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waterdeep dungeon of the mad mage pdf is a sought-after resource for players
and Dungeon Masters involved in the popular Dungeons & Dragons campaign set
in the sprawling urban fantasy setting of Waterdeep. This article explores
the content, features, and advantages of the Waterdeep: Dungeon of the Mad
Mage PDF, providing a comprehensive overview for enthusiasts and newcomers
alike. It covers the structure of the adventure, key gameplay elements, and
how the digital format enhances accessibility and usability. Additionally,
the article discusses the lore behind the dungeon, the challenges players
face, and the unique aspects that set this campaign apart. Whether for game
preparation or immersive storytelling, understanding the value of the
Waterdeep Dungeon of the Mad Mage PDF is essential for a successful gaming
experience. The following sections guide readers through the essential
components and benefits of this digital edition.

Overview of Waterdeep: Dungeon of the Mad Mage

Content and Structure of the PDF

Gameplay Features and Mechanics

Lore and Setting Details

Benefits of Using the PDF Format

How to Use the PDF in Your Campaign

Overview of Waterdeep: Dungeon of the Mad Mage

The Waterdeep: Dungeon of the Mad Mage PDF is a digital version of the
official Dungeons & Dragons adventure module that takes place in the vast
dungeon known as Undermountain. This campaign is designed for characters
ranging from levels 5 through 20, offering a layered and intricate dungeon
crawl experience. The adventure is set beneath the city of Waterdeep, one of
the most iconic locations in the Forgotten Realms universe. The PDF provides
all necessary details for Dungeon Masters to run the adventure smoothly,
including maps, encounters, and narrative hooks. This module is renowned for
its depth, complexity, and the sheer scale of exploration it offers.

Background and Development



The adventure was developed to expand the lore of Waterdeep by introducing
the legendary dungeon created by the mad wizard Halaster Blackcloak. The PDF
format was released to offer easy access, portability, and enhanced usability
for players and DMs. It complements previous Waterdeep publications, creating
a cohesive narrative experience in the city and its underground labyrinth.

Target Audience

This PDF is intended for experienced Dungeon Masters and players looking for
a challenging and expansive dungeon crawl. It suits groups seeking long-term
campaigns with a focus on exploration, combat, and roleplaying opportunities
within a richly detailed setting.

Content and Structure of the PDF

The Waterdeep Dungeon of the Mad Mage PDF is organized to facilitate ease of
navigation and reference during gameplay. It includes detailed descriptions
of over twenty dungeon levels, each with unique themes, monsters, and
storylines. The content is segmented to allow DMs to prepare sessions
efficiently or run the adventure in a non-linear fashion.

Dungeon Levels and Encounters

Each level of Undermountain is meticulously designed, featuring diverse
environments ranging from eerie caverns to magical laboratories. The PDF
provides comprehensive information on key locations, traps, puzzles, and non-
player characters (NPCs). Encounter tables and monster statistics are
included to streamline combat scenarios.

Maps and Visual Aids

High-quality maps are integral to the PDF, offering detailed layouts for each
dungeon level. These maps assist both the DM and players in visualizing the
environment and planning strategies. The digital format allows for easy
zooming and annotation during sessions.

Adventure Hooks and Campaign Integration

The PDF supplies various adventure hooks to engage players and integrate the



dungeon exploration within larger Waterdeep campaigns. It contains guidance
on linking the dungeon to city events, factions, and overarching storylines
to enrich the narrative experience.

Gameplay Features and Mechanics

The Waterdeep Dungeon of the Mad Mage PDF incorporates advanced gameplay
mechanics tailored for a dungeon crawl setting. It balances combat,
exploration, and roleplay to maintain player engagement throughout the
campaign.

Character Progression and Challenges

The adventure is designed to accommodate character progression from mid to
high levels, presenting increasingly difficult challenges. The PDF details
experience rewards, treasure distribution, and milestone leveling to support
character growth.

Environmental Effects and Traps

The dungeon environment plays a significant role, with the PDF including a
variety of traps, magical effects, and environmental hazards. These elements
require strategic thinking and add depth to encounters beyond combat.

Factions and NPC Interactions

Players encounter numerous factions and NPCs within Undermountain, each with
distinct motives and potential alliances. The PDF outlines these interactions
to foster dynamic roleplaying opportunities and plot development.

Lore and Setting Details

The Waterdeep Dungeon of the Mad Mage PDF enriches the Forgotten Realms
setting by expanding on the lore of Undermountain and its creator. It offers
in-depth background information that enhances immersion and storytelling.



Halaster Blackcloak’s Influence

The mad mage Halaster Blackcloak is central to the dungeon’s history and
design. The PDF explores his motivations, magical experiments, and the
lasting impact on the dungeon’s architecture and inhabitants.

Undermountain’s History and Inhabitants

The PDF details the origins of Undermountain, its various levels, and the
monstrous and humanoid creatures that reside there. This information provides
context for the challenges players face and opportunities for unique
encounters.

Connection to Waterdeep City

Undermountain’s proximity to Waterdeep city allows for seamless integration
into urban campaigns. The PDF includes background on how the dungeon’s
activity affects the city above, including political and social
ramifications.

Benefits of Using the PDF Format

The Waterdeep Dungeon of the Mad Mage PDF offers numerous advantages over
traditional print versions, enhancing the overall gaming experience for both
Dungeon Masters and players.

Portability and Accessibility

The PDF format enables users to access the adventure on various devices,
including tablets, laptops, and smartphones. This portability facilitates
game preparation and play, especially for remote or on-the-go sessions.

Searchability and Navigation

Digital text search features allow quick retrieval of specific information,
such as monster stats or room descriptions. The PDF’s organized structure and
bookmarks simplify navigation during gameplay.



Customization and Annotation

Users can annotate, highlight, and add notes directly within the PDF,
personalizing the adventure to their campaign’s needs. This capability aids
in session planning and tracking player progress.

How to Use the PDF in Your Campaign

Integrating the Waterdeep Dungeon of the Mad Mage PDF into a campaign
requires thoughtful preparation and understanding of its scope and content.
The following recommendations assist Dungeon Masters in maximizing the
module’s potential.

Session Planning and Pacing

Given the dungeon’s size, planning manageable session segments is crucial.
The PDF’s division into discrete dungeon levels helps DMs organize gameplay
into coherent parts, balancing exploration and combat.

Player Engagement Strategies

Utilizing the adventure hooks and faction information within the PDF
encourages player involvement and roleplaying. Tailoring encounters and
narrative elements to player preferences enhances the campaign’s appeal.

Combining with Other Waterdeep Resources

The PDF can be effectively combined with other Waterdeep campaign materials
to create a rich, interconnected experience. This integration offers expanded
storytelling possibilities and deeper world-building.

Review the PDF’s dungeon levels and select appropriate starting points1.
based on player levels.

Use maps and encounter details to prepare balanced sessions.2.

Incorporate lore and faction details to enrich roleplaying3.
opportunities.



Leverage digital tools for annotation and quick reference during4.
gameplay.

Adjust pacing according to player progress and campaign goals.5.

Frequently Asked Questions

What is 'Waterdeep: Dungeon of the Mad Mage' PDF?
'Waterdeep: Dungeon of the Mad Mage' PDF is the digital version of the
Dungeons & Dragons adventure module that explores the mega-dungeon
Undermountain beneath the city of Waterdeep.

Where can I legally purchase the 'Waterdeep: Dungeon
of the Mad Mage' PDF?
You can legally purchase the PDF from official sources like the D&D Beyond
website, the Dungeon Masters Guild, or the Wizards of the Coast online store.

What content is included in the 'Waterdeep: Dungeon
of the Mad Mage' PDF?
The PDF includes detailed maps, dungeon levels, monster stats, lore, and
adventure hooks for running the mega-dungeon Undermountain in a campaign.

Is the 'Waterdeep: Dungeon of the Mad Mage' PDF
compatible with D&D 5th Edition?
Yes, the adventure is designed specifically for Dungeons & Dragons 5th
Edition and contains all the necessary rules and content for that system.

How large is the 'Waterdeep: Dungeon of the Mad
Mage' PDF file?
The file size can vary by source, but it is typically around 40-50 MB due to
high-resolution maps and full-color content.

Can I print the 'Waterdeep: Dungeon of the Mad Mage'
PDF for personal use?
Yes, most legally purchased PDFs allow printing for personal use, but
redistribution or commercial use is prohibited.



Are there any official updates or errata for the
'Waterdeep: Dungeon of the Mad Mage' PDF?
Wizards of the Coast occasionally releases errata and updates on their
official website or through platforms like D&D Beyond.

Does the 'Waterdeep: Dungeon of the Mad Mage' PDF
include digital tools or tokens for virtual
tabletops?
The official PDF generally includes maps but may not include digital tokens;
however, additional resources might be available separately or through third-
party providers.

Can I use the 'Waterdeep: Dungeon of the Mad Mage'
PDF for online play with friends?
Yes, you can use the PDF for online sessions, especially when combined with
virtual tabletop software, as long as all participants have legal access to
the material.

Are there any community-created supplements or
guides for 'Waterdeep: Dungeon of the Mad Mage'
available as PDFs?
Yes, the D&D community has created numerous supplemental guides, maps, and
tools available as PDFs, often found on sites like Dungeon Masters Guild or
fan forums.

Additional Resources
1. Waterdeep: Dragon Heist
This adventure module is set in the bustling city of Waterdeep and focuses on
urban intrigue, treasure hunting, and faction conflicts. Players navigate the
city's underbelly to uncover a hidden cache of gold, facing rival gangs and
powerful NPCs. It serves as a perfect lead-in to the deeper dungeon
exploration found in Dungeon of the Mad Mage.

2. Dungeon of the Mad Mage
This extensive campaign takes adventurers deep beneath Waterdeep into the
sprawling mega-dungeon known as Undermountain. Designed for levels 5-20, it
challenges players with complex traps, deadly monsters, and mysterious lore
tied to the enigmatic Mad Mage, Halaster Blackcloak. The dungeon’s multiple
levels offer a rich and varied experience for dungeon crawlers.

3. Waterdeep: City of Splendors



A comprehensive sourcebook detailing the city of Waterdeep, its districts,
important NPCs, and political factions. This book is invaluable for Dungeon
Masters who want to flesh out urban campaigns or provide rich role-playing
opportunities in and around Waterdeep. It offers in-depth lore that
complements adventures like Dungeon of the Mad Mage.

4. Volo’s Guide to Monsters
This supplement expands the bestiary with detailed monster lore and new
playable races, perfect for enhancing any campaign set in Waterdeep or
Undermountain. It includes iconic creatures and provides Dungeon Masters with
tools to create more immersive and challenging encounters. The book also
offers insights into monster behavior and ecology.

5. Xanathar’s Guide to Everything
A versatile expansion for Dungeons & Dragons 5th Edition, offering new
character options, spells, and downtime activities. It also provides Dungeon
Masters with additional tools for encounter building and adventure design.
This guide helps enhance both the player and DM experience in campaigns like
Dungeon of the Mad Mage.

6. The Lost Mine of Phandelver
An introductory adventure that sets the tone for classic dungeon exploration
and treasure hunting, similar to the themes found in Dungeon of the Mad Mage.
It includes wilderness travel, small-town intrigue, and an initial delve into
monster-infested caverns. This module is ideal for new players easing into
Dungeons & Dragons gameplay.

7. Storm King’s Thunder
A high-level campaign involving giant-themed threats across the Sword Coast,
including regions near Waterdeep. It provides a grand narrative and vast
wilderness encounters that contrast with the claustrophobic dungeon crawl of
Undermountain. This adventure expands the scope of epic storytelling beyond
the city and its underground.

8. Ghosts of Saltmarsh
A collection of classic nautical adventures updated for 5th Edition,
featuring coastal towns and maritime mysteries. While not directly connected
to Waterdeep, it offers a different style of adventuring and exploration that
can complement urban and dungeon campaigns. The book includes detailed
setting information and new ship mechanics.

9. Princes of the Apocalypse
An elemental-themed campaign focusing on cults and natural disasters
affecting the Sword Coast region near Waterdeep. It challenges players with
diverse environments and complex villains, blending dungeon delves with
wilderness survival. This adventure enriches the broader world context around
Waterdeep and Undermountain.
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# Waterdeep: Dungeon of the Mad Mage PDF: Your Complete Guide to Conquering Undermountain

Delve into the labyrinthine depths of Undermountain, but don't get lost! Are you struggling to
navigate the sprawling levels of Waterdeep: Dungeon of the Mad Mage? Feeling overwhelmed by the
sheer volume of encounters, puzzles, and lore? Do you wish you had a comprehensive resource to
help you master this epic D&D adventure?

This guide provides the crucial support you need to conquer the Mad Mage's domain. No more
frustrating dead ends or wasted game sessions. We’ll equip you with the tools and knowledge to
triumph over Halaster Blackcloak and his chaotic creation.

"Mastering Undermountain: A Waterdeep: Dungeon of the Mad Mage Guide" by [Your Name/Pen
Name]

Contents:

Introduction: Understanding the Challenge of Undermountain
Chapter 1: Optimizing Your Party for Undermountain: Character Builds and Strategies
Chapter 2: Level-by-Level Breakdown of Undermountain: Encounters, Puzzles, and Treasures
Chapter 3: Navigating the Maze: Maps, Strategies, and Key Locations
Chapter 4: Understanding Halaster Blackcloak and his Motives
Chapter 5: Advanced Tactics and Strategies for Difficult Encounters
Chapter 6: Treasure Hunting and Resource Management in Undermountain
Chapter 7: Integrating Undermountain into Your Larger Campaign
Conclusion: Your Journey Through Undermountain Complete

---

Mastering Undermountain: A Waterdeep: Dungeon of
the Mad Mage Guide

Introduction: Understanding the Challenge of Undermountain

Waterdeep: Dungeon of the Mad Mage presents a unique challenge for Dungeon Masters (DMs) and

https://a.comtex-nj.com/wwu19/files?ID=joj81-8791&title=waterdeep-dungeon-of-the-mad-mage-pdf.pdf
https://a.comtex-nj.com/wwu1/pdf?ID=vxl00-2601&title=2014-chevy-impala-engine-diagram.pdf


players alike. Unlike many other D&D adventures, it's not a linear narrative. Instead, it's a
sprawling, multi-level dungeon with a vast array of interconnected encounters, puzzles, and
storylines. This non-linearity, while offering incredible replayability, can also be daunting. Players
might feel lost, overwhelmed by the sheer scale, or struggle to find a cohesive narrative thread. DMs
might find themselves scrambling to prepare for the unpredictable path their players choose. This
guide addresses these challenges head-on, providing the tools and insights you need to make the
most of your Undermountain experience. It focuses on providing strategic advice, valuable tactical
insights, and a deeper understanding of the dungeon's lore and inhabitants.

Chapter 1: Optimizing Your Party for Undermountain:
Character Builds and Strategies

This chapter delves into the specifics of building a party capable of surviving and thriving within
Undermountain's treacherous depths. It isn't just about high levels; it's about synergy and strategic
thinking. We explore:

Optimal Character Classes: Analyzing which classes and subclasses excel in Undermountain's
diverse environments, emphasizing versatility and adaptability. We'll discuss the strengths and
weaknesses of various classes in the context of this specific adventure, going beyond generic class
guides. For example, we'll address the utility of specific spells and abilities within the dungeon's
unique challenges.
Essential Skills and Abilities: Focusing on skills that are repeatedly useful in various situations, such
as Perception, Investigation, and Acrobatics. We'll go beyond a simple list and provide scenarios
where these skills are crucial.
Synergistic Party Composition: Explaining how different classes can complement each other,
creating a well-rounded team capable of tackling any challenge Undermountain throws at them.
We'll use specific examples from the adventure to illustrate effective party combinations.
Building for Survival: Discussing strategies for resource management, including healing, spells, and
other consumables, crucial for a long-term survival in a dungeon as extensive as Undermountain.
This includes strategies to mitigate common threats found in Undermountain.
Adapting to Different Environments: Highlighting the varied environments within Undermountain
(from icy caverns to volcanic vents) and how party compositions should adapt to each. We’ll provide
specific examples of each environment and the challenges they present.

Chapter 2: Level-by-Level Breakdown of Undermountain:
Encounters, Puzzles, and Treasures

This chapter serves as an invaluable roadmap for navigating Undermountain. We provide a detailed,
level-by-level breakdown, focusing on:

Encounter Summaries: Brief but informative summaries of each key encounter, including enemy
types, potential challenges, and suggested strategies. We'll avoid spoilers but provide enough
context to prepare players and DMs.
Puzzle Solutions: Detailed explanations and solutions to the many puzzles within Undermountain.



We'll focus on providing logical explanations rather than simply stating the answers.
Hidden Treasures and Secrets: Highlighting hidden areas, secret passages, and valuable treasures
that are easily missed. We'll provide clues and tips without directly revealing their locations.
Critical Path Analysis: Identifying the most efficient route through the dungeon while still allowing
for exploration and discovery. We'll outline multiple options and discuss the trade-offs involved.
Mapping and Navigation: Providing guidance on effective mapping techniques, helping players and
DMs track their progress and avoid getting lost in the dungeon's labyrinthine corridors.

Chapter 3: Navigating the Maze: Maps, Strategies, and Key
Locations

This chapter focuses on the overall strategy of exploring Undermountain. It moves beyond a simple
level-by-level guide to provide a broader, tactical understanding:

Effective Mapping Techniques: Guidance on creating and using maps, emphasizing efficient methods
for tracking progress and identifying key areas.
Prioritizing Exploration: Strategies for deciding which areas to explore first, based on factors such
as treasure, story progression, and the party's capabilities.
Avoiding Common Traps and Hazards: Identifying common pitfalls within Undermountain and
offering strategies to avoid them.
Utilizing Key Locations: Explaining the significance of specific locations within Undermountain and
how they can be used strategically.
Route Planning and Optimization: Providing detailed examples of optimal routes through different
sections of Undermountain, taking into account various factors.

Chapter 4: Understanding Halaster Blackcloak and his
Motives

Understanding the Mad Mage himself is key to understanding Undermountain. This chapter
explores:

Halaster's Personality and Motivations: Delving into the complex personality of Halaster Blackcloak,
examining his motives and the reasons behind his creation of Undermountain.
Halaster's Influence on the Dungeon: Exploring how Halaster's actions and decisions have shaped
the structure and challenges within Undermountain.
Predicting Halaster's Actions: Offering insights into Halaster's unpredictable behavior and providing
strategies for anticipating his actions.
Interpreting Halaster's Clues and Riddles: Providing guidance on understanding the cryptic clues
and riddles left by Halaster within Undermountain.
The Larger Narrative of Undermountain: Connecting Halaster's actions to the broader narrative of
the Forgotten Realms and its impact on the Waterdeep setting.



Chapter 5: Advanced Tactics and Strategies for Difficult
Encounters

This chapter focuses on specific advanced techniques for overcoming some of Undermountain's most
challenging encounters:

Combat Strategies: Detailed tactical advice for various combat situations, including strategies
against specific enemies and bosses.
Puzzle-Solving Techniques: Advanced methods for solving the most complex puzzles within
Undermountain.
Resource Management: Advanced strategies for efficiently managing resources, including healing
potions, spells, and other consumables.
Environmental Interactions: Utilizing the environment to your advantage during combat and
exploration.
Trap Disarming and Avoidance: Advanced techniques for identifying and disarming traps within
Undermountain.

Chapter 6: Treasure Hunting and Resource Management in
Undermountain

This chapter focuses on the practical aspects of surviving and thriving in Undermountain:

Identifying Valuable Treasures: Strategies for identifying and assessing the value of treasures found
within Undermountain.
Efficient Resource Management: Strategies for conserving resources and making the most of limited
supplies.
Finding Hidden Stashes: Techniques for uncovering hidden caches of treasure and supplies.
Trading and Bartering: Strategies for trading and bartering within Undermountain.
Economic Strategies in Undermountain: Understanding the economics of Undermountain and how to
use them to your advantage.

Chapter 7: Integrating Undermountain into Your Larger
Campaign

This chapter focuses on incorporating Undermountain into a larger Waterdeep or Forgotten Realms
campaign:

Connecting to Other Adventures: Establishing connections between Undermountain and other
adventures within the Forgotten Realms.
Creating Compelling Story Arcs: Developing compelling story arcs that incorporate Undermountain
into the larger narrative.



Introducing New NPCs: Integrating new non-player characters (NPCs) into the Undermountain
experience.
Expanding on Halaster's Lore: Expanding on Halaster Blackcloak's backstory and motivations.
Crafting Unique Side Quests: Creating unique side quests within Undermountain that enrich the
overall experience.

Conclusion: Your Journey Through Undermountain Complete

This guide has equipped you with the tools and knowledge necessary to conquer Undermountain.
Remember, exploration and adaptation are key. Embrace the unpredictable nature of the dungeon,
and let the thrill of discovery guide your party. May your journey through the Mad Mage's domain be
filled with triumph and adventure!

---

FAQs:

1. Is this guide suitable for all levels of D&D players? Yes, while some sections delve into more
advanced strategies, the core information is accessible to players of all experience levels.

2. Does this guide contain spoilers? The guide avoids major spoilers but provides enough information
to prepare for encounters.

3. What kind of maps are included? While the ebook doesn't include full, printed maps due to
copyright restrictions, it provides detailed descriptions and guidance on effective mapping
techniques.

4. Can this guide be used with other D&D 5e rule sets? Yes, the core principles and strategies are
applicable to most D&D 5e rule sets.

5. Is this guide only for DMs? No, players can greatly benefit from this guide's strategic advice and
insights into Undermountain's challenges.

6. How long will it take to complete Undermountain using this guide? The time depends on your play
style and the party's choices, but this guide will help optimize your playthrough.

7. Is this a physical book or a digital ebook? This is a description for a digital ebook (PDF).

8. What if I get stuck? The guide provides multiple strategies and solutions to help navigate
challenging situations.

9. Can I use this guide with online play? Absolutely! The strategic information applies equally well to
virtual tabletop sessions.

Related Articles:



1. Waterdeep: Dungeon of the Mad Mage Character Builds: A deep dive into optimal character
builds for conquering Undermountain.
2. Waterdeep: Dungeon of the Mad Mage Puzzle Solutions: A comprehensive guide to solving
Undermountain's most challenging puzzles.
3. Waterdeep: Dungeon of the Mad Mage Traps and Hazards: Detailed information on avoiding and
disarming the dungeon's traps.
4. The Lore of Halaster Blackcloak: A detailed exploration of the Mad Mage's history, motivations,
and personality.
5. Waterdeep: Dungeon of the Mad Mage Boss Strategies: Tactical advice for defeating
Undermountain's formidable bosses.
6. Optimizing Resource Management in Undermountain: A detailed guide to efficiently managing
resources within the dungeon.
7. Integrating Waterdeep: Dungeon of the Mad Mage into a Larger Campaign: Strategies for
connecting Undermountain to other adventures.
8. Mapping Undermountain: A Comprehensive Guide: Detailed instructions on effective map-making
for navigating the dungeon.
9. Waterdeep: Dungeon of the Mad Mage Hidden Treasures and Secrets: A guide to uncovering the
dungeon's hidden riches and secrets.

  waterdeep dungeon of the mad mage pdf: Expedition to Undermountain Eric L. Boyd, Ed
Greenwood, Christopher Lindsay, Sean K. Reynolds, 2007 Faerun's deadliest dungeon beckons!
Expedition to Undermountain is a Dugeons & Dragons super-adventure that revisits the greatest
dungeon in the Forgotten Realms campaign setting. Located beneath the city of Waterdeep,
Undermountain has lured countless heroes to their doom. Like other adventures in the Expedition
series, this product takes a classic D&D location, updates it for D&D v.3.5, and features many new
surprises. Rich with source material for players and a new combat encounter format designed to
make the Dungeon Master's job easier, as well as information to help Dungeon Masters adapt the
adventure to serve their home campaigns.
  waterdeep dungeon of the mad mage pdf: The Demonplague Johnn Four, 2019-11-26
Sandbox Meets Hexcrawl Meets Epic Storyline. Every millennium, a terrible evil trapped in the heart
of the Luna Valley awakens to wipe civilization out -- and the last awakening happened 1,000 years
ago.... This time, if the heroes don't stop the evil, more than just the Luna Valley will die. Welcome to
The Demonplague, a rocking campaign that will take your players on a wild adventure rife with
intrigue, secrets, and grim sword and sorcery action.With equal parts classic adventure, sandbox,
hexcrawl, and old-fashioned dungeon crawl, The Demonplague lets you GM with little prep and at
the same time offers your players total freedom and choice. Designed For Game MastersNew GMs
benefit from a classic linear structure that gradually leads them into the campaign's other styles.
The Demonplague adventure comes in four parts, all of which you will get today for a complete
campaign experience. Part I: The Frozen Necromancer Part II: The Winter Druid's Legacy Part III:
Icefall Part IV: Xancrown's Prison Features A full-length 371 page D&D 5E campaign that takes
characters from 1st to 20th level The self-contained Luna Valley setting lets you drop this campaign
into any fantasy world without a hitch 21 diabolical new monsters for 5E including new undead and
demonic foes 27 new NPCs with complete write-ups for excellent roleplay A fully-stocked village
brimming with intrigue Over a dozen dungeon and adventuring sites Two PDF versions included:
2-column for print and 1-column PDF for easier tablet and phone use* PDFs are fully bookmarked
and searchable The Story A classic linear adventure core story arc with village intrigue, wilderness
exploration, and dungeon mission play A sandbox stage when PCs are tough enough to brave the
post-apocalyptic wilderness, letting them choose when and how to engage in story milestones A
hexcrawl portion where you can dynamically generate the contents of any hex, letting players roam
freely throughout the valley and make amazing discoveries A mega-dungeon finale with an exciting



balance of roleplaying and action A player-driven narrative that puts tough choices in front of their
characters to determine the direction and outcome of adventures Get the Demonplague today and
run an unforgettable campaign for your friends!
  waterdeep dungeon of the mad mage pdf: 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. FINALIST FOR THE HUGO AWARD • FINALIST FOR THE LOCUS AWARD •
NOMINATED FOR THE DIANA JONES AWARD From one of the most iconic game brands in the
world, this official DUNGEONS & DRAGONS illustrated history provides an unprecedented look at
the visual evolution of the brand, showing its continued influence on the worlds of pop culture and
fantasy. Inside the book, you’ll find more than seven hundred pieces of artwork—from each edition
of the core role-playing books, supplements, and adventures; as well as Forgotten Realms and
Dragonlance novels; decades of Dragon and Dungeon magazines; and classic advertisements and
merchandise; plus never-before-seen sketches, large-format canvases, rare photographs,
one-of-a-kind drafts, and more from the now-famous designers and artists associated with
DUNGEONS & DRAGONS. The superstar author team gained unparalleled access to the archives of
Wizards of the Coast and the personal collections of top collectors, as well as the designers and
illustrators who created the distinctive characters, concepts, and visuals that have defined fantasy
art and gameplay for generations. This is the most comprehensive collection of D&D imagery ever
assembled, making this the ultimate collectible for the game's millions of fans around the world.
  waterdeep dungeon of the mad mage pdf: Volo's Guide to Waterdeep Ed Greenwood,
1993-01-01
  waterdeep dungeon of the mad mage pdf: The City of Splendors Ed Greenwood, Elaine
Cunningham, 2011-09-06 The tour of the Realms’ most powerful cities continues with this
action-packed adventure set in Waterdeep, where intrigue and secrets abound In the streets of
Waterdeep, conspiracies run like water through the gutters, bubbling beneath the seeming calm of
the city’s life. As a group of young, foppish lords discovers there is a dark side to the city they all
love, a sinister mage and his son seek to create perverted creatures to further their twisted ends.
With Waterdeep facing imminent danger, these spoiled younger sons must set aside their lives of
luxury to become a fearless band of heroes. And across it all sprawls the great city itself. A hub of
brawling, drinking, laughing, and living life to the fullest—even in the face of death.
  waterdeep dungeon of the mad mage pdf: Halls of Undermountain Wizards RPG Team,
2012-04-17 Beneath the streets of Waterdeep, a sinister dungeon awaits adventurers brave enough
to face its perils. Created ages ago by the wizard Halaster, the sprawling dungeon is a lair for
terrible monsters and ruthless villains. In the dark chambers, they hunger for victims and plot the
downfall of those who dwell on the streets above. Who will unravel the twisting labyrinth to reveal
its secrets, claim its treasures, and stop the foul machinations of the dungeon's denizens? Halls of
Undermountain(tm) is a 96-page hardcover book that presents a ready-to use dungeon detailing over
eighty locations. The adventure offers a way for Dungeon Masters participating in the recent D&D
Encounters(tm) season, The Elder Elemental Eye(tm), to extend the adventure. In addition, this book
provides all the ingredients to run a classic dungeon delve, including enticing treasures, deadly
traps, a wide assortment of monsters, and two double-sided full-color poster maps.
  waterdeep dungeon of the mad mage pdf: The Modular Home Andrew Gianino, 2012-11-19
Modular homes are the perfect solution if you want to build a high-quality, customized home without
undue expense or hassle. In this informative guide, Andrew Gianino helps you make the best choices
throughout the modular building process, with suggestions for everything from choosing the right
dealer and contractor to setting the specs, price, and schedule. Whether you’re looking for a cozy
Victorian or want to add a personal touch to a wide ranch, there’s a modular home that will fit your
tastes, lifestyle, and budget.
  waterdeep dungeon of the mad mage pdf: Revenge of the Giants Bill Slavicsek, Mike Mearls,



David Noonan, 2009 Fee-Fie-Foe-FUN! The first 4th editon D&D(R) super-adventure! Evil giants
seek to avenge past defeats by ravaging the civilized lands, and the only thing standing in their way
is a renowned band of heroes. The first 4th edition super-adventure, this product is designed to take
characters from 12th to 17th level. Complete within itself, this product contains 160 pages of
exciting paragon tier adventure and a beautiful 2-sided map featuring key locations within the
adventure.
  waterdeep dungeon of the mad mage pdf: Death Masks Ed Greenwood, 2016-06-07 The
creator of the Forgotten Realms leads readers through a rollicking fantasy adventure and murder
mystery set in the city of Waterdeep Revealed in death to have been Masked Lords, three more
citizens had been murdered over the preceding day and night: the Sembian wine-seller and collector
Oszbur Malankar; the half-elf sorceress and artisan Dathanscza Meiril; and the moneylender,
landlord, and investor Ammasker Gwelt. All of Waterdeep now knew someone was killing the Lords
of Waterdeep, one by one. Yet that was about where truth ended and speculation—however
plausible—began. The broadsheets were full of wild conjecture. Who's behind this? The ousted Lord
Neverember? The Zhentarim, the Cult of the Dragon or some other Outland Power? The Xanathar?
Some cabal of guilds or nobles planning a coup? The rumors would rage on, whether the Open Lord
Laeral Silverhand did something or not. That was the trouble with rumors; once loosed, they roamed
free like snarling, untamed beasts, with no simple way of stopping them. And all rumors aside,
Waterdeep has become . . . a City of Murderers. Death Masks is loosely connected to the Elminster
series and Sage of Shadowdale series.
  waterdeep dungeon of the mad mage pdf: Night Below Carl Sargent, TSR Inc. Staff,
1995-11 The ultimate dungeon adventure is back in print again because the fans demanded it! Set in
the Underdark and designed to be used in any AD&DRM campaign, Night Below presents an epic
adventure that takes player characters from 1st level to loth level and beyond. Available again for a
limited time, this huge adventure is packed with plots, subplots, sinister conspiracies, and action on
a grand scale.
  waterdeep dungeon of the mad mage pdf: D&d Wild Beyond the Witchlight: A Feywild
Adventure Accessory Kit Wizards RPG Team, 2021-09-21 The Wild Beyond the Witchlight is D&D's
next big adventure storyline that brings the wicked whimsy of the Feywild to fifth edition for the first
time. Tune into D&D Live 2021 presented by G4 on July 16 and 17 for details including new
characters, monsters, mechanics, and story hooks suitable for players of all ages and experience
levels. The Wild Beyond the Witchlight is D&D's next big adventure storyline that brings the wicked
whimsy of the Feywild to fifth edition for the first time. Tune into D&D Live 2021 presented by G4 on
July 16 and 17 for details including new characters, monsters, mechanics, and story hooks suitable
for players of all ages and experience levels.
  waterdeep dungeon of the mad mage pdf: Forgotten Realms Player's Guide Rob Heinsoo,
2008 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.
  waterdeep dungeon of the mad mage pdf: The Book of Dungeon Traps Kent David Kelly,
2018 Tumbling boulders crushing over powdered bones, Death pits filled with gibbering slime,
Strangling vines, enchanted lodestones, lightning bolts, Hateful wraiths Imprisoned in chests of
ancient gold, Chained by holy symbol and silver seal ... Every mechanical horror, every thief's
demise, Every fell contraption Lies here, deep in this book of secrets. Would you like to fill your
dungeons with traps, but you can never find coherent rules or guidelines to show the way? Are your
players weary of arbitrary deathtraps? Have you ever searched in vain for a system which codifies
spells into magical traps? Are you bored with the famous four - pits, gas, arrows and poisoned
needles - but never know what to replace them with? Castle Oldskull Supplement BDT1, THE BOOK
OF DUNGEON TRAPS, is filled with over 800 classic traps and trap variations. Herein you will find
rules for boiling mud, Illusionary bridges, amnesia vapor, polymorph traps, unseen servant-triggered



machinations, collapsing columns, and much more. Best of all, all traps are collated into hierarchies
of Lethality Levels, so that you can always challenge your players without killing their heroes
outright. This elaborate tome also includes rules for trap placement in dungeon designs, advice on
trap locations, trap triggers, trap detection, trap removal, 10' poles as trap detection devices, and
even a complete set of random monster tables to aid you in populating monster pits, cages,
summoning traps, alarm-trapped dungeon chambers, and much more. Every trap type features
detailed rules which have been culled from dozens of books and dungeon modules, turning hidden
and obscure rulings into a methodical and internally consistent system for trap design. Everything
you will ever need to fill every dungeon you create with any trap you can dream of, it's all here in a
single source. This book is made to interface with Castle Oldskull Supplement CDDG1, THE
CLASSIC DUNGEON DESIGN GUIDE, but the integration is completely optional. You do not need
both books to make use of them; they simply amplify one another. 49,800 words, 308 pages. Another
classic Fantasy Role-Playing Game Supplement from Wonderland Imprints, Only the Finest Works of
Fantasy.
  waterdeep dungeon of the mad mage pdf: The Original White House Cook Book F. L.
Gillette, Hugo Ziemann, 2017-01-17 Initially published in 1887, The Original White House Cook Book
is a cooking compendium penned by F. L. Gillette and Hugo Ziemann. The book is comprised of
recipes, cooking techniques, etiquette instruction, household care, and cleanliness tips used in the
White House. This historic book includes recipes by the first ladies Martha Washington, Mary Todd
Lincoln, and many others, as well as historic menus for special occasions like Grant’s Birthday and
Washington’s Wedding. The book was compiled using the knowledge gained by Gillette in her years
of cooking, as well as Ziemann’s term as a White House steward and caterer. It rapidly became a
bestseller after its publication and an essential cookbook in kitchens across America. The Original
White House Cook Book includes more than five hundred recipes for soups, meats, vegetables,
pastas, desserts, sandwiches, and more. Additionally, it includes hundreds of tips and tricks as well
as a foreword written by John Moeller, White House chef from 1992 to 2005.
  waterdeep dungeon of the mad mage pdf: The Rise of Tiamat Wizards RPG Team,
2014-11-04 Avert the Cataclysmic Return of Tiamat in this Adventure for the World’s Greatest
Roleplaying Game The Cult of the Dragon leads the charge in an unholy crusade to bring Tiamat
back to the Realms, and the situation grows more perilous for good people with each passing
moment. The battle becomes increasingly political as opportunities to gather allies and gain
advantage present themselves. From Waterdeep to the Sea of Moving Ice to Thay, it is a race against
Evil. Succeed or succumb to the oppression of draconic tyranny. Win or lose, things will never be the
same again. • The second of two adventures in the Tyranny of Dragons™ story arc, The Rise of
Tiamat provides everything a Dungeon Master needs to create an exciting and memorable adventure
experience. • Fans of the Dungeons & Dragons® Roleplaying Game can get a sample of what this
product has in store for them through the D&D Encounters™ in-store play program. • Adventure
design and development by Kobold Press.
  waterdeep dungeon of the mad mage pdf: Dungeons & Dragons: Forgotten Realms Ed
Greenwood, 2013-01-15 Forgotten Realms creator Ed Greenwood opens the adventures of an
unlikely new band of heroes who get into a bit more trouble than usual in the fabled port city of
Waterdeep, but soon discover some of the seedier corners of the wider Realms — the hard way!
Joined by artist Lee Ferguson and Sal Buscema, this new series kicks off a deadly tale with a
kidnapping that is more — and less — than it seems.
  waterdeep dungeon of the mad mage pdf: Explorer's Guide to Wildemount (D&D Campaign
Setting and Adventure Book) (Dungeons & Dragons) Dungeons & Dragons, 2020-03-17 HOW DO
YOU WANT TO DO THIS? A war brews on a continent that has withstood more than its fair share of
conflict. The Dwendalian Empire and the Kryn Dynasty are carving up the lands around them, and
only the greatest heroes would dare stand between them. Somewhere in the far corners of this
war-torn landscape are secrets that could end this conflict and usher in a new age of peace—or burn
the world to a cinder. Create a band of heroes and embark on a journey across the continent of



Wildemount, the setting for Campaign 2 of the hit Dungeons & Dragons series Critical Role. Within
this book, you’ll find new character options, a heroic chronicle to help you craft your character’s
backstory, four different starting adventures, and everything a Dungeon Master needs to breathe life
into a Wildemount-based D&D campaign… · Delve through the first Dungeons & Dragons book to let
players experience the game as played within the world of Critical Role, the world’s most popular
livestreaming D&D show. · Uncover a trove of options usable in any D&D game, featuring
subclasses, spells, magic items, monsters, and more, rooted in the adventures of Exandria—such as
Vestiges of Divergence and the possibility manipulating magic of Dunamancy. · Start a Dungeons &
Dragons campaign in any of Wildemount’s regions using a variety of introductory adventures, dozens
of regional plot seeds, and the heroic chronicle system—a way to create character backstories
rooted in Wildemount. Explore every corner of Wildemount and discover mysteries revealed for the
first time by Critical Role Dungeon Master, Matthew Mercer.
  waterdeep dungeon of the mad mage pdf: Drow of the Underdark Robert J. Schwalb, Ari
Marmell, Anthony Pryor, Greg A. Vaughn, 2007 This supplement provides the definitive treatise on
the drow, arguably the games most evocative evil race. Everything readers want to know about drow
and their subterranean homeland can be found in this tome.
  waterdeep dungeon of the mad mage pdf: Silver Marches Ed Greenwood, Jason Carl, 2002
This accessory provides a wealth of highly detailed information about one of the most popular
regions of the Forgotten Realms world. In addition to new spells, monsters, magic items, and
prestige classes native to the region, Silver Marches also includes a poster map and many detailed
adventure sites.
  waterdeep dungeon of the mad mage pdf: Apex Legends: Overtime Jesse Stern, 2022-08-30
The Legends from the Battle Royale video game, Apex Legends, find themselves pulled together to
rescue the city from Mad Scientists, brutal assassins, and the sudden and sinister grip of The
Syndicate, a corrupt cabal attempting to “fix” arena outcomes in their favor. Will the legends hold up
to their celebrity status and be the heroes Solace needs? Players are familiar with the fierce
gladiators of King’s Canyon Arena in Apex Legends. Now they can see what life is like for their
favorite Legends outside the arena, in the wild and vibrant dystopian city of Solace. Some of the
victorious celebrate together while the others go about their night, blowing off steam or
investigating the strange and often nefarious events happening in the neon-lit depths of the city.
Each contestant came to the arena for different reasons: glory, fame, wealth, revenge, redemption,
and more. This book gives fans a look at their humanity, the good, the bad, and even… the robotic?
With pencils by Neil Edwards (Assassin’s Creed, Dark Avengers), inks from Keith Champagne
(Stranger Things, Green Lantern), and script by film and videogame writer Jesse Stern (Call of Duty
2, NCIS). Collects Apex Legends: Overtime issues #1–#4.
  waterdeep dungeon of the mad mage pdf: Baking with Kim-Joy Kim-Joy, 2019-08-22 Infuse
your baking with a sprinkle of glitter, a rainbow of colours and a menagerie of woodland creatures
with the help of this unique baking book from everyone's favourite Great British Bake Off finalist,
Kim-Joy! If you've ever wanted to know how to bring your baking to life, Kim-Joy will show you how
in this fun and practical book. As well as basic cake mixes, biscuit doughs, fillings/frostings and
decorating techniques, she shares 40 of her wonderfully imaginative designs for iced biscuit
creatures, big occasion cakes, character macarons and meringues, ornate breads and showstopping
traybakes. Recipes include step-by-step photography and adorable illustrations accompanied by little
messages of positivity throughout. Whether you want to learn how to make a llama cookie, a cat
paradise cake, a panda-madeleine or a choux-bun turtle, there's something here to capture your
imagination and spread a little (Kim-)Joy!
  waterdeep dungeon of the mad mage pdf: Champions of Ruin Jeff Crook, Wil Upchurch, Eric
L. Boyd, 2005 Everything a player needs to know to play evil or morally ambiguous characters in the
Forgotten Realms setting. Champions of Ruin™ is a comprehensive guide to playing evil characters
in theForgotten Realmssetting. Many aspects of play are covered: vengeance, ambition, evil vs. evil,
corruption and moral failure, loyalty and betrayal. The book also discusses types of evil–lawful,



chaotic, and neutral–as well as morally ambivalent characters such as anti-heroes and rogues. Elder
evils of extreme power are discussed along with tools, feats, spells, evil places and planar
touchstones, and guilds and organizations that evil characters can join. Two new races are also
introduced. JEFF CROOK has written novels for theDragonlance® setting, including Dark Thane,The
Rose and the Skull, andConundrum. WIL UPCHURCH is a full-time game industry freelancer whose
most recent work with Wizards of the Coast, Inc. includesStar Wars: Ultimate Adversaries™. His
articles can be found inDragon® Magazine,Dungeon® magazine,and other major gaming
magazines. ERIC L. BOYD is a software developer who has written extensively about the Forgotten
Realmsfor Wizards of the Coast, Inc. His most recent credits includeLost Empires of Faerûn™,Faiths
& Pantheons™,Races of Faerûn™, andSerpent Kingdoms™.
  waterdeep dungeon of the mad mage pdf: Real Estate Finance and Investments William B.
Brueggeman, Jeffrey D. Fisher, 2005 Real Estate Finance & Investments is today's most
indispensable, hands-on look at the increasingly vital arena of real estate partnerships, secondary
mortgage markets, and fixed- and adjustable- rate mortgages. Updates to this edition include
completely revised coverage of REITs, expanded coverage of CMBS, more detail on how underlying
economic factors affect property value, and short readings based on current events.
  waterdeep dungeon of the mad mage pdf: Ed Greenwood Presents Elminster's Forgotten
Realms Wizards RPG Team, 2012 Offers a comprehensive description of the Forgotten Realms, one
of the most well known Dungeons & Dragons campaign settings.
  waterdeep dungeon of the mad mage pdf: Monster Manual III Wizards of the Coast, Inc,
2004 ...Offers a fully illustrated array of new creatures such as the boneclaw, eldritch giant, and web
golem. It also includes advanced versions of some monsters
  waterdeep dungeon of the mad mage pdf: The Porsche 911 Book Jürgen Lewandowski,
2018 The introduction of the Porsche 901 in 1963 marked↵ a milestone in automotive history.
Although the name later had to be changed because Peugeot had patented having a 0 in the middle
of car model numbers, the 911 didn't let anything stand in the way of its becoming an iconic sports
car. This success story spans all the way from the 901 and the Carrera RS 2.7 (which with its
characteristic rear spoiler--the so-called ducktail--was the fastest production car of its time) right up
to the current generation of the 991. For the 50th birthday of the populous 911 family, the famous
automotive photographer Rene Staud, whose The Mercedes-Benz 300 SL Book has also been
published by teNeues, showcases the most important models--all in his typically radiant and
distinctive style.
  waterdeep dungeon of the mad mage pdf: The Lost City of Gaxmoor Ernest Gary Gygax Jr,
Luke Gygax, 2016-04-01 North of the Bergruken, upon the broken slopes of the Massif the suns
fading brilliance outlines the ancient ruins of the once thriving metropolis of Gaxmoor. The former
beacon of Imperial power mysteriously vanished ages ago. Now it has returned, beckoning brave
adventurers to explore its ruins and crypts, and to vanquish the chaos and evil that lies within. The
Lost City of Gaxmoor is a complete adventure setting that takes characters from levels 1-10.
Playable in any home brew setting or in the World of Aihrde! Made in the USA.
  waterdeep dungeon of the mad mage pdf: Storm King's Thunder Dungeons & Dragons,
2016-09-06 Take a stand against the giants in this adventure for the world’s greatest roleplaying
game Giants have emerged from their strongholds to threaten civilization as never before. Hill
giants are stealing all the grain and livestock they can while stone giants have been scouring
settlements that have been around forever. Fire giants are press-ganging the smallfolk into the
desert, while frost giant longships have been pillaging along the Sword Coast. Even the elusive cloud
giants have been witnessed, their wondrous floating cities appearing above Waterdeep and Baldur’s
Gate. Where is the storm giant King Hekaton, who is tasked with keeping order among the giants?
The humans, dwarves, elves, and other small folk of the Sword Coast will be crushed underfoot from
the onslaught of these giant foes. The only chance at survival is for the small folk to work together to
investigate this invasion and harness the power of rune magic, the giants’ weapon against their
ancient enemy the dragons. The only way the people of Faerun can restore order is to use the giants’



own power against them. To defeat giants, you need to be giant!
  waterdeep dungeon of the mad mage pdf: Adventures in Middle Earth Loremasters G
Cubicle 7, 2017-05-03 The Loremaster's Guide is packed with extra setting material and advice for
running Adventures in Middle-earth. There are expanded rules and guidance for running Journeys,
Audiences, new rules for combat and adversaries, and a whole lot more.
  waterdeep dungeon of the mad mage pdf: City of Splendors Eric L. Boyd, 2005 The first
in-depth look at Waterdeep includes history, a who's who, information on laws, and rules for running
and playing in a Waterdhavian campaign. Information on the people of Waterdeep covers non-player
characters, arcane schools, armed forces, guilds, nobility, prestige classes specific to the city, and
more. An extensive appendix gives information on new equipment, magic items, psionic powers,
poisons, spells, and more.
  waterdeep dungeon of the mad mage pdf: Mimic Book of Mimics Michael Holik, Alexander
Binns, 2022 A supplement for D&D 5th edition which introduces variations on the classic mimic
creature to delight and terrify your players.
  waterdeep dungeon of the mad mage pdf: Player's Handbook II David Noonan, 2006-05
This follow-up to the Player's Handbook is designed to aid players and provide more character
options.
  waterdeep dungeon of the mad mage pdf: Forgotten Realms Campaign Guide Bruce R.
Cordell, Ed Greenwood, Chris Sims, 2008 288 page hardcover by Bruce R. Cordell
  waterdeep dungeon of the mad mage pdf: Dungeons & Dragons Waterdeep: Dungeon of
the Mad Mage (Adventure Book, D&D Roleplaying Game) Dungeons & Dragons, 2018-11-20
Explore the mega-dungeon of Undermountain in this adventure for the world’s greatest roleplaying
game. In the city of Waterdeep rests a tavern called the Yawning Portal, named after the gaping pit
in its common room. At the bottom of this crumbling shaft is a labyrinthine dungeon shunned by all
but the most daring adventurers. Known as Undermountain, this dungeon is the domain of the mad
wizard Halaster Blackcloak. Long has the Mad Mage dwelt in these forlorn depths, seeding his lair
with monsters, traps, and mysteries—to what end is a constant source of speculation and concern. •
The follow up to Waterdeep: Dragon Heist, Dungeon of the Mad Mage takes adventurers deep into
one of D&D's biggest dungeons. Each of Undermountain's twenty-three levels is an adventure
setting unto itself, and the book includes a map for each one. • Waterdeep, known as the City of
Splendors, is one of D&D’s most iconic locations. Also the setting for the board game Lords of
Waterdeeep, it’s the jewel of the Sword Coast—a sprawling melting pot held together by firm laws
and swift justice. • Dungeon of the Mad Mage is the second of two Dungeons & Dragons books set in
Waterdeep. It picks up where the first, Dragon Heist, leaves off, taking characters of 5th level or
higher all the way to 20th level. • In D&D, you and your friends coauthor you own legend. Guided by
a Dungeon Master, you create characters and play their roles in a story, rolling dice and navigating
maps as you unfold a tale as limitless as your imagination. • Dungeons & Dragons is the world’s
greatest roleplaying game. Created in 1974, D&D transformed gaming culture by blending
traditional fantasy with miniatures and wargaming.
  waterdeep dungeon of the mad mage pdf: Dungeons & Dragons: The Mad Mage's Academy
Matt Forbeck, 2019-09-03 Welcome to the Forgotten Realms Endless Quest books, where you don’t
just read a fantastic tale. You become the hero — and choose your own fate. You have been tasked
with stealing the spell book of Halaster Blackcloak, the mad mage who controls the halls of
Undermountain. The book is secreted away inside the halls of a magic academy, so you must
navigate your way in by posing as a new student. But you need to move quickly in order to locate the
spell book, steal it, and get away without being caught by the mad mage himself. Be on your guard,
rogue.
  waterdeep dungeon of the mad mage pdf: The Mad Mage's Academy Matt Forbeck,
2019-09
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