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Welcome to Dungeons & Dragons

Welcome to Dungeons & Dragons

roleplaying game is about storytelling in worlds of swords 

and spells. This rulebook gives you the rules for creating 

you need to start adventuring. The other book in this set 

contains an adventure for you to play. Everyone who plays 

Game Overview
is an adventurer and teams up with other adventurers 

hazards and decide which paths to explore. The DM de-

scribes the locations and creatures that the adventurers 

-

acters to do. Then the DM determines the results of the 

Because the DM can improvise to react to anything the 

-

venture can be unexpected.

two players responding:

 Dungeon Master (DM): The castle stands among the 

trees, the crumbling ruins of seven round towers jutting 

up from it like broken teeth. An archway littered with 

twisted shards of rusted metal gapes open at the top of 

dark arrow slits, loom beside the entryway, and a dark hall 

yawns beyond. 

 Phillip (cleric): Let’s send the rogue up ahead to look in 

and make sure it’s safe. 

 Amy (rogue): OK, I’ll move to the side and sneak along 

the wall of the tower until I can peer in through the 

entrance.

a way of determining the consequences of the adven-

-

 DM: All right, Amy, let’s see how sneaky you are. Make a 

Dexterity check. 

 Amy: With my Stealth skill, right? 

 DM: You bet. 

 Amy (rolling a d20): I’m pretty sneaky—that’s a 17. 

 DM: OK, there’s no sign that anyone notices you. And 

you’re looking inside?

 The game ends only when your group decides it does; 

-

campaign. Many 

people who play the game keep their campaigns going for 

-

venturers grow in might as the campaign continues. Each 

but also earns the adventurers new capabilities. This in-

-

bold adventurers who confront deadly perils. Sometimes 

ferocious monsters or done in by a nefarious villain. Even 

create a new character to carry on. The group might fail to 

How to Play
The play of the  game unfolds ac-

cording to this basic pattern.

 1. The DM describes the environment. The DM 

 2. The players describe what they want to do. Some-

might search a treasure chest while a second examines 

an esoteric symbol engraved on a wall and a third keeps 

but the DM listens to every player and decides how to re-

solve those actions.

might just say that the door opens and describe what lies 

make it challenging for an adventurer to complete a task. 

relying on the roll of a die to determine the results of 

an action.

 3. The DM narrates the results of the adventurers’ 

actions. Describing the results often leads to another de-

to step 1.

 This pattern holds whether the adventurers are cau-

locked in mortal combat against a dragon. In certain situ-

and the players (and DM) do take turns choosing and 
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What’s Next?
This set is a complete D&D experience, enough to provide 
hours of play. You can even play through the adventure book 

things can turn out! But one of the most rewarding things 
about D&D is that it provides the opportunity to create 
characters, and even worlds, of your own.
 If you want to create a greater variety of characters or pop-
ulate your adventures with other monsters, check out the 

Player’s Handbook, Monster Manual, and Dun-
geon Master’s Guide. These advanced rulebooks introduce 
you to the vast multiverse of D&D and invite you to create 
unique characters and worlds within it.

Game Dice

the letter d

(the typical cube that many games use).

generate a number between 1 and 100 by rolling two dif-

ferent ten-sided dice numbered from 0 to 9. One die (des-

the number rolled is 71. Two 0s represent 100.

The Core Rule
-

lies on the roll of a d20 to determine success or failure.

 Every character and monster in the game has capa-

ability scores. The abilities are 

most adventurers. (Monsters might have scores as low as 

ability 

  Roll a d20 and add 

-

-

ticular skill. (See chapter 1 for details on each ability and 

 2. Apply circumstantial bonuses and penalties. A 

-

plained on page 28.

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

failure. The DM is usually the one who determines target 

 The target number for an ability check or a saving 

throw is called a  (DC). The target num-

ber for an attack roll is called an Armor Class (AC). 

 This simple rule governs the resolution of most tasks 

using the d20 in the game.

Other Rules to Remember

The DM Adjudicates the Rules

enhance the enjoyment of your group.

Round Down

half or greater.

Specific Beats General
This book contains rules that govern how the game plays. 

creating an exception to how the rest of the game works. 

rule wins.

-

ture that tells you to round a particular fraction up. That 

feature creates a minor exception in the game.

Effects with the Same Name Don’t Stack

you a bonus to your Armor Class. But when two or more 

-

tion is a time span of 1 round or more). The most potent 

bless spell is cast on you when 

bless
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4
Chapter 1: Creating a Character

Chapter 1: Creating a Character

 game is to create a character of 

-

and backstory of the character.

Creation Steps

character might evolve with each choice you make.

character sheet to 

1. Choose a Race
-

-

such as special senses. Record all these traits on your 

these increases and remember to apply them later. 

2. Choose a Class
Every adventurer is a member of a character class. Class 

and the tactics the character is most likely to employ 

-

ing in a tense negotiation. Each class is detailed in the 

class features

(including spellcasting) that set your character apart from 

certain weapons to telling a convincing lie.

your class gives you at 1st level.

Level

by adventuring and gaining experience points

start with 0 XP.

Hit Points and Hit Dice
-

hit points are determined by your Hit Dice (short for Hit 

Point Dice). SU
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-

hit point maximum.

sheet. Also record the type of Hit Die your character uses 

can spend Hit Dice to regain hit points (see page 33).

Proficiency Bonus
The table that appears in your class description shows 

character and gets better as you gain levels. The rules tell 

you when the bonus applies. Here are the most common 

• 

• 

• 

• Attack rolls with spells you cast

• 

• Saving throw DCs for spells you cast (explained in each 

spellcasting class)

 

added to a die roll or other number more than once. For 

-

add the bonus only once when you make the save.

-

-

once and multiply or divide it only once.

3. Determine Ability Scores
Much of what your character does relies on six abilities:

Strength

Dexterity  measuring agility

Constitution

Intelligence  and memory

Wisdom

Charisma

your character sheet. The six abilities and their use in the 

game are detailed in chapter 2.

-

domly. Roll four 6-sided dice and record the total of the 

-

ers and monsters are above average in some abilities. A 

score of 18 is the highest that a person usually reaches. 

and divine beings can have scores as high as 30.

-

ity scores as a result of your race choice.

Ability Scores and Modifiers
Score

1

2–3

6–7

8–9

10–11 +0

12–13 +1

+2

Score

16–17 +3

18–19

20–21

22–23 +6

+7

26–27 +8

28–29 +9

30 +10

4. Describe Your Character
Once you know the basic game aspects of your charac-

might want to give your character a memorable physical 

Gender

on game statistics. Think about how your character re-

Background

choose a background for your character. A background 

describes your original occupation. It also gives your 

-

tools. Record this information on your character sheet.

Alignment
-

scribes moral and personal attitudes. Alignment is a 

 These summaries of the nine alignments describe the 

typical behavior of a creature with that alignment. Indi-

 Lawful good (LG) creatures can be counted on to do 
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 Neutral good -

 Chaotic good (CG) creatures act as their conscience 

 Lawful neutral

wizards are lawful neutral.

 Neutral

many humans are neutral.

 Chaotic neutral

holding their personal freedom above all else. Many bar-

 Lawful evil (LE) creatures methodically take what they 

-

 Neutral evil

are neutral evil.

 Chaotic evil

 Most creatures that lack the capacity for rational 

unaligned. 

Such a creature is incapable of making a moral or ethical 

choice and acts according to its bestial nature. Sharks 

Personal Characteristics

bring him or her to life as you play the game. Four cate-

gories of characteristics are presented here: personality 

else you can imagine.

 Each background presented later in this chapter in-

cludes suggested characteristics that you can use to 

-

  Give your character two personal-

-

 Personality traits might describe the things your char-

 A useful place to start thinking about personality traits 

is to look at your highest and lowest ability scores and de-

  Describe one ideal that drives your character. 

might answer any of these questions: What are the prin-

ciples that you will never betray? What would prompt you 

your goals and ambitions? What is the most important 

thing you strive for?

background in this chapter includes suggested ideals. 

  Create one bond for your character. Bonds 

and events in the world. They tie you to things from your 

background. They might inspire you to heights of hero-

 Bonds might answer any of these questions: Whom do 

you care most about? To what place do you feel a special 

connection? What is your most treasured possession?

-

-

bonds over the course of your adventures.

 -

bring you to ruin or cause you to act against your best in-

-

Height and Weight

race description includes suggestions for them. If you 

-

dom Height and Weight table. The dice roll given in the 

height (in inches) beyond the base height. That same 

number multiplied by the dice roll or quantity given in the 

weight (in pounds) beyond the base weight.

Random Height and Weight

Race
Base
Height

Height Base
Weight

Weight

Human +2d10 110 lb.

Dwarf, hill

Dwarf, mountain 130 lb.

Elf, high +2d10 90 lb.

Elf, wood +2d10 100 lb.

× 1 lb.

5. Choose Equipment

starting equipment. Record this equipment on your 

character sheet. All such items are detailed in chapter 3.

Armor Class
Armor Class (AC) represents how well your char-

acter avoids being wounded in battle. Things that con-
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your class.

AC using the rules in chapter 3. Record your AC on 

your character sheet.

to calculate your AC. If you have multiple features that 

Weapons

the damage you deal when you hit.

-

 For attacks with melee weapons

-

 For attacks with ranged weapons

6. Come Together

a role within a party -

gether for a common purpose. Talk to your fellow players 

and your DM to decide whether your characters know 

group might undertake.

Gaining Levels
-

in capability. This advancement is called gaining a level.

Character Advancement
Experience Points Level

0 1 +2

300 2 +2

900 3 +2

2,700 +2

+3

6 +3

character of that level.

the die roll (rounded up).

hit point maximum increases by 1 for each level you have 

other improvements you gain at each level.

Races
Humans are the most common people in the worlds of 

character belongs to one of these peoples.

Dwarf

Long Memory, Long Grudges
Dwarves can live to be more than 400 years old. They re-

back to the founding of their most ancient strongholds in 

lightly. Part of those traditions is devotion to the gods of 

-

Clans and Kingdoms
Dwarven kingdoms stretch deep beneath the mountains 

where the dwarves mine gems and precious metals and 

forge items of wonder. They love the beauty and artistry 

 The chief unit of dwarven society is the clan. Even 

dwarves who live far from their own kingdoms cherish 

clanless is the worst fate that can befall a dwarf.

-

-

their courage and loyalty.

Gods, Gold, and Clan
Dwarves who take up the adventuring life might be moti-

vated by a desire for treasure. Other dwarves are driven 

desire to bring glory to one of the dwarf gods. Clan and 

ancestry are also important motivators. A dwarf might 

clan after having been exiled. Or a dwarf might search for 

the axe wielded by a mighty ancestor long ago.
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Dwarf Traits

 -

creases by 2.

 

 

-

just order.

  Dwarves stand between 4 and 5 feet tall and aver-

 

 

 

poison damage (see page 38 for the resistance rule).

 

 -

 Whenever you make an Intelligence 

-

 

and Dwarvish. Dwarvish is full of hard consonants and 

whatever other language a dwarf might speak.

  Two main subraces of dwarves populate the 

other racial traits.

Hill Dwarf

remarkable resilience. The gold dwarves of the Forgotten 

Realms are hill dwarves.

 -

creases by 1.

 

gain a level.

Mountain Dwarf
-

-

Realms are mountain dwarves.

 -

creases by 2.

 

light and medium armor.

Elf

through the air and gentle fragrances waft on the breeze.

 Elves encountered outside their own lands are com-

-

bles compete for the services of elf instructors to teach 

swordplay or magic to their children.

A Timeless Perspective
Elves can live well over 700 years. They are more often 

amused than excited and more likely to be curious than 

greedy. They tend to remain aloof and unfazed by petty 

elves can be focused and relentless. They are slow to 

them. They reply to petty insults with disdain and to seri-

ous insults with vengeance.

in the face of danger. They trust in diplomacy and com-

violence. They have been known to retreat from intru-

Exploration and Adventure
Elves take up adventuring out of wanderlust. Since they 

and discovery. Elves also enjoy exercising their martial 

-

ing allows them to do so.

Elf Names
Elves are considered children until they declare them-

and before this period they are called by child names. 

Little distinction exists between male names and female 

names for elves of any age.

-

though family and friends might continue to use the child 

a combination of other Elvish words. Some elves trav-

eling among humans translate their family names into 

Elf Traits

 -

creases by 2.

  Although elves reach physical maturity at about 

adulthood goes beyond physical growth to encompass 

worldly experience. An elf typically claims adulthood 

and an adult name around the age of 100 and can live 

to be 750 years old.

 -
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 Elves range from under 5 to over 6 feet tall and 

  Accustomed to twilit forests and the night 

-

tion skill.

 

 -

dreams are actually mental exercises that have become 

hours of sleep.

 

their songs and poems are famous among other races. 

Many bards learn their language so they can add Elvish 

ballads to their repertoires.

 Ancient divides among elves resulted in three 

who are commonly called drow. This rulebook presents 

two of these subraces to choose from: high elves and 

traits to your other racial traits.

High Elf

there are two kinds of high elves. One type (which in-

cludes the sun elves of the Forgotten Realms) is haughty 

elves and even other elves. The other type (including the 

moon elves of the Forgotten Realms) are more common 

and other races.

 The sun elves of the Forgotten Realms (also called gold 

elves or sunrise elves) have bronze skin and hair of cop-

or black. Moon elves (also called silver elves or gray elves) 

with gold.

 -

creases by 1.

 

 

wizard spell list. Intelligence is your spellcasting abil-

ity for it.

extra language of your choice.

Wood Elf

reclusive and distrusting of non-elves.

-

times with traces of green. Their hair tends toward 

-

 -

creases by 1.

 

 

to 35 feet.

 

-

Halfling

-

-

discover the wonders of new lands and peoples.

Small and Practical

harmless and so have managed to survive for centuries 

in the shadow of empires and on the edges of wars.
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-

pleasures and have little use for ostentation. Even the 

cellar rather than on display for all to see. They have a 

Kind and Curious
-

ish the bonds of family and friendship as well as the com-

forts of hearth and home. Even adventurers among them 

-

or an unfamiliar style of clothing.

what they have even in lean times.

Halfling Traits

 -

creases by 2.

 

and generally lives into the middle of his or her sec-

ond century.

 

the support of their community and the comfort of 

their old ways.

 

 

 

must use the new roll.

 

being frightened.

 

of any creature that is of a size larger than yours.

 

-

-

speak Common to converse with the people in whose 

lands they dwell or through which they are traveling.

 

-

your other racial traits.

Lightfoot

common variety.

 -

creases by 1.

 

you are obscured only by a creature that is at least one 

size larger than you.

Stout

-

 -

creases by 1.

 

poison damage.

Human
-

their shorter lives that they strive to achieve as much as 

they can in the years they are given. Or maybe they feel 

and the pioneers of the worlds.

Variety in All Things
Humans are the most adaptable and ambitious people 

among the common races. They have widely varying 

stay: they build cities to last for the ages. An individual 

human nation or culture preserves traditions and in-

they stay alert to changing political and social dynamics.

Human Traits

 -

crease by 1.

  Humans reach adulthood in their late teens and 

live less than a century.

  Humans tend toward no particular align-

ment. The best and the worst are found among them.

 

barely 5 feet to well over 6 feet tall. Regardless of your 

 

 

and one extra language of your choice. Humans typically 

including obscure dialects. They are fond of sprinkling 

their speech with words borrowed from other tongues: 

-
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Character Classes
presented here. See the Player’s Handbook for expanded 

versions of these classes and for whole other classes.

Bard
-

of these primordial Words of Creation still resound 

throughout the cosmos. The music of bards is an attempt 

their spells and powers.

The Inspirations of Adventure

-

venturing career a natural calling. Every adventure is 

-

exotic creatures.

Bards love to accompany heroes to witness their deeds 

from personal experience earns renown among other 

themes to heart and assume heroic roles themselves.

Creating a Bard

following another bard until you were ready to strike out 

on your own? Or did you attend a college where you stud-

ied bardic lore and practiced musical magic? Perhaps you 

bard who became your mentor. Or you might have been 

a noble child tutored by a master. Perhaps you stumbled 

Quick Build

dancing lights and vicious mockery

the following 1st-level spells: charm person detect magic

healing word thunderwave.

Class Features

Hit Points
Hit Dice: 1d8 per bard level

Hit Points at 1st Level:

Hit Points at Higher Levels: -

Proficiencies
Armor: Light armor

Weapons: -

Tools: Three musical instruments of your choice

Saving Throws:

Skills: Choose any three

Equipment

equipment granted by your background:

• (a b c) any simple weapon

• (a b

• A musical instrument

• Leather armor and a dagger

The Bard

Level
 

Bonus Features
Cantrips 
Known

Spells 
Known

—Spell Slots per Spell Level—

1st 2nd 3rd 4th 5th 6th 7th 8th 9th

1st +2 2 2 — — — — — — — —

2nd +2 2 3 — — — — — — — —

3rd +2 Bard College, Expertise 2 6 2 — — — — — — —

+2 Ability Score Improvement 3 7 3 — — — — — — —

+3  

Font of Inspiration

3 8 3 2 — — — — — —

6th +3 Countercharm, Bard College feature 3 9 3 3 — — — — — —
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Spellcasting

-

chapter 4 for the general rules of spellcasting.

Bard Spell List

-

Player’s Handbook 

for an expanded version of this list.

Cantrips (0 Level)
light

mage hand

mending

minor illusion

prestidigitation

vicious mockery

1st Level
charm person

comprehend languages

cure wounds

detect magic

disguise self

feather fall

healing word

identify

longstrider

silent image

sleep

thunderwave

2nd Level
hold person

invisibility

knock

lesser restoration

shatter

silence

suggestion

3rd Level
dispel magic

fear

major image

sending

Cantrips

the Bard table.

Spell Slots
The Bard table shows how many spell slots you have to 

cast your bard spells of 1st level and higher. To cast one 

cure 

wounds and have a 1st-level and a 2nd-level spell slot 

cure wounds using either slot.

Spells Known of 1st Level and Higher

bard spell list.

 The Spells Known column of the Bard table shows 

when you learn more bard spells of your choice. Each of 

these spells must be of a level for which you have spell 

of 1st or 2nd level.

can choose one of the bard spells you know and replace 

must be of a level for which you have spell slots.

Spellcasting Ability
Charisma is your spellcasting ability for your bard spells. 

as explained in chapter 4.

Ritual Casting

that spell has the ritual tag. See chapter 4 for how 

rituals work.

Spellcasting Focus
-

amples) as a spellcasting focus for your bard spells.

Bardic Inspiration

one creature other than yourself within 60 feet of you 

who can hear you. That creature gains one Bardic Inspi-

wait until after it rolls the d20 before deciding to use the 

says whether the roll succeeds or fails. Once the Bardic 

only one Bardic Inspiration die at a time.

reach 5th level in this class.

Jack of All Trades

Song of Rest

oration to help revitalize your wounded allies during a 

short rest. If you or any friendly creatures who can hear 

your performance regain hit points at the end of the short 

creatures regains an extra 1d6 hit points.

Bard College

a bard college of your choice: the College of Lore or the 

-

again at 6th.

Expertise
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Ability Score Improvement

an ability score above 20 using this feature.

Font of Inspiration

a short or long rest.

Countercharm

friendly creatures within 30 feet of you have advantage 

on saving throws against being frightened or charmed. 

The performance ends early if you are incapacitated or 

silenced or if you voluntarily end it (no action required).

Bard Colleges
to facilitate their gatherings and preserve their traditions.

College of Lore
Bards of the College of Lore know something about most 

diverse as scholarly tomes and peasant tales. Whether 

singing folk ballads in taverns or elaborate compositions 

-

ences spellbound.

Bonus Proficiencies

Cutting Words

-

tence of others. When a creature that you can see within 

-

ration die and subtracting the number rolled from the 

or before the creature deals its damage. The creature 

-

ing charmed.

Additional Magical Secrets

the number of bard spells you know.

College of Valor
The daring bards of the College of Valor keep alive the 

-

spire a new generation of heroes. They travel the land 

Bonus Proficiencies

-

tial weapons.

Combat Inspiration

creature that has a Bardic Inspiration die from you can 

roll that die and add the number rolled to a weapon dam-

the Bardic Inspiration die and add the number rolled to 

knowing whether it hits or misses.

Extra Attack

Cleric
Clerics are intermediaries between the mortal world and 

the distant planes of the gods. As varied as the gods they 

-

ties and are imbued with magic.

Healers and Warriors

-

-

ing. A cleric might learn formulaic prayers and ancient 

 Clerics combine the helpful magic of healing and in-

spiring their allies with spells that harm and hinder foes. 

-

combat training to let them wade into melee with the 

power of the gods on their side.

Divine Agents

cleric. Some priests are called to a simple life of temple 

-

communion with a god at all. True clerics are rare.

because a god demands it. This path often involves brav-

ing dangers beyond the walls of civilization. Many clerics 

-
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Creating a Cleric

consider is which deity to serve. The Divine Domains 

section at the end of this class description suggests some 

gods that your cleric might serve.

-

tionship to that god. Did you enter this service willingly? 

Or did the god choose you? What are your ultimate goals? 

Does your deity have a special task in mind for you?

Quick Build
-

acolyte background.

Class Features

Hit Points
Hit Dice: 1d8 per cleric level

Hit Points at 1st Level:

Hit Points at Higher Levels: -

Proficiencies
Armor:

Weapons: Simple weapons

Tools: 

Saving Throws: 

Skills: -

Equipment

equipment granted by your background:

• (a) mace or (b

• (a b c) chain mail (if 

• (a) light crossbow and 20 bolts or (b) any 

simple weapon

• (a b

• A shield and a holy symbol

Spellcasting

See chapter 4 for the general rules of spellcasting.

Cleric Spell List

cleric cantrip or prepare a cleric spell of 1st level or 

-

Player’s Handbook 

for an expanded version of this list.

Cantrips (0 Level)
guidance

light

mending

resistance

thaumaturgy

1st Level
bless

command

cure wounds

detect magic 

guiding bolt

healing word

sanctuary

shield of faith

2nd Level
aid

augury

hold person

lesser restoration

silence

spiritual weapon

warding bond

3rd Level
beacon of hope

dispel magic

mass healing word

remove curse

revivify

spirit guardians

Cantrips

Known column of the Cleric table.

Preparing and Casting Spells
The Cleric table shows how many spell slots you have to 

cast your cleric spells of 1st level and higher. To cast one 

-

The spells must be of a level for which you have spell slots.

1st-level and two 2nd-level spell slots. With a Wisdom of 

1st-level spell cure wounds

from your list of prepared spells.

The Cleric

Level Bonus Features
Cantrips 
Known

—Spell Slots per Spell Level—

1st 2nd 3rd 4th 5th 6th 7th 8th 9th

1st +2 Spellcasting, Divine Domain 3 2 — — — — — — — —

2nd +2  

Divine Domain feature

3 3 — — — — — — — —

3rd +2 — 3 2 — — — — — — —

+2 Ability Score Improvement 3 — — — — — — —

+3 3 2 — — — — — —

6th +3  

Divine Domain feature

3 3 — — — — — —
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requires time spent in prayer and meditation: at least 1 

minute per spell level for each spell on your list.

Spellcasting Ability
Wisdom is your spellcasting ability for your cleric spells. 

The power of your spells comes from your devotion to 

for a cleric spell you cast and when making an attack roll 

Ritual Casting

ritual tag and you have the spell prepared. See chapter 4 

for how rituals work.

Spellcasting Focus
-

casting focus for your cleric spells.

Divine Domain

both of which are detailed at the end of the class descrip-

tion. See the Player’s Handbook for more domains.

-

tures when you choose it at 1st level. It also grants you 

additional ways to use Channel Divinity when you gain 

6th level.

Domain Spells

you gain at the cleric levels noted in the domain descrip-

spells you can prepare each day.

spell for you.

Channel Divinity

noted in the domain description.

to use your Channel Divinity again.

equals your cleric spell save DC.

-

Channel Divinity: Turn Undead

prayer censuring the undead. Each undead that can see 

or hear you within 30 feet of you must make a Wisdom 

turned for 1 minute or until it takes any damage.

 A turned creature must spend its turns trying to move 

-

Dodge action.

Ability Score Improvement

an ability score above 20 using this feature.

Destroy Undead

instantly destroyed if its challenge rating is 1/2 or lower. 

(Its challenge rating appears in its stat block.)

Divine Domains

granted powers related to that domain.

Life Domain
The gods of the Life domain promote vitality through 
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and destroying the forces of undeath. Almost any non-evil 

Life Domain Spells
Cleric Level Spells

1st bless, cure wounds

3rd lesser restoration, spiritual weapon

beacon of hope, revivify

Bonus Proficiency
-

ciency with heavy armor.

Disciple of Life

Channel Divinity: Preserve Life

to heal the badly injured.

healing energy that can restore a number of hit points 

them. This feature can restore a creature to no more than 

on an undead or a construct.

Blessed Healer

others heal you as well. When you cast a spell of 1st level 

or higher that restores hit points to a creature other than 

War Domain
War has many manifestations. It can make heroes of or-

clerics of such gods excel in battle themselves. Gods of 

-

a more neutral stance.

War Domain Spells
Cleric Level Spells

1st divine favor, shield of faith

3rd magic weapon, spiritual weapon

crusader’s mantle, spirit guardians

Bonus Proficiencies

and heavy armor.

War Priest

-

Channel Divinity: Guided Strike

to strike with supernatural accuracy. When you make an 

or misses.

Channel Divinity: War God’s Blessing

before the DM says whether the attack hits or misses.

Fighter
-

paralleled mastery with weapons and armor. And they 

face as they defend their friends and destroy their foes.

Well-Rounded Specialists
-

-

specializes in a certain style of combat. Some concentrate 

and some on augmenting their martial skills with magic. 

This combination of broad general ability and extensive 

Creating a Fighter
-

mundane warriors around you? Were you particularly 

brave? Did you get extra help from a mentor? What drove 

-

taught. Did you take up the sword as a way to escape 

family tradition? Where did you get your weapons and ar-

or perhaps you scrimped and saved to buy them.

Quick Build
-

choose the soldier background.
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Class Features

Hit Points
Hit Dice: 

Hit Points at 1st Level: 

Hit Points at Higher Levels: -

Proficiencies
Armor: 

Weapons: 

Tools: 

Saving Throws: 

Skills: -

-

Equipment

equipment granted by your background:

• (a) chain mail or (b

and 20 arrows

• (a) martial weapon and a shield or (b) two mar-

tial weapons

• (a) light crossbow and 20 bolts or (b) two handaxes

• (a b

Fighting Style

-

Archery

ranged weapons.

Defense

Dueling
When you are wielding a melee weapon in one hand and 

with that weapon.

Great Weapon Fighting
When you roll a 1 or 2 on a damage die for an attack you 

make with a melee weapon that you are wielding with 

have the two-handed or versatile property for you to gain 

Protection
When a creature you can see attacks a target other than 

wielding a shield.

Two-Weapon Fighting

Second Wind

-

long rest before you can use it again.

Action Surge

one additional action.

long rest before you can use it again.

Martial Archetype

to emulate in your combat styles and techniques. The 

Champion and Eldritch Knight archetypes are detailed 

at the end of the class description; see the Player’s Hand-

book for more information on martial archetypes.

The Fighter

Level Bonus Features

1st +2 Fighting Style, Second Wind

2nd +2

3rd +2 Martial Archetype

+2 Ability Score Improvement

+3 Extra Attack

6th +3 Ability Score Improvement
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Ability Score Improvement

increase two ability scores of your choice by 1. As nor-

this feature.

Extra Attack

Martial Archetypes
-

Champion

deadly perfection.

Improved Critical
Beginning when you choose this archetype at 3rd 

of 19 or 20.

Eldritch Knight
The archetypal Eldritch Knight combines the martial 

They focus their study on two of the eight schools of 

magic: abjuration and evocation. These knights learn a 

-

stead of keeping them in a spellbook.

Spellcasting

prowess with the ability to cast spells. See chapter 4 for 

Knight spells from the wizard spell list (page 22).

Eldritch Knight Spellcasting

Fighter
Level

Cantrips 
Known

Spells
Known

—Spell Slots per Spell Level—

1st 2nd 3rd 4th

3rd 2 3 2 — — —

2 3 — — —

2 3 — — —

6th 2 3 — — —

the wizard spell list.

  The Eldritch Knight Spellcasting table 

shows how many spell slots you have to cast your wizard 

long rest.

shield and 

can cast shield using either slot.

 

you must choose from the abjuration and evocation spells 

on the wizard spell list.

 The Spells Known column of the Eldritch Knight Spell-

casting table shows when you learn more wizard spells 

of 1st level or higher. Each of these spells must be an ab-

spell of 1st level.

one of the wizard spells you know with another spell of 

your choice from the wizard spell list. The new spell must 

the spell you gained at 3rd level from any school of magic.

 Intelligence is your spellcasting 

whenever a spell refers to your spellcasting ability. In 

the saving throw DC for a wizard spell you cast and when 

Rogue
-

ties to get the upper hand in any situation. They have a 

demonstrating a resourcefulness and versatility that is 

the cornerstone of any successful adventuring party.

Skill and Precision
Rogues have a broad expertise that few other characters 

-

over brute strength. A rogue would rather make one pre-

Creating a Rogue
-

guild master? Or did you leave your guild in search of big-

ger risks and bigger rewards? Is it greed that drives you 

 What led you away from your previous life? Did a con 

or heist gone terribly wrong cause you to reevaluate your 

career? Maybe a successful robbery gave you the coin you 

needed to escape the squalor of your life. Did wanderlust 

Quick Build
-

score. Make Intelligence your next-highest if you want to 

excel at Investigation. Choose Charisma instead if you 

plan to emphasize deception and social interaction. Sec-
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Class Features

Hit Points
Hit Dice: 1d8 per rogue level

Hit Points at 1st Level:

Hit Points at Higher Levels: -

Proficiencies
Armor: Light armor

Weapons: -

Tools: 

Saving Throws: 

Skills: -

Equipment

equipment granted by your background:

• (a) rapier or (b) shortsword

• (a) shortbow and quiver of 20 arrows or (b) shortsword

• (a b

(c

• 

Expertise

ability check you make that uses either of the chosen pro-

-

Sneak Attack

extra 1d6 damage to one creature you hit with an attack 

if you have advantage on the attack roll. The attack must 

attack roll.

The amount of the extra damage increases as you gain 

of the Rogue table.

Thieves’ Cant

hide messages in seemingly normal conversation. Only 

such messages. It takes four times longer to convey such 

a message than it does to speak the same idea plainly.

an area are easy marks or will provide a safe house for 

thieves on the run.

Cunning Action

action on each of your turns in combat. This action can 

Roguish Archetype

the exercise of your rogue abilities. The Arcane Trickster 

and Thief archetypes are detailed at the end of the class 

description. See the Player’s Handbook for more arche-

type options.

The Rogue

Level Bonus
Sneak
Attack Features

1st +2 1d6 Expertise, Sneak Attack, 

Thieves’ Cant

2nd +2 1d6 Cunning Action

3rd +2 2d6 Roguish Archetype

+2 2d6 Ability Score Improvement

+3 3d6 Uncanny Dodge

6th +3 3d6 Expertise
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Ability Score Improvement

an ability score above 20 using this feature.

Uncanny Dodge

Roguish Archetypes
-

ied by the rogue archetypes.

Thief

and investigators.

Fast Hands

granted by your Cunning Action to make a Dexterity 

Second-Story Work

ability to climb faster than normal; climbing no longer 

costs you extra movement.

-

tance you cover increases by a number of feet equal to 

Arcane Trickster

and illusion. These rogues include pickpockets and bur-

Spellcasting

spells. See chapter 4 for the general rules of spellcasting. 

spell list (page 22).

Arcane Trickster Spellcasting

Rogue
Level

Cantrips
Known

Spells
Known

—Spell Slots per Spell Level—

1st 2nd 3rd 4th

3rd 3 3 2 — — —

3 3 — — —

3 3 — — —

6th 3 3 — — —

 mage hand and two 

other cantrips of your choice from the wizard spell list.

 The Arcane Trickster Spellcasting table 

shows how many spell slots you have to cast your wizard 

long rest.

charm per-

son and have a 1st-level and a 2nd-level spell slot avail-

charm person using either slot.

 

you must choose from the enchantment and illusion 

spells on the wizard spell list.

 The Spells Known column of the Arcane Trickster 

Spellcasting table shows when you learn more wizard 

spells of 1st level or higher. Each of these spells must be 

new spell of 1st level.

one of the wizard spells you know with another spell of 

your choice from the wizard spell list. The new spell must 

the spell you gained at 3rd level from any school of magic.

  Intelligence is your spellcasting 

whenever a spell refers to your spellcasting ability. In 

the saving throw DC for a wizard spell you cast and when 

Mage Hand Legerdemain
mage hand

the following additional tasks with it:

•  

container worn or carried by another creature.

•  

carried by another creature.

• 

traps at range.

by a creature if you succeed on a Dexterity (Sleight of 

-

ception) check.

your Cunning Action to control the hand.

Wizard
Drawing on the subtle weave of magic that permeates the 

-

Scholars of the Arcane

power of magic draws students who seek to master its 

-

ing reality itself. Though the casting of a typical spell 

the expertise attained after years of apprenticeship and 

countless hours of study.
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Wizards live and die by their spells. Everything else is 

secondary. They learn new spells as they experiment and 

grow in experience. They can also learn them from other 

-

cient creatures (such as the fey) that are steeped in magic.

The Lure of Knowledge

is likely to come to an ordinary life is working as a sage 

secrets of the multiverse. But the lure of knowledge and 

power calls even the most unadventurous wizards out 

of the safety of their libraries and laboratories and into 

crumbling ruins and lost cities. Most wizards believe that 

their counterparts in ancient civilizations knew secrets 

those secrets could unlock the path to a power greater 

than any magic available in the present age.

Creating a Wizard

magic? How did you discover you had an aptitude for 

hard and practice incessantly? Did you encounter a 

magical creature or an ancient tome that taught you the 

basics of magic?

What drew you forth from your life of study? Did your 

more? Have you received word of a secret repository of 

knowledge not yet plundered by any other wizard? Per-

skills to the test in the face of danger.

Quick Build
-

light

mage hand ray of frost

following 1st-level spells for your spellbook: burning 

hands charm person mage armor magic missile shield

and sleep.

Class Features

Hit Points
Hit Dice: 1d6 per wizard level

Hit Points at 1st Level: 

Hit Points at Higher Levels: -

Proficiencies
Armor:

Weapons: 

light crossbows

Tools: 

Saving Throws: 

Skills: -

Equipment

equipment granted by your background:

• (a b) dagger

• (a) component pouch or (b) arcane focus

• (a b

• A spellbook

Spellcasting
-

power. See chapter 4 for the general rules of spellcasting.

The Wizard

Level Bonus Features
Cantrips 
Known

—Spell Slots per Spell Level—

1st 2nd 3rd 4th 5th 6th 7th 8th 9th

1st +2 Spellcasting, Arcane Recovery 3 2 — — — — — — — —

2nd +2 Arcane Tradition 3 3 — — — — — — — —

3rd +2 — 3 2 — — — — — — —

+2 Ability Score Improvement 3 — — — — — — —

+3 — 3 2 — — — — — —

6th +3 Arcane Tradition feature 3 3 — — — — — —
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Your Spellbook
The spells that you add to your spellbook as you gain levels 

intellectual breakthroughs you have had about the nature of 
the multiverse. You might find other spells during your ad-
ventures. You could discover a spell recorded on a scroll, for 
example, or in a dusty tome in an ancient library.
 Copying a Spell into the Book. When you find a wizard 
spell of 1st level or higher, you can add it to your spellbook 
if it is of a spell level you can prepare and if you can spare 
the time to decipher and copy it.
 Copying a spell into your spellbook involves reproducing 
the basic form of the spell, then deciphering the unique sys-
tem of notation used by the wizard who wrote it. You must 
practice the spell until you understand the sounds or ges-
tures required, then transcribe it into your spellbook using 
your own notation.
 For each level of the spell, the process takes 2 hours and 

expend as you experiment with the spell to master it, as well 
as the fine inks you need to record it. Once you have spent 
this time and money, you can prepare the spell just like your 
other spells.
 Replacing the Book. You can copy a spell from your own 
spellbook into another book—for example, if you want to 
make a backup copy of your spellbook. This is just like copy-
ing a new spell into your spellbook, but faster and easier, 
since you understand your own notation and already know 
how to cast the spell. You need spend only 1 hour and 10 gp 
for each level of the copied spell.
 If you lose your spellbook, you can use the same proce-
dure to transcribe the spells that you have prepared into a 
new spellbook. Filling out the remainder of your spellbook 
requires you to find new spells to do so, as normal. For this 
reason, many wizards keep backup spellbooks in a safe place.
 The Book’s Appearance. Your spellbook is a unique compi-

be a plain, functional leather volume that you received as 
a gift from your master, a finely bound tome you found 
in an ancient library, or even a loose collection of notes 
scrounged together after you lost your previous spellbook.

Wizard Spell List

cantrip or add a wizard spell of 1st level or higher to your 

-

Player’s Handbook for an expanded version of this list.

Cantrips (0 Level)
acid splash

dancing lights

light

mage hand

minor illusion

poison spray

prestidigitation

ray of frost

shocking grasp

1st Level
burning hands

charm person

comprehend languages (divina-

detect magic

disguise self

feather fall 

identify 

longstrider 

mage armor

magic missile

shield

silent image

sleep

thunderwave

2nd Level
arcane lock

blur

darkness

hold person

invisibility 

knock 

levitate 

magic weapon 

misty step

shatter

spider climb 

suggestion

web

3rd Level
dispel magic

fear

haste 

lightning bolt

major image 

Cantrips

Known column of the Wizard table.

Spellbook

-

Preparing and Casting Spells
The Wizard table shows how many spell slots you have 

to cast your wizard spells of 1st level and higher. To cast 

your wizard level (minimum of one spell). The spells must 

be of a level for which you have spell slots.

four 1st-level and two 2nd-level spell slots. With an In-

from your spellbook. If you prepare the 1st-level spell 

magic missile, you can cast it using a 1st-level or a 2nd-

list of prepared spells.

-

quires time spent studying your spellbook and memoriz-

ing the incantations and gestures you must make to cast 

the spell: at least 1 minute per spell level for each spell on 

your list.

Spellcasting Ability
Intelligence is your spellcasting ability for your wizard 

-

-

ing throw DC for a wizard spell you cast and when mak-

Ritual Casting

the ritual tag and you have the spell in your spellbook. 
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Spellcasting Focus

spellcasting focus for your wizard spells.

Learning Spells of 1st Level and Higher
-

ard spells of your choice to your spellbook for free. Each 

of these spells must be of a level for which you have spell 

-

Arcane Recovery

-

recover. The spell slots can have a combined level that is 

and none of the slots can be 6th level or higher.

2nd-level spell slot or two 1st-level spell slots.

Arcane Tradition
-

-

class description. See the Player’s Handbook for more 

information on arcane traditions.

at 6th level.

Ability Score Improvement

an ability score above 20 using this feature.

Arcane Traditions
The most ancient arcane traditions in the multiverse 

revolve around the schools of magic. Wizards through 

-

School of Evocation
-

-

tillery to blast enemy armies from afar. Others use their 

spectacular power to protect the weak or to conquer.

Evocation Savant

gold and time you must spend to copy an evocation spell 

into your spellbook is halved.

Sculpt Spells

-

and they take no damage if they would normally take half 

damage on a successful save.

Potent Cantrip

-

School of Transmutation

-

Transmutation Savant

gold and time you must spend to copy a transmutation 

spell into your spellbook is halved.

Minor Alchemy

can temporarily alter the physical properties of one 

your concentration (as if you were concentrating on a 

Transmuter’s Stone

following options:

• Darkvision out to a range of 60 feet (this functions like 

the darkvision of a dwarf or an elf)

• An increase to speed of 10 feet while the creature is 

unencumbered

• 

• -

page 38 for how resistance works)

Each time you cast a transmutation spell of 1st level 

stone is on your person.

ceases to function. 
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Backgrounds

-

self why your character left that occupation for a life of 

adventure.

 A background includes the following elements:

-

chapter 3. If a 1st-level character would gain the same 

-

Equipment. A background provides equipment.

Feature.

ability that members of your background share.

Suggested Characteristics. A background suggests per-

or use the suggestions as inspiration for characteristics 

of your own creation.

Some backgrounds allow you to learn more languages.

Acolyte

the same thing as channeling divine power.

your religious service. Were you a lesser functionary 

in the sacred rites? Or were you a priest who suddenly 

Languages: Two of your choice

Equipment: A holy symbol (a gift to you when you en-

and a pouch containing 15 gp

Feature: Shelter of the Faithful

-

-

panions can expect to receive free healing and care at 

needed for spells. Those who share your religion will sup-

port you (but only you) at a modest lifestyle.

-

dence there. This could be the temple where you used to 

where you have found a new home. While near your tem-

in good standing with your temple.

Suggested Characteristics
d8 Personality Trait

1 I idolize a particular hero of my faith, and constantly 

refer to that person’s deeds and example.

2

enemies, empathizing with them and always working 

toward peace.

3 I see omens in every event and action. The gods try to 

speak to us, we just need to listen.

Nothing can shake my optimistic attitude.

almost every situation.

6

7

temple’s elite. Rough living grates on me.

8 I’ve spent so long in the temple that I have little 

experience dealing with people in the outside world.

d6 Ideal

1 Tradition. 

2 Charity. I always try to help those in need, no matter 

3 Change. We must help bring about the changes the 

Power. I hope to one day rise to the top of my faith’s 

Faith. I trust that my deity will guide my actions. I have 

6 Aspiration. I seek to prove myself worthy of my god’s 

favor by matching my actions against his or her 

d6 Bond

1 I would die to recover an ancient relic of my faith that 

was lost long ago.

2 I will someday get revenge on the corrupt temple 

hierarchy who branded me a heretic.

3 I owe my life to the priest who took me in when my 

parents died.

Everything I do is for the common people.

I will do anything to protect the temple where I served.

6 I seek to preserve a sacred text that my enemies 

consider heretical and seek to destroy.

d6 Flaw

1 I judge others harshly, and myself even more severely.

2 I put too much trust in those who wield power within 

my temple’s hierarchy.

3 My piety sometimes leads me to blindly trust those that 

profess faith in my god.

I am suspicious of strangers.

6 Once I pick a goal, I become obsessed with it to the 

detriment of everything else in my life.
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Criminal
within the criminal underworld.

Equipment: -

Criminal Specialty

the table below.

d8 Specialty

1 Blackmailer

2 Burglar

3 Enforcer

Fence

d8 Specialty

Highway robber

6 Hired killer

7 Pickpocket

8 Smuggler 

Feature: Criminal Contact

-

deliver messages for you.

Suggested Characteristics
d8 Personality Trait

1 I always have a plan for what to do when things go 

wrong.

2 I am always calm, no matter what the situation. I never 

raise my voice or let my emotions control me.

3

of everything valuable—or where such things could be 

hidden.

I would rather make a new friend than a new enemy.

I am incredibly slow to trust. Those who seem the 

fairest often have the most to hide.

6 I don’t pay attention to the risks in a situation. Never tell 

me the odds.

7 The best way to get me to do something is to tell me I 

can’t do it.

8 I blow up at the slightest insult.

d6 Ideal

1 Honor.
2 Freedom. Chains are meant to be broken, as are those 

3 Charity. I steal from the wealthy so that I can help 

Greed. 
People. I’m loyal to my friends, not to any ideals, and 

everyone else can take a trip down the Styx for all I care. 

6 Redemption.

d6 Bond

1

2 My ill-gotten gains go to support my family.

3 Something important was taken from me, and I aim to 

steal it back.

I will become the greatest thief that ever lived.

I’m guilty of a terrible crime and want to redeem myself.

6 Someone I loved died because of I mistake I made. That 

will never happen again.

d6 Flaw

1 When I see something valuable, I can’t think about 

anything but how to steal it.

2 When faced with a choice between money and my 

friends, I usually choose the money.

3 If there’s a plan, I’ll forget it. If I don’t forget it, I’ll 

ignore it.

I have a “tell” that reveals when I’m lying.

I turn tail and run when things look bad.

6 An innocent person is in prison for a crime that I 

committed. I’m okay with that.

Entertainer

instrument

Equipment:

-

Entertainer Routines

with a variety of routines. Choose one to three routines or 

d10 Entertainer Routine

1 Actor

2 Dancer

3 Fire-eater

Jester

Juggler

d10 Entertainer Routine

6 Instrumentalist

7 Poet

8 Singer

9 Storyteller

10 Tumbler

Feature: By Popular Demand

lodging and food of a modest or comfortable standard 

typically take a liking to you.
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Suggested Characteristics
d8 Personality Trait

1 I know a story relevant to almost every situation.

2 Whenever I come to a new place, I collect local rumors 

and spread gossip.

3 I’m a hopeless romantic, always searching for that 

“special someone.”

Nobody stays angry at me or around me for long, since I 

can defuse any amount of tension.

I love a good insult, even one directed at me.

6 I get bitter if I’m not the center of attention.

7 I’ll settle for nothing less than perfection.

8 I change my mood as quickly as I change key in a song.

d6 Ideal

1 Beauty. When I perform, I make the world better than it 

2 Tradition. The stories, legends, and songs of the past 

must never be forgotten, for they teach us who we 

3 Creativity. The world is in need of new ideas and bold 

Greed.
People. I like seeing the smiles on people’s faces when I 

6 Honesty. 

d6 Bond

1 My instrument is my most treasured possession, and it 

reminds me of someone I love.

2 Someone stole my precious instrument, and someday 

I’ll get it back.

3 I want to be famous, whatever it takes.

I idolize a hero of the old tales and measure my deeds 

against that person’s.

I will do anything to prove myself superior to my rival.

6 I would do anything for the other members of my 

old troupe.

d6 Flaw

1 I’ll do anything to win fame and renown.

2 I’m a sucker for a pretty face.

3 A scandal prevents me from ever going home again. 

That kind of trouble seems to follow me around.

I once satirized a noble who still wants my head. It was 

a mistake that I will likely repeat.

I have trouble keeping my true feelings hidden. My 

sharp tongue lands me in trouble.

6

Sage

Languages: Two of your choice

Equipment:

letter from a dead colleague posing a question you have 

and a pouch containing 10 gp

Specialty

d8 or choose from the options in the table below.

d8 Specialty

1 Alchemist

2 Astronomer

3 Discredited academic

Librarian

d8 Specialty

Professor

6 Researcher

7 Wizard’s apprentice

8 Scribe

Feature: Researcher

that the knowledge you seek is secreted away in an al-

Unearthing the deepest secrets of the multiverse can re-

quire an adventure or even a whole campaign.

Suggested Characteristics
d8 Personality Trait

1 I use polysyllabic words that convey the impression of 

great erudition.

2 I’ve read every book in the world’s greatest libraries—or 

I like to boast that I have.

3 I’m used to helping out those who aren’t as smart as I 

am, and I patiently explain anything and everything to 

others.

There’s nothing I like more than a good mystery.

I’m willing to listen to every side of an argument before I 

make my own judgment.

6 I… speak … slowly … when talking … to idiots, which 

almost everyone is compared to me.

7 I am horribly, horribly awkward in social situations.

8 I’m convinced that people are always trying to steal my 

secrets.

d6 Ideal

1 Knowledge. The path to power and self-improvement is 

2 Beauty. What is beautiful points us beyond itself toward 

3 Logic. Emotions must not cloud our logical thinking. 

No Limits. 

Power. 
6 Self-Improvement. The goal of a life of study is the 
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d6 Bond

1 It is my duty to protect my students.

2 I have an ancient text that holds terrible secrets that 

must not fall into the wrong hands.

3 I work to preserve a library, university, scriptorium, 

or monastery.

I’ve been searching my whole life for the answer to a 

certain question.

6 I sold my soul for knowledge. I hope to do great deeds 

and win it back.

d6 Flaw

1 I am easily distracted by the promise of information.

2 Most people scream and run when they see a demon. I 

stop and take notes on its anatomy.

3 Unlocking an ancient mystery is worth the price of a 

civilization.

I overlook obvious solutions in favor of complicated 

ones.

I speak without really thinking through my words, 

invariably insulting others.

6 I can’t keep a secret to save my life, or anyone else’s.

Soldier

member of a local militia.

to determine which military organization you were a part 

kind of experiences you had during your military career.

-

cles (land)

Equipment:

-

-

Specialty

play in your unit or army. Roll a d8 or choose from the op-

tions in the table below to determine your role:

Feature: Military Rank

Soldiers loyal to your former military organization still 

d8 Specialty

1

2 Scout

3 Infantry

Cavalry

Healer

d8 Specialty

6 Quartermaster

7 Standard bearer

8

blacksmith, or the 

-

usually gain access to friendly military encampments and 

fortresses where your rank is recognized.

Suggested Characteristics
d8 Personality Trait

1 I’m always polite and respectful.

2 I’m haunted by memories of war. I can’t get the images 

of violence out of my mind.

3 I’ve lost too many friends, and I’m slow to make new 

ones.

I’m full of inspiring and cautionary tales from my 

military experience relevant to almost every combat 

situation.

6 I enjoy being strong and like breaking things.

7 I have a crude sense of humor.

8 I face problems head-on. A simple, direct solution is the 

best path to success.

d6 Ideal

1 Greater Good. Our lot is to lay down our lives in defense 

2 Responsibility. I do what I must and obey just authority. 

3 Independence. When people follow orders blindly, they 

Might.
Live and Let Live. Ideals aren’t worth killing over or 

6 Nation. My city, nation, or people are all that matter. 

d6 Bond

1 I would still lay down my life for the people I 

served with.

2

will never leave a friend behind.

3 My honor is my life.

I’ll never forget the crushing defeat my company 

6

d6 Flaw

1 The monstrous enemy we faced in battle still leaves me 

quivering with fear.

2 I have little respect for anyone who isn’t a 

proven warrior.

3 I made a terrible mistake in battle that cost many 

lives—and I would do anything to keep that mistake 

secret.

My hatred of my enemies is blind and unreasoning.

I obey the law, even if the law causes misery.

6 I’d rather eat my armor than admit when I’m wrong.
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-

advantage and disadvantage.

Advantage and 
Disadvantage
Sometimes a special ability or spell tells you that you 

roll a second d20 when you make the roll. Use the higher 

use the 17.

more than one additional d20. If two favorable situations 

-

tional d20.

If circumstances cause a roll to have both advantage 

circumstances impose disadvantage and only one grants 

-

ther advantage nor disadvantage.

 When you have advantage or disadvantage and some-

Lucky trait to reroll the 1.

direction or the other and grant advantage or impose dis-

advantage as a result.

Saving Throws
-

-

ing throw; you are forced to make one because your char-

acter or monster is at risk of harm.

-

-

-
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particular ability score. Some monsters have saving throw 

 The result of a successful or failed saving throw is also 

-

Ability Checks

The DM calls for an ability check when a character or 

monster attempts an action (other than an attack) that 

the dice determine the results.

Classes table shows the most common DCs.

Typical Difficulty Classes
DC

Very easy

Easy 10

Medium

DC

Hard 20

Very hard

Nearly impossible 30

-

-

-

acter or monster makes no progress toward the objective 

or makes progress combined with a setback determined 

by the DM.

Contests
-

of them are trying to do the same thing and only one can 

is trying to prevent the other one from accomplishing a 

door that an adventurer is holding closed. In situations 

Both participants in a contest make ability checks 

participant with the higher check total wins the contest. 

That character or monster either succeeds at the action 

or prevents the other one from succeeding.

might win the contest by default. If two characters tie in 

grabs it. In a contest between a monster trying to open 

a tie means that the door remains shut.

Skills

-

-

-

ciency in the Stealth skill is particularly good at Dexterity 

checks related to sneaking and hiding.

 The skills related to each ability score are shown in the 

for examples of how to use a skill.

Ability Skills

Strength Athletics

Dexterity Acrobatics 

Sleight of Hand 

Stealth

Intelligence Arcana

History

Investigation

Nature

Religion

Wisdom Animal Handling

Insight

Medicine

Perception

Survival

Charisma Deception

Intimidation

Performance

Persuasion

-

-

-

vidual makes a normal ability check.

-

-

or she just makes a Strength check.
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Hiding
The DM decides when circumstances are appropriate for 

check. Until you are discovered or you stop hiding, that 

check of any creature that actively searches for signs of 
your presence.
 You can’t hide from a creature that can see you clearly, 
and you give away your position if you make noise, such as 
shouting a warning or knocking over a vase. An invisible 
creature can’t be seen, so it can always try to hide. Signs of 
its passage might still be noticed, however, and it still has to 
stay quiet.
 In combat, most creatures stay alert for signs of danger 
all around, so if you come out of hiding and approach a 
creature, it usually sees you. However, under certain circum-
stances, the Dungeon Master might allow you to stay hid-
den as you approach a creature that is distracted, allowing 
you to gain advantage on an attack before you are seen.
 Passive Perception. When you hide, there’s a chance 
someone will notice you even if they aren’t searching. To 
determine whether such a creature notices you, the DM 

-

-
ciency in Perception, he or she has a passive Wisdom (Per-

 What Can You See? One of the main factors in 

object is how well you can see in an area, which might be 
lightly or heavily obscured, as explained on page 32.

Working Together
Sometimes two or more characters team up to attempt a 

-

tion (page 35).

A character can only provide help if the task is one that 

when two or more individuals working together would 

Strength Checks
Strength measures the extent to which you can exert raw 

physical force. A Strength check can model any attempt 

• 

• 

• -

Or another creature tries to push or pull you underwa-

ter or otherwise interfere with your swimming.

Lifting and Carrying

lift or carry.

Strength score multiplied by 15. This is the weight (in 

 

in pounds up to twice your carrying capacity (or 30 times 

your Strength score). While pushing or dragging weight 

to 5 feet.

  Larger creatures can bear more 

-

Dexterity Checks
-

terity check can model any attempt to move nimbly or 

quietly or to keep from falling on tricky footing. The Acro-

in certain kinds of Dexterity checks.

 

The DM might also call for a Dexterity (Acrobatics) check 
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Finding a Hidden Object
When your character searches for a hidden object such as 
a secret door or a trap, the DM typically asks you to make 

might otherwise overlook.
 In most cases, you need to describe where you are looking 
in order for the DM to determine your chance of success. 
For example, a key is hidden beneath a set of folded clothes 
in the top drawer of a bureau. If you tell the DM that you 
pace around the room, looking at the walls and furniture for 

specify that you were opening the drawers or searching the 
bureau in order to have any chance of success.

Whenever you attempt an act of leger-

make a Dexterity (Sleight of Hand) check. The DM might 

also call for a Dexterity (Sleight of Hand) check to deter-

Make a Dexterity (Stealth) check when you 

someone without being seen or heard.

Constitution Checks

-

resents is largely passive. A Constitution check can model 

Intelligence Checks

and the ability to reason. An Intelligence check comes 

in certain kinds of Intelligence checks.

-

 

-

and lost civilizations.

 When you look around for clues and 

weakest point in a tunnel that could cause it to collapse. 

Poring through ancient scrolls in search of a hidden 

fragment of knowledge might also call for an Intelligence 

(Investigation) check.

 

-

 

secret cults.

Wisdom Checks

you and represents perceptiveness and intuition. A Wis-

When there is any question whether 

DM might call for a Wisdom (Animal Handling) check. 

-

trol your mount when you attempt a risky maneuver.

move. Doing so involves gleaning clues from body lan-

A Wisdom (Medicine) check lets you try to 

stabilize a dying companion or diagnose an illness.

It measures your general awareness of your surroundings 

-

stealthily in the forest. Or you might try to spot things that 

The DM might ask you to make a Wisdom 

-

sand and other natural hazards.

Charisma Checks

eloquence. A Charisma check might arise when you try 

-

-

in certain kinds of Charisma checks.

-

verbally or through your actions. This deception can en-

compass everything from misleading others through am-

biguity to telling outright lies. Typical situations include 

a straight face while telling a blatant lie.

-

-

dation) check. Examples include trying to pry information 
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to convince a sneering vizier to reconsider a decision.

determines how well you can delight an audience with 

entertainment.

-

-

or exhibit proper etiquette. Examples of persuading oth-

ers include convincing a chamberlain to let your party see 

inspiring a crowd of townsfolk.

The Environment
-

plored. The rules in this section cover some of the most 

important ways in which adventurers interact with the en-

vironment in such places. The Dungeon Master’s Guide 

has rules covering more unusual situations.

Travel

The DM can summarize this travel without calculating 

Special Types of Movement
Movement through dungeons or wilderness areas often 

involves more than walking. Adventurers might have to 

Climbing, Swimming, and Crawling
Each foot of movement costs 1 extra foot (2 extra feet 

speed and use it to climb or a swimming speed and use it 

surface or one with few handholds requires a successful 

-

tance in rough water might require a successful Strength 

(Athletics) check.

Jumping
 

number of feet up to your Strength score if you move at 

least 10 feet on foot immediately before the jump. When 

costs a foot of movement.

-

letics) check to clear a low obstacle (no taller than a quar-

a DC 10 Dexterity (Acrobatics) check to land on your feet. 

 

on foot immediately before the jump. When you make a 

you to make a Strength (Athletics) check to jump higher 

than you normally can.

-

distance equal to the height of the jump plus 1½ times 

your height.

Falling

from the fall.

Suffocating
A creature can hold its breath for a number of minutes 

30 seconds).

survive for a number of rounds equal to its Constitution 

-

gain hit points or be stabilized until it can breathe again.

Vision and Light

-

 A given area might be lightly or heavily obscured. In a 

lightly obscured

-

dom (Perception) checks that rely on sight.

 A heavily obscured

-

B) when trying to see something in that area.

 The presence or absence of light in an environment 

 Bright light lets most creatures see normally. Even 

-

 Dim light -

scured area. An area of dim light is usually a boundary 

-

rounding darkness. The soft light of twilight and dawn 

also counts as dim light. A particularly brilliant full moon 

might bathe the land in dim light.

 Darkness creates a heavily obscured area. Charac-

ters face darkness outdoors at night (even most moonlit 
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-

Interacting with Objects

is simple to resolve in the game. The player tells the 

-

 Characters can also damage objects with their weap-

ons and spells. Objects are immune to poison and psy-

-

cal and magical attacks much like creatures can. The DM 

might decide that certain objects have resistance or im-

-

fects that require other saves. When an object drops to 0 

 A character can also attempt a Strength check to break 

an object. The DM sets the DC for any such check.

Social Interaction
-

-

ers have with other inhabitants of the world.

convince an unscrupulous thief to confess to some mal-

will spare your life. The DM assumes the roles of any 

characters who are participating in the interaction that 

-

acter is called a nonplayer character

-

 Social interactions have two primary aspects: roleplay-

ing and ability checks.

Roleplaying

you as a player determining how your char-

-

interactions resolve.

under threats of violence. A stubborn dwarf refuses to let 

-

deceive will fall short.

Ability Checks
-

termining the outcome of an interaction.

there might still be an element of chance in the situation. 

at any point during an interaction if they want the dice 

deck in your favor by using an approach that relies on 

your skills. If the group needs to trick a guard into letting 

-

tion is the best bet to lead the discussion. When negoti-

should do most of the talking.

Resting
rests in the midst of a day and a long rest to end it.

Short Rest

during which a character does nothing more strenuous 

 A character can spend one or more Hit Dice at the end 

regains hit points equal to the total (minimum of 0). The 

player can decide to spend an additional Hit Die after 

each roll. A character regains some spent Hit Dice upon 

Long Rest

6 hours and performs no more than 2 hours of light ac-

If the rest is interrupted by a period of strenuous activ-
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Combat
This section provides the rules you need for your char-

acters and monsters to engage in combat. The rules ad-

mean the character or monster that you control.

The Order of Combat

spellcasting. The game organizes combat into a cycle of 

rounds and turns. A round represents about 6 seconds 

battle takes a turn. The order of turns is determined at 

-

tinues to the next round if neither side is defeated.

Combat Step by Step
1.  Determine surprise. The DM determines whether 

anyone involved in the combat encounter is surprised.

2.  Establish positions. The DM decides where all the 

characters and monsters are located. Given the adven-

3.  Roll initiative. Everyone involved in the combat en-

-

4.  Take turns. Each participant in the battle takes a turn 

in initiative order.

5.  Begin the next round. When everyone involved in the 

Surprise

springing from the trees to attack them. A gelatinous 

one side of the battle gains surprise over the other.

 The DM determines who might be surprised. If nei-

(Stealth) checks of anyone hiding with the passive Wis-

dom (Perception) score of each creature on the opposing 

threat is surprised at the start of the encounter.

-

action until that turn ends. A member of a group can be 

Initiative
Initiative determines the order of turns during combat. 

check to determine their place in the initiative order. The 

initiative for short. The DM makes one roll for a group of 

the same time.

with the highest initiative to the one with the lowest. This 

is the order in which they act during each round. The ini-

tiative order remains the same from round to round.

order among their tied characters. The DM decides the 

order if the tie is between a monster and a player charac-

each roll a die and go in order from highest roll to lowest.

Your Turn
 move a distance up to your speed 

and take one action

 The actions you can take are described in the “Actions 

for your move.

-

 

other abilities let you take an additional action on your 

or other feature of the game states that you can do some-

action to take.

must choose which bonus action to use when you have 

more than one available.

anything that deprives you of your ability to take actions 

also prevents you from taking a bonus action.

 

your move.

weapon as part of the same action you use to attack.

to use your action. Some magic items and other special 

descriptions.

 The DM might require you to use an action for any of 

these activities when it needs special care or when it 

reasonably expect you to use an action to open a stuck 

door or turn a crank to lower a drawbridge.

Reactions

to take a special action called a reaction. A reaction is 

-

mon type of reaction.
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until the start of your next turn. If the reaction interrupts 

turn right after the reaction.

Movement and Position

-

each part of your move from your speed until it is used up 

or until you are done moving.

Breaking Up Your Move

some of your speed before and after your action. For 

even further by moving between those attacks.

between your speeds during your move. Whenever you 

the new speed. The result determines how much farther 

new speed during the current move.

speed of 60 because a wizard cast the 

Difficult Terrain

extra foot. This rule is true even if multiple things in 

Being Prone

either because they are knocked down or because they 

a condition described in appendix B.

drop prone without using any of your speed. 

Standing up

-

enough movement left or if your speed is 0.

crawl (see page 32) 

or use magic such as teleportation.

Moving Around Other Creatures

least two sizes larger or smaller than you. Remember 

willingly end your move in its space.

provoke an opportunity attack (see page 37).

Flying Movement

 spell.

Actions in Combat

of the actions presented here. When you describe an ac-

Attack
The most common action to take in combat is the Attack 

-

-

ern attacks.

Cast a Spell
Most spells require an action to cast. See chapter 4 for 

the rules on casting a spell. 

Dash

-

-

 Any increase or decrease to your speed changes this 

additional movement by the same amount.

Disengage

provoke opportunity attacks for the rest of the turn.

Dodge

made against you has disadvantage if you can see the 

-

explained in appendix B) or if your speed drops to 0.

Help
-

-

ture you aid gains advantage on the next ability check it 

that it makes the check before the start of your next turn.
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Hide

-

Ready
Sometimes you want to get the jump on a foe or wait for a 

-

ing your reaction before the start of your next turn.

move up to your speed in response to it. Examples in-

-

-

quires concentration (explained in chapter 4). If your con-

web 

spell and ready magic missile web

if you take damage before you release magic missile with 

Search
-

make a Wisdom (Perception) check or an Intelligence 

(Investigation) check.

Use a Magic Item

you take the Use a Magic Item action.

Use an Object
-

you take the Use an Object action. This action is also use-

ful when you want to interact with more than one object 

on your turn.

Use a Special Ability
Many class features give you special ways to use your 

detailed in their stat blocks.

Making an Attack

1. Choose a target.

The DM determines whether 

the target has cover and whether you have advantage 

or bonuses to your attack roll.

3. Resolve the attack. 

that specify otherwise. Some attacks cause special 

Attack Rolls

-

vided in its stat block.

 

for a ranged weapon attack is Dexterity.

 Some spells also require an attack roll. The ability 

-

 

to your attack roll when you attack using a weapon with 

with a spell.

Rolling 1 or 20
-

-

Unseen Attackers and Targets

targeting a creature you can hear but not see. If the target 

attack rolls against it.

attack hits or misses.

Cover

originates on the opposite side of the cover.
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There are three degrees of cover. If a target is behind 

target has three-quarters cover.

A target with half cover

Dexterity saving throws. A target has half cover if an ob-

stacle blocks at least half of its body. The obstacle might 

or a friend.

 A target with three-quarters cover

AC and Dexterity saving throws. A target has three-quar-

ters cover if about three-quarters of it is covered by an ob-

or a thick tree trunk.

 A target with total cover

total cover if it is completely concealed by an obstacle.

Ranged Attacks

to strike a foe at a distance. Many spells also involve mak-

ing a ranged attack.

Range

beyond this range.

-

-

yond the long range.

Ranged Attacks in Close Combat

is next to you. When you make a ranged attack with a 

-

tage on the attack roll if you are within 5 feet of an enemy 

Melee Attacks

to attack a foe within your reach. A melee attack typically 

uses a handheld weapon. A typical monster makes a 

making a melee attack.

 Most creatures have a 5-foot reach and can thus attack 

targets within 5 feet of them when making a melee at-

tack. Certain creatures have melee attacks with a greater 

 Instead of using a weapon to make a melee weapon 

unarmed strike

they nonetheless work for melee weapon attacks.

Opportunity Attacks

your foes without putting yourself in danger; doing so 

provokes an opportunity attack.

that you can see moves out of your reach. To make the 

melee attack against the provoking creature. The attack 

occurs right before the creature leaves your reach.

opportunity attack when you teleport or when someone 

reach or if gravity causes you to fall past an enemy.

Two-Weapon Fighting
When you take the Attack action and attack with a light 

-

-

tack with it.

Grappling

 The target of your grapple must be no more than one 

Half Cover and Three-Quarters Cover
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(Acrobatics) check (the target chooses the ability to use). 

-

like (no action required).

 A grappled creature can use its 

(Athletics) or Dexterity (Acrobatics) check contested by 

your Strength (Athletics) check.

 

sizes smaller than you.

Shoving a Creature
-

 The target of your shove must be no more than one 

-

succeed automatically if the target is incapacitated. If 

it 5 feet away from you.

Damage and Healing

Hit Points
Hit points represent a combination of physical and men-

fewer hit points are more fragile.

maximum down to 0. This number changes frequently as 

a creature takes damage or receives healing.

subtracted from its hit points. The loss of hit points has 

drops to 0 hit points.

Damage Rolls
-

grant a bonus to damage.

 When attacking with a weapon

the damage. A spell tells you which dice to roll for dam-

more than 

one target

 or a 

cleric casts 

for all creatures caught in the blast.

Critical Hits

you can roll all the damage dice at once.

-

Damage Types

-

and thunder.

Damage Resistance and Vulnerability

unusually easy to hurt with certain types of damage.

 If a creature or an object has resistance to a damage 

-

ture or an object has vulnerability

damage of that type is doubled against it.

 Resistance and then vulnerability are applied after all 

resistance to bludgeoning damage and is hit by an attack 

that deals 25 bludgeoning damage. The creature is also 

within a magical aura that reduces all damage by 5. The 

creature takes 10 damage.

 Multiple instances of resistance or vulnerability that 

-

Healing

death is reversible through powerful magic. Rest can re-

methods such as a cure wounds spell or a potion of heal-

ing can remove damage in an instant.

points regained in excess of this number are lost. For 

If the ranger has 14 current hit points and has a hit point 

magic such as the revivify spell has restored it to life.

Dropping to 0 Hit Points

  Massive damage can kill you instantly. 

When damage reduces you to 0 hit points and there is 
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equals or exceeds your hit point maximum.

currently has 6 hit points. If she takes 18 damage from 

remains. Because the remaining damage equals her hit 

  If damage reduces you to 0 hit 

-

pendix B). This unconsciousness ends if you regain any 

hit points.

  Whenever you start your turn 

creep closer to death or hang onto life. Unlike other sav-

features that improve your chances of succeeding on a 

saving throw.

-

-

collect three of a kind. The number of both is reset to zero 

when you regain any hit points or become stable.

 When you make a death saving throw and roll a 1 on 

 If you roll a 20 on the 

  If you take any damage while 

failures instead. If the damage equals or exceeds your hit 

  The best way to save a creature 

failed death saving throw.

requires a successful DC 10 Wisdom (Medicine) check.

 A stable

-

1 hit point after 1d4 hours.

Monsters and Death
Most DMs have a monster die the instant it drops to 0 hit 

death saving throws.

 Mighty villains and special nonplayer characters are 

common exceptions; the DM might have them fall uncon-

scious and follow the same rules as player characters.

Knocking a Creature Out

than deal a killing blow. When an attacker reduces a 

can knock the creature out. The attacker can make this 

choice the instant the damage is dealt. The creature falls 

unconscious and is stable.

Mounted Combat
A willing creature that is at least one size larger than 

you and that has an appropriate anatomy can serve as a 

Mounting and Dismounting

is within 5 feet of you or dismount. Doing so costs an 

amount of movement equal to half your speed. For ex-

speed is 0.

-

you must make the same saving throw.

-

tion to dismount it as it falls and land on your feet. Other-

5 feet it.

Controlling a Mount

either control the mount or allow it to act independently. 

-

ilar creatures are assumed to have such training. The 

initiative of a controlled mount changes to match yours 

controlled mount can move and act even on the turn that 

you mount it.

 An independent mount retains its place in the initiative 

order. Bearing a rider puts no restrictions on the actions 

the mount.

Underwater Combat
When adventurers pursue sahuagin back to their under-

-

lowing rules apply.

 When making a melee weapon attack

by magic) has disadvantage on the attack roll unless the 

 A ranged weapon attack automatically misses a target 

-

less the weapon is a crossbow or a weapon that is thrown 

 Creatures and objects that are fully immersed in water 
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Coinage
based on the relative worth of the metal from which they 

are made. The three most common coins are the gold 

unusual coins made of other precious metals sometimes 

appear in treasure hoards. The electrum piece (ep) and 

the platinum piece (pp) originate from fallen empires and 

skepticism when used in transactions.

Standard Exchange Rates
Coin cp sp ep gp pp

1 1/10 1/100 1/1,000

10 1 1/10 1/100

1 1/2 1/20

100 10 2 1 1/10

1,000 100 20 10 1

Selling Treasure
equipment fetch half their cost when sold in a market. 

Weapons and armor used by monsters are rarely in good 

enough condition to sell.

the marketplace.

Armor and Shields
The Armor table collects types of armor found in the 

game and separates them into three categories: 

Light Armor. -

type to determine your Armor Class.

Medium Armor.

base number from your armor type to determine your 

Armor Class.

Heavy Armor. -

 

Strength score equal to or higher than the listed score.
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Armor Proficiency
Anyone can put on a suit of armor or strap a shield to an 

-

Stealth

(Stealth) checks.

Shields
Many warriors supplement their armor with a shield.

A shield is made from wood or metal and is carried in 

one hand. Wielding a shield increases your Armor Class 

Weapons
-

as either melee or ranged. A melee weapon is used to 

ranged 

weapon is used to attack a target at a distance.

Weapon Proficiency
-

tain weapons or categories of weapons. The two catego-

ries are simple and martial.

-

with that weapon.

Weapon Properties

as shown in the Weapons table.

 -

munition property to make a ranged attack only if you 

-

other container is part of the attack (you need a free hand 

you can recover half your expended ammunition by tak-

 If you use a weapon that has the ammunition property to 

A sling must be loaded to deal any damage when used 

in this way.

 

-

  Small creatures have disadvantage on attack 

bulk make it too large for a Small creature to use ef-

fectively. 

 -

  Because of the time required to load this 

-

mally make.

  A weapon that can be used to make a ranged 

attack has a range shown in parentheses after the ammu-

nition or thrown property. The range lists two numbers. 

-

  This weapon adds 5 feet to your reach when 

reach for opportunity attacks with it (see chapter 2).

Armor
Armor Cost Armor Class (AC) Strength Stealth Weight

Light Armor

Leather 10 gp — — 10 lb.

Studded leather — — 13 lb.

Medium Armor

Hide 10 gp — — 12 lb.

Chain shirt — — 20 lb.

Scale mail — Disadvantage

Breastplate — — 20 lb.

Half plate — Disadvantage

Heavy Armor

Ring mail 30 gp — Disadvantage

Chain mail 16 Str 13 Disadvantage

Splint 200 gp 17 Disadvantage 60 lb.

Plate 18 Disadvantage

Shield

Shield 10 gp +2 — — 6 lb.
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throw the weapon to make a ranged attack. If the weapon 

that attack roll and damage roll that you would use for a 

-

 This weapon requires two hands when 

you attack with it.

  This weapon can be used with one or two 

hands. A damage value in parentheses appears with the 

hands to make a melee attack.

Improvised Weapons

to attack with whatever is close at hand. An improvised 

weapon includes any object you can wield in one or two 

 An object that bears no resemblance to a weapon deals 

1d4 damage (the DM assigns a damage type appropri-

ate to the object). If a character uses a ranged weapon 

-

age. An improvised thrown weapon has a normal range 

of 20 feet and a long range of 60 feet.

Adventuring Gear
The Adventuring Gear table lists various useful items.

Equipment Packs
The starting equipment of each class includes a special 

pack. The contents of these packs are listed here:

Burglar’s Pack:

also has 50 feet of hempen rope strapped to it.

Weapons
Name Cost Damage Weight Properties

Simple Melee Weapons

Club 1 sp 2 lb. Light

 Dagger 2 gp 1 lb.

Greatclub 2 sp 1d8 bludgeoning 10 lb. Two-handed

Handaxe 1d6 slashing 2 lb.

Javelin 1d6 piercing 2 lb.

Light hammer 2 gp 2 lb.

Mace 1d6 bludgeoning —

2 sp 1d6 bludgeoning

Spear 1 gp 1d6 piercing 3 lb.

Simple Ranged Weapons

Crossbow, light 1d8 piercing

Dart

Shortbow 1d6 piercing 2 lb.

Sling 1 sp —

Martial Melee Weapons

Battleaxe 10 gp 1d8 slashing

Flail 10 gp 1d8 bludgeoning 2 lb. —

Greataxe 30 gp 1d12 slashing 7 lb. Heavy, two-handed

Greatsword 2d6 slashing 6 lb. Heavy, two-handed

Halberd 20 gp 1d10 slashing 6 lb. Heavy, reach, two-handed

Longsword 1d8 slashing 3 lb.

Maul 10 gp 2d6 bludgeoning 10 lb. Heavy, two-handed

Morningstar 1d8 piercing —

Rapier 1d8 piercing 2 lb. Finesse

Scimitar 1d6 slashing 3 lb. Finesse, light

Shortsword 10 gp 1d6 piercing 2 lb. Finesse, light

Trident 1d6 piercing

Warhammer 1d8 bludgeoning 2 lb.

Martial Ranged Weapons

Crossbow, hand 1d6 piercing 3 lb.

Crossbow, heavy 1d10 piercing 18 lb.

Longbow 1d8 piercing 2 lb.
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Adventuring Gear
Item Cost Weight

Abacus 2 gp 2 lb.

Ammunition

1 gp 1 lb.

1 gp 1½ lb.

1½ lb.

Arcane focus

Crystal 10 gp 1 lb.

Orb 20 gp 3 lb.

Rod 10 gp 2 lb.

Wand 10 gp 1 lb.

Artisan’s tools

Brewer’s supplies 20 gp 9 lb.

10 gp

Carpenter’s tools 8 gp 6 lb.

Cartographer’s tools 6 lb.

Cobbler’s tools

Cook’s utensils 1 gp 8 lb.

Jeweler’s tools 2 lb.

Leatherworker’s tools

Mason’s tools 10 gp 8 lb.

Painter’s supplies 10 gp

Smith’s tools 20 gp 8 lb.

Tinker’s tools 10 lb.

Weaver’s tools 1 gp

Woodcarver’s tools 1 gp

Backpack 2 gp

1 gp 2 lb.

Barrel 2 gp 70 lb.

Barding ×2

Basket 2 lb.

Bedroll 1 gp 7 lb.

Bell 1 gp —

Blanket 3 lb.

Book

Bottle, glass 2 gp 2 lb.

Bucket 2 lb.

Candle 1 cp —

1 gp 1 lb.

Case, map or scroll 1 gp 1 lb.

1 cp —

Chest

Clothes, common 3 lb.

Clothes, costume

6 lb.

Clothes, traveler’s 2 gp

Component pouch 2 lb.

Crowbar 2 gp

Disguise kit 3 lb.

Gaming set

Dice set 1 sp —

Dragonchess set 1 gp 1/2 lb.

Playing card set —

Three-Dragon Ante set 1 gp —

Hammer 1 gp 3 lb.

Item Cost Weight

Healer’s kit 3 lb.

Holy symbol

Amulet 1 lb.

Emblem —

Reliquary 2 lb.

1 lb.

Hourglass 1 lb.

10 gp —

Ink pen 2 cp —

1 sp

Lamp 1 lb.

Lantern, bullseye 10 gp 2 lb.

Lantern, hooded 2 lb.

Lock 10 gp 1 lb.

Mess kit 2 sp 1 lb.

Mirror, steel 1/2 lb.

Musical instrument

Bagpipes 30 gp 6 lb.

Drum 6 gp 3 lb.

Flute 2 gp 1 lb.

Lute 2 lb.

Lyre 30 gp 2 lb.

Horn 3 gp 2 lb.

12 gp 2 lb.

1 sp 1 lb.

2 sp —

1 sp —

—

Pick, miner’s 2 gp 10 lb.

Piton

7 lb.

Potion of healing 1/2 lb.

Pouch 1 lb.

Quiver 1 gp 1 lb.

2 lb.

Saddle, riding 10 gp

Robes 1 gp

1 gp 10 lb.

10 gp

Sack 1 cp 1/2 lb.

Sealing wax —

Shovel 2 gp

Signal whistle —

Signet ring —

Soap 2 cp —

Spellbook 3 lb.

1 gp

Tent, two-person 2 gp 20 lb.

Thieves’ tools 1 lb.

Tinderbox 1 lb.

Torch 1 cp 1 lb.

Vial 1 gp —

Waterskin 2 sp

Whetstone 1 cp 1 lb.
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Diplomat’s Pack: 

-

Dungeoneer’s Pack:

hempen rope strapped to the side of it.

Entertainer’s Pack: 

a disguise kit.

Explorer’s Pack: 

waterskin. The pack also has 50 feet of hempen rope 

strapped to the side of it.

Priest’s Pack: -

Scholar’s Pack: 

Special Items
Here items that have special rules or need explanation.

channel the power of arcane spells. A wizard can use 

such an item as a spellcasting focus.

These special tools include the items 

needed to pursue a craft or trade. The table shows exam-

that is 10 feet on a side. A creature moving across the 

covered area must succeed on a DC 10 Dexterity saving 

throw or fall prone. A creature moving through the area 

 Barding is armor designed to protect an 

shown on the Armor table in this chapter can be pur-

chased as barding. The cost is four times the equivalent 

 

5-foot radius and dim light for an additional 5 feet.

 -

tertight leather belt pouch that has compartments to hold 

all the material components and other special items you 

 Using a crowbar grants advantage to Strength 

 

small props lets you create disguises that change your 

make to create a visual disguise.

 This item encompasses a wide range 

games such as Three-Dragon Ante). A few common 

make to play a game with that set. Each type of gaming 

 This kit is a leather pouch containing 

Wisdom (Medicine) check.

 A holy symbol is a representation of 

a god or pantheon. It might be an amulet depicting a 

holding a fragment of a sacred relic. The Player’s Hand-

book lists many gods in the multiverse and their typical 

symbols. A cleric can use a holy symbol as a spellcasting 

 

the holy water as an improvised weapon. If the target is a 

 A cleric can create holy water by performing a special 

-

pend a 1st-level spell slot.

 A lamp casts bright light in a 15-foot radius and 

 A bullseye lantern casts bright light 

in a 60-foot cone and dim light for an additional 60 feet. 

 A hooded lantern casts bright light 

in a 30-foot radius and dim light for an additional 30 feet. 

dim light in a 5-foot radius.
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with a successful DC 15 Dexterity check.

This tin box contains a cup and simple cut-

as a cooking pan and the other as a plate or shallow bowl.

 Several of the most common 

types of musical instruments are shown on the table as 

-

-

ity checks you make to play music with the instrument. 

Each type of musical instrument requires a separate 

 

shattering it on impact. Make a ranged attack against a 

-

damage to any creature that enters the area or ends its 

turn in the area. A creature can take this damage only 

once per turn.

 A quiver can hold up to 20 arrows.

 Rations consist of dry foods suitable for 

-

 

points and can be burst with a DC 17 Strength check.

 

leather-bound tome with 100 blank vellum pages suitable 

for recording spells.

 

-

bonus to any ability checks you make to disarm traps or 

open locks.

 

and tinder (usually dry cloth soaked in light oil) used to 

 

in a 20-foot radius and dim light for an additional 20 feet. 

Mounts and Services
Mounts

Item Cost Speed
Carrying
Capacity

Donkey or mule 8 gp

Horse, draft

Horse, riding 60 ft.

Pony 30 gp

Warhorse 60 ft.

Food, Drink, and Lodging
Item Cost

Ale

Gallon 2 sp

Mug

Inn stay (per day)

Squalid 7 cp

Poor 1 sp

Modest

Comfortable 8 sp

Wealthy 2 gp

Aristocratic

Meals (per day)

Squalid 3 cp

Poor 6 cp

Modest 3 sp

Comfortable

Wealthy 8 sp

Aristocratic 2 gp

Wine

2 sp

10 gp

Other Services
Service Pay

Coach cab

Between towns 3 cp per mile

Within a city 1 cp

Hireling

Skilled 2 gp per day

Untrained 2 sp per day

Messenger 2 cp per mile

Road or gate toll 1 cp

Ship’s passage 1 sp per mile

Magic Items
-

Dungeon Master’s Guide for many more items.

Using a Magic Item

Handling a magic item is enough to give a character a 

sense that something is extraordinary about the item. 

Casting the identify spell on the item then reveals its 

-

-

tion; a little taste is enough to tell the taster what the 

potion does.

 Certain magic items require a user to attune to them 

before their magical properties can be used. Attuning to 

a magic item requires that you spend an entire short rest 
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 An item can be attuned to only one creature at a time. 

A creature can be attuned to no more than three magic 

only one item during a short rest.

than 100 feet away from you for 24 hours or if you die. 

with another short rest.

Item Descriptions

and whether you must attune to it.

Boots of Elvenkind
Wondrous item, uncommon

have advantage on Dexterity (Stealth) checks that rely on 

moving silently.

Cloak of Billowing
Wondrous item, common

make it billow dramatically.

Cloak of Many Fashions
Wondrous item, common

-

Although it can duplicate the appearance of other magic 

Clockwork Amulet
Wondrous item, common

This copper amulet contains tiny interlocking gears and 

-

work predictability. A creature that puts an ear to the 

amulet can hear faint ticking and whirring noises coming 

from within.

 When you make an attack roll while wearing the am-

next dawn.

Dragon Slayer
Weapon (any sword), rare

with this magic weapon.

with the dragon type.

Dread Helm
Wondrous item, common

This fearsome steel helm makes your eyes glow red while 

you wear it.

Dust of Disappearance
Wondrous item, uncommon

sand. There is enough of it for one use. When you use an 

-

ture and object within 10 feet of you become invisible for 

invisibility ends for that creature.

Gauntlets of Ogre Power
Wondrous item, uncommon (requires attunement)

-

higher without them.

Goggles of Night
Wondrous item, uncommon

-

ing the goggles increases its range by 60 feet.

Hat of Wizardry
Wondrous item, common (requires attunement by a 

wizard)

-

• 

wizard spells.

• 

make a DC 10 Intelligence (Arcana) check. If the check 

Immovable Rod
Rod, uncommon

the rod to deactivate and fall. A creature can use an ac-

rod up to 10 feet on a success.

Instrument of Illusions
Wondrous item, common (requires attunement)

5-foot-radius sphere centered on the instrument. If you 
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Mithral Armor
Armor (medium or heavy, but not hide), uncommon

or breastplate can be worn under normal clothes. If the 

armor normally imposes disadvantage on Dexterity 

-

Mystery Key
Wondrous item, common

A question mark is worked into the head of this key. The 

key has a 5 percent chance of unlocking any lock into 

disappears.

Necklace of Fireballs
Wondrous item, rare

use an action to detach a bead and throw it up to 60 feet 

detonates as a 3rd-level  spell (save DC 15).

-

the 

Pole of Collapsing
Wondrous item, common

to speak a command word and cause it to collapse into 

-

ent command word and cause the rod to revert to a pole; 

-

rounding space allows.

Potion of Healing
Potion, rarity varies

shown in the Potions of Healing table. Whatever its po-

Potions of Healing
Potion of … Rarity HP Regained

Healing Common

Greater healing Uncommon

Superior healing Rare

Potion of Invulnerability
Potion, rare

-

Potion of Water Breathing
Potion, uncommon

Sending Stones
Wondrous item, uncommon

Sending stones

carved to match the other so the pairing is easily recog-

to cast the sending spell from it. The target is the bearer 

cast the spell.

 Once sending

used again until the next dawn. If one of the stones in a 

Shield, +1
Armor (shield), uncommon

bonus to AC.

Staff of Birdcalls

and is lost forever.

Wand of Pyrotechnics
Wand, common

an action to expend 1 of its charges and create a harm-

less burst of multicolored light at a point you can see 

up to 60 feet away. The burst of light is accompanied 

by a crackling noise that can be heard up to 300 feet 

only a second.

 The wand regains all expended charges daily at dawn. 

the wand erupts in a harmless pyrotechnic display and is 

destroyed.

Wand of Secrets
Wand, uncommon

points at the one nearest to you. The wand regains 1d3 

expended charges daily at dawn.

Weapon, +1
Weapon (any), uncommon

with this magic weapon.
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often appears in the form of a spell. This chapter provides 

What Is a Spell?

-

ter carefully plucks at the invisible strands of raw magic 

-

all in the span of seconds.

Schools of Magic
Scholars who study the workings of magic group spells 

into eight categories called schools of magic. The schools 

help describe spells; the schools have no game rules of 

Abjuration -

Conjuration spells 

transport objects or creatures from one location to an-

other. Divination

or places. Enchantment -

Evocation 

spells tap mystical sources of energy to create a variety 

energy to heal wounds. Illusion spells deceive the senses 

or minds of others. Necromancy spells manipulate the 

energies of life and death. Transmutation spells change 

the properties or physical form of a creature or object.

Spell Level
-

still impressive) magic missile at 1st level and the incredi-

ble time stop

be to use that spell.

-

Known and Prepared Spells

spell in a magic item. Members of a few classes have a 

mind. The same thing is true of many magic-using mon-

-

dergo a process of preparing spells. This process varies C
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Spell Slots
Regardless of how many spells a caster knows or pre-

before resting. Manipulating the fabric of magic and 

channeling its energy into even a simple spell is phys-

includes a table showing how many spell slots of each 

spell level a character can use at each character level. For 

spell slots and two 2nd-level slots.

3rd level. So when Umara casts magic missile, a 1st-level 

three remaining. 

 Finishing a long rest restores any expended spell slots 

(see page 33 for the rules on resting).

 Some characters and monsters have special abilities 

that let them cast spells without using spell slots.

Casting a Spell at a Higher Level
When a spellcaster casts a spell using a slot that is of a 

magic 

missile magic mis-

sile

slot it is put into.

magic missile and cure wounds

Cantrips
A cantrip is a spell that can be cast without using a spell 

slot and without being prepared in advance. Repeated 

-

fused the caster with the magic needed to produce the 

Rituals

or the spell can be cast as a ritual. The ritual version of a 

spell takes 10 minutes longer to cast than normal. It also 

-

feature that grants the ability to do so. The cleric and the 

also have the spell prepared or on his or her list of spells 

-

Casting a Spell

 Each spell description in this chapter begins with a 

-

Casting in Armor
Because of the mental focus and precise gestures re-

too distracted and physically hampered by your armor for 

spellcasting.

Casting Time

time to cast.

Bonus Action

Reactions
Some spells can be cast as reactions. These spells take 

a fraction of a second to bring about and are cast in re-

the spell description tells you exactly when you can do so.

Longer Casting Times
Certain spells (including spells cast as rituals) require 

more time to cast: minutes or even hours. When you cast 

a spell with a casting time longer than a single action or 

-

must start over.

Range

a spell like magic missile

spell like 

 Most spells have ranges expressed in feet. Some spells 

can target only a creature (including you) that you touch. 

shield

These spells have a range of self.

-

Components

-

-
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Verbal (V)
Most spells require the chanting of mystic words. The 

-

silence

cast a spell with a verbal component.

Somatic (S)
Spellcasting gestures might include a forceful gesticula-

tion or an intricate set of gestures. If a spell requires a so-

one hand to perform these gestures.

Material (M)

in parentheses in the component entry. A character can 

use a component pouch or a spellcasting focus (found 

-

can cast the spell.

 If a spell states that a material component is consumed 

each casting of the spell.

 A spellcaster must have a hand free to access these 

be the same hand that he or she uses to perform somatic 

components.

Duration

until the spells are dispelled or destroyed.

Instantaneous

an instant.

Concentration
Some spells require you to maintain concentration in or-

such a spell ends.

-

tration at any time (no action required).

interfere with concentration. The following factors can 

break concentration:

• Casting another spell that requires concentration. 

on two spells at once.

• Taking damage. Whenever you take damage while you 

-

tion saving throw to maintain your concentration. The 

number is higher. If you take damage from multiple 

you make a separate saving throw for each source 

of damage.

• Being incapacitated or killed.

on a spell if you are incapacitated or if you die.

 The DM might also decide that certain environmental 

DC 10 Constitution saving throw to maintain concentra-

tion on a spell.

Targets
A typical spell requires you to pick one or more targets 

A Clear Path to the Target

near side of that obstruction.

Targeting Yourself

Areas of Effect
Spells such as burning hands and cone of cold cover an 

-

point of 

origin

The rules for each shape specify how you position its 

creature or an object.

of origin. If no unblocked straight line extends from the 

cover (see page 36).

Cone
A cone extends in a direction you choose from its point of 
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Cube

as the length of each side.

Cylinder

circle must either be on the ground or at the height of the 

lines from the point of origin to the perimeter of the cir-

distance equal to the height of the cylinder.

Line
A line extends from its point of origin in a straight path 

Sphere

-

pressed as a radius in feet that extends from the point.

Saving Throws
Many spells specify that a target can make a saving 

what happens on a success or failure.

Spell save DC =  

Attack Rolls
Some spells require the caster to make an attack 

-

tended target.

= your proficiency bonus + 

your spellcasting ability modifier

Spell Descriptions
The spells are presented in alphabetical order. 

Acid Splash
Conjuration cantrip

Casting Time: 1 action

Range: 60 feet

Components:

Duration: Instantaneous

be within 5 feet of each other. A target must succeed on a 

Dexterity saving throw or take 1d6 acid damage.

Aid
2nd-level abjuration

Casting Time: 1 action

Range: 30 feet

Components:

Duration: 8 hours

-

solve. Choose up to three creatures within range. Each 

-

crease by 5 for the duration.

When you cast this spell using a 

-

crease by an additional 5 for each slot level above 2nd.

Arcane Lock
2nd-level abjuration

Casting Time: 1 action

Range: Touch

Components:

which the spell consumes)

Duration: Until dispelled

-

the creatures you designate when you cast this spell can 

-

til it is broken or the spell is dispelled or suppressed. 

Casting knock on the object suppresses arcane lock for 

10 minutes.

to break or force open; the DC to break it or pick any 

locks on it increases by 10.

Augury
2nd-level divination (ritual)

Casting Time: 1 minute

Range: Self

Components:

similar tokens worth at least 25 gp)

Duration: Instantaneous

you receive an omen from an otherworldly entity about 

take within the next 30 minutes. The DM chooses from 

the following possible omens:

Weal

Woe

Weal and woe

Nothing

-

-

ing of additional spells or the loss or gain of a companion.
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If you cast the spell two or more times before complet-

-

dom reading. The DM makes this roll in secret.

Beacon of Hope
3rd-level abjuration

Casting Time: 1 action

Range: 30 feet

Components: 

Duration: 

This spell bestows hope and vitality. Choose any number 

has advantage on Wisdom saving throws and death 

points possible from any healing.

Bless
1st-level enchantment

Casting Time: 1 action

Range: 30 feet

Components:

Duration:

range. Whenever a target makes an attack roll or a saving 

add the number rolled to the attack roll or saving throw.

 When you cast this spell using a 

-

tional creature for each slot level above 1st.

Blur
2nd-level illusion

Casting Time: 1 action

Range: Self

Components: V

Duration:

disadvantage on attack rolls against you. An attacker is 

Burning Hands
1st-level evocation

Casting Time: 1 action

Range: Self (15-foot cone)

Components:

Duration: Instantaneous

-

successful one.

  When you cast this spell using a 

1d6 for each slot level above 1st.

Charm Person
1st-level enchantment

Casting Time: 1 action

Range: 30 feet

Components:

Duration: 1 hour

spell ends or until you or your companions do anything 

harmful to it. The charmed creature regards you as a 

knows it was charmed by you.

  When you cast this spell using 

additional creature for each slot level above 1st. The 

creatures must be within 30 feet of each other when you 

target them.

Command
1st-level enchantment

Casting Time: 1 action

Range: 60 feet

Components: V

Duration: 1 round

see within range. The target must succeed on a Wisdom 

saving throw or follow the command on its next turn. 

Augury
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harmful to it.

might issue a command other than one described here. If 

  The target moves toward you by the short-

within 5 feet of you.

  The target drops whatever it is holding and then 

ends its turn.

  The target spends its turn moving away from you 

by the fastest available means.

  The target falls prone and then ends its turn.

 

needed to remain in the air.

  When you cast this spell using 

additional creature for each slot level above 1st. The 

creatures must be within 30 feet of each other when you 

target them.

Comprehend Languages
1st-level divination (ritual)

Casting Time: 1 action

Range: Self

Components:

Duration: 1 hour

-

ing the surface on which the words are written. It takes 

about 1 minute to read one page of text.

-

ten language.

Crusader’s Mantle
3rd-level evocation

Casting Time: 1 action

Range: Self

Components: V

Duration:

Holy power radiates from you in an aura with a 30-foot 

(including you) deals an extra 1d4 radiant damage when 

it hits with a weapon attack.

Cure Wounds
1st-level evocation

Casting Time: 1 action

Range: Touch

Components: 

Duration: Instantaneous

A creature you touch regains a number of hit points equal 

  When you cast this spell using a 

1d8 for each slot level above 1st.

Dancing Lights
Evocation cantrip

Casting Time: 1 action

Range: 120 feet

Components:

or a glowworm)

Duration:

combine the four lights into one glowing vaguely human-

each light sheds dim light in a 10-foot radius.

up to 60 feet to a new spot within range. A light must be 

Darkness
2nd-level evocation

Casting Time: 1 action

Range: 60 feet

Components:

piece of coal)

Duration:

Magical darkness spreads from a point you choose 

-

tion. The darkness spreads around corners. A creature 

-

 If the point you choose is on an object you are holding 

-

anates from the object and moves with it. Completely cov-

-

ated the light is dispelled.

Detect Magic
1st-level divination (ritual)

Casting Time: 1 action

Range: Self

Components:

Duration: 

your action to see a faint aura around any visible creature 
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Disguise Self
1st-level illusion

Casting Time: 1 action

Range: Self

Components:

Duration: 1 hour

-

until the spell ends or until you use your action to dismiss 

so you must adopt a form that has the same basic ar-

is up to you.

 The changes wrought by this spell fail to hold up to 

anyone who touches it would feel nothing or would feel 

your head and hair. If you use this spell to appear thinner 

touch you would bump into you while it was seemingly 

still in midair.

its action to inspect your appearance and must succeed 

on an Intelligence (Investigation) check against your 

spell save DC.

Dispel Magic
3rd-level abjuration

Casting Time: 1 action

Range: 120 feet

Components: 

Duration: Instantaneous

range. Any spell of 3rd level or lower on the target ends. 

an ability check using your spellcasting ability. The DC 

spell ends.

  When you cast this spell using a 

or less than the level of the spell slot you used.

Divine Favor
1st-level evocation

Casting Time: 1 bonus action

Range: Self

Components:

Duration:

damage on a hit.

Faerie Fire
1st-level evocation

Casting Time: 1 action

Range: 60 feet

Components: V

Duration:

Each object in a 20-foot cube within range is outlined in 

the area when the spell is cast is also outlined in light if 

Fear
3rd-level illusion

Casting Time: 1 action

Range: Self (30-foot cone)

Components:

heart of a hen)

Duration:

fears. Each creature in a 30-foot cone must succeed on a 

Wisdom saving throw or drop whatever it is holding and 

become frightened for the duration.

Dash action and move away from you by the safest avail-

to move. If the creature ends its turn in a location where 

ends for that creature.

Feather Fall
1st-level transmutation

Casting Time:

creature within 60 feet of you falls

Range: 60 feet

Components:

Duration: 1 minute

the spell ends for that creature.

Fireball
3rd-level evocation

Casting Time: 1 action

Range: 150 feet

Components:

Duration: Instantaneous

point you choose within range and then blossoms with 

in a 20-foot-radius sphere centered on that point must 

successful one.

 When you cast this spell using a 

1d6 for each slot level above 3rd.
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Fire Bolt
Evocation cantrip

Casting Time: 1 action

Range: 120 feet

Components:

Duration: Instantaneous

range. Make a ranged spell attack against the target. On a 

Flaming Sphere
2nd-level conjuration

Casting Time: 1 action

Range: 60 feet

Components: -

Duration: 

space of your choice within range and lasts for the dura-

tion. Any creature that ends its turn within 5 feet of the 

sphere must make a Dexterity saving throw. The creature 

damage on a successful one.

-

-

riers up to 5 feet tall and jump it across pits up to 10 feet 

-

dius and dim light for an additional 20 feet.

 When you cast this spell using a 

1d6 for each slot level above 2nd.

Fly
3rd-level transmutation

Casting Time: 1 action

Range: Touch

Components:

Duration: 

  When you cast this spell using a 

-

tional creature for each slot level above 3rd.

Guidance
Divination cantrip

Casting Time: 1 action

Range: Touch

Components: 

Duration: 

to one ability check of its choice. It can roll the die before 

or after making the ability check. The spell then ends.

Guiding Bolt
1st-level evocation

Casting Time: 1 action

Range: 120 feet

Components: 

Duration: 1 round

within range. Make a ranged spell attack against the tar-

the next attack roll made against this target before the 

-

cal dim light glittering on the target until then.

When you cast this spell using a 

1d6 for each slot level above 1st.

Flaming Sphere
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Haste
3rd-level transmutation

Casting Time: 1 action

Range: 30 feet

Components:

Duration:

Choose a willing creature that you can see within range. 

turns. That action can be used only to take the Attack 

an Object action.

sweeps over it.

Healing Word
1st-level evocation

Casting Time: 1 bonus action

Range: 60 feet

Components: V

Duration: Instantaneous

A creature of your choice that you can see within range 

constructs.

 When you cast this spell using a 

1d4 for each slot level above 1st.

Hold Person
2nd-level enchantment

Casting Time: 1 action

Range: 60 feet

Components: 

Duration: 

Choose a humanoid that you can see within range. The 

target must succeed on a Wisdom saving throw or be 

the target can make another Wisdom saving throw. On a 

 When you cast this spell using a 

-

tional humanoid for each slot level above 2nd. The hu-

manoids must be within 30 feet of each other when you 

target them.

Identify
1st-level divination (ritual)

Casting Time: 1 minute

Range: Touch

Components: 

an owl feather)

Duration: Instantaneous

the casting of the spell. If it is a magic item or some other 

Inflict Wounds
1st-level necromancy

Casting Time: 1 action

Range: Touch

Components: 

Duration: Instantaneous

Make a melee spell attack against a creature you can 

 When you cast this spell using a 

1d10 for each slot level above 1st.

Invisibility
2nd-level illusion

Casting Time: 1 action

Range: Touch

Components: 

Duration:

A creature you touch becomes invisible until the spell 

ends. Anything the target is wearing or carrying is invis-

for a target that attacks or casts a spell.

  When you cast this spell using a 

-

tional creature for each slot level above 2nd.

Knock
2nd-level transmutation

Casting Time: 1 action

Range: 60 feet

Components: V

Duration: Instantaneous

Choose an object that you can see within range. The 

magical means that prevents access.

 A target that is held shut by a mundane lock or that 

-

is unlocked.

 If you choose a target that is held shut with arcane lock

time the target can be opened and shut normally.

Lesser Restoration
2nd-level abjuration

Casting Time: 1 action

Range: Touch

Components:

Duration: Instantaneous
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Levitate
2nd-level transmutation

Casting Time: 1 action

Range: 60 feet

Components:

piece of golden wire bent into a cup shape with a long 

shank on one end)

Duration:

One creature or loose object of your choice that you 

remains suspended there for the duration. The spell 

can levitate a target that weighs up to 500 pounds. An 

unwilling creature that succeeds on a Constitution saving 

The target can move only by pushing or pulling against 

ground if it is still aloft.

Light
Evocation cantrip

Casting Time: 1 action

Range: Touch

Components: 

Duration: 1 hour

light in a 20-foot radius and dim light for an additional 

20 feet. The light can be colored as you like. Completely 

covering the object with something opaque blocks the 

light. The spell ends if you cast it again or dismiss it as 

an action.

If you target an object held or worn by a hostile crea-

throw to avoid the spell.

Lightning Bolt
3rd-level evocation

Casting Time: 1 action

Range: Self (100-foot line)

Components:

Duration: Instantaneous

A stroke of lightning forming a line 100 feet long and 5 

feet wide blasts out from you in a direction you choose. 

Each creature in the line must make a Dexterity saving 

throw. A creature takes 8d6 lightning damage on a failed 

 When you cast this spell using a 

1d6 for each slot level above 3rd.

Longstrider
1st-level transmutation

Casting Time: 1 action

Range: Touch

Components:

Duration: 1 hour

feet until the spell ends.

  When you cast this spell using a 

-

tional creature for each slot level above 1st.

Mage Armor
1st-level abjuration

Casting Time: 1 action

Range: Touch

Components: 

Duration: 8 hours

and a protective magical force surrounds it until the spell 

dismiss the spell as an action.

Levitate
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Mage Hand
Conjuration cantrip

Casting Time: 1 action

Range: 30 feet

Components: 

Duration: 1 minute

within range. The hand lasts for the duration or until 

you dismiss it as an action. The hand vanishes if it is 

ever more than 30 feet away from you or if you cast this 

spell again.

move the hand up to 30 feet each time you use it.

more than 10 pounds.

Magic Missile
1st-level evocation

Casting Time: 1 action

Range: 120 feet

Components:

Duration: Instantaneous

dart hits a creature of your choice that you can see within 

them to hit one creature or several.

 When you cast this spell using a 

more dart for each slot level above 1st.

Magic Weapon
2nd-level transmutation

Casting Time: 1 bonus action

Range: Touch

Components:

Duration:

attack rolls and damage rolls.

 When you cast this spell using a 

Major Image
3rd-level illusion

Casting Time: 1 action

Range: 120 feet

Components:

Duration:

other visible phenomenon that is no larger than a 20-

foot cube. The image appears at a spot that you can see 

within range and lasts for the duration. It seems com-

-

use your action to cause the image to move to any other 

can alter its appearance so that its movements appear 

-

 Physical interaction with the image reveals it to be an 

that uses its action to examine the image can determine 

that it is an illusion with a successful Intelligence (Inves-

tigation) check against your spell save DC. If a creature 

-

come faint to the creature.

  When you cast this spell using a 

-

Mass Healing Word
3rd-level evocation

Casting Time: 1 bonus action

Range: 60 feet

Components: V

Duration: Instantaneous

of your choice that you can see within range regain hit 

 When you cast this spell using a 

1d4 for each slot level above 3rd. 

Mending
Transmutation cantrip

Casting Time: 1 minute

Range: Touch

Components:

Duration: Instantaneous

This spell repairs a single break or tear in an object

long as the break or tear is no larger than 1 foot in

former damage.

 This spell can physically repair a magic item

such an object.

Minor Illusion
Illusion cantrip

Casting Time: 1 action

Range: 30 feet

Components:

Duration: 1 minute

that lasts for the duration. The illusion also ends if you 

dismiss it as an action or cast this spell again.
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you choose. The sound continues unabated throughout 

times before the spell ends.

can pass through it.

 If a creature uses its action to examine the sound or im-

a successful Intelligence (Investigation) check against 

your spell save DC. If a creature discerns the illusion for 

Misty Step
2nd-level conjuration

Casting Time: 1 bonus action

Range: Self

Components: V

Duration: Instantaneous

feet to an unoccupied space that you can see.

Poison Spray
Conjuration cantrip

Casting Time: 1 action

Range: 10 feet

Components:

Duration: Instantaneous

palm. The creature must succeed on a Constitution sav-

ing throw or take 1d12 poison damage.

Prestidigitation
Transmutation cantrip

Casting Time: 1 action

Range: 10 feet

Components:

Duration: Up to 1 hour

This spell is a minor magical trick that novice 

• 

• 

• 

than 1 cubic foot.

• 

material for 1 hour.

• 

an object or a surface for 1 hour.

• 

your next turn.

Ray of Frost
Evocation cantrip

Casting Time: 1 action

Range: 60 feet

Components:

Duration: Instantaneous

A frigid beam of blue-white light streaks toward a crea-

ture within range. Make a ranged spell attack against the 

reduced by 10 feet until the start of your next turn.

Remove Curse
3rd-level abjuration

Casting Time: 1 action

Range: Touch

Components:

Duration: Instantaneous

-

object so it can be removed or discarded.

Resistance
Abjuration cantrip

Casting Time: 1 action

Range: Touch

Components: 

Duration: 

to one saving throw of its choice. It can roll the die before 

or after making the saving throw. The spell then ends.

Revivify
3rd-level necromancy

Casting Time: 1 action

Range: Touch

Components: 

spell consumes)

Duration: Instantaneous

That creature returns to life with 1 hit point. This spell 

can it restore any missing body parts.

Sacred Flame
Evocation cantrip

Casting Time: 1 action

Range: 60 feet

Components:

Duration: Instantaneous
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Flame-like radiance descends on a creature that you can 

see within range. The target must succeed on a Dexterity 

saving throw or take 1d8 radiant damage. The target 

Sanctuary
1st-level abjuration

Casting Time: 1 bonus action

Range: 30 feet

Components: 

Duration: 1 minute

-

choose a new target or lose the attack or spell. This spell 

-

Sending
3rd-level evocation

Casting Time: 1 action

Range: Unlimited

Components:

Duration: 1 round

to a creature with which you are familiar. The creature 

immediately. The spell enables creatures with Intelli-

gence scores of at least 1 to understand the meaning of 

your message.

Shatter
2nd-level evocation

Casting Time: 1 action

Range: 60 feet

Components:

Duration: Instantaneous

from a point of your choice within range. Each creature 

in a 10-foot-radius sphere centered on that point must 

make a Constitution saving throw. A creature takes 3d8 

on a successful one. A creature made of inorganic mate-

this saving throw.

 When you cast this spell using a 

1d8 for each slot level above 2nd.

Shield
1st-level abjuration

Casting Time:

hit by an attack or targeted by the magic missile spell

Range: Self

Components:

Duration: 1 round

An invisible barrier of magical force appears and protects 

take no damage from magic missile.

Shield of Faith
1st-level abjuration

Casting Time: 1 bonus action

Range: 60 feet

Components: 

holy text written on it)

Duration: 

the duration.

Shocking Grasp
Evocation cantrip

Casting Time: 1 action

Range: Touch

Components: 

Duration: Instantaneous

Lightning springs from your hand to deliver a shock to 

a creature you try to touch. Make a melee spell attack 

-

tions until the start of its next turn.

Silence
2nd-level illusion (ritual)

Casting Time: 1 action

Range: 120 feet

Components: 

Duration:

through a 20-foot-radius sphere centered on a point you 

choose within range. Any creature or object entirely in-

-

tures are deafened while entirely inside it. Casting a spell 

that includes a verbal component is impossible there.

Silent Image
1st-level illusion

Casting Time: 1 action

Range: 60 feet

Components:

Duration:

other visible phenomenon that is no larger than a 15-foot 
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cube. The image appears at a spot within range and lasts 

-

you can alter its appearance so that its movements ap-

so that it appears to be walking.

 Physical interaction with the image reveals it to be an 

that uses its action to examine the image can determine 

that it is an illusion with a successful Intelligence (Inves-

tigation) check against your spell save DC. If a creature 

through the image.

Sleep
1st-level enchantment

Casting Time: 1 action

Range: 90 feet

Components: 

a cricket)

Duration: 1 minute

This spell sends creatures into a magical slumber. Roll 

5d8; the total is how many hit points of creatures this 

their current hit points (ignoring unconscious creatures).

 Starting with the creature that has the lowest current 

-

or someone uses an action to shake or slap the sleeper 

before moving on to the creature with the next lowest hit 

 When you cast this spell using a 

each slot level above 1st.

Spider Climb
2nd-level transmutation

Casting Time: 1 action

Range: Touch

Components:

Duration: 

free. The target also gains a climbing speed equal to its 

walking speed.

Spirit Guardians
3rd-level conjuration

Casting Time: 1 action

Range: Self (15-foot radius)

Components:

Duration: 

to a distance of 15 feet for the duration. If you are good or 

-

damage (if you are good or neutral) or 3d8 necrotic dam-

takes half as much damage.

 When you cast this spell using a 

1d8 for each slot level above 3rd.

Spiritual Weapon
2nd-level evocation

Casting Time: 1 bonus action

Range: 60 feet

Components: 

Duration: 1 minute

lasts for the duration or until you cast this spell again. 

attack against a creature within 5 feet of the weapon. On 

weapon up to 20 feet and repeat the attack against a crea-

ture within 5 feet of it.

 The weapon can take whatever form you choose. 

Clerics of deities who are associated with a particular 

weapon (as St. Cuthbert is known for his mace and 

that weapon.

 When you cast this spell using a 

1d8 for every two slot levels above the 2nd.

Suggestion
2nd-level enchantment

Casting Time: 1 action

Range: 30 feet

Components:

honeycomb or a drop of sweet oil)

Duration: 

within range that can hear and understand you. Crea-

The suggestion must be worded in such a manner as to 

make the course of action sound reasonable. Asking the 

-

the spell.

 The target must make a Wisdom saving throw. On a 

to the best of its ability. The suggested course of action 

can continue for the entire duration. If the suggested 
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-

-

spell ends.

Thaumaturgy
Transmutation cantrip

Casting Time: 1 action

Range: 30 feet

Components: V

Duration: Up to 1 minute

• 

for 1 minute.

• 

color for 1 minute.

• 

for 1 minute.

• 

• 

• 

Thunderwave
1st-level evocation

Casting Time: 1 action

Range: Self (15-foot cube)

Components: 

Duration: Instantaneous

A wave of thunderous force sweeps out from you. Each 

creature in a 15-foot cube originating from you must 

creature takes 2d8 thunder damage and is pushed 10 feet 

thunderous boom audible out to 300 feet.

 When you cast this spell using a 

1d8 for each slot level above 1st.

Vicious Mockery
Enchantment cantrip

Casting Time: 1 action

Range: 60 feet

Components: V

Duration: Instantaneous

-

ments at a creature you can see within range. If the target 

succeed on a Wisdom saving throw or take 1d4 psychic 

damage and have disadvantage on the next attack roll it 

makes before the end of its next turn.

Warding Bond
2nd-level abjuration

Casting Time: 1 action

Range: Touch

Components: 

for the duration)

Duration: 1 hour

This spell wards a willing creature you touch and creates 

a mystic connection between you and the target until the 

-

you take the same amount of damage.

 The spell ends if you drop to 0 hit points or if you and 

the target become separated by more than 60 feet. It also 

ends if the spell is cast again on either of the connected 

Web
2nd-level conjuration

Casting Time: 1 action

Range: 60 feet

Components: 

Duration: 

terrain and lightly obscure their area.

ends at the start of your next turn. Webs layered over a 

 Each creature that starts its turn in the webs or that 

enters them during its turn must make a Dexterity saving 

as it remains in the webs or until it breaks free.

 A creature restrained by the webs can use its action to 

make a Strength check against your spell save DC. If it 



63
Appendix A: sidekicks

Appendix A: Sidekicks
-

your party. This appendix presents the game statistics for 

Expert

Spellcaster

your foes or heal you and your friends

Warrior

your foes or defending you and your allies

The DM will either tell you which type of sidekick to use 

who controls the sidekick in play.

Sidekick Stat Blocks

A stat block contains things like ability scores and hit 

action options in the combat section of chapter 2.

These stat blocks work with any character race. If you 

the appropriate racial traits from chapter 1.

-

Spellcaster
1st-level Medium humanoid

Armor Class
Hit Points
Speed 30 ft.

 STR DEX CON INT WIS CHA

Saving Throws
Skills
Senses passive Perception 12
Languages Common, plus one of your choice

Magical Role. Choose a role for the spellcaster: healer or mage. 
Your choice determines which Spellcasting trait to use below.

Spellcasting (Healer). The spellcaster’s spellcasting ability is 

spellcaster has following cleric spells prepared:

guidance, 
cure wounds

Spellcasting (Mage). The spellcaster’s spellcasting ability is 

spellcaster has following wizard spells prepared:

, light
sleep

Actions
Melee Weapon Attack: 

target. Hit: -
ing damage if used with two hands.

Expert
1st-level Medium humanoid

Armor Class
Hit Points
Speed 30 ft.

 STR DEX CON INT WIS CHA

Saving Throws
Skills

Senses passive Perception 10
Languages Common, plus one of your choice

Helpful. The expert can take the Help action as a bonus action.

Tools. The expert has thieves’ tools and a musical instrument.

Actions
Shortsword. Melee Weapon Attack: 
target. Hit:

Dagger. Melee or Ranged Weapon Attack:
range 20/60 ft., one target. Hit:

Shortbow. Ranged Weapon Attack:
one target. Hit:

Warrior
1st-level Medium humanoid

Armor Class
Hit Points
Speed 30 ft.

 STR DEX CON INT WIS CHA

Saving Throws
Skills
Senses passive Perception 13
Languages Common, plus one of your choice

Martial Role. The warrior has one of the following traits of 
your choice:

Attacker. The warrior gains a +2 bonus to attack rolls.
Defender. The warrior gains the Protection reaction below.

Actions
Longsword. Melee Weapon Attack: -
get. Hit:
damage if used with two hands.

Longbow. Ranged Weapon Attack:
one target. Hit:

Reactions
Protection (Defender Only). The warrior imposes disadvantage 

isn’t the warrior. The warrior must be able to see the attacker.
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Proficiencies

experts are 

and light armor; spellcasters

weapons and light armor; and warriors

Sidekick Level

experience points and reaches new levels the same way a 

using the hit point maximum for its level on the appropri-

current level and any earlier levels on that table.

Experts Beyond 1st Level
Level Hit Points New Features

2nd Cunning Action. On the expert’s turn 
in combat, it can take the Dash, Disen-
gage, or Hide action as a bonus action.

3rd Expertise. Choose two of the expert’s 
-

nus is doubled for any ability check the 
expert makes that uses either of the 

Ability Score Improvement. The ex-
pert’s Dex. score increases by 2, raising 

-
lowing numbers by 1: the Dex. saving 

-
nuses to hit and damage of the expert’s 
weapon attacks.

-
ciency bonus increases by 1, so make 
the following changes in the stat block: 
increase the bonuses in the Saving 
Throws and Skills entries by 1, and in-
crease the bonuses to hit of the weapon 
attacks by 1.

6th Extra Attack. The expert can attack 
twice, instead of once, whenever it 
takes the Attack action on its turn.

Spellcasters Beyond 1st Level
Level Hit Points New Features

2nd Spellcasting. The spellcaster learns 
another 1st-level spell: bless
burning hands

3rd Spellcasting. The spellcaster gains one 
1st-level spell slot. The spellcaster also 
learns another 1st-level spell: shield of 
faith shield

Level Hit Points New Features

Ability Score Improvement. The spell-

score increases by 2, raising the mod-

numbers by 1: the spellcaster’s spell 
save DC and the bonus to hit of spell 
attacks, the bonuses in the Skills entry 
of the mage, the Wisdom saving throw 
bonus of the healer, and the passive 
Perception of the healer.

Spellcasting. The spellcaster learns 
another cantrip: resistance
mage hand

The spellcaster’s 

make the following changes in the stat 
block: increase the bonuses in the Sav-
ing Throws and Skills entries by 1, and 
increase the bonuses to hit of its spell 
and weapon attacks by 1.

Spellcasting. The spellcaster gains one 
1st-level spell slot and two 2nd-level 
spell slots. The spellcaster also learns 
one 2nd-level spell: aid
invisibility

6th Potent Cantrips. The spellcaster can 

the damage it deals with any cantrip.

Warriors Beyond 1st Level
Level Hit Points New Features

2nd Second Wind. The warrior can use a 
bonus action on its turn to regain hit 
points equal to 1d10 + its level. If it 
does so, it can’t use this feature again 

3rd Improved Critical. The warrior’s attack 
rolls now score a critical hit on a roll of 
19 or 20 on the d20.

Ability Score Improvement. The war-
rior’s Str. score increases by 2, raising 

-
rior’s Athletics bonus by 1, and increase 
the bonuses to hit and damage of the 
warrior’s melee weapon attack by 1.

-
ciency bonus increases by 1, so make 
the following changes in the stat block: 
increase the bonuses in the Saving 
Throws and Skills entries by 1, increase 
the passive Perception by 1, and in-
crease the bonuses to hit of the weapon 
attacks by 1.

6th Extra Attack. The warrior can attack 
twice, instead of once, whenever it 
takes the Attack action on its turn.



Conditions alter a creature’s capabilities in a variety of 

ways and can arise as a result of a spell, a class feature, a 

blinded, are impairments, but a few, such as invisible, can 

 A condition lasts either until it is countered (the prone 

condition is countered by standing up, for example) or for a 

-

ture, each instance of the condition has its own duration, 

-

Blinded
• A blinded creature can’t see and automatically fails any 

• Attack rolls against the creature have advantage, and the 

Charmed
• A charmed creature can’t attack the charmer or target 

• The charmer has advantage on any ability check to inter-

Deafened
• A deafened creature can’t hear and automatically fails 

Frightened
• A frightened creature has disadvantage on ability checks 

and attack rolls while the source of its fear is within line 

• The creature can’t willingly move closer to the source of 

Grappled
• A grappled creature’s speed becomes 0, and it can’t ben-

• The condition ends if the grappler is incapacitated (see 

• -

pled creature from the reach of the grappler or grappling 

thunder wave

Incapacitated
• 

Invisible
• An invisible creature is impossible to see without the 

location can be detected by any noise it makes or any 

• Attack rolls against the creature have disadvantage, and 

Paralyzed
• A paralyzed creature is incapacitated (see the condition) 

• The creature automatically fails Strength and Dexterity 

• 

• Any attack that hits the creature is a critical hit if the 

Petrified
• 

nonmagical object it is wearing or carrying, into a solid 

• The creature is incapacitated (see the condition), can’t 

• 

• The creature automatically fails Strength and Dexterity 

• 

• The creature is immune to poison and disease, although 

a poison or disease already in its system is suspended, 

Poisoned
• A poisoned creature has disadvantage on attack rolls 

Prone
• A prone creature’s only movement option is to crawl, 

• 

• An attack roll against the creature has advantage if the 

Restrained
• A restrained creature’s speed becomes 0, and it can’t 

• Attack rolls against the creature have advantage, and the 

• The creature has disadvantage on Dexterity saving 

Stunned
• A stunned creature is incapacitated (see the condition), 

• The creature automatically fails Strength and Dexterity 

• 

Unconscious
• An unconscious creature is incapacitated (see the 

condition), can’t move or speak, and is unaware of its 

• 

• The creature automatically fails Strength and Dexterity 

• 

• Any attack that hits the creature is a critical hit if the 

Appendix B: Conditions
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