
























































































































































































































































































































































































































































































































































































































































































































































































































































































































































pOiiSes$es very drirtontc fiir 
material good$ nntl the bxus 
dragon love of conwrsation. Sebuate 
requlresaringle gift worth no less than 
Jo,ooo gp uumerous smaller 
gills tot'aling the same 311lount), but 
she i!: willinB to rctduce the minimum 
value of the gill by 1,ooo gp for each 
month lhe summoner agrees to sta}' in 
her mesa-top palace conversing with 
htr (this can be done after Selauafe:s 
scrv·icc cmdS). 

SYRANU'3 
NG malesolarranger s 
Although he often roams the planes 
while on the hunt, Syranus calls 
the Twin .Paradises of Bytopia his 
home. Dedicated, above ali, to the 
eradication of undead attd those 
who subvert nature, Syranus often 
goes on extended quests to root out 
and destroy some undead menace. 
Not surprisingly, the solar js greatly 
concerned with the impending Age 
of Worms, and if presented with the 
opportunity to act against that threat 
he takes it without question. 

ln battle, Syranus prefers use his 
+J undead bane composite lonJJbow with 
it slnyinB arrows for as long as possible 
before closing in to use his +s speed 
1m dead bane.greatsword to finishofffoes. 
Due to his level s in ranger, Syranus 
receives a +4 bonus on damage rolls 
against undead creatures and h as the 
archery combat style. Syranus wears 
very little and his white marble skin is 
covered in faintly glowing runes and 
symbols that remind the solar ofhis 
sworn vows. 

BaJ"gain: Syranus asks for no 
payment if the task presented to him 
involves the destruction of undead 
creatures or their masters. The 
solar refuses all other tasks, instead 
returning to the Outer Planes to 
continue his eternal struggle. 

WALH YRIE XVII 
LN advanced HD zelekbut inevi­
table fighter 10 

A powerful hunter in lhe senice of 
absolute law, \Valkyrie XVII patrols 
the planes of Acheron, the Beastlands, 
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and any other 
wl11:r .nngbt attempt 
go to ground. While willing to 
other servants of Jaw, the 
is const;mtly on thr hunt ;jlld alluws 
himself to lu•come sidetracked by a 
summoner only if doing Ml ultimately 
aids his eurrent or future quests. In 
battle. Walkyrie XV H makes use of 
a powerful +4 «xiomatic ,:rossbow in 
addition to his considerable natuGll 
allacks and spell-like abilities. 

Bargain: On the bunt [or numerous 
individuals at any one time, 
Walkyrie XVTI ever se;u ches for new 
mformation that might lead him to 
one ofhts current quarries or proVIde 
him further insight into the m.tnd 
of a fi1gitive. The inevitable willingly 
aids any creatt:tre capable ofimparting 
some bit of obscure arcane or planar 
lore. A summoner who succeeds at 
cither a DC 35 Knowledge (arcana) or 
Knowledge (the planes) check proves 
'k-nowledgeable enough to aid the 
planar hunter and gain his serfice. 

Alternatively, a summoner might 
gain Walkyrie XVII's aid by diTecling 
him toward a new quarry, one who 
has greatly offended the forces oflaw. 
If lhe transgressor is deemed worth 
the zelekhut's time (determined 
by the DM), Wal.kyrie XV11 aids the 
informative summoner and notes 
the hwbreaker for a future hunl (be 
does not begin pursuing the new 
target immediately)-

XIT OMAT 
LG male couatl monk 1.6 
Xitomat's plumage is actually subdued 
compared to other couatls, as if the 
colors of his scales and wings washed 
out in water. The Washed Monk, as he 
is sometimes called, spends his days 
within a humble-looking monastery 
standing atop a windswept arm of the 
Seven Mounting Heavens of Celestia. 
Creatures of all varieties travel to 
Xilomat's monaste-ry looking for 
trajning. Conceited and narcissistic to 
the furthest extremes his alignment 
alJows, Xitomat claims that he created 
or was the inspiration for most of 
the martial arts techniques lmo'l".-n 

to mortals. He occasionally spends 
years at a time locked away within 
his monastery, developing new 
techniques or engaging in monlbs­
long meditations. 

Bargain: When called to service, 
Xitomat feigns indifference and 
pretends at anger if offered material 
goods. Regardless of the truth of his 
claims about developing n umerous 
martial arts techniques, be has a vast 
knowledge of different forms and 
moves, and as part of his payment 
for rendering a service Xilomat 
requires the demonstration of a 
move, technique, or throw he does 
not know. This requires a character 
with the Improved Unarmed Strike 
feat to succeed on an unarmed atlack 
roll against Armor Class 40 wi t..hout 
the :lid of any kind of magic (Xitomat 
casts detect maBie just before the 
character attempts the attack roll). 
Xitomat does not mind if il takes 
the character several attempts to 
succeed. Xilomat requires a group 
of charactecs that cannot show him 
a new move to spend a month with 
him in his monastery, learning a new 
techruque from bim (this can be done 
after Xitomat's service ends). ;;;:: 



W 
bile lhe pages of DUNGBON present 
everything a DM needs to Iun the Age of 
Worms Adventure Path, every month DRAGON 

gives the players ofthat-or any other campaign-tools to 
enhance their gaming experience. 

In "Dawn of a New Age," the final adventure in the 
campaign, your heroes stand an excellent chance of 
transcending the boundary between high-level and epic­
level play. Certainly the villains you'll be facing in this 
.final battle are epic-level threats. As the campaign comes 
to a close, your heroes join the ranks of the greatest of the 
land, and in some cases, might even be the most powerful 
members of their classes in the campaign world. 

What does this mean, exactly? What is the difference 
between high-level play and epic-level play? Where do 
you go to level up your character once you gain your 
21o,ooolh experience point? What kind ofbenefits tailored 
specifically for the Age of Worms campaign should you 
seek out? This article provides you with what you need 
not only to face the Age ofWorms endgame, but to carry 
on beyond the campaign into new regions of heroism 
and glory. 
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EpiC RE')OURCES 
The first thing you should do when your character becomes 
nst level is to check out pages 206-210 of the DuNCEON 

MASTER's Guide. Here, you'll find a bare-bones primer for 
advancing into epic levels; these rules explain how your 
class features progress and give a small handful of feats to 
choose from. 

The Complete books (Complete Warrior, Complete Divine, 
Complete Arcane, and Complete Adventurer) each feature sections 
at the end that expand this infonnation, including numerous 
new feats to choose from. 

Of course, the best place to go to for guidance and options 
with epic-level play is the Epic Level Handbook. If you use this 
book, be sure to check out the 3·5 rules update that Wizards of 
lhe Coast has available on their website at wizards.com. 

YOUR FIRST EpiC FEAT 
When you reach 2~st level, you quali.f}r for your first epic 
feat. Unless your group intends to carry on the campaign 
after finishing "Dawn of a New Age," the feat you select will 
be your character's only epic feat. So choose wisely! 



ll goes without saying, in 
this case, that you should avoid 
selecting "gateway" feats that exist 
primarily to serve as prerequisites 
for higher-level feats. Likewise, 
certain feats have little to no use in 
the limited span of time you have 
remaining to play your character. 
For example, there's no sense in 
selecting Augmented Alchemy, 
since you probably won't have time 
to create many alchemical items 
during this last adventure. 

Breaking down the types of classes 
into lhe classic four archetypes, the 
following epic feats (taken from the 
Complete books and the DUNGEON 

MASTI!R's Guide) are your best choices. 
Warrior: Barbarians, fighters, 

paladins, and other classes focused on 
combat who qua.lifY for Overwhelming 
Critical might be tempted to take this 

feat, but since it only triggers when you 
make a criticallritand a Jotofthe foes in 
Age ofWorms are undead, you should 
look to Complete Warrior for better epic 
feat choices. Feats like Armor Skin, 
Epic Prowess, and Epic Weapon Focus 
might seem minor, but that extra point 
to your Armor Class or your attack roll 
might save your life. Ranged weapon 
spec:iilists should definitely check out 
Combat Archery, if only because a lot of 
high-level monsters have exceptional 
reach with their attacks, and being able 
to fue your weapon without worrying 
about attacks of opportunity is really 
mce. Perfect 1\vo-Weapon Fighting is 
an excellent choice if you qualify, since 
it's always best to add a new attack to 
your full-attack actions. 

D ivine: Improved Spell Capacity 
is probably your best bet if you're a 
divine spellcaster, especially if your 

key ability score is high enough (3o+) 
to grant you a bonus 10th-level spell. 
Being able to cast a quickened sreater 
dispel magic or a quickened heal gives 
you a great advantage. Of course, if 
you don't have any metamagic feats, 
this feat is still useful since you can 
apply it to any spell level. There's 
quite a few evil outsiders left to fight 
as well, so Planar Thming isn't a bad 
choice (especially if you've picked up 
a lot of other feats to augment your 
turning checks). Bonus Domain is 
a good choice only if the granted 
domain is particularly useful at high 
level-gaining a larger spell selection, 
really only makes things more 
complicated. And finally, although 
it's not an epic feat, you certainly 
can't go wrong with Persistent Spell 
from Complete Arcane, especially with 
spells like aid, divinr Javor, and mist 
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r:*" ~iS lliti;}~~ 
!DhaDGe ~isn't a bacldM>aceeither. 
~ Not every encounter 

in Age ofWorms is built for combat; 
there are several places where 
characters with high Bluff. Diplomacy, 
Intimidate, and similar skills can tUm 

the tide of battle with a single skill 
check. feats like Epic Reputation or 
Epic Skill Focus can be invaluable to 
roguish characters. Feats like Improved 
Sneak Attack aren't that great (again, 
since many of the villains in Age of 
Worms are undead}-an adventurer 
who focuses on combat is better served 
by delving into some of the epic feats a 
combat class might take. 

FpiC STUNT<) 
Of course, keeping track of your 
character's newfound power can be an 
epic stunt in and of itself. Note that 
in many cases, the use of these tactics 
applies even to standard high-level 
games, not just epic-level games. 

Astral Projection: The ultimate 
in exploration spells. With astral 
projection you can engage your enemy 
with little to no risk to yourself, 
since if your astral body is killed, 
it vanishes and you awaken in your 
real body unharmed. This is also an 
excellent spell to use when you're 
heading into environments or up 
against enemies who can ruin your 
valuable gear. Astrally projecting 
characters really have only four 
major disadvantages. First, they can't 
enter areas warded by antimagic. 
Second, they can be dispelled. Third, 
you can still be ruined by effects that 
immobilize you without killing you 
(flesh to stone, imprisonment, and even 
hold pmon). Finally, if you use this 
tactic too much, you can bet your 
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you yOUrSe1( abonma tbt new 
we$pons md \atmor; keep in mind that 
at hish lCYel paying for enhancement 
bonuses is wasting money if someone 
in your group can cast grtater 1nGJPc 
wt4fJOn or mGJJic wstrntnt. These spells 
take up lower-level spell slots that 
generally aren't as usefuUn high-level 
combat, so dedicating several spell 
slots to these spells can really make a 
difference if you and your friends are 
armed with +1 weapons loaded with all 
sorts of other abilities. 

Heroes' Feast: This spell is invaluable 
for the immunity to fear and poison 
effects it grants. 

Mou; This spell is great for getting 
a monster out of the way, but it doesn't 
work as well against :really smart 
creatures. That said, it's also an excellent 
defensive spell. Cast on yourself or an 
ally, it whisks away your target from 
danger, giving him all the time be 
probably needs to recover from a near­
death situation. 

Mind Blank. Once you can cast this 
spell, you might as well simply reduce 
the number of 8th-level spells you 
can cast per day by one: you should 
never go out without this spell active. 
If you don't have mind blank handy, 
an excellent poor-man's alternative is 
protection .from eviL It doesn't grant you 
the sweeping immunities mind blank 
does, but it does keep you from being 
controlled via dominate effects. 

No Save Allowed: Focus on spel1s 
that don't allow saving throws. Maze, 
forcecase, and Otto's irresistible dance 
are the classic examples, but spells 
like gate and summon monster are 
also effective ways to use magic to 
damage creatures with really good 
saving throws. 

Suit Up!: Before you bead in to the 
last adventure, remember that you 
probably won't have a chance to fully 
utilize any magical gear you find. Put 
another way; make sure you're as well­
equipped as you can be. Take a moment 
to look over your character's magic 
item body slots, if you see one that's 
empty, put something on! If you've got 
the money to spare, you can even pay 
double the normal price for an item 
that normally takes up a slot to make it 
a "slottless" item. Your DM might limit 
access to such items, and it's perfectly 
reasonable to assume that such non­
standard items must be crafted to order, 
whlcb might take up more time than 
you are willing or able to wait. 

Time Stop: This spell's use for mid­
combat recovery is unparalleled. A 
character with time stop can lake his 
1d4+1 rounds of free actions to heal 
himself, re-apply defensive spells, or 
simply find better ground to continue 
the battle. Spending those 1d4H 
rounds to summon monsters around 
your enemy is also a good idea. ~ 
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