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This core rulebook introduces an innovative monster stat block format, that makes running monsters easier for the
Dungeon Master, and presents a horde of iconic monsters that fit into any campaign.
A complete guide to playing D&D in the ice and snow. This 4-color supplement begins a new series of releases that focus
on how the environment can affect D&D gameplay in every capacity. Frostburn contains rules on how to adapt to
hazardous cold-weather conditions, such as navigating terrain with snow and ice and surviving in bitter cold or harsh
weather. There are expanded rules for environmental hazards and manipulation of cold weather elements, as well as
new spells, feats, magic items, and prestige classes. New monsters associated with icy realms are included, as well as
variants on current monsters. There is enough adventure material included for months of gameplay.
Lists and describes over one thousand spells in the Dungeons & Dragons game, including spell lists and additional cleric
domains.
This art-filled sourcebook about aberrations in the D&D world takes a comprehensive look at bizarre monsters and the
heroes who fight them. Illustrations.
In the fourth adventure in the D&D( series, an evil awaits in the forest. A ghostly horseman is terrorizing a small hamlet,
and the player characters must stop him before he kills everyone. Players deal with supernatural horror as well as
traditional monsters in this powerful adventure.
Explore the horrors of Ravenloft in this campaign sourcebook for the world’s greatest roleplaying game. Terror stalks the
nightmare realms of Ravenloft. No one knows this better than monster scholar Rudolph Van Richten. To arm a new
generation against the creatures of the night, Van Richten has compiled his correspondence and case files into this tome
of eerie tales and chilling truths. • Travel (perhaps even by choice) to Ravenloft's expanded Domains of Dread—each
domain with its own unique flavor of horror, thrilling story hooks, and grisly cast of characters • Craft your own D&D
horror settings, add tension with optional rules, and get advice for running a game that's ghastly in all the right ways •
Create characters with lineages tied to vampires, undead, and hags, horror-themed subclasses, the Investigator
background, and "Dark Gifts" that may be a double-edged sword • Unleash nightmarish monsters from an expanded
bestiary, and browse a collection of mysterious trinkets • Explore Ravenloft in the included Dungeons & Dragons
adventure—play as a stand-alone adventure or drop it into your current game for a bit of sinister fun
A legendary adventure updated for the Dungeons & Dragons game, this all-new adventure provides hours of play as
users race against an evil band of priests attempting to unleash the dark god upon the world.
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 long-running 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.
Presents an introduction to Dungeons and Dragons with information on the rules, characters, weapons and gear, and game
etiquette.
Presents the core rules for the fourth edition of the Dungeons & Dragons roleplaying game that outline making characters,
adventuring, and resolving combat.
Fantasirollespil.
A deluxe, leather-bound version of the essential tool every D&D Dungeon Master needs. The follow-up to the special edition
Player’s Handbook™ released in 2004 for the 30th anniversary of D&D, this special release of the Dungeon Master’s Guide™
features an embossed, leather-bound cover and premium, gilt-edged paper.
Using the same D20 game system as the 3rd Edition fantasy roleplaying rules, sword & sorcery books provide fantasy gamers
with a host of new core rulebooks, campaign sourcebooks, challenging adventures and game accessories. Sword & sorcery is the
largest independent publisher of D20 material, with authors such as the father of fantasy himself Gary Gygax, and Monte cook, the
co-creator of 3rd Edition and author of the 3rd Edition DMG. Sword & Sorcery Studio's most popular and critically acclaimed core
rulebook to date. Relics & Rituals explores a host of campaign source material valuable to players and DM's alike. With seven new
prestige classes; hundreds of new spells for bards, clerics, druids, paladins, rangers, sorcerers and wizards; over a hundred new
magic items from minor trinkets to major artifacts; new rules and spells for powerful ritual magic; and new rules for magical tattoos,
this volume offers you a wealth of excellent campaign material. Gary Gygax himself says '"this work is one you can't pass up."
The easiest way to learn how to play the third edition of "Dungeons and Dragons", this book includes introductory rules, adventure
material for beginning a D&D campaign, and everything needed to play--rules, dice, dice bag, miniatures, character sheets, and
more.
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This updated version of the bestselling "D&D Psionics Handbook" is now largerand with a new cover.
The most detailed D&D¨ sourcebook on combat ever released.
Shows the reader how to be a Dungeon Master.
A wickedly whimsical adventure for the world’s greatest roleplaying game. Once every eight years, the fantastic Witchlight
Carnival touches down on your world, bringing joy to one settlement after the next. Its owners, Mister Witch and Mister Light, know
how to put on a good show. But there’s more to this magical extravaganza than meets the eye! The carnival is a gateway to a
fantastic Feywild domain unlike anything found on the Material Plane. Time has not been kind to this realm, however, and dark
days lie ahead unless someone can thwart the dastardly schemes of the Hourglass Coven. The Wild Beyond the Witchlight takes
adventurers from the Witchlight Carnival to Prismeer, a Feywild domain of delight, and is designed for characters of levels 1–8.
This book comes with a poster map that shows the carnival on one side and Prismeer on the other. • Explore the Plane of Faerie
in the first official D&D adventure set primarily in the Feywild • Easily drop The Witchlight Carnival into any campaign—for passage
into the Feywild or just a night of carnival games and wild entertainment • Introduces two races—play as a fairy or as a harengon, a
race of humanoid rabbits • Adds two backgrounds—the Feylost who grew up in the Feywild, and a Witchlight Hand who works at
the carnival • All encounters can be resolved without resorting to combat, rewarding clever ideas and creative roleplay • Classic
1980s Dungeons & Dragons characters return, including Warduke, Strongheart, and Kelek
This new handbook is the complete guide to integrating planar travel into anyD&D( campaign.
New options for ardents, battleminds, monks, and psions. Hot on the heels of the Player's Handbook® 3 core rulebook comes
Psionic Power(tm), a D&D® supplement that explores the psionic power source in more detail. This supplement presents
hundreds of new options for D&D characters, specifically focusing on heroes who channel the power of the mind. It provides new
builds for the ardent, battlemind, monk, and psion classes, including new character powers, feats, paragon paths, and epic
destinies.
Whether you're playing a devoted psion or psionic warrior, an essential sourcebook for expanding the use of psionic powers shows
players how to gain access to new combat options, powers, equipment, and prestige classes, as well as exciting new character
classes.

This product adds a new dimension to D&D games and gives Dungeon Masters an easy and inexpensive way to include
great-looking terrain in their games. This set provides ready-to-use, configurable tiles with which to build exciting
dungeons, temples, and monster lairs. This accessory for the D&D game contains six double-sided sheets of illustrated,
die-cut terrain tiles printed on heavy cardstock. These tiles feature twisting caverns that include underground rivers,
chasms, treacherous rope bridges, and the aftermath of bloody battles.
"Draconomicon I" describes several varieties of dragons, including red, blue, green, black, and white dragons, as well as
three completely new chromatic dragons. This sourcebook gives details of each dragon's powers, tactics, myths, lairs,
servitors, and more.
This study examines roleplaying games (RPGs) as both a literary and cultural phenomenon, in which the text’s
producers take the role of an authorial multiplicity. --- ABSTRACT: Authorship has undergone drastic revision in the
twentieth century. A fundamental transformation in literature, wherein the author has become a multiplicity of voices, is
evinced by the development of roleplaying games as both literary and cultural texts. The literary roots of roleplaying
games are self-evident, as they draw on writers such as H. P. Lovecraft and J. R. R. Tolkien. However, a consequence of
the development of the roleplaying game has been a subsequent departure from these authorial beginnings; roleplaying
games have irrevocably transformed the role of the writers who inspired them, altering the authorial position to become a
border-blurring multiplicity. Not only do roleplaying game designers reinterpret literary texts as literary games, often
borrowing rules material from other designers in the process, in modifying the function of the author from a single creative
entity to an empowered storytelling among groups roleplaying games further complicate previous distinctions between
author and audience. Players create a fictional world as a group endeavor, authoring a complex structure of fantasy that
addresses Freudian concepts of dreams and wish fulfillment. In this way, roleplaying becomes a locus for issues of
identity, including questions of performance, spectatorship, and gender construction. And by allowing play in regard to
identity, roleplaying games are able to transgressively navigate expressions of difference, encouraging players to subtly
work against the traditional split between spectacle and narrative. The thriving fan subculture surrounding roleplaying
only emphasizes the transgressiveness of the hobby; this is a social formation that aggressively utilizes new technology
such as the internet, through which fans are able to explore culturally subversive methods of authoring in the face of
hostility from the surrounding cultural environment. They, too, are active producers and manipulators of meanings, rather
than passively accepting dominant ideology. By fusing the broader perspectives of literary and cultural criticism with
personal experiences, this study examines the development of roleplaying games from the fiction of individual writers to
the interactive roleplaying based on them, wherein fiction writers, the hobby’s creators, designers, editors, publishers,
fans, players, and the cultural environment are all invested with the creative power to contribute meaningfully to the
narrative.
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
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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
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.
Rollicking campus adventures for the world’s greatest roleplaying game. The greatest minds in the multiverse meet at
Strixhaven University. Professors convey fantastic secrets to eager students, and life on campus is frenetic. But danger
lurks even here. Campus hijinks mix with mishaps and sinister plots, and it’s up to you to save the day. Strixhaven: A
Curriculum of Chaos introduces the fantastical setting of Strixhaven University to Dungeons & Dragons, drawn from the
multiverse of Magic: The Gathering. It also provides rules for creating characters who are students in one of its five
colleges. Characters can explore the setting over the course of four adventures, which can be played together or on their
own. Each describes an academic year filled with scholarly pursuits, campus shenanigans, exciting friendships, hidden
dangers, and perhaps even romance. • Includes four brand new D&D adventures that can be played as stand-alones or
woven together as a campaign from levels 1–10 • Adds a new playable race—an owlin, one of the owlfolk who study at
the university • Includes a bestiary of over forty magical creatures and NPCs • Experience D&D in new ways through the
academic challenges, extracurricular activities and jobs, and relationships explored on campus • Includes a beautifully
illustrated double-sided poster map that shows Strixhaven’s campus on one side and important locations on the other •
Attend an elite mage university, choose your college, and adventure your way to graduation • Adds new player character
options including feats and new backgrounds for first-year students at Strixhaven
This essential sourcebook serves primarily as a player resource focused on adventuring skills for characters of any class.
It also provides new information on several organizations and guilds.
Expanded Psionics Handbook
An art-filled sourcebook for the Dungeons & Dragons world, this title takes a comprehensive look at the game's undead creatures and
characters.
Clerics and paladins are two of the Dungeons & Dragons game's most popular classes, and this handbook contains guidelines to customize
both.
This indispensable supplement contains information on nearly 200 new monstersfor any D&D game. It provides descriptions for a vast array
of new creatures, with an emphasis on higher-level creatures to provide experienced gamers withtougher foes to overcome. (Gamebooks)
Whether they’re beasts, spirits, demons, or even aliens, most fantasy worlds are filled with monsters. Some are harmless—many more are
deadly. Luckily for the discerning adventurer, this book is here to help distinguish between the two. As a popular series sold at conventions
and on Etsy, animators Blanca Martinez de Riuerro and Joe Sparrow have compiled three volumes into one deluxe edition. Each creature
comes with a full-color illustration, a set of simplified statistics, a description, and a history section indicating its folkloric history and the
scientific phenomena that may have influenced its creation. With creatures like the Archdevil, Dryad, Fire Bat, Gold Dragon, Smoke Devil,
Bomb Plant, Ettin, and Spirit Fox, any tabletop player will find the perfect creature for their next campaign.
This new D&D sourcebook details the major races of the Eberron world, with an in-depth look at the new races of the Eberron Campaign
Setting, including changelings, the kalashtar, shifters, and the warforged.
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