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PLAYER'S HANDBOOK 2 introduced eight 
new classes and five new races to the D&D"" game. 
It presented racial paragon paths, character back­
grounds, and new feats and rituals for every character. 

Monster Manual fO 2 presented over 300 new mon­
sters to the game, covering every level and role. From 
the humble ankheg broodling to the mighty Prince 
of Demons, Demogorgon, it's full of monsters to chal­
lenge your players and add new life to your dungeons. 

So what's in Dun8eon Master's Guide'ID 2 that will 
make your game better? 

JUICY RULES BITS 
Let's start with the juicy rules bits you can drop in 
your game right away-like the eight pages of new 
traps in Chapter 2. You also get solid guidelines for 
creating your own traps, covering everything from 
getting the numbers right to making sure your trap 
threatens the characters-not the fun of your game. 

Chapter 2 also includes new types of fantastic 
terrain you can add to your encounters, as well as 
introducing the concept of "terrain powers"-attack 
powers built in to an encounter's environment. 

Chapter 4 is about tweaking and adjusting mon­
sters. It rounds out the rules presented in the first 4th 
Edition Dun8eon Master's Guide with additional rules 
for making minions and refined guidelines for elite 
and solo monsters. It presents new templates, includ­
ing class templates for the classes in Player's Handbook® 
2, and introduces monster themes-a great way to 
tweak the flavor and powers of a monster to make it 
fit whatever kind of adventure you want to run. 

You'll find new artifacts in Chapter 5, including 
old favorites such as the Rod of Seven Parts and the 
Cup and Talisman of AI'Akbar (both of which appeared 
in the original Dun8eon Master's Guide back in 1979) 
as well as all-new artifacts deSigned to appeal to pairs 
or whole groups of characters. 

Chapter 5 also sets out a new system of rewards 
you can use instead of (or as a supplement to) magic 
items. Divine boons represent gifts from the gods 
or their agents, legendary boons express the accom­
plishment of great deeds of power, and grandmaster 
training reflects what happens when a player charac­
ter learns from a legendary master. 

Near the end of Chapter 1, you'll find rules for 
companion characters-a great way to round out a 
small party or bring an important NPC along for the 

INTRODUCTION 

ride with your player characters. That chapter also 
includes handy rules for altering a character on the 
fly so he or she can fit in with a party of characters of 
much higher or lower level. 

EXPERT ADVICE 
A Dun8eon Master's Guide isn't just about rules, it's 
about helping you be a better Dungeon Master. 
Whether you're a veteran DM or a first-timer, this 
book has ample expert advice to improve your game. 

Chapter 1, "Group Storytelling," focuses on the 
cooperative experience of creating a dramatic nar­
rative. Whether you're looking to inject a little more 
drama into your game or you want a group-created 
story to drive your campaign, you'll find advice that 
will help you bring the characters at your table to life. 

Chapter 2, "Advanced Encounters," extends that 
advice to the level of the individual encounters that 
make up your adventures, offering advice to help 
make each encounter an important part of the plot. 
This chapter also includes advice on how to tailor 
encounters for different player motivations, how to 
deal with large and small groups, how to encourage 
movement in combat, and how to pace encounters 
to build dramatic tension. If you've wondered how 
to encourage characters to press on without taking 
an extended rest, or how to handle a long fight with 
wave after wave of onrushing enemies and no time 
for a short rest, this chapter has the advice you need. 

Chapter 2 ends with a sample encounter that 
pulls many of the elements discussed in the chapter 
together into a Single, dynamic fight. 

Chapter 3, "Skill Challenges," focuses on using 
skill challenges in your game, combining extensive, 
detailed advice with lots of examples. It sums up the 
basic rules of skill challenges (as already expanded 
and clarified in rules updates found on www.wizards. 
com), moves on to discuss five key elements of skill 
challenges, and wraps up with a series of examples. 

In among the rewards and artifacts in Chapter 
5, "Adventures," you'll also find plenty of advice to 
help you build your campaign. Sample campaign 
arcs, including a hands-on example of how to build 
a campaign arc, help you form the skeleton of your 
campaign, and information about using artifacts and 
organizations can help you flesh out the details. 

If the characters in your campaign have advanced 
to paragon level, be sure to take a look at Chapter 6 , 
"Paragon Campaigns." This chapter offers tips and 



uggestions for campaigns set in the paragon tier, 
,esents the city of Sigil as a home base for char-

_ ters' adventures through the paragon tier, and 
, cludes a short adventure for 11th-level characters. 

D&D INSIDER 
hroughout this book, you'll find excerpts of material 

- m the pages ofDun8eonTM magazine, particularly 
-ephen Radney-MacFarland's "Save My Game" 
lumn and James Wyatt's "Dungeoncraft" column. 
me other material in this book originally appeared 
the "Ruling Skill Challenges" column by Mike 
earls or in feature articles in Dra80nTM magazine. 
These columns and features are part ofD&D 

.:iderTM, an online subscription-based service 
signed to bring new life and new ideas to your 
-D game. D&D Insider is a suite of content and 

:.lIs for better gaming, including: 
• Dra80n magazine, which features new material and 

expanded content to help make your characters 
and campaigns more fun and more compelling: 
character options, powers, feats, magic items, para­
gon paths, epic destinies, monsters, campaign set­
ting source material, and more. Dra80n magazine 
also regularly features material slated for inclusion 
in future print products, giving you the opportu­
nity to share your feedback with the Wizards of the 
Coast design and development teams. 

• Dun8eon magazine, which proVides three to five 
new adventures every month-something for each 
tier of play (heroic, paragon, and epic)-so you'll 
always have a game that's ready to run. Whether ~ 
you run those adventures, or play your own home­
brewed adventures and campaigns, Dun8eon offers 
a continuous source of articles, features, hints, and 
tips, to help make the job ofDMing even easier. 

• The D&D Character Builder, a stand-alone appli­
cation that puts information from every printed 
book and online article at your fingertips as you 
build and level your character. In addition to pro­
viding an updatable and easy-to-read character 
sheet, the Character Builder generates power 
cards for you to quickly reference and track your 
character's powers. 

• The D&D Compendium, a searchable online data­
base of the complete rules text for every race, class, 
paragon path, epic destiny, skill, feat, power, item, 
and ritual- from every D&D rulebook and online 
magazine article. 

Wizards of the Coast is working constantly to expand 
and improve the tools and content available on D&D 
Insider, so be sure to check www.dndinsider.com for 
the latest updates. And if you like the excerpts from 
D&D Insider you find within these pages, become a 
subscriber and check out what you've been missing! 

PUTT1NG IT ALL TO USE 
ce the release of the Dun8eon Master's Guide in 2008, 
D&D game has grown. Besides Player'S Handbook 2 and 
ster Manual 2, you and your players might own Martial 
er"', Draconomicon'": Chromatic Dra80ns, Open Grave"', 
enturer's Vaulf", the FORGOmN REAlMS"" or EBERRO~ Cam-

-8n Guide and Player's Guide, and any number of other 
:lplements and adventures. How do you put it all to work 
your game? 
Start by knOWing when to say no. If a player brings a 
.v option to your table that doesn't fit in your game, 

s okay to tell the player to hold on to that idea until 
s campaign wraps up and you (or someone else in your 
up) starts something new. Balance this, of course, with 
advice to say yes as much as possible (see page 28 of 

- Dun8eon Master's Guide), but know the limits you want 
_ 'Our game and don't be afraid to enforce them. 
f your players are eager to try a new class or build they 

.md in Player's Handbook 2 or a power source book such 
-\Teane Power'", check out the sidebar on page 35, which 
usses how to let players take on multiple characters. 

'-' should also feel free to let your players tweak aspects 
. eir characters when new options become available. If 
guardian druid in your party wants to become a swarm 

_ d once Primal Power'" comes out, and the player can 
e that change without doing violence to the story of 

.. r game, let it happen. 

The D&D Compendium, part of the D&D Insider suite 
of tools, is a great way to keep track of information that 
appears in multiple books. If you're trying to find the caller 
in darkness, the Compendium can tell you quickly that it 
appears in Open Grave: Secrets of the Undead (and that it's 
a level 19 elite soldier). Using the Compendium to build 
encounters keeps all the information from your books at 
your fingertips. 

Loot freely. For instance, you don't have to be running a 
game set in the world of Eberron to find something worth 
using in the EBERRON Campai8n Guide. Maybe the idea of 
characters with dragon marks tied to a mysterious proph­
ecy fits in with the ideas you have for your own campaign. 
Letting your characters take dragon mark feats-and then 
pitting them against agents of the Chamber and the Lords 
of Dust-makes everyone at the table happy. 

Delves (short, three-encounter adventures), lairs, and 
even single encounters are easy to work in to whatever 
adventure you're running, whether it's a published adven­
ture or one of your own creation. If you craft your own 
adventures but find yourself underprepared for a session, 
picking up a delve from Dun8eon Delve"', a dragon lair from 
Draconomicon, or even a couple of encounters from one of 
the dozens of adventures found in Dun8eon magazine is a 
great way to keep your game on track . 

- James Wyatt 
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