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Foreword
•••••••••••••••••••••••••••••••••••••••••••••••••

I Jou have to rcall.. that, U y«J"..., never p1ayod DUNGEONS &. DRAGONSJl before, I am Incredibly ~alous of y«J on two C<lYn'•.

For on< thing. you'", about to 61"'rI<nce a whole tlUCkIo»d 01 awesome II......
Your 11,., dUIly""", y«Jl IIrs' elitle'" hit. your UlSl dragon .bln, y<JYl IIrs' go
at """08 the world _ oil lh_ awall you. D&D Is mofe than. g...... It'. an
operaling 'YO''''' for: the Im>gloatlon. a tool to crall and .h"", d",ams 01 eJ>ic
hanl... hon1!1c >1110100, and noble b.""", with y«Jl fr1emls. II you'"" ne>=
p"~ the~ belo.... you .'" In fOf • wild lid•.

For .oother, y«J ha"" • J'lI' oIexl""" ,bowing you the """,,". lletw~ the
two 01 them, Bill S1avk:..,k and Rich B.k., h,,,,, put mo'" II .... Into thinking.
writing. and building D&D 'bon any oIher p>.Ir ol game d.-igr"" you could
""..... B:>ck In the day, '..mlng D&D con,l,t<d prlmorlly oIl1"tltn8 lhe rules
wrong. OTIfUln~over what was ,upJ>OlIed 10 hap!"," nexl. and making things
up on the ny. If D&D ,. the Imagination'. operating sysl<1Jl. then thl. book Is
your u...'. monual.

You 101gb! bo Intlmlda,ed by the slle oIlhls book or '~sheor~glh 01 0&0'.
'hre< COl<' rulebooks, the Pfap'. &00_, 'helJungroll M","'r·. Guide. and
the_rMan..,I. Unll~ many ga...... D&D Isn't aboul m<f1IOI"lzlng the rules
and Iollowlng 'hem 10 the lett... HavIng a f>"od Ume, teUlng on adlng .tory.
and honglng oul wUh your IHend. Is more Imf'O"on' 'hon gelling every'hlng
right. D&D Is a cooperative game where you ond your IHend. work t"ll"'h...
ThaI applies equally '0 fighting a d,agon and '0 learning the ,ules. So. If you
hove any worries about mcm<JI"Izlng the entire game, sci them aside. The rules
arc therelo keep everythlng o'llonl.cd. mokc Ihlngs 101, lor everyone. and help
"",..mlne who' hoppons ne.t. The)'re lIIlklcUncs. ooIlnoherable, WKjucs'ion­
able laws.

As you sc, ou, 00 your career .. a D&D player. oIlow me to off.. my own 1I1'Ie
conlrlhutloo to your growtng undc..tondlng 01 the gOllTlC. The nice thlng about
writing a lorcword Is tho' I get In a word bolore Bill and RIch, So, here·. my bit
01 advice:

Thou sholt be a hero. If 'here Is a dragon lho' needs .laytng. a kingdom thaI
needs llboratlng, or a demon that need. to be chued back 10 lhe Abyss. draw
your sword. ready your .peIls, and leap '0 action. All 01 us are grea' In onr
dreams, and D&D Is where our dreams come allttle bit dos.. to Ill..



H."" fun. may you ron many 201.•nd may the ore•. tron•.•nd 81""t. you IKe
be pl.gued wllh roiling 1 .tier l. (Don't worry Ju.t ",ad .hoad .nd 000tl thot
wlll ""'k0l"'rfed .......)

_MikoM..,l.

Mlko I. Lead Gorne DevoIop<r for the DUNGEONS" DRAGONS gom< ot Wiurd.
nI the C"".t. In addltiOfl tn .n the work Mike r... doue OIl the 4th Edlfioo nI the
g...... he h.. co-.author:<d. number nI 4E ad"""tu"",. Including Keep 0Il1he
Shadowfell. ThundenpU< LabyrinJh. :rnd Pymmid oISi>ado<lJ>.
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Chapter 1

Preparing for Adventure
•••••••••••••••••••••••••••••••••••••••••••••••••
1ft TIIis Cltqtr,
~ E>pIorln~ the o~gl"" and objectives 01~ '"~

~ Looking at IhHornJ>Ollento 01 the g;o....

~ Explaining the 10le 01 the Dung<on M..,or

~ Enmlning the things y«J n<>e<I to p~y

~ UnderslaIldlng the dlfl.,.enl exprMO'O,," 01 the~

~ Joining a lot_level gam<

•••••••••••••••••••••••••••••••••••••••••••••••••

E:veryone piay<d m.k~l""" dU!1ng childhood. Wh.theT y«J p..ye<t
cops and _ro. cowboy. and [od .."". "uperh.,oos. or firelighters. you

op<1led up J'<I'Ir Imagination and prd<1lded to be ,omethlng other 'h"" your_
...,If, iJl.ooJroN> &. lJRAGof<'; I•• g;om. 01 the Imoglnatlon. a ......p1.ylng game
where pl.)"''' toke on the roles 01 """,zlog hcroes In a med.,.... lon'asy ..,,_
tlng. It's Juollikoe make-believe, only more sophisticated. grown up. and run.
D&D glVH form and .lructUl< to your Imogln.lion, CTNltOg a I<'.u", acllvlly
,hat'. more IntcracU"" ando~ ,h.., any movie. novel. or coml"'ler
game.

The backdrop for D&D I•• mylhologlcal world ol ralry tal... "pic ad""nlures.
and mOIl...... wI><", h~roeo g;>ln J>OW~r and magic 10 win agolnol .all kind. 01
challenge• ..,d vUlollno. Thl. ba.ckdrop owes mLICh 10 t.." ..y novelo. Includ­
Ing n,., LoTd 011M Ri"IJS 111logy by J.R.R. Tolkl..,. hu' .al>o '0 a 1Or1 ot coll«_
II"" COII>ctoulIle>. conol.llng of mal~rl.al from comic hoob. 1'0' .hows.
movie>. and OIh.. fant,,-,y_relaled Inllu.enc... Over: tl>< cour", oIlIlO'" lhan
3Il~. D&D h"-'. In tum. InllU<1lced .uch medl. ond h~lf>ed od th~ .tage
for: th~ comput~r gamr Indu."'y. Thl. chapl~r provkleo an o""mew 01 ,I><
gam~..,d expIOf" IOItl< 0111>< 'opic. 'ha' w~ dl.cull In great~r del.1I
throughout th~ hook.
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What lsD&DJ
The lJI.ooJEoN> &. lJIu.c.oN> RoIepbylng G.ome Is full 01 lan'as'ic locallOlU.
drange c~lures.m"lllc Uern•• '",a.ure. and 1010 oj mon.'e... Im"lllne an
ancien, place and time. Imagine. world much like our own, Ioog "8". whe'"
armored warrl.... Wle .word. and bow3. cas'les .1' "OP wooded hill•. and
'hatched col'ages clump 'ogether he'" .nd 'her. oc,.... ,he countryolde.

The origin of D&D
h stlned with w.'lI.m•••• pGIlul" p...... in
wI1ich ~rticiponts re-<:reat. f...... bam•• on
• tabletop ..inoj .....llioju,.... Int!>e mid·1!lln1.
G.ry Gyglll looned ••mol group of w. 'lI.me,.
w!Ml met regul.rIy.nd .., .LIt to publish n.w
wlfg...... Thi. led to t!>e d...lapmOilt of the
C".,..".~mini ruIe~ .nd by 1971, G\"l1J(
• dded '""'lem 1,ules"" .xp.od.d the
g.m. to ,,,,,Iod, fontn., er",",,, 'U'h n
.""'~ dw nd """''''...

In lill, D Am."", "me to GYilX with.
now tak. on th< t"oilion.1 w"g.m•. Gon.
were the m.n'" .rmi... E"h pI.yer h.d.
singl. ,,",,,,,or ~k. the "hero· ,,",,,<ters in
Chainm.l Astnryt<lIe, ren th< g.me. unfoldinoj
• ""nativ. in which the pl.y.,. were free to
,hoo>, th<ir own courses pi "tion lot .,oi,
'''re,''... Thi. WII•• ,oope,,,o,. oxpe'ience.
not • <ompelilive w''lI.m., in wI1ich the ploy­
.rs joined fo"•• to d.f••, "ihins.nd g.in
,....rd.

Thi. 'ombinltion of .....tur" g.ming .nd
playe, imsginstion <relted '1OUI1y new ..pe­
'''n". G\"lU .nd Arneson .001.borat.d on.
.etol oM', but theywe"o',.ble to ~nd • pub­
isher. So in 1974, G\"lllllorrnod. 'ompony hhst
....nt..1y wn <01.0 TSR, 1n,.1 .nd p"blished
llln&_1lo DuG_ him..~

In 1m, t!>e rule. we" totsly ,_n, .ndthe
o,igin.1 DuNG"'" &. fJ1lA."NS B..i< S.. wn
rel....d. 5.1" rooe ""diy, .nd ,he I'm.

bu.me • ph, nom.""" Aye., 101<,,' new
..,~on oJ the g.m" Ariv.n,ed flu_OIlS &.
fJIIID<lNslADlloDl. wa. inoorl"".d, published in
• se,ie. of high-q "lily h"d<O\Ier boob.

Th. 1!lllOs ,ontinu,d to ... "",-,rUble ;rowth
forthe ;.me, .nd newinitiOlive. stlneO d..-in;
thi. ",,,de. DIloD 00'<,1. were in,rodu"d, •
"noon ..ri" d,bUled on Setunloy momi"ll
TV,.nd new fon"", world. 1••lled ,amp.ign
..ttilll1>l for DIloD .uch •• DIlA""'...."'" .nd
!iR;a"<N1Iu.uI< .~.red.ln1_, th< ..<ond
.dition oJ ADIloD hit th< .he"'••, .nd the 1m.
uw th< birth of ""n """" "m~i;n ..tti"'l',
in,ludinoj R/,,,,'"-OfT, Dw S"'••oO 1'tJ.NE!CAI'E

In 1!197, TSR '''ng.d h.nd •. Wi,.,•• ot ,he
Con.. m.",. 01 the ph"""",o.1 tr.dinol ••rd
g.... MAGIC: T'" G._, p<>rch. sed the ,orn­
p.ny .0. "",",ed most 01 the er..'" stiff to
it. offi,,, in W.s!lin;l"" State. In 2CDI, the 3rd
,dition oJ m< DlJHG"NS Ilo DM",,"' g.m. w..
role.sed.

In XUI, DIloD 4th Edition hit.,< shelve•. The
newest edition ,"",,,,,trete. on m.1.ing • g,,"
g........n bene,. ,at,heti"ll up the fun.nd
.pe.d pi ploy", wei ...ddinoj online eompo­
n<n" vi. m, DIloD In.ider W,b .i1< l...... ,
dndin. idu. cod. Tod.yth< g.... i. more
popul" th.n ...er. Some ~ miIion people pl.y
DIloD .....ry month, ...inoj their imsgi""tions.nd
luoYing fun with their friend..
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Objectitles of the D&D Game
0&0 ls a cooper.tl"" gam<. not a coml""ltI"" one. In OIh.....ord •. you don'l
com!"'te again" the OIher players and you don't ;vIn by beating them.
In.lead. th... .,e. 101 01 dlll...,nl ....yo 10 ";vIn" the go..... The common
denominator In every vl<1ol)' condition I. fun Uyou and the OIhef pia)"'''
ha"" tun, everyone ...1.... game 01 0&0.

Stol1Jtelling
One ....y 10 "win" • 0&0 g..... ls to help lhe group tell a fun and .xclUng
.101)'. Whcth.. you .o,,,:,,,,.fully comp~leyour adVctllU'" Of f.1I ml....bly. If
everyone hoI • good U.....oo you conl~hule10 e",.tlng a .Iory Ih.1 eve,y_
one I. going 10 remember. Ihe group win•.

Unlike oIher game•.•ach 0&0 ad""nture Ih.t you play I. ju.l~la~ In the
contlnnlng saga ot your playeT characler .00 lhe olher ch.,acten In your
lP"oup. 01 rour.... you c.n pby ulngl. game """.ion and h."" a lP"e.1 tI .....
bul the real excU.ment and po_r ol the 0&0 go.... come> from lhe continu­
Ing .IOfY:lll your eh",act.. Improves and dcvelops from one odventu", 10 lhe
next. A continuing .tOfyll~""'''''" that even" hav. COlUC<jUCncCO. If you
lind. maEflc ....apon or a potion In one ad""nln for =mp~. you can u... II
In the nex!. And that evil nccrom""""r Ih.t got y? 1I'00ch oul' He I. likely
",turo In • lutu", advctltu... l0 c.u ... m"", lrouh~. joot 11k. vlllaln> In """"I•.
n' ...rico. and movIco.

Adventure goats
Every adventu", COiItaln. II. own .eI 01 vIcIOfy condition>. Sometimes 11". as
'Imple H ,u'vlvlng lhe dungeon and cocaplng. Of dele.tlng the boo. vlllaln .t
the h...rt 01 the tort",.. 01 evil. OIhef tI"",•. you might ha"" ••pecltlc goal 10
accompll.h (lake the evil ring and 10.. It In the volcano) Of a .peclfic mon­
.1er 10 beat (.lop lhe werewolf bcIOf. It ramP"8"" Ihrough the town again). If
you achieve lhe objcctlve oIlhe adventure. the g'oup ...1....

Character victories
II'hen yoo begin playtng 0&0. your ehoractef It",to 001 at tit level_ the
Iowcol experlenc' level. You, ch"'acler win. c.och II.... h. or .he defeat.
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mon.ters ond golns 61"'rI<ncC poIn.. and '",••ur•. With each new 1<",,1 your
character galns. h. 0' .he Increases In J'OWcr and reputallon, ~h In<<NO.
In wealth,~. and oqulpment I•• wln for Jl<'ur character,

LookinfJ at the Components of the Game
You n«<l ,h,... dl.tlnct components 10 pby alJu-.of'lS &. DIlAca<> g.....,

... P1ayen: You ".".,.j pl.)"'... usually two to .Ix oIthem. to tm on the
<Oleo 01 ad""ntu",,. In thelan...y world. The ad""nlu",.. <OIltrolied by
the playen are "'0 colJed Mro<1. or piay<r cbamc"'", (pc., lor short).

... A Duog«>n Muter: 11>< Dungro<! MaPe' (OM) con'rob oil the nonpIaye'
charoctc.. (NPC» _Ihe mons"". vllloln•. and other lucid.." .. charac_
ters that Inh.bit the ranl ••y world. 11>< DM _. the J>Kc oI\he slory
and rejc~ the act"'" as the adventure untold•.

... An ad""olu",: An adventure I. the actMty 'hat the pbyer charade,"
I"'rtlcll"'l< In. An adventure u.uolly COIl.I.t. 01 • bulc plot and a
number 01 <'flco,m'e... A3 the pbl=' (through their characters) Inter_
oct with the plo! and resol"" the <OCOUIIlers. thoy I><lp the DM lell a
.10ry. Th. cooIlhln~ I. that """y action tl>< pla)"'r choracte" perform
alleet. the twl.t. and tums 0/11>< plot. 00 lhot the outcome 0/11>< adven­
tu", wind. up 'U1p:1.tn~e""'"Y""".

Th. toliowln~ secUon. gl"" mOf. det.all. about .all tl>< varlouo part. 0/ th.
D&D.xpe~.

Plaljers and characters
Th. acUon l<'VQ1vc. arouoo tl>< chOlaclers In a D&D game lu" .. It doco
Olound the protagon I.!! 0/ a novel or the hero<> 0/ a movie. Each pla)"'rc~
ates a chOlacter (Of .elect. a rcady-to-play choract....och a. the ones p~
",nled In Chapters 3 throu~h 6), • I><roic adventurer who t. part 0/ a team
that regularly del""" Into dun~COIlS and baUle. mon""., l1>c", ChOlact...
tnclude mighty fight.... brave cleric., c""ntn~ rogues. and powerful wlzard•.
You lI"t to ploy the game while your charact.r lake! all the rI.ko.

Playln~ a D&D chOlacler I. boo 0/ hkc actln~. =epl CVCfyrhln~hOWCIlO
around th. gaming table. You don'l ha"" to dell""r lines or pcrlorm .Iunl•.
Ju.t Und a comlOflable "'at. .xp/aln whot your choracl.. I. doIn~. and roil
some dkc 10 det..mlne II>< outcome, The OCC1le plays 001 In your lmagtna­
lion and In ,h.'magl"",ion. 0/ the oth.. pia)",,.,
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The Dungeon Master
o..~ pbl= h.. a .p~<:i.al role In a D&D go..... Thl. pbyer. th~~ Ma",,,
(or OM). COlltrois Ih~ pooc~ 01 th~ story and re/~""", Ih~ acllonalong tl><
way. EVff)' D&D gom~ n...d. a Dung<on Ma.I~r _ you c...·I pby Ih~~

wllhout nn<.

Thecooi Ihlng aboul Dnnll""" M..t~.. I. Ihat tl><y .allnw the~ 10 be
lot.ally Inl.rocll~ ...d open-er><Icd. Playe.. c... ha~ tl><l' ch..acl~.. "I~mpl
:rnyrhlng lhey c... Imogln< bccou~ Ih~",'. a ..,.]. liv~ perlIOIl .lUlng In Ih~

OM'. cholr, coordinating Ih~ aclion and d~t~nnlnlng how~y~vmt add. In
th~ stnry, Th.~ rul.....d th~ dlc~ I><lp. but Ih~ OM mu>t u... hi. or her
Imoglnalion 10 make tl>< world unrold.

Th~ pbl= who d..,ld.. 101m Oll Ih~ role 0111>< Dnn8"O" M..ter bc<:omeo a
membe" 01 a .01..,1 group. Not everyone h.. tl>< d..JkaliOll and ctN.llvlly 10
I>< a OM. but Ih.,... who <10 ha"" a g,~at outl<t In II>< 0&0 gom~, 11>< OM
dcftn~. Ih~ go.... hi. or h~r group I. going 10 pby, and a good OM , ..ullo In a
gr~at g..... 01 0&0.

So groupo WI~ multiple OMa so Ihal ~vefyOll~gets 10 run a player charac_
I "".... point....d .all who w...t 10 Iry Ihetr hand... OMlng gel th~ oppor_
lunlly, OIh~r grouP" go ror yea.. wllh II>< ...... prayer llefvlng .. OM ror
<Very g""'" ....10ll. II arr d~pend. OIl II>< desl",," oIlh~ group and tl>< per_
lIOIlaJiIl.. Invol~.

The adventure
Th~ pbl= characl~..... th~ st... 01 your 0&0 gom~, ju.I Ilk. Ih~ h~roeo In
boo.. or movI... Th~ar~ adventu",......d ad"",lu,... need adventu..,..
A D&D advenlure ["alu",," acilOll. combal. mysl~ry. chatr.n!f<S. and Iol. and
Iol. or mon.t~... Advmtur.. rorTI" In Ih"", lorms; lurf-length adventu",,"
puhli.h..J .pcclfk.ally ror D&D. ad""ntu", hoob In puhli.hed products th.1
OM. can lum Inlo rulf-length adventu",,"....d adventUf.. lhat OM. c",al~ for
th......."".

Adventu",," c... I>< ...tmpr~.. a bask dungeon CTawi or .. comprex .. a
murd~r mysl~ry. An advmtur~ c... rut for a .Ingl~ game ....km or st<dch
001 over 0 number 01 ....ion. 01 pby. On< advmlur~ mlghl loke prac~ In a
haunled c..tr~....other In a c~mc-riddcn v1J1"11". alhlrd In II>< catacombs
beneath ... anclenl graveyard. What mak•• 0&0 dl!f~rent from your Iypk.al
board gom~ I. that each ad""ntu", I. lust a .Ingl~ tar. In th~ conllnulng "ga
01 you' prayer charact.... Ad""ntu",," provide th~ st"ll" upon whkh your
prayer charact... perlonn heroic dc-cd. and resolve I<g<ndary quesl.,
Anything I. po..lbl~ In a O&O~, and U I. through ad""nlu",," thai Ih~
po..lbllill.. com< .al1=.
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Supp{;es IJOU need
Players and <hOIac'e... a Dungeon Ma.ter. and on ad"",ture _ 'hose.", II><
!>uic comJ>Ollent. 01 any lJl.ooGroN:\ 11 Dt.oooN:I gam<. Howove.-. y<JY need a few
suwlies 10 lid the moot OIl! 01 the n.,.rI<1I"". The>< ,upplles Includ< the
foIlowtng ltoms. which we expWn In mo.. ~lall shortly:

... The ND g;om. It..,U

... Sp«:lol dlco

... Ch>laclersh~!lI

... DlJ.D Mini<lIU"" and DlJ.D l:JrJng<on Tik•

... Pencils and 101«>1 _,

... An Internet C<IiIn«:tlOJl. II you want to u>< the tool. and gam< ald•
• val"b~ at www,dndinsidu.c,,",
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You csn lind a selecl'on oj D&D rulebooks and .upplom<nl••t moot boo._
,101ft. But tor the mlnl,lm... dl«. D&D lJungrotJ Til... and other Items. your
best bet ls • hobby gam< "Ofo. You can oJ.., lind many ,oorc.. for gaming
suWIl.. online, "".h .. www .......on.com. ........ ch....x.com. or
www.q..-.t.tion.nsc.

Tlte DldJ f<l1M
Thl. Fa< Dummk. book ,•• great place 10 .tart. but even'u.olly yOlilJ n~
other product. and boob to get lhe moot lrom the~ '" iJIu<l<fiI
Rolepbylng~, llegln"".. should J>lck up the fJuNcroNs & DIIJ.oIJIos
RoIcp<a~"II Gam<! Starle, s.r. which Indud.. \1>< bulc rules, dlco. ond lOony
01 the other components dls<u.scd In 'his scdlorl. all lu one corwcnlCllt bo•.

If you wonl '0 progress beyond the buies. you r><ed the Ih..... 4th EdlUoo
co", books. all published by lI'urds oIlhe eo...t. lha' make up the full
D&Dgame:

... Pla~,·.HaadbooA: ?resenls the rules 01\1>< gaJIlC from the player's
polnl of view and provldcs details on c"'allng characters, outUtltng
adVCtl'u",... ond playing the game,

... DualfC"lt Ma.le,·. Guid" P..,.Cllts ,I>< rul.. 01 'he game Irom \1><
Dungeon M..ter·. poIn' 01 view and provld.. de'alled advice 011 running
games. e",allng advcntu,es, .ustalnlng compalgns. and awarding aport­
CllCO 10 player characters,

... Mon.lu Manual: Presents hundreds 01 e",alu..,. to u~ tn ony D&D
game. From low_level 10 high-level. frlcndly to hosille, each e",a'u", h..
an IIlustratlOll. gametacltcs. and slattsltc. fOf caR of uac.
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1iV-.'·I:
Thobo.~

diu ror
DID.

Th~ OM oeeds all thr"" books. but play.". can gel by with J"-'t Hopy ol the
I'/ay<'r:'H~.

Dice
You roll die< 10 d"'~rmlne the outcome 01 acllollS In Ih~ gam~. If yoo want
your c""ract"" to try oo<Jl<'lhlng _ such .. attack lhe ~, dloarrn lhe trap.
or~h lor cI _ you W1~ Ih~ dlcowh~th~ ~nll "n'l • ,n", Ihlng.
Th~ D&D g>m< u dlc~ ol dlfl~",nt ,hope" f.a.ch P"y"" ,honld hovo hi. nr
her nwn ...1nl dlco with wh.,h In pOol' lhe g>m<. P1a)l"" gel poo.....,"" and
prolOdI"" 01 lhelr dke. ..-.d havIJIg you, nwn sol "",aIlS you c;on cu.lomll~ It.
(lJlco cn"", In .11 kind. 01 .Iy\eo ;rnd colon.) Garno p1ay.1oo proceed. mo",
.mooIhly when yon don't ha"" tn pus Ih~ dlco oround for .h,,'n~ """"'~

p1a)l"'"

A IIrl 01 die< lor lhe D&D g.un< Indud<s .1 I.." tholollowln~ (."" Flgn'" f f):

... On< loul-Olded dO, (",l~r.-.d 10 ... d4)

... One .IHlded dO, (d6)

... One"'ght..kIod dl~(d8)

... Onet.....lded dO, (dfO)

... One Iw~lve-oldeddl~ (dl2)

... Ono tweoty... kIod dlo (dZll)

Th~ d2() determine. ch...ct...ue"",••1any gl""" .clloo. and th~ oIh~r dlco
d"'""mlno wh., happen> II ;on acllon .ueceed..

a..,urcr muts
Your D&D ch.racl~r I. defined by. ",rics 01 key ".tI.tla... won .. by lhe
~kgzoondstory you c",al~ lor Iho ch...cter. 11>0", .tall.I.,••nd olh~r '''''
Informatloo .'" cOlllatned OIl a character .heeI. ftd yonr character partlc~

patos In """""tu,os. the....tall,I.,. chongo.
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Thll book contains a ..,~c. 01 ba.,c <"".oct.. 000... thatpr~ roady_lo­
pl,y cha,acte... You an lind these In Chap"" 3 through 6.
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Wiard. ol the Coa5, provldes blank character ,hed. 'n II>< form 01 PDF Iii..
that y«J can down....d and print (a' ........ dndin.idu. ca.).

DID ,wlli_tuns ."4 DID lJullfUlI Tiles
Although mo,' 01 the oclloo 01 D&D OC<:UlO In the lmoglnallons 01 the poartic~

J>MllO. It'. oIten very help/ul to display cerlaln Infonnatloo where everyone
con ..... It. Combat ,lluaU",,". tor example. work better when the play"... and
DM know who... 011 the p""tlclp""to.", (char""t".. and mon.len) In rel.tlon
to one aoother, D&D U5H. grid 01 ~lICh squares to repr.-nt """'te the
oclton taRs pl""". To ,""",sent the <","roct... and mOIlS'...., the pl.~..
and DM place mlnlo'"",," or other mark... on the grld.

Look lor 0111<:101 D&D Durrgron Til... hlMuaJlty card.tock I'''''' ,luI y«J con
conllll"'" to c,e." any dUIlge<>rl y«J con Imogln<. These mal« a great J>by
sullace tor tl>< gamr. Wh... It>es.. are combln«! w~h o/~clalDlJ.D .lIiniaOI1'f!'.
which p~t ....roIe chnoct and """",I... rlght oul 01 Ih. ,11oo.<,." Manool
In 0....1.... pr.p;olnt.d plHlic ry ad""nlm. yon ha"" <:<m>os 10 IIf•.

You c.n lind oIh.. play .urtac.. In the D&D Rokplayi"IJ Go"", S/a,.,.,rs.~ In
D&Dad""ntu..... andonlln.al ....... dndin.ldac con..

".ndls, fMJUr, tI"' ,,,rph l"'Per
You r.....J • mun. for k<q>lng not.. ond recording Important Inlormotlorl
during game play. .., h."" a 101 01 pencll., ocrap paper. and graph paper avoll_
.bl., U.. the scr.p P"l'"' fOTO"''' .bout I.....d"""lm.. (Wrtt. down the
"" 01 NPC. and pl.e.... any I....u'" yonr charael.. ocqul and any
"' r d...H. lhot yon might Jorge! or Ihlnk ....y .... lmporlant I ,)

On. plaY"" mlghl take the~ 01 not. ~per, oreach plaY"" m.y wonl to
tm hi. or h., own nol... U.. the gr.ph p;oper to .k..ch • mop 01 the 01••
the PC explorlng _ pia)"'" want to ....p I.... dunfl"O" 00 th.y "'pln", U.
and t DM u... graph paper 10 d..lgn the wh-* duofl"O" belor. the ad""R-
tu",,, ..,t.. II.

One Game Rule to Rule Them All
Th.~ &. lJI<.r.c.oN> ga.... I. built around a co", ~hanlc.This COl<'
~hanic I. uR<! to '""''''' all octlono In the game. !<eq>lnll play foot and
Intuitive.
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Expressions of D&D
T" prim.", ,xp,.lIion 01 DI.iNrK_I Dlu.G_
tak.. the lo,m of tho DID roI.pl.1'in1 I.m.
IRPGI. Thi. il wh.,. to. wt>olo thi"'l mlled,
• nd the RPG illlill goinoj _ lfi.rmore m.n
]0 \'<.... Thil ."",...ion is p,.,.nt.d in the
thre. 4d1 Edition ,,,,e rtJI.t>oo" II'10yo,'
liomJboo~ Du~."" "'um'. Guide, .nd
"'on"" "'onu'" .nd I plotho" 01 ."~Io­
"",n",nd ''''''O,ie. thet 9~nd the world
oJ DID. This For D"""""" book foe .... onthe
RPG experion<' Indtrio. to ",,"hl..,er Ind
",ie, to get into. BLIl <It.., .<pre........ of DID
.xill H.r. " •• l.w mit y,," ",ig~' w.nt to
'''ekDlJt

... DI.oICE<lIlII __ Mini...." Offici.1
0&0 pr.p.in", pili., mini"u"••"
I.. l.blo 10, ... wittl "" RPG. from hero
,h.","n to mo..."n ,"'0 II bugb",..
mind ftoyo.., "'~oIde,.. .n' mor., ...do
.eI.ction oJ tho ""'" ""p.I".nd i,oni,
0&0 ""lU'.' can be lo.n. in ,.ndomly
"1O"ed booltor poe". Tho.. mini..."
fig.". e.n .1,0 b....d 10, • more ,om­
petitive .xp.,i",«,. o.,d-to·h.... lkir­
mish g.m. who" ploy." ,,,... warbandl
01 DID ehm..... Ind "."urel to thnrw
Ig.i"" ..'0 other. ~ tIlOl eone.pt I"'i,h
go.. boek to 0&0'1 rootsl inl.r.."I"'",
IooI:lort" D&D M.....re. S"rrel Setlnd
8"","'rPocb

... 1JuoI: D I"W.ard,oJthe
Co poblioo", Ion" novoll .et in
to, wOOdl of II\ING,... 11. 0""",,",- S"",.
01 the mo" ""pol" ",ie. ""Iud. novoll

101 in the F<II:iomN ",-""", Ind [""""", let·
ting. I nd in the yo U"'l .dLJIII'Iw:TIcAI. GlJr:oc
",ie.l", I"'"nger re......

... Dt_INpz;. .... Do_1Ihrui­
W"",d. 01 the Coo" P"l>I;sI19 ..... onlin<
,",I'~no. dedie"ed '0 the DlJNGEDNS I
IlRAooIG g.m•. D,__ Mo~uiMproYicl<.
• pl.ye,'. pe"".etio. on the hobby, olI.r·
ing k>od. oJ new option. ,o.dd to yo",
gl"'•. Consider ~to '" on ""lloir"ll.pple·
""'n1 ful of now foOtl, _", .nd mop:
;'.m., .. well .. now pl.yor ,omet"
nee. Ind ,I....., Ind tool 01 ,ol.pI.\'ini
.nd tacti,,1 odYie. to mIke any plly.r
bettor """ g.m•. To. ,,,,,,pInion period.
i"l, OungeM M.~om.., il the definitioo
"IOO,ee 10, 011.0 IlIInlOon M.It.". It I••·
M", OM oeMee, d""lOon I"n, I nd reI <Iy­
to-ploy .....1I1lJ<O. mat <In '" d""""" into
.ny 010 <lmpoign. TOOl",",r, the.. m.g.·
zines." required r.,r!i"'llor ..,iou, DID
pI.yon .nd OM. """rywtI.re. y"" eon dis·

"""" mor••bout"'." m'l"in",nd find
I.b..ription information on m. W.b at
www.dndin.idoor.con.

... e-o.,...dCOllIOI._I'Oll .... '"
more f.mi••, wim Du,,",,", & 0"""",,,
thr'"'llh"" ,,,,,,,,,,,or .nd ""0 I .m.. thel
h... "'.n rel....d ovo, the y"". T"
,""'p...., g."'" ind.nry grow '"" oJ ,..
p.per RPG. ""ted by DID, .nd tod.¥
Allri contin."' to publish ',,,,oed g.m..
let in the wOOd. of ll<H;"", I 0",,",,",.

~ ""'" pm< ....d,,,,,ic: lI'hen"",r your charocter .ttem",. on octlon ,ha,
h... chone. 01 1.11u", ..IIOCI.led wllh U. roll • lwenty..tded d~ (d2O),~
htgher the roll. the better ,he choroc'er'. chon~ 01 ,ucceedlng In ,hat octlon.
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Character oclton. boll down 10 th= ""1< types:

... A_ rolla: A 1011 to dotcrml"" whether your ."",oct...~••1
attaclling a lJlOftS'er or other OPJ>O"on'. Using a Iong'word "!lalns, a
mon..... for enrnpl<. r«1ul~ on attack roll.

... SkU! ebcd.: A roll to <I<"'1Oln< whothcr y«Jl ehuacl., us... ,1<111
"'<CelI.lully. U,lng the Alhlell•••kllI to climb a wall. for aampl<.
""lui,..,. a Rill eliKk.

... Ability ""Kks: A roll to <I<..rml,,< whothc' y«Jf character "'CC~. at
."..-npltng 10 do something 10 which no sJ>«=lfic .klll ..ally appU .
Al,omJ>llng 10 ba>h open • dungeon door, tor cumpl<, ""lui' .
5tr<1lglh .bllity ell«k.

To del.rmt"" wheth., any oIthes. action. are s""""",lul, loll.,.,. those otopo:

l. Rolla dZG.

Z. Add any ...,levaDI modifienl.

3. Com~ II>< rHUlll<> -1arF1 DUlllber.

If the remit <qual. or <xc~. til. target number:. the aclion "'CC~•.
A result 1... lh.., the target number Indlc.te. that the action f,n•.

Modifiers ... de1crmln«! by your ch.ucle,', level.•bllily OC<Ires. and other
faclors. You 1ecOrd modiller. on y«J1 charaeler .hffi lor ~..y ",Ier~"""

when y«J'", playing. TOrge/ numb<... 0100 called the Dilflculty Clu. (DC) lor
a f"1tlcubr t..k or action. come 110m. vvlely 01 pi"",,", Som~ "",.et by lhe
aellon Iloel! ""d ...~ defined In the rul.., and oIher lImeo Ihe Ivget numbe"
...~ <letennlned by lhe Dungeon M..ter. For mo", detaU. on modiller. and
laTget numbe"..... Chopter 7.

loinin(J a D&D Game
The be.t way to Ie"", how 10 play lJuNrnINs" DIlWlNS I. 10 jump rtghlln. II
y«J know oIher pbye" who ha"" a "'gobr gome. Ihl. book provkl", you
wllh """rylhlng y«J need to join .n exI"lng game. l1>e ready-<o-play chorac_
ter. In Chapl~" 3 through 6 ...~ I.l-level choraele". completely buUI ""d
outfitted lor their 11,,1 ad""nlu",. Il y«J w.nt to join a higher_level gome.
Chapl~r 9 p"",ento 0"" 01 thue ch....cte.. at llJ'~ater 1"",,1. 01 experlenc~_

'pe<:lfIcofiy. al 4th level and at 8th """'I _ gMng you a lillie more btltude In
where to .tart.
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Chapter 2

Your First Character
•••••••••••••••••••••••••••••••••••••••••••••••••

1ft rlli, Clt",u,
~ Enmlning the D&D pla~rCh01Xt...

.. P1ayln~a ch>racler

.. ~l<dlng the tYl'" 01 ch;oroc'... roo want to play

•••••••••••••••••••••••••••••••••••••••••••••••••

I Jour '"'..-face with 'he lan'ostlc am",,'<=s 0/ It.. lJu!«Lcf<\ "- DIuo:«I¥ ~ Is rooT p1ajWcharocle' (oloo caHed "pc). Uke the hero 01 • novel,
the ,tn 01 • movie. Of lhe charact.. In" romJ>UleT game. your ploY'" character
(along willi It", OIher pI;oy<'f dw:acto" In your adventuring I"'ly. run by olher
pI;o)'efo) I. at the center 01 alllM action. Unlike llie heroes 01 """"ro, !1IO"o1es,
or~ comput...~.~."D&D pla)'ef ch.vacler hu 110 ICflpl to
follow. too ooennlnr llie COUTSe 0/ """'y >dvenIUTe through tlie ;oct""'. )'OIl

1»... your ohM""le< tae_ and the only llmIt is your own tmaglnatlorl.

In thts cliopleT, '*" namlnr tl>< bule. 01 wh.ot make•• D&D J>I.o~r <nar""le.
tid, From gamut"tillie. to race.oo d .... powers, thlochapt.. provides an
overview 10 that you con get • Iwld~ on the character you'.. going 10 ploy.
Thl' I. all 10 pre!","'''''' lor ..,I«:tlng on< of I"" "'ady-l:o-pLoy char>cte.. pr~
...,nlod In ChOj>le.. 3lhrough 6. In too... chOj>t<,., ...,'vc done the work oj

creating characte.. 10 iliat you c;on spend lime gelling lamillar wllh all the
game concepts.

In Part II 01 thl. book. we walk you through the process 01 characler creallon
u.lng lhe PIa,.", Handbooll .0 thaI you can make your very own player ch.._
acterfrom scratch.

Definin(J Your Character
A~ & D!uooN> playercharocter Ilvesln. world much IIkeou," w.. ln
medlevol times. when knights rode larth on charging w.rhones and c..tles
doltod the land. Nnw Imagine thl. place. where magic 'cally worb and dr"ll­
""" and mon.t... room In the dark beyond the ll,ellght. Your character mlghl
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be ...roug fighter or • nimble rogue.• wi.., de~cor a my.lerlous wizard,
Every day. )'«11 ChOIact". uplo=< the unknown pIa.c"" of the world. ..,.,klng
mornIt"IlI to .by and tr...u~ to win. Every ad"",tu," that y«J' <barac!".
su,vlve. makes him Of her • little more poworlul, • little mo", lamou•. ODd •
IIltle'leher.

D&D ls • game, and .0 you """"~ ....y 10 exp""" and desc'lb< your
charoc!". In the conlext 01 the g..... world. Your lighter. lor ..ample, might
be -..I1<....ly """'8 001 nol too brlght: ,00 tho.., characterlstlcs ".,..j to
be "ansl,ted Into game lenns. The followtog sections plovlde an overvl 01
the things you find 0<1 you, CItaTtKN' ,!t«!r.•~d 01 your ch.,..cte,'. S"....
,t.lIotta.

Name
Every 8""1 <haroc'.. h... 8,,,at nom<. You may have • no"", oJl J>lcUd out
from the """,",or you """""I"" y«J' character, or y«J m.o.y llguro It out aft..
you've dotermlned ,n y<JYl ChOIacter'. g;>m< ,"">tla. Great nom<••",
<vocative. l1><y lit the mood 01 the "Ofy and world In which rhecJw-acler
adventures. John S.avage loa 8",al name lor • chOlacter tn a .py thrlller set In
the modern world. bul It doe.n'l work so well tor a character In a D&D Ian­
tHy world.

The charader. preoentcd for: your use tn Chaplero 3 th'ough 6 In thl' book
have names already ".'gned to them, Chapter 3 01 the P/ay<!r' HandbooJl
01.0 II... IIOlIlple no""", based on rocc. Those are good piKe. 10 .tar! when
you decide 10 create your own character lrom ocratch (which we dt.cu.. tn
Part II tn this book).

Race
In the lantHy world oj DlJNG:.oN<I"~ human. aren't lhe only Intelligent
race woll<ln8 around, Other In'elilgenl race••hOle their adventureo. and your
character can belong to any 01 the.." To .tOlt, we preoent a lew 01 the poul_
ble ,aces you can choo>e lrom, l1>e D&D Aayer:' Handbook h.. addlUonal
races that make greal player chOlaclero.

These ,aces are dr.wn lrom myth and legend. and they'.., .Imllar to the Imag­
Inary r"""" lhat populate many populOl fant..y world•. For D&D, lhe races
we begin with a.., huma"" dOXl'_, el..,., and half!ityp. You can lind more
delalled Inlormatk41 on these character ,aces In Chapter t2. Here'. a quick
rundown OIl lhe be""n15 01 each:
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... HUlll",,", Th..., a", J>OO!>l~Ju.t like y«J and uo. Thor',.., adoptable. f1en­
bl<. and ext ...moly ombltk>us. Com~<d with II>< other '''''''', humans
.'" raaU""ty .hor1~lv<d. In gam< term•. hum'n! get • ,2 adjust"",n' to
one ability ICOfC.• bonus at_wlll power. a boous ~.I.• boous 01<111. and •
• 1 bonus to thoi. FOflUud<. Rella, and 'Mll defenses 10 ...11«:1 their nat_
ural ..ndonei...

... Dwv,-n: The ""'mbe" of ,hi. ,oce arc hearty and >leadl..t. 'landing
,bout lou,-.an<J.,a..haIf-f.et tan and poworfully buill and extr=>ely l»:.-l.
Thor have • otrong conn«:t1on to mountaln. and fOCky plac... T1><y con
live to be mo", than 200 yean old. In game terms. dwarves recoivc a ,2
to C"",lItution on<! • ,2 to Wl,dom (~ the -Ability OCQIft" .«Iion,
I.ter In this chap''''). They ""0 ,,,,oj,,,, a bonus to ..vos ag;oln,l J'Ol""'"
they can use 'heir Second Wind Co ..,1J-h<.lj as. minor action (other
ch....et...n~ to WI.' .tandard >ellon): and they Of. ""I.tonl 10 ""l~

pWlh-sllde cUedo, moving J "'1""'" Ie.. than the 011«1 all. for. Dwarves
con .1100~ In low-flght condition•.

... [I~.., Elves ha"" a .trong coon«:tlon to the natu,oI world, <specially
woodland•. They e"" Ii"" 10 be mo", lhan :zoo ye.u. old. They a", quick
.nd qUIeI.•lender aoo ..hlellc. They .Iand ahout ... toll .. hu"","". with
long. J>Olnl«! ...., and vlbr""l .~. [I"". ,..,eI"" a ,2 to Dexte~ly""d
• ,2 to II'I.dom (..., ,h. -Ablilly 0<0""- 1ICC11on). [I"". ha"" 1ow~lghl

vI.lon. a .~ 01 7. ""d a 'aclal bonuo on Natu", ""d Perc.ptlon eh..,..
(..., the "Sklll.- oedlon. later In Ihl. chap'er). They provide lhel' alii..
with a bonWl to Perception eh.., ... e"" Ignorc dlilleull terrain when 'hey
.hlfl oveT squ"",.....d ha"" a racl.ll power thaI allow. lhem to ",roll .n
.ttack roll one. per encounler,

... H.minp: "The member. 01 ,hi. lace a", clever .00 copoble _ much
mo", 00 'h"" ,h.lrom.all .Iz. mlghl Indicate, 5I.oolng abonl lour reel
'oil, wah .lIm. muoenlar build•. hollllnlP .'" a,hletlc and outgoing.
Curio,," 10 a lault and u.uaJly wllh ,he da~nll to match. halmng. love to
expro",. HoIlllnlP """,I"" a .2 Dexterity and a .2 Cha~.m.L "They 01",
teeel"" bonu... to AcroWk.! and Thievery eh.., .. (..., lhe "Sklll.- sec_
lion), a. well .. a honu. 10 nvlng 'hrow. alloln" fear ell""... They
""",I"" a bonu. 10 .I.e agaln.1 opporlunlly attack!....d they e"" Wle a
racial power to lorce "" .n.my 10 ",roll an attack 'goln.1 ,h.m once per
encoun'er.

Class
In oddllton 10 yom ehotacler·. name aoo race. your character I. IIlOlII ea.11y
lden'llied by hi. or her d .... A cia.. .. kind 01 like a prol...1on or vocation. I'
delermlnes what 101. the characler plaY" In the odVC1lluring porly, For exam­
ple. you' ch..acler mlgh' be Regd... 'he human lighter. In ,hi. book. we pre­
""nl lour 01 'he moo' popular D&D cr...... lor your uoe. You can lind more
cl.."". In Ihe 4,h Edition D&D Play"'" HandOOoll,

23
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The tour ba.lc dulleS ore figlwr, _. wizard, and cleric, You an lind mo,.
deloll<d InformatkoJl on the charaeler dulleS In ChaJ>l<r JJ. H...... quick
overview 01 each c1...,

... F"lj/IJ~~Those charaer....'" war~orswith exceptional combat ''OJ>>'
bUm.. ,,00 ""'J>Oo .kllI•. Nobody Idlll mon.!ers and oland. at the fronl
01 an odventul1ng~ly as ...,11 .. the fighter.

... Ilop<o: Member! 01 ,hi. cI.......Iy Oil Irlck., cunning. and ..ealth 10 get
'hrough a dungeon and sa"" Ihe day. Rogues Of. lI,ea' at gelling put
Iockod doors. o<:oollng. 'pylng. on<! anoding from the .hadows.

... \\harda: Thcoc are oJ><lkuters. calling Oil powerful magic '1"'11. to light
moo"'" and p""«! Ihel' I"amma'.., Wlzard. need to .tay out 01
dlred combat. but the~r they bring to the ad""nlu", makes them
worthy member. 01 any parly.

... am..: Those "horae!"" foeu. the mlghl oj dMn< magic to cas' healing
and p""ocU"" '1"'11•. A lI"O'! 1leC000d-line waJflor .. well. "cleric mlghl
be ooe 01 the moot ver..llI" memben 01 an adventuring J>Mty.

Each d ... lill." 1",IlcuJar ro" In the parly. FOf more <Iel..I...... the ·Ro...•
-':Iorll.oter In Ihl. chapter.

Lellel and XP
u,<JeII•• dell<rlpllorl 01 your chor""ter'. rel.lIve degree of power, A 10th­
level choraeter. for examp". I. more powerful ond .b.. to toke 0fI tougher
ch....nge. than a 51h-1evel choraeter. With eaeh new level your choraet..
attaln•. he 0' .he beeo""," <J>Ofe powerful and colj>Oble. Your char""t.,
begins pl.oy al 1.1 "vel.

Exp€rience poinu (XPj are the numerical meuure 01 you' choraeter'. per_
lOfIal aehlevement•. You, choraet., .arns e.perlence point. by deleatlng
opponent. ond overCQOllng challenge>. When your choraeter·. XP lolal
reaehe. vorlou. mJl"'loneo. he Of .h. gain. new 1"",,1•. AI 0 XP. for: examp".
your char.cter I. 1.11ev.1. At 1.000 XP, you' characl...Uolns 2nd "vel. More
InfOfm"lon on XP and level. can be found In Chapl.. 18.

Ab;{;tlj. scores
The primary e'p"".IOfI 01 your charaeter In game tenos "or" wllh hI> Of
her ahilily 1I<OrelI. Every O&D charaeter .. de/lned by ....hilltleo: Strength,
O"..rtty. COfI.t1tUtiOfl, Intelligence. WIodom. ond Chart.ma. (See Chapter 13
lor ...".. Inlonn"lorlahoul .hillty 0C0fU.) Each ahillty geto • lI<ore. a number
that de..rmlnes how~ your chorael",- wlll be at dlHerent tub In the game.
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Th~ aver..,. OCQ~ for everyday _Ie In a D&D world I, 10 or II. P")"',
characters arc heroes. and 10 they have bel .., ability oeo",," than everyday
folk, The averag< ability oeo.. tor • pi,)"', <bar",,!•• ,. 12 or 13.

Durtn8 charoct.. c,catlon. you con ...Igo numbe.. b<tw n 3 (olcrrlblc
1<0"') ,00 18 (an exccll..,t oeo",) or high... The charact p"""ntod for
your WlC In ChaplO" 3 through 6 already have their ability ocores and other
.1.U.tla 1111"=1 out. .., you can .t.r1 playtng Immediately.

Special ab;{;ties
If It hun't been~ clear yet. yo", player charac'.. is 0JN'C"1. He or.he
otand. abo"" the normal f><Ople and bee""",>. hero In the world. As luch.
your charael.. II.. 'p<ci.ll abilitlell. Th.... might be baRd on your charoc_
I..'. d ... or ,ace or lied to "..lain I"al. you II."" seled<d.

For example. Rogdar the tighter h.. the 'pinDfog """"p attack pow'" nu.
provld.. him with. 'J>eC1aI OOC«Inter POW'" that deal. d.....ge and knock!
on en<my olin. f_. Anolhef nample I. Kalil•• the w1z01d', cloud 01 '*'=
.t_wllI • .,.II.

Key statistics
Your charocter h.. a number oj key .tall.tic. that you'lI reter to over .md
over throughout the course 01 ploy. These :oppc.a.r rlghl at the lop 01 the
ready-to-play character .heet. presented In Chap"" 3 Ihrough 6, You can
lind more dotall. on how to use lhese .toll.tic. In Chapler 7, Here'. a quick
rundown 011 the .\all.llcs:

... loiti.oli~. lDOdifier. Thl. modlUer I. used to <Ic..rmlnc who lI"'" !Irslln
a combot round.

...~: Thl. ~"ue.how>how lar your character can """'" (measured In
.quarcs) In a round,

... AIIad: lDOdifi......d d.......: Thcse numbers ... asllOClated with your
character'. wc.o.pon' ot choic. and power.. "They.how what you must
roll to !Ucccs.lully attock 01'1""""''' and how much damage your char_
octer docs II the attack .ucc....t•.

... ~eo-=T1>csc value••how what opponent. need to roll to hit your
character during combot. "The four dcIcnscs are Armor Clas. (Aq,
Forlltooe. Reflex. .md Will.

25
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... Hit poinbo (or hp): Thl. number <l<llnes how much damage your charoc_
to, can w1thot""d In combo•. When your charae'.. run. out 01 hit J>OIOIO,
he or ,he I. Imock<d UOCQIU.C'o,," _ and may _0 be kill«! If he or.he
,us,oIno mo.. domas<. Other IrnJ>O<.ant number! d..,~ from your
ch.ne'..', hit J>OInto ... hi. or h.. bloodlod v..... (balr 01 hlo Of II..
100aI hit J>OlolO) and healing .urge voloe (OIle<juarler oj your <haroc!.,',
tolal IIIl J>OInto). 11>< number 01 healing .urges I"" day .how. how many
1I~ you con reo!",. hit point. during a glv.... day 01 adv<1l1urlng.

Feats
roo" provkl< oJ>Ki.lI bonuses or C>l"bIlIU.. fOf you. charocter. usually
Improving powe" y«Jl ehvac1•• ar",ady h The r..dy~o-p"ycharaelc..
In Chaplen 31hrough 6 II."" .r",ady had fe sel<clod for them. For more
InfOfmalloo about selecting your own ~.,.,~Chap'" 15.

Skills
Skill. ropr~nllhetr.'nlng .nd <doc.tlon your charoct.. h.. beyond the
comb.o' and J'OWcn lob....n' to hi. or her c1.... , Depending on your <hMO<_
'Of', d .... your <haroc'.. will h."". grNler or Ie.... numoo 01 .1<111. to coil
uJ>Oo. Rogues. for example. begln ploy t,.alned In the u.e 0I.1x .klll•. Flghtero.
011 the other hand. Ju.1 don't go In much tor .tudylng and .0 .Iart out with
ooly th,,,, t,.alned .klll•.

SkIll. ha"" .lr.,.dy been ""Ieded for: the r.,.dy~o-ploych.roclero presenled
In Chaplen 3through 6. You c:rn find oddltloo.l Inlor....'1orl 011 .klil. In
Chopler lS.

Gear
Every D&D player charac'.. mu.1 be ,..,11 P"'p"'ed for: O<1""nlu~ng life. Thl.
I. reflecled not ooly In ,he d.......1<111•. :rnd feal. Ihe charoct.. h... bu' In 'he
11"" the charocler carrl.,. _the weapono. armor. ratloo•.•I"'plng roll•.
rope. lorches. mn' :rnd .1",1. :rnd 'he backpack 10 carry U all In. No adven­
turer goes naked Into. dungeon'

~ulp"",n'h.. already beffi ""leded tor ,he ready-to-play charoc'... p~
""nled In Ch>j>len 3 through S. You c:rn find additloool Information on O<1""n_
turing lI"ar In Chapl.. t7.
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Powers
All play.. <haroc••rs h.~ POW"'" Powers are dellned s. oilher attack
powers or utility powers, s.om. powe.. con be used all the lime (.'-wllI
powen). Olhen "'" more J>OWerlul and h.~ limit. ( coun'.. PO""" and
dolly J'OWers), Powers are bu<d 011 • charocto,'s d and the J'OWc, source
"lIO<loted with II.

FIghters and rogues. for: example. are martW <horae..... Their J>OW"rs are
coil«! exploits, Th... come from the Iralnlng on<! experlone" th_ charae_
Ie.. ha..., du..,.j, and they can oo~tlm.. "Pl"'ar oImoot maglcalln nattt'"
to the Je nIU.'<d.

Cleric••", dMn< ehOTacl"rs. 11><1. J'OW"n are colled pro,.,"
II'll.I.rd••'" arcane ehOlac'.rs. 11><1. powers are coiled >peI1.

Powers h."" already been ..,Iect<d tor the ready~01>l.y<haroc!ers pre­
""oled In Chopl.rs 3 through 6. You can lind addl'''''''' Information OIl
powers In Chap'" 14.

PlalJinfJ Your Character
A...ated "a,lI., In thl. chapter, the way you Interlsco with the D&D world ,.
through y«J' play.. <haroc!.r. Yo", ehOIac'.. act... your~ and ea.. In
the fantasy world. a. well .. your hand. and f"d. You can Inle.-ocl wllh Ih.
world your Dung..... M..ler presonlO In any w.y you w.nt through your char_
ocler. n.. OtIly IImlll. your Im"l!lnalkffl _ .nd sornellmeo how woll you roll
the dice. The followlng secllorl. lell you how to g'" the moot out 01 your
pla~r chorocle.-.

Taking turns
II""'" yoo·... caught up In a game. It'. eosy 10 ca", only about who.. lum III.
during combot on<! OIhor dromotlc .11",,110110 (.uch os wh." o.oIlng wllh a
lfOp or ob.lad.). Try 001 to f0'1lellhot OIher _~.,.. playing tho~
wllh you. When you ",ally ge1lnto your choractor .nd tho fanta.y. you might
h."" a tendency 10 hog alilho DM·••lI."tlorl. Re.l.t thol u'll'" Let '''''1)'
player ho"" a tum I"klng to tho DM...king quesliollS. or o.s<rlblng what hi.
or hor chorocl., trl.. 10 rio. 11". only fair, and II mom the~ work much
bellc.-, Ileskle!, much 01 tho fun I. In ....Ing wh.t the oIher pbyer••'" lhlnk_
Ing .nd how thoy'," reacting to their choroctc.-.· action.,

27
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1;)~-----=
Players are not characters

Alwoy.l.eep in mind thot you loci your ,hm,­
ter "etwo dille"nt O"ople. You .... knowl­
edg•••• pl.yer thlt your ,h.""" do...,
h.... y"", com<ter "'""Idn', know w1", die
rollo hove "en mode or """" t!lin;• .,ot don',
"",ke op hi. or hor ",h.","r MowIed~.:

ClIo""". IIO\"r tlrk .boot Annor CI... or hit
poi"" or .Wiry "orn. They eo" di"o.. the
qL>lIity of ,"ir orml>r, their ~ene,,1 he.lth, loci
th.ir ,ompm'ive "',ng'", .od .... kne.....
b....." '0' g.m. m"h.ni" boOind thOIO
thing•.

Be IO" to let.,e OM .nd t!>o olt>er ploy,,"
know ""en you're 'IJO.kinoj •• \'Ol>I' ,hm<ter
or •• yourlOK. ~ "e"'••",,, ,onfUlion. When

yoo ",member It>e diII.rene< "\Ween you me
ployer Ind \'OUI' ,hor'''e<, everyone ,.n ....
more fun roIeploying

A g.ood Oon~eon Mos"r m.y '.y doring ,..
glm, "Yoo don', know thot" or '"100 wouldn't
,hint. of "'~" m.. rWn~ ,hit you'" confu.ing
pl.yer l.oowIed~. with ,h.""" kM~ed~.

Goed pIoye" loorn to 0>'0id this type 01 problem
by ke.ping the two IOper"'.

Pbrye" don't swing ....,.., ,." .pol•• diurm
'''P', or die fiolhting """,It.". C""<te,,. on
,he ""'or hind. do oil ,hi••nd more O\Ior ,..
coo"e 01. typic.I,"",","re.

Durlo~CQtJlb;o, .ll",,''''''., everyou. makes on Inll""I"" roll '0 c1etennln. the
order of ploy. W. c"""r lolll.llve ond game ploy In gr••,,, d.t.llln Chapte, 1.

Roleplaying
D&D is • ,oIepl'y1n~ ~llItle. Tna, me.n. lha, your chMoc'" I. much '""'"
,hon JUIl • coll«1I00 ol g;un. Il.tl.,1c.o (thou~h ,h"", ha"" ,h.lr pi.".). Take
th"", g;ome .1all.tlcs .nd build. personall'y for your charoct... Remember
,hat you' chuacler I. a hero ond I. pM' ol a l.;un. but OIh.rwtoe let your
Imaglna1l00 be your guide. Th. quirks end mon""rl.mo you bring '0 the role
Me ..hal ...1your charocter 'P"'"
D&D I. a game, Ha"" fun wllh It. You rIon't ha"" '0 .... funny.ok:<os 01
occen" or anything like ,h.,. JUIl d....ml"" how your chMoct.. would oct In
ony Ill""o .11",,11011 and remaln 1m< 10 lhe charact.... ,he ad""nlu",
unlokl•. Soon. your ChOl.ct.. wlll develop a pe"onallly.lI hi. or her own.
end ,h. game, In lum. will take 011 • fanla.llc Ill. thaI rnakeoeach ....ion lun
to play.
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Your imagination ;s the {;m;t
In oddilloo 10 aHocklng. c..llng '1"'11., ond ustn8 ,kill•. <haroc!.," con do all
10ft! oIlhln~.,11>< only limit 10 what. charae!.. con do I. ,h. pia)"',', Imag­
Ination and ,h. ,ullngs 01 the Dungeon Master, o.J><1Idlng 011 the situation,
your character might b.,11 "I"" •cabi~1 to lind. _rei comJ>Mt~nt,
make a rope oul oj bed .t-t•. or try to build. trap 001 01 'I"'" par" to an
0>11 wizard', wOfkshop. The DM d..,\des whdhcr an k1e. worD or nol. IIOIII"­
times colling for: die milo to holp detonnin< ,h. outcome.

Character Roles
Think oj the od"""lu~ngparty .. you would ••port. team. E""y ~mber01
,h. team 1111•• J>OSllion and I"'rforms a role. The~ roles aren't de.lgned 10
""Irlct your ."","ct... but father help d<llnc hi. 0' her n.uol ploce on the
team. Juot ... b;...baJl tcarn need, a pilcher ,00, catch... or • buketb.all
tNm need, a cent.. and • point gu.>,d. .., too do... D&D "",=lul1ng party
ne«l characters to 1111 sJ>«=lfic fOl..,

The tour roles that dell"" • D&D adven'u,'ng I""'y ar"

... CootroU"", Acontroll", d"al. wl,h '"'8" nurn~,. oI",,,m'" al ,m,
"""" tim". ~,m" dl.hlng oul damag. "'""" a wid"....,. Of hlnd,,'ng "'''­
101.. In ..,..,., oIh",. I.,.. """,t way, Th" wl.Uld nil. ,m, role 01 c""'roll.,,

... [).,f"D<!"", A<IoI"nd..... ,m, n""", IrnpU... has 1m, b..1<IoI"lIO"JI tn 1m,
8"""'" o.l""d",. u.ually hmdle """ ''''''''y al " II"",. lUling clooe<:ombot
o1l"n", to lorm a I"',ty'. UfO! lin. 01 <101""",,, 11'. lough 10 '8"Of' a
<IoI""d.. wh"" h. Of .h" wad.. Into bailie. n.. nghl'" nil. ,m, ,ole 01
<Iolend...

... ["'ad"", A lead.. loopl'... h"al•. and oIh"rwl." ald. 1m, "",t 01 ,m,
ad"",,'u'tng pa,ty, A Ieado, t.n·t """" I11y ,h. boo. 01 tm, party. bul m,
0' .h. moIlv.... and lead. by oxample klng the ,.., 01 th" pa,ty
op",a'" bett", lhank> to th" lead..•• p,,,,,,,,c,,. Th. ci"rlc nil. ,h. ,ole 01
lead...

... Striker. A .ttt"'" deal. a lot 01 damage 10 """ lull'" al a tim". Slrtk...
"'" Wghly moNIe. with 1m, ability to ..1up 'po<dacul" attack. and ll"!
away b.,jo", Ihoey cm ,ak.lou much I"'nl.""""" In retum. Th" rogu.
nil. ,h. ,ole 01 otrtk...

29
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Choos;n9 Your Character
The earll.. ...,tlons In ,hi. chapter cover the basics. After you have • hondl.
011 lhe bask: sluU, select your own character lfOm those p".....,ted over the
next 10m choplers. The",'. no 11gb! or wrong way to choose • charadel. You
might rNlly want to play • sJ><Clfk: d ... aod/or 'ace, 01 C<IY''''. you ollould
",ad through 011 the matelio!. but In the end, go wllh your gut and d-.oooe the
character that most ap!",'" to you. He"'."' ....... rKOm"",ndaliolu;

... F"~~~You want to play • 118h.., I! being In the thick 01 combat
op!"'''' to you. FIghters alwaY" h,,,., something to do, 110 matler what
<11011",,11'" 'p.,.'" belo", them. I'Ightenl are .....len of many ""'J>OIl'.
and have • dlve"e array 01 mvllal powen (coiled <.<pi";IJ) to choose
Imm. If you want 10 pby. fighter. turn to Chapler 3 ,00 ..,l<cl one 01 the
"'ady-to-play lighten p"....,nl<d 'herein.

... R_", YOIl want 10 pbya rogue If betng ""Nkyand cunnlng~.to
you. Rogue. have J'OWcn (...., ailed uploilJ) that ..,baIKe thell mobl~
Ity and damage-deollng capoablilly. excel ,I maklng .""ak attack!. and
m..ler many .klll •. Rogues are a good choice lor r>e<'ple who are new 10
,he game."d 'he cOllceplll 01 D&D. If you want 10 ploy a~. flO '0
Chapler 4 'nd 10k. a look at the ready-l:o-play roll""" II hH 10 otler,

... \\1.......: You wan' to playa wizard II u.tng n..hy ,"'"."" po_n (called
'f'€/u) app"al. 10 you, \>"za,,10 coo, 'p"n. ,hat deal dam"8" or hind..
,he ''''''''y, \>"zard. are harder 10 play than tighten or rogues d"", 10 ,he
.lIgh' complextty oi 'p"lIcHtinl/. bul the reward. lor ploylng a wizard
well can be ""ry ..'I.lyIng. II you wanl '0 playa wlzord. Chapter 5 hH
IIOlOe ,.ady_ln-ploy wi",,,.. lor you.

... C1eri<s: You wanl '0 ploy a cleric II 'p"lk..'lnl/. up.do.e comba'. and
helping orh... "pp".l 10 you. Clerlca ha"" delen.I"" ""d help!ul dlvl""
powen (coned pmy.".) thaI gl"" lhe entl1e party a bonot. In addition.
'hey ha"" 'he ability 10 IIghl alongside IIghlen when the monsten
charge In 100' ""d fu1Iou,ly. Uyou w"", to playa cfmc, check oul ,he
ready-l:o-play clerk. p"",en'ed In Chap'" Ii



Chapter 3

Starting Out as aFighter
•••••••••••••••••••••••••••••••••••••••••••••••••
1ft TIIis Cltqtr,
~ Understanding the fighter c ....

~ Exploring who .hoold play. light..

~ DlscO'm"log how to ploy. II""..,

~ Merling Ih= ready-to-pby hghlers

•••••••••••••••••••••••••••••••••••••••••••••••••

T:h< hghto, I. the quln''''<nUal DuNCE.ON'l" DIuGoI<l pl.ye' eh."el",-, ftd
the nam< 01 the d .... Irnpll... the fighter hu the~t oIhtround 118hll08

capWilltl... A IIgh.., n.nolly h.. " (IOOd Strength 1IC00e to better use~
_oJ>Oll".•ocll as sword. and ..... FIghters con U~moot weaJ>Ou, and moot
klnd.ol anno. and ,hleld. wtthool J><11>.lty. Thor'''' Iralned In clo~bo.l
lighting.

lI'heth... fight.. ,ee""" formal t,oInlng In an :lImy or Jocal mlllUa or I• ..,If_
taught but banI< t,,'<d, he Of .he oland. aliI>< front oj any adV<1llurlng
J>Mty. A lighter provld.. combat prow.... high hi' J>OInto. sod good d.ten""
to the po.r1y. In ,etum, II>< IIgh.., ..,.,k. magical oUpJ>Ort. healing, and >coul_
Ing .klll. from comrod••. A3 ~1 oj a tNIn, U.. nghtor I. II>< d.f""der_
protecting the other porly membe.. on<! wodlng In to lock down ,h. tough
oppon""t•. In o,h., word•. 'he fighter'. job I. 10 Ugh!.

In 'h'" chopter, we provlde a bit 01 odvlco on who mlgh' wan' to ploy a flgh..r
ch.,,,,,t., ond how to playa ngh'er char""t.. It that'. II>< route you decide to
go. The reo' 01 the chap'.r fealures th,ee ready-t<>i>lay ngh'.r char""t...
,hat you con use 10 klck..,.,t your od""nlurlng career,

Who Should Plall a FifJhter?
The flgh'.r to an>Xlg ,I>< ...Ieol, moo' .tralghUorward cta....,. to play, Anyone
brand new to ,I>< C<SIcept 01 D&D ond roleplaying might won' to .tar! ou' with
a fighter char""t.., U yon think thaI belng In the """t.. 01 mool combat
encoun'." wlU appeal to you, or If you ~ke 11>< Idea ot pIoylng a physically
powerful char""ler, th"" the flgh'.r I. 11>< d ... for you,
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Every ""'=turln~ f>Mty """". al ...., 0Il~ tlghler. In a I""y 01 lour, a soIk!
Ugh.., ,......,'laJ to .uce.... In a f>Mty 01 five or olx. two ngh.." rNlly
provide. 101 01 durabUlly and ....k. ad"",tu,lng thaI much ...~,

s... Chap'" 7 for detail. on how to ,••d the description for each nghler',
J'OWc".

How to PIa" a Fiflhter
Your choraclcr <&II take any appro>och 10 II.. Ugh.., das•. He might be.
q"""lIng knight.• klng'a chamJ>lorl. or an elite fool soldier. SM might b<.
me,,,,,nary, a rakler. or a thug. So"", nghlen use their cxperU.., fOf the
grea'or wood. who.... 011><,. .'" jnle~t'"only In 1.." ......1galD.

FIghters .hould be brave and ....wort, gutsy and heroic. La,... you con play
with the 1>;0..,11""" and portray any kind 01 UghteT you want. but 10 .tOft out.
lI" with the Iri<d-.and-tru< buleo, FIght... II"" lor the thrtll 01 combat and the
..ell........,! 01 adventure. And~ 10 any evIllhat howen' 10 croo. their
path.'

H."" run wUh the 1<1<. 01 being a physkol po_rhou""" • comhat "1""', and
a mas"r 01 weapono, That'otl>< ngh..r·s I"'''folln. aoo you should play It for
all If. wnrth. Tnat doeon'l "",an you .houldn·t play .mart. however, If YOU'
nght.. blindly ru.lI.. Intn cnmbat and gets klll<d. thc rcot 01 you, tcam wUl
be In 'cal trouble. ~ cautious. but not too caut""'.. Above all. be a IIc,,",

Fighter builds
Flglllc" come In two bulc build" thc Great Wcapon Flghler ond tl><
Guardian Fight AGreal Wcapon FIght.. u two-handed wcap<KU tn nght
hard In.tcad 01 rt. A Guardian Fighter u a onc-handcd _apon and a
.h.,1d to IncreHC hi. or her already for:mldab., dclcnoco CVCfl more, All nght_
..0 want 10 get up do"" and pc........1with Ihc cnemy and u"".11y wont tn
take on tl>< tough..t opl"'ncnl pcrsoo.lly,

lu.t "" ~h playe' II"" a I""ltion on a oporto tcam. every characler hoi a
roIc In thc adventu,lng party. For thc fighter. thaI roIc I. detcmlcr, A3 a
dclcnder. II fall. 10 tl>< nght.. tn 101m thc lront line 01 any boHlc. to prot..:t
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the more I,agll. member. 01 thcleam from ••co••lve harm. to ooa.t up
attack. thanks to .. high Armor (\;0.. and high hit J>Ol"", and 10 con'''"
mon.!.", with the CQIIlba, chollen!/< d ... reatu",.

Selectinfl a Fiflhter
The ~t 01 this ch.apl.. reatu~ Ih= ",ady~Oi'''Y ",-level nght.. characters:

... Regd.. ,. G",at WeaJ>Oll Fighter who I, .. chamJ>lorl 01 good. pledglng W.
mighty 8",a15wo,d 10 Ih. cau"" oj Justice. H. advenlu~ to put down
evil and 10 g;oln ,1<111 and expen.""" ,h.t heean u"" In hi. OJIgoing ern­
...... Rogdar'. job on an odventul1ng team I, der..,der. killing t~ mon­
.!ers and pro1<dlnll hi. teammates by forming the Iron! lin< In battl<.

... Tord.. ,... Gu,,,,Han Flgh'.. who q"""ts to plOY< hlm..lf to hi. w.re"",
II< reluoes 10 return to hla dw.,ven homeland until h. has m.a.d... name
lor himself ,h.t hi. clan can be proud 01. H. bell""" the , way 10
occompll.h rhl. I. through baltic and adventurlng. Tordek 0 ..
warhamme, and .hlold In combat. lord...•• job on an adventuring tNm

I. d<fend... killing the monolen and prot.dlng hi. team....' .. by fonn­
Ing ,he fron' line In battle.

... Coli. I. a Guardian Ag/ller who """' taken 10 \1>< life nI advenlu~ngl0
l<alloly heT wand..luol. She bel",,,,," In ""ttlng h.. nwn J>aC' and w.nder_
Ing freely ffUm dungeon tn dung<oTlln """,,,ch nI advenlu,.., and glory.
Call. never go<> In'o a battle wt,hou, I><r ttu.ly IonglWOfd .nd .hleld ..
,I>< ,..,ady. Coli.'. job 0<1 an ad""nlu~nglearn I. defend... Idlllng the
moo"'" and protecllng I><r ".mmot.. by lormlng ,he fron' line In
battle.

Any ODe nI ''''''''' chor.c........k.. a g",a' IIgh..r and • worthy """"ber nI
any advenlu,lng parly. I'ld II>< one lhot mool .ppeal. to you and ,hen lum
to Chaplet 7 fo, • quick overvlew nI go""' pl.y.

33
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Reljdar, Ist·Le~e( Human Fi'lhter
~-~-o--::- .. t oll4

...... s.q.,: i s....,. per Doy: II
_ .1 SpMd:s_

Ability Score.
Score Bon.... •

STRfNGlll 18 ..4
CONSTlTUllON 14 ..2
lJEXl'ERfn' 13 .. 1
INTIlJ.JGENCE 10 ..0
WISOOM 12 .. 1
CHARISMA 11 ..0._-_....~-<_..._......,.n.'l<> ___

Defenses
1£ 17 Fo<tIt_IS llftIelc Ii WIIll

BMicAltacb_Ibsi<_ (ere.u......o
.mi.' IdIO.4~

u<JIIII.... all beMlbjon lOoaIy............._1._ ....._ J

a -" thai lQl olteody III platt.111_-' = •., _
10..-...-10"... ~ _
__"""', -)"'U-'

WJd,,,... an ....... ......, -...tact. oplrItl'No__ OIl_Iol. Inl...",p'.

CombaIs..p.rtoriIT- You ,m.•.2 bonUI
10 "I'I"'f1",,11)' 'l1a<u.
f'i(/! 1I'ropon Toln>t: You pi:la .1
bon to anad roll........ u'ln81wo-
handod ....,><HIl (ah.ady lncludod In
.1010).

Fea..
.4diun SiIrp: You"'n ••J -.. to
...lad -)'O'J ...... dwtnjj any adlon
)"'U'- by' "Pf"db'I-..-. point.
_Aarl _
...tad. J"U -2 p<BOIly 10 the
_ the.lad hib. Y"" ......
.3__ IOI"'~""

It..,elIlook _ (\.ooItbow)
.no. J IdIO"--",,

C1MlI Features
C<Jml»r~ (-,. I..... )"'U atto<k
... <nemy. _her llIe ,n""k hll. Of

mi..... )"'U cand_ 10 mark lha.
t:arg«.~m.rk lull \lnlllillo end 01
yo,,, ~x1 I\lm. WhU•• 1.....11. ma.kod.
It ,ili, ,-2 I""'ally '0 ,"ad .oll, 11110
.".d OOeon'llncl_)'O'J ... 'OIJI"I. A

­~_la(tr.......)
~.,-.,
Do.q; ....,~..
Endurantt (tralnod)
~

Hlolory
1no18ht
Intlmldal. (t'alnod)
Na,,,,"

d20 .. I
d20 .. 0
d20 .. 9
d20 .. 0
d20 .. 0
d20 .. 1
d20 .. 7
d20 .. I
d20 .. 0
d20 .. I
d20 .. 5
d20 .. I
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dZO .. 5
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Armor, Weapons, and Gear
JIqdM-.tale__. Hor CA'.

""" • .-......... ............ 20 >rn>WS..
.~two--..-.ill _ 01 <ope, _ ant _ otm. He

bMlO...
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Torden, Ist·Letlel Dwarf FifJnter

ClllS8 Features

Basic Allacks

Abilily Scores

•-..... _;." -.. ...-,0- <Ol­

e"'tod "to,..,... ....;".,.and_.
Cau-Iroo Stomach: .5 ,ael" bonus to
...,;lng throw. agaln.t po!>on.

DwaTWn Re,ilie1lCf!: You <:an WI< YOU'
o«:ond wind as a minor .ctlon.
Sland JOOrGroan,f Wh... an efloct
lore.. you to move _ through a pull, a
pu.h, 0' asllde _ you mO>'<' I "'l""'"
I... than tho oIlocl .p«tn... ln addI­
tion. wh... an .ttack would knock you
j>fooe, you can make an Imm<dlale
uving throw to .voId falling p........

14'_ Foc,,", You 8"ln • d feat bonus
to damago roll. wh... u.lng hammer>
(alrudy Includ«l In the .1at.).

Feats

Racial Traits

In oddl1lOJ1, when""'" an enemy ,h.t
I. adl""e"l 10 you .hllt. or makes an
"lack ,hat doesn'llnclude you ...
target. you <&II make" me~!>uk
"lack "lI"lnsl ,hat ..,emy .. an
Immediate Interrupt,

Combo'SufH'riotity: You ~aln ••2 bonus
to opJKlrlunlty aHoeo.
Figtr'er 14'_ Tal""': You gain a .1
bonus to allack roll. wh.... u.ln~ ooe­
hand«l we.pon' (......dy toclud<d In.....)..3.,

.1

.0

.3

.0

16
14
13
10
16

"

$co", Bonus'

Defell8e5
AC 18 Fort1tLKl.14 Ren"" 11 11'11113

Hit Points: 29 BIood~: 14

H,"lngSu,!/,,: 7 Su'ges I"" 0..)" J I

Inltlallve:.1 S~: 5 l<Iu",,,

AJlgnm..,l: Lawl"1 Good

Me~ !la'1e AHock (\I',mom"",,)
d2Q,6 IdIO.4dam.age

Rang«! Basic A"ack (Throwlng Hommer)
d20.3 Id6.ld~e

=rn=
CONSllnJnON
~=m
Iml'lJ.JGENCE
~,

CHARISMA

Canba, 0ta1l1!f!lJ": E""y tim< you attack
an <1lemy. wheth.. the attack hll! Of

misses. you con <hoos< to m01k that
target. The mark Iu.. until ,h• ..,d 01
your next tum. While. 1"'1f"1 I. m.llk..J.
It take•• -2 penally to attack roll. 11115
attack doeon'llncl~you ... 1"'1101. A
.",.10'" <all~ .ubj«:t 10 only one m01k
at • II..... A new marl< '01"',,«1...
....rk 'hat was ",,><Iy to pt....

Skills
AcrobaUco
~.~

AthleUco (t,.."«I)
Bluff

","-0'
Dungoon..r1ng

d20 + I
d20 + 0
d20 + 8
d20 + 0
d20 + 0
d20 + 3
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Calia, Ist-Lellel Elf FiiJhter

.--. _ IOroo<ly--

.....,... _ _ ...1<0 _~

Defenses
N:. IS _ 13 1leIlell12 _ lJ

HIt -..: 2i' c-=-- .. t ol 13

...... s.q.,:' s...,.s per 0.,: 10

_ .2 s.-ct:'_

Feats
~ rona: You pin a .1 Iml """""
to damqe fOlia when ...."11 heavy
l>I-'" (a1'~yIn<IOOm in the .lal.),

Racial Trails

-- -.- Iloo __..~_.

.--......_-­
10 r1I .... to J'O'I ohIIls ..............._Ihol .......~_,...._.
~,.,..c..oub.____ oplftII tNl _

•• 1IIt......,e.
e.-IlDl<C, ,","OJ, V..........2_
10~unll)' IU-u.

FIfjrIn~ T.._· You p1D' .1
bonus to .nad roIh when usI"l!i.....,.
hModed _poru (oI!'Oady lnclOO<d In
ota'o).

Group Awa........ You grant oor>eIt
all," w1lllln S oquar"" 01 JOlla .1 rae....
bon... 10 "-epl\o<I c'-b.
lI-ildSkp:y............ d1fIIcult ,........
_ 1"" .hIII.
nr-oA«..-y.V.... can__......

"""...--.. power.
.--, n ___.._01_,.. 01_..._-_....-,.--....-

_..,
.1.,
.0.,
.0

BuicAttacb
___(1.ooIp-.l)

<120.7 I".(~

It..,elIlook AttKt. (\.ooItbow)
d20.4 ldl0cWaaeo

a-Fealures
CtJmI»!~ (-,. ,..... you att.o<k
... <neaIY._I- the an""k hila ""
mi..... yo<> and_ to I1\Ofk that
torgr<.~m.rk Iul,,,nliliho md 01
your ~x1 'um. Whll<. ' .....'1......ko<!.
It tili•• -2 .,..,olly to Illack roll. 11115
a"ad doesn"lnchKk yoo ... '"'lId. A
crcal"'" can be oub!<'<1 10 Otlly one m>lk
...U..... A .-mart ...perO<!d<o •
....rIl tlu.l woo oIrNdy In place.

Abilily Scoru

STlIfNGTH t60te

CONSTTTUTlON 12
~ IS
lNTIlJ.JGENcr 10
W~M 16
CHARlS.\\A II
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~(­

-~-In,_to
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~'...
Slealth
SU<dwl.eTh_"

Powen

dZO .. 2:
d20 .. 0
d20 .. 8
d20 .. 0
d20 .. 0
d20 .. 3
d20.7
d20 t- 8
d20 t- 0
d20 .. 3
d20 .. 0
d20 .. 5
d20 .. 5
d20 .. 0
d20 .. 2:
d20 .. 0
d20 .. 2:

-........- --,---....,.-_..,_.._---- _-.........,_.._- -
~ .---.-- ------__.7_/1£-_.._-......-_.-__ -..__ ....
c ' ._ __.,

A ._"'- ,_-.......-..........-_....-.....,. .........-._...­
......... A...... __

1OrpI' ""'"«..,....
........, "'" • 7_ Joe-_ .._, ,.... .....-.-
~-_T1IioIo.__.,..._....

-'-~-"""'''''

Armor. Weapooa, and Gear
c..-.oa'e-U__.-..
1tJat.-.She unIoo •• VWIAd,.
• 'It _,20....-.... bod:pKk.lwu
-..bedroI.5G_oI-._
__ ....... ShehaoIO.
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Chapter 4

Starting Out as aRogue
•••••••••••••••••••••••••••••••••••••••••••••••••
1ft TIIis Cltqtr,
~ Understanding the rogue duo

~ Exploring who .hoold play. rogue

~ DlscO'm"lng how to ploy. 'ogu<

~ Merling th= ready-to-pby rogues

•••••••••••••••••••••••••••••••••••••••••••••••••

T:h< rogue h.. been I",t oIthe~ '" lJIu<loI<\~ ap"rI<n<:e [",m
the beginning. In the early day•. thl. c\;on w.. collod II>< ,hl.t. but ..

player charact.... rogues an and .hould be 00 mLICh <J>OfC Ihon that IItle
ImpU.., A rogu< I. an expert In the use 01 011 kinds 01 skill., excelling .t ."",k_
Inll Olound. o<:oollng. ,00 dloarmlnll traps. A log»< need•• high Dutelity
oco'" to Impr<>= his or h.. sLICe... with mony 01 the d ...•• primary ,1<111.,
.. ,..,11 .. to bolster his or her Anno. Cia.. and rang«lattacks.

In this chopler, '*" provlde a bit 01 advice on who might want to play • rogue
<haroc!•• and how to play. rogue chOl'acteT, 11>< "',' 01 the chopler tealu,,,,,
three "'ady-to-play rogue <hOIact.rs thai you can LISe to k1c....,.rt your
odventm1ng ca.....r.

Who Should Plall a ROfJuel
Th~ rogue l.n'l u dedicated to a .lngJ~ mod~ 01 play '" th~ tighter, but Ihl.
c1",....."". a good .ta,tlng potnl for new pfa~ro who .='t alrald 01 ....klng
a fflv d~<:I.lon. during the gam~. If you II"" to oolv. pozzi.. or want to playa
ch",,,,,t~rlhall. <'q",,1 P",t••killful. cunning. and ,t~althywhllo d.allng 10110
01 d"",ago. th.., the rogu. I, th~ c1"" for you.

Every adventuring party n...o, "". rogu•. In a p"rty 01 tour, a .klilful rogue I•
.....,!Ial to ,"cces•. In a I"'ger party. a ,Ingl.r~ .tlll provld.. tho abilltl..
to avoid or overc""", t,aps and hazardous 00.1"".... Mo"" lhan ""'1Og""
might ... overkill. .nd you could ...."",Ulclng oIhe.- .klll ""I, lhat the p"rty
might d~'PeTal~lyn...o.
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s... ChaJ>l<r 7 for detail. on how to read the d...."lpllon for each rogue".

~-

How to PIa" a ROf/ue
The rogue has a "urn~r 01 sldll. and ablillies 'hat mm him or her an ....,n_
tlall"'" 01 any ""'=Iurlng tNm. Stealth and cunning .'" lhe rogue'. 1001> of
"ade, so If y«J pby • rog""', you have to be ready for anything. One 01 the
rogue'. Junction. I. to de.al 101. 01da~ to ulngle 0I'I""l<1l1 with hi. or
her meak attaclL In addition. the rOIl"" .eoul. lor I",ty. ""'s ,1<111. to de"
with Ir.p" and IocUd doo,", and usually ha5 onough other ,kJlI. to be • Jad­
oI-.a1l-t,od... Rogues WG' cloth and leath.. UIDOf. and thoy U>< d"88"TS.
hand <ro.._s.•hurlkefJ.•lIngs, and ,hOft ,wo"h. A rogue'. ",lal~ly low
hit point. and Armor CI... ""'."" he or she need. to choose 01'1"""'0" c.~
fully In melee CQtJlhat.

Your choracter can take any oppro>och 10 the rogue cla... He might be •
stealthy ,hl.t. '" st""',_tongu..J trlcblcr, Of an fill< 0C«It. She might b<. spy.
• thull. or • diplomat. All rogues are ve,..tlle, adaJ>l.b~, and IOSOUlCofuJ.
Laler. you can pby wllh the ~lInes and J>Ortroy any klnd 01 "'lfU" you
want: but tn .lart out. II" with th~ tried-and-true buie•. You II", lor the thrtll
01 adv<1llu.... You chollenges 10 "",rcom~. and you Just h.", 10 open
that lockod door to wh.t'. waltlng "" lhe nther .\<le. And II you can f>ld
up~ gold along lhe way. 00 moch lhe better!

H.", lun wUh th~ \<le. 01 being ••klllod expe<l who'. d~X1erou••nd .t~.lthy,

U... your .kllf. ond .hlflt.,. oIt<1l. on<! the reward. will COTJ>< tn you,
Although.n "'II""" h.", • lillie bil (or • (01) oIlh.,1 In them. the~ 01 the
od",ntUl1ng ~ly urges you no! tn .t~al lrom your ".mmat... Be curlou.
on<! a IIHlereckl.... bul "01100 ,eckl.... Aoo...., all. be. h~ro.

Rogue builds
Rogue. com~ In two ba.1c builds: Th~ Brawny Rogue and th~ T,ld.t~r

Rogue. Br.wny Rogues p...l~r~.. that d~ol. huge amount oj dama~.
Dc.tCflly and St,~ngth ..~ the Br.wny Roguc·. moot Important .billtl...
TrieutCf Rogues I.vor power' th.t dec~l",and ml.dlrect Ih~lr foes.
Dc"Cflly and Chart.ma arc thelr moot ImJ>Ortant ahllltl...
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The rogue's role
Ju.t as ~ry player h.. a J>OSlliofl on • OJ>O"O learn. overy <hOIac!e. h...
role In ,h. ad"",tu,lng parly. For the rogue, that wI< ,. oink... As ••trlUt:. II
fall. to the rogue 10 provldeth< olf...... In moot bon",,", darting In to deal
must"" d;om.oge to on< opJ>Ooent al • lime. In addition. the r<>gUr has .klil.
and clas. t••lm"" that make him or her tnvoluable for ""plortng. dungoon
ond d..llng wllh ,II bod. ,,!>klll challenges.

Selectinf/ a ROf/ue
The rest oIlblo chap'" fealures th,... ",.dy-<o-play "'II"" eh.,aete,.:

... Ju ,•• Trlcu'er Rogue who is • good-heart..J and h thirst for
advm'u,•. H...... _.y q~t ... chal.....ge to do his , and help
his compoank>fts _ and II he eams~ gold along II>< way. .., moch the
ben... Ju', WNpon 01 <hoi"" I, II>< .lIort .word, and Ihe blad< slngo In
his sklll..J h."d•. .w.', Job on an odventurlog team I. striker. de.oJlng
maul""da~ and handling locOed <Ioor:. and Iral"'_

... Sb..Jo.. '•• Brawny Rogur who .lIps through every adventu", wUII
qUle' dolermlnalion and Imp~.I"" .klil. She wont. 10 overoxJl~ ""'y
choll""g~ond I, food oIl",a,ur~. She I. , g1ltod athlel•. highly .klliod In
climbing and jumpln~.and ,h~ ""'" Ihl, 10 the benonl of h.....,1f and her
I.,m. Shadow',!ob on on .d"""turln~ team I, ."Iker. deolln~ m..,lv.
damage ond h,ndllng 1oc00ed doo.. and Irap' .

... Udd.o I. a Trlcu,... Rogue. ond Ilk. oil halmn~ •.•he ..,nd. about half ..
,oil a, a humon. She'••n..ky. curlouo. and atr......ly lood ot ,hJny
object•. H.. cveor .. a rogue began wh.., ,he loll her home '0 wonder
In ..,arch of adven'u",. Udda'.!ob on on adV<1lturln8 t~am I. oIrlk...
doollng ma..l"" d"""'8" and hondlln~ Iockod doon ond traps.

Any 01 'h.... chvacters make a great rogue and a worthy member 01 any
adventuring party. PIck the one lho, IIlOlII appeal. '0 yon and lhen 'urn to
Chapt~r 7 fo, , quick """r>'lew 01 game play.

43
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]fU, Ist·Le~e( Human Rogue

•__.............. ......,._ ..1­

_"0..-,,_011<I_

Defenses
1£" F..,tllI_ 12 Ilftlu 11 ....'IIl1l

Feau
&1cbmbbf:r The .ld,a <I.am.a8o die•
from Y"'" Sno.k AtrllCk cia.. f.ature
mc.oaod lrom <l6o '0 dllo (already
~~I

__~YOllpina.llut

boous to ..""" throws (alJudy...........

.1

.1
••••••• 2

l~
18I'I!

~
~~,

~=
INTEI.lJGf.NCE
WLSDOM
C~M

Ability Score.
Score Bon.... '

HIt -..: 24 "0--:- Illooo:lW<I' 12
...... s.q.,:' .,.. per !by. 7
_.4 !pHd:,_

BMicAltacb_Ibsi<_ ~s-nl}

d:IlI • 4 ldli· I -...

It..,elIlook _ (tloaeI')
d20.1 1<14 d.omotr

C1MlI Features
F...._Al t""oIal'" an t...
Y"" Iu.... combo! od>'ant ns, any
C<fttUJOS tlu.t Iu.... f>Ol )"OIllC.od In tlu.t
...a'.mt...

loa. •....0.-0
~­_(trUlo!d)
"II ....,
Duo. ,"tat-­~
-~InsIsht (tr"ned)
Intlmldot.
~,-

r..copIlOn (1t.lnod)
Religion
S1....th (tr"nod)
51,...("'•• (...Inod)
n."""'Y Oralned)

d2G .. 9
d2G .. 0
d2G .. I
d2G .. 7
d20 .. 2
d20 .. 0
d20 .. I
d20 .. 0
d20 .. 0
d2G .. 5
d20 .. 2
d20 .. 0
d20 .. 5
d20 .. 0
d20 .. 9
d20 .. 1
d20 .. 9
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Shadow, Ist-Lerlel Human Rogue

.--------­--..---_.
Defell8e8

1£ I' -.... 13 Rdos 11 '0\11112

Felltll
8o<lutabbor The utr~darn. dlc~

lrom your SnNk All.ck duo ~~tu~

Increu<!O lrom d60 to d80(~
Includod).

T"........ YOIl pill ... MldIllon.aI5 hit..-
Skilb

.,

.1
••.0
.0
.1

8Jood!-t 14

l~
18
10

"I'

Up • l'" ..

11I_29 _

~ s.q.: 1 ....p« Doy: 1
_.. 5I>-=50q0.-.,

Ability Scores... _.

8a5ic Attacks---ClbonSwonl)d2lI.5 1••Z~

IlonJ<d _ At"",* (Hond C....->
d2lI.' I.~

Clllllll Featuree

r_SI>ift: At tlv ...." 01.., _nte<.
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.......
~
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dZO ...
dZO .. 0
dZO .. 7
dZO .. I
dZO .. I
dZO .. 5
dZO .. I
dZO .. 0
d20 .. 0
d20 .. 0
d20 .. 6
d20 .. 0
d20 .. 5
d20 .. 0
d20 .. 9
d20 .. 6
d20 .. 9
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LiJda, 1st·Lellel Hal(ling Rogue
HII_ 24 c----: llloodIod: 12

.-..~, Soqet pe<!lIoJ: 1
_.4 §p....t,_
&',WkDLGood

Ability Score.
Score Bon.... '
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Chapter 5

Starting Out as aWizard
•••••••••••••••••••••••••••••••••••••••••••••••••
1ft TIIis Cltqtr,
~ Understanding the wizard d ...

~ Exploring who .hoold play. wizard

~ DlscO'm"lng how to ploy. wizard

~ Merling th= ready-to-pby wizard•

• • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • •

T:h< wizard ls on Oleor>< .pelle....' who ""'. magic for attock. dcj..,~,
.nd a myriad of other noes. A w1lMd approach... magi<: .. a IIC~.

u,lng Iralnlng and .tLKly to C;.. , .pells. A w!z.,d rftJulres all"CJd Intolligence
1<0'" because ,hi. ability ddcrml"", how po_rlulthc w1urd con ultlma'dy
b«:ome. Good I'.,.dom .00 Dutorlty .core••1.., help the wizard ca.I .pell.
when trouble 'pl"'a...

II'll.I.rd. odven,u", 10 Imp""'" 'hoi' abilltlc•. to dl.cover hkklen tnowlodge
and new .our= oIlnlormatlon. A wI..nf. role In on odv<fItUl1ng l"'lly ,.
controlle" da....glng I,...,. groups 01 en=I•• at lhe oamc ll~ while ...,'Ing
cOIllrol ""'" lhe b.attlencld. Iu l"'ll ol • team, the wizard uoes hi. 0' he,
01"11. on behalf 01 the J>Mty.•1l the while ......Ing to master ""cone~c and
learn new .pell•.

Seo Chapter 7 lor detail. on how to 'ead the description for each wt""...!'.
powers.

Who Should Plall a Wizard?
Spellca.ltn8 can be tricky. 001 every p.vty need. a .pelk..teT, ."d the
reward. fo' playln8 one can be hi"". If you wanl to playa character wtth a
myotmou. nalu", and a selection 01 powerful .pell. at the ,.ady, then the
wtzard I. the das. for you,
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Every ad>=turlng f>Mty .hould h."". wizard for II>< magical might lh~ duo
provld.., An Ole.... • 1'011<...., has ace... to m.agk:oI '1"'1l. th,l an comple­
ment or coho""" the ",,'ur.r ,billtl.. 01 non• .,.IIc..' .... such .. nght.n and
rogu... In • f>Mty 01 five. lhe wi.....!'. 011...,1"" magi<: con be every bit as
Import",,! .. the Ught...'. ~.15wordor a "'lI""" sneal: a"acL

How to PIa" a Wizard
The wtard ,. no! • me~ com~'"', ',Vb.... baltic breaks out, II>< wizard
wan" \0 ... at • dt........ cas'lng '1"'11. from down range. A WlzOld con',
stand up to. lot 01 ph)'>I.'"da~ and 00 mLlSt 1ely on oth.. tNm mem­
bero 10 provlde <leI..,.." What the wizard has I•• ..,'«Iion 01 '1"'11. 'hat he
or .he can cut over II>< <:«I ..... 01 • baltic. A wizard wUh dam.8~e.oJln8

01'0"' con b«:ome a prlmMy IOU''''' 01 • J>M1y". 011.."",,, punch. A wiard
with mOfe control_baRd '1"'11•. on the OIh.. han,!. warp' II>< b>ttJeUeld with
amazing oiled•.

Wlurd.... pro/lcierlt only with d.~" and qua,ter>'oIfs. Th~ rad Iralnlng
In the use 01 O1mor. 10 wlzard. u.ually avoid anything heavl.. th.... cloth
armor,

Your character can take any approa.ch 10 lhe wizard cia... Mo.l wizard.
believe that thel, power com", from the arc....e forc", that flow th,ough lhe
world. power lhey unlock th,ough exten,l"" .tudy. hidden Imowledll".....d
Intl1cale preparation. Th,ough arcone moglc. wizard. ""'. 10 CO<Itrol the
world .round them,

II'lzard••hould be conlldenl .nd a little my>t..lou., They are highly know\­
edll"oble .bout many .rc....e malt... and .t,ong-willed. As • wlzord. you
adventu,e to tcot the limits 01 YOU' power _ and by tcotlng them. 10 surpa"
them.

H,,,,, fun playlng an enigmatic. my.terlouo .pellcsoter. Cast powerful spell. at
opporlune Umes 10 help your patty and lhen stand bad ,nd use your al-wlll
.pell. to ,uwlemenl the offen.lve mel.., capabilities 01 the tighter and rogue.
r",t yourself .nd your learn often. for tn lhe tcoll. perfedion, Above ,II. be,
hero,

Wizard builds
II'lzard. come In two bo.lc builds: the Control II'lzsId and the \\';y II'lzard.
Control 1I'""d. like pow... lbol r",trlct enemies with cUed. such so pol.o­
nous g.. cloud. and enc..lng Icc. Inleiligence and "'l0d0m ore lhe Control
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11'1...,,1". moot Import.", ablll!""" W", Wizard. choose pow... that dl.h 001
lot. 01 dorn~ by l/OUl. of II'" or burst. oIlightnlng. Intelllgeocc OJId
Dex,..'lyor. 'heir moot Important ablllllu,

The wizard's role
Ju,t as every player has a J'OSllion on ••porto learn. overy .hvac'., two •
role In the ad"",tu,'ng parly. For the wlzord. 'hat ,01< I. <ootroller, As • con­
twller. the Wlz01d WI" opell. to attack multiple ""em'" al the ...... lime
while ..ertlng Ofe.... control """ II>< b>ttJelield. As • Control Wizard. you
tum the londscol'" "lI,'ns' your en<mies or =d.. 'hom unable to tight elf~_
11",,1y tor • ,ho" lime. As • War "'lzard, )'QU deU"''' In powers that de.al 101.
01 domage. £.lth.. way. wh"" you step Into a hatHe. you control every aspect
oItheUghl.

Selectin9 a Wizard
The rest oIlb,s chap'" fealures lh,... ",.dy-<o-pl.y wlurd chvac'...,

... IIerl" I•• Control I'olzarn who otudl<d In the grNt lowers 01 arc....
knowledge before otrlklng oul to b«:ome an .dvm'u,u Beryn'. job on
an adventuring tNI1l I. controller.•1andlng back to reJItrlct ..,..,,1.. and
deal damag< 10 hostile an".. wh.., the need &11....

... Drq(gu I. a War "'lzard who learned lhe arcane &11. 01 baule a. a ..u­
<Ienl to a J'OWeriul and ancient ~. Dreggu'. job on an advenlu11ng
"am Is controll....landlng back to "",trlel ..,.,ml.. and <leal damage 10
hostile area. when the need arl.es.

... Telso I. a wizard who combln.. oUen.e wllh , .trong defense. She
learned her .klll. by ..udytng wUh the eladrtn arcane m...teu 01 the
Feywlld. Tel...•• job on an ad",nlurlng learn I. conlroll",-, .tandlng back
to "","Iel enemies and deal damag< 10 hostile are.. when the need
,rl..,.. Her POW'" lavor lhe War "'lard build.

Any 01 theoe characters makes a weat wizard 'nd a worlhy member: 01 any
adventU11ng pa1ly. PIck lhe one lbot mo.l 'pj>eal. to yoo 'nd lhen tum to
Chapler 7 lor a quick """r>'lew 01 game play.
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8e/1Jn, 1st·Letle( Human Wizard

._- ......,._ ..1-
_ ..0 _"""__

•"·_~.'Good._,

DefeMel
AI:. 14 FortItUlk II ~ IS ....'IIl1l

Ability Scores.... _.
d20 + I
d20 + 9
d20 + 0
d20 + I
d20 + 6
d20 + 2
dZO + 0
dZO + 2
dZO + 9
dZO + 7
d20 + I
d20 + 7
d20 + 2
d20 + 4
d20 + I
d20 + I
d20 + I

Powers

Skill5
Acroboll<.
AraIUl (tr.lMd)

-~~
D1p1oma<)t (lfolned)

000" _"'*'1
~-
~

Ibtor-y{l.-.n
....... {I,-.I)
••' , Id~
_ (I'oIoled)

PuajitiOOl=-Str............
n.-,

.-- -e-opotiflo_,.."-. -,..___._--""
At·"'lIl. _1U_

........nlA.......-"T.....'OOOOOjoc'''' ....._ ........u__.-._.. _ _
"'__ ,........ _..-..10-_ -.-------" ......_....-

.....' •"""_u,' ...._h,...110ft,.,.. rIIuaIo _ 'fI'"k
II~ two dlIIlr opok,......,.
_-1*!odllly ..... ,o...-..b
..... _h clay. "".. OIl _ t6l.

Feat.
_ Pone"""""",' You pin •• 1!Nt

boouo to""'''' 'h.......
/rnpro<;ftJ 1r11t11n1.,... You pin ••4 leal
bon... to Inillotive d>o<:u (.altNdy
Intlud«l).••••.1

.4

.2

.1

I'
11I'
l~
12

Basic Attaeb
......, 8aIk: _ (Quartenul)

d20.Z IdS~

ItoDFd 8aIk: Altxt~ ..-)
d20.4 2d4. 4 """'"<I-.

a_Fealures
om0I~, Oft<:e pe1 enoounte<
.. a II"" act-. )'<lU an ol>oooe '0
_<nd !he <luratlOO '" ... eliocl <~,...
by a w!urd .'_....11 .~II 'hal W<>J1d 011>­
<r....~ <nd at ,he <nd oI)'<lUI ourr<rl'
'urn. In.'~od. Ih~ e11..,1 ..,d••, lhe <nd
oI)"<JUr ...x1 'urn.

RilUal C<rMi"ll: You <an mu'" on<! peI­

Ionn rUum 01 your Iewl or lowff.

HII _ Zl. -,_--,- llloocI<d: 10

~ s.q.,:: S Soqeo 1'O"!lIoJ:'
_.5 §p....t,_

~

""'~,
~=
INIT.I.lJGf.NCE
WISDOM
,~~



___ oa...._._-_ _....,-----_ ..__ ...-
~-

""""'.......... WI..." ...""'. ,....-.__",-*"f"'-"",---, ~_._ -.......,.._r...,.,' I' ...-- -,--,,-.......~_ ..­-_._---_._--_______ 10__-._..-.-.----_ ... _ ......... J_---_..,..-­_.._------­_..._-
......__ 1
__~~_ot__ _

......,..--~':!I'~::-- '"-"-----_ -.-_ -.......,_ _,.....- ... ,.....,........_.
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............... ........ ....... ,A ,...__.-_

._",Iq../M...._",_.

.....,.. _.CoW.' I' ,-- _......-
"-

"'""" --,--_..._--..-.-.._.. _-~-",--­.-,.._." .....__ __Z_

"-

......,0:.00...-.... .. _-_.._­_..._-----------_..-----.-----_..-......._.. """"""' .._---­---_..._-

-,.._-------'-"'- --,...._-,.._.......--
--~ , -"'--­..-. ._-
~ ._c-.•.,~_-- --,-"-'..... 0:.00...-.... .. _-_.._--,....-_--_..--.......__·._10_' _
...............-.......- ,...-, ..._..-.

---....~-",----~ ..........__...",_....-:_--_.....~--......,..-__ '"-r"

...........__.,"-......._c.- _.. __Tho_....._~_ __._....__ -..................._10.__

.......' y"'.- ..... _ - <MOnp..,......,_.""', __...--<..,..", ....",

,..-...... WI.... "'.... '-'-'-''''----.-..,-.......,.._', -....-.-- ~-~I .....~_.. --_.._--
Armor, Weapons, and Gear
1l<Iyn .....an dOlh roboa. Ho anI<o •
~talt ... dfb.."-tpock Iwu.....

rocIo•• b<droa. 50 '"'" m"'1"'.• "'""
book. _Ill", _ ....... Ho hao 23111"
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Dref/f/u, Ist·Le~e( Dwarf Wizard

.... "lJDoIIp>«I

--,_.

Feala
Improwd InmtJU"r: You pin ••• leot
bon.... 10 lnlllall>'e thee... (already
~~,

G-._ _C_...._._----.,..-­__ .r_""
.......,.0__-- "-"'"T...... _........ t_

d20 .. 2
d20 .. 8
d20 .. 0
d20 .. 0
d20 .. 0
d20 .. 7
d20 .. :z
d20 .. :z
d20 .. 8
d20 + :z
d20 + 0
d20 +:Z
d20 +:Z
d20 .. 8
d20 .. 2
d20 .. 0
d20 .. 2

Powers

Skills

RadaI Traits
c..u.:. $I, ...5 ....:iaI _10.....ua-....- poIooL
D _,." ',,10. You QIII .-,.,..---'"""'" ..._­
__c..:...d. ""'bon .. efi<d

~ yuu 10..--l!rrouIh. p<A
puoh. 0< tilde _ you ....,... 1~
Ies.lhan I"'" efi<d .1'f!CIIIes. In addI­
tion. whorl OIl .ttack would knock yuu
1"""", you con m.... .., lrnrn<dl.te
uvlng throw 10.voId 1.IUng prone.

-,~
M-.. O.aIned)-~1'Iil+ "'T
D. "",(1.->
~-
~

HistOfy (trained)­lnt_ol"
~,-

-~RelIgIon (ltalMd).w.
SI~W1""
Th_ry

Ability Scores
Sc<n Bo...... •

Dele..-
},£. 13 _ 12 ll<&x 13 'A'IIII.

Basic: Attacb
......, B.lc AlIKl (Quartenr.ol)

cI:IlI • 2 ldll~
!lorrFd B.lc Allld 04tII< W-)

cI:IlI • 3 Mt • 3 Iorce.......
aa.FeatufU

R_ eo......: You ~an mul.. and p"'­
form rttu.ah oil""" \eYel 0<~_

~II_:You pos''''' ••peI1bool< In
which JlC"I .t"",)'>Il' ,llu.lund 'p"U•.
It e<mtaln. two dally 0p"1I.: you can
choou whH:h dally 'p"11 to P"'P"'" to<
use each day. a1t...n nlendc!d ....t.
~_01Aa:"""'J" Once p'" encounter
... Irft xllorr. yuu lfaIn ••2 bon... '0 •
....""'._ rt>&. You _ wI..... _
wand 10 pin this ..........

HII_2•• llloocI<d: 12

Soqeo .... no,: I....'-
STRENGT1l 10 ..0

f$~N U :~
lNIT.WGf.NCE 16 ..3
WISDOM 15 ..2
CHARISMA 11 ..0• ......,._ ..1--------
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f ._ __,

A__"~__•-....." ••__.' " _00-- ...........,-"-

.-_~._ -...._.._ -.----"""._----_ ------ -.----------_.._-----

...... - __ I-_.-..-........­
AI-.... _F-.' "-- ..-..-T.....O"___.3__-_.._­.....------_.­--
T-P" .......
An..., ""'., ......
"It,.." ......
~..- "" ... ,
A-.. ......_..-_".-_-----,-'--""...-.__ 0:-._.
T.....~_.. _

Armor, Weapoll5, and Gear
Doqll" w~." •ck>4h ....nl~. He ••1TI<o
a qua".....alf, • wand. a backl,ad. two
ounfOd•. a b«l,oIl, SO 1~1 0I~, a
oJ><lIbook, and OInl and .1~1. He b..u

"~

-_.._--_.....-.-- --,....- .._ -_..-......-_ _.........--,. ........_...---- ......
...-,.'.....0._-_.._--_.._--_....._(...._~_.__IL

...-y'fWJo!. t.tfI,....... _ ............., .
_, <0<"- d2II., .....
..." ''''10_, ..- ..
....... C _l,_ -_ ............-,. (...._}_ --
....,...,..IL

r...., ..-..
_ ... J__

_'•• JoolIl ....---.- _---_ ...-- lIIfI.- .............._.._..­---......._-_..--

~,,--------._..OQ'_ _ .. -

-,.._e-. ~-- --,-"-

---_._~~--_ ............__ ,..----_ ...,.....
AI·"'11._
-- Il-r"T-P" <000 _, '" ,,,' ........
..-_._, 10.,..... ..,..-..,.., , ' ---
'01l.o, h. 'Tho ,.... ",.. """-
..... p..n tho 0<1....,

!p«Wo ""' _ ...., ..,. uno......,......,_ _..-..... ..-
PO" ~_""'__
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Telsa, Ist·Le~el Elf Wizard

•__ ......,._ ..1-

_ ..0 -.""'__

Defe_
N:. 14 rort1lu<lo II Rella 13 ....'lIl14

Ability Scores
Score Bon.... '

HII _ zz llloodIod: II

...-. s...,:: s S<qet per!lloJ: 1

_.1' Sp....t7_

A' .'lJDoIIp>«I

Feats
/mpnJ<.wI~ You ......4 Iul
_ to 1Ioltlall-.e <hods (atr-Iy
.......".

RadaI Traits_.,._.- ""'-~__S_oIJ1lU•• Ir.w
__ 10 I'ftocepIIooo-.

WiIII.'ilo!p: V........... -... _....... ,.,...hIl.
iJrJm.........,.:you CMI ..... _ ....."""...~.. _.0---,. ..__....__ot_,... _......_-_ ... .....-,........,.-*-~.F__ ..........
(I............. ..,,,," -.u.. .... _ ...........'._.

••.1
.3
.3
.2
••

I'12
I'
I'I'11

~

CONSJmmON
~=
INTFJ.lJGf.NCE
WLSDOM
CHARISMA

Basic Attacb
_1IaNc_(~-..:l

d2lI.2 IdS ......
~B.kAlIKlOUak"-)

<120.] - },K.31Dmt......
a-Featurel

R_~Y",,""_"_per_

Iorm ........ 01 J'lW Iewl Of low...
~-You __ I .peIlboolr.ln
which you .1..., J"'I' .It...... and ........
It ront.,,,,, two dolly .~II.; )'DU an
coo.- which dolly .poll to P"'I""" lot
u"" each <by, alt.. on ..,...de<! rest.

Slaff 01 0.,"'"",: The &lall 01 dd......
gronto you ••J bon,," to AC CoI.-:Iy
lnclud<d). In addition. one" "'"
<n<:ountor .. an lm"""'lMc lolCrrup..
l"'" pin I .1 _ to """'- .......'
_attad. You""'" w\oold your qiW"­
tersu/lt<> pIIItt- befteflu,.

Au .......
~O......--Oil· ...,
Dw. ...<1at (tnIo>od)--~fbi.,.,. (t.olIlood)
InsItht (trllned)
intimidate
~,­

P"cq>l1on

~'''''''Slnlth
SI~wlOcTh_.

d%O .. 3
d20 .. 8
d20 .. 0
d20 .. 0
d20 .. 0
d20 .. 7
d20 .. I
d20 .. 2
dZO .. 8
d20 .. 7
dZO .. 0
dZO .. %
d%O .. %
d%O .. :J
d%O .. :J
d%O .. 0
d%O .. :J
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..... " ...... 01,.- _ y"" <WM ........""".._ _---
-_ -"1--.
OU'..... _

-- "-r"T... .. ,'_

......_.--........_---l1Io ".__.. __._....-....-...­-_--_10._-....---- ----KdR••__._ _ ..... _
po S.- _

.-........ --,...-.__ ..--- )-_ -

...._._-.' I' ..-- "'-'-wiI.... '._
T..... Eodo..-- .. _-_.,---,..,--
........,""'_._.. _ri ......._..._. ...,. ,.., ,.............. .. ,""' .., ,_.-
......... Tho do pIo«o ..... ''''
................ ,um. ""'<OIl"'''''' ,"".__..........,,--

......_ """"AI"'"-_..-,.....,_....-

...._. --~.~"'~:::-- --..-T...........-

__.s__-"".,--....-...._--_...----...- -_.,..__.._--------. •_.rn. •.•".~___ aooo_s

""",Eodo.-.__..,..s _

--" ...-_.....- _...... ,
A

t

- -- -.-.._ __ _oi....

m","'Of,

.....,.. -'-''''fOo-1
_"'- ....... lIII
~......,o..o..-_

_d1OI.J____.S_........__._
-(--~_._-­• ' , ........r-.-_..
~..-,-• , , __.J__

--"--"'--'­_1---).-----_._­"-""""(--).-----~ __I......_..._-- ........
" -_._---

"",,,.-,' , .....__ -.0.-»­.......'.....<_10__<lllI., _
___10_(__). ..... _

.... ...... ..,q ""'"' _ t1__, ....
__..K....._{ ).

_""" ..... io_{ j

Armor. Weapons, and Gear
r...... WUI'I • ololh ...........~ carTleo
a quarte<oufI. a bo<lpact. two aunroda,
a bCfImI, SO IHt 01 """"' alf>"llbook.___OIHI. s/.., baa Z!I III'"
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Chapter 6

Starting Out as aCleric
•••••••••••••••••••••••••••••••••••••••••••••••••
1ft TIIis Cltqtr,
~ Understanding the cleric class

~ Exploring who .hoold play. cleric

~ DlscO'm"log how to ploy. c1e~c

~ Merling th= ready-to-pby clerlco

•••••••••••••••••••••••••••••••••••••••••••••••••

No f""tasy world I. comple1c without • ~th...., 01 mythical god. to odd
navor. color. and ~kground to the ..,nlng. And no DtooGEON:\ '" DItw:fI>

advenlul1ng l"'lly I. complete without. serv;rn' 01 the gods _ the cleric.
A<lefle uses dMnc moglc and o.c.,nl comb>, abiJltI.. to old • 1",ly. A clerk:
ne«t•• good W10d0m seo'" to bol.'.r hi. Of h.. dlvl"" opell•. A good
Strength OCQ'" Improves. delle',~ snack ability 10 he or .he can wade
Into battle wh<1J collod upon. and • good Chorl.ma 11<0'" Improves the cia..••
J'OWcrs (coiled praY''')'

An advOfl,urln8 del1c devole. hi. Of h.. life to. god'• .."vlce from • )'«log
..,.. A clerk wield. dlvtne magic to old II>< 1",ly. I1>log prayers that provlde
healIng, oIlens<. on<! do/ense to lou' odvan'ag<. H.vlng d"""nt e<mlbot .1<111•.
the denc provld.,. "",lee .uppon and oUen wad.,. In In .'.nd beside the
lI~h..r In bollle. The cleric'. job I. 10 delend .00 he.. with .pell. and 10 lIghl
when bottle r"8"".

Who Should Plall a Cleric?
The cleric can be ..,mewhot cnmplex '0 ploy due 'n the cb.... prollclenCJ In
both cnmbo' and dMnc ....g1c. However, thl. e<mlbln.llorl mak.,. Ihe cleric
no! O<Ily nc<:eu.a'y lor .ny advenlurlng le.m. but • 10, ol lun tn ploy, 100. II
you Ihlnk 'bol pbytng ••uppor'lng role. helpIng your 'e.m.........nd ocu_
.lonaJly mlxln8 It up In batHe oound. lilte lhe kind nI chOlacler you wanlto
play. then the cleric I. the d .... lor you.
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Every ad>enturlng 1",Iy 0.".0, at ...., ooe e1mc. In a J"lfly oIlour. a derlc Is
.."",,'Ial to .oce.... In a f>Mty 01 fI= or sl•. ' 0 clefta con provide • lot 01
healing and del..,,,,,. m.klng od~tU11n8eut .

See Chap'''' 1 for del,lI. on how to uad the det.crlpllon for each cleric'.
J'OWers.

How to PlalJ a Cleric
In on .,1\..,0'uI108 J"lfly. the cleric ,. ove,ybodf. friend. Through the n.e 01
dMne magic.• cleric con m.oke a fighter .!,oogor or • rogue 'lukk.. fOf •
,horl period 01 time. lor 0lW1I~, ,nd ~"yonecon benefit from a ttIDely
heolJn8 .peIll" the middle 01 • grueling !>attle.

fI"•,
Cle,lcs can US< cloth, I<,th... hid<, Of eholnmall anno., and they CaII u'"
,Imp" me"" and ,angod ""'J>ORS w1tOOu' J>ef"'lty. To u"" weaJ>OllS that 1..1
Into other c.tegor~without penally. such .. longswords and warnsrnme...
• cleric~. to~1 the opproprla'e feat.

Clerics advent"'" 10 ,upl"'" the caLIS.. oj ,hoi. gods. to help thOR In neod.
and to work 10 Imp""'" the "'I"'lallon 01 thel' deltl.. and '"",ple•. You con
hnd dClICflplion. 01 mylhlcaJ o.ltle, fo< the lJ<J>a0N'l '"~ g;ome begln.­
nln~ on page 21 01 the PIa}"',', HaOOOOol<, In ~Itton to followtng thel' faith.
de~", mlghl have ""y common mollvotk>n fo< ..Jventu,lng .. well. Clerk,
e"" "",k f"",e, I",,",u,,,, and POW"', lu.lllke any OIh.. d...

Clefic. ohould be buve and helpful, lollthlul ""d heroic. Later, you can pt.oy
with the buell""" and po,t,.y ""y kind 01 cleric you wanl. bul to ,"rt ouI.
go with the Irled-ond-true buies, YOIl live 10 help oIher..nd ••,,"" your god,
You hate evil In >JIlt. form., and you have a .pecW I""thlng lor lhe undead,

H.ve fun with the klea 01 being the one lbat the ,e,t 01 the party count. on
fOf heaJln~ and <IeI"rll,e. Doo't be af,olld 10 pick up ~our mace. but mel....
• hould lake ...cood place 10 provldlns divine ,upport IOf the Ie"",. Be
<!<voted to you' ea""" and your teammates. Above olll, be a hero,

Cleric builds
Cleric. «>n>e In two ba,le butld" The !!altle CIe~e and lhe Devoted Cleric,
!!altle CI",ic. like 10 mi. II up In melee combat and lavor pow..... tholl .mlle
thelr ene"""". Sl""'glh ""d 'Modom a.., Ihe !!allle Cleric', moot Import""t
abilities. Devoted Clefl", f.VOl pow= tholl aid the parly hy he>Jln~ and pro­
vldlng bonu..,.. I'olo<1om and Chari..... are lheI, moollmport""t abUltkol,
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The cleric's role
Just as the positions on a .port. "am, every charac'er has a role In II><
odventUl1ng ~ly. For the clerk. ,h.t role Is leader. ftd. lead... you should
be shielding y«J' .!II.. with your pr.~rs. he.lIng huyt r~d•.•00 ",'ng
prayer. th.t bob,.. your .111..' attacks. By~... we don', r.ecesYllly mean
that you' ... the boo. _ but you do mollvale. OOC«I'''ll'". and In.pl'" your
teammates 10 greatn....

SelectinfJ a Cleric
The rest oIlbl. chap'" fealures lh,... ",.dy-<o-pl.y cleric characters. &II 01
which combine he.oJlng and derensl~""'Ille with good combat .kllI"

... ThOlllm I•• cleric of Ilohamut. lbe !rod 01 Justice. honor, and proledlon.
HI. ""nlng Included II>< healing art" baHIe prayers. and mel... comb>,.
He .d"",'m.. to defeat ffil and 10 promote the 'encls 01 hi. lat,h,
Thomm', lob on on adventuring tcam I. lead... Insptrlng hi. toamnWes
and bol,'mng 'hom with pr.Y"" during 0011••~ uses the Ilatlle Cleric
ch....ct.. build .

... O><on.o I•• cleric 01 M........ the god 01 wtlde",,,.. and the..,.. Her
training Included the he.ling art•. healing P'"Y"". and In'plrlng lude<_
.hlp. She adventu,,,, 10 del.aI evil and to plomole tho lenol. 01 her
ralth. Chenn"lob on an .dventurlng I."", I. Ioade<. In'plrlng her "am­
mo....nd bol.terlng them with P'"Y"" dUrlng OOU•• Chenna u"'" the
Dovoted ( ....Ic build.

... Eborll. a clorlc 01 Mo,adln. the god 01 c",allon .nd arll..n•. aJld .pe­
clal patron to the dwarv.., HI. tr.lnlng Incruded lhe he.ling arlo. balllo
pray<lO.•nd In'pirlng I.ad."hlp. He adventur.. to <Ioreal evil .nd 10
promot. the lenet. 01 hi. ralth. Ebork·.lob OIl .n adv<rllurlng "am I.
Ioade<. Inspiring hi. tummol", and bobt""lng them wUh praY"" during
battle. El>ork lavou Ih. Battr. ( ....1< build.

Any 01 th... chOIacle" mal<es a weat cleric and • worthy mornber 01 .ny
adventurlng party. PIck the on.lhat IIlOlIl .p....r. to yoo .nd then tum to
Chapler 7 ro, a quick """r>'lew 01 8"""' pray.
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Thomm, lst-Lerlel Human Cleric
810':'1%H1t_U _

~SIqe:' Sutpo 11ft 0.,.: 8

_.1 5peod:5~

• ••~_&•.~ ""'"•
AbilitySc:Otes

Score _ •

~N 1~:1
DEXlT.Rf1Y 10 +0
IrfIT.WGf.NCE II +0
\r,iISOOM 14 +2
QWlISMA 13 +1------------..--- """"",

Defeues
11£ 16 _ 15 IleIelc 1% ....... 14

BuicAnacb
-., IIaA< AI'" (Moce)

<120 ., I". 5"-"F
IbIqrrdIlaA<AI"'(C~)

<120.% I......

ClaM Features

O>anttft~ VOU can "'" """ 01
1'-opecIaI dlvlnoo _. """" pn
<n<:ounl.,..

..-,-"_.1'.._
...""-"'----"'--­--._--_....-1'__ _.--_......1_....-_..........._--.,..._....---

.-........,., ......------------_.._.

. .-. , ..-
__ ~_l

~ I;a<to_~ .. """'-­-_.,--_'.,•• J' ....

......_._' , IT"'_...._.. ,.....-,....._1IalI_ __..--....,

Hrol.... /,0..: W,,"n fOIl grant h.allng
.....th a.lorI<: 1><>Wot Ihot ho. tt>. H..ltng
i<oyword, odd .2 to the numbor 01
.-.-d hi' poIn.. (abudy Ind"dod)
_inrIlfurd.'T......", pne>ooomt......
.........~,)'OUCan...., tbr_inrI-_.......- --_._--- ----.....----• lJPodooII • _ ......

.....- ..._-----.......,---­-- ~_.
~ ..._-..,.-- ......-_._­___ 1M • " ••,'''_

Feats
A<I:i<Jft~. Youpna .3-"'0
aHad "lilt )'OU ....It<. during any .alnn
)'OU golllol!d by ~ndlTlllan actlool poI"' .
IV""P"" F<>cUJ: You II'ln a d I... bono.
to domoll" ",II ......th mac"" (ol"'ady
IncILldod).
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__ Cloflt ....... ,-_._--------.....".._""-
~-- ---T....,O"'.-....
A_'" d20 4C
HOo , ,.,. __ ,

.......... , -.. '" N::. ""'. , ................. ,....

....._ _ CIorI< .._,--,.. _----•_ •.....,.. .,-01__'_'-"_-""'lr_"_----_ .._~-_.._..."'-_._---- -­T....O"..-
_ ....._1£__.s ..,._._..__ _-----_ __ ..._..---

­~
~

~

!JI+ ...,.~

Duo¥" IIug

""'-­
~­HIst.,...,. (lnl...",)-"'--~,-
~"'~
ileIIgioo (••oInod)
Slnlth
Sl~wl>eTh-,

Powen

d21l- I
d20 .. 0
d20 .. 3
d20 .. I
d20 .. 6
dZO .. %
dZO .. 0
dZO .. 7
dZO .. 5
d20 .. 7
d20 .. I
d20 .. 2
d20 .. 2
d20 .. 5
d20 - I
d20 .. I
d20-1

__ o.Ir_,- ...----_.....-_.__...._-...._""'lr_.. __......._', ..­-- ........---_oQI.J__
_'.·1 ..,._
--__ ' ; _t"_...._ -.
_.- Oori<_'____......"".._01_
_"-.-_.__ = '0<....

- __ """"'-1_ ..... _
_ ...... OM.., ....._,_poo_A<,,,,--......., ..... <JUO...._d1OI.' __ 1£

-,...._-_ ..-- ...._.....--.....
........ _ Dori<_'-----,... ......------------.-...,.._----- ------ G_'_ ""--"""--'----,---..-----....- _...~_ _,_ -_ --Armor, Weapons, and Gear
'Thomm We'" <hoi" mall ...mor, He c....
l1<1I 0 mace, 0 <1'Of.bow. 2Il boIto, 0 holy
oymbol oIllohomut. 0 bodpood. two
OWI,od•• 0 bedroll, 50 foe! 01~, on<!
Oint on<! oloel. lie !lao 10 gpo
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Chenna, Ist-Ler/el HalflinfJ Cleric
Hit Pointo: U BIood~: 12

HeaJln~ Su'll'": 6 Surges I"" D0Y' 8

,,,111.'1,,,,: • J Speed: 5 "'1uares

A1lgn~t: Good

Ability Scores
Seo,", Bonus'

..........._" ''''_or.......'.lW.

...""' ....... ,... 0/ 1•••Ii,'8 ....'V"'''''')'OOorQ__.

........... • .........,1iMbI

............... ""·r·
Twpt, y.., '" onoally; bOood;." ' ooly.
[1 ......,_ '_ ,_",...

..... 0/ tho ,.. or unIiI he or ~ ""

........ _;.d.

STIlENGl1l
CONSlTIUTION
~

~"
WISDOM
CHARISMA

13
12
13
10
16
16

.1

.1

.1

.0

.3

.3

........... DtvIaltJ'_.-

........._----..-­_.. """'"............ "",..., ..........', ........
_ • ..- 0.- ,

.__ , _-.,a1-
.......,<0 ." boo ...-n.

Defenses
AC 16 Fortllooe II Reflex II "',1I15

Basic Anacks
Moiee!lul< AUac' (M"""j

d2ll.3 Jd8. J damage
Ranged Ilul< Attack (Cros,bow)

d2ll.3 1d8 d.,nag<

Class Features
Olannel Div;nily: You COIl u"" one of
these oJ>Klol dlvlne powe.. once ~r
oncounler,

...........,-"...-F.._

.. ""_ "'_)'00 _ """"}'>or"''''''''''
~.~""-.............-....- .......
......,_ , Do..... '0,.... ' ..''''.
roO or throw Dolor< tJ-.. .... 01,.,... .....,-

Twr<' £.o<h , "

.......'" d10 • , " ..

HI" IdlO.3' '''-_,....,...., Iho....,...,..... _'~"'-, ......., "',..... ,""'-_ _, ,...~._pu> ......._-
H""I....I.o"': 1I'h<1l you grant healing
with acle,lc POW" that has the Healing
keyword. odd ,3 to the number: 01
restored hit J'Oln'. (ol",.dy 11>C1uded).

HealilllJ Worn: Twlco per oncounlc, a. 0
minor octlon. you can u.e II>< healilllJ
WOIdpowe,.

~ -
CIori< "'"

--~-_..._Itpt­....,.,._ ......"'_ ..­
........... (SpodoI). - .........

........' 'h;'..-..'-'_
"""""" hut only ""'. _ ......--~'"" .
1OrJot, "' oily

[I"'" Tho ' ,on"""" o""""',<qO....._ h_'<16.'''"_,,_
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Feats
....""":. T"*.-Y",, cOOl In''Ob,ho_
01 J'OW" dolly'o.- JIdorv' lidr_

.. " .. ....,..,. --
Trtgor. y", ... hit..,. <a<k.

Ol"''' '''''0 ,,,. ..t"' '" ,..oil ,.....,"'...... _,.......~.

'-<0"'_ C'\t<I< ....... I

,,---:> ----..-.--_ - .......~-""""~-......11._ ._...___ --"5

Racial Traits
SIIiII_.2_......2n.-y,--_ -5~_to"""'_--1I__.2,odaI booIuo "'/1£

.....~attxb.
S«oowI~y"".,. ...,__
~_"".........t.._.

_.- ~--.-__ .-.._.---- --~--

Armor, Weapons, and Gear
Olenna cl\alft mall .no<><. She
corn.. ~ e, a crooobow. 20~ •
boIy .ymbol 01 MeIor.. a ba<kpood. two

ounrodo•• lMd.... SO"'" 01 """'......__....... ShohoaIO ...

_ • ...,. aon._,
..._._----­___ noo_-.......-_...,----......-_ - -.-,..- '__ 0000 .....T.....o:.tI_.......__.3__

_TlM...... I ..._...._....--u ....,_ _ ..........._5
.... _ )'O<W_~ _ ....s
.... """'.. ""'~ ,........ 'ho """",'or_

T .-..._ 3__
_ ••• 3 .. _

__.-••1__ _-_.......-......-- _,- ....---_...".-_.__...._-
-.--.,._., '---...._._.., .-
__ ,,-",S

T...., ......-...__.3__

_'•• 1' ......,_
....__<It...........__..,.''''_........._u..""_
...... ..- CIori< ....... ,_.",...,.,"',..--_.-"'------_.-_ _--
....'d_ ;.;.;..._
'--.-".1 ..... _
__ 0000_'T....,o:.tI_.___.3__

_ ••• 3__
__• ~.2__._---_._---dZO +- 2

dZO +- 5
dZO +- 0
dZO +- 3
dZO +- 3
dZO +- 3
dZO +- 0
dZO +- 8
dZO +- 5
dZO +- 3
dZO +- 3
dZO +- 3
dZO +- 3
dZO +- 5
d20 +- 0
d20 +- 3
d20 +- 2

Powers

Skills--~~
~

'¥ "'7

~iaI
~~
......,~

:=:...
~-
.......00
~lgIon (trained)
St....kk
St,<d~Th_.
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Eberle, lst-te,M Dwarf Cleric
"'_5 810 .: , 13

~SIqe:' s.....,. 11ft 1lIoy;'

_.0 Speed:s~..•
AbilitySc:Otes

Score _ •

S11lf.NGllI 16 +3
CONSlTIUllON 14 +2
Df.XlT.Rf1Y 11 ..0
IrfIT.WGf.NCE 10 ..0
\r,iISOOM 16 +3
QWlISMA 13 +1--------------- """"",

Defe~

AC Ii r_IJ AeIlos 11 ..... Ii

BuicAnacb
-., IIaA< AI'" ("!am-)

d20.S IdIO.3~

IbIqrrd IIaA< AIUd:(C~)
d20 • 0 ldi!l ....

ClaM Features
O>anttft~ VOU can...., """ 01
1'-opecIaI dlvlnoo _. """" .,....
<n<:ounl.,..

"-'--"...... F.._

... ""_of".ril. __....."'_ ........
__o¥«",,-'

"-'-.....- -

'-__0.1 -------_..._--
.-......." .......---------..-.--_.._.
[ .-" ...-__ ~_J......., ....__.-.... -...
......."'<IlII.) _

1ft '.'0.', ,.,._"",
..... "..,...,..,Tho'..... " __.ed_"
, '" l""" ''''''"_ -., ,..._..-..........= ,
_.u.-.. WllooJ l"'" lI'"ont hNJIntI
with • cloo1c _thAI 1wI1~H8IIr'lI
..".....,.... add .J 10 the _ ..... 01

.-Oftd hll point> (aIrNdy -=Iudod).

HNWIflIlboo/. Twn "'" <n<oml~as._.-.youc.. ....,lhr-..,-_......- --_._--- -----..----. ~.- ......,......- ....<---...--........,.-..---- ~ ......T.....,_.._..,.
u .......... _<__.__-_.._-,.. ,'"' ........

Radal Tmits
SlrW llonu<.'.2 LIIl"~.mng..2

Endur>ll<e (.1 ready j"dud<d),
CtutJrotI Slw>ooclt.•5 racl.ol bon.... to
oavI"lI ''''OWIIfl&I..,! polson.
n.:.rn..... lhsA~ You can...., ,......
oecond wIN:I as .....n<>< x110a ....t_
01. otAlld.lrd...-.



SIo-I_~""1wIo .. elIo<:t_,.,..10....._.""""", •puoh..
puI. "" • .-_,.,.. COOl ..... 1
___lheoAea_= ..

, , o. ""- _ ottodl '"""*'bod,.,..-.,.,..c_ ill ....,........._'0_.he e8e:<l.....~
II....... fiOO<;.,q you ..... prof\.
cIency In lhe worhonImef.

Po_
r' _ CIwl<_,•...._~ _----._ ..-..-01__'_..,,--~-*.,....-- .....--_..-...-.,.- ..._...
.......'"....-. ""-____ 1Ik""' ..._

,.....,Ono«.., ....
........,..,. AC

'lI< I".,_, aIly ...""'._ ......._..,__10_.......-_........-,........
~--

Skill"
Acrobatics
~.~

Athletics
lliulf
f)jplomocy (lr.lned)

"'"""'­~.~

Heal (lrolnod)

-~-"'--~­1'Iu......--"'­.-SU_....

""""'

d20-1
d20 + 0
d20 + 2
d20 + I
d20 + 6
d20 + 5
d20 + 3
d20 + 8
d20+ 0
d20+ 8
d20 + 1
d20 + 3
d20 + 3
d20 + 5
d20-1
d20 + 1
d20 -I
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___ CIwl<_'-_._-----
-~-"'-'-'"'--- -----__.S_1.e.

-,..,_........--­........ ,__..I.e._ ..._....-- .....
_-.- ~_I_ .."__,,,,*_01,..-,,-.....-..- .. "-,..-..-,._ -...- _ ........
......... A...... ......_

Twpt,Onoc ....

........, "'" • 5 I.e.
_1... ' __ _ ..--,.._.. ,.... ,....
.......... .- ~ .......,
...._---,......-­---_.._--~____,

-"'---'--- --r...,o..._
__.J_1.e.--"---'-­(__J.--------.....- __ ,_ -_ --Armor. Weapooa, and Gear
!J>erk wur' oh.oln ...n umor ODd <AI"'

rIes • Ughl .Meld. He c.rrlco. w.m.m.
mer•• ",,,,.bow. 20 boI1O.' holy
symbol 01 MOfadlll,' backpack. two
SWlH>d., • bedroll. SO 1...1ol~, and
flint ODd ..eel, He .... 10 gpo
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Chapter 7

Playing the Game
•••••••••••••••••••••••••••••••••••••••••••••••••
1ft TIIis Cltqtr,
~ Understanding the D&D gam<

~ Explorlrl~ the dungeoo

~ De1ermlnlng who goes 11101 In C«1Ibat

~ Enmlning what you con do in a light

~ Dl>coverlng how to 1IlOV<. attock. on<! use J'OW"fs

~ Understanding dom.og<. oavl"lllhrow•. and characler_1>

•••••••••••••••••••••••••••••••••••••••••••••••••

Although the h..,t 01 the lJuNr.E.oN<I" llIiJ.GIIN<I 8""'" I. lmogln.,lon and
advent"", and y«Jl <hOIacle. can ."cmpllo do "')1hI08 you an think

01. the best way to INfo how to apply th. g;om. mechon'c. I. by =10108
D&D combat. So In thl. chap"'. we show you how to play II>< 80m< from the
I"'rop<dl"" 01 be.tlng up the mons.... _ which hapl"'RS In olmost ~ry
D&D ad""nlu",.

ReI.. to OIIe 01 the l<>dy_to-pby ehOIact•••h.el. from Chap.... 3 through 6
when "'adlng ,hi••","p'''.

UnderstandinlJ the D&D Game
Every lJ<.rNG<0N:'l ;l iJIuooN:I 8'~ is on .d"""t",.. From an epic quest to.
humble dungeoo <T'wl. an .<!ventn", brNb down Inlo lh~ ha,'e types 01
oocounlcrs:

I
'" Social eoeouoleno: 11>ese eDcoun'ers plfteD' players ,lh .lluaU..... In

...hich 'hey can roIq>by 'heir characters and Inleract lth each other
"nd lI't'h tllooe c,,","ete.. conI rolled by the DungCOll Ma.teT (Im<nvn as
nonpiayeT cooroc"'.., or NPC». Trodlng. ""IIottaltng, or .tmply talking '0
local. ore among the types 01 oocl.ll ""eoun'en you ""'y portlclpo'e In.
You'll 01,,,,, <mploy .klil. like Blulf. Diplomacy, and InUmldale during
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'hose ~"C«Int.... but ~ltm.. no dlcr roll. OlC nec""""y at oll.
Soci.ll clICOlJolen con lead to challenge Of <omoo encoun...., Of they
con be .elf-eonlalned dilleu••'ons belW<-ffi <haroc!.rs. Some ooclal
'"<:«In' (ol,o called IlOl>ComOO ."coun....) Involve .klll challenges
(~the , o«:Uon. -Foclng S1d1l Challenges"'),

... OlaUe rouD"~ f.ncrJunters 01 thl. Iyl'" revolve &fOlJod <harae_
.... struggling ag;olnst natural or ....n_mad< hazard•. loch os "ylng to
eroo. a I.k< 01 Ure or dealing .....th • J>Ol.orH>eed~ trap on • locked
"host. The>< encountenl '«lul", sklll chocks or ability <bed. to no>1_
goo'" Oft...., chanonllc ...cOUO"," (a1.0 colJ<d noncomhat encounters)
InvoI"" .klll challenges (.... the "Facing Skill ChalJcngos" ...,lIon. lateT to
,hi. chap''')'

... Combat eorounters: The.., OOC«Inters make up the heart ol!1WlY ND
adventures. "''''on no other opIloo p,uenl. "..,11 tor dealing .....th mon­
.ters or nth.. OPJ>Oll...t. (Iuch .. brlll,nds, thug•. ,alders. or pl,at..).
the ND character hell. sword....n. or OlIO and wad.. Into hattie.
Combot ""counter! are the most rigidly structured times In the game,
whe", moot oIlhe co", rules cnm. Intn play. WIlen mool _" talk
about playlng D&D. thl. I. the part 01 the game lhey ""vhlon. W••how
you how to pt.y the garJJe n,lng the combol ""count...lructu",
throughout tho rest 01 thl. chapter,

RollinfJ Dice
To provide t"",lon.•n'l"'n""" ,nd OIl e"m""t 01 luck, lhe 1JuNal:0N'l '" iJR.I<l<fI>
gam. u.... dice tn <I<..nnln. the outcom. 01 ocIlon. wh.", failure h,.. ,con­
oe<J""""e, Fighting a mon.ler. picking a lock, dloarmlng , ""p. "'ping over a
pit 01 molt.n lava _Ihe EI"""' provides, m..hod lor: d<lennlnlng .occes. 0<
laJlure booed on a character'••klil. and ,bllllles and adding a touch 01 luck
10< dram.>. OIId =U<m<fll. Roiling dice I. Jun, and D&f) allows 10< pl""ty 01
dico-roiling aclion In every adventure.

R""",mber the Co<. Gam< MochOIllc: Wh""ever your choracter 'U<mpls OIl
action th,l has ,chonce oJlaJlu", ,.ooclat<d wllh It. roll a twenty... kIed dl.
(d2Q), 11>< higher lhe roll. tho betler lhe chane. 01 .ue<:....

Thes. character action. hoil down to attack roll., ,klll chocks. and ability
ch<eks. To d<lerml"" whether any 01 U"",e acllon. a", .ucc"".ful, tnllow
th.....lep"

L RolladZG.

Z. Add U1y ......vanl _ifien.

3. Compare the ...wI ro .1arJ<1 DUlllbe•.
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If the ,,,,,ull <qual. Of =..".. the large! numh<r. the action 'LICCOftI•.
A result 011... than the large! nurn"', ludk;o", 'hat the ""lion laJls. For ""y
'uk or octlon. targel numbe". oJ"" coiled the Difficulty aa.. (or DC). com<
from a v.~cty 01 pb.c.., So"",.",.." by the oclloo 11..,11 and Ole doflned In
the rul... and olhen = dolermlned by the Dung<on Ma.tel", An opJ>Otlonf.
Armor (Iu. Of Ren"" del..,..,. lor cJW1Ipk I. the ta'1f"l number roo need 10
«1...1or ..coed to mili a ",,«..Ilul .tlack.

Explorin(J the Dun(Jeon
Oul>lde 01 com""'. D.lD pby con be ""'y c..ual. 11>< Dungeon M...., tell.
the player. what 'hoi' character! see (and hear, and .meIl. ,00 110 on) and
ask! them what thoy do. Pbyer. doo', have to oct In any 1"r1lcular order.
though the DM may Im~"""'" oIruclu.. ILlS' so evoryooe gels to do what
thoy want 10 do. Jf you Oil<' II>< bottle grid during the.., cHua.ll"'rIod" it's
probably Just to ...., whe.. II>< char.ct....'" In ~.lIon to each other. H..c',
an cumpl. 01 dunll"O" OO'l>lOfatlOJl:

o..og«>n Mast..., .",. 1000001_wlde corridor y«1""" been rollowln~ <'Ilds
In a 1ocO<d WOO<IefI door, Who' do y«J wonl '0 doT'

Udda·. p1ayor. "I try to unlock t~ <100.-,'

DuDg«>R Mutor. "Ok.oy. Mok. a Thlevery chocl<.'

Udda·. p1ayor. Roll. (J d20 and adds 8 ("'" Thievery modifier) to /he
",,,,I,. 'I got "" 18:

DuDg«>o Mutor. .",. lock clicks open,'

Regd..... playor. "JIIow that tho <100.- I. unlocO<d, I "op pool Udda and
01"'" ,h. door,'

DuDg«>R Mutor. .",. door••wlngs <>p<1l wllh a .Ught cr.al<. In.ld., y«J

..., a ."",n gold .lal"" .lttlng atop a wol.I-hI~h pod..'allD tho C<'ll'" nI
'~rcom:

Udda·. p1ayor. "I walk up ""d 'ak. a 100,,:
T....•• playor."So do I:

!l><rI<'a pial'""" 'rn "and iIlt~doorway In c.... oomothillg go<> wrong,'

Regd..... playor. "Udds'a alwaY' !I"'tlnn'n'o 'muhl<, rn Olop In'o t~
room but "and b;ock, rudy to IIlOV< If Udda and T.I...01 011 a "OP:

DuDg«>o Mutor. "Ok.oy, T.I.. OIId Udda look a' tho .ta,,,,,, II appears to
~ mad< 01 gold, II ...mo ~avy. """" If I' Ion't "",•• than a 1001 ""d a half
tall. 11'. cuvod tn ,~ .hap< oIa d,..,.,.., ""d ,~'" I. oom< klod oI .....ttlDg
n.", t~ bu< 'ha' you COII't ",ad:

73
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Te....•• pt.yer. "I want to ..,., ~ I know anytWng aboolthl.,"

Duogeon Muter. "Ok.oy. Make an Alcana chcck, E"""JI<'1Ie cl .. make a
Perception check:

Te....•• pt.yer. RoiU a d20 and odd> 8 (lin Ammo modifieT) to the ",wi'.
"lllat'. a J2:

AU oIlJ... pl.o)"flS: All ofthe o<I!<!, pia)"'" roil d2tJll and odd thei' """'<ptlon
diU! modifiers R~r'. pia}"!T loch out and gets ,I!<! hign.,st ""uI1. on /8.

Duogeon Muter. "While the ",st 01 y«J .la", at the golden stal~.

RcgdOf notices that a panel In the IOf wall h.. swung ulde.Beyond.
RcgdOf ..,.,. a dark opening. Son>c1Wng hu begun to emerge lrom that
opening. but only Rcgdarsceo U. lI'hal = y«J EIOtng to dor

What happen. nexl? Thai depends on the Dungeo<l Muter and the actions 01
the player.'

What can 'IOU do ",hUe exploring'
1I'hlle exploring a dungeo<l or other adventu", location. characte.. can do
any 0I1he lollowlng actions;

... Search the wall. lor secret don...

... lliten at door•.

... Chcck door. to ..,., II thcy'", locked.

... Force open or unlocka door:.

... Search rooms Jor treasure.

... Manipulate levers or push slat...",.

... U.. the Intimidate .klll 10 lrlghten a kobold. Jor example. Inlo lelling the
party whal walt. around the bend.

... Do anything else you can think 01'

CbOfaclen can do all SOftS oIthlngs u they aplo'" an adventu", location.
Thcy mtght btNlr. apart a cabincllo locate a secrel compartment. galher
..nd Inlo a pouch. try to butld a makesWft brldgc oul 01 a table. OT do
what"""r else the playen can tmaglne.

The Dungeon Masler decides whether or nol something lhe charocte.. try
actually wor's.~ things arc e..y and chOfacten can .""cced .utomat~

cally. It doesn't take any .peelol .klll or Iud 10 Jill a pouch wah ..nd, Jor
example,
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Some action••", jmJ>OSSlbl~,No <harae'.. con sma,h through a lUnch
thld, ....,d .Ione wall by hltllng It with hi. or her fI.t.

11'1><11 the",'. a J>OSSlbility 01 either .ue<:... or faJlu"" and II>< 'ask <loom",
",I.te to OIly I""'lcul"" skill. the DM coil. lor an ablilly check.

Ability chechs
To make an .bUlly chock. • pbyer roUs a d2ll and add. hi. or her character',
bonus ...oclated wtth the .bUlly Ih.t ...., fit. the acllon. Jf the DM d«:ides
that the ~ull I. high <'(lough. using the ..rnpl< oc. pmvlded In lhe D&D
ruleboob ... guide. the char"",", soccffd•. He", are oome examp'" 01
ability ch«k! OIId the OC. ~ul'od to .occ~,

... Trying 10 b",a1: down a otrong wood<1l door r<qul~ a DC 20 511""8,h
ehcd<•

... AHcmJ>llng 10 lhrNd • n~" ~ullft • DC 5 Dexlffity ch«:k.

... Holding you. breath for: • long tt.... M;Julres a DC to C"",tltu'''''' ehed<•

... Navlg.Ung a challenging maze rftJulres a DC 20 Intolligence ch«:k.

... R.cognlzlng the NPCr~ who was following you, ehOIac'.r .1 the
....rk.. 'equl",•• DC 10 II'l,dom ch.d,

... Making .u... your ch.,act.,- fI"I. noIl~ In .crowd '«jul.... a DC 15
Ch.,I.",," check,

Combat Basics
A. char""l." adV<1llu... lnlo mY"t.rlous 10<.01. or d.,k dungeon•. they otten
encounter mon.I." 01 all .hap.. and mes. In th.lncvltabl. battles thaI
en.uc. you u"" dlcc and your ch....t..'••tatl.llc.l0 d.'.nnlnc th. cour"" oj
combat. I'laye" roll dke IOf thelr charact..., Th. Dungcoo Maot.r roll. dlc.
10< the mon..... (or wha'.""r OI'I"""'n" lhe player char""'.,, arc lacing).

In a combat cocounl.r. you pol mlnlatur. nyu lor ...h char""l.r and mon-
.I.r 00 a bal,l. gr1d, Playe.. take lum. In ord 00. alt.r lhe o,her. moving
their 1Igur.. on th. baUIe Wid lo.how whe... lhelr ch....t moving In
the bailie. placIng ,he ngu.... nc.tto or within .Ight 01 ,he mon.t tbal
their char""t." arc atlacklng. Gieo Chap'.r 8 10< more about u.tng the baltl.
Wid.) You roll a dt.lo .... 11 an att""k hit•. lilt hils. you roll dl"" 10 d.,.nntnc
how moch damaEl" the atlack d.als.
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Determining who goes first
Every charact.. and mon,'er has on initia'i"" modiF;." nu. I. " bonu. Of

J>ef"'ltyadd<d to • d2ll fOil called on initial;"" ch«~ Everyone m.lu. on
Inlt"-U..., cl>«:k .t the .Ian 01 "combat eIIcoun'or. Thl• ..,t. the order 01 play
for: the entl'" eocoun'... as follow",

l. P1aY"R 1Dllk. inilialive .bcd. for Ihoi. <haractcn by lIIaking. d2ll
roll aDd addillll iDiti.oti~. _ifie...

t. The Dun,eoo Maoter mak.. so inilialive <hod< lor th< _ .... 0 ...
roll r......... type 01 opponent

For example. II an onrount.. tr.tu,,,,, two bugb<aI wa"lor. and lh~
8Obllo sUngers. the DM mU" OM tnlll.li= check tor the bugbea,. and
one !nlllatlve check tor lhe goblins.

3. The DM .- a1lllJc """,.. 00 • ptec.o of """". ro ...tabliab aD ini'"
li~. ordor. from hillhoot resuillo1_reoull.

•. The character or <ruin"", wi!h ,I>< hillb.. initi.tive "",,It II"" lint
sod tak... turn. foIlowod by II>< ""xl bijllJ.. ..,...11, and ... 011.

5. When ftoryo... hu h.od • turD, u.. r<>W>d coo..

The _ond round D'" the ...... order. OI.,tlng with the character with
the high"'" Inillative ",,,uJt. Contln"" until the baltl. ""d•.

The DM'. InltlaU"" log lor • combot ....:oonler might look like thl"

~
,.

Goblin .linger. "Tel.. "Regdar '"Bugbear w,mlor. ;

Eberk •
Thl. Indk>teo the order In whkh each ch.1OctCT ."d mon.!er will aclln eoch
round 01 the encoonl... Nolkcthol the DM makes one roll 10' all mono..,. oj

the ..me tyl'" In the "":OOfIler,

Taking 'Jour turn
Yoor tum hal three pari,;
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... The .tart of your 'urn: IIeIOfC you con I"'rlonn any aclion., you have 10

keep tfack 01 ""nolo .U«15 that may Of may 001 boo appll..J to you.
ch....et... Th..c Include ongoing dom"ll'"."d ~fed. thai cnd OIl II><
,lart oI)'OU, tum.

Ongoing domage 01 the ..m< 'YI"" lID" added 100000ther. only the high..
number appll...

... Act...... 0<1 your lurn: You .,.rlorm octlo,," on your lum \0 help your_
.elf. help your allies. or h,mn ,h. momlers. n,.",. acllon••'" d...,rlbed
In the n<X1 .",'lon.

... The end of your lum: Al'" you complete your aclion•. you h."" to
keep tfack 01 ""nalo clf<e15 that may Of may 001 b< appll..J to your
ch.ne'er. You con make ••>'log throw. at thl. II"", to attempllo put an
....d to O<IgoIng damage. Also nole that 50.... oIlect. cnd OIl the .00 oj
yourlum.

ktitm. On ~Dur tum
On y«J1 tum In combat. your ch.,oetcr can I"'rfonn action•. 11>< main acllon
'YI'"" Of•

... Standard action: Attacking on<! charging .'" exampl.. 01 otondard
action•. Most .!lack J'OWcn r"'lulre .. standard acHoo. You can lak< OIl•
•tandard action on your lum.

... Mon action: Mo.... actlofts tnvolve moving from one pface to onoIher.
Wafklng. running, and .hlftlng Ofe e..mpl.. 01 move actlono. Moot
powers that aflow you to move In oome way are move actlono.

'" Minor aclion: Minor actlono enable you to get ready 10 perlorm a more
.uhotontlaJ and exciting aclion (ouch .. a .tondOfd or a move). Pnlllng
an Item from a pouch. un.healhlng a weapon, opening a door. aoo pick_
Ing up an Item Ofe example. 01 minor acllofts.

'" F_ acti",,: Free action. take alm",l no time ond have little effect. You
con take .. many free aclion... you wanl. though the DM may ....trlct
how many you perlorm on YOU' tum. Yelling a baUIe c'y. opeaklng a
couple ot ....,I<'Oc"". ond dlOpplng on Item are example! 01 f,ee action>.

You can take YOU' actlono In any order you wont, ond you don't have to per_
fofm every aclion you are entllled to. You con aJoo ouhotl1ute action•. You
con always take a move action or a minor action In place 01 a olar.dard aclion,
ond you con take a mlno, action IlIOtead 01 a move action. So. on your lum.
you con do anyone 01 the followtng ..Is 01 action•. tn any order:

'

''' Standard action. move action. minor action

'" Standard action. two minor action.
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'

' '' Two"""", acllo,," minor action

... Move octlon two minor ocllon•

... Th,... minor action.

kti~"son ot"~r til""
You can toke so.... octlon. on OJIOIh.. ChOIacter'. tum, but >om< octlons con
be token only durlng)'OUr 0W1l lum:

... Opportunity actioo: You an take 00< opporlunlly octlon ""each com­
b>'ant'. tum. An OI'I""lunlty action mu.t be triggered by an en"",y'.
action. The most common opporlunlly actlOJlls on owonunily a/lOCk
(an anack you make wh.., on """"y leaves. "'luu, odJac....' 10 you or
WI" • ranged or .re. POW" while adj>• .." to )'Ou).

... [IDDlNi.otC _0<1: You an lak< onc Immediate action IN'f round...ther
an Imm<dlale In.."upt or an Immediate ~Iion trtgger<d by an ."",,1
or II>< action 01 ""orh.. combatant.

... F.- _0<1: You an lake ony number oj f= aclion. on other comb>'_
an"'lums.aoallo_ by)'''''' DM.

Combat eDcOlln.... brNk out wh.., the pbyer chaucte.. run 10lo an 01'1"'"'­
Inll force. Tnat forco could be • powerful solo moo".'. a group oj tCfl11y1ng
crealu,". or • lI,nll 01 v1llaJoouo nonpl.~ .""ract.... The chaos 01 combat
I. organlz<d 1010 a cycle of round. and lu"",;

'

''' Round: fo a round, ..,...y combalant tau. a turn. A round "'p'eoent.
aboul .Ix lleCond. In tho gam. world.

'" TurD: On your luro. you take action. In "ny ord.. you wanl.

Combat set/uence
Acombat oncouot.. loffow. thl. '"'l""nco:

'

''' Eotabfiob pooiliooo. "Tho DM d..,ld"" wh..e tho combatant••tart out 011
tho battle lI'ld. "Tho OM .bow. tho p!a.ycn wh... they con oet up their
cha..ct... ar><! th.., pfac.. tho momter..

'" Roll ;o;t"'tl,..,. Ev..yoo.lovolv<d 10 tho ,,"count.. roll. Initiative (roll a
d211 and add your Initiative modlner. as .hown on your char""..r .b..,l).
This dotermln"" the ord.. 01 battle for the enUre ,,"count...



_________________ ClIapla, 7: Playing the Game

... Take luroa. In loltlall"" o'<ler, high.., ""ult .Iart108 nrll'. every combat_
ant t.kos. turn.

... Repeal. Sl011 • new round and r"""at II>< 10111.11"" order. C""tln"" until
one olde Of the oIhe.- fl~ or I. d<r..t~.

... £.od th< eorounler. After on< side or the OIh., flees or I. d.tea'..J. the
e"C«In'.. ..,d. when II>< ~lnln8 ,k!< 10k... short or an exlended-,

Attacking with a uJeapon
In the D&D g;om•. the two bute waY" to attack with wNj>On. ""' os follows:

... Me~ .ttacb: 11><.., aUac" '<'qui", the u.e 01 •~ weapon (Iuch ..
• sword or """"'), and y«Jf ehOl'acle. mo" h< adjac.." to on en<my to
....ke a molee attack.

... Ibmg<d .ltacks: Attacks 01 thl. sort '<qui", II>< u"" 01 • ranged weaJ>01l
(such ....hortbow or croosbow). You mu.1 be ,bl< to drow an Imagi­
nary line be,w"",, your char",,'.. :md the ..,cmy target. If wall. or other
obstacle. comple'oIy block the ~h belw...n your character's "'I""'"
and the ''''1101'' squ,,,,,, yoo can't make a 'OJlg<d attack b«:.u,e)'«lf
ch.net.. doesn't have acle., nne of.lght. If )'«I'''' adl",,~nl '0 an
<1l<my wh.., you mako a TOnged allock. 'hal <1l0r0y con mako "" oppor_
'unl'y aHack agolIUl' you.

Th~ attock ""d domage roiling proce•• I. os Iollows:

I. 0Kid~whicb ......pon your d ..rac:1B ill usiog '0 lDll1e ,be attack.

Z. Roll a dZG ""d add the bon ... liot~ for thaI w~""",,.

3. Irth~ resull of ,be roll ""d modili... ill <quI 10 or bigher Ihao tlJ~
lBO_a Ar a..a, your _ hi...

•. If Ib~ attack hi rolf 'he type of dw, iodicated lor 1lJ~ wupoo'.
~ ""d add Ib~U_ lIIodifier (if ""y).

5.~~uceo the lIlOIIOI~r'.hil poin..; if 1lJ~ 111011*"0 hil poin..
drop ro 0, il'. defeated.

Other defenses
In addilloo 10 Annor Cfa... pla)"'r char..' .... and n>on".... all ha"" ,h....,
other dcl<1lRO 'hal com~ Inlo play durln8 comhio'. Th..e det..,=< .,~

Fortllud~, RcfIc.. and 11'111. Uke Armor Cfa... 'hese <lclenoes provld~ lbe
large' number lor ce"aln at'acko. Diff.....,' pow~". lor ~""mplc. larget dlff~r_

.." del<1lRO.
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Attacks and damage
If you ",,«...lully attack OIl ..,.my wUh • !>uic attack or pow". you deal
dam.o~. Roll the damage dice .. oJ><ClfIed OIl Jl<'ur character .heel. o..mag<
~~ acharacl..•• hit point•.

So.... powers de.oJ ongoing domage on the lurns aller II>< InlHal attack. s...
the Nrll.. "",lion. "Toklng yom tum: for mo", Information abou, how 10
de" wllh ,ocll eU«15 al the "art and ..,d 01 YOU' turn.

CrWcal hits
Wh<1J YOll roll a 2() 011 the die when ....klng on attack roll. you score a crltlal
hit. h"tead 01 roiling dam.oge. you de.oJ the mulmurn amount 01 damage __
,tbic for II>< attad wh.., you OCQ'" acrtllcol hit.

For aampic. Rogdor ocores a crltlc;ol hll wUh hi. !>uic mel.., a"aclL 11><
damage for this attack I, Id 10 • 4. So. maximum dam"8'O tor Ihlo attack I.
14 poIn.. 01 dam"ll" (10 • 4 .14).

Flanking
Flanklng provides ••Impic combat loctle lor you and an ally 10 use "lI,lnsl on
....m)l. To lIattk an ""=y. you and an ally must be adj""""1 to the onemy and
on opposlle old.. 01 the ""emy'. 'P"C". YOIl and your ally roll" be abl< 10
attack the ....my (with. mel"" or r.nged ""'J>01I or with"" unarmed
.tt.d). If the",'•• barrier be,ween your enemy .00 either you or your .lIy.
you don'l lIa:nk, If you're .lte<:ted by. cOIldlliOll ,h.t prevent. you from
toldng aclion •. you don'l flank. lie carelul. 'hough _lwo mon.len worklnll
together c"" f1""k you'

You have combol odv""toge 'galn.t "" enemy you lIa:nk (lee the nest oedion).

Combat advantage
When. defender c",,'t give full attention to delen.e, I, lP"""" CQtJlbo, sdvlln­
toge 10 II••Hocker:. Thl. usually occurs when lhe dc/ender I. flanked.
•Iunned. or ",herwlse CSllgh' off goord. '.¥ben you have combo, adv""toge.
you 11010 ,2 bonu. to oIlad rolf.,

You mu.1 be .hfe to lee ,he target 10 g.'n combo, sdv""toge agolo.1 It.
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Other actions in combat
In oddlltoo \0 m.al:ln~a !>uk: attock. you have • few other option. In combat.
Th..e Include

... u.. your _d wiod. A3 ...ond...d oct""'. you con 'J>elld • healing
,uTg< to rq,:aln hit point•. When you do. you '"II0ln one<juortOf 01 y«J1
m..lmnm hIl J>Oln15 (rounded down). You .1.0 gain a .2 bonus 10 all
defense. until the t 01 your nexl lum. You can use your lleCond wind
once .,.,- ellcoun' .

... u... _. Most pow.....'" >tonda1d ""lions. Ref., to your charael...
,hffi to ,.., what J'OWcrs you h."" access to.

Usin(J Powers in Combat
In oddilloo 10 basic TI><'.... and !>uic tonged attach. all ch.,aclenl h.""
ace.... 10 POW'" they can uoe dunng combat. Powers InclLKle snack powen
(URd to hOTm eIIeml<5) and ullilly J'OWcn (used \0 "",rcome obstacles In or
001 01 combo!). Powers Ole ,<strlctO<! by bow 011.... you can uoe them;

... AI..nU """,on.", powe.. you can use .. ott.., .. you want. l1><y rq>l'e­
.en! ca.y attacks or ,Imp" magical eH..,t. that don"t tax your ,<some...

... !".oeouot... powen.", powen that you con WlC once I"" oncountcr.
Those Ole mo", powerful and dramatic than at_wUl pow.", You n..... lo
lak. uoort rest '0 roch"'ll" oneounl., powe....

'" Daily pow.n = pow." lha, you can u~ one. per day, These .... ,h.
most pow.rful .nee.. you con produc•. and u.'ng lhem polo a "gnl!~

coni 51,.ln 011 YOU' "lIOUrces, You n..... 10 take an extenrlcd ,esl 10
rochargc dally pow....,

TlJpes of powers used ;n combat
Pow.", ,ange from the .pell. 01 arcan. ch...acl." to th. praye" 01 dMn.
ch...act.... tn ,h. cxplot.. 01 m...tlal cha,.ct.rs. Th. IlSC 01 moot powc"
tc<1ulrcs a standard acllou and an aHack 1011 again" an opponent'. def.1ISC
(.lth... Annor CIas., Fortitude. R.ncx. or ""ll),

'

' '' Divin. prayers: C\ericsea.t dlvln. prayers. n.. rcady-to-play cleric.
(ace Chap'.r 6) can us. each 01 ,hel, lI.ted pow.rs as defined In the
power desc"pllOlU.
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How to read a power
T" _0" in I!1e Ployor. H.odboo< oro 0 _ don.. to read 1!lnM>g~ It fir... In this Ud.bor.....
showyou how'" ruel I power'. d.",ip6on ..inoj (,..zing cloud .. In exompl•. IThis oppli<'S til
"""""'" in to. 1'Iayef.Handbcol.od til the _ .... for ....SImple c~or.""'" in Chi pte" 3~
Sin this booLl

T" >Uperl' rip! .....be" in ~,.ntt> loueh •• -, c......pond to the ....1..". in thoJ""",, "'l ilt
thlt describe. loch Plrt 01 to, po ,. INote thlt I!>e.. numb." don', '1'1'<1' in rOilul" powor
d..cription..1

Freo.zinl CI"""" Wi",d Allack I'"

A p<lkt mooll /rom l""'lr hood ond .xpkxh. """•cloud of"1 mist It tht: poim of"""oe' ,.

D,il," • Ateo., Colt Ioopl_....

Stood.... Acti.. " Ar•• """12withio 10 SQu",,'"
T_ Ea," "...... in burs! 10

Altock:" d1O. h."" fortilud. ""

Hit 1011 +4 ,old domlll'"

Miss: H.~ c1omeg.".

Elltet: Th< ,loud I.... untll!1e end 01 y,,"' .,,,,, tum. M; " .."'" mit .m." the c","d Dr storts
., tum ,.." '.,obj." to In"""', ....,k 1'0" un Oillni.. the.1oud IS. minor oction...

T" foIowiog ilt br••ks down n.h number.. PI~ 01 .... power bIoc,- {Not. "'It ,"".1 _.r>
h.....l tt>e.. onlrin - for ..emple, mort _or> doo", h.... Mi.. <fI.ot)

.. Th. ,. __ The n oIl!>e __,. Fturin(} oIoud, in this , .

.. 111. "" <1_. lyJO, : T" elou irojie01.d which elo con "''''0 power
(wilord, for this exompl.). Tho typo ;,.jie"'d who' typo 01 power ;, is, '" ch o. on .ttoeI: Of uti1­
ity power. Tho ...04 ;,.ji, "ex... minimum 101104 ¥OUr '""fOelOf ha. to be to ehoooo ... power,
.roj aloo how powerful or w"k'" power is

.. _,...:Ad.",ipIioo of whot1he power do•• aroj how it looks whon ••od

.. Usogo: Thild.mibolhow oft.., ¥OU con uso1he power - 01 wiI, one. por ..,eOl>ll''', OfDflCO
por d.y. froozing cloudi. a doily power, '" ¥OU "" , .. ;, one', • nd"'.n it"••xp.roj.d ..,tiI ...
no""im. \'<IUf eh"'<tor can tob .Ionoj r.Il

...0\'Words: To". toll y,," wh01 rulo. opp~ to m;. pow"'. Arc.no m"" "'" "". power i.
d.ri>od!rom 1he .r<ono _or",urc.- ma~ie.Cold..... ,,'"'" it"•• cold .ff"t Implomort/
....In. mOl ¥OU' ,ha""" d...." "".....,k willi • wilord~ implement ••'0 .. a w.nd Of
".ff, o. """",od to a w•• pon lilt. 01onoj.W<lfd.

.. Actioo fOqoir_ n...... y,," who"'r 1he power is a minor, Il1O'<', .tondord, i....".di..., Of
Ir.. lOtion.
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.. ~_:AlI_"oro melee, ,10.., If", raogH, Of ~rlonltInthe ,n. of "'0_", the
P"W" o.scription tels you Ihe",. oIthe " •• ,ff.",d .nd hom ""'" for _1 you can ...
'",,_e<.

• T....:The ereOlU'.. or or.. you eon oIfeC1 will1 the power.

• AlIodI _ifioe T" oie Ind modifio, yDIJ rol w!>en I""' ,n"l

.. _u11"101011: Which oIlt>< "'""'1", dof..,...{Fortitude, RefI<x. Wit, ~r o\rmor 0 ...1this
P"W" ,n"b

n' Ilit T" _"~ eff", 00 • hOI. for this .>lmp,", ~ tr..zirrg ,Iood hill, yO" d••1.om. ,old
d.ma~. to ......'I.t

.. MiN; Some P"W'''' .1.0 ho...ffw.....n if I"l" miss.

.. (/\oct Ott>or oIfectl of ",ing the powor. Anyt!lir>g ...ploined ..'" hoppon< ""ether yoo hit or
miss the "'lIet wi., VOL'" ....,. roll.

...A~ .""l": II'll.O.rd. co.l .rc~ "1"'11•. 11>< roady-to-ploy wturdo
(~Chap'" 5) con use each 01 ,hoi, 1I.1ed J>OW'" .. d<lln<d In lhe
J>OW,r dese,lpllon•. (During II>< p"'p",alion ,ho' accom~leson
a,..,dod ,,,,,t, the wizard d<eides whkh 01 his or her dally and "tUlly
J>OW'" Ol. ovalbble for that day 01 ><!venturing.)

... Martial oxploila: Flgh'.,. "nd rogue. US< ma,Ual exploilo. 11>< r.ady~<>­

ploy tighten and rogues (_ Chop'''' 3 and 4) con US< e.ch 0111><1,
II....J pow... as do/lr><d In Ih. POW" d.ocrIJ>llono.

Power attack tlJpes
Pow... com.lo a lour aUock typos;

... Mo~ .uaclc A power ,hat uoes a melee attock "" lJy "".. a we""""
and 'orge" one enemy wlthln reoch (which 10 n ny an enemy In an
adjocent "'1.....). U a power attock> multiple en.mles. you make a
.eparale attock and damage roll for .ach 1"'lI0I .

... R.oged .Itack: A power tha, u... a ,anged attack !lrlk.. agaln.t a
.Ingle dl..an' ,.,get. U a pow.. attack> muftlple en.ml... you make a
"'parale attack and damage roll for ••ch 1"'lI0I. Making a ranged .ttack
provokes opporlunl'y attack> hom .djoc.nl eneml...

... a_ .tlack: A power 'hat U>elI a Clooe attock I. an allack ,hat comes
dlreclly from you. A Clooe altack cr••'" an area 01 .fleet, ""...lJya b1H'
or 00..1:
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• A C'1N< bam u"",,, you. "'l""'" .. It. origin .~. and e"..,d. In ,II
dl=llon. oul 10 lhe number 01 sJ>K"ospecllied In II>< J>OWer,
Unless a J>OWff de>crlpHoo not.. otherwl... a close bunt that you
.""t. does not an",! you.

o A ('I.,.., "'",'till. on Ole. adjacent to you that ls • sJ>e<:lfI<d number
oI.qUM"" on • sid.. The bl.., mu.t br adjocon, to II! orIgln
'qua.." which I, your 'I"c•. It d""" nol 011..,1 the origin "'l"""'.

Wb"" )'QU make a Clooe attock.....k•• ""1"'''' atlack roll 10' each
torg<lln the 'IU 01 elf..:t. but make only one domage roll that .lfocl! 011
the target•.

... A",a altack: A J'OWc, lh,' u=o on ArN. .Hock crea'.. on ."'. 01 .tloct,
"'o....ly • bunt. Choose a squa'" within .anE!" 01 the power to ..."" as
the origin squa",.

An A...., ba", u.... the square roo d""lgnale .. Ito origin 'p«e and
"",..,d. In .n dl=llon. 001 to Ih. number 01 sJ>K"..pecllied In lhe
J'OWer, Unl... a J'OWc, de>cI1p11on nOl.. otherwl••• on ""'. bu,,' thai
roo .""Ie <10<. 011«1 you.

Wb"" )'QU make an Mea attack. make a ""1"'''' atlack roll for: ~h
target In the a,u 01 effect. but mili only 00< dorn...... roll that 011..,\5 011
the targeto.

If you use an ArN. pow.. whll~ adjacent to an ..,<my, that ....my can
make an opportunity attack "l!alnst you.

Mo"ement in Combat
You can...., a mov~ action to walk )'Qu, of><"d In a lurn. If you usc two IIlOV<

actlono (oubsUlutlng a m""" tor a otandard action). you can walk you' of><"d
Iwlc~ on your lum,

Move actions
These actMU.. ~ul" th~ use 01 a 010"" aclion.

I
'" WaLk: Mov~ up to )'Qurof><"d.

'" Shift: M""" I "'lua,~ without provoking opportunity attacks. You can't
IlOfmolly ohlh Into dlmcu]t ""a1n.

'" lIuo: Mo"" up to you' of><"d ,2 oq""'"" and ~..nt combat advantage.
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Forced mo(/ement
Cerbln J'OWcrs and 011..,10 allow yoo 10 pull. I"',h. or .II~ a Iarget:

... Pull: """n roo pull • crea'ure. each sqo.,.c you move II mUll! bflog II
nearer to)'«l.

... Push: When you push. cr.alure. each 'qUOl' you move II m",t pl""" It
luther aw")' from you.

... Slid<: "''lion you ,Ud•• c""tmc, th.,c", no ~"1cliooon the dl=lioo
you an move It.

Theloflowlng rul.. govern .lIlorced movemelll:

... OUt...",,: The J>OW'" sJ>«:lfi.. how many squaTes yoo can move a target.
You con cOOos< to mo~ the l;orgetf~ 'qua"" or nol to IJlOV" the
larget at all.

... Sperilic dooti....~OD: So.... J'OWc" Inste>d sJ><dfy. destination. soch as
.oyoq...... adlac<1llloyou.

... No opportunily attach: Forc..J mov""",ol <Ioos no! provo•• opJ'O"tu­
nltyatlacks.

... [);fficult ,...nin: Forcod m""""",ol Isn', hIndered by dlfflcull ,...,oIn.

... Not amon: Forcod ~eIlldo<sn't count "l!oInot a t01get'. ability to
move OIl Its lum.
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... \'.lid opa<:e: Forcm movem..,' c",,', mo,.., a large! Into a sJ"'Cc It
couldn't enlc, by walklng.

For more Information 011 pull, J>U.h. slide. and !oreod ~<1lI. !leO P"!I" 285
01 the Ployd. 1_0001<-

D;smnce and mo(/ement
To ""'allure dl.tonce on a bailie grld.•Imply count "'lLlaJ". You can Itl<IVe

your .peed In "'lU""" all a movudlon. In .nr dl'«:tlon. acrou "'lLlaJ" or
acr"". d'''ll''''"'''

Occup;ed Sl/uares
In !r"nerol. you can't"""", through on occupied "'lLlaJe.
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... Ally: You can move through uq"'''' occupi<d by on ally.

... Eoemy: You can'j IJlOV" through an "".my'. 'J"'Ce unl".. 'hat "".my I,
helpless. (Unconscious foes Of" normolly hoiples•.)

... Eoding lDO""menl: You con', cnd your IJlOV"merlt In on oc<:upi<d "'l~
unl... It'. an ally'. SqUMC ,00 the ally I. prone. or It'. an enemy's
'qUOlC and the onemy I, helpl....

Difficult terrain
Rubble, und"'1lrowth.•hallow bogs. 01«1' ,talro, and ollie.- types oj diffkult
I..roln h>rn~r movement. It coo" I additional square 01 movement to eru..
• "'1"""' 01 dlmeol! lerraln. If you don", h."" enough movement ~a1nlng.
you can', ern., a oq""'" 01 dlllicull terrain. You can", .hlll Into a oqua'" 01
dimeol' ter.oIn unles. you ft."". J'OWc, that allow. you to <10 '0.

Obstacles
You can", .." ....qua... wUh on obst""le that till. Ihe "'I""'•. such as • wall
or pillar. When on obstacle fill•• "'I"""', you con", m""" d"-gonaJly ""'.....
the comer 01 thaI "'lUMe.

Spendinf} and Gaininf} Action Points
Once I"" eDcount... you con .pend an OCI;oo poinl, whk:h I•• Spr<:i.lI advon_
t~ thai pla~rcharoct (""d ootIl<' monot...) ba"" to "'p~t tbolr
b..oIc (Of formklable) tu"'. An action point .allows you to take an exira
action on your lum. \\'bon you 'p""d an actloo point, If. gone. You .",n
mo", action poIn!! by """"nturlng.

... Pla~rcJw-acto" st",t wUb J actloo point. Only.om< mon.t." ba""
octlon points. a. shown In a monot..•• stat block,

... P"~rch",acto" gain 1 action point whon th.y ...ach a mll..ton. In tho
o<I"""tu",. A mlleston. OCCUfO at th....d oI .....,y two count... thot
tho Pes complol. In tho ..m. day (without tiling an .oo.d ",.t, ...,
tho laler oeclion, "R..l and Recovery). So, IHho PC. complete 11""
...count... before d..:ldlng 10 lak. an estondod 'eo1. thoy would .",n a
milestone ot the end 01 tho second and fou,th encount... that day.

... Aft.. an .xt...dod rest (descrlbed In th. "Rest and R..:overy" • ..:tlon).
pla~rcJw-acte" lose any un.penl oclton points, but .tar1 f,..h wUh
1 octlon potnt.
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Most olten. you sJ>elld an aclion point 10 lake on ox'" ac\lOll dUllng you,
tum. Son>ellmes you might .J>efld on octlon point beesu.., you have oom<
orh.. sped.ol befJ.tlt for doing so beeau•• 01 your I",agon path or 1••, .....,_
lion. You decide whether ,h. extra aclion loa .t""dud action.• """'" action.
or • minor action.

FacinfJ Skill ChallenfJes
In a .klll chall....~. y«Jl ell.,.acl", make••klll chocks to >ccumnl.t. a
number 01 suee..""" belo", accumulating too many fallu~ and ..,dlng the
oocounter. Fo, enrnpk If Udd. I. Irylng to dluble a compllcaled trap. she
n«<l. 10 aUoIo .1. '''''''''''>eo b<fore .«,ulnllth,... fallu,",

A ,klll chaJl"'ge plays out like a comhat encounter, wllh pi,)"', characle..
toklng lums 10 ....Ip 0=<""'" thechaJlenge. Th<y PC. might OR the ..~
.klll•. or they might each use din....,' sklllo to aWlOach the problem from
different dlr«:tlons.

Hit Points, HealinfJ, and D'IinfJ
0... the cou,"" 01 • bottle. ch.net... take dornage lfOm attacks. Damage
~u<.. acharact..•• hit point•.

... MaximulD hil poiD'" PCoand mons"" have a moxlmum number: 01 hit
J>Olnlo, u dotermlned by du•. I<vel. and Co",tltu'''''' 'CQfe. Acharoc_
..r·s curren' hit points can', esceed lhl. number.

... RJoodicd: When your current hit points drop to onc-half your maximum
hit point. or lower, Jl<'ur characler I. blood~.Cerlaln J'OW"" work
only (or work belt..-) again" a bloodied largc1.

... D)inJI; When a PCs currenl hit points drop to 0 or lower. the PC lall.
UIlcon",ious and I. dylng. Any damage lhe PC lake! contlnu.. to reduce
the PC. current hI! J>Olnlo until the chvacter d"", When a mon.l..-·. hit
J>Olnl. drop to 0.1t I. deleat<d,

... Do,h ..,iol 'hrow: When a PC Is dylng, lhe player "",ke! asavtng
throw allhe end oj hi. or her 'urn each round. If lhe .ave .ucceed. (roll
10 or be"..). thOle I. no change In lhe PC'. condillon, If lhe u.ve fall.
(mil lower than 10). the PC .lIps one step do,.. to dcalh. If lhe .ave
fall. lhree limes. the chvacter d.,.,

... Do'h: When a PC 'ak.. d""'''lIe thaI reduces hi. or her cnrrent hll
polnl. 10 a n<gallve numbel that'. the ",me as ,he PC'. blood.,.,
number. or If the PC fall. lhe death save three tl"",", lhe chvact.. dies.
Mon".... Imply die when lhcy ve reduced 10 0 hit point•.
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Healing in combat
Even .. the battl< r.~.., charact... an heal. A PC can heal hlm",,1f by u.'ng
hi. ""'ODd wind (•.., I"fI" 291 In the Playe", HaOObool<). An ally con U>< the
HNI .klll or J'OWe, on • PC (_ the Jollowlng O<dlon), Morn"... have IImlt..J
ways to h..1. os described In the ~coun""and II>< mo",'"" "at bloc...
when apprq»1ale.

When a J>OW"r heal. a PC. the PC doesn', have to tm an aclion 10 '1"'00 •
healing ,urge. EV<1I when. PC I. uoconsclou•. the~ u""" the PC', heal­
Ing s"'lI" to ,eolo.. 1>11 J>Olnto. And lOme POW'" don't ~ul" • ChOIacl•• to
sJ><od a healing s"'lI" at an.

Healing 'he dying
If • pl.~r eh.raet.. I. dylng and recolv,", healing. the PC 80"" to II hi' J>OInto
and then regain. hi' J>OInto fwm the",. ~ ooon .. the PC'sen""n' 1>11 J>OInt
lotol I. higher thonO. he or.he~.c""""Ioo. and I• ..., longer dylng_

Rest and Recolle'll
Outside 01 OOC«Inters. pl.)"', <"".act... an lake OIl. 01 two typos 01 ,..t:

... Short ",ol: A ,!>orl "'" allows PC. to renew their encounler J'OWcrs and
WI' he.oJlng .urges 10~n hi' J>OInt•. It last. about ltv< mtnut... Pes
an take ss IIWlY .horl "",t. I"" day .. they waul. Durlng a .hort ....1.
PC. ha~10 r..l: no .trenuous activity, no Interruptions.

... Este....cd rnI: 00"" I"'r day. PC. can take an exlended re.t. It mu.1 Isst
at le..t .Ix hoo" 10 galn the benefit., PC. ha~ to ,..lor .1...., du,lng
thl' I"'rlod. At the end oI1he ....t. lhey regain any htl J>Olnl. they ....1
and any h.allng .urges they .pent, lhelr dally J>OWe" SI. renewed, and
they losc any un.pent action J'Oln" and gatn I I,e.h acllon J'Olnl.

Conditions That Affect Combat
Powe". mon.le". traps. and the environment can all apply conditions to a
chMacter, A roooiliOlllmpooe. a I"'natty Of oth., .flcel until It I. remo,..,.] by
a .oc«..lul saving lhrow or It end. naturally,
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Conditions that can .If«' a .hOlac'c, = .. follows:

BUmled: You con', ...., .ny targel (your target. have 'ot.1 conceal"","!), you
take. _10 I"'na.lty to Perception <hoc ... and you grant combat advantage.
Furth"""",,,_ roo c,n'j nanl< an etIorny.

Dazed: You g"nl combat ><lvan'.!/< "nd you can', flank an ....my. You can
toke ••tand01d action.• mo"" aclion. or. minor aclion on your tum. r.ther
'hon OIle 01 each. (You can "'0 take f~ actionL) You c.n"' toke Immedl.le
action. or _tunlty acllOflS.

D<af...ed: You c,n'\ hear anything, and )'«I take. _10 I"'nalty 10 Perc.pHon
.hcd•.

Domi...,ed: You'", daz..J. and the domlnalln8 creature chooses yom or><

oclton. 11>< only _rs II con ....ke you """ arc al_wlll po""'"
Dyi"ll' You'", unconscious bee.u,e y«J'rc at 0 or negative hl1 J>Olol•. You
make a death oavlng throw _ry round.

Heiple.: You gront combat adv.nl.E/"'~:Usually you'", hclpleo. I>«.u><
you'", uncOlloclous.

Imm<>biliud: You ""n'l move from your ,,,,,,,c.•Ithough you con ,oIcpo!"
and con be fOfC<d to~ by. J>UII•• push, or a .lIde.

Marked: Yoy ta.l:e a _2 1"'""lty 10 attack roll. If your aHack doesn'l Includ.
tho c,..ture that mar"" you,

Pdrified: Yoy have boen tumod to .ton.. Yoy c",,'t tal« action., bul you g.ln
,..I.t 20 10 all danlago, You a,. unaware oj your .u1foyndlng>: you don'l ago.

ProD': you·,.lyInll on tho IIIoynd. (If you',. f1ytng, you safely dosc.nd a dis­
lane. "'1",,110 yo", fly .IN'''d. fI you don'l ,.ach lho ground. you fall.) You
III""t combat advanlaEf" 10 .......,1.. m.aklnll mol.., allacu agalnst you. but
you 1Ie1 a .2 OOnu. 10 all dolens.. "!Ioinst r""Ef"d atlacb from nonadjac.nt
....ml... YOY 1m a _2 I""'alty to atlack roll.,

RHIJainod: You',. tmmobllizod, you c",,'1 bo tor<oed 10 move hy a pull, a
pu.h. Of ullde, You granl combat adv""tage, and you ta.l:e a _2 1"'""I,y 10
atlack roll •.

Slowed: Yoyr .IN'''d bo<:om.. 2. Thl••IN'''d ,,!,plle. to oJl your movelIlellt
m<><Ies, but It do.. DOl apply '0 toleporlatlon Dr 10 a pull. pu.h, Of .lIde, You
C""', Inc,."", your>JN"'d ahove 2. and your>JN"'d doesn'l Inc,..", It II was
Iowel" than 2. U you',. .Iowod while moving. stop moving If you have al",ady
IIlOVeI"l 2 Of mo,. 'q""'''.
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Slunned: You con', toke aclion" )'«Jill"'" combat advon'''lI''' Whorl .tonne<!.
you can', fbok an enemy.

Surpn...d: You gran! combat .dvant~:you can'l tal« actlofts. other 'hon
f= aclions. When .urprloed. you con', n.ok an ...,emy.

Unrooociouo: You',. helpless: you fall prone. II I,oulbk You an', toke
action•. and roo lake a -5 I"'ool'y to .11 del.n..... This probably won', .ur_
pr'.., you. 001 you ""n', ""ok an enemy while uncon>elous.

W...kenN: Your aUocks <1<.1 hal! dam"ll'" Onll"ln~ dom.~ you deal 1'1101
aflocted.



Chapter 8

Practice Session
•••••••••••••••••••••••••••••••••••••••••••••••••
1ft TIIis Cltqtr,
~ u""lI the !>;ollie grtd and c""racler mar1<o..

~ T..Un8 J>byer characlers "8""01 monslcrs

~ Adding 'lory element! to make on adV<1l1mc

•••••••••••••••••••••••••••••••••••••••••••••••••

10 the p=<dlng chap,...., IV<' p~..,t on overview 01 the ba,'es oIlhe
lJI.ooJroN> &. lJI<AGof<; 8"mo: we Introd"". a group 01 ,.>dy~o-p"y chOla,:­

te.., and..., .how you how 10 make attad roll•. damage roll•. and ,kill
chocks. After going 0"" the 1»,"", you can actually roll oom< dice ""d see
how It 011 comes together at the gaming t.b~.

Thl. chapler takes you on • lour 01 ...mple play ....Ion oIllu!1ID:t<s"
DIl>r.oN5. Note 'hat you n....J • set 01 D&D dice to ~Iiclpate In ,hi. proctlce
.....ion. You con !fd • .." 01 D&D dice at y«Jr Iocol 80m< ",oro Of booblor•.
or you can buy • ...,\ from any 0<111"" g;om< ..,11... Whorl you Ef"l your dice.
conlin"" wUh thl. j>1actk:e .....ion.

The Battle Grid and Markers
The lJI.ooJEoN> &. lJIu.c.oN> g;om< u... threo-<llmenslonal comJ>Ollcnl. to holp
players vl.uoll,~>cones and work through lactic. OJId .I,at"l/Y In <:<>mbiol.
Mlnlalu,.. and a battJ~ grid provki< th~ boot woy 10 vl.uaJl,~ tho action.
A rold-out battl< lI'ld is Indudod wllh thl' book, On< .Id< h.. an of"'" grld
thai can'" uood In '~pncal~ any dungoon >C.....~oIh~..Id< I. >eI up .. a
portion 01 a dungoon and can'" usod wllh lho ""'pl< adventu,~pr.-ntod
In Cbapl~' 24.

A battJ~ grid COIl.I... 01 J~ncb oq""". You count dl""""", tn "] ..
(though you can COll=1 tn lho gom< worrd dlrnenolon. 01 I 'qU01' «] r.
5 r_ If you wanl). For .nmpl<. Rogd01 h.. a.pood 015, "",onlng lhat b. can
IIlOV< 5 .q...... wb.., ho u... a mo"" acllon 10 walk n, a .tondard action to
cb..~ aOO attack,
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You u.~ the b;ottJ~ grid on<! miniatures Of OIh.. marllers (~II>< following
-':100. "Marken, to show the marching Old.. 01 your group of ><Ivett''''''''
or lhe rel,tl"" location 01 characl." and monst." In any g1~ """ounl.r,

The be,t use fOf the baltle grld I, wh<fl the char"".....tumble or charge Into
comb>t. Whorl you an~ how far away or how close the mons", " ... ...,11
as where other pbyer ch.,acte" Ole In ",ration to It and )IOU' character, you
con plan bener mOV<Oll and mm lull use 01 the environment during combat
oncounters.

It larger v....100 01 the battl< grid can be found In the 0.."11""" Ma"e,' GuNk.
You rnlghl ,I.., want to use D&D LOlIlgoon 17k>, whkh provide c.,d,tocO til..
that )'QU can arrange In a:ny ronflll"'otlon. You con J>Urch.... mo", durable
bottle grid, mad< 01 vinyl at ga.... ,00 hobby .Ior.. or Jrom online gam<
..,11....

Markers
The boattlc grld works only If you Wle ..,....'hlng to rep""''''' play.. chMO<:_
Ie.. and mons.....~ bo.lIl< llJ'ld In this book feato"'. <ut-out mvket:. 'hat
Include a mix ol ell.,.ac!." and mon.ters. C&reIully cut af'"r1 the markers
and .eI 'hem ..,d. for ....r U5O, If you're ambitious. you con ~.'h.. a bunch
oIlJlM.E.oN>" DIl>GoNs mln",'u~ to use In.lead 01 the markers.

M",' charac.... and many IDOftS'''' a", cOllOldcred to be Medium In .Ize.
A Medium character occupies a .'n~'. "'l""'" on the baHIe llJ'ld, Large c",a­
tu",. occupy a 2 x 2 .",a, or 4 "'I"""". Only on. character Of Cfea'u", con
oc<:upy a "'luare. Charact... con ItlOV" 'hfough >q"'~ occupied by frl.ndly
characters. bu' they con'l move 'hrough squares occupied by ....emies.
Characle" can't stop movlng In an occupied square (whether lhe oc<:uf'"nl
,. a frlend Of on .....my doesn', matt..-).

Moiling on the battle grid
To 1tlOV". your charac'er mu.t LIS. an action. U.ually, you uoe ,h. Walk
action. which allow. your character 10 move a numb.,- 01 .quares "'lual to
h" or her speed, Walk ""Iul~ your character to U50 x .,.".., action: nor_
mally. your charac'.. can use a .Iandan:l actloTl, a mo"" action. ond a m'llOr
action each lum. Tna' mean. your characler con ItlOV" up '0 hi. or her speed
011 lhe II.onle Grid wllh • move actlOll. and th.... allack on enemy with x .tan­
dard ac'lOII. (You con allO choose '0 .pend a standard ac'lOII •• another
ItlOV" actloTl and walk again. 10 you CaD mo"" lwk:e In a tum If you don't use
ony other actlono.) For example. Regdar hal a speed 01 5. On hi. turn. h. con
w.lk 5 >q"'~ (hI. move actIOll). and 'hCll U50 hi••n", sm"" power (a ."n­
dard action) 10 attack aD enemy, a••hown tn FI~u", 8-1.



_________________ Chapter8: Practice Session

- I
-I

i>. -
- -

Iigorol-l:
MO'MgOO -~.-

gOd.

-

A Practice Combat
Now If. 11m< for a practice combot lovoMng play.. charK"" and moII_

,le,1O. Thl. I, very moch like. rNl combat cOC<IYn'.. thaI you would have In
my D&D adventu~, Yoo n~ pbye..: ...y ,hor. or< tour 01 you. onelo pby a
character 01 each d ... desc~bed In ,hi. book. You need a Dungeon M..ter 10
run II>< moTUIte... H."" nch pla)'ff oeIe<\ ocharoct.. to play. (You con u..
the .ample char""I... In Chopt... 3 through 6 Of create y«J' own.) You can
o.. tl>< !>;ottle grld In the front oIthl. book _ each player con plck. chara.<_
t.. mvu.. and the DM should carefully cut 00\ the two or< and two kobold
IIIMkelO. (The..,.re II>< monst... 'hat the lour pbyer <horaclc.. will face In
thl. proctlce .elIsion,) Note that both "ral h."" the ...... ,tall.lIes on<! Ihe
...... number 01 hit poIn... ond the ...... ,. It... 01 the kobold •.

Pladnlj characters on the battle IJrid
and ro({;ng ;nWatille
Set the biottle grld Indud<d with this book on the table and ....k••u ... tho
play... and DM can comfOftably.1t around lho pl.oy ,...... wllh room fOf
char""t., .h..,t. and die< fOiling. Th. four pla)",r char"",",. .tar' OIl on< ..,d
01 tho haitI< grld. n.. DM pl.oco. lho two orc and two kobold mark... any_
who... In ,ho mlddl< 01 ,ho hal,I'llJ'ld.

NoxI, overyon'101I. Inltlatl"". Roll lho d2Q and add your charac'..'. Initial"",
modlflor. Th. DM makes a ,011 thai cove.. both OfCS. and a roll ,ha' CO""..
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bo'h kobold., (l1>< ore OIId IwboId sta,I"lc. COIl ~ found In th~ """,by .kIe­
!>or.,) 11>< DM jot. down NCh chor""'...•• resull. In ord.... from highest 10
lowest. Th.l set. th~ order of play fo' thl. combat ~o.m'~r.

For a""'pl~. Rollg., gol•• 'esul! 01 J I. Shadow gol•• 'esul! 01 20, T.... get•
• resul! oj JS. E~rk gol•• 'esul! oj 2. 11>< DM roll. OIId gelll ,~.ull. 01 5.nd
JO for th~ ore. and kobold •. So. th~ lnlUat"", ord~r Jor ,hi. combo' looks like
thl"

Shadow ~

T~I.. """u "Kobold. '"~. ;

E~rk
,

What to do on a turn
Each 'urn, a crealure In combat can .pend • standard ""UOll. a IflOV< .ctlon.
and • minor acUOll. Sland.,d 'CtIOll' .re most Import""t: All .tt""b .,e
.landord .ction•. Mo,,", ""lion. m.." thol ,he c,~.'ureactually 1flOV<. OIl
'he batlle lllid _ for enrnple. by usln8 the Walk ""lion (m""" up 10 lb~

cr~a'ure'••~) or by u.lng ,he Shllt ""tlOll (1flOV< one squ....). Minor
""tion• .,~ good for u.lng powe.. or abilities that Ollly 'equlre. minor action,
.ucb ... d~rk:·. hrolfng worn pta)"'r, A creatu,~ COIl .pend u••tOIld.,d
""UOll as • IflOV< ""tlon In,tead, UII wanl•. What lho' all "",an. I. this; On a
'yplcal tum. you COIl move and .ttack, you can attack OIId mo,,",. or you c.n
IflOV< twl"".

Remember 'hat to make "" attack. you roll • d20 OIId add th~ mo,lIl1~rJor 'he
weapon or power your charact... I. u.lng, If "" .llack hit. (jou get • 'esul!
'hat'. equal '0 or higher 'hOIl your opponent'. Annor Cla.. or olh~r appro­
prl.t~delen..,). roll th~ die or dlcc lI.ted for the weapon'. d""'.ge. Damage
reduces. ch"'''''I...•• (or mon.l...·.) hi' points.

If ,he ch.,act.... reduc~ both ore. and both kobold. to 0 hi' points, ,he ch.,_
ac'e.. wln ,he combat. If th~ monsters rcduc~all ,he ch.,,,,,I~.. to 0 hit
poln'., 'he mon.t~.. win the combat,
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Ore fighter
0,<1 are ogg<e..ive h naicIs.,;m g..... ilin, <...... hoir, aod bnI,-like lacos. They hate""'o-
""." on, .... to tmy"'.m an ...."'-

10_ .2 _ P.".p6on <lI; low-lilI'" 'tis..,
HI': 2!; BI......, '4

AI:: 16; FOIIitudo: 15; R.II.., 12; Will: 12...~.
CloIIIJlaJKlonl; .,-will • _poo

.e ....., AC; ld6. 1 d,mlg.

Alito_.. o,.OIi, "';1 LMI_oo: Cam"""" Giant

Slr.15!.J) 0.., IOl~1 Wi>: IOl~1

e-:141+1) 101:11-1) CIlo:II-1)

E"""'-1Md< ''''''''. club

The Dungeon Master
The plftence 01 • Dungeon Ma.ter lum. D&D from • boMd g;o.... Into 0 role­
playing g;om< whore anything can h~n.You can run ,hi. practice ..... k><I
with the DM ,Imply ,on"olllng the aclion. 01\1>< moo...... or you can I<t the
DM practice his or her DMlng .klll•. A Dung<on M••ter I.n'! com~lIng
"lI,lns' ,h. pbY"" (ev<1l though h. Of .he cOIl'rob their opponento In on
od~tU1'). 11>< DM ..,to the OC<1Ie. descrlbes lh. action. on<! coil. for .kllI
ch«:ks and other roll. wh.., 0«:.....1)'.

&ample of p{alJer (/ersus monster combat
H...·• how the flnt round 01 ,hi. combat ...counter might pl.y 001:

Turn I _ Shadow: Shadow !IO"" ~ ..t (,he had the hlghesl InIU.tl""
resull). She dfOW' her: Iw>d c.....bow ond ~res .llhe orc 011 the ~ghl.

She rolls. 4 011 the d20 ond .<1,10 her mOO~lef 01 ,6 lor • result 01 10.
Th.f. not <1lOOgh 10 hll the orc", AtmOf Clou 01 16" .nd the hond croso­
bow bolt whlues f"'St the ore", head.

Turn I _ Teba: Tel.. oct. n.,1. Sh. UIleS. move aclion to lI'" clooer to
the monsten ond then tor her , ..ndard ocllon ,he cosl. her burning
!toNk 'J><IL Thl, prod""", • CIoo. blost 5 effocl" which ill • largo onrugh
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a<No to '>Tg<lan the mom"", Sh. roll. "I'M'" attacks ag;oln>t ~h
monster, gelling 23 Co <flltc'" hll~ and to agaJIU' to. orc•. and 16 and JJ
oS"",' the 1wboIds. l1>ese attacks arc ogalnsl the mom,.,,' Relle>:
<1<1 10 the attack hils one 0110. OfCl and OIIe 01 the 1wboIds. 11><
ore I maxlmum d.am~ becau.., l rolled a cttl: IS poln" 01
damage ~"""" the or< 10 1311.11 poin The orc I. bloodied' The kobold
,ok.. to points 01 darn.agr and I. reduc<d to 17 11.11 J>Olnls.

Tam I _ Rogdar. Regdar ",,15 next. He uses" IJlOV" acliOJl to ge1 do""
to II>< 0""'" orc that l .... da....g«I, and he UIIeS • standard aclloo to
....ke on a!lack. He us.. Ill. ""'Pi"8 Wilre .Hack. He !f"Io an 18 011 W.
attock (0 hit) and de", 12 point. oj damage to the ore! 11>< OfC has I hit
f>Olnl leU! Plus. the orc Is ....,ked, meaning thot II n~. to Include
RogdOl as. target In It. "ex! aHad.

Kobold skinnisher
Kobold. Ire cow.rdIy aod Imd kzonl crol1"r... n...,. ,eve,. d,,~onl" ~._

IniUliwo:.5 S....o: Pe".ptioo ~ d,rbisioo
111':27; BI__ 13

AI:: 11; FOIIi.."I.: 11; RefIox: I.; Will: 13...~.
s,... I.lOndonl; it-Mil. W....

<Ii "BU' AC; 1<18 d.... i.; I•••b.o mo.....cl

c.rMtA.........

The kobold sbmis", d.... In .Xlnll06 d....~. DO .......nd '""lied _ck. 'i'ins! .ny
ta'g<';' h•• combat odY.nta~. """.
_""",ck

The lobold ilirmi...... ~.in•••1 bonu. to .!tIck r<>h per lobold .I~ odiac.nt to t!>e 11 "let.

SIIilly (mioor; .,-will

The lobold shifts 1 "lu.re

Alito_1It hil L.og_ Common, Dllconic

stih: Acrobati" .1, St"kh .iI. Thie..", .9

SlP:I(-l) 1ln:161.1) Wio:l0hlll

Coo: 111<111 I.u (-21 Clla: IS 1.1)

E.......... hicIe ''''''''••pear
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Tam I _ Kobolds: The kobold. get to act now. n..y IJlOV" 10 flonk
RogdOl. "Th<y Ole bolh adj""...., to 1M 1"'1f"I. 10 their mob an"". ability
e<m><s Into J>by. The DM roll. a d20 and odd. the kobold', modlfl... oj .7
(.6 plus .1~ to mob .Hocks) for • ",,"ult 01 14 for the ftr>' kobold
(a ml..) and 21 lor lhe lleCond. 'Th< 21 loa WI' The kobold .110 h..
cornbal advontag< agaJn>' Regd>I sillee U', lIanklng him: It de.al. 9 points
oj domaEl" 10 RogdM, leaving the nghler with 20 hll poin...

Tam I _ Ora: The ore. get to act now. The or< on the IefI .wlngs hi.
c1ub.l Rqrdar.11>< OM rolls • d20 and add. lhe ore", modifier: 01 .8 for •
"",wI oj 18. Th.r. '" hit' The ore de.... 4 poIn" 01 damage to Regdar. leav_
Ing the 8gb'•• with 16 hit poInto, 'Th< second ore. lhe one with I hit point
=nolnlng. att..-np!s 10 run away. WIl"" It le,,,,,,, the "'I""'" ad]""••" to
RogdOl. the 8gbl•• get. to make an OPJ>O<tunlty attock "l!ain,t U. Rogdar
hll., aIld the or< dmps to lhe ground.

Tam I _EbNk: Eb.fkhu.lum now. He UIIeS. minot: octlon locu' '"
healing word 01'<11. healing~ 01 Regdar'.~. l1>en he fIIOVeS up
to. 00b0Id and attacks, He rolloa 12, which ml..". the kobold, woo
hlllRS.l II>< dwarf.

Th~ 11", ,ound 01 th~ combat h.. ~nd<d, ",,11 th~ adv<1l1u",," b<at tb<
mon.t~'" and win the day? Roll .om< dlcr and lind oul by playln8 through
thl. OC<1lario you=lr

Addin(J StorlJ Elements
Th~~ &. lJRAGoN> garnr p,ovId.. a plattorm lor playr," to t~1I ..cllln8
.10""" In a mrdlovallant..y wo,ld. Il'....y lor th~ Dunll""" Ma.,~, to add
.10ry "em<1l1o to "" oncounlr, and tor the pia)",,, 10 1....81"" what klnd. 01
thlnll" th", characl~.. wlll do. In thl> section. w. take lhe orc balll< exarnpl<
and add oomr >tory rl<m<1lt. to It,

U.., lhe dunll""" .,d< oIlhe baulr 8,1d. PIck any room and placo thr ....,ke..
for th~ monot.... anywh~",wllhln It. Lrt thr P"'~ charact~...tart outold.
tho worn, .omewh..r down th~ couldor. Thr DM <Io<:1d•• th.t th~ monot....
h.... t<C<1ltly ,ald<d a human vUlago, and now thoy'", IMld. Ihl. dunll"O"
room dlvldln8 thel, .poIl •. May!>< the orcs havr a .ack ot 1<1l .11..., pI<c....
ru"y .word.• sc,awny dog llod to a labl~ log. and a seroll they at"'" lrom an
<mply larmhou"", 'Tho orcs arr lau8hln8 and con8,.tul.tln8 U"'lno~lv.. In
thoi, roa,.. lanll""ll" wh.n tho pia)"', charsel... ",ach the corrldo, b<yond.

Now the DM call. to, Prrcq>Uon .klll chocks. Thr DM <Io<:ld.. that It l.n'l too
hard to he., the mon.I~.. and ""to. large! 01 10 (callod the Dlfflcnlty C.....
0' DC) lor Ih~ <bock. If any oIlh. characl~n lid a "",ult 01 10 0' b<UOf on
Ihoi, chock. they h~ar lhe nol"" coming lrom lhr room.
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I
I" \
\ \'
\"\

If the charaeters .11 lall to h.... the nol.... the DM can ..,. whether the <>«:.
h.., the .pp.....chlng characters. Il<c;ouoel!le orcs arc laughing on<! 'a1king,
the DM d..,kIes 1M' the """'olen h.ve. harder lime hea.~ng the play.,,­
characters ond oeI5 tile DC at 15.

Now. m.o~ the char.ct... know tha' somethIng I, In the room, maybe they
don'1. May\>< the OTCS and kobold. know the ehOIact.".. Ole coming. mayl><
thoy don't. 11>< DM con ...., this Information to build l"n,1on ond dr.ma ..
the characters mo"" dO&e1 to the room.

When the charocler> ftn.a.lly "'ach the room on<! look In. they..., the two
orco, the two koboIds.• table, and the spoil. lrom I.... >11",11'" Can the .d,-en­
'n",,, d.teat the monsters? ',',111 the monlt"" tl)' to fight or beg ror their
Ilve.7 What .bout the spoil.? I. the rmty .word enchanted "tth maglc
J'OWer? Did the scroll belong to • wl",rd 0.- do.. It have..".,., IffiJ>Orlant m..·
oaE!" .crawled of>OOlIs ••<loco? Mayb< If•• map to onolher dungeon on<!
I0I1l0 ]an'..Uc t,euure.

Story 'so', hard. and the elemen.. It bftngo '0 ,he game are fURl GI"" U • 'I)'

011.... roo'v. h.d some corn"'" pr.c'I"",



Chapter 9

Finding a0&0 Game to Join
•••••••••••••••••••••••••••••••••••••••••••••••••
1ft TIIis Cltqtr,
~ Joining 1IOItl«l"~ ~l>e'l gam<

~ Slarllng y<>Ul own gam<

~ Joining ahl~ gam<

~ Pbylng a. Regdar. 411>-1"",,1 human lighter

~ Pbylng a. Regdar. 81h-l"",,' human lighter

•••••••••••••••••••••••••••••••••••••••••••••••••

D\.OtOLON:\ '" lJRAGo:fI> I, • cooJ>Or.lI~ gam<: you n""" at leu. on< olher
person to play wllh.•oo p~...bly a. many a. fI~Of .1. people al,o­

gether. One J>Ofllon ,. the Dunfl«'" Mas'... the p"~ who runs th< """,slen.
present. the dungeon Of adv....lu.... and gen<'''ty koepo the gam< IJ>OVlng.
Everybody ...., controls a piay<rcharoclf!' _ ••Ingle hero In the DM'.
od~tu,e.

In ,hi. ehople.-, _t.ke • look at finding a8~ 10 pby In. organizing y«Jl
own game If y«J can't (or don't wanl to) lind a_hor gam< to play In. on<!
joining a hlg~1 g;ome. We 01.0 provld< you wtth • reody~01'by ehvacter
,t 4th I~ and .1 8th 1"",,1_ R.gdar, the human light..,

A TlJpical Game Session
You mlghl wonder what. D&D g;om......Ion look. 11k.. What do J>«lpl< w.",.
what do thoy brlng. how long do thoy play, and wh.... do thoy play? 'Tho bost
ComparlOOSl for a D&D garn.ts a'<gUI", Frlday night poker ga"",. Peopl.
d..... casually, they u.ually meet at som.body'. hous•. thoy brlng IIOlTI"

.oacks or drlnk. and what 'h.y need to play. and the game usually run. th"",
or four hoofS _ ""mCllmcs looll"'. ""meIl"",••hort.,-,
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When you gellnvlled 10 join • D&D gome. If•• good Ide. 10 ".k Of check
.boul lhe followtn8'

... \\'ben I. the 8"me1 Mol« 'u'" you'", punctuol'

... \\'be'" I. the g"me1 Make 'u'" you gel good dlrecllOlU to the hoot'.
house or the hobby sto"" Ilb,ary. community cent Of .uch ploce
whe", lhe 8""'" I, t.aldng ploce. Get • ,treel odd, ""d u'" MopQu..t
(www, ...pqunt,cooo)IIYOU".".,..jto.Of""angelorldetothegame
with. friend.

... \\'bo'. lhe Dungeon Mast..1 A. • _ pl"yer. the DM I. your beot f~end,
Gel In touch with Ihe DM "day Of two befOfe the game "nd Und oul whot
he or .he expecl. 01 you.

... Ask wh.t game "",t..l.b you ,hould b~ng. Most ployers .how up fOf •
8"me with lhe Player. Handbool<, • ",t of D&D dice. something to write
with ""d on. "nd lhel' chOIoct", ,heet, Bring thl. F", Dommie> bouk If
you expect to play one 01 the ",ody-m.de char;oct... p....ented In
Chopters 3 throu8h 6-

... Ask II you c"" b~n8 food and beverages. B~ng IIOIIle cash so you c""
pitch In tOf • pi... Of something.

... Don't ,,",ume If. oby to bring children. Older children m.oy ""ry well
w"ol to ploy 10 lhe g""'" wllh you, ""d lhat', somelhln8 you oeed to
e1""" wllh lhe people you will be pl.y1ng with. Younger children dero""d
your lime and .Ueolion, ...d Ihey will probably m.ke lhlnll' dllllenit for:
you "od tor ......ybody else. D&D nlghl I, prob.obly" good lime to get a
babysitter,

The U", few lime' you pl.y, It', • good Id... 10 do. 101 oll1"enlog ""d watch_
Ing .nd not .0 much loJklng. A. you'", Ie.oJnlng your charocter', ablillt.. aod
hgu~ngout how the game works. poy altentlon 10 how lhe other pl.)",rs con­
duct th","",lv,," .1 Ihe tobie, You coo Ioke your cuelI lrom lhem.

Findin(J Someone to PIa" With
So. "'I th.t you bou8ht lhe Play"'" HaOObaol<, Blpped through the book
you'", holding In your hood•. ""d h."" generoJly decided you'd like 10 pl.y
!Of1Ie D&D. How do you go .bout finding. game 10 play 101 You h."" two
basle chole..: FIndso~ eI.e'. game 10 join Of 0'1!""1'" your own game,
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Joining someone else's Ijame
Thl. I. p"oo.bIy th~ ~a.~l way to II" If ),00',.., a novlcr at 0&0. Find an exl,l_
log 8'OOP 01 pl.~rs who.", wliling to make.om< mom tor you al the t.bl<
and begin playing with th.,.., loll<>. E""ry w...... hund~. oItl>ow.and. 01
_Ie gather tor <qIUJar D&D gam.. with friend. Of ",angen. jus. 11k.
J>«lpl< f.lllolo rqrulv pok., games. bowllnllieagues. or bingo nigh... All you
II."" 10 do I. IdentUy an exlsllng group oomewh= neal you and 101 the mem­
bero Imow you"'e I"..,ested.

So wI><", do you find • D&D gIOIlp """,tlnglo your town? Try the Iollowlng:

101

... Frien........ IamUy: A,k I""Opl< you know to find out II .......body ,. In a
g;om< or If that pefOOil know. ><>mebody woo', In a II~'

... GoDling dobo: Mon)' high IIChooi. and colleges II."" acllve gaming
clubs. II you'," • sludffil..... whether your school h... dub or organ~
"'lion that sJ>OTISOrs '''IIuIM g;om...

... The r"'DdJ)' local ,...w... oloft: Poopl<looklng for pl.)'''''' to Join 'hoi'
gam<. or J>«lpl< looking for gam<s to loin. 01,.., J>051 me>oag<> tn Iocol
hobby ,101ft. You W<m'1 lind tbl. oorl oI"pIay.. corkboard" at a bl~

bookstore that carries D&D books _ y«J need to find local hobby .tor",
lor thl. klnd oI.ca1ch. The bcsl hobby .tores oltcn of>OTlOOr games ~ghl

on-olte, which 10 a great way to mccl [><Oplc y«J might wanl 10 game
with.

... The loternet: Some popubr Web .lles or mes.age boardo I'''l""ntcd by
D&D lans Indude "plaY"" .ccldng pbY"'0" pooto. A good .lte lor thlo
IIOI't 01 thln~ Is ........ wlzudo. c"",lcO<m.unl ty. If y«J·re nnd.. 18,
pic..., ch«:k wllh your parento befofe y«J .1arl t'y1n~ to meet ."anger>
online.

... The RPGA: Thl...and. lor RoIcplayln~Gam..o Aooocbtlon. a world­
wide network oj D&D Ian•. Coolact the RPGA al www.,.-l.nda.c"",1
rpqa and •• k lhcm If there .re any Rl'GA chapt..o In y«Jr homelown.

Now. hore·o tho hard patt; Moot ~am..o nnde..tand that It can be difficult to
find a game to play In. bul you need to .how !Ot1Ie courtesy whCTI y«J aok to
join a gaming group 01 ..ranger.. Try oomcthln~ like. "I undo..tand y«J run a
regubr D&D ~"""', I·m Inte,eslcd In Iryln~ It out. Arc yoo looklng lor new
playo"r Don·1 take U too p""onally If the an._r Is no: If. 001 unu.ua1 lor
Dungeon Maote" 10 <lc<:lino to add new p1ayc" II thcy·re already running a
~ame wllh a 101 01 plaY"" In It.
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Organ;z;ng lJour oWn game
If you <:>n'l locote OIl exI.tlng g~"" to join. you'lI noed 10 Of)I;onlze yonr own
lIame. Moot pla~rs exp<cl ~ D&D game 10 be ~n onllolng. regularly sch..Jul..J
ovent -IWlt like that woekly poker night w. WOfe talklng oboot,

Your IIrst oro.r ol bu.lne.. I. Ilndlng ~ Dunlloon Ma.ler (DM). Ch~n~ 01.
good thot you !mow .00000000e _ or Imow IIOITleOtl< who blow. 1IOITleOtl<_

who'. playm D&D belor. and c;on ..,rve 00 the game ma.ter, If at all poulble.
you wonl on expcrlenc..J pl~~ to be your llroup'a OM. Falllnll that, you11
".,...j to choose a OM tor your new game, 1I.<::ou.., yon're trylng to Of)I~nl,e

the thing, you might 00 _1I1~ke a .1~b at II.

After yon"'" o.tcrmtned who'allolnll to be the OM, yon noed to round up a
lP"oup 01 relloble;ond IntereOl..J pla~n. k1c~lIy. you'd like 10 .tOll wUh th,...
to five pl~~" and on. Dungeon Moot... To lind pla~". uk friend. fI,,1.
Family ....mber. ~'" oby. but w••uggest .Ibllngs 0' cou.lno _ If you b~ng ~

parenl or child to a game where moot oIhcr people Ole aboul your ~EI". you
may erNIe an ~wkward 00<101 dyoamk for everybody cI>c. (01 cour..,. If
cwrybody ~t the I~ble I. In your Imm..Jl~te family, lhor. not a problem.)

If you <:>n'l lind enough pla~rs by ~.ldng people you 'now. you c;on t,y 1I.h­
Inll forfelJow gamers In your town, Post notk.. at your local hobby .tore or
look for: school gamlnll dubs (If you're a .Iooenl, that Is).

After you'"" gathe'<d enough people 10 play. choose ~ place a:nd a It.... to
meet. In the Ionll run. you'd like to lind ~ good game night that could be regu­
lOlly och<dul<d for everybody In your lIame. but when you're Ju.l .tatllnlllt,
th..... no ",ason you can'l och<dule yonr go'"'" on. at a lime. Find a place
whe", you can put half~ozen people around a good-olz<d lable and no!
bother other folks by maklnll a 101 01 noise. U you play at a hou.e wh..e th..e
will be .maJl children Oloum\. mm .u'" that somebody (pre/erobly somcr>Ile
who'. nOllrylng 10 play D&D with you) will be able to pay atlenlion to the
Idd. and kcq> them entertatned.

The D&D Roleplaving Game Starter Set
If you'", a 1IO'o'ic. and eYe"",," yo'i'" p1.yinoj
with is • rmic, _. w. higWy "'commend thlt
you lIet \'Our hand. on t!>e D&D RoI,p"~g

G.",. S,."", &"nd .tln thor•. Thi. "'''''r
50' 'n<lud.. o;eo, '''"cls' .nd "",""or
tnkens, ''''''''-lD-play, "rae"rs, d""ll'on tiJ<..
and ",.dy-toMl du"ll""" ",.na,m. It'. the

b......ninll plaeo lor poop," who ha er
ploy,," the lIame before,.nd you1 h much
.."or tim. lcoming to, mp.. wim m. D&D
&kpla~ 6ame SU_ _ anyoo wiI,.,;m
to. /'Ioye,'. H.ndbooland OUllg.... M.....,'.,-
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Startin9 Off with a Hi9h.Lerlel Character
When you jotn a g;omlng 8'OUp thaI', been playing lor • while, th.",', an
..col....,' <honce that 1t..I, "h.,acl"", or. well put lot J"",,1. For .umple.
you might "'lold ~lhl"8 like. "G<eat. gbd you an join the game _ bring
• 4th-l<veI characler on Salurday'"

Most Dung..... Masl"n """"~ ground rules for how r.ew charact... con
join the game. "" you .hould ask ahead 01 time who', going to be II><
Dungeon Mast., and nnd out lrom that I"'"on how you .hould build. char_
act.r to oull. Don', be altaid to ask lor help gelling ready. But IIOmellmes you
might'" joInlnll a II~ blind. without :my knowl«l!f" of who", DMlng, what
IOfI nlllame th<y'", running. or how 10 get. <hMocter rudy 10 pby f••1. For
th_ <I«um"""c we provide you with. 41h-level and 8lh-level """Ion 01
R<gdar, II>< nllh' (Sft Chapler 3 tor R.gdar a1 1,1 ~I.) As • new pl.~.

you'll lind that II>< ..,lest charae'.. cla.. 10 play at high.. lev", ,. the
IIgh'... 11'1><11 you get 10 your new 1Iam<. leilihe Dunll"O" M..,... 'hat y«J'...
"'adr '0 playa 4'h-1evel flgh' ... or an 8th-level flgh' ... ou, oI1hl. book. II It'.
okay by him or her,

103

If y«J wanl '0 playa lighter wUh Regdar'••tal. but don"t 11k. ,he name.
change It 10 .omethlng y«J 11k.. If y«J pretcr • ~....Ie chvacler, y«J need
only change the name,
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Re(j(1ar, 4t1r·Le~el Human Fi'lhter
... _-. ......o& __ that

10 r1I • to J'OU ohIIts <11''''__that __',_,.,.,_ 0

WJd.J'OUcaII ...... - book_ ........ that_--­
.1.1nlnt\fpt.

~"...." ...~.~,.Youpbo ••2_
10 opport-*l''''~ (.5'OlII w111J
bIodo oworlunlol and mmlm~
~.Io).

F;;-1IO.>pon T""" You goIn •• 1
bon.... 10 onack roll. w!IftI ....ng I......
hondod W..Oloon. (oirNdy Indudod In
.Ial».

Feat.
AcIionSurp:Youpln ••J bon.... 10
.Ilac~ n>IIo you "",ko durtntl any acllon
rou ....- by opondIng an acllon point
_~y"" 2_
10__r Oll.Od: with. bNYy
bbcIo or ollFl b&o<I<'-
~R'" ·YoupID •• lbaaUlto......---_.-.......".~.-
atlact, ,... aa ...... -2""'" to Ito<
_ ..... lho ..l.Od: bib. rou ,... •
•3_totho-.....

SIcilIA

1II-.,S7' ......m
~ s.q.,: 14 -... pet DaJ: 11
_.. Speood:S _

AI', ' Good

Abilily ScOi es
S«n Bon.... '

S11lf.NGI'H ) 9 +4

~ 11:~
INTFJ.lJGf.NCE 10 ..0
WISDOM 12 .. 1
CfWll.>MA 11 ..0
.-.... ....,._...--..- .._--

Defensee
At:. 20 f_" 11 Rella 14 ....1114

Basic Altacb
_B.I<AlI.d~

d20.1l IdIO.'-,

bDg<d B.I<_~ (Loagbow)
d20.6 ldlO~

au. Felltures
CDmbar~ EV\"I')'llaoel"'"
..1.Icl on eD<1lIY' _lief 1M..tac~
hit. or 011....., you <aIt <hOOH to mart
tlu.t "'lid. 11>0 ....rt lui. ""Ill tM.oo
oIyour~llom.While 0 torgo< I.
marted, Illoleo • -2 I_oh~ to .ttack
roIlo If II••nack _n't lod" you ..
• torgri. AcrRIo,. <on M .ubject to
only on< mu~.1 0 time. A _ ...,k
__• mu\ lIu.t w.. alrudy In.....

-~~
Alhlollco (ltolMd)
~.

""""""Dungoo<l<'<'r\oS
Endurance (lr.ln«l)

"n'HI.lory
l""lghl
Inllmkla1. {1toln«l}
~,-

dZO .. "
dZO .. 2
dZO .. II
dZO .. 2
dZO .. 2
d20 .. :I
d20 .. 9
d20 .. :I
d20 .. 2
d20 .. :I
d20 .. 7
d20 .. :I
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dZO +- 3
dZO +- 2:
dZO .. "
d20 .. 7
d20 ....

--------­........_---- -----__.,,_N:
_'.,0.1_ ....__'.,.,.., -
R _ flJht.. ", ,---...,....._....... """....".--.....--""'....".""'-'-......\1.--..--- -­'................__.II_AC

_ ...11.1-_._ ...--- --,-----......._---- --'..... """' ......._ _AC

_,",."_.......-. """........... ,
-"'---'~_.""-----_.............----.._...._--
<_.............. WtoopOOI.._- ...... ....,.,..,....., .... " ....
......., "'" • " N:""".,..1_ ,.. .........._-

_..- -_.-----...- ......---_._-. ._----------__.,,_AI;
-"....,_...-_..-___01 ___

-- --,..._----_.......­.-,..__.~----,....., .... c ....
........,..,..120 ""11I<,.,••,_.
_111Io10.__.,,..._,_

-,-~._.... ,.. doy.

:';;;;;:":'_~ -'-,Ii ~,_......... ,- -...,.-.....
~-,

-"--- -......._.._.l_...~...._
Armor, Weapons, and Gear

Rqdu-. ..... - .... ­_./(whIch_SIft_5Dt<i_ -.).IIoarrieol.1
"'. 001(.2<16","- _. crIl). I
100...... 20 NclpoI:k. r-
......-•• bed 50 _ 01 rop<. and
Wnt""" ..M.l lOOllP_
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Re(j(1ar, 8t1r·Le~el Human Fi'lhter

Alii "Good

• .... ......,._ ..1---.......-.""'--

Ability Scores
~ Bon.... •

Defeosee
AI:. 24 __ 19 lleIlel< 15 ....'IIl16

Feab
Amon Su¥:Youpln ••] boouo 10
..lack rollo you ........ dwlnj any action
l"'"pI_ by~ an action point.
_ 0pp0rftu0I0I: You 2 bonus
lo~...uyaltxt wIlh. -,.
bIodo> 01 ...... bIa<k
~Rt· V"" l_to
~altxt.....
~· ..... ol-.
"_bJ2<*-","~.1).
Ftzu_VOU ......2-..to
"IJ'!"d _ l"'"ct-p II< nm.

j + 0!fI """""'"' .4 to_
d>c<b, .....-..ty o ............

_A.ll<rl. ""'- _
ailacl.l"'" can lake • -21J'!'1ai1)' 10 lhe
.lIac1< toII.• ,M alta<k hit., l"'" pin'
.] bon.... to the damat< roll.

III _loa, .w......__
10 r1I .... to J'O'I ohIIlo 1I<.un..
..-_....~-J'O'I-•
...... J'O'Ic..oub.__
..-aplftoIlNl_...... _
....,.....pl.

e.-IlDl Sl:f: """il). Y"" ......2_
10 ~Ullil)'.u (.5 tot.ol with
I>Iod<>~uniot a>mbat ........
~I

F",_1f«apM Tolft>t: You pin a .1
bon... 10 .uack roll. wI>en uolng1_
hand<ld .....Ioon. (a1",ady lnclud<d In.,.,.).

.,.,.,

.0

.1

.0

20

I'I<
10

Ii

JlMFd IIoAc: Altxt n.oo.bow)
d20.1 'Idlb",,-

Ollllll Fealuree
e--~[_yu.... l"'"."acI<_.......,.. whdhef 1M '''a<k
hll. 0< mi..eo. l"'" oan ohooooe 10 muk
lha' targri. n.e mMt. wit un,1l 'M md
oil""" n,,,<1 lum. While. '0flI0' ,.
mvl<od, U lakeo • -2 I"!nally 10 anack
milo If Ito allack donn'llnc:lud< you ..
alargri. ACrNlm" oan M ."~ 10
only~mukal.II"", II new mark
oupenedeo a m&rIllhal wa. al"'ady In_.

Basic Attacks
_1IoAc:_~.........o

d2O.l6 IdIO.'~

HII_lIZ' ........
..... s....,:: 2G SuoJet JlO" 0.,: 11
_ .6 Sp.d:~_

~

CONSJTllmON
~=
INTFllJGf.NCE
WISDOM
,~~
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Powen
a.-. ......._,__------
.00-" _ "'"--- -­t ....._..-
__.M_AC_....1_.... .-_._..-
~- ,..,...-,---......---------........---........._""--- -­t ..... """ ........__·'"_AC
_,.,~.,_

-''''''''''''-ilon...... .......... A"• .,. I---""-"'".............................-- -­t..."""........

­~-­~

1),+ =t
Duo. IIiI""'--­-"~~
~Ir (lralnrd)
~,­

~"'~
~'...
Slnlth
Str<elwhe (tf.ln«!)
Th_ry

dZO ....
dZO .. 2

dZO .. II
dZO .. 2:
dZO .. %
dZO .. 3
dZO .. 9
dZO .. 3
dZO .. 2:
dZO .. 3
d20 .. 7
d20 .. 3
d20 .. 3
d20 .. 2:
d20 .. 4
d20 .. 1
d20 .. 4

__.If_1<&:.

_'d'".J-.
........"""'" --,------"_....------............__.._----• 0_",,-----t ....._.-....

_..,..11_41:_'.,...-.._ ...._...._-.-... ,..., >
.........__"'.rvc""" ...._...._-,,--
0:-.... loloo.....,""'-----....., ..... .,...,..._..,.."_4C_lOIll.'_..__ "'_--_..__ .....e-_..... _
-,--- ----._-.,.--...... ._--__ 0000_>......, ...._.__ ...-
_tono , __-_ ..,..,,_......-_t__",,.._t _..._....."--_.._'"
-(--,~_dlI.,t_4C_'.,0.,-.,---_ .. Id,,,,,.,-----_.mp,..-.....,. .........-- -­....., .....-- ----
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........,<120 ......."'''''

HI<"'IO."_

"'... Th;. ..".. P"W"'.• _ "".~_.....·,_rt ,... doy.

0Iu)1"1 _ ,,",,'.. Alt• .,. 5

....~.,.- "" ""'--

.....1·"' "_·""__ -
,.....,Ono«..,...
........,<120 "'''''
HI< "'10. "_, .... , ...,~.-.
-(..,.....,.}
"'... Th pow _

.....·,_rt , doy.

It. Ii " ,..." .. 1It"'1y'

"""'''- _ ... ....,. arry)'OO """"F
~-0·"1· "'__

--[I ...., _ ..., , ... ,'....-..... poinl~It... '.... ,..." .. lIt"'ly"

....---""''''''Q.....,''''''''.......,.."'......

.._ R_ ..........

Trlgor. y"" tti,.,. on 01...,•

[I ...., ....."'., _ "'"" , ... at...,o.,.,.
Armor, WeapoIlll, and Gear

Regd>I _ars sook mail am><>" .J. flo
cor,"" a ...] lI""'''orord (.3<16 damago on
a erlt), a longbow. 2() &rYOWS. a backpack.
two .""rod•. a b<droU. 50 Iod 01 ml'",
and mnt and st...l. flo """ 1.000 gp,

\ ,,



Part "
Building a0&0

Character

The 5th Wave
""""-

By Ilich Tennant

,
"So, I.e11 ml! ..bout. UIi~ _ re£i--...~ to~

eN:O\1I\f.eor 'PO""eT:



In this part .

1:.... PM"' <lithe _ II WIlli lot the IlIoYe< wIIo
<IIlcId<s 10 I>ocome......, _eel 1II,i>e~"
~-.We _ ,he ....Ir .....«III we mlrndUC<!d
urtIer In lhe__~ upon •. In C......... _

....p you~ the D6D ,.."...... HoItdI>ooJI and'­
you how to maR ooIld. b>iuo III«! ~hOICeI .boul,he kind
01 <h.,-act... you ...;ant to bulld ..... how to best ploy tlw
chorxt.. at , .... lom1nlIl.able. From fully M/!n!lll ,he ll&D
cl••rxt..- to eumlnl"ll duon••..-eo, powon, and feat
:and okill <hoIc you through the clw'ac:'"C~
.,Ion proc<'SS on<! '''I )'011 ....h.t 10 k"* lor u y"" pin
..pe<'OffiCC and "lev" up· your "h...c'ot.



Chapter 10

Defining Your Character
•••••••••••••••••••••••••••••••••••••••••••••••••
1ft TIIis Cltqtr,
~ Understanding the D&D chMocto, ._

~ C",aling y«Jl own char""l.,"

~ !kUnlog D&D S".....tatlll!les

•••••••••••••••••••••••••••••••••••••••••••••••••

f hl' I, II>< 1"" 01\1>< boo. where you mo~ on from bure 8..... cooc"",'
and dl~ hcadU1Ollnto the full DlK.E.oNs" DIur.or«I rul.. experience,

Don'1 worry. we help y«J through It. And when you'", don<. you'll .... that
even the adv>n<:«l rules .",n't that tough or 'COly. Ju,t """p lhe buies f,om
Par' lin mind. and we'll haJIdlc the ""t.

At ,hi. J>OInt. we figure that you'..., used Oil. 01 the ready~o-pIay<horae....
from Par' I 10 play. game or hro 01 0&0. Now you'",~y 10 c""le your
own character f,om lhe ground up. After all. c,eatlvlly I, on< 0111>< most
coml"'llIng aspecl5 01 roI"1'iaylng. and It .n Olart. with y«Jl play.. charocter.

In ,hi. chople.-, y«J take. mo", de1all<d look at the D&D character. We go
OYe' all the !>uk ...'I>tlcs agaln, but this II.... we delve Into 011 tl>< J>OlI.lble
Ihlngs you con do wUh Ihem. Thl. chapter helps you ""vlgale tl>< Tesl ol
PMt II. e.pWnlng tl>< pMts 01 a lull D&D charoct...heet ond th.., pointing
you to tl>< Inlormalion you noed 10 lill out each _lion .. you c..... youT
own characler.

Your Character Sheet
It D&D chSfacte.- rocord .hoel contain. 01111>< pertlnenllnlormatlonand
game "atlstlcs lor your pbyoT chSfacter, A chSfacter .h.et can be a••Imple
as a blank ploce 01 paper upon which you'"" wrlnen down .11 youT chSfac_
ler'••lall.I"", 01: you can get a premsde. bbnk characl., .hed and 111111
In. Bbnk character .hed. ore avallable online al www.dndlnoidu.com.
You can "'SO pholOCOl')' Ihe Iwo-pagc chSfacle.- sh.et In 11>< D&D Aayu:'
HandbooII ("'" FIgure la-I). Yet another opllon I. 10 pick up a pack 01 D&D
Charncle' Shan at your Iocol game or hobby .Iore. U... whichever version 01
Ihe characler .hoel that you feel mo.l comlorlsble wtth. The Inlormallon
thallollow. pertaln. 10 all """ion. ol D&D characler .hoel•.
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""1~1:

~,,,,,..,to,._1....
~_.

,-

i

You c.n opproacb lhe ere.'1on 01 • D&D charoc'er In mony dllfe,.,nt w.ys.
Some people .I.rt out Imowlns euctly ,b. Idnd 01 char"ter tboy w.nllo
ploy. lyom race ond d ... 10 'p<cl!lc roIepl.y1nS quirk••nd bocksround Inlor·
mo'ion. Otber. build ,b<lr ch.r"I....round lhe .blll'y oeores 'hoy gener_
.,<d, Th.n ,h.,.,.,., 11>0>. who know on< up<ct oIlhe charocter th.,. w.nl
'0 pl.y (the roce or clo... for example) 'Dd 'hen <le<:1d< on ,he 'esl after lhey
...., how lhelr IICQreo II"" up. Th..e ar••11~ w.y. to "I'I'fOOCh charocter
er"llon. Througbout lhe chap"" In ,hi. por' oIlhe boo.. we provlde delo1l.
to h.lp)'C'U make Inlonn<d d<elolon., no molter which .pproo.ch )'C'U lake.

Fillin9 Out the Character Sheet
You con flff ou, your charoc'er .h_ In .ny ord.. 'hoi rn.ak.. oerl" 10)'C'U,
We dloeu.. ,h. varlouo oec,lon. of ,he ch.,octer .h..,t In u.. order thoy
opp"ar. how""". 00)'C'U can 010'" euUy ,.,ference lh. ""'''rlol.

Names
The,.,'•• ploc< OIl lhe fron' of the ch.rocler .beel for: your name ond )'C'Ur
charocter'. ""me, A cool ev"""lIve ch.rocler ...me h.lps !C1 ,h. perllOlloll'y
0I)'C'U' clw-octer ond con'rlloules '0 ,h. Ion. 01 u.. comp.algn. 00 d>n<>se
)'C'Ur char"ter'. n.",. wl..ly. A camp.algn with ch",,,,1e,, nom<d Elly.
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Sugarplum. Bennie, and T""Jom has a w;'y djjferent feel than one th.t lea­
lu",. Regd.... Uddo. Wellyn. and Jer:.... Talk .....th your Dungeon M.,'er and
the OIb.. player' to d<dd< what !dod 01 "am"" (and what !dod 01 c.ml"lgn)
you .11 want 10 p~y. and then~e your eh.,..cler accordlngly_ A good.....id
na.... ,. Important. and ev<1l though lbe.~ Jor a name "I'I'UTS.I the
top 01 you, chvacter .hoel, Ihls I. the J>lece oIlnlorm.tlon you'U probably
rKOrd wi. all... you ..., how II>< ~t 01 your character. ol.tlJltlcs tum 001
and you've had • chance 10 think .boot It.

113

The D&D l'fay.,,:'lfundbooll pIOvlde. n oj urnple rwn"" by chOIacler race
In Ch'pler 3. r",ll"", 10 IlSC on< 01 tn nom.. or 10 draw In'plrallolllrom
thom .. you crofl. your own na.... for your <horocte•.

Clnss nnd le~el

Out 01011 lhe ch...actetl.,I<1 c.... hos the mos' profound .II.." on your
<hMacter', .dventurlng c~r,Clu. detormlnes a char.clef', roI< In the
..t......tutlng p""ly and provkl<•• char<>ct.. with 'J>eCW quail!"", lha, act
him or hor .~t 110m I"" reot 01 tl>< team, You can &<1.<1 a d ....nd 11><11
"""Iy your .bUlly 1e0f.. appropflal.ly. Of you can d....mln. YOU' .billty
leO.... and S<i<d a d that take. be>t advan!ag< 01 your r..ulla. Most
peopl< ch""".ll><lr d Ilrst and Ihen ""gn .bllily ICO...... 'pproprlal.
forth.,d....

Ch.ud.r 1<",,11. wmally ...y wl><ll you'", c,.atlng. ,t.r1lng character. All
characters .Iart at I,t !<vel_unl... the Dun~M..ler gI..... you dln....nt
In.lmclion•. (Som<tlm... OM h.. choracters .lart at • leV<! more .ultable
for: tl>< c.mpalgn he Of .he p""" to run. IlUch .. lrd 1<",,111 II>< OM wanl.
the char.cl." to ha"". hllie expe11<n<e prior 10 II>< .Iart 01 II>< campatgn,
or 11th !<vel II the OM want> to run • paragon-tler c.mpalgn right out 01
the gal•.)

Chapler 11 provides detailed Inlormatlon OIl choosing a cl.... Chapler 18
dl..u.... leveb and choracter advancement for when you'", ready to
Irnp.-ove your character.

Lellel modifier
In many p/a<:<S on the characler .he<!. you can lind .,eference to -1/2 L\IL­
Thl.,. your !<vel modifier. which I. a bon... to the most Importanl thlngo
you 00: .ttack, delend. and u...kllI., If. equal 10 hall you' character level
(round down). For e"""'ple.• SIh-leve1 charact.. add. a modifier 01 _2 to the
character'••Uack lOllo••1<111 check.. and def.n....0..... \\,'hen you'", playlng
a lot-lev.1 choracter, you,lev<1 modlfl.. ,. ,0.
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Path and dest;nlj.
When you, ch",acle, "'aches Illh level. you Ef"l to ..Iect a pa"'l/Oll pam A
1'M"lI"" ",th I•• oorl 01 .dvanced ct... th.1 let. you 'peelall,. YOU' ch...ac_
t.., fo' example. p....gon ""th. oval"'hle to the tlghte' ct... Indooe lhe I,ou
vanguard. kenoel, pit """t... and .wordmaste,. You, cha,oct., doem't .top
galnlng level. In hi. 0' he, original cla.. when you choooe a ",rogon ""th:
In.lead. you galn the """em. 01 both YOU' ch...acte,'. ""'gon ""Ih .nd
d ..... YOU' ch...acte, """,hesl"""l. If th,ou"" 20,

Epic Ik.<tiny t.kes ove, when you flnl.h up YOU' """8011 ""Ih. Al 21.1 level.
you g'" to chou.. you, characle,·. ",th to Immorlallty. At the hl""e.t level.
01 the game. YOU' c"",oct.. t,an.....,d. the me",1y mo,tal and becomes
• hew 01 mythoioglcal pwportlofto .och .. an a'chmage.• demigod, 0<

an eternal seeke•. A. wllh lhe 1'M"800 "'lh. you. ch...act.. continues 10
advance In IU. 0< h., cla... bul you goln acces. 10 abUIlIe. 01 Incredible
powe., Aile. all, you, characle. I. contending wUh cnomk: c.t..trophes and
<>11 god. by lhe time he o"he "'aches epic level!

If you'", confuoed by all th... deebloo poIn,", he",'. lhe good news .boul
you. ""'goo ""Ih .nd epk: destiny: You don't h."" 10 pick them for a long.
long time, l.ea"" the.. lines blank for now, Ploy you. cha..cte, 10. a f....
adventure. and mal:e YOU' deel.1on .bout you. l'M"8on ""th when the
ch...acte, gel' clo>e, to I Ith level,

Race and size
Anothe, key deflnlng ..peel 01 • D&D cha.acte. I. the lonl..y .ace the chu·
acte' belongs to. In .ddilloo 10 hum.,... the f.nl..y world. 01 D&D .'" Inhab­
Iled by all Idr.d. 01 .mozlng, Intelligent being•. Wanllo ploy an enlgmalk:
ell' How .boul • dou, dwul' Maybe. dangeTOUlIly curlou. h.lJIlng? Race
provides more than • coIo<ful hooIr. 10. roIepbytng, Each face has .billty
adjustmen," and .peelal .bllitles to help'" II 'I'Mt from the olhe... AIle.
you've deelded on a ,ace for you. c"".octe•.•ecord II ou the c"".octe••'-t.

Mo.1 01 the characle••"""" Including dw••ves. el",,", and human•. a",
Medium In .1,.. Thar. the standard, .nd lhe", are no .peelal bonu... or
penalties asooclated with cha.acte.. 01 thl' .If<, Both Medium and Small
ch...acte.. occupy ••Ingle "loa", on the banle llJ'ld, However, SInaI! ch",ac·
te.. con'l uoe weapon. that would be two-handed weal'""-' fo' Medium
ch...acte... Fo. more delaU••boul Smal! cha.acte.., .ee the halmng entry
In Chaple. 13.

Chaple. f3 dlocu.... lhe core D&D .ace. In more detail .nd p.ovIdes
the Inform.otlon you need 10 choooe the best .ace fo' lhe ch....ct.. you want
to pl.y.
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Alignment, deitlJ, and personalitlj
1I'he",d~ your chane'.. fit Into the ongoing otrugg\< betWNfl good and
ovllll!'•• big quesllon. 001 the .now.,!o U (or.l I..., the t~p to dlll<~
the onswer) ~rvod•• every fantasy epl<: from 17M< lnrd of/he Ri"l§f to the
Tales 01 Ki"IJ Anhu,and "'" Kni/i!" 01 the Roooo Tabk. The urn. I. In.. 01
:my lJuNr.E.oN<I" DIlJ.GIIN<I campaign. In the D&D g...... your charoc..,', gen.."
moral attitude ,. "'presen'<d by the char""..,', a1~nI_Wholher you
choose to h< "wlul good or chaotic evU. allgnmenl I•• tool lor developIng
your charae'..', Idffillty In the g>m<. A1lgn....nt I,n"' d..Ig:n<d to h< restrlc_
tt".,. and char.ct... can .Iw'ys beh."" loconsl....,'ly Irom 11m< to tt..... Yoor
alignment cl>ok:<o! = d...."lbed on 1'-'1I" 1901 the PIayn:' 1Iandboo~, and
Include

... Good: Akllng _Ie In n....J is the ~ght thing to do. Laws or system.
,h.t keep yoo lrom doing that"""'" to be changed.

... Lawfolll'""d: Jus, laws and hono..ble codes 01 conduct 01< the best
woy to prol<d ,be WN.k lrom OI'I"'...lon. Laws or 'pl....,. th., =n'l
worklng .hould be ,efonned. no! .b.ondooed,

... UoaIigDrd: You',e wlllln~ to help othero. bill you <10 00 with the
e'pe<:t.lloo 01 oome ,ew.rd,

115
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... [>il: [vlJ eMracten don'l e,,,,, Uthey hurl other _Ie.. 1on8 .. they
~t oh...d, They belie"" lMt the purpu'" 011 and order I. to protect
the prlvlleged Jew and keep the ...eak OI'I', ed, Check with YOU' DM
bel.,.., you d>OO&e thl. allgnmenl!

... O1aoIie ,,>il: Chaotic evil ch",act,," take .nythlng they ....nl lrom
an~ ...ho can't >top them, The only la... lhey '''''I'''''I I. ,Imply "mlghl
mak.. rtght." (beck with your DM belore you choose Ihl, .Ugnment'

Th" Ihln8 to remember ...lth altgmnenl I. th.t pl.Y"" .hould till .boot lhelr
choic.. befOf" ",tlln8 anything In ,lone. Fo, exampl". your Dunll""" Ma,I"r
may have • particular type 01 campaign In mind. one th.t ...oro be,l U!he
ch....te.. all have complementary align men I,. Sometim.. lhe ten,km gener_
.ted by having. chaotic "vll eh.r.ct"" tn ...lIh. group oIlawlul good on..
con be hm. but oIlen .uch rIevtollon, Iud to troubl..ome pl.y and Mrd 1""­
Inll"' Betler lo.n move In compatible dlredlon. than In compelmve on..
...hen playing D&1l.

Another Ihln8 10 eon.ld.....hen choosing YOU' char..I"'" .lIgnment I, thaI
D&1lts ,,,ally .bool he""",. The gnme ...orb be.1 ...hen plaJI"T characl""
choose allgnmenl' lhat ..en'l "vllin ouHook. Anllhe""", and villain, have
thelr place In I.nta,y ,IOlles. but the moot memonble, long-lasting D&D cam­
paigns loe,," on the good guy".

Along ...Ith alignment, • eMr..ter', choice oj delly con help c,,,.te. bad_
",ound and on all<gta""" th.t give you mo", opportunities lOf roIepl.ylng. Is
your Ilghl"r • c..u.aI loilower: 01 Avondr.. the godde.. 01 luck and ad"""tu,,,'
Or I, h". committed servanl ol Bahamul. the god 01 honor .nd jU>tlc,,? A
ch..acter', deity I, • p"rson.1 choice: e..h deity desc,lpUon In lhe Play"'-'
llandbook oIIe.. ,ull8""tlon' lor eh..act"" , .... or d ...e. that might lavor
that delly. Now. every c.mpalgn to dlll"""nt and may h.v" a dlll""ent ",I<e_
lion 01 dem... Your Dung<on M..ter will tell you II you .hould .elecl a delly
lrom the U51ln the 1'I<Jy<>r' llandbook Of from 5Of1Ie <>Iber source (.och ., tb"
FOIIroJ'7E\' R£W<S Campoi!'" Guide). You, choice 01 deity I, more Important II
you'", playtng. cleric: """ Ch'pler 15 IOf InlormaJlon on Ihe cleric', CMnn,,1
Dlvlnlly I"....

Fln.lIy. Ihe la,l component 01 YOU' char.el"r·. rolepl.ytng characl"rt"lc. I.
p""onaltty. The concept 01 choo,lng I"'"onallty tratl. m.y """" ped",trt.n
compare<! 10 "lectlng 10 IIghl IOf good Of evil Of d<eldlng which mythological
deity your eharacte, IoIlows. but 11". al", the plac" ... here you con put your
own complet"ly unique ".mp on your cMr..t"". I. yonr human lighter.
glum.•keptlcal lellow ho exp<e15 lhe ...o"t at ev""y tum. or I. he • ch",m-
Ing .nd reck..... rake ho langh. In Ih" J..e 01 d.ngeT?

Ch'pler 2 ol th" Pruye" HaOObool< oUe.. """'" advlc" lOf ptcldng oul penon­
alily t,alls Ih .. mlghl .url.." In IIOCI.I encount""•. In dl..uulon, 01 decl.1oruI
with olher characl"" tn lhe party, or ...hen deadly peril lhrealellll.
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In the ~nd, a.llgnment. ~lOil doity. and penonolily trait. "'" mostly lor l!.>.VOf.
Th")" ...~ 10 ""p you roleplay yom choroct... belt.... U.. thorn .. moch or
.. IIltle .. you like.

Character description
The next section 01 the chOIacte..hod provldes a pl""" to ",",ord Informa_
tion thai hell'" dese,t'" your character but has IIttl< cited on game play. Ag<.
height, "nd w~~ht for: you, .h.,.act... = delermln«! by pefOO1lal cl>ok:e
(although your DM h,.. Ihe rlght to~o rNlly unw".... <hoie... soch .. ctw-_
acters JJ r- tall. he~ who.", ""'y yOUIlg child",,,, and so on). The racial
doscrlptlon. In Chople,3 01 the Play"'. llandbooll pl'ovlde guidance on the
• ...,rag< height and woIghl 01 VaIlou. <harocto' ,>cos. and you an ...u....
that most chMacters begln their odvmturlng c""........ y«Jng adult•.

What you 1"'1 In the Gend.. I•• pe...onal cl>ok:e that has a1mo>' no efloc' In
the gam<. Mal< and lema'" ehOfac'ers Ole ''''ally «1001. Chap'" 3 In the
I'fa:yn:' 1Iandboo~ talb about the general 'PI""''''''' 01~h 01 the roc...
and you an US< the desc,lplioIu the", as a slartlng point II you want tn II"
Intn mo", detail••boul how your characler aplN"'"

Cheek out lhe D&D Ch.racter IIIsuall'ef aI www,dndinaidu.c<m.llallows
you to choose your char.clef's race and 8<"'der .nd lheo c .....le the look 01
your cMracief. You .dd armor and weapoo'. decide on halr >tyles .nd
colors. and genefally c,e.te. cool-looidng D&D charact.. th.l you can prlnl
oul and"", on your ch.racter sheel. II's a fun way 10 design the lcok 01 you'
characler,

Ab;{;tlj. scores
fn addlltoo 10 d .... race. and level.• characler"s .bllily seo"", provide Ihe
base upoo which you' characler grows and develops, Consider .bUlly seo",s
Ihe frame upon which lhe "",t 01 your sl.llslles a", hung. Every charseler
has IIix abUlly >co""', St,ength. Constitution. Dexterlty. fnlefflgen"",, Wlwom.
and Ch.rI.ma. 'The... seor"" provlde modille.. thai alfeel everything lroro
.ttach and dam.ge roll. to skill chech .nd ••vlng Ihrows.

Chapler 13 provldu mo", Inlormallon .bout .hlllty scores and how
they'", uscd.

Hit points and heating surges
When combol begins, your ch.racl..•• hit poInlll (hp) a", IItefally.lI th.t
slands betw"",,, lhe charocte, .nd ce,taln death. Cia...nd levef det..mlne
your charactef's hll polnllol.l, adjusted by your charocte,'s Conotllutkm
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""ore. los< a few hit point. In bottle? No problem' Your ch"'acler conltn"""
to function without any III eUec1. '" tong u he or .he h", at lea.1 1 hit point
remaining. Thar. heroic and fantutlc, and lhal"s pure D&D.

Your character d",. determines how "",ny hit points your character hu
at I.t level. For 'JW1Iple. a 1.1-level ffghler h", a number 01 hll poln" equal
to J5. Conotltutlon acore, whereas a Jot-level wizard haa 10. COIUtlJullon
""ore. 11 your ffghter character hu a Con.lItutlon acore 01 14. you have 29 hit
poIn" .. Jot level. Your character cia......0 dictates how many hI! potn15
you gatn when you reach 2nd level and each time you go up a level after that.
(In the cue 01 the Jlghler, II's 6 hl1 potn" peT level,)

Two Important numbers are derived from your hit point ocore;

... Woodie<! number: Your bloodied number I•• Imply half your normal
maximum hl1 potnl" thl. I.lhe "h.lfway· potnl to falling Ul>COnocIou•.
Many characters and mon.tero have .peclal powers or .blllties that
trigger when they bo<:ome bloodied or when lhe opponent they're
ffghtlng bo<:omeo blood~ .

... Healiog ...rge uh.e: Your healing ,u'll' val"" I. one-<juarter 01 your
IlOfmal maximum hit points. Moot he"'lng eUec1. In the game ,eslore a
number 01 hit point. equal to your he"'lng .urge v"'ue. For ....mple, If
your charoctel hu 17 hit point•. hi. bloodied number I. s.. and hi. heal_
Ing .u'ge val"" I. 4,

The number 01 time. eaeh day you can u.e a healing .urge I. determined
by your character d .... For eJW1lple, a ffghler has a numbe, 01 healing
.urge. equal to 9 • Con.ututlon modlflel. l1>e lighter with a J4
Con.1Itutlon (.2 Con modifier) can uoe lJ healing .urge. per day.

When your characler tHes damage In boUle or through ""me othel method
(.uch u • tfap or a ""turol hazard). thaI da""'ge reduces you' character'.
hit point lo1al. When your charocter's hll potnl lot'" ,.aches O. he or .he J... I.
unconaciou. and I. dytng, When your hit point. 'each a negative number
equal to your bloodied number. your charae..r dies.

Healing con restore loot hit poIn" back up 10 your ollgl",,1 tot"', However.
mool healing e/fec15 'equlre you to .pend a healing ,u'lle. When your charac_
ter I. oul 01 healing .u'1l"', lhal". II _ no more healing e/fec15 'equlrlng a
.u'ge can work on thaI char.cter. 11'. lime 10 call 11 qui" and ret,... from the
dungeooJ for lhe day be/ore~ gel' Idlled'

Senses
Your characterol>eet call. out lwo oenoea-rel..ed .ldll., In.lghl .nd
Pelcepllon. In.lght " u.ed 10 counter Bluff checks and 10 give you a oen.e
01 anoth., character'. motive> and attltn<lel. Perception deocrlbeo your
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charoct.,'. ablilly to opol, hear, or otherwtse ,on..., danger and noIlce thing'
that aren"t obvious. Insight and P..""pllorl Of" WI>dom 01<111>. but .""" If you
charocter I'n"' traJn'" In ,t.e.. ,kJlI•. you n~ to know what y«J1 modiflc,.
arc. Yoor mo,lIner I, <qual to your le~ m<"lIner plus your Wisdom modifl...
plu. 5 If you character ,. l.oIn<d In the .1<111.

Sometimes you don', know wholher you should be maklng an 'nslght Of •

Porcq>llorl ch«:k. 00 the Dungeon Mute. will Instead ch«:k for y«J. This I.
hondlod usIng your I""'slve >CDf<'. Your paW~ p".-ceptiotl sen"'. lor eumpk
"'P~"how hard It I. tor IIOIII...... 10 ""'1'" your nollce whm yoo',..,
"or1 bul 001 looI<lng tor .nythlng In par1icuIOI. If..qual to III , your
P"""J>l1orl modifier,

~ Chap'" 16 for mofe Information on ,1<111•.

Initiatille
InIUaU"" I•• Du'orlty <hcd<. II <I<...mlo.. the order In whkh chanct...
and mon..... oct In com~, Your ch.ract...•• Inlllsll"" modifier I. <qual 10
his ~I modifier plu. hi. ~x1erltymodiller, You can Impro~you, chOla,:­
t..'. Inillaltve e"", mOfe by ..Icettng lhe Implovcd Inlll.tl~ ~.1. (Sft
Cb'pl.. 6 01 the Playe". HaOOOOol< IOf thl••nd other ~al <lcl<rlpllo",,)

Defenses
The'" Ole mo", dangers In D&D wOfld. thon .Imply bcln~ .tt.cOed by .word.
bow, or claw. fnvtronmentol hazOld., m.oglc.J aHoeks, pol.on., .nd menIal
attack..... "11Ofl~ the numerous other dangers ad~nlu..." lace on •
dally!>ul.,

Your chMoet.. hos lour rIcIen..., Armor: C..... FortlttT<lc <lcle1lSC. ReIIcx
dele..e. ond 11'111 dete",e, Each morT"" .ttack or vtllaln power yo'" chMoe_
t.. encounters In the game !lrlk.. at ooe 01 thooc lour <lclen... , Your
chMoetCT" delen.. 1IC00e I. lhe .tlack roll ....ull _ thelargel number: _
thal an o_nl n~. to ochlc= to hI! your charocter with an allack
t>lg<tlng thai particular delen..,

'

''' Forlilude dereo..: Thl. me""u",. you, chMactCT" abUlly to wlthotond
.uoe"" ogaln.. hi. hcallh or phyolcal endurance, .uch os poloon. dl._
ea.., and encet. th.t might knock him down Of .hove him .round,

'" ReRex dekooc: Thl. ",lIcel. your ChOlacl..'••bl1lty to react qUickly
enough to.voId .,.,., .uoeks .ucb "" ble.th we"l'Ofl' and fireball .pell.,
or 10 evade .ttack! .uch os pit 1'''1'" and Iallln~ bould...,

119
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'

''' \\1U del.....: Thl. delense me..ur.. your charact.r·. ,.. I.lanco 10
mentol Inti""""" ond menta~t1acklngrnoglcal .rl.et•.•och as 1"1""lc
attacks and Illu.l"" .[>CII•.

'" Armor Clus (Aq: Thl. "'p'.....I. how hord It I. for: opf>Oll...l. 10 hll
your character In ph)"lcol combot.

Each 01 your ch.,.cl..-·. del..."" score. begln••l 10 ond I. Improved hy your
level modifier and an ahUlly sco... modiflCf "levanl 10 lhat type oj d.ren...
like 110:

Del..."". 10. 1/21evel ••hUlly modUler (. armor boou. lor Armor
Clos.)

The .hUm.. thot .apply VOIY for: .ach 01 your character'. d.I Each
dol......1lows you to odd the be"", ahility modiflCf 01 lwo dlff ol .burn..,
.. lollows:

'" Fnrlilude dele.....: Add the better of your St"ngth or COIUtI1UU""
modifiers

'" lIelle. d.k..-. Md lhe belter 01 your Inleiligenco or Dexlertty
modifiers

'" \\1U del.....: Add the belter 01 your Wisdom or Chm.rn. modilier.

'" Armor Clue: Md lhe belter 01 your Inleiligeoce or DexlerUy modilier.
(bul ""Iy II you ......·1 w••l1ng he.avy OImor)

For enmple. lIegd.. I•• lot-level flghte, with Strenglh 18 (.4). eo...mulloo
14 (.2). Derterlty 13 (.1), Inleiligenco 10 (.0), 'Modom 12 (.1). ."d Chari......
II (.0). He wear..cole armor (, J OImor boous) bul doesn'l COI'y' .hleld.
be<:.u"" he pret... l0 IIg111 wtth .W....word. which requI". hoIh h.nd•. HI.
dol...... are

'

''' Fnrlilude deleD..: 14 (111,4 lor hi. Sl.....glh modllter)

'" lIelle. d.k..-. 11 (10. 1 for: hi. De.lel11y modiller)

'" \\1U del.....: II (10. I lor hi. WI..Jom modifier)

'" Armor CIus: 17 (10 • 7 for: hi. scale OImor: he doe.n'l .dd hi. DeJrlerity
modifier becau"" ..ole armor Is he.avy OImor)

Flghle.. galn ••2 boou. 10 Fortltud. d.ren"". so lleg:dar'. Fortllud. d.ren,e
I•• lillie beller than .hown here. (It lfOC' up 10 16,) Moot er..... want.
bonus 10 one or more deren..., Your race and leal ..lcellon may Inlluenco
your del...... , 100. For enmple. humo". h."". racial .blllly th.1 odd. d 10
Fortllude, 1I.1Ie.. and Will d.ren"". so llegdar'. del...... are acluolly. bit
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higher than shown In II>< p"",<dlo8 II" wh.., the fino! caku"'lon ,. mad< _
counttug the da... and raci.ll bonus... th"y'~FOft 17. R./ 12. 11'111 12, AC 17.
FInally... your character <l<f••,. mo<IS,",. .nd win. ',...UrH. he may Und
~Ic !tom. 'hat Impro~ hi. d<l..,ses .""" mole'

Speed
It charoc..,', oJ><"d ,hows how far the charactN con IIlOV< (as "",••u,«I
In >-tool "'I"""'" on " bottl< grid) In " ,tug'" IIlOV" acHOII. Your character's
.~ I, d<..rmln<d by hi. Of II.. roce and by II>< t~ 01 .rmor that h. or
she I, weartng. Most <bar""le.. h."., ••Pftd oj 6. or 5 If they wear h~vy
armor, FJv.. h..... oJN"'d 01 J (they',. qUld~. and dwar""" II.""".~
015 _ but dw.,.""" "",n"' .10_ down by ,..,.rtn8 t..avy armor.

Action points
Action J>Ol"" "'" oJ>«:lal~rc.. that you can .J>efld to g;oln on ox".
ocllon In your turn. For example. you might 1IlOV<. u.e an "H.ck 1"''''''. and
til.., sJ><1Id an aclion J>Olut to "'" """ther "n.d J'OWc, _ 011 In the ..me
round' Normally)'«l begln each day with I action J'Olnt. When you 'I"'nd It,
It'. 80"" lor II>< day, but as you ad"",,!u,., you may ~"'" additional action
I"'!nto,

Basic attacks
Your choract~r oh_ provld.. of"'C" '0 =ord your ehorac'..'. basic at'ack
opllo,," _ th~ aHacks he or .h~ u",," when h~ or .h~ 11UI'1 u.lng a 0!'<Clfi<
attack !K'W"r, Moo' chorac'..o corryo~ or t...om~ ....,al'OO. 'nd a ranged
....,al'OO 01~ Idnd, Rocord the attack bonuo lor .ach .....pon your charae_
,.. mlghl WI~. R~m<mbe, that, ...hen aH'cldng. you make an aHack roll ...lth a
d2ll and add your attack bonu. '0 try 10 ge' a r",ul!lhot". "'!uall0 or gr••'~r
'han your targer. AC.

Your choract~r'. altack bonWl and d.mage d~alt with a m~"" ....aponl.
dot.,.mlnod as loll""""

Atlack bonu. (m<.... ....,al'OO). l<veI modlfleT. SI=gth modtll.. ,
w~al'OO proficiency bon", • cia... or f"at bon..... (II any)

Inmage(m<ft ..._). ~WNj>OOdamage. SI=gth modtll.. ,
elaos od••t bon""", (If any)

121
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The weapon proUclency bonus and ba,e damage are characterl"lcs oIthe
wupon; .ee the weapon chari In Cbapler 7 01 the Praye", HandbooJt. For
....mple. Regdar', basic aUock bonus with hi. great.word I, .8 • level modI­
fier .0. St,ength modifier .4.•3 for betn~ proficient with the lI'ea"word. and
,I for the nghler clas, l.ature Weapon Talent. 'The lI'ea"word deal. IdJO
damage.• 4 lor Regdar', 5t""'gth boou.,

You can calculale your charoctCf" atlock bonus with a raIlged weapon as
foIlow:s:

Allock bonu, (ranged w.apon) • Ievei modifier. OcxIertty modiller •
weapon proficiency bon", _ rangr penally

The TO"!!,, penalty ...." only when your character I. attocldns .. Ion~ ronge
for: thaI ranged ...,apon: 11'. 'Imply a _2 on your attack roll. The weapon chart
In Chapler 7 01 the Praye", HaIldOOol< ,hows lhe Ion~ ronge and "","mum
range fOf all ranged ...,apons.

FOf example. Udda'saUock bonus wllh her ,hOftbow I. ,6 • level modlflCf
,0. Dexterity modifier .4. and .2 IOf beln~ pro/Ic"...t with the .hortbow, 'The
,hOflbow h"" a 'ange of 15130 "Ioares: If UddashOOlsal 0 target 16 to 30
"Iuan,. (&110 f50 feel) away. ,he tokes 0 _2 penalty on hCf atlack.

Every weapon brlogs It. own ,tatl,tlc. 10 lhe table. ond you .hould r«:ord
these 011 your characler shed a, ...,11. A weapon has a damage ratln~ that
tell, you what die (Of dice) 10 roll to deal damage alter a ,oc«",ful aUocle In
generol. hlsh.•oc<:Uracy w.apon, deal 0 lillie les' damage thaII low--occu,acy
""ap<KU. so when choooln~ your chor""..r'. w.apon'. you .hould <lc<:lde
whether you wanl to hit mor. oIten Of hll harder,

U,ually. you'll use all atlack power In,tead oJ a basic atlack. Basic aUocks
tend to come up In th'ee commoo clrcumstances: when you usc the charge
ocllon. wh.n you make an opportunity atlack. and when .....bled by aIlOfher
charocter'. us. 01 a power thaI ~ronts extra ottocks.

Skills
Every charocter has some amount of aputud. In talents rangl0S from
Acrobatics 10 Thievery. (You can find the complete 11,1 oJ ,kill. on your
charocter .heet.) Sldll, a"",'t oIten very use/ulln combat. but thcy'", s",al
for: soMoS Ofher type. 01 challenS"" _ fo' .nmple. cllmblns a cliff. bluUlns
your wor pul a guard, or puzzlln~out an arcane mystery.
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o.J>ef'dlng 011 your character c1.." y«Jl characle. begin. pl.)' .....th ""tn;ng
In ,11,... to .1. ,kill•. In addition. humans begln wllh~ exira sklil. 11>< cI....
doscrlptlon provld... II., of.klll.)'oo CaII choose 110m. In .ddltk41. yo",
d ... may oJ>e<:lfy OM or mo,e ,1<111. that yom character I, automatically
,,.Inod In. For en:rnpl<. wizard. ore automatically traln<d to Ale..... on<! they
choose th= OIher trained sklil. f,om the foIlowtng n.l: Diplomacy.
Dungeon.eflng. HI,tory.lnslght, N.tu~, and Rellgloo.

Every ,1<1111. buod 011 one 01 your character', all< .bllity oco~. For ...mpk
the Uy ability for II>< Acrob.otlcs .klliis Drxtorlly. whe",.. the key .bllity tor
HNI I. "'l0d0m. Your charoc'.,', .kllI check bonus for: each .klili.

Skill bonus •~ modifier. abUlly modlfl.. (.S II "air>«!) _ onnor chock
J><naJfy (If any)

The armor cbed J><1Ialty appll.. only 10 • f"w .klil••uch .. Acrobatics or
Sle.oJth. on<! OIIly If your <"".oct.. we.... armor that actu.oll)' 1m!","", a
J>ef"'lty:~ Chop'" J7 tor <I<'oIls. 11'. horder lor your char""l., to be
sl~althy wh.... w~artng 40 f>OOnds oj I,on'

For mo~ Inlormation on skills, .... Chapt.. 16.

Feats

123

Foat. provide choract~rswith .peclal edges or Imp""'" eststlng abilities
In m..nlnglul ways, A cboracl~r g;oln.. 1..1at lsI ",,,,I .nd .. 0"'1)' ev<1I_

numbered lcvcI os h~ or sh~ advonccs. Hu " charocto.. gain. bonus ~al

at 1st 1"",,1. so you get to ..,lcct two I~a.. wh c~otlng a hu...." charact~r.

In addlllon, ""rtotn era.... gatn bonus loot•.

Jot down th~ name 01 tho I~at or ~als you solcct on your choract~r.h..,t, as
,..,11 as a !>flet doscrlptlon oI1h~ bc1l~111 It j>fovldcs or lhe page number 01 th~

/'faY'r' HandbooJl wh.,~ you con 1000 up lhe details wh.... you ".".,.] to.

For mo~doIaU..bonl leat.,,,,, Cbapl~r 15.

Race and class features
Your choraeter's rac~ and d ... j>fovldccorlaln special abifltles. Record U....
In th~ appropriate scctlOll on lhe choraet., .hcd,

For mor~ Inlor....tion on raelal ~alu...., .... Cbapt~r 12. For mo~ Inlormation
abont d ....bUIl""" .... Chapt.. I J.
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Powers
The power••edioo 01 'he characler .heel I. where you ,<cord the varlo,,"
powers your chor.cter mow., AI..r ch.ucter d .... your ...I«:tlon 01 powe"
I. ,he mool Impor'on' par! 01 your charocter _ these are whol you Ulle to
dele.. IIlOIUters ond overcome ol>o'oc"'.. You con gel by with wle .llOCko.
bul pretty much ony power you know I. bener thon • wlc .Hock.

Powers come In fou' wle varlell"'"

... AI..nU powen: These ore we.k .ttock! th.. are never em.u.led. A l.t_
Ievelcharoc'er begI"" with lwo 'l_wUl powero,

... Eocouoter powen: The... powers ve .lronget thon .t_wlll powers. but
you con use ~h encounler power only once per Ught. Once you've
""ed II. If. not .vollilie for 'he ,,,,,I 01 th.l encoun'er. A hI_level chor_
octer beglno with one l.l-level encounteT power.

... Daily powen: These ore ,he !>eo, otlock powers. bu' you h.ve 10 d-.oooe
lhe right mo""",t 10 LIOe 'hern _ when you expend. dotly power, you
don'l !fCI1t bock for th.,,,,,l of the d.y. If your chorroer slill h", • Inl ol
dungeotHlelvln~to do before he or .he con '''''I. you might telI,el u.lng
up d.lly power. 100 early. A l.l-level chor.cter begln. wllh one h'~evel

dally power,

... Umity powen: These powen oren'l .ttock! but con 0I1en be quite
u.elulln • fi~hl. Utility power. m.oy be de/en'M toclle. or .pell•.•pe­
clallrlek! for getting around lhe battleneld. opportunlU"" 10 calion your
healing ,urges. or !fCOCrally uoefullhlnlP like being able to turn Invl.lble,
Depending on lhe .pectnc power. you mlghl be ab'" 10 u It In every
nghl n encounler power, or you mlghl be .b'" 10 u It only once per
day dotly power, Your charoc'er dOC!n'l galn .ny ullilly powers unlll
he or .he ,.och"" 2nd level.

Mag;c items
Record 'he m.gIc Item. your charocler own. In lhe malllc lIem••ecllon 01
'he characler .heel. Moot magic Items fill body 1IloI•. ond you con Ulle only
one Item In eocb .101 al a lime, For example. chSf.cters h.ve. neck .lollho,
con be filled by either on amulel or a doak. If you wear hoIh an amule' ond a
closk. )'Ou mu.l choose which one provide. It. magic'" benenl.. (For more
.bool m"lllc Uem., """ Ch'pler 20.)

Some IIIalIlc Uern. conlaln powers ,hot you con u.... For Items wllh duly
powers. you"e restrlc,ed In how many 01 those you con u.e In a day.
depending 011 your charoc'er·. level.
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Making informed choices
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Th< ,... 01 P, ~ II wolU you tI>rou;h I!MI v.riou.
" ..,,~on'nlI 01 yo... clloro"... ond give. you
Ih. informlli...nd .dYic. you "oed to mi"
docitlon••bo.. charae.., ,,",lion. Which
cl... is righl for \'OIlI Haw shoold you dinibule
.bility K "",.1 Whit fellS and lUIs should you

.oIeetl Wh01 ~nd of ~.r ,hould """ cho",,­
tor c.-ry • .-.17n.... qll<'S1ioolond rT10flI ..

.........d in Chopl.", 11 ""...gII II. Tob tOo
ch.",.", on< at. time,.nd by'" ond, 1""'1 ..
rudy to min inform.. ''''"«''''''''''l''''"' tOo
ch.,.""-<:,,otioo p<oco>s

fI"•• For more about nuglc Items.~C~er 2() In ,hi. bool< and Chop'" J In the
Play.,,:.IIandboo*.

Other equipment
Char",,!... noed <qulpmenl, and advon'urlng 1/<'" 01 ollldnd. I. anll.hle to
get )'<1'11 chOl'acter through the tou~h..t dun_. U,l the "'lulpment your
character haul> O1OUnd In tho 'paces provld<d on the c~t.r.heet,

For mo", Information about adven'urln8 S,.... """ Chapl.r 17.

, '/-, .
'~" I'
/1"
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Chapter 11

Choosing aClass
•••••••••••••••••••••••••••••••••••••••••••••••••
1ft rlli, Clt",u,
~ Cho»lng y<>U1 ch;oroct...•• role

.. Exploring the Ilghle< cwo

.. Examining til< rogue duo

.. Understanding the wizard d ....

.. Undorslandl"ll the cleric class

.. finding out aboot other cluRs In the game

•••••••••••••••••••••••••••••••••••••••••••••••••

r hMOCI... In a l:ll.rNG:.<lM '" DIi.I.OON'I~ an .ho", • ,hi,.. fOf excUemenl
\,..~ • ".,.0 to odventure. They Ju.1 h,,,.. to explore the dark p~.. oj

the world and nnd Inc",..'nWy dlnkull ch.alJeng.. with whk:h to 'os, thom­
...,~.~ c ....racte.. dirt.. I. In the way they 'WOKh each ><I,=lu,.
and what knowledll" and abilitleo they bnng to til< table. A cha,"",..•• d .....
In 1.0"", I'M', delennln.. thl••pp~h,

Your <h>roctef" d ... 10 hi. or her proless"'" 01 vocation. The <Ius you
..,1«:1 d",erm'n"" much 01 whal your CMroct.. can do In the~, Your
<hMocter', combat prow•••. pow.rs, .pedal ablllll....klll" and o,h.,.
q...lltl.. "'" d<-llnod and g1""" boundarl.. by hi. or h<r d ..,

When yoo'", c..atlng a char""'.., ,he cwo you wanl In ploy .ugg..t.< wile'"
you ,hook! ..,tgn abllily 0<0"'" on<! e,..,., hint... whlcb TO"'" a", moot
"",proprio" to ploy. In .11 c..... however. th<oe Ole only .u=tlon•. D&D I.
ag~ ahoot choices ."d optlo,,". 1101 , ..Irlctlon•. Yoo con .lwaY' ploy
"IIalnsl tl'P'" If lha' belt.. tit. the concept you have for the characler you
wan' to ploy.

Chapler 4 01 the l'laJ"W', HaOObooir goe' Into !P"ater deplh on chorael..
d .."" ."d benefl... Ched It 001 .fter yoo ",ad through ,hi. chapter.
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Bring what your friends need
When '1'0""0 ,hoo....g t" eI ... of your nut
,hm"or, as. whethe, 0"1' 01 the four ,01..
I'ontroller, "f,ndor, leador, and mib,) or",',
yet "'p'..ontod in the advonturi"ll p.tty YOU'
,hor"'or is io'ning. K tho p.tty ,urr.ntIy
inolod.. no d.f,nd.,., yoo con ..Ip 0lll0v<1Y­
"'" by ","ing aJig""" or • polodin. D".. the

Character Roles

p.tty o~nd¥ .... two Ind."l Ma\'bo you
.00uId " .." """,1!1ir>g other '''n 0 ,lerio or
• w.~ord. If '0. patty mix ,. wd·j"lon,"
'~'"",,, you con ,,,,ate a 'Om"" for
wh"h.... role \'Ou ttlink youd ik. m. moo'
DoI.nd.,. ond Itri ••,. or< good ,hoi,.. for
begiming plOl""-

Each charaet.r d ... In Ih.~ I. d"lgncd 10 lit inlo on. oIlour general
comhot roleo: controller. del.nder, lead.,. or .trlker, IlatHlng ~a..omc mon­
.1." and evil \111>.1"" I. 011. 01 the moot commOll (and danll"ouo) chall",lI"
YOU' cha,act.. face. In lhe~ '" IJIu<loNI gam', .., """'y chalocter
need. 10 be able to contrlbut. to vlcto,y In a comhat encounter, Cha,ac1."
can do a Vallely oIlnt....tlng thing. outlld. 01 combat 100. 01 co",... but
lighting I. the bread and butt.. 01 most f,n'''Uc he,oe•.

Much like lhe pla~.. filling pooltkmo for: a t.am .po,t, cha,ae".. 01 dlff.."'t
rol.. have dlff.."'t jobo In comhat. It. ha..baJl t.am wouldn't be ve'y good II
.very pla~,on the n.ld w." a catehcf: 'Imllarly. an advent"'lng parly I.n"
alllMt eIfeeUve II .very charaeler I. a wturd. Ito adventuring party n<ed.
tough charaet... who can lake damall' and keep moo"'" away f,om Ie..
robust party ""'mbe" and characl." who can h.aI and proteet lh.I, f,l",d•.
or .1.. the wl",rr" wtll gel chopped to pi«" by ,he mon.t....

The contro{fer
Controll.,. afleet Iargc numbCf. oI.""ml.. at the sam. tt"", and usually
attack them from long ,onll'. They oJt", hll ""eral "'emleo at one. with
POW'" dealing ....."8' d"""'8' - wh", you add II all "po controll.., <leal
the moot damall' 01 any charaet.. In the ga""'. Controll.,. al.., exeel at hin_
d..lng .ncmleo by n.aring .ff.d, that .Iow ,hem down, weaken them. con­
fuoe them. Of boo them In behind dangerous ohotaeleo. Th. wturd is an
exampl. 01 a controlle"

Beea"" controlle" arc.., good on off.n". lhey ha•• l0 pay for: 11 In othe,
waY' _ in ,hi. CO", thel, delen... Controll... ha.. low hit poIntl. lower
delen.... and con'l .land "p to a 101 oj puni,hment
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Playa e<mlrolJer II )'«1111« the Ide. oj bl..'lng .overal enemies at a II"", from
• dlotonce.

The defender
Def""ders are tough, Thor h.ve the highest <1<1..,..,. In the g;>m< and "-I,
01 hl1 J>OI"I,. 'TheIr lob Is to ..and at the lrOilt 01 the pvty and keep ....ml..
from getting to the ",,, 01 the chOl'acten. Wizard. and other IeslH.rmo,«!
charoctcrs rnlghl think 01 dclonden os -m<.t shleld•.- but tll<y oon'l do",
...1f_ Into a dung<on wlthool one or """" o.l..,dcfO around.

To make .ure mOil."'''' don't Igno'" them or """'" by ,h=, d~.ooe" usu­
ally h.... 'J>«:lal .bl1ll1.. that keep mons,",. do•• by and J>IlIII.h ....ml..
'hal IgIl"'" them to .nack 0111.. ehOIacl.rs. Defenders don't h,,,,, much
ability 10 attack at range. but U..I,~ altocks .'" qUIt< wood. The fighter
,. on aomp~ 01 • def.",d..... ,. the p.tladln,

Play. def....d.. II you Ilk< I><In8 the tough.., <haroc••• al the table and
slandlng loe-lo-lo< with fur~monster!. Yoo'li toke. J>OOndlllg In mony
IIgh... but you'll usually stili be .tandlng when the du.t ••IIIes, Any other
chorocter wlth " dtffefenl role Iryln8 10 handle thot joh would be lout _ or
maybe even dloner lor the moo,ters.

The leader
Leaden help the other ch.,octers to ,tay oil thel' feel ""d h8ht betlef, They
lo'pl"', heal. ""d ,upport lhe reot 0/ the party. Atlleaders h.ve lonate he>!­
108 .billtles Mld c"" lllve other character. opporlunlUes to regaln hit polo,"
loot to enemy otlocko, Leadef••100 have m""y poWef' lhat pfOvlde addl_
t101l.al he.al108 Mld protedloo to thel' .1IIes. Sometimes the heatl08 ability 0/
• leader I, .all thot .t""d. betw..,o • I",ty oj adventUfCro and ""noto deoth,
Cleric. "nd warlord, .'" examples oj leaders.

Leaden ore rea'OIl.bly lough and can """d .houlder-l"",houldef wlth the
porty·. delendero. bulleadCTll h.ve lhe weakest oUe....e 0/ any charoctef>:
their aHock powen lend 10 .efve .. 'large1 de.l8""tlorl" that help other
choroctero to hit alfeclcd enemle> even hardef.

Leaden don·1 8e1 10 tell other p1ayero whal 10 do: 10 the cOllte" o/lhl.
chorocter role. "leader" really me"". "bealer. protector, ""d targeter." Lead..
powers .upport those IUl>Cli01l>.

Playa Ie.def II you like helpl08 out other players ""d like the Idea 0/ bel08
the glue lhat hold. the rest 0/ the parly together.

129
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How many of each?
T" 011.0 roI.pIoying g.... is builIlround the
id.o ,.., the typi<1l _ntIIfinII porty «,.sist,
oIliw '''ro''", 01 diff."'nt ,01... So, four of
the posi6oro... the 'com 0'" liIlod by 0 ,on­
!role" 0d<l<md.., I lrIodor, ond 0 mo<. The fillh
poM;on we f<'<lIIWMIlCI is I locond d<f<ndo<. ~
YOO' OM d",id"lD run 0 Ii<-d1orlctor plrI\', we

The striker

'ce......nd ,.., 0 ,,,one! ."ib, fill the .ixth
po>i6on. ll"lor ,,'nics 110 posoiblrl, b<J' 'Ooy
rcqoiro 0 lot more wotIt 0fI the plrt 01 the OM
In ~,m<rll, ,.. gomc woo.s ."', with I",.. til
.ix pIo¥<" l.leh ployirloj I dill.",,,, '''"etor)
IndoOM

St,lko" ncol .. focused damogo; no ott..r choroct.. con doal out damaEl"
to .lng\< torgot. os los' os a oIr1k.r con. They'", highly mobil< on<! ••".moly
d.odly. Strtko" cooperal. with d.I.oo." to take down <noml.. fad, or they
.lIp th'ough oncmy lin.. to tok< ou' Impo.-l>-nt 'orgots belo'" dlsappearln8
bock Into the .harlow., R"lIueI, rongeu. on<! warlock. "'" 011 ...mples
01 .trlkoB.

St,lko" need '0 got clos. to d.oI ,hot, dom"ll'" but 'hey]»y for It with
_ok.. dof.n... and f...... hll polnl•. Sorn.Umo••trlke" find ,hom..lv..
fl8hllng oIone _ If you'", going to .lIp through t~ lin•• to toke down the
enemy boo•. you'll WluoIly wind up wI'h ,h. mon.le" ..ondlng bctW«ll you
ond l~ saf.ly 01 you' frl<nd•. Consc<jU<lltly, .t,lko" ho"" abilities 'hot oIlow
'hom to evode ond escop< f10m mono"" '~y don't won' to flgh' so 'ha'
'hey can loe,," on ,h. high_vol.. tOrgel•.

Ploy 0 .trlker If you Iik. hit-and_run t«Ues "nd dl.hlng out 101. 01 do"",EI" to
o .Ing\< torgot 01 a limo,

Class Descriptions
f.och dos. d.oc,lpUon In ,~I'1"),,,:,~ provld.. key InformoUon
<bout ,~ cW,. Wb.", .hould you put your be.t ablilly 50>"" How "",ny
hit point. does a charac'er oIlhl. class hov.? Wha, ••11I. con 'his choraet.r
..lect? Wbot weapon' and armor con choract." with ,hi. dos. usc? \\'hat
powe" or. ovallobl.l0 lhl. clas.? Wbot .peclal dos. I.otu,.. do mombe" of
,hi. cw. pos....?

All tlies. quel'lon. 0.. co""red In the do.. description•. In ,~ ,..101 'his
chopt.r. w. explo.. some 01 the OJISw." os they ..lat. to ,h. fou' konlc D&D
d ..",. _ 118Ii'... rogu•. wlzord. on<! cI..-lc _ so lha' you con decld. wlikli
on. you wont 10 play.
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Character builds
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Yoo, ...rae'..·• ~..."Ior combinalion of .biI­
.... "0''', <1.." _, ..I«lion, .nd Je"
ulec:lioo io somotimo. ,,"orrell lD as • build. The
ide. beOind • boild i. to choose Ihin;. comple­
mo""'", tD ."h ott>er, for ...mple, i'DIJ "",,",
..... to set Strer>glh " your higIl<'Sl obit; S< ore

.nd hn ,"""se • lot of p"""''' "'" u,.
Wisdom as the ..... ability. FoItu""'~' the "'"
Emion P1II~:'IiMldbool provide. i"'" wiIh two

l"'l~'''t'' build. for loch ,h.""" ..... to
help you ,void miSlIke. Ii.... th"'- for exampll,
the I'lo~" Ii.ndboolr pr"';d•• guidln," for
" ..'"-I. Grell Weapon fiol.... or • GU'r<Un

Fill""". T..,. .re plenl'f 01 "'.., _I" to bl>iId
¥ter ,hi "'cter~b<JIlheH .....ry ..1'/ build•
tho, h... I "" of '"Pl'O'l _lIhaut"'" ;am<
"M•. Y"" can lind pl."", of __n ,nd fe...
tOot"""" wei Mth _lighte, b<JiIds

y"", charK'''', build n' .. the woy i'DIJ
,IoC01O ability KOro. Ind your ..4ection. for
race, _,, "OIl, skills, ond ..... Ind .rmor.
W. 'e.,," an the•• blJiId.l!lrol>ghOUl Pan II of
this book; but in 1!1i. chapter, we ,oneom,'"
OIl the four ..si< ,,_.. [fig""". rogue, "md,
,nd,Ieri<1

The (;lJhter ;s the best class
Cb",,,,,l,,,, 01 ,h. IIgh.., da... ha= the be,t all_around moleo C>l"'blllty_
thoy can lake dom~and th<y con dish It oulln close comb>t. Deciding to
J>I.oya nghler meam that your character I. going 10 ha"" a lot or hit f>Olnl5 tor
his or her level, 8<JOd me.... allad [>OWCfs. and a dl,ecl approach 10 game
pray. Thai makes lhe nghler cI... parlicurally a"'acllve 10 new prayer> and
prayer> who don'l wanl to dear with the Intl1cacles 01 ....gIc and ,lluaJ.,

The tighter nlrs lhe de/ender ,ole. Good .rmor. high hll poIn... and a high
number 01 healing sutgc> allow the nghter to aboor:b punlshmenl that olher
characlero have lillie hope 01 wlthslandlng ror ""ry long. Figh.... are pro/l_
clent in air simple and mlllla'Y weapon. and mool annor lypes. Including
heavy armor> like chalnmall and scale. The flghler's power choices ale
almosl all me.... allacks, so the fighter I. we/I .utled 10 lake the baure ~ght

10 the monslen.

ThelwotlghteT OOIId. desc,lbed in the~"IIa~ are

... Greal Weapoo FIShier: You want to deal Ihe moot damage In melee lhat
you can, You disdain a .Meld and u.e the blggesl two-handed weapon
you can rind _ uoually a llJea..word. llJeataxe, or maul. Powe" that deal
a lot 01 damage are 8<JOd ror yon,

... Goanliao Fighler. Yon wanllo be the loughesl derender you can be.
You use a heavy shield and tlghl with a one--handed weapon soch as a
Iong.word, Your powers deal decent damage bul are really 8<JOd for:
boosting you, own deren.., and hindering your enem"",' acllom.
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r;..••

Ctw-aelen 01 ~ny raeo can be .occe..ful lighten. olthough lho besl race
ehoic.. for a fight.. ehorocler a", HlOSO thot olfer a boou. 10 Sl",nglh or
Con.tltutlon. or the rae"" doscl1bed In thl. book. hum"". ""d dwU'o''' moko
the besl n"""oll flghto.. (ollhough elve. aoo holmn!!" can be good Guordl;rn
FIghters).

The Pra}"',·. HoOOlxJoJ< allen addllkmal pl.yer choroclor rae... or the add>
tlonol ,oe"". the dragonbom tNIly takes to Ihe flghler d ... thanb to a good
St,englh adjustment. 11 you wanllo play. powoflal mol=<>l1entoci Ught...
you might w",,1 to ron.ldor pl'ylnS a dr"llonbom.

A6i1itiu
II you docido 10 play a fight.,. you .hould pul YOU' hlgh..1ablllly oco<o In
St,englh. Mo.1 flghler powen are bue<I OIl St""'lI'h. A good Con.titutlon
give. YOU' eharoel.. alr~ hit poinls and provldes ace... 10 good feal. lor
big weapon' .uch ...... or hsm""",. Dexterity holps your eh.,ael..'.
Rella delon.., and gives you ace... 10 lea.. for .word., noll., shield., and
.pe.... Finally•• high Wisdom seo'" help. you' Will delon.., and boool. your
Combat SupeTIorHy elas. featn""
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Fi,ltt~r ct".. frtlturu
c .... f"atu~ are If'',,,,,ally Int.oo.d to provkl< • ch.ucter wllh.~ built_
In .b11lty 10 .,.." hi. or her role In on adv<1llurlng party. 11>< IIghto, h.. til"""
du.leatu,..:

... Combat Cballc"ll"' You con d-.oose to mo:rk ....mt.. your IIghto,
a"ad•. whother 0' nol the attack I. 'occes,lul. Wh.., an ""<my I•
.....k<d. he~ • p<'JIolly If he att""k. onyon< 0111., til"" you. eh.,oe_
tor. You con .100 make on a"ad when on adl""""1 ....emy ,hill. away
[",m your tighter or .llacks IIOIIleOrl< .1.." Comoo Challenge, ,he",rOf".
IDak.. eneml.. nghl you In.tead ol your f,'end•. ~.u>< your character
I•• def""d... thl. I. enctly what you want Ihe mons!... to do,

... Combat Superiority: Yom opJ>Oflunlty altocks.", e.peclally dongem.,.,
You con odd your WI>dom modlfl<r to any opJ'Ortunlty a1lack. you
....ko, 00 thl. d .... fealn", ~ll1d.yoo tor having. high WI>dom lCOfo.

... Weapon TaI...l: Choo"" whether your charact.. I•• one- or two­
haOOed weaJ>OO user, (Usually. GrNl WeaJ>OO flght... Javor ,...<>handed
w'0J>O"'. ond Guardian FIght... p~J.. ooe-hand<d weapono .0 they
can u.e ••hleld,) You galn •• 1 to att.cb with weapono oj the lype you
choose. Il<cause YOOl fighter will "'moot "'w.ys atlack th.t w'y. Ihl.
abllily I. pl'etty much. f,... d on eve'y attack roll you ever ....ke.

Hit ,mot. "0' Ir~"(;lff ."r~.
The tighter begin. wllh hit point. equ'" to IS • hi. Of her Conotltutlon
!Core. Every level ther• .allcr. the flghte, galno 6 mo~ hit poln... If you like to
pl.y a c""roeter with a lot 01 htl poln!!, you CaIl't do better th.n the fighter
d .... The flght.r"'so h.. a lot 01 healing .urg"" avalbble (9 , Coo.tltutlOfl
modifier), whkh '''''all' lhe lighter CaII be h....<d over and over ag.ln In Ih.
course 01 a day 01 adventurlng,

Skill.
You woo'l be pbytng. !Cholar wh.n you play. fight... FIghters h.ve •
.....11 selection 01 cI....kllI., 'The cl....klil. mo.t ImporlaIll to • fighter "'.
Athletic.!, Enduroncc.•nd Intimidate. Athletic. Includes climbing. Jumping.
and .wlmmlng _lhe d.y m.y come when your ch",.clcr·. Ill. d.pend. on
m.klng ••pectacular Ie.p Of lICallng • dlff.

Fi,lrt~r plHhrl

FIghter power' arc call<d cxploia. A l.t_levcI tighter ""ow. two I.t_level at_
will exploit•. one lot_level encounte, .xpIoil..nd one ht~evcl dally exploit.
All these "'. mel... att.eo. A. you' fighter galn. level., he gatn. lhe oppor1t>­
nlty 10 learn a few pow." lhat ",en'l melee .naco. bul m......naco rcmaln
the fighter'. bread aIld butter lhroughoul hi. c.....r,

133
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Anum~r 01 hlgh.,~ewl fight.. exploU. I.atm••p.elol o/foclo baRd ""
the wNj>otl your charae.., u.... 00 keep your eye. pccled for POW" cholc..
that reward your charoct.,·, w"p"" choice. For .umpk the ltd_lcveI
encounter exploit cnnhins blow allow. you to add you' Constitution modlfl..
to dam.ogo If your charoeter I. wl.ldlng on as,. , hommer. or , moe.,

The rogue is the best class
Th. rogue reli.. on ......th. OIl''''' attoeu. ond ma.lery 01 .1<111. to lI'" to
the conler 01 a dUIlgcon ,nd bock again, ROll""" rome In all varlctl... from
the .w•• hbuckler 10 lhe "pe!'t 'py who u.... c,a/tln... ond a .11""r long""
to oecompll.h the nearly Impos.lhle. Although 'lull. c_hle In combol. ,rogu.'. job In any adventurlnllll'oup I. to 01"" be veTSoItlle ond rcsourcelul.
A rogue u.ually h.. , ttld up hi. or h.r .1"""", 10 gellh. t.om out of any
10m. Need a lock oJ>"""d? Need a IraI' dl..rmcd? Need to .""ak po.1 lhe
.lcq>lnll d"gon' Th. rogue I. lhe charoet.. lor lhe job.

In combot. '''II'''''' ar••trlk.,.. They're very, ""ry good at d.allnll ' 101 01
dam,go to one ....my al a time. As you might expect. II>cy d",,'t hove lhe
.la)1ng pow.r 01 flllht.,. In pitched bottl.. _ bul rogu.. ha"" a black lor
gelling out oIlICrapco ond choosing Ih.lr moltlCllI 10 .hln., They pre/er 10
make opportunl.11c .,tlk.. from the .hadOWll. UII< hlt--ond-run att,cu. or rely
on ronged weapon' to attoek wllhout .xposlng them>el"". 10 und"" dong...

Rogues favor light ,,,,nor ond IIghl w.apons. Thcy're pro/lclcnt In leather
armor and place th.lr lrust In agility ond wit. In.l.ad 01 .hleld. or Iron. l1>clr
weapon> Of••mall....y 10 hklc. and quick to d..w _Ihe dagg... the .hort
.word. the hond cfO..bow, Preclsl"" I. more Impotlant than power.

Th.lwo "'II"" build. In the P/ay<" Handbooll arc

... RroWJIY Rogu.: You p'o/er oIfeTUll"" pow.,. and are wllllng to trade
IIOfTI< d.Jenll< In ord.r to deal more dam.ogo. You rely OIl you' .n.""
attoek cia.. f.ature ond lavor pOW'" that reward , good St'<1lglh score.

... TricUI•• Rogu.: You pref.. pow... lhat ml.dl,ect ond deceiv. your
fo... You con deol pl<1lly 01 domago, bul you pre/er pOW'" that Ie,,,,,
you wlth ,n ...y ....pe fOut.: ."I.I<1ng and moving away Is betler lhan
dl.hlnll oul a lillie more da"",EI'" Pow... thaI reward , good Chal1.ma
lICor. wor' well for you.

All ,oees make docent "'11""", .0 , rogue charoeter con be created u.lng
ony oIlhe D&D roees. 01 the rac.. descrtbed In thl. hook. haJfllngo ond
.1"". m..... lhe besl "'II""" due 10 thel, n,turol Dexl.rtly bonu•. Humans
01.0 "",k. decent f08""". especially beea""", 01 the ext....1I1Ihat human
charoet.... begin play wlth. (See Chapt.r 12 for mor. on roe...)
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fI"•• The Play"'" HaOOlxJoJ< oll.n addllional player charocte. rae... 01 the
oddltkmol r"""", lhe 'I<Ulng maRs on excellent Trlcu,..~d~ to he<
boous to Clwi",u. and her racial ,kill bonu""" to Bluff .00 5t.ollb.

Abilitiu
If you _ to play • ~. you should pol your hl~hesl ability oeo", 'n
Dell,..ll}'. Alm,,"1 .11 y<JY1 powen use Dtl,..lIy attack!. and • hl~h Outenly
lOCO'" 01>0 helps 001 your ch.rae'...•• Rella delen... and Armor Clas•. A
lI"O'! St""'g1h 1IC00C h"po your char;octo", ForlUoo. <1<1......, and Improves
ltWly oIlhe powers Impo<t",,! 10 lhe Brown}' ROll'" build. Ukewl..,.• high
Clwi.m.o. "'Of<' provldc. you. ChOTaclc, wUh _lI""'! ',',111 <!eren.. and ,.
=y u~ul for: many POW'" In lhe rrlcuteT R"IfI>" build.

R4,w doss (cat"n,
A "'IfU"", cla.. ",.10=0 boost hi. or h..d~coutput... you would exJ><C'
from a .trlll.,. These Include

... Fin! Slrib: AI the >tvl 01 coch """ounler. a rogu< h.. combio' odvan­
'age agaln" any ...<my who hasn't acl~ yet. This """.m that you 8'"
your ."..k .!Iock bonusd~c (1ft ,h. Sne.k Attack bullet In thl. 1101)
"lI;olnst .......,1.. who&< InlUatl"" you I><.t. (ThIs m<=lS ,hat U",
Impr~ Initial!"" leat I. ""ry good for youl)

... R_ TM.1ia: CI>ooo.< wh..h.. you wan' '0 add your St,ongth bonus
'0 .om attock dam"ll" (see ,I>< Som Attock build). or your Chaf1.ma
bonus '0 Armor ClaM agatno' opportunity altocu. Th~ Brawny Rogue
butld P"~~ro ,h~ fom...-, and th~ Tricks,.. Rogue build pre/~" th~ iart...

... R_ Woapoo T.lent Your rogue l'elIpecl;>lIy good wllhdagll""and
ahuf1kon. weapon' thaI OIhe,_~""on'l ""I)' dan!l"'ouo, You gatn a .J
bonus 011 allacks wtlhd~. and you <l<al 1<16 damage with .hurlk<1l
In.lead 01 Id4 damago,

... Son!< allack: The r"flU" ill natu,"ly a m..l.. 01 .""". 611<1<1<> (attacks
made from hiding or whon the 'OIl",,'. opponent h.. hI. or heT aUcnllorl
foeu"'" ~I...,.h....,).If you ha"" combat .dvon'.,. over your~ ond
you'~ uolns a IIghl blad<. a c......bow. or a .lInS, you deal 2d6 bonu.
dam"ll" 011 • ,"<CelI.lul att<telt. In addition 10 lhe attack'. normal
<la1Ila(lC. n.. ~..Ic.l wa~ to gain combat advonlall" over a foe I. 10
bu' hI> lnillall"" rolla' th~ """I ol 'he fight (see lhe p"e<:cdlng Flro'
StrIke bullet) OT 10 Bank an enemy wllh the help 01 0<>< 01 your lrlcnd.
(delende" = elIped"ly good at thl.).

Hit pm~tl "'" ItU(;1ff ."r~1
A hl_1evcl rogue bc!llno wl,h a number 01 hll polnts <qual 10 12 • hI. or her
COII.tltu'lorllOCOll'. Each 1~c1 after Jot. ,h~ 1OflI>C saln. S mo~ hll poln\!.
A 1OflI>C doc..,'t ha"" ""I)' many healing .urges _ OIIly 6 • COII.ttlullorl mod~
fler, When playIng a rogu~, .......... bcr lbal you'~ JIOI a d<!cnder, .nd you'd
ra,h.. nOl be around when 'he monJIt~" lI'" lhel, 'urn.
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Skill.
A. a rog.... you'~a jack-<>l-aJl-t,.d... You ha~ more .klll. at your dl.J>O"'>.l
than any OIh.. chuacl.., and lhoR .klll. a~ often lul In dangerous
.Ituatlon., All roguoo ,~lralnod In Slealth and Thl ry. In addition. a
rogue bog!". play wllh .ktJl training 10 four addilional .ldll.. lI',nl 10 bo an
e.p'''1 dung<Otl dol....,,-?C~ Acrobatics. Alhlotlco. Dungoon..,rtng. and
p"""pllon. lI',nl your "'lI"" 10 bo the man (or WOtou) 01 a Ihou..nd lac... a
mutor Impe,.ooalor? Th.. chooso Bluff. In.lght. p"""ptlon. and SIr_wi..
In.lead. If you III« 10 pby a charact.. wtth a 101 01 .kllI•. you can'l do bott..
than the "'lI"" cw...

~WJH1~rs

Roguo PO""" = callod HpJoi!> (Uk< the flghl..'. pow.... th<y'~ d..lwd
from Ihe martial pow.. '0"'''''.) A I..~..... rogo< know. Iwo f.I_I<V<I at-wlll
e""loi15. on< J,,_~I oncounl.. e.pIoU. and OIl< hi_level dally exploit. n..
powe.. available 10 you a~ a mix 01 mol.., and rangod attacks: It'. a good
Id.. 10 m.al:e .u~ you cl>oooe al le"'l ooe oIeach. Many rogo< POW'"
""lul~ your characler to wield .peclflc weapon. (u.ually light b1ad..). 50
keep Ihal In mind belOfe you decldo 10 abandon I~ daW"' Of .hort .wOfd In
favor 01 oomethlng bl88",

The wizard is the best class
Selecl the wizard cw.. for you' characler If you want 10 play an ,rcane .peI~

CHt... If calling Jorlh magical energy.•haplng It Inlo powerlul .peIl., and
unleasWng tho...pell. upon monote.. and villain. appeal. 10 your ....e 01
play. the wizard cw.. I. Ihe on< lor you.

The wiard I. a controller, WIzard. can deal with multiple eoeml.. at a time
becau.. mosl oIlhel' po""" """"r a b.....d area or target: several foe. al
once. Wanl 10 bo an olfenolve powerhouse? Selecl .pell. that doal damage.
lI',nl to bo mo~ .ubtle tn yonr .pelka.llng' Cl>oooe .peIl. Ihal hlndor
enemy movemenl or IraI' your foe. In dangerous lerraln, Almost all oj a
wizard'••peIl. deal 5Ot1Ie amount 01 damage. 110 even If you deckle 10 .peclal_
lze In keeping Ihe monote" ImmobtJl'od lhrough m.tg!c, you'll .1111 bo con­
Irlbullng 10 ,..,arlng down their hit points. n.. wizard h.. outstanding
ranged attack ablilly and hit. mon.l... hard from a long woyo oU _ which I.
good, becau.. lhe wtzard hH low hit point. and mediocre dol......, You
don'l wanl to lot Ihe monote" get close'

Wiard. a~ pro/lcient only In c101h armor _ the weakesl armor Ihe~ Is.
They avoid damage by ''')'lng away from attacke.. and u.lng deJ...tve
powe...uch a. lhield or inoisibility when lhey can'l qulle .Iay oul oJ reach.
Thelr ,..,apono are an afterthoughl _Ihe da8l!" and the quart.."an.
Wiard. dlsdaln physIcal attacks and Wle their arcane powe" tn all bul Ihe
mo.1 desperate oJ clrcum.lan""•.
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Th~ two wiZ01d build. In the Player. HandbooI< "'"

... Coolrol Wi..... : You prefer pow... lha, hinder ..,..,,1.. flnt ""d
d;o~ them"" • o«:ooo.ry lunc1ion. For YOU' az<:.... Impl''''''"1 (_
the -WluTd class Ie.o.lu'..• • ..,tlon, bto, In ,hi. chaple,). you PTef",­
the orb or the ,1.If.

... War \'lizard: You like J'OWcrs thaI <lui .. much d.o~c.. J>OUI!>le. If
they hapP"" 10 Inflict~ contlOlllng .tf«\! on your enemies. 110 much
til< beller, bul lho,., not your priority. For yo", OfC.... Implement, roo
should <000"", the w.nd or Ihe ,tall.

137
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WIun:l. co"", lrom.1I ch.o.ract.... r~, but somc '>ee••'" renown<d lor
,hoi, arc.... Inclination. 01 the ,aces descrlbed In lhl. book. hu....n. make
the best wizard,. esJ>eCWly II thq <hoos< to Woothel. ability seo", bonus
In Intelligence. (Seo Ch>J>l... 12 for """" 011 ,aceL) fJve> don', h...., all

lo'elllg"",,' bonus, but they do g;>ln Dut..'ly and WI.dom bonURS. whIch
ore ....tul ~d.,y 11<0<.. lor wizards.

01 the char"" ••• roc.. In the 1'fay<n HaOObook 001 discus.'" In 'his book,
oIadrlns on<! t1efllngs "'0 make oxc"l'!lonaJ w1,an:l. d"" to their favorabl.
ability"""'" modlll.....

A6i1itiu
U you <Io<:ido to play , wlzord, you ,hould put your hlghes' ,blllty ""0'"
'n Intelllgenc•. AI"","t oil your wIz""d~ u'" Int.lllEf"""" attoeb.
on<! wlzords ... oU.n,'''''1y minded charoet : hlttlng wllh your POW'"
" ,bsoiul.1y CfUel,l. A good IntelltEf<OC. """'" xlso h.lp. Impro"" you'
RelIes dol""", xnd Annor Cia... Oll",r Important ,bUltleJl tor wlzord, Include
DoxfOflly. which I. u",ful tor U", W.r Wlz,rd build and for pow." lhat
Ole abonl dealing d"""l/O: WI,dom. which helps your Will dolen", and !JI
u",lul for the Conlrol "'lzord bulk!: and C"",tltu'lon. which Improves
your Fortitude <le/en", and htl poln'" ...d off..s dofonol"" xdvan';qroo for
oItheT bulk!.

Wi'''M cI"., (Ult"'~.

MOll' oj the wlz..d·s ablll'y to Inncllon .. ,controller In comb.ol 1100 In the
v""lous~... ,v,Uab~ 10 him. The wIz""d', cia.. I..tu,oo .'" ",oily ,bout
fl:..or 100'" llt,n luncllon, Th..., Includ•

... A""",. imple"""'l tDlI01err- .lust like , fisht.. wloldo ,sword. uo, or
11>.11. , wlzOfd "'00 ore""e Implomenl' _ ,he orb.•lxll. or wand. COOO'"
OJ\O oj those Implement•. n... orb WOfb welllOf ,he Control WIz""d
buUd bee,use It """"'. conditions you Inl!k:l with YOU' wl,..d·s~...
Iu' lonEf"r or makes It horder for savIng th,ows 10 o,..,.c"",,, th..., con­
ditions. The ..sff Improves your dol""",, and Is good lor e1th.. build.
Th. wand I. b.,., for the Wof W1zord bocx""" It Inc",...,. your wlzord·.
accuracy wlth dxmaglng ,nack!.
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... Cantripo: You gain .everal minor at-wlll .~II. you can use any time yon
like: ghosl ""'11Id, ligh/, mag< hand, and pre<1i<1igfratio<>, None 01 these a",
ve'y nse/ulln combot. but they'", handy lor dungeon exploralion,

... Ritual Caoter. You g;>ln the Ritual Ca.ler leal a. a honu. feat. l1>e wlurd
automatlcolly h.. oeces. 10 lhe ritual magic .y.lem. which InciLKles a
varlely 01 useful maglcol e/fecls that mo.tly come Into play onblde 01
combol.

... Spellbook: Unllk. other ch.,oel.... a wlz.,d actually",,",", more
powe.. than he or .he con use. A 1.I-level wlurd know. lwo dolly
.~IIs: al the beglnnlng 01 each day, lhe wlurd pick. which 01 th_
.pell. he or.he will be able 10 use during lhe day, Ao the wlzOld goln.
level. and ""w ulilily and dolly pow..., he OT.he can contln"" 10 add
"extra- P"W"" to the .peIlboo1r., Inc,..,..lng the number 01 opilono
avolbble for lhe <loy'. odvenlurlng,

Hit ,mot. "'" Itu(ioq ."r~.

A f.I_1evei wlurd beglno with a number oIhll poIn"equallo fO, hi. or her
Con.lltutlon sco"'. uch level alter 1st. the wlz.,d gain. 4 mo'" hll poln,",
The wiard h.. a number 01 healing .urges equal to 6 • Constllulion mo,lIl1er,
A. yon can see. the wlzOld doesn't have a 101 01 staying powel" _II doesn't
tili many hit. 10 ....ke a wlz"" foil down.

The wiard In the 41h Edilion 1JuN<Jo0N'l '" D1u0Cf<'l ,oIeplaying gOJOe '" tougher
than he u"'" to be. bul he .1111 has the few.st hit point. 01 any cbs. In lhe
gorne and very few P"W"rs thai work w.1l agoln.1 .....,mles who"", up close
and personal. A wlz"" doesn't want to gel lnlo a prolonged mel"", bottle
with :my monst.r. The best way 10 playa wtz.,d during a hattie I. 10 .tand
bock and use power' to attack hom a dl.lance. Let the delende.. and striker.
gee In close so that yonr wlurd can lake coulrot of the bottlelleld from a
distance.

Skill.
The wiard h.. " fair selection 01 .klll>. especially I<nowled~.kllI., All
wlurd. automatically begin with t,aJnlng In lhe Arcana .klll. "nd they c:m
choose th""" others from a list Including Diplomacy, Dungeoncocrlnll- History.
In.!ght. Nalu,..,. and Rellglon. Areana I. yon' moot nactul .kllI beeauR W.
very u.elul for: ,lluaI ....gIc (see Chapler 20), Dungcon"",rlng, Nature."oo
Religion Ole nse/ul for monster knowledge checks (see Chapler 16), l1>e
wlurd I••upposed to be the .marle" charact.r In the party. so yonr charoe_
ter oughl to know .oroechlng about "".,Iy "ny mon.ter or mysterlou, elfect
yonr group encoun!e...

Wi....' po"'~rs
A wlurd'. pow'""''' arc...., in nature "nd a", known as 'pells. A Ist~,"",,1

wlurd automallcally knows two at_will 1.I-level .pell•. Magic mis.!;I. I. an
unLlOool .peliin lhallt coun" a. a basic anacl<. '0" wlurd c:m use It any
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II"", he or.he would be"J~ to <Il.aU a b>,1c attack. If. on< to look at
when choosing your .'_wlil '1"'11•. In addltlOJl. the w1urd know. on< 1,1-1<",,1
oncountcT>1"'1I .nd two 1.I_l<veI dally '1"'11. (but con u"" only on< I..~I
dolly '1"'11 per day:~ the Spellbook bulle! In the NTH,. ~Iion, ''''lzard
d ... INtu,.."). Moot wizard pow....~ ronged or OfC. attack!. but 11'••
good Ide. to ",,1«:1 .t ...., OIle~r th.1', • CIo"" .H.ck _ unlike .onged
or .",••ttoeks. CIos< "Jock. don", provoke opJ'Ortunlty "Jock. when you
make them.~.• Close .Hock might Juol 50"" your~.

The cleric ;s the best class
The cleric Is the d ... for you If you want to play. charae.., who has.
prolound co,medlorllo a high.. pow... Wllh dlvln" pow.... <lee.." combo'
prow"" ,nd the ability to ,eJ>el uooead mon.ters. the cleric 00101,,, ,ny
odventuttng group. 11>< c1erlc', pow." ,.voI"" .rourKI healing damagr ,nd
..,hanclng the .billtle. 01 oIher party ~b<Ts.The"" POW"'" allow the
dene 10 ....ke ~rybodyOlound him Of II.,. beller,

The cleric Is • leader, 11>< clerk', job In ony .dV<1llurlng group I. 10 wield
dlvl"" p..ye.. lhat provld•• mi. ot 011..,.." hoallnl/. .nd <lei By u.lng
prayer. 011 hi. 0< h., 1."",m.o.l••, • c1.,1c con mm. light., mo pow.,ful,
• '0fIU" 0>0f. d.adly.•OO • wlzon:l mo,••n.dl= PrayeR Ihat !lack
POW'" 0/1..., ...v... "1o<g<1 d..lgooUOII" .nee... g,.nUng .all the clerlc·•
.ala... bonus 10 .Uack 0< Inc,• .uod dom.o.8" 'galnot the I"" tho cI.rk
.Ing","oul,

CIe,Ic..... I..In«! to Wle all .tmpl. wNj>Oll' ond leath.,. hid•. 0' chaln
"'1IlOf, 11><y typically wield. mac. In OIl< hond .00 • holy .ymbolln Ihe
olhef.•wllchlng bctwC<1l mel.., allacb .00 ,onErCd powe" .. Ihe encounle,
d.m.o.nd.,

The Iwo cle,1c build. In the PIa}"','. 110000001< ....

... II.ollle Clene: You p,ef.r to lead from tho front ,onks, >tondlng .houlde,
to .houfd.. wllh tho [>",ty·. del...,d.... You, powe" Include. number 01
~ "",lee .Uacks ond ,ely 011 Slrcnll'h over Wisdom, Allhough you',••
compel..,1 hoaler ond h."" many w'Y' 10 p,otect you' .n." wllh dlvlne
powe you'd rath.. u... your POW'" 10 punl.h vlUaln. ond deleat
mon .

... Devoled Clcric: You'... mo <lcf..,.I""ly minded thon the B.ttle CIe,1c
.nd oil.., u.e your pow I,om lho ..... ronb oIlhe a<lvcnturlng lI'oup.
You, powe.. u.ually ,ely on Wisdom ,alher lhan S1'''''lI'h, .nd lhey
Includ. m.nyrongcd elfecl5. You place • higher v.f... 011 ''''''lIuon:llng
you, .Ules thon beallng tho mOll.te.. down with you' own attack._
you contrlbute 10 tho pa,ty'. offen.., by m.o.klng '''''ryone .rouOO you
light better ond by protecttng Ihem with you' dlvln. maglc,
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All ,ac.. h.v~ clelie., .0. clelie ch.uct~rcon br cTNI~ ...1011 ony 01 tho
D&D ,ac... 01 th~ Tac", <I='lbed In Ihl. book. humon. "",ko =y good
Boltle Clerlco bee."", Ihoy con c""'-. bo,m. 10 IheI, SI",oll'h oro""
whe,~•• d....Olv.. ond ~..... mok. good o.v",od Cle,lc. bee.u", oj th.tr
II'llIdom bon......~ Chopler 12 lor mor,,,,,, ,ac...)

All clelie. choose. f"'''oo ""ty, chu'ch. 0' Ialth to which Ihoy <le_~ th~m­

"'...... 10 th~ l,nlHUc ....orld oIlh~ f).fODN:\ & DIuGor<; rolepl'y1nllll''''''.
Ihl. umoHy """",. choosloll • mythologlc.l god lrom • panth«>n oIlmagl­
na,y deltl... CJerIco m...t choose <leltl~. compaJlble ....ltb lhel' allgn""""l; U
you wonllo pr.y a good--allgn«! cleric, you can'l c""'- on ovll OT chaollc
evll delly lor YOU' characl'" to lollow. A clelie doeon'l.nlomallcaJly lIaln ony
.p~<:Ial ablliliell Of advonlall'" 10' chooololl • delly. Ho....<>=. Ih~ d>Ol<:e
mlghl affecl ho.... you .pend YOU' l~alJl _ oom" I"'IJI. Imo"", .. dlvlnlly I"'IJI.
ar~ koy..J 10. characler'. f"'1'00 d~ty,

The Pra}"',',Ha~ lealtlTH °",leetiOll 01 oample deltl.. thai <:an br used
10 .oy D&D c.mf"'lgn wo,ld. You con lind U-..= In Ch.pt'" 2, PIck • deity for
your clelie lhal co,....pood.....Ih youT characler'. allgn""""l, Check out the
voliou. dlvlnlly 1"'10 In Chopl~r 610'~ ....h.th~, any IIe"m ~.peclallygood
IOf YOU' ch.,acl",.

A"liti~1

If you <le<:i<le 10 play • cletlc. you .hould "" YOU' hlllh..1.billty oeo.....
"Iher SI""'gth Of W10d0m, If you',. c,,,,"ol1 • Boule Cletlc buUd. choose
SI,~nll'h _ many oIlh~ cleric POW'" you'll wonllo 1m= SI""'gth
.ttack!. 11 YOU' characler 10110..... lhe Devolod Cleric build In.l~ad. chooo.
1I'11Idom. Which""", way you 11". Ih. oth., .bilily lhould p,obably br YOU'
!K01Id hillheollcor~.ChOlI.rna I. u",ful lOT YOU'C~I D1vlnlly cr...
lulu.... R~""'mbe' th.1 your characl~,n""" .....pecl.bi~D.xlffily or
lotolllll""" oro... lor R.n.. d.l~n", ond A,mor Cr... (ll you dou'l ,..,..
h••ry ..mor. onyway).

Cleric CI'"1 f~"tnru
Any leader """,. to ha,.., acc",. 10 pot~nl heallnll pow"'.,.., lhe clelie
cr... I. built 10 p,ovIde good heallnll.bUlly no man., what PO"'" .~leeIlOll'

you mok. lor yo... chOlacle,. Thl. I. refl..,lod In the delie·. d... 1••lu,..,
....hlch Includ~

... a.ao",,1 Divinily: A cr~tlc beglo. wllh • boo", pow~, known H coo~

divjnjty. Ooc~ per ....,ounl~,.Ih. c1"1ie can ",e chan",,{ djcinity to
perlo'm 011" oJ t....o .peclal po......., div;""-.Of /Urn nndiwd.

... H....er'. Lore: A c1"1ie 11"10 to add hr. or her '.'&dom modille' to tho
numbrr 01 hll poIOIO beolowod by any clelie power \\'llh the Healing
koyword, For example.• c1eTlc with. W10d0m .cor~ oj 18 add. 4 poln"
10 Ih. amounl oj damage cu,od by ony 01 hi. or b~, b~.noll PO""'"
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... H....iog Word: Twice per ""COlm'••. a d ..,c can LlSC the "-/ins word
J'OWer, Ilaskolly. thl' J'OWc, allows II>< <KIp''''' to uoe~ 01 hi. or her
he..,ng .u~. nu, I, II>< J>OWff lhat g1"'" the cleric the ablilly to koq>
all~ on ,hold.... ODd ~t1ln8 on against the mom'c...

... Ritual CaoIinJI; Finally, the de~c g;oln,th< RHual C"-,,Of feat ... boous
IN\. Ukoo the wizard, II>< cle"le automatically h.. """... to the rltual
magic system. which Includes a vorloty 01 D.dul maglcal oiled•.

Hit ,mot. tIn' It."linf ."r~1
A hI_level cleric beglns .....th. number: 01 hit J'Olntoequal to 12. hi. or h..
Constitution OCQ",. uch ,~" ol'er 1." the cleric galns 5 mo", hi' J>Olo",
Clerics have • good number 01 h..llng .urges: th<y begin with 7 •
Constitution modlfl.. I"" day. Overall. • derlc', hit points 01< .bout .. good
... rogue',.

Skill.
All derlc. begin with ,r>lolng In the Religion ,1<111 ""d then choose II'."",
OIherslrom II>< lollowlng: Ale..... Diplomacy. Heal, Hislory. or InSight. 11><
mo,l IrnJ'Onant .klll. lor a cleric ""e those wllh ow!lcatlon. In rUual maglc:
Arcan.. Heal. and Religion come up the mosl olton.

C1~rie ,tHh",

Cleric powe" are known as praye.. and ""e dMne In origin. A lol_level cleric
knows Iwo Ist~"""lal_wlll prayer•. one 1.I_leveloncounlor prayer. and one
1st_level dally prayer. 01 course, a cleric aloo h.. lhtft additional encounlor
powe'" In Ihe lorm 01 hi. or her d ... 1..lu,,,,,: Two u.... 01 W. or her """/ins
worn power, and one use 01 a chan",,! d'lJinity power (either IUm wtdeod or
div;"" iOnu",,).

Other classes
The~ &. lJRAGoN> roleplaylng game lealUfe. eight core d ...... We
concenlra.. on lhe lour mosl konk d ..... lor IW. book. but you .hould
know lhal other cholc.. are available. Chapler 4 In Ihe PIa)"','. Har><Jbocl<
d..a1I. all Ihose d....... , He",'. a brle/ rundown >0 you know whal el.e
I. 001 lhe",:

'

''' Paladin: The paladin to a dMr.e delender who can stand In lor the
nghter.

'" Ibonll"r and ...nod: Those two et..... are .Irlke". like Ihe rogue. The
ronger I. very good with bows. whe",a. Ihe warlock OR' magical bl....
and corses agaln.l hi. or hert""",
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I '" Warlord: 11>< worlord I. a lead... like the ."'1<, bul hi. Of h.,. powe"
a", martial In.tead oj dMne.

When yon're ",ady to try something different. tal<c a 1000 at th.... d""... In
the AaJ'CT:' Handbook. AddltloTloJ du....och a. bo.rd. bo.,bo.l1aJ1. d,uld. :rnd
,wOfdmagc will 'PI"'''' In upcoming O&D OOI1rceboo,,".



Chapter 12

Picking aRace
•••••••••••••••••••••••••••••••••••••••••••••••••

1ft rlli, Clt",ur
~ Enmlning the rant..y '''''''''

.. Plcklngl,," right race lor the job

.. Ch.<:Idng out ",h... ''''''' opIlons

•••••••••••••••••••••••••••••••••••••••••••••••••

No fantasy world I. complele without • ..,lectloo 01 rnythkal ,oc.. lo
join hUIIWl.ln 'he oIruggl< "!IalRS' mo",t.", and Evil wUh. capjlal £

Th... dl"lncl ''''''''' usually have ,hoi. own I>om<land., but everyone COOI<'S

t"ll"ther In Ih. "rge. towns and cit."" 11><",.t~ with .<h"",u,ous .ptnto
loin up and head out to b;onl.h thre:ll. and uOOertili qu.... 'hat might b<
I"""""al or world-allerln8 In na'o"'.

In ,hi. chapleT, _look., ,h. lant••y races a""I"'bl< lor u•• os player dur_
octcrs In ,h.lJL""""",,"~ g...... We cOIK... lrale on lour 01 th_
rae.. _ hulIWl•. dwarves. elves, and halfilng. _ dl"",,,'08 ,h. benoltt.
coch brings to the table and why you'd want to ploy. eM'''''''' of tha, rae...
You con play OIly raee and du. combination yoo want, but """p In mind th.t
IOOI~ r.,,.. hov~ 'un] ..ndene'.. thot en>bl~ them to I"'rlOfm betJer In
c...tun d dlll<u,~ In thl' ch>pt....

At th~ end 01 U", chopte•. we p.ovIde • qUick """mew 01 04he••"""••vul_
.bl~ In the D&D g>n><,

Ch.pJ~. 3 01 th~ Pla)"',i HondOOok go<1Ilnto gruter d~pJh 0<1 char>eJer
••c.. 'nd lhe l><nelll' ...d dl,...]v,nl'lI" 01 ~..h. Cb~k It out 01... you ",od
through Ihl. chopt....

Humans
Hum.", In D&D workb .'" mo.~or .... lu" like hum.... In th~ .eol wo.ld.
CllCqX ..ronger, more heroic .00 do.ln8• .00 uou.ally bett~r looIdng. They
com< 10 oil the WlUotl bum....hop"", ,I,... .00 colors. 11><y '""lI" In hoigllt
lrom ,boul 5 fffi to Ju", """. 6 fffi t"l. Thor """,h od""n'ul1n8 '8<
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lOme..."e", between thetr 16th and 20Ih btrthdays. Human adventu,e" are
adoptable. nexlble. and exlremely ambilious. l1>ey tend to.....d no porticol.,
allgnrneot 0< deity. and th." have a habll 01 cbomplootng cau.". and kleal.
over _Ie 0< plac...

Play. human characl" If you want a lot 01 maneuverability lor your charac_
ter .. he 0< .he advances tn level, Human. galn an exira at_will power and an
.."a .kllI and leal 10 relIect their racial lendency toward ve"atlltty and
copabillty lor ma.terlng new t.....

Ab;{;tlj. adjustments
It. human character can ""eel In one ability .c""'. After you've ...1",,«\ the
ability oco~ you generat«\ to you' abilities. add 2 point. to the .btltty oeo",
01 you' choice. (It'. usually. good Idea to add thl. bonus to the .bllily that'.
mo.t Important lor you' chOlacter'ocr.." .... Chapl.. 13.)

Special traits
Human. have the lollowlng .peclal tral..:

... Human. ",.,t pby with one ""tra I.at at 1.t level. choostng two re... to
begin play In.tead 01 one.

... Human. begln play with Ir.lnlng tn one additional cia...klll, For exam­
ple. allgbt'" nonnally begin. with t'alntng In th"", .kllI., bot a human
Ughter begin. play wllh tratntng In 10Ul.

... Human• .,. naturally ~tJIent and begin wtth •• 1 bonus 10 thel,
Forlttude. Re""". and Will d.I""."..

... Human. know one eatra at_will~ Irom their cras., Normally charae_
lO" know two at_wtll powe". hut human ch.,acters know lhr"'" .t-wlll
powers at the .tart 01 play.

A word about gender
IIIJ..."", I\. II..."", cha"".,, can '"' """",
m,Ie or i.m,',. Mony playe" ..... their char­
a"." the ..m'II'Olle, they "' in ,ullif•• but
you'rcif<. to ...lo a cha""" oIthe oPllMit.
II'"'" ~ you wi."- Playi"; a mal. 0' 10...1.
,h",,,,, i. a p."onal choice. and '0 k••p ;,

,.., way, the 11.01< ••0. no dif!o"noo in ability
so"'''. ,'a.. ,o.ie••. p"""'''.•kill•••qui!>­
m.m. and so on fm,h","'" oI.il!><, lIender.
In 111\.11 world., 1....1. and m.l• •dv-<"",,,
"' ,h.oIu!, <Guar..
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Best class
~au>< hulIWl. con choose 10 add their racial ability OCOf<' bonus to "ny
ability, they do «J""lly w~1I with .n th~ c1..IIeS. Hum,,,, "'" good ,t any
od~t",1ngc......,. they ... thelr mloo. 1o.

Dularrles
Ow,tWO Of••horl and v:t",....1y b...-l. st.ndlns .booI4~ Iffi tan and
_Ighlng about th••~ as much t.lI.. hu....n•. Halling from mounlalnoo.
Idngdoms, dwarves cllCoi at war/Ole. mining. ond construction, Longer II"",
thon hum.",. dwlll'ws have We., pal"""" and 'oke pride 10 hard work _
well. Dwarf adventure" 011.... ~.qu.... 'hat will brlnll honorlolhelr don•.
"'.peel lfOm thel' frl<1ld•. ond ""'0'" beyond thetr wild.., Imaglnlngo.

Play .. dwarf <hOIacte. Uy«J want to focus 011 1"'1< toughn"... Dwarve. Ole
o/ten mo,e comlor"bl< UIlderground than folk oj other roc.. and ....ke for:
good dungeon adventurer.. II courag<. loyalty. ""d .Iove ol otronll ale apl"'al
to your .eIISe 01 h..oic•. ,he dwarf race I, .. good <hot"" tor you.
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Ab;{;tlj. adjustments
After y«J'"" aUlgned the abilily ""ores y«J generaled to y«Jr abllille•. make
the followln~ adJuotm."..:

,

... Add 2 J'Olnl' to your dwarf'. Con,lItutlon ocore. Dw.,,,,,. are .tout and
tough .

... Add 2 J>Olnl' to y«Jr dwarf'. Wisdom ocore. Dwarv.. are exceptlonolly
'lrong-wliled and obo..vanl.

Special traits
Dwarves h."" the following raci.ll tral..:

... Due 10 thel' .Ize and build. dwar"'" h."" a~ ,peed 01 5 "Iuar..
(I.quare leo, than human.peed). However. they retaln lhl••peed even
when wearlng armor 0' carryln~ • he.vy ....d.

... Dwarves have low_light vI'lon. which mean, thaI they_In dim light ..
well .. human' .... In brlghl light. They c.n'l _ In lhe dark. however.

... Dwarves ~aln ••2 racial bonus on Dungeonecrln~and Endurance .kllI
che<:l<•.

... All dwarves are pro/kienl wllh the throwln~ hammer and the warlwmner,

... Dwarves are extremely>table. When an elfeel C.UIlell • dwarf to move_
for elW1lple. a pull. pu,h, orollde elf«t _ a dwarf moves I .quare Ie..
than the e/fecl 'pecm... U .n .ttack would knock. dwarf prone. the
dwarf can make an Immediate ...vlng lhrow to remain 'landln~.

... Dwarves are hardy. They recel"" ••5 raci.ll bonu, on ,avln~ throws
a~"n51 poIl1Oll'.

... Dwarves are extremely resllienl. A dwarl can Ulle hi' or her occond wind
.. a minor aclion In,tead 01 • otandard aclion (_ Chapter 1).

Best class
Dwarves are ..peclally .ulted to theclerk d .... thanks In I'nge pari to thdr
Wisdom bonus and their Inn.le weaJ>On tralnlng. The fI~hterd ... I. "'0 a
very (lOUd choice for • dwarf character. However. dwarves can excel at any
d ..., They are tou~h and compel."t wizard" although thel, lack 01 ,peed I•
• bit 01 • drawback for the rogue d ....
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Eltles
Elves are .lender and graceful. ...ndlng "bout 511 to 6 f"",' toll. with I.nnod
skin. hair that raDll"" from dark bfown to moo.y gr=l. la~. almond->haJ>ed
eyes. and J>OIntod "10. Elven homol..,d. n. d....., In the for:eo15 and wood­
lands. wh<~ II>< "Iv.. I.arn archory and woodlo••. lI'th" Io~ tor naln... and
" tal"nl lor the .,.Is, "ves have "unlq... oollook on life. ThO)' are " people 01
d...ply roll but .hOft_lIved .,...'ion., quick 10 "ugh but 0100 quick to anger,
For "Iv... the coli to ad",nlu", comes flOm an Inborn wonderlu5I. though
thoy can be<:o"", locused and ,"entleu when a l",tlcuJar qu..' catches
,hol,lole",,'.

Play an elf character If roo want 10 locus on qulckne.. or ranged comb>'.
Elves have special obllIU.. ,hat make thom Indl>l"'noable for: w1lcleme..
odventm1ng. Uplaying" hauntingly .....ullfuJ, somewhat .Hen. and magically
Inclined <haract.. "Pl"'all to you. <OIUld•• ..,Ieellog the.u fOee for y«J'

<haroc!.r.

Ab;{;tlj. adjustments
After yoo'"" ...Igned the ablilly 1<0..,. you generaled to your ablllll<o. m.k.
the followln~odju,lm..,l>:

I'" Add 2 J'Olnl' to your ojf, o.x1orlty """"'. EIvo, .r< quick .nd ~r"""fuJ.

'" Add 2 J'Olnl' to your ojf, v.,s<Iom scor•. EJ....... highly I"'rc.pll"" and
.ttuned to thoir ,urroundlngs.

Special traits
Elves h.v.tho following racial tfall,:

'" Elves .r< noel oj fool and h."" a baM ,poed 01 7 squ......

'" Elves h,,,.. low~l~ht vI,lon. which allow, th.m to ,,,, In dim light " w.1I
as. hu""""..,.ln bright lI~ht.

'" A11.1.... =prollcloot with th.longhow .nd ,horlhow.

'" Elves 1>0"" k..... "",,, and ar. ",""wned for thoir woodcraft.. ThO)' gain
• ,2 racial bonus on P.rc.ptlon and Natu," chocks.

'" Elves holp thoir alii., to ...y .I.rt and tunc In to thclr ,urrouodln~,.

ThO)' ~r.nl n".,..,11 all." within 5 S<1uarcs 01 them •• 1 bonus to
p."",prion chc<:ks.
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'

'''~ ha,.., a tnad tor .lepplo~ 10 the end right pla.ce. They 19oore
dlfncull "tralo wh.., they .hlft. which is oft.., vory helpful In movIo~

around d:mgerou. bottlelleld•.

'"~ hove upeclal racial power called <lv,m occvrocy. Once per
enC<IYoter. u a free actioll, an ell can ,.roIl one attack roll.

Best class
~ make very good rogues and clerics. due to thelr Dex"rlty and V.,.dom
I>oouoeo, They are competent lIghle... e>pecWly with the Guardian Fighter
build. and al.o do well u wizard. _ both th. Ilattle Mage and Control
Wizard build. are .ulled for .11 character•.

Half1imiS
HatJllngo areal>oo14 fecI tall, with .lender, mUKulOI frames and oatural
qUlckoeu. Many halfllogs are nomad., rlver~olkwho ml~r... with the !Co­
""". calling no Jand and all land. home, Clever and capable. cuoolo~and
re"",reelu!. hatJll0ll' con.tantly oeek waY' to avoid bofedom and compia­
c"'ey. A1thou~h hallltoll' oIten have a bit 01 thlel 10 them. moot follow their
curiollity and have learned how 10 gelloto and out 01 trouble better than any
01 the other race>.

Play a hollllo~ charact.. If you want to foe", 011 >teaJth and .ldrml.hln~.

HatJllogo have .peclal abilities that let them excel at avoldlo~ danger. II curi_
ous. fun-lovlo~. ~ood_hearted ocouodrel. appeal to your !Cn", 01 adveoture,
cOll.td.. ",Iecllo~ the hatJltng race.

Ab;t;tlj. adjustments
After you've a..lgoed the ablilly !Co... you generaled for: your abilities.
make the tollowlo~ adjWltmeoto:

'

''' Add 2 polnl. to your hatJllng'. Dexterity !Core. H.olfllngo are quick. "lItle.
and athletic.

'" Add 2 potn!! to your hatJltng'. Chart."", ocore. Hallllng. are plucky.
likable. and frl...dly.
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Special traits
HolJIlngs h."" II>< loIlowlng raelol t,all"

... Hallllngo aT< Small c",atmeo.~ 10 11><1. ,I,e, h.lmngs cOII'1 u.. tWl>­
haOOed weaJ>O'lS oLICh "" gy....wordund halberd•.

... HaUlings golo a .2 racial bonn. OIl Acrob;otlca and ThIevery checks.

... HaUling> a", naturally good at avoiding d;rnger. Thor gain a ,2 racial
bo.m. 10 AC "lIalnsl opJ>O<lunlty aU.cks.

... Because thoy le' th~r cUrloslty over_, thel, ....... 01 te"". halfllngo
g;oln a .S raclar bonus 011 savtng 'hrowugalnol ~ar,

... HaUlings ha"". 'J>eClal racial POW" call<d Sft:OI>dc~_ One. J>ef
<1lc«m'.... on Immediate oclton a1,.. being hit wUh an attack. horning,
an lo,ce the attacker 10 "'roll II>< attack. 'The attack.. mn.t LlSC the
_ond roll. even U11'. lowe, than the flrol.
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Best class
HolJIlngs make OlJ....ooln~ rogue•. uJ"'Clally Trlcut.. Rogu... Th<y ...,
good cleric. and wizard•. and can do pretly w.1I a. flgh.... _ althOlJ~h th.y
make much betl.r Guardian Aght." lhan G....t W.apon Aghl.".

More Races to Choose From
Th. Play"" HaOObool< t.atu,•• additional ,ac.. IOf player ch..act.... Th...
Indud. the dragonbom (a bl~••Iron~ rocc 01 war,IOf' wtth d,aconlc lea_
ture.). the .ladrln (a r""", 01 high .lvco 110m the .upcmatural realm 01 the
F<ywtld. and ma.I." 01 .rcan. magic). the hall...ff (0 chari. malic peopl. who
combln. human vcr..UlIty wtlh .fvcn Intullion). and th.llcflln~ (0 race
talnt<d by Inl.rnal Innuenc.. k",~ a~o. bul now f"", 10 cOOooc their own
d..tlny).

flcy<md Ih. core book., the O&D game I. lull 01 tantHy laC...ullabl. lor LIOC
H pf.oyer characl.". 'The Fotrom:" REAlloIS PIa)"'r' Guid<. lor example. Inllo­
ducc.lwo n..... laC.. that oller additional oplion. tOf crealln~ cool player
ch..act.... Slarl by playln~ the laC.. lrom the COf. boob aOO then look for
new oplion. wtth which to .xpand your pf.oy capcrlcncc.

Cb.d, out www.dndinoidu.coooIOfanevcr-expandlngcoilectlonol.ac..
to choos. Irom. D&D In.i<kr con.lantly p'cvlCWll mat.rlal lrom upcomln~

product•. Indudlng n..... laC.. to add to your O&D camf"'lgn,



Chapter 13

Figuring Out Your Character's
Ability Scores

•••••••••••••••••••••••••••••••••••••••••••••••••
1~ rllis Clt"l'l~'

~ Dl>coverl"ll the six ablUty KOIft

.. Choosing a method 10£ generotlng scorn for your charac!..

.. Under.tandlng the ben<{1t. on<! dlsadvanl~ oj 'he r,nOOm genet.lloo method

.. Understanding Ill< benefit. and dllWlvantoges 01 the ellt. a:rfOY

.. UplCO"lng ability lICorn by ChM""'''' <Ius

•••••••••••••••••••••••••••••••••••••••••••••••••

£:vcry~"~ ch>rocto' con.'''' 01 a number 01 key ,latlstlc.
thai begin with the ch....c'..•• ability .<Of..,

(10... ,;ooe, and ",!ulpmen' help 10 rell"" and develop. <""rocte. conceJ>l.
but ..-horl you erNie a new <"",>cte•. you bq(In by delcrmlnlng that charac_
'ef', ,bUlly ,c"",•. 'Th< Pr.1.l=:' Handbook d..crlbes oevor.1 melhods for: gen­
...tlng .bUlly I<COf", Wr dl,cu.. two melhod. lor del....mlnlng obIllty oco~
In thl' choplef: lhe st,odard ."ay and I.... CWlloml.llngOC~ sW'ooch.

In this ch.oJ>l.., _ cuml"" wh.ot the obIlity ocore> Of• .....d lor and how to lI""'­
.....e 11>0 boot IICDreS ror lh~ chMoct~, y«J want to creat~. Aft..ward. we look
at tho choi~ a ,..bIo and holp y«J ....t aullPl abihty seOrel to crea" tho
cha,,,,,l.. y«J "bloo _ 0' at ~t ...,00, tho chM""t~,vlablo ond fuo to play.

You coo hnd out mo", about ability SC<IreI ood ability seo.. gen~,aUOll
methods 10 Ch.tpl~, 2 ol th~ PraY"" HandIJooIt.

How the AbilitlJ Scores Work
Each cha,,,,,t.. !wi .Ix abilities -5!=¢h. c"",mution. l)"xtffity. Iotolllg<1>C~.

Wisdom. aod Ch.vilIm.. Ability""""" ,at~ a chM""t... p.olotl"ll a broad pidu"
01 how .trons. don.."",. and Irltolligent (ao<! 50 011) that .hM"".., II. AbI~ty
SCOrel Ionn tho \ouodaI1oo upOlI which a char""t.. 01 rnylh .mdI~ grows.
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Th= 01 a charact.,·, abiltlle. are phyolcal (Strength, Con.tltution. and
De.terl1y) and thr.., are mental Onlelligence. WI.dom. and CIw1.ma).The Iol­
lowing lI.t d<scrlbcs .ach ablflty and gives advice 00 which erH'" n«d a
high oeore In that ability:

... SI""o&Ih (SIr): Thl. oeor. g""ge' yonr charact..•• phyolcal might. How
moch <qulpm..,t c.n he or .he carry? Con he or .h. lorc. open • heavy
door? Ann-.....""tle • bugb..r? Swing .llJ'....word c/lecllvcly? B..h open
a locked chcot? A "tong chOIacter I. better at m..... combot thon •
weak.. one, Any tighter want•• high .co'" In thl••blllty, as do roguco
with the Br.wny Rogue build and cleric. n.lng the Battle Cleric build.

... ConsIilnlioo (Coo): Thl. number CXp""'IIC' your chOIacter'. ove"n
physlc.1 health and .Iamlna. How long con he or .h. hold hi. or her
brealh' How wen dnco hi. or her hody deal with phystcol damage? How
moch punl.hm..,t can h. or .he take bc/ore 1.llIng uncotllclouo' Th..e
a", the types oIthlngs measured by yonr character'. Cooxtllulion .core.
All charact... wont .t lea.1 a dec..,t score In thl••blllty bee.u.e 01 It.
connection 10 hit poIn.. and healing ,ul)lCO. buIll'...pcclany ooclul 10
flghten oolng the Gr.at W.aponFlghter bulk!.

... D9tcrily ~.): Thl. 0C0f. meHU"'" yonr cha"cter'. phy.lcal ",Ileac.
and aglllly. How good I. he or.he with a ranged weapon.•och a. a .lIng
or how? Con he or .h. UIOC .peed and coordination to avoid betng hit
and t.klng dom.gc? Con he or .he UIOC .klfJ. thaI require. gre.t deal 01
har><kyc coordination? A dcxlerou. character I. better al rang«!
combot thon • I... agile one. All rogues want•• high .core In thl••blllty,
as do wizard. with the BottI. M"&,, build and fighter. u.lng the GUOIdlon
FIghter build.

... 10,,"U;,,""" (Iol): Thl. score 8"uflC' )'OUr characler'••blllty 10 lcom, UIOC
<leductl"" rcooontng. and predict CIlemy aUaco. Whal doco your charac_
ter tnow ahoulthe mon.ter he Of .be to lacing' 11>< history 01 the dUI>­
geon? The u... lor the oreane Ingredl"''' l«Jnd In the occTO,"""ccr·.
vault' A.marI character I. better .t finding "",we," than ..... Intefflgcnt
one. AChOIacI.. wllh tbe wizard era.. wan" a Wgh OCOfe In IW. ability,

... \\10<1"", (Wi.): This oeore measu",. yonr chOIacter'. perception and
wlfJpower. Docs he Of .h. noIicc the gnoIl. lurking In the .hadow.' Can
he or .he h... the dragon breathing In the dark c."" ahead? Docs he Of
.he have the .trength 01 win to wlth"ond the vampire'. hypnotic gaze?
A w111C characler I. better a1laklng ..tvant"&" 01 In.lght and Intuition
thon • le.. w111C character would be. All clerlco wont. high SCOfe In this
ability. and fighter. with the Guardlon Flghler butld wont. decent >core,

... a..n-a (Cluo): Thl. number rep'""..,t. yonr character'. pe~almag­
netl.m.•elf-eonfklcnce. and physical .Uracll""n.... Con he or .he get
the cHtle guOId to look the other way with convincing word. or a wel~

limed bribe? A charl.mallc characler I. bell.. at ~ng .ua"" Of .ubtle
when the .Uuatloo can. lor It than. le.. charl.matlc one I•. A rogue
who chOOlOCll the Artlul Dodger cra.. lealu"", bcnelill lrom • good
Charl.ma oeore,
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When you erNIe a .ha,ac'... you gene••te ability 1le0f"" and a...'lI" them to
the abilities os you 1ft III. How you ",sign the oeores depends Oil what Idod
01 charade. you'", .",.'lng. 11 you',. making" wl.lO,d. for: example. you
W<lYld ...Ign ""1gb IICO" to IntoUlgence. where•• II you',. IIWdng "fighter.
you would ...Ign • high .co", to 5t"'"gth. (Sft Table 13-3. I.ler In ,hi. chaJ>­
t... for mo,e Infonnatlon.)

An ."".,!!" OCQ'" I. 10 Of I L ScOfes 011... than to.", below aver..,.. and
IICOres oj 12 or better"", above av..age. In gen..a1, "bllily 1<0'" rang< lfOm
8 to 18 wh.., you II.., <TNt." charocto•. The .core provides" modmel.
oIther" bonus or" p""a1ty thaI'. tied 10 <Off'''. typ<' 01 actio,," In II>< gom<.
as <Iesc~bed In Table 13-1. In gen..al, ablilly 1<0"" ",1;0.. to ac,lofts In the
followtng way:

... Low ability >co",," (9 and lower) provlde I"'nalU.. to actions they',..,
••>0<1.,«1 wah.

... Middling sco",. (Ill or JJ) """" no "lied on octlon. they'," ...ocl.l«I
with.

... High ability ""oreo (12 and higher) provide bonuoes to actlono they're
a••octated wah.

TablllJ-l Ability Modililrs

~ ~ ~ ~

• ; 12-13 "," 4 t4-tS "
H " t&-tJ "
H -, la-19 "
H ~"

.,
ID-lt 0 ~" •

Remember tho Cor. Gome MechOJltc (descrtbed In Chopter I):

'

''' Roll a d2Q

'" Md a "Kellner (bor1O' or penalty)

'" Compo,e tho ,eoull to a t"'8"t number

So bonuoeJl (ooch ... 1) aI' alway. beller. becaulle Ihey help IJl.Oke your d20
re.ult higher and Increalle lhe chance lor OI>C<OeU at a given action. P.nalt~
(.uch .. _I) lower you' d20 result and mak. the chance oIlaJlure mor. likely.
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Pairing up defenses
Voo .,.v h... notieod "It Fortitude deleo•••
Ilolle. delen••••nd W,II 0.1""., <.... op
0"0., "'" .biIity ",,<0, e.dt Th.,.. ",,<.0.'
you dmrrnine YOU' <h.""". delen... by
0..... the be" "''''' in • p,~ 01 "'''''•.
V"", <hm...,'. FoniaHIe del, is impro..d
by to, bette, of the Strength '" ConJlitution
modifie,,; YOU' <h."...,'. Rellex del".. I.nd
Armor CII... lllonoj II he or "'e i.nt we ....
h..",. ."nor) by the b<tte, of.,e O,xtor....
or Inte.genee mndifiero; .nd V"", <hm...,·.

W,l delen.. by .,e benor "I the Wi.dom '"
Ch.n.... modilion. For ...mpI•• if YOU' <hlr'
,"or is. brilli.nt blJ! <lo.,.y ";1I" with •
O"'erity of I.nd .n l"'lligen<e 0120. you gel
to.deI +ltDthe Ilell..dele.....nd ol.rrnorCII..
1>0<._ the .W.... modifie, fo, ...ore of 2Il is
.S. Cl..rty, YOU' ,h..."" is mo<h bell".t
.n.lyzing eneIII\' .nlCb .,.n ot>o is It lo.ping
nimbly olJ! of the WO'/. bul _,,/O,"e wil.,.
do.. it, ....... oIiP~'l'llrllet'

A low ocore In • key .bUlly lor )'OU' charocter d ... meon. lhot the cho'OCl"
10C<1I dllflcolt challen~.. dotng whol It 10~ or .he I. ,0pJ>O'l<d 10 do, • hl~h

oco... lor. key .blllly I. oII.n crucially Importont.

In the lollowln~ II... we descrlbe .och col the .lx .billt~ ODd thelr .fleet. ""
charocter oc1l"". In the g"me:

... SlreoatJl (SIr): 'The modlfl.. provld<d by lh. choroct..•• Slrength 0<0...
I. "ppll<d 10 baolc melee .ttack. and domage roIl1. oll•.ck andd~.
roll. wllh Strength_b..<d pow.... Fortltude delen.., .nd physkol .klll
cheeb .uch .. Alhlelk1 Many nghl.r .nd cleric pow,...... baoed 011
Strength.

... Cono1ihJIiOll (Coo): 'The ChOIOCt..'. Con.UlollOll >co... 10 odd<d to hi. or
her I.t~evel hit polnl. (delOf1Illn<d by char""'.. cl;ooo). Th, C"""m01l""
modill.. 10 .110 odd<d to number: ol he.allng '0'11"" charocler can 0..
per d.y. Fortitude del,,,,,., ond .klll checb .uch •• Endurance.

... Dexterily (Dex): 'The modill.. provld<d by lh. charoct..•• Dexlertty
oc"" I. appll<d to />;o.lc ranged ,,".cb and do~.roll •. "neck .nd
do=ge roll. with Dexterlly-b;oo<d pow'''. R.llex del...... Armor CI;oo.
(If nolln heavy OImor). and to Dextertty-bued .klll checb .uch ..
Acrob.atlcs or Th""""y. Mony rogue powe.. " ... bao<d 011 Dext..lly.

... lotell;,eoce (lot): 'The modifier provlded by t~ charocler'. Intelligence
.core I••ppll<d 10 .ttock roll. and dom..,. roll. with lot.lllgenc....baoed
pow'''. Ron.. d.I...... Armor Ciou 01 001 In heavy OImor).•nd
Inteiligence-b;ooed .klll cheek••uch "" Arc..... Mo.t w1lOId POW'" Ole
/>;o1Od 011 10t.lIIgenc•.
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... \\1od0lD (Wi.): The modUler p",vld..J by the <hOIac'.,', WI>dom I<Ofe
I. appllod 10 aHack and d.m~ roll. with "'l0d0m-based pow'''. Will
d<~. on<! WI.<Iom-bu<d ,kill .hed,. such as H..I and 1'''''''1''100.
Many c~rk J'OWc," are WI.<Iom-bu<d.

... Olariama (Quo): 11>< modlft.. provided by the char""..,', Charisma
I<COI'C I. appll<d to attack ond damage roll. with Ch.l1.~
powers. 11'111 del..,.." and Charl.ma-bu<d ,1<111 ehcd. socII a. IIlull or
Intimidate. A 800d Chari modifier Improves II>< ,lIedl...,.,.,.. 01
~ fog»< and clel1c pow ,

Generating Abilitlj Scores
So.... J>«lpl<_~h ,h.~ mowing euctlywhat Idnd 01 <haroc'.. tll<y
w.nt to cr.... and play. Othe.. p".r.,,-10 ~r.l. thel, ability lleor"" 11m.
1ft what thoy get In the way 01 boo.... and penalU... and ,II.., c"'... the
best <haroc'.. tll<y con around tll_ IICO',",. fJlher way. at so.... J>OInt cOlly
In the P''''''''' 01 <=>lIng your character. you n..... to llguf< 001 what your
charactc,'. ablilly 1<0"" ."'. Check wllh your Dungeon Ma,'er to~
wheth.. he or she ha•• pr6er~ method lor determining ability lICor",", In
the followln8 IeCllo,,". we examine two J>OJ>UJar method. _ the ..andard
array and the customized oco", method _ and we dlscu.. how 10 get the
mo.l out 01 them when c",alln8 a new~ '" lJR.I<J<f<I player characler.

The standard arralJ
You can u"" a .Iandard array 10 generate ahlilly oco,..,.. Thl> method pm­
vlde. a ....Id group 01 oe1 numbcnl Ihat yoo can a..llI" •• yon .... fit. ll\at".
rlghl _ thulandard array alway. LIseJI lhe ",,"" number•. You ha~ more
conlrol with thl. method becau.., you alwaY' know exactly whal 1<COf..

you'", gotng 10 get. The .Iandard array PIovId.. a ..,t 01 numbe.. lhat com­
hi""" <lcccnt bonus.. with Iwo average score. Ihrown In for 800d "",,,,ure.
The .tandard array Iooko lii<c lhls:

16.14. 13, 12. It. and to
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The bcnclit. 01 using the .landard ""ray "",.peed and C<JO.I"cocy. Thl.... 01
IICOteS all""", you to quk:klyctNIe a characler that h.. at le"'t a decenl l<COfe
(aoco", that prod"".. a horlU') in every ability ImJ>Or1ant to the c.... you
wanl 10 play. The dioaodvantagco arc that you don't ha~ Ihe po..lhlilly 01 gen­
e..llng al<COfe 01 17 or hillher... you do with tile customizing IICOteS IIlC'Ihod,
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When yoo're In a hurry or when you want 10 lI""'ant'" a ..Iecllon 01 bonu...
10 you can better creale the character coocepl yoo have In mind. go wllh the
standard array, We n>ed the .Ianda,d array In create alilhe ready~01>lay

ch...acle... ln POYt I.

The customizing scores method
CWltomlzlng your .hllily sco.... Is more complkoted than using the ..andard
...ray. but It lII"'s you a wider mll< or sco.... while provlding comparable
result•. \\'Ith tWs me1hod, you can build. character thars really good In one
«ore at the cost 01 having a",raEl" sco.... In the othe, it",.

To use thl. method......t with the.. sll< scores:

S. 10. 10, 10. roo and 10

Yoo have 22 potnls to spend on improving the.. numbers. The cost to ,at.. a
number Is .hown in Table 13-2.

TablalJ·2 Customizing Ability Scoras- ~ - ~

• • " •
" • "

,
u " •
u , u u

u ,
" u

·._•..,."l ' ..,."_.. _ .....2_........ P~ .......,""'_........,.- _.-
Racial ability adjustments

EvelY ,ace ptOYid ban.s to ."" or two

ability so"'.s 11, lor ...mple, g.....1
O....,ity .nd ••1 Wl.dom. ""ply """' abilit'o'
.djus""o"'. ohe, I"'" detormine ¥Ow '''rae-

to,. "ores ...... one ntt!>e ...1hocII <Iomi",,"
in !he .e-e:"'" "The ,"ndsrd arr.¥ .nd 'T"
c...nmi~"'l,,"'.....1!M>d.•
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Improving ability scores
"I.... ,""ra"... beilin. ploy with • ",roic let aI.tldity.c.,.., ,lTd tt><y get better os yo", ,h,,,,,­
te, '''''0''''0' in Ie...1. When I"l'" <1""",,, ,..,he. 4th ....1, I"'" can .dd ,I to two dill.,.nt.<""'. oll""" <ooeo. ft>r ...mple, ~ your ,oltoeter is. fiolhtef, '100 migh' d<eill< to ,""",... hi.
Strenvth .,,, by l.nd C<>n_ «ore by 1. y,," II"'''' dothis ....in 1t8th _, '4th level Irm
!em, 21th 1. Ind zeth I Ipi,1: ......me or diff. rent ",or..-if. up to 100l. In OlIdi600, l'Ol'f
'""flirter lI.in, • \ to biIity "or..when he or she ,..,he. 11th 1e..I, Ind olloin "llstle...1

KrOll" pllying .light" ,rooted 0..... ,.....ndard ."'y, you nil' 'Ooose to .....n" hi. ability
.,,,,,,...-.
1st _: IS Sir, '4 C<>n, 12 D II 1m. 11 WIS, 10 Chi

Ilm level: 1~ Sir, IJ Con. 1] D 111m, 1. Wi', 11 C"

11., 1....1: 22 SIr, 20 c..., '4 Do>, 13 In!, I~ Wi., 11 Chi

Z8th level: 21 Sir, 22 Con. 14 D... 131m, 1\ Wi', 12 C"

II> '1'0" un ",, "I""' ,h,"",,', ,biIity KorO' imp'''''o dr...lti<oI~.,..,,.. ,""". 01 ... or her
0lIv"""....... ,or,,,,,',

14.13.13.13, 13, 13

15.15.13.12, II, 10

lS.lS.12.11,II,B

17.14.12.11,10,10

18..14.11.1O,IO,B

Assi(Jnin(J AbilitlJ Scores blJ Class
For~y du., cerl"n abilities Ole more lm[>Orlon' 'hon OIh... and provlde
• koy 10. choroctor·, .""""'•. We den"" 'hese Im[>Orton' .blnt." tor eoch
du. In Tille 13-3. For eoch d.... we ,how whore 10 pl.ce the hlghesl !COle
("), lho 'Kond- and ,hlrd-bes, 0<:0"'" (.). ond the rerosJnlnB lleor", (_). The
two dlft....,' recommend.lion. lOT eoch du, .... based 011 lho bnlld. pre­
",nled In ,ho P/ay<r. IlandbooJ<, You don·1 h.ve 10 OlTonge yom seo"," ,hi.
way. bnt 11". ,ho e..I.., w.y '0 c....le an effKtlve charoct...
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TablalJ-J AIIility Scoras bV Class
~ k ~ ~ w w. ~

~hter, gr..'weopon - - - - ::I.. • •
~ghter, g..,dion .. • •
R"'lOi. brown~ • .. •
Rog",trickster • .. •
Wuord, bottle ..
Wuard, contrDI • .. •
CItric...ttl. .. • •
CI«i<, ""'",d • .. •



Chapter 14

Choosing Powers
•••••••••••••••••••••••••••••••••••••••••••••••••
1ft TIIis Cltqtr,
~ Sorting out IYJ>OS 01 POW'"

~ GaIning new powers,,", your chOlacter ~I. up

~ s..l<dln~ light.. powers

~ s..leclln~ rogue power.

~ s..leclln~wtUl'd _ ...

~ Soel<cllng cleric~•

• • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • •

t="",y lJlJNG.of<; &. DIlAGcHs charoct.. I. bulcolJy • coll«lion 01 J'OWffS.
.(;n.., J'OW"rs your <horaclcr tnow. define what he Of .he can do. A .klilod
IIgh.., rnlghl know a deadly combination atlack.• '''''''plng 'hike that
,h,ca'..,. ~cr.1 ....mles .t <>nee. or an u~dlng .tlike tha, knock! down
an enemy. A wizard might know spell. that COIl)U" up an Icy blizzard.•,..'e
...",.klng b.all 01 II",. Of gfOO' 10\1,llIlIlly fOf • short II"",. Each charoc'..
du. has oco~ 01 powe,. >v,lbn... but your ell.,.c'er blow. only. lew 01
thom, d<eldlng which powen .ult yom ehOlac'•• be,t I•• <hall"'lIlog 'est 01
your charac,..-bulldlnll ,kill.

In thl' chopler, we ap'aln how your chroe.., INIno J>OW"rs. We toll you
.bool the varlouo optlo,," n.llabl< to you when you ch....... your ch",acter".
J'OWers. We .100 .how you how your charac'.,'. build Inll".".,.. your .00ec_
tlon 01 powo",

Each character d ... In the Playe'·. IlandbooJt Indud.. lwo basic build., You
can choose any J'OWo" you like. so you don't havo to follow lhe build. _ but
thoy a", d..lgne<! to be e1ledl"", iconic. and easy to use, U.lng a build hell'"
to ....me that you' characler". ability scores. race ..,I«tloo. loot .00«Hon,
and po...,r choices are all worlrlng t<>goth.... We cover build. In Chapler 11.
and In this chapter we reler to them ..tclIOlvely.
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NaoifJatinfJ throufJh Poulers
You can find a lot 01 djjferent lyf>CS 01 JKlWers In the~ &. DI<looN>
game. l1>c", a", power. lor fighter•. power. 10' wi.,,,,... PO""" galned by
bcIonglng tn a pal'llcul", race. PO""" ch",acte" can uac whenever they
want. powers characlers can u.., only once per day. PO""" lhat attack cne­
mlco at ,ange. power. lhal attack ....cmlco close up. powe,. that don'l attack
anybody at an but add to YOU' character'. <lclellOC or heal an ally In.lead , , ,
fct'. Ju.t say lhe", a", a 101 oj po""'"

Fortunately,lhe JKlWe" aren't th,own al you wUfY-<llffy. l1>c game """ powe..
organized In the lollowlng ways:

... 01aradcr duo: l1>c fi"t 0'llanlzlng prtnclple 01 powers Is charaeter
cI.... n )'Ou'", playtng a fighter, you only have 10 worry about tighter
powers, A. YOU' fighter characler gain. levcl>. he leams new fighter
powers. nol deflc or wizard or whalever JKlWe". You need to concen­
trate only on a .....11 pori 01 the Roye". HaOOlx>ol< at a time,

... level: POWef. a", 0'llanlzed Into level•. ranging lrom I 10 29,!U your
ch",acter rt>eo In level. he or .he gal"" acce,," 10 ever ma", Imprcsolve
powers, For eumplc. a I.t_level wlurd can c..la ..,lcctlon 01 l.t_lcvcI
.pen., bul a 9th-lcvcl wizard'. b..1 power I. a 9Ih-level .pen,

You might noIlce that your character'. level correlale. to the level 01
powers he or .he can """"'. when he or .he adVOIlCCll tn experience
level: when a charactef ",ache> 9Ih level. he or .he get. 10 choooc
a 9th-level power, Powers don'l "fln In" all avollable level. beeau.e lhe",
a", level. your charaeter adVOIlCCll 10 lhat don'l give any IICW powef
chole.., For example. the", are no 4th-lcvcl powers anywhere In the
game _ ch",aetef' don'l get to pick any ncw powcr. when lhey ",ach
4th level, l1>cy In"ead galn olher bene/It. 10' achieving 4th level.

... lJAge: Po,..,,, arc a1.0 organized by lhelr u..gc: aI..j}jI~ cocoon"", or
daUy_ This ",Iers to how o!ten a character can employ that pal'tlcular
powcr. For eumple, mogic mi..ik I. an at_wlJI 1.I~evel wizard power,
Any lime your character .pend. a .tandard action. he or .he can fI", 011
a mogic mi..ilc. Encountcr powcr. work once pc' batlle: they lake fI=
mlnul.. 10 recha'll". "" a. long .. your charaetef h.. a .hort b",al; after
a fight. hi. or her encounte, pO""" arc avaUable lor u.., agatn. mUy
powers. on lhe olher hand, wolk once pcr day, Your char.etef mu.1 "",t
lor .."...,ral hou" tn order to recharge a daUy powef he 0' .he ha. uoed,

... Type: Powe.. a", divided Inlo 011OC. and ""lily powers, Mn>1 01 the
powers you ch"",,e .. your ch",aetef advanc.. In level a", atlack
powers. but you a1.0 gain a number 01 utility powe.. over lime. l1>c
clcrtc'. ru", light IPOOltih prayc.-. the "'\I""" rumbk explon. and the
wlz,,,,!'. fly .pen are all good cxarnp'" 01 uUllly po""'" UtUlly powers
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I
."' ... at dlff.,.ent 'e>"'I.lrom att;ock pow..., 00 you'","~ lorcM to
choos< between pkkln8 up 110m< highly noel"' utility~ or your nexl
big attack _t. Uttilly _rs vary In usa!/<: Thq con be .t_wllI.
<1lc«m'... or dally J>O...,....

For mo", Information on how J'OWc" OfC oor1~ and usod In play. chock out
-Powe, TyJN'S and UU/lc: at the beginning 01 ChaJ>l<r 4 In the Pla~T'.-
Powers IJOU don't choose
In !r"nerat. you ~I to d><JOOoO from amoog !leVer.' different PO""" _h t1~

your chor.e'.. galns the .bUlly to pid • pow.... Howeve•. IOmetlmes your
chMocter gal'" pow... that you con',c~ _ Ih.,.'", jU>t automatk: fOf
your cha,ac'er. These Inclooe the foliowlng

... Rae_I po_": Some character rae.. gun' po_n _ for =rople. on oil
ch....e'.. automatically know. the pow,,, ellJel! occum<)'. All oil ch.,..._
.... Call WlO that pow'"

... Cl_ poWflS: Some chvacle,d..... lnclud< po_n, The lou' enmple
I. the clerk ow... which Indude. the IH!aling uxml pow... All deT1a
gain hftJli"f/ IPOId In addition to the PO""" they ..,1«:1 norm"]y.

... PanjlOD JNItb: Your .h.rael....•• I"'r"ll"n I"'th provld...n Ilt~1
enC«lntef po"'.... 12th-level utility p<»Ve1. and • 2OIh-1e",,1 dally p<»Ver.
Th... Ole lockod Inlo your par"ll"" I"'th ..,Io<:tlon: for lIatance. If your
char.ct..-I•••",ordmast... you set the .",<>r<Imaster po"'....t th_
1e",,1•. We look.t the paragon I"'th '""'" In Chaple.. 18 and 22.

... Epk _oy: Your charKI""', epic d..tlny provides. 26th_level utlilly
power. Ag.'n. thl. I. locked Into your choke 01 .pIc deoUny; ",hatevel'
the d..tlny oIf... at th.l Ie""l, you 8"'.

Using powers
To u.. , "'"""' in II.... pi..,. \'DU ...~tel....
OM th.t your ch.r.'ter;. osin; I power. In
,.."bat, "fOIl hive 10 WI' for yom ,h.raeter·.
blmto '..,,0 up II"""",,, oom< __IS <an be
ooed to inl<rrupt In ""........ tum). Whenyou
no .n .neounter power, it·. """"od for ....
ron of th.t onco""I<'. When yo<> 000. "iIy

power........ "Il for tho ..mi. ',y. You can't
refro!" daly powero _ l"'"' ,horaet.. h.. on
"l'portuniryll> ron. U....y, .... moan. _on·
''''llrom tho d""'lo"" Ind ,iroi"'l tho W'g",,"
for • timo whlo \'0" ,harKter rcd"orllo, for
tho n..,d....
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'

''' Magic itCIIUI: Many =gk: Itcms th.t your ch",acler lind. durln8 thc
C<lUBC 01 hi. or her ""-enturlng c>rcc. hive power'. too. Dcpcndln8 on
you. DungCOll Mosie•• you ""'y h.ve lhe .hliity to choose lhe m.t(llc
Item. you. ch..acter wield•. or you mlghl have to "'ttle to. whatever
you. cha.actc. Itnd. In tre..nre ho.m.,

Learning neW poWers
When crutlng' I.l-levci characler. you~ 10 ocicct the IoIIowIniI da.. powers:

'

''' Two l.t~cvcI al_wUl powc.. (For • hum.on ch">etocr, pick Ihree.)

'" One I..~cvcl encounle. power

'" One I..~cvcl dolly power

The power. you IIClcd .re dctCfTtllncd by your da... Uyou. cha••cter II •
rogue. you bcg!n wllh rogue powe..; Uyour ch.,>eter I. a wlurd. you bctfin
with wizard powen: ..,d 00 on. In addlUoo, your characle. ""'y h.ve" .>el.ll
powe. (.uch os el",m accumcy) or addlUon.al power. detennlncd by hI. or
her chl.octer c.... (.uch .. the clcrlc·. 1N!<>1ir>g u.'Old power). Hu"",n cha.ac_
ter. have the .dvant"lle oIbe8!nnlng wtth thrcc I.t-lcvcl .t_wlil powCfl
In.lead 01 only Iwo. (I1>at·. OIIC 01 the hum.., .>el.t bcnelill.)

·m
.~

All )'<lY' ch.,>eter gain. expcrlcnce level•. he or .he g.ln••ddltioool power•.
For example. al 2nd level. your cha.acte. galn. one 2nd-lcvcl utllity power: .1
3rd level. one 3rd-1cvc1 encounle. power: ..,d .1 51h level. one 51h-1cvel dolly
powocr, Your ch",acte. I. gaining other benefit., too, but lhe opportunlly to
choole new powe.. ,. one 01 the II>OOt Intercotlng and u.clul part. 01 galnln8
level.,

You con lind cha.acter .dvanccrnent and power ocqul.ltlon In the table on
page 29 01 the PIaye... 1hmcJOOoJ<. Flog Ihl. paE/< with. hooI:m.,k or .Ucky
nole; you're ~n810 ...., It a 101'

Replacing powers
Eventually. you reach • polnt where In.tead ot golnlng' new powe•. you
replace one 01 )'<lY. ch.,octcr·. old power' with. new OIIC. Fo. example. al
13th level. you. ch.,acle. gain. a new t3lh-lcvel encounter powe•. bul you
mull .100 cbC<l'" one old encounter power 10 dl"'ard. U.ually lhl. I. lhe
charocter'. I.t-level encounter power becau.e Il'. the lowcot~evelencounle.
powe. your cb..acte. knowo. Low~cvcl power• ..-en', "'II""'! os hl8he.-Icvc1
power>. 00 It mnc. ",n,e to rcploce your ch",ade.·. oIdesl poWCfl n..l.
You. 13th-lcvcl cb",acle. would, lherclore, mow encounter power. oj 13th,
I lth (the p>rogon p.th power). 7th.•nd 3rd level (.alter dl ...,dlng the
I"-lcvcl powe.). lor a lotal 01 tour blown encounter power.,
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Dally J>Ow,,,, Ole aI.o~p~ In ,hi. fashion. However. al_wUl powers "eve,
get swapJ"'d oul _the",.", only 1.I_level aI_will pow.... and you """'" g;oln
0<.... 10 new bins 01 .._wtll powers 10 d-.oooe from. Utility powero doo', g<1
"'placo<l. oilher. You Ju.t ....1' adding those each time you hi' • J"""I lOh.,.
you con choose one.

ChoosinfJ FifJhter Polliers
FIghter powers Of" <Ierl~ from the marlloJ J>OW'" ....,ree, which me.". thai
thoy'", the product oIlralnlng. procll"",, "nd p'tte physical sblilly. (See the
.kl<bM OIl 1"'8" >4 01 the Play"'" Har>dboolr 10' mo", on powe, ,our""",)
They'", ••lIod uploia.

The grNl majority 01 nghto, J'OWcrs ore mel....Hocks _ attacks • IIgh..,
mU" agalnot one or more 01'""1fk: <1l<1JlI.. wtthln reach 01 hi. or h.. sword
(or:lX<'. or hommel", Of ootI><' other ""'~weapon),~ 1IgM•• J>OW"rs ore
c....., attacks.C~ altocks an..,! on ""e", for: example. a J'OWc, whose Olea ,.
lI.t... as ·Close bursl I" ,11..,1. """l)1l1log wtthln 1 "'Iua", of y«J1 chOlocler.
If • IIgh.., ,. ,uHoundod by tour goblin•. he Of .he gets to attack ~ach 0Il~

with that J'OW"" How"",r, U)'«I want to attack mon.t~.. slandln8 a 1on8 dlo­
tane. away, yon mu" f.1I bad to yonr basic ranged aHack to shoot a bow 0<

throw a javolln, If. nol as ~H.dl... as using a pow". but 5OmeIlmoo thaI'. 11>0
0Il1y way 10 got tho job <Ior.o.

I'Ighl~rs car. mOl<' aboot whkh w~aiK'no thoy'... usln8 than any oth.. char_
act~r. A numoo 01 nght.. J'OW"rs ha....peclal ""nell.. fo< n.lng parlkular
W,,"pOll'. Tnot moans you .hould d«:ld~which w~apon )'«Ir characl~rus..
mo.1 ""fo", )'«I ""81n choooln8 iK'w.", If)'«l d«:kIo that )'«Ir charact~r

favors :0=. for: exampl<. )'«I can keq> an~ out for POW'" that r~w.rd ax~
u..... such as c,",hi,,!! blow or giant:' 100II•.

To I>ogIn choooln8 your nghtor J'OW"rs. the lI"t thlng)'«l should do I...Ill<
00 yonr fl8hter build:

... GrNt Wnpoo ''lIbt..-: This tYJ>" 01 n8htor pr~f..s off~nse to d.I..,..,
and 110 u"'" a two-ilandod weapon .uch as a 8,~at=. great.word. 0<

maul. Your """ J'OW"rs ar~ on.. thaI deal high damage to 0Il~ large! or
attack muIUpl<largel•.

... G...n1iao Fight~r. Your charact.. prlorltlz.s def"...., and crowd cootrol
ov.. pu'" damage. 110 he 0< sl>o n... a ot>e-hondod weapon such .. a
1on8.word, battle..... warhammer. f1atl. or .pear. as w~1I as a shield.
Powers that .Iow. ImmobiUH.....traln, 0< sUde .".m'" are good for:
keq>ln8 )'«Ir enem... close by)'«l 50 IhO)' can't got 10 YOllr Irlends,

163
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To use the pow.. selection. In Tables 14-1 and 14-2. remember that your
figh..r knows every pow.. lI"ed on the table lor hi. or her character level.
plus the powe.. !I.led lor prevlou. level•. In other worth. the 1151. a", cumu­
lative, If you.'" p!.aylng a 5th-level fight... your charac..r _ every exploU
lI"ed tor level. I lhrough 5. Howe""". at t:hh and 15th level. you replace your
old.. powen wllh your new selectlorIo....howtl 011 lhe table.

Many fighter dally explot" have the .peclal keyword 01 Reliable. which
mean. lhat If you ml.. wllh the anack. you haven·t actually expended lhe
power _11". "Ill .val!.able. ""d you c"" try It agaln In !.ater round. untU you
do hit wllh It.

The Great Weapon FilJhter
Thl. might be the .Impl",t du.ract.. to play In the DuNCE.lfi'l '" lJIl.I<loN<I game.
All you have to do I. move your characler next to the mon.len :md hll them
with the beJlt attack you c:m. Repeat until 110 mo", mOllS.... a", """ding. For
purpose> ot choo.lng powe" In Table 14-L we ...ume that your charocter
wield. a greatne. If you ch"",e a dlll.....,1 weapoo, you might w.nt to
ch""!/,, a couple 01 your pow.. selection•.

Tlb1114-1

'"
.,

Grllt Wilpon Fightlr Build Powerl

~Eqloi ...

Al-will: c~ ",.ping "nb
E""o..,"c spinning....-p
DUy:bMe_.

LIti.Iity: 1>0""'*" ..duronc. (d.oilyj

(N. ""w powe,,)

LIti.Iity: unbaakablo 1.ru:......'1

E""o..,t<c ",d~" SlIike

(N<>""W powe,,)

D.iIy: r!ticut.fbl.rh.

IJtj Iiry in", tho Iroy (.neo..",,)

E""o..,'oe (d"",rminod by p"a\lOO pilot
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hgJrw&,loib_

lhiIity: Id...'m by pmllO" pothl

En,"""'.c ~W>r" 1.. 1"p1.'..>piming_pI

INo new _",,1

Daily: <fro",,", f.ng.(rcplocol "'-_ol

Your .haroct.,', 1.1·......1al_wUJ powe,. .'" d",n.. and rNP;"IJ .I>'iu. Both
allow you to add exira damage bu<d Oil y«Jl SI"'"lI'h modlfl... U.., rwlpi"IJ.rrl*. wh<fl you',. fighting a olngle "".my Of en"",l.. thaI .'" hard to hit:
oven II you mt.. , y«J deal • IIH~ domas<. aM"" ,. (IOOd wh"" )'QU'" lighting
multiple ....m'... es".dally Ift~ ...om'" "",n"t hOld for: you to hit.

Your .haroct.,', ""Colmto, powe.. begln wllh 'f'inni"IJ ''''''''1'. II doe,."! deal
• lot 01 damage. but If you hit. )'QU knock your lar~ prone _ It', always
handy to put your ....my on the llJ'ound. II you"d pr~.. more dam..,.. choose
pa";"/J aim'" lnot~.AI 3rd lewl. your character con learn cTWhi"IJ blow.
Thl. pow.. allows you 10 add your C"",tIlotlon modifier 10 lhe dlmas<)'QU
deal, so If•• 8"al cl>ok:. If you have • high C"",tltu'lon ,cor.. Our ""om­
mendatlon for: your 7th-level encounter J>OWer I. "",Itk.. sm_.. You take.
small penally 011 your .H.ck roll. but you de.1 ae.II..,1 damage wtth thl.
J'OWer, Try 10 uve 11 untU you have combal a<hiontoge tn a nghl. 110 tbal the
attack J><1Wty WOtl't hurt 00 moch,

Your ch..acter'. IlIh level oncount.. pow.. I. d....mlned by the 1"""lIon
l"'th you choose: .ee l"'ge 53 ol the Playe", Handbook lor more Informolion
on l"""8"" poIh•. (lmn vanguard and pit Ughter work well for the G,eat
lI'eopon Fighter build,) Wh.., you goln your 13th level oncounter power. you
reach the ·cop" ol lour ..,count... power>. 00 you have to choose one ol you'
old ..,counter J'OW.... to repb.c.. It'. lime to ocratch olf your I..-level >pill­
nir>g "'""'p power and repl""" It with fPa"''' "",/of. Giani:' "",/of I. like crwh_
i"IJ blow on .teroids: In oddltlon to waling lhe tOf out 01 the enemy you hit.
you ~.. to make a second..y attack agaln,t ony eneml.. adjac..,t to the UfO!
foe you attaded

Your datly power> are brute 'tTi/of (1.1). djzzyi"IJ blow (5th). and Ihic/oft 01
bIa<k, (9Ih). 8""" IIrlke I. ju,t .Imple big d_e agoln,t one target,
Dizzyi"ll biOOJ ~ the ..me. but il aloo Immoblli,.. your large!. Thicket 01
bIa<k, I••lmU... built. ronge I. Close bunt J. 10 your lIghto. con attack
every adjacent enemy. At 15th level. replace brut< ,trilte with the exploit
dropr', fa,,!!, _ It'. ju,l a, good. ond you con make two attach lnotcad
.~.
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~auR you're ml.lng II up In Ju.t aboot every encounl<r. _ re<:<mu""nd
utility pow"" that help you .hok" 011 th" damage your charact"r 1"""Uobly
coll"d•. Sa"" bourKIles. eOOumnce (2J>d) ontll you're In • battle that you
or<'fl'1 .u,e you an wtn: If. a dally powCf. 00 alt.. you u'" It. 11". lI""e until
your char.ctCf Carl ",.t. OJ> th" oIh.,,- harld. onbRalrobk (6th) I. an
cocoont", pow"r. 00 m.oke .ure you UR II during ......,ry ngbt' You might ..
_II use It the n"t tt"", you gel hit. AI 10th level. inro"", troy doc.n'l help
you .voIdd~. 001 If. arl cxllCf1l"ly u.etul "ocoont"r powCf thaI let. you
IIlOVe a .hon dl.tooc" .. a ml""r ac!lOll. U", thl. pow"r 10 IIlOVe up 10 a new
"""my alt", you drop a toe. Keeping mo,"'"" atld "maln. ond.. th" threal ot
your OX" I. what you're .upposed to do'

The Guardian Fighter
Th" GoOldiarl I'Igbler I. the thlnklng p,"y"". flght"r, You, Guardlon I'Igbt"r Is
tough •• nall., armored from head to toe. arld "" mott.,,- what the """"'leo
do. they ju" Carl't ."""" to gel .w.y from your choractCf. Your nghtCf·'
powers 01" good "",lee altacks, 001 mo", Important. they cOlItrol e"""'Y
IIlOVel1l<1lt arld keep you' f""" from getllng to your Ies. p"oI«:tcd alII.,..

G""rdlan Fight... are Iyplcally equipped with a heavy .hleld arld a OJ>C­

hatldcd _apon, For the pulJ'O""l 01 Table f4-2. w" ...ume that your w"apon
01 choice I. the tru.ty 1000gsword.

Tabla 14-2

'"

Guardian Fighta, Build Powers

Ar-wil:.tH< .rio, tid. ofiron
Eocnum.c • .....,;"g onoel
Doily: ,nmoboel mi..

lIIiIiry: 1JOf.....,. foe,.. lono","",,"

Eocnuntoc dltnco of"••1

Doily: "ad lhollhel

lIIiIiry: ""br""hblo 10nooUll",j

!HO__IS)

Doily: lIM! lho book/iold

lIIiIiry: "wort ~...rd Ido""
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".
,~

,~

,~

E",,"""'er: ld.,ermined ..... PO"",," podol

Utility: (d.""min" by P'''IIO" pothl

E",,"""'er: nxxm .'_Irepko,..<~ '''"ll

INonew_"1

15th Ooily: '"'I'i<idIng 1.""1>< I"ploc.. ",,,,,,boc1_<l
·b.......... ;.,.._, _ ..... _ .....

The GuOldion I'Ighler'•••_wlil oIrlk...", 'u'" 1m'" and tid< 01 iTOn Sa",
om•• provld.. 0 hlgt.ac<:uracy. low-<lom"ll'" ,Hock for when you r••lly n<-N:l
to get OIl ..,emy'••"..,llon. THk 01 iFOll has the cool.., PO"'" na.....~.
and It'. at.., extremely o.e1ul. Titk 01 iFOll I." you push b>ck on """")1 and
IIlOV< Into II! 'qua", _. great way 10 8'" your~ out of • doorway. ,1>0"" U
owoy from on oily. or ~k 11 Into a comer,

We MOom"",nd ro<Jf1rins ulroc. for yom 1.1~1 ...count.r pow'" 11 you hit.
on. ol your .lIle. adjacent to ,h. fooo can Immedlately.hlll by 2oquarn. 11'.
I"'r~l lor 8otH"1I0 I...-<I<l..,d<d oily 0111 oj danger. AI 3rt! ~, your char_
act., l.ams do""" 0I./ff1 (lla"" we mentlon..J thaI the Guard"," I'Igh'er h..
lOme grNt POW" nom..?). whlch d""" d"",,"' damage ond ,lows your
....m)l. C""'" and II'" i~ your 7t~l.ncount.rpow". rnlghl be the best
crowd-control~r tn the 8am<' you pull all oneml.. within 3 "'lUM"" adja­
c..,t tn you. and whack each one when he. she, or IllIlOV<S nexl tn you. Yoor
chMacter's Ilt~1 encounter POW"' Is d....mlncd by your !,"ragon palh,
Fnr the 13th_level ..,coont.. ~r, "0'''' 01 bloW< I.. dcaptl""ly good
attack. It docsn'l d..1much dam"8'", hut you can aHack up to th'e< cncm....
sWftln8 each time, Ifs ""ry handy lor movln8 by """"ral "'l""''''' Ihrough a
fu,loos battle to wlnd up cuclly wh..e you wanl to sland, However. If your
chMacter happens to be usln8 a hamm... onail 01 doom Is probably a bett..
choice. EIther way. the 13t~1eocoont.. power repbc.. COOf1rilllJ Mad

For dolly exploit•. begln wllh romebod Il1ike at I.. level. It's not a ""ry
slron8 attack for a dally power, but It lets you u"" a healing surgoc, 'The ability
to tttgger you' own healing surge Is extremely handy for lhose occ..Io",,1
battles when the party's leader Is Incapacitated and can'l heal you. At Sih
level. cmc. ,h. shell Is useful beea."" 1\ helps lhe r""t 01 your parly hll the
creature you're fighting. Use thl. one on a loogh solo mon.... II you get the
chance. SJyjrt ,he ba"kfkklls you' 91h_lcvei dolly esplnlt. and II"s a tactklan·.
dream: no/ only do you make a decent atlack "lIatn.. every foe adjac..,l to
you. you con th.., move each foe I SqUOle. Yoor ISth-lcvei ""plntt repbc..
ro"",bac. ItTi"'" we r<commend uny;eklilllJ alXllonche. It Isn't much 01 an
attack. but It Incre.... you' de/en"" and you' ability 10 ""en control over the
battlelleld _ and lhalls exactly what a Gua,dlan FIghter Is all about.
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Spuk!ng 01 batt leli<kl corllmi. your uttilly power. oller IIlO« opportunities for
moving your 0I11es ou1 01 <W1gemJ' oItuatiorls. At 2nd lev6., 1l"""..".loere Is a
IIlOW actloo that lel. you .lIde one wlltlng oily up to 2 >quaT"" to gel him or her
oot 01 harm'a way and Into a better delellSlble pooilioo.~ (6th level)
Is 10>1 as uoetul for lhe Guardian Aghler .. It I. for lhe ~at Weapon Fighter.
""" It ill every battle. Finally. lor your 10lh-Jev.,j uUllty power. 11)' ""llOOrI yuarri
It'a "",ble onlyon<:e per day. but II'. a minor actloo and It gives you lhe ability
to dl~1yprot«1 all nearby 0I1ies by Incruolng their AC and R.,jIex d<l........

Choos;nf/ ROf/ue Powers
Uke IIghte", rogues have martial powe", 'TheI, poWI''' (abo coiled explolta)
arc act. oj aw"ty. Ir.lnlng. and tflcks they practice and .tudy. wllh 1>0 magic
Involved.

Rogue powe" mix melcc and .hort-<anE/C attach. Many power. aloo Include
oome bullt~n moblllty. ROIl""" can move around Ihe battl<lleld like no OIIe
....,. which lOam II re"'''vely easy to.et up for: their big damage 00001: the
meak aUaclL l1>c Sneak Attack da.. feature grant. rogues bonu. damage
when they aHack with combal advantage. and one 01 the .Implesl ways 10
gain combat advontaE/C I. to IIlOW to a flanking position "lIalosl the target,

Weapon choice loalmool •• Important to rogues as It I. to IIghte... although
In the 'ogue'. case. It'. aboot mcc1lng a requlremenl ralher Ihan choooing
an .dvantage, Many rogue powe" r«jul,e the '08"" 10 wield 'p<clilc
weapon. _ u.ually a cfO..bow or .lIng for ranged altach. or a light b~ for
mcIcc aHoeo. (Ughl blade. Include dagger•.•horl .word•. and rapiers.) No
matter how much you might want 10 lry out a dwarf rogue with a battleaxc.
It'. Ju.t a bad Ide" too many 01 your power. won't worlL Stick with the c",o­
.Ie rogue weapon"

To choooc your rogue exploits. fI"l detennlne which roll"" build you're
aiming lor, Many powe" work well for any kind oj 'ogue, but you want 10
make .ure you don'l pick power. really InlCllde<! for the other build,

... IInwny Itogu.e: Your powers lC1ld to deal lots 01 d.omage. Y«l aren'l plU'tlc_
ularty "",Ive. but you can be hard to oxner .lrnp/y beeau... your PO'""'"
OftCll .lun or ImmobIllzc your 1aTgeIa: lhey can'l c«lnteraltack <lfecllve/y
.fter your lum Is over. For Rogue Toetlc. (_ page I t7 oIlhe Player'.
Har>dboolr). choose brutol IIC<>Iltl<!reI, It Improvex your Sneak Altack
damage. Choooe 'ogue powers thai your Strength n>Xllflet: Improvex.

... Tricksier Rogue: You're more mobile and elu.lve than the Brawny
Rogue. but your f>OWCT" tend to deal leo. damage, Many 01 your powe"
.re enhanced by a good Chart.ma modifier. You .hould choooc artful
dodflCr for your Rogue Tacllc. c1as. leature. which proJcct. you agaln.1
opporlunltyattacks.
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rabies 14--'1 on<! 14-4 ,how r«:ommended J'OWer selectl",," tor your rogue
build. 11>< II". are cumubU"". 10 you know each J>OWcr 1I,led for: your char_
aetcr level ""d the POW'" 01 011 p'-' lev", (unless your charact.. I.
high enough In ~I that you'"" actu.ally ~pbc«llO"'" ol your old J'OWc,
...I«:tlons).

The Brawnlj. Rogue
All rogues like lIleU aHock. but you ""J><"loJly like It II you're playing the
Brawny Rogu<, beau... )'«I' Brutal xOUIId,oI c.... featu", allow. you to
odd your Slr.... gth bonus to .~a.I<attock domag<. Th..oIOfc. many 01\1><
J'OWcrs In tW. build .'" In'cOOed to help you II"' Of ~p combo.\ ><!vantage.
M.k. so", you choo... Acrob;otlc... one 01 your Iraln«! ,11:111. 1>«:'0"'" you
ne«llt lor IIOIIl< oIlhe J'OWcrs In thl. build.
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Tabl.14-3

'"

Brawny Rogue Build Powers
/lop. &pi.... r......
At_: pierc~.rio,~__
E""...,,,. "'''''''''''' __
Doily: ..ry"ti<'
Lltility: wm"" leocOllfll<rl

[""0'"'''. topplc "",r

INo r>tw powell)

Doily: dr:ep.IIt

lItility ilI_""p< 100-wi11

[""0'"'''••!oud oim"
(Nor>twpowell)

Doily: knoclO<ll

LItility: wdow .uidolO1-vW11,.
,~

,~

[11<0..,". Idetermined by P""\IOO pith!

lItility: ld.,ermined by PO"I'DI' p."')

E""...,,,c wtlnloMinQ ....dlrepko, .. """""'"-.
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Th~ Brawny Rogue bq;ln. with the at-wlll J>OW~" p;e1<ityj strlu and riP""<
.rri*~. fWrcityj strlu I. a 8<JOd gen..al-J>U'V""" ....~ aHack becau.., It tar_
get. your .....,my.• R~nex delense. Thar. almool alwaY" .."...,,.1 point. low..
than Armor CIu., ao 11'. a highly ac<:urat~ attack. Ripost< .I>'iu I. "",lui
becau.., lhe cr~atu"')I<InWt with 11 I••trotlgly dlllCourog«t lrom attacking
you on lIonext tum _Illt does. you galn an Immed"" attack agaln" It. U••
p;e1<ityj 'lTiu when the .11""tlon call. lor oU~..... and ripost< .I>'iu when you
wanl to be attack«! I... oIt..,.

Your it..t rc<:omm<nded ....ount~r J>OW" Is In""""", .I>'iu, which I. a
otrolghtlorward d"""'8lng attack, At 3rd levol. you galn a J>OW" called roppl.
OOO?r. You get to add )1<1'" Strength modill.. to your attack with this J>UWCl.
and a .uc~.lul hit de... d"""'8~and knock. the target p'on~. 11>< 7th-levol
J>OW~r ..., like b<>t lor the B,awny Rogu~ I. cloud 01,_I. ft·. a C","" attock
that all"",. a very large are>. 50 you could ...Uy catch th,... or lour ~n~ml..
with a .'ngl~ attack. You, ch..acl~r ....n. th~ ....count.. attack _r lor
your chus.., paragon path at I flh "vel (.... page 53 01 th~ Prayer. Handboolt
for: mo", 011 paragon path.). At 131h IC'V~I. you "'plac. """'''''''' "riu wllh
th~ anoolQJfCityj 0_* po...,r, Thl. J>OW~rdeal. ve'y good damage. Improve>
your opporlunlty attack! agaIn.t Ih~ larget. and p"",..,,. the target lrom
.hlftlng out 0111. current 'quo""

fa.y 'a'J'" I. you' characl~r'. 1.1-lev~1doUy exploit. It'...peclally u..,lul
becau.., II gu..ant.... that th~ largel will contlnu~ to grant combat advantage
to you (al ....I untU It 'LlCcn.lully ..ve.). At 5th "vel, deep cutl. a v~ry

damaglng J>OWCl that target. FOftttude dol....., don'l u.., tt on very btg or
.Irotlg oppon~nt. If you con help It, Yonr 91h-1<ve1 dally ~xplolt I. drodly pooi_
'innityj_ It deal. II... damage and glv" yon the ability to mov~you' oppon~nl
Ju.1 befor:~ attacking untt! th~ ....d oIlhe oncounteT _ agaln. an ~asyway 10
..,t up "",air. attack!. AI 15th IC'V~I. r~plac~ you, easy target .xploil with .Iay­
ityj strilte. Thl. J>OW~rd~al.good damage, bul II the larget I. bloodied. II
d.... eXlTf''''''1y 8<JOd damage. In lacl. It'll oIt.... klll a wound'" ~n~y onl_
right. Mak~ .u,~ you !ave Ihl. on~ lor u.., agaln.t a blood.,., oppon<ntl

Although mony Int....tlng rogue utility _to ..~ avaHab". the Brawny
Rogue Is all about gaining combat advantage. .., tumbl~ (2nd) and q,robk
~ (61h) arc th~ UfOl two rc<:ommcodalion•. Bolh _to lei you .hllt
your pooillon by multlp" "lu,,~,as a move action. which I. ext,omely Wlolul
IOf flanking an oppon..,t or getllng away from .noml.. t'ylng to bu. you In.
Shodow _ (l3Ih) I....., 8<JOd beeau.., II let. you move and hide at lhe
...... tlme,

The Trickster Rogue
Th~ Trlckol~r Rogue I. happy to gain combat advant"ll'" and .....k attack
damage. but h~ Of .he 'pecl"lz.. In making en,,",I~. look bad. Many 01 the
J>OW~fO 1I.led on Table 14-4 a", d"'gn'" to hinder Of .Iow ....~I..: a rogue
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01 thl. build an ott.., mo~or lure an enemy right Inlo II>< I"'th 01 another
character'. attack. Mili lurc you dKJOOe BluU a. or>< 01 your tfaln..J .kllI. U
you'",. Trlcotor Rogue. because ........101 y«JI pow.... ~ul,. It.
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Tahl.l4-4

'"

Trickdllr RoglI8 Build Powers
~&pIDi#bo_

At-wil: dr:~ .lrft,.Jy f/ouri>lt
En<•.,nt'c~ .rnl.
Doily lIicl_

lJtiity: ...."',.fd<co~('"<Ol>Il'"l
EneOl>l'lto. ""mII"';"'h

IND__"1

Doily w.lkirrg "","n<kd

lJtiiity: .Jippcry mind le"""""'.,1

EneOl>l'lto. <lood ofst<eI

Doily knct:lout

lhility: WdOW.rridtI[01-wi11

EneOl>ll"C Id...'m....d by pirog'" plthl

lhility: (determined by ~"i"" ~"')

En<Olln"c _do wilt.lr.p1"•• P"'~-,

Rogue at_will powen = 01 the best In II>< g;om<. and you begin Jot
~I with two ""'y good 00 fkfl./rin Indud... move 012 "'I"'''''' wh..,
you U~ the attaclL which k.. II e..y to get Into J>OSlllon. Sly f10urnh
simply add. your CIw1.ma modilier 10 lh. <lama!/" you de.l with the attack.
10 U', the .Ingle moot domoglng rogue .'_wllI _t, U"'/y IIouTi,h unle..
,h, exlr. mov<mOfl' 01 ikft Ul'iu would g1"" you the ChalKO to move Into a
fboklo8 J>OSllion aIld galn CQIIlbal .dvan'"8'"'
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Your charocter'. I.t_level encounter exploit I. po>frioni"IJ unit<. In addition to
de"lng decenl damage. thl. power let. you .lIde the large! a lew squo"". Try
u.log thl. agoln.t .n opponenl that arlother characler h.. dazed or.~:
the oIfecled cr,,",ure woo't be obl" to !fCt bock Inlo "",lee rarl!fC .00 attock
you bod<- We r«:ommend bait aoo "drch for your chorocter'. 3",1-1"",,1
encounter ""plolt: thl. power let. you .wllch plac... with your largel and
.hllt .everal squa""', which I. e.tlemely "",ful for getting oul lrom behind
enemy line. arid back 10 the ..lety 01 the ,,,.1 ol the party, For 7th level.
choose dood of """I. 11'. the best ",ea atlsck avaHable to a herolc~ler rogue.

Your charocter'. Illh-level eocounter ""plolt I. detCfmloed by your psragoo
roth. lust so It I. for any other dso.. At 13th level. repbce pwiliOlli"IJ 1m'"
with the ...counter explotl tornaoo 1m"'. 11'••Imllar to pwiliOlli"IJ ,m"',
e.cep! you Carl allack at rarl!fC or In mel"",. you can aUock two t..-get. Inst"ad
01 one. .00 you !fCt a f"", 3-sq...." move aft"r msklng th" altacl<.

At 1.1 level. we .uggest Ific. 1m'" for your choractCf" dally ""plolt. You galo
the oblllty 10 olkJe the target each time you hll It. which gives you the oblllty
to ...,1 up your alII",,' atlscb agaln.t thol foe, At Slh level. wal.;~8 wour><kJ
t..-gets your 1<",'. Fortl1l>d" <lei......,. kflOCks him prone on a hit. and .lows
him for lhe duraUon 01 the ...counler, Your 9lh-level datly "xplolt I. arI

e.tlemely good power called ~I>OCJrout: you ,,,oder your large! uncon",lou.
with a .tJCceodul hit. At ISlh level. replace rrl<:~ unit< with bloody polk
Bloody path I. a little hard to u..., becau..., you need to fUn by so many ene­
mies so pos.lble. but each enemy you nm past .wlngo al you and hits hlm...,lf
In.l"ad. ThaI'. worth the u..., ol a dally power'

For utlilly powen. lOOUer 01 <k<:eit (2nd level) allow. you 10 re-<011 a Bluff
check you don'lltk". You can no< Bluff checks 10 gatn combot advanla!fC or
give yoursell a chooce to hid", bolh 01 which Carl be very u...,ful. Sl.'pPery
mind (6th level) I. a u.clul del....lve power lhot helps you boost )'Om 11'111
deleooe once an encountCf. At 10th level. we recommend shadow stride. l1>e
ability 10 move and hkle at th".arne Ume let. a 'ogue cause all ..,,10 oIlrou­
ble both tn and out 01 combsl, and lho... what betng a rogue I. all about.

Choosin9 Wizard Polliers
II'llSrd. rely on arcarle poWCf. known a••peIl.. 'Theoe powers ar" """"",,,Iy
diverse compsl'ed with th" "'edlon. available 10 charoctCf' 01 othCf
d .....,•. Want to playa lire wtlSl'd? To'" a lot 01 fire .pell•. lI'.nt to playa
mind-bending encharlter? Take a Jot 01 .pell. dealing with psychic dama!fC or
that attock th" large1" 'Mil defeo...,. 11'. really up to you.
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II'll.I.rd 01'<11. f>.lllnin two !>uic groupo: hlgh-damage Iow-<:<mlml. or Iow_
dam.a~ hlglH:«ltrol. All wll.l.rd. an deal doc..,' damage and hinder groul'"
01 ",,=1.. with atlNst ootI><' 01 ,hoi••J>ell•. so If. rNlly a maUer oj which
you'd like your w1zvd <horae'.. to favor. In a l"',fKl world. you'd like to
II,,,,,. lew 01'<110 01 NCh group In ord.. to~ ,..dy tor anything the Dungeon
M...., throws ,t )'«I' J"'Ity.

1'1,"" decide which build your wizard charact.. ,. I"""ulng:

... War Wizard: A wizard whose '1"'" rCl"'rtol,e ,. 110...«1 toward dealing
dam. to ...eml... 11>< war w1uro I. the simpler w1lMd to play.
Choose a lot 01 hlgb-<lamallc. Iow-<:OIllrol '1"'11•. Find II>< '1"'11. Ih,t de.oJ
lhe mool damage and pick Il><m.

... Control "hard: A w1urd who cl>ooo.es .pells that c,e." gen..,1 ronfu_
,Ion and frustration for Ihe enemy and d... damas< as ••..,or>dary
ell..:!. Choos< • 101 oIlow-<lamage. hlgh-<:ontrol 01'<110: :my 01'<11. that
corry condition. socII s. , ..t ..ln. ",ow, .tun. or doze ue good <hole...

To use the 'I"'II ..1«liornIln T,bl.. J4-S and 14-6, all you have 10 r=ember
I. Ihat y«Jl w1zan:l know.~y .pell Ill""n OIl the labl.,. he", lor hi. or her
character level, plus all the .pell. IOf all prevlou. level•. In Ofher word•. theII". are cnmubtl",,: II y«J'", playln8 a 5th-level wlzafd. y«Jr c""roct"
knows '''''I)' .pell In looe labl.,. IOf level. I through 5. (How~. al level 13
and 1..".,1 J5 you, new .electlon. acluaJly ",pl""" olde, .pell.,)
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The w1urd's Spellbook class leatu", .,.ans thai y«J actually pick two dally
.pell. whc1J you get the opportunity 10 pick dally .pell•. and you ac~nt"' lwo
utility .pell. when y«J 801 the """",tunlty to pick utility spell•. Uch day.
y«J con decide which oj th_ lwo power. y«J' cha,act" p,el"~.

The War Wizard
The advontage 01 pbylog a Waf W1urd I. thaI .11 y«Jl chafacler'. elJon.
dllectly cOllll1oole to the mon.ler'. deleal. You, cha,.cter'••pell. (_ Table
J4-S) cOll""nl,ate OIl reducing hl1 poln15, ju.t Ilk, the Jlghter'••word ond lhe
rogue'••""ak atJack. Eve,yone 10 lhe l",ty 1. wOfldn8 toward the ...,. 8001.
which Is to ledU"" the mon.ter'. hit points to zero as last as po..lble, Th,
dl..dvont"ll'" 01 playing. War ""zan:l 1. l""t y«J con't delay Of hln<le, mon­
.1en. so you dOIl't mltlgale e""my atJacko as w,lI •• lhe COIltrol ""zard

"-
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Tlb1114-5

'"

WarWillni Build POWlrs
Wi_ ".,1>.c.....
At-will: ",.gie miss_, lC"",h~bum
En<DlJnte,: bumin~ h.od.
D,iIy .cidom>W', ,.minQ sp/Ier<"

Utility.~ ,"",,",·Id.ilyl, rhioId'

I'n<""""!
En<DlJnte,: Mod <p/I<",

INoncwpowersl

D,iIy 1inIn!I', _"II r:/oud'

Utility dim.n""" door~d.ilyl, itrYUibility'
Id.iIy)

EnCDlJnte,: 'l"'c".1 rom

INoncwpowersl

D,iIy i<••"""", IighrninQ.erpMt'

lItiIity: b...·ld..l'l. "'....."".·[d.iIyI

EnCDlJnte,: Ideltrmin.d by ~fOi'On ~"')

lItilily: Id."nnined by p."gon poth)

Encounte,: p<iml.ri< buml"pIo«,1I<Irnitrg
~,

INoncwpowersl

O.i~ Ilion 01 cold', p<iml.6c be....•
l"pIo«'l..~...1doilyl

."'-_...._"" _ ,..._,__ot... _

.,...._,.-,. .., ...
Your wizard begln. with II>< magic mj"iI. at_will pow... If. an accu,ate hoI
weak Ionll-'ang< .tt",ck. For II>< War ""zard. we recommend u:orching""'"
for: your remaining .t_wlll power. I' lelll you ocorch a couple 01 ....emlcs a'
rang<. provldod 'hoy're >landing noXl to eoch olhcr,

Your recommcndod ....coun'... '1"11. are burning hando (l.I), ,/toe. >pM'"
(3rd).•nd.".,.trnl rom (l'h). Bumj"l! handll•• Clooc ottock; you !/"nerally
don'l wanl '0 be In mcft Uyou're. wizard, hut II you find you"oll 'he"
anywoy, II". Imporlonl '0 rcIoln 800d 011.....1... options ,ho' won', g", you
killed. Shod 'pM'" I. a 800d medium-ran!/" ottock pow... 'hat cove.. a wide
arc", .nd InDict. IIghtolng darnog<. If. olwoyo a good k1c. '0 m.1<c .ure you'
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attack. dish out two or th"", dln..."l dam..,. Iyl""'. b<cau>< you don't wanl
to be shul down when your wtzard run. Into monslen , ..I,tanl 10 rl~ (or
what~oIh.. ~'IIYy«Jf atlack spell. ",ty on). Ukewl><.•~mlmm I, •
good 7t~1 choice bee..... It~ you an ."ack that 10'1f"1O your ene­
mies Fortl1ooe der..,.... If you'... fighting monsl.n with very high Rena
dolen>es. If. good to be able to ,trtke.t • dlff.renl del..". wUh your .pello.

Your I"'agoo p.uh <Ielermln<s yo", lllh~~ oncaJIll<r J'OW"r, but.t 13th
level. you lI"t to replace yom ok! l.l_~1 buminB 0000. 'J><U wtlh pmmaoc
bunt, • lrng-range attack that also blind. the .ff<clod CrNtures fOf • short II"",.

~.u>< 01\1>< wizard', Spellbook duo le.ture. you fl<l to J>lck two dally
01"11. each II"", you~h • level wh.... you pick dally .pell,. No oIheT char_
acter d ... get. to do ,hi•. Your wizard Imow. hro '1"'11. but muot prep"'"
OM 01 thorn for y«Jl day 01 odventure. At Jot 1~1. we rKommend p",~ng
acid arrow; It deal. very good acid da....ge that can continue to sur the
1"'1f"1 for ..,..."aJ ",.md•. 11>< 5th-levol dally '1"'1I1i",balil. one 01 the ironic
'1"'11. In the game: If. along.",nll" atlack that alled. a big Olea. dealing mod_
erate daIJ1a8e.~ U 011 b'll'" gn>Uf>lI 0/ weak mon.ten If yon can, At 9th
~f. pref"'" ice <tom>; It """"IS a big a",a and deal. less d.m~, but II has
an e.collenl Immobilize eUed. When yonr chazacler "'aches 151h ~f.
"'place on< 01 yonr 1.1~evel .pell. wtth prUmatic beanu. Pti.matic """"" let.
yon attack all three dolenlleO 0/ you, tOlget. at onco. and It c",ates a varlety
0/ nasty 011«1> lor lhe t-l guys.

Your utility '1"'11. work ju.l like yon' dally '1"'1Is: yon get to pick two each
time your chazacler leam. a ulUlly .pelf. ev<1l lhough yon have 10 choose
which o/lhe f"1' to pzef"'" lor uoe each day. We r<CQOlmend .hield (2nd
~f), di"",n.ion door (6Ih level). and blur (lOth level). You, chOlacler I. a
War WIzard. aller all.•0 you want 10 lavor powe" thai ha"" Immediate uses
In combat. Shield Is a very good dolen.., thaI boos" your wlurd·. Armor
Ct... and Reflex dele",e once per <1lcounler, 0;"",_ door Is on< 0/ SeY_

eral ""ry good 6!),..l.,veI. power., bul we like U besl b<eau.e If. a "get out 0/
jall lree" COld: If yonr character has a big. hungry moo"er right In hi. or her
lace. he or .he can lust teleporl away. Blur I. aloo a line de/en.I"" power lhat
wo," especially wollin battl", where you can han8 back lrom your enemies:
what they con'l ...,. they can't hit.

The Control Wizard
Damage Is gre.t. but given the choice bclw...n a '1"'11 that deal. 3d6 damall"
or another on< thaI deal. 2d6 and Immobilizes your taf)lC1•. yon .hould
choose the one thaI carries the poIent .Ide eff«1. The dllference belw...n
2d6 and 3d61s only an a""rage 01 3.5 point. 0/ damage. bul a mon"er thar•
•1ock In It. "Iua", I. a moo.ter lhal you can get away I,om, that your team­
mates can ,uHound. or _ II _hlng eloe _ thaI you can large1 again nest
round. b<eouoe If. going to be exactly whe'" you lelt 11.
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Tlblll"

'"

~

,~

,~

,~

,~

,~

,~

Conlrlll Willn! Build POWlrs

Wizon s,./I<r-
At-wil: cloud of thl/fl..... rhundr!r\ftU
EncOl>ll"~ icy"no.,
D.iIy Iruzing <loud', r/up'

lIt,ty: <xp<di6ou. rctu"'(d,iIyl, !IhieId'
(.....,.LlIla')

EncOl>ll"~ccl<Jf 'pay

(No r><W powelll

Doily t;,.,b..', web'

LMty l<vitm~d.iIyt imUib.Wry"(d,iIyl

EncOl>ll"~ """"',_

(No r><W powelll

D,iIy ico ''''''''', waf .ft;,.,·

LMty: orcOn< gO,.'(d.iIyl mimx ....g<·ldailyl

EncOl>ll"~ Id""'rmined by ~ra\lOO plthl

lItiIity: ld.,.rmined b~ pora\lOO po"'l

EncOlln"~prjomo6< bm., [«pi, e.. icr _ ....

(No r><W powelll

D,iIy 8j~by" gra>pinQ /!mdt', pri"",o/i<; burnt'
(<<pIooe, 111-1...1d.ilyl

.",..,,_ ...._'__of... _

.,...._,.,..,.. ...
For your I.t_level ai_will power•. we recommend cl<>ud 01 dtJggers and thm>de,
""'''''. Oood 01 daggers ollen good terfOln control b«:.UIIe the ell..:t per.lst.
In the target .quare untll you, next turn _ creatures that t,y to move
through that square take extra d;omage. Use this powe' to block. doorway or
"",row hall .nd kee-p you, enem.,sal • sal. dl.tance. l1umder """" deal.
d;omage to mulUple target••nd pu.hes them away lrom you.

At J.I "",1. we recommend !cy rermin for yom encounler power. II knoc""
.ach c,,"u,e you hit prone and c«.teo • nice pa.lch 01 Ice that c..15 douh.,
to move through. When YOU' wizard knocks enemies prone. I! 'eYe..1y
r<.trlcl. lhel' .ctlons next turn _ U c..1s a move acllon to .land up. so they
can't mo", and atlack with lhel' ,.,...lnln8 action. Choose coIor.proy (3rd
level) for you' next encounter power. If•• Close att.ck .peIl. so you can u...
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It even when yom charade. I. In the middle 01 m<1.." and It attack! Will
dolenoe. AI 7th level, '*" recommend ,,"ute.:. """,h.- U COYe'U wid< Olea and
Innlcl.lI"O'! da....g..

Your Jlth-level encounler J>OWcr I. dclcrmlr.ed by you. !'M0goo I"th:
Spell.torm Mage I, II>< best option lor a Con"ol Wlz.,d. AI 13th I_I. you get
to "'place your J..~I onrountcr 'I"'II wUh • 13th_level one. W. like pri>-
roolo<: bunt here beesn,. If, onolher attack 'golnst Will dol and 11 blinds
ofloct<d erN.lures. Mons.... an', ...Uy hit what th<y con', '

For your ch.ract...•• dolly I"'~" bogln wUh ,luI' (lolleveJ) and then
choose fineOOli (>th) and !co"""" (9th). At l>th level. ••ploce .lffp with
BiBtJy's grwpilllJ 0000. (15th). Sleep I•• very powerful ht~eveI 'I"'II that can
toke """,ral <1lcmies out 01 the light In on< ,hoi,~ If It doesn't do any
damage.l an. fi",ooll may o<em like an odd cbolce 1o, • Control II'lurd. but
you do n...d IIOItl< PO""" that apply dama~. downronge _ your <haroc!•• I•
• con,roIler. nol a ~1ft.1. kc stoml combl"". good d......!/< ,nd the ability to
ImmoblU... multiple cnem.,., whkh I. the controller'. dream.

Your utility '1"'11 choices are much like the War Wlurd'., Unlike moot OIher
d ...e., • w\.<.,.d'. utility POW'" have little 10 do with hi. or her ,ole: they're
Ju.t weird, u.eluJ magical thln!r' the wlurd can do, W. ,ecommend m;,,!<1
(2nd), ",.'i/O'c (6Ih), and arcane II"'" (lOth), TfU" U', you'll lind plenty 01
waY' to Ulle them'

ChoosinfJ Cleric Polliers
Clerk powe".re called prayer•. Clerlcochonnel pol...,t ....~lcal pray''',
u.'n~ the divine power oou,cc to c,e.te overtly .ul"'maluraJ ell.<:Io: they're
armed wllh lhe power 01 mythic <leille., altef .11. Cleric prayer. oUer a mi. 01
mel... and ranged .ttaco, bnt they 'pe<:laJl'" In powers thal protect, he.1.
and .trength"" their comrade!,

Belore you pick ont your cleric PO""", you need to deckle 0<1 you' derlc
build, It'. Impo,tant 10 pay .tt""tlon to you' ability .cores for Ihl. _ cleric.
h.ve hoIh Strength_booed pow... and 'Modom--bolled power., .0 make .ure
thal you ch""", the build that correopood. with your!>eot .billty !Core.

... II.oUIe a.rk Thl. cleric lavors p"'yeno de.I!IJled for: Ulle In melee and
wield. hi. or her power. I,om the frollt line, Look lor powers that are
mel....ttaco, Close .ttack., or rely on St,ength,

... Oe>'oted Cleric: Th. Devoted Cleric .upport! hi. or her com,ade. lfOm
the o<cond rank. .t.ytn~ out 01 melee and ,elytn~ 0<1 ,anged pfOyeno,
The beot pow." tor thl. build .,.. rao~ed .ttack! 0' Ofea .ttack! aod Ofe
booed 0<1 W1adom attaco.
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Clerics and healing prayers
T" cI.,sic job of the cl«i. ""... DII.D glme is
....q, .od in prmoUleditiool, ploy.,. with
<Ie,,, ch.rK'''' hod", moke J<J," rh<ylooded
up an ""~"II Ipeill. In 4'" Edman, you dan',
h.... '" doth., Inyrr>IlfO - ""' g.me jollg""
Cle,,,,""' hcUng word cll .. le"",",'" I"'"'
cleric il 'lIlOmoti,,1Iy Irmcd with .... "'.. of
the ,I••~rrg word power per oocounte,. U....g
rhiI p<>WCf il only • minOf l<tioo fDf yDIJ, .. you
nn _.od UI< I"'"'Illrod.rd .<tiooto mob

'" ••"k or .<tioot< 10m< othe, p<>WCf in ,..
...... roond.

AI'""ugh ,I••~"; word pnwidel your e'er"
cilorscte, with.n <If..... bl"~nc ""~"II
Ibilify, m.ny 0Ith< d"ric powell pnwide ext"
....Iin;.Il'."p ttl yDIJ ttl de.ide howmlnymoro
hukng _" you won! ,''',, th< bl"~nc
IffDfded by yo", cllIl fUlllr<~ ... think it'. I
good ide.to hlV"" Ie,""", OflWU """,,"''"
,.. minimum mondllcd by lit< c,.".

Take a look .. Tobl.. f4-7 .nd 14-8ln th" following ."dlon•. If J'C"I want to
o.. these recommendation•. limply choo.. the prayer. ~Iven for each char_
act.. level. Your characler know. oil the POW"" for 011 P~OUI levels.

The Battle Cler;c
To ....p It .Impl<. we'", "«flng th" Battle Cleric toword hitting bod guys In
mel.., and healln~ 0111.., Th" c1"rIc prayer. on T.hl" 14-7 cIon't oIf.. much
.hllity 10 "d..lgn.t"largdl" for the p"rty Of deal wtth ""...1<0 at ,ang<. but
they let J'C"I hit the rn<>n>l<.. hard ond pour 011 the heollng IOf J'C"Ir Irlend•. If
J'C"I wonl to play an easy cleric. tw, I. the way to ~o.

Tehlel4-1

'"

Battle Cleric Build Powers
a.ric ",.,.,._

Al_ right brond, prie.... 1/MId
En<DIJntec o1hiul1iPund"
D,ily ...rrgjn; 11II_

lItilily: c"", IivIPt """"'" lenc""",,,,1

(Nonewpowelll

D,iIy <.noocr."d ~round

lItilily: c"", n""" ......... ld.iIyl
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...
,~

CI«i<".,.,. """_

Encounter: nr_rM" "'" f.ithful

INonew_o..1

Ooily: ditOM_r

UIiIity: rru....".. IighI. .",...<1. Ie ,iIyI

Encounter: {d.,ermined b~ po"1'lI' pOlIo!

~ (d.""".,.. by p"rogOll path)

Encounter:~ SI1i/;.lreplac.. wr.dlfuI"<Nld<~

INonew_.,,1

Ooily: holy .".,llreploool wonging_1

The Battl< Clerlc"s at_wlll po_' ••l«:tlons a", ri[j/l1eO<JS brrmd oed prinl'
>hi</d. Rig/U""". brand I. an ""....r.dln8 offen.l"" power, not because It Ie..
you hit the IJlOIUIt., .11 ,h.t "vd, but b«::UJl•• It confers 0~ ol!!"lflcon'
an"ck bonus to on ally 01 your cl>ok:e against the 100 you attoclL II your J>Mty
I. h.>'lng a hard tI.... hltttng • mono'.., rlg/!'''''on brand cao help to tum II><
llde.

For y«Jf chor""I<'" hl_l<veI oncount.. J'OW"r. we sugges' wrnlhlul 'hur><k,_
If. on attack thaI daz.. th< target, As you advance In ~1. odd the encOlloter
prayers command (3rd) and -"IJ'her! ,I!<! fa;'1rfuI (7th). C<>7Jm<iOO ls an .ffe<:_
U"" and accur.le r.nged allack. Willi" you don'l u.. many rong«! aHacks, 11'.
good to ha"". couple In your pock.. for: wh<n you n....J one. Slre1J8lhen ,IN!
fa;'1rfuI a.o potonUolly heal up mulllJ>l< choract... at one.. Yoor 11th level
on<:<>Ynt.. J>OW"' dq>end. on y«J' l'Mogon path. but at 13th I_I. "'p~
y«Jr old wrolhful ,h~r><kr J'OW"r wllh irupirlng_. II doesD'l~ mLlCh
d""'"ll". bul the healtng tht. POW" offers doeon'l cool a ~Ing .urge _ and
con>ervlng ~Ing .urges con be ""ry Imporlonl tn long ad"""lure.,

For your 1.I_level dally pow". we r«:<>mm....d 0llClf/Iing /lame, I,.. a solid
attack J'OW"r Ihat dlOC«lrages Ihe target I,om attacklng on It. lurn.
Con"",,,,1ed ground I. an e=1I...., 5th-l_1 dally prayer. II doesn't mske use
01 on atlack roll: It .Imply establishes an a",a around Jl<'ur ch",acter whe",
enemies take d"""'ll" and y«Jr alltes regain hit polnl. e""ry lurn. Use U al
Ihe beglnnlng 01 a """Ie to lid the moot 001 oil\! .lIed•. Yoor besl !lIh_level
prayer I. di";",, """"" a polent, do.e-ronge,~Uedattad, At 15th level.
"'place o'."'ging flo"'" wllh Itoiy spa"",
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('un, 1ig/rJ wounds I. prob.ably tl>< .'mplest 2n~1 utility powe•. ofl,,'ng
anotl><. way to p.atch up hl1 polnt d~e. At 6th and 100h 1<>",1. delaull to
ru", ",now ""'tllm ...d ma... co", light wound<. You'", 001 going 10 run oul ot
l><"lngoomph In thl. oolld_weguOI...t..,U.

The De~oted Cleric
Comp.al'ed with 11>< IlotUe Clefie. the Devoted Clefic build Include. m...y
mo'" POW'" that wo.k at ....11". 00 your chOIacte. con .1and back out 01 the
fray. The Devoted Clefie he", Juot .. well .. tl>< Battle Cleflc and ....0 h..
mo'" "largel OOlg""1I00" POW'" _lbot I•. powe" thaI provide you. allies
with bonuses to attack tl>< enemies you'", affecting. Pari 01 the leade. role 1.
helping 11>< 011><. playe.. decide which bad guys thel. characlen .hould be
attacking'

Tablll4-1

'"

~

,~,.

DIV1Itlld Cllric Build POWIR

cs.ric""rus_
At-wil: Ian<. of f.ith. ..c",d fl."",
EncOlln"~h..IinlI"'.,
D.iIy: 1><.",,, cflPop<

1ItiIi~: mio/d of failhld......)

Encoun"~ d'Im.~ light

INo r><W powers)

D.iIy: >pifitJJ.I_aport

1It~~: b••Don cfh..1rh Id.i~

Encoun"~ .eating IigItt

INo r><W powers)

D.iIy: l1li ...-;;;.

oo;~: c"'" ligItt__ ldoilyl

EncOllll"~ Idoterminod by ~ral/OO ~Iml

1It,~: ldetermined by paral/OO path)

EncOllll"~ m.mIto t>f~I ..placCl 1ro.1iIJlI_<l
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cs.ric "'OrolS_
INa r><W powelll

D,iIy: ..01 of ...rding(repl.oo•••acM .''''''ri
The ouggest..t at_wiD pr.)"'" for the~..J Cleric ar.lan<. of foUl! and
oacrro I!am<l. BoIh ve ra~ powe", If you lind your..,1f tn mel""" yom .t_
will 'powe,"1s .lmJ>ly a wi. meIeo attack w11h y«Jf lIIKo.~ of faim Is •
good target-d..Ign>.lioo power b<c• ..., It llJ';rnto on< ally. bonus to attack 1M
ta'll"l you WI. Sacred flam<! I. sooth.. ranged .Hack. 00111>10 on< I. an ="'­
lent h.a1lng J'OW"T. II'h<n you u"" U. you can oith.r gIant tempo'ary hit points
to an ally or grant an ally the opportunity to !1LIke ...vl01I throw. Temporary
hit points aren't hullnll. bul they help to mitigate the da....E/< .ull.~ by II><
ally you're p""octlng the next tl"", he Of .he gets hit by an atlack,

For y«Jl J.l~ ...count.. »fayer. ,.., =ommend IH!aUrrs WiU. If•• "",I"",
attack. but you need a coup" 01 t~, At lrd level. toke daunJi"IJ lighI. If••
good fanged attack and ,I.., Ill""" your .II~ <omboal odvonlaE/< agaln,t lh.
">gel. "" If. """ther good 10000t-<ieslgnatOf prayer. At 7th level. s=rir>g ligh'
d.... damaEl" and blind. ,h. lorget. Your J3th~"",,1 on<:<J<Inl<' prayer rq>iaceo
healilyj uri"''' ,.., =ommend mann., ofglory. nu. I•• ~al C.......Hack th.t
coven. big are.. deal. a 101 01 damage to e""",'". and .1.., t'lggers a healing
.u'1l" for any 01 your .111.. who hopf>Clll0 he In the .,.ea oj the ell«:1.

The DcvOl«l Cleric. Jot~"",,1 dally p...)"'r I. t-xon of., • C...... POW"
that _ilin••1I .....mico .round you while healing your alii...nd boosting
your healing .bllity for the,..101 the encounter. Al 5th lew!. ch~ lfJiriwal
wrofJO" for. d"""nl ranged att.ck that gl..... your a111.. cambol .dvantagoc
agalnot the1argel Jor .. long .. you keep the power going. fJa"", .ail«! I••
Ii"" area attack at 9lh 1<>'<'1. It docon't provide any healing or help oul your
a111e., 001 .ometlm.. you lust n.,..] to tout the bad guys, When you reach
J5th level. replace bro<oo of hope wllh MOl of warding. Thl. deal. very high
damage for a cleric power and add. a lillie bit 01 te"atn cOlltrol, too,

For YOU' utility power', we recom"",nd 1I!ic/doffufth (2nd), bo.1ia> ofheal'h
(61h). and _ "'"" light lOOfloo. (fOth), 'The Devot«l Cleric can aflord to .klp
divi"" aid becau'" lh,,!JOCWd Ramc al_wUl power Ie" you gnnl ..vtng thlOWll
when you oe«l to, 'The Devoted CIe~c prefers ba.<lioo of heallh to cu,", "''''''''
IOOIlfIdo bee.u", bo"ion ofhealth ill • minor octlon, and II h... very 8O<Jd
r.nflC' It might 001 provide .. much heaJlng, oot 11'. extremely "a.y 10 use.
Mau~ IoghilOOfloo. provtdeo you wllh lhe ability to lum around a loolng
battle In • hurry becau'" you can heal the whole porty with 0IlC pra)"'r,
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If you cOOoo.< to playa l><"'lng-heavy cleric. you may find that you have lew
dlocrcllooary aclloo. In the co",.., oj tl>< game. Many oI)'OU' turn. wlJl be
.LlCked up in lending to Inju"'" characl..., Other pbY"lO wUJ 011.., lak.11 lor
lP":ullod thaI you'... wllIlng to gl"" np your lnm In order 10 mp th.lr charac_
t... In tho fight. UthaI donn't sound like lun to you. avoid u.ln8 your nlUlly
power scl<cllo,," tor healing P"'Y"" that cost you otandard actio,,".
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Powers for other classes

183

0.. 01 .... bigi'" in..,..tion. in O",,"EOHS I\.
lIRAooIG "" Edf60n I,me is mal "",,,,ohm,-
te, is ••~.d<....r so to .... ''- The pol'din,
'''''lor, w,rIoek,.nd warlord ;oin _" uoing
th. lome mo"', ."".n' ...... table thot the
four <...... we oi"." in ,hi, chapter .,•.
H.,e If. olew quick tip. on ,iM>o..... powers
w!>en I""' erol1< '0"'01". of 0.. of ......
_cl......

... ,.I.di., Ri~h""", MTli.. is on OIl,"",,",
3<d-1em ,ncoolller preyer tho, d....~
d.m......nd prwide. "mpora", hit point.
tD l""'.rId.1 your .llie.. The only ,row­
bod i. tIIot it', • Chorism. ,naek, w11ieh
prob. bIy I hind 1""" Wisdom attIeb.
Benign tr po.iOo" 17th 1...1) i. on
,ncounte, proyor ,.., Ie" yO" switchpi,,,, wiIl1 In ooclo"'lored oly end mob 0
'lood .nod lioin" "ny loe yO"'.. ..,..

-""
... R_ You< ,hoi.. of "n ' POW'"

depend. on wh<I!>er you de' to1l" wiIl1
,.. ore,",,,, Jty\e Of ....-we.pon fighting

>ty\e. f<lrturllt.~. mony ""1l" POW""
wort in both mol.. end "' ""'le, 'honginoj
f""" Str......, on"" to O''''''''Y .n,oI.•
.<cDfOingly. R"'ie,..b.o eel in ,..,liv.
powe" mit yO" ,on IS ..,,,"pt
,etion.; fo' ...mple. It 3r< ....1. the

.""o....or .""Ioit rJiMJplNe 1IT•• lets yoo
immeduIl'1y _ck In ,nem1 who'. taking
o owing It yoo Of on. ol yoor ,I... Kyoo
hit. yoo de,l domoge ,rid 0 bill _ek
pone.... on tt>o Ittacl.in'l or..Mo_

... Worlock: W,rlock. ore It'ikers, lik.
IIr>gOl' ,rid ""l""'. but mo.... oItheir d,iIy
...... 01.0 inlIi<t IUtmanlial ,ontroI oIIeCll
For e..mpl•• ,.. Sth-Ien' d,iIy- .pel
hunger of Hod., .. , .mol-"oo-eIf«t
_ek 'Olt cr.lt.. , lone ol domogir>g
darkne,,_ Any,..""" ,n the ,one - 0'
thlt mO\lO. ;"'0 '0. ,one 10", - 10k..
dam,g._ Thilo-'tt>o WlrIock to d..... In

or.. to .n.mi.. who cIon't wont to tak.
d,moi'_

... Worlo"': W,rIo,,1I he.. few P"W''' thot
work wei It ro"'le. They'", oil mel.oleod­
'". '..11_ Howe..,...m. ol the molt
,coni, worl",d powe" Ie, the worlord
gil'" In oily m. opponunity '0 0""1.
Powell lOCh O.~ ond orM/IIIt-1evei
.n,oonl" poworl 0' ,.rpri.. o/todllto­
....1toc oonler """""'l cion', oIIow the WI'­
lord to do m"ch dom,g,. but tho obi"" to
,"""so ,n ,lIyto 11.. , .wing ott.. to,gll
o. well m.on. mil ,ho.. powell 0""011
pro.ide ."' ...... oIfenWo leoderohip
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Chapter 15

Selecting Feats
•••••••••••••••••••••••••••••••••••••••••••••••••
1ft TIIis Cltqtr,
~ Adding up y«Jl ~al <hole..

~ Understanding ~al requirement.

~ Golling a hand~ on leat typ<s

~ Taking a shortcut: choosing INt. lor y<>Ul chMac,...•• build

•••••••••••••••••••••••••••••••••••••••••••••••••

£:very character has hi. Of h.. own unlq~." 01 advonlall", ""nlng. or
special tricks. Even two charae'... who oIherwl.., would 'PI'"'" 10 .,.

very similar _ ..y. two dWa1""s who Ole both 5th-level tlghters _ might
choose dlff."",! POW"", ""qui.., dIU.....,l magic Items, 'nd .peel"l1", In dil_
f"rent wNj>Ofl'. Fro.. • '" on< oIlb. ways you can customl'" your <""roct..
and dlff....,U..e him or her ffOm .tmll.. <hOIact..... Fe.o.ls Ole '1""',,1 acinI\­
t~ that rq><....,nl your character's 0W1l unique Ir>lolng and combo! .lyIe.

FIghter <"".oct... an d><JOOe feal. lhat rflVard them tor ....slerlng 'J>OClfk:
""sJ>OIl' such •• light blade•. ORO, or homm.... WlzOl'd <harocl... con goln
~.l. that make them esp~d.lly8<JOd .1 ca.ltn~ ""rtaln types 01 spells or
u.lng ""rtaln type. 01 wlurdly Implem<nt•. Clerlcs.nd paladins can Ie.m
",.15 lhat g1v~ them now w'Y' to US~ thelr Chan",,1 [)jvlnlty c.... f~.tu~.
And all chaIact~rs can choo~1.... thal gIv< them lr.lnln~ In ""w .l<1l1s.
m.k~ them especially obR,vanl or quick to "'act. or ~r.nl proflcl<r>cy In
armor or weapons lhoy wouldn·t normally bo .ble to u~,

In this chapl~r, _1~1I you how your charact., galns ",.15 and how you can
u~ t••t seleclions to cuslomlz~your characl~rwith special edge> and
hldd<n st",nglh•. W~ al", provld. you with recommond.tloos 00 how you
should .pend your feals for lho ba.1c builds ot th~ tighter. "'II"". wlurd. and
d~ltcdulleS. r.al. can bo 'W••t w.y to flnNu"" your charact~r bulkt. .nd
we h.lp you do It It~ht.
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What's a Feat?
Foots Ole 'J><CIfk: boou..,. Of um"...1advoolage.lhat eu.loml,e Jl<'U1 eh01_
acter·. c0l"bllilles ond pertormatlCe. They raoge 110m rebtl"'ly .Imple I••t.
like Dur.ble (which gl>..,. your ch...acter more healing .urges pe' day) to
'pedacul., comb.al option••uch .. Ughtnlng Arc (which allow. JI<'U to con­
vert 0 crltlc.1 hit JI<'U score wtth • lightolng poweT 1010. hit olgalnst anoIh••
t01get allogethe.). MO>l leats .tmply grant JI<'U' ehaTacter ••t.tlc. -alw.ys­
on" """eUl Of .djustment th.1 JI<'U don't h.ve to track du.lng pl.y.

Ov•• the cou.se 01 you. cha.acter'. COlee•. JI<'U eventu.lly build up. colle<:_
tlon 01 le.t•. Takeo togethe•• your cho.act•••• Ie.'. lonn ••ulte Of Ilb.-••y ol
.pecial edges. uselul talents, .od combat ,.lcks th.t m.ke him Of he. dlli••_
ent from any OIher ch01acle. 01 the ..me d od level, The hlghe. your
eh...acter·. level, lhe more I••ts h. Of .he bIo od the more I••ts I<nown.
the mote u0ktu.e and pow.rlul Jl<'Ur chaTacte. become.,

You can 1I0d lhe dellottl'" wOld on I••ts In Cb'pte. 6 01 the Plnye",
Hondbooll. Feat. Ole organized Into heroic tier, p"'agon tier, .nd epic tlef.
You. ch...acter mu.' be .t le..1 11th level to choose p"ragon feats ood .t
least 21st level to choose epic leats,

Sample feats
H.,••re three quic' .",mpl.. 01."",. fn..
\'011 "0 flnd in tIHr I'l.~ .. HsmJbook. ('1",,'11
""ed to visit tIHr I'ls"",. H.ndbool to find tIHr
dofini600s of tIHr feats wo mention """"ghoul
this book, .. w.l .. to ... tIHr .ntire r""l' of
feats ",uble to ch"'<te"J

............ laiIiali..

l'Terequisiu: Non•.

B",o~" You get. +l bo.. , on Inili...,.
ehe,',

... P_A""cIr

p,.,roquisiu: StreIIIIltI IS-

Bonelil: When ...king. moles Itt"k, \'011
, .. ts" • -1 pon.~to tIHr .ttlc' roL II the
IttI" hit" 'fOIl g.in • ,2 bonu, to the
d....~. roIl<If. ,] II""", to tIHr d g.
rol with. two--!Ianded we."""l. This .....

d.m.ge [lI<r by levet At lith leve(
l'Ou glin. +l bo to your d,m,ge fOl
I.. 4 willi I lWO-kFoded welpon~ It 1111
Ieve( you g.in. 4 boou..o your d....g.
roll...9..nh 'lWO-k,nded weapon).

... 5.pris.loKk_ {1Io<j ]

p"".qui.i'.... S" 15, Rooj ci.l..

BeMlit II you so ... I critical kit while you
h... com," alhI.ntagl, yo" kno,' tIHr
target prone.

Most f.1tS "" g",.,aI f..ts th" "'y ch..·
"tor '"0 toke, bu1 .ome - 1.0 Surpriu
KIIOC';own - Ire ...tri<ted to ck"'<ten of
,"",in el, .... or ""•. Y"" ...... ootice th.t
Power A!tsck Ind Surpri•• Knockdown liso
nl...n 11Iiit!' r"luirom.ot V"". ck"''''r
mull"'"", S".nll!h score of IS 0. lIener in
orderto ,1100...;mer oIt1Hr.. f.....
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The Basics of ACl(uirin(J Feats
HMe", the ba.d tI<'WS .bout IN'o; l1>ey',e great. but your charact.. Jearn.
'hom slowly. Charoc!c," gel one ~.'.t I.t ~1. plus one t••t tor~ry even­
numbe~ l<veIlhooy reach (whkh ~I""" characters a tolal 01 two Ie... at 2nd
1e>"'1. thre< ~....14th I_I. 10<lf fe..... 6th level. and .., on).

The two key "<"",lofts to this rul< Ole that

'

' '' Human, begin wtth one bonusl.a! al 101 level as. racial advantage.

... So.... classes oil.. bon.. f&15 as d ... lealu,... For .xample. dencs
and wlzard. g;oln the Rltu.al C..ler IN! as • bonus leat _ thoy don', have
to .p<nd OIly 01 their feat """,,,Iofts OIl Ritual C..,...

A. much .. you might Iiko to pick H.."Y Blade Mastery for y«Jl charaele,',
lin' leal choice. you cao'l do It. Moo! leato Ii."" one or ""'"' ~ul",m..,..
thal y«Jl charaeler must mffi b<lo,e you an odd them to lils or her ."""ol.
For example. y«J' charaeler mo" Ii,,,,,. Strength 1<0'" 01 15 or belter to
toke the Power Altack leo\. The best fe... ~ul'" thaI your eli.ract.. firs'
",och I"r.goo 0< "Pic level. .nd then you hove to mccl ehollenglng .blilty
requirement•. In the c."" 01 H••vy Blade Ma.tery. Jl<"I' eh.,.acler must h.ve
• St,ength oco... 01 21 or bel ..r.• De.t.~lyoco... 01 17 or belt.... and be .t
lout 21 .. 1.".,1. Wow'

The good new. tor beglnnlng eh..ac.... I. th.t many t• .,. h.ve requl,""
men" th.t .,. Ily mel by CVCII • l.t_1evcI choroct.. (or 110 requirements .t
all). 00 you' p,..ty much guar.nl"'" oIlIrKllng something your character
can u"" ~ghl from d.y ono.

Two tricky requl'emen...... race .nd cl.... II your ch et... I.n·t • d...vt, he
0< .he can't pick d.....f t••t•. Th.r. p...Uy .".lghUo< .,.d. S1mlbrly, Jl<"I
can't pick. rogue ~.. If your eh.ract.. I.n't • rogue. (You can't gel .rolmd
the 'equlrement. tor racial t bot you can tm • mulltd... t••t 10 galn
acc... 10 another cb.... fe s... Chapter 22 for more Info<m.tlon .bout
multleb..lng you, ch.,.acter,)

Plannin(J Your Feat Choices
r ••t. c.n be pretty daunting bee.us. the... .,.. 00 many to choooc from. So.
what .... do here I. provide you wUh • ,ecommended IIC1 01 ~at .electlon. tor
the two bulc botld. In each eharact.. d ..., If•• good Idea 10 have. plan
for ...hich t.at. your choract... will .elect ovcr the nex! few l""eI. 00 that you
can mak••u... Jl<"I get lhe ~al. Jl<"I ...ant .. quickly as pos.lblc.

187
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If you'~ 1101 .u~ which l.at..... Ih. bool chole. lor your char""ler. you an
u.. lhese I.at p"cI<agcs as a!>uk plan lor making a oound (If 1101 p"rtkuf.,fy
c~.l1"")oct 01 I.at choic.. lor your ch.,,,,,ler a. h. or.he rl... In IcvcI and
galno mo~ f.at chole...

Try the foIlowtng proc.., wh.o evafootlng your f"al chole..,

L a- yourclul~r'.d ctf you luI"",,'t afr,cllolly)..od lhen
decide whicb buUd you ot your cblllact.r 10 follow wilbio 1h.a1-A .kllfful Guardian Aghl.r. for ....mpl., nec," to I."", dm.rcnt I....
ffOm. mUlICfe-bound. :o=-wt.ldlng G~.t W.apon Fight... CVC1I lhough
they'~ both fight....

Z. Coooufllhc fealr«<>tDlII.ndaIiooo fur your c.....ct •• cia. aOO
d ••_n buUd (for d..mpliooo of how Ib.... w<>rl in buifd, ....
lhe occIiOlUl Ibal foflow), or dcoign your owo Ieat plan.

Afl.. you·v. pbycd Ih. game for: a while .nd you'"" made up a few char_
ocl.... experlmenl wllh building f••t pf..... thai exploU f••t chole.. onr
rccommcndatkm. her. don'l make u.. or.

3. Mak. any .xt", Ieat ocfection. you lui,.., rominj" 10 you, A1ch .. 1hc
00000 Ieat 1h.a1 buman <haract.... get at loll.""•.

•. Reeord your feal oclection. on your <luIradcr obeet.

Th.I.at tc<ommendatlon. prcoentcd In Ihl' chapl.r don'l ""count for a
human charocl.,·, bon"" f••t. In mool c..... you c.... u.. Ih. bon"" f"allo
climb your way np lhe Ii" ev.n luter. but walch out for: f.... wtlh fev.f
rc<jul~mcnl•. For ....mpl., If you'," followtng the Goordbn FIght.. build tc<_
ommendallon' on Table I5-L you .Imply an'l buy Ih. Meltf. f.al bcfo~
your character r.""hes 11th level. bc<auoc Metlle I.. p;oragon I.at, Try u'ln~

your charact..', human bonus f"at to pick up AIOftn..., Durable. Human
PerllCVCrUlCC. or Skill Tralnln~. (Th. P..ceptlon .kill I. a very 800d choice.)
Th... f.....r. good for any human characl.r,

Choosing fighter feats
For the purpose 01 choooing f"a15, wc'~ going to make you decide whether
you wanl your Ughl.r charact.r to be a Gr.at W.apon Aght.r or Guardbn
Aghl.r, (Sec o..pt.. fI for a dcscl1pllon ot th... build•.)
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Tabl.1S.1 Fightlr Feal Recommendalions
lneI ,,",~1iJ1rtw GuMIio.~

We.pan ft>cu, 10l>Il""'"

189

,
,
•
•
"

"
"

lOL>\lhn...

Annor Prolic;""<'1 IPI...I

AI.""""
(raci,If..t1

Power lUtI.l

M~.

o....lItir>g Critic.1

Blood Thirll

We.pan f<>cu,

"""'" Prolicieo<'l IPI".I

(rociaU..t]

B1.d,O~

C...ble

M""'" 0' E....",

SOieId P,ofi.;. r><:y (light)

M• ...." Blade Opportunity

GrUlt W~""'" Fiffttrr (rtlt SlUW.sti.n.
The balk plan lor. Gr••t Weapon Flgh'.. I. to run up 10 II>< moo"'" ,00
Juot bu' th.ta, out 01 them .....th • biB ,word. axe. waIhamm.... or whateve,
Impl'm<1l1 oj moyhem arches your taney. If you ."', Und that yoo don"t
know what roo want your character to do, ha... him 0< If.. hU """",'hing' Vou
wont your .haroc.., to dNl out lerrlB. amoonto 01 domoge In the shortest
tim< po..tb...

Your figh.., .haroc!.,n~. 0 St,..,gth 0<:<>'" 01 15 or bet .., to make tW. set
01 ,«:omm.oo.t1o,," work. Yom but w,oJ>Oll cl>ok:e••", the B",ol""".
gr....wOfd. he.vy lWl. or maul. (Om power rKommendollons In Chap'" 14
...ume the grWax•.•0 Uq> thai In mind.)

StOTt wUh the II'Nj>On Focu. feat to goln a bonus 10 damage with your
chosen weapon. Then take Tough"".. to get more hit polnto _ as a nghter.
you can never have 100 many hit poIn,", Annor rfalnlng I. a good Ideo.,
bccaullC ,wllchln~ f,om scale armor 10 plate anno, I. worth d AC. A little bit
01 Armor Cia.. Improvement lI"'" a long way 00 lhe fmn! lines,

For your lIlh level feal. we re=rnmend choosIng one 01 the feato oIfered by
your char.cter face _ for: example. Action Surge for a human. Loot In the
Crowd for a halJllng. and 00 00. Ibcl.llleat. tend to be very good. and you·1I
w.nt them, Uyou don'l like any 01 these choices. Durable or Improved
InitioUve never go out 01 .1y1e.
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The Power Attack l.at doesn', do 'hat much for JI<'U' characler early In hi. or
her c.,eer, .., wall unlll JI<'U approach the I lth-level thre.hold, where the
domage bonot olfeted by ,he Ie., 'mp""ves,

In I"''''g'''' tier. pick up MeHle .. 000tl .. JI<'U con; If. one 01 the be.1 l.al.
oul there, Aller lhot. have fun moxlmlzln8 Jl<'Ur do""'ge with Deva.latlng
C~lic.ol and Blood Thirst, You want 10 hi! ,he~ guys h...d, afteroll!

6""";.0 Fitftt~r f~.t slUW~st;~os

AGoordlan Flghtor ch...octer Is buill '0 move 10 the exac' .poI where he or
.he con do the mosl good and Ihen .lIce Ihe enemy 10 pie<es wllh I"'nache,
AGoordlan Flghtor I. e.t>«I.olly 800d al lighting detelUlvely ond exerlln8
conlrol over the b.ottlelleld, .., he Of .he e"" lock down mulUple enCtn"" ""d
keep Ihem buoy, Yom choracler I. wlilinglo give up some da"",ge-<t,"lng
poIentl" In ord., 10 mulmlze defen... ""d keep "",ny enemies under
conlrol,

These 'e<ommer"l;"Iorl• ...., allttle more ch.ollen8lng th"" those for the GfCat
Weopon FIghter because JI<'U need to have a good D..te~ly score ""d a
fC.pecloble WI.dom score, too, Yom character needs a Dextertly of 13 ....Iy
011, and 15 by P"'''II'''' tier, And, becou.e JI<'U',e a "8hl.,. JI<'U !llIl need to
have the OOt 5tfCnglh .COfe JI<'U e"" ""'''''ge, For we.pons ond armor, Jl<'Ur
ch...ocl.,- .honld be a .worrJ..ar.d-!lhJeld fighter: Ihe lonll'word Is Ihe be.1 bet.

In your eh...octer'. eorly c.,eer, Jl<'Ur feat choice! look a 101 like the Greal
Weapon Flghler',. Th.II,,1 Impor'''''t point 01 divergence i. Blade
Opportunl... Hitting han:ll.n" 1.",lbly Imporlanl 10 JI<'U. bul ma.kin8 .u,e
that JI<'U' opportunity altoco.re e>1Wmcly danget"ons Is _ that'. one 01
Jl<'Ur principle me<hanl.m. for keeping the mon.lers under conl,oI,

In 1"""11"" tier. get Mettle eorly, Eventually. JI<'U'IJ w",,1 Eva.lon Ie<>. but ""1,
we recommend Shield SpeclollzatiOll, II granls JI<'U "" addtllon.ol .1 10 AC ""d
ReII.. delen'" lor uslnga .hleld, which I. very good, AI 14th level. Heavy
BQde Opportunlly "lows JI<'U '0 n.e "" at_will power any time you make.n
opportunity attack, The ,n", ,m..,.nd tid< 01 iTOllpou>e" ...., much more
.1Ie<ltve Ih"" a .Impie ba.lc .ttock when Jl<'Ur enemy gtveo you lhat openin8
JI<'U've been wallin8 for.

Choosing rogue feats
Rogue. have occes. '0. v.,lely oIlnlereoting ""d .ne.ky fe.... The Iwo
build. we .how JI<'U In Table 15.-2...., Ihe Brawny Rogue ""d Ihe Trlck.ter
Rogue, (See Olapt.r It for more on the rogue build.,)
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Tabl.15-2 Rogull Feal Recommendalions

We.""" focus Backstabbor, Nimble BI.d. Nimble BI.d., lougOO'" Improved Initio.....

• Im""""d 1""",tiY< IrociaU..t]

• 1".ioIl..t1 Pr.."he """""'Ie

" Armor ProIicionc, IHidd .--
Evasion E......

" O.f,n..... A....nt.g. Comb" Anli<ipltion

" 1".iolf..t1 OOJlQ<r Sen"

&"WII~ R"fM {ut 'UWsthm.
A "'IfU" with this build ,. meant to lI"t 1010 a .c,~ and dish out .. moch
IDe"" attock damage as h. Of .he con. When on. 01 your charact.,', a1n..
""B>ges • I"" In 0 loe-lo-Ior light. your <h••act... get. behind the ba.d guy ••
quickly as poo.lble to _ up • "".klnB ,11"",1on and 'hon ma'" os many
attach .. h. or ,h. can,

Your charact.r need•• Dexterlly 01 15 Of hlRher to opllmlze thl. S""ogy
1>«:••"", ,h.t'. what yoo n~ 10 ..1«1 ,h. NimbleB~ I.at. (Th.., 0Baln,
overyr~ .hould h."". Drx 01 .t l•••t 15. ~"Iy.) By I""agoo lie., your
charact.r must h."". Dexto,lty 01 J1 or bett.r 10 J.. ,ble to ..,1«:1 Dete.slv.
Advonl"ll"

Ilegln your I.al sel«:tlornl wtth WNj>OIl Focus (Ugh' Blad..) and Nimbi< B~.
Your .harocter .hould be nghtlog with a ""orl.word or dag:ger, and theoe feat.
help you to hit mo", oheo and <leal IDOfe damage with thoR weapon'.
Toughne>. Is useful b<cau>e the Brawny Rogue I. o/Ieo ill lhe middle 01 the
melee. and despile your be>t eIfOft•. you' characler I. 8Oiog 10 gel WI. 'The
exlra hit pointo provklcd by Toughr>eu ",ally odd up over lime. bnproved
iolll"'"" Is key lor ""y 'ogue bcco.... you w.nl your choracler 10 go nrolln a
nght 10 order 10 mulmlze oJll>OftUll1t1cs lor <leollng .n........tack d.....ge.

Event""lJy. you wanl 10 choose a feat ,,,,lrlcted to your ch.,acter race, 'The..,
are IIOlTIe oIlhe be>1 feal. 10 the game. and you oon'l want to ml.. oul. I'Inl.h
up your heroic lier teals by cOOoolng Armor Proficiency (hIde) to upgrade
from leather armor to hide armor, 11". worth a ,J bonus to your Armor CIas•.

191
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In 1"""IIon II... ..,Ioct Eva.lon .arly _ Uyou h."" Ev..k-n. CIo••, and AI••
• ttac" thai would normally d••l hall d'"""'8" on • ml.. "II.I,..t your AC or
Roll." dol..,... In.t.ad <lui nn d;o""'II" .t 011. Pow." thaI .tt.d your R.n..
dol..... Incloo.lhtnEl' Ilk. fiN!ooll .poll. co.1 by ovll w1zord. or <IraflO'l
b",a,h .ttach, tmol U', II". u..,lul. n.. O'I....,v. Advanlag< I.al holl'" you 10
.U,...."" ODe< you 11"1 In'n a f>OSllion wh.", you h."" combol .dvant"ll""....,r
• 100, Finally, don't min ,ho oppor'unlty 10 dKlOO< snothor raclol l••t al
1""""'" II...

If YOU' char••" .. to a halfilng. mm .urc you ,sk. ,h. ~al Horning AgIlity. It'.
"""y. ""ry good.•• 11 provides. pc1IoIty to your enemies whon you m.ke them
roll .galn using your I«ond cf",,,,,,, raclsl .blilty (dellCrlbed In Chapter 12).

Trickster Roque (cat s"'Westitm.
Characle" who 'pc1Id • 101 01 time In the middle 01 the group 01 bad guys get
hurt. 00 lho Trlckst.. Rogue wan" no 1""1 01 thaI. A Trlck.l.. Rogue doesn't
",Iy on lIanbng .n enemy to lIs1n comba' sdvonlagc. In".ad. he or .he
plse... mo", empha.,. on goInllll"t each ....coun' The d fea'u", 01 1'1",
SI,lke gran15 your rogue combat advan'"IIe sgsln.t eml who h.v....'t ye'
seted In lho encoun'... 00 beatlnll enemy Inltlsllve roll. I. ,ho ...Ies' w.y to
lIs1n your .neak att.ck bonus d"""'I/C' Alt.. th.l II"t ,ound. the Trlchler
Rogue ",II... on powers In.lead 01 f>OS'tlonlnll to .." up addltlonol .....k
.ttac'"

You ".,.,..j • o..terlly oco'" 01 15 (lor Nimble Bisde) and • Charl.ma lICore 01
15 (lor Pr.... tho Advantage) to follow ,hese leal rcoxnmcndsllono. bul •
higher Dexlerl,y I. bell... A high Dcsterlty h.lps your char..t., to win Inllla­
tl"" and makes him or hor harder 10 hi'. and both ..., highly """'rabl. lor: any-Your lI"t 1••, choices .hould be Bscks'sbbcr. Nimble Blad•. and Improved
Inltlotl"", Bsckstsbbcr help. you to mm up for lho edg< • Br.wny Rogue
lIal,.. on .".,ak .ttack damage. NimbleB~ Ill"'" you an .ttack bonus with
IIghl bl.des .. loug .. you h."" combol .dvant"ll", which you'", lrylng 10 get
In olmos' .very mund anyw'y, Improved Inltl.llve """,'mlze. your Inltlsllve
bonuo _ and you want 10 make .ure you 8" 11",.

P",.. 'he Advantsgc I. Inleres'lng, II you oco'" >crlilcol hit. you .u'oma,l_
colly ",'sln comba' adv.nlag< sg.I,.., the t.rget lor • round, It'•• lillie .1'.­
lIonol, alt.. sir. you lICore crlt\col hils only wh.., you roll • 20. However, II".
"""y u.olullor: the Trlcksler Rogue bccsu... you would proler 10"0/ h."" '0
IIonk Ih. enemy In order 10 goln combat adv.nlag<. Thl. fe.. works qulle well
lor: an .11 rogue bccauoc .t",," occurocy (. raclol power) gtvc. you 100'"
opporlunltleslo roll ,h.t 20,
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A. wllb the Brawny Rogue. Tough"".. and Evuion a~ .mar' ,,,,,,,,1,,,,,,,15,
You don't need Tough"".... much .. II>< Blawny Rogue does (theo..,llcolJy.
you'", 110' gelling attack«! .. oUon). 001 you should J>ld II up evmtuolly.
Comoo Antlcll"'tlon ,•• very u.elul d.I.....''''' r".1 'hat pro/eet. you against
mo,l attacks =d< from a dl.lonce. 11«:00"'" you h~ 10'J>ef'd I... lime In
~ than the Brawny Rogur, If. ODOIh.. good In~tment.AnoJly. '*" Unl.h
up om Trkk,!"r Rogur ~mend"k>ftswith lnngOf Sen.... This feat lei.
you roll two dice and n,., II>< bette, , ..nit when you'.., fOiling Inillative.
which translates to ano,h.. big bonus on Inlll.lI"" ch«:k•. Rog""" always
want to II" nrst.

Choosing wizard (eats
You have an entirely different set 01 fe.t chole.. to wel"" tor a wizard chuac_
ter than for a UghI". or rogur. You wanl to choose ~... 10 enhance YOU'
<haroc!"r', magical prow... and to mos'.. use/ul spelicHUng tllckl, 1101
sh>dy the ""Is "' ....orn.m.n.hlp ,00 ..<bel)'. 11>< two build. Oescl1bed In
Table 1>-3 aI' tho WaI Wizard and Control II'lurd (.... Ch.pI" II).

193

TablalS.J
W... Wi,MI

Wizard Hal Racommlndations

Impr"""d lni6olr.. &p.nded S~"'ook

, AsI'oI Fire ............ Iniliotivo

• 10l>\l""e.. Buroir"lOlimfd

• I,.,i.lf..tl I,.,i.lf..tl

• Armor Proli<:ien<yO..the,1 10l>\l.......

" R.ging S""", 1,.,i.lI..tl

" A"... neoch "'.... neoch

" O....lItir>g triO,,1 S~l focus.. Ev..ioII Socond Implemenl

W., Wi,.,. fe.t ,u~lti.nl
Th. War Wizard'. ob!<cll"" I. protly .Impl" Gol a. mLlCh daJllag< downrang.
011 a. many largcl... po..lbk All you n<>e<I to do wtth thl. build I. ch""",
~al. lhat provldo d.m"8" bonu......pocl.tliy II you can ""'teh up th....,
bon.... wtth tho tYP'" 01~ your ehM""t., .-mploys moot oft.n,
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To m.al<e "'" oIlhese le.t .uggoslion•. yom War WIUTd need. Con.tllUlion
13. Dexlerlly IS, and Charl.ma 13 or bett"". That may sound like a lot, but 11".
no! lhat hard _ and you want ability SCOf.. lhat can help out yom Fortl1ude
and Will delens.. anyway. Dexterity I. a little lougher, bullf.lmporlanl.l'I,st
01 all. your Wand 01 Accu,acy c.... leature ",II.. on II. Se<:ondly. the As"al
1'1,. and Arcane Reach fea" ""lul,e II, and Ihose "e leats you want.

Your Inllial feat ...1e<:t1on. Include Imj>l'oved Inlllatl"". Astral I'Ire. and
Toughn.... Improved Inillatlve let. you u.ually go earll.. In thecombat .0
that you can cast you' "ea .pell. without fe" 01 accidentally calchlng your
a11le. In the blasts. As"a1 FI'" Ju.t glves you • straight damage bonus 00 II",
and radiant powers, and you'll acquire plenty 01 those du,lng you' c".,.,.
Tough..... I. allC"'d Idea, .Imply becsu... wizard. don'l ha"" many hit poIn"
and you never knowwhen you might wt.h you had more.

At 6th level. pick up one 01 your ,aclal fea", Then choose Annor ProIIclency
(leath",,) to uP\lrade your armor ehoie... When you ",ach 81h level. pick
IUglng Storm to boost .pell. wllh lightning or thuOOer da""'ge.

For p;oragon ller feal., we like starting with Arcane Reach. It lets you begln a
Close power np 10 lwo .quar.. away lrom your aclnallocation. Thl. let. you
Include more eneml.. In the "ea 01 eUeel or .teer you' C,""" POW"'" around
your own alile. mo'" easily. Devastating Clitksl .hould be your nexl choice.
Normally we'", lukewarm on leat. that work only when you roll • 2Q. but
here'. the deal: As a War WllSrd. you make more attack rolls than any oiher
charact"" In lhe !lOme becsu... your POW"'" aUeet muillple target. and you'",
u.nally roiling two or th"", attacks e",,1)' Itme you take an action. You'll get
plentyoi chane.. lor your ","a damage. Finally, we recom""""d Evasion.
Evasion I. an =ellent delen.lve feal that help. you to avoid damage lrom
many Area and C,""" attacks.

e""fro{ W;z." (~.t .~stiM'

Your feal .ele<:tlon I. a IIltle scattershot. covering a mll< 01 damage, delen....
tactlc.5, and utility. Ideally. you wanl to lind 1c.U. that "",ke your heavy-eon­
trol .pell. hit more olten or last longer ... but leats like Ihal are lICarce.•0
you'lI ha"" to settle lorleat. thaI provlde a little exira damage or bonst your
delen", when you casl the .pell. you use most oIten,

To m.al<e "'" 01 our recommendalion•. you' wizard eharact.. need. a min~

mum Intelligence 13. Wisdom 13. and Chali.ma J3. (Your Intelligence sco'"
.hould be much high.. than thai. though') Wisdom 131. 'C<Juired lor your
Exp;ondcd Spellhook and Bumlng Blizurd feats, and Chari."", 13 I. what you
need lor your Spell Focus feat _ one oIlhe most Important fea" 10 a Control
WllSrd.

Your early leat ...Iecllons Include Expanded Spellbook, Improved Inltlati"",
and Buming Blizzard. Exp;onded Spellhook leis you learn even more dally
attack .pell., en.uring that you'll be able 10 customize your .pell ...Ie<:tion
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for: sJ>«=lfic ad"""t",.., Improwd loillall"" I, helpful boca".., ... Control
II'lurd your Dextol1ly I<OfC ,. probably m>TgInal _ • 13ls all you need lor •
long time _ and you ".,..j t~ h"p. ~tabll.hlng<:<mImi O~ yo", enemy'.
movements wo,r. best If you get to throw your 'l"'lI before yom ..,oml.. get
to move up nut to your a1n.., Finally. Burning Bllzu,d I. handy 1>«:.""",
IIWlY 01\1>< but C<ffllrol '1"'11. vc cokJ..bued. 10 you mlghl .s well hand 001
Just • IIH~ moreda~.

PIck up' good .oclal INt 01 your cl>ok:. at 61h I<vei (Action Surge or Human
P..~r"""" .... good Uyou',. human) and th.... take Tough""". at 81h level.
u:ln hit point. Il<V<" go out 01 fashk41. For your 10th I<vei t••t. pick up
another racial t••t lor good~..ur.,

In the po.ragon tier, m.aI:. 'Ul. you <1>005< Mane Reoch and Spell Focus.
Spell Focu. I. the eo..trol Wizard'. d",arn feat bee• ..., many 01 yom best
J'OWc" I.., only until your target••ucc....J on thel, ••vloglhrows. s...x.nd
Impi.m<nt I, good for any wlzard and III""" you mOfC option. for Improvlng
the 011«11"""... 01 your .peIl,.

Choosing cleric (eats
(le,ieu... Inle""t..J In a variety 01 fea.., ranging lrom 1••1. that provlde
now weapon and O1mot <hole.. 10 feal, lhallropmv. the .Uccllv...... 01 var_
10"" prayers. n.. Iwo boild. ot clerlc we discus. he", a", lhe IlatU. Cleric
and DcvoI..J Cleric. dcscl1bed In Table 154. (See Chapler 11 lor mo", lolor_
matlon on char..l.. botld•.)

Tahlals.4 Cillric: Feat RllI:OmmllndatioM

, Armor Profi<ier>c¥ ISc.lel ....tr.. Fir.

< Ch. noel llivinitv Ib¥ d......l Iraci.lfeat]

• (rl<;'" jUlI 10l>ll""""

• 100100... AI.""...
>0 W••""" Foeus Skil Troining

U ,- Combo, Anti<ip"ion

U Dn..to!in; C",iul lronWil

" ....n.. Fire W••pooFoe.,

lneI B.m. C'-'i< flo....... C'-'i<

___",,"0 Profi<ier>c¥ C"_ DMoity Ib-;"if¥l



196 Part II: Building a D&D Charactar _

&.tt{~ C1~rie (~.t 'Uff~stiM'

The Battle Clenc like. mixing It up. and h. or .he want. to be a very good
melee combalaa!. Your character Ix almost as good al meleecom~ as the
lighter. and your powers have lhe added advantage ol being able 10
!1rengthen Irlend. aad heat the wouaded when needed.

To lollow these ,ugge>tlono. your cleric need. Streagth 13. Conolltutkm t3.
Inteiligenc. t3. and Chari..... 13. The Sirength aad Coa.tIlulioo requlremen..
let yoa acqul.., Armor Proficiency (Scale); In lact, Uyou have St..,ngth aad
Coo.lItutioo ocoreo 01 IS Of beller, you could acluaJly lra.la up 10 pbl' armor
after you learn how 10 uoe acale annor, The Intelligence and Chan.....
requl..,ment. are for: your A.tra! FIre feal.

The Play"'" Har>dOOol< .u=.. Ihat B.ttle Clenc.. .hould begin with Weapon
Focu•. but we have a belter Idea: Choooe Weaf>Oo Pronclency and learn how
to use a ba.tard .word In".ad. Mool .Imple w.af>O'" have a pro/lclency
boouo 01 .2, but lhe b..lard .word h.. a pl'ollclency boouo of .3. so In efl.ct
you'.., getting .1 10 hll. Aad I.. IdlO damage Ix beller than most .Imple
weap<>rnl te<>. gtvlng you aa effective .1 to damage .. compared 10 lhe mace.
Walt 011 Weapon Focus untll you've galaed proficiency In a weaf>On beller
than theclerlc·. old "andby.

Becauoe you're gotng 10 be In melee, you .hould Improve your annor cl>olces
as moch a. you can. Pld up Armor Pro/lclency (Scale); 11"••1 AC compared
to chain armor. Al 4th level. choose lhe Channel [)jvlnlty feat appropriate lor
your character'. palroo deity: lheoe a.., all very fun fea.. that make your
Chan""l DIvInity clas. l.ature ""e1ul In lu.l aboul every encounter. nol lu.l
encounters agatnot undead.

Tough"",. I. Imporlaal fOf a BaHIe Cler1c, (Once agatn. your character I, In
melee a 101. so he Of .he will get hit,) Make .u.., you pick up a ractal I.at
when you caa _ racial fea" are u.uaJly qulle good.

In paragooller. you'll find tbal Mettle I.aa excellent delen.1ve feat that will
..ve you a fair .mount 01 damage In encoualen agala,t lhe right moo.len.
Evasion I. belt.r. built requtre.. Dext.rlty 01 15. so you probably coa'l meet

the ability requlremen... Devastatlag Crltkol may corne up any lime you
make an atlack. FInally. A.lra! FIre provides a nlc. damage 1>0001 because
many clerlc powers deal radiant Of fire damage,

~v«uC{mc (c.t .u~.ti"".
Your Devoted CIenc I. much les. Interesled In m.lee combal than the Baltle
Cleric but .hould .tlll be r• ...,nably compet.nt 11 the baHIe com.,. to close
quarter•. Most 01 your combal power comes In the lorm 01 decent dlrect_
attack praye.. lhat al.., enhance your companloo.· nghllng abilities and
delea....
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Key feats for other classes
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AAhooi~ I!>e•• felt <UlIlI••ticm. give 1"" 101­
..,••bIe cieric,,/igh"", "'11"01, ond wiz,rds,
you mighl wond., .....h feats you should con­

silio, d your ,h.,."" hOp<lon. to be • mom ber
of DO. 01 .... ""'.r "..... in .... lI.mo. Hero.
• quid: set of ."~ ..tion. lor eoch of the
cl we don'"""", It Ie<>vth:
... P i.: ct>oos. Chi ..... OiYinityf..... ",••

'0' oppropnote to your ''';tv ••rIy in
yoo, c",er. W.apon Focu. i. a ll00d
choice. Am>! fira is anot"r lIOOd choico if
yo..- InteIilI"',,,, is 13; many olyo..-_"
deal rad,,,! damalle. A.nd doo', lori"
T_Iw1...1

... Ra...., Tho ""lie", camblt .tyI. c....
.bility prO'o'id.. your ehm<ter with a hee
f"t ~ l"'" fo_the archery~",lor \'<IW
rang<r, l"'" lIain OefenoiYe hIolIiIity for !rea;
dyoo 1 .pon cornbal. you lI.in

TDIJ~"""". M... SUf. you pOck upW.."""
Foe." Two-W•• p<>n fighting, .rId Two­
We.pon o"f,n•• lvo"',. 0 """", ""!le,.

... W.rlod: You eon ••lect fe...!hlt impr"""
!h. <lfeets 01 your p••t boon: Imp"" ..
Dark On•• Blening, Impro..d F... of m.
Void, or Imp",..d Mi,ly S1e". E"'n
d,rnog. f.." ..c" .. Astral fire, OL>ming
Dim", ,"d Dlr'< Fury It. ,I", good
.1>0;«•. Considor im",OYing your AAnar
0 ... by c!M>ooin'l Arroor Proli<len""{hide'

... Worlonl: Yo. ,oDIJId d.finil.~ me" in
Shield P",fi,iO<!<'f Iliolht Ind heovvl, Armor
Pmfi<ieo<y ("aiel. and TougiMle.s. Toking
We.pon P",fie''''''y in I supOIior mel..
w"""" Ind W..""" Focus","'" w..pon
is I goodid••. C_lnspired Recover"l Of

Toctieol oI.s..u11 ""en you lIetlt>o '''nco

To uae these .uggestlona, your charocter needun Inlelllge1l,,",ol 13 and a
Cbarl,ma 01 13 to acqulfO tb. Aslrall'lfO feat, If you <le<:1de you want to
Imp.-ovo your annor opllons. you aI.o need StfOnglb 13 and Comlltution 13
In order 10 ..Ieel Armor Prollelency (Scale),

For your II'" few l.al•. w. recommend .tarllns w1tb the Cban...1Divinity l.at
approp~ate to your cbaneter', dolly cbol"",, Th... feal! .lgnlJlcant1y ,,,,""d
tb. ways you can u.. you' Channel Divtnlly elas. I.alure, After lhat. learn the
Astral I'lfO l.a1. A1thougb yoo don't c.... all tbat mocb about Inflicting
damage. Ihe SfOal majorlty 01 prayer. avaHable to YOU' ebvacter de.1 001
radiant or fire damage. Don'l lorgel to take. look al lhe racial I..ls ava~able

to your chaneter early In your career,

To Unl.b 001 the heroic lIer. wereeommend Tough..... and Alertn.." Yoo
may have nollced tb.l we recommend Toughn... lor OVOfy ,Ingle ebaracter,
There', a ..........;..tra bit point. b.lp In every encounter, Alert..... I, mofO
01 a "flavor" ebolce that mak.. It bvder lor: the monller.l0 .urprl.. you,
Because you're the pa,ty'. prlmvy healer. you want to make .ure lhat you
aren'l laken 001 01 tbe light by a ,udden ambo.b.
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Multiclass feats
0 I,,, minll w. ""'uld toll \'0" IboUll.,1S:
F ". 00w yoLO" du,,""", I..,nl <1111 f••-
tu.." .nd _IS from diff,ront ch.ro,to,
el,..... Thi. i. ,dorred to IS ·muhi<lIS~"'l;

• nd it 10.. you " .." cambinatiool lu,h II •
wlrlocklfillhto" I <loric/ronll", 0" pll.eIi'"

wiz.rd. Muh"I... foats.ro , ..,,,bed It t"
.nd of Ch.pto, 5 in tho PUf'OI" Ii.rrdbcok.
Muhi<I...inll il ,n Id..nood ",hniqu. fOf
charaeto' " ..lion, so we look at muhi<I...
f.... """. e101"" in Chip''' n in r!>il book.

AI )'«I mo"" tnl0 "",agon H.r, Combat Antlclpalion and Iron 11'111 .ro good
chole... Com~Antlclpatlnn I•• good dof..,.I"" f.at..."",laJly ~aus. tho
DovoIod C1..-tc Irio. 10 .tay out 01 tho front lin..: mool 01 tho aHacks lh.t
en"" )'«Ir way ... Cloo•. A...., or RanEfOd. Iwn "'111 mak.. your ",,11 dof..,..
• ven more formld.ble. FInally. tal« ""..pon Focus to relnforeo )'«Ir~
.ttacks for tho ra.. occ..lon. wh.., )'«I rio take out your mac•.



Chapter 16

Picking Skills
•••••••••••••••••••••••••••••••••••••••••••••••••
1ft TIIis Cltqtr,
~ GolII"ll a handle on .klU.

~ Choosing sldlls for your charae!••

~U""lI ,klll J"'CkaEl""

•••••••••••••••••••••••••••••••••••••••••••••••••

" <'gdar the IIgh.., and Kerwyn the fog»<'" flffing lrom a raml"'g1ngA umber hulk when they com< to ••lender~ blldfl'" IwaytnR over a
bottomle.. cha.m, Korwyn dam ""..... the bridge with cas<. but Regdar
J>lcks his way over the obstacle hand-<>Ver_hand. only one .moll .Up away
from a teffllylng plunge. II you',e wOiId..lng how Kerwynm~ 11 look ""
...y. the .,..,.." I. ,Imp"': ,kill•. Korwyn I. traln<d In Ac",oollc. _ hal,oc_
Ing. tlght~ walking. tumbling. and 0111.. such 'ask!. Regdar's ,ralolng
d"""n', ateoo to such exercloes _ ""d .1 the mo....nt. he kind 01 wl.h..
It dk!.

In ,hi. eh"",,,, ,.., lell you how <haroc'... lea:rn ""d """ .kllIs, and,..,.how
you • oct 01 quick .klil ~Uges thal wUl make choosing ,kill. for your ehOI_
octer fasl. easy. on<! .".dlve.

All about Skills
Skill. ropresont JI<"I' chorael.... troJntng In tasks that don't dtroctly tnvolve
comb>t. n.. lJ<.ouCf<'l '" iJIuooN:I gam. has J7 dt"lncl ,!dU. tn tho PIayu"
1IandbooII. rangtng lrom Acrobatlc.s 10 Th~ry.

AU characle.. have ",m. !>utc abUtty tn any 'klfl; tor exampl., JI<"I can try an
Acrobatlc.s .klil ch«:k <V<1l il JI<"I' choraet.. doeon't have any 'peclal tal<1l1
for: 11. In tho exarnpl< at tho beginning 01 tho chapt.., Rogdar', In .xactly lhat
position: H". taking hi. chanC<1l wllh th.t precor""" top< bridge <V<1l

though ho doeon't have. knock lor balancing_ How""",. If JI<"I wanl JI<"Ir
choraet"l0 be gcod oJ a .!dU. JI<"Ir choraet.. mLlOt be l1'ained in tt, If JI<"I'ro
t"lnod. JI<"I galn a .5 bonus OIl chocks JI<"I mol« wllh that .klil. on<! (depend_
tng on tho ,klfl) JI<"I may be abl< to t,y thlngo that un"alnod charaele..
'Imply can'1.
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Asample skill
H.",·,.n <nmplo of I IkiI d..criptionfromtho
Plo.,.." Handboo~ Ch.pte, I. IY"" Cln find
d.scription, of oil tho ",o."kil, in tho g.....
rhor• .lThilo.,mpl, lhows tho Thio>l.ry .~I

.nd one of its""" bali< lunc6on,- disoblinolh.
THIMRY IDEXTERlffl

ArlllOf atecl P.".I",

You, ch.""" hll picbd "~ rI1iovin'l.biIili.,
.nd c.n po"""" ,"kif "'It ",quire n,,,,,, of
"ul.nd • It• ...,. h.nd: di,.tIling ups, OIlon­
in'llockir, pickinll pock.... Ind Iloilo, of hondo
Tho OM me1 doci<!< "'01 """••, .. of!hi> dill
.r< I. ,poci,lilod "'01 yoo, ch"."or il
'O<luirorl to ba If.in<d in • to h... I chlnc, of
1.&Cudin'l.

Oi....l. T,.p

M", I Thi....,.,. choc' to pr.... nt I lJl~ frnm
trigllorin'l. Yoo no.d to ba OW"" of .If.p to try
to di,.blo iL Mal.< I P.rc.ption chock to find •
hidd.ntnp

Di..bk Trap: SlOnd,rd .ction in comb01 or II

plnohdillch........

... DC: S•• ttl. 1oIIowi"ll table. 1o. g." ,1
booo.""tho chodr ilyou ...-..' tool>.

... D.lay rrep:Y"" 1"lI,lboo"""ttoo choc'
d \'Ou try to dol..,. .tr.p '''OOf 'hon di,­
Iblinol iL

... S"cc... Y"" di,.bl. or d04.y ttl. tr.p
Oi,.blinll • IfIP m.'" •h,nnlo.. until it
101011. O.I,PlIII trIp m "'.tr.P....
.rel 1.10 lor PO'''II' umil rh of yo...
.... tum.

... F"by40,10=_"'lh.ppon>.

... F" by S o,mou:Y"" trililortho If'P

Trap Thi..."OC

H.roic.." 20

P"l1lon tie, :II

Epi<.." J5

Tho infonnotion Iollowinll tho n..... of ttl......
"II \'0" "'01 11101 is • O.xtorit¥-bll.d .kilI, '"
yO" m." I 0..",;,., chocl. to "10 Thi<very.
Armer CI><ck P."oil¥me.", "'01you "'"" odd
tho Irmor chock modifior lor.,. Irmor yoo,
CO"'et" w..,. to thil chock; ". hord to dil·
Iblo t"pl in pl....rmor. Tho informotion undor
Dj..br. rrop ,.lhr you how to .10 Thi.... ry to

I&complilh thi• ..,.cific t..k; rh.1O "' liml"
..clionslo, Opon lock Ind Pi<k Pocket, wtMco
w. dicIn', includ. hor•. Tho IObio .how, tho
lvo"g. Oiffic",", CI... for oi..b~ng Iflp'
foone! in .....rnu,...,tho ••riou••"".ntL>ring
ti.,.: .,i, il tho .. ,gO! ""mba, you have to hit
wiIl1 • ,01 alld20 • )\ \'011I ..... , your 0.. moe!·
ifior l.nd, I, d you'", lrOin.. in Thio>l.ry! in
ardorto di..bI. Itrl~ ol.,at lort

The number: of.klil. you, ch",acle, I. trolnod In and 'he .kllI, he Of .ho c.n
choose lrom depend"" hi. 0' he, cb... ,"ceo and 1ev04. Some characle,
d""" gain l,alnln~ In mol<' .klil. than mhon _ lor example. rogues and
,angen rely on thet, Iklil. more lMn lighten n, wizard. rio. W. e<plaln lhe
••111 ",locH"" proc... bl<' In 'his chapter, tn lho ""Choosing you, characler'•
••111," led......



________________ Chapter 16: Picking Skills 20 1
Every ,1<1111. HlIOCla'od with a"'y aMity For cJW1Ipk Acrob;otks I••
De.'erl1y-bu<d ••111 _ 1M "'>SOIlIng I. lhat If • I"'rson has 8"'" Dextol1ly.
he or ,h. 1, good .t l>abncl08 and tumbling. but .J><....... who h... crummy
D..,..l1y I. ,...,bl. at thorn. Yom ••m booas I. your characte,', totoJ modi_
fier to checks mad< with thaI ,kill. Thloalways IncILKl.. your charoc..,',
le>"'I modifier and your charac'..•• Uy ablilly modifl... '0011 may Indude
modifiers tor 1><1°8 ,,"ned In the sklil. ,"cW bonuses, te" bonu.... or magic
Item bonu.....

SO...."mes sWe.t ability l<COfe and •~ al"'rI<n<:e '~I. can b'l/"Jr rom
up lor • lack oj "oInlng. For example. a 1,1-1<",1 <haroc'.. with tralnlng,n
Acro~k.Iand • Dexterity OCOf<' 01 13 (.5 ,,.'nod mOOIIl.... J ability mod~

fie., lor • lotol .6 ,ldll <hed bonu.) '.0"' quite .. good at ~ndngs. OIl
unlralned 6th-leve' ChOIac!•• wUh • Dexterlty OCQ'" 01 18 (.3 level modtner
and .4 ability modilier. for a 101.1 • J .kllI ch«:k bonus).

Using skills
To use """ 01 your charocte,', .kllI•. you mili a dill CMe•. A .klll ch~k I. ,
twenty-olded d., (d20) ",II odJU>ted by your level modl!l~r (II your ~I), tl><
key ,bUlly OCOfe modill., IOf th~ .klil. on oddlilonol .5 II you'... trained tn the
.klll, ond ony olh~r oonu. Of 'f>«:10I modm~r, Somo ch",acl~r rae.. ,nd leato
coni., ,ddlUonal bon...,. on f",tlculor .kUl chocks, lor ~:ump", olv.. gain
,2 on Natu... and P~rc~plionch~ko,n.. mosl CQTJlmon 'f>«:lol mOfIiIl., I.
on Ilrmol' CMe. 1"'001", _ a nogall~ modill., to c.,laln .ktll. IOf wearing
heavy armor, If a .ktlli. all~tedby the armor chock penalty. the .klll desCrip­
tion will c.,arly .tat~ that, In addition. th.,e may be varlou. clrcumatance
modillers II>< DM <l«1d.. to apply. So h~...'. whal tl>< formula looU hke:

Skill Check. 1<120. lewl modlll~r • ability modl/l~r • 5 01 tralned) •
'f>«:laI modillen 01 any)

Your .ktll chock yield. a ....ult that might lange lrom Ies. than 0 (li .Ignllicont
ncg'tl~clrcum.tonc.. apply) 10 30 or belt., (li you lOlled woll on a Iralned
.klll l>a5ed on OIle 01 your character'. higher .bllily sco....).

The DM compares your .klll chock ....ult to a Difficulty Oms (OC) or target
number .pproprlate 10 tl>< task your charact., to t'ylng to accompll.h.
Difllculty C work•• lot like Armor Cia•• _ 11'•• l.rgct number you',e
t'ylng to ach or~~ by ,oiling. d20 .nd adding tl>< 'WfOpriate mod~
ller.. FOf something e..y. th~ OC mlghl be only 5 Of 10. (TabI~ 16-1 .how.
SOfII~ .,mpl~OC•.) FOf something flendl.hIy hard. tl>< OC might be 35, 40.
or even higher. In lact. II might be romplet~lylmpo..lbl~ tor your ch.racter
to .ucCftd at some tasks: "" CharoCtCf con I~.p. lOO-Icot wld~ CTCV••..,
(. OC 201 Athletic. chock. OC 101 with a running .latl) without, lot 01
magical help.



202 Part II: Building a D&D Chuaclar _

~ .k!ll ducrlptlon. In the Player'. HandboollUII .peclnc OC. lor oil .ort. 01
thlngo you might have your char""t.. try to do with thai skJII, n.. DM u","
th.....klll doscrlpll""" to od the OC lor ony .peclfic .klll u.. you w;rnt your
ch..""t.. 10 attempt_ Sometimes lhe DM Ju.t has 10 lake a bcot """". at how
h..d somcthlng I. bcc>.noc you con try almoot anylhlng In a D&D game. If you
w.nt your charact.. to le.p down from a roo/top ar><! land ..Irlde a golloplng
hot.. "leaking by boelow, If. on Acrob.otic. or Athletics check 01 ....... kind,
but you won't lind 1ump Into the • .><Idle 01 a galloping ho.....• 00 the DC
lill.. In thooe .klll•. n..f. why you have a Dungeon M..t.. _ 10 oomcone
con lake a .hol 01 odJooicating thtng. the rule. don't coves.

Tabla 16-1 Sampla Skill DCs
DC rx..... rat
! Ovcrllurnormol ,..,........., ,10", bywith tIlo P.".",,,,, sljI

10 Climb 0"- wi!h ltNI AIhletic• .u
1~ Gram an aly. ,h.nc. to make a .ovinoj tl"owwith tIlo H..IsUI

III Balonco on a ""n"", or unstable ",rl",. wi!h!h. Acr tic. x.

l§ Iloc.. lDr. nnIy. ma.ler "m' ml;!'< knowwithtllo Arc bI

~ r..am .ecret infor_ in • hostile ..ttI....m witf1!h. Sir....... sljI

3! Iloc" tile fO.....nc....dwIner.biIit>e. 01 • ,",liend wi!h tile Ilolill.., sljI

Chap'.r 5 01 the ProJ'W" HaOObooll hal long dosctlplk>no 01 ev.ry .klil.
Including" number 01 ..mplc DC. lor t..h In each .IeU,

Choosing 'Jour character's sk;{fs
When yoo cTCOle" lsl-levcl character. you begin pl.y with tralnlng In • cor_
taln number 01 .klll•. n.. nnmber 01 .k!ll. you galn tralnlng In d.pcudo on
your charact..•• cw. and whether or not yoo'", playing a human _ human.
begin with lralnlng In one exrra .klil a. " ,aclol benefit,

Th...,'. one more thing you "...., to klKlWO The lI.t 01 .kUIo you con clK<>o.c
for your charact.. I. limited by hi. or h.. cb.., For exampl., a lsI_level
lighter begin> pl.y with thr... trained .kllI., chooen lrom thl. n.., Athlc!ic.,
Endu,....e, H..... Intlmklote. ond St,_wl... You might like 10 ploy a light..
who know. something about Religion or Thievery. but no .uch luck _ to galn
acc... 10 .IeU. that "",n't 00 you, d ... llot. you'll h.ve lo.pend • ~at,
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Five key skills
Not oI.kiIb If. ''''led equaL """"'"lilt lUis
.oeh II E11duron« or H..I >(,."xI .... '......
should be ""lly impotta.. in!h< gome, in p"c­
tie< \'00"1101 ""ck on your ,"",m" ,I...
.bilio•• ,nd ...... to de.' ..nh moJl sin>otio..
iWOM"Il _ Uill. H.,•• I JI10nlist 01 live
skill• .,;m key g.... eff«ts tho! yoo JI1ooldn"t
"nor.
... BI..: RoIll.seon us< t!>e BI"fhkillto ","n­

uf"M' .... ,. an". OP~"niti<1with
,.. G.in Com..' Ad..ntou. ,kill .ppkeo­
,ion. ~', .1.. I glOO! >kill lot your ehm<:t<r
,. uo< to tolk hi, or "r w.y p." WIOj

gu"d. or gotting into pi"" ho or Ih.
>lM>oIdn.....

... Di""""",,, lhiI i" UfO" COl<h-oi .bl lot
corM nein'l noopl'l"'r ehl ,,<:t<Il INPC.I or
,,_."","""II to ..Ip out your ehme­
tor, I.... him or hOI .100., or uin your
e~'''CI.r _0inlI ho or ... no.d•

... Sto.hlI, Thor•• jolt 00. In••bng-op-on­
poop" "il: S,..I,". It co.." hiding .nd

.",.Iing lip on me bod goy. without ...king
• ooo"d. If j'DIJ'", pIop,g • 'O;U', y<lIl Cln
u,. your choroete" Sto.1m .1.. 1I>.et "P
sno.' IliaC' oPllO'!"nitie.lu, • ..,id fiolhts
.110;""",,, if you prof",)

... P.r<....' The,....... rm-lla,O-tI>-sne.'­
op-on okJ: POf<'~ If \'00 OonHb moo­
"'rs ....pri"'g your ,1t",,,Of, look for I
WI' to glin training in Perception"" yo",
,""roeter will.oow "'<y'", comirloj

... A.robotics: It do••nt come up o!len,
b.. ..n.n it do.., .'s ",~Iy import.",
Ae,obotiCl is ,.. Uil \'OW '"""'''or us..
for b.'o""ing DO min;> ,n "mow ledg..
.t.o.. pit. of molt", ..... lI.b.o II...... 'I'DIJ

!h. ""portunity to 0«0'" from ''''''1
grob. or ,ntr,int. or laod on ¥OUI' t....ltor
• 1,1 If \'0" ch."',te, is ",inod in
A,rob.licl, yoo con ..." If"I to ,.doc<
f........ ' ....g...m on Acroboti<. eh«:l

Th. teal tor ""nlng ••kill y«J otherwl•• couldn't I. Sldll Tralnlng. If y«J
ha"" a leal 10 'pa1O. p1cklng up tW. leat to gol tralnod In Acrobatic. or
P"""ptlon might be ...y woothwWI<. How..... os long os y«J'1O Icoklng.t
.poodlng a roal 10 pick up.~ training. take .Iook al U...orlou. multlda..
~al. al tho end 01 Chop'" 6 In tho PIa}"','. HaOObool<, Welalk obout mult~
cios.tng mo1O In Chapt.. 22.

Quick Picks: UsinfJ Skill PackafJes
SkIll. really or..,·l thal compllc.tod, but II may 1101 be c"a, which 0110. you,
choroct.. ....t. on<! which ho or .h. con Ignor<. To holp y«J ..-po,..e the
u~lul rrom the dl,t,ocUng. tho P!ay<" HandbooJ< oIr.... ",t 01 ,ecom­
m<r><I<;j .oill pockag.. to, lhe two build. In e.ch chorael., c ..... We ,cvIcw
th....oill pockag.. hrlcny on<! oU... r.... though.. 01 ou, own on ways to
get cwn mor< oul 01 y«J' choracte,'. 1I<l1l•.
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ReI.. to Chapler lJ tn this book fo, more Inform.tlon on lhe build. for: each
ch..acteTd....

Fighter skill packages
A nghler I. one 01 thooe choraclen who Ju.t doeso't care th.1 much .boul
.klll•. Your ch...cter depend. 011 nghllng ahility. 001 .klll training. However.
your character does recetve training In a few .kl1l•. and there'. 00 rea.on 001
to choose those Intelligently. Flghten don't .Ia" out with lralnlng In any
.klll. by del.uft. AI lot level. you can choo.e lhree .klll. that your lighter h..
trained In.

We recommend oeIecling the following .klrr. for: • fighter.

I'" Greal Weapon Fishter: AIWellco. Endur""ce, fntlmld.le

'" Guardian Fighler. Heaf. fntlmld.te, Slreelwt.e

Flghlers ..e good at Athfetlc.5 checks beeau"" ocale ..mor (the lighter'.
normal armor 01 choice) doesn't have any ..mor check penalty. Md lralnlng
In Athfellc.5, ""d you' ch..acler wtrr be very good at climbing. lumping, and
.wlmmlng. Somed.y Ihe abllily to ocafe a dill or leap a creva..e might >ave
your character'. life,

fntlmklate Is uoeluf for flghl... becouoe 11'. Ihe only Interactloo .klll they can
choose training In. You'd rath., nol app~h every 'lafklng" encounler by
I..ulng Ihreat•. but oomellmeo a little dl.pIay 01. hmmm, a_m~c.. con
hefp one 01 you' more elnquenl arrles to make hi. Of her point.

If you <lecide to add a .klrr by .pendlng a feat. Perceptloo I. a very good
choice. Perception I. uoeluf for avoiding ugly .urprl.es.•uch a. moo.ler
ambu.hes. rr. OIIe 01 the few .klrr. that might actually me"" the difference
between file ""d death, Acrobatic. or Steallh are good cholceo too. especially
for: fighter. with decent Dexterlty>cores.

Rogue skill package
A. a rogue. your character I. the m..tel oI.kllf., They're eooenl",f to your
.UCCCll. In ptaytng a rogue ch..acteT,

You .houfd take oome time and bone up 011 lhe .klrr. deocrlpllo", In Chapter 5
01 the Player", IIo00boolr becauoe YOU' familiarity wllh your charaet..•••klll.
wtll dlrectfy Impact how well you can piay that character. You'd e<pect ""me­
ooe pfaytng a wllMd to know .omethlng about hi. ch..acler'••perr. _II
you're pfaytng a roll"". you .houfd be lu", .. cooven""t about you' ch..ac_
ter'••klll.,
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All rogues bqj:ln wllh "oIolngln Slealth and Th.,,,,,,,y. At J,t 1~1. you con
choose fom additional ,kill. thai your characl.. ,. ""ned In.

We rKom"",nd R1<ellnll the following ,0111. for: "og»<:

'

' '' IInoWJIy Rogue: A,hl.tlc.l, Dungeor..""lnll.lntlmkla... Slcal'h.
SI'<e'wl..,. Th.,.,.."y

... TricUter Rogue: Acro~lc.I, IIlull. Insight. Perc"",lon. Stealth. Thievery

Ila:au>< all rogues automatically h."" ,raining 10 Stealth and Th.,.,.."y. your
rogue is going to h< good at those ,kill. wh..her you want to h< or noI.
Th.,.,.."y I, ""p""lally u• .Iul bee,u,. U allows rogu.. to do Ihlnll' 'hat ChOI_
act.rs 01 orh.. classes generally con'\ <10: dl...bl< traps 'nd '¥" Iock<d
doors. You con ..... the whole !""Iy. great deal 01 oggravollon by dl..b1lng
or dloarmlnll "aJ'S and gelllnginlo pi"".. the~ guys don', want you to go.

Aft.. tho>< two fix<;j ,kill., you h."". lot more dlllCrellon In choosing whk:h
,kill. your charocter is traln<d In, We Ihlnk P..""pllon loa koyoklll no roll""
should """,look _ 011<, oil, yoo have to be able 10 find 11>05< tlaps In orde,
to dt..ble them' Acrobatic. and Athlelics ...e I'OtentloJ 1IIe-...ve", In some
predicaments. Athletics se,ves .. another -acces.- .klll (Of esc""" .klll, a.
the cue may br) I>«a_ II may .nable y«Jr ch...acle, 10 climb Of Jump to
places h. Of .h. olhe,wlse couldn'l get to. Acrobotic. I. Iml'O'"'''' I>«:wse It
cover. balancing. helps reduce lolling d",,"8'", and 01"" ylve. y«J' characl.,
a very .1!!"llIc""t edge Otl escaping Irom g'obs, Normally y«J make s
Deoterl1y check 10 gel out 01 a ",ab. but II y«J c"" mak. a t,alned Acrobatics
check IlIOtead. y«J galn a .5 bonus on y«Jf roll. To be clear. that'. Ju.t as
valuable 10 your ••cope ..t.mpl" 10 more .xperlence level.'

FInally. mool rogues .hould pick np Blull. 11"•• good Id.a lor every characl.r
to have al 1e..1one Int.ractiOtl .klll (..kill y«J Wle In "talking'" encounte",)
In hi. or her back pocket. ""d Bluff I. one oIlhe mo", broadly Wleful Int.rac_
tlOtl .klll •. In addition. Bluff h.. a good combat function _ y«J c"" u.e Bluff
to gain combat advantage. even though 11 takes a .landard aclion, But some­
times y«J'd rathe' set up neot round'. attack th.... take a poor atlack thl.
round.

Wizard skill package
5kI11.? Bah! WIz...d. have maylc, Skill..... me",1y an oltcrthought for a
wizard, with the exception 01 the Arca"" .klll (which oJl w1urd. outom.ot~
cally .... tratned In). At 1.1 Iev.l. a wizard .....Is wllh training In thr... ro"",
.klll•.
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I'" Control "hard: Arcona. [)jploma.cy. 1..lgh!. Na,o",

'" War Wizard: Ar<ana, Dung........rlng. NatU1e. Religion

All wizard. begln wl,h ,,.Iologlo Arcana. That'. good, I>o<a"", 11'. ",ally lhe
only .klll your wizard has '0 ha"", Arcana I. Impor'on' beea"", It loc\ooe.
'he Detec' Magic .klll ruoctlon (avalbble only 10 I,.,ned cha,.c,e,.), wh.,h
can ollen help yon 10 unra",,1 magical puzzles or ldentlly dangerous magical
e1lec'•. 11". also lhe key .klJlIOf mony magical ,llual. (see Chapler 2Q), A
good Arcona check con "gn'flcan'ly Improve ,h. ,eoul15 01 a ritual.

The 0.x1 most Imporlant .kllllha, wizard. can get tralnlng In I. """"',"
/mow/cd!!". II yon don't know what a mon.ter I. Of what II can do, yon con
attempt a check agaln.t the approprlale .klil to see wh..hCf yonr charactCT"
d..,p IOfe and Iearntng mlghl .upply an an.w.,. It doe.n'l coot yon' characler
any actions to attempl a mon.ter knowledge <beck _ Jo.t uk your OM
whe,hCf yon can t,y one, Mon..., knowledg. t. dlvkled among several .klll•.
u .hown In Table \6-2.

Tlb1116-2

Slri'

D'""l.""".ri"'l

N,,",,

Knowlldgl Skill Chicks to Identify Monsters
bo,n.••en.r-.n....r,p..
EI.me....l t.y. or .hadow origin (lor Dimple, d.rMn.1

Ahernm arigoin (for .......pIe, behald<...J

NIMII origin llor ..,mpI., drag"",1

Imrooral~ (for .......pIe, devil.]

Diplomacyand In.lgh' ...., "'.......ble choices beeau", 'hey',. u.e1ulln loter_
action encounlers. E""I)' wizard .hould ha"" al leu' one In,.,actlon .klll IOf
.LlCcn.lully navigating challenges that don't Involve blowlog IhinEl' up with
fI",baJl•.

II you Ilod the oppo,tunlty to pick up oew .1<111. by .pendlng a fea' or two,
cOll.ldCT Ac,oba,.,. Of Perception, Ac,oba,.,. may sa"" yonr neck some­
day I>o<au"" It'. ,h••klll lha, CO""". balanclog. !ailing, and esc"l'lng lrom
lI'abo _ when yon need It, yon ,.ally need It, Perceplion I. Jus, u good IOf
the wizard a. It I. lor: any characler: no one like. to gel .urprlsed by the
monste....
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Cleric skill package
Uk< the wlzard. a d ..lc d~n'l rely mLICh on .klll•. Ac1..lc pre/en to u..,
comb.t. pra~rs. or rltu.al. to IOlve probl<m" and .klil. = 10" the lInl.hlng
doiaH. 01 your charact.... Don'! be .r,old 10 .pend oom< ,klll chole.. 011
things that j"" .uike y«Jl fancy. bee• ..., your cleric doesn', """'" to be
good at very IIWlY .klll•. All clerlco h.~ training In the RcliglOil skill. Al lsI
~1. you con choose th..... additional ,kill. that your cleric I. t,ajn..J In.

We ~om"",nd >eI«lIng the following ,klll. for: • cleric:

I'" II.oUI. Clerk Diplomacy. He.1. In"ght, RoIlgkm

... ~oledCleric: Arana. Heal, Hlslory. Religion

All cleric. automatically have Iralnlng In Religion. as you might ~1. If.
no! .. terribly use/ul ,1<111 In gam<play, but II do.. 8''''' yom chOIactc.-tomlllar_
It)' with mon.lers 01\1>< Immortal o~gln _ angel., devil., and Immortal
""""Hau. such .. nogas or .phl=•.

Your biggest prlOf1ly In ...111 .ol«lion " II>< rl'u.ol magic system. AITon..
He.aI, and Religion = the key .klli. for moot oIlhe rltu.al. your charoct.,
mlgbl even'ually use.•0 mak••u... your .k1lJ ch.ck. wllh tho"" .klil. a ... ""
lI"CJd "" you COIl moke lhem. Tr..ntng In He" tuloo uo<lul boca",. thuklll
"10Wl! you to use you' actloo to trlggl'r another charoct.,'a second wind or
",an' a ..vlng throw. You'd ra,h., not gl"" up you' octlon tor anolher charoc_
tor It you can help II. bul lIOf1IoIlm.. lha,.. =clly wh" It t..... to "".. lhe
monslers.

Aft., Ih ... you .hould ha"" a' le""t on< .klll uo<lul In on Inleroctlon
oncounler (DIplom.ocy or In.lghl). IIocsu"" d.l1c. ,..,d to h."" ""ry high
II'l.oom seo..... a del1c I. a na'ural for co""r1ng Insight for ,h. parly. HI"ory
I. sloo on the II" 01 cleric .kills. bu, 'h.... Sfe """y few game .....on. to
choos.11. s.lecl It .. one 01 your charoc,", .klll. If you think II .ulls your
chSfoct., conc'pllo "" knowlodgoabl. abool old won and OIIcl..,t empl"'•.

If you US< a fea' to galn aoddl'lonol .klll training. con.lder Acroba,lc. or
A'hlollc.!. Moot cleric.! WOSf heavy Sfmor and don'l ha"" much In tho way 01 a
Doxtorlly 0<:<>.... which means thaI falrly ...y balance ch.ck. = murdor_
ously hard tor 'hom. The C<IfIO«jU<1lc.. 01 °fall«! balance chock or .wlm
chock might"" c...."ophlc. 00 you ""'y wonl '0 In",,"t a feat agalno' the day
your charoc,.. will """" '0 rnak< a key chock or dl. horrlbly.!U with any
oIh.r chSfocter. you'll do well to pick up Percoplkollif you can. bu, don'l f...,1
Ilk< you ha"" to. 1Ioco",. you' chSfocter probably hal a high Wisdom 0<:<>....

you'", pretly good at P.rcepllon chocks even If you 0"",'1 tralr.e<l In It.
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Chapter 17

Choosing Armor, Weapons,
and Gear

• ••••••••••••••••••••••••••••••••••••••••••••••••
1~ rllis Clt"l'l~'

~ Choosing the opll....l_apon

• Sulltng up with the best >rmof

• PIcking out odvmturlng gear

• Improvlng your chaTacl.,'. weapons and armor

• ••••••••••••••••••••••••••••••••••••••••••••••••

I Jon'",,- J>lcked out your clw:.ct.,'. race. cw.., leat., and .klll•. You know¥ ~ho your charact.r I••nd what he or ,he can do. Bul ,h...,'. 0"" .,.,...,
comJ>O~t )'OU' character need, _ slull. Juot because a ch01;octer mow.
how to ,wing a .plUd chain do<sn', mNII thaI he or .hel. going to walk
Mound with on<. All lb. training In the world won', do your character
ony good If roo don", actually lake a few min"!.. to <quip him or her lor
od~tU!1n8'

In this chopl"', ,." lell you oboul the ronskl...tlons you .hould k",p In mind
when cOOoolnll your charocle,', <qulp""'"', and we .how you lome ~uld
optimal _apon and Ol1tIor picks 10 that you an make good ""'ling chole..
on<! begin J>layloll rlght away.

Chapler 7 In the Player:' Handbook lell. you e'''''ythlng you could po..ibly
want to !mow about YOU' choices In mur><!alle adventuring (Ie". to"'stnllirom
we>pOllS and armor 10 handy thlogo like rope. ll'.aw!lnll hoolto. I.rntem•. and
tento. Magic tl.mo are delined later In lhe ..m. chapler,
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Sample starting gear
Woo, In goy w>y aut ol shoppin;' JUd .,.,.,..
or>< althe pocb<j..."'•. w..........dy equip­

.... yoor ,""""., for 1""'1
... fit.... Gr... W._ SuI< moil14O gpl,

g«ota>;e III gpl, naoda,d .a..mure,', kit
m I,t 1 j...lio. 1_110 gpl ~ing end 2ll
buIets 11 gpl, J UP loft over.

... JiIIMr.Gu.._S""'m.ll«lgpl,he.....
,"ield IlS opllon<j.wonl liS UP), mod,nI
•d....."','. kit 115 op), Z j....n. !total 10
OP),.1ing ,nd 20 boIets IZop), lOp Ieft.,..,_

... Rog.. I..,): leothe, 'fIIKIf 125 opt .boN
sword (lD IPI.] O'iO'" [1 IPI. IlIndard
,dveJl!llr4l,',l.it 115 opl. sling .nd 20 bukt.
(1 opl, thio..i tools (2ll OP), 25 UP Ion over.

... Clori< I.",~ Cho""" (400P!,"'co 150p),
croubow end \0 boll. 13 OP tot,ll, "on-

d. rei OlIv<nturer's kit 115 11I'1, ""'" rymbolllO
opl.• OP left ""Of.

... W"..... C_= CIoIh .,modl OP!' quo"",­
Iliff 15 UP), otb (15 iP),''''- 150 opl,
.tand.nI ....""M.r'.m 115 iP), 14 OP lei!-

... WU..t War: Cloth ormor 11 opl. dOli« Il
OP!' Wind lJ opl.•peIIbooI; 150 OP), .......,.
ocIv."ture" kil II! OP), 26 UP Ion """',.

In oolOl"""re woml.rinol, t!>< ...ndard """.rt­
tore,', kit .,c1od... o.ek.,ocl; bedrol, Ilinlond
... ~, b<~ pooeh, 2'..,,00.14"".,. of .......­
tian .0d,l, 10 d.y. of "0. ,orion., 50 1<.. of
""'0, ond 0 Wlt.,.kin. If yoo',. ,,,'Iy worn"
,boLo g<lling e. u~.. in .... o'srk, buy some oxtr.
,L>nfOd.!2 ~p opi<eol <It t"",h•• !10 fot 1 ~pl_
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Choosin9 the Ri9ht Weapon
For moot characle", cboooing the I1ghl weaJ>OTIS I. an ImJ>O<tant palt 01
building y«J' combat .t,ategy and creating"" unlorgel1able cbaracler,
Weapon. bave live ImJ>Ort""t characlerl.Uco. a. lollowo:

... Caleg<>rieo: Thl. cbaraclerl.lIc describe> how complex the weaf>Oll 1.10
UlIe. Weapon. are org;onlzed Inlo Improvlsed, .Imple. martial. or 'UperIOf
ategorles:

• Improoi.ro """'f'O'" are lhlngs moot cbaraclen don't !fato with _
for example. ,ncks. chat". caIldle.lk:k., Of bare fi.lo.

• Simp/<! wmpom are weapollS tbat characte" oIalm051 anyda..
CaII Ulle prolld<rltly.

• Marlinl UJ«ZpoIU re<julre some training (lor example. I>ol"lla Ugh..r).

• Superl<x wmpon' are weapon' tbal 00 cbaracler 1. pro/lcient 10
wllhout laking a 'p«:lfIc Weapon ProfIciency feat to learn to Ulle
thai weaJ>On,

... Type: Type IIeocrlbe> the weapon'. ba.k: role aIld uoe. Weapons are
divided Into molee wea.f>OII' and ranged weaf>OllO: melee weapon' are
divided again Into one- and two-handed weaJ>OTIS. A charaet... can Ulle a
one-handed weaf>Oll and 51111 uoe a .hleld, but y«Jz characler an't Ulle
a .hleld ""d a two-handed weapon at the ..me time.

... Pro6rieocy: U yo", characler 10 proficient with a weapon, y«J g<1 a bon",
to allack zollo with that weaf>Oll- u.uaIly a ,2 or .3, Some weapons are
more accu,." th... Ofhe". Your da.. deocr1p11rn U.t. the weaflO'" y«Jr
charact... I. prolk:ient with.

... Group: Thl. I. lhe weaJ>On group to which the weapon belong. _ for
example, axe. 1Ia1i. light blade, Of bow. Some chazacter powe" (ex[>C'­
clally fight... ""d rogue powe,,) work only II y«J're uolng the I1ght type
ot weapon.

... Damage: nu. I. the Iun part. l1>e weaf>Oll'. damage ratlog I. expressed
a. a die r""ge: IOf example. , d_ deal. d4 damage (I 10 4 potnlo per
hit). but , llleataxe deal. d 12 damage (I to 12 poInto per hit). Bigger I.
bett....

In general.•uperlor weapollS are bett... than m,rtlal wea.f>OII" which are
betterlhan .Imple weapon', And two-handed wea.f>OII' deal out more dam.ge
th"" ooe-handed weapono. Table H_l .um. up the!>eot wea.f>OII choices.
depending 011 your character', da... whether y«J're alter, one-h'nded or
two-handed weaJ>On, and whether yon're willing to .pend a leat on , weapon
pzoUclency.



__________ Chapter 17: Choosing Armor. Wnpons.and Gear 213

Table 11-' Oplirnal Main Weapon Choices

~ghter, Groll Weapon

~ghter, Gu"dion

"."
Wuo"

longrword, bolllelllo, ....rho..... ,

Shott sword, d,ggor

llooNe""H

M"'•• ..,...

(.omel

B..."d sword

Rip'"

B.It"d sword

B""...d_d

Ow.,,,,,,, ..,joy ....... sJ>«:loI advantages wUh weapon chok:e•. All dwa'''''''
.... proliclent with 'he throwtng ham....' on<! ...,mom"",r, A dwarf c"rlc
might as ...011 WI" ..._""'",mer .. "'" • rno"": the ....mommer de.l, mo"
dam.o~.Don', u"" the ....mommer II )'«I'r. ploytng a dworl rogur, though _
many rOIl"'" POW'" ~ul"'. light b1"'k and a ....mom....' I. moo! deflnl'oIy
no! • light b1ad<.

Elves ...., ha..., on ..J~wllh w"J>01I choice•. All .~. reg;mllellS 01 d ....
are proliclent wllh the longbow and .hortbow. If you'", p1aytng on 01111811",.
thl' doe'n', help ot oll. But II you're ploylng on elf "'II"" or cleric. you should
doflnltely choos< longbow lor your .""roct.,', ranged weapon. It doesn't
oven coot. feat.

Fighter weapons
A lighter prdty much II.. the pick 01 w""pons. Aght.n "'" pro/lcl<nl wlth
almost overy we;opon. If y«J don't '1"'00 a WeaJ'On Pro/lcl<r>cy feat. tho boot
chok:.. "'" tho Iong,wOld (If y«J want y«Jr character to fight onNlanded
and keep a""'hor hand fr... for a .hteld or occond weaJ>O'l) or g",a"word (If
y«J wanl y«Jr choracter to deal more dam~al tho cool 01 oomc defen..,).
The I>ottle"'" and w.mammcr Ofe good rcpIacemcn" tor tho Iong.word. If
y«J pre/er, The great"'" or falcMon (a big two-handed scImitar. In co.., y«J'",
wonderlng) are ",a.onabl< .ub.tltutlon. tor tho !p"e."word.

If y«J'", wllllng to '1"'00 a feal on weapon pro/lclenele•. gel Weapon
Pro/lclcflcy for the baotard .word or .plked chain. The baotard .word cflcc_
tlvely gtvc•• I damage above lho IonEl'word. The .plked chaln deal.....
damage than lho g",al!word. bul your character wlll gain ",och _lhe ability
to .lrlke foes who a"",'1 .tandlng next 10 him or hor, ThaI'. a major tactical
advant~,The .plked chaln al.., can be uoed for: a number ot fancy maneu­
vcr••uch as trip aUacko.
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For a ranged w~aJ>On, y«J .hould rely on thrown w""pons _ Ja",lIn., h.n_
d..... or Ihrowlng hamrn~... Thes~:lIeall "hoavy Ihrown" ""'J>O'IO. 00 thoy
work a. Sl""'gth .nacks r.thor than D..t~~ly attack!,

M"l!lc Ihrowlng we.J>O'" .utomalkally COIll< back to y«J afI~r y«J throw
them, By th~ lime y«J'r~ 4th or 5th ~I. y«J can probably aflord to carry a
,1 handax< In y«J' belt. 11'•• little In.u,ance In case oomethlng happen. 10
y«Jr p..,jer..,.j me~weapon. and y«J'1I nov.,,- be wahonl the ability 10
altack an ~nemy who'. Ju.l a lew "'I"""'" .w.y.

Yon .hould ol.o C:lI'y a Ionger-l"anged projcclll~ W&poo .uch ... how or
.lIng lor tbat very rare combal .1l",,11on wh~re y«J can'l dose wtlh y«Jr en<-­
mles and h.", 10 .nack lrom 20 'qua"", 011. Slings Sf~ cheap and light. but
buy yon,,~11 a longbow WhCll y«J can,

Rogue weapons
A rogue'a weapon choices are IImlled compa.red 10 lho IIght~r·. choices. but
thal'. olray. WhatCVCT W&poo' rogue. ~mploy In balile :lICll'1 anywhore nur
.. ImJ>Orlant .. tholr .""ak attack capa.bllity. When y«Jr characler Is dealing
JU or 15 J>Olnts ot dsro~ lrom a .""ak allack. the dtlf~rencebelw..... a
...,aponlhat a",rage' 3 poinls a hll or 4 points a hll Ju.1 l.n'l that Important

If y«J don't want 10 spend a ~.t 011 y«Jr 'ogue'. w~apon choices. y«J' It>Ci..,
option. are p,~tty .Imple: .hort .word or dagger. 'The .hort .word <lcal.
more damage (d6). but lh~ dagger I. more accnral~ thank! 10 lho Rogue
W~apon Talent d ..s ability. 11'. probably more IrnJ>Ortant 10 score a hit than
to de.1 • little ~."a damage,,,, make th~ dagger y«Jr ...,apon 01 d>Ol<:e. If
y«J're willing 10 spend a ~.t 011 We.poo Prollclcncy. IN.m to u"" lho r.plcf.
11'. tho ,"",I damaging 01 th~ light blades,

For a ranged w~apoo, y«J' choices :lI~ the hand cro..how, sling, or .hurlkCll.
Thullng .nd hand crouhow are exactly tho same. bul tho .lIng Is much
chea"",. 00 go wllh tho .lIng. Rogue Wcapoo M..tery gives th~ .hurlkCll Ju.1
.. much d.mage poIClltial a.lh~ previous two weapon'. but th~ .hurll<cn h..
better accuracy. 'The .hurl",,"'. ,ange I. a Ilttl~ .hort~r. bul many 01 tho power'
y«J11 use wllh tho .hurll<cn h.", ran!/'" 015 or ~., 00 tho .hurlkCll·' .hort
range won't be a problem. Go with tho .hur1ken (but carry a ding ",.1 In case).

Cleric weapons
~aponlI Sf~ longh lor d~rIc•. As. cle~c, y«Jr ch:lIscter wan" 10 be handy In
a light. but he or .ho begins with pro/lclcncy only In .Imple w~'J>O'IO.A mac~.

mornlngst:lI. or .pear Ju", docsn't rlcal tho same damage tbat a .Imllarly .Iled
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,word 0< axe de.al•. .., y«J'",. Uti" bU behind the <ighl-baliin y«J1 charac_
to,',w~ ...1«:1100., You ,hould serIouslyconskler using a !Nt 10 your
cleric can beeome proliclerliin a belt.. ,..,.pon.
If roo don', want 10 'I"'nd a ~.t. choose the mace. It'. "odillon", Jf y«J

choose to sJ>efld. f"al on W""-pon Pro/lel."c)'. the oot01d .word I, your
best choice. 11'11 give you • ,J accu,acy boost OYe' the m.a.cc. and It dN!.
mo", damaEl" too.

Take. sUng or c .....bow for: your rong«! w""pon. 11>< .lIng ls dlrl_d..op. but
the Cfo..bow Il,.. better range and d.".l. mo", damage. EIther way. don",
expect 10 get much usc out of y«Jl ,.nged weapon. Most clerics ""~ betler
tblngs to do In com"'" tb.., taloe potshots with. cro..bow,

Wizard weapons
II'll.I.rd••'" ,..,ncted 10 ju.t two wNj>OflS: II>< dagger and quarten'afl. But
you know what? You don', co", Uyo,I",. playing a wizard. Moot 01 • wl...,d',
oclton. will be 10k.., up wtth c..lInll 01'<11•. 00 1001ng .round an effectl""
meW weaf>OO lust Isn't """""01)' fOf thls cla...

If you rNJly won' to. y«J can take. WeaJ>Oo Pro/lcl<ncy f"at to get )'«I' ChOl_
acter'. hand. 00 a beller weapon. bul he",'. the deal: A _Old I. hardly e""r
lI"lo~ to make mete.. allaco.. 00 don't w..te a leat 00 thl•. (If )'«I hap"",,,
to be playlo~ a dworl _Old. thou~h. your character I. pro/lclent wUh the
w.rhammer .. a,aclal t,oll _ 00 )'«Ir charocte, mlghl a. well c...ry one.)

You might ha"" noticed thai )'«I ha"" no rang«! weapon oplloTlO. If )'«Ir
ch...acter need. to attack an enemy at "0ll". u"'" your lOOIJfc mwUI! .pell (or
ooe ot )'«Ir olher ..-will powers). You never run out 01 aI_will•. and it". Ju.l
way morl! .1yll.h to zap your """",1<. wUh g1owlo~ dOlt. 01 ""'8'c" ""erg)'
than to fumbl< around with a c",,,bow you'", no lI"O'! a1.

ChoosinfJ Armor
The oIher ImJ>O"ant dod.loo )'«I n~ to mako 10 equlpping)'«l' chuacl1!r
I. what oort 01 annor you lot<nd him or her to _ .... Each character class
beglTIO with plOllcl<ncy 10 a dllferent set 01 armor chole..., lor exampl<. lI~ht_

er. a", pro/lcil!llt 10 aoy ...mor up to and Includlo~ ",al< moll. whe""", w1z­
...d. OlO ooly plOllcl<nl 10 cloth Olmor.

Beyond lhl! '1"",tloo 01 pro/lci<ncy. lhe", are two basic decl.loo. you n~ 10
make wh<n coo.ldertng )'«Ir cholcl! 01 annor: .hI<ld or no .hleld, and lI~hl""".u. heavy.
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Shield or no shield)
~ you'~ playlng a ~ght... you r....d 10 d«:1de wl>elber you want yow char""ler
to carry a .bleld. Shield. "'" a weat way 10 Improve Armor: Clu. by a couple
01 J>Olnt•. hut by carrying a .bleld. yow char""ter III gMng up """" "",,,,>eo

In.t~ 01 carrying a .bleld. your cbar""l.. could be .wtnglng a two-handed
_apon 'ha' deals mo<e rb""'E/"' Th.l. 10 ,he dtlf..encc betw"",, lbe (ftal
Weapon fight.. bulld and the Guardw. ~ghlerhulld.

The~ ,....Iy l.n'l • rlgbt ano_r he~, As tbey ny. the best de/eD'" I. a good
oIfe...., hulfdlng your cbar""t.. to dl.b out damage In.lead 01 ..king It mean.
tbat be or .be w1U ktll enemieo lasler and Ill"" 'hem f....... chanc.. to pol
dam"ll" 011 blm 0< her, On the other hand. you'lI ~nd lbal even f 0< 2 poln" 01
e.lla Armor: C,.... oileD reoul" In a dl'propor1lonote reduction In the amount
01 damage your cbar""ler takes from eDemy all""k>, ft·. ~"'Iy up to you.

Cbar""len 01 other clu... bave 10 .pend a feat 011 Ugbl Sbleld ProIlcicncy
to even tblnk about picking up ••hlcld. W. probably wortbwhlle 10< • melee­
o<ientcd c~r1c: • 1 AC " worth a feat. alter ...1. But don', buy up to the heavy
.b.,fd.•Ince you r....d to ha..., a band 11ft '0 hold your holy .ymbol. II'lth a
flgbl .b.,fd. you can do that. but wtlh • heavy .hleld. you can',. You don',
w.nt your char""t.. to me.. with .pendlng ",,11011' to put away hi. or her
mace and take out lbe holy .ymbol when you decide you want to u"" a poweT
bucd on yom divine Implernenl r..her than the weapon In your hand,

Light versus heavlj
Here'. an Important n""nce o/lhe D&D armor .ystem: If you _ar light armor.
you can add your charact..•• Dexlerl,y 0< fntelllgence modtll.. to your
Annor CIu" tf you we., heavy anno<, you can't. But heavy armor oUen
an .rmor bonu. lha,.. much betler 'han the one provided by IIgh' armor,

To gel the best Armor Cfas. poo.,b.,. you ha..., 10 decide whcth.. you'
D..t..lly 0< fn'elligence oco~ I. hlgb efIOUgh to ove,come the dlffe~nce

betw.... fight armor AC bonUOCJl and beavy armor AC bonU>eO. As II tumo
oul. the be.. fight .nnor avallab., at fow level. I. hide armor (.3 armor
bonoo). The wonl heavy armor aI lhe .ame level. " chalnmalf (.6 ",,"or
bonoo). So, tf yom ability .core can add at least a .3 .bUlly modifier to your
armor clas•. you'll break even 011 AC, Therelo<e. 11 eltber you' Dexlerl,y oco~
0< your fnlelligence oco<el..t ~ast f6, gowllh flgbl armor, Oth..w1.e. Weal'
heavy armor _ as.umlng, 0/ cou..... thai your cbar""ler I. proflcient In ""'""
type 0/ heavy armor,

fn addtlloo 10 negallng your abUtly OCO~ modilier. heavy armor .fow. your
character down .nd Wlu"'ly Impooes a .m...f penalty 011 phyolc'" .klll checks
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ErlertJthinfJ Else Your Character
Is CAmJinfJ

Your chole.. 01 .nnor .00 ""'J>01IO Me Iml"'rtont. but they'", 001 all th.r.
Involved In equlpJ>lng your chMocter, Dungeon cxplor.tlon requl ..... lot of
.pedalued geM. ond you'll w.nl to ....k••u'" th.1 your character I. corrylng
everything he or .he will need to .urvlve In the hostile environment ol •
mornIter_lIlled dungco<l,

W.tch out' You might not ",.11", It, but your chMocler d ... might dcmond
.p.dalUed geM 10 accompll.h It. ho.k purpooc. The", arc four prime nom­
picoolthlo;

... Rogu.. requlf< thlcvco' 1001. (20 81') to u.e the Thievery .klll pl'operiy,

... Clerlc.! require. holy .ymhol (10 gp) to better "'" lOony 01 thel' PO""'"

... WlzMd. requl,e ••pellbook to k...p their daily .pell., utility .pell., .nd
ritual., They .100 requlf< .n Mcone Implement (orh, .1.f1, or wond, 15
gp. 12 81'. or 5 gp. r..pc<:llveiy) 10 I>ctter cut their .pell•.

... CIcrIc. ond wlurd. require ~Iua.l components In orocr 10 ....1oc "'" oJ the
rUua.I! they kro>w, For • hl~cvcl ChMoctcr, you con gel hy with 20 to 40
~ld pice..' worth oJ .rc""" tNgCfll•. myolk "'vcs, or OMlCtllled Inccn.."
1lI.at will "'" you Ihrough the n..t coople 01 tlmco your charoctcr ......
rUuaI,

At the very minimum, moloc .ure your cha..ctcr'. mlllCellMlCOWI equipment
Indud.. the noted Item If YOU'f< pl.y1ng • member: oIll\ot d ....

Useful gear
Th..e thln8' won'l m.k. your choroctCT light belt.r, but they'", d.med
ulIClul for: .occeuful dungco<l '<plor.tlon, EVCfY odventurer .hould c.rry.
lighl .ource,' rope, ond • "",101 1001 or two .ocll ••• gr.ppllng hoo', crow_
b.v, homme, .nd piton., mnl .nd .t...l. ond 00 on. Not everyone In the porty
need. 10 c.rry one 01 each 01 thcoc thln8' _ divvy out Ihcoc 1001> ornong the
porty.

A light .ource I. par1kulorly Iml"'rtont bee."", """I rac", con't ..... Ihlng
In compicle d.r.n.... You have fou, good. che"" choices ot lhe I>cglnnlng 01
your chMoctCT" cor....-: torch. lont.m ounrcd. or mogIc (. wizard's light .peIf).
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Magic I•• good =orgency meHU"'. but you shouldn't ...Iyon II acl...lvely.
You don'! want the wh-* f>Mty to be .tranded In pilch bbdn.... 11ISt bec.u~
the wtlMd got ••,.., by. gnd..

01 the norun.gIcoJ altorno'l""s, 10rch...... h<."Y and don", light up • very
1"'11" ...... bul thoy'", che.p. wtcms.", morc e"P"n.t= but j>IovIdc belte.
IIghl ,00 Wluolly Iu' longer. In addition. you can .." oil kind. 01 'hlng' Oil fire
with. tow l\;o,bI of bmpoll. Trust no; we've~ It dooe, your ....' non­
~caJ alternallve is probably the ."orod. Sunrod••'" alchemical <Ievlc..
that provlde a brtght. Iont-la>tlng light without II>< "eN:! lor 011. l1><y',e
"1"'''01= (2 lIP 'pi«e) but give 10m hou" oIlilumlnatloo at • time,

011, and one more thing: Don~ forJl<' 1M JOP". Every member oIlh. 1",Iy
should carry at l<ast 50 feel. prelenbly 100 fffi or more, of mJ><. I\.ecau>< 00
lIWly dunge<KU ~.tu", difficult vertical obstacles, you jllS' can', .klmp on
the f"P". Wllh enough f"P". only one ."",oct•• In the "",ty need. 10 be •
good climber: _ ~y .he can follow tl>< best dlml><r .fter he". .1><
flxeoa rope In pla.ce.

Write it down and forlJet it
Ever been camping? If 00. yoo've probohly got h.ill "" Ideo 01 whot yoor chor_
ocler likely goes through every day when I>< or .he i. 011 explorlng n.1
wlldemeo.eo ". delvtng I". w..,ko Into. leo........., dungeon. Anybody going
away lrom clvtllution lor a lew day. carries oomethlng to .....p OIl or In,
lood. water. comp loois. ""d 00 OIl.

So. Ju.1 I". form'. we. you .hould prob.ably wrlte a lew thing. OIl yoor ChOl_
octer .r.-.•uch •• "bockpock. bedrotl. 3 daY'" ,atlOllo. 2 water.kin., flint
:rnd .1...1: Or, hoottCf yel. Ju.t buy tl>< ...r.dard odventurer'. ktt at the top 01
the Adventul1ng GeoI lI.t In Chop/er 7 01 tl>< Player.. Handbook. l1>e"" ThaI'.
oil it tokes. l1>e v..t malority 01 Dungeon M..te.. will never chollenge you OIl
this. ""d yoo'lf never act...lfy C«ICem yoor""lf with thl' mund""e gear .gain.
But you'll be ahle lo ..y that yoor charocter h.. It,

You mlghl be tempted 10 write down a whole generol .t".e worth 01 tool•.
ratIOll', .peelol Item•. ""d miocelton<ouo Junk. but remember _ you' charac_
ter need. to arry everything. Check p;oge 222 In the Player'. HaOObool<, and
yoo'lf .... thai charocter. have a finite limit OIl how much weight they c""
carry. Agatn, nol many DM. will think 10 enforce thi. rule, but .orne do. 00
don'l be embarr...ed by being caught with lIGO pound. 01 geaI OIl your 13­
St,ength rogue. (If yoo like II>< Idea 01 carrylng aroond II>< whole general
.10'" OIl yoor back. cou.lder lnve.llng in magic nem••uch .. a bas 01holdfr>g
or a handy ha"""ad toter In yoor charocter'. c.......)
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Impror/ing Weapons and Armor
Your character', equlpmenl at Jot level I. nothln~ rem.ar...ble. Your cha,.cler
hHn'] yet found the greot plies 01 t..Hure Iha] will lei him or her buY'."ly
good armor n, powerful magic weapon•. But within a level or twn. you're
lI"ln~ In want In upgrode your choracler', weopotl, and armor 10 the besl he
or ,he can "ford 10 own. In iJl.ooJroN> &. lJRAGoNs. your charact.r doelIo'l ~p
!feuure: he or ,he 'pend. II 10 buy belter weapon> and armor 50 Iha] he or
,he con find even htgg.r lreuu,es and buy even betler weo.pon. and arIDOf•

•

MasterWork armors
You may have noliced tho] the armor lable In Ch""ter J of the Pfuy.".
1IandbooI< Includes ,"me very unu,ua1 enlrles _ Jor exomple. d,ogotlllCale
armor, warpbt. armor. or .Iarweove annor, "The cool for each I, .Imply ",pe­
etal." All the.., unusual armor types are known H ma,lerwork armor.
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Equipping higher-level characters
Kl'Ol"," cr..tftg • highef__ ,hor'etertDjoin
on existing g..... \'OIll find mit ttl. ,gonizinol
docili"". of ,.. typO, .. imp"".ri""., In-lew!
,o"a<te' It. simply o!hin'l oIl!>e POOl Hillh­
1.....1 ella"c,," !ypH:.IJy ..... '""uund. of
gold pOec•• worth of oq"ipm<n~ ioeloding
"",gil: w..poos, '<mo', potions, Ind ott>o, sueh
wood""" p"'.....ons

To equip. hi9:>er-1ev<4 """""', yoo shooId .,.
yoor OM ""'" much IIlIlM\' ¥OUr '""focte< h••

tD .od. Then ISk for .... 0"'''' "Ip in pic:b>g
olJ! suitable "",gil: item< for yo..- ''',aeter.
Reme""'er, d ¥OU' ,halOet., do..,.' h.v< •
mogoic we.pon Of mogie armor,l"l"l neod to

pi'k out "","",gi.oIl1'" to .orn M••••"'"
,.., ¥OIl review ,.. IMAI.,.. Ii.. in .... "Going
st>opping- seclion 01 this chi pter oM oq"" yo..­
,h"ICte, with magi,,1 or """""'1IH:.1 """"""
oI ...ryIhing on .... bt

M....rwork .nno" h."" a "minimum =sk bonus," whkh m<an. you never
Juol nod. suit 01 w.rplat. armor: the ka" vol""bl. sot 01 warpbt. armor you
con """ h."" I••4 uXIIplau annor. A .ult 01 .4 armor I, • 16th-i_1 mogle
Item worth 45.000 lIP. Even'u.olly your character moy find ••ult 01 ma,t,,_
work armor 0' ama..~ughw.alth 10 huy """"'. hut you ha"" a lot 01
0<I""ot",1ng oh.O<I 01 you n...t.

Mag;cal arms and armor
The he.t way to Improve your choroc,",·. o!lad roli. and AC I. 10 get hi. or
her bond. on a good m"llkoJ weapon ond a .ult 01 magical armor. Maglcal
w""ponry is '>pen.I"" .tun. hut you'll lind thol you absolut.1y ne-cd It Uyour
ch...oct.,- I. going to ha"" a nghtlng chone. 01 dealing with II>c gOlt..,. more
d""g.rou. monol.... s... Cbapler 20 for more <letail•.

MoglcoJ _apons c""y a boouo to anachnd domall" roll., ronglng lrom .1
10 ,5 or IIHlrc, So wben you b•., someon. o! II>c table oo..llng ahout bl.
,J llPord, wbo! he'. saying I. tbal hi. character hos &Sword lhot gl"'" a.3
bonuo 00 aHock ""d damage roll•. That's a good .word. 5Imlt.rly. maglcal
...mor carrico a bonus 10 AC ranglng from • J 10 ,5 or more, For example. a
.ull of cbalnmall normally provld.. "" AC bonus 01 .6. bol a .ull oJ ,2 chain­
mail gives an AC bonuo oJ 8. M"lIk weapon. or arlIHlr wllb an enhancemenl
boouo 01 .J arc JOl~"",,1 moglc Items ond co.1 360 gp .ocb. Ilccause you Ol..t
wllb only 100 gp lo.pend as a 10l~"",,1 cb...ocler, you con .... Ibal you'li
ba"" 10 liberat. """"' monot.r-gua_ I,...urc hoard. II you want 10 ...m
yoursell wlth magic ..mor and weapons.
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Chapter 18

Advancing Your Character
•••••••••••••••••••••••••••••••••••••••••••••••••
1ft rlli, Clt",u,
~ Dl>coverln~how your characler eaT"" ~onc. J>OInl•

.. Eumlnlng what happens w",,", your char""'eT gaJns a level

.. Explorln~ I""agon I""h. and q>Ic destin.",

•••••••••••••••••••••••••••••••••••••••••••••••••

r hMOC'''' In the Dl'NrIDN>" lJRAGoN!, ga.... are nol ..alic. Th<y grow and
\,.. develop It", IooEl'" you ploy t~ g...... Tha", OIl<' 01 the key ""peel> 01
the gaIIl" _like the he..... 01 • 1lOV<'I. movle. or lel<vl,lon .."ies, your c ....,_
oeters INIn. grow, and "'" Infl""nced by put .nd pr"",n! _nt!,

In 'hI> chopl"', '*" uplo", lhe e<mc<vl oj "!'eft....,., point. (XP) and gololng
~I., examining how and In what .,.yo your char><:l..Im~_We 80 0V<'f

the p<l>C<'I' 01 "leveling up' ..,d ,how you how to odd your new llOOdl.. to
your clkoroct... Fhwly. we look " paragon po.th••nd opIc d..tlnl"". lhe J>l1\­
na.c~ thai every chM>etef can s"l"" 10 ""hie,.."

The ChM.cter Advancement lable In Chapl.. 2 oIlhe PIa}"',. Ik",dbooll
(p;>ge 29) ,. your on~top rel..<1lCc lor dct..-mlnlng what your character
get. a' eacb and _rya~~I. Paragon pa'bs lor ucb ebarac'""
crus"", descrlbed In Cbopt.. 4 01 ,he .nd nI each d ... section. Epic des­
tlnl.. for all ebauet"" d ..RS a", lnund 01 lb••nd nI Chapler 4.

Gaininfj Experience Points
f:xp€rilfflC~ point> (XP lor: sl>orl) me••"", a ebOl.et",,·s ><:<:ompllsb""'nts,
They rep.....nl bolb tulnlng ""d le.mlng by dolns. In the f.nl'..y world. nI
1:l&IJ. experience hal • direct correlation '0 power. Clw:act... CM1l~

points by deI••'lng opponents and oIherwl.. oven:omlng the eball""gcs 'ha'
the Dun(lCOll M..I"" places bclore ,hem, WhctJ a elw:ocler has earned • spe­
cific number nI XP... detailed OIl tbe Clw:ac'"" AdvIDCCIIlCIlI !.ohle OIl _ 29
<II ,b. P1aJ-"T:'IIand_. he or she gal'" a new 1cvcI., T.bIe 18-1 showslbe firs'
e....p1e nI .Iop> on ,he p"1b to lI"'''''''''.
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Teblel8-1 XP end Your Characte,'s First Few Levels
You NHtI fit;.,..", xp

o
,~

~

,~

'-~

, .. r.Rud fIt;'I...,

1......1

2nd 10..1

3r< 10..1

4th """'I

~~,

Where do XP come from?
Every mons'" ond opl'Onenl In the g>JDe com.. wllh on XP award based 00
tt. ~I. A moo....'. ~II. a rallngo! hnwe..y nrdlHtcull a mons'" I. In
nverCQIlle. 'nd II 'oughly cnrresl""'d. '0 'he Iovel 01 pl'yer charoct... who
oughl 'n be fighting II. For exomplo. Ihe roper I. a ~~J4 moo.ler, so It'.
In'ended '0 be .chall.nge when lhe odvenlu~ngparly I• .,ound 141h Iovel,
It'. way 100 lough Jnr 4'h-1evel ch.,ocle... ond tt'. , pu.hnver for N'h-level
charocle... T,ap•. oboloclo., other challeng... and <]",",, .,e oloo ...1gne<1
~I. 'nd award XP... described In Chaple.. 5 and 701 lhe lJunge<>tJ MaI,d.
Guid<.

The OM de<:id.. when a challenge has been nve'CQIIle. U.ually. IW. means
when' bottle hoI been WOtl or a trap dl..rmed. bu' clever playe.. con come
up wllh all kind. 01 ways for Iheir charact... 10 nvercnme Ihe chollenge 01
,h. momen'. II Ih. parly ."""eufully .lIps by Ihe hobgoblin' guarding Ih.
cnrrldor by u.lng >teal'h andc~rdl.lroclloo•. Ihe OM con de'.rmlne ,hat
Ihe characle.. have ov.rcome thl. challenge ond ,ew.rd them .xperlence
poIn," accordingly.

All charscle.. Ihal tak. parI In ,n encoun'., galn XP for ,hat encoun'.r.
Remember 'hst encounle.. come In Ihree forms; a challenge. combo'. n, role­
playing encounl.. Ihal I. Inlegral 10 Ihe plot 01 Ihe advenlure, DM. u.ually
award XP at the end 01 each encounler, allhough ,w.rdlng XP at the end o! a
gsme ....100 wnrk. 100.

For the Dungeon Master
The OM usually aw.rd. experlence poinl. st Ihe end 01 ,n encoun'... bu'
some OM. dole ou' award. at ,he end of a game koJI. Tralnlng and
odvoncemenl, however, should 11111 lake pia"" bel n game ....koJI. n,
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What is monster level?
herymonrterar _cloth< pI.yo, , ..,.".,.
hi" to de.1 with in In ....."nu. h., • ""'"L
G...ral~ .po.king, • good ••mb., enc.unter
consist. of """""" oq uaI in leYo4 to ......... of
.... pi...... cI>oraet...,.... <qUIll in number to the
"...ber Dl ,h.,,<tell in th< P'fIy. In ""'.r
WOfo., with relsonobl< luck Ind. bit of sUI, .n
"'''ge~rty_ """'rtOlllllO simiIornwnbe,

01 "rooture. or obst..,l..of their ....~ with
>OllIe d.rnogo and e"l'<"diture of ,..""",e•. "
p.ny 01 fiY< .'......04 ehm<tell. lor ...mple,
_ be I bIo lD~ through on ••"","mor with
f...~ stlndonl "..",.,... "'traps with •
few ,..oore........,.Jed but witt>out suff,ring
,nyco...kie.

or the beginning or end 01 a g;om< oesslorl. If you have. good b"'''''J>OI"1 In
,h. aclion _ for nampl<. ,h. PC. = planning 10 go bad 10 town for 0 btl
before r.turnlng 10 the dung<on _ If, oby to let pbY'" ,hOIact,... lewl up
In ,h. mkldl. oIlh, g;om......Ion.

To del.,ml"" the XP award tor an encounto,. follow Ih• ..., >tops (whkh .'"
doscrlb<d more lully In Chopl" 4 oj thelJungrotJ 1.1",,,,,', Guj<k):

I. Driermin< lb. XP value of each lDOoalor. lrap. or._in 1M
eDcouol«,

In the c.... 01 monsl... and traps. the XP award I. rtght at the top oj the
moo"" "at block Of trap d""c,lption,

Z. ToIaI the XP ....Iues of tbe .,00_ In... and oboIacleo io the
eoeoooler.

3. Divide tbe XP 10101 by llJe number of d",racten io llJe party.

The ","uili. the amouut oj XP that each charact.. receiVe> lor helptug
to overcome the encounter, Round Iractiolu normally.

GaininfJ Letlels
Your charaeter becorneo mo", powefful ., he Of .he rl..,. In level, AI higher
~I., your character hit. better. delcnd, better. be<:om"" hardef to Idll. and
galllO new and more powerful abiJltle,. U.lng the PIa)"',', Handbaolt. you can
advance YOU' characterlrom I,t levclto 30th ~I over thecou"e oj a cam­
p.al1I'" A charaet.,,-', level provldc, OIh.. bencllt. and c..enliallnfOfmatlon.
.. descrtbed In the next few ,c<lion•.
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Ab;{;tlj. score increases
Cb",ocle" 10cTNSe tboir ability 1COf.. a. IhO)' odvance In lovei, A ctw-ocler
can Increa.e any two abilily OC<Iru by 1 point every lime be or .he attains a
level ondlng In 4 or S. ThaI mean. lhat Udda. a balUlng 'ogue, Inc"'.... Iwo
01 b.. ability score. by I point e.cb at 4tb. SIb. 141b. ISlb. 241h, and 2IIlb
level. So. u[>OO ocb""'ng 4th level., Udda·. player can loc",..., b.. D"'t..lly
sco"' lrom lJ to ISand herCbaJ1."", lCOfe from 14 10 IS. 10 oddilion. w""n
your char.ct.. ,eochu lltb level and 21 .. level. you odd 1 to all the charoc_
I..'. ability .COfU, If. good 10 ",ocb p"roll"" or epic Ieve~ (For mo", ""
ability seo"",. see Chapler 13.)

Level modifier
Your ctw-ocler·. lovei modiller ",preRrl" Ihe .bcer .ldll bl. or b.. "'p"rIen<:e
coole". It"oa hun... equol 10 halllhech",ocler'. level. rouOOed down _ 00, In
ot""r words. d al 2nd level, _2 al 4tb level, _3 at 6l.b lovei. and 50 011, You gel
10 odd t"" lovei modill.. 10 every attack roll your charocler makes. 10 all your
cbarocl..•• del..,,,,,,. and to every .kill check your charocter attempl.,

New powers
Your cbaracler learn. new poweTlI .. "" or .be galas leve".•••bown on the
Cb",ocler Mvoncement lable (page 29 01 Ibe Prayer. Handboolt). For exam­
ple. wb.., .Io,an. a human cleric. ",ochu 2nd level. he learns a 2nd-levcl utl~

tty POW": wben be ,.acb.. 3rd lovei. "" learn. a oew 3rd-level encounler
power: and wh"" "" ",ocb.. SIb level. he learns a new 5lb_level dally pow'"
Some level. _lor =mple. 41h lovei _ don'l oller you t"" cbance to learn
new powero. but you gatn otb.. good .Iull al tbose lovei•.

Unlortunotely. you don'l get: 10 keep oddlng pOW'" lorever. Eventually you
",och • poInllor encounl...nd daily pOW'" w""'" you galo acce.. to a new
level 01 power ",leetl""•. bul you don'l gain .ny mo", -.Ior.: You have to
d'"l' one 01 you' old pow... and "",lace tt with your new ",leellon. Thl.
comu at 13th Ievcllor """ount.. powe" and ISlh lovei lor doily powero.
U.ually. you 1001 drop your old l.t~eveI powe.. wh"" you ,each these poIn,,:
you've oullP"own Ihem, Ill"""'~evcl powe.. ""' u.uaJly much belter Ihan
Iow..-level powe... 00 thl. 1.0'1 much 01 a h.,d.hlp lor your char.ct...
Cbapler 141n Ihl. book has more delallaboul poweTS.
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Feats
Cb",aclen gain Ie"', .ccordl"~ to '~I. All ehOIac1.rs Olar! wllh one 1••, al
Jot I~. Each <haroc••r can ••Ioc' • new l••t every 11m< he or oil. a"alns an
~umb<~~.That "",an. tb.1 RogdOI.• human light••. ...,1«:1. new
1••,••12nd I<vel. 4th ~1. 6th level, and .., Oil.

In oddlltOll, all characters get 10 .oled • ~at whffi they roach J Ith level (wel_
com< to I'M""'" 1I.,j) and agaln at 21 .. level (wekom< to epic Her~. 11'1><11
you~h • new \1<•• you golo a wh~ n<... "",nu 01 ~.t. 10 choose from
I>«:.u"" leat. ore organlzod Into hefOlc. P"l"8"". on<! <pic Ie.... Naturally.
J>Mogon and epic Ie...= belle. thon herok le.als. Fo, mo", on Ie.... !leO

Chapler 15.

AdliancinlJ a Lellel
Your charoc'.r can advan"" to the next level when your Xl' 100aI ",aches lbe
minimum omount~ occordlng to the Character Mvol""'m.." table In
the PlaJ'ff:' HandbooIt. Regd.... fOf enrnple. con 80 from ',t 102nd level when
he occumulat"" at Ie..' 1.000 XP. Going up .Iewl provld... nurobot: oIlmrne­
dlale beneftls that demonslrate thaI the character has learned "nd ImJ>lllVed
In some way.

Im.agtne lhot your ch..""ter .J>ef>d. \tme between advenlures training. otudy­
Ing. and pr",,'lclng hi. or heT .kllI., [ven U YOU' char",,'er achieves the
n«:euary Xl' milestone, he or .he can·' go up a level In the mkldle 01 an
encounter, In game tenn., Ihl. mean. thol you hove 10 walt until the DM
allow. your choroct.. a brlet re'plte bel.,.e you can level np, The end 01 a
game ..,..Ion I. a ",eat time to level up, 001 II YOU' DM I. willing to lIIve your
ch..""te.. a hreak In the aclion, you mIght be able to level up Immediately
aIIer winning lhe encouoter that gave you the XP to get over the lop. Thar.
up to the DM and the kind 01 game he .,. .he wanls 10 fUn.

When your character ho. earned lhe nece....y XP 10 go up a level. grab your
ch"",,'er .heet and YOU' PI<IJ"""~ and Iollow IOOe >lCI"':

J. Dependiog 00 Ibe level yourchancler gained. adj.... hio or ber ability-_.
Wben YOU' char""ler a"alllO 4th. !lIh, 14th. 18th. 24th. and 28th level.
choose two abilities and Increase each by I point. Wben your ch..""ter
reacOO I IIh level. and "gain at 21>1 level. add I point to 011 your ability
.cores,
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Chock the Ability Modifier table (poge 1701 the Aayer:' IIandbooll) to
•.., whether modlners ..ooclat<d with any 01 your Improwd abllilleo
n..,o to be adju.ted.

Z. Depeodiog 00 Ibe Ie",,' your choracler gain<d. adj.... your 1.",,1 modi·
fie.. 1or .lIack. def• ....,. aOO !kill boo......

Your charod.... 1""", modifier Is equal 10 hall your """" (,ounded down).
110 each HOle you hit an .,.."..,umber«! """'I. you' level modl"er l£O"S
up. [.e,..,1 modifier ligures Inlo your de£cn"",. you' a"aco. and your .ldll
checks. II your """" modifier Imp"""". modify your attacl<. de£cn.... and
.IdU bonu"", accordingly.

3. Al 11th or 2101 1e",,1.cb~ your palall00 path or epic dellioy.
tftpecti~.ly.

II you Just ",ach<d 11th level. you get to pick a paragon path lor your
character. Each charact.,- d ... d.scrlptlon In Chapter 4 01 the PIa}"',.
IIandboolllndudeo .......ral paragon path. to pick lrom. II you juot
",ached 2f.t level. .elect an epic destiny. Theo. are descrlbed at the
end 01 Chapler 4 In the Aayer:' HandbooIt. We take a look .t pa"gon
path. and epic de.lInleo In Chapter 22 In this book.

4. locreuc your hil poio...

Your d ... descrlpHon lell. you how many hit poIn.. your character
gain. each time he or.he advances a level. For ...mple. a lighter gatn.
6 hit points at each level.

5. Update your d_ f..tures.

Chock your da.. description lor: clas. le.lu",. th.t 1mI'm"" wllh Ie,..,].
For example. at l6fh level. a clerlc can nse his or her h<?aling worn power
thr.., times per .ncounter Instead 01 Ju.t twice.

G. Dependiog 00 Ibe Ie",,' your choracler gain<d. eJ- your new feat

When you' character reaches an .ven-numbered level. you gain one l.at
01 your cholc•. Make su'" that your character med. any p""C<jul.lteo
the feat ""1ul"",.

7. Get your oew po......

All characters learn additional powers .. they advance. Chock the
Character Advan"",",,"1 table (page 29 01 the Pfay"':' HandlJooll) to
•.., wh., kind 01 pow.. to add to your character'. "'perloi'" at hi.
or her new level.
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Chapter 19

Handling Yourself in aFight
•••••••••••••••••••••••••••••••••••••••••••••••••
1ft TIIis Cltqtr,
~ Plcklnglhe right way to _ the monsters

~ Manoglng your best J'OWcrs

~ Building" combat ""'"l/Y
~U"ngadv~I.die.

~ Adopting your tactics 10 your foes

•••••••••••••••••••••••••••••••••••••••••••••••••

t he J>Olnt 01 the lJl.9Ja'tI> &. lJRAGctI> g;>m< I. to h.~ lun, be c",.I1"". and
<1lg~ In " IIltle healthy <SC0l'hm. Bul D&D I. " ~.m<. and lust like any

gome. you can play It woll or yoo can P"Y 11 J>OOfly. Many _Ie II""" • 8"'"
II"", making t-l <hole.. and exploring those cOIlR<luonces, but we'", gu.-.s­
log that you want 10 pby to win _ or at leu. do your besl to maxlmlzc your
ch.,oclc,'. lmpoct on the~,

Th... He two good ways 10 play the g.tm< ,mOT!: Build .tl.d~ char",,'...
(we tollr. mo", obout that In Chop'" 22), and light Yo<l1 best IIghl. Anycho'ac_
tor an .hlne fOf " !>;ott'" wUh ....... lucky comb>, rolls, but II you CQ1ISI,'..,'1y
...,l«t the best and most ollie"'" octions to.- your clw"oct.. round 01,.. round
you woo', need lucky die rolls to 0=1.

In thl. chopler, we lell you about the ~ght way to "Wooch bottle. o:od
encounte.....nd we .how you how to come up wtth • wtnnlng !lrotegy tor
oImoot :my fight.

Choosin9 the Ri9ht Weapon for the Job
Chooolug tho rtght weapon for lhe .Ituation ot hand doe!n"t mean carrying
Mound. bos of hold,,,!! lull 01 magic w'apon' and pulling out the mo.t elf«_
tl"" oue tor each foe. It mean. Undlng your enemy'. weable.. aud largetlng
It, Thlo !lrategy goes 0I11he way bock 10 Sun Tzu: Don'1 throw otrength .t
.trenglh If there'. a bettef option avall.ble, Your high-powered fighter might
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he able 10 cui his or her way through a roomhd 01 hill glan.., but me.... c«obat
I. what hili glan.. do ".". You would he bel ..r off 10 uoe powe"lhat allack
Will de/enoe al a long range. be<:auoe gIonl. generally can .Iand up 10 a 101
mo", phy.kol .00", Ihan mental allacks,

The tour bo.lc .tralegle! lor de/eating lOe! In the D&D gome Ole hll point
att~Uon.action denial, moneu""r. and diplomacy.

Kitling 'em t/uickllj: Attacking hit points
U", me.... allack., ranged a!toeks. and damage.<:au.lng powero .och a. magic
mi"ik or n""", >trik< 10 reduce your opponen..• hll poIn.. 10 zero H IHt H
po..lbIe. This .Irategy woru beol again.. fOe! with low hll poIn!! or lOe! who
don't bo"" moch abillly to hurl your ch..oeter while the party~ thr«Jgh
their hit poIn... 11"0 a bad .tralegy 10 uoe agaln.t brute! and soldlen (bIg
!lrong mon.len who lrankly..., looklng for: a ch"""" 10 mll< It up with your
p..ty).

Thl. I. the delault .tralegy for: almoot any mon.ler: If you don't know what
e1.e to do. make allack. and knock down your enemy'. hit point•. Sooner or
lateT, you'll win.

Plaljing for time: Action-denial powers
In this combat ..,.tegy.1ead wllh powen th.! ....p the mon.len from oellng
effectively. ""ch .. rommond or "",b. U1ttmately you de/eaI1he mon"ero In
p",tty moch the """e way all beto'" _ you deplete their hil poIn.. _ but the
goal he", I! damage mitigation; you wan! to p",,,,,rlt the motlSteu fr«TI gelttng
good .hoI. on you while you'", wear1ng them down, k1eally. you'lI tie lhe moo­
.len up '" badly with e/lect. that d......tun. or Immoblllre them thallhey
won't be able 10 lay a Rnger on you.

Good aclior><lenlal e/lecl! Include

... Dazeor "un

... Knock prone (e!peclally when combined with pooh or .lkle again" moo-
.len without good ranged attac")

... Weaken

... Slow or Immobilize (\>eol again" mon"er. without good ranged auoeks)

... Restrain

... 1I11nd
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Action o.nlol work.....t In encoun.... whe.. on< or two 01 ,h. mo""ers
~ a much morc serious ,h,..t than lhe other mons..... Doo', ,"",te an
acllon-d..,tol effect like rommand on • lowly goblin minIon Of • goblin .klr_
ml.her: use U 011 the goblin chl~t"n or the hobgoblin Walcas'e•. the ClU_

lu",. In that on<:<>Ynter thaI con "'ally hu,t you, Action denial I. ,",poclally
oIloc'"", >galoot .Ill< and 0010 mond.... _ mon.len who ore .'gnlncanUy
tougher thon normal 1JlOftS,.... Typically, an encounto, with OIl .Ill< or solo
mon.!••~ that )'QU''''' de.allng with 11... numbe, oItough.. mon-
slen. so denying mon.Iers actions h blll8'" 011«1 on the hattie (although
mo,t elite and solo moo"'" h.~ so 01'""101 del..". "!lain., action 0.0101
In the form oj big ••>'log throw bonuses).

Beating 'em with footuJork: Maneu(/er
Many foes con he avoided through on ""Uul moneuver.•opoclolly II your char_
oeter or another In the P"Jly h.. "",lui rltuol m.o.gk:.t hondo If nothing eloe.
you might'" .bl< to man......" you. character Inl0 a poottlon from which he
or .he can aHack a foe with IIHle chance 01 being hit ba.ck. For example. II the
oppooent I. a powerlul brute wUh no ranged attacu (ny.•n ogre warllUlk),
UIIC flytng magic and atlack It n1ely wllh ranged weapon' and powero.

The true coop 01 maneuver. 01 coo....,. I. 10 .Imply hypos. a IIghl you dOll't
"""" to light. U the evil lord .u,round. hi. ,,",lie wUh a moal 0/ giant croco­
dlleo. why w«Jld you .Iog your way through the monoters when you mlghl 80
around, """r. or through them wtthout Ughtlng? Powers .uch H arom" gate or
levi"'''' are obvlouo mech.anl.m. fOT winning an encounter th'ough mar>elJV"r,
but don't 0,..,.1ook the rogue'. knack tor .neaklng through dangefOu, places
with the Stealth .!dU. or powers that dl'!I"11IC or htde you from your loco,

Maneuver1ng work! beol 00 enemies who "'" ",,,,,kin place. (There'. nOl much
point In avo/ding a pack 01 hell hoond. Ulhey11 jUlt follow the parly 10 the next
roum and attack them there.) W• ...., lhe beot way tor dealing with enemleo
who Ole .Imply too dangerou. to light.

Winning with a smite: Negotiation
Sometl""", you can .Imply 1.lk your w.y put an ob.lacle. II your ch...acter
t. facIng. roomful 01 ore walflor•. he or .he might be able 10 ronvln"" them
that lhe adventurtng pa,ty I. f... too dangerouo to attack with a dt.play 01
Htoundlng bravado (and a good Bluff or Intimidate check). Or your ch....c_
ter mlghl persuade them that 11". tn their own beot tntere.1! to let the pally
conlin"" through the dungeon unmolested so that the party can deal with.
rtval gang of mom!ers the oreo might want out 01 the way _ a good uoe of
the [)jplom.acy .klli.
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Negoti;oliOfl WOfOs best OIl Int..llgent odverllMles. but dOfl't r.... out negota­
tlOll lacHes "llaln51 non-lnlelilgeni mo<ISlers. A charoc1er might u"" the Hondle
Animal tunct"'" 01 the N.ture .klll to lI"1' "",ty 01 odventure......, a d...ger_
ouo and til_lempered cre""", .och as • dire bNI ()f gIatIt crocodlle. And. even
Uyou're nol "",tlculvly .kllled In colmlng wild ...1....... throwing a big haunch
01 meat to lhe evlllyr...f. dl,e wolf mlgh! ""rve .. w.1l .. a brihe 01 wold
would lor an IntolUgent guardian.

Many Dungoon Masters require you to .Hempt .klll chocks In .kllI••och ..
Blull, DIplomacy, ()f Intlmld.te In ()fd.r to carry oU • negotlatlon drategy,
However. oome OM. d.. lher....y avoid u.ln8 lhe .kUl challenl/C rulca to
re....ve thelle encounte.., They w.nl you, lhe pl.yer, 10 expialn .xactly wh.t
your character oayo. and then they'll decide U they think you were cOllvlncln8
etlOU8h Jor your charact.r to .ucceed In hi. or her eU()flll to talk to the moo­
.1er.. Other 01.10 combine ...Ul check. wllh rolepi;oylnll- Iettln8ll""d roll.
bolder weak roIepl.ylng ()f vlce-ver:oa. Each method I•• reaoon.ble way l()f
the OM to h...dle a negotlatlon _ you'll loot h.ve 10.ee which w.y your OM
preler. 10 pl.y encount." like thl•.

8ugg;ng out: Know;ng when to retreat
Even the!>eot D&D pi;oye... tend 10 fo<get that runnln8 .w.y I.... option. Very
lew challenl/C' In the game are worth l/C1Un8 • pl.yer character !dlled. U the
.It...tlon I. 50 llJ'lm lhat 11 IICC1I1lI likely that one ()f more character. wUI die.
••t,lcate the parly from the batl1e and come bKk to fl8ht another d.y alter
your character. have hNled np and made lhe rl¢lt P"'l"'atlono l()f dealln8
with whatev.r danl/CtoU. adve,oary Jorced the relre.!.

Warning .Igoo that you .hould watch out for Include

... One ()f more pi;oyer characle" ar. rendered helple...

... Two ()f more pl.yer characle" are b1codled, wllh no p,",pccl 01 healing
back up to full .

... Hall the player character. are out 01 daUy attack POW'" and encounter
attack power•.

... Th,,,,, .tralghl round. 8" by In a U¢lt wh.re no pI.yer character damageo
an odvcrsary.

Whether or nol you heed lhe"" warning .18"' I. up 10 you. Sometimes,
retreat !Imply l.n·t an option. Oth.r times. you mlghl need to flghl on ....t
the warnln8 .18"' beea""" you'll pul your characler at llJ'e.ter l1.k In t'rln8
to retreat th.n you would by t'rln8 to win the fI¢lt.
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ManalJinlJ Expendable Polliers
and Resources

All your .hOlae!..'••bllilies fallln'o .h,... !>uk: cat"llOfI..: things you can
do .. will. things you an do once per ...couoler, and things you can do once
J>e< day. Powe" and ablillies 'hat con~ nO«! up _ either In the ...coooler
.t hond or for: thewh~day'_ od"",tultng _ ore e-'P"udalh~rc...
Usually_ )'«I' ~ndable~rc.. lallln'o .hr... !>uic catego~eo;

'

' '' AHock po_n (encounter Of dally)

... Utility powe.. (...coooter or dally)

... Magic Item J'OWen (onrounter or dally)

To P"Y your best ~om<. you wont to meet _h c""IJ",,~or oneoouler yoo
face wUh an approprlat< u.e 01 your """"""<s. You don't waul your charae_
leT to gel kllJ<d l><cou.e~ Of ,he w•• bo.11dlng a ,,",ource lor I,oulble ....
laler, and you don't wont your <haroc... to gel kllJ<d b<c;ou~ he Of .he ,. out
01 rosour"". that we", .~t 100 f=1y In NIHer ....co'm'e Knowing whorl
to 1"'11 the t'flll!"" on • , • .., but ~ful~urceand wh to ..... your big
lI""" is one 01 the way. you con play the~ well.

Fire awalJ: Using encounter powers
f.ocounler pow.n a ... la.Jrlyeuy to ma:nage. He"e·. tho d...., In .wry <1>COUnt_
or your ch:uact.. mod,. you want to u.. all your encounler POW'''' Hyour
ch:uac..r Iiniohes the Ught with 00"'" <fICo,mter powen unLlO<'d. you lot tho
IIlOll>tor. 011 .uy. Sometimes you can't holp It. 01 coune, your doric can ....
healing lOOt>! lw1ce p"r <fICounter. but If lho mooOlen !lapP"" to ml.. a Iolln
tht. nghl, lho... might'" no call lor a h....lng puyer.

It'. ol<ay to ". aggyoulve In u,lng yOlll <fICounler powero bo<:ause you'...
"p"ndlnn them only lor tho <fICounler In wMch you.... cnlT<fltly <flgagod.
A, .oon u that haHI. I, o""r. you ,en"'n all your uood-up eocOlmt.. pow...
with a .hort ,..1. Th. trick to managlnn your .OCOlmt.. pow I••Imply
d.<:Idlng I",/N,n In tho hattl< to .... them.~ your tum app ch ach
round. uk younell: 10 thlo tho ~ght round to u'" an <fICounler power?

Use an <flcoun"r power II ,

, ... You w.nl to do mo... damage lhan you would wllh your aI_will pow....
or you "oed to altack a dol....'" that your at-wlll powero don'l tatEfl't.
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'

''' You ha"" a I"'rt",t .ltuatlOfllor U. (For ..amp". you ha"" a me.... J'OW"r
that tarset. two ....ml.., and you ha"" a coople 01 mon.lers In Ju.lthe
right place to Ulle It,)

'" If. early In the Ugh! and you're not .me how tough thl. encounter I. yet.
(Yoo want to uoe your encounter powe.. anyway. 00 you might .. well
8"t .tarted,)

Don'1 uoe an encounter power U...

'" The .ltuaUon apl"''''' dire enough to warrant a dally power.

'" Your avaUah" encounler power' are unoulted to the lactlcaJ .Ituatlon.
(For enmp". you can hit only one target wllh a power lhat normally
could off"'t two or three ta'1:"t•.)

'" You ha,.., an aI_wUl power that wlll do the lob as well a. any 01 your
encounter powe..,

Hold on, there: Using daill). powers
[\oily powe.. are much harder to ....nage than encoonter J'OW"rs. You want to
make .ure that you noe all your dolly powe.. during each day 01 adventurtng,
but 0 <loy 01 adventuring might Include one combot encounter or five combot
encounte.. , All too often. you can't predict how many more encounte.. your
character wlll batt" through until you hllthe b.t one and realize thai you're
reaJly out ol g", You don'l want to hrlng unuoed dolly J'OW"rs "back to U..
bam," but you "",11y don't wonllo gellnlo a batl" where you <leJlperately
need dally powe.. you'"" already uoed up.

If the trld to o>lng encounler J'OW"rs I. <lecldlng which round 01 the fight
deoerVCll an encounter power. the trlck to u.lng daJly powe.. I. 10 de<:ide
which encounler 01 the day <IeJIerveo a dally power. Don't uoe them up In
e..y encounte.., Ult looko like you can Ugh! through loot u.lng aI_will and
encounter powe". hang on to your dally powe.. for bter.

Remember, your daJly powe.. ore a P""Y reoource .. well ... character
reoource, If the porty h.. fI"" choracle.. wllh two dolly attack powe.. each.
you ha"" ten daJly powe" to .pend among yourlle""'. Normolly, an adven­
turing party .hould .hooIlor geltlng through four to .Ix encounter> before
the choracle.. think about ""tlng. 11>ot mean. the woo" party .hould 'I"'nd
m.oybe one to three dally powe.. I"'r encounter. If yon'"" .een lwo or three
OIher characters Ulle their dally J'OW"" In aUght, 11". Ume to oo.rd )'«I" for
the nex! boltle _ un.... the .ltuallon I. desl"'''te and nothing I... will do.

Here are a few good tips on pacing your dolly powe..,
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... Don', LlSC your dally J>OWers In en)' flgh...

... The e",lI.. In the tight y«J Identify the n....J fOf a dally pow... the betler,
Many dolly J'OWe", have b<1lelll. thaI lui for: the du,atlon 0111>< on­
counter. .., If. bel .., to U~ Ih<m early In II>< nght In order \0 maximize
the en..,1 they have Oil that battle.

... Unl".. you'", oo!"".I•. ma"" so", thai you dOil" ..,1I • dally J'OWe,
,110ft by u,lng II whffi CQ1Idllions .,...,', favorable. For eumple, U
you'..., gol • dally pow.. that might leI you aHock th= or four mon.le,.
.. once. dOll't "'" It to attack Just on< moo,Ie<,

... If au ..,coun'or ,. going !>;Odl)', U>< your dolly J'OW"rs 1=1)'. ~tt., to run
out 01 dally pow,," thOIl to let the mo",Iers d.teat you while y«J'~t
J'OWe", Ole 01111 unu,ed,

Putting It All Together: Del/eloping
Your Combat StrateglJ

Every ll~ y«Jl <hOIacle. geto Into .. IICtaJ><. you should have &/I Idea 01
what you',e trylng 10 occompll.h on<! how yoo want \0 go about It. That
m..ns tormulatlng .. combat .trate~COlly In the light. He",', .. quid and
dirty primer on CQlJlbo, oIr.'"I!Y'

Step 1: Define the situation
1d",'lly what .nrt 01 nghl yoo'~ facln8 by Ugurln8 ou' w"",h., anyon< I••ur_

@5,~~~"""'"'~~~'oo~",""",","-~,".~,""~,.~,"~~".,",""","""'"'""."-~.~~~~~~~~~~=;
The default management strategy

II managir>g ynur charaeter'••n,ountor and
dai~ pow"," II pretty intimidatinl to
ynu, ".r" an y way to handl. t!>em tOil
W<ltb wei in ""'It combll .."ount.,s: 80ilin
t!>e filht with ,n .ncounler _or in ynur first
round or two. You w,n' to mak. ,uro you UII
t!>em in ....t lights, and thi, I .... you time to

..a,"ate "'"" dan<jerou, t!>e f'" roo'" is. ff t!>e
,n,ounler looks ","goa couple 01 round, in, ".
tim. to 'ust 010 a daily power. On m, oto.,
Mnd, ~th.ligm looks to .. und., control '''or
tho.. firlt couple Dl rounds, yow ddy
_'" ,nd fal back to II-wi! ,b wtI""
your O<l<Ol>Il"r powers "., oot
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When yoo're determining .urprl... you mu.1 lIgure 001 who gotlhe jump on
whom. Do you """n have a choice about Ihl. light? H..e are.orne guideline.
tn keep In mind:

... We..,. ambnotl>ed.~ bad guY" jumped oot 011"" d.vkn<s. and altacked
your party without w>mlng. Yoor Ur>t .Iep .hould be to limit thed~
the mon!ters &Ie dealing 10 the party by drawing back or u5lng <Ielen>I""
powen. Only when you're.ure that your chancl..- or :moIher piay..­
charact..- In the party I. nol going to get kllled do you tum to ...-Iou!
oUen .

... We j non iolo Ihem. Netther .Ide has an odvanta~.Th....llualiornl
are dan~rou. beeau", you might nol reall", how much t,ooble the
party I. In until you're ..""ral round. Inlo lhe lIghl and you don't have
"ny good escape opIk4I. open. I'Ight delen.lvely uottl you know Ih .. It'•
•ale to .hlll over to otfen.e.

... ~y're in 'H" ....y.~ IIHJI\Sters are ob.tac'" the party has to get put.
but you have lime to get ready to.- a Wr fight. Thl. Iype 01 encoont..- pre-­
"",t. the besl """"""'" or negotiation OI'I"'rtunitles, If you decide to
....ke UaUght. IooIr. for way. to .tack the odds In your lavor (or ....ybe
even change It Into an amOOsh; .... the om bullet).

... We ombnotl>ed tbem. You ha"" lime to hide and ",t up uurprt", anack
ot your own. Lay down H much hu,t a. you can as lut as you can .0
that the monste.. doo't ~t any real chance to fight back.

Where are you fighting? Does the ground lavor your party Of the oIher .Ide?
Does Ihe party have an easy way to get out II thlnfl' 8" bad? Terrain a1lect.
combat In myrtad waY". Here are.orne guidelines,

... Obolrllcted, Yoo're fighting In tight 'paces or wUh flnle ,oom 10 ....neY­
ve,. Make .ure lhat you conlrol the battlelleld by u.lng wall. and obsta­
eres to k",p enemies from lI"tltng around your character or oIher
charact..-. In the parly.

... Wide opeD' ~re'. no place to hide. Uyour party I. tuter than the
monote... oon'l let them c"'"" 10 lhe party until you're ready. If you'
party I••Iow... try to bog down your roe. In mel", combal or by I1>lng
powers that .Iow enemies or create difficult t..ratn lor Ihem to cross .

... G..-ly uofair. Your party I. hanging 00 a cllrr, Ughttng agaln.l harple•.
rco. or """"thing el.e wUh wing•. Back ofl and t,y It again when you've
taken "el" 10 ....ke It a lat, fight. FOf example. ma~ Ihe wlurd can hll
hi••peIlOOo'10 lind a couple of ultlily powers tbal wUl help even the
odd•.
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Step 2: E(/aluate lJour foes
Study th~ mons,",. roo'.. facing and d...,.mlne each one', role; brute. so!­
dl... IU1m. Oltiliery, controller. sldrmlsh<r, or mlnkln. In manyencOlIn,",..
the mons!." Include rq><....,nl.Uws 01 hro Of ,h, dllfermt moml"''''
roIeo. Don't forget to take. qUick h~ count and d ml~ wholher y«Jl
f>Mty Is outnumber«l. Take .peclal nole 01 the lollowlnll !Oleo:

... Bruin and ooldien: They'.. big, .tron8 me~machines. (;mgs 01 or<

warrlo.... evil fight.... O!l~ or troll" Of phy>lcaJly powerful .",.IUrM
loch .. dt,. lou,. ,n f.1l Inlo this group. Brutes hI! hard and h."". lot
oj hl1 J>Olnl. but .'" "."oIly euy to hit. Soldl... usually h."" higher
d<~.lhan brut.. but not ......ny hit point•.

... lurkero: 'The lurk.. mon.'.", ore dangerous when Ihey catch y«Jl l""'ly
by ,u'l'~.e. but Ihey or<'fl'1 much lor • otand-tlp light.

... ArtiUory: TIle... mons"" prel.. to attack at range. u,lng clth.. ml..11<
_"'pons, magk:ol J'OW"TS. or Innate abilities, Goblin ""chers. """""kulls.
or 'l'ir.ed <I<vI1. a", all 8<JOd enmpl...

'" ControUen: l1>es~ n>onot.... have '1""'1.11 altoco that Inflld. varlous
tYJ><'" 01 aclioo denl.ll "lIalnot th~ heroes _ for ~""mpl<. """,.I~,. thaI
.Iun or .low 1I..lr t"'1f<t•. or """'".,. lhat c,~ato dlff.,ult or dangerous
torraln ...ound their larget•.

'" Skirmiohcn: Th~ .k1,ml.h... """,.I~rs .... highly mobll~ ....d have ~ood

me~ aHack po~. 001 thei, !>eot deien.~ "lIaln.t counterattack I.
movln~ away again. They have abilities thall<t them get Ofound th~

party'. f,ont line and thr~aton "'ar-rank charaet.,..

'" MiniOlUl: l1>es~ """'".... = mostly callJlOll fodd.... Cf~atu"'" thaI pos~
a thr~at In l"'ll~ numbers but = Individually ...y to cltmlnate.

'" No tbl'ut Th... mon.t~rsOfen't a "'al thfCat to YO"' pa,ty. They ml~h!

outnumber: you. oot they'", IndMdually too w~ak to hurt anyone In th~

party.

Step 3: Choose the rilJht tactic
Dccld~ whal method will gI= you tbe bco<t odd. 01 victory. d~p"ndlng on
your fDeo.•uch ..

I
'" Brutes and IOldi~ro: Man~"verand actioo <lcnlal arc your !>eol ploy".

You don'l w....llo g1velh~~""",.I~,. a lal' f1~ht al do.~ range .Inc~

that'. whal they =~I at. T,y to keep th~m Immobilized al a .hort dlo­
tanc. and ooItCll th.m up with ranged aHaco "nd~•.
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Step 4: Rethink your assumptions
At the..,d of~ry round, you .hould "'a..... the ball~ and fill"'" out
wheth.. any 01 your bask usumplion. about the Ught bave changed. DId
the monsl.... gd ~"lorcm>ent.?Have you four><! •• poI 01~ terraln 'hat
g1""" yom ehOIacter an advonlall"l Were the momlers no ",aj thre.' at aliI
Is this. fight you should run away from? Rothlnk YOU' ...umptlons overy
round to m.oke su'" you',. 01111 fighting ,h. right fight.

Usin(J Atiliancetl Tactics
u"n you ""'" do I, pkk the right targ<1 for your ehor;octe,', pow.... manaEl"
your exJ>ef'<labl< and dally pow.rs woll. attack elfie'...,ty. and con,lder lhe
occ..kmaJ tactical re,,,,.t. you'", already better 011 than" ,Ignl!lcon' number­
01 experl<tl«<l p"~rs. YOY rn18b1 h,,,,e nolleod tha' the p!'e<:odlng advlco I.
fairly gellefic, In ,hi••""Iion, ..., talk about. few .pecUic artlfac'. 01 the D&D
rules ,hat you con mut.. In ordeT to pby your best gam<.

Flanking

;;,.••

F1>I1klng I. the Urs' and .ul.., 01 the advoncod tactk. you .hould 1"" to
work. If J'<I'I' characte1 and your alII.. Me lighting the.arne foe, make 'll'"
that oomCOlle ~I. on the monllC1'a opJ>OlIlle .Ide. Now yow- charact.. and
J'<I'Ir lIanlling buddy each gain rombat advanlalJ" ;ogaJoot thallargel. which
mean. a .2 bonus 10 m.1ee aUaco. IIctler yet. UJ'<I'Ir chuact..- (or your
frlcnd'. char...t••) I. a rogue. eve.y a!lack h. or .he makes agaln.t lhal
t"'8"t deal> .neak attack damage.

Fla:nldng I. rIcoc.lbcd on page 285 01 Ih. 1'f<J:lw' 1IaItdOOoJ<.

Powe.. thaI .now you to mill (move wllhout provoking opportunity all...o)
Me a lI'eal way to .lip around the monltC1 to a lIanklng J>OlIltton wlthoul !l"t_
tlng mauled by opporlnnlty atlack. (more aboulloo.e Me. In thl. chopl..-l.

Beating the initiatil/e order
The novice player ...nm"" thai If. a1w.Y' bcUC1 to take hi. or her lum ..
Ca1ly .. J>OlI.lbl. In the round. W.·•• working on mal:lng you lUOafle. Ihan
that. SornetlltlCl J'<I'I can manu/ocrure .lgnllicant l...lical a<hiant"ll"" by
readying actklno or <lclaylng your characler'. action•.
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fI"•,
Delayln8 or ...adylng your acU"" leto you ch,mE/< the Inlllatl"" order ""d limo
your charact..'. attacks lor maximum cllce!.

Some specific examples 01 ways to usc the ..ady and delay ;octl"". to your
adv""tagc Include:

... Waiting for a flook: Your char;octer I. t"., to t"., "ilh the "lI". but your
buddy hun'l ..ken his turo l"'t. Delay your charoct...·• ;oclloo until your
l'lend's character moves up 10 fl""k the ogre. "'hen your ally att;ocks. he
E/<to the flanking boIlus beeausc your char;ocler I. al..ady In posltl"".
Then, your ch.,;octer alt;ocks art... your frier><! 11""', ""d yom char;octer
E/<ts the lIankln8 boIlus 01",. II you' characler had attac"" "" your tum
bel"", your biend'. characler w.. In place 011 the oth....kIe 01 the mon_
.Ier, yoor characler wouldn't have been fbnl<ln8.

... Waiting for a buff: The party Is lacln8 a troll. and the player running the
p:orty's clerk: lells you that he's 8010810 use his rlgIwo,," brond power
aod EPve you' characler the attack bonus II he hlto. You can have your
characl.. make "" altack 11ghl now without the benem oIlhe pral"'r­
or, you c"" delay your char;oct...·• aclioll nntll after the clerl<: hlto the
troll and then make an a!lack with the bonu. conferred by the clerlc's
pral"'r.

... F"lllhtiol enemies your cb....ader clui. reach: If you' .. dNJln8 with a
nyln8 monster lhat .woops In to attack yourcharacler aod lhen Ilnt.hes
Ito tum well out oI ..ach...ady an ;octlon to ..11ke at the mon.ter lhe
In.l""tlt com.. within sword-nach. When It attacks, .0 d".,s you'
characl... and you dOll'1 .pend roond oIter round with yom char;ocler
E/<ttlng hit and not beln8 ablelo >!11ke back beeausclhe mOll>t... lan't
..,orbyan~when you' tum com.. up.

Charqinq
MOlII attack pow..a In the 8"'" a ... atandard acll""•. II you're evef In a altua­
tlOIl where a moo..... you want to attack Isn'l within fOnE/< and you can't 8e1
him In r""EI" wtlh your move action. you might Ihlnk that you c",,'t alt;ock II.
But you'd be wroog, The Charge action In .peclal combat aclio11lhat. u
a .lnRie atandard action. ...,abl.. your charact... to move up to hla or her
apeed and make a buk: melee att;ock al the end 01 the move. If you need 10
reach 0 I"., and attock him fo.I, charglog I. a lIC""! arulWer. Your character
"'0 receIv.. 0 ,J attack boll", when charglog,
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i~ Charglng I. d.-erlbed on """" 281 of ,h. I'f"y.":' HandbooII.

~ ~ big d",advant~ 01 ustng It.., Charge acllonls that most aH.ck~._
even at_will .!lacks _ aren't uoable In a ch.1Tg<. In "'h"" worn..•11 you can
do whffi Jl<'u charge's fUn up and m,ah, •• 'ngle. ",latl""ly _al< aUacL But
If you had no other way to attack an ..,emy on your tum, It might be the best
youcondo.

Charging I. <SJN'ClaUy u..,rull! you want to use. ""'.... attack .00

... You .laTl y<JUf tum~ wllh no ...,em"", nut to you, Slondlng up lak..
• """'" action, and then you can c!urge In Older to """'" up to • moIl....

and maI<e. me.... attock.

... You ,Ian your lum dazed wllh uo enemies nut 10 you. !lee,,,,. you'",
limited to ••'ngle aclkon when you',. d;oz<d, the only way you can gel 10
an enemy ond m.oke a mc"" a"""k I. 10cha~.

... The monster you waul to hit I. 00 1M away you can't ",,,,,II II In a .'ng!<
move octkm. but you could reach It In two, U.. your 11,,1 """'" adlon to
El"t do•• ond then cll,'1I" with your .tar.dard aclion.

Avoiding opportunity attacks

Qi)
•.••

Opponwrjly arlOCb ;or., r,~. In'lonl !>ui< m<1"" attacks onyone lI"'" when all

adJac<fIt Joe undertake, a comj>li<al«'l or rt.ky actlorl, Thlnll' thaI provoke
oppoTlunlty attad. lncludo using ronged or area .ttacks or powers or Ignor_
Ing • foe In orn.r to move out of a 'q""'" adJac<fIt to thai loe.

You can ",ad .11 ahout opportunity attacks 011 _ 290 01 the Playe" •
~~.

Basically, you dOll't wont to provo,," opportuntly attacks, It'a not .m,,,' to
lllve 'he mon.t"" fr"" exlra attacks agalnst your character beeau"" some­
times th"", attacks will hit, and your character will wind up tiliug 100'"
damall" than n..,....ry. Wor", yot. may\>< ,he mon.ter will gel really lucky.
roll • crlticol hit. and lake your charact.. out 01 the light wUh on< .wlng_
when It'. not even the IttOIISt..·• tum,

Thai uk!, .omcIlmcs ploycf, go '0 exlr""'" l<fIgths to .voId In,lgnlJi<ont
opporlunlty attacks, If you',. j>laylng a cleflc wI'h on AC 0122 who'. lighting
a goblin warflor with all attack bonus 01 .2, lhe goblin', 0II1y going to hll your
cleric 0<1 a ,011 01 2lI, Nlncty-fl"" I"'"",nt 01 the tim<. you con .alely dl.regard
the th",at the goblin 1""'" and Igno'" him or her, Be COII•.,..,..tt"" In d..,ld_
Ing when a foe can be Ignored, though.
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You have hro good ways for: your character to maneuver around monste"
and loes without glvlns them opfKlrlunlty altacks:

... Sbift: You can limit you' chalaclds movement to a single square I""
move action. U your character u""" the Shift action. he or she mo"",
only I square but do,,"n'l provoke opportunity attacks Just for: reavlns a
squale adJac""t 10 an ""emy. Another good use lor Shift Is to step back
lfOm • foe In order to !/"t fOom to use a r.nged or area power ..Iely.

... P_ Many fKlW"I's gtve you the ability to ItKlVe wUhout pr<l'fOlljng. For
aomple, lhe 61l>-1evei wizard flOW'" di""""iofI 000r a1row. you 10 telq>ort
10 squares, When you telefKlrt, you Just dls>.po;>eal and ,eappeal _ eve!I

II you "lea",," a squale adjac""t to an enemy. you' foe doesn't gel an
opportunlly atlack agalnsl you. Rogues ho"" several powerslhol lcllhem
ItKlVe around lhc battlelleld solely. although IlOTIe ..., .. spcdacutar ..
telefKlrlallon.

Concentrating on defense
Most plaY"'s believe that lhe besl <Ic{......, Isa good oIlense: II you wanl to
avoid gelt1ng hll, take down lhe mOluterso I..t II doesn't gel "",nyeh"""""
to hurt you. Ho,..,,,,,,,. so"",tlmes your 001 move Is to play lor tI"",.

Consider this sc<1Wio: Your character h.. URI! up his or her expendable
powers and I. badly blood~.One lIlOfe good hit Imm the hili glant you're
ftghtlng mlghl take you out. But you',e providing a nanking opportunity lor
therosue, who happens to be In much bettershape than you. Taking a mace
swing at the hili lIlant Is okay. 001 It won't "",ke thaI much oj a dillerence to
the light. However, as long .. you stay on your J_. you',e giving the rogue
combat advanta!/".

In a situation like this. It might be beller to conc""trate Oil del""se, Here are
a Iflv ways 10 do II:

... 5ecood \\'od: 'The Second Wind action lcls you use a healing su,!/" and
.Iso gl"'" you .2 on all del""..,. unlll the .tart oJ your nal turn. It tok""
a sl.ndard acUon, .0 normally you can't aHack and use your Second
Wind on the .."", turn. (However, dwart chalacters can use 5«ond
Wind as a minor action.) You can lind lhe lull d"",,~pUon oj thl. action
Oil page 29l 01 the Pla,...,,·s 11a00b00ll,

... ToIa! Delen-. II you don't want to use a healing sulll" (or you used your
Second "'lnd already). use the Tol.IDeI"".e acllon, It cools you a stan­
dard action. so you can't have your character attack In the ""'" round
that you use tolal delense. but you gain a .2 bonus to all you' charac_
ter'. del""• .,.. In other words. Total Del......, Is Just like Second "'lnd.
except wllh no healing.
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... Aid Aootber: You con n.c the Aid Moth., action wllh .....1.., altacL U
you hit AC to (pfetty easy. ",.lIy) you con ch~ 10 grant an ally .2 10
.11 d~..,~ ogaJll>t the large! erNto",', nexlaUack, II you can", hu,t
til< mo",''''-, you can alleu' help your oily d~"d himself or h.....,II,

... lJsinj <0""1': Try to I"" something big and solid betw~ YOUT <turac!er
and the 1IlOflJI1.,,-. Cove, lonlct. a _2 or -5 pen.aJty Of\ Ihe attack..•• attack
rou. dependl"ll on whether II', normal cove< (0 piltar•••m.lI t .........~
J>i«:<' 01 tumltu••.• low wall) 0< superior~ (an arrow .111, • portcullis.
or oomethlnll .lmlW1y unfalr). Yoo m.oy or ""'y not ",lfer a ponalty to
attad; the mom'"" 001 01 your own cover, dc"",,d1"ll on where you,d"".
acter is In rNtlon to th< m<>n>'''' and the obje<llhat'. providing cover,
C<>'Vet ill des<1ibod In <Ielall 011 _ 2IJ) Dltl>< f'Ja:r<'r', Handbook.

Setting up opportunitlj Qttacks
Your single IIlOlII prKlous commodity In the 1I>m< 's tl>< number 01 turns you
(lei I" II>< roY,.., 01 the day. The [ypjeal D&D !>aliI< I.... oboul II"" rounds,
and you can aJ>eC1 your .haTao!., to ... tn .bout lour to .Ix battl.. I"" d.y



246 Plrt III: Pllying Your Bisl Glml _

01 advenlurlng _ 00 your character h.. only 2() to :Ill turn. per day '0 beat
down bad guys and make a dlH.,ence In the adventu,e. Getting the mosl out
01 every lurn you take I. absolu'e1y vital.

If action. are you' mosl valuable a.>e!. then any lactic lhat leis your charac_
te< get more 0pl"'rlunltleo to damage lhe enemy without coolln~ any actions
I. worth a dooer i0oi<, Opportunity attac" oH., your charocter the chance
to make exIra ottacko <VeIl when It I.n't yom tum: If you con manufacture
even one opl"'rtunlly aUad per five round. 01 combat. you're crommln~ .1.
round.oI action. Into five round. 01 nghtlnll- You'lI be 2() percen, more effee_
tlve than the play., who dldn', poslUon hi. or he< charader '0 'ake advan_
tage 01 the openln~ when It came up,

The U", thing you can do to maxlmlze your OI'I"'rtunlty attacko I. '0 playa
n~ht.,: the tighter c.... h.. a couple 01 very poIent abillt." ba>ed on oppor_
tunity aHacko. However. even II you're not p"ylng a tighter, you can ch"""",
teals lhat maxlml'e lhe efleetlven".. 01 opl"'rtunlty attacko. He,,, are a few
you .hould look at:

... Combat Reflex.. provide. a .1 attack bonus on opl"'rtunlly attacks.

... lllade Opportunlot plOvlde. a ,2 atlack bonus orJ opportunity attacko If
you U>e all~ht blade or heavy blade,

... Polent Opporlunlly let. a fighter add hi. 0' he, Con modill., to damage
dealt In an opportunity attaclL

... Heavy Blade Oppo,tunlty let. you Ulle an at_wUll"'wer when your char_
acte< mal<co an opl"'rtunlty atlack.

... Trlpplng Chain knocks the large! 01 your opl"'rtunlly atlack prone. II
you're usln~ a ""II,

In addillon 10 YOU' feat selection. you can al.., Ulle"""", hard-nooed tactical
play '0 1"'1 your charac'er In a position to ~ather up every opl"'rtunlty a!lack
that ml~ht come hi. or her way:

... ConlroUiDI '".rilory: Put your character In a.pol where the enemy has
to ~o pa.l your characl"r '0 ~.. at other party members (or 10 get away
f,om other party membe..). Look for 1actlcal choke»Oln'. In lhe nghl
where YOU' cbarael"r con block a hallway or a door and ~eI a Ir"" hack
on anyone tryln~ to go th,ough,

... M"naci.., cverro"': Move your character adjacent 10 as many loco as
pos.'ble, espec..lly Uthey aren'l bru'''' or ooldle.. (mon.'"" thai are
a' their moot danRe<ous In mel"" comba'). Thl. 51ra'egy I. a little rl.ky.
beeau.e If. u,ually nor a great Idea to get your character .urrounded.
bul the more eneml.. adjacent to you. the more hkely II I. that one 01
them will do """",thing .tupid and give you a free .hot.
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AdaptinlJ Your Tactics to Your Foes
The NTH., _ti~,,, 011111. chopt.. Ill"" y<JY 'M medl"ar «julY...." 01 • Ph.D.
In Hurl. In the ~t 01 the ell"",,,. we .how you so.....pecilic tactic'" .Ilua­
lion. ,tat come up .n the Umo In game pby. W, rarc that you J=1.icll"'" In on
odventu~ th.l doesn't teallif<' al le••t on< or more 01 the following 1IC0ffiM1oo.

Beating fanged contro{fers
50.... 01 the most d""IICfOWI mon.lcrs and vlll.lns.", e<mtrollcrs b«::UJlIC
thoy can ~th., I"" dom~on • number ol party mombe.. at once (on evll
wizard wllh • f;r<ball .peIl. for: enrnple) 0< tm out on< 01 Jl<"I' comrodes
with. nuty elfed like 1"'"'II,,,ollon. ~aly.I•. 0' domination. Controll...
who an attack clf«lIvcly .t raJI~'''' "J>Klally fru• .,allng b<ca"", mony
pl.~"''''',oct.....'" built for melee com""l. FIght",,,, '<>gI><'. and batlle
<letiCI oIIen lind theTll.llelves without ••'ngle attack POW" thai works at
.ong<.

Fortunately. most ronged <ontroll... ,.00 to be IOIt target. (...em'" with
low Armor C..... ond poor hit point.). You con b<., til..... If you hit It...m last
and hard, He", a", lh= basic l.dlc. you can try the nest tt..... your pa.rly
co...... aeroo. an evU wlzord:

... Splil up: The 001 .n.w.. to area-cfl..:t aUacu I. 10 .Imply mm .u",
that no two char.ct... a", close enough to each oIh.. to gel caughl In
the ....... bl..t. Ua c""troller's got a power that can all..:l two targets
bul you make .ure he or .he con catch only one target at all...... you've
cnt that enemy'. cfl..:t!venclls tn holl.

... 80x ..... meDa<C: The d ...tc ,espoooc to an enemy u.lng ranged Of

.......ttacks t. to put an .ngry Ughter In hi. Of h.. lace. Charge or run
pa..l any ",",tac'" In the way to reach the rontron... fl he or .he use. a
ranged power while your charact.. Is adjacenl, he or .he will have 10
.hlft away lrom your cbaraet.. tn order 10 cast safely. Uyou can get an
.Ilyon the other .Ide 01 the .....my, you can hox him or her so that he Of

.he can'l usc a ,anged or area powCT wltooul gMng YOU' characler an
opporlunllyattack.

... Block line of oi3Jd: II'I""d. (and warlocu) have acces. 10 powCT' that
con block line 01 .Ight _ tor «ample, 'IiMi"ll cloud, 10011 01 1Of/- or 10011
01 Ii,.,. Although the.., a", <lccent oIlen.lve .pen•. you con LISe them
delcnolvely by c tlng • ".moI:e ac=o" lhe enemy controller con'llCC
through. n... my will have 10 gel Oil you' .Ide 0I1he ",",curing elf..:l
In order to atlack. and that .....aos movlng to a pQce whe", you might be
.ble to gel .t him or her.
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Hand{;ng numerous foes
Th~ good new. aboo! bolng ~Iy outnuml><..,.. I. that you'", prob.obly <lea~

Ing with I"", who Ole IndMdually w~aker than your char""..r, 0&0 ls herok:
fiction, and In heroic IIc1lon, you can <J>OI> th~ 1l00r with wh~ gango 01
numerou.~ guy. who can'l hll the bro••:hld~ 01 a barn. II you lind your
ChOI""I.. outnuml><..,.. by roe. who a", as lough (or lougher) Ih.n your
char""ler. th"" run! Your char""ter I. going 10 gel ctea11lCd,

Th~ lollowlng 1I.t oIfe'" oome h~lpful lactic. to tly when your ch",act~r I.
outnuml><"'" .nd .UlyouIlded by ""eml..:

... Con""otrale the ,,",,-: Doo't ha"" your char.cter hll OTIe ore In OII~

round .nd then .ttach dlfjer~nl ore III th~ I1m round. In 0&0. eneml..
don'l 10", any oIfenol"" potenllal until thcy'1~ knocked .11 the way down
to 0 hit potIlt•. 00 .lowly weartng down multiple f.... at once .Imply
mean. lhat you'", g1vlIlg mor~ enemle. opporlUIlltleo 10 hurl your char_
acter be/o'" they go down, Pld Oft one or two loe. al • II"", and drop
them be/o'" OlaYttng on th~ I1exl ~neml..,

... Control II>< battler..ld: Look lor wayo to dlvld~ and conquer roe.. Ha""
your char""ler r~t",at Into. narrow pao.age whe'" ""emle. ca:n come
at him or her only a couple al • tlm~, U", terraln-allerlng .pell••uch ..
icy ,",,,"in or <:of1M!C1O,ed ground to I..x.t~ !OtII~ 01 your ~nemk:.lrom
thel1 pal., II nothing e1", pr",ent. It.eIl. Ju.1 move, When your characlCf
I••tandlng .!l1I on 01"'" ground, you're maklIlg It euy for your f.... to
.u1tound your character and atlad from all .Id.., II you k""p your char_
acter movlIlg, you won'lllnd your ctw-act~r In the mlddk: 01 th"", or
four~ lI"Y" all taking .wlII8' 011 him or her every round.

Fighting monsters lJour
character can't hurt
Few mon.!e", ar~ "'ally Invulner.ble. but oomellm.. you ~ncounter oppo­
nenl. that can I>< very difflcnlt to wear down, 'The haolc .trategy for lighting
• mon.t.. moot oIthe p;orty can'l hurl i. 10 protecl .nd .upport whlch.,..,r
characte", can hurl the mon.ter, E""rybody el", .Imply buys lime for the
ellectlve chaYacter or ch..acl~" to wear down the foe, and the p;orly d.... It.
be>1 to m.ke .u", th~ characler doing the hard work .taY' h~aled up .nd in
the thick 01 the light.

Hiqb-AC (H.
!".nemi.. with .upeltor Armor Clas. may I>< virtually Impoo.lbk: for your
character 10 WI with me.... or ranged aHacks. Forlunat~ly, your ch",act~r
can hit anything If you roil a nalural 20 011 your attack roll. 00 Unothing else.
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you con ,Imply have your char""l.. Ibll away at the ~cmy untll you get a
lucky roll. He", = ....... dIU..enlldeu:

... Rank and aid anoIher. Uyour~ o.<emo Iml",,,,tble to hit. surround It
to g.. the .2 attack bono. tor combat .dvant"8'O through Ib"klng ...
then h."" as many characters .. J>OlI.lble UR the Ald Another action
In ord.. to provide on< <hOlaclc, wllh the best <hone. 01 hitting exlr•
• tt.ck bono....

... Muimiu ODe characl<r. U.. J>OWeTS that conl<r attock bonu""," 011 y«J1
.111.. to J>OW"f up the most .tloc'l"" character In lhe pany. Power. !!Jch
as Ia""" of fai'h. bk... or spiriltJal """'poll can gnnl .Igniflcont attock
bonu..,.. Thl. loa I..d..",,* thing. 00 cleric.! ond warlords have the
most powers 01 rhl. 10ft.

EI..si~e tN.
So.... ...,em"" Ole hard to hurt b=o"", thoy',e .lmply nollhe", lor: your char_
oct..•• attacks. Good rumples.", Insubstantial c,..tu"," ouch ...peet... or
shadows thai an atlock through the wallo, Of .ldrmishlng mo",'e.. who u""
high~t r.... and mobility POW"" \0 whKk your char""l.. ODd then
bound away before your chvoc'.. con reply.

Try ,he foIlowtng "ralqry....nen your charoe'.. I. foeln~an ~fu,1ve ~: R••dy
an .!tad: 10 .'~k~ a' your .dver..ry whenev~rhe or ,he comes within rooeh.
Even If your too·. movement. and .!toeD don·, normoffy provo!<. opporlu­
nlty atloeks.• r~adlod atloek l,n'l .n opporlunlly .ttoek: your characl.. can
get a ,wln~ .1 Ih~ en~mywh.., he or ,h~10""'" In 10 atlack. II works bon..
than "ar>dln~ .round w.ltlng 10 gol hit.
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Chapter 20

Making the Most of Magic
•••••••••••••••••••••••••••••••••••••••••••••••••
1ft TIIis Cltqtr,
~ Flne-lunl"ll your wizard', 01'<11 ...,l<cllon

~U"ng magic J'OWers In comoo

~ Golll"lllt.. moot 001 01 magi<: rUuaJ.

~ Ma>ing out your ChOI..,'..•• magk: Items

•••••••••••••••••••••••••••••••••••••••••••••••••

F:t..hlng ....,1 and ae..d. 01 agility Ole 1I,.at. but the moot oJ><Ctacular ond
lmaglnall"" port oIlhe O&Dex.,.~ I. magic _ the '0l'"molu,oI

J'OWers and onchantod Ilem. many heroes Ule to l»:••k the rules 01 reality.
/>. fireball drop. the evll w1urd', OR: bodyguard" on inuwbi!ity '1'0" 011 the
party', rogue let. her get Into J>O.'liOfl tor • lelhal .om .Hock, the anocklng
mummy ls set ,blaze by the ngh'..•• rnoglcalllamebulSt 0011..... D&D has
!>eon .umm'" up as .'mply •• "the ga.... where you tight monsler! with
magic; and that oay. II all.

In 4th EdlllOll lJ!NJroN> &. lJRAGof<';. there', much .... dlffe~ebelw.....
,,,,.,,'" _ ch.,;oclers who U>< 01'<11. or other ,uperna'u,.' powers 10
attack _ and none••Iers than th.", was Inp~' <dlllo,,", All characte..
<>OW choose 'pee"l PO_", ""d they 'u"" up-at lea,l IIOIIlC o/lhe powe..
(power. with a dally u..ge) .. lhey advenlure. Ho_ver. mool playe.. would
agr... that characle" who u"" lhe area"" or dM"" po_r IIOU""" ...d 1"'1­
marlly attack al ranf!C a", casle.. beea""" they'", atlacldng with magic
prayer. and 'pell., Clcrlc.!. warloc". and wlzar,h arc all ca,te...

In this chapter, _len you aboul the U"" arts 0/ choosing a wizard', spell
"'perto/re lor the day. c..tlng c1lccttvcly In b;ottle. and maximizing ...y char_
acter', POW" with lhe acqul'ltl"" 0/ the rtght maglc Items. We aloo ,how you
some baseline magic Ilcm pIlrch.... to qUickly eqUip hlghCf~"",,1 characle...
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Selectin9 Wizard Spells
for the Adllenture

Wlurd. a~ unique >mon8 moglc-uoln8 chOfactenl I>«:..",e 'hey have a lim­
Ited ablilly to chanlfC 'heir power. every day, lhoab to the Sl"'lIbook d ...
lealu~. Thl. m.,.n. tho, 'he wlzord hoI Ihe 8"'al"'l flcx1blllty 01 oil the
d ..""•• cu'er. or none..'er., II )'C'Y',e playln8 a wizard. )'C'Y COJI 'elnven'
)'C'Yr wizard 00 "" entl'ely n"", chOfocler every IIme)'C'Y deckle which dolly
:rnd u,lIlty 'I"'fl. you wan' )'C'Yr choroct.. to p,epo~, So how do you know
which Ofe 'he 'lgIll '1"'"' to 'ake?

Here'a an eHy procc.. to follow when )'C'Y're ccm.tdered which '1"'11. )'C'Y
w.nt )'C'Yr chorocter to p'epo~ lor 'he day'. adven'urtng:

I. CoruIldc.llJe oocnano.

Wha' a~ you Irylag 10 do? I. Ihe porty going mon"er-hualln8? Selecl
.pell. '0 lind ""d Idll mon.te... la 'he por1y 801n8 to explore a lfop-tilled
tomb' Take alility '1"'"' that wUf lei 'he party lfCI Ofound or 'hmugll
trap., I. the party Irylag 10 lanltr..e "" evil ,hleve.· guild? T.ke '1"'"'
ot dt'II"I..,. eochoa'men'. :rnd .ublerlulfC.

Z. Review ..ha. you mow.

Wha'do you kaow abou' 'he ""'tad.. you e.ped 10 meet In the aIIv...._
,u~? llihe porty h.. learned lho' ,h. evil tyraa!". cH'1c Is guarded by
og~ ""....ke.., you caa exl"'d to run lalo 10" 01 OIl.... Change ou'
.pelf. ,hot atlock For1ltud. dden.e tor .pelf. tho' atlack wm dd.... "",
OIl'" are physically tou8h. bu' 'hcy'~pu.hovc" lor menIal effects. il
you dlocovcr you don't have any Inlonoalion al all, caa )'C'Y u.., any
ot ,h. rllual. you tnow '0 8aln more before you commit to)'C'Yr .pell
",lectlon lor the day? (II 001. perhaps you .hould make plalag lalorma­
tlon your ml..lon for: the day:rnd 'hen I/O In with magic m;"'/.,. 1II..ln8
after you tnow a flttl. blt more')

3. a- your lD;";"n.

How do)'C'Y w"", to accompll.h your llO'"!' In the carYen' aIIv....tu'e?
Wha' mtx 01 player chstacle" .howed ap tor the 8ame tonight? I. the
porty short a leader. aad lherdo~In aeed ot !ORI. extra m"ll'<01 protec_
tion? H..e are !ORIC 01 your choice"

• Dit'CCt atrad.: Your choroc'er's rolc lor ,h. day I. '0 provide mall'<aJ
firepower tor ,he party 01 allventme", Select utility power. 'hat
wllf help)'C'Y 118ht bel,.... uch .. sh;.,!d. Load up 011 dally altock
.pell. thaI deal lois 01 damage. like acid a""", and Ii""""/i

• Mane"""'" Your charoct.. t. I/OIn8 '0 help the par'y 8"1 '0 whe~ II
can do the moo' 800II. Select utility powe.. thaI help o,h.. chOfoc_
I... to move (lor cnmplc.jump or (e<litole) aad oIlC11Olve power.
thaI emphHlzc Immoblllzln8 .........Ie•.•uch a. 'leep or web.
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U.stin9 in Combat
You c.n I«u",.all the odv.nloges you 111« with ~t""I••nd useful utility
J'OWerlI. but ooon.. or I..... YOU' cut.. I. going tn h."" 10 Ilghl the moo_
.Ien. If you'", pl.ylng a DcvoIed Cleric.• w"'lock, .,. • wlu,d. your
ch...ct.. has nn weapons worth .peaklng 01 <>Ih.. than m.gIc.

A. acaster. the Iaol place you want to be", 'Ighl In lfOnl 01 the mon.len nr
>1n.lno. whe", U-.cy can pound on your ch..act.. wllh Ihel' melee attacks.
Unlnrtuna..ly. thl. d«:1.1on l.n'l alwaY" up tn you. Somctlmco you get c.ught
oIliI""rd .,. I,.appcd In Ught q"",ten.•nd the mon.len .'" In your lace
bel.,.. you can get out oIlhe way.

Getting caughl In a melee I. bod tnr two tNSOrnI. Ant 01 an. YOU' ch",acler I•
••po.... 10 the cncmlco' bcol and most dangerowo "lad., No.ane wizard
won" 10 be anywhe,., ne... SII SIlg'y 08'" wllh a hlg .plked ctub, Sc<:o<Jd. arca
J'OWerlI SIld 'SIIged J'OWen (Ihe majo~ty01 J'OW'" your chorac1er u.es In
cnmball provoke opportunity attacks. (Sec Chapler 19 01 thl. hook I.,. mo,.,
.boul oppo~unlly.ttack..) So. nol only I. your chorac.., .xpooccl to direct
.ttack. you'", putting your cboracler In ••lIu.tlon whe,., he or .he might nol
be .ble 10 .oIely usc the bcot w.apon' .1 hi• .,. her dl.pooa.l.

Fortunately. there a,.,. lew waY" 10 .lIther out oIlhl. dlHlcull position:

... Sbift: You, ch.r.cter con .Iep one "l""'" .w.y I,om the foe Ihrealenlng
him or her wllhout provoldng an opportunity att.d tor moving. If your
ch..act.. "' no longer adjac.nt to SIly ""cmlco. he.,. .he CSII th.n ..Iely
n.e .... or r.nged J'OWerlI. Be coretul about I'ylng Ihl. 011 large oppo­
nen", .uch a. oglco or ,,",nl•. lhough _ 50"'" 01 them h."" a .peclal
ability called Thrcal""lng R.ach. which "",ano you',., .tln In dan8"T
even If you a,., no longer odjac""ll0 them.

... (1""" powcn: A lalr numbe, 01 J'OW'" hove .,ange 01 "C......: Unllk.
a,.,. powers or r.nged power•. Close po_n don'l provol« oppo~unlly

.ttacks. II you cSIl'1 .hllt out 01 trouble, usc • C...... J'OW" Ind.od 01
your longer_ranged J'OW....

... Teleporl: If you ho"" • leleport J'OWer (lor example. Ihe eladrln·. fcy",cf'
or lhe wlurd'. dj"",_ door) you con .oIely move >way by lelcporllng
belore u.lng YOU' "'•• or ranged attack,

... Delay: Conoid.. deloytng your acllrn until one oIlhe <>Iher player clw:ac_
ten I••ble 10 puoh. pull, .,. oJO:Je the enemy aw.y lrom you. or <>Ih..........
create SII opporlUlllty lor you 10 usc your ..ea.,. r.nged power••alciy,
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Rituals: The Ma9ic You
Didn't Know You Had

One oIlh. In(.,ullos Innovations In ,h. 4th Edllion D&D gom< to th" ~lua.I

~ system. In c.,II., odllion•. your de'k: OJ" wlz.l,d h>d to doclde whrlh<r
to P"'I""" rombal-u><fuJ ....Slc such .. Invl.ibilfly and """n"'8 light '1"'11s, or
'1""11. 'h.t might help lh" I"<\y navtg't. through lhe dunE/«'" (lor examp".
k"cd or ell<lun! ,,1""'<IllS), II you had too !1Wly of your 'pell sIo.. t~ up In
'pells 'h.t w""..,', o.elulln combat. you rlskod ,unnlng out oIlhln(lS 10 do
during IIgh", II you dldn', have enough oIlh.." ",Ully '1""11•. 'h" 1",1y'. day
01 adventurtng might com< to on abruJ>lend when you hit on obslacl< you
dldn', h."" til< right .pell lor.

Fortuna'dy.lh< 4th [dIll"" D&D gam<" much frl...,dU... l'llOl 01 all. every
choroctcr gal" utility POW"" 'hat .'" oegrq,:....t from attack~... 00 you........,h."" 10 worry ,bout wh",h.. you've _ed 100 many resourc.. to
'1""11. 'hat aren', u...tullo combat. S«ond. )'OW' chvactc, now h.. >cc... to
~ rl,...I. 'hat "'place many ol lho.., ....rglnaI .pell. rrom ~~rlle: odllioM.
Rl,...r. doo'l LISe up anyol your powe: .101., ond 'hoy ha.... na IImll~'1on011
how olt.., you con u"" Ih~m,Alr 'hoy C<lS' you I. Ilm~ and 1tlOII"Y'

fi"•,

Boslcalry, a rilUall. a .et ot wrltt.., Im'ruc,IOII' tar c",atlng a mawcar effecl.
Each ,I"", yonr charaele: rollow. 'he Instrucllon., h~ Of .he lI"l. ,he ,Ilnal'.
",.url. You can ca.1 the """'" ttl...r I~n II"",. In a <!sy It you wanl la," long
u you ha.... lhe nlnal book,!he ~SIycompononl•. ond 'he II"", lada
50. The In"rucUOil' have 'a be written dawn In a rI".... hcoIl Of on a nl...r
",roll bcc;ons~C'VC1l lhe .Implcs' ritual. SI~ campllcaled ~nough lha' char",_
Ie:. con'l lu.1 mernarl... 'hem, Hawcve:. th....,'. na IIml' 'a ,he number ol
rltusl. your char..l.. mlghl eventually mu'...

Rl,...r. "'" cov~r..J In Chopl.. ro ol 'he Playd. Hand_,

We call rI,...r. "Ihe mawc you dldn'! know you had" beea"'" ""y ch....,,,,,
could cOllc~lvably""'n 'a pcrlOfl1l ,Ilnal•. All yonr charse'e: need. I. !he
Rl,...r C..I~r test (which d~rIc. and wlzSId.gel IOf It..,). Your chsnlcl~r

00." ha"" 'a be I'alnod In etlher Area". Of R~lIglon la ..,recl l!\;o' ~.., 50 It
hi. Of h~r cr... dacon'! provide 'hou .!dU•. yon'lI need la u.., a Skill Training
I~al 11,,1. Bul lhe poIn' fernaln. 'hot, lor lhe "'latlv~1ylow cool ol one Of lwo
IUl!, any c!\;or..... In Ih~ go"'" <sn make hlmoclf or h~"clt cspsbl~01 doIn8
'hlngs Ilk>. ,~rcporll"8lhe ",rly lhouoond. ol mU.., ral.lng 'he dead, Of
cnchontlng rnsglc Item•.
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Learn;ng rituals
Th~ Irick wllh rllual. I. lhat your charoct.. know. only the ritual> that h~ or
.h~ has recorded In ritual book., To get a ritual book. your charae..r mu.1
find II H I",a.u,~.•pend money 10 huy a copy (Ihe ritual'. markel prlc~). or
mas"r • rltuoJ as pallo!. class lealure. Offico and wtzard. begin .t lot lev"
with ••mall number 01 rllual. Ihoy'"" al,~odymut..ed.•nd wlz:",!> get
to learn now ritual. lor: f"",al 5th. 1Ith, 15th. 21 ....nd 25th~.~th~
wizard d ... d.ocrlptlon In th~ Play"'" HaOObool<,) Early In hi. Of h~r c,.......
your charact.. mlghl ha"" only a coupl~ 01 rltuoJ•. You'lI n.... 10 .Iowly build
up th.t library 10 Indud< alllh~ ritual. th.t you think a", worthwhllo lor:
your charact...

Ile/Of~you .Iart on your tOOl 01 the ritual chapl... the",'. on~ ImportonllWng
you .hould know: Your charocl~r can only I~am rlluob 01 "'1ua1 Of lower:~,
For exarnplo. If your clw:oct.. ill • 7th-levol wizard. he Of .h. can only perJorm
ritual. oI7th~ or low.r.

You don'l ha,.. to be Iralned In tho key .klll for lh~ ritual. Fo' <xampl~.Ral..
Dud u... HooJ a. Ito key .klll, bul any ch.roct.. who c.n perfonn ritual. can
perlor:m th~ Ral.. Dud rllual. Som..lrnosll". help/ullo be t,atned In th~

ritual'. key .klli. buIll'. not • '"'1ulr~ment. In p""""'" edition. 01 tho D&D
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g;ome. Ral.., Dud w.. exclusively the province 0111>< ."'fIe d .... but ""y
character wllh the RItual Ca,ler l.at can give 11 a shol _ as Ion~ as they're
8th level or hlghe.- and have a rltual book 01 Rat.., Dud hondy.

Using rituals
To use • ritual, your character mu,t have • copy 01\1>< rltu.al handy In .llh..
• book or a .cwll. It It'. In a book, your character mu,t h."" m..I.~ the
rlt",,1 _ which "",ans your <haroc'..', level mLlSt h< "'l""J 10 Of grea'er than
the ,11ua.!', ~el. If It'. In • IICroli. y«J d",," h."" 10 have It ma.te~.Scroll.
are "ttt",,1 cheal ,horl•." oIrNdy 1'='" up uo,lIth< I..,~ .teps 00 that
any chOIacl.r, whether or 1101 th." have the Ritual C..... ~.t. can follow the
dt,ecllonund J>Orlorm lhe fltu" on the .croll.

A. we ""'nllon NIUe•. rltu.al. cost 11m< and money. n .... ,. the ritual'. casl_
Inll time. For .:umple. the R.oI.. Dud ,lluu'akes 8 hours to J>efforrn. MonO)'
,. 'Imply Ihe rltuol', root _ eoch tI"", your charact.. I"',fonn. 'hat flluaJ. he
or .he has to 'J><1ld ,he opprop~a...um In vorlou. OIC.... ",agen". "''''
herbs and ...1"",. 0< what_have-you. Fo< example. Ral.., D..d cos" 500 ~p '0
perlor:m. Fortunatoly. you don'l have to .peclfy 'he exact component. lor OIly
(live" rltual: you COIl Ju.l wrlt. "700 gp 01 mystic ...1"",,' on your character
.hed. and when your chOI""'er perlo<m. Ral.. Dead. scratch lha' 011 and
writ. In 200 ~p In.lead.

Some rituals ha"" another cos, _ 'hey moy cost your char""ler 5Ot1IC

number 01 h....,ng .urges. l1>eoe arc exlremely tmng rltual. that you Juot
COIl't pe<fonn easily. The Forl>l<ldoncc rltu'" 1. a good example: It costs you 5
he""ng ,urges. U.""lIy. rl'ual. 'hat cos, you tn ,hi. way arc Intended 10 be
uoed oul.,de 01 advCllturln~; they'... more 10< bKkllJ'ound OIId .tory th"" lac_
IIcal play.

Rl,,,,,I. n.""lIy .ucceed, II .uca.. I. poulble (you cOIl'1 ral.., someone who'.
been de>d more 'han 30 daY'. lor: Instanc.). bul IIOOICIlm.. lhe ""mil.
Improve drsmallcolly deJ><1ldln~on the ","ull 01 a key .klll check. For
In.lance. when your chOI""'er cu15 Cu", Dl ...... a .klll check r",ull oj II or
le.. actually kill. the poor sod you're "y1n~ 10 he.1. (Although II you kill him.
Ihe dl..... I. lI""e~ II you achieve a .klll check ....ult 0130 Of betler, he
laI<es no damo~. 01 all.

PowerinfJ Up with MafJic Items
The arc""" and divine poweTS your chOIscler commOIld. "'p""",n' only a
portion oIlhe ""'gIcal powCl available 10 lhe Iyplcol advenlullng p;u1y. n..
nlher h...101 the cquallon I. the potty'. collecllon 0I""'81c Item•. Fo< .xam­
pl•. lhe IIghler corr'" a ""'gIc .word and w.." ""'(IIc OImot: 'h"oguc ha. a



258 Plrt III: Pllying Your Bisl Glml _

Rituals every party should have
S<xn. ri".I••f< • 10, more imporlln! m.n
.....".As youl d1oroeter I 1in.1ev<1I, ... or "'"
IhooId mob ..... to find, ...,., or .oIe"h •• ri­
u.lI for h lIOOCI ol ,he """'" ....1Ill>rir1lI p, rt¥:

... Ilnoc:k II...I.~ Got • 0001 yOOl ~"" ..n,
_nor d..tr"l" Tho Kroc' ",".1 eon 0'>'<1­
c.... "''' obltOcle.

... Cwo Di..... 11rtol 'l few roon"." "....
d'.co•• ottI.ks, but when yo", C"or.ctel
lIets hit with ...., you w.",'" 10' bener­

".
... S.~i", 11...1 51: Th. c1<>1<" yo. eon

com.'" • con pt>on. in ,k. DII.D world.
s.ndinll"OWI YOU'" report to. dill'n!
_ c.....". fOil oIoyer ,kor.cter, nk
• friend" lOll' • qu"'ion ..•n¥lhinll you
con t!linIr 01 in 2§ wonI. or Ie..

... LinkM '_I n~ T"i..XIraO,.ir>lriIy
u.efuI ritu.1 , iuly._-p."" ,.Ie·
port.,;m. roJlg< in "uodred. or thou••rId.
01 H... to lIet to Wot<ld..p b<lor<
I.,,," ' ThO. ,. ,he rituol for I"'u. The
.......... tim. iI only 10 minut••, >D ~'. '''''

• lood w., to bUll otJl 0/. d""ll<on if j'OO
..n jull drOll DUI ol'':III1 for ••hort ......

... Iloil. Oood II...II~ Hothinll OJin. j'OOr
...01. d.y I" 1I<tti"'l killed. R.i.. D.od
<00 iii< mOl Ind II" yo... k.ro '10k in ,he
filIh' (wittl In I·",,", d.II" .nlW'y1. W11"
mor ,., , ... idl

... _ MIiClio. {I.... I~ Lik. C.re
DiIO''', i'OO d,., hove "'" ritu.1 in yoor
book poeI.et in 0/ th. ,."" mom-
b." lIets hi' with .om....inl n....... rId
perm.o",,' - fm .um,,", ""1 pelfified
by. m.d...

~Ic c......bow on<! .n dwn doaJ..- the w1urd h.. a w.nd ol f;"ry bolts; ond
'he derle weor. a helm of barrie. 5",11. 0" Ju.l for orcane casle" on<! )?foye"
ore for dMne ca.le... but ony choroeter con corry a jK'W<rful mogIc !tern.

When yoo cTeOte a 1I1-leve1 character. ,hat character begins with Iow-Wode.
noomagk:al goor ond • hondful ot t>OCket change, Bu' .. your charac'er h..
•ucces.ful odV<lllu.... h. or .he recove" .laggerlng .m'Kml. ol wealth ond
maglc !t.m. ol g"a' ond ter,lble jK'Wer, YOof ehoracl.... collection ol magic
Items I. JU>' .. much. port 01 him Of her .. 1'" choice ol d .... jK'W<f'. oldl",
on<! t••t•. A fighter who owns winged-. I•• V<ry different ehoracter Ifom •
flghler who owns dwarven gr«Jues

Mo.1 mogIe lIem. h.v< on enhancern<lll vol.. _ • ·plu.· _ ...ocla,ed with
ooe ot your character'. hoslc stat•. For ...mple, magi<: Ofmor ..hanc.. you'
ehoracter'. Armor Cia... magic weopons enhance attack and d"""'8" roIl1.
on<! moglc cloal:. enhonc. Fortllooe. RelI.x. ond Will del.n.... Uyour chorac_
ter W.Of.a .2 <lven clook, you ge' to odd 2 10 e",h ot 'hose def....... long
.. your chor""er wea" lha' dool<. In addl'lon. It."", may hav. pro",rlie.
on<! powenr. !'?o",rlles ore ",,,I.tent, atw'ys-<>n .bliitlel, tor example. the
helm of baJrle gronts yourchar"'ter • d 110m bonus '0 Inltlotivech",kI,
It""'" pow." Of< much like your character powell: lhey're .peclnc abilitle'
your charact.. con t'lgger al will. onee ",r encounter. or once per d.y.



______________ Chaptar20: Making ilia Mosl 01 Magic 259

TlJpes of magic items
Magie nom. CQffiC In a vaIlely of dlffe"",! lorm" 'aIIglng lrom mighty magic
sword" 10 1I~v1ng J>OIiornI. to 01111",,15 01 godlike pow... By the time your
<haroc!•• gel' • low exp<l1ence level. under hi. Of II.. bell. you'll proo.bly
h.~.good Ol"y 01 magic !tema 10 d><JOOe from.

He",'•• quick I«Jr 01 the types 01 magic Items you'", IIUly 10 lind or pu,<I,..."

... Armor. Magi<: armor WQfU much like IIOnnol armor. except ben... The
enhance......,! bonus 01 maglc armor is add.,. 10 II>< AC boous provldod
by the armor. So. for enrnpl<. IIOrmaJOC.... m.all gives ••J armor bonus
to AC. but ,2 :lOOk mail add. 9 polo.. to AC.

... Weopooa: Magi<: """pon' add thelr eo""oce"",o! bonus to each attock
"nd damage roll your ch.ne'.. moll.. with II>< weaJ>00. For example. a
4ttH_1 ehOIact.. wtth • St,..,gth of 16 and a longsword h.. an attack
bonus 01 ,8 (,2 for the <"".oct..·• 1"",,1 modlfl.,. ,3 for St",nglh modl_
lIer, and .3 tor the longsWOfd's proficiency bonus) and de.... IdB.3
f>Olnto 01 damage. Uthe som< ehv",,!., tights wllh a .llongswotd, the
attad bonus b<comes .10, and the choroctOl dub IdS.S point. 01
domoge per hll.

... Implements: Ju.l a. ""'.... ChOIactenl or a",hers u... ""'glc .word. or
bo..... c " use moglc Implement•. Implemen" Include holy .ymbol•.
orbs. lO'h 011•. aoo wands: different characle" u... different Imple-
"",nl., For exampl•. cle~c. aIld p.tladln. u... holy .ymbol•. who",..
warlock. and ...I.lO,d. use wand•. orbs, rod•. o"tolh. Imple""'n" wo,k
esactly like magic ....apon. _11 your wlurd h.. a ,2 wand, you add .2
In your attack aIld damago roll. wlth .poIl. you' chOIacler ca.t. wlth II.

... Slot ilems: Unllk. an enu,e .ull oj moglcal OImor.•lot Il.ms a", worn
Jud 011 a .pocl1lc pOIl 01 the body, Your choracler can wear only one
malllcolitom per.1oI _ a chOIacter caIl'l use t...n OIm .101 Items (oay.
broc... ofdel."", and sshi<!ld of(HOlff'iofl).1 lho ..m. tI""" Th. body
.101. OI. noel<. snn'. l<d. hond•. h.ad, and wal.t, and .ach body 01011.
a."",lalerl wllh a pa,tlcnlar typo of bonus or advantoge. For .umpl.,
neck 0101 Items oI....ys conler bonu.... to your choracter'. d.len....'
you'lI n<VeT lind a d.f.....N>oo.ltng Itom Ih.ll.n'l a noek 0101 It.m,

• ,"""••Iot i"'m.' Amu...., cloak., and >COIabs .'" worn OIOUoo the
noel<. Neck 0101 Items "'" vory Important. b<c.uo. thoy add thel,
enhsr><:e1ttelll bonus to 011 Ih..... oI)'OUl non-AC doIen""'" Fortltud•.
Relies, and 11'111 dcf",..... For example. 11 )'OUl "'IfI'" weal. an amulet
of ckaruing .], you add ,] to each 01 your chOIacter'. dcfCllOC',

• Arm JIot ;",,,,..-lIem. lhot ale worn or calrled on tho alm.•uch a.
bracers and .hleld•. Th... Itom. don'l ha"" any ...,hon""menl
bonus (50 the",'.no .och thing .. a .2 .hicfd In the 41h Edit"'"
Dungoons '" Dragon. game). bul thoy usually hove powe" or
j>fopcrU.. thst help your choractef" delen... In other ....ys.
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• Fee'.1ot ilel1U: Item. your ch.,oeter WNB 00 hi. or he< feel (an<l/
or 1o",.. Ieg» .•uch .. boou and W..ve'L Mool a", magic boot.
01 one klnd or onolher. Uke your arm••loIl1em., lhey don'l have
enhanc.ment bonus.,.. Mool feet .101 Item. add to your charact..·•
mobility or bestow movement 1'"""'" 01 one klnd or onolh...

• Hand >lot ilel1U: Item. your chancte< ",• .,. on hI. or he< hand.,
.uch a. gloves and gauntlets, Again, lhey don't have any enhance­
ment honu., but they In...ad contrlbut. to oII.n.. oroklll "'" "'llh
various properl"," and powers.

• Hrod >Iol jlem..-Ilem. worn 00 lhe head.•uch .. helmets, circlet•.
and c.owoo. U.ually they beslow powelO 01 pereeptlon, delense, or
authority. They don'l have enhancement bonWlCO and don't lIgure
Into any 01 your charoet.... "at. olh.r",I..,.

• lfuiJI' >lot ilem.' It.O\O worn oround the wal.l, .uch .. belt•. They
dOll't have enhancement bonu.... to add 10 any 01 your .tau
lnotead, Ihey (lCnerally have propertl.. or POW'" thaI add to your
delen..,. and ",.btanc.,..

... Itinp: Well, ",. all know aboul magic rlngo now. don't we? DOIl't wOlry,
not every rlnS I. The One Rlng 10 Rul. Them All. Acharoete< can "'....
aoo gain the bene!lt. 01 up to t",o ma(llc 'Ings (one 00 .oeh hand)
Wearing more lhan lhat mean. lhat none 01 the rings function. Magjc
rlns. usnally come wUh a u.e1ul properly and a good power, Wlnally
usable once per day (or 'echarged when your charoeler rea.ches an
adventuring milestone).

... Woodro... item: Thl. I. a calch--all c"egory 01 w.lrd things YOllr charoe_
te< u.ually doe.n'l wear, .0 they'", not tied 10 any partlcul .. It.m .101•.
They aloo don't provide CfIhancement bonu..,.. HOW'VCT, till. category
Includ.,. a v..-lely oIl'"",.rlul and u..ful Item., .uch .. bas of l>oIdilfg.
",ndi"l!~" and !/yi"l! '"'P"t We IWlt can't oIf"" much In the way 01
generalization. about wondrous It",",. bee...", they're all dl"",•• and
unique

... Potion: A poIlOIl I.. one-<l.. ""tor.ulve beverage, When your character
drlnks II. lhe potion'. magic plovldeo some amoonl 01 healing or re<:O¥Cry,
and the poIion I. used up. 1lle most powerluI poIiono can even reolore life
10 Ihe dead, bot mool poIlon. you lind are .Imple poIioIu ofheo{j"l/_
10 hit point. In alltlle gla.. vlallhat coo" you 1 healing ouf(IC. U.uaIly,
potion. don'l ,estore .. many WI poIn" .. on. 01 you' charocler. own
healing 'urges, but at Iea.t you can cOll,roI when you' charoeler drinks a
potion. II the party'. cleric 1.lncapocitated and you've already used your
1ICC000d ....nd. U might be the 0Il1y healing your clw-acte< can get.

MagiC Uem deocrlptlOll' begin OIl pa(IC 227 oItIle PIa}",. HandbooJr.



______________ Chaptar20:Makingllla Mosl 01 Magic 261

Acquiring magic items
Magic Ilems lOUr><! grNt, don', thoy? You might 'Wok that every chOloc'er
should h.~ some, and In ,h. vas' mojo<lty 01 D&D games. they do. Your char_
oct.. con Rod moglc Items In monstefil""rd..J dungeon vault•. u.. his or h..
,hare 01 l«:<PVered ,,...urc hoard. 10 pur<ha>< =gIc Items. or~n build
new Uem. by usln8 ....gIc rltual•. But he",'. the down.lde; Your <"".octe,',
ocquisllion 01 m.agk: Itom. I. ""'fOly In the hondo 01 y«Jf Dungeon Ma"eT, If
your DM doesD', Include m.agk: 110m. In the I,casu,c .tulles 01\1>< n>onslers
the l'M!y dele..., well. Yo<l1 ch.voct.. WQII', find many. And If y«J1 OM
d«:1des that magic Items ",.1 aren't bought and sold In hi. or her comp,algn.
you won', be able to tum big piles 01 gold Into a waoo offi",balland • dragor>­
s/ayo?r" SWQfd. You have to II"" with what your DM Ie" your character have.

M"'i,,. items
MOIUtcrs oIten gu01d ho;ord. 01 ",_rlng wealth. Including long-Joot devle..
with mighty ..,ch..,t~t•. Champions of ffil .'" oometlm.. onn<d ond
armored wtth J'OW"rlul moglc Itoms. which 01< th... for the laking after 'he
f>Mty has dole.tod lhop~ ow""r,

The dlfllculty with Item. JI<'U' characler lind. In mon.ter ho",d. Of "" the
person. oj defeatod "Ulolus I. that they don'l come with nome tago ond
In5lruclion manuol •. MOl'IY DM. don'l w..le much lime "" making JI<'U guo..
what moglc Items Jl<'Ur character Is c""ylng, becau... nothing I. more onnoy_
lng thOl'l lI.tenlng 10 a player c"".tantly ..y Ihlngs like. ·Okay. I rolled an Ig
for: my aUackroll .. , plus whatever tho OOnuo on thl••word I., .0 maybe U's
a J9 Of a 20. So did I hit Of what?" Bul IIOme DMs like 10 tlirow cur""boll...
JI<'U .uch os Item. that your character doe.n't unde"tand right away, 110 be
prepared,

If you find your...1f In poo.....ion 01 on Item JI<'U' characler can'lldentlly, JI<'U
may be ahle to Iigure It out with a .ucc...ful Arcana, HlstOfY, or Religion .klil
check. Folilng that. lhere are a f.... rltuol. that might help you out _ for
example, C"".ult My.llc Sages or C"".ul! Oracle. These ",e coolly, so don'l
resort 10 using a rltuol Jor every Item JI<'U' characler find.,

8n~i/ff tin' ulli/ff it~m.

The second mo.t common way to acquire magic Items I. to .Imply hoy them,
If your character i0oi. a draEfOO'. hoard and lind. 20.000 p~es 01 gold. you
ha"" 20 grand 10 spend, In [)&D, lho point 01 galnlng weolth I. so that you can
.pend II on tho biggest. moot lmp'e..I"" magic Uem. yon can tlnd for: your
character. sod then go get even """" trea.ure so you con buy even n.,/fCT
maglc Uero.,
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BUying ma~c Il~m. works In bolh dlr«:llon., 01 course. Whon your charocl..
hnd•••J Ramiag adamanti"" Iongoworn, lhal old ,21ongoword doHn'l look
00 UMful anymore. You can ..,11 It~m., 100 _ but you u.ually 0Il1y ll"I 20 1'"'_
cont 0111>< J>Urch... prlc~. Don'l ..,11 old It..". unl~.. you'", "'ally and lruly
don~wUh Ih..".

In ge""r.... your charocl~rneed. 10 fir><! a ~ood..lz«l clly In ord~r 10 buy 0<

..,11 an expen.l~mogIc It..", 'Tho ruoonlng I. Ih.1 no on< In • fI....p«:k_

.Iz«l v11t"ge way oil In Ih~ mkld'" 01 nowh..~ h,....3.worn 10 ..,11. 'Tho
b1llll'" Ih~ lown. Ih~ bott.. Ih~ odd. 01 flr.dlng good magic Il~m. 10 buy, To
If''I your hand. OIl • ,.... Iy Imj>f...I~ Item, yon might h.~ 10 go 10 ..,mo-­
ploc~ jant"'Uc like tl>< baz""r In Ih~ e\r<ell City oj Br....

End.ntinf ;t~m.

It. 101 01 DMs "'~ old-scbcol on the lopic 01 buying maglc It..... and may not
"'Iow you 10 1001 buy. wondrou. onchanl«l d~~crall«l by mighty dwar_
veil arOlO"''' many c....lurl.. "8" wllh II>< tawdry Iool you dragged oul 01
the """,..I 1nOl101..~nf..l«I hole 10 Ihe ground, Fo<lun.I~Iy. you h.~ a
way around IW" The fnchanl Mag;" !rem rllual. If your DM won'llel you buy
gauntleu 01"8"' POO"". ma~ you c;rn convloce Ih~ p;orly'. wiard 10 make
you a pair.

It.. II tu,"" out. Ihoc""t 01 fnchantMagic !rem I. exaclly <qu'" to the markel
prlc~ 0111>< mogIc Uem you want 10 buy. So. r~ally. when you enchant your
,wo<d. you'", jUllI buying a magic .word out 01 Ihln air (.llhough you .....,.. •
plaln old .word 10 work with, .., 11'. not ,..11y cOlljur«! out 01 nothlng.1 all).
II I"ke. an hour. ar.d the rltu'" ca.l~rcan't c",,,I~ Item> Ih.1 a", hlgl><r than
hi. or h~r IcveI, But It your p;orty ha> • coupl~ 01 days oj down lime .nd • 101
01 money 10 .pend. tl><r~'" no ..,...... yon can'l c",,,I~any Item In tl>< I'/ay<'r:'
Handbooll lhar. your charact..'. level or low... Some _'" think UJu.1
-f..,I." boll~r In II>< gam< 10 Imagine Ih.1 a .klll«l wII",d or devoul c"'rlc I.
cralling • maglc U.." wllh mull~r«! Invocation. and my.llc "'agen", ..
oppo>«I 10 .tepping out 10 the Maglc-J.l"'l and Ihrowlng "'ound the gold,

Definin(J the Ma(Jic Item Baseline
Head. up' 'Tho O&D gam< <WIU""'" Ih"l your charact.. h", a .~lectiOll 01
magic U..". approprlal~10 hi. or h~r cla nd IC'V~I. Th~ level ot mon.I~ ..
your characl.. cncounl~.. I. bued 011 Ihl umptlon. You may Ihlnk 11'•
• boolul~1y .nazzy for your 100h-Icv~1 nght~r to walk around wllh a C6'P'" 01
/lying; buill your nghl~rdoc>n'l h"v~ a maglc WN.pon by 100h 1ev~1. you'",
going 10 nod lhat It'. hard 10 hold up your ond In • fight.
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In ltWly D&D g~mes. yoo don", .,.,t wlth l.l~e",,'chMa.'..., you .tar! with
higher_level " ....,,,<:1....,who ,."Iy """'" to have" ."",11 collection 01 magic
Items to actu.oJly 11= up to 'hoit ..~, This olt.... hap.,.,.. when a "~ pb~
I. joining an ..,.Ung 8'"""'. or Uthe DM I. beglnnlng" new game and wanl. to
,I"" with "I"'rtlcular hI8h<r~eladv.,,!u,.,. Your DM might lell you some­
thing like. "Mili up" Sth-lev<'l choroct<r and "'lulp him or ....... approprlatoly,'
So how do you know w....,·. approprtal<l

H"",", the Golden Rule for oqulWing hI8h<r~1charocte,. from IIClatch.
rim. determine your char""te,', slartlng]"vol (In our examJ>l<. SIh level).
Your character begin> with:

... One m>.gk: Item 01 hi, or her level .1

...~ magic Item 01 his or her level

... ~m'gk: Item 01 hlsor her ......1_1

... C..h (In~J>Iec~)<qual to the value 01 • m>glc Item 01 his or he,
"",I-I. which you con us< 10 buy anolher Item. I"'",h... ,'luaJ. and
ritual component>, buy poHCln •. or Ju.1 save lor I.ter.

So. fOf • 5th-levei <horae'.... you 11"1; on< 6t~llIem.one 5lh-1evelltem,
on< ~t~lltem,and 840 gp (the nOlTIlu volue 01 a ~th-levelltem) to buy
other slnll wtth.
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Th~ Golden Rule 01 cqulpplng charoct... wtth maglc It.ms c",at...om<
basic Implications: 1'I..t. you can have a tolal 01 10Ul moglc Ilems (nol count_
Ing poIlon. and .uch): _ond. your 1ow""1_1cvc1 Item I. eilher equal 10 your
level _1 (In which cue you have no gold Ie/t over) or you' level -2 On which
cue you have gold left over 10 pick up .om< pollons and have so"", pockd
chonge). In gcocral. w. think II". wt•• 10 have a polion Of two In your belt and
a fflv gold pice.. to .pend. >0 that'. lhe way our recommendallons play out
In Ihef..t 01 thl. chapler,

With the Iou, magic II~ms. you .hould m.a..t~ 'Ul~ you cover th,... Ihlngs wtlh­
001 lall, Your charoct..'. weapon Of Implement, armor. ond neck .Iollt~m.

Those ar~ the th,... calegorl"" 01 Uem. that carlY enha"""ment bonus.., and
th..e/Of~ odd dl,eclly 10 your charocl..•• combat ~U<cllven"".by Improvlng
hi. Of h~r allack bonu•. dMJlOllC bonu•. ArmOf Cia... ond th.lh..... delen.""
(Fortllude. R~nex. and ""If), For moot plaY"". U·. alway. best 10 carlY the
h'gh"'" enhancement bonu... In Ihese Ih,....Iol. lhat the Golden Rule
allow. _ II". Ih~ .lmp"'l way 10 keep your characl~r'.combol .Ia" a. high
.. you can, That m~ans your lourth II~m oo...n·1 hav~ to .uppott a vllal .tat.
so you CMl pick np whalever Item .Irlm YOU' lan"Y' PlaY"" who know lhelr
way around Ih~ magic II~m .y.tem can lind II~m. lhat off~r better pow... or
p~rtlcs Ihon a 51ralghtfolW.rd • I ~nhancement, hut we'", not talking 10
those guy. _ w.',~ c",allng th... tabl"" lor you,

In Iollowtng _HOIl•. w. provide ,ecom"",ndcd "gear huy." tOf charoct...
up 10 15th level In cacb 01 the lou, base er..",. (fighter. rogue. cleric. and
wtzard). Th~"' .....ummed np tn thlschapt.. In Tabl.. 26-t through 2Q.4.

ff you necrl to equip a charocter la51. these a", bondy .hOftCUt•... MId II
you'", .lowIy ac<julrlng It""", .. your characte' 1.....1. up ov~r lime. they
nlu.tlat~ the !Ofl 01 m"llic Uem. your charocter .hould "pi'" to have.

Your charocter Is no! cntitloo 10 1",..u", and magic lI~m. 01 the .tated
amount. Your charoct..•• ocqul.ltlon oIl.....u'" I. <1l1l"'1y In th~ hand. 01
your Dungeon Master. You may lag behind dra51ically for: a long tt"",. only
to !Co,.. on epic h=d by .1.)1ng a mighty dragon, Or your charoct.. might
get lucky and lind po.rticular Item. thai .... "gntncontly mor~ thon he or .he
might nonn.ally be abl~10 afford hued OIl lhe Golden Rule.

Fighter magic items
ff you',.. playing a fighter. you, prlm.rtly conc.rn I. lIndlng good weapons
and armOf, 'The better your characl~r·.arm.ament. th~ betl.r he or .h~ lIghls.
Table 26-t 11.15 our recommendations for: th~ lighter'••Jarllng moglc Items
by level.
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Tabla 20-1 Typical Fighter Magic Itams by '--1'111
lneI 1Io<.....,.dH~*-..Cut

In By 'llning ~,kag.I... ChiP'" 171

In' ./ fnm_.pon lJ«t ./ dval'lCfl'""", (2ndI; ., ."",Iel.'prot<CliofI
(lJ!l; J pc<jM• • flt..1itrg; 110 iP

Jr' ./_ ..upon lJ«t .1l>'"kirMarmor (4th~ ., omu!ct oi "",,.<:tiM
(lJ!l; InWlI ofm¢rI' rIlil:O'IIl2ndl; 1 porion> oiho.q,·Ell gp

..... .1_wupon lJ«t ./ b/ockirMarmor (4th~ ,J .mu!ct oi<~m>ing
(Sltl~ Ix.c." oImi9!>'Y .rrblg(lndr, 1 potion. of ho.IinQ;60 UP

5th .1weop"" 16Iht • r bI••lirono""", 14thr, ., ......' ofcl..1ISinQ 15m!;
rMId ofpro,"cticfll3l1l1 or gkwn oi piercinQ 13rd~ Zpc6M. ofh../in£...
•lwe.pan 16tht ..zd.N."",".""", Vtht .1 .mukl.f ,1..n.u.;(5thI;
rhieId ofprotoClioflI3rd1 <It g/<N<. oipier<~ 13rd~ Zpc6oo. of1t..1ing;
m ..
•Zlhtmd<tirrgw••pon Ilthr, 'ldworwnormor 11th1; ,1""'" of
_"",,(6Ihl: homed _Ism) or iroml:ill !reI!15d1l; 3 p«iom of
""dnII;R;() UP

8th .Zl1tuo<kritrgw••pon Ilthr, .1 blocbron.nnor /9Iht ..z.mukl of
_c6M l6thl; Ixooers oi dt!f<".. fJ'!h1; ] PO""'" oi h..Ji'Ii; 650 gp

5th .Zl1tun<kritrgw••pon Ilthr, ,1 blocbron.rmor t91ht ..z,_of
cI.....q IllItJ1t IInc"" of rkktlu 11th!; 3 potiom of ho.IinQ;6f>O UP

10m >3weop"" (lltht .zblock"", .""",I!lhl; ,Z..,.,1el 01 <~.nSinQ
(lCUlI; .ni<1d t>f d.~n<. 18th) '" ~.WII1o"t>f rho "m ISttlI; 3 potiom t>f
""""""; R;() gp

11th >3weop"" 1111"~ >3 dwo""," IrmorH2tht .1._0(d...,.;,,~

I1OthI; <!Wid t>fd.r.."".18thI '" ~.WII1o"t>frho"mISttlI; porj"" oi
...Nty;liOOgp

12th >3lnmweIP"" 113th~ <3dw.""mormor 112th1; .1.",ufetof ,/cOMing
I1OthI; nog ofprotoClioflllllh); 3 p<Jfion< 0( oiuIrl'; l.m i ~

13th >3lnmweIP"" 113th~ <3dw."",normor 112th1; <3 cleol t>f.um..I
11.....1; nog ofprotoCliofll1 I110); 3 p<Jfion< 0( oiuIitl'; l.m i ~

1..... >3fl.mingw,"""" Il"hl; <3 dw.","" orm", 112th~ <3chnl t>f ••rvnI
11.....1;~d _H3th) Dr .mold t>fJlf"#,"",,1131h~] PO""'" oi
...oIity; l.m gp

15th >3fl."";,gw.,,,,,,, Ilf>thl; >4 ...."r'..'''1t Irmor 116110); <3 d ..1 of
••rvnlH ~ witIged boo"1131:h1 '" .1rioId ofprotoClioflH3I:h);
3 pc6<><t. of kr.I.ClQg~
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Magic items with dailv powers
SooI. magic ito... ,o",in d.ily _",
_.II.,at ,on b. u.od onco po< d.y. JUIl ..
you .... a limit to I!>e !>or of daily powe"
your ,Ia.. pr"";d••, you h a Iim'ar kmit in
r.glrd. to "",gi, it..... Thi. kmit d.p.nd. on
yoLO" ...... A"t.. heroic tier'" p1.y!lo..ill-iOl
you nn u•• DO. "",gi, itom daily power per
d.y. Thi. limit "'",..OIto two 01 plragon tier
II..." 11-201 and tilt•• at OlIic tier 11...1.

21-301. E.eh u.. of a mooie itom d.ily power
mull eomo from. diff".m "",gi, ito... In oddi­
tion, .0< h tim. yoo r.., ha milo Ilona lor dol."
" ..oum." worth a .pe,ifie total of XI' b..od
on your ,haracter levall d...inola day of achl...
t"ri"'l, yO" g.in 0"' .dd""al "'. of a magic
itomdaily_. Thi. aclditionol u" mull bolor
• _ you h...n·' yot ac"",d for"'" day.

lI'eapOII and am'OH'" Tabl. 20-1 ~r 10 whichovor WNI"'" your Jlght... lavors
and the annor he o.-.he preler:. 10 _ar. If your fight... I. buill fo.- ...Ing hoavy
blades. you .hould he picking up magic Ioogsword•. grNl.word•. or bu1ard
.word•. If you .peot a feal on armor tralnlng to "I'lllado lrom ",ale annor 10
pl... a",.x. "" lhose goar .-..:ommendatlons to chooso magic pia" armor
In.tead 01 magic scal< armor, In otll<f word•. fUlln lhe blanks ...pproprl>te
lor yo", own nght....

For the nght.... w. like weapons that rome wtth oocoynl.. pow... that boost
damago and add ........ cOlllroi...poclally a1t... you'>'" .Iready scorod a hl1.
ThOle ""....y for you. the pbl"". to u", _ you don't ha"" 10 wOIffY abool
dimeult datil' resouree ""'nago,""ol with your _apon, aod you don't h."" 10
wony about t,lggerlng the POW" and U...n ml..lng. Fro>' weapons .low lhe
t..-get you t,lgger lhe _r again.!. whIch I. a lI'eat way 01 making .ure your
....mydo..n'lgot aw.y,

We also .-..:ommended ...y~o-pbyarmo.. wh.... po..lble. Bladj"", armor
I••Imple beea"", all It h.. I. a ""'y nic. properly _ resistance 510 lire and
necrotic domage. You no""r ha"" to think ahout wh.n to actlnt.1I beeau..
It'. always 011, Dwar",," """"" does con>< wtlh a datly power 10 ""'nago. bul
It'. an ea.y on. thaI might sa"" your t-oon someday: It'. effectl""ly aIr....
action heal thot d....n'l cost you a h.a1lng .urge.

At 15th level. you can reach I6Ih_1ovei magic annor which allows you to
choos••4 armor. lhe minimum enchantment nec y to chao.. mast..._
work armor (.... pago 212 oIlhe Play"'-' HandbooJl). Gotng Irom .Jseal.
armor 10 .4 dmgomrok ar""" boost. your Armor: C.... by 4 potol. wtlh •
• Ingle magle It.m ",Ioctlon. If you',e a defender. you have 10 ha"" m..t..._
work armor as soon .. you con po..tbly acquire n.
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Rogue magic items
A "'II"" wan" 10 ocqul", good mogk: weaJ>ORS .. moch a. the nghler do<s.
but • r~ al,o wants to pick up lo'....tlng and use/ul~c !tom. lor
avoiding detection ond wetting around In the dung«m. T.b~20-2 n... om
re<:<>m"",ndaliolu for lhe rogue", mogk: Item. by level.

Tabla 20-2 Typical Rogue Magic Itams by Level

In By ItIrtir>g ~,kag.I ... Chip''' 171

2nd ./ <Nllweapon (Jr,I: .1 armor list!; ,r clook oJ ",';stsn<.I2ndI;
3 pc6ort. nfh..I~;l'O liP

Jr' ./ <Nllweopan (Jr,I: .1 thrtlc#.rmor {.....t .1 clod0/,.,;,,_.
!2ndl; line.,. oimighty_~ IZ1MII

..... ./ <Nllwespan (Jr,I: .1 dorll<.t,rmor {....t • r .",.., of ,"'.n';"~
(Sltl~ brsc." oimighry srrb>g(lndl; 1 potiom of ~.IinQ;60 liP

5th .1weop"" 16tht ,r d.rk1o.fo"""r 14tl1l; ./ .....,1<,ofcl..osinIII5Ih~
c'''''p _IJrdl or ~i<w<>olp~cinQ13td1; 1PO""'" oIh..5rrg;6O gp

6th .1weop"" 16tht • r dIIrk1t:.fo"""r 14m!; ./ .....,1<, t>fcl.....inIII5Ih~
line.,. of rkfem. 1M!; 2 pctiom of ~.Iin~60 liP

7th .1kHllweop"" 18tht .z,rmor [eth~ ,r .mukl of cI..n..-""I5thI;
line.,. of tkfem. 1M!; 3 p«iom of ~.Iin~;6YllIP

8th .1kHllweopon 18tht .zdortl..f.rmor 1!lIl1l; .1eM" cleoll1ll1l;
IInc"" of rkfcm.I1ll1)

9th .1k«llweopan (8tht +1d11rt1..I,rmo, 1!lIl1l; .1omd., ofcl.."'inI/
(leu.I; broc"" 01def."..l7tht J pc<j"", oJ heoling; 650 i ~

leu. +3weopan (lll"t +1d.,tJ..lormOf 19thr, .2 <mule' ofcl..nsinlllleu.l;
"'-01.~19th1

111" +3weopan (lll"t +3 wnJeolormOf (l2th~ .2.m<iI<t oJ cl""';"l1(lOthI;
"'- 01.~ 19th I; J pctiooo of heo!intl; 650 gp

12th +3fnmwelPon (13th~ +3.unI<",rmor 112thl; .1 <mule' ofcl..nsinII
(leu.I; ri"l1 01proreClicflllllhl; J pctiooo of o1uIitl'; I,m i ~

13th +3fnmwelPon (13th~ +3.lJtII<",rmor 112thl; +3 eM" cleokll2tM;
I"W!<..I nigI!r(l.....l

1..... +3flo"";.,gw""",, 11f>th1; +3 ....." borde Irmor (lJlht +3 eM" cleot
(l2thI; goj/~I<s ol"ight (141M; J p<Jticm of ...05,..; l.lD1 gp

1f>th +4 weopan (l!i"'t .] eM" _ 0""'" I\:lM; +3 MOJI.. oJ c/eo"'inI/
(l f>thl; goj/~I<s of"ight (141M; J pctiooo of 'litH,..; l.lD1 gp
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For your "'11""'. weapoo. you absolutoiy .hould ch.,.,.. a IIghl hlode 0I.om<
kind _ a dogg.. or .horl .word (or. II you .... We.pon Proflcl<ncy te.t.•
rspler). Ou, ,""ommcndatlon. tocu. on magic WNpon' lhat ve .vsll.h~

.. light blad.., Wben playing. '08"", you lace. trlcky problem In thst you
might n..... a lICCond msglc weapon. n.. IIghler I. happy to .Ud wllh •
~ weapon. but • fal. number 01 rogue powe.. are dcsigned for use with
the c.ossbow or wllh thrown weapons .uch .. daggers or .hu~ken, If you'
ch..acter build Involves po""" oIlhl••ort, you have two choic.., You can
c..rya .econd magic ,..,apun .. your "fourlh" Item, or you cso 10m .ure
your primary ,..,apun Is • d.gger. Bc<:.usc lhe dagger can be thrown, your
~ weapon will work tor many 01 you. ranged powe... M.gIc d.ggers (and
OIher magic lhrown weapon.) rc1um .lter you throw them, so you don'l have
to worry aboul dl...mlng you..elf.

We like lhe ke€o weapoo properly e..ly In a "'11""'. c..... bee.... It gives
your char.cter the chance 10 mauufocture cntlc'" hit•. 11'•• mUcstone polVCT,
which means once you ... It, lr'. gone for the day ... uuless you hit au
odventure mllcstone.•nd lfCI the opportunity to recharge lhe pow..-, In our
e.pc~e.odventure mlleslones com< .bout """" every lwo <1>COUnters.•0
• milestone po,..,r I. really an "cvcry OIh.. encounler" power In"~ of .n
cocoont..- power. In any cvcnl. rogues really like crltlcsl hll. bc<a... mosl
rogue powe.. oIfer a high poIenUsJ damage anyw'y, and lhelr bonus sneak
.ttack damage dice lfCI m.oxcd In the cl1llcsl hit. t<Xl. In olher words. a lighter'.
crltlcsl hit might odd 5 Of 10 point. 01 damage 10 hi. or h..-.hoI bc<.usc ot
the msxtmum-<lomage rule. but "08""" critical hit oIten odd. 20 or """e
dsmsge for maxlng.

For your armot choice, 1I",re are scveral good options. but ,.., like darldeaf
..""" •• the most brosdly useful. It oIt.....2 AC bonus "llalJUlt the U"I
.ttack you In each encounter. II'llh • bit ot Iud and .kUllul usc 01 your
rogue'. pow your charsel.. won'l be .ubjecled to more lhan a couple ot
.ttach pcr C1ICOlJnter .n)'W.y.

Fln.lly. one unu.ua1 Item lhat descrves • bit ot explan.tlon I._I.. 01 njghl.
It confe.. the abUlIy to ...., In the dvlL Now. most of theUrne your ch..acter
I. going to be ..ound OIher chv.cte.. who can ', ... In the d..k. so lhl. may
be oIlimlled usefuJncss. But 11 your cbaracter CVC1 does auy scouting Of .link­
Ing sround aw.y trom tbe,..l 01 the p;orty. he or she cc,talnly doesn'l waut to
h.ve to c..ry. tOl<:h. Th.t sort 01 gives away lhe .tealthy ch..oct..•• pres­
ence. We lhlnk you'lJ lind opportunities to put your 1R!f/I.. to good ....

Cleric magic items
Cleric. face. lough challenge with magic Item. _ they n..... two "WNpon."
(a mel.. weapon plu. a holy .ymbol) plu. armot and tb.t vital ned_.101 Item
to COVCf tbelr defen.... Bc<:.usc your cleric'. mel.. attacks ve gen...lJy
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Tlbll20-3 (ClNlufluedj

lneI lIo<o....,.dH~*-..Gut

1011o >1 roro<Jm!ingw.,poo 11tl1); .1V1md,rmor {lllh~ >1 clook 01 ""[­
moil,,"); >3 he/; J)'IllboIlIlm); 6011 gp 01 ,...1c,""pooonts: riaI,l. of
End"", Elements, Gontlo 1I0poH, H,nd 01 loto, lI.ilo Dood, ,nd Sileo,.

11m >3 rero<Jm!ingw.,poo 112101; ,1.uIrod ,rmorllOlht .1cloak of
..,.,;.,.,j[""~ >3 hcI; J)'IllboIU I"'~ 120 gp 01 ritu.1 c"",pooonts; fit..l.
01 Gontlo Roprna, lI,i•• o.od, .nd SiiollCO

12th >3 rero<Jm!ingw"poo 112101; ,1.uIrod ,rmar [IOIht >3""nap' 01
...-.dom [IJIj,); >3 he/; 'I"l'boflllm); 1,Q!i gp 01 ....1components;
ritu,l. of G.ntIo 1I0poso, H,nd 01 lote, Lift.... Portal, lI,i.. o..d,
Rom""" All,,,",", S.odiog. ,nd SiIolIC.

13rh >3 rero<Jm!ingw"poo 112101; ,.Homlllorgod.rmor 1\4thl; >3per;.p<
of "'-'domll3rhl; >3hc1; rymbo/(llml; I,U5 i~ of fit..1''''''''''1I0111S;
...,1. of G.ntIo lI.pos., H,nd 01 lote, Lift.... Portal, lI,i.. 0....,
Romovo All,,,",", S.rKling, ,nd SiIolIC.

1..... >3 roro<Jm!ingw"poo l\2Ihl; >3 romIllorgod.rmor 1\4thl; >3per;.p< 01
...-.domHJIj,); >3~ 01 bartf.(l5lh1; 1,425 i~ of fit..1'''''''''''"'''IS;
riaI,l. of G.ntIo lI.pos., H,nd 01 lote, Lift.... Portal, Rei.. D....,
II....... AffIi<t",", S.odiog, ,nd SiIoo"

151h >4we.pon (l!i"'~ >3~.d,,,",,, (l ~ >3 ",,~.p'oI"'-'dom

(l3rhI; >3rymbc1 of _115m); 1,425 gp 01 01 components; ,...1.
01 Go",l. Roprna, H.nd 01 loto, Linbd Porto!. Rei.. D.od, Rom"""
AffIi<1ion, S<ndin'l. .nd SiIolICO

Your armor and weapon choices are .omewhat IImlled.•lmJ>ly boca... the
only tyl" 01 heavy annor clerlco "'" proficient In I. chato armor. and the only
we'pon' cl<rlc.o begin wtth .1< simple w'apon" 1f)'OU want .ccess 10 a much
broader rang< 01 weaJ>On and armor chole... choose the Annor Tr.lnlng
(Scole) or WeaJ>On ProUcl<ncy feal., ""th lhot ..Id. w. Ilk< the ....oulldi"ll
we'pon be.t lor the c1e~c boc.u"" dazing an <n<my one. pet" <rlCounler Is
""y u.<lul_ <JIp«lolly If you can ... It In conjunction with a pow« thol
knocks lhe largel prone or f'U.h.. him.

Your OIher weapon I. )'OU' holysymboi, Fortunalely, lhe1< aren't many lough
d«:I.lon. he1<. Holy .ymbol. are p<<lty much designed 10 do lhlngs clerics
Ilk<. 10 any OIl< )'OU pick I. going to be uo<fui.

Although cleric armor chole.. are oomewh.l IImll<d. ualt<d .rmor I. ,lgIll
down )'OU' alley. II gives )'OU .xtr. healing .. a mll"'t"'" f>OWer, As a I~er.

It's ImJ>Orl.nt to be able 10 pon' OIl lhe healing when lhe I'"rty I. In lrouille.
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Mile.lonc J'OWen f.1l >om<wh.", b<t~dally J'OWcrs ond OOC«Ioter
J'OWers, In play_ you g...., ..Jy II'" to u.., on< about onee overy two to thre<
oncounten. or • coopl< 01 II""", to a .Ingle day 01 adventurtng.

The blgllH' diff......,., you may h.ve noHc<d betw.en the cleric", !",om­
mer>d<;j Items and those oj the lighter and rogu<'''' all the rltual•. Because
ClerlCI Ole ,killed rltual c..,.... your charoc'.. has the ability 10 use ~Ic
ritual•. All cleric. begin with two rllnal. "for l~· _ ~t" R.pooe ond OIle
OIh.. lol_I~1 ritual 01 your chok:e. As your derlc charoc... galns I~I., try
to .." askl< lOme 01 your ~ulpm<1l1 budget for buylng a .moll number 01 ,It_
""I. and "'ylng slock<d up on rttuaJ CQIIlpon..,... Yoo hop< you~r """"
to u"" U. but once you hit 8th leva, )'QU should serlously ronslder buying the
RaI,e 0<><1 ttl""l.

Wizard magic items
You rnlghl think a wizard has no u"" for magic weapon. or annor, AI.., all.
'1""11••", the w""pons 01 <boice for. wizard, and. wlun:l con", ION> much
armor ,uywoy. How""",", w!z.,d. do Ind~ In""ol In magic WNponO 01 a
oorl _ WMldo. orbs. or olano, 1I><lr magic tmplomento. Juot a. flgh'..o carry
magic ownr,h tn fight betl~r, wtardo "'" maglc Impl..-nent. tn ca.t 01"110
bett~r, Uke clerlco, wturdo al"" = 'lluaJ ma(llc u...... so you'lI al,n need tn
k",p up 011 your characler"o ritual .ol<etion. Table 2Q..4 ohows our r<eommer>­
d.tlono lor «julpplnll your wizard charact~rwtth ma(llc It~m. and a 1l00d
...le<:llon nl tmportant rituals.

Tabla 20-4 Typical Wizard Magic Itams by Laval
UwI 110<._ ""o~~_ ..Goat

1.. lIy o..rtir>g ~ckagolo.. ChOp''' 17t fit..1s 01 tornprehond lO"'luog..
ond leno""o An";"g Di..

lod ., ...ltd "'" WSf m.~I3rd1; .'armor Ilst~ ., oleol eI",sisIs""e
I2ndl; 2 potioos 01 ~aling; 120 gp of ritual compooems; ,itualo of
Comprehend Lalllluag.., Eyo 01 Alarm, and Ten ..,·o Anati"'l Disk; 40 gp

Jr' ., ...ltd "'" WSf m.~I3rd1;., darl~afarmor 14thl; ., 01n.1 01 ",m­
ron.allodt 2 pc<jM••f!l<alin~;120 gp 01 ritual C<'lIlpOnems; ,ituals of
Comprehend Lalllluag.., Dote" Mc'et Door', [.,oe of AI,.... ,nd
lenlO'o Anatir>g Disk; 7~gp

., ...ltd "'" WSf m.~I3rd1;., darl~afarmor 14thl; .! omuict cf
d..noinjIl5Iht 2 pc<jM••f!l<aling;IJO iP 01 ritu,I cornponems; ,ituals
01 C<>mpreoond la"'lU,g.., D..." Se",' Doors, EI'" of AI,,,", Knoc~
,nd lon,o" An";"g Disk; !ill gp
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Tlbll20-4 (ClNlufluedj

lneI 1Io< ,.dH~*-..Gut

5th .1 1115th~ • r dOft/u'ormor 14th!: .1 """"rofCIeOMl!lllsm);
c.urcp _I]r,!: 60 g~ of fit..1compoJl<'ll!S: "'01, of Com"",h.nd
lo"'l..g.., Oele<1 Secret Iloou, E10 of AI,,,", Knoclc ,nd To.",',
fIooti"'l Did;

.1...1115th~ • rbIoodthn:orJormor 15th!: .2 e.....1of~m..neol7th~
c.urcp _{]r,!: 110 g~ Dl rituol compon.n": "'01, of Comp,ohend
lo"'l..g.., Oele<1 Secret Do..... E10 of AI,,,", Knoclc ,nd T,n",',
fIooti"'l Did;

.1"'1fI5th~ .zdoll'of'..rmor lam); .1 01001.,""is/.neol7th!: 1n~.'
IroIdinQ 15tht 340 gp 01 ,ituel compone""': fit..I, 01 Com"",......
lo"'l..g.., Oele<1 Secret Iloou, E10 of AI,,,", Knoclc S.ncIin;. ,nd
T.n,." Rooting ~id;

.1...110( ......... 19I:h!: .1 rkWo,. ,rmo, (8th!: .2o"",Iot.,prorcCliM
(6th~ IN.c." oIdofen,.I7th!; 340 gp of rituol compon.nt,; ,ituels 01
Com"",h.nd lo"lluoges, Oet." S«,et Door,,~.01 Alorm, Knoclc
Sendi"'l, ond T er', floo6"ll Did;

.1...110( 19th!: .11l1.odd....d,rmor {lllh~ .z•.teomv.muIel
(Sth~ IN.c." oIdofen,.I7th!; 340 gp of "'01 compon.nt,; ",uols 01
e""",eh<nd J'l!llonges, d.",,,ueret doon. oyo.J .htrm, .tnoc~
..ndin~, ond r.....,. flooring di.

101h >3 ...11111"); .1 bloodrhr..dormor 1101h!; .2e.....1of..~I9th~
Inc"", of defertu 11d1); 46() gp 01 ,.u,1 componenrs; ritu,I, of
Com"",h.", lo"lluoges, Oet." Mc'et Door,,~.01 Alorm, Knoclc
lried Porto( Mndin;. ,nd T.n,." Rootir>g Disk

11th >3 ...11111"); .1bloodrht..dormor 1101h!; <3 c.....1of",sim"".1121h~
_.,,<rirIing 19thr, 340gp of fit..1compo..n"; ...,1, of
Com"",h.nd lo"'luoges, Oet." Mc'et Door,,~.01 Alorm, Knoclc
lried Porto( Mndin;. ,nd T.n,." Rootir>g Dislc ond W.o"f, S~

11th >3 ...110(m. .....m.gel13th!; <3,rmo, (l1th~ <3 clod.J",si"."".
111th!; Til!ll .,prorcCliM Ill"); ritu, I, of Com"",,,,,,,, loog ueges,
0.,,<1 Sec",' Door<, Knoclc Linked Portol, Tlmu,', Rooti"'l Did;, ond
Wi",., Sight

13th >3 ...110(m. .....m.gell3th!; <3 ~honp/l ... ,rmor 114tJ1); >3 , .....1.'
",simnc.1121h~,;,,~ 0(prolOc"""l\ lth!; 1,400 gp 01 ,ituel cornpone""';
ritu,I, of Com"",""nd lo"lluol"', Detw S.cret Door" Knoclc lried
Portol, Sho_ W,1le Tlmu,', Rooti"'l Did;, ond Wo,rd', SiOj,"
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lneI 110<0 .do~~_"G ....
1..... >3 mllof "'" '"'m.~ll3thl;<3 ~1HnIp/l,,,,",,,,, 11 .....1; >3

stotmwolm', oIod(l5lh1; KcoghIDm' ....<mem112tt11; 1,400 gp 01ritu., components; ritu.l. of Compreheod la"llUigel, Detect S.".,
Door', Kno<k, L;nI<ed PorlIl, S..dowW.tk, T..."'. Aootinol Did, ,nd
W~'rGl Sight

15th -4 mlf(ISd1l; >3~.urmor (14thI; <3"OfIrM'oJb:(. cleol
(l5thI;!>dof..111<1141"1: riw.l. ol Comproheod la"llu,gel, Detect
Secret!loon, Kooc:k, [ri.' Ponal Sh.dow W.1k, Tenm', FIo,ling
Did, VIeW WClbon, Ind Wi",d", SOilht

We""" o.eIecl«! .taff... your Impl""",nl 01 choice for II>< pu'JlOO" 01 thl.
table. Stoll. have the ..",ellt 01 .ervlng both .. mel... weapon' and magic
Implc......,!!. .., If roo Und )'OUrself ",lICk In mel... wtthout :my dose-ranE/"
J'OWe... you con .wtn~ awoy. However. yoo .hould J>ick the lmplem..,' thai
motches your Arc.... Implement M..lory dos. f••tu", _lake. mogle orb
or wand inotNd 01 the ..oil. II ,hat'. the Implemenl your charact.. favors. or
,h. magic .lan" '*" Ilk. the ,taftof 1M war~ be,t, boca"", the ablilly to
e.pand • bl.., or bunt by I square mNJIS you might caleh • coople 01 extra
IIlOIUters In the area 01 a blg-damage .pell.

Yoo mlghl be a Illlle .u'l'~sed to .... armor 00 Ihl. lable. but don't get 100
••clled: If. only cloth armor, However, even though the armor 1t..,1f doesn't
conlrlbut. all that much to your wizard'. AJmor Cb... the enhancement
oonUl 11111 coon" _ and """"ral magical .,mors avallable In cloth are quit.
u..,lul lot the wllaId, For example, bl.oodth,.,oo armot gran.. an oddltlonal
OOnUl to AC and saving throw. II you'", blood~,A. a wl.<ard, you try hard
to no! get hll at all, 001 II lhe mon>l'''' <10 get to you. armor that Improves
as your condition deteriorates makes tor a good life In.uranc. policy. If yoo
spend a l.at 10 Iraln In leather armot. you can hnd plenty 01 good choices
the<•. too.

Uke the cleric. you'", aulomalically Invested In lhe ritual magic sy.lem
beeau.., 01 your c1as. t.atures, In lact. wl.<ard. gain oddltlonal "1"",," rlt""ls
as they galn levcls. learning lwo n.... ooes al 5th. t Hh. 151h, 2tst. and 25th
level, Yoo can build up a plelty good ocIcclion wlthoul eve, buylng a ~I""I,

If you don't have a lot 01 gold 10 .pend on .spenslve ,llual componen.., you
shoold lake up a coffcellon lrom the olher parly members _ IIlOlII rlt""ls
you casl ar. clearly lor the bencflt 01 the hole parly. and If. not lalr 10< your
wlzord to pay those cxpcnstvc ritual cools lth his or he< cui 01 the t,.asu,e.
Most cxpc<lcnced players arc p<e1ty reasonable aboollhls, and thcy11 agree
to ICI aside a modest po<lIon 01 the party Ircuure In orde, to make .urc lhe
wlzord Is capable 01 casllng lhat teleportallon rlt",,1 that might lOve every­
body's bacon ...hen things go bad.
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Chapter 21

Roleplaying and Working Together
•••••••••••••••••••••••••••••••••••••••••••••••••
1ft TIIis Cltqtr,
~ Cho»lng an oIlgnment

~ Brlngl"!l y«Jl charocter to me

~ 1IeI"ll a "om pl.~

~ V.'nnlng lri<nd. at the table

~ Unde..laIIdlng ,!>lolP 10 do on<! things IlOIlo do

•••••••••••••••••••••••••••••••••••••••••••••••••

W: sJ><od most oIlhl. book Im....rsed In II>< nut. and bolls 01 character
creation ond the mochanlcs 01 game pl.y. But the lJuNr.E.c«s" DIlMlONS

gome I.n"t lust •~ 01 ,lallotlc. and ru",,", I,.. '''0 • 8""'" of imaginalion.
When you lake control 01 your D&D character. you con pret.oo for: ••hort
tl"", that you',e som.........., ..,II,oIy _. mighty swordsman. a dangerous
wizard, asly and cunning rog"" _ and thaI .n the evil In the world con bebe.,,,,, sensele.. with. b.....d.WOfd or a uxmd 01fiery bolt. in lact. for a 101
01 people, roIq>laylng (lhe pr~.of p<"tondlnll you'", IIOItleOrl< eloe) I, lhe
wool< r•••on thoy pby the g...... Charocler ,I.tldle. and g;>m< rules Ju.l
help)'«l fI""", out what hapJ><1lS next.

In this chopter, we lell you about the &r1 01 rolepl.aytng and .how you how 10
b",ath. pe,sonollty, IIIe. and pu'pose Into your charact... We also lak•• lcok
.t w.ys you con make you,,,,11 .ppreclated by everyon. el>e .. the t.ble,
both H a ch..acter ond • pl.y...

RoleplatJing with StlJle
D&D I. very entertalnln8 Hap"'" lacUcol exercIse: many pl.ayers Ole per_
ledly content to vi... lhe ll""'e .. <o",I,llng ol puzzles 10 be solved. mony
01 which Involve f.ntHUc combat scen.vloo, But the game ",oily .hlnes when
you make on elfort to llcl oul 01 your own .kln and pul yourseilin the pIoce
01 the charact.. you've brought to the I.ble. Aller 011. In real Ill•. you'd run
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ICrNffilng lrom a howIln8, bIood-maddened we~1f Intont "" rlppln8 your
throat oul and learln8 you 11mb lrom 11mb, But your d..hln8 rog"" So.... con
sl.nd his ground colmly, rapier In hondo and oven make a qnlp about his te.,·
some toe, It's IIOt lhat much more 01 a Ie,,!, to think about how s.r"" ml8ht
respond 10 other SOft. 01 challenlr"s and sll""tlons,

Choosing 'Jour character's a{;lJnment
One 01 the ItlIIdomenlal 8Ukles tor playlng your characler Is n/iBn""'nt.
Alignment Is a quid summ.,y 01 what your ch.,acter .tands lor and haw he
or she hies 10 live life, Your cOOk:e marks your characler as a pxt guy Of a
bad guy. and allgn""'nt "lows you to qUkkly determine haw olher tnlks In
the world see your charKter _ and haw you should see others, For eumple,
you can see al a glance lhat a lawlul 800d dwarf probably h.. nothing kind tn
..y tn a chaotic evil OfC. and >'lce ver...

Alignment c""slst. 01 a .tralghtlorw.,d pxt-<rnalI8r>«kvlllCaIe, with an
Important detail added: Some pxt c..atures are al.n lawful. and some evU
creatures .,e ...., chaotic, In other word•. there.,e really lwo pxt al18n­
men" _ pxt and lawlul pxt, UkcwI.e. there are two evlf "Ignment. _
evil ond chaotic evil, 10 addlll"", many creatures .,e simply una!l8OM.

Here'. a quick prlmer on these five chotces;

... Good: You believe It Is rlghl 10 aid and proteel those In need. You don'l
have to be complelely altrulsllc. but you'", willing 10 make perS01lol
sacrlnces to help olhers It thal's whallt lakes, Good ch.,acters accepl
authorlty and order, but Ulhey have 10 break rules to help people, they
dotl'l hesll.le to do.."

... Lawful good: You al"" believe In aldln8 those who need your help. but
you think the best way 10 do lhat Is by establishing and detendln8 Jusl
laws and benevolent order, Lawlul pxt characters would ralher work
"wtthln the .ystem" when laws lall to prolect those who need help, bul
they d",,'t mlndle..ly acquiesce 10 misused authority; lhey feel morafly
obll8ated 10 challenge Inlu.tlce In .ny 8U1se.

... [";1: You're wlfilng 10 hurl or "l'l"ess other people 10 get ahead, Maybe
you lack comp..slon or maybe you lhlnk moral convenllons shackle
you and keep you Irom takln8 what's yours, Or maybe you w"low In the
vile, the deSpicable, and lhe depraved. celebralln8 evil gods and hurltn8
others tor lhe sheer ple..ure 01 U, [vii characle,. otten build ooclal
orders that are cruel or tyrannical, and lhey can be zealous .upporte..
ot soch .ystems,

... Olaolic evil: You share the evil character's wUflngness 10 hurt or
oppress others to get whal you want, bul you simply don'l respect any
social order or convention olher than mjgllt "",Ir€. right. In the abllC1lce
01 any strong authorUy thal can compel your grudging obedience, you
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...,. to gratify your evefY Irnpul... no matter how c"",1 or d<b;u<d,
Chaotic evil charoctc,. generally le"d II"". 01 pluOOer, cruelty, and
.nII",,: the only que.I"'" I. whrioo thq do 10~ly or Ilk!< their
w1ckodneu.

... UoaIi&o<d: You """"0'1 taken a SlaOO lor lI'KJd Of evil ~t. Many~
.nd crululft In the D&D world are unollgn<d. AnlnWs. for narnple.
• ,en'l good or 0Yl1: thoy ju,t =. PooplHau be kloo and benevolent
without h.vlng the good alignment. and lIl<ewl,e they con be vIoIen'
and <langerou. wlthout having lhe """ alignment (a bo,bio,'''' trlb< or
guild 011111...·.... for enrnple),

Your chM>cte",~ 01 b<h;ovlOf and I""son.al .tamlanl. should rell",,'
hi. or her alignment. For eJW1lple. If y«Jl character I. good. he Of .he .ct•
.. hi. Of her con",,!..,.,., dlc'at"" 10 help _Ie. without caling .bout what
other _'"~1 oj him Of he,. The ."",oclef ..J><dalJy h.tes It when
_Ie try to Intimidate 0111..0 and '''I them what to do. On the 01....... h;or.d.
on evil ch.r.c'.. might play by the rules but h.. no mefcy or com_Ion.
He or she ..,.,Os po_r and _alth. and doesn't ca", who gels hurt on his or
her way up _ bul he or .he generally adheTes to the cod.., la"", Of stan­
dard. 01 his Of her ,ace or society, tilling those .. tool. 10 lurther his or her
own ""ds.

You can ",ad 100'" ahout how your characte"s all~nmentlnn"""c.. his or
her approacb to life on I"'l/C f9 ollhe PIa)"','. Halldl>ool<-

What allgnmenl you choose Is generally up 10 you. bullhe vast majority 01
D&D piayer cbaraclers are~, lawful~. or unall~ncd.Your Dungeon
Master ""'y warn you tbal YOU' character's actions a", 001 conforming 10 his
or her coo."" alignment II you ha"" your character act tn an evil manner,
your OM may ,ule Ihal your alignment Is. III fac<, evll_ evil Is a. evil docs,
aller all.

~ ca..lul abool f'laytn~ on evil character. Many OMs pre/er tbat all the char_
acters In the party be~ or unaligned. It maltcs a lot more ",n.. for heroic
cbaracters to take up adv""lu.... abool protccllng the Innoc<111 Of sloWin~

the d"l'fcdallons 01 evil mon.teTS. II's also ea.ler lor non-evll characters 10
cooperate within lbe potty, The game works II"" no matt.,. what alignment
you choose. but you should check with Ihe OM bcIore you decide on OIl evil
all~nment lor your character.

Bu;{d;ng if persona
Alignment Is a p<etty brood bru.h to palnt with. II tells you son>cthlng about
what your character stands for and how be Of she thinks the unive.... ou~ht
to run, but It doclIJI'llell you much about his or her penonalily. C""slder
thelawlul good poladln; You',. lust allOf>dy two-shoes. right? Well. you mlghl
play thot paladin a. a ..Inlly """tyr, a bcotilic and blamel... agent 01 8<JO<I
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who 800" willingly 10 lace nlgh-<:ertaln death In the servl"" oj hi. or her deily,
Or lhe character might be a gyIm c.....der. lI,eIeound un.wervlng In hi.
or her determlnallon 10 bfIng jusllce 10 evil whe",ver II lurks, Or you mlghl
even play thai pabdln .. a ~al captain. a bold and courage<>U' knlghl
who urge. on hi. or her comf'"'l101lS with never-o.ay-<lle chemul"",. and
cornldence. How you play that characler I. up 10 you,

PerllOtl.. tend to evolve In play: )'Qnr characler ought to learn I,om hi. or
her adventu,e. and CXperlellCCll, Just like a ,cal person does. Chapler 2 01 the
/'fayer' HandbooJI oflers ""'"' advice for: moiling your Imaglnary persona:
Con.lder .Ituallo", when roleplaylng opporlunilies abound and think 01
one or two ..11""t Iralt. thor you' charactershow. In .uch .lIualion., For
..ample:

... Social intendiooo; When your character .peaks with a nonplayer char_
acter ou"kIe 01 combst, you're engaged In a social Inleractlnn. Hnw do
olher character. perceive you In .uch .Itnallon.? Me you charming or
dou,? Talkallve or laconic? How trusting are you? NaJve nr .kepllcal?

... Dcrioino poiots: When )'Qur character h.. to choose belween ..,veral
different course. oj acllon _ for example. whethe, to launch a frontal
....ult on a vlnaln'. lal, or lind"""", way to Insinuate himself or hersol!
Into lhe ranks 01 the vlnaln'. minions _ you la"" a decl.1on poin!.
U.ually decision poin" a", debslell among the player. aboul what their
character. ought to try ncxl In the ad"",tu,.. Not only do you want
10 "",ke a sound decision. but you'd like that decl.lon to be """"'thing
)'Qur character would IoRically aTgUoe lor. In .uch decl.iofto. arc you
....,'tlve or e..ygolng? Pragmallc or unnlnchlngly honest? Hard-hearled
or rompas.lonale?

... [);.. 01"';10: When thing. take a dangerou. or unpleasanl lurn. you'",
In dl,e !lrall•. Ther" nothing like It tor revealing character, When the
chips are down. how do you ....pond? Me you hr"",. ,eckles•. or cau­
llou.? Do _hac.. IIU you wllh the desire 10 seek vengeance or do you
.hrug them oil? How arc you' n."ve. under .I.....? Are you Impul.lve
or pallenl?

In conjunction with your character'. alignment. race. and da... you .hould
have enough 10 crall a rea""",hly unique character, Some Irall. may be a
lillie hard 10 reconcile with you' allgn"",n!. but maybe those I,all! arc weak_
""'..,. or tailing. _ placell where your character do",o't qUlle "",..u",
up 10 hi. or her ..,IJ-Impoocd .Iandard•.

Creating mannerisms
Aft.. you figure out what your character .tanM for and what sorl 01 pers0n­

ality he or .he ha•. Ihlnk 01 ways thai you can po,tray thor easily and co....lo­
lently al the gaming lahle, You don'l have 10 >'lew each D&D se..1on .. a
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ll1p 10 lh~ R.n.aI...ncr Falte In lull costume. but II you can think 01 • CQUpl<
01 ~",o..blc "hooks" 10 US< at II>< l.bl<, y<JY'JI hnd that the other player.
h."" all casler Hm. onvlolorllng who your ch.,act.. ,••nd what he or ,he
oland. for,

H"ftitu"r MflillfS

Does y<JYf ehOIacl•• have .ny d!>tlncU"" trademark ph••=< or hattl. en..?
If roo con'\ think 01 any. look to your charact.... choice 01 <l<lly. Dwar~
oIt"" wor.hlp Moradln. the wOO 01 thclorge. If )'QU'" pl.ylng a dwarf. )'QU
could do worse ,h.., to _,..,.r, "By Moradln', h<ard'· or "Moradlo", bommer.
wha,. bad Ide. ,h.t w..~

I/Iliu or .,nult (Ultteflf

Take Oil • unique <hOIacl•• voice or w.y oI'l"'oldng that you con manaEl" 10
.asUy yoo lorgd roo',. doing II. If you',.., playing a dwarf, growl and splott..
and talk as II you'", angry. Uyou'", ploylng a Ughler wtth • low Intelligence
1<0.... frown ~rloLlSly and 'I"'ak .Iowly. as If you'", working hard to 00r1 out
wha' you',e trying to oay. If you'", pl.ylng a pl'clcntlou. tiefllng or Iml"'rlou.
wizard, ",fer 10 yourseilin the third I"'rson, or even U>e the "fOyal we."
Maybe YOU' chlval,ous I"ladln even nIleS a few "th<es" ""d "thou.," Ill1>or
con .hout. "I SAY llIEE NAY'" In Marvel Comics. 11'11 work for: you at the
gaming tabie.

G",t",.",
Gestu.... ..., a Iltlie hOlder becau.e the",'. only so much you con do while
seated at a table. But ....ybe your j>Iou' cieric Jorhune .teeples hi. flnge.. In
front of hi. chest when he 'I"'ak., whe",.. your devIou. rogue Shadow rubs
her hand. together .vOllclouoly, or you' Intell«:tuol wllMd EVald .trokes hi.
beard (Of chin. II you lad: the ne<:eJI"'y faclol hair) and c.... hi. eye. up
tow.rd the ceiling whlie he contemplate. a d«:1.ion, Facial exp.....1ons are
good ground fOf role ploylng, too. You can scowl or glower, ,t..., stupidly
with a ,lack_lowed oxpreulon. or 'qulnt crookedly ond mutter to you,self,
(We Ju.t .....t 01 hope you don't do those Ihlngs nunnally. so thai your friend.
con actuolly detect Ihat your eflOft..", roleploylng,)

FmltIn' t.ctiC6
Hete', an o..y one that doe.n't requl", ony out-ol_your~klnacttng at all, Pick
a coupie 01 bottle technkJucs your character likes 10 U>e ond make those
your favored tactic•. If your fighter reckles.1y cbarges Into battle and .lways
UIIes hi. Power Attack feat on the fl ...t 'O\lIId 01 combot. that'. a dl.llnctlve
hook _ everybody at the table will ,tori looking fOf you to t,y It In every
flghl. Maybe your wlzOld loves lightning '1"'11., and.., UIIes liglllnj"B bolt In
p",fefence to any other '1"'11. Look tOf trademalk maneuver••nd try to put
your own dl.tlncllve .tamp on thorn.
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Knowing when to stop
~Ji<"" U or nol, 11". poo.lbi< to ha"" 100 much 01 a good thing, Dm.",nl
D&D groups ha"" dlll...nl 5landard. lor how much roIoplaylng Is the ~ght

amonnl; ...,'"" pla~ In """y ..,..rtalnlng ga.... ""..ion. In which 1>0 dl""
we", roIl«1 or all bocau"" the nights we", taken up wllh t..,.e nogollatlon. 0<

t~dy .e]. 01 Inveollgatlono and In..'vIe...... an ,ooolved p"",ly In ·characler
voice." nut oomeJlmeo you need 10 >top talking and .Jan rolflng the dke. If
D&D had relerees who kepi an 'Y'" on your roIeplaylng, he", are th,... things
that would draw penalty nags:

'" DeJay olp",e: So....Umes a dungsweeper I. lu" a dungsw...per, Don't
expe<:t thaI you have to "'gage In meanlnglul conve,satlon with ~ry
nonplaY"'r charact.. (NPC) your charactCT happen. upoo. We'"" ......
people .pend 30 mlnules 01 ",al-tlme haggling with a .hopkceper o""r
the poce 01 a pick and .hoveI. Fo< good"",.' ....e. Ju.1 ha"" your char_
act.. th,ow a couple 01 gold picees on the count.. and get on with
the real ad""nlu"" You might nol ha"" 00Ik:ed the oIher plaY"''' al the
table gnawing 011 thetr own .... beeau"" you won't gI"" It a ....t.

'" Eu..;~. roleployilll' A lillie blJ 01 ",al-wo<ld acting goes a long way.
Talk In a funny accent, .cowl and glare alol, u.. acid., sarcasm (hope­
lufly nol directed at oIher plaY"'''). but don't take It too lar, We''''' ...... a
plaY"'r who lool"ed 011 perching on he, chalr and ocr""",hlng unlnlefJIgl­
bly !><cau.. her druid charactCT was wlld.haped tnto an eagle. When
you I,eak out or annoy the other player•. you'", roIoplaylng .xces.lveiy.

'" lotcntiooall"""0di..,: T,y 001 to have your character Jake .Iupld or
counte'l'roducJl~eaction. beeaLlS. you think thaI'. what your character
shoold do. For example; ·W.fl, Kerro I. ",ared 01 und.ad.•0 I11""" I'n
.pend thl. round yam....~ngln t..wr. OIl. I know I made my saving
throw. Bul I think 11". what K..w would do." ~ a little help/ulto the ,eol
oj the parly and roleplay Kefw overcoming hi. Irlght ..,ough to .wlng a
.word or cast a .pell. even though he'••haklng In hi. boot., Your lrlend.
will Ilk. K..w much better that way,

Workinf/ TOf/ether
Every charact.. In the D&D game Is the best al IIOIOCthlng, but no character
can be the best at everyJhlng. What thaI ....an. I••Imple: Good teamwork
I. a .klll 01 vlJaI Importance 10 a D&D party, Learning how to cooperale with
the other piayer. at the table and work logeJher eflcetl""ly I. Impo~ant.

I
'" The frrst rule 01 worti... """ther ;" buildi... a IJ.alaoc,ed ad""oluri...

party. Try to cover the lou, charactCT roIeo: dc/ender.•trlker. cOlltwlfer.
and leader. Eve,y charact.. class ha••trength. and weakn""""" Jor
example, If everyone In the group plays wizard•. all the charact.... will
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be terribly vuln<r.b~10 moo"'" las' onoogh 10 ,uch them b<fore
they can drop the momters .....th 1t..I, "1"'11•. A1",Iy 01 nothing 001
nght.n has no woy to sneak 1"'1 the IfOiI goIem guardlaJI. but a roll""
might be able to slip through the room with 800d Stealth check>. or
• wizard might be able 10overc~ the obstacle with. wfil-llmod
;nvi.libility .pell

... The _ODd nd. of workinj- togriher is 1Dllki"ll ....., lbal ~rybody
.... lbe opportuoily 10 do .m.l be or 011. doe< beot. For example. don",
J>Ill the P"l'y',r~ In II>< J>OSllion 01 bring a frorll~ln< delondor: make
.ure the fight.. In the I""Y I. st""dlngln front of lhe~ guys "" that
the rogue has the """",Iunlty 10 maneu"", lor • "ank attack,

... The third rule of workinj- 1oF1h... is ota)inj" OD lop of "'bal your
.m....... Iryinj" 10 do. lI)'«If l""'ty'. wizard I. about to unleuh a fiF<­
1>111'l"'lI. <100', have your ngh'... nm ~ghllnto the middle 01 the Ofe
w.rrlo... to launch an attack _Ihe wizard w",,', be able 10 Ihrow his or
her .pell without .000"11"'1011 your charocter. Doo', be otrald to orlg;oll"
10 a IIltle "table-talk" ""d uk OIh., pia)"'" wh" lhey're pl..mI08. Mo.1
DM. dOtl't mind a ",uo""ble amount oIlable-lalk. os 1008 a. you dOtl't
oIan deol!l"I08 ten-olep bottle plao. tu lIIe middle 01 combot.

Cooperating in a fight
A. you mlgbl expe<:t. Ihe most Importaul place 10 use lI"O'! leamworkaud
cooperall"" lactic. I. 10 • flgbt. When you lall to cooperate ",,1.lde 01
combot. the ","ult I. u.nally 001 too moch mo", serious th"" a delay oI..,me
kind. Whorl you lall to cooperale 10 a fl8ht. you're likely to 8e1 ..,,,,,,body'.
ch..act.r killed. Dealh I. not a permauent career..,.,der In D&D. 001 If. 110
fuo. eliller, It cool. a 101 01 !fold pi""" to bring a characl... back lrom the
dead. .., It beh"""". everybody at th.lable to work hard to make .ure thal
nobody'. ch..act... gels kliled.

C""per.tifle wet;. II: FI."lr.in,
Th. lIrot tacllc everybody .hould u>c I, f1,mkI08' F1ankj"l!luvolvco catching
mou,te.. dlredly betw...o two all.", II you and your ooddy cao work
together to naok a moo.t.r, you .ach g;olo combot advantage over that mon­
.I.r. which "",ao. a .2 bouuo on your "lack roll., Morcrwcr. II 00. Of the
OIlier 01 you h:oppco. 10 be playlug a rogue. thai pla)"'r will al.., 8" boo""
.neal< attack damage ag;olo.1 tile nanked Ioc.

II you don't have enougb Irlend. av.. lable to flank a mou.ter (Of If. jn..
too daugerou. 10 ."".., 10 a ""u\d08 posIllOtl). the", aIe OIlier waY' to 8"0
combot arlvaulall'" FOf example. the cleric power 'p;rilJJa1 W«1pOII 8'ant.
comhat arlvaulall" 10 otlille c1...lc'. alile. agalu,t Ih. larget 01 the pra)"'r.
Similarly, power. that >tuo or knock PIou. can ""0 gen...... comhal
advantage lor tile r••1 01 the party.
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CIHlIU,.ti"~ ttJct;~ '2: Ai«ift' .,,~tft~r
When yoo'", flgh'lng an enemy who I. ""ry hOld 'n hit, Of you n....J 'n gl""
• chOIac'er In lrouhle 'he bes' delen.., fK"'.lhle ogaln,' an .ll.ck. cOll,lder
u,lng I"" .Id onolher ""lion. (Yoo can find a descllplion 01 ,hi. ""lion oll

_ 287 of ,"" l'tayer'. Hand_.j In.lead of m.tl<Jng an at'ack agallU' your
~. you can make. me.... allack "11.11101 an AC of 10, II you .ue<:....J. nn< ally
of your choice galn. eil""r a ,2 allack bonus or a .2 ArmOf 0... bonus.

H..e·••n e.ample: Soy two ChOI.cl.... Ole fighting .n opfK'llent wllh an
Annor Ciao. of U. One charac'er has an aH""k bonus of .5 and deal. an a""r_
age of 5,5 f>Otnlo of do""'g< I"" hll, and I"" ot""r has an atlack bonus of .8
and deal. an a"""age of 11 f>Oln" of damage""" hll. II '''''y both Ius' allack.
'he expeeled damage .. 2.15 plus 0.55, Of 3,3 point. of d"""'ll" per rouoo. II
'he weaker characler ald. I"" beller, I""",'. an 80 pe"",nl ~hance I"" •__
age damag< ootput lumps to 3.85. I>,.:ou.., the weaker chor...er 'LIC~.lully
ald. onol""r 011 a roll of 5 or higher. (There'•• 2Il """cen' chance the damog<
oolpul drops 10 2.15. too.) Th.t a_ag.. out 10 an expeeled dam"lle oo'pu'
of 3.63 IlUtead 01 3.3 lor altocklng "'p.n'ely.

CIHlIU'.t;"~ ttJct;~ '3: ~I.fli...
It'. 0II1y na'ural '0 Jump up ,"" IlIO'an' your 'urn comes OlOUlld and wh""k
'he bad guys. Bul lIOIIIeil""'" I"" 'marl",,1 way '0 play I. 10 be a 1I111< pat~1.
II you 'hlnk 'hal you ho"" an ally who wlll 010"" bel"", I"" OIOIU'" does. you
can delay yonr aclion and wal' lor: your ally to g<t Inlo fK"'ItIOll. By walt Ins,
you might give your..,11 and your Irleoo ,"" benefl' of miling a nanking
allack when lhol 0pf>Ortunl,y didn't ",,1.1 belOfe.

Delaying I. al.., a good taclic when you ho"" alII.. 011 your .Ide who ha""
powers thai might help ......yone atl",,1L II th<cl<ric In your party lsabout
to cas' • bk.. prayer. you can .Imply wall to make your .ttack untll afrel ,""
cl<ll. ca." hi. Of ""r prayer. Now you ho"" a 1"", .1 bonus on your allack
roll thai dkln'l esl.1 belo'" the cleric took hi. Of her lum. Ob>'lou.ly, Uthe
dellc·. 'urn rom"" up afrer I"" OIOn,t..(.) take 'heir turn. you might nOl
wan' to walt. Bu' ",",p an eye oll the Iniliallve order In ''''' IIgh' .nd look IOf
opf>Orlunltl.. 10 ~oordln.te your ""lion. lor the g",al""t elleet.

Buff;ng lJour teammates
The lerm buffing~ Improving. chuacter wl'h magic Of .peclal abllilies
.., Ihal "" Of ,he can tight bel,... A pow" .uch a, I"" wl=d .pell "";"0"""
I•• perfecl eumple of a bulling etleet _ the chorac'er 011 I"" "",el>'lng end
of thl, .pell lemf>Orarlly gain, r..l.lance 10 a 'Ing!< damsg< typ<o .uch as fI",
or p'ychic. A. you can lmagln<. th.. wookl be • great .pell to help ''''' IIgh'er
deal wllh an angry magma. bea.t, Clellcs a", ..peclally good or bulling thelr
t<ammal"" beeau.., mosl of their pow'" boll lheir teammal.. In lIOIIIe way,
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Table 21_1 11.15 .0.... ~"'at bufflo~ J'OW"rs.

TabllZ1-' Top Buffing Powers
h_ I ...I.mla... ,~

~" 2nd-I...1deric .... I1"'+l.n"kbon...

lJim<g1ow ' ..~evel cieri< Aff.",d .... gain I >1 bo..""
attIel rob urltll!>e ond 01 yo... O<>:l

tum.

Goidel!>e cho,lI" sn,-_w,r\onj An oily wt>o ,"",g.. add.1'<I'"
Imelioj. r><:c moDifier to I!>e d....g.
he ...Is.nd "",he."'ClIfg<t
2 ....or..

Inmibilify 6t........~wil.'" One llIy,U,"' irwisible until he or.he
_cks, but g ,ins comb" .....nt.~._

Rcmuncc 'Oth-~wil.rd One Illy g.in. resinan« to ••inojle
d....g. type <quII to ¥OU' .....~ •
1'<1'" Inldig"".. modifio,_

lIi9h'"o,,. bnnd ' ..~evel cieri< If ¥O" hit, 001 oily goin. on _ck
1>0.... eq..1to your Streo;th modifier
on mel......,ks Iilainst d1. to"let
..... ltIc.nd of 1'<1'" "e""llm.

Shi</d t>f f.ifJI lnd-I...I deric All .......<by goin .2 AC boo...

S"'ne.... '61O-.....~ 'Nil." One .tnHl. resist 10 til ....pon
d....g.

W.rlonf. f• .", ' ..~evel wonanl If ¥O" hi!, 001 oily gains on _,.
bon.. cq..1to 1 ,,1,,,... 1",01;1100"
modifill, Iilainst .... 1I"let umil ....
end olyou, .", turn

lfulh ""rho gods 6t........~ polsdin AI ...rby .... ,del \'<>Ur C"riom.
modifier lD domogc rols

You con ...., bull your l~am"",'.. by choosing POW'" ,ha' blind. daz~, .tun.
or knock prot>< ~n~ml ... All ,h... condition. mean lha, ,h~ all~d<d cr~a'ur~
g1"'" up combot advonlag. to attacken. .., your alii.. galo a .2 bonu. 10
attack ,h. cr~a'u",you'"" afI.d<d, (How"""'". you n....J to!tme your attack
whon you knock enoro'" p'""" _ th~ can lu.l .land up agaln on thoolr lum.
.., U worD boll.. If you knock them p'""" rlgh' after thoir lum 10.I.ad 01
right bcfo"" thoolr 'urn.)
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Sall;ntj downed characters
Soooer Of 1o1er, 11". going to howen: Some characler In ,h. I"',ty I. knocked'n n nr neg;>tI"" hi' points by a mon.ler'. attack. (A charac'er I. dylns ar><!
unconscloo.. at 0 hi' points or Ie.. and dies when hi. or her hi' points reach a
""\Ia'l"" number equal '0 hi. or her bloodied number:, FOf more delall., Oft

the "Death and DylnS" seclion tn Chapler 9 01 ,h. Play"'. Hand_,j Gellins
,hat charac..r back Into the USh! requires some re'" cooperation and clever
play, especl"'ly II ,he UShl"...Ill solns on. So what do you rio when one 01 ,he
oIher characters drops?

You have lwo way. to II. a characler .llting at 0 Of les. hit point.: Stahlllze
him Of her with lhe H.....kllI Of UR a power or magic Ilem 'hat he.... the
dying charac'er. \¥ben a dylns charac'er gel' a he"'lng oIlect, he aulomal~
c"'ly goe. 10 0 hit points, and then you apply the healing amounl _ so you
"""". ha"" 10 wor.y abool a he"'lng ellecl nol res'Oflng enough hi' point.
to get scho.ac'.. 001 01 'he negatives. The fieal .klll I. by lor the Inl..IOf
app.ooch becoUR all It does I. keq> the cha.acl•• lrom dylng: use he"'tng
~Ic Uyou ha"" any a' all.

T.y ,hi••hOft checkll.. the next time a charac'e. lI""" down In you. gome:

... b !he chancter bey<>nd belp? II you. cOlOl"'nion'. be<1J reduced to
neg;>tI"" hit points equol 0. esc....Jlng hi. Of h•• bloodied val"", ,h••e'.
no hUffY. The characle. I. <lead, and he 0••he won'l g<l any deade•.

... b Ihe chancterio illlJDedia1e d....,.,r of dyina? A cha.act•• reduced 10
neg;>tI"" hit points won't die I1ght away: he Of .he make. a dealh savinS
'hrow .ach round and mus' lall three times belore he orshe dies, You
doo'l M"" to panic until ,he character mi•..,. 1M' oe<:ood dealh sav•.
•0 you mlghl be able to wall IOf 'herlghl chance '0 aid him or her.
Howeve•. watch ou' II ,h••e are moos"" .tandlng around wl,h no1hlng
bett.. to rio than IInl.h oU a helples. CM.oct...

... Can y<f" belp Ihe cba..,tor? II you ha"" no healing poIlons Of .pell.
and can'l use the fie....kllI wol1h a darn, you mlgh' nor be able '0 do
much good anyway. You can .1and over your J"'len Il1end and k..,p a
mon"" lrom IInl.hlns him 0. he. oU, bul ,hat'. aboot II.

... Can y<f" reach llJe cb~er? You might have no way to actually gel 10
a dying comrade, ff you'.e ,h.ea,ened by dangerous .nemles and might
cause you. own CM.oct••'. dealh by t.ylng to .each you. buddy, you
might only complicate lhe .I,uo'ion by t.ylng '0 help.

... Can yO" affOll'd Ihe actioo 10 help tbis round? Usually. 11'. good ploy to
try 10 get you. 1.lend. back Into a Ught. Buill .pendlng you. tUfO goIns
10 y<fu, Jallen I.lend'. aid wtll give the mon"., 0. vllioin the opportunity
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10w~... even mo~ damage. you might not be abl~ to afford th~ luxury
01 Ignoring 1M~ guy. to old your I"..,d. For eumpk Uyou II,,,,, the
dr.~" down to Just. couple 01 hI1 J>Oln15. you might be .....,t•• to try
to Ilnl,lI 11 oU than to let 11 take OJIOIh.. turn.

... \\1U you make tb.c~ra to....' by h"li.. him or her? G.ocrally,
In..lllgen' mon.lers don', wasle actions pounding OIl odventu~
who = already down .. long as lhe",.", oIhers still on thoolr rod "od
ffghtlng. If you'", battling a berserk hili giant who laY" out 30 point.
ot dam"ll'" wllh "ell swtng 01 his or her axe. the ..I.., p~ for: your
woundod frl<1ld might be lying holpleuln negative hI! points. Whorl
you 1><.1 up your I,I..,U, usually you b<->tow ••'ngle healing .urge .\art_
log from 0 hp. Your healed comrade the,.,jo", wake. up ptotiC ODd at
Y, his or her norm.al hit J>OInto, I,., olmost alway. bel,.. to have YOU'
comrades <Onlldou. and "" lhel, ~. but make su'" II>< hill 81mt h..
•om.tWng ben.. to do ,h.., cut your fr1<1ld In half when he 0••he
.land. up.

MindinfJ Your Table Manners
So lar In thl. chap.... '"" lalk about a 101 01 thlngo you do 10 b",athe Ill. Into
you. cha.oct.. and to play your cha.act•• cOll.tructl...ly with the other p1ay_
... at the tabl<. Now '"" broach a """",what awkward topic: You. bohavlor ..
a player, not lust a 1'"'001I controlling a characle. In the gam<.

Mo.1 D&D gam.. a", regularly occufl1ng IIOClaI 8ath..lngo 01 a group 01
Il1eIld. who .hare a cornmotl In...est. Just Ilk. w...kly PO"'" ga"""" 01
P1ay5tatlon .Iugl..... or bar CTawl•. 01 whateV<' It I. you do 101 fun with you'
Il1eIld •. 11". Ju.1 good man""," 10 bo a c",,",lderale guest 01 a plea.ant hool.
You wanl to ha... lun and help everyone el.., ha... fun: you don'l wonl to bo
tho guy 01 gal who'. m.a.l:ln8 everyone eille millerabl<.

The lollowlng "",tlon. lak. a quick look at U... thlng:s you con do 10 con­
"1but.lo eV<')'OIl"'. gaming exp"l1<nc•. and fIvo things you ought to avoid
If you wanl eV<'JIO"" to ha... lun.

Five do's
It would bo ...y 10 gIv< you a long lI.t 01 thing. to ovoid. but w. don'l think
that'... helplul .. pointing out oorne pooltlv< steps you can lake I1ght lrorn
th'!l"li/O 10 make gam< night more fun for eV<'yone:
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... Thiok .boul whal you w&JIllo do 00 your luro ..hUe other _Ie ....,
laI<iDj" their luroo. TIme I. Ihe .Ingle Il>OO1 pre<:lou. commodity al the
gaming table. Mo.t D&D ....ion. run .bout Ihree or fou' bou". If you
loke left mlnut.. to figure oul what YOU' perf,,<=! move to during each
round oj every combot you ll"! Inlo, you're laking more lhan YOU' .h...,.
In.l"ad 01 ~rybody ll"!lIng • chance to!>uh th'ough live or .Ix =!l_
Ing encount"" In the rour", 01 that •.,.51051, you mlghl IImll them to
half Ih.t mony. I'\;on .head 110 thai your lumo don'l take forever. and
~yon"lI"" 10 play mor" 0&0.

While your frlend. hack al the mo",t"" and the mon.I"" hack back,
IIgure oul which 01 YOU' powc.. you're likely 10"'" when your Inm
CO""" up >galn. Think about which foe you're goIog to .!lack and
whethN you n""" to m"""uvor or u"" .ny m.gIc It..., POWN' 10 make
It all work. Sometlm.. your pion. wlll gel .polled by thlnll" Ih.t happen
when 11". no! your tum _ but IIOmell""" they won't, OIId you'll give
~ybody" th" table a IIttl" more D&D tor Ihel' time,

... Do Ihe ...Ih ahead of lime, By th" Ihlrd orfomlh time you've attacked
with your ionll"word, you oughl 10 know what YOU' .ttack ooou. I•.
Ditto for lhe dam..,., dlc" on thai fi",bail'p"11 you ca.t a roupl" 01
limes • night. Don't flgu'" lhe", thlnll" out lrom >crotch each lime you
pick up the dice _ be p....cttve and organized. Look al the .ctlooo
you undNIake alilhe II"", OIId add up YOU' oonURO and moollle..
befor" you CQDl" 10 the table. No O5Ie mind. tDO much If you don't know
your character'. car'ylng capacl1y oil the top 01 your head, bul you
.houldn't hav" 10 IIgure oul your Ann'" Cia.. each OIId ev"ry 1Imc some
mon"N take. a .wlng at you.

P.rt oIlhl. lip Involve. Ugullng oom" numbers belorc you c"""' to the
game, but the other pari 01 thl. tip I. hard tor"",", folks: "'lite thlnflll
down In pla""" where you can lind lhem casUy. We .ugg.,.t u.lng a
.Iandard character .heet tor thl' 110ft 01 thlnll' you COIl find one In lhe
back 01 the 1'Io}",,:' Hondbool< or cho<:k out a tbou"",d varlation. by
poking around the Intemel. V.'",rd. oIlhe CDHt provld.,. f,,,,, ch..acter
.heet. In PDF tormat, which you COIl down"-l .nd pllnt oul, at ....... ,
dndin.idu.c"","

... Exercioc ....... rommDD rourteoy, If you told your huddl.. you wcr"
going to meet th""" at 7 o'clock to 8" nul to the movl.., you wouldn'l
expect them 10 be happy wllh you If you wandered In at quarter put
eight. The ..me thing appll.. tor a D&D game. Show up Dtl time.., your
huddle. don't have to w.1t for you beto'" lhey ....t playing. If you lind
you can'l be TIll lime, call1lOf1l''hody to let 'em know you'll be "Ie. AI
least that way your fl1end. con decide whelher 10 wall for: you or 10
.Iart the g""'" wlthool you.

MI.. Manne.. I. light mo", oItcn thon .he'. wrong at Ihe gaming table.
Th,ow In ""'"' cash for: the pI"a. BlIng the chips and soda (Ol le..t
"",",01 the time). Boc a good lI""'t. Heck, you know thl...ulf, Ju.t be
con,ldNat".
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... Stay OIl 1arg<I, oIay foc:uoed, my in II>< ....... E~y O&D game we'""
~ a!lend<d INlu,<d at lea.t .om< amounl 01 O<1l.oies. cutting up on<!
Monty Python movlc qLlOl.. for: no I"'rtlcuJar rNSOII. Gaming I. lun: If•
• IOClal activity. Pari 01\1>< ",,,",on you'", al the table I, l>=oWlC)'<IY
....joy the com~y01 ,h. _Ie you're gaming wllh, and yoo want 10
,oclair",. But try to recognl'" wh.... people.", Irylng 10 """" II>< game
al""8 and 8cl oomewhc..,. and when _Ie Ole kIclling back ,00 .hoot_
Ing the bf",zc.

WIlen lhe 8>""'"' on. I"} atl<1llion to who!'. 1/0108 down. If the Dungeon
Ma,ler I, lalklng, pay attentloftl Nothing I. more annoylng than a DM
glvtng a crucial """ounler lIdup. ad"""lu", hadgrouud, or k<y bit 01
NPC ronvers.atlon. only to have one 01 the playen plJ>< up and "y,
"Huh' I w.. 1oo1d08 at my '1"'11.:

... Holp your frieoWo to ohioe. Thl. "",,", allttle tough. Wh... you have II><
chon<:e to sub the sJ>OIlighl. If. natural 10 want 10 do aaclly that. But
sometime. 11". actually more rewarding to lei soother p"yer al the tabl~

ha~ thaI mom<1l1 In the .un.

Try 10 look out for .ltuaUollS that a p;ortlcular charac..r t••ull«l for
ond def.. to thaI olher chanet.. II you c:rn. For exompl~. Uyou'r~

p..ytng an armor-j>lat«l figh.., and th~ party".,...j. 10 .cout oul a .k!<
p;o..a~ thaI mtght Iud tnto a mOllSteT" lat,. you mtghl ...y. "I'm the
lough",t guy. I'll go look." Or you might look "",r 10 your lr1<nd who'.
playtng lhe .l~althy rogue :rnd ..y. -St~. Kerdlgard'. 00 good ot !COut_
Ing. I'll follow YOU' l~ad on tW.: E~rychauet.. al the table I. the best
at oon>c1.hlng. 00 let your f,'~d••how oil at lhe things thel, chvacl~rs
do be.t.

Five don'ts
Now for the flip side _ h..~ v~ oome things you .hould lry 10 avoid doing at
th.table:

... 00<1"100, u.. opoIlillht. U th .,~ four players :rnd a DM at lhe tabk
you .hould ",.ume that you' cntltl«l 10 about or>e<J""rtCl of lhe DM·.
time. If you 1001" 011 being the chauct~rwho seoul> ~ry tum",!. tack_
le.~y pwzl•. talk. 10~ry NPC :rnd dlc"'... the ."otogy tor ~vefy
nght. you'... being a bo.... You'... oot the "a, of lhe .how: D&D 1. a
movI. wllh on ~nscmbl~ ca.t, so you ha~ to .xpecl that sometimes
other players will 8"t good lin... too.

It'. uo""Uy okay 10 take point on oome1hlng that YOU' chvact~r I. lhe
be.l ot or 10 rol~p"y a 1000g cOll......tlOll that'. 01 >ilallnt....l to your
chanct... but ,~mcmbcr that you'"" gol th~ .potllgh1. and If. good to
.h.... ,1.
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... DoD't di.orftpect Ibe oIher ehan<IeJs. Bad In the Dark Old Days 01
!l"mlng, many plaY"" thoughl 01 D&D as • fI..cely rompelltlve !l"me.
Squahhling over the be.t magic Item. In t<NOU'" hoard., .t~lng lrom
lnauentl..., allies, or """n hullylng lower_level characte" we", occepted
beh.vlo.. In oome gam"". None oIthot olrl-ochool !l"rhoge mes these
doys. WIlo wanlo to u.e their lehu", time to ploy In • game whe", thelr
eh....cte.. gel picked Oil.•hoved Olound. or .Iolen I,om? We'd rather go
hock to g,ode school.

So doo't .lIp the OM not"" ..ylng thot your IOth-l~ 'ogue I. gotng 10
pick the lIghler'. poc""" when he l.n't looldng, Don't th",oten to v.por_
Ize your .111"" with a J>OW"rful .pelill they dOil't let you ho..., the rilllJ of
pro"":tio<l the evil wlz...d wa. wNTlng. Don't .n..,r a' people. run down
thel, characle". or generally go out 01 your way to let lhem know how
.tupld you Ihlnk they a", lor being In the ..me g.me with you, It doeon't
play well 'n realllfe. and 11'. Ju.t •• unwelcome ot lhe gam'ng table.

... DoD't "" • poor ....r. 11'. natu...1to want to "" .occ.,..ful In lhe galIH'.
WIlen Ihlngo dOil't go your w'y. try not to take U pe"OiI.IIy. Sometimes
your choroct..·• gotng to get klll«l In horJ'Il,c and .pectocuiar way•. It
hoppen•.

We·..., """n mo", than a lew pia)"'" abooIutcly enraged, embittered. or
brought to the point 01 tNT' by the dea,h 01 a beloved ch...octeT. II you
playa long-running campaign and get au.ch«l to you' aller "lI" In ,he
OM'. world. ,t'. OiIly nalural to 1..,1 dl"ppolnled when the g.me doe.n'l
go your way. Try 10 remember. Uyour ch.,.cter'. """"r In any real
donger, the", Im't all thol moch aclten>ent '0 any game. On occ,,"IOiI.
you'", going 10 ho..., • ch.,.cter get mauled """au.., the othe, 90 per_
cent 01 the lime. 11'. w.y more exciting to "" worJ'l«I about what'. going
to hoppen next.

U"",lly. ch.,ocle" get klll«l In one 01 two ways: You did IIOrTIclWng
.Iupld .nd I' d,dn't work out. or a monoterluot goi locky, WIlen an
OIl'" roll•• critical hll .ga'n.1 your 2nd_level w1lOld and deal. oul 33
potnlo 01 dom.ge. well. ,he og'" got lucky. WIly get "",d .boot It? The
v..t ""'Iotity 01 OMo don'l .tar' an encounter with lhe 'ntent 01 killing
a 'J>OClfIc eh....cter. 00 dOil't blame the Dungeon Mastert ThaI'. Ju.1
the w.y the dice lell. guide!, lruly horrtflc eM,"cter death. make lor
g",at "war .tOfI",,:

... DoD't di.orftpect tbe oupporti... cui. Most D&D adventu",. Ole popu­
I.t«l with a whole 00.1 01 -,uwortlng cast" _ nonpla)",r ch.,.cteno
the OM u""" to popul.te lhe ploces your ehoroctcr vI.llo. Sorneltmes
thue NPC. Ofe palfOftO or employCl. who give your ch.,.cter dlrecliolu
'0 ,he odventu,e. Sometime. they'", IIOU""'" oIlrnorma'ton. folk> who
might know ,nteresllng rumo," or who can point you tow.,d Wlc/ul
resoorc"". And .ometlme. they'", notWng mo", than window dres.lng.



___________ Chapter 21: Roleplaying and Working Together 289
a IInle bit 01 color ,h. DM u"", to give you • <hone. to roleplay your
ch.ne'er. It'. _ lonn to mili II>< DM r~1 .tupid lor J>Uttlng • "talky'"
....c«mt.. In front 01 y«J In>lead 01 ,omethlng your ch",ac'er con
Ju.l kill.

So how do pia)"'" abus. NPC.? On< <lull< bit I. acllng IlJo.. thug or
pUlling on ••how of sneerlng supellorlly because you'~ p",tty SUf<
your <"".oct.. I•• few levas higher than the J>OO' schmuck h. or ,h. I,
tall<lng 10, W. don", blow why oom< pl.)"''' "'joy the prelend-bullylog
oIlmagln.ry people. bul they do. Another common lactic I. the ·outr:o­
geous lnoull .nd ,oJ«.-b:>ck: It run. 11k< thlo: -r .hove my waIld 01 fiery
boil> up the baron', nos< and toll him hi. bnlns.", lIO""" ~ all over
the coiling If h< doesn"t give us what IV" wanl. H-. II>! No. I don', ",.lIy
dolha,:

The point 01 ,lItW. I. that ,h...·, oorurnx'i"" roleploytng, and the",',
d'''''''''Ii'''' ~pbylnll'While yoo'", ">wing around Ihe town gu01d.
beesu•• y«J',.., playing a lOlli_level character ,00 they',.., J..~I NI'C•.
the clock', running on II>< "'al odventure. and the OM I,n't havtng any
lun. You wont to k..,p the OM happy and .how hi. or I><r 8"m< world
IIOlTI< '''p<cl.

... DoD·I ....... witlJ tl>< OM. n.. Dungeon M....r l.n'I'nlaJllble,
Somellmeo I>< or .he wUf 'omembo, ",ul< wlOng, 10'8"1 that you're
holding your ocllon. or overlook on obviowl plol hole In the odvontu'e.
But W. occoplod gamln8 "'queUe to I<t u'e OM run the gam< .. he or
.he ftl. The OM I. II>< guy or 8"1 who'. pulling In a 101 ot exira wOlk
to 1« the gam< lun lor overybody we. Cnl him or I><r IIOlTI< .Iock,

That .,ald, yon'... wllhln your ~ghtsloa.k. OM 10 check a rule that
you think I>< or .he got WTOllg, If II>< OM "yo, "Joe. lhe evil derlc uO<d
command on Kofdlll"'d to ....1« you atlack your I" ...d.: you con polnl
out lhot you'", nol .u'" II II>< command pr0Y'" can octuaJly make your
ch.net...wlng at hi. lrlc1ld•. Uthe OM In,l.t. I>< or.1>< I. "gh!. II><
b..1 thing to do I. I<t II .lIde and II" along with the way the OM wants
10 play U. ThaI woy you don'l .Iop II>< 8"m< .llogcll><r and lca... II><
oll><r pf.oyers .,ttlng around walling lor the argum...t to ,esolve. You
con olw.Y' take up your point laler on. alte, the gam< oeoolon I. over,

If II>< OM I. 'peelacuw-Iy wrong••pltefully Incon.,.t...t, us.. NPC.
to bully you' characlers (..... II>< prevlou. bull<t). or relus.. 10 bo
'lu.c.tlonod. you might bo dealing with. pock.. tyran!. You'll hove to
decide whether you can It... wllh pl.ylng II>< game by II><.•h. unklu.c
rulco II>< OM us.. for hi. or I><r 8"m<. or whether you'd rothe' nOl let
thl. pcr""" t)'Tannlzc your gaming Itm<, If tl>< OM I•• g,eat storytell...
....)'be you can put up with W. or her bulcl><'y 01 the rules. Bul II he
0..1>< ,un•• bod gam<.11 around, ....ybc someone ebe.1 II>< table
would bo. boll.. DM.
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Chapter 22

Character Building for Experts
•••••••••••••••••••••••••••••••••••••••••••••••••
1ft TIIis Cltqtr,
~ C",.ling cornpotilive char""',,,"

~ Finding the best character combos

~ Golling ""cad wllh ""'''8'''' poalh.
~ Cherry p1cklng good po,..,n .....th muillcl....ing

•••••••••••••••••••••••••••••••••••••••••••••••••

Many pt.)'"....", 1"',Ioctly happy choosing" eh.,,,clc, cwo and
>tIding to It. sJ>ef'dlng 'hoit character', whole <01_ getting b<"Of

at the path told out In II>< PIa}"',. Handbooll. However. lOme pb~••",
fanatk:••boot building the toughest. most col"ble. most sJ>O<=I.l!zod charac_
ter they con CQffiC up wtth. In fact. thous.uJd. 01 D.1D pbl=' con.."",ly
dob.ate II>< vI,l""" 01 vorious ehOIacl•• build. and .hOle 'heir "UOIIs .....th
.ocli ",Ii.. I" bund.e," 01 """"g< boord. and molllngll Wh<1J yon I'dor
In the additional option. lordu.<s. new ~.l!. new 11 , new po_n, and
similar Increm..,toJ Improwmento .vollable In OIher D&D '"Pplem..,... your
chOfocter_bulldlng optlo,," "'" e/fedlvely Inftnll•.

In this chopler, _ discus. tho art 01 extreme charac.., butldlng and .how
you how 10 us. oome advanced tactics 10 maxlmtz. your charactCf"
51tenglhs whtle mlnlmtztng w••Imes....

Min.Maxim} Your Character
D&D ts • tough gam. on your charactCf. Rerce ore be"er"'" t,y to hack
characters tnto quivering chunks of meat with huge ...s. GI.n" Iry 10 stomp
characters tnto bloody put•. D",gon. WllJIt 10 Inclnersle charact.rs with
fiery brcsth _'pons. And... If thot werco'l coough, charact... spend mool
01 thelr It"", stumbling through dts...1dungeons wtth Jun l.stu,.. Ilk. pil
t..po futl ot ru.ty .plkes ..,d the occ••lonsl y.wnlng got. I.odlng directly
to "" Infems] pb"" oj exhtcocc. To .u,vlve..,d Ihrlve In thl. odmlttedly
ho.tlle covlronmenl. you n~ 10 build the st"Klgcst choracl.r you con
pul together.
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Character optimization resources
Yoo 'Ill b<Jild •~..rietv 01e_~
min...... , e~.""',, uling j111t "'. ~'.
li.rt<Ib<J<* II'" w... thor'" more' H_lik.
...pIorinol ..nous eh.""" buikls .nd ......­
bIin'l tho boll e,",roe"" you ,on m.g" hom
tho mot.ri.1 ot h.nd. youllind!hlt om" DII.D
.upp!om..... oIfor 'ons 01 ocIdi6on.1 option•.
thoe' ""'tho /fww1Tfll IIlM.IG fl."". Guido.
""_.VorJIl; "" M.rtioIP.......~for
"."'". (To... throe boob .ro du. 0IIl in
Soptombc,.nd Detobo< of lmll

In .Odi6on to IookinlI for now options in r
DII.D supplement., ¥O"llind "'ot thoo 01
DII.D f.n. _Ull ......_. eh.rlctOf·lIIIild·
inollr~ kI with •• eh """'r ...", d"y. Hyou w. nl
'0 lind good du"."'r build. f w< ,o<om-
.......mit to tho officio! DII.D \1< bu..--d.,
fMlII.d by Wi",d. of "" Co "" folb
who publolh tho DuNG II. D_ g.me
You <In find tho me g. boo,d. It www,

wizudo.cao/dnd

Th. art or optimizIng your cllaracl.. I. known .. mir>maXing becauo. you'",
mOlllmlzlng you' chorac1..•• ofl.dtv.n....nd minimizing hi' or hor w..k_
""'.... \Vb", you min_max, you'", looking for com." you can cuI In tho
Bam. ,.1... You'", trying to make ,u... th.1 you'... golllnB tho """t you J'O"'~

bly can out or your charact.. <Io.lgn. Somo pl.~ro look down on thl. oort oj
chorocter bulldln8. but _ think 11'. Ju,l Bood .mort play.

H".·•••Impl. oxamplo' Say you'... tl)ing to build. rogue choroct.. around
,h. '1""'1aJ .ffoc," or crtllcol hit., You .hould choos. tho I.at. Pros. ,h.
AdvonIOll' or Surprl.. Knockdown b«au.. thoy off.. good bonollt. 011 crtt~

col hU., For you' p".f."od w'apon. try 10 get your hand. on • /teen blad._
you con us•• minor octlon 10 .hool for • crtHcol hit. If you seo", any hit al .11
with that blad•. U·•• crillcol hll .00 trigger. your foal, Bocou.. occurocy I•
• verythlng In J>Ulling orf tho' comblnatlon, cboooo an .nock power ,hat hal •
high Innat. occnracy: onyIhlng Ihal .Uacks R.fIex or ""ll dol..... Inll.ad or
AC I. B",.rolly lIlJInB 10 bo .bout to 10 IS p..con' mo", likoly 10 hll. Tho'
meon. an OIICoun"r POW" .uch .. ~ing·. OO.<lN. or baU and =iteh I. tho boot
w.y to .tOft Ihl. comoo. Bon.. yoI. you w.nl 10 hove combat advonlogo
boIor. y<lu ,Irlk. to mili .u'" you have 'ho hlgh..t J'O",lblo attack bonuo
on<! tho blggo.t J'O",lblo po.yoIf on • crltlcol hll _lake tho u'llity power
rum"', .0 lh., you con got Inlo a flonklng J'O"ltlon ...lIy. Gol .1I1hot1

Now. for ~I mln-maxln8. m.k••u'" you' choroct.. carrlos 0 coupl. 01 Iteon
_opon" Aft.. all. you' /teen blado B'1o tho' "monufaclu.... crllicol" pow"
only once p'r doy (_II, 11"•• mll..IOII. pow". 00 11". mo", liko lwo or moybo
th,.. tl.,.. p" d.y) . , , hut If you h.v. mo... than on< /tun bla<lo. you con
pull thl. Irick off ""'" oIt"'. You probWly can't offord to have multlplo
copl.. oj your ch.roctor'. boot woo.pon. buill your charoct" I•• IOth_l<vo/
rogu•. you can probobly offord. conplo or ",Ira 3rd-lovol magic Items: some
0po'" "! """"~,,would be 0 great Inveslment for you. Don'1 "II your
Dungeon M..", w. told youl
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Min.maxing strategies
The~ OlC th,... !>uic <OU'1IeS you con follow wh.., optimizing y«Jl

choroctcr.

... Maximiriog ol"",.u..: PIck oome'hlng you. ch.,.c'er does _II and
throw every resomoo .vall.ble lnlo getting ev.... bel,....t II. A highly
'J>OClaluod ChOIac'•• I, generally rar mo~ dangerous In a Ugh! \ha" a
chane'.. who.., .bUIII...",n't .. Ugh.ly Jocused. So. If you. character
I. already a good archer, maxlml.le him 0< h.. by <00001°8 arc....')'_
f,lendly J'OW"rs and r.,... at overy opJ>Ortunlty. Arm your cha,act..
with the ..."" maglcal bow you con ""ord. Imp""'" your character'.
Dutol1ly lCOI'e .. much •• poo.lble. V... yo", chOl'octeT wUI ..... bl'
onNlI"",...lon.aI, but U.... Of ,he I. 1"" 01 • bal~ odventul1ng ~Iy.
you'", 'm.I" 10 'J>OClaJl"" your "",..'lIlty I"", 10 II>< lac! 'hat yo,I",.
I",t 01 • tum.

... Coveriog~ Milichoi"". thall"'ch~ In your eharae_
tor. For example. fighters u.uaUy h."" poor 11'111 del.."e, Choose the
1,011 W1111eat Of buy. >eI 01 roIdi1Oll arm", to cove, that ~kM5'.
Wl.uld. = fragl~ tn ""'...., ch"",~ Annor Tralnln8 f~a.. to Improv~

your AImor Cia.. 00 lha, your wizard can ..and np 'n mo~ punl.h"",nl
than normal.

... l~"ll~eISlIliUly,B....d.., your hnrllon. by making <hole... Ihal
provkl< acco.. 10 a vorl<ly oj cla.. fealu,.., For namp~. lili advan­
tag~ 01 mulliclas.ln8 (disc"'..... In ,he -Muilicla..lng: Maxlng Ou, You,
Chole...- -'Ion. lale.- In Ihl. chap'''') to ge' ace... 10 a whoi~ new n..
oj class fealu ..... If you'~ p1ayln8 ••['<[[cas,.... choo.~ pow.... th.1 h.ve
multlpl~""'•. If you'~ p1ayln8 • d.t~nder or .Irlk~rchaIac'~r.choos<
attack pow.... ,h., oIf.... ~.rI<'y01 ~flod. OIh... ,h.n pur~ domage.

Allhough .ll 11><= = doc,,"l .lfalegl.. tnr optlmlzln8 • ch..ocl~r, many
oxp<rlenc..t plaY''' b<lIev~ ,h., maxlmlzln8 .t=glhs I. 'ho w.y 10 go,
H...~·. Iho ~uon, Wh.., you m..lmll~you' ch..acl~r'••I=glh•. you gen..._
ally get 10 dockl< when 10 "'" 'hom, If YOU'I~ pl.ylng a fanlastlc arch~r.

you'~ In conlrol 01 whether you .hoot nr don'l .hootln any given combo'
round. On the other hand, wh~n you cover a w~akn~... you • ..",'1 ab~ In
cnnlrol wholher or 001 your oflnrl. will matt... If you buUd • IIgh'... wllh a
lP"~a' 11'1[[ del..,.~, yon don'l gel much b<nelll oul oIan encounl<r In which
your IIghl~r l.n'l ,h~a,<r>edby allack. largetlng 11'1[[ d.t~n~.

&p{oWng good interactions
Th~ tNI .n 01 ch",acl optimization 1I~. In Undln8 good In'...acllo...
b<tw..... your characl '. """'Mnlcal el~"",n15 _ pIec... 01 your ch",acl~r
.uch as lOCO.•elocllon 01 pow~rs. or .~le<:llon 01 f~.... Anybody con mako



294 Plrt III: Pllying Your Bisl Glml _

!fOOd cl>ok:e. aoout whtch leat. to learn. what <qulp"",nl 10 carry. or which
'f>"rr. to k<ep h.ndy. We',. I/Oing to look .t maJdng d>Ol<:e. lhat .yncrgt,e
with e""b olher.

Thai may ooynd like • lot 01 gobbledygook. 00 check O<It lhl. example. Say
that yo", ch.racler I. a cleric, and you like thumping bad guys with YOU'
mace. He,.', • !fOOd combloatloo: First, cboose a theme Ilk. thun<lcr. Soled
.tt""k powers .ocb .. UJrotflful ttllHlde, and .pU, 1M sJly. (I>000o tho Roglng
Storm feat to gato bonus d.mogo wllh thunder [>OWCf' or the Solid Sound I.al
to g.lo • d.len", 00011. Make .u,. you OIm your ch.,.cter wllh a r'CIO<Jooj"l!
or tt"mderi"l! weapon boc.u", those let you pull oU additional thund••
ofIect. 0""" pel enco<lnt",. As you can _. you. choic.. In th,... dl.tlnct
game OI... _ I..... <qulpment. and po_" _ all work log<Ihe. 10 make thl'
ch..""ter I.. mo.. dfccll"" than he or .h. wO<lld bo II you mad. any oIlhos.
choic.. 10 loolatlon and dldn't follow up with ComplerncntOIY choic.. 10 the
other gam••yslem•.

H",e·•• quick cbeckUst 01 game clemen.. th.t you can mc>h together to
m.ke you. chOI.ctCT • I"", F.ankClUlt.lo mon,le. 01 mln-mulog:

... Ability I'<1>ftC Can you Ilod • w.y 10 exploit YOU' chOI""ter·. highest
_bllltyoeorc(.)?

... Ollu'Klcr duo: Do you. ch.,.cter·, abUlly sco... make ",n,e for
hi. or her d ...? I. the.. anolh•• cr... your char""le.·••billty oeo...
"",k. him or h.. w.lI.ultcd lor? If 10. thaI might bo.!fOOd d ... to
multlcla.. lnto.

... Po...,.. Irnown: [loci yO<l' chOI""te. know po_" that make the """t
n.e 01 hi. or h.. key _bUlly sco..?

... Feal ..,1_00: Do you. feat ",leetlon. "",ke u'" 01 your cha.act••••
bo,l _bUlly sco.. and you. char.cter·, [>OWCf cholc..?

... Equip....ot cboi<n: Do you ha"" the right ..mo. and weapons lor you.
ch.._ct..'. ablflty 1COf.. and hi. or h.. po_"?

... Magic it.....: A.. lhe.. magic Item. thaI can help you. mln-maxlog
.lralcgy? WO<Ifd • more powerlul _apon allow you. mln_m..lng plan
to work belt"'?

Choos;nf/ a Paraf/on Path
When your char""le..."""'" I flh level. you Ef"I to ",leet a pa.agoo path _
basically.• oocood .01 01 d l••tu.", and 00"'" unique POW"" Ih.t
dooc.lbo lOme .ort oIlmp I"" and unique 'pecl.lIzallon In your char.c1e.
cr.... For example. thccle.1c paragon path. In the Player's IIandbooll Include
ang.flc '''''''g''. divine oracle.•adl.nt ",.vant, .nd w''l'''I..t.
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Want more choices?
M¥OU woOl moro p."gon 1'1'" ,",""os, .. ,,',
a "",okyWOl'to do it Cho<nc .1lllJlIic1... 1e1t
"' SQ/IlI IIOint when VOl" <h.II Cl<' is .tiI in ....
hc<ai< lief. You roow qu.lifyto ....., 0p."_
p.... from lim.. \'0"' <~ar.cter el ... or tho

,h.raete' c1... \'0." c"",on to mul6cl...
,..... For ...mplo, l j'l>IJr ,ha"cter is • ,I.,,,,
,nd you ,boo.. Ihe S.....nt of .... Swoni 10.\
\'0" CO" .eI.ct any c1.,i, <It fighter poro;""
1'1'" "<leod of jo.. cI.ri< PO'01'Ol' 1>1"'''

r;..•• You c.n hod f"l'ag<>o p.oths In ChaJ>l<r 4 011"" PIa).". Ii<Jnd_, right afte,
,h, pow... descrlJ>llon. tor <~ch d .... Parogoo .,.Ih. '"'" often t••lmed In
m.tr\y otft.. D&D suppl..-nents.

All f"l'>gorl I"'h. ,11= til. """'" bask >t",c'ur. and oUcr y<J<Il character
'h.... benefits:
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... Path ,...lur... (I lib l.vol): Uch !"'lagon I"'th 011...~..al abllltl..
analosoo' to cia.. loatu,.., For namplo. the Radiant ~rvant clorlc
p,or'SOll I"'lh S,"o" II>< 1••1".... lIluminallos AHocu (y«J, ,adlanl
pow.rs OCQ'" c,llical hi.. 00 19 or 20) and Radlanl Aclioo (...horl you
WI' an octioo point, chcoo< an .nemy to tm radlanl dam.). 00. 01
,h... 1..1".... I. ahoays koyed 10 II>< nse 01 actioo potnlo,

... Eocouot... attack (IItb 1.....1): You galo a ne....ocouoter po........1><0
you sol«o' your I"'r.sOll I"'lh. 10 th«OR 0111>< Radlanl ~rvant, II".
wlar u;m,1f _ a hull'" hum POW" 'hat doaJ. sood damall" to you'
eneml....nd .1110 stuo. uod.ad aod demoo•.

... UtUity pol"Cr (IZth leve!): Wl><n your characler reaches 12th Iovel.
you galo a u'lll'y po..... determined by your I"'ragon palh, The Radlaot
~rvanl galo. a power cslled healfng WlI, ...hich I><al. nearby a111e. and
doe. minor damage 10 undead or demoos.

... Path ,...lur. (16tb leve!): You galn SJIOIher path l.ature at 16th Iovel,
For examplo. the Rsdlant ~rvant galn. the l.ature wtlng Ught _ any
savl0S th,...... made by demons or undead 10 remove coodltlons you
cau..... receive a peoalty.

... Daily altac:. (ZOIh 1......1): 1lIe capstone polI'CrJor each !"'l"lloo p"'h
I•• dally attock power galned al 2QIh level. l1>ese are .ome ol the moot
.pectaculSl sod dev..tatlng al'ocu 10 the game, For examplo. the
Radlanl ~rvant'. 2QIh level po....r I. rodjanl brlll;ance, hich d....
<leceo' radiant damage '0 a .ingle taTget and theo csu U to .xplod.
on lhe lollowlng tum. damsglng all .oeml...tandlog nearby It,

Your !"'lsgoo I""h I. purely addlttve, 11'. all .tull thai your charae'.. get.
10 addilion 10 sel«olIoS polI'Crs lor hi. or her base cI..., In olher ...ord.,
choosing a !"'lagon path never detr.ct. 110m your character'. ability 10 keep
advancing in hi. or her original d ....

Epic Destinlj for the Win!
Wl><n you ",ach 20lh Iovel. you complete your chauct.,,-'. I"'roEfOll palh, hoI
at 21st level. you embark 00 the final ph... 10 your chSlocter'. legendary
CSl""r: your epic d••tloy.

You coo think 01 epic destloy as your chSlocter'......d to Immortality, ",,11
h. or .he become a 800 and asceod lrom the mortal ",aim.? A mj'lhic !dng
or I><m. abou, whom .Io~e....111 be told lor Ihou>Sod. 01 generatioo.? Ol a
mighty champloo laled '0 be reborn sgsln and sgaln, IIghliog evil ov.. count_
Ies. lIIetimes? Whatever YOU' epic ....ltny I., It'. II>< .I"U lhat legend. Sle
mad. 01,
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In te",,1S 01 game mochanko, eJ>lc dosllnt.. work much Ilkcp"'''8O'' path•.
Your character 01111 coollo"", to adVOI>CC In his or her d .... 00 roo ~p OIl
J>lcklng new wlzard .Uad POW'" (lor example) when your wllMd ruche.
23rd. 25th. 21th, and 29th ~I. In .ddilloo 10 continuing your oxhtlng
prog.....loo. you .100 ~"n oJ>«:lftc J'OWen tl<d 10 your epic dosllny <hoi"",

... Destiny katu..., (2101 le>'oI): E.och opic desllny oIf.n .1 ...., one INto,"
"21..~. For ...mpk the Archmag<'. lealu", is Spell R.cul_each
day you con ch~ one dally 'J><II to u.., twice tbal day Instead 01 once.

... Destiny kat"..., (24tb le>'cJ): You g;oln • new destiny katu", wh.., you
",,,,,h U,h !<-wI. For ...mpk AIch~.. 1I00n AKane Spirit _ when
Archmog.. Ole killed. thoy can delach thell .plrl15 from thelr bodl.. and
conltm", II>< adventure In • ghostly form (although Uthai form ,. killed
100, thor. 11 lor the Arch....~e).

... Umity power (26th Ieyel): 11'1><11 your character rNoC""" 26th ~1. you
g;oln • utility powof delcrmlned by your ~J>Ic d.-tiny, Th. Ardun'll"
g;oln. a J'OW~r c...,«1 oOOp" m<Igic, which .'mply allows you to tql>.ln
any area"",~r you'"" alr~adyu..... , (Consld,,'ng thl. may bo your
25t~1 dolly a11ack 'p"II. thaI ean bo pre1ty Imp 1ve')

... Dntiny katu..., (3Gtb 1n'.J): You galn your Unal palh I "'" .t 30Ih
10"",. For exompl•. th~ A1chm.~'. 10.1 1....01. I. Arch.poIl, whlch lot.
you ooiod on~ daily .poIl on<! ea.l It .. an ~ncoun"rpow.. In..~ad
ot • dolly power.

Although ~p1c d.-tlnl.. arc p",tty Imp I"". lh~'" at< orh.. good p"rk.
lor <pic charoct.... FI..1ot .11. the ~a volbblo to epiC ch.rocl... "'"
.xtlCln.ly .trong. Secondly. th~ magic Il~m. ch",act... l~nd 10 coll.ct .1 ~J>Ic

'n'<',. Include.~ lruly .we..,."., J'OW'''' A htgh-In'<'1 paladin WNting .6
soulfor!/OO godpia'" armor has an armor bonuo 01 .20, In,t lrom .rmo, .Ione'
Add halllhe charact~r'."""'I, • heavy .hl~ld. and a leol or lwo. and thai
paladin might bo w.lktng around at clo.., to Armor (Iu. SO,

Multiclassinf/: Maxinf/ Out Your Choices
P.rhaps th~ .'ngl~ best 1001 .t your dl.posaI lor 0l'ltmlzlng your charact., I.
mullickming: 'p""dlng. 1.a1 or two to pld up cb.. I~.tu.... or~.. from
• O<CQ1Id do.. 01 you' cholc~, For exarnplo. your charact.. mlghl .lart oul a•
• 1..-In'~1 light••. which gl",," you ".rylhlng you'd .xpect. But ofI~r your
charoct~rgaln, • level or two. you might d<eid< you w.nt to 80ln SOIl><' Ioctl_
cal command obility.•0 wh.n you ",..h a 10",,1 whe", you con ..,...1 a I~.l.

you t.ke th~ multlcr... 1~.1 Student oIllattl~_ w.,lo,d "olnln8. Eventu.olly
you might 'p"nd addition'" leals (Novl"" P~. Aco/yl~ P~. and Adepl
Pow~r) to oclua1ly .ubslUut. 00"'" w.rlord powe.. lor the light., J'OW~"
you otherwl.., wonk! ha"" l~.m«l,
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r

:/!-~ You can find tl>< rule. on multlc~.lngIn Ch;opter 6 oItl>< Play.". IlandbooJ<

~ Th"", OJe oome down.ldco 10 .pendlng multiple teo.. on multk~.ln~
... Fcal> y opend OD muJliclaooiDg ""D" I"tliDg opeD' on """'•• ....,..

dirKl ).. to _r up your cbaract"•. For exornple, you could
In.teo<! ""e the teat. to dlrc<:tly Inc,,,a... your cwact"". Armor Ciao.
or clt~lvcne.. with. c............eapon by taking the Armor Training or
Weapon Focu. teat, rcope.:tlvcly,

... Mullicluo.i... ;" ""....,....,ut For the ~ghler In tl>< pre<:edlng example
10 gain a ...arlord encounte, po r. I>< or .he h.. to ocrap "" approprl-
Ole tlghtCf power, That character I> worse ai bctng a ~ghter than he or
.he would be wllhout mu]tklas.lng,

That ..k1, multlcbsolng la the mln-max"". dream, Multkla.. teal. are u.u.aJly
pretty good deals; tor the coot 01 ••lngle teat, you con n....lly tlnd a decent
daily power and ,"",e u.clul .k1l1tralnlng from the da.. you cho... to mull~

da.. Into. A .Ingle leai In"",lcd In dCfIc or wOJlord training (Initiate 01 the
Faith, or Sll>dcnt 01 Balllc) gl"'" your chafactcr the abUlly to usc ItrolinJI
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worn or inspiri"IJ wonJ once per day. $u",. If. normally an rocounl<. 1"'''''''
for: a .'ngl~b.. dr~cor warlor:d. but being able to hand out a healing su'll"
~ IWlt once I"" day I. a ""'y u~ul capability to k",p In you, bock pock.t.

The advont"ll<S to ,.!dog mu]lId... teat. 01•

... Po...,.. you pin Ihl"<HJ3h lIIulticl-"'lf lei you br.u ou. of your .......
act...•• role. For =unpl<. lead... ",ually don't """" much In the way
01 hlgh-<lamage OOC«Intcr powers, but If you mulliclu. lnlo a defend...
or .trlker <Ius (oay. IIgh.., or rogu<) you an pick up on cOC<IYn'..
• ttad POW'" thaI <luis mo", domagr th"" any cleric or wa:rlord J'OW'"
you an lind at II>< ",,"" level. Ukewlsr, Ughl.n don', II,,,,, moch 10 II><
woy 01 raIlged attack pow'''. but • lighter who multklu... Into TOnger
or warlock cao pick up .ome Imp~.l=powe.. that deal damage
at rang..

... Multicluo.i... quali6ea you to eh..... your _ JNItb from Ib_
snil.obl< 10 your duo find lbe cia. you lDolti"'-d inlo. If nothing
eloe. you an lind 101. 01 room lor Imoglnall"" characlcr-bulldlng wllh
Ihl. Irlek, FOf enrnp". Ihe W."prleot I. a c"rk psr.goo psth. but 11'.
'lul,. s1tracU"" to a nghler .. well. If you con Imsgl"" your IIghl..
·cotchlng rellgloo" a tew """'I. Into hi. Of h.. caree,. you might lind
Warp_I 10 be lhe psfSgool"'th you wsnt for: your charset."

You can lind the be.1 multle"" opportunities when your characler h.. a
"""y high ability .cor. thsl'. n",ful fOf snother d ... 100. FOf .umpk Bstl"
C"rle•. nghlen. pab<!ln., snd warlOfd. all car. about Strength fOf mel""
attack" they're nslun.l multlc"" opporlunlUes fOf .seh other, With one
good .COfe (Strength) your character csn use powers from two different
d ..se•. Table 22-1 .um. up lheoe oslu,s! multlc""'. affloll'" tor you,

TabllZ2-'
II Yoor Ha.. a H;,Ir.

Snenvth

Coootitution

Mul!iclass Aftini!i"
..r.. SltrMtIIliM ...ClloGsitIr 0.. 0In....-'-'-Student 01"'" Swot< lfi;ht<rl. Soldie, 01"'" hith

lp.ladird. Warrior 01"'" Wild lrOfl'je,l, Stude.. 01 B_
Iw.rIordl. Hyour Wi"'om i. It ...., 13, lroililt. 01 ,..
fam, IClenel"~ too; i<m chooo. Slrsnvth·ba.ed
,lene pow,,,,-

Pa" lroililt. fw.rIockl. YDIJ ..ed • Chari""" 0113 or
b<ttOf, but you should choooe eoo_·b..ed
wario,k powo,,-
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Tlbll 22-1 (ClNlufluedj

/I Yoor H.... JIj,lr.

D.xt.rity

I....i'l.oc.w._
Ch.ri.....

...r.. SltovItIIliok.-CltotWtIr 0... of 1110..
",,/ric,... ,...

S".•• of ShOllow'!"''lu.l, w.rriDr of I!>o Wild !ra"'l",j

Areo"" IroiIilt.!";lI,d)

loitilt. ofl!>o F.ith !eI.ricl. Kyou, S1r''''l1".nd Cherism.
." ""'" 1]or ..nor, SoIdiIr of I!>o F.iIh !~Iodinl ;,.1••
• lIO'Id ohoi,,: jolt chool. Wisdom-....d polodin--Poet 1niIi... Iw.rIocl:l
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In this part . ..
The ........, iIIIpJrtMM laclOf III a.......-lull [),I[)

• ;""'Ioth< 0......., 1oWt«. EY'tf)'pbY"'..,t.Io<UlO­
~oa~""'-":I.... al__ LqlIuo'"
u..__ worid __ hlo Of he< char..,.... bul !be

OM pb"" a aI'01_ and, II> t.w:I. nul.. tho worid
ll>ot '''''other~~ Ildnll OM bllke~
• .....- _ chMKt<n .... C<II<Iplelely "'" 01 hi.
ronlrol_ bKauo< you don', knowwh&, 'ho 00-. "'tho
Olo<y ale goIng'o do and how they'r......,1 tu ,n'enet
with lh< ><I>=,u", ond 'ho , ..... world. )'0'1"", Jus! as our_
prl.."j by'be.~01 unk>Idlnl _nU u the p1a~. are.
Wllh alJO<ld DM. ,he D.lD ga.... I, rll~ with n<:11~t.

wood...-, Intrlgue. humor, .a.pen.... and ""loIll"l""'"
mom.,," p~yer. will talk about fot ~." aI' ......vd•.



Chapter 23

Running the Game
•••••••••••••••••••••••••••••••••••••••••••••••••
1ft TIIis Cltqtr,
~ Understanding the Du"8"O" Mo.'e,',!ob

~ !idling up t~ ad"""!u,,,

~ DtvIdlng the gom< Into e..y~o-run oegm<1lls

~ DMlng ooclal encounters, explontion and "avel, and combat

~ Running mons"" In comb>,

•••••••••••••••••••••••••••••••••••••••••••••••••

T:h< II", ond moollmportOIlt Ing=ll<nt 01 • DlrNa:a< &. lJIlAoct<s g;o.... I••
8<JOd Dung<Oll Mo.'er, 'The DM ocr....... "'I...... judll". ",o.ytelle•. ouJ>­

I"'rtlng CHt, oc.....y builder. vllblo creator. moTUItcr pia)"'•.•nd dungeon
crafter. V.'thout the DM', eliorlO.•nlh. other players are left with Interesting
charocters bul nothing to do wtth them, Weean'l .1 ..... this on< ......,gft: You
ne«l • DM to run the O&D game, and the bett.. your Dung«>n Mas'... the
better the II""" "lI"i01l to be.

lde.oJly. you should learn how 10 ... " DM by ob""v1ng an expen.ncoN:! and
talented Dungeon Masler work hi. Of h.. mogle _ p"'ferably by playlng In
that DM'. g;om.. Howe~.w. con'l proml.. th.t you'll bo .b.. 10 .1.,.1 your
D&D gamlug al"'ri<rlco by bud lug 10 tho h.od. 01 • l.alenl'" OM. If you ond
your 1,lend• .,.••n prolly uow.t tho gam', 'OfIl«)u••1Ih. I.bl. will havo 10
.l.p up aud do lh. OM'. Job. ond It might .. w.n bo you. Although W. chal­
lengtng 10 bo tho OM. and It IU., .Ilttl. a", tl"'" .nd prepvatlon. you'll
.also lind lhal It con bo vory ...w...dlog. Whon you ....II.. that """I)"0Il' .1..
• t Ih.l.b.. Is goIog 10 ,.m<mbor YOU' dunfl"O'l lor Y"a" allerward•. ",Uvlng
Ihoir cb.,.acl.,,' triumph, (ond Iollu....) over ond ovor "lIatn. you'lI und.._
'land whal w.·", lalklng .bout.

10 this chapl..-, we dlllCWI' tho bio,"" 01 b<1og • Dunfl"O'l Mut... W. toll you
all about tho rol. 01 tho DuoEf<C'n M..t., In ruonlog tho D&D gam•. and we
,how you how 10 admlol"" Ih.ll""'" with lalm.... con.I"""cy, and an <J'"
for dram.llc 1'0,100. BoIOf. you know It. you'n bo on< oItoo.. W••t OMo
that oIh., pbY"fO hoI'" 10 .....0 I,om.
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We help you get .tar1ed OMtng tn thi> book. but If you'~ ,.aUy tnt....ted tn
being th~ DM lor your group and you'~c,.vlng mo~ hlnl!. tip>, Irlcks, "nd
odvI"". he ou,. to chock out Du"ll"OII ""''''Ct4,h fdilion For Dummic. Cd""
oul In Iall 2Offi).

DMing: The Best Role in the Game
If you'~oew to th~ game. you'~ p..oo.bly wond..lng what In th~ world a
Dungeon M...., oc-. Th~~ I,n't '~ally a .horl "n,wer to that question. k.
OM. you run Ih~ game. You no"Ole the >lory 01 the player characte.... You
play lhe IIlOIUt~.... You build th~ world, You design the dUIlll"Oll" You hand
outlhe t,...ure. You play the vlllaI"". and you III"" lhe olher pia)"'", In th~

game th~ oppo,tunlty to 1..,1 g~at about healing evil Into pute with a
lI'~atsword or a lightning bolt. You'~ the dl,ector 01 thl. movie. and you'~

the per..... who'. going to put peopI~on the edge ot their .eat. tlm~ and
time again.

Beeau.., ·you do everything." I,n'l a particularly h~lplul """wer. In the lollow_
Ing oecllon., w~ break down the big port. 01 the OM'. role and dl>cuu them
at length.

Preparing an adventure
A~ Ih~ heroes plitalllng the Iong-Joot Crypt 01 AzOl-Malzz? Defending lhe
town ol Pommeville lrom a pIagu~ 01 w~rewoIv",,? Stomptng out the cult 01
Elemental Evil? Soearchlng th~ depth. ol an old dwor""" .tronghold? When
you'~ the OM. you decide what challengc th~ adventu~",ol~ lacing. You
pick the moruIt... lhey tight, and you doclde lhe .'ake•.

PreparIng an adventu~ takes~ extra work. usually hetween game ....1""".
You need to d..I!I" your own ad""ntu~or pick up a publ~h<d """"ntu~ Irom
your hobby >I~ or al www.dndin.older, con.~ the _1100. "Choosing an
Adventu~to Run." lateT In lhl. chapter,) You .hould ,&d ah&d so that you
know what lou, or live ~nCOlJnt or .Ituatlon. the heroex ol~ moot hkely
going to enCOlJnl~rIn ~ach game k>n. and he ~ady10 run t...... encounle...
00 game night.

Building ,he world
So what'. out.1de 01 the dUIlll"Oll? Is there a .plder~nl..led for""t .",roundlng
the place' I. thel<' a town nearby? Who lives lhe~? Wbat 50rt 01 adventures
can th~ Inhabitants pointth~pIa)"'r charocl.".. towOld? What II.. over the next
rouge 01 hill.? Who buUt thot ruined castle. and who or whal lives ther~ now'
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Runnln~ a D&D game !fI~ you • I"',f"cl eIlcu.e 10 Indulge yoursoll In the Une
art 01 world building. You 8"' 10 crall on ..,'1", klngdom for II>< pl.)"'" to
••pl.,.. wh<1J they docld< 10 'ake. b",.k from plund<l1ng whatever dUIlll"O"
you J>U"0 front 01 them 10 .tarl with. Sometimes you .Imply WlC yo", world­
building 10 provldc y«J' dung<ons and mo",ten with. place to live. Olh..
times. you',. weavlng OIl Inlflat< and living ..,tllng to ••,,'" a. the bKkdrop
for: the heroes' .IOfy. lI'hatover II.. c;o..., may be. your play." uJ><C1 you 10
know (or .~tlymake up on the fly) count""'. on._rs .boot what thoi,
charoctcrs """ arouoo thorn .. they tt.veI1hrough ,h. world.

You don'l n~ to ,tart by building. whole world .. on<:e: lOfT'" 01 the lou'
camj>ilgns begin .. tiny ke~I•. nothing more than a dungeoJl and a nearby
town that the p..~••huttle ~k and forth b<t~.StOlt .moll .00 .n.w...
the quutlo,," on< .t • 11m< .. they corTI" up.

Playing NPCs
A•• DM, anyllmc the pbyeo- characlcrs Interacl with """til., ,"'loon or Into!_
llgenl 1JlOIUIl<. (also known a. OIl NPC. or nonplo)"" ch..oct..). you .p<0I< lor
thot betn~. Mony DM. toel thot thls ls the II>OSt fun f"'l't 01 the lob; you gel 10
try oul all klnd. 01 \>,rI•. lnclndlng f'OW"r-mod do.k ove.lord. dellve.lnll vt~
lolnou. mooologucll, .tMllmcring .table boys, IImU lnnk""p<rs.•hlily Inlor_
mants. Imp<l1ou. wlurd., abscnt-mlndcd 'ages.•Inl.le. d.aElOn. <hotllnll
with the adventurers they cxf>CCt to oc."" a. thel. ncxI meal, regal el.drln
lord. too p.oud to uk lor ho!p, or .Iow-wlttcd eltlns who lake turns .peaklnll
with each head. The wo.ld ls lull 01 people and moo..... to. lhe heroes to
talk 10, and II". you. lob to llgu'" out whot Ihcy"", 1I00nllio ..y aoo deliver
their Ii""",

Sometimes. tWo I. pletty ea.y. When you're ....tlng OIl ad"""lu", by hovtnll
• myst..lou. wlurd hire the f"'l'ly to oc<ompll.h a 'f>CCItI< I",k, you h."" a
lol. ide. 01 whal the wizard WOllt•. how .he'. golng 10 pay the p<U1y. and wh.t

Using a published campaign setting
A.....bor of prol t; dC!OlrlOd ,ompaivn
.enin;•• re l.bl. in your hiond~ loul
g.rning -.. Apublish.d co_iIIn 1Oltiool;,.
r"dy·to-." world !of your DID g...... ",,,,,t;
IiIoO with ,ountless id... lor .dvonlllre. jOlt
_~ Ioryoo til ........ to lito. T_lIOOd option.
youl find "'" t!>ore ,.., row.re t!>o FalmmI
fIfAilII C."",.;g" GuirJ. .nd t!>o _

CMrrpa;g"~ both pullliohod byWu.rd. 01
to. Co.... Inc._, yoo ~'''' buid your
own world or." """"""".1.... ;, IIll tIlyoo. 01
'0."'. B.. svon ~ you decide til " .." YO"'
own compaivn. you nn find lots of ,000.nd
'nro,OIli"'l.I.monll tD borrow hom in. pub­
IioI>ed IOltiool



306 PlrllY:ThIArtofDunglonMlstlring _

.h~·. willing 10 lell lhom abool lho l"'f1ls thoy'll lace"" lhol' minion. On the
othor han,!. pia)"''' (as lholr ch.,act~") """,oIlmes ."Ike up random con­
= ..tl"". wtth people youn~ expcded to have 10 know onythlng aboot.
Whon lho pia)"''' uk the caplaln 01 the lord'. gu.,d If ho Ilk.. workln~ fo'
Baron Dnncutk w~lI. you hav~ 10 decide what th~ an.wer to that qu..tlon
I•. whothCf or nollho guard caplaln fccl. like .haflng It, and how he'll do '0.

II you don't blow ",.ady, lake a OIOItlerlt and c"".lde< whal tho NPC wanls
to get from th~ pla)"'r characl~.. In Ih~ conv~rllallon that's coming up. It
might I.. as .Impl~as, oJ want tho.., people to II" away and leave me ..""..0

It ml~hll.. mor~ complicated: "J don'l want anything In pariIcuISf. buill they
drop a bog 01 gold In my lap. I'd lry h.,d to I.. holplul: It might I.. downflght
dcvlous: "I wanl th..e people to II" oil to Grlmdcath Keep and 1~1I me when
thoy'... going.o that I can I~II my evll ..... I~r when 10 amhush them:

Don't I.. .fr.ld to hom It up. Chances .... goOO that you'... nol a proIes.lonol
acto.-. but who cores' Let It "I out when you',~ speaking lor your mon>te.. and
NPCs. Yoo wanllh~ pia)"'" 10 ",m,,,,lber this pcrlIOO or monster and thl' ron­
=1Ial1on ISler, 0.- you wooldn'll.. having a social cocoonter now. would you?

Running monsters
P1ayln~ monster. I. tho other part 01 tho job mosl DM. love. \\'hen lho pla)"'r
ch..act~" get Into asCfOP wllh a ferocious mon.l~r or an evll vlllaln, you fUn
the bad guys In th~ light. You de<:lde what lhey'r~ goln~ to do _ whlcb 01 tbe
beroes tboy attack, whal tactleo thoy u..,. and wben tboy give up and .urren­
der or run away, You roIllhol' attack aoo da....ge roll., ....ke tbolr savtng
tb'ows. and keep track 01 tbolr hit points, We go lnl0 more deptb aboot bow
to run rnon"~" In combol In lho lal~r ""'lion, "Gelling tbe Most oul 01 Your
Mon.l~ ..:

Your gool when you run th~ bod guys In lho light I. nol n..,., f1ly 10 find th~

mosl ~fflcl....t way 10 .laughl~r tho pla)"'r character•. You· lrylng 10 cha~
lenge th~ player. aoo holp to build a I1vctlng and .u.penseful .tory. You wanl
each fight to feci dl.tlnctlve and mcmorabk and you want to fUn lho moo­
.1~.. and vtlWn. u Intelligently (or unintelligently) u thoy really would
flghl.

Th~ key Ide.. .,~ excire"","', .wpc,",~. aoo bclierobilfry _ noI Ju.1 running
up the body count.

'

''' frci'"",~"'I. all a matler ol pr..cntalion, II you approach your ....tel1..
wtth a .en.., 01 excitement. o>lng active word. and u.lng a high level 01
<1l~rgy. lhen tho p1aye.. will pick up "" your c.... and th~ ~aclternent

will carry through.
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... S<J'fH!n&~,ell.. on making su'" thaI you build toward. climax willi J'OW­

crlul and vtbrant narr.lion, For a.ornpl<. -11'.... drips from the coiling
oj the dungeon conldor aIl~, As you make your way. roll a Pcrc"l"l00
ehed<. Gr••t roll' You hear a oI••ogr sc.aping ><>Und In the dl...""". as
'hough "",,",thing heavy and sharp we", boloS dr.ggod across lhe slone
1l00r. The ""und I. growing louder, as though thuourcc I, dosing In on
your loc;otlon: U,lng a build up like thlo t>.rOf<' you """,.1 the mons'.n
.nd .tart the """ounler I. one way In build susJ>ef''''' and onlkl!,,'lon In
the mind. 01 the pbl=s,

... lkI~biIiryj.IImJ>ly a malter oIOIoyIng t~ to yom materlal.nd to the
fiction oj D&D. [veryon< has "",ady bought oil on the suspensk>n 01 dlo­
1><1101 r....ded to lrugln<. work! 01 """Ievol~• ..,d 0lTIl0<.~•

• nd !1IOIUto... You just need to help sell 11 by mald0ll the neUon rNI.~
evocative d<scrlJ>llon••hal key 0/1 oil the ........ 01 the P"Y",o---how
IIOIIl<thlng .....ods. whal II looks II.... wlat It ."",n. tlk<, wh.ot It f..,ls Ilk<.
lis< names that """"d ",a1 and lit the fiction 01 your world. Bob the SI.oyer
I, klnd 01 poly and will~ to poly play, but Rundarr the Vi~O«Jnds
lik•• b.li.....b~ I"'rsoo In • D&D WCO"Id. K<q> It boIl....obIo. on<! th. action
ot lhe~wlll roach. who~oth<t:1ovoI,

Adjudicating results
Mo.1 ol ,h. tI..... ,h. ga:n>< ruJ.. Ol. dear, Thl. I...poclally """ wI,h .ttocks,
I"'W'" u><. and physico! .ldll••ueh os Acrobot"'" Athlotlc•. on<! EndUfOnc..
But pOl' ol the tun ol • ro"playlng go..... ueh os D&D i. thol • pl.yor can
h.... hi. 0< h., chOlact.. lry anylhln~ he or .h. can Ihlnk ol _ and. lalr
numbor ol ,ho"" .pon'anooWl .ctlono a", Ihlnll' lha, the ruJ.. don'l c",,",.
The DM has to mili a call on ,h. fly 10 dKldo wh..h., th.... fun and unWl""1
action••uec"" 0< f.lI.

For aampl•. lhe heroos Ole nghUn~ In an <>11 tomple wh... on< ol the pia)"",
toll. you thol hloeharact., Borodd I. going to kick 0V<f • brazior fuJI ol glow_
Inll rod coal.", ,h.1 Inl .Inge the .....,on he'. n~htlnll and kick up hoi
cmbero In It. face, SnIT)' to say II, but ,h.", aren't any rules In the gomc fo<
...ctly wha' II ,ak.. 10 kick o...r a heavy, ",lid melal brazier on<! make the
coal. ny In 'hCflght dlrKtion. But 11"•• h.,oIc IIlOV< thol .u", O«Jnd. cool.
50 you wan' to ",w.rd your player for: thlnldng oul>ld.lhe box, You ha... to
dKlde whol kind of roll Borodd ough' to mili, how much damage hoi <:<>aI.
do. and whe,h.r the .k.l..on I. CVC1I both.,ed by a lac. full of cmbcTs. (Olf
the cuff. we'd .ay h.... Baredd mili a OC 211 Strength chKk, the ...leton
takes td6 II", damage from ,he coal•. on<! no. It docon'l ca", about embers
In It. face .tnce It docon'l ha... any .ldn to wo<ry about c,I'ping. But we'",
rullnll on lhe fly. too.)
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Th~ be.t way 10 be lalr as a OM I. 10 be consl"~ot. If you <le<:ide thai a rulo
works In a '1'""'lIc way. make .u", you "'way. u"" It In thai woy. Don'1 play
lavorU... T",at all p~ chaIael~,. thuarJI< way. and t",at your NPC. and
mon.te,. the.""", way, 100.

If you com< otl as a OM who duo",'t pby lair. who t",a" som< ch.,act~,. dlf_
I~""'tly Imm otl",,,. Of who ohvlou.ly cheat. without ,~asoo. then you'lI
""'" the tm.1 ot the pbyo,. .nd your gam< wUl .uff~r.

Keeping up with the characters
~t, hut nOl l~a.t, a 800fl OM "ays InvoiV<'d with ~aeh otI<' 0/11>< playo'"
charaet~rs.10 a pe<fod worid. you'll ~otually get arouod to .howcaslog
every chaIaet~r In an adveotu", lha"a t... l0.... 10 lhat charaet..'••t''''gth•.
pe<sooallty. and bacbtOfy. If your huddy J.,., I. p1aylog Torvald, II>< paladin
who'••«Idly ao e<llod prl""" 0/ th~ klogdom 0/ !ftwhOll.•oor><r or bt<, It
would be g",at to c",at< ao adventu,~ that pi" Torvald "lIalnst the evil b.omo
who .rrangod tOf hi. v:ll~ _ aod who now h.. hi. "Y'" 011 &owhoo'. thror><.
You cao't do that with every adventu,~.but It'. a line k1ea to run something
p<rsooall,od tor your pbY"" onc. In "ory two 10 lh.... adv..,tu..,..•pol_
IIghliog a dlff~",ot chaIael~r ~aeh lime you do so,

00 II>< nut.....,d-bolt••\do. you .Iso want 10~p up with the plaY'" ch.,ac_
te,.· ahilitios and gear. 11'. Imporlaot for you to know ju.t how tough the
playor characters "")Iy a",. whether th.,.·", al><ad 0/ th~ curve Of behlod
th~ cm"" on arming Il><m",,1ves with great m.agk: Items. and what sort. 0/
~al. and powers tl><y hav~ at their dl.poul. Spoctncally, you .hould be
aw,"", 0/ which po.ragoo path. your plaY"" ar~ aogllog lOT and what tea..
their charaet~" ...., trying 10 qualify tOf a. lhey advanc~In Iovel, Helping
your pby~,. to r~allze chaIact~,. that a", cool. powerful, and dl.lIncll"" I.
""" 0/ the,.", pl~a.u,,,,0/ OMlog.

ChoosinfJ an Ad"enture to Run
Your 11", challenge as a new Dungeon Mast.. Is to Ilgur~ out what klod uI
ad"""tu", you'", going to ""rve up 10 Ih~ p"'Y"'" You ha"" two basic opIlorls:

'

''' Des;"'i"ll your 0.....dvenh1rc: W~ COl'Cr Ihl. ateo.~y10 Chapl~r U
ot thl. book. Basically, you collect a .ultabl~ array 01 1IIOfl.1~,. aod ch"'_
Iooges and c....l~ a good plol or stOfY to lovol"" II>< playo,.. Wh.., you
de.lgn your 0Wll ad"""tur~. you have th~ advaol"ll~0/ knowlog enc1fy
what your playo,. .,~ like and whal characters they',. golog to hrlog to
tl>< gam~,
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... lJsinR. publ_ ...~...tu= Wllh aliltlelooklngoround.)'«I COIl fir><!

IIteT>.Ily hundr<d. of odventu," publl,h<d by v...lou. g""'" e<mlp;onieo.
Ched out )'OUr local hobby ".,..., or boobtOf<' lor ,t.neB. A good pl"""
to .lar' I. with t~ H-Serl.. oIlow-Jeve1 ad""n'uru lor ,h. D&D g......
(HI: 1M K~p OIl 1M ShooouJell, m: 71lUnde1>pi'" l.allyrin'h. and ID: 1),.,

Pyrnm;d 01 ShOOo"" pr."",,' <1lough adventuring mal ....'.. to take your
pbyer cbarac'... jrom l.t I.,.,... 10 100h "'",I.) 0.."8""" Maf/aZiM ,. ;on

out>taIldlng '0S0Y1"< that publl,h.. ad""olures ""d adventu", hcoks
e>'efy w""k .. p;ort 0/11>< online D&IJ In.lder Web .1... O>«:k It out .t
www.drtdin.id.r.caL

A publl,h<d adventu", deUnllely "'"eS you time and elforl. 001 no go"""
designer can know <DOlly how your g;omlng group work. Of what ..",.
01 things your pl.~... .,.e In,....led In doing, 10 you'll 0.,.,0 to """.
toml•• ,h. m.,ertal to meet Jl<l'II oJ>eClfic noed•. And rMR su", roo get
an adventure .pectfkally d..lgn<d for use with 4th Edition D&D 00 lhat
you can hit the ground running without the noed for 101 ol .ddllionaJ
worlr. on your I'"rt.

When wrtllng your own adv~nl"",or choosing a publl.h... ad""n'u~to run
!of your frl<11d., u.p you' ad""nlwing "",'y'. characl~r Ie""l and d:u.s mix
In mind. Id~ally, moo' 0Ilh< comba' eocounl~.. In Ih~ adv.."u~ .hould hav~

an ~oc<>unl.. 1~llhal ranfl"" lrom 0'"' or lwo Iova. below Ih~ I'"rty'. Ieom
(for an ~..y ~oc<>un'..) 10 'wo '0 lour 1e",,1. higher Ihon ,h~ pally". I~I (10'
a ha,d enCQWl'''). Ch""k out Chap'" 4 of ,he fJrJng<on Ma.,,,,:. Guidc lor
mo~ IrnormaUon.

Task-Oriented DMing
A. with many 'hlnll'. Ih~ beal way 10 learn how 10 he a Dungeon M;.. I~r I. 10
Ju.t try It. Through Irtal and ~rror. you'lI ~tually gel Ihe hang 01 whal a
Dungeon M..te, ........ 10 do 10 make a game run. Th..... fIOIhlng like Jump­
Ing In al lhe deep end. afI~r all , , , bul If you find ,hla prosp<el a little Inllm~

dating. then tNd on. A. he>1 we can, we Iry '0 rcduc~ 'he D~". job 10 0 SCI
01 pr~.<ea 'hat w~ call 'ad-orlenl<!d D.IIjns-

H..~·. Ihetheory: Most game ploy 10k.. plac~ In one 01 JI"" basic I.... _
'alklng. aplorlng. fighting. ...tlng up, or f= time. Wha' you ....... '0 do a. a
novIc~ DM I. Idenllfy whol kind 01 I..k you',~ currenlly ..,gaged In and follow
'he "PI'roprla'~P'~" Table 73.-1 d""c,lbcs each 01 ,he b..ie ' ..0.
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T" Pes pr.~r'lrI go inlrl
.~~

TlbllZ3-1 GuidllinltS for Idlntifying Your Task
S-I. S......-.... Iliop y"" Mi,/II H..,., s..,
Toling I!>e pi..,.." ""ettt>eir OM: "Yo. If. "mroor>od lD "'.
cho",ct." know.bout ,.. boron...eret c"und ch....-
_nlUr. '" I!>e mi..ion ber. H. "odi•• \'<lU!of.!or"l
et hond mom.",.nd I!>en says,

....nd., we"" got .ttol
problem.-
OM: "Youra lookinojltlh.1!>e
CO"" ""'"'". Any ..... i.1
p«~rotions'·

PC: ·8<f",. we Ie."" lIIWII.
I w.ntlrl buy """" m.lIie
.nOWl.

T.1kinol T" Pes are q.<Slioninoj.
pltron '" on ....pIoyeraboo'
.... mi.sion

T" Pes are corwincinol
.om.""" lrI p .....m
info"",lion '" do """"Ihinil
~~.

T" Pes are deciding which
w.ylD 110 in. dungeon
corridor.

T" Pes are rchinll.
room '" irw oti"ll
....n.

T" Pes kic. in. d""ll"""
d"", .nd .!tOck whet"".r
monner r!>oy ... in .... Hlorn

T" PC. w.tk into .n .mOush.

PC: "flow m.nyttols.", w.
tolking .bout, V.... lDrd1l1ipl·
PC: "So "",,". you ~, •• lrI
fixthi,troI problem t", \'<lUI·
PC: "~we .gr•• ,o""c' down
,.. ore, thlt h be.., kiling
.......1, in .... for "'11!>e
c.",""" Ie,., pa..'.

OM: "Yo. como lD. T in
,.. ~...g•. ,"" can go left
d""", • ,et of dick, wet ".irs,
'" V"" con Illm nllhl """r.
' ..re". door ol".k bound
with iron. Which WO'j now"·
PC: "Ilia", careh>11ook
d""", tho wei, shininll my
I.nt.m tho, w.,:
PC: "I ...rch big gra.n I.e.
on 1t>< W•••nd if I!>era .ra
.ny Oidden 'u""", Of compon'
"",nto '" .fl\'Ihinol • round it:
PC: "A noll Ich.rg.'­
OM: "Som<!hin'l bii in
'ho' pile ol g.rb.g. i."
_d. RoI initioti<o, .."'I'bod'r!­
OM: "Sodd.~. c.ntiped••,
biil.r""nd., • bm.1 drops
d""", horn • crovic. """m.od
.nd d."" "T"".ldl Jr",~
""""" . T"".Id, wh.t', yo...,or
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s-",s__

Th<1't........ inthego....

T" pia.." "elllkinol'bo..
....ch ~th ol,n ,lIventu'<1'_.rt

~ y"" Mi,/II H..,., s..,

DM: "NOI!Mr>g CDm<'S S<liflin'l
.round your eomp _ you

r.... Ind ltI ht po....
wichouI nt ~., morning,
VOli,••1 " .....,.nd your
_rs hIV. rolrosl>ed.·
PC: 'Woeonfolow.... m.pto
the c ol Doom, <It we eon
lolowt troltracks we jost
I....... W11at<lothe .."olyou
thinlr

If. 001 a1wOYS 80lng to be cleM whot la,k Jl<""ro In at 1ft. IJlOID"nl. In fact. If.
1"',.lble lor one group to be ..,gaged In multiple tHks at the sam< lime. For
...mpk If II>< heroes Jusl won • U..ce Ught ogaln.. 0~d 01 savag< IIzard_
folk warrlors. you might have ,h. fog»< ~rchlngthe chamber for hldd..,
"easu,". the cleric busily flxlng up the Ughter wUh he"lng praye", and II><
wizard quietly questioning ,h. two "tII.geTS the heroes ju.t "scuM ffOm the
clutches oIlb. cruelllzardfollL

H...·•• quick p~mer 0<1 p<lorlll'lng ..,101,

... Setup. Thl. I. whffi you leU ,h. pbyer' what their chvact." know .bout
the upcoming .It,,,,,1on on<! whorl Jl<'" lei the pLayer. 1"'1""" th<lr chara<_
tors for the ad"""tu",. Set-up..,ds as 1000 as yaJ have something else to
do. Usu.olly. yaJ 80 lrom setup loIn eltplorallrn 0.- combat.

... EIploralioo is the derault roodition. If yaJ'", done with oetting up bot
the PC. haven't yet hit an obstacle or encount... 01 some ktnd. you'", In
exploration. Usually. PCs explo'" until thoy hit an obstacle to deal wllh
(see the lollowlng section. ""The exploration tasks"). a chaucter 10 talk
to. or a 1OOftOl<' to llght.

... Talking trump" explont..... When you '"""'" oon><one or something In
the game. If. called an er>roU"U" Many encounl<fO take you str"ght to
a llght. but 00'"" oIfer the po,,'btllty 01 t"ldng In ploco 01 flghttng. If
th..e·s a conver..tlon 80tng on. 'ooolve that UfOt helore you move on
to any oth.. tuks. 01 cooroe. llghts ""melt""", break out In the mkldle
01 conver..Uon•. When you llnl.h YOU' conve,..tlon. yaJ 80 bock to
exploration mode.

... Combat IrDIllp" e""rything .ue. If the",'s • nght going 011, ever)'lhlng
else can w.lt. l1>e llght contlnnoe. until one side or the other lOn. away.
'UltendefO. or ts defeated. When the nght ts nnl.hed. you usually delaolt
bock to exploration again.
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... F.- Ii <10 .. lOOn .. Y'"' ha"" oomrihinj" el... to do. Free tt.... I.
w"....ly "II out" from ooe 01 the olher la.ko. For aampfe, Uthe parly
I. apforlng a ca"" 'y>tem and wlnd. up having a dlllCu..lon about
which way 10 go and how 10 lISe Ihelr mallie 10 """'" wefy and otNlth­
Ify. you'"" put the aploralioo job on hold lor a few minutes. There'.
nothing WTOR8 with thal: a. 000II as the playeo-. "'ach • <l«:1.ion, Ju.t
pick up with Ii", aplorlng agaln.

The e~ploration task
Exploration I. the delault .tate ollhe gaJIle. Whon you'", aplortng. you'",
oollclttng lrom lhe pfayers 00Rl<' <l«:1.ion Of direction ahout which way Ihel'
chMacten Me going and what they're looking for, n,.,n you reo""'" that
ded.ion .nd continue until the heroes co"", to an obolade. mffi with an
encoonte< olllOltle Idnd, Of 'each anolhef ded.ion polnt. A3 a ll""eral ruk
when running the aclivlly 01 aplortng. a DM follows these .Iepo:

J. Dncri..., llJe opli......

Tfillhe players what patho are avalfable lor their e1w:ac..". For aample:
"'11>e ruhh"'"'=ooted .1a1rwelf <lellCendo Into a dusty old vault beneath the
ruined mrnaslery.~'. a f",!/", dark ...,U .haft In ooe c"""'" 01 the
room wlth a low .tone wall ar«Jnd II, a P""oage leading 011 toward
the east. and an old wood<n door In Ihe north wall, What do you doT'

Z. Get llJe pla)"'n 10 leU you ..hat llJeir characlen a", dou...

SO....lImes thl. mlg/ll ..., a gt«Jp acllon _ "Wc"lIlake the P"""'EI" to the
en!." _ Of so....tlmes thl. may ..., an Individual action.•uch ... "I'm
going to .earch the door for: traps."

3. ld...lily player~_

Identlly the action the pla)"'r character Is attempting to p"rfOfm. 000'1
..., a1rald to ask a player to"" more .pedflc Of helpful, U.he teU. yoo
IIORIdhlng like. "f'U go ..,arch lhe old ...,11," you can ..k. "A", you lust
leaning over the well to look down? Are you ..,archtng around lhe .1one
rim? Or '''' yoo going 10 climb down in IhereT'

If you're not .ure how 10 ,.,..,."" what Ihe player c""racler I. atlempling,
try lhe lollowtng:

• I••he t'ylng to u"" a .peciJlc .klU .uch as Perception or Thievery?

• I. he trylng to.1>ove Of move somclhing? (A Sl=gth check may
be In Ofder.)

• Is .he Ju.l looking around? (A Perception ch«k may be in meier if
there'. anylhing to ..,., or hear,)



________________ Chapter23: Running the Game 313
• lo he tl)ing to mo"" on, In. or thlough som..hlng? (A1hlelk:. 0<

Acrobatic. ,kJII chec" may be In ord...)

•. [ot..-rup! witb obotacl.. or rDC<lWllers.

If II>< pl.~r charoct... m..,' up with on obstade, " Irap. or" <TNtu,"
01 oome kloo. In.."upt ,h. exploration and dlh.. toll ,h. pia)"'" what
obstacle the characters have met with, reso~ the trap. or mo"" to a
,octal on<:<>Ynter 0' combat ...couot.., a. appropriate,

Some rumples 01 thl......, 01 Interruption Indud<

• "l1>< door', >luck. II WOOl'! open. U you wan! to try to [0"" It open.
you'll ha"" to make a 5t",ngth check.'

• "l1>< lo,kI< ol that ...,lIls smooth and .lIpl""Y' You have to make a
DC 20 Athl..1c.! check todes~ solely:

• "When you .tep Into the 'H' J>Uu.ge, you hear" clld ond t.....
p"...ure plate dop"'•••lIghtly under your loot. and ,h.., • hldd""
device .hoot•• otoel dart at you' Whal'. your RoIlox d.ten",,?"
(You th... roll to .... whether the trap Wis and, If so. how mucb
damas< It does.)

• ·You liN' a grlndlng, rumbling IIOlmd [",m the wall b<hloo you.
OIId ouddenly. hulkln~bu~mon"er the ol.le 01 OIl ogre
buro15 Ihrough the woll and aUocko' Roll InltlotM eve,ybody!"

5. Ad........, to tb. ""xl docioioo poiot.

A..umlng th.t noIhlnglumpo oul and I,ioo to kill the he,.,... you con
move to the oext p"cc wher. they oeed to make a dc<:toion, If the heroeo
loIlow. 1<1l_mUe long trall th,ough tho lore.t 10 the old ruin•. ond noIh­
Ing In partlcu", happen. during thai hike. you con Ju.. oay. -You hike to,
aboul II"" oouro. and then you reach a da,k and dl.mal hollow In tho
mlddl.oI the lo....t where an old broken towe, .Iand. In tho gloom."

The conversation task
Mony 01 the mo.t Importont chollengcs In the O&D game don'l Involvr any
combat at all. Pla)"', charoctero can lalk to almo.t onythlng they merI.
Sometimes converoation "' clcarly 001 going to help: dunll"O"" are lull 01 big,
hungry.•Iupid mon.tero woo wont nothing more lhan 10 eat OIIybody they
med and can'l Of WOll't Introdoc.lh.m.<eI""" properly Uro\. And othe, II"",",
con""rsatlOll I. poo.lble. but ~ Ju.t won'l no onywher.: nol every cHIle guard
0' Innkeeper know> IIOIlleIhlng th.t the pIa)"'ro con "'" In their current adven­
ture (Of any ad""nlure at all fo, that malto').

COIIvero.tIOll. In the game t<1ld 10 tall Inlo Ihree categorl.,.: avoiding Ught•.
g.therlnglrno,mation. and .. ldng IOf help. ftd a gene,al rule. when running
cOllve...lion 'C<1lartoo. a OM follows these ".po:
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l. ~be llJe lCene ..... Ibe NPC.

Tell the p"y"" who Of wh.t thetr choracteu ho,-e mel. wha' 'hat
p""on or mona'" Ioob Illt<. and what he Of .he t. doing.

Z. Decide wh.ot tbe NPC ...010.

Sec 'he earll... ....,tlon ·pl'ylog NPC." IOf more on ,hi•.

3. Gi~e aD opeoioj" Ii"".

A good w.y to "grW 'ha' 'his IlIl1"ffig to be alalklllg cocoon"r 1. to have
,he NPC or mon>l.. "",ak 11,,1. FIgu,e out whallh" NPC will ..y. how he.
•he. Of II wllI ..y It. and lhen deliver your opcnlDg Ilne. FOf eumple:-me
ogre .tandlng In the mkldle nI ,he road squlnls al yon and scrald"" his
chill, 'ThIll Is Og'. road" He growl., 'But you give Og some lI"kl. and Og
be haPl')' tn let you use II~ F.... I..... to ba"" fUll with It and 'eally plsy the
part'

•. Pul'Slle Ibe ron'=saIioo.

l.el ,he pl.)"'.. ,e.pond to your opening II"" (or ho~e your mon"", Of
NPC re.pond 10 lhel"j. ""d 'hen continue the conver..tlon .. long ..
nccellsary. If yoo oeed 10, lake. mlnu.. Of two to 'hlnk II over. and let
,he pia)"''' Ooow ,hat you're "ylng to IIgure ou' what the NPC Of mon­
.ler says "".t.

5. Say podbye sod hsJIlI up.

When lhe coo""rllatloo'. over, make .ure you let lhe pl.)"'.. know lho'
,hi. mon"" Of NI'C I. done talking and ,hat you con.kIcr ,he conversa­
tion '0 be .t "" end. FOf eumple, say .omethlog like. "Og count. the
coin. you gave him. whlch ....mo .Oft 01 hard lor him. l1>C1l1he ogre
grin. wllh a moulh full oj crooked f",,8' and "ys. ·H."" good trip on
Og'. roadr"

The combat task
Running. IIgh' c"" be pletty comp"'. bu' here'. 'he good new. _ 'h......
lillie doubt .bout whethe, Of nol yon're 10 • combal <1>COUntcr. If ,he pl,)",r
characte.. are trying '0 klllllDlIlCOflC or .omethlog, Of vice ver... your job I.
clear. You ho"" to get the battle resolver! helore aoylhlng else h.pp""" Sec
Chapler 8 fo' full dctall. on combat.

H...e·. 'he basic proc... for running ,he combat Ja.1<:

I. F".. e""ryone·. position.

FIgure out where the he...... and mono.... are ..""ding at lhe beginning
01 'he combal encoun"r. In • dunE/K'D, lhl. 1. prelly clear. If the he......
bust open the door to Room 1. the AnnOfY, any m""" .... 'hat you'
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odventure nOles .. oc<:upying Room J will be Inside the room. If y«J
don'l know euctly wh... the mo",I... ""e In the room. "".Ign them
•• y«J"" fit.

II the battle I. not In a dUIl~n. you may ft."" 10 be mo", <TNt"",. In
• wlldeme.. Rlttng, yoo'li want to d<terml"" II>< encounter distance
b.."d on how far.~ the h..""" and the mons.....'" likely 10 be
when they to oJ>OI eoch OIh.,.

t. b Ihia aD &m_1

If the",'•• chonee that one side lon', ow.... ollbe other .Ide when the
<1lc«m'.. begln•. fill"" out who ...... whom lI"t by m.oklng Percoptlon
eh.d, lor the """,.len and using the pas.lve r"""J>llon ocor"" 01 the
ch.ncte... s... Chapter 3 01 the lJ<Jogrotl Mal,.". GlJUk.

Th... Ole four bas" ""enarlos th.1 roo want 10 consider whorl <le<:ldlng
who might he "",bu.hlng whom:

• HelOt• •rorm 1M """". The PC. kick open a dunfl«'" door and 'up
In.•word. bM«I. U.u.olly. no OiIe should be sUIj>fIRd, the ba.d
guys might be .tartl'" by lhe sudden apJ><arance 01 the h..oo.,
but the heme. don't know for ...'" lhat 'h..... IOm<QJIe 10 light
In Ihe room. Skip the .urprlse round and EIO to Initiative,

• MoruleT jum". out. A monsler Is watching the place a hero mlghl
wallr.lnto or Ihrough. and II leaps out 10 attack .. sooo .. the hero
appNl'. 'The monot.. I. aware 01 the hero, but the hero mlghl 001
.... Ihe monot.. belo", II attacks. U....lly, U·s falr 10 have lhe moo­
.... make a Stealth check (maybe with a big booLlO. If U hoI aweat
pIac.lo IUTk) and then allow the character under allacklo make a
Percq>11oo cbeck lo.ec the monsl.. belo", t1.prlngo. Illhe charac_
ter .pol. the moo.ter. Ih... I. no .urprlse, IIlhe choracl.. doesn·'
.pol the monoter, the moo.ler surprtleO him or her.

Using a skill challenge
S<lIMIim•• ¥OU w.nt • lO<i.f .,.,<Ol>Ilre, or •
eMleogeenc.....r,. requnlUl <hocb. Now.
.,.IUI ,hed works in monysi!l>otionl. bu:
_.you wont. lOCi.....,ourte, to ....

terllion .... drs.... You can IC'''''''''''' this.,;",
• IkiII ,hohoQa. In • lUI ,h........, 01 of the
pIoycr ,,,,,<1= plI rlicipot. (jolt .. they", in •
,ombot oocoum.rl. The plI"'" ncocll tD ....in •
,crtain numbe, of IkiII ,heck IOC<..... bdore •

"rIlIin nurnIHs of f....... to win the <hole<>g.
f<Ir ..ompIe. you ""t deciclc that tho 'DIlYOr·
>Irion wm. Og '<Guire. !llur ."" bdore
two f.ilure. for the I'tI to win the ."'00 nd
getto UI. tho~ wiIho<.o:. ¥t Pc. <In IIH
'rly 01 t!>e.. dill: BfulI, Oiplomo"l. fnlight, or
"_...,._,,Og. Cho<k DUlChopter5in
the 0wtg<M101._. 6<Jide for more idonr>elioo
an buiIdio'l and......or.g lUI , ..fl<"......
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o Hero<1••"""k up 00 the morwe'. The heroes have a good Ideo. tha'
there'. a mona", oo"",pla<:e up ah.,.d. and 'hey try 10 lake It by
.urprl.e, The h.,0<11 .,.e aw.,.e col the mond... bul ,he mon.te,
may 001 be aware col ,he he,O<1I. U.ually, you'll have the h..oes
doing the .""aklng tl)' thel, Stealth .klll 0' Wle ..eallhy maglc (lIke
the ;nv;.ibilily .pell) to gel do.e, The bad guys gellhe opporlunlly
to make Perception check. 10 delecl the heroes: II lhey lalf. Ih",,'re
.urprl.ed, OIherwl.e, roll Inlllalive no,mally.

o 0Ja""" """'till/} The heroes and mon"e" blunde, Into each othe"
Maybe ,he heroes are walklng along a lore.1 I'alf when 'hey """" a
dire wolf out hunting, 0< maybe 'hey're coolmnllng a 9anll 01 rufl~

..,.In a bad pa,t oIlown when oomeoned'aws a blade, Whalev..
the aoe, nel,he, .Ide has any .peelal advantage ov.. 'he other:
the oot Ihlng 10 do I. 10 Ju.t roll Inillalive and .1.,.1 the ngbl.

3. Sel ....llbe battle grid.

Draw ou' ,he ,..,.In 0' mom ""UI"" Oft a batlle ma'. 0' fay oul you' Dtlf)

Du"l!""" Tik. '0 crea'e Ihe encount.. .,.ea. Then place ,he mlnl.l'ures 0<
ma,kers 10< lhe ch.,.acle.. and Ihe mon"er. In IheI, appmp""" po>~

lion•. Thl. will help p1aye" Ugure oul where they can and can'l move.

•. Roll ioili.alive.

Ev..ybodyon both .Ideo 01 the Ugh! mil. Inillative 10 dCle.mlne Ihe
Inltlallve o<d.. 10< the lIgbt.

5. Surprioe rouod.

If one .Ole ,u'prloeo ,he othe,. thooe ctw-aclers 0' mon.lers can pertorm
a .Iand.,.d action be/ore 'he oth...Ide gels to act. See Chaple, 3 oIlhe
Du"l!""" !.fa"",. G<Jitk.

G. First ...........

Now .1.,., resolving comba' round. by letting each partlclpanl (playe'
chancier. and monole,,) take a 'urn,

A. Couol dowo llJe ioitialive order. fIqrInnlng with the hlgbe.llnlt~

tlve 101f. ,eoolve each ch.,.acle, 0' moo.le,·. actloo. 10< 'he lOund.

II, Mo_... aDd viII';... ad. When 11'. a mon"e,'. 0< a villain'. lum
to ad (00"'" bad guy you',e running. becauoe you're the OM).
decide wha' 'hal bad guy I. EIOlng 10 do Ihl. round. ReooIve Ihe
aclion, See 'he oedion "'Getting Ihe Most oul 01 y"'" Moo.le",·
la'e, In Ihl. ch&ple,. 10' advice 00 running moo.le" In combat.

C. ..,.., beroeo ad. When 11'. a playe'-<:ontrolled cha,acter·. turn '0
acl...lIlhe playe' lha' It'. hi. 0' he.lum and uk him 0' he, wha'
the cha,act.. I. going 10 do. Resolve whalever actloo. lhe playe'
ctw-acle, attempl"
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D. Finish tbe round. 1I'h<1l everyone h.. act<d, you'"., finished II><

lOUIld. Thl. I. a pxl p~ to I"u,r and lake .Iock 01 wha,.. going
on. A~ the~ other monslen DNTby thai might t><ar the fight and
C~ to InveJItl~.te?Do the II>OOst." d«id< to break 011 the ~1I.
ond run ror It? (l1><y'1i have to wall lor their next ""lion to begin
running, oj coune.)

1. Go to the ""J<l round.

Aft.. you reach the end 01\1>< InltlaU"" Ofd.. In the first round. the
round', over. Go bKk up to Stop 6 and begln the "ex! round.

A combat OOC<IYntcr ...t. until on< sid< or the <>1ft.. I. d<lcat<d. ruIU away.
OU11.oo.". Of mon"l!" to coil. truce.

The free time task
YOlilJ begin most ad""ntu~SHllons and most new ad"""t",.. wtth IOmC
DMlng that Isn', rNlly ·on the clock.' For CIW1IPle. If y<JY know that II>< play_
or••'" about to go explore thec.~ 01 Doom. you'll usually provide. little
InfOfmalloo about why 1t..I, heroes Ole 10''''01«1 and how they g<>l th.",. At
• ba,e minimum. you ought to oay oomelhlnllllke, 'Yoo'"" heard oj • wea,
trea.ure Meld"" oomewhe.e In the monsl<r-haunted Caves 01 Doom. 50 you'...,
hiked Into the Dragrnbooe HIlls, You're flOW ",andlog In front 01 a gapln~ co...,
mouth In the .,de 01 a hili, Any 'J>C<=laI p'<'P"raliono before you go Inr' (Inat'.
an eotremeiy minimal set up, hut mool pbY"n will col a new DM some .Iack
and go alOllg lor flOW,)

Fr"" time I. a1", good lor evaluating <>plIo,," and allendlng to tuk. that take
time, but don't oeed DMlog, For example. If the he.""" are going to reol np tor
a week 10 town. the player mrmlng the wIu1d might look .. you and uy. "'Whlle
we're w.,tlng, I'm going to enchant a couple 01 magic Itcmo: Y«I don't need to
run through any real process lor this. JLIOI ....... the co.t and have Ihe plaY"'"
pay up the gold pic<:e5 required, SjmHariy, dehatlng the qu.eotlon 01 which way
to 10m next 10 an adventure. or what adventure to'" oU OIl, 15 also a good f.....
time tuk,

FInally, even In the IIght..l-run gorneo, there'a a lot 01 ocrewlog .,.ound. People
.Ittlng around lhe Iable will dwp «II 01 game mode and chat about movIeo
they've ......, how thl0ll" are going at work, or memo.-able .cen.. lrom old
gorneo, As DM, you're 00110 charge 01 .n thl., We Ollly "","tiOll It because U'.
Important for you 10 recognize f..... II"", when the player. happen 10 ",umble
Into II. (\;om up for a few mlnut.., let the plaY"'" gab or joke. make a t~p 10
the balhr«>m or whatever, and Ihen gel back Into the go"'" wh"" you think
the plaY"B are ready,
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GettinfJ the Most out of Your Monsters
~ 01 your most Impo<lanl jobs "" DM i' In run II>< monole.. and bo.d guys
In aUght. n.e ~ ...t thing you need tn do tn rnn a monsler In a Ught Is loleom
wl><re In lind k")" lolomLIllorlabout the mo",l.. _ gelBng a hondle onlhe
Iormat in which monsle'" and vUbl'" "'" norm.ally ~ted. When yon know
how 10 navlgote a mo",l.. rlescl1J>1Iorl or ,1.1 block. you'lI WMlt to learn how
10 IIl.Oke decisions tor II>< _te" thot make ,er"e.oo ault II>< altuatloo.,
wlthoul ruttln811>< piayen 100 much 01. brea.lr or being 100 lough on lhem.

Figuring out monster stats
MOfl>le", h...., many oj the ..me <flllcal numbe" lhat clw:acle" do. They
h...., hit J>OInts, Armor Cwo and other dele...... attack bonu,... skill, ""d
feal>, and~ abl~lySCOTes.

fn mo", D&D snpple""'n" or advenlures. mo...t..s are presented In • ,/a,
bIocll To ,un a monster In combal, you need 10 have Ml Idea oj how Ihe
fofm.. reveafs cruclallnform.rlon about Ihe monster or vllbln In quesllorl,

Take a look at Ihe nearby 'Idebar, "Karpy: which sl>o_ Ihe .... block for the
h..-py monsler,

You c.n ~nd II>< key for reading II>< .II"",,,,, .IIanua/ enlry on pages 4-7 01 lhe
,I/O"""".IIanual Bul In'' 10 help you oul. here', a quld look allOl1le oj Ihe
more ImportMlt ptecell of lolormatlorl hidden In thl' formal:

... levef aod rofe: The mon..e,',I""eI ""d role In. combat encounler, The
horpy" • """'f 6 conlroller.

... Size: Mool mon,le", range from nny 10 Hull"- A monsler's size Inlluences
""""a1 other slals. 11>< harpy" Medium size.

... OriJlio Iype and keyword: 11>< harpy " • fey hum.mold.

... XP: How much e"""lence II>< mOfl>I.. " worth.

... foili.olive: 11>< modlfle' for Inlllative roUs,

... Se..- The special .en"", • monsler h.., If any. "" welf .. Its
Perceplion "he<ok modlfl...

... HP and Bloodied: The number 01 hit J>OInl> Ihl' monsler ho, and i"
bloodied value.

... Dele,,"": 11>< monst..', AC, Fortitude, Rella, aJld "",II defense o<ores.

... ftDIDuoe or_: If • monsler has any sp<clallmmunltles or res"lances,
they are U"ed here. In lhe hvpy'. case, It Ignores fO J>OIn" 01 Ihunde.­
damage when altacked.
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Harpy

"-M..... joy ,,"monoid

In_.5

HI': 11; II......,;,,;

Ie:~ ForIi.."I.: 17; _x: 11; Will: 19

Ilnist 10m"".,
s,.0It Ii, IJy I[clumsyl

Clow ('lIndor<; at-wilil

.11 "r>IJ' AC; 1011 • 2d.rno~

AlII.... S_lstand,rd; '.<lain "'"""; at-wiIIl

• ClIo,.
Clo.. bord 10: d••fen,," crelturo.o,. immune; .12 Will!>eta,gCli. puhd JOGu"n
'0' imroobd"" [...... end.l. wt>"" ,.. ""fJI\' sumin power, .nyta'l'I',thlt h., "'1""
I.ved 09U1""'" oIfeC1 is poled J SQ"It.. ,nd imm<>tHIind (.... "mlsl

00'" S...o<~ (,"nd,,o; red••,ge 5 SI

• Thood.,
Clo.. IM>rst 4; .11 ••,,", Fortitodo; 1<16 +. ""'odor d."",ge, Ind Ihe ta,get i. d...d I....
,0d.1

A1..,..... hil

stih,St"kh.IO

Slr.l!I·51

e-: 151.1)

lin: IS I.~)

101: 101<31

W",l.(·51

Cho: lil.11

... SpeN: 11>< mOIl"..',.~ In on< ItlOV< actkoJl. rount<d In oqua=o OIl
the botH. grid. Thlo section al,o dl.cu.... oJl"Ci.lI movemenl fonn. a
moo"" may have. ooch a. Ih. harpy's ability lolly.

... Attacks,IP""",n: 11>< rnon>, tack! on<! J'OW"rs Of" n>t«t next, Includ-
Ing allac' bonus. whatd~ the ottack torget•.•nd d.tmoge. Some
_en con boo used ~ry round (ai_wHO, 10m< ooly once por bottle
(oneoon..'). ond othen con boo recharged dw1ng the bolll<. AI the .lar1 01
the harpy'. tum. ch.d to .... ~ It. <kadIy =<=h power recharges. Roll
1<16. II you rolla 5 or a 6, the powe, recharges ond can boo used again.
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For each attack and power lI.ted, roo have Info about modlfle" and
what dole"", Ihe altock or f>OweT larget•. Wh.., the harw attocks. rolf
Id2lland add the modill.. for lho f>OweT uaed (.11 ....."" AC tor lho
claw allack. for: example. or • f2 ...,,"" Wiff for lho alluring >ORif)•

... AIi30....o1 aOO~ What allgn"",nll. typical oIlhe IDOO....
typo In qu..tlon. and what languagoo It usually .poaks.

... SkUIo: If a rnon"er ha. 1..lnlng In any .klll•. they are lI..ed h....

... Ability~ 'Tho lDOO.tef·. ablilly 0<:0.... are .oown. 'Tho numbot In
po"",lhe... I. tho modlfl.. u.ed wh.., the mono"r mau. an unlralned
.1<111 chock or ability chock.

... !".qoiptDCnl: Anally. It a lDOO.ler corrlc. any C<1ulpm..,t. It'. lI..ed h..e.

Deciding wha' ,he bad guys do
Aller you'... Iool<cd up a monot.. In the Monsrer Manool or c,eated an evil
NI'C and you know what Ihal monot.. or villain can do, 11'. nalu..llo ask
whal II I<'ill do, 'Tho .tat block help' In Ihl. regard. In theca", 01 tho harpy,
It .wltch.. from claw altocks and II. alluring.oog power round oller round.
occasionally breaking oul lis deadly "r<",h power. Monote" wUh a few mo",
powe" ha... mo", coole... bul not 00 m.any that you can'l handle lho <Icc~

.Ion TIl.iling.

Any 1DOO.ler or villain .hould COftOld.. taking one oIlh..... octlons each ,rondo
Not alllDOO.tero wUl be able 10 u'" all th..... cholc.., far example. an ogre
doesn't command any mawc Of ha... any .peclal altocks. Ju.1 19uo'" Ihe
c~ lhal don'l apply, 'Tho thr.., chole.. for a monotd. or "Ulaln'a octlon
In a g1von round ."' .. foiloWll;

... Hil ootDClhi...: II thelDOO.ler or vll!aln I••tandlng nC'XI 10 one oIlho
ho..,... It can make a bulc '""'"" aHock. U'" the 1DOO.ld. basic melee
attock, whaleve, thaI may be, you ,011 a d20. add lho attack honu., and
•.., whelhor lho 0<:0'" C<1ualed or bca.1 the player'. AC. (If lho IDOO....
hasa ba.lc ranged attack _ for: example. a goblin wllh acroo.how _ II
con attochl range.oI cou"e.)

... Man: If lho mon.... l.n·1 ..andlng next to one of the he..,.. bul n""',
ta g.. next to a hefO In ordef 10 use It. buic mol.., .ttock, U will n"'" to
move and get Inlo fighting range, A mon.ler con ItlOVe up la II•• fl""'d
and make a .Inglc allack In Ihe ..me ,ound. Or lho mon.tef can """'"
up 10 twice lis .fl""'d and make a .Ingle aHock by laking a ch"'1le ocllon.
r.;.., poge 28J In Ihe Pray"", Handbook)

... u.. • power. If the mon.ter or villain can cast .pell. or h.. """" orh..
kind 01 pow... It can u'" a _r In.tead 01 making a buic "",lee ar
ranged attock, U'" your dlocrcllon _ """" powe" can be uoed only
once, and oIh=o can be uoed again only after Ihey recharge (!leO lho
AHocltiPawe.. bull.. In the 1'''''"'''"'' occIlon),
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Fighting smart, fighting dumb
Soy y«J',"" gol • holf-flend red d,agon attacking the pl.Y"'" Il'. got. n..y
b",.,h ""SJ>OIl, • ...,1IOIIl< molee attack>. n..ly evU sJ><II-like sbilltl... and _
oil yeah _It can Ill', too. Which oj It. attack! wlllil UR on II. neXl round.
and which chOIac'.r wUl h< ground zoro tor ,lIthl. dragon ~-<lownl

The UfO' thing y«J want to do I. toke. look al your mons..,', lotelllll"'c,
""ore. lilt • voracious. mindless creature like a huge monolrou. ceullJ><d<l
If 110, the moot ,..II.,le 'hlng for: thaI moo.... to do ,••'mply TI>OV<' toward
the n<Oleol charae'.. and "1 to .at him or her. Tnal". what b18. dumb bugs
W«Ild do. I. It • clever and malicious OPJ>OIlon, like. domon or devil? If thol".
the COR, 11 light! wlth cunning ond c,ueIty. swttchlng eully [rom attack 10
dole.... and ",'ng palience and guile Unec..oary.

H.,.e". 110"'" guklance on maklng your lactlcal <1«:10100. wh... you'", running
• mon.ler Of "Ulaln:

... [otoll;"ol fun plan. but d .....b fun rfilCt: Abu~rWlI1r1or knows
that the he"",.' cleric can heal up the good guy... fa.l .. Ihe warrlor
con cor"" them up, .0 he goes oller the de~cwtth a vengeonce, A dire
wolf Is much mOl<' likely tn whirl ."d ....p at the lo.t choroe..r who
hur' It,

... lead willi your _: Most mon.len don't .."" thelr beol .ttock tnr 1..1.
An evil wlzord oo...n't go through a !>;ottle lhrowtng minor powen
around when he has malor power. tn Wle, n,., g"",e ...umes thot mon­
.Iers u"" their best otlacks,

... Rolli"ll 10 pick &iarJet: Uyou hone.tly dOlI" know which charact., a
mon""" I. more likely to attack, thore'. nothing wrong wtth deciding the
mon.ter wtll rondomly pick whkh PC to anack _ for ..""'pie. If tour
charocter. are wtth'n range, ...Ign each a number and roll a M; Utwo
charoct"". are clo"", .'mply roll a d6 and call even. for ooe PC and odd.
for the ",h."
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Chapter 24

Building aDungeon
•••••••••••••••••••••••••••••••••••••••••••••••••

1ft rlli, Clt",ur
~ Exploring adventu", erN-Hem

• U"ng a IW1IplC dungeoo

•••••••••••••••••••••••••••••••••••••••••••••••••

10 t~ previoul chop/e'_ '*" examl,.. the Dung«>n Muter'....... In ,unnlng
a~ '" lJRAooNs gom<. In tW. chapler, wr examl,.. t~ basics 01

adven'u", .",.IIon. M""ntu", I. the [romewo,. through which ployers W<>l'
,,,,,,,,her to .",.'e memorable tales 01 fan'asy .00 odventurc. An adVetl''''''
con he on "pic tal< lhal .pan> mullipJe loc;o'lonl, but .1 It. hurt. an ad~
In", locus,," on the dungeon.

fI"•,
In ,hi. ehopl", '*" look at "",.,1°8 OOC<IYnters. which Ole the bUlkHn8 blocks
01 adv<1l1ur... In the end...... get 10 U", roots 01 D&D and provide y«J wilh.
d.nlc duufl"O'I crawl 10 g<l you ,'arlo<!.

Ch.p'.... 4 01 the D!<"lI""" .110"",', Guj/k !fO<' lul0 8"'.'.... depth on erN-ling
D&D ..,counl.". and Chap'" 6 oIthat book dlll<u..... the art and 11<1<""" 01
creating adventu,... U.., lhe ma'm.al ....'" as • guide and 10 _ on< way to
."""truet an adVetltur<. ond th.n go to the COf. ru,"boob for mo... d<lall.
ond.d.-.

Creatin9 a D&D Ad"enture
Th. ploy..- who t.k<o 011 II>< role ol the Dun8""" M..t.. has • wealth ol cool
and Intrlgulog Id••• to .har. with nih.... Not """1)'011' h:u II>< dlllClplln.lo
wrlt••pIc ","".1. or the ..I""t to palnt vast vl>tas from hi. or h.. Imagln._
tlon. but .nyon< con find on outlet for e ....tI'" .xp.....ion and gre.t tun all

• Dungeon M..t"" for x D&IJ game,

Bear In mind th.t wh"" you e....te • D&IJ adv.ntu... , you don't h.", to fUlln
oil II>< hoIco or eon"",,1 oil tl>< dol•. Unlike wrlUng ••IOfy. where tl>< wrll..
d<l""mIJl<ll not only II>< beginning 0/11>< 101. bul tl>< middle .nd II>< end ..
well, II>< DM Ju.1 "". thue"",,. I'<'hal happeno 10 del.nnlncd by how the
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player charocte......c1 .nd how the dlco fall. n.. DM Icl. up the bo>lc plot
and 51ruclu ... 01 U.. adventu.... 001 ho or .he do..o'l c""", up wUh any 0I1ho
conclu.lon•.

Thl. lead. 10 one 0I1he g....1....joymerl" 01 the game: .urprlse. The OM
might know wh.t "",n.le.. ""d sc..... lho adventu... Includ.., 001 ho or .he
doesn't know how thing. wUllum ou1. n..lwlsl. and tum. 01 adventure. a ...
oIt.... all .u'l"'I.lng to the OM •• they Me 10 lho players.

Parts of an ad(/enture
Advenlure c ....lloo may "",m like. d.untlng l•• k, n.. besl w.y to approach
It I. by ..:unlnlng the Individual parl.oI an adventure. An OOlX?rl1JmlI••
collecllon 01 related encounlers thaI oUer • rudl"",nl.ry .to,y1lne. (An
adventu,e I••Iso .""""1"",. called a '1N'st or • module, whkh goes back 10
the day. wh.... the Industry ret...rcd 10 puhli.hed adventu"", as modu",,",)
An advenlure proml"" ••to,y. oIfers challenges Ihat .allow each p"'yer char_
..ter to .hlne. and provides opporlunm.. tor action and roleplaying,

n.. OM needs to think In term. 01 beginnings. "'....., and .ituallo... that Idck
oIf .. lion and offer players choices oj behavior, ""''''at does your char..ler
do now?" I•• que.llon DM. 011......k players. Don'l Ullnk 10 lerms 01 endings.
because you w.nl you' adventure to ,each. conclu.1on th'ough the ..tlon.
and k1e•• 0I1he players and thel, ChM..t....,

TIt~ premise .",motifl.tio"
An advenlure .tMIs wllh • preml.e, • 000Ir. th.l catches the p1aye..' lnle"",t.
and Involve. their char.ct.... In .""'" mollvatlng manner. ThInk tn lenn.oI
selUp .nd oolld from tho'e. The p"'yer chM..lers can get Involvcd In lho
premise. 001 lhoy need a mollvatlon to CM'y 011, More than one mollv.llon
might .uggesllt..,U. and dlff.......1PC. can have dlff......l mollvaUon. that
drive lh<1n to take on an .dventure. lJIoroc'e, mo1lvatlons Include greed. fe.r,
revenge. mor.llty. cUrloslly. and need. P/ay<?' mollvatlon bolls down 10 seek_
Inll to galn expcrl<1lce 10 Improve a character and to having fun playing lho
lIame.

HCfe Me "'''''' example. 01 .dventure preml.es and mollv.llon"

'

''' Adv....tun p<cmi..,: A hostile kobold tlibe has claimed the al>andoncd
manor and I. u.tng it as a Sl.aglnll area for ,ald. 011 ""fe...,le.. lr.veler.
using the nearby Irade ,oad,

MoUnlioo: n.. adventurers are oneted • large reward to Slop lho
kobold r.ld.,
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... Ad~.ntur.p•..m..:A schoiar 01 ancient 100C """'s • group 01 1>::0""

adventure.. to aplo... the haunt'" graveyard on<! lind the lomb 01
E1drup II>< In.."".

Motinoon: 11>< .cholar oilers the .dvenlu=•• valuable ....glc II....,
"Dd rltuall! thoy agrft 10 lind the lomb,

... Adventure p•..m..:A g;ong 01 Oral h.. l.un 0Ieem. the b<1oved pel cat
01 the village .Id..•• daughter.

Motinoon: One 01 the adventure.. I, atr......ly lond 01 ,h. older',
daugh'.. and 00"" to Imp~. her by "",cuing Oleem,

You can Imoglnc how OIly 01 ,h..., pr=>l.... and mollvatkm. COIl cr••'.
adventu,es, You JUlI! n~ 10 .kotch out • number "h"ate<! ""count....
J>OPUbt< them wUh IIlOIUtCrs and other obstacles, and draw a map.

E"<,,,,"ters
f.nroan'c", .'" wh.... the action "nd dra.... 01 '''''1)' ad"""I"'" tili ploce.
Every ""count.. I. klnd 01 like • mlnla'"",. cooc..,!,..ed version 01 ,h• ..,U,.
advent"". An <ocounl<' h... hook and • _up. II has • location. It h .
lI""l that. wh<1J anolned. ..,ds the cocoon!.. and pushes the charo<:l .
d""J>ef Into th~ advon'ure,

f.Ilcounl~rgo.tl. um.lly can M .ummed up hy th~ "'rh thaI boo' deocrlboo
,he required actiorl_ oopru"', tkkal. di.<cowr, tkuroy, e>c<Jf"'. find, ""8"'iat<,
_;n, pnw<t "'''''U<, and w",i"" are a few aamp"". In an ....ro.m'~r. cbarac_
tOf. mlgb' ha", tn 001""'" ,b. IIIlOI~rlh~.d~T ,he """TOl dnor. ""Via"
wltb tb~ ogre m.ag<, CO" "",,:IN< ,he moreban' from ,he mloo n.~'••Ia", pen.

Th~re ar. ,b,... 'YJ>l" 01 ~ncoun"lO'

... a..ll~Dll'" ...<DUD provld. 00"" kloo 01 bazard, trap. or obo'ac"
'ba' th~ cbaroc' mus' ov~reomc to attain ,b. goal. Sldll•. _ ... and
ablll'y cheeD ar~ the tool. ,hat charac'.... usually ~mploy to o",,"comc
cball""ge ""coun'....,

... Combat ~DC<lWl'~nI~a,urecrealu,.. or opponcntotba' ,h. charac'~",
might ha'" to battle In ord... to win th~ ~ncoun'er. Combat abilltl.. and
pow~n .... ,h. moot u.~ In lh~~ Idnd. 01 ""coun....,

... Social ~DCOUDI<nr Invol", a DM-<:<>ntrollcrl charac'er (a nonpla)l"r char_
oc,.... Dr Npc) whom ,he player charact.... mu.t Inl~roc' with to attain
,he goal 01 ,he cocoont." l1>cy might ba", to talk to. convlnc•. bluff.
bribe. t,.... lruult. with uc•. ncgollat~, Intlmldal~.beg. Dr otherwl..
In..ract wllb ,h. NPC In Drd to advanc~ ,he plot. A social cocDUnl~r
can lead to Dr becom. a challenge or combol ....cOlln'.... depending on
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I how things work out. Such OOC«Inters rely on rolepbylng ..lento, and
••t11 chee" 01. u.ed 10 augment the roIepbylng and to delermlne the
reaction. oIlhe NPC•.

Encoun.." are typically~ to ""'''' on • 10'1'. Only wh.., the ptayer ChOl_
acters ar~ al the .peclflc map 01.. Carl the encounter take place. Wben all
the ..,counlen In "" ad""nlure take plac. within the conllnes 01 a .peclflc
location (.uch '" a dun~). the adv..,ture I. called a .i"'.ba~ a<Jv",nllJre.
Thl. I. the ea.le.t 1l'P" 01 ad""nture 10 c",ate and run becau"" the whol•
•Iory works 011 the map you draw and the eocoun.... you key to II.

Ai~entun structun
Good adv..,tureo provide choices. poInto at which the player. Carl make
Importarlt deel.1ono that ha"" .Ignlflcont Impact on what hapl'ffiO next.
Choice. COlI be as .'mple as providing the opIioD to go right or left at an
Inte...dlon In a dungeon rorfldOf. Of a. complex a. gMng the charocter. the
optioD to rc\f1."" th. rnmoor> wand 01 doom or destroy It tn the dwarven fur_
nae. 01 the nnderclty.

Good adv..,tureo combine the dlff."",t Idnd. 01 .ncount." and vary the
"p"rlences they provld•. Attack. del.....e. pfOblem-ooMng. 'o/q>laylng. and
InvestigatioD .hould all come Into pby In varylng <legree•. Good adventur..
arc exclttng, They provld. f1.lng and Ialling t..,.,OII. building octlon. Incr.as­
Ing ..ak••. and larltastlc location. that add to the arnhlencc. FInally. good
ad""nt.r•• provld••ncount... that make LIOC 01 the abllilleo 01 the player
characters. If 011. 01 the pbycn In YOU' llJ'oop has a 'ogue charact.r. but you
neve, provld. that character with the oppoflnn"y to be ...allhy and u"" hi.
or her rogue .klll•. thaI player will ha"" Ie.. fnn arld few opportunlt~ 10
.hln•.

Site-based versus event-based adventures
The adventllru di"'...... il!his book aro ...­
b_ >dYemur.., meoniool that It><y'ro .ot io a
linglo location ltIot is .......... by oxploration roore
.,"" stnry or I complex pIodine. Ea.\, '0 " ..,.
and .uy to run, ""'-b_d >dYem'.... SlICh ••
1h< Tomb t>f H"""" Ind 1h< Tem,. oi
fIe"",mol Evil "' infOlOOlJ. '"""'11 ionQ-time
0&0 pIoy= for "'... Jirr4Jlic il'; and ".Ol geniuo.

A more eh.Ie"lling 0lIv""",. til cr.." is ...
"'rf-lUlaed .riverf"", In aclv<ntutc buill
.mund .....,. oi "''''''' ..... tile ,lui,"""," c..

idkJ.n« ""-h tIleir .ctiono. The elul""",,
hove • ,omplex gDIIl or nUos;on lIuot ,hey mLlOt
ac,ompIioh, .nd t!le erICoo"",lIuo, toke pIoco
.ro I ..." rosuh 01 tIuo, <!fort The" mlY b<
...~ lor mlny 01 the 0f>C""""'" but tile <YefI1O
.... place ""'" I ,,,.... 01 time or •• tfigojered
by prcviO<J.everno and keyed to. 1Iowc1ulrt,
timeIine, or......, ,DIObioation of tile __a,.~

Sol t!le ~""" M._:. Guide more
dctaib." h ....... 01 _ ..
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Conve....y, don', Ifttrlct ellatact.. actions or ..ad the ehOIaclers OIOUIId by
,hoi, 110O<" lust to mm au", they gel to~ """'y del.1I 01 your adven'u",.
Don'1 "",ale .U""IIon. wh" the PC••", 'J>«=,.lors. watching NPC. ><:<:om-
pll.h 011 the Importan' las !lew,,,, 01 J>UHlng your PC. In ",,,,,tlons wile...
thoy must he ••~ by the Intervention 01 0111... _Ihor. lust not 11..01<:.
And don", look for waY" to countormond or toll what the <haroc!.,. are C>J­
hl< of. Design lnle",,'lng encounl<" wile... they can emJ>loy thelr abilities to
the best advantage or UR them In new and c~.. woys.

Tlte ,,"4
Each adventure evm'u.ally com.. to an ""d. As an odventu", de,ly""r. you
should provlde a setup for a climactic ""counter. but how the adventu", end.
dopend. on the pbY"'" octlono. 'Th< climactic e"count.. ,I>oold t.ke place
In , oUltably Impressl"" loe>llon. It .hould I.alo", the bo.. villain 01 the
adventu,e. I"',haps OOffi«mC the charoc,"" mel cOlly 011 or IOrn<orl< they
h..,d rumor. 01 but don', meot until the ftnall<""~,

SO....tln><s an adV<1ltu," ftnl.h.. with a .atl./ylog conclu.ion that w"1" up
oil the Ioo~ ....d•. Somotln><s th~ hos. vlll.ln get. away to chollenge tho
ch..act~rs onoIhe, <loy. And. onc. In awhU•. tho cho,acl... dlllCO"'" that
tho boo. vlllatn I.k.. hi. Old... l,om • IIOC ..... mOl. _rtul n<m<Sl. lhey
will .....t 10 Ih. lutu,",

An adllenture·builder checklist
A. a boglnnlng Dungeon Ma.I.., .Ock 10 the .llo--basod ad""nlu.... until you
,.., you ha,.. tho hang 01 tho basic. 01 ad""nlu", d..lgn. H.,..·. a chockllst
to h.lp you gel .t..t«l .. an advontu", d..lgn..'

... lInoioolol"lD the p,.ml.. 01 tho advontu", and tho motlvatk>fts 01 YOU'
playo' characl.",

... SI<<tcb ....ap 01 th~ adV<1llu",localion(.) on a .'-t 01 graph papor,
Num"", .ach .ncount~,.tl~ on tho map.

...a- tb~ oppon.ota thaI will populal. tho adV<1ltu,". lrom th~ wm_
..I minions to tho most poworful hos. villain•.

... R<olJ oulaod k.y .ac:h .orooo'" with not", lactic•. and .Iatlstlc•.

... a.ock everylhinj- ....... and try 10 think lik. YOU' playo", Look. fo, cI~"",
ways 10 o....<:om< c~rtain<ocounl~" that don'l noc.....Hy ",Iy on
combat.
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To cb.,.,.., monote.. tbat a", "Wloprlote fo, lhe po,ty'. level, "'" the
encount",. level rules. !T",,,,t,,,. roles (rele, 10 Ch""le, 4 oj the LWJ""""
,\foste.:. Guide). on<! the Mom",. MomJrlI to ..,led OI'I"""'n15 lhot c.eate an
""prop~atechallenge for you. po.ty. In gene'.... mo.t 01 the encounlers you
c.eate fo, a I""licular ad""nlu", .hould have encounter le""h equal 10 or
one Ievei hlghe. than the parly. level. Alew chollenglng encounle.. can ha""
an encount"" level thar, two 0. Ih.... Ievei. hlghe. lhon the po,ty. level.
while a couple 01 e..y encounters can be one 0' lwo level. lowe. than the
I""ty. The climax 01 11", adventu.e can ho"" an encounte, levellhof, th.... or
four level. higher than the parlY" l1>e level. 01 all 11", opponent. In the
encounte, de1e.mlne the encounl",,'. le""l. Just add up each monote.·, expe­
rience poln" (xp). l1>e 101al tello you the encounter level based on how many
PC. are In the plllty. (The """ple dungeon bte. In this chapte, provldes exam­
pIeo 01 till. In pby.)

H""e', one ftn'" nugge1 01 advice _ you don't have 10 follow any..,t orde.
when you creale an adventure. You can ,taIl with a .Ingle cool ""counle.
Idea and build an adventure around II. You can .ketch oul a map and then
1111 In lhe detall•. lie creaUve. have fun. on<! don'l .weal the detail•.

Sample DunfJeon: Hall of the Spider God
Thl• ..,dlon explores adventure "rea1lon by providing you with a Unl.1>cd
sample that you can play on<! u.e .. a model tor YOU' own adventu,e•. If,
designed for a parly 01 fou, I..~"""I ad""nlu",.. _ a Ught"". a rogue. a
wizard, and a cleric. U.., the ,eady~~ycharacte.. p.esented In Chapte.. 3
th,ough 6. It will be somewhal toughe, Uyom pa,ty ho. tewe. than four char_
acte... on<! a bit ca.le, If the po.ly ContalllO more lhan tour cha.oct""•.

Adventure premise
The long--al>andoncd dungeo<l of the evll wizard Volnooa. 1. rumorc<l to lie In
the htll. ove.looklng the town oj Brl.lon. In ,""ent days. ocvcn towndolk
ha"" disappeared on<! .trange c.eatures ha"" been ,een lu,klng In the .had­
ows oIlhe hili•. l1>e town elde.. ha"" come to the ",Iuctant conclusion that
5Of1Ie1hlng .11.. In lhe hidden cor.ldors thaI once """"be,aled with the
arca"" evil 01 VoInudar. Now the call g"'" out; l1>e lown elde.. wllI,eward
the parly 01 ad"""lure.. who tn"".1Igate lhe hili. and leam the late 01 the
ml..lng townofolk. The wizard 1. long gone. but something evil ..III ""Ides
In the vile dung<Oll.
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What th,~.t..,. 'he town and lurb In the dungeon? A !>;ond 01 mon.Iers.~
by th" bug , 8rool, have~. th" dung""" their home and h."" """n
launching n rald,lnloth" town. l1><ywonhlp an~ worse mon,leT
that they dl>Covefed In 1M dungeon _. giant spider 'hat Broot h.. named
Sperrln'

Using the battle IJrid
Onulde 01 the fold-«JI baltle grld Included at th" boglnnlog 01 thl. book leo._
'u",•• map 01 dungeon moms on<! corrldo.... Use 'hat map" VolnLKlar'.
hldd.., dunE:«"" The battle grid should be pl.cod. map .Ide up. on the tabl<
within ",ach oI"n the p..ye....r.d the Dunge<>il Mu'er.

If you have • vtnyl ~Ue mat Of DllD Du"ll"OII Til.. and.~mlnla'"=<. you
con UK those Ins..><I. Ju,' U>< the baltle grld In 'his book .. the ba,l. for
the dun~<OII )'00 draw on the vtnyl battle mat Of the D&D Du"ll""" m~ you
layoot.

Using the character and monster markers
Thl...mple ad""ntu", m.akoe. use oj all the mon.Iers provided .. mMkero
"""8 the ed~ 01 the baltle grid. 11>< ,tall.tlcs for: ,h~ mono....... provld<d
I>!~r tn thl. chop..r. Th~.. .,.e 01>0 morke.. thot you con u.. '0 'epresent the
od~'u,~... one for each 01 the 10m c1..... p....,nt<d In thl. book.

P1ac~ the morker. repr~ocntlngthe odven'u In the corridor oe.,.th~
.P"C" m..k<d Aon ,h~ mop. Let the pl.ye rronll" th~ mork~.... thoy • ..,
ftt... long as oJl ch...cte...to.. out In the corrldo, oqUMCO to the lor IefI
.Id< 01 ,h~ map. R.memOO- that each ch..act~r mu.' occupy a 'pae~. and
0Il1y one char.ct.. con he 10 • "'I""" at ony tlm~.

Put th~ mon.ter m,..ke.. to the .'d<. Don', pbcc them OIl th~ balll< grid until
th~ odv~ntu.. t~lI. you to.

Adventure key
Th~ Kall 01 the SpId~rGod I~atu... fI= encounler•. 11>< koy I. number<d. btlt
th~ encount~.. can occur In ony ord~r, d~pendlng00 WhCf~ the ch..act~..
e<pl"", and when. Reier '0 the keyed loc>!lon. when the ch..ae.... approach
or ~nt~r the number«! ..... Oft the mop (• .., Flgu.. 24-1).
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Brool'o followe", bel""", thaI ,h. giant .f>lder tha, restd.. In Enrounter Area
4 I. 0 god. Brool ,hlnko hi. follow... a", fool., bul he goes aIoog wllh 'h<m
be<:ou...,. at the very loa.l, B,ooI'. luck h.. changed for the beller .In"" mcd_

In~ ,h••plder.~ ha> named the .f>lder SperTIn, and he pta"", to feed 'own>­
folk 10 It In order 10 .....p hi. !>;on<! happy and hi. luck running .trong,

The lal .nd 01 the room .erveo .. a prl.on for: the 100000foik lha, Brool and
hi. band have caplured. Currently. th"", town.folk (two men ond 0 woman)
are tied up again" the tal wall oppoolt.lhe door.

The", I. al.., 0 locked ch.., (DC 16 Thievery ch~k '0 open) near the table. It
conlaln..ome oIlhe Iool 'hot Brool and hi. band have ,ec.n'ly collected, If
the PC. open thcch..t. lhey lind gem. and gold plcees worlh 200 lIP among
bloody dolh.. and dl'ly rags.

Init;"tive C1>cck: As ......... the PC. noll"" Bmol ond the kobold., Of Brool
or ,h. kobold••poI the PC., call for Inltlallve eftec". Everyone roll. a d20
and odd. lhel, InUta,lve modifier '0 ,h. r..ull. Th. DM roll. for Brool and for
,h. kobold•. Th. rco' 01 the ....coun'•• plaY" out In ,ound•. with characle",
and mOlU'er acltng In Initiative order.

Morken: Place ,he bugl>cal malker along the lop wall of lhe room. two
'P""'" lrom tile wall wtlh ,he door, Place ,h. two kobuld mark... anywhe",
eI..., In ,h. room ,ha, you want. The PC malker••Iart In the coflldor. The",
are no mar"'", for: the prl.onc..: tccl I."" to u..., «liDO o••ome o,h., Item. to
mark the pooltlon. 01 the f>ll.oncn along the wall farthest from the door,

BrooI: n.. bugbear I. a vIoIcnt, ...vagc foe. ~'. ex'remely confklcnl 01 hI>
own abilities and wlll otlemf>l to deleat the Intruding adV<1l1ure.. with Ius'
the help ot hi. 'wo kobold ...,rvan". U..., Ihe .tall.tlc. In 'he "Bugbear" .Ide­
bar for Brool.

Koboldo: The two kobold. ale cowordly. lolling Brool lead the attack whllo
'hey help from behind. II Brool I. defealed. the kobold. t.y 10 1I""lhe room
and gcr help,

The PriJonnen: n.. characten mu" delea' Bmol ond ,he two kobold. bcIo",
'hey can deal with Ihe p.15OIlCf. or Ihe locked che" 'hey lind In the room.
They can e..tly 1"", the towndolk and poln' th.m to the way onl ofter lhe
bugbear and hi. helpe," fall.

The 100000folk ....m llJ'otelul for betng rescued bu, ne.vou. and _ary from
'heir ordeal. 11 the PC...k the 'owoofolk about how 'hey go! he", or whot
eI•• I. In ,h. dungeon, ,he townofolkeoplaln:
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Bugbear
BUlIb•• rs Ire ....II. cr,""'e. th., stood J fe.. til ,nd oro ,,,••,,ed in eo.". hoir. They hi""
le'"ll .n"" t,,,,,,,, .nd flat """", Ind I!>ey pos..... hen love of_food .nd ......,.

B , W ior LonIS_

M n l Oumonoid XP: 100

HI': 71;; a_ioel: 3lI

AI:: I!; -...., 11; 11011.., \5; Will: 14...~.
M....._I.lInd.rd; ..· I. w-
.7 ""0' AC; Idl1 • 6d 1I.

AI....... hil lMI_oo: Camroon, GobIio

still, Intimidate _I; Ste,"" .11

Slr.211i.jl

e-: 161+!)

DOJC16(·51

Int:IOI.21

Wio: 14(>41

c..: 10(.21

"£Moh 01"0 was coptt=d by that bugbe...•• maraud... _ ore. and
kobold.oI the ~fiC..l kind. On< 01 the ore. c'""'" In and took EIar and
Too ow.y ,bout an hour ago. The bu~bear bughed and told the ore
....-hlng ,bout rnoklng 0'''' ,h.t Sporn" mew wile", h.. m..) was
coming from. 1I'h"" w< were fI"t brought h there was a seventh <"I"-
live. lItt~ Jammy th" tollor'. OOJI. H••hpJ>«! If 01 his rol"'" and ran 011
Into II>< darlmeu. W. haven't~ him ,t""". but we've heard lh. bull­
bear asking ,boot him~ry tl"","""", 01 hi. lII'lOude" on....,.. th.._."

The townsfolk don"t know anything el~ that will help the PC•. One 01 them
h.. be<1J hiding a h..,dful oj tpod_. thot he will give to the parly .. a
reword for r",culng them. n.e", are five tpodbcrri"'.- each one ,,,,10,,," ld4
hit point. 01 damaEl" when eaten.

Expocneoc< Poiotl Award: The parly dlvld", 400 XP lor defeallng D,ool and
the kobold•. and for ",oculng the 10W110folk.

Nellt: n.e characters .hould a"emptlo lind the ,cot of the ml..lng town.lolk.
lillie Jammy and lhe two prlllOOefO taken to Sperrln.
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Kobolds
KoboId••re 1, lizard-lik. """,,,.,las .bout tho silo 01 h.IlIinIl', with • tM, ...Iy hid., .nd •
homed, <IolI1ib d

Kobold Skjmish.,

s..oII nOlUr.1 humanoid

In_.5

...... 1Ski_,

XP: 100

s._ P.rc.ption ->D; d.r1o.i....

HP: 27; I_ioel: 1]

AI:: 11; ForIi.."I.: 11; 1IofIo" 14; Will: 13.....
s,o" 1"'00"0; It-will • W._
!-5..rsus At; Ida d.m.~; H' .1,. mob ."'cl

C"'OtA...._.

The I.oboId Ikirmi>he, dOli. In .X,,, 1<16 d....II. an m.lo••nd ""lI.d .\tOob 'i.inIt
.nytorll" it hll oomb" .....nto~ Iil.i""

_"""ok
The lobold ilirmi,hof i.in, ••1bonu. to .\tOok "'" per lobold .11y odioc.ntto tho
to'llot

Skilly Imioor; ,,-will
The lobold shifb 1 'Gu"•

............ hi! lMI_." Cam"""" D"o.ni<

Ski..: Aornboti<:••7, S".1th .!I, Thiovory .!I

SIP: 11--11 Ilo:o: 161.]] Wi" 10 1.0)

e-:I\l~1 I.UHI Ch.:llh21

E......... hid< .rmor, 'P'"

E"<"",,tu Ar~. 2
EDcouot... l.,nl I (400 XI')

Wh... lho characl'" .pp,oa.ch lho door 10 Ihl. room. read tho following out
~,

.",. door: ahead Is opotI w1do. A3 you gel cloRr. you can .mell f,eshly
tumod dl,1 and hoar .child <rylog. What do you w.nl 10 dor

Thl, can be. combat ,ncount", or • chollongo ,ncount",. dopondlng on how
tho charocl'" .pproach II, A3k 1110 play"'. whol thol, characlc" are doing.
buod on thc d<sc~plioo01 thcsccnc you Ju.l read 10 lhom.
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Inside lb. Room: The floor 01 thl. chamber:. unlike the ~t oIthls dUIlg=r1.
<OIUI". 01 dlrl Instead 01 h......n .Io~, In II>< very con'" 01 the room otand••
>-loot wid••I",u", ,tone platform. Atop the pl.Uonn I•• ,mall. ruHled
young boy _ Jammy. ,helal',," 00<1. Jommy 'PI""" 1I~ and lrlghtened,
outing cml<d In a hall ond trying not to look at the room', o,h.. Inhabllant..

Two sl<el.'0lU and two zombi•• surround II>< p"Uonn and Jammy. They
olaud .Imost CQIIlp....,y 'lUi, .waylng _r 10 slightly, the ..". light. smokler_
'011 In tbetr otherwise emJ>ly <ye ooctd. !Iud =aclugly on ,h. small boy.
Lonn "ll". the evil wlzOld VoInudar us'" thl. chamber to e"""l1m..,,' wllh
,.,.11s designed to r.l..., .nd CO<Itroi the und••d. U:my chOIacler make. a OC
16 Arc"". check. he or ,h. ",,11,.. that II>< .Io~ platform glow. with on
onclent moglc 'h.t prot"',. woo..v.r staud. uJ>OII It from the anger OIId
ho.,od 01 und..d cr••tu~.n..,.. 011 'hat ke<:p" lIttl. Jammy ..r. from the
animated skeletons and zombi••.

The room I. CQtJlplelely dark ..cepl tor ,h. 'Iny IIgh'. glowing In 'he .keie­
'0""' 'Y'" socket•. l1>e "eleto,," ignOf. 'he characle.. unles. lhey ..ep In'o
'he lOom, So, II 'he PC. con ItgufC 001 .ome way '0 get: Jammy .../ely ou' 01
'he room wt,houl .'epping on'o 'he dirt floor. Ihelr charac'er. won', have '0
battle the undead c"'a'u.... If ,he characlers do en'" 'he room. however,
call fOf Initiative check., Th••keleton. and zombies move '0 atlack and
des'roy any living c",alu... ,hat en'er lhe chamber. The only 'pace in lhe
room ,hal I. oafe I. ",op 'he "one pla'form in lhe cen'er.

loi'io'i... Check: As ....... as 'he PC. enler ,h. room. call lor InlUa,l... checks.
Everyone roll. a d20 and add. 'heir Initiative modifl.r '0 'he resul,. The DM
roll. tOf ,he .kele'on. and zombies (one check cove.. both .kelelon•. and
one check cove,. both lombles). l1>e rut 01 'he ....rount•• plays ou' In
round., wt,h charac'ers and mo,"'er acllng In Initiative ord.r. Use lhe .Iatlo­
tics In 'he "Skeleton" and "Zombie" .Idebars lor 'he mon..... ,

Marken: Place ,he lwo .kelelon mark.,. .nd lwo zombie markers around
Ihe 'qua", wllh ,he 21n It (Ihal". where Jammy .11. alop 'he pla'fOfm). The
PC markers "ar' in lhe corrldor, Usc a coin Of lIOIIIe other Ilem '0 mark
'he locallon 01 Jammy atop 'he pla'form in lhe c ....'.r oIlhe room.

JamIDY: l1>e char.c'.,. mu.1 del.at lhe .kele,,,,,, Of oth.rwlse gel Jammy
001 ot ,hi. chamber helo", lhey can have a meaningful converutlon wllh 'he
boy. Then lhey need '0 make a OC 16 D1ploma.cy check '0 calm him down
cnoogh tOf him to .xpWn whal happened. Onee calm. he tell. lhe PCa ,hat
the .mall lI..rd people cha.er1 him Into theroom, and he t.ll oafe when they
dldn't follow him In. l1>cn ,he "eleton. and zombies ..... np ou' 01 ,h. dlrl
and .ulfounderl him, He ,.lI. 'he PC. ,h. followtng alter U-.ey poln' him
tow.rd lhe e..t:

"l1l.",'. something really bad in lhal room acro.. ,he hall. Really. really
bad." l1>cn, alt.r • I'"us, and In a whl.per, "It ealll _le."
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Zombie
Zombie. Ire !he ."'",d <0fII'" 01 hom... !hot >I1.m bIe I bout IS m.y1_Ihe , nd. 01
their sinist., ,r..'on. H.K 0. nd portio'" coosum" by worm<, zombie. w•• , _,..
, in. of their gr",. clo" and 1m" Iile putrid 0,,"'.
Z bi. Lonl , Brute

Mod... n."".llnimo.. (unde.d) )(P: 100

IniUliwo: -2 Soan: Por«ption >lI; d.rl;yjsion

HP:~ B_iod:l~

AI:: 13: _ , 13; 1Io1l..:i; W.: 10

1....- di poi"",; lIni.. 10 ne,rnti<; _,OWO: ~ radiont...~.
S.... I... nd."I; It-will

.5 .." .. AC; 1<16 dlm.go

Z_bioW._..
AAt critic.1 hit to ,.. rombio redueo. h. 0 hit points "rtantly.

A1.._ .. U..Iig ....

SlP:14(.Zj 0.>:61-21

e-: IOl~1 lot 1Hl

La.........:­

Wio:IHI

c..:1HI

~ l.ocRd Door: 11>< PC. can chock the door and delOf1IlIn< ,h.t 11'. locOed.
11>< door also h... rn«hanlcol lrap thai. when ll1gge<<d by. Thlewry or
Strength ch«k LIS<d on the door.•hoeb onY""e touchln~ the door: or II>< lock
for: Jd6 , 3 damage. The t,.p ",set. art.r on< hoor. He", Ole~ opllom fOf
dealing with the <100<:

f'eIUplio<> ~b: Coil tor DC 10 Perc"l"lon ehed. when ,h. PC. >l.,.1 to
...mlneth, door. Any .haroct.. that 'LICe""', nolle..~ K.atch..
..ound the anc~t lock. It looks like the manude.. tfled to gain en"y Into
thl. chambef aIld failed,

Sro",hj"l!' A "'II"" ch..acter CaII ..,afeh the door 10. trap. by making a DC 2()
P"cq>llon che<:1c Uthe ched succeed•. the 'ogue find. Indication 01 a felIeI_
tlng mechanical ""I'. which probahly dlocounged the maraooe.. from fur_
ther attemp" 10 01"'" the door. If Ih. check lall•. the door appe'" 10 be ....
and trap-/= as fa. a. the rogue can d..ermlne.
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Th.,,,,,,y 01«:1r: If a rogue nollce. tho t,ap (by m.a.ldng ••""cn.luI Perceplioo
cho<:k). be Of .b«an t,y to dloarm It, Thl. '"'lui"", • DC 20 Thl<vory cho<:k,
If lho cho<:k .ucc....J., Ih.l,ap III dl..,mod, If tb«bock 1.,1s by 4 0' I..., lho
rogu< can try to dl..,m I, "l!alo. If Ih. cbock lall. by 5 Of mor•. tho rogu<
.p~ogo ,ho ',ap.

Unloc. ,I!<! lJooT: A rogu< can ''''''''pl '0 unlock lho doo" Thl. '"'lu',,, a DC
16 Thl<v<fy cho<:k. If th.l,ap h,.. ".." dloarmod, lho", I. 110 dan~ .... If It
hHn'l ".." dlo:lftll«l. any .tt""'pl to pick tho lock (whelh.. U .occ....J. Of
not) .p,'ngo the If"". If the rogu••ucc..dully plcko ,ho lock. <W1I II doing
50 _. 011 tho t,,,,,. tho door can b< oponod any tt.... tho",.rt...

&"h'ng Doom tiro lJooT: If tho rogu<', Thl<vory chock lall•. Of the party <1000­
n', h."", rogu<. the doo, can be bHhcd open. Thl. '"'lui"", on. cha,acter
to make. DC 18 St,ength chock, Th" I. an ablilly chock; roll a d20 and add
tho ch...cl.... Str<1lgth modlfle" He",'. a .Uua'ion who", a .poe"l .ction.
nOd afl()/fu". can be uocd. One oih.. charac.., can holp tho actlnll char.ct..
to t,y '0 ba.h op<1l tho door. Th. h.lplnll char.ct., a100 m...... Strength
eho<:k. but tho DC ,. 10. II the h.lplnll ehMact....uce«d., tho actlog charac_
t... rocel""•••2 boou. 10 hi. Of h... Strength ehoclto. n.. ChMact.... can
m.k. H many all.mp" a. thoy wan' to buh down tho door. TheU", tI .... a
ehMact.. I"'" 10 buh down the doo,. h. Of .ho ...,,, oil Ih. ',ap (ll U hHo'l
".." dl..nncd). Each attempllo buh down tho doo,. ,occculul 0' nolo
m.k.. a 101 01 not... Mol« a Porceplion chock (IX: 15) IOf tho Of'" In
Encounter Ar.a 5 .aeh tI .... a cha,act... m...... Strength chock 10 ba.h
down lho door. If the ore, .ucc<ulully hca, Ih. ,aekot. tho crca!u,.. lrom
Encounter .....a 5 (_ tho tate, accIion. -Eneounte' A"" 5101Mt 10 <J>OV<

toward Eneoun'........ 3,

Expocncoo< Paioll Award: The party dlvld.. 500 XP 10' dl..rmln~ the t,,,,,
and opening tho doo"

E"....."ta' Au. 3 (".,t 2)
Eorouotcrl.ft.1 I (4110 XP)

1I'hc1J lho ehMacte.. op<1llho doo, 10 Ihl. room. ",ad tho Iollowing out loud,

"l1>c door ope""' Into. Ihlck da,....... Wh.. do you want to doT'

Th. PC. n....J oomc 50" oIlI~h' In ord.. lo aplo", Ihl. chambe, .lfoctlvoly,
A1t.. lboy light. torch 0' oih.rwt•• Iliumioal.lho "",n., read Ih. lollowlog
001 loud:

"l1>c ehambe, I.al""" row. 01 dusty.h<Iveo and .trangely ""'pcd c,.....
Cobwcbo hanlllrom the cel~"II,and d"" .wlrlo In the al, around)"<l. 'Then
you hear • dtslurbi"ll >«Jnd from _here deep In tho dlM:Iowo: • m0an­

Ing. th....lcnI"II oound. and the .hulflc 01 heavy \ccI .lowly rn<M"II toward
)'O'L "''hal do you do"
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Inside lh. Room: Thl. was one 01 the onelen! wlurd"s "o~room•. Few of his
most J><lW"ffuIlterns rem.Un. but If II>< PC. can de/eat II>< dumber', guMdlans.
they can lind ..,"'" helpful Itomo and l~u", he""

On. hultWl zombi< on<! th= .~Iet()",gu;ord thl. chamber. Thor were~
he", long ago by Volnudar and contln"" \0 follow the ..., orners thoy we",
given _ let no IIvl08 c",alu", on'" ,hi. are. and .urvlve.~ the ...">tlcs
from &>count..~ 2.

loitio'i..., Check: A. soon as the PC. light up the room or enler lhe chomber:.
cal, lor InltbU"" cl>«:ks. Ew,yone roll. a d20 and odd. lhrir InltbUve mod~
fie, to the resull. The DM ,011. for: the zombi< and .~leton., 'Th< ,cot 01 the
oncounteT pbys out In "",nd., with <"".oct... and mood.. >cling tn lnilla­
"""ord...

Marlon: I'loce the zombie mark., and three skeleton IIIMk... tn the cham­
ber. two near the conto, and two ""ar the far wall. The PC mvkers ,tart In
the corridor.

Trnsll",,: Alt., the PC. deleat II>< UIld~ <",,"lurH. they can examine the
room. Among lhe crumbling oeroll. and dU51y vlal•. 'I><y lind 'wo pakNI. 01
1H!a1i"l/. II ~ul'.. " mloor octloo '0 drlok al"'lloo. Afl.. d,'nklng II>< I'Oliofl,
'hechuocler .pend.. he.,'ng .urge aDd rog.alno 10 hll 1'0'0".

If "oyOlle d«:id.. '0 ..arch. the choroc..r ,hot ge" II>< high.., r,,"oll
P..cepllOll ch«:k 0""" 20 lIod. a ....gIc wcopon wrapped 10 doth. 'The
weapon ....'ch.. 'he chofacter'. primary weapon. except 'hat II I... 1
""".1011 ol thot weapon (meanlog It Iwo a magical .1 boou. 011 attack aDd
damage fOil. and de.,•• Id6 damage 011 a c,'I). For example. II Rcgdv fOil.
'he highest Scarch ....01' ovef 20. he lIod. " '/sr=UIOOrd ,ha' he can use
lo.tead ol his mundaoc weapon.

Expoc nce Points A.......d: The party dlvld.. 400 XP lor deleallog ,I>< undead
mooste .

E"c...."tu Au. 4
[ocounter !.e>'el 3 (600 XI')

Wh<n II>< chv..te.. approach elth.. ot tl>< door. that lead '0 thl. room.
read 'he loll_og out loud:

"l1>c door: ....ad ts closed. You con heal' chaotlog C«IIlng from beyond
,I>< door. but you don'l oode"tand 'he word•. "''''at do you wan' to do?'"

The dOlI" 10'0 ,hi. room Sfe 001 locked. The PC. caD open them ea.lly.
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looidr Ihe Room: The UfOl thlog lho PC. nolle< uJ>On openln~ the door. I.
that great pa"" oIoomlng e",l. (called br:azle..) arc .lluated 10 either .Ide
01 both _. oj doors. filling Ihe room with fl ...Ughl and .mokr, 'The oe<:ond
thlog thcy noIie< Olr the two e,r.ture. Irnccllng hcforr a r.loccl plattorm <:<IV_

erlng the left half oIlho long w.11. The e,ratures Ole kobold., bul thoy~ar
hellcr armed and armored than the kobold. from arca I. Alop tho plattorm.
tied up and obvlously trtghteoed..... the b.1 two lowosfolk _ E10l and Tob,
The third thing I. that tho <'Illirr right .Ide oIlho room Is eOvefed In curtatn.
01 thick. c1loglng webs.

If tho PC, <'Ilter quleUy. thcy ean.u,prt.. the kobold•. Th.1 "",an.lh.. each
01 thr PC. con perform oor acllon (either, move or .n .ttock) betore lho
regubr round. of Inltl.11ve hcgln,

Whon lho hattie I. fully jolncrl. Sperrtn eroergco from lho _bs 10 .ttack thr
Intruder., Sperrln I. 'glanl .plder that tho kobold. wor.hJp ••• god, 'The
townofolk .re "",anI to he , mcal and. ,ac,ltle< tor It.

loit;"ti..., C1>cck: Evefyone roll•• d20 and .dd. their Inltl.llve modlUer to
thCfcoult. Thr DM roll. oner for the kobold. and oocr tor tho giant 'plder,
Thr ....101 thr <1>Counter plays out 10 ,ound•. with eharoclrn OlId momlrn
actlog In Inlll.llve order, U.. thutall.llco In the -Kobold dr"!l"".hicld- and
-Giant .plde" .ideh.ar. tor the mon.ten.

Mukcn: Place two kobold mar""n nCOl thr left .Idr 01 the long w.lI. The PC
IIIOlke...tarl at whlehrvrr door they opened. U.. a coio or oomc othor Item
to IIIOlk the loc.lion 01 EIar and Tob .Iop tho pbtform, The 11,,1 time Ihe
glOlIt .plder gel! to acl. place II! mOl""r on the ,Ighl .ide 01 the room.

Expr....oC< Poiolll Award: The party dlvldco 600 XP tor defeallng the
kobold. and giant .pider and tor rescuing E10l and Tob lrom lho room.

E"<....,,ta' Au. 5
[orouoter !.ftel I (300 XP)

Two ore••tart oul In tho pOlt 01 the eorrtdor marked -5- on lho m.p. Placr
their "",,""n the... when onr ot the following takco place: The PC, ..ep loto
• "lUOle morr than halfw.y along the corridor. or tho ore, make ••ocecodul
Pererplion <hed whon the PC. make nol.. trying to open tho door 10
f.ncountCf Are. 3.
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Kobold dragonshield
Kobold. ore 1, lizlfd-lik......nom ,bout the silo 01 h.llIinlll, with I 1M, .eoly hide, .nd •
homed, Ooojlib d. O"lI011.hield....., sea" ,,,,,,,,.nd <1"1' ot>o~ _ •.

Kobold Dng hid

Sm." nOlUroll!umonoid

LonllSDlM<

XP: 150

Son....: p""ption .2; d.mi.ion10_>4

HI': «; BI-..t: Z2

AI:: 11; _oM, 14; 1IoI1u: 13; Wi.: 1]...~,
SIIor1 S...... 1'lInd,reI; .,·"'llt Wo_

" .." .. AC; 1<16 .J ',m>ill,.nd the 11'11<1 is m.md ..... the end of the.oboId
""'lI""shHM. "OX, 'L>m,

D,_aie'" T.etic. (immediate ,..clion ..... n on odjoe,.. _my shifts OWlY or on onemy
"",ve. "j"ent; at-"'II

The kobold dral/OOsI1ie4d _ I .quare

-~The kobold orallO"sI1ie4d gain•••1 bonus to _ck '0" ~,.oboId .Iv ,dpeon! to the
'''11"'-

SIIilly (mioor; O1-will
The kobold shifts , .q..'.

Alito_1It hil

Lo........: C"""""". Draconic

still, A,rnbotic. +1, S".1th .1, Thieve", .j

kI4[<J1

l:..: 121+1)

lin: 131.1)

lot Ol~)

Wis:l1h21

Cllo:IOI.U

E......... xolo armor, "'''Y shield,.oort sword

U.., the orc >tatl,lk:. tn the -Ore" oldol>." for thl. <DCounto,. Those two e,u·
lu",. COIl ~ enc()lJnl.~ .1oM, or th~ con join the undead In f.ncr,yntcr
A",. 310 make 0 IIlOr<' <I\oll"'glng encounler,

loitioti..., Check: Mili lniliollve che<" .. you ha..., been doing throughout
this od"""turo.

Upeneoo< Poiolll Award: The J=1y divides 300 XP tor defe.o.lIng the orc
f"trol.
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Giant spider
A ~i.nt .pid., i••n .ggr...jy. pred.to, mil u•••• poisonous bit< to .uOd...nd ...ntu.1y
c"""mo prey.

Ci... Spi.... I......n [lila _

La,~ natural b..It l1pid<r) XI':m

In_ .2 _ P.rc.ption '2; tro"""",n•• ~

HI': lal; B 4: 54

AI:: II; _ , 16; 1Ie1l.., I5;WiIl' 14

s,.0It 4, climb 41..,;d., ,limb!

Bila [lIanda,d; at-wil! • Poisoo
<6 ve".. AC; IdlO .3 d.m,~,.ndthe ta,g'" tab. _in'l5 ""'.on d.m.g••nd is
"owed I.....nd. both!

Claw l.tand.n1;,,-wiII!
<6 ve".. AC; 1<16 .3 d.m.~.

0"" Altack IIt.ndaro; ,,-wiI!
The gil11t ""d., m.h. two <I.w ...., ..

Soi..... _[lIand"d; ,cch..~ 551 Poison
CIoI< bl..t3; .. veBU' RellcX; Idli <J """"" d.m.~., .nd the ta'II'" is inMnoIJiOred
I......nd.!

....itn_nt Un"gned

sti.., Acnlbatic••10, St••1th .10

500:111·5)

Cao,14[-hl)

O..,II[.I!

lot 11--4)

Wi" 121.1)

Gh.:II<lI!

Wrapping up the adllenture
What hapJ><fl' art.r lh. PC. ha~ .""""..fully reocueclthe town.folk' They
.hould return 10 the town .Id....nd claim their reward (1.000 Ill' to .plll
amoo~ the party). 'They ""'y wanl to relurn and fully explore the ancient dun­
g«>n. What n.. In the ron1dOf' beyond whal the PC. ha~ already oeen'
ThaI'. up to you, a. lh. DM. 001 you could u.. It a. the ba.l. "'the n",t
ad~ntureyou ereat. from ICraleh. Try It and ha~ lun'
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Ore
0,<1 are ogg<e..ive h....naicIs.,;m g..... ilin, <...... hoir,.nd bnI,-like lacos. They hate""'o­
""." 00' .... to d..tmylhem an ...."'-

M.<lium 01"",1 k..."",id

lrtoll Skinoi....,

XP: 150

Ioitilli..: .\ Sens..: Perception +1; low-lig'''Yision

HP: 46; 81........, 23

At: 1/; _l~; IIol'IoJc 14; W,II: 12

S,..~:6

Gr...... Istaoda,d; O1-wi1I • __

....,su. AC; Idll • ] .....g. (crilld12. lSi

H.~... (standard; It-will • w..po<
ROOQ<d ~IIO; .1 versus AC; 106.3 d....1'I'

AI ......... Ch..,., 0Yi1 LMI_oo: Common, Giont

Skillo: Enduraoc. ". Imimid." .~

5.:17(>41

e-141.1)

Dole IS I,l)

Int!hlll

Wi>: IOl+H

CIlo: 11.0]

lqoi"",...: I......, ormor, ire....o, 1.... hind....
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Chapter 25

Keeping Your Players Happy
•••••••••••••••••••••••••••••••••••••••••••••••••
1ft TIIis Cltqtr,
~ Knowing t~ pla)"', lJ'P<"

~ ProvIding <hallonge< to.- all P"ye..

~ Miling.t= that ~rybody Il,.. fun

~ n..cldlng what klnd 01~ you wont to run

•••••••••••••••••••••••••••••••••••••••••••••••••

AgrNl Dungeon M..'er doesn"t mc...ly ,un a gcod DlJNa:.<Hl '" llo.I<JoN<I
ga....' he or ,h.oI,oleli. a 'I>'dlng "Ofy. The D&D gam< work> Un< ..

• series 01 tactlc;ol =rclRs and problem_og J>Uzzles, but • 8",a, "Ofy­
tfiler In the DM', ..., can .lev.tethe g;>m< to • whole oIh.. 1"",,1. BuUdlng
10'....lIng slory lines and "Ulalns fOf your odvenlu1es and presenting your
players with the IOfl 01 challenge. they want to face 8<"'" along way loward
making you, gam< memorable .nd long-...llng_

In ,hi. chopler, _lell you about otory-bulldlng and 'toryteiling In the D&D
gome. and we .how you """all"". game-p;oclng. and comp.1lgn_bulldlnll
tips good lor any D&D ga .

FifJurinfJ Out Your PlalJers
The 11", rule 01 any enlerprl,e I, 10 lIgure out whal your cuotom<fO wanl and
g1"" It to them, A D&D g;om. I. no different If yOUl play... juot want 10 Idll
mon.tero and no! Ihlnk too hard, U><y're no! !/Olng 10 bo happy wllh ••ublle
murder my.tery or combat~lghtcourt Intrigue. SImilarly. If your P"Y"ro 10""
to Imme..... th.m..I"". In lhelr chMoct... and ....joy the p1ay-octlng mot.
than anything el..., thoy won'l bo hawy II you pre.....l a"",,"tutell thaI don't
g1"" them opportunlU.. to talk 10 tho creatur.. and ch.,octe.. Mound thom,

Mo.l P"Y"'" lallinto 0"" oj lour !>uk categorle,.

'

''' Acton: n..s. are p1aY"f' who <1ljay roleplaytng lor It. own .ak.. Utremo
octoro would bo lust a! happy 10 play D&D II II had no rules .1 all. PloY""
who like thl' "y" 01 play oil.... choooe lhe rangor and rogu< d........ Thoy
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Ilk< adverllm"" thaI have lou 0( opporlurlllies 10 Iolk 10 NPC. (nol ",.1 v1~

....0. and ",emleu). and Ihoy lend 10 dl.llke odveotu,,", Ihat o(f.,.- nothlng
but com""l eocounl....

... Puuk40l~on:Thl. Iyp< 0( pla)"'. Io~ llgurlng oul rlddl.. and chal­
leoges 10 the g~. and noI Juot by ",lIlng dke as cha.oct... In the
game. Extr~me J>Ulzl~lve.. would be Ju.l all happy In play D&D wllh­
oul rul"". lust Ilk< Ihe eztreme oclots. Puzz"-'~tsoil"" play clerlc.5.
rogues. and wturd•. Puzz~lve.. dOII'l mind combat ~llCOUote..
becau.~ beatlog locllcolly choll""glng ~ncouote,. (.uch •• arche.. 011 a
coolie woll) I. ",Mng puzzle. oI.or...

... Hack-aod n: These ar~ playe.. who Ju.1 love In light and beal up
moo The blgge. lhe flghl. Ih~ happl.. Ihoy are. Hock-aod-ola.he..
IIv~ fn. dl.hlng 001 the damage. and Ihey"'~ locllned 10 like the rul..
becau.~lheg~ .uleo help Ihem Ugur~ 001 how much damage they
coo deal 001. Hack-and-olallher. oIt"" play tlghle,. and win,,".
Obvlou.ly. they like odv~nlure. wllh pl""'y 01 moo.le,. 10 fight. and
thoy don'l Ilk< od"""'ur",, lhallovoi"" too much lalklng.

... eom""lilon: These ar~ Ih..... pia)"'.. who play for lhe th.1l1 01 wloolog
10 whateverlnrm It mlghl take. l1>ey'r~ happy 10 tlghl big IIgh.. and win.
bul unllk< the ha.ck-.and...laohel. thoy're just .. happy 10 win by dolng
roleplaying or ",Mog lough puzzl... Compe1tlor. l~nd 10 be h~avlly

~ngagedwlIh Ih~ ru .... and Ihey dOII'l like 10 lhrow 001 the .uleboo,,".
You can throw a voriely 01 chollenges at a compelltor. and he o••he"
happy. Competitor. 011"" play cleric•. IIghte,..•nd wturd•.

Now. here'. the Irlcky parI: roo probably ha"" pia)"'.. 01 more Ihan one typ<
10 you. game. One pia)"'. may be an oclo•. aoolher may be a ha.ck-.and-oluhe•.
and • third pia)"'. may be a compel Ito•. The beot w.y 10 keep eve.yhody
happy I. 10 .Imply .IIemate lhe type> 0( eocount~.. 10 cal~. 10 you. playeu'
varlou. 10te.""I•. Inletspe•.., roI~playlngeocounl~.. wllh combat eocoun-
I... and challenge eocount~... and you can maU ncltlng ..."""Iu Ihal
feel varied and lre.h wh..e everybody gel' Ihe game he or .he wanl lea.1
"""~ 01 the tlm~.

rable 25-1 .umma.lze. oome key "'""nlure ch..acl~.I.llc.o. le..u."" and
which p1aye.. are happiesl with Ihem.

Tlbll2S-1 PllIf1lr Prl/lrlncls- - _. 'd_ ---CMt..,uri>ti< s.""" ,,~

Bi'j bultlcticd.,. ~'" ""' G"ot ~

~mple fiojhto

~g"" with difIi cult ~'" ,." "," ''"tlcti.al chdeng..
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- k~
_.

~- --CMtKUristi< - ,,~

C~O""'''IlIJlPS "'" Gr." •• ~

thlt eon bo ovoid.d
wittI some thinki"ll

[".0"""" thlt GrOll ,~ •• O'.y
ofIerthe .h.ne...
q"..rionHPCsor
p;ecetDg..h.,
.ilI.re", .tories

Monste"whonn Gr." 0," ••
.. ne~OIi...d with,
Oo<ei>ed, or bl<Jff..

Simpl. choie... "'" So-.o Gr."
.lSyto determine
the IIext """'. or
cour...h,tio.

Corr1l>I.. ,Ooi, ... 0," •• Gr...
"'"II\' diII.rut
WO\'ll to proc:••d

Rich ...qm...... Gr." ,~ 0," ••
.nd story ."'men"
O~rtunitie.", "'" So-.o Gr." ~

"'''IS"'';,IO••
ridi,..... "lions,
.Oow off, or 00.10"
YO"rse~big or
q"••n

O~rtunitie."'g.. So-.o 0," ,~ ''".heoObyl.~

the rul.. ben.r than
.nyone ....

@5 If you'~ Irylng to ""'p everyou. ~appywith t~. """'" odV<1llu~. try to
Include some "80'><1" or -g~at- .ll""Uo,," tor .ac~ ploy.. at your loble.

You'll lind thol hack-MKl-sla.h... or. a IIltl. difficult to ent.,laln: they l.nd 10
be ImpaUent ond onxIou. to gel to the next fight. ond mo~ thon • lew hack_
ond-sla.h... Ilk. 10 look lor w'Y' 10 monufar:tu~ lights Uno"" are at hond,
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Thl. table rnau. ~k_.and-slasherslook like the wont pl.ye.... but that·.
!OfOewh.l ml.leadlng. U1IlO!1 01 the playe.. at the tahle enjoy' 101 01 e<>mbat
and view playing D&D as • w.y to let 011 .team by prelendlng 10 klll mon­
.1en. well. woo·. to oay th.t'. IIOt the rtght w.y tor them to pl.y the game?
Hack-and-slashen are oIlen prelly knowledge.ble aoout lhe rule! and tend
to run ded.tve and effecttve characlen. So",. they·'" Impatient to gel 10 the
fun. but • hack-and-slasher .t the lable can go • long w.y low:ud koeping the
oIher pl.yers movlng and moIlv.ted.

NarratinfJ the Ad"enture
Knowing whal yom p1.yers like and c.tffing to them I. _hlng 010'" than
good m:uketlng. But a crummy movle wllh gre.t m:ukollng I• •1U1 • crummy
1Il<lVI<. What you need 10 .orne lI'eat wrttlng and directing to get an enlertatn­
ment aperlen<e lhat will h.ve the playen on the edge! 01 thelr se.to. So what
can you do to run • game that'. f••t_paced exclUng, emoUonally charged. and
makes lhe pt.yen feel like lhey an .I.y dragon. and challenge god.?
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Getting readYI Ijett;ng organized
It's "" .Imp~we hesitate to mention It. but _ wlll anyway: II< 'cady to run
your g;ome. Read .I>..d OIl II>< adventure you'", running. vhuallze how
you'", golng 10 sol up the key ...counters and decision J>OInto, and pt." lor
what you',. 801°8 to <10 wh... the pl.)"''' tm. wrong tum. You shouldn't
be ...,Iog on cn<:«Int.r for II>< n"" Ume whorl rhe playen klck oJ><1llh< door
to Room 1 and storm In.lde.

The corollary to reading """ad I. organizing y«Jf m.terlal. 10 nm the g.....
ofllcl<1l11y and oIf«lIvely. Nothing b~ng:s a~ 10. cr••hlng halt II~ the
OM u.ytng, "Uh. hong 011 guys. I 8011a do "".... rNdlnll" Ps...1nll for • mom<1ll
to ch«:k your nol"" I, on< thing, but >tIcking your nooe In 'he book to ",ad
for: 10 minutes mNnS 'hat your playen .'" .rtttog around doIng nothing but
w",chlng)'«l ,.od. That oIn"' We.t ""terl.lnmenl.

Good way. 10 be p~<d InclLKle the following:

... a.eck tb. ruJ...h8d of ti....: II you ."" that you',. likely to run an
<1lC«ro'" InvoMng a whole gong 01 "".111.0. refresh your memory on
how the g= a"oeD work and reod the mono'" description the olghl
belOfe the gorne,

... Make -... io yoor """'010"": Plan ..,me oellon. Of 'ped.l """"'. for
your monot... and villain. obead 01 lime, Think ol>oul Ihlngs thot NPC.
mlghl ..y Uthe ployer. wind up lalldng Inoteod 01 nghtlng.

... Ileep. IoIder. O<g;anlze your odventure 1101.. ond any record. you're
keeping (lrea.u,e Ihe h.."", lind. Nrc. they meel. ;and .., on) .., Ihal
you con ~uk:kly lind InfOfmotlon when you need It du,lng ploy.

Creating ellocatille scenes
Your pla~rs Ole Immersed In an Imaglnary world 01 ....rlng beauty, awesome
mogle, and hOffOr beyond humMl endura""". It'. you' lob to get thl..CfO..
wllh eoeh scene you deocrlbe ond e",,1)' oellon you' mon.lers ond vlllollno
loke, You don'l ha"" 10 .tk:k Ih,... adjectives In fronl 01 every charoel.. or
objecl you d..crlbe In Ihe gome. but you don'l wanl to folllinto the rul 01
droning. "l1>e mlnotaur ,wlngs. He ml.... , 'The mlnot""r .wlngs .ogoJn, Uh,
he gel. an 18. Does that hll you?" Put.orne zip Inlo It'

Bori"ll' "l1>e room ill 30 fed by:lll feet, 'There'. a don< In the north wall.
and a ..ot,way leading down, 'There'. Ml ogre In here."
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lIdter: ""The mom ."",11. dank and mu.ty. II looks Ilk. an old celb', wllh
'hick cobwebs In 'ho hbck...... ,aI.., .. A 'owe~ng c,ea'u... wlth Ion~

a' and 0 crookod, lang-lillod low glo....., you, clutching 0 .ptkod duh
in II 'od lI.t., IIohlnd II you 'hlnk you .... a batt.ted ok! doo.- In tho
north wall, and 0 set 01 .to3.. Ioodlng down Inlo dorrne..:
Bori"ll' -n.. ogr< ch"'ll"" ond allack•. II mil..D, I' hit. you for J7
J>Olnt. 01 dllfIlOll<.•

lIdter: ""Th. hulking mono'" 'hmw. back lis h.od and howls in '''II''. and
,hen I' 'hmw. Itsol! .. you' It brlnlP I...plkod chlb whk>tllng down In 0
doadly ore _ that'. 0 73 to hit. Unnh' A ml~hly blow oend. you reeling,
You lake 17 points 01 damaE/'" 'Ho' I SMASH" lhee 'u... boIlowo:

8ori"ll' -n.. holl hound b....lh.. I1.... You '0k. II II dllfIlOll<.·

IIeller: ""Th. coal-black hOUIld .udd..,ly bolch.. out • gr••' bl.., 01 ..,"'_
Inllll""" II.,.,.." You "'ke 8 point. 01 II... dom_'

Using the cut·scene
One handy Irick fo' DMlng multiple la." at lho ..,.,., 11"", '" tho cut.,.c.....
H..e"o th.ldoa: GI"" on< pIoye' and who,....." t..k h.'. Involved In 5 10 10
mlnu'.. oj you, tim., bul lhen pUI 'ho' .ltuatlon on hold or.d .wllch ove, 10
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work wUh another pla~ron whatever .he'. doing. If. 11k< • movle that hop.
betw.en a coup" 01 dlffe",n' charae.... dotng dirt...", ,hln!p. If•• grNl
tool for: ~jng b<caWle II let. you briefly ·dlffhan~· a pls)'ff In a <"'"11"'11_
Ing _'lion (whkh build. 'u'!"'....) while you Involve onolher player who
olh..wl>< wouldn', be Immedlo'oIy Invo~ 10 the OCoffie (which re.p. the
players out 01 the key action from gelling 00""').

Cut-x...es WQfk~t wh.., the parly ,. spill up. II oom< charoct '" tlght_
Ing 'gal"'! ......In. In a dark alleyway while other charae '" trylng to
help the.""'" ombuoador m.akoe her ,",caJ><. you can ea.lly .wltch~k and
fofth bet-.on the two groupo.

Cut...,...,,,,, 0100 work on ••mall.. ",ale. when p1a~rs arc engaged In dUrN...,'
'uk! In the ...... arN. For aamJ>l<. oay that the Pes .'" ....dllng through
an evil wizard'. laboratory. Or.< might be ..,archlng for """rei doors. soother
might be koklnll through the mysterious old tom<s "" the boobhoillor :my
In,...""lng duos. and a thlrd pl.~rmight be talking to the wlurd·. e>J>lI"". a
hu....n hero chain'" to the wall. You might .tOlt by DMJog t~ p1a~r·. C<IO­

"""..'ion wlth the caJ>l"'" ~ro. Tn." whorl you r..ch all'K'! bfeak In ,~
coo""....'loo. you .wl'ch over '0 'en anol~r pbyer what ~r rogue tound
whorl .~ ...",rchcd ,~ room. Then you .wltch 0""" '0 ,~ P"'ycr _ ChOl_
ac'" wa. looking .. ,~ books. Iu 'he DM. you'~ the dlrc<:'or 01 'he movie:
you deckle which player you'~ going '0 lalk '0. lor how iong. and w~~
you'~going '0 cnt away 10 next.

Runnin(J a Fun Game
If you'~c"'allng In'e~tlngadvcn,u~ lor YOU' pla~n and you',e doing a
lI'K'! job col ""rratlng and pacing the game. you'~a~ad col the elghl ball.
Ho-...... 'he game 150'1 an ahou' the adven'ures you wrlle and your ablll'y
10 dcocrl~ Ihe aclion _ you wan' 10 run a lun and enlerlalnlng game as
much ua ,""lk,a1t'" one.

Using props
One grea' way 10 take your pbyen from Ii.l/cning '0 ."P"';"ncir>g Ix 10 In'ro­
duce oomc prop> In your g>mc. 1I1~ pbyen deI.a' I~ .Iy rogue who'. bo=J
carrylng cod'" 1OCJIxagc> tor the lh1cvco' gulk!. mai:. up a oc' col cryplic cOO...
meso..,.. all.ad col time. write lhem 00 a pi"'" col paper. and crumple U up tor
cflecl _ and It you .taln the paper wllh ,.. or coif"". you might even get ~ '0
look a Iliti. like parchmen'. (If you don't wan' to meso wllh .,,'nln8 paper. you
can nnd colored paper and parchmen' paper at ,ny coln"" .upply .10re.) Nol
only will t~ puul~""'n In your group have a g~al lime nma""Unll you'
code. but ~ryoo••1.. wlllllke "...Iog around a tanglble object Ihey can
peer .. and .'udy. lu" ,. thelr dw:acl.... would.
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Old~ and 'oc,.. me..a~ are euy proP' 10 come up with, If you ...ant to
lI" ~ .Iep fu,the,. I<y handful. 0/ old col... ("prdally foreign currency). 1M<>!
card•. boob In foreign fanll""lf"O. and ,,,",che! 0' art......k. Anything thai felo
your ploye", "huallze the lICene or Item you're describing "erbarry 1. gtNt,
Not """'y encounler or chalfenge deserve> a prop or handout. but a fe... here
and the... go ~ fOl\g ...ay to...ard keeping your ploye'" Interested and alerL

fi"•,

One prop you might not have lhoughl 011. a ooundtrack, A little mWlIe ploycd
ooItfy In the background .. you ploy lhe game can~ very evocative, Yoo
...ant to cotulder you' mu.1e choice carefully, 01 cou"'"' the l<lcaf piece 1.
lIOt1Ielhlng that'. orch..lral. doeon"1 have many d. or .Inglng for the DM
to compete ...11b, aud Irankfy jWlt I"". like It fit lth the D&D game. Movle
ooundtracu can be (ll"eat for thl•. copecWfy lrom lantasy or IIClence flclion
movie> _ you c<>uld do ;vone than to play lhe .oundtracu for the three The
Lorn '"1M Rill//' movie>. for enrnple. Some comp;ool.. acl...lly produce
ooundtracu .peclflcally 10 "'...... as roIeploylng baclground m",le.

Table rules
E"'")" groupo! D&D playen (ll"odualfy cvolve! a set 01 ..bIe roo" _c<"",,,,,1loOlI
for .Iartlng n..... chuaclen. looIdng up rul.. on lhe ny. urging oIher ploye..
to take 'pecUIe aclion,. or .Imply ,""elher 10 rerorr or ...~ all till", ...hen a
die I> cocked 0' fallo on !he ncor. "'eoe rule. really don't have much to do
with the D&D game. be<:aWl< your table rul.. mlgbl concet....biy apply 10 any
number 01 other gameo you play ...Ilh the ..me (II"OUP 0/ ploY"""' But Il'. a
good Idea to layout your expectation. on thl. ourl 0/ thing belore an argu­
ment comeo up ahout "'hat I. or I.n·t allowed al the table.

Some thlngo you oughl to clarify ahead 01 time Include lhe foIlo>vtng:

... What 10 do ...hen a ploY'" can't make the game. (Specllleally, 1. hi. or
her character pre~lln the party or not. and ,",,0 conlrol. the charac_
terlfheor.hcl.n

... Whkh rulcboo" and .upplem"".. you allow ploye... to reler to In ploy.
(Many DM. prcler lbol playen don't look up moo"e", In a .'tbu,."
Manlla/ ... hlle their characler. a... lIghttng the cre~lu... tn qUe>tlon.)

... Whether or not you allow "l~ke bacu" If a ploY'" figure> out that hi. or
her ~ttack roll ...alI re~lIy ~ 24 lO>teod 01 a 21 alter ht. or her action I.

~"

If you'... a ""'" DM running the game for an experlenccd group. you mlghl
...ant to .Imply adopllhe tabie rul.. o/lhe prcvlou, DM until you lcel com_
ro.-table ...lth t"'tIluting your own. You can find ~ good dlllCUSlIIon 01\ lable
roleo on page 14 oj the 0unge0rI Ma.Ie'·. Guld<!.
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How honest should you be?
Your< OMiI>;. furi"". fight Jo...,' ~."din
B.redd gm hit by I!>e 0'0'iI wilord'.~ bolt
.rod gets I.""dod downto 1hit p<>inls. Thenthe
";""', OOjle h,,,,,hmon rob 0 20 ago;n"
a.roOd ond I<or.. 0 critic.11Iil with hi. groot­
elob. 8. roOd', P'II to .Il • lot 01 d....U. with
thot .Ita,1:. 00 \'Olllet1his luc.... Oil kill Bor<dd
outt'I11,1 0, do I"'" fLOlie ,.. ,null ,nd tell
Jim••"'", Bar.Oil goth. for ISd.mllle, ' ..p­
.... th. <riOco' to your,elf so ",at I"'" don' kill
Jim.,' ,h.,.",,? (Now, ...n so, Bor<dd', It
-1] hi! poin!>. wni<h ....n. hOI Uflcons<iou.
.rId dyinoj-l

To",. ;",", In ...y ......, to thi. one. Som.
OMs let the die<! do me;, wort, ond It><'; don"to..
0"'1 br..ks for .... p10y0r ,h.""",,, or I!1e bod
lIL11'S- Other OM.I..I"'". ,"",._ d..... is.
pr<t!'t bill O<CUffer><:O, .nd ;, ,,,,,"Ido', hl~pen
"by mistake- - SO," long •• th. die< wore
,01.. behOld the O/of. """onI.. ace ouorv that
• OM 0'" to 'eep ""'<sInd mop. hidden hom
.... ployenlond 00 ployon oI>..rwd the ,.soll,
it', ok" to fudge by ."""""".... 0 mill or two

"""" I monster "'oily...,.... ho.. ""-

Our I<cOImIend.lion lor I beIi"'ing OM i. to
r.ooid fudg...... I rod lD lot yoor pIoyou krow yoo're

Game balance

goinojto let .... diu f.. where !hey moy. ~ i"'"
do d«i<!< to fudge the lice boom the .. ,.en,
don', IIlIKKOICO it to to. ploye" Ind don', mil.<
it otMOUI. You IholAdn't intercede to r.., ..
.....,. eh.rlCler on the thfeshold aI deoth,
boo.... ~ your pI,ye" ,..m "''' Ihe,i. no
ckenco fut their ehm<1Ors to be kiled, Ihe~

.~ althe III"'" bo diminished - no
ri.k ..... no ,kolen'l. ""' no ""lIO'lH. And if
to. pI,ye" Inempted sornethin; 111" w•• 0bvi­
ouslyhi#I' """ [""imply ltupidI, 1OO....LAdn't,rote" lhem fr<llll the con.eq..""e. ollhe~

own poor deeisOls.

One roore 1hing: J uS! bee........ OM rnoy hoIlI"
tt. rob .....,._.nd lhen, we .trongly""'"
i"'" IIDItO try to ",!his ••• ployor. Whon OM.
·che...• it'. usulllyfutthe <fIooof~ the
ploy oxpe<ieoce aI ...ryone It Ihe IIb1r1. "you
chelt by pretending 100 didn', roll b.dly •• I
pI,yer, 100',. doing it to belt the g...... ~'. only
goingto Ioodto. dinio;shed ...,.rie<I<. fori"'"
Ind moy, i1 foet, ,"".e.lDtof_ oround ....
tlbll jf i"'"',. <lUll ht cIoinlI it. MDSl ploye" <.In't
lbide. ,hOlter, oven """ who'. on""" side.

~p!ng a~ tun ond In"""'llng 'O<fuj~ that you ~p an~ on the bol­
"""" 01your~.~ balanc. bukally comes down to the= two osp."":

... Me-.r. risk >=till "'.....d. Thl. buicolly m...u~ how dangerous
your dungeon I. comp"~ '0 lhe payoflln tfOOSUfO. esperle-n"".•nd
the fun your pl.yen ge' oul 01 the game ....Ion. Uyour odventufO' luot
CfOam party oft.. parly oIPC. Of 11 you con'l remember the last 11m. you
gol • PC down to holf hi. or hOT hit points. your game mlghl be out of
b.lanc•. 11'. nol fun to lose all thellrne _ and believe It Of nolo It'. 001
really lun '0 wtn all thellrne.•llher, A healthy game t.atu,.. a 'p1lnldlng
ot selbKks.nd relreats thaI the pl.yen can learn lrom,
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... Wfich old lor....pc tru..,.... thfi ;" uoduJ only lor ooe character.
If you p<Jt a .4 flomilllJ *""" ba""rd ,worn In J'<I'Il advcolurc. J'<I'I have '0
ngurc thaI ,h. ngh'... tn tho ""'If will dalm ,hi. It...... If the only o1ho.
choices In 'ho mon.te. hovd arc a ,2 ring 01 prol<ctioo and a couple 01
po'iofu 01 hcalf"!/. oomchody In tho "",ty Ju.l lICorcd 'en tl""", betIc.
than OVCfy\>ody .1 ... You can give unkjuc and pow...!ul 'rca.u.", 10
char.c'..... bu' you con·t give those U...... '0 'ho ..me charac'... eve.y
gome ..".Ion.



Part V
The Part of Tens

The 5th Wave._- By Rich Tennant

-! do"',, ""l!o"t \.0 be~i" t.he 'RDijve. I ""lJo"t
\..0 be OiH. the roofer,.,.;ho '<'las $el\t he.-e 1.0

check for le3ks ill the c.eilil\9-·



In this part .
T.... port iIIlro<Iu<s J"I' 10 pl<b .... the bell
1~__ Io_lOonate,......~

,,_p""" rooD _ You an rud about thr_
opoIII to odd to ony w\urd" ut... repeft<IIre. or \he
_~Io<_d<n<to"""""U"'Of""_
III' You an eDIIIID< our _ b II.. bell fWlt... .-.I
......__ inthe ....~_......

l"'" _ with us. You CAn 1'""*our oe/IeclloNlor ,he
top ,... mom'en lor ad> 11K 01 play. and we~ why
we lhmk 'beoe c....,ur<s Inp _ 01 the pod: when ~

e<>m<s to clu!l<ngl"ll _ ........~k "," ...h.. we rud
whrn we want to relax and he InSpired while owO)' from ,he
yomlny lable. M.o.yhe you'U ..., oorned""lI )'QU I'" ha"" 10
.ud f", )'0".....11. Enjoy!

w



Chapter 26

The Ten Best Fighter Powers
•••••••••••••••••••••••••••••••••••••••••••••••••

II 'tw'..., complicated .boot fighter J'OWc...l Flghte.. hll the~ guY"W ~I!h .. bl8 hun" 01 molal _ u,u.aJly .hMp metal \\'ben .. lighter III
higher level. ~ Of ..... hit. h.,<ler, How I. that conJuslng?

Choooln8 II>< _or oUering ,.... biggest damage J>Ol<1lUoI al every 1<""llsn'l
.. bod o..ategy. But we',. g<>Ing to help you mix up oIlense. defense. control,
on<! = ..'I1I'y by J>Olnlln8 001 ~rs that Irade oU <!a....S. fOf .t~1! lba'
are even more useful. Sometlm.. oolng .. pi'" 01 d>m.oll" to or>< ltlOIU'er Is
"""ctty what you want, but otU.. II""", you want to hI! muilipie foes or hll
""" roe and odd .. n..ty .Id. enoel like .tun or daze to your attack.

The ""'y .n<oky and confusing things you 00 need to look OIlI lor are ,h.
_;opon keywords OM""lsled wUh Ught.. exploH,. Yoo can us< any flgh'..
J>OWfi wUh "'y weapon ... but m.ony pow.....Imply work better with ...~
cllle weapon. and you'", ml..lng 001 If 100 US< the wrong _ap"". Wore 001
(IOIn8 to worry about w"J>OIl keyword. In ,hi. lI,t 01 ton best ft~htor J'Owers.
but you should when you build your eh""acter's list oIlavorlte powen.

We. excluded J'OW"'s 01 161h level or hlgher from lhl. Ust on J>WV<>Oe. Naturolly.
hlgh-level .><pIoit. ""e betleT than Iow-level exploits; U we compiled. Ust ol
IIghler ..pIoIts strictly by J'OW'" level w.d use len epIc-levei oxpIoIts. 'ThaI's
not so u"",ul U you'", pl;oylng. Iow-levei ftghleT on<! you'", lryIn~10 do<:lde
which power you ueed l1ght I»W, This I•• ll>t 01 teu !I~hter J'OwetS that wtD
help you' eharac"r II'" oIf 10. great start In h.. U< her career, 001 tho ten most
.~ lighter POW''''

For. full deoerlption ol ••eh J'Ower (lts effects. amount 01 dam.1(le de.aJt.
durotlon. and 110 on) IIsled he",. !lee Chapter 4 01 the P/oy<r' Hand_,
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10. An"il of Doom
13tb"'vel enrouoler al'ad _r
One 01 the mool J>OWerlul rider e/led. )'«I con dl.h out In on attad I. >lun­
nlng: when )'«I stun a mon.ter. )'«I take away It. nexl lum. ond )'«I also 81""
all your aJlles combat advanlaE!" (a .2 bonus to hit) "lI"'nst thaI monster
unlllil recover.. An<'i1 01doom ls an encounter altack exploit that gives )'«I
d",.nt d",naE!" (doublo w'apon dice) and .hillS lhe targe!. If )'«I're I1>lng a
hammer or a mace. Uyou'", nol, you ju>! daze th.large1_ but dazing I.
p",tty good. too. Either way, you aren't going to~ unhappy wllh dazing or
.Iunnlng on opponent once ~ery encounler,

011, and If. or>< 01 the Iwo Of th,... coolest power """'"" In the 8"""'. Don'I
)'«I w.nl 10 say "I hit II with anvil 01doom- """'y Itghll

9. Reaping Strike

AI_wlll J>OWers "'" ",Wlve/y weak. built'. Importont to choose the right ones.
In long banles, )'«I con exhau.t )'«Ir <'ACounler and dally powers, which
"",on. )'«I'", I.U wlth w....,ng down tho ""'my wlth powers that nover run
out Roopjng ,mk<! ill good boca"", )'«I d.... a Ilttlo btt 01 d"""'ll" 00 a mln_
.pocUlcally. dam..,. 0<1",,1 to)'«lr S1,en8lh modlUer If )'«I'," I1>lng a two­
han<lod WNj>OO. As.umlng )'«Ir light'" has a Slren8lh SCOf. 01 18. that'. 4
poln15 01 damago. guaranl.,.(j. 11 might no! ....-n like moch. but If you'," IIghl_
Ing a mons"r thar. ext,e"",1y h",d 10 WI. )'«I mlghl ha"" 10 ,",tlo IOf "the
d.ath 01 a thou"",d cul.- to complo.. the battle,

8. Precise Strike

Every 110 oIIen, you'", going to come up "lI"'nst a mon.ler or an ....,my lhat
)'«I ju.1 can'l hit, '" d.len"", a", lust too high. Thl. might ~ beeau.. you'""
run Inl0 a dlUlcult ."roon"r with encmlcll Ihat "'" Ihree or mor. I~el.
higher than )'«I or bee"".. a bo.. mon"", might be w....,nll really good
...mor, Ellher way. the ",-..ci.e urik<! J>OWer allow. )'«I to trade damaE!" IOf
accur.cy.
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Thl. power rnlghl 0...1only a .Ingle weapon die 01 dam..,. plus your St~glh
modifier. bul It comes with OIl automatic .4 attad: bonus 10 help you hit
when you rNJly COIl" alford to mt.. II>< "'1/"1.

7. Serpent Dance Strike

Okay. 00 If 11"•• ISlh_love! dally power. II had~rM good. Fortunatoly. ..".
penr dance.mlt<~..u~ up. You attack a target. and If you hit. you dNl
double weaJ>Oll damage and knocklh< taTge' prone. Th.., you con .hllt on<
oqus.... and do the urn< thing 10 '" ,..,000 taTge'. Then, you can .hlft again
and do the sa"", anac. to • 'Mtd target! Swing, slop. swtng, 'Icp. ,wlng_
,h,ee mon.!.,. toke goodd~eand wind up on the g,ound. Knocking ene­
ml.. prone is u""rul. bee• ..., your .111"" gain combat od>..,t~agaln,t Ih<m
until th<y oland up. Jf you ft,,,,, • rogue frl<1ld. ,hi. power I. "J>eClally good.
(Granting combat odvantage 10 '" rogue really hell'" <leal out the damage')
The only downside is thal Jl<'u can only knock down ''''8'''0 who.", your ,I,e
or 'mailer. 10 you can", J>UI troll. or g1on.. or bill demon. on the p""""",ul
with thl. pow".
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6. Unbreakable
61J>.1.....J .orounl.r utilily_r

Thl. I. one oIlh.,.. delensl"" iK'W"rs _ menlloned ., 'h. beginning oj ,hi.
chapter, On.. I"" .ocoyn' reduce ,h. dom.ge)lOu I.ke from.n attad by
5 , )lOUr C"".lItutl"" modltl If)lOUr Con>lllution I., "y, 16. ,h., ""'.... -8
damage from all atlad ,hat jUl' hll )IOU. That migh' nol ...,m terribly Impres­
.lv<. bu' c"".kIor Ihlo: You·.. lh. fron, lin•. and )IOu'.. goln~ '0 get hI! in
""'''Y';''IIe "",lfe 01your character'. lile. W.thlnk ,he .....rt w.y 10 use •
power like thi. i. 10 U.. I! oIf the Urs' tim. you ge' hI! In .n encoun'.., aft..
"1, you d",,'t know how many lIm<l1 )IOU'" gotng 10 be hit In Ih.lllglIl. 00
)IOU might .. w.lI make .u'" )IOU u•• U ••ch encounler.

5. Sweepin(J 8/ow

Swftping bio<lJ ~ • gr..t pow" becau.. If. the fl .., true .,••-O/f.<:I attack
)IOU can gel IIgliter. It alfed......ry .nemy In • C..... bu", J _ In other
word........y my .djacen, to )IOU. You can ...lIy .Hack two or 'h.... • ne-
m'" In 011. action with till. pow'" Beller yet, yon gel a nlc. accur.cy bonus
If )IOU'", wl.ldlng ,h. rlghl w.apon, and Ih. n.1 01 weapon' I. gen.rou•.

~pi"8 blow I. 1... uoeIulln encoun'er. wh... you're IIghUng. 1oסס mon­
.1.. or IllOIUtelOthal are .pread ou' over • good d~tan.., Iiow.....r. w. ,hlnk
)IOU11 be .ble 10 u.. 1l10 attack two ..,.ml.. al onc.ln 70 or 80 perc..,1 01
)lOUr ..,counl.rs. Th. only q"",tlorll. pickln~ ,h. rlghl mo"",nt For Ihlo
pow". )IOU wanllo lake aodvanl"8" 01 it. mulilple-targel.n.dl........ and wal'
unlll )IOU can catcb lwo or til.... bad guys willi it ... bul If. bet,.. 10 ",.11
.arly to I... elfecllhan to w..t for the pefecl morJ><n' and n"""r no. I! at all.

4. Dizz'Iin(J 8/ow

Early In )lOUr figh'..'. career. the d.....ge dlff....,tI.. be,ween )lOUr pow'" I.
p..tly .Imple: I. II '" I[W], 21Wj. or 3lWj iK'W"r? (Th., "",an. normal weapon
damage dl•. double _apon d:omage dlc•. or Irlple w"pon dom"8" dice.)
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Usually 11'. betler 10 accept a Illtle less dam.o~ ond dollve: on attack with
,up"~or acCUlacy. multiple large", or a good rid.. of.ome klnd. but dizzyi"IJ
blow dollv... on two oIth..ecountoal on",,: If•• 31Wj~ thallmmobl­
liz•• the target. Immobilizing eneml.. makes your job as a <lelonde, '''Y' II
the """"I"" can', ...act> y«Jl 0111•• to attack lh<m. you'", doing a good job
01 do/ending 'hem.

Dizzy'''!! biOOl is .1.0 lo'....tlng b«::UJlle If. all eurnpl< 01 • typ< 01 •
Reliable pow'" When you LISe • Reliable J>OW"r. you don', ..pend It II you
mt.., Thor,,', nothing quite .. disheartening .. ""OR your characld. best
dolly attack and lh<1J Jo.! mw;"/! on the sHock fOil. 11>< lighter's Reliable
pow"rs .. le..l QUer IIOIIl< Insurance _ 0000.. or 100.r, you',. 1/0'08 to hit
-ming with lh" J>OW"r, and you can u-ep on tlylng unlll you do.

3. Come and Get It

Thl. power allows you to J>UII 011 """mi•• wlthln ,.nll" 3 up to two oqures
(nght n<X1 to )'Qu. In 011>.. word.). and 'hon you a"ad any .oeml.. who end
up ><Ij"".." to y«J. Although 11'. lr"" that )'«I gel only I[W) dama~ out 01
this. the lactlcal value 01 getting ....mles adj""....1 lo)'«lllO that you can
conlrol U..lr movem....t wllh opportuntty att""b I••Imply hllfI" tor a ngh..r.
Remember, you're the guy that the mono.... really don'l wanl to be n.st to!

2. Comeback Strike

AJJ a nghter,)'«I occaok><lolly take a puling lrom the mon.t.... Thar'. nola
bad tht"ll because )'«I con lake U belter than "ny olher character In the party,
but It does mean that )'«I're going to neod healing on a lreq""nt baal•. Usually
)'«I can counl on )'«Ir cleric or warlord IrI<1Id 10 lcok out tn.- you. but .ome­
times that ally woo't be there wh.... )'«I're In desperale oeod. and )'«111 have
to loot out for yourself. Com<lbad .lIilte Is a great In.urance poIky lor thl.
ItInd 01 .ll""lk><1 b<cou... Ucombines a reuonable attack (double w'apon
dam..,., dice) wUh the opportunity to .pend a healing .urge _ It combl"".
oIfeno. and del....... 10 a .Ingle package. Plus. tt'. a Reliable power,'o 11)'«1
ml... )'«I con lry 11 again and "lIatn unlU )'«I hit,
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1. Tide of Iron

And the winner I•... 'Uk of iron'

This I. an ~Ienl al_wHl attad lhat doeo norm" w.aJ>Oll d""",EI". pu.heo the
target I "'IuOle, and then Ill""" you the opl'Oftunlty tn .hlft Into the "'Iuare you
.hoved your.".,my «It nf. 1llere'. nollUng like ~ In.- flghllng your way through
a <b>r n.- maneuvering an enemy away !rom an allyyou wanllo protect. 11'.
eopecWIy gcOO If you have lhe feal Keavy Blade Opportunlly or a magic nem
that Improve> the e/fectlveneu nf 1""""" (lor enmple./!IHmlk.. oIlhit mm).

Choooing a humhle lillie al_wHl altack .. the "be..- lighter !"'Wet may...,m
odd. bul here'. the deal: In moot Ught•. you're gotng to U>e your at_will
attack. more than any OIh., atlack. Your en<:<JYnter atlacks are better. of
course. but they're good for only one .wlng .ach: an at_will atlack might get
noed two. three.", f«lr tim.. In the """" bottle. PIcking the light "_will
attack I. more Iml'Oftanl than you might think, and because oIlhat. w. re<:_
ommen<! 'Uk of if'Otl .. the best fighter power ... nnleo. 01 <:«I,,, you're a
Great WeaJ>Oll Fight.. and don'l cOlry a .hleld. In which case reapir<g Wi'"
I. Ih. way 10 go!



Chapter 27

The Ten Best Rogue Powers
•••••••••••••••••••••••••••••••••••••••••••••••••

Don', lell anybody, 001 "'11"" lu,t might h."" II>< mo,t \un oj any <hal_
act.. In the ga"",. Many rogue powc... "'" buill In hit an ....my hard

ond 101 you slip away without (living him the c ....nc.lo counterattack. or
thoy'", buill to Just ....k. the monsl.... look fooll.h, A rogu< dl,h•• out buck_
et. 01 dam,!>",. ond wUh • 1Il1~ lock. lhe t-l (IUYS will ~ef by. 11011'" on
your rogue.

The 8""'-' majorlty 01 rogue powe.. requl", you to use a IIgh' blade. "" thai
"",,,,,s you have only th,... we.pon' to ell.,.,.., [rom: lhe d"ll8"'". the .oort_
sword. or OJ you sJ><od a Weapon ProUcl<1lcy ~.l) the rapl... You should
"'0 keep an eye out for power. that ha"" ·lI:lck...·lor your Rogue Tacllc.
dus leo!u", _ you II.... to ell""", ATUul Dodger or Brut" 5<ouoo",1. "nd
.....,0 II you OIhe'....... like to mix and match POW'" from Ih. dllferen! fOgI><'

build•. you gel only on< benefl' or ,h. OIh... We'", noIlIOing to dl,tlngW.h
betw<en th... two opllo,," II...... but more ol the pow.... ..., n.. h.", Of"

"!IOCI.led with 1M AJtlul Dodll"r tactlc.l.

w., IeIt I"'W~" 01 16th ~~I or high.. 011 thl> 11111, boca"'" w. want to 011..
I"'in.... 00 good 1'0""" you'r~ lilt<ly to u.~ earll.. in your ch..act",'.
cMeor, By 1M li"'" you',. playln~ 16th- or J7th-~" ch,,,,.cl~,,,1M" l.n't
a11lhat much 100,. _ can I~II you .bout how to cl>oo5< your I'Ow~,,!

For a lull cIeocrtptlon 01 .ach I'Ow.. (I" ~H«:", :unount 01 d;un,all" dealt. .00
'" on) 11..«1 In thl. chapl~r, .eo Choplef 4 oIlM I'fuyer' 1/,,,,d_,

10. Tornado Strike
13th,,"v.l ...roon", an.<k J'OW""

w., .1." with an m~1y__atll. I"'W"', IOm<Hlo .mu. It work! for hoIh
your "",Ie< allack or your rang«l ."ack. and II gives you th~ chan~ to
attack two dlfl..~nl target. lor doubl~ ,.".pon daIllall" dl~ agaln.. each <>n<­
It "'0 glv" you 1M .bllity to 100"" 3 'qu.ar." wh.., you'r~all don< attackln~.

With """~ c,"vel' pl.y. you cm I"'P out 01 c<>v... use tornado.mJ<., .00 then



364 Pert v: The Pert ofTen. _

duck bKk behind .om< use/ul oo.tac" (u.y. the p""ty". IIgh...) all In on<
tum. 011. and .. an afterthought. you gol to .lIde the target 2 or more
"Iuare•. Ev.., though thl. J>OWeT loatu'elI a .lIght _.-up lor the Artful
Dodge•. you really don't need to choose lhat tactic to enjoy roOKldo UTi..,..
you can .hllt YOU' t"'llol al ....t 2 "Iuareo no malte. what you. Chart.ma
""ore ta. For be>1 elled. make .u.e you olkle the t"'llol. you attack away
from you 110 thai you're tree to move without p.ovoldng opporlunlly attack•.

9. SIIJ Flourish

Thl. at_will power h.. the unWl""f dl.tlnctlon 01 being aoout the moot dam_
aging aI_will J>OWcr any characle. coo have _ If your Charl.ma ""ore I.
re.peelable. Not onfy do you add YOU' De.le~ly modlfle. to you. damage fOil
with thl. Dexte.lty attack. but you abo add you. Cbarl.ma modiller. fj you.
rogue h.. a Charl.ma 01 16. thar••3 damage above and beyond any other
at_will attac. power, lbat might 001 seem like much. but If you're a low_level
rogue. two./y IIouFi.h attack> dl.h out aboul th'e< aUack>' wo.th 01 damage.
Don'1 bother with oIy IIouTi.h If you. Chal1.ma I. fe.. than a l~ 0. 50' the
other at_will J>OWer. oIle. good benefl15 too. and you .houfd lake Ihl. only
If It will give you a .2 or better bonus on your damage.

8. Crimson Edf/e

Rogue. have .everal dally J>OWer. that allow lhem to ....bll.h a .Ignlflcant
advantage agaln.1 a chosen foe and keep It for a long lime. fn the ca.. 01 crim­
son ~, you gel a highly accu.a" atlack that deal. moderale damall" up
fronl (doub" weapon damage dke). 1IeI. up good O<lgolng damage, and lhen
lI'anl. you combol advantage "!l"ln.t lhe target uollf he .ucc..dully u......
agalMt the ongoing darnall'" Thl. 5O.t 01 J>OWer I. elIpeelalfy good wh.., you.
p""ty I. lIghling a 0010 ","".Ie. or a .Ingle tough eflte , , . afthough ",",,"ero
like Ihat normally .ucceed on tholr ..>1og throw. prelly qUickly. 00 the 0n­

going damall" and combat advonlage won'l f..1all that long.

CTim>on~ ta hlghfy accu,ate becau.. II'. a weapon aUack agalnot Fortitude
dclenoe: TK>rTOally, weapon .ttack> larget Armor n .... Mo.t n>onlIleTlI have
FOrlltude def..,.... aboul 210 3 poInto lower than thel, Armor Cia... ," In
elled. thl> power lI'anto you a nlcc bonu. 10 WI. And. If you ml>., II .tUl deal.
halfdarnage,
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16tb"'vel onrouolrr uliUly po~

Okay. 00 IV" lIod. We p1oml""" ...,'d mp ,hi. lI.t 10 POW'" oj 15th level Of

low... bul leaping dodg< I. ILlS' onr level too high. and It'••o spiffy we ILlS'
couldn't help our~lves.H...', the de.oJ, Thl. I•• pow,,, you con U>< once I""
oocountcr 10 Inlerrupt an enemy's .tt""k .od jump out 01 the ...y. You have
to be "olD'" In II>< Athletic••kllI to Wle tW. powof. but If.~ vlfWn I•
• boot to clobber you with. vlclou. mele< .ttack. If. easy as pie to Ju.t jump
~k J "'luarc and m.akoe his .It.ck sutomallc;olly mi••. If your .klll ch~k
101... 10 or better, you lump I square: 2Il or belt... 2 "'lua~: 30 or better.
3 I<jLL1reO. A3 • 16th-level "'11"', your Athl.tlc. ,kill check should b< some­
whe... oround .J5 ".-00, 00 you'", prdly mLICh guarant....> 0/ movtng J "'!lIM<'.
and you'lIlI'" 2 "'lua~ moot oIlll< It"",. lbal will NSIIy gel you out 01 most
meIeo or do~ attacks. Choosoe lhe Long Jumper Je.t If you select tW. J'OW"f.
and you'll Jump lwl"" .. Iar'

6. Cloud of Steel

Thl. power lois you ,hoot • whole roomful 01 ""emf.. wUII your crossbow.
one bolt coell. II oo.",o·t do • 101 01 do....l1". but w. 11k< It boc.... In tho rtght
oncounl..-. )'«I might [>Ull 011 sl' or S<V<1l ottocu with Ihls on< po,..,r. II's.
Clos< otlad. so U', ..I. to uo< In mol.." and )'«I don't OVeII ha"" to wolT)'
.boul hitting Irt<odsin th.""•• _It targot, .....,,1.. only. You can 01"" us.
thl. POW" with thrown ,..,apons such .. shurlkoeno or dogs..., but you might
h."" 10 c""I)'.1ot 01 thorn. and )'«1'11 noeed lho Quid Draw l<at 10 draw and
throw 'om oil. U )'«I wan' to drop a whol. crowd oIlow-Wad. mlnkm mon-
sl... as ...Ily as lho party's wlunl. this I. tho POW"- 10<)'«1.

5. 8/inding Barrage

BiindilllJ ""''''II'' '" octuolly. 101 Ilk< cloOO of,_I. You got 10 rlddl.......,.1
bad ""yo .t """" with your crossbow, thrown ,",ggo.., or ,ling, Bott.. yet.
)'«I dool douhlo d"","8" die< to .och target you hit and hllnd thom tor a
round ... and. If )'«I miss. )'«I smlll'" holl d"","ll'"' So lhls POW"- I. mol<'
d"""glng than cloud of,_I, carrlos a nleo rid.. ofIoct, and gIvos )'«I half
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dam.a~ ewn on a ml... You might wond.. why 11'. 6 lev~l. Iow~r, and h~",'.

why: Thl. I. a daily power. not an ~OC<IYnt~rpow... and II .all«\! a much
.man.. blast, Yoo probably won'l~ mo", than two. maybe Ih....,. I"'~I. In
this pow~r·. ",~a. aoo you can LIO< II only onc~ per day.

4. Bait and Switch

Mo.1 01 th~ 3ld-lev~1 rogu~ encounl~r pow~" Ill"" you ....Id damag. (<loubl~

w""pon dk•. or 2[11'), 001 00;' alld .w;I<h 01",.. ulll"lfkani advanla~ovor
tho OIh.. pow... 0111. 1ev~1 _ 11'. an atlack "lIlllnot Will del..,.~ 1".I~ad 01
Armor Ciao•. Yoor ctw-acl~r I. trying to <!<eel"" hi. Of h.. lor and lu", Ih~
laTget Inlo l~avlng a doadly opening IOf a blad~, In m<ehank.al 1erm•. you'r~
attacking a dol..... that i. probably 2 or 3 poinl. wor"lhan AC. 110 you'r~
that much mOf~ likely 10 0<:""' a hit. W. oil""'! kl"" 10 ch<>oso POW'" thai
.allow you 10 atlack a va~~ty 01 del.n..... lust b<eaLlO< you """.. know
....clly what you'r~ lI"ing 10 be flghllng. Bait and SlL'i'ch aJ.o 011." you lho
opportunity 10 mo"" yo", onemy around lho battlen~ld.11'. a g",al woy to
~ away Irom being .urroundod by lho bad nul'" or 10 ~t your..1f noxt 10 a
!lrong Irl<1Id like Ih~ nghl~r belOf~ tho mon.lenI counl~..ttack,
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3. Tumble
Znd-Ievel eocooot... IdUity power

Thl. I. a "money' po_' 1o, the rogue. Tumble Ie.. you .hlft up to holr your
.~ a... move action: n.nolly thl. will be 3 "'lua~... C<lml"=1 wllh the
normal l-oqua....hllt you con make without thl. po_r, You'll uoe It In every
oocounter 01 your <harae'...•• C"""". ",ther \0 """'" Into J>OSllioo tor ...om
attack or 10 get yoursoil 00\ 01 """hle wh<1J the mon.I",. ,u1found you. No
<>1ft.. 2nd-1<",r J'OW'" corn<s close to the boll~..r-batH. o..,lul,,,,.. 01
rumbk

2. SlatJing Strike
15tb"'vel daily attack po...,.

Thl. po.... ,. fun b«::w.., you get to dl.h 00\ .. truly .._~ngamount 01
damage. II', only. 3[WJ (or triple weaJ>OO domage dice) J>OW.... with half
damage on • ml.. , .. which '00'1 t-l. r.ally. But II you can ..alt until the
1"'lf"1 you Int....d to attad ,. bloodlod (down to holl hI! poIn15 or Ies.). the
damage lump" up to 5IWJ. you OC<I'" • cl1licaJ hi' 011 .. roll oj 17_211. and h«:k.
you evm ~"' • couple 01 ..I,. point. 01 domag< by oddlnllin you, St''''gth
modifier. Thl. ,•• powe, you wanl to make .u,. you hI! wllh. so do anything
In your J>OWer 10 mo.ke .ure you hove combo! odv",,'..,., .agoJn" the hopteo.
tOTge' be/o,. you pick up your d20, Jf you 0<:0,. a crl'lcol hi' on 0 bloodi<d
"""",ter. you c"" eully rln~ up 0 00- or 7Q.poIn' hit wllh .laying.mu. ""d
Ihol'. 80lng 10 pol down wha'ever mono"r you w.,. nghlln~ mo,. 01,..,
,h"" not.

1. Piercing Strike

So. why does a lowly J..~evel oI_wlll oIlack wln ,h. big money he,.? 'Tho
"".wer I••'mpie: piercing st1ilt« 'OTgets R.II.. dolen... not Armor CI... , Moo'
"""",t... have R.nex dele.... 2 or 3 points wor... Ih"" 'hoir AC. so Ihl. I.
Ih. mool occura" rog"" al_wllJ power. II you hove combo! odv""'",,, .agoJn"
your ..,emy. you <>ad to hI! In order to mm .ure yon donver yonr ."".k
.ttack da....lI". so lho, me"". piercing ,mit« I. ,ho .ttack 01 cholc.lor lho
rogue'. d.nlc bocbtab, Over lho con.... 01 your c....... oomeIhln~c...... 10
h.1l ,h. oIlacb you m.oke wlll be al_wlll aUocks. so you mlgh' o. well pick on<

,hoi'. 80Ing '0 hit.
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Chapter 28

The Ten Best Wizard Powers
•••••••••••••••••••••••••••••••••••••••••••••••••

I Jou might think that wizard. ll7e pretty we. charact.... l1>ey can't 011«:_¥ ~,..,117 armor. Th<y ha"" ,,,I'lively low hit J>OInl. and dol""", scores,
Whal III.,. do have In We>.t roIo _ ronlroller _ designed to manlpul... the
..mronm<'nt and <10.>1 d.un~ to. lot 0/.......,"", at the o.ame time. Am=! with
>ran< power. (coiled 'polls), wizard, can <krnl...... the haHloft<id, The lock
Is choosing the right 'J><1I1or lhe job at hand, Thll ehoop'.... CMI h<1p you with
that.

Choosing the right sJ><l1s at evefy l<veI deJ>ffids on , type 01 wizard you want
to pby. "The Coolrol ',',lzard. 10< naml*. concmtr OIl '1"110 deslgn<d to
restrict eneml.. In......., way, whereas the W", Wizard 100.. 10< '1"'1I.thal de.al
..much~.. _I~.

Qi
..••

We ncluded J'OW"fs 01 16th I<Yel or hlgher from thl, list on~. Naturolly.
h1gh-1......,1 .peU. ""' boIt« ,h.., low~ sJ>ello; II ..., compiled. list 01 wlz,,,,l
.poll> slrkUy by _er .....e1. we'd pick ten cpic-.level power. and he <lor>< w1lb
It, That'. no! .., u><lul 8 you'... J>loyIng. Iow~ wizard and you'", trying to
_ which powe' you need r\ilhl now. Thill I•• U,t oIt"" wizard powe,., that
will hoi" yom choraet", get oft 10.~I ..art tn hI' or her: c~. 001 tll< t..,
most a,..,..,..,. w1z.vd powers.

For a full deKrlf>llon oj .ach power (It. enee... amount 01 damage dealt.
durallon. aOO '" on) 1I.1e<! ll<re, sec Chapter 4 01 tll< Pf<rr<r' 1IandbooI<.

10. Magic Missile

In addition 10 bctng a ~r...t fallback power bccau"" you can .... It every
rouOO. magi< mwil< al", coun!.... r.nEre<! book attack. Th.t means that
Wll<"""" a .It""tlon .allow. you to moke a book allad" you can u,ethl,
",cone power lII"cad 01 a dinky weapon.
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9. Dispel Magic
61J>.1.....J daily ulility po_r

Nothing ••ys wlzord Ilk. I"'I1ing out the oxoct 11gb! .polilor the job .nd
totolly chonglng the ""lute ollho .ltuotlon. All the wlu,d'. utility pow...
occompll.h tW. In """'" I..hlon. but whorl lho pa,ly I. np 'goln.l an <nomy
wlzord, you wont to bo .bl< to 1"'11 out d;.pel mogic. Thill po...r "low. you
to <Ilmlnote the conJur.tlon••nd """" cut by .n.my wlzord. _.nd Ih.t
moon. you gel 10 .dJu.l tho batllof1<ld to bo mo.. In your I.VOf, And that'.
Ju.l cool.

B.Ice Storm

Th. wlzord r••lly .hlncs whorl ho or .h. con cut ••pell that co...... I.rge
.... oj the boltlcll.ld, d••I. d.....E/C to the enemy, .nd .1.., ...trict. the
enemy In """'" woy, kfl "om! I. on ...mpl. wh... the wiard'. wI< ...lIy
com.. logcth.r.

Now, u. dolly power. YOU'''lI''ing to w.nt to ..... thl••pell for jn.t lho right
occulon, It'. a bu..l 3, which mean. It ,adl.l.. out from Il! origin >qu,,", to
cove, a whole 101 01 the batllofl<ld _ thr... "Iu.,.. In ......y dl,cctlon' And
you con place th.. orlgln "Iuate onywher. within 20 .qu.v.. 01 your cb.r.c_
ter, For mo.1 boltl... thai ""'.os you can I"'t It onywh.... you need to, Not
only doco tt deal .ome d.mage 10 ev.ry .nomy In the bu..l Ihat you hl1. It
d.... h..l d""'"ll' to thom If you ml..'

And lhorl, wh<n lh. do....E/C d.ollng I. over, lho icc .form Ju" k...p' on giving,
T.rget. th.l w.... hll ""' Immoblll,ed until they .a ond thoo. you ml..ed
.... lowed until they .a..., Pins. the .poll c ,one 01 dllficult t."oln
thai Io.l! untlilho end 01 the cocount.r. U.. lhl. power COlly In a fierce
battl<,.nd tho r..l 01 the pally will be I"klng .bout II long .1I.r tho .xpcr1­
coc. poIn" and l....u... a ... dlwled up,

7. Mirror Image

$o"",tlmes the w1Uld Ju.l h.. 10 worry .boul hlm..lf, Alter "I, wiard. a...
fragll<. ond they won't do th.lr party ony pxJ IJ they E/Ct ch....ed up and
taken out 01 the Ughl .arly In on C1ICounlcr, Wll<n 11 look! 11k. the <ncmy I.
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gunning tor you, asl mi"".. im"l!" and moot 01)'«1' worrle. wUl go away
(lor. whlk anyway). You c""lc lh, duplicate l=ge. 01 you,..,U. which
..sentlally "",aIlS th,l the next th, attack> thai ''''1101 you ml.. you,
eliminating onc 01 your duplicates Neh lime.

6. Sleep

H...·• a_h... bunt POW" th,l you can pQcc ooywll.,. within 20 "'10""" 01
your character. !tarn;"", Sieep target. an <,.atu,,,,, In the 00"". 00 be oure
no! to atch any 01 your alII.. with II>< .",,11' All 10000to. whether you hit 0'
mt.. lh<m. ""' .I~ until thoy mm a uvlng throw. l1>os. torgel' that
we", hit. II thoy lall ,h", fI,,1 ..ve. faJl unconsclou. until they ••"" agaln.t
that elf<d. Skf!p con be pretty .wlngy. but when the dice fall y«Jl way, It con
1"" • whole 101 oIlJlO1U1tcfO out 01 action without kllllnll th~ _ and~
times you want to ~."" • rew moo"'" around 10 q~tlon when the ~I"
co"",. 10 an end.

5. Li9htnin9 80lt

Liglrmi"IJ bolt ,. OIle 01 th_ iconk wizard '1"'11. that 0100 11>= up to It, c1as­
sk: billing. Basically, It allows you to hit • p~mary large1and hro s«:ondary
t>Tg<" with bolt. nI de>tHJctl"" lightning. The pow.. hH ~reat r.nge. deal.
damage to multiple target•. lei. )'<1<1 1011 a 101 01 dice. and Iooko cool when II
I. CHt. Who... not tn ",,,,,7

4. Fireball
5th-1n-.J ....ily attack power

Another d.nlc, U,eb.all I. great becouse nllt••Irnpllclly. Pld a "lua,e within
2Il squares nI)'<I<Ir chOIacter. and watch a burst nI U,. .pread out for th=
"luore. In .11 directions. Crealure. In the bunl are .ubfect 10 an aUad thaI
d.... solid damage. and n-en hi.. them for holl dom"ll'" Uyou, attack. ml...
Warn;"", Just be careful nollo catch any nI)'<I<I' a!lles In the bunt. or they'll
get c~.ped by thl. 'p"II. too.
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3. Shield
Znd-Ievel eoroooter DlUity p"""'r

Hefe·. anolh....ample 01 a !"'We, designed 10 .a"" the wlzsrd·••kln when
the """,.Iers get 1".,lho ftghtef. Wben lho wlzsrd ll"1s hll by an attack. ho or
.he con co.1 M1i<!k1 to Immedlstoly ,al.., hi. 0' hef AC and Roll•• do/en.. by
4. Not OIlly does the bonus last until tho .nd 01 YOU' n..t turn ('0 It can pro­
toct you lrom more than ooe attack). but 11 YOU' new del.n.., score I. high..
than the aHack ,,,,,ull. the original aHack min",,' Let·..... tho fight.. do thst'

2. Thunderlance
t3tb"'vel ...roaole. ""ad p"""'r

H..e·. an 'lW1Iple 01 a bl..t pow.. thst rovers a 5 x 5 square a",. directly
adjacent 10 lho wizard and targol. "I c",.lu..,. In thst area. Thun<krlana I.
an enc<JYnt"" pow... so you can u.., It In ~'y bait". Not OIlly duos It hit
hard. bul It "'0 p",h.. th.largols fo", "'los..,. away lrom you _ thl••poll
I. gre.t at c".,'ng the area ,'ght around you lrom annoying mon.lers and
otho, ....ml...

1. Cloud of Da9gers

C1000 ofdaggors makos It 10 lho lop .pot lor w1urd .poll. bocau.., It'. an st_
will POWO' th.t d.... damall" al lho frool end. c",.I.. an "",a th.1 las.. until
the end 01 YOU' nexllum. and d.... addlUonal damage wh.n a mOll.te,
enters orotart. lis turn In the cloud. Th.at mean. that. st ....I. tho crestu,e
you orlgln..ly largot h.. tho pot.ntlal to tok. dornagc when you c..t the
.poll. and II aulomallc"ly tok.. dornage.1 the .lart 01 It. lum. ""cked, huh?
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The Ten Best Cleric Powers
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~"I""ore INd..... which ~an. thoy do thlng. thai help the rest oIlhe
\,.. ~...ty and make ,h. paTty better. 11>< J'OWeTS you ..,leel always provlde
IOf tn- things. but you can Ican a little more toward comb., or • litH" """"
loward poar'y optimization, dCJ><Ildlng 0<1 th" .pecilic POW'" you choose.

The lh108' 10 walch lor In ..,lectlng derlc powe are the keyword•. Some
cleric ~rs~uJ~ lhe 11>< 01 • wuJ>Oll. .,11.,. olhers fe<jul", an
Implemenl_ which ". holy symbol for cleric•. Make ou'" to ..,leel power.
'hat pby to your u"" 01 either a _aporl or an Implornent, and ev<'fythlng wlll
work out 11....

We IeIt POW'" oIlGIh ~el or higher 011 ,1I1.II.t boc..... we wont to 011..
J>OIn.... on good J>OWeTS you',e hk<1y to u.e .arll.. In your charac!.".'.
coreo•. By U", time you',. pl'ylog IGIh- or l7!1I_leveI characl... , It..", I.n"
oil lhat much mo", _ Call tell you about how 10 chooo< your _erst

For. lull descl1J>1ion oj each pow.. (Us effects. OITlOIlIIt 01d~e de.o.lt. on<!
10 00) 11.10<1 In thl, chapler, .ee Ch>pler 4 oIthe Pfu)"'r' HamJ"".,..

10. Cure LifJht Wounds
Znd~.....,1 d,,;ly utility power

Oue 01 tho m.alu lobo the cleric :occompll.h.. I. k...plng his or her p;orty
h• .allhy U>d .11"" Ihrough the u.. 01 healing mogle, On< oIthe II"t eh"""..
you 8'" to Iocr• ..., your healing portfolio I. lhe cu'"" lig/ll WOYnd, utility
power, '1"h< weat thing ahout !hI' power I. that It h.al.o without the need lor
your l;argot to 'I"'nd a beallng ,u'lIe _ .alJowIIIg Ihe char:octer to .... tbe
,u'lI" for later In the advenlu...



3711 Pert v: The Pert ofTen. _

9. Lance of Faith

Thl. al_wUl power provides <leeent dlUIl.llge for a power that you can call
upon over ""d over. plu. It provlde one 01 your allies with a .2 bonu. on the
next atlack the ally m...... "llaI...1t your taTget. Good damage and the potet>­
tlal for even more hurt coming your enemy'. way _lust the thing tn make
you feel .11 Ieaderly like.

8. Flame Strike

Thl. power .. the neweot ve"l"" 01 • cleric d ...,c, ""d It dellve" even beller
flOW. With R"",,, W'iU, you pick"" nrt!lin "luare ""ywhere within fO "I""'""
01 your ch",acter. :rnd a bu,,' 2 e.plorles lrom Ihal .poI10 allack .n enemies
wllhln the bu"t. On a hit, each enemy takes a load 01 domage (eJIpecWly 11
your cleric hal a good "'10<10m oc""'), all well all ongoing Ilre domage until It
.ucceed. at • "'ving throw, And even on ami.., lhe power deal. half damage
In the monote" In lbe 00,,1. 'That'. hoi'

7. Cure Serious Wounds
6\h.leveJ daily "mity po"'"

An even beller .......1orl 01 the """ light woooo. prayer, lhl. or>< Ie.. you' I"'ll'"
regaln lwo healing .urges worth 01 hll potn.. without .pendlng ""y heallng
,urges. Th.I. or>< I. great to u.. when the IIghler I. "Ill In tbe thkk 01 • battle
bul hi. or her hll potnl! are runtllng low,

6. Awe Strike

For the Baltle Cler:lc with a good Strength ..ore :rnd a weapon, ""'" .IliU I. a
fun power 10 call upon In every battle. It doesn'l deal a lol oj damage, hut II
add•• bonus when II hit•. II Immobilizes your taTget unlll the end 01 your
next turn. ThaI means the large! can', leave the square 11'. In. Ieavlng It
""I""fable 10 the attacD oIthe reot of your party.
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5. Healin9 Strike

Healins un•• combin.. d~lnga monsler with healln~ ror • unlq... mix 01
oclton and helping on< 01 y«J' alII... 1I'h<1l you .occ..dully hi' • mOI,,!.r.
roll loUd domogc while the ally you ...,Ied sJ>efld. a haling su'lI" and 'eg;>ln.
IOmC hi' J>OInto. In addition. the mons'" ,. IIIMk<d u",lIth. end 0\ your next
tum. m<anlng Ih,t 11 10k... J>ef"'lty 011 OIly sHocks It mak<s thaI don't
Include you ... t>Tg<t.

Thl. 3r<J-1<.wl clerk ....C<lYn'.. pow.. provtd.. II>< mo,t damag< 01 pow... 01
,hi.~. plus It allows you to Ill"" on .lIy CQIIlba, odvantag< "g;olnst your
tOTget. Uyou grant that b<n.m 10. rogue. for enrnpl<. then thl' m<>rnIter I.
In for. world 01 hu,l.

3. Mantle of GlorlJ

HOf.". snoIh....ample 01 comblnlnllll"od damage "lIalnst the ",emy while
helping yom .!II.. at the ..~ !t..... Mantle 01gt",y I, • bb'l 5 attack that
harms each .....my In the bl..t. But you .ho w.nt to J>OlIllion Ihl. bl..t to
catch y«Jf 0111•• as well. becau..., each ally In ,h. bb.t get. 10 .pend • he.al_
Ing sU'lIe and .",over lOme lost hi' J>OInto, If. ,.a1ly fun whorl 'he derk COJl
hurl 'he moo,le" OJld help hi' or her a1n.. wI'h 'he """e ac'ion.

2. Mass Cure Li9ht Wounds
IOth.\cvel daily utUi,y p"""'r

Uke 'he NrUer cu'" 'pell•. )'<IU wan' to add 'hi. one '0 your ,"per'oIre
bcc.u", I' provld... 1= hc.oJln8 ,uTgO. which ' ..10.... hit J>OInt. cquol '0
~ 01 the roelplcrlf. nor"",1 mnlmum, E""n bel'er. 'hi' power I, a burs'.
allowing all )'<IUr alJ~ In lhc burs' to take advOJl'ag<e 01 'he hc.oJlng_
Including )'<IU,,,,m
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1. Sacred Flame

You~ run oul 01 u... oj your at_wlll J'OWers. .., mak••ur< you tm II><
00.. you really wanl In "'" n...,r aIld n""" agaln, We eOOR uxrwl flo"", ..
tl>< top d.rlc J>OweT bocauoe U eombtnes the ele:le'. lwo faVQ~leactl>'!l"", _
hurting mon.lers aIld h.lplng alii... In tW. e.... II provkl.. an ally wllh tom­
porary hit polnl., As a batt" draw. 10 a do.. but I.n"t quite over yot. Ihl.
might be all the I><allng you ha..., IefI to provklo . ""bul hit poinls aT, hit
points, and lhoy eaII k<q> you' fight.. going .trong for anolh.. round. And
thot might mm all tho difference,
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The Ten Best Low-Level Monsters
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Finish thl••",'one., -,t "n"' a grNt D&D gam< until w~'"" fought.
",""_: '.Vbar. your sn.w..? A hord~ 01 ore.? A dr.~OIl? An

0>11 wizard?

Although If. lrue that big red drag""., mind flaY"". OIId mummies Of. lIf"at
D&D """,slen. you COIl" ...ally throw pow..ful monot... like that ,t • party
01 I..~_I ehv""le.. and expect thom to survive. So, IV<' .plil up ,hi. Top
MOIUtcrs II., by lie.. 01 play _ heroic tier (level> 1_10) Of" covered In ,hi.
chapter. and paragon tlcr~I. 11_2Q} and epl<: lIer ~el. 21-JO) monsters
are cover<od In the followtn8 chap.....

We mod< on o/Iort to sp",.d out our picks among c",.tu~ 01 dlfle=1 types
on<! dlff....,' ro""'. (A .",.tu",'.~ lell. you what ~I of charact." a
lIfOYP 01 moo"'" 01 that Iy!'" I•• sultoble ChaJ10flll" fOf: for nampl<. 10'"
2nd-1e>"'1 mon.'". ""'. good <11.11..,11" for a party 01 tour 2nd_......, chara<_
te...) E",ry monsler .100 Includes 115 level and ,01< 00 that. b..nd-new
Dung<on M..,., con decld~ whether lhe pia)"''' "'" ,~ody for them.

10. StirfJe (Ler/el 1 Lurker)

1I'hat". Cf"'p1~r than a giant mo.qulto lhat can .uck a pe""" dry? A whol~

flock oj gI>JIt mosquitoes, that". what, Stlrges "'" fun beeaLlS< thoy Introduc~

plaJ"'TS 10 the POW" 01~momten 10 grah hold and d<al ""going dam"ll"
unlll th~ larget ~!Cap"". 'Th<y al", fly. >JId as lurk..., lhey I""" 10 lup out
and ,u'j>fIo< ch.,acten with lhelr hlood-!lucldng waY'. Yeo, lhey',~ Individu­
ally _ak. bul th~",·. nothing qult~ a. horrifying for: characl~" (and th.lr
play~..) as walchlng ""~ 01 their com,odes th'ashlng about with two or thr...
!llrges aHachcd at the """" 11m<.
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9. Hell Hound (Ler/el 7 Brute)

Hell hOlDld. m.oke It onto lho I..t b=ou.. thoy'fO fOp,...."tallvH 01 • d ... 01
mon"e.. y«Jr pLoyor. wUl bo fighting agoln.t for tholr wholo ca'.....: elemen­
tal bout•. 'Thcy'fOlrom otl>cr pi...... 01 nl.tcnce (lho Elemental Chaos. In the
c""" 01 tho holl hound) and ""e. thofOlofO. from "out.'de" tho OOfmol world.
Hell hOlDlrn. "'" &I", In..,,,,tlog bee:w'" lhoy have an arca-flfcct aHack (thelr
fiery bfOath) and the ablllly to deal extra fifO damage with """I)' bite. They
a10n have a liMy aura thaI deal. damage to any cfOalures lhal <'Iller or begin
thel, tum. within It• ..,.. 01 elfccl.

8. Youn9 White Dra90n
(Ler/eI3 Solo Brute)

We had to Include a dr"!l"". didn't we? If. In the name ot the d""n<d game.
oller .11. Thl. white d'agon I.. solo mon.ler. meaning that It can take on a
lI'oup 0I3rd-1"",eI player ch",acte.. all by 1t",1I. It has a load 01 hit potn... the
ability 10 aHack multiple time. In a round, and an Icy bfOath weapon lhal can
brtng down a number: 01 PC. at the ume lime. Md 10 lhat the lact thaI II can
u", aclion polnl. to tal:e al'a acllono 00 I.. tum. and y«J h.ve a truly tem_
lying battle agoln" a Urge mon.ler for Iow-lcvcl ch",acte...

7. Deathjump Spider
(Ler/el 4Skirmisher)

,1IOO5ler Mom.,/ page 246

A .urprt.'ng numbcT oIlow-lcveJ D&D momte.. ""e big bull"' Moo.trOWl .pI­
de.. afOlhe Karl"" """cocnlatlVCll oIlhloclCW. thanb 10 J.R.R. Tolktcn.
Who I.n't cTccpcd out by lho nollon 01 ••pklcr tho .1", ot • PC''''"? The
de..hjump .plder I. good bee.u", II h.. a lI'e.t power with. II'cot n.me:
death from aboo<!. It can leap a. many .. 10 squares and then .hllt up anolher
6 squatCO to deliver. polCllt bltelhat deal. ongoIng pol",n dam.oge and
knocks It la'1f"l prone. Now thar. cr...py'
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6. Werewolf (Ler/eI8 Brute)

The werewolf I. a du.k mons.... Everybody under>'ond. the f"ar oIletllo~

oul ,h. be.., within, II>< feral killer d~p lo.k!<. Not only is the _rewolf an
iconic l<g<1ldary """"Ier, It'. '''0 lo' tlng In the context 01 the D&D ruJ...
It'. the best IlluotlatlOJl 01 a 1JlOftS'" th~...tloo, unle•• characters
h."" ••Ilver w"J>OIl, Ihoy'li h,,,,,. hard tI.... k<q>lng ,hi. <T..lme [",m
healing damage. lI'erewol""" "'" ohap«:honll"fO, whlch m<an. pt.y"'" con
neve, be on'lrely OOl< wheth.. that .urly village, might Ind..,.j be the weal
black wol! who .ttacUd lhrir <haroc!." 00\ In the 10"'''' And ...., 01 an.
werewolves carry the drNdod dl~a>< 01 moon frenzy: those heroes bitt""
by wOfowol""" Of" drtven m.od and become e,az«lldllen (but don', octu.ally
chon!/" Into worewolves them..,~).

5. Ghoul (Ler/el 5 Soldier)

Ghoul. are uOOead c",.'ures that haunt graveyard. and crypt. and Icu' on
the dead , , , or, wh........". they're handy. the IIvlng. Ghouls "'" terrifying to
Iow~~1 h..oeo because one scratch 01 • ghoul', filthy claw. may cau,,",~
the moot ",solute 01 heroes 10 lreo", up 10 complete (but th..,klully .hurl_
IIV«!) lmmobllintlon. Flghtlog 011 a pock 01 ghoul. '<qui",. the heroes 10
cooperate to dc/end Irlcod. who Ole tempo...nly unahle to move. And Ju.l
like the we""""!. the ghoul'. hUe cOlnes with II a .upernatu,al efled _ 10
thl. cue. .., ellcet thai .hm. It. t"'1l'"

4. Dire Rat (Ler/ell Brute)
.Ik>ft",,, MaIlOOI POE:" 219

Di", animal.< .'" uoumally 10lE:". po_riu!. ..,d loul_tempered ""1!iornI 01 the
normal c",alurcs you'", 10mili0l with, DI", rots Ole the weakest ..,d mool
common 01 these >1clouo ..,Ima],. Adl'" rat coo be .1. Iftt long and weigh
ma", lhau 150 poUIld•. DI", rato a", one oIthosc clonic bits oI"duogeon
d",..lolI'" that luot ....m to turn up auy time you have a ",Iu,,", pit. tr..h
heap. or 5<'Wct 10 ""plo"" And they can be pretly tough opponent. for
Iow-lcvcl heroes.
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3. OfJre Skinnisher (Letlel 8 Skinnisher)

An ogr••klrml.hor con deli""r quite a ~Ing 10 a Iow-lc""ll"rty, An o~
"'rm,.hor WI" "'ach to J>OOnd a t"'llct up to 2 "'luares away lor 1<18.4
dama~ .ach 11m. II hit. with thaI big club. and It It mov"" 4 "'lu"",. belo'"
..tacking It gal". ..ktrml.h booWl 01 .ld9 _ all a""ra~01 14 point. per hlt'
On••wtng I, u.uolly enough 10 bloody many Ist~cv.1 eh.,aet.... An ogre
.klrml.her I.ach.. playe.. aboullighttng big, powerful. .lupld. aoo mobtl.
monst.... which Is on iconic D&D experience. An ogre .ktrmt.hor encounter
Ju.l SCTNmS oul lor elcvcr playeT lactic••uch as .I.olth, bluffing. or lho u""
01 magic: If charact.,. Ju.t go rlght at the ogre .klrml.h.. and try 10 b..t 11 at
It' own gam< ol mel« dama~. th.,.'", goingl0 get hurl.

2. 81azinfJ Skeleton (Letlel5 ArtillerlJ)
MooSlCrManooll"~ 234

Thanks to Ray Ha"yhaWl"'. '''''I)'body know. jWlt what Ughltng .keleton,
oughl to look Ilk., What"Karlcr and mo", fanla.tlc thon battling against
.llent. "'mor...... things mad< lrom the fl..hle•• hodl"" oIlho dead? Uk.
the ghoul. thcskcl.ton Inlroduc.. player. to the .peclol advantages and
weakn""""" 01 uOOcad """,.1.,.: they'", reslstont 10 U'" and nccrollc attacks.
but thcy"'" vuln.,-abl.l0 ,adlant damage. BWlng .keleton, ....urrounded
by a flery aura that d.a1. Ii", dama~ to creatu,,,,, that st.,t thelr lum. In the
aura, lhclr d.w attacks d.al ongoing lire da,",,~. and lh.,. ha"" a ranged
attack In the form oIal!ame or1> that ollow. them to baltle tho player eh..ac_
te,. lrom a dlstan<:c.

1. Ore Raider (Letlel 3 Skirmisher)

And lho b..l Iow-lcvcl monster Is ... the ore' 'The iconic bea.t_man savage,
the barbaric maraud.,-, bloodthl..ty warrior In tho ...rvlee 01 stron~, and
d..k.. cvtl., lho ore I••'mply the eras.1c adve....y for alow~cvcl hefo.



___________ ChaptorJO: The Ten Best low-Level MonsloB 381

To ... hone... Oral Ole ac'u.olly 1M top pick bec.use they',e ,h. perf<cl rep~
"",nlaUws 01 • bro.>d g'oup 01 .",.Iulft known .. humanoid•. M"",ler. like
goblin•. hobgoblin•. kobold., gnoll•.•oo even Iluldlolk all provide a ""y
similar sort 01 <ocounl<' _ lhe f>Mty light•• handful 01 ..v~warriors at
• II"",. ThO)' US< .nnor and ...,aJ>O'lS Just like PC. do aIld may"""" champ\­
OIU or I~... who have <hOIac'•• d ..... and US< mogk: flu PC•. Some.",
oIron!l"'. IOmC = ."".kl ootJ>e.", halfilng-slz..J. OIId oomc.", human-
,t,<d, 001 .....,Uolly 11'. ,h me type oj onrounter rqjll1dl••• 01 ,h. cue'
m<>rnI'.r Involved.

Although ""'" o7C oft ... thought 01 .. low~evei opponen". you should~
be, \hal oral con ha"" classes and level., too. The ruIH>I-<~1I1ore .oIder I••
3~1.k1nnl.het:.bo, Irnogln< running Into an .lIt. Ofe wll1b;,nd mad< up 01
7th-level bIo«l'"lI"". or an on: hatt~twho'••5t~~ 01 Gruumsh.
It greal ore chi<ftaln ..,d his dll<! bodyguM,h ..,d a</vl..,... may'" every bit
.. tough as the be>t I"'ly 01 herolc-tler ~nturcrs.
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Chapter 31

The Ten Best Mid-Level Monsters
•••••••••••••••••••••••••••••••••••••••••••••••••

Now tor the O«Xmd pari oj our Top Mon.'ers lI,t, II>< ton best moo"'"
10' I"'lOgon-ll.. play (level. J 1-20). A .",ato",'. le~ I. roughly <qual

to eh.,;ocler level; lor example. four l...m 12 mooOl...... a good <hollenge
for: a I""'ly 01 four JZI.~Icharocte...

Th..ec,..'u,,,,, are the Il>OO' .ultable lor a I"'ogoo-II.. g''''''. ftd In Ch>pler
:Ill. we'"" Iri«! to 'p,.a.d out our picks among .,..IUrM 01 differmt 'yp""

and dlff....,' ~eloand roles. If you',", Dung<on Ma,'er, you con d<ekl< for:
your~1f whether y«Jf play<:" "",,.ody to loce thes< .Inloter .""'UrM.

10. (lJclops Impaler (Ler/eI14 ArtillerlJ)

Cyclop... Ole 0Il~ glant. from the F<yWIld that oIlen ••,,"" mo", power_
ful ma.lers. The ImJ'ller has all kind. 01 rang«! J'OWcrs that make It • grNt
mornIter 10 PO' al the bKk 01 • hand oj other. roo", ""'.........ierl,<d c,e.tu~.

II'hlle the me~mo",l.n pound 011 the advon'u",,,. the cyclops I",!"I...
hurl '1'00" and u... lhel' e<lil.y< and impali"[J vo/kr POW'" to hat... the
heroes from a dl.tonce.

9. Flesh Golem (Ler/eI12 Elite Brute)

GoIem. a", magical conotrucl5, creatUle> ol nonlMng mailer gI""" animation
thlough powerful ,peIl. and ~l"", 'The flesh gol<m I. ,he mool common
example 01 'his mon,ler, 11'. made from bil! and piece, ol bod.", In" like
Fran""n,tetn'. mnn"ef. bu' the n""h golem I, an "n'hlnklng machine, As a
cnn,truct. a golem I. powerful and unlhlnkln8, "'ady 'n fly Into apm
rom_In an lno'an'. moving acroo, the battlelleld and attacking every
crea'"", U encounteTS along 'he way, As an eille mon"ef. one n...h goIem I.
e<J",,1 to two otandard monoten ollt. level,
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8. WailinfJ Ghost (Lel/el 12 Controller)

The walling ghost. or !>;on.hee. I. the pert.d ex.omple 01 an Insub.tantlal
mon.t.._. cr••ture th.t .'mply doe.n·t h."" real .ubot.nc. In the world.
on<! thu. c.n move through wall •. doon, and other obotocleo. Duling wUh an
In.uhotantlal lIlOIU"r r«julr", pbyero to evolve .peelal t.ctlc> and employ
.pedlc .pell••nd we'pons to <leal full domoge, Otherwt..., every .ttock
d.a1. hall domog. to the>. terrtfylng uodeod cn,.tur""

7. Umber Hulk (Lel/el 12 Elite Soldier)

Hefe·. one ol our I.VOflle•. l1>e umber hulk I••n iconic DuNCIDl<'l '" lJIu<loN<I
moo.ter _It'. " cre.ture Invented .pe<:lflcolly for tho gorne, IIOItlethlng that
doeJIn't really or"" from re.~world myth or legend, Umber hulk. are fun
be<:.u... they.re Lorge monoren thot u"". cooflHi"fJ gau .ttock, loot like
tho wollln~ gho.l teoch.. players to d.a1 with In.ubotantlal mon"ef'. the
umber hulk teoch"" ploY"n ....t 01 ruleJl and t.dlc. to ov.",ome. mons"r
thot I. dangeron. even 10 1ook.1.

6. Beholder ElJe of Flame
(Lel/el13 Elite ArtillerlJ)

Spuldng oIlcoolc cre.tu",,". hef", the beholde~Wh.t could be more fantu­
tic thon " g1.nt f....tlng eyeboll wllh lillie .Y" stolb .tlcldng out, all 01 which
.hoot m>glc r.yo?

The eye 01 flome'. ey. r.yo can d"","lI' hople.. PC. with tire.•lId. them up
to 4 "I"""'". or ....ke th"" flee In terror, 011. and wllh It. big central eye tho
behold" can render It. vlcttm. even more vulne.-.ble to lire .Itoco. It•
• bllity 10 tnJIlct " devutotlng onslaught 01 .Itaco on the porty 01 heroes I.
unparall.led , .. unttl they lighl • behold" .Y" lyrant (Level 19 Solo Artlll<ry)
loler In their .dventurlng C&reef•. th.t I•.
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5. MummlJ Lord (Letlel 13
Elite Controller)

The mummy lord I. an uoo..d de~c who'. an elite n>on,ler C<lmplete with
• ~.r aur.,~..atloo.~""anacu. ranged attacks, and .Close bur>'
attack. Thl. truly J>OWf'I'ful c",.'ure can spread the d,.ad<d dl....., ol
mummyrol to '00,. It bottle., ,..>'log Ih<m with something to r.m<mber
well all.. the combat er><:«m'.. h.. .ooed.

4. Mind FlalJer Mastermind
(Letlel 18 Elite Controller)

Another unlq"" c,••tim ol til< O&D lI"""'. the mind n.~ 'slh< quln'""....,'W
evil gerUu•... wllh the oblUly 10 d= &nd ImmobUile PC. Inlo h..pIoss !'Ute
with II. mind ""'>t "nd illu.ioft 01pain powers ..,d then J>UlI out 1h<lr bratn.
and at Ihom while the PC. Ole .tanding Olour><! helplessly watchlng It~IL
If th""e" • .",.., horrlble way 10 dl< In II>< D&D~ than that, we k;rnkly
doo', know what II ,.. Although. mind fbY'" is " ........dou.1y d.tnEl="'" on It.
own. the rNI threal ..,..,.. by the mons'" I, It, ability to .....'Of1IIlrKI and com­
IIWld ",h.. mons"", A mind fl,Y" ',thcl"'rlc<:t ovII overlord...... 11',c~
..-.xlgh to u",,11s ....von' mons"'" to w= down • group 01"""'11""-'1"
_UTe.. b<1~ settl"!! a le1hal ambush to Ilnlsh them 011 Itsel/.

3. IIrock Demon (Letle113 Skirmisher)

Demon. Olld d<vUs 01 all _to ore 110"'" oIlhe cool.,.1 and most powerful
mon.le... In the D&D gome. There are 10m or live thot we could have f>lckcd
to repreoent the evIl-outoldcr~rom-th"'nlcr""l-realmsnkhe. but we settled
011 lhe v,ock a. lhe beol exomple. l1>c Vfock Is a dongcrous ""'.... combatOllt,
but (like many delttOftO or <IevI1.) It a1110 POUC.... ..,.,..,,.1 dOllgcrowo speelal
attack.. MOllY he..... lind thai they battle demons. <IevIl•. Olld soch thlngo
over and over "IIaln as they rl.e 10 high-level play. and the Vfock Is a great
repreoentatlve 01 the Iype.
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2. War Troll (LeI/elI!, Soldier)

We .lmJ>ly couldn't =Iud< tho tfOll from on< 01 th... 1I.ts. A w.. troll I••
",.at I"'''llon-ll.. mon.l.. that can challongo homos for • numbor 01 lOY....
Ju.t Ilk. tho walling ghosl I. a ","at ...mpl. oj an In.ubotantlal moTUIt... tho
wa, troll I•• ",.at .umplo 01 • lOlI"""rating mon.l.._. ctNtu," that'.
almo.t 'mpos.'blo to kill oUlrtght un .... you h."" 1IlO h.ndy.

Th. war lro1l I. qua. common bocau.. tl rna"". a glOal """,,./1i«!d C. dull_
wlttod bul physically s1rong cr.atulOlhat c.n .1and In bdw.-.n tho h.."""
and tho <VII m nnlnd). o.tolOlh. I",ty can g<1 at tho <VII wlzOld. mind
f1ayo'. 0' what-h you. lhO)' adv."tm... ha"" to cut thoi, w.y th,ough •
gang 01 wv troll•. Aw., troll fils wollin almost any "",,,,,,io 0' mon.... lal,.
and It'. vii., repul.,,,,,, and loalhllOfTl<. E""I)' pia)"', ioves to hat. trolls.•nd
you know what? Th. wv troll d...,,,,,,, It.
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I. Adult Red Draf/on (Lerle115
Solo Soldier)

The opportunity to nght • dragon (and pill"lle It. h=d) I. II>< ",as"" roo
play the game.

Adragon', J>OW"f varl.. deJ>ef'dlng on It. color (.peel..) and 115~ cat<gc<"y.
~ old... draEf01l get•. ,h. b1lQ1" on<! mean.. It gel" An adult dragon I••
handful lor oImost any po.ragon-lier I"'tl" wed~ the red dragon b«:.u~

If. Iconic and a pxl fit for the J>MaElO"-!'" 01 pby.

Ad,"800 ls ""mod wllh. number 01 dangerous and ...rut .bUIII.. _11 ".",
Il has • gr..t AC and a lot 01 hll J>Olnto. U h.. '""""odou.ty good oavlng
throws and the use 01 .clloo poIn... It two • deadly breath we.pon (Ure.
In the cue 01 • ~ dragon). and It can tea.r yoo to .h..".. with II. c .......
and toeih. What more could. group 01 bra... sd"",,'u,... want?
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Chapter 32

The Ten Best High-Level Monsters
•••••••••••••••••••••••••••••••••••••••••••••••••

Now 1o, the third pari 01 our TO!' Mon.ters lIot, the 'on lou' monsters for
"Pic_lie' play (\<vels 21-30). It. c"'alo"", l<vellcll. you what level 01

characters an «juol number oIlIlO1Utcrs 01 that tYf>< I. a .ultable chalJen~
for, for aample. rou, lev<'! 24 monslcn .'" • good challenge tor. f>Mty
01 10m 241h-leve1 <",",oc'c,.,

Th..ec,..tu,,,,, "'" the moot oult.hl. tor oeJ>lc~lerg;ome. A. be!o",. _'""
ll1.<J 10 .pread oul om pic"" ornorlll crcalo"," 01 dlff.rent types ,00 dill.,.",
1e>"'loand roles. If you'",. Dung<on M,..'cr, you can d..,1d< for: )'QUn.1I
wheth.. your pl.~rs .,.< rcady to face th• .., ,tnl.ler .""Iu,...

10. Yuan-ti Anathema (Lellel21
Elite Skirmisher)

,1IOO5Ie' Manooll"E:" 27 J

Yuan_II arc d ...., D&D """"'eTS _ hall-<nili. haJl-humonoid. who con­
stantly plol to ",build their ancient cropl"'. The ""a1hema I•• HU~lz..J

mon.Ier tha, ,. mo", snake ,h.., human: In facl. It 'PP<"'" to be made 01
dozens 01 gl"'" .nak•• 'wl.lo<! l"lIoIher Inlo an Inune abomination thot I,
oIt"" unleuh<d to wrKk havoc on the world. Toke a look .. the pielure we
Includo<! In the color P"8"" oIlhl. l>ookl

9. War Dellil (Lellel 22 Brute)
Moo""r MOllOOll"ge 67

The wor devil I, ochompion 01 the Nine Hell•. They ott"" leO<! leue< devil,
Into hattle or .e<v... gene,.I, tor morl" ty,.nt, 01 the 1tlO!1 loul and power_
lui kind. The 1001 devil h.. a mix 01 melee and devlll.h powe" thaI mak. 11 •
formldahle appon""t In the 0p""lng ..ages 01 epic play.
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8. Cloidsoul Specter (Letlel 23 Lurker)

Thl, epic_I:!.. thrNl apJ>ea" .. a ghoslly, Iwl,led .pparltlon .uITOUIIded by
an .ura 0I'p""",,1 roId that deal. da....ge and redLIC... d.f""..... In addltkm
to a d.adly melee aHack. the VQ\d,oul .ped.. h.. a Clooe bI.,t aHack thaI
POU" 011 the damage while heallnglhe mo<IOt... Nothing .ayo dang.. like a
pack 01 votdooul 'pe<:tero emerging from the .hodows to take on your <pIc_
level adventu,.",

7. Elder Purple Worm (Letlel 24
Solo Soldier)

,1kvJ5ler Manoo! page 214

H...·• a cla..ie D&D laVQr\I•. 1lIe elder purj>l. wonn I, a rul bea..r 01 a
mo<IOter. luot th.lhlng to throw al a party 01 conlld..,t and f.ar""', (maybe
too fune..) adventu",,, In the low_lo mkkpie tier, If. Gargant...n~lzed. II
h.. 1.145 hit poinlll. II ha, lhe ability to .w.llow It. p'ey whole. Thl, I, lruly
a mon,t.. lo be reckoned with'

6. Death KnifJht (utlel 25 Elite Soldier)
,1kvJ5ler Manoo! page 51

The d...h krught originally appeared In lhe _Iy days ol D&D as an evil a..,..,­
to lhe hefolc paladin. and II .tlll fllI.lhal hill In Ih. current ..."ion oIlh. game.
Imh a ~rful ooul w'apon. the ahillty to I....., divine choll..,geo, and an aura
that provld... a benefit to undead .111 Ih. death Imlghl m.akeo • great lead..
lor a band 01 ..SOftedun~ c"'alu' .

5. Pit Fiend (utlel 26 Elite Soldier)
,1kvJ5ler Manoo! page 65

The pil U..,d works lint os the lead.. 01 allJ'oup oIles...- devil. acltvely seek­
Ing to .nd the adventuring c""",r oIlhe player chorac..". It has a d.adly
comblnallon 01 melee attacks Qndudlng a RamelOUChed~ and • tail "ilJi}
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and ranged atl",," (such .. poinl 01""to< and ',""wible C<>'1Imalld)... well
as the ability 10 summon additional d<vlU.h .!II.. wh....vef It n~ them.

4. Storm Giant (!et/eI24
Elite Controller)

Giants begin to enter play dunng the J'M"lIon-ller. but th." ",allyC~ Inlo
thoi. own at "Pic I<vel•. 11>< storm giant loat the lop 01 ,h. Ill""! world. al
INs' .. far .. the Man"", Manuall• • """"me<!. hurlln~ thuooerbol15 lrom
alar, using howling wind. to scaUer .""ml••. and IIghling with. IIghtnlnll­
edged W....word when the battle gel' up close and 1.." ......1.

3. Ancient 81ue Draf/on
(Let/eI2S Solo ArtillerlJ)

Ancient d,"lI"ns Ole the moot ~rtul version. 01 'hose maJ..tlc and deadly
cre.tu~.and the OIIclenl bl"" dragon .pp~he. the plnnocl< 01 ,n dragon­
kind. (Only the onelent red sU'l"'-'oes It.) A3 • solo mOilS'''. you con throw on
onclent blLl<' dr.gon at )'«11 pl.)"', chancte...s nrly .. level 26. and It .1111
p",sent•• chall<1lg< whffilhey ,eoch 30th level. Few .Ingle challenge... con
long sland agaln.1 the fUlY 01 thl. terrlbl< drag"" .. It unleash.. lightning
ond thund~r,

2. TarraSljue (Let/el 30 Solo Brute)

row D&D mon.l~" have In.pltftllhe .lo~~. o/lhe dreaded tam..'1u~, a
cr~ature that ombodl.. w.nlon d..tHJctlon. or a .,.. that rna""" moot other
mon.!~.. look .rnall. ""d with POW'" that w!1I t..t th~ rour"ll~ ""d abilltl..
0/ ev.... lhe toughest h~,"",. thl' abomination can c..lly ...vc .. on~ of the
final ch"J~nflC" for YOOf ad""n!u",,. •• Y00f long campalgn com.. to a
brtJllant ""d ..1I.lyIngc~,
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1. Orcus (Letlel 33 Solo Brute)

Th~ mo>t pow.rlul, moot d~ly. hlgh~t~ev<1 monsl~r In tho Mom"" Man",,1
Is Orcus, the domon prtn"" 01 Ih~ und••d. This d~mon lord Is ImPI~..I"".
from It. Gorgonl""" sl.. In It. Iwln our... f,om Its omozln8 Armor: (Ius (481)
In It. sp.d.cuf., num""r of hl1 polnls (L525l), Orcus has fon8 boen • pfa)l"r
In Ih. mythoi<>llY oIlhe D&D wnrld. and In Ih~ 41h Edition oj th~ 8"""', tho
domon lord lakes cent~rsl.go,Wllh • heavy """'" known .. the Wand of
On:m and alf kinds oj d.ath_",lalod pow~'" .nd abllltl... Orcus "'presents
Ih. mo>t mon.I"",. evlf In Ih~ gam< _Ihe p<rloci chaffengo tor 3Ol~~f
.pte h~......'



Chapter 33

The Ten Best 0&0 Novels
•••••••••••••••••••••••••••••••••••••••••••••••••

A.much fun .. the lJlM.E.oN>" DIl>r.oNs game I, 10 play, y«J can', .pend
all 01 y«Jl tt.... odventu!1nllln the dungeons. That do"'o'l m..n you

01111 <:>n'l S"' your 1111 01 D&D when you'~ away ffOm the gaming table.

In thl. chopter, '*" look 'lone of ,h. best oul-<o1-g..... acllvllies you can f""­
tiel!"," In whll< 'lUi staytng'n ,h. spirit 01 D&D _ ",adlnll D&D-bu<d fan­
tasy "",""I•. 1I'1=d. 01 the Coa" publl.h... va.' array 01 novel• .." In the
various world. 01 D&D. ,00 IV" Introduce)'«l to some 01 the best out til...
In thl. chople.-, 10 addition. we ou=, ....... other fantasy novel. thai. while
nol .p«lncally rei.led to 0&0.•'" deflnlloiy In the '1'1l11 01 the game and can
Inspl'" ploy"... and Dungeon M...... alike In lutu", gam< ses.k>....

DrafJonlance Chronicles
By M"'lIMet Wel. and Tracy Hickman (ptlbll.h..J by Wizard, 01 the Coul, Inc,)

Thl. I. the trilogy that launch«! the D&D """,I. II".., and It hold. up loday
as an epic odv...'u,e """Mog around a group 01 advenlu~ng com~lon.
no! unlike the cbar""le" )'«I and )'«Ir I~end. play In onyD&D~.The
epic stru!Qlle 01 the Wor 01 the we< unlold. through fJrog»u 01AUIUmII
TIL'illght. Drnpu 01 W,"""r ,\'if/Irt. and Drr1[jom 01Sprl"fJ fuUIII'''fJ' Many 01
the characle" and .Ituatlon. Introdocod In 11><= volu"",••pln off Into now
adveotU1e. Ihroughoul tho fin. 01 0I<.<000o1.1.'<(. novel•.

DrafJonlance LefJends
By M"'lIard Wot. and Tr.C)' HlcOman (publl.hod by Wizard. 01 tho Cossl, Inc,)

Thl. '0<1""1 to O1rooicl... I£g<r>d. explOf" ovento In tho flv.. 01 two pop<Jbr
char""t... _ Rsl.tlln ond Carsmon. Follow Carsmon th10ugh U"", so ho
!1rugglc.l0 save hi. broth.. lrom a t..rlb'" darknc.. In Tim<! 01 'iHl TIL'i""
WlIToi lit< TIL'im. and T.st 0111>< T"Hns.
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Icewind Dale Trilof/IJ
By itA. s.aJvotOf<' (publl.h..J by WIzard. 01 the Couto Inc.)

In thl. th~llIngadvenlu", odin the lar northern re.oches oIlhe FOR<JOTl'>:N
Rr..uJ.t<I.ettlng, you 11m meet lhe [>O[>Ular darkell hem DrI"'1 Do'Ulden "nd
hi. c","""nion•. With n,., ery,,,,1 Shard, Srr=ms 01Sil"",. ""d n,., Haming',
c"m. a [>OWerlul tale unlold. and set. the "age for the futule adventures 01
the dlOW rangeT and hi. friend•.

R.A. Sall/atore's War of the Spider Queen
By val1ou. author. (publl.h..J by II'Iza.rd. 01 the Cout, Inc,)

Thl. epic .Iory ovol""" ""'..... five hoob a. cMI war and chaoo roc" the
Underdarlr., As the moot [>OWerlul dark ell houses duh tn th'" tale .e1 In
the FOIlOOrIt.~RE>.u.I' com[>Olgn·••hadow regIono. four heroes oe-ok to
..ve the underworld realm 01 MeO.loberraO.lan from a terllhle. approaching
darkne... Thl••erles con.l.t. 01 these tules: DusoIuti<J<l, Inwrrw:'i<J<l.
CondemlKttion. Exrincti<J<l. and AnnihfIUli<J<l,

A Practical Guide to Draf/ons
By Un TrutkolfTrum~r (publl.hed by Mtrrorstone. II'lurd. 01 the
Cout.loc.)

Thl. beautiful book aboot dr"~OIl' t. a west Introdoction to the world 01 D&D
for now and younger readers. Estremely popuiSl. the i'trKtirol Guide ha. Jed
to a series oj ""at..J titles. tocludlngA i'trKtiool Gui<k '" _.et. ""d the
Drop> Codex serle> 01 young adull novel. oeI In " D&D world.

Storm Draf/on
By Jame. Wystt (publl.h..J by WIzard. 01 the Couto Inc,)

Set In the world 01 f.BuoIoN. Stomi Drogon brlnfl' together the ancient .hard.
01 the Proph«:y 01 the Dragon. to .hako the Inundation 01 the campalgn, Tht.
novel I. a woat lOad and a good Introooctlon to the world 01 £JlDuIoN.
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SUlordmage
By Rlchard Eak.. (published by II'lurd. 01 the Coa,t, loc.)

Thl. I. the UfO! FOIIIXlTItI'< RE.uJ.r; novel lei In the new 4th Edition tllr..llne.
Swotdmag< follows the adv<1l1ur.. ol on ,>dled .word....ge who C<I1Ifronto the
,101,1., plot. oj • trallor. the lury 01 on orc Wlll'IOfd. and the ..,<lent malice 01
an undead king_

The Ore King
By itA. Sa]v",,,,,, (published by WIzard. 01 the Couto Inc.)

In ,h.I.,..tadvmtu,,,,, 01 Drlw Do·urn.... hero 01 the tar northern <NCh..
01 the FlIIOOTIU' IlI:J.lM; world. the dMk elf 1.""" ...and 10 >top the orc ll1bes
from marching to "!-out war. Th.l. I. the bog!nnlng 01 • bold new tlilogy lhal
will chonll" the f""" 01 F..r1ln fofever.

Novels to inspire
,.. lot of ~r..t I,n"'.y ,.,..,Is .... beon pob­
Ishee!. We ta" ,bout so.... 01 ou, f,,,,,ril.
ll\NlloIIs 11. 0;w;0Hs ,""",I, in !his <",pto<, Ind
we doeid" tho, we ,_ Iiso ,""Iud< .Iis, of
p..,.nd pro,.," ,.,.-1l!I.0 ,.,..k thll cD<'li!Mlo
.. inspire u,.rid brooclon our im"'linltioo. They
miojht 001 be oI6<i.1 011.0 """.1" bLll they cor­
..~_............ spirit, lrid monyoflt><..
boob inspired DIJ' ., ,Ii.., ....mll.. ot stDry Ind
.....,,,.. , lion. Thi, list io by no orIS ,om-
plot, or."" _. Cc>n...., ••, <ling poiro:
for your '""" disc""",,,, of ,.,..k .. inspiro ¥OIl
.rId fuel YDIJ' irnogoinotion:

10. Iiirin of CoIdcron(lirst in It>< CDtkJ< Nor.
Hn...lbyJimB..d",

!I. eaunlho BorlJorionnom.ond short _ ..,
by RoIJo~ E.1Ioword

I. 11>< En: S'lI"'';'' by Mich.e4 Mootcock

1. The AtheflI1JrU of Fofhrd om! 1M Gror
M""'"...... by Fritz lei..,

i. C'""'""lnofthtt Ihr-;nise,ie. by Kotherino

".
S. 1h<1Iltw01s.~..eriel by Rol"l'l"d E. Feist

4. Tho MimN.f II<r 0,.."" by Step"n R
Oon.ld.oo

3. ASDngoffnmdlco.orie. by G«lflj' RJl
M,rtin

2. The Sword of Shomo,. trilogy by Torry

",~
1. Th<Lord atlh< llnll.tfiIo;y byJ.RR ToI«in
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The Sword Neller Sleeps
By Ed ~wood (publl.h..J by ""zard. oI\he Cout. Inc.)

Thl. FOIIOOn'L~Ri:J.LM:I nov~lloilows th~ ad""ntu~ 01 tll~ Knight. 01 Myth
DrannOf. wrltt<n by the c,~atOf01 Faer1ln' Con thoy ""I' forth on~ 1..1 t1m~

to .."" Corm)" and to~ \11<'1.~d fo",,,.,,-?
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abernlD~A monster origin. which Includ.. c,ealu",. soch as II>< .boletl> or
mlndfb~.

ability: One 01\1>< sll< !>uk physical and mental attrtbute. 01 • <""roct.. or
cr.al""': S'=g1h, c"",mutlon. Dutolily. Intoiligencc. W10d0m, Of Cha'isma.
Each ability I. glv"" • numerlc;ol val"" _ usually belw...n land 18 lor an
.""rag< human. although heroic human. have much beller ocor... Monster!
h."" ability lOX... '00, and ..,....'Irneo they an be high above (or way
below) the human avefOg<.

ability dleck: A 'os, or check In which you roll Jd20, add half y«Jl chara':­'Of', level. and th"" add II>< ability modill.. for the appropriate ablilly to the
""ultlng roll. Most thing' your ChOIact•• ,Hemp" In the gam<, Including
,kill checks and s!lack rolls, .'" JOUIId..J on the ability check mechonlc.

ability modifi..-: 11>< bo.m. or J>eIIu'y your ch.,.cle, gel' lor having a good
or J>OOf ability .core. Modlfle" .'" 'w1~ to ability <hed., abillty-b..<d
.klll checks, ""d !>ulc me.....tt"ck and d.....E:" rollo,

action: Wh.t chMaclers c"" do 00 thel, turn In combiot. A chMacter c"" take
OIle minor action, one mo"" aclion. "nd one ..""d...d action 00 hi. Of h.,
turn, s... aloo actio", m;nor. <Xfio.n, """"'" ""d action, .randarrJ.

action, minor: A minor action I. uoually.n aclion th.t I,n't "" .ttack or .",....,
but enahles you 10 do oomethlng el.e, ouch .. drawlnll" '"""J>OIl Of openlnll
• door.

action, m.....e: MovInll up to your charact•••• ope«! 10 • mo"" .ction, Mo""
actlOllo ,,100 CO"". " numheT 01 .",....,ment...el.t<d acllvlU....och .....oolnll
up after belnll knocW prone 0••hllling. s... ,,100 lhift.

action, standard: Moot .Uacko you. character c.n make '«jul.e .t""dard
actlOllo.•uch as OItacklnll with. pow••. ch"'glnll. or ....klnll • !>uk mol..,
.ttack.

action poinl: A 'p«laI ,eoou,,,,, that playe' chMact.... (,,00 ""'"' mon.ters)
c"" .pend 10 galn " borlU••t""dard .ction for that turn. You begin .ach d.y
01 adventurlng wtth OIle action poln!. but .. yOllouccessfully overcome
ob.t.cles and defeat mon....., yOll ....y lIatn mo..,.

aid aooIh..-: Acombat action th.l Ieto you lI.ant another cha.act., ••2
.ttack or delen.e OOnu, In'tead 01 m.klnll "" .ttack oj you. own.
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a1i3D....ot: A 00.1c de>cI1p11on 01 the moralUy 01 an Intelligent c",atu",.
See .1I0~, lawful good. evil, chaoOC evi( and uooli8fll"l.

0l'1O&I><: Or.< 01 the J>OW"r OOY'ceJI from which charocten dffi"" thetr ahilltl.,..
W.rlocks and wllOld. make u"'" oIlhe arcan< J'OWeT OOY''''. Arcan< J'OW'"
..., commotlly called '1"'110.

....,a allllck: A t)'l'" 01 long-range att.ck In which the atlacker bias.. eve'y_
thing In the .peelned a",., A fil"Cba1i '1"'111. an ..ea .ttack,

Armor C.... {Aq: A number lC'J'",,,,,,,tlng • c,eatu",'. ability to .vold being
hit In combat. An opl"'""nl"••ttack roll muot equal Of cxcCftl the tOTg<t". AC
to hit It. Armor Clas••t..I5.1 10 and I. lhen mOOlned for. chal.cter'. level,
Dcxt..lly or Intelligence...mor worn. and maglcal prolectlon•.

uInlI d"'mood (ad): A unit 01 currency, Astral diamond••'" fantastically
valuable: each one I. worlh 10.000 gold pi"""",

aIIad: roll: A 1011 to dclerml"" whether an .tlack hi... To make an attack 1011.
roll Jd20 and .dd your chalacter'. level moolner. ability .COfe modifier
(depending on whlcb ability acore Ihe attack I. booed 011). pi", any .peelal
mOO~len that might apply.•uch as the enhancemenl hom'" oj a magic weapon
o.-Impicment. If the tc>ull C<1ual. or be... Ihe torgel'. dclcnoc. your attack hl".

al-will I"'wcr: A J'OW" th.1 con be uocd every tum.

buic allack: A melee Of rang«! wcapon attack you make wllhout u.'ng •
J'OWer, U lly. you Wle 00.1c .llacks fOf opl"'r1unlly .ttack. Of when
another ch ct.. want. you an attack on hi. Of her tum.

bcaot: A motl.ler type thaI Indud.. non-lntclilgent c,eatur"" .uch as lion•.
tlgen. and be.... IIcaot. 0100 can come lrom more exotic orlgln •.

bloodied: When • ch..ocIer or creature 10 reduced 10 half or Icso oIlhe normal
full hit polnt total, Giomc .bllltles worlr. belt.. when U5cd byor agat",t b1ood­
Ied characte.. Of monole...)

bun: To LIOC • I"'wcr th.t makes your chalacter Of .111...ttonger or belter.
•uch as • I"'w.. that heal. Of glv" a bonus to AC.

bull ......: Acombat actim In whlcb your c\w:acter tries to .hove an "I'J>O'ICllt
oot 01 the wayor Into a .peemc position.

cul a opeJl: To Wle an ..can< I"'wcr, U.'ng .n ..cone J>OW"r I>n't ,.ally dlff.._
ent from u.lnll any other kind <>Il"'wcr. bul there'•• long t,adtllon In the
game <>I.peIle,,'e," and casting '1"'111.
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cuter: T.ble-talk for: • character or c",.ture tha' h.. the ability to 011<"
.u~m.tu,.J power. osl""'laJly If that POW"' ,. oran" or dMne In nature
and l'n'l •~ aHock.~<d cleric•. warlocks, and wll.O.rd••'" usually
cOlUlde~c..,....

cbaolic ..il: An allgn....nt. Chaotic evll .",.'ulft believe that 11". OOy 10 Idll,
rob. Of »lund.. any crea'u", weaker than themsel""",

~r.A flctlon.ll Indlvldual In the g'''''' oetting, crNled and e<mtroll<d
by. pbY'" or DM. s... ,I>o"my". charac"', (K).oo OOIIplOJ"'TChamcle'
(NPC),

~r d ....: One 01 the <1gb! pl,ye' ell.tact.. typos or car..." d=.lbed
In the PIa}",. Handboolr: cleric. fight... paladin. ranger, "'ll.... warlock.
warlord, and w1zvd. (\;0.. doll""•• characte"s talents and !>ulc tunctlon In
the~,

cbarJe: ACQffibal action In which acharacto. IIlOVeS up 10 hi. Of h.. sJ>e<d
and rnak.. a basic meft aUock at the end with ••1 snack bonus. You usu­
ally con', u"" any J'OWers when you charge.

cbeck: A method 01 delermlnlnll wh<th.. you. character .I>«:....J. or 1.11.
when attornpllng an action. Mo,t ch«ks are ability eh«:k., To mili. cb~k.
roil Id2ll ""d .dd ""y ~.nl modlfl<" (u.u.lly. your ~cl modifier and
.bllity modiller). If thl' remit equal. or ..cccd. thc OHflculty Clu. number
...Igned by the OM. thcch~k .uccccd•.

cl.- feature: Any .pcclal .bllity. iK'WCI". or charactc~.t1cderived lrom h.vlng
level. In • ch....cter d ....

claN Mill: It. .ldll to which chorac.... 01 • I""tlcubr d ... hove ...1.. acc...
th"" char.ctero 01 oIhCT cb.....

clcnc: It. pbycr choraclcr d .... C1cr1cs Olc dlvl"" ..>d.lO. ThO)'.", holy ern­
..do" who combl"" polCl"lt healing .bllities with powc" lh.t m.k. CI"lCItIt..
...1.. for: other chOlaclc," to hll or power. that prot~t other choraclc"
from harm.

Clow allade A tl'P" 01 .hort...""~ .ttack In which tho .ll.ck.. bl..... cvery_
thing In lhc .pcclfted ."'., For cxarnp".• Clo.. bm.t 2 I. "" .ttacHhot
alloct••very t"'ll"t wtthln 2 "Ius.... 01 thc .H.ck...

combat aduo..: A .ltu.tlon In which the att.ckcr c.n catch. d.f...,dCT
oIfil""rd, WhCl"l you h."" corobo.l adv.ntago .gal....t • I"". you lIaln ••2
bonuo 011 any .ttack you make, Condition. thot cauoe combot advantag<
Indud. beinll dazed. f1.nked. prun., or otunned,
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ro"""a1",en': An obllCu'lly 'ha' ]>feveo'. a chOloc'e, l,om de..ly .~og a
'>Ig<'l. Cooceal"",nl 1"'""lIzes attacks "l!alns, 'he conc.a1ed c",alu",.

rondi'ion: A ."""Illc .,jl<cl ,hat'. cu"..,o"y alt..,lIng a creotu,.. Common con­
dllkmo Indud< blinded, dazed, dyln~. Immobilized, """ko<!.•towed, .'unnod.
on<! weakonod.

~uct: A moTUI'''' 'Yl'" which Includos 'hlngo 'ha' w.'" buill .nd ",,'m"ed
'hrough m.aglc.•uch .. ~",h~. or .hield ~uordl"".,Construe" Ole
ImmlDle 10 """'" a"ocks and oil..,...

OOfllrollor. A chOlac'... ,ole, C""'roIl.... are chotoc..,. who laVOf ofIe.... ove,
dole.... and ha"" POW'" 'hal can dornogo or hllld... mullipie <1lem"", at <>nee.

""""",r pi<ce (cp): A unl' 01 cu,,,,ncy In 'ho g.une, COPI"" pice.. Ole worth
l/JOOol. woId~,

OOflp do pau: Acombo' ac'lon 'hoi allow. YOU' cho,oc'... '0 attempl •
Idlilng blow "l!alns, a hoipl"" oppon<1lt. (Coop de~ 1. French fo' ".tro""
01 ""'ICY'111 YOU' attock hi", you automatically .cor. a c,'llcal hll with
who,~ POW'" you wor" ",'ng.

00'0'.r: Any ooIld bortie' ""tw"",,, "" attoc"", and <I<{<1ld.,. Cove, InJllc" a
I"""'llyon 'he a"ac"",'. anack roll.

creo'n",,: A living 0' othe,wI.., ocllv" ""'ng. The l"n", c"",n-. mom"',••nd
clra_"" 01" """",Umoo u...-llolereh""geably.

cri1: T.bl. talk for: a c,'lical hi' (Of... a ""rI>. lhe act of dob""rtng """""""
0' """",thing wI'h a c,lllcol hl1). For =ropie. -Did you Ju.l crtt 'hal ore?"

crilical hil: A hit 'hal .1rtkes a vital ..... To oco", a crt'ical hit. you mu.l roll
a ",,'u,.1 20 on an ."ack roll. C,ll. u.ually dNl maximum dam.oge plus bon",
die< baRd on ,h. w.apon 0' lmp"'m<1l' you',,, n.'og.

daily pow..-: A "gnlllc",,' pow., ,hat can"" u...-l onco 1"" day. You '''!lain
datly J>OW"" a1'''' "" '''<1lded ,,,51.

d........: A d.."e• .., In hit potn... The nod 'YI'" oj dam.oge I. 0II<1l .!"'Clned
(.uch .. II", d"""'ll") 00 'hat you c"" d"'ennlne whclho, ,h. 'arget has any."""taI I.l.nc'" or Immunlll<s lha' ""'y d.., ..... Of neg... ,h. d"""'ll"
(.uch I.tane. to fI,,,),

darkvioiOll: The .bllily to """ In total da,kn",. (handy U110 IIghl IIOUrc" I.
"".,by').
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dekooor. A ChOI""" rol~, De/cnders have high hit points .nd good <Iel..,ses
(naJu,"]y). and they "l,ed.UZ< In me.... comh.a,. l1>ey uo"olly ha... abilities
that d!sC<>J'~"""",I... from attacking ..,ftcr "111010 In lhe parly. ouch ..
cOlllrolle..Of~"'.

difficulty cJ_ (DC): The target number that y«J mLlSt meet Of~ wtth •
• klll ell"". or savtng throw fOil to .",,<...d,

d;'io.: On< 01 the power soure.. from which chnoc!... dc~"" ,hoi, ,bllilies,
Clerlc.l and 1"10<1100 ..",.u LISe 01 the dlvln. p<lW'" sourc.. D1vlne powers Of"

<ommoody caJl<d I""Y"".

d...,o: A replile-like moo.... that uODolly has w1nlP ""d • devastating bfeath
_oJ>Oo _. worthy ch.aJlong< lor any 'rue hOfOl

dlaF0boro: A pl.Y"" <haroc'.. face, Drogonbom "'" big, '1""'8 reptilians
who ott.., wander the world .. m.",,,,,,.~•. l1>ey h,,,,, the ability 10 brcathe
It", (or other dangerous .tull) OIl lhel, enemies. much llkoo d,"8O'\S' Th<y
make ex""ll<nt fight.... J'"Iadlns. ""d warlo"h.

~ Mast... (OM): 11>< play.. who runs the ga.... for II>< other pl.~.
The DM erNt.. the dungeon. ""d bnd. the PC. explorc, decides what 101'1
01 morl.I~" or chall<11ge. th~ PC. mu,t "",rcom<. control. th~ mono,""
wl><n 'hey bonle 'h~ advon'u",,.. on<! ..,j.,eeo II>< 80m<.

dwv/: A pla)"'r charac'~r rae.. Ow...",. a", mounlalrHolk who ...~ ,h~ fln..l
ml..... and "",'alworke" In II>< world. Thor a", exc...<Jlngly lough and
",.lIIen' and make ~xc~lIon' cleric. and paladin.,

eladrin: A pla)"'r character race. Elad,lns ...~ an ~1f_llke people who live In
beautiful cit"'" In II>< Fcywlld (II>< land. 01 faerl<), Thor a", aglle on<! In,"lI~

gent and make ~lIont ,anger'. rogues, .nd wlurd.,

o!.....olaJ: A morl"~r orlgln ,hat desc,lbes c,~atu",.na,lve to ,h~ Elemental
Chaos. ,h~ plan~ 01 ~""eoce wher~ ,I>< fundamon,aJ forces of 'he world .'"
born, o..mon•. ~f,..,t. "'amand~,.. and .Ioad arc all ~1e"",n..1morl.I~".

.It. A player ch...acter ,ac~, Elv.. a", a grac~ful woodland race who "'~ II><
IInest arch~" and hnnt~rs In th~ world. l1><y do very well .. cleric., rangers.
and rogue•.

en<ouol<" Adven'u",. con.l.l 01 a ..,rles 01 cncount~,.. FIght. agaln,t mon­
.t~" arc called combot OflCounl~".Noncomba' OflCounl~".10 ror"'..'.
f~alu", .kllI challenges or rol~playlog.ltuatkmo .uch as nqrotlalions.

CIl<Ouol<r power. A power tha, you can U>< """" per cnronnt~r,You 'Cllato
OflCount~r powe.. afteT a .hort ,esl.
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opic d..lIly: A.", 01 ch.ncler .billtl~. and powe" y«J ch.,.,.., wh~n y«J'
chalaeter ",.ch.. 21.t ~I. You cootln"" In a<hianc. In y«J' nrlglnal
chalaet~rd....

oocape: A combat aclioo In which y«J try to~ .w.y lrom an .,..,my who'.
lI'.bbing y«J (~alllOgrob). or y«J gel out 01 a .tmll., .!focl. An~~
.ttempll.. 1tlOV< .ctloo.

..il: An aJllI""",nt. Evil c",.lu",. oon't c.", Uthoy h.~ 10 hU'1 oth~" tn gel
ab••d. and thoy WI' pow., tn .".ia~ or t)'Tann'''' OIho",

oxpcrioo<e pollll.l (XP): A "",..ur~ 01 your chalae..r'. pc........1aehlevement
and advancom."t. Your charael~r ~.ms XI' by d<f~.tlng """,.t~" and <>Vef_

cnmlng ch.llenge•. Chancter. conltn""lo a.ccnmul... oxperl..."" point.
th'oughout thetr car""". galnlng n..... level. In th",r charaet., cI....t
certatn ~xpcrier>c. poinl total•.

oxploit: A mvtlal power,

.x1~od'" ",,01: A period of recuperatioo thai ......t leut .1. hou" 0111"",
In th~ g""'" world, Aller an ~xt."d'" '<xl. a chalocter'. POW'" recb~.

I..: A .p~cI.1 tal...t, knack. .eg•. Dr loctlc your character po........ For
.xampk tho Toughne.. f~at Incr• ...,. lho num~rof hit point. a chalocteT
h..: tho W.apon Focuo ~.I Inc"".... tho damage. chalaeter d...t. wllh
we.porn! 01 ••poc,nc group:.oo tho Ungnl.t l.at Ie... charocter l~am addl_
tlonall.nfl"'ges.

loy: A """,.leT OfIgin that d~r1beoc"".tu""" nat~ to tM Foywlld. tho realm
01 faen.. Foy mono"" Includ< Vallou. natu"" .pll1t. or c"".Il."". with .tmllv
myotic origin•.•och .. tho dryad, hag, or ..Iyr,

ligbtor: A pl,)",r charaet., cI.... F1gh..,. h.~ nc~ptlonalcombat .hllltleJl
and .kUIo with woapon"

llank: To I.. dl,.ctly 011 tho othor .Id< 01 an opponent who ill being threatoned
by another ally. Aflanking attacker gain. combal advantage agoln>t tho lIankod
opponent.

Fortitude d~"'..... (Fort): On. 01 th~ ba.k def.".., .cor.., Atlaeko .ffoctlng
Fortllud~del.n.., gen~rallyloclude ~fjoct•• chOloct~r ....1". Ihrough .h""r
phyokal .tamlna or pow" .•ucb ...urvlvlng tho oIfoc\! 01 pot",n or ....1.1_
Ing mOVef1l.nl.

gioh: T.ble talk lor a chaloct~r who n both mvltol and arc""" powen.
U.ually. thl. cha.ae ... will 1... ngb with wlzald multlcia.. ~.",.., that
h. d' .h~ h... mix oJ nghter powe.. and WIzOld pow~".
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ll"Id piece iJIp): The otondarn unit 01 currency In the O&D game. On. lI"ld
pi..,. equal. 10 .llver pi..,.. or 100 COP!"" J>I..,..: 100 gold P""<s <qual
J platinum pl«:e.

ll'"'d: An alignment. Good crcatu~beI",~ thai aiding OIh... ,. ,h. 11gb!
thing to do. and th"y'~wllllng to stand up to <>'lIto any form.

ll"'b: A combat actloo In whkh • <haroc'.. 'rles 10 >elzo on opJ>OOen, ond
k",p him lrom moving away. Whorl • <horaclc, I. gr~, he orohe con ..Ill
act nonnally In most ~rd., acopt thai he orshee",,', """'" unlc,," you
sucCftd In an esc'J>< attempt,

balf.,lt. A pl.)"', charae'.. fOee. Half.."""".,,, poop" <1<""'011«1 lrom a ml._
'U", 01 human and riven snc..'ors, and combine mony 01 the lou' ~.tUIft 01
boIh rae... Thor acol .. warlocks "nd do well as paladins or w.rIor:ds.

balfti"ll' A pbl= <hOIacl•• race. HoIflings .'" c~r. 'HOu,,,,,ful, and luc!<y.
Desplt< thdr ""wi statures. thoy.'" quite br."" and ad"...,lurou•. HoIflIDgs
make ""'y good rogues. range". and wll1locks.

bnlilll' A koyword <lescl1btng , J>OWff Of ability that ",,,IOrM IosI hit poIn...

bealiog ...,.~:A sing\< -<105<- oj hullng. nonnolly"lua.l to ll)'«lr charocter'.
normal lull hit poIn... Most healing .II",,\! glve )'«I the ability to .pend a
healing .urge: the number oj healing .urges )'«I con u.e pcr day depend.
011 your chalocler'. du. and Coo"l1n1l00 mo,lInCT,

bit: To make aouc<:culul attock roll, 03 In. "My attock'. a 27. did I hltr'

bit poinu (hp): It. me03urc 01 your ch..act...•• health. Dom..,. that charoct....
take dc<:rcallCO their current hit poln", Lost hit poIn" arc r""Of<d either by
healing cfl""t. (d!1nklng a fXJ'iorI 01Malirrs. IOf example). or by "",tlng lor "
time.

boly o)'IIIboI: An Implement u.<d by d ...lcs ond paladins.

buman: A player character ra"",, Human. are tough "nd adoptable, and can
do very well In any chorocter da...

bumanoid: A mon.ter lypc made up 01 cTealur.. thot are roughly humanlike.
• LlCh u dw.,,,,,,, elvco. glon... goblin•. and orc•.

immortal: A mon"er ortgln describing crealur.. nallve 10 lhe domlnk>n. 01
the Aslral Sea. Angel. and <levll. arc Immorlal.,

implement: A <levk:c that ••,,"'" u a "weapon" lor a cleflc. warlock. or
wizard, FOf cnmplc. a wizard might u"" a wand 10 deliver a .pell attock
In.lead 01 ot!1k1ng with a .word or bow like a martial charocler would.
Sec 01.0 holy .ymbol. oro, 'laff, and wooo.
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ioili.oli~o:A .yot"", lor del..mlnlng the S«Juence 01 acllon. during a battle.
Bel"", lhe Ilrst round 01 combal. each combatanl make. a .Ingle Initiative
che<:1L Each round. everyone acl. In order lrom the hlgh..t Inltlatl"" ~ull 10
thelow..t. U.uaJly, you just use your tlrst Inillatl"" roll lor the whole tight.

ioili.oli"" meck.: Ache<:k used to determine your place In lhe Inltlall"" ord..
for a combo!, An Inltlotl"" check Is Id20 • Dexterlly modiller • any .pec"l
modlfle" your chOlacler moy ha"",

iosubolaolial: Not qulle phy.lcally real. Some """,.Ie" .och a. gh.,.," and
.hadows Me In.ubot:rnllol. In.ubot:rnllol monsle" lake holl domoge lrom oll
attack•.

keyword: A descl1p11ve word In a power or mon.ler d..crlpllon thot leis you
know whol groupo lhot power or ""","er beIon8' 10, For exomple. If a .pen
h.. lhe Mcone and lire keyword., anything else that affecl. arcane powers or
tire power. alleel. thai .peIl.

lawful good: An alignment. Lowlul good creotures believe In ..tabll.hlng
order and enforcing lust laws for Ihe benem 01 an creature., and lheire
willing 10 nyhl cvllin :my form,

leader: A chOl..ler role, Leader. are IIghl 00 ollense bul ho"" powerlul heol_
Ing and delen.l"" abUIIIe. that help the other choracle.. In the porly fight
betler,

1e",,1: A me..ure 01 advoncement or power applied to choracle.. (lor eJWn­
pie. a 10th-level tighter). monsters (an 8Ih_level ogre). powe.. (a 41h-level
dlvtne prayer). and magic Ilem. (.och a. a r:hh-level.talf),

1e""1 modifier: A bulc measure 01 .klll derlved from your chMacler level.
Your level modifier I. equal 10 holl your charact.. level. rounded down, For
e..mple, a 5th-leve1 choracler has alevel modiller 01 .2. and an ISth-ievel
ChMacl.,- has a level modifier of .9,

low.fW11 vilioo: "The abilily lo.ee bett.. than a hullWl In c""dlilon. 01 dim
illumination. Beinfl' .och a. elves have low~lghl vl.loo.

ma,ic: Arc.... and dlvtne powers Me generally considered to be -magic,' as
Me elleel. or properl"" 01 magic Item.,

""';c ite..: A piece ot equlpmenl Ihall. enchanted to oIfer a boous or.~
clol properly 01 some kind. Magic nem. Include Mmot: weapons: Implemenlo
(holy .ymbol•. orbs. ro'h. "all•. and wand.): boot. :rnd !p"eaves: .Meld. and
brac..s: cloak. and amulets: bells: and wondrous Items (a catch-all for every_
thing else). Some magic Ilems c:rn be used or worn ooly 00 a .pecillc pari ot
Ihe user·. body (or body .Iot). and Me Iheretore known ...Iotted Items.
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.."'lie.. beMI: A mon.ter Iy!'" m.ode up 01 <...atureo wUh b<..I~lke form.
and '"pemo'u," pow... Of Intelligence, such as dl.p~., be..... draEfO'\S.
I/Orgono, ond ropers.

marie To challonll" ...",.10'" with .. J'OW'" Of 011",. that domonds 115 atten­
tion. If .. c,..to", you mark ....kes on .ttack th.t doesn't 1"c1u~you. It takes ..
_2 I"'nally 011 II. atlack roll•. New marks wi!", out old mvks. 10 If II>< J>abdln
challenges an onemy mvkod by .. fight... the 1"10<110" ....rk "!'PII.. and the
fighter'. mark I. dca=!.

martial: On< 01 the p"""" 0«Jr= I,om which charact... det1~ th", "bllIll...
1'1"" _rangers. rogues, and warlord. make use 01 the mvll'" power S«Il<"'.

MMI ~. are commonlycoll<d aJ>loiIs.

IDaoterworl<: Anno, types conotructod from soch fantastic malon,,1s that II><
-,..,.k..," vefSion )'QU might .....,,- Und J>O'I>el1IeS at lea.! ...4 coMne........,!
value.

min...o: The practk:e 01 trying to mili your character •• etl<ell"" •• poo.~

b~ by choosing the right J>OW=. fe.... and magic 110m•.

IDeJ..,: Comhat "t clos< ,.0l/". In which combat••to "'" Iradlng jabs, Ihm....
• bms, or .Iuh.. with m<1"", weapons or natu,a1 weaJ>OTlS.

melee attack: A Iype 0/ attack In which ,he ..'acker large" a .pecilic enemy
(Of enemies) he or .he can ",ach with a me.... weapon_ although !OrTIett"""
tho rneIee "w.apon" might .'mply be a louch tho' doll""", tho ell.d 0/ a magl­
cal power.

milestooe: A mea.ure oJ your .ucce.. 10 your curron' ad"",tu,e. U.ually,
mlle.tones a", determined by the uumber: 0/ exp<rlence polo" you'"" ....ned
50 1.... ~htug a mlles'one ~roo" you an addlUoo.1 actloo poIot ("'" actiorl
poinf) aod may provide oIher """.lIt. as well.

moo.ler orillio: A keyword ,hat delle,l""" what sort 0/ C",""Ule a moo.le, 10:
aberran'. elemental. ~. Immo,tal. na'ural. Of .hadow. Mo.l c",alures natl""
to the mortal world _ buman•. droE/OftS. bea". 8Obllo., aud so 011 _ ...e
na'ural.

muhiduo: A 1YP" 011.., tlul allows your ch...acter to acqul", a .mall number
0/ das.lea'ures. ddll., Of powe" 01 onoIher clas•.

Dooplayerchon<ter ~PC): A characler controlled by ,h. DM. NPCocan be
any o/lhe people your ch....c'.. meel! (.uch as Inok...per•. m.rclunl......d
,h.,lch noble lhal asked ,he pally to ",'rlove a lo.t Of stoloo het,looro). a.
well as the vlllalo. Of rival. your characler eocouo'... (.uch as evil cleric•.
wi"",... rogues. aod lI~h..rs).
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opporlunily _Ie A .'ngle basic melee .ttack ,h., • comW",,1 may mili
when an opponen' within ",ach I.kes "" aclion lha, provoke. "" oppor'unl'y
.ttock. .och os movIn~ wI,hout Wlln~ the .hlll ocllon or u.lng. r""ged .ttoclL

orb: A Iype ol moglc Implement. Implement> funcllon much like we'pons fOf
we""""-Wlln~ chOIacle..: I! you have. "'"Illc orb. It gl"'" you "" enhonee­
men' bonWl ol .1 Of more ,h.. you can odd 10 011 .ttack and d.mage roll. you
m.ke when wielding ,h.1 device.

paladin: A pl.yer chOIocler d .... Paladins ..., dMnc defend... who.", often
chompion. ol julilce ond good.

panjf00 ....lh: A .peclflc _ ol char.cler abllill.. and power' you choose
when your charact.. ",aches 11th level. YOll conlin"" to """onee In your
Oflglnal characler d ... ,

plane: Adlfferen' ",aim or layer ol exl..ence.•och a. Ihe Shadowlell, the
E1emen,aI Ch..,., Of Ihe Astral s.ca,

plalioUID piKe (PP): A unit ol currency equal 10 100 80ld piec...

pla)"', cba~l... (Pq: A chOI.cler ronlfolled by one ol ,he pia)",,, .. the
'able,,, opj><>Oed to ,he DM. YOllr chaTocler I. you, .valar In ,he game,

potion: A ma~1c Ilem ,h.. ,. ba.'cally a on~hoI elfecl lha, .ny characler
can use,

power: A .pecillc .t'ock. delense. Of u'lllty ,"feel. chaTacl.r Of cre.'ur. can
use, Power. may be u..ble "_will. once per encounl.... Of oncc per day.

power..,w=: The mechanl.m Of orI~ln 01 your characl...•• h..oIc pow....
Th.lh"", power >OlJte.. described In 'he Prayer" HandIJooI< arc m.r1Ia1.
arcane. and divine. bul oth.r power >OlJ,c...x1.1 '00,

praycr. A dMnc power.

P""re<J.uisile: A condl'lon or requl,emen' ,h.1 mu" be mel before your char_
acter c"" gel """,,Ihlng, For example. 'he Hommer Rhythm feal has p",r"'1u~

.u.. 01 SI,en~lh IS and Constltullon 17,

poll: An e/fecl ,h.. l.t> you dr.g """,her c",.lure do..,r 10 you by ,he ....ed
number 01 "IUOI...

puob: An e/fecl ,h.. lei. you move ""other c",ature .w.y from you by lhe
.Ia,ed number ot >quatc>.
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1aCt': Acharae!..', 'J><"~ or kind. Race <Ietonnln.. a <haroc!c,'. general
,I,e and looks. and It also gran peelal bon"".. to oldll. and ability oeOrel.

III the tI.... 01 thl. writing, the roc val"b~ for y«J to pby Of. dragonbom.
dwarf. c~rln. elf. haU...,U, halnln8. human, and 1ieflinS.

nIII": The d ..toncc at which you an allack wtth. rang<d weapon. For cum­
pie. the .hor:tbow has. ranll" 01 JS{.IO oquarH. II you ,hoot at 15 oqUOleJI or
leo., the attack I.""" no J><1WIy: If y«J .hoot at 16 to 30 oqu:=s, I'" • long­
rang< aUack. and taI:... -2 J><'fl>Jly.

ran,ed attack: A typ< 01 attack In which the aUocUr ''''lIoI, • sJ>«=lflc enemy
(or .nomlc.) he or .he can ti,e at with" thrown we;opon. ml..ll< _aJ>Oll, or
~c'" cited such ....~II or praye'.

nngoer: A pia)"', chM""••• da..., Ranger. O1e nw1lal.llikors and have acC<5S
to ~ll<1lt '""Er<d attach (arcl><l)') and ~I..,t rn<I.., attacks (two--..poo
~ghtlng).l1><y... oJdlled warriors 01 the wtklemeu.

.-do: 11>< ability 10 ....ke • mel.., ."ack again,' ><>m<OM who I.n"' ",,,,,ding
right nexlto you. Many bill mon,ters h."" nalural reach: hum.an-slz<d <hOl_
octc,. can wet 1<ach by choo.ln8 1on8 w~aJ>OTl' .ucb os ~rln>.

R.nox dek".., (R.I): em. 01 a croat",•• bulc do/~noeo. II """..ur"" lho abl~

Ity to e>'od~:rn atlack IbfOu8h qUlckn"". or agIl1ly. Allaco Ibat largd Ro/lox
do/~"", .,~ u.ually ",~a bl.... or raY' 1....1 tho la'll"l mi8ht rIodE/". In addl_
tloo. attacks Ih., bYJ>H' armor 011.... largot RoUe>: d.t.....~ In.l.ad 01 Armor
Cla...

ftSioIlIo~:A .peelal dof...... Ihal .110...... c",alu", 10 IgOOf~ a _ amounl ot
rbmaE/" lrom attacks 01 cerlaln typco. Fo< example. _arlng .2 biocktron """"'"
~ you "",lsI 5 1I",:rnd "",lsi 5necrotlc. Any atlaco wllh lho it", or necrotic
keyword. doal --5~ agaI",1 you.

rogu~: A pla)l"r c ....r.ct.. cI.... Rogues a", martial .I,lke... l1>cy.,~ nimbi.
ch",acl~.. who eoco/ at uoln8 .klll. :rnd maldng .""ak altack•.

n>Ic: A I~rm d""Cllbing • characl.. 0< moo"..'. ""'Ic lunclkm In combat.
Play~rcharacter ro'" jncloo~<lcf....d... OIrlk... cootroller. and leader.
Mon.l.. ro'" Include ",IUI..y. brute. lurl<er.•klrml.hor. and ....dl~r.

......nd: A .ingle unit of game lime. ""pccWly in bait.... A round "'p....nl.
aboul .bl .<eorId. In tho game world (but It lake. longer lhan lhat In ,~al

lime).

ruo: RUlI I. a mo"" action that let. you mo"" up 10 you' • .,....t ,2 "l"""'".
However. you tm. penalty 011 your attack rolls and 8r.nt combat odvanl.E/"
until you' ""at lum.
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"'''''ll throw (...",,): A roll made to ''''<>ve' lrom the negoltve ell",15 01 a
.p«:i.lI aHaek. .och as a .pell or mon.ler ability. For enmple. a powerlul
att"d might Ie""" the l"rge! ,"""kened or Incapacitated until he or .huuc_
e<ed. Oil a ..ving throw. Norm.ally a e,eatu", con attempt a ..ving throw
each round agaln.. eacb elfed eur"",tly aff"'ltng It.

ocroll: A magic Uern thar. baolcally" onoNlhot u... 01 a .Ingle .p«:lfle ritual,
For example. a .eroll oIlirrJt<d porrollel. your ebarocler perlorm the
rltu.allirrJt<d porrol one time. even If your character normally couldn·t per_
lorm thaI ritual.

OKODd wiod: Acombal "etlon thal le.. you .pend ..tandaro action to ""e
one 01 your he"lIng ,urge>. In addlUon, you galn" .2 bon"" to all delen....
unlll the .tar! 01 your next turn. You can ""e .",ond wind only once per
encounter,

shadow: A mon.ter origin deoc,lbing c",alu",. notl"" 10 lhe Shadowlell. the
plane oI.hadow that exI.l. parallel to the morl,,1 world. Shadar-kaJ. night_
.hades. and many undead are .hadow monsters,

shift: A mo"" acllon that lel. you adju.. you, position 1 "'Iuare In any direc_
tion. A .hlft doesn·' provoke an owortunlty "ttack,

short ...,st: Charocte.. recuperate beI..-n <1Kounte.. by tiling a .hort "",t
that las.. at le..l n"" minutes In the game world. After ..horl "",t. encounter
powe'" """ rechMged,

"I~er pi...,. (op): A unll 01 cur"",ey <qual to J/IO 01 " El"1d pl",e,

oIi"": An eIl",t lbot lei. you mo"" another e,eatu",,, certain number 01
.P"C"" in any dlrcdlon you wanl,

"""II: An ...cone power.

otac:k: Combine multiple bonu.... lor a cumulall"" effed. lkually. you gel only
the best bon"" 01 any gI""n tYf'" that applies. bul II you galn bonu.... 01 dil_
fe"",t tl'P"", lhey all worlr. loget.her, For example. two ell",t. gnntlng a .2
power bonus 10 AC <100'1 .tock: lhey both grant power bon""",•. so you gel
only the belter 01 the lwo, 1I one eIl",t granted" .2 leal bonus "nd lhe other
granted a .2 powe, bonu•. they would .tack and grant a .4 bonus 10 AC.

staff. A tYf'" 01 moglc Implement, Implemen.. function much like '"""pons for
,""""",,-oolng ehOIacte...: 11 you ha"" a ""'81< ...ff. It gl",," you an enhance­
ment bon"" 01 .1 or mo", that you can add to all attock "nd damage roll. you
make when wielding that devlc.. (The qu.,ter>tall I. a .Imple we"pOII lhal·.
p"'tty moch alwo-handed club,)

striker. A charocter role, Striker. "", oUcnoe-orlented eh.,oclers who «eel
In ""a1ing a lot 01 damage to one larget at a lime,
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ousIain: Conc..,,,.llng 10 maln'oIn on actl"" I'''W''''. ~fl«:t. Moo' J'OWen
don'! rftJul~you to s""lun them. but • rew do; the <Ie'aJlo d~nd on each
01'""11k:~, SUSt.lnlng. POW" con be • mlno, or .landan:! action.

take II: ,....ad 01 rt.kJng.~ roll on "".... ,klll cl>«<•. )'QU COIl .'mply
,t... that roo want lo"t.ke 10: nu, give' roo' ~ult .. 1f you'd rolled. 10
011 your Id20 roll, plu. what"""" modi'.." apply. You can tili to OIIly when
your charaet.. I. not being th,..t..,..t or dl.troct..J; the DM h,.. the flnoJ ...y
011 whether you can tak. 10 In any given .I,,,,,,lon or ct>«:k.

t..nina:: A play.. <haroc!.r ,ace. Ti<fIIngs .'" the Oe"",odant. of human.
who long aEfO bargalnod wllh Infernal pow.... They."'. charismatic. oeIf_
",lIonl ,ace. Tie/lings make ..collenl warlocks, warlords. and wturd•.

t>¥<>bandod _po<>: A "'''"pon de.lgned tor U>< In two hond•. luch ...
gr....word.

uoalign"': An alignment (Of mo", .peclncally, the lack 01 otI"). Unallgnod
cr••tu~ p"nuc their own Inlolft'•. Unaligned hero<s do help pooplc, 001
"m.lly becauoc they exJ><d~ ",...ard.

omarIDed Ilrike: An attock mad< by a ch...oct... Of crNlu", wllhoul a weapon.
(M.,.I anlmu and _to.. ha... ""IUIoI _aJ>OO' .och .. cbwo or t_h and,
the,.,jo.... """,'1 consid...«I'unarmod': lheydon't make un...........trlm.)

und8<l: A keyword thaI o.o<rli>es monot." lhat ha...d~ but won'l ,tay
bur~. IncludIng gh.,.". Shool•. vampl"" .•k.lolono. and wraith•. Und.ad
.... Immunc to IIOfTI< allacks ,nd vulncrab'" to oth....

wand: A Iyl'" 01 magic Impletncnl. Imploment. function much like _apon'
lor: w'''l'Of'-U'lng charocl.,,, U you ha... a ....glc wand. It gI.... you ,n
..,hatteelJl<nt boouo 01 ,I Of more that you can add to oil .ttock and damage
roll. you IIl.Oke wh.n wI.ldlns thai <I<vIc.,

warlock: A pbyer charocl., clo... Warlocks a", highly .ru,"", arcane otrlke...
They n.. f....1IOfTI< CUl... and d.adly '1"'"' to dol.at their "".m"",

warlord: Aplay.. ch...octorclo... W'rlord, .... m...tW 18<1.... They 'l'''c101­
I.. In "",I.., combo\. ott"" otandlns ,td. by .Id. wllh tho palty'. dol""d....

weapon group: Th. family a parlicular w'apon belonfl' to. FOl .xampl•. the
IIghl bladeo lI'O"P Includ.. dagger•. ,hOfI ,wOfth. and ..p Any POW"
you can WI' wllh , light blad•. you can u.. wllh any 01 th weaJ>OO"

Will d.,"- (\\'iJl): Onc 01 the bo,lc del..,.... ""II del..,.. m...n.... your
ch...oct.,'. ablilly to wlthotand III oII..,t. through "",nlal !I""'glh and
willpower.
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wizard: A pIa)"'r character cia... II'IUldoa", arc.... controllen, l1><y have
low htt points .nd Armor CIas., but they wield J>OWf'I'ful >",a"" spell. that
can sfloct muillpic ~"",I", .t oncc.

world. lbe: Thc ·nor....r planc 01 cxl.tc""", the 'rcal world- for: D&D charac_
ter.... opposed to other pia".,. like thc Fcywild, lhe Nlnc Hcll•. or the
Elem~talChao. (..,., pia",,). So"",timco rclcltcd 10 .. 'thc mortal world-
or "the world 01 mortal.:
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