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Peopled by larger-than-life heroes and villains, charged with towering questions of good
and evil, Atlas Shrugged is Ayn Rand’s magnum opus: a philosophical revolution told
in the form of an action thriller—nominated as one of America’s best-loved novels by
PBS’s The Great American Read. Who is John Galt? When he says that he will stop
the motor of the world, is he a destroyer or a liberator? Why does he have to fight his
battles not against his enemies but against those who need him most? Why does he
fight his hardest battle against the woman he loves? You will know the answer to these
questions when you discover the reason behind the baffling events that play havoc with
the lives of the amazing men and women in this book. You will discover why a
productive genius becomes a worthless playboy...why a great steel industrialist is
working for his own destruction...why a composer gives up his career on the night of his
triumph...why a beautiful woman who runs a transcontinental railroad falls in love with
the man she has sworn to kill. Atlas Shrugged, a modern classic and Rand’s most
extensive statement of Objectivism—her groundbreaking philosophy—offers the reader
the spectacle of human greatness, depicted with all the poetry and power of one of the
twentieth century’s leading artists.
Everything you need to start playing the world’s greatest roleplaying game. “I
recommend [the D&D Starter Set] for anyone who’s curious and wants to learn
D&D.”—Ed Grabionowski, io9.Gizmodo.com The Dungeons & Dragons Starter Set is
your gateway to action-packed stories of the imagination. This box contains the
essential rules of the game plus everything you need to play heroic characters on
perilous adventures in worlds of fantasy. Explore subterranean labyrinths! Plunder
hoards of treasure! Battle legendary monsters! • FIVE READY-TO-PLAY
CHARACTERS • SIX DICE • ONE ADVENTURE BOOK: LOST MINE OF
PHANDELVER • ONE RULEBOOK • ONE CHARACTER SHEET “D&D acolytes are
everywhere. . .Tech workers from Silicon Valley to Brooklyn have long-running
campaigns, and the showrunners and the novelist behind ‘Game of Thrones’ have all
been Dungeon Masters.”—Neima Jahromi, The New Yorker Dungeons & Dragons is the
world’s greatest roleplaying game. Created in 1974, D&D transformed gaming culture
by blending traditional fantasy with miniatures and wargaming. The main Dungeons &
Dragons books are the Player’s Handbook, Monster Manual, and Dungeon Master’s
Guide.
This tome focuses on the martial heroes: characters who rely on their combat talents
and keen wits for survival. "Martial Power" is the first of a line of player-friendly
supplements offering hundreds of new options for D&D characters.
A follow-up to the Dungeon Master's Guide, designed to aid Dungeon Masters and
reduce game preparation time. TheDungeon Master's Guide IIbuilds upon existing
materials in the Dungeon Master's Guide. It is specifically designed to facilitate play,
especially when the Dungeon Master has a limited amount of preparation time.
Chapters include discussion on running a game, designing adventures, building and
using prestige classes, and creating campaign settings. Ready-made game elements
include instant traps, pre-generated locations, treasures, and a fully realized and
rendered town. JESSE DECKER is the development manager for Wizards of the Coast,
Inc. whose recent roleplaying game design credits includeComplete Adventurer, Races
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of Stone, andUnearthed Arcana. DAVID NOONAN is an RPG designer/developer at
Wizards of the Coast, Inc. Recent credits include authoringComplete Divine and coauthoring Races of StoneandUnearthed Arcana. CHRIS THOMASSON previously
served as Editor-in-Chief ofDungeon Magazine. His design credits includeFiend Folio
andMonster Manual III, as well asBow and Bladefor Green Ronin Publishing. JAMES
JACOBS is the associate editor ofDungeon Magazine and has published numerous
articles inDragon Magazine. His most recent credits with Wizards of the Coast, Inc.
include co-authoringThe Book of Aberrations,Races of Faerun, andFrostburn. ROBIN
D. LAWS, game designer and novelist, is best known for the roleplaying gamesFeng
Shui,Heroquest, andDying Earth, along with,Robin's Laws of Good Gamemastering.
Discover everything there is to know about dragons—the most iconic of D&D
monsters—in this quintessential reference guide. Meet Fizban the Fabulous: doddering
archmage, unlikely war hero, divine avatar of a dragon-god—and your guide to the
mysteries of dragonkind. What is the difference between a red dragon and a gold
dragon? What is dragonsight? How does a dragon’s magic impact the world around
them? This comprehensive guide provides Dungeon Masters with a rich hoard of tools
and information for designing dragon-themed encounters, adventures, and campaigns.
Dragonslayers and dragon scholars alike will also appreciate its insight into harnessing
the power of dragon magic and options for players to create unique, memorable
draconic characters. • Introduces gem dragons to fifth edition! • Provides Dungeon
Masters with tools to craft adventures inspired by dragons, including dragon lair maps
and detailed information about 20 different types of dragons • Adds player character
options, including dragon-themed subclasses for monks and rangers, unique draconic
ancestries for dragonborn, additional spell options, and a feat • Presents a complete
dragon bestiary and introduces a variety of dragons and dragon-related
creatures—including aspects of the dragon gods, dragon minions, and more • Reveals
the story of the First World and the role the dragon gods Bahamut and Tiamat played in
its creation and destruction
Create heroic characters for the world’s greatest roleplaying game. The Player’s
Handbook is the essential reference for every Dungeons & Dragons roleplayer. It
contains rules for character creation and advancement, backgrounds and skills,
exploration and combat, equipment, spells, and much more. Use this book to create
characters from among the most iconic D&D races and classes. Publisher’s Weekly #1
Best Seller in Hardcover Nonfiction Wall Street Journal #1 Best Seller in Hardcover
Nonfiction • In Dungeons & Dragons, you and your friends coauthor your own legend.
Guided by a Dungeon Master, you create characters and play their roles in a story,
rolling dice and navigating maps as you unfold a tale as limitless as your imagination. •
The Player’s Handbook is the first of three D&D core rulebooks, along with the Monster
Manual and the Dungeon Master’s Guide. The Player’s Handbook is the cornerstone.
It’s the foundational text of D&D’s fifth edition—for beginners and for veterans alike. •
The Player’s Handbook walks you through how to create a Dungeons & Dragons
character—the role you’ll play in the D&D world. • Dungeons & Dragons is the world’s
greatest roleplaying game. Created in 1974, D&D transformed gaming culture by
blending traditional fantasy with miniatures and wargaming.
This essential supplement for the 4th Edition Dungeons & Dragons Fantasy
Roleplaying Game presents exciting new builds for the game's most popular classes:
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the cleric, the druid, the paladin, the ranger, and the warlock.
Player's Handbook
Provides information on the nature of the power source, races, classes, feats, powers, and
options in the game of Dungeons and Dragons.
You'll want to have this invaluable resource at your side every time you set up the board to
play.
The complete guide to building Eberron(R) characters. The Eberron Player's Guide presents
the film noir world of Eberron from the point of view of the adventurer exploring it. This product
includes everything a player needs to create their character for a D&D(R) campaign in the
Eberron setting, including new feats, new character powers, new paragon paths and epic
destinies, and even a new 4th edition version of a classic Eberron class: the Artificer!
Awesome tools, rules, and adventure content for every Dungeon Master. If you're a Dungeons
& Dragons player interested in taking on the role of the Dungeon Master, or if you're an
experienced DM looking for more game advice, tools, and adventure content, the Dungeon
Master's Kit™ has exactly what you need to build your own Dungeons & Dragons campaign and
excite the imaginations of you and your players. This deluxe box contains rules and advice to
help Dungeon Masters run games for adventurers of levels 1–30. It also includes useful DM
tools such as a Dungeon Master's screen (with tables and rules printed on the inside), die-cut
terrain tiles and monster tokens, and fold-out battle maps. Game components: • 96-page book
of rules and advice for Dungeon Masters • 32-page monster book • Two 32-page adventures •
3 sheets of die-cut monster tokens • 2 double-sided battle maps • Fold-out Dungeon Master's
screen
The perfect gift for the Dungeons & Dragons fans in your life or as a treat for yourself. Need a
gift for the holidays? A birthday present, a treat for yourself? This is it. Inside the D&D Core
Rulebook Gift Set are special foil cover editions of the three Dungeons & Dragons core
rulebooks—the Players Handbook, Dungeon Master’s Guide, and Monster Manual—plus a
Dungeon Master’s screen, all collected in a stylish slipcase. It’s the perfect gift for any D&D
fan. • Each of the three books and the Dungeon Master’s screen feature reflective foil covers,
available ONLY with this release. • The Player’s Handbook, Dungeon Master’s Guide, and
Monster Manual are the foundational texts of D&D’s fifth edition—for beginners and for
veterans alike. • The D&D Gift Set includes the latest rules updates and errata. • Dungeons &
Dragons is the world’s greatest roleplaying game. Created in 1974, D&D transformed gaming
culture by blending traditional fantasy with miniatures and wargaming.
All three 4th Edition core rulebooks in one handsome slipcase. The Dungeons & Dragons
Roleplaying Game has defined the medieval fantasy genre and the tabletop RPG industry for
more than 30 years. In the D&D game, players create characters that band together to explore
dungeons, slay monsters, and find treasure. The 4th Edition D&D rules offer the best possible
play experience by presenting exciting character options, an elegant and robust rules system,
and handy storytelling tools for the Dungeon Master. This gift set provides all three 4th Edition
Dungeons & Dragons core rulebooks (Player's Handbook, Dungeon Master's Guide, and
Monster Manual) in a handsome slipcase that looks great on any bookshelf.
Speed up your game with official D&D® power cards. Players using Player's Handbook(R)
Power Cards don't need to crack open a rulebook every time they cast a spell--all the crucial
information is right in front of their eyes. Each and every class power appearing in the Player's
Handbook has its own card. Simply select the cards for your character's powers and you're
ready to play! This deck of 100 cards includes all the powers from Player's Handbook for the
wizard, plus a few blank cards for players to use for other powers.
Offers tips, advice, and strategies for mastering the game, Dungeons and Dragons.

Offers tips, advice, and strategies for creating worlds and adventures that players
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can enjoy while participating in the roleplaying game.
Speed up your game with official D&D® power cards. Players using Player's
Handbook(R) Power Cards don't need to crack open a rulebook every time they
cast a spell--all the crucial information is right in front of their eyes. Each and
every class power appearing in the Player's Handbook has its own card. Simply
select the cards for your character's powers and you're ready to play! This deck
of 100 cards includes all the powers from Player's Handbook for the paladin, plus
a few blank cards for players to use for other powers.
Presents an introduction to Dungeons and Dragons with information on the rules,
characters, weapons and gear, and game etiquette.
The complete guide for building Forgotten Realms characters. This guide
presents this changed world from the point of view of the adventurers exploring it.
This product includes everything a player needs to create his character for a D&D
campaign in the Forgotten Realms setting.
New options and character hooks for dragonborn characters. If you want to play
the ultimate dragonborn hero, this book is for you! This expansion of the Player’s
Handbook® core rulebook explores the mysteries of the dragonborn. It presents
D&D® players with exciting new options for their dragonborn characters,
including unique racial feats, powers, paragon paths, and epic destinies. This
book also includes ways to flesh out your dragonborn character’s background
and personality.
A classic fantasy adventure for Dungeons and Dragons 4th Edition. "Beyond the
Forest of Night" is the second installment of a globe-spanning adventure series
called Slayers of the Great Serpent. This series of adventure modules draws
inspiration from H.P. Lovecraft's Dreamlands stories, the fairy tales of Oscar
Wilde, the works of Romantic poets like Coleridge and Byron, and the myths and
folktales of cultures the world over. The vision behind the Slayers of the Great
Serpent series is about creating a story about heroes and their great deeds, but
also about making a world that is majestic and awe-inspiring.
A magical mixture of rules options for the world's greatest roleplaying game. The
wizard Tasha, whose great works include the spell Tasha's hideous laughter, has
gathered bits and bobs of precious lore during her illustrious career as an
adventurer. Her enemies wouldn't want these treasured secrets scattered across
the multiverse, so in defiance, she has collected and codified these tidbits for the
enrichment of all. EXPANDED SUBCLASSES. Try out subclass options for every
Dungeons & Dragons class, including the artificer, which appears in the book.
MORE CHARACTER OPTIONS. Tasha's Cauldron of Everything introduces a
host of class features and feats, plus straightforward rules for modifying a
character's racial traits and customizing their origin. INTRODUCING GROUP
PATRONS. Whether you're part of the same criminal syndicate or working for an
ancient dragon, each group patron option comes with its own perks and types of
assignments. SPELLS, ARTIFACTS & MAGIC TATTOOS. Discover more spells,
as well as magic tattoos, artifacts, and other magic items for your campaign.
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EXPANDED RULES OPTIONS. Try out rules for sidekicks, supernatural
environments, natural hazards, and parleying with monsters, and gain guidance
on running a session zero. A PLETHORA OF PUZZLES. Ready to be dropped
into any D&D adventure, puzzles of varied difficulty await your adventurers,
complete with traps and guidance on using the puzzles in a campaign. Full of
expanded content for players and Dungeon Masters alike, this book is a great
addition to the Player's Handbook. Baked in you'll find more rule options for all
the character classes in the Player's Handbook, including more subclass options.
Thrown in for good measure is the artificer class, a master of magical invention.
And this witch's brew wouldn't be complete without a dash of added artifacts,
spellbook options, spells for both player characters and monsters, magical
tattoos, group patrons, and other tasty goodies.
"Player's Handbook 2 is the most significant expansion to the 4th edition
Dungeons & Dragons game. This companion to the 'Player's handbook' core
rulebook introduces the primal power source, which draws on the spirits that
preserve and sustain the world. This book includes four classes tied to the primal
power source: the barbarian, the druid, the shaman, and the warden. It also
presents four new arcane and divine classes: the avenger, the bard, the invoker,
and the sorcerer"--Back cover.
"Roleplaying game supplement."--P. [1] of cover.
Outlines how to determine a character's abilities, rules for character improvement, and
mapping and combat procedures
In addition to character-optimization tips and player advice for Dungeons & Dragons
fans, an entertaining strategy guide also includes engaging sidebar essays written by
celebrity gamers and a distinctive comic-art style.
The most detailed D&D¨ sourcebook on combat ever released.
Provides guidance and fresh angles to the Dungeons & dragons game Eberron.
Discusses how to create and play characters of various races, classes, and abilities,
covering topics including skills, feats, equipment, adventuring, and magic.
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.
Shows the reader how to be a Dungeon Master.
Play 4th Edition D&D in style with this deluxe rulebook. The Player's Handbook presents the
official Dungeons & Dragons Roleplaying Game rules as well as everything a player needs to
create his D&D character. This is a premium, foil cover version of the 4th Edition Player's
Handbook that every Dungeons & Dragons player and Dungeon Master can appreciate.
Speed up your game with official D&D® power cards. Players using Player's Handbook(R) 2
Power Cards don't need to crack open a rulebook every time they cast a spell--all the crucial
information is right in front of their eyes. Each and every class power appearing in Player's
Handbook 2 has its own card. Simply select the cards for your character's powers and you're
ready to play! Each deck contains 100 cards with all the powers from Player's Handbook 2 for
each of the eight classes featured in the book, plus a few blank cards for players to use for
other powers.
Presents the core rules for the fourth edition of the Dungeons & Dragons roleplaying game that
outline making characters, adventuring, and resolving combat.
Page 5/6

Read Book D 4th Edition Player Handbook
The New York Times best-selling book exploring the counterproductive reactions white people
have when their assumptions about race are challenged, and how these reactions maintain
racial inequality. In this “vital, necessary, and beautiful book” (Michael Eric Dyson), antiracist
educator Robin DiAngelo deftly illuminates the phenomenon of white fragility and “allows us to
understand racism as a practice not restricted to ‘bad people’ (Claudia Rankine). Referring to
the defensive moves that white people make when challenged racially, white fragility is
characterized by emotions such as anger, fear, and guilt, and by behaviors including
argumentation and silence. These behaviors, in turn, function to reinstate white racial
equilibrium and prevent any meaningful cross-racial dialogue. In this in-depth exploration,
DiAngelo examines how white fragility develops, how it protects racial inequality, and what we
can do to engage more constructively.
Describes important locations, events, organizations, races, and features of the Eberron
campaign setting, organized in an accessible and easily digestible format so that players can
use the book as a handy reference guide. In addition, the book providesnew feats, prestige
classes, spells, and magic items.
Presents the core rules of the popular role playing game, from the basic rules to guidance on
the game's more intricate systems, as well as information on powers, combat, skills, character
creation, and equipment.
This core rulebook is a deluxe, leather-bound edition of the essential tool every D&D player
needs.
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