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Dungeons & Dragons Hardcover Publications:
Complete warrior : a player's guide to combat
for all classes - Andy Collins 2003-11
The most detailed D&D¨ sourcebook on combat
ever released.
Strongholds & Followers - Matthew Colville
2019-06
"Stronghold & Followers explains both the
practicality of owning a keep (how much it costs

to build, the costs to maintain it, what sort of
impact it would have on local politics) and gives
a variety of benefits for those players who
choose to build or take over one." -Comicbook.com website:
https://comicbook.com/gaming/2018/12/14/stron
ghold-and-followers-dungeons-and-dragons/
(viewed July 16, 2019)
Lords of Madness - Richard Baker 2005-04-01
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This art-filled sourcebook about aberrations in
the D&D world takes a comprehensive look at
bizarre monsters and the heroes who fight them.
Illustrations.
Epic Legacy Campaign Codex - Ryan Servis
2020-05-10
Epic Legacy is 2CGaming's Epic level expansion
to 5th Edition. Following the tradition of older
editions, we envisioned tiers of play above 20th
level and brought them to life in the form of the
successfully crowdfunded Epic Legacy Core
Rulebook. After thousands of hours of
development, play testing, and an awesome
community at our backs, we delivered the
ultimate Epic-level 5E experience which has
received critical acclaim throughout the RPG
sphere. This system empowers both Players and
DMs to take their 5th Edition game to the literal
next level, and hundreds of adventurers and
DMs wove Epic tales of wonder and glory. With
Epic Legacy you can advance PCs to 30th level
through the awesome power of Epic Prestige

classes that compliment every base class, cast
world shattering spells, face down gods and
monsters of incalculable strength, and many
many more epic experiences that can't be found
anywhere else in 5th Edition. That is why we
knew we had to come back and push this
awesome system even farther by creating the
Epic Legacy Campaign Codex. This project seeks
to both build upon the rules presented in the
Epic Legacy Core Rulebook while providing 5th
Edition gamers of all stripes a platform to launch
their most epic campaign yet. Whether you are
new to Epic Legacy or a grizzled veteran back
for more, we welcome you to explore and share
all this incredible system has to offer. At
2CGaming we are always trying to innovate on
our presentation, so when we decided to expand
upon the Epic Legacy system we knew we
couldn't just an expansion. We needed
something new, a worthy vehicle to deliver that
not only empowered the reader with new Epic
Legacy content, but upgraded its presentation
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and format. That vehicle is Nexus, The City of
Legends; a campaign springboard that
seamlessly integrates new content into its
streets and people.
Elder Evils - Robert J. Schwalb 2007
Providing Dungeon Masters with 160 pages of
truly wicked threats to challenge high-level
heroes, this tome comes with stat blocks for the
elder evil and its minions, tips for how to
incorporate the elder evil into any D&D
campaign, and how to create unique villains and
endgame encounters.
Lost Empires of Faerun - Richard Baker
2005-02-01
For the first time, the secrets of past empires of
the Forgotten Realms world are chronicled in
one comprehensive sourcebook. Includes rules
for how to build and sustain a ruin-based
campaign, more than a dozen detailed adventure
sites with maps, and new monsters and artifacts.
Complete Arcane - Richard Baker 2004
"Complete Arcane" provides Dungeons &

Dragons players with an in-depth look at how to
access traditional arcane magic and use that
power to a character's advantage.
The Demonplague - Johnn Four 2019-11-26
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 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
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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 fullystocked village brimming with intrigue Over a
dozen dungeon and adventuring sites Two PDF
versions included: 2-column for print and 1column 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!
Return to the Temple of Elemental Evil Monte Cook 2001
A legendary adventure updated for the
Dungeons & Dragons game, this all-new
adventure provides hours of play as users race
against an evil band of priests attempting to
unleash the dark god upon the world.
Battle of Bloodmarch Hill - Patrick Renie
2015-03-17
The Giantslayer Adventure Path begins! In the
human town of Trunau, a beleaguered
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settlement surrounded by the brutal orcs of the
Hold of Belkzen, the heroes must investigate a
mysterious death. Before they uncover the truth,
however, Trunau comes under attack by an orc
army, and the heroes must help defend it, only to
discover the real reasons behind both the
murder and the orc raid - both were just
distractions from a wider conspiracy involving a
giant chieftain, who seeks the treasures of the
forgotten tomb of an ancient giant hero beneath
the town. A Pathfinder Roleplaying Game
adventure for 1st-level characters, Battle of
Bloodmarch Hill kicks off the Giantslayer
Adventure Path, an epic campaign of classic
sword & sorcery thrills. A selection of new
monsters, a primer on the various giants of
Golarion, a toolbox of new mechanics for use
with giant foes, and the first installment of a new
Pathfinder's Journal written by Richard Pett
round out this volume of the Pathfinder
Adventure Path.
Night Below - Carl Sargent 1995-11-01

The ultimate dungeon adventure is back in print
again because the fans demanded it! Set in the
Underdark and designed to be used in any
AD&D"RM" campaign, Night Below presents an
epic adventure that takes player characters from
1st level to loth level and beyond. Available
again for a limited time, this huge adventure is
packed with plots, subplots, sinister
conspiracies, and action on a grand scale.
Trap Compendium - Steven Gordon 2016-11-28
For the discerning Dungeon Master looking to
build a more dangerous lair. This book contains
50 traps, ready for use in your 5th Edition
Roleplaying Game, and the rules to build
countless more. Featuring the same custom trap
creation system seen in The Total Party Kill
Handbook to let you easily build exactly the trap
you want for heroes from level 1 to level 20, the
Trap Compendium adds new components, extra
upgrades, and unique traps you haven't seen
before. Assail heroes with rolling boulders that
spew fire as they go, fill corridors with webbing
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before unleashing a swarm of poisonous spiders,
or even telekinetically hurl trespassers into a
sphere of annihilation. The traps in this book
offer a true challenge for your players and will
make them think twice before rushing in
unprepared.
Mini-Dungeon Tome (5th Edition) - Jonathan G.
Nelson 2018-07-20
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 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!
Dungeon Master's Guide - Wizards of the
Coast 2012
Offers tips, advice, and strategies for mastering
the game, Dungeons and Dragons.
Tyrants and Hellions - Steven Gordon 2018-07
Epic Legacy Core Rulebook - Ryan Servis
2018-11-20
This is the Epic Legacy Core Rulebook, the
ultimate guide to Epic levels for everyone's
favorite 5th Edition roleplaying game. To play a
game of Epic Legacy you will need all the
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essential skills of 5th Edition as well as a
willingness to add a significant amount of
content to your repertoire. With this system you
will roleplay, battle, scheme, adventure, and
experiment in an epic capacity built upon the
rock-solid foundation that is 5th Edition. To
seamlessly blend these two game elements, you
must accept a world without limits. Your game-whether you're a DM or a player--will change in
new and unexpected ways, and it is best to
embrace this novelty with wholehearted
enthusiasm.
Expanded Psionics Handbook - Bruce R. Cordell
2004
This updated version of the bestselling "D&D
Psionics Handbook" is now largerand with a new
cover.
The Standing Stone - John D. Rateliff 2001-03
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.
Odyssey of the Dragonlords RPG - Modiphius
2020-03-03
Campaign book; compatible with the "5E"
edition rules of Dungeons & Dragons.
Valda's Spire of Secrets - Michael Holik
2022-06-15
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
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includes: ? 5 brand new races? 59 new feats?
137 new spells? Exotic weapons and magic
items? Brand new familiars
CANDLEKEEP MYSTERIES (ALTERNATE
COVER) - 2021
Guild Ball - Sherwin Matthews 2017
DUNGEONS & DRAGONS - 2020
VAN RICHTEN'S GUIDE TO RAVENLOFT
(ALTERNATE COVER) - 2021
Stranger Things and Dungeons & Dragons
(Graphic Novel) - Jody Houser 2021-07-06
Follow the crew from Hawkins, Indiana, as they
discover the legendary monsters and epic
adventures of the Dungeons & Dragons tabletop
role-playing game together. Long before the
dreaded Demogorgon took one of them to the
Upside Down, watch Mike, Lucas, and Will bond
with Dustin for the first time over the game that

would define their childhood. See the party come
together as a team through communal stories
and perilous quests to learn important lessons
about friendship and find the courage to stand
up to the bullies that challenge their everyday.
Written by comics and RPG all-stars Jim Zub
(Rick and Morty vs. D&D, Conan: Serpent War,
Dungeons & Dragons: Infernal Tides) and Jody
Houser (Critical Role: Vox Machina, Stranger
Things, Star Wars), with vorpal-sharp line art
from rising talent Diego Galindo (Power
Rangers, Kino) and eye-popping colors from
MsassyK (Isola) that strike as true as a Magic
Missile. Dive into this love letter to a game that
has defined role-playing through the lens of your
current favorite icons of eighties nostalgia.
Legendary Dragons - Aaron Hübrich 2019-07-31
Bring back the mystery to Dragons and to make
an ordinary Dragon encounter extraordinary!
Legendary Dragons features NEW content for
your 5th Edition game. You'll not only have
brand new Legendary Dragons and their lore to
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throw at your players, but some new monsters,
too.
The Rise of Tiamat - Wizards RPG Team
2014-11-04
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.
The Gates of Hell - DiceFreaks 2015-06-02
Arcana Unearthed - Monte Cook 2003-07-01
Fantasirollespil.
Dungeons & Dragons Spellbook Cards: Monsters
6-16 (D&D Accessory) - Dungeons & Dragons
2019-02-05
Monsters exist at the heart of every game of
Dungeons & Dragons, and monster cards make
accessing the information contained in the
Monster Manual easier than ever. Quickly
organize the creatures your players might meet
in your next game and avoid disruption during
that critical encounter. Monster Cards are a
fantastic way to keep the game moving, as well
as to provide a challenge to adventurers both
new and experienced. - Contains 74 durable,
laminated cards for a range of deadly monsters
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from the D&D Monster Manual with a challenge
rating from 6 - 16. - Official game statistics
provided on one side, and evocative art of the
item on the other. - The perfect tool to help
Dungeon Masters manage and reference their
menagerie during play. - Special double-sized
cards featuring more powerful or complex
creatures.
Dungeons & Dragons Spellbook Cards: Epic
Monsters (D&D Accessory) - Wizards RPG Team
2019-11-19
The perfect tool to help Dungeon Masters
manage EPIC fights with legendary monsters.
These 77 durable, double-sized, laminated cards
represent every legendary monster found in the
D&D Monster Manual, Volo’s Guide to Monsters,
and Mordenkainen’s Tome of Foes. From a lich's
armor class to unicorn's horn attack, monster
cards let DMs select, organize, and access the
information they need to help keep encounters
running smoothly, without flipping through the
books. • All 77 cards have up-to-date game

statistics on one side, and 73 of them include
evocative art to help to bring battles to life
without revealing the legendary monster's rules
text. • An evergreen accessory useful for all fifth
edition Dungeons & Dragons tabletop gameplay.
• An invaluable resource for EVERY Dungeon
Master.
Monster Compendium - James Wyatt 2001-02-01
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
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adventure.
The Red Opera - 2021-04
Frostburn - Wolfgang Baur 2004
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.
Defenders of the Faith - Rich Redman 2001
Clerics and paladins are two of the Dungeons &
Dragons game's most popular classes, and this
handbook contains guidelines to customize both.
Draconomicon - Andy Collins 2003-10
An art-filled sourcebook for all things draconic in
the Dungeons & Dragons world, this title
includes information on playing dragons and
dragon-like creatures, how to run a dragon in a
fight, and how to both fight dragons and work
with them as allies. The book itself is designed in
a prestige format, with heavy use of art
throughout and constructed of premium
materials. (Games/Gamebooks/Crosswords)
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