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Get your first glimpse into the world of Dungeons & Dragons, through the masterful illustrations
of Todd James. The Dungeons & Dragons-Adventures Outlined coloring book features
fantastical designs and shows off classic monsters from the game as seen through the eyes of
world renowned artist, Todd James. Color your way through each adventure with these
delightful illustrations. This coloring book features unique designs including beholders, trolls,
goblins, dragons, and more. Provides hours of creativity, fun, and relaxation.
Beneath the streets of Waterdeep, a sinister dungeon awaits adventurers brave enough to face
its perils. Created ages ago by the wizard Halaster, the sprawling dungeon is a lair for terrible
monsters and ruthless villains. In the dark chambers, they hunger for victims and plot the
downfall of those who dwell on the streets above. Who will unravel the twisting labyrinth to
reveal its secrets, claim its treasures, and stop the foul machinations of the dungeon's
denizens? Halls of Undermountain(tm) is a 96-page hardcover book that presents a ready-to
use dungeon detailing over eighty locations. The adventure offers a way for Dungeon Masters
participating in the recent D&D Encounters(tm) season, The Elder Elemental Eye(tm), to
extend the adventure. In addition, this book provides all the ingredients to run a classic
dungeon delve, including enticing treasures, deadly traps, a wide assortment of monsters, and
two double-sided full-color poster maps.
Delve deeper than you ever thought possible in this adventure for the world's greatest
roleplaying game. Hundreds of years ago, long before Waterdeep had been built, Halaster
Blackcloak carved a vast dungeon beneath Mount Waterdeep and stocked it with all manner of
creatures from across the planes. Over time Halaster has gone quite insane and the dungeon
he carved, now dubbed Undermountain, is a labyrinthine death trap for those bold enough to
venture within. Precious few have returned from Halaster's home, and frequently they're not
who they were when they started out. One thing is certain however. Wealth unimaginable
exists within the halls of Undermountain.
Explore a wealth of peril and personalities in this campaign book for the world's greatest
roleplaying game, Dungeons & Dragons. Acquisitions Incorporated is a different flavor of
Dungeons & Dragons. A fifth edition D&D book created in partnership with Penny Arcade Inc.
and inspired by the podcast and web series, this book is full of madcap heists, hilarious
moments, and all the ingredients you need to include the adventurers of Acquisitions
Incorporated in your own fifth edition D&D campaign. - Inside you'll find everything you need to
live out your fantasy of climbing the corporate ladder of the most notorious retrieval agency in
the Forgotten Realms--Acquisitions Incorporated. - The 256-page book will give Dungeon
Masters and players plenty of bits to play a D&D fifth edition game just as if you were on stage
with the crew at PAX! New backgrounds, character options, franchise information and more. You'll also find an adventure that will take characters from levels 1 through 6, establishing your
party's claim on a world they've just begun to explore--and to strip-mine for profit. Dungeons &
Dragons is the world's greatest roleplaying game. Created in 1974, D&D transformed gaming
culture by blending traditional fantasy with miniatures and wargaming.
From the author of The Monsters Know What They’re Doing comes an introduction to combat
tactics for Dungeons & Dragons players. In his first book, The Monsters Know What They’re
Doing (based on his popular blog), Keith Ammann unleashed upon the D&D world a wave of
clever, highly evolved monster tactics. Now it’s only fair that he gives players the tools they
need to fight back…and prevail! An introduction to combat tactics for fifth-edition Dungeons &
Dragons players, Live to Tell the Tale evens the score. It examines the fundamentals of D&D
battles: combat roles, party composition, attacking combos, advantage and disadvantage,
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Stealth and Perception, and more…including the ever-important consideration of how to run
away! Don’t worry about creating a mathematically perfect character from square one.
Survival isn’t about stats—it’s about behavior! With four turn-by-turn, roll-by-roll, blow-by-blow
sample battles, Live to Tell the Tale breaks down how to make the best choices for your
cherished characters so that they can survive their adventures, retire upon their accumulated
riches, and tell stories about the old days that nobody will ever believe.
This full-length adventure for the newest D&D( campaign setting is designed to showcase
many of the most unique traits of the Eberron realm.
Lost is the poor soul borne aloft in the grip of the ancient red dragon featured in a spectacular
panoramic vision by Tyler Jacobson on this durable, four-panel Dungeon Master’s Screen.
The interior rules content on this new screen has been revisited and refreshed as a direct
result of feedback received from D&D fans everywhere. - The screen’s landscape orientation
allows the Dungeon Master to easily see beyond the screen and reach over, even as it keeps
die rolls and notes hidden from players. - Provides an at-a-glance reference for the most
relevant and often used in-game information, equipping Dungeon Masters of all skill levels with
essential support. - An excellent resource for new and existing Dungeons Masters to facilitate
inspired adventures and an engaging play experience. This newest edition draws from every
prior edition to create a universally compelling play experience, and exemplifies the true spirit
of a game that holds captive the hearts and minds of millions of players worldwide.

Discover everything there is to know about dragons--the most iconic of D&D
monsters--in this quintessential reference guide. Meet Fizban the Fabulous: doddering
archmage, unlikely war hero, divine avatar of a dragon-god--and your guide to the
mysteries of dragonkind. What is the difference between a red dragon and a gold
dragon? What is dragonsight? How does a dragon's magic impact the world around
them? This comprehensive guide provides Dungeon Masters with a rich hoard of tools
and information for designing dragon-themed encounters, adventures, and campaigns.
Dragonslayers and dragon scholars alike will also appreciate its insight into harnessing
the power of dragon magic and options for players to create unique, memorable
draconic characters. - Introduces gem dragons to fifth edition! - Provides Dungeon
Masters with tools to craft adventures inspired by dragons, including dragon lair maps
and detailed information about 20 different types of dragons - Adds player character
options, including dragon-themed subclasses for monks and rangers, unique draconic
ancestries for dragonborn, additional spell options, and a feat - Presents a complete
dragon bestiary and introduces a variety of dragons and dragon-related
creatures--including aspects of the dragon gods, dragon minions, and more - Reveals
the story of the First World and the role the dragon gods Bahamut and Tiamat played in
its creation and destruction
Dice and miscellany for the world's greatest roleplaying game EXPLORE THE
REALMS! Let Laeral Silverhand-Open Lord of Waterdeep, centuries-old archmage, and
daughter of the goddess of magic-guide you on your path to adventure. INCLUDES Eleven Dice (two d20s, one d12, two d10s, one d8, four d6s, one d4) - Twenty
illustrated, double-sided cards detailing Laeral's expert insights on key characters,
locations, and lore from across the Forgotten RealmsTM. - A durable, felt-lined box that
functions as two dice trays. - Foldout double-sided map of the Sword Coast and the city
of Waterdeep (11" x 16")
From the time she was a toddler, Lou Ann Walker was the ears and voice for her deaf
parents. Their family life was warm and loving, but outside the home, they faced a world
that misunderstood and often rejected them.
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Experience the ultimate urban treasure hunt in this adventure for the world's greatest
roleplaying game. Welcome to Waterdeep, City of Splendors! You're summoned by
Volothamp Geddarm, famous explorer and raconteur, to complete a simple quest. Is
anything ever really simple though? Experience a grand caper, pitting your skills and
bravado against two nefarious organizations as you go on a hunt for the greatest prize
of all.
This definitive book on Dungeons & Dragons, one of the original ultimate nerd
subcultures, traces its origins on the battlefields of ancient Europe through the hysteria
that linked it to satanic rituals and teen suicides, and to its apotheosis as father of the
modern video game industry.
Describes the characteristics and attributes of a variety of monsters, zombies, demons,
giants, werewolves, animals, and aliens for use in the Dungeons and Dragons game.
Fantasirollespil.

Summertime Magic Makoto and her companions experience summer
celebrations of all sorts, from the spectacular lantern floats of Aomori’s most
famous festival to an otherworldly procession dedicated to exotic beasts. Along
the way, they’ll conquer mountainous desserts, reunite with an old friend, and
make potentially groundbreaking discoveries in magic. Enjoy the ongoing, charmfilled adventures of Makoto and her crew as they have fun under the sun and
more in Aomori!
Sandbox Meets Hexcrawl Meets Epic Storyline. Every millennium, a terrible evil
trapped in the heart of the Luna Valley awakens to wipe civilization out -- and the
last awakening happened 1,000 years ago.... This time, if the heroes don't stop
the evil, more than just the Luna Valley will die. Welcome to The Demonplague, a
rocking campaign that will take your players on a wild adventure rife with intrigue,
secrets, and grim sword and sorcery action.With equal parts classic adventure,
sandbox, hexcrawl, and old-fashioned dungeon crawl, The Demonplague lets
you GM with little prep and at the same time offers your players total freedom
and choice. Designed For Game MastersNew GMs benefit from a classic linear
structure that gradually leads them into the campaign's other styles. The
Demonplague adventure comes in four parts, all of which you will get today for a
complete campaign experience. Part I: The Frozen Necromancer Part II: The
Winter Druid's Legacy Part III: Icefall Part IV: Xancrown's Prison Features A fulllength 371 page D&D 5E campaign that takes characters from 1st to 20th level
The self-contained Luna Valley setting lets you drop this campaign into any
fantasy world without a hitch 21 diabolical new monsters for 5E including new
undead and demonic foes 27 new NPCs with complete write-ups for excellent
roleplay A fully-stocked village brimming with intrigue Over a dozen dungeon and
adventuring sites Two PDF versions included: 2-column for print and 1-column
PDF for easier tablet and phone use* PDFs are fully bookmarked and searchable
The Story A classic linear adventure core story arc with village intrigue,
wilderness exploration, and dungeon mission play A sandbox stage when PCs
are tough enough to brave the post-apocalyptic wilderness, letting them choose
when and how to engage in story milestones A hexcrawl portion where you can
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dynamically generate the contents of any hex, letting players roam freely
throughout the valley and make amazing discoveries A mega-dungeon finale with
an exciting balance of roleplaying and action A player-driven narrative that puts
tough choices in front of their characters to determine the direction and outcome
of adventures Get the Demonplague today and run an unforgettable campaign
for your friends!
The most comprehensive pantheon in roleplaying games is back in a new edition
for 5E. This massive tomes provides more than 20 pick-up-and-play churches,
whose organization and beliefs are described in lavish detail. These churches
can be used in any campaign setting to bring a whole new level of detail to the
religious characters. Plus, for those who don't have a complete cosmology in
their game, The Book of the Righteous provides a comprehensive mythology that
unifies all of the gods in the book. The original edition of Book of the Righteous
was one of the most critically acclaimed books of the d20 era. Now Dungeons &
Dragons Fifth Edition designers Robert J. Schwalb and Rodney Thompson have
brought the new edition up to date with the 5E rules.
"For use with the fifth edition Player's handbook, Monster manual, and Dungeon
master's guide"--Back cover.
The City of Towers launches a brand new novel line set in the world of Eberron,
Wizards of the Coast’s newest D&D® campaign setting. Author Keith Baker’s
proposal for the exciting world of Eberron was chosen from 11,000 submissions,
and he is the co-author of the Eberron Campaign Setting, the RPG product that
launched the setting. The Eberron world will continue to grow through new
roleplaying game products, novels, miniatures, and electronic games. AUTHOR
BIO: Keith Baker is a freelance writer and game designer. In 2003 his proposal
for the world of Eberron was selected as the winner in the Wizards of the Coast
fantasy setting search. From the Paperback edition.
This introductory guide to DUNGEONS & DRAGONS provides a fun and
immersive primer to its beasts and monsters. In this illustrated guide, you're
transported to the legendary and magical worlds of Dungeons & Dragons and
presented with one-of-a-kind entries for some of its most sinister, foul, and
memorable monsters. Featuring amazing illustrations and expert insights on
some of D&D's most dangerous monsters, the guide shines a spotlight on the
beasts that scare, excite, and cause trouble for adventurers, from creatures that
live underground, to those that dwell in the wilderness and boneyards or soar in
the sky. In these profiles you will find information on the size of each monster, its
danger level, and tips for how to survive an encounter. The perfect entry point for
young fans of fantasy eager to become D&D adventurers, this book also features
introductory "Encounter" stories so readers can practice the problem-solving
skills they'll need to fight these monsters when they play a D&D adventure of
their own.
Offers a comprehensive description of the Forgotten Realms, one of the most
well known Dungeons & Dragons campaign settings.
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More than just information for players, this book gives Gamemasters a wide
variety of information on bounty hunters, crime syndicates, smugglers, pirates,
and criminals of all stripes throughout the "Star Wars" setting.
Stories about strange adventures in the fictional land of Krynn are accompanied
by discussions of the history, culture, music, and cookery of Krynn
An exciting poster map product! "The Fantastic Locations" series of map
accessories features the winning combination of short adventure and two large,
double-sided, full-color maps scaled for D&D miniatures. A 16-page adventure
accompanies the maps.
The Wild Beyond the Witchlight is D&D's next big adventure storyline that brings
the wicked whimsy of the Feywild to fifth edition for the first time. Tune into D&D
Live 2021 presented by G4 on July 16 and 17 for details including new
characters, monsters, mechanics, and story hooks suitable for players of all ages
and experience levels. The Wild Beyond the Witchlight is D&D's next big
adventure storyline that brings the wicked whimsy of the Feywild to fifth edition
for the first time. Tune into D&D Live 2021 presented by G4 on July 16 and 17 for
details including new characters, monsters, mechanics, and story hooks suitable
for players of all ages and experience levels.
Curriculum of Chaos is an upcoming D&D release set in the Magic: The
Gathering world of Strixhaven. Tune into D&D Live 2021 presented by G4 on July
16 and 17 for details including new character options, monsters, mechanics,
story hooks, and more! Curriculum of Chaos is an upcoming D&D release set in
the Magic: The Gathering world of Strixhaven. Tune into D&D Live 2021
presented by G4 on July 16 and 17 for details including new character options,
monsters, mechanics, story hooks, and more!
The nine martial disciplines presented in this supplement allow a character with
the proper knowledge and focus to perform special combat maneuvers and
nearly magical effects. Information is also included on new magic items and
spells and new monsters and organizations.
Every Dungeon Master needs a screen to conceal notes and dice rolls and to
have valuable charts and information close at hand. This Forgotten Realms
accessory includes a 32-page booklet of tables and topography and a four-panel
screen containing a wealth of information and featuring original artwork on the
front.
Abolish an Ancient Evil Threatening Devastation in this Adventure for the World's
Greatest Roleplaying Game Called by the Elder Elemental Eye to serve, four
corrupt prophets have risen from the depths of anonymity to claim mighty
weapons with direct links to the power of the elemental princes. Each of these
prophets has assembled a cadre of cultists and creatures to serve them in the
construction of four elemental temples of lethal design. It is up to adventurers
from heroic factions such as the Emerald Enclave and the Order of the Gauntlet
to discover where the true power of each prophet lay, and dismantle it before it
comes boiling up to obliterate the Realms. * An epic adventure for characters
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levels 1 - 15, the Elemental Evil(tm) story arc, Princes of the Apocalypse provides
everything a Dungeon Master needs to create an exciting and memorable play
experience. * Includes new elemental spells and the element-touched genasi as
a new playable race. * Fans of the Dungeons & Dragons® Roleplaying Game
can get a sample of what this product has in store for them through the D&D
Encounters(tm) in-store play program. * Adventure design and development by
Sasquatch Game Studio LLC.
Your first look at the next D&D title comes on August 24! Keep an eye on
wherever you get your D&D news for a preview of the book.
An illustrated guide to the history and evolution of the beloved role-playing game
told through the paintings, sketches, illustrations, and visual ephemera behind its
creation, growth, and continued popularity. From one of the most iconic game
brands in the world, this official DUNGEONS & DRAGONS illustrated history
provides an unprecedented look at the visual evolution of the brand, showing its
continued influence on the worlds of pop culture and fantasy. Inside the book,
you'll find more than seven hundred pieces of artwork--from each edition of the
core role-playing books, supplements, and adventures; as well as Forgotten
Realms and Dragonlance novels; decades of Dragon and Dungeon magazines;
and classic advertisements and merchandise; plus never-before-seen sketches,
large-format canvases, rare photographs, one-of-a-kind drafts, and more from the
now-famous designers and artists associated with DUNGEONS & DRAGONS.
The superstar author team gained unparalleled access to the archives of Wizards
of the Coast and the personal collections of top collectors, as well as the
designers and illustrators who created the distinctive characters, concepts, and
visuals that have defined fantasy art and gameplay for generations. This is the
most comprehensive collection of D&D imagery ever assembled, making this the
ultimate collectible for the game's millions of fans around the world.
NEW YORK TIMES BESTSELLER • 80 recipes inspired by the magical world of
Dungeons & Dragons “Ready a tall tankard of mead and brace yourself for a
culinary journey to match any quest!”—Tom Morello, Rage Against the Machine
From the D&D experts behind Dungeons & Dragons Art & Arcana comes a
cookbook that invites fantasy lovers to celebrate the unique culinary creations
and traditions of their favorite fictional cultures. With this book, you can prepare
dishes delicate enough to dine like elves and their drow cousins or hearty enough
to feast like a dwarven clan or an orcish horde. All eighty dishes—developed by a
professional chef—are delicious, easy to prepare, and composed of wholesome
ingredients readily found in our world. Heroes’ Feast includes recipes for
snacking, such as Elven Bread, Iron Rations, savory Hand Pies, and Orc Bacon,
as well as hearty vegetarian, meaty, and fish mains, such as Amphail Braised
Beef, Hommlet Golden Brown Roasted Turkey, Drow Mushroom Steaks, and
Pan-Fried Knucklehead Trout—all which pair perfectly with a side of Otik’s
famous fried spiced potatoes. There are also featured desserts and
cocktails—such as Heartlands Rose Apple and Blackberry Pie, Trolltide Candied
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Apples, Evermead, Potion of Restoration, and Goodberry Blend—and everything
in between, to satisfy a craving for any adventure.
Heroes Assemble! From the seas below to the skies above, from the land to the
stars, heroes are all around us, and they come in many different forms. Now you
can go beyond the common races and play a member of these 12 imaginative
races in your game. Delve into each race's culture and see the world from their
unique point of view. Play a character that you have always dreamed of playing,
with all-new specific character options tailored to each race's flavor. Expand your
horizons and your gaming experience with these Advanced Races today! The
Book of Heroic Races: Advanced Compendium is the essential guide for playing
untold numbers of characters. This 252-page supplement features: Racial Traits
to play 12 different races, plus 60 Alternate Racial Traits and 49 Character Traits
to customize your character for your desired unique play experience 125 New
Character Class Options, including archetypes, sorcerer and bloodrager
bloodlines, oracle mysteries and shaman spirits, cavalier orders, cleric domains
and subdomains, rogue talents, alchemist discoveries, familiars and animal
companions, time thief temporal talents, soulknife blade skills, and much more 93
New Feats, including martial arts styles, metamagic feats, combat feats, and
feats to enhance your chosen racial traits 84 New Magic Items, Mundane Items,
and Technological Items 61 New Spells and Psionic Powers 23 New Deities and
Philosophies, reflecting the unique viewpoints and values of each race Details for
crafting your unique adventurer, as well as suggestions for GMs on how to
incorporate each of these races into your campaign world Be Heroic With These
Advanced Races Today!
The first comprehensive biography of geek and gaming culture's mythic icon,
Gary Gygax, and the complete story behind his invention of Dungeons &
Dragons. The life story of Gary Gygax, godfather of all fantasy adventure games,
has been told only in bits and pieces. Michael Witwer has written a dynamic,
dramatized biography of Gygax from his childhood in Lake Geneva, Wisconsin to
his untimely death in 2008. Gygax's magnum opus, Dungeons & Dragons, would
explode in popularity throughout the 1970s and '80s and irreversibly alter the
world of gaming. D&D is the best-known, best-selling role-playing game of all
time, and it boasts an elite class of alumni--Stephen Colbert, Robin Williams, and
Vin Diesel all have spoken openly about their experience with the game as
teenagers, and some credit it as the workshop where their nascent imaginations
were fostered. Gygax's involvement in the industry lasted long after his dramatic
and involuntary departure from D&D's parent company, TSR, and his footprint
can be seen in the role-playing genre he is largely responsible for creating.
Through his unwavering commitment to the power of creativity, Gygax gave
generations of gamers the tools to invent characters and entire worlds in their
minds. Witwer has written an engaging chronicle of the life and legacy of this
emperor of the imagination.
Awesome tools, rules, and adventure content for every Dungeon Master. If you're
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a Dungeons & Dragons player interested in taking on the role of the Dungeon
Master, or if you're an experienced DM looking for more game advice, tools, and
adventure content, the Dungeon Master's Kit™ has exactly what you need to build
your own Dungeons & Dragons campaign and excite the imaginations of you and
your players. This deluxe box contains rules and advice to help Dungeon Masters
run games for adventurers of levels 1–30. It also includes useful DM tools such
as a Dungeon Master's screen (with tables and rules printed on the inside), diecut terrain tiles and monster tokens, and fold-out battle maps. Game
components: • 96-page book of rules and advice for Dungeon Masters • 32-page
monster book • Two 32-page adventures • 3 sheets of die-cut monster tokens •
2 double-sided battle maps • Fold-out Dungeon Master's screen
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