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This shield allows the Dungeon Master to hide notes, charts and maps from players. A perennial bestseller of the D&D line, this new screen
comes packed with eight panels of the most useful tables and charts for the D&D game. By using the "Dungeon Master's Screen", players
can have the most important information in front of their eyes at all times. 8-panel screen.
All three 4th Edition core rulebooks in one handsome slipcase. The Dungeons & Dragons Roleplaying Game has defined the medieval
fantasy genre and the tabletop RPG industry for more than 30 years. In the D&D game, players create characters that band together to
explore dungeons, slay monsters, and find treasure. The 4th Edition D&D rules offer the best possible play experience by presenting exciting
character options, an elegant and robust rules system, and handy storytelling tools for the Dungeon Master. This gift set provides all three 4th
Edition Dungeons & Dragons core rulebooks (Player's Handbook, Dungeon Master's Guide, and Monster Manual) in a handsome slipcase
that looks great on any bookshelf.
From the creator of the popular blog The Monsters Know What They’re Doing comes a compilation of villainous battle plans for Dungeon
Masters. In the course of a Dungeons & Dragons game, a Dungeon Master has to make one decision after another in response to player
behavior—and the better the players, the more unpredictable their behavior! It’s easy for even an experienced DM to get bogged down in onthe-spot decision-making or to let combat devolve into a boring slugfest, with enemies running directly at the player characters and biting,
bashing, and slashing away. In The Monsters Know What They’re Doing, Keith Ammann lightens the DM’s burden by helping you
understand your monsters’ abilities and develop battle plans before your fifth edition D&D game session begins. Just as soldiers don’t whip
out their field manuals for the first time when they’re already under fire, a DM shouldn’t wait until the PCs have just encountered a dozen
bullywugs to figure out how they advance, fight, and retreat. Easy to read and apply, The Monsters Know What They're Doing is essential
reading for every DM.
Dungeon Master's Guide
This Dungeons and Dragons 4th Edition compatible book was written to give you solid usable tips to help you build your story, design exciting
encounters, and run a great game when youâ€™re at the table. Itâ€™s a short book, designed to be read quickly and referenced often. Oh
yeah, and itâ€™s got some awesome original artwork by Jared Von Hindman of Head Injury Theater.
This is not your standard "How to" book. This goes beyond the "How to" stage as the author shares his experience with playing so that you
have a deeper and richer play experience. In order to do this the book is divided into four sections that give advice that goes beyond the rules
found it the Players Handbooks and Dungeons Master's Guides. * Useful of years to come. The best thing about this book is that it is not
designed for any one edition of the game. So this is just as useful for someone playing with some old AD&D books or the much awaited fifth
edition, D&D Next. This means that this book will be useful for many, many years to come. * Gets you ready to play. The first section is all
about getting ready to play a game and includes a list of all the supplies you will need. The author also gives you a run down about the
different editions of Dungeons and Dragons. Also in this section is advice on how to find other players to join or form a gaming group to play
with. * Advice on being player. Section two is a companion to the character creation process found in the Players Handbooks. This sections
talks about the roles that characters play within the adventuring party. Moral outlooks of the characters and their reasoning for being
adventures. Also the standard gear that any hero is going to need on a quest. * Advice on being a Dungeon Master. The third part of the book
is advice on crafting adventures and being the Dungeon Master that is in charge of the game. From crafting the plot of the adventure to
playing the villain, and even how to pace out the rewards you give to the plays, this section is rich in advice. * DIY Projects. Lastly the book
has a few projects that will help players save some cash by showing them how to make props. These projects use a mixture of different skill
sets such as sewing, cutting, and even faking paper aging. All in all, this is the prefect book for someone that wants to go beyond and really
learn how to play a great game of Dungeons and Dragons. Click "Buy Now" to Get "How to Play Dungeons & Dragons Now!
New, expanded rules are included in this handbook which highlights arms, equipment, and other elements for players and Dungeon Masters
to use in any D&D campaign.

Fantasy. Science fiction. Role-playing games. People around the globe turn away from the “real” world to inhabit others.
Movie fan-freaks design costumes and collect Lord of the Rings action figures. Some attend comic book conventions and
Renaissance fairs, others play live-action role-playing games (LARPs). The online game World of Warcraft (WoW) has
lured twelve million users worldwide. Even old-school role-playing games such as Dungeons & Dragons (D&D) are still
wildly popular. What could one man find if he embarked on a journey through fantasy world after fantasy world? In an
enthralling blend of travelogue, pop culture analysis, and memoir, forty- year-old former D&D addict Ethan Gilsdorf
crisscrosses America, the world, and other worlds—from Boston to New Zealand, and Planet Earth to the realm of
Aggramar. On a quest that begins in his own geeky teenage past and ends in our online gaming future, he asks gaming
and fantasy geeks how they balance their escapist urges with the kingdom of adulthood. He speaks to grown men who
build hobbit holes, and to grown women who play massively multiplayer online games. He seeks out those who dream of
elves, long swords, and heroic deeds, and mentally inhabit faraway magical lands. What lures them—old, young, male,
female, able-bodied, and disabled—into fantasy worlds, and for what reasons, whether healthy, unhealthy, or in between?
Our noble hero battles online goblins, trolls, and sorcerers for weeks on end. He travels to pilgrimage sites: Tolkien’s
hometown, movie locations, and castles. He hangs out with Harry Potter tribute bands. He LARPs. He goes to fan
conventions and gaming tournaments. He camps with medieval re-enactors—12,000 of them. He becomes Ethor,
Ethorian, and Ethor-An3. He sews his own tunic. He even plays D&D. What he discovers is funny, poignant, and
enlightening.
Explore a worldwide cityscape in the first Dungeons & Dragons campaign setting to take on the world of Magic: The
Gathering. This accessory contains resources that Dungeon Masters can use to enhance the experience of running a
campaign in the sprawling city of Ravnica, using Guildmasters' Guide to Ravnica, a Dungeons & Dragons campaign
sourcebook sold separately that explores one of the most popular settings in Magic: The Gathering. Contained within this
durable folder are 20 laminated cardstock sheets designed for use with dry-erase markers. The pack includes the
following resources to help you run your Ravnica campaign: • 7 double-sided color maps of Ravnica’s Tenth District,
with helpful quick-reference information about each district (8.5" x 11") • 11 double-sided, single-color maps of adventure
sites associated with Ravnica’s guilds, with helpful tables and reference information on each location (8.5" x 11") • 2
perforated sheets of color Faces of Ravnica cards (18 cards total), with character illustrations on one side and
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descriptions of guild charms on the other.
Prepare to step into a whole new world of Minecraft action with this brand new guide. Minecraft Dungeons is a completely
new game from Mojang, set in a Minecraft world but featuring tons of action, magic, combat and dungeon exploring. No
two games of Minecraft Dungeons are the same, so you're going to need this handbook to find out everything about the
best weapons, power-ups, items and combat strategies. The book even includes a full list of enemies you'll encounter, so
you'll be completely prepared. No Minecraft Dungeons player should venture into the darkness without it!
Fill your Dungeons & Dragons games with deadly monsters from the Monster Manual. The Monster Manual teaches you
how to how to fill your Dungeons & Dragons games with monsters—how to populate the game with pesky goblins and
mighty dragons for players to battle or beguile, outwit or outrun. Inside the Monster Manual you’ll find more than 150
classic D&D creatures, with vivid illustrations and rich descriptions to help breathe life into your zombies and liches.
“…What if I told you about the best book of monsters ever? The 5E Monster Manual just might be the one...”—Ed
Grabianowski, io9.Gizmodo.com “D&D acolytes are everywhere...Tech workers from Silicon Valley to Brooklyn have longrunning campaigns, and the showrunners and the novelist behind ‘Game of Thrones’ have all been Dungeon
Masters.”—Neima Jahromi, The New Yorker • The Monster Manual is one of the three main Dungeons & Dragons books,
along with the Player’s Handbook and the Dungeon Master’s Guide. It’s an essential resource for Dungeon Masters to
use in populating any type of challenge they might contrive for their players. • From an angel’s wingspan to the vacant
eyes of a zombie beholder, the Monster Manual includes more than 150 creatures illustrated in vivid color, with more
than 400 quick reference tables to help you bring them to life with ease. • Rich descriptions of each monster help trigger
your imagination. From the familiar (“vampires hate sunlight”) to the arcane (“what color is the vapor from a gorgon’s
nose?”), the Monster Manual helps inspire your decisions and keep the game flowing smoothly. • In Dungeons &
Dragons, you and your friends coauthor your own legend. Guided by a Dungeon Master, you create characters and play
their roles in a story, rolling dice and navigating maps as you unfold a tale as limitless as your imagination. • 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 adamantine armor to wings of flying, every magic item in the Dungeon Master's Guide is on a card of its own in this
easy-to-use deck of cards. Keep your game moving along when the adventurers find that crucial magical treasure, by
providing your players with a card that is quick and easy to reference in and out of the game. - Contains 294 durable,
laminated cards for a hoard of magical weapons, armor, and other wondrous items from the D&D Dungeon Masters
Guide. - Official game statistics provided on one side, and evocative art of the item on the other. - The perfect tool to help
Dungeon Masters equip their villains or dole out rewards to their players' heroes.
Weave exciting tales of heroism filled with magic and monsters. Within these pages, you’ll discover the tools and options
you need to create detailed worlds and dynamic adventures for your players to experience in the Dungeons & Dragons
roleplaying game. The revised Dungeon Master's Guide is an essential rulebook for Dungeon Masters of the D&D game.
The Dungeon Master's Guide has been reorganized to be more user friendly. It features information on running a D&D
game, adjudicating play, writing adventures, nonplayer characters (including nonplayer character classes), running a
campaign, characters, magic items (including intelligent and cursed items, and artifacts), and a dictionary of special
abilities and conditions. Changes have been made to the item creation rules and pricing, and prestige classes new to the
Dungeon Master's Guide are included (over 10 prestige classes). The revision includes expanded advice on how to run a
campaign and instructs players on how to take full advantage of the tie-in D&D miniatures line.
Weave legendary stories in the world’s greatest roleplaying game. All you need to run a Dungeons & Dragons game is
your imagination, some dice, and this book. The Dungeon Master’s Guide teaches you how to how to run D&D
adventures for your players— how to invent monsters for them to fight, mysteries for them to solve, and fantasy worlds for
them to explore. “[The Dungeon Master’s Guide is] the one book to rule them all, the most comprehensive and powerful
set of resources needed to run a game of D&D. . .” —Charlie Hall, Polygon.com “D&D acolytes are everywhere...Tech
workers from Silicon Valley to Brooklyn have long-running campaigns, and the showrunners and the novelist behind
‘Game of Thrones’ have all been Dungeon Masters.”—Neima Jahromi, The New Yorker • The Dungeon Master’s Guide
is one of the three main Dungeons & Dragons books, along with the Player’s Handbook and Monster Manual. It’s a
reference used by the Dungeon Master (the game’s narrator) to create adventures—to run Dungeons & Dragons games
and fill them with characters and stories. • The Dungeon Master’s Guide (DMG) is full of tools to help you immerse
players in the game. What’s the demon lord’s secret weakness? Are the orcish invaders a criminal enterprise, or
traitorous allies? Dozens of tables throughout the book help inspire your decisions and keep the game flowing smoothly.
• In the Dungeon Master’s Guide (DMG), even the tables tell tales. A legendary sword takes five decades to craft. Who
created it, and why? A tavern-crawling gnome has an eye twitch. How did she get it, and when? In every detail is an
architecture for narrative—and the Dungeon Master’s Guide has all the tools you need to flesh it out with ease. • In
Dungeons & Dragons, you and your friends coauthor your own legend. Guided by a Dungeon Master, you create
characters and play their roles in a story, rolling dice and navigating maps as you unfold a tale as limitless as your
imagination. • 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.
Fantasirollespil.
The perfect gift for the Dungeons & Dragons fans in your life or as a treat for yourself. Need a gift for the holidays? A
birthday present, a treat for yourself? This is it. Inside the D&D Core Rulebook Gift Set are special foil cover editions of
the three Dungeons & Dragons core rulebooks—the Players Handbook, Dungeon Master’s Guide, and Monster
Manual—plus a Dungeon Master’s screen, all collected in a stylish slipcase. It’s the perfect gift for any D&D fan. • Each
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of the three books and the Dungeon Master’s screen feature reflective foil covers, available ONLY with this release. •
The Player’s Handbook, Dungeon Master’s Guide, and Monster Manual are the foundational texts of D&D’s fifth
edition—for beginners and for veterans alike. • The D&D Gift Set includes the latest rules updates and errata. • 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.
Version 3.5 editions of the Player's Handbook, Monster Manual, and Dungeon Master's Guide are now offered in one slipcovered gift set. In the 30-year history of the Dungeons & Dragons game, this type of boxed set has never been available
-- until now. Enjoy the foundation of the Dungeons & Dragons roleplaying game in one product that is a great gift for
someone you want to introduce to the hobby or as a gift to yourself. With these three books in one case, the entire world
of Dungeons & Dragons is yours to explore and share with others. Version 3.5 editions of the Player's Handbook,
Monster Manual, and Dungeon Master's Guide are now offered in one slip-covered gift set. In the 30-year history of the
Dungeons & Dragons game, this type of boxed set has never been available -- until now. Enjoy the foundation of the
Dungeons & Dragons roleplaying game in one product that is a great gift for someone you want to introduce to the hobby
or as a gift to yourself. With these three books in one case, the entire world of Dungeons & Dragons is yours to explore
and share with others.
Dungeons and Dragons and Philosophy presents twenty-one chapters by different writers, all D&D aficionados but with
starkly different insights and points of view. The book is divided into three parts. The first, "Heroic Tier: The Ethical
Dungeon-Crawler," explores what D&D has to teach us about ethics. Part II, "Paragon Tier: Planes of Existence,"
arouses a new sense of wonder about both the real world and the collaborative world game players create. The third
part, "Epic Tier: Leveling Up," is at the crossroads of philosophy and the exciting new field of Game Studies.
This core rulebook is a deluxe, leather-bound edition of the essential tool every D&D player needs.
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.
Whether you’ve been a Dungeon Master (DM) before and want to fine-tune your skills or want to get ready and take the
plunge, this is the book for you. It gives you the basics on running a great game, info for more advanced dungeon
mastering, guidelines for creating adventures, and tips for building a campaign. It shows you how to: Handle all the
expressions of DMing: moderator, narrator, a cast of thousands (the nonplayer characters or NPCs), player, social
director, and creator Use published adventures and existing campaign worlds or create adventures and campaign worlds
of your own Conjure up exciting combat encounters Handle the three types of encounters: challenge, roleplaying, and
combat Create your own adventure: The Dungeon Adventure, The Wilderness Adventure. The Event-Based adventure
(including how to use flowcharts and timelines), The Randomly Generated Adventure, and the High-Level adventure
Create memorable master villains, with nine archetypes ranging from agent provocateur to zealot To get you off to a fast
start, Dungeon Master For Dummies includes: A sample dungeon for practice Ten ready-to-use encounters and ten
challenging traps A list of simple adventure premises Mapping tips, including common scales, symbols, and conventions,
complete with tables Authors Bill Slavicsek and Richard Baker wrote the hugely popular Dungeons and Dragons For
Dummies. Bill has been a game designer since 1986 and leads the D&D creative team at Wizards of the Coast. Richard
is a game developer and the author of the fantasy bestseller Condemnation. They give you the scoop on: Using a DM
binder to keep records such as an adventure log, PCs’ character sheets, NPC logs/character sheets, treasure logs, and
more Knowing player styles (role players and power games) and common subgroups: hack’n’slasher, wargamer,
thinker, impulsive adventurer, explorer, character actor, and watcher Recognizing your style: action movie director,
storyteller, worldbuilder, puzzlemaker, or connector Using miniatures, maps, and other game aids Using 21st century
technology, such as a Web site or blog, to enhance your game The book includes a sample adventure, The
Necromancer’s Apprentice, that’s the perfect way to foray into DMing. It includes everything you need for a great
adventure—except your players. What are you waiting for? There are chambers to be explored, dragons to be slain,
maidens to be rescued, gangs of gnoll warriors to be annihilated, worgs to be wiped out, treasures to be discovered,
worlds to be conquered....
TSR games and rules editor, preface by author, credits and acknowledgements, 16 appendices, glossary, afterword, a
list of tables and charts, and index.
For many tabletop RPG players, the joy of an in-depth game is that anything can happen. Typical adventure modules
include a map of the adventure’s primary location, but every other location?whether it's a woodland clearing, a random
apothecary or the depths of a temple players elect to explore?has to be improvised on the fly by the Game Master. As
every GM knows, no matter how many story hooks, maps or NPCs you painstakingly create during session prep, your
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best-laid plans are often foiled by your players' whims, extreme skill check successes (or critical fails) or their playful
refusal to stay on task. In a game packed with infinite possibilities, what are GMs supposed to do when their players
choose those for which they're not prepared? The Game Master’s Book of Random Encounters provides an unbeatable
solution. This massive tome is divided into location categories, each of which can stand alone as a small stop as part of a
larger campaign. As an example, the “Taverns, Inns, Shops & Guild Halls” section includes maps for 19 unique spaces,
as well as multiple encounter tables designed to help GMs fill in the sights, sounds, smells and proprietors of a given
location, allowing for each location in the book to be augmented and populated on the fly while still ensuring memorable
moments for all your players. Each map is presented at scale on grid, enabling GMs to determine exactly where all of the
characters are in relation to one another and anyone (or anything) else in the space, critical information should any
combat or other movement-based action occur. Perhaps more useful than its nearly 100 maps, the book's one-shot
generator features all the story hooks necessary for GMs to use these maps as part of an interconnected and contained
adventure. Featuring eight unique campaign drivers that lead players through several of the book's provided maps, the
random tables associated with each stage in the adventure allow for nearly three million different outcomes, making The
Game Master's Book of Random Encounters an incredible investment for any would-be GM. The book also includes a
Random NPC Generator to help you create intriguing characters your players will love (or love to hate), as well as a Party
Makeup Maker for establishing connections among your PCs so you can weave together a disparate group of
adventurers with just a few dice rolls. Locations include taverns, temples, inns, animal/creature lairs, gatehouses, courts,
ships, laboratories and more, with adventure hooks that run the gamut from frantic rooftop chases to deep cellar dungeoncrawls, with a total of 97 maps, more than 150 tables and millions of possible adventures. No matter where your players
end up, they'll have someone or something to persuade or deceive, impress or destroy. As always, the choice is theirs.
But no matter what they choose, with The Game Master's Book of Random Encounters, you'll be ready.
You love Dungeons and Dragons. As an experienced dungeon master you've run dozens, if not hundreds of games. You
put a lot of work into making your games great. What if there's another way to look at how you prepare your game? What
if it turned out you could spend less time, less energy, and have a better game as a result?It's time to unleash the Lazy
Dungeon Master.Written in the style of Sly Flourish's Dungeon Master Tips and Running Epic Tier D&D Games, The
Lazy Dungeon Master shows a new approach to game preparation, one that takes less time and gives your game the
freedom to grow at the table. This book will help dungeon master prepare awesome games for any version of
D&D.Based on the real-world experiences of hundreds of dungeon masters and dozens of professional game designers,
the Lazy Dungeon Master includes interviews with veteran D&D DMs and a complete toolkit to help you improvise an
entire game.Whether you play 1st, 2nd, 3rd, 4th, Pathfinder, or the D&D Next playtest; The Lazy Dungeon Master has
tips, techniques, and advice to make preparation easier and help you run a flexible and entertaining game.
If you’re a Dungeons & Dragons fan, you’ve surely thought of becoming a Dungeon Master. Learning to be a DM isn’t
as hard as you might think, especially if you have Dungeon Master 4th Edition For Dummies tucked into your bag of
tricks! From organizing your first D&D game to dealing with difficult players, this book covers everything a DM needs to
know. Written for the newest edition of D&D by the experts at Wizards of the Coast, creators of the game, it shows you
how to: Build challenging encounters, make reasonable rulings, and manage disagreements Recognize all the common
codes, tables, and spells Understand the parts of a D&D adventure and how to create dungeon maps and craft monsters
Shape storylines and write your own adventures Find your style as a DM and develop a game style that plays to your
strengths Script an encounter, vary the terrain and challenges, and establish rewards (experience points and treasure)
Decide whether to use published adventures Use and follow the official Dungeon Master’s Guide Develop a campaign
with exciting themes, memorable villains, and plots that keep players entranced If you’re getting the urge to lead the
charge in a D&D game of your own, Dungeon Master 4th Edition For Dummies will introduce you to the DM’s many jobs.
With the information you need to start your own game, craft exciting stories, and set up epic adventures, you’ll be on
your way!
Augments and expands on the rules of play for the Dungeons & Dragons role-playing game, explaining the role of the
Dungeon Master and reconciling previously discovered inaccuracies, inconsistencies, and other problems.
Create heroic characters for the world’s greatest roleplaying game. The Player’s Handbook is the essential reference for
every Dungeons & Dragons roleplayer. It contains rules for character creation and advancement, backgrounds and skills,
exploration and combat, equipment, spells, and much more. Use this book to create characters from among the most
iconic D&D races and classes. Publisher’s Weekly #1 Best Seller in Hardcover Nonfiction Wall Street Journal #1 Best
Seller in Hardcover Nonfiction • In Dungeons & Dragons, you and your friends coauthor your own legend. Guided by a
Dungeon Master, you create characters and play their roles in a story, rolling dice and navigating maps as you unfold a
tale as limitless as your imagination. • The Player’s Handbook is the first of three D&D core rulebooks, along with the
Monster Manual and the Dungeon Master’s Guide. The Player’s Handbook is the cornerstone. It’s the foundational text
of D&D’s fifth edition—for beginners and for veterans alike. • The Player’s Handbook walks you through how to create a
Dungeons & Dragons character—the role you’ll play in the D&D world. • 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.
This introductory guide to the worlds of the leading fantasy role-playing game provides an immersive illustrated primer to
the prisons, castles, traps, and labyrinths where players find adventure in D&D. In this illustrated guide for new players,
you'll be transported to the mystical and magical worlds of Dungeons & Dragons and given a one-of-a-kind course on the
dungeons and deathtraps for which the game (and all its iterations) is known. Featuring maps, cutaway illustrations, and
fun insights that show would-be adventurers how to travel and survive in these fantastical settings, along with original
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illustrations and archival images, the book shines a spotlight down the dark, foreboding corners of the most infamous
locations in the worlds of D&D. The perfect jumping-on point for young fans of fantasy looking to give D&D a try, the book
also features prompts to encourage creative problem-solving skills in the dangerous situations you may find yourself in
when on D&D adventures.
Everything you need to start playing the world’s greatest roleplaying game. “I recommend [the D&D Starter Set] for anyone who’s
curious and wants to learn D&D.”—Ed Grabionowski, io9.Gizmodo.com The Dungeons & Dragons Starter Set is your gateway to
action-packed stories of the imagination. This box contains the essential rules of the game plus everything you need to play heroic
characters on perilous adventures in worlds of fantasy. Explore subterranean labyrinths! Plunder hoards of treasure! Battle
legendary monsters! • FIVE READY-TO-PLAY CHARACTERS • SIX DICE • ONE ADVENTURE BOOK: LOST MINE OF
PHANDELVER • ONE RULEBOOK • ONE CHARACTER SHEET “D&D acolytes are everywhere. . .Tech workers from Silicon
Valley to Brooklyn have long-running campaigns, and the showrunners and the novelist behind ‘Game of Thrones’ have all been
Dungeon Masters.”—Neima Jahromi, The New Yorker 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. The main Dungeons &
Dragons books are the Player’s Handbook, Monster Manual, and Dungeon Master’s Guide.
The medieval in the modern world is here explored in a variety of media, from film and book to gaming.
The perfect tool to help Dungeon Masters manage their monsters during play. These 81 durable, laminated cards represent a
range of deadly beasts from the Dungeons & Dragons supplemental book, Volo's Guide to Monsters, complete with stats and
illustrations. From the Banderhobb's stealth bonus to the Yuan-ti pit master's cantrips, monster cards let DMs select, organize, and
access the information they need to help keep encounters running smoothly, without flipping through the books. - Color
illustrations bring battles to life without revealing the monster's rules text - An evergreen accessory useful for all fifth edition
Dungeons & Dragons tabletop gameplay - An invaluable resource for EVERY Dungeon Master
Within this tome are seven of the most compelling dungeons from the 40+ year history of Dungeons & Dragons. Some are classics
that have hosted an untold number of adventurers, while others are some of the most popular adventures ever printed. The seeds
of these stories now rest in your hands. D&D's most storied dungeons are now part of your modern repertoire of adventures.
Enjoy, and remember to keep a few spare character sheets handy. DREAD TALES TOLD IN THE DEAD OF NIGHT When the
shadows grow long in Waterdeep and the fireplace in the taproom of the Yawning Portal dims to a deep crimson glow, adventurers
from across the Forgotten Realms, and even from other worlds, spin tales and spread rumors of dark dungeons and lost treasures.
Some of the yarns overheard by Durnan, the barkeep of the Yawning Portal, are inspired by places and events in far-flung lands
from across the D&D multiverse, and these tales have been collected into a single volume. For use with the fifth edition Player's
Handbook®, Monster Manual®, and Dungeon Master's Guide®, this book provides fans with adventures, magic items and deadly
monsters, all of which have been updated to the fifth edition rules. Explore seven deadly dungeons in this adventure supplement
for the world's greatest roleplaying game. Tales from the Yawning Portal Includes the Following Adventures: Against the Giants
Dead in Thay Forge of Fury Hidden Shrine of Tamoachan Sunless Citadel Tomb of Horrors White Plume Mountain
Offers tips, advice, and strategies for mastering the game, Dungeons and Dragons.
Explore the fantasy world of D&D and delve into dungeons, slay monsters, and gain treasure! If you've been thinking of playing
D&D or you've played before and you want to get up to speed on the all-new 4th Edition, this is the book for you. Here's what you
need to know to join the fantasy fun. D&D terminology — understand what ability check, modifier, saving throw, AC, gp, hp, and XP
mean Roll the dice — add modifiers and see if you rolled the d20 high enough to beat the challenge Minding your manners — know
D&D etiquette so you'll be welcome in any adventure Character building — select your character's race and class, and choose the
best powers, skills, feats, and gear Roleplaying — give your character a background and personality quirks Combat — use combat
rules, a battle grid, and miniatures to play out furious battles Open the book and find: Everything a new player needs to get started
playing D&D Details on four fantasy races and four iconic classes Explanations of every number and statistic on the character
sheet The best magic items and equipment for characters of all classes Advice on roleplaying and teamwork A ready-to-use
adventure to get you started as a Dungeon Master A ready-to-use battle grid with character and monster markers
Offers tips, advice, and strategies for creating worlds and adventures that players can enjoy while participating in the roleplaying
game.
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