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Fantasirollespil.
Presents an introduction to Dungeons and Dragons with information on the rules, characters, weapons and gear, and game
etiquette.
An illustrated guide to the history and evolution of the beloved role-playing game told through the paintings, sketches, illustrations,
and visual ephemera behind its creation, growth, and continued popularity. From one of the most iconic game brands in the world,
this official DUNGEONS & DRAGONS illustrated history provides an unprecedented look at the visual evolution of the brand,
showing its continued influence on the worlds of pop culture and fantasy. Inside the book, you'll find more than seven hundred
pieces of artwork--from each edition of the core role-playing books, supplements, and adventures; as well as Forgotten Realms
and Dragonlance novels; decades of Dragon and Dungeon magazines; and classic advertisements and merchandise; plus neverbefore-seen sketches, large-format canvases, rare photographs, one-of-a-kind drafts, and more from the now-famous designers
and artists associated with DUNGEONS & DRAGONS. The superstar author team gained unparalleled access to the archives of
Wizards of the Coast and the personal collections of top collectors, as well as the designers and illustrators who created the
distinctive characters, concepts, and visuals that have defined fantasy art and gameplay for generations. This is the most
comprehensive collection of D&D imagery ever assembled, making this the ultimate collectible for the game's millions of fans
around the world.
Every Dungeon Master needs a screen to conceal notes and dice rolls and to have valuable charts and information close at hand.
This Forgotten Realms accessory includes a 32-page booklet of tables and topography and a four-panel screen containing a
wealth of information and featuring original artwork on the front.
An exciting D&D™ boardgame for 1–5 players. The master of Ravenloft® is having guests for dinner—and you are invited! Evil lurks
in the towers and dungeons of Castle Ravenloft™, and only heroes of exceptional bravery can survive the horrors within. Designed
for 1–5 players, this boardgame features multiple scenarios, challenging quests, and cooperative game play. Castle Ravenloft
includes the following components: • 40 plastic heroes and monsters • 13 sheets of interlocking cardstock dungeon tiles • 200
encounter and treasure cards • Rulebook • Scenario book • 20-sided die
This companion volume to the Player's Handbook is designed especially for the Dungeon Master. It features information on
creating and running fantasy adventures and campaigns using the AD&D game system. Presented in full-color.
How the early Dungeons & Dragons community grappled with the nature of role-playing games, theorizing a new game genre.
When Dungeons & Dragons made its debut in the mid-1970s, followed shortly thereafter by other, similar tabletop games, it
sparked a renaissance in game design and critical thinking about games. D&D is now popularly considered to be the first roleplaying game. But in the original rules, the term “role-playing” is nowhere to be found; D&D was marketed as a wargame. In The
Elusive Shift, Jon Peterson describes how players and scholars in the D&D community began to apply the term to D&D and similar
games—and by doing so, established a new genre of games. Peterson examines key essays by D&D early adopters, rescuing from
obscurity many first published in now-defunct fanzines. He traces the evolution of D&D theorizing, as writers attempted to frame
problems, define terms, and engage with prior literature. He describes the two cultures of wargames and science fiction fandom
that provided D&D's first players; examines the dialogue at the core of the game; explains how game design began to
accommodate role-playing; and considers the purpose of the referee or gamesmaster. By 1977, game scholars and critics began
to theorize more systematically, and Peterson explores their discussions of the transformative nature of role-playing games, their
responsibility to a mass audience, and other topics. Peterson finds that the foundational concepts defined in the 1970s helped
theorize role-playing, laying the foundation for the genre's shift into maturity in the 1980s.

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.
The Wardlings Campaign Guide brings an enchanted new campaign setting to life, where the minds of the youth, uncorrupted by the vices and responsibilities of their elders, are able to perceive magical creatures and events in the world
around them, where adults cannot. Here, children are the saviors of the land who venture on epic quests to protect their
realm, and holding on to the virtues of youth has never been more imperative! This book contains character creation
rules for your new Wardlings character, new core class options, a whole new magic system for your Wardling's familiar,
an overview of the lands of Or'Mya and its inhabitants, new backgrounds, powerful spells, whimsical monsters, and more
-all fully compatible and customizable with the 5th Edition of the "world's greatest roleplaying game." The world of Or'Mya
awaits its mighty champions. What kind of hero will you be?
Immersing himself in a mid-21st-century technological virtual utopia to escape an ugly real world of famine, poverty and
disease, Wade Watts joins an increasingly violent effort to solve a series of puzzles by the virtual world's super-wealthy
creator, who has promised that the winner will be his heir. (This book was previously listed in Forecast.)
New York Times bestselling creator Tony DiTerlizzi is known for his distinctive style depicting fantastical creatures,
horrific monsters, and courageous heroes. His illustrations reshaped and defined the worlds of Advanced Dungeons and
Dragons, Planescape, and Magic: The Gathering in the imaginations of legions of devoted roleplaying gamers during the
1990s, before he transitioned to mainstream success with The Spiderwick Chronicles and The Search for WondLa.
Collected here for the first time, this book features never-before-seen artwork and photographs, in addition to showcasing
DiTerlizzi's most iconic roleplaying work with commentary by the artist. Introduction by Christopher Paolini (Eragon) and
featuring appreciations by Guillermo del Toro, Brom, Jane Yolen, Holly Black, Zeb Cook, Jeff Easley, and Donato
Giancola, among others! Tony's work has a distinct flair, a love for monsters if you will . . . His creatures have the charm
of Henson or Rackham but they carry with them hints of their own ecosystem . . . Tony stands alone as a world creator
and a weaver of tales, may you treasure these art pieces as much as I do. --Guillermo del Toro
Over the last 15 years, Goodman Games has established a 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
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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.
Presents profiles for hundreds of iconic monsters to be used in conjunction with the second edition advanced Dungeons
and Dragons core rulebooks.
Explore the mega-dungeon of Undermountain in this adventure for the world’s greatest roleplaying game. In the city of
Waterdeep rests a tavern called the Yawning Portal, named after the gaping pit in its common room. At the bottom of this
crumbling shaft is a labyrinthine dungeon shunned by all but the most daring adventurers. Known as Undermountain, this
dungeon is the domain of the mad wizard Halaster Blackcloak. Long has the Mad Mage dwelt in these forlorn depths,
seeding his lair with monsters, traps, and mysteries—to what end is a constant source of speculation and concern. • The
follow up to Waterdeep: Dragon Heist, Dungeon of the Mad Mage takes adventurers deep into one of D&D's biggest
dungeons. Each of Undermountain's twenty-three levels is an adventure setting unto itself, and the book includes a map
for each one. • Waterdeep, known as the City of Splendors, is one of D&D’s most iconic locations. Also the setting for
the board game Lords of Waterdeeep, it’s the jewel of the Sword Coast—a sprawling melting pot held together by firm
laws and swift justice. • Dungeon of the Mad Mage is the second of two Dungeons & Dragons books set in Waterdeep. It
picks up where the first, Dragon Heist, leaves off, taking characters of 5th level or higher all the way to 20th level. • In
D&D, you and your friends coauthor you 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. • 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.
A guide to the role-playing game that provides information on its commands, inidividual campaigns, scoring, extras, tactics, and
the secrets of the multi-player mode. This adventure takes characters from 1st level to 3rd level.
Lost in the sweeping dunes of an expansive desert! Your band, separated from its caravan during a sandstorm, stumbles upon the
ancient ruins of a city, mostly buried in the sands. One of the structures, a prominent step pyramid, juts above the sandy wastes,
beckoning for exploration. There must be untold riches secluded inside its dusty halls and crypts. But, more importantly, you
desperately hope there is water, food, and relief from the unrelenting sun to be found therein. For without those basic necessities,
your band will succumb not to some fell beast, but this harsh environment instead. Onward, as all heroes wish to meet their end
while swinging a sword or unleashing arcane magic! So, check your weapons, adjust your armor, and inventory your precious
remaining food and water supplies. High adventure awaits in the underground chambers and tiers of a pyramid covered by the
sands of time. But what of the peculiar masked humans who rule the upper levels of the pyramid? And what of the dark master
that rules these humans from the lower levels of the forsaken halls? An adventure inspired by the classic pulp stories such as
Robert E. Howard's famous Conan story Red Nails. This tome is an homage to the original dungeon crawl and sandbox setting
first explored decades ago as B4: The Lost City. Herein, you will find high-quality scans of the original Basic edition adventure
module, plus commentary by a variety of gaming luminaries. This includes an interview with Harold Johnson, the module's original
developer, who also discusses his work on playtesting, Dragonlance, and other TSR titles. Also, herein is a full fifth edition
conversion of the original adventure as well as brand new additional dungeons, such as the fully developed lower pyramid,
additional details on the Lost City itself, and the dreaded Lower Catacombs. Although converted for the most recent edition, this
material is presented in a distinct early 1980s style, tone, and presentation. This is the perfect setting for a fully playable fifth
edition mini-campaign, starting at 1st level and reaching all the way up 7th level or beyond. Made in the USA.
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.
A soup-to-nuts overview of just what it takes to successfully design, develop and manage an online game. Learn from the top two
online game developers through the real-world successes and mistakes not known to others. There are Case studies from 10+
industry leaders, including Raph Koster, J. Baron, R. Bartle, D. Schubert, A. Macris, and more! Covers all types of online games:
Retail Hybrids, Persistent Worlds, and console games. Developing Online Games provides insight into designing, developing and
managing online games that is available nowhere else. Online game programming guru Jessica Mulligan and seasoned exec
Bridgette Patrovsky provide insights into the industry that will allow others entering this market to avoid the mistakes of the past. In
addition to their own experiences, the authors provide interviews, insight and anecdotes from over twenty of the most well-known
and experienced online game insiders. The book includes case studies of the successes and failures of today's most well-known
online games. There is also a special section for senior executives on how to budget an online game and how to assemble the
right development and management teams. The book ends with a look at the future of online gaming: not only online console
gaming (Xbox Online, Playstation 2), but the emerging mobile device game market (cell phones, wireless, PDA).
The reader, as Elf Landon, must find a way to free a group of elves held captive by ogres and goblins in the Mountain of Mirrors.
This book provides readers with a solid understanding of game development, design, narrative, charaterization, plot, back story
and world creation elements that are crucial for game writers and designers as they create a detailed world setting, adventure,
characters, narrative and plot suitable for possible publication. Game design and development issues such as writing for games,
emergent complexity, risk reward systems, competitive and cooperative game play will be investigated, analyzed and critiqued.
Examples will be used to highlight and explain the various concepts involved and how the game development process works.
The Routledge Companion to Global Internet Histories brings together research on the diverse Internet histories that have evolved
in different regions, language cultures and social contexts across the globe. While the Internet is now in its fifth decade, the
understanding and formulation of its histories outside of an anglophone framework is still very much in its infancy. From Tunisia to
Taiwan, this volume emphasizes the importance of understanding and formulating Internet histories outside of the anglophone
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case studies and theoretical paradigms that have thus far dominated academic scholarship on Internet history. Interdisciplinary in
scope, the collection offers a variety of historical lenses on the development of the Internet: as a new communication technology
seen in the context of older technologies; as a new form of sociality read alongside previous technologically mediated means of
relating; and as a new media "vehicle" for the communication of content.

Infinite broken night. Milky alien moons. Wavering demons of gold. Held in this jail of immortal threats are three perfect
sisters...Maze of the Blue Medusa is a dungeon. Maze of the Blue Medusa is art. Maze of the Blue Medusa works with
your favorite fantasy tabletop RPGs. And Maze of the Blue Medusa is the madly innovative game book from the awardwinning Zak Sabbath of A Red & Pleasant Land and Patrick Stuart of Deep Carbon Observatory. Lethal gardens, soulrending art galleries, infernal machines--Maze of the Blue Medusa reads like the poetic nightmare of civilizations rotted to
time, and plays like a puzzle-box built from risk and weird spectacle.Praise for Zak Sabbath:"Zak is not just imaginative,
he's bold. Which means that while he recognizes the value of fantasy traditions, he doesn't hesitate for a moment to
throw out anything that's become tired or dull."-- Monte Cook, author of NumeneraPraise for Patrick Stuart's Fire on the
Velvet Horizon:"Superpositioning with strange panache, Velvet Horizon is an (outstanding) indie role-playing-game
supplement, and an (outstanding) example of experimental quasi-/meta-/sur-/kata-fiction. Also a work of art. Easily one of
my standout books of 2015."-- China Miéville, author of Perdido Street Station
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.
In 1974, the release of Dungeons & Dragons forever changed the way that we experience imagined worlds. No longer
limited to simply reading books or watching movies, gamers came together to collaboratively and interactively build and
explore new realms. Based on four years of interviews and game recordings from locations spanning the United States,
this book offers a journey that explores how role-playing games use a combination of free-form imagination and tightly
constrained rules to experience those realms. By developing our understanding of the fantastic worlds of role-playing
games, this book also offers insight into how humans come together and collaboratively imagine the world around us.
Deep beneath the ground, in those regions where the echoes of mankind's feet are seldom heard, where even firelight is
a bizarre intruder from a long-forgotten place, the foes of mankind breed and multiply. It is a realm of dark chaos - for
these creatures of the echoing deeps count each other as rivals and enemies. It is a place without peace, a place without
virtues, a place where every countenance of evil is to be found in sluggish torpor, stirring restlessly in dreams of cruelty
and hatred. These dark and deadly provinces are known as the Under Realms. Most named regions in the Under Realms
are quite distinct from each other, whether by geological formation or by the types of inhabitants that have established
themselves in strategically important areas. Characters who enter this area expecting to find drowic elves, deep gnomes,
and other "normal" features of the Under Realms will swiftly discover the error of their thinking. The Vaults of the Sunless
Sea, located to the north of the Cyclopean Deeps, might fit that description, but the Cyclopean Deeps are a different and
decidedly more unpleasant area into which the denizens of the Vaults seldom venture. This series of adventures forms a
mini-campaign in the depths of the earth, suitable for a party of 4+ characters with an average level of 10-12, or 8+
characters with an average level around 7. For Swords & Wizardry.
It's evening at the Jolly Hippocampus tavern. Locals who frequent the place work on the nearby docks and the
establishment is well known among them for its low-key and quiet nature and is perfect for the down-on-his-luck
adventurer. But something is skulking in the gathering darkness and the tavern has a secret that is about to shatter its
unassuming image and take away the tranquility it has thus far enjoyed. "Cat Calls" is an OGL adventure designed for
four to six 3rd-level characters. It is an official Swords of Kos Fantasy Campaign Setting adventure and can be used with
it or any other traditional fantasy milieu. This scenario includes six pre-generated characters that gamers can use if
desired, and three separate 11x17 maps with 1-inch squares that can be used in conjunction with miniatures. The
Swords of Kos Fantasy Campaign Setting is a system-free milieu that was developed as the playtest backdrop for games
using the OGL/d20, Pathfinder, "Basic" Dungeons & Dragons and Labyrinth Lord retroclone, and Advanced Dungeons &
Dragons rules. Its sourcebooks can be used either individually or in conjunction with one another and include Kos City,
Kos Island, Lands Beyond Kos, Lives of Kos, and Encounters. Affiliated publications include the swords-and-sorcery
novel Swords of Kos: Necropolis and the fiction anthology Swords of Kos: Hekaton, as well as the "Heroes and Monsters
of the Necropolis" Cardstock CharactersTM miniatures. This campaign setting is fully supported with additional fiction and
free bonus material by d-Infinity Online gaming magazine.
An illustrated guide to the history and evolution of the beloved role-playing game told through the paintings, sketches,
illustrations, and visual ephemera behind its creation, growth, and continued popularity. FINALIST FOR THE HUGO
AWARD • FINALIST FOR THE LOCUS AWARD • NOMINATED FOR THE DIANA JONES AWARD From one of the
most iconic game brands in the world, this official DUNGEONS & DRAGONS illustrated history provides an
unprecedented look at the visual evolution of the brand, showing its continued influence on the worlds of pop culture and
fantasy. Inside the book, you’ll find more than seven hundred pieces of artwork—from each edition of the core roleplaying books, supplements, and adventures; as well as Forgotten Realms and Dragonlance novels; decades of Dragon
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and Dungeon magazines; and classic advertisements and merchandise; plus never-before-seen sketches, large-format
canvases, rare photographs, one-of-a-kind drafts, and more from the now-famous designers and artists associated with
DUNGEONS & DRAGONS. The superstar author team gained unparalleled access to the archives of Wizards of the
Coast and the personal collections of top collectors, as well as the designers and illustrators who created the distinctive
characters, concepts, and visuals that have defined fantasy art and gameplay for generations. This is the most
comprehensive collection of D&D imagery ever assembled, making this the ultimate collectible for the game's millions of
fans around the world.
Originally published in hardcover in 2013.
A wickedly whimsical adventure for the world’s greatest roleplaying game. Once every eight years, the fantastic
Witchlight Carnival touches down on your world, bringing joy to one settlement after the next. Its owners, Mister Witch
and Mister Light, know how to put on a good show. But there’s more to this magical extravaganza than meets the eye!
The carnival is a gateway to a fantastic Feywild domain unlike anything found on the Material Plane. Time has not been
kind to this realm, however, and dark days lie ahead unless someone can thwart the dastardly schemes of the Hourglass
Coven. The Wild Beyond the Witchlight takes adventurers from the Witchlight Carnival to Prismeer, a Feywild domain of
delight, and is designed for characters of levels 1–8. This book comes with a poster map that shows the carnival on one
side and Prismeer on the other. • Explore the Plane of Faerie in the first official D&D adventure set primarily in the
Feywild • Easily drop The Witchlight Carnival into any campaign—for passage into the Feywild or just a night of carnival
games and wild entertainment • Introduces two races—play as a fairy or as a harengon, a race of humanoid rabbits •
Adds two backgrounds—the Feylost who grew up in the Feywild, and a Witchlight Hand who works at the carnival • All
encounters can be resolved without resorting to combat, rewarding clever ideas and creative roleplay • Classic 1980s
Dungeons & Dragons characters return, including Warduke, Strongheart, and Kelek
Howard Andrew Jones' powerful world-building brings this epic fantasy to life in For The Killing of Kings, the first book of
his new adventure-filled trilogy. Their peace was a fragile thing, but it had endured for seven years, mostly because the
people of Darassus and the king of the Naor hordes believed his doom was foretold upon the edge of the great sword
hung in the hall of champions. Unruly Naor clans might raid across the border, but the king himself would never lead his
people to war so long as the blade remained in the hands of his enemies. But when squire Elenai’s aging mentor
uncovers evidence that the sword in their hall is a forgery she’s forced to flee Darassus for her life, her only ally the
reckless, disillusioned Kyrkenall the archer. Framed for murder and treason, pursued by the greatest heroes of the realm,
they race to recover the real sword, only to stumble into a conspiracy that leads all the way back to the Darassan queen
and her secretive advisors. They must find a way to clear their names and set things right, all while dodging friends
determined to kill them – and the Naor hordes, invading at last with a new and deadly weapon.
The growth of videogame design programs in higher education and explosion of amateur game development has created
a need for a deeper understanding of game history that addresses not only "when," but "how" and "why." Andrew
Williams takes the first step in creating a comprehensive survey on the history of digital games as commercial products
and artistic forms in a textbook appropriate for university instruction. History of Digital Games adopts a unique approach
and scope that traces the interrelated concepts of game design, art and design of input devices from the beginnings of
coin-operated amusement in the late 1800s to the independent games of unconventional creators in the present. Rooted
in the concept of videogames as designed objects, Williams investigates the sources that inspired specific game
developers as well as establishing the historical, cultural, economic and technological contexts that helped shape larger
design trends. Key Features Full-color images and game screenshots Focuses primarily on three interrelated digital
game elements: visual design, gameplay design and the design of input devices This book is able to discuss design
trends common to arcade games, home console games and computer games while also respecting the distinctions of
each game context Includes discussion of game hardware as it relates to how it affects game design Links to online
resources featuring games discussed in the text, video tutorial and other interactive resources will be included.
The story of the arcane table-top game that became a pop culture phenomenon and the long-running legal battle waged
by its cocreators. When Dungeons & Dragons was first released to a small hobby community, it hardly seemed destined
for mainstream success--and yet this arcane tabletop role-playing game became an unlikely pop culture phenomenon. In
Game Wizards, Jon Peterson chronicles the rise of Dungeons & Dragons from hobbyist pastime to mass market
sensation, from the initial collaboration to the later feud of its creators, Gary Gygax and Dave Arneson. As the game's
fiftieth anniversary approaches, Peterson--a noted authority on role-playing games--explains how D&D and its creators
navigated their successes, setbacks, and controversies. Peterson describes Gygax and Arneson's first meeting and their
work toward the 1974 release of the game; the founding of TSR and its growth as a company; and Arneson's
acrimonious departure and subsequent challenges to TSR. He recounts the "Satanic Panic" accusations that D&D was
sacrilegious and dangerous, and how they made the game famous. And he chronicles TSR's reckless expansion and
near-fatal corporate infighting, which culminated with the company in debt and overextended and the end of Gygax's
losing battle to retain control over TSR and D&D. With Game Wizards, Peterson restores historical particulars long
obscured by competing narratives spun by the one-time partners. That record amply demonstrates how the turbulent
experience of creating something as momentous as Dungeons & Dragons can make people remember things a bit
differently from the way they actually happened.
Time travel has made the Edge of Time a dangerous place. To protect the Edge of Time from the disastrous alterations
of time travelers, the Aeon Legion seeks the greatest soldiers and warriors from the most bloody, war-torn eras in history.
Those they deem worthy gain a chance to compete in the toughest training program ever designed. Terra Mason, a plain
eighteen-year-old girl from the modern United States, has an impressive stubborn streak. Her persistence and bravery
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gains the notice and sponsorship of one of the Aeon Legion's greatest heroines. Now Terra must turn that stubbornness
into determination if she is to contend with history's finest soldiers and somehow pass the Aeon Legion's final test, the
mysterious Labyrinth. She will not quit. Terra will prove that even someone as average as her can still be a heroine.
Hanns Speer is polite, good-natured, charming, a genius inventor of a time travel machine, and a dedicated member of
the Nazi Party. Yet he cannot understand why people from the future regard him and his fellow Nazis as monsters. Now
he must use his charisma and cunning to challenge the seemingly invincible Aeon Legion and its monopoly on time
travel. He will not quit. Hanns will steal history itself if he has to, mistakenly believing it will prove him to be a hero.
DARE TO ENTER THE LABYRINTH OF SOULS ... Dungeon Solitaire: Labyrinth of Souls is a fantasy game for tarot
cards. Defeat monsters, disarm traps, open doors, and navigate mazes as you explore a dangerous dungeon. Collect
treasure and magic items, gain skills, and gather companions. But beware, the dungeon is vast, and death awaits those
who linger too long. If your torches burn out you will be lost forever in the darkness. If your rations run dry, you will starve
or go mad. And the dungeon itself is a force of corruption, threatening all who enter. Includes Basic, Expert, and
Advanced Rules, as well as six game variations: Two-Player Cooperative, Dragon's Lair, Undead Hordes, MegaDungeon, Campaign Mode, and Cartomancy. For one or two players. Playable with any tarot deck. Labyrinth of Souls
tarot cards are available for purchase through matthewlowes.com/games. REVIEWS FOR THE ORIGINAL GAME: "It is
called Dungeon Solitaire ... and it is brilliant." -- John Payne, Sycarion Diversions "It's an amazing game ...." -- Tim
Snider, The Savage Afterworld LABYRINTH OF SOULS BACKER QUOTES: "An extremely awesome, super fun game."
"Amazingly detailed and well thought out .... Absolutely fantastic." "I have been consumed by this game and overjoyed at
how much clever thought went into the making of this project." "There are literally hundreds, if not thousands, of solitaire
variants out there, but this is exactly what I've been looking for since the dawn of time. It's amazing something like this
hasn't been created until now." "Received my book today and absolutely love it." "Arrived and I couldn't stop playing it ....:
-)"
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