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Dark Sun Dungeons and Dragons: Exploring the Harsh World of Athas

dark sun dungeons and dragons is a phrase that immediately conjures images of a brutal, post-

apocalyptic fantasy setting unlike any other in the Dungeons & Dragons multiverse. Unlike traditional

high-fantasy campaigns filled with lush forests, noble knights, and ancient elves, Dark Sun plunges

players into the savage desert world of Athas—a place where survival is a daily struggle, magic is

feared and corrupted, and powerful sorcerer-kings rule with iron fists. This unique campaign setting

has captivated fans for decades, blending classic tabletop role-playing with a gritty, sun-scorched

environment that challenges both players and Dungeon Masters alike.

If you’re curious about what makes Dark Sun stand out or you’re considering running a campaign set

in this harsh world, this article will guide you through the essential elements, lore, gameplay

mechanics, and tips for bringing the desolate beauty of Athas to life.

The Origins of Dark Sun in Dungeons and Dragons

Dark Sun was first introduced in 1991 by TSR as a campaign setting for AD&D 2nd Edition. It was a

bold departure from the traditional fantasy worlds like Forgotten Realms or Greyhawk, designed to

offer a grimmer, more survival-focused experience. The setting was heavily inspired by post-

apocalyptic fiction, desert adventure stories, and even elements of sword-and-sorcery fiction.

At its core, Dark Sun challenges players to think differently. Resources like water and metal are

scarce, magic has devastating consequences, and the environment itself is an adversary. This stark

change in tone and style made Dark Sun a niche but beloved setting, often praised for its immersive

world-building and unique character options.



The World of Athas: A Harsh Desert Landscape

Athas is a dying world, with vast deserts that stretch endlessly under a blazing sun. The environment

shapes every aspect of life here—from the scarcity of water and food to the brutal politics of city-states

ruled by sorcerer-kings. Unlike other D&D settings where nature often provides bounty, Athas’s

ecology is fragile and unforgiving.

The landscape is dotted with ruined cities, twisted metal relics of a forgotten past, and dangerous

creatures adapted to the harsh environment. Sandstorms, canyons, and oases are common terrain

features, and survival often hinges on one’s ability to scavenge and adapt.

Unique Features of Dark Sun Dungeons and Dragons

What truly sets Dark Sun apart in the broader Dungeons & Dragons universe are its unique mechanics

and thematic elements. Here’s a closer look at some of the features that define the setting.

Psionics: Mind Power in a World of Magic

Unlike many D&D worlds where arcane magic dominates, psionics—the power of the mind—is a

fundamental force in Dark Sun. Nearly every character has some level of psionic ability, making mental

powers as common as sword skills. This emphasis on psionics adds a fresh dynamic to gameplay,

encouraging players to explore abilities like telepathy, telekinesis, and mind control.

Psionics also replace some traditional magic roles and offer alternatives to spellcasting, which is often

dangerous and corrupting in this setting.



Defiling and Preserving Magic

Magic in Dark Sun isn’t just about casting spells—it has a moral and ecological impact. There are two

types of arcane magic users: defilers and preservers.

- **Defilers** draw power by draining the life energy from the surrounding environment, causing plants

and animals to wither and die. This destructive form of magic makes defilers feared and hated but also

very powerful.

- **Preservers**, on the other hand, use magic more carefully, trying to avoid damaging the

ecosystem. They are rarer and often viewed with suspicion or awe.

This mechanic introduces interesting role-playing dilemmas and strategic choices, as players must

weigh power against consequences.

Survival and Scarcity

Dark Sun’s brutal environment heavily influences gameplay. Water, metal, and other resources are

precious commodities. Weapons and armor made from metal are rare; instead, characters often rely

on bone, obsidian, and other natural materials. This scarcity affects equipment choices and economy,

making scavenging and trading vital parts of the game.

Survival skills, such as finding water, navigating deserts, and avoiding dangerous creatures, become

essential. The world’s harshness forces players into a constant struggle, emphasizing teamwork and

planning.

Character Creation and Classes in Dark Sun

When creating a character in a Dark Sun campaign, the usual D&D archetypes are adapted to fit the



setting’s unique flavor.

Races of Athas: Beyond Traditional Fantasy

Dark Sun features many familiar races but with unique twists:

- **Thri-kreen:** Insectoid warriors with natural psionic abilities and quick reflexes, well-suited for the

desert environment.

- **Mul:** A hardy human-dwarf hybrid bred for strength and endurance, often used as gladiators or

slaves.

- **Half-Giants:** Massive and powerful, they are rare but formidable.

- **Elves:** Unlike their forest-dwelling counterparts in other settings, Dark Sun elves are nomadic

desert dwellers, often fierce and quick.

These races provide diverse role-playing opportunities and reflect the setting’s harsh realities.

Classes and Professions

While many core D&D classes exist, Dark Sun introduces some distinctive variants:

- **Gladiators:** Fighters who excel in arena combat, reflecting the brutal entertainment culture of the

city-states.

- **Defiler and Preserver Wizards:** As mentioned, these are subclasses with unique magical

philosophies and consequences.

- **Psionicists:** Specialized in mental powers, these characters can be anything from telepaths to

mind warriors.

Additionally, certain classes like clerics are notably absent or heavily altered due to the lack of

traditional gods in Athas.



Running a Dark Sun Campaign: Tips for Dungeon Masters

DMs interested in running a Dark Sun campaign should be prepared to emphasize survival, political

intrigue, and the harsh realities of Athas.

Emphasizing the Environment

Make the desert setting a character in its own right. Use environmental challenges like sandstorms,

extreme heat, and scarce resources to create tension. Encourage players to think creatively about how

to survive.

Focus on Moral Complexity

Dark Sun’s magic system and political landscape invite complex ethical decisions. Whether players

choose to be defilers, preservers, or psionic warriors, their choices should have meaningful

consequences that affect the story and world.

Integrate City-States and Sorcerer-Kings

The city-states ruled by powerful sorcerer-kings are central to Dark Sun’s political intrigue. Building

plots around these rulers, their rivalries, and the oppression they enforce can create rich storytelling

opportunities.



The Legacy of Dark Sun in the Dungeons & Dragons Universe

Although Dark Sun’s original boxed sets are out of print, the setting continues to influence Dungeons &

Dragons through various editions and fan communities. Its unique blend of post-apocalyptic themes,

psionics, and harsh survival mechanics makes it a perennial favorite for players seeking a darker,

more challenging fantasy experience.

Many modern DMs borrow elements from Dark Sun—such as scarcity-based survival mechanics or

psionic powers—to add depth and variety to their campaigns. The setting has also inspired novels,

video games, and artwork, ensuring that the world of Athas remains vibrant in the imagination of D&D

enthusiasts.

Whether you’re a veteran player longing for a return to Athas or a newcomer eager to explore a world

where the sun burns hot and hope is a precious resource, Dark Sun Dungeons and Dragons offers a

compelling, unforgettable adventure unlike any other.

Frequently Asked Questions

What is the Dark Sun setting in Dungeons & Dragons?

Dark Sun is a unique campaign setting for Dungeons & Dragons characterized by a post-apocalyptic

desert world called Athas, where magic has devastated the environment, and survival is harsh. It

features distinctive themes such as psionics, defiling magic, and a scarcity of metal.

Which editions of Dungeons & Dragons support the Dark Sun campaign

setting?

Dark Sun was originally released for Advanced Dungeons & Dragons 2nd Edition in the 1990s. It has

since been adapted unofficially for 3rd and 5th editions by fans, with official support recently returning



in 4th Edition and the release of new materials for 5th Edition.

What makes magic different in Dark Sun compared to other D&D

settings?

In Dark Sun, magic is divided into two main types: defiling and preserving. Defiling magic draws life

energy from the environment, causing ecological destruction, while preserving magic attempts to use

magic without harming the surroundings. This mechanic significantly affects gameplay and story

elements.

Who are the major antagonists in the Dark Sun setting?

The major antagonists in Dark Sun are the sorcerer-kings, powerful rulers who control city-states with

tyrannical might. They possess immense magical power and often serve as central villains or complex

NPCs in campaigns.

How does psionics play a role in Dark Sun?

Psionics, or mental powers, are widespread and integral to the Dark Sun setting. Most characters

possess some psionic ability, and psionic classes and powers are common, reflecting the harsh

environment and the scarcity of magic.

What are some iconic races and classes unique to Dark Sun?

Dark Sun features unique races such as the Thri-kreen (insectoid warriors) and half-giants, which are

not commonly found in other D&D settings. Additionally, classes like the gladiator are prominent,

emphasizing the brutal and survivalist nature of Athas.

Additional Resources

Dark Sun Dungeons and Dragons: An In-Depth Exploration of a Unique Campaign Setting



dark sun dungeons and dragons represents one of the most distinctive and evocative campaign settings

within the broader Dungeons & Dragons (D&D) universe. First introduced in the early 1990s, Dark Sun

offers players and Dungeon Masters a departure from the traditional high fantasy realms characterized

by lush forests, sprawling kingdoms, and classic medieval motifs. Instead, it plunges adventurers into

the harsh, post-apocalyptic desert world of Athas, where survival is a daily struggle, magic has

devastating consequences, and morality is often shaded in ambiguity.

This article investigates the defining features of Dark Sun, its impact on the Dungeons & Dragons

franchise, and how it continues to captivate players seeking a grittier, more challenging narrative

environment.

The Genesis and Evolution of Dark Sun in Dungeons & Dragons

Dark Sun was launched as a campaign setting in 1991 with the release of the boxed set “Dark Sun

Campaign Setting,” designed by Timothy Brown and Troy Denning. Its inception was driven by a

desire to break away from the high-fantasy tropes that dominated role-playing games at the time,

offering something more raw, brutal, and evocative of a dying world. Unlike Forgotten Realms or

Dragonlance, Dark Sun presented a landscape ravaged by magic itself, where defiling wizards leech

life energy from the environment, leaving barren wastelands.

Over the years, Dark Sun has seen several revisions and reprints, including adaptations for D&D’s

2nd, 3rd, and 4th editions. Each iteration has sought to maintain the core themes of scarcity, survival,

and moral complexity while updating mechanics to fit evolving gameplay standards.

Setting and Atmosphere: Athas, the Dying World

The world of Athas is arguably the most defining characteristic of Dark Sun. Unlike traditional D&D

settings, Athas is a desert planet plagued by relentless heat, scarcity of water, and a shattered

ecology. The environment itself shapes the campaign’s tone: oppressive, dangerous, and unforgiving.



Key elements include:

Scarcity of Resources: Water, metal, and food are precious commodities, drastically influencing

player strategies and world interactions.

Psionics and Magic: Psionics are widespread and integral, with many characters possessing

mental powers. Magic, especially defiling magic, is a double-edged sword that damages the

environment, adding a layer of ethical tension.

City-States and Tyranny: Athas is governed by powerful sorcerer-kings who rule city-states with

iron fists, highlighting themes of oppression and rebellion.

The setting’s bleakness provides a stark contrast to the more heroic and idealistic D&D worlds,

offering players a chance to engage with complex social dynamics and survivalist storytelling.

Unique Mechanics and Gameplay Innovations

Dark Sun introduced several mechanics that differentiate it from standard D&D campaigns:

Character Races: Traditional fantasy races are reimagined or replaced. For instance, elves are1.

desert nomads, dwarves dwell underground, and new races like the Thri-kreen (insectoid

warriors) add fresh dynamics.

Psionics Integration: Unlike many D&D settings where psionics are rare or optional, Dark Sun2.

integrates psionic powers as a fundamental aspect of character abilities.

Weapon and Armor Scarcity: Metal is extremely rare, leading to unique weaponry made from3.



bone, obsidian, and other unconventional materials, affecting combat tactics.

Magic System: The defiling and preserving dichotomy in magic spells forces players to consider4.

the ecological and moral implications of their choices.

These innovations contribute to a more tactical and immersive gaming experience, emphasizing

resource management, ethical decision-making, and adaptive combat strategies.

Comparative Analysis: Dark Sun Versus Other D&D Settings

When compared to other popular settings like Forgotten Realms or Eberron, Dark Sun stands apart in

several critical ways:

Tone and Theme: While many D&D worlds emphasize heroism and fantasy epic, Dark Sun

adopts a post-apocalyptic, survivalist tone, where heroes are often antiheroes or morally grey

figures.

Environmental Storytelling: The harsh desert setting is not merely backdrop but actively

influences gameplay, narrative, and character development.

Magic and Power Dynamics: The destructive nature of magic and the prevalence of psionics

provide unique challenges and opportunities that are less explored in other settings.

Player Agency: The scarcity of resources and oppressive political environment encourage player

creativity and problem-solving beyond combat, often involving negotiation, stealth, and alliance-

building.



These differences make Dark Sun a compelling alternative for players and DMs seeking a campaign

that challenges conventional D&D norms.

Strengths and Challenges of Running a Dark Sun Campaign

Embarking on a Dark Sun campaign offers several advantages:

Rich Narrative Depth: The setting’s complexity allows for storytelling that explores themes of

survival, ethics, and power.

Fresh Roleplaying Opportunities: Unique races and societal structures provide a canvas for

players to craft distinctive characters.

Strategic Gameplay: Resource scarcity and environmental hazards add layers of tactical

decision-making.

However, it also presents certain challenges:

Steeper Learning Curve: The unique rules for psionics, magic, and equipment may require extra

preparation for both players and DMs.

Limited Familiarity: Some players accustomed to traditional fantasy settings might find the harsh

tone and unfamiliar mechanics daunting.

Balancing Difficulty: The oppressive environment can lead to higher mortality rates, necessitating

careful campaign balancing to maintain engagement.



Understanding these factors is essential for maximizing the Dark Sun experience and tailoring it to

individual gaming groups.

The Legacy and Continued Relevance of Dark Sun in the D&D

Community

Despite its origins over three decades ago, Dark Sun maintains a dedicated fanbase and continues to

influence Dungeons & Dragons culture. Its setting has inspired novels, video games, and fan content,

demonstrating its enduring appeal. Recent interest in darker, more mature roleplaying experiences has

led to renewed discussions about revisiting or updating the Dark Sun setting for newer editions.

Moreover, the setting’s emphasis on psionics and ecological consequences resonates with

contemporary themes, making it a fertile ground for storytelling that reflects modern sensibilities.

In exploring Dark Sun, players and DMs gain access to a unique blend of fantasy and post-apocalyptic

elements that challenge traditional paradigms and invite deeper engagement with the world and its

inhabitants. Whether used as a primary campaign or a thematic one-shot, Dark Sun offers a strikingly

different lens through which to experience the multifaceted world of Dungeons & Dragons.

Dark Sun Dungeons And Dragons

  dark sun dungeons and dragons: Dark Sun Creature Catalog Richard Baker, Ari Marmell,
Chris Sims, 2010-08-17 This supplement collects the most iconic and dangerous monsters of the
Dark Sun campaign setting into one handy tome. It also contains other hazards and threats found in
the desert wastelands and dungeon tombs of Athas.
  dark sun dungeons and dragons: Dark Sun Campaign Setting Richard Baker, Robert J.
Schwalb, Rodney Thompson, 2010-08 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.
  dark sun dungeons and dragons: Dark Sun Tim Brown, 1991-10-01
  dark sun dungeons and dragons: Theology, Religion, and Dungeons & Dragons Scott

https://santacruzdance.org/archive-th-199/dark-sun-dungeons-and-dragons.pdf


Donahue-Martens, Brandon Simonson, 2024-12-15 On its 50th anniversary, the tabletop role-playing
game Dungeons & Dragons (D&D) has found renewed popularity and a generally positive
representation in popular culture. Reflecting on these fifty years of development and history, and
looking forward to D&D’s bright future, Theology, Religion, and Dungeons & Dragons: Explorations
of the Sacred through Fantasy Worlds</i> explores the intersection of D&D with the academic
disciplines of Theology and Religious Studies. From Tolkien’s notion of sub-creation to pedagogical
ponderings on hell, readers will uncover deeply theological and religious aspects of Dungeons &
Dragons in this volume. Unlike some during the so-called Satanic Panic, the authors of this volume
embrace D&D as spiritually and theologically formative. Discussions on alignment and campaign
settings like Dark Sun and Ravenloft foreground notions of interrelating and wellbeing, and
reflections on communal conceptions of canon and spiritual formation chart paths forward by
understanding historical realities. This volume responds to growing interest in the academic study of
tabletop role-playing games in general and D&D in specific, and it addresses pressing issues in the
academic disciplines of Theology and Religious Studies.
  dark sun dungeons and dragons: Fifty Years of Dungeons & Dragons Premeet Sidhu,
Marcus Carter, Jose P. Zagal, 2024-05-14 On the fiftieth anniversary of Dungeons & Dragons, a
collection of essays that explores and celebrates the game’s legacy and its tremendous impact on
gaming and popular culture. In 2024, the enormously influential tabletop role-playing game
Dungeons & Dragons—also known as D&D—celebrates its fiftieth anniversary. To mark the occasion,
editors Premeet Sidhu, Marcus Carter, and José Zagal have assembled an edited collection that
celebrates and reflects on important parts of the game’s past, present, and future. Each chapter in
Fifty Years of Dungeons & Dragons explores why the nondigital game is more popular than
ever—with sales increasing 33 percent during the COVID-19 pandemic, despite worldwide
lockdowns—and offers readers the opportunity to critically reflect on their own experiences,
perceptions, and play of D&D. Fifty Years of Dungeons & Dragons draws on fascinating research and
insight from expert scholars in the field, including: Gary Alan Fine, whose 1983 book Shared Fantasy
remains a canonical text in game studies; Jon Peterson, celebrated D&D historian; Daniel Justice,
Canada Research Chair in Indigenous Literature and Expressive Culture; and numerous leading and
emerging scholars from the growing discipline of game studies, including Amanda Cote, Esther
MacCallum-Stewart, and Aaron Trammell. The chapters cover a diverse range of topics—from D&D’s
adoption in local contexts and classrooms and by queer communities to speculative interpretations
of what D&D might look like in one hundred years—that aim to deepen readers’ understanding of
the game.
  dark sun dungeons and dragons: The Mark of Nerath Bill Slavicsek, 2010-10-05 It is a time of
magic and monsters, a time when only a few scattered points of light glow with stubborn
determination amid a rising tide of shadows. It is a time when only the bravest heroes dare tread the
wild of the unknown… About a century ago, the collapse of Nerath, the last empire of the world,
ushered in a dark age that continues to this day, the peace and prosperity of the past seemingly lost
forever. However, even those fabled days weren’t without a few blemishes. One of these was
Emperor Magroth the First, a tyrant and a conqueror; cruel, ambitious, filled with delusions of
grandeur and dreams of destiny, and more than a bit insane. During Magroth’s reign, rumors of
necromancy and demon worship were rampant, but the truth was far worse. Thanks to deals he
made, pacts he agreed to, and rituals he performed, death was not the end Emperor Magroth.
Instead, a piece of him was drawn into the Shadowfell where he became the ruler of a domain of
dead. From this vantage, the old king prepared for his return—and the new empire he would forge
from the ruins of old. Now Magroth has made a new deal with Orcus, the Demon Prince of Undeath,
that frees him from his eternal prison for a year and a day. In that time, Magroth must re-establish
his ancient kingdom while also accomplishing a series of terrible tasks for Orcus. To this end,
Magroth’s plans intersect with two other threats that are rising in the world. Where these threats
meet, the world shudders. And it falls to our heroes to keep the fragile lights of civilization burning
for another day



  dark sun dungeons and dragons: Fate of Thorbardin Douglas Niles, 2010-01-26 The battle
for the kingdom of the dwarves comes to the door of its mad king... Brandon Bluestone has finally
cleared his family’s name and rallied the nation of dwarves. Now one great task remains to him: he
must open up the greatest of the dwarf nations, Thorbardin, which has been sealed against the
outside world by the edict of a mad king. Aided by Gretchan Pax, a mighty priestess, Brandon leads
an army to the north gate of Thorbardin. The hill dwarves and mountain dwarves strive to bury
longstanding enmity and form an uneasy alliance against the King of Thorbardin and his potent
magical minions.
  dark sun dungeons and dragons: Navigating the Multiverse Barrett Williams, ChatGPT,
2025-03-09 **Unlock the Secrets of a Boundless Playground Navigating the Multiverse** Dive into
the vast and exhilarating universe of Dungeons & Dragons, where imagination knows no bounds and
every campaign is a gateway to countless adventures. Navigating the Multiverse is your
indispensable guide to the rich tapestry of iconic D&D campaign settings, offering a treasure trove
of ideas and insights to elevate your gameplay. Begin your journey with an exploration of the
pantheon of campaign settings, each a unique realm of fantasy waiting to be discovered. The
legendary Forgotten Realms of Faerûn beckon with their deep lore and mystical landscapes.
Unearth the original birthplace of campaigns in Greyhawk, where classic adventures await your
courage and cunning. Venture into the industrial fantasy of Eberron, where magic and modernity
collide in a world brimming with innovation and intrigue. Survive the harsh, post-apocalyptic
wastelands of Dark Sun, a land where the rules of nature are as wild and dangerous as the creatures
that inhabit it. Explore the complex planar realities of Planescape, where philosophy and power
shape existence itself. Enter the dark corners of Ravenloft, a gothic horror setting where dread and
despair test the bravest of souls. Embrace the unique wonders of Mystara, the cosmic adventures of
Spelljammer, and the noble legacies of Birthright and Dragonlance. Each world is a canvas to spark
your creativity, from epic battles and political intrigues to the mysteries of wildspace. Discover how
technology and modern settings are reshaping the game, offering new adventures and emerging
worlds for the next generation of creators. Learn to craft multiverse-spanning campaigns and build
original settings that captivate and engage players, ensuring your stories are as legendary as the
adventures themselves. Navigating the Multiverse is your passport to infinite possibilities,
encouraging creativity and exploration in the ever-growing realm of Dungeons & Dragons. Embrace
this journey and craft campaigns with depth, excitement, and unforgettable magic.
  dark sun dungeons and dragons: Dungeons & Dragons Art & Arcana Michael Witwer, Kyle
Newman, Jon Peterson, Sam Witwer, Official Dungeons & Dragons Licensed, 2018-10-23 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—now in a 50th Anniversary Edition with bonus content. 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 and its continued
influence on the worlds of pop culture and fantasy. You’ll find more than seven hundred pieces of
artwork within from • each edition of the core role-playing books, supplements, and adventures •
the Forgotten Realms and Dragonlance novels • decades of Dragon and Dungeon magazines •
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. The 50th Anniversary Edition also includes six
fold-out sections featuring essential artwork from the most iconic—and deadliest—dungeons in D&D
history. 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.



  dark sun dungeons and dragons: Monsters, Aliens, and Holes in the Ground, Deluxe Edition
Stu Horvath, 2023-10-10 A richly illustrated, encyclopedic deep dive into the history of roleplaying
games. When Gary Gygax and Dave Arneson released Dungeons & Dragons in 1974, they created
the first roleplaying game of all time. Little did they know that their humble box set of three small
digest-sized booklets would spawn an entire industry practically overnight. In Monsters, Aliens, and
Holes in the Ground, Stu Horvath explores how the hobby of roleplaying games, commonly known as
RPGs, blossomed out of an unlikely pop culture phenomenon and became a dominant gaming form
by the 2010s. Going far beyond D&D, this heavily illustrated tome covers more than three hundred
different RPGs that have been published in the last five decades. Monsters, Aliens, and Holes in the
Ground features (among other things) bunnies, ghostbusters, soap operas, criminal bears, space
monsters, political intrigue, vampires, romance, and, of course, some dungeons and dragons. In a
decade-by-decade breakdown, Horvath chronicles how RPGs have evolved in the time between their
inception and the present day, offering a deep and gratifying glimpse into a hobby that has changed
the way we think about games and play. The deluxe edition will include a foil-stamped cover and
slipcase with a cloth binding, a ribbon, gilded edges, and an 8.5x11-inch card stock poster of the
regular edition.
  dark sun dungeons and dragons: Roll to Hit Harry Slater, 2025-08-30 “It might be
unauthorized, but this book sure is comprehensive. This isn’t just a book about a game. The author
focuses on the people who created it and expanded it over the decades as well as the people whose
contributions have been hidden in the shadows. A richly detailed, exciting, and frequently surprising
history.” -Booklist Roll to Hit: An Unofficial History of Dungeons and Dragons is a deep dive into the
story behind the world's most popular tabletop roleplaying game. From its humble beginnings in a
basement in a house in a small town in Wisconsin, through the Satanic Panic and the boom and bust
of the 90s, all the way to a modern resurgence that has seen the game become a true pop-culture
phenomenon, the book tells the tale of the people who have shaped D&D through every step of its
development. But more than that, it's a story of leaps of imagination, of shocking circumstances and
tragedies, of conflicts and comings-together both on the table and off. From HG Wells playing with
toy soldiers to multi-million dollar movie deals, from early war simulations to crazy homebrew
campaigns, the book explores the history of D&D and asks why, even after all this time, its name
remains a shorthand for the tabletop roleplaying experience. As Dungeons & Dragons reaches its
fiftieth birthday, and with the game is as popular as it's ever been, regular players, old school
gamers and newcomers are going to find something here to excite and entice. After all, without
them, without the players, there'd be no Dungeons & Dragons at all.
  dark sun dungeons and dragons: Children of the Plains Paul B. Thompson, Tonya C. Cook,
2012-07-10 From the mists of Krynn's earliest history came the Barbarians. A young brother and
sister escape a pack of predators and strike out on their own, their lives taking parallel courses
linked to the destiny of different tribes. But dark powers watch the rise of civilization with cold
calculation and deadly intent.
  dark sun dungeons and dragons: The Ring of Winter James Lowder, 2012-06-12 As a
Harper agent scours the jungle in search of a magical ring, he finds that dinosaurs, a lost
civilization, and an evil cult all stand in his way For centuries, adventurers have sought the fabled
Ring of Winter, rumored to possess the magical might to make its wearer immortal and bring a
second Ice Age down upon the Realms. Artus Cimber knows where it is. After discovering the ring is
hidden in the jungles of Chult, he sets off to fulfill the quest that has devoured a decade of his life.
Knowing that the artifact is hidden somewhere in the danger-filled jungles and recovering it are two
entirely different matters, however—especially when a lost city, rampaging dinosaurs, and the
villainous Cult of Frost all stand between Artus and his goal. The Ring of Winter is the fifth book in a
series of loosely-connected novels about the Harpers.
  dark sun dungeons and dragons: Murder in Tarsis John Maddox Roberts, 2012-11-06 When
the Lord of Tarsis finds himself with a politically volatile murder on his hands, he turns to the three
most expendable inhabitants of the city for a solution.



  dark sun dungeons and dragons: Under Fallen Stars Mel Odom, 2012-09-18 The sea war
rages up and down the Sword Coast, leaving the busy harbor of Baldur's Gate in flames. Following
his mad quest, the evil Iakhovas has found a gateway into the protected waters of the Sea of Fallen
Stars, and now no coast is safe from his marauding armies of the deep.
  dark sun dungeons and dragons: Howling Delve Jaleigh Johnson, 2012-08-28 Explore some of
the most dangerous places in the Forgotten Realms -- The Dungeons! An orphan mage returns to the
only home she's ever known to find if transformed into a dungeon, her former master missing or
trapped within. To make matters worse, the thieves that hold the dungeon won't let her leave --not
for supplies, not for help. It will take all of her courage, skill, and magic to survive long enough to
figure out what happened to her home.
  dark sun dungeons and dragons: The Lost Library of Cormanthyr Mel Odom, 2012-10-09
Indiana Jones meets Dungeons & Dragons in this action-packed series opener about the secrets of
the lost, ancient Forgotten Realms world Is the Library of Cormanthyr just a myth? Or does it still
stand . . . somewhere in the most ancient corners of Faerûn? An intrepid human explorer sets out to
find the truth and what starts as an archaeological expedition soon becomes a race against time as
an undying avenger is determined to protect the secrets of the ancient, xenophobic elven empire of
Cormanthyr.
  dark sun dungeons and dragons: Sanctuary Paul B. Thompson, Tonya C. Cook, 2012-07-31
The first book in a brand new trilogy by well-loved Dragonlance authors! Two of the authors of the
Elven Nations trilogy now continue the story of the elves! The fortunes of war have driven the
once-great elven nations into exile in the desert land of Khur. The elves must overcome
extraordinary perils including treachery to establish a new homeland.
  dark sun dungeons and dragons: Obsidian Ridge Jess Lebow, 2012-08-07 This time the
castle is the monster! Obsidian Ridge hasn't been seen in Faerun for hundreds of years. It's a
legend, a fairy story--until it appears, silently and without warning over the kingdom of Erlkazar,
blotting out the sun. Steered by the madness of a cunning wizard, the citadel and its vast array of
shadowy monsters will destroy all of Erlkazar unless the wizard gets what he wants: the princess of
Erlkazar as a bride. But he'll have to battle the king's personal assassin, a loyal courtier, a
complicated killer, and the princess herself to bring his plan to bear. Obsidian Ridge continues the
Citadels series with another story that explores the darker side of that iconic fantasy structure, the
castle. Each book in the Citadels series is a self-contained fantasy in the Forgotten Realms world and
can be read in any order.
  dark sun dungeons and dragons: Dangerous Games Clayton Emery, 2012-09-11 Return to the
fabled Netherese Empire, a land of dangerous magical intrigue where mortals must fight to claim
their own destinies In the empire of Netheril, where citadels float, magic runs wild, and mages
dabble in games better left for the gods, Sunbright Steelshanks and Candlemas have just escaped
the Lower Planes. Caught up in the games of the gods, the adventurers have their own concerns. As
Sunbright seeks to rescue his lover AND Candlemas searches for a cure for the disease afflicting the
Netherese grain crops, the two encounter a fallen star and Karsus, the arcanist who has transported
himself through time to find it. Traveling through Faerûn and time itself, Sunbright becomes an
unwilling pawn in a lethal match of wits, wiles, and powers.
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