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The most evil and complex elements of the Dungeons &
Dragons world are presented for the first time--such as moral
dilemma, slavery, human sacrifice, prostitution, and other
sensitive issues--to allow players to add a level of complexity
to their campaigns.
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.
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. EXPANDED RULES
OPTIONS. Try out rules for sidekicks, supernatural
environments, natural hazards, and parleying with monsters,
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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.
This second book in New York Times bestselling author R. A.
Salvatore’s all-new Forgotten Realms trilogy—full of
swordplay, danger, and imaginative thrills—features one of
fantasy’s most beloved and enduring characters, Drizzt
Do’Urden. Split between time and two worlds, Zaknafein had
always been conflicted. That inner turmoil was magnified by
his inferior position as a male dark elf in the matriarchal drow
society. Only his status as one of the greatest warriors—as
well as his friendship with the mercenary Jarlaxle—kept him
sane. When he finally perished, he was content knowing he
left behind a legacy as substantial as his son Drizzt. Except . .
. someone isn’t ready for Zaknafein to be dead. And now
he’s back, hundreds of years later, in a world he doesn’t
recognize. His son’s companions are not the prideful—and
bigoted—males the drow warrior was accustomed to in his
previous life. Drizzt’s circle includes dwarves, elves, and,
perhaps worst of all, a human wife. Struggling to navigate this
transformed new world, Zaknafein realizes that some things
have not changed: the threat of demons and the
machinations of a drow matron no longer content with her
family’s position in the ranks of Houses. Though he has been
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displaced in time, Zaknafein is still a warrior. And no matter
what prejudices he must overcome, he knows he will do his
duty and fight by Drizzt’s side to stem the tide of darkness
that threatens the Realms.
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!
An exhilarating fairytale adventure from the author of the
Governor General's Award nominated The Grave Robber's
Apprentice. The Dream Witch haunts the forest beyond the
kingdom of Bellumen, waiting to collect on a horrible debt
owed by the king and queen — the heart of their only
daughter, Princess Olivia. Until she has it, none of the
kingdom's children are safe. As Olivia's thirteenth birthday
approaches and the witch's deadline draws near, her
desperate mother seeks help from Prince Leo of
neighbouring Pretonia. But the treacherous prince seizes
their castle instead, determined to marry Olivia and take over
the kingdom. So Olivia makes a daring escape from the
castle, two friends by her side: the peasant boy Milo and a
curious talking mouse with a surprising past. Together, the
friends face certain danger and fantastical adversaries to
save their families and rescue a kingdom.
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.
Battle or befriend more than 100 weird and alien life forms in
this creature collection for the Starfinder Roleplaying Game!
Every new world and space station comes with its own
dangers, from strange new cultures to extraterrestrial
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predators to massive spacefaring organisms capable of
battling starships. Inside this book, you'll find rules and
ecological information for creatures from across the known
worlds, plus exotic alien gear, complete magical
polymorphing rules, and more. A robust selection of template
grafts gives you the tools you need to populate any planet
with environment-appropriate fauna, and racial rules for many
of the new species let you be the alien! Want to play an
intelligent, multi-legged centipede? An emotionless, maskwearing mollusk? An uplifted bear? Explore the limits of your
galaxy and your game with Starfinder Alien Archive 2!

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.
Explore a wealth of peril and personalities in this
campaign book for the world’s greatest roleplaying
game, Dungeons & Dragons. Acquisitions Incorporated
is a different flavor of Dungeons & Dragons. A fifth
edition D&D book created in partnership with Penny
Arcade Inc. and inspired by the podcast and web series,
this book is full of madcap heists, hilarious moments, and
all the ingredients you need to include the adventurers of
Acquisitions Incorporated in your own fifth edition D&D
campaign. • Start up your own Acquisitions Incorporated
franchise in the Forgotten Realms or anywhere in the
multiverse. • Live out your fantasy of climbing the
corporate ladder of the most notorious retrieval agency in
the Forgotten Realms—Acquisitions Incorporated. • The
224-page book will give Dungeon Masters and players
plenty of bits to play a D&D fifth edition game just as if
Page 4/18

Acces PDF Srd Drow D D Wiki
you were on stage with the crew at PAX! New
backgrounds, character options, franchise information
and more. • You'll also find an adventure that will take
characters from levels 1 through 6, establishing your
party's claim on a world they've just begun to
explore—and to strip-mine for profit. 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 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
Page 5/18

Acces PDF Srd Drow D D Wiki
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
Newly returned to the demon-infested Underdark, Drizzt
Do’Urden faces his most dangerous adventure yet
Drizzt is going home, but not to Mithral Hall or to Icewind
Dale. He's going to Menzoberranzan, the very place he
left as a young and outcast drow. Something
terrible—immense—unspeakable, has come to the City of
Spiders, leaving death and destruction in its wake. As
the damage of the Darkening, of war, and of a demonravaged Underdark sends cracks out across the North,
causing irreparable damage, Drizzt and his companions
find their lives endangered once more. When the
primordial of Gauntlgrym stirs, Catti-brie and Gromph
venture to the ruins of the Host Tower of the Arcane in
Luskan, seeking the only power that can keep the beast
in check. Meanwhile, Jarlaxle holds the strings for them
all, orchestrating a masterpiece of manipulation that
brings old enemies together, and tears old friends apart.
But even the wily and resourceful Jarlaxle may not
realize just how narrow a path he walks. The City of
Spiders might already have fallen to the demons and
their wicked prince. What's to say the demons will stop
there? Maestro is the second book in the Homecoming
trilogy and the thirty-second book in the Legend of Drizzt
series.
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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 dragongod—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 dragonthemed 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
Contains four fantasy adventures with Drizzt Do'Urden
and his allies who fight the Spider Queen Lolth and her
followers in their defense against darkness.
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A Rampage of New 5th Edition Monsters! DM: "A
mysterious figure in a cloak approaches you in the
tavern..." PALADIN: "Aha! This must be a wizard with a
map to a dungeon!" DM: "...and he's ticking." ROGUE:
"RUN!" Whether you need scuttling dungeon denizens,
alien horrors, or sentient avatars of the World Tree, the
Creature Codex has you covered! Nearly 400 new foes
for your 5e game--everything from acid ants and grave
behemoths to void giants and zombie lords. Creature
Codex includes: * A dozen new demons, and five new
angels * Wasteland dragons and dinosaurs * All-new
golems, including the altar flame golem, doom golem,
and keg golem * Monsters inspired by Mesoamerican,
Hindustani, and Asian legends and folklore * Chieftains
and other leaders for ratfolk, centaurs, goblins, trollkin,
and more * New undead, including a heirophant lich
suitable for lower-level characters (but plenty tough!)
...and much more! Use them in your favorite published
setting, or populate the dungeons in a world of your own
creation. Pick up Creature Codex and surprise your
players with monsters they won't be expecting!
Reduced to ruins by supernatural cataclysms,
Neverwinter rises from the ashes to reclaim its title as
the Jewel of the North. Yet even as its citizens return and
rebuild, hidden forces pursue their own goals and
vendettas, any one of which could tear the city apart.
Neverwinter has long been one of the most popular
locations in the Forgotten Realms® campaign world.
This book presents a complete heroic-tier campaign
setting that plunges players into the politics,
skullduggery, and peril of a city on the brink of
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destruction or greatness. A wealth of information about
Neverwinter and its environs is provided: maps, quests,
encounters, and statistics -- everything a Dungeon
Master needs for his heroic tier adventures.
The nine martial disciplines presented in this supplement
allow a character with the proper knowledge and focus to
perform special combat maneuvers and nearly magical
effects. Information is also included on new magic items and
spells and new monsters and organizations.
They have been shunned and feared by society forever. Born
of tainted bloodlines and raised in shameful secrecy, the
tieflings of Golarion count among their ancestors some of the
greatest evils of the Great Beyond. Yet not all tieflings
succumb to the sinister compulsions of their evil blood - some
strive to rise above the stereotype and become heroes in
their own right. This Pathfinder sourcebook explores all that it
is to be a tiefling, including not only an extensive discussion
of tiefling culture and society, but also presenting numerous
variations on the standard tiefling character. Rules for tieflings
of specific fiendish heritages, new feats and magic, variant
tiefling abilities and tiefling appearances, and new options for
inquisitors, summoners, sorcerers, clerics and more await
discovery in this Pathfinder Player Companion.
With a cover from fan-favorite artist Wayne Reynolds and
lavish full-color interior illustrations, the 320-page hardcover
Pathfinder RPG Advanced Player's Guide is an essential
volume for gamers eager to take the next step in their
Pathfinder journey. New Classes in the Advanced Player's
Guide include: The Alchemist: An arcane mystic who brews
salves and unguents to modify his body in freakishly effective
ways. The Cavalier: A noble warrior who weaves through high
society as easily as he does the most treacherous battles.
The Inquisitor: An agent of faith trained to root out the dark
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secrets and even darker monsters that haunt the forgotten
corners of the world. The Oracle: A divine mystic dedicated to
a mysterious occult tradition that grants her fantastic powersbut at great cost. The Summoner: An arcane spellcaster who
conjures powerful servitor creatures from beyond the veil of
reality to serve his whims. The Witch: A versatile caster who
gains her spells from the eldritch whispers of her bonded
familiar and casts potent hexes to aid allies and vex foes.
Taking a fresh look at arcane magic in the D&D game, this
guide provides new ideas that put arcane magic into the
hands of the players and Dungeon Masters in interesting
ways. It also provides new types of feats, spells, warlock
invocations, prestige classes, and magic items for characters
that cast arcane spells.
From New York Times bestselling author R. A. Salvatore
comes a new trilogy and adventure of Drizzt and fantasy’s
beloved characters from Dungeons & Dragons’ Forgotten
Realms. After the settling dust of the demon uprising and two
years of peace, rumblings from the Menzoberranzan drow
have Jarlaxle nervous. Worried his allies may be pulled into a
Civil War between the great Houses, he is eager to ensure
Zaknafein is armed with weapons befitting his skill, including
one in particular: Khazid’hea. A powerful artifact, the sword
known as “Cutter” has started wars, corrupted its users, and
spilled the blood of many, many people. Nonetheless—or
maybe because of that—the rogue Jarlaxle and a small group
of friends will go on an expedition looking for the weapon’s
last wielder, Doum’wielle, in the freezing north, for she may
be the key to unlocking the sword’s potential…and perhaps
the key to preventing the bloodshed looming over the
Underdark. And as they explore the top of the world, Drizzt is
on a journey of his own—both spiritual and physical. He wants
to introduce his daughter Brie to Grandmaster Kane and the
practices that have been so central to his beliefs. But, having
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only recently come back from true transcendence, the drow
ranger is no longer sure what his beliefs mean anymore. He
is on a path to determining the future, not just for his family,
but perhaps the entire northlands of the Realms themselves.
Two different roads. On one, Jarlaxle and Zaknefein are on a
quest to find pieces that could offer salvation to
Menzoberranzan. On the other, Drizzt seeks answers that
could offer salvation to not just his soul, but all souls. And no
matter the outcome of either journey, the Realms will never
be the same again.
First published in the year 1842, the present book 'The
Masque of the Red Death' by Edgar Allan Poe is a gothic
short story that follows Prince Prospero's attempts to avoid a
dangerous plague, known as the Red Death, by hiding in his
abbey.
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.
You belong to one of the great dynastic houses of commerce,
and you bear an arcane symbol of your house's power on
your skin. This dragonmark makes you special. It grants you
access to arcane powers. Whether it's a gift of the great
dragon Eberron or a sign of the draconic Prophecy, no one
knows. However, one thing is certain: Those who possess
dragonmarks have a destiny, the exact nature of which has
yet to be revealed....

Get everything you need to adventure in the Forgotten
Realms on the exciting Sword Coast, home to the cities
of Baldur’s Gate, Waterdeep, and Neverwinter. Crafted
by the scribes at Green Ronin in conjunction with the
Dungeons & Dragons team at Wizards of the Coast, the
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Sword Coast Adventurer’s Guide provides D&D fans
with a wealth of detail on the places, cultures, and deities
of northwestern Faerûn. The Sword Coast Adventurer’s
Guide is also a great way to catch up on recent events in
the Forgotten Realms, to get background on locations
featured in the Rage of Demons storyline coming in
September, and to learn the lore behind video games
like Neverwinter and Sword Coast Legends. Here are
just a few of the features you’ll find in the Sword Coast
Adventurer’s Guide: · Immersive Adventuring: This
campaign sourcebook provides players and Dungeon
Masters material for creating vibrant fantasy stories
along the Sword Coast. · New Character Options: The
book offers new subclass options, such as the Purple
Dragon Knight and the Swashbuckler, for many of the
classes presented in the Player’s Handbook, as well as
new subraces and backgrounds specific to the Forgotten
Realms. · Adventure in the Forgotten Realms: Discover
the current state of the Forgotten Realms and its deities
after the Spellplague and the second Sundering. You’ll
also get updated maps of this area of the Realms. ·
Compatible with Rage of Demons storyline: Make
characters for use with the Out of the Abyss adventure
and fight back the influence of the demon lords in the
Underdark below the Sword Coast. · Insider Information:
Learn the background behind locations, such as Luskan
and Gracklstugh, featured in the upcoming digital RPG,
Sword Coast Legends, from n-Space. With new
character backgrounds and class options, players will
love the storytelling possibilities of playing a noble of
Waterdeep, an elf bladesinger, or one of the other new
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options, while Dungeon Masters will relish a book full of
mysterious locations and story hooks to keep players
adventuring on the Sword Coast for years to come. Look
for Sword Coast Adventurer’s Guide to be available on
November 3.
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 definitive sourcebook for the Pathfinder Roleplaying
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Game provides tons of new character options for all
seven "core" player character races, from archetypes
that allow elf characters to explore their connection to
nature and magic, to feats and spells that let a dwarf
character carry on the legacy of his multi-generational
clan, or a gnome explore her connection to the First
World or delve deep into her weird obsessions.
Additionally, the Advanced Race Guide offers meaty
sections on a dozen "spotlight" races that make
interesting and exciting player character options, such as
goblins, aasimar, tieflings, dhampyrs, drow, the
elemental races from Bestiary 2, and several others,
and, for the first time, allows players to create and play
characters like merfolk, grippli, duergar, stryx, and every
other appropriate monster currently in the Pathfinder
game. Lastly, the Advanced Race Guide includes an
extensive section that allows players and GMs to build
their own custom races, either to emulate more powerful
creatures that already exist in the game or to create
wholly original characters unique to their campaign.
Features statistic blocks for over three hundred of the
game's characters, offers ideas for using characters in
combat and roleplaying situations, and provides tactical
suggestions that bring out the best of each character's
abilities.
Provides guidance and fresh angles to the Dungeons &
dragons game Eberron.
"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
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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.
Presents an introduction to Dungeons and Dragons with
information on the rules, characters, weapons and gear,
and game etiquette.
Play 4th Edition D&D in style with this deluxe rulebook.
The Monster Manual presents more than 300 official
monsters for all levels of play, including illustrations and
complete game statistics. This is a premium, foil cover
version of the 4th Edition Monster Manual that every
Dungeons & Dragons player and Dungeon Master can
appreciate.

Hundreds of old and new monsters for your 4th
edition D&D(R) game! This core rulebook presents
hundreds of monsters for your D&D campaign.
Classic monsters such as centaurs and frost giants
make their first 4th edition appearance here. In
addition, this book includes scores of new monsters
to challenge characters of heroic, paragon, and epic
levels.
This new D&D sourcebook details the major races of
the Eberron world, with an in-depth look at the new
races of the Eberron Campaign Setting, including
changelings, the kalashtar, shifters, and the
warforged.
Aimed at players and Dungeon Masters, this game
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supplement explores the heroes and wonders of
Athas--a savage desert world abandoned by the
gods and ruled by terrible sorcerer-kings.
This updated version of the bestselling "D&D
Psionics Handbook" is now largerand with a new
cover.
This book enables players to weave elements of the
Feywild into their existing and future characters. It
contains exciting new character builds and options
that are thematically rooted to the Feywild, a wild
and verdant plane of arcane splendor, full of
dangerous and whimsical creatures.
In Alagaèesia, a fifteen-year-old boy of unknown
lineage called Eragon finds a mysterious stone that
weaves his life into an intricate tapestry of destiny,
magic, and power, peopled with dragons, elves, and
monsters.
From the creator of the popular blog The Monsters
Know What They’re Doing comes a compilation of
villainous battle plans for Dungeon Masters. In the
course of a Dungeons & Dragons game, a Dungeon
Master has to make one decision after another in
response to player behavior—and the better the
players, the more unpredictable their behavior! It’s
easy for even an experienced DM to get bogged
down in on-the-spot decision-making or to let combat
devolve into a boring slugfest, with enemies running
directly at the player characters and biting, bashing,
and slashing away. In The Monsters Know What
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They’re Doing, Keith Ammann lightens the DM’s
burden by helping you understand your monsters’
abilities and develop battle plans before your fifth
edition D&D game session begins. Just as soldiers
don’t whip out their field manuals for the first time
when they’re already under fire, a DM shouldn’t
wait until the PCs have just encountered a dozen
bullywugs to figure out how they advance, fight, and
retreat. Easy to read and apply, The Monsters Know
What They're Doing is essential reading for every
DM.
The war against the orcs is far from over in this
opening installment of a bold new trilogy in the
Legend of Drizzt series The end of winter is near,
and it seems the uneasy peace between the
dwarves of Mithral Hall and the orcs of the newly
established Kingdom of Many-Arrows will not last
long. The orc tribes united under Obould are
splintering, with some seeking to establish an
alliance with a clan of half ogres-half orcs. Drizzt,
too, feels himself torn apart, unsure which of the
Companions needs him most: As Catti-brie recovers
from a serious injury, Wulfgar mourns the death of
his wife. Together, the broken pair leaves Mithral
Hall for Silverymoon, hoping to find a trail that leads
to Wulfgar’s lost adopted daughter. Meanwhile,
Bruenor begins his own desperate search.
Determined to end the war that nearly cost him his
life and everything he has built, he will stop at
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nothing until he finds the ancient dwarven city of
Gauntlgrym. But to truly end the war, drastic
changes must be made. Powerful individuals on both
sides may have to alter the way they see each
other—and perhaps even talk to one another—for it will
take more than swords and axes to bring a lasting
peace to the Spine of the World. The Orc King is the
first book in the Transitions series and the twentieth
installment in the Legend of Drizzt series.
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