	DR-SSRA


H.
	Those who flee, live to pillage and plunder another day ... · on 1/1/2007 3:33:45 PM
1960
The FLEE verb is now live in Plat.

The flee verb will allow a player to disengage and clear themselves from combat by exiting through an obvious path, portal, or direction. In some cases, where a path is not obvious or the room has special contests to see if you can leave (swimming for example) you will not leave the room but it will clear you from engagement to afford you the chance to exit as you normally would.

The ability contests and teaches escaping vs. attacker weapon skill. Success is automatic unless you find yourself incapacitated in anyway during the attempt to flee. Your escaping skill works to reduce the timer on flee thus increasing your odds of success. Therefore, any ability that bonuses escaping skill or adds a positive engagement modifier to your character will enhance your ability to flee.

Barbarians and Paladins will take a somewhat trivial hit to inner fire or soul if they flee.

Thieves who have sufficient escaping skill may find they have a special ability they can utilize.

Also, there are a number of silly messages for role-play purposes.

Questions, comments, bugs, rants, and raves should be directed to the Combat - Weapons and Armor -> Tactics folder.

Thank you.

-Ssra

"Not everything that counts can be counted, and not everything that can be counted counts." -Albert Einstein

	DR-SSRA
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H.
	Fishing - Prefab Fishing Poles · on 1/1/2007 8:27:56 PM
1961
Put a ten-minute timer on getting the prefab fishing poles to cut down on scroll and excess items in the game.

So don't throw them away unless you're done fishing.

Thanks.

-Ssra

"Not everything that counts can be counted, and not everything that can be counted counts." -Albert Einstein

	DR-SSRA
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H.
	Re: Those who flee, live to pillage and plunder another day ... · on 1/1/2007 8:32:41 PM
1962
Flee is now live in Prime.

-Ssra

"Not everything that counts can be counted, and not everything that can be counted counts." -Albert Einstein

	DR-SSRA
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H.
	Flee Update #1 · on 1/1/2007 10:05:43 PM
1963
First round of tweaking focuses on lower level characters and those who have high escaping skill compared to what they're hunting.

1. Increased the soft cap. Creatures with less attack skill than your escape skill will teach a bit higher now.

2. Factored into the equation the creature's agility. This will work to bump up their difficulty rating.

3. Modified the EXP timer.

/salute

-Ssra

"Not everything that counts can be counted, and not everything that can be counted counts." -Albert Einstein

	DR-SSRA
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H.
	Flee Update #2 · on 1/2/2007 12:38:46 AM
1964
Increased the minimum escaping reward per creature if you're not into the soft cap. This means those with low escaping, in comparison to what they're fleeing from, should learn a bit better.

It's still much more efficient to flee from a creature that's within your escaping skill range.

Further updates to the ability will be posted in the Combat -> Tactics folder.

-Ssra

"Not everything that counts can be counted, and not everything that can be counted counts." -Albert Einstein

	DR-SSRA
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H.
	Reading Is Fundamental - Scholarship Update · on 1/4/2007 4:28:40 PM
1965
Greetings,

We have updated the library system to grant you more scholarship for reading books.

 1) To receive enhanced experience you must read the book for at least one minute.

 2) On average, you want to read a book about four minutes to receive the maximum reward: it varies anywhere from 2.5 to 10 minutes.

 3) A book will not teach at a static rate. This encourages people to read any book they like rather than the same old book over and over. So if one book happens to teach poorly one time the very same book may teach much better the next attempt.

 4) There is an EXP timer on EACH book. It's about 5 minutes. So don't read the same book back to back if it's for training purposes.

 5) Have fun reading and learning more about the history and lore of the game. Many GMs have invested many hours, hard work, and a lot of thought into the books. Please be mindful of that.

/salute

-Ssra

"Not everything that counts can be counted, and not everything that can be counted counts." -Albert Einstein

	DR-SSRA
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H.
	Aesrela Everild - Update · on 1/7/2007 10:58:41 PM
1966
Greetings,

First the bullets and then some explanation:

 - Converted from SvA to TM
 - Removed the outdoors only restriction
 - Removed spirit health modifier to damage
 - Modified how the number of bolts are generated
 - Modified difficulty to be inline with tier 3 spell

When we modified the SvA mechanics to no longer utilize TM (only in The Fallen currently) that necessitated the need to update a number of spells - AE being one of them. Given Clerics already have a strong foundation in target magic we decided the best course of action would be to remove the SVA aspect and covert the spell to TM. While cleaning up the script we made a number of modifications that we hope will make the spell more useful including removal of the "must be outdoors restriction" and the damage component of the spell is no longer linked to your spirit health. The spell continues to drain spirit and we'll review this again when the update to Vigil goes live.

The change to the way the bolts are generated means a minimum prep will be slightly more effective but it will take a bit more power to increase the number of bolts up to the mana cap.

The spell is now on preview for all Clerics and we'll monitor and make changes as deemed necessary. Questions, comments, rants, and raves should be directed to the Cleric -> Current Cleric Magic folder.

Thank you.

-Ssra

"Not everything that counts can be counted, and not everything that can be counted counts." -Albert Einstein

	DR-SSRA
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H.
	Barrier Spells · on 1/8/2007 6:56:26 PM
1967
Modified the code that checks barrier spells against incoming spells.

This should resolve an issue where players have noticed some barrier spells not triggering when many spell effects are active.

Comments, etc. should be directed to the Abilities, Skills and Magic -> General Magic Feedback folder.

Thanks.

-Ssra

"Not everything that counts can be counted, and not everything that can be counted counts." -Albert Einstein

	DR-OBSEDEN
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Empath Dev
	Nissa's Binding Fix · on 1/9/2007 9:15:31 PM
1968
One of the Empaths in Prime found an interesting, mostly unintended side effect of NB this morning.

After casting NB 19 times in a row on a particular victim, the Empath had a seemingly infinite Heart Link up with that person.

We fixed that specific problem, then I put a fix in for this issue. Infinite Heart Links from NB should no longer be possible.

This fix is currently in Prime and Plat and will go to TF in a few days.

-GM Obseden
"To everything there is a season, and a time to every purpose under heaven."
"Anything's possible. Especially since I'm rewriting the system."

	DR-ARMIFER
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	Global Preview: Revelation 3.0 · on 1/12/2007 3:10:57 PM
1969
An entirely new version of the Revelation spell has been released into the Prime and Platinum versions of the game. Given the scope of these changes, the spell has also been put on a global preview for the next few days. Clerics who do not already know the Revelation spell will be able to cast it freely for the duration of this preview.

OVERVIEW:
The mechanics behind Revelation have been entirely gutted and rewritten. Instead of using its own, unique contest, Revelation now calls to the core stealth system for most of its functions. This means Revelation now looks at a much more complex array of modifiers on both the hider's and the caster's sides, and uses a more consistent formula to determine success and failure.

WHAT HAS NOT CHANGED:
The "spirit" of the primary spell contest has not changed. You contest a mixture of your magic skills (not your Perception) against the hider's stealth skills to get one of three results:

Complete Success: You see the identity of the target.
 Partial Failure: You see the colored aura of the target.
Complete Failure: You see nothing.

The magical portals that are "keyed" to the Revelation spell will continue to function as they always have.

Your ability to cast Vigil at people you have recently seen through Revelation remains unchanged.

WHAT HAS CHANGED, THE MAJOR TWO:
Revelation will now work on hidden and invisible creatures as well as PCs.

Revelation can grant you the ability to POINT. If you gain complete success on the primary contest, a secondary contest will take place pitting your Perception skill against the target's stealth skills, somewhat like a normal SEARCH. If you succeed in the second contest, you gain the POINT ability on that target.

This secondary contest takes no additional time and effort on the part of the caster, it happens automatically when a complete success is scored with the spell.

OTHER CHANGES:
Revelation now grants a modest Perception skill boost for the duration of the spell. This bonus is not as powerful as a dedicated skill-boosting spell, but it can be noticeable.

The RT for casting the spell now occurs immediately when you CAST it, not after a day.

Some messaging has been changed. Most notably, the spell description has been rewritten.

Target exclusion has been changed. Instead of never having another chance to see the target, you will be given another shot at seeing him after some time has passed. This delay is primarily meant to control the spam the caster receives in high-traffic areas.

Invisible targets are now harder to see. Previously Revelation was cutting through invisibility without a thought, now invisible characters will be granted a normal contest against the spell.

CLOSING NOTES:
I want to give special thanks to GM Zeyurn, whose help was instrumental in finding a way to elegantly and fairly merge the Revelation spell into the stealth system.

Assuming this release does not reveal any critical bugs, it will go live in Fallen in a few days.

-Armifer
"What covers all the world?"
"Darkness."
"What keeps a thing from discovering itself?"
"That is also darkness."
-Yudhishthira tested by Dharma, in the Mahabharata

	DR-ZEYURN
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The DoomMaster
	Titles! · on 1/13/2007 3:42:59 PM
1970
Those who find themselves interested in the more criminal elements of society might want to check and see if there's any new titles they may be eligible for. My shadowy contacts report there's a large batch of ways for you to express yourselves, including several you may have to work hard to figure out.

Also, certain members of a nameless guild may find that they have a few extra as well.

(This is live in Prime and Plat, and will be in TF in a few days if nothing breaks)

-Z

	DR-DARTENIAN
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Polly's Perch
	A (Less) Shocking Experience · on 1/14/2007 4:58:14 PM
1971
Heyo!

Some major issues with the way electric spells react to water have been addressed and are now live in Prime and Platinum. The changes will follow to TF assuming nothing goes horribly wrong.

The basic problem was that the zap mechanics that occurred when electric spells were used in water were still based on the old magic system. As a result, any shock damage done by the water was all but guaranteed to be fatal. Even Gar Zeng, which was intended to do only minor shock damage in water, was almost always doing enough damage to insta-kill in deeper water. Or to put it more bluntly, the zap mechs were doing approximately 100 times more damage than originally intended in most cases. Ouch!

As of now, the damage from being zapped in water has been significantly reduced, and is now closer to what was always intended. Make no mistake about it, electric spells cast in water can still be devastating, but drastically less than they did prior to this change.

To summarize -- the collateral damage from casting electric spells in water has been drastically reduced. The base damage of the spells themselves has not been changed in the slightest. The amount of zap damage and the conditions that cause it to occur can vary from spell to spell.

- GM Dartenian

"You ain't seen nothin' yet!" - Al Jolson

LiveJournal: http://www.livejournal.com/users/dartenian/

	DR-MERIEL
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	Development Meeting Scheduled · on 1/17/2007 3:56:46 PM
1972
Right, then... I'll be holding a development meeting on Sunday, 1/21/07 at 4:00 p.m., on M'Riss in the tent on the island side of the ferry near the Gor'Tog guard.

The point of this meeting is that it's been a good while since I've given any serious work on island infrastructure, so I want your input on the most critical things the island needs in the areas of skills, hunting levels and shops.

Agenda --

1) As a fair head's up, the very top thing on tap for the island is a redo of the Dunes of Despair. The issues addressed in the Dunes will be 1) getting rid of the flex hunting, 2) installing another creature that is consistent with the environment to replace the flexed creatures, 3) have review the box difficulty for mihman vs. difficulty and treasure reviewed, and 4) possibly remapping so that the dunes are no longer a maze. While the change in critters to non-flex is not something that players will have input on, I am interested in what desert creatures you would like to see there; or if you have an idea for a new one, I'll listen to that, too. Also, comments as to whether I remove the maze attributes or leave the place alone are welcome.

2) I want to make certain that what I perceive as top needs indeed still are top needs. My take is that we've got plenty of climbing and swimming. We need more hunting in the mid- and high-end. For shops, that we need our herb shop and a general store to open, and that the riste shop is desirable along with any other shop that caters to the ability of Rissans to roleplay Rissans (but those after necessity shops). So, please be thinking about our gaps there and what is needed.

3) I'm also interested in what roleplay you're interested in, if you want more social-type events. When I say "social event" I'm talking about non-invasion opportunities to play together like arm wrestling contests, song gatherings, trivia games, holiday celebrations, and player-proposed events that can be done with minimal GM support.

I'm looking forward to seeing folks on Sunday.

Meriel

	DR-ARMIFER
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	Harm Evil Messaging Fix · on 1/19/2007 8:14:27 PM
1973
A bug in the messaging logic for the Harm Evil spell has been fixed. The spell was set up to use "alignment" based messaging nearly five years ago, but an error in how this was handled made it always default to the Neutral Aspect messaging.

If your character gets favors from a Positive Aspect or Negative Aspect, you should notice some changes in the spell's messaging. Characters that worship a Neutral Aspect will notice no change.

-Armifer
"What covers all the world?"
"Darkness."
"What keeps a thing from discovering itself?"
"That is also darkness."
-Yudhishthira tested by Dharma, in the Mahabharata

	DR-SSRA
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H.
	Creature AI Update - Stealth · on 1/22/2007 1:37:01 AM
1974
Hello,

Implemented some new creature AI that will grant all creatures the ability to hide, sneak, and ambush.

The chance, for now, is relatively small and is only live in The Fallen while we monitor various creatures and make necessary modifications.

-Ssra

"Not everything that counts can be counted, and not everything that can be counted counts." -Albert Einstein

	DR-OBSEDEN
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Empath Dev
	Updates to Pretend Titles · on 1/23/2007 9:37:25 AM
1975
Hello all,

This was a mostly behind the scenes release, but I have changed how Th...uh...how a certain guild's "pretend" titles are stored. This resulted in at least one person having difficulties with others seeing their true title when not intended. This has been rectified, I think. If anyone notices anything.....odd....please let me know by posting or sending me an email (I asked for it, didn't I?).

Also, those of a shadier persuasion should notice a few more titles in their guild and the Criminal category.

Both the system update and these new titles are in Prime and Plat and will go into TF later this week, assuming nothing blows up.

-GM Obseden
"To everything there is a season, and a time to every purpose under heaven."
"Anything's possible. Especially since I'm rewriting the system."

	DR-DARTENIAN
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Polly's Perch
	Flea Trap Update · on 1/23/2007 11:58:41 AM
1976
Heyo!

The flea trap mechanics have been updated to resolve a longstanding design issue and a known bug.

(1) Fleas should now properly disperse upon the death of their victim and not return after a depart or resurrection to immediately kill them again.

(2) The roundtimes given by the fleas have been modified. Previously it was possible under rare circumstances to get roundtimes that continued to build up faster than they would wear down, resulting in essentially ever-escalating roundtime. The overall possible roundtime for any given cycle is now lower, as is the average roundtime.

Note that it is still possible to get roundtimes that almost keep you pinned down for a full cycle. This should be very rare, but it is possible in an absolute worst-case scenario. In addition, while the average roundtimes have dropped and are now more consistent with messaging (no more 10 sec roundtimes for just seeing a flea jump off you), those that cause damage are also going to carry the most roundtime, so the trap can still be dangerous.

- GM Dartenian

"You ain't seen nothin' yet!" - Al Jolson

LiveJournal: http://www.livejournal.com/users/dartenian/

	DR-ARMIFER
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	Sever Thread Spell · on 1/24/2007 10:35:40 PM
1977
The Teleologic Sorcery spell Sever Thread spell has been released in all three instances of the game. You will now begin to find scrolls with the spell on it in the treasure system.

Happy hunting.

-Armifer
"What covers all the world?"
"Darkness."
"What keeps a thing from discovering itself?"
"That is also darkness."
-Yudhishthira tested by Dharma, in the Mahabharata

	DR-OOLAN
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Welcome to Smithing.
	Armor status update · on 1/25/2007 5:16:07 PM
1978
Okay, the promised update on the new armors. I'm nearing the home stretch on all of the code updates that are needed. I've completely rewritten how the system determines hindrance in general in because that was the only real method for fixing some of the longer standing issues and to be honest it needed it badly anyways. I fully expect to have everything in QC before the month is out, but then we still have to go through the full process and probably also wait on shops getting the new items and all that, though we may slip items out in advance depending on how long the delay looks to be.

Now, what is changing?

First the "categories" of armor. As you all know you could mix and match heavy and light plate without any multi-hindrance penalties. That won't change nor will it change for chain, what is changing is that cloth will now be grouped with leather and bone will be its own category. Additionally I have changed how multi-armor hindrance is handled since there is now a 4th category. First off, the penalty for mixing two categories has gone down. Additionally I have modified the Paladin bonus. Now it is more staggered. Essentially, at 20th circle a paladin gets to ignore 1 category in the calcs, at 30th 2 and at 50th ignore 3. This means that if you have armor on from all 4 categories at 3oth you'll only get the penalty for 2 and at 50th there will be no penalty since it will ignore 3 of them and assume you are only wearing 1 type. clear as mud? Good.

I feel I should also step in here and explain what "bone" armor is. Basically, bone is a catchall for non-metal armors that aren't leather or cloth. The initial version you'll see is bone or reeds strung together ala feudal Japan or Native Americans. But giant creature carapaces, shells and the like are also possible and would fall under this category in time. cloth on the other hand is thickly padded cloth. Think more along the lines of ski jackets rather than t-shirts.

I'm sure you'd like to know our view on the new categories, so here goes: Cloth is generally good at protecting from cold and impact and to a degree electricity. Bone is best suited against fire, electricity and slice.

Along with the hindrance change I'm also going to be changing how experience is divided out. Basically as right now experience is divided based on the relative hindrances of your items provided that you are mixing armors. Basically what this means is if you are getting X bits of experience and half your hindrance is from Heavy plate, a quarter from leather and a quarter from light chain, then your Heavy Plate skill will get half the incoming experience bits, leather and light chain will split the rest. That is going to change to being percentages based on body part coverage. Each body part will have a percentage attached to it (and no we aren't going to give out specifics) and if leather covers 75% of your body leather will get 75% of the incoming experience regardless of how hindering it is compared to the rest of your gear. If you put plastic armor on your tail and tail slot is 10% then plastic will always get 10% of the incoming experience bits.

Now, while I won't go into specific numbers I will share that the chest/back/abdomen location is the most covering, legs are next in line. Beyond that you'll have to test on your own what teaches you best at your relative skills and armor preferences, but the percentages will always remain static so it shouldn't be too hard to work out.

Additionally I've been working on finishing up the brawling weapons. Now as you should already know wearing armor can add damage to certain brawling attacks such as punches. The brawling weapons are brass knuckles, wearable spikes and footwrappings for kicking. These will supercede armor, so if you have brass knuckles on you'll get the bonus for that rather than whatever armor you are wearing. However I will warn you that the appraisals will look a bit different.

Some spiked knuckles are a brawling type weapon.

You are certain that it could do:
 no puncture damage increase
 some slice damage
 fair impact damage increase

I'll point out that you'll see that it potentially does two types of damage. Straight and increase. Straight damage means in this case it just adds slice damage directly to the attack. However when it speaks of a damage increase it is adding a percentage of the base attack back on and the messaging should give you an idea of how much compared to other weapons, but please don't expect us to elaborate further on the bonuses they give.

The brawling weapons are NOT normal weapons, they cannot be used in normal attacks or for throwing, they are only functional when worn and then only bonus the proper brawling attacks. As far as completion goes, they are in the same general boat as the new armors, waiting on me to finish up the last coding projects associated with them and get them into QC.

GM Oolan Jeel

"This island is made mainly of coal and surrounded by fish. Only an organizing genius could produce a shortage of coal and fish at the same time." Aneurin Bevan, May 1945, on World War II rationing and shortages in England.

	DR-OBSEDEN
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Empath Dev
	Pretend Title Reversion · on 1/25/2007 5:38:10 PM
1979
Hello all,

I just rolled back the pretend title changes that were recently put into Prime and Plat. Until I can resolve some of the other mechanics issues, I can't make my life easier yet :)

If you are having problems with your pretend title, please re-choose your title. If you are still having problems, please assist and we'll get you squared away.

-GM Obseden
"To everything there is a season, and a time to every purpose under heaven."
"Anything's possible. Especially since I'm rewriting the system."

	DR-VAELDRIIL
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Bardic Messenger
	Silver Shadows · on 1/27/2007 4:04:22 PM
1980
The shop "Silver Shadows" is now open in the seacaves in prime and plat. It will remain open through the evening on Monday (will close it about midnightish).

Enjoy!

-V.

"Reject me not, sweet sounds! oh, let me live,
Till doom espy my towers and scatter them.
A city spell-bound under the aging sun,
Music my rampart, and my only one."
-Edna St. Vincent-Millay

	DR-ZEYURN
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The DoomMaster
	STEAL and MARK rewrites! · on 1/28/2007 10:25:14 AM
1981
It's finally here! There's a plethora of major changes, for the moment I'm going to let you all mostly figure them out for yourselves and give me your opinions on them.

All the stealing types (Shoplifting, NPC, PvP) have been completely redone with all new formulae and structure. Although many of the changes may be invisible to you, especially if you haven't stolen much before, feedback on all portions of it is most welcome from all guilds.

Any guild should be able to shoplift from 1-2 ranks of stealing, now, if they find the right items. It's not guaranteed but the entry bar is much lower.

The timer on shops is 60 minutes, but in the last minutes of the timer the penalty will decrement based on how much time you have left. Exp in shops is not granted all at once, but instead over time. Stealing multiple items (whether from t he same shop or elsewhere) will add more to this secondary pool, so you can store up a great deal of experience if you like.

The Mark changes for Thieves are mostly self-explanatory if you type MARK HELP.

Feedback on both issues is greatly appreciated, we are very closely monitoring the timers and the exp.

FAQ section:
 Q: Is it true we can steal coins or gems from somebody now?
 A: Yes, if you have skill, you may steal (target) [coins|gems]. The qualifier is optional.

 Q: Is it intended that I cannot steal from somebody with very little money?
 A: Yes, however you can still steal from them using "steal (target) gems" assuming you have enough skill to do so in the first place.

 Q: Am I supposed to be getting an approach timer?
 A: Yes, the powers that be decided we needed approach timers back. Survival prime guilds, particularly Thieves, can train this down to negligible levels.

 Q: Is armor supposed to be hindering me? I thought only head/hand armor did?
 A: Armor always hindered you, it just didn't message before. Really, do you want to steal in full plate body armor?

-Z

	SIMU-SOLOMON
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Welcome to the DR Forums!
	Lots of people are asking... · on 1/30/2007 4:07:59 PM
1982
So lemme 'splain...

We are in an interesting position this year. Probably even moreso than last year.

As pretty much everyone knows (we know you know because people keep reminding us), we took last year off from doing a Con because everything in the office was so hectic and crazy because of all the work on Hero's Journey. The idea was that we'd take time off and by this year, we'd all be in grand shape to have a Con and, most likely, have HJ out the door and the Con would be insanely huge.

Then, something weird happened. As we talked to more publishers about HJ, they kept asking what engine we were using. When we told them which engines we looked at, tried, and ultimately passed over, choosing to make our own, they wanted to see it. Then the really weird thing happened because then they started wanting to buy it. So on a whim, we went to the Game Developers Conference and showed off Hero Engine and then the floodgates opened. Since last year's GDC, we've had at least one (and as many as 4) companies here at the Simutronics Compound each month and/or had an Away Team flying out to another company's offices to give demos. Many of you also know we signed our first licensing deal with BioWare, who will be using Hero Engine on their upcoming game, but we have also got several other deals already in various stages of completion which you'll find out about soon.

So now we're in a quandary, because NOW we're not only working on HJ and swamped, but now we're working on HE and even more swamped. HOWEVER...

We still want to do a Con because, frankly, we missed you guys last summer. :(

There are a lot of unknowns still. We don't know how big its going to be, mostly because we don't know how many of you are going to come. Part One of figuring that out starts now, since I'm putting up a poll that will ask you to choose between some potential Con dates and we'll go from there. Our Planning Committee is going to be a lot smaller this year (like...just me, for right now) so I'll be asking for and relying on GMs and some of you guys to help out in certain areas, but for now, let's start by figuring out when we're gonna do this thing!

The poll is up so everyone, please take a moment to answer it, even if you aren't going to make it!

Solomon




What's going on?
http://www.livejournal.com/~drbubba

	SIMU-SOLOMON
[image: image23.png]



Welcome to the DR Forums!
	Small Problem With Stealing · on 1/30/2007 4:49:52 PM
1983
We temporarily turned off the STEAL verb while we fix a potentially nasty problem.

Sorry for the trouble.

Solomon




What's going on?
http://www.livejournal.com/~drbubba

	SIMU-SOLOMON
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Welcome to the DR Forums!
	Re: Small Problem With Stealing - Fixed · on 1/30/2007 6:06:25 PM
1984
STEAL is back on. :)

Thanks for your patience!

Solomon




What's going on?
http://www.livejournal.com/~drbubba

	DR-VAELDRIIL
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Bardic Messenger
	Bard guild meeting! · on 1/30/2007 6:47:04 PM
1985
Heyo y'all!

Time for a Bard guild meeting! We have the amphitheater reserved for Friday, February 9th, at 9 pm eastern.

We will open the amphitheater portals for the meeting.

Hope to see y'all there!

-V.

"Reject me not, sweet sounds! oh, let me live,
Till doom espy my towers and scatter them.
A city spell-bound under the aging sun,
Music my rampart, and my only one."
-Edna St. Vincent-Millay

	DR-VAELDRIIL
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Bardic Messenger
	Follow-up guild meeting · on 1/30/2007 10:50:09 PM
1986

Heyo Bardies!

Okay, so Dart and I forgot all about VegasCon. Sorry! We discussed things, and what he said he'd like to do is have another meeting one week later (that'd be the 16th; Dart'll post instructions soonish).

So, VegasConGoers, fear not! We hear, and it is noted. :)

Edited to add: Note, this means we're adding a second meeting for those who can't make the one on the 9th, not rescheduling it.

-V.

"Reject me not, sweet sounds! oh, let me live,
Till doom espy my towers and scatter them.
A city spell-bound under the aging sun,
Music my rampart, and my only one."
-Edna St. Vincent-Millay

	DR-ZEYURN
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The DoomMaster
	Expansion of Trader stealing-sense · on 1/30/2007 11:09:53 PM
1987

If you're savvy at trading, you might notice your head for finance kicking in a little more than it used to!

-Oddly, your pouch seems suddenly heavier for a moment. Knowing the lands as you do, you doubt it was a donation.
Your keen trader's money sense lets you instinctively know you lost a platinum, and a copper.-

Happy trading!

-Z

	DR-SSRA
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H.
	Promotion · on 1/31/2007 9:29:19 AM
1988

I'm very pleased to announce the promotion of GM Dartenian to Assistant Senior Gamemaster (ASGM). Dartenian will report to me and will assist in the day to day management of all game systems. His focus will continue to be the Magic System and in addition Lore Systems. As you know he also does a fair amount of work on the Bard Guild.

I'd like to thank Dartenian for his service to the staff and to the community. We have all benefited from and reaped the fruits of his labor. His presence has certainly been a boon to me.

I'm really excited about the updates and changes he and I have slated for 2007. Please join me in congratulating Dartenian.

-Ssra

"Not everything that counts can be counted, and not everything that can be counted counts." -Albert Einstein

	DR-PAKLIN
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Hand me another...
	Another Promotion · on 1/31/2007 11:10:30 AM
1989

Hey there,

It's my pleasure to announce our other new Assistant Senior Game Master. Please congratulate Nehros to his new position. He will still be overlooking the Paladins with this new position, so don't worry. In addition to these duties, he is 'da man' in charge of alot of out behind-the-scenes work; Teaching classes, mentoring, the QC program, etc.

Congrats, Nehros!

Cheers,

BrewMaster Paklin


