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Dungeons And Dragons Set No 3 Companion Rules Boxed Set
Explore the worlds of Dungeons & Dragons and discover your path to adventure with these illustrated, introductory guides for new
adventurers. Immerse yourself in the fantastic world of Dungeons & Dragons! This collection introduces young fans to some of the exciting
characters, locations, creatures, and magical elements useful for creating your own epic, adventure-filled D&D tales. Monsters & Creatures
shines its torchlight on the beasts that haunt, hunt, and horrify adventurers--from deep underground caverns to wild forests, rocky mountains,
and the soaring skies above. Imagine the hero you want to be with guidance from Warriors & Weapons, and equip it with the weaponry,
armor, clothing, and equipment that's essential for adventuring--whether you plan to embark on your own or take up a quest with friends.
Dungeons & Tombs illuminates the dark and foreboding corners of the most infamous locations in the worlds of D&D, with tips and tricks to
help you survive the dungeons, deathtraps, and dangerous situations you'll encounter in those places. Explore magic in D&D with Wizards &
Spells, an introduction to some of the wizards, sorcerers, and enchanted beings that you may encounter on your adventures. Learn about the
magic abilities that make them special and decide if you want your own D&D character to have the power to cast spells.
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.
From New York Times bestselling author Madeleine Roux and acclaimed artist Tim Probert comes an all-new original Dungeons & Dragons
middle grade series! Welcome to Dungeon Academy, where monsters and creatures train for the dark world that awaits just beyond the
dungeon walls! But Zellidora “Zelli” Stormclash is a bit—different. She’s the one thing monsters and creatures of the Forgotten Realms fear
the most: Zelli is a human! Knowing she’ll never be accepted, Zelli’s parents disguise her as a minotaur in hopes she’ll blend with the
academy’s monstrous surroundings. Zelli does her work, keeps to herself, and becomes “invisible” to everyone. While in History of Horrible
Humans class, Zelli learns of the great human adventurer, Allidora Steelstrike, who oddly resembles her. Could Zelli also be a Steelstrike?
Seeking answers to her true lineage, Zelli embarks on a dangerous adventure. But she won’t be alone. A vegan owlbear, a cowardly kobold,
and a shapeshifting mimic will join Zelli on her quest for truth in a world that holds no place for them. And who knows? Perhaps these
monstrous misfits may discover some truths of their own . . . Get ready for humor, heart, magic, and adventure as middle graders and beyond
learn to embrace who they are, accept others' differences, and discover that making mistakes is OK—as long as you learn from them.
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!
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 one-of-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.
This introductory guide to DUNGEONS & DRAGONS provides a fun and immersive primer to its beasts and monsters. In this illustrated
guide, you're transported to the legendary and magical worlds of Dungeons & Dragons and presented with one-of-a-kind entries for some of
its most sinister, foul, and memorable monsters. Featuring amazing illustrations and expert insights on some of D&D's most dangerous
monsters, the guide shines a spotlight on the beasts that scare, excite, and cause trouble for adventurers, from creatures that live
underground, to those that dwell in the wilderness and boneyards or soar in the sky. In these profiles you will find information on the size of
each monster, its danger level, and tips for how to survive an encounter. The perfect entry point for young fans of fantasy eager to become
D&D adventurers, this book also features introductory "Encounter" stories so readers can practice the problem-solving skills they'll need to
fight these monsters when they play a D&D adventure of their own.
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
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.
Presents an introduction to Dungeons and Dragons with information on the rules, characters, weapons and gear, and
game etiquette.
A premium-quality chess set that features dragons of the D&D world! Exquisitely crafted to hold a place of prestige on
any table or display case, this premium-quality chessboard depicts the eternal struggle between the good and evil
dragons of the Dungeons & Dragons game. Arrayed on the White side of the board are Bahamut, the King of the Good
Dragons, and his children–the gold, silver, bronze, brass, and copper dragons. The Black side of the board serves as the
lair of Tiamat, Queen of Evil Dragons, and her spawn–the red, blue, black, green, and white dragons. This limited-edition
chess set includes variant rules specifically designed to incorporate elements drawn from the D&D game.
Clash with the gods of Theros in this campaign sourcebook for the world's great roleplaying game. Play DUNGEONS &
DRAGONS in the MAGIC: THE GATHERING world of Theros—a realm shaped by the wrath of gods and the deeds of
heroes, where champions vie for immortal favor and a place among legends. • Rise above the common throng with
SUPERNATURAL GIFTS, abilities that give you remarkable powers that set you on the path to legend. • Explore Theros
as a SATYR or LEONIN—mythic cat-like heroes from Magic: The Gathering. Mythic Odysseys of Theros introduces these
races to fifth edition D&D for the first time. • Master new powers with Magic: The Gathering-inspired SUBCLASSES like
the Bard’s College of Eloquence and the Paladin’s Oath of Heroism. • Encounter MYTHIC MONSTERS, creatures
whose power and renown are such that their names are truly living myths. • Wield the weapons of the gods—five
signature artifacts used by Theros's deities. • Created in 1974, D&D transformed gaming culture by blending traditional
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fantasy with miniatures and wargaming. Fifth edition D&D draws from every prior edition to create a universally
compelling play experience.
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 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
Dungeons and Dragons Fantasy Roleplaying Game
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.
Rise of the Dungeon Master tells, in graphic form, the story of Gary Gygax, co-creator of Dungeons & Dragons, one of
the most influential games ever made. Like the game itself, the narrative casts the reader into the adventure from a first
person point of view, taking on the roles of the different characters in the story. Gygax was the son of immigrants who
grew up in Lake Geneva, WI, in the 1950s. An imaginative misfit, he escaped into a virtual world based on science fiction
novels, military history and strategic games like chess. In the mid-1970s, he co-created the wildly popular Dungeons &
Dragons game, determining the rules and inventing the signature 20-sided dice. Starting out in the basement of his
home, he was soon struggling to keep up with the demand. Gygax was a purist, in the sense that he was adamant that
players use their imaginations and that the rules of the game remain flexible. A creative mind with no real knowledge of
business, he made some strategic errors and had a falling out with the game's co-creator, his close friend and partner,
David Arneson. By the late 1970s the game had become so popular among kids that parents started to worry -- so much
so that a mom's group was formed to alert parents to the dangers of role play and fantasy. The backlash only fueled the
fires of the young fans who continued to play the game, escaping into imaginary worlds. Before long, D&D conventions
were set up around the country and the game inspired everything from movies to the first video games. With D&D, Gygax
created the kind of role playing fantasy that would fuel the multibillion dollar video game industry, and become a
foundation of contemporary geek culture.
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.
A tactical accessory for the world’s greatest roleplaying game This sturdy double-sided, grid-lined play surface is ideal for when
your DUNGEONS & DRAGONS campaign gets tactical. One side features a stone floor good for dungeon and city encounters
alike, while the other features terrain useable for a wide range of rural and wilderness encounters. Additionally, the D&D Adventure
Grid folds up for easy transport and storage, and can be used with both wet-erase and dry-erase pens interchangeably. Pens and
miniatures not included. The leader in providing contemporary fantasy entertainment, Dungeons & Dragons is the wellspring for
the entire modern game industry, digital as well as analog. This newest edition draws from every prior edition to create a
universally compelling play experience, and exemplifies the true spirit of a game that holds captive the hearts and minds of millions
of players worldwide.
This new version of the Dungeons & Dragons Basic Game makes it easier than ever to start playing D&D immediately. It contains
everything you need to have exciting D&D adventures, including a complete set of dice, four double-sided map tiles, a rulebook for
each player, a rulebook for the Dungeon Master, and 12 pre-painted plastic miniatures (4 characters and 8 monsters) from the
popular Dungeons & Dragons Miniatures Game line.
An immersive illustrated primer to the enchanted beings, magic users, and spells of Dungeons & Dragons, the leading fantasy role-
playing game. This illustrated guide transports new players to the magical world of Dungeons & Dragons and presents a one-of-a-
kind course on the wizards, sorcerers, and other magic-makers for which the game is known. Featuring easy-to-follow and
entertaining explanations of how spells are created and used in the game, along with original illustrations of the game's essential
magical characters, this book shines a spotlight on the mystical side of D&D. The perfect jumping-on point for young fans of
fantasy looking to give D&D a try, Wizards and Spells also features prompts to encourage creative problem-solving skills in the
dangerous situations that may be encountered in a Dungeons & Dragons adventure.
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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.
This definitive book on Dungeons & Dragons, one of the original ultimate nerd subcultures, traces its origins on the battlefields of
ancient Europe through the hysteria that linked it to satanic rituals and teen suicides, and to its apotheosis as father of the modern
video game industry.
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.
Unravel the mysteries of Ravenloft® in this dread adventure for the world’s greatest roleplaying game Under raging
storm clouds, the vampire Count Strahd von Zarovich stands silhouetted against the ancient walls of Castle Ravenloft.
Rumbling thunder pounds the castle spires. The wind’s howling increases as he turns his gaze down toward the village
of Barovia. Far below, yet not beyond his keen eyesight, a party of adventurers has just entered his domain. Strahd’s
face forms the barest hint of a smile as his dark plan unfolds. He knew they were coming, and he knows why they came —
all according to his plan. A lightning flash rips through the darkness, but Strahd is gone. Only the howling of the wind fills
the midnight air. The master of Castle Ravenloft is having guests for dinner. And you are invited.
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!
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
Play D&D through the lenses of the mad narcissistic genius, Rick Sanchez, from the animated Cartoon Network series,
Rick and Morty—the Rick Way! This tabletop roleplaying game boxed set blends the world of Dungeons & Dragons with
mad narcissistic genius, Rick Sanchez’s power gaming sensibilities, nostalgia, sarcastic metacommentary, and the
reasons why people play D&D in the first place. • Following the hugely popular comic book series Rick and Morty vs.
Dungeons & Dragons, this boxed set is co-authored by Jim Zub (co-writer of comic book series) with new art by Troy
Little (illustrator of comic book series). • This complete campaign experience includes the following components: (1)
64-page rulebook annotated by Rick (2) 32-page original adventure for levels 1–3 (3) 4-panel folding Dungeon Master
screen featuring new art (4) 5 ready-to-play character sheets (6) 11 dice • A great companion to the comic book series,
and a perfect gift for the Rick and Morty/D&D fan in your life.
Rollicking campus adventures for the world’s greatest roleplaying game. The greatest minds in the multiverse meet at
Strixhaven University. Professors convey fantastic secrets to eager students, and life on campus is frenetic. But danger
lurks even here. Campus hijinks mix with mishaps and sinister plots, and it’s up to you to save the day. Strixhaven: A
Curriculum of Chaos introduces the fantastical setting of Strixhaven University to Dungeons & Dragons, drawn from the
multiverse of Magic: The Gathering. It also provides rules for creating characters who are students in one of its five
colleges. Characters can explore the setting over the course of four adventures, which can be played together or on their
own. Each describes an academic year filled with scholarly pursuits, campus shenanigans, exciting friendships, hidden
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dangers, and perhaps even romance. • Includes four brand new D&D adventures that can be played as stand-alones or
woven together as a campaign from levels 1–10 • Adds a new playable race—an owlin, one of the owlfolk who study at
the university • Includes a bestiary of over forty magical creatures and NPCs • Experience D&D in new ways through the
academic challenges, extracurricular activities and jobs, and relationships explored on campus • Includes a beautifully
illustrated double-sided poster map that shows Strixhaven’s campus on one side and important locations on the other •
Attend an elite mage university, choose your college, and adventure your way to graduation • Adds new player character
options including feats and new backgrounds for first-year students at Strixhaven
The World's most beloved role-playing game, Dungeons & Dragons, joins the legendary Ology series as Volothamp
Geddarm takes you on an unforgettable journey to the Forgotten Realms. From the dreaming spires of Waterdeep to the
frozen majesty of Drizzt Do'Urden's Icewind Dale and from the despicable Underdark to the mysterious Underchasm
you'll learn the history, secrets and wonders of this incredible world.
Evil, meet my sword! Sword, meet evil! Generations have passed since the original Heroes of Baldur's Gate saved the
city and the Realms. Now a new threat rises and an unlikely group of misfits are thrust into adventure with MINSC, the
legendary Ranger do-gooder with a heart of gold, brain of lead, and hamster of pronounced wisdom.
A new boxed set containing all the basics for those new to the Dungeons & Dragons roleplaying game. This brand-new boxed set
is designed to give those new to roleplaying an introduction to, and a good understanding of, the D&D game experience. It
contains everything needed to play exciting adventures, including a complete set of roleplaying dice, streamlined rules drawn
straight from the Dungeons & Dragons v3.5 core rulebooks, and 16 miniatures from the D&D Miniatures line. In celebration of the
30th anniversary of Dungeons & Dragons, this box was named for a classic boxed set from the first years of the game's history
and is a great way for current players to introduce the game to a whole new generation. Components: - 16 non-random miniatures
- rulebooks - character sheets - 4 double-sided map boards - complete set of D&D dice
The story of the arcane table-top game that became a pop culture phenomenon and the long-running legal battle waged by its
cocreators. When Dungeons & Dragons was first released to a small hobby community, it hardly seemed destined for mainstream
success--and yet this arcane tabletop role-playing game became an unlikely pop culture phenomenon. In Game Wizards, Jon
Peterson chronicles the rise of Dungeons & Dragons from hobbyist pastime to mass market sensation, from the initial collaboration
to the later feud of its creators, Gary Gygax and Dave Arneson. As the game's fiftieth anniversary approaches, Peterson--a noted
authority on role-playing games--explains how D&D and its creators navigated their successes, setbacks, and controversies.
Peterson describes Gygax and Arneson's first meeting and their work toward the 1974 release of the game; the founding of TSR
and its growth as a company; and Arneson's acrimonious departure and subsequent challenges to TSR. He recounts the "Satanic
Panic" accusations that D&D was sacrilegious and dangerous, and how they made the game famous. And he chronicles TSR's
reckless expansion and near-fatal corporate infighting, which culminated with the company in debt and overextended and the end
of Gygax's losing battle to retain control over TSR and D&D. With Game Wizards, Peterson restores historical particulars long
obscured by competing narratives spun by the one-time partners. That record amply demonstrates how the turbulent experience of
creating something as momentous as Dungeons & Dragons can make people remember things a bit differently from the way they
actually happened.
Offers tips, advice, and strategies for mastering the game, Dungeons and Dragons.
The first Forgotten Realms title ever published, now available as an eBook! Darkwalker on Moonshae was the very first novel ever
published in the Forgotten Realms setting. Appearing in 1987, this title launched what has now become a robust and ever-
expanding land of adventure for millions of readers.
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.
A Game Informer "Best Role-Playing Game Releases Of 2018" Selection Stand with your guild in the first Dungeons & Dragons
book to explore the world of Magic: The Gathering. In Guildmasters’ Guide to Ravnica, the world’s most popular roleplaying game
meets the world’s most popular trading card game. Released to coincide with the Magic set Guilds of Ravnica, it’s the perfect
blend of story from the creators of Magic: The Gathering, wrapped around the rules, monsters, and magic of fifth edition Dungeons
& Dragons. • Everything you need to create characters and run adventures in Ravnica—one of the richest, most beloved settings in
Magic: The Gathering. • 5 new races, specific to Ravnica, plus 2 new subclasses, 78 new monsters, and 17 new magic items. •
“Krenko’s Way:” a ready-made adventure for level 1 characters. • 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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