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The Dark Eye is based on the brand-new fourth edition of
Das Schwarze Auge, Germany's premier fantasy role-playing
game since 1983. The world of Aventuria awaits you. This
core rulebook allows you to play a character chosen from a
background of 8 cultures and 12 professions. It includes a
detailed yet easy attribute and skill system, a quick combat
system and the basic rules for sorcery. It also features a short
primer on Aventurian geography, politics, history and religion,
as well as 8 archetypal characters for easy access to an
endless world where fantasy and reality meet.
Visit a world not our own, but strangely familiar--a world of
heroes and villains, of wonders and dangers, and limitless
adventure! The Atlas of Earth-Prime is a trip around the world
of the Freedom City and Emerald City settings for the Mutants
& Masterminds RPG. Your heroes can explore the sites and
perils of all seven continents, as well as fabled Atlantis, the
Lost World, and the strange realms of Sub-Terra that lie at
the center of the earth. Packed with locations, heroes,
villains, and worldwide agencies, the Atlas of Earth-Prime is
the campaign setting book Mutants & Masterminds fans have
been waiting for!
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
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adventure by Robin D. Laws for a party of 4-6 1st-level
adventurers.
Two barely conceivable beings have fought a war for a
generation over Sajavedra, a barely legendary land far to the
southeast. They wish to claim its rich harvests of souls and
fields, its intricate networks of ley lines and temples, for their
own.They have devastated it utterly. A forgotten weapon in
their war, a neglected sorcery fallen from a distracted archons
attention, lies in the Qelong River valley at the edge of this
near-cosmic battlefield. Qelong is Kenneth Hites hellish
southeast Asian setting inspired by fantasy quest drama and
war stories like Valhalla Rising, Apocalypse Now, and The
Good, the Bad, and the Ugly. Suitable for character levels
4-6, usable with LotFP Weird Fantasy Role-Playing and other
traditional role-playing games.
From the wise and mysterious soothsayer with his long grey
beard to the deathless necromancer practicing his dark
magics in a forgotten dungeon, wizards have captured our
imaginations since the earliest days of human storytelling,
presenting us with some of our greatest heroes and villains.
This book collects the tales of the most interesting, popular,
and important spell-casters, including such legendary figures
as Merlin, Simon Magus, Zhang Guo Lao, Nicolas Flamel, Dr
John Dee, and Johann Georg Faust, and examines their
place in history and legend. Written in modern language,
each tale captures the drama, the tragedy, and the
wonderment that has ensured that these stories have
survived the passing centuries.
Change has come to the people of Aztlan. The Theans
arrived one hundred years ago and failed in their ambitions of
conquest, but their words and desires changed everything.
For the first time in thousands of years, the Aztlani people
speak of a unified land. The three old nations vie for
dominance of their splintered empire, and their ambitions
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consume all who walk these lands.
All matters about and around air power are open for
consideration in the Pathfinders series: strategy, historical
analysis, operations, administration, logistics, education,
training, people, command and control, capabilities,
technology and so on ... This is the seventh volume in the
Pathfinder Collection series. The contemporary air power
related articles in this volume demonstrate the progress the
Air Force has made in inducting and sustaining
technologically sophisticated air power capabilities. Generally,
the topics discussed point towards the Air Force's journey in
becoming a truly 5th-generation force. Similarly, the historical
ones recall the splendid history of the RAAF. As the second
oldest air force in the world, it is only natural that our history is
something that we should proudly reflect upon"--Foreword.
Ultraverse is a fast-paced system designed to create
superheroic, fantasy, science fiction and countless other
types of adventures for players. Each player assumes their
own role as a character in each campaign that the
Gamemaster (GM) creates. Ultraverse is designed to emulate
the fictional powers and abilities found in the pages of fourcolor comic books. Polyhedral dice such as d20, d12, d10,
d8, d6 and d4 are required for play in Ultraverse. Hexagonal
or Square maps are useful but not required for playing. I have
tried to make the system easy to understand, fast-paced, and
simple for players to get started. I am proud to have created
Ultraverse and hope the readers have fun gaming!
The Players Guide to Robert E. Howards Conan: Adventures
in an Age Undreamed Of takes you into the world of Conan
the Barbarian, a place where astonishing heroes battle
loathsome monsters, raise swords against dire sorcery, and
travel to exotic and unknown lands!
Fantasirollespil.
Over the last 15 years, Goodman Games has established a
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reputation for publishing some of the best adventure modules
in the industry. Now we present our advice on how you can
write great adventures! This compilation of articles is
authored by two dozen of the industrys best-known adventure
writers. Each article gives a different perspective on how to
write adventure modules that dont suck, written by authors
with decades of experience and prominent published credits.
By the time youre done reading this book, youll be on the
path to designing great adventure modules on your own.
Whether youre an experienced writer or an aspiring novice,
youll find something of value in this book! Made in the USA.
Breathe life into your tabletop Dungeons & Dragons® game
with these full color dungeon tiles. Infinitely expandable and
easy to set up, these dungeon tiles allow you to create the
adventures you want to play. This box contains 16 durable,
double-sided, fully illustrated tile sheets, featuring grasslands,
ruins, sandy beaches, and other terrain elements that
Dungeon Masters can use to build exciting encounters. Use
these tiles to make fantastic wilderness maps to enhance
your tabletop roleplaying game experience. For use with the
Dungeons & Dragons Fantasy Roleplaying Game.
Learn to create authentic fantasy maps step-by-step! Orcs
prepare for battle against high Elves, Dwarves retreat to the
mountains and men march to the sea to reclaim crumbling
fortresses. Fortunes are decided. Kingdoms are lost. Entire
worlds are created. This book will teach you to bring your
fictional realm to life with simple step-by-step instructions on
how to draw authentic fantasy maps. Set the stage for
adventure by illustrating domains, castles and battle lines,
mountains, forests and sea monsters! Learn to create
completely unique and fully functional RPG maps time and
time again on which your world can unfold. All the skills
necessary to create awe-inspiring maps are covered! •
Landscapes. Add depth, balance and plausibility with rocky
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coastlines, towering mountains, dark forests and rolling
plains. • Iconography. Mark important places--towns and
cities, fortresses and bridges--with symbolic iconography for
easy-to-understand maps. • Typography. Learn how to place
readable text and the basics of decorative script. Bonus
instruction teaches you to create fonts for Orcs, Elves,
Vikings and dragons. • Heraldry and shield design. Depict
cultural and political boundaries with shields and colors. •
Advanced cartography. Includes how to draw landmarks,
country boundaries and political lines. Build roads to connect
merchants and troops, troll cairns and dragon lairs. And
complete your maps with creative backgrounds, elaborate
compasses and thematic legends. 30+ step-by-step
demonstrations illustrate how to construct an entire fantasy
world map from start to finish--both digitally and by hand!
Piercing the Night You heard the scream. It's important to
remember that. Sometimes, when it's late, and you hear
something that sounds like a scream echoing through dark
alleys, you try to convince yourself that it was something else.
An animal. An illusion. Anything but what it sounded like. But
it was a scream. You heard it, and you'll hear it again,
because in the Sixth World, the supply of terror is growing.
Bug spirits work to devour corporations from within. Shedim
claim dead bodies and mobilize to their own dark ends. And
the hidden corners of the metaplanes and the Matrix contain
creatures that are best not imagined, because to imagine
them is to sever ties with reason. Dark Terrors is a catalog of
the horrors lurking under the surface of the Sixth World. With
plot updates and hooks, critter stats, and campaign
information presented in an immersive style, it's an invaluable
resource for players ready to stay on the edge of their seats.
It is for use with Shadowrun, Fifth Edition and Shadowrun:
Anarchy.
In Dragon Age, a pen & paper roleplaying game of dark
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fantasy adventure, you and your friends take on the personas
of warriors, mages, and rogues in the world of Thedas and try
to make your names by overcoming sinister foes and deadly
challenges. Based on the video game franchise, this Core
Rulebook includes the full rules for the Dragon Age RPG
under one cover for the first time, including the Adventure
Game Engine.
The sequel to Ben Counter's 'Grey Knights' brings back
Captain Alaric and his brothers in this new adventure. When a
planet that vanished a hundred years earlier mysteriously
reappears, the Grey Knights are sent down to investigate
whether it has been corrupted by Chaos.
For over forty centuries, mercenaries have plied their trade
and been instrumental in toppling empires or holding the tides
of war at bay. And as mankind expanded to the stars, soldiers
of fortune rose to new heights of power. Business is booming,
yet along with those riches comes a dangerous life and the
scorn of many who see only filthy lucre-warriors. Its a
dangerous life, but as long as you keep your Mech intact and
your bottom line balanced, the universe is yours!
Zone Compendium 2: Dead Blue Sea is the second official
supplement to the Mutant: Year Zero RPG. This booklet gives
you a whole new way to play the game - at sea...

Science fiction-roman.
Bretonnia is a land shrouded in myth and legend.
Protected by its gallant knights, this magical place is
ever under threat from the forces of darkness. In the
aftermath of the beastmen invasion of Bordeleaux
and the death of his father, Calard must face u
The Tome of Excess is a sinfully indulgent
supplement for Black Crusade! Devoted to the Dark
God Slaanesh and his followers, this comprehensive
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hardcover book introduces four new Heretic
Archetypes, along with cruel weapons, rules for
empowering minions, new Daemon Engines, and
more. Expanded rules for social interactions, Infamy,
and dark rituals help players of all alignments, and in
the included adventure, the Heretics must best a
Pirate Prince of the Ragged Helix!
In this second installment in the trilogy, Thirianna
embarks upon the mysterious Path of the Seer,
which leads her to the otherrealm of the warp where
daemons are made flesh and nightmares manifest –
and where she is free to unleash her psychic
powers. Original.
If you could live out any story, any moment¿what
would you experience? Dreamchaser is an
immersive story building game where players
imagine the story they want to experience. They
imagine a goal for their game¿their story. They let
that goal inspire them, imagining characters to play
and experiences to have. Experiences they want to
share. They live out that story wherever it takes
them¿a story of pursuing their dreams.Just imagine
all that we can achieve together...
Aldis, the Kingdom of the Blue Rose, shines as a
new light following the dark age of the Sorcerer
Kings. Now, envoys of the Soverign's Finest strive to
protect Aldis. Aided by the rhydan - their psychic
animal allies - the champions of the Blue Rose guard
the Light against the power of the Shadow. This
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book gives your everything you need to play.
In the Night Amidst The Day followers of our Hero of Heroes
can easily see for themselves that the earth experienced
gross darkness at the ninth hour as Christ was dying on the
cross. And as this event is described according to new dead
Sea scrolls it becomes clear why millions of believers enjoy
being in love with God, but not just in love, but passionately,
wildly, logically, happily, joyfully and all consumingly in love
with He Who ascended to places where Hell was not and
descended to places where Heaven could never be. And way
back when people saw the sun's refusal to shine that
happening guided God's enlightened into some real blessed
realities. And as Rod Serling use to say, the Lord's faithful
few shall discover that there's a fifth dimension way beyond
the things that are known to Man. And that''s an unseen place
as endless as space and as timeless as infinity. And that's
also the middle ground between the most marvellous light of
the Gospel and the gross darkness of outer places where
reprobates shall be cast into for evermore. But that dimension
is also the middle zone between science and superstition,
and God and the devil. And that unseen place of many
unanswered questions lies between the pit of Man's most
carnal fears and the peak of his spiritual knowledge. For that
kind of tranquil place is a Twilight Zone kind of space, seldom
found, that can only be entered through prayer alone. Some
amazing bonus literature is also included.
Fallen icons, apocalyptic fire giants, and a purple dragon who
throws the best parties: welcome to 13th Age Bestiary 2!
Rome, the greatest empire the world has ever known,
limitless in breadth and power, magnificent in its glory! But
something evil, ancient and unknowable gnaws at the heart of
the empire. Dark gods, trapped for centuries in thrice-warded
tombs, have been disturbed by Roman plunderers. A secret
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war is fought daily between those who would harness this
strange power for themselves, and those who fear it signals
the very end of the empire. Across the sea, roused from
eternal slumber by a world awash with war, by omens and
pagan slaughter, a Great Old One waits for the way to be
opened. A cosmic terror that man was not meant to know.
Those who know its name tremble, and only the very brave-or
very foolish-incant it for their own ends. They whisper it in
darkness; they cry it from atop blasted hills; they scream it to
the raging oceans. “Cthulhu...”
There Are No Safe Paths In This Part Of The World.
Remember You Are Over The Edge Of The Wild Now, And In
For All Sorts Of Fun Wherever You Go. Wilderland
Adventures Contains Seven Ready-To-Play Adventures For
The 5E Ogl-Compatible Adventures In Middle-Earth Complete
Scenarios That Can Be Played Separately, Or As An Epic
Campaign.
Dunnsmouth is diseased and rotten to the core. Beset by
malefactors supernatural and mundane, Dunnsmouth slowly
dies in the swamp. But within the rot are mysteries to be
solved, evil to be fought, and the Weird to be
encountered.Scenic Dunnsmouth features an innovative
village generation system using dice and playing cards to
ensure that every expedition to Dunnsmouth is unique; the
adventure never plays the same way twice. The threats, their
intensity, which villagers are present, which alliances they
hold, and even the village map, are all randomly determined
before play. Scenic Dunnsmouth is an adventure for
characters of levels 2-5 for use with Lamentations of the
Flame Princess Weird Fantasy Role-Playing and other
traditional role-playing games.
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