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WILLIAM O’CONNOR

INTRODUCTION

This book presents the core rules of the Dunceons & DraGoNs® GaAME, the
premier roleplaying game of fantasy adventure. Whether you're new to the game
or a veteran, you'll find rules, guidelines, and examples herein that will help you
and your friends play through tales of high fantasy.

The game is vast, as are its rules. This book focuses on the rules that nearly all
groups need, and it is structured so that you can read it front to back or hop from
one topic to another using the index.

Intended for both players and Dungeon ,
Masters, the rules collected in the fol- Whether you're new to the

lowing chapters are the most game or a veteran, you’ll

up-to-date versions, reflecting refine- . IR
ments since the current edition was f ind rules, 8 uidelines, and

released in 2008. examples that will help you

These rules are in service to your d iends pl
group’s fun. Experiment with them, ana your f riends pilay.

and make them your own. In the 1979

Dungeon Master’s Guide® rulebook, Gary Gygax, the game’s cocreator, introduced
the main principles of the rules, many of which have been evident in all of the
game’s editions. What he said about the game still applies today:

As arealistic simulation of things from the realm of make-believe, or even
as a reflection of medieval or ancient warfare or culture or society, it can
be deemed only a dismal failure. Readers who seek the latter must search
elsewhere. Those who desire to create and populate imaginary worlds with
larger-than-life heroes and villains, who seek relaxation with a fascinating
game, and who generally believe games should be fun, not work, will hope-
fully find this system to their taste.

A ROLEPLAYING GAME

The Dunceons & DraGoONs game is a roleplaying game. In fact, this game
invented roleplaying games and started an industry.

A roleplaying game is a storytelling game that has elements of the games
of make-believe that many of us played as children. However, a roleplaying
game provides form and structure, with robust gameplay and endless pos-
sibilities. While the Dunceons & DraGONs game uses dice and miniatures or
other tokens, the action takes place in the imagination. There, players have the
freedom to create anything they can imagine, with an unlimited special-effects
budget and the technology to make anything happen.

In the DunGeoNns & DraGoONs game, each player creates a hero (also called a
character or an adventurer), teams up with other adventurers (played by friends),
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explores a magical world, and battles monsters. One player takes on the role

of the Dungeon Master (DM), the game’s lead storyteller and referee. The DM
creates adventures for the characters and narrates the action for the players.
Having a DM makes the DunGeoNs & DraGoNs game infinitely flexible; he or
she can react to any situation—any twist suggested by the players—to make each
adventure vibrant, exciting, and unexpected.

An adventure is the heart of the Dunceons & Dracons game. It’s like a fantasy
movie or novel, except that the players’ group of characters (often referred to as the
adventuring group, or the party) are the stars of the story. The DM sets the scene,
but no one knows what’s going to happen until the adventurers do something, and
then anything can happen! The group might explore a dark dungeon, a ruined city,
a lost temple deep in a jungle, or a lava-filled cavern beneath a mysterious moun-
tain. The adventurers can solve puzzles, talk with other characters, battle all kinds
of fantastic monsters, and discover fabulous magic items and other treasure.

The Dunceons & DrAGONS game is a cooperative game in which a group of
friends works together to complete each adventure and have fun. It’s a storytell-
ing game where the only limit is a player’s imagination. It’s a fantasy-adventure
game, building on the traditions of the greatest fantasy stories of all time.

The game has no real end; when one story or quest wraps up, another one can
begin, woven in an ongoing story called a campaign. Many people who play the
game keep their campaigns going for months or years, meeting with their friends
every week or so to pick up the story where they left off. The adventurers grow in
might as the game continues. Each monster defeated, each adventure completed,
and each treasure recovered not only adds to the continuing story, but also
earns the adventurers new powers and other abilities. This increase in might is
reflected by an adventurer’s level.

There’s no winning and losing in the Dunceons & DrAGONs game—at least,
not the way those terms are usually understood. The DM and the players

TRY IT!

When you play an adventurer, you put yourself into his or her boots and make
decisions as if you were that person. You decide which door your adventurer
opens next. You decide whether to attack a monster, to negotiate with a villain,
or to attempt a dangerous quest. You can make these decisions based on your
adventurer’s personality, motivations, and goals, and you can even speak in char-
acter if you like. Within the boundaries set by the Dungeon Master, you control
what your adventurer can do and say in the game.

Your hero can attempt anything you can think of. Want to talk to the dragon
instead of fighting it? Want to disguise yourself as an orc and sneak into the foul
lair? Go ahead and give it a try. An adventurer’s actions might work, or they
might fail spectacularly, but either way the player contributed to the unfolding
story and had fun.

6 INTRODUCTION



ADAM PAQUETTE

participate together in an exciting story of bold adventurers confronting deadly
perils. Sometimes an adventurer might come to a grisly end, torn apart by fero-
cious monsters or done in by a nefarious villain. Even so, the other adventurers
can search for powerful magic to revive their fallen comrade, or the player might
choose to create a new character to carry on. The group might fail to complete an
adventure successfully, but if everyone had a good time and created a memorable
story, they all win.

A Fantastic World

The world of the DunceoNs & DraGONS game is a place of magic and monsters,
of brave warriors and spectacular adventures. It begins with a basis of medieval
fantasy and then adds the creatures, places, and powers that make the Dunceons
& Dracons world unique.

The world of the DunGEoNs & DrRAGONS game is ancient, built upon and
beneath the ruins of past empires, leaving the landscape dotted with places of
adventure and mystery. Legends and artifacts of past empires still survive—as do
terrible menaces. Although minor realms exist, they are widely scattered points
of light in the surrounding darkness that shrouds the world. Monsters and super-
natural creatures prowl the dark spaces. Some are threats, others are willing to
aid the adventurers, and many fall into both camps and might react differently
depending on how the adventurers approach them.

A ROLEPLAYING GAME

7



THE HISTORY OF THE GAME

Before roleplaying games, before computer games, before trading card games,
there were wargames. Using metal miniatures to simulate famous battles from
history, wargamers were the original hobby gamers. In 1971, Gary Gygax cre-
ated Chainmail®, a set of rules that added fantastic creatures and magic into the
traditional wargame. In 1972, Dave Arneson approached Gygax with a new take
on the subject; instead of controlling an army, each player would play a single
character, a hero. Instead of fighting each other, the heroes would cooperate to
defeat villains and gain rewards. This combination of rules, miniatures, coopera-
tion, and imagination created a totally new entertainment experience, and in
1974 Gygax and Arneson published the first set of roleplaying game rules with
TSR Hobbies, Inc.: the Dungeons & DRAGONS® roleplaying game.

In 1977, the rules were rewritten and repackaged into a new form with the
DuncEeons & Dracons Basic Set, and suddenly the game was on its way to becom-
ing a phenomenon. A year later, the first edition of the AbvaNceD DuUNGEONS &
Dracons game was published in a series of hardcover books.

Throughout the 1980s, the game experienced remarkable growth. Novels,
a cartoon series, computer games, and the first campaign settings (GREYHAWK®,
ForGoTTeN ReaLms®, and DrAaGoNLANCE®) were released, and in 1989 the second
edition of the AD&D game took the world by storm. The 1990s started out strong,
with the release of more campaign settings (including RavenLoFT®, DARk SUN®, and
PLaNEscAPE™), but as the decade was drawing to a close, the DunGEoNs & DRAGONS
juggernaut was losing steam. In 1997, Wizards of the Coast purchased TSR and
moved its creative staff to Seattle to begin work on the third edition of the game.

In 2000, the third edition of Dunceons & DrRAGONSs was released, and it was
hailed as an innovation in game mechanics. During this period, DunGEONS &
Dracons reached new heights of popularity, celebrated its thirtieth anniversary,
and published a vast collection of rulebooks, supplements, and adventures.

In 2008, the DunGeons & DrAGONS game reached a new milestone with its
latest edition. This edition builds on what has gone before, introducing and refin-
ing various game elements.

Over the years, DuNGEoNs & DRAGONSs has grown and made its mark on popu-
lar culture. It has inspired multiple generations of gamers, writers, computer
game designers, filmmakers, and more with its ability to expand the imagina-
tion and inspire creativity. Whether you were with it from the beginning or just
discovered it today, the DunGEONs & DRrAGONS game is your key to a world of
fantasy and adventure.

Magic is everywhere. People believe in and accept the power that magic pro-
vides. True masters of magic, however, are rare. At some point, all adventurers
rely on magic. Wizards and warlocks draw power from the fabric of the universe.
Clerics and paladins call down the wrath of their gods to sear their foes with
divine radiance, or they invoke their gods’ mercy to heal wounds. Fighters and
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rogues don’t use magical powers, but their expertise with magic weapons makes
them masters of the battlefield. At the highest levels of play, even nonmagical
adventurers perform deeds that no mortal could dream of doing without magic.

WHAT’S IN A GAME

All Dungeons & Dragons games have several basic components: at least one
player (five players works best), a Dungeon Master, an adventure, and game
books and accessories, including dice.

Players

DuncEeons & Dracons players fill two distinct roles in the game: controlling the
players’ characters—also called adventurers—and acting as the Dungeon Master.
These roles aren’t mutually exclusive, and a player can roleplay an adventurer
today and run an adventure for the other players tomorrow. Although everyone
who plays the game is technically a player, this book usually refers to players as
those who run the adventurers.

Each player creates an adventurer, part of a team that delves into dungeons,
battles monsters, and explores the world’s dark wilderness. Like the protago-
nists of a novel, a movie, or a video game, adventurers stand at the center of the
game’s action.

The Dungeon Master

The Dungeon Master controls the pace of the story and referees the action along
the way. Every DuncEoNs & Dracons game needs a DM. The DM has several
parts to play in the game.

4 Adventure Builder: The DM creates adventures, or selects published
ones, for the other players to experience.

4 Narrator: The DM sets the pace of the story and presents the various chal-
lenges and encounters that the other players must overcome.

4 Monster Controller: The DM controls the monsters that the adventurers
confront, choosing the monsters’ actions and rolling dice for them.

4 Referee: The DM decides how to apply the game rules and guides the
story. If the rules don’t cover a situation, the DM determines what to do.
At times, the DM might alter or even ignore the result of a die roll if doing
so benefits the story.

Many players find that being the Dungeon Master is the best part of the game.
The Dungeon Master role isn't necessarily a permanent post; each player in the
group can take turns being the DM from adventure to adventure.

WHAT’S IN A GAME
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COOPERATION, NOT OPPOSITION

Even though as the DM you control the monsters in an adventure, you aren’t
the other players’ adversary and don’t want them to fail. Your job is to provide
a framework for the whole group to enjoy an exciting adventure. That means
challenging the adventurers with interesting encounters and tests, keeping the
game moving, and applying the rules of the game fairly. Your goal is to make suc-
cess taste its sweetest by presenting challenges that are just hard enough that
the other players have to work to overcome them, but not so hard that victory
or escape is impossible.

The Adventure

Adventurers need adventures. A DunGeons & DraGons adventure consists of
a series of linked events. As the players decide which way to go next and how
their characters deal with the resulting encounters and challenges, they turn
the adventure into an exciting story about their characters. All Dunceons &
Dracons adventures feature action, combat, mystery, magic, challenges, conver-
sation, and lots of monsters.

Adventures come in three forms.

4 Ready-to-Play: The DM can buy or obtain professionally written, ready-to-
play adventures from a number of sources, including a local game store and
www.dndinsider.com.

4 Adventure Hooks and Components: Most DunGeEons & DRAGONS
products offer pieces of adventures—story ideas, maps, interesting mon-
sters—that the DM can assemble into an adventure.

4+ Homemade: Many DMs choose to create their own adventures, building
challenging encounters and stocking them with monsters and treasures
from products such as the Monster Vault and the Dungeon Master’s Kit.

An adventure can be a simple “dungeon crawl,” a series of rooms filled with
monsters and traps that has little story to explain why the adventurers are facing
those challenges. It can be as complex as a murder mystery or a tale of politi-

cal intrigue, or it can be but one chapter in an epic tale related to the fate of the
world. An adventure can last for a single game session or stretch out over many
sessions of play. For instance, exploring a haunted castle (which takes a few hours
or days in the game world) might involve half a dozen game sessions over the
course of a couple of months of real time.

When the same group of adventurers plays with the same Dungeon Master
through multiple adventures, the result is a campaign. The story of the heroes
doesn’t end with a single adventure but continues on for as long as desired, just as
in an ongoing comic book, television, or novel series.

INTRODUCTION



Game Books and Accessories

The action of the game takes place mostly in the imagination, but a few products
are necessary to play the DunGgeons & Dracons game. The following DuNGEONS
& Dracons Essentials™ products provide a great place to start.

Essential Products for Players and Dungeon Masters
4 Dunceons & Dracons Fantasy Roleplaying Game Starter Set. This
boxed set contains everything a group of players needs to start playing the
Dunceons & DraGoNs game. It contains rules, dice, maps, tokens, and an
adventure that takes characters from 1st to 2nd level.

4 Dunceons & Dracons Rules Compendium™. This comprehensive book
contains the essential rules of the game collected in one place, taking a
campaign from 1st to 30th level.

4+ Dunceons & Dracons Roleplaying Game Dice Set. The DUNGEONS
& DrAGONS game, as well as other games using the D&D® game system,
require a special set of dice (see the “Game Dice” sidebar). Pick up extra
dice so that every player has a set.

Essential Products for Players
The Essentials player books feature the fundamental elements of the game from
a player’s point of view.
4 Heroes of the Fallen Lands™. This volume contains rules for several classes:
cleric, fighter, rogue, and wizard. It also describes several races: dwarf,
eladrin, elf; halfling, and human.

4 Heroes of the Forgotten Kingdoms™. This volume contains rules for several
classes: druid, paladin, ranger, and warlock. It also describes several races:
dragonborn, drow, half-elf, half-orc, and tiefling.

Essential Products for Dungeon Masters
4 Dungeon Master’s Kit™. This product features game rules, advice, adven-
tures, maps, tokens, and a DM screen—all useful tools for a Dungeon
Master. Many Dungeon Masters like to use a screen to keep the other
players from seeing dice rolls for the monsters and from spotting secrets in
the DM’s notes.

4 Monster Vault™. This product features a collection of monsters for use in
any DunGeons & DraGons game, from 1st level to 30th level, and includes
monster tokens and an adventure.

4 Dungeon Tiles Master Sets. Three master sets of Dungeon Tiles
(The Dungeon, The City, and The Wilderness) enable you to create encounter
areas for any adventure, using DunGeons & Dracons tokens and
miniatures. The tiles let you easily create a battle map for a combat

WHAT’S IN A GAME 11
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encounter. Tokens and miniatures are placed on the map to keep track of
where adventurers and monsters are positioned as the encounter unfolds.

Other Useful Ingredients for Play

A Place to Play: The bare minimum of space needed to play the DunGeons &

Dracons game is room for everyone in the group to sit. Most likely, everyone
will also want a table to sit around. A table holds the battle grid and tokens or
miniatures, gives players a place to roll dice and write on character sheets, and
holds piles of books and papers. People can pull chairs around a dining table
or sit in chairs or sofas by a coffee table. It’s possible to run a game without

a table for the battle grid, but combat runs more easily if everyone can see
where everything is positioned.

Paper and Pencils: Everyone should have a pencil and paper. During every

round of combat, players need to keep track of hit points, bonuses and penal-
ties, the use of powers, the consequences of various conditions, and other
information. Someone in the group typically takes notes about what has hap-
pened in the adventure, and players need to make note of experience points
and treasure their characters acquire. Alternatively, players can do a lot of this
note-taking digitally, using a computer or a smart phone.

GAME DICE

The game uses polyhedral dice with different numbers of sides, as shown here.
You can find dice like these in game stores and in many bookstores.

In these rules, the different dice are referred to by the letter “d” followed by
the number of sides: d4, d6, d8, d10, d12, and d20. For instance, a d6 is a six-
sided die (the typical cube that many games use).

When you need to roll dice, the rules tell you how many dice to roll, what
size they are, and what modifiers to add. For example, “3d8 + 5” means you roll
three eight-sided dice and add 5 to the total.

The same “d” notation appears in the expressions “1d3” and “1d2.” To simu-
late the roll of 1d3, roll a d6 and divide the result by 2. To simulate the roll of
1d2, roll any die and assign a result of 1 or 2 to the roll depending on whether
it was odd or even.

INTRODUCTION



WILLIAM O’CONNOR

How 1O PLAY

Basically, the DunGeons & DrAGONS game consists of a group of heroes taking
on an adventure presented by the Dungeon Master. Each adventure is made up
of encounters—various challenges that the characters face.

In a board game, you have a piece, or pieces, to move around. Your “piece”
in the DunGEoNns & DrAGONs game is your adventurer if you're a player and an
adventure’s monsters and other characters if youre the DM. Often the action of
an adventure takes place in your imagination only, but if you use tokens or minia-
tures, you literally move pieces around on the table.

Basics of Play

Here’s a summary of the basic rules of the game.

Every creature has powers, skills, and special features tied to one of six ability
scores. The abilities are Strength, Constitution, Dexterity, Intelligence, Wisdom,
and Charisma. Each creature also has hit points, which are reduced when the
creature takes damage, most often as the result of a damage roll.

A creature does things in the game by performing actions. Actions are
resolved by making different kinds of checks. A check is rolling a twenty-sided
die (a d20), adding modifiers based on the type of action, and announcing
the result.

Example: An adventurer might make a melee basic attack, using the charac-
ter’s Strength modifier and a modifier based on the weapon used to make the
attack (totaling 5). The player rolls a d20 and adds 5, getting a 12 on the die and
announcing aresult of 17 (12 + 5 = 17).

The three basic checks that are used all the time are attack rolls, skill checks,
and ability checks. Players usually make checks against a target number,

but sometimes a check is compared to another character’s check. This is an
opposed check.

HOW TO PLAY
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A modifier is any number that adds to or subtracts from a die roll. A char-
acter’s ability scores, for example, provide modifiers that apply to many actions
in the game. A bonus is a positive modifier (such as a +2 bonus). A penalty is a
negative modifier (for example, a -1 penalty).

In any task, a creature’s modifiers represent training, competence, and natural
talent. The d20 roll, on the other hand, reflects luck and the unpredictable
nature of action and adventure.

The Dungeon Master compares a check result against a target number, the
Difficulty Class (DC) of the task being attempted or the defense against which
an attack is being made. Most target numbers are set for the DM, such as a mon-
ster’s defense numbers or the DC for climbing a dungeon wall. Other times, the
DM estimates the difficulty of a task that isn’t specifically covered by the rules.
To do this, the DM makes use of advice and tables provided in adventures, the
Dungeon Master’s Kit, or this book.

Chapter 1 goes into more detail about the basic rules of the game.

Encounters

Encounters are the action scenes in an adventure, various kinds of challenges
that the adventurers must face and overcome. Encounters come in two types.

4+ Combat encounters are battles against nefarious foes. In a combat
encounter, adventurers and monsters take turns attacking until one side or
the other is defeated.

4 Noncombat encounters include deadly traps, difficult puzzles, and other
obstacles to overcome. Sometimes the adventurers prevail in noncombat
encounters by applying their skills or with clever use of magic, and sometimes
the players have to puzzle them out with nothing but their wits. Noncombat
encounters also include social interactions, such as attempts to persuade,
bargain with, or obtain information from a character played by the DM.

Adventurers have an array of tools at their disposal to help them overcome the
challenges in encounters, including attack powers—such as a wizard’s fireball or a
fighter’s power strike—that deal damage and produce other effects against enemies
in combat. Adventurers also have utility powers, skills, and other features that
can be useful in both combat and noncombat encounters.

Exploration

Between encounters, the adventurers explore the world—or whatever limited
segment of the world the DM’s adventure presents them with. The players make
decisions about which way their characters travel and what they try to do next.
Exploration is the give-and-take of the players saying what they want their charac-
ters to do, and the DM telling the players what happens when their characters do it.
For instance, let’s say the adventurers have just climbed down into a dark
chasm. The DM tells the players that their characters see three tunnels leading
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from the chasm floor into the gloom. The players decide which tunnel their
characters venture into first, and they indicate which way their characters are
heading. That’s exploration. The players might have their adventurers try almost
anything: finding a place to hide and set an ambush in case monsters come by,
shouting “Hello, any monsters here?” as loud as they can, or searching the chasm
floor carefully in case there’s anything interesting lying amid the boulders and

moss. That’s all exploration too.

Decisions the characters make
as they explore eventually lead to
encounters. One tunnel might open
into a cave full of goblins. If the char-
acters decide to go that way, they’re
heading into a combat encounter.
Another tunnel might lead to a door
sealed by a magic lock that they
have to break through—a noncombat
encounter.

The Dungeon Master decides
whether something the adventurers
try actually works. Some actions
automatically succeed (characters
can usually move around without
trouble); some actions require one
or more checks (breaking down
a locked door, for example); and
some actions simply can’t succeed.
Adventurers are capable of any
deeds a strong, smart, agile, and
well-armed human action hero can

Exploration

While exploring an adventure location,
the adventurers might try to do any of
the following actions:

4 Move down a hallway, follow a pas-
sage, or Cross a room

4 Have conversations with DM-con-
trolled characters

4 Listen by a door to determine if they
hear anything on the other side

4 Try a door to see if it’s locked
4 Break down a locked door
4 Search a room for treasure

4 Pull levers or push statues or furnish-
ings around

4 Pick the lock of a treasure chest

4 Jury-rig a trap

pull off. They can’t punch their way through a door of 3-inch-thick iron plate
with their bare hands, for example—not unless they have powerful magic to
help them out!

Chapters 4 and 6 give the information that a group needs to determine
whether the characters can succeed at the tasks they attempt. “Making Checks,
page 22, spells out the details of making each kind of check.

9

Taking Turns

In exploration, players don’t usually need to take turns. The DM might prompt
the players by asking, “What do you do?” The players answer, and then the DM
tells them what happens. The players might break in with questions, offer sugges-
tions to other players, or bring up a new action any time they like.

Combat encounters work differently: The adventurers and the monsters all
take turns in a fixed rotation, called the initiative order. See Chapter 6 for how
combat works.
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Example of Play

Here’s an example scene in a typical game session. The adventurers are explor-
ing the ruins of an old dwarven stronghold infested by monsters. There are four
players in this session:

4 Chris, the Dungeon Master

4 Justin, playing the human fighter Shara

4+ Mike, playing the halfling rogue Uldane

4 Jennifer, playing the eladrin wizard Albanon

Chris (DM): Old stone steps climb about 30 feet or so into the mountain, along-
side a cold stream that splashes through the cave. The steps end at a landing
in front of a big stone door carved with the image of a bearded dwarf face.
The door stands open about a foot or so. There’s a bronze gong hanging from a
bracket in the wall nearby. What do you do?

Mike (Uldane): I'll creep up and peek through the opening.
Jennifer (Albanon): I want to take a closer look at the gong.

Justin (Shara): I'm going to hang back and keep watch, in case Uldane gets into
trouble.

Mike (Uldane): Not a chance, I'm a pro.

Chris (DM): OK, first Albanon: It’s a battered old bronze gong. There’s a small
hammer hanging beside it.

Justin (Shara): Don’t touch it!

Jennifer (Albanon): I wasn't going to! It looks like the doorbell to me. No sense
telling the monsters we're here.

Chris (DM): Now for Uldane. Since you're trying to be sneaky, Mike, make a
Stealth check.

Mike (rolls a Stealth check for Uldane): I got a 22.
Chris (DM): Uldane is pretty stealthy.

Chris compares Uldane’s Stealth check result to the Perception check result of the
monsters he knows are in the next room. Mike’s roll beats the Perception check, so the
monsters don't know the halfling is there.

Jennifer (Albanon): So what’s in there?

Chris (DM): You're by the gong, remember? Uldane, you peek through the door’s
opening, and you see a large stone hall with several thick pillars. There’s a
large fire pit in the center of the room filled with dimming embers. You see
four beastlike humanoids with hyena faces crouching around the fire pit, and
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a big animal-like a hyena, but much bigger—dozing on the floor nearby. The
hyena-men are armed with spears and axes.

Justin (Shara): Gnolls! I hate those guys.
Jennifer (Albanon): Looks like we’ll have to fight our way in. Can we take them?
Mike (Uldane): No problem—we’ve got the drop on ‘em.
Chris (DM): So are you going through the door?
The players all agree that they are.
Chris (DM): Show me where your characters are standing right before you go in.

The players arrange their characters’ tokens on the Dungeon Tiles that Chris has
prepared for the encounter. They’re now on the landing just outside the room with
the gnolls.

Justin (Shara): All right, on the count of three . ..
Mike (Uldane): Is that on three or right after three?
Jennifer (Albanon): Uldane!

Mike (Uldane): What? I'm just asking for clarification!
Justin (Shara): One ... two ... three!

Chris (DM): You have surprised the gnolls! Everybody roll initiative, and we’ll
see if you can take these monsters down or not.

What happens next? Can Shara, Uldane, and Albanon defeat the gnolls? That
depends on how the players play their characters, and how lucky they are with
their dice.
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WILLIAM O’CONNOR

CHAPTER 1

THE BASICS

The Dunceons & Dracons game offers many sorts of adventures, including a
descent into a monster lair, back-alley investigation in a bustling city, an expedi-
tion into an enchanted forest, a battle under dragon-filled skies, intrigue in the
court of lords and ladies, the exploration of a haunted castle, and a confrontation
with the forces of the gods themselves. The adventurers who face the game’s chal-
lenges are as varied as the stories they help to shape.

Because the possibilities for adventure are so vast, the game’s rules must be
able to guide play in many different situations, both in combat and outside it.
A few basic rules form the foundation

of play—the focus of this chapter. After Th
mastering these basics, any player can € game Of f €rs many

understand how most of the sorts Of adventures ... a
game works.

This chapter covers the following descent into a monster

topics. lair, an expedition into an
4 Creatures and Levels: The enchanted forest, a battle
rules of play often refer to ) )
“creatures,” “characters,” and under dr agon-fllled skles, a
adventurers.” This section confrontation with the forces
explains the differences
between those key terms. As Of the gods themselves.

well, many of the game’s rules
depend on a creature’s level or tier, which are discussed here.

4 Making Checks: The core mechanic of the Dunceons & DRAGONS game
is making a check (rolling a d20 and adding modifiers, then comparing to a
target number). This section goes into more detail about the three kinds of
checks in the game: attack rolls, skill checks, and ability checks.

4 Table Rules: Putting together a play group and keeping the game running
smoothly require a few table rules, which guide how the group conducts its
game sessions. This section provides a few suggestions.

4 Improvisation: This game is all about imagination. Players are free to try
anything they can think of for their characters to do, and DMs should be
flexible enough to respond to unexpected player choices. This section pro-
vides tips on “winging it.”

4 The DunGeons & Dracons World: Because this is a storytelling game
at its heart, understanding the setting where the game’s rules come to life
is important.
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CREATURES AND LEVELS

The main participants in a DunGeoNs & DraGons adventure are creatures.
Some of them are the adventurers. The rest of them are the monsters and peoples
of the world that are controlled by the Dungeon Master.

KEY TERMS

The following terms appear again and again in the game’s rules.

creature: A being in the game world. Both adventurers and monsters are crea-
tures. See Chapter 2 for rules about creature statistics.

character: Another term for a creature. The term is usually used to refer to a
person who is not monstrous: either an adventurer or a DM-controlled indi-
vidual (sometimes called a nonplayer character, or NPC).

adventurer: The character controlled by a player other than the Dungeon Master.
An adventurer is sometimes called a player character.

monster: A creature controlled by the Dungeon Master. The term is usually used
to refer to creatures that are hostile to the adventurers (often including DM-
controlled characters).

If a creature is going to be involved in combat or some other encounter that
requires game statistics, it has a character sheet if the creature is an adventurer,
or a statistics block (often called just “stat block”) if the creature is a monster or
a DM-controlled character. It might have a full complement of statistics (such as
ability scores, powers, and skills) or only the few statistics needed for the encoun-
ter in which the creature appears.

Many creatures are simply part of an adventure’s background and have no
game statistics at all. For instance, the DM might describe the proprietor of an
inn and have that character appear in multiple sessions of play, but the proprietor
probably never has game statistics, unless the DM plans to have him join a battle.
He is simply a name and perhaps a sentence or two on a page, though he might
be a beloved figure in the campaign.

A creature that has game statistics typically has a level. A creature’s level rep-
resents how powerful it is compared to everything else in the game. For instance,
a 2nd-level creature is substantially less powerful than a 30th-level creature.
After adventurers complete encounters and quests, the DM awards experience
points to them, and each gains a new level (or “levels up”) whenever he or she
reaches a certain number of points. It takes about eight to ten encounters to
advance from one level to the next.

See Chapter 2 for information on the game statistics of creatures, including
how to make a character and how to advance that character in level.
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Tiers of Play

Heroes in the DunGeoNs & Dragons game and most of the threats they face
have levels, which reflect their relative power. Levels are grouped into three tiers:
the heroic tier (levels 1-10), the paragon tier (levels 11-20), and the epic tier
(levels 21-30).

When adventurers leave one tier and cross the threshold into a new one,
they experience a major increase in power and simultaneously face more lethal
threats. As a campaign progresses through the three tiers, its story and the style
of'its encounters also evolve.

Heroic Tier Even 1stlevel characters are heroes, different from common
folk because of exceptional aptitudes, learned skills, and the hint of a great
destiny. At the start of their careers, adventurers rely on their own abilities and
powers, and they quickly acquire magic items.

The fate of a village might hang on the success or failure of heroic tier adven-
turers. Heroes in this tier navigate dangerous terrain and explore haunted crypts,
where they can expect to fight sneaky goblins, savage orcs, ferocious wolves, giant
spiders, evil cultists, and flesh-seeking ghouls. If the heroes face a dragon, it is a
young one that might still be searching for a lair and has not yet found its place in
the world. One, in other words, that is much like themselves.

Paragon Tier By 11thlevel, heroes are shining examples of courage and
determination, set well apart from the masses. Paragon tier adventurers are more
versatile than they were at lower levels.

The fate of a nation or even the world might depend on momentous quests that
heroes in this tier undertake. Such heroes explore uncharted regions and delve
into long-forgotten dungeons, and they confront monsters such as savage giants,
cruel beholders, bloodthirsty vampires, and devious mind flayers. They might
face a powerful adult dragon that has established a lair and a role in the world.

EplC Tier By 21stlevel, characters have truly superheroic capabilities, and
ordinary people can hardly dream of such power. The heroes’ deeds become the
stuff of legend.

Epic adventures have far-reaching consequences, possibly determining the
fate of the natural world and even planes beyond. Epic characters navigate oth-
erworldly realms and explore never-before-seen caverns of wonder. They fight
demon lords, mind flayer masterminds, terrible archdevils, lich archmages,
and even the gods themselves. The dragons they encounter are ancient wyrms
of earthshaking power, whose sleep troubles kingdoms and whose waking
threatens the world.

CREATURES AND LEVELS
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MILESTONES AND QUESTS

As adventurers move from one encounter to another on their way to gaining the
next level, they reach milestones and complete quests.

Milestones: When the adventurers complete two consecutive encounters
without stopping for an extended rest (page 172), they reach a milestone. Each
time they reach a milestone, each adventurer gains an action point (page 235).
The DM might provide additional rewards, depending on the adventure and the
style of the campaign.

Quests: Quests are the fundamental story framework of an adventure—the
reason the adventurers want to get involved. They are why an adventure exists,
and they indicate what the adventurers need to do to resolve the situation the
adventure presents.

A quest connects a series of encounters into a meaningful story. The simplest
adventures revolve around a single major quest, usually one that gives everyone
in the group a motivation to pursue it. For example, a group’s major quest might
be to put an end to the goblin raids on a local village, to rescue a kidnapped
merchant, or to recover an ancient relic lost in the nearby ruins.

Most adventures, however, involve multiple quests. An adventure might have
two or more major quests. For example, the goblin raiders might also be respon-
sible for kidnapping an important merchant. Adventures often also include minor
quests that relate to individual characters’ goals or backgrounds. Sometimes
these quests can conflict with each other, presenting characters with interesting
choices about which quests to pursue.

When the group completes a quest, each character earns experience points
and possibly other kinds of rewards, depending on the quest. See Appendix 2
for typical rewards for completed quests.

Each published adventure usually includes one or more quests appropriate to
that adventure. The Dungeon Master’s Kit includes guidelines for creating quests.

MAKING CHECKS

Does a sword swing hurt the dragon or just bounce off'its iron-hard scales? Will
the ogre believe an outrageous bluff, or can a character swim across a raging
river? The Dungeons & Dracgons game relies on die rolls, called checks, to
determine success or failure in these kinds of situations.

Making a check is the core mechanic of the game. It follows a few simple

steps.

1. Roll a twenty-sided die (d20). The higher the result, the better.
2. Add any relevant modifiers, whether bonuses or penalties.

3. Compare the result to a target number. If the result equals or exceeds the
target number, the check is a success. Otherwise, it’s a failure.
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STEVE PRESCOTT

This simple rule governs most DunGgeoNs & Dracons play. Three types of checks
come up in most sessions of the game: attack rolls, skill checks, and ability
checks. No matter what type of check a creature is making, modifiers come into
play: bonuses, penalties, or both.

Check Modifiers

Modifiers of some sort apply to every check. A creature’s innate advantages and
disadvantages affect its chance of success, and the circumstances surrounding
the check might contribute bonuses or penalties.

The following kinds of modifiers can affect a check.

4 One-Half Level: No matter which type of check a creature is making,

the creature’s level affects how much of a chance it has to succeed. This
fact is represented by a bonus that a creature gains to every check equal to
one-half the creature’s level, rounded down. The modifiers in a monster’s
stat block already include this bonus, whereas an adventurer applies the
bonus to every check that he or she makes (most players record this bonus
on their character sheets and adjust it whenever their characters reach an
even-numbered level).

Example: The level of a 1st-level adventurer contributes no bonus to his or
her checks, since half of 1 is 0 after rounding down. In contrast, the level of a
7th-level adventurer contributes a +3 bonus to all of the adventurer’s checks.

MAKING CHECKS

23



4 Ability Modifier: A typical creature has six abilities—Strength, Dexterity,
Constitution, Intelligence, Wisdom, and Charisma—each of which has a
score representing how strong the creature is in that ability. Each score has
a modifier associated with it (see the Ability Modifiers table, page 63). For
instance, a score of 14 in an ability grants a +2 modifier to checks using
that ability. In other words, if a character has a Strength of 14, he or she
gains a +2 bonus to any check using Strength. A monster’s ability modifiers
are already included in its statistics, but an adventurer applies the appropri-
ate modifier whenever he or she makes a check (most players record this
bonus on their character sheets).

4+ Persistent Modifiers: Creatures have various modifiers that persist from
one encounter to another. One adventurer might have a feat that gives him
a +1 bonus to attack rolls whenever he uses a particular type of weapon,
whereas another adventurer might take a -1 penalty to all of her checks
because of a powerful curse. Almost every creature has a bonus to a skill or
two as the result of skill training (page 124). Magic items (page 275) and
weapon proficiencies (page 273) also grant persistent bonuses. Monsters
have fewer persistent bonuses than adventurers do, since monsters don’t
have feats or weapon proficiencies and rarely benefit directly from magic
items.

4 Temporary Modifiers: Powers, circumstances, feats, conditions, and other
effects cause many bonuses and penalties in play. For instance, a creature’s
target might have partial cover, causing the creature to take a -2 penalty
to the attack roll it makes against the target. Or an adventurer might use
a power that grants a temporary bonus to all of her companions’ defenses.
Temporary modifiers are extremely varied and are specified in many dif-
ferent parts of the game.

Attack Rolls

An attack roll is a kind of check that occurs in every battle, where the target
number for the check is the defense of a target.
Attack rolls are often described using a shorthand notation:

[Ability name] vs. [Defense|] or [Modifier| vs. [Defense|

The ability (or other modifier) as well as the defense involved are specified in the
attack used. The four defenses are Armor Class (AC), Fortitude, Reflex, and Will.
(See “Defenses,” page 65, for more information.) If the result of the attack roll is
equal to or higher than the target’s defense, the attack hits. A monster’s attack
roll modifier already includes the modifier for one-half'its level and the relevant
ability modifier.

For instance, an adventurer’s attack power might include the following attack
roll notation: “Strength vs. Fortitude.” The adventurer makes a check (adding his

24 CHAPTER 1 | The Basics



THE DM’S BEST FRIEND

As the Dungeon Master, you're frequently faced by unusual circumstances in the
game, since the players often come up with unexpected things for their charac-
ters to do—acts the rules don’t cover. Other times, the adventurers do something
that is covered by the rules, but neither you nor the players can remember the
relevant rule.

In such cases, you can fall back on the following rule of thumb, known as the
“DM’s best friend”: An especially favorable circumstance gives a +2 bonus to a
check, and a particularly unfavorable circumstance gives a -2 penalty.

This rule of thumb can be used in encounter after encounter, and it can save
a group from spending too much time trying to recall a forgotten rule. Can’t
remember if there’s a rule for the effect of strong winds on attack rolls with
ranged weapons? Just apply a -2 penalty and keep playing. In the end, what mat-
ters is crafting a vivid scene so that everyone has fun, not focusing on a minor
rule of the game.

or her Strength modifier, one-half his or her level, and any other modifiers) and
compares the result to the target’s Fortitude. The power specifies what happens if
the adventurer hits and might even specify something that happens on a miss.

In contrast, a monster might use an attack power that specifies “+10 vs. Reflex”
for the attack roll. The monster makes a check, adding 10 plus any other modi-
fiers, and compares the result to the target’s Reflex.

The modifiers to an attack roll include temporary modifiers, such as a +2
bonus for having combat advantage or a -2 penalty if the target has partial cover.

Players use the information in player books such as Heroes of the Fallen Lands
and Heroes of the Forgotten Empires to determine the attack modifiers for their
powers. The Dungeon Master most often uses the numbers provided for mon-
sters in sources such as the Monster Vault.

Attack rolls are described in more detail in Chapter 6.

Skill Checks

Skill checks occur both in combat and outside it. Such checks test a creature’s
aptitude in a particular field: athletic ability (represented by the Athletics skill),
knowledge of history (represented by the History skill), a knack for making the
improbable seem believable (represented by the Bluff skill), and so on. An adven-
turer begins play with training in a handful of skills, the number of which is
determined by the adventurer’s class. A typical monster has training in only one
or two skills. Training in a skill gives a creature a +5 bonus to checks involving
that skill.

Skill checks sometimes use a shorthand notation:

[DC] [Skill name] check

MAKING CHECKS
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The target number for a skill check—called its Difficulty Class, or DC—is deter-
mined by the DM. Published adventures and rulebooks (including this one)
provide many target numbers for the DM to use, but he or she has the final say
on what number is appropriate in a particular situation (see the Difficulty Class
by Level table, page 126, for target numbers that are appropriate for different
levels of play).

For instance, a published adventure might include the following skill check
notation: “Make a DC 20 Athletics check.” The adventurer makes a check
(adding his or her Strength modifier, one-half his or her level, the bonus for train-
ing in Athletics if applicable, and any other modifiers) and compares the result to
the target DC. The check is successful if the result equals or exceeds the DC.

If 'a monster attempts the same DC 20 Athletics check, it adds either the
Athletics check modifier in its stat block or its Strength modifier, plus any other
modifiers, and compares the result to the DC.

Sometimes the DC for a creature’s skill check is the result of another crea-
ture’s skill check. In that situation, the creatures are said to be making opposed
checks. Whoever gets the higher result succeeds.

A successful skill check usually just means that the character accomplishes
what he or she set out to do, but the results can be more subtle than that. Ifa
character attempts a Perception check while pressing her ear against a door,
hoping to hear signs of what might lurk on the other side of the door, it’s up to
the DM to describe the sounds she hears if her check meets or beats the DC set
by the DM. If a character makes an Athletics check in an attempt to jump over
a chasm, however, a successful check probably just means that he cleared the
chasm and landed safely on the other side.

Chapter 4 gives complete rules on making skill checks.

Ability Checks

Attack rolls and skill checks account for most of the checks that a creature
makes, but sometimes the DM wants a creature to make a check when none of
the creature’s skills or powers apply. In that situation, the DM has the creature
make an ability check, using the most appropriate ability modifier of the crea-
ture. For instance, an adventurer might try to hold a door closed against an orc,
and the DM decides that’s a test of raw strength: a Strength check (another DM
might decide that the Athletics skill is appropriate in the same situation).
Ability checks often use a shorthand notation similar to that for a skill check:

[DC] [Ability name| check
Ability checks follow the rules for skill checks in Chapter 4, including the rules
for opposed checks and aiding another creature. The main difference between

ability checks and skill checks is that a creature uses an ability modifier for
an ability check instead of a skill modifier.

CHAPTER 1 | The Basics



Bonuses and Penalties

Checks, as well as other die rolls, are modified by bonuses and penalties.

Bonuses There’s one important rule for bonuses: Don’t combine bonuses
of the same type to the same roll or score. If a creature has two bonuses of the
same type that apply to the same roll or score, use the higher one. For instance,
if a character has a +2 power bonus to attack rolls and gains a +4 power bonus to
attack rolls, the character has a +4 power bonus, not a +6 power bonus.

Monsters don't have feats and don’t use proficiency bonuses, and they rarely
wield or use magic items. In general, all the relevant bonuses to a monster’s
check are included in its stat block.

Each of the bonus types in the game is described below.

Armor Bonus: Granted by armor, this bonus applies only as long as a creature
wears the armor.

Enhancement Bonus: This bonus improves attack rolls and damage rolls or
defenses. An adventurer gains an enhancement bonus to Armor Class when
wearing magic armor, an enhancement bonus to attack rolls and damage rolls
when wielding a magic weapon or implement, and an enhancement bonus
to Fortitude, Reflex, and Will when wearing a magic item that occupies the
neck item slot (such as an enchanted cloak). An adventurer can benefit from a
magic weapon, magic armor, and a magic cloak at the same time, since their
enhancement bonuses add to different rolls or scores.

Feat Bonus: Granted by a feat, this bonus applies only as long as a creature has
the feat.

Item Bonus: Granted by a magic item, this bonus applies only as long as a crea-
ture wears or wields the item.

Power Bonus: Granted by powers and class features, power bonuses are usually
temporary.

Proficiency Bonus: Gained from proficiency with a weapon, this bonus applies
to attack rolls with that weapon. An adventurer gains the proficiency bonus
only when wielding the weapon and using powers that have the weapon
keyword.

Racial Bonus: This bonus is granted by a racial trait, such as the elf’s Group
Awareness trait.

Shield Bonus: Granted by a shield, this bonus applies to AC and Reflex only
as long as a creature uses the shield. Some powers, feats, and magic items
provide a shield bonus; these typically help only characters who aren’t using
shields.

MAKING CHECKS
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Untyped Bonus: Some bonuses have no type (“a +2 bonus,” for instance). Most

of these bonuses are situational and combine with other bonuses, including
other untyped bonuses. However, untyped bonuses from the same named
game element (such as a power or a feat) are not cumulative; only the highest
applies, unless otherwise noted.

ACTION TYPES

As the adventurers explore the world and interact with its inhabitants, game
play is usually free-form, guided by the roleplaying of the players and the DM.
When the adventurers enter combat, though, the game becomes very structured.

The creatures involved in combat each take a turn over the course of a round.
A creature can take a limited number of actions each round, and each action has
a type. During some rounds, a creature spends its entire allotment of actions,
and during other rounds, it might not take a single action.

A creature gets the following three actions on its own turn.

4 Standard Action: A standard action requires more effort than any other type
of action and is usually the main action of a creature’s turn. Making an attack
almost always requires a standard action.

4 Move Action: A move action involves movement from one place to another.

4 Minor Action: A minor action involves a simple activity of some kind, such as
opening a door or picking up an item.

A creature’s allotment of actions includes some actions that it can take on others’
turns.

4 Immediate Action: An immediate action is always in response to a trigger on
another creature’s turn (such as an action or an event), and either interrupts
the trigger or reacts to it. A creature can take only one immediate action per
round.

4 Opportunity Action: An opportunity action is like an immediate action, but
it always interrupts its trigger. Also, a creature can take a single opportunity
action on each turn except its own.

The one type of action that is rarely limited is the appropriately named free action.
4 Free Action: A creature can take free actions on its own or anyone else’s turn.
Because most free actions require at least a small amount of time, the DM

can restrict the number of free actions a creature can take during a round.

Chapter 6 has more about actions in combat.
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Penalties Unlike bonuses, penalties don’t have types. Penalties are added
together, unless theyre from the same named game element. For instance, if two
monsters attack an adventurer with the same power and each causes the adven-
turer to take a penalty to a particular roll or score, the adventurer doesn’t add the
penalties together but instead takes the worst penalty.

A penalty might be neutralized by a bonus, and vice versa. For instance, if a
creature gains a +2 bonus to attack rolls and takes a -2 penalty to attack rolls at
the same time, it ends up with a +0 modifier.

Two Principles to Keep in Mind

This rulebook presents the general rules of the Dungeons & DRAGONS game.
While reading these rules, remember the two principles discussed below.

1. Specific Beats General

Powers, class features, racial traits, feats, magic items, monster abilities, and
other game statistics usually include some element that breaks the general
rules in some way. The element creates an exception to how the rest of the game
works. Remember this: If a specific rule contradicts a general rule, the specific
rule wins.

Exceptions and contradictions to the rules are often minor. For instance, most
adventurers don't have proficiency with longbows, but every elf adventurer does
because of a racial trait. That trait creates a minor exception in the game. Other
examples of rule-breaking are more conspicuous. For instance, a creature can’t
normally enter an enemy’s space during combat, but the creature might gain a
power that lets it enter several enemies’ spaces in the same turn. Similarly, a crea-
ture’s melee basic attack normally requires a standard action to use, but many
powers allow the use of a melee basic attack as a free action instead. Powers often
create major exceptions to the rules.

Many of the exceptions in the game last for but a moment. For instance, a
power might grant a character the ability to move up to his or her speed as a free
action. Moving that far usually requires a move action, but the power breaks that
general rule for an instant. Once the power’s moment has passed, the character
must again follow the general rule. Other exceptions, such as the elf’s proficiency
with longbows, are persistent for certain creatures.

2. Always Round Down

The game does require calculations now and then, which sometimes end up in
a fraction. Unless instructed otherwise, always round down even if the fraction
is % or larger. For instance, this rule comes into play when calculating one-half'a
character’s level for making a check. If the level is an odd number, always round
down to the next lower whole number.

MAKING CHECKS
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TABLE RULES

While setting up a DunGeoNs & DRAGONS game, every gaming group needs to
establish some table rules, which outline everyone’s responsibility to keep the
game fun. Some table rules deal with the conflict between the needs of the game
and the realities of life, such as when players are unable to attend a game session.
Others are about coming to agreement on special situations, such as how to treat
strange die rolls.

Respect: Be there, and be on time. Don't let disagreements escalate into loud
arguments. Don’t bring personal conflicts to the gaming table. Don’t hurl
insults or dice across the table. Don't touch other players’ dice if they’re sensi-
tive about it.

Distractions: If the DM runs a casual, lighthearted game, it might be fine to
have players wandering away from the table and back. Most groups, though,
come together to focus on playing. Turn off the television, ban portable video
games, and get a babysitter if necessary. By reducing distractions everyone has
an easier time getting in character, enjoying the story, and focusing on playing
the game.

Food: Come to a consensus about food for a session. Should everyone eat before
arriving, or eat together? Does one player want to play host? Do all players
chip in for takeout? Who provides snacks and drinks?

Character Names: Agree on some ground rules for naming adventurers. In a
group consisting of Sithis, Travok, Anastrianna, and Kairon, the human fighter
named Bob II sticks out—especially when he’s identical to Bob I, who was
killed by kobolds. If everyone takes a lighthearted approach to names, that’s
fine. If the group would rather take the adventurers and their names a little
more seriously, Bob’s player should come up with a better name.

Player character names should match the flavor of the campaign world,
as should the names that the DM makes up for nonplayer characters and for
places. Travok and Kairon might feel out of place visiting Gumdrop Island or
talking to the enchanter Tim.

Missing Players: How does the group deal with the absence of missing players?
Consider these options:

4 Have another player run the missing player’s character. Don’t do this without
the permission of the missing player. The player running the extra char-
acter should make an effort to keep the character alive and use his or her
resources wisely.

4 Have the DM play the character. Doing this can sometimes be too much
to handle, given all of the DM’s other tasks during a session, but it can
work. The DM needs to play the character reasonably, as the missing
player would.
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4 Decide the character’s not there. The DM might be able to provide a good
reason for the character to miss the adventure, perhaps by having him or
her linger in town. Make sure there’s a way for the character to rejoin the
adventuring group when the player returns.

4 Have the character fade into the background. This solution requires everyone
to step out of the game world a bit and suspend disbelief; but it’s the easiest

solution. The group acts as if the character is absent, but without any expla-

nation for the absence. When the player returns, the character reappears,
also without explanation.

Multiple Characters: Most of the time, each player controls one character. The

game plays best that way, since the player can devote his or her full attention
to that character. However, if the group is small, one or more players might
want to take on playing two characters. One character could be the mentor or
employer of the other, giving the player a good reason to focus on roleplaying
one of the characters.

Another situation in which multiple characters can be a good idea is in a
game with a high rate of character death. If the group is willing to play such
a game, each player might want to keep one or two additional characters on
hand, ready to jump in whenever the current character dies. Each time the
main character gains a level, the backup ones do as well.

TABLE RULES
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Table Talk: It’s a good idea to set some expectations about how players converse
at the table.

4 Who’s speaking—the character or the player (out of character)?

4 Can a player offer advice if his or her character isn’t present or is
unconscious?

4 Can a player give other players information such as how many hit points
they have left?

4 Ifa player immediately regrets the action chosen for his or her character,
can the player pick a different action before any consequences occur?

Being Ready: Every round of combat is an exercise in patience. Everyone wants
to take a turn. If a player isn’t ready when his or her turn comes up, the others
can get impatient. The DM should encourage the players to consider their
actions before their turns and let them know the consequences of holding
up the game. For instance, if a player takes too long to make a decision, the
DM might decide that the player’s character is considered to be delaying
(page 241).

Rolling Dice: Establish some basic expectations about how players roll dice.
Rolling in full view of everyone is a good starting point. If a player consistently
makes checks and scoops the dice up before anyone else can see the result,
the DM might nudge that player to be less cagey. This is a cooperative game,
after all.

What about strange die rolls? When a die falls on the floor, does it count,
or should the player reroll it? When it lands cocked against a book, should the
player pull the book away and see where the die lands, or reroll?

Rules Discussions: Set a policy on rules discussions at the table. Some groups
don’t mind putting the game on hold while they hash out different interpre-
tations of the rules. Others prefer to let the DM make a call and get on with
things. If the group does gloss over a rules issue in play, make a note of'it (a
good task to delegate to someone other than the DM) and get back to it later at
a natural stopping point.

Metagame Thinking: Players get the best enjoyment when they preserve the
willing suspension of disbelief. A roleplaying game’s premise is that it is an
experience of fictional people in a fictional world. Metagame thinking means
thinking about the game as a game. It’s like a character in a movie knowing
he’s in a movie and acting accordingly. “This dragon must be a few levels
higher than we are,” a player might say. “The DM wouldn’t throw such a tough
monster at us!” Or, “The read-aloud text spent a lot of time on that door—let’s
search it again!”

The DM can discourage this sort of thinking by giving a gentle verbal
reminder: “But what do your characters think?”
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DM'’S GUIDE TO DICE ROLLS

If you’re the DM, you can make your die rolls where the others can see them, or
you can hide the rolls behind your Dungeon Master’s Screen. It’s up to you, but
consider the following.

Rolling behind a screen keeps the players guessing about the strength of the oppo-
sition. When a monster hits all the time, is it of a much higher level than the
players, or are you just rolling a string of high numbers?

Rolling behind the screen lets you fudge if you want to. If two critical hits in a
row would kill an adventurer, you might want to change the second critical hit
to a normal hit, or even a miss. Don’t do this sort of thing too often, though, and
don’t let on that you’re doing it. Otherwise the other players might feel as though
their characters don’t face any real risk—or worse, that you’re playing favorites.

If you roll where everyone can see, they know that you’re playing fair. You’re not
going to fudge the dice either in their favor or against them.

You need to make some rolls behind the screen no matter what. If a player thinks
there might be someone hiding in a room and makes a Perception check, roll a
die behind the screen, as though making a Stealth check, even if no one is hiding.
If you didn’t roll a die at all, the player would know no one is hiding. If you rolled
in front of your screen, the player would have some idea how hidden the oppo-
nent was, and be able to make an educated guess about whether someone was
there at all. Rolling behind the screen preserves the mystery.

Sometimes you need to make a roll for an adventurer, because the player
shouldn’t know how good the check result is. If the adventurer suspects the bar-
oness might be charmed and wants to make an Insight check, you should make
the roll behind the screen. If the player rolled it and got a high result, but didn’t
sense anything amiss, he or she would be confident that the baroness wasn’t
charmed. If the roll was low, a negative answer wouldn’t mean much. A hidden
die roll allows some uncertainty.

IMPROVISATION

Improvisation, the fine art of making things up on the fly, is one of the most

enjoyable and compelling parts of the DunceoNns & DraGoNs game. No one ever

knows exactly what twist or turn a session of play might take.
One aspect of the game—an aspect that has helped keep it going for over

thirty-five years—helps improvisation more than any other: the Dungeon Master.
A session of play is never an exercise in reading from a script, following a linear

path from one place to the next, or walking through a static plot toward a pre-
determined ending. This is a dynamic game, primarily because the DM—a
person—adjudicates the action.

Other types of games (such as video games, board games, and card games) rely
on the specific options and choices built into them by their designers. A player

IMPROVISATION
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can never decide to go in a direction or take an option that isn’t built into the
game. In the DunGeoNs & DraGons game, the DM can change the game’s direc-
tion on the fly, often in reaction to the decisions of the other players.

WHEN PLAYERS DO THE UNEXPECTED

Let’s say you’re the DM and the adventurers in your campaign have tracked an
evil priest to an old castle deep in the forest. When you mapped out the castle
and designed the encounters that you expected to take place there, you assumed
that the group of gung-ho, battle-ready characters would kick in the front gate
and storm the place.

As it happens, the players have chosen a different path. Convinced that the
group is outnumbered, and remembering that the priest is trying to negotiate
an alliance with the sleazy Baron Haldar, they decided that their adventurers
are disguising themselves as the baron’s diplomats. Now, the adventurers have
tracked the evil priest, Kolden, to his castle. You have to decide the fairest way
to handle this unexpected twist.

With the right preparation, this kind of improvisation is easy to run at the
table. If you didn’t think ahead of time about the opposing characters’ person-
alities and the relationships between them, your task would be much harder. If
you treated each of your encounters solely as a chance for a fight, that’s all you
would be ready for. In this case, you can take the time to name a few important
opponents and work out some story details that cement their relationships.

The players’ plan does make sense. Kolden wants to ally with the baron, and
his eagerness filters down to his followers. The guards are likely to err on the
side of believing the adventurers’ story.

However, the adventurers shouldn’t be able to just walk into the castle. You
need a complication. Perhaps the captain of the guard, an ogre named Oldek,
plans to betray Kolden. He wants to ally with Haldar, so rather than bring the
adventurers directly to the priest, the guards bring them to Oldek.

Oldek isn’t the smartest guy in the world. He’s an ogre, after all. Kolden has
spies watching him. If the adventurers ally with Oldek, they might fall into the
trap that Kolden has set for him.

You can easily note that Oldek wants to usurp Kolden’s power, while Kolden is
spying on the ogre. If the adventurers had simply attacked the castle, those rela-
tionships might not have come up. However, even during a fight they can inform
the action. Oldek might surrender rather than fight to the death. He might even
attack Kolden, using the adventurers’ assault as his chance to eliminate a rival.

As you can see, improvisation works both ways. The players will never know
that the sudden, dramatic turn in the game was improvised. By taking a little
time to prepare, you create your own opportunities for twists and turns that you
might not have seen coming.
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DMs and Improvisation

The DM’s job includes telling a story, playing monsters, and building dungeons
for the adventurers to explore. Those activities are part of the job, but they aren’t
everything. Once everyone sits down

to play, the DM takes on another, very 5 Rules for DM Improvisation
important role: making spot judgments
on the other players’ ideas, plans, and
tactics. Such improvisation requires a + Add complications.
DM to make decisions in the space ofa ~ 4 Be fair.

few seconds. This job might sound
hard, but it’s actually fairly simple.

A good DM rolls with the players’
ideas, judging them in a fair manner,
applying the rules even-handedly, and letting the players succeed when they have
ideas that seem particularly clever, entertaining, or both. By the same token, a
DM never simply gives the players what they want. If a player has an idea that
seems ill-conceived or short-sighted, the DM might assign a high DC to it, add an
extra complication, or let the adventurers stumble into a perilous situation.

4 Keep the action moving forward.

4 Be prepared.

4 Failure isn’t an end point.

Five Rules for DM Improvisation

Anyone who has ever participated in improv theater or comedy should find
the following rules familiar. Good improvisation requires a little practice and
perhaps a change in adventure preparation, but most people can grasp these
principles quickly.

1. Keep the Action Moving Forward. When the players come up with an
improvised plan or action, try to avoid saying no unless the plan is truly
terrible, nonsensical, or impossible. The DM shouldn’t give the players the
world on a platter, but the game should remain open to improvisation. After
all, if the players wanted a scripted experience, they could play some other
game. Letting them take the adventure in an unexpected direction encour-
ages them to be engaged by the action.

2. Add Complications. The players aren’t masters of the campaign. That’s
the DM’s job! When they have a good idea for improvisation, add some per-
sonalized spin or complication to it. Ideally, this complication takes what
might have been an easy route around a problem and makes it a little more
difficult or tense.

3. Be Fair. The DM’s role is to adjudicate the rules, so be fair and consistent in
handling them. When it comes to improvisation, such decisions usually boil
down to choosing DCs, deciding what sort of skill or attack makes sense,
and so forth, relying on the Difficulty Class by Level table (page 126) for
guidance. Don't favor one player over another, or punish the players with
high DCs just because the story is heading in an unexpected direction.

IMPROVISATION
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4. Be Prepared. A DM can be tempted to plot out every detail of an adven-
ture ahead of time. Knowing where things are going makes it easier to
keep the action moving. But when planning sessions, the DM should avoid
focusing on one path or course of action. Consider the DM-controlled
characters in general terms of how they think and act for easier roleplay-
ing in a variety of situations. Add layers of conflict between them: rivalries,
secret hatreds, and jealousies. When building dungeons or other locations,
focus on details beyond combat. What sort of daily routine do the inhabit-
ants engage in? When they aren’t expecting an attack, what do they do? It
doesn’t take much effort to come up with such details, but they help a lot
when it comes to making judgments on the fly.

5. Failure Isn’t an End Point. Every improvised action or plan should have
a chance for failure, but that failure should lead to more action and new
challenges. The players might think of how their plan will succeed, but the
DM needs to think about what happens when they fail. The adventurers
shouldn’t be stuck in the same position that they started in. Instead, their
failure should have consequences that change the situation, making it
harder but possibly more interesting.

THE IMPROV MINDSET

As a player, it’s easy to let the DM set up all your options, but where’s the fun
in that? You don’t have to constantly think up crazy plans, but it helps to keep
your eyes open for the opportunity to do something interesting and inventive.

The easiest approach is to put yourself in your character’s shoes. If you faced
a problem in real life, what would you do? What would your character do? If
you were in your enemy’s shoes, what’s the one thing you wouldn’t want your
character to do? Consider your character’s surroundings and how they might be
turned to your advantage. Think about an opponent’s personality and goals, and
try to come up with ways you can take advantage of them.

Improvisation makes life easier for your character. It also happens to be a fun
way to approach the game. When battling an evil wizard atop a castle tower,
it’s easy but boring to fall back on making melee attack after melee attack—but
a good, hard shove might send that wizard over the parapet and into the moat.
When goblins stream over a rope bridge high in the mountains, turn your weapon
to hacking at the bridge. A sleep spell might send a group of guards into a deep
slumber, allowing you and your friends to walk into an enemy castle.

Chapter 4 contains improvisation suggestions for using the various skills
available to characters in the game. Look there for inspiration. Above all, pay
attention, immerse yourself in the game, and enjoy!
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Players and Improvisation

In the DunGeoNs & DrAGONS game, the players’ imagination is the primary limit
on options available to their characters. The open-ended nature of the game
makes things interesting and fun. If

the adventurers must get into an evil 3 Rules for Player Improvisation
cleric’s castle, they might storm the
gate—or they could decide to dig a
secret tunnel under the outer wall, dis- ~ * Help out.

guise themselves as mercenaries and 4+ Respect the DM.

talk their way past the guards, or sneak

over the wall under the cover of night.

Rather than assuming that the characters would fight their way in, a good DM
recognizes that they might find other ways into the castle.

Just as a good DM is ready to improvise and serve as a fair judge of the players’
ideas, the players need to be active participants in the game. A good player is a
creative thinker, always looking for a clever plan to overcome an obstacle. A good
player also respects the effort needed to be a good Dungeon Master. The players
have as much of a responsibility for making the game enjoyable as the DM does.

4 Be engaged.

Three Rules for Player Improvisation
Players’ responsibilities rest mostly in remaining open to interesting ideas, sup-
porting other players’ suggestions, and keeping the action moving.

1. Be Engaged. Players should pay attention during the game, looking for
details that can be used for interesting actions or plans, and taking notes.
By leaving it up to the DM to think of every option, players miss out on a
big part of the game’s fun. Likewise, a player who spends the entire session
texting friends or engaged in side conversations won’t know enough about
what’s going on and will miss out on chances to improvise.

2. Help Out. If one player has an idea for an improvised action or plan, the
others can help by adding their own ideas or filling in details. Try to make
all the characters part of the action in a way that shares the spotlight.

3. Respect the DM. The DM has a lot of things to handle. When players
improvise, he or she needs to make a lot of decisions in a short time. When
the DM makes a ruling on a plan’s chances of success, save any disagree-
ments for outside the game.
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THE DUNGEONS & DRAGONS
WORLD

As mentioned in the introduction, the world of the DungeoNs & DRAGONS game
is a place of magic and monsters, of heroes and adventure. Place names, crea-
tures’ origins, and other features of the game’s background depend on a few basic
assumptions about the world in which adventures take place.

A Dark World. The current age has no all-encompassing empire. The world is
shrouded in a dark age, caught between the collapse of the last great empire
and the rise of the next, which might be centuries away. Minor realms do
prosper: baronies, holdings, city-states. But each settlement is a point of light
in the widespread darkness, an island of civilization in the wilderness that
covers the world. Adventurers can rest in settlements between adventures, but
no settlement is entirely safe. Adventures break out within (and beneath) such
places as often as not.

The World Is a Fantastic Place. Magic works, servants of the gods wield divine
power, and fire giants build strongholds in active volcanoes. The world might
be based on reality, but it’s a blend of real-world physics, cultures, and history
with a heavy dose of fantasy. For the game’s purposes, it doesn’t matter what
historical paladins were like—only what paladins are like in this world. Adven-
turers visit the most fantastic locations: wide cavern passages cut by rivers of
lava, towers held aloft by ancient magic, and forests of twisted trees draped in
shimmering fog.

The World Is Ancient. Empires rise and empires crumble, leaving few places
that have not been touched by their grandeur. Ruin, time, and natural forces
eventually claim all, leaving the Dunceons & DraGgons game world rich with
places of adventure and mystery. Ancient civilizations and their knowledge
survive in legends, artifacts, and the ruins they left behind, but chaos and
darkness inevitably follow an empire’s collapse. Each new realm must carve a
place out of the world rather than build on the efforts of past civilizations.

The World Is Mysterious. Wild, uncontrolled regions abound and cover most
of the world. City-states of various races dot the darkness, bastions in the
wilderness built amid the ruins of the past. In some of these settlements,
adventurers can expect peaceful interaction with the inhabitants, but many
more are dangerous. No one race lords over the world, and vast kingdoms are
rare. People know the area they live in well, and they have heard stories of
other places from merchants and travelers, but few know what lies beyond the
mountains or in the depths of the great forest.

Monsters Are Everywhere. Most monsters of the world are as natural as bears
or horses are on Earth, and monsters inhabit civilized parts of the world as
well as the wilderness. Griffon riders patrol the skies over dwarven cities,
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THE NENTIR VALE

The Nentir Vale is a region of the DunGEons & Dracons world, built on the assumptions
outlined in this chapter. It’s the setting for various published adventures and novels.

Up until four centuries or so ago, the Moon Hills and the surrounding Nentir Vale
were thinly settled borderlands, home to quarrelsome human hill-chieftains and remote
realms of nonhumans such as dwarves and elves. Giants, minotaurs, orcs, ogres, and
goblins plagued the area. Ruins such as those in the Gray Downs and the Old Hills date
back to those days, as do stories of the hero Vendar and the dragon of the Nentir Falls.

With the rise of the empire of Nerath to the south, human settlers began to move up
the Nentir River, establishing towns such as Fastormel (now a ruin), Harkenwold, and
Winterhaven. A Nerathan hero named Aranda Markelhay obtained a charter to build
a keep near the Nentir Falls. She raised a simple tower at the site of Moonstone Keep
310 years ago. Under the tower’s protection, the town of Fallcrest began to grow.

Over the next two centuries, Fallcrest became a small but prosperous city. It was a
natural crossroads for trade, and the Markelhay family ruled it well. When the empire of
Nerath began to crumble about a century ago, Fallcrest continued to flourish—for a time.
About ninety years ago, a fierce horde of orcs known as the Bloodspears descended
from the Stonemarch and swept over the vale. Fallcrest’s army was defeated in a rash
attempt to halt the horde on Gardbury Downs. The orcs burned and pillaged Fallcrest
and went on to wreak havoc in the region.

In the decades since the Bloodspear War, Fallcrest has struggled to reestablish itself.
The town is a shadow of the former city; little trade passes up and down the river these
days. The countryside for miles around is dotted with abandoned homesteads and
manors from the days of Nerath. Once again the Nentir Vale is a thinly settled border-
land where few folk live. This is a place in need of heroes.

THE DUNGEONS & DRAGONS WORLD
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domesticated behemoths carry trade goods over long distances, a yuan-ti
empire holds sway just a few hundred miles from a human kingdom, and a
troop of ice archons from the Elemental Chaos might suddenly appear in the
mountains near a major city.

Adventurers Are Exceptional. The players’ characters are the pioneers, explor-
ers, trailblazers, thrill seekers, and heroes of the Dunceons & DrAGONs game
world. Although other characters might have classes and gain power, they do
not necessarily advance as adventurers do, and they exist in the game for a
different purpose. A human veteran might have survived numerous battles
and still not be a 3rd-level fighter; an army of elves is made up of soldiers, not
members of the fighter class.

The Civilized Races Band Together. The great races of the world—humans,
dwarves, eladrin, elves, and halflings—drew closer together during the time
of the last great empire, which was dominated by humans. They are the civi-
lized races, the ones found living together in the towns and cities of the world.
Other races, including dragonborn and tieflings, are in decline, heirs of ancient
empires long forgotten. Goblins, orcs, gnolls, kobolds, and similar savage races
were never part of that human empire. Some of them, such as the militaristic
hobgoblins, have cities, organized societies, and kingdoms of their own.

Magic Is Not Everyday, but It Is Natural. No one is superstitious about magic,
but neither is the use of magic trivial. People might see evidence of magic
every day, but it’s usually minor: a fantastic monster, a visibly answered prayer,
a wizard flying by on a hippogriff. However, true masters of magic are rare.
Many people have access to a little magic, which helps those living within
settlements to maintain their communities. Many people have access to a little
magic, but those who have the power to shape magical energy the way a black-
smith shapes metal are as rare as adventurers and might be friends or foes
to them.

Gods and Primordials Shaped the World. The primordials, elemental crea-
tures of enormous power, shaped the world out of the Elemental Chaos. The
gods gave it permanence and warred with the primordials for control of the
new creation in a great conflict known as the Dawn War. The gods eventually
triumphed, and primordials now slumber in remote parts of the Elemental
Chaos or rage in hidden prisons.

Gods Are Distant. At the end of the Dawn War, the mighty primal spirits of
the world exerted their influence, forbidding gods and primordials alike from
directly influencing the world. Now exarchs act in the world on behalf of their
gods, and angels undertake missions that promote the agendas of the gods
they serve. Gods are extremely powerful, compared to mortals and monsters,
but they aren’t infallible. They provide access to the divine power source for
their clerics and paladins, and their followers pray to them in hopes that they
or their exarchs will hear them and bless them.
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The Planes

The world occupies a special place at the center of the universe. It’s the middle
ground where the conflicts between gods and primordials, and among the gods
themselves, play out through their servants both mortal and immortal. But other
planes of existence surround the world, nearby dimensions where some power
sources are said to originate and powerful creatures reside, including demons,
devils, and the gods.

Before the world existed, the universe was divided into two parts: the Astral
Sea and the Elemental Chaos. Some legends say that those two were once one
realm, but even the gods can’t know that for certain, for they had their origin in
the Astral Sea.

The Astral Sea The Astral Sea floats above the world, an ocean of
silvery liquid with the stars visible beneath the shallow sea. Sheets of shimmer-
ing starlight like gossamer veils part to reveal the dominions, the homes of the
gods, like islands floating in the Astral Sea. Not all the gods live in astral domin-
ions—the Raven Queen’s palace of Letherna stands in the Shadowfell, and Lolth’s
home, the Demonweb Pits, is located in the Abyss. Avandra, Melora, and Torog
travel the world, and both Sehanine and Vecna wander the whole cosmos.

Arvandor is a realm of natural beauty and arcane energy that echoes the
Feywild. It’s the home of the god Corellon and sometimes of Sehanine. Arvan-
dor seems to be as much a part of the Feywild as of the Astral Sea, and travelers
claim to have reached it through both planes.

The Bright City of Hestavar is a vast metropolis where the deities Erathis,
Ioun, and Pelor make their homes. Powerful residents of all the planes travel to
the Bright City to buy and sell exotic goods.

THE DUNGEONS & DRAGONS WORLD
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Tytherion, called the Endless Night, is the domain that the dark gods Tiamat
and Zehir share. No light can pierce its darkest depths, and both serpents and
dragons haunt its otherworldly wilderness.

The Iron Fortress of Chernoggar is Bane’s stronghold in the Astral Sea. It’s a
mighty stronghold of rust-pitted iron, said to be impregnable to attack. Even so,
Gruumsh makes his home on an eternal battlefield outside the fortress’s walls,
determined to raze it to the ground one day. Immortal warriors fight and die on
both sides of this conflict, returning to life with every nightfall.

Celestia is the heavenly realm of Bahamut and Moradin. Upon parting a veil
to enter Celestia, a traveler arrives on the lower reaches of a great mountain.
Behind, the mountains disappear into silvery mist far below. Kord also spends a
good deal of time on the mountain’s slopes because of an old friendship with the
other gods, but his tempestuous nature keeps him from calling it home.

The Nine Hells is the home of Asmodeus and the devils. This plane is a dark,
fiery world of continent-sized caverns ruled by warring princelings, though all
are ultimately under the iron fist of Asmodeus.

Creatures native to the Astral Sea and its dominions are known as immortals,
since they do not age or die of natural causes, though none are truly deathless.
They include the gods themselves, their angel servitors, and the devils, who were
themselves once angels but were transformed into their current form as punish-
ment for the deicide committed by their lord, Asmodeus. The pirate race called
githyanki also haunts the Astral Sea, striking from sleek astral vessels against
targets at the outskirts of the divine dominions, and often raiding into the world
as well to secure supplies and plunder.

The Elemental Chaos and the Abyss At the foundation of the
world, the Elemental Chaos churns like an ever-changing tempest of clashing
elements—fire and lightning, earth and water, whirlwinds and living thunder.
Just as the gods originated in the Astral Sea, the first inhabitants of the Elemen-
tal Chaos were the primordials, creatures of raw elemental power. They shaped
the world from the raw material of the Elemental Chaos, and if they had their
way, the world would be torn back down and returned to raw materials. The
gods have given the world permanence, a quality utterly alien to the primordi-
als’ nature.

The primordials are no longer a major power in the Elemental Chaos. In the
wake of the Dawn War against the gods, most primordials were imprisoned or
otherwise diminished, and others were slain. In their stead, titans—the mighty
giants who served as the primordials’ laborers in crafting the world—rule over
tiny domains scattered across the Elemental Chaos, and the evil fire spirits called
efreets lord over fortresses and even cities, such as the fabled City of Brass. Their
subjects include an assortment of elementals, creatures formed of raw elemental
matter and animated to life and some measure of sentience. Among the most
fearsome elemental creatures are archons—humanoid soldiers formed of a pure
elemental substance.
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SIGIL, THE CITY OF DOORS

Somewhere between the planes, neither adrift in the Astral Sea nor rooted in
the Elemental Chaos, spins the City of Doors, the bustling metropolis of Sigil.
Planar trade flows freely through its streets, facilitated by a tremendous number
of portals leading to and from every known corner of the universe—and all the
corners yet to be explored. The ruler of the City of Doors is the enigmatic Lady
of Pain, whose nature is the subject of endless speculation.

The Elemental Chaos approximates a level plane on which travelers can move,
but the landscape is broken up by rivers of lightning, seas of fire, floating earth-
bergs, ice mountains, and other formations of raw elemental forces. However, it
is possible to make one’s way slowly down into the lower layers of the Elemental
Chaos. Near its bottom, it turns into a swirling maelstrom that grows darker and
deadlier as it descends.

At the bottom of that maelstrom is the Abyss, the home of demons. Before
the world was finished, Tharizdun, the Chained God, planted a shard of pure
evil in the heart of the Elemental Chaos, and the gods imprisoned him for this
act of blasphemy. The Abyss is as wild as the Elemental Chaos where it was
planted, but it is actively malevolent, where the rest of the Elemental Chaos is
simply untamed. The demons that infest it range from the relatively weak and
savage carnage demons and dretches to the demon princes, beings of nearly
godlike power whose names—Orcus, Demogorgon, Baphomet—strike terror
into mortal hearts.

The World and Its Echoes The world has no proper name, but it
goes by a wide variety of prosaic and poetic names among those people who ever
find need to call it anything but “the world.” It’s the creation, the middle world,
the natural world, the created world, or even the first work.

The primordials formed the world from the raw materials of the Elemental
Chaos. Looking down on this work from the Astral Sea, the gods were fascinated
with the world. Creatures of thought and ideal, the gods saw endless room for
improvement in the primordials’ work, and their imaginings took form and
substance from the abundance of creation-stuff'still drifting in the cosmos. Life
spread across the face of the world, the churning elements resolved into oceans
and landmasses, diffuse light became a sun and moon and stars. The gods drew
upon astral essence and mixed it with the tiniest bits of creation-stuff'to create
mortals to populate the world and worship them. Elves, dwarves, humans, and
others appeared in this period of spontaneous creation. Resentful of the gods’
meddling in their work, the primordials began the Dawn War that shook the
universe, a series of battles that raged across the cosmos for millennia. The gods
slowly gained the upper hand, working together to imprison or banish individual
primordials. However, this war threatened the very existence of the world.
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GORAN JOSIC

In the last days of the Dawn War,
anew force made itself known in the
cosmos: the spiritual expression of
the world itself. These primal spirits
declared an end to the conflict, assert-
ing that the world would no longer be
a battleground for the two opposing
forces. The gods and the primordials
were banished to their home planes,
and the primal spirits of the world
decreed a balance: The world would
remain a place where matter and spirit
mingled freely, where life and death
proceeded in an orderly cycle, where
the seasons changed in their unend-
ing wheel without interference. The
gods and the primordials could still
influence the world, but they could not
rule it.

As the world took shape, the primor-
dials found some pieces too vivid and
bright, and hurled them away. They
found other pieces too murky and dark,
and flung them away as well. These
discarded bits of creation clustered
and merged, and formed together in
echoes of'the shaping of the world. As
the gods joined in the act of creation,
more ripples spread out into those echo
realms, bringing creatures to life there
as reflections of the world’s mortals.
Thus the world was born with two
siblings: the bright Feywild and the
dark Shadowfell.

The Shadowfell is a dark echo of the
world. It touches the world in places
of deep shadow, sometimes spilling
out into the world and other times
drawing hapless travelers into its dark
embrace. The plane is not wholly evil,
but everything in the Shadowfell has
its dark and sinister side. When mortal
creatures die, their spirits travel first
to the Shadowfell before moving on to
their final fate. Undead creatures have
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strong ties to the Shadowfell, and monsters of raw shadow stalk in the darkness
there, hunting anything that lives. The shadar-kai, gray-skinned servitors of the
Raven Queen, are the most populous race of the Shadowfell, but even they are
hardly common.

The Feywild is an enchanted reflection of the world. Arcane energy flows
through it like streams of crystal water. Its beauty and majesty are unparalleled
in the world, and every creature of the wild is imbued with a measure of fantastic
power. Eladrin are far more common in the Feywild than in the world, though
they war frequently with the monstrous giants known as fomorians and their
cyclops servitors, which inhabit the subterranean depths of the Feywild known
as the Feydark. Even plants in the Feywild can manifest sentience and deep
wisdom, as evidenced by the majestic treants.

And Beyond Scholars claim that the universe described here is not all
there is—that something else exists beyond the Astral Sea and the Elemental
Chaos. Evidence for this idea appears in the form of the most alien creatures
known: aberrant monsters such as the beholder, the mind flayer, and even more
bizarre beings. These creatures don’t seem to be a part of the world or any known
realm, and where they live in the world, reality alters around them. This fact has
led sages to postulate the existence of a place they call the Far Realm, where the
laws of reality work differently from how they function in the known universe.
Mad sorcerers and aberrant monsters themselves sometimes attempt to open
portals to this Far Realm or make contact with the godlike beings that inhabit it,
with disastrous consequences in the world.

In addition, the souls of the dead, though they travel first to the Shadowfell,
pass beyond that realm after a time. Some souls are claimed by the gods and
carried to the divine dominions, but others pass to another realm beyond the
knowledge of any living being.

The Gods

The deities of the Dunceons & DraGoNs game world are powerful but not
omnipotent, knowledgeable but not omniscient, widely traveled but not omni-
present. They alone of all creatures in the universe consist only of astral essence.
The gods are creatures of thought and ideal, not bound by the same limitations as
beings of flesh.

The gods wear myriad different faces, and artwork depicting them shows
them in a variety of forms, but their true nature is beyond any physical form.
Corellon is often depicted as an eladrin, but he is no more an eladrin than he
is a fey panther; he is a god, and he transcends the physical laws that bind even
angels to their concrete forms.

This transcendence allows the gods to perform deeds that physical creatures
can't. They can appear in the minds of other creatures, speaking to them in
dreams or visions, without being present in physical form. They can appear in
multiple places at once. They can listen to the prayers of their followers (but
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they don’t always). But they can also make physical forms for themselves with

a moment’s effort, and they do so when the need arises—when presumptuous
mortal adventurers dare to challenge them in their own dominions, for example.
In these forms, they can fight and be fought, and they can suffer terrible conse-
quences as a result. However, to destroy a god requires more than merely striking
its physical form down with spell or sword. Gods have killed other gods (Asmo-
deus being the first to do so), and the primordials killed many gods during their
great war. For a mortal to accomplish this deed would require performing rituals
of awesome magical power to bind a god to its physical form—and then a truly
epic battle to defeat that form.

Some deities are good or lawful good, some are evil or chaotic evil, and many
are unaligned. Each has a vision of how the world should be, and the agents of
that god seek to bring that vision to life in the world. Even the agents and wor-
shipers of deities who share an alignment can come into conflict. Except for those
who are chaotic evil (Gruumsh, Lolth, and Tharizdun), the gods are enemies of
demons, which would rather destroy the world than govern it.

The most powerful servants of the gods are their exarchs. Some exarchs are
angels whose faithful service has earned them this exalted status. Others were
once mortal servants who won the station through their mighty deeds. Asmodeus
has devils as exarchs, and both Bahamut and Tiamat have granted that status to
powerful dragons. Every exarch is a unique example of its kind, empowered with
capabilities far beyond those of other angels, mortals, or monsters.

THE DEITIES

Deity Alignment Areas of Influence

Asmodeus Evil Power, domination, tyranny
Avandra Good Change, luck, trade, travel
Bahamut Lawful good Justice, honor, nobility, protection
Bane Evil War, conquest

Corellon Unaligned Arcane magic, spring, beauty, the arts
Erathis Unaligned Civilization, invention, laws
Gruumsh Chaotic evil Turmoil, destruction

loun Unaligned Knowledge, prophecy, skill
Kord Unaligned Storms, strength, battle

Lolth Chaotic evil Spiders, shadows, lies

Melora Unaligned Wilderness, sea

Moradin Lawful good Creation, artisans, family
Pelor Good Sun, summer, agriculture, time
The Raven Queen Unaligned Death, fate, winter

Sehanine Unaligned Trickery, moon, love, autumn
Tharizdun Chaotic evil Annihilation, madness

Tiamat Evil Wealth, greed, vengeance
Torog Evil Underdark, imprisonment
Vecna Evil Undeath, secrets

Zehir Evil Darkness, poison, serpents
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Asmodeus

Asmodeus is the evil god of tyranny and domination. He
rules the Nine Hells with an iron fist and a silver tongue.
Aside from devils, evil creatures such as rakshasas pay him
homage, and evil tieflings and warlocks are drawn to his
dark cults. His rules are strict and his punishments harsh:

4 Seek power over others, that you might rule with
strength as the Lord of Hell does.

4 Repay evil with evil. If others are kind to you, exploit their weakness for
your own gain.

4 Show neither pity nor mercy to those who are caught underfoot as you
climb your way to power. The weak do not deserve compassion.

Avandra

The good god of change, Avandra delights in freedom,
trade, travel, adventure, and the frontier. Her temples are
few in civilized lands, but her wayside shrines appear
throughout the world. Halflings, merchants, and all
types of adventurers are drawn to her worship, and many
people raise a glass in her honor, viewing her as the god
of luck. Her commandments are few:

4 Luck favors the bold. Take your fate into your own hands, and Avandra
smiles upon you.

4 Strike back against those who would rob you of your freedom and urge
others to fight for their own liberty.

4 Change is inevitable, but it takes the work of the faithful to ensure that
change is for the better.

Bahamut
Called the Platinum Dragon, Bahamut is the lawful good god
of justice, protection, nobility, and honor. Lawful good paladins
often revere him, and metallic dragons worship him as the first
of their kind. Monarchs are crowned in his name. He com-
mands his followers thus:
4 Uphold the highest ideals of honor and justice.
4+ Be constantly vigilant against evil and oppose it on all fronts.

4 Protect the weak, liberate the oppressed, and defend just order.

Bane

Bane is the evil god of war and conquest. Militaristic nations of humans and
goblins serve him and conquer in his name. Evil fighters and paladins serve him.
He commands his worshipers to:
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4 Never allow your fear to gain mastery over you, but drive it
into the hearts of your foes.

4 Punish insubordination and disorder.

4 Hone your combat skills to perfection, whether you
are a mighty general or a lone mercenary.

Corellon

The unaligned god of spring, beauty, and the arts, Corellon is
the patron of arcane magic and the fey. He seeded the world
with arcane magic and planted the most ancient forests. Artists
and musicians worship him, as do those who view their spell-
casting as an art, and his shrines can be found throughout the
Feywild. He despises Lolth and her priestesses for leading the
drow astray. He urges his followers thus:

4 Cultivate beauty in all that you do, whether you're casting a
spell, composing a saga, strumming a lute, or practicing the
arts of war.

4 Seek out lost magic items, forgotten rituals, and ancient works of art. Corel-
lon might have inspired them in the world’s first days.

4 Thwart the followers of Lolth at every opportunity.

Erathis

Erathis is the unaligned god of civilization. She is the muse
of great invention, founder of cities, and author of laws.
Rulers, judges, pioneers, and devoted citizens revere her,
and her temples occupy prominent places in most of the
world’s major cities. Her laws are many, but their purpose
is straightforward:

4 Work with others to achieve your goals. Community and
order are always stronger than the disjointed efforts of lone individuals.

4 Tame the wilderness to make it fit for habitation, and defend the light of
civilization against the encroaching darkness.

4 Seek out new ideas, new inventions, new lands to inhabit, new wilderness
to conquer. Build machines, build cities, build empires.

Gruumsh

Gruumsh is the chaotic evil god of destruction, lord of maraud-
ing barbarian hordes. Where Bane commands conquest,
Gruumsh exhorts his followers to slaughter and pillage. Orcs
are his fervent followers, and they bear a particular hatred for
elves and eladrin because Corellon put out one of Gruumsh’s
eyes. The One-Eyed God gives simple orders to his followers:
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4 Conquer and destroy.
4 Let your strength crush the weak.

4 Do as you will, and let no one stop you.

Ioun

Toun is the unaligned god of knowledge, skill, and prophecy.
Sages, seers, and tacticians revere her, as do all who live by
their knowledge and mental power. Corellon is the patron of
arcane magic, but Ioun is the patron of its study. Libraries and
wizard academies are built in her name. Her commands are
also teachings:

4 Seek the perfection of your mind by bringing reason, percep-
tion, and emotion into balance with one another.

4 Accumulate, preserve, and distribute knowledge in all forms. Pursue edu-
cation, build libraries, and seek out lost and ancient lore.

4 Be watchful at all times for the followers of Vecna, who seek to control
knowledge and keep secrets. Oppose their schemes, unmask their secrets,
and blind them with the light of truth and reason.

Kord

Kord is the unaligned storm god and the lord of battle. He revels
in strength, battlefield prowess, and thunder. Fighters and ath-
letes revere him. He is a mercurial god, unbridled and wild, who
summons storms over land and sea; those who hope for better
weather appease him with prayers and spirited toasts. He gives
few commands:

50

4 Be strong, but do not use your strength for wanton
destruction.

4 Be brave and scorn cowardice in any form.

4 Prove your might in battle to win glory and renown.

Lolth

Lolth is the chaotic evil god of shadow, lies, and spiders.
Scheming and treachery are her commands, and her priests are a
constant force of disruption in the otherwise stable society of the
evil drow. Though she is properly a god and not a demon, she is
called Demon Queen of Spiders. She demands that her followers:

4 Do whatever it takes to gain and hold power.

4 Rely on stealth and slander in preference to outright
confrontation.

4 Seek the death of elves and eladrin at every opportunity.
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Melora

Melora is the unaligned god of the wilderness and the
sea. She is both the wild beast and the peaceful forest, the
raging whirlpool and the quiet desert. Rangers, hunters,
and elves revere her, and sailors make offerings to her
before beginning their voyages. Her strictures are these:

4 Protect the wild places of the world from destruc-
tion and overuse. Oppose the rampant spread of cities and empires.

4 Hunt aberrant monsters and other abominations of nature.

4 Do not fear or condemn the savagery of nature. Live in harmony with
the wild.

Moradin

Moradin is the lawful good god of creation and patron

of artisans, especially miners and smiths. He carved the
mountains from primordial earth and is the guardian and
protector of the hearth and the family. Dwarves from all
walks of life follow him. He demands these behaviors of his
followers:

4 Meet adversity with stoicism and tenacity.

4 Demonstrate loyalty to your family, your clan, your
leaders, and your people.

4 Strive to make a mark on the world, a lasting legacy. To
make something that lasts is the highest good, whether
you are a smith working at a forge or a ruler building a
dynasty.

Pelor

The good god of the sun and summer, Pelor is the keeper
of time. He supports those in need and opposes all that is
evil. As the lord of agriculture and the bountiful harvest,
he is the deity most commonly worshiped by ordinary
humans, and his priests are well received wherever they
go. Paladins and rangers are found among his worshipers.
He directs his followers thus:

4 Alleviate suffering wherever you find it.

4 Bring Pelor’s light into places of darkness, showing kindness, mercy, and
compassion.

4 Be watchful against evil.
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The Raven Queen

The name of the unaligned god of death is long forgotten, but
she is called the Raven Queen. She is the spinner of fate and

the patron of winter. She marks the end of each mortal life, and
mourners call upon her during funeral rites, in the hope that she
will guard the departed from the curse of undeath. She expects
her followers to abide by these commandments:

4 Hold no pity for those who suffer and die, for death is the
natural end of life.

4 Bring down the proud who try to cast off the chains of fate.
Punish hubris where you find it.

4 Watch for the cults of Orcus and stamp them out whenever they arise. The
Demon Prince of the Undead seeks to claim the Raven Queen’s throne.

Sehanine

The unaligned god of the moon and autumn, Sehanine is the
patron of trickery and illusions. She has close ties to Corellon
and Melora and is a favorite deity among elves and halflings.
She is also the god of love, who sends shadows to cloak lovers’
trysts. Scouts and thieves ask for her blessing on their work. Her
teachings are simple:

4 Follow your goals and seek your own destiny.
4 Keep to the shadows, avoiding the blazing light of zealous
good and the utter darkness of evil.

4 Seek new horizons and new experiences, and let nothing tie you down.

Tharizdun
Tharizdun is the chaotic evil god who created the Abyss. His name
is rarely spoken, and even the fact of his existence is not widely
known. A few scattered cults of demented followers revere him,
calling him the Chained God or the Elder Elemental Eye. Thariz-
dun doesn’t speak to his followers, so his commands are unknown.
But his cults teach their members to:

4 Channel power to the Chained God, so he can break his chains.
4 Retrieve lost relics and shrines to the Chained God.

4 Pursue the obliteration of the world, in anticipation of the
Chained God’s liberation.

Tiamat

Tiamat is the evil god of wealth, greed, and envy. She is the patron of chromatic
dragons and those whose lust for wealth overrides any other goal or concern. She
commands her followers thus:
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4 Hoard wealth, acquiring much and spending little.
Wealth is its own reward.

4 Forgive no slight and leave no wrong unpunished.

4 Take what you desire from others. Those who lack the
strength to defend their possessions are not worthy to
own them.

Torog

Torog is the evil god of the Underdark, patron of jailers
and torturers. Common superstition holds that if his
name is spoken, the King that Crawls burrows up from
below and drags the hapless speaker underground to an
eternity of imprisonment and torture. Jailers and tortur-
ers pray to him in deep caves and cellars, and creatures

of the Underdark revere him as well. He teaches his wor-

shipers to:
4 Seek out and revere the deep places beneath the earth.

4 Delight in the giving of pain, and consider pain that you receive as homage
to Torog.

4 Bind tightly what is in your charge, and restrain those who wander free.

Vecna

Vecna is the evil god of undead, necromancy, and secrets. He
rules that which is not meant to be known and that which
people wish to keep secret. Evil spellcasters and conspirators pay
him homage. He commands them to:

4 Never reveal all you know.

4 Find the seed of darkness in your heart and nourish it; find
it in others and exploit it to your advantage.

4 Oppose the followers of all other deities so that Vecna alone can rule the
world.

Zehir

Zehir is the evil god of darkness, poison, and assassins. Snakes are
his favored creation, and the yuan-ti revere him above all other gods,
offering sacrifice to him in pits full of writhing serpents. He urges his
followers thus:

4 Hide under the cloak of night, that your deeds might be kept in
secret.

4 Kill in Zehir’s name and offer each murder as a sacrifice.

4 Delight in poison, and surround yourself with snakes.
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It’s the DM’s World

The preceding sections sum up the basics of what the game assumes about the
DuncEeons & Dracons world. Within those general parameters, though, there’s
alot of room for the DM to fill in the details. Each published campaign setting
describes a different world that adheres to some of those core assumptions, alters
others, and then builds a world around them. Any DM can do the same to create
a unique, personalized world.

Altering Core Assumptions One definition of speculative fiction
(of which fantasy and science fiction are two branches) is that it starts with
reality as we know it and asks, “What if some aspect of the world was different?”
Most fantasy starts from the question “What if magic was real?”

The assumptions sketched out on these pages aren’t graven in stone. They
make for an exciting world full of adventure, but they’re not the only set of
assumptions that do so. Anyone can build an interesting campaign concept by
altering one or more of those core assumptions, asking, “What if this wasn’t true
in my world?”

The World Is Not a Fantastic Place. What if magic is rare and dangerous?
What if the campaign is set in a version of historical Europe?

The World Is Not Ancient. What if the world is brand-new, and the player
characters are the first heroes to walk the earth? What if there are no ancient
artifacts and traditions, no crumbling ruins?

The World Has No Secrets. What if it’s all charted and mapped, right down
to the “Here there be dragons” notations? What if great empires cover huge
stretches of countryside, with clearly defined borders between them?

Monsters Are Rare. What if monsters are scarce but terrifying?

Adventurers Are Everywhere. What if the cities of the world are crowded
with adventurers, buying and selling magic items in great markets?

The Civilized Races Live Apart. What if, to use a fantasy cliché, dwarves and
elves don’t get along? What if hobgoblins live side by side with the other races?

Magic Is Pervasive. What if every town is ruled by a powerful wizard? What if
magic item shops are common?

Primordials Rule the World. What if the primordials won the Dawn War, and
hidden cults dedicated to a handful of surviving deities are scattered through
a shattered world that echoes the Elemental Chaos?

Gods Are Among Us. What if the gods regularly walk the earth? What if
the adventurers can challenge them and seize their power? Or what if even
exarchs and angels never sully themselves by contact with mortals?
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FILLING IN THE DETAILS

Where the Dungeons & DracGons rulebooks talk about the world, they drop
names that exemplify core assumptions—such as the tiefling empire of Bael
Turath and the Invulnerable Coat of Arnd. Just as you can alter names in published
adventures to suit the flavor of your campaign, you can change the names of these
assumed parts of the world. For example, you might decide that the tieflings of
your world have a culture reminiscent of medieval Russia, and call their ancient

empire Perevolochna.

Aside from these changeable assumed details, most of the specifics of the
world are left to your own invention. Even if you begin your campaign in the town
of Fallcrest (page 39) and lead the characters on to Winterhaven and Hammer-

fast, eventually the adventurers will explore new lands of your own creation.

If you follow the core assumptions of the game, sketching out the world
beyond your starting area is a simple matter. Great tracts of wilderness separate
civilized areas. South of Fallcrest, the adventurers might travel through a forest
on an old, overgrown road they’ve been told leads to the city-state of Ironwood.
You can throw adventures in their path along the way, then draw them into
another grand dungeon adventure when they arrive in what turns out to be the

gnoll-infested ruins of Ironwood.

You can draft a map of the whole continent at or near the beginning of your
campaign. You don’t have to, of course, but even if you do, it’s a good idea to keep
it sketchy. As the campaign progresses, you'll find that you want certain terrain
features in specific places, or perhaps an element of the campaign story will lead
you to fill in details of the map in ways you couldn’t have anticipated at the start
of the campaign. Just as when you prepare an adventure, don’t overprepare your
campaign. Even in a published campaign, the large-scale maps of regions and con-
tinents don’t detail every square mile of land. You can and should feel free to add

details where you need them—and alter them when your campaign suggests it.

DUNGEONS & DRAGONS Worlds

A number of official campaign settings are available, and getting involved with
the community of DunGeons & Dracons players will reveal many more incred-
ible fantasy worlds—all products of the fertile imaginations of Dungeon Masters

everywhere.
To start, you can explore the world in greater depth through DUNGEONS &
DRAGONS Gazetteer: The Nentir Vale. This product covers the Nentir Vale itself,

exploring the region in more detail than the Dungeon Master’s Kit could contain.

You can also learn more about the Nentir Vale and surrounding regions by

reading novels in the new Dungeons & Dragons line, starting with The Mark of

Nerath by Bill Slavicsek.
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The Forgotten Realms The Forgorren Rearms world is a classic
fantasy setting that stays close to the game’s core assumptions. For almost twenty-
five years, it has been the backdrop for a host of adventures, novels, computer
games, and comic books.

The world is defined largely by the powerful forces that threaten it. An undead
necromancer named Szass Tam rules the dreaded land of Thay and commands
hordes of undead minions and evil Red Wizards in his campaign to expand the
borders of his nightmare land of death. The ancient empire of Netheril has been
reborn under the reign of the shadow-infused Twelve Princes of Shade to become
a growing threat to the lands of the north. Creatures of the Underdark, including
drow and a recent threat, the Abolethic Sovereignty, are a terrible threat to even
the surface world.

The world of the Realms is both infused with and horribly scarred by the pow-
erful forces of magic. Magic flows through the land and pools in places of power,
but nearly a hundred years ago, the death of the god of magic sent a Spellplague
raging across the land. Throughout the history of the world, ancient empires have
been brought low by the abuse of powerful magic, and pockets of uncontrolled
magical energy created in their downfall still dot the landscape.

One key alteration to the game’s core assumptions lies in the world’s distant
past, at the end of the Dawn War. As the Dawn War between the gods and the
primordials reached a fever pitch, the world was twinned, creating two separate
worlds—one ruled by the gods, the other by the primordials. The tumult of the
Spellplague threw the worlds back together, mingled their lands and cultures,
and then separated them once more.

You can learn more about this world in the FORGOTTEN REALMS Campaign
Guide and the FORGOTTEN REALMS Player’s Guide. If you want to get started reading
novels set in the world, any of the books in the Ed Greenwood Presents Waterdeep
series is a great place to begin. This series showcases all that the most famous city
of the Realms has to offer, and you can read the books in the series in any order.
Also check out the popular novels by R.A. Salvatore featuring the character
Drizzt Do’Urden.

Dark Sun The burnt world of the Dark Sux campaign is another classic
setting for games and novels, originally introduced in 1991. DARk SuN presents

a significantly different vision of fantasy from that set forth in the core assump-
tions of the game, echoing the swords-and-sandals adventure of early pulp
fantasy writers more than the sweeping epics of more traditional fantasy. Here,
adventurers might be enslaved gladiators, nomadic elves, or even savage halflings
from one of the world’s few remaining forests. They come together to adventure
in Athas, a bleak landscape wasted by arcane magic gone horribly awry, a region
dominated by city-states under the iron-fisted rule of evil sorcerer-kings.

CHAPTER 1 | The Basics



The most significant departure in the Dark Sun setting from the core
assumptions of the game is in its idea that the primordials won the Dawn War,
banishing and imprisoning the gods so that their influence is virtually unknown
in the world. This story accounts for the harsh nature of life in Athas’s deserts,
where the elements themselves are as much a hazard as the terrible monsters
that haunt the wilds. Athas has no real “points of light” to ameliorate the dark-
ness; the greatest places of civilization in the world are fully under the control of
the sorcerer-kings and their templar servitors.

The DARK SUN Campaign Setting provides a wealth of knowledge about the
world, and the DARK SUN Creature Catalog™ presents a look into the varied and
deadly monsters that dwell in its wilderness. You can learn more about the world
of Athas in the setting’s novels, including a new series of stand-alone novels
beginning with City Under the Sand by Jeff Mariotte.

Eberron The most recent addition to the multiverse of DuxcEons &
Dracons worlds, the EBERRON® campaign setting is a blend of classic high
fantasy adventure with the grittier sensibilities of film noir, marked by scheming
and mystery. Set in the years immediately following a terrible war, this milieu
ties together themes of prophecy, ongoing conflict and intrigue among nations,
dungeon delving and urban intrigue, and the growing power of a mercantile
class empowered with magical dragonmarks.

Eberron is a world with powerful nations, though the borders of those king-
doms still encompass plenty of wilderness grown increasingly dangerous after
a century of war. The nations include the goblin kingdom of Darguun, the mon-
strous nation of Droaam (ruled by three hags), and the distant nation of Riedra,
ruled by the sinister forces of the Inspired. One of the nations at the heart of civi-
lization was utterly annihilated during the Last War and is now the desolate and
deadly Mournland—a wasteland ripe for exploration and adventure.

In Eberron, magic is an everyday thing, and it has been used to create conve-
niences that seem almost modern—from the continent-spanning lightning rail
to airships that carry passengers and freight through the skies. A working class
of minor mages called artificers uses magical skill to provide energy and other
necessities in towns and cities. The culmination of the artificer’s art is the sen-
tient race of constructs known as the warforged.

The EBERRON Campaign Guide and the EBERRON Player’s Guide serve as a great
starting point for adventures in this world. If you're interested in delving into
novels about Eberron, consider seeking out the Draconic Prophecies trilogy, start-
ing with Storm Dragon by James Wyatt.
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RALPH HORSLEY

CHAPTER 2

ADVENTURERS AND
MONSTERS

The Dunceons & Dracons world is filled with creatures. Some—such as

humans, elves, and dwarves—are humanoid and once had great civilizations.
Others stand upright like humans but
are almost always savage, malevolent,

or both: goblins, orcs, gnolls, and The DUNGEONS &

other humanoids. Certain creatures DRAGONS world is f illed
are animate but lack the spark of life:

vampires, liches, zombies, and other
undead. Others are mythical beasts, malevolent, or both.

such as dragons, unicorns, and grif-

fons. And some creatures arise from

celestial or infernal realms: angels, demons, devils, and titans.

Whatever a creature’s nature, the creature is an adventurer, a monster, or a
DM-controlled character (also called a nonplayer character, or NPC). Adventur-
ers and monsters always have game statistics, whereas other characters usually
have them only if those characters participate in a battle.

The chapter includes the following information.

with creatures ... savage,

4 Creature Statistics: Most creatures that appear in the game have statistics
that describe their abilities in combat, their role in the world, and other
details. This section summarizes that information.

4 Creating an Adventurer: A step-by-step guide to generating the numbers
and inventing the roleplaying details for a new adventurer.

4 Gaining Levels: As adventurers overcome challenges, they become more
experienced and increase in power. This section walks through the process
of leveling up an adventurer.

CREATURE STATISTICS

The statistics that describe a creature in the game include numeric details, such
as the creature’s hit points, and story-oriented details, such the creature’s moral

alignment. An adventurer’s statistics are typically recorded on a character sheet,
whereas a monster’s statistics appear in a stat block. The statistics are presented

differently, but they function the same in play, unless otherwise noted.

CREATURE STATISTICS
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Level

A creature’s level is a measure of the creature’s overall power: the higher its level,
the greater its might. A high-level adventurer can overcome amazing odds, and a
high-level monster can be a tremendous obstacle.

An adventurer typically starts at level 1, gains levels by earning experience
points, and reaches the pinnacle of his or her power at level 30. Monsters don’t
gain levels, and some—particularly deities—have levels higher than 30.

A monster’s level determines the experience point reward that adventurers
gain for defeating it (see Appendix 2).

Origin
A creature’s origin describes its place in the DuncEoNs & DrAGONS cosmos. Each
origin is associated with a plane of existence.
4 aberrant: Aberrant creatures are native to or corrupted by the Far Realm.
Examples: beholders and mind flayers.
4 elemental: Elemental creatures are native to the Elemental Chaos. Exam-
ples: demons, efreets, elementals, and titans.
4 fey: Fey creatures are native to the Feywild. Examples: cyclopses, eladrin,
elves, gnomes, hags, and treants.

4 immortal: Immortal creatures are native to the Astral Sea. Unless they are
killed, they live forever. Examples: angels and devils.
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4 natural: Natural creatures are native to the natural world. Examples:
dragons, dwarves, goblins, humans, orcs, and trolls.

4 shadow: Shadow creatures are native to the Shadowfell. Examples: night-
mares and wraiths.

Most adventurers have the natural origin, unless otherwise noted. A monster’s
origin is noted in its stat block.

Type
Each creature has a type that broadly describes its appearance and behavior.

4 animate: Animate creatures are given life through magic. They don’t need
to breathe, eat, or sleep. Examples: golems, skeletons, and zombies.

4 beast: Beasts are either ordinary animals or creatures akin to them. They
behave instinctively. Examples: bears, drakes, and owlbears.

4 humanoid: Humanoid creatures either are human or resemble humans
in form, behavior, facial features, or all three. Most humanoids are bipedal.
Examples: elves, gnolls, hobgoblins, and humans.

4+ magical beast: Magical beasts resemble beasts but often behave like
people, possess magical abilities, or both. Examples: dragons, manticores,
and umber hulks.

Adventurers are humanoid, unless otherwise noted. A monster’s type is noted in
its stat block.

Race

Race is a category that usually applies only to humanoids. Each adventurer
has a race that his or her player selects at character creation (explained later
in this chapter). Members of a race have various characteristics in common. A
character’s race confers certain traits to the character and helps determine the
character’s starting languages.

The races that players choose from are often referred to as character races,
and the adventurer members of a race typically have racial traits that other
members of the race lack. Player books such as Heroes of the Fallen Lands and
Heroes of the Forgotten Kingdoms specify the racial traits possessed by the adven-
turer members of character races.

Class

Class defines more about an adventurer than anything else. Class helps deter-
mine various statistics, including defenses and hit points, and it provides an
adventurer with most of his or her powers.
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Only rare nonplayer characters and monsters have classes. If a nonplayer
character or a monster does have a class, the creature has only the class features,
powers, and such that are included in the stat block. In other words, the creature
functions as a full member of the class only if the creature’s stat block says it does.

Creature Keywords

Some creatures have keywords that further define them. Such a keyword desig-
nates either a group to which the creature belongs (such as demon, devil, dragon,
plant, or undead) or some other defining characteristic of the creature (such as
aquatic, blind, or mount). This book’s glossary contains definitions of creature
keywords.

Size

Each creature falls into one of six size categories: Tiny, Small, Medium, Large,
Huge, or Gargantuan. Each category corresponds to how much space a creature
takes up in battle. See “Creature Size and Space,” page 199, for how a creature’s
size can affect combat.

Role

Each adventurer and monster has a label that designates its primary role in
battle. An adventurer’s role is controller, defender, leader, or striker. A monster’s
role is artillery, brute, controller, lurker, skirmisher, or soldier. A monster might
have a second role—elite, solo, or minion—as well as the leader subrole.

Whatever roles a creature might have, they do not constrain the creature’s
behavior. Roles are primarily a planning tool. An ideal group of adventurers com-
prises a variety of roles, as does an ideal group of monsters. Players therefore use
roles to help build balanced adventuring groups, and DMs use them to help build
balanced combat encounters.

Adventurer roles are defined in “Creating an Adventurer,” later in this
chapter. Monster roles are defined in Appendix 1.

Ability Scores

Six abilities provide a quick description of creatures’ physical and mental
characteristics: Strength, Constitution, Dexterity, Intelligence, Wisdom, and
Charisma. Is a character muscle-bound and insightful? Brilliant and charming?
Nimble and hardy? Ability scores define these qualities—a creature’s strengths
as well as weaknesses. Strength, Constitution, and Dexterity are sometimes
called physical abilities, and Intelligence, Wisdom, and Charisma are some-
times called mental abilities.

Each of a creature’s abilities has a score, a number that measures the might
of that ability. A character who has Strength 16 is much stronger than a char-
acter who has Strength 6. A score of 10 or 11 is the normal human average,
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but adventurers and many monsters are a cut above average in most abilities.
As adventurers advance in level (see “Gaining Levels,” page 85), their ability
scores improve.

Ability Modifiers
An ability score’s main purpose is to determine an ability modifier, which is a
bonus or a penalty that is added to any attack roll, damage roll, ability check, skill
check, or defense that is based on that ability.

The Ability Modifiers table notes the ability modifiers for the most common
ability scores. To determine an ability modifier without consulting the table, sub-
tract 10 from the ability score and then divide the result by 2 (round down).

ABILITY MODIFIERS
Ability Ability Ability Ability
Score Modifier Score Modifier
1 -5 18-19 +4
2-3 -4 20-21 +5
4-5 -3 22-23 +6
6-7 -2 24-25 +7
8-9 -1 26-27 +8
10-11 +0 28-29 +9
12-13 +1 30-31 +10
14-15 +2 32-33 +11
16-17 +3 34-35 +12

andsoon...

A power specifies which ability modifier, if any, to use with the power. For
instance, when a character uses a melee attack power that says “Strength vs. For-
titude” in its “Attack” entry, add his or her Strength modifier (along with one-half
his or her level and any other modifiers) to the attack roll.

When using a published monster, a Dungeon Master rarely uses the monster’s
ability modifiers; the relevant ability modifiers are already included in the mon-
ster’s game statistics. However, the DM has to refer to them when the monster
makes untrained skill checks and ability checks. Each of a monster’s ability
scores is followed by the adjusted ability modifier in parentheses (the number
includes one-half the monster’s level).

Strength (Str)
Strength measures physical power. This ability score is important for many
adventurers who fight hand-to-hand.

4 The default melee basic attack is based on Strength.
4 Strength is the key ability for Athletics skill checks.

4 An adventurer’s Strength modifier contributes to Fortitude, unless his or
her Constitution modifier is higher.
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Constitution (Con)
Constitution represents health, stamina, and vital force. All adventurers benefit
from a high Constitution score.

4+ A 1st-level adventurer’s Constitution score is added to his or her hit points.

4 The number of healing surges that an adventurer can use each day is influ-
enced by his or her Constitution modifier.

4 Constitution is the key ability for Endurance skill checks.

4 An adventurer’s Constitution modifier contributes to Fortitude, unless his
or her Strength modifier is higher.

Dexterity (Dex)

Dexterity measures hand-eye coordination, agility, reflexes, and balance.
4 The default ranged basic attack is based on Dexterity.

4 Dexterity is the key ability for Acrobatics, Stealth, and Thievery skill
checks.

4 An adventurer’s Dexterity modifier contributes to Reflex, unless his or her
Intelligence modifier is higher.

4 Ifan adventurer is wearing light armor or no armor, the adventurer’s Dex-
terity modifier contributes to Armor Class, unless his or her Intelligence
modifier is higher.

Intelligence (Int)

Intelligence describes how well a character learns and reasons.
4 Intelligence is the key ability for Arcana, History, and Religion skill checks.

4 An adventurer’s Intelligence modifier contributes to Reflex, unless his or
her Dexterity modifier is higher.

4 Ifan adventurer is wearing light armor or no armor, the adventurer’s Intel-
ligence modifier contributes to Armor Class, unless his or her Dexterity
modifier is higher.

Wisdom (Wis)

Wisdom measures common sense, perception, self-discipline, and empathy.

4 Wisdom is the key ability for Dungeoneering, Heal, Insight, Nature, and
Perception skill checks.

4 An adventurer’s Wisdom modifier contributes to Will, unless his or her
Charisma modifier is higher.
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Charisma (Cha)

Charisma measures force of personality, persuasiveness, and leadership.

4 Charisma is the key ability for Bluff, Diplomacy, Intimidate, and Streetwise
skill checks.

4 An adventurer’s Charisma modifier contributes to Will, unless his or her
Wisdom modifier is higher.

Hit Points

Hit points (often shortened to “hp”) measure a creature’s ability to withstand
punishment and turn deadly strikes into glancing blows. A creature is said to be
bloodied when it drops to half its maximum hit points or fewer (various effects in
the game rely on a creature being bloodied).

An adventurer’s hit points are determined at character creation and increase
each time the character levels up. A monster’s hit points are specified in its stat
block. See Chapter 6 for how hit points work.

Defenses

A creature’s ability to avoid injury and other ill effects is measured by four
defenses: Armor Class, Fortitude, Reflex, and Will. Defense scores rate how hard
it is for attacks to hit a creature—they serve as the target numbers for attack rolls.
An adventurer’s defenses are set at character creation and increase with level. A
monster’s defenses are specified in its stat block.

Armor Class (AC) measures how hard it is to land a significant blow on a
creature with an attack using a weapon or a magical effect that works like a
weapon. Some creatures have a high AC because they are extremely quick
or intelligent and able to dodge well, while other creatures have a high AC
because they wear heavy armor that is difficult to penetrate.

Fortitude measures the inherent toughness, mass, and resilience of a creature. It
is often the defense against attacks that include effects such as disease, poison,
and forced movement.

Reflex measures a creature’s ability to predict attacks or to deflect or dodge an
attack. It’s useful against attacks that affect an area, such as a dragon’s breath
weapon or a fireball spell.

Will is a creature’s defense against effects that disorient, confuse, or overpower
the mind. It measures self-control, strength of will, and devotion.
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Initiative
In every battle, the participants act in an order determined by Dexterity checks
that they make at the start of the battle. Making those checks is called rolling ini-
tiative (explained in Chapter 6). Each creature has an initiative modifier, which
is the number that the creature adds when it rolls initiative.

An adventurer’s initiative modifier is determined at character creation and
increases with level. A monster’s initiative modifier is specified in its stat block.

Powers

The heart of a creature’s capabilities—particularly in combat—are its powers.
Every creature has the five default attack powers presented in Chapter 6: bull
rush, grab, melee basic attack, opportunity attack, and ranged basic attack.

An adventurer typically has a single power from his or her race and a collec-
tion of powers from his or her class. An adventurer might have additional powers
from feats and magic items. A monster’s powers are specified in its stat block.

Skills

Skills represent a creature’s competence in a variety of fields, including tests of
physical might, historical knowledge, and making the implausible believable.
Each skill is tied to a particular ability (the Athletics skill is tied to Strength, for
instance), and a creature has a basic level of competence in a skill based on the
ability modifier associated with it. A creature goes beyond basic competence
by obtaining training in a skill, which grants the creature a +5 bonus to checks
using that skill. See Chapter 4 for how skills work.

The skills an adventurer has training in are selected at character creation, and
the adventurer might gain further skill training through feats. If a monster has
training in a skill, the skill is noted in the monster’s stat block with the appropri-
ate modifier.

Feats

A feat is a talent, a knack, or a natural aptitude. It embodies the training, the
experience, and the abilities that a character has acquired beyond what his or
her class provides. A feat is a flourish added to a character, a bit of customization
that helps make him or her unique.

Feats primarily belong to adventurers. Monsters don’t have feats, but a DM-
controlled character might.

Benefit Each feat confers a benefit to a character who has the feat. The
benefit lasts only while the character has the feat. This rule means a character
loses the benefit of a feat the instant he or she discards the feat, which would
most likely happen as part of retraining (page 87).
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Gaining Feats Anadventurer starts with at least one feat of the player’s
choice at 1st level and might also get one or two bonus feats from his or her race
or class. Adventurers gain more feats as they advance in level (see “Gaining
Levels,” page 85).

A feat can be taken no more than once by a character, unless a feat’s descrip-
tion states otherwise. If a feat has prerequisites specified, a character must meet
those prerequisites to take the feat. Prerequisites take many different forms,
including belonging to a particular race or class or having a certain weapon pro-
ficiency or class feature.

Some feats have minimum levels or ability scores as prerequisites. These feats
represent specialized abilities that are too difficult for the average person to
master. A character’s level or ability score must be equal to or greater than the
specified number in order for him or her to take the feat.

Speed

A creature’s speed represents the number of 5-foot squares it can move when
taking a move action to walk. Some creatures have speeds for movement modes
other than walking: burrowing, climbing, flying, and swimming. See Chapter 6
for rules on using a creature’s speed.

An adventurer’s speed is initially determined by his or her race. It might be
modified by a class feature, a feat, or something else. Wearing heavy armor
usually reduces an adventurer’s speed, by an amount specified in the description
of that armor. A monster’s speed is specified in its stat block and accounts for the
monster’s armor, if any armor is mentioned.

Action Points

Action points allow creatures to take more actions than normal, to use a special
ability that requires an action point, or both. See Chapter 6 for how to spend and
earn action points.

Each adventurer starts with 1 action point. Most monsters lack action points.
Elite and solo monsters are the exception; they each have 1 or more action points,
as noted in their stat blocks.

Senses

Most creatures have normal senses; they can see, hear, smell, taste, and feel
things at least as well as a typical human can. Some creatures have special
senses, which allow them to perceive things that others cannot. For instance,
elves have low-light vision, which allows them to see in low light as if it were day-
light. See Chapter 5 for how the most common special senses work.

A creature has normal senses, unless otherwise noted. An adventurer might
gain a special sense, such as low-light vision or darkvision, from his or her race
and might gain one or more from a feat, a class feature, or something else. If a
monster has any special senses, they are specified in its stat block.
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Resistance, Immunity, and Vulnerability

Certain creatures are resistant or vulnerable to particular types of damage,
and some creatures are immune to specific effects. Resistance, immunity,
and vulnerability can be permanent or temporary. See Chapter 6 for how the
three work.

Adventurers typically gain resistance, immunity, or vulnerability from
powers and feats, although certain character races have inherent resistances.
If'a monster has resistances, immunities, or vulnerabilities, they are noted in its
stat block.

Special Traits

Some creatures have special traits, such as a magical aura, regeneration, or the
ability to ignore difficult terrain.

An adventurer’s race and class are the most likely sources for his or her special
traits. A monster’s special traits, if any, are noted in its stat block.

Equipment

Gear can be a defining aspect of a creature. Adventurers typically wear armor
and travel outfits, and they carry weapons, adventuring gear (rope, torches, and
the like), and various belongings of personal importance (a family signet ring,
for instance). Many monsters have no equipment at all, and those that do have
equipment usually have only their signature items noted in their stat blocks (the
stat block of a goblin archer might note only a shortbow, for example).

Each adventurer starts with 100 gold pieces worth of gear, and adventurers
gain more equipment—especially magic items—as they go on adventures and
complete quests.

See Chapter 7 and Appendix 2 for more information on equipment.

Languages

Ten languages form the basis of every dialect spoken throughout the DunGeons
& Dracons world and the planes beyond. These languages are transcribed in
different scripts, most of which are alphabets, including the flowing characters of
the Rellanic alphabet and the runes of the Davek alphabet. The Supernal script
is a system of hieroglyphics.

Languages Known Depending on an adventurer’s race, he or she
starts off knowing two or three languages and the script associated with each.
Adventurers can learn additional languages by taking certain feats. The lan-
guages that a monster knows are noted in its stat block.

Unless the DM says otherwise, a character can’t start off knowing the Abyssal
or Supernal languages.
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Language Spoken by . . . Script

Common Humans, halflings, tieflings Common
Deep Speech Mind flayers, githyanki, kuo-toas Rellanic
Draconic Dragons, dragonborn, kobolds lokharic
Dwarven Dwarves, galeb duhrs Davek
Elven Elves, eladrin, fomorians Rellanic
Giant Giants, orcs, ogres Davek
Goblin Goblins, hobgoblins, bugbears Common
Primordial Efreets, archons, elementals Barazhad
Supernal Angels, devils, gods Supernal
Abyssal Demons, gnolls, sahuagin Barazhad

Languages in the World The gods have their own language, Super-
nal, which they share with their angelic servants. When a god or an angel
speaks Supernal, it can choose to speak so that any creatures that understand

a language can understand this divine speech, as if the speaker used their own
languages. Immortals that speak Supernal can understand speech and writing
in any language.

When the gods created the races of the world, each race heard the Supernal
language in a different way, based on fundamental characteristics of their nature.
From those distinct ways of hearing, the foundational languages of the world
arose: Common for humans and halflings, Elven for elves and eladrin, Goblin for
the goblin races, Dwarven for the dwarves, and Draconic for dragons.

The primordials had their own language, Primordial, which has none of the
special qualities of Supernal. The titans and giants adopted a debased version
of this language for their own tongue, Giant. Abyssal is a form of Primordial
warped and twisted by the evil at the heart of the Abyss.

These foundational languages spread to other creatures of the world and the
planes, with dialect variation but no more significant alteration.

SCI‘iptS Scripts are essentially independent of language. Just as different real-
world languages use the same script to transcribe their different words, Common
could be written in Davek or Rellanic as easily as in the Common script. Adventur-
ers might run across old texts written by dwarves in Davek runes using Common
words. Such a text would require familiarity with two languages to decipher.
Supernal and Primordial have their own scripts, and the main civilized races
developed different scripts to transcribe the foundational languages: Common,
Davek runes for Dwarven, the Rellanic script for Elven, and Iokharic lettering
for Draconic. Goblin is the only foundational language that lacks its own script,
owing to the brutal and barbaric nature of goblins. The Giant language uses the
Davek runes of the dwarves, dating from the dwarves’ long servitude to the giants.
Deep Speech is a language related to the alien communication of the Far
Realm, used by creatures influenced by the corrupting energy of that realm. The
language uses the Rellanic script; the drow were the first to transcribe Deep
Speech, since they share Underdark haunts with aberrant creatures.
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Words of Power The Supernal and Abyssal languages are both used
to communicate, but they also include words of power—words whose syllables
contain the raw magic of creation (in the case of Supernal) or primordial evil
(Abyssal).
Adventurers don’t normally know these
languages to begin with. They might eventu-
ally learn the basics of communicating in
these tongues, but without mastering the
words of power. Similarly, mortals who
learn Supernal don't gain the ability to
have their words universally under-
stood, but they do learn to read the
Supernal script and to understand
immortals speaking in that lan-
guage, even if the immortals have
not chosen to make themselves
understood to all listeners.
Texts containing words of power
in either language could unleash
mighty effects, and these tomes or
scrolls might be magic items in their
own right.
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Alignment

A creature’s alignment describes its moral stance. Some adventurers, and many
monsters, are unaligned, which means they have no overriding moral stance.
Choosing an alignment for a character is indicating the character’s dedication
to a set of moral principles: good, lawful good, evil, or chaotic evil. In a cosmic
sense, it’s the team he or she believes in and fights for most strongly.

Alignments are tied to universal forces bigger than deities or any other alle-
giance that a creature might have. A lawful good cleric is on the same team as
the god Bahamut, who is also lawful good, even if that cleric isn’t devoted to
Bahamut. Most people in the world, and plenty of adventurers, haven’t signed up
to play on any team; they’re unaligned. Picking and adhering to an alignment
represents a distinct choice.

If you're a player choosing an alignment for an adventurer, good and lawful
good are the best choices. Unless the DM is running a campaign in which all
the adventurers are evil or chaotic evil, playing an evil or chaotic evil character
usually disrupts an adventuring group.

Unaligned

Just let me go about my business.

Unaligned creatures don't actively seek to harm others or wish them ill. But
such creatures also don't go out of their way to put themselves at risk without
some hope for reward. They support law and order when doing so benefits them.
They value their own freedom, without worrying too much about protecting the
freedom of others.

A few unaligned people, and most unaligned deities, aren’t undecided about
alignment. Rather, they’ve chosen not to choose, either because they see the ben-
efits of both good and evil or because they see themselves as above the concerns
of morality. The Raven Queen and her devotees fall into the latter camp, believ-
ing that moral choices are irrelevant to their mission, since death comes to all
creatures regardless of alignment.

The Good Alignment

Protecting the weak from those who would dominate or kill them is simply the right thing
to do.

Good creatures believe it is right to aid and protect those in need. Such creatures
are not required to sacrifice themselves to help others, but might be asked to
place others’ needs above their own, even if doing so means putting themselves
in harm’s way. In many ways, that’s the essence of being a heroic adventurer: The
people of the town can’t defend themselves from the marauding goblins, so the
good adventurer descends into the dungeon—at significant personal risk—to put
an end to the goblin raids.
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Members of this alignment follow rules and respect authority but are keenly
aware that power tends to corrupt those who wield it, too often leading them to
exploit their power for selfish or evil ends. When that happens, good creatures
feel no obligation to follow the law blindly. It’s better for authority to rest with
the members of a community than in the hands of a power-hungry individual
or group. When law becomes exploitation, it crosses into evil territory, and good
creatures feel compelled to fight it.

Good and evil represent fundamentally different viewpoints, cosmically
opposed and unable to coexist in peace. In contrast, good and lawful good crea-
tures get along fine, even if a good creature thinks a lawful good companion
might be a little too focused on following the law, rather than just doing the right
thing.

The Lawful Good Alignment

An ordered society protects us from evil.

Lawful good creatures respect the authority of laws and leaders and believe that
codes of conduct are the best way of achieving one’s ideals. Virtuous authority
promotes the well-being of its subjects and prevents them from harming one
another. Lawful good creatures believe just as strongly as good ones do in the
value of life, and they put even more emphasis on the need for the powerful to
protect the weak and lift up the downtrodden. The exemplars of the lawful good
alignment are shining champions of what’s right, honorable, and true, risking or
even sacrificing their lives to stop the spread of evil in the world.

When leaders exploit their authority for personal gain, when laws grant privi-
leged status to some citizens and reduce others to slavery or untouchable status,
law has given in to evil and just authority becomes tyranny. Lawful good crea-
tures are not only capable of challenging such injustice but are morally bound to
do so. However, such creatures would prefer to work within the system to right
such problems, rather than resorting to lawless methods.

For the purpose of game effects, a lawful good creature is also considered to

be good.
The Evil Alignment

It is my right to claim what others possess.

Evil creatures don’t necessarily go out of their way to hurt people, but they’re
perfectly willing to take advantage of the weakness of others to acquire what they
want.

Evil creatures use rules and order to maximize personal gain. They don't care
whether laws hurt other people. They support institutional structures that give
them power, even if that power comes at the expense of others’ freedom. Slavery
and rigid caste structures are not only acceptable but desirable to evil creatures,
as long as they are in a position to benefit from them.

CHAPTER 2 | Adventurers and Monsters



JIM NELSON

The Chaotic Evil Alignment

I don’t care what I have to do to get what I want.

Chaotic evil creatures have a complete disregard for others. They kill, steal, and
betray others to gain power. Their word is meaningless and their actions destruc-
tive. Their worldviews can be so warped that they destroy anything and anyone
that doesn’t directly contribute to their interests.

By the standards of good and lawful good people, chaotic evil is as abhorrent
as evil, perhaps even more so. Chaotic evil monsters such as demons and orcs are
at least as much of a threat to civilization and general well-being as evil monsters
are. An evil creature and a chaotic evil creature are both opposed to good, but
they don’t have much respect for each other either and rarely cooperate toward
common goals.

For the purpose of game effects, a chaotic evil creature is also considered evil.
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CREATING AN
ADVENTURER

The first step in playing an
adventurer is to imagine

a character to create. An
adventurer is a player’s
representative in the game, his
or her avatar in the DUNGEONS
& Dracons world. To begin,
the player chooses a race such
as human or elf; a class such

as fighter or wizard, and other
game elements appropriate to
the adventurer, including skills,
powers, and feats. Character
creation also involves inventing
details about the adventurer’s
personality, appearance, and
background.

WHAT YOU NEED
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Your adventurer is a fantastic figure who exists in the mind’s eye and uses the
game’s rules to describe what he or she can do. On paper, he or she is a combi-
nation of game statistics and roleplaying hooks. Your adventurer’s statistics help
determine what he or she can do; roleplaying hooks define who he or she is.

Here’s what you need to create an adventurer.

Player Book: The player books Heroes of the Fallen Lands and Heroes of the
Forgotten Kingdoms contain the most common races and classes of the DunNGEONs
& Dracons world. To create a member of one of those races or classes, you need
the book containing the race or the class you want to play. You can also find
races and classes in other sources, such as another player book or DUNGEONS &
DRAGONS Insider.

Do you like the dwarves or the elves of fantasy fiction? Try making a character
of one of those races. Do you want your character to be the toughest adventurer
in the group? Consider making a fighter. Do you want the character to wield
arcane magic? Consider a wizard. If you don’t know where to begin, you can look
at the illustrations in a player book and see what interests you.

Character Sheet: To keep track of the important information about your
character, you can use a photocopy of the character sheet in your player book
or download the character sheet available at www.DungeonsandDragons.com.
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Creation Steps

Before diving into the details of character creation, it’s a good idea to imagine the
character and think about the kind of adventurer he or she should be. That char-
acter concept helps with choosing details such as class and race.

Character creation includes the following steps. The description of a class
in a player book walks the reader through making a character and present the
steps in a different order. (In general, steps are interchangeable; that is, you
can choose feats and trained skills before choosing powers if you so desire.)

Choose Class and Race. Class represents the character’s training or pro-
fession, and it is the most important part of his or her capabilities. The
character’s race offers several racial advantages. See “Class and Race,”
below.

Determine Ability Scores. Ability scores describe a character’s fundamen-
tal strengths of body and mind. A character’s race modifies his or her ability
scores, and different classes rely on different ability scores when using
their powers and class features. There are several ways to determine ability
scores. See “Generating Ability Scores,” page 77.

Choose Powers. The player books contain information for how many powers
a character chooses at 1st level. Class choices might define some of the
character’s power choices. See Chapter 3 for how powers work.

Choose Trained Skills. Skills measure a character’s ability to perform tasks
such as jumping across chasms, hiding from observers, and identifying
monsters. A character’s class description states how many trained skills to
pick at 1st level. Some races grant an additional skill choice. After choosing
trained skills, note the character’s modifier for every skill, including the +5
bonus for a trained skill. See Chapter 4 for details on skills.

Choose Feats. Feats represent natural advantages or special training. A
character chooses at least one feat at 1st level and might also get one or two
bonus feats from his or her race or class.

Choose Equipment. Each adventurer begins with 100 gold pieces at 1st
level, enough to purchase basic gear. As a character adventures, he or she
finds magic items, gains the ability to make them, or both. See Chapter 7
for more about equipment.

Fill in Other Numbers. Calculate the character’s hit points, defenses
(Armor Class, Fortitude, Reflex, and Will), attack roll modifiers, damage
roll modifiers, and initiative modifier. These numbers should be recorded
on the character sheet. See “Filling in the Numbers,” page 79.

Other Character Details. Flesh out the character with details of alignment,
god worshiped, background, personality, appearance, and languages. See
“Other Character Details,” page 81.

CREATING AN ADVENTURER
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When making these choices, it’s a good idea to look at what the character gains
at higher levels from his or her class. The options at higher levels might influence
choices made now. Even if a choice now turns out to be regrettable, it’s possible to
change it later using the retraining rules.

Class and Race

The first decision to make in character creation is picking the character’s class
and race. Many different types of heroes inhabit the world: sneaky rogues, clever
wizards, burly fighters, and more. Race defines a character’s basic appearance
and natural talents, and class is the character’s vocation.

The choice of class might also say something about the character’s personality.
A wizard might be quick-witted but a tad absentminded, for example, whereas
a cleric might be serious in his or her religious devotions but cheerful in social
interactions. The player books contain more details about classes.

Role An adventurer’s class determines his or her role—the main job the char-
acter does when the party is in combat. Each class specializes in one of four roles:
controller, defender, leader, or striker. Most classes have at least one secondary
role, which is a role that a member of a class can fill in a pinch.

Roles mostly serve as handy tools for building adventuring groups. It's a good idea
to cover each role with at least one character. If all the roles aren’t covered, that’s fine;
it just means that the group needs to compensate for the missing function.

4 Controllers engage large numbers of enemies at the same time. They favor
offense over defense, using powers that deal damage to multiple foes at
once, as well as subtler powers that weaken, confuse, or delay their foes.
The wizard is a classic example of a controller.

4 Defenders have the highest defenses in the game and good close-up
offense. They are the party’s frontline combatants; wherever they're stand-
ing, that’s where the action is. Defenders have abilities and powers that
make it difficult for enemies to move past them or to ignore them in battle.
The fighter is a classic example of a defender.

4 Leaders inspire, heal, and aid the other characters in an adventuring
group. Leaders have good defenses, but their strength lies in powers that
protect their companions and target specific foes for the group to concen-
trate on. The cleric is a classic example of a leader.

Members of this role encourage and motivate, but that doesn’t mean
aleader is necessarily a group’s spokesperson or commander. The party
leader—ifthe group has one—might as easily be a charismatic individual of
another role. Leaders (the role) fulfill their function through their powers
and class features; party leaders are born through roleplaying.

4 Strikers specialize in dealing high amounts of damage to a single target.
They have the most concentrated offense of any character in the game.
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Strikers rely on superior mobility, trickery, or magic to move around tough
foes and single out the enemy they want to attack. The rogue is a classic
example of a striker.

Race A variety of fantastic races populate the world of Dunceons &
Dracons—people such as dwarves, elves, and halflings—but humans outnumber
them all. In any city or large town, members of several races intermingle. Some
of them are residents, and others are travelers or wandering mercenaries looking
for their next challenge.

Each character race has innate strengths that make it more suited to particu-
lar classes. However, any combination is possible. There’s nothing wrong with
playing against type; dwarves aren’t usually rogues, but it’s possible to create an
effective dwarfrogue by choosing feats and powers carefully. The player books
contain more information about character races.

Many different intelligent creatures populate the world, creatures such as
dragons, mind flayers, and demons. These aren'’t races to play; they are monsters
to encounter. A player’s character is an adventurer of one of the civilized races of
the world.

Generating Ability Scores

Players can use one of three methods to generate an adventurer’s ability scores.
Each method involves taking the generated numbers and assigning them to
ability scores as the player chooses. Remember, class determines which ability
scores are important to a character, and race modifies certain ability scores. An
adventurer’s age has no effect on these numbers—adventurers are considered to
be in their prime.

Ability scores increase as a character gains levels (see the Character Advance-
ment table, page 85). When assigning the initial scores, remember that they will
improve with time.

Method 1: Standard Arrays The preferred method for
generating ability scores is using one of the standard arrays given below. Choose
one of the three sets of scores and assign each number to one of the six abilities.
Then apply racial ability bonuses.

Balanced Scores: 16, 14, 14, 11, 10, 10. This array represents a character who is
fairly strong in one area and not weak in anything.

Specialist Scores: 18, 14, 11, 10, 10, 8. This array represents a character who is
great in one area but also has a significant weakness.

Dual Speci