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Deep Magic-Ash Law 2014-10-25 An Age of Wizardry! Magic is everywhere. Whether it is a hidden might wielded by a secret few or the energy that powers an
entire realm, magic is a vital part of any fantasy world. And now its secrets are yours! "Deep Magic: 13th Age Compatible Edition "is for 13th Age Roleplaying
Game players who want new options that allow them to bend reality to their wills and perform spectacular feats of sword and sorcery. This book offers an
astounding variety of new magic options, including: 555 wizard spells, ranging from clever tricks to summoning the World Serpent itself to wreak havoc 4 new
class talents that put wizard spells within the grasp of every class-play an arcane ranger, a spirit-calling barbarian, a time-warping commander or face-stealing
trickster druid 30 new schools of magic, including the Cult of Ouroboros, the Red Inquisition and the Scholars of Dust, with guidelines for creating your own
magical tradition 5 magical campaign options: post-apocalyptic vril magic, the mysteries of the ley lines, a class-warfare arcanopunk campaign option, and
more! For GMs looking for new material, or players looking for character customization options, this massive tome is the book you've been dreaming of. Dive
into Deep Magic!
Book of Heroic Races-Jon Brazer Enterprises 2017-02-14 Heroes Assemble! From the seas below to the skies above, from the land to the stars, heroes are all
around us, and they come in many different forms. Now you can go beyond the common races and play a member of these 12 imaginative races in your game.
Delve into each race's culture and see the world from their unique point of view. Play a character that you have always dreamed of playing, with all-new specific
character options tailored to each race's flavor. Expand your horizons and your gaming experience with these Advanced Races today! The Book of Heroic Races:
Advanced Compendium is the essential guide for playing untold numbers of characters. This 252-page supplement features: Racial Traits to play 12 different
races, plus 60 Alternate Racial Traits and 49 Character Traits to customize your character for your desired unique play experience 125 New Character Class
Options, including archetypes, sorcerer and bloodrager bloodlines, oracle mysteries and shaman spirits, cavalier orders, cleric domains and subdomains, rogue
talents, alchemist discoveries, familiars and animal companions, time thief temporal talents, soulknife blade skills, and much more 93 New Feats, including
martial arts styles, metamagic feats, combat feats, and feats to enhance your chosen racial traits 84 New Magic Items, Mundane Items, and Technological Items
61 New Spells and Psionic Powers 23 New Deities and Philosophies, reflecting the unique viewpoints and values of each race Details for crafting your unique
adventurer, as well as suggestions for GMs on how to incorporate each of these races into your campaign world Be Heroic With These Advanced Races Today!
13th Age RPG-Jonathan Tweet 2013-08-01 13th Age is the highly-anticipated new rules-light fantasy RPG from two legendary game designers - Jonathan Tweet
and Rob Heinso of Dungeons & Dragons fame, combining an old-school approach with indie story game design. Players take the roles of fortune-seeking
adventurers in a world where powerful individuals called Icons pursue goals that may preserve an ancient empire, or destroy it.. By defining each characters
relationship to the Icons, along with a rich background and a trait that makes him or her unique in the world, 13th Age lays the groundwork for epic stories that
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emerge through play.
Midgard Bestiary (13th Age Compatible)-Ash Law 2014-02 Make your icon rolls-and hope for sixes! The Midgard Bestiary: 13th Age Roleplaying Game
Compatible Edition is sending 100 weird, warped and unpredictable new monsters your way. This book includes: Adventure hooks for each monster and lists of
things you're likely to find on them 9 new player character races including ghouls, gearforged, kobolds and ravenfolk All-new Midgard icons by Wade Rockett
Get ready to face deadly foes from every corner of Midgard: the alleys of Zobeck, the empire of the ghouls, the courts of the shadow fey and the magic-blasted
Wasted West. The Midgard Bestiary is full of exciting new creatures and NPCs including: Steam golems, ice maidens and fellforged warriors Dwarf
mercenaries, marauders and berserkers Elf spellblades, mages and theurges Wizards, warmages and alchemists Iron ghouls, imperial ghasts and spectral
wolves 13 icons including the all-new Master of Demon Mountain, Illuminated Brotherhood, and the Beloved Imperatrix of the elves, Regia Moonthorn
Kalthania-Reln van Dornig Use these monsters in the Midgard Campaign Setting, or bring them into the fantasy campaign world of your choice. Get the
Midgard Bestiary today, and unleash the dire weasels!
Eyes of the Stone Thief-Gareth Ryder-Hanrahan 2018-09 Can you kill the dungeon before it kills you?
Book of Beasts-Jon Brazer Enterprises 2017-08-19 Prepare to be Afraid The Book of Beasts: Legendary Foes, the latest in the award-winning Book of Beast
series, details the deadliest and most frightening monsters ever to grace your gaming table. Bring new life and peril to your mythic adventures with these fierce
monsters and high level NPCs. This 68-page, beautiful full-color monster tome features: 34 brand new monsters ranging from CR 15-25 11 high level NPCs and
classed monsters, each are difficult builds, saving you considerable work 3 demigods with enough detail and NPCs for you to build an entire campaign around
12 brand new traps ranging from CR 15-24, to keep your players on their toes Easy-to-use references and links, allowing you to look up rules you are sure of
with a minimum of effort Make your players afraid of monsters again. Make them tremble with fear.
Your Whispering Homunculus-Richard Pett 2013-02 Richard Pett's Your Whispering Homunculus is the GM's humble servant and guide to the vile, whimsical,
disgusting, bizarre, horrific, odd, skin-crawling, and mildly disturbed side of fantasy gaming. Your Whispering Homunculus provides wonderfully lunatic ideas
and encounters to keep your players on their toes - along with tips on how to make ordinary creatures and locations truly memorable. This collection features
all Homunculus columns to date, plus more than a dozen ALL-NEW ones from the twisted mind of Sir Richard. Within its 160+ pages of essays, lists, and
random tables, the homunculus whispers of: Unsettling Moments and Strange Entertainments Pointless Objects and Mangled Monsters Trog-Kin and TrollTouched Daft Bets and Dismaying Delicacies The Curious Contents of Dungeon Toilets And so much more... Buy it today and get your very own Whispering
Homunculus! ENnie-Award Nominated for Best RPG Writing of 2012
The Book of Loot-Gareth Ryder-Hanrahan 2018-09 Let us have a moment of silence for the defeated monsters.
Midgard Heroes Handbook13th Age Glorantha-Rob Heinsoo 2018-07-04 Roleplaying in Glorantha for the 13th Age rules system.
Curse of the Thirteenth Fey-Jane Yolen 2012-11-08 You think you know the story of Sleeping Beauty, but the real story is far more spellbinding… Gorse is the
thirteenth and youngest in a family of fairies tied to the evil king’s land and made to do his bidding. When accident-prone Gorse falls ill just as the family is bid
to bless the new princess, a fairytale starts to unfold. Sick as she is, Gorse races to the castle with the last piece of magic the family has left—a piece of the
Thread of Life. But that is when accident, mayhem, and magic combine to drive Gorse’s story into the unthinkable, threatening the baby and the kingdom.
13th Age Bestiary 2-Rob Heinsoo 2018-09 Fallen icons, apocalyptic fire giants, and a purple dragon who throws the best parties: welcome to 13th Age Bestiary
2!
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
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opponents they've never seen before-andwon't be expected.
13th Age 13 True Ways-Rob Heinsoo 2018-09 Get the expansion book for the 13th Age fantasy roleplaying game, by the games core creative team of Rob
Heinsoo, Jonathan Tweet, Lee Moyer and Aaron McConnell.
Magic in Western Culture-Brian P. Copenhaver 2015-09-09 The story of the beliefs and practices called 'magic' starts in ancient Iran, Greece, and Rome, before
entering its crucial Christian phase in the Middle Ages. Centering on the Renaissance and Marsilio Ficino - whose work on magic was the most influential
account written in premodern times - this groundbreaking book treats magic as a classical tradition with foundations that were distinctly philosophical. Besides
Ficino, the premodern story of magic also features Plotinus, Iamblichus, Proclus, Aquinas, Agrippa, Pomponazzi, Porta, Bruno, Campanella, Descartes, Boyle,
Leibniz, and Newton, to name only a few of the prominent thinkers discussed in this book. Because pictures play a key role in the story of magic, this book is
richly illustrated.
New Paths Compendium (Pathfinder RPG)-Marc Radle 2013-12 Your Path is Calling - It's Time to Start the Journey Where better to begin your journey than
character creation? This first step is where you forge your identity, and decide how your new hero will meet the challenges of dark magic and fierce monsters:
with blade, spell or the power of the gods. The New Paths Compendium gives you a dazzling variety of new options to create your new favorite PC. You'll find 7
new and expanded classes from level 1 through 20-plus enough new feats, spells, archetypes, and resources to build and play a character that you'll be
describing to other gamers (and confused baristas) for years to come.The New Paths Compendium includes: 28 new archetypes for monks, ninjas, gunslingers,
barbarians, fighters, clerics, and 7 Compendium classes 7 tracking sheets for animal companions, favored enemies, prepared spells, summoned monsters and
more 20 new spells for druids, rangers, shaman, and more Almost 100 new feats for new and existing classes The seven Compendium classes each bring
something new to your Pathfinder Roleplaying Game: Thespell-less ranger, a skilled warrior of the wilderness Theshaman, with otherworldly new abilities and
an animal spirit guide Thebattle scion, a master of sword and spell Thewhite necromancer, wielding death magic for the side of Good Theelven archer, deadly
ranged fighter capable of astonishing feats of marksmanship Thesavant, master of all trades (if only for an instant) The all-newtheurgeclass, combining arcane
and divine power There's a big world of adventure and peril out there - get your Compendium today and make a hero that it won't soon forget
RuneQuest-Greg Stafford 2018-10 Deluxe Slipcase Set
Servants of Shadow-Brian Berg 2014-03-12 Necromancy is not a study for the weak at heart, mind or soul. It is a study for those who desire true mastery over
life and death... It is true power - the power to overcome death itself, to grant one's self immortality and to raise armies of untiring, unflinching and unwavering
soldiers who unquestioningly obey your every command... It is the seductive whispers of shadows, the chilling breath of a wraith and the wet bloody kiss of a
Mohrg... I can teach you the secrets of necromancy. I can make you immortal. I can show you the paths to power. But it will cost you... For there is always a
price to pay... Servants of Shadow is the latest in our series of racial guidebooks. We bring you five new necromancy-themed character race options to fill that
dark hole in your hearts. Within are three new races, three templates, new archetypes and prestige classes, dozens of feats, traits and magic. Everything you
need to resurrect your campaign and necromantic character options!
Thirteen Reasons Why-Jay Asher 2011-06-14 THE #1 NEW YORK TIMES AND INTERNATIONAL BESTSELLER **THE BOOK THAT STARTED IT ALL, NOW A
NETFLIX ORIGINAL SERIES** “Eerie, beautiful, and devastating.” —Chicago Tribune “A stealthy hit with staying power. . . . thriller-like pacing.” —The New
York Times “Thirteen Reasons Why will leave you with chills long after you have finished reading.” —Amber Gibson, NPR’s “All Things Considered” You can’t
stop the future. You can’t rewind the past. The only way to learn the secret . . . is to press play. Clay Jensen returns home from school to find a strange package
with his name on it lying on his porch. Inside he discovers several cassette tapes recorded by Hannah Baker—his classmate and crush—who committed suicide
two weeks earlier. Hannah's voice tells him that there are thirteen reasons why she decided to end her life. Clay is one of them. If he listens, he'll find out why.
Clay spends the night crisscrossing his town with Hannah as his guide. He becomes a firsthand witness to Hannah's pain, and as he follows Hannah’s recorded
words throughout his town, what he discovers changes his life forever. Need to talk? Call 1-800-273-TALK (8255) anytime if you are in the United States. It’s
free and confidential. Find more resources at 13reasonswhy.info. Find out how you can help someone in crisis at bethe1to.com.
Glorantha-Matthew Sprange 2006-10-01 Covering the Second Age of Glorantha, this full colour sourcebook is the essential guide to the classic RuneQuest
deep-magic-13th-age-compatible-edition

3/7

Downloaded from apexghana.org on January 25, 2021 by
guest

setting. This book will place Games Masters and players alike straight into this world, allowing them to visualise the places they visit as no world book has yet
done. No settlement will feel like 'just another town' in Glorantha, as players travel across the wilderness in the search for Runes, glory and ultimate power.
Shadows of Eldolan-Cal Moore 2018-09 A short distance down the coast from the mighty city of Horizon, the town of Eldolan has its own problems. Students of
the towns three rival wizard schools constantly feud and create trouble for the town guard, the Silver Shields, who must clean up the wizards messes. The
Council of Mageswho truly rule the towninvolve themselves with stints of political one-upmanship that keeps any true political progress from moving forward.
And rumors of people going missing have been on the rise, keeping the common folk close to the magically lighted streets when they go out at night. But a
darkness has been growing in Eldolan, and those who seek old power have set plans in motion to remind everyone what true fear is.
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.
Tome of Beasts Pocket Edition-Kobold Staff 2019-10-29 This richly-illustrated, 400+ page supplement for any 5e game includes monsters from the entire history
of Kobold Press, with longtime favorites such as clockwork creatures, drakes and dragons, devils and arch-devils, and dangerous flavors of the fey--illustrated
by some of the finest artists working in fantasy today. The Tome of Beasts brings more than 400 new monsters to 5th Edition. Whether you need dungeon
vermin or a world-shaking personification of evil, the Tome of Beasts has it! These monsters have been designed so that GMs can use them in their favorite
settings for fantasy adventure, whether it's Kobold Press's world of Midgard, one of the classic realms of d20-rolling gaming, or their own homebrew worlds.
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!
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.
Ethics for the Information Age, Global Edition-Michael J. Quinn 2015-04-02 This book is appropriate for any standalone Computers and Society or Computer
Ethics course offered by a computer science, business, or philosophy department, as well as special modules in any advanced CS course. In an era where
information technology changes constantly, a thoughtful response to these rapid changes requires a basic understanding of IT history, an awareness of current
issues, and a familiarity with ethics. Ethics for the Information Age is unique in its balanced coverage of ethical theories used to analyze problems encountered
by computer professionals in today’s environment. By presenting provocative issues such as social networking, government surveillance, and intellectual
property from all points of view, this market-leading text challenges students to think critically and draw their own conclusions, which ultimately prepares them
to become responsible, ethical users of future technologies. Teaching and Learning Experience This program presents a better teaching and learning
experience–for you and your students. It will help: Encourage Critical Thinking: A balanced, impartial approach to ethical issues avoids biased arguments,
encouraging students to consider and analyze issues for themselves. Keep Your Course Current and Relevant: A thoughtful response to information technology
requires an awareness of current information-technology-related issues. Support Learning: Resources are available to expand on the topics presented in the
text.
The Scarlet Letter-Nathaniel Hawthorne 1852
Book of Lairs for 5th Edition-Wolfgang Baur 2016-10-25 Fight the Monster in its Den... If You Dare! Book of Lairs brings you 24 great monster lairs for 5th
Edition play of the world's greatest roleplaying game! Each of these exciting and unusual battlegrounds comes with a complete short adventure, including a
deep-magic-13th-age-compatible-edition

4/7

Downloaded from apexghana.org on January 25, 2021 by
guest

hook, area hazards, tactics, and treasures. Stage your 5th Edition fights in unforgettable locations like: Alchemist's Guildhall Necromancer's Cistern Den of the
Rotten Kings Lost Halls of Everforge Citadel of the Void Dragon Tomb of the Scorpion Prince Imperial Ghoul Outpost Umbral Vampire Lair Sky Stairs of
Beldestan And 15 more! Designed by some of the top names in the RPG industry, Book of Lairs is sure to add an aura of wonder and mystery to your game!
Book of Lairs uses standard monstesr as well as surprising new creatures from teh Tome of Beasts, and both monster books are required for maximum
playability. A DM's version of each lair map is included with numbered locations. An additional digital map pack is available from Kobold Press for use with a
projector or for online play
Swords & Wizardry Complete Rulebook-Matt J. Finch 2020-03 This is the game we played 20 years ago. True to the original style and philosophy that made the
game great. Simple, flexible rules allow players and game masters alike to roll play and roleplay. This stand-alone tome provides all the rules you need to play
the game. Use as a rules set for other retro-clone games, as well as your old modules.
Pathfinder Roleplaying Game Advanced Race Guide- 2012-04 This definitive sourcebook for the Pathfinder Roleplaying Game provides tons of new character
options for all seven "core" player character races, from archetypes that allow elf characters to explore their connection to nature and magic, to feats and spells
that let a dwarf character carry on the legacy of his multi-generational clan, or a gnome explore her connection to the First World or delve deep into her weird
obsessions. Additionally, the Advanced Race Guide offers meaty sections on a dozen "spotlight" races that make interesting and exciting player character
options, such as goblins, aasimar, tieflings, dhampyrs, drow, the elemental races from Bestiary 2, and several others, and, for the first time, allows players to
create and play characters like merfolk, grippli, duergar, stryx, and every other appropriate monster currently in the Pathfinder game. Lastly, the Advanced
Race Guide includes an extensive section that allows players and GMs to build their own custom races, either to emulate more powerful creatures that already
exist in the game or to create wholly original characters unique to their campaign.
Zobeck Gazetteer-Wolfgang Baur 2013-01 Magic and Deviltry in the Crossroads City The Zobeck Gazetteer brings award-winning designer Wolfgang Baur's
Free City of Zobeck to life! This is where the campaign setting of Midgard was born: in the twisted alleys of the Kobold Ghetto, the schools of clockwork magic,
and the ticking hearts of the gearforged PC race. Anyone looking for a new and different setting will find a clockpunk city forged in the fires of revolt, with
monsters and magic drawn from the dark folktales of medieval Eastern Europe-plus details of devils, kobold kings, and plots galore! This massively expanded,
116-page edition of the Zobeck Gazetteer includes material from dozens of sources, collecting all this in one invaluable reference: New Clockwork and Lust
domains for Pathfinder RPG, A short writeup of the city's Arcane Collegium, New details of the gods of Zobeck, Gypsy magic and magical gear Dozens of spells
for star and shadow magic, All-new feats, relics, and magic items, Plus a clockwork wizard school! Illustrated with beautiful city maps by Sean Macdonald, the
gazetteer format provides just enough detail to incorporate Zobeck into any fantasy campaign without being overwhelming. Come on down to the crossroads
and try your luck! Also check out the related "Streets of Zobeck" adventure book!
A New Map for Relationships-Martin E. . Hellman 2016-08-20 Dorothie and Martin Hellman reveal the secrets that allowed them to transform an almost failed
marriage into one where they reclaimed the true love that they felt when they first met fifty years ago. Surprisingly, they found that working on interpersonal
and international challenges at the same time accelerated progress on both.
Eldritch Lairs (5E)-James J. Haeck 2018 To seasoned adventurers, the doom-laden chanting of priests and the cackling of evil wizards can only mean one thing:
deadly peril, and the chance for treasure! (Okay, those are two things.) Eldritch Lairs brings you eight complete 5th Edition adventures for 4th to 8th level
player characters, set in magic-blasted wilderness, dungeons, and deserts. Take them into the dark depths of the earth, through the twisted alleys of a
supernaturally plague stricken town, and beyond, to brave the dangers of: * A trap-laden lair that requires stealth and clever tactics to survive! * A labyrinthine
mausoleum, where wormhearted invaders sow chaos and madness among the dead! * The schemes of a demon-cult of thieves and unscrupulous wizards! * An
unstable magical artifact built in a ruined ley line conduit! * A flying palace seized by an army of gnoll bandits! And much more! Eldritch Lairs offers ready-to-go
adventures full of magic and horror for your 5e game.
13th Age - Shards of the Broken Sky (13th Age Adv.)-Pelgrane Press 2019-10-15 Flying realm down! A 13th Age Roleplaying Game sandbox adventure for player
characters level 1-7 (and a bit beyond). When the flying realm of Vantage crashes to earth in the Dragon Empire, a long-kept secret is revealed: it was the
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control point for magical wards that kept a dozen ancient evils in check. The icons have offered you rival opportunities for glory, plunder, and/or heroic sacrifice
in Vantage. Will you rescue its survivors? Restore its magical wards? Or loot everything that isn't nailed down while trying to stay one step ahead of the
apocalypse? Use Shards of the Broken Sky as an entire campaign in and around this fallen flying realm, a one-shot or mini-arc, or a source of new races,
monsters, and magic items! Made in the USA.
Advanced Sorcery-Richard Watts 2014-03 Demons, Necromancy & High-Level Magic The worlds of fantasy are vast and diverse. Whether steeped in philosophy
and existentialism, or action and carnage, the one commonality to all tales of fantasy is the influence of the supernatural on the natural world. Mages, wizards
and sorcerers force the world to bend to their will. They grab the the fundamental essence of the universe and force it to do their bidding. Advanced Sorcery
adds new options to players of the Magic World game, as well as other Basic Roleplaying-based roleplaying games. The magic systems in this book may be used
alongside the Sorcery rules from Magic World , or replace them. As with all rules additions, the Chronicler and players are the final arbiters of the need for new
material. If you do add these new systems to an existing campaign world, consider how they can be introduced. Perhaps different cultures in your world are the
lorekeepers of individual magic systems. Possibly a great network of mages share these secrets amongst themselves. But in the end, remember that it's magic;
it requires logic as a roaring fire needs dousing with water: not at all. Within this book are seven chapters: Advanced Sorcery: over two dozen new powerful
sorcery spells to add to your sorceror's repertoire. Deep Magic: Mages learn to pull and re-weave the threads that form the web of reality, rather than learning
magic by rote and formula. The Summoner's Art: Expands the rules for summoning demons and elementals. Glyphs: Magical symbols which can be used for
intricate and devastating effects. Necromancy: Whether to cheat or enslave death, necromancers are among the most foul magicians ever known. Arete: A
mystical system of power for characters of vast skill potential. Now, when your character achieves 100+ in skills such as Navigate, Art, etc., great things may
be accomplished. Herbalism: Details simple and natural concoctions of herbs which can heal, harm or entrance the imbiber.
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.
The Gettysburg Address-Jonathan Hennessey 2013-06-25 A fully illustrated graphic adaptation that offers a new look at the Gettysburg Address, the bloody
battle that prompted it, and the Civil War Most of us can recall "Four score and seven years ago," but much of what we know about this historic speech, and
what it has to say about the Civil War itself, has been lost since we left grade school. The Gettysburg Address offers a revolutionary way to experience Lincoln's
masterwork. Striking at the underlying meaning of Lincoln's words, it uses the Address to tell the whole story of the Civil War. We see how bitter seeds sown by
the Founding Fathers sprouted into a bloody war, and ultimately blossomed into the progress and justice of the Civil Rights era. The book depicts pivotal events
that led to the upheaval of the secession crisis, the crucial Battle of Gettysburg, and the conflict's still-unfolding legacy with firsthand accounts from Americans
from all walks of life: slaves, soldiers, citizens, and, of course, Abraham Lincoln himself—the most transformational president in U.S. history. Writer Jonathan
Hennessey and illustrator Aaron McConnell illuminate history with vibrant, detailed graphics and captions that will give you a fresh understanding of this vital
speech, which defined America's most tragic war and marked a new path forward.
Pathfinder Roleplaying Game: Advanced Class Guide Pocket Edition-Paizo Publishing 2018 Adventure like never before with the Pathfinder Roleplaying Game
Advanced Class Guide! Explore new heights of heroism with 10 new base classes, each with 20 levels of amazing abilities. Incredible powers also await existing
characters, with more than a hundred new archetypes and class options. Prepare characters for their most legendary adventure ever with massive selections of
never-before-seen spells, magic items, and more! The Pathfinder Roleplaying Game Advanced Class Guide is a must-have companion volume to the Pathfinder
Roleplaying Game Core Rulebook. This imaginative tabletop game builds upon more than 15 years of system development and an open playtest featuring more
than 50,000 gamers to create a cutting-edge RPG experience that brings the all-time best-selling set of fantasy rules into the new millennium. Pathfinder RPG
Advanced Class Guide includes: * Ten new base classes--the magic-twisting arcanist, the ferocious bloodrager, the cunning investigator, the daring
swashbuckler, the formidable warpriest, and others. * Variant class abilities and thematic archetypes for all 29 base classes, such as the counterfeit mage and
deep-magic-13th-age-compatible-edition

6/7

Downloaded from apexghana.org on January 25, 2021 by
guest

the mutagenic mauler. * Nearly a hundred new feats for characters of all classes, including style feats, teamwork feats like Coordinated Shot, and more. *
Hundreds of new spells and magic items, such as feast on fear and skullcrusher gauntlets. * An entire armory of amazing equipment, from vital new adventuring
gear to deadly alchemical weapons. * ... and much, much more!
Races of the Dragon-Gwendolyn F. M. Kestrel 2006-01 The Blood of Dragons Flows through Your Veins In ages past, dragons ruled supreme. Now their distant
scions, the races and individuals who carry their blood, live among the great empires of the world, where they forge their own glorious legacies. You can be
among them. Embrace your draconic heritage, and the spoils of the world can be yours! This supplement for the D&D® game provides detailed information on
the psychology, society, culture, behavior, religion, and folklore of the dragonblooded races, including kobolds and half-dragons. This book introduces two new
player character races: the dragonborn (existing characters reborn in a new draconic form to combat and destroy the spawn of Tiamat) and the spellscales
(artistic, philosophical beings with a penchant for sorcery and a thirst for new experiences). It also provides new prestige classes, feats, spells, magic items,
equipment, and guidelines for crafting adventures and campaigns involving dragonblooded races. For use with these Dungeons & Dragons® core books
Player’s Handbook™ Dungeon Master’s Guide™ Monster Manual™
The Strangling Sea-Pelgrane Press 2018-09 Enter the graveyard of doomed ships. Experienced seafarers know better than to risk the dangers of the
Stranglesea: that terrible place where castaways cling to existence in the rotting hulks of trapped ships, and deadly creatures feast on the unwary.Now a band
of adventurers must enter the Stranglesea and attempt to rescue the enigmatic engineer Inigo Sharpe from his imprisonment. But Sharpe is both more and less
than they were prepared for and the forces of an enemy icon want him for their own sinister purposes.The Strangling Sea is a seafaring 13th Age Roleplaying
Game adventure by Robin D. Laws for a party of 4-6 1st-level adventurers.
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