DOWNLOAD PDF STAR WARS D AND D 5TH EDITION
Chapter 1 : Dungeons and Dragons 5th Edition | IGN Boards
Star Wars - D&D 5th Edition Conversion (PF) - Free download as PDF File .pdf), Text File .txt) or read online for free.
Star Wars gaming conversion using the D&D 5th Edition system.

Originally I started with 3. Given that I had this lying around, I figured it would make for a thematic post. I
tried to be as unbiased as possible while writing itâ€”to be honest there are elements of each edition I think are
awesome and elements I dislike with a passion. A man with the mythic name of E. Gary Gygax produces his
own home-made game: Chainmail, medieval simulation wargaming rules. Most importantly, it includes rules
for individual combat as well as the more traditional wargame mass combat. When every company turns their
idea down, they self-publish their game under a new name. Dungeons and Dragons released. A few thousand
self-published booklets inspire numerous wargamers to try this new roleplaying thing; they encounter a game
where they each play an individual character who sets out to explore dungeons and ruins, fighting off fantastic
monsters to acquire great treasure and magical items. At some point, Arneson drifts away from Gygax: A new
edition of the game, inspired by but unrelated to the earlier versions. In its wake come similar role-playing
games from other companies, the most successful of which is Traveller by GDW. Gygax ends up
out-maneuvered, locked into a lack of a future at the company; Gygax leaves TSR in In the meantime,
Williams begins to expand the company again. While the cartoon ends in , a new market emerges:
DragonLance, a product line with tie-ins between setting, adventures, and novels. TSR begins growing again.
Its focus is more on character and story; many of its adventures have heavy metaplots, intensive stories, and
the game line sees an explosion of new and unique settings. Following the late-1e boom of tie-in novels, the
TSR fiction department emerges with an expansive output. Wizards, best known for its card game Magic: The
Gathering, reinvigorates TSR with a needed cash-flow and new direction; the new products made in the lates
see their quality and production values increase. Wizards begins moving the game towards a new edition,
taking player feedback into advisement. Probably the most important element of 3e is its Open Game License
OGL , which releases most of the core d20 System rules to the public for other gamers to use. The d20 license
is envisioned as a win-win for everyone involved. Needless to say, the market explodes; start-up companies
emerge by the dozen to jump on the d20 bandwagon. Existing publishers start switching their award-winning
but under-performing games to the new system: E-commerce sites like RPGNow open up the field even more
to third-party publishers, who can use the OGL to produce cheap and accessible new material. Between the
e-commerce sites, and later print-on-demand ones like Lulu, offer gamers easier ways to self-publish their
creations. The d20 boom years see a glut of new material, more than the average gamer can afford to buy.
Many of these linesâ€”Spycraft 2. Also in , a small company called Goodman Gamesâ€”formerly known for
its fantasy- mecha DragonMech hodgepodge and similar odd niche productsâ€”starts a new adventure line:
Support from Gary Gygax helps the system appeal to old-school gamers. The Winds Of Change Blow. For
years, Wizards had licensed its two magazines, Dragon game rules and variants and Dungeon pre-packaged
adventures , to a small third-party publisherâ€”Paizo Publishing, consisting mostly of ex-Wizards
employeesâ€”who made them more viable thanks to their smaller business model. In early , Wizards allows its
magazine rights to lapse, leaving Paizo in the lurch; instead of taking a dive, Paizo came out with its own
subscription-based product line building off years of experience. Most of the other OGL gamesâ€”Spycraft 2.
The Year Everything Changed. Paizo decides to use the OGL to create a modified 3. For the first time in
history, two editions of the same game are competing for market share 3. The Edition Wars have begun. The
OSR base grows and expands thanks to this new outlet, making it even more multifaceted and broad than it
already was. The move created more piracy than it did away with, considering piracy became the main way
for gamers to reach that material. The move is later reversed and the older. Pathfinder surpasses 4th Edition in
sales and ostensibly market share. The influencing part bigger than both of those, of course, becomes clear in
January, whenâ€¦ A massive public beta is announced, much like Paizo did with Pathfinder; it releases in May
to mixed but somewhat optimistic reactions.
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Hello Nerdarchist and Star Wars fans. Today I am bring you my Epic conclusion to D&Dizing Star Wars. Lets figure out
how to play a Sith in Dungeons and Dragons 5th Edition. Star Wars has always considered the rites of the Sith a secret
thing so as to dissuade the Jedi from being tempted by.

The old books are still available, as well as the aforementioned Pathfinder, and any one of these has enough
adventures, class variations, and settings that anybody with a normal life as well as a gaming life would not be
able to completely devour them in a lifetime. Here are eight reasons whyâ€¦ 1. I had just reached drinking age
and people were trying to convince me all the computers in the world were going to go belly up because of the
year change. Apparently, toasters had a secret calendar inside them that was going bad. Which I own, by the
way. The point is, it was a long-ass time ago. Even the Pathfinder iteration came out in Neither of these are
fake Pathfinder examples. Fighter, Rogue, Wizard, etc. So you have this team of people who run around
murdering things and stealing stuff. It is a little limited, though. So, Archetypes come in to make your Rogue a
Scout. This is a good thing, but Pathfinder has an awkward way of doing it where you replace little pieces of
your character one at a time. So get ready to put them side by side and read line by line for overlap. A Poison
Master Rogue might not be able to find traps any more in exchange for learning how to poison stuff. So now
no one can find traps. This is a bad thing, especially since poison sucks in Pathfinder. Well, everyone gets a
single free Archetype and no one can trade away their essential class features. Not to mention the occasional
feeling that your items did the heavy lifting and wondering why your character went everywhere festooned in
magic gear. Who wears a cloak, a belt, gauntlets, two rings, armor and a hat to the beach? This is a huge
benefit for your sanity and you look a little less like a SWAT team member who is lost in Fantasytopia. The
problem with this is that everything becomes linear; a more powerful monster might require you roll 20 higher
to hit it than an appropriate level one. In order to keep from constantly wiping out the party, a system was
added so you could know what level monsters to throw at your characters. Basically, it leads to feeling like a
video game where everything is secretly resizing itself to your character as you go. It also adds a lot of
complexity as the higher numbers you need start to come from more and more sources items, spells from
friendly casters, situations, your characters abilities , which adds to more tracking. When Pathfinder first hit
their open play test, I felt ambivalent about firing up the same old races and classes again. This trend
continued, both for good and for ill, until later books have added things like private detectives and gunslingers
into the mix. This has made the Pathfinder world its own. Instead it is its own thing. Our monthly game
involved a rat-man with a sentient tumor, a vaguely lecherous frog-man who worshiped the god of drinking,
and a hideously scarred priestess who was a pacifist. Are these cool ideas? I actually feel like stepping away
from guns, tumors, and crazy inventors to go on a quest somewhere and stab something with a sword. Good
artists copy, great artists steal. RPGs cover a large spectrum of experiences when it comes to fighting. Some
games, such as World of Darkness, are great games where you may spend most of your time talking. What I
really like about the new Inspiration system is that it gives you small mechanical benefits for entertaining
everyone with role-playing, so chewing the scenery in between fights now makes you better at fighting! For
now, can we just agree to support the shit out of them? It takes a couple of hours to run a group through it and
tends to result in lots of laughs. The new, not especially cleverly named Backgrounds mechanic, on the other
hand, makes up a major part of your character. Instead, he started out at a Criminal. He also gets a network of
criminal contacts and some role-playing suggestions. It will be a familiar refrain at this point, but not only
does Pathfinder have dozens of races, they have an entire book that details how to make your own. Also much
like Archtypes, there are many exchanges and substitutions that can be made with a Pathfinder race. The
Gripplis, a frog-like race, can trade their ability to walk in swamps to jump really high or trade their ability to
camouflage themselves with the ability to glide like a sugar glider. Clearly Gripplis are underpowered, why
not just give them the ability to jump in the first place? The reason is that a Grippli race existed before the
points existed, and so did the human. Their system just exists nearby and along with the main rules, which
most people will use anyway. I am excited to give it a try and give Pathfinder a bit of a break. Previously by

Page 2

DOWNLOAD PDF STAR WARS D AND D 5TH EDITION
David N.

Page 3

DOWNLOAD PDF STAR WARS D AND D 5TH EDITION
Chapter 3 : Star Wars 5th edition
D&Dizing Star Wars for 5th Edition Dungeons and Dragons 5th Edition Part 2 December 1, - by Ted Adams - 6 Last
week I spoke about letting you play a Jedi, or as close as I can make it, in Dungeons and Dragons.

Double the range ratings of any thrown weapon you use. This damage bonus stacks with Primal Warrior if the
thrown weapon is improvised. You deal an additional amount of damage with melee weapon attacks equal to
the number of traits you possess in Hyper Strength. Increase your ranged weapon damage by the number of
traits you possess in Hyper Dexterity. You must be proficient with the weapon you use to gain this benefit.
Double the short range rating of any ranged weapon you use, including thrown weapons. Increase the damage
roll of any ranged weapon you use by the number of traits you possess in Hyper Dexterity. The bonus you
gain from being proficient with the chosen skills or equipment is doubled. Characters with a high Haitoku
score do whatever is necessary to achieve their goalsâ€”endangering children and the infirm, sacrificing the
lives of others, committing a settlement to bloody reprisal from a rival town, or even dooming a region by
disrupting a powerful relic for their own gainâ€”and it taints their soul. This severe disposition can be
recognized by others who share a willingness to be cutthroat, and some truly embody their depravity to unlock
powerful abilities beyond the ken of mortal beings. Haitoku can be raised by committing evil acts using the
Force as your tool to inflict death, destruction, and suffering. Haitoku checks can be used much like Wisdom,
when how despicable a character is plays an impact on a social situation. Generally if the Intimidate skill is
applicable, Haitoku may be used with it. The GM might also call for a Haitoku check in the following
instances: A character is unsure of whether they are going to endanger others with their direct actions. A
character wishes to unlock the secrets of a powerful item, activating it with the implacable and unending
perseverance of their spirit. A character wants to influence another character by revealing how depraved they
are willing to be and that no consequence or measure can stop them. Haitoku saving throws are used against
Dignity-driven abilities or when a character pushes their body and mind beyond their limitations. The GM
might also call for a Haitoku saving throw in the following instances: A character can resist death by dipping
into their deepest reserves of unyielding resolve. As a reaction, a character can attempt a Haitoku saving throw
DC equal to the damage from the last attack. On a successful save, the character regains 1 hit point and a level
of the exhausted condition. They may activate this ability even while unconscious and before they make a
Death Save. A character may resist death a number of times equal to their Haitoku modifier minimum 1. Uses
of this ability recharge after a long rest and when they do the character gains a point of Haitoku. A character
encounters a truly unnatural horror that would shatter the mind of a less resolute being. When an effect would
cause insanity such as the symbol spell or to resist madness a character may make a Haitoku saving throw in
place of a Wisdom or Charisma saving throw. They may make this Haitoku saving throw with advantage by
gaining a level of the exhausted condition. Misted is measured in eight levels. Creatures always have a
minimum number of levels of misted condition equal to their Haitoku modifier.
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with this conversion, and are used by Star Wars characters. In addition, there are three new skills added into the mix:
Six new classes are available in this Star Wars homebrew.

He is not easily controlled and unpredictable due to his uncanny ability of acting on impulse. All of the
following are class features of the Sith: Weapon and Armor Proficiency: The Sith is proficient with all Simple
weapons, two martial weapons of his choice, and light armor. The Force Sensitive may pick an extra bonus
feat from the Fighter Bonus Feat list at 1st, 5th, 10th, and every five levels thereafter. Dark Force Sensitive Ps:
This ability requires a recharge time of 1d6-CON modifier turns. Channel Dark Force Sp: At 3rd level, The
Sith may channel the Force into his body to accomplish feats of great strength, skill, and thought. Manipulate
Dark Force Su: At 5th level, The Force Sensitive may recreate the effects of any 1st level or lower spell
through the Force. An additional spell-level is granted every 5 levels thereafter to the Sith. The Sith gains a
greater comprehension of the dark side of the Force, gaining the ability to Manipulate and Channel the dark
Force times per day adding her Wisdom modifier. Dark Force Power Ps: They add their Wisdom modifiers
instead to any powers that gain modifier benefits. Dark Force Empowerment Ex: At 20th level, the Sith may,
once per day, let the dark side of the Force run rampant through his body like the power of evil. During this
time, the Sith gains an extra Standard Action per turn. The Sith are capable of casting spells that cover all
elements and various attack types. Stat bonuses for spells are generally based on the Intelligence mod, but
sometimes the Wisdom mod, and DC checks use these mods as well.
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I'm not trying to re-skin D&D to space-age D&D if you will, but update Star Wars Saga Edition to the latest iteration of
WotC's ruleset. If you're familiar w/ 5th edition you will find my revision of SWSE to be very similar.

In a selfish attempt to keep his loved ones from dying, he was driven ever closer to madness and brought
tyranny to the galaxy. Only in death was Vader redeemed, sacrificing himself to save his son, Luke. Vader is
easily comparable to a level 20 character in his own universe, canonically the being with the most potential in
the Force in history. Only Yoda and Palpatine can hold a candle to him in his era, though his maiming at the
hands of his former master Obi-Wan Kenobi made sure he could never become as powerful as he could be.
Still, Vader was feared for good reason over the course of the 20 odd years he was active as a Sith lord. RACE
Ok, this never happened. Eberron test play material. Vader can take crushing blows and keep fighting, even
surviving impaling himself with his own lightsaber to kill his enemy. Living Construct- Incredibly fitting for
Vader, this ability lets the Warforged become immune to disease, eliminates the need to breathe or eat, and
only require an inactive period of 4 hours daily for rest, during which they are aware of their surroundings.
Instead, Vader meditates, focusing his power in the dark side to channel his pain into rejuvenating power. In
canon, he has crushed throats and bones with his cybernetic hands, so his enhanced strength from his
cybernetics is clear. Neither was he an idiot, so this score stays average for a Player Character. He is driven by
fear and self-hatred, and is vulnerable to fits of rage. It took many years for him to finally see through the lies
of the Emperor, and even longer to oppose him. So, not the most outstanding wisdom score. From his
intimidating height and armor to his crimson red blade, few stand before Vader without terror in their heart.
But before his betrayal, he was a key figure in the Clone Wars, the conflict that threw the galaxy into upheaval
before the establishment of the Empire. Storming a Separatist base on his own was often an option for him,
and he was a fast mover. Though his suit has reduced his agility, Vader can rely on his cybernetics to pick up
the slack for feats of athleticism. His ability to intimidate and cow others into submitting to his orders was a
skill he developed in the war, but honed to perfection as a Sith. Gaming Set proficiency- Not really relevant to
Vader any more, he probably played a round or two of Pazzac or Sabbac to pass the time with his clone
troopers. Might be handy for spotting a cheat to be proficient at cards. Military Rank- Vader is technically
outside of the typical Imperial command structure, reporting only to the Emperor or whomever the Emperor
assigns him to report to. Otherwise, Vader may command any Imperial soldier or officer with impunity. But
big ups to Alex Ross, one of my favorite artists of all time for the sick what-if! A nearly peerless swordsman
and uncannily powerful Force user, how can we translate that neatly into a character? Fortunately, the build is
doable in a few different ways. First, Vader will begin his career as a Paladin. This gives us some pretty baller
proficiencies and a few skills to sweeten the deal. We want 10 levels of Paladin by the end of the build, Oath
of Conquest subclass. Starting Proficiency- Starting with proficiency in heavy armor and martial weapons is a
grand place for Vader to begin his conquest of the galaxy. Divine Sense- Being able to sense a powerful
opponent is cool in-game, but this works even better if your GM lets you flavor it as detecting light or dark
side Force users nearby. Lay On Hands- Not really one to heal others, Vader can sustain himself when
critically injured through the overwhelming power of the dark side. Fighting Style- Needing to adapt to his
bulky new armor, Vader re-tooled his acrobatic fighting style from his time as a Jedi into something much
more suited for his newâ€¦ situation. Between this and being Warforged, we can avoid using a shield and still
get that super sweet 20 AC! Sacred Oath- Conquest works here a bit too well to ignore. Extra AttackRelentlessly moving forward and striking is kinda what Vader does. Favored By the Gods- More like favored
by the midichlorians, amirite? Font of Magic- Incredibly helpful for pulling off some fun, thematic spells.
Metamagic- My personal pick of options for Vader to really get thematic are Quickened Spell and Subtle
Spell, but you can really play around with your choices here for some crazy goodness. But in almost any
circumstance where the dark lord is tested, he grits his teeth and channels the dark side to keep himself
moving. Really cool to make Vader an unrelenting monster of a combatant. Quick and easy, but not
necessarily long lasting. Damaging an opponent while grabbing them by the throat and ripping them closer to
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your blade is pure Vader, baby. Like passing an incredibly high Insight check at long last. As for Religion,
Vader is one of the last surviving beings in the galaxy with working knowledge of the Force. He can recognize
when people use the Force, and knows how to recognize places and objects of power in the Force. Pester your
GM for a Sun Blade, and never ask them for anything ever again. Really lends to the flavor of Vader being a
master swordsman. Sentinel- Hit them so hard they stop moving. Then hit them again. War Caster- Being able
to maintain concentration in combat and keep both hands on your weapon? Command- Force Dominate your
foes. Detect Magic- Open your senses to the Force. Hold Person- Force Stasis! Mage Hand- Fine manipulation
of small objects. Haste- Channel Force speed for when Vader needs to be faster! Feather Fall- Levitate down
from tall heights.
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From publisher blurb: Star Wars gaming conversion using the D&D 5th Edition system.

Originally Posted by Redthistle Some more thoughts, as I work on other builds for this: Long did not include
one legendary aspect of lightsabers, and I assume it was partly for this reason: If vorpal weapons do join 5e,
perhaps only the final lightsaber feat master-level would be capable of that feature. Are they out there? Does it
seem reasonable to think they would be? I would think so. The description in the PHB assigns the type of
spells to the wizard class. Basing the linked spell-type on the sorcerer or warlock classes seems closer to the
essence of the Jedi. Here are some of my thoughts on this. I imagined this being a drop in replacement for Star
Wars D Have spells be The Force. Martial weapons and heavy armor has a cortosis weave. The simple
reskinning would potentially work in an era with a lot of force users, or a way to make the PCs special.
Replace crossbows with blasters, etc. If spells are the force, you can just reskin magic as the force. In the old
Star Wars card game from decipher, there was a card that let non jedi use a lightsaber, but it was dangerous to
them. They had the ability to injure themselves. You could add a critical fumble for those not proficient in
lightsabers. Since dropping someone to 0hp is the "killing blow," you could add a decapitation at 0 hp, but that
might make the game less family friendly. I imagine the Necromancy or the Death domain in the DMG would
blend well with the dark side, or any of the evil alignments would provide a jedi with dark side leanings. The
eldritch knight is a great concept for an all around jedi. But lots of others would work as well. I think that most
force abilities outside of spellcasting would work through feats proficiency in an additional skills or tools
through the force. A force sensitive rogue could learn how to use the force to aid intuition in use of thieves
tools to gain expertise on its proficiency, etc. While this reskin with minimal conversion would be easier, it
would tweak some of the flavor of the Star Wars universe. There is arguably more use of the force. Warlocks
gain their force sensitivity from a gift from a dark benefactor? If everyone is willing to not be sticklers for
"how things should be" in the star wars universe, it could be a relatively simple conversion. My 7 year old
daughter would love this. After starting her on First Fable, she liked it, but after haveing watched the entire
Clone Wars cartoon, she told me in no uncertain terms that she wanted to be a Jedi. Redthistle gave XP for
this post.
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Then having a second force using class for force focused characters from other traditions. Perhaps we could go
with three force based classes then? What do you think? Oh, and on the subject of force based classes we need
to think up a proper system for dealing with dark side corruption. Jedi and Sith, at least to me, are an
alignment issue. They can do similar stuff mostly , and ultimately characters can switch back and forth if they
want. It would be easier to leave the differing sides of the Force out of the classes proper. For the other
classes, I actually think we should use the existing Star Wars classes as is. Plus, they often do those similar
things very differently. You might want to take a look at that if you want to expand some ability scores. I love
this idea. We could have Force as the seventh ability score. Encourages people to pick Force or Not Force.
Originally Posted by OutlawJT As to the force system, I was actually thinking we could use the magic system
straight from 5e using the warlock as a template rechargeable spells. Either shortening a short rest or coming
up with another mechanic for quicker recovery or, maybe just a subclass feature for the more force oriented
subclasses like consular. The spell points system sounds like a good idea IF it is anything like it is in 3. Bad
idea, I think. The Force is a lot more fluid than I think spell slots allow it to be. It works pretty good. These
powers would also be based on burning Point. Thinking on games like CoC, Sanity might work as a template
but the effects would need to be different most likely. I also kind of like the idea of Honor as a game mechanic
in a game with Jedi. It might get too dense for people to get.

Page 9

DOWNLOAD PDF STAR WARS D AND D 5TH EDITION
Chapter 8 : D&Dizing Star Wars for 5th Edition Dungeons and Dragons 5th Edition Part 2 â€“ Nerdarchy
Hi All, My D&D group is going to be playing a Star Wars 5th edition version in a couple months, for our regular DM's
birthday. We are using the.

Posted on October 12, by Duncan Roleplaying games: As Characters The first, and possibly most obvious way
of using Lego in an RPG, is as miniatures to represent the player characters. While you can purchase the
proper models, the variety of monsters that you will tend to use will mean that the shopping for, and paying
for each model can become impractical and also expensive. It also requires a prescience that some do not
haveâ€¦ When starting out with using Lego as miniatures, there are the pre-fab monsters. As good as the
pre-made sets are, the real power of Lego comes from building your own monsters from scratch. At a very
simple level, we have found that standard Lego bricks very useful for quickly slotting together to make
summoned monsters. All considerably better than fighting an empty soft drink bottle. As an Environment As
we started using Lego more and more, particularly in our Star Wars Saga Edition game, we started realising
the potential for using Lego as terrain, and as a way to set the scene. It started fairly simply, using bricks to
make crates and walls for cover, but quickly got more grandiose. Having the entire environment laid out
immediately started making things interesting, and worked even better than a combat grid for making sure
there was no ambiguity in what exactly was going on. It was, however, a good start. A quick chat after the
initial game resulted in some more serious inspiration. Just like the monsters, the real power of Lego is making
something truly awesome in advance. One of the players described the possibility of having movable terrain
that could be interacted with, recalling in particular, the droid factory scene in Attack of the Clones. This has
resulted in the player starting work on a huge train environment for our next session. As you can see from the
picture below, you can immediately visualise the characters in the scene. Not only is there a lot of potential for
me as a GM in setting up the scene, but also for the players in believing their characters are battling in it.
Playing with Lego can lead to violence We have found that it works. Not only is it great fun to build the
characters, monsters and sets, but it gives everyone an opportunity to participate in the construction of props
for the game. Some Lego sets that might help you get started from Amazonâ€¦.
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The Star Wars - D&D 5th Edition Conversion document by fedorable1 is All Star Wars D&D 5E player characters receive
the same hyper feat at Hyper Score 1 (take.

I feel like a little celebration is in order. I had the original red box, a couple modules, and the Fiend Folio back
in middle school â€” and just one friend who shared my interest in the game. Truth be told, most of our
enjoyment was in reading the materials and creating characters just for fun. These books just feel like they
belong on geek family bookshelves, even if you and your kids will never roll a d They seem like far more than
just a detailed set of game rules and guidelines. Reference, classics, and inspiration section. There are a couple
factors at work here. For instance, look at the storytelling focus of 5e in comparison to some of the earlier
editions: Rangers are a sub-class of fighter who are adept at woodcraft, tracking, scouting, and infiltration and
spying. A ranger must have strength of not less than 13, intelligence of not less than 13, wisdom of not less
than 14, and a 14 or greater constitution. Later editions â€” 3. Rough and wild looking, a human stalks alone
through the shadows of trees, hunting the orcs he knows are planning a raid on an nearby farm. Clutching a
shortsword in each hand, he becomes a whirlwind of steel, cutting down one enemy after another. After
tumbling away from a cone of freezing air, an elf finds her feet and draws back her bow to loose an arrow at
the white dragon. In exploring player character development, the fifth edition makes nice use of referencing
the Dragonlance and Forgotten Realms characters of Tika Waylan and Artemis Entreri, who may be familiar
to fantasy readers: The in-depth background material and its presentation. Raw magic is the stuff of creation,
the mute and mindless will of existence, permeating every bit of matter and present in every manifestation of
energy throughout the universe. Instead, they make use of a fabric of magic, a kind of interface between the
will of a spellcaster and the stuff of raw magic. Whenever a magic effect is created, the threads of the Weave
intertwine, twist, and fold to make the effect possible. And hey, it can be educational, too: I learned what a
mangonel is! More than 30 pages address their varieties, lairs, and habits. Which gets me back to the whole
imagination-sparking potential of this geekcyclopedic trio. There are stories and ideas and inspirations galore.
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