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NO GAME LEFT BEHIND 
There is a rite of passage for gamers. It’s called Gen Con. Since 1967, the word has spread and a legend has grown – 

if it can be played, this is where you fi nd players playing it. TCGs, RPGs, LARPs, miniatures, electronic and 
board games are just a fraction of the fun. “The Best 4 Days In Gaming!” is more than a promise. It’s written in stone.
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Kobold in Chief

I’ve loved archery since before I was old enough to pull a 
bow. I remember the Walt Disney Robin Hood movie, 
and Robin Hood books in general, introducing me 

to a wonderland of heroes fighting for justice in a cruel 
world. Their arrows flew unerringly through the air to pin 
evildoers to trees, separate money-sacks from belts, and 
sever the hangman’s cruel rope. This was very different from 
the swords and lances and heavy armor of King Arthur’s 
knights. They always struck me as jocks, and maybe a little 
bit too blue-blooded for me to aspire to. 

But the archers were always the sorts of heroes I could 
understand. Anyone, even a peasant, can draw a bow and go 
hunting. And the archer isn’t caught in the chaos of melee, 
where size and speed are important. For an archer, aim and 
skill are the thing. Archery also appealed to me because it 
was rather more an individual sport than, say, running a 
tourney full of riders and lancers.

The main consideration, of course: my local parks 
department did not offer classes in horsemanship, jousting, 

Editorial:

Hitting the Target
or grand melee. Rather a pity. Maybe kids today have a 
wider range of feudal sports available.

In any case, I spent a summer or two shooting at targets 30 
feet away, then 40 feet, drawing a rather scrawny bow (20 lb 
pull). The arrival of Olympic archery opened my eyes to the 
magnificence of a recurved bow with sights and pulleys. The 
bow hunters were another eye-opener (imagine having to get 
about 40 feet away from a deer instead of 140 feet). And of 
course, the sheer badassery of Bard of Lake Town shooting 
down Smaug with his black arrow was the highlight of The 
Hobbit for me. Archers kill dragons, and the dwarves just stick 
around to claim the loot. Archers earned it.

So to me, archers have always been cool. This issue, we 
celebrate the women and men who nock the arrows and 
let fly. With a new elvish archer base class, hunting in the 
forests, and new arrows, there’s lots of tools for both player 
and DM who seek to hit the target.

What’s your favorite archery story?
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www.fi remountaingames.com

Be the Bad Guy
How many times have
you saved the world?

This time the world
needs saving
from you.

An Adventure Path featuring 20 levels
of Irredeemable Villainy

Pathfi nder and associated marks and logos are trademarks of Paizo Publishing, LLC, and are used under license.  See paizo.com/pathfi nderRPG for more information on the Pathfi nder Roleplaying Game.
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