	DR-IAYN



	Roars and Undead, Live · on 12/2/2006 7:27:12 AM
1939
The previously announced changes to roars and non-corporeal undead are now live. Non-corporeal undead should no longer be affected by fear/intimidation affects of roars.

Gamemaster Iayn
Barbarian Guru
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Cleric Liaison
	CLERIC CONTEST · on 12/2/2006 11:46:19 PM
1940

What type of things would YOU like to see come to the Cleric Shops? Do you have a great idea that you have been dying to tell someone about? We'd love to hear it!

Here are some possible categories you may consider, but are certainly not limited to:

- New Clothing Items
- Juggling Items
- Accessories for rituals
- Jewelry
- ETC

Our judges will select 10 winning entries which will be available for limited purchase from the Cleric Shop. Once the inventory is gone these items will not return. In addition, each winner will receive the item they designed for free.

Deadline: 11:59 PM EST on December 31, 2006

General Info:
- Please limit your participation to one entry per account, the character must be a minimum of 5th circle. Accounts may only win once.
- The contest is open to all DragonRealms Clerics.
- Entries should be e-mailed to DR-Lirrak@play.net. Put "Cleric Shop Contest" in the e-mail subject heading and include the name of the character and account submitting the entry in the body of the e-mail.
- There will be ten (10) winners in Prime. In addition, there will be one winner in Platinum and one winner in The Fallen.
- All entries become the property of Simutronics and may be used at any time with no compensation outside of the rules of this contest.
- If your item involves new mechanics of any kind, we make no promises to be able to have it made. If such a situation arises, an alternative prize -- at the GMs discretion -- will be arranged.

Any questions or comments regarding the contest should be directed to the Cleric, Responses to GM/Official Announcements forum.

Thank you and good luck!

GM Lirrak
Cleric Liaison
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Zadraes
	Update to Home Chairs · on 12/13/2006 4:45:27 AM
1941

Greetings, everyone.

Sometime Wednesday afternoon or evening, I'll be putting in an update to home chairs based on a request that came up recently. In the past, only the home owning character was able to pull out another chair for guests or to gather them up. This is changing.

If someone is trusted enough to be in your home in the first place, it should be a simple matter to pull up an available chair to sit in, and to help clean them up afterwards. This is the change.

Once the updates are live, ANY player in the home (not just the home owning character or others on the account) will be able to OPEN (make another if available) and CLOSE (gather them up if no one is seated on them) chairs.

This update is not live yet. I'll post again once they are, but wanted to give you all a heads up on it. :) They'll start in Plat, then move to Prime within a few hours up to a day later, and TF will follow after that provided no "catastrophic breaks" occur.

Questions, problems or comments should be directed to the Estate Holder's of Elanthia topic to ensure I see it in a timely manner.

These forums are a big scary place, don't ya know.

FGM Zadraes
Premium Liaison
ALAE GM (Platinum)
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Zadraes
	Re: Any ETA on bug fix? · on 12/13/2006 5:17:25 PM
1942

>Any chance there's an ETA on the fix for the bug where your horse shows up one room off of where you leave them, unable to follow or otherwise move (aside from kneeling on command) if you don't stable them when you log off and the local stableboy doesn't come get them?

This has also become known as the "stuck" horse issue.

No one keel over on me now, ya hear? I think this has been tracked down and has been fixed as of about 2 hours ago in Plat and Prime -- at least one cause of it anyways.

If it is fixed, I'll take credit for it, but I've not claimed the horse system nor do I have any plans to do anything else with it. I just happened to track this one down and got it taken care of.

Any horses that are still "stuck" out there will need to be fixed by a GM, but once fixed, they shouldn't be getting stuck any longer as a result of this bug. If you do find a case where they're still getting stuck, please post in the Mounts - Bugs topic in Abilities, Skills and Magic.

Updates are live in Platinum and Prime, and will be going to TF in a day or so provided that nothing "bad" happens.

FGM Zadraes
Premium Liaison
ALAE GM (Platinum)
NOT the Horse GM

	DR-ZADRAES
[image: image4.jpg]



Zadraes
	Re: Update to Home Chairs · on 12/14/2006 12:41:32 AM
1943

Plat's been quiet all evening, so this update is now live in Prime. Go forth and have parties at your friends' houses and pull up your own chair. Be polite, and help clean up afterwards, too.

TF will see the update in a day or so provided that nothing breaks.

FGM Zadraes
Premium Liaison
ALAE GM (Platinum)
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	Upcoming Change to Sorcery Spells · on 12/14/2006 11:26:46 AM
1944

Barring unforeseen problems, a change to how Sorcery and Necromancy spells work will be released to the game in a few days.

The use of Sorcery and Necromancy is going to become illegal. The function of the spells is not changing, but if you use them in town you will be accused of endangering the public after the spell is complete. When you are outside the reach of the justice system, such as a wilderness area, you will notice no change. You are still free to practice magic Man Was Not Meant To Wield in the privacy of your own blighted forest grove.

Please note that this change is not live, this post is simply heads up regarding an upcoming change. If you have any questions or comments, please direct them to the Magic Suggestions, Discussions, and Thoughts topic of the Abilities, Skills and Magic folder.

-Armifer
"...and we shall be able to see the heavens more clearly, the heavens which, though they still may be cruel, nonetheless will not deny to us their eternal beauties." -Giovanni Boccaccio
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Ironguts
	Guess What??? · on 12/14/2006 10:24:17 PM
1945

Never fear, Barbarian Liaison Niamah is here!

That's right! You didn't think we'd let Iayn get away with moving to development without finding a replacement for him?

GM Niamah been eagerly awaiting on the sides while we finished all the paperwork but she's ready to go! Congratulate and pounce her at will!

~Maece

The great state of Vermont will not apologize for its cheese!"

~Thank You for Smoking~
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1131 and counting!
	Emmiline's is now open! · on 12/16/2006 9:06:23 PM
1946

For those not in or near Crossing and may not have heard the gweth projection: The empath shop is now open in Willow Walk. No need to rush, it's not a temporary thing. Just thought you might want to know about it. :)

It's been open in Plat for over a week now, and will open in TF in the next day or two after I make sure things are working as intended.

Enjoy.

GM Reexa




Currently Reading: Ghost Hunter by Jayne Castle; The Reader by Bernhard Schlink
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GameMaster Nhia
	Thiefly Holiday Shopping time! · on 12/17/2006 11:35:32 AM
1947

Your favorite Master Wizard Tinkerer Extraordinaire has opened his shop! Hints on location:

- it's in a familiar spot
- it's in a bustling city
- it's hidden on a busy road in plain sight

Enjoy! The not-so-famous Gnome wants me to let you know he might be out and about on Tuesday. As always, it's a surprise!

~GameMaster Nhia
Elothean Champion Duo
Weddings Team

"I was married once in an online fantasy game. We were thinking of having children, but it would have severely drained my power crystals." -- The Simpsons, comic book guy
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	Sorcery Fought the Law and the Law Won · on 12/18/2006 1:10:55 PM
1948

Recent years have seen a distressing upswing in the use of Sorcery and other dark arts. Long thought to be a dead art, Sorcery carries with it a centuries old social stigma, as well as a volatile nature that threatens the health of the caster and hints at even greater chaos to come. Despite this, Sorcery has remained infuriatingly legal. Tales such as the trial of Erzebet Crowther not only affirm its status, but remind scholars that returning to Imperial law is its own dark path.

However, where this is a will, and a large group of socially conservative thinkers with time on their hands, there is a way.

A new trend among judges and guardsmen alike is sweeping through the provinces. While judges will not start hearing cases of suspected Sorcery, they have taken a much more liberal approach to related crimes. The use of an obvious Sorcery spell, with its inherent unstable matrix and unnatural mana mixture, is now interpreted as a menace to the public.

Whether this oblique attack on Sorcery will stop here, or feed more fuel into the movement to completely ban and destroy the dark arts, remains to be seen.



The previously mentioned change (http://www.play.net/forums/messages.asp?forum=20&category=4&topic=16&message=6948) has gone live. If you cast a Sorcery or Necromancy spell within the jurisdiction of the justice system, you will be accused of endangering the public.

This change is currently live on the Prime and Platinum versions of the game. It will go live in Fallen in a few days, assuming Sidhlot's minions don't destroy the servers in retribution. If you have any questions or comments, please direct them to the Magic Suggestions, Discussions, and Thoughts topic of the Abilities, Skills and Magic folder.

-Armifer
"...and we shall be able to see the heavens more clearly, the heavens which, though they still may be cruel, nonetheless will not deny to us their eternal beauties." -Giovanni Boccaccio
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Welcome to Smithing.
	Bug stomping · on 12/18/2006 7:16:06 PM
1949

A bug was brought to my attention where some interaction between glyphs of warding and the armor cache meant for a short while after death the game might ignore that you have armor on, including an arm worn shield. This has been fixed in Prime as of about 10 minutes ago and I'll be moving it into the other instances so long as nothing blows up in the next little bit it'll end up everywhere else as well. If you are worried that you might currently be affected just take off some piece of armor and put it back on, that will cause the system to update properly.

Additionally offhand weapon throwing should also be properly fixidated to use the lower skill and the same applies for it, I'll be moving this out to the other instances this evening so long as we don't crash.

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.
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	Glyph of Ward modification · on 12/18/2006 8:09:42 PM
1950

Hello Everyone,

As of now, a new version of of the Warding glyph is available in all instances. This version will allow a paladin to trace a ward on the Ward to refresh it. This will NOT refresh a ward traced on the deader, only the ward after a deader departs. Once a ward has less than 2 minutes remaining, it can be refreshed.

If you have the warding glyph, you can use this feature. Good luck, enjoy and please let us know if you run into any problems.

GM Nehros

OK, we have a piece of paper, a paper clip and a straw. Let's build a tank!
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Alpha Female
	Tis The Season! · on 12/19/2006 9:06:06 PM
1951

The sound of tents being raised, and pegs pounded into the ground reverberates across familiar terrain.

Happy trails!

(For newer Rakash, outside Crossing's West Gate, in the area past the brook is an ancient tower, check it out!)

GM Anji
Rakash Race Champ
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You want me to build what?!?!!
	Trigomas Residence Opens in Therenborough! · on 12/22/2006 1:17:39 AM
1952

Looking for somewhere new to explore while in Theren? Take a walk down Escutcheon Boulevard and look for the gate across from the statue of Noble Verek where you'll find the Trigomas Residence! The area is open to all and was built in response to a poll I took awhile back asking the locals what they'd like to see. This particular gate to nowhere kept turning up in their answers so enjoy and happy adventuring!

GM Alvy
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Cleric Liaison
	Cleric Titles · on 12/22/2006 10:14:35 AM
1953

As you stroll down Truffenyi Place you glance to your right and see a Swamp Shaman speaking to a Temple Sentinel.

You continue your way into the guildhall where you notice a Soul Mutator speaking to a Inquisitor. Its then you realize the guild must have finally approved new titles.

GM Lirrak
Cleric Liaison

(This is a rather nice release, Thanks to GM Obseden, of new titles which will first appear in Plat and will soon be brought into Prime and the Fallen. I'm not going to reveal the total number of titles as a few are waiting on a key component. However it is a nice release that I will leave to you to figure out. Ok, maybe a hint here and there, maybe...)
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Firulf, guide my hand.
	Turning Up the Heat · on 12/23/2006 11:29:45 PM
1954

With the holidays once again upon us, what could be more wonderful than resting after a long day of hunting (or shopping) in front of a warming fire?

Well, one thing that comes to mind is a new fire spell.

In a little while I'll be releasing the Mark of Arhat spell in Platinum for preview. Since this is a type of spell that hasn't been seen before, we'll be keeping a close eye on it to make sure that the damage, pulse rate, etc. are set appropriately, making tweaks as needed. To cast it you'll need to know the Dragon's Breath spell and be at least circle 40.

If the spell works as intended and nothing breaks, we'll be releasing it on Premium preview in all instances within a week or so.

- GM Wythor

The plain and simple truth is that the truth is rarely plain and never simple.
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	Aura Sight Update · on 12/25/2006 12:00:05 AM
1955

From the desk of Guildleader Kssarh T'Kinnirii,

Lunar magic is a living discipline and our body of knowledge grows every year, despite necessity forcing the brightest minds in the guild to clean up after our students like a bunch of Meraud forsaken swineherds. I'm certain that if teaching responsibilities were reduced further we could make even greater strides in the Lunar art (please see my previous proposal re: closing membership of the guild).

While experimental research has produced a steady and incalculable benefit -- such as last year's formulation of the Naming Ritual which now lets dozens of students with too much time on their hands meddle in planes beyond the grasp of their pathetic minds -- we often hear the most about archaeological work. It is indisputable that previous ages saw the rise and fall of Lunar mages with incredible skill, and that we have learned much from the discovery of artifacts and ancient grimoires. However, it has reached a point where many within the research community propose that honest experimental work should be ignored in favor of increased manpower in Su Helmas and other digs.

What a preposterous notion! If one of my students suggested something so ludicrously stupid I'd make sure he'd need an Empath before he could see Yavash on a cloudless night again! Ancient magic can provide us with insights into the laws of Lunar magic which we had not previously discovered, but valuing ancient magic simply for its antiquity is pointless. Just as often as these venerable spells have taught us new things, new techniques have been invented by laborious experimentation that outdate what we find.

Further, we must question the ultimate value of any spells and artifacts we recover from these ancient sources. Need I remind anyone that the prehistoric practitioners of Lunar magic are likely prehistoric for a good reason? Fantasize about ancient mastery and the lords of Lunar magic if you must, but their magic obviously failed them, and it can fail us as well.

 Bourrugar Steadfoot's "Aura Sight" spell has a more recent history, but is the focus of the same thinking. For countless years Aura Sight has been taught and used by rote, simply because it was invented by Steadfoot and may the gods strike down anyone who has the guts to point out Steadfoot was a barbarian with a burin compared to our recent work in threaded sigils and multi-layered matrices. Aura Sight is held up on a pillar because some dead Halfling wrote it and everyone's too busy poking at rocks to critically assess his work with modern technique.

To underline the value of experimental spellcraft, you will find attached below a number of modifications that can be made to Steadfoot's original pattern. With changes so simple that both our students and five breeds of dog can grasp them, the definition of the spell can be enhanced tremendously. There is effectively no loss of vision using the refined pattern, which is far more than I can say for what the rest of you are using now.

Teach it to the greedy ingrates if you want, or put a statue up in my honor, or whatever it is you do when your damned archaeologists find something. Just stop sending those new researchers to that blasted hole in the desert and give them workshops in Throne City where they can do real work.

-Kssarh T'Kinnirii



The previously mentioned changes to the Aura Sight spell is now live in the Prime and Platinum versions of the game. This update to the spell changes three things.

1) The spell will no longer penalize its user's Perception skill.
2) The spell can now be cast on others. It will grant non-Moon Mages a Power Perception boost, while Moon Mages will be given the full effect.
3) The messaging has been rewritten from the ground up.

Merry Christmas.

-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
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H.
	Fishing EXP Updated · on 12/27/2006 3:24:40 AM
1956

Greetings,

The foraging experience gained from fishing has been greatly increased. Also, fishing will now teach Animal Lore.

/salute

-Ssra

"Not everything that counts can be counted, and not everything that can be counted counts." -Albert Einstein
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H.
	Re: Hibarnhvidar doesn't show up in Vault books. · on 12/31/2006 5:40:56 AM
1957

Added Hibarnhvidar to Premium vault books.

-Ssra

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

	DR-JAEDREN

The Lone Hordesman
	Gweriala for the New Year · on 12/31/2006 6:54:24 PM
1958

Heya folks!

As of half an hour ago, the merchant that sold Gweriala (or Moonwishes) opened up with four portals across the land. One in front of the Crossing Moon Mage guild, one in Throne City, one on Taisgath, and one in Shard.

The parchments located within will allow you to place a coin inside and then WHISPER GWERIALA <NAME> to let it know whom you'd like the 'Well Wish' to go to. Once that's complete, you simply throw them in the nearest Xibar moonbeam to send them on their way.

Each color of parchment represents a different 'emotion' that you'll send. (And I'll look to have the sign telling which parchment does what back up hopefully tonight.)

This will only last until Jan 5th, and then they'll all disappear. So only buy what you plan to use!

GM Jaedren
Province 1 Lead
Events Team
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GameMaster Nhia
	Re: Gweriala for the New Year · on 12/31/2006 10:49:53 PM
1959

Hey folks! Unfortunately, this merchant had to close early -- it may or may not be open again before the January 5th cutoff for the items to work. This is due to some unexpected issues with a very old merchant. Our apologies for any inconvenience. :)

~GameMaster Nhia
Elothean Champion Duo
Weddings Team

"I was married once in an online fantasy game. We were thinking of having children, but it would have severely drained my power crystals." -- The Simpsons, comic book guy


