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TRUE LEADERS
GO BY THE BOOK

It's no secret that a great Dungeon Master makes for
role-playing campaign. Now every player has the chance

great game play in your
to become a superior game leader

with the new ADVANCED DUNGEONS & DRAGONS® 2nd Edition Dungeon Master's Guide from TSR.

After 10 years of player suggestions, along with new design mechanics, we've created the AD&D* Znd Edition
Dungeon Master's Guide that is sure to make you a better leader. It's easier to understand, filled with new information

and adaptable to all your current accessories and modules.

The AD&.D 2nd Edition Dungeon Master’s Guide is a
must for new or experienced role-playing game
fans, with dreams of becoming a masterful game
leader. And it's a must for expanding the horizons
of the AD&D game, the world's favorite
role-playing game.

The Dungeon Master’s Guide for the AD&.D 2nd
Edition game is available now, along with the new
Player’s Handbook at a book, toy or hobby store in
your neighborhood.

ADVANCED DUNGEONS & DRAGONS and ADAD are registered trademarks owned by TSR, Inc
* designates other rademarks owned by TSR, Inc. 1989, TSR, Inc. All Rights Reserved
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