delays your year-end advancement antirely

Extracurricular Organizations

Students in good standing can join one campus ofganization
tosecure practical figld banakits. Most regquire no foermal
application, simply show up and participate

Options include the Cartographer's Society (map archive
access), Duelist's Cirele (combat bonuses after a sparring
initiation], Archaeslogical Seciety (early dig parmits), Arcane
Fﬁlln'-l,ri.hlp (shared spail companents) Maturalist's Club
[eroature identification utility), Histerical Seciety (primary
source archives), Pelyglot Circle (linguistic aids), Alchemist's
Bench (half-price item crafting), Medics' Circle {free healar's
kits), Scouts & Surveyors (tracking and stealth boons),
Debater's Seciety [persuasion boans after a panel initiation),
and the Antlquarlans (appraisal benefits and netwark
contactis),

t,‘,:—rr.'rs FOR VETS

pétsforvels.com
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Power Scaling

by EndYour StreamTU

Faower scaling Is the part of magic itern design that separates “cool loot” from
“campaign-warping prablem.” It's not just about making numbers bigger or smaller,
it's about how an item's value changes as characters gain levels, new features, and
new ways to exploit the rules. An item that feels fair at level 3 can become absurd at
lewvel 9, not because it changed, but because the character did. Understanding
scaling lets you keep items exciting over time without letting them replace class
identity or flatten challenge

The first scaling question s when the item enters play. A low-level party has fewer
resources, fewer answers, and fewer movement options. That means certain abilities
hit much harder early: flight, invisibility, reliable advantage, extra reactions, and
broad "solve the problem”™ utility, At higher levels, those sarme effects may be
common through spells or class features, so the item becomes less disruptive. This
is why timing is balance. If you want 1o introduce a powerful concept early, gate it
bBehind limits: short duration, charges, specific triggers, or a drawback that forces
real choices,

Mext, understand the difference between burst power and always-on power. Burst
power creates memorable moments: a once-per-day nova strike, @ defensive shield
that saves the party fraom a lethal hit, a teleport that turns defeat into escape
Always-on power is where scaling sneaks up on you. A small, constant bonus,
especially to accuracy, AC, saves, or aclion economy, compounds across every
encounter. It doesn't create one big story momaent; it guietly shifts the entire
campaign’s difficulty. When yvou're worried an item may scale too well, convert
some af its strength into burst: limited uses, recharge conditions, or "yvou can do
this, But net constantly.”

Another scaling trap is consistency mechanics: advantage, rerolls, and “treat a roll
as X.” These are often stronger than raw damage because they reduce variance and
make outcomes reliable. A weapon that adds 1dé damage is noticeable, A feature
that grants advantage on every attack can be devastating, becausa 1t improves hit
chance, Increases criticals, and synergizes with anvthing that triggers on hit. If you
want togive consistency, aim. it at'a narrow lane: advantage against a specific
creature type, rerall once per short rest, or a bonus that applies only after a clear
cast

[cont on page 35)




The Astromundi Cluster
Player Lore and Information
(Cont Part 2)

Py DM Gecrerlim

I IES current form, the Astromundl Clusteér 145 a micracasm of
known space, trapped in its own Crystal Sphere, Spelljammers
of every spacefaring race can be found, with every species
having strongholds and bases scattered through the Cluster
Currently the Cluster is a tense place; the humanoid races
invcived in the Unhuman Wars cantinue thair skirmisheg,
while Sun Mage and llithid forces battle each other
Beholderkin and Neogl ships lurk astersid belts, loaking far
aasy prey. Lesser Human empires thy 1o expand, while the
Crvarves conbinue o profit frorm everything, The Elves
continue to ‘I'u.] BE "Ehie gcgd fight” - thamsetves and Cwarnves
being the “good guys”™
Duaring the last two centuries, several other races have
founded communities: Thri Kreen, Plasmid, Hadozee, Giff and
Autognomes tend to have thelr own lsolated settlements, but
s readily with all the Spa cofa fifg racas Gith - Both tha
wanki and the ‘Zera - have fallgwed tha llthid inte the
Spre e, astablishing orecha whsrgthay can, Typicalky the Twa
members of the Gith species will place thekr enmity on hoid
long enough to fight the |llithid threat, but they are no maore
friends hera than anywhere elsa
The Cluster's many planetalds and moons contain
representations of 55 many species that to cataleg therm here
would be pointless. Sages and astrologists theorize that there
are caonnections to the extraplanar multiverse within the
cluster; the appearance of Cenas: and Eladrin, Fairy and i Yeewr e
Tiaflings, and a milieu of other baings and creaturés sUpEorts 1 !
this theary, Members of every int-_':l.g-:;n‘._ species [and many l'“‘ f”’!'-
unintelligent] can be found across the Cluster - indeed the
two catachysmis have destabilized the Integrity of the
Astromundi Cluster, drawing beings into it that were never
native, and not allewing any (o leave, No matter the parsan,
oryd thing 15 commaon for evensang [save the AsTral Elf Militany)
Wou cant leave thie Astromundl Cluster

TLDR in metagaming terms The Astromundi Cluster was
ahce a "gameaworld” that only had Elves, Dwanses, and
Humans as playable races Over thousands of years of gane
histary, these three races developed Spelljamming
capabilities and explored most of the Astromundi System
Humans at war with each other called on dark powers,
creating "mutant” races, and bad stuff continued to happen
Eventually - 2 cataclysms later the system shattered and the
Crystal Sphere that surrounded Astromundi (now a cluster)
allowed other travellers and explorers in, but never cut. The
System has developed into a minlature galaxy, with all kinds
of Faces Row Bresent and in canflet (&nd cooperation] with
each other o survive and thnyve




Coconut Cream Lush

B Leigh Harris

This Coconut Cream Lush

FeCIfE 15 a :i"_lf'l'! Mg Creamy o
baks dessort full of delic
cooonut flaver, It has a grabham

[ [=] 95

cracker crust, a whipped eream
chioesa layer, a thick creamy

coconul pudding, and topped
with a pillowny whipped efoam

How ta Make Coconut Cream

Lush

= Spraya <l baking dish
with non-stick spray
Combine the graham
crackers, granulated Sugar,
ardd mgdted butter ina
miedium Bowl. Press the
crum rmixtung iirmly and
evenly into the prepganed
pon Place il in The freezer
wihiie you prepare the next
| ]:.-l:-l

¢ N a I50°F avern toast T oup
shiredded coconist spread in
o sirvgle layer on a small
Baking shioet far about 140
minutes stirring halbsvay
through, Wateh clasehy as

[N Coconul Can Durm

SpuiCkhy

In a large bowl beat the
cream cheess, powcered
sugar, and coconut éxtract

with an electric harnd mixer

until srmoath and well
combined, Fald in the

twitch.tv/sexyyslothh

wWilhiipped arean Toppng
Rt thcio
Spread the cooonut

EhaEsacake oeer The

ly cambined

graham cracker crust, taking
it to the edges, Freeze whila
vou prapang the next layor

In anather large mixing Bowl
winisk the instant coconut
créarm pudding mix with the
half-and-half for 2 minutos
of untl the puading STans Lo
thcken. Spread the cocomut
pudaing layer over the top
of the cheasacake [ayar, all
thie way Lo the edges

(cont on pg 36)




HEROS

AGE OF TITANS

Age of Trax and beginning of the Poleis (City-5tates)

S, In this sagrmaent, | will Be talling another
bit of lare of the MTG/DAD Plane of Theros,
Mext, | will be telling the story of the Age of
Trax and the beginnings of the Poleis [City-
States). The SAge of Trax” 158 semi=-mythical,
historical éra, which took place sevetal
CENTUMes prior 1o madarn human Shnlizaten
THS ¢ra Was mafked I:I:,' the appréssive rule of
supernatural tyrants knowwn as archons; an
ancient, powarful race of celestial warlords
wihvo ruled vast, tyrannical empires led by the
archon Agnomakhos

Millennia ageo, arehons marched from the
northand conquerad much of Theros. They
used armies of other races, most notably the
leoning, toenforce and estabdliish their higavy
handed, oppréssive reign over the mortals of
Theras They viewed themselves as
champions of a *merciless justice” and ruled
with an iron fist, believing that their-strict
arder was thie only thing protecting wealker
hurmanctds, cantaurs iumans, leonin,
minctaur, and satyrs fram the dangers of far
more powerful baings. Giants. demons, and
medusae are said to have nuled kingdoems of
their own in those days, and tales tell of
Agnomakhos leading his leonin seldiers to
repel an invading army of giants, Dragons;
krakens, and hydras are also said to have
grown T even greater sire in those days than
they donow, annihilating wheole natlons and
carving untold catastrophes across the land:

Than finally the humans began to reabel with
the ald of the goddess, The end of the age of
Trax corresponds roughly with the rise of the
fourth and latest generation of the gods:
Ephara - Child of Heliod |Sun] and Thassa
{a@a), protector of cities and human

poteritial; Kararmetra - Child of Hediod {Sun] and
Myiea [Earth), goddess of war and protection;
Pharika - Child of Mylea (Earth)and Erebos
[Beath) goddess of the bndepsvorld and the
dead: Iroas - War god, possibly a creation of
Purphoraes (Forge); Moges - War god, also linked
to Purpharos’ forge, Athreos - Martal whao
ascended 1o ¥ e oo, le"I'l:,'F‘-'-.'I"I af the dead;
Phanax = Mortal who ascended 1o godhood,
storm and Chflﬂiﬂt"ii}'i Aenagos = Martal who
mscended to godhood, god of the farge and war

The QOOHEES Epharg mspiared and Supped Iwo
Rurman henoos, Kynaios and Tiro, 1o overthrow
tHe archon r\{]n-\"_'ll'l'lﬂk hog T'Eli.'_]l_""lr'-l:"-‘. [ainegd b:.-'
thadr love far one anotherand for [resagorm, roge
to challenge him. The people rallied ta their
CaLGE, Dl with the nakp of Ephara gra UL
humans magic capabile of overthrowing thi
Archon Tyrant, defeated Agnomakhos and cast
oul lis leanin guard. After the fall of the
Archong, Kymaios and Tira founded the poleis
Melelis, established its FE"'._';.'J| code, and defended
It Tar decades

Afver the fall of Agnomakhos and thie ather
archons of Trax, humans and minotaurs Wi
a bloody war in the highlands: The poleks of
Akros and Skophos ware Borm fram thiat
bloodshed, inspired by the martial doctiines of
Irgas and Mogis rathor than the legal code of
Ephara, Eveniualty: tha years of war setthed nto
an UnREasy poaco Wbl the badlandds of Phobarss
a5 a Barrker sefarating the poleis from each
other

Melotis. Akros, and Skophos perpetuated thia
stark division betwean chvilization and naturs
that was inhorent in the archans rule Whiks
miast humans {and minotaurs) embraced that
division, the god Karametra tried fo.teach
peopie & new way of living in harmony with
PRt e, lEL‘IIﬂII"H'_.I o thie 1-:'.'|L.Il'5uﬂlr"|l='| ol Seressa
Thanks sgain fof reading guys | will be writindg
miofe lore next rmonth,
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Power Scaling
(cont)
By EndYourStreamTV

You also need to account for multipliers, mechanics that
scalewith axtra attacks, multi-target spells, o Sommon hl r“'l. 1___ l b
apiimization leops Anything that triggers “on every it et B
Swhndver you deal damage, oF "when you Sast a spell” can T

explode when a character gains Extra Attack, bonus-action
attacks, summmoned allies, or area effects. The fix is often
simpde: cap it at once per turn, onoe per round, or a imited
number of times per rest. That one line can save & campaign

Power sealing is also aboul seope. Some items are “vertical®
upgrades (mare damage, higher AC)L Others are “horzental”
Upgr adas (new aptions: movement, infarmation, problem-
solving). Honzontal power 15 usually safer, because aptions
create choices rather than flat supencotyprovided the aption
doesn't erase an-entire pillar-of play. A grappling hook that
works even inmagical winds is fun, A ring that auto-salves
every lock, lie, and language is not. When you design utility
Ak what parts of your Campaign yau want 1o remaln
challendging, and kep Those iIntact throug b miies; fisk, or
ImMpariect rnesults,

orie of thie bast tools for contralied scaling is the thered or
awakenling item. Instead of dropping a fully realized artifact
at level 4, give the party a dormant relic that grows. Early, it
affers flavor and a modest benefit. Later, it unlocks new
features afeer stony millestaones, Quasts, sacofichs, of
attunement trials. This approach presenas the fantasy of
pasadrtul items while matching the parmy's progression. |t also
creates built-in pacing: you decide when the nest “power
bump® is earned

Firally, Keep the spathght in mind, Anoterm that scales too
well doesn't just challenge monstersit challenges your table's
fun, if ome character's item becomes the default answer, other
plavers lose thelr moments Strang scaling should create
opportunities for the group. not replace theam

Powier sc .1||.-1-.:_| 15 thie art of making an item feal batter over
time without making the game worse. When you control
timing, fregquency. triggers, and growth, you get magic items
that remain thrilling at every level, and a campaign that stays

balanced, surprising, and alve




Coctruil Crean Luash

D Laiuly | larris

& Spread the remaining
contairer of Cool Whip cver
the tap, speinkle the toasted
coconul flakes owvier the Top,
cover, and refrigerate for at
feast & hours up ta
ocwernight before sening,

Tips

Besure the cream chesss i5
softened to ayoid lmps.
Leave at room Iemperature
for at least 2 hours

If using sheets of graham
cracker cookies, place them
in the food processar and
pulse an high until they are
firve cfurmkan

Use-an offset spatula for
even layers that spread to
the edges of thie pan

Lush desseris are perfect
maka-ahead dessarts! Thoy
are best when chilled
oviErmight. 5o plan 1o allowe
fiar the refrigeration tirme
To achewe cloan slices, run
a sharp knife under warm
water siice and wipe clean
after gach cut

Variations
= 'fou can sabstitute full-fa

Etorut ik and wihale
rulk i this coconut Sream
lush dessart, They both work
i,

« You can replace the Cool

Whip with homemade
whipped cream. Lsing an
electric mixer beat 3 cups of
higanvy craarm and 308 cup ol
peredtned sugar unbil i
forms stifl peaks. Use half of
this in the chsesec ks Lo
and the remalning half for
the topping

= Replace the graham cracker

coumbs with Golden Oreo
cookbes or vianllb walers

Fatreon.com/Sparkies. Mangdy

For Dunygoon
Masiors




By Haavok RPG

Some amazing art from our amazing friend

DisapPoid TMENT

——

“I had to get it out of my head”




Random Rants wMandur

Lets Talk Indiec Games!

So, for those who don't know, | have been making a TTRGP! This has been
something | have wanted to get going for years now. | hawe finally gotten to
the actual play testing and sowe get to take our first stepsinto this world
June Sth.

The system is getting a 3-session run, and after that the wonderful people
that are our Patreon members will vote if we keep the series going. As | have
often said no ONE person has the right to hurt what we have built and 1 am
not above that

Let's talk some more about this TTRPG, this
is not my first time writing for the channel.
| have actually been behind many of the
great arcs we have had in our cCampaigns.
This new system 15 set 1in a world without
magic; it will be dark a gritty. The dice
system isn't (oo hard to pick up and we
will have a group initiative style for the first
time on our channel. | hope you all enjoy
the new warld | taking you into. We will get
to build PCs with real lives and jobs. Playing
In:a dark city full of crimes and stories,

I arm so thankful for all the support | hawve
received in this project so far. When |
started at this, | had no idea it was going to
turn into an entire Game system. | just
wanted to play something a bit different.
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