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Presents an introduction to Dungeons and Dragons with information on the rules, characters,
weapons and gear, and game etiquette.
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.
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.
Campaign book; compatible with the "5E" edition rules of Dungeons & Dragons.
Strixhaven: Curriculum of Chaos (D&D/MTG Adventure Book)
Rules Compendium
Legacy of the Crystal Shard
Volo's Guide to Monsters
Rescue of the Blackthorn Clan
An anthology of seventeen mystery-themed adventures for the world’s greatest roleplaying
game. Candlekeep attracts scholars like a flame attracts moths. Historians, sages, and others
who crave knowledge flock to this library fortress to peruse its vast collection of books,
scribbled into which are the answers to the mysteries that bedevil them. Many of these books
contain their own mysteries ?—each one a doorway to adventure. Dare you cross that
threshold? · 17 mystery-themed D&D adventures, each tied to a book discovered in the famed
library fortress of Candlekeep · Easy to run as stand-alone mini adventures or to drop into
your home campaign · Adventures span play from levels 1 to 16 · Includes a full poster map of
Candlekeep, plus detailed descriptions of the various locations, characters, and creatures that
reside within it · Introduces a variety of Dungeons & Dragons monsters, items, and nonplayer characters (NPCs) Candlekeep Mysteries is a collection of seventeen short, stand-alone
D&D adventures designed for characters of levels 1–16. Each adventure begins with the
discovery of a book, and each book is the key to a door behind which danger and glory await.
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These adventures can be run as one-shot games, plugged into an existing Forgotten Realms
campaign, or adapted for other campaign settings. This book also includes a poster map of the
library fortress and detailed descriptions of Candlekeep and its inhabitants.
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, leatherbound cover and premium, gilt-edged paper.
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 levels 1 – 15, the Elemental
Evil™ 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™ in-store play program. • Adventure design and development by Sasquatch
Game Studio LLC.
Dare to descend into the Underdark in this adventure for the world’s greatest roleplaying
game The Underdark is a subterranean wonderland, a vast and twisted labyrinth where fear
reigns. It is the home of horrific monsters that have never seen the light of day. It is here that
the dark elf Gromph Baenre, Archmage of Menzoberranzan, casts a foul spell meant to ignite
a magical energy that suffuses the Underdark and tears open portals to the demonic Abyss.
What steps through surprises even him, and from that moment on, the insanity that pervades
the Underdark escalates and threatens to shake the Forgotten Realms to its foundations. Stop
the madness before it consumes you! A Dungeons & Dragons® adventure for characters of
levels 1–15
Explorer's Guide to Wildemount (D&D Campaign Setting and Adventure Book) (Dungeons &
Dragons)
Special Edition Player's Handbook
Dungeons & Dragons Baldur's Gate: Descent Into Avernus Hardcover Book (D&D
Adventure)
Dungeons & Dragons Starter Set (Six Dice, Five Ready-to-Play D&D Characters With
Character Sheets, a Rulebook, and One Adventure)
Van Richten's Guide to Ravenloft (Dungeons & Dragons)

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
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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 doubleedged 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
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 longrunning 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.
Immerse yourself in monster lore in this supplement for the world’s greatest
roleplaying game This is NOT just another Monster Manual! Volo’s Guide to
Monsters provides something exciting for players and Dungeon Masters
everywhere. · A deep dive into the lore behind some of D&D’s most popular and
iconic monsters · Dozens of monsters new to the fifth edition to include in your epic
adventures · New playable races to allow you to build characters to fit nearly any
type of story in your D&D game. The esteemed loremaster Volothamp Geddarm is
back and he’s written a fantastical dissertation, covering some of the most iconic
monsters in the Forgotten Realms. Unfortunately, the Sage of Shadowdale himself,
Elminster, doesn’t believe Volo gets some of the important details quite right. Don’t
miss out as Volo and Elminster square off (academically speaking of course) to
illuminate the uninitiated on creatures both common and obscure. Uncover the
machinations of the mysterious Kraken Society, what is the origin of the bizarre
froghemoth, or how to avoid participating in the ghastly reproductive cycle of the
grotesque vargouille. Dungeon Masters and players will get some much-needed
guidance as you plan your next venture, traipsing about some dusty old ruin in
search of treasure, lore, and let’s not forget ... dangerous creatures whose horns,
claws, fangs, heads, or even hides might comfortably adorn the walls of your trophy
room. If you survive. Research has never been so dangerous!
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This sourcebook is packed with over 150 feats to add to your 5th Edition games for
the "World's Most Popular Roleplaying Game." With only a small handful of feats
in the core game, this product greatly enhances the amount of core feats available,
allowing you a greater depth for your characters and perhaps even adversaries...
The emphasis is on fun though, and these feats will ensure you have a lot more to
choose from. Contained within: *Tons of missing core feats *Feats to address
missing class features *New healing feats to allow other classes minor healing
abilities *Slayer feats which improve your prowess against certain foes *Divine
Channeling Feats *Metamagic Feats *A New Condition *and much more! Also be
sure to check out our latest title, Fifth Edition Options!
The Adventure Zone: Here There Be Gerblins
Dungeons and Dragons Core Rulebook
Dungeons & Dragons Dungeon Master's Guide (Core Rulebook, D&D Roleplaying
Game)
The Demonplague
Eberron: Rising from the Last War (D&D Campaign Setting and Adventure Book)
In this companion volume to the Southlands Worldbook for 5E, players will find
two adventures set in this continent's storied City of Cats, where a mercurial
feline goddess walks among her chosen people. Included in this volume are fanfavorite adventures Cat and Mouse and Grimalkin, both by celebrated author
Richard Pett and fully compatible with the 5th Edition of the world's oldest
roleplaying game.
Avert the Cataclysmic Return of Tiamat in this Adventure for the World’s
Greatest Roleplaying Game The Cult of the Dragon leads the charge in an
unholy crusade to bring Tiamat back to the Realms, and the situation grows more
perilous for good people with each passing moment. The battle becomes
increasingly political as opportunities to gather allies and gain advantage present
themselves. From Waterdeep to the Sea of Moving Ice to Thay, it is a race
against Evil. Succeed or succumb to the oppression of draconic tyranny. Win or
lose, things will never be the same again. • The second of two adventures in the
Tyranny of Dragons™ story arc, The Rise of Tiamat provides everything a
Dungeon Master needs to create an exciting and memorable adventure
experience. • 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™
in-store play program. • Adventure design and development by Kobold Press.
Explore the lands of Eberron in this campaign sourcebook for the world’s
greatest roleplaying game. This book provides everything players and Dungeon
Masters need to play Dungeons & Dragons in Eberron—a war-torn world filled
with magic-fueled technology, airships and lightning trains, where noir-inspired
mystery meets swashbuckling adventure. Will Eberron enter a prosperous new
age or will the shadow of war descend once again? • Dive straight into your pulp
adventures with easy-to-use locations, complete with maps of floating castles,
skyscrapers, and more. • Explore Sharn, a city of skyscrapers, airships, and
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noirish intrigue and a crossroads for the world’s war-ravaged peoples. • Include
a campaign for characters venturing into the Mournland, a mist-cloaked, corpselittered land twisted by magic. • Meld magic and invention to craft objects of
wonder as an artificer—the first official class to be released for fifth edition D&D
since the Player’s Handbook. • Flesh out your characters with a new D&D game
element called a group patron—a background for your whole party. • Explore 16
new race/subrace options including dragonmarks, which magically transform
certain members of the races in the Player’s Handbook. • Confront horrific
monsters born from the world’s devastating wars.
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.
Dungeons & Dragons Acquisitions Incorporated HC (D&D Campaign Accessory
Hardcover Book)
Southlands City of Cats for 5th Edition
The Wild Beyond the Witchlight: A Feywild Adventure (Dungeons & Dragons
Book)
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Icewind Dale: Rime of the Frostmaiden (D&D Adventure Book) (Dungeons &
Dragons)
The Game Master's Book of Non-Player Characters
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 firstyear students at Strixhaven
The world of Midgard is a dark land filled with deep magic. It
is an age of war, where dark things stir and omens are dire.
This complete campaign setting, fully updated and expanded for
use with the 5th Edition of the world's first roleplaying game,
provides gamemasters everything needed to send their players on
adventures where heroes must stand against the dark, driving it
back with spell, steel, and cunning!
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
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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 full-length 371 page D&D 5E
campaign that takes characters from 1st to 20th level The selfcontained 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 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!
From the #1 Best-Selling author, Jeff Ashworth, comes the latest
addition to The Game Master series, with more than 500 NPCs
ready to populate your campaign whenever you need them! As is
often the case in tabletop roleplaying games, players often
venture into locales or look for answers in places and among
people busy Game Masters simply didn’t anticipate. Or, just as
often, an adventure won't have fully fleshed out characters in
place for the locations and encounters outlined for gameplay.
The Game Master's Book of Non-Player Characters solves these
issues and more by providing Game Masters with the information
they need to “fill in the holes” in their campaign play. It will
enable GMs to instantly add depth, color, motivation and unique
physical characteristics at a moment's notice to unexpected or
underwritten characters as they pop up during gameplay, ensuring
every session is a memorable one for players and GMs alike. This
edition also includes more than 50 hand-drawn illustrations of
select NPCs detailed in the book, 3 bonus one-shot adventures,
and a foreword by online influencer Jasmine Bhullar.
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An Adventurer's Guide
Prepared 2: Tombs & Dooms for 5th Edition
A Gritty D&d 5E Campaign for Levels 1-20
Advanced Dungeons & Dragons, Players Handbook
Midgard Worldbook for 5th Edition
An immersive illustrated primer to the enchanted beings, magic users, and
spells of Dungeons & Dragons, the leading fantasy role-playing game. This
illustrated guide transports new players to the magical world of Dungeons &
Dragons and presents a one-of-a-kind course on the wizards, sorcerers, and
other magic-makers for which the game is known. Featuring easy-to-follow and
entertaining explanations of how spells are created and used in the game, along
with original illustrations of the game's essential magical characters, this book
shines a spotlight on the mystical side of D&D. The perfect jumping-on point for
young fans of fantasy looking to give D&D a try, Wizards and Spells also
features prompts to encourage creative problem-solving skills in the dangerous
situations that may be encountered in a Dungeons & Dragons adventure.
A Game Informer "Best Role-Playing Game Releases Of 2018" Selection Stand
with your guild in the first Dungeons & Dragons book to explore the world of
Magic: The Gathering. In Guildmasters’ Guide to Ravnica, the world’s most
popular roleplaying game meets the world’s most popular trading card game.
Released to coincide with the Magic set Guilds of Ravnica, it’s the perfect blend
of story from the creators of Magic: The Gathering, wrapped around the rules,
monsters, and magic of fifth edition Dungeons & Dragons. • Everything you need
to create characters and run adventures in Ravnica—one of the richest, most
beloved settings in Magic: The Gathering. • 5 new races, specific to Ravnica,
plus 2 new subclasses, 78 new monsters, and 17 new magic items. • “Krenko’s
Way:” a ready-made adventure for level 1 characters. • 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.
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
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to combat, rewarding clever ideas and creative roleplay Classic 1980s Dungeons
& Dragons characters return, including Warduke, Strongheart, and Kelek
HOW DO YOU WANT TO DO THIS? A war brews on a continent that has
withstood more than its fair share of conflict. The Dwendalian Empire and the
Kryn Dynasty are carving up the lands around them, and only the greatest
heroes would dare stand between them. Somewhere in the far corners of this
war-torn landscape are secrets that could end this conflict and usher in a new
age of peace—or burn the world to a cinder. Create a band of heroes and
embark on a journey across the continent of Wildemount, the setting for
Campaign 2 of the hit Dungeons & Dragons series Critical Role. Within this book,
you’ll find new character options, a heroic chronicle to help you craft your
character’s backstory, four different starting adventures, and everything a
Dungeon Master needs to breathe life into a Wildemount-based D&D campaign…
· Delve through the first Dungeons & Dragons book to let players experience the
game as played within the world of Critical Role, the world’s most popular
livestreaming D&D show. · Uncover a trove of options usable in any D&D game,
featuring subclasses, spells, magic items, monsters, and more, rooted in the
adventures of Exandria—such as Vestiges of Divergence and the possibility
manipulating magic of Dunamancy. · Start a Dungeons & Dragons campaign in
any of Wildemount’s regions using a variety of introductory adventures, dozens
of regional plot seeds, and the heroic chronicle system—a way to create
character backstories rooted in Wildemount. Explore every corner of
Wildemount and discover mysteries revealed for the first time by Critical Role
Dungeon Master, Matthew Mercer.
Valda's Spire of Secrets
Dungeon Master's Screen Reincarnated
Tome of Beasts
Wizards and Spells
Dungeons & Dragons Guildmasters' Guide to Ravnica (D&D/Magic: The
Gathering Adventure Book and Campaign Setting)

A Dozen 5th Edition One-Shot Adventures for Levels 1 to 15. So, your players
went off on a tangent? Never fear--Prepared 2 offers GMs quick solutions to
keep the game moving and players entertained, while you figure out your next
move. Here are short, one-shot adventures for every environment, including: *
A goblin machine of war rampaging through the city * Breaches in the ice
opening the door to madness from the stars * A blight of oozes across the land
and a mysterious crypt at its center * A long-forgotten boring machine and its
crazed automaton pilots * A walker, one of the leviathans of the wasteland, is
being steered by the darakhul to intercept a city * A sinister cult comes a
calling during a ship cruise * A play in the feylands goes terribly wrong * A
dragon's lair by the sea * ...and much more, lavishly illustrated with maps by
Meshon Cantrill With Prepared 2, designer Jon Sawatsky has created fantastic
and highly playable 5th Edition fantasy scenarios ready to use in any fantasy
campaign setting, at a variety of PC levels. Never be caught without a plot
again! These adventures feature monsters from the core 5th Edition MM and
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from the Tome of Beasts.
Feel the cold touch of death in this adventure for the world's greatest
roleplaying game. Beneath the unyielding night sky, you stand before a
towering glacier and recite an ancient rhyme, causing a crack to form in the
great wall of ice. Beyond this yawning fissure, the Caves of Hunger await. And
past this icy dungeon is a secret so old and terrifying that few dare speak of it.
The mad wizards of the Arcane Brotherhood long to possess that which the
god of winter's wrath has so coldly preserved--as do you! What fantastic
secrets and treasures are entombed in the sunless heart of the glacier, and
what will their discovery mean for the denizens of Icewind Dale? Can you save
Ten-Towns from the Frostmaiden's everlasting night? Brave the frozen North
of Faerun in this Dungeons & Dragons adventure for characters level 1-12.
Explore the frontier of Icewind Dale! Maps and guides will aid you on your
journey through a land of isolation, paranoia, and deadly cold. Venture into
the Ten Towns and other beloved D&D locations made famous by Drizzt
Do'Urden and the Companions of the Hall. Encounter the hazards of a frozen
wilderness. This book provides DMs with rules for running D&D adventures in
icy tundras and wintery climes. Discover long-lost treasures, magic items, and
long-forgotten spells in the icy depths of a truly unforgettable Dungeons &
Dragons adventure.
Okay. Harken to my tale. Once upon a time (a couple of years ago) there were
these brothers who had a bunch of really successful podcasts, and they
decided to do a new podcast with their dad, where they all played D&D
together as a family, and lo, this new podcast was called The Adventure Zone,
and verily did it get downloaded over 10 million times, and wow did it totally
eat the brains of all who listened, because: It was just. That. Rad. AND THEN
did these guys team up with artist Carey Pietsch, and make a graphic novel
where the weirdly sweet and brilliant but also super SUPER vulgar and
honestly kind of bizarre story of The Adventure Zone got adapted into a goofy,
innovative, and compelling graphic novel! Let no man deny that it was the
best idea ever, right? Reader, we're publishing it.
Over 130 adventures for 5th Edition! From the depths of the darkest
dungeons to primal dangers of the untamed wilderness, this tome binds
ancient mysteries, forgotten lore, and the allure of epic quests. Adventurers
will explore realms unknown, face deadly foes, and discover tantalizing
treasures and magnificent artifacts. AAW Games brings you this massive
collection of more than 130 complete and ready-to-run scenarios designed
especially for discerning Game Masters who want exciting adventures and
need them now. Begin the next chapter of your campaign with the turn of a
page!Themed and organized for convenience, the Mini-Dungeon Tome
provides setting-neutral fantasy adventures suitable for every party level and
size. With all reference material included in a convenient index, this single
book holds everything you need for years of adventuring. Offering
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contributions from all-star authors and game designers, Mini-Dungeon Tome
is the book you have been searching for. Always have a new adventure at the
ready and test the mettle of even the most experienced players!
Special Reference Work : a Compiled Volume of Information for Players of
Advanced Dungeons & Dragons, Including, Character Races, Classes, and
Level Abilities; Spell Tables and Descriptions; Equipment Costs; Weapons
Data; and Information on Adventuring
Dungeons & Dragons Ghosts of Saltmarsh Hardcover Book (D&D Adventure)
Candlekeep Mysteries (D&D Adventure Book - Dungeons & Dragons)
Special Edition Dungeon Master's Guide
An Adventure for Characters of 1st - 3rd Level
In his extraplanar tower, the devious lich Valda has started a grim collection:
heroes of every stripe from across the world, petrified in marble and arranged by
speciality. The mad lich has nearly cracked it: twenty-two types of adventurer
and counting.Arrayed within this book is the greatest expansion of rules and
character options ever brought to 5th Edition D&D. Build never-before-seen
characters with new races, classes, feats and more, appropriate for any setting
and any story.Whether you're the Game Master or a player looking for new
options, this book is a must-haveat your table. It includes: ? 5 brand new races?
59 new feats? 137 new spells? Exotic weapons and magic items? Brand new
familiars
Explore the waves above and the fathoms below in these watery adventures for
the world’s greatest roleplaying game. “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 Ghosts of Saltmarsh brings classic
adventures into fifth edition Dungeons & Dragons. This adventure book
combines some of the most popular classic adventures from the first edition of
Dungeons & Dragons including the classic “U” series, plus some of the best
nautical adventures from the history of Dungeon Magazine: Sinister Secret of
Saltmarsh, Danger at Dunwater, Salvage Operation, Isle of the Abbey, The Final
Enemy, Tammeraut’s Fate, The Styes. • Ghosts of Salt Marsh includes a variety
of seafaring adventures, enough to take characters from level 1 to level 12. • This
supplement introduces the port town of Saltmarsh, the perfect starting point for a
nautical campaign. • Each adventure can be played individually, inserted into
your ongoing game or combined into a single epic nautical campaign. • Dungeon
Masters will find rules for ships and sea travel, deck plans for various vessels, an
appendix with rules for new and classic monsters, and much more. • 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.
MASTER THE GAME with this indispensable tool for the world’s greatest
roleplaying game 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
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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. The leader in providing contemporary fantasy
entertainment, Dungeons & Dragons is the wellspring for the entire modern game
industry, digital as well as analog. 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.
This core rulebook is a deluxe, leather-bound edition of the essential tool every
D&D player needs.
A Couple's Adventure Module: OGL 5th Edition
Dungeons & Dragons Player's Handbook (Core Rulebook, D&D Roleplaying
Game)
Optional Rules and Mechanics
Dungeons & Dragons Spellbook Cards: Magic Items (D&D Accessory)
Odyssey of the Dragonlords RPG

Diabolical dangers await in this adventure for the world’s greatest roleplaying game.
Welcome to Baldur’s Gate, a city of ambition and corruption. You’ve just started your
adventuring career, but already find yourself embroiled in a plot that sprawls from the
shadows of Baldur’s Gate to the front lines of the planes-spanning Blood War! Do you
have what it takes to turn infernal war machines and nefarious contracts against the
archdevil Zariel and her diabolical hordes? And can you ever hope to find your way home
safely when pitted against the infinite evils of the Nine Hells? • This heroic Dungeons &
Dragons adventure book takes players from levels 1 to 13 as they journey through
Baldur’s Gate and into Avernus, the first layer of the Nine Hells. • Baldur's Gate is
among the most iconic locations in fantasy culture. A mist-cloaked metropolis on the
Sword Coast, it’s a place of history and a home to heroes. • The book introduces the
infernal war machines to fifth edition D&D—battle-ready vehicles, which you can
customize as you blast off into the Blood War. • Dungeon Masters will entice their
heroes with devils’ deals, designed to lure adventurers with the ultimate temptations of
power and treasure. • Created in 1974, D&D transformed gaming culture by blending
traditional fantasy with miniatures and wargaming. Fifth edition D&D draws from every
prior edition to create a universally compelling play experience
An adventure for levels 3-7. Goodman Games expands its partnership with Wizards of
the Coast with the second release in the Original Adventures Reincarnated line! The first
installment, Into the Borderlands, is already a best-seller, and this second release will
transform a hit title into a hit product line. OAR 2: The Isle of Dread brings back the very
first wilderness adventure ever published by Wizards of the Coast. This tutorial adventure
by legendary designers Zeb Cook and Tom Moldvay was included in the D&D Expert
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Set and has been seen by millions of gamers. Now the 1E edition is released in hardcover
form, accompanied by a 5E conversion and expansion. This is your chance to revisit an
iconic adventure from your youth and play it in the newest rules set with the next
generation!
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. • Start up your own
Acquisitions Incorporated franchise in the Forgotten Realms or anywhere in the
multiverse. • Live out your fantasy of climbing the corporate ladder of the most notorious
retrieval agency in the Forgotten Realms—Acquisitions Incorporated. • The 224-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.
Fifth Edition Options is a GM and player resource for the Dungeons & Dragons 5th
edition game. Within these 78 pages are hundreds of optional rules to customize your
game. Improve your game with any of the myriad options presented! Options Include: *A
Robust New Alignment System *Skills: Defined, Complex Skill Checks and Training
*Equipment Rules: Including Masterwork and Exotic Gear *Tons of Combat Options and
Variants *Magic Variant Rules *Better Inspiration Rules *Campaign Templates: So you
know which options suit different themed games *New Feats *and a ton more!"
Mini-Dungeon Tome (5th Edition)
Out of the Abyss
Fifth Edition Feats
Original Adventures Reincarnated #2 - The Isle of Dread
Princes of the Apocalypse
The definitive reference guide of "Dungeons & Dragons]" core rules, this supplement takes all of the
games most important rules and presents them in a single comprehensive, easy-to-reference volume for
players and Dungeon Masters.
A RPG module designed for a couple to play together, compatible with 5th Edition.
Fantasy Roleplaying Game Starter Set
500+ unique bartenders, brawlers, mages, merchants, royals, rogues, sages, sailors, warriors, weirdos and
more for 5th edition RPG adventures
The Rise of Tiamat
Fifth Edition Options
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