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This is likewise one of the factors by obtaining the soft documents of this 5th edition monster manual by online. You might not require more times to spend to go to the book initiation as competently as search for them. In some cases, you
likewise complete not discover the message 5th edition monster manual that you are looking for. It will categorically squander the time.
However below, in the manner of you visit this web page, it will be thus enormously easy to acquire as well as download guide 5th edition monster manual
It will not put up with many time as we accustom before. You can complete it even if law something else at home and even in your workplace. appropriately easy! So, are you question? Just exercise just what we offer below as without
difficulty as review 5th edition monster manual what you once to read!

Monster Manual-Wizards RPG Team 2014 Describes the characteristics and attributes of a variety of monsters, zombies, demons, giants, werewolves, animals, and aliens for use in the Dungeons and Dragons game.
Monster Manual IV-Gwendolyn F. M. Kestrel 2006 Suitable for any Dungeons & Dragons( game, this indispensable resource contains information about new monsters, each one illustrated and accompanied by a new stat block.
Monster Manual 3-Mike Mearls 2010 This core rulebook introduces an innovative monster stat block format, that makes running monsters easier for the Dungeon Master, and presents a horde of iconic monsters that fit into any
campaign.
Tome of Beasts 2-Wolfgang Baur 2020-11-24 The Tome of Beasts 2 from Kobold Press bringsnearly 400 new monsters to 5th edition-designed by some of the most talented,and wildly creative, designers workingtoday. You'll find
monsters for almost everylocation your heroes might journey: from farmlands to forests...dungeons todeserts...and from bustling cities to fantastical planarrealms. Tome of Beasts 2 bringsyou: Angelic Enforcers and AlligatorTurtles.
Befouled Weirds and ClockworkTigers. Hoard drakes and zombiedragons. Death Vultures and DragonfleshGolems. Imperial dragons and swordbreakerskeletons. Swamp Nagas and MagmaOctopuses. Sasquatch andShriekbats. Walled
Horrors and WraithBears. Keep your players surprised,entertained, and terrified with all-new opponents they've never seen before-andwon't be expected.
Dungeons & Dragons Starter Set-Wizards Rpg 2014-07-15 A boxed set introducing the newest edition of the Dungeons & Dragons role-playing game includes a 64-page adventure book with everything the Dungeon Master needs to get
started; a 32-page rulebook for playing characters from Level 1 to Level 5; five pregenerated characters, each with a character sheet and supporting reference material; and six polyhedral dice.
Dungeons & Dragons Monster Manual-Wizards of the Coast, Inc 2003 Revised versions of the phenomenally successful Dungeons & Dragons core rulebooks.
Dungeons and Dragons Art and Arcana-Kyle Newman 2018-10 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, large-format 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 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.
Dungeons & Dragons Player's Handbook-Monte Cook 2003 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.
Dungeon Master's Guide-Wizards of the Coast 2012 Offers tips, advice, and strategies for mastering the game, Dungeons and Dragons.
Monster Manual III-Wizards of the Coast, Inc 2004 Describes the characteristics and attributes of a variety of monsters, zombies, demons, giants, werewolves, animals, and aliens for use in the Dungeons and Dragons game.
Advanced Dungeons & Dragons, Players Handbook-Gary Gygax 1978 Presents an introduction to Dungeons and Dragons with information on the rules, characters, weapons and gear, and game etiquette.
Monster Manual-Wizards of the Coast 2012-09-18 Describes the characteristics and attributes of a variety of monsters, zombies, demons, giants, werewolves, animals, and aliens for use in the Dungeons and Dragons game.
Volo's Guide to Monsters-Wizards RPG Team 2016-11-15 Immerse yourself in monster lore in this supplement for the world s greatest roleplaying game This is NOT just another "Monster Manual"! "Volo s Guide to Monsters" provides
something exciting for players and Dungeon Masters everywhere. . A deep dive into the lore behind some of D&D s most popular and iconic monsters . Dozens of monsters new to the fifth edition to include in your epic adventures . New
playable races to allow you to build characters to fit nearly any type of story in your D&D game. The esteemed loremaster Volothamp Geddarm is back and he s written a fantastical dissertation, covering some of the most iconic
monsters in the Forgotten Realms. Unfortunately, the Sage of Shadowdale himself, Elminster, doesn t believe Volo gets some of the important details quite right. Don t miss out as Volo and Elminster square off (academically speaking of
course) to illuminate the uninitiated on creatures both common and obscure. Uncover the machinations of the mysterious Kraken Society, what is the origin of the bizarre froghemoth, or how to avoid participating in the ghastly
reproductive cycle of the grotesque vargouille. Dungeon Masters and players will get some much-needed guidance as you plan your next venture, traipsing about some dusty old ruin in search of treasure, lore, and let s not forget ...
dangerous creatures whose horns, claws, fangs, heads, or even hides might comfortably adorn the walls of your trophy room. If you survive. Research has never been so dangerous!"
The Monsters Know What They're Doing-Keith Ammann 2019-10-29 From the creator of the popular blog The Monsters Know What They’re Doing comes a compilation of villainous battle plans for Dungeon Masters. In the course of a
Dungeons & Dragons game, a Dungeon Master has to make one decision after another in response to player behavior—and the better the players, the more unpredictable their behavior! It’s easy for even an experienced DM to get
bogged down in on-the-spot decision-making or to let combat devolve into a boring slugfest, with enemies running directly at the player characters and biting, bashing, and slashing away. In The Monsters Know What They’re Doing,
Keith Ammann lightens the DM’s burden by helping you understand your monsters’ abilities and develop battle plans before your fifth edition D&D game session begins. Just as soldiers don’t whip out their field manuals for the first time
when they’re already under fire, a DM shouldn’t wait until the PCs have just encountered a dozen bullywugs to figure out how they advance, fight, and retreat. Easy to read and apply, The Monsters Know What They're Doing is essential
reading for every DM.
Dungeon Master's Screen-Wizards of the Coast 2002-02-01 Every Dungeon Master needs a screen to conceal notes and dice rolls and to have valuable charts and information close at hand. This Forgotten Realms accessory includes a 32page booklet of tables and topography and a four-panel screen containing a wealth of information and featuring original artwork on the front.
Creature Codex-Wolfgang Baur 2018-10 A Rampage of New 5th Edition Monsters! DM: "A mysterious figure in a cloak approaches you in the tavern..." PALADIN: "Aha! This must be a wizard with a map to a dungeon!" DM: "...and he's
ticking." ROGUE: "RUN!" Whether you need scuttling dungeon denizens, alien horrors, or sentient avatars of the World Tree, the Creature Codex has you covered! Nearly 400 new foes for your 5e game--everything from acid ants and
grave behemoths to void giants and zombie lords. Creature Codex includes: * A dozen new demons, and five new angels * Wasteland dragons and dinosaurs * All-new golems, including the altar flame golem, doom golem, and keg golem
* Monsters inspired by Mesoamerican, Hindustani, and Asian legends and folklore * Chieftains and other leaders for ratfolk, centaurs, goblins, trollkin, and more * New undead, including a heirophant lich suitable for lower-level
characters (but plenty tough!) ...and much more! Use them in your favorite published setting, or populate the dungeons in a world of your own creation. Pick up Creature Codex and surprise your players with monsters they won't be
expecting!
5e Monster Catcher's Handbook-Christopher Brazelton 2019-06-06 For the first time, the Monster Catcher's Handbook includes everything players and Game Masters need to collect, train, and battle with their own monstrous
companions. Best of all, characters of all levels, classes and backgrounds can engage in monster catching. Also included are game statistics for over two hundred collectable creatures to populate your adventures, new magic items, and
all-new random battle rules that can be used with-or without-a Game Master.Note: The Deluxe Edition features stunning full-color art. The Standard Edition includes the same content, but with black & white illustrations.
Dungeons & Dragons Adventures Outlined Coloring Book- 2018-08-21 Get your first glimpse into the world of Dungeons & Dragons, through the masterful illustrations of Todd James. The Dungeons & Dragons-Adventures Outlined
coloring book features fantastical designs and shows off classic monsters from the game as seen through the eyes of world renowned artist, Todd James. Color your way through each adventure with these delightful illustrations. This
coloring book features unique designs including beholders, trolls, goblins, dragons, and more. Provides hours of creativity, fun, and relaxation.
Eberron: Rising from the Last War (D&d Campaign Setting and Adventure Book)-Wizards RPG Team 2019-11-19 Whether aboard an airship or a train car, embark on thrilling adventures shrouded in intrigue! Discover secrets buried by
years of devastating war, in which magic-fueled weapons threatened an entire continent. In the post-war world, magic pervades everyday life, and people of all sorts flock to Sharn, a city of wonders where skyscrapers pierce the clouds.
Will you find your fortune on mean city streets or scouring the secrets of haunted battlefields? Will you throw in your lot with the mighty dragonmarked houses, ruthless families who control whole nations? Will you seek truth as a
newspaper reporter, a university researcher, or a government spy? Or will you forge a destiny that defies the scars of war? This book provides tools that both players and Dungeon Masters need to explore the world of Eberron, including
the artificer character class—a master of magical invention—and monsters birthed by ancient warmongering forces. Will Eberron enter a prosperous new age or will the shadow of war descend once again?
Dungeon Master's Guide- 2014 A core rulebook for dungeon masters shares guidelines for weaving legendary D&D stories, providing recommendations for world creation and optional rules and incorporating hundreds of classic D&D
magic items.
The Rise of Tiamat-Steve Winter 2014-11-04 Tyranny of Dragons story arc by Steve Winter
Storm King's Thunder-Wizards RPG Team 2016-09-06 Take a stand against the giants in this adventure for the world s greatest roleplaying game Giants have emerged from their strongholds to threaten civilization as never before. Hill
giants are stealing all the grain and livestock they can while stone giants have been scouring settlements that have been around forever. Fire giants are press-ganging the smallfolk into the desert, while frost giant longships have been
pillaging along the Sword Coast. Even the elusive cloud giants have been witnessed, their wondrous floating cities appearing above Waterdeep and Baldur s Gate. Where is the storm giant King Hekaton, who is tasked with keeping order
among the giants? The humans, dwarves, elves, and other small folk of the Sword Coast will be crushed underfoot from the onslaught of these giant foes. The only chance at survival is for the small folk to work together to investigate
this invasion and harness the power of rune magic, the giants weapon against their ancient enemy the dragons. The only way the people of Faerun can restore order is to use the giants own power against them. To defeat giants, you
need to be giant!"
D&d Waterdeep Dragon Heist Hc-Wizards RPG Team 2018-09-18 Experience the ultimate urban treasure hunt in this adventure for the world's greatest roleplaying game. Welcome to Waterdeep, City of Splendors! You're summoned by
Volothamp Geddarm, famous explorer and raconteur, to complete a simple quest. Is anything ever really simple though? Experience a grand caper, pitting your skills and bravado against two nefarious organizations as you go on a hunt
for the greatest prize of all.
Tomb of Annihilation-Wizards RPG Team 2017-09-19 "For use with the fifth edition Player's handbook, Monster manual, and Dungeon master's guide"--Back cover.
I Was Geeky When Geeky Wasn't Cool-Marc Allie 2014-12-03 Being geeky isn't really geeky these days. But back in the 80s, being a geek was a death sentence for a kid's social life. Nobody knew that better than me. I was the
stereotypical nerd: I was smart, wore glasses, was terrible at sports, and had my nose stuck in a book most of the time. I was different, and that meant I was made fun of. To cope with all the teasing, I would lose myself in other worlds,
those with spaceships and lasers, or longswords and dragons. I devoured TV, movies, and comic books with a fervent passion. None of these obsessions made me any more popular. Inside this book are my most vivid memories of being a
weird, nerdy kid. Some of these stories detail the different crazes I threw myself into, ranging from comic book heroes and form-shifting robots to Dungeons & Dragons and pop music. Some of these tales are about trying hard to fit in
and be "normal". A healthy dollop of nostalgia flavors all these anecdotes of what it was like growing up geeky in the 80s.
Xanathar's Guide to Everything-Wizards RPG Team 2017-11-21 "For use with the fifth edition Player's handbook, Monster manual, and Dungeon master's guide"--Back cover.
Out of the Abyss-Wizards RPG Team 2015-09-15 Dare to descend into the Underdark in this adventure for the world s greatest roleplaying game The Underdark is a subterranean wonderland, a vast and twisted labyrinth where fear
reigns. It is the home of horrific monsters that have never seen the light of day. It is here that the dark elf Gromph Baenre, Archmage of Menzoberranzan, casts a foul spell meant to ignite a magical energy that suffuses the Underdark
and tears open portals to the demonic Abyss. What steps through surprises even him, and from that moment on, the insanity that pervades the Underdark escalates and threatens to shake the Forgotten Realms to its foundations. Stop
the madness before it consumes you! "A Dungeons & Dragons(r) adventure for characters of levels 1 15""
D&d Guildmasters' Guide to Ravnica Hc-Wizards RPG Team 2018-11-20 Explore a worldwide cityscape filled to the brim with adventure and intrigue in this campaign setting for the world's greatest roleplaying game A perpetual haze of
dreary rain hangs over the spires of Ravnica. Bundled against the weather, the cosmopolitan citizens in all their fantastic diversity go about their daily business in bustling markets and shadowy back alleys. Through it all, ten guilds-crime syndicates, scientific institutions, church hierarchies, military forces, judicial courts, buzzing swarms, and rampaging gangs--vie for power, wealth, and influence. These guilds are the foundation of power on Ravnica. They have
existed for millennia, and each one has its own identity and civic function, its own diverse collection of races and creatures, and its own distinct subculture. Their history is a web of wars, intrigue, and political machinations as they have
vied for control of the plane.
Sandy Petersen's Cthulhu Mythos-Sandy Petersen 2019-01-28 Pathfinder Edition
The Book of Holding- 2019
Dungeons & Dragons March Release Book (Title Announced January 9th)-Wizards RPG Team 2020-03-17 Your first look at the next D&D title comes on January 9th! Keep an eye on wherever you get your D&D news for a preview of the
book.
Book of Vile Darkness-Monte Cook 2002-10-01 The most evil and complex elements of the Dungeons & Dragons world are presented for the first time--such as moral dilemma, slavery, human sacrifice, prostitution, and other sensitive
issues--to allow players to add a level of complexity to their campaigns.
D&d Waterdeep Dungeon of the Mad Mage-Wizards RPG Team 2018-11-20 Delve deeper than you ever thought possible in this adventure for the world's greatest roleplaying game. Hundreds of years ago, long before Waterdeep had
been built, Halaster Blackcloak carved a vast dungeon beneath Mount Waterdeep and stocked it with all manner of creatures from across the planes. Over time Halaster has gone quite insane and the dungeon he carved, now dubbed
Undermountain, is a labyrinthine death trap for those bold enough to venture within. Precious few have returned from Halaster's home, and frequently they're not who they were when they started out. One thing is certain however.
Wealth unimaginable exists within the halls of Undermountain.
Princes of the Apocalypse-Wizards of the Coast, Inc 2015-04-07 Abolish an Ancient Evil Threatening Devastation in this Adventure for the World's Greatest Roleplaying Game Called by the Elder Elemental Eye to serve, four corrupt
prophets have risen from the depths of anonymity to claim mighty weapons with direct links to the power of the elemental princes. Each of these prophets has assembled a cadre of cultists and creatures to serve them in the construction
of four elemental temples of lethal design. It is up to adventurers from heroic factions such as the Emerald Enclave and the Order of the Gauntlet to discover where the true power of each prophet lay, and dismantle it before it comes
boiling up to obliterate the Realms. * An epic adventure for characters levels 1 - 15, the Elemental Evil(tm) story arc, Princes of the Apocalypse provides everything a Dungeon Master needs to create an exciting and memorable play
experience. * Includes new elemental spells and the element-touched genasi as a new playable race. * 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(tm) in-store play program. * Adventure design and development by Sasquatch Game Studio LLC.
Fantastic Adventures: Ruins of the Grendleroot-Michael Shea 2019-12-17 Ten underground adventures for the fifth edition of the world's most popular fantasy roleplaying game, set within a ruin-filled mountain torn apart by the
mysterious Grendleroot.Ruins of the Grendleroot is a book of ten short easy-to-run adventures for the fifth edition of the world's most popular fantasy roleplaying game. Designed for characters of 1st to 5th level, these adventures take
place in the caverns, chambers, tunnels, and ruins of the mountain known as Blackclaw, within which lurks the Grendleroot--a strange and otherworldly sentience.Across these ten adventures, your characters will- cure the corruption of
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an old tower destined to bring daylight to the cavern of Shadowreach;- rescue a lost child who answers the call of a dying god;- seek out the source of a plague of gnome zombies;- travel to the Forest of Iron to stop the priest who would
destroy the Grendleroot-and the entire mountain surrounding it;- protect Deepdelver's Enclave from marauding warbands of orcs and hobgoblins;- find the beast lurking in abolethic ruins that promises salvation in return for fresh meat;seal up a damaged cell in a forgotten monastery, which contains a being so dangerous that even its thoughts can kill;- save a war hero from the elven assassins who hunt her down;- discover the secret to quieting the restless Grendleroot
from a slumbering vampire archmage; and- travel to the Black Cathedral, discover the origin of the mysterious Caretakers, and stop a mage attempting to capture the power of the Grendleroot for herself.Ruins of the Grendleroot focuses
on the sense of mystery and wonder that comes from exploring ancient ruins. The central hub of these adventures, Deepdelver's Enclave, is a frontier outpost overlooking the ruined city of Shadowreach, set deep within the mountain. In
Deepdelver's Enclave, adventurers and explorers recount tales of their explorations, trade treasure and artifacts, and enjoy their shared love of uncovering the mysteries of the mountain.These ten adventures can be run independently as
single-session games of roughly two to four hours each, or they can be tied together as part of a larger campaign. Five of the adventures can be combined together into a five-session mini campaign that focuses on the strange
consciousness lying at the center of the mysterious mountain.Each of these ten adventures is designed to get you up and running quickly and to help you integrate them into your own campaign. If you're familiar with the format of the
book Sly Flourish's Fantastic Adventures and the concepts in the book Return of the Lazy Dungeon Master, the setup of these adventures will be familiar to you. Even if you aren't, you'll find the design of these adventures intuitive and
straightforward. In this book, you'll find inspirational artwork, beautiful maps, fantastic locations, short readable summaries of places and events, evocative keywords to spark your own imagination, flexible read-aloud text, and piles of
ideas to fuel your own stories.
The Game Master's Book of Random Encounters-Jeff Ashworth 2020-09-15 For many tabletop RPG players, the joy of an in-depth game is that anything can happen. Typical adventure modules include a map of the adventure’s primary
location, but every other location?whether it's a woodland clearing, a random apothecary or the depths of a temple players elect to explore?has to be improvised on the fly by the Game Master. As every GM knows, no matter how many
story hooks, maps or NPCs you painstakingly create during session prep, your best-laid plans are often foiled by your players' whims, extreme skill check successes (or critical fails) or their playful refusal to stay on task. In a game
packed with infinite possibilities, what are GMs supposed to do when their players choose those for which they're not prepared? The Game Master’s Book of Random Encounters provides an unbeatable solution. This massive tome is
divided into location categories, each of which can stand alone as a small stop as part of a larger campaign. As an example, the “Taverns, Inns, Shops & Guild Halls” section includes maps for 19 unique spaces, as well as multiple
encounter tables designed to help GMs fill in the sights, sounds, smells and proprietors of a given location, allowing for each location in the book to be augmented and populated on the fly while still ensuring memorable moments for all
your players. Each map is presented at scale on grid, enabling GMs to determine exactly where all of the characters are in relation to one another and anyone (or anything) else in the space, critical information should any combat or
other movement-based action occur. Perhaps more useful than its nearly 100 maps, the book's one-shot generator features all the story hooks necessary for GMs to use these maps as part of an interconnected and contained adventure.
Featuring eight unique campaign drivers that lead players through several of the book's provided maps, the random tables associated with each stage in the adventure allow for nearly three million different outcomes, making The Game
Master's Book of Random Encounters an incredible investment for any would-be GM. The book also includes a Random NPC Generator to help you create intriguing characters your players will love (or love to hate), as well as a Party
Makeup Maker for establishing connections among your PCs so you can weave together a disparate group of adventurers with just a few dice rolls. Locations include taverns, temples, inns, animal/creature lairs, gatehouses, courts,
ships, laboratories and more, with adventure hooks that run the gamut from frantic rooftop chases to deep cellar dungeon-crawls, with a total of 97 maps, more than 150 tables and millions of possible adventures. No matter where your
players end up, they'll have someone or something to persuade or deceive, impress or destroy. As always, the choice is theirs. But no matter what they choose, with The Game Master's Book of Random Encounters, you'll be ready.
Monster Manual II-Ed Bonny 2002 This indispensable supplement contains information on nearly 200 new monstersfor any D&D game. It provides descriptions for a vast array of new creatures, with an emphasis on higher-level
creatures to provide experienced gamers withtougher foes to overcome. (Gamebooks)
Dungeons & Dragons Mythic Odysseys of Theros (D&d Campaign Setting and Adventure Book)-Wizards RPG Team 2020-06-02 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 fantasy with miniatures and wargaming. Fifth edition D&D draws from every prior edition to create a universally compelling play experience.
Sword Coast Adventurer's Guide-Wizards RPG Team 2015-11-03 Get everything you need to adventure in the Forgotten Realms on the exciting Sword Coast, home to the cities of Baldur's Gate, Waterdeep, and Neverwinter. Crafted by
the scribes at Green Ronin in conjunction with the Dungeons & Dragons team at Wizards of the Coast, the Sword Coast Adventurer's Guide provides D&D fans with a wealth of detail on the places, cultures, and deities of northwestern
Faerûn. The Sword Coast Adventurer's Guide is also a great way to catch up on recent events in the Forgotten Realms, to get background on locations featured in the Rage of Demons storyline coming in September, and to learn the lore
behind video games like Neverwinter and Sword Coast Legends. Here are just a few of the features you'll find in the Sword Coast Adventurer's Guide: · Immersive Adventuring: This campaign sourcebook provides players and Dungeon
Masters material for creating vibrant fantasy stories along the Sword Coast. · New Character Options: The book offers new subclass options, such as the Purple Dragon Knight and the Swashbuckler, for many of the classes presented in
the Player's Handbook, as well as new subraces and backgrounds specific to the Forgotten Realms. · Adventure in the Forgotten Realms: Discover the current state of the Forgotten Realms and its deities after the Spellplague and the
second Sundering. You'll also get updated maps of this area of the Realms. · Compatible with Rage of Demons storyline: Make characters for use with the Out of the Abyss adventure and fight back the influence of the demon lords in the
Underdark below the Sword Coast. · Insider Information: Learn the background behind locations, such as Luskan and Gracklstugh, featured in the upcoming digital RPG, Sword Coast Legends, from n-Space. With new character
backgrounds and class options, players will love the storytelling possibilities of playing a noble of Waterdeep, an elf bladesinger, or one of the other new options, while Dungeon Masters will relish a book full of mysterious locations and
story hooks to keep players adventuring on the Sword Coast for years to come. Look for Sword Coast Adventurer's Guide to be available on November 3.
Monster Manual 2-Rob Heinsoo 2009 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.
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