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The Book of Holding
A boxed set introducing the newest edition of the Dungeons & Dragons role-playing game includes a
64-page adventure book with everything the Dungeon Master needs to get started; a 32-page rulebook for
playing characters from Level 1 to Level 5; five pregenerated characters, each with a character sheet
and supporting reference material; and six polyhedral dice.

Special Edition Dungeon Master's Guide
Eberron: Rising from the Last War (D&d Campaign Setting and Adventure Book)
Whether aboard an
secrets buried by
continent. In the
a city of wonders

airship or a train car, embark on thrilling adventures shrouded in intrigue! Discover
years of devastating war, in which magic-fueled weapons threatened an entire
post-war world, magic pervades everyday life, and people of all sorts flock to Sharn,
where skyscrapers pierce the clouds. Will you find your fortune on mean city streets
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or scouring the secrets of haunted battlefields? Will you throw in your lot with the mighty dragonmarked
houses, ruthless families who control whole nations? Will you seek truth as a newspaper reporter, a
university researcher, or a government spy? Or will you forge a destiny that defies the scars of war?
This book provides tools that both players and Dungeon Masters need to explore the world of Eberron,
including the artificer character class—a master of magical invention—and monsters birthed by ancient
warmongering forces. Will Eberron enter a prosperous new age or will the shadow of war descend once
again?

Tomb of Annihilation
This introductory guide to DUNGEONS & DRAGONS is an illustrated primer to many of the characters you can
play in D&D, along with their essential weapons and adventuring tools. In this illustrated guide, you're
transported to the legendary and magical worlds of Dungeons & Dragons, where you are presented with oneof-a-kind entries for different types of warriors, as well as the weaponry these fighters need for D&D
adventuring. This guide includes detailed illustrations of the weapons, armor, clothing, and other
equipment that fighters use, and offers the tools young, aspiring adventurers need for learning how to
build their own characters, including sample profiles, a flowchart to help you decide what type of
warrior to be, and brainstorming challenges to start you thinking like an adventurer whether on your own
or in the midst of an exciting quest with friends and fellow players.

Dungeons & Dragons Starter Set
Take a stand against the giants in this adventure for the world s greatest roleplaying game Giants have
emerged from their strongholds to threaten civilization as never before. Hill giants are stealing all
the grain and livestock they can while stone giants have been scouring settlements that have been around
forever. Fire giants are press-ganging the smallfolk into the desert, while frost giant longships have
been pillaging along the Sword Coast. Even the elusive cloud giants have been witnessed, their wondrous
floating cities appearing above Waterdeep and Baldur s Gate. Where is the storm giant King Hekaton, who
is tasked with keeping order among the giants? The humans, dwarves, elves, and other small folk of the
Sword Coast will be crushed underfoot from the onslaught of these giant foes. The only chance at
survival is for the small folk to work together to investigate this invasion and harness the power of
rune magic, the giants weapon against their ancient enemy the dragons. The only way the people of Faerun
can restore order is to use the giants own power against them. To defeat giants, you need to be giant!"
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D&D Character Sheets
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.

Pathfinder Flip-Mat
Experience the ultimate urban treasure hunt in this adventure for the world's greatest roleplaying game.
Welcome to Waterdeep, City of Splendors! You're summoned by Volothamp Geddarm, famous explorer and
raconteur, to complete a simple quest. Is anything ever really simple though? Experience a grand caper,
pitting your skills and bravado against two nefarious organizations as you go on a hunt for the greatest
prize of all.

Dungeon Master's Guide
Dungeons & Dragons For Dummies
From the creator of the popular blog The Monsters Know What They’re Doing comes a compilation of
villainous battle plans for Dungeon Masters. In the course of a Dungeons & Dragons game, a Dungeon
Master has to make one decision after another in response to player behavior—and the better the players,
the more unpredictable their behavior! It’s easy for even an experienced DM to get bogged down in on-thespot decision-making or to let combat devolve into a boring slugfest, with enemies running directly at
the player characters and biting, bashing, and slashing away. In The Monsters Know What They’re Doing,
Keith Ammann lightens the DM’s burden by helping you understand your monsters’ abilities and develop
battle plans before your fifth edition D&D game session begins. Just as soldiers don’t whip out their
field manuals for the first time when they’re already under fire, a DM shouldn’t wait until the PCs have
just encountered a dozen bullywugs to figure out how they advance, fight, and retreat. Easy to read and
apply, The Monsters Know What They're Doing is essential reading for every DM.

Dungeons & Dragons For Dummies
"For use with the fifth edition Player's handbook, Monster manual, and Dungeon master's guide"--Back
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cover.

Bestiary Notebook Set
For many tabletop RPG players, the joy of an in-depth game is that anything can happen. Typical
adventure modules include a map of the adventure’s primary location, but every other location?whether
it's a woodland clearing, a random apothecary or the depths of a temple players elect to explore?has to
be improvised on the fly by the Game Master. As every GM knows, no matter how many story hooks, maps or
NPCs you painstakingly create during session prep, your best-laid plans are often foiled by your
players' whims, extreme skill check successes (or critical fails) or their playful refusal to stay on
task. In a game packed with infinite possibilities, what are GMs supposed to do when their players
choose those for which they're not prepared? The Game Master’s Book of Random Encounters provides an
unbeatable solution. This massive tome is divided into location categories, each of which can stand
alone as a small stop as part of a larger campaign. As an example, the “Taverns, Inns, Shops & Guild
Halls” section includes maps for 19 unique spaces, as well as multiple encounter tables designed to help
GMs fill in the sights, sounds, smells and proprietors of a given location, allowing for each location
in the book to be augmented and populated on the fly while still ensuring memorable moments for all your
players. Each map is presented at scale on grid, enabling GMs to determine exactly where all of the
characters are in relation to one another and anyone (or anything) else in the space, critical
information should any combat or other movement-based action occur. Perhaps more useful than its nearly
100 maps, the book's one-shot generator features all the story hooks necessary for GMs to use these maps
as part of an interconnected and contained adventure. Featuring eight unique campaign drivers that lead
players through several of the book's provided maps, the random tables associated with each stage in the
adventure allow for nearly three million different outcomes, making The Game Master's Book of Random
Encounters an incredible investment for any would-be GM. The book also includes a Random NPC Generator
to help you create intriguing characters your players will love (or love to hate), as well as a Party
Makeup Maker for establishing connections among your PCs so you can weave together a disparate group of
adventurers with just a few dice rolls. Locations include taverns, temples, inns, animal/creature lairs,
gatehouses, courts, ships, laboratories and more, with adventure hooks that run the gamut from frantic
rooftop chases to deep cellar dungeon-crawls, with a total of 97 maps, more than 150 tables and millions
of possible adventures. No matter where your players end up, they'll have someone or something to
persuade or deceive, impress or destroy. As always, the choice is theirs. But no matter what they
choose, with The Game Master's Book of Random Encounters, you'll be ready.
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Volo's Guide to Monsters
You’ve got to—belch!—roll for initiative, Morty! Two pop culture juggernauts are teaming up and neither
multiverse is prepared for what comes next! When Morty sees a cute girl at school playing Dungeons &
Dragons, he asks Rick to show him the ropes, only to discover that his grandfather is a veteran gamer.
Next thing he knows, the entire family has been pulled into a campaign that escalates from virtual D&D
simulations to alternate universes governed by the rules of the game. And as it turns out, Rick isn’t
the only one who knows his way around a d20.

Monster Manual
Ramp up your role-playing game (RPG) and make your character your own with this fun, interactive
workbook—an essential addition to any player’s gaming kit. You’ve chosen your class, bought your
weapons, and rolled for your stats, and you’re now the proud owner of your own RPG (role-playing game)
avatar. But before you begin your adventure, there’s so much more you can do with your character to make
him or her your own! Just how evil is she? What does his dating profile look like? Where did she get
that scar? What does he want for his birthday? With fill-in-the blank narratives, prompts, and fun
activities to help you customize your character at the start of the game, or build out your backstory as
you play, The Ultimate RPG Character Backstory Book will help you fully imagine your character and bring
them to life for the ultimate gaming experience!

The Game Master's Book of Random Encounters
80 recipes inspired by the magical world of Dungeons & Dragons “Ready a tall tankard of mead and brace
yourself for a culinary journey to match any quest!”—Tom Morello, Rage Against the Machine From the D&D
experts behind Dungeons & Dragons Art & Arcana comes a cookbook that invites fantasy lovers to celebrate
the unique culinary creations and traditions of their favorite fictional cultures. With this book, you
can prepare dishes delicate enough to dine like elves and their drow cousins or hearty enough to feast
like a dwarven clan or an orcish horde. All eighty dishes—developed by a professional chef—are
delicious, easy to prepare, and composed of wholesome ingredients readily found in our world. Heroes’
Feast includes recipes for snacking, such as Elven Bread, Iron Rations, savory Hand Pies, and Orc Bacon,
as well as hearty vegetarian, meaty, and fish mains, such as Amphail Braised Beef, Hommlet Golden Brown
Roasted Turkey, Drow Mushroom Steaks, and Pan-Fried Knucklehead Trout—all which pair perfectly with a
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side of Otik’s famous fried spiced potatoes. There are also featured desserts and cocktails—such as
Heartlands Rose Apple and Blackberry Pie, Trolltide Candied Apples, Evermead, Potion of Restoration, and
Goodberry Blend—and everything in between, to satisfy a craving for any adventure.

D&d Waterdeep Dragon Heist Hc
Are you looking for a breathtaking diary, notebook or sketchbook? This minimalist and classic notebook
is a wonderful multi-purpose journal for sketching, jotting down thoughts, and writing notes. The
notebook is made with flexible matte laminated softback cover, which helps repel liquids. Therefore, the
notebook is durable to withstand any adventure. Check out the specifications for more information. For
more notebooks of this type, click on the author name!

Dungeon Craft Core Book
A child can get their first glimpse into the world of Dungeons & Dragons, even as they learn the
alphabet, a precursor to every new path in reading. Teach the alphabet to any early reader as told
imaginatively within the world of Dungeons & Dragons.

Maze of the Blue Medusa
In this beautiful little book, researcher Hugh Newman explores the science and history of Earth Grids,
from Ancient Chinese medicine to the invention of longitude and latitude straight through to our current
electrical system. Modern research into prehistoric architecture has found a pattern of building sites
that suggests that our ancestors were aligning their sacred spaces according to geometric patterns and
relationships with other important monuments. These ancients used Earth grids that allowed them to
locate themselves in relationship to each other and to the planet—grids that are parallel to the ones we
use today. Earth Grids unravels the short history of grid research and takes another look at the
distribution of sacred sites around the planet, revealing a remarkable network of surveying and
megalithic engineering that supports the ancient idea of a geometric worldview, which can now be seen as
a new model for Gaia.

Rick and Morty vs. Dungeons & Dragons
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Configurable dungeon tiles for your D&D(R) game. These quality, card-stock tiles are quick and easy to
use and a great value. Arcane Towers features floors and items found in wizards towers as well as more
generic tiles.

Dungeons & Dragons Adventures Outlined Coloring Book
When the adventure plunges into subterranean depths no Game Master wants to spend time drawing every
winding cavern and deadly chasm. Fortunately, with Paizo s latest Pathfinder Flip-Mat, you don t have
to! This line of gaming maps provides ready-to-use and captivatingly detailed fantasy set pieces for the
busy Game Master. This double-sided map is perfect to use any time the heroes intrude into the deadly
depths. Don t waste your time sketching when you could be playing. With Pathfinder Flip-Mat: Twisted
Cavern, you ll be ready next time your players dare to enter the world below. This portable, affordable
map measures 24" x 30" unfolded, and 8" x 10" folded. Its coated surface can handle any dry erase, wet
erase, or even permanent marker. Usable by experienced GMs and novices alike, Pathfinder Flip-Mats fit
perfectly into any Game Master s arsenal! On tabletops across the world, the Flip-Mat Revolution is
changing the way players run their fantasy roleplaying games! Why take the time to sketch out ugly
scenery on a smudgy plastic mat when dynamic encounters and easy clean-up is just a Flip away?"

Pathfinder Pawns
Worried that living off the grid means a life without comfort and convenience? Discover how to unplug
without sacrificing the joys of the modern world. Wondering if an off the grid lifestyle is right for
you? Scared that it'll be too challenging for you and your family to handle? Author and speaker Gary
Collins literally wrote the book on how to transition to a life off the grid. After almost a decade of
walking the walk, he's sharing his successes and failures alike so you can live the simple life without
missing out on creature comforts. Living Off The Grid: What to Expect While Living the Life of Ultimate
Freedom and Tranquility is a comprehensive shake-down of what this unique lifestyle looks like in
practice. Told through Collins' much-loved conversational tone, you'll see complex subjects distilled
into easy-to-apply lessons. Let the book calm your anxiety about taking this next step and find out how
easy it can be to live a life of freedom. In Living Off The Grid, you'll discover: - Practical day-today tips to make off-grid living simple - Strategies for running a business or telecommuting while
remaining mostly unplugged - Ways to remain socially and professionally connected in your new lifestyle
- How to make the most of your newfound freedom and decreased cost of living - Mistakes, expensive
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errors, and bonehead blunders Collins made so you don't have to and much, much more! Living Off The
Grid: What to Expect While Living the Life of Ultimate Freedom and Tranquility is a detailed account of
the ins-and-outs of a simplified off-grid existence. If you like practical instruction, time-saving
tips, and hard-earned wisdom from a man who's "been there, done that," then you'll love Gary Collins’
invaluable guide. Buy Living Off The Grid to embark on an exciting new lifestyle today!

Forgotten Realms
Key monsters and NPCs from the Giantslayer Adventure Path come alive on your tabletop with the
Giantslayer Pawn Collection, featuring more than 100 creature pawns for use with the Pathfinder
Roleplaying Game or any tabletop fantasy RPG! Printed on sturdy cardstock, each pawn presents a
beautiful full-color image of a monster or NPC from the Giantslayer campaign, running the gamut of
larger-than-life foes from the oafish hill giant to the mighty storm giant, plus orcs, trolls, and
dozens of unique creatures and characters. Each cardstock pawn slots into a size-appropriate plastic
base from the Pathfinder Pawns Bestiary Box, making them easy to mix with traditional metal or plastic
miniatures. With tons of distinct images, the Giantslayer Pawn Collection brings to life the enemies and
allies from all six adventures of the Giantslayer Adventure Path. [ Price Includes VAT ]"

Earth Grids
An illustrated guide to the history and evolution of the beloved role-playing game told through the
paintings, sketches, illustrations, and visual ephemera behind its creation, growth, and continued
popularity. From one of the most iconic game brands in the world, this official DUNGEONS & DRAGONS
illustrated history provides an unprecedented look at the visual evolution of the brand, showing its
continued influence on the worlds of pop culture and fantasy. Inside the book, you'll find more than
seven hundred pieces of artwork--from each edition of the core role-playing books, supplements, and
adventures; as well as Forgotten Realms and Dragonlance novels; decades of Dragon and Dungeon magazines;
and classic advertisements and merchandise; plus never-before-seen sketches, large-format canvases, rare
photographs, one-of-a-kind drafts, and more from the now-famous designers and artists associated with
DUNGEONS & DRAGONS. The superstar author team gained unparalleled access to the archives of Wizards of
the Coast and the personal collections of top collectors, as well as the designers and illustrators who
created the distinctive characters, concepts, and visuals that have defined fantasy art and gameplay for
generations. This is the most comprehensive collection of D&D imagery ever assembled, making this the
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ultimate collectible for the game's millions of fans around the world.

Dungeon Master's Guide
Fantastic Adventures: Ruins of the Grendleroot
1000+ terrain pieces for TTRPG

Warriors & Weapons (Dungeons & Dragons)
Get your first glimpse into the world of Dungeons & Dragons, through the masterful illustrations of Todd
James. The Dungeons & Dragons-Adventures Outlined coloring book features fantastical designs and shows
off classic monsters from the game as seen through the eyes of world renowned artist, Todd James. Color
your way through each adventure with these delightful illustrations. This coloring book features unique
designs including beholders, trolls, goblins, dragons, and more. Provides hours of creativity, fun, and
relaxation.

The ABC's of D&d
Ten underground adventures for the fifth edition of the world's most popular fantasy roleplaying game,
set within a ruin-filled mountain torn apart by the mysterious Grendleroot.Ruins of the Grendleroot is a
book of ten short easy-to-run adventures for the fifth edition of the world's most popular fantasy
roleplaying game. Designed for characters of 1st to 5th level, these adventures take place in the
caverns, chambers, tunnels, and ruins of the mountain known as Blackclaw, within which lurks the
Grendleroot--a strange and otherworldly sentience.Across these ten adventures, your characters willcure the corruption of an old tower destined to bring daylight to the cavern of Shadowreach;- rescue a
lost child who answers the call of a dying god;- seek out the source of a plague of gnome zombies;travel to the Forest of Iron to stop the priest who would destroy the Grendleroot-and the entire
mountain surrounding it;- protect Deepdelver's Enclave from marauding warbands of orcs and hobgoblins;find the beast lurking in abolethic ruins that promises salvation in return for fresh meat;- seal up a
damaged cell in a forgotten monastery, which contains a being so dangerous that even its thoughts can
kill;- save a war hero from the elven assassins who hunt her down;- discover the secret to quieting the
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restless Grendleroot from a slumbering vampire archmage; and- travel to the Black Cathedral, discover
the origin of the mysterious Caretakers, and stop a mage attempting to capture the power of the
Grendleroot for herself.Ruins of the Grendleroot focuses on the sense of mystery and wonder that comes
from exploring ancient ruins. The central hub of these adventures, Deepdelver's Enclave, is a frontier
outpost overlooking the ruined city of Shadowreach, set deep within the mountain. In Deepdelver's
Enclave, adventurers and explorers recount tales of their explorations, trade treasure and artifacts,
and enjoy their shared love of uncovering the mysteries of the mountain.These ten adventures can be run
independently as single-session games of roughly two to four hours each, or they can be tied together as
part of a larger campaign. Five of the adventures can be combined together into a five-session mini
campaign that focuses on the strange consciousness lying at the center of the mysterious mountain.Each
of these ten adventures is designed to get you up and running quickly and to help you integrate them
into your own campaign. If you're familiar with the format of the book Sly Flourish's Fantastic
Adventures and the concepts in the book Return of the Lazy Dungeon Master, the setup of these adventures
will be familiar to you. Even if you aren't, you'll find the design of these adventures intuitive and
straightforward. In this book, you'll find inspirational artwork, beautiful maps, fantastic locations,
short readable summaries of places and events, evocative keywords to spark your own imagination,
flexible read-aloud text, and piles of ideas to fuel your own stories.

Heroes' Feast (Dungeons & Dragons)
Everything a player needs to adventure in the Forgotten Realms, the most popular setting in the D&D "RM"
game can be found right here: history, maps, non-player characters, geography, economics, societies,
organizations, religions, politics, monsters, magic items, spells even a start-up adventure in the
Realms!

Dungeons and Dragons Art and Arcana
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 and featuring original artwork on
the front.

Eat Sleep D&D Repeat Notebook
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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.

Dungeons and Dragons 4th Edition For Dummies
Offers tips, advice, and strategies for mastering the game, Dungeons and Dragons.

Storm King's Thunder
"For use with the fifth edition Player's handbook, Monster manual, and Dungeon master's guide"--Back
cover.

Arcane Towers
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!"

Xanathar's Guide to Everything
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Awesome tools, rules, and adventure content for every Dungeon Master. If you're a Dungeons & Dragons
player interested in taking on the role of the Dungeon Master, or if you're an experienced DM looking
for more game advice, tools, and adventure content, the Dungeon Master's Kit™ has exactly what you need
to build your own Dungeons & Dragons campaign and excite the imaginations of you and your players. This
deluxe box contains rules and advice to help Dungeon Masters run games for adventurers of levels 1–30.
It also includes useful DM tools such as a Dungeon Master's screen (with tables and rules printed on the
inside), die-cut terrain tiles and monster tokens, and fold-out battle maps. Game components: • 96-page
book of rules and advice for Dungeon Masters • 32-page monster book • Two 32-page adventures • 3 sheets
of die-cut monster tokens • 2 double-sided battle maps • Fold-out Dungeon Master's screen

Dungeons & Dragons Acquisitions Incorporated Hc (D&d Campaign Accessory Hardcover Book)
Delve deeper than you ever thought possible in this adventure for the world's greatest roleplaying game.
Hundreds of years ago, long before Waterdeep had been built, Halaster Blackcloak carved a vast dungeon
beneath Mount Waterdeep and stocked it with all manner of creatures from across the planes. Over time
Halaster has gone quite insane and the dungeon he carved, now dubbed Undermountain, is a labyrinthine
death trap for those bold enough to venture within. Precious few have returned from Halaster's home, and
frequently they're not who they were when they started out. One thing is certain however. Wealth
unimaginable exists within the halls of Undermountain.

D&d Waterdeep Dungeon of the Mad Mage
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. - Inside
you'll find everything you need to live out your fantasy of climbing the corporate ladder of the most
notorious retrieval agency in the Forgotten Realms--Acquisitions Incorporated. - The 256-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
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world's greatest roleplaying game. Created in 1974, D&D transformed gaming culture by blending
traditional fantasy with miniatures and wargaming.

Dungeon Master's Screen
Infinite broken night. Milky alien moons. Wavering demons of gold. Held in this jail of immortal threats
are three perfect sistersMaze of the Blue Medusa is a dungeon. Maze of the Blue Medusa is art. Maze of
the Blue Medusa works with your favorite fantasy tabletop RPGs. And Maze of the Blue Medusa is the madly
innovative game book from the award-winning Zak Sabbath of A Red & Pleasant Land and Patrick Stuart of
Deep Carbon Observatory. Lethal gardens, soul-rending art galleries, infernal machines--Maze of the Blue
Medusa reads like the poetic nightmare of civilizations rotted to time, and plays like a puzzle-box
built from risk and weird spectacle.Praise for Zak Sabbath:"Zak is not just imaginative, he's bold.
Which means that while he recognizes the value of fantasy traditions, he doesn't hesitate for a moment
to throw out anything that's become tired or dull."-- Monte Cook, author of NumeneraPraise for Patrick
Stuart's Fire on the Velvet Horizon:"Superpositioning with strange panache, Velvet Horizon is an
(outstanding) indie role-playing-game supplement, and an (outstanding) example of experimental
quasi-/meta-/sur-/kata-fiction. Also a work of art. Easily one of my standout books of 2015."-- China
Miéville, author of Perdido Street Station

The Ultimate RPG Character Backstory Guide
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.

Dungeon Masters
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The Monsters Know What They're Doing
Explore the fantasy world of D&D and delve into dungeons, slay monsters, and gain treasure! If you've
been thinking of playing D&D or you've played before and you want to get up to speed on the all-new 4th
Edition, this is the book for you. Here's what you need to know to join the fantasy fun. D&D terminology
— understand what ability check, modifier, saving throw, AC, gp, hp, and XP mean Roll the dice — add
modifiers and see if you rolled the d20 high enough to beat the challenge Minding your manners — know
D&D etiquette so you'll be welcome in any adventure Character building — select your character's race
and class, and choose the best powers, skills, feats, and gear Roleplaying — give your character a
background and personality quirks Combat — use combat rules, a battle grid, and miniatures to play out
furious battles Open the book and find: Everything a new player needs to get started playing D&D Details
on four fantasy races and four iconic classes Explanations of every number and statistic on the
character sheet The best magic items and equipment for characters of all classes Advice on roleplaying
and teamwork A ready-to-use adventure to get you started as a Dungeon Master A ready-to-use battle grid
with character and monster markers

Living Off The Grid
Shows the reader how to be a Dungeon Master.
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