d&d 2nd edition player's handbook

d&d 2nd edition player's handbook stands as a cornerstone in the history of tabletop role-playing
games, offering an expansive guide that has shaped the gameplay and storytelling of Dungeons &
Dragons for decades. This comprehensive manual provides players with detailed rules, character
creation options, and essential gameplay mechanics that enhance the immersive experience of the
fantasy role-playing world. As a pivotal resource in the Advanced Dungeons & Dragons 2nd Edition
series, the handbook not only refines the foundational elements established in earlier editions but
also introduces innovations that streamline and enrich character development and game
progression. Understanding the content and structure of the d&d 2nd edition player's handbook is
crucial for both new players and seasoned veterans aiming to delve deeper into classic D&D
gameplay. This article explores the handbook’s core components, including character classes, skills,
combat rules, and magic systems, while also highlighting its legacy and continued relevance in
modern gaming circles. The detailed examination that follows will aid enthusiasts in navigating the
complexities of this edition and maximizing their role-playing potential.
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Overview of the d&d 2nd Edition Player's Handbook

The d&d 2nd edition player's handbook serves as the primary rulebook for players engaging in the
Advanced Dungeons & Dragons (AD&D) 2nd Edition game system, first published in 1989. It
consolidates rules for character creation, combat, and magic, setting the foundation for gameplay.
This edition refined many aspects from the first edition, aiming to clarify rules and expand options
for players. The handbook covers various character classes, races, and equipment, providing a broad
framework for players to customize their adventurers. It also introduces optional rules and
guidelines to suit different play styles and campaign settings. The design reflects a balance between
complexity and accessibility, making it a key reference for players seeking a structured yet
imaginative gaming experience.

Character Creation and Development

Character creation in the d&d 2nd edition player's handbook is a detailed process that allows
players to craft unique heroes with distinct abilities and backgrounds. This section of the handbook



outlines the steps required to build a character, starting with choosing a race and class, determining
ability scores, and selecting alignment.

Races and Classes

The handbook offers a variety of races including humans, elves, dwarves, halflings, and more exotic
options such as half-elves and half-orcs. Each race comes with specific traits, such as ability score
modifiers and special abilities, which influence gameplay. Character classes include traditional roles
like fighters, clerics, and magic-users, as well as specialized classes such as rangers, paladins, and
thieves. Each class has unique strengths, weaknesses, and advancement paths.

Ability Scores and Alignment

Players generate six core ability scores: Strength, Dexterity, Constitution, Intelligence, Wisdom, and
Charisma. These scores affect various aspects of the character’s performance, including combat
effectiveness and skill usage. The handbook also emphasizes the importance of alignment, which
defines a character’s moral and ethical perspective, influencing role-playing and interactions within
the game world.

Character Advancement

Level progression is central to character development. The handbook details experience point
requirements and the benefits of leveling up, such as increased hit points, improved skills, and
access to more powerful spells or abilities. This structured advancement system encourages long-
term character growth and strategic planning.

Gameplay Mechanics and Combat

The d&d 2nd edition player's handbook provides a comprehensive framework for gameplay
mechanics, emphasizing tactical combat and role-playing scenarios. It standardizes rules for
movement, initiative, and attack sequences, ensuring consistency and fairness during play.

Combat Rules

Combat in this edition is turn-based, with each player acting in order determined by initiative rolls.
The handbook specifies attack rolls, defense mechanisms such as armor class, and damage
calculations. It also introduces critical hit rules and flanking bonuses, adding depth to tactical
encounters.

Movement and Positioning

Movement rules include detailed guidelines for distance covered per turn, effects of terrain, and
penalties for difficult environments. Positioning is crucial, influencing attack options and defensive



capabilities. The handbook encourages strategic placement to maximize advantages in battle.

Damage and Healing

Hit points represent the character’s health and endurance. The handbook outlines how damage is
calculated and applied, as well as the methods for healing, including spells, potions, and rest.
Managing hit points effectively is vital for survival during adventures.

Magic and Spellcasting Systems

Magic plays a pivotal role in the d&d 2nd edition player's handbook, with a robust system that
governs spellcasting for various classes. The handbook categorizes spells by level, type, and school
of magic, providing a structured approach to arcane and divine powers.

Spellcasting Classes

Classes capable of casting spells include magic-users, clerics, druids, and bards, each with unique
spell lists and casting mechanics. The handbook details how these classes prepare, memorize, and
cast spells, emphasizing resource management and strategic use.

Spell Lists and Schools of Magic

Spells are divided into levels, with higher-level spells offering more powerful effects but requiring
greater resources. Schools of magic such as evocation, illusion, and necromancy categorize spells by
their thematic and functional attributes, aiding players in selecting appropriate spells for their
characters.

Spell Components and Limitations

The handbook outlines the necessary components for casting spells, including verbal, somatic, and
material elements. It also sets limits on spell usage per day and conditions that may restrict casting,
ensuring balanced gameplay and promoting creative problem-solving.

Skills, Proficiencies, and Advancement

The d&d 2nd edition player's handbook introduces non-weapon proficiencies, expanding character
capabilities beyond combat and magic. This system allows players to develop skills in various areas,
enhancing role-playing depth and versatility.



Non-Weapon Proficiencies

These proficiencies encompass a wide range of skills such as animal handling, tracking, and
language proficiency. Characters select proficiencies based on their class and background, which
influence their effectiveness in diverse situations throughout the campaign.

Weapon Proficiencies

Besides non-weapon skills, the handbook details weapon proficiencies that affect a character’s
ability to wield specific weapons effectively. Mastery of weapons can provide bonuses to attack rolls
and damage, reflecting combat training and experience.

Advancement Through Experience

Skill and proficiency advancement occurs as characters gain experience points, allowing
improvement in existing skills or acquisition of new ones. This progression system enriches
character development and encourages players to tailor their skillsets according to their preferred
play style.

Impact and Legacy of the Player's Handbook

The d&d 2nd edition player's handbook has had a lasting influence on the evolution of role-playing
games. Its structured yet flexible ruleset helped solidify Dungeons & Dragons as a mainstream
gaming phenomenon during the 1990s and beyond. The handbook’s emphasis on character
customization, balanced combat, and detailed magic systems set standards that continue to inspire
modern RPG design.

Influence on Subsequent Editions

Many core concepts introduced or refined in the 2nd edition player’s handbook carried forward into
later editions, including streamlined rules for character creation and the integration of proficiencies.
The edition’s focus on narrative depth and player choice has become a hallmark of the D&D brand.

Community and Cultural Significance

The handbook fostered a vibrant player community, with numerous campaigns, modules, and
expansions building upon its foundation. It also contributed to the rise of role-playing as a social and
creative hobby, influencing popular culture and media representations of fantasy role-playing.

Collectibility and Modern Usage

Today, the d&d 2nd edition player's handbook remains a valued collector’s item and a reference for
enthusiasts of classic D&D gameplay. Many players and game masters continue to utilize its rules



for nostalgic or stylistic campaigns, appreciating its depth and historical significance.

e Detailed character customization options

e Comprehensive combat and magic systems

e Introduction of non-weapon proficiencies

e Influential role in the evolution of D&D gameplay

e Enduring popularity within gaming communities

Frequently Asked Questions

What is the D&D 2nd Edition Player's Handbook?

The D&D 2nd Edition Player's Handbook is a core rulebook for the Advanced Dungeons & Dragons
2nd Edition role-playing game, providing players with essential rules, character classes, races,
abilities, spells, and gameplay mechanics.

When was the D&D 2nd Edition Player's Handbook originally
published?

The D&D 2nd Edition Player's Handbook was originally published in 1989 by TSR, Inc.

What character classes are included in the D&D 2nd Edition
Player's Handbook?

The Player's Handbook includes classic character classes such as Fighter, Cleric, Thief, Mage
(Wizard), Paladin, Ranger, Druid, Bard, and others depending on the specific printing and
supplements.

How does character creation work in the 2nd Edition Player's
Handbook?

Character creation involves choosing a race, class, rolling or assigning ability scores, selecting skills
and proficiencies, and equipping the character according to the rules outlined in the handbook.

What are non-weapon proficiencies in the 2nd Edition Player's
Handbook?

Non-weapon proficiencies are skills unrelated to combat, such as cooking, music, or herbalism,
allowing characters to have diverse abilities and role-playing options beyond fighting.



Does the 2nd Edition Player's Handbook cover magic and
spellcasting?

Yes, it includes rules for spellcasting classes, lists of spells, and guidelines on how to use magic
during gameplay.

How does the 2nd Edition Player's Handbook differ from 1st
Edition?

The 2nd Edition refined and reorganized rules for clarity, introduced non-weapon proficiencies,
revised character classes, and removed some controversial content present in 1st Edition.

Is the 2nd Edition Player's Handbook compatible with other
D&D editions?

While it shares core concepts with other editions, the 2nd Edition Player's Handbook has distinct
rules and mechanics, so direct compatibility requires adjustments or conversions.

Are there any notable supplements that expand upon the 2nd
Edition Player's Handbook?

Yes, supplements like the Complete Fighter's Handbook, Complete Thief's Handbook, and others
expand character options and rules introduced in the Player's Handbook.

Where can I find digital versions of the D&D 2nd Edition
Player's Handbook?

Digital versions can be found on platforms like DriveThruRPG, DMs Guild, or through official
Wizards of the Coast releases, often as PDFs for purchase or download.

Additional Resources

1. Advanced Dungeons & Dragons 2nd Edition Dungeon Master's Guide

This essential companion to the Player's Handbook provides Dungeon Masters with comprehensive
rules, advice, and tools to create immersive campaigns. It includes guidance on adventure design,
managing player interactions, and mastering the game's mechanics. The book also introduces
optional rules and expanded content to enrich gameplay.

2. Monstrous Manual (AD&D 2nd Edition)

A definitive guide to the creatures of the AD&D universe, the Monstrous Manual offers detailed
descriptions, statistics, and lore for hundreds of monsters. This volume is indispensable for Dungeon
Masters looking to populate their worlds with challenging and imaginative foes. Each entry includes
habitat, behavior, and combat tactics, enhancing storytelling and encounters.

3. Complete Fighter's Handbook
Focused on the warrior class, this handbook expands on combat options, weapon proficiencies, and



tactical maneuvers. It introduces new character kits, feats, and strategies that allow players to
customize their fighters beyond the basic rules. The book is an excellent resource for players
wanting to deepen their understanding of martial prowess.

4. Complete Wizard’s Handbook

This book delves into the arcane arts, offering new spells, magical items, and character kits for
wizards and magic-users. It discusses spellcasting techniques, magical theory, and how to roleplay a
spellcaster effectively. Players will find inspiration and practical advice to enhance their magical
characters.

5. Skills & Powers

Introducing a more flexible and detailed character creation system, Skills & Powers allows players
to customize their protagonists with unique abilities and proficiencies. The book presents alternative
rules for non-weapon proficiencies and magic, enabling greater personalization. It is useful for
groups seeking to tailor their campaigns with nuanced character options.

6. Player’s Option: Combat & Tactics

This supplement refines combat rules and introduces tactical choices that add depth to battles. It
covers maneuvers, formations, and advanced combat techniques, giving players and Dungeon
Masters alike new ways to engage in strategic encounters. The book enhances the dynamic and
realism of combat scenarios.

7. Player’s Option: Skills & Powers

Building on the base system, this title offers expanded character customization options, including
new skills, powers, and class kits. It promotes creative character development and provides tools for
fine-tuning abilities to fit specific campaign settings. The book encourages innovation in character
design and gameplay.

8. Faiths & Avatars

A comprehensive guide to the deities of the Forgotten Realms, this book details gods, their
followers, and divine magic. It is invaluable for players and Dungeon Masters interested in
integrating religion and spirituality into their campaigns. The volume includes cleric kits, divine
powers, and the impact of faith on the game world.

9. The Complete Thief’s Handbook

Dedicated to the rogue archetype, this handbook offers expanded skills, new character kits, and
techniques for stealth, lockpicking, and subterfuge. It guides players on how to roleplay thieves and
adds depth to their abilities and backgrounds. The book is perfect for those who want to explore the
darker and more cunning aspects of adventuring.
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d d 2nd edition player s handbook: Two Editions One Tale Barrett Williams, ChatGPT,
2025-09-19 Dive into the enchanting world of tabletop role-playing games with *Two Editions One
Tale*, a captivating exploration of the phenomenon that is Dungeons & Dragons. This expertly
crafted eBook takes readers on an epic journey through the origins and evolution of D&D's first and
second editions. Whether you're a seasoned dungeon master or a curious newcomer, immerse
yourself in the fascinating history and enduring legacy of this iconic game. Begin your adventure in
the cultural upheaval of the 1970s, where the seeds of D&D were sown by visionaries Gary Gygax
and Dave Arneson. Explore the fundamental mechanics and innovations of the first edition that
captivated imaginations and gave birth to countless epic quests and iconic adventures. As you turn
each page, uncover the intricate rules of combat, spellcasting, and storytelling that defined an era.
Experience the wave of transformation as D&D transitioned into its second edition. Delve into the
philosophies behind this evolution and the innovative gameplay elements that expanded worlds and
introduced new classes and characters. From the revamped Player’s Handbook to the
comprehensive Monster Manuals, discover how these changes not only enriched the game but also
redefined the role-playing experience. Beyond mechanics, *Two Editions One Tale* shines a
spotlight on the influential artists and their iconic illustrations that brought the fantasy realm to life,
enriching gameplay through awe-inspiring visuals. Moreover, celebrate the passionate community of
fans and creators who shaped D&D’s legacy, from organized play and fan-created content to
conventions and gatherings. Explore the financial ups and downs, challenges, controversies, and
moral panic of the 80s and 90s, revealing the resilience and adaptability of the game and its
creators. Finally, look ahead to the future of Dungeons & Dragons, as it continues to inspire new
generations and embrace technological advancements. Embark on this grand journey and discover
how Dungeons & Dragons became the timeless adventure it is today. *Two Editions One Tale* is the
definitive guide to understanding the roots and relentless evolution of a game that forever
transformed the landscape of role-playing games.

d d 2nd edition player s handbook: Fifty Years of Dungeons & Dragons Premeet Sidhu,
Marcus Carter, Jose P. Zagal, 2024-05-14 On the fiftieth anniversary of Dungeons & Dragons, a
collection of essays that explores and celebrates the game’s legacy and its tremendous impact on
gaming and popular culture. In 2024, the enormously influential tabletop role-playing game
Dungeons & Dragons—also known as D&D—celebrates its fiftieth anniversary. To mark the occasion,
editors Premeet Sidhu, Marcus Carter, and José Zagal have assembled an edited collection that
celebrates and reflects on important parts of the game’s past, present, and future. Each chapter in
Fifty Years of Dungeons & Dragons explores why the nondigital game is more popular than
ever—with sales increasing 33 percent during the COVID-19 pandemic, despite worldwide
lockdowns—and offers readers the opportunity to critically reflect on their own experiences,
perceptions, and play of D&D. Fifty Years of Dungeons & Dragons draws on fascinating research and
insight from expert scholars in the field, including: Gary Alan Fine, whose 1983 book Shared Fantasy
remains a canonical text in game studies; Jon Peterson, celebrated D&D historian; Daniel Justice,
Canada Research Chair in Indigenous Literature and Expressive Culture; and numerous leading and
emerging scholars from the growing discipline of game studies, including Amanda Cote, Esther
MacCallum-Stewart, and Aaron Trammell. The chapters cover a diverse range of topics—from D&D’s
adoption in local contexts and classrooms and by queer communities to speculative interpretations
of what D&D might look like in one hundred years—that aim to deepen readers’ understanding of
the game.

d d 2nd edition player s handbook: The Routledge Handbook of Role-Playing Game
Studies José P. Zagal, Sebastian Deterding, 2024-06-27 This Handbook provides a comprehensive
guide to the latest research on role-playing games (RPGs) across disciplines, cultures, and media in
one single, accessible volume. Collaboratively authored by more than 40 key scholars, it traces the
history of RPGs, from wargaming precursors to tabletop RPGs like Dungeons & Dragons to the rise
of live-action role-play and contemporary computer RPG and massively multiplayer online RPG
franchises, like Baldur’s Gate, Genshin Impact, and World of Warcraft. Individual chapters survey



the perspectives, concepts, and findings on RPGs from key disciplines, like performance studies,
sociology, psychology, education, economics, game design, literary studies, and more. Other
chapters integrate insights from RPG studies around broadly significant topics, like worldbuilding,
immersion, and player-character relations, as well as explore actual play and streaming, diversity,
equity, inclusion, jubensha, therapeutic uses of RPGs, and storygames, journaling games, and other
forms of text-based RPGs. Each chapter includes definitions of key terms and recommended
readings to help students and scholars new to RPG studies find their way into this interdisciplinary
field. A comprehensive reference volume ideal for students and scholars of game studies and
immersive experiences and those looking to learn more about the ever-growing, interdisciplinary
field of RPG studies.

d d 2nd edition player s handbook: Catalogue of the Library of Congress Library of Congress,
1880

d d 2nd edition player s handbook: Dragons in the Stacks Steven A. Torres-Roman, Cason
E. Snow, 2014-10-17 A one-stop, complete guide to tabletop role-playing games for novice librarians
as well as seasoned players. Tabletop role-playing games (RPGs) are a perfect fit for library teen
services. They not only hold great appeal for teen patrons, but also help build important skills
ranging from math and literacy to leadership and dramatics. Role-playing games are cost-effective
too. Dragons in the Stacks explains why RPGs are so effective at holding teenagers' attention,
identifies their specific benefits, outlines how to select and maintain a RPG collection, and
demonstrates how they can enhance teen services and be used in teen programs. Detailed reviews of
role-playing games are included as well, with pointers on their strengths, weaknesses, and library
applications. Coauthored by an experienced young adult librarian and an adult services librarian,
this is the definitive guide to RPGs in the library, and the only one currently available.

d d 2nd edition player s handbook: The Catalogue of the Public Library of Victoria
Public Library, Museums, and National Gallery (Vic.), 1880

d d 2nd edition player s handbook: Theology, Religion, and Dungeons & Dragons Scott
Donahue-Martens, Brandon Simonson, 2024-12-15 On its 50th anniversary, the tabletop role-playing
game Dungeons & Dragons (D&D) has found renewed popularity and a generally positive
representation in popular culture. Reflecting on these fifty years of development and history, and
looking forward to D&D's bright future, Theology, Religion, and Dungeons & Dragons: Explorations
of the Sacred through Fantasy Worlds explores the intersection of D&D with the academic
disciplines of Theology and Religious Studies. From Tolkien's notion of sub-creation to pedagogical
ponderings on hell, readers will uncover deeply theological and religious aspects of Dungeons &
Dragons in this volume. Unlike some during the so-called Satanic Panic, the authors of this volume
embrace D&D as spiritually and theologically formative. Discussions on alignment and campaign
settings like Dark Sun and Ravenloft foreground notions of interrelating and wellbeing, and
reflections on communal conceptions of canon and spiritual formation chart paths forward by
understanding historical realities. This volume responds to growing interest in the academic study of
tabletop role-playing games in general and D&D in specific, and it addresses pressing issues in the
academic disciplines of Theology and Religious Studies.

d d 2nd edition player s handbook: Cyclopaedia Bibliographica: a Library Manual of
Theological and General Literature, and Guide to Books for Authors, Preachers, Students, and
Literary Men. Subjects. Holy Scriptures James Darling (Bookseller in London, 1797-1862.), 1859

d d 2nd edition player s handbook: British Museum Catalogue of printed Books , 1896

d d 2nd edition player s handbook: Cyclopadia Bibliographica:A Library Manual Of
Theological And General Literature, and guide to books for Autors,preachers,students,and
literary men. James Darling, 1859

d d 2nd edition player s handbook: Dungeon Master Guide for the AD&D Game David Zeb
Cook, Zeb Cook, 1995 This companion volume to the Player's Handbook is designed especially for
the Dungeon Master. It features information on creating and running fantasy adventures and
campaigns using the AD&D game system. Presented in full-color.



d d 2nd edition player s handbook: Altered Earth David Caffee, 2011-08-09 A science fiction
RPG compatible with the 4E rules. Altered Earth is a role-playing game of high energy battles and
thrilling adventures set against an epic science fiction background. The action takes place in a
futuristic world filled with endless possibilities. Any kind of adventure that you can imagine is
waiting for you in a setting that is filled with dangerous wastelands, high tech cities, awesome war
machines, and unexplored ruins. Your character might be a gritty mercenary, a cold blooded
assassin, an intrepid explorer, or a loyal soldier to the cause. You might be motivated to seek out
adventure for the sake of greed, for thrills, or simply to escape your previous life. Or perhaps you
have your own personal quest that you are pursuing.

d d 2nd edition player s handbook: Level Up! The Guide to Great Video Game Design
Scott Rogers, 2014-04-16 Want to design your own video games? Let expert Scott Rogers show you
how! If you want to design and build cutting-edge video games but aren’t sure where to start, then
the SECOND EDITION of the acclaimed Level Up! is for you! Written by leading video game expert
Scott Rogers, who has designed the hits Pac Man World, Maximo and SpongeBob Squarepants, this
updated edition provides clear and well-thought out examples that forgo theoretical gobbledygook
with charmingly illustrated concepts and solutions based on years of professional experience. Level
Up! 2nd Edition has been NEWLY EXPANDED to teach you how to develop marketable ideas, learn
what perils and pitfalls await during a game’s pre-production, production and post-production
stages, and provide even more creative ideas to serve as fuel for your own projects including:
Developing your game design from the spark of inspiration all the way to production Learning how
to design the most exciting levels, the most precise controls, and the fiercest foes that will keep your
players challenged Creating games for mobile and console systems - including detailed rules for
touch and motion controls Monetizing your game from the design up Writing effective and
professional design documents with the help of brand new examples Level Up! 2nd Edition is
includes all-new content, an introduction by David “God of War” Jaffe and even a brand-new chili
recipe -making it an even more indispensable guide for video game designers both “in the field” and
the classroom. Grab your copy of Level Up! 2nd Edition and let’s make a game!

d d 2nd edition player s handbook: The American Booksellers Guide , 1869

d d 2nd edition player s handbook: Dungeons and Dragons and Philosophy Jon Cogburn,
Mark Silcox, 2012 Dungeons and Dragons and Philosophy presents twenty-one chapters by different
writers, all D&D aficionados but with starkly different insights and points of view.

d d 2nd edition player s handbook: The Role-Playing Society Andrew Byers, Francesco
Crocco, 2016-03-01 Since the release of Dungeons & Dragons in 1974, role-playing games (RPGs)
have spawned a vibrant industry and subculture whose characteristics and player experiences have
been well explored. Yet little attention has been devoted to the ways RPGs have shaped society at
large over the last four decades. Role-playing games influenced video game design, have been
widely represented in film, television and other media, and have made their mark on education,
social media, corporate training and the military. This collection of new essays illustrates the broad
appeal and impact of RPGs. Topics range from a critical reexamination of the Satanic Panic of the
1980s, to the growing significance of RPGs in education, to the potential for serious RPGs to provoke
awareness and social change. The contributors discuss the myriad subtle (and not-so-subtle) ways in
which the values, concepts and mechanics of RPGs have infiltrated popular culture.

d d 2nd edition player s handbook: String Players' Guide to the Orchestra Susan C.
Brown, The String Player’s Guide to the Orchestra includes orchestral repertoire, excerpts, scales
and studies for string orchestra as well as individual study. The works may be played individually or
in ensembles and the music selections work within a wide range of student ability levels. The book
focuses on phrasing, technique and musical styles and provides a unique entry into performance
music preparation with right- and left-hand studies using authentic orchestral excerpts.

d d 2nd edition player s handbook: Resources in Education , 1975

d d 2nd edition player s handbook: String Players' Guide to the Orchestra for Violin 2 Susan
C. Brown, 2008-02-08 The String Player’s Guide to the Orchestra includes orchestral repertoire,



excerpts, scales and studies for string orchestra as well as individual study. The works may be
played individually or in ensembles and the music selections work within a wide range of student
ability levels. The book focuses on phrasing, technique and musical styles and provides a unique
entry into performance music preparation with right- and left-hand studies using authentic
orchestral excerpts.

d d 2nd edition player s handbook: Handbook of Research on Advancing Critical Thinking in
Higher Education Wisdom, Sherrie, Leavitt, Lynda, 2015-07-17 The importance of critical thinking
has surged as academics in higher education realize that many students, upon entering college, lack
the critical thinking skills necessary to succeed. While much has been written regarding the ‘lack’ of
critical thinking, less has been written on the success of methods implemented to develop this
fundamental skill. The Handbook of Research on Advancing Critical Thinking in Higher Education
explores the effective methods and tools being used to integrate the development of critical thinking
skills in both undergraduate and graduate studies. Due to the difficulties associated with teaching
critical thinking skills to learners of any age, this publication is a crucial addition to the scholarly
reference works available to pre-service and early career teachers, seasoned educational
professionals, professors across disciplines, curriculum specialists, and educational administrators.
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