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THE <জळક���<ߣজક ROLEPLAYING GAME IS ABOUT 

storytelling in worlds of swords and sorcery. It shares 

elements with childhood games of make-believe. Like 

l`gk]�_Ye]k$�<�<�ak�\jan]f�Zq�aeY_afYlagf&�AlÌk�YZgml�

ha[lmjaf_�l`]�lgo]jaf_�[Ykld]�Z]f]Yl`�l`]�klgjeq�fa_`l�

kcq�Yf\�aeY_afaf_�`go�Y�^YflYkq�Y\n]flmj]j�ea_`l�j]Y[l�

to the challenges that scene presents.

 Dungeon Master (DM):�$IWHU�SDVVLQJ�WKURXJK�WKH�

craggy peaks, the road takes a sudden turn to the east 

and Castle Ravenloft towers before you. Crumbling 

towers of stone keep a silent watch over the approach. 

They look like abandoned guardhouses. Beyond these, a 

wide chasm gapes, disappearing into the deep fog below. 

$�ORZHUHG�GUDZEULGJH�VSDQV�WKH�FKDVP��OHDGLQJ�WR�DQ�

arched entrance to the castle courtyard. The chains of 

WKH�GUDZEULGJH�FUHDN�LQ�WKH�ZLQG��WKHLU�UXVW�HDWHQ�LURQ�

straining with the weight. From atop the high strong 

walls, stone gargoyles stare at you from hollow sockets 

DQG�JULQ�KLGHRXVO\��$�URWWLQJ�ZRRGHQ�SRUWFXOOLV��JUHHQ�

with growth, hangs in the entry tunnel. Beyond this, the 

main doors of Castle Ravenloft stand open, a rich warm 

light spilling into the courtyard. 

 Phillip (playing Gareth): I want to look at the gargoyles. I 

have a feeling they’re not just statues.

 Amy (playing Riva): The drawbridge looks precarious? I 

want to see how sturdy it is. Do I think we can cross it, or 

is it going to collapse under our weight? 

� Mfdac]�Y�_Ye]�g^�eYc]%Z]da]n]$�<�<�_an]k�kljm[lmj]�

lg�l`]�klgja]k$�Y�oYq�g^�\]l]jeafaf_�l`]�[gfk]im]f[]k�

g^�l`]�Y\n]flmj]jkÌ�Y[lagf&�HdYq]jk�jgdd�\a[]�lg�j]kgdn]�

whether their attacks hit or miss or whether their 

Y\n]flmj]jk�[Yf�k[Yd]�Y�[daץ$�jgdd�YoYq�^jge�l`]�kljac]�

g^�Y�eY_a[Yd�da_`lfaf_�Zgdl$�gj�hmdd�gץ�kge]�gl`]j�

\Yf_]jgmk�lYkc&�9fql`af_�ak�hgkkaZd]$�Zml�l`]�\a[]�eYc]�

kge]�gml[ge]k�egj]�hjgZYZd]�l`Yf�gl`]jk&

 Dungeon Master (DM): OK, one at a time. Phillip, 

you’re looking at the gargoyles?

 Phillip: Yeah. Is there any hint they might be creatures 

and not decorations?

 DM: Make an Intelligence check.

 Phillip: Does my Investigation skill apply?

 DM:�6XUH�

 Phillip (rolling a d20): Ugh. Seven.

 DM:�7KH\�ORRN�OLNH�GHFRUDWLRQV�WR�\RX��$QG�$P\��5LYD�

is checking out the drawbridge?

 In the <জळક���<ߣজક game, each player  

[j]Yl]k�Yf�Y\n]flmj]j� Ydkg�[Ydd]\�Y�[`YjY[l]j!�Yf\�

l]Yek�mh�oal`�gl`]j�Y\n]flmj]jk� hdYq]\�Zq�^ja]f\k!&�

Ogjcaf_�lg_]l`]j$�l`]�_jgmh�ea_`l�]phdgj]�Y�\Yjc�

\mf_]gf$�Y�jmaf]\�[alq$�Y�`Ymfl]\�[Ykld]$�Y�dgkl�l]ehd]�

\]]h�af�Y�bmf_d]$�gj�Y�dYnY%Õdd]\�[Yn]jf�Z]f]Yl`�Y�

eqkl]jagmk�egmflYaf&�L`]�Y\n]flmj]jk�[Yf�kgdn]�

hmrrd]k$�lYdc�oal`�gl`]j�[`YjY[l]jk$�ZYlld]�^YflYkla[�

egfkl]jk$�Yf\�\ak[gn]j�^YZmdgmk�eY_a[�al]ek�Yf\�

gl`]j�lj]Ykmj]&

� Gf]�hdYq]j$�`go]n]j$�lYc]k�gf�l`]�jgd]�g^�l`]�<mf_]gf�

EYkl]j� <E!$�l`]�_Ye]Ìk�d]Y\�klgjql]dd]j�Yf\�j]^]j]]&�

L`]�<E�[j]Yl]k�Y\n]flmj]k�^gj�l`]�[`YjY[l]jk$�

o`g�fYna_Yl]�alk�`YrYj\k�Yf\�\][a\]�o`a[`�hYl`k�lg�

]phdgj]&�L`]�<E�ea_`l�\]k[jaZ]�l`]�]fljYf[]�lg�;Ykld]�

Ravenloft, and the players decide what they want their 

Y\n]flmj]jk�lg�\g&�Oadd�l`]q�oYdc�Y[jgkk�l`]�\Yf_]jgmkdq�

o]Yl`]j]\�\jYoZja\_]7�La]�l`]ek]dn]k�lg_]l`]j�oal`�

jgh]�lg�eafaear]�l`]�[`Yf[]�l`Yl�kge]gf]�oadd�^Ydd�a^�

the drawbridge gives way? Or cast a spell to carry them 

over the chasm?

� L`]f�l`]�<E�\]l]jeaf]k�l`]�j]kmdlk�g^�l`]�

Y\n]flmj]jkÌ�Y[lagfk�Yf\�fYjjYl]k�o`Yl�l`]q�]ph]ja]f[]&�

:][Ymk]�l`]�<E�[Yf�aehjgnak]�lg�j]Y[l�lg�Yfql`af_�

l`]�hdYq]jk�Yll]ehl$�<�<�ak�afÕfal]dq�Ö]paZd]$�Yf\�]Y[`�

Y\n]flmj]�[Yf�Z]�]p[alaf_�Yf\�mf]ph][l]\&

� L`]�_Ye]�`Yk�fg�j]Yd�]f\3�o`]f�gf]�klgjq�gj�im]kl�

ojYhk�mh$�Yfgl`]j�gf]�[Yf�Z]_af$�[j]Ylaf_�Yf�gf_gaf_�

story called a campaign. Many people who play the 

game keep their campaigns going for months or years, 

meeting with their friends every week or so to pick 

mh�l`]�klgjq�o`]j]�l`]q�d]^l�gץ&�L`]�Y\n]flmj]jk�_jgo�

af�ea_`l�Yk�l`]�[YehYa_f�[gflafm]k&�=Y[`�egfkl]j�

\]^]Yl]\$�]Y[`�Y\n]flmj]�[gehd]l]\$�Yf\�]Y[`�lj]Ykmj]�

j][gn]j]\�fgl�gfdq�Y\\k�lg�l`]�[gflafmaf_�klgjq$�Zml�Ydkg�

]Yjfk�l`]�Y\n]flmj]jk�f]o�[YhYZadala]k&�L`ak�af[j]Yk]�

af�hgo]j�ak�j]Ö][l]\�Zq�Yf�Y\n]flmj]jÌk�d]n]d&

� L`]j]Ìk�fg�oaffaf_�Yf\�dgkaf_�af�l`]�<জळક���

<ߣজક game—at least, not the way those terms are 

mkmYddq�mf\]jklgg\&�Lg_]l`]j$�l`]�<E�Yf\�l`]�hdYq]jk�

[j]Yl]�Yf�]p[alaf_�klgjq�g^�Zgd\�Y\n]flmj]jk�o`g�[gf^jgfl�

\]Y\dq�h]jadk&�Kge]lae]k�Yf�Y\n]flmj]j�ea_`l�[ge]�lg�

Y�_jakdq�]f\$�lgjf�YhYjl�Zq�^]jg[agmk�egfkl]jk�gj�\gf]�af�

Zq�Y�f]^Yjagmk�naddYaf&�=n]f�kg$�l`]�gl`]j�Y\n]flmj]jk�[Yf�

k]Yj[`�^gj�hgo]j^md�eY_a[�lg�j]nan]�l`]aj�^Ydd]f�[gejY\]$�

or the player might choose to create a new character to 

[Yjjq�gf&�L`]�_jgmh�ea_`l�^Yad�lg�[gehd]l]�Yf�Y\n]flmj]�

km[[]kk^mddq$�Zml�a^�]n]jqgf]�`Y\�Y�_gg\�lae]�Yf\�[j]Yl]\�

a memorable story, they all win.

Worlds of Adventure
L`]�eYfq�ogjd\k�g^�l`]�<জळક���<ߣজક game 

are places of magic and monsters, of brave warriors and 

kh][lY[mdYj�Y\n]flmj]k&�L`]q�Z]_af�oal`�Y�^gmf\Ylagf�

g^�e]\a]nYd�^YflYkq�Yf\�l`]f�Y\\�l`]�[j]Ylmj]k$�hdY[]k$�

Yf\�eY_a[�l`Yl�eYc]�l`]k]�ogjd\k�mfaim]&

� L`]�ogjd\k�g^�l`]�<জळક���<ߣজક�_Ye]�]pakl�

within a vast cosmos called the multiverse, connected 

af�kljYf_]�Yf\�eqkl]jagmk�oYqk�lg�gf]�Yfgl`]j�Yf\�lg�

gl`]j�hdYf]k�g^�]pakl]f[]$�km[`�Yk�l`]�=d]e]flYd�HdYf]�

g^�>aj]�Yf\�l`]�AfÕfal]�<]hl`k�g^�l`]�9Zqkk&�Oal`af�

Introduction
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 2. The players describe what they want to do. 

Sometimes one player speaks for the whole party, 

kYqaf_$�ÉO]Ìdd�lYc]�l`]�]Ykl�\ggj$Ê�^gj�]pYehd]&�Gl`]j�

lae]k$�\aץ]j]fl�Y\n]flmj]jk�\g�\aץ]j]fl�l`af_k2�gf]�

Y\n]flmj]j�ea_`l�k]Yj[`�Y�lj]Ykmj]�[`]kl�o`ad]�Y�

k][gf\�]pYeaf]k�Yf�]kgl]ja[�kqeZgd�]f_jYn]\�gf�Y�oYdd�

Yf\�Y�l`aj\�c]]hk�oYl[`�^gj�egfkl]jk&�L`]�hdYq]jk�\gfÌl�

f]]\�lg�lYc]�lmjfk$�Zml�l`]�<E�dakl]fk�lg�]n]jq�hdYq]j�

and decides how to resolve those actions.

� Kge]lae]k$�j]kgdnaf_�Y�lYkc�ak�]Ykq&�A^�Yf�Y\n]flmj]j�

wants to walk across a room and open a door, the DM 

ea_`l�bmkl�kYq�l`Yl�l`]�\ggj�gh]fk�Yf\�\]k[jaZ]�o`Yl�

da]k�Z]qgf\&�:ml�l`]�\ggj�ea_`l�Z]�dg[c]\$�l`]�Öggj�

ea_`l�`a\]�Y�\]Y\dq�ljYh$�gj�kge]�gl`]j�[aj[meklYf[]�

ea_`l�eYc]�al�[`Ydd]f_af_�^gj�Yf�Y\n]flmj]j�lg�[gehd]l]�

a task. In those cases, the DM decides what happens, 

g^l]f�j]dqaf_�gf�l`]�jgdd�g^�Y�\a]�lg�\]l]jeaf]�l`]�j]kmdlk�

of an action.

 3. The DM narrates the results of the adventurers’ 

actions.�<]k[jaZaf_�l`]�j]kmdlk�g^l]f�d]Y\k�lg�Yfgl`]j�

\][akagf�hgafl$�o`a[`�Zjaf_k�l`]�Ögo�g^�l`]�_Ye]�ja_`l�

back to step 1.

� L`ak�hYll]jf�`gd\k�o`]l`]j�l`]�Y\n]flmj]jk�Yj]�

[Ymlagmkdq�]phdgjaf_�Y�jmaf$�lYdcaf_�lg�Y�\]nagmk�hjaf[]$�

or locked in mortal combat against a mighty dragon. 

Af�[]jlYaf�kalmYlagfk$�hYjla[mdYjdq�[geZYl$�l`]�Y[lagf�ak�

egj]�kljm[lmj]\�Yf\�l`]�hdYq]jk� Yf\�<E!�\g�lYc]�lmjfk�

[`ggkaf_�Yf\�j]kgdnaf_�Y[lagfk&�:ml�egkl�g^�l`]�lae]$�

hdYq�ak�Öma\�Yf\�Ö]paZd]$�Y\Yhlaf_�lg�l`]�[aj[meklYf[]k�

g^�l`]�Y\n]flmj]&

� G^l]f�l`]�Y[lagf�g^�Yf�Y\n]flmj]�lYc]k�hdY[]�af�l`]�

aeY_afYlagf�g^�l`]�hdYq]jk�Yf\�<E$�j]dqaf_�gf�l`]�<EÌk�

verbal descriptions to set the scene. Some DMs like to 

mk]�emka[$�Yjl$�gj�j][gj\]\�kgmf\�]ץ][lk�lg�`]dh�k]l�l`]�

egg\$�Yf\�eYfq�hdYq]jk�Yf\�<Ek�Ydac]�Y\ghl�\aץ]j]fl�

nga[]k�^gj�l`]�nYjagmk�Y\n]flmj]jk$�egfkl]jk$�Yf\�gl`]j�

characters they play in the game. Sometimes, a DM 

ea_`l�dYq�gml�Y�eYh�Yf\�mk]�lgc]fk�gj�eafaYlmj]�Õ_mj]k�

lg�j]hj]k]fl�]Y[`�[j]Ylmj]�afngdn]\�af�Y�k[]f]�lg�`]dh�

the players keep track of where everyone is.

Game Dice
L`]�_Ye]�mk]k�hgdq`]\jYd�\a[]�oal`�\aץ]j]fl�fmeZ]jk�

g^�ka\]k&�Qgm�[Yf�Õf\�\a[]�dac]�l`]k]�af�_Ye]�klgj]k�Yf\�

in many bookstores.

� Af�l`]k]�jmd]k$�l`]�\aץ]j]fl�\a[]�Yj]�j]^]jj]\�lg�Zq�l`]�

d]ll]j�\�^gddgo]\�Zq�l`]�fmeZ]j�g^�ka\]k2�\,$�\.$�\0$�\)($�

\)*$�Yf\�\*(&�>gj�afklYf[]$�Y�\.�ak�Y�kap%ka\]\�\a]� l`]�

lqha[Yd�[mZ]�l`Yl�eYfq�_Ye]k�mk]!&

� H]j[]flad]�\a[]$�gj�\)(($�ogjc�Y�dalld]�\aץ]j]fldq&�Qgm�

_]f]jYl]�Y�fmeZ]j�Z]lo]]f�)�Yf\�)((�Zq�jgddaf_�log�

\aץ]j]fl�l]f%ka\]\�\a[]�fmeZ]j]\�^jge�(�lg�1&�Gf]�\a]�

 \]ka_fYl]\�Z]^gj]�qgm�jgdd!�_an]k�l`]�l]fk�\a_al$�Yf\�

l`]�gl`]j�_an]k�l`]�gf]k�\a_al&�A^�qgm�jgdd�Y�/�Yf\�Y�)$�^gj�

]pYehd]$�l`]�fmeZ]j�jgdd]\�ak�/)&�Log�(k�j]hj]k]fl�)((&�

Kge]�l]f%ka\]\�\a[]�Yj]�fmeZ]j]\�af�l]fk� (($�)($�*($�

Yf\�kg�gf!$�eYcaf_�al�]Yka]j�lg�\aklaf_mak`�l`]�l]fk�\a_al�

^jge�l`]�gf]k�\a_al&�Af�l`ak�[Yk]$�Y�jgdd�g^�/(�Yf\�)�ak�/)$�

Yf\�((�Yf\�(�ak�)((&

� O`]f�qgm�f]]\�lg�jgdd�\a[]$�l`]�jmd]k�l]dd�qgm�`go�

many dice to roll of a certain type, as well as what 

eg\aÕ]jk�lg�Y\\&�>gj�]pYehd]$�É+\0�#�-Ê�e]Yfk�qgm�

l`ak�emdlan]jk]�Yj]�Yf�]f\d]kk�nYja]lq�g^�ogjd\k&�EYfq�

g^�l`]e�`Yn]�Z]]f�hmZdak`]\�Yk�g[aYd�k]llaf_k�^gj�

l`]�<�<�_Ye]&�L`]�d]_]f\k�g^�l`]�>gj_gll]f�J]Ydek$�

<jY_gfdYf[]$�?j]q`Yoc$�<Yjc�Kmf$�EqklYjY$�Yf\�

=Z]jjgf�k]llaf_k�Yj]�ogn]f�lg_]l`]j�af�l`]�^YZja[�g^�

l`]�emdlan]jk]&�9dgf_ka\]�l`]k]�ogjd\k�Yj]�`mf\j]\k�g^�

l`gmkYf\k�egj]$�[j]Yl]\�Zq�_]f]jYlagfk�g^�<�<�hdYq]jk�

^gj�l`]aj�gof�_Ye]k&�9f\�Yea\�Ydd�l`]�ja[`f]kk�g^�l`]�

emdlan]jk]$�qgm�ea_`l�[j]Yl]�Y�ogjd\�g^�qgmj�gof&

� 9dd�l`]k]�ogjd\k�k`Yj]�[`YjY[l]jakla[k$�Zml�]Y[`�

ogjd\�ak�k]l�YhYjl�Zq�alk�gof�`aklgjq�Yf\�[mdlmj]k$�

distinctive monsters and races, fantastic geography, 

Yf[a]fl�\mf_]gfk$�Yf\�k[`]eaf_�naddYafk&�Kge]�jY[]k�

`Yn]�mfmkmYd�ljYalk�af�\aץ]j]fl�ogjd\k&�L`]�`YdÖaf_k�g^�

l`]�<Yjc�Kmf�k]llaf_$�^gj�]pYehd]$�Yj]�bmf_d]%\o]ddaf_�

cannibals, and the elves are desert nomads. Some 

ogjd\k�^]Ylmj]�jY[]k�mfcfgof�af�gl`]j�k]llaf_k$�km[`�Yk�

=Z]jjgfÌk�oYj^gj_]\$�kgd\a]jk�[j]Yl]\�Yf\�aeZm]\�oal`�

da^]�lg�Õ_`l�af�l`]�DYkl�OYj&�Kge]�ogjd\k�Yj]�\geafYl]\�

by one great story, like the War of the Lance that plays 

Y�[]fljYd�jgd]�af�l`]�<jY_gfdYf[]�k]llaf_&�:ml�l`]qÌj]�Ydd�

<�<�ogjd\k$�Yf\�qgm�[Yf�mk]�l`]�jmd]k�af�l`ak�Zggc�lg�

create a character and play in any one of them.

� Qgmj�<E�ea_`l�k]l�l`]�[YehYa_f�gf�gf]�g^�l`]k]�

ogjd\k�gj�gf�gf]�l`Yl�`]�gj�k`]�[j]Yl]\&�:][Ymk]�l`]j]�

ak�kg�em[`�\an]jkalq�Yegf_�l`]�ogjd\k�g^�<�<$�qgm�

k`gmd\�[`][c�oal`�qgmj�<E�YZgml�Yfq�`gmk]�jmd]k�

l`Yl�oadd�Yץ][l�qgmj�hdYq�g^�l`]�_Ye]&�MdlaeYl]dq$�l`]�

<mf_]gf�EYkl]j�ak�l`]�Yml`gjalq�gf�l`]�[YehYa_f�Yf\�

alk�k]llaf_$�]n]f�a^�l`]�k]llaf_�ak�Y�hmZdak`]\�ogjd\&

Using These Rules
L`]�<�<�:Yka[�Jmd]k�\g[me]fl�ak�\ana\]\�aflg�

three parts.

 Part 1�ak�YZgml�[j]Ylaf_�Y�[`YjY[l]j$�hjgna\af_�l`]�

jmd]k�Yf\�_ma\Yf[]�qgm�f]]\�lg�eYc]�l`]�[`YjY[l]j�

qgmÌdd�hdYq�af�l`]�_Ye]&�Al�af[dm\]k�af^gjeYlagf�gf�

l`]�nYjagmk�jY[]k$�[dYkk]k$�ZY[c_jgmf\k$�]imahe]fl$�

Yf\�gl`]j�[mklgearYlagf�ghlagfk�l`Yl�qgm�[Yf�[`ggk]�

^jge&�EYfq�g^�l`]�jmd]k�af�hYjl�)�j]dq�gf�eYl]jaYd�af�

hYjlk�*�Yf\�+&

 Part 2�\]lYadk�l`]�jmd]k�g^�`go�lg�hdYq�l`]�_Ye]$�

Z]qgf\�l`]�ZYka[k�\]k[jaZ]\�af�l`ak�afljg\m[lagf&�L`Yl�

hYjl�[gn]jk�l`]�caf\k�g^�\a]�jgddk�qgm�eYc]�lg�\]l]jeaf]�

km[[]kk�gj�^Yadmj]�Yl�l`]�lYkck�qgmj�[`YjY[l]j�Yll]ehlk$�

and describes the three broad categories of activity in 

l`]�_Ye]2�]phdgjYlagf$�afl]jY[lagf$�Yf\�[geZYl&

 Part 3�ak�Ydd�YZgml�eY_a[&�Al�[gn]jk�l`]�fYlmj]�g^�eY_a[�

af�l`]�ogjd\k�g^�<�<$�l`]�jmd]k�^gj�kh]dd[Yklaf_$�Yf\�

Y�k]d][lagf�g^�lqha[Yd�kh]ddk�YnYadYZd]�lg�eY_a[%mkaf_�

[`YjY[l]jk� Yf\�egfkl]jk!�af�l`]�_Ye]&

How to Play
L`]�hdYq�g^�l`]�<জळક���<ߣজક�_Ye]�mf^gd\k�

according to this basic pattern.

 1. The DM describes the environment.�L`]�<E�

l]ddk�l`]�hdYq]jk�o`]j]�l`]aj�Y\n]flmj]jk�Yj]�Yf\�o`YlÌk�

Yjgmf\�l`]e$�hj]k]flaf_�l`]�ZYka[�k[gh]�g^�ghlagfk�l`Yl�

hj]k]fl�l`]ek]dn]k� `go�eYfq�\ggjk�d]Y\�gml�g^�Y�jgge$�

o`YlÌk�gf�Y�lYZd]$�o`gÌk�af�l`]�lYn]jf$�Yf\�kg�gf!&
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a^�qgm�`Yn]�Y\nYflY_]$�Yf\�mk]�l`]�dgo]j�jgdd�a^�qgm�`Yn]�

\akY\nYflY_]&�>gj�]pYehd]$�a^�qgm�`Yn]�\akY\nYflY_]�

Yf\�jgdd�Y�)/�Yf\�Y�-$�qgm�mk]�l`]�-&�A^�qgm�afkl]Y\�`Yn]�

Y\nYflY_]�Yf\�jgdd�l`gk]�fmeZ]jk$�qgm�mk]�l`]�)/&

� Egj]�\]lYad]\�jmd]k�^gj�Y\nYflY_]�Yf\�\akY\nYflY_]�

Yj]�hj]k]fl]\�af�[`Yhl]j�/&

Specific Beats General
L`ak�Zggc�[gflYafk�jmd]k$�]kh][aYddq�af�hYjlk�*�Yf\�+$�

l`Yl�_gn]jf�`go�l`]�_Ye]�hdYqk&�L`Yl�kYa\$�eYfq�jY[aYd�

ljYalk$�[dYkk�^]Ylmj]k$�kh]ddk$�eY_a[�al]ek$�egfkl]j�

abilities, and other game elements break the general 

jmd]k�af�kge]�oYq$�[j]Ylaf_�Yf�]p[]hlagf�lg�`go�l`]�j]kl�

g^�l`]�_Ye]�ogjck&�J]e]eZ]j�l`ak2�A^�Y�kh][aÕ[�jmd]�

[gfljY\a[lk�Y�_]f]jYd�jmd]$�l`]�kh][aÕ[�jmd]�oafk&

� =p[]hlagfk�lg�l`]�jmd]k�Yj]�g^l]f�eafgj&�>gj�afklYf[]$�

eYfq�Y\n]flmj]jk�\gfÌl�`Yn]�hjgÕ[a]f[q�oal`�dgf_Zgok$�

Zml�]n]jq�ogg\�]d^�\g]k�Z][Ymk]�g^�Y�jY[aYd�ljYal&�L`Yl�

ljYal�[j]Yl]k�Y�eafgj�]p[]hlagf�af�l`]�_Ye]&�Gl`]j�

]pYehd]k�g^�jmd]%Zj]Ycaf_�Yj]�egj]�[gfkha[mgmk&�>gj�

afklYf[]$�Yf�Y\n]flmj]j�[YfÌl�fgjeYddq�hYkk�l`jgm_`�

oYddk$�Zml�kge]�kh]ddk�eYc]�l`Yl�hgkkaZd]&�EY_a[�

Y[[gmflk�^gj�egkl�g^�l`]�eYbgj�]p[]hlagfk�lg�l`]�jmd]k&

Round Down
L`]j]Ìk�gf]�egj]�_]f]jYd�jmd]�qgm�f]]\�lg�cfgo�Yl�l`]�

gmlk]l&�O`]f]n]j�qgm�\ana\]�Y�fmeZ]j�af�l`]�_Ye]$�

jgmf\�\gof�a^�qgm�]f\�mh�oal`�Y�^jY[lagf$�]n]f�a^�l`]�

fraction is one-half or greater.

Adventures
L`]�<জळક���<ߣজક�_Ye]�[gfkaklk�g^�Y�_jgmh�

g^�[`YjY[l]jk�]eZYjcaf_�gf�Yf�Y\n]flmj]�l`Yl�l`]�

<mf_]gf�EYkl]j�hj]k]flk�lg�l`]e&�=Y[`�[`YjY[l]j�

Zjaf_k�hYjla[mdYj�[YhYZadala]k�lg�l`]�Y\n]flmj]�af�l`]�

^gje�g^�YZadalq�k[gj]k�Yf\�kcaddk$�[dYkk�^]Ylmj]k$�jY[aYd�

ljYalk$�]imahe]fl$�Yf\�eY_a[�al]ek&�=n]jq�[`YjY[l]j�ak�

\aץ]j]fl$�oal`�nYjagmk�klj]f_l`k�Yf\�o]Ycf]kk]k$�kg�l`]�

Z]kl�hYjlq�g^�Y\n]flmj]jk�ak�gf]�af�o`a[`�l`]�[`YjY[l]jk�

complement each other and cover the weaknesses of 

l`]aj�[gehYfagfk&�L`]�Y\n]flmj]jk�emkl�[ggh]jYl]�lg�

km[[]kk^mddq�[gehd]l]�l`]�Y\n]flmj]&

� L`]�Y\n]flmj]�ak�l`]�`]Yjl�g^�l`]�_Ye]$�Y�klgjq�oal`�

Y�Z]_affaf_$�Y�ea\\d]$�Yf\�Yf�]f\&�9f�Y\n]flmj]�ea_`l�

Z]�[j]Yl]\�Zq�l`]�<mf_]gf�EYkl]j�gj�hmj[`Yk]\�gץ�

l`]�k`]d^$�lo]Yc]\�Yf\�eg\aÕ]\�lg�kmal�l`]�<EÌk�f]]\k�

Yf\�\]kaj]k&�Af�]al`]j�[Yk]$�Yf�Y\n]flmj]�^]Ylmj]k�Y�

^YflYkla[�k]llaf_$�o`]l`]j�alÌk�Yf�mf\]j_jgmf\�\mf_]gf$�

Y�[jmeZdaf_�[Ykld]$�Y�klj]l[`�g^�oad\]jf]kk$�gj�Y�Zmkldaf_�

[alq&�Al�^]Ylmj]k�Y�ja[`�[Ykl�g^�[`YjY[l]jk2�l`]�Y\n]flmj]jk�

created and played by the other players at the table, as 

o]dd�Yk�fgfhdYq]j�[`YjY[l]jk� FH;k!&�L`gk]�[`YjY[l]jk�

ea_`l�Z]�hYljgfk$�Ydda]k$�]f]ea]k$�`aj]daf_k$�gj�bmkl�

ZY[c_jgmf\�]pljYk�af�Yf�Y\n]flmj]&�G^l]f$�gf]�g^�l`]�

FH;k�ak�Y�naddYaf�o`gk]�Y_]f\Y�\jan]k�em[`�g^�Yf�

Y\n]flmj]Ìk�Y[lagf&�

� Gn]j�l`]�[gmjk]�g^�l`]aj�Y\n]flmj]k$�l`]�[`YjY[l]jk�

Yj]�[gf^jgfl]\�Zq�Y�nYja]lq�g^�[j]Ylmj]k$�gZb][lk$�

Yf\�kalmYlagfk�l`Yl�l`]q�emkl�\]Yd�oal`�af�kge]�oYq&�

Kge]lae]k�l`]�Y\n]flmj]jk�Yf\�gl`]j�[j]Ylmj]k�\g�l`]aj�

Z]kl�lg�cadd�gj�[Yhlmj]�]Y[`�gl`]j�af�[geZYl&�9l�gl`]j�

jgdd�l`j]]�]a_`l%ka\]\�\a[]$�Y\\�l`]e�lg_]l`]j$�Yf\�Y\\�-�

to the total.

� L`]�kYe]�\�fglYlagf�Yhh]Yjk�af�l`]�]phj]kkagfk�É)\+Ê�

Yf\�É)\*&Ê�Lg�kaemdYl]�l`]�jgdd�g^�)\+$�jgdd�Y�\.�Yf\�

\ana\]�l`]�fmeZ]j�jgdd]\�Zq�*� jgmf\�mh!&�Lg�kaemdYl]�

the roll of 1d2, roll any die and assign a 1 or 2 to the roll 

\]h]f\af_�gf�o`]l`]j�al�oYk�g\\�gj�]n]f&� 9dl]jfYlan]dq$�

a^�l`]�fmeZ]j�jgdd]\�ak�egj]�l`Yf�`Yd^�l`]�fmeZ]j�g^�

ka\]k�gf�l`]�\a]$�alÌk�Y�*&!

The D20
<g]k�Yf�Y\n]flmj]jÌk�kogj\�koaf_�`mjl�Y�\jY_gf�gj�bmkl�

Zgmf[]�gץ�alk�ajgf%`Yj\�k[Yd]k7�Oadd�l`]�g_j]�Z]da]n]�Yf�

gmljY_]gmk�Zdm7ץ�;Yf�Y�[`YjY[l]j�koae�Y[jgkk�Y�jY_af_�

jan]j7�;Yf�Y�[`YjY[l]j�Ynga\�l`]�eYaf�ZdYkl�g^�Y�Õj]ZYdd$�

gj�\g]k�`]�gj�k`]�lYc]�^mdd�\YeY_]�^jge�l`]�ZdYr]7�Af�

[Yk]k�o`]j]�l`]�gml[ge]�g^�Yf�Y[lagf�ak�mf[]jlYaf$�

the <জळક���<ߣজક game relies on rolls of a 

*(%ka\]\�\a]$�Y�\*($�lg�\]l]jeaf]�km[[]kk�gj�^Yadmj]&

� =n]jq�[`YjY[l]j�Yf\�egfkl]j�af�l`]�_Ye]�`Yk�

[YhYZadala]k�\]Õf]\�Zq�kap�ability scores&�L`]�YZadala]k�

Yj]�Klj]f_l`$�<]pl]jalq$�;gfklalmlagf$�Afl]dda_]f[]$�

Oak\ge$�Yf\�;`YjakeY$�Yf\�l`]q�lqha[Yddq�jYf_]�^jge�+�

lg�)0�^gj�egkl�Y\n]flmj]jk&� Egfkl]jk�ea_`l�`Yn]�k[gj]k�

Yk�dgo�Yk�)�gj�Yk�`a_`�Yk�+(&!�L`]k]�YZadalq�k[gj]k$�

and the YZadalq�eg\aÕ]jk derived from them, are the 

ZYkak�^gj�Ydegkl�]n]jq�\*(�jgdd�l`Yl�Y�hdYq]j�eYc]k�gf�Y�

[`YjY[l]jÌk�gj�egfkl]jÌk�Z]`Yd^&

� 9Zadalq�[`][ck$�YllY[c�jgddk$�Yf\�kYnaf_�l`jgok�Yj]�l`]�

l`j]]�eYaf�caf\k�g^�\*(�jgddk$�^gjeaf_�l`]�[gj]�g^�l`]�

jmd]k�g^�l`]�_Ye]&�9dd�l`j]]�^gddgo�l`]k]�kaehd]�kl]hk&

 )&�Jgdd�l`]�\a]�Yf\�Y\\�Y�eg\aÕ]j&�Jgdd�Y�\*(�

Yf\�Y\\�l`]�j]d]nYfl�eg\aÕ]j&�L`ak�ak�lqha[Yddq�l`]�

eg\aÕ]j�\]jan]\�^jge�gf]�g^�l`]�kap�YZadalq�k[gj]k$�Yf\�

al�kge]lae]k�af[dm\]k�Y�hjgÕ[a]f[q�Zgfmk�lg�j]Ö][l�Y�

[`YjY[l]jÌk�hYjla[mdYj�kcadd&� K]]�[`Yhl]j�)�^gj�\]lYadk�gf�

]Y[`�YZadalq�Yf\�`go�lg�\]l]jeaf]�Yf�YZadalqÌk�eg\aÕ]j&!

 2. Apply circumstantial bonuses and penalties.�9�

[dYkk�^]Ylmj]$�Y�kh]dd$�Y�hYjla[mdYj�[aj[meklYf[]$�gj�kge]�

gl`]j�]ץ][l�ea_`l�_an]�Y�Zgfmk�gj�h]fYdlq�lg�l`]�[`][c&

 3. Compare the total to a target number. If the total 

]imYdk�gj�]p[]]\k�l`]�lYj_]l�fmeZ]j$�l`]�YZadalq�[`][c$�

YllY[c�jgdd$�gj�kYnaf_�l`jgo�ak�Y�km[[]kk&�Gl`]joak]$�alÌk�

Y�^Yadmj]&�L`]�<E�ak�mkmYddq�l`]�gf]�o`g�\]l]jeaf]k�

lYj_]l�fmeZ]jk�Yf\�l]ddk�hdYq]jk�o`]l`]j�l`]aj�YZadalq�

[`][ck$�YllY[c�jgddk$�Yf\�kYnaf_�l`jgok�km[[]]\�gj�^Yad&

� L`]�lYj_]l�fmeZ]j�^gj�Yf�YZadalq�[`][c�gj�Y�kYnaf_�

throw is called a <a[mdlq�;dYkk� <;!&�L`]�lYj_]l�

fmeZ]j�^gj�Yf�YllY[c�jgdd�ak�[Ydd]\�Yf�Armor Class� 9;!&�

� L`ak�kaehd]�jmd]�_gn]jfk�l`]�j]kgdmlagf�g^�egkl�lYkck�

af�<�<�hdYq&�;`Yhl]j�/�hjgna\]k�egj]�\]lYad]\�jmd]k�^gj�

mkaf_�l`]�\*(�af�l`]�_Ye]&

Advantage and Disadvantage
Sometimes an ability check, attack roll, or saving 

l`jgo�ak�eg\aÕ]\�Zq�kh][aYd�kalmYlagfk�[Ydd]\�

Y\nYflY_]�Yf\�\akY\nYflY_]&�9\nYflY_]�j]Ö][lk�l`]�

hgkalan]�[aj[meklYf[]k�kmjjgmf\af_�Y�\*(�jgdd$�o`ad]�

\akY\nYflY_]�j]Ö][lk�l`]�ghhgkal]&�O`]f�qgm�`Yn]�

]al`]j�Y\nYflY_]�gj�\akY\nYflY_]$�qgm�jgdd�Y�k][gf\�\*(�

o`]f�qgm�eYc]�l`]�jgdd&�Mk]�l`]�`a_`]j�g^�l`]�log�jgddk�
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The Wonders of Magic
>]o�<�<�Y\n]flmj]k�]f\�oal`gml�kge]l`af_�eY_a[Yd�

`Yhh]faf_&�O`]l`]j�`]dh^md�gj�`Yje^md$�eY_a[�Yhh]Yjk�

^j]im]fldq�af�l`]�da^]�g^�Yf�Y\n]flmj]j$�Yf\�al�ak�l`]�^g[mk�

g^�[`Yhl]jk�)(�Yf\�))&

 In the worlds of <জळક���<ߣজક, practitioners 

of magic are rare, set apart from the masses of people 

Zq�l`]aj�]pljYgj\afYjq�lYd]fl&�;geegf�^gdc�ea_`l�k]]�

]na\]f[]�g^�eY_a[�gf�Y�j]_mdYj�ZYkak$�Zml�alÌk�mkmYddq�

minor—a fantastic monster, a visibly answered prayer, 

Y�oarYj\�oYdcaf_�l`jgm_`�l`]�klj]]lk�oal`�Yf�YfaeYl]\�

k`a]d\�_mYj\aYf�Yk�Y�Zg\q_mYj\&

� >gj�Y\n]flmj]jk$�l`gm_`$�eY_a[�ak�c]q�lg�l`]aj�

kmjnanYd&�Oal`gml�l`]�`]Ydaf_�eY_a[�g^�[d]ja[k�Yf\�

hYdY\afk$�Y\n]flmj]jk�ogmd\�ima[cdq�km[[meZ�lg�l`]aj�

ogmf\k&�Oal`gml�l`]�mhda^laf_�eY_a[Yd�kmhhgjl�g^�

bards and clerics, warriors might be overwhelmed by 

hgo]j^md�^g]k&�Oal`gml�l`]�k`]]j�eY_a[Yd�hgo]j�Yf\�

n]jkYladalq�g^�oarYj\k�Yf\�\jma\k$�]n]jq�l`j]Yl�ogmd\�Z]�

eY_faÕ]\�l]f^gd\&

 Magic is also a favored tool of villains. Many 

Y\n]flmj]k�Yj]�\jan]f�Zq�l`]�eY[`afYlagfk�g^�

kh]dd[Ykl]jk�o`g�Yj]�`]ddZ]fl�gf�mkaf_�eY_a[�^gj�

kge]�add�]f\&�9�[mdl�d]Y\]j�k]]ck�lg�YoYc]f�Y�_g\�o`g�

kdmeZ]jk�Z]f]Yl`�l`]�k]Y$�Y�`Y_�ca\fYhk�qgml`k�lg�

eY_a[Yddq�\jYaf�l`]e�g^�l`]aj�na_gj$�Y�eY\�oarYj\�dYZgjk�

lg�afn]kl�Yf�Yjeq�g^�YmlgeYlgfk�oal`�Y�^Y[kaead]�g^�da^]$�

Y�\jY_gf�Z]_afk�Y�eqkla[Yd�jalmYd�lg�jak]�mh�Yk�Y�_g\�g^�

\]kljm[lagfÈl`]k]�Yj]�bmkl�Y�^]o�g^�l`]�eY_a[Yd�l`j]Ylk�

l`Yl�Y\n]flmj]jk�ea_`l�^Y[]&�Oal`�eY_a[�g^�l`]aj�gof$�

af�l`]�^gje�g^�kh]ddk�Yf\�eY_a[�al]ek$�l`]�Y\n]flmj]jk�

might prevail!

lae]k$�l`]�Y\n]flmj]jk�lYdc�lg�Yfgl`]j�[j]Ylmj]� gj�]n]f�

Y�eY_a[Yd�gZb][l!�oal`�Y�_gYd�af�eaf\&�9f\�g^l]f$�l`]�

Y\n]flmj]jk�kh]f\�lae]�ljqaf_�lg�kgdn]�Y�hmrrd]$�ZqhYkk�

Yf�gZklY[d]$�Õf\�kge]l`af_�`a\\]f$�gj�mfjYn]d�l`]�

[mjj]fl�kalmYlagf&�E]Yfo`ad]$�l`]�Y\n]flmj]jk�]phdgj]�

l`]�ogjd\$�eYcaf_�\][akagfk�YZgml�o`a[`�oYq�lg�ljYn]d�

Yf\�o`Yl�l`]qÌdd�ljq�lg�\g�f]pl&

� 9\n]flmj]k�nYjq�af�d]f_l`�Yf\�[gehd]palq&�9�k`gjl�

Y\n]flmj]�ea_`l�hj]k]fl�gfdq�Y�^]o�[`Ydd]f_]k$�Yf\�

it might take no more than a single game session to 

[gehd]l]&�9�dgf_�Y\n]flmj]�[Yf�afngdn]�`mf\j]\k�g^�

combats, interactions, and other challenges, and take 

\gr]fk�g^�k]kkagfk�lg�hdYq�l`jgm_`$�klj]l[`af_�gn]j�

o]]ck�gj�egfl`k�g^�j]Yd�lae]&�MkmYddq$�l`]�]f\�g^�Yf�

Y\n]flmj]�ak�eYjc]\�Zq�l`]�Y\n]flmj]jk�`]Y\af_�ZY[c�lg�

[anadarYlagf�lg�j]kl�Yf\�]fbgq�l`]�khgadk�g^�l`]aj�dYZgjk&

� :ml�l`YlÌk�fgl�l`]�]f\�g^�l`]�klgjq&�Qgm�[Yf�l`afc�g^�

Yf�Y\n]flmj]�Yk�Y�kaf_d]�]hakg\]�g^�Y�LN�k]ja]k$�eY\]�

mh�g^�emdlahd]�]p[alaf_�k[]f]k&�9�[YehYa_f�ak�l`]�o`gd]�

k]ja]kÈY�kljaf_�g^�Y\n]flmj]k�bgaf]\�lg_]l`]j$�oal`�Y�

[gfkakl]fl�_jgmh�g^�Y\n]flmj]jk�^gddgoaf_�l`]�fYjjYlan]�

^jge�klYjl�lg�Õfak`&

The Three Pillars of Adventure
9\n]flmj]jk�[Yf�ljq�lg�\g�Yfql`af_�l`]aj�hdYq]jk�

[Yf�aeY_af]$�Zml�al�[Yf�Z]�`]dh^md�lg�lYdc�YZgml�l`]aj�

Y[lanala]k�af�l`j]]�ZjgY\�[Yl]_gja]k2�]phdgjYlagf$�kg[aYd�

interaction, and combat.

 Exploration�af[dm\]k�Zgl`�l`]�Y\n]flmj]jkÌ�egn]e]fl�

l`jgm_`�l`]�ogjd\�Yf\�l`]aj�afl]jY[lagf�oal`�gZb][lk�

Yf\�kalmYlagfk�l`Yl�j]imaj]�l`]aj�Yll]flagf&�=phdgjYlagf�

is the give-and-take of the players describing what they 

oYfl�l`]aj�[`YjY[l]jk�lg�\g$�Yf\�l`]�<mf_]gf�EYkl]j�

l]ddaf_�l`]�hdYq]jk�o`Yl�`Yhh]fk�Yk�Y�j]kmdl&�Gf�Y�dYj_]�

scale, that might involve the characters spending a day 

[jgkkaf_�Y�jgddaf_�hdYaf�gj�Yf�`gmj�eYcaf_�l`]aj�oYq�

l`jgm_`�[Yn]jfk�mf\]j_jgmf\&�Gf�l`]�keYdd]kl�k[Yd]$�al�

[gmd\�e]Yf�gf]�[`YjY[l]j�hmddaf_�Y�d]n]j�af�Y�\mf_]gf�

room to see what happens.

 Social interaction�^]Ylmj]k�l`]�Y\n]flmj]jk�lYdcaf_�lg�

kge]gf]� gj�kge]l`af_!�]dk]&�Al�ea_`l�e]Yf�\]eYf\af_�

l`Yl�Y�[Yhlmj]\�k[gml�j]n]Yd�l`]�k][j]l�]fljYf[]�lg�l`]�

_gZdaf�dYaj$�_]llaf_�af^gjeYlagf�^jge�Y�j]k[m]\�hjakgf]j$�

hd]Y\af_�^gj�e]j[q�^jge�Yf�gj[�[`a]^lYaf$�gj�h]jkmY\af_�

a talkative magic mirror to show a distant location to the 

Y\n]flmj]jk&

� L`]�jmd]k�af�[`Yhl]jk�/�Yf\�0�kmhhgjl�]phdgjYlagf�Yf\�

kg[aYd�afl]jY[lagf$�Yk�\g�eYfq�[dYkk�^]Ylmj]k�af�[`Yhl]j�+�

Yf\�h]jkgfYdalq�ljYalk�af�[`Yhl]j�,&

 Combat$�l`]�^g[mk�g^�[`Yhl]j�1$�afngdn]k�[`YjY[l]jk�

Yf\�gl`]j�[j]Ylmj]k�koaf_af_�o]Yhgfk$�[Yklaf_�kh]ddk$�

eYf]mn]jaf_�^gj�hgkalagf$�Yf\�kg�gfÈYdd�af�Yf�]ץgjl�

to defeat their opponents, whether that means killing 

]n]jq�]f]eq$�lYcaf_�[Yhlan]k$�gj�^gj[af_�Y�jgml&�;geZYl�

ak�l`]�egkl�kljm[lmj]\�]d]e]fl�g^�Y�<�<�k]kkagf$�oal`�

[j]Ylmj]k�lYcaf_�lmjfk�lg�eYc]�kmj]�l`Yl�]n]jqgf]�_]lk�

Y�[`Yf[]�lg�Y[l&�=n]f�af�l`]�[gfl]pl�g^�Y�hal[`]\�ZYlld]$�

l`]j]Ìk�kladd�hd]flq�g^�ghhgjlmfalq�^gj�Y\n]flmj]jk�lg�

Yll]ehl�oY[cq�klmflk�dac]�kmjÕf_�\gof�Y�Öa_`l�g^�klYajk�

gf�Y�k`a]d\$�lg�]pYeaf]�l`]�]fnajgfe]fl� h]j`Yhk�Zq�

hmddaf_�Y�eqkl]jagmk�d]n]j!$�Yf\�lg�afl]jY[l�oal`�gl`]j�

[j]Ylmj]k$�af[dm\af_�Ydda]k$�]f]ea]k$�Yf\�f]mljYd�hYjla]k&
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YOUR FIRST STEP IN PLAYING AN ADVENTURER IN THE 

<জळક���<ߣজક game is to imagine and 

[j]Yl]�Y�[`YjY[l]j�g^�qgmj�gof&�Qgmj�[`YjY[l]j�ak�Y�

combination of game statistics, roleplaying hooks, and 

qgmj�aeY_afYlagf&�Qgm�[`ggk]�Y�jY[]� km[`�Yk�`meYf�

gj�`YdÖaf_!�Yf\�Y�[dYkk� km[`�Yk�Õ_`l]j�gj�oarYj\!&�Qgm�

also invent the personality, appearance, and backstory 

g^�qgmj�[`YjY[l]j&�Gf[]�[gehd]l]\$�qgmj�[`YjY[l]j�

k]jn]k�Yk�qgmj�j]hj]k]flYlan]�af�l`]�_Ye]$�qgmj�YnYlYj�

in the <জळક���<ߣজક world.

� :]^gj]�qgm�\an]�aflg�kl]h�)�Z]dgo$�l`afc�YZgml�l`]�

caf\�g^�Y\n]flmj]j�qgm�oYfl�lg�hdYq&�Qgm�ea_`l�Z]�Y�

[gmjY_]gmk�Õ_`l]j$�Y�kcmdcaf_�jg_m]$�Y�^]jn]fl�[d]ja[$�gj�

Y�ÖYeZgqYfl�oarYj\&�Gj�qgm�ea_`l�Z]�egj]�afl]j]kl]\�

af�Yf�mf[gfn]flagfYd�[`YjY[l]j$�km[`�Yk�Y�ZjYofq�jg_m]�

who likes hand-to-hand combat, or a sharpshooter who 

ha[ck�gץ�]f]ea]k�^jge�Y^Yj&�<g�qgm�dac]�^YflYkq�Õ[lagf�

^]Ylmjaf_�\oYjn]k�gj�]dn]k7�Ljq�Zmad\af_�Y�[`YjY[l]j�

g^�gf]�g^�l`gk]�jY[]k&�<g�qgm�oYfl�qgmj�[`YjY[l]j�lg�

Z]�l`]�lgm_`]kl�Y\n]flmj]j�Yl�l`]�lYZd]7�;gfka\]j�l`]�

Õ_`l]j�[dYkk&�A^�qgm�\gfÌl�cfgo�o`]j]�]dk]�lg�Z]_af$�

lYc]�Y�dggc�Yl�l`]�addmkljYlagfk�af�l`ak�Zggc�lg�k]]�o`Yl�

[Yl[`]k�qgmj�afl]j]kl&

� Gf[]�qgm�`Yn]�Y�[`YjY[l]j�af�eaf\$�^gddgo�l`]k]�kl]hk�

af�gj\]j$�eYcaf_�\][akagfk�l`Yl�j]Ö][l�l`]�[`YjY[l]j�

qgm�oYfl&�Qgmj�[gf[]hlagf�g^�qgmj�[`YjY[l]j�ea_`l�

]ngdn]�oal`�]Y[`�[`ga[]�qgm�eYc]&�O`YlÌk�aehgjlYfl�

ak�l`Yl�qgm�[ge]�lg�l`]�lYZd]�oal`�Y�[`YjY[l]j�qgmÌj]�

]p[al]\�lg�hdYq&

� L`jgm_`gml�l`ak�[`Yhl]j$�o]�mk]�l`]�l]je�character 

sheet�lg�e]Yf�o`Yl]n]j�qgm�mk]�lg�ljY[c�qgmj�

[`YjY[l]j$�o`]l`]j�alÌk�Y�^gjeYd�[`YjY[l]j�k`]]l� dac]�

l`]�gf]�Yl�l`]�]f\�g^�l`]k]�jmd]k!$�kge]�^gje�g^�\a_alYd�

j][gj\$�gj�Y�ha][]�g^�fgl]Zggc�hYh]j&�9f�g[aYd�

<�<�[`YjY[l]j�k`]]l�ak�Y�Õf]�hdY[]�lg�klYjl�mflad�qgm�

cfgo�o`Yl�af^gjeYlagf�qgm�f]]\�Yf\�`go�qgm�mk]�al�

\mjaf_�l`]�_Ye]&

Building Bruenor
=Y[`�kl]h�g^�[`YjY[l]j�[j]Ylagf�af[dm\]k�Yf�]pYehd]�g^�

l`Yl�kl]h$�oal`�Y�hdYq]j�fYe]\�:gZ�Zmad\af_�`ak�\oYj^�

[`YjY[l]j$�:jm]fgj&

1. Choose a Race
=n]jq�[`YjY[l]j�Z]dgf_k�lg�Y�jY[]$�gf]�g^�l`]�eYfq�

afl]dda_]fl�`meYfga\�kh][a]k�af�l`]�<�<�ogjd\&�L`]�

most common player character races are dwarves, 

]dn]k$�`YdÖaf_k$�Yf\�`meYfk&�Kge]�jY[]k�Ydkg�`Yn]�

subraces$�km[`�Yk�egmflYaf�\oYj^�gj�ogg\�]d^&�;`Yhl]j�

*�hjgna\]k�egj]�af^gjeYlagf�YZgml�l`]k]�jY[]k&

� L`]�jY[]�qgm�[`ggk]�[gfljaZml]k�lg�qgmj�[`YjY[l]jÌk�

identity in an important way, by establishing a general 

Yhh]YjYf[]�Yf\�l`]�fYlmjYd�lYd]flk�_Yaf]\�^jge�[mdlmj]�

Yf\�Yf[]kljq&�Qgmj�[`YjY[l]jÌk�jY[]�_jYflk�hYjla[mdYj�

jY[aYd�ljYalk$�km[`�Yk�kh][aYd�k]fk]k$�hjgÕ[a]f[q�oal`�

[]jlYaf�o]Yhgfk�gj�lggdk$�hjgÕ[a]f[q�af�gf]�gj�egj]�

kcaddk$�gj�l`]�YZadalq�lg�mk]�eafgj�kh]ddk&�L`]k]�ljYalk�

sometimes dovetail with the capabilities of certain 

[dYkk]k� k]]�kl]h�*!&�>gj�]pYehd]$�l`]�jY[aYd�ljYalk�g^�

da_`l^ggl�`YdÖaf_k�eYc]�l`]e�]p[]hlagfYd�jg_m]k$�Yf\�

`a_`�]dn]k�l]f\�lg�Z]�hgo]j^md�oarYj\k&�Kge]lae]k�

hdYqaf_�Y_Yafkl�lqh]�[Yf�Z]�^mf$�lgg&�@YdÖaf_�hYdY\afk�

Yf\�egmflYaf�\oYj^�oarYj\k$�^gj�]pYehd]$�[Yf�Z]�

mfmkmYd�Zml�e]egjYZd]�[`YjY[l]jk&

� Qgmj�jY[]�Ydkg�af[j]Yk]k�gf]�gj�egj]�g^�qgmj�YZadalq�

k[gj]k$�o`a[`�qgm�\]l]jeaf]�af�kl]h�+&�Fgl]�l`]k]�

increases and remember to apply them later.

� J][gj\�l`]�ljYalk�_jYfl]\�Zq�qgmj�jY[]�gf�qgmj�

[`YjY[l]j�k`]]l&�:]�kmj]�lg�fgl]�qgmj�klYjlaf_�

dYf_mY_]k�Yf\�qgmj�ZYk]�kh]]\�Yk�o]dd&

Building Bruenor, Step 1
:gZ�ak�kallaf_�\gof�lg�[j]Yl]�`ak�[`YjY[l]j&�@]�\][a\]k�

l`Yl�Y�_jmץ�egmflYaf�\oYj^�Õlk�l`]�[`YjY[l]j�`]�oYflk�

lg�hdYq&�@]�fgl]k�Ydd�l`]�jY[aYd�ljYalk�g^�\oYjn]k�gf�`ak�

[`YjY[l]j�k`]]l$�af[dm\af_�`ak�kh]]\�g^�*-�^]]l�Yf\�l`]�

dYf_mY_]k�`]�cfgok2�;geegf�Yf\�<oYjnak`&

2. Choose a Class
=n]jq�Y\n]flmj]j�ak�Y�e]eZ]j�g^�Y�[dYkk&�;dYkk�ZjgY\dq�

\]k[jaZ]k�Y�[`YjY[l]jÌk�ng[Ylagf$�o`Yl�kh][aYd�lYd]flk�`]�

or she possesses, and the tactics he or she is most likely 

lg�]ehdgq�o`]f�]phdgjaf_�Y�\mf_]gf$�Õ_`laf_�egfkl]jk$�

gj�]f_Y_af_�af�Y�l]fk]�f]_glaYlagf&�L`]�[`YjY[l]j�

[dYkk]k�Yj]�\]k[jaZ]\�af�[`Yhl]j�+&

� Qgmj�[`YjY[l]j�j][]an]k�Y�fmeZ]j�g^�Z]f]Õlk�^jge�

qgmj�[`ga[]�g^�[dYkk&�EYfq�g^�l`]k]�Z]f]Õlk�Yj]�class 

featuresÈ[YhYZadala]k� af[dm\af_�kh]dd[Yklaf_!�l`Yl�k]l�

qgmj�[`YjY[l]j�YhYjl�^jge�e]eZ]jk�g^�gl`]j�[dYkk]k&�

Qgm�Ydkg�_Yaf�Y�fmeZ]j�g^�hjgÕ[a]f[a]k2�Yjegj$�

weapons, skills, saving throws, and sometimes tools. 

Qgmj�hjgÕ[a]f[a]k�\]Õf]�eYfq�g^�l`]�l`af_k�qgmj�

[`YjY[l]j�[Yf�\g�hYjla[mdYjdq�o]dd$�^jge�mkaf_�[]jlYaf�

weapons to telling a convincing lie.

� Gf�qgmj�[`YjY[l]j�k`]]l$�j][gj\�Ydd�l`]�^]Ylmj]k�l`Yl�

qgmj�[dYkk�_an]k�qgm�Yl�)kl�d]n]d&

Level
Lqha[Yddq$�Y�[`YjY[l]j�klYjlk�Yl�)kl�d]n]d�Yf\�Y\nYf[]k�

af�d]n]d�Zq�Y\n]flmjaf_�Yf\�_Yafaf_�experience points 

 PH!&�9�)kl%d]n]d�[`YjY[l]j�ak�af]ph]ja]f[]\�af�l`]�

Y\n]flmjaf_�ogjd\$�Ydl`gm_`�`]�gj�k`]�ea_`l�`Yn]�Z]]f�

Y�kgd\a]j�gj�Y�hajYl]�Yf\�\gf]�\Yf_]jgmk�l`af_k�Z]^gj]&

� KlYjlaf_�gץ�Yl�)kl�d]n]d�eYjck�qgmj�[`YjY[l]jÌk�]fljq�

aflg�l`]�Y\n]flmjaf_�da^]&�A^�qgmÌj]�Ydj]Y\q�^YeadaYj�

oal`�l`]�_Ye]$�gj�a^�qgm�Yj]�bgafaf_�Yf�]paklaf_�<�<�

[YehYa_f$�qgmj�<E�ea_`l�\][a\]�lg�`Yn]�qgm�Z]_af�Yl�Y�

`a_`]j�d]n]d$�gf�l`]�Ykkmehlagf�l`Yl�qgmj�[`YjY[l]j�`Yk�

Ydj]Y\q�kmjnan]\�Y�^]o�`Yjjgoaf_�Y\n]flmj]k&

� J][gj\�qgmj�d]n]d�gf�qgmj�[`YjY[l]j�k`]]l&�A^�qgmÌj]�

starting at a higher level, record the additional elements 

qgmj�[dYkk�_an]k�qgm�^gj�qgmj�d]n]dk�hYkl�)kl&�9dkg�j][gj\�

qgmj�]ph]ja]f[]�hgaflk&�9�)kl%d]n]d�[`YjY[l]j�`Yk�(�

PH&�9�`a_`]j%d]n]d�[`YjY[l]j�lqha[Yddq�Z]_afk�oal`�l`]�

eafaeme�Yegmfl�g^�PH�j]imaj]\�lg�j]Y[`�l`Yl�d]n]d�

 k]]�É:]qgf\�)kl�D]n]dÊ�dYl]j�af�l`ak�[`Yhl]j!&

Part 1: Creating a Character
Chapter 1: Step-by-Step Characters
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3. Determine Ability Scores
Em[`�g^�o`Yl�qgmj�[`YjY[l]j�\g]k�af�l`]�_Ye]�\]h]f\k�

gf�`ak�gj�`]j�kap�YZadala]k2�Strength, Dexterity, 

Constitution, Intelligence, Wisdom, and Charisma. 

=Y[`�YZadalq�`Yk�Y�k[gj]$�o`a[`�ak�Y�fmeZ]j�qgm�j][gj\�

gf�qgmj�[`YjY[l]j�k`]]l&

� L`]�kap�YZadala]k�Yf\�l`]aj�mk]�af�l`]�_Ye]�Yj]�

\]k[jaZ]\�af�[`Yhl]j�/&�L`]�9Zadalq�K[gj]�KmeeYjq�

lYZd]�hjgna\]k�Y�ima[c�j]^]j]f[]�^gj�o`Yl�imYdala]k�

Yj]�e]Ykmj]\�Zq�]Y[`�YZadalq$�o`Yl�jY[]k�af[j]Yk]k�

which abilities, and what classes consider each ability 

hYjla[mdYjdq�aehgjlYfl&

� Qgm�_]f]jYl]�qgmj�[`YjY[l]jÌk�kap�ability scores 

jYf\gedq&�Jgdd�^gmj�.%ka\]\�\a[]�Yf\�j][gj\�l`]�lglYd�g^�

the highest three dice on a piece of scratch paper. Do 

l`ak�Õn]�egj]�lae]k$�kg�l`Yl�qgm�`Yn]�kap�fmeZ]jk&�A^�

qgm�oYfl�lg�kYn]�lae]�gj�\gfÌl�dac]�l`]�a\]Y�g^�jYf\gedq�

\]l]jeafaf_�YZadalq�k[gj]k$�qgm�[Yf�mk]�l`]�^gddgoaf_�

k[gj]k�afkl]Y\2�)-$�),$�)+$�)*$�)($�0&

� Fgo�lYc]�qgmj�kap�fmeZ]jk�Yf\�ojal]�]Y[`�fmeZ]j�

Z]ka\]�gf]�g^�qgmj�[`YjY[l]jÌk�kap�YZadala]k�lg�Ykka_f�

k[gj]k�lg�Klj]f_l`$�<]pl]jalq$�;gfklalmlagf$�Afl]dda_]f[]$�

Oak\ge$�Yf\�;`YjakeY&�9^l]joYj\$�eYc]�Yfq�[`Yf_]k�

lg�qgmj�YZadalq�k[gj]k�Yk�Y�j]kmdl�g^�qgmj�jY[]�[`ga[]&

� 9^l]j�Ykka_faf_�qgmj�YZadalq�k[gj]k$�\]l]jeaf]�

qgmj�YZadalq�eg\aÕ]jk�mkaf_�l`]�9Zadalq�K[gj]k�Yf\�

Eg\aÕ]jk�lYZd]&�Lg�\]l]jeaf]�Yf�YZadalq�eg\aÕ]j�oal`gml�

[gfkmdlaf_�l`]�lYZd]$�kmZljY[l�)(�^jge�l`]�YZadalq�k[gj]�

Yf\�l`]f�\ana\]�l`]�j]kmdl�Zq�*� jgmf\�\gof!&�Ojal]�l`]�

eg\aÕ]j�f]pl�lg�]Y[`�g^�qgmj�k[gj]k&

Building Bruenor, Step 3
:gZ�\][a\]k�lg�mk]�l`]�klYf\Yj\�k]l�g^�k[gj]k� )-$�),$�

)+$�)*$�)($�0!�^gj�:jm]fgjÌk�YZadala]k&�Kaf[]�`]Ìk�Y�Õ_`l]j$�

`]�hmlk�`ak�`a_`]kl�k[gj]$�)-$�af�Klj]f_l`&�@ak�f]pl%

`a_`]kl$�),$�_g]k�af�;gfklalmlagf&�:jm]fgj�ea_`l�Z]�Y�

ZjYk`�Õ_`l]j$�Zml�:gZ�\][a\]k�`]�oYflk�l`]�\oYj^�lg�

Z]�gd\]j$�oak]j$�Yf\�Y�_gg\�d]Y\]j$�kg�`]�hmlk�\][]fl�

k[gj]k�af�Oak\ge�Yf\�;`YjakeY&�9^l]j�Yhhdqaf_�`ak�

jY[aYd�Z]f]Õlk� af[j]Ykaf_�:jm]fgjÌk�;gfklalmlagf�Zq�

*�Yf\�`ak�Klj]f_l`�Zq�*!$�:jm]fgjÌk�YZadalq�k[gj]k�Yf\�

eg\aÕ]jk�dggc�dac]�l`ak2�Klj]f_l`�)/� #+!$�<]pl]jalq�)(�

 #(!$�;gfklalmlagf�).� #+!$�Afl]dda_]f[]�0� Ç)!$�Oak\ge�)+�

 #)!$�;`YjakeY�)*� #)!&

� :gZ�Õddk�af�:jm]fgjÌk�ÕfYd�`al�hgaflk2�)(�#�`ak�

;gfklalmlagf�eg\aÕ]j�g^�#+$�^gj�Y�lglYd�g^�)+�`al�hgaflk&

Variant: Customizing Ability Scores
9l�qgmj�<mf_]gf�EYkl]jÌk�ghlagf$�qgm�[Yf�mk]�l`ak�

nYjaYfl�^gj�\]l]jeafaf_�qgmj�YZadalq�k[gj]k&�L`]�e]l`g\�

\]k[jaZ]\�`]j]�Yddgok�qgm�lg�Zmad\�Y�[`YjY[l]j�oal`�Y�k]l�

g^�YZadalq�k[gj]k�qgm�[`ggk]�af\ana\mYddq&

� Qgm�`Yn]�*/�hgaflk�lg�kh]f\�gf�qgmj�YZadalq�k[gj]k&�

L`]�[gkl�g^�]Y[`�k[gj]�ak�k`gof�gf�l`]�9Zadalq�K[gj]�

Hgafl�;gkl�lYZd]&�>gj�]pYehd]$�Y�k[gj]�g^�),�[gklk�/�

hgaflk&�Mkaf_�l`ak�e]l`g\$�)-�ak�l`]�`a_`]kl�YZadalq�k[gj]�

Hit Points and Hit Dice
Qgmj�[`YjY[l]jÌk�`al�hgaflk�\]Õf]�`go�lgm_`�qgmj�

[`YjY[l]j�ak�af�[geZYl�Yf\�gl`]j�\Yf_]jgmk�kalmYlagfk&�

Qgmj�`al�hgaflk�Yj]�\]l]jeaf]\�Zq�qgmj�@al�<a[]� k`gjl�

^gj�@al�Hgafl�<a[]!&

� 9l�)kl�d]n]d$�qgmj�[`YjY[l]j�`Yk�)�@al�<a]$�Yf\�l`]�

\a]�lqh]�ak�\]l]jeaf]\�Zq�qgmj�[dYkk&�Qgm�klYjl�oal`�`al�

hgaflk�]imYd�lg�l`]�`a_`]kl�jgdd�g^�l`Yl�\a]$�Yk�af\a[Yl]\�af�

qgmj�[dYkk�\]k[jahlagf&� Qgm�Ydkg�Y\\�qgmj�;gfklalmlagf�

eg\aÕ]j$�o`a[`�qgmÌdd�\]l]jeaf]�af�kl]h�+&!�L`ak�ak�Ydkg�

qgmj�hit point maximum.

� J][gj\�qgmj�[`YjY[l]jÌk�`al�hgaflk�gf�qgmj�[`YjY[l]j�

k`]]l&�9dkg�j][gj\�l`]�lqh]�g^�@al�<a]�qgmj�[`YjY[l]j�

mk]k�Yf\�l`]�fmeZ]j�g^�@al�<a[]�qgm�`Yn]&�9^l]j�qgm�

j]kl$�qgm�[Yf�kh]f\�@al�<a[]�lg�j]_Yaf�`al�hgaflk� k]]�

ÉJ]klaf_Ê�af�[`Yhl]j�0!&

Proficiency Bonus
L`]�lYZd]�l`Yl�Yhh]Yjk�af�qgmj�[dYkk�\]k[jahlagf�k`gok�

qgmj�hjgÕ[a]f[q�Zgfmk$�o`a[`�ak�#*�^gj�Y�)kl%d]n]d�

[`YjY[l]j&�Qgmj�hjgÕ[a]f[q�Zgfmk�Yhhda]k�lg�eYfq�g^�l`]�

fmeZ]jk�qgmÌdd�Z]�j][gj\af_�gf�qgmj�[`YjY[l]j�k`]]l2

�� 9llY[c�jgddk�mkaf_�o]Yhgfk�qgmÌj]�hjgÕ[a]fl�oal`

�� 9llY[c�jgddk�oal`�kh]ddk�qgm�[Ykl

�� 9Zadalq�[`][ck�mkaf_�kcaddk�qgmÌj]�hjgÕ[a]fl�af

�� 9Zadalq�[`][ck�mkaf_�lggdk�qgmÌj]�hjgÕ[a]fl�oal`

�� KYnaf_�l`jgok�qgmÌj]�hjgÕ[a]fl�af

�� KYnaf_�l`jgo�<;k�^gj�kh]ddk�qgm�[Ykl� ]phdYaf]\�af�

]Y[`�kh]dd[Yklaf_�[dYkk!

� Qgmj�[dYkk�\]l]jeaf]k�qgmj�o]Yhgf�hjgÕ[a]f[a]k$�

qgmj�kYnaf_�l`jgo�hjgÕ[a]f[a]k$�Yf\�kge]�g^�qgmj�kcadd�

Yf\�lggd�hjgÕ[a]f[a]k&� Kcaddk�Yj]�\]k[jaZ]\�af�[`Yhl]j�

/$�lggdk�af�[`Yhl]j�-&!�Qgmj�ZY[c_jgmf\�_an]k�qgm�

Y\\alagfYd�kcadd�Yf\�lggd�hjgÕ[a]f[a]k$�Yf\�kge]�jY[]k�

_an]�qgm�egj]�hjgÕ[a]f[a]k&�:]�kmj]�lg�fgl]�Ydd�g^�l`]k]�

hjgÕ[a]f[a]k$�Yk�o]dd�Yk�qgmj�hjgÕ[a]f[q�Zgfmk$�gf�qgmj�

character sheet.

� Qgmj�hjgÕ[a]f[q�Zgfmk�[YfÌl�Z]�Y\\]\�lg�Y�kaf_d]�\a]�

jgdd�gj�gl`]j�fmeZ]j�egj]�l`Yf�gf[]&�G[[YkagfYddq$�qgmj�

hjgÕ[a]f[q�Zgfmk�ea_`l�Z]�eg\aÕ]\� \gmZd]\�gj�`Ydn]\$�

^gj�]pYehd]!�Z]^gj]�qgm�Yhhdq�al&�A^�Y�[aj[meklYf[]�

km__]klk�l`Yl�qgmj�hjgÕ[a]f[q�Zgfmk�Yhhda]k�egj]�l`Yf�

gf[]�lg�l`]�kYe]�jgdd�gj�l`Yl�al�k`gmd\�Z]�emdlahda]\�

egj]�l`Yf�gf[]$�qgm�f]n]jl`]d]kk�Y\\�al�gfdq�gf[]$�

emdlahdq�al�gfdq�gf[]$�Yf\�`Ydn]�al�gfdq�gf[]&

Building Bruenor, Step 2
:gZ�aeY_af]k�:jm]fgj�[`Yj_af_�aflg�ZYlld]�oal`�Yf�Yp]$�

gf]�`gjf�gf�`ak�`]de]l�Zjgc]f�gץ&�@]�eYc]k�:jm]fgj�Y�

Õ_`l]j�Yf\�fgl]k�l`]�Õ_`l]jÌk�hjgÕ[a]f[a]k�Yf\�)kl%d]n]d�

[dYkk�^]Ylmj]k�gf�`ak�[`YjY[l]j�k`]]l&

� 9k�Y�)kl%d]n]d�Õ_`l]j$�:jm]fgj�`Yk�)�@al�<a]ÈY�\)(È�

Yf\�klYjlk�oal`�`al�hgaflk�]imYd�lg�)(�#�`ak�;gfklalmlagf�

eg\aÕ]j&�:gZ�fgl]k�l`ak$�Yf\�oadd�j][gj\�l`]�ÕfYd�

fmeZ]j�Y^l]j�`]�\]l]jeaf]k�:jm]fgjÌk�;gfklalmlagf�

k[gj]� k]]�kl]h�+!&�:gZ�Ydkg�fgl]k�l`]�hjgÕ[a]f[q�Zgfmk�

^gj�Y�)kl%d]n]d�[`YjY[l]j$�o`a[`�ak�#*&

Quick Build
Each class description in chapter 3 includes a section 
RŚHULQJ�VXJJHVWLRQV�WR�TXLFNO\�EXLOG�D�FKDUDFWHU�RI�WKDW�
class, including how to assign your highest ability scores, 
a background suitable to the class, and starting spells.
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� Mkaf_�l`]�af^gjeYlagf�af�[`Yhl]j�,$�qgm�[Yf�Ö]k`�gml�

qgmj�[`YjY[l]jÌk�h`qka[Yd�Yhh]YjYf[]�Yf\�h]jkgfYdalq�

ljYalk&�;`ggk]�qgmj�[`YjY[l]jÌk�alignment� l`]�egjYd�

[gehYkk�l`Yl�_ma\]k�`ak�gj�`]j�\][akagfk!�Yf\�ideals. 

;`Yhl]j�,�Ydkg�`]dhk�qgm�a\]fla^q�l`]�l`af_k�qgmj�

character holds most dear, called bonds, and the ÖYok 

l`Yl�[gmd\�gf]�\Yq�mf\]jeaf]�`ae�gj�`]j&

� Qgmj�[`YjY[l]jÌk�background describes where he or 

k`]�[Ye]�^jge$�`ak�gj�`]j�gja_afYd�g[[mhYlagf$�Yf\�l`]�

[`YjY[l]jÌk�hdY[]�af�l`]�<�<�ogjd\&�Qgmj�<E�ea_`l�

gץ]j�Y\\alagfYd�ZY[c_jgmf\k�Z]qgf\�l`]�gf]k�af[dm\]\�

af�[`Yhl]j�,$�Yf\�ea_`l�Z]�oaddaf_�lg�ogjc�oal`�qgm�lg�

[jY^l�Y�ZY[c_jgmf\�l`YlÌk�Y�egj]�hj][ak]�Õl�^gj�qgmj�

character concept.

� 9�ZY[c_jgmf\�_an]k�qgmj�[`YjY[l]j�Y�ZY[c_jgmf\�

^]Ylmj]� Y�_]f]jYd�Z]f]Õl!�Yf\�hjgÕ[a]f[q�af�log�kcaddk$�

Yf\�al�ea_`l�Ydkg�_an]�qgm�Y\\alagfYd�dYf_mY_]k�gj�

hjgÕ[a]f[q�oal`�[]jlYaf�caf\k�g^�lggdk&�J][gj\�l`ak�

information, along with the personality information 

qgm�\]n]dgh$�gf�qgmj�[`YjY[l]j�k`]]l&

Your Character’s Abilities
LYc]�qgmj�[`YjY[l]jÌk�YZadalq�k[gj]k�Yf\�jY[]�aflg�

Y[[gmfl�Yk�qgm�Ö]k`�gml�`ak�gj�`]j�Yhh]YjYf[]�

Yf\�h]jkgfYdalq&�9�n]jq�kljgf_�[`YjY[l]j�oal`�dgo�

Afl]dda_]f[]�ea_`l�l`afc�Yf\�Z]`Yn]�n]jq�\aץ]j]fldq�

from a very smart character with low Strength.

� >gj�]pYehd]$�`a_`�Klj]f_l`�mkmYddq�[gjj]khgf\k�

oal`�Y�Zmjdq�gj�Yl`d]la[�Zg\q$�o`ad]�Y�[`YjY[l]j�oal`�

dgo�Klj]f_l`�ea_`l�Z]�k[jYofq�gj�hdmeh&

� 9�[`YjY[l]j�oal`�`a_`�<]pl]jalq�ak�hjgZYZdq�dal`]�Yf\�

kdae$�o`ad]�Y�[`YjY[l]j�oal`�dgo�<]pl]jalq�ea_`l�Z]�

]al`]j�_Yf_dq�Yf\�YocoYj\�gj�`]Ynq�Yf\�l`a[c%Õf_]j]\&

� 9�[`YjY[l]j�oal`�`a_`�;gfklalmlagf�mkmYddq�dggck�

`]Ydl`q$�oal`�Zja_`l�]q]k�Yf\�YZmf\Yfl�]f]j_q&�9�

[`YjY[l]j�oal`�dgo�;gfklalmlagf�ea_`l�Z]�ka[cdq�gj�^jYad&

� 9�[`YjY[l]j�oal`�`a_`�Afl]dda_]f[]�ea_`l�Z]�`a_`dq�

afimakalan]�Yf\�klm\agmk$�o`ad]�Y�[`YjY[l]j�oal`�dgo�

Intelligence might speak simply or easily forget details.

� 9�[`YjY[l]j�oal`�`a_`�Oak\ge�`Yk�_gg\�bm\_e]fl$�

]ehYl`q$�Yf\�Y�_]f]jYd�YoYj]f]kk�g^�o`YlÌk�_gaf_�gf&�

9�[`YjY[l]j�oal`�dgo�Oak\ge�ea_`l�Z]�YZk]fl%eaf\]\$�

^ggd`Yj\q$�gj�gZdanagmk&

� 9�[`YjY[l]j�oal`�`a_`�;`YjakeY�]pm\]k�[gfÕ\]f[]$�

o`a[`�ak�mkmYddq�eap]\�oal`�Y�_jY[]^md�gj�aflaea\Ylaf_�

hj]k]f[]&�9�[`YjY[l]j�oal`�Y�dgo�;`YjakeY�ea_`l�[ge]�

Y[jgkk�Yk�YZjYkan]$�afYjla[mdYl]$�gj�laea\&

Building Bruenor, Step 4
:gZ�Õddk�af�kge]�g^�:jm]fgjÌk�ZYka[�\]lYadk2�`ak�fYe]$�

`ak�k]p� eYd]!$�`ak�`]a_`l�Yf\�o]a_`l$�Yf\�`ak�Yda_fe]fl�

 dYo^md�_gg\!&�@ak�`a_`�Klj]f_l`�Yf\�;gfklalmlagf�

km__]kl�Y�`]Ydl`q$�Yl`d]la[�Zg\q$�Yf\�`ak�dgo�Afl]dda_]f[]�

km__]klk�Y�\]_j]]�g^�^gj_]l^mdf]kk&

� :gZ�\][a\]k�l`Yl�:jm]fgj�[ge]k�^jge�Y�fgZd]�daf]$�

Zml�`ak�[dYf�oYk�]ph]dd]\�^jge�alk�`ge]dYf\�o`]f�

:jm]fgj�oYk�n]jq�qgmf_&�@]�_j]o�mh�ogjcaf_�Yk�Y�keal`�

af�l`]�j]egl]�naddY_]k�g^�A[]oaf\�<Yd]&�:ml�:jm]fgj�

has a heroic destiny—to reclaim his homeland—so 

:gZ�[`ggk]k�l`]�^gdc�`]jg�ZY[c_jgmf\�^gj�`ak�\oYj^&�

@]�fgl]k�l`]�hjgÕ[a]f[a]k�Yf\�kh][aYd�^]Ylmj]�l`ak�

ZY[c_jgmf\�_an]k�`ae&

qgm�[Yf�]f\�mh�oal`$�Z]^gj]�Yhhdqaf_�jY[aYd�af[j]Yk]k&�

Qgm�[YfÌl�`Yn]�Y�k[gj]�dgo]j�l`Yf�0&

� L`ak�e]l`g\�g^�\]l]jeafaf_�YZadalq�k[gj]k�]fYZd]k�

qgm�lg�[j]Yl]�Y�k]l�g^�l`j]]�`a_`�fmeZ]jk�Yf\�l`j]]�dgo�

gf]k� )-$�)-$�)-$�0$�0$�0!$�Y�k]l�g^�fmeZ]jk�l`Yl�Yj]�YZgn]�

Yn]jY_]�Yf\�f]Yjdq�]imYd� )+$�)+$�)+$�)*$�)*$�)*!$�gj�Yfq�

k]l�g^�fmeZ]jk�Z]lo]]f�l`gk]�]plj]e]k&

4. Describe Your Character
Gf[]�qgm�cfgo�l`]�ZYka[�_Ye]�Ykh][lk�g^�qgmj�[`YjY[l]j$�

alÌk�lae]�lg�Ö]k`�`ae�gj�`]j�gml�Yk�Y�h]jkgf&�Qgmj�

[`YjY[l]j�f]]\k�Y�fYe]&�Kh]f\�Y�^]o�eafml]k�l`afcaf_�

YZgml�o`Yl�`]�gj�k`]�dggck�dac]�Yf\�`go�`]�gj�k`]�

behaves in general terms.

Ability Score Summary
Strength
Measures: Natural athleticism, bodily power

Important for: Fighter

Racial Increases:

Mountain dwarf (+2)

Human (+1)

Dexterity
Measures: 3K\VLFDO�DJLOLW\��UHŜH[HV��EDODQFH��SRLVH

Important for: Rogue

Racial Increases:

Elf (+2)

+DOŜLQJ�����

Human (+1)

Constitution
Measures: Health, stamina, vital force

Important for: Everyone

Racial Increases:

Dwarf (+2)

6WRXW�KDOŜLQJ�����

Human (+1)

Intelligence
Measures: Mental acuity, information recall, analytical skill

Important for: Wizard

Racial Increases:

High elf (+1)

Human (+1)

Wisdom
Measures: $ZDUHQHVV��LQWXLWLRQ��LQVLJKW

Important for: Cleric

Racial Increases:

Hill dwarf (+1)

Wood elf (+1)

Human (+1)

Charisma
Measures:�&RQśGHQFH��HORTXHQFH��OHDGHUVKLS

Important for: Leaders and diplomatic characters

Racial Increases:

/LJKWIRRW�KDOŜLQJ����� Human (+1)
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Weapons
>gj�]Y[`�o]Yhgf�qgmj�[`YjY[l]j�oa]d\k$�[Yd[mdYl]�l`]�

eg\aÕ]j�qgm�mk]�o`]f�qgm�YllY[c�oal`�l`]�o]Yhgf�Yf\�

l`]�\YeY_]�qgm�\]Yd�o`]f�qgm�`al&

� O`]f�qgm�eYc]�Yf�YllY[c�oal`�Y�o]Yhgf$�qgm�jgdd�

Y�\*(�Yf\�Y\\�qgmj�hjgÕ[a]f[q�Zgfmk� Zml�gfdq�a^�qgm�

Yj]�hjgÕ[a]fl�oal`�l`]�o]Yhgf!�Yf\�l`]�YhhjghjaYl]�

YZadalq�eg\aÕ]j&

�� For attacks with melee weapons$�mk]�qgmj�Klj]f_l`�

eg\aÕ]j�^gj�YllY[c�Yf\�\YeY_]�jgddk&�9�o]Yhgf�l`Yl�

`Yk�l`]�Õf]kk]�hjgh]jlq$�km[`�Yk�Y�jYha]j$�[Yf�mk]�qgmj�

<]pl]jalq�eg\aÕ]j�afkl]Y\&

�� For attacks with ranged weapons$�mk]�qgmj�<]pl]jalq�

eg\aÕ]j�^gj�YllY[c�Yf\�\YeY_]�jgddk&�9�o]Yhgf�l`Yl�

`Yk�l`]�l`jgof�hjgh]jlq$�km[`�Yk�Y�`Yf\Yp]$�[Yf�mk]�

qgmj�Klj]f_l`�eg\aÕ]j�afkl]Y\&

Building Bruenor, Step 5
:gZ�ojal]k�\gof�l`]�klYjlaf_�]imahe]fl�^jge�l`]�

Õ_`l]j�[dYkk�Yf\�l`]�^gdc�`]jg�ZY[c_jgmf\&�@ak�klYjlaf_�

]imahe]fl�af[dm\]k�[`Yaf�eYad�Yf\�Y�k`a]d\$�o`a[`�

[geZaf]�lg�_an]�:jm]fgj�Yf�9jegj�;dYkk�g^�)0&�

� >gj�:jm]fgjÌk�o]Yhgfk$�:gZ�[`ggk]k�Y�ZYlld]Yp]�

Yf\�log�`Yf\Yp]k&�@ak�ZYlld]Yp]�ak�Y�e]d]]�o]Yhgf$�

kg�:jm]fgj�mk]k�`ak�Klj]f_l`�eg\aÕ]j�^gj�`ak�YllY[ck�

Yf\�\YeY_]&�@ak�YllY[c�Zgfmk�ak�`ak�Klj]f_l`�eg\aÕ]j�

 #+!�hdmk�`ak�hjgÕ[a]f[q�Zgfmk� #*!$�^gj�Y�lglYd�g^�#-&�

L`]�ZYlld]Yp]�\]Ydk�)\0�kdYk`af_�\YeY_]$�Yf\�:jm]fgj�

Y\\k�`ak�Klj]f_l`�eg\aÕ]j�lg�l`]�\YeY_]�o`]f�`]�

`alk$�^gj�Y�lglYd�g^�)\0�#�+�kdYk`af_�\YeY_]&�O`]f�

l`jgoaf_�Y�`Yf\Yp]$�:jm]fgj�`Yk�l`]�kYe]�YllY[c�Zgfmk�

 `Yf\Yp]k$�Yk�l`jgof�o]Yhgfk$�mk]�Klj]f_l`�^gj�YllY[ck�

Yf\�\YeY_]!$�Yf\�l`]�o]Yhgf�\]Ydk�)\.�#�+�kdYk`af_�

damage when it hits.

6. Come Together
Egkl�<�<�[`YjY[l]jk�\gfÌl�ogjc�Ydgf]&�=Y[`�[`YjY[l]j�

plays a role within a party$�Y�_jgmh�g^�Y\n]flmj]jk�

ogjcaf_�lg_]l`]j�^gj�Y�[geegf�hmjhgk]&�L]Yeogjc�

Yf\�[ggh]jYlagf�_j]Yldq�aehjgn]�qgmj�hYjlqÌk�[`Yf[]k�

lg�kmjnan]�l`]�eYfq�h]jadk�af�l`]�ogjd\k�g^�<জळક�

��<ߣজક&�LYdc�lg�qgmj�^]ddgo�hdYq]jk�Yf\�qgmj�<E�

lg�\][a\]�o`]l`]j�qgmj�[`YjY[l]jk�cfgo�gf]�Yfgl`]j$�

`go�l`]q�e]l$�Yf\�o`Yl�kgjlk�g^�im]klk�l`]�_jgmh�

ea_`l�mf\]jlYc]&

� :gZ�`Yk�Y�hj]llq�[d]Yj�ha[lmj]�g^�:jm]fgjÌk�h]jkgfYdalq�

af�eaf\$�kg�`]�kcahk�l`]�h]jkgfYdalq�ljYalk�km__]kl]\�af�

l`]�^gdc�`]jg�ZY[c_jgmf\$�fglaf_�afkl]Y\�l`Yl�:jm]fgj�ak�

Y�[Yjaf_$�k]fkalan]�\oYj^�o`g�_]fmaf]dq�dgn]k�`ak�^ja]f\k�

Yf\�Ydda]k$�Zml�`]�`a\]k�l`ak�kg^l�`]Yjl�Z]`af\�Y�_jmץ$�

kfYjdaf_�\]e]Yfgj&�@]�[`ggk]k�l`]�a\]Yd�g^�^Yajf]kk�

^jge�l`]�dakl�af�`ak�ZY[c_jgmf\$�fglaf_�l`Yl�:jm]fgj�

believes that no one is above the law.

� ?an]f�`ak�`aklgjq$�:jm]fgjÌk�Zgf\�ak�gZnagmk2�`]�

Ykhaj]k�lg�kge]\Yq�j][dYae�Eal`jYd�@Ydd$�`ak�`ge]dYf\$�

^jge�l`]�k`Y\go�\jY_gf�l`Yl�\jgn]�l`]�\oYjn]k�gml&�

@ak�ÖYo�ak�la]\�lg�`ak�[Yjaf_$�k]fkalan]�fYlmj]È`]�`Yk�Y�

kg^l�khgl�^gj�gjh`Yfk�Yf\�oYqoYj\�kgmdk$�d]Y\af_�`ae�lg�

show mercy even when it might not be warranted.

5. Choose Equipment
Qgmj�[dYkk�Yf\�ZY[c_jgmf\�\]l]jeaf]�qgmj�[`YjY[l]jÌk�

starting equipment$�af[dm\af_�o]Yhgfk$�Yjegj$�Yf\�

gl`]j�Y\n]flmjaf_�_]Yj&�J][gj\�l`ak�]imahe]fl�gf�qgmj�

[`YjY[l]j�k`]]l&�9dd�km[`�al]ek�Yj]�\]lYad]\�af�[`Yhl]j�-&

� Afkl]Y\�g^�lYcaf_�l`]�_]Yj�_an]f�lg�qgm�Zq�qgmj�[dYkk�

Yf\�ZY[c_jgmf\$�qgm�[Yf�hmj[`Yk]�qgmj�klYjlaf_�

]imahe]fl&�Qgm�`Yn]�Y�fmeZ]j�g^�gold pieces� _h!�

lg�kh]f\�ZYk]\�gf�qgmj�[dYkk$�Yk�k`gof�af�[`Yhl]j�-&�

=pl]fkan]�daklk�g^�]imahe]fl$�oal`�hja[]k$�Ydkg�Yhh]Yj�af�

l`Yl�[`Yhl]j&�A^�qgm�oak`$�qgm�[Yf�Ydkg�`Yn]�gf]�ljafc]l�

Yl�fg�[gkl� k]]�l`]�Ljafc]lk�lYZd]�Yl�l`]�]f\�g^�[`Yhl]j�-!&

� Qgmj�Klj]f_l`�k[gj]�daealk�l`]�Yegmfl�g^�_]Yj�qgm�[Yf�

[Yjjq&�Ljq�fgl�lg�hmj[`Yk]�]imahe]fl�oal`�Y�lglYd�o]a_`l�

 af�hgmf\k!�]p[]]\af_�qgmj�Klj]f_l`�k[gj]�lae]k�)-&�

;`Yhl]j�/�`Yk�egj]�af^gjeYlagf�gf�[Yjjqaf_�[YhY[alq&

Armor Class
Qgmj�Armor Class� 9;!�j]hj]k]flk�`go�o]dd�qgmj�

[`YjY[l]j�Ynga\k�Z]af_�ogmf\]\�af�ZYlld]&�L`af_k�l`Yl�

[gfljaZml]�lg�qgmj�9;�af[dm\]�l`]�Yjegj�qgm�o]Yj$�l`]�

k`a]d\�qgm�[Yjjq$�Yf\�qgmj�<]pl]jalq�eg\aÕ]j&�Fgl�Ydd�

characters wear armor or carry shields, however.

� Oal`gml�Yjegj�gj�Y�k`a]d\$�qgmj�[`YjY[l]jÌk�9;�]imYdk�

)(�#�`ak�gj�`]j�<]pl]jalq�eg\aÕ]j&�A^�qgmj�[`YjY[l]j�

o]Yjk�Yjegj$�[Yjja]k�Y�k`a]d\$�gj�Zgl`$�[Yd[mdYl]�qgmj�

9;�mkaf_�l`]�jmd]k�af�[`Yhl]j�-&�J][gj\�qgmj�9;�gf�

qgmj�[`YjY[l]j�k`]]l&

� Qgmj�[`YjY[l]j�f]]\k�lg�Z]�hjgÕ[a]fl�oal`�Yjegj�Yf\�

k`a]d\k�lg�o]Yj�Yf\�mk]�l`]e�]ץ][lan]dq$�Yf\�qgmj�Yjegj�

Yf\�k`a]d\�hjgÕ[a]f[a]k�Yj]�\]l]jeaf]\�Zq�qgmj�[dYkk&�

L`]j]�Yj]�\jYoZY[ck�lg�o]Yjaf_�Yjegj�gj�[Yjjqaf_�Y�

k`a]d\�a^�qgm�dY[c�l`]�j]imaj]\�hjgÕ[a]f[q$�Yk�]phdYaf]\�

af�[`Yhl]j�-&

� Kge]�kh]ddk�Yf\�[dYkk�^]Ylmj]k�_an]�qgm�Y�\aץ]j]fl�

oYq�lg�[Yd[mdYl]�qgmj�9;&�A^�qgm�`Yn]�emdlahd]�^]Ylmj]k�

l`Yl�_an]�qgm�\aץ]j]fl�oYqk�lg�[Yd[mdYl]�qgmj�9;$�qgm�

[`ggk]�o`a[`�gf]�lg�mk]&

Ability Score Point Cost
Score Cost 

� 0

� 1

10 2

11 3

Score Cost 

12 4

13 �

14 7

�� ��

Ability Scores and Modifiers
Score 0RGLśHU

1 ĭ�

2–3 ĭ�

�ñ� ĭ�

6–7 ĭ�

�ñ� ĭ�

10–11 +0

12–13 +1

��ñ�� +2

Score 0RGLśHU

16–17 +3

��ñ�� +4

20–21 ��

22–23 +6

��ñ�� +7

26–27 ��

��ñ�� ��

30 +10
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l`gk]�YllY[ck&�L`]k]�ea_`lq�Y\n]flmj]jk�g^l]f�[gf^jgfl�

threats to whole regions and continents.

� 9l�l`]�^gmjl`�la]j� d]n]dk�)/Ç*(!$�[`YjY[l]jk�Y[`a]n]�

l`]�haffY[d]�g^�l`]aj�[dYkk�^]Ylmj]k$�Z][geaf_�`]jga[� gj�

naddYafgmk!�Yj[`]lqh]k�af�l`]aj�gof�ja_`l&�L`]�^Yl]�g^�l`]�

ogjd\�gj�]n]f�l`]�^mf\Ye]flYd�gj\]j�g^�l`]�emdlan]jk]�

ea_`l�`Yf_�af�l`]�ZYdYf[]�\mjaf_�l`]aj�Y\n]flmj]k&

Character Advancement
Experience Points Level 3URśFLHQF\�%RQXV

0 1 +2

300 2 +2

��� 3 +2

2,700 4 +2

����� � +3

14,000 6 +3

23,000 7 +3

34,000 � +3

������ � +4

64,000 10 +4

������ 11 +4

100,000 12 +4

120,000 13 ��

140,000 14 ��

������� �� ��

������� 16 ��

������� 17 +6

������� �� +6

������� �� +6

������� 20 +6

Beyond 1st Level
9k�qgmj�[`YjY[l]j�_g]k�gf�Y\n]flmj]k�Yf\�gn]j[ge]k�

[`Ydd]f_]k$�`]�gj�k`]�_Yafk�]ph]ja]f[]$�j]hj]k]fl]\�Zq�

]ph]ja]f[]�hgaflk&�9�[`YjY[l]j�o`g�j]Y[`]k�Y�kh][aÕ]\�

]ph]ja]f[]�hgafl�lglYd�Y\nYf[]k�af�[YhYZadalq&�L`ak�

advancement is called gaining a level.

� O`]f�qgmj�[`YjY[l]j�_Yafk�Y�d]n]d$�`ak�gj�`]j�[dYkk�

g^l]f�_jYflk�Y\\alagfYd�^]Ylmj]k$�Yk�\]lYad]\�af�l`]�

[dYkk�\]k[jahlagf&�Kge]�g^�l`]k]�^]Ylmj]k�Yddgo�qgm�

lg�af[j]Yk]�qgmj�YZadalq�k[gj]k$�]al`]j�af[j]Ykaf_�log�

k[gj]k�Zq�)�]Y[`�gj�af[j]Ykaf_�gf]�k[gj]�Zq�*&�Qgm�[YfÌl�

af[j]Yk]�Yf�YZadalq�k[gj]�YZgn]�*(&�Af�Y\\alagf$�]n]jq�

[`YjY[l]jÌk�hjgÕ[a]f[q�Zgfmk�af[j]Yk]k�Yl�[]jlYaf�d]n]dk&

� =Y[`�lae]�qgm�_Yaf�Y�d]n]d$�qgm�_Yaf�)�Y\\alagfYd�@al�

<a]&�Jgdd�l`Yl�@al�<a]$�Y\\�qgmj�;gfklalmlagf�eg\aÕ]j�

lg�l`]�jgdd$�Yf\�Y\\�l`]�lglYd�lg�qgmj�`al�hgafl�eYpaeme&�

9dl]jfYlan]dq$�qgm�[Yf�mk]�l`]�Õp]\�nYdm]�k`gof�af�qgmj�

[dYkk�]fljq$�o`a[`�ak�l`]�Yn]jY_]�j]kmdl�g^�l`]�\a]�jgdd�

 jgmf\]\�mh!&

� O`]f�qgmj�;gfklalmlagf�eg\aÕ]j�af[j]Yk]k�Zq�)$�qgmj�

`al�hgafl�eYpaeme�af[j]Yk]k�Zq�)�^gj�]Y[`�d]n]d�qgm�`Yn]�

YllYaf]\&�>gj�]pYehd]$�o`]f�:jm]fgj�j]Y[`]k�0l`�d]n]d�

Yk�Y�Õ_`l]j$�`]�af[j]Yk]k�`ak�;gfklalmlagf�k[gj]�^jge�)/�

lg�)0$�l`mk�af[j]Ykaf_�`ak�;gfklalmlagf�eg\aÕ]j�^jge�#+�

lg�#,&�@ak�`al�hgafl�eYpaeme�l`]f�af[j]Yk]k�Zq�0&

� L`]�;`YjY[l]j�9\nYf[]e]fl�lYZd]�kmeeYjar]k�l`]�

PH�qgm�f]]\�lg�Y\nYf[]�af�d]n]dk�^jge�d]n]d�)�l`jgm_`�

d]n]d�*($�Yf\�l`]�hjgÕ[a]f[q�Zgfmk�^gj�Y�[`YjY[l]j�g^�l`Yl�

d]n]d&�;gfkmdl�l`]�af^gjeYlagf�af�qgmj�[`YjY[l]jÌk�[dYkk�

\]k[jahlagf�lg�k]]�o`Yl�gl`]j�aehjgn]e]flk�qgm�_Yaf�

at each level.

Tiers of Play
L`]�k`Y\af_�af�l`]�;`YjY[l]j�9\nYf[]e]fl�lYZd]�k`gok�

l`]�^gmj�la]jk�g^�hdYq&�L`]�la]jk�\gfÌl�`Yn]�Yfq�jmd]k�

Ykkg[aYl]\�oal`�l`]e3�l`]q�Yj]�Y�_]f]jYd�\]k[jahlagf�g^�`go�

l`]�hdYq�]ph]ja]f[]�[`Yf_]k�Yk�[`YjY[l]jk�_Yaf�d]n]dk&

� Af�l`]�Õjkl�la]j� d]n]dk�)Ç,!$�[`YjY[l]jk�Yj]�]ץ][lan]dq�

Yhhj]fla[]�Y\n]flmj]jk&�L`]q�Yj]�d]Yjfaf_�l`]�^]Ylmj]k�

l`Yl�\]Õf]�l`]e�Yk�e]eZ]jk�g^�hYjla[mdYj�[dYkk]k$�

af[dm\af_�l`]�eYbgj�[`ga[]k�l`Yl�ÖYngj�l`]aj�[dYkk�

^]Ylmj]k�Yk�l`]q�Y\nYf[]� km[`�Yk�Y�oarYj\Ìk�9j[Yf]�

LjY\alagf�gj�Y�Õ_`l]jÌk�EYjlaYd�9j[`]lqh]!&�L`]�l`j]Ylk�

l`]q�^Y[]�Yj]�j]dYlan]dq�eafgj$�mkmYddq�hgkaf_�Y�\Yf_]j�lg�

local farmsteads or villages.

� Af�l`]�k][gf\�la]j� d]n]dk�-Ç)(!$�[`YjY[l]jk�[ge]�aflg�

l`]aj�gof&�EYfq�kh]dd[Ykl]jk�_Yaf�Y[[]kk�lg�+j\%d]n]d�

spells at the start of this tier, crossing a new threshold of 

eY_a[Yd�hgo]j�oal`�kh]ddk�km[`�Yk�Õj]ZYdd and da_`lfaf_�

Zgdl&�9l�l`ak�la]j$�eYfq�o]Yhgf%mkaf_�[dYkk]k�_Yaf�l`]�

YZadalq�lg�eYc]�emdlahd]�YllY[ck�af�gf]�jgmf\&�L`]k]�

characters have become important, facing dangers that 

threaten cities and kingdoms.

� Af�l`]�l`aj\�la]j� d]n]dk�))Ç).!$�[`YjY[l]jk�`Yn]�

reached a level of power that sets them high above 

l`]�gj\afYjq�hghmdY[]�Yf\�eYc]k�l`]e�kh][aYd�]n]f�

Yegf_�Y\n]flmj]jk&�9l�))l`�d]n]d$�eYfq�kh]dd[Ykl]jk�

_Yaf�Y[[]kk�lg�.l`%d]n]d�kh]ddk$�kge]�g^�o`a[`�[j]Yl]�

�nagmkdq�aehgkkaZd]�^gj�hdYq]j�[`YjY[l]jk�lg[lk�hj][ץ[

Y[`a]n]&�Gl`]j�[`YjY[l]jk�_Yaf�^]Ylmj]k�l`Yl�Yddgo�l`]e�

to make more attacks or do more impressive things with 
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Chapter 2: Races
A VISIT TO ONE OF THE GREAT CITIES IN THE WORLDS OF 
<জळક���<ߣজકÈOYl]j\]]h$�l`]�>j]]�;alq�g^�

?j]q`Yoc$�gj�]n]f�mf[Yffq�Ka_ad$�l`]�;alq�g^�<ggjkÈ

gn]jo`]dek�l`]�k]fk]k&�Nga[]k�[`Yll]j�af�[gmfld]kk�

\aץ]j]fl�dYf_mY_]k&�L`]�ke]ddk�g^�[ggcaf_�af�\gr]fk�

g^�\aץ]j]fl�[makaf]k�eaf_d]�oal`�l`]�g\gjk�g^�[jgo\]\�

klj]]lk�Yf\�hggj�kYfalYlagf&�:mad\af_k�af�eqjaY\�

Yj[`al][lmjYd�klqd]k�\akhdYq�l`]�\an]jk]�gja_afk�g^�l`]aj�

inhabitants.

� 9f\�l`]�h]ghd]�l`]ek]dn]kÈh]ghd]�g^�nYjqaf_�kar]$�

k`Yh]$�Yf\�[gdgj$�\j]kk]\�af�Y�\Yrrdaf_�kh][ljme�

g^�klqd]k�Yf\�`m]kÈj]hj]k]fl�eYfq�\aץ]j]fl�jY[]k$�

^jge�\aeafmlan]�`YdÖaf_k�Yf\�klgml�\oYjn]k�lg�

eYb]kla[Yddq�Z]Ymla^md�]dn]k$�eaf_daf_�Yegf_�Y�nYja]lq�

g^�`meYf�]l`fa[ala]k&

 Scattered among the members of these more common 

jY[]k�Yj]�l`]�ljm]�]pgla[k2�Y�`mdcaf_�\jY_gfZgjf�`]j]$�

hmk`af_�`ak�oYq�l`jgm_`�l`]�[jgo\$�Yf\�Y�kdq�la]Öaf_�

l`]j]$�dmjcaf_�af�l`]�k`Y\gok�oal`�eak[`a]^�af�`]j�]q]k&�

9�_jgmh�g^�_fge]k�dYm_`k�Yk�gf]�g^�l`]e�Y[lanYl]k�Y�

[d]n]j�ogg\]f�lgq�l`Yl�egn]k�g^�alk�gof�Y[[gj\&�@Yd^%

]dn]k�Yf\�`Yd^%gj[k�dan]�Yf\�ogjc�Ydgf_ka\]�`meYfk$�

oal`gml�^mddq�Z]dgf_af_�lg�l`]�jY[]k�g^�]al`]j�g^�l`]aj�

hYj]flk&�9f\�l`]j]$�o]dd�gml�g^�l`]�kmfda_`l$�ak�Y�dgf]�

\jgoÈY�^m_alan]�^jge�l`]�kmZl]jjYf]Yf�]phYfk]�g^�

the Underdark, trying to make his way in a world 

l`Yl�^]Yjk�`ak�caf\&�L`]�HdYq]jÌk�@Yf\Zggc has more 

af^gjeYlagf�YZgml�l`]k]�mfmkmYd�jY[]k&

Choosing a Race
@meYfk�Yj]�l`]�egkl�[geegf�h]ghd]�af�l`]�ogjd\k�g^�

<�<$�Zml�l`]q�dan]�Yf\�ogjc�Ydgf_ka\]�\oYjn]k$�]dn]k$�

`YdÖaf_k$�Yf\�[gmfld]kk�gl`]j�^YflYkla[�kh][a]k&�Qgmj�

character belongs to one of these peoples.

� Fgl�]n]jq�afl]dda_]fl�jY[]�g^�l`]�emdlan]jk]�ak�

YhhjghjaYl]�^gj�Y�hdYq]j%[gfljgdd]\�Y\n]flmj]j&�<oYjn]k$�

]dn]k$�`YdÖaf_k$�Yf\�`meYfk�Yj]�l`]�egkl�[geegf�

jY[]k�lg�hjg\m[]�l`]�kgjl�g^�Y\n]flmj]jk�o`g�eYc]�

mh�lqha[Yd�hYjla]k&�Gl`]j�jY[]k�Yf\�kmZjY[]k�Yj]�d]kk�

[geegf�Yk�Y\n]flmj]jk&

� Qgmj�[`ga[]�g^�jY[]�Yץ][lk�eYfq�\aץ]j]fl�Ykh][lk�g^�

qgmj�[`YjY[l]j&�Al�]klYZdak`]k�^mf\Ye]flYd�imYdala]k�l`Yl�

]pakl�l`jgm_`gml�qgmj�[`YjY[l]jÌk�Y\n]flmjaf_�[Yj]]j&�

When making this decision, keep in mind the kind of 

[`YjY[l]j�qgm�oYfl�lg�hdYq&�>gj�]pYehd]$�Y�`YdÖaf_�[gmd\�

Z]�Y�_gg\�[`ga[]�^gj�Y�kf]Ycq�jg_m]$�Y�\oYj^�eYc]k�Y�

lgm_`�oYjjagj$�Yf\�Yf�]d^�[Yf�Z]�Y�eYkl]j�g^�Yj[Yf]�eY_a[&

� Qgmj�[`YjY[l]j�jY[]�fgl�gfdq�Yץ][lk�qgmj�YZadalq�k[gj]k�

Yf\�ljYalk�Zml�Ydkg�hjgna\]k�l`]�[m]k�^gj�Zmad\af_�qgmj�

[`YjY[l]jÌk�klgjq&�=Y[`�jY[]Ìk�\]k[jahlagf�af�l`ak�[`Yhl]j�

af[dm\]k�af^gjeYlagf�lg�`]dh�qgm�jgd]hdYq�Y�[`YjY[l]j�g^�

l`Yl�jY[]$�af[dm\af_�h]jkgfYdalq$�h`qka[Yd�Yhh]YjYf[]$�

^]Ylmj]k�g^�kg[a]lq$�Yf\�jY[aYd�Yda_fe]fl�l]f\]f[a]k&�

L`]k]�\]lYadk�Yj]�km__]klagfk�lg�`]dh�qgm�l`afc�YZgml�

qgmj�[`YjY[l]j3�Y\n]flmj]jk�[Yf�\]naYl]�oa\]dq�^jge�l`]�

fgje�^gj�l`]aj�jY[]&�AlÌk�ogjl`o`ad]�lg�[gfka\]j�o`q�qgmj�

[`YjY[l]j�ak�\aץ]j]fl$�Yk�Y�`]dh^md�oYq�lg�l`afc�YZgml�

qgmj�[`YjY[l]jÌk�ZY[c_jgmf\�Yf\�h]jkgfYdalq&

Racial Traits
L`]�\]k[jahlagf�g^�]Y[`�jY[]�af[dm\]k�jY[aYd�ljYalk�l`Yl�

Yj]�[geegf�lg�e]eZ]jk�g^�l`Yl�jY[]&�L`]�^gddgoaf_�

entries appear among the traits of most races.

Ability Score Increase
=n]jq�jY[]�af[j]Yk]k�gf]�gj�egj]�g^�Y�[`YjY[l]jÌk�

ability scores.

Age
L`]�Y_]�]fljq�fgl]k�l`]�Y_]�o`]f�Y�e]eZ]j�g^�l`]�jY[]�

ak�[gfka\]j]\�Yf�Y\mdl$�Yk�o]dd�Yk�l`]�jY[]Ìk�]ph][l]\�

da^]khYf&�L`ak�af^gjeYlagf�[Yf�`]dh�qgm�\][a\]�`go�

gd\�qgmj�[`YjY[l]j�ak�Yl�l`]�klYjl�g^�l`]�_Ye]&�Qgm�

[Yf�[`ggk]�Yfq�Y_]�^gj�qgmj�[`YjY[l]j$�o`a[`�[gmd\�

hjgna\]�Yf�]phdYfYlagf�^gj�kge]�g^�qgmj�YZadalq�k[gj]k&�

>gj�]pYehd]$�a^�qgm�hdYq�Y�qgmf_�gj�n]jq�gd\�[`YjY[l]j$�

qgmj�Y_]�[gmd\�]phdYaf�Y�hYjla[mdYjdq�dgo�Klj]f_l`�gj�

;gfklalmlagf�k[gj]$�o`ad]�Y\nYf[]\�Y_]�[gmd\�Y[[gmfl�

for a high Intelligence or Wisdom.

Alignment
Most races have tendencies toward certain alignments, 

\]k[jaZ]\�af�l`ak�]fljq&�L`]k]�Yj]�fgl�Zaf\af_�^gj�hdYq]j�

[`YjY[l]jk$�Zml�[gfka\]jaf_�o`q�qgmj�\oYj^�ak�[`Ygla[$�

^gj�]pYehd]$�af�\]ÕYf[]�g^�dYo^md�\oYj^�kg[a]lq�[Yf�`]dh�

qgm�Z]ll]j�\]Õf]�qgmj�[`YjY[l]j&

Size
;`YjY[l]jk�g^�egkl�jY[]k�Yj]�E]\ame$�Y�kar]�[Yl]_gjq�

af[dm\af_�[j]Ylmj]k�l`Yl�Yj]�jgm_`dq�,�lg�0�^]]l�lYdd&�

E]eZ]jk�g^�Y�^]o�jY[]k�Yj]�KeYdd� Z]lo]]f�*�Yf\�,�^]]l�

lYdd!$�o`a[`�e]Yfk�l`Yl�[]jlYaf�jmd]k�g^�l`]�_Ye]�Yץ][l�

l`]e�\aץ]j]fldq&�L`]�egkl�aehgjlYfl�g^�l`]k]�jmd]k�

ak�l`Yl�KeYdd�[`YjY[l]jk�`Yn]�ljgmZd]�oa]d\af_�`]Ynq�

o]Yhgfk$�Yk�]phdYaf]\�af�[`Yhl]j�-&

Speed
Qgmj�kh]]\�\]l]jeaf]k�`go�^Yj�qgm�[Yf�egn]�o`]f�

ljYn]daf_� [`Yhl]j�0!�Yf\�Õ_`laf_� [`Yhl]j�1!&

Languages
:q�najlm]�g^�qgmj�jY[]$�qgmj�[`YjY[l]j�[Yf�kh]Yc$�j]Y\$�

Yf\�ojal]�[]jlYaf�dYf_mY_]k&�;`Yhl]j�,�daklk�l`]�egkl�

[geegf�dYf_mY_]k�g^�l`]�<�<�emdlan]jk]&

Subraces
Kge]�jY[]k�`Yn]�kmZjY[]k&�E]eZ]jk�g^�Y�kmZjY[]�

have the traits of the parent race in addition to the 

ljYalk�kh][aÕ]\�^gj�l`]aj�kmZjY[]&�J]dYlagfk`ahk�Yegf_�

kmZjY[]k�nYjq�ka_faÕ[Yfldq�^jge�jY[]�lg�jY[]�Yf\�

world to world. In the Dragonlance campaign setting, 

^gj�]pYehd]$�egmflYaf�\oYjn]k�Yf\�`add�\oYjn]k�dan]�

lg_]l`]j�Yk�\aץ]j]fl�[dYfk�g^�l`]�kYe]�h]ghd]$�Zml�af�

the Forgotten Realms, they live far apart in separate 

kingdoms and call themselves shield dwarves and 

gold dwarves, respectively.
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Dwarf
“YER LATE, ELF!” CAME THE ROUGH EDGE OF A FAMILIAR 

voice. Bruenor Battlehammer walked up the back of his 

dead foe, disregarding the fact that the heavy monster lay 

on top of his elven friend. In spite of the added discomfort, 

the dwarf’s long, pointed, often-broken nose and gray-

streaked though still-fiery red beard came as a welcome 

sight to Drizzt. “Knew I’d find ye in trouble if I came out 

an’ looked for ye!”

 —R. A. Salvatore, The Crystal Shard

Caf_\gek�ja[`�af�Yf[a]fl�_jYf\]mj$�`Yddk�[Yjn]\�aflg�l`]�

jgglk�g^�egmflYafk$�l`]�][`gaf_�g^�ha[ck�Yf\�`Yee]jk�

af�\]]h�eaf]k�Yf\�ZdYraf_�^gj_]k$�Y�[geeale]fl�lg�

[dYf�Yf\�ljY\alagf$�Yf\�Y�Zmjfaf_�`Ylj]\�g^�_gZdafk�Yf\�

gj[kÈl`]k]�[geegf�l`j]Y\k�mfal]�Ydd�\oYjn]k&

Short and Stout
Bold and hardy, dwarves are known as skilled warriors, 

eaf]jk$�Yf\�ogjc]jk�g^�klgf]�Yf\�e]lYd&�L`gm_`�l`]q�

klYf\�o]dd�mf\]j�-�^]]l�lYdd$�\oYjn]k�Yj]�kg�ZjgY\�Yf\�

[gehY[l�l`Yl�l`]q�[Yf�o]a_`�Yk�em[`�Yk�Y�`meYf�klYf\af_�

f]Yjdq�log�^]]l�lYdd]j&�L`]aj�[gmjY_]�Yf\�]f\mjYf[]�Yj]�

also easily a match for any of the larger folk.

 Dwarven skin ranges from deep brown to a paler 

`m]�laf_]\�oal`�j]\$�Zml�l`]�egkl�[geegf�k`Y\]k�Yj]�

light brown or deep tan, like certain tones of earth. 

L`]aj�`Yaj$�ogjf�dgf_�Zml�af�kaehd]�klqd]k$�ak�mkmYddq�

ZdY[c$�_jYq$�gj�Zjgof$�l`gm_`�hYd]j�\oYjn]k�g^l]f�`Yn]�

j]\�`Yaj&�EYd]�\oYjn]k�nYdm]�l`]aj�Z]Yj\k�`a_`dq�Yf\�

_jgge�l`]e�[Yj]^mddq&

Long Memory, Long Grudges
<oYjn]k�[Yf�dan]�lg�Z]�egj]�l`Yf�,((�q]Yjk�gd\$�kg�l`]�

gd\]kl�danaf_�\oYjn]k�g^l]f�j]e]eZ]j�Y�n]jq�\aץ]j]fl�

ogjd\&�>gj�]pYehd]$�kge]�g^�l`]�gd\]kl�\oYjn]k�danaf_�

af�;alY\]d�>]dZYjj� af�l`]�ogjd\�g^�l`]�>gj_gll]f�J]Ydek!�

[Yf�j][Ydd�l`]�\Yq$�egj]�l`Yf�l`j]]�[]flmja]k�Y_g$�o`]f�

gj[k�[gfim]j]\�l`]�^gjlj]kk�Yf\�\jgn]�l`]e�aflg�Yf�]pad]�

l`Yl�dYkl]\�gn]j�*-(�q]Yjk&�L`ak�dgf_]nalq�_jYflk�l`]e�Y�

h]jkh][lan]�gf�l`]�ogjd\�l`Yl�k`gjl]j%dan]\�jY[]k�km[`�Yk�

`meYfk�Yf\�`YdÖaf_k�dY[c&

� <oYjn]k�Yj]�kgda\�Yf\�]f\mjaf_�dac]�l`]�egmflYafk�

l`]q�dgn]$�o]Yl`]jaf_�l`]�hYkkY_]�g^�[]flmja]k�oal`�klga[�

]f\mjYf[]�Yf\�dalld]�[`Yf_]&�L`]q�j]kh][l�l`]�ljY\alagfk�

of their clans, tracing their ancestry back to the 

^gmf\af_�g^�l`]aj�egkl�Yf[a]fl�kljgf_`gd\k�af�l`]�qgml`�

g^�l`]�ogjd\$�Yf\�\gfÌl�YZYf\gf�l`gk]�ljY\alagfk�da_`ldq&�

HYjl�g^�l`gk]�ljY\alagfk�ak�\]nglagf�lg�l`]�_g\k�g^�l`]�

\oYjn]k$�o`g�mh`gd\�l`]�\oYjn]f�a\]Ydk�g^�af\mkljagmk�

labor, skill in battle, and devotion to the forge.

� Af\ana\mYd�\oYjn]k�Yj]�\]l]jeaf]\�Yf\�dgqYd$�ljm]�lg�

their word and decisive in action, sometimes to the point 

g^�klmZZgjff]kk&�EYfq�\oYjn]k�`Yn]�Y�kljgf_�k]fk]�

g^�bmkla[]$�Yf\�l`]q�Yj]�kdgo�lg�^gj_]l�ojgf_k�l`]q�`Yn]�

kmץ]j]\&�9�ojgf_�\gf]�lg�gf]�\oYj^�ak�Y�ojgf_�\gf]�lg�

l`]�\oYj^Ìk�]flaj]�[dYf$�kg�o`Yl�Z]_afk�Yk�gf]�\oYj^Ìk�

`mfl�^gj�n]f_]Yf[]�[Yf�Z][ge]�Y�^mdd%Zdgof�[dYf�^]m\&

Clans and Kingdoms
<oYjn]f�caf_\gek�klj]l[`�\]]h�Z]f]Yl`�l`]�egmflYafk�

o`]j]�l`]�\oYjn]k�eaf]�_]ek�Yf\�hj][agmk�e]lYdk�

Yf\�^gj_]�al]ek�g^�ogf\]j&�L`]q�dgn]�l`]�Z]Ymlq�Yf\�

Yjlakljq�g^�hj][agmk�e]lYdk�Yf\�Õf]�b]o]djq$�Yf\�af�kge]�

dwarves this love festers into avarice. Whatever wealth 

l`]q�[YfÌl�Õf\�af�l`]aj�egmflYafk$�l`]q�_Yaf�l`jgm_`�

ljY\]&�L`]q�\akdac]�ZgYlk$�kg�]fl]jhjakaf_�`meYfk�Yf\�

`YdÖaf_k�^j]im]fldq�`Yf\d]�ljY\]�af�\oYjn]f�_gg\k�

Ydgf_�oYl]j�jgml]k&�Ljmklogjl`q�e]eZ]jk�g^�gl`]j�jY[]k�

Yj]�o]d[ge]�af�\oYj^�k]lld]e]flk$�l`gm_`�kge]�Yj]Yk�

Yj]�gץ�daealk�]n]f�lg�l`]e&

� L`]�[`a]^�mfal�g^�\oYjn]f�kg[a]lq�ak�l`]�[dYf$�Yf\�

\oYjn]k�`a_`dq�nYdm]�kg[aYd�klYf\af_&�=n]f�\oYjn]k�

who live far from their own kingdoms cherish their clan 

a\]flala]k�Yf\�YdaYlagfk$�j][g_far]�j]dYl]\�\oYjn]k$�

Yf\�afngc]�l`]aj�Yf[]klgjkÌ�fYe]k�af�gYl`k�Yf\�[mjk]k&�

Lg�Z]�[dYfd]kk�ak�l`]�ogjkl�^Yl]�l`Yl�[Yf�Z]^Ydd�Y�\oYj^&

 Dwarves in other lands are typically artisans, 

especially weaponsmiths, armorers, and jewelers. Some 

Z][ge]�e]j[]fYja]k�gj�Zg\q_mYj\k$�`a_`dq�kgm_`l�Y^l]j�

^gj�l`]aj�[gmjY_]�Yf\�dgqYdlq&

Gods, Gold, and Clan
<oYjn]k�o`g�lYc]�mh�l`]�Y\n]flmjaf_�da^]�ea_`l�Z]�

eglanYl]\�Zq�Y�\]kaj]�^gj�lj]Ykmj]È^gj�alk�gof�kYc]$�^gj�

Y�kh][aÕ[�hmjhgk]$�gj�]n]f�gml�g^�Yf�Ydljmakla[�\]kaj]�lg�

help others. Other dwarves are driven by the command 

or inspiration of a deity, a direct calling or simply a 

\]kaj]�lg�Zjaf_�_dgjq�lg�gf]�g^�l`]�\oYj^�_g\k&�;dYf�Yf\�

Yf[]kljq�Yj]�Ydkg�aehgjlYfl�eglanYlgjk&�9�\oYj^�ea_`l�

k]]c�lg�j]klgj]�Y�[dYfÌk�dgkl�`gfgj$�Yn]f_]�Yf�Yf[a]fl�

ojgf_�l`]�[dYf�kmץ]j]\$�gj�]Yjf�Y�f]o�hdY[]�oal`af�l`]�

[dYf�Y^l]j�`Ynaf_�Z]]f�]pad]\&�Gj�Y�\oYj^�ea_`l�k]Yj[`�

^gj�l`]�Yp]�oa]d\]\�Zq�Y�ea_`lq�Yf[]klgj$�dgkl�gf�l`]�Õ]d\�

g^�ZYlld]�[]flmja]k�Y_g&

Slow to Trust
Dwarves get along passably well with most other races. “The 
GLŚHUHQFH�EHWZHHQ�DQ�DFTXDLQWDQFH�DQG�D�IULHQG�LV�DERXW�D�
hundred years,” is a dwarf saying that might be hyperbole, 
EXW�FHUWDLQO\�SRLQWV�WR�KRZ�GLŝFXOW�LW�FDQ�EH�IRU�D�PHPEHU�RI�
D�VKRUW�OLYHG�UDFH�OLNH�KXPDQV�WR�HDUQ�D�GZDUI ôV�WUXVW�
 Elves. “It’s not wise to depend on the elves. No telling what 
an elf will do next; when the hammer meets the orc’s head, 
they’re as apt to start singing as to pull out a sword. They’re 
ŜLJKW\�DQG�IULYRORXV��7ZR�WKLQJV�WR�EH�VDLG�IRU�WKHP��WKRXJK��
They don’t have many smiths, but the ones they have do very 
śQH�ZRUN��$QG�ZKHQ�RUFV�RU�JREOLQV�FRPH�VWUHDPLQJ�GRZQ�
out of the mountains, an elf ’s good to have at your back. Not 
as good as a dwarf, maybe, but no doubt they hate the orcs 
as much as we do.”
 +DOŜLQJV��“Sure, they’re pleasant folk. But show me a 
KDOŜLQJ�KHUR��$Q�HPSLUH��D�WULXPSKDQW�DUP\��(YHQ�D�WUHDVXUH�
IRU�WKH�DJHV�PDGH�E\�KDOŜLQJ�KDQGV��1RWKLQJ��+RZ�FDQ�\RX�
take them seriously?”
 +XPDQV��“You take the time to get to know a human, and 
by then the human’s on her deathbed. If you’re lucky, she’s 
got kin—a daughter or granddaughter, maybe—who’s got 
hands and heart as good as hers. That’s when you can make 
D�KXPDQ�IULHQG��$QG�ZDWFK�WKHP�JR��7KH\�VHW�WKHLU�KHDUWV�RQ�
something, they’ll get it, whether it’s a dragon’s hoard or an 
empire’s throne. You have to admire that kind of dedication, 
even if it gets them in trouble more often than not.”
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_mllmjYd�kgmf\k$�Yf\�l`gk]�[`YjY[l]jakla[k�khadd�gn]j�aflg�

o`Yl]n]j�gl`]j�dYf_mY_]�Y�\oYj^�ea_`l�kh]Yc&

 Subrace.�Log�eYaf�kmZjY[]k�g^�\oYjn]k�hghmdYl]�l`]�

ogjd\k�g^�<�<2�`add�\oYjn]k�Yf\�egmflYaf�\oYjn]k&�

;`ggk]�gf]�g^�l`]k]�kmZjY[]k&

Hill Dwarf
9k�Y�`add�\oYj^$�qgm�`Yn]�c]]f�k]fk]k$�\]]h�aflmalagf$�

Yf\�j]eYjcYZd]�j]kada]f[]&�L`]�_gd\�\oYjn]k�g^�>Y]j�f�

af�l`]aj�ea_`lq�kgml`]jf�caf_\ge�Yj]�`add�\oYjn]k$�Yk�

Yj]�l`]�]pad]\�F]a\Yj�Yf\�l`]�\]ZYk]\�CdYj�g^�Cjqff�af�

the Dragonlance setting.

 Ability Score Increase. Qgmj�Oak\ge�k[gj]�

increases by 1.

 Dwarven Toughness.�Qgmj�`al�hgafl�eYpaeme�

af[j]Yk]k�Zq�)$�Yf\�al�af[j]Yk]k�Zq�)�]n]jq�lae]�qgm�

gain a level.

Mountain Dwarf
9k�Y�egmflYaf�\oYj^$�qgmÌj]�kljgf_�Yf\�`Yj\q$�

Y[[mklge]\�lg�Y�\a[mdl�da^]�af�jm__]\�l]jjYaf&�QgmÌj]�

hjgZYZdq�gf�l`]�lYdd�ka\]� ^gj�Y�\oYj^!$�Yf\�l]f\�lgoYj\�

da_`l]j�[gdgjYlagf&�L`]�k`a]d\�\oYjn]k�g^�fgjl`]jf�

>Y]j�f$�Yk�o]dd�Yk�l`]�jmdaf_�@qdYj�[dYf�Yf\�l`]�fgZd]�

<Y]oYj�[dYf�g^�<jY_gfdYf[]$�Yj]�egmflYaf�\oYjn]k&

 Ability Score Increase.�Qgmj�Klj]f_l`�k[gj]�

increases by 2.

 Dwarven Armor Training.�Qgm�`Yn]�hjgÕ[a]f[q�oal`�

da_`l�Yf\�e]\ame�Yjegj&

Elf
“I HAVE NEVER IMAGINED SUCH BEAUTY EXISTED,”  

Goldmoon said softly. The day’s march had been difficult, 

but the reward at the end was beyond their dreams.  

The companions stood on a high cliff over the fabled  

city of Qualinost.

 Four slender spires rose from the city’s corners like glisten-

ing spindles, their brilliant white stone marbled with shining 

silver. Graceful arches, swooping from spire to spire, soared 

through the air. Crafted by ancient dwarven metalsmiths, 

they were strong enough to hold the weight of an army, yet 

they appeared so delicate that a bird lighting on them might 

overthrow the balance. These glistening arches were the 

city’s only boundaries; there was no wall around Qualinost. 

The elven city opened its arms lovingly to the wilderness.

 —Margaret Weis & Tracy Hickman,  

Dragons of Autumn Twilight

=dn]k�Yj]�Y�eY_a[Yd�h]ghd]�g^�gl`]jogjd\dq�_jY[]$�danaf_�

af�l`]�ogjd\�Zml�fgl�]flaj]dq�hYjl�g^�al&�L`]q�dan]�af�

Dwarf Names
9�\oYj^Ìk�fYe]�ak�_jYfl]\�Zq�Y�[dYf�]d\]j$�af�Y[[gj\Yf[]�

oal`�ljY\alagf&�=n]jq�hjgh]j�\oYjn]f�fYe]�`Yk�Z]]f�

mk]\�Yf\�j]mk]\�\gof�l`jgm_`�l`]�_]f]jYlagfk&�9�

\oYj^Ìk�fYe]�Z]dgf_k�lg�l`]�[dYf$�fgl�lg�l`]�af\ana\mYd&�

9�\oYj^�o`g�eakmk]k�gj�Zjaf_k�k`Ye]�lg�Y�[dYf�fYe]�

ak�kljahh]\�g^�l`]�fYe]�Yf\�^gjZa\\]f�Zq�dYo�lg�mk]�Yfq�

dwarven name in its place.

Male Names:�9\jac$�9dZ]ja[`$�:Y]jf$�:Yj]f\\$�:jgllgj$�

:jm]fgj$�<Yaf$�<YjjYc$�<]d_$�=Z]jc$�=afcad$�>Yj_jae$�

>dafl$�?Yj\Yaf$�@YjZ]c$�Cad\jYc$�Egj_jYf$�Gjkac$�

GkcYj$�JYf_jae$�Jmjac$�LYcdaff$�L`gjY\af$�L`gjaf$�

Lgj\]c$�LjYmZgf$�LjYngc$�Md^_Yj$�N]al$�Ngf\Yd

Female Names:�9eZ]j$�9jlaf$�9m\`ad\$�:Yj\jqf$�

<Y_fYd$�<a]kY$�=d\]l`$�>Ydcjmff$�>af]dd]f$�?mffdg\Y$�

?mj\ak$�@]dbY$�@daf$�CYl`jY$�Cjakljq\$�Ad\]$�Da^ljYkY$�

EYj\j]\$�Jakoqff$�KYffd$�LgjZ]jY$�Lgj__Y$�NakljY

Clan Names: Balderk, Battlehammer, Brawnanvil, 

<Yfcad$�>aj]^gj_]$�>jgklZ]Yj\$�?gjmff$�@gd\]j`]c$�

AjgfÕkl$�Dg\]jj$�Dml_]`j$�JmefY`]ae$�KljYc]df$�

Lgjmff$�Mf_Yjl

Dwarf Traits
Qgmj�\oYj^�[`YjY[l]j�`Yk�Yf�Ykkgjle]fl�g^�afZgjf�

YZadala]k$�hYjl�Yf\�hYj[]d�g^�\oYjn]f�fYlmj]&

 Ability Score Increase.�Qgmj�;gfklalmlagf�k[gj]�

increases by 2.

 Age. <oYjn]k�eYlmj]�Yl�l`]�kYe]�jYl]�Yk�`meYfk$�Zml�

l`]qÌj]�[gfka\]j]\�qgmf_�mflad�l`]q�j]Y[`�l`]�Y_]�g^�-(&�

Gf�Yn]jY_]$�l`]q�dan]�YZgml�+-(�q]Yjk&

 Alignment. Egkl�\oYjn]k�Yj]�dYo^md$�Z]da]naf_�Õjedq�

af�l`]�Z]f]Õlk�g^�Y�o]dd%gj\]j]\�kg[a]lq&�L`]q�l]f\�

toward good as well, with a strong sense of fair play and 

Y�Z]da]^�l`Yl�]n]jqgf]�\]k]jn]k�lg�k`Yj]�af�l`]�Z]f]Õlk�g^�

Y�bmkl�gj\]j&

 Size.�<oYjn]k�klYf\�Z]lo]]f�,�Yf\�-�^]]l�lYdd�Yf\�

Yn]jY_]�YZgml�)-(�hgmf\k&�Qgmj�kar]�ak�E]\ame&

 Speed.�Qgmj�ZYk]�oYdcaf_�kh]]\�ak�*-�^]]l&�Qgmj�

kh]]\�ak�fgl�j]\m[]\�Zq�o]Yjaf_�`]Ynq�Yjegj&

 Darkvision.�9[[mklge]\�lg�da^]�mf\]j_jgmf\$�qgm�

`Yn]�kmh]jagj�nakagf�af�\Yjc�Yf\�\ae�[gf\alagfk&�Qgm�

[Yf�k]]�af�\ae�da_`l�oal`af�.(�^]]l�g^�qgm�Yk�a^�al�o]j]�

Zja_`l�da_`l$�Yf\�af�\Yjcf]kk�Yk�a^�al�o]j]�\ae�da_`l&�Qgm�

[YfÌl�\ak[]jf�[gdgj�af�\Yjcf]kk$�gfdq�k`Y\]k�g^�_jYq&

 Dwarven Resilience. Qgm�`Yn]�Y\nYflY_]�gf�kYnaf_�

l`jgok�Y_Yafkl�hgakgf$�Yf\�qgm�`Yn]�j]kaklYf[]�Y_Yafkl�

hgakgf�\YeY_]� ]phdYaf]\�af�[`Yhl]j�1!&

 Dwarven Combat Training.�Qgm�`Yn]�hjgÕ[a]f[q�

oal`�l`]�ZYlld]Yp]$�`Yf\Yp]$�l`jgoaf_�`Yee]j$�

and warhammer.

 Lggd�HjgÕ[a]f[q&�Qgm�_Yaf�hjgÕ[a]f[q�oal`�l`]�

YjlakYfÌk�lggdk�g^�qgmj�[`ga[]2�keal`Ìk�lggdk$�Zj]o]jÌk�

kmhhda]k$�gj�eYkgfÌk�lggdk&

 Stonecunning. O`]f]n]j�qgm�eYc]�Yf�Afl]dda_]f[]�

 @aklgjq!�[`][c�j]dYl]\�lg�l`]�gja_af�g^�klgf]ogjc$�qgm�

Yj]�[gfka\]j]\�hjgÕ[a]fl�af�l`]�@aklgjq�kcadd�Yf\�Y\\�

\gmZd]�qgmj�hjgÕ[a]f[q�Zgfmk�lg�l`]�[`][c$�afkl]Y\�g^�

qgmj�fgjeYd�hjgÕ[a]f[q�Zgfmk&

 Languages.�Qgm�[Yf�kh]Yc$�j]Y\$�Yf\�ojal]�;geegf�

Yf\�<oYjnak`&�<oYjnak`�ak�^mdd�g^�`Yj\�[gfkgfYflk�Yf\�

Duergar
In cities deep in the Underdark live the duergar, or gray 
dwarves. These vicious, stealthy slave traders raid the surface 
world for captives, then sell their prey to the other races of 
the Underdark. They have innate magical abilities to become 
invisible and to temporarily grow to giant size.
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Exploration and Adventure
=dn]k�lYc]�mh�Y\n]flmjaf_�gml�g^�oYf\]jdmkl&�Kaf[]�

l`]q�Yj]�kg�dgf_%dan]\$�l`]q�[Yf�]fbgq�[]flmja]k�g^�

]phdgjYlagf�Yf\�\ak[gn]jq&�L`]q�\akdac]�l`]�hY[]�g^�

`meYf�kg[a]lq$�o`a[`�ak�j]_ae]fl]\�^jge�\Yq�lg�\Yq�Zml�

[gfklYfldq�[`Yf_af_�gn]j�\][Y\]k$�kg�l`]q�Õf\�[Yj]]jk�

l`Yl�d]l�l`]e�ljYn]d�^j]]dq�Yf\�k]l�l`]aj�gof�hY[]&�=dn]k�

Ydkg�]fbgq�]p]j[akaf_�l`]aj�eYjlaYd�hjgo]kk�gj�_Yafaf_�

_j]Yl]j�eY_a[Yd�hgo]j$�Yf\�Y\n]flmjaf_�Yddgok�l`]e�

lg�\g�kg&�Kge]�ea_`l�bgaf�oal`�j]Z]dk�Õ_`laf_�Y_Yafkl�

oppression, and others might become champions of 

egjYd�[Ymk]k&

Elf Names
=dn]k�Yj]�[gfka\]j]\�[`ad\j]f�mflad�l`]q�\][dYj]�

l`]ek]dn]k�Y\mdlk$�kge]�lae]�Y^l]j�l`]�`mf\j]\l`�

birthday, and before this period they are called by 

child names.

� Gf�\][dYjaf_�Y\mdl`gg\$�Yf�]d^�k]d][lk�Yf�Y\mdl�fYe]$�

Ydl`gm_`�l`gk]�o`g�cf]o�`ae�gj�`]j�Yk�Y�qgmf_kl]j�

ea_`l�[gflafm]�lg�mk]�l`]�[`ad\�fYe]&�=Y[`�]d^Ìk�Y\mdl�

fYe]�ak�Y�mfaim]�[j]Ylagf$�l`gm_`�al�ea_`l�j]Ö][l�

l`]�fYe]k�g^�j]kh][l]\�af\ana\mYdk�gj�gl`]j�^Yeadq�

e]eZ]jk&�Dalld]�\aklaf[lagf�]paklk�Z]lo]]f�eYd]�

fYe]k�Yf\�^]eYd]�fYe]k3�l`]�_jgmhaf_k�`]j]�j]Ö][l�

only general tendencies. In addition, every elf bears a 

^Yeadq�fYe]$�lqha[Yddq�Y�[geZafYlagf�g^�gl`]j�=dnak`�

ogj\k&�Kge]�]dn]k�ljYn]daf_�Yegf_�`meYfk�ljYfkdYl]�

l`]aj�^Yeadq�fYe]k�aflg�;geegf$�Zml�gl`]jk�j]lYaf�l`]�

=dnak`�n]jkagf&

Child Names:�9jY$�:jqf$�<]d$�=jqf$�>Y]f$�Affad$�

DY]d$�E]ddY$�FYadd$�FY]jak$�H`Yff$�JY]d$�Jaff$�KYa$�

Kqddaf$�L`aY$�NYdd

Male Adult Names:�9\jYf$�9]dYj$�9jYead$�9jYffak$�

9mkl$�:]ajg$�:]jjaYf$�;Yjja[$�=faYdak$�=j\Yf$�=j]nYf$�

?Ydaff\Yf$�@Y\YjYa$�@]aYf$�@aeg$�Aee]jYd$�An]ddagk$�

DYm[aYf$�Eaf\Yjlak$�HY]daYk$�H]j]f$�ImYjagf$�JaYj\gf$�

Jgd]f$�Kgn]dakk$�L`Yeagj$�L`Yjangd$�L`]j]f$�NYjak

Female Adult Names:�9\ja]$�9dl`Y]Y$�9fYkljaYffY$�

9f\jYkl]$�9flafmY$�:]l`jqffY$�:aj]d$�;Y]dqff$�

<jmkadaY$�=ffY$�>]dgkaYd$�A]d]faY$�B]d]ff]l`$�C]qd]l`$�

D]k`YffY$�DaY$�E]ja]d]$�EaYd]]$�FYanYjY$�Im]d]ffY$�

hdY[]k�g^�]l`]j]Yd�Z]Ymlq$�af�l`]�ea\kl�g^�Yf[a]fl�^gj]klk�

or in silvery spires glittering with faerie light, where 

kg^l�emka[�\ja^lk�l`jgm_`�l`]�Yaj�Yf\�_]fld]�^jY_jYf[]k�

oY^l�gf�l`]�Zj]]r]&�=dn]k�dgn]�fYlmj]�Yf\�eY_a[$�Yjl�

Yf\�Yjlakljq$�emka[�Yf\�hg]ljq$�Yf\�l`]�_gg\�l`af_k�

of the world.

Slender and Graceful
Oal`�l`]aj�mf]Yjl`dq�_jY[]�Yf\�Õf]�^]Ylmj]k$�]dn]k�

Yhh]Yj�`Ymflaf_dq�Z]Ymla^md�lg�`meYfk�Yf\�e]eZ]jk�

g^�eYfq�gl`]j�jY[]k&�L`]q�Yj]�kda_`ldq�k`gjl]j�l`Yf�

`meYfk�gf�Yn]jY_]$�jYf_af_�^jge�o]dd�mf\]j�-�^]]l�

lYdd�lg�bmkl�gn]j�.�^]]l&�L`]q�Yj]�egj]�kd]f\]j�l`Yf�

`meYfk$�o]a_`af_�gfdq�)((�lg�),-�hgmf\k&�EYd]k�Yf\�

^]eYd]k�Yj]�YZgml�l`]�kYe]�`]a_`l$�Yf\�eYd]k�Yj]�gfdq�

marginally heavier than females.

� =dn]kÌ�[gdgjYlagf�]f[gehYkk]k�l`]�fgjeYd�`meYf�

jYf_]�Yf\�Ydkg�af[dm\]k�kcaf�af�k`Y\]k�g^�[ghh]j$�

Zjgfr]$�Yf\�Ydegkl�Zdmak`%o`al]$�`Yaj�g^�_j]]f�gj�Zdm]$�

Yf\�]q]k�dac]�hggdk�g^�daima\�_gd\�gj�kadn]j&�=dn]k�`Yn]�fg�

^Y[aYd�Yf\�dalld]�Zg\q�`Yaj&�L`]q�^Yngj�]d]_Yfl�[dgl`af_�af�

bright colors, and they enjoy simple yet lovely jewelry.

A Timeless Perspective
=dn]k�[Yf�dan]�o]dd�gn]j�/((�q]Yjk$�_anaf_�l`]e�Y�ZjgY\�

h]jkh][lan]�gf�]n]flk�l`Yl�ea_`l�ljgmZd]�l`]�k`gjl]j%

dan]\�jY[]k�egj]�\]]hdq&�L`]q�Yj]�egj]�g^l]f�Yemk]\�

l`Yf�]p[al]\$�Yf\�egj]�dac]dq�lg�Z]�[mjagmk�l`Yf�

_j]]\q&�L`]q�l]f\�lg�j]eYaf�Ydgg^�Yf\�mf^Yr]\�Zq�h]llq�

`Yhh]fklYf[]&�O`]f�hmjkmaf_�Y�_gYd$�`go]n]j$�o`]l`]j�

Y\n]flmjaf_�gf�Y�eakkagf�gj�d]Yjfaf_�Y�f]o�kcadd�gj�Yjl$�

]dn]k�[Yf�Z]�^g[mk]\�Yf\�j]d]fld]kk&�L`]q�Yj]�kdgo�lg�

make friends and enemies, and even slower to forget 

l`]e&�L`]q�j]hdq�lg�h]llq�afkmdlk�oal`�\ak\Yaf�Yf\�lg�

k]jagmk�afkmdlk�oal`�n]f_]Yf[]&

� Dac]�l`]�ZjYf[`]k�g^�Y�qgmf_�lj]]$�]dn]k�Yj]�Ö]paZd]�

af�l`]�^Y[]�g^�\Yf_]j&�L`]q�ljmkl�af�\ahdgeY[q�Yf\�

[gehjgeak]�lg�j]kgdn]�\aץ]j]f[]k�Z]^gj]�l`]q�]k[YdYl]�

lg�nagd]f[]&�L`]q�`Yn]�Z]]f�cfgof�lg�j]lj]Yl�^jge�

afljmkagfk�aflg�l`]aj�ogg\dYf\�`ge]k$�[gfÕ\]fl�

l`Yl�l`]q�[Yf�kaehdq�oYal�l`]�afnY\]jk�gml&�:ml�o`]f�

the need arises, elves reveal a stern martial side, 

demonstrating skill with sword, bow, and strategy.

Hidden Woodland Realms
Most elves dwell in small forest villages hidden among 

l`]�lj]]k&�=dn]k�`mfl�_Ye]$�_Yl`]j�^gg\$�Yf\�_jgo�

vegetables, and their skill and magic allow them to 

kmhhgjl�l`]ek]dn]k�oal`gml�l`]�f]]\�^gj�[d]Yjaf_�Yf\�

hdgoaf_�dYf\&�L`]q�Yj]�lYd]fl]\�YjlakYfk$�[jY^laf_�Õf]dq�

ogjc]\�[dgl`]k�Yf\�Yjl�gZb][lk&�L`]aj�[gflY[l�oal`�

gmlka\]jk�ak�mkmYddq�daeal]\$�l`gm_`�Y�^]o�]dn]k�eYc]�Y�

_gg\�danaf_�Zq�ljY\af_�[jY^l]\�al]ek�^gj�e]lYdk� o`a[`�

l`]q�`Yn]�fg�afl]j]kl�af�eafaf_!&

� =dn]k�]f[gmfl]j]\�gmlka\]�l`]aj�gof�dYf\k�Yj]�

[geegfdq�ljYn]daf_�eafklj]dk$�Yjlaklk$�gj�kY_]k&�@meYf�

fgZd]k�[geh]l]�^gj�l`]�k]jna[]k�g^�]d^�afkljm[lgjk�lg�

teach swordplay or magic to their children.

Haughty but Gracious
$OWKRXJK�WKH\�FDQ�EH�KDXJKW\��HOYHV�DUH�JHQHUDOO\�JUDFLRXV�
even to those who fall short of their high expectations—
ZKLFK�LV�PRVW�QRQ�HOYHV��6WLOO��WKH\�FDQ�śQG�JRRG�LQ�MXVW�
about anyone.
 Dwarves. “Dwarves are dull, clumsy oafs. But what they 
lack in humor, sophistication, and manners, they make up in 
YDORU��$QG�,�PXVW�DGPLW��WKHLU�EHVW�VPLWKV�SURGXFH�DUW�WKDW�
approaches elven quality.”
 +DOŜLQJV��ö+DOŜLQJV�DUH�SHRSOH�RI�VLPSOH�SOHDVXUHV��DQG�
that is not a quality to scorn. They’re good folk, they care 
for each other and tend their gardens, and they have proven 
themselves tougher than they seem when the need arises.”
 +XPDQV��ö$OO�WKDW�KDVWH��WKHLU�DPELWLRQ�DQG�GULYH�WR�
accomplish something before their brief lives pass away—
human endeavors seem so futile sometimes. But then 
you look at what they have accomplished, and you have to 
appreciate their achievements. If only they could slow down 
DQG�OHDUQ�VRPH�UHśQHPHQW�÷
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 Subrace. 9f[a]fl�\ana\]k�Yegf_�l`]�]dn]f�h]ghd]�

j]kmdl]\�af�l`j]]�eYaf�kmZjY[]k2�`a_`�]dn]k$�ogg\�]dn]k$�

Yf\�\Yjc�]dn]k$�o`g�Yj]�[geegfdq�[Ydd]\�\jgo&�L`ak�

\g[me]fl�hj]k]flk�log�g^�l`]k]�kmZjY[]k�lg�[`ggk]�

^jge&�Af�kge]�ogjd\k$�l`]k]�kmZjY[]k�Yj]�\ana\]\�kladd�

^mjl`]j� km[`�Yk�l`]�kmf�]dn]k�Yf\�eggf�]dn]k�g^�l`]�

>gj_gll]f�J]Ydek!$�kg�a^�qgm�oak`$�qgm�[Yf�[`ggk]�Y�

fYjjgo]j�kmZjY[]&

High Elf
9k�Y�`a_`�]d^$�qgm�`Yn]�Y�c]]f�eaf\�Yf\�Y�eYkl]jq�g^�

at least the basics of magic. In many of the worlds of 

<�<$�l`]j]�Yj]�log�caf\k�g^�`a_`�]dn]k&�Gf]�lqh]� o`a[`�

af[dm\]k�l`]�_jYq�]dn]k�Yf\�nYdd]q�]dn]k�g^�?j]q`Yoc$�

l`]�KadnYf]kla�g^�<jY_gfdYf[]$�Yf\�l`]�kmf�]dn]k�g^�l`]�

>gj_gll]f�J]Ydek!�ak�`Ym_`lq�Yf\�j][dmkan]$�Z]da]naf_�

l`]ek]dn]k�lg�Z]�kmh]jagj�lg�fgf%]dn]k�Yf\�]n]f�gl`]j�

]dn]k&�L`]�gl`]j�lqh]� af[dm\af_�l`]�`a_`�]dn]k�g^�

?j]q`Yoc$�l`]�ImYdaf]kla�g^�<jY_gfdYf[]$�Yf\�l`]�eggf�

]dn]k�g^�l`]�>gj_gll]f�J]Ydek!�Yj]�egj]�[geegf�Yf\�

egj]�^ja]f\dq$�Yf\�g^l]f�]f[gmfl]j]\�Yegf_�`meYfk�

and other races.

� L`]�kmf�]dn]k�g^�>Y]j�f� Ydkg�[Ydd]\�_gd\�]dn]k�gj�

kmfjak]�]dn]k!�`Yn]�Zjgfr]�kcaf�Yf\�`Yaj�g^�[ghh]j$�

ZdY[c$�gj�_gd\]f�Zdgf\&�L`]aj�]q]k�Yj]�_gd\]f$�kadn]j$�gj�

ZdY[c&�Eggf�]dn]k� Ydkg�[Ydd]\�kadn]j�]dn]k�gj�_jYq�]dn]k!�

Yj]�em[`�hYd]j$�oal`�YdYZYkl]j�kcaf�kge]lae]k�laf_]\�

oal`�Zdm]&�L`]q�g^l]f�`Yn]�`Yaj�g^�kadn]j%o`al]$�ZdY[c$�

gj�Zdm]$�Zml�nYjagmk�k`Y\]k�g^�Zdgf\$�Zjgof$�Yf\�j]\�

Yj]�fgl�mf[geegf&�L`]aj�]q]k�Yj]�Zdm]�gj�_j]]f�Yf\�

Ö][c]\�oal`�_gd\&

 Ability Score Increase.�Qgmj�Afl]dda_]f[]�k[gj]�

increases by 1.

 Elf Weapon Training. Qgm�`Yn]�hjgÕ[a]f[q�oal`�l`]�

longsword, shortsword, shortbow, and longbow.

 Cantrip.�Qgm�cfgo�gf]�[Yfljah�g^�qgmj�[`ga[]�^jge�

l`]�oarYj\�kh]dd�dakl&�Afl]dda_]f[]�ak�qgmj�kh]dd[Yklaf_�

ability for it.

 Extra Language. Qgm�[Yf�kh]Yc$�j]Y\$�Yf\�ojal]�gf]�

]pljY�dYf_mY_]�g^�qgmj�[`ga[]&

Wood Elf
9k�Y�ogg\�]d^$�qgm�`Yn]�c]]f�k]fk]k�Yf\�aflmalagf$�Yf\�

qgmj�Ö]]l�^]]l�[Yjjq�qgm�ima[cdq�Yf\�kl]Ydl`adq�l`jgm_`�

qgmj�fYlan]�^gj]klk&�L`ak�[Yl]_gjq�af[dm\]k�l`]�oad\�

]dn]k� _jm_Y[`!�g^�?j]q`Yoc�Yf\�l`]�CY_gf]kla�g^�

Dragonlance, as well as the races called wood elves in 

?j]q`Yoc�Yf\�l`]�>gj_gll]f�J]Ydek&�Af�>Y]j�f$�ogg\�

]dn]k� Ydkg�[Ydd]\�oad\�]dn]k$�_j]]f�]dn]k$�gj�^gj]kl�]dn]k!�

Yj]�j][dmkan]�Yf\�\akljmklaf_�g^�fgf%]dn]k&

� Ogg\�]dn]kÌ�kcaf�l]f\k�lg�Z]�[ghh]jak`�af�`m]$�

kge]lae]k�oal`�ljY[]k�g^�_j]]f&�L`]aj�`Yaj�l]f\k�lgoYj\�

Zjgofk�Yf\�ZdY[ck$�Zml�al�ak�g[[YkagfYddq�Zdgf\�gj�

[ghh]j%[gdgj]\&�L`]aj�]q]k�Yj]�_j]]f$�Zjgof$�gj�`Yr]d&

 Ability Score Increase.�Qgmj�Oak\ge�k[gj]�

increases by 1.

 Elf Weapon Training.�Qgm�`Yn]�hjgÕ[a]f[q�oal`�l`]�

longsword, shortsword, shortbow, and longbow.

 Fleet of Foot.�Qgmj�ZYk]�oYdcaf_�kh]]\�

af[j]Yk]k�lg�+-�^]]l&

 Mask of the Wild.�Qgm�[Yf�Yll]ehl�lg�`a\]�]n]f�o`]f�

qgm�Yj]�gfdq�da_`ldq�gZk[mj]\�Zq�^gdaY_]$�`]Ynq�jYaf$�

^Yddaf_�kfgo$�eakl$�Yf\�gl`]j�fYlmjYd�h`]fge]fY&

ImaddYl`]$�KYja]d$�K`YfYajjY$�K`YnY$�KadYima$�

L`]ajYkljY$�L`aY$�NY\YfaY$�NYdYfl`]$�PYfYh`aY

Family Names (Common Translations):�9eYcaaj�

 ?]eÖgo]j!$�9eYklY[aY� KlYjÖgo]j!$�?YdYfg\]d�

 Eggfo`akh]j!$�@gdaeagf� <aYegf\\]o!$�Adh`]dcaaj�

 ?]eZdgkkge!$�DaY\gf� Kadn]j^jgf\!$�E]daYef]�

 GYc]f`]]d!$�FY�dg� Fa_`lZj]]r]!$�KaYffg\]d�

 EggfZjggc!$�Padgk[a]fl� ?gd\h]lYd!

Elf Traits
Qgmj�]d^�[`YjY[l]j�`Yk�Y�nYja]lq�g^�fYlmjYd�YZadala]k$�l`]�

j]kmdl�g^�l`gmkYf\k�g^�q]Yjk�g^�]dn]f�j]Õf]e]fl&

 Ability Score Increase. Qgmj�<]pl]jalq�k[gj]�

increases by 2.

 Age.�9dl`gm_`�]dn]k�j]Y[`�h`qka[Yd�eYlmjalq�Yl�YZgml�

l`]�kYe]�Y_]�Yk�`meYfk$�l`]�]dn]f�mf\]jklYf\af_�g^�

Y\mdl`gg\�_g]k�Z]qgf\�h`qka[Yd�_jgol`�lg�]f[gehYkk�

ogjd\dq�]ph]ja]f[]&�9f�]d^�lqha[Yddq�[dYaek�Y\mdl`gg\�

Yf\�Yf�Y\mdl�fYe]�Yjgmf\�l`]�Y_]�g^�)((�Yf\�[Yf�dan]�

lg�Z]�/-(�q]Yjk�gd\&

 Alignment.�=dn]k�dgn]�^j]]\ge$�nYja]lq$�Yf\�k]d^%

]phj]kkagf$�kg�l`]q�d]Yf�kljgf_dq�lgoYj\�l`]�_]fld]j�

Ykh][lk�g^�[`Ygk&�L`]q�nYdm]�Yf\�hjgl][l�gl`]jkÌ�

freedom as well as their own, and they are more often 

good than not.

 Size.�=dn]k�jYf_]�^jge�mf\]j�-�lg�gn]j�.�^]]l�lYdd�Yf\�

`Yn]�kd]f\]j�Zmad\k&�Qgmj�kar]�ak�E]\ame&

 Speed.�Qgmj�ZYk]�oYdcaf_�kh]]\�ak�+(�^]]l&

 Darkvision.�9[[mklge]\�lg�loadal�^gj]klk�Yf\�l`]�fa_`l�

kcq$�qgm�`Yn]�kmh]jagj�nakagf�af�\Yjc�Yf\�\ae�[gf\alagfk&�

Qgm�[Yf�k]]�af�\ae�da_`l�oal`af�.(�^]]l�g^�qgm�Yk�a^�al�

were bright light, and in darkness as if it were dim light. 

Qgm�[YfÌl�\ak[]jf�[gdgj�af�\Yjcf]kk$�gfdq�k`Y\]k�g^�_jYq&

 Keen Senses. Qgm�`Yn]�hjgÕ[a]f[q�af�l`]�

H]j[]hlagf�kcadd&

 Fey Ancestry.�Qgm�`Yn]�Y\nYflY_]�gf�kYnaf_�l`jgok�

Y_Yafkl�Z]af_�[`Yje]\$�Yf\�eY_a[�[YfÌl�hml�qgm�lg�kd]]h&

 Trance.�=dn]k�\gfÌl�f]]\�lg�kd]]h&�Afkl]Y\$�l`]q�

e]\alYl]�\]]hdq$�j]eYafaf_�k]ea[gfk[agmk$�^gj�,�

`gmjk�Y�\Yq&� L`]�;geegf�ogj\�^gj�km[`�e]\alYlagf�

ak�ÉljYf[]&Ê!�O`ad]�e]\alYlaf_$�qgm�[Yf�\j]Ye�Y^l]j�Y�

^Yk`agf3�km[`�\j]Yek�Yj]�Y[lmYddq�e]flYd�]p]j[ak]k�l`Yl�

`Yn]�Z][ge]�j]Ö]pan]�l`jgm_`�q]Yjk�g^�hjY[la[]&�9^l]j�

j]klaf_�af�l`ak�oYq$�qgm�_Yaf�l`]�kYe]�Z]f]Õl�l`Yl�Y�

`meYf�\g]k�^jge�0�`gmjk�g^�kd]]h&

 Languages.�Qgm�[Yf�kh]Yc$�j]Y\$�Yf\�ojal]�;geegf�

Yf\�=dnak`&�=dnak`�ak�Öma\$�oal`�kmZld]�aflgfYlagfk�Yf\�

aflja[Yl]�_jYeeYj&�=dn]f�dal]jYlmj]�ak�ja[`�Yf\�nYja]\$�

Yf\�l`]aj�kgf_k�Yf\�hg]ek�Yj]�^Yegmk�Yegf_�gl`]j�

jY[]k&�EYfq�ZYj\k�d]Yjf�l`]aj�dYf_mY_]�kg�l`]q�[Yf�Y\\�

=dnak`�ZYddY\k�lg�l`]aj�j]h]jlgaj]k&

The Darkness of the Drow
Were it not for one renowned exception, the race of drow 
would be universally reviled. Their depraved society is 
SUHRFFXSLHG�ZLWK�WKH�IDYRU�RI�/ROWK��WKHLU�VSLGHU�JRGGHVV��ZKR�
sanctions murder and the extermination of entire families as 
noble houses vie for position. Drow grow up believing that 
VXUIDFH�GZHOOLQJ�UDFHV�DUH�ZRUWKOHVV�H[FHSW�DV�VODYHV�
 Yet one drow, at least, broke the mold. In the world of the 
Forgotten Realms, Drizzt Do’Urden, ranger of the North, has 
SURYHQ�KLV�TXDOLW\�DV�D�JRRG�KHDUWHG�GHIHQGHU�RI�WKH�ZHDN�
and innocent.
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dgn]�\ak[gn]jaf_�f]o�l`af_k$�]n]f�kaehd]�l`af_k$�km[`�

Yk�Yf�]pgla[�^gg\�gj�Yf�mf^YeadaYj�klqd]�g^�[dgl`af_&

� @YdÖaf_k�Yj]�]Ykadq�egn]\�lg�halq�Yf\�`Yl]�lg�k]]�Yfq�

danaf_�l`af_�kmץ]j&�L`]q�Yj]�_]f]jgmk$�`Yhhadq�k`Yjaf_�

what they have even in lean times.

Blend into the Crowd
@YdÖaf_k�Yj]�Y\]hl�Yl�Õllaf_�aflg�Y�[geemfalq�g^�

`meYfk$�\oYjn]k$�gj�]dn]k$�eYcaf_�l`]ek]dn]k�nYdmYZd]�

Yf\�o]d[ge]&�L`]�[geZafYlagf�g^�l`]aj�af`]j]fl�kl]Ydl`�

Yf\�l`]aj�mfYkkmeaf_�fYlmj]�`]dhk�`YdÖaf_k�lg�Ynga\�

mfoYfl]\�Yll]flagf&

� @YdÖaf_k�ogjc�j]Y\adq�oal`�gl`]jk$�Yf\�l`]q�Yj]�dgqYd�

lg�l`]aj�^ja]f\k$�o`]l`]j�`YdÖaf_�gj�gl`]joak]&�L`]q�[Yf�

display remarkable ferocity when their friends, families, 

gj�[geemfala]k�Yj]�l`j]Yl]f]\&

Pastoral Pleasantries
Egkl�`YdÖaf_k�dan]�af�keYdd$�h]Y[]^md�[geemfala]k�oal`�

dYj_]�^Yjek�Yf\�o]dd%c]hl�_jgn]k&�L`]q�jYj]dq�Zmad\�

caf_\gek�g^�l`]aj�gof�gj�]n]f�`gd\�em[`�dYf\�Z]qgf\�

l`]aj�ima]l�k`aj]k&�L`]q�lqha[Yddq�\gfÌl�j][g_far]�Yfq�

kgjl�g^�`YdÖaf_�fgZadalq�gj�jgqYdlq$�afkl]Y\�dggcaf_�lg�

^Yeadq�]d\]jk�lg�_ma\]�l`]e&�>Yeada]k�hj]k]jn]�l`]aj�

traditional ways despite the rise and fall of empires.

� EYfq�`YdÖaf_k�dan]�Yegf_�gl`]j�jY[]k$�o`]j]�l`]�

`YdÖaf_kÌ�`Yj\�ogjc�Yf\�dgqYd�gmldggc�gץ]j�l`]e�

YZmf\Yfl�j]oYj\k�Yf\�[j]Ylmj]�[ge^gjlk&�Kge]�`YdÖaf_�

[geemfala]k�ljYn]d�Yk�Y�oYq�g^�da^]$�\janaf_�oY_gfk�gj�

_ma\af_�ZgYlk�^jge�hdY[]�lg�hdY[]�Yf\�eYaflYafaf_�fg�

permanent home.

Exploring Opportunities
@YdÖaf_k�mkmYddq�k]l�gml�gf�l`]�Y\n]flmj]jÌk�hYl`�lg�

\]^]f\�l`]aj�[geemfala]k$�kmhhgjl�l`]aj�^ja]f\k$�gj�

]phdgj]�Y�oa\]�Yf\�ogf\]j%Õdd]\�ogjd\&�>gj�l`]e$�

Y\n]flmjaf_�ak�d]kk�Y�[Yj]]j�l`Yf�Yf�ghhgjlmfalq�gj�

sometimes a necessity.

Halfling Names
9�`YdÖaf_�`Yk�Y�_an]f�fYe]$�Y�^Yeadq�fYe]$�Yf\�hgkkaZdq�

a nickname. Family names are often nicknames that 

klm[c�kg�l]fY[agmkdq�l`]q�`Yn]�Z]]f�hYkk]\�\gof�

l`jgm_`�l`]�_]f]jYlagfk&

Male Names: 9dlgf$�9f\]j$�;Y\]$�;gjjaf$�=d\gf$�=jja[`$�

Finnan, Garret, Lindal, Lyle, Merric, Milo, Osborn, 

H]jjaf$�J]]\$�Jgk[g]$�O]ddZq

Female Names:�9f\jq$�:j]]$�;Ydda]$�;gjY$�=mh`]eaY$�

BaddaYf$�Cal`ja$�DYnafaY$�Da\\Y$�E]jdY$�F]\\Y$�HY]dY$�

HgjlaY$�K]jYh`afY$�K`Y]fY$�Ljqe$�NYfa$�N]jfY

Family Names:�:jmk`_Yl`]j$�?gg\ZYjj]d$�?j]]fZglld]$�

@a_`%`add$�@addlghhd]$�D]Y_Yddgo$�L]Yd]Y^$�L`gjf_Y_]$�

Lgkk[gZZd]$�Mf\]jZgm_`

Halfling
REGIS THE HALFLING, THE ONLY ONE OF HIS KIND FOR 

hundreds of miles in any direction, locked his fingers be-

hind his head and leaned back against the mossy blanket 

of the tree trunk. Regis was short, even by the standards 

of his diminutive race, with the fluff of his curly brown 

locks barely cresting the three-foot mark, but his belly was 

amply thickened by his love of a good meal, or several, as 

the opportunities presented themselves. The crooked stick 

that served as his fishing pole rose up above him, clenched 

between two of his toes, and hung out over the quiet lake, 

mirrored perfectly in the glassy surface of Maer Dualdon.

 —R.A. Salvatore, The Crystal Shard

L`]�[ge^gjlk�g^�`ge]�Yj]�l`]�_gYdk�g^�egkl�`YdÖaf_kÌ�

dan]k2�Y�hdY[]�lg�k]lld]�af�h]Y[]�Yf\�ima]l$�^Yj�^jge�

eYjYm\af_�egfkl]jk�Yf\�[dYk`af_�Yjea]k3�Y�ZdYraf_�Õj]�

Yf\�Y�_]f]jgmk�e]Yd3�Õf]�\jafc�Yf\�Õf]�[gfn]jkYlagf&�

L`gm_`�kge]�`YdÖaf_k�dan]�gml�l`]aj�\Yqk�af�j]egl]�

Y_ja[mdlmjYd�[geemfala]k$�gl`]jk�^gje�fgeY\a[�ZYf\k�

l`Yl�ljYn]d�[gfklYfldq$�dmj]\�Zq�l`]�gh]f�jgY\�Yf\�l`]�

oa\]�`gjargf�lg�\ak[gn]j�l`]�ogf\]jk�g^�f]o�dYf\k�Yf\�

h]ghd]k&�:ml�]n]f�l`]k]�oYf\]j]jk�dgn]�h]Y[]$�^gg\$�

`]Yjl`$�Yf\�`ge]$�l`gm_`�`ge]�ea_`l�Z]�Y�oY_gf�

bgkldaf_�Ydgf_�Yf�\ajl�jgY\�gj�Y�jY^l�ÖgYlaf_�\gofjan]j&

Small and Practical
L`]�\aeafmlan]�`YdÖaf_k�kmjnan]�af�Y�ogjd\�^mdd�g^�dYj_]j�

[j]Ylmj]k�Zq�Ynga\af_�fgla[]�gj$�ZYjjaf_�l`Yl$�Ynga\af_�

gץ]fk]&�KlYf\af_�YZgml�+�^]]l�lYdd$�l`]q�Yhh]Yj�j]dYlan]dq�

`Yjed]kk�Yf\�kg�`Yn]�eYfY_]\�lg�kmjnan]�^gj�[]flmja]k�

in the shadow of empires and on the edges of wars and 

hgdala[Yd�klja^]&�L`]q�Yj]�af[daf]\�lg�Z]�klgml$�o]a_`af_�

Z]lo]]f�,(�Yf\�,-�hgmf\k&

� @YdÖaf_kÌ�kcaf�jYf_]k�^jge�lYf�lg�hYd]�oal`�Y�jm\\q�

[Ykl$�Yf\�l`]aj�`Yaj�ak�mkmYddq�Zjgof�gj�kYf\q�Zjgof�

Yf\�oYnq&�L`]q�`Yn]�Zjgof�gj�`Yr]d�]q]k&�@YdÖaf_�e]f�

g^l]f�khgjl�dgf_�ka\]Zmjfk$�Zml�Z]Yj\k�Yj]�jYj]�Yegf_�

l`]e�Yf\�emklY[`]k�]n]f�egj]�kg&�L`]q�dac]�lg�o]Yj�

simple, comfortable, and practical clothes, favoring 

bright colors.

� @YdÖaf_�hjY[la[Ydalq�]pl]f\k�Z]qgf\�l`]aj�[dgl`af_&�

L`]qÌj]�[gf[]jf]\�oal`�ZYka[�f]]\k�Yf\�kaehd]�

hd]Ykmj]k�Yf\�`Yn]�dalld]�mk]�^gj�gkl]flYlagf&�=n]f�l`]�

o]Ydl`a]kl�g^�`YdÖaf_k�c]]h�l`]aj�lj]Ykmj]k�dg[c]\�af�Y�

[]ddYj�jYl`]j�l`Yf�gf�\akhdYq�^gj�Ydd�lg�k]]&�L`]q�`Yn]� 

Y�cfY[c�^gj�Õf\af_�l`]�egkl�kljYa_`l^gjoYj\�kgdmlagf� 

to a problem, and have little patience for dithering.

Kind and Curious
@YdÖaf_k�Yj]�Yf�YץYZd]�Yf\�[`]]j^md�h]ghd]&�L`]q�

cherish the bonds of family and friendship as well 

as the comforts of hearth and home, harboring few 

\j]Yek�g^�_gd\�gj�_dgjq&�=n]f�Y\n]flmj]jk�Yegf_�

l`]e�mkmYddq�n]flmj]�aflg�l`]�ogjd\�^gj�j]Ykgfk�g^�

[geemfalq$�^ja]f\k`ah$�oYf\]jdmkl$�gj�[mjagkalq&�L`]q�
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Stout Resilience.�Qgm�`Yn]�Y\nYflY_]�gf�kYnaf_�

l`jgok�Y_Yafkl�hgakgf$�Yf\�qgm�`Yn]�j]kaklYf[]�

against poison damage.

Human
THESE WERE THE STORIES OF A RESTLESS PEOPLE WHO 

long ago took to the seas and rivers in longboats, first to 

pillage and terrorize, then to settle. Yet there was an energy, 

a love of adventure, that sang from every page. Long into 

the night Liriel read, lighting candle after precious candle.

 She’d never given much thought to humans, but these 

stories fascinated her. In these yellowed pages were tales of 

bold heroes, strange and fierce animals, mighty primitive gods, 

and a magic that was part and fabric of that distant land.

 —Elaine Cunningham, Daughter of the Drow

Af�l`]�j][cgfaf_k�g^�egkl�ogjd\k$�`meYfk�Yj]�l`]�

qgmf_]kl�g^�l`]�[geegf�jY[]k$�dYl]�lg�Yjjan]�gf�l`]�

world scene and short-lived in comparison to dwarves, 

]dn]k$�Yf\�\jY_gfk&�H]j`Yhk�al�ak�Z][Ymk]�g^�l`]aj�k`gjl]j�

dan]k�l`Yl�l`]q�kljan]�lg�Y[`a]n]�Yk�em[`�Yk�l`]q�[Yf�af�

the years they are given. Or maybe they feel they have 

kge]l`af_�lg�hjgn]�lg�l`]�]d\]j�jY[]k$�Yf\�l`YlÌk�o`q�

l`]q�Zmad\�l`]aj�ea_`lq�]ehaj]k�gf�l`]�^gmf\Ylagf�g^�

[gfim]kl�Yf\�ljY\]&�O`Yl]n]j�\jan]k�l`]e$�`meYfk�

are the innovators, the achievers, and the pioneers 

of the worlds.

A Broad Spectrum
Oal`�l`]aj�h]f[`Yfl�^gj�ea_jYlagf�Yf\�[gfim]kl$�

`meYfk�Yj]�egj]�h`qka[Yddq�\an]jk]�l`Yf�gl`]j�[geegf�

jY[]k&�L`]j]�ak�fg�lqha[Yd�`meYf&�9f�af\ana\mYd�[Yf�

klYf\�^jge�-�^]]l�lg�Y�dalld]�gn]j�.�^]]l�lYdd�Yf\�o]a_`�

^jge�)*-�lg�*-(�hgmf\k&�@meYf�kcaf�k`Y\]k�jYf_]�

from nearly black to very pale, and hair colors from 

ZdY[c�lg�Zdgf\� [mjdq$�cafcq$�gj�kljYa_`l!3�eYd]k�ea_`l�

khgjl�^Y[aYd�`Yaj�l`Yl�ak�khYjk]�gj�l`a[c&�9�dgl�g^�`meYfk�

`Yn]�Y�\Yk`�g^�fgf`meYf�Zdgg\$�j]n]Ydaf_�`aflk�g^�]d^$�

gj[$�gj�gl`]j�daf]Y_]k&�@meYfk�j]Y[`�Y\mdl`gg\�af�l`]aj�

dYl]�l]]fk�Yf\�jYj]dq�dan]�]n]f�Y�kaf_d]�[]flmjq&

Halfling Traits
Qgmj�`YdÖaf_�[`YjY[l]j�`Yk�Y�fmeZ]j�g^�ljYalk�af�

[geegf�oal`�Ydd�gl`]j�`YdÖaf_k&

 Ability Score Increase.�Qgmj�<]pl]jalq�k[gj]�

increases by 2.

 Age. 9�`YdÖaf_�j]Y[`]k�Y\mdl`gg\�Yl�l`]�Y_]�g^�

*(�Yf\�_]f]jYddq�dan]k�aflg�l`]�ea\\d]�g^�`ak�gj�`]j�

k][gf\�[]flmjq&

 Alignment.�Egkl�`YdÖaf_k�Yj]�dYo^md�_gg\&�9k�Y�jmd]$�

they are good-hearted and kind, hate to see others in 

hYaf$�Yf\�`Yn]�fg�lgd]jYf[]�^gj�ghhj]kkagf&�L`]q�Yj]�

also very orderly and traditional, leaning heavily on 

l`]�kmhhgjl�g^�l`]aj�[geemfalq�Yf\�l`]�[ge^gjl�g^�

their old ways.

 Size.�@YdÖaf_k�Yn]jY_]�YZgml�+�^]]l�lYdd�Yf\�o]a_`�

YZgml�,(�hgmf\k&�Qgmj�kar]�ak�KeYdd&

 Speed.�Qgmj�ZYk]�oYdcaf_�kh]]\�ak�*-�^]]l&

 Lucky.�O`]f�qgm�jgdd�Y�)�gf�Yf�YllY[c�jgdd$�YZadalq�

[`][c$�gj�kYnaf_�l`jgo$�qgm�[Yf�j]jgdd�l`]�\a]�Yf\�emkl�

mk]�l`]�f]o�jgdd&

 Brave.�Qgm�`Yn]�Y\nYflY_]�gf�kYnaf_�l`jgok�Y_Yafkl�

being frightened.

 @YdÖaf_�FaeZd]f]kk&�Qgm�[Yf�egn]�l`jgm_`�l`]�

khY[]�g^�Yfq�[j]Ylmj]�l`Yl�ak�g^�Y�kar]�dYj_]j�l`Yf�qgmjk&

 Languages.�Qgm�[Yf�kh]Yc$�j]Y\$�Yf\�ojal]�;geegf�

Yf\�@YdÖaf_&�L`]�@YdÖaf_�dYf_mY_]�akfÌl�k][j]l$�Zml�

`YdÖaf_k�Yj]�dgYl`�lg�k`Yj]�al�oal`�gl`]jk&�L`]q�ojal]�

n]jq�dalld]$�kg�l`]q�\gfÌl�`Yn]�Y�ja[`�Zg\q�g^�dal]jYlmj]&�

L`]aj�gjYd�ljY\alagf$�`go]n]j$�ak�n]jq�kljgf_&�9degkl�Ydd�

`YdÖaf_k�kh]Yc�;geegf�lg�[gfn]jk]�oal`�l`]�h]ghd]�

af�o`gk]�dYf\k�l`]q�\o]dd�gj�l`jgm_`�o`a[`�l`]q�

are traveling.

 Subrace.�L`]�log�eYaf�caf\k�g^�`YdÖaf_$�da_`l^ggl�Yf\�

klgml$�Yj]�egj]�dac]�[dgk]dq�j]dYl]\�^Yeada]k�l`Yf�ljm]�

kmZjY[]k&�;`ggk]�gf]�g^�l`]k]�kmZjY[]k&

Lightfoot
9k�Y�da_`l^ggl�`YdÖaf_$�qgm�[Yf�]Ykadq�`a\]�^jge�fgla[]$�

]n]f�mkaf_�gl`]j�h]ghd]�Yk�[gn]j&�QgmÌj]�af[daf]\�lg�Z]�

YץYZd]�Yf\�_]l�Ydgf_�o]dd�oal`�gl`]jk&�Af�l`]�>gj_gll]f�

J]Ydek$�da_`l^ggl�`YdÖaf_k�`Yn]�khj]Y\�l`]�^Yjl`]kl�Yf\�

l`mk�Yj]�l`]�egkl�[geegf�nYja]lq&

� Da_`l^gglk�Yj]�egj]�hjgf]�lg�oYf\]jdmkl�l`Yf�gl`]j�

`YdÖaf_k$�Yf\�g^l]f�\o]dd�Ydgf_ka\]�gl`]j�jY[]k�gj�lYc]�

mh�Y�fgeY\a[�da^]&�Af�l`]�ogjd\�g^�?j]q`Yoc$�l`]k]�

`YdÖaf_k�Yj]�[Ydd]\�`Yaj^]]l�gj�lYdd^]ddgok&

 Ability Score Increase.�Qgmj�;`YjakeY�k[gj]�

increases by 1.

 FYlmjYddq�Kl]Ydl`q&�Qgm�[Yf�Yll]ehl�lg�`a\]�]n]f�

o`]f�qgm�Yj]�gZk[mj]\�gfdq�Zq�Y�[j]Ylmj]�l`Yl�ak�Yl�d]Ykl�

gf]�kar]�dYj_]j�l`Yf�qgm&

Stout
9k�Y�klgml�`YdÖaf_$�qgmÌj]�`Yj\a]j�l`Yf�Yn]jY_]�Yf\�`Yn]�

kge]�j]kaklYf[]�lg�hgakgf&�Kge]�kYq�l`Yl�klgmlk�`Yn]�

\oYjn]f�Zdgg\&�Af�l`]�>gj_gll]f�J]Ydek$�l`]k]�`YdÖaf_k�

Yj]�[Ydd]\�kljgf_`]Yjlk$�Yf\�l`]qÌj]�egkl�[geegf�

af�l`]�kgml`&

 Ability Score Increase.�Qgmj�;gfklalmlagf�k[gj]�

increases by 1.

$ŚDEOH�DQG�3RVLWLYH
+DOŜLQJV�WU\�WR�JHW�DORQJ�ZLWK�HYHU\RQH�HOVH�DQG�DUH�ORDWK�WR�
make sweeping generalizations—especially negative ones.
 Dwarves. “Dwarves make loyal friends, and you can count 
on them to keep their word. But would it hurt them to smile 
once in a while?”
 Elves.�ö7KH\ôUH�VR�EHDXWLIXO��7KHLU�IDFHV��WKHLU�PXVLF��WKHLU�
grace and all. It’s like they stepped out of a wonderful dream. 
But there’s no telling what’s going on behind their smiling 
faces—surely more than they ever let on.”
 +XPDQV��ö+XPDQV�DUH�D�ORW�OLNH�XV��UHDOO\��$W�OHDVW�VRPH�
of them are. Step out of the castles and keeps, go talk to the 
IDUPHUV�DQG�KHUGHUV�DQG�\RXôOO�śQG�JRRG��VROLG�IRON��1RW�WKDW�
there’s anything wrong with the barons and soldiers—you 
KDYH�WR�DGPLUH�WKHLU�FRQYLFWLRQ��$QG�E\�SURWHFWLQJ�WKHLU�RZQ�
lands, they protect us as well.”
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� Af�l`]�>gj_gll]f�J]Ydek$�faf]�`meYf�]l`fa[�_jgmhk�

Yj]�oa\]dq�j][g_far]\$�l`gm_`�gn]j�Y�\gr]f�gl`]jk�Yj]�

^gmf\�af�egj]�dg[Ydar]\�Yj]Yk�g^�>Y]j�f&�L`]k]�_jgmhk$�

Yf\�l`]�lqha[Yd�fYe]k�g^�l`]aj�e]eZ]jk$�[Yf�Z]�mk]\�Yk�

afkhajYlagf�fg�eYll]j�o`a[`�ogjd\�qgmj�`meYf�ak�af&

Calishite
K`gjl]j�Yf\�kda_`l]j�af�Zmad\�l`Yf�egkl�gl`]j�`meYfk$�

;Ydak`al]k�`Yn]�\mkcq�Zjgof�kcaf$�`Yaj$�Yf\�]q]k&�

L`]qÌj]�^gmf\�hjaeYjadq�af�kgml`o]kl�>Y]j�f&

Calishite Names:� EYd]!�9k]aj$�:Yj\]a\$�@Yk]a\$�

C`]e]\$�E]`e]f$�Km\]aeYf$�RYk`]aj3� ^]eYd]!�

9lYdY$�;]a\ad$�@YeY$�BYkeYd$�E]adad$�K]ahgjY$�QYk`]ajY$�

RYk`]a\Y3� kmjfYe]k!�:Yk`Y$�<me]af$�BYkkYf$�C`Yda\$�

EgklYfY$�HYk`Yj$�J]af

Chondathan
;`gf\Yl`Yfk�Yj]�kd]f\]j$�lYofq%kcaff]\�^gdc�oal`�

brown hair that ranges from almost blond to almost 

black. Most are tall and have green or brown eyes, 

Zml�l`]k]�ljYalk�Yj]�`Yj\dq�mfan]jkYd&�@meYfk�g^�

;`gf\Yl`Yf�\]k[]fl�\geafYl]�l`]�[]fljYd�dYf\k�g^�

>Y]j�f$�Yjgmf\�l`]�Aff]j�K]Y&

Chondathan Names:� EYd]!�<Yjnaf$�<gjf$�=n]f\mj$�

?gjklY_$�?jae$�@]de$�EYdYjc$�Egjf$�JYf\Yd$�

Kl]\\3� ^]eYd]!�9jn]]f]$�=kn]d]$�B`]kkYad$�C]jja$�

Dmj]]f]$�Eaja$�JgoYf$�K`Yf\ja$�L]kk]d]3� kmjfYe]k!�

9eZd][jgof$�:m[ceYf$�<mf\jY_gf$�=n]fogg\$�

?j]q[Ykld]$�LYddklY_

Damaran
>gmf\�hjaeYjadq�af�l`]�fgjl`o]kl�g^�>Y]j�f$�<YeYjYfk�

Yj]�g^�eg\]jYl]�`]a_`l�Yf\�Zmad\$�oal`�kcaf�`m]k�

jYf_af_�^jge�lYofq�lg�^Yaj&�L`]aj�`Yaj�ak�mkmYddq�Zjgof�

gj�ZdY[c$�Yf\�l`]aj�]q]�[gdgj�nYja]k�oa\]dq$�l`gm_`�Zjgof�

is most common.

Damaran Names:  EYd]!�:gj$�>g\]d$�?dYj$�?ja_gj$�

A_Yf$�Angj$�Cgk]^$�EanYd$�Gj]d$�HYn]d$�K]j_gj3� ^]eYd]!�

9d]l`jY$�CYjY$�CYl]jfaf$�EYjY$�FYlYda$�GdeY$�LYfY$�

RgjY3� kmjfYe]k!�:]jkc$�;`]jfaf$�<glkc$�Cmd]fgn$�

EYjkc$�F]e]lkc$�K`]egn$�KlYjY_

Variety in All Things
@meYfk�Yj]�l`]�egkl�Y\YhlYZd]�Yf\�YeZalagmk�h]ghd]�

Yegf_�l`]�[geegf�jY[]k&�L`]q�`Yn]�oa\]dq�nYjqaf_�

lYkl]k$�egjYdk$�Yf\�[mklgek�af�l`]�eYfq�\aץ]j]fl�dYf\k�

o`]j]�l`]q�`Yn]�k]lld]\&�O`]f�l`]q�k]lld]$�l`gm_`$�

l`]q�klYq2�l`]q�Zmad\�[ala]k�lg�dYkl�^gj�l`]�Y_]k$�Yf\�

_j]Yl�caf_\gek�l`Yl�[Yf�h]jkakl�^gj�dgf_�[]flmja]k&�9f�

af\ana\mYd�`meYf�ea_`l�`Yn]�Y�j]dYlan]dq�k`gjl�da^]�khYf$�

Zml�Y�`meYf�fYlagf�gj�[mdlmj]�hj]k]jn]k�ljY\alagfk�

oal`�gja_afk�^Yj�Z]qgf\�l`]�j]Y[`�g^�Yfq�kaf_d]�`meYfÌk�

e]egjq&�L`]q�dan]�^mddq�af�l`]�hj]k]flÈeYcaf_�l`]e�

o]dd�kmal]\�lg�l`]�Y\n]flmjaf_�da^]ÈZml�Ydkg�hdYf�^gj�l`]�

^mlmj]$�kljanaf_�lg�d]Yn]�Y�dYklaf_�d]_Y[q&�Af\ana\mYddq�Yf\�

Yk�Y�_jgmh$�`meYfk�Yj]�Y\YhlYZd]�ghhgjlmfaklk$�Yf\�

they stay alert to changing political and social dynamics.

Lasting Institutions
Where a single elf or dwarf might take on the 

j]khgfkaZadalq�g^�_mYj\af_�Y�kh][aYd�dg[Ylagf�gj�Y�

hgo]j^md�k][j]l$�`meYfk�^gmf\�kY[j]\�gj\]jk�Yf\�

afklalmlagfk�^gj�km[`�hmjhgk]k&�O`ad]�\oYj^�[dYfk�Yf\�

`YdÖaf_�]d\]jk�hYkk�gf�l`]�Yf[a]fl�ljY\alagfk�lg�]Y[`�

f]o�_]f]jYlagf$�`meYf�l]ehd]k$�_gn]jfe]flk$�daZjYja]k$�

Yf\�[g\]k�g^�dYo�Õp�l`]aj�ljY\alagfk�af�l`]�Z]\jg[c�g^�

`aklgjq&�@meYfk�\j]Ye�g^�aeegjlYdalq$�Zml� ]p[]hl�^gj�

l`gk]�^]o�o`g�k]]c�mf\]Yl`�gj�\anaf]�Yk[]fkagf�lg�

]k[Yh]�\]Yl`Ìk�[dml[`]k!�l`]q�Y[`a]n]�al�Zq�]fkmjaf_�l`Yl�

they will be remembered when they are gone.

� 9dl`gm_`�kge]�`meYfk�[Yf�Z]�p]fgh`gZa[$�af�

_]f]jYd�l`]aj�kg[a]la]k�Yj]�af[dmkan]&�@meYf�dYf\k�

o]d[ge]�dYj_]�fmeZ]jk�g^�fgf`meYfk�[gehYj]\�lg�l`]�

hjghgjlagf�g^�`meYfk�o`g�dan]�af�fgf`meYf�dYf\k&

Exemplars of Ambition
@meYfk�o`g�k]]c�Y\n]flmj]�Yj]�l`]�egkl�\Yjaf_�Yf\�

YeZalagmk�e]eZ]jk�g^�Y�\Yjaf_�Yf\�YeZalagmk�jY[]&�

L`]q�k]]c�lg�]Yjf�_dgjq�af�l`]�]q]k�g^�l`]aj�^]ddgok�

by amassing power, wealth, and fame. More than 

gl`]j�h]ghd]$�`meYfk�[`Yehagf�[Ymk]k�jYl`]j�l`Yf�

l]jjalgja]k�gj�_jgmhk&

Human Names and Ethnicities
@Ynaf_�kg�em[`�egj]�nYja]lq�l`Yf�gl`]j�[mdlmj]k$�

`meYfk�Yk�Y�o`gd]�`Yn]�fg�lqha[Yd�fYe]k&�Kge]�`meYf�

hYj]flk�_an]�l`]aj�[`ad\j]f�fYe]k�^jge�gl`]j�dYf_mY_]k$�

km[`�Yk�<oYjnak`�gj�=dnak`� hjgfgmf[]\�egj]�gj�d]kk�

[gjj][ldq!$�Zml�egkl�hYj]flk�_an]�fYe]k�l`Yl�Yj]�dafc]\�

lg�l`]aj�j]_agfÌk�[mdlmj]�gj�lg�l`]�fYeaf_�ljY\alagfk�g^�

their ancestors.

� L`]�eYl]jaYd�[mdlmj]�Yf\�h`qka[Yd�[`YjY[l]jakla[k�

g^�`meYfk�[Yf�[`Yf_]�oad\dq�^jge�j]_agf�lg�j]_agf&�

Af�l`]�>gj_gll]f�J]Ydek$�^gj�]pYehd]$�l`]�[dgl`af_$�

Yj[`al][lmj]$�[makaf]$�emka[$�Yf\�dal]jYlmj]�Yj]�\aץ]j]fl�

in the northwestern lands of the Silver Marches than 

af�\aklYfl�Lmjeak`�gj�Aehadlmj�lg�l`]�]YklÈYf\�]n]f�

egj]�\aklaf[lan]�af�^Yj%gץ�CYjY%Lmj&�@meYf�h`qka[Yd�

[`YjY[l]jakla[k$�l`gm_`$�nYjq�Y[[gj\af_�lg�l`]�Yf[a]fl�

ea_jYlagfk�g^�l`]�]Yjda]kl�`meYfk$�kg�l`Yl�l`]�`meYfk�

of the Silver Marches have every possible variation of 

[gdgjYlagf�Yf\�^]Ylmj]k&

Everyone’s Second-Best Friends
Just as readily as they mix with each other, humans mingle 
with members of other races. They get along with almost 
everyone, though they might not be close to many. Humans 
serve as ambassadors, diplomats, magistrates, merchants, 
and functionaries of all kinds.
 Dwarves. “They’re stout folk, stalwart friends, and true to 
their word. Their greed for gold is their downfall, though.”
 Elves. “It’s best not to wander into elven woods. They don’t 
like intruders, and you’ll as likely be bewitched as peppered 
with arrows. Still, if an elf can get past that damned racial 
pride and actually treat you like an equal, you can learn a 
lot from them.”
 +DOŜLQJV��ö,WôV�KDUG�WR�EHDW�D�PHDO�LQ�D�KDOŜLQJ�KRPH��DV�
long as you don’t crack your head on the ceiling—good food 
DQG�JRRG�VWRULHV�LQ�IURQW�RI�D�QLFH��ZDUP�śUH��,I�KDOŜLQJV�KDG�
a shred of ambition, they might really amount to something.”
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Turami Names:� EYd]!�9flgf$�<a]jg$�EYj[gf$�Ha]jgf$�

JaeYj\g$�Jge]jg$�KYdYrYj$�MeZ]jg3� ^]eYd]!�:YdYeY$�

<gfY$�>YadY$�BYdYfY$�DmakY$�EYjlY$�ImYjY$�K]dak]$�

Ngf\Y3� kmjfYe]k!�9_gklg$�9klgjag$�;YdYZjY$�<geaf]$�

>Ydgf]$�EYjanYd\a$�HakY[Yj$�JYegf\g

Human Traits
AlÌk�`Yj\�lg�eYc]�_]f]jYdarYlagfk�YZgml�`meYfk$�Zml�

qgmj�`meYf�[`YjY[l]j�`Yk�l`]k]�ljYalk&

 Ability Score Increase. Qgmj�YZadalq�k[gj]k�]Y[`�

increase by 1.

 Age.�@meYfk�j]Y[`�Y\mdl`gg\�af�l`]aj�dYl]�l]]fk�Yf\�

dan]�d]kk�l`Yf�Y�[]flmjq&

 Alignment.�@meYfk�l]f\�lgoYj\�fg�

hYjla[mdYj�Yda_fe]fl&�L`]�Z]kl�Yf\�l`]�ogjkl�Yj]�

^gmf\�Yegf_�l`]e&

 Size.�@meYfk�nYjq�oa\]dq�af�`]a_`l�Yf\�Zmad\$�^jge�

ZYj]dq�-�^]]l�lg�o]dd�gn]j�.�^]]l�lYdd&�J]_Yj\d]kk�g^�qgmj�

hgkalagf�af�l`Yl�jYf_]$�qgmj�kar]�ak�E]\ame&

 Speed.�Qgmj�ZYk]�oYdcaf_�kh]]\�ak�+(�^]]l&

 Languages.�Qgm�[Yf�kh]Yc$�j]Y\$�Yf\�ojal]�;geegf�

Yf\�gf]�]pljY�dYf_mY_]�g^�qgmj�[`ga[]&�@meYfk�lqha[Yddq�

d]Yjf�l`]�dYf_mY_]k�g^�gl`]j�h]ghd]k�l`]q�\]Yd�oal`$�

af[dm\af_�gZk[mj]�\aYd][lk&�L`]q�Yj]�^gf\�g^�khjafcdaf_�

l`]aj�kh]][`�oal`�ogj\k�Zgjjgo]\�^jge�gl`]j�lgf_m]k2�

Gj[�[mjk]k$�=dnak`�emka[Yd�]phj]kkagfk$�<oYjnak`�

military phrases, and so on.

Illuskan
AddmkcYfk�Yj]�lYdd$�^Yaj%kcaff]\�^gdc�oal`�Zdm]�gj�kl]]dq�

_jYq�]q]k&�Egkl�`Yn]�jYn]f%ZdY[c�`Yaj$�Zml�l`gk]�o`g�

af`YZal�l`]�]plj]e]�fgjl`o]kl�`Yn]�Zdgf\$�j]\$�gj�

light brown hair.

Illuskan Names:� EYd]!�9f\]j$�:dYl`$�:jYf$�>jYl`$�

?]l`$�DYf\]j$�Dml`$�EYd[]j$�Klgj$�LYeYf$�Mjl`3�

 ^]eYd]!�9eY^j]q$�:]l`Y$�;]^j]q$�C]l`jY$�EYjY$�Gd_Y$�

Kada^j]q$�O]kljY3� kmjfYe]k!�:ja_`logg\$�@]d\]j$�

@gjfjYn]f$�DY[ceYf$�Klgjeoaf\$�Oaf\jann]j

Mulan
<geafYfl�af�l`]�]Ykl]jf�Yf\�kgml`]Ykl]jf�k`gj]k�g^�

l`]�Aff]j�K]Y$�l`]�EmdYf�Yj]�_]f]jYddq�lYdd$�kdae$�Yf\�

YeZ]j%kcaff]\$�oal`�]q]k�g^�`Yr]d�gj�Zjgof&�L`]aj�`Yaj�

jYf_]k�^jge�ZdY[c�lg�\Yjc�Zjgof$�Zml�af�l`]�dYf\k�o`]j]�

l`]�EmdYf�Yj]�egkl�hjgeaf]fl$�fgZd]k�Yf\�eYfq�gl`]j�

EmdYf�k`Yn]�gץ�Ydd�l`]aj�`Yaj&

Mulan Names:  EYd]!�9gl`$�:Yj]jak$�=`hml%Ca$�

C]l`gl`$�Eme]\$�JYeYk$�Kg%C]`mj$�L`YrYj%<]$�

Mj`mj3� ^]eYd]!�9jaraeY$�;`Yl`a$�F]h`ak$�FmdYjY$�

Emjal`a$�K]^jak$�L`gdY$�MeYjY$�Rgdak3� kmjfYe]k!�

9fc`YdYZ$�9fkcmd\$�>]rae$�@Y`h]l$�FYl`Yf\]e$�

K]hj]l$�Mml`jYcl

Rashemi
Egkl�g^l]f�^gmf\�]Ykl�g^�l`]�Aff]j�K]Y�Yf\�g^l]f�

afl]jeaf_d]\�oal`�l`]�EmdYf$�JYk`]eak�l]f\�lg�Z]�k`gjl$�

klgml$�Yf\�emk[mdYj&�L`]q�mkmYddq�`Yn]�\mkcq�kcaf$�\Yjc�

eyes, and thick black hair.

Rashemi Names:� EYd]!�:gjanac$�>Ymj_Yj$�BYf\Yj$�

CYfal`Yj$�EY\akdYc$�JYde]nac$�K`YmeYj$�NdY\akdYc3�

 ^]eYd]!�>q]nYjjY$�@mdeYjjY$�Aeeal`$�Aer]d$�

FYnYjjY$�K`]nYjjY$�LYeeal`$�Qmd\jY3� kmjfYe]k!�

;`]j_gZY$�<q]jfafY$�AdlYrqYjY$�Emjfq]l`YjY$�

Stayanoga, Ulmokina

Shou
L`]�K`gm�Yj]�l`]�egkl�fme]jgmk�Yf\�hgo]j^md�]l`fa[�

_jgmh�af�CYjY%Lmj$�^Yj�lg�l`]�]Ykl�g^�>Y]j�f&�L`]q�Yj]�

q]ddgoak`%Zjgfr]�af�`m]$�oal`�ZdY[c�`Yaj�Yf\�\Yjc�

]q]k&�K`gm�kmjfYe]k�Yj]�mkmYddq�hj]k]fl]\�Z]^gj]�

the given name.

Shou Names:� EYd]!�9f$�;`]f$�;`a$�>Ya$�BaYf_$�Bmf$�

DaYf$�Dgf_$�E]f_$�Gf$�K`Yf$�K`ma$�O]f3� ^]eYd]!�

:Ya$�;`Yg$�BaY$�D]a$�E]a$�IaYg$�K`ma$�LYa3� kmjfYe]k!�

;`a]f$�@mYf_$�CYg$�Cmf_$�DYg$�Daf_$�E]a$�Haf$�K`af$�

Kme$�LYf$�OYf

Tethyrian
Oa\]khj]Y\�Ydgf_�l`]�]flaj]�Kogj\�;gYkl�Yl�l`]�

o]kl]jf�]\_]�g^�>Y]j�f$�L]l`qjaYfk�Yj]�g^�e]\ame�Zmad\�

Yf\�`]a_`l$�oal`�\mkcq�kcaf�l`Yl�l]f\k�lg�_jgo�^Yaj]j�

l`]�^Yjl`]j�fgjl`�l`]q�\o]dd&�L`]aj�`Yaj�Yf\�]q]�[gdgj�

nYja]k�oa\]dq$�Zml�Zjgof�`Yaj�Yf\�Zdm]�]q]k�Yj]�l`]�egkl�

[geegf&�L]l`qjaYfk�hjaeYjadq�mk]�;`gf\Yl`Yf�fYe]k&

Turami
FYlan]�lg�l`]�kgml`]jf�k`gj]�g^�l`]�Aff]j�K]Y$�l`]�

LmjYea�h]ghd]�Yj]�_]f]jYddq�lYdd�Yf\�emk[mdYj$�oal`�

\Yjc�eY`g_Yfq�kcaf$�[mjdq�ZdY[c�`Yaj$�Yf\�\Yjc�]q]k&

Variant Human Traits
If your campaign uses the optional feat rules from the 
Player’s Handbook, your Dungeon Master might allow these 
YDULDQW�WUDLWV��DOO�RI�ZKLFK�UHSODFH�WKH�KXPDQôV�$ELOLW\�6FRUH�
Increase trait.
 $ELOLW\�6FRUH�,QFUHDVH��7ZR�GLŚHUHQW�DELOLW\�VFRUHV�RI�\RXU�
choice increase by 1.
 6NLOOV��<RX�JDLQ�SURśFLHQF\�LQ�RQH�VNLOO�RI�\RXU�FKRLFH�
 )HDW� You gain one feat of your choice.
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ADVENTURERS ARE EXTRAORDINARY PEOPLE, DRIVEN BY A 
thirst ^gj�]p[al]e]fl�aflg�Y�da^]�l`Yl�gl`]jk�ogmd\�f]n]j�

\Yj]�d]Y\&�L`]q�Yj]�`]jg]k$�[geh]dd]\�lg�]phdgj]�l`]�

dark places of the world and take on the challenges that 

d]kk]j�oge]f�Yf\�e]f�[YfÌl�klYf\�Y_Yafkl&

� ;dYkk�ak�l`]�hjaeYjq�\]Õfalagf�g^�o`Yl�qgmj�[`YjY[l]j�

[Yf�\g&�AlÌk�egj]�l`Yf�Y�hjg^]kkagf3�alÌk�qgmj�[`YjY[l]jÌk�

[Yddaf_&�;dYkk�k`Yh]k�l`]�oYq�qgm�l`afc�YZgml�l`]�

ogjd\�Yf\�afl]jY[l�oal`�al�Yf\�qgmj�j]dYlagfk`ah�oal`�

gl`]j�h]ghd]�Yf\�hgo]jk�af�l`]�emdlan]jk]&�9�Õ_`l]j$�

^gj�]pYehd]$�ea_`l�na]o�l`]�ogjd\�af�hjY_eYla[�l]jek�

g^�kljYl]_q�Yf\�eYf]mn]jaf_$�Yf\�k]]�`]jk]d^�Yk�bmkl�Y�

hYof�af�Y�em[`�dYj_]j�_Ye]&�9�[d]ja[$�Zq�[gfljYkl$�ea_`l�

k]]�`aek]d^�Yk�Y�oaddaf_�k]jnYfl�af�Y�_g\Ìk�mf^gd\af_�hdYf�

gj�Y�[gfÖa[l�Zj]oaf_�Yegf_�nYjagmk�\]ala]k&�O`ad]�l`]�

Õ_`l]j�`Yk�[gflY[lk�af�Y�e]j[]fYjq�[gehYfq�gj�Yjeq$�

l`]�[d]ja[�ea_`l�cfgo�Y�fmeZ]j�g^�hja]klk$�hYdY\afk$�Yf\�

devotees who share his faith.

� Qgmj�[dYkk�_an]k�qgm�Y�nYja]lq�g^�kh][aYd�^]Ylmj]k$�km[`�

Yk�Y�Õ_`l]jÌk�eYkl]jq�g^�o]Yhgfk�Yf\�Yjegj$�Yf\�Y�

oarYj\Ìk�kh]ddk&�9l�dgo�d]n]dk$�qgmj�[dYkk�_an]k�qgm�gfdq�

log�gj�l`j]]�^]Ylmj]k$�Zml�Yk�qgm�Y\nYf[]�af�d]n]d�qgm�

_Yaf�egj]�Yf\�qgmj�]paklaf_�^]Ylmj]k�g^l]f�aehjgn]&�

=Y[`�[dYkk�]fljq�af�l`ak�[`Yhl]j�af[dm\]k�Y�lYZd]�

kmeeYjaraf_�l`]�Z]f]Õlk�qgm�_Yaf�Yl�]n]jq�d]n]d$�Yf\�

Y�\]lYad]\�]phdYfYlagf�g^�]Y[`�gf]&

� 9\n]flmj]jk�kge]lae]k�Y\nYf[]�af�egj]�l`Yf�gf]�

[dYkk&�9�jg_m]�ea_`l�koal[`�\aj][lagf�af�da^]�Yf\�\YZZd]�

af�l`]�[d]ja[�[dYkk�o`ad]�[gflafmaf_�lg�Y\nYf[]�Yk�Y�

jg_m]&�=dn]k�Yj]�cfgof�lg�[geZaf]�eYjlaYd�eYkl]jq�

oal`�eY_a[Yd�ljYafaf_�Yf\�Y\nYf[]�Yk�Õ_`l]jk�Yf\�

oarYj\k�kaemdlYf]gmkdq&�GhlagfYd�jmd]k�^gj�[geZafaf_�

[dYkk]k�af�l`ak�oYq$�[Ydd]\�emdla[dYkkaf_$�[Yf�Z]�^gmf\�af�

the HdYq]jÌk�@Yf\Zggc.

� >gmj�ZYka[�[dYkk]kÈdakl]\�af�l`]�;dYkk]k�lYZd]ÈYj]�

^gmf\�af�Ydegkl�]n]jq�<�<�ogjd\�Yf\�\]Õf]�egkl�

lqha[Yd�Y\n]flmj]jk&�K]]�l`]�HdYq]jÌk�@Yf\Zggc for 

af^gjeYlagf�YZgml�gl`]j�[dYkk]k&�

Chapter 3: Classes

Classes

Class Description
Hit 
Die

Primary 
Ability

Saving Throw 
3URśFLHQFLHV

Armor and Weapon 
3URśFLHQFLHV

Cleric $�SULHVWO\�FKDPSLRQ�ZKR�ZLHOGV�GLYLQH�

magic in service of a higher power

G� Wisdom :LVGRP�	�&KDULVPD Light and medium armor, shields, 

simple weapons

Fighter $�PDVWHU�RI�PDUWLDO�FRPEDW��VNLOOHG�ZLWK�

a variety of weapons and armor

d10 Strength 

or Dexterity

6WUHQJWK�	�&RQVWLWXWLRQ $OO�DUPRU��VKLHOGV��VLPSOH�DQG�

martial weapons

Rogue $�VFRXQGUHO�ZKR�XVHV�VWHDOWK�

and trickery to overcome 

obstacles and enemies

G� Dexterity 'H[WHULW\�	�,QWHOOLJHQFH Light armor, simple weapons, 

hand crossbows, longswords, 

rapiers, shortswords

Wizard $�VFKRODUO\�PDJLF�XVHU�FDSDEOH�RI�

manipulating the structures of reality

d6 Intelligence ,QWHOOLJHQFH�	�:LVGRP 'DJJHUV��GDUWV��VOLQJV��TXDUWHUVWDŚV��

light crossbows

Cleric
9jek�Yf\�]q]k�mhjYak]\�lgoYj\�l`]�kmf�Yf\�Y�hjYq]j�

on his lips, an elf begins to glow with an inner light that 

khaddk�gml�lg�`]Yd�`ak�ZYlld]%ogjf�[gehYfagfk&

� ;`Yflaf_�Y�kgf_�g^�_dgjq$�Y�\oYj^�koaf_k�`ak�Yp]�

af�oa\]�koYl`k�lg�[ml�l`jgm_`�l`]�jYfck�g^�gj[k�

YjjYq]\�Y_Yafkl�`ae$�k`gmlaf_�hjYak]�lg�l`]�_g\k�oal`�

]n]jq�^g]Ìk�^Ydd&

� ;Yddaf_�\gof�Y�[mjk]�mhgf�l`]�^gj[]k�g^�mf\]Yl`$�Y�

`meYf�da^lk�`]j�`gdq�kqeZgd�Yk�da_`l�hgmjk�^jge�al�lg�

\jan]�ZY[c�l`]�rgeZa]k�[jgo\af_�af�gf�`]j�[gehYfagfk&

� ;d]ja[k�Yj]�afl]je]\aYja]k�Z]lo]]f�l`]�egjlYd�ogjd\�

Yf\�l`]�\aklYfl�hdYf]k�g^�l`]�_g\k&�9k�nYja]\�Yk�l`]�_g\k�

they serve, clerics strive to embody the handiwork of 

l`]aj�\]ala]k&�Fg�gj\afYjq�hja]kl$�Y�[d]ja[�ak�aeZm]\�oal`�

divine magic.

Healers and Warriors
<anaf]�eY_a[$�Yk�l`]�fYe]�km__]klk$�ak�l`]�hgo]j�g^�

l`]�_g\k$�Ögoaf_�^jge�l`]e�aflg�l`]�ogjd\&�;d]ja[k�Yj]�

[gf\malk�^gj�l`Yl�hgo]j$�eYfa^]klaf_�al�Yk�eajY[mdgmk�

�g\k�\gfÌl�_jYfl�l`ak�hgo]j�lg�]n]jqgf]�o`g_�[`lk&�L][ץ[

k]]ck�al$�Zml�gfdq�lg�l`gk]�[`gk]f�lg�^mdÕdd�Y�`a_`�[Yddaf_&

� @Yjf]kkaf_�\anaf]�eY_a[�\g]kfÌl�j]dq�gf�klm\q�gj�

ljYafaf_&�9�[d]ja[�ea_`l�d]Yjf�^gjemdYa[�hjYq]jk�Yf\�

Yf[a]fl�jal]k$�Zml�l`]�YZadalq�lg�[Ykl�[d]ja[�kh]ddk�j]da]k�gf�

\]nglagf�Yf\�Yf�aflmalan]�k]fk]�g^�Y�\]alqÌk�oak`]k&

� ;d]ja[k�[geZaf]�l`]�`]dh^md�eY_a[�g^�`]Ydaf_�Yf\�

inspiring their allies with spells that harm and hinder 

^g]k&�L`]q�[Yf�hjgngc]�Yo]�Yf\�\j]Y\$�dYq�[mjk]k�g^�

hdY_m]�gj�hgakgf$�Yf\�]n]f�[Ydd�\gof�ÖYe]k�^jge�`]Yn]f�

lg�[gfkme]�l`]aj�]f]ea]k&�>gj�l`gk]�]nad\g]jk�o`g�oadd�

Z]f]Õl�egkl�^jge�Y�eY[]�lg�l`]�`]Y\$�[d]ja[k�\]h]f\�gf�

their combat training to let them wade into melee with 

the power of the gods on their side.

Divine Agents
Fgl�]n]jq�Y[gdql]�gj�g[aYfl�Yl�Y�l]ehd]�gj�k`jaf]�ak�Y�

cleric. Some priests are called to a simple life of temple 

k]jna[]$�[Yjjqaf_�gml�l`]aj�_g\kÌ�oadd�l`jgm_`�hjYq]j�Yf\�

kY[jaÕ[]$�fgl�Zq�eY_a[�Yf\�klj]f_l`�g^�Yjek&�Af�kge]�

[ala]k$�hja]kl`gg\�Yegmflk�lg�Y�hgdala[Yd�g[]$�na]o]\�

Yk�Y�kl]hhaf_�klgf]�lg�`a_`]j�hgkalagfk�g^�Yml`gjalq�Yf\�

afngdnaf_�fg�[geemfagf�oal`�Y�_g\�Yl�Ydd&�Ljm]�[d]ja[k�

are rare in most hierarchies.



21
D&D Basic Rules v1.0 | Chapter 3: Classes

Quick Build
Qgm�[Yf�eYc]�Y�[d]ja[�ima[cdq�Zq�^gddgoaf_�l`]k]�

km__]klagfk&�>ajkl$�Oak\ge�k`gmd\�Z]�qgmj�`a_`]kl�

YZadalq�k[gj]$�^gddgo]\�Zq�Klj]f_l`�gj�;gfklalmlagf&�

K][gf\$�[`ggk]�l`]�Y[gdql]�ZY[c_jgmf\&

Class Features
9k�Y�[d]ja[$�qgm�_Yaf�l`]�^gddgoaf_�[dYkk�^]Ylmj]k&

Hit Points
Hit Dice: )\0�h]j�[d]ja[�d]n]d

Hit Points at 1st Level:�0�#�qgmj�;gfklalmlagf�eg\aÕ]j

Hit Points at Higher Levels:�)\0� gj�-!�#�qgmj�

;gfklalmlagf�eg\aÕ]j�h]j�[d]ja[�d]n]d�Y^l]j�)kl

Proficiencies
Armor:�Da_`l�Yjegj$�e]\ame�Yjegj$�k`a]d\k

Weapons:�9dd�kaehd]�o]Yhgfk

Tools: Fgf]

Saving Throws: Oak\ge$�;`YjakeY

Skills:�;`ggk]�log�^jge�@aklgjq$�Afka_`l$�E]\a[af]$�

H]jkmYkagf$�Yf\�J]da_agf

Equipment
Qgm�klYjl�oal`�l`]�^gddgoaf_�]imahe]fl$�af�Y\\alagf�lg�

l`]�]imahe]fl�_jYfl]\�Zq�qgmj�ZY[c_jgmf\2

��  Y!�Y�eY[]�gj� Z!�Y�oYj`Yee]j� a^�hjgÕ[a]fl!

��  Y!�k[Yd]�eYad$� Z!�d]Yl`]j�Yjegj$�gj� c!�[`Yaf�eYad�

 a^�hjgÕ[a]fl!

� O`]f�Y�[d]ja[�lYc]k�mh�Yf�Y\n]flmjaf_�da^]$�al�ak�mkmYddq�

Z][Ymk]�`ak�gj�`]j�_g\�\]eYf\k�al&�Hmjkmaf_�l`]�_gYdk�

of the gods often involves braving dangers beyond the 

oYddk�g^�[anadarYlagf$�kealaf_�]nad�gj�k]]caf_�`gdq�j]da[k�af�

Yf[a]fl�lgeZk&�EYfq�[d]ja[k�Yj]�Ydkg�]ph][l]\�lg�hjgl][l�

l`]aj�\]ala]kÌ�ogjk`ah]jk$�o`a[`�[Yf�e]Yf�Õ_`laf_�

rampaging orcs, negotiating peace between warring 

fYlagfk$�gj�k]Ydaf_�Y�hgjlYd�l`Yl�ogmd\�Yddgo�Y�\]egf�

prince to enter the world.

� Egkl�Y\n]flmjaf_�[d]ja[k�eYaflYaf�kge]�[gff][lagf�lg�

]klYZdak`]\�l]ehd]k�Yf\�gj\]jk�g^�l`]aj�^Yal`k&�9�l]ehd]�

ea_`l�Ykc�^gj�Y�[d]ja[Ìk�Ya\$�gj�Y�`a_`�hja]kl�ea_`l�Z]�af�Y�

position to demand it.

Creating a Cleric
9k�qgm�[j]Yl]�Y�[d]ja[$�l`]�egkl�aehgjlYfl�im]klagf�lg�

[gfka\]j�ak�o`a[`�\]alq�lg�k]jn]�Yf\�o`Yl�hjaf[ahd]k�qgm�

oYfl�qgmj�[`YjY[l]j�lg�]eZg\q&�L`]�HdYq]jÌk�@Yf\Zggc�

af[dm\]k�daklk�g^�eYfq�g^�l`]�_g\k�g^�l`]�emdlan]jk]&�

;`][c�oal`�qgmj�<E�lg�d]Yjf�o`a[`�\]ala]k�Yj]�af�

qgmj�[YehYa_f&

� Gf[]�qgmÌn]�[`gk]f�Y�\]alq$�[gfka\]j�qgmj�[d]ja[Ìk�

j]dYlagfk`ah�lg�l`Yl�_g\&�<a\�qgm�]fl]j�l`ak�k]jna[]�

oaddaf_dq7�Gj�\a\�l`]�_g\�[`ggk]�qgm$�aeh]ddaf_�qgm�aflg�

k]jna[]�oal`�fg�j]_Yj\�^gj�qgmj�oak`]k7�@go�\g�l`]�

l]ehd]�hja]klk�g^�qgmj�^Yal`�j]_Yj\�qgm2�Yk�Y�[`Yehagf�

gj�Y�ljgmZd]eYc]j7�O`Yl�Yj]�qgmj�mdlaeYl]�_gYdk7�<g]k�

qgmj�\]alq�`Yn]�Y�kh][aYd�lYkc�af�eaf\�^gj�qgm7�Gj�Yj]�

qgm�kljanaf_�lg�hjgn]�qgmjk]d^�ogjl`q�g^�Y�_j]Yl�im]kl7

The Cleric

Level
3URśFLHQF\

Bonus Features
Cantrips 
Known

—Spell Slots per Spell Level—

1st 2nd 3rd 4th 5th 6th 7th 8th 9th

1st +2 Spellcasting, Divine Domain 3 2 — — — — — — — —

2nd +2 Channel Divinity (1/rest),  

Divine Domain feature

3 3 — — — — — — — —

3rd +2 — 3 4 2 — — — — — — —

4th +2 $ELOLW\�6FRUH�,PSURYHPHQW 4 4 3 — — — — — — —

�WK +3 Destroy Undead (CR 1/2) 4 4 3 2 — — — — — —

6th +3 Channel Divinity (2/rest),  

Divine Domain feature

4 4 3 3 — — — — — —

7th +3 — 4 4 3 3 1 — — — — —

�WK +3 $ELOLW\�6FRUH�,PSURYHPHQW��'HVWUR\�8QGHDG�

(CR 1), Divine Domain feature

4 4 3 3 2 — — — — —

�WK +4 — 4 4 3 3 3 1 — — — —

10th +4 Divine Intervention � 4 3 3 3 2 — — — —

11th +4 Destroy Undead (CR 2) � 4 3 3 3 2 1 — — —

12th +4 $ELOLW\�6FRUH�,PSURYHPHQW � 4 3 3 3 2 1 — — —

13th �� — � 4 3 3 3 2 1 1 — —

14th �� Destroy Undead (CR 3) � 4 3 3 3 2 1 1 — —

��WK �� — � 4 3 3 3 2 1 1 1 —

16th �� $ELOLW\�6FRUH�,PSURYHPHQW � 4 3 3 3 2 1 1 1 —

17th +6 Destroy Undead (CR 4),  

Divine Domain feature

� 4 3 3 3 2 1 1 1 1

��WK +6 Channel Divinity (3/rest) � 4 3 3 3 3 1 1 1 1

��WK +6 $ELOLW\�6FRUH�,PSURYHPHQW � 4 3 3 3 3 2 1 1 1

20th +6 Divine Intervention improvement � 4 3 3 3 3 2 2 1 1
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Divine Domain
;`ggk]�gf]�\geYaf�j]dYl]\�lg�qgmj�\]alq2�Cfgod]\_]$�

Da^]$�Da_`l$�FYlmj]$�L]eh]kl$�Lja[c]jq$�gj�OYj&�L`]�Da^]�

domain is detailed at the end of the class description 

Yf\�hjgna\]k�]pYehd]k�g^�_g\k�Ykkg[aYl]\�oal`�al&�K]]�

the HdYq]jÌk�@Yf\Zggc for details on all the domains.

� Qgmj�[`ga[]�_jYflk�qgm�\geYaf�kh]ddk�Yf\�gl`]j�

^]Ylmj]k�o`]f�qgm�[`ggk]�al�Yl�)kl�d]n]d&�Al�Ydkg�_jYflk�

qgm�Y\\alagfYd�oYqk�lg�mk]�;`Yff]d�<anafalq�o`]f�qgm�

_Yaf�l`Yl�^]Ylmj]�Yl�*f\�d]n]d$�Yf\�Y\\alagfYd�Z]f]Õlk�Yl�

.l`$�0l`$�Yf\�)/l`�d]n]dk&

Domain Spells
=Y[`�\geYaf�`Yk�Y�dakl�g^�kh]ddkÈalk�\geYaf�kh]ddkÈ

l`Yl�qgm�_Yaf�Yl�l`]�[d]ja[�d]n]dk�fgl]\�af�l`]�\geYaf�

\]k[jahlagf&�Gf[]�qgm�_Yaf�Y�\geYaf�kh]dd$�qgm�YdoYqk�

`Yn]�al�hj]hYj]\$�Yf\�al�\g]kfÌl�[gmfl�Y_Yafkl�l`]�

fmeZ]j�g^�kh]ddk�qgm�[Yf�hj]hYj]�]Y[`�\Yq&

� A^�qgm�`Yn]�Y�\geYaf�kh]dd�l`Yl�\g]kfÌl�Yhh]Yj�gf�l`]�

[d]ja[�kh]dd�dakl$�l`]�kh]dd�ak�fgf]l`]d]kk�Y�[d]ja[�kh]dd�^gj�qgm&

Channel Divinity
9l�*f\�d]n]d$�qgm�_Yaf�l`]�YZadalq�lg�[`Yff]d�\anaf]�

]f]j_q�\aj][ldq�^jge�qgmj�\]alq$�mkaf_�l`Yl�]f]j_q�lg�^m]d�

eY_a[Yd�]ץ][lk&�Qgm�klYjl�oal`�log�km[`�]ץ][lk2�Lmjf�

Mf\]Y\�Yf\�Yf�]ץ][l�\]l]jeaf]\�Zq�qgmj�\geYaf&�Kge]�

\geYafk�_jYfl�qgm�Y\\alagfYd�]ץ][lk�Yk�qgm�Y\nYf[]�af�

levels, as noted in the domain description.

� O`]f�qgm�mk]�qgmj�;`Yff]d�<anafalq$�qgm�[`ggk]�

o`a[`�]ץ][l�lg�[j]Yl]&�Qgm�emkl�l`]f�Õfak`�Y�k`gjl�gj�

dgf_�j]kl�lg�mk]�qgmj�;`Yff]d�<anafalq�Y_Yaf&

� Kge]�;`Yff]d�<anafalq�]ץ][lk�j]imaj]�kYnaf_�l`jgok&�

O`]f�qgm�mk]�km[`�Yf�]ץ][l�^jge�l`ak�[dYkk$�l`]�<;�

]imYdk�qgmj�[d]ja[�kh]dd�kYn]�<;&

� :]_affaf_�Yl�.l`�d]n]d$�qgm�[Yf�mk]�qgmj�;`Yff]d�

<anafalq�loa[]�Z]lo]]f�j]klk$�Yf\�Z]_affaf_�Yl�)0l`�d]n]d$�

qgm�[Yf�mk]�al�l`j]]�lae]k�Z]lo]]f�j]klk&�O`]f�qgm�Õfak`�

Y�k`gjl�gj�dgf_�j]kl$�qgm�j]_Yaf�qgmj�]ph]f\]\�mk]k&

Channel Divinity: Turn Undead
9k�Yf�Y[lagf$�qgm�hj]k]fl�qgmj�`gdq�kqeZgd�Yf\�kh]Yc�Y�

hjYq]j�[]fkmjaf_�l`]�mf\]Y\&�=Y[`�mf\]Y\�l`Yl�[Yf�k]]�

gj�`]Yj�qgm�oal`af�+(�^]]l�g^�qgm�emkl�eYc]�Y�Oak\ge�

kYnaf_�l`jgo&�A^�l`]�[j]Ylmj]�^Yadk�alk�kYnaf_�l`jgo$�al�ak�

lmjf]\�^gj�)�eafml]�gj�mflad�al�lYc]k�Yfq�\YeY_]&

� 9�lmjf]\�[j]Ylmj]�emkl�kh]f\�alk�lmjfk�ljqaf_�lg�egn]�

Yk�^Yj�YoYq�^jge�qgm�Yk�al�[Yf$�Yf\�al�[YfÌl�oaddaf_dq�

egn]�lg�Y�khY[]�oal`af�+(�^]]l�g^�qgm&�Al�Ydkg�[YfÌl�lYc]�

j]Y[lagfk&�>gj�alk�Y[lagf$�al�[Yf�mk]�gfdq�l`]�<Yk`�Y[lagf�

gj�ljq�lg�]k[Yh]�^jge�Yf�]ץ][l�l`Yl�hj]n]flk�al�^jge�

egnaf_&�A^�l`]j]Ìk�fgo`]j]�lg�egn]$�l`]�[j]Ylmj]�[Yf�mk]�

the Dodge action.

Ability Score Improvement
O`]f�qgm�j]Y[`�,l`�d]n]d$�Yf\�Y_Yaf�Yl�0l`$�)*l`$�).l`$�

Yf\�)1l`�d]n]d$�qgm�[Yf�af[j]Yk]�gf]�YZadalq�k[gj]�g^�qgmj�

[`ga[]�Zq�*$�gj�qgm�[Yf�af[j]Yk]�log�YZadalq�k[gj]k�g^�

qgmj�[`ga[]�Zq�)&�9k�fgjeYd$�qgm�[YfÌl�af[j]Yk]�Yf�YZadalq�

k[gj]�YZgn]�*(�mkaf_�l`ak�^]Ylmj]&

��  Y!�Y�da_`l�[jgkkZgo�Yf\�*(�Zgdlk�gj� Z!�Yfq�

simple weapon

��  Y!�Y�hja]klÌk�hY[c�gj� Z!�Yf�]phdgj]jÌk�hY[c

�� 9�k`a]d\�Yf\�Y�`gdq�kqeZgd

Spellcasting
9k�Y�[gf\mal�^gj�\anaf]�hgo]j$�qgm�[Yf�[Ykl�[d]ja[�kh]ddk&�

K]]�[`Yhl]j�)(�^gj�l`]�_]f]jYd�jmd]k�g^�kh]dd[Yklaf_�Yf\�

chapter 11 for a selection of cleric spells.

Cantrips
9l�)kl�d]n]d$�qgm�cfgo�l`j]]�[Yfljahk�g^�qgmj�[`ga[]�^jge�

l`]�[d]ja[�kh]dd�dakl&�Qgm�d]Yjf�Y\\alagfYd�[d]ja[�[Yfljahk�

g^�qgmj�[`ga[]�Yl�`a_`]j�d]n]dk$�Yk�k`gof�af�l`]�;Yfljahk�

Cfgof�[gdmef�g^�l`]�;d]ja[�lYZd]&

Preparing and Casting Spells
L`]�;d]ja[�lYZd]�k`gok�`go�eYfq�kh]dd�kdglk�qgm�`Yn]�

lg�[Ykl�qgmj�kh]ddk�g^�)kl�d]n]d�Yf\�`a_`]j&�Lg�[Ykl�gf]�g^�

l`]k]�kh]ddk$�qgm�emkl�]ph]f\�Y�kdgl�g^�l`]�kh]ddÌk�d]n]d�

gj�`a_`]j&�Qgm�j]_Yaf�Ydd�]ph]f\]\�kh]dd�kdglk�o`]f�qgm�

Õfak`�Y�dgf_�j]kl&

� Qgm�hj]hYj]�l`]�dakl�g^�[d]ja[�kh]ddk�l`Yl�Yj]�YnYadYZd]�

^gj�qgm�lg�[Ykl$�[`ggkaf_�^jge�l`]�[d]ja[�kh]dd�dakl&�O`]f�

qgm�\g�kg$�[`ggk]�Y�fmeZ]j�g^�[d]ja[�kh]ddk�]imYd�lg�qgmj�

Oak\ge�eg\aÕ]j�#�qgmj�[d]ja[�d]n]d� eafaeme�g^�gf]�

kh]dd!&�L`]�kh]ddk�emkl�Z]�g^�Y�d]n]d�^gj�o`a[`�qgm�`Yn]�

spell slots.

� >gj�]pYehd]$�a^�qgm�Yj]�Y�+j\%d]n]d�[d]ja[$�qgm�`Yn]�^gmj�

1st-level and two 2nd-level spell slots. With a Wisdom 

g^�).$�qgmj�dakl�g^�hj]hYj]\�kh]ddk�[Yf�af[dm\]�kap�kh]ddk�

g^�)kl�gj�*f\�d]n]d$�af�Yfq�[geZafYlagf&�A^�qgm�hj]hYj]�

the 1st-level spell [mj]�ogmf\k$�qgm�[Yf�[Ykl�al�mkaf_�

Y�)kl%d]n]d�gj�*f\%d]n]d�kdgl&�;Yklaf_�l`]�kh]dd�\g]kfÌl�

j]egn]�al�^jge�qgmj�dakl�g^�hj]hYj]\�kh]ddk&

� Qgm�[Yf�[`Yf_]�qgmj�dakl�g^�hj]hYj]\�kh]ddk�o`]f�qgm�

Õfak`�Y�dgf_�j]kl&�Hj]hYjaf_�Y�f]o�dakl�g^�[d]ja[�kh]ddk�

j]imaj]k�lae]�kh]fl�af�hjYq]j�Yf\�e]\alYlagf2�Yl�d]Ykl�)�

eafml]�h]j�kh]dd�d]n]d�^gj�]Y[`�kh]dd�gf�qgmj�dakl&

Spellcasting Ability
Oak\ge�ak�qgmj�kh]dd[Yklaf_�YZadalq�^gj�qgmj�[d]ja[�kh]ddk&�

L`]�hgo]j�g^�qgmj�kh]ddk�[ge]k�^jge�qgmj�\]nglagf�lg�

qgmj�\]alq&�Qgm�mk]�qgmj�Oak\ge�o`]f]n]j�Y�[d]ja[�kh]dd�

j]^]jk�lg�qgmj�kh]dd[Yklaf_�YZadalq&�Af�Y\\alagf$�qgm�mk]�

qgmj�Oak\ge�eg\aÕ]j�o`]f�k]llaf_�l`]�kYnaf_�l`jgo�

<;�^gj�Y�[d]ja[�kh]dd�qgm�[Ykl�Yf\�o`]f�eYcaf_�Yf�

attack roll with one.

Spell save DC  �����\RXU�SURILFLHQF\�ERQXV�� 

your Wisdom modifier

6SHOO�DWWDFN�PRGLśHU�= your proficiency bonus + 

your Wisdom modifier

Ritual Casting
Qgm�[Yf�[Ykl�Y�[d]ja[�kh]dd�Yk�Y�jalmYd�a^�l`Yl�kh]dd�`Yk�l`]�

jalmYd�lY_�Yf\�qgm�`Yn]�l`]�kh]dd�hj]hYj]\&

Spellcasting Focus
Qgm�[Yf�mk]�Y�`gdq�kqeZgd� ^gmf\�af�[`Yhl]j�-!�Yk�Y�

kh]dd[Yklaf_�^g[mk�^gj�qgmj�[d]ja[�kh]ddk&
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Destroy Undead
KlYjlaf_�Yl�-l`�d]n]d$�o`]f�Yf�mf\]Y\�^Yadk�alk�kYnaf_�

l`jgo�Y_Yafkl�qgmj�Lmjf�Mf\]Y\�^]Ylmj]$�l`]�[j]Ylmj]�ak�

instantly destroyed if its challenge rating is at or below a 

certain threshold, as shown in the Destroy Undead table.

Destroy Undead
Cleric Level Destroys Undead of CR . . .

�WK 1/2 or lower

�WK 1 or lower

11th 2 or lower

14th 3 or lower

17th 4 or lower

Divine Intervention
:]_affaf_�Yl�)(l`�d]n]d$�qgm�[Yf�[Ydd�gf�qgmj�\]alq�lg�

afl]jn]f]�gf�qgmj�Z]`Yd^�o`]f�qgmj�f]]\�ak�_j]Yl&

� Aehdgjaf_�qgmj�\]alqÌk�Ya\�j]imaj]k�qgm�lg�mk]�qgmj�

Y[lagf&�<]k[jaZ]�l`]�YkkaklYf[]�qgm�k]]c$�Yf\�jgdd�

h]j[]flad]�\a[]&�A^�qgm�jgdd�Y�fmeZ]j�]imYd�lg�gj�dgo]j�

l`Yf�qgmj�[d]ja[�d]n]d$�qgmj�\]alq�afl]jn]f]k&�L`]�<E�

[`ggk]k�l`]�fYlmj]�g^�l`]�afl]jn]flagf3�l`]�]ץ][l�g^�Yfq�

[d]ja[�kh]dd�gj�[d]ja[�\geYaf�kh]dd�ogmd\�Z]�YhhjghjaYl]&

� A^�qgmj�\]alq�afl]jn]f]k$�qgm�[YfÌl�mk]�l`ak�^]Ylmj]�

Y_Yaf�^gj�/�\Yqk&�Gl`]joak]$�qgm�[Yf�mk]�al�Y_Yaf�Y^l]j�

qgm�Õfak`�Y�dgf_�j]kl&

� 9l�*(l`�d]n]d$�qgmj�[Ydd�^gj�afl]jn]flagf�km[[]]\k�

YmlgeYla[Yddq$�fg�jgdd�j]imaj]\&

Divine Domains
Af�Y�hYfl`]gf$�]n]jq�\]alq�`Yk�afÖm]f[]�gn]j�\aץ]j]fl�

Ykh][lk�g^�egjlYd�da^]�Yf\�[anadarYlagf$�[Ydd]\�Y�\]alqÌk�

\geYaf&�9dd�l`]�\geYafk�gn]j�o`a[`�Y�\]alq�`Yk�

afÖm]f[]�Yj]�[Ydd]\�l`]�\]alqÌk�hgjl^gdag&�>gj�]pYehd]$�

l`]�hgjl^gdag�g^�l`]�?j]]c�_g\�9hgddg�af[dm\]k�l`]�

\geYafk�g^�Cfgod]\_]$�Da^]$�Yf\�Da_`l&�9k�Y�[d]ja[$�qgm�

[`ggk]�gf]�Ykh][l�g^�qgmj�\]alqÌk�hgjl^gdag�lg�]eh`Ykar]$�

Yf\�qgm�Yj]�_jYfl]\�hgo]jk�j]dYl]\�lg�l`Yl�\geYaf&

� Qgmj�[`ga[]�ea_`l�[gjj]khgf\�lg�Y�hYjla[mdYj�k][l�

\]\a[Yl]\�lg�qgmj�\]alq&�9hgddg$�^gj�]pYehd]$�[gmd\�Z]�

ogjk`ah]\�af�gf]�j]_agf�Yk�H`g]Zmk� ÉjY\aYflÊ!�9hgddg$�

]eh`Ykaraf_�`ak�afÖm]f[]�gn]j�l`]�Da_`l�\geYaf$�

Yf\�af�Y�\aץ]j]fl�hdY[]�Yk�9hgddg�9[]kamk� É`]Ydaf_Ê!$�

]eh`Ykaraf_�`ak�Ykkg[aYlagf�oal`�l`]�Da^]�\geYaf&�

9dl]jfYlan]dq$�qgmj�[`ga[]�g^�\geYaf�[gmd\�kaehdq�Z]�Y�

matter of personal preference, the aspect of the deity 

l`Yl�Yhh]Ydk�lg�qgm�egkl&

� =Y[`�\geYafÌk�\]k[jahlagf�_an]k�]pYehd]k�g^�\]ala]k�

o`g�`Yn]�afÖm]f[]�gn]j�l`Yl�\geYaf&�?g\k�Yj]�af[dm\]\�

from the worlds of the Forgotten Realms, Greyhawk, 

<jY_gfdYf[]$�Yf\�=Z]jjgf�[YehYa_f�k]llaf_k$�Yk�o]dd�Yk�

^jge�l`]�;]dla[$�?j]]c$�Fgjk]$�Yf\�=_qhlaYf�hYfl`]gfk�

g^�Yflaimalq&

Life Domain
L`]�Da^]�\geYaf�^g[mk]k�gf�l`]�naZjYfl�hgkalan]�

]f]j_qÈgf]�g^�l`]�^mf\Ye]flYd�^gj[]k�g^�l`]�mfan]jk]È

l`Yl�kmklYafk�Ydd�da^]&�L`]�_g\k�g^�da^]�hjgegl]�nalYdalq�

Yf\�`]Ydl`�l`jgm_`�`]Ydaf_�l`]�ka[c�Yf\�ogmf\]\$�

caring for those in need, and driving away the forces of 

\]Yl`�Yf\�mf\]Yl`&�9degkl�Yfq�fgf%]nad�\]alq�[Yf�[dYae�

afÖm]f[]�gn]j�l`ak�\geYaf$�hYjla[mdYjdq�Y_ja[mdlmjYd�

\]ala]k� km[`�Yk�;`Ymfl]Y$�9jYoYa$�Yf\�<]e]l]j!$�kmf�

_g\k� km[`�Yk�DYl`Yf\]j$�H]dgj$�Yf\�J]%@gjYc`lq!$�_g\k�

g^�`]Ydaf_�gj�]f\mjYf[]� km[`�Yk�AdeYl]j$�Eak`YcYd$�

9hgddg$�Yf\�<aYf[][`l!$�Yf\�_g\k�g^�`ge]�Yf\�

[geemfalq� km[`�Yk�@]klaY$�@Yl`gj$�Yf\�:gd\j]a!&

Life Domain Spells
Cleric Level Spells

1st bless, cure wounds

3rd lesser restoration, spiritual weapon

�WK beacon of hope, revivify

7th death ward, guardian of faith

�WK mass cure wounds, raise dead

Bonus Proficiency
O`]f�qgm�[`ggk]�l`ak�\geYaf�Yl�)kl�d]n]d$�qgm�_Yaf�

hjgÕ[a]f[q�oal`�`]Ynq�Yjegj&

Disciple of Life
9dkg�klYjlaf_�Yl�)kl�d]n]d$�qgmj�`]Ydaf_�kh]ddk�Yj]�egj]�

��O`]f]n]j�qgm�mk]�Y�kh]dd�g^�)kl�d]n]d�gj�`a_`]j&[lan][ץ[

lg�j]klgj]�`al�hgaflk�lg�Y�[j]Ylmj]$�l`]�[j]Ylmj]�j]_Yafk�

Y\\alagfYd�`al�hgaflk�]imYd�lg�*�#�l`]�kh]ddÌk�d]n]d&

Channel Divinity: Preserve Life
KlYjlaf_�Yl�*f\�d]n]d$�qgm�[Yf�mk]�qgmj�;`Yff]d�<anafalq�

lg�`]Yd�l`]�ZY\dq�afbmj]\&

� 9k�Yf�Y[lagf$�qgm�hj]k]fl�qgmj�`gdq�kqeZgd�Yf\�

]ngc]�`]Ydaf_�]f]j_q�l`Yl�[Yf�j]klgj]�Y�fmeZ]j�g^�`al�

hgaflk�]imYd�lg�Õn]�lae]k�qgmj�[d]ja[�d]n]d&�;`ggk]�Yfq�

[j]Ylmj]k�oal`af�+(�^]]l�g^�qgm$�Yf\�\ana\]�l`gk]�`al�

hgaflk�Yegf_�l`]e&�L`ak�^]Ylmj]�[Yf�j]klgj]�Y�[j]Ylmj]�

lg�fg�egj]�l`Yf�`Yd^�g^�alk�`al�hgafl�eYpaeme&�Qgm�[YfÌl�

mk]�l`ak�^]Ylmj]�gf�Yf�mf\]Y\�gj�Y�[gfkljm[l&

Blessed Healer
:]_affaf_�Yl�.l`�d]n]d$�l`]�`]Ydaf_�kh]ddk�qgm�[Ykl�gf�

gl`]jk�`]Yd�qgm�Yk�o]dd&�O`]f�qgm�[Ykl�Y�kh]dd�g^�)kl�

d]n]d�gj�`a_`]j�l`Yl�j]klgj]k�`al�hgaflk�lg�Y�[j]Ylmj]�

gl`]j�l`Yf�qgm$�qgm�j]_Yaf�`al�hgaflk�]imYd�lg�*�#�l`]�

kh]ddÌk�d]n]d&

Divine Strike
9l�0l`�d]n]d$�qgm�_Yaf�l`]�YZadalq�lg�af^mk]�qgmj�o]Yhgf�

kljac]k�oal`�\anaf]�]f]j_q&�Gf[]�gf�]Y[`�g^�qgmj�lmjfk�

o`]f�qgm�`al�Y�[j]Ylmj]�oal`�Y�o]Yhgf�YllY[c$�qgm�[Yf�

[Ymk]�l`]�YllY[c�lg�\]Yd�Yf�]pljY�)\0�jY\aYfl�\YeY_]�lg�

l`]�lYj_]l&�O`]f�qgm�j]Y[`�),l`�d]n]d$�l`]�]pljY�\YeY_]�

af[j]Yk]k�lg�*\0&

Supreme Healing
KlYjlaf_�Yl�)/l`�d]n]d$�o`]f�qgm�ogmd\�fgjeYddq�jgdd�

gf]�gj�egj]�\a[]�lg�j]klgj]�`al�hgaflk�oal`�Y�kh]dd$�qgm�

afkl]Y\�mk]�l`]�`a_`]kl�fmeZ]j�hgkkaZd]�^gj�]Y[`�\a]&�

>gj�]pYehd]$�afkl]Y\�g^�j]klgjaf_�*\.�`al�hgaflk�lg�Y�

[j]Ylmj]$�qgm�j]klgj]�)*&
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Creating a Fighter
9k�qgm�Zmad\�qgmj�Õ_`l]j$�l`afc�YZgml�log�j]dYl]\�

]d]e]flk�g^�qgmj�[`YjY[l]jÌk�ZY[c_jgmf\2�O`]j]�\a\�

qgm�_]l�qgmj�[geZYl�ljYafaf_$�Yf\�o`Yl�k]l�qgm�YhYjl�

^jge�l`]�emf\Yf]�oYjjagjk�Yjgmf\�qgm7�O]j]�qgm�

hYjla[mdYjdq�jml`d]kk7�<a\�qgm�_]l�]pljY�`]dh�^jge�Y�

e]flgj$�h]j`Yhk�Z][Ymk]�g^�qgmj�]p[]hlagfYd�\]\a[Ylagf7�

O`Yl�\jgn]�qgm�lg�l`ak�ljYafaf_�af�l`]�Õjkl�hdY[]7�9�

l`j]Yl�lg�qgmj�`ge]dYf\$�Y�l`ajkl�^gj�j]n]f_]$�gj�Y�f]]\�

lg�hjgn]�qgmjk]d^�ea_`l�Ydd�`Yn]�Z]]f�^Y[lgjk&

� Qgm�ea_`l�`Yn]�]fbgq]\�^gjeYd�ljYafaf_�af�Y�fgZd]Ìk�

Yjeq�gj�af�Y�dg[Yd�eadalaY&�H]j`Yhk�qgm�ljYaf]\�af�Y�oYj�

academy, learning strategy, tactics, and military history. 

Gj�qgm�ea_`l�Z]�k]d^%lYm_`lÈmfhgdak`]\�Zml�o]dd�l]kl]\&�

<a\�qgm�lYc]�mh�l`]�kogj\�Yk�Y�oYq�lg�]k[Yh]�l`]�daealk�

g^�da^]�gf�Y�^Yje$�gj�Yj]�qgm�^gddgoaf_�Y�hjgm\�^Yeadq�

ljY\alagf7�O`]j]�\a\�qgm�Y[imaj]�qgmj�o]Yhgfk�Yf\�

Yjegj7�L`]q�ea_`l�`Yn]�Z]]f�eadalYjq�akkm]�gj�^Yeadq�

`]ajdggek$�gj�h]j`Yhk�qgm�k[jaeh]\�Yf\�kYn]\�^gj�q]Yjk�

lg�Zmq�l`]e&�Qgmj�YjeYe]flk�Yj]�fgo�Yegf_�qgmj�

most important possessions—the only things that stand 

Z]lo]]f�qgm�Yf\�\]Yl`Ìk�]eZjY[]&

Quick Build
Qgm�[Yf�eYc]�Y�Õ_`l]j�ima[cdq�Zq�^gddgoaf_�l`]k]�

km__]klagfk&�>ajkl$�eYc]�Klj]f_l`�gj�<]pl]jalq�qgmj�

`a_`]kl�YZadalq�k[gj]$�\]h]f\af_�gf�o`]l`]j�qgm�

oYfl�lg�^g[mk�gf�e]d]]�o]Yhgfk�gj�gf�Yj[`]jq� gj�

Õf]kk]�o]Yhgfk!&�Qgmj�f]pl%`a_`]kl�k[gj]�k`gmd\�Z]�

;gfklalmlagf&�K][gf\$�[`ggk]�l`]�kgd\a]j�ZY[c_jgmf\&

Class Features
9k�Y�Õ_`l]j$�qgm�_Yaf�l`]�^gddgoaf_�[dYkk�^]Ylmj]k&

Hit Points
Hit Dice: )\)(�h]j�Õ_`l]j�d]n]d

Hit Points at 1st Level: )(�#�qgmj�;gfklalmlagf�eg\aÕ]j

Hit Points at Higher Levels: )\)(� gj�.!�#�qgmj�

;gfklalmlagf�eg\aÕ]j�h]j�Õ_`l]j�d]n]d�Y^l]j�)kl

Proficiencies
Armor: 9dd�Yjegj$�k`a]d\k

Weapons: Simple weapons, martial weapons

Tools: Fgf]

Saving Throws: Klj]f_l`$�;gfklalmlagf

Skills: ;`ggk]�log�kcaddk�^jge�9[jgZYla[k$�9faeYd�

@Yf\daf_$�9l`d]la[k$�@aklgjq$�Afka_`l$�Aflaea\Ylagf$�

H]j[]hlagf$�Yf\�KmjnanYd

Equipment
Qgm�klYjl�oal`�l`]�^gddgoaf_�]imahe]fl$�af�Y\\alagf�lg�

l`]�]imahe]fl�_jYfl]\�Zq�qgmj�ZY[c_jgmf\2

��  Y!�[`Yaf�eYad�gj� Z!�d]Yl`]j$�dgf_Zgo$�Yf\�*(�Yjjgok

��  Y!�Y�eYjlaYd�o]Yhgf�Yf\�Y�k`a]d\�gj� Z!�log�

martial weapons

��  Y!�Y�da_`l�[jgkkZgo�Yf\�*(�Zgdlk�gj� Z!�log�`Yf\Yp]k

��  Y!�Y�\mf_]gf]]jÌk�hY[c�gj� Z!�Yf�]phdgj]jÌk�hY[c

Fighter
9�`meYf�af�[dYf_af_�hdYl]�Yjegj�`gd\k�`]j�k`a]d\�

Z]^gj]�`]j�Yk�k`]�jmfk�lgoYj\�l`]�eYkk]\�_gZdafk&�9f�

]d^�Z]`af\�`]j$�[dY\�af�klm\\]\�d]Yl`]j�Yjegj$�h]hh]jk�

l`]�_gZdafk�oal`�Yjjgok�dggk]\�^jge�`ak�]pimakal]�

Zgo&�L`]�`Yd^%gj[�f]YjZq�k`gmlk�gj\]jk$�`]dhaf_�

l`]�log�[geZYlYflk�[ggj\afYl]�l`]aj�YkkYmdl�lg�l`]�

best advantage.

� 9�\oYj^�af�[`Yaf�eYad�afl]jhgk]k�`ak�k`a]d\�Z]lo]]f�

l`]�g_j]Ìk�[dmZ�Yf\�`ak�[gehYfagf$�cfg[caf_�l`]�\]Y\dq�

Zdgo�Yka\]&�@ak�[gehYfagf$�Y�`Yd^%]d^�af�k[Yd]�Yjegj$�

swings two scimitars in a blinding whirl as she circles 

the ogre, looking for a blind spot in its defenses.

� 9�_dY\aYlgj�Õ_`lk�^gj�khgjl�af�Yf�Yj]fY$�Y�eYkl]j�oal`�

his trident and net, skilled at toppling foes and moving 

l`]e�Yjgmf\�^gj�l`]�[jgo\Ìk�\]da_`lÈYf\�`ak�gof�

lY[la[Yd�Y\nYflY_]&�@ak�ghhgf]flÌk�kogj\�ÖYj]k�oal`�

Zdm]�da_`l�Yf�afklYfl�Z]^gj]�k`]�k]f\k�da_`lfaf_�ÖYk`af_�

forth to smite him.

� 9dd�g^�l`]k]�`]jg]k�Yj]�Õ_`l]jk$�h]j`Yhk�l`]�egkl�

diverse class of characters in the worlds of <জळક���

<ߣজક&�Im]klaf_�cfa_`lk$�[gfim]jaf_�gn]jdgj\k$�jgqYd�

champions, elite foot soldiers, hardened mercenaries, 

Yf\�ZYf\al�caf_kÈYk�Õ_`l]jk$�l`]q�Ydd�k`Yj]�Yf�

mfhYjYdd]d]\�eYkl]jq�oal`�o]Yhgfk�Yf\�Yjegj$�Yf\�Y�

l`gjgm_`�cfgod]\_]�g^�l`]�kcaddk�g^�[geZYl&�9f\�l`]q�

Yj]�o]dd�Y[imYafl]\�oal`�\]Yl`$�Zgl`�e]laf_�al�gml�Yf\�

klYjaf_�al�\]ÕYfldq�af�l`]�^Y[]&

Well-Rounded Specialists
>a_`l]jk�d]Yjf�l`]�ZYka[k�g^�Ydd�[geZYl�klqd]k&�=n]jq�

Õ_`l]j�[Yf�koaf_�Yf�Yp]$�^]f[]�oal`�Y�jYha]j$�oa]d\�Y�

dgf_kogj\�gj�Y�_j]Ylkogj\$�mk]�Y�Zgo$�Yf\�]n]f�ljYh�^g]k�

af�Y�f]l�oal`�kge]�\]_j]]�g^�kcadd&�Dac]oak]$�Y�Õ_`l]j�ak�

adept with shields and every form of armor. Beyond that 

ZYka[�\]_j]]�g^�^YeadaYjalq$�]Y[`�Õ_`l]j�kh][aYdar]k�af�Y�

certain style of combat. Some concentrate on archery, 

kge]�gf�Õ_`laf_�oal`�log�o]Yhgfk�Yl�gf[]$�Yf\�kge]�

gf�Ym_e]flaf_�l`]aj�eYjlaYd�kcaddk�oal`�eY_a[&�L`ak�

[geZafYlagf�g^�ZjgY\�_]f]jYd�YZadalq�Yf\�]pl]fkan]�

kh][aYdarYlagf�eYc]k�Õ_`l]jk�kmh]jagj�[geZYlYflk�

gf�ZYlld]Õ]d\k�Yf\�af�\mf_]gfk�Ydac]&

Trained for Danger
Fgl�]n]jq�e]eZ]j�g^�l`]�[alq�oYl[`$�l`]�naddY_]�eadalaY$�

gj�l`]�im]]fÌk�Yjeq�ak�Y�Õ_`l]j&�Egkl�g^�l`]k]�ljgghk�Yj]�

j]dYlan]dq�mfljYaf]\�kgd\a]jk�oal`�gfdq�l`]�egkl�ZYka[�

[geZYl�cfgod]\_]&�N]l]jYf�kgd\a]jk$�eadalYjq�g[]jk$�

ljYaf]\�Zg\q_mYj\k$�\]\a[Yl]\�cfa_`lk$�Yf\�kaeadYj�

Õ_mj]k�Yj]�Õ_`l]jk&

� Kge]�Õ_`l]jk�^]]d�\jYof�lg�mk]�l`]aj�ljYafaf_�Yk�

Y\n]flmj]jk&�L`]�\mf_]gf�\]dnaf_$�egfkl]j�kdYqaf_$�Yf\�

gl`]j�\Yf_]jgmk�ogjc�[geegf�Yegf_�Y\n]flmj]jk�ak�

k][gf\�fYlmj]�^gj�Y�Õ_`l]j$�fgl�Ydd�l`Yl�\aץ]j]fl�^jge�

l`]�da^]�`]�gj�k`]�d]^l�Z]`af\&�L`]j]�Yj]�_j]Yl]j�jakck$�

h]j`Yhk$�Zml�Ydkg�em[`�_j]Yl]j�j]oYj\kÈ^]o�Õ_`l]jk�af�

l`]�[alq�oYl[`�`Yn]�l`]�ghhgjlmfalq�lg�\ak[gn]j�Y�eY_a[�

ÖYe]�lgf_m]�kogj\$�^gj�]pYehd]&
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Martial Archetype
9l�+j\�d]n]d$�qgm�[`ggk]�Yf�Yj[`]lqh]�l`Yl�qgm�kljan]�

lg�]emdYl]�af�qgmj�[geZYl�klqd]k�Yf\�l][`faim]k&�L`]�

;`Yehagf�Yj[`]lqh]�ak�\]lYad]\�Yl�l`]�]f\�g^�l`]�[dYkk�

\]k[jahlagf3�k]]�l`]�HdYq]jÌk�@Yf\Zggc for information 

gf�gl`]j�eYjlaYd�Yj[`]lqh]k&�Qgmj�Yj[`]lqh]�_jYflk�

qgm�^]Ylmj]k�Yl�+j\�d]n]d�Yf\�Y_Yaf�Yl�/l`$�)(l`$�)-l`$�

Yf\�)0l`�d]n]d&

Ability Score Improvement
O`]f�qgm�j]Y[`�,l`�d]n]d$�Yf\�Y_Yaf�Yl�.l`$�0l`$�)*l`$�

),l`$�).l`$�Yf\�)1l`�d]n]d$�qgm�[Yf�af[j]Yk]�gf]�YZadalq�

k[gj]�g^�qgmj�[`ga[]�Zq�*$�gj�qgm�[Yf�af[j]Yk]�log�YZadalq�

k[gj]k�g^�qgmj�[`ga[]�Zq�)&�9k�fgjeYd$�qgm�[YfÌl�af[j]Yk]�

Yf�YZadalq�k[gj]�YZgn]�*(�mkaf_�l`ak�^]Ylmj]&

Extra Attack
:]_affaf_�Yl�-l`�d]n]d$�qgm�[Yf�YllY[c�loa[]$�afkl]Y\�g^�

gf[]$�o`]f]n]j�qgm�lYc]�l`]�9llY[c�Y[lagf�gf�qgmj�lmjf&

� L`]�fmeZ]j�g^�YllY[ck�af[j]Yk]k�lg�l`j]]�o`]f�qgm�

j]Y[`�))l`�d]n]d�af�l`ak�[dYkk�Yf\�lg�^gmj�o`]f�qgm�j]Y[`�

*(l`�d]n]d�af�l`ak�[dYkk&

Indomitable
:]_affaf_�Yl�1l`�d]n]d$�qgm�[Yf�j]jgdd�Y�kYnaf_�l`jgo�

l`Yl�qgm�^Yad&�A^�qgm�\g�kg$�qgm�emkl�mk]�l`]�f]o�jgdd$�

Yf\�qgm�[YfÌl�mk]�l`ak�^]Ylmj]�Y_Yaf�mflad�qgm�Õfak`�

a long rest.

� Qgm�[Yf�mk]�l`ak�^]Ylmj]�loa[]�Z]lo]]f�dgf_�j]klk�

klYjlaf_�Yl�)+l`�d]n]d�Yf\�l`j]]�lae]k�Z]lo]]f�dgf_�j]klk�

klYjlaf_�Yl�)/l`�d]n]d&

Fighting Style
Qgm�Y\ghl�Y�hYjla[mdYj�klqd]�g^�Õ_`laf_�Yk�qgmj�kh][aYdlq&�

;`ggk]�gf]�g^�l`]�^gddgoaf_�ghlagfk&�Qgm�[YfÌl�lYc]�Y�

>a_`laf_�Klqd]�ghlagf�egj]�l`Yf�gf[]$�]n]f�a^�qgm�dYl]j�

get to choose again.

Archery
Qgm�_Yaf�Y�#*�Zgfmk�lg�YllY[c�jgddk�qgm�eYc]�oal`�

ranged weapons.

Defense
O`ad]�qgm�Yj]�o]Yjaf_�Yjegj$�qgm�_Yaf�Y�#)�Zgfmk�lg�9;&

Dueling
O`]f�qgm�Yj]�oa]d\af_�Y�e]d]]�o]Yhgf�af�gf]�`Yf\�Yf\�

fg�gl`]j�o]Yhgfk$�qgm�_Yaf�Y�#*�Zgfmk�lg�\YeY_]�jgddk�

with that weapon.

Great Weapon Fighting
O`]f�qgm�jgdd�Y�)�gj�*�gf�Y�\YeY_]�\a]�^gj�Yf�YllY[c�qgm�

eYc]�oal`�Y�e]d]]�o]Yhgf�l`Yl�qgm�Yj]�oa]d\af_�oal`�

log�`Yf\k$�qgm�[Yf�j]jgdd�l`]�\a]�Yf\�emkl�mk]�l`]�f]o�

jgdd$�]n]f�a^�l`]�f]o�jgdd�ak�Y�)�gj�Y�*&�L`]�o]Yhgf�emkl�

`Yn]�l`]�log%`Yf\]\�gj�n]jkYlad]�hjgh]jlq�^gj�qgm�lg�_Yaf�

l`ak�Z]f]Õl&

Protection
O`]f�Y�[j]Ylmj]�qgm�[Yf�k]]�YllY[ck�Y�lYj_]l�gl`]j�

l`Yf�qgm�l`Yl�ak�oal`af�-�^]]l�g^�qgm$�qgm�[Yf�mk]�qgmj�

j]Y[lagf�lg�aehgk]�\akY\nYflY_]�gf�l`]�YllY[c�jgdd&�Qgm�

emkl�Z]�oa]d\af_�Y�k`a]d\&

Two-Weapon Fighting
O`]f�qgm�]f_Y_]�af�log%o]Yhgf�Õ_`laf_$�qgm�[Yf�Y\\�

qgmj�YZadalq�eg\aÕ]j�lg�l`]�\YeY_]�g^�l`]�k][gf\�YllY[c&

Second Wind
Qgm�`Yn]�Y�daeal]\�o]dd�g^�klYeafY�l`Yl�qgm�[Yf�\jYo�gf�

lg�hjgl][l�qgmjk]d^�^jge�`Yje&�Gf�qgmj�lmjf$�qgm�[Yf�mk]�

Y�Zgfmk�Y[lagf�lg�j]_Yaf�`al�hgaflk�]imYd�lg�)\)(�#�qgmj�

Õ_`l]j�d]n]d&

� Gf[]�qgm�mk]�l`ak�^]Ylmj]$�qgm�emkl�Õfak`�Y�k`gjl�gj�

dgf_�j]kl�Z]^gj]�qgm�[Yf�mk]�al�Y_Yaf&

Action Surge
KlYjlaf_�Yl�*f\�d]n]d$�qgm�[Yf�hmk`�qgmjk]d^�Z]qgf\�qgmj�

fgjeYd�daealk�^gj�Y�ege]fl&�Gf�qgmj�lmjf$�qgm�[Yf�lYc]�

gf]�Y\\alagfYd�Y[lagf�gf�lgh�g^�qgmj�j]_mdYj�Y[lagf�Yf\�Y�

hgkkaZd]�Zgfmk�Y[lagf&

� Gf[]�qgm�mk]�l`ak�^]Ylmj]$�qgm�emkl�Õfak`�Y�k`gjl�gj�

dgf_�j]kl�Z]^gj]�qgm�[Yf�mk]�al�Y_Yaf&�KlYjlaf_�Yl�)/l`�

d]n]d$�qgm�[Yf�mk]�al�loa[]�Z]^gj]�Y�j]kl$�Zml�gfdq�gf[]�gf�

l`]�kYe]�lmjf&

The Fighter

Level
3URśFLHQF\

Bonus Features

1st +2 Fighting Style, Second Wind

2nd +2 $FWLRQ�6XUJH��RQH�XVH�

3rd +2 0DUWLDO�$UFKHW\SH

4th +2 $ELOLW\�6FRUH�,PSURYHPHQW

�WK +3 ([WUD�$WWDFN

6th +3 $ELOLW\�6FRUH�,PSURYHPHQW

7th +3 0DUWLDO�$UFKHW\SH�IHDWXUH

�WK +3 $ELOLW\�6FRUH�,PSURYHPHQW

�WK +4 Indomitable (one use)

10th +4 0DUWLDO�$UFKHW\SH�IHDWXUH

11th +4 ([WUD�$WWDFN����

12th +4 $ELOLW\�6FRUH�,PSURYHPHQW

13th �� Indomitable (two uses)

14th �� $ELOLW\�6FRUH�,PSURYHPHQW

��WK �� 0DUWLDO�$UFKHW\SH�IHDWXUH

16th �� $ELOLW\�6FRUH�,PSURYHPHQW

17th +6 $FWLRQ�6XUJH��WZR�XVHV���,QGRPLWDEOH�

(three uses)

��WK +6 0DUWLDO�$UFKHW\SH�IHDWXUH

��WK +6 $ELOLW\�6FRUH�,PSURYHPHQW

20th +6 ([WUD�$WWDFN����
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Rogue
Ka_fYdaf_�^gj�`]j�[gehYfagfk�lg�oYal$�Y�`YdÖaf_�[j]]hk�

^gjoYj\�l`jgm_`�l`]�\mf_]gf�`Ydd&�K`]�hj]kk]k�Yf�]Yj�

lg�l`]�\ggj$�l`]f�hmddk�gml�Y�k]l�g^�lggdk�Yf\�ha[ck�l`]�

dg[c�af�l`]�Zdafc�g^�Yf�]q]&�L`]f�k`]�\akYhh]Yjk�aflg�

l`]�k`Y\gok�Yk�`]j�Õ_`l]j�^ja]f\�egn]k�^gjoYj\�lg�ca[c�

the door open.

� 9�`meYf�dmjck�af�l`]�k`Y\gok�g^�Yf�Ydd]q�o`ad]�`ak�

Y[[gehda[]�hj]hYj]k�^gj�`]j�hYjl�af�l`]�YeZmk`&�O`]f�

l`]aj�lYj_]lÈY�fglgjagmk�kdYn]jÈhYkk]k�l`]�Ydd]qoYq$�

l`]�Y[[gehda[]�[ja]k�gml$�l`]�kdYn]j�[ge]k�lg�afn]kla_Yl]$�

Yf\�l`]�YkkYkkafÌk�ZdY\]�[mlk�`ak�l`jgYl�Z]^gj]�`]�[Yf�

eYc]�Y�kgmf\&

� Kmhhj]kkaf_�Y�_a__d]$�Y�_fge]�oY__d]k�`]j�Õf_]jk�

Yf\�eY_a[Yddq�da^lk�l`]�c]q�jaf_�^jge�l`]�_mYj\Ìk�Z]dl&�

In a moment, the keys are in her hand, the cell door is 

open, and she and her companions are free to make 

their escape.

� Jg_m]k�j]dq�gf�kcadd$�kl]Ydl`$�Yf\�l`]aj�^g]kÌ�

nmdf]jYZadala]k�lg�_]l�l`]�mhh]j�`Yf\�af�Yfq�kalmYlagf&�

L`]q�`Yn]�Y�cfY[c�^gj�Õf\af_�l`]�kgdmlagf�lg�bmkl�YZgml�

Yfq�hjgZd]e$�\]egfkljYlaf_�Y�j]kgmj[]^mdf]kk�Yf\�

n]jkYladalq�l`Yl�ak�l`]�[gjf]jklgf]�g^�Yfq�km[[]kk^md�

Y\n]flmjaf_�hYjlq&

Skill and Precision
Jg_m]k�\]ngl]�Yk�em[`�]ץgjl�lg�eYkl]jaf_�l`]�mk]�g^�

a variety of skills as they do to perfecting their combat 

YZadala]k$�_anaf_�l`]e�Y�ZjgY\�]ph]jlak]�l`Yl�^]o�gl`]j�

[`YjY[l]jk�[Yf�eYl[`&�EYfq�jg_m]k�^g[mk�gf�kl]Ydl`�Yf\�

\][]hlagf$�o`ad]�gl`]jk�j]Õf]�l`]�kcaddk�l`Yl�`]dh�l`]e�

af�Y�\mf_]gf�]fnajgfe]fl$�km[`�Yk�[daeZaf_$�Õf\af_�Yf\�

disarming traps, and opening locks.

� O`]f�al�[ge]k�lg�[geZYl$�jg_m]k�hjagjalar]�[mffaf_�

gn]j�Zjml]�klj]f_l`&�9�jg_m]�ogmd\�jYl`]j�eYc]�gf]�

hj][ak]�kljac]$�hdY[af_�al�]pY[ldq�o`]j]�l`]�YllY[c�oadd�

`mjl�l`]�lYj_]l�egkl$�l`Yf�o]Yj�Yf�ghhgf]fl�\gof�

oal`�Y�ZYjjY_]�g^�YllY[ck&�Jg_m]k�`Yn]�Yf�Ydegkl�

kmh]jfYlmjYd�cfY[c�^gj�Ynga\af_�\Yf_]j$�Yf\�Y�^]o�d]Yjf�

eY_a[Yd�lja[ck�lg�kmhhd]e]fl�l`]aj�gl`]j�YZadala]k&

A Shady Living
=n]jq�lgof�Yf\�[alq�`Yk�alk�k`Yj]�g^�jg_m]k&�Egkl�g^�

l`]e�dan]�mh�lg�l`]�ogjkl�kl]j]glqh]k�g^�l`]�[dYkk$�

eYcaf_�Y�danaf_�Yk�Zmj_dYjk$�YkkYkkafk$�[mlhmjk]k$�Yf\�

[gf�Yjlaklk&�G^l]f$�l`]k]�k[gmf\j]dk�Yj]�gj_Yfar]\�

aflg�l`a]n]kÌ�_mad\k�gj�[jae]�^Yeada]k&�Hd]flq�g^�jg_m]k�

gh]jYl]�af\]h]f\]fldq$�Zml�]n]f�l`]q�kge]lae]k�

j][jmal�Yhhj]fla[]k�lg�`]dh�l`]e�af�l`]aj�k[Yek�

Yf\�`]aklk&�9�^]o�jg_m]k�eYc]�Yf�`gf]kl�danaf_�Yk�

dg[ckeal`k$�afn]kla_Ylgjk$�gj�]pl]jeafYlgjk$�o`a[`�[Yf�

Z]�Y�\Yf_]jgmk�bgZ�af�Y�ogjd\�o`]j]�\aj]�jYlkÈYf\�

o]j]jYlkÈ`Ymfl�l`]�k]o]jk&

� 9k�Y\n]flmj]jk$�jg_m]k�^Ydd�gf�Zgl`�ka\]k�g^�l`]�dYo&�

Some are hardened criminals who decide to seek their 

^gjlmf]�af�lj]Ykmj]�`gYj\k$�o`ad]�gl`]jk�lYc]�mh�Y�da^]�g^�

Y\n]flmj]�lg�]k[Yh]�^jge�l`]�dYo&�Kge]�`Yn]�d]Yjf]\�

Yf\�h]j^][l]\�l`]aj�kcaddk�oal`�l`]�]phda[al�hmjhgk]�g^�

afÕdljYlaf_�Yf[a]fl�jmafk�Yf\�`a\\]f�[jqhlk�af�k]Yj[`�

g^�lj]Ykmj]&

Martial Archetypes
<aץ]j]fl�Õ_`l]jk�[`ggk]�\aץ]j]fl�YhhjgY[`]k�lg�

h]j^][laf_�l`]aj�Õ_`laf_�hjgo]kk&�L`]�eYjlaYd�Yj[`]lqh]�

qgm�[`ggk]�lg�]emdYl]�j]Ö][lk�qgmj�YhhjgY[`&

Champion
L`]�Yj[`]lqhYd�;`Yehagf�^g[mk]k�gf�l`]�\]n]dghe]fl�

of raw physical power honed to deadly perfection. 

L`gk]�o`g�eg\]d�l`]ek]dn]k�gf�l`ak�Yj[`]lqh]�[geZaf]�

ja_gjgmk�ljYafaf_�oal`�h`qka[Yd�]p[]dd]f[]�lg�\]Yd�

devastating blows.

Improved Critical
:]_affaf_�o`]f�qgm�[`ggk]�l`ak�Yj[`]lqh]�Yl�+j\�

d]n]d$�qgmj�o]Yhgf�YllY[ck�k[gj]�Y�[jala[Yd�`al�gf�Y�jgdd�

g^�)1�gj�*(&

Remarkable Athlete
KlYjlaf_�Yl�/l`�d]n]d$�qgm�[Yf�Y\\�`Yd^�qgmj�hjgÕ[a]f[q�

Zgfmk� jgmf\�mh!�lg�Yfq�Klj]f_l`$�<]pl]jalq$�gj�

;gfklalmlagf�[`][c�qgm�eYc]�l`Yl�\g]kfÌl�Ydj]Y\q�mk]�

qgmj�hjgÕ[a]f[q�Zgfmk&

� Af�Y\\alagf$�o`]f�qgm�eYc]�Y�jmffaf_�dgf_�bmeh$�l`]�

\aklYf[]�qgm�[Yf�[gn]j�af[j]Yk]k�Zq�Y�fmeZ]j�g^�^]]l�

]imYd�lg�qgmj�Klj]f_l`�eg\aÕ]j&

Additional Fighting Style
9l�)(l`�d]n]d$�qgm�[Yf�[`ggk]�Y�k][gf\�ghlagf�^jge�l`]�

>a_`laf_�Klqd]�[dYkk�^]Ylmj]&

Superior Critical
KlYjlaf_�Yl�)-l`�d]n]d$�qgmj�o]Yhgf�YllY[ck�k[gj]�Y�

[jala[Yd�`al�gf�Y�jgdd�g^�)0Ç*(&

Survivor
9l�)0l`�d]n]d$�qgm�YllYaf�l`]�haffY[d]�g^�j]kada]f[]�af�

ZYlld]&�9l�l`]�klYjl�g^�]Y[`�g^�qgmj�lmjfk$�qgm�j]_Yaf�`al�

hgaflk�]imYd�lg�-�#�qgmj�;gfklalmlagf�eg\aÕ]j�a^�qgm�

`Yn]�fg�egj]�l`Yf�`Yd^�g^�qgmj�`al�hgaflk�d]^l&�Qgm�\gfÌl�

_Yaf�l`ak�Z]f]Õl�a^�qgm�`Yn]�(�`al�hgaflk&
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Expertise
9l�)kl�d]n]d$�[`ggk]�log�g^�qgmj�kcadd�hjgÕ[a]f[a]k$�gj�

gf]�g^�qgmj�kcadd�hjgÕ[a]f[a]k�Yf\�qgmj�hjgÕ[a]f[q�oal`�

l`a]n]kÌ�lggdk&�Qgmj�hjgÕ[a]f[q�Zgfmk�ak�\gmZd]\�^gj�Yfq�

YZadalq�[`][c�qgm�eYc]�l`Yl�mk]k�]al`]j�g^�l`]�[`gk]f�

hjgÕ[a]f[a]k&

� 9l�.l`�d]n]d$�qgm�[Yf�[`ggk]�log�egj]�g^�qgmj�

hjgÕ[a]f[a]k� af�kcaddk�gj�oal`�l`a]n]kÌ�lggdk!�lg�_Yaf�

l`ak�Z]f]Õl&

Sneak Attack
:]_affaf_�Yl�)kl�d]n]d$�qgm�cfgo�`go�lg�kljac]�kmZldq�

Yf\�]phdgal�Y�^g]Ìk�\akljY[lagf&�Gf[]�h]j�lmjf$�qgm�[Yf�

\]Yd�Yf�]pljY�)\.�\YeY_]�lg�gf]�[j]Ylmj]�qgm�`al�oal`�

Yf�YllY[c�a^�qgm�`Yn]�Y\nYflY_]�gf�l`]�YllY[c�jgdd&�L`]�

YllY[c�emkl�mk]�Y�Õf]kk]�gj�Y�jYf_]\�o]Yhgf&

� Qgm�\gfÌl�f]]\�Y\nYflY_]�gf�l`]�YllY[c�jgdd�a^�Yfgl`]j�

]f]eq�g^�l`]�lYj_]l�ak�oal`af�-�^]]l�g^�al$�l`Yl�]f]eq�akfÌl�

af[YhY[alYl]\$�Yf\�qgm�\gfÌl�`Yn]�\akY\nYflY_]�gf�l`]�

attack roll.

� L`]�Yegmfl�g^�l`]�]pljY�\YeY_]�af[j]Yk]k�Yk�qgm�

_Yaf�d]n]dk�af�l`ak�[dYkk$�Yk�k`gof�af�l`]�Kf]Yc�9llY[c�

[gdmef�g^�l`]�Jg_m]�lYZd]&

Thieves’ Cant
<mjaf_�qgmj�jg_m]�ljYafaf_�qgm�d]Yjf]\�l`a]n]kÌ�[Yfl$�Y�

k][j]l�eap�g^�\aYd][l$�bYj_gf$�Yf\�[g\]�l`Yl�Yddgok�qgm�lg�

hide messages in seemingly normal conversation. Only 

Yfgl`]j�[j]Ylmj]�l`Yl�cfgok�l`a]n]kÌ�[Yfl�mf\]jklYf\k�

km[`�e]kkY_]k&�Al�lYc]k�^gmj�lae]k�dgf_]j�lg�[gfn]q�km[`�

a message than it does to speak the same idea plainly.

� Af�Y\\alagf$�qgm�mf\]jklYf\�Y�k]l�g^�k][j]l�ka_fk�Yf\�

kqeZgdk�mk]\�lg�[gfn]q�k`gjl$�kaehd]�e]kkY_]k$�km[`�

Yk�o`]l`]j�Yf�Yj]Y�ak�\Yf_]jgmk�gj�l`]�l]jjalgjq�g^�Y�

l`a]n]kÌ�_mad\$�o`]l`]j�dggl�ak�f]YjZq$�gj�o`]l`]j�l`]�

people in an area are easy marks or will provide a safe 

`gmk]�^gj�l`a]n]k�gf�l`]�jmf&

Cunning Action
KlYjlaf_�Yl�*f\�d]n]d$�qgmj�ima[c�l`afcaf_�Yf\�Y_adalq�

Yddgo�qgm�lg�egn]�Yf\�Y[l�ima[cdq&�Qgm�[Yf�lYc]�Y�

Zgfmk�Y[lagf�gf�]Y[`�g^�qgmj�lmjfk�af�[geZYl&�L`ak�

Y[lagf�[Yf�Z]�mk]\�gfdq�lg�lYc]�l`]�<Yk`$�<ak]f_Y_]$�gj�

@a\]�Y[lagf&

Roguish Archetype
9l�+j\�d]n]d$�qgm�[`ggk]�Yf�Yj[`]lqh]�l`Yl�qgm�]emdYl]�

af�l`]�]p]j[ak]�g^�qgmj�jg_m]�YZadala]k&�L`]�L`a]^�

Yj[`]lqh]�ak�\]lYad]\�`]j]3�k]]�l`]�HdYq]jÌk�@Yf\Zggc 

^gj�gl`]j�Yj[`]lqh]k&�Qgmj�[`ga[]�_jYflk�qgm�^]Ylmj]k�Yl�

+j\�d]n]d�Yf\�l`]f�Y_Yaf�Yl�1l`$�)+l`$�Yf\�)/l`�d]n]d&

Ability Score Improvement
O`]f�qgm�j]Y[`�,l`�d]n]d$�Yf\�Y_Yaf�Yl�0l`$�)(l`$�)*l`$�

).l`$�Yf\�)1l`�d]n]d$�qgm�[Yf�af[j]Yk]�gf]�YZadalq�k[gj]�

g^�qgmj�[`ga[]�Zq�*$�gj�qgm�[Yf�af[j]Yk]�log�YZadalq�

k[gj]k�g^�qgmj�[`ga[]�Zq�)&�9k�fgjeYd$�qgm�[YfÌl�af[j]Yk]�

Yf�YZadalq�k[gj]�YZgn]�*(�mkaf_�l`ak�^]Ylmj]&

Creating a Rogue
9k�qgm�[j]Yl]�qgmj�jg_m]�[`YjY[l]j$�[gfka\]j�l`]�

[`YjY[l]jÌk�j]dYlagfk`ah�lg�l`]�dYo&�<g�qgm�`Yn]�Y�

[jaeafYd�hYklÈgj�hj]k]fl7�9j]�qgm�gf�l`]�jmf�^jge�l`]�

dYo�gj�^jge�Yf�Yf_jq�l`a]n]kÌ�_mad\�eYkl]j7�Gj�\a\�qgm�

d]Yn]�qgmj�_mad\�af�k]Yj[`�g^�Za__]j�jakck�Yf\�Za__]j�

j]oYj\k7�Ak�al�_j]]\�l`Yl�\jan]k�qgm�af�qgmj�Y\n]flmj]k$�

or some other desire or ideal?

� O`Yl�oYk�l`]�lja__]j�l`Yl�d]\�qgm�YoYq�^jge�qgmj�

hj]nagmk�da^]7�<a\�Y�_j]Yl�[gf�gj�`]akl�_gf]�l]jjaZdq�

ojgf_�[Ymk]�qgm�lg�j]]nYdmYl]�qgmj�[Yj]]j7�EYqZ]�

qgm�o]j]�dm[cq�Yf\�Y�km[[]kk^md�jgZZ]jq�_Yn]�qgm�l`]�

[gaf�qgm�f]]\]\�lg�]k[Yh]�l`]�kimYdgj�g^�qgmj�da^]&�

<a\�oYf\]jdmkl�ÕfYddq�[Ydd�qgm�YoYq�^jge�qgmj�`ge]7�

H]j`Yhk�qgm�km\\]fdq�^gmf\�qgmjk]d^�[ml�gץ�^jge�qgmj�

^Yeadq�gj�qgmj�e]flgj$�Yf\�qgm�`Y\�lg�Õf\�Y�f]o�e]Yfk�

g^�kmhhgjl&�Gj�eYqZ]�qgm�eY\]�Y�f]o�^ja]f\ÈYfgl`]j�

e]eZ]j�g^�qgmj�Y\n]flmjaf_�hYjlqÈo`g�k`go]\�qgm�

new possibilities for earning a living and employing 

qgmj�hYjla[mdYj�lYd]flk&

Quick Build
Qgm�[Yf�eYc]�Y�jg_m]�ima[cdq�Zq�^gddgoaf_�l`]k]�

km__]klagfk&�>ajkl$�<]pl]jalq�k`gmd\�Z]�qgmj�`a_`]kl�

YZadalq�k[gj]&�EYc]�Afl]dda_]f[]�qgmj�f]pl%`a_`]kl�a^�

qgm�oYfl�lg�]p[]d�Yl�Afn]kla_Ylagf&�;`ggk]�;`YjakeY�

afkl]Y\�a^�qgm�hdYf�lg�]eh`Ykar]�\][]hlagf�Yf\�kg[aYd�

afl]jY[lagf&�K][gf\$�[`ggk]�l`]�[jaeafYd�ZY[c_jgmf\&

Class Features
9k�Y�jg_m]$�qgm�`Yn]�l`]�^gddgoaf_�[dYkk�^]Ylmj]k&

Hit Points
Hit Dice:�)\0�h]j�jg_m]�d]n]d

Hit Points at 1st Level:�0�#�qgmj�;gfklalmlagf�eg\aÕ]j

Hit Points at Higher Levels:�)\0� gj�-!�#�qgmj�

;gfklalmlagf�eg\aÕ]j�h]j�jg_m]�d]n]d�Y^l]j�)kl

Proficiencies
Armor: Light armor

Weapons: Simple weapons, hand crossbows, 

longswords, rapiers, shortswords

Tools: L`a]n]kÌ�lggdk

Saving Throws: <]pl]jalq$�Afl]dda_]f[]

Skills: ;`ggk]�^gmj�^jge�9[jgZYla[k$�9l`d]la[k$�

Deception, Insight, Intimidation, Investigation, 

H]j[]hlagf$�H]j^gjeYf[]$�H]jkmYkagf$�Kd]a_`l�g^�

@Yf\$�Yf\�Kl]Ydl`

Equipment
Qgm�klYjl�oal`�l`]�^gddgoaf_�]imahe]fl$�af�Y\\alagf�lg�

l`]�]imahe]fl�_jYfl]\�Zq�qgmj�ZY[c_jgmf\2

��  Y!�Y�jYha]j�gj� Z!�Y�k`gjlkogj\

��  Y!�Y�k`gjlZgo�Yf\�iman]j�g^�*(�Yjjgok�gj� Z!�

a shortsword

��  Y!�Y�Zmj_dYjÌk�hY[c$� Z!�Y�\mf_]gf]]jÌk�hY[c$�gj� c!�Yf�

]phdgj]jÌk�hY[c

�� D]Yl`]j�Yjegj$�log�\Y__]jk$�Yf\�l`a]n]kÌ�lggdk
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Stroke of Luck
9l�*(l`�d]n]d$�qgm�`Yn]�Yf�mf[Yffq�cfY[c�^gj�km[[]]\af_�

o`]f�qgm�f]]\�lg&�A^�qgmj�YllY[c�eakk]k�Y�lYj_]l�oal`af�

jYf_]$�qgm�[Yf�lmjf�l`]�eakk�aflg�Y�`al&�9dl]jfYlan]dq$�a^�

qgm�^Yad�Yf�YZadalq�[`][c$�qgm�[Yf�lj]Yl�l`]�\*(�jgdd�Yk�Y�*(&

� Gf[]�qgm�mk]�l`ak�^]Ylmj]$�qgm�[YfÌl�mk]�al�Y_Yaf�mflad�

qgm�Õfak`�Y�k`gjl�gj�dgf_�j]kl&

Roguish Archetypes
Jg_m]k�`Yn]�eYfq�^]Ylmj]k�af�[geegf$�af[dm\af_�l`]aj�

emphasis on perfecting their skills, their precise and 

\]Y\dq�YhhjgY[`�lg�[geZYl$�Yf\�l`]aj�af[j]Ykaf_dq�ima[c�

j]Ö]p]k&�:ml�\aץ]j]fl�jg_m]k�kl]]j�l`gk]�lYd]flk�af�

nYjqaf_�\aj][lagfk$�]eZg\a]\�Zq�l`]�jg_m]�Yj[`]lqh]k&�

Qgmj�[`ga[]�g^�Yj[`]lqh]�ak�Y�j]Ö][lagf�g^�qgmj�^g[mkÈ

fgl�f][]kkYjadq�Yf�af\a[Ylagf�g^�qgmj�[`gk]f�hjg^]kkagf$�

Zml�Y�\]k[jahlagf�g^�qgmj�hj]^]jj]\�l][`faim]k&

Thief
Qgm�`gf]�qgmj�kcaddk�af�l`]�dYj[]fgmk�Yjlk&�:mj_dYjk$�

ZYf\alk$�[mlhmjk]k$�Yf\�gl`]j�[jaeafYdk�lqha[Yddq�^gddgo�

l`ak�Yj[`]lqh]$�Zml�kg�\g�jg_m]k�o`g�hj]^]j�lg�l`afc�g^�

l`]ek]dn]k�Yk�hjg^]kkagfYd�lj]Ykmj]�k]]c]jk$�]phdgj]jk$�

\]dn]jk$�Yf\�afn]kla_Ylgjk&�Af�Y\\alagf�lg�aehjgnaf_�qgmj�

Y_adalq�Yf\�kl]Ydl`$�qgm�d]Yjf�kcaddk�mk]^md�^gj�\]dnaf_�aflg�

Yf[a]fl�jmafk$�j]Y\af_�mf^YeadaYj�dYf_mY_]k$�Yf\�mkaf_�

eY_a[�al]ek�qgm�fgjeYddq�[gmd\fÌl�]ehdgq&

Fast Hands
KlYjlaf_�Yl�+j\�d]n]d$�qgm�[Yf�mk]�l`]�Zgfmk�Y[lagf�

_jYfl]\�Zq�qgmj�;mffaf_�9[lagf�lg�eYc]�Y�<]pl]jalq�

 Kd]a_`l�g^�@Yf\!�[`][c$�mk]�qgmj�l`a]n]kÌ�lggdk�lg�

disarm a trap or open a lock, or take the Use an 

Object action.

Second-Story Work
O`]f�qgm�[`ggk]�l`ak�Yj[`]lqh]�Yl�+j\�d]n]d$�qgm�_Yaf�

l`]�YZadalq�lg�[daeZ�^Ykl]j�l`Yf�fgjeYd3�[daeZaf_�fg�

dgf_]j�[gklk�qgm�]pljY�egn]e]fl&

� Af�Y\\alagf$�o`]f�qgm�eYc]�Y�jmffaf_�bmeh$�l`]�

\aklYf[]�qgm�[gn]j�af[j]Yk]k�Zq�Y�fmeZ]j�g^�^]]l�]imYd�

lg�qgmj�<]pl]jalq�eg\aÕ]j&

Supreme Sneak
KlYjlaf_�Yl�1l`�d]n]d$�qgm�`Yn]�Y\nYflY_]�gf�Y�<]pl]jalq�

 Kl]Ydl`!�[`][c�a^�qgm�egn]�fg�egj]�l`Yf�`Yd^�qgmj�

kh]]\�gf�l`]�kYe]�lmjf&

Use Magic Device
:q�)+l`�d]n]d$�qgm�`Yn]�d]Yjf]\�]fgm_`�YZgml�l`]�

ogjcaf_k�g^�eY_a[�l`Yl�qgm�[Yf�aehjgnak]�l`]�mk]�g^�

al]ek�]n]f�o`]f�l`]q�Yj]�fgl�afl]f\]\�^gj�qgm&�Qgm�

a_fgj]�Ydd�[dYkk$�jY[]$�Yf\�d]n]d�j]imaj]e]flk�gf�l`]�mk]�

of magic items.

Thief’s Reflexes
O`]f�qgm�j]Y[`�)/l`�d]n]d$�qgm�`Yn]�Z][ge]�Y\]hl�Yl�

dYqaf_�YeZmk`]k�Yf\�ima[cdq�]k[Yhaf_�\Yf_]j&�Qgm�[Yf�

lYc]�log�lmjfk�\mjaf_�l`]�Õjkl�jgmf\�g^�Yfq�[geZYl&�Qgm�

lYc]�qgmj�Õjkl�lmjf�Yl�qgmj�fgjeYd�afalaYlan]�Yf\�qgmj�

k][gf\�lmjf�Yl�qgmj�afalaYlan]�eafmk�)(&�Qgm�[YfÌl�mk]�

l`ak�^]Ylmj]�o`]f�qgm�Yj]�kmjhjak]\&

Uncanny Dodge
KlYjlaf_�Yl�-l`�d]n]d$�o`]f�Yf�YllY[c]j�l`Yl�qgm�[Yf�k]]�

`alk�qgm�oal`�Yf�YllY[c$�qgm�[Yf�mk]�qgmj�j]Y[lagf�lg�

`Ydn]�l`]�YllY[cÌk�\YeY_]�Y_Yafkl�qgm&

Evasion
:]_affaf_�Yl�/l`�d]n]d$�qgm�[Yf�faeZdq�\g\_]�gml�g^�l`]�

oYq�g^�[]jlYaf�Yj]Y�]ץ][lk$�km[`�Yk�Y�j]\�\jY_gfÌk�Õ]jq�

breath or an a[]�klgje�kh]dd&�O`]f�qgm�Yj]�kmZb][l]\�

lg�Yf�]ץ][l�l`Yl�Yddgok�qgm�lg�eYc]�Y�<]pl]jalq�kYnaf_�

l`jgo�lg�lYc]�gfdq�`Yd^�\YeY_]$�qgm�afkl]Y\�lYc]�fg�

\YeY_]�a^�qgm�km[[]]\�gf�l`]�kYnaf_�l`jgo$�Yf\�gfdq�

`Yd^�\YeY_]�a^�qgm�^Yad&

Reliable Talent
:q�))l`�d]n]d$�qgm�`Yn]�j]Õf]\�qgmj�[`gk]f�kcaddk�mflad�

l`]q�YhhjgY[`�h]j^][lagf&�O`]f]n]j�qgm�eYc]�Yf�YZadalq�

[`][c�l`Yl�d]lk�qgm�Y\\�qgmj�hjgÕ[a]f[q�Zgfmk$�qgm�[Yf�

lj]Yl�Y�\*(�jgdd�g^�1�gj�dgo]j�Yk�Y�)(&

Blindsense
KlYjlaf_�Yl�),l`�d]n]d$�a^�qgm�Yj]�YZd]�lg�`]Yj$�qgm�Yj]�

YoYj]�g^�l`]�dg[Ylagf�g^�Yfq�`a\\]f�gj�afnakaZd]�[j]Ylmj]�

oal`af�)(�^]]l�g^�qgm&

Slippery Mind
:q�)-l`�d]n]d$�qgm�`Yn]�Y[imaj]\�_j]Yl]j�e]flYd�

klj]f_l`&�Qgm�_Yaf�hjgÕ[a]f[q�af�Oak\ge�kYnaf_�l`jgok&

Elusive
:]_affaf_�Yl�)0l`�d]n]d$�qgm�Yj]�kg�]nYkan]�l`Yl�

YllY[c]jk�jYj]dq�_Yaf�l`]�mhh]j�`Yf\�Y_Yafkl�qgm&�Fg�

YllY[c�jgdd�`Yk�Y\nYflY_]�Y_Yafkl�qgm�o`ad]�qgm�Yj]fÌl�

incapacitated.

The Rogue

Level
3URśFLHQF\

Bonus
Sneak
Attack Features

1st +2 1d6 ([SHUWLVH��6QHDN�$WWDFN��

Thieves’ Cant

2nd +2 1d6 &XQQLQJ�$FWLRQ

3rd +2 2d6 5RJXLVK�$UFKHW\SH

4th +2 2d6 $ELOLW\�6FRUH�,PSURYHPHQW

�WK +3 3d6 Uncanny Dodge

6th +3 3d6 Expertise

7th +3 4d6 Evasion

�WK +3 4d6 $ELOLW\�6FRUH�,PSURYHPHQW

�WK +4 �G� 5RJXLVK�$UFKHW\SH�IHDWXUH

10th +4 �G� $ELOLW\�6FRUH�,PSURYHPHQW

11th +4 6d6 Reliable Talent

12th +4 6d6 $ELOLW\�6FRUH�,PSURYHPHQW

13th �� 7d6 5RJXLVK�$UFKHW\SH�IHDWXUH

14th �� 7d6 Blindsense

��WK �� �G� Slippery Mind

16th �� �G� $ELOLW\�6FRUH�,PSURYHPHQW

17th +6 �G� 5RJXLVK�$UFKHW\SH�IHDWXUH

��WK +6 �G� Elusive

��WK +6 10d6 $ELOLW\�6FRUH�,PSURYHPHQW

20th +6 10d6 Stroke of Luck
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Wizard
;dY\�af�l`]�kadn]j�jgZ]k�l`Yl�\]fgl]�`]j�klYlagf$�Yf�

]d^�[dgk]k�`]j�]q]k�lg�k`ml�gml�l`]�\akljY[lagfk�g^�l`]�

ZYlld]Õ]d\�Yf\�Z]_afk�`]j�ima]l�[`Yfl&�>af_]jk�o]Ynaf_�

af�^jgfl�g^�`]j$�k`]�[gehd]l]k�`]j�kh]dd�Yf\�dYmf[`]k�Y�

lafq�Z]Y\�g^�Õj]�lgoYj\�l`]�]f]eq�jYfck$�o`]j]�al�]jmhlk�

aflg�Y�[gfÖY_jYlagf�l`Yl�]f_md^k�l`]�kgd\a]jk&

� ;`][caf_�Yf\�j][`][caf_�`ak�ogjc$�Y�`meYf�k[jaZ]k�

an intricate magic circle in chalk on the bare stone 

Öggj$�l`]f�khjafcd]k�hgo\]j]\�ajgf�Ydgf_�]n]jq�daf]�Yf\�

_jY[]^md�[mjn]&�O`]f�l`]�[aj[d]�ak�[gehd]l]$�`]�\jgf]k�Y�

dgf_�af[YflYlagf&�9�`gd]�gh]fk�af�khY[]�afka\]�l`]�[aj[d]$�

Zjaf_af_�Y�o`aץ�g^�Zjaeklgf]�^jge�l`]�gl`]jogjd\dq�

plane beyond.

� ;jgm[`af_�gf�l`]�Öggj�af�Y�\mf_]gf�afl]jk][lagf$�Y�

_fge]�lgkk]k�Y�`Yf\^md�g^�keYdd�Zgf]k�afk[jaZ]\�oal`�

eqkla[�kqeZgdk$�emll]jaf_�Y�^]o�ogj\k�g^�hgo]j�gn]j�

l`]e&�;dgkaf_�`ak�]q]k�lg�k]]�l`]�nakagfk�egj]�[d]Yjdq$�

he nods slowly, then opens his eyes and points down the 

passage to his left.

� OarYj\k�Yj]�kmhj]e]�eY_a[%mk]jk$�\]Õf]\�Yf\�mfal]\�

Yk�Y�[dYkk�Zq�l`]�kh]ddk�l`]q�[Ykl&�<jYoaf_�gf�l`]�kmZld]�

o]Yn]�g^�eY_a[�l`Yl�h]je]Yl]k�l`]�[gkegk$�oarYj\k�[Ykl�

kh]ddk�g^�]phdgkan]�Õj]$�Yj[af_�da_`lfaf_$�kmZld]�\][]hlagf$�

Yf\�Zjml]%^gj[]�eaf\�[gfljgd&�L`]aj�eY_a[�[gfbmj]k�

egfkl]jk�^jge�gl`]j�hdYf]k�g^�]pakl]f[]$�_daehk]k�l`]�

^mlmj]$�gj�lmjfk�kdYaf�^g]k�aflg�rgeZa]k&�L`]aj�ea_`la]kl�

kh]ddk�[`Yf_]�gf]�kmZklYf[]�aflg�Yfgl`]j$�[Ydd�e]l]gjk�

down from the sky, or open portals to other worlds.

Scholars of the Arcane
Oad\�Yf\�]fa_eYla[$�nYja]\�af�^gje�Yf\�^mf[lagf$�l`]�

hgo]j�g^�eY_a[�\jYok�klm\]flk�o`g�k]]c�lg�eYkl]j�

its mysteries. Some aspire to become like the gods, 

k`Yhaf_�j]Ydalq�alk]d^&�L`gm_`�l`]�[Yklaf_�g^�Y�lqha[Yd�

kh]dd�j]imaj]k�e]j]dq�l`]�mll]jYf[]�g^�Y�^]o�kljYf_]�

ogj\k$�Ö]]laf_�_]klmj]k$�Yf\�kge]lae]k�Y�haf[`�gj�

[dmeh�g^�]pgla[�eYl]jaYdk$�l`]k]�kmj^Y[]�[gehgf]flk�

ZYj]dq�`afl�Yl�l`]�]ph]jlak]�YllYaf]\�Y^l]j�q]Yjk�g^�

Yhhj]fla[]k`ah�Yf\�[gmfld]kk�`gmjk�g^�klm\q&

� OarYj\k�dan]�Yf\�\a]�Zq�l`]aj�kh]ddk&�=n]jql`af_�]dk]�

ak�k][gf\Yjq&�L`]q�d]Yjf�f]o�kh]ddk�Yk�l`]q�]ph]jae]fl�

Yf\�_jgo�af�]ph]ja]f[]&�L`]q�[Yf�Ydkg�d]Yjf�l`]e�^jge�

gl`]j�oarYj\k$�^jge�Yf[a]fl�lge]k�gj�afk[jahlagfk$�

Yf\�^jge�Yf[a]fl�[j]Ylmj]k� km[`�Yk�l`]�^]q!�l`Yl�Yj]�

steeped in magic.

The Lure of Knowledge
OarYj\kÌ�dan]k�Yj]�k]d\ge�emf\Yf]&�L`]�[dgk]kl�Y�

oarYj\�ak�dac]dq�lg�[ge]�lg�Yf�gj\afYjq�da^]�ak�ogjcaf_�

Yk�Y�kY_]�gj�d][lmj]j�af�Y�daZjYjq�gj�mfan]jkalq$�l]Y[`af_�

gl`]jk�l`]�k][j]lk�g^�l`]�emdlan]jk]&�Gl`]j�oarYj\k�k]dd�

their services as diviners, serve in military forces, or 

hmjkm]�dan]k�g^�[jae]�gj�\geafYlagf&

� :ml�l`]�dmj]�g^�cfgod]\_]�Yf\�hgo]j�[Yddk�]n]f�l`]�

egkl�mfY\n]flmjgmk�oarYj\k�gml�g^�l`]�kY^]lq�g^�l`]aj�

daZjYja]k�Yf\�dYZgjYlgja]k�Yf\�aflg�[jmeZdaf_�jmafk�Yf\�

dgkl�[ala]k&�Egkl�oarYj\k�Z]da]n]�l`Yl�l`]aj�[gmfl]jhYjlk�

af�Yf[a]fl�[anadarYlagfk�cf]o�k][j]lk�g^�eY_a[�l`Yl�`Yn]�

been lost to the ages, and discovering those secrets 

[gmd\�mfdg[c�l`]�hYl`�lg�Y�hgo]j�_j]Yl]j�l`Yf�Yfq�eY_a[�

available in the present age.

The Wizard

Level
3URśFLHQF\

Bonus Features
Cantrips 
Known

—Spell Slots per Spell Level—

1st 2nd 3rd 4th 5th 6th 7th 8th 9th

1st +2 6SHOOFDVWLQJ��$UFDQH�5HFRYHU\ 3 2 — — — — — — — —

2nd +2 $UFDQH�7UDGLWLRQ 3 3 — — — — — — — —

3rd +2 — 3 4 2 — — — — — — —

4th +2 $ELOLW\�6FRUH�,PSURYHPHQW 4 4 3 — — — — — — —

�WK +3 — 4 4 3 2 — — — — — —

6th +3 $UFDQH�7UDGLWLRQ�IHDWXUH 4 4 3 3 — — — — — —

7th +3 — 4 4 3 3 1 — — — — —

�WK +3 $ELOLW\�6FRUH�,PSURYHPHQW 4 4 3 3 2 — — — — —

�WK +4 — 4 4 3 3 3 1 — — — —

10th +4 $UFDQH�7UDGLWLRQ�IHDWXUH � 4 3 3 3 2 — — — —

11th +4 — � 4 3 3 3 2 1 — — —

12th +4 $ELOLW\�6FRUH�,PSURYHPHQW � 4 3 3 3 2 1 — — —

13th �� — � 4 3 3 3 2 1 1 — —

14th �� $UFDQH�7UDGLWLRQ�IHDWXUH � 4 3 3 3 2 1 1 — —

��WK �� — � 4 3 3 3 2 1 1 1 —

16th �� $ELOLW\�6FRUH�,PSURYHPHQW � 4 3 3 3 2 1 1 1 —

17th +6 — � 4 3 3 3 2 1 1 1 1

��WK +6 Spell Mastery � 4 3 3 3 3 1 1 1 1

��WK +6 $ELOLW\�6FRUH�,PSURYHPHQW � 4 3 3 3 3 2 1 1 1

20th +6 Signature Spell � 4 3 3 3 3 2 2 1 1
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Creating a Wizard
;j]Ylaf_�Y�oarYj\�[`YjY[l]j�\]eYf\k�Y�ZY[cklgjq�

\geafYl]\�Zq�Yl�d]Ykl�gf]�]pljYgj\afYjq�]n]fl&�@go�

\a\�qgmj�[`YjY[l]j�Õjkl�[ge]�aflg�[gflY[l�oal`�eY_a[7�

@go�\a\�qgm�\ak[gn]j�qgm�`Y\�Yf�Yhlalm\]�^gj�al7�<g�

qgm�`Yn]�Y�fYlmjYd�lYd]fl$�gj�\a\�qgm�kaehdq�klm\q�

`Yj\�Yf\�hjY[la[]�af[]kkYfldq7�<a\�qgm�]f[gmfl]j�Y�

eY_a[Yd�[j]Ylmj]�gj�Yf�Yf[a]fl�lge]�l`Yl�lYm_`l�qgm�l`]�

basics of magic?

� O`Yl�\j]o�qgm�^gjl`�^jge�qgmj�da^]�g^�klm\q7�<a\�qgmj�

Õjkl�lYkl]�g^�eY_a[Yd�cfgod]\_]�d]Yn]�qgm�`mf_jq�^gj�

egj]7�@Yn]�qgm�j][]an]\�ogj\�g^�Y�k][j]l�j]hgkalgjq�

g^�cfgod]\_]�fgl�q]l�hdmf\]j]\�Zq�Yfq�gl`]j�oarYj\7�

H]j`Yhk�qgmÌj]�kaehdq�]Y_]j�lg�hml�qgmj�f]o^gmf\�

magical skills to the test in the face of danger.

Quick Build
Qgm�[Yf�eYc]�Y�oarYj\�ima[cdq�Zq�^gddgoaf_�l`]k]�

km__]klagfk&�>ajkl$�Afl]dda_]f[]�k`gmd\�Z]�qgmj�`a_`]kl�

YZadalq�k[gj]$�^gddgo]\�Zq�;gfklalmlagf�gj�<]pl]jalq&�

K][gf\$�[`ggk]�l`]�kY_]�ZY[c_jgmf\&�L`aj\$�[`ggk]�l`]�

da_`l, eY_]�`Yf\, and jYq�g^�^jgkl cantrips, along with 

l`]�^gddgoaf_�)kl%d]n]d�kh]ddk�^gj�qgmj�kh]ddZggc2�Zmjfaf_�

`Yf\k, [`Yje�h]jkgf, eY_]�Yjegj, eY_a[�eakkad], 

k`a]d\, and kd]]h.

Class Features
9k�Y�oarYj\$�qgm�_Yaf�l`]�^gddgoaf_�[dYkk�^]Ylmj]k&

Hit Points
Hit Dice: )\.�h]j�oarYj\�d]n]d

Hit Points at 1st Level: .�#�qgmj�;gfklalmlagf�eg\aÕ]j

Hit Points at Higher Levels: )\.� gj�,!�#�qgmj�

;gfklalmlagf�eg\aÕ]j�h]j�oarYj\�d]n]d�Y^l]j�)kl

Proficiencies
Armor:�Fgf]

Weapons: <Y__]jk$�\Yjlk$�kdaf_k$�imYjl]jklYץk$�

light crossbows

Tools: Fgf]

Saving Throws: Intelligence, Wisdom

Skills: ;`ggk]�log�^jge�9j[YfY$�@aklgjq$�Afka_`l$�

Investigation, Medicine, and Religion

Equipment
Qgm�klYjl�oal`�l`]�^gddgoaf_�]imahe]fl$�af�Y\\alagf�lg�

l`]�]imahe]fl�_jYfl]\�Zq�qgmj�ZY[c_jgmf\2

��  Y!�Y�imYjl]jklYץ�gj� Z!�Y�\Y__]j

��  Y!�Y�[gehgf]fl�hgm[`�gj� Z!�Yf�Yj[Yf]�^g[mk

��  Y!�Y�k[`gdYjÌk�hY[c�gj� Z!�Yf�]phdgj]jÌk�hY[c

�� 9�kh]ddZggc

Spellcasting
9k�Y�klm\]fl�g^�Yj[Yf]�eY_a[$�qgm�`Yn]�Y�kh]ddZggc�

[gflYafaf_�kh]ddk�l`Yl�k`go�l`]�Õjkl�_daee]jaf_k�g^�

qgmj�ljm]�hgo]j&�K]]�[`Yhl]j�)(�^gj�l`]�_]f]jYd�jmd]k�g^�

kh]dd[Yklaf_�Yf\�[`Yhl]j�))�^gj�l`]�oarYj\�kh]dd�dakl&

Cantrips
9l�)kl�d]n]d$�qgm�cfgo�l`j]]�[Yfljahk�g^�qgmj�[`ga[]�

^jge�l`]�oarYj\�kh]dd�dakl&�Qgm�d]Yjf�Y\\alagfYd�oarYj\�

[Yfljahk�g^�qgmj�[`ga[]�Yl�`a_`]j�d]n]dk$�Yk�k`gof�af�l`]�

;Yfljahk�Cfgof�[gdmef�g^�l`]�OarYj\�lYZd]&

Spellbook
9l�)kl�d]n]d$�qgm�`Yn]�Y�kh]ddZggc�[gflYafaf_�kap�)kl%d]n]d�

oarYj\�kh]ddk�g^�qgmj�[`ga[]&

Preparing and Casting Spells
L`]�OarYj\�lYZd]�k`gok�`go�eYfq�kh]dd�kdglk�qgm�`Yn]�

lg�[Ykl�qgmj�kh]ddk�g^�)kl�d]n]d�Yf\�`a_`]j&�Lg�[Ykl�gf]�g^�

l`]k]�kh]ddk$�qgm�emkl�]ph]f\�Y�kdgl�g^�l`]�kh]ddÌk�d]n]d�

gj�`a_`]j&�Qgm�j]_Yaf�Ydd�]ph]f\]\�kh]dd�kdglk�o`]f�qgm�

Õfak`�Y�dgf_�j]kl&�

� Qgm�hj]hYj]�l`]�dakl�g^�oarYj\�kh]ddk�l`Yl�Yj]�YnYadYZd]�

^gj�qgm�lg�[Ykl&�Lg�\g�kg$�[`ggk]�Y�fmeZ]j�g^�oarYj\�

kh]ddk�^jge�qgmj�kh]ddZggc�]imYd�lg�qgmj�Afl]dda_]f[]�

eg\aÕ]j�#�qgmj�oarYj\�d]n]d� eafaeme�g^�gf]�kh]dd!&�L`]�

kh]ddk�emkl�Z]�g^�Y�d]n]d�^gj�o`a[`�qgm�`Yn]�kh]dd�kdglk&

� >gj�]pYehd]$�a^�qgmÌj]�Y�+j\%d]n]d�oarYj\$�qgm�`Yn]�

^gmj�)kl%d]n]d�Yf\�log�*f\%d]n]d�kh]dd�kdglk&�Oal`�Yf�

Afl]dda_]f[]�g^�).$�qgmj�dakl�g^�hj]hYj]\�kh]ddk�[Yf�

af[dm\]�kap�kh]ddk�g^�)kl�gj�*f\�d]n]d$�af�Yfq�[geZafYlagf$�

[`gk]f�^jge�qgmj�kh]ddZggc&�A^�qgm�hj]hYj]�l`]�)kl%d]n]d�

spell eY_a[�eakkad]$�qgm�[Yf�[Ykl�al�mkaf_�Y�)kl%d]n]d�gj�Y�

*f\%d]n]d�kdgl&�;Yklaf_�l`]�kh]dd�\g]kfÌl�j]egn]�al�^jge�

qgmj�dakl�g^�hj]hYj]\�kh]ddk&

� Qgm�[Yf�[`Yf_]�qgmj�dakl�g^�hj]hYj]\�kh]ddk�o`]f�

qgm�Õfak`�Y�dgf_�j]kl&�Hj]hYjaf_�Y�f]o�dakl�g^�oarYj\�

kh]ddk�j]imaj]k�lae]�kh]fl�klm\qaf_�qgmj�kh]ddZggc�Yf\�

e]egjaraf_�l`]�af[YflYlagfk�Yf\�_]klmj]k�qgm�emkl�

eYc]�lg�[Ykl�l`]�kh]dd2�Yl�d]Ykl�)�eafml]�h]j�kh]dd�d]n]d�

^gj�]Y[`�kh]dd�gf�qgmj�dakl&

Spellcasting Ability
Afl]dda_]f[]�ak�qgmj�kh]dd[Yklaf_�YZadalq�^gj�qgmj�oarYj\�

kh]ddk$�kaf[]�qgm�d]Yjf�qgmj�kh]ddk�l`jgm_`�\]\a[Yl]\�

klm\q�Yf\�e]egjarYlagf&�Qgm�mk]�qgmj�Afl]dda_]f[]�

o`]f]n]j�Y�kh]dd�j]^]jk�lg�qgmj�kh]dd[Yklaf_�YZadalq&�

Af�Y\\alagf$�qgm�mk]�qgmj�Afl]dda_]f[]�eg\aÕ]j�o`]f�

k]llaf_�l`]�kYnaf_�l`jgo�<;�^gj�Y�oarYj\�kh]dd�qgm�[Ykl�

and when making an attack roll with one.

Spell save DC = ����\RXU�SURILFLHQF\�ERQXV�� 

your Intelligence modifier

6SHOO�DWWDFN�PRGLśHU�= your proficiency bonus + 

your Intelligence modifier

Ritual Casting
Qgm�[Yf�[Ykl�Y�oarYj\�kh]dd�Yk�Y�jalmYd�a^�l`Yl�kh]dd�`Yk�

l`]�jalmYd�lY_�Yf\�qgm�`Yn]�l`]�kh]dd�af�qgmj�kh]ddZggc&�

Qgm�\gfÌl�f]]\�lg�`Yn]�l`]�kh]dd�hj]hYj]\&

Spellcasting Focus
Qgm�[Yf�mk]�Yf�Yj[Yf]�^g[mk� ^gmf\�af�[`Yhl]j�-!�Yk�Y�

kh]dd[Yklaf_�^g[mk�^gj�qgmj�oarYj\�kh]ddk&
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Learning Spells of 1st Level and Higher
=Y[`�lae]�qgm�_Yaf�Y�oarYj\�d]n]d$�qgm�[Yf�Y\\�log�

oarYj\�kh]ddk�g^�qgmj�[`ga[]�lg�qgmj�kh]ddZggc&�=Y[`�

g^�l`]k]�kh]ddk�emkl�Z]�g^�Y�d]n]d�^gj�o`a[`�qgm�`Yn]�

kh]dd�kdglk$�Yk�k`gof�gf�l`]�OarYj\�lYZd]&�Gf�qgmj�

Y\n]flmj]k$�qgm�ea_`l�Õf\�gl`]j�kh]ddk�l`Yl�qgm�[Yf�Y\\�

lg�qgmj�kh]ddZggc� k]]�l`]�ÉQgmj�Kh]ddZggcÊ�ka\]ZYj!&

Arcane Recovery
Qgm�`Yn]�d]Yjf]\�lg�j]_Yaf�kge]�g^�qgmj�eY_a[Yd�]f]j_q�

Zq�klm\qaf_�qgmj�kh]ddZggc&�Gf[]�h]j�\Yq�o`]f�qgm�

Õfak`�Y�k`gjl�j]kl$�qgm�[Yf�[`ggk]�]ph]f\]\�kh]dd�kdglk�

lg�j][gn]j&�L`]�kh]dd�kdglk�[Yf�`Yn]�Y�[geZaf]\�d]n]d�l`Yl�

ak�]imYd�lg�gj�d]kk�l`Yf�`Yd^�qgmj�oarYj\�d]n]d� jgmf\]\�

mh!$�Yf\�fgf]�g^�l`]�kdglk�[Yf�Z]�.l`�d]n]d�gj�`a_`]j&

� >gj�]pYehd]$�a^�qgmÌj]�Y�,l`%d]n]d�oarYj\$�qgm�[Yf�j][gn]j�

mh�lg�log�d]n]dk�ogjl`�g^�kh]dd�kdglk&�Qgm�[Yf�j][gn]j�]al`]j�

a 2nd-level spell slot or two 1st-level spell slots.

Arcane Tradition
O`]f�qgm�j]Y[`�*f\�d]n]d$�qgm�[`ggk]�Yf�Yj[Yf]�

ljY\alagf$�k`Yhaf_�qgmj�hjY[la[]�g^�eY_a[�l`jgm_`�gf]�

g^�]a_`l�k[`ggdk2�9ZbmjYlagf$�;gfbmjYlagf$�<anafYlagf$�

=f[`Yfle]fl$�=ng[Ylagf$�Addmkagf$�F][jgeYf[q$�gj�

LjYfkemlYlagf&�L`]�k[`ggd�g^�=ng[Ylagf�ak�\]lYad]\�

Yl�l`]�]f\�g^�l`]�[dYkk�\]k[jahlagf3�k]]�l`]�HdYq]jÌk�

@Yf\Zggc for information on the other schools.

� Qgmj�[`ga[]�_jYflk�qgm�^]Ylmj]k�Yl�*f\�d]n]d�Yf\�Y_Yaf�

Yl�.l`$�)(l`$�Yf\�),l`�d]n]d&

Ability Score Improvement
O`]f�qgm�j]Y[`�,l`�d]n]d$�Yf\�Y_Yaf�Yl�0l`$�)*l`$�).l`$�

Yf\�)1l`�d]n]d$�qgm�[Yf�af[j]Yk]�gf]�YZadalq�k[gj]�g^�qgmj�

[`ga[]�Zq�*$�gj�qgm�[Yf�af[j]Yk]�log�YZadalq�k[gj]k�g^�

qgmj�[`ga[]�Zq�)&�9k�fgjeYd$�qgm�[YfÌl�af[j]Yk]�Yf�YZadalq�

k[gj]�YZgn]�*(�mkaf_�l`ak�^]Ylmj]&

Spell Mastery
9l�)0l`�d]n]d$�qgm�`Yn]�Y[`a]n]\�km[`�eYkl]jq�gn]j�

[]jlYaf�kh]ddk�l`Yl�qgm�[Yf�[Ykl�l`]e�Yl�oadd&�;`ggk]�Y�

)kl%d]n]d�oarYj\�kh]dd�Yf\�Y�*f\%d]n]d�oarYj\�kh]dd�l`Yl�

Yj]�af�qgmj�kh]ddZggc&�Qgm�[Yf�[Ykl�l`gk]�kh]ddk�Yl�l`]aj�

dgo]kl�d]n]d�oal`gml�]ph]f\af_�Y�kh]dd�kdgl�o`]f�qgm�

`Yn]�l`]e�hj]hYj]\&�A^�qgm�oYfl�lg�[Ykl�]al`]j�kh]dd�Yl�Y�

`a_`]j�d]n]d$�qgm�emkl�]ph]f\�Y�kh]dd�kdgl�Yk�fgjeYd&

� :q�kh]f\af_�0�`gmjk�af�klm\q$�qgm�[Yf�]p[`Yf_]�gf]�

gj�Zgl`�g^�l`]�kh]ddk�qgm�[`gk]�^gj�\aץ]j]fl�kh]ddk�g^�l`]�

same levels.

Signature Spells
O`]f�qgm�j]Y[`�*(l`�d]n]d$�qgm�_Yaf�eYkl]jq�gn]j�log�

hgo]j^md�kh]ddk�Yf\�[Yf�[Ykl�l`]e�oal`�dalld]�]ץgjl&�

;`ggk]�log�+j\%d]n]d�oarYj\�kh]ddk�af�qgmj�kh]ddZggc�

Yk�qgmj�ka_fYlmj]�kh]ddk&�Qgm�YdoYqk�`Yn]�l`]k]�kh]ddk�

hj]hYj]\$�l`]q�\gfÌl�[gmfl�Y_Yafkl�l`]�fmeZ]j�g^�kh]ddk�

qgm�`Yn]�hj]hYj]\$�Yf\�qgm�[Yf�[Ykl�]Y[`�g^�l`]e�gf[]�Yl�

+j\�d]n]d�oal`gml�]ph]f\af_�Y�kh]dd�kdgl&�O`]f�qgm�\g�kg$�

qgm�[YfÌl�\g�kg�Y_Yaf�mflad�qgm�Õfak`�Y�k`gjl�gj�dgf_�j]kl&

� A^�qgm�oYfl�lg�[Ykl�]al`]j�kh]dd�Yl�Y�`a_`]j�d]n]d$�qgm�

emkl�]ph]f\�Y�kh]dd�kdgl�Yk�fgjeYd&

Arcane Traditions
L`]�klm\q�g^�oarYj\jq�ak�Yf[a]fl$�klj]l[`af_�ZY[c�lg�

l`]�]Yjda]kl�egjlYd�\ak[gn]ja]k�g^�eY_a[&�Al�ak�Õjedq�

]klYZdak`]\�af�l`]�ogjd\k�g^�<�<$�oal`�nYjagmk�

ljY\alagfk�\]\a[Yl]\�lg�alk�[gehd]p�klm\q&

� L`]�egkl�[geegf�Yj[Yf]�ljY\alagfk�af�l`]�emdlan]jk]�

j]ngdn]�Yjgmf\�l`]�k[`ggdk�g^�eY_a[&�OarYj\k�l`jgm_`�

l`]�Y_]k�`Yn]�[YlYdg_]\�l`gmkYf\k�g^�kh]ddk$�_jgmhaf_�

them into eight categories called schools, as described 

af�[`Yhl]j�)(&�Af�kge]�hdY[]k$�l`]k]�ljY\alagfk�Yj]�

dal]jYddq�k[`ggdk&�=dk]o`]j]$�l`]q�Yj]�egj]�dac]�Y[Y\]ea[�

\]hYjle]flk$�oal`�janYd�^Y[mdla]k�[geh]laf_�^gj�klm\]flk�

Yf\�^mf\af_&�=n]f�oarYj\k�o`g�ljYaf�Yhhj]fla[]k�af�l`]�

kgdalm\]�g^�l`]aj�gof�lgo]jk�mk]�l`]�\anakagf�g^�eY_a[�

into schools as a learning device, since the spells of 

]Y[`�k[`ggd�j]imaj]�eYkl]jq�g^�\aץ]j]fl�l][`faim]k&

School of Evocation
Qgm�^g[mk�qgmj�klm\q�gf�eY_a[�l`Yl�[j]Yl]k�hgo]j^md�

]d]e]flYd�]ץ][lk�km[`�Yk�Zall]j�[gd\$�k]Yjaf_�ÖYe]$�

jgddaf_�l`mf\]j$�[jY[cdaf_�da_`lfaf_$�Yf\�Zmjfaf_�Y[a\&�

Kge]�]ngc]jk�Õf\�]ehdgqe]fl�af�eadalYjq�^gj[]k$�

serving as artillery to blast enemy armies from afar. 

Gl`]jk�mk]�l`]aj�kh][lY[mdYj�hgo]j�lg�hjgl][l�l`]�o]Yc$�

o`ad]�kge]�k]]c�l`]aj�gof�_Yaf�Yk�ZYf\alk$�Y\n]flmj]jk$�

or aspiring tyrants.

Evocation Savant
:]_affaf_�o`]f�qgm�k]d][l�l`ak�k[`ggd�Yl�*f\�d]n]d$�l`]�

_gd\�Yf\�lae]�qgm�emkl�kh]f\�lg�[ghq�Yf�]ng[Ylagf�kh]dd�

aflg�qgmj�kh]ddZggc�ak�`Ydn]\&

Sculpt Spells
:]_affaf_�Yl�*f\�d]n]d$�qgm�[Yf�[j]Yl]�hg[c]lk�g^�

j]dYlan]�kY^]lq�oal`af�l`]�]ץ][lk�g^�qgmj�]ng[Ylagf�kh]ddk&�

O`]f�qgm�[Ykl�Yf�]ng[Ylagf�kh]dd�l`Yl�Yץ][lk�gl`]j�

[j]Ylmj]k�l`Yl�qgm�[Yf�k]]$�qgm�[Yf�[`ggk]�Y�fmeZ]j�

g^�l`]e�]imYd�lg�)�#�l`]�kh]ddÌk�d]n]d&�L`]�[`gk]f�

[j]Ylmj]k�YmlgeYla[Yddq�km[[]]\�gf�l`]aj�kYnaf_�l`jgok�

Y_Yafkl�l`]�kh]dd$�Yf\�l`]q�lYc]�fg�\YeY_]�a^�l`]q�ogmd\�

fgjeYddq�lYc]�`Yd^�\YeY_]�gf�Y�km[[]kk^md�kYn]&

Potent Cantrip
KlYjlaf_�Yl�.l`�d]n]d$�qgmj�\YeY_af_�[Yfljahk�Yץ][l�

]n]f�[j]Ylmj]k�l`Yl�Ynga\�l`]�Zjmfl�g^�l`]�]ץ][l&�O`]f�

Y�[j]Ylmj]�km[[]]\k�gf�Y�kYnaf_�l`jgo�Y_Yafkl�qgmj�

[Yfljah$�l`]�[j]Ylmj]�lYc]k�`Yd^�l`]�[YfljahÌk�\YeY_]� a^�

Yfq!�Zml�kmץ]jk�fg�Y\\alagfYd�]ץ][l�^jge�l`]�[Yfljah&

Empowered Evocation
:]_affaf_�Yl�)(l`�d]n]d$�qgm�[Yf�Y\\�qgmj�Afl]dda_]f[]�

eg\aÕ]j�lg�l`]�\YeY_]�jgdd�g^�Yfq�oarYj\�]ng[Ylagf�

kh]dd�qgm�[Ykl&
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Overchannel
KlYjlaf_�Yl�),l`�d]n]d$�qgm�[Yf�af[j]Yk]�l`]�hgo]j�g^�

qgmj�kaehd]j�kh]ddk&�O`]f�qgm�[Ykl�Y�oarYj\�kh]dd�g^�

-l`�d]n]d�gj�dgo]j�l`Yl�\]Ydk�\YeY_]$�qgm�[Yf�\]Yd�

eYpaeme�\YeY_]�oal`�l`Yl�kh]dd&

� L`]�Õjkl�lae]�qgm�\g�kg$�qgm�kmץ]j�fg�Y\n]jk]�]ץ][l&�

A^�qgm�mk]�l`ak�^]Ylmj]�Y_Yaf�Z]^gj]�qgm�Õfak`�Y�dgf_�

j]kl$�qgm�lYc]�*\)*�f][jgla[�\YeY_]�^gj�]Y[`�d]n]d�g^�

l`]�kh]dd$�aee]\aYl]dq�Y^l]j�qgm�[Ykl�al&�=Y[`�lae]�qgm�

mk]�l`ak�^]Ylmj]�Y_Yaf�Z]^gj]�Õfak`af_�Y�dgf_�j]kl$�l`]�

f][jgla[�\YeY_]�h]j�kh]dd�d]n]d�af[j]Yk]k�Zq�)\)*&�L`ak�

\YeY_]�a_fgj]k�j]kaklYf[]�Yf\�aeemfalq&

Your Spellbook
The spells that you add to your spellbook as you gain levels 
UHŜHFW�WKH�DUFDQH�UHVHDUFK�\RX�FRQGXFW�RQ�\RXU�RZQ��DV�ZHOO�
as intellectual breakthroughs you have had about the nature 
of the multiverse. You might find other spells during your 
adventures. You could discover a spell recorded on a scroll in 
an evil wizard’s chest, for example, or in a dusty tome in an 
ancient library.
 &RS\LQJ�D�6SHOO�LQWR�WKH�%RRN� When you find a wizard spell 
of 1st level or higher, you can add it to your spellbook if it is 
of a level for which you have spell slots and if you can spare 
the time to decipher and copy it.
 Copying a spell into your spellbook involves reproducing 
the basic form of the spell, then deciphering the unique 
system of notation used by the wizard who wrote it. You 
must practice the spell until you understand the sounds 
or gestures required, then transcribe it into your spellbook 
using your own notation.
 For each level of the spell, the process takes 2 hours and 
FRVWV����JS��7KH�FRVW�UHSUHVHQWV�PDWHULDO�FRPSRQHQWV�\RX�
expend as you experiment with the spell to master it, as well 
as the fine inks you need to record it. Once you have spent 
this time and money, you can prepare the spell just like your 
other spells.
 5HSODFLQJ�WKH�%RRN� You can copy a spell from your own 
spellbook into another book—for example, if you want 
to make a backup copy of your spellbook. This is just like 
copying a new spell into your spellbook, but faster and easier, 
since you understand your own notation and already know 
how to cast the spell. You need spend only 1 hour and 10 gp 
for each level of the copied spell.
 If you lose your spellbook, you can use the same procedure 
to transcribe the spells that you have prepared into a new 
spellbook. Filling out the remainder of your spellbook 
requires you to find new spells to do so, as normal. For this 
reason, many wizards keep backup spellbooks in a safe place.
 7KH�%RRNôV�$SSHDUDQFH� Your spellbook is a unique 
FRPSLODWLRQ�RI�VSHOOV��ZLWK�LWV�RZQ�GHFRUDWLYH�ŜRXULVKHV�DQG�
margin notes. It might be a plain, functional leather volume 
that you received as a gift from your master, a finely bound 
JLOW�HGJHG�WRPH�\RX�IRXQG�LQ�DQ�DQFLHQW�OLEUDU\��RU�HYHQ�D�
loose collection of notes scrounged together after you lost 
your previous spellbook in a mishap.
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� Qgm�\gfÌl�f]]\�lg�Z]�[gfÕf]\�lg�ZafYjq�fglagfk�g^�

k]p�Yf\�_]f\]j&�L`]�]d^�_g\�;gj]ddgf�DYj]l`aYf�ak�g^l]f�

k]]f�Yk�Yf\jg_qfgmk�gj�`]jeYh`jg\ala[$�^gj�]pYehd]$�

Yf\�kge]�]dn]k�af�l`]�emdlan]jk]�Yj]�eY\]�af�;gj]ddgfÌk�

aeY_]&�Qgm�[gmd\�Ydkg�hdYq�Y�^]eYd]�[`YjY[l]j�o`g�

presents herself as a man, a man who feels trapped in a 

female body, or a bearded female dwarf who hates being 

eaklYc]f�^gj�Y�eYd]&�Dac]oak]$�qgmj�[`YjY[l]jÌk�k]pmYd�

gja]flYlagf�ak�^gj�qgm�lg�\][a\]&

Height and Weight
Qgm�[Yf�\][a\]�qgmj�[`YjY[l]jÌk�`]a_`l�Yf\�o]a_`l$�

mkaf_�l`]�af^gjeYlagf�hjgna\]\�af�qgmj�jY[]�\]k[jahlagf�

gj�gf�l`]�JYf\ge�@]a_`l�Yf\�O]a_`l�lYZd]&�L`afc�YZgml�

o`Yl�qgmj�[`YjY[l]jÌk�YZadalq�k[gj]k�ea_`l�kYq�YZgml�`ak�

gj�`]j�`]a_`l�Yf\�o]a_`l&�9�o]Yc�Zml�Y_ad]�[`YjY[l]j�

ea_`l�Z]�l`af&�9�kljgf_�Yf\�lgm_`�[`YjY[l]j�ea_`l�Z]�

lYdd�gj�bmkl�`]Ynq&

� A^�qgm�oYfl�lg$�qgm�[Yf�jgdd�jYf\gedq�^gj�qgmj�

[`YjY[l]jÌk�`]a_`l�Yf\�o]a_`l�mkaf_�l`]�JYf\ge�@]a_`l�

Yf\�O]a_`l�lYZd]&�L`]�\a[]�jgdd�_an]f�af�l`]�@]a_`l�

Eg\aÕ]j�[gdmef�\]l]jeaf]k�l`]�[`YjY[l]jÌk�]pljY�

`]a_`l� af�af[`]k!�Z]qgf\�l`]�ZYk]�`]a_`l&�L`Yl�kYe]�

fmeZ]j�emdlahda]\�Zq�l`]�\a[]�jgdd�gj�imYflalq�_an]f�af�

l`]�O]a_`l�Eg\aÕ]j�[gdmef�\]l]jeaf]k�l`]�[`YjY[l]jÌk�

]pljY�o]a_`l� af�hgmf\k!�Z]qgf\�l`]�ZYk]�o]a_`l&

Random Height and Weight

Race
Base
Height

Height
0RGLśHU

Base
Weight

Weight
0RGLśHU

Human �
�� +2d10 110 lb. × (2d4) lb.

Dwarf, hill �
�� +2d4 ����OE� × (2d6) lb.

Dwarf, mountain 4' +2d4 130 lb. × (2d6) lb.

Elf, high �
�� +2d10 ���OE� × (1d4) lb.

Elf, wood �
�� +2d10 100 lb. × (1d4) lb.

+DOŜLQJ �
�� +2d4 ���OE� × 1 lb.

>gj�]pYehd]$�Yk�Y�`meYf$�LacY�`Yk�Y�`]a_`l�g^�,�^]]l�0�

af[`]k�hdmk�*\)(�af[`]k&�@]j�hdYq]j�jgddk�*\)(�Yf\�_]lk�

Y�lglYd�g^�)*$�kg�LacY�klYf\k�-�^]]l�0�af[`]k�lYdd&�L`]f�

l`]�hdYq]j�mk]k�l`Yl�kYe]�jgdd�g^�)*�Yf\�emdlahda]k�al�Zq�

*\,�hgmf\k&�@]j�*\,�jgdd�ak�+$�kg�LacY�o]a_`k�Yf�]pljY�

+.�hgmf\k� )*���+!�gf�lgh�g^�`]j�ZYk]�))(�hgmf\k$�^gj�Y�

lglYd�g^�),.�hgmf\k&

Other Physical Characteristics
Qgm�[`ggk]�qgmj�[`YjY[l]jÌk�Y_]�Yf\�l`]�[gdgj�g^�

`ak�gj�`]j�`Yaj$�]q]k$�Yf\�kcaf&�Lg�Y\\�Y�lgm[`�g^�

\aklaf[lan]f]kk$�qgm�ea_`l�oYfl�lg�_an]�qgmj�[`YjY[l]j�

Yf�mfmkmYd�gj�e]egjYZd]�h`qka[Yd�[`YjY[l]jakla[$�km[`�

as a scar, a limp, or a tattoo.

Alignment
9�lqha[Yd�[j]Ylmj]�af�l`]�ogjd\k�g^�<জळક���

<ߣজક has an alignment, which broadly describes 

alk�egjYd�Yf\�h]jkgfYd�Yllalm\]k&�9da_fe]fl�ak�Y�

[geZafYlagf�g^�log�^Y[lgjk2�gf]�a\]flaÕ]k�egjYdalq�

;HARACTERS ARE DEFINED BY MUCH MORE THAN THEIR RACE 

Yf\�[dYkk&�L`]qÌj]�af\ana\mYdk�oal`�l`]aj�gof�klgja]k$�

interests, connections, and capabilities beyond those 

l`Yl�[dYkk�Yf\�jY[]�\]Õf]&�L`ak�[`Yhl]j�]phgmf\k�gf�

l`]�\]lYadk�l`Yl�\aklaf_mak`�[`YjY[l]jk�^jge�gf]�Yfgl`]j$�

af[dm\af_�l`]�ZYka[k�g^�fYe]�Yf\�h`qka[Yd�\]k[jahlagf$�

l`]�jmd]k�g^�ZY[c_jgmf\k�Yf\�dYf_mY_]k$�Yf\�l`]�Õf]j�

points of personality and alignment.

Character Details
Qgmj�[`YjY[l]jÌk�fYe]�Yf\�h`qka[Yd�\]k[jahlagf�ea_`l�

Z]�l`]�Õjkl�l`af_k�l`Yl�l`]�gl`]j�hdYq]jk�Yl�l`]�lYZd]�

d]Yjf�YZgml�qgm&�AlÌk�ogjl`�l`afcaf_�YZgml�`go�l`]k]�

[`YjY[l]jakla[k�j]Ö][l�l`]�[`YjY[l]j�qgm�`Yn]�af�eaf\&

Name
Qgmj�[`YjY[l]jÌk�jY[]�\]k[jahlagf�af[dm\]k�kYehd]�

fYe]k�^gj�e]eZ]jk�g^�l`Yl�jY[]&�Hml�kge]�l`gm_`l�aflg�

qgmj�fYe]�]n]f�a^�qgmÌj]�bmkl�ha[caf_�gf]�^jge�Y�dakl&

Sex
Qgm�[Yf�hdYq�Y�eYd]�gj�^]eYd]�[`YjY[l]j�oal`gml�_Yafaf_�

Yfq�kh][aYd�Z]f]Õlk�gj�`af\jYf[]k&�L`afc�YZgml�`go�

qgmj�[`YjY[l]j�\g]k�gj�\g]k�fgl�[gf^gje�lg�l`]�ZjgY\]j�

[mdlmj]Ìk�]ph][lYlagfk�g^�k]p$�_]f\]j$�Yf\�k]pmYd�

Z]`Ynagj&�>gj�]pYehd]$�Y�eYd]�\jgo�[d]ja[�\]Õ]k�l`]�

ljY\alagfYd�_]f\]j�\anakagfk�g^�\jgo�kg[a]lq$�o`a[`�[gmd\�

Z]�Y�j]Ykgf�^gj�qgmj�[`YjY[l]j�lg�d]Yn]�l`Yl�kg[a]lq�Yf\�

[ge]�lg�l`]�kmj^Y[]&

Chapter 4: Personality and Background

Tika and Artemis: Contrasting Characters
7KH�GHWDLOV�LQ�WKLV�FKDSWHU�PDNH�D�ELJ�GLŚHUHQFH�LQ�VHWWLQJ�
your character apart from every other character. Consider the 
IROORZLQJ�WZR�KXPDQ�śJKWHUV�
 Hailing from the Dragonlance setting, Tika Waylan was a 
brash teenager who had a rough childhood. The daughter of 
a thief, she ran away from home and practiced her father’s 
trade on the streets of Solace. When she tried to rob the 
proprietor of the Inn of the Last Home, he caught her and 
took her under his wing, giving her a job as a barmaid. But 
when the dragonarmies laid waste to the town of Solace 
and destroyed the inn, necessity forced Tika into adventure 
alongside the friends she’d known from her childhood. Her 
VNLOO�DV�D�śJKWHU��D�IU\LQJ�SDQ�UHPDLQV�RQH�RI�KHU�IDYRULWH�
weapons) combined with her history on the streets gave her 
skills invaluable in her adventuring career.
� $UWHPLV�(QWUHUL�JUHZ�XS�RQ�WKH�VWUHHWV�RI�&DOLPSRUW�LQ�WKH�
Forgotten Realms. He used his wits, strength, and agility 
to carve out his own territory in one of the city’s hundreds 
RI�SRRU�VKDQW\�WRZQV��$IWHU�VHYHUDO�\HDUV��KH�DWWUDFWHG�WKH�
notice of one of the most powerful thieves’ guilds in the city, 
and he ascended the ranks of the guild quickly despite his 
\RXWK��$UWHPLV�EHFDPH�WKH�IDYRUHG�DVVDVVLQ�RI�RQH�RI�WKH�
FLW\ôV�SDVKDV��ZKR�VHQW�KLP�WR�IDU�RŚ�,FHZLQG�'DOH�WR�UHFRYHU�
some stolen gems. He’s a professional killer, constantly 
challenging himself to improve his skills.
� 7LND�DQG�$UWHPLV�DUH�ERWK�KXPDQ�DQG�ERWK�śJKWHUV��ZLWK�
some experience as rogues), possessing similarly high 
Strength and Dexterity scores, but there the similarity ends.
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� Egkl�[j]Ylmj]k�l`Yl�dY[c�l`]�[YhY[alq�^gj�jYlagfYd�

l`gm_`l�\g�fgl�`Yn]�Yda_fe]flkÈl`]q�Yj]�unaligned. 

Km[`�Y�[j]Ylmj]�ak�af[YhYZd]�g^�eYcaf_�Y�egjYd�gj�

]l`a[Yd�[`ga[]�Yf\�Y[lk�Y[[gj\af_�lg�alk�Z]klaYd�fYlmj]&�

K`Yjck�Yj]�kYnY_]�hj]\Ylgjk$�^gj�]pYehd]$�Zml�l`]q�Yj]�

fgl�]nad3�l`]q�`Yn]�fg�Yda_fe]fl&

Languages
Qgmj�jY[]�af\a[Yl]k�l`]�dYf_mY_]k�qgmj�[`YjY[l]j�[Yf�

kh]Yc�Zq�\]^Ymdl$�Yf\�qgmj�ZY[c_jgmf\�ea_`l�_an]�qgm�

Y[[]kk�lg�gf]�gj�egj]�Y\\alagfYd�dYf_mY_]k�g^�qgmj�

[`ga[]&�Fgl]�l`]k]�dYf_mY_]k�gf�qgmj�[`YjY[l]j�k`]]l&

� ;`ggk]�qgmj�dYf_mY_]k�^jge�l`]�KlYf\Yj\�DYf_mY_]k�

lYZd]$�gj�[`ggk]�gf]�l`Yl�ak�[geegf�af�qgmj�[YehYa_f&�

Oal`�qgmj�<EÌk�h]jeakkagf$�qgm�[Yf�afkl]Y\�[`ggk]�Y�

dYf_mY_]�^jge�l`]�=pgla[�DYf_mY_]k�lYZd]�gj�Y�k][j]l�

dYf_mY_]$�km[`�Yk�l`a]n]kÌ�[Yfl�gj�l`]�lgf_m]�g^�\jma\k&

� Kge]�g^�l`]k]�dYf_mY_]k�Yj]�Y[lmYddq�^Yeada]k�

g^�dYf_mY_]k�oal`�eYfq�\aYd][lk&�>gj�]pYehd]$�l`]�

Hjaegj\aYd�dYf_mY_]�af[dm\]k�l`]�9mjYf$�9imYf$�A_fYf$�

Yf\�L]jjYf�\aYd][lk$�gf]�^gj�]Y[`�g^�l`]�^gmj�]d]e]flYd�

hdYf]k&�;j]Ylmj]k�l`Yl�kh]Yc�\aץ]j]fl�\aYd][lk�g^�l`]�

kYe]�dYf_mY_]�[Yf�[geemfa[Yl]�oal`�gf]�Yfgl`]j&

Standard Languages
Language Typical Speakers Script

Common Humans Common

Dwarvish Dwarves Dwarvish

Elvish Elves Elvish

Giant Ogres, giants Dwarvish

Gnomish Gnomes Dwarvish

Goblin Goblinoids Dwarvish

+DOŜLQJ +DOŜLQJV Common

Orc Orcs Dwarvish

Exotic Languages
Language Typical Speakers Script

$E\VVDO Demons Infernal

Celestial Celestials Celestial

Draconic Dragons, 

dragonborn

Draconic

Deep Speech Mind 

ŜD\HUV��EHKROGHUV

—

Infernal Devils Infernal

Primordial Elementals Dwarvish

Sylvan Fey creatures Elvish

Undercommon Underdark traders Elvish

 _gg\$�]nad$�gj�f]mljYd!$�Yf\�l`]�gl`]j�\]k[jaZ]k�Yllalm\]k�

lgoYj\�kg[a]lq�Yf\�gj\]j� dYo^md$�[`Ygla[$�gj�f]mljYd!&�

L`mk$�faf]�\aklaf[l�Yda_fe]flk�\]Õf]�l`]�hgkkaZd]�

combinations.

� L`]k]�Zja]^�kmeeYja]k�g^�l`]�faf]�Yda_fe]flk�

\]k[jaZ]�l`]�lqha[Yd�Z]`Ynagj�g^�Y�[j]Ylmj]�oal`�l`Yl�

Yda_fe]fl&�Af\ana\mYdk�ea_`l�nYjq�ka_faÕ[Yfldq�^jge�

that typical behavior, and few people are perfectly and 

[gfkakl]fldq�^Yal`^md�lg�l`]�hj][]hlk�g^�l`]aj�Yda_fe]fl&

 Lawful good� D?!�[j]Ylmj]k�[Yf�Z]�[gmfl]\�gf�lg�\g�

l`]�ja_`l�l`af_�Yk�]ph][l]\�Zq�kg[a]lq&�?gd\�\jY_gfk$�

hYdY\afk$�Yf\�egkl�\oYjn]k�Yj]�dYo^md�_gg\&

 Neutral good� F?!�^gdc�\g�l`]�Z]kl�l`]q�[Yf�lg�`]dh�

others according to their needs. Many celestials, some 

[dgm\�_aYflk$�Yf\�egkl�_fge]k�Yj]�f]mljYd�_gg\&

 Chaotic good� ;?!�[j]Ylmj]k�Y[l�Yk�l`]aj�[gfk[a]f[]�

\aj][lk$�oal`�dalld]�j]_Yj\�^gj�o`Yl�gl`]jk�]ph][l&�;ghh]j�

\jY_gfk$�eYfq�]dn]k$�Yf\�mfa[gjfk�Yj]�[`Ygla[�_gg\&

 Lawful neutral� DF!�af\ana\mYdk�Y[l�af�Y[[gj\Yf[]�

with law, tradition, or personal codes. Many monks and 

kge]�oarYj\k�Yj]�dYo^md�f]mljYd&

 Neutral� F!�ak�l`]�Yda_fe]fl�g^�l`gk]�o`g�hj]^]j�lg�

kl]]j�[d]Yj�g^�egjYd�im]klagfk�Yf\�\gfÌl�lYc]�ka\]k$�

\gaf_�o`Yl�k]]ek�Z]kl�Yl�l`]�lae]&�DarYj\^gdc$�egkl�

\jma\k$�Yf\�eYfq�`meYfk�Yj]�f]mljYd&

 Chaotic neutral� ;F!�[j]Ylmj]k�^gddgo�l`]aj�o`aek$�

holding their personal freedom above all else. 

EYfq�ZYjZYjaYfk�Yf\�jg_m]k$�Yf\�kge]�ZYj\k$�Yj]�

[`Ygla[�f]mljYd&

 Lawful evil� D=!�[j]Ylmj]k�e]l`g\a[Yddq�lYc]�o`Yl�l`]q�

want, within the limits of a code of tradition, loyalty, or 

gj\]j&�<]nadk$�Zdm]�\jY_gfk$�Yf\�`gZ_gZdafk�Yj]�dYo^md�]nad&

 Neutral evil� F=!�ak�l`]�Yda_fe]fl�g^�l`gk]�o`g�\g�

o`Yl]n]j�l`]q�[Yf�_]l�YoYq�oal`$�oal`gml�[gehYkkagf�gj�

imYdek&�EYfq�\jgo$�kge]�[dgm\�_aYflk$�Yf\�qm_gdgl`k�

Yj]�f]mljYd�]nad&

 Chaotic evil� ;=!�[j]Ylmj]k�Y[l�oal`�YjZaljYjq�

nagd]f[]$�khmjj]\�Zq�l`]aj�_j]]\$�`Ylj]\$�gj�Zdgg\dmkl&�

Demons, red dragons, and orcs are chaotic evil.

Alignment in the Multiverse
>gj�eYfq�l`afcaf_�[j]Ylmj]k$�Yda_fe]fl�ak�Y�egjYd�

[`ga[]&�@meYfk$�\oYjn]k$�]dn]k$�Yf\�gl`]j�`meYfga\�

races can choose whether to follow the paths of good or 

]nad$�dYo�gj�[`Ygk&�9[[gj\af_�lg�eql`$�l`]�_gg\%Yda_f]\�

gods who created these races gave them free will to 

[`ggk]�l`]aj�egjYd�hYl`k$�cfgoaf_�l`Yl�_gg\�oal`gml�

free will is slavery.

� L`]�]nad�\]ala]k�o`g�[j]Yl]\�gl`]j�jY[]k$�l`gm_`$�eY\]�

l`gk]�jY[]k�lg�k]jn]�l`]e&�L`gk]�jY[]k�`Yn]�kljgf_�

afZgjf�l]f\]f[a]k�l`Yl�eYl[`�l`]�fYlmj]�g^�l`]aj�_g\k&�

Egkl�gj[k�k`Yj]�l`]�nagd]fl$�kYnY_]�fYlmj]�g^�l`]�gj[�

_g\$�?jmmek`$�Yf\�Yj]�l`mk�af[daf]\�lgoYj\�]nad&�=n]f�a^�

Yf�gj[�[`ggk]k�Y�_gg\�Yda_fe]fl$�al�kljm__d]k�Y_Yafkl�alk�

affYl]�l]f\]f[a]k�^gj�alk�]flaj]�da^]&� =n]f�`Yd^%gj[k�^]]d�

l`]�daf_]jaf_�hmdd�g^�l`]�gj[�_g\Ìk�afÖm]f[]&!

� 9da_fe]fl�ak�Yf�]kk]flaYd�hYjl�g^�l`]�fYlmj]�g^�

[]d]klaYdk�Yf\�Õ]f\k&�9�\]nad�\g]k�fgl�[`ggk]�lg�Z]�

dYo^md�]nad$�Yf\�al�\g]kfÌl�l]f\�lgoYj\�dYo^md�]nad$�Zml�

jYl`]j�al�ak�dYo^md�]nad�af�alk�]kk]f[]&�A^�al�kge]`go�

[]Yk]\�lg�Z]�dYo^md�]nad$�al�ogmd\�[]Yk]�lg�Z]�Y�\]nad&

Tika and Artemis: Alignment
7LND�:D\ODQ�LV�QHXWUDO�JRRG��IXQGDPHQWDOO\�JRRG�KHDUWHG�
DQG�VWULYLQJ�WR�KHOS�RWKHUV�ZKHUH�VKH�FDQ��$UWHPLV�LV�ODZIXO�
evil, unconcerned with the value of sentient life but at least 
professional in his approach to murder.
� $V�DQ�HYLO�FKDUDFWHU��$UWHPLV�LV�QRW�DQ�LGHDO�DGYHQWXUHU��+H�
began his career as a villain, and only cooperates with heroes 
when he must—and when it’s in his own best interests. In 
most games, evil adventurers cause problems in groups 
alongside others who don’t share their interests and objectives. 
Generally, evil alignments are for villains and monsters.
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l`j]Yl]f]\&�L`]q�[Yf�ogjc�n]jq�em[`�dac]�a\]Ydk$�

\janaf_�Y�[`YjY[l]jÌk�eglanYlagfk�Yf\�_gYdk&

� :gf\k�ea_`l�Yfko]j�Yfq�g^�l`]k]�im]klagfk2�O`ge�\g�

qgm�[Yj]�egkl�YZgml7�Lg�o`Yl�hdY[]�\g�qgm�^]]d�Y�kh][aYd�

[gff][lagf7�O`Yl�ak�qgmj�egkl�lj]Ykmj]\�hgkk]kkagf7

� Qgmj�Zgf\k�ea_`l�Z]�la]\�lg�qgmj�[dYkk$�qgmj�

ZY[c_jgmf\$�qgmj�jY[]$�gj�kge]�gl`]j�Ykh][l�g^�qgmj�

[`YjY[l]jÌk�`aklgjq�gj�h]jkgfYdalq&�Qgm�ea_`l�Ydkg�_Yaf�

f]o�Zgf\k�gn]j�l`]�[gmjk]�g^�qgmj�Y\n]flmj]k&

Flaws
>afYddq$�[`ggk]�Y�ÖYo�^gj�qgmj�[`YjY[l]j&�Qgmj�

[`YjY[l]jÌk�ÖYo�j]hj]k]flk�kge]�na[]$�[gehmdkagf$�^]Yj$�

gj�o]Ycf]kkÈaf�hYjla[mdYj$�Yfql`af_�l`Yl�kge]gf]�

]dk]�[gmd\�]phdgal�lg�Zjaf_�qgm�lg�jmaf�gj�[Ymk]�qgm�lg�

Y[l�Y_Yafkl�qgmj�Z]kl�afl]j]klk&�Egj]�ka_faÕ[Yfl�l`Yf�

f]_Ylan]�h]jkgfYdalq�ljYalk$�Y�ÖYo�ea_`l�Yfko]j�Yfq�

g^�l`]k]�im]klagfk2�O`Yl�]fjY_]k�qgm7�O`YlÌk�l`]�gf]�

h]jkgf$�[gf[]hl$�gj�]n]fl�l`Yl�qgm�Yj]�l]jjaÕ]\�g^7�O`Yl�

Yj]�qgmj�na[]k7

Inspiration
AfkhajYlagf�ak�Y�jmd]�l`]�<mf_]gf�EYkl]j�[Yf�mk]�lg�

j]oYj\�qgm�^gj�hdYqaf_�qgmj�[`YjY[l]j�af�Y�oYq�l`YlÌk�

ljm]�lg�`ak�gj�`]j�h]jkgfYdalq�ljYalk$�a\]Yd$�Zgf\$�Yf\�ÖYo&�

:q�mkaf_�afkhajYlagf$�qgm�[Yf�\jYo�gf�qgmj�h]jkgfYdalq�

ljYal�g^�[gehYkkagf�^gj�l`]�\gofljg\\]f�lg�_an]�qgm�

Yf�]\_]�af�f]_glaYlaf_�oal`�l`]�:]__Yj�Hjaf[]&�Gj�

afkhajYlagf�[Yf�d]l�qgm�[Ydd�gf�qgmj�Zgf\�lg�l`]�\]^]fk]�

g^�qgmj�`ge]�naddY_]�lg�hmk`�hYkl�l`]�]ץ][l�g^�Y�kh]dd�

l`Yl�`Yk�Z]]f�dYa\�gf�qgm&

Gaining Inspiration
Qgmj�<E�[Yf�[`ggk]�lg�_an]�qgm�afkhajYlagf�^gj�Y�nYja]lq�

g^�j]Ykgfk&�Lqha[Yddq$�<Ek�YoYj\�al�o`]f�qgm�hdYq�

gml�qgmj�h]jkgfYdalq�ljYalk$�_an]�af�lg�l`]�\jYoZY[ck�

hj]k]fl]\�Zq�Y�ÖYo�gj�Zgf\$�Yf\�gl`]joak]�hgjljYq�qgmj�

[`YjY[l]j�af�Y�[geh]ddaf_�oYq&�Qgmj�<E�oadd�l]dd�qgm�

`go�qgm�[Yf�]Yjf�afkhajYlagf�af�l`]�_Ye]&

� Qgm�]al`]j�`Yn]�afkhajYlagf�gj�qgm�\gfÌlÈqgm�[YfÌl�

klg[chad]�emdlahd]�ÉafkhajYlagfkÊ�^gj�dYl]j�mk]&

Using Inspiration
A^�qgm�`Yn]�afkhajYlagf$�qgm�[Yf�]ph]f\�al�o`]f�qgm�eYc]�

an attack roll, saving throw, or ability check. Spending 

qgmj�afkhajYlagf�_an]k�qgm�Y\nYflY_]�gf�l`Yl�jgdd&

Personal Characteristics
>d]k`af_�gml�qgmj�[`YjY[l]jÌk�h]jkgfYdalqÈl`]�YjjYq�g^�

ljYalk$�eYff]jakek$�`YZalk$�Z]da]^k$�Yf\�ÖYok�l`Yl�_an]�

Y�h]jkgf�Y�mfaim]�a\]flalqÈoadd�`]dh�qgm�Zjaf_�`ae�

gj�`]j�lg�da^]�Yk�qgm�hdYq�l`]�_Ye]&�>gmj�[Yl]_gja]k�g^�

[`YjY[l]jakla[k�Yj]�hj]k]fl]\�`]j]2�h]jkgfYdalq�ljYalk$�

a\]Ydk$�Zgf\k$�Yf\�ÖYok&�:]qgf\�l`gk]�[Yl]_gja]k$�

l`afc�YZgml�qgmj�[`YjY[l]jÌk�^Yngjal]�ogj\k�gj�h`jYk]k$�

la[k�Yf\�`YZalmYd�_]klmj]k$�na[]k�Yf\�h]l�h]]n]k$�Yf\�

o`Yl]n]j�]dk]�qgm�[Yf�aeY_af]&

� =Y[`�ZY[c_jgmf\�hj]k]fl]\�dYl]j�af�l`ak�[`Yhl]j�

af[dm\]k�km__]kl]\�[`YjY[l]jakla[k�l`Yl�qgm�[Yf�mk]�

lg�khYjc�qgmj�aeY_afYlagf&�QgmÌj]�fgl�Zgmf\�lg�l`gk]�

ghlagfk$�Zml�l`]qÌj]�Y�_gg\�klYjlaf_�hgafl&

Personality Traits
?an]�qgmj�[`YjY[l]j�log�h]jkgfYdalq�ljYalk&�H]jkgfYdalq�

ljYalk�Yj]�keYdd$�kaehd]�oYqk�lg�`]dh�qgm�k]l�qgmj�

[`YjY[l]j�YhYjl�^jge�]n]jq�gl`]j�[`YjY[l]j&�Qgmj�

h]jkgfYdalq�ljYalk�k`gmd\�l]dd�qgm�kge]l`af_�afl]j]klaf_�

Yf\�^mf�YZgml�qgmj�[`YjY[l]j&�L`]q�k`gmd\�Z]�k]d^%

\]k[jahlagfk�l`Yl�Yj]�kh][aÕ[�YZgml�o`Yl�eYc]k�qgmj�

[`YjY[l]j�klYf\�gml&�ÉAÌe�keYjlÊ�ak�fgl�Y�_gg\�ljYal$�

Z][Ymk]�al�\]k[jaZ]k�Y�dgl�g^�[`YjY[l]jk&�ÉAÌn]�j]Y\�]n]jq�

Zggc�af�;Yf\d]c]]hÊ�l]ddk�qgm�kge]l`af_�kh][aÕ[�YZgml�

qgmj�[`YjY[l]jÌk�afl]j]klk�Yf\�\akhgkalagf&

� H]jkgfYdalq�ljYalk�ea_`l�\]k[jaZ]�l`]�l`af_k�qgmj�

character likes, his or her past accomplishments, things 

qgmj�[`YjY[l]j�\akdac]k�gj�^]Yjk$�qgmj�[`YjY[l]jÌk�k]d^%

Yllalm\]�gj�eYff]jakek$�gj�l`]�afÖm]f[]�g^�`ak�gj�`]j�

ability scores.

� 9�mk]^md�hdY[]�lg�klYjl�l`afcaf_�YZgml�h]jkgfYdalq�

ljYalk�ak�lg�dggc�Yl�qgmj�`a_`]kl�Yf\�dgo]kl�YZadalq�k[gj]k�

Yf\�\]Õf]�gf]�ljYal�j]dYl]\�lg�]Y[`&�=al`]j�gf]�[gmd\�Z]�

hgkalan]�gj�f]_Ylan]2�qgm�ea_`l�ogjc�`Yj\�lg�gn]j[ge]�Y�

dgo�k[gj]$�^gj�]pYehd]$�gj�Z]�[g[cq�YZgml�qgmj�`a_`�k[gj]&

Ideals
<]k[jaZ]�gf]�a\]Yd�l`Yl�\jan]k�qgmj�[`YjY[l]j&�Qgmj�a\]Ydk�

Yj]�l`]�l`af_k�l`Yl�qgm�Z]da]n]�af�egkl�kljgf_dq$�l`]�

^mf\Ye]flYd�egjYd�Yf\�]l`a[Yd�hjaf[ahd]k�l`Yl�[geh]d�qgm�

lg�Y[l�Yk�qgm�\g&�A\]Ydk�]f[gehYkk�]n]jql`af_�^jge�qgmj�

da^]�_gYdk�lg�qgmj�[gj]�Z]da]^�kqkl]e&

� A\]Ydk�ea_`l�Yfko]j�Yfq�g^�l`]k]�im]klagfk2�O`Yl�Yj]�

l`]�hjaf[ahd]k�l`Yl�qgm�oadd�f]n]j�Z]ljYq7�O`Yl�ogmd\�

hjgehl�qgm�lg�eYc]�kY[jaÕ[]k7�O`Yl�\jan]k�qgm�lg�Y[l�

Yf\�_ma\]k�qgmj�_gYdk�Yf\�YeZalagfk7�O`Yl�ak�l`]�kaf_d]�

egkl�aehgjlYfl�l`af_�qgm�kljan]�^gj7

� Qgm�[Yf�[`ggk]�Yfq�a\]Ydk�qgm�dac]$�Zml�qgmj�

[`YjY[l]jÌk�Yda_fe]fl�ak�Y�_gg\�hdY[]�lg�klYjl�\]Õfaf_�

l`]e&�=Y[`�ZY[c_jgmf\�af�l`ak�[`Yhl]j�af[dm\]k�kap�

km__]kl]\�a\]Ydk&�>an]�g^�l`]e�Yj]�dafc]\�lg�Ykh][lk�g^�

Yda_fe]fl2�dYo$�[`Ygk$�_gg\$�]nad$�Yf\�f]mljYdalq&�L`]�dYkl�

gf]�`Yk�egj]�lg�\g�oal`�l`]�hYjla[mdYj�ZY[c_jgmf\�l`Yf�

with moral or ethical perspectives.

Bonds
;j]Yl]�gf]�Zgf\�^gj�qgmj�[`YjY[l]j&�:gf\k�j]hj]k]fl�Y�

[`YjY[l]jÌk�[gff][lagfk�lg�h]ghd]$�hdY[]k$�Yf\�]n]flk�af�

l`]�ogjd\&�L`]q�la]�qgm�lg�l`af_k�^jge�qgmj�ZY[c_jgmf\&�

L`]q�ea_`l�afkhaj]�qgm�lg�`]a_`lk�g^�`]jgake$�gj�d]Y\�

qgm�lg�Y[l�Y_Yafkl�qgmj�gof�Z]kl�afl]j]klk�a^�l`]q�Yj]�

Tika and Artemis: Character Details
&RQVLGHU�KRZ�WKH�QDPHV�7LND�:D\ODQ�DQG�$UWHPLV�(QWUHUL�
VHW�WKHVH�FKDUDFWHUV�DSDUW�IURP�HDFK�RWKHU�DQG�UHŜHFW�WKHLU�
personalities. Tika is a young woman determined to prove 
that she’s not just a kid any more, and her name makes her 
VRXQG�\RXQJ�DQG�RUGLQDU\��$UWHPLV�(QWUHUL�FRPHV�IURP�DQ�
exotic land and carries a more mysterious name.
 Tika is nineteen years old at the start of her adventuring 
career and has auburn hair, green eyes, fair skin with freckles, 
DQG�D�PROH�RQ�KHU�ULJKW�KLS��$UWHPLV�LV�D�VPDOO�PDQ��FRPSDFW�
and all wiry muscle. He has angular features and high 
cheekbones, and he always seems in need of a shave. His 
UDYHQ�EODFN�KDLU�LV�WKLFN�DQG�IXOO��EXW�KLV�H\HV�DUH�JUD\�DQG�
lifeless—betraying the emptiness of his life and soul.
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[dYkk7�O`Yl�k]lk�qgm�YhYjl�^jge�gj\afYjq�h]ghd]�o`g�

k`Yj]�qgmj�ZY[c_jgmf\7

� L`]�kYehd]�ZY[c_jgmf\k�af�l`ak�[`Yhl]j�hjgna\]�Zgl`�

[gf[j]l]�Z]f]Õlk� ^]Ylmj]k$�hjgÕ[a]f[a]k$�Yf\�dYf_mY_]k!�

Yf\�jgd]hdYqaf_�km__]klagfk&

Proficiencies
=Y[`�ZY[c_jgmf\�_an]k�Y�[`YjY[l]j�hjgÕ[a]f[q�af�log�

kcaddk&�Kcaddk�Yj]�\]k[jaZ]\�af�[`Yhl]j�/&

� Af�Y\\alagf$�egkl�ZY[c_jgmf\k�_an]�Y�[`YjY[l]j�

hjgÕ[a]f[q�oal`�gf]�gj�egj]�lggdk&�Lggdk�Yf\�lggd�

hjgÕ[a]f[a]k�Yj]�\]lYad]\�af�[`Yhl]j�-&

� A^�Y�[`YjY[l]j�ogmd\�_Yaf�l`]�kYe]�hjgÕ[a]f[q�^jge�

log�\aץ]j]fl�kgmj[]k$�`]�gj�k`]�[Yf�[`ggk]�Y�\aץ]j]fl�

hjgÕ[a]f[q�g^�l`]�kYe]�caf\� kcadd�gj�lggd!�afkl]Y\&

Languages
Kge]�ZY[c_jgmf\k�Ydkg�Yddgo�[`YjY[l]jk�lg�d]Yjf�

Y\\alagfYd�dYf_mY_]k�Z]qgf\�l`gk]�_an]f�Zq�jY[]&�

K]]�ÉDYf_mY_]kÊ�]Yjda]j�af�l`ak�[`Yhl]j&

Equipment
=Y[`�ZY[c_jgmf\�hjgna\]k�Y�hY[cY_]�g^�klYjlaf_�

]imahe]fl&�A^�qgm�mk]�l`]�ghlagfYd�jmd]�^jge�[`Yhl]j�-�

lg�kh]f\�[gaf�gf�_]Yj$�qgm�\g�fgl�j][]an]�l`]�klYjlaf_�

]imahe]fl�^jge�qgmj�ZY[c_jgmf\&

Suggested Characteristics
9�ZY[c_jgmf\�[gflYafk�km__]kl]\�h]jkgfYd�

[`YjY[l]jakla[k�ZYk]\�gf�qgmj�ZY[c_jgmf\&�Qgm�[Yf�ha[c�

characteristics, roll dice to determine them randomly, or 

mk]�l`]�km__]klagfk�Yk�afkhajYlagf�^gj�[`YjY[l]jakla[k�g^�

qgmj�gof�[j]Ylagf&

Customizing a Background
Qgm�ea_`l�oYfl�lg�lo]Yc�kge]�g^�l`]�^]Ylmj]k�g^�Y�

ZY[c_jgmf\�kg�al�Z]ll]j�Õlk�qgmj�[`YjY[l]j�gj�l`]�

[YehYa_f�k]llaf_&�Lg�[mklgear]�Y�ZY[c_jgmf\$�qgm�

[Yf�j]hdY[]�gf]�^]Ylmj]�oal`�Yfq�gl`]j�gf]$�[`ggk]�Yfq�

log�kcaddk$�Yf\�[`ggk]�Y�lglYd�g^�log�lggd�hjgÕ[a]f[a]k�

gj�dYf_mY_]k�^jge�l`]�kYehd]�ZY[c_jgmf\k&�Qgm�[Yf�

]al`]j�mk]�l`]�]imahe]fl�hY[cY_]�^jge�qgmj�ZY[c_jgmf\�

gj�kh]f\�[gaf�gf�_]Yj�Yk�\]k[jaZ]\�af�[`Yhl]j�-&� A^�

qgm�kh]f\�[gaf$�qgm�[YfÌl�Ydkg�lYc]�l`]�]imahe]fl�

hY[cY_]�km__]kl]\�^gj�qgmj�[dYkk&!�>afYddq$�[`ggk]�log�

h]jkgfYdalq�ljYalk$�gf]�a\]Yd$�gf]�Zgf\$�Yf\�gf]�ÖYo&�

A^�qgm�[YfÌl�Õf\�Y�^]Ylmj]�l`Yl�eYl[`]k�qgmj�\]kaj]\�

ZY[c_jgmf\$�ogjc�oal`�qgmj�<E�lg�[j]Yl]�gf]&

� 9\\alagfYddq$�a^�qgm�`Yn]�afkhajYlagf$�qgm�[Yf�j]oYj\�

another player for good roleplaying, clever thinking, or 

kaehdq�\gaf_�kge]l`af_�]p[alaf_�af�l`]�_Ye]&�O`]f�

another player character does something that really 

[gfljaZml]k�lg�l`]�klgjq�af�Y�^mf�Yf\�afl]j]klaf_�oYq$�

qgm�[Yf�_an]�mh�qgmj�afkhajYlagf�lg�_an]�l`Yl�[`YjY[l]j�

inspiration.

Backgrounds
=n]jq�klgjq�`Yk�Y�Z]_affaf_&�Qgmj�[`YjY[l]jÌk�

ZY[c_jgmf\�j]n]Ydk�o`]j]�qgm�[Ye]�^jge$�`go�qgm�

Z][Ye]�Yf�Y\n]flmj]j$�Yf\�qgmj�hdY[]�af�l`]�ogjd\&�

Qgmj�Õ_`l]j�ea_`l�`Yn]�Z]]f�Y�[gmjY_]gmk�cfa_`l�gj�Y�

_jarrd]\�kgd\a]j&�Qgmj�oarYj\�[gmd\�`Yn]�Z]]f�Y�kY_]�gj�

Yf�YjlakYf&�Qgmj�jg_m]�ea_`l�`Yn]�_gll]f�Zq�Yk�Y�_mad\�

l`a]^�gj�[geeYf\]\�Ym\a]f[]k�Yk�Y�b]kl]j&

� ;`ggkaf_�Y�ZY[c_jgmf\�hjgna\]k�qgm�oal`�aehgjlYfl�

klgjq�[m]k�YZgml�qgmj�[`YjY[l]jÌk�a\]flalq&�L`]�egkl�

aehgjlYfl�im]klagf�lg�Ykc�YZgml�qgmj�ZY[c_jgmf\�ak�

o`Yl�[`Yf_]\7�O`q�\a\�qgm�klgh�\gaf_�o`Yl]n]j�qgmj�

ZY[c_jgmf\�\]k[jaZ]k�Yf\�klYjl�Y\n]flmjaf_7�O`]j]�

\a\�qgm�_]l�l`]�egf]q�lg�hmj[`Yk]�qgmj�klYjlaf_�_]Yj$�gj$�

a^�qgm�[ge]�^jge�Y�o]Ydl`q�ZY[c_jgmf\$�o`q�\gfÌl�qgm�

have egj]�egf]q7�@go�\a\�qgm�d]Yjf�l`]�kcaddk�g^�qgmj�

Tika and Artemis: Personal Characteristics
7LND�DQG�$UWHPLV�KDYH�GLVWLQFW�SHUVRQDOLW\�WUDLWV��7LND�:D\ODQ�
dislikes boastfulness and has a fear of heights resulting 
IURP�D�EDG�IDOO�GXULQJ�KHU�FDUHHU�DV�D�WKLHI��$UWHPLV�(QWUHUL�
is always prepared for the worst and moves with a quick, 
SUHFLVH�FRQśGHQFH�
 Consider their ideals. Tika Waylan is innocent, almost 
childlike, believing in the value of life and the importance of 
appreciating everyone. Neutral good in alignment, she cleaves 
WR�LGHDOV�RI�OLIH�DQG�UHVSHFW��$UWHPLV�(QWUHUL�QHYHU�DOORZV�
his emotions to master him, and he constantly challenges 
himself to improve his skills. His lawful evil alignment gives 
him ideals of impartiality and a lust for power.
 Tika Waylan’s bond is to the Inn of the Last Home. The 
inn’s proprietor gave her a new chance at life, and her 
friendship with her adventuring companions was forged 
during her time working there. Its destruction by the 
marauding dragonarmies gives Tika a very personal reason to 
KDWH�WKHP�ZLWK�D�śHU\�SDVVLRQ��+HU�ERQG�PLJKW�EH�SKUDVHG�
as “I will do whatever it takes to punish the dragonarmies for 
the destruction of the Inn of the Last Home.”
� $UWHPLV�(QWUHULôV�ERQG�LV�D�VWUDQJH��DOPRVW�SDUDGR[LFDO�
relationship with Drizzt Do’Urden, his equal in swordplay 
DQG�JULP�GHWHUPLQDWLRQ��,Q�KLV�śUVW�EDWWOH�ZLWK�'UL]]W��
$UWHPLV�UHFRJQL]HG�VRPHWKLQJ�RI�KLPVHOI�LQ�KLV�RSSRQHQW��
VRPH�LQGLFDWLRQ�WKDW�LI�KLV�OLIH�KDG�JRQH�GLŚHUHQWO\��KH�
might have led a life more like the heroic drow’s. From that 
PRPHQW��$UWHPLV�LV�PRUH�WKDQ�D�FULPLQDO�DVVDVVLQòKH�LV�DQ�
antihero, driven by his rivalry with Drizzt. His bond might be 
phrased as “I will not rest until I have proved myself better 
than Drizzt Do’Urden.”
� (DFK�RI�WKHVH�FKDUDFWHUV�DOVR�KDV�DQ�LPSRUWDQW�ŜDZ��
Tika Waylan is naive and emotionally vulnerable, younger 
than her companions and annoyed that they still think 
of her as the kid they knew years ago. She might even be 
tempted to act against her principles if she’s convinced that 
a particular achievement would demonstrate her maturity. 
$UWHPLV�(QWUHUL�LV�FRPSOHWHO\�ZDOOHG�RŚ�IURP�DQ\�SHUVRQDO�
relationship and just wants to be left alone.

Tika and Artemis: Backgrounds
7LND�:D\ODQ�DQG�$UWHPLV�(QWUHUL�ERWK�OLYHG�WKHLU�HDUOLHVW�\HDUV�
as street urchins. Tika’s later career as a barmaid didn’t really 
change her, so she might choose the urchin background, 
JDLQLQJ�SURśFLHQF\�LQ�WKH�6OHLJKW�RI�+DQG�DQG�6WHDOWK�VNLOOV��
DQG�OHDUQLQJ�WKH�WRROV�RI�WKH�WKLHYLQJ�WUDGH��$UWHPLV�LV�PRUH�
GHśQHG�E\�KLV�FULPLQDO�EDFNJURXQG��JLYLQJ�KLP�VNLOOV�LQ�
'HFHSWLRQ�DQG�6WHDOWK��DV�ZHOO�DV�SURśFLHQF\�ZLWK�WKH�WRROV�RI�
thievery and poison.
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d8 Personality Trait

1 I idolize a particular hero of my faith, and constantly 

refer to that person’s deeds and example.

2 ,�FDQ�śQG�FRPPRQ�JURXQG�EHWZHHQ�WKH�śHUFHVW�

enemies, empathizing with them and always working 

toward peace.

3 I see omens in every event and action. The gods try to 

speak to us, we just need to listen

4 Nothing can shake my optimistic attitude.

� I quote (or misquote) sacred texts and proverbs in 

almost every situation.

6 I am tolerant (or intolerant) of other faiths and respect 

(or condemn) the worship of other gods.

7 ,ôYH�HQMR\HG�śQH�IRRG��GULQN��DQG�KLJK�VRFLHW\�DPRQJ�

my temple’s elite. Rough living grates on me.

� I’ve spent so long in the temple that I have little 

practical experience dealing with people in the 

outside world.

d6 Ideal

1 Tradition. The ancient traditions of worship and 

VDFULśFH�PXVW�EH�SUHVHUYHG�DQG�XSKHOG���/DZIXO�

2 Charity. I always try to help those in need, no matter 

what the personal cost. (Good)

3 Change. We must help bring about the changes the 

gods are constantly working in the world. (Chaotic)

4 Power. I hope to one day rise to the top of my faith’s 

religious hierarchy. (Lawful)

� Faith. I trust that my deity will guide my actions. I have 

faith that if I work hard, things will go well. (Lawful)

6 Aspiration. I seek to prove myself worthy of my god’s 

favor by matching my actions against his or her 

WHDFKLQJV���$Q\�

d6 Bond

1 I would die to recover an ancient relic of my faith that 

was lost long ago.

2 I will someday get revenge on the corrupt temple 

hierarchy who branded me a heretic.

3 I owe my life to the priest who took me in when my 

parents died.

4 Everything I do is for the common people.

� I will do anything to protect the temple where I served.

6 I seek to preserve a sacred text that my enemies 

consider heretical and seek to destroy.

d6 Flaw

1 I judge others harshly, and myself even more severely.

2 I put too much trust in those who wield power within 

my temple’s hierarchy.

3 My piety sometimes leads me to blindly trust those 

that profess faith in my god.

4 ,�DP�LQŜH[LEOH�LQ�P\�WKLQNLQJ�

� I am suspicious of strangers and expect the 

worst of them.

6 Once I pick a goal, I become obsessed with it to the 

detriment of everything else in my life.

Acolyte
Qgm�`Yn]�kh]fl�qgmj�da^]�af�l`]�k]jna[]�g^�Y�l]ehd]�

lg�Y�kh][aÕ[�_g\�gj�hYfl`]gf�g^�_g\k&�Qgm�Y[l�Yk�Yf�

intermediary between the realm of the holy and the 

egjlYd�ogjd\$�h]j^gjeaf_�kY[j]\�jal]k�Yf\�gץ]jaf_�

kY[jaÕ[]k�af�gj\]j�lg�[gf\m[l�ogjk`ah]jk�aflg�l`]�

hj]k]f[]�g^�l`]�\anaf]&�Qgm�Yj]�fgl�f][]kkYjadq�Y�

cleric—performing sacred rites is not the same thing as 

channeling divine power.

� ;`ggk]�Y�_g\$�Y�hYfl`]gf�g^�_g\k$�gj�kge]�gl`]j�

imYka%\anaf]�Z]af_$�Yf\�ogjc�oal`�qgmj�<E�lg�\]lYad�

l`]�fYlmj]�g^�qgmj�j]da_agmk�k]jna[]&�O]j]�qgm�Y�d]kk]j�

^mf[lagfYjq�af�Y�l]ehd]$�jYak]\�^jge�[`ad\`gg\�lg�Ykkakl�

l`]�hja]klk�af�l`]�kY[j]\�jal]k7�Gj�o]j]�qgm�Y�`a_`�hja]kl�

o`g�km\\]fdq�]ph]ja]f[]\�Y�[Ydd�lg�k]jn]�qgmj�_g\�af�Y�

\aץ]j]fl�oYq7�H]j`Yhk�qgm�o]j]�l`]�d]Y\]j�g^�Y�keYdd�

[mdl�gmlka\]�g^�Yfq�]klYZdak`]\�l]ehd]�kljm[lmj]$�gj�

]n]f�Yf�g[[mdl�_jgmh�l`Yl�k]jn]\�Y�Õ]f\ak`�eYkl]j�l`Yl�

qgm�fgo�\]fq&

Kcadd�HjgÕ[a]f[a]k2 Insight, Religion

Languages: Log�g^�qgmj�[`ga[]

Equipment: 9�`gdq�kqeZgd� Y�_a^l�lg�qgm�o`]f�qgm�

]fl]j]\�l`]�hja]kl`gg\!$�Y�hjYq]j�Zggc�gj�hjYq]j�

o`]]d$�-�kla[ck�g^�af[]fk]$�n]kle]flk$�Y�k]l�g^�[geegf�

[dgl`]k$�Yf\�Y�Z]dl�hgm[`�[gflYafaf_�)-�_h

Feature: Shelter of the Faithful
9k�Yf�Y[gdql]$�qgm�[geeYf\�l`]�j]kh][l�g^�l`gk]�o`g�

k`Yj]�qgmj�^Yal`$�Yf\�qgm�[Yf�h]j^gje�l`]�j]da_agmk�

[]j]egfa]k�g^�qgmj�\]alq&�Qgm�Yf\�qgmj�Y\n]flmjaf_�

[gehYfagfk�[Yf�]ph][l�lg�j][]an]�^j]]�`]Ydaf_�Yf\�

care at a temple, shrine, or other established presence 

g^�qgmj�^Yal`$�l`gm_`�qgm�emkl�hjgna\]�Yfq�eYl]jaYd�

[gehgf]flk�f]]\]\�^gj�kh]ddk&�L`gk]�o`g�k`Yj]�

qgmj�j]da_agf�oadd�kmhhgjl�qgm� Zml�gfdq�qgm!�Yl�Y�

modest lifestyle.

� Qgm�ea_`l�Ydkg�`Yn]�la]k�lg�Y�kh][aÕ[�l]ehd]�\]\a[Yl]\�

lg�qgmj�[`gk]f�\]alq�gj�hYfl`]gf$�Yf\�qgm�`Yn]�Y�

j]ka\]f[]�l`]j]&�L`ak�[gmd\�Z]�l`]�l]ehd]�o`]j]�qgm�

mk]\�lg�k]jn]$�a^�qgm�j]eYaf�gf�_gg\�l]jek�oal`�al$�gj�Y�

l]ehd]�o`]j]�qgm�`Yn]�^gmf\�Y�f]o�`ge]&�O`ad]�f]Yj�

qgmj�l]ehd]$�qgm�[Yf�[Ydd�mhgf�l`]�hja]klk�^gj�YkkaklYf[]$�

hjgna\]\�l`]�YkkaklYf[]�qgm�Ykc�^gj�ak�fgl�`YrYj\gmk�Yf\�

qgm�j]eYaf�af�_gg\�klYf\af_�oal`�qgmj�l]ehd]&

Suggested Characteristics
9[gdql]k�Yj]�k`Yh]\�Zq�l`]aj�]ph]ja]f[]�af�l]ehd]k�gj�

gl`]j�j]da_agmk�[geemfala]k&�L`]aj�klm\q�g^�l`]�`aklgjq�

and tenets of their faith and their relationships to 

l]ehd]k$�k`jaf]k$�gj�`a]jYj[`a]k�Yץ][l�l`]aj�eYff]jakek�

Yf\�a\]Ydk&�L`]aj�ÖYok�ea_`l�Z]�kge]�`a\\]f�

hypocrisy or heretical idea, or an ideal or bond taken 

lg�Yf�]plj]e]&
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d8 Personality Trait

1 I always have a plan for what to do when 

things go wrong.

2 I am always calm, no matter what the situation. I never 

raise my voice or let my emotions control me.

3 7KH�śUVW�WKLQJ�,�GR�LQ�D�QHZ�SODFH�LV�QRWH�WKH�ORFDWLRQV�

of everything valuable—or where such things 

could be hidden.

4 I would rather make a new friend than a new enemy.

� I am incredibly slow to trust. Those who seem the 

fairest often have the most to hide.

6 I don’t pay attention to the risks in a situation. Never 

tell me the odds.

7 The best way to get me to do something is to tell me I 

can’t do it.

� I blow up at the slightest insult.

d6 Ideal

1 Honor. I don’t steal from others in the trade. (Lawful)

2 Freedom. Chains are meant to be broken, as are those 

who would forge them. (Chaotic)

3 Charity. I steal from the wealthy so that I can help 

people in need. (Good)

4 Greed. I will do whatever it takes to become 

wealthy. (Evil)

� People. I’m loyal to my friends, not to any ideals, and 

everyone else can take a trip down the Styx for all I 

care. (Neutral)

6 Redemption. There’s a spark of good in 

everyone. (Good)

d6 Bond

1 ,ôP�WU\LQJ�WR�SD\�RŚ�DQ�ROG�GHEW�,�RZH�WR�D�

generous benefactor.

2 0\�LOO�JRWWHQ�JDLQV�JR�WR�VXSSRUW�P\�IDPLO\�

3 Something important was taken from me, and I aim to 

steal it back.

4 I will become the greatest thief that ever lived.

� I’m guilty of a terrible crime. I hope I can redeem 

myself for it.

6 Someone I loved died because of I mistake I made. 

That will never happen again.

d6 Flaw

1 When I see something valuable, I can’t think about 

anything but how to steal it.

2 When faced with a choice between money and my 

friends, I usually choose the money.

3 If there’s a plan, I’ll forget it. If I don’t forget it, 

I’ll ignore it.

4 I have a “tell” that reveals when I’m lying.

� I turn tail and run when things look bad.

6 $Q�LQQRFHQW�SHUVRQ�LV�LQ�SULVRQ�IRU�D�FULPH�WKDW�,�

committed. I’m okay with that.

Criminal
Qgm�Yj]�Yf�]ph]ja]f[]\�[jaeafYd�oal`�Y�`aklgjq�g^�

Zj]Ycaf_�l`]�dYo&�Qgm�`Yn]�kh]fl�Y�dgl�g^�lae]�Yegf_�

other criminals and still have contacts within the 

[jaeafYd�mf\]jogjd\&�QgmÌj]�^Yj�[dgk]j�l`Yf�egkl�h]ghd]�

lg�l`]�ogjd\�g^�emj\]j$�l`]^l$�Yf\�nagd]f[]�l`Yl�h]jnY\]k�

l`]�mf\]jZ]ddq�g^�[anadarYlagf$�Yf\�qgm�`Yn]�kmjnan]\�mh�lg�

l`ak�hgafl�Zq�Ögmlaf_�l`]�jmd]k�Yf\�j]_mdYlagfk�g^�kg[a]lq&

Kcadd�HjgÕ[a]f[a]k2 Deception, Stealth

Lggd�HjgÕ[a]f[a]k2�One type of gaming set, 

l`a]n]kÌ�lggdk

Equipment: 9�[jgoZYj$�Y�k]l�g^�\Yjc�[geegf�[dgl`]k�

af[dm\af_�Y�`gg\$�Yf\�Y�Z]dl�hgm[`�[gflYafaf_�)-�_h

Criminal Specialty
L`]j]�Yj]�eYfq�caf\k�g^�[jaeafYdk$�Yf\�oal`af�Y�l`a]n]kÌ�

_mad\�gj�kaeadYj�[jaeafYd�gj_YfarYlagf$�af\ana\mYd�

e]eZ]jk�`Yn]�hYjla[mdYj�kh][aYdla]k&�=n]f�[jaeafYdk�

o`g�gh]jYl]�gmlka\]�g^�km[`�gj_YfarYlagfk�`Yn]�kljgf_�

preferences for certain kinds of crimes over others. 

;`ggk]�l`]�jgd]�qgm�hdYq]\�af�qgmj�[jaeafYd�da^]$�gj�jgdd�

on the table below.

Feature: Criminal Contact
Qgm�`Yn]�Y�j]daYZd]�Yf\�ljmklogjl`q�[gflY[l�o`g�Y[lk�Yk�

qgmj�daYakgf�lg�Y�f]logjc�g^�gl`]j�[jaeafYdk&�Qgm�cfgo�

`go�lg�_]l�e]kkY_]k�lg�Yf\�^jge�qgmj�[gflY[l$�]n]f�

gn]j�_j]Yl�\aklYf[]k3�kh][aÕ[Yddq$�qgm�cfgo�l`]�dg[Yd�

e]kk]f_]jk$�[gjjmhl�[YjYnYf�eYkl]jk$�Yf\�k]]\q�kYadgjk�

o`g�[Yf�\]dan]j�e]kkY_]k�^gj�qgm&

Suggested Characteristics
;jaeafYdk�ea_`l�k]]e�dac]�naddYafk�gf�l`]�kmj^Y[]$�

Yf\�eYfq�g^�l`]e�Yj]�naddYafgmk�lg�l`]�[gj]&�:ml�kge]�

`Yn]�Yf�YZmf\Yf[]�g^�]f\]Yjaf_$�a^�fgl�j]\]]eaf_$�

[`YjY[l]jakla[k&�L`]j]�ea_`l�Z]�`gfgj�Yegf_�l`a]n]k$�Zml�

[jaeafYdk�jYj]dq�k`go�Yfq�j]kh][l�^gj�dYo�gj�Yml`gjalq&

Variant Criminal: Spy
9dl`gm_`�qgmj�[YhYZadala]k�Yj]�fgl�em[`�\aץ]j]fl�

^jge�l`gk]�g^�Y�Zmj_dYj�gj�kem__d]j$�qgm�d]Yjf]\�

Yf\�hjY[la[]\�l`]e�af�Y�n]jq�\aץ]j]fl�[gfl]pl2�Yk�Yf�

]khagfY_]�Y_]fl&�Qgm�ea_`l�`Yn]�Z]]f�Yf�g[aYddq�

kYf[lagf]\�Y_]fl�g^�l`]�[jgof$�gj�h]j`Yhk�qgm�kgd\�l`]�

k][j]lk�qgm�mf[gn]j]\�lg�l`]�`a_`]kl�Za\\]j&

d8 Specialty

1 Blackmailer

2 Burglar

3 Enforcer

4 Fence

d8 Specialty

� Highway robber

6 Hired killer

7 Pickpocket

� Smuggler 
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d8 Personality Trait

1 I judge people by their actions, not their words.

2 If someone is in trouble, I’m always ready to lend help.

3 When I set my mind to something, I follow through no 

matter what gets in my way.

4 ,�KDYH�D�VWURQJ�VHQVH�RI�IDLU�SOD\�DQG�DOZD\V�WU\�WR�śQG�

the most equitable solution to arguments.

� ,ôP�FRQśGHQW�LQ�P\�RZQ�DELOLWLHV�DQG�GR�ZKDW�,�FDQ�WR�

LQVWLOO�FRQśGHQFH�LQ�RWKHUV�

6 Thinking is for other people. I prefer action.

7 I misuse long words in an attempt to sound smarter.

� I get bored easily. When am I going to get on 

with my destiny?

d6 Ideal

1 Respect. People deserve to be treated with dignity and 

respect. (Good)

2 Fairness. No one should get preferential treatment 

before the law, and no one is above the law. (Lawful)

3 Freedom. Tyrants must not be allowed to oppress the 

people. (Chaotic)

4 Might. If I become strong, I can take what I want—

what I deserve. (Evil)

� Sincerity. There’s no good in pretending to be 

something I’m not. (Neutral)

6 Destiny. Nothing and no one can steer me away from 

P\�KLJKHU�FDOOLQJ���$Q\�

d6 Bond

1 I have a family, but I have no idea where they are. One 

day, I hope to see them again.

2 I worked the land, I love the land, and I will 

protect the land.

3 $�SURXG�QREOH�RQFH�JDYH�PH�D�KRUULEOH�EHDWLQJ��DQG�,�

will take my revenge on any bully I encounter.

4 My tools are symbols of my past life, and I carry them 

so that I will never forget my roots.

� I protect those who cannot protect themselves.

6 I wish my childhood sweetheart had come with me to 

pursue my destiny.

d6 Flaw

1 The tyrant who rules my land will stop at nothing to 

see me killed.

2 ,ôP�FRQYLQFHG�RI�WKH�VLJQLśFDQFH�RI�P\�GHVWLQ\��DQG�

blind to my shortcomings and the risk of failure.

3 The people who knew me when I was young know my 

shameful secret, so I can never go home again.

4 I have a weakness for the vices of the city, 

especially hard drink.

� Secretly, I believe that things would be better if I were a 

tyrant lording over the land.

6 I have trouble trusting in my allies.

Folk Hero
Qgm�[ge]�^jge�Y�`meZd]�kg[aYd�jYfc$�Zml�qgm�Yj]�

\]klaf]\�^gj�kg�em[`�egj]&�9dj]Y\q�l`]�h]ghd]�g^�

qgmj�`ge]�naddY_]�j]_Yj\�qgm�Yk�l`]aj�[`Yehagf$�Yf\�

qgmj�\]klafq�[Yddk�qgm�lg�klYf\�Y_Yafkl�l`]�lqjYflk�Yf\�

monsters that threaten the common folk everywhere.

Kcadd�HjgÕ[a]f[a]k2�9faeYd�@Yf\daf_$�KmjnanYd

Lggd�HjgÕ[a]f[a]k2�Gf]�lqh]�g^�YjlakYfÌk�lggdk$�

n]`a[d]k� dYf\!

Equipment:�9�k]l�g^�YjlakYfÌk�lggdk� gf]�g^�qgmj�[`ga[]!$�

a shovel, an iron pot, a set of common clothes, and a 

Z]dl�hgm[`�[gflYafaf_�)(�_h

Defining Event
Qgm�hj]nagmkdq�hmjkm]\�Y�kaehd]�hjg^]kkagf�Yegf_�

the peasantry, perhaps as a farmer, miner, servant, 

k`]h`]j\$�ogg\[mll]j$�gj�_jYn]\a__]j&�:ml�kge]l`af_�

`Yhh]f]\�l`Yl�k]l�qgm�gf�Y�\aץ]j]fl�hYl`�Yf\�eYjc]\�

qgm�^gj�_j]Yl]j�l`af_k&�;`ggk]�gj�jYf\gedq�\]l]jeaf]�Y�

\]Õfaf_�]n]fl�l`Yl�eYjc]\�qgm�Yk�Y�`]jg�g^�l`]�h]ghd]&

d10 'HśQLQJ�(YHQW

1 I stood up to a tyrant’s agents.

2 I saved people during a natural disaster.

3 I stood alone against a terrible monster.

4 I stole from a corrupt merchant to help the poor.

� ,�OHG�D�PLOLWLD�WR�śJKW�RŚ�DQ�LQYDGLQJ�DUP\�

6 I broke into a tyrant’s castle and stole weapons to 

arm the people.

7 I trained the peasantry to use farm implements as 

weapons against a tyrant’s soldiers.

� $�ORUG�UHVFLQGHG�DQ�XQSRSXODU�GHFUHH�DIWHU�,�OHG�D�

symbolic act of protest against it.

� $�FHOHVWLDO��IH\��RU�VLPLODU�FUHDWXUH�JDYH�PH�D�EOHVVLQJ�

or revealed my secret origin.

10 Recruited into a lord’s army, I rose to leadership and 

was commended for my heroism.

Feature: Rustic Hospitality
Kaf[]�qgm�[ge]�^jge�l`]�jYfck�g^�l`]�[geegf�^gdc$�

qgm�Õl�af�Yegf_�l`]e�oal`�]Yk]&�Qgm�[Yf�Õf\�Y�hdY[]�

lg�`a\]$�j]kl$�gj�j][mh]jYl]�Yegf_�gl`]j�[geegf]jk$�

mfd]kk�qgm�`Yn]�k`gof�qgmjk]d^�lg�Z]�Y�\Yf_]j�lg�

l`]e&�L`]q�oadd�k`a]d\�qgm�^jge�l`]�dYo�gj�Yfqgf]�

]dk]�k]Yj[`af_�^gj�qgm$�l`gm_`�l`]q�oadd�fgl�jakc�l`]aj�

dan]k�^gj�qgm&

Suggested Characteristics
9�^gdc�`]jg�ak�gf]�g^�l`]�[geegf�h]ghd]$�^gj�Z]ll]j�

gj�^gj�ogjk]&�Egkl�^gdc�`]jg]k�dggc�gf�l`]aj�`meZd]�

gja_afk�Yk�Y�najlm]$�fgl�Y�k`gjl[geaf_$�Yf\�l`]aj�`ge]�

[geemfala]k�j]eYaf�n]jq�aehgjlYfl�lg�l`]e&
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d8 Personality Trait

1 I use polysyllabic words that convey the impression of 

great erudition.

2 I’ve read every book in the world’s greatest libraries—

or I like to boast that I have.

3 I’m used to helping out those who aren’t as smart 

as I am, and I patiently explain anything and 

everything to others.

4 There’s nothing I like more than a good mystery.

� I’m willing to listen to every side of an argument before 

I make my own judgment.

6 I . . . speak . . . slowly . . . when talking . . . to idiots, . . . 

which . . . almost . . . everyone . . . is . . . compared . . . 

to me.

7 I am horribly, horribly awkward in social situations.

� I’m convinced that people are always trying to 

steal my secrets.

d6 Ideal

1 Knowledge. 7KH�SDWK�WR�SRZHU�DQG�VHOI�LPSURYHPHQW�

is through knowledge. (Neutral)

2 Beauty. What is beautiful points us beyond itself 

toward what is true. (Good)

3 Logic. Emotions must not cloud our logical 

thinking. (Lawful)

4 No Limits. 1RWKLQJ�VKRXOG�IHWWHU�WKH�LQśQLWH�SRVVLELOLW\�
inherent in all existence. (Chaotic)

� Power. Knowledge is the path to power and 

domination. (Evil)

6 Self-Improvement. The goal of a life of study is the 

EHWWHUPHQW�RI�RQHVHOI���$Q\�

d6 Bond

1 It is my duty to protect my students.

2 I have an ancient text that holds terrible secrets that 

must not fall into the wrong hands.

3 I work to preserve a library, university, scriptorium, 

or monastery.

4 0\�OLIHôV�ZRUN�LV�D�VHULHV�RI�WRPHV�UHODWHG�WR�D�VSHFLśF�

śHOG�RI�ORUH�

� I’ve been searching my whole life for the answer to a 

certain question.

6 I sold my soul for knowledge. I hope to do great deeds 

and win it back.

d6 Flaw

1 I am easily distracted by the promise of information.

2 Most people scream and run when they see a demon. I 

stop and take notes on its anatomy.

3 Unlocking an ancient mystery is worth the price of a 

civilization.

4 I overlook obvious solutions in favor of 

complicated ones.

� I speak without really thinking through my words, 

invariably insulting others.

6 I can’t keep a secret to save my life, or anyone else’s.

Sage
Qgm�kh]fl�q]Yjk�d]Yjfaf_�l`]�dgj]�g^�l`]�emdlan]jk]&�Qgm�

k[gmj]\�eYfmk[jahlk$�klm\a]\�k[jgddk$�Yf\�dakl]f]\�lg�l`]�

_j]Yl]kl�]ph]jlk�gf�l`]�kmZb][lk�l`Yl�afl]j]kl�qgm&�Qgmj�

&gjlk�`Yn]�eY\]�qgm�Y�eYkl]j�af�qgmj�Õ]d\k�g^�klm\qץ[

Kcadd�HjgÕ[a]f[a]k2�9j[YfY$�@aklgjq

Languages:�Log�g^�qgmj�[`ga[]

Equipment:�9�Zglld]�g^�ZdY[c�afc$�Y�imadd$�Y�keYdd�cfa^]$�

Y�d]ll]j�^jge�Y�\]Y\�[gdd]Y_m]�hgkaf_�Y�im]klagf�qgm�

have not yet been able to answer, a set of common 

[dgl`]k$�Yf\�Y�Z]dl�hgm[`�[gflYafaf_�)(�_h

Specialty
Lg�\]l]jeaf]�l`]�fYlmj]�g^�qgmj�k[`gdYjdq�ljYafaf_$�jgdd�Y�

\0�gj�[`ggk]�^jge�l`]�ghlagfk�af�l`]�lYZd]�Z]dgo&

Feature: Researcher
O`]f�qgm�Yll]ehl�lg�d]Yjf�gj�j][Ydd�Y�ha][]�g^�dgj]$�a^�qgm�

\g�fgl�cfgo�l`Yl�af^gjeYlagf$�qgm�g^l]f�cfgo�o`]j]�Yf\�

^jge�o`ge�qgm�[Yf�gZlYaf�al&�MkmYddq$�l`ak�af^gjeYlagf�

[ge]k�^jge�Y�daZjYjq$�k[jahlgjame$�mfan]jkalq$�gj�Y�kY_]�

gj�gl`]j�d]Yjf]\�h]jkgf�gj�[j]Ylmj]&�Qgmj�<E�ea_`l�

jmd]�l`Yl�l`]�cfgod]\_]�qgm�k]]c�ak�k][j]l]\�YoYq�af�Yf�

almost inaccessible place, or that it simply cannot be 

^gmf\&�Mf]Yjl`af_�l`]�\]]h]kl�k][j]lk�g^�l`]�emdlan]jk]�

[Yf�j]imaj]�Yf�Y\n]flmj]�gj�]n]f�Y�o`gd]�[YehYa_f&

Suggested Characteristics
KY_]k�Yj]�\]Õf]\�Zq�l`]aj�]pl]fkan]�klm\a]k$�Yf\�l`]aj�

[`YjY[l]jakla[k�j]Ö][l�l`ak�da^]�g^�klm\q&�<]ngl]\�lg�

k[`gdYjdq�hmjkmalk$�Y�kY_]�nYdm]k�cfgod]\_]�`a_`dqÈ

sometimes in its own right, sometimes as a means 

toward other ideals.

d8 Specialty

1 $OFKHPLVW

2 $VWURQRPHU

3 Discredited 

academic

4 Librarian

d8 Specialty

� Professor

6 Researcher

7 Wizard’s apprentice

� Scribe
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d8 Personality Trait

1 I’m always polite and respectful.

2 I’m haunted by memories of war. I can’t get the images 

of violence out of my mind.

3 I’ve lost too many friends, and I’m slow to 

make new ones.

4 I’m full of inspiring and cautionary tales from 

my military experience relevant to almost every 

combat situation.

� ,�FDQ�VWDUH�GRZQ�D�KHOO�KRXQG�ZLWKRXW�ŜLQFKLQJ�

6 I enjoy being strong and like breaking things.

7 I have a crude sense of humor.

� ,�IDFH�SUREOHPV�KHDG�RQ��$�VLPSOH��GLUHFW�VROXWLRQ�LV�

the best path to success.

d6 Ideal

1 Greater Good. Our lot is to lay down our lives in 

defense of others. (Good)

2 Responsibility. I do what I must and obey just 

authority. (Lawful)

3 Independence. When people follow orders blindly, they 

embrace a kind of tyranny. (Chaotic)

4 Might. In life as in war, the stronger force wins. (Evil)

� Live and Let Live. Ideals aren’t worth killing over or 

going to war for. (Neutral)

6 Nation. My city, nation, or people are all that 

PDWWHU���$Q\�

d6 Bond

1 I would still lay down my life for the people I 

served with.

2 6RPHRQH�VDYHG�P\�OLIH�RQ�WKH�EDWWOHśHOG��7R�WKLV�GD\��,�

will never leave a friend behind.

3 My honor is my life.

4 I’ll never forget the crushing defeat my company 

VXŚHUHG�RU�WKH�HQHPLHV�ZKR�GHDOW�LW�

� 7KRVH�ZKR�śJKW�EHVLGH�PH�DUH�WKRVH�ZRUWK�G\LQJ�IRU�

6 ,�śJKW�IRU�WKRVH�ZKR�FDQQRW�śJKW�IRU�WKHPVHOYHV�

d6 Flaw

1 The monstrous enemy we faced in battle still leaves 

me quivering with fear.

2 I have little respect for anyone who is not a 

proven warrior.

3 I made a terrible mistake in battle that cost many 

lives—and I would do anything to keep that 

mistake secret.

4 My hatred of my enemies is blind and unreasoning.

� I obey the law, even if the law causes misery.

6 I’d rather eat my armor than admit when I’m wrong.

Soldier
OYj�`Yk�Z]]f�qgmj�da^]�^gj�Yk�dgf_�Yk�qgm�[Yj]�lg�

j]e]eZ]j&�Qgm�ljYaf]\�Yk�Y�qgml`$�klm\a]\�l`]�mk]�g^�

o]Yhgfk�Yf\�Yjegj$�d]Yjf]\�ZYka[�kmjnanYd�l][`faim]k$�

af[dm\af_�`go�lg�klYq�Ydan]�gf�l`]�ZYlld]Õ]d\&�Qgm�

might have been part of a standing national army or a 

mercenary company, or perhaps a member of a local 

eadalaY�o`g�jgk]�lg�hjgeaf]f[]�\mjaf_�Y�j][]fl�oYj&

� O`]f�qgm�[`ggk]�l`ak�ZY[c_jgmf\$�ogjc�oal`�qgmj�

<E�lg�\]l]jeaf]�o`a[`�eadalYjq�gj_YfarYlagf�qgm�o]j]�

Y�hYjl�g^$�`go�^Yj�l`jgm_`�alk�jYfck�qgm�hjg_j]kk]\$�Yf\�

o`Yl�caf\�g^�]ph]ja]f[]k�qgm�`Y\�\mjaf_�qgmj�eadalYjq�

[Yj]]j&�OYk�al�Y�klYf\af_�Yjeq$�Y�lgof�_mYj\$�gj�Y�naddY_]�

eadalaY7�Gj�al�ea_`l�`Yn]�Z]]f�Y�fgZd]Ìk�gj�e]j[`YflÌk�

private army, or a mercenary company.

Kcadd�HjgÕ[a]f[a]k2�9l`d]la[k$�Aflaea\Ylagf

Lggd�HjgÕ[a]f[a]k2 One type of gaming set, 

n]`a[d]k� dYf\!

Equipment:�9f�afka_faY�g^�jYfc$�Y�ljgh`q�lYc]f�^jge�

Y�^Ydd]f�]f]eq� Y�\Y__]j$�Zjgc]f�ZdY\]$�gj�ha][]�g^�Y�

ZYff]j!$�Y�k]l�g^�Zgf]�\a[]�gj�\][c�g^�[Yj\k$�Y�k]l�g^�

[geegf�[dgl`]k$�Yf\�Y�Z]dl�hgm[`�[gflYafaf_�)(�_h

Specialty
<mjaf_�qgmj�lae]�Yk�Y�kgd\a]j$�qgm�`Y\�Y�kh][aÕ[�jgd]�lg�

hdYq�af�qgmj�mfal�gj�Yjeq&�Jgdd�Y�\0�gj�[`ggk]�^jge�l`]�

ghlagfk�af�l`]�lYZd]�Z]dgo�lg�\]l]jeaf]�qgmj�jgd]2

Feature: Military Rank
Qgm�`Yn]�Y�eadalYjq�jYfc�^jge�qgmj�[Yj]]j�Yk�Y�kgd\a]j&�

Kgd\a]jk�dgqYd�lg�qgmj�^gje]j�eadalYjq�gj_YfarYlagf�

kladd�j][g_far]�qgmj�Yml`gjalq�Yf\�afÖm]f[]$�Yf\�l`]q�

\]^]j�lg�qgm�a^�l`]q�Yj]�g^�Y�dgo]j�jYfc&�Qgm�[Yf�afngc]�

qgmj�jYfc�lg�]p]jl�afÖm]f[]�gn]j�gl`]j�kgd\a]jk�Yf\�

j]imakalagf�kaehd]�]imahe]fl�gj�`gjk]k�^gj�l]ehgjYjq�

mk]&�Qgm�[Yf�Ydkg�mkmYddq�_Yaf�Y[[]kk�lg�^ja]f\dq�

eadalYjq�]f[Yehe]flk�Yf\�^gjlj]kk]k�o`]j]�qgmj�jYfc�

ak�j][g_far]\&

Suggested Characteristics
L`]�`gjjgjk�g^�oYj�[geZaf]\�oal`�l`]�ja_a\�\ak[ahdaf]�g^�

military service leave their mark on all soldiers, shaping 

their ideals, creating strong bonds, and often leaving 

l`]e�k[Yjj]\�Yf\�nmdf]jYZd]�lg�^]Yj$�k`Ye]$�Yf\�`Ylj]\&

d8 Specialty

1 2ŝFHU

2 Scout

3 Infantry

4 Cavalry

� Healer

d8 Specialty

6 Quartermaster

7 Standard bearer

� 6XSSRUW�VWDŚ�

(cook, blacksmith, 

or the like)
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Coinage
;geegf�[gafk�[ge]�af�k]n]jYd�\aץ]j]fl�\]fgeafYlagfk�

based on the relative worth of the metal from which they 

Yj]�eY\]&�L`]�l`j]]�egkl�[geegf�[gafk�Yj]�l`]�_gd\�

ha][]� _h!$�l`]�kadn]j�ha][]� kh!$�Yf\�l`]�[ghh]j�ha][]� [h!&

� Oal`�gf]�_gd\�ha][]$�Y�[`YjY[l]j�[Yf�Zmq�Y�iman]j$�

-(�^]]l�g^�_gg\�jgh]$�gj�Y�_gYl&�9�kcadd]\� Zml�fgl�

]p[]hlagfYd!�YjlakYf�[Yf�]Yjf�gf]�_gd\�ha][]�Y�\Yq&�

L`]�_gd\�ha][]�ak�l`]�klYf\Yj\�mfal�g^�e]Ykmj]�^gj�

o]Ydl`$�]n]f�a^�l`]�[gaf�alk]d^�ak�fgl�[geegfdq�mk]\&�

O`]f�e]j[`Yflk�\ak[mkk�\]Ydk�l`Yl�afngdn]�_gg\k�gj�

k]jna[]k�ogjl`�`mf\j]\k�gj�l`gmkYf\k�g^�_gd\�ha][]k$�

l`]�ljYfkY[lagfk�\gfÌl�mkmYddq�afngdn]�l`]�]p[`Yf_]�g^�

af\ana\mYd�[gafk&�JYl`]j$�l`]�_gd\�ha][]�ak�Y�klYf\Yj\�

e]Ykmj]�g^�nYdm]$�Yf\�l`]�Y[lmYd�]p[`Yf_]�ak�af�_gd\�

ZYjk$�d]ll]jk�g^�[j]\al$�gj�nYdmYZd]�_gg\k&

 One gold piece is worth ten silver pieces, the most 

hj]nYd]fl�[gaf�Yegf_�[geegf]jk&�9�kadn]j�ha][]�

Zmqk�Y�k]l�g^�\a[]$�Y�ÖYkc�g^�dYeh�gad$�gj�Y�fa_`lÌk�j]kl�

in a poor inn.

 One silver piece is worth ten copper pieces, which are 

[geegf�Yegf_�dYZgj]jk�Yf\�Z]__Yjk&�9�kaf_d]�[ghh]j�

ha][]�Zmqk�Y�[Yf\d]$�Y�lgj[`$�gj�Y�ha][]�g^�[`Ydc&

� Af�Y\\alagf$�mfmkmYd�[gafk�eY\]�g^�gl`]j�hj][agmk�

e]lYdk�kge]lae]k�Yhh]Yj�af�lj]Ykmj]�`gYj\k&�L`]�

]d][ljme�ha][]� ]h!�Yf\�l`]�hdYlafme�ha][]� hh!�gja_afYl]�

from fallen empires and lost kingdoms, and they 

kge]lae]k�Yjgmk]�kmkha[agf�Yf\�kc]hla[ake�o`]f�mk]\�

af�ljYfkY[lagfk&�9f�]d][ljme�ha][]�ak�ogjl`�Õn]�kadn]j�

ha][]k$�Yf\�Y�hdYlafme�ha][]�ak�ogjl`�l]f�_gd\�ha][]k&

� 9�klYf\Yj\�[gaf�o]a_`k�YZgml�Y�l`aj\�g^�Yf�gmf[]$�

kg�Õ^lq�[gafk�o]a_`�Y�hgmf\&

Standard Exchange Rates
Coin cp sp ep gp pp

Copper (cp) 1 1/10 ���� 1/100 1/1,000

Silver (sp) 10 1 ��� 1/10 1/100

Electrum (ep) �� � 1 1/2 1/20

Gold (gp) 100 10 2 1 1/10

Platinum (pp) 1,000 100 20 10 1

Selling Treasure
Ghhgjlmfala]k�YZgmf\�lg�Õf\�lj]Ykmj]$�]imahe]fl$�

o]Yhgfk$�Yjegj$�Yf\�egj]�af�l`]�\mf_]gfk�qgm�]phdgj]&�

FgjeYddq$�qgm�[Yf�k]dd�qgmj�lj]Ykmj]k�Yf\�ljafc]lk�o`]f�

qgm�j]lmjf�lg�Y�lgof�gj�gl`]j�k]lld]e]fl$�hjgna\]\�l`Yl�qgm�

[Yf�Õf\�Zmq]jk�Yf\�e]j[`Yflk�afl]j]kl]\�af�qgmj�dggl&

 Arms, Armor, and Other Equipment.�9k�Y�_]f]jYd�

jmd]$�mf\YeY_]\�o]Yhgfk$�Yjegj$�Yf\�gl`]j�]imahe]fl�

fetch half their cost when sold in a market. Weapons 

Yf\�Yjegj�mk]\�Zq�egfkl]jk�Yj]�jYj]dq�af�_gg\�]fgm_`�

condition to sell.

 Magic Items. Selling magic items is problematic. 

>af\af_�kge]gf]�lg�Zmq�Y�hglagf�gj�Y�k[jgdd�akfÌl�lgg�

`Yj\$�Zml�gl`]j�al]ek�Yj]�gml�g^�l`]�j]Yde�g^�egkl�Zml�l`]�

wealthiest nobles. Likewise, aside from a few common 

eY_a[�al]ek$�qgm�ogfÌl�fgjeYddq�[ge]�Y[jgkk�eY_a[�

LHE MARKETPLACE OF A LARGE CITY TEEMS WITH BUYERS AND 

k]dd]jk�g^�eYfq�kgjlk2�\oYj^�keal`k�Yf\�]d^�ogg\[Yjn]jk$�

`YdÖaf_�^Yje]jk�Yf\�_fge]�b]o]d]jk$�fgl�lg�e]flagf�

`meYfk�g^�]n]jq�k`Yh]$�kar]$�Yf\�[gdgj�\jYof�^jge�Y�

kh][ljme�g^�fYlagfk�Yf\�[mdlmj]k&�Af�l`]�dYj_]kl�[ala]k$�

Ydegkl�Yfql`af_�aeY_afYZd]�ak�gץ]j]\�^gj�kYd]$�^jge�

]pgla[�kha[]k�Yf\�dmpmjagmk�[dgl`af_�lg�oa[c]j�ZYkc]lk�

and practical swords.

� >gj�Yf�Y\n]flmj]j$�l`]�YnYadYZadalq�g^�Yjegj$�o]Yhgfk$�

ZY[chY[ck$�jgh]$�Yf\�kaeadYj�_gg\k�ak�g^�hYjYegmfl�

aehgjlYf[]$�kaf[]�hjgh]j�]imahe]fl�[Yf�e]Yf�l`]�

\aץ]j]f[]�Z]lo]]f�da^]�Yf\�\]Yl`�af�Y�\mf_]gf�gj�l`]�

mflYe]\�oad\k&�L`ak�[`Yhl]j�\]lYadk�l`]�emf\Yf]�Yf\�

]pgla[�e]j[`Yf\ak]�l`Yl�Y\n]flmj]jk�[geegfdq�Õf\�mk]^md�

af�l`]�^Y[]�g^�l`]�l`j]Ylk�l`Yl�l`]�ogjd\k�g^�<�<�hj]k]fl&

Starting Equipment
O`]f�qgm�[j]Yl]�qgmj�[`YjY[l]j$�qgm�j][]an]�]imahe]fl�

ZYk]\�gf�Y�[geZafYlagf�g^�qgmj�[dYkk�Yf\�ZY[c_jgmf\&�

9dl]jfYlan]dq$�qgm�[Yf�klYjl�oal`�Y�fmeZ]j�g^�_gd\�ha][]k�

ZYk]\�gf�qgmj�[dYkk�Yf\�kh]f\�l`]e�gf�al]ek�^jge�l`]�

daklk�af�l`ak�[`Yhl]j&�K]]�l`]�KlYjlaf_�O]Ydl`�Zq�;dYkk�

lYZd]�lg�\]l]jeaf]�`go�em[`�_gd\�qgm�`Yn]�lg�kh]f\&

� Qgm�\][a\]�`go�qgmj�[`YjY[l]j�[Ye]�Zq�l`ak�klYjlaf_�

]imahe]fl&�Al�ea_`l�`Yn]�Z]]f�Yf�af`]jalYf[]$�gj�_gg\k�

l`Yl�l`]�[`YjY[l]j�hmj[`Yk]\�\mjaf_�`ak�gj�`]j�mhZjaf_af_&�

Qgm�ea_`l�`Yn]�Z]]f�]imahh]\�oal`�Y�o]Yhgf$�Yjegj$�Yf\�

Y�ZY[chY[c�Yk�hYjl�g^�eadalYjq�k]jna[]&�Qgm�ea_`l�]n]f�`Yn]�

klgd]f�qgmj�_]Yj&�9�o]Yhgf�[gmd\�Z]�Y�^Yeadq�`]ajdgge$�

hYkk]\�\gof�^jge�_]f]jYlagf�lg�_]f]jYlagf�mflad�qgmj�

[`YjY[l]j�ÕfYddq�lggc�mh�l`]�eYfld]�Yf\�^gddgo]\�af�Yf�

Yf[]klgjÌk�Y\n]flmjgmk�^gglkl]hk&

Starting Wealth by Class
Class Funds

Cleric �G�������JS

Fighter �G�������JS

Rogue 4d4 × 10 gp

Wizard 4d4 × 10 gp

Wealth
O]Ydl`�Yhh]Yjk�af�eYfq�^gjek�af�Y�<�<�ogjd\&�;gafk$�

gemstones, trade goods, art objects, animals, and 

hjgh]jlq�[Yf�j]Ö][l�qgmj�[`YjY[l]jÌk�ÕfYf[aYd�o]dd%Z]af_&�

Members of the peasantry trade in goods, bartering for 

o`Yl�l`]q�f]]\�Yf\�hYqaf_�lYp]k�af�_jYaf�Yf\�[`]]k]&�

E]eZ]jk�g^�l`]�fgZadalq�ljY\]�]al`]j�af�d]_Yd�ja_`lk$�km[`�

as the rights to a mine, a port, or farmland, or in gold 

ZYjk$�e]Ykmjaf_�_gd\�Zq�l`]�hgmf\�jYl`]j�l`Yf�Zq�l`]�

[gaf&�Gfdq�e]j[`Yflk$�Y\n]flmj]jk$�Yf\�l`gk]�gץ]jaf_�

professional services for hire commonly deal in coins.

Chapter 5: Equipment
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 Leather.�L`]�Zj]YklhdYl]�Yf\�k`gmd\]j�hjgl][lgjk�g^�

l`ak�Yjegj�Yj]�eY\]�g^�d]Yl`]j�l`Yl�`Yk�Z]]f�klaץ]f]\�

Zq�Z]af_�Zgad]\�af�gad&�L`]�j]kl�g^�l`]�Yjegj�ak�eY\]�g^�

kg^l]j�Yf\�egj]�Ö]paZd]�eYl]jaYdk&

 Studded Leather.�EY\]�^jge�lgm_`�Zml�Ö]paZd]�

d]Yl`]j$�klm\\]\�d]Yl`]j�ak�j]af^gj[]\�oal`�[dgk]%k]l�

rivets or spikes.

Medium Armor
E]\ame�Yjegj�gץ]jk�egj]�hjgl][lagf�l`Yf�da_`l�Yjegj$�

Zml�al�Ydkg�aehYajk�egn]e]fl�egj]&�A^�qgm�o]Yj�e]\ame�

Yjegj$�qgm�Y\\�qgmj�<]pl]jalq�eg\aÕ]j$�lg�Y�eYpaeme�

g^�#*$�lg�l`]�ZYk]�fmeZ]j�^jge�qgmj�Yjegj�lqh]�lg�

\]l]jeaf]�qgmj�9jegj�;dYkk&

 Hide.�L`ak�[jm\]�Yjegj�[gfkaklk�g^�l`a[c�^mjk�Yf\�

pelts. It is commonly worn by barbarian tribes, evil 

`meYfga\k$�Yf\�gl`]j�^gdc�o`g�dY[c�Y[[]kk�lg�l`]�lggdk�

and materials needed to create better armor.

 Chain Shirt. Made of interlocking metal rings, a chain 

k`ajl�ak�ogjf�Z]lo]]f�dYq]jk�g^�[dgl`af_�gj�d]Yl`]j&�L`ak�

Yjegj�gץ]jk�eg\]kl�hjgl][lagf�lg�l`]�o]Yj]jÌk�mhh]j�

Zg\q�Yf\�Yddgok�l`]�kgmf\�g^�l`]�jaf_k�jmZZaf_�Y_Yafkl�

gf]�Yfgl`]j�lg�Z]�em]\�Zq�gml]j�dYq]jk&

 Scale Mail.�L`ak�Yjegj�[gfkaklk�g^�Y�[gYl�Yf\�d]__af_k�

 Yf\�h]j`Yhk�Y�k]hYjYl]�kcajl!�g^�d]Yl`]j�[gn]j]\�oal`�

gn]jdYhhaf_�ha][]k�g^�e]lYd$�em[`�dac]�l`]�k[Yd]k�g^�Y�

Õk`&�L`]�kmal�af[dm\]k�_Ymfld]lk&

 Breastplate.�L`ak�Yjegj�[gfkaklk�g^�Y�Õll]\�e]lYd�

[`]kl�ha][]�ogjf�oal`�kmhhd]�d]Yl`]j&�9dl`gm_`�al�d]Yn]k�

l`]�d]_k�Yf\�Yjek�j]dYlan]dq�mfhjgl][l]\$�l`ak�Yjegj�

hjgna\]k�_gg\�hjgl][lagf�^gj�l`]�o]Yj]jÌk�nalYd�gj_Yfk�

o`ad]�d]Ynaf_�l`]�o]Yj]j�j]dYlan]dq�mf]f[meZ]j]\&

 Half Plate.�@Yd^�hdYl]�[gfkaklk�g^�k`Yh]\�e]lYd�hdYl]k�

l`Yl�[gn]j�egkl�g^�l`]�o]Yj]jÌk�Zg\q&�Al�\g]k�fgl�af[dm\]�

leg protection beyond simple greaves that are attached 

with leather straps.

Heavy Armor
G^�Ydd�l`]�Yjegj�[Yl]_gja]k$�`]Ynq�Yjegj�gץ]jk�l`]�Z]kl�

hjgl][lagf&�L`]k]�kmalk�g^�Yjegj�[gn]j�l`]�]flaj]�Zg\q�

and are designed to stop a wide range of attacks. Only 

hjgÕ[a]fl�oYjjagjk�[Yf�eYfY_]�l`]aj�o]a_`l�Yf\�Zmdc&

� @]Ynq�Yjegj�\g]kfÌl�d]l�qgm�Y\\�qgmj�<]pl]jalq�

eg\aÕ]j�lg�qgmj�9jegj�;dYkk$�Zml�al�Ydkg�\g]kfÌl�

h]fYdar]�qgm�a^�qgmj�<]pl]jalq�eg\aÕ]j�ak�f]_Ylan]&

 Ring Mail.�L`ak�Yjegj�ak�d]Yl`]j�Yjegj�oal`�`]Ynq�

jaf_k�k]of�aflg�al&�L`]�jaf_k�`]dh�j]af^gj[]�l`]�Yjegj�

Y_Yafkl�Zdgok�^jge�kogj\k�Yf\�Yp]k&�Jaf_�eYad�ak�

af^]jagj�lg�[`Yaf�eYad$�Yf\�alÌk�mkmYddq�ogjf�gfdq�Zq�l`gk]�

o`g�[YfÌl�Yץgj\�Z]ll]j�Yjegj&

 Chain Mail. Made of interlocking metal rings, chain 

eYad�af[dm\]k�Y�dYq]j�g^�imadl]\�^YZja[�ogjf�mf\]jf]Yl`�

l`]�eYad�lg�hj]n]fl�[`YÕf_�Yf\�lg�[mk`agf�l`]�aehY[l�g^�

Zdgok&�L`]�kmal�af[dm\]k�_Ymfld]lk&

 Splint.�L`ak�Yjegj�ak�eY\]�g^�fYjjgo�n]jla[Yd�kljahk�

of metal riveted to a backing of leather that is worn over 

[dgl`�hY\\af_&�>d]paZd]�[`Yaf�eYad�hjgl][lk�l`]�bgaflk&

 Plate.�HdYl]�[gfkaklk�g^�k`Yh]\$�afl]jdg[caf_�e]lYd�

hdYl]k�lg�[gn]j�l`]�]flaj]�Zg\q&�9�kmal�g^�hdYl]�af[dm\]k�

_Ymfld]lk$�`]Ynq�d]Yl`]j�Zgglk$�Y�nakgj]\�`]de]l$�Yf\�

l`a[c�dYq]jk�g^�hY\\af_�mf\]jf]Yl`�l`]�Yjegj&�:m[cd]k�

Yf\�kljYhk�\akljaZml]�l`]�o]a_`l�gn]j�l`]�Zg\q&

al]ek�gj�kh]ddk�lg�hmj[`Yk]&�L`]�nYdm]�g^�eY_a[�ak�^Yj�

Z]qgf\�kaehd]�_gd\�Yf\�k`gmd\�YdoYqk�Z]�lj]Yl]\�Yk�km[`&

 Gems, Jewelry, and Art Objects.�L`]k]�al]ek�j]lYaf�

l`]aj�^mdd�nYdm]�af�l`]�eYjc]lhdY[]$�Yf\�qgm�[Yf�]al`]j�

ljY\]�l`]e�af�^gj�[gaf�gj�mk]�l`]e�Yk�[mjj]f[q�^gj�gl`]j�

ljYfkY[lagfk&�>gj�]p[]hlagfYddq�nYdmYZd]�lj]Ykmj]k$�l`]�

<E�ea_`l�j]imaj]�qgm�lg�Õf\�Y�Zmq]j�af�Y�dYj_]�lgof�gj�

dYj_]j�[geemfalq�Õjkl&

 Trade Goods. On the borderlands, many people 

[gf\m[l�ljYfkY[lagfk�l`jgm_`�ZYjl]j&�Dac]�_]ek�Yf\�Yjl�

objects, trade goods—bars of iron, bags of salt, livestock, 

Yf\�kg�gfÈj]lYaf�l`]aj�^mdd�nYdm]�af�l`]�eYjc]l�Yf\�[Yf�

Z]�mk]\�Yk�[mjj]f[q&

Armor and Shields
<�<�ogjd\k�Yj]�Y�nYkl�lYh]kljq�eY\]�mh�g^�eYfq�

\aץ]j]fl�[mdlmj]k$�]Y[`�oal`�alk�gof�l][`fgdg_q�d]n]d&�

>gj�l`ak�j]Ykgf$�Y\n]flmj]jk�`Yn]�Y[[]kk�lg�Y�nYja]lq�

of armor types, ranging from leather armor to chain 

mail to costly plate armor, with several other kinds of 

Yjegj�af�Z]lo]]f&�L`]�9jegj�lYZd]�[gdd][lk�l`]�egkl�

[geegfdq�YnYadYZd]�lqh]k�g^�Yjegj�^gmf\�af�l`]�_Ye]�

Yf\�k]hYjYl]k�l`]e�aflg�l`j]]�[Yl]_gja]k2�da_`l�Yjegj$�

e]\ame�Yjegj$�Yf\�`]Ynq�Yjegj&�EYfq�oYjjagjk�

kmhhd]e]fl�l`]aj�Yjegj�oal`�Y�k`a]d\&

� L`]�9jegj�lYZd]�k`gok�l`]�[gkl$�o]a_`l$�Yf\�gl`]j�

properties of the common types of armor worn in the 

ogjd\k�g^�<�<&

 9jegj�HjgÕ[a]f[q&�9fqgf]�[Yf�hml�gf�Y�kmal�g^�Yjegj�

gj�kljYh�Y�k`a]d\�lg�Yf�Yje&�Gfdq�l`gk]�hjgÕ[a]fl�af�l`]�

YjegjÌk�mk]�cfgo�`go�lg�o]Yj�al�]ץ][lan]dq$�`go]n]j&�

Qgmj�[dYkk�_an]k�qgm�hjgÕ[a]f[q�oal`�[]jlYaf�lqh]k�g^�

Yjegj&�A^�qgm�o]Yj�Yjegj�l`Yl�qgm�dY[c�hjgÕ[a]f[q�oal`$�

qgm�`Yn]�\akY\nYflY_]�gf�Yfq�YZadalq�[`][c$�kYnaf_�

l`jgo$�gj�YllY[c�jgdd�l`Yl�afngdn]k�Klj]f_l`�gj�<]pl]jalq$�

Yf\�qgm�[YfÌl�[Ykl�kh]ddk&

 Armor Class (AC).�9jegj�hjgl][lk�alk�o]Yj]j�^jge�

YllY[ck&�L`]�Yjegj� Yf\�k`a]d\!�qgm�o]Yj�\]l]jeaf]k�

qgmj�ZYk]�9jegj�;dYkk&

 Heavy Armor. @]Yna]j�Yjegj�afl]j^]j]k�oal`�l`]�

o]Yj]jÌk�YZadalq�lg�egn]�ima[cdq$�kl]Ydl`adq$�Yf\�^j]]dq&�

A^�l`]�9jegj�lYZd]�k`gok�ÉKlj�)+Ê�gj�ÉKlj�)-Ê�af�l`]�

Klj]f_l`�[gdmef�^gj�Yf�Yjegj�lqh]$�l`]�Yjegj�j]\m[]k�

l`]�o]Yj]jÌk�kh]]\�Zq�)(�^]]l�mfd]kk�l`]�o]Yj]j�`Yk�Y�

Klj]f_l`�k[gj]�]imYd�lg�gj�`a_`]j�l`Yf�l`]�dakl]\�k[gj]&

 Stealth.�A^�l`]�9jegj�lYZd]�k`gok�É<akY\nYflY_]Ê�af�

l`]�Kl]Ydl`�[gdmef$�l`]�o]Yj]j�`Yk�\akY\nYflY_]�gf�

<]pl]jalq� Kl]Ydl`!�[`][ck&

 Shields.�9�k`a]d\�ak�eY\]�^jge�ogg\�gj�e]lYd�Yf\�

is carried in one hand. Wielding a shield increases 

qgmj�9jegj�;dYkk�Zq�*&�Qgm�[Yf�Z]f]Õl�^jge�gfdq�gf]�

shield at a time.

Light Armor
EY\]�^jge�kmhhd]�Yf\�l`af�eYl]jaYdk$�da_`l�Yjegj�^Yngjk�

Y_ad]�Y\n]flmj]jk�kaf[]�al�gץ]jk�kge]�hjgl][lagf�oal`gml�

kY[jaÕ[af_�egZadalq&�A^�qgm�o]Yj�da_`l�Yjegj$�qgm�Y\\�

qgmj�<]pl]jalq�eg\aÕ]j�lg�l`]�ZYk]�fmeZ]j�^jge�qgmj�

Yjegj�lqh]�lg�\]l]jeaf]�qgmj�9jegj�;dYkk&

 Padded. HY\\]\�Yjegj�[gfkaklk�g^�imadl]\�dYq]jk�g^�

cloth and batting.
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l`]�`Yf\k�g^�[geegf]jk&�EYjlaYd�o]Yhgfk$�af[dm\af_�

kogj\k$�Yp]k$�Yf\�hgd]Yjek$�j]imaj]�egj]�kh][aYdar]\�

ljYafaf_�lg�mk]�]ץ][lan]dq&�Egkl�oYjjagjk�mk]�eYjlaYd�

o]Yhgfk�Z][Ymk]�l`]k]�o]Yhgfk�hml�l`]aj�Õ_`laf_�klqd]�

Yf\�ljYafaf_�lg�Z]kl�mk]&

� HjgÕ[a]f[q�oal`�Y�o]Yhgf�Yddgok�qgm�lg�Y\\�qgmj�

hjgÕ[a]f[q�Zgfmk�lg�l`]�YllY[c�jgdd�^gj�Yfq�YllY[c�qgm�

eYc]�oal`�l`Yl�o]Yhgf&�A^�qgm�eYc]�Yf�YllY[c�jgdd�mkaf_�

Y�o]Yhgf�oal`�o`a[`�qgm�dY[c�hjgÕ[a]f[q$�qgm�\g�fgl�

Y\\�qgmj�hjgÕ[a]f[q�Zgfmk�lg�l`]�YllY[c�jgdd&

Weapon Properties
EYfq�o]Yhgfk�`Yn]�kh][aYd�hjgh]jla]k�j]dYl]\�lg�l`]aj�mk]$�

as shown in the Weapons table.

 Ammunition.�Qgm�[Yf�mk]�Y�o]Yhgf�l`Yl�`Yk�l`]�

Yeemfalagf�hjgh]jlq�lg�eYc]�Y�jYf_]\�YllY[c�gfdq�a^�

qgm�`Yn]�Yeemfalagf�lg�Õj]�^jge�l`]�o]Yhgf&�=Y[`�

lae]�qgm�YllY[c�oal`�l`]�o]Yhgf$�qgm�]ph]f\�gf]�ha][]�

g^�Yeemfalagf&�<jYoaf_�l`]�Yeemfalagf�^jge�Y�iman]j$�

[Yk]$�gj�gl`]j�[gflYaf]j�ak�hYjl�g^�l`]�YllY[c&�9l�l`]�

]f\�g^�l`]�ZYlld]$�qgm�[Yf�j][gn]j�`Yd^�qgmj�]ph]f\]\�

Yeemfalagf�Zq�lYcaf_�Y�eafml]�lg�k]Yj[`�l`]�ZYlld]Õ]d\&

Getting Into and Out of Armor
L`]�lae]�al�lYc]k�lg�\gf�gj�\gץ�Yjegj�\]h]f\k�gf�l`]�

YjegjÌk�[Yl]_gjq&

 Don. L`ak�ak�l`]�lae]�al�lYc]k�lg�hml�gf�Yjegj&�Qgm�

Z]f]Õl�^jge�l`]�YjegjÌk�9;�gfdq�a^�qgm�lYc]�l`]�^mdd�lae]�

lg�\gf�l`]�kmal�g^�Yjegj&

 <gץ&�L`ak�ak�l`]�lae]�al�lYc]k�lg�lYc]�gץ�Yjegj&�A^�qgm�

`Yn]�`]dh$�j]\m[]�l`ak�lae]�Zq�`Yd^&

Donning and Doffing Armor
Category Don 'RŚ

/LJKW�$UPRU 1 minute 1 minute

0HGLXP�$UPRU ��PLQXWHV 1 minute

+HDY\�$UPRU 10 minutes ��PLQXWHV

Shield 1 action 1 action

Weapons
Qgmj�[dYkk�_jYflk�hjgÕ[a]f[q�af�[]jlYaf�o]Yhgfk$�

j]Ö][laf_�Zgl`�l`]�[dYkkÌk�^g[mk�Yf\�l`]�lggdk�qgm�Yj]�

egkl�dac]dq�lg�mk]&�O`]l`]j�qgm�^Yngj�Y�dgf_kogj\�gj�

Y�dgf_Zgo$�qgmj�o]Yhgf�Yf\�qgmj�YZadalq�lg�oa]d\�al�

�\j]f[]�Z]lo]]f�da^]�Yf[ץdq�[Yf�e]Yf�l`]�\a[lan][ץ[

\]Yl`�o`ad]�Y\n]flmjaf_&

� L`]�O]Yhgfk�lYZd]�k`gok�l`]�egkl�[geegf�o]Yhgfk�

mk]\�af�l`]�ogjd\k�g^�<�<$�l`]aj�hja[]�Yf\�o]a_`l$�

the damage they deal when they hit, and any special 

hjgh]jla]k�l`]q�hgkk]kk&�=n]jq�o]Yhgf�ak�[dYkkaÕ]\�

Yk�]al`]j�e]d]]�gj�jYf_]\&�9�melee weapon�ak�mk]\�lg�

YllY[c�Y�lYj_]l�oal`af�-�^]]l�g^�qgm$�o`]j]Yk�Y�ranged 

weapon�ak�mk]\�lg�YllY[c�Y�lYj_]l�Yl�Y�\aklYf[]&

Weapon Proficiency
Qgmj�jY[]$�[dYkk$�Yf\�^]Ylk�[Yf�_jYfl�qgm�hjgÕ[a]f[q�

oal`�[]jlYaf�o]Yhgfk�gj�[Yl]_gja]k�g^�o]Yhgfk&�L`]�log�

categories are simple and martial. Most people can 

mk]�kaehd]�o]Yhgfk�oal`�hjgÕ[a]f[q&�L`]k]�o]Yhgfk�

af[dm\]�[dmZk$�eY[]k$�Yf\�gl`]j�o]Yhgfk�g^l]f�^gmf\�af�

Armor
Armor Cost Armor Class (AC) Strength Stealth Weight

Light Armor

Padded ��JS �����'H[�PRGLśHU — Disadvantage ��OE�

Leather 10 gp �����'H[�PRGLśHU — — 10 lb.

Studded leather ���JS �����'H[�PRGLśHU — — 13 lb.

Medium Armor

Hide 10 gp �����'H[�PRGLśHU��PD[��� — — 12 lb.

Chain shirt ���JS �����'H[�PRGLśHU��PD[��� — — 20 lb.

Scale mail ���JS �����'H[�PRGLśHU��PD[��� — Disadvantage ���OE�

Breastplate 400 gp �����'H[�PRGLśHU��PD[��� — — 20 lb.

Half plate ����JS �����'H[�PRGLśHU��PD[��� — Disadvantage 40 lb.

Heavy Armor

Ring mail 30 gp 14 — Disadvantage 40 lb.

Chain mail ���JS 16 Str 13 Disadvantage ���OE�

Splint 200 gp 17 6WU��� Disadvantage 60 lb.

Plate ������JS �� 6WU��� Disadvantage ���OE�

Shield

Shield 10 gp +2 — — 6 lb.

Variant: Equipment Sizes
In most campaigns, you can use or wear any equipment that 
\RX�śQG�RQ�\RXU�DGYHQWXUHV��ZLWKLQ�WKH�ERXQGV�RI�FRPPRQ�
VHQVH��)RU�H[DPSOH��D�EXUO\�KDOI�RUF�ZRQôW�śW�LQ�D�KDOŜLQJôV�
leather armor, and a gnome would be swallowed up in a 
cloud giant’s elegant robe.
 The DM can impose more realism. For example, a suit 
RI�SODWH�DUPRU�PDGH�IRU�RQH�KXPDQ�PLJKW�QRW�śW�DQRWKHU�
RQH�ZLWKRXW�VLJQLśFDQW�DOWHUDWLRQV��DQG�D�JXDUGôV�XQLIRUP�
PLJKW�EH�YLVLEO\�LOO�śWWLQJ�ZKHQ�DQ�DGYHQWXUHU�WULHV�WR�ZHDU�LW�
as a disguise.
� 8VLQJ�WKLV�YDULDQW��ZKHQ�DGYHQWXUHUV�śQG�DUPRU��FORWKLQJ��
and similar items that are made to be worn, they might need 
to visit an armorsmith, tailor, leatherworker, or similar expert 
to make the item wearable. The cost for such work varies 
from 10 to 40 percent of the market price of the item. The 
DM can either roll 1d4 × 10 or determine the increase in cost 
based on the extent of the alterations required.
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Zmdc�eYc]�al�lgg�dYj_]�^gj�Y�KeYdd�[j]Ylmj]�lg�mk]�

�&dq[lan][ץ[

 Light.�9�da_`l�o]Yhgf�ak�keYdd�Yf\�]Ykq�lg�`Yf\d]$�

eYcaf_�al�a\]Yd�^gj�mk]�o`]f�Õ_`laf_�oal`�log�o]Yhgfk&�

K]]�l`]�jmd]k�^gj�log%o]Yhgf�Õ_`laf_�af�[`Yhl]j�1&

 Loading.�:][Ymk]�g^�l`]�lae]�j]imaj]\�lg�dgY\�l`ak�

o]Yhgf$�qgm�[Yf�Õj]�gfdq�gf]�ha][]�g^�Yeemfalagf�

^jge�al�o`]f�qgm�mk]�Yf�Y[lagf$�Zgfmk�Y[lagf$�gj�j]Y[lagf�

lg�Õj]�al$�j]_Yj\d]kk�g^�l`]�fmeZ]j�g^�YllY[ck�qgm�[Yf�

normally make.

 Range.�9�o]Yhgf�l`Yl�[Yf�Z]�mk]\�lg�eYc]�Y�jYf_]\�

attack has a range shown in parentheses after the 

� A^�qgm�mk]�Y�o]Yhgf�l`Yl�`Yk�l`]�Yeemfalagf�hjgh]jlq�

lg�eYc]�Y�e]d]]�YllY[c$�qgm�lj]Yl�l`]�o]Yhgf�Yk�Yf�

aehjgnak]\�o]Yhgf� k]]�ÉAehjgnak]\�O]YhgfkÊ�dYl]j�af�

l`]�k][lagf!&�9�kdaf_�emkl�Z]�dgY\]\�lg�\]Yd�Yfq�\YeY_]�

o`]f�mk]\�af�l`ak�oYq&

 Finesse.�O`]f�eYcaf_�Yf�YllY[c�oal`�Y�Õf]kk]�

o]Yhgf$�qgm�mk]�qgmj�[`ga[]�g^�qgmj�Klj]f_l`�gj�

<]pl]jalq�eg\aÕ]j�^gj�l`]�YllY[c�Yf\�\YeY_]�jgddk&�Qgm�

emkl�mk]�l`]�kYe]�eg\aÕ]j�^gj�Zgl`�jgddk&

 Heavy.�KeYdd�[j]Ylmj]k�`Yn]�\akY\nYflY_]�gf�YllY[c�

jgddk�oal`�`]Ynq�o]Yhgfk&�9�`]Ynq�o]YhgfÌk�kar]�Yf\�

Weapons
Name Cost Damage Weight Properties

Simple Melee Weapons

Club 1 sp 1d4 bludgeoning 2 lb. Light

 Dagger 2 gp 1d4 piercing 1 lb. Finesse, light, thrown (range 20/60)

Greatclub 2 sp �G��EOXGJHRQLQJ 10 lb. 7ZR�KDQGHG

Handaxe ��JS 1d6 slashing 2 lb. Light, thrown (range 20/60)

Javelin ��VS 1d6 piercing 2 lb. Thrown (range 30/120)

Light hammer 2 gp 1d4 bludgeoning 2 lb. Light, thrown (range 20/60)

Mace ��JS 1d6 bludgeoning 4 lb. —

4XDUWHUVWDŚ 2 sp 1d6 bludgeoning 4 lb. 9HUVDWLOH���G��

Sickle 1 gp 1d4 slashing 2 lb. Light

Spear 1 gp 1d6 piercing 3 lb. 7KURZQ��UDQJH���������YHUVDWLOH���G��

Unarmed strike — 1 bludgeoning — —

Simple Ranged Weapons

Crossbow, light ���JS �G��SLHUFLQJ ��OE� $PPXQLWLRQ��UDQJH����������ORDGLQJ��WZR�KDQGHG

Dart ��FS 1d4 piercing 1/4 lb. Finesse, thrown (range 20/60)

Shortbow ���JS 1d6 piercing 2 lb. $PPXQLWLRQ��UDQJH����������WZR�KDQGHG

Sling 1 sp 1d4 bludgeoning — $PPXQLWLRQ��UDQJH��������

Martial Melee Weapons

Battleaxe 10 gp �G��VODVKLQJ 4 lb. Versatile (1d10)

Flail 10 gp �G��EOXGJHRQLQJ 2 lb. —

Glaive 20 gp 1d10 slashing 6 lb. +HDY\��UHDFK��WZR�KDQGHG

Greataxe 30 gp 1d12 slashing 7 lb. +HDY\��WZR�KDQGHG

Greatsword ���JS 2d6 slashing 6 lb. +HDY\��WZR�KDQGHG

Halberd 20 gp 1d10 slashing 6 lb. +HDY\��UHDFK��WZR�KDQGHG

Lance 10 gp 1d12 piercing 6 lb. Reach, special

Longsword ���JS �G��VODVKLQJ 3 lb. Versatile (1d10)

Maul 10 gp 2d6 bludgeoning 10 lb. +HDY\��WZR�KDQGHG

Morningstar ���JS �G��SLHUFLQJ 4 lb. —

Pike ��JS 1d10 piercing ���OE� +HDY\��UHDFK��WZR�KDQGHG

Rapier ���JS �G��SLHUFLQJ 2 lb. Finesse

Scimitar ���JS 1d6 slashing 3 lb. Finesse, light

Shortsword 10 gp 1d6 piercing 2 lb. Finesse, light

Trident ��JS 1d6 piercing 4 lb. 7KURZQ��UDQJH���������YHUVDWLOH���G��

War pick ��JS �G��SLHUFLQJ 2 lb. —

Warhammer ���JS �G��EOXGJHRQLQJ 2 lb. Versatile (1d10)

Whip 2 gp 1d4 slashing 3 lb. Finesse, reach

Martial Ranged Weapons

Blowgun 10 gp 1 piercing 1 lb. $PPXQLWLRQ��UDQJH����������ORDGLQJ

Crossbow, hand ���JS 1d6 piercing 3 lb. $PPXQLWLRQ��UDQJH����������OLJKW��ORDGLQJ

Crossbow, heavy ���JS 1d10 piercing ���OE� $PPXQLWLRQ��UDQJH�����������KHDY\��ORDGLQJ��WZR�KDQGHG

Longbow ���JS �G��SLHUFLQJ 2 lb. $PPXQLWLRQ��UDQJH�����������KHDY\��WZR�KDQGHG

Net 1 gp — 3 lb. 6SHFLDO��WKURZQ��UDQJH������
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 F]l&�9�DYj_]�gj�keYdd]j�[j]Ylmj]�`al�Zq�Y�f]l�ak�

j]kljYaf]\�mflad�al�ak�^j]]\&�9�f]l�`Yk�fg�]ץ][l�gf�

[j]Ylmj]k�l`Yl�Yj]�^gjed]kk$�gj�[j]Ylmj]k�l`Yl�Yj]�@m_]�

gj�dYj_]j&�9�[j]Ylmj]�[Yf�mk]�alk�Y[lagf�lg�eYc]�Y�<;�)(�

Klj]f_l`�[`][c$�^j]]af_�alk]d^�gj�Yfgl`]j�[j]Ylmj]�oal`af�

alk�j]Y[`�gf�Y�km[[]kk&�<]Ydaf_�-�kdYk`af_�\YeY_]�lg�l`]�

f]l� 9;�)(!�Ydkg�^j]]k�l`]�[j]Ylmj]�oal`gml�`Yjeaf_�al$�

]f\af_�l`]�]ץ][l�Yf\�\]kljgqaf_�l`]�f]l&

� O`]f�qgm�mk]�Yf�Y[lagf$�Zgfmk�Y[lagf$�gj�j]Y[lagf�

lg�YllY[c�oal`�Y�f]l$�qgm�[Yf�eYc]�gfdq�gf]�YllY[c�

j]_Yj\d]kk�g^�l`]�fmeZ]j�g^�YllY[ck�qgm�[Yf�

normally make.

Adventuring Gear
L`ak�k][lagf�\]k[jaZ]k�al]ek�l`Yl�`Yn]�kh][aYd�jmd]k�gj�

j]imaj]�^mjl`]j�]phdYfYlagf&

 Acid. 9k�Yf�Y[lagf$�qgm�[Yf�khdYk`�l`]�[gfl]flk�g^�

l`ak�naYd�gflg�Y�[j]Ylmj]�oal`af�-�^]]l�g^�qgm�gj�l`jgo�

l`]�naYd�mh�lg�*(�^]]l$�k`Yll]jaf_�al�gf�aehY[l&�Af�]al`]j�

[Yk]$�eYc]�Y�jYf_]\�YllY[c�Y_Yafkl�Y�[j]Ylmj]�gj�gZb][l$�

treating the acid as an improvised weapon. On a hit, the 

lYj_]l�lYc]k�*\.�Y[a\�\YeY_]&

 Alchemist’s Fire. L`ak�kla[cq$�Y\`]kan]�Öma\�a_fal]k�

o`]f�]phgk]\�lg�Yaj&�9k�Yf�Y[lagf$�qgm�[Yf�l`jgo�l`ak�

ÖYkc�mh�lg�*(�^]]l$�k`Yll]jaf_�al�gf�aehY[l&�EYc]�Y�

jYf_]\�YllY[c�Y_Yafkl�Y�[j]Ylmj]�gj�gZb][l$�lj]Ylaf_�

l`]�Yd[`]eaklÌk�Õj]�Yk�Yf�aehjgnak]\�o]Yhgf&�Gf�Y�

`al$�l`]�lYj_]l�lYc]k�)\,�Õj]�\YeY_]�Yl�l`]�klYjl�g^�

]Y[`�g^�alk�lmjfk&�9�[j]Ylmj]�[Yf�]f\�l`ak�\YeY_]�Zq�

mkaf_�alk�Y[lagf�lg�eYc]�Y�<;�)(�<]pl]jalq�[`][c�lg�

]plaf_mak`�l`]�ÖYe]k&

Yeemfalagf�gj�l`jgof�hjgh]jlq&�L`]�jYf_]�daklk�log�

fmeZ]jk&�L`]�Õjkl�ak�l`]�o]YhgfÌk�fgjeYd�jYf_]�af�

^]]l$�Yf\�l`]�k][gf\�af\a[Yl]k�l`]�o]YhgfÌk�dgf_�jYf_]&�

O`]f�YllY[caf_�Y�lYj_]l�Z]qgf\�fgjeYd�jYf_]$�qgm�`Yn]�

\akY\nYflY_]�gf�l`]�YllY[c�jgdd&�Qgm�[YfÌl�YllY[c�Y�lYj_]l�

Z]qgf\�l`]�o]YhgfÌk�dgf_�jYf_]&

 Reach.�L`ak�o]Yhgf�Y\\k�-�^]]l�lg�qgmj�j]Y[`�o`]f�

qgm�YllY[c�oal`�al&

 Special.�9�o]Yhgf�oal`�l`]�kh][aYd�hjgh]jlq�`Yk�

mfmkmYd�jmd]k�_gn]jfaf_�alk�mk]$�]phdYaf]\�af�l`]�

o]YhgfÌk�\]k[jahlagf� k]]�ÉKh][aYd�O]YhgfkÊ�dYl]j�af�

l`ak�k][lagf!&

 Thrown.�A^�Y�o]Yhgf�`Yk�l`]�l`jgof�hjgh]jlq$�qgm�

can throw the weapon to make a ranged attack. If the 

o]Yhgf�ak�Y�e]d]]�o]Yhgf$�qgm�mk]�l`]�kYe]�YZadalq�

eg\aÕ]j�^gj�l`Yl�YllY[c�jgdd�Yf\�\YeY_]�jgdd�l`Yl�qgm�

ogmd\�mk]�^gj�Y�e]d]]�YllY[c�oal`�l`]�o]Yhgf&�>gj�

]pYehd]$�a^�qgm�l`jgo�Y�`Yf\Yp]$�qgm�mk]�qgmj�Klj]f_l`$�

Zml�a^�qgm�l`jgo�Y�\Y__]j$�qgm�[Yf�mk]�]al`]j�qgmj�

Klj]f_l`�gj�qgmj�<]pl]jalq$�kaf[]�l`]�\Y__]j�`Yk�l`]�

Õf]kk]�hjgh]jlq&

 Two-Handed. L`ak�o]Yhgf�j]imaj]k�log�`Yf\k�lg�mk]&

 Versatile.�L`ak�o]Yhgf�[Yf�Z]�mk]\�oal`�gf]�gj�log�

`Yf\k&�9�\YeY_]�nYdm]�af�hYj]fl`]k]k�Yhh]Yjk�oal`�l`]�

hjgh]jlqÈl`]�\YeY_]�o`]f�l`]�o]Yhgf�ak�mk]\�oal`�

two hands to make a melee attack.

Improvised Weapons
Kge]lae]k�[`YjY[l]jk�\gfÌl�`Yn]�l`]aj�o]Yhgfk�Yf\�

`Yn]�lg�YllY[c�oal`�o`Yl]n]j�ak�[dgk]�Yl�`Yf\&�9f�

aehjgnak]\�o]Yhgf�af[dm\]k�Yfq�gZb][l�qgm�[Yf�oa]d\�

af�gf]�gj�log�`Yf\k$�km[`�Yk�Zjgc]f�_dYkk$�Y�lYZd]�d]_$�Y�

frying pan, a wagon wheel, or a dead goblin.

 In many cases, an improvised weapon is similar 

lg�Yf�Y[lmYd�o]Yhgf�Yf\�[Yf�Z]�lj]Yl]\�Yk�km[`&�>gj�

]pYehd]$�Y�lYZd]�d]_�ak�Ycaf�lg�Y�[dmZ&�9l�l`]�<EÌk�ghlagf$�

Y�[`YjY[l]j�hjgÕ[a]fl�oal`�Y�o]Yhgf�[Yf�mk]�Y�kaeadYj�

gZb][l�Yk�a^�al�o]j]�l`Yl�o]Yhgf�Yf\�mk]�`ak�gj�`]j�

hjgÕ[a]f[q�Zgfmk&

� 9f�gZb][l�l`Yl�Z]Yjk�fg�j]k]eZdYf[]�lg�Y�o]Yhgf�

\]Ydk�)\,�\YeY_]� l`]�<E�Ykka_fk�Y�\YeY_]�lqh]�

YhhjghjaYl]�lg�l`]�gZb][l!&�A^�Y�[`YjY[l]j�mk]k�Y�jYf_]\�

weapon to make a melee attack, or throws a melee 

weapon that does not have the thrown property, it also 

\]Ydk�)\,�\YeY_]&�9f�aehjgnak]\�l`jgof�o]Yhgf�`Yk�Y�

fgjeYd�jYf_]�g^�*(�^]]l�Yf\�Y�dgf_�jYf_]�g^�.(�^]]l&

Silvered Weapons
Kge]�egfkl]jk�l`Yl�`Yn]�aeemfalq�gj�j]kaklYf[]�

lg�fgfeY_a[Yd�o]Yhgfk�Yj]�kmk[]hlaZd]�lg�kadn]j�

o]Yhgfk$�kg�[Ymlagmk�Y\n]flmj]jk�afn]kl�]pljY�[gaf�lg�

hdYl]�l`]aj�o]Yhgfk�oal`�kadn]j&�Qgm�[Yf�kadn]j�Y�kaf_d]�

o]Yhgf�gj�l]f�ha][]k�g^�Yeemfalagf�^gj�)((�_h&�L`ak�

[gkl�j]hj]k]flk�fgl�gfdq�l`]�hja[]�g^�l`]�kadn]j$�Zml�l`]�

lae]�Yf\�]ph]jlak]�f]]\]\�lg�Y\\�kadn]j�lg�l`]�o]Yhgf�

oal`gml�eYcaf_�al�d]kk�]ץ][lan]&

Special Weapons
O]Yhgfk�oal`�kh][aYd�jmd]k�Yj]�\]k[jaZ]\�`]j]&

 Lance.�Qgm�`Yn]�\akY\nYflY_]�o`]f�qgm�mk]�Y�dYf[]�

lg�YllY[c�Y�lYj_]l�oal`af�-�^]]l�g^�qgm&�9dkg$�Y�dYf[]�

j]imaj]k�log�`Yf\k�lg�oa]d\�o`]f�qgm�Yj]fÌl�egmfl]\&

Equipment Packs
The starting equipment you get from your class includes a 
collection of useful adventuring gear, put together in a pack. 
The contents of these packs are listed here. If you are buying 
your starting equipment, you can purchase a pack for the 
price shown, which might be cheaper than buying the items 
individually.
 %XUJODUôV�3DFN�����JS�� Includes a backpack, a bag of 1,000 
EDOO�EHDULQJV�����IHHW�RI�VWULQJ��D�EHOO����FDQGOHV��D�FURZEDU��D�
KDPPHU�����SLWRQV��D�KRRGHG�ODQWHUQ����ŜDVNV�RI�RLO����GD\V�
UDWLRQV��D�WLQGHUER[��DQG�D�ZDWHUVNLQ��7KH�SDFN�DOVR�KDV����
feet of hempen rope strapped to the side of it.
 'LSORPDWôV�3DFN�����JS���Includes a chest, 2 cases for maps 
DQG�VFUROOV��D�VHW�RI�śQH�FORWKHV��D�ERWWOH�RI�LQN��DQ�LQN�SHQ��
D�ODPS����ŜDVNV�RI�RLO����VKHHWV�RI�SDSHU��D�YLDO�RI�SHUIXPH��
sealing wax, and soap.
 'XQJHRQHHUôV�3DFN�����JS�� Includes a backpack, a crowbar, 
a hammer, 10 pitons, 10 torches, a tinderbox, 10 days 
RI�UDWLRQV��DQG�D�ZDWHUVNLQ��7KH�SDFN�DOVR�KDV����IHHW�RI�
hempen rope strapped to the side of it.
 (QWHUWDLQHUôV�3DFN�����JS���Includes a backpack, a bedroll, 
��FRVWXPHV����FDQGOHV����GD\V�RI�UDWLRQV��D�ZDWHUVNLQ��DQG�D�
disguise kit.
 ([SORUHUôV�3DFN�����JS���Includes a backpack, a bedroll, 
a mess kit, a tinderbox, 10 torches, 10 days of rations, and 
D�ZDWHUVNLQ��7KH�SDFN�DOVR�KDV����IHHW�RI�KHPSHQ�URSH�
strapped to the side of it.
 3ULHVWôV�3DFN�����JS���Includes a backpack, a blanket, 10 
candles, a tinderbox, an alms box, 2 blocks of incense, a 
censer, vestments, 2 days of rations, and a waterskin.
  6FKRODUôV�3DFN�����JS���Includes a backpack, a book of lore, 
a bottle of ink, an ink pen, 10 sheets of parchment, a little 
bag of sand, and a small knife.
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Adventuring Gear
Item Cost Weight

$EDFXV 2 gp 2 lb.

$FLG��YLDO� ���JS 1 lb.

$OFKHPLVWôV�śUH��ŜDVN� ���JS 1 lb.

Ammunition

$UURZV����� 1 gp 1 lb.

%ORZJXQ�QHHGOHV����� 1 gp 1 lb.

Crossbow bolts (20) 1 gp 1½ lb.

Sling bullets (20) 4 cp 1½ lb.

$QWLWR[LQ��YLDO� ���JS —

Arcane focus

Crystal 10 gp 1 lb.

Orb 20 gp 3 lb.

Rod 10 gp 2 lb.

6WDŚ ��JS 4 lb.

Wand 10 gp 1 lb.

Backpack 2 gp ��OE�

Ball bearings (bag of 1,000) 1 gp 2 lb.

Barrel 2 gp 70 lb.

Basket 4 sp 2 lb.

Bedroll 1 gp 7 lb.

Bell 1 gp —

Blanket ��VS 3 lb.

Block and tackle 1 gp ��OE�

Book ���JS ��OE�

Bottle, glass 2 gp 2 lb.

Bucket ��FS 2 lb.

Caltrops (bag of 20) 1 gp 2 lb.

Candle 1 cp —

Case, crossbow bolt 1 gp 1 lb.

Case, map or scroll 1 gp 1 lb.

Chain (10 feet) ��JS 10 lb.

Chalk (1 piece) 1 cp —

Chest ��JS ���OE�

Climber’s kit ���JS 12 lb.

Clothes, common ��VS 3 lb.

Clothes, costume ��JS 4 lb.

&ORWKHV��śQH ���JS 6 lb.

Clothes, traveler’s 2 gp 4 lb.

Component pouch ���JS 2 lb.

Crowbar 2 gp ��OE�

Druidic focus

Sprig of mistletoe 1 gp —

Totem 1 gp —

:RRGHQ�VWDŚ ��JS 4 lb.

Yew wand 10 gp 1 lb.

Fishing tackle 1 gp 4 lb.

Flask or tankard 2 cp 1 lb.

Grappling hook 2 gp 4 lb.

Hammer 1 gp 3 lb.

Hammer, sledge 2 gp 10 lb.

Healer’s kit ��JS 3 lb.

Item Cost Weight

Holy symbol

$PXOHW ��JS 1 lb.

Emblem ��JS —

Reliquary ��JS 2 lb.

+RO\�ZDWHU��ŜDVN� ���JS 1 lb.

Hourglass ���JS 1 lb.

Hunting trap ��JS ���OE�

Ink (1 ounce bottle) 10 gp —

Ink pen 2 cp —

Jug or pitcher 2 cp 4 lb.

/DGGHU�����IRRW� 1 sp ���OE�

Lamp ��VS 1 lb.

Lantern, bullseye 10 gp 2 lb.

Lantern, hooded ��JS 2 lb.

Lock 10 gp 1 lb.

Magnifying glass 100 gp —

Manacles 2 gp 6 lb.

Mess kit 2 sp 1 lb.

Mirror, steel ��JS 1/2 lb.

2LO��ŜDVN� 1 sp 1 lb.

Paper (one sheet) 2 sp —

Parchment (one sheet) 1 sp —

Perfume (vial) ��JS —

Pick, miner’s 2 gp 10 lb.

Piton ��FS 1/4 lb.

Poison, basic (vial) 100 gp —

3ROH�����IRRW� ��FS 7 lb.

Pot, iron 2 gp 10 lb.

Potion of healing ���JS 1/2 lb.

Pouch ��VS 1 lb.

Quiver 1 gp 1 lb.

Ram, portable 4 gp ���OE�

Rations (1 day) ��VS 2 lb.

Robes 1 gp 4 lb.

5RSH��KHPSHQ�����IHHW� 1 gp 10 lb.

5RSH��VLON�����IHHW� 10 gp ��OE�

Sack 1 cp 1/2 lb.

Scale, merchant’s ��JS 3 lb.

Sealing wax ��VS —

Shovel 2 gp ��OE�

Signal whistle ��FS —

Signet ring ��JS —

Soap 2 cp —

Spellbook ���JS 3 lb.

Spikes, iron (10) 1 gp ��OE�

Spyglass 1,000 gp 1 lb.

7HQW��WZR�SHUVRQ 2 gp 20 lb.

Tinderbox ��VS 1 lb.

Torch 1 cp 1 lb.

Vial 1 gp —

Waterskin 2 sp ��OE���IXOO�

Whetstone 1 cp 1 lb.
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of the HdYq]jÌk�@Yf\Zggc!�[Yf�mk]�km[`�Yf�gZb][l�Yk�Y�

kh]dd[Yklaf_�^g[mk$�Yk�\]k[jaZ]\�af�[`Yhl]j�)(&

 Fishing Tackle. L`ak�cal�af[dm\]k�Y�ogg\]f�jg\$�kadc]f�

line, corkwood bobbers, steel hooks, lead sinkers, velvet 

dmj]k$�Yf\�fYjjgo�f]llaf_&

 Healer’s Kit. L`ak�cal�ak�Y�d]Yl`]j�hgm[`�[gflYafaf_�

ZYf\Y_]k$�kYdn]k$�Yf\�khdaflk&�L`]�cal�`Yk�l]f�mk]k&�9k�

Yf�Y[lagf$�qgm�[Yf�]ph]f\�gf]�mk]�g^�l`]�cal�lg�klYZadar]�

Y�[j]Ylmj]�l`Yl�`Yk�(�`al�hgaflk$�oal`gml�f]]\af_�lg�eYc]�

Y�Oak\ge� E]\a[af]!�[`][c&

 Holy Symbol. 9�`gdq�kqeZgd�ak�Y�j]hj]k]flYlagf�g^�

Y�_g\�gj�hYfl`]gf&�Al�ea_`l�Z]�Yf�Yemd]l�\]ha[laf_�Y�

kqeZgd�j]hj]k]flaf_�Y�\]alq$�l`]�kYe]�kqeZgd�[Yj]^mddq�

engraved or inlaid as an emblem on a shield, or a tiny 

Zgp�`gd\af_�Y�^jY_e]fl�g^�Y�kY[j]\�j]da[&�L`]�HdYq]jÌk�

@Yf\Zggc�daklk�eYfq�_g\k�af�l`]�emdlan]jk]�Yf\�l`]aj�

lqha[Yd�kqeZgdk&�9�[d]ja[�gj�hYdY\af�[Yf�mk]�Y�`gdq�

kqeZgd�Yk�Y�kh]dd[Yklaf_�^g[mk$�Yk�\]k[jaZ]\�af�[`Yhl]j�

)(&�Lg�mk]�l`]�kqeZgd�af�l`ak�oYq$�l`]�[Ykl]j�emkl�`gd\�al�

in hand, wear it visibly, or bear it on a shield.

 Holy Water. 9k�Yf�Y[lagf$�qgm�[Yf�khdYk`�l`]�[gfl]flk�

g^�l`ak�ÖYkc�gflg�Y�[j]Ylmj]�oal`af�-�^]]l�g^�qgm�gj�l`jgo�

al�mh�lg�*(�^]]l$�k`Yll]jaf_�al�gf�aehY[l&�Af�]al`]j�[Yk]$�

eYc]�Y�jYf_]\�YllY[c�Y_Yafkl�Y�lYj_]l�[j]Ylmj]$�lj]Ylaf_�

the holy water as an improvised weapon. If the target is 

Y�Õ]f\�gj�mf\]Y\$�al�lYc]k�*\.�jY\aYfl�\YeY_]&

� 9�[d]ja[�gj�hYdY\af�eYq�[j]Yl]�`gdq�oYl]j�Zq�

h]j^gjeaf_�Y�kh][aYd�jalmYd&�L`]�jalmYd�lYc]k�)�`gmj�

lg�h]j^gje$�mk]k�*-�_h�ogjl`�g^�hgo\]j]\�kadn]j$�Yf\�

j]imaj]k�l`]�[Ykl]j�lg�]ph]f\�Y�)kl%d]n]d�kh]dd�kdgl&

 Hunting Trap. O`]f�qgm�mk]�qgmj�Y[lagf�lg�k]l�al$�

l`ak�ljYh�^gjek�Y�kYo%lggl`]\�kl]]d�jaf_�l`Yl�kfYhk�k`ml�

o`]f�Y�[j]Ylmj]�kl]hk�gf�Y�hj]kkmj]�hdYl]�af�l`]�[]fl]j&�

L`]�ljYh�ak�Yp]\�Zq�Y�`]Ynq�[`Yaf�lg�Yf�aeegZad]�

gZb][l$�km[`�Yk�Y�lj]]�gj�Y�khac]�\jan]f�aflg�l`]�_jgmf\&�

9�[j]Ylmj]�l`Yl�kl]hk�gf�l`]�hdYl]�emkl�km[[]]\�gf�Y�<;�

)+�<]pl]jalq�kYnaf_�l`jgo�gj�lYc]�)\,�ha]j[af_�\YeY_]�

Yf\�klgh�egnaf_&�L`]j]Y^l]j$�mflad�l`]�[j]Ylmj]�Zj]Yck�

free of the trap, its movement is limited by the length 

g^�l`]�[`Yaf� lqha[Yddq�+�^]]l�dgf_!&�9�[j]Ylmj]�[Yf�mk]�

alk�Y[lagf�lg�eYc]�Y�<;�)+�Klj]f_l`�[`][c$�^j]]af_�

alk]d^�gj�Yfgl`]j�[j]Ylmj]�oal`af�alk�j]Y[`�gf�Y�km[[]kk&�

=Y[`�^Yad]\�[`][c�\]Ydk�)�ha]j[af_�\YeY_]�lg�l`]�

ljYhh]\�[j]Ylmj]&

 Lamp. 9�dYeh�[Yklk�Zja_`l�da_`l�af�Y�)-%^ggl�jY\amk�

Yf\�\ae�da_`l�^gj�Yf�Y\\alagfYd�+(�^]]l&�Gf[]�dal$�al�Zmjfk�

^gj�.�`gmjk�gf�Y�ÖYkc� )�hafl!�g^�gad&

 Lantern, Bullseye. 9�Zmddk]q]�dYfl]jf�[Yklk�Zja_`l�

da_`l�af�Y�.(%^ggl�[gf]�Yf\�\ae�da_`l�^gj�Yf�Y\\alagfYd�.(�

^]]l&�Gf[]�dal$�al�Zmjfk�^gj�.�`gmjk�gf�Y�ÖYkc� )�hafl!�g^�gad&

 Lantern, Hooded. 9�`gg\]\�dYfl]jf�[Yklk�Zja_`l�da_`l�

af�Y�+(%^ggl�jY\amk�Yf\�\ae�da_`l�^gj�Yf�Y\\alagfYd�+(�

^]]l&�Gf[]�dal$�al�Zmjfk�^gj�.�`gmjk�gf�Y�ÖYkc� )�hafl!�g^�

gad&�9k�Yf�Y[lagf$�qgm�[Yf�dgo]j�l`]�`gg\$�j]\m[af_�l`]�

da_`l�lg�\ae�da_`l�af�Y�-%^ggl�jY\amk&

 Lock. 9�c]q�ak�hjgna\]\�oal`�l`]�dg[c&�Oal`gml�l`]�

c]q$�Y�[j]Ylmj]�hjgÕ[a]fl�oal`�l`a]n]kÌ�lggdk�[Yf�ha[c�

l`ak�dg[c�oal`�Y�km[[]kk^md�<;�)-�<]pl]jalq�[`][c&�

Qgmj�<E�eYq�\][a\]�l`Yl�Z]ll]j�dg[ck�Yj]�YnYadYZd]�

for higher prices.

 Magnifying Glass. L`ak�d]fk�Yddgok�Y�[dgk]j�dggc�Yl�

keYdd�gZb][lk&�Al�ak�Ydkg�mk]^md�Yk�Y�kmZklalml]�^gj�Öafl�

 Antitoxin.�9�[j]Ylmj]�l`Yl�\jafck�l`ak�naYd�g^�daima\�

gains advantage on saving throws against poison for 1 

`gmj&�Al�[gf^]jk�fg�Z]f]Õl�lg�mf\]Y\�gj�[gfkljm[lk&

 Arcane Focus.�9f�Yj[Yf]�^g[mk�ak�Y�kh][aYd�al]eÈ

Yf�gjZ$�Y�[jqklYd$�Y�jg\$�Y�kh][aYddq�[gfkljm[l]\�klYץ$�

a wand-like length of wood, or some similar item—

\]ka_f]\�lg�[`Yff]d�l`]�hgo]j�g^�Yj[Yf]�kh]ddk&�9�

kgj[]j]j$�oYjdg[c$�gj�oarYj\�[Yf�mk]�km[`�Yf�al]e�Yk�Y�

kh]dd[Yklaf_�^g[mk$�Yk�\]k[jaZ]\�af�[`Yhl]j�)(&

 Ball Bearings. 9k�Yf�Y[lagf$�qgm�[Yf�khadd�l`]k]�lafq�

e]lYd�ZYddk�^jge�l`]aj�hgm[`�lg�[gn]j�Y�d]n]d�Yj]Y�)(�

^]]l�kimYj]&�9�[j]Ylmj]�egnaf_�Y[jgkk�l`]�[gn]j]\�Yj]Y�

emkl�km[[]]\�gf�Y�<;�)(�<]pl]jalq�kYnaf_�l`jgo�gj�^Ydd�

hjgf]&�9�[j]Ylmj]�egnaf_�l`jgm_`�l`]�Yj]Y�Yl�`Yd^�kh]]\�

\g]kfÌl�f]]\�lg�eYc]�l`]�kYnaf_�l`jgo&

 Block and Tackle.�9�k]l�g^�hmdd]qk�oal`�Y�[YZd]�

l`j]Y\]\�l`jgm_`�l`]e�Yf\�Y�`ggc�lg�YllY[`�lg�gZb][lk$�Y�

Zdg[c�Yf\�lY[cd]�Yddgok�qgm�lg�`gakl�mh�lg�^gmj�lae]k�l`]�

o]a_`l�qgm�[Yf�fgjeYddq�da^l&

 Book. 9�Zggc�ea_`l�[gflYaf�hg]ljq$�`aklgja[Yd�

Y[[gmflk$�af^gjeYlagf�h]jlYafaf_�lg�Y�hYjla[mdYj�Õ]d\�

of lore, diagrams and notes on gnomish contraptions, 

gj�bmkl�YZgml�Yfql`af_�]dk]�l`Yl�[Yf�Z]�j]hj]k]fl]\�

mkaf_�l]pl�gj�ha[lmj]k&�9�Zggc�g^�kh]ddk�ak�Y�kh]ddZggc�

 \]k[jaZ]\�dYl]j�af�l`ak�k][lagf!&

 Caltrops. 9k�Yf�Y[lagf$�qgm�[Yf�khj]Y\�Y�kaf_d]�ZY_�

g^�[Ydljghk�lg�[gn]j�Y�-%^ggl%kimYj]�Yj]Y&�9fq�[j]Ylmj]�

l`Yl�]fl]jk�l`]�Yj]Y�emkl�km[[]]\�gf�Y�<;�)-�<]pl]jalq�

saving throw or stop moving and take 1 piercing 

\YeY_]&�Mflad�l`]�[j]Ylmj]�j]_Yafk�Yl�d]Ykl�)�`al�hgafl$�

alk�oYdcaf_�kh]]\�ak�j]\m[]\�Zq�)(�^]]l&�9�[j]Ylmj]�

egnaf_�l`jgm_`�l`]�Yj]Y�Yl�`Yd^�kh]]\�\g]kfÌl�f]]\�lg�

make the saving throw.

 Candle. >gj�)�`gmj$�Y�[Yf\d]�k`]\k�Zja_`l�da_`l�af�Y�

-%^ggl�jY\amk�Yf\�\ae�da_`l�^gj�Yf�Y\\alagfYd�-�^]]l&

 Case, Crossbow Bolt. L`ak�ogg\]f�[Yk]�[Yf�`gd\�mh�

to twenty crossbow bolts.

 Case, Map or Scroll. L`ak�[qdaf\ja[Yd�d]Yl`]j�[Yk]�[Yf�

`gd\�mh�lg�l]f�jgdd]\%mh�k`]]lk�g^�hYh]j�gj�Õn]�jgdd]\%mh�

sheets of parchment.

 Chain. 9�[`Yaf�`Yk�)(�`al�hgaflk&�Al�[Yf�Z]�Zmjkl�oal`�Y�

km[[]kk^md�<;�*(�Klj]f_l`�[`][c&

 Climber’s Kit. 9�[daeZ]jÌk�cal�af[dm\]k�kh][aYd�halgfk$�

Zggl�lahk$�_dgn]k$�Yf\�Y�`Yjf]kk&�Qgm�[Yf�mk]�l`]�

[daeZ]jÌk�cal�Yk�Yf�Y[lagf�lg�Yf[`gj�qgmjk]d^3�o`]f�qgm�

\g$�qgm�[YfÌl�^Ydd�egj]�l`Yf�*-�^]]l�^jge�l`]�hgafl�o`]j]�

qgm�Yf[`gj]\�qgmjk]d^$�Yf\�qgm�[YfÌl�[daeZ�egj]�l`Yf�*-�

^]]l�YoYq�^jge�l`Yl�hgafl�oal`gml�mf\gaf_�l`]�Yf[`gj&

 Component Pouch.�9�[gehgf]fl�hgm[`�ak�Y�keYdd$�

oYl]jla_`l�d]Yl`]j�Z]dl�hgm[`�l`Yl�`Yk�[gehYjle]flk�

to hold all the material components and other special 

al]ek�qgm�f]]\�lg�[Ykl�qgmj�kh]ddk$�]p[]hl�^gj�l`gk]�

[gehgf]flk�l`Yl�`Yn]�Y�kh][aÕ[�[gkl� Yk�af\a[Yl]\�af�Y�

kh]ddÌk�\]k[jahlagf!&

 Crowbar. Using a crowbar grants advantage 

lg�Klj]f_l`�[`][ck�o`]j]�l`]�[jgoZYjÌk�d]n]jY_]�

can be applied.

 Druidic Focus.�9�\jma\a[�^g[mk�ea_`l�Z]�Y�khja_�g^�

mistletoe or holly, a wand or scepter made of yew or 

Yfgl`]j�kh][aYd�ogg\$�Y�klYץ�\jYof�o`gd]�gml�g^�Y�danaf_�

lj]]$�gj�Y�lgl]e�gZb][l�af[gjhgjYlaf_�^]Yl`]jk$�^mj$�Zgf]k$�

Yf\�l]]l`�^jge�kY[j]\�YfaeYdk&�9�\jma\� k]]�[`Yhl]j�+�
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 Spellbook. =kk]flaYd�^gj�oarYj\k$�Y�kh]ddZggc�ak�

Y�d]Yl`]j%Zgmf\�lge]�oal`�)((�ZdYfc�n]ddme�hY_]k�

kmalYZd]�^gj�j][gj\af_�kh]ddk&

 Spyglass. GZb][lk�na]o]\�l`jgm_`�Y�khq_dYkk�Yj]�

eY_faÕ]\�lg�loa[]�l`]aj�kar]&

 Tent. 9�kaehd]�Yf\�hgjlYZd]�[YfnYk�k`]dl]j$�Y�

tent sleeps two.

 Tinderbox. L`ak�keYdd�[gflYaf]j�`gd\k�Öafl$�Õj]�kl]]d$�

Yf\�laf\]j� mkmYddq�\jq�[dgl`�kgYc]\�af�da_`l�gad!�mk]\�lg�

caf\d]�Y�Õj]&�Mkaf_�al�lg�da_`l�Y�lgj[`Ègj�Yfql`af_�]dk]�

oal`�YZmf\Yfl$�]phgk]\�^m]dÈlYc]k�Yf�Y[lagf&�Da_`laf_�

Yfq�gl`]j�Õj]�lYc]k�)�eafml]&

 Torch. 9�lgj[`�Zmjfk�^gj�)�`gmj$�hjgna\af_�Zja_`l�da_`l�

af�Y�*(%^ggl�jY\amk�Yf\�\ae�da_`l�^gj�Yf�Y\\alagfYd�*(�

^]]l&�A^�qgm�eYc]�Y�e]d]]�YllY[c�oal`�Y�Zmjfaf_�lgj[`�

Yf\�`al$�al�\]Ydk�)�Õj]�\YeY_]&

Container Capacity
Container Capacity

Backpack* 1 cubic foot/30 pounds of gear

Barrel 40 gallons liquid, 4 cubic feet solid

Basket 2 cubic feet/40 pounds of gear

Bottle 1½ pints liquid

Bucket 3 gallons liquid, 1/2 cubic foot solid

Chest 12 cubic feet/300 pounds of gear

Flask or tankard 1 pint liquid

Jug or pitcher 1 gallon liquid

Pot, iron 1 gallon liquid

Pouch ����FXELF�IRRW���SRXQGV�RI�JHDU

Sack 1 cubic foot/30 pounds of gear

Vial 4 ounces liquid

Waterskin 4 pints liquid

* You can also strap items, such as a bedroll or a coil of rope, 

to the outside of a backpack.

Tools
9�lggd�`]dhk�qgm�lg�\g�kge]l`af_�qgm�[gmd\fÌl�gl`]joak]�

\g$�km[`�Yk�[jY^l�gj�j]hYaj�Yf�al]e$�^gj_]�Y�\g[me]fl$�gj�

ha[c�Y�dg[c&�Qgmj�jY[]$�[dYkk$�ZY[c_jgmf\$�gj�^]Ylk�_an]�

qgm�hjgÕ[a]f[q�oal`�[]jlYaf�lggdk&�HjgÕ[a]f[q�oal`�Y�lggd�

Yddgok�qgm�lg�Y\\�qgmj�hjgÕ[a]f[q�Zgfmk�lg�Yfq�YZadalq�

[`][c�qgm�eYc]�mkaf_�l`Yl�lggd&�Lggd�mk]�ak�fgl�la]\�lg�

Y�kaf_d]�YZadalq$�kaf[]�hjgÕ[a]f[q�oal`�Y�lggd�j]hj]k]flk�

ZjgY\]j�cfgod]\_]�g^�alk�mk]&�>gj�]pYehd]$�l`]�<E�

ea_`l�Ykc�qgm�lg�eYc]�Y�<]pl]jalq�[`][c�lg�[Yjn]�Y�Õf]�

\]lYad�oal`�qgmj�ogg\[Yjn]jÌk�lggdk$�gj�Y�Klj]f_l`�[`][c�

lg�eYc]�kge]l`af_�gml�g^�hYjla[mdYjdq�`Yj\�ogg\&

Yf\�kl]]d�o`]f�klYjlaf_�Õj]k&�Da_`laf_�Y�Õj]�oal`�Y�

eY_fa^qaf_�_dYkk�j]imaj]k�da_`l�Yk�Zja_`l�Yk�kmfda_`l�lg�

^g[mk$�laf\]j�lg�a_fal]$�Yf\�YZgml�-�eafml]k�^gj�l`]�Õj]�

lg�a_fal]&�9�eY_fa^qaf_�_dYkk�_jYflk�Y\nYflY_]�gf�Yfq�

ability check made to appraise or inspect an item that is 

small or highly detailed.

 Manacles. L`]k]�e]lYd�j]kljYaflk�[Yf�Zaf\�Y�KeYdd�

gj�E]\ame�[j]Ylmj]&�=k[Yhaf_�l`]�eYfY[d]k�j]imaj]k�

Y�km[[]kk^md�<;�*(�<]pl]jalq�[`][c&�:j]Ycaf_�l`]e�

j]imaj]k�Y�km[[]kk^md�<;�*(�Klj]f_l`�[`][c&�=Y[`�

k]l�g^�eYfY[d]k�[ge]k�oal`�gf]�c]q&�Oal`gml�l`]�c]q$�

Y�[j]Ylmj]�hjgÕ[a]fl�oal`�l`a]n]kÌ�lggdk�[Yf�ha[c�l`]�

eYfY[d]kÌ�dg[c�oal`�Y�km[[]kk^md�<;�)-�<]pl]jalq�

[`][c&�EYfY[d]k�`Yn]�)-�`al�hgaflk&

 Mess Kit. L`ak�laf�Zgp�[gflYafk�Y�[mh�Yf\�kaehd]�

[mld]jq&�L`]�Zgp�[dYehk�lg_]l`]j$�Yf\�gf]�ka\]�[Yf�

Z]�mk]\�Yk�Y�[ggcaf_�hYf�Yf\�l`]�gl`]j�Yk�Y�hdYl]�gj�

shallow bowl.

 Oil. Gad�mkmYddq�[ge]k�af�Y�[dYq�ÖYkc�l`Yl�`gd\k�)�

hafl&�9k�Yf�Y[lagf$�qgm�[Yf�khdYk`�l`]�gad�af�l`ak�ÖYkc�

gflg�Y�[j]Ylmj]�oal`af�-�^]]l�g^�qgm�gj�l`jgo�al�mh�lg�

*(�^]]l$�k`Yll]jaf_�al�gf�aehY[l&�EYc]�Y�jYf_]\�YllY[c�

Y_Yafkl�Y�lYj_]l�[j]Ylmj]�gj�gZb][l$�lj]Ylaf_�l`]�gad�Yk�

an improvised weapon. On a hit, the target is covered 

af�gad&�A^�l`]�lYj_]l�lYc]k�Yfq�Õj]�\YeY_]�Z]^gj]�l`]�gad�

\ja]k� Y^l]j�)�eafml]!$�l`]�lYj_]l�lYc]k�Yf�Y\\alagfYd�-�

Õj]�\YeY_]�^jge�l`]�Zmjfaf_�gad&�Qgm�[Yf�Ydkg�hgmj�Y�

ÖYkc�g^�gad�gf�l`]�_jgmf\�lg�[gn]j�Y�-%^ggl%kimYj]�Yj]Y$�

hjgna\]\�l`Yl�l`]�kmj^Y[]�ak�d]n]d&�A^�dal$�l`]�gad�Zmjfk�^gj�

*�jgmf\k�Yf\�\]Ydk�-�Õj]�\YeY_]�lg�Yfq�[j]Ylmj]�l`Yl�

]fl]jk�l`]�Yj]Y�gj�]f\k�alk�lmjf�af�l`]�Yj]Y&�9�[j]Ylmj]�

[Yf�lYc]�l`ak�\YeY_]�gfdq�gf[]�h]j�lmjf&

 Poison, Basic. Qgm�[Yf�mk]�l`]�hgakgf�af�l`ak�naYd�

lg�[gYl�gf]�kdYk`af_�gj�ha]j[af_�o]Yhgf�gj�mh�lg�l`j]]�

ha][]k�g^�Yeemfalagf&�9hhdqaf_�l`]�hgakgf�lYc]k�

Yf�Y[lagf&�9�[j]Ylmj]�`al�Zq�l`]�hgakgf]\�o]Yhgf�gj�

Yeemfalagf�emkl�eYc]�Y�<;�)(�;gfklalmlagf�kYnaf_�

l`jgo�gj�lYc]�)\,�hgakgf�\YeY_]&�Gf[]�Yhhda]\$�l`]�

hgakgf�j]lYafk�hgl]f[q�^gj�)�eafml]�Z]^gj]�\jqaf_&

 Potion of Healing. 9�[`YjY[l]j�o`g�\jafck�l`]�eY_a[Yd�

j]\�Öma\�af�l`ak�naYd�j]_Yafk�*\,�#�*�`al�hgaflk&�<jafcaf_�

or administering a potion takes an action.

 Pouch. 9�[dgl`�gj�d]Yl`]j�hgm[`�[Yf�`gd\�mh�lg�*(�

kdaf_�Zmdd]lk�gj�-(�Zdgo_mf�f]]\d]k$�Yegf_�gl`]j�

l`af_k&�9�[gehYjle]flYdar]\�hgm[`�^gj�`gd\af_�kh]dd�

[gehgf]flk�ak�[Ydd]\�Y�[gehgf]fl�hgm[`� \]k[jaZ]\�

]Yjda]j�af�l`ak�k][lagf!&�

 Quiver. 9�iman]j�[Yf�`gd\�mh�lg�*(�Yjjgok&

 Ram, Portable. Qgm�[Yf�mk]�Y�hgjlYZd]�jYe�lg�Zj]Yc�

\gof�\ggjk&�O`]f�\gaf_�kg$�qgm�_Yaf�Y�#,�Zgfmk�gf�l`]�

Klj]f_l`�[`][c&�Gf]�gl`]j�[`YjY[l]j�[Yf�`]dh�qgm�mk]�

l`]�jYe$�_anaf_�qgm�Y\nYflY_]�gf�l`ak�[`][c&

 Rations. JYlagfk�[gfkakl�g^�\jq�^gg\k�kmalYZd]�

^gj�]pl]f\]\�ljYn]d$�af[dm\af_�b]jcq$�\ja]\�^jmal$�

`Yj\lY[c$�Yf\�fmlk&

 Rope. Rope, whether made of hemp or silk, has 2 hit 

hgaflk�Yf\�[Yf�Z]�Zmjkl�oal`�Y�<;�)/�Klj]f_l`�[`][c&

 Scale, Merchant’s. 9�k[Yd]�af[dm\]k�Y�keYdd�ZYdYf[]$�

hYfk$�Yf\�Y�kmalYZd]�Ykkgjle]fl�g^�o]a_`lk�mh�lg�*�

hgmf\k&�Oal`�al$�qgm�[Yf�e]Ykmj]�l`]�]pY[l�o]a_`l�g^�

keYdd�gZb][lk$�km[`�Yk�jYo�hj][agmk�e]lYdk�gj�ljY\]�

goods, to help determine their worth.
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 Forgery Kit. L`ak�keYdd�Zgp�[gflYafk�Y�nYja]lq�g^�

papers and parchments, pens and inks, seals and 

k]Ydaf_�oYp$�_gd\�Yf\�kadn]j�d]Y^$�Yf\�gl`]j�kmhhda]k�

necessary to create convincing forgeries of physical 

\g[me]flk&�HjgÕ[a]f[q�oal`�l`ak�cal�d]lk�qgm�Y\\�qgmj�

hjgÕ[a]f[q�Zgfmk�lg�Yfq�YZadalq�[`][ck�qgm�eYc]�lg�

[j]Yl]�Y�h`qka[Yd�^gj_]jq�g^�Y�\g[me]fl&

 Gaming Set. L`ak�al]e�]f[gehYkk]k�Y�oa\]�jYf_]�

g^�_Ye]�ha][]k$�af[dm\af_�\a[]�Yf\�\][ck�g^�[Yj\k� ^gj�

_Ye]k�km[`�Yk�L`j]]%<jY_gf�9fl]!&�9�^]o�[geegf�

]pYehd]k�Yhh]Yj�gf�l`]�Lggdk�lYZd]$�Zml�gl`]j�caf\k�g^�

_Yeaf_�k]lk�]pakl&�A^�qgm�Yj]�hjgÕ[a]fl�oal`�Y�_Yeaf_�

k]l$�qgm�[Yf�Y\\�qgmj�hjgÕ[a]f[q�Zgfmk�lg�YZadalq�[`][ck�

qgm�eYc]�lg�hdYq�Y�_Ye]�oal`�l`Yl�k]l&�=Y[`�lqh]�g^�

_Yeaf_�k]l�j]imaj]k�Y�k]hYjYl]�hjgÕ[a]f[q&

 Herbalism Kit. L`ak�cal�[gflYafk�Y�nYja]lq�g^�

afkljme]flk�km[`�Yk�[dahh]jk$�egjlYj�Yf\�h]kld]$�Yf\�

hgm[`]k�Yf\�naYdk�mk]\�Zq�`]jZYdaklk�lg�[j]Yl]�j]e]\a]k�

Yf\�hglagfk&�HjgÕ[a]f[q�oal`�l`ak�cal�d]lk�qgm�Y\\�qgmj�

hjgÕ[a]f[q�Zgfmk�lg�Yfq�YZadalq�[`][ck�qgm�eYc]�lg�

a\]fla^q�gj�Yhhdq�`]jZk&�9dkg$�hjgÕ[a]f[q�oal`�l`ak�cal�ak�

j]imaj]\�lg�[j]Yl]�Yflalgpaf�Yf\�hglagfk�g^�`]Ydaf_&

 Musical Instrument. Several of the most common 

lqh]k�g^�emka[Yd�afkljme]flk�Yj]�k`gof�gf�l`]�lYZd]�Yk�

]pYehd]k&�A^�qgm�`Yn]�hjgÕ[a]f[q�oal`�Y�_an]f�emka[Yd�

afkljme]fl$�qgm�[Yf�Y\\�qgmj�hjgÕ[a]f[q�Zgfmk�lg�

Yfq�YZadalq�[`][ck�qgm�eYc]�lg�hdYq�emka[�oal`�l`]�

afkljme]fl&�=Y[`�lqh]�g^�emka[Yd�afkljme]fl�j]imaj]k�Y�

k]hYjYl]�hjgÕ[a]f[q&

 FYna_YlgjÌk�Lggdk&�L`ak�k]l�g^�afkljme]flk�ak�mk]\�^gj�

fYna_Ylagf�Yl�k]Y&�HjgÕ[a]f[q�oal`�fYna_YlgjÌk�lggdk�d]lk�

qgm�[`Yjl�Y�k`ahÌk�[gmjk]�Yf\�^gddgo�fYna_Ylagf�[`Yjlk&�

Af�Y\\alagf$�l`]k]�lggdk�Yddgo�qgm�lg�Y\\�qgmj�hjgÕ[a]f[q�

Zgfmk�lg�Yfq�YZadalq�[`][c�qgm�eYc]�lg�Ynga\�_]llaf_�

lost at sea.

 Poisoner’s Kit. 9�hgakgf]jÌk�cal�af[dm\]k�l`]�naYdk$�

[`]ea[Ydk$�Yf\�gl`]j�]imahe]fl�f][]kkYjq�^gj�l`]�

[j]Ylagf�g^�hgakgfk&�HjgÕ[a]f[q�oal`�l`ak�cal�d]lk�qgm�Y\\�

qgmj�hjgÕ[a]f[q�Zgfmk�lg�Yfq�YZadalq�[`][ck�qgm�eYc]�lg�

[jY^l�gj�mk]�hgakgfk&

 Thieves’ Tools.�L`ak�k]l�g^�lggdk�af[dm\]k�Y�keYdd�Õd]$�

Y�k]l�g^�dg[c�ha[ck$�Y�keYdd�eajjgj�egmfl]\�gf�Y�e]lYd�

handle, a set of narrow-bladed scissors, and a pair of 

hda]jk&�HjgÕ[a]f[q�oal`�l`]k]�lggdk�d]lk�qgm�Y\\�qgmj�

hjgÕ[a]f[q�Zgfmk�lg�Yfq�YZadalq�[`][ck�qgm�eYc]�lg�

disarm traps or open locks.

Mounts and Vehicles
9�_gg\�egmfl�[Yf�`]dh�qgm�egn]�egj]�ima[cdq�l`jgm_`�

l`]�oad\]jf]kk$�Zml�alk�hjaeYjq�hmjhgk]�ak�lg�[Yjjq�l`]�

_]Yj�l`Yl�ogmd\�gl`]joak]�kdgo�qgm�\gof&�L`]�Egmflk�

Yf\�Gl`]j�9faeYdk�lYZd]�k`gok�]Y[`�YfaeYdÌk�kh]]\�Yf\�

base carrying capacity.

� 9f�YfaeYd�hmddaf_�Y�[YjjaY_]$�[Yjl$�[`Yjagl$�kd]\$�

gj�oY_gf�[Yf�egn]�o]a_`l�mh�lg�Õn]�lae]k�alk�ZYk]�

[Yjjqaf_�[YhY[alq$�af[dm\af_�l`]�o]a_`l�g^�l`]�n]`a[d]&�

A^�emdlahd]�YfaeYdk�hmdd�l`]�kYe]�n]`a[d]$�l`]q�[Yf�Y\\�

their carrying capacity together.

� Egmflk�gl`]j�l`Yf�l`gk]�dakl]\�`]j]�Yj]�YnYadYZd]�af�

l`]�ogjd\k�g^�<�<$�Zml�l`]q�Yj]�jYj]�Yf\�fgl�fgjeYddq�

YnYadYZd]�^gj�hmj[`Yk]&�L`]k]�af[dm\]�Öqaf_�egmflk�

 h]_Yka$�_jaץgfk$�`ahhg_jaץk$�Yf\�kaeadYj�YfaeYdk!�Yf\�

Tools
Item Cost Weight

Artisan’s tools

$OFKHPLVWôV�VXSSOLHV ���JS ��OE�

Brewer’s supplies 20 gp ��OE�

Calligrapher's supplies 10 gp ��OE�

Carpenter’s tools ��JS 6 lb.

Cartographer’s tools ���JS� 6 lb.

Cobbler’s tools ��JS ��OE�

Cook’s utensils 1 gp ��OE�

Glassblower’s tools 30 gp ��OE�

Jeweler’s tools ���JS 2 lb.

Leatherworker’s tools ��JS ��OE�

Mason’s tools 10 gp ��OE�

Painter’s supplies 10 gp ��OE�

Potter’s tools 10 gp 3 lb.

Smith’s tools 20 gp ��OE�

Tinker’s tools ���JS 10 lb.

Weaver’s tools 1 gp ��OE�

Woodcarver’s tools 1 gp ��OE�

Disguise kit ���JS 3 lb.

Forgery kit ���JS ��OE�

Gaming set

Dice set 1 sp —

Dragonchess set 1 gp 1/2 lb.

Playing card set ��VS —

7KUHH�'UDJRQ�$QWH�VHW 1 gp —

Herbalism kit ��JS 3 lb.

Musical instrument

Bagpipes 30 gp 6 lb.

Drum 6 gp 3 lb.

Dulcimer ���JS 10 lb.

Flute 2 gp 1 lb.

Lute ���JS 2 lb.

Lyre 30 gp 2 lb.

Horn 3 gp 2 lb.

3DQ�ŜXWH 12 gp 2 lb.

Shawm 2 gp 1 lb.

Viol 30 gp 1 lb.

Navigator’s tools ���JS 2 lb.

Poisoner’s kit ���JS 2 lb.

Thieves’ tools ���JS 1 lb.

Vehicles (land or water) * *

* See the “Mounts and Vehicles” section.

 Artisan’s Tools. L`]k]�kh][aYd�lggdk�af[dm\]�l`]�al]ek�

f]]\]\�lg�hmjkm]�Y�[jY^l�gj�ljY\]&�L`]�lYZd]�k`gok�

]pYehd]k�g^�l`]�egkl�[geegf�lqh]k�g^�lggdk$�]Y[`�

hjgna\af_�al]ek�j]dYl]\�lg�Y�kaf_d]�[jY^l&�HjgÕ[a]f[q�

oal`�Y�k]l�g^�YjlakYfÌk�lggdk�d]lk�qgm�Y\\�qgmj�hjgÕ[a]f[q�

Zgfmk�lg�Yfq�YZadalq�[`][ck�qgm�eYc]�mkaf_�l`]�lggdk�

af�qgmj�[jY^l&�=Y[`�lqh]�g^�YjlakYfÌk�lggdk�j]imaj]k�Y�

k]hYjYl]�hjgÕ[a]f[q&

 Disguise Kit. L`ak�hgm[`�g^�[gke]la[k$�`Yaj�\q]$�Yf\�

keYdd�hjghk�d]lk�qgm�[j]Yl]�\ak_mak]k�l`Yl�[`Yf_]�qgmj�

h`qka[Yd�Yhh]YjYf[]&�HjgÕ[a]f[q�oal`�l`ak�cal�d]lk�qgm�

Y\\�qgmj�hjgÕ[a]f[q�Zgfmk�lg�Yfq�YZadalq�[`][ck�qgm�

eYc]�lg�[j]Yl]�Y�nakmYd�\ak_mak]&
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Waterborne Vehicles
Item Cost Speed

Galley 30,000 gp 4 mph

Keelboat 3,000 gp 1 mph

Longship 10,000 gp 3 mph

Rowboat ���JS 1½ mph

Sailing ship 10,000 gp 2 mph

Warship �������JS 2½ mph

Trade Goods
Egkl�o]Ydl`�ak�fgl�af�[gafk&�Al�ak�e]Ykmj]\�af�dan]klg[c$�

_jYaf$�dYf\$�ja_`lk�lg�[gdd][l�lYp]k$�gj�ja_`lk�lg�j]kgmj[]k�

 km[`�Yk�Y�eaf]�gj�Y�^gj]kl!&

� ?mad\k$�fgZd]k$�Yf\�jgqYdlq�j]_mdYl]�ljY\]&�;`Yjl]j]\�

[gehYfa]k�Yj]�_jYfl]\�ja_`lk�lg�[gf\m[l�ljY\]�Ydgf_�

[]jlYaf�jgml]k$�lg�k]f\�e]j[`Yfl�k`ahk�lg�nYjagmk�hgjlk$�

gj�lg�Zmq�gj�k]dd�kh][aÕ[�_gg\k&�?mad\k�k]l�hja[]k�^gj�

the goods or services that they control, and determine 

o`g�eYq�gj�eYq�fgl�gץ]j�l`gk]�_gg\k�Yf\�k]jna[]k&�

E]j[`Yflk�[geegfdq�]p[`Yf_]�ljY\]�_gg\k�oal`gml�

mkaf_�[mjj]f[q&�L`]�LjY\]�?gg\k�lYZd]�k`gok�l`]�nYdm]�

g^�[geegfdq�]p[`Yf_]\�_gg\k&

Trade Goods
Cost Goods

1 cp 1 lb. of wheat

2 cp ��OE��RI�ŜRXU�RU�RQH�FKLFNHQ

��FS 1 lb. of salt

1 sp 1 lb. of iron or 1 sq. yd. of canvas

��VS 1 lb. of copper or 1 sq. yd. of cotton cloth

1 gp 1 lb. of ginger or one goat

2 gp 1 lb. of cinnamon or pepper, or one sheep

3 gp 1 lb. of cloves or one pig

��JS 1 lb. of silver or 1 sq. yd. of linen

10 gp 1 sq. yd. of silk or one cow

���JS ��OE��RI�VDŚURQ�RU�RQH�R[

���JS 1 lb. of gold

����JS 1 lb. of platinum

Expenses
When not descending into the depths of the earth, 

]phdgjaf_�jmafk�^gj�dgkl�lj]Ykmj]k$�gj�oY_af_�oYj�Y_Yafkl�

l`]�]f[jgY[`af_�\Yjcf]kk$�Y\n]flmj]jk�^Y[]�egj]�

emf\Yf]�j]Ydala]k&�=n]f�af�Y�^YflYkla[Yd�ogjd\$�h]ghd]�

j]imaj]�ZYka[�f][]kkala]k�km[`�Yk�k`]dl]j$�kmkl]fYf[]$�

Yf\�[dgl`af_&�L`]k]�l`af_k�[gkl�egf]q$�Ydl`gm_`�kge]�

lifestyles cost more than others.

Lifestyle Expenses
Da^]klqd]�]ph]fk]k�hjgna\]�qgm�oal`�Y�kaehd]�oYq�lg�

Y[[gmfl�^gj�l`]�[gkl�g^�danaf_�af�Y�^YflYkq�ogjd\&�L`]q�

[gn]j�qgmj�Y[[geeg\Ylagfk$�^gg\�Yf\�\jafc$�Yf\�Ydd�

qgmj�gl`]j�f][]kkala]k&�>mjl`]jegj]$�]ph]fk]k�[gn]j�l`]�

[gkl�g^�eYaflYafaf_�qgmj�]imahe]fl�kg�qgm�[Yf�Z]�j]Y\q�

o`]f�Y\n]flmj]�f]pl�[Yddk&

]n]f�YimYla[�egmflk� _aYfl�k]Y�`gjk]k$�^gj�]pYehd]!&�

9[imajaf_�km[`�Y�egmfl�g^l]f�e]Yfk�k][mjaf_�Yf�]__�

Yf\�jYakaf_�l`]�[j]Ylmj]�qgmjk]d^$�eYcaf_�Y�ZYj_Yaf�oal`�

Y�hgo]j^md�]flalq$�gj�f]_glaYlaf_�oal`�l`]�egmfl�alk]d^&

 Barding. Barding is armor designed to protect an 

YfaeYdÌk�`]Y\$�f][c$�[`]kl$�Yf\�Zg\q&�9fq�lqh]�g^�

Yjegj�k`gof�gf�l`]�9jegj�lYZd]�af�l`ak�[`Yhl]j�[Yf�

Z]�hmj[`Yk]\�Yk�ZYj\af_&�L`]�[gkl�ak�^gmj�lae]k�l`]�

]imanYd]fl�Yjegj�eY\]�^gj�`meYfga\k$�Yf\�al�o]a_`k�

loa[]�Yk�em[`&

 Saddles. 9�eadalYjq�kY\\d]�ZjY[]k�l`]�ja\]j$�`]dhaf_�

qgm�c]]h�qgmj�k]Yl�gf�Yf�Y[lan]�egmfl�af�ZYlld]&�Al�

_an]k�qgm�Y\nYflY_]�gf�Yfq�[`][c�qgm�eYc]�lg�j]eYaf�

egmfl]\&�9f�]pgla[�kY\\d]�ak�j]imaj]\�^gj�ja\af_�Yfq�

YimYla[�gj�Öqaf_�egmfl&

 N]`a[d]�HjgÕ[a]f[q&�A^�qgm�`Yn]�hjgÕ[a]f[q�oal`�Y�

[]jlYaf�caf\�g^�n]`a[d]� dYf\�gj�oYl]j!$�qgm�[Yf�Y\\�qgmj�

hjgÕ[a]f[q�Zgfmk�lg�Yfq�[`][c�qgm�eYc]�lg�[gfljgd�l`Yl�

caf\�g^�n]`a[d]�af�\a[mdl�[aj[meklYf[]k&

 Rowed Vessels. C]]dZgYlk�Yf\�jgoZgYlk�Yj]�mk]\�gf�

lakes and rivers. If going downstream, add the speed of 

l`]�[mjj]fl� lqha[Yddq�+�ead]k�h]j�`gmj!�lg�l`]�kh]]\�g^�

l`]�n]`a[d]&�L`]k]�n]`a[d]k�[YfÌl�Z]�jgo]\�Y_Yafkl�Yfq�

ka_faÕ[Yfl�[mjj]fl$�Zml�l`]q�[Yf�Z]�hmdd]\�mhklj]Ye�

Zq�\jY^l�YfaeYdk�gf�l`]�k`gj]k&�9�jgoZgYl�o]a_`k�)((�

hgmf\k$�af�[Yk]�Y\n]flmj]jk�[Yjjq�al�gn]j�dYf\&

Mounts and Other Animals

Item Cost Speed
Carrying
Capacity

Camel ���JS ���IW� ����OE�

Donkey or mule ��JS 40 ft. 420 lb.

Elephant 200 gp 40 ft. 1,320 lb.

Horse, draft ���JS 40 ft. ����OE�

Horse, riding ���JS 60 ft. ����OE�

0DVWLŚ ���JS 40 ft. ����OE�

Pony 30 gp 40 ft. ����OE�

Warhorse 400 gp 60 ft. ����OE�

Tack, Harness, and Drawn Vehicles
Item Cost Weight

Barding ×4 ×2

Bit and bridle 2 gp 1 lb.

Carriage 100 gp 600 lb.

Cart ���JS 200 lb.

Chariot ����JS 100 lb.

Feed (per day) ��FS 10 lb.

Saddle

Exotic 60 gp 40 lb.

Military 20 gp 30 lb.

Pack ��JS ���OE�

Riding 10 gp ���OE�

Saddlebags 4 gp ��OE�

Sled 20 gp 300 lb.

Stabling (per day) ��VS —

Wagon ���JS 400 lb.
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Gj\afYjq�h]ghd]�danaf_�eg\]kl�da^]klqd]k�af[dm\]�kgd\a]jk�

oal`�^Yeada]k$�dYZgj]jk$�klm\]flk$�hja]klk$�`]\_]�oarYj\k$�

and the like.

 Comfortable. ;`ggkaf_�Y�[ge^gjlYZd]�da^]klqd]�

e]Yfk�l`Yl�qgm�[Yf�Yץgj\�fa[]j�[dgl`af_�Yf\�[Yf�]Ykadq�

eYaflYaf�qgmj�]imahe]fl&�Qgm�dan]�af�Y�keYdd�[gllY_]�

in a middle-class neighborhood or in a private room 

Yl�Y�Õf]�aff&�Qgm�Ykkg[aYl]�oal`�e]j[`Yflk$�kcadd]\�

ljY\]kh]ghd]$�Yf\�eadalYjq�g[]jk&

 Wealthy. ;`ggkaf_�Y�o]Ydl`q�da^]klqd]�e]Yfk�danaf_�Y�

da^]�g^�dmpmjq$�l`gm_`�qgm�ea_`l�fgl�`Yn]�Y[`a]n]\�l`]�

kg[aYd�klYlmk�Ykkg[aYl]\�oal`�l`]�gd\�egf]q�g^�fgZadalq�

gj�jgqYdlq&�Qgm�dan]�Y�da^]klqd]�[gehYjYZd]�lg�l`Yl�g^�Y�

`a_`dq�km[[]kk^md�e]j[`Yfl$�Y�^Yngj]\�k]jnYfl�g^�l`]�

jgqYdlq$�gj�l`]�gof]j�g^�Y�^]o�keYdd�Zmkaf]kk]k&�Qgm�

`Yn]�j]kh][lYZd]�dg\_af_k$�mkmYddq�Y�khY[agmk�`ge]�af�

Y�_gg\�hYjl�g^�lgof�gj�Y�[ge^gjlYZd]�kmal]�Yl�Y�Õf]�aff&�

Qgm�dac]dq�`Yn]�Y�keYdd�klYץ�g^�k]jnYflk&

 Aristocratic. Qgm�dan]�Y�da^]�g^�hd]flq�Yf\�[ge^gjl&�Qgm�

egn]�af�[aj[d]k�hghmdYl]\�Zq�l`]�egkl�hgo]j^md�h]ghd]�

af�l`]�[geemfalq&�Qgm�`Yn]�]p[]dd]fl�dg\_af_k$�h]j`Yhk�

Y�lgof`gmk]�af�l`]�fa[]kl�hYjl�g^�lgof�gj�jggek�af�l`]�

Õf]kl�aff&�Qgm�\af]�Yl�l`]�Z]kl�j]klYmjYflk$�j]lYaf�l`]�

most skilled and fashionable tailor, and have servants 

Yll]f\af_�lg�qgmj�]n]jq�f]]\&�Qgm�j][]an]�afnalYlagfk�

lg�l`]�kg[aYd�_Yl`]jaf_k�g^�l`]�ja[`�Yf\�hgo]j^md$�Yf\�

kh]f\�]n]faf_k�af�l`]�[gehYfq�g^�hgdala[aYfk$�_mad\�

d]Y\]jk$�`a_`�hja]klk$�Yf\�fgZadalq&�Qgm�emkl�Ydkg�

contend with the highest levels of deceit and treachery. 

L`]�o]Ydl`a]j�qgm�Yj]$�l`]�_j]Yl]j�l`]�[`Yf[]�qgm�oadd�

Z]�\jYof�aflg�hgdala[Yd�aflja_m]�Yk�Y�hYof�gj�hYjla[ahYfl&

Food, Drink, and Lodging
L`]�>gg\$�<jafc$�Yf\�Dg\_af_�lYZd]�_an]k�hja[]k�^gj�

af\ana\mYd�^gg\�al]ek�Yf\�Y�kaf_d]�fa_`lÌk�dg\_af_&�L`]k]�

hja[]k�Yj]�af[dm\]\�af�qgmj�lglYd�da^]klqd]�]ph]fk]k&

� 9l�l`]�klYjl�g^�]Y[`�o]]c�gj�egfl`� qgmj�[`ga[]!$�

[`ggk]�Y�da^]klqd]�^jge�l`]�=ph]fk]k�lYZd]�Yf\�hYq�l`]�

hja[]�lg�kmklYaf�l`Yl�da^]klqd]&�L`]�hja[]k�dakl]\�Yj]�h]j�

\Yq$�kg�a^�qgm�oak`�lg�[Yd[mdYl]�l`]�[gkl�g^�qgmj�[`gk]f�

da^]klqd]�gn]j�Y�l`ajlq%\Yq�h]jag\$�emdlahdq�l`]�dakl]\�hja[]�

Zq�+(&�Qgmj�da^]klqd]�ea_`l�[`Yf_]�^jge�gf]�h]jag\�lg�

l`]�f]pl$�ZYk]\�gf�l`]�^mf\k�qgm�`Yn]�Yl�qgmj�\akhgkYd$�

gj�qgm�ea_`l�eYaflYaf�l`]�kYe]�da^]klqd]�l`jgm_`gml�

qgmj�[`YjY[l]jÌk�[Yj]]j&

� Qgmj�da^]klqd]�[`ga[]�[Yf�`Yn]�[gfk]im]f[]k&�

EYaflYafaf_�Y�o]Ydl`q�da^]klqd]�ea_`l�`]dh�qgm�eYc]�

[gflY[lk�oal`�l`]�ja[`�Yf\�hgo]j^md$�l`gm_`�qgm�jmf�l`]�

jakc�g^�YlljY[laf_�l`a]n]k&�Dac]oak]$�danaf_�^jm_Yddq�ea_`l�

`]dh�qgm�Ynga\�[jaeafYdk$�Zml�qgm�Yj]�mfdac]dq�lg�eYc]�

hgo]j^md�[gff][lagfk&

Lifestyle Expenses
Lifestyle Price/Day

Wretched —

Squalid 1 sp

Poor 2 sp

Modest 1 gp

Comfortable 2 gp

Wealthy 4 gp

$ULVWRFUDWLF 10 gp minimum

 Wretched.�Qgm�dan]�af�af`meYf]�[gf\alagfk&�Oal`�

fg�hdY[]�lg�[Ydd�`ge]$�qgm�k`]dl]j�o`]j]n]j�qgm�[Yf$�

kf]Ycaf_�aflg�ZYjfk$�`m\\daf_�af�gd\�[jYl]k$�Yf\�j]dqaf_�

gf�l`]�_gg\�_jY[]k�g^�h]ghd]�Z]ll]j�gץ�l`Yf�qgm&�9�

oj]l[`]\�da^]klqd]�hj]k]flk�YZmf\Yfl�\Yf_]jk&�Nagd]f[]$�

\ak]Yk]$�Yf\�`mf_]j�^gddgo�qgm�o`]j]n]j�qgm�_g&�Gl`]j�

oj]l[`]\�h]ghd]�[gn]l�qgmj�Yjegj$�o]Yhgfk$�Yf\�

Y\n]flmjaf_�_]Yj$�o`a[`�j]hj]k]fl�Y�^gjlmf]�Zq�l`]aj�

klYf\Yj\k&�Qgm�Yj]�Z]f]Yl`�l`]�fgla[]�g^�egkl�h]ghd]&

 Squalid. Qgm�dan]�af�Y�d]Ycq�klYZd]$�Y�em\%Öggj]\�`ml�

bmkl�gmlka\]�lgof$�gj�Y�n]jeaf%af^]kl]\�ZgYj\af_�`gmk]�

af�l`]�ogjkl�hYjl�g^�lgof&�Qgm�`Yn]�k`]dl]j�^jge�l`]�

]d]e]flk$�Zml�qgm�dan]�af�Y�\]kh]jYl]�Yf\�g^l]f�nagd]fl�

]fnajgfe]fl$�af�hdY[]k�ja^]�oal`�\ak]Yk]$�`mf_]j$�Yf\�

eak^gjlmf]&�Qgm�Yj]�Z]f]Yl`�l`]�fgla[]�g^�egkl�h]ghd]$�

Yf\�qgm�`Yn]�^]o�d]_Yd�hjgl][lagfk&�Egkl�h]ghd]�Yl�

l`ak�da^]klqd]�d]n]d�`Yn]�kmץ]j]\�kge]�l]jjaZd]�k]lZY[c&�

L`]q�ea_`l�Z]�\aklmjZ]\$�eYjc]\�Yk�]pad]k$�gj�kmץ]j�

from disease.

 Poor. 9�hggj�da^]klqd]�e]Yfk�_gaf_�oal`gml�l`]�

[ge^gjlk�YnYadYZd]�af�Y�klYZd]�[geemfalq&�Kaehd]�^gg\�

Yf\�dg\_af_k$�l`j]Y\ZYj]�[dgl`af_$�Yf\�mfhj]\a[lYZd]�

[gf\alagfk�j]kmdl�af�Y�km[a]fl$�l`gm_`�hjgZYZdq�

mfhd]YkYfl$�]ph]ja]f[]&�Qgmj�Y[[geeg\Ylagfk�ea_`l�

Z]�Y�jgge�af�Y�Ögh`gmk]�gj�af�l`]�[geegf�jgge�YZgn]�

Y�lYn]jf&�Qgm�Z]f]Õl�^jge�kge]�d]_Yd�hjgl][lagfk$�

Zml�qgm�kladd�`Yn]�lg�[gfl]f\�oal`�nagd]f[]$�[jae]$�

Yf\�\ak]Yk]&�H]ghd]�Yl�l`ak�da^]klqd]�d]n]d�l]f\�lg�Z]�

mfkcadd]\�dYZgj]jk$�[gkl]jegf_]jk$�h]\\d]jk$�l`a]n]k$�

e]j[]fYja]k$�Yf\�gl`]j�\akj]hmlYZd]�lqh]k&

 Modest.�9�eg\]kl�da^]klqd]�c]]hk�qgm�gml�g^�l`]�kdmek�

Yf\�]fkmj]k�l`Yl�qgm�[Yf�eYaflYaf�qgmj�]imahe]fl&�

Qgm�dan]�af�Yf�gd\]j�hYjl�g^�lgof$�j]flaf_�Y�jgge�af�Y�

ZgYj\af_�`gmk]$�aff$�gj�l]ehd]&�Qgm�\gfÌl�_g�`mf_jq�gj�

l`ajklq$�Yf\�qgmj�danaf_�[gf\alagfk�Yj]�[d]Yf$�a^�kaehd]&�

6HOI�6XŝFLHQF\
The expenses and lifestyles described in this chapter assume 
that you are spending your time between adventures in town, 
DYDLOLQJ�\RXUVHOI�RI�ZKDWHYHU�VHUYLFHV�\RX�FDQ�DŚRUGòSD\LQJ�
for food and shelter, paying townspeople to sharpen your 
sword and repair your armor, and so on. Some characters, 
though, might prefer to spend their time away from 
civilization, sustaining themselves in the wild by hunting, 
foraging, and repairing their own gear.
 Maintaining this kind of lifestyle doesn’t require you to 
VSHQG�DQ\�FRLQ��EXW�LW�LV�WLPH�FRQVXPLQJ��,I�\RX�VSHQG�
your time between adventures practicing a profession, as 
GHVFULEHG�LQ�FKDSWHU����\RX�FDQ�HNH�RXW�WKH�HTXLYDOHQW�RI�D�
SRRU�OLIHVW\OH��3URśFLHQF\�LQ�WKH�6XUYLYDO�VNLOO�OHWV�\RX�OLYH�DW�
the equivalent of a comfortable lifestyle.
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Services
Service Pay

Coach cab

Between towns 3 cp per mile

Within a city 1 cp

Hireling

Skilled 2 gp per day

Untrained 2 sp per day

Messenger 2 cp per mile

Road or gate toll 1 cp

Ship’s passage 1 sp per mile

� Kcadd]\�`aj]daf_k�af[dm\]�Yfqgf]�`aj]\�lg�h]j^gje�Y�

k]jna[]�l`Yl�afngdn]k�Y�hjgÕ[a]f[q� af[dm\af_�o]Yhgf$�

lggd$�gj�kcadd!2�Y�e]j[]fYjq$�YjlakYf$�k[jaZ]$�Yf\�kg�gf&�

L`]�hYq�k`gof�ak�Y�eafaeme3�kge]�]ph]jl�`aj]daf_k�

j]imaj]�egj]�hYq&�MfljYaf]\�`aj]daf_k�Yj]�`aj]\�^gj�

e]faYd�ogjc�l`Yl�j]imaj]k�fg�hYjla[mdYj�kcadd�Yf\�[Yf�

af[dm\]�dYZgj]jk$�hgjl]jk$�eYa\k$�Yf\�kaeadYj�ogjc]jk&

Spellcasting Services
H]ghd]�o`g�Yj]�YZd]�lg�[Ykl�kh]ddk�\gfÌl�^Ydd�aflg�l`]�

category of ordinary hirelings. It might be possible to 

Õf\�kge]gf]�oaddaf_�lg�[Ykl�Y�kh]dd�af�]p[`Yf_]�^gj�[gaf�

gj�^Yngjk$�Zml�al�ak�jYj]dq�]Ykq�Yf\�fg�]klYZdak`]\�hYq�

jYl]k�]pakl&�9k�Y�jmd]$�l`]�`a_`]j�l`]�d]n]d�g^�l`]�\]kaj]\�

kh]dd$�l`]�`Yj\]j�al�ak�lg�Õf\�kge]gf]�o`g�[Yf�[Ykl�al�

and the more it costs.

� @ajaf_�kge]gf]�lg�[Ykl�Y�j]dYlan]dq�[geegf�kh]dd�

g^�)kl�gj�*f\�d]n]d$�km[`�Yk�[mj]�ogmf\k or a\]fla^q, is 

]Ykq�]fgm_`�af�Y�[alq�gj�lgof$�Yf\�ea_`l�[gkl�)(�lg�-(�

_gd\�ha][]k� hdmk�l`]�[gkl�g^�Yfq�]ph]fkan]�eYl]jaYd�

[gehgf]flk!&�>af\af_�kge]gf]�YZd]�Yf\�oaddaf_�lg�

cast a higher-level spell might involve traveling to a 

dYj_]�[alq$�h]j`Yhk�gf]�oal`�Y�mfan]jkalq�gj�hjgeaf]fl�

l]ehd]&�Gf[]�^gmf\$�l`]�kh]dd[Ykl]j�ea_`l�Ykc�^gj�Y�

service instead of payment—the kind of service that 

gfdq�Y\n]flmj]jk�[Yf�hjgna\]$�km[`�Yk�j]lja]naf_�Y�jYj]�

al]e�^jge�Y�\Yf_]jgmk�dg[Yd]�gj�ljYn]jkaf_�Y�egfkl]j%

infested wilderness to deliver something important to 

a distant settlement.

Food, Drink, and Lodging

Item Cost

Ale

Gallon 2 sp

Mug 4 cp

Banquet (per person) 10 gp

Bread, loaf 2 cp

Cheese, hunk 1 sp

Inn stay (per day)

Squalid 7 cp

Poor 1 sp

Modest ��VS

Comfortable ��VS

Wealthy 2 gp

$ULVWRFUDWLF 4 gp

Meals (per day)

Squalid 3 cp

Poor 6 cp

Modest 3 sp

Comfortable ��VS

Wealthy ��VS

$ULVWRFUDWLF 2 gp

Meat, chunk 3 sp

Wine

Common (pitcher) 2 sp

Fine (bottle) 10 gp

Services
9\n]flmj]jk�[Yf�hYq�fgfhdYq]j�[`YjY[l]jk�lg�Ykkakl�l`]e�

gj�Y[l�gf�l`]aj�Z]`Yd^�af�Y�nYja]lq�g^�[aj[meklYf[]k&�Egkl�

km[`�`aj]daf_k�`Yn]�^Yajdq�gj\afYjq�kcaddk$�o`ad]�gl`]jk�

Yj]�eYkl]jk�g^�Y�[jY^l�gj�Yjl$�Yf\�Y�^]o�Yj]�]ph]jlk�oal`�

kh][aYdar]\�Y\n]flmjaf_�kcaddk&

 Some of the most basic types of hirelings appear on 

l`]�K]jna[]k�lYZd]&�Gl`]j�[geegf�`aj]daf_k�af[dm\]�

any of the wide variety of people who inhabit a typical 

lgof�gj�[alq$�o`]f�l`]�Y\n]flmj]jk�hYq�l`]e�lg�

h]j^gje�Y�kh][aÕ[�lYkc&�>gj�]pYehd]$�Y�oarYj\�ea_`l�

hYq�Y�[Yjh]fl]j�lg�[gfkljm[l�Yf�]dYZgjYl]�[`]kl� Yf\�

alk�eafaYlmj]�j]hda[Y!�^gj�mk]�af�l`]�D]gemf\Ìk�k][j]l 

[`]kl�kh]dd&�9�Õ_`l]j�ea_`l�[geeakkagf�Y�ZdY[ckeal`�lg�

^gj_]�Y�kh][aYd�kogj\&�9�ZYj\�ea_`l�hYq�Y�lYadgj�lg�eYc]�

]pimakal]�[dgl`af_�^gj�Yf�mh[geaf_�h]j^gjeYf[]�af�^jgfl�

g^�l`]�\mc]&

� Gl`]j�`aj]daf_k�hjgna\]�egj]�]ph]jl�gj�\Yf_]jgmk�

services. Mercenary soldiers paid to help the 

Y\n]flmj]jk�lYc]�gf�Y�`gZ_gZdaf�Yjeq�Yj]�`aj]daf_k$�Yk�

are sages hired to research ancient or esoteric lore. If a 

`a_`%d]n]d�Y\n]flmj]j�]klYZdak`]k�Y�kljgf_`gd\�g^�kge]�

caf\$�`]�gj�k`]�ea_`l�`aj]�Y�o`gd]�klYץ�g^�k]jnYflk�Yf\�

Y_]flk�lg�jmf�l`]�hdY[]$�^jge�Y�[Ykl]ddYf�gj�kl]oYj\�

lg�e]faYd�dYZgj]jk�lg�c]]h�l`]�klYZd]k�[d]Yf&�L`]k]�

`aj]daf_k�g^l]f�]fbgq�Y�dgf_%l]je�[gfljY[l�l`Yl�af[dm\]k� 

a place to live within the stronghold as part of the 

gץ]j]\�[geh]fkYlagf&
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d100 Trinket

37 $�VPDOO��ZHLJKWOHVV�VWRQH�EORFN

�� $�WLQ\�VNHWFK�SRUWUDLW�RI�D�JREOLQ

�� $Q�HPSW\�JODVV�YLDO�WKDW�VPHOOV�RI�

perfume when opened

40 $�JHPVWRQH�WKDW�ORRNV�OLNH�D�OXPS�RI�FRDO�ZKHQ�

examined by anyone but you

41 $�VFUDS�RI�FORWK�IURP�DQ�ROG�EDQQHU

42 $�UDQN�LQVLJQLD�IURP�D�ORVW�OHJLRQQDLUH

43 $�WLQ\�VLOYHU�EHOO�ZLWKRXW�D�FODSSHU

44 $�PHFKDQLFDO�FDQDU\�LQVLGH�D�JQRPH�FUDIWHG�ODPS

�� $�WLQ\�FKHVW�FDUYHG�WR�ORRN�OLNH�LW�KDV�QXPHURXV�IHHW�

on the bottom

46 $�GHDG�VSULWH�LQVLGH�D�FOHDU�JODVV�ERWWOH

47 $�PHWDO�FDQ�WKDW�KDV�QR�RSHQLQJ�EXW�VRXQGV�DV�LI�LW� 

LV�śOOHG�ZLWK�OLTXLG��VDQG��VSLGHUV��RU�EURNHQ�JODVV�

(your choice)

�� $�JODVV�RUE�śOOHG�ZLWK�ZDWHU��LQ�ZKLFK�VZLPV�D�

FORFNZRUN�JROGśVK

�� $�VLOYHU�VSRRQ�ZLWK�DQ�0�HQJUDYHG�RQ�WKH�KDQGOH

�� $�ZKLVWOH�PDGH�IURP�JROG�FRORUHG�ZRRG

�� $�GHDG�VFDUDE�EHHWOH�WKH�VL]H�RI�\RXU�KDQG

�� Two toy soldiers, one with a missing head

�� $�VPDOO�ER[�śOOHG�ZLWK�GLŚHUHQW�VL]HG�EXWWRQV

�� $�FDQGOH�WKDW�FDQôW�EH�OLW

�� $�WLQ\�FDJH�ZLWK�QR�GRRU

�� $Q�ROG�NH\

�� $Q�LQGHFLSKHUDEOH�WUHDVXUH�PDS

�� $�KLOW�IURP�D�EURNHQ�VZRUG

�� $�UDEELWôV�IRRW

60 $�JODVV�H\H

61 $�FDPHR�FDUYHG�LQ�WKH�OLNHQHVV�RI�D�KLGHRXV�SHUVRQ

62 $�VLOYHU�VNXOO�WKH�VL]H�RI�D�FRLQ

63 $Q�DODEDVWHU�PDVN

64 $�S\UDPLG�RI�VWLFN\�EODFN�LQFHQVH�WKDW�VPHOOV�YHU\�EDG

�� $�QLJKWFDS�WKDW��ZKHQ�ZRUQ��JLYHV�\RX�

pleasant dreams

66 $�VLQJOH�FDOWURS�PDGH�IURP�ERQH

67 $�JROG�PRQRFOH�IUDPH�ZLWKRXW�WKH�OHQV�

�� $���LQFK�FXEH��HDFK�VLGH�SDLQWHG�D�GLŚHUHQW�FRORU

�� $�FU\VWDO�NQRE�IURP�D�GRRU

70 $�VPDOO�SDFNHW�śOOHG�ZLWK�SLQN�GXVW

71 $�IUDJPHQW�RI�D�EHDXWLIXO�VRQJ��ZULWWHQ�DV�PXVLFDO�

notes on two pieces of parchment

72 $�VLOYHU�WHDUGURS�HDUULQJ�PDGH�IURP�D�UHDO�WHDUGURS

73 The shell of an egg painted with scenes of human 

misery in disturbing detail

74 $�IDQ�WKDW��ZKHQ�XQIROGHG��VKRZV�D�VOHHSLQJ�FDW

�� $�VHW�RI�ERQH�SLSHV

76 $�IRXU�OHDI�FORYHU�SUHVVHG�LQVLGH�D�ERRN�GLVFXVVLQJ�

manners and etiquette

77 $�VKHHW�RI�SDUFKPHQW�XSRQ�ZKLFK�LV�GUDZQ�D�FRPSOH[�

mechanical contraption

�� $Q�RUQDWH�VFDEEDUG�WKDW�śWV�QR�EODGH�\RX�KDYH�

found so far

�� $Q�LQYLWDWLRQ�WR�D�SDUW\�ZKHUH�D�PXUGHU�KDSSHQHG

Trinkets
O`]f�qgm�eYc]�qgmj�[`YjY[l]j$�qgm�[Yf�jgdd�gf[]�

gf�l`]�Ljafc]lk�lYZd]�lg�_Yaf�Y�ljafc]l$�Y�kaehd]�al]e�

da_`ldq�lgm[`]\�Zq�eqkl]jq&�L`]�<E�ea_`l�Ydkg�mk]�l`ak�

lYZd]&�Al�[Yf�`]dh�klg[c�Y�jgge�af�Y�\mf_]gf�gj�Õdd�Y�

[j]Ylmj]Ìk�hg[c]lk&

Trinkets

d100 Trinket

01 $�PXPPLśHG�JREOLQ�KDQG

02 $�SLHFH�RI�FU\VWDO�WKDW�IDLQWO\�JORZV�LQ�WKH�PRRQOLJKW

03 $�JROG�FRLQ�PLQWHG�LQ�DQ�XQNQRZQ�ODQG

04 $�GLDU\�ZULWWHQ�LQ�D�ODQJXDJH�\RX�GRQôW�NQRZ

�� $�EUDVV�ULQJ�WKDW�QHYHU�WDUQLVKHV

06 $Q�ROG�FKHVV�SLHFH�PDGH�IURP�JODVV

07 $�SDLU�RI�NQXFNOHERQH�GLFH��HDFK�ZLWK�D�VNXOO�V\PERO�

on the side that would normally show six pips

�� $�VPDOO�LGRO�GHSLFWLQJ�D�QLJKWPDULVK�FUHDWXUH�WKDW�

gives you unsettling dreams when you sleep near it

�� $�URSH�QHFNODFH�IURP�ZKLFK�GDQJOHV�IRXU�

PXPPLśHG�HOI�śQJHUV

10 The deed for a parcel of land in a realm 

unknown to you

11 $���RXQFH�EORFN�PDGH�IURP�DQ�XQNQRZQ�PDWHULDO

12 $�VPDOO�FORWK�GROO�VNHZHUHG�ZLWK�QHHGOHV

13 $�WRRWK�IURP�DQ�XQNQRZQ�EHDVW

14 $Q�HQRUPRXV�VFDOH��SHUKDSV�IURP�D�GUDJRQ

�� $�EULJKW�JUHHQ�IHDWKHU

16 $Q�ROG�GLYLQDWLRQ�FDUG�EHDULQJ�\RXU�OLNHQHVV

17 $�JODVV�RUE�śOOHG�ZLWK�PRYLQJ�VPRNH

�� $���SRXQG�HJJ�ZLWK�D�EULJKW�UHG�VKHOO

�� $�SLSH�WKDW�EORZV�EXEEOHV

20 $�JODVV�MDU�FRQWDLQLQJ�D�ZHLUG�ELW�RI�ŜHVK�ŜRDWLQJ�LQ�

SLFNOLQJ�ŜXLG

21 $�WLQ\�JQRPH�FUDIWHG music box that plays a song 

you dimly remember from your childhood

22 $�VPDOO�ZRRGHQ�VWDWXHWWH�RI�D�VPXJ�KDOŜLQJ

23 $�EUDVV�RUE�HWFKHG�ZLWK�VWUDQJH�UXQHV

24 $�PXOWLFRORUHG�VWRQH�GLVN

�� $�WLQ\�VLOYHU�LFRQ�RI�D�UDYHQ

26 $�EDJ�FRQWDLQLQJ�IRUW\�VHYHQ�KXPDQRLG�WHHWK��RQH�

of which is rotten

27 $�VKDUG�RI�REVLGLDQ�WKDW�DOZD\V�IHHOV�ZDUP�

to the touch

�� $�GUDJRQ
V�ERQ\�WDORQ�KDQJLQJ�IURP�D�SODLQ�

leather necklace

�� $�SDLU�RI�ROG�VRFNV

30 $�EODQN�ERRN�ZKRVH�SDJHV�UHIXVH�WR�KROG�LQN��FKDON��

graphite, or any other substance or marking

31 $�VLOYHU�EDGJH�LQ�WKH�VKDSH�RI�D�śYH�SRLQWHG�VWDU

32 $�NQLIH�WKDW�EHORQJHG�WR�D�UHODWLYH

33 $�JODVV�YLDO�śOOHG�ZLWK�QDLO�FOLSSLQJV

34 $�UHFWDQJXODU�PHWDO�GHYLFH�ZLWK�WZR�WLQ\�PHWDO�FXSV�

on one end that throws sparks when wet

�� $�ZKLWH��VHTXLQHG�JORYH�VL]HG�IRU�D�KXPDQ

36 $�YHVW�ZLWK�RQH�KXQGUHG�WLQ\�SRFNHWV
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d100 Trinket

�� $�EURQ]H�SHQWDFOH�ZLWK�DQ�HWFKLQJ�RI�D�UDW
V�KHDG�

in its center

�� $�SXUSOH�KDQGNHUFKLHI�HPEURLGHUHG�ZLWK�WKH�QDPH�RI�

a powerful archmage

�� +DOI�RI�D�ŜRRUSODQ�IRU�D�WHPSOH��FDVWOH��RU�VRPH�

other structure

�� $�ELW�RI�IROGHG�FORWK�WKDW��ZKHQ�XQIROGHG��WXUQV�LQWR�

a stylish cap

�� $�UHFHLSW�RI�GHSRVLW�DW�D�EDQN�LQ�D�IDU�ŜXQJ�FLW\

�� $�GLDU\�ZLWK�VHYHQ�PLVVLQJ�SDJHV

�� $Q�HPSW\�VLOYHU�VQXŚER[�EHDULQJ�DQ�LQVFULSWLRQ�RQ�

the surface that says “dreams”

�� $Q�LURQ�KRO\�V\PERO�GHYRWHG�WR�DQ�XQNQRZQ�JRG

�� $�ERRN�WKDW�WHOOV�WKH�VWRU\�RI�D�OHJHQGDU\�KHUR
V�ULVH�

and fall, with the last chapter missing

�� $�YLDO�RI�GUDJRQ�EORRG

�� $Q�DQFLHQW�DUURZ�RI�HOYHQ�GHVLJQ

�� $�QHHGOH�WKDW�QHYHU�EHQGV

�� $Q�RUQDWH�EURRFK�RI�GZDUYHQ�GHVLJQ

�� $Q�HPSW\�ZLQH�ERWWOH�EHDULQJ�D�SUHWW\�ODEHO�WKDW�

says, “The Wizard of Wines Winery, Red Dragon 

&UXVK���������:÷

�� $�PRVDLF�WLOH�ZLWK�D�PXOWLFRORUHG��JOD]HG�VXUIDFH

�� $�SHWULśHG�PRXVH

�� $�EODFN�SLUDWH�ŜDJ�DGRUQHG�ZLWK�D�GUDJRQ
V�VNXOO�

and crossbones

�� $�WLQ\�PHFKDQLFDO�FUDE�RU�VSLGHU�WKDW�PRYHV�DERXW�

when it’s not being observed

�� $�JODVV�MDU�FRQWDLQLQJ�ODUG�ZLWK�D�ODEHO�WKDW�UHDGV��

ö*ULŚRQ�*UHDVH÷

�� $�ZRRGHQ�ER[�ZLWK�D�FHUDPLF�ERWWRP�WKDW�KROGV�D�

living worm with a head on each end of its body

100 $�PHWDO�XUQ�FRQWDLQLQJ�WKH�DVKHV�RI�D�KHUR
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Chapter 6: Customization Options
THE COMBINATION OF ABILITY SCORES, RACE, CLASS, AND 

ZY[c_jgmf\�\]Õf]k�qgmj�[`YjY[l]jÌk�[YhYZadala]k�af�

l`]�_Ye]$�Yf\�l`]�h]jkgfYd�\]lYadk�qgm�[j]Yl]�k]l�qgmj�

[`YjY[l]j�YhYjl�^jge�]n]jq�gl`]j�[`YjY[l]j&��=n]f�

oal`af�qgmj�[dYkk�Yf\�jY[]$�qgm�`Yn]�ghlagfk�lg�Õf]%lmf]�

o`Yl�qgmj�[`YjY[l]j�[Yf�\g&�:ml�Y�^]o�hdYq]jkÈoal`�l`]�

<EÌk�h]jeakkagfÈoYfl�lg�_g�Y�kl]h�^mjl`]j&

� ;`Yhl]j�.�g^�l`]�HdYq]jÌk�@Yf\Zggc�\]Õf]k�log�

ghlagfYd�k]lk�g^�jmd]k�^gj�[mklgearaf_�qgmj�[`YjY[l]j2�

emdla[dYkkaf_�Yf\�^]Ylk&�Emdla[dYkkaf_�d]lk�qgm�[geZaf]�

[dYkk]k�lg_]l`]j$�Yf\�^]Ylk�Yj]�kh][aYd�ghlagfk�qgm�[Yf�

[`ggk]�afkl]Y\�g^�af[j]Ykaf_�qgmj�YZadalq�k[gj]k�Yk�qgm�

_Yaf�d]n]dk&�Qgmj�<E�\][a\]k�o`]l`]j�l`]k]�ghlagfk�Yj]�

available in a campaign. 

Multiclassing
Emdla[dYkkaf_�Yddgok�qgm�lg�_Yaf�d]n]dk�af�emdlahd]�

[dYkk]k&�<gaf_�kg�d]lk�qgm�eap�l`]�YZadala]k�g^�l`gk]�

[dYkk]k�lg�j]Ydar]�Y�[`YjY[l]j�[gf[]hl�l`Yl�ea_`l�fgl�Z]�

j]Ö][l]\�af�gf]�g^�l`]�klYf\Yj\�[dYkk�ghlagfk&

� Oal`�l`ak�jmd]$�qgm�`Yn]�l`]�ghlagf�g^�_Yafaf_�Y�d]n]d�

af�Y�f]o�[dYkk�o`]f]n]j�qgm�Y\nYf[]�af�d]n]d$�afkl]Y\�

g^�_Yafaf_�Y�d]n]d�af�qgmj�[mjj]fl�[dYkk&�Qgmj�d]n]dk�af�

Ydd�qgmj�[dYkk]k�Yj]�Y\\]\�lg_]l`]j�lg�\]l]jeaf]�qgmj�

[`YjY[l]j�d]n]d&�>gj�]pYehd]$�a^�qgm�`Yn]�l`j]]�d]n]dk�af�

oarYj\�Yf\�log�af�Õ_`l]j$�qgmÌj]�Y�-l`%d]n]d�[`YjY[l]j&

� 9k�qgm�Y\nYf[]�af�d]n]dk$�qgm�ea_`l�hjaeYjadq�j]eYaf�

Y�e]eZ]j�g^�qgmj�gja_afYd�[dYkk�oal`�bmkl�Y�^]o�d]n]dk�

af�Yfgl`]j�[dYkk$�gj�qgm�ea_`l�[`Yf_]�[gmjk]�]flaj]dq$�

f]n]j�dggcaf_�ZY[c�Yl�l`]�[dYkk�qgm�d]^l�Z]`af\&�Qgm�

ea_`l�]n]f�klYjl�hjg_j]kkaf_�af�Y�l`aj\�gj�^gmjl`�[dYkk&�

;gehYj]\�lg�Y�kaf_d]%[dYkk�[`YjY[l]j�g^�l`]�kYe]�d]n]d$�

qgmÌdd�kY[jaÕ[]�kge]�^g[mk�af�]p[`Yf_]�^gj�n]jkYladalq&

Prerequisites
Lg�imYda^q�^gj�Y�f]o�[dYkk$�qgm�emkl�e]]l�l`]�YZadalq�

k[gj]�hj]j]imakal]k�^gj�Zgl`�qgmj�[mjj]fl�[dYkk�Yf\�qgmj�

f]o�gf]$�Yk�k`gof�af�l`]�Emdla[dYkkaf_�Hj]j]imakal]k�

table in the HdYq]jÌk�@Yf\Zggc&�Oal`gml�l`]�^mdd�ljYafaf_�

l`Yl�Y�Z]_affaf_�[`YjY[l]j�j][]an]k$�qgm�emkl�Z]�Y�

ima[c�klm\q�af�qgmj�f]o�[dYkk$�`Ynaf_�Y�fYlmjYd�Yhlalm\]�

l`Yl�ak�j]Ö][l]\�Zq�`a_`]j%l`Yf%Yn]jY_]�YZadalq�k[gj]k&

Experience Points
L`]�]ph]ja]f[]�hgafl�[gkl�lg�_Yaf�Y�d]n]d�ak�YdoYqk�

ZYk]\�gf�qgmj�lglYd�[`YjY[l]j�d]n]d$�Yk�k`gof�af�l`]�

;`YjY[l]j�9\nYf[]e]fl�lYZd]�af�[`Yhl]j�)$�fgl�qgmj�

d]n]d�af�Y�hYjla[mdYj�[dYkk&

Hit Points and Hit Dice
Qgm�_Yaf�l`]�`al�hgaflk�^jge�qgmj�f]o�[dYkk�Yk�\]k[jaZ]\�

^gj�d]n]dk�Y^l]j�)kl&�Qgm�_Yaf�l`]�)kl%d]n]d�`al�hgaflk�^gj�Y�

[dYkk�gfdq�o`]f�qgm�Yj]�Y�)kl%d]n]d�[`YjY[l]j&

� Qgm�Y\\�lg_]l`]j�l`]�@al�<a[]�_jYfl]\�Zq�Ydd�qgmj�

[dYkk]k�lg�^gje�qgmj�hggd�g^�@al�<a[]&�A^�l`]�@al�<a[]�Yj]�

l`]�kYe]�\a]�lqh]$�qgm�[Yf�kaehdq�hggd�l`]e�lg_]l`]j&�

A^�qgmj�[dYkk]k�_an]�qgm�@al�<a[]�g^�\aץ]j]fl�lqh]k$�c]]h�

track of them separately.

Proficiency Bonus
Qgmj�hjgÕ[a]f[q�Zgfmk�ak�YdoYqk�ZYk]\�gf�qgmj�lglYd�

[`YjY[l]j�d]n]d$�Yk�k`gof�af�l`]�;`YjY[l]j�9\nYf[]e]fl�

lYZd]�af�[`Yhl]j�)$�fgl�qgmj�d]n]d�af�Y�hYjla[mdYj�[dYkk&

Proficiencies
O`]f�qgm�_Yaf�Y�d]n]d�af�Y�[dYkk�gl`]j�l`Yf�qgmj�Õjkl$�

qgm�_Yaf�gfdq�kge]�g^�l`Yl�[dYkkÌk�klYjlaf_�hjgÕ[a]f[a]k&�

K]]�[`Yhl]j�.�g^�l`]�HdYq]jÌk�@Yf\Zggc�for more 

information.

Class Features
O`]f�qgm�_Yaf�Y�f]o�d]n]d�af�Y�[dYkk$�qgm�_]l�alk�^]Ylmj]k�

^gj�l`Yl�d]n]d&�9�^]o�^]Ylmj]k$�`go]n]j$�`Yn]�Y\\alagfYd�

jmd]k�o`]f�qgmÌj]�emdla[dYkkaf_&�K]]�[`Yhl]j�.�g^�l`]�

HdYq]jÌk�@Yf\Zggc�for more information.

Feats
9�^]Yl�j]hj]k]flk�Y�lYd]fl�gj�Yf�Yj]Y�g^�]ph]jlak]�l`Yl�

gives a character special capabilities. It embodies 

ljYafaf_$�]ph]ja]f[]$�Yf\�YZadala]k�Z]qgf\�o`Yl�Y�[dYkk�

hjgna\]k&�K]]�[`Yhl]j�.�g^�l`]�HdYq]jÌk�@Yf\Zggc�for 

more information.

� 9l�[]jlYaf�d]n]dk$�qgmj�[dYkk�_an]k�qgm�l`]�9Zadalq�K[gj]�

Aehjgn]e]fl�^]Ylmj]&�Mkaf_�l`]�ghlagfYd�^]Ylk�jmd]$�qgm�

[Yf�^gj_g�lYcaf_�l`Yl�^]Ylmj]�lg�lYc]�Y�^]Yl�g^�qgmj�[`ga[]�

afkl]Y\&�Qgm�[Yf�lYc]�]Y[`�^]Yl�gfdq�gf[]$�mfd]kk�l`]�

^]YlÌk�\]k[jahlagf�kYqk�gl`]joak]&�

� Qgm�emkl�e]]l�Yfq�hj]j]imakal]�kh][aÕ]\�af�Y�^]Yl�lg�

lYc]�l`Yl�^]Yl&�A^�qgm�]n]j�dgk]�Y�^]YlÌk�hj]j]imakal]$�qgm�

[YfÌl�mk]�l`Yl�^]Yl�mflad�qgm�j]_Yaf�l`]�hj]j]imakal]&�
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SIX ABILITIES PROVIDE A QUICK DESCRIPTION OF EVERY 
[j]Ylmj]Ìk�h`qka[Yd�Yf\�e]flYd�[`YjY[l]jakla[k2

�� Strength$�e]Ykmjaf_�h`qka[Yd�hgo]j
�� Dexterity, e]Ykmjaf_�Y_adalq
�� Constitution$�e]Ykmjaf_�]f\mjYf[]
�� Intelligence$�e]Ykmjaf_�j]Ykgfaf_� 
  and memory

�� Wisdom$�e]Ykmjaf_�h]j[]hlagf�Yf\�afka_`l

�� Charisma$�e]Ykmjaf_�^gj[]�g^�h]jkgfYdalq

Ak�Y�[`YjY[l]j�emk[d]%Zgmf\�Yf\�afka_`l^md7�:jaddaYfl�

Yf\�[`Yjeaf_7�FaeZd]�Yf\�`Yj\q7�9Zadalq�k[gj]k�

\]Õf]�l`]k]�imYdala]kÈY�[j]Ylmj]Ìk�Ykk]lk�Yk�o]dd�

as weaknesses.

� L`]�l`j]]�eYaf�jgddk�g^�l`]�_Ye]Èl`]�YZadalq�[`][c$�

l`]�kYnaf_�l`jgo$�Yf\�l`]�YllY[c�jgddÈj]dq�gf�l`]�kap�

YZadalq�k[gj]k&�L`]�ZggcÌk�afljg\m[lagf�\]k[jaZ]k�l`]�

ZYka[�jmd]�Z]`af\�l`]k]�jgddk2�jgdd�Y�\*($�Y\\�Yf�YZadalq�

eg\aÕ]j�\]jan]\�^jge�gf]�g^�l`]�kap�YZadalq�k[gj]k$�Yf\�

[gehYj]�l`]�lglYd�lg�Y�lYj_]l�fmeZ]j&

� L`ak�[`Yhl]j�^g[mk]k�gf�`go�lg�mk]�YZadalq�[`][ck�

Yf\�kYnaf_�l`jgok$�[gn]jaf_�l`]�^mf\Ye]flYd�Y[lanala]k�

l`Yl�[j]Ylmj]k�Yll]ehl�af�l`]�_Ye]&�Jmd]k�^gj�YllY[c�jgddk�

Yhh]Yj�af�[`Yhl]j�1&

Ability Scores and 
Modifiers
=Y[`�g^�Y�[j]Ylmj]Ìk�YZadala]k�`Yk�Y�k[gj]$�Y�fmeZ]j�l`Yl�

\]Õf]k�l`]�eY_falm\]�g^�l`Yl�YZadalq&�9f�YZadalq�k[gj]�

ak�fgl�bmkl�Y�e]Ykmj]�g^�affYl]�[YhYZadala]k$�Zml�Ydkg�

]f[gehYkk]k�Y�[j]Ylmj]Ìk�ljYafaf_�Yf\�[geh]l]f[]�af�

activities related to that ability.

� 9�k[gj]�g^�)(�gj�))�ak�l`]�fgjeYd�`meYf�Yn]jY_]$�Zml�

Y\n]flmj]jk�Yf\�eYfq�egfkl]jk�Yj]�Y�[ml�YZgn]�Yn]jY_]�

af�egkl�YZadala]k&�9�k[gj]�g^�)0�ak�l`]�`a_`]kl�l`Yl�Y�

h]jkgf�mkmYddq�j]Y[`]k&�9\n]flmj]jk�[Yf�`Yn]�k[gj]k�

Yk�`a_`�Yk�*($�Yf\�egfkl]jk�Yf\�\anaf]�Z]af_k�[Yf�`Yn]�

k[gj]k�Yk�`a_`�Yk�+(&

� =Y[`�YZadalq�Ydkg�`Yk�Y�eg\aÕ]j$�\]jan]\�^jge�l`]�

score and ranging from -� ^gj�Yf�YZadalq�k[gj]�g^�)!�lg�

#)(� ^gj�Y�k[gj]�g^�+(!&�L`]�9Zadalq�K[gj]k�Yf\�Eg\aÕ]jk�

lYZd]�fgl]k�l`]�YZadalq�eg\aÕ]jk�^gj�l`]�jYf_]�g^�hgkkaZd]�

YZadalq�k[gj]k$�^jge�)�lg�+(&

Ability Scores and Modifiers
Score 0RGLśHU

1 ĭ�

2–3 ĭ�

�ñ� ĭ�

6–7 ĭ�

�ñ� ĭ�

10–11 +0

12–13 +1

��ñ�� +2

Score 0RGLśHU

16–17 +3

��ñ�� +4

20–21 ��

22–23 +6

��ñ�� +7

26–27 ��

��ñ�� ��

30 +10

Part 2: Playing the Game 
Chapter 7: Using Ability Scores 

� Lg�\]l]jeaf]�Yf�YZadalq�eg\aÕ]j�oal`gml�[gfkmdlaf_�

l`]�lYZd]$�kmZljY[l�)(�^jge�l`]�YZadalq�k[gj]�Yf\�l`]f�

\ana\]�l`]�lglYd�Zq�*� jgmf\�\gof!&

� :][Ymk]�YZadalq�eg\aÕ]jk�Yץ][l�Ydegkl�]n]jq�YllY[c�

jgdd$�YZadalq�[`][c$�Yf\�kYnaf_�l`jgo$�YZadalq�eg\aÕ]jk�

[ge]�mh�af�hdYq�egj]�g^l]f�l`Yf�l`]aj�Ykkg[aYl]\�k[gj]k&

Advantage and  
Disadvantage
Kge]lae]k�Y�kh][aYd�YZadalq�gj�kh]dd�l]ddk�qgm�l`Yl�qgm�

have advantage or disadvantage on an ability check, 

a saving throw, or an attack roll. When that happens, 

qgm�jgdd�Y�k][gf\�\*(�o`]f�qgm�eYc]�l`]�jgdd&�Mk]�l`]�

`a_`]j�g^�l`]�log�jgddk�a^�qgm�`Yn]�Y\nYflY_]$�Yf\�mk]�

l`]�dgo]j�jgdd�a^�qgm�`Yn]�\akY\nYflY_]&�>gj�]pYehd]$�a^�

qgm�`Yn]�\akY\nYflY_]�Yf\�jgdd�Y�)/�Yf\�Y�-$�qgm�mk]�l`]�

-&�A^�qgm�afkl]Y\�`Yn]�Y\nYflY_]�Yf\�jgdd�l`gk]�fmeZ]jk$�

qgm�mk]�l`]�)/&

� A^�emdlahd]�kalmYlagfk�Yץ][l�Y�jgdd�Yf\�]Y[`�gf]�_jYflk�

Y\nYflY_]�gj�aehgk]k�\akY\nYflY_]�gf�al$�qgm�\gfÌl�jgdd�

egj]�l`Yf�gf]�Y\\alagfYd�\*(&�A^�log�^YngjYZd]�kalmYlagfk�

_jYfl�Y\nYflY_]$�^gj�]pYehd]$�qgm�kladd�jgdd�gfdq�gf]�

Y\\alagfYd�\*(&

� A^�[aj[meklYf[]k�[Ymk]�Y�jgdd�lg�`Yn]�Zgl`�Y\nYflY_]�

Yf\�\akY\nYflY_]$�qgm�Yj]�[gfka\]j]\�lg�`Yn]�f]al`]j�g^�

l`]e$�Yf\�qgm�jgdd�gf]�\*(&�L`ak�ak�ljm]�]n]f�a^�emdlahd]�

[aj[meklYf[]k�aehgk]�\akY\nYflY_]�Yf\�gfdq�gf]�_jYflk�

Y\nYflY_]�gj�na[]�n]jkY&�Af�km[`�Y�kalmYlagf$�qgm�`Yn]�

neither advantage nor disadvantage.

� O`]f�qgm�`Yn]�Y\nYflY_]�gj�\akY\nYflY_]�Yf\�

kge]l`af_�af�l`]�_Ye]$�km[`�Yk�l`]�`YdÖaf_Ìk�Dm[cq�

ljYal$�d]lk�qgm�j]jgdd�l`]�\*($�qgm�[Yf�j]jgdd�gfdq�gf]�

g^�l`]�\a[]&�Qgm�[`ggk]�o`a[`�gf]&�>gj�]pYehd]$�a^�Y�

`YdÖaf_�`Yk�Y\nYflY_]�gf�Yf�YZadalq�[`][c�Yf\�jgddk�

Y�)�Yf\�Y�)+$�l`]�`YdÖaf_�[gmd\�mk]�l`]�Dm[cq�ljYal�lg�

reroll the 1.

� Qgm�mkmYddq�_Yaf�Y\nYflY_]�gj�\akY\nYflY_]�l`jgm_`�

l`]�mk]�g^�kh][aYd�YZadala]k$�Y[lagfk$�gj�kh]ddk&�AfkhajYlagf�

 k]]�[`Yhl]j�,!�[Yf�Ydkg�_an]�Y�[`YjY[l]j�Y\nYflY_]�gf�

[`][ck�j]dYl]\�lg�l`]�[`YjY[l]jÌk�h]jkgfYdalq$�a\]Ydk$�

gj�Zgf\k&�L`]�<E�[Yf�Ydkg�\][a\]�l`Yl�[aj[meklYf[]k�

afÖm]f[]�Y�jgdd�af�gf]�\aj][lagf�gj�l`]�gl`]j�Yf\�_jYfl�

Y\nYflY_]�gj�aehgk]�\akY\nYflY_]�Yk�Y�j]kmdl&

Proficiency Bonus
;`YjY[l]jk�`Yn]�Y�hjgÕ[a]f[q�Zgfmk�\]l]jeaf]\�Zq�

level, as detailed in chapter 1. Monsters also have this 

Zgfmk$�o`a[`�ak�af[gjhgjYl]\�af�l`]aj�klYl�Zdg[ck&�L`]�

Zgfmk�ak�mk]\�af�l`]�jmd]k�gf�YZadalq�[`][ck$�kYnaf_�

throws, and attack rolls.

� Qgmj�hjgÕ[a]f[q�Zgfmk�[YfÌl�Z]�Y\\]\�lg�Y�kaf_d]�\a]�

jgdd�gj�gl`]j�fmeZ]j�egj]�l`Yf�gf[]&�>gj�]pYehd]$�a^�

log�\aץ]j]fl�jmd]k�kYq�qgm�[Yf�Y\\�qgmj�hjgÕ[a]f[q�

Zgfmk�lg�Y�Oak\ge�kYnaf_�l`jgo$�qgm�f]n]jl`]d]kk�Y\\�

l`]�Zgfmk�gfdq�gf[]�o`]f�qgm�eYc]�l`]�kYn]&

� G[[YkagfYddq$�qgmj�hjgÕ[a]f[q�Zgfmk�ea_`l�Z]�

emdlahda]\�gj�\ana\]\� \gmZd]\�gj�`Ydn]\$�^gj�]pYehd]!�
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Z]^gj]�qgm�Yhhdq�al&�>gj�]pYehd]$�l`]�jg_m]Ìk�=ph]jlak]�

^]Ylmj]�\gmZd]k�l`]�hjgÕ[a]f[q�Zgfmk�^gj�[]jlYaf�YZadalq�

[`][ck&�A^�Y�[aj[meklYf[]�km__]klk�l`Yl�qgmj�hjgÕ[a]f[q�

Zgfmk�Yhhda]k�egj]�l`Yf�gf[]�lg�l`]�kYe]�jgdd$�qgm�kladd�

Y\\�al�gfdq�gf[]�Yf\�emdlahdq�gj�\ana\]�al�gfdq�gf[]&

� :q�l`]�kYe]�lgc]f$�a^�Y�^]Ylmj]�gj�]ץ][l�Yddgok�qgm�

lg�emdlahdq�qgmj�hjgÕ[a]f[q�Zgfmk�o`]f�eYcaf_�Yf�

YZadalq�[`][c�l`Yl�ogmd\fÌl�fgjeYddq�Z]f]Õl�^jge�qgmj�

hjgÕ[a]f[q�Zgfmk$�qgm�kladd�\gfÌl�Y\\�l`]�Zgfmk�lg�l`]�

[`][c&�>gj�l`Yl�[`][c�qgmj�hjgÕ[a]f[q�Zgfmk�ak�($�_an]f�

l`]�^Y[l�l`Yl�emdlahdqaf_�(�Zq�Yfq�fmeZ]j�ak�kladd�(&�>gj�

afklYf[]$�a^�qgm�dY[c�hjgÕ[a]f[q�af�l`]�@aklgjq�kcadd$�

qgm�_Yaf�fg�Z]f]Õl�^jge�Y�^]Ylmj]�l`Yl�d]lk�qgm�\gmZd]�

qgmj�hjgÕ[a]f[q�Zgfmk�o`]f�qgm�eYc]�Afl]dda_]f[]�

 @aklgjq!�[`][ck&

� Af�_]f]jYd$�qgm�\gfÌl�emdlahdq�qgmj�hjgÕ[a]f[q�Zgfmk�

^gj�YllY[c�jgddk�gj�kYnaf_�l`jgok&�A^�Y�^]Ylmj]�gj�]ץ][l�

Yddgok�qgm�lg�\g�kg$�l`]k]�kYe]�jmd]k�Yhhdq&

Ability Checks
9f�YZadalq�[`][c�l]klk�Y�[`YjY[l]jÌk�gj�egfkl]jÌk�affYl]�

lYd]fl�Yf\�ljYafaf_�af�Yf�]ץgjl�lg�gn]j[ge]�Y�[`Ydd]f_]&�

L`]�<E�[Yddk�^gj�Yf�YZadalq�[`][c�o`]f�Y�[`YjY[l]j�gj�

egfkl]j�Yll]ehlk�Yf�Y[lagf� gl`]j�l`Yf�Yf�YllY[c!�l`Yl�

`Yk�Y�[`Yf[]�g^�^Yadmj]&�O`]f�l`]�gml[ge]�ak�mf[]jlYaf$�

l`]�\a[]�\]l]jeaf]�l`]�j]kmdlk&

� >gj�]n]jq�YZadalq�[`][c$�l`]�<E�\][a\]k�o`a[`�g^�l`]�kap�

YZadala]k�ak�j]d]nYfl�lg�l`]�lYkc�Yl�`Yf\�Yf\�l`]�\a[mdlq�

g^�l`]�lYkc$�j]hj]k]fl]\�Zq�Y�<a[mdlq�;dYkk&�L`]�egj]�

\a[mdl�Y�lYkc$�l`]�`a_`]j�alk�<;&�L`]�Lqha[Yd�<a[mdlq�

;dYkk]k�lYZd]�k`gok�l`]�egkl�[geegf�<;k&

Typical Difficulty Classes
7DVN�'LŝFXOW\ DC
Very easy �

Easy 10

Medium ��

Hard 20

Very hard ��

Nearly impossible 30

� Lg�eYc]�Yf�YZadalq�[`][c$�jgdd�Y�\*(�Yf\�Y\\�l`]�

j]d]nYfl�YZadalq�eg\aÕ]j&�9k�oal`�gl`]j�\*(�jgddk$�Yhhdq�

Zgfmk]k�Yf\�h]fYdla]k$�Yf\�[gehYj]�l`]�lglYd�lg�l`]�<;&�

A^�l`]�lglYd�]imYdk�gj�]p[]]\k�l`]�<;$�l`]�YZadalq�[`][c�

ak�Y�km[[]kkÈl`]�[j]Ylmj]�gn]j[ge]k�l`]�[`Ydd]f_]�

Yl�`Yf\&�Gl`]joak]$�alÌk�Y�^Yadmj]$�o`a[`�e]Yfk�l`]�

character or monster makes no progress toward the 

objective or makes progress combined with a setback 

determined by the DM.

Contests
Kge]lae]k�gf]�[`YjY[l]jÌk�gj�egfkl]jÌk�]ץgjlk�Yj]�

\aj][ldq�ghhgk]\�lg�Yfgl`]jÌk&�L`ak�[Yf�g[[mj�o`]f�Zgl`�

of them are trying to do the same thing and only one 

[Yf�km[[]]\$�km[`�Yk�Yll]ehlaf_�lg�kfYl[`�mh�Y�eY_a[�

jaf_�l`Yl�`Yk�^Ydd]f�gf�l`]�Öggj&�L`ak�kalmYlagf�Ydkg�

applies when one of them is trying to prevent the other 

gf]�^jge�Y[[gehdak`af_�Y�_gYdÈ^gj�]pYehd]$�o`]f�Y�

egfkl]j�lja]k�lg�^gj[]�gh]f�Y�\ggj�l`Yl�Yf�Y\n]flmj]j�

ak�`gd\af_�[dgk]\&�Af�kalmYlagfk�dac]�l`]k]$�l`]�gml[ge]�

is determined by a special form of ability check, 

called a contest.

 Both participants in a contest make ability checks 

YhhjghjaYl]�lg�l`]aj�]ץgjlk&�L`]q�Yhhdq�Ydd�YhhjghjaYl]�

Zgfmk]k�Yf\�h]fYdla]k$�Zml�afkl]Y\�g^�[gehYjaf_�l`]�

lglYd�lg�Y�<;$�l`]q�[gehYj]�l`]�lglYdk�g^�l`]aj�log�

[`][ck&�L`]�hYjla[ahYfl�oal`�l`]�`a_`]j�[`][c�lglYd�oafk�

l`]�[gfl]kl&�L`Yl�[`YjY[l]j�gj�egfkl]j�]al`]j�km[[]]\k�

Yl�l`]�Y[lagf�gj�hj]n]flk�l`]�gl`]j�gf]�^jge�km[[]]\af_&

� A^�l`]�[gfl]kl�j]kmdlk�af�Y�la]$�l`]�kalmYlagf�j]eYafk�l`]�

kYe]�Yk�al�oYk�Z]^gj]�l`]�[gfl]kl&�L`mk$�gf]�[gfl]klYfl�

ea_`l�oaf�l`]�[gfl]kl�Zq�\]^Ymdl&�A^�log�[`YjY[l]jk�la]�af�

Y�[gfl]kl�lg�kfYl[`�Y�jaf_�gץ�l`]�Öggj$�f]al`]j�[`YjY[l]j�

grabs it. In a contest between a monster trying to open 

Y�\ggj�Yf\�Yf�Y\n]flmj]j�ljqaf_�lg�c]]h�l`]�\ggj�[dgk]\$�

Y�la]�e]Yfk�l`Yl�l`]�\ggj�j]eYafk�k`ml&

Skills
=Y[`�YZadalq�[gn]jk�Y�ZjgY\�jYf_]�g^�[YhYZadala]k$�

af[dm\af_�kcaddk�l`Yl�Y�[`YjY[l]j�gj�Y�egfkl]j�[Yf�Z]�

hjgÕ[a]fl�af&�9�kcadd�j]hj]k]flk�Y�kh][aÕ[�Ykh][l�g^�Yf�

YZadalq�k[gj]$�Yf\�Yf�af\ana\mYdÌk�hjgÕ[a]f[q�af�Y�kcadd�

\]egfkljYl]k�Y�^g[mk�gf�l`Yl�Ykh][l&� 9�[`YjY[l]jÌk�

klYjlaf_�kcadd�hjgÕ[a]f[a]k�Yj]�\]l]jeaf]\�Yl�[`YjY[l]j�

[j]Ylagf$�Yf\�Y�egfkl]jÌk�kcadd�hjgÕ[a]f[a]k�Yhh]Yj�af�

l`]�egfkl]jÌk�klYl�Zdg[c&!

� >gj�]pYehd]$�Y�<]pl]jalq�[`][c�ea_`l�j]Ö][l�Y�

[`YjY[l]jÌk�Yll]ehl�lg�hmdd�gץ�Yf�Y[jgZYla[�klmfl$�lg�hYde�

Yf�gZb][l$�gj�lg�klYq�`a\\]f&�=Y[`�g^�l`]k]�Ykh][lk�g^�

<]pl]jalq�`Yk�Yf�Ykkg[aYl]\�kcadd2�9[jgZYla[k$�Kd]a_`l�g^�

@Yf\$�Yf\�Kl]Ydl`$�j]kh][lan]dq&�Kg�Y�[`YjY[l]j�o`g�`Yk�

hjgÕ[a]f[q�af�l`]�Kl]Ydl`�kcadd�ak�hYjla[mdYjdq�_gg\�Yl�

<]pl]jalq�[`][ck�j]dYl]\�lg�kf]Ycaf_�Yf\�`a\af_&

� L`]�kcaddk�j]dYl]\�lg�]Y[`�YZadalq�k[gj]�Yj]�k`gof�af�

l`]�^gddgoaf_�dakl&� Fg�kcaddk�Yj]�j]dYl]\�lg�;gfklalmlagf&!�

K]]�Yf�YZadalqÌk�\]k[jahlagf�af�l`]�dYl]j�k][lagfk�g^�l`ak�

[`Yhl]j�^gj�]pYehd]k�g^�`go�lg�mk]�Y�kcadd�Ykkg[aYl]\�

with an ability.

Strength

9l`d]la[k

Dexterity

9[jgZYla[k

Kd]a_`l�g^�@Yf\

Stealth

Intelligence

9j[YfY

@aklgjq

Investigation

FYlmj]

Religion

Wisdom

9faeYd�@Yf\daf_

Insight

Medicine

H]j[]hlagf

KmjnanYd

Charisma

Deception

Intimidation

H]j^gjeYf[]

H]jkmYkagf

 Sometimes, the DM might ask for an ability check 

mkaf_�Y�kh][aÕ[�kcaddÈ^gj�]pYehd]$�ÉEYc]�Y�Oak\ge�

 H]j[]hlagf!�[`][c&Ê�9l�gl`]j�lae]k$�Y�hdYq]j�ea_`l�Ykc�

l`]�<E�a^�hjgÕ[a]f[q�af�Y�hYjla[mdYj�kcadd�Yhhda]k�lg�Y�

[`][c&�Af�]al`]j�[Yk]$�hjgÕ[a]f[q�af�Y�kcadd�e]Yfk�Yf�

af\ana\mYd�[Yf�Y\\�`ak�gj�`]j�hjgÕ[a]f[q�Zgfmk�lg�YZadalq�

[`][ck�l`Yl�afngdn]�l`Yl�kcadd&�Oal`gml�hjgÕ[a]f[q�af�l`]�

kcadd$�l`]�af\ana\mYd�eYc]k�Y�fgjeYd�YZadalq�[`][c&
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character in that task. Moreover, a character can help 

gfdq�o`]f�log�gj�egj]�af\ana\mYdk�ogjcaf_�lg_]l`]j�

ogmd\�Y[lmYddq�Z]�hjg\m[lan]&�Kge]�lYkck$�km[`�Yk�

threading a needle, are no easier with help.

Group Checks
O`]f�Y�fmeZ]j�g^�af\ana\mYdk�Yj]�ljqaf_�lg�Y[[gehdak`�

kge]l`af_�Yk�Y�_jgmh$�l`]�<E�ea_`l�Ykc�^gj�Y�_jgmh�

YZadalq�[`][c&�Af�km[`�Y�kalmYlagf$�l`]�[`YjY[l]jk�o`g�Yj]�

kcadd]\�Yl�Y�hYjla[mdYj�lYkc�`]dh�[gn]j�l`gk]�o`g�Yj]fÌl&

� Lg�eYc]�Y�_jgmh�YZadalq�[`][c$�]n]jqgf]�af�l`]�_jgmh�

eYc]k�l`]�YZadalq�[`][c&�A^�Yl�d]Ykl�`Yd^�l`]�_jgmh�

km[[]]\k$�l`]�o`gd]�_jgmh�km[[]]\k&�Gl`]joak]$�l`]�

_jgmh�^Yadk&

� ?jgmh�[`][ck�\gfÌl�[ge]�mh�n]jq�g^l]f$�Yf\�l`]qÌj]�

egkl�mk]^md�o`]f�Ydd�l`]�[`YjY[l]jk�km[[]]\�gj�

^Yad�Yk�Y�_jgmh&�>gj�]pYehd]$�o`]f�Y\n]flmj]jk�Yj]�

fYna_Ylaf_�Y�koYeh$�l`]�<E�ea_`l�[Ydd�^gj�Y�_jgmh�

Oak\ge� KmjnanYd!�[`][c�lg�k]]�a^�l`]�[`YjY[l]jk�[Yf�

Ynga\�l`]�ima[ckYf\$�kafc`gd]k$�Yf\�gl`]j�fYlmjYd�

`YrYj\k�g^�l`]�]fnajgfe]fl&�A^�Yl�d]Ykl�`Yd^�l`]�_jgmh�

km[[]]\k$�l`]�km[[]kk^md�[`YjY[l]jk�Yj]�YZd]�lg�_ma\]�

l`]aj�[gehYfagfk�gml�g^�\Yf_]j&�Gl`]joak]$�l`]�_jgmh�

klmeZd]k�aflg�gf]�g^�l`]k]�`YrYj\k&

Using Each Ability
=n]jq�lYkc�l`Yl�Y�[`YjY[l]j�gj�egfkl]j�ea_`l�Yll]ehl�

af�l`]�_Ye]�ak�[gn]j]\�Zq�gf]�g^�l`]�kap�YZadala]k&�L`ak�

k][lagf�]phdYafk�af�egj]�\]lYad�o`Yl�l`gk]�YZadala]k�

e]Yf�Yf\�l`]�oYqk�l`]q�Yj]�mk]\�af�l`]�_Ye]&

Strength
Klj]f_l`�e]Ykmj]k�Zg\adq�hgo]j$�Yl`d]la[�ljYafaf_$�Yf\�

l`]�]pl]fl�lg�o`a[`�qgm�[Yf�]p]jl�jYo�h`qka[Yd�^gj[]&

Strength Checks
9�Klj]f_l`�[`][c�[Yf�eg\]d�Yfq�Yll]ehl�lg�da^l$�hmk`$�

hmdd$�gj�Zj]Yc�kge]l`af_$�lg�^gj[]�qgmj�Zg\q�l`jgm_`�Y�

khY[]$�gj�lg�gl`]joak]�Yhhdq�Zjml]�^gj[]�lg�Y�kalmYlagf&�

L`]�9l`d]la[k�kcadd�j]Ö][lk�Yhlalm\]�af�[]jlYaf�caf\k�g^�

Strength checks.

 Athletics. Qgmj�Klj]f_l`� 9l`d]la[k!�[`][c�[gn]jk�

\a[mdl�kalmYlagfk�qgm�]f[gmfl]j�o`ad]�[daeZaf_$�

bmehaf_$�gj�koaeeaf_&�=pYehd]k�af[dm\]�l`]�

^gddgoaf_�Y[lanala]k2

�� Qgm�Yll]ehl�lg�[daeZ�Y�k`]]j�gj�kdahh]jq�[daץ$�Ynga\�

`YrYj\k�o`ad]�k[Ydaf_�Y�oYdd$�gj�[daf_�lg�Y�kmj^Y[]�

o`ad]�kge]l`af_�ak�ljqaf_�lg�cfg[c�qgm�gץ&

�� Qgm�ljq�lg�bmeh�Yf�mfmkmYddq�dgf_�\aklYf[]�gj�hmdd�

gץ�Y�klmfl�ea\bmeh&

�� Qgm�kljm__d]�lg�koae�gj�klYq�YÖgYl�af�lj]Y[`]jgmk�[mj-

rents, storm-tossed waves, or areas of thick seaweed. 

Gj�Yfgl`]j�[j]Ylmj]�lja]k�lg�hmk`�gj�hmdd�qgm�mf\]joY-

l]j�gj�gl`]joak]�afl]j^]j]�oal`�qgmj�koaeeaf_&

 Other Strength Checks. L`]�<E�ea_`l�Ydkg�[Ydd�^gj�

Y�Klj]f_l`�[`][c�o`]f�qgm�ljq�lg�Y[[gehdak`�lYkck�dac]�

l`]�^gddgoaf_2

�� >gj[]�gh]f�Y�klm[c$�dg[c]\$�gj�ZYjj]\�\ggj

�� Break free of bonds

�� Hmk`�l`jgm_`�Y�lmff]d�l`Yl�ak�lgg�keYdd

�� @Yf_�gf�lg�Y�oY_gf�o`ad]�Z]af_�\jY__]\�Z]`af\�al

� >gj�]pYehd]$�a^�Y�[`YjY[l]j�Yll]ehlk�lg�[daeZ�mh�Y�

\Yf_]jgmk�[daץ$�l`]�<mf_]gf�EYkl]j�ea_`l�Ykc�^gj�Y�

Klj]f_l`� 9l`d]la[k!�[`][c&�A^�l`]�[`YjY[l]j�ak�hjgÕ[a]fl�

af�9l`d]la[k$�l`]�[`YjY[l]jÌk�hjgÕ[a]f[q�Zgfmk�ak�Y\\]\�

to the Strength check. If the character lacks that 

hjgÕ[a]f[q$�`]�gj�k`]�bmkl�eYc]k�Y�Klj]f_l`�[`][c&

Variant: Skills with Different Abilities
FgjeYddq$�qgmj�hjgÕ[a]f[q�af�Y�kcadd�Yhhda]k�gfdq�lg�Y�

kh][aÕ[�caf\�g^�YZadalq�[`][c&�HjgÕ[a]f[q�af�9l`d]la[k$�

^gj�]pYehd]$�mkmYddq�Yhhda]k�lg�Klj]f_l`�[`][ck&�Af�kge]�

kalmYlagfk$�l`gm_`$�qgmj�hjgÕ[a]f[q�ea_`l�j]YkgfYZdq�

Yhhdq�lg�Y�\aץ]j]fl�caf\�g^�[`][c&�Af�km[`�[Yk]k$�l`]�<E�

ea_`l�Ykc�^gj�Y�[`][c�mkaf_�Yf�mfmkmYd�[geZafYlagf�g^�

YZadalq�Yf\�kcadd$�gj�qgm�ea_`l�Ykc�qgmj�<E�a^�qgm�[Yf�

Yhhdq�Y�hjgÕ[a]f[q�lg�Y�\aץ]j]fl�[`][c&�>gj�]pYehd]$�

a^�qgm�`Yn]�lg�koae�^jge�Yf�gץk`gj]�akdYf\�lg�l`]�

eYafdYf\$�qgmj�<E�ea_`l�[Ydd�^gj�Y�;gfklalmlagf�[`][c�

lg�k]]�a^�qgm�`Yn]�l`]�klYeafY�lg�eYc]�al�l`Yl�^Yj&�Af�l`ak�

[Yk]$�qgmj�<E�ea_`l�Yddgo�qgm�lg�Yhhdq�qgmj�hjgÕ[a]f[q�

af�9l`d]la[k�Yf\�Ykc�^gj�Y�;gfklalmlagf� 9l`d]la[k!�[`][c&�

Kg�a^�qgmÌj]�hjgÕ[a]fl�af�9l`d]la[k$�qgm�Yhhdq�qgmj�

hjgÕ[a]f[q�Zgfmk�lg�l`]�;gfklalmlagf�[`][c�bmkl�Yk�qgm�

ogmd\�fgjeYddq�\g�^gj�Y�Klj]f_l`� 9l`d]la[k!�[`][c&�

KaeadYjdq$�o`]f�qgmj�\oYj^�Õ_`l]j�mk]k�Y�\akhdYq�g^�

jYo�klj]f_l`�lg�aflaea\Yl]�Yf�]f]eq$�qgmj�<E�ea_`l�

Ykc�^gj�Y�Klj]f_l`� Aflaea\Ylagf!�[`][c$�]n]f�l`gm_`�

Aflaea\Ylagf�ak�fgjeYddq�Ykkg[aYl]\�oal`�;`YjakeY&

Passive Checks
9�hYkkan]�[`][c�ak�Y�kh][aYd�caf\�g^�YZadalq�[`][c�l`Yl�

\g]kfÌl�afngdn]�Yfq�\a]�jgddk&�Km[`�Y�[`][c�[Yf�j]hj]k]fl�

l`]�Yn]jY_]�j]kmdl�^gj�Y�lYkc�\gf]�j]h]Yl]\dq$�km[`�Yk�

searching for secret doors over and over again, or can 

Z]�mk]\�o`]f�l`]�<E�oYflk�lg�k][j]ldq�\]l]jeaf]�

o`]l`]j�l`]�[`YjY[l]jk�km[[]]\�Yl�kge]l`af_�oal`gml�

jgddaf_�\a[]$�km[`�Yk�fgla[af_�Y�`a\\]f�egfkl]j&

� @]j]Ìk�`go�lg�\]l]jeaf]�Y�[`YjY[l]jÌk�lglYd�^gj�Y�

hYkkan]�[`][c2

�����DOO�PRGLśHUV�WKDW�QRUPDOO\�DSSO\�WR�WKH�FKHFN

A^�l`]�[`YjY[l]j�`Yk�Y\nYflY_]�gf�l`]�[`][c$�Y\\�-&�>gj�

\akY\nYflY_]$�kmZljY[l�-&�L`]�_Ye]�j]^]jk�lg�Y�hYkkan]�

check total as a score.

� >gj�]pYehd]$�a^�Y�)kl%d]n]d�[`YjY[l]j�`Yk�Y�Oak\ge�g^�

)-�Yf\�hjgÕ[a]f[q�af�H]j[]hlagf$�`]�gj�k`]�`Yk�Y�hYkkan]�

Oak\ge� H]j[]hlagf!�k[gj]�g^�),&

� L`]�jmd]k�gf�`a\af_�af�l`]�É<]pl]jalqÊ�k][lagf�Z]dgo�

j]dq�gf�hYkkan]�[`][ck$�Yk�\g�l`]�]phdgjYlagf�jmd]k�

af�[`Yhl]j�0&

Working Together
Kge]lae]k�log�gj�egj]�[`YjY[l]jk�l]Ye�mh�lg�Yll]ehl�Y�

lYkc&�L`]�[`YjY[l]j�o`gÌk�d]Y\af_�l`]�]ץgjlÈgj�l`]�gf]�

oal`�l`]�`a_`]kl�YZadalq�eg\aÕ]jÈ[Yf�eYc]�Yf�YZadalq�

[`][c�oal`�Y\nYflY_]$�j]Ö][laf_�l`]�`]dh�hjgna\]\�Zq�

l`]�gl`]j�[`YjY[l]jk&�Af�[geZYl$�l`ak�j]imaj]k�l`]�@]dh�

Y[lagf� k]]�[`Yhl]j�1!&

� 9�[`YjY[l]j�[Yf�gfdq�hjgna\]�`]dh�a^�l`]�lYkc�ak�gf]�l`Yl�

`]�gj�k`]�[gmd\�Yll]ehl�Ydgf]&�>gj�]pYehd]$�ljqaf_�lg�

gh]f�Y�dg[c�j]imaj]k�hjgÕ[a]f[q�oal`�l`a]n]kÌ�lggdk$�kg�Y�

[`YjY[l]j�o`g�dY[ck�l`Yl�hjgÕ[a]f[q�[YfÌl�`]dh�Yfgl`]j�
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 Sleight of Hand. O`]f]n]j�qgm�Yll]ehl�Yf�Y[l�g^�

d]_]j\]eYaf�gj�eYfmYd�lja[c]jq$�km[`�Yk�hdYflaf_�

something on someone else or concealing an object on 

qgmj�h]jkgf$�eYc]�Y�<]pl]jalq� Kd]a_`l�g^�@Yf\!�[`][c&�

L`]�<E�ea_`l�Ydkg�[Ydd�^gj�Y�<]pl]jalq� Kd]a_`l�g^�@Yf\!�

[`][c�lg�\]l]jeaf]�o`]l`]j�qgm�[Yf�da^l�Y�[gaf�hmjk]�gץ�

Yfgl`]j�h]jkgf�gj�kdah�kge]l`af_�gml�g^�Yfgl`]j 

h]jkgfÌk�hg[c]l&

 Stealth. EYc]�Y�<]pl]jalq� Kl]Ydl`!�[`][c�o`]f�qgm�

Yll]ehl�lg�[gf[]Yd�qgmjk]d^�^jge�]f]ea]k$�kdafc�hYkl�

_mYj\k$�kdah�YoYq�oal`gml�Z]af_�fgla[]\$�gj�kf]Yc�mh�gf�

kge]gf]�oal`gml�Z]af_�k]]f�gj�`]Yj\&

 Other Dexterity Checks. L`]�<E�ea_`l�[Ydd�^gj�Y�

<]pl]jalq�[`][c�o`]f�qgm�ljq�lg�Y[[gehdak`�lYkck�dac]�

l`]�^gddgoaf_2

�� ;gfljgd�Y�`]Ynadq�dY\]f�[Yjl�gf�Y�kl]]h�\]k[]fl

�� Kl]]j�Y�[`Yjagl�Yjgmf\�Y�la_`l�lmjf

�� Ha[c�Y�dg[c

�� Disable a trap

�� K][mj]dq�la]�mh�Y�hjakgf]j

�� Wriggle free of bonds

�� HdYq�Y�kljaf_]\�afkljme]fl

�� ;jY^l�Y�keYdd�gj�\]lYad]\�gZb][l

Attack Rolls and Damage
Qgm�Y\\�qgmj�<]pl]jalq�eg\aÕ]j�lg�qgmj�YllY[c�jgdd�Yf\�

qgmj�\YeY_]�jgdd�o`]f�YllY[caf_�oal`�Y�jYf_]\�o]Yhgf$�

km[`�Yk�Y�kdaf_�gj�Y�dgf_Zgo&�Qgm�[Yf�Ydkg�Y\\�qgmj�

<]pl]jalq�eg\aÕ]j�lg�qgmj�YllY[c�jgdd�Yf\�qgmj�\YeY_]�

roll when attacking with a melee weapon that has the 

Õf]kk]�hjgh]jlq$�km[`�Yk�Y�\Y__]j�gj�Y�jYha]j&

�� Lah�gn]j�Y�klYlm]

�� C]]h�Y�Zgmd\]j�^jge�jgddaf_

Attack Rolls and Damage
Qgm�Y\\�qgmj�Klj]f_l`�eg\aÕ]j�lg�qgmj�YllY[c�jgdd�Yf\�

qgmj�\YeY_]�jgdd�o`]f�YllY[caf_�oal`�Y�e]d]]�o]Yhgf�

km[`�Yk�Y�eY[]$�Y�ZYlld]Yp]$�gj�Y�bYn]daf&�Qgm�mk]�

melee weapons to make melee attacks in hand-to-hand 

combat, and some of them can be thrown to make a 

ranged attack.

Lifting and Carrying
Qgmj�Klj]f_l`�k[gj]�\]l]jeaf]k�l`]�Yegmfl�g^�o]a_`l�

qgm�[Yf�Z]Yj&�L`]�^gddgoaf_�l]jek�\]Õf]�o`Yl�qgm�[Yf�

lift or carry.

 Carrying Capacity. Qgmj�[Yjjqaf_�[YhY[alq�ak�qgmj�

Klj]f_l`�k[gj]�emdlahda]\�Zq�)-&�L`ak�ak�l`]�o]a_`l� af�

hgmf\k!�l`Yl�qgm�[Yf�[Yjjq$�o`a[`�ak�`a_`�]fgm_`�l`Yl�

egkl�[`YjY[l]jk�\gfÌl�mkmYddq�`Yn]�lg�ogjjq�YZgml�al&

 Push, Drag, or Lift. Qgm�[Yf�hmk`$�\jY_$�gj�da^l�Y�

o]a_`l�af�hgmf\k�mh�lg�loa[]�qgmj�[Yjjqaf_�[YhY[alq�

 gj�+(�lae]k�qgmj�Klj]f_l`�k[gj]!&�O`ad]�hmk`af_�gj�

\jY__af_�o]a_`l�af�]p[]kk�g^�qgmj�[Yjjqaf_�[YhY[alq$�

qgmj�kh]]\�\jghk�lg�-�^]]l&

 Size and Strength.�DYj_]j�[j]Ylmj]k�[Yf�Z]Yj�egj]�

o]a_`l$�o`]j]Yk�Lafq�[j]Ylmj]k�[Yf�[Yjjq�d]kk&�>gj�

]Y[`�kar]�[Yl]_gjq�YZgn]�E]\ame$�\gmZd]�l`]�[j]Ylmj]Ìk�

[Yjjqaf_�[YhY[alq�Yf\�l`]�Yegmfl�al�[Yf�hmk`$�\jY_$�gj�

da^l&�>gj�Y�Lafq�[j]Ylmj]$�`Ydn]�l`]k]�o]a_`lk&

Variant: Encumbrance
L`]�jmd]k�^gj�da^laf_�Yf\�[Yjjqaf_�Yj]�afl]flagfYddq�

kaehd]&�@]j]�ak�Y�nYjaYfl�a^�qgm�Yj]�dggcaf_�^gj�egj]�

\]lYad]\�jmd]k�^gj�\]l]jeafaf_�`go�Y�[`YjY[l]j�ak�

`af\]j]\�Zq�l`]�o]a_`l�g^�]imahe]fl&�O`]f�qgm�mk]�l`ak�

nYjaYfl$�a_fgj]�l`]�Klj]f_l`�[gdmef�g^�l`]�9jegj�lYZd]�

af�[`Yhl]j�-&�

� A^�qgm�[Yjjq�o]a_`l�af�]p[]kk�g^�-�lae]k�qgmj�Klj]f_l`�

k[gj]$�qgm�Yj]�encumbered$�o`a[`�e]Yfk�qgmj�kh]]\�

\jghk�Zq�)(�^]]l&

� A^�qgm�[Yjjq�o]a_`l�af�]p[]kk�g^�)(�lae]k�qgmj�

Klj]f_l`�k[gj]$�mh�lg�qgmj�eYpaeme�[Yjjqaf_�[YhY[alq$�

qgm�Yj]�afkl]Y\�heavily encumbered$�o`a[`�e]Yfk�qgmj�

kh]]\�\jghk�Zq�*(�^]]l�Yf\�qgm�`Yn]�\akY\nYflY_]�gf�

YZadalq�[`][ck$�YllY[c�jgddk$�Yf\�kYnaf_�l`jgok�l`Yl�mk]�

Klj]f_l`$�<]pl]jalq$�gj�;gfklalmlagf&

Dexterity
<]pl]jalq�e]Ykmj]k�Y_adalq$�j]Ö]p]k$�Yf\�ZYdYf[]&

Dexterity Checks
9�<]pl]jalq�[`][c�[Yf�eg\]d�Yfq�Yll]ehl�lg�egn]�

faeZdq$�ima[cdq$�gj�ima]ldq$�gj�lg�c]]h�^jge�^Yddaf_�

gf�lja[cq�^gglaf_&�L`]�9[jgZYla[k$�Kd]a_`l�g^�@Yf\$�

Yf\�Kl]Ydl`�kcaddk�j]Ö][l�Yhlalm\]�af�[]jlYaf�caf\k�g^�

<]pl]jalq�[`][ck&

 Acrobatics. Qgmj�<]pl]jalq� 9[jgZYla[k!�[`][c�[gn]jk�

qgmj�Yll]ehl�lg�klYq�gf�qgmj�^]]l�af�Y�lja[cq�kalmYlagf$�

km[`�Yk�o`]f�qgmÌj]�ljqaf_�lg�jmf�Y[jgkk�Y�k`]]l�g^�a[]$�

ZYdYf[]�gf�Y�la_`ljgh]$�gj�klYq�mhja_`l�gf�Y�jg[caf_�

k`ahÌk�\][c&�L`]�<E�ea_`l�Ydkg�[Ydd�^gj�Y�<]pl]jalq�

 9[jgZYla[k!�[`][c�lg�k]]�a^�qgm�[Yf�h]j^gje�Y[jgZYla[�

klmflk$�af[dm\af_�\an]k$�jgddk$�kge]jkYmdlk$�Yf\�Öahk&

Hiding
When you try to hide, make a Dexterity (Stealth) check. Until 
you are discovered or you stop hiding, that check’s total is 
contested by the Wisdom (Perception) check of any creature 
that actively searches for signs of your presence.
 You can’t hide from a creature that can see you, and if you 
make noise (such as shouting a warning or knocking over a 
YDVH���\RX�JLYH�DZD\�\RXU�SRVLWLRQ��$Q�LQYLVLEOH�FUHDWXUH�FDQôW�
be seen, so it can always try to hide. Signs of its passage 
might still be noticed, however, and it still has to stay quiet.
 In combat, most creatures stay alert for signs of danger 
all around, so if you come out of hiding and approach 
a creature, it usually sees you. However, under certain 
circumstances, the Dungeon Master might allow you to stay 
hidden as you approach a creature that is distracted, allowing 
you to gain advantage on an attack before you are seen.
� 3DVVLYH�3HUFHSWLRQ��When you hide, there’s a chance 
someone will notice you even if they aren’t searching. To 
determine whether such a creature notices you, the DM 
compares your Dexterity (Stealth) check with that creature’s 
passive Wisdom (Perception) score, which equals 10 + the 
FUHDWXUHôV�:LVGRP�PRGLśHU��DV�ZHOO�DV�DQ\�RWKHU�ERQXVHV�
RU�SHQDOWLHV��,I�WKH�FUHDWXUH�KDV�DGYDQWDJH��DGG����)RU�
GLVDGYDQWDJH��VXEWUDFW���
� )RU�H[DPSOH��LI�D��VW�OHYHO�FKDUDFWHU��ZLWK�D�SURśFLHQF\�
ERQXV�RI�����KDV�D�:LVGRP�RI�����D����PRGLśHU��DQG�
SURśFLHQF\�LQ�3HUFHSWLRQ��KH�RU�VKH�KDV�D�SDVVLYH�:LVGRP�
(Perception) of 14.
 :KDW�&DQ�<RX�6HH" One of the main factors in determining 
ZKHWKHU�\RX�FDQ�śQG�D�KLGGHQ�FUHDWXUH�RU�REMHFW�LV�KRZ�ZHOO�
you can see in an area, which might be lightly or heavily 
obscured��DV�H[SODLQHG�LQ�FKDSWHU���
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d]_]f\Yjq�h]ghd]$�Yf[a]fl�caf_\gek$�hYkl�\akhml]k$�

j][]fl�oYjk$�Yf\�dgkl�[anadarYlagfk&

 Investigation. O`]f�qgm�dggc�Yjgmf\�^gj�[dm]k�Yf\�

eYc]�\]\m[lagfk�ZYk]\�gf�l`gk]�[dm]k$�qgm�eYc]�Yf�

Afl]dda_]f[]� Afn]kla_Ylagf!�[`][c&�Qgm�ea_`l�\]\m[]�l`]�

location of a hidden object, discern from the appearance 

g^�Y�ogmf\�o`Yl�caf\�g^�o]Yhgf�\]Ydl�al$�gj�\]l]jeaf]�

l`]�o]Yc]kl�hgafl�af�Y�lmff]d�l`Yl�[gmd\�[Ymk]�al�lg�

[gddYhk]&�Hgjaf_�l`jgm_`�Yf[a]fl�k[jgddk�af�k]Yj[`�g^�

a hidden fragment of knowledge might also call for an 

Afl]dda_]f[]� Afn]kla_Ylagf!�[`][c&

 FYlmj]&�Qgmj�Afl]dda_]f[]� FYlmj]!�[`][c�e]Ykmj]k�

qgmj�YZadalq�lg�j][Ydd�dgj]�YZgml�l]jjYaf$�hdYflk�Yf\�

YfaeYdk$�l`]�o]Yl`]j$�Yf\�fYlmjYd�[q[d]k&

 Religion. Qgmj�Afl]dda_]f[]� J]da_agf!�[`][c�e]Ykmj]k�

qgmj�YZadalq�lg�j][Ydd�dgj]�YZgml�\]ala]k$�jal]k�Yf\�hjYq]jk$�

j]da_agmk�`a]jYj[`a]k$�`gdq�kqeZgdk$�Yf\�l`]�hjY[la[]k 

g^�k][j]l�[mdlk&

 Other Intelligence Checks. L`]�<E�ea_`l�[Ydd�^gj�Yf�

Afl]dda_]f[]�[`][c�o`]f�qgm�ljq�lg�Y[[gehdak`�lYkck�dac]�

l`]�^gddgoaf_2

�� ;geemfa[Yl]�oal`�Y�[j]Ylmj]�oal`gml�mkaf_�ogj\k

�� =klaeYl]�l`]�nYdm]�g^�Y�hj][agmk�al]e

�� Hmdd�lg_]l`]j�Y�\ak_mak]�lg�hYkk�Yk�Y�[alq�_mYj\

�� >gj_]�Y�\g[me]fl

�� J][Ydd�dgj]�YZgml�Y�[jY^l�gj�ljY\]

�� Win a game of skill

Spellcasting Ability
OarYj\k�mk]�Afl]dda_]f[]�Yk�l`]aj�kh]dd[Yklaf_�YZadalq$�

o`a[`�`]dhk�\]l]jeaf]�l`]�kYnaf_�l`jgo�<;k�g^�

spells they cast.

Wisdom
Oak\ge�j]Ö][lk�`go�Yllmf]\�qgm�Yj]�lg�l`]�ogjd\�

Yjgmf\�qgm�Yf\�j]hj]k]flk�h]j[]hlan]f]kk�Yf\�aflmalagf&�

Wisdom Checks
9�Oak\ge�[`][c�ea_`l�j]Ö][l�Yf�]ץgjl�lg�j]Y\�Zg\q�

dYf_mY_]$�mf\]jklYf\�kge]gf]Ìk�^]]daf_k$�fgla[]�l`af_k�

YZgml�l`]�]fnajgfe]fl$�gj�[Yj]�^gj�Yf�afbmj]\�h]jkgf&�

L`]�9faeYd�@Yf\daf_$�Afka_`l$�E]\a[af]$�H]j[]hlagf$�

Yf\�KmjnanYd�kcaddk�j]Ö][l�Yhlalm\]�af�[]jlYaf�caf\k�g^�

Wisdom checks.

 Animal Handling. O`]f�l`]j]�ak�Yfq�im]klagf�

o`]l`]j�qgm�[Yf�[Yde�\gof�Y�\ge]kla[Yl]\�YfaeYd$�

c]]h�Y�egmfl�^jge�_]llaf_�khggc]\$�gj�aflmal�Yf�YfaeYdÌk�

Armor Class
<]h]f\af_�gf�l`]�Yjegj�qgm�o]Yj$�qgm�ea_`l�Y\\�kge]�

gj�Ydd�g^�qgmj�<]pl]jalq�eg\aÕ]j�lg�qgmj�9jegj�;dYkk$�

Yk�\]k[jaZ]\�af�[`Yhl]j�-&

Initiative
9l�l`]�Z]_affaf_�g^�]n]jq�[geZYl$�qgm�jgdd�afalaYlan]�

Zq�eYcaf_�Y�<]pl]jalq�[`][c&�AfalaYlan]�\]l]jeaf]k�

l`]�gj\]j�g^�[j]Ylmj]kÌ�lmjfk�af�[geZYl$�Yk�\]k[jaZ]\�

af�[`Yhl]j�1&

Constitution
;gfklalmlagf�e]Ykmj]k�`]Ydl`$�klYeafY$�Yf\�nalYd�^gj[]&

Constitution Checks
;gfklalmlagf�[`][ck�Yj]�mf[geegf$�Yf\�fg�kcaddk�Yhhdq�

lg�;gfklalmlagf�[`][ck$�Z][Ymk]�l`]�]f\mjYf[]�l`ak�

ability represents is largely passive rather than involving 

Y�kh][aÕ[�]ץgjl�gf�l`]�hYjl�g^�Y�[`YjY[l]j�gj�egfkl]j&�

9�;gfklalmlagf�[`][c�[Yf�eg\]d�qgmj�Yll]ehl�lg�hmk`�

beyond normal limits, however.

� L`]�<E�ea_`l�[Ydd�^gj�Y�;gfklalmlagf�[`][c�o`]f�qgm�

ljq�lg�Y[[gehdak`�lYkck�dac]�l`]�^gddgoaf_2

�� @gd\�qgmj�Zj]Yl`

�� EYj[`�gj�dYZgj�^gj�`gmjk�oal`gml�j]kl

�� ?g�oal`gml�kd]]h

�� Kmjnan]�oal`gml�^gg\�gj�oYl]j

�� ImYץ�Yf�]flaj]�kl]af�g^�Yd]�af�gf]�_g

Hit Points
Qgmj�;gfklalmlagf�eg\aÕ]j�[gfljaZml]k�lg�qgmj�`al�

hgaflk&�Lqha[Yddq$�qgm�Y\\�qgmj�;gfklalmlagf�eg\aÕ]j�lg�

]Y[`�@al�<a]�qgm�jgdd�^gj�qgmj�`al�hgaflk&

� A^�qgmj�;gfklalmlagf�eg\aÕ]j�[`Yf_]k$�qgmj�`al�hgafl�

eYpaeme�[`Yf_]k�Yk�o]dd$�Yk�l`gm_`�qgm�`Y\�l`]�f]o�

eg\aÕ]j�^jge�)kl�d]n]d&�>gj�]pYehd]$�a^�qgm�jYak]�qgmj�

;gfklalmlagf�k[gj]�o`]f�qgm�j]Y[`�,l`�d]n]d�Yf\�qgmj�

;gfklalmlagf�eg\aÕ]j�af[j]Yk]k�^jge�#)�lg�#*$�qgm�

Y\bmkl�qgmj�`al�hgafl�eYpaeme�Yk�l`gm_`�l`]�eg\aÕ]j�

`Y\�YdoYqk�Z]]f�#*&�Kg�qgm�Y\\�+�`al�hgaflk�^gj�qgmj�

Õjkl�l`j]]�d]n]dk$�Yf\�l`]f�jgdd�qgmj�`al�hgaflk�^gj�,l`�

d]n]d�mkaf_�qgmj�f]o�eg\aÕ]j&�Gj�a^�qgmÌj]�/l`�d]n]d�Yf\�

kge]�]ץ][l�dgo]jk�qgmj�;gfklalmlagf�k[gj]�kg�Yk�lg�

j]\m[]�qgmj�;gfklalmlagf�eg\aÕ]j�Zq�)$�qgmj�`al�hgafl�

eYpaeme�ak�j]\m[]\�Zq�/&

Intelligence
Afl]dda_]f[]�e]Ykmj]k�e]flYd�Y[malq$�Y[[mjY[q�g^�j][Ydd$�

and the ability to reason.

Intelligence Checks
9f�Afl]dda_]f[]�[`][c�[ge]k�aflg�hdYq�o`]f�qgm�f]]\�

lg�\jYo�gf�dg_a[$�]\m[Ylagf$�e]egjq$�gj�\]\m[lan]�

j]Ykgfaf_&�L`]�9j[YfY$�@aklgjq$�Afn]kla_Ylagf$�FYlmj]$�

Yf\�J]da_agf�kcaddk�j]Ö][l�Yhlalm\]�af�[]jlYaf�caf\k�g^�

Intelligence checks.

 Arcana. Qgmj�Afl]dda_]f[]� 9j[YfY!�[`][c�e]Ykmj]k�

qgmj�YZadalq�lg�j][Ydd�dgj]�YZgml�kh]ddk$�eY_a[�al]ek$�

eldritch symbols, magical traditions, the planes of 

]pakl]f[]$�Yf\�l`]�af`YZalYflk�g^�l`gk]�hdYf]k&

 History. Qgmj�Afl]dda_]f[]� @aklgjq!�[`][c�e]Ykmj]k�

qgmj�YZadalq�lg�j][Ydd�dgj]�YZgml�`aklgja[Yd�]n]flk$�

Finding a Hidden Object
When your character searches for a hidden object such as 
a secret door or a trap, the DM typically asks you to make a 
:LVGRP��3HUFHSWLRQ��FKHFN��6XFK�D�FKHFN�FDQ�EH�XVHG�WR�śQG�
hidden details or other information and clues that you might 
otherwise overlook.
 In most cases, you need to describe where you are looking 
in order for the DM to determine your chance of success. For 
example, a key is hidden beneath a set of folded clothes in 
the top drawer of a bureau. If you tell the DM that you pace 
around the room, looking at the walls and furniture for clues, 
\RX�KDYH�QR�FKDQFH�RI�śQGLQJ�WKH�NH\��UHJDUGOHVV�RI�\RXU�
Wisdom (Perception) check result. You would have to specify 
that you were opening the drawers or searching the bureau 
in order to have any chance of success.
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 Intimidation. O`]f�qgm�Yll]ehl�lg�afÖm]f[]�kge]gf]�

l`jgm_`�gn]jl�l`j]Ylk$�`gklad]�Y[lagfk$�Yf\�h`qka[Yd�

nagd]f[]$�l`]�<E�ea_`l�Ykc�qgm�lg�eYc]�Y�;`YjakeY�

 Aflaea\Ylagf!�[`][c&�=pYehd]k�af[dm\]�ljqaf_�lg�hjq�

af^gjeYlagf�gml�g^�Y�hjakgf]j$�[gfnaf[af_�klj]]l�l`m_k 

lg�ZY[c�\gof�^jge�Y�[gf^jgflYlagf$�gj�mkaf_�l`]�]\_]�g^ 

Y�Zjgc]f�Zglld]�lg�[gfnaf[]�Y�kf]]jaf_�nara]j�lg�

reconsider a decision.

 Performance. Qgmj�;`YjakeY� H]j^gjeYf[]!�[`][c�

\]l]jeaf]k�`go�o]dd�qgm�[Yf�\]da_`l�Yf�Ym\a]f[]�oal`�

emka[$�\Yf[]$�Y[laf_$�klgjql]ddaf_$�gj�kge]�gl`]j�^gje�g^�

entertainment.

 Persuasion. O`]f�qgm�Yll]ehl�lg�afÖm]f[]�kge]gf]�

gj�Y�_jgmh�g^�h]ghd]�oal`�lY[l$�kg[aYd�_jY[]k$�gj�_gg\�

fYlmj]$�l`]�<E�ea_`l�Ykc�qgm�lg�eYc]�Y�;`YjakeY�

 H]jkmYkagf!�[`][c&�Lqha[Yddq$�qgm�mk]�h]jkmYkagf�o`]f�

acting in good faith, to foster friendships, make cordial 

j]im]klk$�gj�]p`aZal�hjgh]j�]laim]ll]&�=pYehd]k�g^�

h]jkmY\af_�gl`]jk�af[dm\]�[gfnaf[af_�Y�[`YeZ]jdYaf�lg�

d]l�qgmj�hYjlq�k]]�l`]�caf_$�f]_glaYlaf_�h]Y[]�Z]lo]]f�

warring tribes, or inspiring a crowd of townsfolk.

 Other Charisma Checks. L`]�<E�ea_`l�[Ydd�^gj�Y�

;`YjakeY�[`][c�o`]f�qgm�ljq�lg�Y[[gehdak`�lYkck�dac]�

l`]�^gddgoaf_2

�� Find the best person to talk to for news, 

jmegjk$�Yf\�_gkkah

�� Blend into a crowd to get the sense of key topics 

of conversation

Spellcasting Ability
:Yj\k$�hYdY\afk$�kgj[]j]jk$�Yf\�oYjdg[ck�mk]�;`YjakeY�

as their spellcasting ability, which helps determine the 

kYnaf_�l`jgo�<;k�g^�kh]ddk�l`]q�[Ykl&

Saving Throws
9�kYnaf_�l`jgoÈYdkg�[Ydd]\�Y�kYn]Èj]hj]k]flk�Yf�

attempt to resist a spell, a trap, a poison, a disease, or 

Y�kaeadYj�l`j]Yl&�Qgm�\gfÌl�fgjeYddq�\][a\]�lg�eYc]�Y�

kYnaf_�l`jgo3�qgm�Yj]�^gj[]\�lg�eYc]�gf]�Z][Ymk]�qgmj�

character or monster is at risk of harm.

� Lg�eYc]�Y�kYnaf_�l`jgo$�jgdd�Y�\*(�Yf\�Y\\�l`]�

YhhjghjaYl]�YZadalq�eg\aÕ]j&�>gj�]pYehd]$�qgm�mk]�qgmj�

<]pl]jalq�eg\aÕ]j�^gj�Y�<]pl]jalq�kYnaf_�l`jgo&

� 9�kYnaf_�l`jgo�[Yf�Z]�eg\aÕ]\�Zq�Y�kalmYlagfYd�

Zgfmk�gj�h]fYdlq�Yf\�[Yf�Z]�Yץ][l]\�Zq�Y\nYflY_]�

and disadvantage, as determined by the DM.

� =Y[`�[dYkk�_an]k�hjgÕ[a]f[q�af�Yl�d]Ykl�log�kYnaf_�

l`jgok&�L`]�oarYj\$�^gj�]pYehd]$�ak�hjgÕ[a]fl�

af�Afl]dda_]f[]�kYn]k&�9k�oal`�kcadd�hjgÕ[a]f[a]k$�

hjgÕ[a]f[q�af�Y�kYnaf_�l`jgo�d]lk�Y�[`YjY[l]j�Y\\�`ak�

gj�`]j�hjgÕ[a]f[q�Zgfmk�lg�kYnaf_�l`jgok�eY\]�mkaf_�

Y�hYjla[mdYj�YZadalq�k[gj]&�Kge]�egfkl]jk�`Yn]�kYnaf_�

l`jgo�hjgÕ[a]f[a]k�Yk�o]dd&

� L`]�<a[mdlq�;dYkk�^gj�Y�kYnaf_�l`jgo�ak�\]l]jeaf]\�

Zq�l`]�]ץ][l�l`Yl�[Ymk]k�al&�>gj�]pYehd]$�l`]�<;�^gj�Y�

saving throw allowed by a spell is determined by the 

[Ykl]jÌk�kh]dd[Yklaf_�YZadalq�Yf\�hjgÕ[a]f[q�Zgfmk&

� L`]�j]kmdl�g^�Y�km[[]kk^md�gj�^Yad]\�kYnaf_�l`jgo�ak�

Ydkg�\]lYad]\�af�l`]�]ץ][l�l`Yl�Yddgok�l`]�kYn]&�MkmYddq$� 

Y�km[[]kk^md�kYn]�e]Yfk�l`Yl�Y�[j]Ylmj]�kmץ]jk�fg�

`Yje$�gj�j]\m[]\�`Yje$�^jge�Yf�]ץ][l&

afl]flagfk$�l`]�<E�ea_`l�[Ydd�^gj�Y�Oak\ge� 9faeYd�

@Yf\daf_!�[`][c&�Qgm�Ydkg�eYc]�Y�Oak\ge� 9faeYd�

@Yf\daf_!�[`][c�lg�[gfljgd�qgmj�egmfl�o`]f�qgm�Yll]ehl�

Y�jakcq�eYf]mn]j&

 Insight. Qgmj�Oak\ge� Afka_`l!�[`][c�\][a\]k�o`]l`]j�

qgm�[Yf�\]l]jeaf]�l`]�ljm]�afl]flagfk�g^�Y�[j]Ylmj]$�km[`�

Yk�o`]f�k]Yj[`af_�gml�Y�da]�gj�hj]\a[laf_�kge]gf]Ìk�

f]pl�egn]&�<gaf_�kg�afngdn]k�_d]Yfaf_�[dm]k�^jge�Zg\q�

dYf_mY_]$�kh]][`�`YZalk$�Yf\�[`Yf_]k�af�eYff]jakek&

 Medicine. 9�Oak\ge� E]\a[af]!�[`][c�d]lk�qgm�ljq�lg�

klYZadar]�Y�\qaf_�[gehYfagf�gj�\aY_fgk]�Yf�addf]kk&

 Perception. Qgmj�Oak\ge� H]j[]hlagf!�[`][c�d]lk�

qgm�khgl$�`]Yj$�gj�gl`]joak]�\]l][l�l`]�hj]k]f[]�g^�

kge]l`af_&�Al�e]Ykmj]k�qgmj�_]f]jYd�YoYj]f]kk�g^� 

qgmj�kmjjgmf\af_k�Yf\�l`]�c]]ff]kk�g^�qgmj�k]fk]k&� 

>gj�]pYehd]$�qgm�ea_`l�ljq�lg�`]Yj�Y�[gfn]jkYlagf�

l`jgm_`�Y�[dgk]\�\ggj$�]Yn]k\jgh�mf\]j�Yf�gh]f�oaf\go$�

gj�`]Yj�egfkl]jk�egnaf_�kl]Ydl`adq�af�l`]�^gj]kl&�Gj�qgm�

ea_`l�ljq�lg�khgl�l`af_k�l`Yl�Yj]�gZk[mj]\�gj�]Ykq�lg�

eakk$�o`]l`]j�l`]q�Yj]�gj[k�dqaf_�af�YeZmk`�gf�Y�jgY\$�

l`m_k�`a\af_�af�l`]�k`Y\gok�g^�Yf�Ydd]q$�gj�[Yf\d]da_`l�

mf\]j�Y�[dgk]\�k][j]l�\ggj&

 Survival. L`]�<E�ea_`l�Ykc�qgm�lg�eYc]�Y�Oak\ge�

 KmjnanYd!�[`][c�lg�^gddgo�ljY[ck$�`mfl�oad\�_Ye]$�_ma\]�

qgmj�_jgmh�l`jgm_`�^jgr]f�oYkl]dYf\k$�a\]fla^q�ka_fk�

that owlbears live nearby, predict the weather, or avoid 

ima[ckYf\�Yf\�gl`]j�fYlmjYd�`YrYj\k&

 Other Wisdom Checks. L`]�<E�ea_`l�[Ydd�^gj�Y�

Oak\ge�[`][c�o`]f�qgm�ljq�lg�Y[[gehdak`�lYkck�dac]�

l`]�^gddgoaf_2

�� ?]l�Y�_ml�^]]daf_�YZgml�o`Yl�[gmjk]�g^�Y[lagf�lg�^gddgo

�� Discern whether a seemingly dead or living crea-

lmj]�ak�mf\]Y\

Spellcasting Ability
;d]ja[k�mk]�Oak\ge�Yk�l`]aj�kh]dd[Yklaf_�YZadalq$�

o`a[`�`]dhk�\]l]jeaf]�l`]�kYnaf_�l`jgo�<;k�g^�

spells they cast.

Charisma
;`YjakeY�e]Ykmj]k�qgmj�YZadalq�lg�afl]jY[l�]ץ][lan]dq�

oal`�gl`]jk&�Al�af[dm\]k�km[`�^Y[lgjk�Yk�[gfÕ\]f[]�

Yf\�]dgim]f[]$�Yf\�al�[Yf�j]hj]k]fl�Y�[`Yjeaf_�gj�

commanding personality.

Charisma Checks
9�;`YjakeY�[`][c�ea_`l�Yjak]�o`]f�qgm�ljq�lg�afÖm]f[]�

gj�]fl]jlYaf�gl`]jk$�o`]f�qgm�ljq�lg�eYc]�Yf�aehj]kkagf�

gj�l]dd�Y�[gfnaf[af_�da]$�gj�o`]f�qgm�Yj]�fYna_Ylaf_�Y�

lja[cq�kg[aYd�kalmYlagf&�L`]�<][]hlagf$�Aflaea\Ylagf$�

H]j^gjeYf[]$�Yf\�H]jkmYkagf�kcaddk�j]Ö][l�Yhlalm\]�af�

[]jlYaf�caf\k�g^�;`YjakeY�[`][ck&

 Deception. Qgmj�;`YjakeY� <][]hlagf!�[`][c�

\]l]jeaf]k�o`]l`]j�qgm�[Yf�[gfnaf[af_dq�`a\]�l`]�

ljml`$�]al`]j�n]jZYddq�gj�l`jgm_`�qgmj�Y[lagfk&�L`ak�

deception can encompass everything from misleading 

gl`]jk�l`jgm_`�YeZa_malq�lg�l]ddaf_�gmlja_`l�da]k&�Lqha[Yd�

kalmYlagfk�af[dm\]�ljqaf_�lg�^Ykl%lYdc�Y�_mYj\$�[gf�Y�

e]j[`Yfl$�]Yjf�egf]q�l`jgm_`�_YeZdaf_$�hYkk�qgmjk]d^�

gץ�af�Y�\ak_mak]$�\mdd�kge]gf]Ìk�kmkha[agfk�oal`�^Ydk]�

YkkmjYf[]k$�gj�eYaflYaf�Y�kljYa_`l�^Y[]�o`ad]�l]ddaf_�Y�

blatant lie.
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Movement
Koaeeaf_�Y[jgkk�Y�jmk`af_�jan]j$�kf]Ycaf_�\gof�Y�

\mf_]gf�[gjja\gj$�k[Ydaf_�Y�lj]Y[`]jgmk�egmflYaf�kdgh]È

Ydd�kgjlk�g^�egn]e]fl�hdYq�Y�c]q�jgd]�af�<�<�Y\n]flmj]k&

� L`]�<E�[Yf�kmeeYjar]�l`]�Y\n]flmj]jkÌ�egn]e]fl�

oal`gml�[Yd[mdYlaf_�]pY[l�\aklYf[]k�gj�ljYn]d�lae]k2�ÉQgm�

ljYn]d�l`jgm_`�l`]�^gj]kl�Yf\�Õf\�l`]�\mf_]gf�]fljYf[]�

dYl]�af�l`]�]n]faf_�g^�l`]�l`aj\�\Yq&Ê�=n]f�af�Y�\mf_]gf$�

hYjla[mdYjdq�Y�dYj_]�\mf_]gf�gj�Y�[Yn]�f]logjc$�l`]�

<E�[Yf�kmeeYjar]�egn]e]fl�Z]lo]]f�]f[gmfl]jk2�

É9^l]j�caddaf_�l`]�_mYj\aYf�Yl�l`]�]fljYf[]�lg�l`]�Yf[a]fl�

\oYjn]f�kljgf_`gd\$�qgm�[gfkmdl�qgmj�eYh$�o`a[`�d]Y\k�

qgm�l`jgm_`�ead]k�g^�][`gaf_�[gjja\gjk�lg�Y�[`Yke�

Zja\_]\�Zq�Y�fYjjgo�klgf]�Yj[`&Ê

� Kge]lae]k�alÌk�aehgjlYfl$�l`gm_`$�lg�cfgo�`go�dgf_�

it takes to get from one spot to another, whether the 

Yfko]j�ak�af�\Yqk$�`gmjk$�gj�eafml]k&�L`]�jmd]k�^gj�

\]l]jeafaf_�ljYn]d�lae]�\]h]f\�gf�log�^Y[lgjk2�l`]�

kh]]\�Yf\�ljYn]d�hY[]�g^�l`]�[j]Ylmj]k�egnaf_�Yf\�l`]�

l]jjYaf�l`]qÌj]�egnaf_�gn]j&

Speed
=n]jq�[`YjY[l]j�Yf\�egfkl]j�`Yk�Y�kh]]\$�o`a[`�ak�

the distance in feet that the character or monster 

[Yf�oYdc�af�)�jgmf\&�L`ak�fmeZ]j�Ykkme]k�k`gjl�

Zmjklk�g^�]f]j_]la[�egn]e]fl�af�l`]�ea\kl�g^�Y�da^]%

l`j]Yl]faf_�kalmYlagf&�

� L`]�^gddgoaf_�jmd]k�\]l]jeaf]�`go�^Yj�Y�[`YjY[l]j�

gj�egfkl]j�[Yf�egn]�af�Y�eafml]$�Yf�`gmj$�gj�Y�\Yq&

Travel Pace
O`ad]�ljYn]daf_$�Y�_jgmh�g^�Y\n]flmj]jk�[Yf�egn]�Yl�Y�

fgjeYd$�^Ykl$�gj�kdgo�hY[]$�Yk�k`gof�gf�l`]�LjYn]d�HY[]�

lYZd]&�L`]�lYZd]�klYl]k�`go�^Yj�l`]�hYjlq�[Yf�egn]�af�Y�

h]jag\�g^�lae]�Yf\�o`]l`]j�l`]�hY[]�`Yk�Yfq�]ץ][l&�9�

fast pace makes characters less perceptive, while a slow 

hY[]�eYc]k�al�hgkkaZd]�lg�kf]Yc�Yjgmf\�Yf\�lg�k]Yj[`�Yf�

Yj]Y�egj]�[Yj]^mddq� k]]�l`]�É9[lanalq�O`ad]�LjYn]daf_Ê�

k][lagf�dYl]j�af�l`ak�[`Yhl]j�^gj�egj]�af^gjeYlagf!&

 Forced March. L`]�LjYn]d�HY[]�lYZd]�Ykkme]k�l`Yl�

[`YjY[l]jk�ljYn]d�^gj�0�`gmjk�af�\Yq&�L`]q�[Yf�hmk`�gf�

Z]qgf\�l`Yl�daeal$�Yl�l`]�jakc�g^�]p`Ymklagf&

� >gj�]Y[`�Y\\alagfYd�`gmj�g^�ljYn]d�Z]qgf\�0�`gmjk$�

l`]�[`YjY[l]jk�[gn]j�l`]�\aklYf[]�k`gof�af�l`]�@gmj�

[gdmef�^gj�l`]aj�hY[]$�Yf\�]Y[`�[`YjY[l]j�emkl�eYc]�

Y�;gfklalmlagf�kYnaf_�l`jgo�Yl�l`]�]f\�g^�l`]�`gmj&�L`]�

<;�ak�)(�#�)�^gj�]Y[`�`gmj�hYkl�0�`gmjk&�Gf�Y�^Yad]\�

kYnaf_�l`jgo$�Y�[`YjY[l]j�kmץ]jk�gf]�d]n]d�g^�]p`Ymklagf�

 k]]�l`]�Yhh]f\ap!&

 Mounts and Vehicles. >gj�k`gjl�khYfk�g^�lae]� mh�

lg�Yf�`gmj!$�eYfq�YfaeYdk�egn]�em[`�^Ykl]j�l`Yf�

`meYfga\k&�9�egmfl]\�[`YjY[l]j�[Yf�ja\]�Yl�Y�_Yddgh�

^gj�YZgml�Yf�`gmj$�[gn]jaf_�loa[]�l`]�mkmYd�\aklYf[]�^gj�

Y�^Ykl�hY[]&�A^�^j]k`�egmflk�Yj]�YnYadYZd]�]n]jq�0�lg�)(�

miles, characters can cover larger distances at this pace, 

Zml�l`ak�ak�n]jq�jYj]�]p[]hl�af�\]fk]dq�hghmdYl]\�Yj]Yk&

� ;`YjY[l]jk�af�oY_gfk$�[YjjaY_]k$�gj�gl`]j�dYf\�

n]`a[d]k�[`ggk]�Y�hY[]�Yk�fgjeYd&�;`YjY[l]jk�af�Y�

DELVING INTO THE ANCIENT TOMB OF HORRORS, SLIPPING 

l`jgm_`�l`]�ZY[c�Ydd]qk�g^�OYl]j\]]h$�`Y[caf_�Y�^j]k`�

ljYad�l`jgm_`�l`]�l`a[c�bmf_d]k�gf�l`]�Akd]�g^�<j]Y\È

these are the things that <জळક���<ߣজક 

Y\n]flmj]k�Yj]�eY\]�g^&�Qgmj�[`YjY[l]j�af�l`]�_Ye]�

ea_`l�]phdgj]�^gj_gll]f�jmafk�Yf\�mf[`Yjl]\�dYf\k$�

mf[gn]j�\Yjc�k][j]lk�Yf\�kafakl]j�hdglk$�Yf\�kdYq�^gmd�

egfkl]jk&�9f\�a^�Ydd�_g]k�o]dd$�qgmj�[`YjY[l]j�oadd�

kmjnan]�lg�[dYae�ja[`�j]oYj\k�Z]^gj]�]eZYjcaf_�gf�Y�

f]o�Y\n]flmj]&

� L`ak�[`Yhl]j�[gn]jk�l`]�ZYka[k�g^�l`]�Y\n]flmjaf_�da^]$�

^jge�l`]�e][`Yfa[k�g^�egn]e]fl�lg�l`]�[gehd]pala]k�g^�

kg[aYd�afl]jY[lagf&�L`]�jmd]k�^gj�j]klaf_�Yj]�Ydkg�af�l`ak�

[`Yhl]j$�Ydgf_�oal`�Y�\ak[mkkagf�g^�l`]�Y[lanala]k�qgmj�

[`YjY[l]j�ea_`l�hmjkm]�Z]lo]]f�Y\n]flmj]k&

� O`]l`]j�Y\n]flmj]jk�Yj]�]phdgjaf_�Y�\mklq�\mf_]gf�

gj�l`]�[gehd]p�j]dYlagfk`ahk�g^�Y�jgqYd�[gmjl$�l`]�_Ye]�

^gddgok�Y�fYlmjYd�j`ql`e$�Yk�gmldaf]\�af�l`]�ZggcÌk�

afljg\m[lagf2

)&��L`]�<E�\]k[jaZ]k�l`]�]fnajgfe]fl&

*&��L`]�hdYq]jk�\]k[jaZ]�o`Yl�l`]q�oYfl�lg�\g&

+&��L`]�<E�fYjjYl]k�l`]�j]kmdlk�g^�l`]aj�Y[lagfk&

Lqha[Yddq$�l`]�<E�mk]k�Y�eYh�Yk�Yf�gmldaf]�g^�l`]�

Y\n]flmj]$�ljY[caf_�l`]�[`YjY[l]jkÌ�hjg_j]kk�Yk�l`]q�

]phdgj]�\mf_]gf�[gjja\gjk�gj�oad\]jf]kk�j]_agfk&�

L`]�<EÌk�fgl]k$�af[dm\af_�Y�c]q�lg�l`]�eYh$�\]k[jaZ]�

o`Yl�l`]�Y\n]flmj]jk�Õf\�Yk�l`]q�]fl]j�]Y[`�f]o�Yj]Y&�

Kge]lae]k$�l`]�hYkkY_]�g^�lae]�Yf\�l`]�Y\n]flmj]jkÌ�

actions determine what happens, so the DM might 

mk]�Y�lae]daf]�gj�Y�Ögo[`Yjl�lg�ljY[c�l`]aj�hjg_j]kk�

instead of a map.

Time
Af�kalmYlagfk�o`]j]�c]]haf_�ljY[c�g^�l`]�hYkkY_]�g^�

time is important, the DM determines the time a task 

j]imaj]k&�L`]�<E�ea_`l�mk]�Y�\aץ]j]fl�lae]�k[Yd]�

\]h]f\af_�gf�l`]�[gfl]pl�g^�l`]�kalmYlagf�Yl�`Yf\&�Af�

Y�\mf_]gf�]fnajgfe]fl$�l`]�Y\n]flmj]jkÌ�egn]e]fl�

happens on a scale of minutes&�Al�lYc]k�l`]e�YZgml�Y�

eafml]�lg�[j]]h�\gof�Y�dgf_�`YddoYq$�Yfgl`]j�eafml]�

to check for traps on the door at the end of the hall, and 

Y�_gg\�l]f�eafml]k�lg�k]Yj[`�l`]�[`YeZ]j�Z]qgf\�^gj�

Yfql`af_�afl]j]klaf_�gj�nYdmYZd]&

 In a city or wilderness, a scale of hours is often more 

YhhjghjaYl]&�9\n]flmj]jk�]Y_]j�lg�j]Y[`�l`]�dgf]dq�lgo]j�

Yl�l`]�`]Yjl�g^�l`]�^gj]kl�`mjjq�Y[jgkk�l`gk]�Õ^l]]f�ead]k�

af�bmkl�mf\]j�^gmj�`gmjkÌ�lae]&

� >gj�dgf_�bgmjf]qk$�Y�k[Yd]�g^�days works best. 

>gddgoaf_�l`]�jgY\�^jge�:Yd\mjÌk�?Yl]�lg�OYl]j\]]h$�l`]�

Y\n]flmj]jk�kh]f\�^gmj�mf]n]fl^md�\Yqk�Z]^gj]�Y�_gZdaf�

YeZmk`�afl]jjmhlk�l`]aj�bgmjf]q&

� Af�[geZYl�Yf\�gl`]j�^Ykl%hY[]\�kalmYlagfk$�l`]�_Ye]�

relies on rounds$�Y�.%k][gf\�khYf�g^�lae]�\]k[jaZ]\�

af�[`Yhl]j�1&

Chapter 8: Adventuring
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waterborne vessel are limited to the speed of the vessel 

 k]]�[`Yhl]j�-!$�Yf\�l`]q�\gfÌl�kmץ]j�h]fYdla]k�^gj�Y�^Ykl�

hY[]�gj�_Yaf�Z]f]Õlk�^jge�Y�kdgo�hY[]&�<]h]f\af_�gf�

l`]�n]kk]d�Yf\�l`]�kar]�g^�l`]�[j]o$�k`ahk�ea_`l�Z]�YZd]�

lg�ljYn]d�^gj�mh�lg�*,�`gmjk�h]j�\Yq&

� ;]jlYaf�kh][aYd�egmflk$�km[`�Yk�Y�h]_Ykmk�gj�_jaץgf$�

gj�kh][aYd�n]`a[d]k$�km[`�Yk�Y�[Yjh]l�g^�Öqaf_$�Yddgo�qgm�

lg�ljYn]d�egj]�koa^ldq&�L`]�<mf_]gf�EYkl]jÌk�?ma\] 

contains more information on special methods of travel.

Travel Pace

Pace

 Distance Traveled per . . .

Minute Hour Day (ŚHFW

Fast 400 feet 4 miles 30 miles ĭ��SHQDOW\�WR�

passive Wisdom 

(Perception) scores

Normal 300 feet 3 miles 24 miles —

Slow 200 feet 2 miles ���PLOHV $EOH�WR�XVH�VWHDOWK

Difficult Terrain
L`]�ljYn]d�kh]]\k�_an]f�af�l`]�LjYn]d�HY[]�lYZd]�

Ykkme]�j]dYlan]dq�kaehd]�l]jjYaf2�jgY\k$�gh]f�hdYafk$�

gj�[d]Yj�\mf_]gf�[gjja\gjk&�:ml�Y\n]flmj]jk�g^l]f�^Y[]�

\]fk]�^gj]klk$�\]]h�koYehk$�jmZZd]%Õdd]\�jmafk$�kl]]h�

egmflYafk$�Yf\�a[]%[gn]j]\�_jgmf\ÈYdd�[gfka\]j]\�

\a[mdl�l]jjYaf&

� Qgm�egn]�Yl�`Yd^�kh]]\�af�\a[mdl�l]jjYafÈegnaf_�

)�^ggl�af�\a[mdl�l]jjYaf�[gklk�*�^]]l�g^�kh]]\Èkg�qgm�

[Yf�[gn]j�gfdq�`Yd^�l`]�fgjeYd�\aklYf[]�af�Y�eafml]$�

Yf�`gmj$�gj�Y�\Yq&

Special Types of Movement
Egn]e]fl�l`jgm_`�\Yf_]jgmk�\mf_]gfk�gj�oad\]jf]kk�

areas often involves more than simply walking. 

9\n]flmj]jk�ea_`l�`Yn]�lg�[daeZ$�[jYod$�koae$�gj�bmeh�

to get where they need to go.

Climbing, Swimming, and Crawling
While climbing or swimming, each foot of movement 

[gklk�)�]pljY�^ggl� *�]pljY�^]]l�af�\a[mdl�l]jjYaf!$�mfd]kk�

Y�[j]Ylmj]�`Yk�Y�[daeZaf_�gj�koaeeaf_�kh]]\&�9l�l`]�

<EÌk�ghlagf$�[daeZaf_�Y�kdahh]jq�n]jla[Yd�kmj^Y[]�gj�

gf]�oal`�^]o�`Yf\`gd\k�j]imaj]k�Y�km[[]kk^md�Klj]f_l`�

 9l`d]la[k!�[`][c&�KaeadYjdq$�_Yafaf_�Yfq�\aklYf[]�af�

jgm_`�oYl]j�ea_`l�j]imaj]�Y�km[[]kk^md�Klj]f_l`�

 9l`d]la[k!�[`][c&

Jumping
Qgmj�Klj]f_l`�\]l]jeaf]k�`go�^Yj�qgm�[Yf�bmeh&

 Long Jump. O`]f�qgm�eYc]�Y�dgf_�bmeh$�qgm�[gn]j�Y��

fmeZ]j�g^�^]]l�mh�lg�qgmj�Klj]f_l`�k[gj]�a^�qgm�egn]�Yl�

d]Ykl�)(�^]]l�gf�^ggl�aee]\aYl]dq�Z]^gj]�l`]�bmeh&�O`]f�

qgm�eYc]�Y�klYf\af_�dgf_�bmeh$�qgm�[Yf�d]Yh�gfdq�`Yd^�

l`Yl�\aklYf[]&�=al`]j�oYq$�]Y[`�^ggl�qgm�[d]Yj�gf�l`]�

bmeh�[gklk�Y�^ggl�g^�egn]e]fl&

� L`ak�jmd]�Ykkme]k�l`Yl�l`]�`]a_`l�g^�qgmj�bmeh� 

\g]kfÌl�eYll]j$�km[`�Yk�Y�bmeh�Y[jgkk�Y�klj]Ye�gj�

[`Yke&�9l�qgmj�<EÌk�ghlagf$�qgm�emkl�km[[]]\�gf�Y� 

<;�)(�Klj]f_l`� 9l`d]la[k!�[`][c�lg�[d]Yj�Y�dgo�gZklY[d]�

 fg�lYdd]j�l`Yf�Y�imYjl]j�g^�l`]�bmehÌk�\aklYf[]!$�km[`�Yk�

Y�`]\_]�gj�dgo�oYdd&�Gl`]joak]$�qgm�`al�al&

� O`]f�qgm�dYf\�af�\a[mdl�l]jjYaf$�qgm�emkl�km[[]]\�

gf�Y�<;�)(�<]pl]jalq� 9[jgZYla[k!�[`][c�lg�dYf\�gf�qgmj�

^]]l&�Gl`]joak]$�qgm�dYf\�hjgf]&

 High Jump. O`]f�qgm�eYc]�Y�`a_`�bmeh$�qgm�d]Yh�

aflg�l`]�Yaj�Y�fmeZ]j�g^�^]]l�]imYd�lg�+�#�qgmj�Klj]f_l`�

eg\aÕ]j�a^�qgm�egn]�Yl�d]Ykl�)(�^]]l�gf�^ggl�aee]\aYl]dq�

Z]^gj]�l`]�bmeh&�O`]f�qgm�eYc]�Y�klYf\af_�`a_`�bmeh$�

qgm�[Yf�bmeh�gfdq�`Yd^�l`Yl�\aklYf[]&�=al`]j�oYq$�]Y[`�

^ggl�qgm�[d]Yj�gf�l`]�bmeh�[gklk�Y�^ggl�g^�egn]e]fl&�Af�

kge]�[aj[meklYf[]k$�qgmj�<E�ea_`l�Yddgo�qgm�lg�eYc]�

Y�Klj]f_l`� 9l`d]la[k!�[`][c�lg�bmeh�`a_`]j�l`Yf�qgm�

normally can.

� Qgm�[Yf�]pl]f\�qgmj�Yjek�`Yd^�qgmj�`]a_`l�YZgn]�

qgmjk]d^�\mjaf_�l`]�bmeh&�L`mk$�qgm�[Yf�j]Y[`�YZgn]�qgm�

Y�\aklYf[]�]imYd�lg�l`]�`]a_`l�g^�l`]�bmeh�hdmk�)��lae]k�

qgmj�`]a_`l&

Activity While Traveling
9k�Y\n]flmj]jk�ljYn]d�l`jgm_`�Y�\mf_]gf�gj�l`]�

wilderness, they need to remain alert for danger, and 

some characters might perform other tasks to help 

l`]�_jgmhÌk�bgmjf]q&

Marching Order
L`]�Y\n]flmj]jk�k`gmd\�]klYZdak`�Y�eYj[`af_�gj\]j&�

9�eYj[`af_�gj\]j�eYc]k�al�]Yka]j�lg�\]l]jeaf]�o`a[`�

[`YjY[l]jk�Yj]�Yץ][l]\�Zq�ljYhk$�o`a[`�gf]k�[Yf�khgl�

hidden enemies, and which ones are the closest to those 

]f]ea]k�o`]f�Y�Õ_`l�Zj]Yck�gml&

� 9�[`YjY[l]j�ea_`l�g[[mhq�l`]�^jgfl�jYfc$�gf]�gj�egj]�

ea\\d]�jYfck$�gj�l`]�ZY[c�jYfc&�;`YjY[l]jk�af�l`]�^jgfl�

Yf\�ZY[c�jYfck�f]]\�]fgm_`�jgge�lg�ljYn]d�ka\]�Zq�

side with others in their rank. When space is too tight, 

l`]�eYj[`af_�gj\]j�emkl�[`Yf_]$�mkmYddq�Zq�egnaf_�

characters to a middle rank.

 Fewer Than Three Ranks. A^�Yf�Y\n]flmjaf_�hYjlq�

arranges its marching order with only two ranks, they 

Yj]�Y�^jgfl�jYfc�Yf\�Y�ZY[c�jYfc&�A^�l`]j]Ìk�gfdq�gf]�jYfc$�

alÌk�[gfka\]j]\�Y�^jgfl�jYfc&

Stealth
While traveling at a slow pace, the characters can move 

kl]Ydl`adq&�9k�dgf_�Yk�l`]qÌj]�fgl�af�l`]�gh]f$�l`]q�[Yf�ljq�

lg�kmjhjak]�gj�kf]Yc�Zq�gl`]j�[j]Ylmj]k�l`]q�]f[gmfl]j&�

K]]�l`]�jmd]k�^gj�`a\af_�af�[`Yhl]j�/&

Splitting Up the Party
Sometimes, it makes sense to split an adventuring party, 
especially if you want one or more characters to scout ahead. 
<RX�FDQ�IRUP�PXOWLSOH�SDUWLHV��HDFK�PRYLQJ�DW�D�GLŚHUHQW�VSHHG��
Each group has its own front, middle, and back ranks.
 The drawback to this approach is that the party will be split 
into several smaller groups in the event of an attack. The 
advantage is that a small group of stealthy characters moving 
slowly might be able to sneak past enemies that clumsier 
FKDUDFWHUV�ZRXOG�DOHUW��$�SDLU�RI�URJXHV�PRYLQJ�DW�D�VORZ�
pace are much harder to detect when they leave their dwarf 
śJKWHU�IULHQG�EHKLQG�
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Noticing Threats
Mk]�l`]�hYkkan]�Oak\ge� H]j[]hlagf!�k[gj]k�g^�l`]�

[`YjY[l]jk�lg�\]l]jeaf]�o`]l`]j�Yfqgf]�af�l`]�_jgmh�

fgla[]k�Y�`a\\]f�l`j]Yl&�L`]�<E�ea_`l�\][a\]�l`Yl�Y�

l`j]Yl�[Yf�Z]�fgla[]\�gfdq�Zq�[`YjY[l]jk�af�Y�hYjla[mdYj�

jYfc&�>gj�]pYehd]$�Yk�l`]�[`YjY[l]jk�Yj]�]phdgjaf_�Y�

eYr]�g^�lmff]dk$�l`]�<E�ea_`l�\][a\]�l`Yl�gfdq�l`gk]�

characters in the back rank have a chance to hear or 

khgl�Y�kl]Ydl`q�[j]Ylmj]�^gddgoaf_�l`]�_jgmh$�o`ad]�

characters in the front and middle ranks cannot. 

� O`ad]�ljYn]daf_�Yl�Y�^Ykl�hY[]$�[`YjY[l]jk�lYc]�Y�Ç-�

h]fYdlq�lg�l`]aj�hYkkan]�Oak\ge� H]j[]hlagf!�k[gj]k�

to notice hidden threats.

 Encountering Creatures. If the DM determines 

l`Yl�l`]�Y\n]flmj]jk�]f[gmfl]j�gl`]j�[j]Ylmj]k�o`ad]�

l`]qÌj]�ljYn]daf_$�alÌk�mh�lg�Zgl`�_jgmhk�lg�\][a\]�o`Yl�

`Yhh]fk�f]pl&�=al`]j�_jgmh�ea_`l�\][a\]�lg�YllY[c$�

afalaYl]�Y�[gfn]jkYlagf$�jmf�YoYq$�gj�oYal�lg�k]]�o`Yl�l`]�

gl`]j�_jgmh�\g]k&

 Surprising Foes. A^�l`]�Y\n]flmj]jk�]f[gmfl]j�Y�

`gklad]�[j]Ylmj]�gj�_jgmh$�l`]�<E�\]l]jeaf]k�o`]l`]j�

l`]�Y\n]flmj]jk�gj�l`]aj�^g]k�ea_`l�Z]�kmjhjak]\�o`]f�

[geZYl�]jmhlk&�K]]�[`Yhl]j�1�^gj�egj]�YZgml�kmjhjak]&

Other Activities
;`YjY[l]jk�o`g�lmjf�l`]aj�Yll]flagf�lg�gl`]j�lYkck�Yk�l`]�

_jgmh�ljYn]dk�Yj]�fgl�^g[mk]\�gf�oYl[`af_�^gj�\Yf_]j&�

L`]k]�[`YjY[l]jk�\gfÌl�[gfljaZml]�l`]aj�hYkkan]�Oak\ge�

 H]j[]hlagf!�k[gj]k�lg�l`]�_jgmhÌk�[`Yf[]�g^�fgla[af_�

`a\\]f�l`j]Ylk&�@go]n]j$�Y�[`YjY[l]j�fgl�oYl[`af_�^gj�

danger can do one of the following activities instead, or 

kge]�gl`]j�Y[lanalq�oal`�l`]�<EÌk�h]jeakkagf&

 FYna_Yl]&�L`]�[`YjY[l]j�[Yf�ljq�lg�hj]n]fl�l`]�_jgmh�

^jge�Z][geaf_�dgkl$�eYcaf_�Y�Oak\ge� KmjnanYd!�[`][c�

o`]f�l`]�<E�[Yddk�^gj�al&� L`]�<mf_]gf�EYkl]jÌk�?ma\] 

`Yk�jmd]k�lg�\]l]jeaf]�o`]l`]j�l`]�_jgmh�_]lk�dgkl&!

 Draw a Map. L`]�[`YjY[l]j�[Yf�\jYo�Y�eYh�l`Yl�

j][gj\k�l`]�_jgmhÌk�hjg_j]kk�Yf\�`]dhk�l`]�[`YjY[l]jk�

_]l�ZY[c�gf�[gmjk]�a^�l`]q�_]l�dgkl&�Fg�YZadalq�[`][c�

ak�j]imaj]\&

 Track. 9�[`YjY[l]j�[Yf�^gddgo�l`]�ljY[ck�g^�Yfgl`]j�

[j]Ylmj]$�eYcaf_�Y�Oak\ge� KmjnanYd!�[`][c�o`]f�l`]�

<E�[Yddk�^gj�al&� L`]�<mf_]gf�EYkl]jÌk�?ma\]�`Yk�jmd]k�

^gj�ljY[caf_&!

 Forage. L`]�[`YjY[l]j�[Yf�c]]h�Yf�]q]�gml�^gj�j]Y\q�

kgmj[]k�g^�^gg\�Yf\�oYl]j$�eYcaf_�Y�Oak\ge� KmjnanYd!�

[`][c�o`]f�l`]�<E�[Yddk�^gj�al&� L`]�<mf_]gf�EYkl]jÌk�

?ma\]�`Yk�jmd]k�^gj�^gjY_af_&!

The Environment
:q�alk�fYlmj]$�Y\n]flmjaf_�afngdn]k�\]dnaf_�aflg�hdY[]k�

l`Yl�Yj]�\Yjc$�\Yf_]jgmk$�Yf\�^mdd�g^�eqkl]ja]k�lg�Z]�

]phdgj]\&�L`]�jmd]k�af�l`ak�k][lagf�[gn]j�kge]�g^�l`]�

egkl�aehgjlYfl�oYqk�af�o`a[`�Y\n]flmj]jk�afl]jY[l�oal`�

l`]�]fnajgfe]fl�af�km[`�hdY[]k&�L`]�<mf_]gf�EYkl]jÌk�

?ma\]�`Yk�jmd]k�[gn]jaf_�egj]�mfmkmYd�kalmYlagfk&

Falling
9�^Ydd�^jge�Y�_j]Yl�`]a_`l�ak�gf]�g^�l`]�egkl�[geegf�

`YrYj\k�^Y[af_�Yf�Y\n]flmj]j&

� 9l�l`]�]f\�g^�Y�^Ydd$�Y�[j]Ylmj]�lYc]k�)\.�Zdm\_]gfaf_�

\YeY_]�^gj�]n]jq�)(�^]]l�al�^]dd$�lg�Y�eYpaeme�g^�*(\.&�

L`]�[j]Ylmj]�dYf\k�hjgf]$�mfd]kk�al�Ynga\k�lYcaf_�

damage from the fall.

Suffocating
9�[j]Ylmj]�[Yf�`gd\�alk�Zj]Yl`�^gj�Y�fmeZ]j�g^�eafml]k�

]imYd�lg�)�#�alk�;gfklalmlagf�eg\aÕ]j� eafaeme�g^�

+(�k][gf\k!&

� O`]f�Y�[j]Ylmj]�jmfk�gml�g^�Zj]Yl`$�al�[Yf�kmjnan]�^gj�

Y�fmeZ]j�g^�jgmf\k�]imYd�lg�alk�;gfklalmlagf�eg\aÕ]j�

 eafaeme�)�jgmf\!&�9l�l`]�klYjl�g^�alk�f]pl�lmjf$�al�\jghk�

lg�(�`al�hgaflk�Yf\�ak�\qaf_&

� >gj�]pYehd]$�Y�[j]Ylmj]�oal`�Y�;gfklalmlagf�g^�),�[Yf�

`gd\�alk�Zj]Yl`�^gj�+�eafml]k&�A^�al�klYjlk�kmץg[Ylaf_$�al�

`Yk�*�jgmf\k�lg�j]Y[`�Yaj�Z]^gj]�al�\jghk�lg�(�`al�hgaflk&

Vision and Light
L`]�egkl�^mf\Ye]flYd�lYkck�g^�Y\n]flmjaf_Èfgla[af_�

\Yf_]j$�Õf\af_�`a\\]f�gZb][lk$�`allaf_�Yf�]f]eq�af�

[geZYl$�Yf\�lYj_]laf_�Y�kh]dd$�lg�fYe]�bmkl�Y�^]oÈ

j]dq�`]Ynadq�gf�Y�[`YjY[l]jÌk�YZadalq�lg�k]]&�<Yjcf]kk�

Yf\�gl`]j�]ץ][lk�l`Yl�gZk[mj]�nakagf�[Yf�hjgn]�Y�

ka_faÕ[Yfl�`af\jYf[]&

� 9�_an]f�Yj]Y�ea_`l�Z]�da_`ldq�gj�`]Ynadq�gZk[mj]\&�Af�

a lightly obscured�Yj]Y$�km[`�Yk�\ae�da_`l$�hYl[`q�^g_$�

gj�eg\]jYl]�^gdaY_]$�[j]Ylmj]k�`Yn]�\akY\nYflY_]�gf�

Oak\ge� H]j[]hlagf!�[`][ck�l`Yl�j]dq�gf�ka_`l&

� 9�heavily obscured�Yj]YÈkm[`�Yk�\Yjcf]kk$�ghYim]�

^g_$�gj�\]fk]�^gdaY_]ÈZdg[ck�nakagf�]flaj]dq&�9�[j]Ylmj]�

af�Y�`]Ynadq�gZk[mj]\�Yj]Y�]ץ][lan]dq�kmץ]jk�^jge�l`]�

Zdaf\]\�[gf\alagf� k]]�l`]�Yhh]f\ap!&

� L`]�hj]k]f[]�gj�YZk]f[]�g^�da_`l�af�Yf�]fnajgfe]fl�

[j]Yl]k�l`j]]�[Yl]_gja]k�g^�addmeafYlagf2�Zja_`l�da_`l$�\ae�

light, and darkness.

 Bright light�d]lk�egkl�[j]Ylmj]k�k]]�fgjeYddq&�=n]f�

gloomy days provide bright light, as do torches, lanterns, 

Õj]k$�Yf\�gl`]j�kgmj[]k�g^�addmeafYlagf�oal`af�Y�

kh][aÕ[�jY\amk&

 Dim light, also called shadows, creates a lightly 

gZk[mj]\�Yj]Y&�9f�Yj]Y�g^�\ae�da_`l�ak�mkmYddq�Y�

Zgmf\Yjq�Z]lo]]f�Y�kgmj[]�g^�Zja_`l�da_`l$�km[`�Yk�

Y�lgj[`$�Yf\�kmjjgmf\af_�\Yjcf]kk&�L`]�kg^l�da_`l�

g^�loada_`l�Yf\�\Yof�Ydkg�[gmflk�Yk�\ae�da_`l&�9�

hYjla[mdYjdq�ZjaddaYfl�^mdd�eggf�ea_`l�ZYl`]�l`]�dYf\�

in dim light.

 Darkness�[j]Yl]k�Y�`]Ynadq�gZk[mj]\�Yj]Y&�;`YjY[l]jk�

^Y[]�\Yjcf]kk�gml\ggjk�Yl�fa_`l� ]n]f�egkl�eggfdal�

fa_`lk!$�oal`af�l`]�[gfÕf]k�g^�Yf�mfdal�\mf_]gf�gj�Y�

kmZl]jjYf]Yf�nYmdl$�gj�af�Yf�Yj]Y�g^�eY_a[Yd�\Yjcf]kk&

Blindsight
9�[j]Ylmj]�oal`�Zdaf\ka_`l�[Yf�h]j[]an]�alk�kmjjgmf\af_k�

oal`gml�j]dqaf_�gf�ka_`l$�oal`af�Y�kh][aÕ[�jY\amk&�

;j]Ylmj]k�oal`gml�]q]k$�km[`�Yk�ggr]k$�Yf\�[j]Ylmj]k�

oal`�][`gdg[Ylagf�gj�`]a_`l]f]\�k]fk]k$�km[`�Yk�ZYlk�

Yf\�ljm]�\jY_gfk$�`Yn]�l`ak�k]fk]&

Darkvision
EYfq�[j]Ylmj]k�af�l`]�ogjd\k�g^�<�<$�]kh][aYddq�l`gk]�

l`Yl�\o]dd�mf\]j_jgmf\$�`Yn]�\Yjcnakagf&�Oal`af�Y�

kh][aÕ]\�jYf_]$�Y�[j]Ylmj]�oal`�\Yjcnakagf�[Yf�k]]�af�
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darkness as if the darkness were dim light, so areas 

g^�\Yjcf]kk�Yj]�gfdq�da_`ldq�gZk[mj]\�Yk�^Yj�Yk�l`Yl�

[j]Ylmj]�ak�[gf[]jf]\&�@go]n]j$�l`]�[j]Ylmj]�[YfÌl�

discern color in darkness, only shades of gray.

Truesight
9�[j]Ylmj]�oal`�ljm]ka_`l�[Yf$�gml�lg�Y�kh][aÕ[�jYf_]$�

see in normal and magical darkness, see invisible 

[j]Ylmj]k�Yf\�gZb][lk$�YmlgeYla[Yddq�\]l][l�nakmYd�

addmkagfk�Yf\�km[[]]\�gf�kYnaf_�l`jgok�Y_Yafkl�l`]e$�

and perceive the original form of a shapechanger or a 

[j]Ylmj]�l`Yl�ak�ljYfk^gje]\�Zq�eY_a[&�>mjl`]jegj]$�

l`]�[j]Ylmj]�[Yf�k]]�aflg�l`]�=l`]j]Yd�HdYf]&

Food and Water
;`YjY[l]jk�o`g�\gfÌl�]Yl�gj�\jafc�kmץ]j�l`]�]ץ][lk�

g^�]p`Ymklagf� k]]�l`]�Yhh]f\ap!&�=p`Ymklagf�[Ymk]\�

Zq�dY[c�g^�^gg\�gj�oYl]j�[YfÌl�Z]�j]egn]\�mflad�l`]�

[`YjY[l]j�]Ylk�Yf\�\jafck�l`]�^mdd�j]imaj]\�Yegmfl&

Food
9�[`YjY[l]j�f]]\k�gf]�hgmf\�g^�^gg\�h]j�\Yq�Yf\�[Yf�

eYc]�^gg\�dYkl�dgf_]j�Zq�kmZkaklaf_�gf�`Yd^�jYlagfk&�

=Ylaf_�`Yd^�Y�hgmf\�g^�^gg\�af�Y�\Yq�[gmflk�Yk�`Yd^�Y�\Yq�

oal`gml�^gg\&

� 9�[`YjY[l]j�[Yf�_g�oal`gml�^gg\�^gj�Y�fmeZ]j�g^�\Yqk�

]imYd�lg�+�#�`ak�gj�`]j�;gfklalmlagf�eg\aÕ]j� eafaeme�

)!&�9l�l`]�]f\�g^�]Y[`�\Yq�Z]qgf\�l`Yl�daeal$�Y�[`YjY[l]j�

YmlgeYla[Yddq�kmץ]jk�gf]�d]n]d�g^�]p`Ymklagf&

� �9�fgjeYd�\Yq�g^�]Ylaf_�j]k]lk�l`]�[gmfl�g^�\Yqk�

oal`gml�^gg\�lg�r]jg&

Water
9�[`YjY[l]j�f]]\k�gf]�_Yddgf�g^�oYl]j�h]j�\Yq$�gj�log�

_Yddgfk�h]j�\Yq�a^�l`]�o]Yl`]j�ak�`gl&�9�[`YjY[l]j�o`g�

\jafck�gfdq�`Yd^�l`Yl�em[`�oYl]j�emkl�km[[]]\�gf�Y�

<;�)-�;gfklalmlagf�kYnaf_�l`jgo�gj�kmץ]j�gf]�d]n]d�g^�

]p`Ymklagf�Yl�l`]�]f\�g^�l`]�\Yq&�9�[`YjY[l]j�oal`�Y[[]kk�

lg�]n]f�d]kk�oYl]j�YmlgeYla[Yddq�kmץ]jk�gf]�d]n]d�g^�

]p`Ymklagf�Yl�l`]�]f\�g^�l`]�\Yq&

 If the character already has one or more levels of 

]p`Ymklagf$�l`]�[`YjY[l]j�lYc]k�log�d]n]dk�af�]al`]j�[Yk]&

Interacting with Objects
9�[`YjY[l]jÌk�afl]jY[lagf�oal`�gZb][lk�af�Yf�]fnajgfe]fl�

ak�g^l]f�kaehd]�lg�j]kgdn]�af�l`]�_Ye]&�L`]�hdYq]j�l]ddk�

the DM that his or her character is doing something, 

km[`�Y�egnaf_�Y�d]n]j$�Yf\�l`]�<E�\]k[jaZ]k�o`Yl$�a^�

anything happens.

� >gj�]pYehd]$�Y�[`YjY[l]j�ea_`l�\][a\]�lg�hmdd�Y�d]n]j$�

o`a[`�ea_`l$�af�lmjf$�jYak]�Y�hgjl[mddak$�[Ymk]�Y�jgge�lg�

Ögg\�oal`�oYl]j$�gj�gh]f�Y�k][j]l�\ggj�af�Y�f]YjZq�oYdd&�

A^�l`]�d]n]j�ak�jmkl]\�af�hgkalagf$�l`gm_`$�Y�[`YjY[l]j�

ea_`l�f]]\�lg�^gj[]�al&�Af�km[`�Y�kalmYlagf$�l`]�<E�ea_`l�

call for a Strength check to see whether the character 

[Yf�oj]f[`�l`]�d]n]j�aflg�hdY[]&�L`]�<E�k]lk�l`]�<;�^gj�

Yfq�km[`�[`][c�ZYk]\�gf�l`]�\a[mdlq�g^�l`]�lYkc&

� ;`YjY[l]jk�[Yf�Ydkg�\YeY_]�gZb][lk�oal`�l`]aj�

o]Yhgfk�Yf\�kh]ddk&�GZb][lk�Yj]�aeemf]�lg�hgakgf�Yf\�

hkq[`a[�\YeY_]$�Zml�gl`]joak]�l`]q�[Yf�Z]�Yץ][l]\�

Zq�h`qka[Yd�Yf\�eY_a[Yd�YllY[ck�em[`�dac]�[j]Ylmj]k�

[Yf&�L`]�<E�\]l]jeaf]k�Yf�gZb][lÌk�9jegj�;dYkk�Yf\�

hit points, and might decide that certain objects have 

j]kaklYf[]�gj�aeemfalq�lg�[]jlYaf�caf\k�g^�YllY[ck&� AlÌk�

`Yj\�lg�[ml�Y�jgh]�oal`�Y�[dmZ$�^gj�]pYehd]&!�GZb][lk�

YdoYqk�^Yad�Klj]f_l`�Yf\�<]pl]jalq�kYnaf_�l`jgok$�Yf\�

l`]q�Yj]�aeemf]�lg�]ץ][lk�l`Yl�j]imaj]�gl`]j�kYn]k&�

O`]f�Yf�gZb][l�\jghk�lg�(�`al�hgaflk$�al�Zj]Yck&

� 9�[`YjY[l]j�[Yf�Ydkg�Yll]ehl�Y�Klj]f_l`�[`][c�lg�

Zj]Yc�Yf�gZb][l&�L`]�<E�k]lk�l`]�<;�^gj�Yfq�km[`�[`][c&

Social Interaction
=phdgjaf_�\mf_]gfk$�gn]j[geaf_�gZklY[d]k$�Yf\�kdYqaf_�

egfkl]jk�Yj]�c]q�hYjlk�g^�<�<�Y\n]flmj]k&�Fg�d]kk�

aehgjlYfl$�l`gm_`$�Yj]�l`]�kg[aYd�afl]jY[lagfk�l`Yl�

Y\n]flmj]jk�`Yn]�oal`�gl`]j�af`YZalYflk�g^�l`]�ogjd\&

� Afl]jY[lagf�lYc]k�gf�eYfq�^gjek&�Qgm�ea_`l�f]]\�

lg�[gfnaf[]�Yf�mfk[jmhmdgmk�l`a]^�lg�[gf^]kk�lg�kge]�

eYd^]YkYf[]$�gj�qgm�ea_`l�ljq�lg�ÖYll]j�Y�\jY_gf�kg�l`Yl�

al�oadd�khYj]�qgmj�da^]&�L`]�<E�Ykkme]k�l`]�jgd]k�g^�Yfq�

characters who are participating in the interaction that 

\gfÌl�Z]dgf_�lg�Yfgl`]j�hdYq]j�Yl�l`]�lYZd]&�9fq�km[`�

character is called a nonplayer character� FH;!&

� Af�_]f]jYd�l]jek$�Yf�FH;Ìk�Yllalm\]�lgoYj\�qgm�ak�

\]k[jaZ]\�Yk�^ja]f\dq$�af\aץ]j]fl$�gj�`gklad]&�>ja]f\dq�

FH;k�Yj]�hj]\akhgk]\�lg�`]dh�qgm$�Yf\�`gklad]�gf]k�Yj]�

af[daf]\�lg�_]l�af�qgmj�oYq&�AlÌk�]Yka]j�lg�_]l�o`Yl�qgm�

oYfl�^jge�Y�^ja]f\dq�FH;$�g^�[gmjk]&

� Kg[aYd�afl]jY[lagfk�`Yn]�log�hjaeYjq�Ykh][lk2�

roleplaying and ability checks.

Roleplaying
Jgd]hdYqaf_�ak$�dal]jYddq$�l`]�Y[l�g^�hdYqaf_�gml�Y�jgd]&�

Af�l`ak�[Yk]$�alÌk�qgm�Yk�Y�hdYq]j�\]l]jeafaf_�`go�qgmj�

character thinks, acts, and talks.

 Roleplaying is a part of every aspect of the game, 

Yf\�al�[ge]k�lg�l`]�^gj]�\mjaf_�kg[aYd�afl]jY[lagfk&�

Qgmj�[`YjY[l]jÌk�imajck$�eYff]jakek$�Yf\�h]jkgfYdalq�

afÖm]f[]�`go�afl]jY[lagfk�j]kgdn]&

� L`]j]�Yj]�log�klqd]k�qgm�[Yf�mk]�o`]f�jgd]hdYqaf_�

qgmj�[`YjY[l]j2�l`]�\]k[jahlan]�YhhjgY[`�Yf\�l`]�Y[lan]�

YhhjgY[`&�Egkl�hdYq]jk�mk]�Y�[geZafYlagf�g^�l`]�log�

klqd]k&�Mk]�o`a[`]n]j�eap�g^�l`]�log�ogjck�Z]kl�^gj�qgm&

Descriptive Approach to Roleplaying
Oal`�l`ak�YhhjgY[`$�qgm�\]k[jaZ]�qgmj�[`YjY[l]jÌk�ogj\k�

and actions to the DM and the other players. Drawing on 

qgmj�e]flYd�aeY_]�g^�qgmj�[`YjY[l]j$�qgm�l]dd�]n]jqgf]�

o`Yl�qgmj�[`YjY[l]j�\g]k�Yf\�`go�`]�gj�k`]�\g]k�al&

� >gj�afklYf[]$�;`jak�hdYqk�Lgj\]c�l`]�\oYj^&�Lgj\]c�

`Yk�Y�ima[c�l]eh]j�Yf\�ZdYe]k�l`]�]dn]k�g^�l`]�

;dgYcogg\�^gj�`ak�^YeadqÌk�eak^gjlmf]&�9l�Y�lYn]jf$�Yf�

gZfgpagmk�]d^�eafklj]d�kalk�Yl�Lgj\]cÌk�lYZd]�Yf\�lja]k�lg�

kljac]�mh�Y�[gfn]jkYlagf�oal`�l`]�\oYj^&

� ;`jak�kYqk$�ÉLgj\]c�khalk�gf�l`]�Öggj$�_jgodk�Yf�

afkmdl�Yl�l`]�ZYj\$�Yf\�klgehk�gn]j�lg�l`]�ZYj&�@]�kalk�

on a stool and glares at the minstrel before ordering 

Yfgl`]j�\jafc&Ê

� Af�l`ak�]pYehd]$�;`jak�`Yk�[gfn]q]\�Lgj\]cÌk�egg\�

Yf\�_an]f�l`]�<E�Y�[d]Yj�a\]Y�g^�`ak�[`YjY[l]jÌk�Yllalm\]�

and actions.

� O`]f�mkaf_�\]k[jahlan]�jgd]hdYqaf_$�c]]h�l`]�

^gddgoaf_�l`af_k�af�eaf\2
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�� <]k[jaZ]�qgmj�[`YjY[l]jÌk�]eglagfk�Yf\�Yllalm\]&

�� >g[mk�gf�qgmj�[`YjY[l]jÌk�afl]fl�Yf\�`go�gl`]jk�

might perceive it.

�� Hjgna\]�Yk�em[`�]eZ]ddak`e]fl�Yk�qgm�^]]d�

comfortable with.

� <gfÌl�ogjjq�YZgml�_]llaf_�l`af_k�]pY[ldq�ja_`l&�Bmkl�

^g[mk�gf�l`afcaf_�YZgml�o`Yl�qgmj�[`YjY[l]j�ogmd\�\g�

Yf\�\]k[jaZaf_�o`Yl�qgm�k]]�af�qgmj�eaf\&

Active Approach to Roleplaying
A^�\]k[jahlan]�jgd]hdYqaf_�l]ddk�qgmj�<E�Yf\�qgmj�^]ddgo�

hdYq]jk�o`Yl�qgmj�[`YjY[l]j�l`afck�Yf\�\g]k$�Y[lan]�

roleplaying k`gok them.

� O`]f�qgm�mk]�Y[lan]�jgd]hdYqaf_$�qgm�kh]Yc�oal`�qgmj�

[`YjY[l]jÌk�nga[]$�dac]�Yf�Y[lgj�lYcaf_�gf�Y�jgd]&�Qgm�ea_`l�

]n]f�][`g�qgmj�[`YjY[l]jÌk�egn]e]flk�Yf\�Zg\q�dYf_mY_]&�

L`ak�YhhjgY[`�ak�egj]�aee]jkan]�l`Yf�\]k[jahlan]�

jgd]hdYqaf_$�l`gm_`�qgm�kladd�f]]\�lg�\]k[jaZ]�l`af_k�

l`Yl�[YfÌl�Z]�j]YkgfYZdq�Y[l]\�gml&

� ?gaf_�ZY[c�lg�l`]�]pYehd]�g^�;`jak�jgd]hdYqaf_�Lgj\]c�

YZgn]$�`]j]Ìk�`go�l`]�k[]f]�ea_`l�hdYq�gml�a^�;`jak�mk]\�

Y[lan]�jgd]hdYqaf_2

� Kh]Ycaf_�Yk�Lgj\]c$�;`jak�kYqk�af�Y�_jmץ$�\]]h�nga[]$�

ÉA�oYk�ogf\]jaf_�o`q�al�km\\]fdq�ke]dd]\�Yo^md�af�`]j]&�

A^�A�oYfl]\�lg�`]Yj�Yfql`af_�gml�g^�qgm$�AÌ\�kfYh�qgmj�

Yje�Yf\�]fbgq�qgmj�k[j]Yek&Ê�Af�`ak�fgjeYd�nga[]$�;`jak�

l`]f�Y\\k$�ÉA�_]l�mh$�_dYj]�Yl�l`]�]d^$�Yf\�`]Y\�lg�l`]�ZYj&Ê

Results of Roleplaying
L`]�<E�mk]k�qgmj�[`YjY[l]jÌk�Y[lagfk�Yf\�Yllalm\]k�lg�

\]l]jeaf]�`go�Yf�FH;�j]Y[lk&�9�[goYj\dq�FH;�Zm[cd]k�

mf\]j�l`j]Ylk�g^�nagd]f[]&�9�klmZZgjf�\oYj^�j]^mk]k�lg�

d]l�Yfqgf]�ZY\_]j�`]j&�9�nYaf�\jY_gf�dYhk�mh�ÖYll]jq&

� O`]f�afl]jY[laf_�oal`�Yf�FH;$�hYq�[dgk]�Yll]flagf�lg�

l`]�<EÌk�hgjljYqYd�g^�l`]�FH;Ìk�egg\$�\aYdg_m]$�Yf\�

h]jkgfYdalq&�Qgm�ea_`l�Z]�YZd]�lg�\]l]jeaf]�Yf�FH;Ìk�

h]jkgfYdalq�ljYalk$�a\]Ydk$�ÖYok$�Yf\�Zgf\k$�l`]f�hdYq�gf�

l`]e�lg�afÖm]f[]�l`]�FH;Ìk�Yllalm\]&

� Afl]jY[lagfk�af�<�<�Yj]�em[`�dac]�afl]jY[lagfk�af�

j]Yd�da^]&�A^�qgm�[Yf�gץ]j�FH;k�kge]l`af_�l`]q�oYfl$�

threaten them with something they fear, or play on their 

kqehYl`a]k�Yf\�_gYdk$�qgm�[Yf�mk]�ogj\k�lg�_]l�Ydegkl�

Yfql`af_�qgm�oYfl&�Gf�l`]�gl`]j�`Yf\$�a^�qgm�afkmdl�Y�

hjgm\�oYjjagj�gj�kh]Yc�add�g^�Y�fgZd]Ìk�Ydda]k$�qgmj�]ץgjlk�

to convince or deceive will fall short.

Ability Checks
In addition to roleplaying, ability checks are key in 

\]l]jeafaf_�l`]�gml[ge]�g^�Yf�afl]jY[lagf&

� Qgmj�jgd]hdYqaf_�]ץgjlk�[Yf�Ydl]j�Yf�FH;Ìk�Yllalm\]$�

Zml�l`]j]�ea_`l�kladd�Z]�Yf�]d]e]fl�g^�[`Yf[]�af�l`]�

kalmYlagf&�>gj�]pYehd]$�qgmj�<E�[Yf�[Ydd�^gj�Y�;`YjakeY�

[`][c�Yl�Yfq�hgafl�\mjaf_�Yf�afl]jY[lagf�a^�`]�gj�k`]�

oYflk�l`]�\a[]�lg�hdYq�Y�jgd]�af�\]l]jeafaf_�Yf�FH;Ìk�

reactions. Other checks might be appropriate in certain 

kalmYlagfk$�Yl�qgmj�<EÌk�\ak[j]lagf&

� HYq�Yll]flagf�lg�qgmj�kcadd�hjgÕ[a]f[a]k�o`]f�l`afcaf_�

g^�`go�qgm�oYfl�lg�afl]jY[l�oal`�Yf�FH;$�Yf\�klY[c�

l`]�\][c�af�qgmj�^Yngj�Zq�mkaf_�Yf�YhhjgY[`�l`Yl�j]da]k�

gf�qgmj�Z]kl�Zgfmk]k�Yf\�kcaddk&�A^�l`]�_jgmh�f]]\k�lg�

lja[c�Y�_mYj\�aflg�d]llaf_�l`]e�aflg�Y�[Ykld]$�l`]�jg_m]�

o`g�ak�hjgÕ[a]fl�af�<][]hlagf�ak�l`]�Z]kl�Z]l�lg�d]Y\�l`]�

\ak[mkkagf&�O`]f�f]_glaYlaf_�^gj�Y�`gklY_]Ìk�j]d]Yk]$�

l`]�[d]ja[�oal`�H]jkmYkagf�k`gmd\�\g�egkl�g^�l`]�lYdcaf_&

Resting
@]jga[�l`gm_`�l`]q�ea_`l�Z]$�Y\n]flmj]jk�[YfÌl�kh]f\�

]n]jq�`gmj�g^�l`]�\Yq�af�l`]�l`a[c�g^�]phdgjYlagf$�kg[aYd�

afl]jY[lagf$�Yf\�[geZYl&�L`]q�f]]\�j]klÈlae]�lg�

kd]]h�Yf\�]Yl$�l]f\�l`]aj�ogmf\k$�j]^j]k`�l`]aj�eaf\k�

and spirits for spellcasting, and brace themselves for 

^mjl`]j�Y\n]flmj]&�

� 9\n]flmj]jk�[Yf�lYc]�k`gjl�j]klk�af�l`]�ea\kl�g^�Yf�

Y\n]flmjaf_�\Yq�Yf\�Y�dgf_�j]kl�lg�]f\�l`]�\Yq&

Short Rest
9�k`gjl�j]kl�ak�Y�h]jag\�g^�\goflae]$�Yl�d]Ykl�)�`gmj�dgf_$�

\mjaf_�o`a[`�Y�[`YjY[l]j�\g]k�fgl`af_�egj]�klj]fmgmk�

l`Yf�]Ylaf_$�\jafcaf_$�j]Y\af_$�Yf\�l]f\af_�lg�ogmf\k&

� 9�[`YjY[l]j�[Yf�kh]f\�gf]�gj�egj]�@al�<a[]�Yl�l`]�]f\�

g^�Y�k`gjl�j]kl$�mh�lg�l`]�[`YjY[l]jÌk�eYpaeme�fmeZ]j�

g^�@al�<a[]$�o`a[`�ak�]imYd�lg�l`]�[`YjY[l]jÌk�d]n]d&�>gj�

]Y[`�@al�<a]�kh]fl�af�l`ak�oYq$�l`]�hdYq]j�jgddk�l`]�\a]�

Yf\�Y\\k�l`]�[`YjY[l]jÌk�;gfklalmlagf�eg\aÕ]j�lg�al&�L`]�

[`YjY[l]j�j]_Yafk�`al�hgaflk�]imYd�lg�l`]�lglYd&�L`]�hdYq]j�

[Yf�\][a\]�lg�kh]f\�Yf�Y\\alagfYd�@al�<a]�Y^l]j�]Y[`�jgdd&�

9�[`YjY[l]j�j]_Yafk�kge]�kh]fl�@al�<a[]�mhgf�Õfak`af_�

Y�dgf_�j]kl$�Yk�]phdYaf]\�Z]dgo&

Long Rest
9�dgf_�j]kl�ak�Y�h]jag\�g^�]pl]f\]\�\goflae]$�Yl�d]Ykl�0�

`gmjk�dgf_$�\mjaf_�o`a[`�Y�[`YjY[l]j�kd]]hk�gj�h]j^gjek�

da_`l�Y[lanalq2�j]Y\af_$�lYdcaf_$�]Ylaf_$�gj�klYf\af_�oYl[`�

^gj�fg�egj]�l`Yf�*�`gmjk&�A^�l`]�j]kl�ak�afl]jjmhl]\�Zq�Y�

h]jag\�g^�klj]fmgmk�Y[lanalqÈYl�d]Ykl�)�`gmj�g^�oYdcaf_$�

Õ_`laf_$�[Yklaf_�kh]ddk$�gj�kaeadYj�Y\n]flmjaf_�Y[lanalqÈ

l`]�[`YjY[l]jk�emkl�Z]_af�l`]�j]kl�Y_Yaf�lg�_Yaf�Yfq�

Z]f]Õl�^jge�al&

� 9l�l`]�]f\�g^�Y�dgf_�j]kl$�Y�[`YjY[l]j�j]_Yafk�Ydd�dgkl�

`al�hgaflk&�L`]�[`YjY[l]j�Ydkg�j]_Yafk�kh]fl�@al�<a[]$�mh�

lg�Y�fmeZ]j�g^�\a[]�]imYd�lg�`Yd^�g^�l`]�[`YjY[l]jÌk�lglYd�

fmeZ]j�g^�l`]e&�>gj�]pYehd]$�a^�Y�[`YjY[l]j�`Yk�]a_`l�

@al�<a[]$�`]�gj�k`]�[Yf�j]_Yaf�^gmj�kh]fl�@al�<a[]�mhgf�

Õfak`af_�Y�dgf_�j]kl&

� 9�[`YjY[l]j�[YfÌl�Z]f]Õl�^jge�egj]�l`Yf�gf]�dgf_�j]kl�

af�Y�*,%`gmj�h]jag\$�Yf\�Y�[`YjY[l]j�emkl�`Yn]�Yl�d]Ykl�

)�`al�hgafl�Yl�l`]�klYjl�g^�l`]�j]kl�lg�_Yaf�alk�Z]f]Õlk&

Between Adventures
:]lo]]f�ljahk�lg�\mf_]gfk�Yf\�ZYlld]k�Y_Yafkl�Yf[a]fl�

]nadk$�Y\n]flmj]jk�f]]\�lae]�lg�j]kl$�j][mh]jYl]$�Yf\�

hj]hYj]�^gj�l`]aj�f]pl�Y\n]flmj]&�EYfq�Y\n]flmj]jk�Ydkg�

mk]�l`ak�lae]�lg�h]j^gje�gl`]j�lYkck$�km[`�Yk�[jY^laf_�

arms and armor, performing research, or spending 

their hard-earned gold.

 In some cases, the passage of time is something that 

g[[mjk�oal`�dalld]�^Yf^Yj]�gj�\]k[jahlagf&�O`]f�klYjlaf_�

Y�f]o�Y\n]flmj]$�l`]�<E�ea_`l�kaehdq�\][dYj]�l`Yl�Y�

[]jlYaf�Yegmfl�g^�lae]�`Yk�hYkk]\�Yf\�Yddgo�qgm�lg�

\]k[jaZ]�af�_]f]jYd�l]jek�o`Yl�qgmj�[`YjY[l]j�`Yk� 

Z]]f�\gaf_&�9l�gl`]j�lae]k$�l`]�<E�ea_`l�oYfl�lg�c]]h�
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ljY[c�g^�bmkl�`go�em[`�lae]�ak�hYkkaf_�Yk�]n]flk�Z]qgf\�

qgmj�h]j[]hlagf�klYq�af�eglagf&

Lifestyle Expenses
:]lo]]f�Y\n]flmj]k$�qgm�[`ggk]�Y�hYjla[mdYj�imYdalq�

of life and pay the cost of maintaining that lifestyle, as 

\]k[jaZ]\�af�[`Yhl]j�-&�

� Danaf_�Y�hYjla[mdYj�da^]klqd]�\g]kfÌl�`Yn]�Y�`m_]�]ץ][l�

gf�qgmj�[`YjY[l]j$�Zml�qgmj�da^]klqd]�[Yf�Yץ][l�l`]�oYq�

gl`]j�af\ana\mYdk�Yf\�_jgmhk�j]Y[l�lg�qgm&�>gj�]pYehd]$�

o`]f�qgm�d]Y\�Yf�Yjaklg[jYla[�da^]klqd]$�al�ea_`l�Z]�]Yka]j�

^gj�qgm�lg�afÖm]f[]�l`]�fgZd]k�g^�l`]�[alq�l`Yf�a^�qgm�

live in poverty.

Downtime Activities
:]lo]]f�Y\n]flmj]k$�l`]�<E�ea_`l�Ykc�qgm�o`Yl�qgmj�

[`YjY[l]j�ak�\gaf_�\mjaf_�`ak�gj�`]j�\goflae]&�H]jag\k�

g^�\goflae]�[Yf�nYjq�af�\mjYlagf$�Zml�]Y[`�\goflae]�

Y[lanalq�j]imaj]k�Y�[]jlYaf�fmeZ]j�g^�\Yqk�lg�[gehd]l]�

Z]^gj]�qgm�_Yaf�Yfq�Z]f]Õl$�Yf\�Yl�d]Ykl�0�`gmjk�g^�]Y[`�

\Yq�emkl�Z]�kh]fl�gf�l`]�\goflae]�Y[lanalq�^gj�l`]�\Yq�

lg�[gmfl&�L`]�\Yqk�\g�fgl�f]]\�lg�Z]�[gfk][mlan]&�A^�qgm�

`Yn]�egj]�l`Yf�l`]�eafaeme�Yegmfl�g^�\Yqk�lg�kh]f\$�

qgm�[Yf�c]]h�\gaf_�l`]�kYe]�l`af_�^gj�Y�dgf_]j�h]jag\�

of time, or switch to a new downtime activity. 

 Downtime activities other than the ones presented 

Z]dgo�Yj]�hgkkaZd]&�A^�qgm�oYfl�qgmj�[`YjY[l]j�lg�kh]f\�

his or her downtime performing an activity not covered 

`]j]$�\ak[mkk�al�oal`�qgmj�<E&

Crafting
Qgm�[Yf�[jY^l�fgfeY_a[Yd�gZb][lk$�af[dm\af_�Y\n]flmjaf_�

]imahe]fl�Yf\�ogjck�g^�Yjl&�Qgm�emkl�Z]�hjgÕ[a]fl�

oal`�lggdk�j]dYl]\�lg�l`]�gZb][l�qgm�Yj]�ljqaf_�lg�[j]Yl]�

 lqha[Yddq�YjlakYfÌk�lggdk!&�Qgm�ea_`l�Ydkg�f]]\�Y[[]kk�lg�

special materials or locations necessary to create it. For 

]pYehd]$�kge]gf]�hjgÕ[a]fl�oal`�keal`Ìk�lggdk�f]]\k�Y�

^gj_]�af�gj\]j�lg�[jY^l�Y�kogj\�gj�kmal�g^�Yjegj&

� >gj�]n]jq�\Yq�g^�\goflae]�qgm�kh]f\�[jY^laf_$�qgm�

[Yf�[jY^l�gf]�gj�egj]�al]ek�oal`�Y�lglYd�eYjc]l�nYdm]�

fgl�]p[]]\af_�-�_h$�Yf\�qgm�emkl�]ph]f\�jYo�eYl]jaYdk�

ogjl`�`Yd^�l`]�lglYd�eYjc]l�nYdm]&�A^�kge]l`af_�qgm�

oYfl�lg�[jY^l�`Yk�Y�eYjc]l�nYdm]�_j]Yl]j�l`Yf�-�_h$�qgm�

eYc]�hjg_j]kk�]n]jq�\Yq�af�-%_h�af[j]e]flk�mflad�qgm�

j]Y[`�l`]�eYjc]l�nYdm]�g^�l`]�al]e&�>gj�]pYehd]$�Y�kmal�

g^�hdYl]�Yjegj� eYjc]l�nYdm]�)$-((�_h!�lYc]k�+((�\Yqk�

lg�[jY^l�Zq�qgmjk]d^&

� Emdlahd]�[`YjY[l]jk�[Yf�[geZaf]�l`]aj�]ץgjlk�lgoYj\�

the crafting of a single item, provided that the characters 

Ydd�`Yn]�hjgÕ[a]f[q�oal`�l`]�j]imakal]�lggdk�Yf\�Yj]�

ogjcaf_�lg_]l`]j�af�l`]�kYe]�hdY[]&�=Y[`�[`YjY[l]j�

[gfljaZml]k�-�_h�ogjl`�g^�]ץgjl�^gj�]n]jq�\Yq�kh]fl�

`]dhaf_�lg�[jY^l�l`]�al]e&�>gj�]pYehd]$�l`j]]�[`YjY[l]jk�

oal`�l`]�j]imakal]�lggd�hjgÕ[a]f[q�Yf\�l`]�hjgh]j�

^Y[adala]k�[Yf�[jY^l�Y�kmal�g^�hdYl]�Yjegj�af�)((�\Yqk$�

Yl�Y�lglYd�[gkl�g^�/-(�_h&

� O`ad]�[jY^laf_$�qgm�[Yf�eYaflYaf�Y�eg\]kl�da^]klqd]�

oal`gml�`Ynaf_�lg�hYq�)�_h�h]j�\Yq$�gj�Y�[ge^gjlYZd]�

da^]klqd]�Yl�`Yd^�l`]�fgjeYd�[gkl� k]]�[`Yhl]j�-�^gj�egj]�

af^gjeYlagf�gf�da^]klqd]�]ph]fk]k!&

Practicing a Profession
Qgm�[Yf�ogjc�Z]lo]]f�Y\n]flmj]k$�Yddgoaf_�qgm�lg�

eYaflYaf�Y�eg\]kl�da^]klqd]�oal`gml�`Ynaf_�lg�hYq�)�_h�

h]j�\Yq� k]]�[`Yhl]j�-�^gj�egj]�af^gjeYlagf�gf�da^]klqd]�

]ph]fk]k!&�L`ak�Z]f]Õl�dYklk�Yk�dgf_�qgm�[gflafm]�lg�

hjY[la[]�qgmj�hjg^]kkagf&

� A^�qgm�Yj]�Y�e]eZ]j�g^�Yf�gj_YfarYlagf�l`Yl�[Yf�

hjgna\]�_Yaf^md�]ehdgqe]fl$�km[`�Yk�Y�l]ehd]�gj�Y�

l`a]n]kÌ�_mad\$�qgm�]Yjf�]fgm_`�lg�kmhhgjl�Y�[ge^gjlYZd]�

lifestyle instead.

� A^�qgm�`Yn]�hjgÕ[a]f[q�af�l`]�H]j^gjeYf[]�kcadd�Yf\�

hml�qgmj�h]j^gjeYf[]�kcadd�lg�mk]�\mjaf_�qgmj�\goflae]$�

qgm�]Yjf�]fgm_`�lg�kmhhgjl�Y�o]Ydl`q�da^]klqd]�afkl]Y\&

Recuperating
Qgm�[Yf�mk]�\goflae]�Z]lo]]f�Y\n]flmj]k�lg�j][gn]j�

^jge�Y�\]ZadalYlaf_�afbmjq$�\ak]Yk]$�gj�hgakgf&

� 9^l]j�l`j]]�\Yqk�g^�\goflae]�kh]fl�j][mh]jYlaf_$�

qgm�[Yf�eYc]�Y�<;�)-�;gfklalmlagf�kYnaf_�l`jgo&�

Gf�Y�km[[]kk^md�kYn]$�qgm�[Yf�[`ggk]�gf]�g^�l`]�

^gddgoaf_�j]kmdlk2

�� =f\�gf]�]ץ][l�gf�qgm�l`Yl�hj]n]flk�qgm�^jge�j]_Yaf-

ing hit points.

�� >gj�l`]�f]pl�*,�`gmjk$�_Yaf�Y\nYflY_]�gf�kYnaf_�

l`jgok�Y_Yafkl�gf]�\ak]Yk]�gj�hgakgf�[mjj]fldq� 

Yץ][laf_�qgm&

Researching
L`]�lae]�Z]lo]]f�Y\n]flmj]k�ak�Y�_j]Yl�[`Yf[]�lg�

perform research, gaining insight into mysteries 

l`Yl�`Yn]�mf^mjd]\�gn]j�l`]�[gmjk]�g^�l`]�[YehYa_f&�

J]k]Yj[`�[Yf�af[dm\]�hgjaf_�gn]j�\mklq�lge]k�Yf\�

[jmeZdaf_�k[jgddk�af�Y�daZjYjq�gj�Zmqaf_�\jafck�^gj�l`]�

dg[Ydk�lg�hjq�jmegjk�Yf\�_gkkah�^jge�l`]aj�dahk&

� O`]f�qgm�Z]_af�qgmj�j]k]Yj[`$�l`]�<E�\]l]jeaf]k�

whether the information is available, how many days of 

\goflae]�al�oadd�lYc]�lg�Õf\�al$�Yf\�o`]l`]j�l`]j]�Yj]�

Yfq�j]klja[lagfk�gf�qgmj�j]k]Yj[`� km[`�Yk�f]]\af_�lg�

k]]c�gml�Y�kh][aÕ[�af\ana\mYd$�lge]$�gj�dg[Ylagf!&�L`]�

<E�ea_`l�Ydkg�j]imaj]�qgm�lg�eYc]�gf]�gj�egj]�YZadalq�

[`][ck$�km[`�Yk�Yf�Afl]dda_]f[]� Afn]kla_Ylagf!�[`][c�

lg�Õf\�[dm]k�hgaflaf_�lgoYj\�l`]�af^gjeYlagf�qgm�k]]c$�

gj�Y�;`YjakeY� H]jkmYkagf!�[`][c�lg�k][mj]�kge]gf]Ìk�

Ya\&�Gf[]�l`gk]�[gf\alagfk�Yj]�e]l$�qgm�d]Yjf�l`]�

information if it is available.

� >gj�]Y[`�\Yq�g^�j]k]Yj[`$�qgm�emkl�kh]f\�)�_h�lg�

[gn]j�qgmj�]ph]fk]k&�L`ak�[gkl�ak�af�Y\\alagf�lg�qgmj�

fgjeYd�da^]klqd]�]ph]fk]k� Yk�\ak[mkk]\�af�[`Yhl]j�-!&

Training
Qgm�[Yf�kh]f\�lae]�Z]lo]]f�Y\n]flmj]k�d]Yjfaf_�Y�f]o�

dYf_mY_]�gj�ljYafaf_�oal`�Y�k]l�g^�lggdk&�Qgmj�<E�ea_`l�

allow additional training options.

� >ajkl$�qgm�emkl�Õf\�Yf�afkljm[lgj�oaddaf_�lg�l]Y[`�qgm&�

L`]�<E�\]l]jeaf]k�`go�dgf_�al�lYc]k$�Yf\�o`]l`]j�gf]�

gj�egj]�YZadalq�[`][ck�Yj]�j]imaj]\&

� L`]�ljYafaf_�dYklk�^gj�*-(�\Yqk�Yf\�[gklk�)�_h�h]j�\Yq&�

9^l]j�qgm�kh]f\�l`]�j]imakal]�Yegmfl�g^�lae]�Yf\�egf]q$�

qgm�d]Yjf�l`]�f]o�dYf_mY_]�gj�_Yaf�hjgÕ[a]f[q�oal`�

the new tool.
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THE CLATTER OF A SWORD STRIKING AGAINST A SHIELD. 
L`]�l]jjaZd]�j]f\af_�kgmf\�Yk�egfkljgmk�[dYok�l]Yj�

l`jgm_`�Yjegj&�9�ZjaddaYfl�ÖYk`�g^�da_`l�Yk�Y�ZYdd�g^�ÖYe]�

Zdgkkgek�^jge�Y�oarYj\Ìk�kh]dd&�L`]�k`Yjh�lYf_�g^�Zdgg\�

af�l`]�Yaj$�[mllaf_�l`jgm_`�l`]�kl]f[`�g^�nad]�egfkl]jk&�

JgYjk�g^�^mjq$�k`gmlk�g^�ljameh`$�[ja]k�g^�hYaf&�;geZYl�

af�<�<�[Yf�Z]�[`Ygla[$�\]Y\dq$�Yf\�l`jaddaf_&

� L`ak�[`Yhl]j�hjgna\]k�l`]�jmd]k�qgm�f]]\�^gj�qgmj�

characters and monsters to engage in combat, whether 

al�ak�Y�Zja]^�kcajeak`�gj�Yf�]pl]f\]\�[gfÖa[l�af�Y�

\mf_]gf�gj�gf�Y�Õ]d\�g^�ZYlld]&�L`jgm_`gml�l`ak�[`Yhl]j$�

l`]�jmd]k�Y\\j]kk�qgm$�l`]�hdYq]j�gj�<mf_]gf�EYkl]j&�

L`]�<mf_]gf�EYkl]j�[gfljgdk�Ydd�l`]�egfkl]jk�Yf\�

nonplayer characters involved in combat, and each other 

hdYq]j�[gfljgdk�Yf�Y\n]flmj]j&�ÉQgmÊ�[Yf�Ydkg�e]Yf�l`]�

[`YjY[l]j�gj�egfkl]j�l`Yl�qgm�[gfljgd&

The Order of Combat
9�lqha[Yd�[geZYl�]f[gmfl]j�ak�Y�[dYk`�Z]lo]]f�log�

ka\]k$�Y�Ömjjq�g^�o]Yhgf�koaf_k$�^]aflk$�hYjja]k$�

^gglogjc$�Yf\�kh]dd[Yklaf_&�L`]�_Ye]�gj_Yfar]k�l`]�

[`Ygk�g^�[geZYl�aflg�Y�[q[d]�g^�jgmf\k�Yf\�lmjfk&�9�

round�j]hj]k]flk�YZgml�.�k][gf\k�af�l`]�_Ye]�ogjd\&�

<mjaf_�Y�jgmf\$�]Y[`�hYjla[ahYfl�af�Y�ZYlld]�lYc]k�Y�

turn&�L`]�gj\]j�g^�lmjfk�ak�\]l]jeaf]\�Yl�l`]�Z]_affaf_�

g^�Y�[geZYl�]f[gmfl]j$�o`]f�]n]jqgf]�jgddk�afalaYlan]&�

Gf[]�]n]jqgf]�`Yk�lYc]f�Y�lmjf$�l`]�Õ_`l�[gflafm]k�lg�

l`]�f]pl�jgmf\�a^�f]al`]j�ka\]�`Yk�\]^]Yl]\�l`]�gl`]j&

Surprise
9�ZYf\�g^�Y\n]flmj]jk�kf]Yck�mh�gf�Y�ZYf\al�[Yeh$�

khjaf_af_�^jge�l`]�lj]]k�lg�YllY[c�l`]e&�9�_]dYlafgmk�

[mZ]�_da\]k�\gof�Y�\mf_]gf�hYkkY_]$�mffgla[]\�Zq�

l`]�Y\n]flmj]jk�mflad�l`]�[mZ]�]f_md^k�gf]�g^�l`]e&�Af�

l`]k]�kalmYlagfk$�gf]�ka\]�g^�l`]�ZYlld]�_Yafk�kmjhjak]�

over the other.

� L`]�<E�\]l]jeaf]k�o`g�ea_`l�Z]�kmjhjak]\&�A^�

f]al`]j�ka\]�lja]k�lg�Z]�kl]Ydl`q$�l`]q�YmlgeYla[Yddq�fgla[]�

]Y[`�gl`]j&�Gl`]joak]$�l`]�<E�[gehYj]k�l`]�<]pl]jalq�

 Kl]Ydl`!�[`][ck�g^�Yfqgf]�`a\af_�oal`�l`]�hYkkan]�

Oak\ge� H]j[]hlagf!�k[gj]�g^�]Y[`�[j]Ylmj]�gf�l`]�

ghhgkaf_�ka\]&�9fq�[`YjY[l]j�gj�egfkl]j�l`Yl�\g]kfÌl�

fgla[]�Y�l`j]Yl�ak�kmjhjak]\�Yl�l`]�klYjl�g^�l`]�]f[gmfl]j&

� A^�qgmÌj]�kmjhjak]\$�qgm�[YfÌl�egn]�gj�lYc]�Yf�Y[lagf�

gf�qgmj�Õjkl�lmjf�g^�l`]�[geZYl$�Yf\�qgm�[YfÌl�lYc]�Y�

j]Y[lagf�mflad�l`Yl�lmjf�]f\k&�9�e]eZ]j�g^�Y�_jgmh�[Yf�

Z]�kmjhjak]\�]n]f�a^�l`]�gl`]j�e]eZ]jk�Yj]fÌl&

Initiative
AfalaYlan]�\]l]jeaf]k�l`]�gj\]j�g^�lmjfk�\mjaf_�[geZYl&�

When combat starts, every participant makes a 

<]pl]jalq�[`][c�lg�\]l]jeaf]�l`]aj�hdY[]�af�l`]�afalaYlan]�

gj\]j&�L`]�<E�eYc]k�gf]�jgdd�^gj�Yf�]flaj]�_jgmh�g^�

a\]fla[Yd�[j]Ylmj]k$�kg�]Y[`�e]eZ]j�g^�l`]�_jgmh�Y[lk�Yl�

the same time.

� L`]�<E�jYfck�l`]�[geZYlYflk�af�gj\]j�^jge�l`]�gf]�

oal`�l`]�`a_`]kl�<]pl]jalq�[`][c�lglYd�lg�l`]�gf]�oal`�

l`]�dgo]kl&�L`ak�ak�l`]�gj\]j� [Ydd]\�l`]�afalaYlan]�gj\]j!�

af�o`a[`�l`]q�Y[l�\mjaf_�]Y[`�jgmf\&�L`]�afalaYlan]�gj\]j�

j]eYafk�l`]�kYe]�^jge�jgmf\�lg�jgmf\&

� A^�Y�la]�g[[mjk$�l`]�<E�\][a\]k�l`]�gj\]j�Yegf_�

la]\�<E%[gfljgdd]\�[j]Ylmj]k$�Yf\�l`]�hdYq]jk�\][a\]�

l`]�gj\]j�Yegf_�l`]aj�la]\�[`YjY[l]jk&�L`]�<E�[Yf�

decide the order if the tie is between a monster and a 

player character. Optionally, the DM can have the tied 

[`YjY[l]jk�Yf\�egfkl]jk�]Y[`�jgdd�Y�\*(�lg�\]l]jeaf]�

l`]�gj\]j$�`a_`]kl�jgdd�_gaf_�Õjkl&

Your Turn
Gf�qgmj�lmjf$�qgm�[Yf move�Y�\aklYf[]�mh�lg�qgmj�kh]]\�

and take one action&�Qgm�\][a\]�o`]l`]j�lg�egn]�Õjkl�

gj�lYc]�qgmj�Y[lagf�Õjkl&�Qgmj�kh]]\Èkge]lae]k�[Ydd]\�

qgmj�oYdcaf_�kh]]\Èak�fgl]\�gf�qgmj�[`YjY[l]j�k`]]l&

� L`]�egkl�[geegf�Y[lagfk�qgm�[Yf�lYc]�Yj]�\]k[jaZ]\�

af�l`]�É9[lagfk�af�;geZYlÊ�k][lagf�dYl]j�af�l`ak�[`Yhl]j&�

EYfq�[dYkk�^]Ylmj]k�Yf\�gl`]j�YZadala]k�hjgna\]�

Y\\alagfYd�ghlagfk�^gj�qgmj�Y[lagf&

� L`]�ÉEgn]e]fl�Yf\�HgkalagfÊ�k][lagf�dYl]j�af�l`ak�

[`Yhl]j�_an]k�l`]�jmd]k�^gj�qgmj�egn]&

� Qgm�[Yf�^gj_g�egnaf_$�lYcaf_�Yf�Y[lagf$�gj�\gaf_�

Yfql`af_�Yl�Ydd�gf�qgmj�lmjf&�A^�qgm�[YfÌl�\][a\]�o`Yl�lg�

\g�gf�qgmj�lmjf$�[gfka\]j�lYcaf_�l`]�<g\_]�gj�J]Y\q�

Y[lagf$�Yk�\]k[jaZ]\�af�É9[lagfk�af�;geZYl&Ê

Bonus Actions
NYjagmk�[dYkk�^]Ylmj]k$�kh]ddk$�Yf\�gl`]j�YZadala]k�d]l�qgm�

lYc]�Yf�Y\\alagfYd�Y[lagf�gf�qgmj�lmjf�[Ydd]\�Y�Zgfmk�

Y[lagf&�L`]�;mffaf_�9[lagf�^]Ylmj]$�^gj�]pYehd]$�Yddgok�

Y�jg_m]�lg�lYc]�Y�Zgfmk�Y[lagf&�Qgm�[Yf�lYc]�Y�Zgfmk�

Y[lagf�gfdq�o`]f�Y�kh][aYd�YZadalq$�kh]dd$�gj�gl`]j�^]Ylmj]�

g^�l`]�_Ye]�klYl]k�l`Yl�qgm�[Yf�\g�kge]l`af_�Yk�Y�Zgfmk�

Y[lagf&�Qgm�gl`]joak]�\gfÌl�`Yn]�Y�Zgfmk�Y[lagf�lg�lYc]&

� Qgm�[Yf�lYc]�gfdq�gf]�Zgfmk�Y[lagf�gf�qgmj�lmjf$�kg�

qgm�emkl�[`ggk]�o`a[`�Zgfmk�Y[lagf�lg�mk]�o`]f�qgm�

have more than one available.

� Qgm�[`ggk]�o`]f�lg�lYc]�Y�Zgfmk�Y[lagf�\mjaf_�qgmj�

lmjf$�mfd]kk�l`]�Zgfmk�Y[lagfÌk�laeaf_�ak�kh][aÕ]\$�Yf\�

Yfql`af_�l`Yl�\]hjan]k�qgm�g^�qgmj�YZadalq�lg�lYc]�Y[lagfk�

Ydkg�hj]n]flk�qgm�^jge�lYcaf_�Y�Zgfmk�Y[lagf&

Chapter 9: Combat

Combat Step by Step
1. Determine surprise. The DM determines whether anyone 

involved in the combat encounter is surprised.
2. Establish positions. The DM decides where all the 

characters and monsters are located. Given the 
adventurers’ marching order or their stated positions in 
WKH�URRP�RU�RWKHU�ORFDWLRQ��WKH�'0�śJXUHV�RXW�ZKHUH�WKH�
adversaries are—how far away and in what direction. 

3. Roll initiative. Everyone involved in the combat encounter 
rolls initiative, determining the order of combatants’ turns.

4. Take turns. Each participant in the battle takes a turn in 
initiative order.

5. Begin the next round. When everyone involved in the 
combat has had a turn, the round ends. Repeat step 4 until 
WKH�śJKWLQJ�VWRSV�
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Other Activity on Your Turn
Qgmj�lmjf�[Yf�af[dm\]�Y�nYja]lq�g^�Ögmjak`]k�l`Yl�j]imaj]�

f]al`]j�qgmj�Y[lagf�fgj�qgmj�egn]&

� Qgm�[Yf�[geemfa[Yl]�`go]n]j�qgm�Yj]�YZd]$�l`jgm_`�

Zja]^�mll]jYf[]k�Yf\�_]klmj]k$�Yk�qgm�lYc]�qgmj�lmjf&

� Qgm�[Yf�Ydkg�afl]jY[l�oal`�gf]�gZb][l�gj�^]Ylmj]�g^�l`]�

]fnajgfe]fl�^gj�^j]]$�\mjaf_�]al`]j�qgmj�egn]�gj�qgmj�

Y[lagf&�>gj�]pYehd]$�qgm�[gmd\�gh]f�Y�\ggj�\mjaf_�qgmj�

egn]�Yk�qgm�klja\]�lgoYj\�Y�^g]$�gj�qgm�[gmd\�\jYo�qgmj�

o]Yhgf�Yk�hYjl�g^�l`]�kYe]�Y[lagf�qgm�mk]�lg�YllY[c&

� A^�qgm�oYfl�lg�afl]jY[l�oal`�Y�k][gf\�gZb][l$�qgm�f]]\ 

lg�mk]�qgmj�Y[lagf&�Kge]�eY_a[�al]ek�Yf\�gl`]j�kh][aYd�

gZb][lk�YdoYqk�j]imaj]�Yf�Y[lagf�lg�mk]$�Yk�klYl]\ 

in their descriptions.

� L`]�<E�ea_`l�j]imaj]�qgm�lg�mk]�Yf�Y[lagf�^gj�Yfq� 

of these activities when it needs special care or when it 

hj]k]flk�Yf�mfmkmYd�gZklY[d]&�>gj�afklYf[]$�l`]�<E 

[gmd\�j]YkgfYZdq�]ph][l�qgm�lg�mk]�Yf�Y[lagf�lg�gh]f�Y�

klm[c�\ggj�gj�lmjf�Y�[jYfc�lg�dgo]j�Y�\jYoZja\_]&

Reactions
;]jlYaf�kh][aYd�YZadala]k$�kh]ddk$�Yf\�kalmYlagfk�Yddgo�

qgm�lg�lYc]�Y�kh][aYd�Y[lagf�[Ydd]\�Y�j]Y[lagf&�9�j]Y[lagf�

is an instant response to a trigger of some kind, which 

[Yf�g[[mj�gf�qgmj�lmjf�gj�gf�kge]gf]�]dk]Ìk&�L`]�

ghhgjlmfalq�YllY[c$�\]k[jaZ]\�dYl]j�af�l`ak�[`Yhl]j$�ak�l`]�

most common type of reaction.

� O`]f�qgm�lYc]�Y�j]Y[lagf$�qgm�[YfÌl�lYc]�Yfgl`]j�gf]�

mflad�l`]�klYjl�g^�qgmj�f]pl�lmjf&�A^�l`]�j]Y[lagf�afl]jjmhlk�

Yfgl`]j�[j]Ylmj]Ìk�lmjf$�l`Yl�[j]Ylmj]�[Yf�[gflafm]�alk�

lmjf�ja_`l�Y^l]j�l`]�j]Y[lagf&

Movement and Position
In combat, characters and monsters are in constant 

eglagf$�g^l]f�mkaf_�egn]e]fl�Yf\�hgkalagf�lg�_Yaf�

l`]�mhh]j�`Yf\&

� Gf�qgmj�lmjf$�qgm�[Yf�egn]�Y�\aklYf[]�mh�lg�qgmj�

kh]]\&�Qgm�[Yf�mk]�Yk�em[`�gj�Yk�dalld]�g^�qgmj�kh]]\�Yk�

qgm�dac]�gf�qgmj�lmjf$�^gddgoaf_�l`]�jmd]k�`]j]&

� Qgmj�egn]e]fl�[Yf�af[dm\]�bmehaf_$�[daeZaf_$�Yf\�

koaeeaf_&�L`]k]�\aץ]j]fl�eg\]k�g^�egn]e]fl�[Yf�

Z]�[geZaf]\�oal`�oYdcaf_$�gj�l`]q�[Yf�[gfklalml]�qgmj�

]flaj]�egn]&�@go]n]j�qgmÌj]�egnaf_$�qgm�\]\m[l�l`]�

\aklYf[]�g^�]Y[`�hYjl�g^�qgmj�egn]�^jge�qgmj�kh]]\�mflad�

al�ak�mk]\�mh�gj�mflad�qgm�Yj]�\gf]�egnaf_&

� L`]�ÉKh][aYd�Lqh]k�g^�Egn]e]flÊ�k][lagf�af�

[`Yhl]j�0�_an]k�l`]�hYjla[mdYjk�^gj�bmehaf_$�[daeZaf_$�

and swimming.

Breaking Up Your Move
Qgm�[Yf�Zj]Yc�mh�qgmj�egn]e]fl�gf�qgmj�lmjf$�mkaf_�

kge]�g^�qgmj�kh]]\�Z]^gj]�Yf\�Y^l]j�qgmj�Y[lagf&�>gj�

]pYehd]$�a^�qgm�`Yn]�Y�kh]]\�g^�+(�^]]l$�qgm�[Yf�egn]�

)(�^]]l$�lYc]�qgmj�Y[lagf$�Yf\�l`]f�egn]�*(�^]]l&

Moving between Attacks
A^�qgm�lYc]�Yf�Y[lagf�l`Yl�af[dm\]k�egj]�l`Yf�gf]�

o]Yhgf�YllY[c$�qgm�[Yf�Zj]Yc�mh�qgmj�egn]e]fl�]n]f�

^mjl`]j�Zq�egnaf_�Z]lo]]f�l`gk]�YllY[ck&�>gj�]pYehd]$�

Y�Õ_`l]j�o`g�[Yf�eYc]�log�YllY[ck�oal`�l`]�=pljY�

9llY[c�^]Ylmj]�Yf\�o`g�`Yk�Y�kh]]\�g^�*-�^]]l�[gmd\�

egn]�)(�^]]l$�eYc]�Yf�YllY[c$�egn]�)-�^]]l$�Yf\�l`]f�

attack again.

Using Different Speeds
A^�qgm�`Yn]�egj]�l`Yf�gf]�kh]]\$�km[`�Yk�qgmj�oYdcaf_�

kh]]\�Yf\�Y�Öqaf_�kh]]\$�qgm�[Yf�koal[`�ZY[c�Yf\�^gjl`�

Z]lo]]f�qgmj�kh]]\k�\mjaf_�qgmj�egn]&�O`]f]n]j�qgm�

koal[`$�kmZljY[l�l`]�\aklYf[]�qgmÌn]�Ydj]Y\q�egn]\�^jge�

l`]�f]o�kh]]\&�L`]�j]kmdl�\]l]jeaf]k�`go�em[`�^Yjl`]j�

qgm�[Yf�egn]&�A^�l`]�j]kmdl�ak�(�gj�d]kk$�qgm�[YfÌl�mk]�l`]�

f]o�kh]]\�\mjaf_�l`]�[mjj]fl�egn]&

� >gj�]pYehd]$�a^�qgm�`Yn]�Y�kh]]\�g^�+(�Yf\�Y�Öqaf_�

kh]]\�g^�.(�Z][Ymk]�Y�oarYj\�[Ykl�l`]�Öq�kh]dd�gf�qgm$�

qgm�[gmd\�Öq�*(�^]]l$�l`]f�oYdc�)(�^]]l$�Yf\�l`]f�d]Yh�

aflg�l`]�Yaj�lg�Öq�+(�^]]l�egj]&

Difficult Terrain
;geZYl�jYj]dq�lYc]k�hdY[]�af�ZYj]�jggek�gj�gf�

^]Ylmj]d]kk�hdYafk&�:gmd\]j%klj]of�[Yn]jfk$�ZjaYj%

[`gc]\�^gj]klk$�lj]Y[`]jgmk�klYaj[Yk]kÈl`]�k]llaf_�g^�

Y�lqha[Yd�Õ_`l�[gflYafk�\a[mdl�l]jjYaf&

� =n]jq�^ggl�g^�egn]e]fl�af�\a[mdl�l]jjYaf�[gklk�)�

]pljY�^ggl&�L`ak�jmd]�ak�ljm]�]n]f�a^�emdlahd]�l`af_k�af�

Y�khY[]�[gmfl�Yk�\a[mdl�l]jjYaf&

� Dgo�^mjfalmj]$�jmZZd]$�mf\]j_jgol`$�kl]]h�klYajk$�

kfgo$�Yf\�k`Yddgo�Zg_k�Yj]�]pYehd]k�g^�\a[mdl�l]jjYaf&�

L`]�khY[]�g^�Yfgl`]j�[j]Ylmj]$�o`]l`]j�`gklad]�gj�fgl$�

Ydkg�[gmflk�Yk�\a[mdl�l]jjYaf&

Being Prone
;geZYlYflk�g^l]f�Õf\�l`]ek]dn]k�dqaf_�gf�l`]�_jgmf\$�

]al`]j�Z][Ymk]�l`]q�Yj]�cfg[c]\�\gof�gj�Z][Ymk]�l`]q�

throw themselves down. In the game, they are prone, 

Y�[gf\alagf�\]k[jaZ]\�af�l`]�Yhh]f\ap&

� Qgm�[Yf�drop prone�oal`gml�mkaf_�Yfq�g^�qgmj�

speed. Standing up�lYc]k�egj]�]ץgjl3�\gaf_�kg�[gklk�

Interacting with Objects Around You
Here are a few examples of the sorts of thing you can do in 
tandem with your movement and action:

û� draw or sheathe a sword
û� open or close a door
û� withdraw a potion from your backpack
û� pick up a dropped axe
û� take a bauble from a table
û� UHPRYH�D�ULQJ�IURP�\RXU�śQJHU
û� VWXŚ�VRPH�IRRG�LQWR�\RXU�PRXWK
û� plant a banner in the ground
û� śVK�D�IHZ�FRLQV�IURP�\RXU�EHOW�SRXFK
û� GULQN�DOO�WKH�DOH�LQ�D�ŜDJRQ
û� throw a lever or a switch
û� pull a torch from a sconce
û� take a book from a shelf you can reach
û� H[WLQJXLVK�D�VPDOO�ŜDPH
û� don a mask
û� pull the hood of your cloak up and over your head
û� put your ear to a door
û� kick a small stone
û� turn a key in a lock
û� WDS�WKH�ŜRRU�ZLWK�D����IRRW�SROH
û� hand an item to another character
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Yf�Yegmfl�g^�egn]e]fl�]imYd�lg�`Yd^�qgmj�kh]]\&�>gj�

]pYehd]$�a^�qgmj�kh]]\�ak�+(�^]]l$�qgm�emkl�kh]f\�)-�^]]l�

g^�egn]e]fl�lg�klYf\�mh&�Qgm�[YfÌl�klYf\�mh�a^�qgm�\gfÌl�

`Yn]�]fgm_`�egn]e]fl�d]^l�gj�a^�qgmj�kh]]\�ak�(&

� Lg�egn]�o`ad]�hjgf]$�qgm�emkl�crawl�gj�mk]�eY_a[�

km[`�Yk�l]d]hgjlYlagf&�=n]jq�^ggl�g^�egn]e]fl�o`ad]�

[jYodaf_�[gklk�)�]pljY�^ggl&�;jYodaf_�)�^ggl�af�\a[mdl�

l]jjYaf$�l`]j]^gj]$�[gklk�+�^]]l�g^�egn]e]fl&

Moving Around Other 
Creatures
Qgm�[Yf�egn]�l`jgm_`�Y�fgf`gklad]�[j]Ylmj]Ìk�khY[]&�

Af�[gfljYkl$�qgm�[Yf�egn]�l`jgm_`�Y�`gklad]�[j]Ylmj]Ìk�

khY[]�gfdq�a^�l`]�[j]Ylmj]�ak�Yl�d]Ykl�log�kar]k�dYj_]j�gj�

keYdd]j�l`Yf�qgm&�J]e]eZ]j�l`Yl�Yfgl`]j�[j]Ylmj]Ìk�

khY[]�ak�\a[mdl�l]jjYaf�^gj�qgm&

� O`]l`]j�Y�[j]Ylmj]�ak�Y�^ja]f\�gj�Yf�]f]eq$�qgm�[YfÌl�

oaddaf_dq�]f\�qgmj�egn]�af�alk�khY[]&

� A^�qgm�d]Yn]�Y�`gklad]�[j]Ylmj]Ìk�j]Y[`�\mjaf_�qgmj�

egn]$�qgm�hjgngc]�Yf�ghhgjlmfalq�YllY[c$�Yk�]phdYaf]\�

later in the chapter.

Flying Movement
>dqaf_�[j]Ylmj]k�]fbgq�eYfq�Z]f]Õlk�g^�egZadalq$�Zml�

l`]q�emkl�Ydkg�\]Yd�oal`�l`]�\Yf_]j�g^�^Yddaf_&�A^�Y�Öqaf_�

[j]Ylmj]�ak�cfg[c]\�hjgf]$�`Yk�alk�kh]]\�j]\m[]\�lg�($�gj�

ak�gl`]joak]�\]hjan]\�g^�l`]�YZadalq�lg�egn]$�l`]�[j]Ylmj]�

^Yddk$�mfd]kk�al�`Yk�l`]�YZadalq�lg�`gn]j�gj�al�ak�Z]af_�`]d\�

Ydg^l�Zq�eY_a[$�km[`�Yk�Zq�l`]�Öq spell.

Creature Size
=Y[`�[j]Ylmj]�lYc]k�mh�Y�\aץ]j]fl�Yegmfl�g^�khY[]&�

L`]�Kar]�;Yl]_gja]k�lYZd]�k`gok�`go�em[`�khY[]�

Y�[j]Ylmj]�g^�Y�hYjla[mdYj�kar]�[gfljgdk�af�[geZYl&�

GZb][lk�kge]lae]k�mk]�l`]�kYe]�kar]�[Yl]_gja]k&

Size Categories
Size Space

Tiny 2½ by 2½ ft.

Small ��E\���IW�

Medium ��E\���IW�

Large 10 by 10 ft.

Huge ���E\����IW�

Gargantuan 20 by 20 ft. or larger

Space
9�[j]Ylmj]Ìk�khY[]�ak�l`]�Yj]Y�af�^]]l�l`Yl�al�]ץ][lan]dq�

[gfljgdk�af�[geZYl$�fgl�Yf�]phj]kkagf�g^�alk�h`qka[Yd�

\ae]fkagfk&�9�lqha[Yd�E]\ame�[j]Ylmj]�akfÌl�-�^]]l�

oa\]$�^gj�]pYehd]$�Zml�al�\g]k�[gfljgd�Y�khY[]�l`Yl�

oa\]&�A^�Y�E]\ame�`gZ_gZdaf�klYf\k�af�Y�-%^ggl%oa\]�

\ggjoYq$�gl`]j�[j]Ylmj]k�[YfÌl�_]l�l`jgm_`�mfd]kk�l`]�

hobgoblin lets them.

� 9�[j]Ylmj]Ìk�khY[]�Ydkg�j]Ö][lk�l`]�Yj]Y�al�f]]\k�lg�

Õ_`l�]ץ][lan]dq&�>gj�l`Yl�j]Ykgf$�l`]j]Ìk�Y�daeal�lg�l`]�

fmeZ]j�g^�[j]Ylmj]k�l`Yl�[Yf�kmjjgmf\�Yfgl`]j�[j]Ylmj]�

af�[geZYl&�9kkmeaf_�E]\ame�[geZYlYflk$�]a_`l�

[j]Ylmj]k�[Yf�Õl�af�Y�-%^ggl�jY\amk�Yjgmf\�Yfgl`]j�gf]&

� :][Ymk]�dYj_]j�[j]Ylmj]k�lYc]�mh�egj]�khY[]$�^]o]j�

g^�l`]e�[Yf�kmjjgmf\�Y�[j]Ylmj]&�A^�Õn]�DYj_]�[j]Ylmj]k�

[jgo\�Yjgmf\�Y�E]\ame�gj�keYdd]j�gf]$�l`]j]Ìk�dalld]�

room for anyone else. In contrast, as many as twenty 

E]\ame�[j]Ylmj]k�[Yf�kmjjgmf\�Y�?Yj_YflmYf�gf]&

Squeezing into a Smaller Space
9�[j]Ylmj]�[Yf�kim]]r]�l`jgm_`�Y�khY[]�l`Yl�ak�dYj_]�

]fgm_`�^gj�Y�[j]Ylmj]�gf]�kar]�keYdd]j�l`Yf�al&�L`mk$�Y�

DYj_]�[j]Ylmj]�[Yf�kim]]r]�l`jgm_`�Y�hYkkY_]�l`YlÌk�

gfdq�-�^]]l�oa\]&�O`ad]�kim]]raf_�l`jgm_`�Y�khY[]$�

Y�[j]Ylmj]�emkl�kh]f\�)�]pljY�^ggl�^gj�]n]jq�^ggl�al�

moves there, and it has disadvantage on attack rolls 

Yf\�<]pl]jalq�kYnaf_�l`jgok&�9llY[c�jgddk�Y_Yafkl�l`]�

[j]Ylmj]�`Yn]�Y\nYflY_]�o`ad]�alÌk�af�l`]�keYdd]j�khY[]&

Actions in Combat
O`]f�qgm�lYc]�qgmj�Y[lagf�gf�qgmj�lmjf$�qgm�[Yf�lYc]�

gf]�g^�l`]�Y[lagfk�hj]k]fl]\�`]j]$�Yf�Y[lagf�qgm�_Yaf]\�

^jge�qgmj�[dYkk�gj�Y�kh][aYd�^]Ylmj]$�gj�Yf�Y[lagf�l`Yl�

qgm�aehjgnak]&�EYfq�egfkl]jk�`Yn]�Y[lagf�ghlagfk�g^�

their own in their stat blocks.

� O`]f�qgm�\]k[jaZ]�Yf�Y[lagf�fgl�\]lYad]\�]dk]o`]j]�

af�l`]�jmd]k$�l`]�<E�l]ddk�qgm�o`]l`]j�l`Yl�Y[lagf�ak�

hgkkaZd]�Yf\�o`Yl�caf\�g^�jgdd�qgm�f]]\�lg�eYc]$�a^�Yfq$�

lg�\]l]jeaf]�km[[]kk�gj�^Yadmj]&

Attack
L`]�egkl�[geegf�Y[lagf�lg�lYc]�af�[geZYl�ak�l`]�9llY[c�

Y[lagf$�o`]l`]j�qgm�Yj]�koaf_af_�Y�kogj\$�Õjaf_�Yf�

Yjjgo�^jge�Y�Zgo$�gj�ZjYodaf_�oal`�qgmj�Õklk&

� Oal`�l`ak�Y[lagf$�qgm�eYc]�gf]�e]d]]�gj�jYf_]\�

YllY[c&�K]]�l`]�ÉEYcaf_�Yf�9llY[cÊ�k][lagf�^gj�l`]�jmd]k�

that govern attacks.

� ;]jlYaf�^]Ylmj]k$�km[`�Yk�l`]�=pljY�9llY[c�^]Ylmj]�

g^�l`]�Õ_`l]j$�Yddgo�qgm�lg�eYc]�egj]�l`Yf�gf]�YllY[c�

with this action.

Variant: Playing on a Grid
If you play out a combat using a square grid and miniatures 
or other tokens, follow these rules.
 6TXDUHV��(DFK�VTXDUH�RQ�WKH�JULG�UHSUHVHQWV���IHHW�
 6SHHG��Rather than moving foot by foot, move square by 
VTXDUH�RQ�WKH�JULG��7KLV�PHDQV�\RX�XVH�\RXU�VSHHG�LQ���IRRW�
segments. This is particularly easy if you translate your speed 
LQWR�VTXDUHV�E\�GLYLGLQJ�WKH�VSHHG�E\����)RU�H[DPSOH��D�VSHHG�
of 30 feet translates into a speed of 6 squares.
 If you use a grid often, consider writing your speed in 
squares on your character sheet.
 (QWHULQJ�D�6TXDUH��To enter a square, you must have 
at least 1 square of movement left, even if the square is 
diagonally adjacent to the square you’re in. (The rule for 
GLDJRQDO�PRYHPHQW�VDFULśFHV�UHDOLVP�IRU�WKH�VDNH�RI�VPRRWK�
play. The Dungeon Master’s Guide provides guidance on using 
a more realistic approach.)
� ,I�D�VTXDUH�FRVWV�H[WUD�PRYHPHQW��DV�D�VTXDUH�RI�GLŝFXOW�
terrain does, you must have enough movement left to pay for 
entering it. For example, you must have at least 2 squares of 
PRYHPHQW�OHIW�WR�HQWHU�D�VTXDUH�RI�GLŝFXOW�WHUUDLQ�
 &RUQHUV��Diagonal movement can’t cross the corner of a 
ZDOO��ODUJH�WUHH��RU�RWKHU�WHUUDLQ�IHDWXUH�WKDW�śOOV�LWV�VSDFH�
 5DQJHV��To determine the range on a grid between two 
things—whether creatures or objects—start counting squares 
from a square adjacent to one of them and stop counting in 
the space of the other one. Count by the shortest route.
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Cast a Spell
Kh]dd[Ykl]jk�km[`�Yk�oarYj\k�Yf\�[d]ja[k$�Yk�o]dd�Yk�

eYfq�egfkl]jk$�`Yn]�Y[[]kk�lg�kh]ddk�Yf\�[Yf�mk]�

l`]e�lg�_j]Yl�]ץ][l�af�[geZYl&�=Y[`�kh]dd�`Yk�Y�[Yklaf_�

lae]$�o`a[`�kh][aÕ]k�o`]l`]j�l`]�[Ykl]j�emkl�mk]�Yf�

Y[lagf$�Y�j]Y[lagf$�eafml]k$�gj�]n]f�`gmjk�lg�[Ykl�l`]�

kh]dd&�;Yklaf_�Y�kh]dd�ak$�l`]j]^gj]$�fgl�f][]kkYjadq�Yf�

action. Most spells do have a casting time of 1 action, 

kg�Y�kh]dd[Ykl]j�g^l]f�mk]k�`ak�gj�`]j�Y[lagf�af�[geZYl�

lg�[Ykl�km[`�Y�kh]dd&�K]]�[`Yhl]j�)(�^gj�l`]�jmd]k�

on spellcasting.

Dash
O`]f�qgm�lYc]�l`]�<Yk`�Y[lagf$�qgm�_Yaf�]pljY�

egn]e]fl�^gj�l`]�[mjj]fl�lmjf&�L`]�af[j]Yk]�]imYdk�

qgmj�kh]]\$�Y^l]j�Yhhdqaf_�Yfq�eg\aÕ]jk&�Oal`�Y�kh]]\�

g^�+(�^]]l$�^gj�]pYehd]$�qgm�[Yf�egn]�mh�lg�.(�^]]l�gf�qgmj�

lmjf�a^�qgm�\Yk`&

� 9fq�af[j]Yk]�gj�\][j]Yk]�lg�qgmj�kh]]\�[`Yf_]k�l`ak�

Y\\alagfYd�egn]e]fl�Zq�l`]�kYe]�Yegmfl&�A^�qgmj�kh]]\�

g^�+(�^]]l�ak�j]\m[]\�lg�)-�^]]l$�^gj�afklYf[]$�qgm�[Yf�

egn]�mh�lg�+(�^]]l�l`ak�lmjf�a^�qgm�\Yk`&

Disengage
A^�qgm�lYc]�l`]�<ak]f_Y_]�Y[lagf$�qgmj�egn]e]fl�\g]kfÌl�

hjgngc]�ghhgjlmfalq�YllY[ck�^gj�l`]�j]kl�g^�l`]�lmjf&

Dodge
O`]f�qgm�lYc]�l`]�<g\_]�Y[lagf$�qgm�^g[mk�]flaj]dq�gf�

Ynga\af_�YllY[ck&�Mflad�l`]�klYjl�g^�qgmj�f]pl�lmjf$�Yfq�

YllY[c�jgdd�eY\]�Y_Yafkl�qgm�`Yk�\akY\nYflY_]�a^�qgm�

[Yf�k]]�l`]�YllY[c]j$�Yf\�qgm�eYc]�<]pl]jalq�kYnaf_�

l`jgok�oal`�Y\nYflY_]&�Qgm�dgk]�l`ak�Z]f]Õl�a^�qgm�Yj]�

af[YhY[alYl]\� Yk�]phdYaf]\�af�l`]�Yhh]f\ap!�gj�a^�qgmj�

kh]]\�\jghk�lg�(&

Help
Qgm�[Yf�d]f\�qgmj�Ya\�lg�Yfgl`]j�[j]Ylmj]�af�l`]�

[gehd]lagf�g^�Y�lYkc&�O`]f�qgm�lYc]�l`]�@]dh�Y[lagf$�

l`]�[j]Ylmj]�qgm�Ya\�_Yafk�Y\nYflY_]�gf�l`]�f]pl�YZadalq�

[`][c�al�eYc]k�lg�h]j^gje�l`]�lYkc�qgm�Yj]�`]dhaf_�oal`$�

provided that it makes the check before the start of 

qgmj�f]pl�lmjf&

� 9dl]jfYlan]dq$�qgm�[Yf�Ya\�Y�^ja]f\dq�[j]Ylmj]�af�

YllY[caf_�Y�[j]Ylmj]�oal`af�-�^]]l�g^�qgm&�Qgm�^]afl$�

\akljY[l�l`]�lYj_]l$�gj�af�kge]�gl`]j�oYq�l]Ye�mh�lg�

eYc]�qgmj�YddqÌk�YllY[c�egj]�]ץ][lan]&�A^�qgmj�Yddq�

YllY[ck�l`]�lYj_]l�Z]^gj]�qgmj�f]pl�lmjf$�l`]�Õjkl�YllY[c�

roll is made with advantage.

Hide
O`]f�qgm�lYc]�l`]�@a\]�Y[lagf$�qgm�eYc]�Y�<]pl]jalq�

 Kl]Ydl`!�[`][c�af�Yf�Yll]ehl�lg�`a\]$�^gddgoaf_�l`]�jmd]k�

af�[`Yhl]j�/�^gj�`a\af_&�A^�qgm�km[[]]\$�qgm�_Yaf�[]jlYaf�

Z]f]Õlk$�Yk�\]k[jaZ]\�af�l`]�ÉMfk]]f�9llY[c]jk�Yf\�

LYj_]lkÊ�k][lagf�dYl]j�af�l`ak�[`Yhl]j&

Ready
Kge]lae]k�qgm�oYfl�lg�_]l�l`]�bmeh�gf�Y�^g]�gj�oYal�^gj�

Y�hYjla[mdYj�[aj[meklYf[]�Z]^gj]�qgm�Y[l&�Lg�\g�kg$�qgm�

[Yf�lYc]�l`]�J]Y\q�Y[lagf�gf�qgmj�lmjf�kg�l`Yl�qgm�[Yf�

Y[l�dYl]j�af�l`]�jgmf\�mkaf_�qgmj�j]Y[lagf&

� >ajkl$�qgm�\][a\]�o`Yl�h]j[]anYZd]�[aj[meklYf[]�

oadd�lja__]j�qgmj�j]Y[lagf&�L`]f$�qgm�[`ggk]�l`]�Y[lagf�

qgm�oadd�lYc]�af�j]khgfk]�lg�l`Yl�lja__]j$�gj�qgm�[`ggk]�

lg�egn]�mh�lg�qgmj�kh]]\�af�j]khgfk]�lg�al&�=pYehd]k�

af[dm\]�ÉA^�l`]�[mdlakl�kl]hk�gf�l`]�ljYh\ggj$�AÌdd�hmdd�l`]�

d]n]j�l`Yl�gh]fk�al$Ê�Yf\�ÉA^�l`]�_gZdaf�kl]hk�f]pl�lg�e]$�

A�egn]�YoYq&Ê

� O`]f�l`]�lja__]j�g[[mjk$�qgm�[Yf�]al`]j�lYc]�qgmj�

j]Y[lagf�ja_`l�Y^l]j�l`]�lja__]j�Õfak`]k�gj�a_fgj]�

l`]�lja__]j&�J]e]eZ]j�l`Yl�qgm�[Yf�lYc]�gfdq�gf]�

j]Y[lagf�h]j�jgmf\&

� O`]f�qgm�j]Y\q�Y�kh]dd$�qgm�[Ykl�al�Yk�fgjeYd�Zml�

`gd\�alk�]f]j_q$�o`a[`�qgm�j]d]Yk]�oal`�qgmj�j]Y[lagf�

o`]f�l`]�lja__]j�g[[mjk&�Lg�Z]�j]Y\a]\$�Y�kh]dd�emkl�

have a casting time of 1 action, and holding onto the 

kh]ddÌk�eY_a[�j]imaj]k�[gf[]fljYlagf� ]phdYaf]\�af�

[`Yhl]j�)(!&�A^�qgmj�[gf[]fljYlagf�ak�Zjgc]f$�l`]�kh]dd�

\akkahYl]k�oal`gml�lYcaf_�]ץ][l&�>gj�]pYehd]$�a^�qgm�Yj]�

concentrating on the o]Z spell and ready eY_a[�eakkad], 

qgmj�o]Z�kh]dd�]f\k$�Yf\�a^�qgm�lYc]�\YeY_]�Z]^gj]�

qgm�j]d]Yk]�eY_a[�eakkad]�oal`�qgmj�j]Y[lagf$�qgmj�

concentration might be broken.

Search
O`]f�qgm�lYc]�l`]�K]Yj[`�Y[lagf$�qgm�\]ngl]�qgmj�

Yll]flagf�lg�Õf\af_�kge]l`af_&�<]h]f\af_�gf�l`]�

fYlmj]�g^�qgmj�k]Yj[`$�l`]�<E�ea_`l�`Yn]�qgm�eYc]�

Y�Oak\ge� H]j[]hlagf!�[`][c�gj�Yf�Afl]dda_]f[]�

 Afn]kla_Ylagf!�[`][c&

Use an Object
Qgm�fgjeYddq�afl]jY[l�oal`�Yf�gZb][l�o`ad]�\gaf_�

kge]l`af_�]dk]$�km[`�Yk�o`]f�qgm�\jYo�Y�kogj\�Yk�hYjl�

g^�Yf�YllY[c&�O`]f�Yf�gZb][l�j]imaj]k�qgmj�Y[lagf�^gj�

alk�mk]$�qgm�lYc]�l`]�Mk]�Yf�GZb][l�Y[lagf&�L`ak�Y[lagf�

ak�Ydkg�mk]^md�o`]f�qgm�oYfl�lg�afl]jY[l�oal`�egj]�l`Yf�

gf]�gZb][l�gf�qgmj�lmjf&

Improvising an Action
Your character can do things not covered by the actions in 
this chapter, such as breaking down doors, intimidating 
enemies, sensing weaknesses in magical defenses, or calling 
for a parley with a foe. The only limits to the actions you can 
attempt are your imagination and your character’s ability 
scores. See the descriptions of the ability scores in chapter 7 
for inspiration as you improvise.
 When you describe an action not detailed elsewhere in 
the rules, the DM tells you whether that action is possible 
and what kind of roll you need to make, if any, to determine 
success or failure.
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Making an Attack
O`]l`]j�qgmÌj]�kljacaf_�oal`�Y�e]d]]�o]Yhgf$�Õjaf_�Y�

weapon at range, or making an attack roll as part of a 

kh]dd$�Yf�YllY[c�`Yk�Y�kaehd]�kljm[lmj]&

1. Choose a target.�Ha[c�Y�lYj_]l�oal`af�qgmj�YllY[cÌk�

jYf_]2�Y�[j]Ylmj]$�Yf�gZb][l$�gj�Y�dg[Ylagf&

*&�<]l]jeaf]�eg\aÕ]jk&�L`]�<E�\]l]jeaf]k�o`]l`]j�

l`]�lYj_]l�`Yk�[gn]j�Yf\�o`]l`]j�qgm�`Yn]�Y\nYflY_]�

or disadvantage against the target. In addition, spells, 

kh][aYd�YZadala]k$�Yf\�gl`]j�]ץ][lk�[Yf�Yhhdq�h]fYdla]k�

gj�Zgfmk]k�lg�qgmj�YllY[c�jgdd&

3. Resolve the attack. Qgm�eYc]�l`]�YllY[c�jgdd&�Gf�Y�

`al$�qgm�jgdd�\YeY_]$�mfd]kk�l`]�hYjla[mdYj�YllY[c�`Yk�

jmd]k�l`Yl�kh][a^q�gl`]joak]&�Kge]�YllY[ck�[Ymk]�

kh][aYd�]ץ][lk�af�Y\\alagf�lg�gj�afkl]Y\�g^�\YeY_]&

� A^�l`]j]Ìk�]n]j�Yfq�im]klagf�o`]l`]j�kge]l`af_�qgmÌj]�

\gaf_�[gmflk�Yk�Yf�YllY[c$�l`]�jmd]�ak�kaehd]2�a^�qgmÌj]�

eYcaf_�Yf�YllY[c�jgdd$�qgmÌj]�eYcaf_�Yf�YllY[c&

Attack Rolls
O`]f�qgm�eYc]�Yf�YllY[c$�qgmj�YllY[c�jgdd�\]l]jeaf]k�

o`]l`]j�l`]�YllY[c�`alk�gj�eakk]k&�Lg�eYc]�Yf�YllY[c�

jgdd$�jgdd�Y�\*(�Yf\�Y\\�l`]�YhhjghjaYl]�eg\aÕ]jk&�A^�l`]�

lglYd�g^�l`]�jgdd�hdmk�eg\aÕ]jk�]imYdk�gj�]p[]]\k�l`]�

lYj_]lÌk�9jegj�;dYkk� 9;!$�l`]�YllY[c�`alk&�L`]�9;�g^�Y�

character is determined at character creation, whereas 

l`]�9;�g^�Y�egfkl]j�ak�af�alk�klYl�Zdg[c&

Modifiers to the Roll
When a character makes an attack roll, the two most 

[geegf�eg\aÕ]jk�lg�l`]�jgdd�Yj]�Yf�YZadalq�eg\aÕ]j�

Yf\�l`]�[`YjY[l]jÌk�hjgÕ[a]f[q�Zgfmk&�O`]f�Y�egfkl]j�

eYc]k�Yf�YllY[c�jgdd$�al�mk]k�o`Yl]n]j�eg\aÕ]j�ak�

provided in its stat block.

 9Zadalq�Eg\aÕ]j&�L`]�YZadalq�eg\aÕ]j�mk]\�^gj�Y�e]d]]�

o]Yhgf�YllY[c�ak�Klj]f_l`$�Yf\�l`]�YZadalq�eg\aÕ]j�mk]\�

^gj�Y�jYf_]\�o]Yhgf�YllY[c�ak�<]pl]jalq&�O]Yhgfk�l`Yl�

`Yn]�l`]�Õf]kk]�gj�l`jgof�hjgh]jlq�Zj]Yc�l`ak�jmd]&

� Kge]�kh]ddk�Ydkg�j]imaj]�Yf�YllY[c�jgdd&�L`]�YZadalq�

eg\aÕ]j�mk]\�^gj�Y�kh]dd�YllY[c�\]h]f\k�gf�l`]�

kh]dd[Yklaf_�YZadalq�g^�l`]�kh]dd[Ykl]j$�Yk�]phdYaf]\�

af�[`Yhl]j�)(&

 HjgÕ[a]f[q�:gfmk&�Qgm�Y\\�qgmj�hjgÕ[a]f[q�Zgfmk�

lg�qgmj�YllY[c�jgdd�o`]f�qgm�YllY[c�mkaf_�Y�o]Yhgf�oal`�

o`a[`�qgm�`Yn]�hjgÕ[a]f[q$�Yk�o]dd�Yk�o`]f�qgm�YllY[c�

with a spell.

Rolling 1 or 20
Kge]lae]k�^Yl]�Zd]kk]k�gj�[mjk]k�Y�[geZYlYfl$�[Ymkaf_�

the novice to hit and the veteran to miss.

� A^�l`]�\*(�jgdd�^gj�Yf�YllY[c�ak�Y�*($�l`]�YllY[c�`alk�

j]_Yj\d]kk�g^�Yfq�eg\aÕ]jk�gj�l`]�lYj_]lÌk�9;&�Af�

Y\\alagf$�l`]�YllY[c�ak�Y�[jala[Yd�`al$�Yk�]phdYaf]\�dYl]j�

in this chapter.

� A^�l`]�\*(�jgdd�^gj�Yf�YllY[c�ak�Y�)$�l`]�YllY[c�eakk]k�

j]_Yj\d]kk�g^�Yfq�eg\aÕ]jk�gj�l`]�lYj_]lÌk�9;&

Unseen Attackers and Targets
;geZYlYflk�g^l]f�ljq�lg�]k[Yh]�l`]aj�^g]kÌ�fgla[]�

by hiding, casting the afnakaZadalq�kh]dd$�gj�dmjcaf_�

in darkness.

� O`]f�qgm�YllY[c�Y�lYj_]l�l`Yl�qgm�[YfÌl�k]]$�qgm�`Yn]�

\akY\nYflY_]�gf�l`]�YllY[c�jgdd&�L`ak�ak�ljm]�o`]l`]j�

qgmÌj]�_m]kkaf_�l`]�lYj_]lÌk�dg[Ylagf�gj�qgmÌj]�lYj_]laf_�

Y�[j]Ylmj]�qgm�[Yf�`]Yj�Zml�fgl�k]]&�A^�l`]�lYj_]l�akfÌl�af�

l`]�dg[Ylagf�qgm�lYj_]l]\$�qgm�YmlgeYla[Yddq�eakk$�Zml�

l`]�<E�lqha[Yddq�bmkl�kYqk�l`Yl�l`]�YllY[c�eakk]\$�fgl�

o`]l`]j�qgm�_m]kk]\�l`]�lYj_]lÌk�dg[Ylagf�[gjj][ldq&

� O`]f�Y�[j]Ylmj]�[YfÌl�k]]�qgm$�qgm�`Yn]�Y\nYflY_]�gf�

attack rolls against it.

� A^�qgm�Yj]�`a\\]fÈZgl`�mfk]]f�Yf\�mf`]Yj\Èo`]f�

qgm�eYc]�Yf�YllY[c$�qgm�_an]�YoYq�qgmj�dg[Ylagf�o`]f�

the attack hits or misses.

Ranged Attacks
O`]f�qgm�eYc]�Y�jYf_]\�YllY[c$�qgm�Õj]�Y�Zgo�gj�Y�

[jgkkZgo$�`mjd�Y�`Yf\Yp]$�gj�gl`]joak]�k]f\�hjgb][lad]k�

lg�kljac]�Y�^g]�Yl�Y�\aklYf[]&�9�egfkl]j�ea_`l�k`ggl�

spines from its tail. Many spells also involve making a 

ranged attack.

Range
Qgm�[Yf�eYc]�jYf_]\�YllY[ck�gfdq�Y_Yafkl�lYj_]lk�oal`af�

Y�kh][aÕ]\�jYf_]&

� A^�Y�jYf_]\�YllY[c$�km[`�Yk�gf]�eY\]�oal`�Y�kh]dd$�`Yk�Y�

kaf_d]�jYf_]$�qgm�[YfÌl�YllY[c�Y�lYj_]l�Z]qgf\�l`ak�jYf_]&

� Kge]�jYf_]\�YllY[ck$�km[`�Yk�l`gk]�eY\]�oal`�Y�

dgf_Zgo�gj�Y�k`gjlZgo$�`Yn]�log�jYf_]k&�L`]�keYdd]j�

fmeZ]j�ak�l`]�fgjeYd�jYf_]$�Yf\�l`]�dYj_]j�fmeZ]j�ak�

l`]�dgf_�jYf_]&�Qgmj�YllY[c�jgdd�`Yk�\akY\nYflY_]�o`]f�

qgmj�lYj_]l�ak�Z]qgf\�fgjeYd�jYf_]$�Yf\�qgm�[YfÌl�YllY[c�

a target beyond the long range.

Ranged Attacks in Close Combat
9aeaf_�Y�jYf_]\�YllY[c�ak�egj]�\a[mdl�o`]f�Y�^g]�

ak�f]pl�lg�qgm&�O`]f�qgm�eYc]�Y�jYf_]\�YllY[c�oal`�

Y�o]Yhgf$�Y�kh]dd$�gj�kge]�gl`]j�e]Yfk$�qgm�`Yn]�

\akY\nYflY_]�gf�l`]�YllY[c�jgdd�a^�qgm�Yj]�oal`af�-�^]]l�

g^�Y�`gklad]�[j]Ylmj]�o`g�[Yf�k]]�qgm�Yf\�o`g�akfÌl�

incapacitated.

Melee Attacks
Used in hand-to-hand combat, a melee attack allows 

qgm�lg�YllY[c�Y�^g]�oal`af�qgmj�j]Y[`&�9�e]d]]�YllY[c�

lqha[Yddq�mk]k�Y�`Yf\`]d\�o]Yhgf�km[`�Yk�Y�kogj\$�

Y�oYj`Yee]j$�gj�Yf�Yp]&�9�lqha[Yd�egfkl]j�eYc]k�Y�

melee attack when it strikes with its claws, horns, teeth, 

l]flY[d]k$�gj�gl`]j�Zg\q�hYjl&�9�^]o�kh]ddk�Ydkg�afngdn]�

making a melee attack.

� Egkl�[j]Ylmj]k�`Yn]�Y�-%^ggl�reach�Yf\�[Yf�l`mk�

YllY[c�lYj_]lk�oal`af�-�^]]l�g^�l`]e�o`]f�eYcaf_�Y�

e]d]]�YllY[c&�;]jlYaf�[j]Ylmj]k� lqha[Yddq�l`gk]�dYj_]j�

l`Yf�E]\ame!�`Yn]�e]d]]�YllY[ck�oal`�Y�_j]Yl]j�j]Y[`�

l`Yf�-�^]]l$�Yk�fgl]\�af�l`]aj�\]k[jahlagfk&

� O`]f�qgm�Yj]�unarmed$�qgm�[Yf�Õ_`l�af�e]d]]�Zq�

eYcaf_�Yf�mfYje]\�kljac]$�Yk�k`gof�af�l`]�O]Yhgfk�

lYZd]�af�[`Yhl]j�-&
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� L`]�lYj_]l�g^�qgmj�k`gn]�emkl�Z]�fg�egj]�l`Yf�gf]�

kar]�dYj_]j�l`Yf�qgm$�Yf\�al�emkl�Z]�oal`af�qgmj�j]Y[`&�

Qgm�eYc]�Y�Klj]f_l`� 9l`d]la[k!�[`][c�[gfl]kl]\�Zq�l`]�

lYj_]lÌk�Klj]f_l`� 9l`d]la[k!�gj�<]pl]jalq� 9[jgZYla[k!�

[`][c� l`]�lYj_]l�[`ggk]k�l`]�YZadalq�lg�mk]!&�A^�qgm�oaf�

l`]�[gfl]kl$�qgm�]al`]j�cfg[c�l`]�lYj_]l�hjgf]�gj�hmk`�

al�-�^]]l�YoYq�^jge�qgm&

Cover
OYddk$�lj]]k$�[j]Ylmj]k$�Yf\�gl`]j�gZklY[d]k�[Yf�hjgna\]�

[gn]j�\mjaf_�[geZYl$�eYcaf_�Y�lYj_]l�egj]�\a[mdl�

lg�`Yje&�9�lYj_]l�[Yf�Z]f]Õl�^jge�[gn]j�gfdq�o`]f�Yf�

YllY[c�gj�gl`]j�]ץ][l�gja_afYl]k�gf�l`]�ghhgkal]�ka\]�

of the cover.

� L`]j]�Yj]�l`j]]�\]_j]]k�g^�[gn]j&�A^�Y�lYj_]l�ak�Z]`af\�

emdlahd]�kgmj[]k�g^�[gn]j$�gfdq�l`]�egkl�hjgl][lan]�

\]_j]]�g^�[gn]j�Yhhda]k3�l`]�\]_j]]k�Yj]fÌl�Y\\]\�

lg_]l`]j&�>gj�]pYehd]$�a^�Y�lYj_]l�ak�Z]`af\�Y�[j]Ylmj]�

l`Yl�_an]k�`Yd^�[gn]j�Yf\�Y�lj]]�ljmfc�l`Yl�_an]k�l`j]]%

imYjl]jk�[gn]j$�l`]�lYj_]l�`Yk�l`j]]%imYjl]jk�[gn]j&

� 9�lYj_]l�oal`�half cover�`Yk�Y�#*�Zgfmk�lg�9;�Yf\�

<]pl]jalq�kYnaf_�l`jgok&�9�lYj_]l�`Yk�`Yd^�[gn]j�a^�Yf�

gZklY[d]�Zdg[ck�Yl�d]Ykl�`Yd^�g^�alk�Zg\q&�L`]�gZklY[d]�

ea_`l�Z]�Y�dgo�oYdd$�Y�dYj_]�ha][]�g^�^mjfalmj]$�Y�fYjjgo�

lj]]�ljmfc$�gj�Y�[j]Ylmj]$�o`]l`]j�l`Yl�[j]Ylmj]�ak�Yf�

enemy or a friend.

� 9�lYj_]l�oal`�three-quarters cover�`Yk�Y�#-�Zgfmk�

lg�9;�Yf\�<]pl]jalq�kYnaf_�l`jgok&�9�lYj_]l�`Yk�l`j]]%

imYjl]jk�[gn]j�a^�YZgml�l`j]]%imYjl]jk�g^�al�ak�[gn]j]\�

Zq�Yf�gZklY[d]&�L`]�gZklY[d]�ea_`l�Z]�Y�hgjl[mddak$�Yf�

Yjjgo�kdal$�gj�Y�l`a[c�lj]]�ljmfc&

� 9�lYj_]l�oal`�total cover�[YfÌl�Z]�lYj_]l]\�\aj][ldq�

Zq�Yf�YllY[c�gj�Y�kh]dd$�Ydl`gm_`�kge]�kh]ddk�[Yf�j]Y[`�

km[`�Y�lYj_]l�Zq�af[dm\af_�al�af�Yf�Yj]Y�g^�]ץ][l&�9�

target has total cover if it is completely concealed by 

an obstacle.

Damage and Healing
Afbmjq�Yf\�l`]�jakc�g^�\]Yl`�Yj]�[gfklYfl�[gehYfagfk�

g^�l`gk]�o`g�]phdgj]�l`]�ogjd\k�g^�<�<&�L`]�l`jmkl�g^�

Y�kogj\$�Y�o]dd%hdY[]\�Yjjgo$�gj�Y�ZdYkl�g^�ÖYe]�^jge�Y�

Õj]ZYdd spell all have the potential to damage, or even 

cadd$�l`]�`Yj\a]kl�g^�[j]Ylmj]k&

Hit Points
@al�hgaflk�j]hj]k]fl�Y�[geZafYlagf�g^�h`qka[Yd�Yf\�

e]flYd�\mjYZadalq$�l`]�oadd�lg�dan]$�Yf\�dm[c&�;j]Ylmj]k�

oal`�egj]�`al�hgaflk�Yj]�egj]�\a[mdl�lg�cadd&�L`gk]�

with fewer hit points are more fragile.

� 9�[j]Ylmj]Ìk�[mjj]fl�`al�hgaflk� mkmYddq�bmkl�[Ydd]\�`al�

hgaflk!�[Yf�Z]�Yfq�fmeZ]j�^jge�l`]�[j]Ylmj]Ìk�`al�hgafl�

eYpaeme�\gof�lg�(&�L`ak�fmeZ]j�[`Yf_]k�^j]im]fldq�

Yk�Y�[j]Ylmj]�lYc]k�\YeY_]�gj�j][]an]k�`]Ydaf_&

Opportunity Attacks
Af�Y�Õ_`l$�]n]jqgf]�ak�[gfklYfldq�oYl[`af_�^gj�]f]ea]k�

lg�\jgh�l`]aj�_mYj\&�Qgm�[Yf�jYj]dq�egn]�`]]\d]kkdq�hYkl�

qgmj�^g]k�oal`gml�hmllaf_�qgmjk]d^�af�\Yf_]j3�\gaf_�kg�

hjgngc]k�Yf�ghhgjlmfalq�YllY[c&

� Qgm�[Yf�eYc]�Yf�ghhgjlmfalq�YllY[c�o`]f�Y�`gklad]�

[j]Ylmj]�l`Yl�qgm�[Yf�k]]�egn]k�gml�g^�qgmj�j]Y[`&�Lg�

eYc]�l`]�ghhgjlmfalq�YllY[c$�qgm�mk]�qgmj�j]Y[lagf�

to make one melee attack against the provoking 

[j]Ylmj]&�L`]�YllY[c�afl]jjmhlk�l`]�hjgngcaf_�[j]Ylmj]Ìk�

egn]e]fl$�g[[mjjaf_�ja_`l�Z]^gj]�l`]�[j]Ylmj]�

d]Yn]k�qgmj�j]Y[`&

� Qgm�[Yf�Ynga\�hjgngcaf_�Yf�ghhgjlmfalq�YllY[c�Zq�

lYcaf_�l`]�<ak]f_Y_]�Y[lagf&�Qgm�Ydkg�\gfÌl�hjgngc]�Yf�

ghhgjlmfalq�YllY[c�o`]f�qgm�l]d]hgjl�gj�o`]f�kge]gf]�

gj�kge]l`af_�egn]k�qgm�oal`gml�mkaf_�qgmj�egn]e]fl$�

Y[lagf$�gj�j]Y[lagf&�>gj�]pYehd]$�qgm�\gfÌl�hjgngc]�Yf�

ghhgjlmfalq�YllY[c�a^�Yf�]phdgkagf�`mjdk�qgm�gml�g^�Y�^g]Ìk�

j]Y[`�gj�a^�_jYnalq�[Ymk]k�qgm�lg�^Ydd�hYkl�Yf�]f]eq&

Two-Weapon Fighting
O`]f�qgm�lYc]�l`]�9llY[c�Y[lagf�Yf\�YllY[c�oal`�Y�da_`l�

e]d]]�o]Yhgf�l`Yl�qgmÌj]�`gd\af_�af�gf]�`Yf\$�qgm�[Yf�

mk]�Y�Zgfmk�Y[lagf�lg�YllY[c�oal`�Y�\aץ]j]fl�da_`l�e]d]]�

o]Yhgf�l`Yl�qgmÌj]�`gd\af_�af�l`]�gl`]j�`Yf\&�Qgm�\gfÌl�

Y\\�qgmj�YZadalq�eg\aÕ]j�lg�l`]�\YeY_]�g^�l`]�Zgfmk�

YllY[c$�mfd]kk�l`Yl�eg\aÕ]j�ak�f]_Ylan]&

� A^�]al`]j�o]Yhgf�`Yk�l`]�l`jgof�hjgh]jlq$�qgm�

can throw the weapon, instead of making a melee 

attack with it.

Grappling
O`]f�qgm�oYfl�lg�_jYZ�Y�[j]Ylmj]�gj�oj]kld]�oal`�al$�

qgm�[Yf�mk]�l`]�9llY[c�Y[lagf�lg�eYc]�Y�kh][aYd�e]d]]�

YllY[c$�Y�_jYhhd]&�A^�qgmÌj]�YZd]�lg�eYc]�emdlahd]�YllY[ck�

oal`�l`]�9llY[c�Y[lagf$�l`ak�YllY[c�j]hdY[]k�gf]�g^�l`]e&

� L`]�lYj_]l�g^�qgmj�_jYhhd]�emkl�Z]�fg�egj]�l`Yf�gf]�

kar]�dYj_]j�l`Yf�qgm$�Yf\�al�emkl�Z]�oal`af�qgmj�j]Y[`&�

Mkaf_�Yl�d]Ykl�gf]�^j]]�`Yf\$�qgm�ljq�lg�k]ar]�l`]�lYj_]l�

Zq�eYcaf_�Y�_jYhhd]�[`][c$�Y�Klj]f_l`� 9l`d]la[k!�

[`][c�[gfl]kl]\�Zq�l`]�lYj_]lÌk�Klj]f_l`� 9l`d]la[k!�gj�

<]pl]jalq� 9[jgZYla[k!�[`][c� l`]�lYj_]l�[`ggk]k�l`]�

YZadalq�lg�mk]!&�A^�qgm�km[[]]\$�qgm�kmZb][l�l`]�lYj_]l�lg�

l`]�_jYhhd]\�[gf\alagf� k]]�l`]�Yhh]f\ap!&�L`]�[gf\alagf�

kh][aÕ]k�l`]�l`af_k�l`Yl�]f\�al$�Yf\�qgm�[Yf�j]d]Yk]�l`]�

lYj_]l�o`]f]n]j�qgm�dac]� fg�Y[lagf�j]imaj]\!&

 Escaping a Grapple. 9�_jYhhd]\�[j]Ylmj]�[Yf�mk]�

alk�Y[lagf�lg�]k[Yh]&�Lg�\g�kg$�al�emkl�km[[]]\�gf�Y�

Klj]f_l`� 9l`d]la[k!�gj�<]pl]jalq� 9[jgZYla[k!�[`][c�

[gfl]kl]\�Zq�qgmj�Klj]f_l`� 9l`d]la[k!�[`][c&

 Moving a Grappled Creature. O`]f�qgm�egn]$�qgm�

[Yf�\jY_�gj�[Yjjq�l`]�_jYhhd]\�[j]Ylmj]�oal`�qgm$�Zml�

qgmj�kh]]\�ak�`Ydn]\$�mfd]kk�l`]�[j]Ylmj]�ak�log�gj�egj]�

kar]k�keYdd]j�l`Yf�qgm&

Shoving a Creature
Mkaf_�l`]�9llY[c�Y[lagf$�qgm�[Yf�eYc]�Y�kh][aYd�e]d]]�

YllY[c�lg�k`gn]�Y�[j]Ylmj]$�]al`]j�lg�cfg[c�al�hjgf]�gj�

hmk`�al�YoYq�^jge�qgm&�A^�qgmÌj]�YZd]�lg�eYc]�emdlahd]�

YllY[ck�oal`�l`]�9llY[c�Y[lagf$�l`ak�YllY[c�j]hdY[]k�

one of them.

Contests in Combat
Battle often involves pitting your prowess against that of 
your foe. Such a challenge is represented by a contest. This 
section includes the most common contests that require an 
action in combat: grappling and shoving a creature. The DM 
can use these contests as models for improvising others.
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 Psychic. E]flYd�YZadala]k�km[`�Yk�Y�eaf\�ÖYq]jÌk�

psionic blast deal psychic damage.

 Radiant. JY\aYfl�\YeY_]$�\]Ydl�Zq�Y�[d]ja[Ìk�ÖYe]�

kljac]�kh]dd�gj�Yf�Yf_]dÌk�kealaf_�o]Yhgf$�k]Yjk�l`]�Ö]k`�

dac]�Õj]�Yf\�gn]jdgY\k�l`]�khajal�oal`�hgo]j&

 Slashing. Kogj\k$�Yp]k$�Yf\�egfkl]jkÌ�[dYok�\]Yd�

slashing damage.

 Thunder. 9�[gf[mkkan]�Zmjkl�g^�kgmf\$�km[`�Yk�l`]�

&[_�l`mf\]joYn]�kh]dd$�\]Ydk�l`mf\]j�\YeY[`l�g^�l][ץ[

Damage Resistance and 
Vulnerability
Kge]�[j]Ylmj]k�Yf\�gZb][lk�Yj]�]p[]]\af_dq�\a[mdl�gj�

mfmkmYddq�]Ykq�lg�`mjl�oal`�[]jlYaf�lqh]k�g^�\YeY_]&

� A^�Y�[j]Ylmj]�gj�Yf�gZb][l�`Yk�resistance to a damage 

type, damage of that type is halved against it. If a 

[j]Ylmj]�gj�Yf�gZb][l�`Yk�vulnerability to a damage 

lqh]$�\YeY_]�g^�l`Yl�lqh]�ak�\gmZd]\�Y_Yafkl�al&

� J]kaklYf[]�Yf\�l`]f�nmdf]jYZadalq�Yj]�Yhhda]\�Y^l]j�Ydd�

gl`]j�eg\aÕ]jk�lg�\YeY_]&�>gj�]pYehd]$�Y�[j]Ylmj]�`Yk�

j]kaklYf[]�lg�Zdm\_]gfaf_�\YeY_]�Yf\�ak�`al�Zq�Yf�YllY[c�

l`Yl�\]Ydk�*-�Zdm\_]gfaf_�\YeY_]&�L`]�[j]Ylmj]�ak�Ydkg�

oal`af�Y�eY_a[Yd�YmjY�l`Yl�j]\m[]k�Ydd�\YeY_]�Zq�-&�L`]�

*-�\YeY_]�ak�Õjkl�j]\m[]\�Zq�-�Yf\�l`]f�`Ydn]\$�kg�l`]�

[j]Ylmj]�lYc]k�)(�\YeY_]&

� Emdlahd]�afklYf[]k�g^�j]kaklYf[]�gj�nmdf]jYZadalq�l`Yl�

Yץ][l�l`]�kYe]�\YeY_]�lqh]�[gmfl�Yk�gfdq�gf]�afklYf[]&�

>gj�]pYehd]$�a^�Y�[j]Ylmj]�`Yk�j]kaklYf[]�lg�Õj]�\YeY_]�

as well as resistance to all nonmagical damage, the 

\YeY_]�g^�Y�fgfeY_a[Yd�Õj]�ak�j]\m[]\�Zq�`Yd^�Y_Yafkl�

l`]�[j]Ylmj]$�fgl�j]\m[]\�Zq�l`j]]%imYjl]jk&

Healing
Mfd]kk�al�j]kmdlk�af�\]Yl`$�\YeY_]�akfÌl�h]jeYf]fl&�=n]f�

\]Yl`�ak�j]n]jkaZd]�l`jgm_`�hgo]j^md�eY_a[&�J]kl�[Yf�

j]klgj]�Y�[j]Ylmj]Ìk�`al�hgaflk� Yk�]phdYaf]\�af�[`Yhl]j�

0!$�Yf\�eY_a[Yd�e]l`g\k�km[`�Yk�Y�[mj]�ogmf\k spell or 

a hglagf�g^�`]Ydaf_ can remove damage in an instant.

� O`]f�Y�[j]Ylmj]�j][]an]k�`]Ydaf_�g^�Yfq�caf\$�`al�

hgaflk�j]_Yaf]\�Yj]�Y\\]\�lg�alk�[mjj]fl�`al�hgaflk&�9�

[j]Ylmj]Ìk�`al�hgaflk�[YfÌl�]p[]]\�alk�`al�hgafl�eYpaeme$�

kg�Yfq�`al�hgaflk�j]_Yaf]\�af�]p[]kk�g^�l`ak�fmeZ]j�Yj]�

dgkl&�>gj�]pYehd]$�Y�\jma\�_jYflk�Y�jYf_]j�0�`al�hgaflk�g^�

`]Ydaf_&�A^�l`]�jYf_]j�`Yk�),�[mjj]fl�`al�hgaflk�Yf\�`Yk�Y�

`al�hgafl�eYpaeme�g^�*($�l`]�jYf_]j�j]_Yafk�.�`al�hgaflk�

^jge�l`]�\jma\$�fgl�0&

� 9�[j]Ylmj]�l`Yl�`Yk�\a]\�[YfÌl�j]_Yaf�`al�hgaflk�mflad�

eY_a[�km[`�Yk�l`]�j]nana^q spell has restored it to life.

� O`]f]n]j�Y�[j]Ylmj]�lYc]k�\YeY_]$�l`Yl�\YeY_]�ak�

kmZljY[l]\�^jge�alk�`al�hgaflk&�L`]�dgkk�g^�`al�hgaflk�`Yk�

fg�]ץ][l�gf�Y�[j]Ylmj]Ìk�[YhYZadala]k�mflad�l`]�[j]Ylmj]�

\jghk�lg�(�`al�hgaflk&

Damage Rolls
=Y[`�o]Yhgf$�kh]dd$�Yf\�`Yje^md�egfkl]j�YZadalq�

kh][aÕ]k�l`]�\YeY_]�al�\]Ydk&�Qgm�jgdd�l`]�\YeY_]�\a]�

gj�\a[]$�Y\\�Yfq�eg\aÕ]jk$�Yf\�Yhhdq�l`]�\YeY_]�lg�

qgmj�lYj_]l&�EY_a[�o]Yhgfk$�kh][aYd�YZadala]k$�Yf\�gl`]j�

^Y[lgjk�[Yf�_jYfl�Y�Zgfmk�lg�\YeY_]&

 When attacking with a weapon$�qgm�Y\\�qgmj�YZadalq�

eg\aÕ]jÈl`]�kYe]�eg\aÕ]j�mk]\�^gj�l`]�YllY[c�jgddÈ

lg�l`]�\YeY_]&�9�spell�l]ddk�qgm�o`a[`�\a[]�lg�jgdd�^gj�

\YeY_]�Yf\�o`]l`]j�lg�Y\\�Yfq�eg\aÕ]jk&

� A^�Y�kh]dd�gj�gl`]j�]ץ][l�\]Ydk�\YeY_]�lg�more than 

one target at the same time, roll the damage once for 

Ydd�g^�l`]e&�>gj�]pYehd]$�o`]f�Y�oarYj\�[Yklk�Õj]ZYdd or 

a cleric casts ÖYe]�kljac]$�l`]�kh]ddÌk�\YeY_]�ak�jgdd]\�

gf[]�^gj�Ydd�[j]Ylmj]k�[Ym_`l�af�l`]�ZdYkl&

Critical Hits
O`]f�qgm�k[gj]�Y�[jala[Yd�`al$�qgm�_]l�lg�jgdd�]pljY�\a[]�

^gj�l`]�YllY[cÌk�\YeY_]�Y_Yafkl�l`]�lYj_]l&�Jgdd�Ydd�g^�l`]�

YllY[cÌk�\YeY_]�\a[]�loa[]�Yf\�Y\\�l`]e�lg_]l`]j&�L`]f�

Y\\�Yfq�j]d]nYfl�eg\aÕ]jk�Yk�fgjeYd&�Lg�kh]]\�mh�hdYq$�

qgm�[Yf�jgdd�Ydd�l`]�\YeY_]�\a[]�Yl�gf[]&

� >gj�]pYehd]$�a^�qgm�k[gj]�Y�[jala[Yd�`al�oal`�Y�\Y__]j$�

jgdd�*\,�^gj�l`]�\YeY_]$�jYl`]j�l`Yf�)\,$�Yf\�l`]f�Y\\�

qgmj�j]d]nYfl�YZadalq�eg\aÕ]j&�A^�l`]�YllY[c�afngdn]k�gl`]j�

\YeY_]�\a[]$�km[`�Yk�^jge�l`]�jg_m]Ìk�Kf]Yc�9llY[c�

^]Ylmj]$�qgm�jgdd�l`gk]�\a[]�loa[]�Yk�o]dd&

Damage Types
<aץ]j]fl�YllY[ck$�\YeY_af_�kh]ddk$�Yf\�gl`]j�`Yje^md�

�j]fl�lqh]k�g^�\YeY_]&�<YeY_]�lqh]k[ץYd�\a[\�lk][ץ[

`Yn]�fg�jmd]k�g^�l`]aj�gof$�Zml�gl`]j�jmd]k$�km[`�Yk�

damage resistance, rely on the types.

� L`]�\YeY_]�lqh]k�^gddgo$�oal`�]pYehd]k�lg�`]dh�Y�

<E�Ykka_f�Y�\YeY_]�lqh]�lg�Y�f]o�]ץ][l&

 Acid. L`]�[gjjgkan]�khjYq�g^�Y�ZdY[c�\jY_gfÌk�Zj]Yl`�

Yf\�l`]�\akkgdnaf_�]frqe]k�k][j]l]\�Zq�Y�ZdY[c�hm\\af_�

deal acid damage.

 Bludgeoning. :dmfl�^gj[]�YllY[ckÈ`Yee]jk$�^Yddaf_$�

[gfklja[lagf$�Yf\�l`]�dac]È\]Yd�Zdm\_]gfaf_�\YeY_]&

 Cold. L`]�af^]jfYd�[`add�jY\aYlaf_�^jge�Yf�a[]�\]nadÌk�

kh]Yj�Yf\�l`]�^ja_a\�ZdYkl�g^�Y�o`al]�\jY_gfÌk�Zj]Yl`�

deal cold damage.

 Fire. J]\�\jY_gfk�Zj]Yl`]�Õj]$�Yf\�eYfq�kh]ddk�

[gfbmj]�ÖYe]k�lg�\]Yd�Õj]�\YeY_]&

 Force. >gj[]�ak�hmj]�eY_a[Yd�]f]j_q�^g[mk]\�aflg�Y�

\YeY_af_�^gje&�Egkl�]ץ][lk�l`Yl�\]Yd�^gj[]�\YeY_]�Yj]�

kh]ddk$�af[dm\af_�eY_a[�eakkad] and khajalmYd�o]Yhgf.

 Lightning. 9�da_`lfaf_�Zgdl�kh]dd�Yf\�Y�Zdm]�\jY_gfÌk�

breath deal lightning damage.

 F][jgla[&�F][jgla[�\YeY_]$�\]Ydl�Zq�[]jlYaf�mf\]Y\�

Yf\�kge]�kh]ddk$�oal`]jk�eYll]j�Yf\�]n]f�l`]�kgmd&

 Piercing. Hmf[lmjaf_�Yf\�aehYdaf_�YllY[ck$�af[dm\af_�

kh]Yjk�Yf\�egfkl]jkÌ�Zal]k$�\]Yd�ha]j[af_�\YeY_]&

 Poison.�N]fgegmk�klaf_k�Yf\�l`]�lgpa[�_Yk�g^�Y�_j]]f�

\jY_gfÌk�Zj]Yl`�\]Yd�hgakgf�\YeY_]&

'HVFULELQJ�WKH�(ŚHFWV�RI�'DPDJH
'XQJHRQ�0DVWHUV�GHVFULEH�KLW�SRLQW�ORVV�LQ�GLŚHUHQW�ZD\V��
When your current hit point total is half or more of your hit 
point maximum, you typically show no signs of injury. When 
you drop below half your hit point maximum, you show signs 
RI�ZHDU��VXFK�DV�FXWV�DQG�EUXLVHV��$Q�DWWDFN�WKDW�UHGXFHV�\RX�
to 0 hit points strikes you directly, leaving a bleeding injury or 
other trauma, or it simply knocks you unconscious.
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Monsters and Death
Most DMs have a monster die the instant it drops to  

(�`al�hgaflk$�jYl`]j�l`Yf�`Ynaf_�al�^Ydd�mf[gfk[agmk�Yf\�

make death saving throws.

 Mighty villains and special nonplayer characters 

Yj]�[geegf�]p[]hlagfk3�l`]�<E�ea_`l�`Yn]�l`]e�

^Ydd�mf[gfk[agmk�Yf\�^gddgo�l`]�kYe]�jmd]k�Yk�

player characters.

Knocking a Creature Out
Sometimes an attacker wants to incapacitate a foe, 

rather than deal a killing blow. When an attacker 

j]\m[]k�Y�[j]Ylmj]�lg�(�`al�hgaflk�oal`�Y�e]d]]�YllY[c$�

l`]�YllY[c]j�[Yf�cfg[c�l`]�[j]Ylmj]�gml&�L`]�YllY[c]j�

can make this choice the instant the damage is dealt. 

L`]�[j]Ylmj]�^Yddk�mf[gfk[agmk�Yf\�ak�klYZd]&

Temporary Hit Points
Some spells and special abilities confer temporary hit 

hgaflk�lg�Y�[j]Ylmj]&�L]ehgjYjq�`al�hgaflk�Yj]fÌl�Y[lmYd�

`al�hgaflk3�l`]q�Yj]�Y�Zmץ]j�Y_Yafkl�\YeY_]$�Y�hggd�g^�`al�

hgaflk�l`Yl�hjgl][l�qgm�^jge�afbmjq&

� O`]f�qgm�`Yn]�l]ehgjYjq�`al�hgaflk�Yf\�lYc]�\YeY_]$�

l`]�l]ehgjYjq�`al�hgaflk�Yj]�dgkl�Õjkl$�Yf\�Yfq�d]^lgn]j�

\YeY_]�[Yjja]k�gn]j�lg�qgmj�fgjeYd�`al�hgaflk&�>gj�

]pYehd]$�a^�qgm�`Yn]�-�l]ehgjYjq�`al�hgaflk�Yf\�lYc]�

/�\YeY_]$�qgm�dgk]�l`]�l]ehgjYjq�`al�hgaflk�Yf\�l`]f�

take 2 damage.

� :][Ymk]�l]ehgjYjq�`al�hgaflk�Yj]�k]hYjYl]�^jge�

qgmj�Y[lmYd�`al�hgaflk$�l`]q�[Yf�]p[]]\�qgmj�`al�hgafl�

eYpaeme&�9�[`YjY[l]j�[Yf$�l`]j]^gj]$�Z]�Yl�^mdd�`al�

points and receive temporary hit points.

� @]Ydaf_�[YfÌl�j]klgj]�l]ehgjYjq�`al�hgaflk$�Yf\�l`]q�

[YfÌl�Z]�Y\\]\�lg_]l`]j&�A^�qgm�`Yn]�l]ehgjYjq�`al�hgaflk�

Yf\�j][]an]�egj]�g^�l`]e$�qgm�\][a\]�o`]l`]j�lg�c]]h�

l`]�gf]k�qgm�`Yn]�gj�lg�_Yaf�l`]�f]o�gf]k&�>gj�]pYehd]$�

a^�Y�kh]dd�_jYflk�qgm�)*�l]ehgjYjq�`al�hgaflk�o`]f�qgm�

Ydj]Y\q�`Yn]�)($�qgm�[Yf�`Yn]�)*�gj�)($�fgl�**&

� A^�qgm�`Yn]�(�`al�hgaflk$�j][]anaf_�l]ehgjYjq�`al�hgaflk�

\g]kfÌl�j]klgj]�qgm�lg�[gfk[agmkf]kk�gj�klYZadar]�qgm&�

L`]q�[Yf�kladd�YZkgjZ�\YeY_]�\aj][l]\�Yl�qgm�o`ad]�

qgmÌj]�af�l`Yl�klYl]$�Zml�gfdq�ljm]�`]Ydaf_�[Yf�kYn]�qgm&

� Mfd]kk�Y�^]Ylmj]�l`Yl�_jYflk�qgm�l]ehgjYjq�`al�hgaflk�

`Yk�Y�\mjYlagf$�l`]q�dYkl�mflad�l`]qÌj]�\]hd]l]\�gj�qgm�

Õfak`�Y�dgf_�j]kl&

Mounted Combat
9�cfa_`l�[`Yj_af_�aflg�ZYlld]�gf�Y�oYj`gjk]$�Y�oarYj\�

[Yklaf_�kh]ddk�^jge�l`]�ZY[c�g^�Y�_jaץgf$�gj�Y�[d]ja[�

kgYjaf_�l`jgm_`�l`]�kcq�gf�Y�h]_Ykmk�Ydd�]fbgq�l`]�

Z]f]Õlk�g^�kh]]\�Yf\�egZadalq�l`Yl�Y�egmfl�[Yf�hjgna\]&�

� 9�oaddaf_�[j]Ylmj]�l`Yl�ak�Yl�d]Ykl�gf]�kar]�dYj_]j�l`Yf�

qgm�Yf\�l`Yl�`Yk�Yf�YhhjghjaYl]�YfYlgeq�[Yf�k]jn]�Yk�Y�

egmfl$�mkaf_�l`]�^gddgoaf_�jmd]k&

Dropping to 0 Hit Points
O`]f�qgm�\jgh�lg�(�`al�hgaflk$�qgm�]al`]j�\a]�gmlja_`l�gj�

^Ydd�mf[gfk[agmk$�Yk�]phdYaf]\�af�l`]�^gddgoaf_�k][lagfk&

Instant Death
EYkkan]�\YeY_]�[Yf�cadd�qgm�afklYfldq&�O`]f�\YeY_]�

j]\m[]k�qgm�lg�(�`al�hgaflk�Yf\�l`]j]�ak�\YeY_]�

j]eYafaf_$�qgm�\a]�a^�l`]�j]eYafaf_�\YeY_]�]imYdk�

gj�]p[]]\k�qgmj�`al�hgafl�eYpaeme&

� >gj�]pYehd]$�Y�[d]ja[�oal`�Y�eYpaeme�g^� 

)*�`al�hgaflk�[mjj]fldq�`Yk�.�`al�hgaflk&�A^�k`]� 

lYc]k�)0�\YeY_]�^jge�Yf�YllY[c$�k`]�ak�j]\m[]\� 

lg�(�`al�hgaflk$�Zml�)*�\YeY_]�j]eYafk&�:][Ymk]� 

l`]�j]eYafaf_�\YeY_]�]imYdk�`]j�`al�hgafl�

eYpaeme$�l`]�[d]ja[�\a]k&

Falling Unconscious
A^�\YeY_]�j]\m[]k�qgm�lg�(�`al�hgaflk�Yf\�^Yadk�lg�cadd�

qgm$�qgm�^Ydd�mf[gfk[agmk� k]]�l`]�Yhh]f\ap!&�L`ak�

mf[gfk[agmkf]kk�]f\k�a^�qgm�j]_Yaf�Yfq�`al�hgaflk&

Death Saving Throws
O`]f]n]j�qgm�klYjl�qgmj�lmjf�oal`�(�`al�hgaflk$�qgm�

emkl�eYc]�Y�kh][aYd�kYnaf_�l`jgo$�[Ydd]\�Y�\]Yl`�kYnaf_�

l`jgo$�lg�\]l]jeaf]�o`]l`]j�qgm�[j]]h�[dgk]j�lg�\]Yl`�

or hang onto life. Unlike other saving throws, this one 

akfÌl�la]\�lg�Yfq�YZadalq�k[gj]&�Qgm�Yj]�af�l`]�`Yf\k�g^�^Yl]�

fgo$�Ya\]\�gfdq�Zq�kh]ddk�Yf\�^]Ylmj]k�l`Yl�aehjgn]�qgmj�

[`Yf[]k�g^�km[[]]\af_�gf�Y�kYnaf_�l`jgo&

� Jgdd�Y�\*(&�A^�l`]�jgdd�ak�)(�gj�`a_`]j$�qgm�km[[]]\&�

Gl`]joak]$�qgm�^Yad&�9�km[[]kk�gj�^Yadmj]�`Yk�fg�]ץ][l�

Zq�alk]d^&�Gf�qgmj�l`aj\�km[[]kk$�qgm�Z][ge]�klYZd]� k]]�

Z]dgo!&�Gf�qgmj�l`aj\�^Yadmj]$�qgm�\a]&�L`]�km[[]kk]k�

Yf\�^Yadmj]k�\gfÌl�f]]\�lg�Z]�[gfk][mlan]3�c]]h�ljY[c�

g^�Zgl`�mflad�qgm�[gdd][l�l`j]]�g^�Y�caf\&�L`]�fmeZ]j�g^�

Zgl`�ak�j]k]l�lg�r]jg�o`]f�qgm�j]_Yaf�Yfq�`al�hgaflk�gj�

become stable.

 Rolling 1 or 20.�O`]f�qgm�eYc]�Y�\]Yl`�kYnaf_�l`jgo�

Yf\�jgdd�Y�)�gf�l`]�\*($�al�[gmflk�Yk�log�^Yadmj]k&�A^�qgm�

jgdd�Y�*(�gf�l`]�\*($�qgm�j]_Yaf�)�`al�hgafl&

 Damage at 0 Hit Points.�A^�qgm�lYc]�Yfq�\YeY_]�o`ad]�

qgm�`Yn]�(�`al�hgaflk$�qgm�kmץ]j�Y�\]Yl`�kYnaf_�l`jgo�

^Yadmj]&�A^�l`]�\YeY_]�ak�^jge�Y�[jala[Yd�`al$�qgm�kmץ]j�

log�^Yadmj]k�afkl]Y\&�A^�l`]�\YeY_]�]imYdk�gj�]p[]]\k�

qgmj�`al�hgafl�eYpaeme$�qgm�kmץ]j�afklYfl�\]Yl`&

Stabilizing a Creature
L`]�Z]kl�oYq�lg�kYn]�Y�[j]Ylmj]�oal`�(�`al�hgaflk�ak�lg�

`]Yd�al&�A^�`]Ydaf_�ak�mfYnYadYZd]$�l`]�[j]Ylmj]�[Yf�Yl�

d]Ykl�Z]�klYZadar]\�kg�l`Yl�al�akfÌl�cadd]\�Zq�Y�^Yad]\�\]Yl`�

saving throw.

� Qgm�[Yf�mk]�qgmj�Y[lagf�lg�Y\eafakl]j�Õjkl�Ya\�lg�Yf�

mf[gfk[agmk�[j]Ylmj]�Yf\�Yll]ehl�lg�klYZadar]�al$�o`a[`�

j]imaj]k�Y�km[[]kk^md�<;�)(�Oak\ge� E]\a[af]!�[`][c&

� 9�stable�[j]Ylmj]�\g]kfÌl�eYc]�\]Yl`�kYnaf_�l`jgok$�

]n]f�l`gm_`�al�`Yk�(�`al�hgaflk$�Zml�al�\g]k�j]eYaf�

mf[gfk[agmk&�L`]�[j]Ylmj]�klghk�Z]af_�klYZd]$�Yf\�emkl�

start making death saving throws again, if it takes any 

\YeY_]&�9�klYZd]�[j]Ylmj]�l`Yl�akfÌl�`]Yd]\�j]_Yafk�

)�`al�hgafl�Y^l]j�)\,�`gmjk&
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Mounting and Dismounting
Gf[]�\mjaf_�qgmj�egn]$�qgm�[Yf�egmfl�Y�[j]Ylmj]�l`Yl�

ak�oal`af�-�^]]l�g^�qgm�gj�\akegmfl&�<gaf_�kg�[gklk�Yf�

Yegmfl�g^�egn]e]fl�]imYd�lg�`Yd^�qgmj�kh]]\&�>gj�

]pYehd]$�a^�qgmj�kh]]\�ak�+(�^]]l$�qgm�emkl�kh]f\�)-�

^]]l�g^�egn]e]fl�lg�egmfl�Y�`gjk]&�L`]j]^gj]$�qgm�[YfÌl�

egmfl�al�a^�qgm�\gfÌl�`Yn]�)-�^]]l�g^�egn]e]fl�d]^l�gj�

a^�qgmj�kh]]\�ak�(&

� A^�Yf�]ץ][l�egn]k�qgmj�egmfl�Y_Yafkl�alk�oadd�o`ad]�

qgmÌj]�gf�al$�qgm�emkl�km[[]]\�gf�Y�<;�)(�<]pl]jalq�

kYnaf_�l`jgo�gj�^Ydd�gץ�l`]�egmfl$�dYf\af_�hjgf]�af�Y�

khY[]�oal`af�-�^]]l�g^�al&�A^�qgmÌj]�cfg[c]\�hjgf]�o`ad]�

egmfl]\$�qgm�emkl�eYc]�l`]�kYe]�kYnaf_�l`jgo&

� A^�qgmj�egmfl�ak�cfg[c]\�hjgf]$�qgm�[Yf�mk]�qgmj�

j]Y[lagf�lg�\akegmfl�al�Yk�al�^Yddk�Yf\�dYf\�gf�qgmj�^]]l&�

Gl`]joak]$�qgm�Yj]�\akegmfl]\�Yf\�^Ydd�hjgf]�af�Y�

khY[]�oal`af�-�^]]l�al&

Controlling a Mount
O`ad]�qgmÌj]�egmfl]\$�qgm�`Yn]�log�ghlagfk&�Qgm�

[Yf�]al`]j�[gfljgd�l`]�egmfl�gj�Yddgo�al�lg�Y[l�

af\]h]f\]fldq&�Afl]dda_]fl�[j]Ylmj]k$�km[`�Yk�\jY_gfk$�

act independently.

� Qgm�[Yf�[gfljgd�Y�egmfl�gfdq�a^�al�`Yk�Z]]f�ljYaf]\�

to accept a rider. Domesticated horses, donkeys, and 

kaeadYj�[j]Ylmj]k�Yj]�Ykkme]\�lg�`Yn]�km[`�ljYafaf_&�

L`]�afalaYlan]�g^�Y�[gfljgdd]\�egmfl�[`Yf_]k�lg�eYl[`�

qgmjk�o`]f�qgm�egmfl�al&�Al�egn]k�Yk�qgm�\aj][l�al$�Yf\�

al�`Yk�gfdq�l`j]]�Y[lagf�ghlagfk2�<Yk`$�<ak]f_Y_]$�Yf\�

<g\_]&�9�[gfljgdd]\�egmfl�[Yf�egn]�Yf\�Y[l�]n]f�gf�

l`]�lmjf�l`Yl�qgm�egmfl�al&

� 9f�af\]h]f\]fl�egmfl�j]lYafk�alk�hdY[]�af�l`]�

afalaYlan]�gj\]j&�:]Yjaf_�Y�ja\]j�hmlk�fg�j]klja[lagfk�gf�

l`]�Y[lagfk�l`]�egmfl�[Yf�lYc]$�Yf\�al�egn]k�Yf\�Y[lk�

Yk�al�oak`]k&�Al�ea_`l�Ö]]�^jge�[geZYl$�jmk`�lg�YllY[c�

Yf\�\]ngmj�Y�ZY\dq�afbmj]\�^g]$�gj�gl`]joak]�Y[l�Y_Yafkl�

qgmj�oak`]k&

� �Af�]al`]j�[Yk]$�a^�l`]�egmfl�hjgngc]k�Yf�ghhgjlmfalq�

YllY[c�o`ad]�qgmÌj]�gf�al$�l`]�YllY[c]j�[Yf�lYj_]l�qgm�

gj�l`]�egmfl&

Underwater Combat
O`]f�Y\n]flmj]jk�hmjkm]�kY`mY_af�ZY[c�lg�l`]aj�

mf\]jk]Y�`ge]k$�Õ_`l�gץ�k`Yjck�af�Yf�Yf[a]fl�

k`ahoj][c$�gj�Õf\�l`]ek]dn]k�af�Y�Ögg\]\�\mf_]gf�

jgge$�l`]q�emkl�Õ_`l�af�Y�[`Ydd]f_af_�]fnajgfe]fl&�

Mf\]joYl]j�l`]�^gddgoaf_�jmd]k�Yhhdq&

 When making a melee weapon attack$�Y�[j]Ylmj]�

l`Yl�\g]kfÌl�`Yn]�Y�koaeeaf_�kh]]\� ]al`]j�fYlmjYd�gj�

_jYfl]\�Zq�eY_a[!�`Yk�\akY\nYflY_]�gf�l`]�YllY[c�jgdd�

mfd]kk�l`]�o]Yhgf�ak�Y�\Y__]j$�bYn]daf$�k`gjlkogj\$�

spear, or trident.

� 9�ranged weapon attack�YmlgeYla[Yddq�eakk]k�

Y�lYj_]l�Z]qgf\�l`]�o]YhgfÌk�fgjeYd�jYf_]&�=n]f�

against a target within normal range, the attack roll has 

\akY\nYflY_]�mfd]kk�l`]�o]Yhgf�ak�Y�[jgkkZgo$�Y�f]l$�gj�

Y�o]Yhgf�l`Yl�ak�l`jgof�dac]�Y�bYn]daf� af[dm\af_�Y�kh]Yj$�

lja\]fl$�gj�\Yjl!&

� ;j]Ylmj]k�Yf\�gZb][lk�l`Yl�Yj]�^mddq�aee]jk]\�af�

oYl]j�`Yn]�j]kaklYf[]�lg�Õj]�\YeY_]&
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Spell Slots
Regardless of how many spells a caster knows or 

hj]hYj]k$�`]�gj�k`]�[Yf�[Ykl�gfdq�Y�daeal]\�fmeZ]j�

g^�kh]ddk�Z]^gj]�j]klaf_&�EYfahmdYlaf_�l`]�^YZja[�g^�

magic and channeling its energy into even a simple 

kh]dd�ak�h`qka[Yddq�Yf\�e]flYddq�lYpaf_$�Yf\�`a_`]j%

d]n]d�kh]ddk�Yj]�]n]f�egj]�kg&�L`mk$�]Y[`�kh]dd[Yklaf_�

[dYkkÌk�\]k[jahlagf�af[dm\]k�Y�lYZd]�k`goaf_�`go�

many spell slots of each spell level a character can 

mk]�Yl�]Y[`�[`YjY[l]j�d]n]d&�>gj�]pYehd]$�l`]�+j\%d]n]d�

oarYj\�MeYjY�`Yk�^gmj�)kl%d]n]d�kh]dd�kdglk�Yf\�log�

2nd-level slots.

� O`]f�Y�[`YjY[l]j�[Yklk�Y�kh]dd$�`]�gj�k`]�]ph]f\k�

Y�kdgl�g^�l`Yl�kh]ddÌk�d]n]d�gj�`a_`]j$�]ץ][lan]dq�ÉÕddaf_Ê�

Y�kdgl�oal`�l`]�kh]dd&�Qgm�[Yf�l`afc�g^�Y�kh]dd�kdgl�Yk�Y�

_jggn]�g^�Y�[]jlYaf�kar]ÈkeYdd�^gj�Y�)kl%d]n]d�kdgl$�dYj_]j�

^gj�Y�kh]dd�g^�`a_`]j�d]n]d&�9�)kl%d]n]d�kh]dd�Õlk�aflg�Y�kdgl�

g^�Yfq�kar]$�Zml�Y�1l`%d]n]d�kh]dd�Õlk�gfdq�af�Y�1l`%d]n]d�

slot. So when Umara casts eY_a[�eakkad]$ a 1st-level 

kh]dd$�k`]�kh]f\k�gf]�g^�`]j�^gmj�)kl%d]n]d�kdglk�Yf\�`Yk�

three remaining. 

� >afak`af_�Y�dgf_�j]kl�j]klgj]k�Yfq�]ph]f\]\�kh]dd�kdglk�

 k]]�[`Yhl]j�0�^gj�l`]�jmd]k�gf�j]klaf_!&

 Some characters and monsters have special abilities 

l`Yl�d]l�l`]e�[Ykl�kh]ddk�oal`gml�mkaf_�kh]dd�kdglk&

Casting a Spell at a Higher Level
O`]f�Y�kh]dd[Ykl]j�[Yklk�Y�kh]dd�mkaf_�Y�kdgl�l`Yl�ak�g^�Y�

`a_`]j�d]n]d�l`Yf�l`]�kh]dd$�l`]�kh]dd�Ykkme]k�l`]�`a_`]j�

level for that casting. For instance, if Umara casts eY_a[�

eakkad]�mkaf_�gf]�g^�`]j�*f\%d]n]d�kdglk$�l`Yl�eY_a[�

eakkad]�ak�*f\�d]n]d&�=ץ][lan]dq$�l`]�kh]dd�]phYf\k�lg�Õdd�

l`]�kdgl�al�ak�hml�aflg&

� Kge]�kh]ddk$�km[`�Yk�eY_a[�eakkad] and [mj]�ogmf\k,  

`Yn]�egj]�hgo]j^md�]ץ][lk�o`]f�[Ykl�Yl�Y�`a_`]j�d]n]d$�

Yk�\]lYad]\�af�Y�kh]ddÌk�\]k[jahlagf&

Cantrips
9�[Yfljah�ak�Y�kh]dd�l`Yl�[Yf�Z]�[Ykl�Yl�oadd$�oal`gml�

mkaf_�Y�kh]dd�kdgl�Yf\�oal`gml�Z]af_�hj]hYj]\�af�

Y\nYf[]&�J]h]Yl]\�hjY[la[]�`Yk�Õp]\�l`]�kh]dd�af�l`]�

[Ykl]jÌk�eaf\�Yf\�af^mk]\�l`]�[Ykl]j�oal`�l`]�eY_a[�

f]]\]\�lg�hjg\m[]�l`]�]ץ][l�gn]j�Yf\�gn]j&�9�[YfljahÌk�

kh]dd�d]n]d�ak�(&

Rituals
;]jlYaf�kh]ddk�`Yn]�Y�kh][aYd�lY_2�jalmYd&�Km[`�Y�kh]dd� 

[Yf�Z]�[Ykl�^gddgoaf_�l`]�fgjeYd�jmd]k�^gj�kh]dd[Yklaf_$�

gj�l`]�kh]dd�[Yf�Z]�[Ykl�Yk�Y�jalmYd&�L`]�jalmYd�n]jkagf�g^�

Y�kh]dd�lYc]k�)(�eafml]k�dgf_]j�lg�[Ykl�l`Yf�fgjeYd&� 

Al�Ydkg�\g]kfÌl�]ph]f\�Y�kh]dd�kdgl$�o`a[`�e]Yfk�l`]�

jalmYd�n]jkagf�g^�Y�kh]dd�[YfÌl�Z]�[Ykl�Yl�Y�`a_`]j�d]n]d&

MAGIC PERMEATES THE WORLDS OF D&D AND MOST OFTEN 
appears in the form of a spell.

� L`ak�[`Yhl]j�hjgna\]k�l`]�jmd]k�^gj�[Yklaf_�kh]ddk&�

<aץ]j]fl�[`YjY[l]j�[dYkk]k�`Yn]�\aklaf[lan]�oYqk�g^�

learning and preparing their spells, and monsters 

mk]�kh]ddk�af�mfaim]�oYqk&�J]_Yj\d]kk�g^�alk�kgmj[]$�

Y�kh]dd�^gddgok�l`]�jmd]k�`]j]&

What Is a Spell?
9�kh]dd�ak�Y�\ak[j]l]�eY_a[Yd�]ץ][l$�Y�kaf_d]�k`Yhaf_�

g^�l`]�eY_a[Yd�]f]j_a]k�l`Yl�kmץmk]�l`]�emdlan]jk]�

aflg�Y�kh][aÕ[$�daeal]\�]phj]kkagf&�Af�[Yklaf_�Y�kh]dd$�

Y�[`YjY[l]j�[Yj]^mddq�hdm[ck�Yl�l`]�afnakaZd]�kljYf\k�g^�

jYo�eY_a[�kmץmkaf_�l`]�ogjd\$�hafk�l`]e�af�hdY[]�af�Y�

hYjla[mdYj�hYll]jf$�k]lk�l`]e�naZjYlaf_�af�Y�kh][aÕ[�oYq$�

Yf\�l`]f�j]d]Yk]k�l`]e�lg�mfd]Yk`�l`]�\]kaj]\�]ץ][lÈaf�

most cases, all in the span of seconds.

 Spells can be versatile tools, weapons, or protective 

oYj\k&�L`]q�[Yf�\]Yd�\YeY_]�gj�mf\g�al$�aehgk]�gj�

j]egn]�[gf\alagfk� k]]�l`]�Yhh]f\ap!$�\jYaf�da^]�]f]j_q�

away, and restore life to the dead.

� Mf[gmfl]\�l`gmkYf\k�g^�kh]ddk�`Yn]�Z]]f�[j]Yl]\�

gn]j�l`]�[gmjk]�g^�l`]�emdlan]jk]Ìk�`aklgjq$�Yf\�eYfq�g^�

them are long forgotten. Some might yet lie recorded in 

[jmeZdaf_�kh]ddZggck�`a\\]f�af�Yf[a]fl�jmafk�gj�ljYhh]\�

in the minds of dead gods. Or they might someday be 

j]afn]fl]\�Zq�Y�[`YjY[l]j�o`g�`Yk�YeYkk]\�]fgm_`�

power and wisdom to do so.

Spell Level
=n]jq�kh]dd�`Yk�Y�d]n]d�^jge�(�lg�1&�9�kh]ddÌk�d]n]d�ak�Y�

_]f]jYd�af\a[Ylgj�g^�`go�hgo]j^md�al�ak$�oal`�l`]�dgodq�

 Zml�kladd�aehj]kkan]!�eY_a[�eakkad] at 1st level and 

the incredible lae]�klgh�Yl�1l`&�;YfljahkÈkaehd]�Zml�

hgo]j^md�kh]ddk�l`Yl�[`YjY[l]jk�[Yf�[Ykl�Ydegkl�Zq�jgl]È

Yj]�d]n]d�(&�L`]�`a_`]j�Y�kh]ddÌk�d]n]d$�l`]�`a_`]j�d]n]d�Y�

kh]dd[Ykl]j�emkl�Z]�lg�mk]�l`Yl�kh]dd&

� Kh]dd�d]n]d�Yf\�[`YjY[l]j�d]n]d�\gfÌl�[gjj]khgf\�

\aj][ldq&�Lqha[Yddq$�Y�[`YjY[l]j�`Yk�lg�Z]�Yl�d]Ykl�)/l`�

d]n]d$�fgl�1l`�d]n]d$�lg�[Ykl�Y�1l`%d]n]d�kh]dd&

Known and Prepared Spells
:]^gj]�Y�kh]dd[Ykl]j�[Yf�mk]�Y�kh]dd$�`]�gj�k`]�emkl�

`Yn]�l`]�kh]dd�Õjedq�Õp]\�af�eaf\$�gj�emkl�`Yn]�Y[[]kk�

to the spell in a magic item. Members of a few classes 

have a limited list of spells they know that are always 

Õp]\�af�eaf\&�L`]�kYe]�l`af_�ak�ljm]�g^�eYfq�eY_a[%

mkaf_�egfkl]jk&�Gl`]j�kh]dd[Ykl]jk$�km[`�Yk�[d]ja[k�Yf\�

oarYj\k$�mf\]j_g�Y�hjg[]kk�g^�hj]hYjaf_�kh]ddk&�L`ak�

hjg[]kk�nYja]k�^gj�\aץ]j]fl�[dYkk]k$�Yk�\]lYad]\�af�l`]aj�

descriptions.

� Af�]n]jq�[Yk]$�l`]�fmeZ]j�g^�kh]ddk�Y�[Ykl]j�[Yf�

`Yn]�Õp]\�af�eaf\�Yl�Yfq�_an]f�lae]�\]h]f\k�gf�l`]�

[`YjY[l]jÌk�d]n]d&

Chapter 10: Spellcasting
Part 3: The Rules of Magic
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� Kh]ddk�l`Yl�[j]Yl]�[gf]k�gj�daf]k�g^�]ץ][l�l`Yl�gja_afYl]�

^jge�qgm�Ydkg�`Yn]�Y�jYf_]�g^�k]d^$�af\a[Ylaf_�l`Yl�l`]�

gja_af�hgafl�g^�l`]�kh]ddÌk�]ץ][l�emkl�Z]�qgm� k]]�É9j]Yk�

g^�=ץ][lÊ�dYl]j�af�l`]�l`ak�[`Yhl]j!&

� Gf[]�Y�kh]dd�ak�[Ykl$�alk�]ץ][lk�Yj]fÌl�daeal]\�Zq�alk�

jYf_]$�mfd]kk�l`]�kh]ddÌk�\]k[jahlagf�kYqk�gl`]joak]&

Components
9�kh]ddÌk�[gehgf]flk�Yj]�l`]�h`qka[Yd�j]imaj]e]flk�qgm�

emkl�e]]l�af�gj\]j�lg�[Ykl�al&�=Y[`�kh]ddÌk�\]k[jahlagf�

af\a[Yl]k�o`]l`]j�al�j]imaj]k�n]jZYd� N!$�kgeYla[� K!$�

gj�eYl]jaYd� E!�[gehgf]flk&�A^�qgm�[YfÌl�hjgna\]�gf]�

gj�egj]�g^�Y�kh]ddÌk�[gehgf]flk$�qgm�Yj]�mfYZd]�lg�

cast the spell.

Verbal (V)
Egkl�kh]ddk�j]imaj]�l`]�[`Yflaf_�g^�eqkla[�ogj\k&�L`]�

ogj\k�l`]ek]dn]k�Yj]fÌl�l`]�kgmj[]�g^�l`]�kh]ddÌk�hgo]j3�

jYl`]j$�l`]�hYjla[mdYj�[geZafYlagf�g^�kgmf\k$�oal`�

kh][aÕ[�hal[`�Yf\�j]kgfYf[]$�k]lk�l`]�l`j]Y\k�g^�eY_a[�

af�eglagf&�L`mk$�Y�[`YjY[l]j�o`g�ak�_Y__]\�gj�af�Yf�Yj]Y�

g^�kad]f[]$�km[`�Yk�gf]�[j]Yl]\�Zq�l`]�kad]f[]�kh]dd$�[YfÌl�

cast a spell with a verbal component.

Somatic (S)
Kh]dd[Yklaf_�_]klmj]k�ea_`l�af[dm\]�Y�^gj[]^md�

_]kla[mdYlagf�gj�Yf�aflja[Yl]�k]l�g^�_]klmj]k&�A^�Y�kh]dd�

j]imaj]k�Y�kgeYla[�[gehgf]fl$�l`]�[Ykl]j�emkl�`Yn]�^j]]�

mk]�g^�Yl�d]Ykl�gf]�`Yf\�lg�h]j^gje�l`]k]�_]klmj]k&

Material (M)
;Yklaf_�kge]�kh]ddk�j]imaj]k�hYjla[mdYj�gZb][lk$�

kh][aÕ]\�af�hYj]fl`]k]k�af�l`]�[gehgf]fl�]fljq&�

9�[`YjY[l]j�[Yf�mk]�Y�component pouch or a 

spellcasting focus� ^gmf\�af�[`Yhl]j�-!�af�hdY[]�g^�

l`]�[gehgf]flk�kh][aÕ]\�^gj�Y�kh]dd&�:ml�a^�Y�[gkl�ak�

af\a[Yl]\�^gj�Y�[gehgf]fl$�Y�[`YjY[l]j�emkl�`Yn]�l`Yl�

kh][aÕ[�[gehgf]fl�Z]^gj]�`]�gj�k`]�[Yf�[Ykl�l`]�kh]dd&

 If a spell states that a material component is 

[gfkme]\�Zq�l`]�kh]dd$�l`]�[Ykl]j�emkl�hjgna\]�l`ak�

component for each casting of the spell.

� 9�kh]dd[Ykl]j�emkl�`Yn]�Y�`Yf\�^j]]�lg�Y[[]kk�l`]k]�

[gehgf]flk$�Zml�al�[Yf�Z]�l`]�kYe]�`Yf\�l`Yl�`]�gj�k`]�

mk]k�lg�h]j^gje�kgeYla[�[gehgf]flk&

Duration
9�kh]ddÌk�\mjYlagf�ak�l`]�d]f_l`�g^�lae]�l`]�kh]dd�h]jkaklk&�

9�\mjYlagf�[Yf�Z]�]phj]kk]\�af�jgmf\k$�eafml]k$�`gmjk$�

gj�]n]f�q]Yjk&�Kge]�kh]ddk�kh][a^q�l`Yl�l`]aj�]ץ][lk�dYkl�

mflad�l`]�kh]ddk�Yj]�\akh]dd]\�gj�\]kljgq]\&

Instantaneous
EYfq�kh]ddk�Yj]�afklYflYf]gmk&�L`]�kh]dd�`Yjek$�

`]Ydk$�[j]Yl]k$�gj�Ydl]jk�Y�[j]Ylmj]�gj�Yf�gZb][l�af�Y�oYq�

l`Yl�[YfÌl�Z]�\akh]dd]\$�Z][Ymk]�alk�eY_a[�]paklk�gfdq�

for an instant.

Concentration
Kge]�kh]ddk�j]imaj]�qgm�lg�eYaflYaf�[gf[]fljYlagf�

af�gj\]j�lg�c]]h�l`]aj�eY_a[�Y[lan]&�A^�qgm�dgk]�

[gf[]fljYlagf$�km[`�Y�kh]dd�]f\k&

� Lg�[Ykl�Y�kh]dd�Yk�Y�jalmYd$�Y�kh]dd[Ykl]j�emkl�`Yn]�Y�

^]Ylmj]�l`Yl�_jYflk�l`]�YZadalq�lg�\g�kg&�L`]�[d]ja[�Yf\�l`]�

\jma\$�^gj�]pYehd]$�`Yn]�km[`�Y�^]Ylmj]&�L`]�[Ykl]j�emkl�

also have the spell prepared or on his or her list of spells 

cfgof$�mfd]kk�l`]�[`YjY[l]jÌk�jalmYd�^]Ylmj]�kh][aÕ]k�

gl`]joak]$�Yk�l`]�oarYj\Ìk�\g]k&

Casting a Spell
O`]f�Y�[`YjY[l]j�[Yklk�Yfq�kh]dd$�l`]�kYe]�ZYka[�jmd]k�

Yj]�^gddgo]\$�j]_Yj\d]kk�g^�l`]�[`YjY[l]jÌk�[dYkk�gj�l`]�

kh]ddÌk�]ץ][lk&

� =Y[`�kh]dd�\]k[jahlagf�af�[`Yhl]j�))�Z]_afk�oal`�Y�Zdg[c�

g^�af^gjeYlagf$�af[dm\af_�l`]�kh]ddÌk�fYe]$�d]n]d$�k[`ggd�

g^�eY_a[$�[Yklaf_�lae]$�jYf_]$�[gehgf]flk$�Yf\�\mjYlagf&�

L`]�j]kl�g^�Y�kh]dd�]fljq�\]k[jaZ]k�l`]�kh]ddÌk�]ץ][l&

Casting Time
Egkl�kh]ddk�j]imaj]�Y�kaf_d]�Y[lagf�lg�[Ykl$�Zml�kge]�

kh]ddk�j]imaj]�Y�Zgfmk�Y[lagf$�Y�j]Y[lagf$�gj�em[`�egj]�

time to cast.

Bonus Action
9�kh]dd�[Ykl�oal`�Y�Zgfmk�Y[lagf�ak�]kh][aYddq�koa^l&�Qgm�

emkl�mk]�Y�Zgfmk�Y[lagf�gf�qgmj�lmjf�lg�[Ykl�l`]�kh]dd$�

hjgna\]\�l`Yl�qgm�`Yn]fÌl�Ydj]Y\q�lYc]f�Y�Zgfmk�Y[lagf�

l`ak�lmjf&�Qgm�[YfÌl�[Ykl�Yfgl`]j�kh]dd�\mjaf_�l`]�kYe]�

lmjf$�]p[]hl�^gj�Y�[Yfljah�oal`�Y�[Yklaf_�lae]�g^�)�Y[lagf&

Reactions
Kge]�kh]ddk�[Yf�Z]�[Ykl�Yk�j]Y[lagfk&�L`]k]�kh]ddk�

lYc]�Y�^jY[lagf�g^�Y�k][gf\�lg�Zjaf_�YZgml�Yf\�Yj]�[Ykl�

in response to some event. If a spell can be cast as a 

j]Y[lagf$�l`]�kh]dd�\]k[jahlagf�l]ddk�qgm�]pY[ldq�o`]f�

qgm�[Yf�\g�kg&

Longer Casting Times
;]jlYaf�kh]ddk� af[dm\af_�kh]ddk�[Ykl�Yk�jalmYdk!�j]imaj]�

egj]�lae]�lg�[Ykl2�eafml]k�gj�]n]f�`gmjk&�O`]f�qgm�

cast a spell with a casting time longer than a single 

Y[lagf�gj�j]Y[lagf$�qgm�emkl�kh]f\�qgmj�Y[lagf�]Y[`�

lmjf�[Yklaf_�l`]�kh]dd$�Yf\�qgm�emkl�eYaflYaf�qgmj�

[gf[]fljYlagf�o`ad]�qgm�\g�kg� k]]�É;gf[]fljYlagfÊ�

Z]dgo!&�A^�qgmj�[gf[]fljYlagf�ak�Zjgc]f$�l`]�kh]dd�^Yadk$�

Zml�qgm�\gfÌl�]ph]f\�Y�kh]dd�kdgl&�A^�qgm�oYfl�lg�ljq�

[Yklaf_�l`]�kh]dd�Y_Yaf$�qgm�emkl�klYjl�gn]j&

Range
L`]�lYj_]l�g^�Y�kh]dd�emkl�Z]�oal`af�l`]�kh]ddÌk�jYf_]&�

For a spell like eY_a[�eakkad]$�l`]�lYj_]l�ak�Y�[j]Ylmj]&�

For a spell like Õj]ZYdd, the target is the point in space 

o`]j]�l`]�ZYdd�g^�Õj]�]jmhlk&

� Egkl�kh]ddk�`Yn]�jYf_]k�]phj]kk]\�af�^]]l&�Kge]�

kh]ddk�[Yf�lYj_]l�gfdq�Y�[j]Ylmj]� af[dm\af_�qgm!�l`Yl�qgm�

lgm[`&�Gl`]j�kh]ddk$�km[`�Yk�l`]�k`a]d\�kh]dd$�Yץ][l�gfdq�

qgm&�L`]k]�kh]ddk�`Yn]�Y�jYf_]�g^�k]d^&

Casting in Armor
Because of the mental focus and precise gestures required 
IRU�VSHOOFDVWLQJ��\RX�PXVW�EH�SURśFLHQW�ZLWK�WKH�DUPRU�\RX�
are wearing to cast a spell. You are otherwise too distracted 
and physically hampered by your armor for spellcasting.
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ak�Y�hgafl�af�khY[]$�Zml�kge]�kh]ddk�`Yn]�Yf�Yj]Y�o`gk]�

gja_af�ak�Y�[j]Ylmj]�gj�Yf�gZb][l&

� 9�kh]ddÌk�]ץ][l�]phYf\k�af�kljYa_`l�daf]k�^jge�l`]�hgafl�

g^�gja_af&�A^�fg�mfZdg[c]\�kljYa_`l�daf]�]pl]f\k�^jge�l`]�

hgafl�g^�gja_af�lg�Y�dg[Ylagf�oal`af�l`]�Yj]Y�g^�]ץ][l$�l`Yl�

dg[Ylagf�akfÌl�af[dm\]\�af�l`]�kh]ddÌk�Yj]Y&�Lg�Zdg[c�gf]�g^�

l`]k]�aeY_afYjq�daf]k$�Yf�gZkljm[lagf�emkl�hjgna\]�lglYd�

[gn]j$�Yk�]phdYaf]\�af�[`Yhl]j�1&

Cone
9�[gf]�]pl]f\k�af�Y�\aj][lagf�qgm�[`ggk]�^jge�alk�hgafl�

g^�gja_af&�9�[gf]Ìk�oa\l`�Yl�Y�_an]f�hgafl�Ydgf_�alk�d]f_l`�

ak�]imYd�lg�l`Yl�hgaflÌk�\aklYf[]�^jge�l`]�hgafl�g^�gja_af&�

9�[gf]Ìk�Yj]Y�g^�]ץ][l�kh][aÕ]k�alk�eYpaeme�d]f_l`&

� 9�[gf]Ìk�hgafl�g^�gja_af�ak�fgl�af[dm\]\�af�l`]�[gf]Ìk�

Yj]Y�g^�]ץ][l$�mfd]kk�qgm�\][a\]�gl`]joak]&

� A^�Y�kh]dd�emkl�Z]�eYaflYaf]\�oal`�[gf[]fljYlagf$�

l`Yl�^Y[l�Yhh]Yjk�af�alk�<mjYlagf�]fljq$�Yf\�l`]�kh]dd�

kh][aÕ]k�`go�dgf_�qgm�[Yf�[gf[]fljYl]�gf�al&�Qgm�[Yf�

]f\�[gf[]fljYlagf�Yl�Yfq�lae]� fg�Y[lagf�j]imaj]\!&

� FgjeYd�Y[lanalq$�km[`�Yk�egnaf_�Yf\�YllY[caf_$�\g]kfÌl�

afl]j^]j]�oal`�[gf[]fljYlagf&�L`]�^gddgoaf_�^Y[lgjk�[Yf�

Zj]Yc�[gf[]fljYlagf2

�� Casting another spell that requires concentration. 

Qgm�dgk]�[gf[]fljYlagf�gf�Y�kh]dd�a^�qgm�[Ykl�Yfgl`]j�

kh]dd�l`Yl�j]imaj]k�[gf[]fljYlagf&�Qgm�[YfÌl�[gf[]f-

trate on two spells at once.

�� Taking damage.�O`]f]n]j�qgm�lYc]�\YeY_]�o`ad]�

qgm�Yj]�[gf[]fljYlaf_�gf�Y�kh]dd$�qgm�emkl�eYc]�Y�

;gfklalmlagf�kYnaf_�l`jgo�lg�eYaflYaf�qgmj�[gf[]fljY-

lagf&�L`]�<;�]imYdk�)(�gj�`Yd^�l`]�\YeY_]�qgm�lYc]$�

o`a[`]n]j�fmeZ]j�ak�`a_`]j&�A^�qgm�lYc]�\YeY_]�^jge�

emdlahd]�kgmj[]k$�km[`�Yk�Yf�Yjjgo�Yf\�Y�\jY_gfÌk�

Zj]Yl`$�qgm�eYc]�Y�k]hYjYl]�kYnaf_�l`jgo�^gj�]Y[`�

kgmj[]�g^�\YeY_]&

�� Being incapacitated or killed.�Qgm�dgk]�[gf[]fljYlagf�

gf�Y�kh]dd�a^�qgm�Yj]�af[YhY[alYl]\�gj�a^�qgm�\a]&

� L`]�<E�ea_`l�Ydkg�\][a\]�l`Yl�[]jlYaf�]fnajgfe]flYd�

h`]fge]fY$�km[`�Yk�Y�oYn]�[jYk`af_�gn]j�qgm�o`ad]�

qgmÌj]�gf�Y�klgje%lgkk]\�k`ah$�j]imaj]�qgm�lg�km[[]]\�

gf�Y�<;�)(�;gfklalmlagf�kYnaf_�l`jgo�lg�eYaflYaf�

concentration on a spell.

Targets
9�lqha[Yd�kh]dd�j]imaj]k�qgm�lg�ha[c�gf]�gj�egj]�lYj_]lk�

lg�Z]�Yץ][l]\�Zq�l`]�kh]ddÌk�eY_a[&�9�kh]ddÌk�\]k[jahlagf�

l]ddk�qgm�o`]l`]j�l`]�kh]dd�lYj_]lk�[j]Ylmj]k$�gZb][lk$�gj�

Y�hgafl�g^�gja_af�^gj�Yf�Yj]Y�g^�]ץ][l� \]k[jaZ]\�Z]dgo!&

� Mfd]kk�Y�kh]dd�`Yk�Y�h]j[]hlaZd]�]ץ][l$�Y�[j]Ylmj]�

ea_`l�fgl�cfgo�al�oYk�lYj_]l]\�Zq�Y�kh]dd�Yl�Ydd&�9f�]ץ][l�

dac]�[jY[cdaf_�da_`lfaf_�ak�gZnagmk$�Zml�Y�egj]�kmZld]�

�$Y\�Y�[j]Ylmj]Ìk�l`gm_`lk[l$�km[`�Yk�Yf�Yll]ehl�lg�j][ץ[

lqha[Yddq�_g]k�mffgla[]\$�mfd]kk�Y�kh]dd�kYqk�gl`]joak]&

A Clear Path to the Target
Lg�lYj_]l�kge]l`af_$�qgm�emkl�`Yn]�Y�[d]Yj�hYl`�lg�al$�

kg�al�[YfÌl�Z]�Z]`af\�lglYd�[gn]j&

� A^�qgm�hdY[]�Yf�Yj]Y�g^�]ץ][l�Yl�Y�hgafl�l`Yl�qgm�[YfÌl�

k]]�Yf\�Yf�gZkljm[lagf$�km[`�Yk�Y�oYdd$�ak�Z]lo]]f�qgm�

and that point, the point of origin comes into being on 

l`]�f]Yj�ka\]�g^�l`Yl�gZkljm[lagf&

Targeting Yourself
A^�Y�kh]dd�lYj_]lk�Y�[j]Ylmj]�g^�qgmj�[`ga[]$�qgm�[Yf�

[`ggk]�qgmjk]d^$�mfd]kk�l`]�[j]Ylmj]�emkl�Z]�`gklad]�gj�

kh][aÕ[Yddq�Y�[j]Ylmj]�gl`]j�l`Yf�qgm&�A^�qgm�Yj]�af�l`]�

Yj]Y�g^�]ץ][l�g^�Y�kh]dd�qgm�[Ykl$�qgm�[Yf�lYj_]l�qgmjk]d^&

Areas of Effect
Kh]ddk�km[`�Yk�Zmjfaf_�`Yf\k and [gf]�g^�[gd\ cover an 

Yj]Y$�Yddgoaf_�l`]e�lg�Yץ][l�emdlahd]�[j]Ylmj]k�Yl�gf[]&

� 9�kh]ddÌk�\]k[jahlagf�kh][aÕ]k�alk�Yj]Y�g^�]ץ][l$�

o`a[`�lqha[Yddq�`Yk�gf]�g^�Õn]�\aץ]j]fl�k`Yh]k2�[gf]$�

[mZ]$�[qdaf\]j$�daf]$�gj�kh`]j]&�=n]jq�Yj]Y�g^�]ץ][l�`Yk�

a point of origin$�Y�dg[Ylagf�^jge�o`a[`�l`]�kh]ddÌk�

]f]j_q�]jmhlk&�L`]�jmd]k�^gj�]Y[`�k`Yh]�kh][a^q�`go�qgm�

hgkalagf�alk�hgafl�g^�gja_af&�Lqha[Yddq$�Y�hgafl�g^�gja_af�

The Schools of Magic
$FDGHPLHV�RI�PDJLF�JURXS�VSHOOV�LQWR�HLJKW�FDWHJRULHV�FDOOHG�
schools of magic. Scholars, particularly wizards, apply these 
categories to all spells, believing that all magic functions in 
essentially the same way, whether it derives from rigorous 
study or is bestowed by a deity.
 The schools of magic help describe spells; they have no 
rules of their own, although some rules refer to the schools.
 Abjuration spells are protective in nature, though some 
of them have aggressive uses. They create magical barriers, 
QHJDWH�KDUPIXO�HŚHFWV��KDUP�WUHVSDVVHUV��RU�EDQLVK�FUHDWXUHV�
to other planes of existence.
 Conjuration spells involve the transportation of objects 
and creatures from one location to another. Some spells 
summon creatures or objects to the caster’s side, whereas 
others allow the caster to teleport to another location. Some 
FRQMXUDWLRQV�FUHDWH�REMHFWV�RU�HŚHFWV�RXW�RI�QRWKLQJ�
 Divination spells reveal information, whether in the form of 
secrets long forgotten, glimpses of the future, the locations 
of hidden things, the truth behind illusions, or visions of 
distant people or places.
 Enchantment�VSHOOV�DŚHFW�WKH�PLQGV�RI�RWKHUV��LQŜXHQFLQJ�
or controlling their behavior. Such spells can make enemies 
see the caster as a friend, force creatures to take a course of 
action, or even control another creature like a puppet.
 Evocation spells manipulate magical energy to produce a 
GHVLUHG�HŚHFW��6RPH�FDOO�XS�EODVWV�RI�śUH�RU�OLJKWQLQJ��2WKHUV�
channel positive energy to heal wounds.
 Illusion spells deceive the senses or minds of others. They 
cause people to see things that are not there, to miss things 
that are there, to hear phantom noises, or to remember 
things that never happened. Some illusions create phantom 
images that any creature can see, but the most insidious 
illusions plant an image directly in the mind of a creature.
 Necromancy spells manipulate the energies of life and 
death. Such spells can grant an extra reserve of life force, 
drain the life energy from another creature, create the 
undead, or even bring the dead back to life.
 Creating the undead through the use of necromancy spells 
such as animate dead is not a good act, and only evil casters 
use such spells frequently.
 Transmutation spells change the properties of a creature, 
object, or environment. They might turn an enemy into a 
harmless creature, bolster the strength of an ally, make an 
object move at the caster’s command, or enhance a creature’s 
innate healing abilities to rapidly recover from injury.
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Combining Magical Effects
L`]�]ץ][lk�g^�\aץ]j]fl�kh]ddk�Y\\�lg_]l`]j�o`ad]�

l`]�\mjYlagfk�g^�l`gk]�kh]ddk�gn]jdYh&�L`]�]ץ][lk�g^�

l`]�kYe]�kh]dd�[Ykl�emdlahd]�lae]k�\gfÌl�[geZaf]$�

`go]n]j&�Afkl]Y\$�l`]�egkl�hgl]fl�]ץ][lÈkm[`�Yk�l`]�

`a_`]kl�ZgfmkÈ^jge�l`gk]�[Yklaf_k�Yhhda]k�o`ad]�l`]aj�

\mjYlagfk�gn]jdYh&

� >gj�]pYehd]$�a^�log�[d]ja[k�[Ykl�Zd]kk on the same 

lYj_]l$�l`Yl�[`YjY[l]j�_Yafk�l`]�kh]ddÌk�Z]f]Õl�gfdq�gf[]3�

`]�gj�k`]�\g]kfÌl�_]l�lg�jgdd�log�Zgfmk�\a[]&

Cube
Qgm�k]d][l�Y�[mZ]Ìk�hgafl�g^�gja_af$�o`a[`�da]k�Yfqo`]j]�

gf�Y�^Y[]�g^�l`]�[mZa[�]ץ][l&�L`]�[mZ]Ìk�kar]�ak�]phj]kk]\�

as the length of each side.

� 9�[mZ]Ìk�hgafl�g^�gja_af�ak�fgl�af[dm\]\�af�l`]�[mZ]Ìk�

Yj]Y�g^�]ץ][l$�mfd]kk�qgm�\][a\]�gl`]joak]&

Cylinder
9�[qdaf\]jÌk�hgafl�g^�gja_af�ak�l`]�[]fl]j�g^�Y�[aj[d]�g^�Y�

hYjla[mdYj�jY\amk$�Yk�_an]f�af�l`]�kh]dd�\]k[jahlagf&�L`]�

[aj[d]�emkl�]al`]j�Z]�gf�l`]�_jgmf\�gj�Yl�l`]�`]a_`l�g^�

l`]�kh]dd�]ץ][l&�L`]�]f]j_q�af�Y�[qdaf\]j�]phYf\k�af�

straight lines from the point of origin to the perimeter of 

l`]�[aj[d]$�^gjeaf_�l`]�ZYk]�g^�l`]�[qdaf\]j&�L`]�kh]ddÌk�

�[`f�k`gglk�mh�^jge�l`]�ZYk]�gj�\gof�^jge�l[`l�l][ץ[

lgh$�lg�Y�\aklYf[]�]imYd�lg�l`]�`]a_`l�g^�l`]�[qdaf\]j&

� 9�[qdaf\]jÌk�hgafl�g^�gja_af�ak�af[dm\]\�af�l`]�[qdaf\]jÌk�

Yj]Y�g^�]ץ][l&

Line
9�daf]�]pl]f\k�^jge�alk�hgafl�g^�gja_af�af�Y�kljYa_`l�hYl`�

mh�lg�alk�d]f_l`�Yf\�[gn]jk�Yf�Yj]Y�\]Õf]\�Zq�alk�oa\l`&

� 9�daf]Ìk�hgafl�g^�gja_af�ak�fgl�af[dm\]\�af�l`]�daf]Ìk�Yj]Y�

g^�]ץ][l$�mfd]kk�qgm�\][a\]�gl`]joak]&

Sphere
Qgm�k]d][l�Y�kh`]j]Ìk�hgafl�g^�gja_af$�Yf\�l`]�kh`]j]�

]pl]f\k�gmloYj\�^jge�l`Yl�hgafl&�L`]�kh`]j]Ìk�kar]�ak�

]phj]kk]\�Yk�Y�jY\amk�af�^]]l�l`Yl�]pl]f\k�^jge�l`]�hgafl&

� 9�kh`]j]Ìk�hgafl�g^�gja_af�ak�af[dm\]\�af�l`]�kh`]j]Ìk�

Yj]Y�g^�]ץ][l&

Saving Throws
Many spells specify that a target can make a saving 

l`jgo�lg�Ynga\�kge]�gj�Ydd�g^�Y�kh]ddÌk�]ץ][lk&�L`]�kh]dd�

kh][aÕ]k�l`]�YZadalq�l`Yl�l`]�lYj_]l�mk]k�^gj�l`]�kYn]�Yf\�

o`Yl�`Yhh]fk�gf�Y�km[[]kk�gj�^Yadmj]&

� L`]�<;�lg�j]kakl�gf]�g^�qgmj�kh]ddk�]imYdk�0�#�qgmj�

kh]dd[Yklaf_�YZadalq�eg\aÕ]j�#�qgmj�hjgÕ[a]f[q�Zgfmk�#�

Yfq�kh][aYd�eg\aÕ]jk&

Attack Rolls
Kge]�kh]ddk�j]imaj]�l`]�[Ykl]j�lg�eYc]�Yf�YllY[c�jgdd�

lg�\]l]jeaf]�o`]l`]j�l`]�kh]dd�]ץ][l�`alk�l`]�afl]f\]\�

lYj_]l&�Qgmj�YllY[c�Zgfmk�oal`�Y�kh]dd�YllY[c�]imYdk�qgmj�

kh]dd[Yklaf_�YZadalq�eg\aÕ]j�#�qgmj�hjgÕ[a]f[q�Zgfmk&

� Egkl�kh]ddk�l`Yl�j]imaj]�YllY[c�jgddk�afngdn]�jYf_]\�

YllY[ck&�J]e]eZ]j�l`Yl�qgm�`Yn]�\akY\nYflY_]�gf�Y�

jYf_]\�YllY[c�jgdd�a^�qgm�Yj]�oal`af�-�^]]l�g^�Y�`gklad]�

[j]Ylmj]�l`Yl�[Yf�k]]�qgm�Yf\�l`Yl�akfÌl�af[YhY[alYl]\�

 k]]�[`Yhl]j�1!&

The Weave of Magic
7KH�ZRUOGV�ZLWKLQ�WKH�'	'�PXOWLYHUVH�DUH�PDJLFDO�SODFHV��
$OO�H[LVWHQFH�LV�VXŚXVHG�ZLWK�PDJLFDO�SRZHU��DQG�SRWHQWLDO�
energy lies untapped in every rock, stream, and living 
FUHDWXUH��DQG�HYHQ�LQ�WKH�DLU�LWVHOI��5DZ�PDJLF�LV�WKH�VWXŚ�RI�
creation, the mute and mindless will of existence, permeating 
every bit of matter and present in every manifestation of 
energy throughout the multiverse.
 Mortals can’t directly shape this raw magic. Instead, they 
make use of a fabric of magic, a kind of interface between 
WKH�ZLOO�RI�D�VSHOOFDVWHU�DQG�WKH�VWXŚ�RI�UDZ�PDJLF��7KH�
spellcasters of the Forgotten Realms call it the Weave and 
recognize its essence as the goddess Mystra, but casters 
have varied ways of naming and visualizing this interface. 
By any name, without the Weave, raw magic is locked away 
and inaccessible; the most powerful archmage can’t light 
a candle with magic in an area where the Weave has been 
torn. But surrounded by the Weave, a spellcaster can shape 
lightning to blast foes, transport hundreds of miles in the 
blink of an eye, or even reverse death itself. 
� $OO�PDJLF�GHSHQGV�RQ�WKH�:HDYH��WKRXJK�GLŚHUHQW�NLQGV�
of magic access it in a variety of ways. The spells of wizards, 
warlocks, sorcerers, and bards are commonly called arcane 
magic. These spells rely on an understanding—learned or 
intuitive—of the workings of the Weave. The caster plucks 
directly at the strands of the Weave to create the desired 
HŚHFW��(OGULWFK�NQLJKWV�DQG�DUFDQH�WULFNVWHUV�DOVR�XVH�DUFDQH�
magic. The spells of clerics, druids, paladins, and rangers are 
called divine magic. These spellcasters’ access to the Weave 
is mediated by divine power—gods, the divine forces of 
nature, or the sacred weight of a paladin’s oath.
� :KHQHYHU�D�PDJLF�HŚHFW�LV�FUHDWHG��WKH�WKUHDGV�RI�WKH�
:HDYH�LQWHUWZLQH��WZLVW��DQG�IROG�WR�PDNH�WKH�HŚHFW�SRVVLEOH��
When characters use divination spells such as detect magic or 
identify��WKH\�JOLPSVH�WKH�:HDYH��$�VSHOO�VXFK�DV�dispel magic 
smooths the Weave. Spells such as DQWLPDJLF�śHOG rearrange 
WKH�:HDYH�VR�WKDW�PDJLF�ŜRZV�DURXQG��UDWKHU�WKDQ�WKURXJK��
WKH�DUHD�DŚHFWHG�E\�WKH�VSHOO��$QG�LQ�SODFHV�ZKHUH�WKH�:HDYH�
is damaged or torn, magic works in unpredictable ways—
or not at all.
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THIS CHAPTER DESCRIBES THE MOST COMMON SPELLS IN THE 
worlds of <জळક���<ߣজક&�L`]�[`Yhl]j�Z]_afk�

with lists of selected spell lists for the most common 

kh]dd[Yklaf_�[dYkk]k&�L`]�j]eYaf\]j�[gflYafk�kh]dd�

descriptions, presented in alphabetical order by the 

name of the spell.

Cleric Spells
Cantrips (0 Level)
Guidance

Light

Resistance

Sacred Flame

Spare the Dying

Thaumaturgy

1st Level
Bless

Command

Cure Wounds

Detect Magic

Guiding Bolt

Healing Word

,QŜLFW�:RXQGV

Sanctuary

Shield of Faith

2nd Level
$LG

$XJXU\

Hold Person

Lesser Restoration

Prayer of Healing

Silence

Spiritual Weapon

Warding Bond

3rd Level
Beacon of Hope

Dispel Magic

Mass Healing Word

Protection from Energy

Remove Curse

Revivify

Speak with Dead

Spirit Guardians

4th Level
Death Ward

Divination

Freedom of Movement

Guardian of Faith

Locate Creature

5th Level
Commune

Flame Strike

Greater Restoration

Mass Cure Wounds

Raise Dead

6th Level
Blade Barrier

Find the Path

Harm

Heal

Heroes’ Feast

True Seeing

7th Level
Etherealness

Fire Storm

Regenerate

Resurrection

8th Level
$QWLPDJLF�)LHOG

Earthquake

+RO\�$XUD

9th Level
$VWUDO�3URMHFWLRQ

Gate

Mass Heal

True Resurrection

Wizard Spells
Cantrips (0 Level)
Dancing Lights

Fire Bolt

Light

Mage Hand

Minor Illusion

Prestidigitation

Ray of Frost

Shocking Grasp

1st Level
Burning Hands

Charm Person

Comprehend Languages

Detect Magic

Identify

0DJH�$UPRU

Magic Missile

Shield

Silent Image

Sleep

Thunderwave

2nd Level
$UFDQH�/RFN

Blur

Darkness

Flaming Sphere

Chapter 11: Spells
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Hold Person

Invisibility

Knock

Levitate

Magic Weapon

Misty Step

Spider Climb

Suggestion

Web

3rd Level
Dispel Magic

Fireball

Fly

Haste

Lightning Bolt

Major Image

Protection from Energy

4th Level
$UFDQH�(\H

Dimension Door

Greater Invisibility

Ice Storm

Stoneskin

5th Level
Cone of Cold

Dominate Person

Dream

Passwall

Wall of Stone

6th Level
Chain Lightning

Disintegrate

Globe of Invulnerability

Mass Suggestion

Otto’s Irresistible Dance

True Seeing

7th Level
Delayed Blast Fireball

Finger of Death

Mordenkainen’s Sword

Teleport

8th Level
Dominate Monster

Maze

Power Word Stun

Sunburst

9th Level
Foresight

Imprisonment

Meteor Swarm

Power Word Kill

Time Stop

Spell Descriptions
L`]�kh]ddk�Yj]�hj]k]fl]\�af�Ydh`YZ]la[Yd�gj\]j&�

Aid
*f\%d]n]d�YZbmjYlagf

Casting Time: 1 action

Range:�+(�^]]l

Components:�N$�K$�E� Y�lafq�kljah�g^�o`al]�[dgl`!

Duration:�0�`gmjk

Qgmj�kh]dd�Zgdkl]jk�qgmj�Ydda]k�oal`�lgm_`f]kk�Yf\�

j]kgdn]&�;`ggk]�mh�lg�l`j]]�[j]Ylmj]k�oal`af�jYf_]&�

=Y[`�lYj_]lÌk�`al�hgafl�eYpaeme�Yf\�[mjj]fl�`al�hgaflk�

af[j]Yk]�Zq�-�^gj�l`]�\mjYlagf&

 At Higher Levels. O`]f�qgm�[Ykl�l`ak�kh]dd�mkaf_�

Y�kh]dd�kdgl�g^�+j\�d]n]d�gj�`a_`]j$�Y�lYj_]lÌk�`al�hgaflk�

af[j]Yk]�Zq�Yf�Y\\alagfYd�-�^gj�]Y[`�kdgl�d]n]d�YZgn]�*f\&

Antimagic Field
0l`%d]n]d�YZbmjYlagf

Casting Time: 1 action

Range:�K]d^� )(%^ggl%jY\amk�kh`]j]!

Components:�N$�K$�E� Y�haf[`�g^�hgo\]j]\�ajgf�gj�

ajgf�Õdaf_k!

Duration:�;gf[]fljYlagf$�mh�lg�)�`gmj

9�)(%^ggl%jY\amk�afnakaZd]�kh`]j]�g^�YflaeY_a[�kmjjgmf\k�

qgm&�L`ak�Yj]Y�ak�\angj[]\�^jge�l`]�eY_a[Yd�]f]j_q�l`Yl�

kmץmk]k�l`]�emdlan]jk]&�Oal`af�l`]�kh`]j]$�kh]ddk�[YfÌl�

Z]�[Ykl$�kmeegf]\�[j]Ylmj]k�\akYhh]Yj$�Yf\�]n]f�eY_a[�

al]ek�Z][ge]�emf\Yf]&�Mflad�l`]�kh]dd�]f\k$�l`]�kh`]j]�

egn]k�oal`�qgm$�[]fl]j]\�gf�qgm&

� Kh]ddk�Yf\�gl`]j�eY_a[Yd�]ץ][lk$�]p[]hl�l`gk]�[j]Yl]\�

Zq�Yf�Yjla^Y[l�gj�Y�\]alq$�Yj]�kmhhj]kk]\�af�l`]�kh`]j]�

Yf\�[YfÌl�hjgljm\]�aflg�al&�9�kdgl�]ph]f\]\�lg�[Ykl�

Y�kmhhj]kk]\�kh]dd�ak�[gfkme]\&�O`ad]�Yf�]ץ][l�ak�

kmhhj]kk]\$�al�\g]kfÌl�^mf[lagf$�Zml�l`]�lae]�al�kh]f\k�

kmhhj]kk]\�[gmflk�Y_Yafkl�alk�\mjYlagf&

� LYj_]l]\�=ץ][lk&�Kh]ddk�Yf\�gl`]j�eY_a[Yd�]ץ][lk$�

km[`�Yk�eY_a[�eakkad] and [`Yje�h]jkgf, that target 

Y�[j]Ylmj]�gj�Yf�gZb][l�af�l`]�kh`]j]�`Yn]�fg�]ץ][l�gf�

that target.

 Areas of Magic.�L`]�Yj]Y�g^�Yfgl`]j�kh]dd�gj�eY_a[Yd�

�&[f\�aflg�l`]�kh`]j[l$�km[`�Yk�Õj]ZYdd$�[YfÌl�]pl][ץ[

If the sphere overlaps an area of magic, the part of 

l`]�Yj]Y�l`Yl�ak�[gn]j]\�Zq�l`]�kh`]j]�ak�kmhhj]kk]\&�

>gj�]pYehd]$�l`]�ÖYe]k�[j]Yl]\�Zq�Y�oYdd�g^�Õj] are 

kmhhj]kk]\�oal`af�l`]�kh`]j]$�[j]Ylaf_�Y�_Yh�af�l`]�oYdd�

a^�l`]�gn]jdYh�ak�dYj_]�]fgm_`&

 Spells.�9fq�Y[lan]�kh]dd�gj�gl`]j�eY_a[Yd�]ץ][l�gf�Y�

[j]Ylmj]�gj�Yf�gZb][l�af�l`]�kh`]j]�ak�kmhhj]kk]\�o`ad]�

l`]�[j]Ylmj]�gj�gZb][l�ak�af�al&

 Magic Items.�L`]�hjgh]jla]k�Yf\�hgo]jk�g^�

eY_a[�al]ek�Yj]�kmhhj]kk]\�af�l`]�kh`]j]&�>gj�

]pYehd]$�Y�#)�dgf_kogj\�af�l`]�kh`]j]�^mf[lagfk�Yk�Y�

nonmagical longsword.

� 9�eY_a[�o]YhgfÌk�hjgh]jla]k�Yf\�hgo]jk�Yj]�

kmhhj]kk]\�a^�al�ak�mk]\�Y_Yafkl�Y�lYj_]l�af�l`]�kh`]j]�gj�

wielded by an attacker in the sphere. If a magic weapon 

gj�Y�ha][]�g^�eY_a[�Yeemfalagf�^mddq�d]Yn]k�l`]�kh`]j]�

 ^gj�]pYehd]$�a^�qgm�Õj]�Y�eY_a[�Yjjgo�gj�l`jgo�Y�eY_a[�
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Astral Projection
1l`%d]n]d�f][jgeYf[q

Casting Time:�)�`gmj

Range:�)(�^]]l

Components:�N$�K$�E� ^gj�]Y[`�[j]Ylmj]�qgm�Yץ][l�oal`�

l`ak�kh]dd$�qgm�emkl�hjgna\]�gf]�bY[afl`�ogjl`�Yl�d]Ykl�

)$(((�_h�Yf\�gf]�gjfYl]dq�[Yjn]\�ZYj�g^�kadn]j�ogjl`�

Yl�d]Ykl�)((�_h$�Ydd�g^�o`a[`�l`]�kh]dd�[gfkme]k!

Duration: Special

Qgm�Yf\�mh�lg�]a_`l�oaddaf_�[j]Ylmj]k�oal`af�jYf_]�

hjgb][l�qgmj�YkljYd�Zg\a]k�aflg�l`]�9kljYd�HdYf]� l`]�

kh]dd�^Yadk�Yf\�l`]�[Yklaf_�ak�oYkl]\�a^�qgm�Yj]�Ydj]Y\q�

gf�l`Yl�hdYf]!&�L`]�eYl]jaYd�Zg\q�qgm�d]Yn]�Z]`af\�ak�

mf[gfk[agmk�Yf\�af�Y�klYl]�g^�kmkh]f\]\�YfaeYlagf3�al�

\g]kfÌl�f]]\�^gg\�gj�Yaj�Yf\�\g]kfÌl�Y_]&

� Qgmj�YkljYd�Zg\q�j]k]eZd]k�qgmj�egjlYd�^gje�af�

Ydegkl�]n]jq�oYq$�j]hda[Ylaf_�qgmj�_Ye]�klYlakla[k�Yf\�

hgkk]kkagfk&�L`]�hjaf[ahYd�\aץ]j]f[]�ak�l`]�Y\\alagf�g^�

Y�kadn]jq�[gj\�l`Yl�]pl]f\k�^jge�Z]lo]]f�qgmj�k`gmd\]j�

ZdY\]k�Yf\�ljYadk�Z]`af\�qgm$�^Y\af_�lg�afnakaZadalq�Y^l]j�

)�^ggl&�L`ak�[gj\�ak�qgmj�l]l`]j�lg�qgmj�eYl]jaYd�Zg\q&�9k�

dgf_�Yk�l`]�l]l`]j�j]eYafk�aflY[l$�qgm�[Yf�Õf\�qgmj�oYq�

`ge]&�A^�l`]�[gj\�ak�[mlÈkge]l`af_�l`Yl�[Yf�`Yhh]f�

gfdq�o`]f�Yf�]ץ][l�kh][aÕ[Yddq�klYl]k�l`Yl�al�\g]kÈqgmj�

kgmd�Yf\�Zg\q�Yj]�k]hYjYl]\$�caddaf_�qgm�afklYfldq&

� Qgmj�YkljYd�^gje�[Yf�^j]]dq�ljYn]d�l`jgm_`�l`]�9kljYd�

HdYf]�Yf\�[Yf�hYkk�l`jgm_`�hgjlYdk�l`]j]�d]Y\af_�lg�Yfq�

gl`]j�hdYf]&�A^�qgm�]fl]j�Y�f]o�hdYf]�gj�j]lmjf�lg�l`]�

hdYf]�qgm�o]j]�gf�o`]f�[Yklaf_�l`ak�kh]dd$�qgmj�Zg\q�Yf\�

possessions are transported along the silver cord, allowing 

qgm�lg�j]%]fl]j�qgmj�Zg\q�Yk�qgm�]fl]j�l`]�f]o�hdYf]&�

Qgmj�YkljYd�^gje�ak�Y�k]hYjYl]�af[YjfYlagf&�9fq�\YeY_]�

gj�gl`]j�]ץ][lk�l`Yl�Yhhdq�lg�al�`Yn]�fg�]ץ][l�gf�qgmj�

h`qka[Yd�Zg\q$�fgj�\g�l`]q�h]jkakl�o`]f�qgm�j]lmjf�lg�al&

� L`]�kh]dd�]f\k�^gj�qgm�Yf\�qgmj�[gehYfagfk�o`]f�

qgm�mk]�qgmj�Y[lagf�lg�\akeakk�al&�O`]f�l`]�kh]dd�]f\k$�

l`]�Yץ][l]\�[j]Ylmj]�j]lmjfk�lg�alk�h`qka[Yd�Zg\q$�

and it awakens.

� L`]�kh]dd�ea_`l�Ydkg�]f\�]Yjdq�^gj�qgm�gj�gf]�g^�qgmj�

[gehYfagfk&�9�km[[]kk^md�\akh]d�eY_a[�kh]dd�mk]\�

against an astral or physical body ends the spell for that 

[j]Ylmj]&�A^�Y�[j]Ylmj]Ìk�gja_afYd�Zg\q�gj�alk�YkljYd�^gje�

\jghk�lg�(�`al�hgaflk$�l`]�kh]dd�]f\k�^gj�l`Yl�[j]Ylmj]&�A^�

l`]�kh]dd�]f\k�Yf\�l`]�kadn]j�[gj\�ak�aflY[l$�l`]�[gj\�hmddk�

l`]�[j]Ylmj]Ìk�YkljYd�^gje�ZY[c�lg�alk�Zg\q$�]f\af_�alk�

klYl]�g^�kmkh]f\]\�YfaeYlagf&

� A^�qgm�Yj]�j]lmjf]\�lg�qgmj�Zg\q�hj]eYlmj]dq$�qgmj�

[gehYfagfk�j]eYaf�af�l`]aj�YkljYd�^gjek�Yf\�emkl�Õf\�

l`]aj�gof�oYq�ZY[c�lg�l`]aj�Zg\a]k$�mkmYddq�Zq�\jghhaf_�

lg�(�`al�hgaflk&

Augury
*f\%d]n]d�\anafYlagf� jalmYd!

Casting Time:�)�eafml]

Range: Self

Components:�N$�K$�E� kh][aYddq�eYjc]\�kla[ck$�Zgf]k$�

gj�kaeadYj�lgc]fk�ogjl`�Yl�d]Ykl�*-�_h!

Duration:�AfklYflYf]gmk

By casting gem-inlaid sticks, rolling dragon bones, 

dYqaf_�gml�gjfYl]�[Yj\k$�gj�]ehdgqaf_�kge]�gl`]j�

\anafaf_�lggd$�qgm�j][]an]�Yf�ge]f�^jge�Yf�gl`]jogjd\dq�

kh]Yj�Yl�Y�lYj_]l�gmlka\]�l`]�kh`]j]!$�l`]�eY_a[�g^�l`]�

al]e�[]Yk]k�lg�Z]�kmhhj]kk]\�Yk�kggf�Yk�al�]palk&

 Magical Travel.�L]d]hgjlYlagf�Yf\�hdYfYj�ljYn]d�

fail to work in the sphere, whether the sphere is the 

\]klafYlagf�gj�l`]�\]hYjlmj]�hgafl�^gj�km[`�eY_a[Yd�

ljYn]d&�9�hgjlYd�lg�Yfgl`]j�dg[Ylagf$�ogjd\$�gj�hdYf]�g^�

]pakl]f[]$�Yk�o]dd�Yk�Yf�gh]faf_�lg�Yf�]pljY\ae]fkagfYd�

khY[]�km[`�Yk�l`Yl�[j]Yl]\�Zq�l`]�jgh]�lja[c spell, 

temporarily closes while in the sphere.

 Creatures and Objects.�9�[j]Ylmj]�gj�gZb][l�

kmeegf]\�gj�[j]Yl]\�Zq�eY_a[�l]ehgjYjadq�oafck�gml�

g^�]pakl]f[]�af�l`]�kh`]j]&�Km[`�Y�[j]Ylmj]�afklYfldq�

j]Yhh]Yjk�gf[]�l`]�khY[]�l`]�[j]Ylmj]�g[[mha]\�ak�fg�

longer within the sphere.

 Dispel Magic.�Kh]ddk�Yf\�eY_a[Yd�]ץ][lk�km[`�Yk�

\akh]d�eY_a[�`Yn]�fg�]ץ][l�gf�l`]�kh`]j]&�Dac]oak]$�l`]�

kh`]j]k�[j]Yl]\�Zq�\aץ]j]fl�YflaeY_a[�Õ]d\�kh]ddk�\gfÌl�

fmdda^q�]Y[`�gl`]j&

Arcane Eye
,l`%d]n]d�\anafYlagf

Casting Time: 1 action

Range:�+(�^]]l

Components:�N$�K$�E� Y�Zal�g^�ZYl�^mj!

Duration:�;gf[]fljYlagf$�mh�lg�)�`gmj

Qgm�[j]Yl]�Yf�afnakaZd]$�eY_a[Yd�]q]�oal`af�jYf_]�l`Yl�

`gn]jk�af�l`]�Yaj�^gj�l`]�\mjYlagf&

� Qgm�e]flYddq�j][]an]�nakmYd�af^gjeYlagf�^jge�l`]�]q]$�

o`a[`�`Yk�fgjeYd�nakagf�Yf\�\Yjcnakagf�gml�lg�+(�^]]l&�

L`]�]q]�[Yf�dggc�af�]n]jq�\aj][lagf&

� 9k�Yf�Y[lagf$�qgm�[Yf�egn]�l`]�]q]�mh�lg�+(�^]]l�af�

Yfq�\aj][lagf&�L`]j]�ak�fg�daeal�lg�`go�^Yj�YoYq�^jge�

qgm�l`]�]q]�[Yf�egn]$�Zml�al�[YfÌl�]fl]j�Yfgl`]j�hdYf]�g^�

]pakl]f[]&�9�kgda\�ZYjja]j�Zdg[ck�l`]�]q]Ìk�egn]e]fl$�Zml�

l`]�]q]�[Yf�hYkk�l`jgm_`�Yf�gh]faf_�Yk�keYdd�Yk�)�af[`�

in diameter.

Arcane Lock
*f\%d]n]d�YZbmjYlagf

Casting Time: 1 action

Range:�Lgm[`

Components:�N$�K$�E� _gd\�\mkl�ogjl`�Yl�d]Ykl�*-�_h$�

o`a[`�l`]�kh]dd�[gfkme]k!

Duration: Until dispelled

Qgm�lgm[`�Y�[dgk]\�\ggj$�oaf\go$�_Yl]$�[`]kl$�gj�gl`]j�

]fljqoYq$�Yf\�al�Z][ge]k�dg[c]\�^gj�l`]�\mjYlagf&�Qgm�

Yf\�l`]�[j]Ylmj]k�qgm�\]ka_fYl]�o`]f�qgm�[Ykl�l`ak�

kh]dd�[Yf�gh]f�l`]�gZb][l�fgjeYddq&�Qgm�[Yf�Ydkg�k]l�Y�

hYkkogj\�l`Yl$�o`]f�khgc]f�oal`af�-�^]]l�g^�l`]�gZb][l$�

kmhhj]kk]k�l`ak�kh]dd�^gj�)�eafml]&�Gl`]joak]$�al�ak�

aehYkkYZd]�mflad�al�ak�Zjgc]f�gj�l`]�kh]dd�ak�\akh]dd]\�gj�

kmhhj]kk]\&�;Yklaf_�cfg[c�gf�l`]�gZb][l�kmhhj]kk]k�

Yj[Yf]�dg[c�^gj�)(�eafml]k&

� O`ad]�Yץ][l]\�Zq�l`ak�kh]dd$�l`]�gZb][l�ak�egj]�\a[mdl�

lg�Zj]Yc�gj�^gj[]�gh]f3�l`]�<;�lg�Zj]Yc�al�gj�ha[c�Yfq�

dg[ck�gf�al�af[j]Yk]k�Zq�)(&
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]flalq�YZgml�l`]�j]kmdlk�g^�Y�kh][aÕ[�[gmjk]�g^�Y[lagf�l`Yl�

qgm�hdYf�lg�lYc]�oal`af�l`]�f]pl�+(�eafml]k&�L`]�<E�

[`ggk]k�^jge�l`]�^gddgoaf_�hgkkaZd]�ge]fk2

�� O]Yd$�^gj�_gg\�j]kmdlk

�� Og]$�^gj�ZY\�j]kmdlk

�� O]Yd�Yf\�og]$�^gj�Zgl`�_gg\�Yf\�ZY\�j]kmdlk

�� Fgl`af_$�^gj�j]kmdlk�l`Yl�Yj]fÌl�]kh][aYddq�_gg\�gj�ZY\

L`]�kh]dd�\g]kfÌl�lYc]�aflg�Y[[gmfl�Yfq�hgkkaZd]�

[aj[meklYf[]k�l`Yl�ea_`l�[`Yf_]�l`]�gml[ge]$�km[`�

as the casting of additional spells or the loss or gain of 

a companion.

� A^�qgm�[Ykl�l`]�kh]dd�log�gj�egj]�lae]k�Z]^gj]�

[gehd]laf_�qgmj�f]pl�dgf_�j]kl$�l`]j]�ak�Y�[memdYlan]�*-�

h]j[]fl�[`Yf[]�^gj�]Y[`�[Yklaf_�Y^l]j�l`]�Õjkl�l`Yl�qgm�

_]l�Y�jYf\ge�j]Y\af_&�L`]�<E�eYc]k�l`ak�jgdd�af�k][j]l&

Beacon of Hope
+j\%d]n]d�YZbmjYlagf

Casting Time: 1 action

Range: +(�^]]l

Components: N$�K

Duration: ;gf[]fljYlagf$�mh�lg�)�eafml]

L`ak�kh]dd�Z]klgok�`gh]�Yf\�nalYdalq&�;`ggk]�Yfq�

fmeZ]j�g^�[j]Ylmj]k�oal`af�jYf_]&�>gj�l`]�\mjYlagf$�

each target has advantage on Wisdom saving throws 

Yf\�\]Yl`�kYnaf_�l`jgok$�Yf\�j]_Yafk�l`]�eYpaeme�

fmeZ]j�g^�`al�hgaflk�hgkkaZd]�^jge�Yfq�`]Ydaf_&

Blade Barrier
.l`%d]n]d�]ng[Ylagf

Casting Time: 1 action

Range:�1(�^]]l

Components:�N$�K

Duration:�;gf[]fljYlagf$�mh�lg�)(�eafml]k

Qgm�[j]Yl]�Y�n]jla[Yd�oYdd�g^�o`ajdaf_$�jYrgj%k`Yjh�ZdY\]k�

eY\]�g^�eY_a[Yd�]f]j_q&�L`]�oYdd�Yhh]Yjk�oal`af�jYf_]�

Yf\�dYklk�^gj�l`]�\mjYlagf&�Qgm�[Yf�eYc]�Y�kljYa_`l�oYdd�

mh�lg�)((�^]]l�dgf_$�*(�^]]l�`a_`$�Yf\�-�^]]l�l`a[c$�gj�Y�

jaf_]\�oYdd�mh�lg�.(�^]]l�af�\aYe]l]j$�*(�^]]l�`a_`$�Yf\�

-�^]]l�l`a[c&�L`]�oYdd�hjgna\]k�l`j]]%imYjl]jk�[gn]j�lg�

[j]Ylmj]k�Z]`af\�al$�Yf\�alk�khY[]�ak�\a[mdl�l]jjYaf&

� O`]f�Y�[j]Ylmj]�]fl]jk�l`]�oYddÌk�Yj]Y�^gj�l`]�Õjkl�

lae]�gf�Y�lmjf�gj�klYjlk�alk�lmjf�l`]j]$�l`]�[j]Ylmj]�emkl�

eYc]�Y�<]pl]jalq�kYnaf_�l`jgo&�Gf�Y�^Yad]\�kYn]$�l`]�

[j]Ylmj]�lYc]k�.\)(�kdYk`af_�\YeY_]&�Gf�Y�km[[]kk^md�

kYn]$�l`]�[j]Ylmj]�lYc]k�`Yd^�Yk�em[`�\YeY_]&

Bless
)kl%d]n]d�]f[`Yfle]fl

Casting Time: 1 action

Range:�+(�^]]l

Components:�N$�K$�E� Y�khjafcdaf_�g^�`gdq�oYl]j!

Duration:�;gf[]fljYlagf$�mh�lg�)�eafml]

Qgm�Zd]kk�mh�lg�l`j]]�[j]Ylmj]k�g^�qgmj�[`ga[]�oal`af�

range. Whenever a target makes an attack roll or a 

saving throw before the spell ends, the target can roll 

Y�\,�Yf\�Y\\�l`]�fmeZ]j�jgdd]\�lg�l`]�YllY[c�jgdd�gj�

saving throw.

 At Higher Levels.�O`]f�qgm�[Ykl�l`ak�kh]dd�mkaf_�

Y�kh]dd�kdgl�g^�*f\�d]n]d�gj�`a_`]j$�qgm�[Yf�lYj_]l�gf]�

Y\\alagfYd�[j]Ylmj]�^gj�]Y[`�kdgl�d]n]d�YZgn]�)kl&

Blur
*f\%d]n]d�addmkagf

Casting Time: 1 action

Range: Self

Components:�N

Duration:�;gf[]fljYlagf$�mh�lg�)�eafml]

Qgmj�Zg\q�Z][ge]k�Zdmjj]\$�k`a^laf_�Yf\�oYn]jaf_�lg�

Ydd�o`g�[Yf�k]]�qgm&�>gj�l`]�\mjYlagf$�Yfq�[j]Ylmj]�`Yk�

\akY\nYflY_]�gf�YllY[c�jgddk�Y_Yafkl�qgm&�9f�YllY[c]j�

ak�aeemf]�lg�l`ak�]ץ][l�a^�al�\g]kfÌl�j]dq�gf�ka_`l$�

Yk�oal`�Zdaf\ka_`l$�gj�[Yf�k]]�l`jgm_`�addmkagfk$�Yk�

oal`�ljm]ka_`l&

Burning Hands
)kl%d]n]d�]ng[Ylagf

Casting Time: 1 action

Range:�K]d^� )-%^ggl�[gf]!

Components:�N$�K

Duration: AfklYflYf]gmk

9k�qgm�`gd\�qgmj�`Yf\k�oal`�l`meZk�lgm[`af_�Yf\�

Õf_]jk�khj]Y\$�Y�l`af�k`]]l�g^�ÖYe]k�k`gglk�^gjl`�^jge�

qgmj�gmlklj]l[`]\�Õf_]jlahk&�=Y[`�[j]Ylmj]�af�Y�)-%^ggl�

[gf]�emkl�eYc]�Y�<]pl]jalq�kYnaf_�l`jgo&�9�[j]Ylmj]�

lYc]k�+\.�Õj]�\YeY_]�gf�Y�^Yad]\�kYn]$�gj�`Yd^�Yk�em[`�

\YeY_]�gf�Y�km[[]kk^md�gf]&

� L`]�Õj]�a_fal]k�Yfq�ÖYeeYZd]�gZb][lk�af�l`]�Yj]Y�l`Yl�

Yj]fÌl�Z]af_�ogjf�gj�[Yjja]\&

 At Higher Levels.�O`]f�qgm�[Ykl�l`ak�kh]dd�mkaf_�Y�

spell slot of 2nd level or higher, the damage increases by 

)\.�^gj�]Y[`�kdgl�d]n]d�YZgn]�)kl&

Chain Lightning
.l`%d]n]d�]ng[Ylagf

Casting Time: 1 action

Range:�)-(�^]]l

Components:�N$�K$�E� Y�Zal�g^�^mj3�Y�ha][]�g^�YeZ]j$�

_dYkk$�gj�Y�[jqklYd�jg\3�Yf\�l`j]]�kadn]j�hafk!

Duration:�AfklYflYf]gmk

Qgm�[j]Yl]�Y�Zgdl�g^�da_`lfaf_�l`Yl�Yj[k�lgoYj\�Y�lYj_]l�g^�

qgmj�[`ga[]�l`Yl�qgm�[Yf�k]]�oal`af�jYf_]&�L`j]]�Zgdlk�

then leap from that target to as many as three other 

lYj_]lk$�]Y[`�g^�o`a[`�emkl�Z]�oal`af�+(�^]]l�g^�l`]�Õjkl�

lYj_]l&�9�lYj_]l�[Yf�Z]�Y�[j]Ylmj]�gj�Yf�gZb][l�Yf\�[Yf�

be targeted by only one of the bolts.

� 9�lYj_]l�emkl�eYc]�Y�<]pl]jalq�kYnaf_�l`jgo&�L`]�

lYj_]l�lYc]k�)(\0�da_`lfaf_�\YeY_]�gf�Y�^Yad]\�kYn]$�gj�

`Yd^�Yk�em[`�\YeY_]�gf�Y�km[[]kk^md�gf]&

 At Higher Levels.�O`]f�qgm�[Ykl�l`ak�kh]dd�mkaf_�

Y�kh]dd�kdgl�g^�/l`�d]n]d�gj�`a_`]j$�gf]�Y\\alagfYd�Zgdl�

d]Yhk�^jge�l`]�Õjkl�lYj_]l�lg�Yfgl`]j�lYj_]l�^gj�]Y[`�kdgl�

d]n]d�YZgn]�.l`&



86
D&D Basic Rules v0.1 | Chapter 11: Spells

Qgm�[gflY[l�qgmj�\]alq�gj�Y�\anaf]�hjgpq�Yf\�Ykc�mh�lg�

l`j]]�im]klagfk�l`Yl�[Yf�Z]�Yfko]j]\�oal`�Y�q]k�gj�fg&�

Qgm�emkl�Ykc�qgmj�im]klagfk�Z]^gj]�l`]�kh]dd�]f\k&�Qgm�

j][]an]�Y�[gjj][l�Yfko]j�^gj�]Y[`�im]klagf&

� <anaf]�Z]af_k�Yj]fÌl�f][]kkYjadq�gefak[a]fl$�kg�qgm�

ea_`l�j][]an]�Émf[d]YjÊ�Yk�Yf�Yfko]j�a^�Y�im]klagf�

h]jlYafk�lg�af^gjeYlagf�l`Yl�da]k�Z]qgf\�l`]�\]alqÌk�

cfgod]\_]&�Af�Y�[Yk]�o`]j]�Y�gf]%ogj\�Yfko]j�[gmd\�Z]�

eakd]Y\af_�gj�[gfljYjq�lg�l`]�\]alqÌk�afl]j]klk$�l`]�<E�

ea_`l�gץ]j�Y�k`gjl�h`jYk]�Yk�Yf�Yfko]j�afkl]Y\&

� A^�qgm�[Ykl�l`]�kh]dd�log�gj�egj]�lae]k�Z]^gj]�Õfak`af_�

qgmj�f]pl�dgf_�j]kl$�l`]j]�ak�Y�[memdYlan]�*-�h]j[]fl�

[`Yf[]�^gj�]Y[`�[Yklaf_�Y^l]j�l`]�Õjkl�l`Yl�qgm�_]l�fg�

Yfko]j&�L`]�<E�eYc]k�l`ak�jgdd�af�k][j]l&

Comprehend Languages
)kl%d]n]d�\anafYlagf� jalmYd!

Casting Time: 1 action

Range: Self

Components:�N$�K$�E� Y�haf[`�g^�kggl�Yf\�kYdl!

Duration: )�`gmj

>gj�l`]�\mjYlagf$�qgm�mf\]jklYf\�l`]�dal]jYd�e]Yfaf_�g^�

Yfq�khgc]f�dYf_mY_]�l`Yl�qgm�`]Yj&�Qgm�Ydkg�mf\]jklYf\�

Yfq�ojall]f�dYf_mY_]�l`Yl�qgm�k]]$�Zml�qgm�emkl�Z]�

lgm[`af_�l`]�kmj^Y[]�gf�o`a[`�l`]�ogj\k�Yj]�ojall]f&�Al�

lYc]k�YZgml�)�eafml]�lg�j]Y\�gf]�hY_]�g^�l]pl&

� L`ak�kh]dd�\g]kfÌl�\][g\]�k][j]l�e]kkY_]k�af�Y�l]pl�

gj�Y�_dqh`$�km[`�Yk�Yf�Yj[Yf]�ka_ad$�l`Yl�akfÌl�hYjl�g^�Y�

ojall]f�dYf_mY_]&

Cone of Cold
-l`%d]n]d�]ng[Ylagf

Casting Time: 1 action

Range:�K]d^� .(%^ggl�[gf]!

Components:�N$�K$�E� Y�keYdd�[jqklYd�gj�_dYkk�[gf]!

Duration:�AfklYflYf]gmk

9�ZdYkl�g^�[gd\�Yaj�]jmhlk�^jge�qgmj�`Yf\k&�=Y[`�

[j]Ylmj]�af�Y�.(%^ggl�[gf]�emkl�eYc]�Y�;gfklalmlagf�

kYnaf_�l`jgo&�9�[j]Ylmj]�lYc]k�0\0�[gd\�\YeY_]�gf�Y�

^Yad]\�kYn]$�gj�`Yd^�Yk�em[`�\YeY_]�gf�Y�km[[]kk^md�gf]&

� 9�[j]Ylmj]�cadd]\�Zq�l`ak�kh]dd�Z][ge]k�Y�^jgr]f�klYlm]�

mflad�al�l`Yok&

 At Higher Levels.�O`]f�qgm�[Ykl�l`ak�kh]dd�mkaf_�Y�

kh]dd�kdgl�g^�.l`�d]n]d�gj�`a_`]j$�l`]�\YeY_]�af[j]Yk]k�Zq�

)\0�^gj�]Y[`�kdgl�d]n]d�YZgn]�-l`&

Cure Wounds
)kl%d]n]d�]ng[Ylagf

Casting Time: 1 action

Range: Lgm[`

Components: N$�K

Duration:�AfklYflYf]gmk

9�[j]Ylmj]�qgm�lgm[`�j]_Yafk�Y�fmeZ]j�g^�`al�hgaflk�

]imYd�lg�)\0�#�qgmj�kh]dd[Yklaf_�YZadalq�eg\aÕ]j&�L`ak�

kh]dd�`Yk�fg�]ץ][l�gf�mf\]Y\�gj�[gfkljm[lk&

 At Higher Levels.�O`]f�qgm�[Ykl�l`ak�kh]dd�mkaf_�Y�

spell slot of 2nd level or higher, the healing increases by 

)\0�^gj�]Y[`�kdgl�d]n]d�YZgn]�)kl&

Charm Person
)kl%d]n]d�]f[`Yfle]fl

Casting Time: 1 action

Range: +(�^]]l

Components:�N$�K

Duration:�)�`gmj

Qgm�Yll]ehl�lg�[`Yje�Y�`meYfga\�qgm�[Yf�k]]�oal`af�

jYf_]&�Al�emkl�eYc]�Y�Oak\ge�kYnaf_�l`jgo$�Yf\�\g]k�

kg�oal`�Y\nYflY_]�a^�qgm�gj�qgmj�[gehYfagfk�Yj]�Õ_`laf_�

al&�A^�al�^Yadk�l`]�kYnaf_�l`jgo$�al�ak�[`Yje]\�Zq�qgm�mflad�

l`]�kh]dd�]f\k�gj�mflad�qgm�gj�qgmj�[gehYfagfk�\g�

Yfql`af_�`Yje^md�lg�al&�L`]�[`Yje]\�[j]Ylmj]�j]_Yj\k�

qgm�Yk�Y�^ja]f\dq�Y[imYaflYf[]&�O`]f�l`]�kh]dd�]f\k$�l`]�

[j]Ylmj]�cfgok�al�oYk�[`Yje]\�Zq�qgm&

 At Higher Levels.�O`]f�qgm�[Ykl�l`ak�kh]dd�mkaf_�

Y�kh]dd�kdgl�g^�*f\�d]n]d�gj�`a_`]j$�qgm�[Yf�lYj_]l�gf]�

Y\\alagfYd�[j]Ylmj]�^gj�]Y[`�kdgl�d]n]d�YZgn]�)kl&�L`]�

[j]Ylmj]k�emkl�Z]�oal`af�+(�^]]l�g^�]Y[`�gl`]j�o`]f�qgm�

target them.

Command
)kl%d]n]d�]f[`Yfle]fl

Casting Time: 1 action

Range: .(�^]]l

Components:�N

Duration:�)�jgmf\

Qgm�kh]Yc�Y�gf]%ogj\�[geeYf\�lg�Y�[j]Ylmj]�qgm�[Yf�

k]]�oal`af�jYf_]&�L`]�lYj_]l�emkl�km[[]]\�gf�Y�Oak\ge�

kYnaf_�l`jgo�gj�^gddgo�l`]�[geeYf\�gf�alk�f]pl�lmjf&�

L`]�kh]dd�`Yk�fg�]ץ][l�a^�l`]�lYj_]l�ak�mf\]Y\$�a^�al�

\g]kfÌl�mf\]jklYf\�qgmj�dYf_mY_]$�gj�a^�qgmj�[geeYf\�

ak�\aj][ldq�`Yje^md�lg�al&

� Kge]�lqha[Yd�[geeYf\k�Yf\�l`]aj�]ץ][lk�^gddgo&�Qgm�

ea_`l�akkm]�Y�[geeYf\�gl`]j�l`Yf�gf]�\]k[jaZ]\�`]j]&�

A^�qgm�\g�kg$�l`]�<E�\]l]jeaf]k�`go�l`]�lYj_]l�Z]`Yn]k&�

A^�l`]�lYj_]l�[YfÌl�^gddgo�qgmj�[geeYf\$�l`]�kh]dd�]f\k&

 Approach.�L`]�lYj_]l�egn]k�lgoYj\�qgm�Zq�l`]�

k`gjl]kl�Yf\�egkl�\aj][l�jgml]$�]f\af_�alk�lmjf�a^�al�

egn]k�oal`af�-�^]]l�g^�qgm&

 Drop.�L`]�lYj_]l�\jghk�o`Yl]n]j�al�ak�`gd\af_�Yf\�l`]f�

]f\k�alk�lmjf&

 Flee.�L`]�lYj_]l�kh]f\k�alk�lmjf�egnaf_�YoYq�^jge�

qgm�Zq�l`]�^Ykl]kl�YnYadYZd]�e]Yfk&

 Grovel.�L`]�lYj_]l�^Yddk�hjgf]�Yf\�l`]f�]f\k�alk�lmjf&

 Halt.�L`]�lYj_]l�\g]kfÌl�egn]�Yf\�lYc]k�fg�Y[lagfk&�

9�Öqaf_�[j]Ylmj]�klYqk�Ydg^l$�hjgna\]\�l`Yl�al�ak�YZd]�lg�

\g�kg&�A^�al�emkl�egn]�lg�klYq�Ydg^l$�al�Öa]k�l`]�eafaeme�

distance needed to remain in the air.

 At Higher Levels.�O`]f�qgm�[Ykl�l`ak�kh]dd�mkaf_�

Y�kh]dd�kdgl�g^�*f\�d]n]d�gj�`a_`]j$�qgm�[Yf�Yץ][l�gf]�

Y\\alagfYd�[j]Ylmj]�^gj�]Y[`�kdgl�d]n]d�YZgn]�)kl&�L`]�

[j]Ylmj]k�emkl�Z]�oal`af�+(�^]]l�g^�]Y[`�gl`]j�o`]f�qgm�

target them.

Commune
-l`%d]n]d�\anafYlagf� jalmYd!

Casting Time:�)�eafml]

Range: Self

Components:�N$�K$�E� af[]fk]�Yf\�Y�naYd�g^�`gdq�gj�

mf`gdq�oYl]j!

Duration:�)�eafml]
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Delayed Blast Fireball
/l`%d]n]d�]ng[Ylagf

Casting Time: 1 action

Range:�)-(�^]]l

Components:�N$�K$�E� Y�lafq�ZYdd�g^�ZYl�

_mYfg�Yf\�kmd^mj!

Duration:�;gf[]fljYlagf$�mh�lg�)�eafml]

9�Z]Ye�g^�q]ddgo�da_`l�ÖYk`]k�^jge�qgmj�hgaflaf_�Õf_]j$�

then condenses to linger at a chosen point within range 

Yk�Y�_dgoaf_�Z]Y\�^gj�l`]�\mjYlagf&�O`]f�l`]�kh]dd�

]f\k$�]al`]j�Z][Ymk]�qgmj�[gf[]fljYlagf�ak�Zjgc]f�gj�

Z][Ymk]�qgm�\][a\]�lg�]f\�al$�l`]�Z]Y\�Zdgkkgek�oal`�Y�

dgo�jgYj�aflg�Yf�]phdgkagf�g^�ÖYe]�l`Yl�khj]Y\k�Yjgmf\�

[gjf]jk&�=Y[`�[j]Ylmj]�af�Y�*(%^ggl%jY\amk�kh`]j]�

[]fl]j]\�gf�l`Yl�hgafl�emkl�eYc]�Y�<]pl]jalq�kYnaf_�

l`jgo&�9�[j]Ylmj]�lYc]k�Õj]�\YeY_]�]imYd�lg�l`]�lglYd�

Y[[memdYl]\�\YeY_]�gf�Y�^Yad]\�kYn]$�gj�`Yd^�Yk�em[`�

\YeY_]�gf�Y�km[[]kk^md�gf]&

� L`]�kh]ddÌk�ZYk]�\YeY_]�ak�)*\.&�A^�Yl�l`]�]f\�g^�

qgmj�lmjf�l`]�Z]Y\�`Yk�fgl�q]l�\]lgfYl]\$�l`]�\YeY_]�

af[j]Yk]k�Zq�)\.&

� A^�l`]�_dgoaf_�Z]Y\�ak�lgm[`]\�Z]^gj]�l`]�afl]jnYd�

`Yk�]phaj]\$�l`]�[j]Ylmj]�lgm[`af_�al�emkl�eYc]�Y�

<]pl]jalq�kYnaf_�l`jgo&�Gf�Y�^Yad]\�kYn]$�l`]�kh]dd�]f\k�

aee]\aYl]dq$�[Ymkaf_�l`]�Z]Y\�lg�]jmhl�af�ÖYe]&�Gf�Y�

km[[]kk^md�kYn]$�l`]�[j]Ylmj]�[Yf�l`jgo�l`]�Z]Y\�mh�lg�

,(�^]]l&�O`]f�al�kljac]k�Y�[j]Ylmj]�gj�Y�kgda\�gZb][l$�l`]�

kh]dd�]f\k$�Yf\�l`]�Z]Y\�]phdg\]k&

� L`]�Õj]�\YeY_]k�gZb][lk�af�l`]�Yj]Y�Yf\�a_fal]k�

ÖYeeYZd]�gZb][lk�l`Yl�Yj]fÌl�Z]af_�ogjf�gj�[Yjja]\&

 At Higher Levels.�O`]f�qgm�[Ykl�l`ak�kh]dd�mkaf_�

Y�kh]dd�kdgl�g^�0l`�d]n]d�gj�`a_`]j$�l`]�ZYk]�\YeY_]�

af[j]Yk]k�Zq�)\.�^gj�]Y[`�kdgl�d]n]d�YZgn]�/l`&

Detect Magic
)kl%d]n]d�\anafYlagf� jalmYd!

Casting Time: 1 action

Range: Self

Components:�N$�K

Duration: ;gf[]fljYlagf$�mh�lg�)(�eafml]k

>gj�l`]�\mjYlagf$�qgm�k]fk]�l`]�hj]k]f[]�g^�eY_a[�

oal`af�+(�^]]l�g^�qgm&�A^�qgm�k]fk]�eY_a[�af�l`ak�oYq$�qgm�

[Yf�mk]�qgmj�Y[lagf�lg�k]]�Y�^Yafl�YmjY�Yjgmf\�Yfq�nakaZd]�

[j]Ylmj]�gj�gZb][l�af�l`]�Yj]Y�l`Yl�Z]Yjk�eY_a[$�Yf\�qgm�

learn its school of magic, if any.

� L`]�kh]dd�[Yf�h]f]ljYl]�egkl�ZYjja]jk$�Zml�al�ak�Zdg[c]\�

by 1 foot of stone, 1 inch of common metal, a thin sheet 

g^�d]Y\$�gj�+�^]]l�g^�ogg\�gj�\ajl&

Dimension Door
,l`%d]n]d�[gfbmjYlagf

Casting Time: 1 action

Range:�-((�^]]l

Components:�N

Duration:�AfklYflYf]gmk

Qgm�l]d]hgjl�qgmjk]d^�^jge�qgmj�[mjj]fl�dg[Ylagf�lg�Yfq�

gl`]j�khgl�oal`af�jYf_]&�Qgm�Yjjan]�Yl�]pY[ldq�l`]�khgl�

\]kaj]\&�Al�[Yf�Z]�Y�hdY[]�qgm�[Yf�k]]$�gf]�qgm�[Yf�

nakmYdar]$�gj�gf]�qgm�[Yf�\]k[jaZ]�Zq�klYlaf_�\aklYf[]�

Dancing Lights
=ng[Ylagf�[Yfljah

Casting Time: 1 action

Range:�)*(�^]]l

Components:�N$�K$�E� Y�Zal�g^�h`gkh`gjmk�gj�oq[`ogg\$�

gj�Y�_dgoogje!

Duration:�;gf[]fljYlagf$�mh�lg�)�eafml]

Qgm�[j]Yl]�mh�lg�^gmj�lgj[`%kar]\�da_`lk�oal`af�jYf_]$�

making them appear as torches, lanterns, or glowing 

gjZk�l`Yl�`gn]j�af�l`]�Yaj�^gj�l`]�\mjYlagf&�Qgm�[Yf�

Ydkg�[geZaf]�l`]�^gmj�da_`lk�aflg�gf]�_dgoaf_�nY_m]dq�

`meYfga\�^gje�g^�E]\ame�kar]&�O`a[`]n]j�^gje�qgm�

[`ggk]$�]Y[`�da_`l�k`]\k�\ae�da_`l�af�Y�)(%^ggl�jY\amk&

� 9k�Y�Zgfmk�Y[lagf�gf�qgmj�lmjf$�qgm�[Yf�egn]�l`]�

da_`lk�mh�lg�.(�^]]l�lg�Y�f]o�khgl�oal`af�jYf_]&�9�da_`l�

emkl�Z]�oal`af�*(�^]]l�g^�Yfgl`]j�da_`l�[j]Yl]\�Zq�l`ak�

kh]dd$�Yf\�Y�da_`l�oafck�gml�a^�al�]p[]]\k�l`]�kh]ddÌk�jYf_]&

Darkness
*f\%d]n]d�]ng[Ylagf

Casting Time: 1 action

Range: .(�^]]l

Components:�N$�E� ZYl�^mj�Yf\�Y�\jgh�g^�hal[`�gj�

ha][]�g^�[gYd!

Duration:�;gf[]fljYlagf$�mh�lg�)(�eafml]k

EY_a[Yd�\Yjcf]kk�khj]Y\k�^jge�Y�hgafl�qgm�[`ggk]�

oal`af�jYf_]�lg�Õdd�Y�)-%^ggl%jY\amk�kh`]j]�^gj�l`]�

\mjYlagf&�L`]�\Yjcf]kk�khj]Y\k�Yjgmf\�[gjf]jk&�

9�[j]Ylmj]�oal`�\Yjcnakagf�[YfÌl�k]]�l`jgm_`�l`ak�

\Yjcf]kk$�Yf\�fgfeY_a[Yd�da_`l�[YfÌl�addmeafYl]�al&

� A^�l`]�hgafl�qgm�[`ggk]�ak�gf�Yf�gZb][l�qgm�Yj]�`gd\af_�

gj�gf]�l`Yl�akfÌl�Z]af_�ogjf�gj�[Yjja]\$�l`]�\Yjcf]kk�

]eYfYl]k�^jge�l`]�gZb][l�Yf\�egn]k�oal`�al&�;gehd]l]dq�

[gn]jaf_�l`]�kgmj[]�g^�l`]�\Yjcf]kk�oal`�Yf�ghYim]�

gZb][l$�km[`�Yk�Y�Zgod�gj�Y�`]de$�Zdg[ck�l`]�\Yjcf]kk&

� A^�Yfq�g^�l`ak�kh]ddÌk�Yj]Y�gn]jdYhk�oal`�Yf�Yj]Y�g^�da_`l�

created by a spell of 2nd level or lower, the spell that 

created the light is dispelled.

Death Ward
,l`%d]n]d�YZbmjYlagf

Casting Time: 1 action

Range:�Lgm[`

Components:�N$�K

Duration:�0�`gmjk

Qgm�lgm[`�Y�[j]Ylmj]�Yf\�_jYfl�al�Y�e]Ykmj]�g^�

protection from death.

� L`]�Õjkl�lae]�l`]�lYj_]l�ogmd\�\jgh�lg�(�`al�hgaflk�Yk�Y�

j]kmdl�g^�lYcaf_�\YeY_]$�l`]�lYj_]l�afkl]Y\�\jghk�lg�)�`al�

point, and the spell ends.

� A^�l`]�kh]dd�ak�kladd�af�]ץ][l�o`]f�l`]�lYj_]l�ak�kmZb][l]\�

lg�Yf�]ץ][l�l`Yl�ogmd\�cadd�al�afklYflYf]gmkdq�oal`gml�

\]Ydaf_�\YeY_]$�l`Yl�]ץ][l�ak�afkl]Y\�f]_Yl]\�Y_Yafkl�

the target, and the spell ends.
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Divination
,l`%d]n]d�\anafYlagf� jalmYd!

Casting Time: 1 action

Range: Self

Components:�N$�K$�E� af[]fk]�Yf\�Y�kY[jaÕ[aYd�gץ]jaf_�

YhhjghjaYl]�lg�qgmj�j]da_agf$�lg_]l`]j�ogjl`�Yl�d]Ykl�*-�

_h$�o`a[`�l`]�kh]dd�[gfkme]k!

Duration:�AfklYflYf]gmk

Qgmj�eY_a[�Yf\�Yf�gץ]jaf_�hml�qgm�af�[gflY[l�oal`�

Y�_g\�gj�Y�_g\Ìk�k]jnYflk&�Qgm�Ykc�Y�kaf_d]�im]klagf�

[gf[]jfaf_�Y�kh][aÕ[�_gYd$�]n]fl$�gj�Y[lanalq�lg�g[[mj�

oal`af�/�\Yqk&�L`]�<E�gץ]jk�Y�ljml`^md�j]hdq&�L`]�j]hdq�

might be a short phrase, a cryptic rhyme, or an omen.

� L`]�kh]dd�\g]kfÌl�lYc]�aflg�Y[[gmfl�Yfq�hgkkaZd]�

[aj[meklYf[]k�l`Yl�ea_`l�[`Yf_]�l`]�gml[ge]$�km[`�

as the casting of additional spells or the loss or gain of 

a companion.

� A^�qgm�[Ykl�l`]�kh]dd�log�gj�egj]�lae]k�Z]^gj]�Õfak`af_�

qgmj�f]pl�dgf_�j]kl$�l`]j]�ak�Y�[memdYlan]�*-�h]j[]fl�

[`Yf[]�^gj�]Y[`�[Yklaf_�Y^l]j�l`]�Õjkl�l`Yl�qgm�_]l�Y�

jYf\ge�j]Y\af_&�L`]�<E�eYc]k�l`ak�jgdd�af�k][j]l&

Dominate Monster
0l`%d]n]d�]f[`Yfle]fl

Casting Time: 1 action

Range:�.(�^]]l

Components:�N$�K

Duration:�;gf[]fljYlagf$�mh�lg�)�`gmj

Qgm�Yll]ehl�lg�Z]_mad]�Y�[j]Ylmj]�l`Yl�qgm�[Yf�k]]�

oal`af�jYf_]&�Al�emkl�km[[]]\�gf�Y�Oak\ge�kYnaf_�

l`jgo�gj�Z]�[`Yje]\�Zq�qgm�^gj�l`]�\mjYlagf&�A^�qgm�gj�

[j]Ylmj]k�l`Yl�Yj]�^ja]f\dq�lg�qgm�Yj]�Õ_`laf_�al$�al�`Yk�

advantage on the saving throw.

� O`ad]�l`]�[j]Ylmj]�ak�[`Yje]\$�qgm�`Yn]�Y�l]d]hYl`a[�

dafc�oal`�al�Yk�dgf_�Yk�l`]�log�g^�qgm�Yj]�gf�l`]�kYe]�

hdYf]�g^�]pakl]f[]&�Qgm�[Yf�mk]�l`ak�l]d]hYl`a[�dafc�lg�

akkm]�[geeYf\k�lg�l`]�[j]Ylmj]�o`ad]�qgm�Yj]�[gfk[agmk�

 fg�Y[lagf�j]imaj]\!$�o`a[`�al�\g]k�alk�Z]kl�lg�gZ]q&�Qgm�

[Yf�kh][a^q�Y�kaehd]�Yf\�_]f]jYd�[gmjk]�g^�Y[lagf$�km[`�

Yk�É9llY[c�l`Yl�[j]Ylmj]$Ê�ÉJmf�gn]j�l`]j]$Ê�gj�É>]l[`�

l`Yl�gZb][l&Ê�A^�l`]�[j]Ylmj]�[gehd]l]k�l`]�gj\]j�Yf\�

\g]kfÌl�j][]an]�^mjl`]j�\aj][lagf�^jge�qgm$�al�\]^]f\k�

and preserves itself to the best of its ability.

� Qgm�[Yf�mk]�qgmj�Y[lagf�lg�lYc]�lglYd�Yf\�hj][ak]�

[gfljgd�g^�l`]�lYj_]l&�Mflad�l`]�]f\�g^�qgmj�f]pl�lmjf$�l`]�

[j]Ylmj]�lYc]k�gfdq�l`]�Y[lagfk�qgm�[`ggk]$�Yf\�\g]kfÌl�

\g�Yfql`af_�l`Yl�qgm�\gfÌl�Yddgo�al�lg�\g&�<mjaf_�l`ak�

lae]$�qgm�[Yf�Ydkg�[Ymk]�l`]�[j]Ylmj]�lg�mk]�Y�j]Y[lagf$�

Zml�l`ak�j]imaj]k�qgm�lg�mk]�qgmj�gof�j]Y[lagf�Yk�o]dd&

� =Y[`�lae]�l`]�lYj_]l�lYc]k�\YeY_]$�al�eYc]k�Y�f]o�

Wisdom saving throw against the spell. If the saving 

l`jgo�km[[]]\k$�l`]�kh]dd�]f\k&

 At Higher Levels.�O`]f�qgm�[Ykl�l`ak�kh]dd�oal`�Y�

1l`%d]n]d�kh]dd�kdgl$�l`]�\mjYlagf�ak�[gf[]fljYlagf$�mh�

lg�0�`gmjk&�

Yf\�\aj][lagf$�km[`�Yk�É*((�^]]l�kljYa_`l�\gofoYj\Ê�gj�

ÉmhoYj\�lg�l`]�fgjl`o]kl�Yl�Y�,-%\]_j]]�Yf_d]$�+((�^]]l&Ê

� Qgm�[Yf�Zjaf_�Ydgf_�gZb][lk�Yk�dgf_�Yk�l`]aj�o]a_`l�

\g]kfÌl�]p[]]\�o`Yl�qgm�[Yf�[Yjjq&�Qgm�[Yf�Ydkg�Zjaf_�

gf]�oaddaf_�[j]Ylmj]�g^�qgmj�kar]�gj�keYdd]j�o`g�ak�

[Yjjqaf_�_]Yj�mh�lg�alk�[Yjjqaf_�[YhY[alq&�L`]�[j]Ylmj]�

emkl�Z]�oal`af�-�^]]l�g^�qgm�o`]f�qgm�[Ykl�l`ak�kh]dd&

� A^�qgm�ogmd\�Yjjan]�af�Y�hdY[]�Ydj]Y\q�g[[mha]\�Zq�Yf�

gZb][l�gj�Y�[j]Ylmj]$�qgm�Yf\�Yfq�[j]Ylmj]�ljYn]daf_�oal`�

qgm�]Y[`�lYc]�,\.�^gj[]�\YeY_]$�Yf\�l`]�kh]dd�^Yadk�lg�

l]d]hgjl�qgm&

Disintegrate
.l`%d]n]d�ljYfkemlYlagf

Casting Time: 1 action

Range:�.(�^]]l

Components:�N$�K$�E� Y�dg\]klgf]�Yf\�Y�haf[`�g^�\mkl!

Duration:�AfklYflYf]gmk

9�l`af�_j]]f�jYq�khjaf_k�^jge�qgmj�hgaflaf_�Õf_]j�lg�Y�

lYj_]l�l`Yl�qgm�[Yf�k]]�oal`af�jYf_]&�L`]�lYj_]l�[Yf�Z]�Y�

[j]Ylmj]$�Yf�gZb][l$�gj�Y�[j]Ylagf�g^�eY_a[Yd�^gj[]$�km[`�

as the wall created by oYdd�g^�^gj[]&

� 9�[j]Ylmj]�lYj_]l]\�Zq�l`ak�kh]dd�emkl�eYc]�Y�

<]pl]jalq�kYnaf_�l`jgo&�Gf�Y�^Yad]\�kYn]$�l`]�lYj_]l�lYc]k�

)(\.�#�,(�^gj[]�\YeY_]&�A^�l`ak�\YeY_]�j]\m[]k�l`]�

lYj_]l�lg�(�`al�hgaflk$�al�ak�\akafl]_jYl]\&

� 9�\akafl]_jYl]\�[j]Ylmj]�Yf\�]n]jql`af_�al�ak�o]Yjaf_�

Yf\�[Yjjqaf_$�]p[]hl�eY_a[�al]ek$�Yj]�j]\m[]\�lg�Y�had]�

g^�Õf]�_jYq�\mkl&�L`]�[j]Ylmj]�[Yf�Z]�j]klgj]\�lg�da^]�

only by means of a ljm]�j]kmjj][lagf or a oak` spell.

� L`ak�kh]dd�YmlgeYla[Yddq�\akafl]_jYl]k�Y�DYj_]�gj�

smaller nonmagical object or a creation of magical 

^gj[]&�A^�l`]�lYj_]l�ak�Y�@m_]�gj�dYj_]j�gZb][l�gj�[j]Ylagf�

g^�^gj[]$�l`ak�kh]dd�\akafl]_jYl]k�Y�)(%^ggl%[mZ]�hgjlagf�g^�

al&�9�eY_a[�al]e�ak�mfYץ][l]\�Zq�l`ak�kh]dd&

 At Higher Levels.�O`]f�qgm�[Ykl�l`ak�kh]dd�mkaf_�Y�

kh]dd�kdgl�g^�/l`�d]n]d�gj�`a_`]j$�l`]�\YeY_]�af[j]Yk]k�Zq�

+\.�^gj�]Y[`�kdgl�d]n]d�YZgn]�.l`&

Dispel Magic
+j\%d]n]d�YZbmjYlagf

Casting Time: 1 action

Range: )*(�^]]l

Components: N$�K

Duration:�AfklYflYf]gmk

;`ggk]�gf]�[j]Ylmj]$�gZb][l$�gj�eY_a[Yd�]ץ][l�oal`af�

jYf_]&�9fq�kh]dd�g^�+j\�d]n]d�gj�dgo]j�gf�l`]�lYj_]l�]f\k&�

>gj�]Y[`�kh]dd�g^�,l`�d]n]d�gj�`a_`]j�gf�l`]�lYj_]l$�eYc]�

Yf�YZadalq�[`][c�mkaf_�qgmj�kh]dd[Yklaf_�YZadalq&�L`]�

<;�]imYdk�)(�#�l`]�kh]ddÌk�d]n]d&�Gf�Y�km[[]kk^md�[`][c$�

the spell ends.

 At Higher Levels.�O`]f�qgm�[Ykl�l`ak�kh]dd�mkaf_�Y�

kh]dd�kdgl�g^�,l`�d]n]d�gj�`a_`]j$�qgm�YmlgeYla[Yddq�]f\�

l`]�]ץ][lk�g^�Y�kh]dd�gf�l`]�lYj_]l�a^�l`]�kh]ddÌk�d]n]d�ak�

]imYd�lg�gj�d]kk�l`Yf�l`]�d]n]d�g^�l`]�kh]dd�kdgl�qgm�mk]\&
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Yf\�[Yf�]al`]j�]f\�l`]�ljYf[]� Yf\�l`]�kh]dd!�gj�oYal�^gj�

the target to fall asleep, at which point the messenger 

Yhh]Yjk�af�l`]�lYj_]lÌk�\j]Yek&

� Qgm�[Yf�eYc]�l`]�e]kk]f_]j�Yhh]Yj�egfkljgmk�

Yf\�l]jja^qaf_�lg�l`]�lYj_]l&�A^�qgm�\g$�l`]�e]kk]f_]j�

can deliver a message of no more than ten words and 

l`]f�l`]�lYj_]l�emkl�eYc]�Y�Oak\ge�kYnaf_�l`jgo&�Gf�

a failed save, echoes of the phantasmal monstrosity 

khYof�Y�fa_`leYj]�l`Yl�dYklk�l`]�\mjYlagf�g^�l`]�lYj_]lÌk�

kd]]h�Yf\�hj]n]flk�l`]�lYj_]l�^jge�_Yafaf_�Yfq�Z]f]Õl�

^jge�l`Yl�j]kl&�Af�Y\\alagf$�o`]f�l`]�lYj_]l�oYc]k�mh$�al�

lYc]k�+\.�hkq[`a[�\YeY_]&

� A^�qgm�`Yn]�Y�Zg\q�hYjl$�dg[c�g^�`Yaj$�[dahhaf_�^jge�Y�

fYad$�gj�kaeadYj�hgjlagf�g^�l`]�lYj_]lÌk�Zg\q$�l`]�lYj_]l�

makes its saving throw with disadvantage.

Earthquake
0l`%d]n]d�]ng[Ylagf

Casting Time: 1 action

Range:�-((�^]]l

Components:�N$�K$�E� Y�haf[`�g^�\ajl$�Y�ha][]�g^�jg[c$�

Yf\�Y�dmeh�g^�[dYq!

Duration:�;gf[]fljYlagf$�mh�lg�)�eafml]

Qgm�[j]Yl]�Y�k]akea[�\aklmjZYf[]�Yl�Y�hgafl�gf�l`]�

_jgmf\�l`Yl�qgm�[Yf�k]]�oal`af�jYf_]&�>gj�l`]�\mjYlagf$�

Yf�afl]fk]�lj]egj�jahk�l`jgm_`�l`]�_jgmf\�af�Y�

)((%^ggl%jY\amk�[aj[d]�[]fl]j]\�gf�l`Yl�hgafl�Yf\�k`Yc]k�

[j]Ylmj]k�Yf\�kljm[lmj]k�af�[gflY[l�oal`�l`]�_jgmf\�

in that area.

� L`]�_jgmf\�af�l`]�Yj]Y�Z][ge]k�\a[mdl�l]jjYaf&�

=Y[`�[j]Ylmj]�gf�l`]�_jgmf\�l`Yl�ak�[gf[]fljYlaf_�emkl�

eYc]�Y�;gfklalmlagf�kYnaf_�l`jgo&�Gf�Y�^Yad]\�kYn]$�l`]�

[j]Ylmj]Ìk�[gf[]fljYlagf�ak�Zjgc]f&

� O`]f�qgm�[Ykl�l`ak�kh]dd�Yf\�Yl�l`]�]f\�g^�]Y[`�lmjf�

qgm�kh]f\�[gf[]fljYlaf_�gf�al$�]Y[`�[j]Ylmj]�gf�l`]�

_jgmf\�af�l`]�Yj]Y�emkl�eYc]�Y�<]pl]jalq�kYnaf_�l`jgo&�

Gf�Y�^Yad]\�kYn]$�l`]�[j]Ylmj]�ak�cfg[c]\�hjgf]&

� L`ak�kh]dd�[Yf�`Yn]�Y\\alagfYd�]ץ][lk�\]h]f\af_�gf�

the terrain in the area, as determined by the DM.

 Fissures.�>akkmj]k�gh]f�l`jgm_`gml�l`]�kh]ddÌk�Yj]Y�Yl�

l`]�klYjl�g^�qgmj�f]pl�lmjf�Y^l]j�qgm�[Ykl�l`]�kh]dd&�9�lglYd�

g^�)\.�km[`�Õkkmj]k�gh]f�af�dg[Ylagfk�[`gk]f�Zq�l`]�<E&�

=Y[`�ak�)\)(���)(�^]]l�\]]h$�)(�^]]l�oa\]$�Yf\�]pl]f\k�

^jge�gf]�]\_]�g^�l`]�kh]ddÌk�Yj]Y�lg�l`]�ghhgkal]�ka\]&�

9�[j]Ylmj]�klYf\af_�gf�Y�khgl�o`]j]�Y�Õkkmj]�gh]fk�

emkl�km[[]]\�gf�Y�<]pl]jalq�kYnaf_�l`jgo�gj�^Ydd�af&�9�

[j]Ylmj]�l`Yl�km[[]kk^mddq�kYn]k�egn]k�oal`�l`]�Õkkmj]Ìk�

edge as it opens.

� 9�Õkkmj]�l`Yl�gh]fk�Z]f]Yl`�Y�kljm[lmj]�[Ymk]k�al�lg�

YmlgeYla[Yddq�[gddYhk]� k]]�Z]dgo!&

 Structures.�L`]�lj]egj�\]Ydk�-(�Zdm\_]gfaf_�\YeY_]�

lg�Yfq�kljm[lmj]�af�[gflY[l�oal`�l`]�_jgmf\�af�l`]�Yj]Y�

o`]f�qgm�[Ykl�l`]�kh]dd�Yf\�Yl�l`]�klYjl�g^�]Y[`�g^�qgmj�

lmjfk�mflad�l`]�kh]dd�]f\k&�A^�Y�kljm[lmj]�\jghk�lg�(�`al�

points, it collapses and potentially damages nearby 

[j]Ylmj]k&�9�[j]Ylmj]�oal`af�`Yd^�l`]�\aklYf[]�g^�Y�

kljm[lmj]Ìk�`]a_`l�emkl�eYc]�Y�<]pl]jalq�kYnaf_�l`jgo&�

Gf�Y�^Yad]\�kYn]$�l`]�[j]Ylmj]�lYc]k�-\.�Zdm\_]gfaf_�

\YeY_]$�ak�cfg[c]\�hjgf]$�Yf\�ak�Zmja]\�af�l`]�jmZZd]$�

j]imajaf_�Y�<;�*(�Klj]f_l`� 9l`d]la[k!�[`][c�Yk�Yf�

Y[lagf�lg�]k[Yh]&�L`]�<E�[Yf�Y\bmkl�l`]�<;�`a_`]j�

gj�dgo]j$�\]h]f\af_�gf�l`]�fYlmj]�g^�l`]�jmZZd]&�Gf�

Dominate Person
-l`%d]n]d�]f[`Yfle]fl

Casting Time: 1 action

Range:�.(�^]]l

Components:�N$�K

Duration:�;gf[]fljYlagf$�mh�lg�)�eafml]

Qgm�Yll]ehl�lg�Z]_mad]�Y�`meYfga\�l`Yl�qgm�[Yf�k]]�

oal`af�jYf_]&�Al�emkl�km[[]]\�gf�Y�Oak\ge�kYnaf_�

l`jgo�gj�Z]�[`Yje]\�Zq�qgm�^gj�l`]�\mjYlagf&�A^�qgm�gj�

[j]Ylmj]k�l`Yl�Yj]�^ja]f\dq�lg�qgm�Yj]�Õ_`laf_�al$�al�`Yk�

advantage on the saving throw.

� O`ad]�l`]�lYj_]l�ak�[`Yje]\$�qgm�`Yn]�Y�l]d]hYl`a[�dafc�

oal`�al�Yk�dgf_�Yk�l`]�log�g^�qgm�Yj]�gf�l`]�kYe]�hdYf]�

g^�]pakl]f[]&�Qgm�[Yf�mk]�l`ak�l]d]hYl`a[�dafc�lg�akkm]�

[geeYf\k�lg�l`]�[j]Ylmj]�o`ad]�qgm�Yj]�[gfk[agmk� fg�

Y[lagf�j]imaj]\!$�o`a[`�al�\g]k�alk�Z]kl�lg�gZ]q&�Qgm�[Yf�

kh][a^q�Y�kaehd]�Yf\�_]f]jYd�[gmjk]�g^�Y[lagf$�km[`�Yk�

É9llY[c�l`Yl�[j]Ylmj]$Ê�ÉJmf�gn]j�l`]j]$Ê�gj�É>]l[`�l`Yl�

gZb][l&Ê�A^�l`]�[j]Ylmj]�[gehd]l]k�l`]�gj\]j�Yf\�\g]kfÌl�

j][]an]�^mjl`]j�\aj][lagf�^jge�qgm$�al�\]^]f\k�Yf\�

preserves itself to the best of its ability.

� Qgm�[Yf�mk]�qgmj�Y[lagf�lg�lYc]�lglYd�Yf\�hj][ak]�

[gfljgd�g^�l`]�lYj_]l&�Mflad�l`]�]f\�g^�qgmj�f]pl�lmjf$�l`]�

[j]Ylmj]�lYc]k�gfdq�l`]�Y[lagfk�qgm�[`ggk]$�Yf\�\g]kfÌl�

\g�Yfql`af_�l`Yl�qgm�\gfÌl�Yddgo�al�lg�\g&�<mjaf_�l`ak�

lae]�qgm�[Yf�Ydkg�[Ymk]�l`]�[j]Ylmj]�lg�mk]�Y�j]Y[lagf$�

Zml�l`ak�j]imaj]k�qgm�lg�mk]�qgmj�gof�j]Y[lagf�Yk�o]dd&

� =Y[`�lae]�l`]�lYj_]l�lYc]k�\YeY_]$�al�eYc]k�Y�f]o�

Wisdom saving throw against the spell. If the saving 

l`jgo�km[[]]\k$�l`]�kh]dd�]f\k&

 At Higher Levels.�O`]f�qgm�[Ykl�l`ak�kh]dd�mkaf_�

Y�.l`%d]n]d�kh]dd�kdgl$�l`]�\mjYlagf�ak�[gf[]fljYlagf$�

mh�lg�)(�eafml]k&�O`]f�qgm�mk]�Y�/l`%d]n]d�kh]dd�kdgl$�

l`]�\mjYlagf�ak�[gf[]fljYlagf$�mh�lg�)�`gmj&�O`]f�qgm�

mk]�Y�kh]dd�kdgl�g^�0l`�d]n]d�gj�`a_`]j$�l`]�\mjYlagf�ak�

[gf[]fljYlagf$�mh�lg�0�`gmjk&

Dream
-l`%d]n]d�addmkagf

Casting Time:�)�eafml]

Range: Special

Components:�N$�K$�E� Y�`Yf\^md�g^�kYf\$�Y�\YZ�g^�afc$�

Yf\�Y�ojalaf_�imadd�hdm[c]\�^jge�Y�kd]]haf_�Zaj\!

Duration:�0�`gmjk

L`ak�kh]dd�k`Yh]k�Y�[j]Ylmj]Ìk�\j]Yek&�;`ggk]�Y�

[j]Ylmj]�cfgof�lg�qgm�Yk�l`]�lYj_]l�g^�l`ak�kh]dd&�L`]�

lYj_]l�emkl�Z]�gf�l`]�kYe]�hdYf]�g^�]pakl]f[]�Yk�qgm&�

;j]Ylmj]k�l`Yl�\gfÌl�kd]]h$�km[`�Yk�]dn]k$�[YfÌl�Z]�

[gflY[l]\�Zq�l`ak�kh]dd&�Qgm$�gj�Y�oaddaf_�[j]Ylmj]�qgm�

lgm[`$�]fl]jk�Y�ljYf[]�klYl]$�Y[laf_�Yk�Y�e]kk]f_]j&�

While in the trance, the messenger is aware of his or 

`]j�kmjjgmf\af_k$�Zml�[YfÌl�lYc]�Y[lagfk�gj�egn]&

 If the target is asleep, the messenger appears in the 

lYj_]lÌk�\j]Yek�Yf\�[Yf�[gfn]jk]�oal`�l`]�lYj_]l�Yk�

dgf_�Yk�al�j]eYafk�Ykd]]h$�l`jgm_`�l`]�\mjYlagf�g^�l`]�

kh]dd&�L`]�e]kk]f_]j�[Yf�Ydkg�k`Yh]�l`]�]fnajgfe]fl�

of the dream, creating landscapes, objects, and other 

aeY_]k&�L`]�e]kk]f_]j�[Yf�]e]j_]�^jge�l`]�ljYf[]�Yl�

Yfq�lae]$�]f\af_�l`]�]ץ][l�g^�l`]�kh]dd�]Yjdq&�L`]�lYj_]l�

j][Yddk�l`]�\j]Ye�h]j^][ldq�mhgf�oYcaf_&�A^�l`]�lYj_]l�ak�

YoYc]�o`]f�qgm�[Ykl�l`]�kh]dd$�l`]�e]kk]f_]j�cfgok�al$�
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hYl`k�Ydgf_�l`]�oYq$�qgm�YmlgeYla[Yddq�\]l]jeaf]�o`a[`�

hYl`�ak�l`]�k`gjl]kl�Yf\�egkl�\aj][l�jgml]� Zml�fgl�

f][]kkYjadq�l`]�kY^]kl�jgml]!�lg�l`]�\]klafYlagf&

Faerie Fire
)kl%d]n]d�]ng[Ylagf

Casting Time: 1 action

Range:�.(�^]]l

Components:�N

Duration:�;gf[]fljYlagf$�mh�lg�)�eafml]

=Y[`�gZb][l�af�Y�*(%^ggl�[mZ]�oal`af�jYf_]�ak�gmldaf]\�af�

Zdm]$�_j]]f$�gj�nagd]l�da_`l� qgmj�[`ga[]!&�9fq�[j]Ylmj]�af�

l`]�Yj]Y�o`]f�l`]�kh]dd�ak�[Ykl�ak�Ydkg�gmldaf]\�af�da_`l�a^�

al�^Yadk�Y�<]pl]jalq�kYnaf_�l`jgo&�>gj�l`]�\mjYlagf$�gZb][lk�

Yf\�Yץ][l]\�[j]Ylmj]k�k`]\�\ae�da_`l�af�Y�)(%^ggl�jY\amk&

� 9fq�YllY[c�jgdd�Y_Yafkl�Yf�Yץ][l]\�[j]Ylmj]�gj�gZb][l�

`Yk�Y\nYflY_]�a^�l`]�YllY[c]j�[Yf�k]]�al$�Yf\�l`]�Yץ][l]\�

[j]Ylmj]�gj�gZb][l�[YfÌl�Z]f]Õl�^jge�Z]af_�afnakaZd]&

Finger of Death
/l`%d]n]d�f][jgeYf[q

Casting Time: 1 action

Range:�.(�^]]l

Components:�N$�K

Duration:�AfklYflYf]gmk

Qgm�k]f\�f]_Ylan]�]f]j_q�[gmjkaf_�l`jgm_`�Y�[j]Ylmj]�

l`Yl�qgm�[Yf�k]]�oal`af�jYf_]$�[Ymkaf_�al�k]Yjaf_�hYaf&�

L`]�lYj_]l�emkl�eYc]�Y�;gfklalmlagf�kYnaf_�l`jgo&�Al�

lYc]k�/\0�#�+(�f][jgla[�\YeY_]�gf�Y�^Yad]\�kYn]$�gj�`Yd^�

Yk�em[`�\YeY_]�gf�Y�km[[]kk^md�gf]&

� 9�`meYfga\�cadd]\�Zq�l`ak�kh]dd�jak]k�Yl�l`]�klYjl�g^�

qgmj�f]pl�lmjf�Yk�Y�rgeZa]�l`Yl�ak�h]jeYf]fldq�mf\]j�

qgmj�[geeYf\$�^gddgoaf_�qgmj�n]jZYd�gj\]jk�lg�l`]�Z]kl�

of its ability.

Fireball
+j\%d]n]d�]ng[Ylagf

Casting Time: 1 action

Range: )-(�^]]l

Components:�N$�K$�E� Y�lafq�ZYdd�g^�ZYl�

_mYfg�Yf\�kmd^mj!

Duration:�AfklYflYf]gmk

9�Zja_`l�klj]Yc�ÖYk`]k�^jge�qgmj�hgaflaf_�Õf_]j�lg�Y�

hgafl�qgm�[`ggk]�oal`af�jYf_]�Yf\�l`]f�Zdgkkgek�oal`�

Y�dgo�jgYj�aflg�Yf�]phdgkagf�g^�ÖYe]&�=Y[`�[j]Ylmj]�

af�Y�*(%^ggl%jY\amk�kh`]j]�[]fl]j]\�gf�l`Yl�hgafl�emkl�

eYc]�Y�<]pl]jalq�kYnaf_�l`jgo&�9�lYj_]l�lYc]k�0\.�Õj]�

\YeY_]�gf�Y�^Yad]\�kYn]$�gj�`Yd^�Yk�em[`�\YeY_]�gf�Y�

km[[]kk^md�gf]&

� L`]�Õj]�khj]Y\k�Yjgmf\�[gjf]jk&�Al�a_fal]k�ÖYeeYZd]�

gZb][lk�af�l`]�Yj]Y�l`Yl�Yj]fÌl�Z]af_�ogjf�gj�[Yjja]\&

 At Higher Levels.�O`]f�qgm�[Ykl�l`ak�kh]dd�mkaf_�Y�

kh]dd�kdgl�g^�,l`�d]n]d�gj�`a_`]j$�l`]�\YeY_]�af[j]Yk]k�Zq�

)\.�^gj�]Y[`�kdgl�d]n]d�YZgn]�+j\&

Fire Bolt
=ng[Ylagf�[Yfljah

Casting Time: 1 action

Range:�)*(�^]]l

Components:�N$�K

Duration:�AfklYflYf]gmk

Y�km[[]kk^md�kYn]$�l`]�[j]Ylmj]�lYc]k�`Yd^�Yk�em[`�

\YeY_]�Yf\�\g]kfÌl�^Ydd�hjgf]�gj�Z][ge]�Zmja]\&

Etherealness
/l`%d]n]d�ljYfkemlYlagf

Casting Time: 1 action

Range: Self

Components:�N$�K

Duration:�Mh�lg�0�`gmjk

Qgm�kl]h�aflg�l`]�Zgj\]j�j]_agfk�g^�l`]�=l`]j]Yd�HdYf]$�

af�l`]�Yj]Y�o`]j]�al�gn]jdYhk�oal`�qgmj�[mjj]fl�hdYf]&�

Qgm�j]eYaf�af�l`]�:gj\]j�=l`]j]Yd�^gj�l`]�\mjYlagf�gj�

mflad�qgm�mk]�qgmj�Y[lagf�lg�\akeakk�l`]�kh]dd&�<mjaf_�

l`ak�lae]$�qgm�[Yf�egn]�af�Yfq�\aj][lagf&�A^�qgm�egn]�

mh�gj�\gof$�]n]jq�^ggl�g^�egn]e]fl�[gklk�Yf�]pljY�^ggl&�

Qgm�[Yf�k]]�Yf\�`]Yj�l`]�hdYf]�qgm�gja_afYl]\�^jge$�Zml�

]n]jql`af_�l`]j]�dggck�_jYq$�Yf\�qgm�[YfÌl�k]]�Yfql`af_�

egj]�l`Yf�.(�^]]l�YoYq&

� O`ad]�gf�l`]�=l`]j]Yd�HdYf]$�qgm�[Yf�gfdq�Yץ][l�Yf\�

Z]�Yץ][l]\�Zq�gl`]j�[j]Ylmj]k�gf�l`Yl�hdYf]&�;j]Ylmj]k�

l`Yl�Yj]fÌl�gf�l`]�=l`]j]Yd�HdYf]�[YfÌl�h]j[]an]�qgm�Yf\�

[YfÌl�afl]jY[l�oal`�qgm$�mfd]kk�Y�kh][aYd�YZadalq�gj�eY_a[�

has given them the ability to do so.

� Qgm�a_fgj]�Ydd�gZb][lk�Yf\�]ץ][lk�l`Yl�Yj]fÌl�gf�l`]�

=l`]j]Yd�HdYf]$�Yddgoaf_�qgm�lg�egn]�l`jgm_`�gZb][lk�

qgm�h]j[]an]�gf�l`]�hdYf]�qgm�gja_afYl]\�^jge&

� O`]f�l`]�kh]dd�]f\k$�qgm�aee]\aYl]dq�j]lmjf�lg�l`]�

hdYf]�qgm�gja_afYl]\�^jge�af�l`]�khgl�qgm�[mjj]fldq�

g[[mhq&�A^�qgm�g[[mhq�l`]�kYe]�khgl�Yk�Y�kgda\�gZb][l�

gj�[j]Ylmj]�o`]f�l`ak�`Yhh]fk$�qgm�Yj]�aee]\aYl]dq�

k`mfl]\�lg�l`]�f]Yj]kl�mfg[[mha]\�khY[]�l`Yl�qgm�

[Yf�g[[mhq�Yf\�lYc]�^gj[]�\YeY_]�]imYd�lg�loa[]�l`]�

fmeZ]j�g^�^]]l�qgm�Yj]�egn]\&

� L`ak�kh]dd�`Yk�fg�]ץ][l�a^�qgm�[Ykl�al�o`ad]�qgm�Yj]�gf�

l`]�=l`]j]Yd�HdYf]�gj�Y�hdYf]�l`Yl�\g]kfÌl�Zgj\]j�al$�km[`�

Yk�gf]�g^�l`]�Gml]j�HdYf]k&

 At Higher Levels. O`]f�qgm�[Ykl�l`ak�kh]dd�mkaf_�

Y�kh]dd�kdgl�g^�0l`�d]n]d�gj�`a_`]j$�qgm�[Yf�lYj_]l�mh�lg�

l`j]]�oaddaf_�[j]Ylmj]k� af[dm\af_�qgm!�^gj�]Y[`�kdgl�d]n]d�

YZgn]�/l`&�L`]�[j]Ylmj]k�emkl�Z]�oal`af�)(�^]]l�g^�qgm�

o`]f�qgm�[Ykl�l`]�kh]dd&

Find the Path
.l`%d]n]d�\anafYlagf

Casting Time:�)�eafml]

Range: Self

Components:�N$�K$�E� Y�k]l�g^�\anafYlgjq�lggdkÈkm[`�

Yk�Zgf]k$�angjq�kla[ck$�[Yj\k$�l]]l`$�gj�[Yjn]\�jmf]kÈ

ogjl`�)((�_h�Yf\�Yf�gZb][l�^jge�l`]�dg[Ylagf�qgm�

oak`�lg�Õf\!

Duration:�;gf[]fljYlagf$�mh�lg�)�\Yq

L`ak�kh]dd�Yddgok�qgm�lg�Õf\�l`]�k`gjl]kl$�egkl�\aj][l�

h`qka[Yd�jgml]�lg�Y�kh][aÕ[�Õp]\�dg[Ylagf�l`Yl�qgm�Yj]�

^YeadaYj�oal`�gf�l`]�kYe]�hdYf]�g^�]pakl]f[]&�A^�qgm�

fYe]�Y�\]klafYlagf�gf�Yfgl`]j�hdYf]�g^�]pakl]f[]$�Y�

\]klafYlagf�l`Yl�egn]k� km[`�Yk�Y�egZad]�^gjlj]kk!$�gj�Y�

\]klafYlagf�l`Yl�akfÌl�kh][aÕ[� km[`�Yk�ÉY�_j]]f�\jY_gfÌk�

dYajÊ!$�l`]�kh]dd�^Yadk&

� >gj�l`]�\mjYlagf$�Yk�dgf_�Yk�qgm�Yj]�gf�l`]�kYe]�hdYf]�

g^�]pakl]f[]�Yk�l`]�\]klafYlagf$�qgm�cfgo�`go�^Yj�al�ak�

Yf\�af�o`Yl�\aj][lagf�al�da]k&�O`ad]�qgm�Yj]�ljYn]daf_�

l`]j]$�o`]f]n]j�qgm�Yj]�hj]k]fl]\�oal`�Y�[`ga[]�g^�
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emkl�eYc]�l`]�kYnaf_�l`jgo�Y_Yafkl�l`]�kh`]j]Ìk�

\YeY_]$�Yf\�l`]�kh`]j]�klghk�egnaf_�l`ak�lmjf&

� O`]f�qgm�egn]�l`]�kh`]j]$�qgm�[Yf�\aj][l�al�gn]j�

ZYjja]jk�mh�lg�-�^]]l�lYdd�Yf\�bmeh�al�Y[jgkk�halk�mh�lg�

)(�^]]l�oa\]&�L`]�kh`]j]�a_fal]k�ÖYeeYZd]�gZb][lk�fgl�

being worn or carried, and it sheds bright light in a 

*(%^ggl�jY\amk�Yf\�\ae�da_`l�^gj�Yf�Y\\alagfYd�*(�^]]l&

 At Higher Levels.�O`]f�qgm�[Ykl�l`ak�kh]dd�mkaf_�Y�

kh]dd�kdgl�g^�+j\�d]n]d�gj�`a_`]j$�l`]�\YeY_]�af[j]Yk]k�Zq�

)\.�^gj�]Y[`�kdgl�d]n]d�YZgn]�*f\&

Fly
+j\%d]n]d�ljYfkemlYlagf

Casting Time: 1 action

Range:�Lgm[`

Components:�N$�K$�E� Y�oaf_�^]Yl`]j�^jge�Yfq�Zaj\!

Duration: ;gf[]fljYlagf$�mh�lg�)(�eafml]k

Qgm�lgm[`�Y�oaddaf_�[j]Ylmj]&�L`]�lYj_]l�_Yafk�Y�Öqaf_�

kh]]\�g^�.(�^]]l�^gj�l`]�\mjYlagf&�O`]f�l`]�kh]dd�]f\k$�

l`]�lYj_]l�^Yddk�a^�al�ak�kladd�Ydg^l$�mfd]kk�al�[Yf�klgh�l`]�^Ydd&

 At Higher Levels.�O`]f�qgm�[Ykl�l`ak�kh]dd�mkaf_�

Y�kh]dd�kdgl�g^�,l`�d]n]d�gj�`a_`]j$�qgm�[Yf�lYj_]l�gf]�

Y\\alagfYd�[j]Ylmj]�^gj�]Y[`�kdgl�d]n]d�YZgn]�+j\&

Foresight
1l`%d]n]d�\anafYlagf

Casting Time:�)�eafml]

Range:�Lgm[`

Components:�N$�K$�E� Y�`meeaf_Zaj\�^]Yl`]j!

Duration:�0�`gmjk

Qgm�lgm[`�Y�oaddaf_�[j]Ylmj]�Yf\�Z]klgo�Y�daeal]\�YZadalq�

lg�k]]�aflg�l`]�aee]\aYl]�^mlmj]&�>gj�l`]�\mjYlagf$�l`]�

lYj_]l�[YfÌl�Z]�kmjhjak]\�Yf\�`Yk�Y\nYflY_]�gf�YllY[c�

jgddk$�YZadalq�[`][ck$�Yf\�kYnaf_�l`jgok&�9\\alagfYddq$�

gl`]j�[j]Ylmj]k�`Yn]�\akY\nYflY_]�gf�YllY[c�jgddk�

Y_Yafkl�l`]�lYj_]l�^gj�l`]�\mjYlagf&

� L`ak�kh]dd�aee]\aYl]dq�]f\k�a^�qgm�[Ykl�al�Y_Yaf�Z]^gj]�

alk�\mjYlagf�]f\k&

Freedom of Movement
,l`%d]n]d�YZbmjYlagf

Casting Time: 1 action

Range:�Lgm[`

Components:�N$�K$�E� Y�d]Yl`]j�kljYh$�Zgmf\�Yjgmf\�l`]�

Yje�gj�Y�kaeadYj�Yhh]f\Y_]!

Duration:�)�`gmj

Qgm�lgm[`�Y�oaddaf_�[j]Ylmj]&�>gj�l`]�\mjYlagf$�l`]�

lYj_]lÌk�egn]e]fl�ak�mfYץ][l]\�Zq�\a[mdl�l]jjYaf$�Yf\�

kh]ddk�Yf\�gl`]j�eY_a[Yd�]ץ][lk�[Yf�f]al`]j�j]\m[]�

l`]�lYj_]lÌk�kh]]\�fgj�[Ymk]�l`]�lYj_]l�lg�Z]�hYjYdqr]\�

or restrained.

� L`]�lYj_]l�[Yf�Ydkg�kh]f\�-�^]]l�g^�egn]e]fl�lg�

YmlgeYla[Yddq�]k[Yh]�^jge�fgfeY_a[Yd�j]kljYaflk$�km[`�

Yk�eYfY[d]k�gj�Y�[j]Ylmj]�l`Yl�`Yk�al�_jYhhd]\&�>afYddq$�

Z]af_�mf\]joYl]j�aehgk]k�fg�h]fYdla]k�gf�l`]�lYj_]lÌk�

movement or attacks.

Qgm�`mjd�Y�egl]�g^�Õj]�Yl�Y�[j]Ylmj]�gj�gZb][l�oal`af�

range. Make a ranged spell attack against the 

lYj_]l&�Gf�Y�`al$�l`]�lYj_]l�lYc]k�)\)(�Õj]�\YeY_]&�9�

ÖYeeYZd]�gZb][l�`al�Zq�l`ak�kh]dd�a_fal]k�a^�al�akfÌl�Z]af_�

worn or carried.

� L`ak�kh]ddÌk�\YeY_]�af[j]Yk]k�Zq�)\)(�o`]f�qgm�j]Y[`�

-l`�d]n]d� *\)(!$�))l`�d]n]d� +\)(!$�Yf\�)/l`�d]n]d� ,\)(!&

Fire Storm
/l`%d]n]d�]ng[Ylagf

Casting Time: 1 action

Range:�)-(�^]]l

Components:�N$�K

Duration:�AfklYflYf]gmk

9�klgje�eY\]�mh�g^�k`]]lk�g^�jgYjaf_�ÖYe]�Yhh]Yjk�

af�Y�dg[Ylagf�qgm�[`ggk]�oal`af�jYf_]&�L`]�Yj]Y�g^�l`]�

klgje�[gfkaklk�g^�mh�lg�l]f�)(%^ggl�[mZ]k$�o`a[`�qgm�[Yf�

YjjYf_]�Yk�qgm�oak`&�=Y[`�[mZ]�emkl�`Yn]�Yl�d]Ykl�gf]�

^Y[]�Y\bY[]fl�lg�l`]�^Y[]�g^�Yfgl`]j�[mZ]&�=Y[`�[j]Ylmj]�

af�l`]�Yj]Y�emkl�eYc]�Y�<]pl]jalq�kYnaf_�l`jgo&�Al�

lYc]k�/\)(�Õj]�\YeY_]�gf�Y�^Yad]\�kYn]$�gj�`Yd^�Yk�em[`�

\YeY_]�gf�Y�km[[]kk^md�gf]&

� L`]�Õj]�\YeY_]k�gZb][lk�af�l`]�Yj]Y�Yf\�a_fal]k�

ÖYeeYZd]�gZb][lk�l`Yl�Yj]fÌl�Z]af_�ogjf�gj�[Yjja]\&�

A^�qgm�[`ggk]$�hdYfl�da^]�af�l`]�Yj]Y�ak�mfYץ][l]\�

by this spell.

Flame Strike
-l`%d]n]d�]ng[Ylagf

Casting Time: 1 action

Range:�.(�^]]l

Components:�N$�K$�E� haf[`�g^�kmd^mj!

Duration:�AfklYflYf]gmk

9�n]jla[Yd�[gdmef�g^�\anaf]�Õj]�jgYjk�\gof�^jge�l`]�

`]Yn]fk�af�Y�dg[Ylagf�qgm�kh][a^q&�=Y[`�[j]Ylmj]�af�

Y�)(%^ggl%jY\amk$�,(%^ggl%`a_`�[qdaf\]j�[]fl]j]\�gf�Y�

hgafl�oal`af�jYf_]�emkl�eYc]�Y�<]pl]jalq�kYnaf_�l`jgo&�

9�[j]Ylmj]�lYc]k�,\.�Õj]�\YeY_]�Yf\�,\.�jY\aYfl�

\YeY_]�gf�Y�^Yad]\�kYn]$�gj�`Yd^�Yk�em[`�\YeY_]�gf�Y�

km[[]kk^md�gf]&

 At Higher Levels.�O`]f�qgm�[Ykl�l`ak�kh]dd�mkaf_�Y�

kh]dd�kdgl�g^�.l`�d]n]d�gj�`a_`]j$�l`]�Õj]�\YeY_]�gj�l`]�

jY\aYfl�\YeY_]� qgmj�[`ga[]!�af[j]Yk]k�Zq�)\.�^gj�]Y[`�

kdgl�d]n]d�YZgn]�-l`&

Flaming Sphere
*f\%d]n]d�[gfbmjYlagf

Casting Time: 1 action

Range: .(�^]]l

Components:�N$�K$�E� Y�Zal�g^�lYddgo$�Y�haf[`�g^�

Zjaeklgf]$�Yf\�Y�\mklaf_�g^�hgo\]j]\�ajgf!

Duration: ;gf[]fljYlagf$�mh�lg�)�eafml]

9�-%^ggl%\aYe]l]j�kh`]j]�g^�Õj]�Yhh]Yjk�af�Yf�

mfg[[mha]\�khY[]�g^�qgmj�[`ga[]�oal`af�jYf_]�Yf\�dYklk�

^gj�l`]�\mjYlagf&�9fq�[j]Ylmj]�l`Yl�]f\k�alk�lmjf�oal`af�-�

^]]l�g^�l`]�kh`]j]�emkl�eYc]�Y�<]pl]jalq�kYnaf_�l`jgo&�

L`]�[j]Ylmj]�lYc]k�*\.�Õj]�\YeY_]�gf�Y�^Yad]\�kYn]$�gj�

`Yd^�Yk�em[`�\YeY_]�gf�Y�km[[]kk^md�gf]&

� 9k�Y�Zgfmk�Y[lagf$�qgm�[Yf�egn]�l`]�kh`]j]�mh�lg�+(�

^]]l&�A^�qgm�jYe�l`]�kh`]j]�aflg�Y�[j]Ylmj]$�l`Yl�[j]Ylmj]�
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Greater Restoration
-l`%d]n]d�YZbmjYlagf

Casting Time: 1 action

Range:�Lgm[`

Components:�N$�K$�E� \aYegf\�\mkl�ogjl`�Yl�d]Ykl�)((�

_h$�o`a[`�l`]�kh]dd�[gfkme]k!

Duration:�AfklYflYf]gmk

Qgm�aeZm]�Y�[j]Ylmj]�qgm�lgm[`�oal`�hgkalan]�]f]j_q�lg�

mf\g�Y�\]ZadalYlaf_�]ץ][l&�Qgm�[Yf�j]\m[]�l`]�lYj_]lÌk�

]p`Ymklagf�d]n]d�Zq�gf]$�gj�]f\�gf]�g^�l`]�^gddgoaf_�

�lYj_]l2[`lk�gf�l][ץ[

�� Gf]�]ץ][l�l`Yl�[`Yje]\�gj�h]ljaÕ]\�l`]�lYj_]l

�� Gf]�[mjk]$�af[dm\af_�l`]�lYj_]lÌk�Yllmf]e]fl�lg�Y�

[mjk]\�eY_a[�al]e

�� 9fq�j]\m[lagf�lg�gf]�g^�l`]�lYj_]lÌk�YZadalq�k[gj]k

�� Gf]�]ץ][l�j]\m[af_�l`]�lYj_]lÌk�`al�hgafl�eYpaeme

Guardian of Faith
,l`%d]n]d�[gfbmjYlagf

Casting Time: 1 action

Range:�+(�^]]l

Components:�N

Duration:�0�`gmjk

9�DYj_]�kh][ljYd�_mYj\aYf�Yhh]Yjk�Yf\�`gn]jk�^gj�l`]�

\mjYlagf�af�Yf�mfg[[mha]\�khY[]�g^�qgmj�[`ga[]�l`Yl�qgm�

[Yf�k]]�oal`af�jYf_]&�L`]�_mYj\aYf�g[[mha]k�l`Yl�khY[]�

Yf\�ak�af\aklaf[l�]p[]hl�^gj�Y�_d]Yeaf_�kogj\�Yf\�k`a]d\�

]eZdYrgf]\�oal`�l`]�kqeZgd�g^�qgmj�\]alq&

� 9fq�[j]Ylmj]�`gklad]�lg�qgm�l`Yl�egn]k�lg�Y�khY[]�

oal`af�)(�^]]l�g^�l`]�_mYj\aYf�^gj�l`]�Õjkl�lae]�gf�Y�

lmjf�emkl�km[[]]\�gf�Y�<]pl]jalq�kYnaf_�l`jgo&�L`]�

[j]Ylmj]�lYc]k�*(�jY\aYfl�\YeY_]�gf�Y�^Yad]\�kYn]$�gj�

`Yd^�Yk�em[`�\YeY_]�gf�Y�km[[]kk^md�gf]&�L`]�_mYj\aYf�

nYfak`]k�o`]f�al�`Yk�\]Ydl�Y�lglYd�g^�.(�\YeY_]&

Guidance
<anafYlagf�[Yfljah

Casting Time: 1 action

Range: Lgm[`

Components: N$�K

Duration: ;gf[]fljYlagf$�mh�lg�)�eafml]

Qgm�lgm[`�gf]�oaddaf_�[j]Ylmj]&�Gf[]�Z]^gj]�l`]�kh]dd�

]f\k$�l`]�lYj_]l�[Yf�jgdd�Y�\,�Yf\�Y\\�l`]�fmeZ]j�jgdd]\�

to one ability check of its choice. It can roll the die before 

gj�Y^l]j�eYcaf_�l`]�YZadalq�[`][c&�L`]�kh]dd�l`]f�]f\k&

Guiding Bolt
)kl%d]n]d�]ng[Ylagf

Casting Time: 1 action

Range:�)*(�^]]l

Components: N$�K

Duration: )�jgmf\

9�ÖYk`�g^�da_`l�klj]Yck�lgoYj\�Y�[j]Ylmj]�g^�qgmj�[`ga[]�

within range. Make a ranged spell attack against the 

lYj_]l&�Gf�Y�`al$�l`]�lYj_]l�lYc]k�,\.�jY\aYfl�\YeY_]$�

Yf\�l`]�f]pl�YllY[c�jgdd�eY\]�Y_Yafkl�l`ak�lYj_]l�Z]^gj]�

l`]�]f\�g^�qgmj�f]pl�lmjf�`Yk�Y\nYflY_]$�l`Yfck�lg�l`]�

eqkla[Yd�\ae�da_`l�_dall]jaf_�gf�l`]�lYj_]l�mflad�l`]f&

Gate
1l`%d]n]d�[gfbmjYlagf

Casting Time: 1 action

Range:�.(�^]]l

Components:�N$�K$�E� Y�\aYegf\�ogjl`�Yl�d]Ykl�-$(((�_h!

Duration:�;gf[]fljYlagf$�mh�lg�)�eafml]

Qgm�[gfbmj]�Y�hgjlYd�dafcaf_�Yf�mfg[[mha]\�khY[]�qgm�

[Yf�k]]�oal`af�jYf_]�lg�Y�hj][ak]�dg[Ylagf�gf�Y�\aץ]j]fl�

hdYf]�g^�]pakl]f[]&�L`]�hgjlYd�ak�Y�[aj[mdYj�gh]faf_$�

o`a[`�qgm�[Yf�eYc]�-�lg�*(�^]]l�af�\aYe]l]j&�Qgm�[Yf�

gja]fl�l`]�hgjlYd�af�Yfq�\aj][lagf�qgm�[`ggk]&�L`]�hgjlYd�

dYklk�^gj�l`]�\mjYlagf&

� L`]�hgjlYd�`Yk�Y�^jgfl�Yf\�Y�ZY[c�gf�]Y[`�hdYf]�o`]j]�

al�Yhh]Yjk&�LjYn]d�l`jgm_`�l`]�hgjlYd�ak�hgkkaZd]�gfdq�

Zq�egnaf_�l`jgm_`�alk�^jgfl&�9fql`af_�l`Yl�\g]k�kg�ak�

instantly transported to the other plane, appearing in 

l`]�mfg[[mha]\�khY[]�f]Yj]kl�lg�l`]�hgjlYd&

� <]ala]k�Yf\�gl`]j�hdYfYj�jmd]jk�[Yf�hj]n]fl�hgjlYdk�

created by this spell from opening in their presence or 

anywhere within their domains.

� O`]f�qgm�[Ykl�l`ak�kh]dd$�qgm�[Yf�kh]Yc�l`]�fYe]�

g^�Y�kh][aÕ[�[j]Ylmj]� Y�hk]m\gfqe$�lald]$�gj�fa[cfYe]�

\g]kfÌl�ogjc!&�A^�l`Yl�[j]Ylmj]�ak�gf�Y�hdYf]�gl`]j�l`Yf�

l`]�gf]�qgm�Yj]�gf$�l`]�hgjlYd�gh]fk�af�l`]�fYe]\�

[j]Ylmj]Ìk�aee]\aYl]�na[afalq�Yf\�\jYok�l`]�[j]Ylmj]�

l`jgm_`�al�lg�l`]�f]Yj]kl�mfg[[mha]\�khY[]�gf�qgmj�ka\]�

g^�l`]�hgjlYd&�Qgm�_Yaf�fg�kh][aYd�hgo]j�gn]j�l`]�[j]Ylmj]$�

and it is free to act as the DM deems appropriate. It 

ea_`l�d]Yn]$�YllY[c�qgm$�gj�`]dh�qgm&

Globe of Invulnerability
.l`%d]n]d�YZbmjYlagf

Casting Time: 1 action

Range:�K]d^� )(%^ggl�jY\amk!

Components:�N$�K$�E� Y�_dYkk�gj�[jqklYd�Z]Y\�l`Yl�

k`Yll]jk�o`]f�l`]�kh]dd�]f\k!

Duration:�;gf[]fljYlagf$�mh�lg�)�eafml]

9f�aeegZad]$�^Yafldq�k`aee]jaf_�ZYjja]j�khjaf_k�aflg�

]pakl]f[]�af�Y�)(%^ggl�jY\amk�Yjgmf\�qgm�Yf\�j]eYafk�^gj�

l`]�\mjYlagf&

� 9fq�kh]dd�g^�-l`�d]n]d�gj�dgo]j�[Ykl�^jge�gmlka\]�l`]�

ZYjja]j�[YfÌl�Yץ][l�[j]Ylmj]k�gj�gZb][lk�oal`af�al$�]n]f�

a^�l`]�kh]dd�ak�[Ykl�mkaf_�Y�`a_`]j�d]n]d�kh]dd�kdgl&�Km[`�Y�

kh]dd�[Yf�lYj_]l�[j]Ylmj]k�Yf\�gZb][lk�oal`af�l`]�ZYjja]j$�

Zml�l`]�kh]dd�`Yk�fg�]ץ][l�gf�l`]e&�KaeadYjdq$�l`]�Yj]Y�

oal`af�l`]�ZYjja]j�ak�]p[dm\]\�^jge�l`]�Yj]Yk�Yץ][l]\�Zq�

km[`�kh]ddk&

 At Higher Levels.�O`]f�qgm�[Ykl�l`ak�kh]dd�mkaf_�Y�

kh]dd�kdgl�g^�/l`�d]n]d�gj�`a_`]j$�l`]�ZYjja]j�Zdg[ck�kh]ddk�

g^�gf]�d]n]d�`a_`]j�^gj�]Y[`�kdgl�d]n]d�YZgn]�.l`&

Greater Invisibility
,l`%d]n]d�addmkagf

Casting Time: 1 action

Range:�Lgm[`

Components:�N$�K

Duration:�;gf[]fljYlagf$�mh�lg�)�eafml]

Qgm�gj�Y�[j]Ylmj]�qgm�lgm[`�Z][ge]k�afnakaZd]�mflad�l`]�

kh]dd�]f\k&�9fql`af_�l`]�lYj_]l�ak�o]Yjaf_�gj�[Yjjqaf_�ak�

afnakaZd]�Yk�dgf_�Yk�al�ak�gf�l`]�lYj_]lÌk�h]jkgf&
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9�[j]Ylmj]�g^�qgmj�[`ga[]�l`Yl�qgm�[Yf�k]]�oal`af�jYf_]�

j]_Yafk�`al�hgaflk�]imYd�lg�)\,�#�qgmj�kh]dd[Yklaf_�

YZadalq�eg\aÕ]j&�L`ak�kh]dd�`Yk�fg�]ץ][l�gf�mf\]Y\�

gj�[gfkljm[lk&

 At Higher Levels.�O`]f�qgm�[Ykl�l`ak�kh]dd�mkaf_�Y�

spell slot of 2nd level or higher, the healing increases by 

)\,�^gj�]Y[`�kdgl�d]n]d�YZgn]�)kl&

Heroes’ Feast
.l`%d]n]d�[gfbmjYlagf

Casting Time:�)(�eafml]k

Range:�+(�^]]l

Components:�N$�K�$�E� Y�_]e%]f[jmkl]\�Zgod�ogjl`�Yl�

d]Ykl�)$(((�_h$�o`a[`�l`]�kh]dd�[gfkme]k!

Duration:�AfklYflYf]gmk

Qgm�Zjaf_�^gjl`�Y�_j]Yl�^]Ykl$�af[dm\af_�eY_faÕ[]fl�

^gg\�Yf\�\jafc&�L`]�^]Ykl�lYc]k�)�`gmj�lg�[gfkme]�Yf\�

\akYhh]Yjk�Yl�l`]�]f\�g^�l`Yl�lae]$�Yf\�l`]�Z]f]Õ[aYd�

�[l�af�mflad�l`ak�`gmj�ak�gn]j&�Mh�lg�lo]dn[lk�\gfÌl�k][ץ[

gl`]j�[j]Ylmj]k�[Yf�hYjlYc]�g^�l`]�^]Ykl&

� 9�[j]Ylmj]�l`Yl�hYjlYc]k�g^�l`]�^]Ykl�_Yafk�k]n]jYd�

Z]f]Õlk&�L`]�[j]Ylmj]�ak�[mj]\�g^�Ydd�\ak]Yk]k�Yf\�

hgakgf$�Z][ge]k�aeemf]�lg�hgakgf�Yf\�Z]af_�

frightened, and makes all Wisdom saving throws with 

Y\nYflY_]&�Alk�`al�hgafl�eYpaeme�Ydkg�af[j]Yk]k�Zq�

*\)($�Yf\�al�_Yafk�l`]�kYe]�fmeZ]j�g^�`al�hgaflk&�L`]k]�

Z]f]Õlk�dYkl�^gj�*,�`gmjk&

Hold Person
*f\%d]n]d�]f[`Yfle]fl

Casting Time: 1 action

Range:�.(�^]]l

Components: N$�K$�E� Y�keYdd$�kljYa_`l�ha][]�g^�ajgf!

Duration: ;gf[]fljYlagf$�mh�lg�)�eafml]

;`ggk]�Y�`meYfga\�l`Yl�qgm�[Yf�k]]�oal`af�jYf_]&�

L`]�lYj_]l�emkl�km[[]]\�gf�Y�Oak\ge�kYnaf_�l`jgo�

gj�Z]�hYjYdqr]\�^gj�l`]�\mjYlagf&�9l�l`]�]f\�g^�]Y[`�g^�

alk�lmjfk$�l`]�lYj_]l�[Yf�eYc]�Yfgl`]j�Oak\ge�kYnaf_�

l`jgo&�Gf�Y�km[[]kk$�l`]�kh]dd�]f\k�gf�l`]�lYj_]l&

 At Higher Levels.�O`]f�qgm�[Ykl�l`ak�kh]dd�mkaf_�

Y�kh]dd�kdgl�g^�+j\�d]n]d�gj�`a_`]j$�qgm�[Yf�lYj_]l�gf]�

Y\\alagfYd�`meYfga\�^gj�]Y[`�kdgl�d]n]d�YZgn]�*f\&�L`]�

`meYfga\k�emkl�Z]�oal`af�+(�^]]l�g^�]Y[`�gl`]j�o`]f�

qgm�lYj_]l�l`]e&

Holy Aura
0l`%d]n]d�YZbmjYlagf

Casting Time: 1 action

Range: Self

Components:�N$�K$�E� Y�lafq�j]daimYjq�ogjl`�Yl�d]Ykl�

)$(((�_h�[gflYafaf_�Y�kY[j]\�j]da[$�km[`�Yk�Y�k[jYh�g^�

[dgl`�^jge�Y�kYaflÌk�jgZ]�gj�Y�ha][]�g^�hYj[`e]fl�^jge�

Y�j]da_agmk�l]pl!

Duration:�;gf[]fljYlagf$�mh�lg�)�eafml]

<anaf]�da_`l�oYk`]k�gml�^jge�qgm�Yf\�[gYd]k[]k�

af�Y�kg^l�jY\aYf[]�af�Y�+(%^ggl�jY\amk�Yjgmf\�qgm&�

;j]Ylmj]k�g^�qgmj�[`ga[]�af�l`Yl�jY\amk�o`]f�qgm�[Ykl�

l`ak�kh]dd�k`]\�\ae�da_`l�af�Y�-%^ggl�jY\amk�Yf\�`Yn]�

Y\nYflY_]�gf�Ydd�kYnaf_�l`jgok$�Yf\�gl`]j�[j]Ylmj]k�

`Yn]�\akY\nYflY_]�gf�YllY[c�jgddk�Y_Yafkl�l`]e�mflad�

 At Higher Levels. O`]f�qgm�[Ykl�l`ak�kh]dd�mkaf_�Y�

spell slot of 2nd level or higher, the damage increases by 

)\.�^gj�]Y[`�kdgl�d]n]d�YZgn]�)kl&

Harm
.l`%d]n]d�f][jgeYf[q

Casting Time: 1 action

Range:�.(�^]]l

Components:�N$�K

Duration:�AfklYflYf]gmk

Qgm�mfd]Yk`�Y�najmd]fl�\ak]Yk]�gf�Y�[j]Ylmj]�l`Yl�

qgm�[Yf�k]]�oal`af�jYf_]&�L`]�lYj_]l�emkl�eYc]�Y�

;gfklalmlagf�kYnaf_�l`jgo&�Gf�Y�^Yad]\�kYn]$�al�lYc]k�

),\.�f][jgla[�\YeY_]$�gj�`Yd^�Yk�em[`�\YeY_]�gf�Y�

km[[]kk^md�kYn]&�L`]�\YeY_]�[YfÌl�j]\m[]�l`]�lYj_]lÌk�

hit points below 1. If the target fails the saving throw, 

alk�`al�hgafl�eYpaeme�ak�j]\m[]\�^gj�)�`gmj�Zq�Yf�

Yegmfl�]imYd�lg�l`]�f][jgla[�\YeY_]�al�lggc&�9fq�]ץ][l�

l`Yl�j]egn]k�Y�\ak]Yk]�Yddgok�Y�[j]Ylmj]Ìk�`al�hgafl�

eYpaeme�lg�j]lmjf�lg�fgjeYd�Z]^gj]�l`Yl�lae]�hYkk]k&

Haste
+j\%d]n]d�ljYfkemlYlagf

Casting Time: 1 action

Range:�+(�^]]l

Components:�N$�K$�E� Y�k`Ynaf_�g^�da[gja[]�jggl!

Duration:�;gf[]fljYlagf$�mh�lg�)�eafml]

;`ggk]�Y�oaddaf_�[j]Ylmj]�l`Yl�qgm�[Yf�k]]�oal`af�jYf_]&�

Mflad�l`]�kh]dd�]f\k$�l`]�lYj_]lÌk�kh]]\�ak�\gmZd]\$�al�

_Yafk�Y�#*�Zgfmk�lg�9;$�al�`Yk�Y\nYflY_]�gf�<]pl]jalq�

saving throws, and it gains an additional action on each 

g^�alk�lmjfk&�L`Yl�Y[lagf�[Yf�Z]�mk]\�gfdq�lg�lYc]�l`]�

9llY[c� gf]�o]Yhgf�YllY[c�gfdq!$�<Yk`$�<ak]f_Y_]$�@a\]$�

or Use an Object action.

� O`]f�l`]�kh]dd�]f\k$�l`]�lYj_]l�[YfÌl�egn]�gj�lYc]�

Y[lagfk�mflad�Y^l]j�alk�f]pl�lmjf$�Yk�Y�oYn]�g^�d]l`Yj_q�

sweeps over it.

Heal
.l`%d]n]d�]ng[Ylagf

Casting Time: 1 action

Range:�.(�^]]l

Components:�N$�K

Duration:�AfklYflYf]gmk

;`ggk]�Y�[j]Ylmj]�l`Yl�qgm�[Yf�k]]�oal`af�jYf_]&�9�

kmj_]�g^�hgkalan]�]f]j_q�oYk`]k�l`jgm_`�l`]�[j]Ylmj]$�

[Ymkaf_�al�lg�j]_Yaf�/(�`al�hgaflk&�L`ak�kh]dd�Ydkg�]f\k�

Zdaf\f]kk$�\]Y^f]kk$�Yf\�Yfq�\ak]Yk]k�Yץ][laf_�l`]�

lYj_]l&�L`ak�kh]dd�`Yk�fg�]ץ][l�gf�[gfkljm[lk�gj�mf\]Y\&

 At Higher Levels.�O`]f�qgm�[Ykl�l`ak�kh]dd�mkaf_�Y�

kh]dd�kdgl�g^�/l`�d]n]d�gj�`a_`]j$�l`]�Yegmfl�g^�`]Ydaf_�

af[j]Yk]k�Zq�)(�^gj�]Y[`�kdgl�d]n]d�YZgn]�.l`&

Healing Word
)kl%d]n]d�]ng[Ylagf

Casting Time: )�Zgfmk�Y[lagf

Range: .(�^]]l

Components:�N

Duration: AfklYflYf]gmk
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� O`]f�qgm�[Ykl�l`]�kh]dd$�qgm�[`ggk]�gf]�g^�l`]�

following forms of imprisonment.

 Burial.�L`]�lYj_]l�ak�]flgeZ]\�^Yj�Z]f]Yl`�l`]�]Yjl`�

af�Y�kh`]j]�g^�eY_a[Yd�^gj[]�l`Yl�ak�bmkl�dYj_]�]fgm_`�lg�

[gflYaf�l`]�lYj_]l&�Fgl`af_�[Yf�hYkk�l`jgm_`�l`]�kh`]j]$�

fgj�[Yf�Yfq�[j]Ylmj]�l]d]hgjl�gj�mk]�hdYfYj�ljYn]d�lg�_]l�

aflg�gj�gml�g^�al&

� L`]�kh][aYd�[gehgf]fl�^gj�l`ak�n]jkagf�g^�l`]�kh]dd�ak�Y�

small mithral orb.

 Chaining.�@]Ynq�[`Yafk$�Õjedq�jggl]\�af�l`]�_jgmf\$�

`gd\�l`]�lYj_]l�af�hdY[]&�L`]�lYj_]l�ak�j]kljYaf]\�mflad�

l`]�kh]dd�]f\k$�Yf\�al�[YfÌl�egn]�gj�Z]�egn]\�Zq�Yfq�

e]Yfk�mflad�l`]f&

� L`]�kh][aYd�[gehgf]fl�^gj�l`ak�n]jkagf�g^�l`]�kh]dd�ak�Y�

Õf]�[`Yaf�g^�hj][agmk�e]lYd&

 Hedged Prison.�L`]�kh]dd�ljYfkhgjlk�l`]�lYj_]l�aflg�Y�

tiny demiplane that is warded against teleportation and 

hdYfYj�ljYn]d&�L`]�\]eahdYf]�[Yf�Z]�Y�dYZqjafl`$�Y�[Y_]$�

Y�lgo]j$�gj�Yfq�kaeadYj�[gfÕf]\�kljm[lmj]�gj�Yj]Y�g^�

qgmj�[`ga[]&

� L`]�kh][aYd�[gehgf]fl�^gj�l`ak�n]jkagf�g^�l`]�kh]dd�ak�Y�

eafaYlmj]�j]hj]k]flYlagf�g^�l`]�hjakgf�eY\]�^jge�bY\]&

 Minimus Containment. L`]�lYj_]l�k`jafck�lg�Y�`]a_`l�

of 1 inch and is imprisoned inside a gemstone or similar 

gZb][l&�Da_`l�[Yf�hYkk�l`jgm_`�l`]�_]eklgf]�fgjeYddq�

 Yddgoaf_�l`]�lYj_]l�lg�k]]�gml�Yf\�gl`]j�[j]Ylmj]k�lg�k]]�

af!$�Zml�fgl`af_�]dk]�[Yf�hYkk�l`jgm_`$�]n]f�Zq�e]Yfk�g^�

l]d]hgjlYlagf�gj�hdYfYj�ljYn]d&�L`]�_]eklgf]�[YfÌl�Z]�[ml�

gj�Zjgc]f�o`ad]�l`]�kh]dd�j]eYafk�af�]ץ][l&

� L`]�kh][aYd�[gehgf]fl�^gj�l`ak�n]jkagf�g^�l`]�kh]dd�

ak�Y�dYj_]$�ljYfkhYj]fl�_]eklgf]$�km[`�Yk�Y�[gjmf\me$�

\aYegf\$�gj�jmZq&

 Slumber.�L`]�lYj_]l�^Yddk�Ykd]]h�Yf\�[YfÌl�Z]�Yogc]f&�

L`]�kh][aYd�[gehgf]fl�^gj�l`ak�n]jkagf�g^�l`]�kh]dd�

[gfkaklk�g^�jYj]�kghgjaÕ[�`]jZk&

 Ending the Spell.�<mjaf_�l`]�[Yklaf_�g^�l`]�kh]dd$�

af�Yfq�g^�alk�n]jkagfk$�qgm�[Yf�kh][a^q�Y�[gf\alagf�l`Yl�

oadd�[Ymk]�l`]�kh]dd�lg�]f\�Yf\�j]d]Yk]�l`]�lYj_]l&�L`]�

[gf\alagf�[Yf�Z]�Yk�kh][aÕ[�gj�Yk�]dYZgjYl]�Yk�qgm�

[`ggk]$�Zml�l`]�<E�emkl�Y_j]]�l`Yl�l`]�[gf\alagf�ak�

j]YkgfYZd]�Yf\�`Yk�Y�dac]da`gg\�g^�[geaf_�lg�hYkk&�L`]�

[gf\alagfk�[Yf�Z]�ZYk]\�gf�Y�[j]Ylmj]Ìk�fYe]$�a\]flalq$�

gj�\]alq�Zml�gl`]joak]�emkl�Z]�ZYk]\�gf�gZk]jnYZd]�

Y[lagfk�gj�imYdala]k�Yf\�fgl�ZYk]\�gf�aflYf_aZd]k�km[`�Yk�

level, class, or hit points.

� 9�\akh]d�eY_a[ spell can end the spell only if it is cast 

Yk�Y�1l`%d]n]d�kh]dd$�lYj_]laf_�]al`]j�l`]�hjakgf�gj�l`]�

kh][aYd�[gehgf]fl�mk]\�lg�[j]Yl]�al&

� Qgm�[Yf�mk]�Y�hYjla[mdYj�kh][aYd�[gehgf]fl�lg�[j]Yl]�

gfdq�gf]�hjakgf�Yl�Y�lae]&�A^�qgm�[Ykl�l`]�kh]dd�Y_Yaf�

mkaf_�l`]�kYe]�[gehgf]fl$�l`]�lYj_]l�g^�l`]�Õjkl�[Yklaf_�

is immediately freed from its binding.

Inflict Wounds
)kl%d]n]d�f][jgeYf[q

Casting Time: 1 action

Range: Lgm[`

Components: N$�K

Duration: AfklYflYf]gmk

EYc]�Y�e]d]]�kh]dd�YllY[c�Y_Yafkl�Y�[j]Ylmj]�qgm�[Yf�

j]Y[`&�Gf�Y�`al$�l`]�lYj_]l�lYc]k�+\)(�f][jgla[�\YeY_]&

l`]�kh]dd�]f\k&�Af�Y\\alagf$�o`]f�Y�Õ]f\�gj�Yf�mf\]Y\�

`alk�Yf�Yץ][l]\�[j]Ylmj]�oal`�Y�e]d]]�YllY[c$�l`]�YmjY�

ÖYk`]k�oal`�ZjaddaYfl�da_`l&�L`]�YllY[c]j�emkl�km[[]]\�

gf�Y�;gfklalmlagf�kYnaf_�l`jgo�gj�Z]�Zdaf\]\�mflad�

the spell ends.

Ice Storm
,l`%d]n]d�]ng[Ylagf

Casting Time: 1 action

Range:�+((�^]]l

Components:�N$�K$�E� Y�haf[`�g^�\mkl�Yf\�Y�^]o�

\jghk�g^�oYl]j!

Duration:�AfklYflYf]gmk

9�`Yad�g^�jg[c%`Yj\�a[]�hgmf\k�lg�l`]�_jgmf\�af�Y�

*(%^ggl%jY\amk$�,(%^ggl%`a_`�[qdaf\]j�[]fl]j]\�gf�Y�

hgafl�oal`af�jYf_]&�=Y[`�[j]Ylmj]�af�l`]�[qdaf\]j�emkl�

eYc]�Y�<]pl]jalq�kYnaf_�l`jgo&�9�[j]Ylmj]�lYc]k�*\0�

Zdm\_]gfaf_�\YeY_]�Yf\�,\.�[gd\�\YeY_]�gf�Y�^Yad]\�

kYn]$�gj�`Yd^�Yk�em[`�\YeY_]�gf�Y�km[[]kk^md�gf]&

� @Yadklgf]k�lmjf�l`]�klgjeÌk�Yj]Y�g^�]ץ][l�aflg�\a[mdl�

l]jjYaf�mflad�l`]�]f\�g^�qgmj�f]pl�lmjf&

 At Higher Levels.�O`]f�qgm�[Ykl�l`ak�kh]dd�mkaf_�Y�

kh]dd�kdgl�g^�-l`�d]n]d�gj�`a_`]j$�l`]�Zdm\_]gfaf_�\YeY_]�

af[j]Yk]k�Zq�)\0�^gj�]Y[`�kdgl�d]n]d�YZgn]�,l`&

Identify
)kl%d]n]d�\anafYlagf� jalmYd!

Casting Time:�)�eafml]

Range: Lgm[`

Components: N$�K$�E� Y�h]Yjd�ogjl`�Yl�d]Ykl�)((�_h�Yf\�

Yf�god�^]Yl`]j!

Duration: AfklYflYf]gmk

Qgm�[`ggk]�gf]�gZb][l�l`Yl�qgm�emkl�lgm[`�l`jgm_`gml�

the casting of the spell. If it is a magic item or some 

gl`]j�eY_a[%aeZm]\�gZb][l$�qgm�d]Yjf�alk�hjgh]jla]k�

Yf\�`go�lg�mk]�l`]e$�o`]l`]j�al�j]imaj]k�Yllmf]e]fl�

lg�mk]$�Yf\�`go�eYfq�[`Yj_]k�al�`Yk$�a^�Yfq&�Qgm�d]Yjf�

o`]l`]j�Yfq�kh]ddk�Yj]�Yץ][laf_�l`]�al]e�Yf\�o`Yl�l`]q�

Yj]&�A^�l`]�al]e�oYk�[j]Yl]\�Zq�Y�kh]dd$�qgm�d]Yjf�o`a[`�

spell created it.

� A^�qgm�afkl]Y\�lgm[`�Y�[j]Ylmj]�l`jgm_`gml�l`]�[Yklaf_$�

qgm�d]Yjf�o`Yl�kh]ddk$�a^�Yfq$�Yj]�[mjj]fldq�Yץ][laf_�al&

Imprisonment
1l`%d]n]d�YZbmjYlagf

Casting Time:�)�eafml]

Range:�+(�^]]l

Components:�N$�K$�E� Y�n]ddme�\]ha[lagf�gj�Y�[Yjn]\�

klYlm]ll]�af�l`]�dac]f]kk�g^�l`]�lYj_]l$�Yf\�Y�kh][aYd�

component that varies according to the version of the 

kh]dd�qgm�[`ggk]$�ogjl`�Yl�d]Ykl�-((�_h�h]j�@al�<a]�

g^�l`]�lYj_]l!

Duration: Until dispelled

Qgm�[j]Yl]�Y�eY_a[Yd�j]kljYafl�lg�`gd\�Y�[j]Ylmj]�l`Yl�

qgm�[Yf�k]]�oal`af�jYf_]&�L`]�lYj_]l�emkl�km[[]]\�gf�

Y�Oak\ge�kYnaf_�l`jgo�gj�Z]�Zgmf\�Zq�l`]�kh]dd3�a^�al�

km[[]]\k$�al�ak�aeemf]�lg�l`ak�kh]dd�a^�qgm�[Ykl�al�Y_Yaf&�

O`ad]�Yץ][l]\�Zq�l`ak�kh]dd$�l`]�[j]Ylmj]�\g]kfÌl�f]]\�

lg�Zj]Yl`]$�]Yl$�gj�\jafc$�Yf\�al�\g]kfÌl�Y_]&�<anafYlagf�

kh]ddk�[YfÌl�dg[Yl]�gj�h]j[]an]�l`]�lYj_]l&
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Y�lYj_]l�l`Yl�o]a_`k�mh�lg�-((�hgmf\k&�9f�mfoaddaf_�

[j]Ylmj]�l`Yl�km[[]]\k�gf�Y�;gfklalmlagf�kYnaf_�l`jgo�

ak�mfYץ][l]\&

� L`]�lYj_]l�[Yf�egn]�gfdq�Zq�hmk`af_�gj�hmddaf_�

Y_Yafkl�Y�Õp]\�gZb][l�gj�kmj^Y[]�oal`af�j]Y[`� km[`�Yk�

Y�oYdd�gj�Y�[]adaf_!$�o`a[`�Yddgok�al�lg�egn]�Yk�a^�al�o]j]�

[daeZaf_&�Qgm�[Yf�[`Yf_]�l`]�lYj_]lÌk�Ydlalm\]�Zq�mh�lg�

*(�^]]l�af�]al`]j�\aj][lagf�gf�qgmj�lmjf&�A^�qgm�Yj]�l`]�

lYj_]l$�qgm�[Yf�egn]�mh�gj�\gof�Yk�hYjl�g^�qgmj�egn]&�

Gl`]joak]$�qgm�[Yf�mk]�qgmj�Y[lagf�lg�egn]�l`]�lYj_]l$�

o`a[`�emkl�j]eYaf�oal`af�l`]�kh]ddÌk�jYf_]&

� O`]f�l`]�kh]dd�]f\k$�l`]�lYj_]l�ÖgYlk�_]fldq�lg�l`]�

_jgmf\�a^�al�ak�kladd�Ydg^l&

Light
=ng[Ylagf�[Yfljah

Casting Time: 1 action

Range: Lgm[`

Components: N$�E� Y�Õj]Öq�gj�h`gkh`gj]k[]fl�egkk!

Duration: )�`gmj

Qgm�lgm[`�gf]�gZb][l�l`Yl�ak�fg�dYj_]j�l`Yf�)(�^]]l�af�Yfq�

dimension. Until the spell ends, the object sheds bright 

da_`l�af�Y�*(%^ggl�jY\amk�Yf\�\ae�da_`l�^gj�Yf�Y\\alagfYd�

*(�^]]l&�L`]�da_`l�[Yf�Z]�[gdgj]\�Yk�qgm�dac]&�;gehd]l]dq�

[gn]jaf_�l`]�gZb][l�oal`�kge]l`af_�ghYim]�Zdg[ck�l`]�

da_`l&�L`]�kh]dd�]f\k�a^�qgm�[Ykl�al�Y_Yaf�gj�\akeakk�al�

as an action.

� A^�qgm�lYj_]l�Yf�gZb][l�`]d\�gj�ogjf�Zq�Y�`gklad]�

[j]Ylmj]$�l`Yl�[j]Ylmj]�emkl�km[[]]\�gf�Y�<]pl]jalq�

saving throw to avoid the spell.

Lightning Bolt
+j\%d]n]d�]ng[Ylagf

Casting Time: 1 action

Range: K]d^� )((%^ggl�daf]!

Components:�N$�K$�E� Y�Zal�g^�^mj�Yf\�Y�jg\�g^�YeZ]j$�

[jqklYd$�gj�_dYkk!

Duration: AfklYflYf]gmk

9�kljgc]�g^�da_`lfaf_�^gjeaf_�Y�daf]�)((�^]]l�dgf_�Yf\�-�

^]]l�oa\]�ZdYklk�gml�^jge�qgm�af�Y�\aj][lagf�qgm�[`ggk]&�

=Y[`�[j]Ylmj]�af�l`]�daf]�emkl�eYc]�Y�<]pl]jalq�kYnaf_�

l`jgo&�9�[j]Ylmj]�lYc]k�0\.�da_`lfaf_�\YeY_]�gf�Y�

^Yad]\�kYn]$�gj�`Yd^�Yk�em[`�\YeY_]�gf�Y�km[[]kk^md�gf]&

� L`]�da_`lfaf_�a_fal]k�ÖYeeYZd]�gZb][lk�af�l`]�Yj]Y�

l`Yl�Yj]fÌl�Z]af_�ogjf�gj�[Yjja]\&

 At Higher Levels.�O`]f�qgm�[Ykl�l`ak�kh]dd�mkaf_�Y�

kh]dd�kdgl�g^�,l`�d]n]d�gj�`a_`]j$�l`]�\YeY_]�af[j]Yk]k�Zq�

)\.�^gj�]Y[`�kdgl�d]n]d�YZgn]�+j\&

Locate Creature
,l`%d]n]d�\anafYlagf

Casting Time: 1 action

Range: Self

Components:�N$�K$�E� Y�Zal�g^�^mj�^jge�Y�Zdgg\`gmf\!

Duration:�;gf[]fljYlagf$�mh�lg�)�`gmj

<]k[jaZ]�gj�fYe]�Y�[j]Ylmj]�l`Yl�ak�^YeadaYj�lg�qgm&�Qgm�

k]fk]�l`]�\aj][lagf�lg�l`]�[j]Ylmj]Ìk�dg[Ylagf$�Yk�dgf_�Yk�

l`Yl�[j]Ylmj]�ak�oal`af�)$(((�^]]l�g^�qgm&�A^�l`]�[j]Ylmj]�

ak�egnaf_$�qgm�cfgo�l`]�\aj][lagf�g^�alk�egn]e]fl&

 At Higher Levels.�O`]f�qgm�[Ykl�l`ak�kh]dd�mkaf_�Y�

spell slot of 2nd level or higher, the damage increases by 

)\)(�^gj�]Y[`�kdgl�d]n]d�YZgn]�)kl&

Invisibility
*f\%d]n]d�addmkagf

Casting Time: 1 action

Range:�Lgm[`

Components: N$�K$�E� Yf�]q]dYk`�]f[Yk]\�

af�_me�YjYZa[!

Duration:�;gf[]fljYlagf$�mh�lg�)�`gmj

9�[j]Ylmj]�qgm�lgm[`�Z][ge]k�afnakaZd]�mflad�l`]�kh]dd�

]f\k&�9fql`af_�l`]�lYj_]l�ak�o]Yjaf_�gj�[Yjjqaf_�ak�

afnakaZd]�Yk�dgf_�Yk�al�ak�gf�l`]�lYj_]lÌk�h]jkgf&�L`]�kh]dd�

ends for a target that attacks or casts a spell.

 At Higher Levels.�O`]f�qgm�[Ykl�l`ak�kh]dd�mkaf_�

Y�kh]dd�kdgl�g^�+j\�d]n]d�gj�`a_`]j$�qgm�[Yf�lYj_]l�gf]�

Y\\alagfYd�[j]Ylmj]�^gj�]Y[`�kdgl�d]n]d�YZgn]�*f\&

Knock
*f\%d]n]d�ljYfkemlYlagf

Casting Time: 1 action

Range:�.(�^]]l

Components:�N

Duration:�AfklYflYf]gmk

;`ggk]�Yf�gZb][l�l`Yl�qgm�[Yf�k]]�oal`af�jYf_]&�L`]�

gZb][l�[Yf�Z]�Y�\ggj$�Y�Zgp$�Y�[`]kl$�Y�k]l�g^�eYfY[d]k$�Y�

hY\dg[c$�gj�Yfgl`]j�gZb][l�l`Yl�[gflYafk�Y�emf\Yf]�gj�

magical means that prevents access.

� 9�lYj_]l�l`Yl�ak�`]d\�k`ml�Zq�Y�emf\Yf]�dg[c�gj�l`Yl�

ak�klm[c�gj�ZYjj]\�Z][ge]k�mfdg[c]\$�mfklm[c$�gj�

mfZYjj]\&�A^�l`]�gZb][l�`Yk�emdlahd]�dg[ck$�gfdq�gf]�g^�

l`]e�ak�mfdg[c]\&

� A^�qgm�[`ggk]�Y�lYj_]l�l`Yl�ak�`]d\�k`ml�oal`�Yj[Yf]�

dg[c$�l`Yl�kh]dd�ak�kmhhj]kk]\�^gj�)(�eafml]k$�\mjaf_�

o`a[`�lae]�l`]�lYj_]l�[Yf�Z]�gh]f]\�Yf\�k`ml�fgjeYddq&

� O`]f�qgm�[Ykl�l`]�kh]dd$�Y�dgm\�cfg[c$�Ym\aZd]�^jge�Yk�

^Yj�YoYq�Yk�+((�^]]l$�]eYfYl]k�^jge�l`]�lYj_]l�gZb][l&

Lesser Restoration
*f\%d]n]d�YZbmjYlagf

Casting Time: 1 action

Range: Lgm[`

Components:�N$�K

Duration: AfklYflYf]gmk

Qgm�lgm[`�Y�[j]Ylmj]�Yf\�[Yf�]f\�]al`]j�gf]�\ak]Yk]�gj�

gf]�[gf\alagf�Ya[laf_�al&�L`]�[gf\alagf�[Yf�Z]�Zdaf\]\$�

\]Y^]f]\$�hYjYdqr]\$�gj�hgakgf]\&

Levitate
*f\%d]n]d�ljYfkemlYlagf

Casting Time: 1 action

Range:�.(�^]]l

Components:�N$�K$�E� ]al`]j�Y�keYdd�d]Yl`]j�dggh�gj�Y�

ha][]�g^�_gd\]f�oaj]�Z]fl�aflg�Y�[mh�k`Yh]�oal`�Y�dgf_�

k`Yfc�gf�gf]�]f\!

Duration:�;gf[]fljYlagf$�mh�lg�)(�eafml]k

Gf]�[j]Ylmj]�gj�gZb][l�g^�qgmj�[`ga[]�l`Yl�qgm�[Yf�k]]�

oal`af�jYf_]�jak]k�n]jla[Yddq$�mh�lg�*(�^]]l$�Yf\�j]eYafk�

kmkh]f\]\�l`]j]�^gj�l`]�\mjYlagf&�L`]�kh]dd�[Yf�d]nalYl]�
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Magic Weapon
*f\%d]n]d�ljYfkemlYlagf

Casting Time:�)�Zgfmk�Y[lagf

Range:�Lgm[`

Components:�N$�K

Duration:�;gf[]fljYlagf$�mh�lg�)�`gmj

Qgm�lgm[`�Y�fgfeY_a[Yd�o]Yhgf&�Mflad�l`]�kh]dd�]f\k$�

l`Yl�o]Yhgf�Z][ge]k�Y�eY_a[�o]Yhgf�oal`�Y�#)�Zgfmk�

to attack rolls and damage rolls.

 At Higher Levels.�O`]f�qgm�[Ykl�l`ak�kh]dd�mkaf_�Y�

kh]dd�kdgl�g^�,l`�d]n]d�gj�`a_`]j$�l`]�Zgfmk�af[j]Yk]k�lg�

#*&�O`]f�qgm�mk]�Y�kh]dd�kdgl�g^�.l`�d]n]d�gj�`a_`]j$�l`]�

Zgfmk�af[j]Yk]k�lg�#+&

Major Image
+j\%d]n]d�addmkagf

Casting Time: 1 action

Range:�)*(�^]]l

Components:�N$�K$�E� Y�Zal�g^�Ö]][]!

Duration:�;gf[]fljYlagf$�mh�lg�)(�eafml]k

Qgm�[j]Yl]�l`]�aeY_]�g^�Yf�gZb][l$�Y�[j]Ylmj]$�gj�kge]�

other visible phenomenon that is no larger than a 

*(%^ggl�[mZ]&�L`]�aeY_]�Yhh]Yjk�Yl�Y�khgl�l`Yl�qgm�

[Yf�k]]�oal`af�jYf_]�Yf\�dYklk�^gj�l`]�\mjYlagf&�Al�

k]]ek�[gehd]l]dq�j]Yd$�af[dm\af_�kgmf\k$�ke]ddk$�Yf\�

l]eh]jYlmj]�YhhjghjaYl]�lg�l`]�l`af_�\]ha[l]\&�Qgm�

[YfÌl�[j]Yl]�km[a]fl�`]Yl�gj�[gd\�lg�[Ymk]�\YeY_]$�Y�

kgmf\�dgm\�]fgm_`�lg�\]Yd�l`mf\]j�\YeY_]�gj�\]Y^]f�Y�

[j]Ylmj]$�gj�Y�ke]dd�l`Yl�ea_`l�ka[c]f�Y�[j]Ylmj]� dac]�Y�

ljg_dg\ql]Ìk�kl]f[`!&

� 9k�dgf_�Yk�qgm�Yj]�oal`af�jYf_]�g^�l`]�addmkagf$�qgm�

[Yf�mk]�qgmj�Y[lagf�lg�[Ymk]�l`]�aeY_]�lg�egn]�lg�Yfq�

gl`]j�khgl�oal`af�jYf_]&�9k�l`]�aeY_]�[`Yf_]k�dg[Ylagf$�

qgm�[Yf�Ydl]j�alk�Yhh]YjYf[]�kg�l`Yl�alk�egn]e]flk�

Yhh]Yj�fYlmjYd�^gj�l`]�aeY_]&�>gj�]pYehd]$�a^�qgm�[j]Yl]�

Yf�aeY_]�g^�Y�[j]Ylmj]�Yf\�egn]�al$�qgm�[Yf�Ydl]j�l`]�

aeY_]�kg�l`Yl�al�Yhh]Yjk�lg�Z]�oYdcaf_&�KaeadYjdq$�qgm�

[Yf�[Ymk]�l`]�addmkagf�lg�eYc]�\aץ]j]fl�kgmf\k�Yl�

\aץ]j]fl�lae]k$�]n]f�eYcaf_�al�[Yjjq�gf�Y�[gfn]jkYlagf$�

^gj�]pYehd]&

� H`qka[Yd�afl]jY[lagf�oal`�l`]�aeY_]�j]n]Ydk�al�lg�Z]�Yf�

addmkagf$�Z][Ymk]�l`af_k�[Yf�hYkk�l`jgm_`�al&�9�[j]Ylmj]�

l`Yl�mk]k�alk�Y[lagf�lg�]pYeaf]�l`]�aeY_]�[Yf�\]l]jeaf]�

l`Yl�al�ak�Yf�addmkagf�oal`�Y�km[[]kk^md�Afl]dda_]f[]�

 Afn]kla_Ylagf!�[`][c�Y_Yafkl�qgmj�kh]dd�kYn]�<;&�A^�Y�

[j]Ylmj]�\ak[]jfk�l`]�addmkagf�^gj�o`Yl�al�ak$�l`]�[j]Ylmj]�

[Yf�k]]�l`jgm_`�l`]�aeY_]$�Yf\�alk�gl`]j�k]fkgjq�

imYdala]k�Z][ge]�^Yafl�lg�l`]�[j]Ylmj]&

 At Higher Levels.�O`]f�qgm�[Ykl�l`ak�kh]dd�mkaf_�

Y�kh]dd�kdgl�g^�.l`�d]n]d�gj�`a_`]j$�l`]�kh]dd�dYklk�mflad�

\akh]dd]\$�oal`gml�j]imajaf_�qgmj�[gf[]fljYlagf&

Mass Cure Wounds
-l`%d]n]d�[gfbmjYlagf

Casting Time: 1 action

Range:�.(�^]]l

Components:�N$�K

Duration:�AfklYflYf]gmk

9�oYn]�g^�`]Ydaf_�]f]j_q�oYk`]k�gml�^jge�Y�hgafl�g^�

qgmj�[`ga[]�oal`af�jYf_]&�;`ggk]�mh�lg�kap�[j]Ylmj]k�

� L`]�kh]dd�[Yf�dg[Yl]�Y�kh][aÕ[�[j]Ylmj]�cfgof�lg�

qgm$�gj�l`]�f]Yj]kl�[j]Ylmj]�g^�Y�kh][aÕ[�caf\� km[`�Yk�

Y�`meYf�gj�Y�mfa[gjf!$�kg�dgf_�Yk�qgm�`Yn]�k]]f�km[`�Y�

[j]Ylmj]�mh�[dgk]Èoal`af�+(�^]]lÈYl�d]Ykl�gf[]&�A^�l`]�

[j]Ylmj]�qgm�\]k[jaZ]\�gj�fYe]\�ak�af�Y�\aץ]j]fl�^gje$�

km[`�Yk�Z]af_�mf\]j�l`]�]ץ][lk�g^�Y�hgdqegjh` spell, 

l`ak�kh]dd�\g]kfÌl�dg[Yl]�l`]�[j]Ylmj]&

� L`ak�kh]dd�[YfÌl�dg[Yl]�Y�[j]Ylmj]�a^�jmffaf_�oYl]j�Yl�

d]Ykl�)(�^]]l�oa\]�Zdg[ck�Y�\aj][l�hYl`�Z]lo]]f�qgm�Yf\�

l`]�[j]Ylmj]&

Mage Armor
)kl%d]n]d�YZbmjYlagf

Casting Time: 1 action

Range: Lgm[`

Components: N$�K$�E� Y�ha][]�g^�[mj]\�d]Yl`]j!

Duration: 0�`gmjk

Qgm�lgm[`�Y�oaddaf_�[j]Ylmj]�o`g�akfÌl�o]Yjaf_�Yjegj$�

Yf\�Y�hjgl][lan]�eY_a[Yd�^gj[]�kmjjgmf\k�al�mflad�l`]�

kh]dd�]f\k&�L`]�lYj_]lÌk�ZYk]�9;�Z][ge]k�)+�#�alk�

<]pl]jalq�eg\aÕ]j&�L`]�kh]dd�]f\k�a^�l`]�lYj_]l�\gfk�

Yjegj�gj�a^�qgm�\akeakk�l`]�kh]dd�Yk�Yf�Y[lagf&

Mage Hand
;gfbmjYlagf�[Yfljah

Casting Time: 1 action

Range: +(�^]]l

Components: N$�K

Duration: )�eafml]

9�kh][ljYd$�ÖgYlaf_�`Yf\�Yhh]Yjk�Yl�Y�hgafl�qgm�[`ggk]�

oal`af�jYf_]&�L`]�`Yf\�dYklk�^gj�l`]�\mjYlagf�gj�mflad�

qgm�\akeakk�al�Yk�Yf�Y[lagf&�L`]�`Yf\�nYfak`]k�a^�al�ak�

]n]j�egj]�l`Yf�+(�^]]l�YoYq�^jge�qgm�gj�a^�qgm�[Ykl�l`ak�

spell again.

� Qgm�[Yf�mk]�qgmj�Y[lagf�lg�[gfljgd�l`]�`Yf\&�Qgm�[Yf�

mk]�l`]�`Yf\�lg�eYfahmdYl]�Yf�gZb][l$�gh]f�Yf�mfdg[c]\�

door or container, stow or retrieve an item from an open 

[gflYaf]j$�gj�hgmj�l`]�[gfl]flk�gml�g^�Y�naYd&�Qgm�[Yf�

egn]�l`]�`Yf\�mh�lg�+(�^]]l�]Y[`�lae]�qgm�mk]�al&

� L`]�`Yf\�[YfÌl�YllY[c$�Y[lanYl]�eY_a[�al]ek$�gj�[Yjjq�

egj]�l`Yf�)(�hgmf\k&

Magic Missile
)kl%d]n]d�]ng[Ylagf

Casting Time: 1 action

Range: )*(�^]]l

Components:�N$�K

Duration: AfklYflYf]gmk

Qgm�[j]Yl]�l`j]]�_dgoaf_�\Yjlk�g^�eY_a[Yd�^gj[]&�=Y[`�

\Yjl�`alk�Y�[j]Ylmj]�g^�qgmj�[`ga[]�l`Yl�qgm�[Yf�k]]�

oal`af�jYf_]&�9�\Yjl�\]Ydk�)\,�#�)�^gj[]�\YeY_]�lg�alk�

lYj_]l&�L`]�\Yjlk�Ydd�kljac]�kaemdlYf]gmkdq$�Yf\�qgm�[Yf�

\aj][l�l`]e�lg�`al�gf]�[j]Ylmj]�gj�k]n]jYd&

 At Higher Levels.�O`]f�qgm�[Ykl�l`ak�kh]dd�mkaf_�Y�

spell slot of 2nd level or higher, the spell creates one 

more dart for each slot level above 1st.
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� Qgm�[Yf�Ydkg�kh][a^q�[gf\alagfk�l`Yl�oadd�lja__]j�Y�

kh][aYd�Y[lanalq�\mjaf_�l`]�\mjYlagf&�>gj�]pYehd]$�qgm�

ea_`l�km__]kl�l`Yl�Y�_jgmh�g^�kgd\a]jk�_an]�Ydd�l`]aj�

egf]q�lg�l`]�Õjkl�Z]__Yj�l`]q�e]]l&�A^�l`]�[gf\alagf�akfÌl�

e]l�Z]^gj]�l`]�kh]dd�]f\k$�l`]�Y[lanalq�akfÌl�h]j^gje]\&

� A^�qgm�gj�Yfq�g^�qgmj�[gehYfagfk�\YeY_]�Y�[j]Ylmj]�

Yץ][l]\�Zq�l`ak�kh]dd$�l`]�kh]dd�]f\k�^gj�l`Yl�[j]Ylmj]&

 At Higher Levels&�O`]f�qgm�[Ykl�l`ak�kh]dd�mkaf_�

Y�/l`%d]n]d�kh]dd�kdgl$�l`]�\mjYlagf�ak�)(�\Yqk&�O`]f�

qgm�mk]�Yf�0l`%d]n]d�kh]dd�kdgl$�l`]�\mjYlagf�ak�+(�\Yqk&�

O`]f�qgm�mk]�Y�1l`%d]n]d�kh]dd�kdgl$�l`]�\mjYlagf�ak�Y�

year and a day.

Maze
0l`%d]n]d�[gfbmjYlagf

Casting Time: 1 action

Range:�.(�^]]l

Components:�N$�K

Duration:�;gf[]fljYlagf$�mh�lg�)(�eafml]k

Qgm�ZYfak`�Y�[j]Ylmj]�l`Yl�qgm�[Yf�k]]�oal`af�jYf_]�aflg�

Y�dYZqjafl`af]�\]eahdYf]&�L`]�lYj_]l�j]eYafk�l`]j]�^gj�

l`]�\mjYlagf�gj�mflad�al�]k[Yh]k�l`]�eYr]&

� L`]�lYj_]l�[Yf�mk]�alk�Y[lagf�lg�Yll]ehl�lg�]k[Yh]&�

O`]f�al�\g]k�kg$�al�eYc]k�Y�<;�*(�Afl]dda_]f[]�[`][c&�A^�

al�km[[]]\k$�al�]k[Yh]k$�Yf\�l`]�kh]dd�]f\k� Y�eafglYmj�gj�

_gjakljg�\]egf�YmlgeYla[Yddq�km[[]]\k!&

 When the spell ends, the target reappears in the 

khY[]�al�d]^l�gj$�a^�l`Yl�khY[]�ak�g[[mha]\$�af�l`]�f]Yj]kl�

mfg[[mha]\�khY[]&

Meteor Swarm
1l`%d]n]d�]ng[Ylagf

Casting Time: 1 action

Range: 1 mile

Components:�N$�K

Duration:�AfklYflYf]gmk

:dYraf_�gjZk�g^�Õj]�hdmee]l�lg�l`]�_jgmf\�Yl�^gmj�

\aץ]j]fl�hgaflk�qgm�[Yf�k]]�oal`af�jYf_]&�=Y[`�[j]Ylmj]�

af�Y�,(%^ggl%jY\amk�kh`]j]�[]fl]j]\�gf�]Y[`�hgafl�qgm�

[`ggk]�emkl�eYc]�Y�<]pl]jalq�kYnaf_�l`jgo&�L`]�kh`]j]�

khj]Y\k�Yjgmf\�[gjf]jk&�9�[j]Ylmj]�lYc]k�*(\.�Õj]�

\YeY_]�Yf\�*(\.�Zdm\_]gfaf_�\YeY_]�gf�Y�^Yad]\�

kYn]$�gj�`Yd^�Yk�em[`�\YeY_]�gf�Y�km[[]kk^md�gf]&�9�

[j]Ylmj]�af�l`]�Yj]Y�g^�egj]�l`Yf�gf]�Õ]jq�Zmjkl�ak�

Yץ][l]\�gfdq�gf[]&

� L`]�kh]dd�\YeY_]k�gZb][lk�af�l`]�Yj]Y�Yf\�a_fal]k�

ÖYeeYZd]�gZb][lk�l`Yl�Yj]fÌl�Z]af_�ogjf�gj�[Yjja]\&

Minor Illusion
Addmkagf�[Yfljah

Casting Time: 1 action

Range:�+(�^]]l

Components:�K$�E� Y�Zal�g^�Ö]][]!

Duration:�)�eafml]

Qgm�[j]Yl]�Y�kgmf\�gj�Yf�aeY_]�g^�Yf�gZb][l�oal`af�

jYf_]�l`Yl�dYklk�^gj�l`]�\mjYlagf&�L`]�addmkagf�Ydkg�]f\k�a^�

qgm�\akeakk�al�Yk�Yf�Y[lagf�gj�[Ykl�l`ak�kh]dd�Y_Yaf&

� A^�qgm�[j]Yl]�Y�kgmf\$�alk�ngdme]�[Yf�jYf_]�^jge�Y�

o`akh]j�lg�Y�k[j]Ye&�Al�[Yf�Z]�qgmj�nga[]$�kge]gf]�

]dk]Ìk�nga[]$�Y�dagfÌk�jgYj$�Y�Z]Ylaf_�g^�\jmek$�gj�Yfq�

af�Y�+(%^ggl%jY\amk�kh`]j]�[]fl]j]\�gf�l`Yl�hgafl&�=Y[`�

lYj_]l�j]_Yafk�`al�hgaflk�]imYd�lg�+\0�#�qgmj�kh]dd[Yklaf_�

YZadalq�eg\aÕ]j&�L`ak�kh]dd�`Yk�fg�]ץ][l�gf�mf\]Y\�

gj�[gfkljm[lk&

 At Higher Levels.�O`]f�qgm�[Ykl�l`ak�kh]dd�mkaf_�Y�

kh]dd�kdgl�g^�.l`�d]n]d�gj�`a_`]j$�l`]�`]Ydaf_�af[j]Yk]k�Zq�

)\0�^gj�]Y[`�kdgl�d]n]d�YZgn]�-l`&

Mass Heal
1l`%d]n]d�[gfbmjYlagf

Casting Time: 1 action

Range:�.(�^]]l

Components:�N$�K

Duration:�AfklYflYf]gmk

9�Ögg\�g^�`]Ydaf_�]f]j_q�Ögok�^jge�qgm�aflg�afbmj]\�

[j]Ylmj]k�Yjgmf\�qgm&�Qgm�j]klgj]�mh�lg�/((�`al�hgaflk$�

\ana\]\�Yk�qgm�[`ggk]�Yegf_�Yfq�fmeZ]j�g^�[j]Ylmj]k�

l`Yl�qgm�[Yf�k]]�oal`af�jYf_]&�;j]Ylmj]k�`]Yd]\�Zq�

l`ak�kh]dd�Yj]�Ydkg�[mj]\�g^�Ydd�\ak]Yk]k�Yf\�Yfq�]ץ][l�

eYcaf_�l`]e�Zdaf\]\�gj�\]Y^]f]\&�L`ak�kh]dd�`Yk�fg�

&Y\�gj�[gfkljm[lk[\l�gf�mf][ץ[

Mass Healing Word
+j\%d]n]d�]ng[Ylagf

Casting Time: )�Zgfmk�Y[lagf

Range: .(�^]]l

Components:�N

Duration:�AfklYflYf]gmk

9k�qgm�[Ydd�gml�ogj\k�g^�j]klgjYlagf$�mh�lg�kap�[j]Ylmj]k�

g^�qgmj�[`ga[]�l`Yl�qgm�[Yf�k]]�oal`af�jYf_]�j]_Yaf�`al�

hgaflk�]imYd�lg�)\,�#�qgmj�kh]dd[Yklaf_�YZadalq�eg\aÕ]j&�

L`ak�kh]dd�`Yk�fg�]ץ][l�gf�mf\]Y\�gj�[gfkljm[lk&

 At Higher Levels.�O`]f�qgm�[Ykl�l`ak�kh]dd�mkaf_�Y�

kh]dd�kdgl�g^�,l`�d]n]d�gj�`a_`]j$�l`]�`]Ydaf_�af[j]Yk]k�Zq�

)\,�^gj�]Y[`�kdgl�d]n]d�YZgn]�+j\&

Mass Suggestion
.l`%d]n]d�]f[`Yfle]fl

Casting Time: 1 action

Range:�.(�^]]l

Components:�N$�E� Y�kfYc]Ìk�lgf_m]�Yf\�]al`]j�Y�Zal�g^�

`gf]q[geZ�gj�Y�\jgh�g^�ko]]l�gad!

Duration:�*,�`gmjk

Qgm�km__]kl�Y�[gmjk]�g^�Y[lanalq� daeal]\�lg�Y�k]fl]f[]�

gj�log!�Yf\�eY_a[Yddq�afÖm]f[]�mh�lg�lo]dn]�[j]Ylmj]k�

g^�qgmj�[`ga[]�l`Yl�qgm�[Yf�k]]�oal`af�jYf_]�Yf\�l`Yl�

[Yf�`]Yj�Yf\�mf\]jklYf\�qgm&�;j]Ylmj]k�l`Yl�[YfÌl�Z]�

[`Yje]\�Yj]�aeemf]�lg�l`ak�]ץ][l&�L`]�km__]klagf�emkl�

Z]�ogj\]\�af�km[`�Y�eYff]j�Yk�lg�eYc]�l`]�[gmjk]�g^�

Y[lagf�kgmf\�j]YkgfYZd]&�9kcaf_�l`]�[j]Ylmj]�lg�klYZ�

itself, throw itself onto a spear, immolate itself, or do 

kge]�gl`]j�gZnagmkdq�`Yje^md�Y[l�YmlgeYla[Yddq�f]_Yl]k�

l`]�]ץ][l�g^�l`]�kh]dd&

� =Y[`�lYj_]l�emkl�eYc]�Y�Oak\ge�kYnaf_�l`jgo&�Gf�Y�

^Yad]\�kYn]$�al�hmjkm]k�l`]�[gmjk]�g^�Y[lagf�qgm�\]k[jaZ]\�

lg�l`]�Z]kl�g^�alk�YZadalq&�L`]�km__]kl]\�[gmjk]�g^�Y[lagf�

[Yf�[gflafm]�^gj�l`]�]flaj]�\mjYlagf&�A^�l`]�km__]kl]\�

activity can be completed in a shorter time, the spell 

]f\k�o`]f�l`]�kmZb][l�Õfak`]k�o`Yl�al�oYk�Ykc]\�lg�\g&
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Passwall
-l`%d]n]d�ljYfkemlYlagf

Casting Time: 1 action

Range:�+(�^]]l

Components:�N$�K$�E� Y�haf[`�g^�k]kYe]�k]]\k!

Duration:�)�`gmj

9�hYkkY_]�Yhh]Yjk�Yl�Y�hgafl�g^�qgmj�[`ga[]�l`Yl�qgm�

[Yf�k]]�gf�Y�ogg\]f$�hdYkl]j$�gj�klgf]�kmj^Y[]� km[`�Yk�

Y�oYdd$�Y�[]adaf_$�gj�Y�Öggj!�oal`af�jYf_]$�Yf\�dYklk�^gj�

l`]�\mjYlagf&�Qgm�[`ggk]�l`]�gh]faf_Ìk�\ae]fkagfk2�mh�

lg�-�^]]l�oa\]$�0�^]]l�lYdd$�Yf\�*(�^]]l�\]]h&�L`]�hYkkY_]�

[j]Yl]k�fg�afklYZadalq�af�Y�kljm[lmj]�kmjjgmf\af_�al&

� O`]f�l`]�gh]faf_�\akYhh]Yjk$�Yfq�[j]Ylmj]k�gj�

objects still in the passage created by the spell are safely 

]b][l]\�lg�Yf�mfg[[mha]\�khY[]�f]Yj]kl�lg�l`]�kmj^Y[]�gf�

o`a[`�qgm�[Ykl�l`]�kh]dd&

Power Word Kill
1l`%d]n]d�]f[`Yfle]fl

Casting Time: 1 action

Range:�.(�^]]l

Components:�N

Duration:�AfklYflYf]gmk

Qgm�mll]j�Y�ogj\�g^�hgo]j�l`Yl�[Yf�[geh]d�gf]�[j]Ylmj]�

qgm�[Yf�k]]�oal`af�jYf_]�lg�\a]�afklYfldq&�A^�l`]�

[j]Ylmj]�qgm�[`ggk]�`Yk�)((�`al�hgaflk�gj�^]o]j$�al�\a]k&�

Gl`]joak]$�l`]�kh]dd�`Yk�fg�]ץ][l&

Power Word Stun
0l`%d]n]d�]f[`Yfle]fl

Casting Time: 1 action

Range:�.(�^]]l

Components:�N

Duration:�AfklYflYf]gmk

Qgm�kh]Yc�Y�ogj\�g^�hgo]j�l`Yl�[Yf�gn]jo`]de�l`]�

eaf\�g^�gf]�[j]Ylmj]�qgm�[Yf�k]]�oal`af�jYf_]$�d]Ynaf_�

al�\meZ^gmf\]\&�A^�l`]�lYj_]l�`Yk�)-(�`al�hgaflk�gj�^]o]j$�

al�ak�klmff]\&�Gl`]joak]$�l`]�kh]dd�`Yk�fg�]ץ][l&

� L`]�klmff]\�lYj_]l�emkl�eYc]�Y�;gfklalmlagf�kYnaf_�

l`jgo�Yl�l`]�]f\�g^�]Y[`�g^�alk�lmjfk&�Gf�Y�km[[]kk^md�

kYn]$�l`ak�klmffaf_�]ץ][l�]f\k&

Prayer of Healing
*f\%d]n]d�]ng[Ylagf

Casting Time:�)(�eafml]k

Range:�+(�^]]l

Components: N

Duration: AfklYflYf]gmk

Mh�lg�kap�[j]Ylmj]k�g^�qgmj�[`ga[]�l`Yl�qgm�[Yf�k]]�

oal`af�jYf_]�]Y[`�j]_Yaf�`al�hgaflk�]imYd�lg�*\0�#�qgmj�

kh]dd[Yklaf_�YZadalq�eg\aÕ]j&�L`ak�kh]dd�`Yk�fg�]ץ][l�gf�

mf\]Y\�gj�[gfkljm[lk&

 At Higher Levels. O`]f�qgm�[Ykl�l`ak�kh]dd�mkaf_�Y�

kh]dd�kdgl�g^�+j\�d]n]d�gj�`a_`]j$�l`]�`]Ydaf_�af[j]Yk]k�Zq�

)\0�^gj�]Y[`�kdgl�d]n]d�YZgn]�*f\&

gl`]j�kgmf\�qgm�[`ggk]&�L`]�kgmf\�[gflafm]k�mfYZYl]\�

l`jgm_`gml�l`]�\mjYlagf$�gj�qgm�[Yf�eYc]�\ak[j]l]�

kgmf\k�Yl�\aץ]j]fl�lae]k�Z]^gj]�l`]�kh]dd�]f\k&

� A^�qgm�[j]Yl]�Yf�aeY_]�g^�Yf�gZb][lÈkm[`�Yk�Y�[`Yaj$�

em\\q�^gglhjaflk$�gj�Y�keYdd�[`]klÈal�emkl�Z]�fg�dYj_]j�

l`Yf�Y�-%^ggl�[mZ]&�L`]�aeY_]�[YfÌl�[j]Yl]�kgmf\$�da_`l$�

ke]dd$�gj�Yfq�gl`]j�k]fkgjq�]ץ][l&�H`qka[Yd�afl]jY[lagf�

oal`�l`]�aeY_]�j]n]Ydk�al�lg�Z]�Yf�addmkagf$�Z][Ymk]�

l`af_k�[Yf�hYkk�l`jgm_`�al&

� A^�Y�[j]Ylmj]�mk]k�alk�Y[lagf�lg�]pYeaf]�l`]�kgmf\�gj�

aeY_]$�l`]�[j]Ylmj]�[Yf�\]l]jeaf]�l`Yl�al�ak�Yf�addmkagf�

oal`�Y�km[[]kk^md�Afl]dda_]f[]� Afn]kla_Ylagf!�[`][c�

Y_Yafkl�qgmj�kh]dd�kYn]�<;&�A^�Y�[j]Ylmj]�\ak[]jfk�l`]�

addmkagf�^gj�o`Yl�al�ak$�l`]�addmkagf�Z][ge]k�^Yafl�lg�

l`]�[j]Ylmj]&

Misty Step
*f\%d]n]d�[gfbmjYlagf

Casting Time: )�Zgfmk�Y[lagf

Range: Self

Components:�N

Duration: AfklYflYf]gmk

:ja]Öq�kmjjgmf\]\�Zq�kadn]jq�eakl$�qgm�l]d]hgjl�mh�lg�+(�

^]]l�lg�Yf�mfg[[mha]\�khY[]�l`Yl�qgm�[Yf�k]]&

Mordenkainen’s Sword
/l`%d]n]d�]ng[Ylagf

Casting Time: 1 action

Range:�.(�^]]l

Components:�N$�K$�E� Y�eafaYlmj]�hdYlafme�kogj\�oal`�

Y�_jah�Yf\�hgee]d�g^�[ghh]j�Yf\�raf[$�ogjl`�*-(�_h!

Duration:�;gf[]fljYlagf$�mh�lg�)�eafml]

Qgm�[j]Yl]�Y�kogj\%k`Yh]\�hdYf]�g^�^gj[]�l`Yl�`gn]jk�

oal`af�jYf_]&�Al�dYklk�^gj�l`]�\mjYlagf&

� O`]f�l`]�kogj\�Yhh]Yjk$�qgm�eYc]�Y�e]d]]�kh]dd�

YllY[c�Y_Yafkl�Y�lYj_]l�g^�qgmj�[`ga[]�oal`af�-�^]]l�g^�l`]�

kogj\&�Gf�Y�`al$�l`]�lYj_]l�lYc]k�+\)(�^gj[]�\YeY_]&�

Mflad�l`]�kh]dd�]f\k$�qgm�[Yf�mk]�Y�Zgfmk�Y[lagf�gf�]Y[`�

g^�qgmj�lmjfk�lg�egn]�l`]�kogj\�mh�lg�*(�^]]l�lg�Y�khgl�

qgm�[Yf�k]]�Yf\�j]h]Yl�l`ak�YllY[c�Y_Yafkl�l`]�kYe]�

lYj_]l�gj�Y�\aץ]j]fl�gf]&

Otto’s Irresistible Dance
.l`%d]n]d�]f[`Yfle]fl

Casting Time: 1 action

Range:�+(�^]]l

Components:�N

Duration:�;gf[]fljYlagf$�mh�lg�)�eafml]

;`ggk]�gf]�[j]Ylmj]�l`Yl�qgm�[Yf�k]]�oal`af�jYf_]&�L`]�

lYj_]l�Z]_afk�Y�[gea[�\Yf[]�af�hdY[]2�k`maf_$�lYhhaf_�

alk�^]]l$�Yf\�[Yh]jaf_�^gj�l`]�\mjYlagf&�;j]Ylmj]k�l`Yl�

[YfÌl�Z]�[`Yje]\�Yj]�aeemf]�lg�l`ak�kh]dd&

� 9�\Yf[af_�[j]Ylmj]�emkl�mk]�Ydd�alk�egn]e]fl�lg�

\Yf[]�oal`gml�d]Ynaf_�alk�khY[]�Yf\�`Yk�\akY\nYflY_]�

gf�<]pl]jalq�kYnaf_�l`jgok�Yf\�YllY[c�jgddk&�O`ad]�

l`]�lYj_]l�ak�Yץ][l]\�Zq�l`ak�kh]dd$�gl`]j�[j]Ylmj]k�

`Yn]�Y\nYflY_]�gf�YllY[c�jgddk�Y_Yafkl�al&�9k�Yf�

Y[lagf$�Y�\Yf[af_�[j]Ylmj]�eYc]k�Y�Oak\ge�kYnaf_�

l`jgo�lg�j]_Yaf�[gfljgd�g^�alk]d^&�Gf�Y�km[[]kk^md�kYn]$�

the spell ends.
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� ;geaf_�ZY[c�^jge�l`]�\]Y\�ak�Yf�gj\]Yd&�L`]�lYj_]l�

lYc]k�Y��,�h]fYdlq�lg�Ydd�YllY[c�jgddk$�kYnaf_�l`jgok$�Yf\�

YZadalq�[`][ck&�=n]jq�lae]�l`]�lYj_]l�Õfak`]k�Y�dgf_�j]kl$�

l`]�h]fYdlq�ak�j]\m[]\�Zq�)�mflad�al�\akYhh]Yjk&

Ray of Frost
=ng[Ylagf�[Yfljah

Casting Time: 1 action

Range: .(�^]]l

Components:�N$�K

Duration:�AfklYflYf]gmk

9�^ja_a\�Z]Ye�g^�Zdm]%o`al]�da_`l�klj]Yck�lgoYj\�Y�

[j]Ylmj]�oal`af�jYf_]&�EYc]�Y�jYf_]\�kh]dd�YllY[c�

Y_Yafkl�l`]�lYj_]l&�Gf�Y�`al$�al�lYc]k�)\0�[gd\�\YeY_]$�

Yf\�alk�kh]]\�ak�j]\m[]\�Zq�)(�^]]l�mflad�l`]�klYjl�g^�

qgmj�f]pl�lmjf&

 L`]�kh]ddÌk�\YeY_]�af[j]Yk]k�Zq�)\0�o`]f�qgm�j]Y[`�

-l`�d]n]d� *\0!$�))l`�d]n]d� +\0!$�Yf\�)/l`�d]n]d� ,\0!&

Regenerate
/l`%d]n]d�ljYfkemlYlagf

Casting Time:�)�eafml]

Range:�Lgm[`

Components:�N$�K$�E� Y�hjYq]j�o`]]d�Yf\�`gdq�oYl]j!

Duration:�)�`gmj

Qgm�lgm[`�Y�[j]Ylmj]�Yf\�klaemdYl]�alk�fYlmjYd�`]Ydaf_�

YZadalq&�L`]�lYj_]l�j]_Yafk�,\0�#�)-�`al�hgaflk&�>gj�l`]�

\mjYlagf�g^�l`]�kh]dd$�l`]�lYj_]l�j]_Yafk�)�`al�hgafl�Yl�l`]�

klYjl�g^�]Y[`�g^�alk�lmjfk� )(�`al�hgaflk�]Y[`�eafml]!&

� L`]�lYj_]lÌk�k]n]j]\�Zg\q�e]eZ]jk� Õf_]jk$�d]_k$�

lYadk$�Yf\�kg�gf!$�a^�Yfq$�Yj]�j]klgj]\�Y^l]j�*�eafml]k&�

A^�qgm�`Yn]�l`]�k]n]j]\�hYjl�Yf\�`gd\�al�lg�l`]�klmeh$�

l`]�kh]dd�afklYflYf]gmkdq�[Ymk]k�l`]�daeZ�lg�cfal�

lg�l`]�klmeh&

Remove Curse
+j\%d]n]d�YZbmjYlagf

Casting Time: 1 action

Range:�Lgm[`

Components:�N$�K

Duration:�AfklYflYf]gmk

9l�qgmj�lgm[`$�Ydd�[mjk]k�Yץ][laf_�gf]�[j]Ylmj]�gj�

gZb][l�]f\&�A^�l`]�gZb][l�ak�Y�[mjk]\�eY_a[�al]e$�alk�[mjk]�

j]eYafk$�Zml�l`]�kh]dd�Zj]Yck�alk�gof]jÌk�Yllmf]e]fl�lg�

the object so it can be removed or discarded.

Resistance
9ZbmjYlagf�[Yfljah

Casting Time: 1 action

Range:�Lgm[`

Components: N$�K$�E� Y�eafaYlmj]�[dgYc!

Duration: ;gf[]fljYlagf$�mh�lg�)�eafml]

Qgm�lgm[`�gf]�oaddaf_�[j]Ylmj]&�Gf[]�Z]^gj]�l`]�kh]dd�

]f\k$�l`]�lYj_]l�[Yf�jgdd�Y�\,�Yf\�Y\\�l`]�fmeZ]j�

rolled to one saving throw of its choice. It can roll 

l`]�\a]�Z]^gj]�gj�Y^l]j�eYcaf_�l`]�kYnaf_�l`jgo&�L`]�

spell then ends.

Prestidigitation
LjYfkemlYlagf�[Yfljah

Casting Time: 1 action

Range:�)(�^]]l

Components:�N$�K

Duration: Mh�lg�)�`gmj

L`ak�kh]dd�ak�Y�eafgj�eY_a[Yd�lja[c�l`Yl�fgna[]�

kh]dd[Ykl]jk�mk]�^gj�hjY[la[]&�Qgm�[j]Yl]�gf]�g^�l`]�

^gddgoaf_�eY_a[Yd�]ץ][lk�oal`af�jYf_]2

�� Qgm�[j]Yl]�Yf�afklYflYf]gmk$�`Yjed]kk�k]fkgjq�]ץ][l$�

km[`�Yk�Y�k`go]j�g^�khYjck$�Y�hmץ�g^�oaf\$�^Yafl�emka-

cal notes, or an odd odor.

�� Qgm�afklYflYf]gmkdq�da_`l�gj�kfmץ�gml�Y�[Yf\d]$�Y�

lgj[`$�gj�Y�keYdd�[YehÕj]&

�� Qgm�afklYflYf]gmkdq�[d]Yf�gj�kgad�Yf�gZb][l�fg�dYj_]j�

l`Yf�)�[mZa[�^ggl&

�� Qgm�[`add$�oYje$�gj�ÖYngj�mh�lg�)�[mZa[�^ggl�g^�fgfdan-

af_�eYl]jaYd�^gj�)�`gmj&

�� Qgm�eYc]�Y�[gdgj$�Y�keYdd�eYjc$�gj�Y�kqeZgd�Yhh]Yj�

gf�Yf�gZb][l�gj�Y�kmj^Y[]�^gj�)�`gmj&

�� Qgm�[j]Yl]�Y�fgfeY_a[Yd�ljafc]l�gj�Yf�addmkgjq�aeY_]�

l`Yl�[Yf�Õl�af�qgmj�`Yf\�Yf\�l`Yl�dYklk�mflad�l`]�]f\�g^�

qgmj�f]pl�lmjf&

A^�qgm�[Ykl�l`ak�kh]dd�emdlahd]�lae]k$�qgm�[Yf�`Yn]�mh�lg�

l`j]]�g^�alk�fgf%afklYflYf]gmk�]ץ][lk�Y[lan]�Yl�Y�lae]$�

Yf\�qgm�[Yf�\akeakk�km[`�Yf�]ץ][l�Yk�Yf�Y[lagf&

Protection from Energy
+j\%d]n]d�YZbmjYlagf

Casting Time: 1 action

Range: Lgm[`

Components: N$�K

Duration: ;gf[]fljYlagf$�mh�lg�)�`gmj

>gj�l`]�\mjYlagf$�l`]�oaddaf_�[j]Ylmj]�qgm�lgm[`�`Yk�

j]kaklYf[]�lg�gf]�\YeY_]�lqh]�g^�qgmj�[`ga[]2�Y[a\$�[gd\$�

Õj]$�da_`lfaf_$�gj�l`mf\]j&

Raise Dead
-l`%d]n]d�f][jgeYf[q

Casting Time:�)�`gmj

Range:�Lgm[`

Components:�N$�K$�E� Y�\aYegf\�ogjl`�Yl�d]Ykl�-((�_h$�

o`a[`�l`]�kh]dd�[gfkme]k!

Duration:�AfklYflYf]gmk

Qgm�j]lmjf�Y�\]Y\�[j]Ylmj]�qgm�lgm[`�lg�da^]$�hjgna\]\�

l`Yl�al�`Yk�Z]]f�\]Y\�fg�dgf_]j�l`Yf�)(�\Yqk&�A^�l`]�

[j]Ylmj]Ìk�kgmd�ak�Zgl`�oaddaf_�Yf\�Yl�daZ]jlq�lg�j]bgaf�l`]�

Zg\q$�l`]�[j]Ylmj]�j]lmjfk�lg�da^]�oal`�)�`al�hgafl&

� L`ak�kh]dd�Ydkg�f]mljYdar]k�Yfq�hgakgfk�Yf\�[mj]k�

fgfeY_a[Yd�\ak]Yk]k�l`Yl�Yץ][l]\�l`]�[j]Ylmj]�Yl�l`]�

lae]�al�\a]\&�L`ak�kh]dd�\g]kfÌl$�`go]n]j$�j]egn]�eY_a[Yd�

\ak]Yk]k$�[mjk]k$�gj�kaeadYj�]ץ][lk3�a^�l`]k]�Yj]fÌl�Õjkl�

j]egn]\�hjagj�lg�[Yklaf_�l`]�kh]dd$�l`]q�lYc]�]ץ][l�o`]f�

l`]�[j]Ylmj]�j]lmjfk�lg�da^]&�L`]�kh]dd�[YfÌl�j]lmjf�Yf�

mf\]Y\�[j]Ylmj]�lg�da^]&

� L`ak�kh]dd�[dgk]k�Ydd�egjlYd�ogmf\k$�Zml�al�\g]kfÌl�

j]klgj]�eakkaf_�Zg\q�hYjlk&�A^�l`]�[j]Ylmj]�ak�dY[caf_�

Zg\q�hYjlk�gj�gj_Yfk�afl]_jYd�^gj�alk�kmjnanYdÈalk�`]Y\$�

^gj�afklYf[]Èl`]�kh]dd�YmlgeYla[Yddq�^Yadk&
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Qgm�oYj\�Y�[j]Ylmj]�oal`af�jYf_]�Y_Yafkl�YllY[c&�Mflad�

l`]�kh]dd�]f\k$�Yfq�[j]Ylmj]�o`g�lYj_]lk�l`]�oYj\]\�

[j]Ylmj]�oal`�Yf�YllY[c�gj�Y�`Yje^md�kh]dd�emkl�Õjkl�

make a Wisdom saving throw. On a failed save, the 

[j]Ylmj]�emkl�[`ggk]�Y�f]o�lYj_]l�gj�dgk]�l`]�YllY[c�

gj�kh]dd&�L`ak�kh]dd�\g]kfÌl�hjgl][l�l`]�oYj\]\�[j]Ylmj]�

^jge�Yj]Y�]ץ][lk$�km[`�Yk�l`]�]phdgkagf�g^�Y�Õj]ZYdd&

� A^�l`]�oYj\]\�[j]Ylmj]�eYc]k�Yf�YllY[c�gj�[Yklk�Y�kh]dd�

l`Yl�Yץ][lk�Yf�]f]eq�[j]Ylmj]$�l`ak�kh]dd�]f\k&

Shield
)kl%d]n]d�YZbmjYlagf

Casting Time:�)�j]Y[lagf$�o`a[`�qgm�lYc]�o`]f�qgm�Yj]�

hit by an attack or targeted by the eY_a[�eakkad] spell

Range: Self

Components:�N$�K

Duration:�)�jgmf\

9f�afnakaZd]�ZYjja]j�g^�eY_a[Yd�^gj[]�Yhh]Yjk�Yf\�

hjgl][lk�qgm&�Mflad�l`]�klYjl�g^�qgmj�f]pl�lmjf$�qgm�`Yn]�Y�

#-�Zgfmk�lg�9;$�af[dm\af_�Y_Yafkl�l`]�lja__]jaf_�YllY[c$�

Yf\�qgm�lYc]�fg�\YeY_]�^jge�eY_a[�eakkad]&

Shield of Faith
)kl%d]n]d�YZbmjYlagf

Casting Time: )�Zgfmk�Y[lagf

Range:�.(�^]]l

Components: N$�K$�E� Y�keYdd�hYj[`e]fl�oal`�Y�Zal�g^�

`gdq�l]pl�ojall]f�gf�al!

Duration: ;gf[]fljYlagf$�mh�lg�)(�eafml]k

9�k`aee]jaf_�Õ]d\�Yhh]Yjk�Yf\�kmjjgmf\k�Y�[j]Ylmj]�

g^�qgmj�[`ga[]�oal`af�jYf_]$�_jYflaf_�al�Y�#*�Zgfmk�lg�9;�

^gj�l`]�\mjYlagf&

Shocking Grasp
=ng[Ylagf�[Yfljah

Casting Time: 1 action

Range: Lgm[`

Components: N$�K

Duration: AfklYflYf]gmk

Da_`lfaf_�khjaf_k�^jge�qgmj�`Yf\�lg�\]dan]j�Y�k`g[c�lg�

Y�[j]Ylmj]�qgm�ljq�lg�lgm[`&�EYc]�Y�e]d]]�kh]dd�YllY[c�

Y_Yafkl�l`]�lYj_]l&�Qgm�`Yn]�Y\nYflY_]�gf�l`]�YllY[c�jgdd�

if the target is wearing armor made of metal. On a hit, 

l`]�lYj_]l�lYc]k�)\0�da_`lfaf_�\YeY_]$�Yf\�al�[YfÌl�lYc]�

j]Y[lagfk�mflad�l`]�klYjl�g^�alk�f]pl�lmjf&

 L`]�kh]ddÌk�\YeY_]�af[j]Yk]k�Zq�)\0�o`]f�qgm�j]Y[`�

-l`�d]n]d� *\0!$�))l`�d]n]d� +\0!$�Yf\�)/l`�d]n]d� ,\0!&

Silence
*f\%d]n]d�addmkagf� jalmYd!

Casting Time: 1 action

Range:�)*(�^]]l

Components: N$�K

Duration:�;gf[]fljYlagf$�mh�lg�)(�eafml]k

>gj�l`]�\mjYlagf$�fg�kgmf\�[Yf�Z]�[j]Yl]\�oal`af�gj�

hYkk�l`jgm_`�Y�*(%^ggl%jY\amk�kh`]j]�[]fl]j]\�gf�Y�

hgafl�qgm�[`ggk]�oal`af�jYf_]&�9fq�[j]Ylmj]�gj�gZb][l�

]flaj]dq�afka\]�l`]�kh`]j]�ak�aeemf]�lg�l`mf\]j�\YeY_]$�

Yf\�[j]Ylmj]k�Yj]�\]Y^]f]\�o`ad]�]flaj]dq�afka\]�al&�

Resurrection
/l`%d]n]d�f][jgeYf[q

Casting Time:�)�`gmj

Range:�Lgm[`

Components:�N$�K$�E� Y�\aYegf\�ogjl`�Yl�d]Ykl�)$(((�

_h$�o`a[`�l`]�kh]dd�[gfkme]k!

Duration:�AfklYflYf]gmk

Qgm�lgm[`�Y�\]Y\�[j]Ylmj]�l`Yl�`Yk�Z]]f�\]Y\�^gj�fg�

egj]�l`Yf�Y�[]flmjq$�l`Yl�\a\fÌl�\a]�g^�gd\�Y_]$�Yf\�l`Yl�

akfÌl�mf\]Y\&�A^�alk�kgmd�ak�^j]]�Yf\�oaddaf_$�l`]�lYj_]l�

j]lmjfk�lg�da^]�oal`�Ydd�alk�`al�hgaflk&

� L`ak�kh]dd�f]mljYdar]k�Yfq�hgakgfk�Yf\�[mj]k�fgjeYd�

\ak]Yk]k�Ya[laf_�l`]�[j]Ylmj]�o`]f�al�\a]\&�Al�\g]kfÌl$�

`go]n]j$�j]egn]�eY_a[Yd�\ak]Yk]k$�[mjk]k$�Yf\�l`]�dac]3�

a^�km[`�]ץ][lk�Yj]fÌl�j]egn]\�hjagj�lg�[Yklaf_�l`]�kh]dd$�

l`]q�Ya[l�l`]�lYj_]l�gf�alk�j]lmjf�lg�da^]&

� L`ak�kh]dd�[dgk]k�Ydd�egjlYd�ogmf\k�Yf\�j]klgj]k�Yfq�

missing body parts.

� ;geaf_�ZY[c�^jge�l`]�\]Y\�ak�Yf�gj\]Yd&�L`]�lYj_]l�

lYc]k�Y��,�h]fYdlq�lg�Ydd�YllY[c�jgddk$�kYnaf_�l`jgok$�Yf\�

YZadalq�[`][ck&�=n]jq�lae]�l`]�lYj_]l�Õfak`]k�Y�dgf_�j]kl$�

l`]�h]fYdlq�ak�j]\m[]\�Zq�)�mflad�al�\akYhh]Yjk&

� ;Yklaf_�l`ak�kh]dd�lg�j]klgj]�da^]�lg�Y�[j]Ylmj]�l`Yl�`Yk�

Z]]f�\]Y\�^gj�gf]�q]Yj�gj�dgf_]j�lYp]k�qgm�_j]Yldq&�Mflad�

qgm�Õfak`�Y�dgf_�j]kl$�qgm�[YfÌl�[Ykl�kh]ddk�Y_Yaf$�Yf\�

qgm�`Yn]�\akY\nYflY_]�gf�Ydd�YllY[c�jgddk$�YZadalq�[`][ck$�

and saving throws.

Revivify
+j\%d]n]d�[gfbmjYlagf

Casting Time: 1 action

Range: Lgm[`

Components: N$�K$�E� \aYegf\k�ogjl`�+((�_h$�o`a[`�

l`]�kh]dd�[gfkme]k!

Duration: AfklYflYf]gmk

Qgm�lgm[`�Y�[j]Ylmj]�l`Yl�`Yk�\a]\�oal`af�l`]�dYkl�

eafml]&�L`Yl�[j]Ylmj]�j]lmjfk�lg�da^]�oal`�)�`al�hgafl&�

L`ak�kh]dd�[YfÌl�j]lmjf�lg�da^]�Y�[j]Ylmj]�l`Yl�`Yk�\a]\�g^�

old age, nor can it restore any missing body parts.

Sacred Flame
=ng[Ylagf�[Yfljah

Casting Time: 1 action

Range: .(�^]]l

Components:�N$�K

Duration: AfklYflYf]gmk

>dYe]%dac]�jY\aYf[]�\]k[]f\k�gf�Y�[j]Ylmj]�l`Yl�qgm�

[Yf�k]]�oal`af�jYf_]&�L`]�lYj_]l�emkl�km[[]]\�gf�Y�

<]pl]jalq�kYnaf_�l`jgo�gj�lYc]�)\0�jY\aYfl�\YeY_]&�L`]�

lYj_]l�_Yafk�fg�Z]f]Õl�^jge�[gn]j�^gj�l`ak�kYnaf_�l`jgo&

 L`]�kh]ddÌk�\YeY_]�af[j]Yk]k�Zq�)\0�o`]f�qgm�j]Y[`�

-l`�d]n]d� *\0!$�))l`�d]n]d� +\0!$�Yf\�)/l`�d]n]d� ,\0!&

Sanctuary
)kl%d]n]d�YZbmjYlagf

Casting Time: )�Zgfmk�Y[lagf

Range: +(�^]]l

Components: N$�K$�E� Y�keYdd�kadn]j�eajjgj!

Duration: )�eafml]
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Spare the Dying
F][jgeYf[q�[Yfljah

Casting Time: 1 action

Range:�Lgm[`

Components:�N$�K

Duration:�AfklYflYf]gmk

Qgm�lgm[`�Y�danaf_�[j]Ylmj]�l`Yl�`Yk�(�`al�hgaflk&�L`]�

[j]Ylmj]�Z][ge]k�klYZd]&�L`ak�kh]dd�`Yk�fg�]ץ][l�gf�

mf\]Y\�gj�[gfkljm[lk&

Speak with Dead
+j\%d]n]d�f][jgeYf[q

Casting Time: 1 action

Range:�)(�^]]l

Components:�N$�K$�E� Zmjfaf_�af[]fk]!

Duration:�)(�eafml]k

Qgm�_jYfl�l`]�k]eZdYf[]�g^�da^]�Yf\�afl]dda_]f[]�lg�Y�

[gjhk]�g^�qgmj�[`ga[]�oal`af�jYf_]$�Yddgoaf_�al�lg�Yfko]j�

l`]�im]klagfk�qgm�hgk]&�L`]�[gjhk]�emkl�kladd�`Yn]�Y�

egml`�Yf\�[YfÌl�Z]�mf\]Y\&�L`]�kh]dd�^Yadk�a^�l`]�[gjhk]�

oYk�l`]�lYj_]l�g^�l`ak�kh]dd�oal`af�l`]�dYkl�)(�\Yqk&

� Mflad�l`]�kh]dd�]f\k$�qgm�[Yf�Ykc�l`]�[gjhk]�mh�lg�Õn]�

im]klagfk&�L`]�[gjhk]�cfgok�gfdq�o`Yl�al�cf]o�af�da^]$�

af[dm\af_�l`]�dYf_mY_]k�al�cf]o&�9fko]jk�Yj]�mkmYddq�

Zja]^$�[jqhla[$�gj�j]h]lalan]$�Yf\�l`]�[gjhk]�ak�mf\]j�fg�

[gehmdkagf�lg�gץ]j�Y�ljml`^md�Yfko]j�a^�qgm�Yj]�`gklad]�

lg�al�gj�al�j][g_far]k�qgm�Yk�Yf�]f]eq&�L`ak�kh]dd�\g]kfÌl�

j]lmjf�l`]�[j]Ylmj]Ìk�kgmd�lg�alk�Zg\q$�gfdq�alk�YfaeYlaf_�

khajal&�L`mk$�l`]�[gjhk]�[YfÌl�d]Yjf�f]o�af^gjeYlagf$�

\g]kfÌl�[gehj]`]f\�Yfql`af_�l`Yl�`Yk�`Yhh]f]\�kaf[]�al�

\a]\$�Yf\�[YfÌl�kh][mdYl]�YZgml�^mlmj]�]n]flk&

Spider Climb
*f\%d]n]d�ljYfkemlYlagf

Casting Time: 1 action

Range: Lgm[`

Components:�N$�K$�E� Y�\jgh�g^�Zalme]f�Yf\�Y�kha\]j!

Duration: ;gf[]fljYlagf$�mh�lg�)�`gmj

Mflad�l`]�kh]dd�]f\k$�gf]�oaddaf_�[j]Ylmj]�qgm�lgm[`�

_Yafk�l`]�YZadalq�lg�egn]�mh$�\gof$�Yf\�Y[jgkk�n]jla[Yd�

kmj^Y[]k�Yf\�mhka\]�\gof�Ydgf_�[]adaf_k$�o`ad]�d]Ynaf_�

alk�`Yf\k�^j]]&�L`]�lYj_]l�Ydkg�_Yafk�Y�[daeZaf_�kh]]\�

]imYd�lg�alk�oYdcaf_�kh]]\&

Spirit Guardians
+j\%d]n]d�[gfbmjYlagf

Casting Time: 1 action

Range: K]d^� )-%^ggl�jY\amk!

Components:�N$�K$�E� Y�`gdq�kqeZgd!

Duration: ;gf[]fljYlagf$�mh�lg�)(�eafml]k

Qgm�[Ydd�^gjl`�khajalk�lg�hjgl][l�qgm&�L`]q�Öal�Yjgmf\�qgm�

lg�Y�\aklYf[]�g^�)-�^]]l�^gj�l`]�\mjYlagf&�A^�qgm�Yj]�_gg\�

gj�f]mljYd$�l`]aj�kh][ljYd�^gje�Yhh]Yjk�Yf_]da[�gj�^]q�

 qgmj�[`ga[]!&�A^�qgm�Yj]�]nad$�l`]q�Yhh]Yj�Õ]f\ak`&

� O`]f�qgm�[Ykl�l`ak�kh]dd$�qgm�[Yf�\]ka_fYl]�Yfq�

fmeZ]j�g^�[j]Ylmj]k�qgm�[Yf�k]]�lg�Z]�mfYץ][l]\�Zq�al&�

9f�Yץ][l]\�[j]Ylmj]Ìk�kh]]\�ak�`Ydn]\�af�l`]�Yj]Y$�Yf\�

o`]f�l`]�[j]Ylmj]�]fl]jk�l`]�Yj]Y�^gj�l`]�Õjkl�lae]�gf�

Y�lmjf�gj�klYjlk�alk�lmjf�l`]j]$�al�emkl�eYc]�Y�Oak\ge�

kYnaf_�l`jgo&�Gf�Y�^Yad]\�kYn]$�l`]�[j]Ylmj]�lYc]k�+\0�

;Yklaf_�Y�kh]dd�l`Yl�af[dm\]k�Y�n]jZYd�[gehgf]fl�ak�

impossible there.

Silent Image
)kl%d]n]d�addmkagf

Casting Time: 1 action

Range:�.(�^]]l

Components:�N$�K$�E� Y�Zal�g^�Ö]][]!

Duration:�;gf[]fljYlagf$�mh�lg�)(�eafml]k

Qgm�[j]Yl]�l`]�aeY_]�g^�Yf�gZb][l$�Y�[j]Ylmj]$�gj�kge]�

gl`]j�nakaZd]�h`]fge]fgf�l`Yl�ak�fg�dYj_]j�l`Yf�Y�)-%^ggl�

[mZ]&�L`]�aeY_]�Yhh]Yjk�Yl�Y�khgl�oal`af�jYf_]�Yf\�

dYklk�^gj�l`]�\mjYlagf&�L`]�aeY_]�ak�hmj]dq�nakmYd3�al�akfÌl�

Y[[gehYfa]\�Zq�kgmf\$�ke]dd$�gj�gl`]j�k]fkgjq�]ץ][lk&

� Qgm�[Yf�mk]�qgmj�Y[lagf�lg�[Ymk]�l`]�aeY_]�lg�egn]�lg�

Yfq�khgl�oal`af�jYf_]&�9k�l`]�aeY_]�[`Yf_]k�dg[Ylagf$�

qgm�[Yf�Ydl]j�alk�Yhh]YjYf[]�kg�l`Yl�alk�egn]e]flk�

Yhh]Yj�fYlmjYd�^gj�l`]�aeY_]&�>gj�]pYehd]$�a^�qgm�[j]Yl]�

Yf�aeY_]�g^�Y�[j]Ylmj]�Yf\�egn]�al$�qgm�[Yf�Ydl]j�l`]�

image so that it appears to be walking.

� H`qka[Yd�afl]jY[lagf�oal`�l`]�aeY_]�j]n]Ydk�al�lg�Z]�Yf�

addmkagf$�Z][Ymk]�l`af_k�[Yf�hYkk�l`jgm_`�al&�9�[j]Ylmj]�

l`Yl�mk]k�alk�Y[lagf�lg�]pYeaf]�l`]�aeY_]�[Yf�\]l]jeaf]�

l`Yl�al�ak�Yf�addmkagf�oal`�Y�km[[]kk^md�Afl]dda_]f[]�

 Afn]kla_Ylagf!�[`][c�Y_Yafkl�qgmj�kh]dd�kYn]�<;&�A^�Y�

[j]Ylmj]�\ak[]jfk�l`]�addmkagf�^gj�o`Yl�al�ak$�l`]�[j]Ylmj]�

[Yf�k]]�l`jgm_`�l`]�aeY_]&

Sleep
)kl%d]n]d�]f[`Yfle]fl

Casting Time: 1 action

Range:�1(�^]]l

Components: N$�K$�E� Y�haf[`�g^�Õf]�kYf\$�jgk]�h]lYdk$�

gj�Y�[ja[c]l!

Duration:�)�eafml]

L`ak�kh]dd�k]f\k�[j]Ylmj]k�aflg�Y�eY_a[Yd�kdmeZ]j&�

Jgdd�-\03�l`]�lglYd�ak�`go�eYfq�`al�hgaflk�g^�[j]Ylmj]k�

l`ak�kh]dd�[Yf�Yץ][l&�;j]Ylmj]k�oal`af�*(�^]]l�g^�

Y�hgafl�qgm�[`ggk]�oal`af�jYf_]�Yj]�Yץ][l]\�af�

Yk[]f\af_�gj\]j�g^�l`]aj�[mjj]fl�`al�hgaflk� a_fgjaf_�

mf[gfk[agmk�[j]Ylmj]k!&

� KlYjlaf_�oal`�l`]�[j]Ylmj]�l`Yl�`Yk�l`]�dgo]kl�[mjj]fl�

`al�hgaflk$�]Y[`�[j]Ylmj]�Yץ][l]\�Zq�l`ak�kh]dd�^Yddk�

mf[gfk[agmk�mflad�l`]�kh]dd�]f\k$�l`]�kd]]h]j�lYc]k�

\YeY_]$�gj�kge]gf]�mk]k�Yf�Y[lagf�lg�k`Yc]�gj�kdYh�l`]�

kd]]h]j�YoYc]&�KmZljY[l�]Y[`�[j]Ylmj]Ìk�`al�hgaflk�^jge�

l`]�lglYd�Z]^gj]�egnaf_�gf�lg�l`]�[j]Ylmj]�oal`�l`]�f]pl�

dgo]kl�`al�hgaflk&�9�[j]Ylmj]Ìk�`al�hgaflk�emkl�Z]�]imYd�

lg�gj�d]kk�l`Yf�l`]�j]eYafaf_�lglYd�^gj�l`Yl�[j]Ylmj]�lg�

Z]�Yץ][l]\&

� Mf\]Y\�Yf\�[j]Ylmj]k�aeemf]�lg�Z]af_�[`Yje]\�

Yj]fÌl�Yץ][l]\�Zq�l`ak�kh]dd&

 At Higher Levels.�O`]f�qgm�[Ykl�l`ak�kh]dd�mkaf_�Y�

kh]dd�kdgl�g^�*f\�d]n]d�gj�`a_`]j$�jgdd�Yf�Y\\alagfYd�*\0�^gj�

each slot level above 1st.
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� L`]�lYj_]l�emkl�eYc]�Y�Oak\ge�kYnaf_�l`jgo&�Gf�Y�

^Yad]\�kYn]$�al�hmjkm]k�l`]�[gmjk]�g^�Y[lagf�qgm�\]k[jaZ]\�

lg�l`]�Z]kl�g^�alk�YZadalq&�L`]�km__]kl]\�[gmjk]�g^�Y[lagf�

[Yf�[gflafm]�^gj�l`]�]flaj]�\mjYlagf&�A^�l`]�km__]kl]\�

activity can be completed in a shorter time, the spell 

]f\k�o`]f�l`]�kmZb][l�Õfak`]k�o`Yl�al�oYk�Ykc]\�lg�\g&

� Qgm�[Yf�Ydkg�kh][a^q�[gf\alagfk�l`Yl�oadd�lja__]j�Y�

kh][aYd�Y[lanalq�\mjaf_�l`]�\mjYlagf&�>gj�]pYehd]$�qgm�

ea_`l�km__]kl�l`Yl�Y�cfa_`l�_an]�`]j�oYj`gjk]�lg�l`]�

Õjkl�Z]__Yj�k`]�e]]lk&�A^�l`]�[gf\alagf�akfÌl�e]l�Z]^gj]�

l`]�kh]dd�]phaj]k$�l`]�Y[lanalq�akfÌl�h]j^gje]\&

� A^�qgm�gj�Yfq�g^�qgmj�[gehYfagfk�\YeY_]�l`]�lYj_]l$�

the spell ends.

Sunburst
0l`%d]n]d�]ng[Ylagf

Casting Time: 1 action

Range:�)-(�^]]l

Components:�N$�K$�E� Õj]�Yf\�Y�ha][]�g^�kmfklgf]!

Duration:�AfklYflYf]gmk

:jaddaYfl�kmfda_`l�ÖYk`]k�af�Y�.(%^ggl�jY\amk�[]fl]j]\�

gf�Y�hgafl�qgm�[`ggk]�oal`af�jYf_]&�=Y[`�[j]Ylmj]�af�

l`Yl�da_`l�emkl�eYc]�Y�;gfklalmlagf�kYnaf_�l`jgo&�Gf�Y�

^Yad]\�kYn]$�Y�[j]Ylmj]�lYc]k�)*\.�jY\aYfl�\YeY_]�Yf\�ak�

Zdaf\]\�^gj�)�eafml]&�Gf�Y�km[[]kk^md�kYn]$�al�lYc]k�`Yd^�

Yk�em[`�\YeY_]�Yf\�akfÌl�Zdaf\]\�Zq�l`ak�kh]dd&�Mf\]Y\�

Yf\�ggr]k�`Yn]�\akY\nYflY_]�gf�l`ak�kYnaf_�l`jgo&

� 9�[j]Ylmj]�Zdaf\]\�Zq�l`ak�kh]dd�eYc]k�Yfgl`]j�

;gfklalmlagf�kYnaf_�l`jgo�Yl�l`]�]f\�g^�]Y[`�g^�alk�lmjfk&�

Gf�Y�km[[]kk^md�kYn]$�al�ak�fg�dgf_]j�Zdaf\]\&

� L`ak�kh]dd�\akh]dk�Yfq�\Yjcf]kk�af�alk�Yj]Y�l`Yl�oYk�

created by a spell.

Teleport
/l`%d]n]d�[gfbmjYlagf

Casting Time: 1 action

Range:�)(�^]]l

Components:�N

Duration:�AfklYflYf]gmk

L`ak�kh]dd�afklYfldq�ljYfkhgjlk�qgm�Yf\�mh�lg�]a_`l�

oaddaf_�[j]Ylmj]k�g^�qgmj�[`ga[]�l`Yl�qgm�[Yf�k]]�oal`af�

jYf_]$�gj�Y�kaf_d]�gZb][l�l`Yl�qgm�[Yf�k]]�oal`af�jYf_]$�

lg�Y�\]klafYlagf�qgm�k]d][l&�A^�qgm�lYj_]l�Yf�gZb][l$�al�

emkl�Z]�YZd]�lg�Õl�]flaj]dq�afka\]�Y�)(%^ggl�[mZ]$�Yf\�al�

[YfÌl�Z]�`]d\�gj�[Yjja]\�Zq�Yf�mfoaddaf_�[j]Ylmj]&

� L`]�\]klafYlagf�qgm�[`ggk]�emkl�Z]�cfgof�lg�qgm$�

Yf\�al�emkl�Z]�gf�l`]�kYe]�hdYf]�g^�]pakl]f[]�Yk�

qgm&�Qgmj�^YeadaYjalq�oal`�l`]�\]klafYlagf�\]l]jeaf]k�

o`]l`]j�qgm�Yjjan]�l`]j]�km[[]kk^mddq&�L`]�<E�jgddk�

\)((�Yf\�[gfkmdlk�l`]�lYZd]&

Familiarity Mishap
Similar 

Area
2Ś�

Target
On 

Target

Permanent circle — — — 01–100

$VVRFLDWHG�REMHFW — — — 01–100

Very familiar ��ñ�� 06–13 14–24 ��ñ���

Seen casually 01–33 34–43 ��ñ�� ��ñ���

Viewed once 01–43 ��ñ�� ��ñ�� 74–100

Description 01–43 ��ñ�� ��ñ�� 74–100

False destination ��ñ�� ��ñ��� — —

jY\aYfl�\YeY_]� a^�qgm�Yj]�_gg\�gj�f]mljYd!�gj�+\0�

f][jgla[�\YeY_]� a^�qgm�Yj]�]nad!&�Gf�Y�km[[]kk^md�kYn]$�

l`]�[j]Ylmj]�lYc]k�`Yd^�Yk�em[`�\YeY_]&

 At Higher Levels.�O`]f�qgm�[Ykl�l`ak�kh]dd�mkaf_�Y�

kh]dd�kdgl�g^�,l`�d]n]d�gj�`a_`]j$�l`]�\YeY_]�af[j]Yk]k�Zq�

)\0�^gj�]Y[`�kdgl�d]n]d�YZgn]�+j\&

Spiritual Weapon
*f\%d]n]d�]ng[Ylagf

Casting Time:�)�Zgfmk�Y[lagf

Range: .(�^]]l

Components: N$�K

Duration: )�eafml]

Qgm�[j]Yl]�Y�ÖgYlaf_$�kh][ljYd�o]Yhgf�oal`af�jYf_]�l`Yl�

dYklk�^gj�l`]�\mjYlagf�gj�mflad�qgm�[Ykl�l`ak�kh]dd�Y_Yaf&�

O`]f�qgm�[Ykl�l`]�kh]dd$�qgm�[Yf�eYc]�Y�e]d]]�kh]dd�

YllY[c�Y_Yafkl�Y�[j]Ylmj]�oal`af�-�^]]l�g^�l`]�o]Yhgf&�Gf�

Y�`al$�l`]�lYj_]l�lYc]k�^gj[]�\YeY_]�]imYd�lg�)\0�#�qgmj�

kh]dd[Yklaf_�YZadalq�eg\aÕ]j&

� 9k�Y�Zgfmk�Y[lagf�gf�qgmj�lmjf$�qgm�[Yf�egn]�l`]�

o]Yhgf�mh�lg�*(�^]]l�Yf\�j]h]Yl�l`]�YllY[c�Y_Yafkl�Y�

[j]Ylmj]�oal`af�-�^]]l�g^�al&

� L`]�o]Yhgf�[Yf�lYc]�o`Yl]n]j�^gje�qgm�[`ggk]&�

;d]ja[k�g^�\]ala]k�o`g�Yj]�Ykkg[aYl]\�oal`�Y�hYjla[mdYj�

o]Yhgf� Yk�Kl&�;ml`Z]jl�ak�cfgof�^gj�`ak�eY[]�Yf\�

L`gj�^gj�`ak�`Yee]j!�eYc]�l`ak�kh]ddÌk�]ץ][l�j]k]eZd]�

that weapon.

 At Higher Levels.�O`]f�qgm�[Ykl�l`ak�kh]dd�mkaf_�Y�

kh]dd�kdgl�g^�+j\�d]n]d�gj�`a_`]j$�l`]�\YeY_]�af[j]Yk]k�Zq�

)\0�^gj�]n]jq�log�kdgl�d]n]dk�YZgn]�l`]�*f\&

Stoneskin
,l`%d]n]d�YZbmjYlagf

Casting Time: 1 action

Range:�Lgm[`

Components:�N$�K$�E� \aYegf\�\mkl�ogjl`�)((�_h$�

o`a[`�l`]�kh]dd�[gfkme]k!

Duration:�;gf[]fljYlagf$�mh�lg�)�`gmj

L`ak�kh]dd�lmjfk�l`]�Ö]k`�g^�Y�oaddaf_�[j]Ylmj]�qgm�lgm[`�

as hard as stone. Until the spell ends, the target has 

j]kaklYf[]�lg�fgfeY_a[Yd�Zdm\_]gfaf_$�ha]j[af_$�Yf\�

slashing damage.

Suggestion
*f\%d]n]d�]f[`Yfle]fl

Casting Time: 1 action

Range: +(�^]]l

Components:�N$�E� Y�kfYc]Ìk�lgf_m]�Yf\�]al`]j�Y�Zal�g^�

`gf]q[geZ�gj�Y�\jgh�g^�ko]]l�gad!

Duration: ;gf[]fljYlagf$�mh�lg�0�`gmjk

Qgm�km__]kl�Y�[gmjk]�g^�Y[lanalq� daeal]\�lg�Y�k]fl]f[]�

gj�log!�Yf\�eY_a[Yddq�afÖm]f[]�Y�[j]Ylmj]�qgm�[Yf�

k]]�oal`af�jYf_]�l`Yl�[Yf�`]Yj�Yf\�mf\]jklYf\�qgm&�

;j]Ylmj]k�l`Yl�[YfÌl�Z]�[`Yje]\�Yj]�aeemf]�lg�l`ak�

��km__]klagf�emkl�Z]�ogj\]\�af�km[`�Y�eYff]j[`l&�L][ץ[

Yk�lg�eYc]�l`]�[gmjk]�g^�Y[lagf�kgmf\�j]YkgfYZd]&�

9kcaf_�l`]�[j]Ylmj]�lg�klYZ�alk]d^$�l`jgo�alk]d^�gflg�

Y�kh]Yj$�aeegdYl]�alk]d^$�gj�\g�kge]�gl`]j�gZnagmkdq�

`Yje^md�Y[l�]f\k�l`]�kh]dd&
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�� Qgm�[Ymk]�ÖYe]k�lg�Öa[c]j$�Zja_`l]f$�\ae$�gj�[`Yf_]�

[gdgj�^gj�)�eafml]&

�� Qgm�[Ymk]�`Yjed]kk�lj]egjk�af�l`]�_jgmf\�

^gj�)�eafml]&

�� Qgm�[j]Yl]�Yf�afklYflYf]gmk�kgmf\�l`Yl�gja_afYl]k�

^jge�Y�hgafl�g^�qgmj�[`ga[]�oal`af�jYf_]$�km[`�Yk�

Y�jmeZd]�g^�l`mf\]j$�l`]�[jq�g^�Y�jYn]f$�gj�gea-

fgmk�o`akh]jk&

�� Qgm�afklYflYf]gmkdq�[Ymk]�Yf�mfdg[c]\�\ggj�gj�oaf-

\go�lg�Öq�gh]f�gj�kdYe�k`ml&

�� Qgm�Ydl]j�l`]�Yhh]YjYf[]�g^�qgmj�]q]k�^gj�)�eafml]&

A^�qgm�[Ykl�l`ak�kh]dd�emdlahd]�lae]k$�qgm�[Yf�`Yn]�mh�lg�

l`j]]�g^�alk�)%eafml]�]ץ][lk�Y[lan]�Yl�Y�lae]$�Yf\�qgm�[Yf�

\akeakk�km[`�Yf�]ץ][l�Yk�Yf�Y[lagf&

Thunderwave
)kl%d]n]d�]ng[Ylagf

Casting Time: 1 action

Range: K]d^� )-%^ggl�[mZ]!

Components: N$�K

Duration: AfklYflYf]gmk

9�oYn]�g^�l`mf\]jgmk�^gj[]�ko]]hk�gml�^jge�qgm&�=Y[`�

[j]Ylmj]�af�Y�)-%^ggl�[mZ]�gja_afYlaf_�^jge�qgm�emkl�

eYc]�Y�;gfklalmlagf�kYnaf_�l`jgo&�Gf�Y�^Yad]\�kYn]$�Y�

[j]Ylmj]�lYc]k�*\0�l`mf\]j�\YeY_]�Yf\�ak�hmk`]\�)(�

^]]l�YoYq�^jge�qgm&�Gf�Y�km[[]kk^md�kYn]$�l`]�[j]Ylmj]�

lYc]k�`Yd^�Yk�em[`�\YeY_]�Yf\�akfÌl�hmk`]\&

� Af�Y\\alagf$�mfk][mj]\�gZb][lk�l`Yl�Yj]�[gehd]l]dq�

oal`af�l`]�Yj]Y�g^�]ץ][l�Yj]�YmlgeYla[Yddq�hmk`]\�)(�^]]l�

YoYq�^jge�qgm�Zq�l`]�kh]ddÌk�]ץ][l$�Yf\�l`]�kh]dd�]ealk�Y�

l`mf\]jgmk�Zgge�Ym\aZd]�gml�lg�+((�^]]l&

 At Higher Levels.�O`]f�qgm�[Ykl�l`ak�kh]dd�mkaf_�Y�

spell slot of 2nd level or higher, the damage increases by 

)\0�^gj�]Y[`�kdgl�d]n]d�YZgn]�)kl&

Time Stop
1l`%d]n]d�ljYfkemlYlagf

Casting Time: 1 action

Range: Self

Components:�N

Duration:�AfklYflYf]gmk

Qgm�Zja]Öq�klgh�l`]�Ögo�g^�lae]�^gj�]n]jqgf]�Zml�

qgmjk]d^&�Fg�lae]�hYkk]k�^gj�gl`]j�[j]Ylmj]k$�o`ad]�qgm�

lYc]�)\,�#�)�lmjfk�af�Y�jgo$�\mjaf_�o`a[`�qgm�[Yf�mk]�

actions and move as normal.

� L`ak�kh]dd�]f\k�a^�gf]�g^�l`]�Y[lagfk�qgm�mk]�\mjaf_�

l`ak�h]jag\$�gj�Yfq�]ץ][lk�l`Yl�qgm�[j]Yl]�\mjaf_�l`ak�

h]jag\$�Yץ][lk�Y�[j]Ylmj]�gl`]j�l`Yf�qgm�gj�Yf�gZb][l�

Z]af_�ogjf�gj�[Yjja]\�Zq�kge]gf]�gl`]j�l`Yf�qgm&�Af�

Y\\alagf$�l`]�kh]dd�]f\k�a^�qgm�egn]�lg�Y�hdY[]�egj]�l`Yf�

)$(((�^]]l�^jge�l`]�dg[Ylagf�o`]j]�qgm�[Ykl�al&

True Resurrection
1l`%d]n]d�f][jgeYf[q

Casting Time:�)�`gmj

Range:�Lgm[`

Components:�N$�K$�E� Y�khjafcd]�g^�`gdq�oYl]j�Yf\�

\aYegf\k�ogjl`�Yl�d]Ykl�*-$(((�_h$�o`a[`�l`]�

kh]dd�[gfkme]k!

Duration:�AfklYflYf]gmk

 Familiarity.�ÉH]jeYf]fl�[aj[d]Ê�e]Yfk�Y�h]jeYf]fl�

l]d]hgjlYlagf�[aj[d]�o`gk]�ka_ad�k]im]f[]�qgm�cfgo&�

É9kkg[aYl]\�gZb][lÊ�e]Yfk�l`Yl�qgm�hgkk]kk�Yf�gZb][l�

lYc]f�^jge�l`]�\]kaj]\�\]klafYlagf�oal`af�l`]�dYkl�kap�

egfl`k$�km[`�Yk�Y�Zggc�^jge�Y�oarYj\Ìk�daZjYjq$�Z]\�

daf]f�^jge�Y�jgqYd�kmal]$�gj�Y�[`mfc�g^�eYjZd]�^jge�Y�

da[`Ìk�k][j]l�lgeZ&

� ÉN]jq�^YeadaYjÊ�ak�Y�hdY[]�qgm�`Yn]�Z]]f�n]jq�g^l]f$�Y�

hdY[]�qgm�`Yn]�[Yj]^mddq�klm\a]\$�gj�Y�hdY[]�qgm�[Yf�k]]�

o`]f�qgm�[Ykl�l`]�kh]dd&�ÉK]]f�[YkmYddqÊ�ak�kge]hdY[]�

qgm�`Yn]�k]]f�egj]�l`Yf�gf[]�Zml�oal`�o`a[`�qgm�Yj]fÌl�

n]jq�^YeadaYj&�ÉNa]o]\�gf[]Ê�ak�Y�hdY[]�qgm�`Yn]�k]]f�

gf[]$�hgkkaZdq�mkaf_�eY_a[&�É<]k[jahlagfÊ�ak�Y�hdY[]�

o`gk]�dg[Ylagf�Yf\�Yhh]YjYf[]�qgm�cfgo�l`jgm_`�

kge]gf]�]dk]Ìk�\]k[jahlagf$�h]j`Yhk�^jge�Y�eYh&

� É>Ydk]�\]klafYlagfÊ�ak�Y�hdY[]�l`Yl�\g]kfÌl�]pakl&�

H]j`Yhk�qgm�lja]\�lg�k[jq�Yf�]f]eqÌk�kYf[lme�Zml�

afkl]Y\�na]o]\�Yf�addmkagf$�gj�qgm�Yj]�Yll]ehlaf_�lg�

l]d]hgjl�lg�Y�^YeadaYj�dg[Ylagf�l`Yl�fg�dgf_]j�]paklk&

 On Target.�Qgm�Yf\�qgmj�_jgmh� gj�l`]�lYj_]l�gZb][l!�

Yhh]Yj�o`]j]�qgm�oYfl�lg&

� Gץ�LYj_]l&�Qgm�Yf\�qgmj�_jgmh� gj�l`]�lYj_]l�gZb][l!�

appear a random distance away from the destination 

af�Y�jYf\ge�\aj][lagf&�<aklYf[]�gץ�lYj_]l�ak�)\)(���

)\)(�h]j[]fl�g^�l`]�\aklYf[]�l`Yl�oYk�lg�Z]�ljYn]d]\&�

>gj�]pYehd]$�a^�qgm�lja]\�lg�ljYn]d�)*(�ead]k$�dYf\]\�gץ�

lYj_]l$�Yf\�jgdd]\�Y�-�Yf\�+�gf�l`]�log�\)(k$�l`]f�qgm�

ogmd\�Z]�gץ�lYj_]l�Zq�)-�h]j[]fl$�gj�)0�ead]k&�L`]�<E�

\]l]jeaf]k�l`]�\aj][lagf�gץ�lYj_]l�jYf\gedq�Zq�jgddaf_�Y�

\0�Yf\�\]ka_fYlaf_�)�Yk�fgjl`$�*�Yk�fgjl`]Ykl$�+�Yk�]Ykl$�

Yf\�kg�gf�Yjgmf\�l`]�hgaflk�g^�l`]�[gehYkk&�A^�qgm�o]j]�

l]d]hgjlaf_�lg�Y�[gYklYd�[alq�Yf\�ogmf\�mh�)0�ead]k�gml�

Yl�k]Y$�qgm�[gmd\�Z]�af�ljgmZd]&

 Similar Area.�Qgm�Yf\�qgmj�_jgmh� gj�l`]�lYj_]l�

gZb][l!�oaf\�mh�af�Y�\aץ]j]fl�Yj]Y�l`YlÌk�nakmYddq�gj�

l`]eYla[Yddq�kaeadYj�lg�l`]�lYj_]l�Yj]Y&�A^�qgm�Yj]�

`]Y\af_�^gj�qgmj�`ge]�dYZgjYlgjq$�^gj�]pYehd]$�qgm�

ea_`l�oaf\�mh�af�Yfgl`]j�oarYj\Ìk�dYZgjYlgjq�gj�af�

Yf�Yd[`]ea[Yd�kmhhdq�k`gh�l`Yl�`Yk�eYfq�g^�l`]�kYe]�

lggdk�Yf\�aehd]e]flk�Yk�qgmj�dYZgjYlgjq&�?]f]jYddq$�

qgm�Yhh]Yj�af�l`]�[dgk]kl�kaeadYj�hdY[]$�Zml�kaf[]�l`]�

kh]dd�`Yk�fg�jYf_]�daeal$�qgm�[gmd\�[gf[]anYZdq�oaf\�mh�

anywhere on the plane.

 Mishap.�L`]�kh]ddÌk�mfhj]\a[lYZd]�eY_a[�j]kmdlk�af�Y�

\a[mdl�bgmjf]q&�=Y[`�l]d]hgjlaf_�[j]Ylmj]� gj�l`]�lYj_]l�

gZb][l!�lYc]k�+\)(�^gj[]�\YeY_]$�Yf\�l`]�<E�j]jgddk�gf�

l`]�lYZd]�lg�k]]�o`]j]�qgm�oaf\�mh� emdlahd]�eak`Yhk�

[Yf�g[[mj$�\]Ydaf_�\YeY_]�]Y[`�lae]!&

Thaumaturgy
LjYfkemlYlagf�[Yfljah

Casting Time: 1 action

Range: +(�^]]l

Components: N

Duration: Mh�lg�)�eafml]

Qgm�eYfa^]kl�Y�eafgj�ogf\]j$�Y�ka_f�g^�kmh]jfYlmjYd�

hgo]j$�oal`af�jYf_]&�Qgm�[j]Yl]�gf]�g^�l`]�^gddgoaf_�

eY_a[Yd�]ץ][lk�oal`af�jYf_]2

�� Qgmj�nga[]�Zggek�mh�lg�l`j]]�lae]k�Yk�dgm\�Yk�fgjeYd�

^gj�)�eafml]&
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� A^�qgm�eYaflYaf�qgmj�[gf[]fljYlagf�gf�l`ak�kh]dd�^gj�

alk�o`gd]�\mjYlagf$�l`]�oYdd�Z][ge]k�h]jeYf]fl�Yf\�

[YfÌl�Z]�\akh]dd]\&�Gl`]joak]$�l`]�oYdd�\akYhh]Yjk�o`]f�

the spell ends.

Warding Bond
*f\%d]n]d�YZbmjYlagf

Casting Time: 1 action

Range: Lgm[`

Components: N$�K$�E� Y�hYaj�g^�hdYlafme�jaf_k�ogjl`�Yl�

d]Ykl�-(�_h�]Y[`$�o`a[`�qgm�Yf\�l`]�lYj_]l�emkl�o]Yj�

^gj�l`]�\mjYlagf!

Duration: )�`gmj

L`ak�kh]dd�oYj\k�Y�oaddaf_�[j]Ylmj]�qgm�lgm[`�Yf\�

[j]Yl]k�Y�eqkla[�[gff][lagf�Z]lo]]f�qgm�Yf\�l`]�lYj_]l�

mflad�l`]�kh]dd�]f\k&�O`ad]�l`]�lYj_]l�ak�oal`af�.(�^]]l�g^�

qgm$�al�_Yafk�Y�#)�Zgfmk�lg�9;�Yf\�kYnaf_�l`jgok$�Yf\�

al�`Yk�j]kaklYf[]�lg�Ydd�\YeY_]&�9dkg$�]Y[`�lae]�al�lYc]k�

\YeY_]$�qgm�lYc]�l`]�kYe]�Yegmfl�g^�\YeY_]&

� L`]�kh]dd�]f\k�a^�qgm�\jgh�lg�(�`al�hgaflk�gj�a^�qgm�

Yf\�l`]�lYj_]l�Z][ge]�k]hYjYl]\�Zq�egj]�l`Yf�.(�^]]l&�

It also ends if the spell is cast again on either of the 

[gff][l]\�[j]Ylmj]k&�Qgm�[Yf�Ydkg�\akeakk�l`]�kh]dd�

as an action.

Web
*f\%d]n]d�[gfbmjYlagf

Casting Time: 1 action

Range: .(�^]]l

Components: N$�K$�E� Y�Zal�g^�kha\]jo]Z!

Duration: ;gf[]fljYlagf$�mh�lg�)�`gmj

Qgm�[gfbmj]�Y�eYkk�g^�l`a[c$�kla[cq�o]ZZaf_�Yl�Y�hgafl�g^�

qgmj�[`ga[]�oal`af�jYf_]&�L`]�o]Zk�Õdd�Y�*(%^ggl�[mZ]�

^jge�l`Yl�hgafl�^gj�l`]�\mjYlagf&�L`]�o]Zk�Yj]�\a[mdl�

l]jjYaf�Yf\�da_`ldq�gZk[mj]�l`]aj�Yj]Y&

� A^�l`]�o]Zk�Yj]fÌl�Yf[`gj]\�Z]lo]]f�log�kgda\�eYkk]k�

 km[`�Yk�oYddk�gj�lj]]k!�gj�dYq]j]\�Y[jgkk�Y�Öggj$�oYdd$�

gj�[]adaf_$�l`]�[gfbmj]\�o]Z�[gddYhk]k�gf�alk]d^$�Yf\�l`]�

kh]dd�]f\k�Yl�l`]�klYjl�g^�qgmj�f]pl�lmjf&�O]Zk�dYq]j]\�

gn]j�Y�ÖYl�kmj^Y[]�`Yn]�Y�\]hl`�g^�-�^]]l&

� =Y[`�[j]Ylmj]�l`Yl�klYjlk�alk�lmjf�af�l`]�o]Zk�gj�l`Yl�

]fl]jk�l`]e�\mjaf_�alk�lmjf�emkl�eYc]�Y�<]pl]jalq�

kYnaf_�l`jgo&�Gf�Y�^Yad]\�kYn]$�l`]�[j]Ylmj]�ak�j]kljYaf]\�

Yk�dgf_�Yk�al�j]eYafk�af�l`]�o]Zk�gj�mflad�al�Zj]Yck�^j]]&

� 9�[j]Ylmj]�j]kljYaf]\�Zq�l`]�o]Zk�[Yf�mk]�alk�Y[lagf�lg�

eYc]�Y�Klj]f_l`�[`][c�Y_Yafkl�qgmj�kh]dd�kYn]�<;&�A^�al�

km[[]]\k$�al�ak�fg�dgf_]j�j]kljYaf]\&

� L`]�o]Zk�Yj]�ÖYeeYZd]&�9fq�-%^ggl�[mZ]�g^�o]Zk�

]phgk]\�lg�Õj]�Zmjfk�YoYq�af�)�jgmf\$�\]Ydaf_�*\,�Õj]�

\YeY_]�lg�Yfq�[j]Ylmj]�l`Yl�klYjlk�alk�lmjf�af�l`]�Õj]&

Qgm�lgm[`�Y�[j]Ylmj]�l`Yl�`Yk�Z]]f�\]Y\�^gj�fg�dgf_]j�

l`Yf�*((�q]Yjk�Yf\�l`Yl�\a]\�^gj�Yfq�j]Ykgf�]p[]hl�

gd\�Y_]&�A^�l`]�[j]Ylmj]Ìk�kgmd�ak�^j]]�Yf\�oaddaf_$�l`]�

[j]Ylmj]�ak�j]klgj]\�lg�da^]�oal`�Ydd�alk�`al�hgaflk&

� L`ak�kh]dd�[dgk]k�Ydd�ogmf\k$�f]mljYdar]k�Yfq�hgakgf$�

[mj]k�Ydd�\ak]Yk]k$�Yf\�da^lk�Yfq�[mjk]k�Yץ][laf_�l`]�

[j]Ylmj]�o`]f�al�\a]\&�L`]�kh]dd�j]hdY[]k�\YeY_]\�gj�

missing organs and limbs.

� L`]�kh]dd�[Yf�]n]f�hjgna\]�Y�f]o�Zg\q�a^�l`]�gja_afYd�

fg�dgf_]j�]paklk$�af�o`a[`�[Yk]�qgm�emkl�kh]Yc�l`]�

[j]Ylmj]Ìk�fYe]&�L`]�[j]Ylmj]�l`]f�Yhh]Yjk�af�Yf�

mfg[[mha]\�khY[]�qgm�[`ggk]�oal`af�)(�^]]l�g^�qgm&

True Seeing
.l`%d]n]d�\anafYlagf

Casting Time: 1 action

Range:�Lgm[`

Components:�N$�K$�E� Yf�gafle]fl�^gj�l`]�]q]k�l`Yl�

[gklk�*-�_h3�ak�eY\]�^jge�emk`jgge�hgo\]j$�kYץjgf$�

Yf\�^Yl3�Yf\�ak�[gfkme]\�Zq�l`]�kh]dd!

Duration:�)�`gmj

L`ak�kh]dd�_an]k�l`]�oaddaf_�[j]Ylmj]�qgm�lgm[`�l`]�YZadalq�

lg�k]]�l`af_k�Yk�l`]q�Y[lmYddq�Yj]&�>gj�l`]�\mjYlagf$�l`]�

[j]Ylmj]�`Yk�ljm]ka_`l$�fgla[]k�k][j]l�\ggjk�`a\\]f�Zq�

eY_a[$�Yf\�[Yf�k]]�aflg�l`]�=l`]j]Yd�HdYf]$�Ydd�gml�lg�Y�

jYf_]�g^�)*(�^]]l&

Wall of Stone
-l`%d]n]d�]ng[Ylagf

Casting Time: 1 action

Range:�)*(�^]]l

Components:�N$�K$�E� Y�keYdd�Zdg[c�g^�_jYfal]!

Duration:�;gf[]fljYlagf$�mh�lg�)(�eafml]k

9�fgfeY_a[Yd�oYdd�g^�kgda\�klgf]�khjaf_k�aflg�]pakl]f[]�

Yl�Y�hgafl�qgm�[`ggk]�oal`af�jYf_]&�L`]�oYdd�ak�.�af[`]k�

l`a[c�Yf\�ak�[gehgk]\�g^�l]f�)(%^ggl%Zq%)(%^ggl�hYf]dk&�

=Y[`�hYf]d�emkl�Z]�[gfla_mgmk�oal`�Yl�d]Ykl�gf]�gl`]j�

hYf]d&�9dl]jfYlan]dq$�qgm�[Yf�[j]Yl]�)(%^ggl%Zq%*(%^ggl�

hYf]dk�l`Yl�Yj]�gfdq�+�af[`]k�l`a[c&

� A^�l`]�oYdd�[mlk�l`jgm_`�Y�[j]Ylmj]Ìk�khY[]�o`]f�al�

Yhh]Yjk$�l`]�[j]Ylmj]�ak�hmk`]\�lg�gf]�ka\]�g^�l`]�oYdd�

 qgmj�[`ga[]!&�A^�Y�[j]Ylmj]�ogmd\�Z]�kmjjgmf\]\�gf�Ydd�

ka\]k�Zq�l`]�oYdd� gj�l`]�oYdd�Yf\�Yfgl`]j�kgda\�kmj^Y[]!$�

l`Yl�[j]Ylmj]�[Yf�eYc]�Y�<]pl]jalq�kYnaf_�l`jgo&�Gf�Y�

km[[]kk$�al�[Yf�mk]�alk�j]Y[lagf�lg�egn]�mh�lg�alk�kh]]\�kg�

that it is no longer enclosed by the wall.

� L`]�oYdd�[Yf�`Yn]�Yfq�k`Yh]�qgm�\]kaj]$�l`gm_`�al�

[YfÌl�g[[mhq�l`]�kYe]�khY[]�Yk�Y�[j]Ylmj]�gj�gZb][l&�

L`]�oYdd�\g]kfÌl�f]]\�lg�Z]�n]jla[Yd�gj�j]kl�gf�Yfq�Õje�

^gmf\Ylagf&�Al�emkl$�`go]n]j$�e]j_]�oal`�Yf\�Z]�kgda\dq�

kmhhgjl]\�Zq�]paklaf_�klgf]&�L`mk$�qgm�[Yf�mk]�l`ak�kh]dd�

to bridge a chasm or create a ramp.

� A^�qgm�[j]Yl]�Y�khYf�_j]Yl]j�l`Yf�*(�^]]l�af�d]f_l`$�qgm�

emkl�`Ydn]�l`]�kar]�g^�]Y[`�hYf]d�lg�[j]Yl]�kmhhgjlk&�

Qgm�[Yf�[jm\]dq�k`Yh]�l`]�oYdd�lg�[j]Yl]�[j]f]ddYlagfk$�

battlements, and so on.

� L`]�oYdd�ak�Yf�gZb][l�eY\]�g^�klgf]�l`Yl�[Yf�Z]�

\YeY_]\�Yf\�l`mk�Zj]Y[`]\&�=Y[`�hYf]d�`Yk�9;�)-�Yf\�

+(�`al�hgaflk�h]j�af[`�g^�l`a[cf]kk&�J]\m[af_�Y�hYf]d�

lg�(�`al�hgaflk�\]kljgqk�al�Yf\�ea_`l�[Ymk]�[gff][l]\�

hYf]dk�lg�[gddYhk]�Yl�l`]�<EÌk�\ak[j]lagf&
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Paralyzed
�� 9�hYjYdqr]\�[j]Ylmj]�ak�af[YhY[alYl]\� k]]�l`]�[gf\a-

lagf!�Yf\�[YfÌl�egn]�gj�kh]Yc&

�� L`]�[j]Ylmj]�YmlgeYla[Yddq�^Yadk�Klj]f_l`�Yf\�

<]pl]jalq�kYnaf_�l`jgok&

�� 9llY[c�jgddk�Y_Yafkl�l`]�[j]Ylmj]�`Yn]�Y\nYflY_]&

�� 9fq�YllY[c�l`Yl�`alk�l`]�[j]Ylmj]�ak�Y�[jala[Yd�`al�a^�l`]�

YllY[c]j�ak�oal`af�-�^]]l�g^�l`]�[j]Ylmj]&

Petrified
�� 9�h]ljaÕ]\�[j]Ylmj]�ak�ljYfk^gje]\$�Ydgf_�oal`�Yfq�

nonmagical object it is wearing or carrying, into a 

kgda\�afYfaeYl]�kmZklYf[]� mkmYddq�klgf]!&�Alk�o]a_`l�

increases by a factor of ten, and it ceases aging.

�� L`]�[j]Ylmj]�ak�af[YhY[alYl]\� k]]�l`]�[gf\alagf!$�[YfÌl�

egn]�gj�kh]Yc$�Yf\�ak�mfYoYj]�g^�alk�kmjjgmf\af_k&

�� 9llY[c�jgddk�Y_Yafkl�l`]�[j]Ylmj]�`Yn]�Y\nYflY_]&

�� L`]�[j]Ylmj]�YmlgeYla[Yddq�^Yadk�Klj]f_l`�Yf\�

<]pl]jalq�kYnaf_�l`jgok&

�� L`]�[j]Ylmj]�`Yk�j]kaklYf[]�lg�Ydd�\YeY_]&

�� L`]�[j]Ylmj]�ak�aeemf]�lg�hgakgf�Yf\�\ak]Yk]$�

Ydl`gm_`�Y�hgakgf�gj�\ak]Yk]�Ydj]Y\q�af�alk�kqkl]e�

ak�kmkh]f\]\$�fgl�f]mljYdar]\&

Poisoned
�� 9�hgakgf]\�[j]Ylmj]�`Yk�\akY\nYflY_]�gf�YllY[c�jgddk�

and ability checks.

Prone
�� 9�hjgf]�[j]Ylmj]Ìk�gfdq�egn]e]fl�ghlagf�ak�lg�[jYod$�

mfd]kk�al�klYf\k�mh�Yf\�l`]j]Zq�]f\k�l`]�[gf\alagf&

�� L`]�[j]Ylmj]�`Yk�\akY\nYflY_]�gf�YllY[c�jgddk&

�� 9f�YllY[c�jgdd�Y_Yafkl�l`]�[j]Ylmj]�`Yk�Y\nYflY_]�a^�l`]�

YllY[c]j�ak�oal`af�-�^]]l�g^�l`]�[j]Ylmj]&�Gl`]joak]$�

the attack roll has disadvantage.

Restrained
�� 9�j]kljYaf]\�[j]Ylmj]Ìk�kh]]\�Z][ge]k�($�Yf\�al�[YfÌl�

Z]f]Õl�^jge�Yfq�Zgfmk�lg�alk�kh]]\&

�� 9llY[c�jgddk�Y_Yafkl�l`]�[j]Ylmj]�`Yn]�Y\nYflY_]$�

Yf\�l`]�[j]Ylmj]Ìk�YllY[c�jgddk�`Yn]�\akY\nYflY_]&

�� L`]�[j]Ylmj]�`Yk�\akY\nYflY_]�gf�<]pl]jalq�

saving throws.

Stunned
�� 9�klmff]\�[j]Ylmj]�ak�af[YhY[alYl]\� k]]�l`]�[gf\a-

lagf!$�[YfÌl�egn]$�Yf\�[Yf�kh]Yc�gfdq�^Ydl]jaf_dq&

�� L`]�[j]Ylmj]�YmlgeYla[Yddq�^Yadk�Klj]f_l`�Yf\�

<]pl]jalq�kYnaf_�l`jgok&

�� 9llY[c�jgddk�Y_Yafkl�l`]�[j]Ylmj]�`Yn]�Y\nYflY_]&

Unconscious
�� 9f�mf[gfk[agmk�[j]Ylmj]�ak�af[YhY[alYl]\� k]]�l`]�

[gf\alagf!$�[YfÌl�egn]�gj�kh]Yc$�Yf\�ak�mfYoYj]�

g^�alk�kmjjgmf\af_k&

�� L`]�[j]Ylmj]�\jghk�o`Yl]n]j�alÌk�`gd\af_�Yf\�

falls prone.

�� L`]�[j]Ylmj]�YmlgeYla[Yddq�^Yadk�Klj]f_l`�Yf\�

<]pl]jalq�kYnaf_�l`jgok&

�� 9llY[c�jgddk�Y_Yafkl�l`]�[j]Ylmj]�`Yn]�Y\nYflY_]&

�� 9fq�YllY[c�l`Yl�`alk�l`]�[j]Ylmj]�ak�Y�[jala[Yd�`al�a^�l`]�

YllY[c]j�ak�oal`af�-�^]]l�g^�l`]�[j]Ylmj]&

;ONDITIONS ALTER A CREATURE’S CAPABILITIES IN A 

nYja]lq�g^�oYqk�Yf\�[Yf�Yjak]�Yk�Y�j]kmdl�g^�Y�kh]dd$�Y�

[dYkk�^]Ylmj]$�Y�egfkl]jÌk�YllY[c$�gj�gl`]j�]ץ][l&�Egkl�

[gf\alagfk$�km[`�Yk�Zdaf\]\$�Yj]�aehYaje]flk$�Zml�Y�^]o$�

km[`�Yk�afnakaZd]$�[Yf�Z]�Y\nYflY_]gmk&

� 9�[gf\alagf�dYklk�]al`]j�mflad�al�ak�[gmfl]j]\� l`]�hjgf]�

[gf\alagf�ak�[gmfl]j]\�Zq�klYf\af_�mh$�^gj�]pYehd]!�

gj�^gj�Y�\mjYlagf�kh][aÕ]\�Zq�l`]�]ץ][l�l`Yl�aehgk]\�

the condition.

� A^�emdlahd]�]ץ][lk�aehgk]�l`]�kYe]�[gf\alagf�gf�Y�

[j]Ylmj]$�]Y[`�afklYf[]�g^�l`]�[gf\alagf�`Yk�alk�gof�

\mjYlagf$�Zml�l`]�[gf\alagfÌk�]ץ][lk�\gfÌl�_]l�ogjk]&�

9�[j]Ylmj]�]al`]j�`Yk�Y�[gf\alagf�gj�\g]kfÌl&

� L`]�^gddgoaf_�\]Õfalagfk�kh][a^q�o`Yl�`Yhh]fk�lg�

Y�[j]Ylmj]�o`ad]�al�ak�kmZb][l]\�lg�Y�[gf\alagf&

Blinded
�� 9�Zdaf\]\�[j]Ylmj]�[YfÌl�k]]�Yf\�YmlgeYla[Yddq�^Yadk�

Yfq�YZadalq�[`][c�l`Yl�j]imaj]k�ka_`l&

�� 9llY[c�jgddk�Y_Yafkl�l`]�[j]Ylmj]�`Yn]�Y\nYflY_]$�Yf\�

l`]�[j]Ylmj]Ìk�YllY[c�jgddk�`Yn]�\akY\nYflY_]&

Charmed
�� 9�[`Yje]\�[j]Ylmj]�[YfÌl�YllY[c�l`]�[`Yje]j�gj�lYj_]l�

l`]�[`Yje]j�oal`�`Yje^md�YZadala]k�gj�eY_a[Yd�]ץ][lk&

�� L`]�[`Yje]j�`Yk�Y\nYflY_]�gf�Yfq�YZadalq�[`][c�lg�

afl]jY[l�kg[aYddq�oal`�l`]�[j]Ylmj]&

Deafened
�� 9�\]Y^]f]\�[j]Ylmj]�[YfÌl�`]Yj�Yf\�YmlgeYla[Yddq�^Yadk�

Yfq�YZadalq�[`][c�l`Yl�j]imaj]k�`]Yjaf_&

Frightened
�� 9�^ja_`l]f]\�[j]Ylmj]�`Yk�\akY\nYflY_]�gf�YZadalq�

[`][ck�Yf\�YllY[c�jgddk�o`ad]�l`]�kgmj[]�g^�alk�^]Yj�ak�

within line of sight.

�� L`]�[j]Ylmj]�[YfÌl�oaddaf_dq�egn]�[dgk]j�lg�l`]�kgmj[]�

of its fear.

Grappled
�� 9�_jYhhd]\�[j]Ylmj]Ìk�kh]]\�Z][ge]k�($�Yf\�al�[YfÌl�

Z]f]Õl�^jge�Yfq�Zgfmk�lg�alk�kh]]\&

�� L`]�[gf\alagf�]f\k�a^�l`]�_jYhhd]j�ak�af[YhY[alYl]\�

 k]]�l`]�[gf\alagf!&

�� L`]�[gf\alagf�Ydkg�]f\k�a^�Yf�]ץ][l�j]egn]k�l`]�

_jYhhd]\�[j]Ylmj]�^jge�l`]�j]Y[`�g^�l`]�_jYhhd]j�gj�

_jYhhdaf_�]ץ][l$�km[`�Yk�o`]f�Y�[j]Ylmj]�ak�`mjd]\�

away by the l`mf\]j�oYn] spell.

Incapacitated
�� 9f�af[YhY[alYl]\�[j]Ylmj]�[YfÌl�lYc]�Y[lagfk�

or reactions.

Invisible
�� 9f�afnakaZd]�[j]Ylmj]�ak�aehgkkaZd]�lg�k]]�oal`gml�l`]�

Ya\�g^�eY_a[�gj�Y�kh][aYd�k]fk]&�>gj�l`]�hmjhgk]�g^�

`a\af_$�l`]�[j]Ylmj]�ak�`]Ynadq�gZk[mj]\&�L`]�[j]Y-

lmj]Ìk�dg[Ylagf�[Yf�Z]�\]l][l]\�Zq�Yfq�fgak]�al�eYc]k�

or any tracks it leaves.

�� 9llY[c�jgddk�Y_Yafkl�l`]�[j]Ylmj]�`Yn]�\akY\nYflY_]$�

Yf\�l`]�[j]Ylmj]Ìk�YllY[c�jgddk�`Yn]�Y\nYflY_]&

Appendix: Conditions
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Exhaustion
Some special abilities and environmental hazards, such as 
VWDUYDWLRQ�DQG�WKH�ORQJ�WHUP�HŚHFWV�RI�IUHH]LQJ�RU�VFRUFKLQJ�
temperatures, can lead to a special condition called 
H[KDXVWLRQ��([KDXVWLRQ�LV�PHDVXUHG�LQ�VL[�OHYHOV��$Q�HŚHFW�
can give a creature one or more levels of exhaustion, as 
VSHFLśHG�LQ�WKH�HŚHFWôV�GHVFULSWLRQ�

/HYHO� (ŚHFW
 1 Disadvantage on ability checks
 2 Speed halved
 3 Disadvantage on attack rolls and saving throws 
 4 Hit point maximum halved
� �� 6SHHG�UHGXFHG�WR��
 6 Death

,I�DQ�DOUHDG\�H[KDXVWHG�FUHDWXUH�VXŚHUV�DQRWKHU�HŚHFW�WKDW�
causes exhaustion, its current level of exhaustion increases 
E\�WKH�DPRXQW�VSHFLśHG�LQ�WKH�HŚHFWôV�GHVFULSWLRQ�
� $�FUHDWXUH�VXŚHUV�WKH�HŚHFW�RI�LWV�FXUUHQW�OHYHO�RI�
exhaustion as well as all lower levels. For example, a creature 
VXŚHULQJ�OHYHO���H[KDXVWLRQ�KDV�LWV�VSHHG�KDOYHG�DQG�KDV�
disadvantage on ability checks.
� $Q�HŚHFW�WKDW�UHPRYHV�H[KDXVWLRQ�UHGXFHV�LWV�OHYHO�DV�
VSHFLśHG�LQ�WKH�HŚHFWôV�GHVFULSWLRQ��ZLWK�DOO�H[KDXVWLRQ�
HŚHFWV�HQGLQJ�LI�D�FUHDWXUHôV�H[KDXVWLRQ�OHYHO�LV�
reduced below 1.
 Finishing a long rest reduces a creature’s exhaustion level 
by 1, provided that the creature has also ingested some 
food and drink.
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What Comes Next?
AVING DELVED INTO THE DEPTHS OF  
[`YjY[l]j�[j]Ylagf$�alÌk�lae]�lg�[gfka\]j�

qgmj�f]pl�kl]hk&�L`]�^mf�g^�<�< is in 

hdYqaf_�l`]�_Ye]$�fgl�bmkl�eYcaf_�mh�

[`YjY[l]jk� l`gm_`�l`YlÌk�^mf$�lgg!&

� L`]�KlYjl]j�K]l�ak�Y�_j]Yl�f]pl�kl]h�a^�qgm�oYfl�lg�ljq�

qgmj�`Yf\�Yl�Z]af_�Y�<mf_]gf�EYkl]j�Yf\�afljg\m[]�

qgmj�^ja]f\k�lg�l`]�_Ye]&�A^�qgm�\gfÌl�cfgo�Yfq�<Ek$�ljq�

lYcaf_�gf�l`Yl�jgd]�qgmjk]d^&�L`]�KlYjl]j�K]l is the best 

hdY[]�lg�Z]_af�qgmj�bgmjf]q&

� L`]�HdYq]jÌk�@Yf\Zggc�ak�qgmj�]kk]flaYd�_ma\]�lg�

Y\\alagfYd�jY[]k$�[dYkk]k$�ZY[c_jgmf\k$�Yf\�gl`]j�

[mklgearYlagf�ghlagfk�km[`�Yk�^]Ylk�Yf\�emdla[dYkkaf_&�

QgmÌdd�Ydkg�Õf\�egj]�l`Yf�log�`mf\j]\�]pljY�kh]ddk�Yf\�

Y�Z]Ymla^md�YjjYq�g^�Yjl�\]ha[laf_�]d]e]flk�g^�<�<&

� L`]�Egfkl]j�EYfmYd describes the most important 

monsters in the <জळક���<ߣজક�mfan]jk]&�L`]�

eYfmYd�ak�Yae]\�Yl�<Ek$�Zml�alÌk�Ydkg�Y�mk]^md�j]^]j]f[]�

for players.

� L`]�<mf_]gf�EYkl]jÌk�?ma\]�ak�l`]�mdlaeYl]�lge]�

g^�<E�dgj]&�Al�af[dm\]k�eY_a[�al]ek$�ghlagfYd�jmd]k$�

Yf\�_ma\]daf]k�^gj�[j]Ylaf_�]n]jql`af_�^jge�Y�kaehd]�

\mf_]gf�lg�Yf�]flaj]�[gkegk�^gj�qgmj�[YehYa_f&�

� =Y[`�q]Yj�Zjaf_k�l`]�hmZda[Ylagf�g^�f]o�<�< 

Y\n]flmj]k&�L`]k]�k[]fYjagk�Yf\�[YehYa_fk�Yj]�l`]�

h]j^][l�oYq�lg�ljq�qgmj�`Yf\�Yl�jmffaf_�Y�<�< game 

oal`�Y�eafaeme�g^�ogjc&�

� Dggcaf_�^gj�Y�j]_mdYj�<�< game or prefer dropping in 

o`]f�qgm�`Yn]�lae]7�;`][c�l`]�Klgj]�Yf\�=n]fl�Dg[Ylgj�

gf�gmj�o]Zkal]�lg�k]]�a^�qgmj�dg[Yd�_Ye]�klgj]�ak�jmffaf_�

]n]flk�km[`�Yk�<�<�=f[gmfl]jk�gj�<�<�=ph]\alagfk&

� :jaf_�qgmj�_Ye]k�lg�da^]�oal`�Y�kmal]�g^�]f`Yf[]e]flk�

^jge�Y�jgZmkl�k]l�g^�hdYq]j�Yf\�<E�\a_alYd�lggdk�lg�

Y[[]kkgja]k�dac]�eafaYlmj]k$�nafqd�eYlk$�[YehYa_f�eYhk$�

clothing, and more.

� Al�akfÌl�YdoYqk�hgkkaZd]�lg�_Yl`]j�Y�j]_mdYj�_Yeaf_�

_jgmh&�Af�km[`�kalmYlagfk$�<জळક���<ߣজક  

ZgYj\�_Ye]k�hj]k]fl�Yf�a\]Yd�[YkmYd�hdYq�]ph]ja]f[]&�

QgmÌdd�Ydkg�Õf\�Y�nYja]lq�g^�\a_alYd�_Ye]k�l`Yl�gץ]j�

a <�<�]ph]ja]f[]�Y[jgkk�EY[$�H;$�lYZd]lk$�Yf\�

mobile devices.

Level up your D&D game by visiting 
DungeonsandDragons.com  

to see the suite of  
DUNGEONS & DRAGONS offerings.
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