d&d player's handbook 3.5

d&d player's handbook 3.5 is an essential resource for players and dungeon masters
involved in the third edition of the Dungeons & Dragons role-playing game, specifically its
updated 3.5 revision. This handbook serves as a core rulebook, providing comprehensive
guidance on character creation, gameplay mechanics, combat rules, and the vast array of
classes, races, skills, and feats available to players. With its detailed explanations and
structured layout, the d&d player's handbook 3.5 enhances the gaming experience by
offering clarity and depth to the complex systems that define the Dungeons & Dragons
universe. This article will explore the handbook’s content, its significance in the role-
playing community, and how it supports both new and experienced players in crafting
unique and dynamic characters. Additionally, it will cover the handbook’s impact on
gameplay balance, character customization options, and the evolution of the D&D 3.5
edition rules. The following sections delve into the key aspects of the d&d player's
handbook 3.5 to provide a thorough understanding of its role and utility.

e Overview of the d&d player's handbook 3.5
e Character Creation and Development

e Core Rules and Gameplay Mechanics

¢ Classes, Races, and Feats

e Skills, Combat, and Equipment

e Impact and Legacy of d&d player's handbook 3.5

Overview of the d&d player's handbook 3.5

The d&d player's handbook 3.5 is a revised edition of the original 3rd edition Player’s
Handbook, released to address balance issues and clarify rules that emerged after the
game's initial release. It is part of the broader Dungeons & Dragons 3.5 edition, which
refined the gameplay experience and expanded player options. This handbook is
considered a foundational text for understanding the mechanics and narrative possibilities
of the 3.5 system, making it indispensable for both new players and veterans of tabletop
role-playing games.

The handbook includes detailed explanations of the game’s core concepts, including the
structure of turns, actions, and movement, as well as the role of dice in determining
outcomes. Its layout facilitates quick reference during gameplay, with well-organized
sections that cover everything from character statistics to advanced combat scenarios.



Character Creation and Development

One of the most critical functions of the d&d player's handbook 3.5 is guiding players
through character creation, a process that defines the player’s role within the game world.
The handbook breaks down the step-by-step procedure for building characters, ensuring
balanced and coherent gameplay.

Choosing a Race

The handbook offers a variety of races, each with unique traits, abilities, and cultural
backgrounds that influence gameplay. Typical races include humans, elves, dwarves,
halflings, and more exotic options. Each race provides specific bonuses and role-playing
opportunities, affecting attributes like ability scores, speed, and special skills.

Selecting a Class

Classes determine the character’s abilities, combat style, and progression path. The d&d
player's handbook 3.5 outlines multiple classes such as fighter, wizard, rogue, cleric, and
others, each with defined hit dice, skill points, and class features. This section is critical
for aligning character capabilities with player preferences and party needs.

Assigning Ability Scores

Ability scores represent fundamental attributes like strength, dexterity, constitution,
intelligence, wisdom, and charisma. The handbook details methods for assigning these
scores, including point-buy systems and rolling dice, which influence all other aspects of
the character’s abilities and interactions within the game.

Feats and Skills

Feats are special abilities or talents that provide advantages and customization, while
skills represent learned proficiencies. The handbook includes extensive lists and
explanations for both, allowing players to tailor their characters toward specific roles or
playstyles.

Core Rules and Gameplay Mechanics

The d&d player's handbook 3.5 establishes the fundamental rules that govern the game,
ensuring consistency and fairness. These mechanics cover everything from basic
movement and combat to complex interactions and environmental factors.



Dice and Probability

The game primarily uses a twenty-sided die (d20) to resolve actions, with modifiers
applied based on character stats and circumstances. The handbook explains how to
interpret rolls and apply bonuses or penalties, which is central to the game’s random yet
strategic nature.

Combat System

Combat in the d&d player's handbook 3.5 is turn-based, with a detailed system for
initiative, attack rolls, damage calculation, and defensive maneuvers. The rules describe
various types of attacks, actions per round, and special combat conditions such as flanking
and critical hits.

Saving Throws and Conditions

The handbook defines saving throws, which are checks to resist harmful effects, along
with descriptions of common conditions like paralysis, poison, or blindness. These
mechanics add depth and realism to encounters.

Classes, Races, and Feats

The diversity of classes, races, and feats in the d&d player's handbook 3.5 allows for
extensive customization and varied gameplay experiences. Each element contributes to
the richness of character options and tactical possibilities.

Popular Classes and Their Roles

The handbook features classic classes such as:

e Fighter: A versatile combat specialist focusing on weapon mastery and durability.

e Wizard: A spellcaster with a vast array of magical abilities but limited physical
resilience.

e Rogue: Skilled in stealth, traps, and precision attacks.

e Cleric: A divine spellcaster with healing and support capabilities.

Each class has unique progression paths, skill sets, and combat strategies defined in the
handbook.



Racial Traits and Advantages

Races in the d&d player's handbook 3.5 come with innate traits such as darkvision,
resistance to certain conditions, or bonus skill points. These traits complement class
abilities and influence character role-playing potential.

Feats for Customization

Feats allow players to enhance their characters in specific ways, such as improving
combat efficiency, increasing magical aptitude, or gaining new talents. The handbook
categorizes feats by type and prerequisites, enabling strategic character development.

Skills, Combat, and Equipment

The d&d player's handbook 3.5 meticulously details the use of skills, combat tactics, and
equipment management, all of which are integral to gameplay.

Skill System

Skills represent areas of expertise that characters can develop, ranging from acrobatics
and stealth to diplomacy and knowledge domains. The handbook provides rules for skill
checks, ranks, and synergy bonuses that reflect character proficiency in various tasks.

Combat Tactics and Actions

Combat involves a variety of actions including attacks, movement, special maneuvers, and
use of magic. The handbook defines the types of actions such as standard, move, full-
round, and immediate actions, enabling players to plan strategic turns.

Equipment and Gear

Players can equip their characters with weapons, armor, magic items, and adventuring
gear. The handbook lists equipment statistics, weight, costs, and special properties, which
influence combat effectiveness and character survivability.

e Weapons: Melee and ranged options with damage and critical hit details
e Armor: Protection values and movement penalties
e Magic Items: Potions, scrolls, wands, and artifacts

e Adventuring Gear: Tools and items for exploration and survival



Impact and Legacy of d&d player's handbook 3.5

The d&d player's handbook 3.5 has had a profound impact on the tabletop role-playing
community, standing as a benchmark for game design and player engagement. Its
comprehensive ruleset and flexible character creation system influenced many subsequent
editions and inspired numerous game developers.

The 3.5 edition refined the original 3rd edition by addressing balance and clarity issues
while expanding content, making it one of the most popular and enduring versions of
Dungeons & Dragons. Its legacy persists in the ongoing popularity of 3.5-based campaigns
and the continued use of its mechanics in various gaming circles.

Moreover, the handbook’s detailed approach to customization and gameplay depth
encourages creativity and strategic thinking, fostering rich storytelling and immersive
role-playing experiences for players worldwide.

Frequently Asked Questions

What is the D&D Player's Handbook 3.5?

The D&D Player's Handbook 3.5 is a core rulebook for the 3.5 edition of Dungeons &
Dragons, providing essential rules, character creation options, classes, spells, and
gameplay mechanics.

How does the 3.5 edition Player's Handbook differ from
the original 3rd edition?

The 3.5 edition Player's Handbook includes numerous rule revisions, clarifications, and
balance adjustments to improve gameplay, such as tweaks to classes, feats, and skills
compared to the original 3rd edition.

What classes are available in the Player's Handbook
3.5?

The Player's Handbook 3.5 includes classic D&D classes such as Fighter, Wizard, Rogue,
Cleric, Barbarian, Bard, Druid, Monk, Paladin, Ranger, Sorcerer, and Warlock (introduced
in later supplements).

Can I use the Player's Handbook 3.5 with other D&D
supplements?

Yes, the Player's Handbook 3.5 is designed to be compatible with other 3.5 edition
supplements like the Dungeon Master's Guide, Monster Manual, and various expansion
books.



What are some popular character builds from the
Player's Handbook 3.5?

Popular builds include the Two-Weapon Fighting Rogue, the Power Attack Fighter, the
Spellcasting Sorcerer, and the Tanky Paladin, each leveraging class features and feats
detailed in the handbook.

Is the Player's Handbook 3.5 suitable for new players?

While the Player's Handbook 3.5 provides comprehensive rules, it can be complex for new
players. Beginners often benefit from simplified guides or starting with the 5th edition
Player's Handbook.

Where can I find digital or print copies of the Player's
Handbook 3.5?

Official digital copies can be purchased from platforms like D&D Beyond or
DriveThruRPG, while print versions may be found through retailers like Amazon or local
game stores.

Additional Resources

1. Dungeons & Dragons Player's Handbook 3.5

This is the core rulebook for the Dungeons & Dragons 3.5 edition, providing players with
the essential rules and guidelines for character creation, combat, skills, and magic. It
offers detailed descriptions of races, classes, feats, and equipment. The handbook is a
foundational resource for anyone playing or running a D&D campaign in the 3.5 system.

2. Complete Arcane

Complete Arcane expands on the magic system introduced in the Player's Handbook 3.5,
offering new spells, feats, prestige classes, and magic items tailored for arcane
spellcasters. It explores specialized magical traditions such as wizards, sorcerers, and
warlocks, giving players more options to customize their characters. This book is essential
for those wanting to deepen their understanding of arcane magic in the 3.5 edition.

3. Complete Warrior

Focusing on martial characters, Complete Warrior provides a wealth of new options for
fighters, barbarians, rogues, and other combat-focused classes. It introduces new feats,
prestige classes, and combat strategies to enhance melee and ranged combat
effectiveness. Players seeking to create powerful and versatile warriors will find this book
invaluable.

4. Complete Divine

Complete Divine delves into divine magic and the role of clerics, druids, paladins, and
other faith-based characters. It offers new spells, feats, divine-themed prestige classes,
and guidance on playing characters devoted to gods and spiritual forces. This supplement
enriches the religious and mystical aspects of the D&D 3.5 game.



5. Races of Stone

This book explores the cultures, histories, and abilities of stone-related races such as
dwarves, gnomes, and goliaths. It provides new racial feats, prestige classes, and
equipment suited for these hardy and resilient characters. Races of Stone is perfect for
players wanting to deepen their roleplaying and mechanical options for earth-bound races.

6. Races of the Wild

Races of the Wild focuses on races connected to nature and the wilderness, including
elves, halflings, and raptorans. It introduces new feats, prestige classes, and character
options that emphasize stealth, agility, and primal connection. This book enhances the
options for players who favor naturalistic and agile characters.

7. Magic of Incarnum

Magic of Incarnum introduces a unique magic system based on soul energy and magical
shapes called soulmelds. It offers new classes, feats, and spells revolving around this
innovative mechanic, allowing for highly customizable characters. This book provides
fresh gameplay experiences beyond traditional arcane and divine magic.

8. Expanded Psionics Handbook

This handbook brings psionics into the 3.5 edition of D&D, detailing psychic powers,
classes, and feats. It presents the rules for psionic characters such as psions and psychic
warriors, adding a mentalist flavor to the game. Players interested in exploring psychic
abilities and mind-based powers will find this book essential.

9. Fiendish Codex I: Hordes of the Abyss

Fiendish Codex I offers an in-depth look at demons and the Abyss, providing detailed lore,
new monsters, spells, and feats themed around fiendish creatures. It also presents
prestige classes and campaign ideas for incorporating demonic elements into your game.
This book is ideal for players and Dungeon Masters who want to explore darker, infernal
themes in their campaigns.
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d d player s handbook 3 5: Theory for the Contemporary Guitarist Guy Capuzzo, Tom
Dempsey, 2006-10 Tom Dempsey, noted guitarist and author, will take you through the sometimes
intimidating world of music theory in this friendly and easy-to-understand video. If you've ever found
it difficult to learn music theory by reading about it, here is your chance to learn by watching!--DVD.

d d player s handbook 3 5: The Boss Book Hal Leonard Publishing Corporation, 2001 Book
Why have guitarists bought over seven million Boss compact effects? Read this book and you'll
understand! The Boss Book includes: the story in complete detail of every Boss compact effect ever
made; super color photos, design history, trivia, tricks and secrets; candid interviews with the Boss
founder and design engineers; essays on musical trends and famous players; and much more. As a
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bonus, the accompanying CD features 72 guitar sounds with control settings and detailed equipment
set-ups so you can take your guitar playing to another dimension! I've used Boss pedals since their
inception ... For me, Boss has always stood for simplicity, reliability and great sounding, very
high-quality effects. Jeff Skunk Baxter (Doobie Bros., Steely Dan)

d d player s handbook 3 5: English in Mind Level 2 Student's Book with DVD-ROM
Herbert Puchta, Jeff Stranks, 2010-03-25 This brand new edition of English in Mind revises and
updates a course which has proven to be a perfect fit for classes the world over. Engaging content
and a strong focus on grammar and vocabulary combine to make this course a hit with both teachers
and students. --Book Jacket.

d d player s handbook 3 5: American English in Mind Level 3 Student's Book with
DVD-ROM Herbert Puchta, Jeff Stranks, 2011-09-19 American English in Mind is an integrated,
four-skills course for beginner to advanced teenage learners of American English. American English
in Mind Level 3 Student's Book with DVD-ROM features 16 units. Thought-provoking reading,
listening, speaking, and writing topics motivate teenage students of American English. Content-rich
photostories and dialogues present contemporary spoken American English in realistic contexts.
'Culture in mind' sections give insight into different aspects of English-speaking life. 'Check your
progress' sections help students monitor their learning. The DVD-ROM features stimulating
grammar exercises, games, video, unit tests, Workbook audio, and selected Student's Book audio.
The videos feature the photostory characters and include 'Videoke,"' which allows students to record
and hear their voices in portions of the video dialogues.

d d player s handbook 3 5: Face2face Upper Intermediate Student's Book with
DVD-ROM Chris Redston, Gillie Cunningham, 2013-01-31 face2face Second edition is the flexible,
easy-to-teach, 6-level course (Al to C1) for busy teachers who want to get their adult and young
adult learners to communicate with confidence. face2face Second edition is informed by Cambridge
English Corpus and its vocabulary syllabus has been mapped to the English Vocabulary Profile,
meaning students learn the language they really need at each CEFR level. The course improves
students' listening skills by drawing their attention to the elements of spoken English that are
difficult to understand. The free DVD-ROM in the Upper Intermediate Student's Book includes
consolidation activities and electronic portfolio for learners to track their progress with customisable
tests and grammar and vocabulary reference sections.

d d player s handbook 3 5: Academic Encounters Level 3 Student's Book Listening and
Speaking with DVD Kim Sanabria, 2012-08-20 A paired skills series uses a sustained content
approach to teach skills necessary for taking academic courses in English. Academic Encounters
Level 3 Student's Book Listening and Speaking with DVD Life in Society engages students through
interviews and academic lectures on stimulating topics from the field of sociology. Topics include
culture shock, gender roles, and ways of solving crime. Students develop crucial listening and
note-taking skills, discuss content, conduct interviews, and make presentations. A Student DVD
includes all of the academic lectures. Topics correspond with those in Academic Encounters Level 3
Student's Book Reading and Writing Life in Society. The books may be used independently or
together.

d d player s handbook 3 5: Face2face Elementary Student's Book with DVD-ROM Chris
Redston, Gillie Cunningham, 2012-02-23 face2face is the flexible, easy-to-teach General English
course that helps adults and young adults to speak and listen with confidence. face2face is informed
by Cambridge English Corpus and its vocabulary syllabus has been mapped to the English
Vocabulary Profile, meaning students learn the language they really need at each CEFR level. The
course improves students' listening skills by drawing their attention to the elements of spoken
English that are difficult to understand. The free DVD-ROM in the Student's Book includes
consolidation activities and electronic portfolio for learners to track their progress with customisable
tests and grammar and vocabulary reference sections.

d d player s handbook 3 5: Beginner's Guide to American Mah Jongg Elaine Sandberg,
2012-01-17 Learn the fascinating game of American Mahjong with this expert guide. This affordable



best-selling book is one of the only available game strategy guides that is specifically geared toward
American Mahjong (Mah Jongg) and follows the official National Mah Jongg League rules. Offering
first-time players an easy-to-follow guide to this complex game, A Beginner's Guide to American Mah
Jongg includes simple, easy-to-follow instructions and clear diagrams to walk the reader through
each step of the game, including how to select a hand, how to play and how to develop winning
strategies. A key feature is the color text which clearly shows various hands and tiles. This Mahjong
guide includes: Step-by-step instructions for gameplay. Hands-on Do It exercises Tips and quizzes
for easy learning Mahjong background and history An explanation of tile symbolism Glossary of
Mahjong terms A Beginner's Guide to American Mah Jongg is the perfect guide for all skill levels to
learn Mahjong--from Mahjong beginners to pros.

d d player s handbook 3 5: The Guitar Scale Picture Book Don Latarski, Eighteen different
scale types for all 12 keys---over 900 fingerings! This easy-to-use, dictionary-style book features the
best scale forms and fingerings for all the most common---and not so common---scales and modes.
This is the only scale reference book you will ever need. From simple blues scales through complex
jazz modes, it’s all here, in clear easy to use diagrams.

d d player s handbook 3 5: English Unlimited Advanced A and B Teacher's Pack (Teacher's
Book with DVD-ROM) Adrian Doff, Johanna Stirling, Sarah Ackroyd, 2013-07-18 English Unlimited is
a six-level (Al to C1) goals-based course for adults. Centred on purposeful, real-life objectives, it
prepares learners to use English independently for global communication. As well as clear teaching
notes, the updated Advanced A and B Teacher's Pack (Teacher's Book with DVD-ROM) offers lots of
extra ideas and activities to suit different classroom situations and teaching styles. The DVD-ROM
provides a range of extra printable activities, a comprehensive testing and assessment program,
extra literacy and handwriting activities for non-Roman alphabet users and clear mapping of the
syllabus against the CEFR 'can do' statements. It also includes the videos from the Self-study Pack
DVD-ROM for classroom use.

d d player s handbook 3 5: English in Mind Level 1 Student's Book with DVD-ROM
Herbert Puchta, Jeff Stranks, 2010-02-25 This second edition updates a course which has proven to
be a perfect fit for classes the world over. Engaging content and a strong focus on grammar and
vocabulary combine to make this course a hit with both teachers and students. Popular course
features have been refreshed with new content, including the imaginative reading and listening
topics, 'Culture in Mind', and 'Everyday English' sections. New for the second edition is a DVD-ROM
with the Level 1 Student's Book containing games, extra exercises and videos featuring the
photostories' characters as well as a 'Videoke' record-yourself function. There is a full 'Vocabulary
bank' at the back of the book which expands upon lexical sets learned in the units.

d d player s handbook 3 5: The Mammoth Book of Casino Games Paul Mendelson, 2010-05-27
Paul Mendelson offers an indispensable guide to beating the odds in just about every gambling
game, both in casinos and online. He reveals how to shift the odds in your favour as he clearly
explains every game and analyses optimum strategies in detail with the aim of helping you to win.
Other chapters show you how to: get the best out of your casino - pick up free drinks, meals, hotel
accommodation, thousand-dollar shopping trips, room upgrades, flights, bonus money etc.; make the
most of your trip to Las Vegas or anywhere else - casino information, the best places to gamble (for
each game), recommended hotels and attractions; win online - which sites to avoid and which can be
trusted, a discussion of every game from poker through to online bingo, including bonuses,
incentives, play-through data and the best strategies to use. The Mammoth Book of Casino Games
covers every major casino game in detail, as well as many less well known games, including:
blackjack, roulette, punto banco (baccarat, chemin de fer, chemmy), poker (including three-card,
Caribbean stud and video poker), Chinese dice and domino games (including sic bo, gwat pai and
kap tai shap), slots (three-wheel, multi-line, bonus), other casino games (including Keno, Wheel of
Fortune, Red Dog and Spanish 21) and tournaments (slots, roulette etc.). Praise for The Mammoth
Book of Poker: 'I've won 20 times the price in the last three days!' Gareth Hughes

d d player s handbook 3 5: Jerry Snyder's Guitar School, Method Book, Bk 2 Jerry Snyder,



1999-07 This comprehensive method for classroom or individual study comes in two sections: the
first section teaches chords and accompaniment, while the second teaches note reading. This
flexible method allows you to start with either section or use both sections simultaneously.

d d player s handbook 3 5: Face2Zface Intermediate Teacher's Book with DVD Chris Redston,
Theresa Clementson, Gillie Cunningham, 2013-03-21 face2face Second edition is the flexible,
easy-to-teach, 6-level course (Al to C1). The face2face Second edition Intermediate Teacher's Book
with DVD offers detailed teaching notes for every lesson, keys to exercises, and extra teaching notes.
It also guides teachers through the Student's Book DVD-ROM and relates face2face to CEF levels
and English Profile. Additionally, busy teachers will find here progress tests, photocopiable
communicative activities and extra reading worksheets. The free DVD in the Teacher's Book offers
classroom videos integrated with the Real World sections in the Student's Book as well as the entire
content of the Teacher's Book.

d d player s handbook 3 5: 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 player s handbook 3 5: English in Mind Level 4 Student's Book with DVD-ROM
Herbert Puchta, Jeff Stranks, Peter Lewis-Jones, 2011-07-21 This second edition updates a course
which has proven to be a perfect fit for classes the world over. Engaging content and a strong focus
on grammar and vocabulary combine to make this course a hit with both teachers and students.
Popular course features have been refreshed with new content, including the imaginative reading
and listening topics, 'Culture in Mind', and 'Everyday English' sections. New for the second edition is
a DVD-ROM with the Level 4 Student's Book containing games, extra exercises and videos featuring
the photostories' characters as well as a 'Videoke' record-yourself function. There is a full
‘Vocabulary bank' at the back of the book which expands upon lexical sets learned in the units.

d d player s handbook 3 5: Handbook for Sound Engineers Glen Ballou, 2015-03-05
Handbook for Sound Engineers is the most comprehensive reference available for audio engineers,
and is a must read for all who work in audio. With contributions from many of the top professionals
in the field, including Glen Ballou on interpretation systems, intercoms, assistive listening, and
fundamentals and units of measurement, David Miles Huber on MIDI, Bill Whitlock on audio
transformers and preamplifiers, Steve Dove on consoles, DAWSs, and computers, Pat Brown on
fundamentals, gain structures, and test and measurement, Ray Rayburn on virtual systems, digital
interfacing, and preamplifiers, Ken Pohlmann on compact discs, and Dr. Wolfgang Ahnert on
computer-aided sound system design and room-acoustical fundamentals for auditoriums and concert
halls, the Handbook for Sound Engineers is a must for serious audio and acoustic engineers. The
fifth edition has been updated to reflect changes in the industry, including added emphasis on
increasingly prevalent technologies such as software-based recording systems, digital recording
using MP3, WAV files, and mobile devices. New chapters, such as Ken Pohlmann’s Subjective
Methods for Evaluating Sound Quality, S. Benjamin Kanters’s Hearing
Physiology—Disorders—Conservation, Steve Barbar’s Surround Sound for Cinema, Doug Jones’s
Worship Styles in the Christian Church, sit aside completely revamped staples like Ron Baker and
Jack Wrightson’s Stadiums and Outdoor Venues, Pat Brown’s Sound System Design, Bob Cordell’s
Amplifier Design, Hardy Martin’s Voice Evacuation/Mass Notification Systems, and Tom Danley and
Doug Jones’s Loudspeakers. This edition has been honed to bring you the most up-to-date
information in the many aspects of audio engineering.

d d player s handbook 3 5: English Unlimited Advanced Teacher's Pack (Teacher's Book



with DVD-ROM) Adrian Doff, Johanna Stirling, Sarah Ackroyd, 2011-02-24 English Unlimited is a
six-level (Al to C1) goals-based course for adults. Centred on purposeful, real-life objectives, it
prepares learners to use English independently for global communication. The Teacher's Pack
consists of a Teacher's Book with DVD-ROM. As well as clear teaching notes, the Teacher's Book
offers lots of extra ideas and activities to suit different classroom situations and teaching styles. The
DVD-ROM provides a range of extra printable activities, a comprehensive testing and assessment
program and clear mapping of the syllabus against the CEF 'can do' statements. It also includes the
videos from the Self-study Pack DVD-ROM for classroom use.
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