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				This classic dungeon-plus-dragon scene by Jaime Jones was inspired by the basic sets of yesteryear and served as the cover for both the boxed set as well as the module, The Lost Mine of Phandelver, within.
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				Unused Basic Set cover concept sketches by Tyler Jacobson.

			
		
		Going back to the 1970s, the D&D brand had a long history of rolling out all-in-one boxed sets to get people started with the game. These sets usually included rulebooks, an adventure, character sheets, and dice—everything you needed to begin a campaign. Wizards of the Coast continued that tradition to launch D&D’s latest edition—on July 3, 2014, they delivered the first shipments of the Dungeons & Dragons Starter Set to select hobby shops. This meant that for fifth edition, the humble yet brave Starter Set was first in the marching order.

		In addition to its simplified and distilled version of the new rules, the Starter Set comes with pre-generated character sheets, dice, and a story that new players can step right into. Set in the resettled village of Phandalin on the legendary Sword Coast of Faerûn, Lost Mine of Phandelver, written by Richard Baker (who had been a member of the Iowa design team before D&D Next) and Christopher Perkins, would set the stage for fifth edition adventuring by balancing intrigue and action with a classic tone. The post-Sundering Forgotten Realms would serve as the initial campaign world, and this open sandbox adventure had inns, dungeons, above- and below-ground action—everything you would expect (and want) from D&D.

		The adventure scales gracefully for new and old players alike, boasting a robust assortment of monsters and NPCs. It also features instant-classic locales like Cragmaw Castle, Tresendar Manor, and Wave Echo Cave, all against the backdrop of a nefarious underworld under the control of the Redbrands. It has endured as one of fifth edition’s standout adventures despite it being an introductory plunge for characters levels 1–5.

		The new trade dress Wizards adopted for fifth edition would also debut in the Starter Set. The red-on-black design of hardcover book spines and boxed-set sides recalls the look of D&D products in the mid-1990s. Artist Jaime Jones furnished the cover, which shows an adventuring party confronting a dragon in its treasure chamber, hearkening back to the cover of beginner’s boxed sets since the original 1977 Holmes Basic Set. It is rendered in a single layer, almost a snapshot of a moment in the party’s lives, from the perspective of a fellow explorer following on their heels. The crop of Jones’s digital painting chosen for the cover, however, exemplifies the theme that all of the initial fifth edition D&D book covers would follow: the dragon utterly dominates the image, and the situation of the single adventurer we can see does not look promising.

		Wizards, however, had also considered a cover option developed by artist Tyler Jacobson, showing a triumphant warrior posing over a defeated dragon. While Jacobson’s concepts were deemed too gritty for the introductory Starter Set, over the decade that followed, he would be perhaps the most prolific visualizer of the brand. Jacobson began working with Wizards providing interior illustrations for Dragon and Dungeon magazines in 2009; his covers for Dragon #384 and #397 in the next two years are a good representation of his successful take on the brand, and he worked on many products in the years leading up to the publication of fifth edition. Wizards also put him to work on the Magic: The Gathering side of the house, starting with the Return to Ravnica set in 2012—a fairly common transference among the artists who brought the visuals of fifth edition to life.

		The Starter Set proved a good ambassador for the new system within the game community: it would go on to win a bevy of industry awards and sell a strong 125,000 copies in 2014 in North America, a good omen—but that would only be a taste of the growth to come.

		In contrast with the most recent past editions of D&D, fifth edition did not require the use of miniatures, battle grids, and related accessories. This change opened options for abstract theater-of-the-mind-styled game sessions that more closely resembled the way many “old-schoolers” played. But recognizing that a significant part of the audience relished the more tactical and tactile element of the game, Wizards did include in the rules a variant for “Playing on a Grid” that quickly sketched how to adapt the combat principles of fifth edition for use with miniatures. And miniatures would be available for fifth edition out of the gate. Developed and launched in collaboration with WizKids was a new set of premium-quality, pre-painted miniatures under the product banner Icons of the Realms. The assortment included the fifth edition’s most popular character types and even followed the art provided in the forthcoming rulebooks to allow for quick-start gaming and optimal alignment with campaign materials. Of course, WizKids couldn’t resist including a mini of the Forgotten Realms’ most iconic character, drow ranger Drizzt Do’Urden.
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				WizKids’ new line of Icons of the Realms miniatures.

			
		
		A New Era

		Wizards was encouraged by the rapid uptake of the Starter Set, but the true success of this edition would depend on the implementation of its much more extensive core rulebooks. On August 19, 2014, the first of the rulebooks, the Player’s Handbook, was released, becoming the foundational basis for the new fifth edition ruleset. This was the moment of truth: the idiom that “one who tries to please everyone pleases no one” would be put to the test as the final form of fifth edition, the answer to forty years of disparate rulesets and ideas, finally made official contact with the consumer audience. The latest version of the “world’s greatest roleplaying game” would disrupt some of the game’s longest-held systems, but also introduced an elegant combination of the most beloved features and mechanics from the previous versions that appealed to new and veteran fans alike. The designers at Wizards were longtime fans of the game and it showed. Their choice to study D&D’s history by playing every previous version of the game all the way back to the original hand-assembled white and brown cardboard box sets resulted in a game that both new and old players could readily recognize and relate to. As designer Jeremy Crawford puts it, the team wanted to “make sure that someone who had played D&D back in the ’70s and ’80s could play this edition and it would feel like the same game.”

		And finally on display was D&D’s new look. While the elaborate D&D Next playtest had served as the test kitchen for the rules, the Player’s Handbook was the world’s first full experience with the brand’s visual evolution. Gone were the omniscient and isotropic angles associated with fourth edition, and in were viewpoints to make the observer feel embedded in the unfolding drama. As cropped for the cover, Tyler Jacobson’s cover painting uses a muted color palette, against a dark, smoldering red matte, with very little color contrast—practically a monochrome evocative of the earliest D&D adventures. An adversary familiar since the classic 1978 module Hall of the Fire Giant King, King Snurre looms above a pair of adventurers who look overmatched by his enormousness. In contrast with the style of recent editions, the adventurers’ weapons and attire seem appropriate to their stature, naturalistic even, which makes the menace of Snurre and his hell hounds all the more palpable. The only relief from the heat of the composition is the pure white light of whatever desperate spell the leaping adventurer is casting.

		
			
				SUNDRY LORE

				Golden Rules
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				After undertaking the largest playtest in RPG history and gathering extensive survey data, the design team at Wizards was faced with some surprising realities. Recent editions of the game had been designed and modified based on feedback from what Wizards categorized as “heavily invested fans.” Based on their new data, this made up only 9 percent of their player base. So, what about the other 91 percent? What about the more casual fan? This became an important consideration as the team started their work—how could they meet the needs of the median player and largest swath of players, while also keeping the heavily invested fans happy? But simplicity wasn’t the whole picture. According to designer Jeremy Crawford, there was an internal belief that Wizards had spent the last few editions and redesigns holding the “presumption that there’s something wrong with D&D.” After playing through every edition of the game back to 1974, they observed that earlier editions possessed “an alchemy that is powerful because of its idiosyncrasies.” This led the team to land on a simple yet profound design goal: “How do we make D&D be D&D again?”

				The answer would lie in their golden rules of fifth edition design:

				1. Distinctive Asymmetry: In previous editions, character progression, as well as character abilities and powers, had become homogenized. Testing showed the team that fans wanted “distinctive asymmetry” with their characters, classes, and races, which could lead to more personalized and dynamic identities and play experiences for each player.

				2. Rules vs. Story: D&D should not be a game that is just rules or story; rather they should be combined seamlessly, with rules driven by story goals. Finding this delicate balance (and providing many options depending on the DM and game) is what truly optimizes a game experience.

				3. Presentation Matters: Sometimes good ideas in past editions became the victim of bad presentation. For example, the much maligned “powers” feature of fourth edition effectively shows up in fifth edition as the very popular “cantrips” feature. The difference? Cantrips are intended to drive deeper connections to character, class, and story. A wizard, for instance, who has exhausted their primary spells can cast the cantrip firebolt (if chosen) on an unlimited basis as a proxy for throwing darts or daggers in previous editions. This allows a magic-user to feel like a full-time magic-user.

				At the end of the day, according to Crawford, the design effort became all about giving fans “the classic feel of D&D delivered with as little fuss as possible.… Let’s just create D&D!”

			

		

		
			Player’s Handbook
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			“In this fiery scene illustrated by Tyler Jacobson, the fire giant King Snurre, suffering no fools to live, calls his hell hounds to join him in confronting unwelcome guests in his home.”

			—Player’s Handbook
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			Release Date August 19, 2014

			Product Type Core Rulebook

			Honors and Awards

			
					
					Amazon #1 Bestseller

				

					
					New York Times Bestseller

				

					
					#16 USA Today Bestseller

				

					
					Origins Award—“Best Role Playing Game”

				

					
					Origins Award—“Fan Favorite Role Playing Game”

				

			

		

		
			
			“Wizards of the Coast is not responsible for the consequences of splitting up the party, sticking appendages in the mouth of a leering green devil face, accepting a dinner invitation from bugbears, storming the feast hall of a hill giant steading, angering a dragon of any variety, or saying yes when the DM asks, ‘Are you really sure?’”

			—Player’s Handbook disclaimer

		

		In this new Player’s Handbook, the rules are now simpler, streamlined for quicker character design and play. Where in previous editions there was an encyclopedia of modifiers to cover every imaginable in-game circumstance, now there is a set of intuitive, easy-to-learn actions that can be adopted to game circumstances, like rolling a pair of d20s and taking either the higher if you have an advantage or the lower if you have a disadvantage. Skill checks and saving throws are anchored to the six character abilities instead of the previous unrelated and disparate set of statistics; for example, rather than having to look up a specific saving-throw value for petrification, characters now make a Constitution save with the standard modifier for that ability. The new edition also boasts roleplay-centric rules and principles, which are a major departure from the previous iteration, promoting the creation of fully developed characters with backstories by specifying ideals, bonds, and flaws for characters, as well as the Inspiration mechanism that lets Dungeon Masters reward players for adhering to them.

		Great attention was paid to the three pillars of adventuring—exploration, social interaction, and combat—setting a refreshing new tone that inspires roleplay while still embracing the system’s core tenets. Grounded moments of respite, loss, introspection, and whimsy elegantly commingle with dynamic depictions of danger and conflict—thanks in part to a unified vision behind the scenes. As promised in the Gen Con keynote address two years earlier, Wizards made a clear commitment to marrying aesthetics to the multifaceted nature of the game itself, underscoring the new direction and inspiring the shift in gameplay.
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				Gorgeous incidental art used as backgrounds for various playable races, seen here in their full form for the first time. A dwarven stronghold by Christopher Bradley (right); an elven city by Thom Tenery (left); an orc lair by Olly Lawson (middle).
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				A demonstration of eldritch power by Kieran Yanner.
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				Artist Ralph Horsley reminds us that while these goblins may be no match for a skilled warrior, in D&D surprises lurk around every corner, such as that big brother hobgoblin coming up the stairs.
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				D&D’s most famous dwarf, Bruenor Battlehammer, makes his fifth edition debut, courtesy of artist Milivoj Ćeran.
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				“Though I love ‘bouncing off the walls action,’ I love stories that can be told in quieter moments too,” said Kieran Yanner, the artist of this scene.
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				Cynthia Sheppard’s elf ranger from the Player’s Handbook protects herself with the Barkskin spell as she lines up a shot.

			
		
		
			“Fifth edition is all about bringing the best forward.”

			—Chris Perkins, D&D designer
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				Bring the fun! While the new art aesthetic would be focused on grounding and emotion, the art team at Wizards hadn’t forgotten about the fun and whimsy, as these hilarious condition illustrations by Richard Whitters remind us. Shown here are illustrations for blinded, charmed, and paralyzed.
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				Sean Astin, Ice-T, Felicia Day, and Tom Felton recording The Legend of Drizzt audiobook.
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				D&D’s Head of Franchise Marketing, Nathan Stewart, posing with the core products of the fifth edition.

			
		
		
			“From the very beginning, we knew we wanted to have these big storytelling events across the brand.”

			—Nathan Stewart, head of franchise marketing

		

		It was a faster, sleeker game—the fans had gotten their wish and the sales proved it. The Player’s Handbook quickly shot up bestseller lists and ended as an Amazon #1 overall seller, and spent more than thirty weeks on the New York Times bestseller list. Just as important, it earned the respect and admiration of the industry, subsequently winning a slew of industry awards.

		Perhaps you can please everyone, so long as you mind your history and do your homework.

		Leading a new edition with the “must-have” Player’s Handbook had been the tradition and go-to strategy for the brand since the 1989 second edition, and tradition was very much on the minds of the Wizards of the Coast team. Just days before the release of the Player’s Handbook, Wizards unveiled a star-studded audiobook compilation called The Legend of Drizzt: The Collected Stories, seeking to root fans old and new in the fictional lore of D&D’s classic setting, the Forgotten Realms. The audiobook featured a who’s who of geek celebrities and other stars, including Sean Astin, Weird Al Yankovich, Ice-T, David Duchovny, Wil Wheaton, Dan Harmon, Felicia Day, Tom Felton, Melissa Rauch, Danny Pudi, and more.

		But the fan community did its own share of the work of promoting the new version of D&D. Multimedia efforts from outside the organization bubbled up across the country, such as the August 18, 2014, episode of the My Brother, My Brother and Me podcast starring brothers and podcasters Justin, Travis, and Griffin McElroy. In this episode titled “The Adventure Zone,” the quick-witted brothers played a game of D&D with their father, Clint, using the new Starter Set and the enclosed module, Lost Mine of Phandelver. By December, The Adventure Zone would become its own biweekly podcast, as it quickly grew a huge following.

		Beyond a great new product and a successful release, something fortuitous was afoot. Democratized content creation gave D&D fifth edition fans new avenues to express their love of the game via live games and analysis on channels like Twitch and YouTube, helping them organically share the gospel of D&D’s glorious return to the mainstream.

		At the conclusion of the Basic Rules, Wizards promised that “each year brings the publication of new D&D adventures.” In contrast to prior editions, the brand’s revised strategy would be to treat each hardcover adventure release like a major event and supplement that core product with similarly themed ancillary merchandise to increase synergy and enhance gameplay around each book. With assets like the Wizards Play Network and the burgeoning actual-play phenomenon, Wizards could tap into a blossoming community to help spread the message and create a moment for major releases. In August 2014 that plan would begin with Hoard of the Dragon Queen. As an adventure, it would be the nineteenth and final season of D&D Encounters—and a flagship hardcover D&D adventure.
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				R. A. Salvatore’s 2011 The Legend of Drizzt: The Collected Stories, which was adapted into a star-studded audiobook in 2014.

			
		
		
			Hoard of the Dragon Queen
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			“In this glacial scene illustrated by Raymond Swanland, the white dragon Glazhael takes ice sculpture to extremes, turning intruders into grisly decorations for its draconic lair.”

			—Hoard of the Dragon Queen
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			Release Date August 19, 2014

			Product Type Adventure
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				This gorgeous in-world-style map by Jared Blando depicts the most famous location in the Forgotten Realms: the legendary Sword Coast. According to Blando, Wizards wanted to “evoke a more raw, real feel to this edition and they have succeeded.”

			
		
		
			“The following adventure contains chromatic dragons. Wizards of the Coast cannot be held liable for characters who are incinerated, dissolved, frozen, poisoned, or electrocuted.”

			—Hoard of the Dragon Queen disclaimer

		

		The first mega-module of fifth edition, Hoard of the Dragon Queen, was released concurrently with the Player’s Handbook. Developed in collaboration with renowned game designer Wolfgang Baur and his team at Kobold Press, this eight-episode hardcover adventure kicked off the larger campaign story called Tyranny of Dragons. This segment revolves around a group of dragon cultists who seek to free Tiamat, the Queen of Evil Dragons, from her prison in the Nine Hells and bring her into the lands of Faerûn—only the bravest heroes can stop them. The gravity of spearheading the creation of the fifth edition’s first big adventure was not lost on Baur at the time. “It’s definitely a big responsibility, and there’s a lot of requirements and goals for an early adventure like this. Partly, you’re teaching a new generation how the game works, and you’re teaching the existing players what is new about the approach of the new edition of D&D.… Players may have had it a little too easy the last couple editions; this edition introduces a bit more risk. Players, you will want to think carefully before you kick down the door. I like that sense of…not fear exactly, but caution, that you get when players know that not everything is perfectly balanced and perfectly easy to defeat,” said Baur.

		What could be more Dungeons & Dragons than battling dragons (and dragon cults) in dungeons and castles? Wizards also knew that one key to the success of the game would be creating ongoing, episodic adventures to engage with players. That same month, they launched the D&D Adventurers League, a new organized-play strategy, facilitated primarily by hobby stores and conventions, and which served as the successor to similar initiatives like D&D Encounters. Its ongoing, official campaigns would align with major product rollouts and drive membership and grassroots engagement.
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				A Cult of the Dragon dragonclaw warrior by Tyler Jacobson.
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				Dragon cultists Othelstan, Azbara Jos, and Langdedrosa Cyanwrath, depicted by Bryan Syme.
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				The hunting lodge of the Greypeak Mountains by Guido Kuip.
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				A blue dragon lays waste to the town of Greenest, by Guido Kuip.
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				White dragon Glazhael communes with a cultist in his lair, by Guido Kuip.

			
		
		
			“The new edition is tremendously well suited to handling a multitude of playing styles.… There’s a feeling of coming home about [it].”

			—Steve Winter, co-designer of Hoard of the Dragon Queen. (Winter would know: he led some of D&D’s biggest design efforts of the 1980s.)
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				The release encompassed ancillary materials, including a new set of premium WizKids Icons of the Realms minis—forty-four in all, collected through Tyranny of Dragons booster packs. Even Tiamat, the queen of chromatic dragons (left), and Bahamut, the god of metallic dragons (bottom right), were available.

			
		
		
			
				SUNDRY LORE

				D&D Adventurers League

				Organized play had always been a huge part of the experience of D&D. While some players preferred to play at their own kitchen tables with their friends, others relished the opportunity to be part of something bigger—sessions at a friendly local gaming store (FLGS), or at conventions large and small. In the early days of D&D, the game’s original publisher, TSR, conceived of a Role Playing Game Association (RPGA) membership organization that could host official events, recruit Dungeon Masters, and keep fans engaged with the game going forward. In the lead-up to fifth edition, the RPGA’s activities had folded into the Wizards Play Network (WPN), which also managed Magic: The Gathering play.

				The basic idea of the Adventurers League (AL) is that players can create characters for organized-play events and log their ongoing progress across campaigns. As Dungeons & Dragons Play Product Manager at Wizards Chris Tulach would explain it at the time, “It allows you to continue to play that character in sort of a campaign style without having to necessarily worry about getting the same group of people together every week, and with all of our hectic busy schedules sometimes that’s not possible. Here you can be at an event one week and then the next go to a completely different event, and you continue to play your character. Your character brings the campaign with them.” Characters could retain items acquired in AL games and, if properly logged, bring them to other AL games.

				With the advent of Adventurers League, the previous D&D Encounters series conducted by the WPN was effectively phased out following the initial fifth edition storyline, Tyranny of Dragons. Officially, Tyranny of Dragons would run as organized play from August 20, 2014, to March 11, 2015. In parallel with the release of the book Hoard of the Dragon Queen, the Adventurers League supplied a PDF version, which extracted from the book the first three episodes in a format suitable for playing sixteen to eighteen two-hour sessions over the duration of the season. But that was only half of the Adventurers League’s organized-play strategy: they also produced a series of adventures that told a separate storyline about the Cult of the Dragon’s activities in Phlan. These additional fourteen sessions provided more than enough content to keep a weekly—or even more frequent—game going for the duration of the season.

				The Adventurers League would follow a similar format for the marquee adventure hardcovers released by Wizards up to Icewind Dale: Rime of the Frostmaiden in 2020, at which point the global pandemic disrupted in-person organized play. They also produced a variety of season-agnostic adventures and storylines outside the scope of the hardcover adventures, like the Dreams of the Red Wizards series. Virtually all of the Adventurers League content is available for download at the Dungeon Masters Guild, so their adventures can be enjoyed outside of organized play as well.
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						Adventurers League play at Gen Con in 2014; the five banners floating overhead represent factions that characters in the Adventurers League could join.

					
				
			

		

		
			Monster Manual
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			“Raymond Swanland illustrates the Xanathar ambushing explorers in the darkest depths of the Undermountain, proving that the beholder crime lord’s interest runs deep beneath the city of Waterdeep.”

			—Monster Manual
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			Release Date September 30, 2014

			Product Type Core Rulebook

			Honors and Awards

			
					
					New York Times Bestseller

				

					
					#5 Publishers Weekly Hardcover 	Non-Fiction Bestseller

				

					
					Origins Award—Best Role-Playing 	Game Supplement

				

					
					Origins Award—Fan Favorite Role-Playing 	Game Supplement
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				A myconid sprout, adult, and sovereign in a fungi cave by Hector Ortiz.

			
		
		
			“Any similarities between monsters depicted in this book and monsters that actually exist are purely coincidental. That goes double for mind flayers, which absolutely, utterly, and completely do not exist, nor do they secretly run the D&D team. Do we really need a disclaimer to tell you that? You shouldn’t use your brain to consider such irrational thoughts. They only make the mind cluttered, confused, and unpleasantly chewy. A good brain is nice, tender, and barely used. Go ahead, put down this book and watch some reality TV or internet cat videos. They’re really funny these days. You won’t regret it. We say this only because we love you, and your juicy, succulent gamer brain.”

			—Monster Manual disclaimer

		

		Between the Starter Set, the Basic Rules, the Player’s Handbook, and fifth edition’s first mega-module, a new design aesthetic for D&D had been well established. But still, there was something missing: the monsters! That was remedied on September 30, 2014, with the release of the Monster Manual. Inside, more than three hundred updated monsters lurk, prey, and slither, ranging from classic monsters of mythology and pulp horror to fresh versions of D&D’s most iconic creatures, such as beholders, mimics, mind flayers, and displacer beasts. For Dungeon Masters (both kind and bloodthirsty), the bestiary features a simplified Challenge Rating system where DMs can easily select and balance level-appropriate monsters against groups.

		The cover art for the Monster Manual, like that of Hoard, was done by Raymond Swanland. Swanland in both relies on a nearly monochrome palette, but instead of the dusky orange of the Player’s Handbook, his is faintly tinted blue. But his depiction of the Xanathar ambushing adventurers in the Undermountain for the Monster Manual leans in more to its black matte, with the beholder crime lord himself squeezing the panicked adventurers into the shadowy, claustrophobic foreground. Within the book itself, more than eighty interior artists are credited with illustrations, including both veterans of previous editions and newcomers to the brand. With that many different hands on the art, it is remarkable that the book maintains a consistent style and cohesive textures and colors that underscore its naturalistic world-building. Fan-favorite creatures that made the jump to fifth edition were granted thoughtful facelifts under the supervision of art directors Daniel Gelon and Kate Irwin, with greater input from both story and game mechanics than ever before, ensuring a unified vision within the book itself, as well as across all products.

		As new books fleshed out the setting of the game, the prominence of the Forgotten Realms carried over to Wizards’ ancillary publishing and licensing efforts, including another hit Drizzt novel by R. A. Salvatore called Rise of the King: Companions Codex II in September, then Erin M. Evans’s novel Fire in the Blood: A Brimstone Angels Novel and IDW’s new comic series Legends of Baldur’s Gate: Tyranny of Dragons by Jim Zub in October—all exploring different corners of the iconic Forgotten Realms setting. Even the 2000 video game Icewind Dale, based on the Forgotten Realms region of the same name, received a re-release with an enhanced and updated version led by digital licensee Beamdog.
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				Reimagined versions of some of D&D’s most iconic monsters, including the mind flayer by Conceptopolis.
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				The eyes have it! Kieran Yanner’s concepting of pupil styles alongside his finished beholder—one of his favorite pieces that he’s worked on.
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				Updated versions of the bulette and roper by Cory Trego-Erdner and Brynn Metheney.
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				Even the legendary gelatinous cube received a redo by Conceptopolis, shown above the fan-favorite hook horror depicted by Cory Trego-Erdner. Artists were commissioned to provide both full-color illustrations and various detail sketches for each monster to create a “field guide” look once incorporated in the Monster Manual’s layout.
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				Not all monsters conceptualized made the final cut, such as this ill-tempered wereshark.
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				A fresh new owlbear by Brynn Metheney. Metheney, who worked on fifteen of the Monster Manual’s more than three hundred monsters, said, “For creatures like the owlbear and carrion crawler, I looked heavily at the source material. The other creatures like the homunculus and peryton, I looked to nature and what might make for an interesting creature that could exist outside of magic a bit.”
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				The architecture of the udadrow gives honor to Lolth, the Spider Queen.
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				The brand’s non-gaming efforts all helped build depth and interest in the Forgotten Realms.
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				The monsters are certainly the stars of the show in the Monster Manual, but lurking as gorgeous backgrounds and sidebars throughout are many inspired landscapes, which are rarely ever shown in their entirety. Shown here are a dungeon scene by Franz Vohwinkel, an orc keep by Slawomir Maniak, and a goblin village and mind-flayer hive, both by Sam Burley.

			
		
		
			The Rise of Tiamat
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			“No longer imprisoned in the Nine Hells, Tiamat makes her triumphant ascent and claims the Well of Dragons as her lair. Her arrival, as illustrated by Michael Komarck, portends the dawn of a grim new age.”

			—The Rise of Tiamat
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			Release Date November 4, 2014

			Product Type Adventure
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				The infamous Red Wizards of Thay.
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				A blue dragon sits proudly atop Xonthal’s Tower, illustrated by Marcel Mercado.
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				The undead Naergoth by Bryan Syme, and a Cult of the Dragon Assassin Thief in a distinctive, conceptual style by John-Paul Balmet.

			
		
		
			“Tiamat does not apologize for TPKs.”

			—The Rise of Tiamat disclaimer

		

		When it came to adventuring, hungry fans who dove straight into the Hoard of the Dragon Queen adventure wouldn’t need to wait long to continue their Tyranny of Dragons campaign. On November 4, 2014, the hardcover adventure The Rise of Tiamat was released, where the iconic five-headed dragon goddess Tiamat makes her fifth edition debut. An adversary who goes back to the earliest editions of the game, and a mainstay of the popular 1980s cartoon, nothing kicks off a new edition like the inclusion of Tiamat—she epitomizes the dragons in Dungeons & Dragons. In this episode, our heroes travel from Waterdeep to the Sea of Moving Ice to Thay in a race against the clock to stop the Cult of the Dragon in their quest to bring Tiamat to Faerûn. Only the diminutive worshippers silhouetted by the flames of the Well of Dragons imparts a sense of Tiamat’s godlike scale in Komarck’s cover depiction. Another collaboration with Kobold Press, this adventure was a coordinated multimedia effort with WizKids, who released deluxe Tiamat and Bahamut miniatures for in-game use.
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				A semi-in-world-style map by artist and cartographer Jared Blando.

			
		
		
			Dungeon Master’s Guide
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			“Tyler Jacobson illustrates the archlich Acererak as he raises an army of undead and prepares to unleash it on an unsuspecting world.”

			—Dungeon Master’s Guide
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			Release Date December 9, 2014

			Product Type Core Rulebook

			Honors and Awards

			
					
					Origins Award—Best Role-Playing 	Game Supplement

				

					
					Origins Award—Fan Favorite
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				Another beautiful, quiet moment by Kieran Yanner. “For many it’s a visual imprint in time with an experience they have loved and shared,” said the artist about what the art means to the game. 

			
		
		
			“Wizards of the Coast does not officially endorse the following tactics, which are guaranteed to maximize your enjoyment as a Dungeon Master. First, always keep a straight face and say OK no matter how ludicrous or doomed the players’ plan of action is. Second, no matter what happens, pretend that you intended all along for everything to unfold the way it did. Third, if you’re not sure what to do next, feign illness, end the session early, and plot your next move. When all else fails, roll a bunch of dice behind your screen, study them for a moment with a look of deep concern mixed with regret, let loose a heavy sigh, and announce that Tiamat swoops from the sky and attacks.”

			—Dungeon Master’s Guide disclaimer

		

		With the Player’s Handbook and Monster Manual in place, the new edition now lacked only one thing: a Dungeon Master’s Guide. On December 9, 2014, eager game runners were granted their wish. Completing the “holy trinity” of core fifth edition D&D rulebooks and by far the densest, the Dungeon Master’s Guide provides tutelage on creating settings, dungeons, adventures, characters, and spells, as well as scores of magical items and treasure—essential tools, information, and resources to help Dungeon Masters fine-tune and customize their adventures and campaigns far beyond standard fantasy. In short, the Guide provided everything DMs were clamoring for.

		The Dungeon Master’s Guide cover illustration by Tyler Jacobson is once again nearly in monochrome, this time with a purple tint. According to the artist, his goal for these early core book covers was to “present a strong cinematic view of Dungeons & Dragons,” and he certainly does so here. The daunting figure of Acererak, whose career began as the demilich at the
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					The Concordant Express—an interplanar train traversing the multiverse…and setting of a murder mystery!—illustrated by Bruce Brenneise in Keys from the Golden Vault.
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