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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.
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.
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 higherlevel creatures to provide experienced gamers withtougher foes to overcome. (Gamebooks)
Mighty heroes deserve wicked foes Demons and half-demons, dragons and dragonkin,
animated corpses and restless spirits, wielders of magic and eaters of spells: These are the
creatures of Faerûn, the monsters of the Forgotten Realms campaign setting. Monster
Compendium: Monsters of Faerûn contains scores of new monsters for use in Dungeons &
Dragons adventures. From the aarakocra to the Tyrantfog zombie, these monsters present a
whole new range of challenges. Although usable in any campaign, these monsters are
especially suited for the Forgotten Realms setting -- a world of great magic, terrible villains,
and high adventure.
Now for 5th Edition! Frog God Games unleashes the next iteration of its iconic Tome of Horrors
series for 5th Edition. Hordes of sinister adversaries, restless dead, and other horrific
monstrosities to gleefully challenge your players' expectations. Bursting with hundreds of
creatures, new additions as well as converted classics, in a library-bound and stitched full color
volume, the next Tome of Horrors will be a must have for your 5th edition campaign.
Everybody needs more monsters. The Tome of Horrors for Fifth Edition includes a selection of
creatures from earlier volumes as a kick off for an entire series of fifth edition books.
Suitable for any Dungeons & Dragons( game, this indispensable resource contains information
about new monsters, each one illustrated and accompanied by a new stat block.
Offers tips, advice, and strategies for creating worlds and adventures that players can enjoy
while participating in the roleplaying game.
Describes the characteristics and attributes of a variety of monsters, zombies, demons, giants,
werewolves, animals, and aliens for use in the Dungeons and Dragons game
Every Dungeon Master needs a screen to conceal notes and dice rolls and to have valuable
charts and information close at hand. This Forgotten Realms accessory includes a 32-page
booklet of tables and topography and a four-panel screen containing a wealth of information
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and featuring original artwork on the front.
"Over 200 new monsters for 3rd edition rules from the horrible Wrack Dragons to the
intoxicating Brewer Gnomes, from the colossal Mithril Golem to the tiny Bottle Imp, here is a
host of new creatures for use in your 3rd edition campaign"--Cover. P. [4].
An important reference to the most popular spells in the Dungeons & Dragons® game. A must
have at every D&D game table! Spell Compendium provides players and Dungeon Masters
with quick access to the D&D spells they need most. Drawing from a treasure trove of sources,
Spell Compendium is the one place to find spells that are referenced time and again: the best,
most iconic, most popular, and most frequently used. This convenient reference introduces a
new spell format that includes descriptive text.
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.
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.
"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.
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
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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
First released in 1975 and revised throughout the 1980s and early 1990s, the Dungeon!
boardgame lets you explore a multi-level dungeon in search of treasure guarded by terrible
monsters. The deeper into the dungeon you go, the deadlier the monsters and the greater the
treasure. The player who returns to the beginning chamber with the most treasure wins!
Presents an introduction to Dungeons and Dragons with information on the rules, characters,
weapons and gear, and game etiquette.
The Tome of Magic supplement presents three new kinds of magic that you can integrate
easily into any Dungeons & Dragons campaign. These magic "subsystems" function alongside
the existing D&D magic system and offer new game mechanics, character options, a
The perfect gift for the Dungeons & Dragons fans in your life or as a treat for yourself. Need a
gift for the holidays? A birthday present, a treat for yourself? This is it. Inside the D&D Core
Rulebook Gift Set are special foil cover editions of the three Dungeons & Dragons core
rulebooks—the Players Handbook, Dungeon Master’s Guide, and Monster Manual—plus a
Dungeon Master’s screen, all collected in a stylish slipcase. It’s the perfect gift for any D&D
fan. • Each of the three books and the Dungeon Master’s screen feature reflective foil covers,
available ONLY with this release. • The Player’s Handbook, Dungeon Master’s Guide, and
Monster Manual are the foundational texts of D&D’s fifth edition—for beginners and for
veterans alike. • The D&D Gift Set includes the latest rules updates and errata. • Dungeons &
Dragons is the world’s greatest roleplaying game. Created in 1974, D&D transformed gaming
culture by blending traditional fantasy with miniatures and wargaming.
Discusses how to create and play characters of various races, classes, and abilities, covering
topics including skills, feats, equipment, adventuring, and magic.
Revised versions of the phenomenally successful Dungeons & Dragons core rulebooks.

Describes the characteristics and attributes of a variety of monsters, zombies, demons,
giants, werewolves, animals, and aliens for use in the Dungeons and Dragons game.
Discover everything there is to know about dragons—the most iconic of D&D
monsters—in this quintessential reference guide. Meet Fizban the Fabulous: doddering
archmage, unlikely war hero, divine avatar of a dragon-god—and your guide to the
mysteries of dragonkind. What is the difference between a red dragon and a gold
dragon? What is dragonsight? How does a dragon’s magic impact the world around
them? This comprehensive guide provides Dungeon Masters with a rich hoard of tools
and information for designing dragon-themed encounters, adventures, and campaigns.
Dragonslayers and dragon scholars alike will also appreciate its insight into harnessing
the power of dragon magic and options for players to create unique, memorable
draconic characters. • Introduces gem dragons to fifth edition! • Provides Dungeon
Masters with tools to craft adventures inspired by dragons, including dragon lair maps
and detailed information about 20 different types of dragons • Adds player character
options, including dragon-themed subclasses for monks and rangers, unique draconic
ancestries for dragonborn, additional spell options, and a feat • Presents a complete
dragon bestiary and introduces a variety of dragons and dragon-related
creatures—including aspects of the dragon gods, dragon minions, and more • Reveals
the story of the First World and the role the dragon gods Bahamut and Tiamat played in
its creation and destruction
Presents profiles for hundreds of iconic monsters to be used in conjunction with the
second edition advanced Dungeons and Dragons core rulebooks.
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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.
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
Inside the pockets of this lavishly illustrated protective folder, you'll find a full set of fifth
edition Dungeons & Dragons character sheets for use in any D&D campaign. This
product includes three additional styles of double-sided character sheets giving veteran
players options based on their individual play preference and spell sheets for keeping
track of their magical repertoire. Each character sheet provides plenty of room to keep
track of everything that makes a character unique. Also included is an introductory
character sheet designed specifically to help ease new players into the game. Fans can
use these character sheets to welcome new players to the world's greatest roleplaying
game or choose a variant that fits their preferences.
The most recent volume in the bestselling Monster Manual line, this supplement
presents a fully illustrated hoard of new monsters, as well as ready-to-play variations of
previously existing monsters.
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.
"Player's Handbook 2 is the most significant expansion to the 4th edition Dungeons & Dragons
game. This companion to the 'Player's handbook' core rulebook introduces the primal power
source, which draws on the spirits that preserve and sustain the world. This book includes four
classes tied to the primal power source: the barbarian, the druid, the shaman, and the warden.
It also presents four new arcane and divine classes: the avenger, the bard, the invoker, and
the sorcerer"--Back cover.
The Miniatures Handbook is the newest accessory for players who want to add depth and
dimension to their roleplaying game or their miniatures experience. As with other D&D
accessories, this title contains new feats, spells, magic items, and prestige classes, and is one
of the few titles that adds new base classes to the D&D realm. In addition to these features,
this handbook gives expanded rules for three-dimensional, head-to-head miniatures play for
both skirmish and mass battle conflicts and is instantly usable with the new D&D miniatures
product line. There are new monsters presented with both full D&D and head-to-head
statistics, and the book provides competitive scenarios for engaging miniatures combat.
Taking a fresh look at arcane magic in the D&D game, this guide provides new ideas that put
arcane magic into the hands of the players and Dungeon Masters in interesting ways. It also
provides new types of feats, spells, warlock invocations, prestige classes, and magic items for
characters that cast arcane spells.
Endless adventure and untold excitement await! Prepare to venture forth with your bold
compaions into a world of heroic fantasy. Within these pages, you'll discover all the tools and
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options you need to create characters worthy of song and legend for the Dungeons & Dragons
roleplaying game. The revised Player's Handbook is the definitive rulebook for the Dungeons &
Dragons game. It contains complete rules for the newest edition and is an essential purchase
for anyone who wants to play the game. The revised Player's Handbook received revisions to
character classes to make them more balanced, including updates to the bard, druid, monk,
paladin, and ranger. Spell lists for characters have been revised and some spell levels
adjusted. Skills have been consolidated somewhat and clarified. A larger number of feats have
been added to give even more options for character customization in this area. In addition, the
new and revised content instructs players on how to take full advantage of the tie-in D&D
miniatures line planned to release in the fall of 2003 from Wizards of the Coast, Inc.
Shows the reader how to be a Dungeon Master.
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.
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