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4th Edition Adventures
A 4th Edition D&D® adventure for characters of levels 4-6
Beneath Thunderspire Mountain lies a sprawling network of
mazes, tombs, and caverns collectively known as the
Labyrinth of Lost Souls. In recent years, this vast labyrinth
has become a living dungeon where trade between the
surface and subterranean worlds is possible. However,
beyond the well-lit halls where prospectors, merchants, and
traders convene lies a darker world where adventurers battle
monsters and fiendish beings perform secret rituals for their
dark masters. . . H2 Thunderspire Labyrinth is a D&D
adventure designed for heroic-tier characters of levels 4-6.
This product includes an adventure booklet for the Dungeon
Master, a player's booklet containing new character options
and campaign information, and a full-color poster map, all
contained in a handy folder. H2 Thunderspire Labyrinth is the
second adventure in a three-part series that began with H1
Keep on the Shadowfell and concludes with H3 Pyramid of
Shadows. It can also be played as a stand-alone adventure.
The ruined city of Vor Rukoth has been rediscovered and
draws heroes and villains in search of treasure.
Demon Queen's EnclaveAnd Adventure for Characteres of
14th-17 Level
This full-length adventure for the newest D&D( campaign
setting is designed to showcase many of the most unique
traits of the Eberron realm.
This supplement is designed for groups looking for an exciting
night of monster-slaying without the prep time. The book
contains dozens of self-contained easy-to-run mini-dungeons,
or delves, each one crafted for a few hours of game play.
Winner of a National Outdoor Book Award Honorable
Mention, Hiking Virginia is indispensable for exploring the
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Commonwealth. Authors Bill and Mary Burnham breath fresh
air into popular Virginia destinations, and explore commonly
overlooked yet equally dramatic hikes. Explore the history of
a young American nation; watch stories of lost cultures come
alive; and imagine the ghosts of Indian raiders, moonshiners,
and outlaws haunting the backcountry routes of the past.
Packed with notes on plants, trees, and geology, plus a list of
local attractions and "good eats and sleeps" for the weary
hiker, Hiking Virginia covers the Commonwealth's outdoors
from the sea shores to the mountain slopes, past and
present. Also included is a special section detailing the
Appalachian Trail through Virginia, taking thru-hikers along
the six-week route from Damascus, Virginia to Harpers Ferry,
West Virginia. Inside readers will find: full-color photos,
detailed color maps, accurate route profiles showing the ups
and downs of each hike, tips on equipment, trip planning,
hiking with dogs and children, accurate directions, difficulty
ratings, trail contacts, and more.
Enriched by James Kirby Martin’s expanded and updated
introduction, this classic memoir provides a compelling history
of the Revolutionary War as seen through the eyes of one
courageous soldier. Includes an expanded and updated
introduction, annotations, and suggestions for further reading
New maps give an overview of Joseph Plumb Martin’s
travels Brief headnotes introduce each chapter
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
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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

Offers tips, advice, and strategies for creating worlds and
adventures that players can enjoy while participating in
the roleplaying game.
Whether you’ve been a Dungeon Master (DM) before
and want to fine-tune your skills or want to get ready and
take the plunge, this is the book for you. It gives you the
basics on running a great game, info for more advanced
dungeon mastering, guidelines for creating adventures,
and tips for building a campaign. It shows you how to:
Handle all the expressions of DMing: moderator,
narrator, a cast of thousands (the nonplayer characters
or NPCs), player, social director, and creator Use
published adventures and existing campaign worlds or
create adventures and campaign worlds of your own
Conjure up exciting combat encounters Handle the three
types of encounters: challenge, roleplaying, and combat
Create your own adventure: The Dungeon Adventure,
The Wilderness Adventure. The Event-Based adventure
(including how to use flowcharts and timelines), The
Randomly Generated Adventure, and the High-Level
adventure Create memorable master villains, with nine
archetypes ranging from agent provocateur to zealot To
get you off to a fast start, Dungeon Master For Dummies
includes: A sample dungeon for practice Ten ready-toPage 3/11
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use encounters and ten challenging traps A list of simple
adventure premises Mapping tips, including common
scales, symbols, and conventions, complete with tables
Authors Bill Slavicsek and Richard Baker wrote the
hugely popular Dungeons and Dragons For Dummies.
Bill has been a game designer since 1986 and leads the
D&D creative team at Wizards of the Coast. Richard is a
game developer and the author of the fantasy bestseller
Condemnation. They give you the scoop on: Using a DM
binder to keep records such as an adventure log, PCs’
character sheets, NPC logs/character sheets, treasure
logs, and more Knowing player styles (role players and
power games) and common subgroups: hack’n’slasher,
wargamer, thinker, impulsive adventurer, explorer,
character actor, and watcher Recognizing your style:
action movie director, storyteller, worldbuilder,
puzzlemaker, or connector Using miniatures, maps, and
other game aids Using 21st century technology, such as
a Web site or blog, to enhance your game The book
includes a sample adventure, The Necromancer’s
Apprentice, that’s the perfect way to foray into DMing. It
includes everything you need for a great
adventure—except your players. What are you waiting
for? There are chambers to be explored, dragons to be
slain, maidens to be rescued, gangs of gnoll warriors to
be annihilated, worgs to be wiped out, treasures to be
discovered, worlds to be conquered....
"Pyramid of Shadows" is a D&D adventure designed for
heroic-tier characters of levels 7-10. This work includes
an adventure booklet for the Dungeon Master, a player's
booklet, and more, all contained in a handy folder.
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Trial of the Underkeep is a Dungeons & Dragons
adventure optimized for 4th edition. Some things are
better left buried and entombed, like an entire castle that
slid into the earth 1000 years ago, hiding its shameful
secrets. It was only a matter of time until it its doors were
blundered upon and unsealed, unleashing unimaginable
horrors upon a small town. What unknown abominations
stir in the slimy subterranean castle? Something has
punctured through from another plane of existence. It
has tasted your world and found it easy to digest. Worst
of all now you have been afflicted by its presence and
you must save yourself as well. Can anyone survive the
Trial of the Underkeep? 19 New Creatures 26 New,
unique Artifacts and Treasures, some that are as
dangerous as the Monsters!
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:
Page 5/11

Get Free 4th Edition Adventures
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
A guide to the role-playing game that provides
information on its commands, inidividual campaigns,
scoring, extras, tactics, and the secrets of the multiplayer mode. This adventure takes characters from 1st
level to 3rd level.
Will the adventurers be able to thwart the machinations
of a mad dragon in the hopes of saving the city of Sharn
from certain destruction? This is the first full adventure
for Eberron with the fourth edition Dungeons & Dragons
rules.
Presents a Dungeons and Dragons adventure for the
27th to the 30th level, providing adventure hooks, set up
information, tactics, and features of areas.
"For use with these 4th edition Dungeons &Dragons core
products: Player's handbook core rulebooks, Dungeon
master's guide core rulebooks, Monster manual core
rulebooks, D&D miniatures, D&D dungeon tiles."--P. [4]
of cover.
Presents the core rules for the fourth edition of the
Dungeons & Dragons roleplaying game that outline
making characters, adventuring, and resolving combat.
This product provides an in-depth exploration of
Menzoberranzan, the greatest drow city in the Dungeons
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& Dragons game and Forgotten Realms campaign
setting. It contains all of the information a Dungeon
Master needs to run adventures or an entire campaign
based in the treacherous city, including descriptions of
city locations, drow houses, key organizations, and the
precarious political landscape. It gives players the
information they need to create characters who are
members of drow houses or organizations within
Menzoberranzan, as well as explains the benefits and
rivalries that come with choosing a particular allegiance.
Includes a full-color, fold-out poster map of
Menzoberranzan, the fabled drow city.
The Adventures in Japanese 4/e Volume 1 Textbook
gives students a strong foundation in the Japanese
language through the development of the four language
skills: speaking, listening, reading, and writing.
A D&D Adventure for 11th-level characters. Designed to
take characters from 11th to 14th level, this adventure
pits the heroes against a variety of horrible monsters and
fiendish foes as they seek to thwart the evil machinations
of the denizens of the Trollhaunt Warrens. This
adventure can be run as a stand-alone adventure or as
Part One of a three-part series of adventures that spans
10 levels of gameplay.
Presents a "Dungeons and Dragons" adventure for the
21st to 23rd level, providing adventure hooks, setup
information, tactics, and features of areas.
A D&D(R) adventure for 24th-level characters. In this
adventure, demonic forces plot to usurp the Raven
Queen's power over death, and all paths lead to an
ancient kingdom hidden in the subterranean depths of
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the Shadowfell. This adventure can be run as a standalone adventure or as Part Two of a three-part series of
adventures that spans the epic tier of gameplay. E2
Kingdom of the Ghouls is a D&D adventure designed to
take characters from 24th to 27th level.
This edition provides a detailed look at the lightless world
under the surface of the Forgotten 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.
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 items,
spells ... even a start-up adventure in the Realms!
"Nightmares of desert horrors trouble the dreams of the
innocent while raiders grow ever bolder beyond the walls
of the great city-state of Tyr. Bandits and merchants
chase rumors of a temple hidden in the desert, an
ancient shrine to the primordial Ul-Athra said to
safeguard a fregment of the artifact known as the "Crown
of Dust." Can the heroes recover a caravan lost in the
wastes, repel the threat of vicious raiders, and win the
relic from the perilous temple?"--Cover, p. [4].
The best way to start playing the 4th Edition Dungeons &
Dragons Fantasy Roleplaying Game. Designed for oneto-five players, this boxed game contains everything
needed to start playing.
A D&D adventure for 14th-level characters. In this
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adventure, the heroes must unravel the plots of the vile
minions of Lolth, the infamous Demon Queen of Spiders.
Along the way, they'll face off against drow, demons, and
worse! This adventure can be run as a stand-alone
adventure or as Part Two of a three-part series of
adventures (starting with P1 King of the Trollhaunt
Warrens) that spans 10 levels of gameplay. Demon
Queen's Enclave is a D&D adventure designed to take
characters from 14th to 17th level.
A Forgotten Realms adventure for 2nd-level characters.
Scepter Tower of Spellgard is the first full-length
Forgotten Realms adventure published for 4th Edition
D&D. When paired with the adventure that appears in
the Forgotten Realms Campaign Guide, this adventure
provides the Dungeon Master with all he needs to get his
campaign started.
Experience hikes into historic towns, along the rugged
coastline, and through Acadia National Park.
Aimed at players and Dungeon Masters, this game
supplement explores the heroes and wonders of
Athas--a savage desert world abandoned by the gods
and ruled by terrible sorcerer-kings.
This voice text combines an introduction to the singing
process with an anthology of 60 songs. It also offers an
introduction to the basics of how the voice works along
with methodical voice building techniques. Piano
accompaniments of the songs are available on cassette
and CD.

A legendary adventure updated for the Dungeons &
Dragons game, this all-new adventure provides
hours of play as users race against an evil band of
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priests attempting to unleash the dark god upon the
world.
Outdoor photographer, writer, and veteran hiker
Greg Westrich adds new hikes to Hiking New
Hampshire, making it one of the most
comprehensive resources on hiking the finest trails
in the Granite State. Each of the hike descriptions
contains easy-to-follow driving directions, up-to-date
trail information, accurate maps and elevation
graphs, full color photos, and information on the
wildlife and attractions of the area. The hikes range
from easy strolls to overnight backpacking
excursions along mountain peaks and ridge tops.
The guide also includes information on hiking with
children, barrier-free trails, and no-trace camping
tips.
A collection of Dungeons & Dragons® adventures
from the pages of Dungeon® magazine. This official
D&D® supplement gathers a year’s worth of
adventures published in Dungeon magazine into one
easy-to-reference source. The adventures contained
herein provide hundreds of hours of play, and each
of them fits easily into a Dungeon Master’s existing
D&D campaign. In addition to the compiled
adventures, this book contains never-before-seen
notes from the designers, developers, and editors
that take you behind the curtain, offering a firsthand
glimpse into the origin and evolution of each
adventure.
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A classic of German literature, Till Eulenspiegel is a
cheerfully scatological collection of 95 loosley related
fable-like vignettes depicting the life and times of the
famous roving jester.
Beneath the streets of Waterdeep, a sinister
dungeon awaits adventurers brave enough to face
its perils. Created ages ago by the wizard Halaster,
the sprawling dungeon is a lair for terrible monsters
and ruthless villains. In the dark chambers, they
hunger for victims and plot the downfall of those who
dwell on the streets above. Who will unravel the
twisting labyrinth to reveal its secrets, claim its
treasures, and stop the foul machinations of the
dungeon's denizens? Halls of Undermountain(tm) is
a 96-page hardcover book that presents a ready-to
use dungeon detailing over eighty locations. The
adventure offers a way for Dungeon Masters
participating in the recent D&D Encounters(tm)
season, The Elder Elemental Eye(tm), to extend the
adventure. In addition, this book provides all the
ingredients to run a classic dungeon delve, including
enticing treasures, deadly traps, a wide assortment
of monsters, and two double-sided full-color poster
maps.
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