Blackstaff
The Wizards

BONUS: This
edition contains

an excerpt from
Terry Brooks's

The Measure of
the Magic. NEW
YORK TIMES
BESTSELLER Five
hundred years

have passed
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since the
devastating
demon-led war
tore apart the
United States
and nearly
exterminated
humankind. Those
who escaped the
carnage were led
to sanctuary in
an idyllic

valley, its

borders warded
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by powerful
magic against
the horrors
beyond. But the
cocoon of
protective magic
surrounding the
valley has now
vanished. When
Sider Ament, the
only surviving
descendant of
the Knights of

the Word,
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detects unknown
predators
stalking the
valley, he fears
the worst. And
when expert
Trackers find
two of their own
gruesomely
killed, there

can be no doubt:
The once safe
haven has been

made vulnerable
Page 4/151



to whatever

still lurks-in

the outside
wasteland.
Together, Ament,
the two young
Trackers, and a
daring EIf
princess
spearhead plans
to defend their
ancestral home.
And in the thick

of it all, the
Page 5/151



last wielder of
the black staff
and its awesome
magic must find
a successor to
carry on the

fight against

the cresting new
wave of evil.
BlackstaffWizard
s of the Coast
Khelben Arunsun,
Chosen of

Mystra, Archmage
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of Waterdeep, is
as close to a
demigod as
you're likely to
meet on the
streets of
Faerln's
mightiest city.
But when the
skies rain
lightning and a
long-forgotten
city arises from

the earth, he
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can seem like
just another
wizard.
You try magic
once and it
sticks to you
like glitter
glue ... When
Johnny and his
best friend,
Alison, pass
their summer
holidays

dabbling in
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magic, they
never expect it
to have
conseqguences.
Sure, it'd be
great if they
could banish
bullies or
change their
lives for the
better, and what
harm could come
from lighting a

few candles and
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chanting a few
spelis? When
they cause an
earthquake that
shakes Chicago
to its core,

they draw the
attention of the
Marduk
Institute, an
age-old
organization
dedicated to

fostering the
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talents of young
wizards. Once
there, Johnny
and Alison are
told they can
never return to
their previous
lives, and must
quickly adapt to
a new world
shimmering with
monsters,
fraternities,

and cute boys
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like Hunter and
Blake. But when
they’re pulled
into an epic,
supernatural
fight that could
cost them both
their lives,
Johnny and
Alison find
strength they
never knew they
had as they

battle for love,
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acceptance, and
their own happy
ending—all with
the help of a

little magic.
Realms of Magic
The God Catcher
Blackstaff Tower
Black Unicorn
Mistshore

Proven Guilty
Crossing the wide
realms of the Faerin

in search of
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adventure, the dark
elf princess Liriel
Baenre and her
companion Fyodor
find themselves in
the barbarian’s
homeland of
Rashemen. In a land
ruled by witches,
Liriel must disquise
herself lest she spark
the people’s hatred
of dark elves. Yet

from the deep
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tunnels of the
Underdark, eyes
glittering with malice
are watching her
every move,
preparing for
vengeance. “...When
[Elaine Cunningham]
writes about the
Forgotten Realms,
she can see inside
my head, somehow,
and capture things

the way | imagine
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them. She makes the
fantastic real.” -Ed
Greenwood, creator
of the Forgotten
Realms and author of
Elminster Must Die
This novel focuses on
a sorcereress with
the hellish magic of a
blood magus at her
command and a
mounting ambition
for territory and

domination in her
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heart, and a
ghostwalker’s
attempts to defend a
village from her
seemingly inevitable
success.

During a tumultuous
period in the Four
Lands, young Druid
Aphenglow stumbles
on a dangerous
secret about an Elven
girl's heartbreak and

the vanished
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Elfstones.

Cross swords with
pirates in New York
Times best-selling
author Richard
Baker's latest
adventure! When
pirates threaten his
home, Geran is
elected by the city
council to track the
blood-thirsty pirates
to their hidden base,

infiltrate them, and
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find a way to stop
them ‘before it’s too
late. But the pirates
are motivated by
more than greed. Kin
to his enemies, they
seek a deeper
revenge, one Geran
only begins to
glimpse when they
kidnap the woman he
loves.

Bearers of the Black
Staff
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Shadowbred

The Sundering

Wizards

The Myths, Legends,

and Lore

Lady Penitent

Walk the line between

magic and madness in

Erin M. Evan’s

passionate story about

the dragons of the

City of Splendors...

Tennora would give
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anything to be a
wizard. And
Clytemorrenestrix, a
strange woman with
uncanny blue eyes,
whose name means
“She Will Thunder in
the Sky,” and who
claims to be a dragon,
promises to make her
just that—in return for
aid in returning her to

her true form. But
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soon after Tennora
seals the deal, a
bounty hunter presses
a note into her hands
claiming the dragon
woman is actually a
human-a violent,
criminally insane
human who murders
those who fail her.
The God Catcher is
gripping tale of

identity, intriigue, and
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obsession set in the
classic City of
Splendors and
presented by
Forgotten Realms®
campaign setting
creator and celebrated
author Ed Greenwood.
You don’t want to
miss out on this
exciting glimpse into
what the latest edition

of the Realms has to
Page 23/151



offer.

A series focusing on
the popular character
class Fighters! The
first title in a new
Forgotten Realms
series focusing on the
popular Dungeons &
Dragons® game
character class of
Fighters. Each title
will feature characters

with a different exotic
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style of fighting.

The creator of the
Forgotten Realms
leads readers through
a rollicking fantasy
adventure and murder
mystery set in the city
of Waterdeep
Revealed in death to
have been Masked
Lords, three more
citizens had been

murdered over the
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preceding day and
night: the Sembian
wine-seller and
collector Oszbur
Malankar; the half-elf
sorceress and artisan
Dathanscza Meiril;
and the moneylender,
landlord, and investor
Ammasker Gwelt. All
of Waterdeep now
knew someone was
killinég the Lords of
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Waterdeep, one by
one. Yet that was
about where truth
ended and
speculation—however
plausible—began. The
broadsheets were full
of wild conjecture.
Who's behind this?
The ousted Lord
Neverember? The
Zhentarim, the Cult of

the Dragon or some
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other Outland Power?
The Xanathar? Some
cabal of guilds or
nobles planning a
coup? The rumors
would rage on,
whether the Open
Lord Laeral
Silverhand did
something or not. That
was the trouble with
rumors; once loosed,

they roamed free like
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snarling, untamed
beasts, with no simple
way of stopping them.
And all rumors aside,
Waterdeep has
become . . . a City of
Murderers. Death
Masks is loosely
connected to the
Elminster series and
Sage of Shadowdale
series.

Presents seven
Page 29/151



interlinked novellas
that tell the story of
seven sisters who
battle the diabolical
evil that threatens all
Faern. Reprint.

The Godborn
Daughter of the Drow
Wizard at Large
Chosen of Nendawen
Prince of Ravens
The Best of the

Realms
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Uncover the secrets
of the restless dead
in Rosemary
Jones's City of the
Dead. Join forces
with woman who
may be a dragon--or
who may just be
criminally insane--in
Erin M. Evans's The
God Catcher. And
solve the mystery of

a series of occult
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murders in James
P. Davis's Circle of
Skulls.

After Chicago's
ghost population
starts going
seriously postal,
resident wizard
Harry Dresden
much figure out who
is stirring them up
and why they all

seem to be
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somehow
connected to him.
As beautiful as she
is deadly, Liriel
Baenre flits through
the shadows of
Menzoberranzan,
city of the dark
elves. Amid the
treachery and
murder that are the
drowls daily fare,

she feels something
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callingto her . ..
something beyond
this dusky world far
removed from the
sun. Yet as she
ventures toward the
surface and the
lands of light,
enemies pursue her
unceasingly. And
one of those
enemies may offer

the only hope of
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salvation. 0l have
been a fan of Elaine
Cunninghamls since
| read Elfshadow
because of her
lyrical writing stylel
OR.A. Salvatore,
New York Times
best-selling author
of Gauntigrym

An anthology of
fantasy tales

featuring the colorful
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inhabitants of the
magical Forgotten
Realms includes
stories by R.A.
Salvatore, Ed
Greenwood, Elaine
Cunningham, Jean
Rabe, Jeff Grubb,
and others

Merlin, the Wizard
of Id, Shazam,
Harry Dresden,

Rincewind, Randall
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Flagg,
Mordenkainen,

Wizards, Wizard of
Oz, Elminster,
Bigby, T

Ed Greenwood
Presents:
Waterdeep
Frostfell

Master of Chains
Corsair

Wizard Outcast

Please note
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that the
content of
this book
primarily
consists of
articles
available from
Wikipedia or
other free
sources
online. Pages:
48. Chapters:
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Merlin, The
Wizard of Id,
Shazam, Harry
Dresden,
Rincewind,
Randall Flagg,
Mordenkainen,
Wizards,
Wizard of Oz,
Elminster,
Bigby, Thoth-

Amon, Zordon,
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Khelben
"Blackstaff"
Arunsun,
Drawmij,
Wizadora,
Cheech Wizard,
A Book of
Wizards, The
Wizard King,
Ningauble of
the Seven
Eyes, Hedge
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wizard,
Sheelba of the
Eyeless Face.
Excerpt: Harry
Blackstone
Copperfield
Dresden is a
fictional
detective and
wizard. He was
created by Jim

Butcher and is
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the
protagonist of
the
contemporary
fantasy series
The Dresden
Files. The
series blends
magic and
hardboiled
detective

fiction. In
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addition to
the thirteen
The Dresden
Files novels,
he has
appeared in
five published
short stories
and several
unpublished
short stories,

as well as a
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limited series
comic and an
unlimited
series comic.
He was also
adapted into a
character by
the same name
for the TV
series version
of the novel

series, also
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called The
Dresden Files.
Harry is a
wizard who
works as a
private
investigator
of sorts in
Chicago (he's
in the phone
book, the only

listing under
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"Wizards"),
dealing with
paranormal
crimes and
consulting for
the Chicago
Police
Department. He
Is named after
three

different

stage
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magicians -
Harry Houdini,
Harry
Blackstone,
Sr., and David
Copperfield.
This name was
given to him
by his father,
Malcolm
Dresden, a

stage magician
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himself, who
raised Harry
while still
performing his
magic show all
across the
country. The
stories are
told from
Harry's point
of view in a
hardboiled
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style. Harry
is considered
a magical
“thug,"
lacking fine
control of his
power, but is
one of the
strongest
living wizards
in terms of

pure magical
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strength, as
well as
factors
surrounding
the timing of
his birth. He
originally
favored fire
and wind
spells in
battle, but

has since
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evolved
towards fire
and force, and
has recently
started using
earth (It's My
Birthday Too
and Turn...
Fire meets ice
as the fury of
one woman

drives her
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across the
Endless Wastes
in search of
her stoeln
son. But time
IS running
out, and

she'll have to
sacrifice more
than blood if
she wants to

see him again.
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A spellbinding
collection of
wizardry! For
centuries,
people have
been
mesmerized by
the
spectacular
tales of
wizards. In
this book, you
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will uncover
the mystery
behind these
sorcerers with
folklore,
mythology, and
poetry from
every
tradition in
the world.
From the

legendary
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Telchines, who
were entrusted
with the
upbringing of
Olympian gods
to the great,
wise Gandalf
in J.R.R.
Tolkien's The
Lord of the
Rings trilogy,

the dazzling
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stories
surrounding
these
magicians are
sure to
captivate
anyone who has
ever dreamed
of mastering
the arcane
arts of

wizardry.
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Whether you're
interested in
exploring the
rich history
behind these
enchanting
figures or
want to learn
more about
their magical
abilities, you

will gain a
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better
understanding
of their
impact on
civilizations
as you
accompany
these powerful
conjurors on
their
spellbinding

journeys.
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Complete with
detailed
illustrations,
this book
reveals the
incredible
power and age-
old wisdom of
some of the
most
extraordinary

wizards to
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ever exist.
Lolth—patron
deity of the
drow, Spider
Queen, regent
of the Demon
Web Pits—has
once again
stirred the
dark elves

into roiling

aggression
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against the
rest of

Faerdn,
reveling in

the chaos born
from her dark
schemata. This
Is the Rise of
the Underdark.
In lltkazar,

the last

subterranean
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kingdom of the
once
resplendent
dwarven realm
of Shanatar,
King Mith
Barak faces a
siege of drow
soldiers,
spies, and
assassins

looking to
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seize the
powerful city
and the
ancient
magical
artifacts
hidden there.
Somewhere in
the city, the
Arcane Script
Sphere—a

mystical orb
Page 63/151



touched by
Mystra, the
long-dead
goddess
magic—calls
out to heroes
and
adventurers,
beckoning with
whispers of
power and

knowledge.
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Mith Barak
hears it and
knows he
cannot hold
the artifact
much longer,
but fears what
the drow may
do with it.
Enter Icelin,
Ruen, and
Sull,
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Waterdavian
wanders whose
desire to
understand
their own
spellscars

sets them in
search of
Mystran
mysteries—they
hope to

understand
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magic and thus
understand its
plague. As
they move from
town to town,
city to city

in search of
knowledge,
Icelin hears
the siren call
of the Arcane
Script Sphere,
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and it draws
the trio deep
into rocks of
the Underdark
where they
find
themselves at
the center of
the struggle
between the
dwarves and
drow. Only
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King Mith
Barak can
initiate them
into the
mysteries they
hope to
illuminate.

But first they
must help him
with a mystery
of his own—a
dark elf
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assassin,
himself a
seeker of the
sphere, lies
in litkazar’s
dungeons
shrouded in
the mystery
and magic of
Lolth. Icelin
might be the

one to see
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past that
shroud and
determine the
true goal of
the Spider
Queen’s
schemes. As
the dark elves
intensify

their attacks,
the trio

realizes their
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guest for
knowledge has
taken them
into a new and
dangerous
reaim...a
realm dictated
by the whims
of spider and
stone.
Starlight &

Shadows
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The Wizard
Blackstaff

A Novel of the
Dresden Files
Dungeons and
Dragons
Forgotten
Realms Poster
Book

Spider and
Stone

Silent death stalks the
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Harpers of Faertin. One
by one, members of the
semi-secret society for
good in the Realms are
falling to a murderer's
blade. Now a Harper
agent and a beautiful
half-elf assassin must
solve the mystery. If
they fail, they will be
the next victims. But
things in the Realms are
rarely that simple.

A year had passed since
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Ben Holiday bought the
Magic Kingdom from
the wizard Meeks, who
had set a series of
pitfalls against him.
Ben survived, by the aid
of three loyal friends:
Questor Thews, and ill-
trained wizard;
Abernathy, a talking
dog, the Court Scribe;
and the lovely Willow,
who sometimes had to

be a tree. Bu ben had
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been troubled by dreams
of disaster to his
Jformer partner, Miles
Bennett. Yet when he
returned to Earth, Ben
Jfound Miles doing
splendidly. Unknown to
Ben, the dreams had
been a trap by Meeks,
who had returned to the
Magic Kingdom as a
tiny insect hidden in
Ben's clothing. That

first night back in
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Landover, Ben awoke to
see'‘Meeks gloating over
him. claiming to have
the medallion that
could summon the
mysterious knight-
protector, the Paladin,
and that he had cast a
spell to witch
appearances with Ben.
Ben found himself
outcast, no longer
recognized by any

friend, though all his
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powerful enemies
seemed to know him.
Without the medallion,
he couldn't seek the
help of the Paladin
against Meeks. There
was only the prism
cat—whatever that
might be! And where
was Willow—and the
mysterious black
unicorn she'd set out to
find?

YOU are Blackstaff, a
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wizard and member of
the Order. At least...
you were. But this
morning you woke up in
the dungeons deep
beneath SpellSpire,
stripped of your status
and branded a
criminal. But what have
you done and why do
you not remember
anything? There is an
Oracle who can tell you.

But only if you can
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successfully escape a
city filled with pursuers
and survive a perilous
Journey through the
wilds! What will happen
next? That's up to YOU
to decide. With
numerous spells,
magical treasure at
every turn, and
hundreds of choices,
each adventure will
take new and exciting

turns!For further
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information, visit www.
blackstaffgamebooks.w
ebs.comThe print
edition of the book has
been enhanced to
include interior art,
random numbers on
each page, and an
included Adventure
Record.

Violence and Magic in
the Streets of
Waterdeep! Icelin

thought she had escaped
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the horrors of her
past--until they come
hunting her, forcing
her to go to ground. But
when things go from
bad to worse, and her
[friends start paying for
her mistakes, Icelin
learns she has to
embrace the talents she
fears, accept the past
she runs from, and
confront those

threatening her future.
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Ed Greenwood, beloved
author and creator of
the Forgotten Realms,
presents the second book
in a brand-new series
dedicated to showcasing
both the City of
Splendors and our most
talented up-and-coming
authors. A series of
stand-alone
adventurers, this book
and the series to which

it belongs are an
Page 83/151



excellent entry point for
new readers interested
in the Forgotten
Realms.

Death Masks

The Wizards

Grave Peril

A Wizard's Journey
Windwalker

I'm a Gay Wizard
Goddesses vie for the
soul of people...
Halisstra Melarn,

convert to the cause
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of the goddess
Eilistraee, was sent
to the deepest depths
of the Outer Planes
to kill the demon
goddess she once
worshiped, but
instead was
transformed into a
hideous creature
bent to the vengeful
will of her former
mistress. For the

Queen of the
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Demonweb Pits not
only survived her
Silence but evolved
into something
greater than she was
before - something
that no longer needs
to share the domain
she calls her own.
Could it be that the
War of the Spider
Queen has just
begun?

In the 2nd book of
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the multi-author
Sundering series
launched by New
York Times best-
selling author R.A.
Salvatore, the
shadow legacy of
Erevis Cale lives on
even as his old foe
Mephistopheles
seeks to stamp it out
at any cost. Cale’s
son

Vasen—unmoored in
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time by the god
Mask—has thus far
been shielded from
the archdevil’s dark
schemes, alone
among the servants
of the Lord of Light
who have raised him
since birth. Living in
a remote abbey
nestled among the
Thunder Peaks of
Sembia, Vasen is

haunted by dreams
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of ‘his father, trapped
in the frozen hell of
Cania. He knows the
day will come when
he must assume his
role in the divine
drama unfolding
across Faertin. But
Vasen knows not
what that role should
be ... or whether he
is ready to take it on.
He only knows what

his father tells him in
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dreams—that he
must not fail. Enter
Drasek Riven, a
former compatriot of
Erevis Cale, now
near divine and
haunted by dreams
of his own—he too
knows the time to act
is near. Shar, the
great goddess of
darkness, looks to
cast her shadow on

the world forever.
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Riven has glimpsed
the cycle of night she
hopes to complete,
and he knows she
must be stopped. At
the crossroads of
divine intrigue and
mortal destiny,
unlikely heroes unite
to thwart the powers
of shadow and hell,
and the sundering of
worlds is set on its

course.
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Book Three of the
Magic Kingdom of
Landover Series It all
began when the half-
able wizard Questor
Thews announced
that finally he could
restore the Court
Scribe Abernathy to
human form. It was
his spell that had
turned Abernathy
into a Wheaten

Terrier—though with
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hands and able to
talk. All went
well—until the
wizard breathed the
magic dust of his
spell and suddenly
sneezed. Then,
where Abernathy had
stood, there was only
a bottle containing a
particularly evil imp.
It had been in the
collection of Michael

Ard Rhi, former King
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of Landover, now
exiled to Earth.
Abernathy must now
be a part of that
collection! High Lord
Ben Holiday set forth
for Earth, taking his
green but beautiful
love, Willow, with
him. Unfortunately,
they were long in
returning. And
without the soil in

which to root as a
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tree at times, Willow
could not long
survive. That left it
up to Questor Thews
to save them. Grimly
he set out to seek
help, knowing
himself to be
incompetent. And to
make things worse,
the imp had escaped
and sought the help
of the evil witch
Nightshade, now
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back from exile in
Faerie. Questor's
only idea seemed
impossible, but . . .
Teleport yourself to
the Forgotten
Realms of Dungeons
& Dragons with
these licensed art
posters! HIGH
QUALITY POSTERS:
Gorgeous 8x10-inch
full-color posters

featuring 12
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cityscapes from the
Forgotten Realms
READY TO HANG:
Easy removable
sheets come ready to
hang in your home,
office, or anywhere
PERFECT GIFT FOR
THE D&D FAN:
Share and show-off
your love for
Dungeons & Dragons
with these unique
posters OFFICIALLY

Page 97/151



LICENSED: An
authentic Dungeons
& Dragons product
Blades of Moonsea
Sacrifice of the
Widow

Ed Greenwood
Presents Waterdeep,
Book II

Bloodwalk

Wards of Faerie
Elfshadow

A Call for
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Heroes! A
young group of
friends
stumble across
a terrifying
conspiracy
that holds the
heir to the
Blackstaff,
the defender
of the city of

Waterdeep, in
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terrible
danger. These
friends must
search deep
within
themselves to
become the
heroes their
city needs to
save 1its
champion from

those who
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would see both
brought low.
Ed Greenwood,
beloved author
and creator of
the Forgotten
Realms,
presents the
first book in
a brand-new
series

dedicated to
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showcasing
both the City
of Splendors
and our most
talented up-
and-coming
authors. A
series of
stand—alone
adventurers,
this book and

the series to
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which it
belongs were
written
specifically
for those
readers with
no prior
knowledge of
the Forgotten
Realms, making
it an

excellent
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entry point
for new
readers.
Video games
aren't just
for kids
anymore. This
book will
describe the
"why" and
"how" to start

or expand a
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video gaming
program in the
library,
including some
specific
examples of
how to target
adult and
female gamer
patrons.
Presents a

collection of
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tales from
previous
anthologies by
Ed Greenwood
along with
three new
works set in
the magical
land of
Faerun.

The only

wizard in the
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Chicago phone
book, Harry 1is
given the task
of
investigating
rumors of
black magic in
the Windy
City, while,
at the same
time,

searching for
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some
malevolent
entities that
feed on fear
who have been
set loose on
Chicago.
Silverfall
Stories of the
Seven Sisters
Oath of Nerull

Crash Course
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in Gaming

The Stories of
Ed Greenwood
Legends of
Shannara

The Wizard is a novel
by Henry Rider
Haggard, first
published by
Longmans, Green,
and Co., in 1896.[1]
The Wizard is one of

the many examples
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of imperialist
literature. According
to Rebecca Stott,
author of the article
"The Dark Continent:
Africa as Female
Body in Haggard's
Adventure Fiction,"
Haggard's fiction is
still popular today
and attempts to
expose a "cultural
and historical

definition of white
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masculinity at its
most rugged and its
most
terrified."[2]The
story is a third-
person narrative that
follows the journey of
Reverend Thomas
Owen as he seeks to
carry out missionary
work in south central
AfTica, specifically in
the tribe of Amasuka.

The novel starts in
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England in the parish
of Reverend Thomas
Owen and moves to
South Central Africa,
where the tribe of
Amasuka (People of
Fire) is located,
which is where the
majority of the novel
takes place. While
there, he encounters
Hokosa, the chief of
the Wizards who

essentially wishes
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him to prove that his
God‘is greater than
their god through
trials of
lightning.The novel is
placed in the
imperialist literature
of 19th-century
England. Just like
many of his other
works, this novel is
inspired by Rider
Haggard's

experiences of South
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Africa and British
colonialism. The
character Noma is
meant to be
representative of the
theme of female
authority and
feminine behavior.
Some scholars have
called the novel "a
tale of victorious
faith." It has received
both praise and

criticism for its
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representation of the
imperialist novel and
of womanhood.The
novel begins on a
Sunday afternoon in
summer at a church
in the Midland
county called
Busscombe.
Reverend Thomas
Owen had a preacher
for the day called a
"Deputation," who

was sent to arouse
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the indifferent to the
duty of converting
the savage tribes by
collecting money. As
the "Deputation" told
about his experience
with a south central
African tribe called
the "Sons of Fire,"
Reverence Owen
became very
interested in the
mission to convert

this tribe of Amasuka
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and converting them.
Reverend Owen
ultimately decides to
take on this task and
gives his old job to
the "Deputation."Two
years go by as
Reverend Owen lives
in a hut outside of
the tribe's town and
he sends his newly
converted native of
the tribe, John, to

send a message to
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King Umsuka which
is that Reverend
Owen wants to learn
their language so
that he can
administer the word
of God to them. After
being warned that
the People of Fire
have their faith too,
John informs Rev.
Owen that if he
cannot perform the

magic they want him
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to perform, he will be
killed. Reverend
Owen learns of
Hokosa and Hafela's
plot to kill the king
with poison in order
to gain the throne
through a vision.
Rev. Owen learns of
the anecdote to the
poison in another
vision of the Tree of
Death and uses this

knowledge to his
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advantage by giving
it to Umsuka to
revive him at the
Feast of the First-
Fruit and therefore
"proves" his God's
power over the
People of Fire's god.
In the "First Trial by
Fire," Hokosa and
Umsuka show Rev.
Owen their god - a
oddly sized stone -

and explain that the
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lightning god knows
Hokosa and the other
wizards so they won't
harm them, but will
harm Rev. Owen if he
goes through the
trial in the plain full
of iron. When the
lightning from the
storm does not harm
Rev. Owen, the
People of Fire
respect him but

many are convinced
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it is magic, not the
work of God....Sir
Henry Rider
Haggard, KBE, Kt (
22 June 1856 - 14
May 1925), known as
H. Rider Haggard,
was an English
writer of adventure
novels set in exotic
locations,
predominantly
Africa, and a pioneer

of the Lost World
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literary genre.
An‘exciting new
trilogy set in the far
north of Faerun!
Hweilan is the last of
the line of Highwatch
and--as she
discovers--one of the
last of the Vil
Adanrath, a bloodline
of lycanthropes left
on Faerin. Guric, her
uncle and the slayer

of Hwelian's family,
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has released a
terrible evil in order
to resurrect his
beloved wife and
gain control of the
northern countries.
When Hweilan
escapes Guric's
schemes, she is
taken in by Lendri, a
Vil Adanrath who has
stayed in Faerin to
help guide Hweilan

to her fate. From the
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Paperback edition.
After a hundred
years, Jack
Ravenwild—thief,
sorcerer, scoundrel,
and accidental
hero—is released
from a magical
confinement, only to
fall into the hands of
the marquise
Dresimil Chiimavh,
ruler of an exiled

drow clan who sees
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an opportunity in
Jack. Through guile
and subterfuge, the
wily Jack escapes the
drow to discover a
new world waiting in
his old stomping
grounds, Raven's
Bluff, a city equally
abounding in fortune
and danger.
Unfortunately for
Jack, he is best at

stirring up the latter.
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His former
archenemy the
Warlord Myrkyssa
Jelan is at large, and
she isn't the type to
forgive and forget.
And worst of all, the
drow aren't done
with Jack and they
mean to get him
back.

The wizard or
sorcerer who wins

the well-known Duel
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Arcane will be
awarded the Golden
Wand, a magical
device that holds
incredible power.
Magic users come
from far and wide to
compete in the
contest. Some are
drawn to glory,
others to the
competition. Still
more come for other,

darker reasons,
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driven by an oath to
a merciless death
god. And some oaths
cannot be broken.
Forgotten Realms

D&D Waterdeep
Dragon Heist HC
Tom and the Grumpy
Wizard

A Forgotten Realms
Novel

Fictional Wizards

Exile of the
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Hidden City.
Adept of
forgotten
mysteries.
Sorceress of
the Celestial
Nadir. Haunted
by nightmares
and driven by
desire, Ususi
defied the

will of her
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people and ran
away,
venturing
alone into the
outside world
her people
abandoned
centuries ago.
Now Ususi
tracks down
the relics
that brought
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both
prosperity and
doom to her
people. But
when an old
adversary
finds her
trail, she
discovers the
danger she
thought past
might only be
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beginning.
From the
Paperback
edition.
Experience the
ultimate urban
treasure hunt
in this
adventure for
the world’s
greatest
roleplaying
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game. “A
perfect
starter campai
gn.""—Andrew
Whalen,
Newsweek “D&D
acolytes are e
verywhere. . .Te
ch workers
from Silicon
Valley to

Brooklyn have
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long—-running
campaigns, and
the
showrunners
and the
novelist
behind ‘Game
of Thrones’
have all been
Dungeon Master
s.”"—Neima

Jahromi, The
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New Yorker
“Want to be
part of
something
big?”"-A
parchment tied
to a flying
snake, page 38
of Dragon
Heist Welcome
to Waterdeep.

You' re
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summoned by
Volothamp
Geddarm,
famous
explorer and
raconteur, to
complete a
simple quest.
Is anything
ever really
simple though?

e Waterdeep,
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known as the
City of
Splendors, is
one of D&D’s
most iconic
locations.
Also the
setting for
the board game
Lords of
Waterdeeep,

it’s the jewel
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of the Sword
Coast—a
sprawling
melting pot
held together
by firm laws
and swift
justice. o
Take players
through levels
one to five in

this Dungeons
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& Dragons
adventure.
Five story
arcs guide
players
through each
level for a
multi-session
campaign
experience
inspired by

classic heist
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films. ¢ In
D&D, you and
your friends
coauthor you
own legend.
Guided by a
Dungeon
Master, you
create
characters and
play their

roles in a
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story, rolling
dice and
navigating
maps as you
unfold a tale
as limitless
as your
imagination. e
Dungeons &
Dragons is the
world’'s

greatest
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roleplaying
game. Created
in 1974, D&D
transformed
gaming culture
by blending
traditional
fantasy with
miniatures and
wargaming.
“[Waterdeep:

Dragon Heist]
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is state of
the art
tabletop
design. . .one
of the best
introductions
to D&D that
I've ever come
across.”—Charl
ie Hall,
Polygon.com

“Waterdeep:
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Dragon Heist
is a shining
example of
what Dungeons
& Dragons can
be and should
be: fun and un
predictable.”—
Gavin Sheehan,
BleedingCool.c
om

After years of
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suffering
under her
mother's yoke
of ignorance,
Morgynn gets a
second chance
when, after
meeting death
face to face,
she is reborn,
the possessor

of terrifying
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powers of
incredible
strength, and
takes the
opportunity to
expand her
dominion,
unless a
wandering
ghostwalker
can stop her.

Original.
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The Lady has
spoken to me.
It has already
begun. Shadows
move out of
the shrinking
desert, south
to the rich
and arrogant
cities of
Sembia. “Be

brave, little
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man,” says the
shadowman, and
the boy thinks
his voice 1is
surprisingly
soft. “Stay
with your
mother. This
will be over
soon.” The
shadows

swallow him
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and he 1is
gone. On the
edge of a war
that will
change the
face of
Faeritin, the
world will
find that not
all shadows
serve Shade.

From the
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Paperback
edition.

The Fall of
Highwatch
The Twilight
War
Darkvision
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