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If you’re a Dungeons & Dragons fan, you’ve surely thought of becoming a Dungeon Master. Learning to be a DM isn’t as hard as you might think, especially if you have
Dungeon Master 4th Edition For Dummies tucked into your bag of tricks! From organizing your first D&D game to dealing with difficult players, this book covers everything a DM
needs to know. Written for the newest edition of D&D by the experts at Wizards of the Coast, creators of the game, it shows you how to: Build challenging encounters, make
reasonable rulings, and manage disagreements Recognize all the common codes, tables, and spells Understand the parts of a D&D adventure and how to create dungeon maps
and craft monsters Shape storylines and write your own adventures Find your style as a DM and develop a game style that plays to your strengths Script an encounter, vary the
terrain and challenges, and establish rewards (experience points and treasure) Decide whether to use published adventures Use and follow the official Dungeon Master’s Guide
Develop a campaign with exciting themes, memorable villains, and plots that keep players entranced If you’re getting the urge to lead the charge in a D&D game of your own,
Dungeon Master 4th Edition For Dummies will introduce you to the DM’s many jobs. With the information you need to start your own game, craft exciting stories, and set up epic
adventures, you’ll be on your way!
Tracing the evolution of fantasy gaming from its origins in tabletop war and collectible card games to contemporary web-based live action and massive multi-player games, this
book examines the archetypes and concepts within the fantasy gaming genre alongside the roles and functions of the game players themselves. Other topics include: how The
Hobbit and The Lord of the Rings helped shape fantasy gaming through Tolkien’s obsessive attention to detail and virtual world building; the community-based fellowship
embraced by players of both play-by-post and persistent browser-based games, despite the fact that these games are fundamentally solo experiences; the origins of gamebooks
and interactive fiction; and the evolution of online gaming in terms of technological capabilities, media richness, narrative structure, coding authority, and participant roles.
The Eberron(R) world moves into 4th edition D&D(R)! This books contains all the information any DM would need about the world of Eberron. This exciting world is complete with soaring cities, viscious wars,
and a gritty mean-streets style that harkens back to the traditions of film noir. The Eberron campaign setting is updated into the 4th edition D&D family with the Eberron Campaign Guide. Featuring all of the
character elements from the core rulebooks, this updated version of the Eberron world is a must for any gamer that likes the magic-as-technology, film noir, high-adventure campaign setting that was chosen
from over 15,000 game submissions.
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!

Explore the fantasy world of D&D and delve into dungeons, slay monsters, and gain treasure! If you've been thinking of playing D&D or you've played before and you want to get up to speed
on the all-new 4th Edition, this is the book for you. Here's what you need to know to join the fantasy fun. D&D terminology — understand what ability check, modifier, saving throw, AC, gp, hp,
and XP mean Roll the dice — add modifiers and see if you rolled the d20 high enough to beat the challenge Minding your manners — know D&D etiquette so you'll be welcome in any adventure
Character building — select your character's race and class, and choose the best powers, skills, feats, and gear Roleplaying — give your character a background and personality quirks Combat
— use combat rules, a battle grid, and miniatures to play out furious battles Open the book and find: Everything a new player needs to get started playing D&D Details on four fantasy races and
four iconic classes Explanations of every number and statistic on the character sheet The best magic items and equipment for characters of all classes Advice on roleplaying and teamwork A
ready-to-use adventure to get you started as a Dungeon Master A ready-to-use battle grid with character and monster markers
In een rustig dorpje in de Gouw krijgt een jonge hobbit een immense taak. Hij moet een gevaarlijke reis door Midden-aarde ondernemen naar de Doemberg om daar de Ene Ring te
vernietigen. Alleen op die manier kan hij voorkomen dat Sauron de Zwarte met zijn heerschappij de hele wereld zal overmeesteren. Zo begint J.R.R. Tolkiens klassieke verhaal In de ban van
de ring, dat vervolgd wordt in De twee torens en De terugkeer van de koning. 'Meesterwerk? O, ja, daar bestaat geen twijfel over.' - Evening Standard 'Uniek, groots en meeslepend.'
Algemeen Dagblad

This lavishly illustrated book gives role-playing game fans a unique, behind-the-screen glimpse into the making of the Dungeons & Dragons] role-playing game.
Ringdrager Frodo heeft samen met zijn vriend Sam de taak op zich genomen om de Ene ring naar de Doemberg in het land Mordor te brengen. Daar is de Ring gemaakt en
alleen daar kan hij vernietigd worden. Voor hen ligt een zware tocht. Er is veel gevaar: niet alleen onderweg, maar ook in Mordor zelf, waar de Donkere Vorst Sauron woont en
waar zijn legers van orks hun kampen hebben...
Eberron Campaign GuideRoleplaying Game Supplement
Wereldgeschiedenis vanuit een islamitische visie vanaf de zevende eeuw van onze jaartelling.
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