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Preface

By the light of your torch, you have seen
the sparkle of coins and gems. You have
pried magical swords from their age-old
resting places. Strange beasts have been
met and overcome: odd and unexpected
friendships have come to light. You are
an Adventurer,

After each perilous dungeon expedi-
tion, you have stepped out into the sun-
light to return to your home. But what do
you know of the green countryside, the
farmers' golden fields, and the land
beyond? What of your town, friends and
neighbors? Indeed, noble traveler —
what do you know of the world?

Watch! The world around you is com-
ing into focus. More details await your
discovery, in places far and near. Your
quiet little home town of Threshold is
only a beginning; the Duke’s mighty capi-
tal, Specularum, beckons from the south-
ern coast. There you may visit the local
marketplace, seeking the stories of for-
eign lands brought by caravans and
traders. Take a raft downstream, or fol-
low a trail into the gnome hills; adventure
lurks at every turn.

Gather knowledge, wealth and power;
you can build a castle, attract followers,
and even become ruler of a land. All this
lies in your future — and this is only the
beginning.

The horses are ready; dawn is break-
ing. Whither are we bound?

Frank Mentzer
May 1983

Earlier Editions and Rule Changes

The DUNGEONS & DRAGONS® game,
tirst created in 1974, has changed as more
and more people have played it. You may
find three earlier versions — the Original
Set, in small brown or white boxes (now
collector’s items), the “blue book™ edition

of 1978, and the “red book™ edition of

1981.

The Original Set was written by and for
“hobby gamers.” But now, with millions
of players around the world, a more gen-

erally understandable version is needed
— the volume you now hold, together
with the new Basic Set. So many changes
have occurred since 1973 that the task of
explaining all of them would require a
booklet of this size — and thus, they are
not included here,

Use these rules (along with those in the
revised Basic Set) whenever differences
between the old and new rules occur.



































































































































































































OPEN DOORS TO LIFE
BEYOND THE DUNGEON
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TSR’s D&D®Expert Set modules include wilderness,naval and aerial adventures.

Expanded player abilities to character levels 4-14 in the revised Expert Set take you beyond
the dungeon to adventurous jungles, mountains, lakes and villages.

Dungeon Module X2 "Castle of Amber”

Somewhere in the mysterious Castle Amber is the
key to your escape. Can you survive the deadly
Amber family long enough to find it?

Dungeon Module X3 “Curse of Xanathon"

A dark mystery plagues the town of Rhoona — the
curse of Xanathon. The Curse of Xanathon com-
bines town and wilderness adventures in an exciting
series of five detective-type scenarios.

Dungeon Module X4 “Master of the Desert Nomads"

You have been sent on a deadly journey into the
wastes of the Sind Desert. Guided only by the reports
of a half-dead scout and a scrawled map, you ride
straight toward the monstrous armies of the Master,

Dungeon Module X5 "“The Temple of Death”

On a desperate mission in an unknown land, you
must find your way to the stronghold of the Masterin
this thrilling adventure sequel to the Master of the
Desert Nomads.

When you're expert at Expert, ask about our Companion Set.

Adventures in the new Companion Set will chal-
lenge even the most powerful and daring characters.
Avastwildernessin the Companion Set beckons the
experienced adventurer to travel. Providing details
for character levels 15-25, the Companion Set fea-

TSR, Inc.

Products Of Your Imagination™

tures castle adventures and more magic and mon-
sters than ever before.

Beyond the dungeon, from Expert Set to Compan-
ion Set, the D&D game saga continues. You've
never imagined adventure like this!

D&D and PRODUCTS OF YOUR IMAGINATION are
trademarks owned by TSR, Inc. #1983 TSR, Inc. All
Rights Reserved
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DUNGEONS & DRAGONS®

Fantasy Adventure Game

EXPERT SET

Expansion rules for the D&ED® BASIC Set

THIS IS SET #2. DO NOT BUY THIS SET UNTIL YOU HAVE SET #1.

This box contains all you need to continue the Adventure:

e

® Endless hours of adventures.
® The D&D® Expert Set for
character levels 4-14, including
more combat rules, magic
spells, treasures, monsters and
added rules for Wilderness
adventures.
® Module X1, Isle of Dread. A
combined wilderness and
| dungeon adventure on a remote
island filled with savages and
prehistoric monsters!
e All the dice you need — six
different kinds included, with
marker crayon.
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WHEN YOU'RE READY FOR NEW CHALLENGES:
TRY THE DUNGEONS & DRAGONS® COMPANION SET

Specially designed to expand your FUN into a whole

Fantasy Universe.

Continue the Adventure with the DED® COMPANION SET —

with more advanced rules, more treasures, more monsters —
and MORE FUN!

©1974, 1977, 1978, 1921, 1983 TSR, Inc. All Rights Reserved

394-53422-0TSR1200
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