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An Essential Dungeons and Dragons Compendium Dungeons and Dragons Core RulebookAll three
4th Edition core rulebooks in one handsome slipcase. The Dungeons & Dragons Roleplaying Game
has defined the medieval fantasy genre and the tabletop RPG industry for more than 30 years. In
the D&D game, players create characters that band together to explore dungeons, slay monsters,
and find treasure. The 4th Edition D&D rules offer the best possible play experience by presenting
exciting character options, an elegant and robust rules system, and handy storytelling tools for the
Dungeon Master. This gift set provides all three 4th Edition Dungeons & Dragons core rulebooks
(Player's Handbook, Dungeon Master's Guide, and Monster Manual) in a handsome slipcase that
looks great on any bookshelf.Dungeons and Dragons 4th Edition For Dummies
Reduced to ruins by supernatural cataclysms, Neverwinter rises from the ashes to reclaim its title
as the Jewel of the North. Yet even as its citizens return and rebuild, hidden forces pursue their
own goals and vendettas, any one of which could tear the city apart. Neverwinter has long been

one of the most popular locations in the Forgotten Realms® campaign world. This book presents a
complete heroic-tier campaign setting that plunges players into the politics, skullduggery, and peril
of a city on the brink of destruction or greatness. A wealth of information about Neverwinter and its
environs is provided: maps, quests, encounters, and statistics -- everything a Dungeon Master
needs for his heroic tier adventures.
Keep on the Shadowfell John Wiley & Sons
Suitable for any Dungeons & Dragons( game, this indispensable resource contains information
about new monsters, each one illustrated and accompanied by a new stat block.
Dungeon Master's Guide John Wiley & Sons
A D&D(R) adventure for 24th-level characters. In this adventure, demonic forces plot to usurp the
Raven Queen's power over death, and all paths lead to an ancient kingdom hidden in the
subterranean depths of the Shadowfell. This adventure can be run as a stand-alone adventure or
as Part Two of a three-part series of adventures that spans the epic tier of gameplay. E2 Kingdom
of the Ghouls is a D&D adventure designed to take characters from 24th to 27th level.
Roleplaying Game Core Rules Wizards of the Coast

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.
Eberron John Wiley & Sons
Presents the core rules of the popular role playing game, from the basic rules to guidance on the
game's more intricate systems, as well as information on powers, combat, skills, character
creation, and equipment.
King of the Trollhaunt Warrens Wizards of the Coast
Provides information on the origins, tactics, myths, and lairs of a variety of undead creatures and
threats encountered in the game of Dungeons and Dragons.
Dungeons & Dragons Player's Handbook (Core Rulebook, D&D Roleplaying Game)
Provides guidance and fresh angles to the Dungeons & dragons game Eberron.
Psionic Power
Whether you’ve been a Dungeon Master (DM) before and want to fine-tune your skills or want to
get ready and take the plunge, this is the book for you. It gives you the basics on running a great
game, info for more advanced dungeon mastering, guidelines for creating adventures, and tips for
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building a campaign. It shows you how to: Handle all the expressions of DMing: moderator,
narrator, a cast of thousands (the nonplayer characters or NPCs), player, social director, and
creator Use published adventures and existing campaign worlds or create adventures and
campaign worlds of your own Conjure up exciting combat encounters Handle the three types of
encounters: challenge, roleplaying, and combat Create your own adventure: The Dungeon
Adventure, The Wilderness Adventure. The Event-Based adventure (including how to use
flowcharts and timelines), The Randomly Generated Adventure, and the High-Level adventure
Create memorable master villains, with nine archetypes ranging from agent provocateur to zealot
To get you off to a fast start, Dungeon Master For Dummies includes: A sample dungeon for
practice Ten ready-to-use encounters and ten challenging traps A list of simple adventure premises
Mapping tips, including common scales, symbols, and conventions, complete with tables Authors
Bill Slavicsek and Richard Baker wrote the hugely popular Dungeons and Dragons For Dummies.
Bill has been a game designer since 1986 and leads the D&D creative team at Wizards of the
Coast. Richard is a game developer and the author of the fantasy bestseller Condemnation. They
give you the scoop on: Using a DM binder to keep records such as an adventure log, PCs’ character
sheets, NPC logs/character sheets, treasure logs, and more Knowing player styles (role players and
power games) and common subgroups: hack’n’slasher, wargamer, thinker, impulsive adventurer,
explorer, character actor, and watcher Recognizing your style: action movie director, storyteller,
worldbuilder, puzzlemaker, or connector Using miniatures, maps, and other game aids Using 21st
century technology, such as a Web site or blog, to enhance your game The book includes a sample
adventure, The Necromancer’s Apprentice, that’s the perfect way to foray into DMing. It includes
everything you need for a great adventure—except your players. What are you waiting for? There
are chambers to be explored, dragons to be slain, maidens to be rescued, gangs of gnoll warriors
to be annihilated, worgs to be wiped out, treasures to be discovered, worlds to be conquered....
A 4th Edition Dungeons and Dragons Supplement
Illustrated wilderness terrain tiles for use with the Dungeons & Dragons® Fantasy Roleplaying
Game The Dungeon Tiles Master Sets are designed to give Dungeon Masters the tiles they need to
build Dungeons & Dragons adventure maps, including maps appearing in published adventures.
With this box of customizable terrain tiles, Dungeon Masters can add new dimension to their
Dungeons & Dragons tabletop experience. Easy to set up and infinitely expandable, this Dungeon
Tiles set allows DMs to create the adventures they want to play. This box contains 10 double-sided
sheets of illustrated, die-cut terrain tiles printed on heavy cardstock. The tiles feature wilderness
sites and terrain elements that Dungeon Masters can use to build exciting encounters set in the
outdoors.

Dungeons and Dragons Fantasy Roleplaying Game
The Eberron(R) world moves into 4th edition D&D(R)! This books contains all the information any
DM would need about the world of Eberron. This exciting world is complete with soaring cities,
viscious wars, and a gritty mean-streets style that harkens back to the traditions of film noir. The
Eberron campaign setting is updated into the 4th edition D&D family with the Eberron Campaign
Guide. Featuring all of the character elements from the core rulebooks, this updated version of the
Eberron world is a must for any gamer that likes the magic-as-technology, film noir, high-
adventure campaign setting that was chosen from over 15,000 game submissions.
A 4th Edition Dungeons and Dragons Supplement
In addition to character-optimization tips and player advice for Dungeons & Dragons fans, an
entertaining strategy guide also includes engaging sidebar essays written by celebrity gamers and
a distinctive comic-art style.
Dungeon Masters
Offers tips, advice, and strategies for creating worlds and adventures that players can enjoy while
participating in the roleplaying game.
Halls of Undermountain
Hundreds of old and new monsters for your 4th edition D&D(R) game! This core rulebook presents
hundreds of monsters for your D&D campaign. Classic monsters such as centaurs and frost giants
make their first 4th edition appearance here. In addition, this book includes scores of new
monsters to challenge characters of heroic, paragon, and epic levels.
Player's Option, Heroes of Shadow
The planes have always been a place of great mystery and danger in the Dungeons & Dragons
Roleplaying Game, and the new array of planes debuting in this fourth edition continues that grand
tradition.
Fantasy Roleplaying Game Starter Set
Beneath the streets of Waterdeep, a sinister dungeon awaits adventurers brave enough to face its
perils. Created ages ago by the wizard Halaster, the sprawling dungeon is a lair for terrible
monsters and ruthless villains. In the dark chambers, they hunger for victims and plot the downfall
of those who dwell on the streets above. Who will unravel the twisting labyrinth to reveal its
secrets, claim its treasures, and stop the foul machinations of the dungeon's denizens? Halls of
Undermountain(tm) is a 96-page hardcover book that presents a ready-to use dungeon detailing
over eighty locations. The adventure offers a way for Dungeon Masters participating in the recent
D&D Encounters(tm) season, The Elder Elemental Eye(tm), to extend the adventure. In addition,

this book provides all the ingredients to run a classic dungeon delve, including enticing treasures,
deadly traps, a wide assortment of monsters, and two double-sided full-color poster maps.
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
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
Rules Compendium
Presents guidelines for creating characters in the popular role playing game, from brave fighters to
wily rogues, and includes each character class's list of feats, weapons, armor, and adventuring
gear.
Monster Manual 3
New options for fighters, rangers, rogues, and warlords... Sharpen your sword and tighten your
bow! This must-have book is the latest in a line of player-friendly game supplements offering
hundreds of new options for D&D® characters, specifically focusing on martial heroes. It provides
new archetypal builds for fighters, rangers, rogues, and warlords, as well as new character powers,
feats, paragon paths, and epic destinies.
Player's Handbook
Dungeons and Dragons Core Rulebook
Monster Manual IV
The best way to start playing the 4th Edition Dungeons & Dragons Fantasy Roleplaying Game.
Designed for one-to-five players, this boxed game contains everything needed to start playing.
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