Dungeons
Dragons
Sottosuolo

Whether you're
exploring the jungles of
Chult, sailing through
Saltmarsh, or
navigating the frozen
frontier of Icewind
Dale, this D&D
Wilderness Kit will help
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you through it. DM
screen specially-
designed for
adventuring in harsh
wilderness. Includes
tables for weather,
foraging, navigation,
food and water needs,
ship speeds, and more.
Dry-erase hex map of
100 blank hexes,
numbered for easy
reference. A dry erase

Journey Tracker is also
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included for tracking
progress, encounters,
supplies, and more.
Laminated "Actions in
Combat" sheet for new
players to reference and
keep up with key D&D
rules with handy
reference sheets for
Wilderness Rules and
Chases. Illustrated
punch-out cards of all
14 conditions, 9 cards to

help track initiative, and
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4 cards featuring the
rules for exhaustion and
extreme weather
conditions. Contents: A
wilderness adventure
DM Screen, dry erase
hex map, journey
tracker, 3 reference
sheets, condition and
initiative cards, and a
card storage box
/--DESCRIPTION--
This kit includes a DM

screen specially
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designed for running
D&D adventures in
wilderness, a dry-erase
hex map (with 100
numbered hexes), a dry-
erase journey tracker, 3
perforated sheets with
punch-out cards for
tracking initiative and
referencing conditions,
a card storage box, two
laminated reference
sheets for Actions in

Combat and Wilderness
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Chases, and 1
Wilderness Rules sheet.
The Soulforge: At the
age of six, Raistlin
Majere is enrolled in a
school for magic. As he
draws near his goal of
becoming a wizard, he
must take a test in the
Tower of High Sorcery,
which will change his
life-- if he survives.
Reduced to ruins by

supernatural
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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
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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,
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encounters, and
statistics -- everything a
Dungeon Master needs
for his heroic tier
adventures.

Coloro che praticano le
tecniche divinatorie lo
sanno: esse non Sono
mezzi primitivi utilizzati
dall’'uomo per
dialogare col proprio
inconscio, ma vere e
proprie forme di

cultura,
Page 9/118



indissolubilmente
intrecciate alla storia,
alla filosofia e alla
religione dei popoli
presso le quali sono
diffuse. Diventare
esperti di una
divinazione richiede
tempo, dedizione, fede.
1l cosiddetto indovino,
che non indovina
proprio niente, ma
deduce e traduce il

linguaggio della Psiche,
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é prima di tutto un
iniziato, una persona
che ha percorso un
profondo cammino
introspettivo prima di
potersi connettere coi
Signori del Fato. Egli
deve aver fatto proprio
l'immenso sapere degli
antichi, per poterlo
mettere a servizio dei
SUoi contemporanei.
Ecco perché tali

tecniche vengono
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definite Arti: non basta
saperle praticare e
conoscerne la tecnica,
occorre prima di tutto
consacrarvici. E come
accade per tutte le
forme d’arte, bisogna
salvaguardarle,
studiarle, conservarle e
divulgarne la pratica
affinché non cadano in
declino. La divinazione
geomantica e forse la

pitt antica arte
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divinatoria esistente.
Non offre solo responsi
efficaci se praticata con
avvedutezza, ma ci
testimonia il sapere di
popoli antichi, ci parla
delle loro spiritualita,
poesie, storie, leggende.
In poche parole, la
geomanzia ci mette in
contatto con gli strati
piut profondi della
nostra anima, ove

risiedono gli archetipi
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che popolano, dalla
notte dei tempi,
linconscio collettivo
della nostra specie.
Appendix 11

Lo Spazio letterario del
Medioevo: Il Medioevo
latino

A D&D Boardgame
Dungeons and Dragons
Dungeons & Dragons.
Sottosuolo

Planescape

In ancient days,
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sorcerers sought to
learn the One True
Spell that would give
them power over all
the world and
understanding of all
magic. . .. The One
True Spell was a
woman, and her
name was Mystra --
and her kisses were
wonderful. Priest

Havilon Tharnstar
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Tales Told to a Blind
Wizard It is the time
before Myth
Drannor, when the
Heartlands are home
to barbarians, and
wicked dragons rule
the skies. In these
ancient days,
Elminster is but a
shepherd boy,
dreaming of

adventure and
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heroics. When a
dragon-riding
magelord sweeps
down upon him,
though, the boy is
thrust into a world of
harsh realities,
corrupt rulers, and
evil sorcerers. With
patience and grit,
Elminster sets about
to change all that.

The result of his
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labors is a world
reborn'and a mage
made.

Dungeons of Dread
is a hardcover
collection of four
classic, stand-alone
Advanced Dungeons
& Dragons(tm)
adventure modules
-- S1 Tomb of
Horrors, S2 White

Plume Mountain, S3
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Expedition to the
Barrier Peaks, and
S4 The Lost
Caverns of
Tsojcanth --
complete with
original black-and-
white interior art.
Explore the horrors
of Ravenloft in this
campaign
sourcebook for the

world’s qreatest
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roleplaying game.
Terror stalks the
nightmare realms of
Ravenloft. No one
knows this better
than monster scholar
Rudolph Van
Richten. Toarm a
new generation
against the creatures
of the night, Van
Richten has

compiled his
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correspondence and
case files into this
tome of eerie tales
and chilling truths. «
Travel (perhaps
even by choice) to
Ravenloft's
expanded Domains
of Dread—each
domain with its own
unique flavor of
horror, thrilling story
hooks, andlgrisly
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cast of characters *
Craft your own D&D
horror settings, add
tension with optional
rules, and get advice
for running a game
that's ghastly in all
the right ways °
Create characters
with lineages tied to
vampires, undead,
and hags, horror-

themed subclasses,
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the Investigator
background, and
"Dark Gifts" that may
be a double-edged
sword ¢ Unleash
nightmarish
monsters from an
expanded bestiary,
and browse a
collection of
mysterious trinkets °
Explore Ravenloft in

the included
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Dungeons &
Dragons
adventure—play as
a stand-alone
adventure or drop it
into your current
game for a bit of
sinister fun

This work has been
selected by scholars
as being culturally
important and is part

of the knowledge
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base of civilization
as we know it. This
work is in the public
domain in the United
States of America,
and possibly other
nations. Within the
United States, you
may freely copy and
distribute this work,
as no entity
(individual or

corporateE) has a
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copyright on the
body of the work.
Scholars believe,
and we concur, that
this work is
important enough to
be preserved,
reproduced, and
made generally
available to the
public. To ensure a
quality reading

experience, this
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work has been
proofread and
republished using a
format that
seamlessly blends
the original graphical
elements with text in
an easy-to-read
typeface. We
appreciate your
support of the
preservation

process, and thank
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you for being an
important part of
keeping this
knowledge alive and
relevant.

The Soulforge
Champions of Valor
Forgotten Realms
My Father was a
Man on Land and a
Whale in the Water
(s1-S4)

A Novel
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Che tu sia un
neofita o un
veterano
dell'avventura,
poco importa: i 22
mostri inediti che
compongono il
Bestiario della
Notte Eterna
riservano sorprese
a ogni giocatore in

cerca di nuovi
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brividi. Sei un
Dungeon Master
stanco di giocatori
che conoscono
vita, morte e
miracoli delle
creature del
Manuale dei
Mostri? Forse sei
in cerca
d’ispirazione per

movimentare un
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po’i
combattimenti?
Questo manuale é
I'asso nella manica
che stavi
cercando. Ideato
per
'ambientazione La
Notte Eterna, il
bestiario si adatta
a qualsiasi

ambientazione Du
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ngeons&Dragons
5.0 edizione.
Armatevi di dadi e
scendete sul
campo di battaglia:
la gloria vi attende!
For the first time,
the collected texts
from the critically
and commercially
acclaimed fantasy

video game The
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Elder Scrolls V:
Skyrim are bound
together in three
exciting volumes.
Lavishly illustrated
and produced,
these titles are
straight out of the
world of Skyrim -
and a must for any
wandering

adventurer.
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A classic must-
have for all
readers and
writers of science
fiction'Damon
Knight effectively
invented science
fiction criticism. His
reviews were not
mere statements
of his personal

preferences--his
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skillful essays
analyzed the
books and told
why they were
good or bad, to the
edification of
readers, the
delight of good
writers, and the
embarrassment of
bad ones.In this

unique critical
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study of science
fiction, Mr. Knight
works on the
principle that
science fiction is a
form of literature
which needs no
apologies and no
special
dispensations: it
can and should be
judged by the

Page 36/118



same high
standards that
apply to all
literature. His
incisive and
knowing criticism
covers the field
brilliantly, from
"Classics" to "Chu
ckleheads."Reader
s will delight in his

laser-sharp
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thoughts on
favorite books, and
writers will find his
crigitues of the
classics invaluable
in improving their
own craft.This
expanded Third
Edition is 150,000
words, up from
120,000 in the
1967 Second
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Edition, and
double the length
of the 1956 First
Edition.This new
edition adds a
chapter of
autobiography,
articles on writing
and teaching
science fiction,
and other

fascinating essays.
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Even if you
already have the
first or second
editions, you
should consider
getting this edition
simply for the new
material, which
includes: Chapter
1: Myself When
Young

[autobiographicall;
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Chap. 13: The
Excluded Data
[about Charles
Fort]; Chap. 29:
Milford and
Clarion; Chap. 30:
Science and the
World; Chap. 31:
What Is Science
Fiction, Anyway?;
Chap. 32: Writing

Science Fiction; a
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major expansion of
Chapter 5,
discussing John
W. Campbell, Jr.;
and other
additions and
emendations.Tabl
e of Contentsintro
duction by
Anthony
BoucherAuthor's
NotesMyself When
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YoungCriticsThe C
lassicsChucklehea
dsCampbell and
His DecadeCosmic
Jerrybuilder: A. E.
van VogtHalf-Bad
WritersOne Sane
Man: Robert A.
HeinleinAsimov
and EmpireMore C
huckleheadsWhen

| Was in
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Kneepants: Ray
BradburyThe
Vorpal Pen:
Theodore
SturgeonThe
Excluded Data:
Charles
FortMicrocosmic M
oskowitzAnthologi
esHalf
LoavesGenius to

Order: Kuttner and
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MooreKornbluth
and the Silver
LexiconThe
Jagged Blade:
James
BlishOveralls on
Parnassus:
Fletcher PrattAmp
hibiansNew StarsC
uriosabr-r-r'Decad
entsBritonsPitfalls
and Dead EndsSy
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mbolismMilford
and
ClarionScience
and the
WorldWhat Is
Science Fiction,
Anyway?Writing
Science
FictionWhat nextBi
bliographylndexKn
ight has long been

a pithy and
Page 46/118



insightful
commentator on
science fiction,
and the new
material--written
mostly a decade or
more ago--alters
that description in
neither jot nor tittle
... his book is the
perfect companion

to your collection
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of
favorites.--Analog
A cooperative
game of adventure
for 1-5 players set
in the world of
Dungeons &
Dragons®. A
heavy shadow falls
across the land,
cast by a dark

spire that belches
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smoke and oozes
filery lava. A cave
mouth leads to a
maze of tunnels
and chambers,
and deep within
this monster-
infested labyrinth
lurks the most
terrifying creature
of all: a red

dragon. Who will
Page 49/118



survive the perils
of Wrath of
Ashardalon™?
Designed for 1-5
players, this
boardgame
features multiple
scenarios,
challenging
guests, and
cooperative game

play. This game
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includes the
following
components: ¢ 42
plastic heroes and
monsters ¢ 13
sheets of
interlocking
cardstock dungeon
tiles « 200
encounter and
treasure cards ¢
Rulebook
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Scenario book ¢
20-sided die

The Dreaming
Dark

Dungeons &
Dragons Dungeon
Master's Screen
Wilderness Kit
(D&D Accessories)
Dungeons and
Dragons

Supplement
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Monstrous
Compendium
Pathfinder
Adventure Path

From New York
Times
bestselling
author R. A.
Salvatore comes
a new trilogy
and adventure
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of Drizzt and
fantasy’s
beloved
characters from
Dungeons &
Dragons'’
Forgotten
Realms. After
the settling
dust of the
demon uprising
and two years

of peace,
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rumblings from
the
Menzoberranzan
drow have
Jarlaxle
nervous.
Worried his
allies may be
pulled into a
Civil War
between the
great Houses,

he is eager to
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ensure
Zaknafein is
armed with
weapons
befitting his
skill,
including one
in particular:
Khazid’'hea. A
powerful
artifact, the
sword known as

“Cutter” has
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started wars,
corrupted its
users, and
spilled the
blood of many,
many people.
Nonetheless—or
maybe because
of that-the
rogue Jarlaxle
and a small
group of

friends will go
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on an
expedition
looking for the
weapon’s last
wielder,

Doum’ wielle, in
the freezing
north, for she
may be the key
to unlocking
the sword’s
potential..and

perhaps the key
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to preventing
the bloodshed
looming over
the Underdark.
And as they
explore the top
of the world,
Drizzt is on a
journey of his
own—both
spiritual and
physical. He

wants to
Page 59/118



introduce his
daughter Brie
to Grandmaster
Kane and the
practices that
have been so
central to his
beliefs. But,
having only
recently come
back from true
transcendence,

the drow ranger
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is no longer
sure what his
beliefs mean
anymore. He is
on a path to
determining the
future, not
just for his
family, but
perhaps the
entire
northlands of

the Realms
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themselves. Two
different
roads. On one,
Jarlaxle and
Zaknefein are
on a quest to
find pieces
that could
offer salvation
to
Menzoberranzan.
On the other,

Drizzt seeks
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answers that
could offer
salvation to
not Jjust his
soul, but all
souls. And no
matter the
outcome of
either journey,
the Realms will
never be the
same again.

An exciting
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D&D™ boardgame
for 1-5
players. The
master of
Ravenloft® is
having guests
for dinner—and
you are
invited! Evil
lurks in the
towers and
dungeons of

Castle
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Ravenloft™, and
only heroes of
exceptional
bravery can
survive the
horrors within.
Designed for
1-5 players,
this boardgame
features
multiple
scenarios,

challenging
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quests, and
cooperative
game play.
Castle
Ravenloft
includes the
following
components: e
40 plastic
heroes and
monsters ¢ 13
sheets of

interlocking
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cardstock
dungeon tiles e
200 encounter
and treasure
cards e
Rulebook e
Scenario book e
20-sided die
Questa guida vi
fornira gli
elementi
essenziali per

iniziare le
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vostre
avventure ne
“La Notte
Eterna”,
ambientazione
per Dungeonsé&Dr
agons 5A
edizione.
All’' interno
della QSG
troverai il
link per

scaricare:
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Scheda del
Giocatore e 1
Battle Map a
colori
Princess
Pinecone knows
exactly what
she wants for
her birthday
this year. A
BIG horse. A
STRONG horse. A

horse fit for a
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WARRIOR
PRINCESS! But
when the day
arrives, she
doesn't quite
get the horse
of her
dreams... From
the artist
behind the
comic
phenomenon

Hark! A
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Vagrant, The
Princess and
the Pony is a
laugh-out-loud
story of brave
warriors, big
surprises, and
falling in love
with one
unforgettable
little pony.
Starlight

Enclave
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Bestiario della
Notte Eterna
1001 Vvideo
Games You Must
Play Before You
Die

Domains of
Dread

Time Before
Time #1

Island of Empty
Eyes (Skull and

Shackles 4 Of
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6)

Dungeons & Dragons.
SottosuoloBestiario
della Notte EternaAli
Ribelli Edizioni

A young woman goes
on a perilous journey
in search of her
absent father. What
ensues is a Freudian
adult fairytale in this
exciting debut by
young Swiss author

Michelle Steinbeck. A
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child attacks Loribeth
with-an iron while she
is sleeping. In
retaliation Loribeth
throws the iron onto
the child from an
upstairs window,
packs the damaged
body into a suitcase
and sets off on her
travels. Thus starts
Steinbeck's unusual,
poetic novella about a

young woman's
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transition from
childhood to
adulthood.

The City of Towers
launches a brand new
novel line set in the
world of Eberron,
Wizards of the
Coast’'s newest D&D[
campaign setting.
Author Keith Baker's
proposal for the
exciting world of

Eberron was chosen
Page 75/118



from'11,000
submissions, and he
is the co-author of the
Eberron Campaign
Setting, the RPG
product that launched
the setting. The
Eberron world will
continue to grow
through new
roleplaying game
products, novels,
miniatures, and

electronic games.
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AUTHOR BIO: Keith
Baker is a freelance
writer and game
designer. In 2003 his
proposal for the world
of Eberron was
selected as the
winner in the Wizards
of the Coast fantasy
setting search. From
the Paperback
edition.

A new D&D adventure

for first-level
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characters. Scourge
of the Howling Horde
is a D&D adventure
for first-level
characters that pits
heroes against a
menacing tribe of
goblins and their
monstrous allies. It
showcases a new
encounter format
designed to help
Dungeon Masters run

memorable
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encounters more
easily. It also includes
sidebars that contain
useful advice such as
differences when
running the adventure
for new players or for
seasoned players.
AUTHOR
INFORMATION
Gwendolyn F.M.
Kestrel works for
Roleplaying Games
R&D at Wizards of the
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Coast. Her previous
design credits include
Races of the Dragon
and Fantastic
Locations: Fane of the
Drow.

Elminster: Making of a
Mage

Fearsome Creatures
of the Lumberwoods:
With a Few Desert
and Mountain Beasts
L'Architettura

The Elder Scrolls V:
Page 80/118



Skyrim - The Skyrim
Library, Vol. 1. The
Histories

Dungeon Master's
Screen Reincarnated
La scienza della
sabbia

Breathe life
into your
tabletop
Dungeons &
Dragons® game
with these full

color dungeon
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tiles.
Infinitely
expandable and
easy to set up,
these dungeon
tiles allow you
to create the
adventures you
want to play.
This box
contains 16
durable, double-
sided, fully

illustrated tile
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sheets,
featuring
dungeon rooms,
corridors,
caverns,
tunnels, and
other terrain
elements that
Dungeon Masters
can use to build
exciting
encounters. Use
these tiles to

make fantastic
Page 83/118



dungeon maps to
enhance 'your
tabletop
roleplaying game
experience. For
use with the
Dungeons &
Dragons Fantasy
Roleplaying
Game.
Everything a
player needs to
know to play

truly heroic
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characters in
the Forgotten
Realms setting.
Champions of
Valor is a
comprehensive
guide to playing
valiant heroes
in the Forgotten
Realms setting.
The counterpart
to Champions of
Ruin, Champions

of Valor covers
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what it means to
be valorous in
the Realms. The
book describes
several good-
aligned guilds
and
organizations
that characters
can join, as
well as the
benefits for
doing so. In

addition, the
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book presents an
array of new
spells, feats,
and prestige
classes
appropriate for
heroes of valor,
and opens up new
opportunities
for adventure,
fame, and glory
for truly heroic
characters.
MASTER THE GAME
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with this
indispensable
tool for the
world’s greatest
roleplaying game
Lost is the poor
soul borne aloft
in the grip of
the ancient red
dragon featured
in a spectacular
panoramic vision
by Tyler

Jacobson on this
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durable, four-
panel Dungeon
Master’s Screen.
The interior
rules content on
this new screen
has been
revisited and
refreshed as a
direct result of
feedback
received from
D&D fans

everywhere.
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The screen’s
landscape
orientation
allows the
Dungeon Master
to easily see
beyond the
screen and reach
over, even as it
keeps die rolls
and notes hidden
from players.
Provides an at-a-

glance reference
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for the most
relevant and
often used in-
game
information,
equipping
Dungeon Masters
of all skill
levels with
essential
support. ¢ An
excellent
resource for new

and existing
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Dungeons Masters
to facilitate
inspired
adventures and
an engaging play
experience. The
leader in
providing
contemporary
fantasy
entertainment,
Dungeons &
Dragons is the

wellspring for
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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
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game that holds
captive the
hearts and minds
of millions of
players
worldwide.

The year is
2140, and to
escape a world
with no future,
many turn to the
Syndicate, a
criminal

organization
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who, for the
right price,
will smuggle you
back in time to
a better life.
After working
for the
Syndicate for
years, Tatsuo
and Oscar decide
to steal one of
their boss’s
time

machines-but
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soon find that
the ‘one 'thing
you can’t run
from is your
past. TIME
BEFORE TIME is a
brand-new
ongoing series
where
writer/artist
DECLAN SHALVEY
(BOG BODIES)
joins forces

with the WRITE
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IT IN BLOOD team
of RORY
McCONVILLE and
JOE PALMER.
Looper meets
SAGA in this
extra-sized
debut issue.
D&D Dungeon
Masters Screen:
Dungeon Kit
(Dungeons &
Dragons DM

Accessories)
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Castle Ravenloft
Quick Start
Guide 2.0 La
Notte Eterna
Destruction
Battletome

Van Richten's
Guide to
Ravenloft
(Dungeons &
Dragons)
Scourge of the
Howling Horde
A wickedly
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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
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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
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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
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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
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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
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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
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Classic 1980s
Dungeons &
Dragons
characters return,
including Warduke,
Strongheart, and
Kelek

Delve into
dungeons with this
kit for the world’s
greatest
roleplaying game
Delve into the

Dungeons’ Depths
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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
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plunges into the
deep reaches of a
mountain. Useful
rules references
cover the screen’s
interior, with an
emphasis on
dungeon-delving.
This edition
provides a detailed
look at the
lightless world
under the surface

of the Forgotten
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Realms campaign
setting. This
accessory provides
a wealth of highly
detailed
information about
one of the most
popular regions in
the Forgotten
Realms world, the
world beneath the
ground.

A new

comprehensive
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guidebook to
playing high-level
heroes and
running high-level
campaigns in the
Forgotten Realms,
this supplement
introduces new
options to players
and Dungeon
Masters as well as
guidelines to
starting a temple,

running a guild,
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and more.

The Wild Beyond
the Witchlight: A
Feywild Adventure
(Dungeons &
Dragons Book)
Power of Faerun
Gloomspite Gitz
The Princess and
the Pony

The Raistlin
Chronicles

City of Towers

Fantasy roman.
Page 110/118



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
Page 111/118



items, spells ... even
a start-up adventure
in the Realms!

In fewer than fifty
years video games
have become one of
the most popular
forms of
entertainment. But
which are the best
games, the ones you
must play? Tony
Mott, editor of

popular gaming
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magazine Edge,
presents 1001 of the
best video games
from around the
world, from Donkey
Kong to Doom, and
from Frogger to
Final Fantasy.
Covering everything
from old favourites to
those breaking new
ground, these are the
games that should

not be missed.
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An unlikely new band
of heroes gets into
more trouble than
usual in the fabled
city of Waterdeep,
and a new series
kicks off a deadly
tale with a
kidnapping that is
more--and less--than
it seems.
Neverwinter
Campaign Setting

Manuale di
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divinazione
geomantica

In Search of Wonder
Dungeons of Dread:
S Series Classic
Adventure
Compilation
Underdark
Campaign Setting
Add a touch of
horror to your
AD&D game with
this medieval Gothic

setting! Vampires,
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werewolves,
forbidding castles,
and ghosts of all
kinds inhabit the
Demiplane of Dread.
Features new rules
for creating heroes
native to the
domains, adapting
magic to the
demiplane, and
dealing with fear
and horror checks

when the
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characters
experience the true
terror that
dominates the
Ravenloft "RM"
campaign.

D&D DUNGEON
TILES
REINCARNATED:
DUNGEON

Wrath of
Ashardalon
Monstrous

Compendium -
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Planescape
The Planewalker's
Handbook
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