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This follow-up to the "Player's Handbook" is designed to aid players
and provide more character options.
2 great books… 1 great price! The Player’s Handbook and Player’s
Handbook 2 contain all of the rules, classes, races, feats, skills,
and items any player of D&D® will ever need. Gathered together in a
handsome slip-case, this special holiday collection offers both books
at one great price! In addition to this savings, purchasers will
receive a promotional code that will garner them $12 off on a yearlong subscription to D&D Insider™, the premier website for the
dedicated D&D gamer. D&D Insider provides players with great
additional rules content as well as a suite of tools designed to make
playing D&D that much easier. This great holiday offering is just the
thing for either the new or the dedicated gamer in your life…
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.
Offers tips, advice, and strategies for creating worlds and
adventures that players can enjoy while participating in the
roleplaying game.
Core Rulebook II
Eberron Player's Guide
Dungeon Masters
Dungeons and Dragons Art and Arcana
Dungeons & Dragons Starter Set (Six Dice, Five Ready-to-Play D&D
Characters With Character Sheets, a Rulebook, and One Adventure)

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
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paper.
The complete guide to building Eberron(R) characters. The Eberron Player's
Guide presents the film noir world of Eberron from the point of view of the
adventurer exploring it. This product includes everything a player needs to create
their character for a D&D(R) campaign in the Eberron setting, including new
feats, new character powers, new paragon paths and epic destinies, and even a
new 4th edition version of a classic Eberron class: the Artificer!
Player's Handbook II
This core rulebook is a deluxe, leather-bound edition of the essential tool every
D&D player needs.
Player's Handbook/Rules Supplement
Create and Play Clerics, Fighters, Rogues, and Wizards
Dungeon Master's Guide II
Player's Handbook 2 - Avenger Power
Dungeons & Dragons Dungeon Master's Guide (Core Rulebook, D&D
Roleplaying Game)
Lists and describes over one thousand spells in the Dungeons & Dragons
game, including spell lists and additional cleric domains.
#1 NEW YORK TIMES BESTSELLER • Now a major motion picture directed by
Steven Spielberg. “Enchanting . . . Willy Wonka meets The Matrix.”—USA
Today • “As one adventure leads expertly to the next, time simply
evaporates.”—Entertainment Weekly A world at stake. A quest for the
ultimate prize. Are you ready? In the year 2045, reality is an ugly
place. The only time Wade Watts really feels alive is when he’s jacked
into the OASIS, a vast virtual world where most of humanity spends
their days. When the eccentric creator of the OASIS dies, he leaves
behind a series of fiendish puzzles, based on his obsession with the
pop culture of decades past. Whoever is first to solve them will
inherit his vast fortune—and control of the OASIS itself. Then Wade
cracks the first clue. Suddenly he’s beset by rivals who’ll kill to
take this prize. The race is on—and the only way to survive is to win.
NAMED ONE OF THE BEST BOOKS OF THE YEAR BY Entertainment Weekly • San
Francisco Chronicle • Village Voice • Chicago Sun-Times • iO9 • The AV
Club “Delightful . . . the grown-up’s Harry Potter.”—HuffPost “An
addictive read . . . part intergalactic scavenger hunt, part romance,
and all heart.”—CNN “A most excellent ride . . . Cline stuffs his
novel with a cornucopia of pop culture, as if to wink to the
reader.”—Boston Globe “Ridiculously fun and large-hearted . . . Cline
is that rare writer who can translate his own dorky enthusiasms into
prose that’s both hilarious and compassionate.”—NPR “[A] fantastic
page-turner . . . starts out like a simple bit of fun and winds up
feeling like a rich and plausible picture of future friendships in a
world not too distant from our own.”—iO9
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
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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.
Delve into dungeons with this kit for the world’s greatest roleplaying
game Delve into the Dungeons’ Depths This kit equips the Dungeon
Master® with a screen and other tools that are perfect for running
D&D® adventures through dungeons, whether ruined or thriving. The
Dungeon Master’s screen features a painting of a fantastic vista that
plunges into the deep reaches of a mountain. Useful rules references
cover the screen’s interior, with an emphasis on dungeon-delving.
Player's Handbook 2 - Invoker Power
Special Reference Work : Players Handbook
Advanced Dungeons & Dragons
Expanded Psionics Handbook
The Complete Fighter's Handbook

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 longrunning 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.
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Created in 1974, D&D transformed gaming culture by blending traditional fantasy
with miniatures and wargaming.
A follow-up to the Dungeon Master's Guide, designed to aid Dungeon Masters
and reduce game preparation time. TheDungeon Master's Guide IIbuilds upon
existing materials in the Dungeon Master's Guide. It is specifically designed to
facilitate play, especially when the Dungeon Master has a limited amount of
preparation time. Chapters include discussion on running a game, designing
adventures, building and using prestige classes, and creating campaign settings.
Ready-made game elements include instant traps, pre-generated locations,
treasures, and a fully realized and rendered town. JESSE DECKER is the
development manager for Wizards of the Coast, Inc. whose recent roleplaying
game design credits includeComplete Adventurer, Races of Stone, andUnearthed
Arcana. DAVID NOONAN is an RPG designer/developer at Wizards of the Coast,
Inc. Recent credits include authoringComplete Divine and co-authoring Races of
StoneandUnearthed Arcana. CHRIS THOMASSON previously served as Editor-inChief ofDungeon Magazine. His design credits includeFiend Folio andMonster
Manual III, as well asBow and Bladefor Green Ronin Publishing. JAMES JACOBS
is the associate editor ofDungeon Magazine and has published numerous articles
inDragon Magazine. His most recent credits with Wizards of the Coast, Inc.
include co-authoringThe Book of Aberrations,Races of Faerun, andFrostburn.
ROBIN D. LAWS, game designer and novelist, is best known for the roleplaying
gamesFeng Shui,Heroquest, andDying Earth, along with,Robin's Laws of Good
Gamemastering.
Discusses how to create and play characters of various races, classes, and
abilities, covering topics including skills, feats, equipment, adventuring, and
magic.
"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.
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
Miniatures Handbook
A Guidebook to Clerics and Paladins
Ready Player One
Premium player character miniatures for the Dungeons & Dragons®
Roleplaying Game The Player's Handbook(TM) Heroes: Series 1 expansion
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for the Dungeons & Dragons Roleplaying Game features high-quality
miniatures representing iconic player character races and classes
described in the Player's Handbook(R) and Player's Handbook 2 core
rulebooks. There are six booster packs in all: 2 packs of martial
heroes, 2 packs of arcane heroes, 1 pack of divine heroes, and 1 pack
of primal heroes. This booster pack contains 3 visible, high-quality,
non-random plastic miniatures representing D&D® arcane characters plus
an exclusive power card not available elsewhere! Each miniature comes
beautifully painted and fully assembled.
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.
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 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.
Outlines how to determine a character's abilities, rules for character
improvement, and mapping and combat procedures
Player's Handbook Races - Dragonborn
Dungeons & Dragons Player's Handbook 2
Core Rulebook I V.3.5
Dungeons & Dragons Player's Handbook Collection
Dungeons & Dragons Player's Handbook (Core Rulebook, D&D Roleplaying
Game)

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.
Shows the reader how to be a Dungeon Master.
Presents an introduction to Dungeons and Dragons with
information on the rules, characters, weapons and gear, and
game etiquette.
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Presents the core rules for the fourth edition of the
Dungeons & Dragons roleplaying game that outline making
characters, adventuring, and resolving combat.
Advanced Dungeons & Dragons, Players Handbook
D&D Dungeon Masters Screen: Dungeon Kit (Dungeons & Dragons
DM Accessories)
Dungeons and Dragons Core Rulebook
Heroes of the Fallen Lands
Dungeons & Dragons Player's Handbook
This supplement for the D & D game presents more than 500
new magic items that no adventurer should be without.
All 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.
New options and character hooks for dragonborn characters.
If you want to play the ultimate dragonborn hero, this book
is for you! This expansion of the Player’s Handbook® core
rulebook explores the mysteries of the dragonborn. It
presents D&D® players with exciting new options for their
dragonborn characters, including unique racial feats,
powers, paragon paths, and epic destinies. This book also
includes ways to flesh out your dragonborn character’s
background and personality.
This updated version of the bestselling "D&D Psionics
Handbook" is now largerand with a new cover.
Player's Handbook II
Player's Handbook 2 - Sorcerer Power Cards
Druid
Dungeon Master's Guide
Special Edition Player's Handbook
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
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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 long-running 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.
Clerics and paladins are two of the Dungeons & Dragons game's most popular classes, and this
handbook contains guidelines to customize both.
Speed up your game with official D&D® power cards. Players using Player's Handbook(R) 2
Power Cards don't need to crack open a rulebook every time they cast a spell--all the crucial
information is right in front of their eyes. Each and every class power appearing in Player's
Handbook 2 has its own card. Simply select the cards for your character's powers and you're
ready to play! Each deck contains 100 cards with all the powers from Player's Handbook 2 for
each of the eight classes featured in the book, plus a few blank cards for players to use for other
powers.
Fantasirollespil.
Monster Manual 2
Arcane Heroes 2
Magic Item Compendium
Defenders of the Faith
Fantasy Roleplaying Game Starter Set

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, largeformat 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
Page 7/8

Download Ebook Dungeons Dragons Players Handbook 2 Roleplaying
Game Core Rules
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 ultimate collectible for
the game's millions of fans around the world.
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), diecut 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 doublesided battle maps • Fold-out Dungeon Master's screen
Spell Compendium
Roleplaying Game Supplement
Dungeons & Dragons Player's Handbook 2 Bard Power Cards
Player's Handbook 2
A Visual History
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