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(h1) Why 3E?

· Personality Spotlight: Bill Slavicsek

· Chat live with Bill Slavicsek and Monte Cook Sept. 24
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(h1) Why 3E?

(h2)Featured Personality: Bill Slavicsek

{{insert photo here; photo coming from Sue}}

For our first month of 3rd Edition updates, we decided to talk to Bill Slavicsek, {{link to credits list, below}} Director of Roleplaying R&D and the man responsible for assembling the 3rd Edition team. (In the months to come, you’ll meet the rest of the 3E team, including designers, editors, and artists.) 

Below, read our exclusive interview with Bill on the origin of the new game system. Scattered throughout the text are audio clips featuring additional questions and answers. (To hear the clips you will need Real Player G2.) {{link to www.realplayer.com}}
Our host for this month’s interview is Brian Mitchell, marketing manager for roleplaying games (and frequent goblin fodder in many in-house playtests).

BRIAN: So how did the decision to do 3rd Edition <B>D&D</B> come about?

BILL: A third edition of <b>Dungeons & Dragons</b> has been in the planning stages since shortly after the 2nd Edition was released. The process really got going about five years ago when Steve Winter, A<B>D&D</B> creative director at the time, started holding seminars at <b>Gen Con</b> to ask fans what we should and shouldn't change if and when we do a 3rd Edition. Internal discussions became more serious shortly before the acquisition of TSR by Wizards of the Coast. Then, when we relocated to Washington and I took over the division, I set the wheels in motion to make the new edition a real product. Peter Adkison, our CEO, was really behind the idea and even stepped forward to help direct this important project. His input and vision was vital to the creation of the new game. 

Audio: Working with Peter Adkison. {{link to first audio file}}
BRIAN: The question I hear most often is, "Why would TSR want to do a 3rd Edition at all?" Any thoughts?

BILL: We decided to create a new edition for many reasons. First, the game itself is 25 years old. The state of the industry has changed dramatically since its inception with those first <B>D&D</B> products. It has been ten years since the release of 2nd Edition. We felt the time was right to revitalize the marketplace by doing a brand-new version of this classic RPG. Second, we had a unique opportunity to combine the talents and resources of two distinct companies to make an even greater game with the merger of TSR into WotC. Third, it was time to do something new and exciting with our preeminent property. We set the stake in the ground 25 years ago and became the standard that all RPGs and fantasy games were measured against. With the new edition, we plan to set that stake again for a new generation of games and gamers.

Audio: Today's gamers. {{link to second audio file}}

BRIAN: That sounds like quite a challenge. How will you meet that challenge?

BILL: To do all this, we set up a strategy that, at its essence, boiled down to "make the game noticeably better." Every change had to be an improvement, or the change wouldn't get made. We also identified the "sacred cows" of A<B>D&D</B> -- concepts that the game just could not do without. These could be improved, but they couldn't be discarded or made unrecognizable. This strategy was developed by the 3rd Edition Steering Committee, which included myself, Peter, Skaff Elias, and Thomas Reid. With the strategy in place, we assembled a design team to put it all together.

Audio: "Sacred cows." {{link to third audio file}}

BRIAN: Would we recognize any of the names on the 3rd Edition design team?

BILL: The design team has been led by Jonathan Tweet and includes Monte Cook and Skip Williams. These three are the primary designers on the core game books -- <I>Player's Handbook, Dungeon Master Guide,</I> and <I>Monster Manual.</I> Rich Baker was part of the team for a time, but he moved on to take a management position in RPG R&D. Additional contributions have been made by myself, Peter, Ryan Dancey (TSR VP), Keith Strohm (<B>D&D</B> Business Manager), Ed Stark (<B>D&D</B> Creative Director), Kim Mohan (Managing Editor), Julia Martin (Senior Editor), John Rateliff (Editor), Jon Pickens (Editor), and the members of the art team: Jon Schindehette (TSR Senior Art Director), Dawn Murin (<B>D&D</B> Art Director), and the illustrators Todd Lockwood, Sam Wood, and Mark Tedin. <I>You can learn more about the 3rd Edition design staff in upcoming interviews, right here at www.wizards.com.--Ed.</I>

Audio: The designers. {{link to fourth audio file}}

BRIAN: What is your role in the 3rd Edition process?

BILL: For my part, I've been working with the art team to make sure that the look and feel of the new edition meets or exceeds our expectations. We've been working to push the envelope regarding the visual representation of the core <B>D&D</B> world. It has to be recognizably drawn from our roots, but it also has to be evocative and exciting for the next generation of games and gamers. The art team is succeeding beyond our expectations and the character designs and monsters look so cool!

BRIAN: What was it like combining designers from two different R&D groups?

BILL: In many ways, the TSR and Wizards R&D teams are very much alike. That's one of the reasons Wizards decided to purchase TSR in the first place. That said, we were also different in some regards. It was in these differences that the new edition benefited. For example, Wizards R&D has a long tradition of strong game mechanic design and analysis. TSR R&D knows what needs to go into an RPG, understands story, and knows how to combine the two. Together, the two halves of R&D were able to better scrutinize the previous editions, find places for improvement and innovation, and make those improvements and innovations in the best possible way. 

The interaction between all these creative people has been very intense and very exciting. In fact, I'd say that the streamlined, flexible design that we have achieved would not have been possible without the melding of talents that has occurred -- and continues to occur with each passing day. I'm very pleased and impressed with the game that has emerged from this melding. I think the audience will be, too. 

BRIAN: What stands out in 3rd Edition <B>D&D,</B> in contrast to its predecessors?

BILL: Well, it's a natural evolution of the game. We didn't start from scratch, but examined the game and got back to its core. We asked ourselves, "What is the essence of <B>D&D</B>?" Then we designed and re-designed from there as necessary to hit our stated objectives.  The new system is flexible, designed to allow players and DMs to customize their roleplaying experience. It's all about options and consequences, not restrictions. You won't find any "You can't do that," in the new system. Instead, there's a lot of "You can do that if you want, but here are the consequences of that decision."

Audio: <B>D&D</B> vs. <B>AD&D</B> {{link to fifth audio file}}

{{New Page: Link to the text below from imbedded Bill Slavicsek link in above article}}

(h1)Bill Slavicsek

<I>Director of Roleplaying Games Design and Development</I>

<I>Chat with Bill live online on Friday, Sept. 24, 8 p.m. EST (5 p.m. PST)</I>

(h2)Background

Past positions include TSR Product Group Director, <b>Alternity</b> Brand Manager and Creative Director, Game Designer and Editor, and Editorial/Creative Director of West End Games. Bill has also written numerous articles for <I><b>Dragon</b> Magazine, <b>Dungeon</b> Magazine, <b>Polyhedron, Amazing</b> Stories,</I> and <I>Marvel Age Magazine.</I>

(h2)Design Credits

<b>1999</b>

<b>Dungeons & Dragons</b> Adventure Game, TSR.

Threats from Beyond, <b>Alternity</b> accessory, TSR.

<b>Alternity</b> Adventure Game, TSR.

<B>D&D</B> Adventure Game, Diablo II Edition, TSR.

<b>Alternity</b> Fast-Play Game, TSR.

<B>1998</b>

<b>Alternity</b> Player’s Handbook, TSR.

<b>Alternity</b> Gamemaster Guide, TSR.

Alien Compendium, <b>Star*Drive,</b> TSR.

<b>1996</b>

Doors to the Unknown, <b>Planescape</b> adventure, TSR.

Swamp Stalkers, <B>Dragon Dice</b> pack, TSR.

The Feral, <B>Dragon Dice</b> pack, TSR.

Insurgents, <B>Blood Wars</b> booster pack, TSR.

<b>1995</b>

<b>Dark Sun</b> Campaign Setting, revised and expanded, TSR.

Nightmare Lands, <b>Ravenloft</b> campaign expansion, TSR.

Medoere Domain Pack, <b>Birthright</b> accessory, TSR.

Harbinger House, <b>Planescape</b> adventure, TSR.

Beyond the Prism Pentad, <b>Dark Sun</b> accessory, TSR.

<b>Dark Sun Monstrous Compendium</b> II, TSR.

<b>1994</b>

Council of Wyrms, <B>AD&D</B> campaign option, TSR.

City by the Silt Sea, <b>Dark Sun</b> campaign expansion, TSR.

The Deva Spark, <b>Planescape</b> adventure, TSR.

A Guide to the Star Wars Universe, Del Rey Books.

<b>1993</b>

The Complete Book of Humanoids, <B>AD&D</B> rules expansion, TSR.

Elves of Athas, <b>Dark Sun</b> accessory, TSR.

<b>1992</b>

Heir to the Empire Sourcebook, Star Wars RPG, West End Games.

Dark Force Rising Sourcebook, Star Wars RPG, West End Games.

Ravagons, Torg RPG accessory, West End Games.

Slave Tribes, <b>Dark Sun</b> accessory, TSR.

Arcane Shadows, <b>Dark Sun</b> adventure, TSR.

Night of the Walking Dead, <b>Ravenloft</b> adventure, TSR.

<b>1991</b>

Death Star Technical Companion, Star Wars RPG, West End Games.

Graveyard of Alderaan, Star Wars RPG adventure, West End Games.

The Godnet, Torg RPG accessory, West End Games.

<b>1990</b>

The Aysle Sourcebook, Torg RPG, West End Games.

Storm Knights, Torg novel, West End Games.

Black Ice, Star Wars RPG adventure, West End Games.

<b>1989</b>

Otherspace, Star Wars RPG adventure, West End Games.

ApoKermis Now, Ghostbusters RPG adventure, West End Games.

<b>1988</b>

Tatooine Manhunt, Star Wars RPG adventure, West End Games.

<b>1987</b>

Scared Stiffs, Ghostbusters RPG adventure, West End Games.

The Star Wars Sourcebook, West End Games.

<b>1986</b>

Extreme Paranoia, board game, West End Games.

(h2)Development & Editing Credits

<b>1999</b>

<b>Dungeons & Dragons</b> Fast-Play Game

<b>1996</b>

Defilers and Preservers, <b>Dark Sun</b> accessory, TSR.

<b>Dragon Dice</b> revised rules, TSR.

<b>1994</b>

Deck of Psionic Powers, <B>AD&D</B> accessory, TSR.

<b>1993</b>

Dragon’s Crown, <b>Dark Sun</b> adventure, TSR.

Ivory Triangle, <b>Dark Sun</b> accessory, TSR.

<b>1992</b>

Golden Voyages, <b>Al-Qadim adventure, TSR.

<b>1990</b>

Torg Roleplaying Game, West End Games.

The Dark Realm, Torg novel, West End Games.

The Nightmare Dream, Torg novel, West End Games.

The Living Land Sourcebook, Torg RPG, West End Games.

The Nile Empire Sourcebook, Torg RPG, West End Games.

Death, Lies, and Vidtape, Paranoia adventure, West End Games.

The R&D Catalog, Paranoia accessory, West End Games.

<b>1989</b>

Star Wars Rules Companion, West End Games.

Galaxy Guide 1: A New Hope, Star Wars RPG, West End Games.

Galaxy Guide 2: Yavin & Bespin, Star Wars RPG, West End Games.

Galaxy Guide 3: The Empire Strikes Back, Star Wars RPG, West End Games.

Galaxy Guide 4: Alien Races, Star Wars RPG, West End Games.

Scavenger Hunt, Star Wars RPG adventure, West End Games.

Crisis on Cloud City, Star Wars RPG adventure, West End Games.

<b>1988</b>

Star Wars Campaign Pack, West End Games.

Battle for the Golden Sun, Star Wars RPG adventure, West End Games.

Starfall, Star Wars RPG adventure, West End Games.

Strikeforce Shantipole, Star Wars RPG adventure, West End Games.

Star Wars Lightsaber Dueling Pack, flip-book game, West End Games.

<b>1987</b>

Star Wars Roleplaying Game, West End Games.

Flames of Doom, Marvel RPG adventure, TSR.

<b>1986</b>

RAF, military simulation, West End Games.

Kings & Things, boardgame, West End Games.

Cosmic Encounter, boardgame, West End Games.

HIL Sector Blues, Paranoia accessory, West End Games.

Orcbusters, Paranoia adventure, West End Games.

{{new page, link text below to second bullet point on main 3E page}}

(h1)3E Live Chat!

Join Roleplaying R&D Director Bill Slavicsek and 3E designer Monte Cook in a discussion of “Why 3E?” Bill and Monte will take questions from the public in this live chat on Friday, September 24, starting at 8 p.m. EST. To take your place in the audience, click here. (Hosted in the Events room.) 

{{link to http://tsronline.wizards.com/chat/world/html/login.html}} 

