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Introduction 
In any new campaign there will always be different specific 
rules that are important for all the players to know and 
understand.  This document will cover any changes to 
standard rules, what optional rules will be used, and any 
homebrew content that has been created for this 
campaign. 

This is a fluid and changing document and will change 
frequently in the beginning of the Campaign.  As the players 
learn different details that are important, these too will be 
added here. 

This Campaign is called “The Cataclysm of the Primordial 
Orders”.  It is based off one specific Wizards of the Coast 
module, but heavily modified to address the much larger 
player pool as well as adding in individual hooks for each of 
the created characters. 

Certain sections from the Player’s Handbook and Dungeon 
Master’s Guide have been reproduced here to ensure 
everyone is on the same page about a few of the basic rules 
and concepts. 

How to Play 
The play of the Dungeons and Dragon game unfolds 
according to this basic pattern. 

[1] The DM describes the environment. The DM tells the 
players where their adventurers are and what's around 
them, presenting the basic scope of options that present 
themselves (how many doors lead out of a roam, what's on 
a table, who's in the tavern, and so on). 

[2] The players describe what they want to do. Sometimes 
one player speaks for the whole party, saying, "We’ll take 
the east door," for example. Other times, different 
adventurers do different things: one adventurer might 
search a treasure chest while a second examines an esoteric 
symbol engraved on a wall and a third keeps watch for 
monsters. The players don't need to take turns, but the DM 
listens to every player and decides how to resolve those 
actions. 

Sometimes, resolving a task is easy. If an adventurer wants 
to walk across a roam and open a door, the DM might just 
say that the door opens and describe what lies beyond. But 
the door might be locked, the floor might hide a deadly trap, 
or some other circumstance might make it challenging for 
an adventurer to complete a task. In those cases, the DM 
decides what happens, often relying on the roll of a die to 
determine the results of an action. 

In any of these cases, the Player will describe what their 
actions are, and the DM will determine what the roll will be 
if any.  In some cases, it might be Passive Perception, it 
might be an Investigation roll, or anything else that the DM 
feels is applicable.  Every situation depends on the 
environment as well as what specific action the Player 
takes.  Both influence what the result might be.  But in the 
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end, the DM will determine if a roll occurs, what type of roll 
that will be, and will requires the Player to make that roll if 
appropriate. 

[3] The DM narrates the results of the adventurers' 
actions. Describing the results often leads to another 
decision point, which brings the flow of the game right back 
to step 1. 

This pattern holds whether the adventurers are cautiously 
exploring a ruin, talking to a devious prince, or locked in 
mortal combat against a mighty dragon. In certain 
situations, particularly combat, the action is more 
structured, and the players (and DM) do take turns 
choosing and resolving actions. But most of the time, play 
is fluid and flexible, adapting to the circumstances of the 
adventure. 

Often the action of an adventure takes place in the 
imagination of the players and DM, relying on the DM's 
verbal descriptions to set the scene. Some DMs like to use 
music, art, are recorded sound effects to help set the mood, 
and many players and DMs alike adopt different voices for 
the various adventurers, monsters, and other characters 
they play in the game. Sometimes, a DM might lay out a 
map and use tokens or miniature figures to represent each 
creature involved in a scene to help the players keep track 
of where everyone is. 

The D20 
Does an adventurer's sword swing hurt a dragon or just 
bounce off its iron-hard scales? Will the ogre believe an 
outrageous bluff? Can a character swim across a raging 
river? Can a character avoid the main blast of a fireball, or 
does he or she take full damage from the blaze? In cases 
where the outcome of an action is uncertain, the Dungeons 
and Dragons game relies on rolls of a 20-sided die, a d20, 
to determine success or failure. 

Every character and monster in the game has capabilities 
defined by six ability scores. The abilities are Strength, 
Dexterity, Constitution, Intelligence, Wisdom, and 
Charisma, and they typically range from 3 to 18 for most 
adventurers. (Monsters might have scores as low as 1 or as 
high as 30.) These ability scores, and the ability modifiers 
derived from them, are the basis for almost every d20 roll 
that a player makes on a character's or monster's behalf. 

Ability checks, attack rolls, and saving throws are the three 
main kinds of d20 rolls, forming the core of the rules of the 
game. All three follow these simple steps. 

 

[1] Roll the die and add a modifier. Roll a d20 and add the 
relevant modifier. This is typically the modifier derived from 
one of the six ability scores, and it sometimes includes a 
proficiency bonus to reflect a character's skill.  

[2] Apply circumstantial bonuses and penalties. A class 
feature, a spell, a particular circumstance, or some other 
effect might give a bonus or penalty to the check.  

[3] Compare the total to a target number. If the total 
equals or exceeds the target number, the ability check, 
attack roll, or saving throw is a success. Otherwise, it's a 
failure. The DM is usually the one who determines target 
numbers and tells players whether their ability checks, 
attack rolls, and saving throws succeed or fail. 

The target number for an ability check or a saving throw is 
called a Difficulty Class (DC). The target number for an 
attack roll is called an Armor Class (AC). 

This simple rule governs the resolution of most tasks in 
Dungeons and Dragon play. 

Advantage and Disadvantage 
Sometimes an ability check, attack roll, or saving throw is 
modified by special situations called advantage and 
disadvantage. Advantage reflects the positive circum- 
stances surrounding a d20 roll, while disadvantage reflects 
the opposite. When you have either advantage or 
disadvantage, you roll a second d20 when you make the 
roll. Use the higher of the two rolls if you have advantage 
and use the lower roll if you have disadvantage. 
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For example: 

If you have disadvantage and roll a 17 and a 5, you use the 
5. If you instead have advantage and roll those numbers, 
you use the 17. 

Specific Beats General 
The Player’s Handbook contains rules, especially in parts 2 
and 3, that govern how the game plays. That said, many 
racial traits, class features, spells, magic items, monster 
abilities, and other game elements break the general rules 
in some way, creating an exception to how the rest of the 
game works. Remember this: If a specific rule contradicts a 
general rule, the specific rule wins. 

Exceptions to the rules are often minor. For instance, many 
adventurers don't have proficiency with longbows, but 
every wood elf does because of a racial trait. That trait 
creates a minor exception in the game. Other examples of 
rule-breaking are more conspicuous. For instance, an 
adventurer can't normally pass-through walls, but some 
spells make that possible. Magic accounts for most of the 
major exceptions to the rules. 

Round Down 
There's one more general rule you need to know at the 
outset. Whenever you divide a number in the game, round 
down if you end up with a fraction, even if the fraction is 
one-half or greater. 

The Three Pillars of 
Adventure 
Adventurers can try to do anything their players can 
imagine, but it can be helpful to talk about their activities in 
three broad categories: exploration, social interaction, and 
combat. 

 

Exploration includes both the adventurers' movement 
through the world and their interaction with objects and 
situations that require their attention. Exploration is the 
give-and-take of the players describing what they want 
their characters to do, and the Dungeon Master telling the 
players what happens as a result. On a large scale, that 
might involve the characters spending a day crossing a 
rolling plain or an hour making their way through caverns 
underground. On the smallest scale, il could mean one 
character pulling a lever in a dungeon room lo see what 
happens. 

 

Social interaction features the adventurers talking to 
someone (or something) else. It might mean demanding 
that a captured scout reveal the secret entrance to the 
goblin lair, getting information from a rescued prisoner, 
pleading for mercy from an ore chieftain, or persuading a 
talkative magic mirror to show a distant location to the 
adventurers. 

The rules in chapters 7 and 8 of the Player’s Handbook 
support exploration and social interaction, as do many class 
features in chapter 3 and personality traits in chapter 4 
from the Player’s Handbook. 

 

Combat, the focus of chapter 9 of the Player’s Handbook, 
involves characters and other creatures swinging weapons, 
casting spells, maneuvering for position, and so to defeat 
their opponents, whether that means killing every enemy, 
taking captives, or forcing a rout. Combat is the most 
structured element of a D&D session, with creatures taking 
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turns to make sure that everyone gets a chance to act. Even 
in the context of a pitched battle, there's still plenty of 
opportunity for adventurers to attempt wacky stunts like 
surfing down a flight of stairs on a shield, to examine the 
environment (perhaps by pulling a mysterious lever), and to 
interact with other creatures, including allies, enemies, and 
neutral parties. 
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Campaign Details 
Everything starts on the date of Mirtul 1st, 1492. 

Calendar 
The Calendar of Harptos was the calendar used across most 
of Faerûn. It was created by the wizard Harptos of Kaalinth, 
although most people associate the word "Harptos" with 
the calendar. It was split into twelve months, each lasting 
three tendays (or thirty days). There were an additional five 
days that fell between months, bringing the total number 
of days in most years to 365. 

 

Date Conventions 
The days making up a tenday did not have formal names. If 
precision was required, the number of the day and the 
number of the tenday were used, as in, "the fourth day of 
the first tenday of Flamerule". Days of the month were 
typically written as the numerical date followed by the 
month name, for example, "15 Hammer" or 
"15th Hammer". Informally or poetically, this could be 
spoken or written as "the 15th of Deepwinter". 
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Months and Festivals 
The names of the months and festivals used in Faerûn were 
as follows: 

Harptos Month and Holiday Table 

Month Pronunciation Name Holidays 
Hammer /ˈhæm.ɚ/ Deepwinter Midwinter 

Alturiak /ɔːlˈtɜːriæk/ awl-TUR-
ee-æk 

Claw of 
Winter  

Ches /tʃes/ Claw of 
Sunsets 

Spring Equinox on 
Ches 19 

Tarsakh /ˈtɑːrsæk/ TAR-sæk 
Claw of 
Storms Greengrass 

Mirtul /ˈmɜːrtəl/ MUR-tuhl The Melting  

Kythorn 
/ˈkaɪθɔːrn/ KIGH-

thorn 
Time of 
Flowers 

Summer Solstice 
on Kythorn 20 

Flamerule 
/ˈfleɪmruːl/ FLAYM-

rool Summertide 

Midsummer and 
 Shieldmeet 

occurs the day 
after Midsummer, 

once every four 
years 

Eleasis /ɛˈlisɪs/ eh-LEE-sis Highsun  

Eleint /ɛˈleɪnt/ eh-LAYNT The Fading 
Autumn Equinox 
on Eleint 21 and 
Highharvestide 

Marpenoth  Leaffall  

Uktar  The Rotting 
Feast of the 

Moon 

Nightal  
The Drawing 

Down 
Winter Solstice on 

Nightal 20 
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Locations 
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Amphail 
The village of Amphail, famous for its horse breeders, lies 
on the Long Road, a good three-day ride north of 
Waterdeep through rolling farmlands. By night or in a 
snowstorm, a traveler can locate this quiet, beautiful village 
by the thick stands of dusk wood and spruce that cluster 
along the road nearby. In summer, the stench of horse 
manure gives outsiders ample evidence of the town’s 
presence. 

This farming village is pleasant to the eyes of all. In hot 
summer weather, though, it is only pleasant to the noses of 
those who like horse manure. The folk of Amphail is famous 
for breeding and training horses. They have traditionally 
equipped the noble families and armies of Waterdeep and 

the armies of Neverwinter, as well as merchants and 
satraps of Amn and Calimshan. 

Amphail’s horse farms have traditionally equipped the 
noble families and armies of Waterdeep and Neverwinter, 
as well as merchants and satraps from Amn and Calimshan. 
Amphail grays are famous across Faerûn as intelligent, 
loyal, and hardy personal mounts. Most soldiers, however, 
prefer the larger, more powerful, glossy black chargers that 
Amphail’s breeders produce. 

Amphail is a small but prosperous place, the sort of town a 
hurried traveler can ride through without noticing much of 
interest, thereby missing a great deal. 

 

 

Amphail Town Map 
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Dessarin Valley 
Dessarin Valley, a lightly settled region of caravan towns, 
isolated homesteads, and uninhabited wilderness just a 
week's journey from Waterdeep. 

Nothing of note to the wider world has happened here for 
hundreds of years. 

The frontier long ago receded farther northward, leaving 
behind a quiet backwater littered with ruins. These days, 
the Dessarin Valley has little in common with the popular 
conception of the Savage Frontier. Winters are hard here, 
but the hordes of ores and other hungry monsters are a 
long way off from these parts. 

 If the Dessarin Valley isn't quite as wild and lawless as it 
once was, it's still lightly settled territory that serves as a 
route to distant lands. Residents in places such as Red Larch 

or Triboar boast that their humble settlements are "the 
Gateway to the North." Through these lands pass hundreds 
of caravans and keelboats each year, linking the great ports 
of Waterdeep and Neverwinter with places such as 
Everlund, Mirabar, or Silverymoon. The steady caravan 
traffic breathes life into the towns of this area, supporting 
businesses in the settlements along the Long Road. Inns 
cater to travelers anxious to sleep safely within sturdy walls 
and enjoy good food by a warm fire instead of camping by 
the side of the road. 

In addition to catering to caravans and travelers heading to 
or from the far North, the Dessarin Valley is a breadbasket 
for the hungry populations of Waterdeep and Neverwinter. 
The farms and pastures of the area produce grain, livestock, 
poultry, apples, and hops, then ship them downriver (or 
drive them down the Long Road) to the coast. Few people 
become rich from farming, but farmers in the region do well 
for themselves provided the weather cooperates.  
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Dessarin Valley Map 
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Rassalnatar 
Rassalantar was a hamlet and caravan stop on the Long 
Road, just north of Waterdeep in the Sword Coast North 
region.  Many a traveler has come upon the quiet village of 
Rassalantar and taken comfort in the soft beds and rich ale 
of the Sleeping Dragon, a cozy roadside inn. Few pay much 
attention to the walled farms and grazing sheep around the 

town, and fewer still take notice of the ruined keep hidden 
among the stand of trees west of the village. Yet Waterdeep 
has long maintained a large contingent of its City Guard 
here, using a nearby barracks as the base for outriders who 
infrequently patrol the road north as far as Amphail and 
south to Waterdeep. 

 

Rassalantar Town Map 
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Sword Coast 
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Sword Coast Map 
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Waterdeep 
The City of Splendors is a bustling city on the Sword Coast. 
A rider from Red Larch can reach Waterdeep in seven days, 
three if he or she changes horses often and dares to ride by 
night. Some merchants have termed Waterdeep "the best 
supply center in the world," with the largest collection of 
superb craft workers, experts, useful contacts, and 
potential hirelings to be found anywhere. Others warn that 
it represents a huge army of potential enemies for those 
who aren't careful-and everyone agrees that its busy streets 
are full of spies. 

Waterhavian noble families and guilds hold tremendous 
political and economic sway up and down the Sword Coast, 
but within the city itself, true power lies with the Masked 
Lords of Waterdeep-individuals who convene secretly and 
whose identities are largely unknown. The public face of 
this ruling body is the Open Lord of Waterdeep. The current 
Open Lord, Laeral Silverhand, has held the position for only 
a few months, and many of the city's nobles and guild 
masters are vying for her attention and conspiring to wrest 
power away from her office, while taking advantage of the 
transition to dispose of unwanted rivals. This kind of 
political chaos is "business as usual" for most city residents. 
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Old Style City Map of Waterdeep 
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City Map of Waterdeep 
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Factions 
There are many secrets and not so secret organizations that 
exist around the world.  Some are seeking to do good in the 
world, other much more nefarious, but most are 
somewhere in-between.  Here are the factions that are 
known to the characters.  Basic information about each is 
known, but the details are only known those that belong 
and are more than just an entry level member. 

Emerald Enclave 

 

Description 
This widespread group of wilderness survivalists preserves 
the natural order while rooting out unnatural threats. Many 
of the Enclave's members are barbarians, druids, and 
rangers. Some wander the untamed lands while others 
make their homes on the outskirts of towns and villages, 
where they help to protect travelers from the dangers of 
the wild. 

Harpers 

 

Description 
A scattered network of spellcasters and spies, the Harpers 
advocate equality and covertly oppose the abuse of power, 
magical or otherwise. Agents operate in secret and 
emphasize stealth and subtlety, or at the very least 
discretion. Bards and wizards are their most prominent 
members. 
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Lord’s Alliance 

 

Description 
The Lords' Alliance is a shaky compact of aggressive political 
powers concerned with mutual security and prosperity. 
Fighters and sorcerers are prevalent among alliance agents, 
and they are often glory hounds seeking personal 
recognition. Most agents are lawful or neutral; in the 
courtly circles of the lords, those who don't follow the rules 
seldom last long. Trade along rivers and roads links the 
cities of the Lords' Alliance, so its operatives eliminate 
threats to that trade as soon as they appear. 

Order of the Gauntlet 

 

Description 
This faction is primarily a military organization made up of 
paladins, clerics, and monks. Members of the order are 
faithful and vigilant seekers of justice who protect others 
from the depredations of evildoers. They exact swift 
retribution against those who violate the law. 
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Zhentarim 

 

Description 
This shadow network seeks to expand its influence and 
power base throughout Faerun. Its members coerce, 
persuade, or buy their way into every major area of 
influence. Rogues and warlocks fill the Zhentarim's ranks, 
but the faction recruits any who can conduct its business 
without too many moral reservations. 
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Creating a Character 
There are not any significant changes from the Player’s 
Handbook on the process of creating a character.  We will 
be using D&D Beyond to maintain and manage all the 
player characters.  Any Homebrew content that is required 
will be created within that application. 

Determining Ability Scores 
Much of what your character does in the game depends on 
his or her six abilities: Strength, Dexterity, Constitution, 
Intelligence, Wisdom, and Charisma. Each ability has a 
score, which is a number you record on your character 
sheet. 

The six abilities and their use in the game are described in 
chapter 7 in the Player’s Handbook. The Ability Score 
Summary table provides a quick reference for what 
qualities are measured by each ability, what races increases 
which abilities, and what classes consider each ability 
particularly important. 

You generate your character's six ability scores randomly. 
Roll four 6-sided dice and record the total of the highest 
three dice on a piece of scratch paper. This is repeated 
seven times, so that you have seven numbers in total. 
Choosing the best of the six rolls will make up your base 
attribute pool for you to select where to place them into 
your attributes. 

Now take your six numbers and write each number beside 
one of your character's six abilities to assign scores to 
Strength, Dexterity, Constitution, Intelligence, Wisdom, 
and Charisma. Afterward, make any changes to your ability 
scores because of your race choice. 

After assigning your ability scores, determine your ability 
modifiers using the Ability Scores and Modifiers table. To 
determine an ability modifier without consulting the table, 
subtract 10 from the ability score and then divide the result 
by 2 (round down). Write the modifier next to each of your 
scores. 

Describe Your Character 
Once you know the basic game aspects of your character, 
it's time to flesh him or her out as a person. Your character 
needs a name. Spend a few minutes thinking about what he 
or she looks like and how he or she behaves in general 
terms. 

Using the information in chapter 4 from the Player’s 
Handbook, you can flesh out your character's physical 
appearance and personality traits. Choose your character's 
alignment (the moral compass that guides his or her 
decisions) and ideals. Chapter 4 in the Player’s Handbook 
also helps you identify the things your character holds most 
dear, called bonds, and the flaws that could one day 
undermine him or her. 

Your character's background describes where he or she 
carne from, his or her original occupation, and the 
character's place in the D&D world. Your DM might offer 
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additional backgrounds beyond the ones included in 
chapter 4 of the Player’s Handbook and might be willing to 
work with you to craft a background that's a more precise 
fit for your character concept. 

A background gives your character a background 
feature (a general benefit) and proficiency in two 
skills, and it might also give you additional languages 
or proficiency with certain kinds of tools. Record this 
information, along with the personality information 
you develop, on your character sheet. 

Your Character’s Abilities 
Take your character's ability scores and race into account as 
you flesh out his or her appearance and personality. A very 
strong character with low Intelligence might think and 
behave very differently from a very smart character with 
low Strength. 

For example: 

High Strength usually corresponds with a burly or athletic 
body, while a character with low Strength might be scrawny 
or plump. 

A character with high Dexterity is probably lithe and slim, 
while a character with low Dexterity might be either gangly 
and awkward or heavy and thick-fingered. 

A character with high Constitution usually looks healthy, 
with bright eyes and abundant energy. A character with low 
Constitution might be sickly or Frail. 

A character with high Intelligence might be highly 
inquisitive and studious, while a character with low 
Intelligence might speak simply or easily forget details. 

A character with high Wisdom has good judgment, 
empathy, and a general awareness of what's going on. A 
character with low Wisdom might be absent-minded, 
foolhardy, or oblivious. 

A character with high Charisma exudes confidence, which 
is usually mixed with a graceful or intimidating presence. A 
character with a low Charisma might come across as 
abrasive, inarticulate, or timid. 

 

Choose Equipment 
Your class and background determine your character's 
starting equipment, including weapons, armor, and other 
adventuring gear. Record this equipment on your character 
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sheet. All such items are detailed in chapter 5 in the Player’s 
Handbook. 

Your Strength score limits the amount of gear you can carry. 
Try not to purchase equipment with a total weight (in 
pounds) exceeding your Strength score times 15. The 
Player’s Handbook Chapter 7 has more information on 
carrying capacity. 

 

Beyond 1st Level 
As your character goes on adventures and overcomes 
challenges, he or she gains experience, represented by 
experience points. A character who reaches a specified 
experience point total advances in capability. This 
advancement is called gaining a level. 

When your character gains a level, his or her class often 
grants additional features, as derailed in the class 
description. Some of these features allow you to increase 
your ability scores, either increasing two scores by 1 each 
or increasing one score by 2. You can't increase an ability 
score above 20. In addition, every character’s proficiency 
bonus increases at certain levels. 

Each time you gain a level, you gain 1 additional Hit Die. Roll 
that Hit Die, add your Constitution modifier to the roll, and 
add the total to your hit point maximum.  

When your Constitution modifier increases by 1, your hit 
point maximum increases by 1 for each level you have 
attained.  

For example: 

When Bruenor reaches 8th level as a fighter, he increases 
his Constitution score from 17 to 18, thus increasing his 
Constitution modifier from +3 to +4. His hit point maximum 
then increases by 8, one per level he has achieved. 

The Character Advancement table summarizes the XP you 
need to advance in levels from level 1 through level 20, and 
the proficiency bonus for a character of that level. Consult 
the information in your character's class description to see 
what other improvements you gain at each level. 

While there are two normal methods of advancement; 
Milestone and Experience Points, we will be using 
Experience Points for this Campaign.  I prefer the more 
gradual incremental increases of the advancement to show 
the growth and to give the players a more gradual feeling of 
accomplishments. 

Tiers of Play 
The shading in the Character Advancement Table shows 
the four tiers of play. The tiers don't have any rules 
associated with them; they are a general description of how 
the play experience changes as characters gain levels. 

In the first tier (levels 1-4), characters are effectively 
apprentice adventurers. They are learning the features that 
define them as members of classes, including the major 
choices that flavor their class features as they advance 
(such as a wizard's Arcane Tradition or a fighter's Martial 
Archetype). The threats they face are relatively minor, 
usually posing a danger lo local farmsteads or villages. 

In the second tier (levels 5-10), characters come into their 
own. Many spellcasters gain access to 3rd-Ievel spells at the 
start of this tier, crossing a new threshold of magical power 
with spells such as fireball and lightning bolt. At this tier, 
many weapon-using classes gain the ability to make 
multiple attacks in one round. These characters have 
become important, facing dangers that threaten cities and 
kingdoms. 

In the third tierer (levels 11-16), characters have reached a 
level of power that sets them high above the ordinary 
populace and makes them special even among adventurers. 
At 11th level, many spellcasters gain access lo 6th-leveI 
spells, some of which create effects previously impossible 
for player characters to achieve. Other characters gain 
features that allow them to make more attacks or do more 
impressive things with those attacks. These mighty 
adventurers often confront threats to whole regions and 
continents. 

At the fourth tier (levels 17-20), characters achieve the 
pinnacle of their class features, becoming heroic (or 
villainous) archetypes. The fate of the world or even the 
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fundamental order of the multiverse might hang in the 
balance during their adventures. 

Character Advancement Table 

Level Proficiency Bonus Experience Points 
1 +2 0 

2 +2 300 

3 +2 900 

4 +2 2,700 

5 +3 6,500 

6 +3 14,000 

7 +3 23,000 

8 +3 34,000 

9 +4 48,000 

10 +4 64,000 

11 +4 85,000 

12 +4 100,00 

13 +5 120,000 

14 +5 140,000 

15 +5 165,000 

16 +5 195,000 

17 +6 225,000 

18 +6 265,000 

19 +6 305,000 

20 +6 355,000 
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Races 
A visit to one of the great cities in the worlds of Dungeons 
and Dragons - Waterdeep, the Free City of Greyhawk, or 
even uncanny Sigil, the City of Doors - overwhelms the 
senses. Voices chatter in countless different languages. The 
smells of cooking in dozens of different cuisines mingle with 
the odors of crowded streets and poor sanitation. Buildings 
in myriad architectural styles display the diverse origins of 
their inhabitants. 

And the people themselves - people of varying size, shape, 
and color dressed in a dazzling spectrum of styles and hues 
- represent many different races, from diminutive halflings 
and stout dwarves to majestically beautiful elves, mingling 
among a variety of human ethnicities. 

Scattered among the members of these more common 
races are the true exotics: a hulking dragonborn here, 
pushing his way through the crowd, and a sly tiefling there, 
lurking in the shadows with mischief in her eyes. A group of 
gnomes laughs as one of them activates a clever wooden 
toy that moves of its own accord. Half- elves and half-orcs 
live and work alongside humans, without fully belonging to 
the races of either of their parents. And there, well out of 
the sunlight, is a lone drow - a fugitive from the 
subterranean expanse of the Underdark, trying to make his 
way in a world that fears his kind. 

Choose a Race 
Humans are the most common people in the worlds of 
Dungeons and Dragon, but they live and work alongside 
dwarves, elves, halflings, and countless other fantastic 
species. Your character belongs to one of these peoples. 

Not every intelligent race of the multiverse is appropriate 
for a player-controlled adventurer. Dwarves, elves, 

halflings, and humans are the most common races to 
produce the sort of adventurers who make up typical 
parties. Dragonborn, gnomes, half-elves, half- orcs, and 
tieflings are less common as adventurers. Drow, a subrace 
of elves, are also uncommon. 

Your choice of race affects many different aspects of your 
character. It establishes fundamental qualities that exist 
throughout your character’s adventuring career. When 
making this decision, keep in mind the kind of character you 
want to play.  

For example: 

A halfling could be a good choice for a sneaky rogue, a 
dwarf makes a lough warrior, and an elf can be a master of 
arcane magic. 

Your character race not only affects your ability scores and 
traits but also provides the cues for building your 
character’s story. Each race's description in the chapter in 
the Player’s Handbook includes information to help you 
roleplay a character of that race, including personality, 
physical appearance, features of society, and racial 
alignment tendencies. These details are suggestions to help 
you think about your character; adventurers can deviate 
widely from the norm for their race. It's worthwhile to 
consider why your character is different, as a helpful way to 
think about your character’s background and personally. 

Race Availability 
Each campaign will have different limitations and 
requirements for what races might be made available.  The 
reasoning might be for ambiance or just mechanical 
reasons.  No matter what the reasoning might be, these 
limitations must be followed. 
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Allowed Races 
The following races are explicitly allowed: 

• Dragonborn 
• Dwarf 
• Elf 
• Firbolg 
• Gnome 
• Goblin 
• Goliath 
• Half-Elf 
• Half-Orc 
• Halfling 
• Human 
• Kalashtar 
• Kenku 
• Tabaxi 
• Tiefling 

 

Disallowed Races 
The following races are explicitly not allowed: 

• Aarakroca 
• Bugbear 
• Centaur 
• Changling 
• Custom Lineage 
• Eladrin 
• Fairy 
• Gith 
• Githyanki 
• Githzerai 
• Grung 
• Hobgoblin 
• Kender 
• Kobold 
• Lineages 
• Lizardfolk 
• Locathah 
• Loxodon 
• Minotaur 
• Orc 
• Owlin 
• Satyr 
• Shadar-Kai 
• Simic Hybrid 
• Triton 
• Vedalken 
• Verdan 
• Yuan-ti 
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Open to Negotiation Races 
The following races might be allowed if a sufficiently good 
reasoning was offered to the DM: 

• Aasimar 
• Gnome (Deep) 
• Deurgar 
• Elf (Drow) 
• Elf (Sea) 
• Genasi 
• Harengon 
• Leonin 
• Shifter 
• Tortle 
• Warforged 

Homebrew Races 
At this time there are not any Homebrew races, but that 
does not mean that it will be that way forever. 
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Classes 
Adventurers are extraordinary people, driven by a thirst for 
excitement into a life that others would never dare lead, 
they are heroes, compelled to explore the dark places of the 
world and take on the challenges that lesser women and 
men can't stand against. 

Class is the primary definition of what your character can 
do, it's more than a profession; it's your character's calling. 
Class shapes the way you think about the world and interact 
with it and your relationship with other people and powers 
in the multiverse. A fighter, for example, might view the 
world in pragmatic terms of strategy and maneuvering, and 
see herself as just a pawn in a much larger game. A cleric, 
by contrast, might see himself as a willing servant in a god's 
unfolding plan or a conflict brewing among various deities. 
While the fighter has contacts in a mercenary company or 
army, the cleric might know several priests, paladins, and 
devotees who share his faith. 

Your class gives you a variety of special features, such as a 
fighter's mastery of weapons and armor, and a wizard's 
spells. At low levels, your class gives you only two or three 
features, but as you advance in level you gain more, and 
your existing features often improve. Each class entry in the 
Player’s Handbook and many different expansions includes 
a detailed explanation of each one. 

Adventurers sometimes advance in more than one class. A 
rogue might switch direction in life and swear the oath of a 
paladin, A barbarian might discover latent magical ability 
and dabble in the sorcerer class while continuing to 
advance as a barbarian. Elves are known to combine martial 
mastery with magical training and advance as fighters and 
wizards simultaneously. Optional rules for combining 
classes in this way, called multiclassing, appear in chapter 6 
of the Player’s Handbook. 

Sub-Classes 
At different levels for each class, you will need to select a 
sub-class for your primary class.  This is usually some sort of 
enhancement of your progress path.  This secondary class 
will give you different benefits throughout your leveling 
career. 

Sub-Class Availability Table 

Class Level Name 
Barbarian 3 Primal Path 

Bard 3 Bard College 

Cleric 1 Divine Domain 

Druid 2 Druid Circle 

Fighter 3 Martial Archetype 

Monk 3 Monastic Tradition 
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Class Level Name 
Paladin 3 Sacred Oath 

Ranger 3 Ranger Archetype 

Rogue 3 Roguish Archetype 

Sorcerer 1 Sorcerous Origin 

Warlock 1 Otherworldly Patron 

Wizard 2 Arcane Tradition 

 

Homebrew Sub-Classes 
While there is not the possibility of a unique Homebrew 
class, there are many possibilities for Homebrew sub-
classes that almost all classes become eligible for at 
different points in their profession. 
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Personality and 
Backgrounds 
Characters are defined by much more than their race and 
class. They're individuals with their own stories, interests, 
connections, and capabilities beyond those that class and 
race define. This chapter expounds on the details that 
distinguish characters from one another, including the 
basics of name and physical description, the rules of 
backgrounds and languages, and the finer points of 
personality and alignment. 

Character Details 
What is contained within the Player’s Handbook related to 
names, gender, height, and weight are sufficient to cover 
most situations for newly developed characters.  There is 
not any reason to expand upon those. 

Alignment 
This detail for each character can be viewed as more of a 
guideline of expected behavior but will not be strictly 
enforced unless there is some class requirement for a 
specific expected behavior. 

Languages 
There are not any changes to the base language sets.  It is 
expected that all the characters will minimally speak 
common unless there is a specific background or story 
about not being able to speak common.  It is also assumed 
that all characters are literate, again unless there is a story 
reason to change that. 

Personality Characteristics 
The Player’s Handbook offers many different suggestions 
on a character should consider for different traits, both 
good and bad.  There are also the more specific ones 
offered under each of the Backgrounds.  Again, these are 
all considered guidelines and only to be used if the player 
feels they need that assistance to understand their 
character and their background better. 

Inspiration 
Inspiration is a rule the Dungeon Master can use to reward 
you for playing your character in a way that's true to his or 
her personality traits, ideal, bond, and flaw. By using 
inspiration, you can draw on your personality trait of 
compassion for the downtrodden to give you an edge in 
negotiating with the Beggar Prince. Or inspiration can let 
you call on your bond to the defense of your home village 
to push past the effect of a spell that has been laid on you. 
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Gaining Inspiration 
Your DM can choose to give you inspiration for a variety of 
reasons. Typicality, DMs award it when you play out your 
personality traits, give in to the drawbacks presented by a 
flaw or bond, and otherwise portray your character in a 
compelling way. Your DM will tell you how you can earn 
inspiration in the game. 

It is also frequently rewarded for some brave action, superb 
role-playing, or the completion of a difficult objective. 

You either have inspiration or you don't-you can't stockpile 
multi pie "inspirations" for later use. 

 

Awarding Inspiration 

Think of inspiration as a spice that can be used to enhance 
the campaign. 

Roleplaying. Using inspiration to reward roleplaying is a 
good place to start for most groups. Rewarding a player 
with inspiration when that player causes his or her 
character to do something that is consistent with the 
character’s personality trait, flaw, or bond. The character’s 
action should be notable in some way. It might drive the 
story forward, push the adventurers into danger, or make 
everyone at the table laugh. In essence, you reward the 
player for roleplaying in a way that makes the game more 
enjoyable for everyone else. 

Consider each player’s roleplaying style and try not to favor 
one style over another.  

For example: 

Allison might be comfortable speaking in an accent and 
adopting her character’s mannerisms, but Paul feels self-
conscious when trying to act and prefers to describe his 
character’s attitude and actions. Neither style is better than 
the other. Inspiration encourages players to take part and 
make a good effort, and awarding it fairly makes the game 
better for everyone. 

Heroism. inspiration can be used encourage player 
characters to take risks. A fighter might not normally hurl 
himself over a balcony to land during a pack of hungry 
ghouls, but they could be rewarded for the character’s 
daring maneuver with inspiration.  

Genre Emulation. Inspiration is a handy tool for reinforcing 
the conventions of a particular genre. Under this approach, 
think of the motifs of a genre as personality traits, flaws, 
and bonds that can apply to any of the adventurers.  

For example: 

 In a campaign inspired by film noir, characters could have 
an additional flaw: “I can’t resist helping a person I find 
alluring despite warnings that he or she is nothing but 
trouble.” If the characters agree to help a suspicious but 
seductive noble and thereby become entangled in a web of 
intrigue and betrayal, reward them with inspiration. 

Similarly, characters in a horror story typically can’t help but 
spend a night in a haunted house to learn its secrets. They 
probably also go off alone when they shouldn’t. If the party 
splits up, consider giving each character inspiration. 

A sensible person would avoid the noble’s intrigues and the 
haunted house, but in film noir or horror, we’re not dealing 
with sensible people; we’re dealing with protagonists in a 
particular type of story. For this approach to work, create a 
list of your genre’s main conventions and share it with your 
players. Before the campaign begins, talk about the list to 
make sure your group is on board for embracing those 
conventions. 

Using Inspiration 
If you have inspiration, you can expend it when you make 
an attack roll, saving throw, or ability check. Spending your 
inspiration gives you advantage on that roll. 

Additionality, if you have inspiration, you can reward 
another player for good roleplaying, clever thinking, or 
simply doing something exciting in the game. When another 
player character does something that really contributes to 
the story in a fun and interesting way, you can give up your 
inspiration character inspiration. 
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Reset of Inspiration 
All inspiration that is gained during a session, if not used, 
expires at the end of that session such that all the 
characters will start with no inspiration at the next session 
and must earn it again. 

Homebrew Proficiencies 
When new tools or kits are added to the game this also will 
need to be reflected in the affected proficiencies as well as 
where that proficiency might be acquired. 

Harvesting Kit 

This guide adds in the new tool: the harvesting kit. Players 
may have proficiency in this like any other tool, and it is 
highly advised for them to have it as it provides a valuable 
bonus when making the checks outlined in this book. To 
accommodate this additional tool, the following classes and 
backgrounds have been slightly altered to give them the 
option to gain proficiency in the Harvesting Kit. 

• Rangers may have proficiency with the harvesting kit upon 
character creation (this skill is not gained in multiclassing) 

• Druids may have the option to choose between 
proficiency in the herbalism kit or the harvesting kit upon 
character creation (this skill is not gained in multiclassing) 

• The Hermit background may choose between the 
herbalism kit and the harvesting kit as its starting tool 
proficiency and gains the appropriate kit as part of its 
starting equipment 

• The Outlander background may choose between a 
musical instrument or the harvesting kit as its initial tool 
proficiency. They may also choose between a hunting 
trap, and the harvesting kit in its initial starting equipment 

 

Backgrounds 
Every story has a beginning. Your character's background 
reveals where you came from, how you became an 
adventurer, and your place in the world. Your tighter might 
have been a courageous knight or a grizzled soldier. Your 
wizard could have been a sage or an artisan. Your rogue 
might have gotten by as a guild thief or commanded 
audiences as a jester. 

Choosing a background provides you with important story 
cues about your character's identity. The most important 
question to ask about your background is what changed? 
Why did you stop doing whatever your background 
describes and start adventuring? Where did you get the 
money to purchase your starting gear, or, if you come from 
a wealthy background, why don't you have more money? 
How did you learn the skills of your class? What sets you 
apart from ordinary people who share your background? 

Expectations 
Background serves not only to help give your character life, 
but it also provides the DM hooks to apply to the Campaign 
to give your character more than just a two-dimensional 
feel to it.  You can include a happy childhood, horror, or 
anything in between that feels that it helps create the 
personality and history for you character. 

Obviously, you cannot create an unbalanced background 
such that it would not fit into the Campaign.  All 
backgrounds must be approved and most likely will be 
modified buy the DM to help it fit into the story everyone is 
about to participate in. 

All backgrounds will need to be able to answers several 
fundamental questions: 

• Why are you adventuring?  What is motivating you to live 
this dangerous lifestyle? 

• Do you have any other motivations? 
• Where did you come from?  Where did you live?  What 

was your life there? 
• Do you have any family alive?  Where are they? 
• Do you have any important friends or contacts that would 

be useful to your new life? 
• Why would you be joining a group of strangers to do 

anything?  Why would you trust them?  Would you trust 
them?  At some point you will need to integrate with the 
group and if you create an onerous personality and 
background that will prevent that, it will be difficult for 
your character to participate with the group. 

Homebrew Backgrounds 
While the multitude of reference, modules, and other 
books include many different backgrounds that are 
available to the players, sometimes there is the need for 
something more than just the standard ones.  Here are the 
available homebrew backgrounds for this Campaign. 
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The following Homebrew ones are available to the 
characters if their background would warrant the use of one 
of them. 

• Built in a Lab 
• Far East Traveler 
• Harvester 
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Built in a Lab 
Some master of both magic and machinery assembled you 
with a mixture of arcane prowess and tinkering proficiency. 
Your creator may be a mad mage who meant to use you for 
nefarious ends, a wise sage creating a steadfast soldier, or 
a lonely soul seeking friendship or family through unusual 
avenues. Perhaps you don't even know for sure, having 
awakened decades or centuries after you were initially 
built. Gradually, you are discovering your innate abilities, 
your arcane code compiling and iterating. Perhaps you are 
discovering arcane gifts that your master shared with you 
or learning newer and better ways to pulverize your 
enemies with your unbreakable fists. The world is strange 
and new, and you will absorb as much of it as is 
mechanically possible. 

• Skill Proficiencies: Choose two from the following: 
Arcana, Investigation, Medicine, Perception, 
Performance, Stealth. 

• Languages: Choose two 
• Equipment:  A broken sword, a set of common clothes, 

and a belt pouch containing 10gp 

Feature: Quick Study 

You were designed to adapt and grow, iterating on your 
experiences and developing a wider skill set as a result. Your 
arcane code rewards you for seeking out new encounters, 
particularly if you can challenge yourself to reproduce 
them. If you spend an extended period observing an expert 

at their craft, you gain advantage on your next attempt to 
mimic that skill.  

For example: 

If you spend an extended period observing a pickpocket 
plying their trade, you may gain advantage on your next 
sleight of hand check. You may only use this feature once 
per day, and the period of observation time required will be 
determined by your Dungeon Master. 

Suggested Characteristics 

Your praerogativa arcana determines how you prioritize 
your actions, interactions, and reactions to the world 
around you. Your attitudes may be determined by your 
master, or you may be developing new models of behavior 
as a rebellion against your creator. 

Personality Trait Table 

d6 Personality Trait 

1 Retribution: I do not tolerate threats to my person and 
do not process nuance when it comes to myself 
preservation. 
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d6 Personality Trait 

2 Iteration: My sarcasm module is in constant need of 
exercise and improvement. 

3 Deception: I can't be bothered to explain the truth, so I 
often pretend to be a human in a very complicated suit 
of armor. 

4 Fascination: People are endlessly complicated, 
conflicted, and confusing. I can't get enough of them! 

5 Exploration: I love to wander around new areas, taking 
in all the sights and sounds. 

6 Remediation: When there is a misunderstanding or 
falsehood, I am compelled to clarify. This program has 
occasionally been exploited by trolls (literal and 
metaphorical). 

Ideal Table 

d6 Ideal 

1 Priority: Curiosity. I must observe the world around me 
and gather all available data. (Any) 

2 Priority: Replication. My code can only improve through 
the process of trial and error. It is my only means of 
achieving "growth." (Neutral) 

3 Priority: Adapt. The world is constantly shifting and 
changing, and I must be able to do the same. (Chaotic) 

4 Directive: Protect life. I was built to preserve the lives of 
sentient beings and protect the innocent. (Good) 

5 Directive: Consume. I will grow in power and complexity 
with each battle, and the battles will never end. (Evil) 

6 Directive: Obey. I must follow my code and the laws to 
which I am bound. I am a bringer of order. (Lawful) 

Bond Table 

d6 Bond 

1 My creator's genius has no equal; I must protect them, 
no matter the cost. 

2 I have discovered that there are others of my kind. I 
must seek them out and protect (or destroy) them. 

3 There are strict, specific laws governing my interactions 
with living creatures; I am incapable of breaking them. 

d6 Bond 

4 I've made a tiny found family for myself - people that 
accept me despite my oddities. I would do anything to 
protect them. 

5 Someone has discovered a means of manipulating the 
arcane spells that animate me. I must obey this 
interloper until I can find a way to free myself. 

6 The secret to my creation is ancient, dangerous, and 
better off forgotten. Fortunately, I already don't want 
people to tear me apart and see what makes me tick. 

Flaw Table 

d6 Flaw 

1 There is a loneliness inside me that I cannot explain and 
don't fully comprehend. Sometimes it drives me to 
behave in erratic ways. 

2 I am either disgusted or envious of my companions' 
need to eat, sleep, and breathe. I sometimes goad them 
into overeating, intoxication, or other dangerous 
behavior just to see what happens. 

3 I don't yet understand social interactions well. I try to 
avoid speaking for as long as I can; when I finally do 
speak, it's often exactly the wrong thing. 

4 There are certain specific situations in which I am 
programmed to respond with violence. It is extremely 
difficult for me to overcome these directives. 

5 I'm compelled to prove my superiority whenever a 
biological creature challenges me. 

6 I don't understand how imposing my presence is. I 
intimidate when I mean to comfort or console. 
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Far East Traveler 
Almost all the common people and other folk that one 
might encounter along the Sword Coast or in the North 
have one thing in common: they live out their lives without 
ever traveling more than a few miles from where they were 
born. 

You aren’t one of those folks. 

You are from a distant place, one so remote that few of the 
common folk in the North realize that it exists, and chances 
are good that even if some people you meet have heard of 
your homeland, they know merely the name and perhaps a 
few outrageous stories. You have come to this part of 
Faerûn for your own reasons, which you might or might not 
choose to share. 

Although you will undoubtedly find some of this land’s ways 
to be strange and discomfiting, you can also be sure that 
some things its people take for granted will be to you the 
new wonders that you’ve never laid eyes on before. By the 
same token, you’re a person of interest, for good or ill, to 
those around you almost anywhere you go. 

• Skill Proficiencies: Intimidation, Stealth, and Athletics or 
History 

• Tool Proficiencies: Gain tool proficiency in Alchemist and 
Herbalist 

• Languages: Each Far Eastern Traveler gains a non-
standard foreign language that will have to be added 
manually. 

• Equipment: One set of traveler’s clothes, Herbalism Kit 
and an Alchemist's Supplies, poorly wrought maps from 
your homeland that depict where you are in Faerûn, a 
small piece of jewelry worth 10gp in the style of your 
homeland’s craftsmanship, and a pouch containing 5gp 

Why Are You Here? 

A far traveler might have set out on a journey for one of 
several reasons, and the departure from his or her 
homeland could have been voluntary or involuntary. To 
determine why you are so far from home, roll on the table 
below or choose from the options provided. The following 
section, discussing possible homelands, includes some 
suggested reasons that are appropriate for each location. 

Why Are You Here Table 

d6 Why Are You Here? 

1 Emissary 

2 Exile 

3 Fugitive 

4 Pilgrim 

5 Sightseer 

6 Wanderer 

Feature: All Eyes on You 

Your accent, mannerisms, figures of speech, and perhaps 
even your appearance all mark you as foreign. Curious 
glances are directed your way wherever you go, which can 
be a nuisance, but you also gain the friendly interest of 
scholars and others intrigued by far-off lands, to say nothing 
of everyday folk who are eager to hear stories of your 
homeland. 
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You can parley this attention into access to people and 
places you might not otherwise have, for you and your 
traveling companions. Noble lords, scholars, and merchant 
princes, to name a few, might be interested in hearing 
about your distant homeland and people. 

Suggested Characteristics 

These are the suggested characteristics for Far Traveler. 

Personality Trait Table 

d6 Personality Trait 

1 I have different assumptions from those around me 
concerning personal space, blithely invading others’ 
space in innocence, or reacting to ignorant invasion of 
my own. 

2 I have my own ideas about what is and is not food, and I 
find the eating habits of those around me fascinating, 
confusing, or revolting. 

3 I have a strong code of honor or sense of propriety that 
others don’t comprehend. 

4 I express affection or contempt in ways that are 
unfamiliar to others. 

5 I begin or end my day with small traditional rituals that 
are unfamiliar to those around me. 

6 Sarcasm and insults are my weapons of choice. 

Ideal Table 

d6 Ideal 

1 Open. I have much to learn from the kindly folk I meet 
along my way. (Good) 

2 Reserved. As someone new to these strange lands, I am 
cautious and respectful in my dealings. (Lawful) 

3 Adventure. I’m far from home, and everything is strange 
and wonderful! (Chaotic) 

4 Cunning. Though I may not know their ways, neither do 
they know mine, which can be to my advantage. (Evil) 

5 Inquisitive. Everything is new, but I have a thirst to 
learn. (Neutral) 

d6 Ideal 

6 Suspicious. I must be careful, for I have no way of telling 
friend from foe here. (Any) 

Bond Table 

d6 Bond 

1 So long as I have this token from my homeland, I can 
face any adversity in this strange land. 

2 The gods of my people are a comfort to me so far from 
home. 

3 I hold no greater cause than my service to my people. 

4 My freedom is my most precious possession. I’ll never 
let anyone take it from me again. 

5 I’m fascinated by the beauty and wonder of this new 
land. 

6 Though I had no choice, I lament having to leave my 
loved one(s) behind. I hope to see them again one day. 

Flaw Table 

d6 Flaw 

1 I am secretly (or not so secretly) convinced of the 
superiority of my own culture over that of this foreign 
land. 

2 I pretend not to understand the local language to avoid 
interactions I would rather not have. 

3 I have a weakness for the new intoxicants and other 
pleasures of this land. 

4 I don’t take kindly to some of the actions and 
motivations of the people of this land, because these 
folk are different from me. 

5 I consider the adherents of other gods to be deluded 
innocents at best, or ignorant fools at worst. 

6 I have a weakness for the exotic beauty of the people of 
these lands. 

 



Cataclysm of the Primordial Orders: Players Rulebook Friday, January 13, 2023 

Personality and Backgrounds 51 

 

Harvester 
Like a miner in their cave or a farmer in their field, you too 
make your living through reaping the riches of the natural 
world. Your resources, however, are the monsters and 
creatures that populate the multiverse. Although there are 
some who would scoff and call you a mere butcher, you 
understand the subtle complexities in the fantastical 
anatomies you find in your adventures, and only you are 
qualified enough to harvest them. 

• Skill Proficiencies: Nature, Survival  
• Tool Proficiencies: Harvesting Kit, Languages: One of your 

choices 
• Equipment: A set of traveler’s clothes, a hunting trap, 

harvesting kit, a cloak made from a creature you 
harvested, and a belt pouch containing 5gp. 

Feature: Connected 

You have been harvesting creatures for a long time and as 
part of that, you have become deeply acquainted with the 
large industry of crafters and merchants that rely on the 
wares you bring. Whenever you enter a place of civilization, 
you have no trouble finding merchants willing to buy your 
materials or crafters that can work with your wares. You are 
also savvy in the bargaining techniques used when haggling 
over prices and are not easily tricked during negotiations. 
You often find yourself able to secure a good price, or even 
a discount on services relating to harvested materials. 

Suggested Characteristics 

Harvesters are an odd bunch, half outdoorsman, half 
entrepreneur. As someone who spends most of their time 
in the hunting and being elbow deep in dead bodies, you 
probably have a different worldview compared to most. 

Personality Trait Table 

D8 Personality Trait 

1 I am often covered in blood and viscera, which other 
people find off-putting.  

2 I see no moral issue about harvesting any once-living 
creature, even if they were clearly sentient. "Waste not, 
want not", after all.  

3 I often unnerve people with my discussions of the more 
disgusting aspects of creature anatomy.  

4 I am obsessed with self-sufficiency; anything I wear must 
have come from something I harvested. 

5 I say a small prayer before harvesting a fresh kill, thanking it 
for its sacrifice 

6 The hunt is what excites me more than anything.  
Harvesting is just how I keep mementos of my prey 

7 I insist on using every little bit of what I kill, it would be an 
insult to that creature's life otherwise 

8 I have a myriad of harvested trophies from rare game 
which I show off whenever possible 

Ideal Table 

d6 Ideal 

1 Life. Harvested meat will feed the hungry, harvested 
furs will warm the cold. Through death, comes life. 
(Good)  

2 Honor. I refuse to use something harvested from a 
creature that I did not kill with my own hands. (Lawful)  

3 Necessity. Creatures kill and harvest other creatures to 
survive. You may not like it, but it's just the way things 
are. (Neutral)  

4 Opportunity. If something is already dead, what's the 
point of letting its corpse go to waste? (Chaotic)  

5 Dominance. Nothing shows off your strength like having 
your own Owlbear-head trophy. (Evil)  

6 Money. People always want hides, pelts, and skins; I 
may as well be the one to profit off it. (Any)  

Bond Table 

d6 Bond 

1 My clan won't respect me unless I bring back the head 
of a rare and dangerous creature.  

2 Ever since I was a child, I dreamed of wearing a unicorn 
fur cloak. If you have a better way of getting one, I'd like 
to hear it.  

3 Hunting and harvesting creatures are the only way I 
know how to make money and feed my family.  

4 Visions of a monstrously large creature haunt my 
dreams. They won’t stop until I find it and claim its pelt 
for my cloak.  
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d6 Bond 

5 I am interested in studying the anatomy of rare and 
magical creatures and I need samples to continue my 
research.  

6 Harvesting creatures has been my family's profession for 
generations; I'm just continuing this long line of 
tradition.  

Flaw Table 

d6 Flaw 

1 Once I decide that a creature will become my next 
trophy, nothing will stop me from getting it.  

2 Some would say I get a little too much pleasure in slicing 
corpses open and tearing out their fresh organs.  

3 I'm always looking for the next big hunt, something that 
will probably get me killed.  

4 I tend to exaggerate the quality of my harvested wares 
to inflate their price.  

5 Once I kill something, I will drop everything to take a 
trophy from it before moving on.  

6 I see other living creatures as just organs in a skin bag, 
waiting to be sold.  
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Equipment 
The Marketplace of a large city teems with buyers and 
sellers of many sorts: dwarf smiths and elf woodcarvers, 
halfling farmers and gnome jewelers, not to mention 
humans of every shape, size, and color drawn from a 
spectrum of nations and cultures. In the largest cities, 
almost anything imaginable is offered for sale, from exotic 
spices and luxurious clothing to wicker baskets and practical 
swords. 

For an adventurer, the availability of armor, weapons, 
backpacks, rape, and similar goods is of paramount 
importance since proper equipment can mean the 

difference between life and death in a dungeon or the 
unclaimed wilds. This chapter details the mundane and 
exotic merchandise that adventurers commonly find useful 
in the face of the threats that the world of Dungeons and 
Dragons present. 

Starting Equipment 
When you create your character, you receive equipment 
based on a combination of your class and background. In 
this campaign your character will always start with the 
given set of equipment that your background and class 
might give you. 

You decide how your character came by this starting 
equipment. It might have been an inheritance, or goods 
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that the character purchased during his or her upbringing. 
You might have been equipped with a weapon, armor, and 
a backpack as part of military service. You might even have 
stolen your gear. A weapon could be a family heirloom, 
passed down from generation to generation until your 
character finally look up the mantle and followed in an 
ancestor’s adventurous footsteps. 

In the Campaign we will be using the Equipment option 
instead of gold.  If there is something additional you believe 
that your character would have then bring that to the DM.  
Swapping some of the packs or kits is also an option if it 
makes sense for your character. 

Selling Treasure 
Opportunities abound to find treasure, equipment, 
weapons, armor, and more in the dungeons you explore. 
Normally, you can sell your treasures and trinkets when you 
return to a town or other settlement if you can find buyers 
and merchants interested in your loot. 

Arms, Armor, and Other Equipment. As a rule, undamaged 
weapons, armor, and other equipment fetch half their cost 
when sold in a market. Weapons and armor used by 
monsters are rarely in good enough condition to sell. 

Magic Items. Selling magic items is problematic. Finding 
someone to buy a potion or a scroll isn't too hard, but other 
items are out of the realm of most but the wealthiest 
nobles. Likewise, aside from a few common magic items, 
you won't normally come across magic items or spells to 
purchase. The value of magic is far beyond simple gold and 
should always be treated as such. 

Gems, jewelry, and Art Objects. These items retain their 
full value in the marketplace, and you can trade them in for 
coin or use them as currency for other transactions. For 
exceptionally valuable treasures, the DM might require you 
to find a buyer in a large town or larger community first. 

Trade Goods. On the borderlands, many people conduct 
transactions through barter. Like gems and art objects, 
trade goods - bars of iron, bags of salt, livestock, and so on 
- retain their full value in the market and can be used as 
currency. 

Monster Part Harvesting. Harvesting is the act of salvaging 
useful parts of a dead creature for personal use and profit.  
It can be time consuming, dirty, messy, and weigh a lot 
depending on the creature.  But it can also be as lucrative 
as pillaging a small ruin.  See the section under Adventuring 
for more details. 

Armor and Shields 
In most campaigns, you can use or wear any equipment that 
you find on your adventures, within the bounds of common 
sense.  

For example: 

A burly half-orc won't fit in a halfling's leather armor, and a 
gnome would be swallowed up in a cloud giant's elegant 
robe. 

Using this variant, when adventurers find armor, clothing. 
and similar items that are made to be worn, they might 
need to visit an armor smith, tailor, leatherworker, or 
similar expert to make the item wearable. The cost for such 
work varies from 10 to 40 percent of the market price of the 
item. The DM can either roll d4 x 10 or determine the 
increase in cost based on the extent of the alterations 
required.  

 

Common Material 
Components Costs 
Casting some spells requires objects, specified in 
parentheses in the component entry. A character can use 
a component pouch or a spellcasting focus (found in 
“Equipment” in the Player’s Handbook) in place of the 
components specified for a spell. But if a cost is indicated 
for a component, a character must have that specific 
component before he or she can cast the spell. 

If a spell states that a material component is consumed by 
the spell, the caster must provide this component for each 
casting of the spell. A spellcaster must have a hand free to 
access a spell's material components -- or to hold a 
spellcasting focus -- but it can be the same hand that he or 
she uses to perform somatic components. 
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The Campaign rule is that the component pouch or arcane 
focus will only replace components up to a 10gp value.  Any 
exotic material will have to always be purchased or 
manually collected. 

   

An example of an exotic material would be Dragon Scales, 
or Umber Hulk blood. 

When the spell gives the specific cost, then that is the cost 
that will be used, otherwise the characters will need to 
collect the proper components. 

Component Cost Table 

Component Cost 
Adamantine, small piece 500 gp 

Adder's stomach 8 gp 

Agate 10 gp to 1,000 
gp 

Alum soaked in vinegar 5 cp 

Amber, Glass, or Crystal Rod 20 gp 

Artistic Representation of Caster 5 gp 

Artistic Representation of Target 100 gp per hit 
die 

Ash 5 cp 

Component Cost 
Ashes of Mistletoe and Spruce 5 sp 

Bell (tiny) 1 gp 

Bitumen (a drop) 5 cp 

Black Onyx Stone 150 gp 

Black Pearl (as crushed powder) 500 gp 

Black Silk Square 2 gp 

Brimstone 
1 sp per arrow 

or bolt 

Bull Hairs 5 sp 

Butter 2 sp 

Caterpillar Cocoon 5 gp 

Chalks and Inks infused with precious gems 50 gp 

Charcoal, Incense, and Herb mixture 10 gp 

Chrysolite powder 50 gp 

Clay 1 sp 

Clay Model of a Ziggurat 5 gp 

Clay Pot of Brackish Water 1 gp 

Clay Pot of Grave Dirt 4 gp 

Cloak, miniature 1 gp 

Cloth wad 2 cp 

Cloth, Tiny white strip 2 cp 

Club 5 sp 

Coal 1 gp 

Colored Sand (red, yellow, and blue) 10 gp 

Copper Wire 1 sp per foot 

Cork 2 cp 

Corn, powdered 5 cp 

Cricket 5 cp 

Crystal Bead 5 sp 

Crystal Hemisphere 120 gp 

Crystal or Glass Cone 25 gp 

Crystal Sphere, small 20 gp 

Crystal Vial of phosphorescent material 20 gp 

Cured Leather 1 sp 

Distilled Spirits 5 cp 

Divinatory Tools 100 gp 

Dried Carrot 5 cp 

Engraving of Symbol of the Outer Planes 500 gp 

Exquisite Chest, 3' x 2' x 2', made of rare 
materials 

5,000 gp 

Exquisite Chest, tiny replica 50 gp 

Eyelash in gum Arabic 5 gp 

Fan, tiny 5 sp 

Feather 1 sp 
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Component Cost 
Feather of hummingbird 2 gp 

Feather of owl 5 sp 

Feather, exotic 3 gp 

Feather, white 1 sp 

Feldspar 1 sp 

Firefly 1 sp 

Fish Tail 5 cp 

Fleece 5 cp 

Focus 1,000 gp 

Food morsel 1 cp 

Forked Metal Rod 250 gp 

Forked Twig 1 sp 

Fur 3 sp 

Fur of Bat 2 gp 

Fur of Bloodhound 1 gp 

Fur, Wrapped in Cloth 5 sp 

Gauze 1 sp 

Gem or another ornamental container 500 gp 

Gem-Encrusted Bowl 1,000 gp 

Giant Slug Bile 250 gp 

Gilded Acorn 200 gp 

Gilded Flower 300 gp 

Gilded Skull 300 gp 

Glass Eye 100 gp 

Glass or Crystal Bead 1 sp 

Glowworm 1 gp 

Gold-Inlaid Vial 400 gp 

Golden Reliquary 500 gp 

Golden Wire 2 gp per foot 

Granite 5 sp 

Grasshopper's Hind Leg 1 sp 

Graveyard Dirt (just a pinch) 3 gp 

Guano 1 sp per 
ounce 

Gum Arabic 5 sp 

Gum Arabic Hemisphere 1 gp 

Hand Mirror 15 gp 

Hen's Heart 1 gp 

Herbs, Oils, and Incense mixture 1,000 gp 

Holly Berry 1 sp 

Honey drop 1 sp per 
ounce 

Honeycomb 1 gp 

Hot Pepper 1 sp 

Component Cost 
Ink 5 gp 

Ink, Lead-based 10 gp 

Iron 2 cp 

Iron Blade 2 gp 

Iron filings or powder 2 cp 

Ivory Portal (miniature) 5 gp 

Ivory Strips 50 gp 

Jacinth 1,000 gp 

Jade Circlet 1,500 gp 

Jewel-Encrusted Dagger 1,000 gp 

Jeweled Horn 100 gp 

Kernels of Grain 2 cp 

Lead, a thin sheet 6 cp 

Leather Loop 5 sp 

Leather strap, bound around arm or similar 
appendage 

5 sp 

Legume Seed 1 sp 

Licorice Root Shaving 1 sp 

Lime 1 sp per 
pound 

Lockbox of Ornate Stone and Metal 400 gp 

Lodestone 10 gp 

Magnifying Glass 100 gp 

Makeup 1 gp 

Mandrake Root 1 gp 

Marked Sticks or Bones 25 gp 

Mercury 5 gp per 
ounce 

Mistletoe 1 sp 

Mistletoe sprig 1 sp 

Molasses (a drop) 1 sp 

Moonseeds 20 gp 

Oil 1 sp per 
ounce 

Oils and Unguents 1,000 gp 

Ointment for the Eyes 25 gp 

Opaque Glass 5 sp 

Pearl 100 gp 

Petrified Eye of Newt 15 gp 

Phosphorescent Moss 1 gp 

Phosphorus 1 gp 

Pickled Octopus Tentacle 8 gp 

Pitch, a drop 5 cp 

Platinum Rings, two 50 gp each 
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Component Cost 
Platinum Sword, miniature, with grip and 
pommel of copper and zinc 

250 gp 

Platinum-Inlaid Vial 400 gp 

Polished Marble Stone 5 gp 

Pork Rind or other fat 2 cp 

Prayer Wheel 10 gp 

Quartz 1 sp 

Quill plucked from a sleeping bird 50 gp 

Quiver, with at least one piece of 
ammunition 

1 gp 

Red Dragon's Scale 200 gp 

Reliquary containing a Sacred Relic 1,000 gp 

Rhubarb Leaf, powdered 1 gp 

Rock Chip, white 1 sp 

Rose petals 
1 sp per 
ounce 

Ruby Vial 600 gp 

Sacrificial Offering appropriate to deity 25 gp 

Salt 
1 sp per 
ounce 

Sand 
5 cp per 
pound 

Sapphire 1,000 gp 

Sesame Seeds 1 gp per 
ounce 

Silk Square 2 gp 

Silver Bar, ornately carved 100 gp 

Silver Cage, Tiny 100 gp 

Silver Mirror, small 5 gp 

Silver Rod 10 gp 

Silver Spoon, tiny 5 gp 

Silver Whistle 5 gp 

Skunk Cabbage Leaves 1 sp 

Snakeskin glove 5 gp 

Soil mixture in a small bag 5 cp 

Spheres of glass, crystal, or mineral 2 gp 

Sponge 2 sp 

Statue of the caster, carved from ivory and 
decorated with gems 

1,500 gp 

Stem of a Thorny Plant 5 gp 

Sugar 3 sp per 
ounce 

Sulfur 1 sp 

Sumac Leaf 1 gp 

Sunburst Pendant 100 gp 

Sunstone 20 gp 

Component Cost 

Sweet Oil, a drop 1 gp per 
ounce 

Talcum powder 5 sp per 
pound 

Tallow 3 sp per 
pound 

Tarts 15 cp 

Thorns 1 sp per 
dozen 

Thread 1 sp per spool 

Tuft of Fur 1 sp 

Twig 5cp 

Twig from a tree that has been struck by 
lightning 

25 gp 

Umber Hulk Blood 80 gp 

Undead Eyeball, Encased in Gem 150 gp 

Vessel to contain a Medium-sized creature 2,000 gp 

Wire of fine silver 1 gp per foot 

Wychwood 5 gp 

Yew Leaf 1 gp 

Homebrew Equipment 
While the Player’s Handbook is complete in what it makes 
available, there is always the need for a few other things 
that would be good to have. 

Enchanted Vial 

Some creature parts have powerful, yet fleeting, magical 
energies within them. The motes from elementals for 
example hold traces of their former essences in them but 
disperse rapidly upon the destruction of their original form. 

An enchanted vial is inlaid with several runes designed to 
keep any magical resource within from dissipating while the 
lid is closed and is often the only way of transporting certain 
parts back to a workshop for crafting. 

Items that require an enchanted vial to be harvested are 
fragile by nature and must be stored inside an enchanted 
vial quickly to prevent degradation. Any attempt to harvest 
a material that has an enchanted vial as a requirement must 
be initiated within one minute of the death of its creature. 

This tool can be used a maximum of five times afterwards it 
disintegrates into powder.  At each attempted use, roll a 
d20 and if a 1 is rolled, the vial is immediately destroyed. 

Harvesting Kit 

This kit contains everything the average harvester needs to 
prepare and harvest a carcass for usable parts including a 
skinning knife, a bone saw, two glass vials, punches of salt, 
and tweezers.  Proficiency with this kit allows you to add 
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your proficiency bonus to nay check made to harvest a 
creature. 

Healing Pill 

You regain 1d4 hit points when you swallow this pill.  If 
more than one is swallowed, then all after the first do 1d4 
damage instead. 

Spirit Paper 

Spirit paper is a versatile tool that resembles a square of 
bleached papyrus. The secrets of its production were only 
recently discovered, and reverse engineered from secrets 
brought back from distant necromantic cults. By performing 
a small ritual with the spirit paper shortly after slaying 
certain creatures, a copy of that creature’s soul is bound to 
the spirit paper for later use. These copies are not a true 
soul and are more akin to an echo. These echoes do retain 
all the memories from its original body, and a few crafting 
techniques utilize these echoes to grant an item a low level 
of sentience or to mimic the abilities of their incorporeal 
reflections. 

Using spirit paper is often the only way to harvest anything 
useful from creatures with incorporeal forms. Any 
harvesting attempt made for a creature part that has spirit 
paper as a requirement is done  

using a Wisdom (Religion) check rather than the usual check 
and is rolled separately for each item. Once a sheet of spirit 
paper has been used successfully to harvest an item, it 
cannot be reused, even if the item it contained is released. 

Unlike most harvestable materials, materials that require 
spirit paper to be harvested dissipate very quickly after the 
death of its creature. Any attempt to harvest a material that 
has spirit paper as a requirement must be initiated within 1 
minute of the death of the creature and takes 10 minutes 
to successfully complete. 

Each Spirit paper can only be used once. 

Special Tools Price Table 

Item Cost Weight 
Enchanted Vial 3gp - 

Harvesting Kit 30gp 7lbs 

Healing Pill 10gp - 

Spirit Paper 10gp - 
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Customization 
Options 
The combination of ability scores, race, class, and 
background define your character's capabilities in the 
game, and the personal details you create set your 
character apart from every other character. Even within 
your class and race, you have options to fine-tune what 
your character can do. But this chapter is for players who-
with the DM's permission - want to go a step further. 

This chapter defines two sets of rules for customizing your 
character: multiclassing and feats. Multiclassing lets you 
combine classes together, and feats are special options you 
can choose instead of increasing your ability scores as you 
gain levels. 

Multiclassing 
Multiclassing allows you to gain levels in multi pie classes. 
Doing so lets you mix the abilities of those classes to realize 
a character concept that might not be reflected in one of 
the standard class options. 

With this role, you have the option of gaining a level in a 
new class whenever you advance in level, instead of gaining 
a level in your current class. Your levels in all your classes 
are added together to determine your character level.  

For example: 

If you have three levels in wizard and two in fighter, you're 
a 5th-levei character. 

As you advance in levels, you might primarily remain a 
member of your original class with just a few levels in 
another class, or you might change course entirely, never 
looking back at the class you left behind. Vou might even 
start progressing in a third or fourth class. Compared to a 
single-class character of the same level, you’ll sacrifice 
some focus on exchange for versatility. 

 

Multiclassing Example: 

Gary is playing a 4th-level fighter. When his character earns 
enough experience points to reach 5th level, Gary decides 
that his character will multiclass instead of continuing to 
progress as a fighter. Gary's fighter has been spending a lot 
of time with Dave's rogue and has even been doing some 
jobs on the side for the local thieves' guild as a bruiser. Gary 
decides that his character will multiclass into the rogue 
class, and thus his character becomes a 4th level fighter and 
1st - level rogue (written as fighter 4/rogue 1). 

When Gary's character earns enough experience to reach 
6th level, he can decide whether to add another fighter level 
(becoming a fighter S/rogue 1), another rogue level 
(becoming a fighter 4/rogue 2), or a level in a third class, 
perhaps dabbling in wizardry thanks to the tome of 
mysterious lore he acquired (becoming a fighter 4/rogue 1/ 
wizard 1). 

Further details are in Chapter 6 of the Player’s Handbook. 

Feats 
A feat represents a talent or an area of expertise that gives 
a character special capability. It embodies training, 
experience, and abilities beyond what a class provides. 

At certain levels, your class gives you the Ability Score 
Improvement feature. Using the optional feats rule, you can 
forgo taking that feature to take a feat of your choice 
instead. Vou can take each feat only once unless the feat's 
description says otherwise. 

You must meet any prerequisite specified in a feat to take 
that feat. If you ever lose a feat's prerequisite, you can't use 
that feat until you regain the prerequisite.  
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For example: 

The Grappler feat requires you to have a Strength of 13 or 
higher. If your Strength is reduced below 13 somehow-
perhaps by a withering curse- you can't benefit from the 
Grappler feat until your Strength is restored. 

All the possible Feats are available for Players to choose for 
their characters except the Lucky Feat. 

 

Homebrew Feats 
As the Campaign progresses more Homebrew feats will be 
discovered and made available to the characters. 

Blindfighting 

Extensive and continuous training in complete darkness or 
in some cases with the aid of blindfolds, have allowed 
you to hone your remaining senses to a razor's edge. This 
specialized combat training has granted you the ability to 
perceive your surroundings in ways others couldn't begin 
imagining. Must have proficiency in Perception 

• You develop blindsight up to a range of 20 feet. 
• Your blindsight can only work in a setting where your 

character can use his other senses, like hearing and 
smell. 

• You gain advantage on Perception checks relying on 
hearing and scent. 

End Him Rightly 

You have mastered a little-known sword technique. As an 
action, you can unscrew the pommel from your sword and 
throw it at a creature within 20 feet of you. When you do 
so, you make a ranged weapon attack against it using your 

Strength modifier (you are proficient in this attack). On a 
hit, the target takes bludgeoning damage equal to 1d4 + 
your Strength modifier and must make an Intelligence 
saving throw with a DC of 8 + your proficiency bonus + your 
Strength modifier or be stunned by the impracticality of 
your tactics until the end of your next turn. The pommel 
lands within 5 feet of the target, and you have disadvantage 
on all attack rolls made with the sword whose pommel you 
unscrewed (due to it being imbalanced) until you pick it up 
and use an action to screw it back on. 

Requires proficiency in at least one kind of sword. 

Resourceful 

You’ve always hated leaving anything to waste and have 
always made sure you get the most out of any situation. 

• You gain proficiency in the harvesting kit and the 
herbalism kit. 

• You ignore any penalties for harvesting a creature that 
died a particularly violent death. 

• Both appraising and harvesting a creature take half the 
time than it normally would. 
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Using Ability Scores 
Six abilities provide a quick description of every creature's 
physical and mental characteristics:  

• Strength, measuring physical power.  
• Dexterity, measuring agility 
• Constitution, measuring endurance 
• Intelligence, measuring reasoning and memory 
• Wisdom, measuring perception and insight  
• Charisma, measuring force of personality 

Is a character muscle-bound and insightful? Brilliant and 
charming? Nimble and hardy? Ability scores define these 
qualities-a creature's assets as well as weaknesses. 

The three main rolls of the game-the ability check, the 
saving throw, and the attack roll-rely on the six ability 
scores. The book's introduction describes the basic rule 
behind these rolls: roll a d20, add an ability modifier derived 
from one of the six ability scores, and compare the total to 
a target number. 

This chapter focuses on how to use ability checks and saving 
throws, covering the fundamental activities that creatures 

attempt in the game. Rules for attack rolls appear in chapter 
9 of the Player’s Handbook. 

Advantage and Disadvantage 
Sometimes a special ability or spell tells you that you have 
advantage or disadvantage on an ability check, a saving 
throw, or an attack roll. When that happens, you roll a 
second d20 when you make the roll. Use the higher of the 
two rolls if you have advantage and use the lower roll if you 
have disadvantage.  

For example: 

If you have disadvantage and roll a 17 and a 5, you use the 
5. If you instead have advantage and roll those numbers, 
you use the 17. 

If multiple situations affect a roll and each one grants 
advantage or imposes disadvantage on it, you don't roll 
more than one additional d20. If two favorable situations 
grant advantage, for example, you still roll only one 
additional d20. 
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If circumstances cause a roll to have both advantage and 
disadvantage, you are considered to have neither of them, 
nor you roll one d20. This is true even if multi pie 
circumstances impose disadvantage and only one grants 
advantage or vice versa. In such a situation, you have 
neither advantage nor disadvantage. 

When you have advantage or disadvantage and something 
in the game, such as the halfling's Lucky trait, lets you reroll 
the d20, you can reroll only one of the dice. Vou choose 
which one.  

For example: 

If a halfling has advantage on an ability check and rolls a 1 
and a 13, the halfling could use the Lucky trait to reroll the 
1. 

You usually gain advantage or disadvantage using special 
abilities, actions, or spells. Inspiration (see chapter 4 of the 
Player’s Handbook) can also give a character advantage on 
checks related to the character's personality, ideals, or 
bonds. The DM can also decide that circumstances 
influence a roll in one direction or the other and grant 
advantage or impose disadvantage as a result. 

Proficiency Bonus 
Characters have a proficiency bonus determined by level, as 
detailed in chapter 1 of the Player’s Handbook. Monsters 
also have this bonus, which is incorporated in their stat 
blocks. The bonus is used in the rules on ability checks, 
saving throws, and attack rolls. 

Your proficiency bonus can't be added to a single die roll or 
other number more than once.  

For example: 

If two different rules say you can add your proficiency bonus 
to a Wisdom saving throw, you nevertheless add the bonus 
only once when you make the save. 

Occasionally, your proficiency bonus might be multiplied or 
divided (doubled or halved, for example) before you apply 
it. For example, the rogue's Expertise feature doubles the 
proficiency bonus for certain ability checks. If a 
circumstance suggests that your proficiency bonus applies 
more than once to the same roll, you still add it only once 
and multiply or divide it only once. 

By the same token, if a feature or effect allows you to 
multiply your proficiency bonus when making an ability 
check that wouldn't normally benefit from your proficiency 
bonus, you still don't add the bonus to the check. For that 
check your proficiency bonus is 0, given the fact that 

multiplying 0 by any number is still 0. For instance, if you 
lack proficiency in the History skill, you gain no benefit from 
a feature that lets you double your proficiency bonus when 
you make Intelligence (History) checks. 

In general, you don't multiply your proficiency bonus for 
attack rolls or saving throws. If a feature or effect allows you 
to do so, these same rules apply. 

 

Ability Checks 
An ability check tests a character's or monster's innate 
talent and training to overcome a challenge. The DM calls 
for an ability check when a character or monster attempts 
an action (other than an attack) that has a chance of failure. 
When the outcome is uncertain, the dice determine the 
results. 

For every ability check, the DM decides which of the six 
abilities is relevant to the task at hand and the difficulty of 
the task, represented by a Difficulty Class. The more difficult 
a task, the higher its DC. The Typical Difficulty Classes table 
shows the most common DCs. 

Typical Difficulty Class Table 

Task Difficulty DC 
Very Easy 5 

Easy 10 

Medium 15 

Hard 20 

Very Hard 25 

Nearly Impossible 30 

To make an ability check, roll a d20 and add the relevant 
ability modifier. As with other d20 rolls, apply bonuses and 
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penalties, and compare the total to the De. If the total 
equals or exceeds the DC, the ability check is a success - the 
creature overcomes the challenge at hand. Otherwise, it's a 
failure, which means the character or monster makes no 
progress toward the objective or makes progress combined 
with a setback determined by the DM. 

 

Contests 
Sometimes one character's or monster's efforts are directly 
opposed to another's. This can occur when both are trying 
to do the same thing and only one can succeed, such as 
attempting to snatch up a magic ring that has fallen on the 
floor. This situation also applies when one of them is trying 
to prevent the other one from accomplishing a goal-for 
example, when a monster tries to force open a door that an 
adventurer is holding dosed. In situations like these, the 
outcome is determined by a special form of ability check, 
called a contest. 

Both participants in a contest make ability checks 
appropriate to their efforts. They apply all appropriate 
bonuses and penalties, but instead of comparing the total 
to a DC, they compare the totals of their two checks. The 
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. 

If the contest results in a tie, the situation remains the same 
as it was before the contest. Thus, one contestant might win 
the contest by default. If two characters tie in a contest to 
snatch a ring off the floor, neither character grabs it. In a 
contest between a monster trying to open a door and an 
adventurer trying to keep the door dosed, a tie means that 
the door remains shut. 

Skills 
Each ability covers a broad range of capabilities, including 
skills that a character or a monster can be proficient in. A 
skill represents a specific aspect of an ability score, and an 
individual's proficiency in a skill demonstrates a focus on 
that aspect. (A character's starting skill proficiencies are 

determined at character creation, and a monster's skill 
proficiencies appear in the monster's stat block.) 

For example: 

A Dexterity check might reflect a character's attempt to pull 
off an acrobatic stunt, to palm an object, or to stay hidden. 
Each of these aspects of Dexterity has an associated skill: 
Acrobatics, Sleight of Hand, and Stealth, respectively. So, a 
character who has proficiency in the Stealth skill is 
particularly good at Dexterity checks related to sneaking 
and hiding. 

Skills and Attributes 
The skills related to each ability score are shown in the 
following list. (No skills are related to Constitution.) See an 
ability's description in the later sections of this chapter for 
examples of how to use a skill associated with an ability. 

• 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 

Tools, Kits, and Attributes 
There are also many different tools and kits that also use 
different attributes for their proficiency.  In some cases, 
there is a choice for which attribute might be used for a tool 
or kit. 

• Strength: Mason’s Tools, Smith’s Tools 
• Dexterity: Calligrapher’s Tools, Carpenter’s Tools, 

Cobbler’s Tools, Cook’s Utensils, Disguise Kit, Forgery Kit, 
Harvester’s Kit, Jeweler’s Tools, Leatherworker’s Tools, 
Luck Gaming Sets, Potter’s Tools, Thieves’ Tools, Tinker’s 
Tools, Weaver’s Tools, Woodcarver’s Tools 

• Constitution: Poisoner’s Kit 
• Intelligence: Alchemy Kit, Brewer’s Tools, Cartographer’s 

Tools, Cook’s Utensils, Herbalism Kit, Navigator’s Tools, 
Poisoner’s Kit, Strategic Gaming Sets 

• Wisdom: Glassblower’s Tools, Navigator’s Tools, Vehicle 
(Land), Vehicle (Water) 

• Charisma: Musical Instruments, Painter’s Tools 

Sometimes, the DM might ask for an ability check using a 
specific skill - for example, "Make a Wisdom (Perception) 
check." At other times, a player might ask the DM if 
proficiency in a particular skill applies to a check. In either 
case, proficiency in a skill means an individual can add his 
or her proficiency bonus to ability checks that involve that 
skill. Without proficiency in the skill, the individual makes a 
normal ability check. 
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For example: 

If a character attempts to climb up a dangerous cliff, the 
Dungeon Master might ask for a Strength (Athletics) check. 
If the character is proficient in Athletics; the character’s 
proficiency bonus is added to the Strength check. If the 
character lacks that proficiency, he, or she just makes a 
Strength check. 

 

Passive Checks 
A passive check is a special kind of ability check that doesn’t 
involve any die rolls. Such a check can represent the 
average result for a task done repeatedly, such as searching 
for secret doors repeatedly. or can be used when the DM 
wants lo secretly determine whether the characters 
succeed at something without rolling dice, such as noticing 
a hidden monster. 

Here's how to determine a character's total for a passive 
check: 

• 10 + all modifiers that normally apply to the check 

If the character has advantage on the check, add 5. For 
disadvantage, subtract 5. The game refers to a passive 
check total as a score. 

For example: 

If a 1st-levei character has a Wisdom of 15 and proficiency 
in Perception. he or she has a passive Wisdom (Perception) 
score of 14. 

The rules on hiding in the "Dexterity" section below rely on 
passive checks, as do the exploration rules in chapter 8 in 
the Player’s Handbook. 

Working Together 
Sometimes two or more characters team up to attempt a 
task. The character who's leading the effort - or the one 
with the highest ability modifier-can make an ability check 
with advantage, reflecting the help provided by the other 

characters. In combat, this requires the Help action (see 
chapter 9 in the Player’s Handbook). 

A character can only provide help if the task is one that he 
or she could attempt alone. For example,, trying to open a 
lock requires proficiency with Thieves’ Tools, so a character 
who lacks that proficiency can't help another character in 
that task. Moreover, a character can help only when two or 
more individuals working together would be productive. 
Some tasks, such as threading a needle. are no easier with 
help. 

Group Checks 
When several individuals are trying to accomplish 
something as a group, the DM might ask for a group ability 
check. In such a situation, the characters who are skilled in 
a particular task help cover those who aren't. 

To make a group ability check. everyone in the group makes 
the ability check. If at least half the group succeeds, the 
whole group succeeds. Otherwise, the group fails. Group 
checks don't come up very often. and they’re most useful 
when all the characters succeed or fail as a group.  

For example: 

When adventurers are navigating a swamp, the DM might 
call for a group Wisdom (Survival) check to see if the 
characters can avoid the quicksand, sinkholes, and other 
natural hazards of the environment. If at least half the 
group succeeds, the successful characters can guide their 
companions out of danger. Otherwise, the group stumbles 
into one of these hazards. 

 

Hiding 
When you try to hide, make a Dexterity (Stealth) check. 
Until you are discovered, or you stop hiding, that check's 
total is contested by the Wisdom (Perception) check of any 
creature that actively searches for signs of your presence. 

You can't hide from a creature that can see you. and if you 
make noise (such as shouting a warning or knocking over a 
vase), you give away your position. An invisible creature 
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can't be seen, 50 it can always try to hide. Signs of its 
passage might still be noticed, however, and it still must 
stay quiet.  

In combat, most creatures stay alert for signs of danger, so 
if you come out of hiding and approach a creature, it usually 
sees you. However, under certain circumstances, the 
Dungeon Master might allow you to stay hidden as you 
approach a creature that is distracted, allowing you to gain 
advantage on an attack before you are seen. 

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 
compares your Dexterity (Stealth) check with that 
creature's passive Wisdom (Perception) score, which equals 
10 + the creature's Wisdom modifier, as well as any other 
bonuses or penalties. If the creature has advantage, add 5. 
For disadvantage, subtract 5. 

For example: 

If a 1st level character (with a proficiency bonus of +2) has 
a Wisdom of 15 (a +2 modifier) and proficiency in 
Perception, he or she has a passive Wisdom (Perception) of 
14. 

What Can You See? One of the main factors in determining 
whether you can find a hidden creature or object is how 
well you can see in an area, which might be lightly or heavily 
obscured, as explained in chapter 8 in the Player’s 
Handbook. 
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Adventuring 
Delving into the ancient tomb of horrors. slipping through 
the back alleys of Waterdeep, hacking a fresh trail through 
the thick jungles on the Isle of Dread-these are the things 
that Dungeons and Dragons adventures are made of. Your 
character in the game might explore forgotten ruins and 
uncharted lands, uncover dark secrets and sinister plots, 
and slay foul monsters. And if all goes well, your character 
will survive to claim rich rewards before embarking on a 
new adventure. 

This chapter covers the basics of the adventuring life, from 
the mechanics of movement to the complexities of social 
interaction. The rules for resting are also in this chapter, 
along with a discussion of the activities your character 
might pursue between adventures. 

Whether adventurers are exploring a dusty dungeon or the 
complex relationships of a royal court, the game follows a 
natural rhythm, as outlined in the book's introduction: 

• The DM describes the environment. 
• The players describe what they want to do.  
• The DM narrates the results of their actions. 

Typically, the DM uses a map as an outline of the adventure, 
tracking the characters' progress as they explore dungeon 
corridors or wilderness regions. 

The DM's notes, including a key to the map, describe what 
the adventurers find as they enter each new area. 
Sometimes, the passage of time and the adventurers' 

actions determine what happens, so the DM might use a 
timeline or a flowchart to track their progress instead of a 
map. 

Details on Time, speed, and movement can all be found in 
Chapter 8 of the Player’s Handbook as well as different 
activities that are important for the players and characters. 

Movement 
Swimming across a rushing river, sneaking down a dungeon 
corridor, scaling a treacherous mountain slope — all sorts 
of movement play a key role in fantasy gaming adventures. 

The DM can summarize the adventurers' movement 
without calculating exact distances or travel times:  

For example: 

"You travel through the forest and find the dungeon 
entrance late in the evening of the third day." Even in a 
dungeon, particularly a large dungeon or a cave network, 
the DM can summarize movement between encounters: 
"After killing the guardian at the entrance to the ancient 
dwarven stronghold, you consult your map, which leads you 
through miles of echoing corridors to a chasm bridged by a 
narrow stone arch." 

Sometimes it's important, though, to know how long it 
takes to get from one spot to another, whether the answer 
is in days, hours, or minutes. The rules for determining 
travel time depend on two factors: the speed and travel 
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pace of the creatures moving and the terrain they're 
moving over. 

 

Speed 
Every character and monster have a speed, which is the 
distance in feet that the character or monster can walk in 1 
round. This number assumes short bursts of energetic 
movement during a life-threatening situation. 

The following rules determine how far a character or 
monster can move in a minute, an hour, or a day. 

Travel Pace 

While traveling, a group of adventurers can move at a 
normal, fast, or slow pace, as shown on the Travel Pace 

table. The table states how far the party can move in a 
period and whether the pace has any effect. A fast pace 
makes characters less perceptive, while a slow pace makes 
it possible to sneak around and to search an area more 
carefully (see the “Activity While Traveling” section later in 
the Player’s Handbook for more information). 

Forced March. The Travel Pace table assumes that 
character’s travel for eight hours in day. They can push on 
beyond that limit, at the risk of exhaustion. 

For each additional hour of travel beyond eight hours, the 
characters cover the distance shown in the Hour column for 
their pace, and each character must make a constitution 
saving throw at the end of the hour. The DC is 10 + 1 for 
each hour past the first eight hours of travel. On a failed 
saving throw, a character suffers one level of exhaustion 
(see Appendix A). 

Mounts and Vehicles. For short spans of time (up to an 
hour), many animals move much faster than humanoids. A 
mounted character can ride at a gallop for about an hour, 
covering twice the usual distance for a fast pace. If fresh 
mounts are available every 8 to 10 miles, characters can 
cover larger distances at this pace, but this is very rare 
except in densely populated areas. 

Characters in wagons, carriages, or other land vehicles 
choose a pace as normal. Characters in a waterborne vessel 
are limited to the speed of the vessel (see chapter 5, 
“Equipment” in the Player’s Handbook), and they don't 
suffer penalties for a fast pace or gain benefits from a slow 
pace. Depending on the vessel and the size of the crew, 
ships might be able to travel for up to 24 hours per day. 

Certain special mounts, such as a pegasus or griffon, or 
special vehicles, such as a carpet of flying, allow you to 
travel more swiftly. The Dungeon Master’s Guide contains 
more information on special methods of travel. 

Overland Movement Table (One Hour of Travel) 

 Character Speed Notes 

One Hour (Overland)  15 feet 20 feet 30 feet 40 feet 
Slow ½ mile 1 mile 2 miles 3 miles  

Walk  1½ miles 2 miles 3 miles 4 miles  

Fast  2 miles 3 miles 4 miles 6 miles -5 penalty to Wisdom (Perception) scores 

Overland Movement Table (Eight Hours of Travel) 

 Character Speed Notes 

One Day (Overland) 15 feet 20 feet 30 feet 40 feet 
Slow 4 miles 8 miles 16 miles 24 miles  

Walk  12 miles 16 miles 24 miles 32 miles  

Fast 16 miles 20 miles 30 miles 40 miles -5 penalty to Wisdom (Perception) scores 
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Difficult Terrain 

The travel speeds given in the Travel Pace table assume 
relatively simple terrain: roads, open plains, or clear 
dungeon corridors. But adventurers often face dense 
forests, deep swamps, rubble-filled ruins, steep mountains, 
and ice-covered ground — all considered difficult terrain. 
You move at half speed or slower in difficult terrain. 

As an example:  

Moving 1 foot in difficult terrain costs 2 feet of speed — so 
you can cover only half the normal distance in a minute, an 
hour, or a day. 

Hampered Movement Table 

Condition  Additional Movement Cost 
Difficult terrain ×2 

Obstacle1 ×2 

Poor visibility ×2 

Impassable — 

Different terrains will cause different movement speeds.  
This is true for Combat movement or Overland travel. 

Terrain and Overland Movement Table 

Terrain  Highway Road or 
Trail 

Trackless 

Desert, sandy ×1 ×½ ×½ 

Forest ×1 ×1 ×½ 

Hills ×1 ×¾ ×½ 

Jungle ×1 ×¾ ×¼ 

Moor ×1 ×1 ×¾ 

Mountains ×¾ ×¾ ×½ 

Plains ×1 ×1 ×¾ 

Swamp ×1 ×¾ ×½ 

Tundra, 
frozen 

×1 ×¾ ×¾ 

Quadrupeds, such as horses, can carry heavier loads than 
characters can.  

Mounts Movement Table 

Mounts (carrying load)  Per Hour Per Day 
Light horse or light warhorse  6 miles 48 miles 

Light horse (151-450 lb.)  4 miles 32 miles 

Light warhorse (231-690 lb.)  4 miles 32 miles 

Heavy horse or heavy warhorse  5 miles 40 miles 

Heavy horse (201-600 lb.)  3½ miles 28 miles 

Heavy warhorse (301-900 lb.)  3½ miles 28 miles 

Pony or war pony  4 miles 32 miles 

Pony (76-225 lb.)  3 miles 24 miles 

War pony (101-300 lb.)  3 miles 24 miles 

Donkey or mule  3 miles 24 miles 

Donkey (51-150 lb.)  2 miles 16 miles 

Mule (231-690 lb.)  2 miles 16 miles 

Dog, riding  4 miles 32 miles 

Dog, riding (101-300 lb.)  3 miles 24 miles 

Rafts, barges, keelboats, and rowboats are used on lakes 
and rivers. 

If going downstream, add the speed of the current (typically 
3 miles per hour) to the speed of the vehicle. In addition to 
10 hours of being rowed, the vehicle can also float an 
additional 14 hours, if someone can guide it, so add an 
additional 42 miles to the daily distance traveled. These 
vehicles can’t be rowed against any significant current, but 
they can be pulled upstream by draft animals on the shores. 

Vehicle Movement Table 

Vehicles  Per Hour Per Day 
Cart or wagon  2 miles 16 miles 

Raft or barge (poled or towed)  ½ mile 5 miles 

Keelboat (rowed)  1 mile 10 miles 

Rowboat (rowed)  1½ miles 15 miles 

Sailing ship (sailed)  2 miles 48 miles 

Warship (sailed and rowed)  2½ miles 60 miles 

Longship (sailed and rowed)  3 miles 72 miles 

Galley (rowed and sailed)  4 miles 96 miles 

Special Types of Movement 
Movement through dangerous dungeons or wilderness 
areas often involves more than simply walking. Adventurers 
might have to climb, crawl, swim, or jump to get where they 
need to go. 

Climbing, Swimming, and Crawling 

Each foot of movement costs 1 extra foot (2 extra feet in 
difficult terrain) when you’re climbing, swimming, or 
crawling. You ignore this extra cost if you have a climbing 
speed and use it to climb, or a swimming speed and use it 
to swim. At the DM’s option, climbing a slippery vertical 
surface or one with few handholds requires a successful 
Strength (Athletics) check. Similarly, gaining any distance in 
rough water might require a successful Strength (Athletics) 
check. 
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Jumping 

Your Strength determines how far you can jump. 

Long Jump. When you make a long jump, you cover several 
feet up to your Strength score if you move at least 10 feet 
on foot immediately before the jump. When you make a 
standing long jump, you can leap only half that distance. 
Either way, each foot you clear on the jump costs a foot of 
movement. 

This rule assumes that the height of your jump doesn't 
matter, such as a jump across a stream or chasm. At your 
DM's option, you must succeed on a DC 10 Strength 
(Athletics) check to clear a low obstacle (no taller than a 
quarter of the jump's distance), such as a hedge or low wall. 
Otherwise, you hit it. 

When you land in difficult terrain, you must succeed on a 
DC 10 Dexterity (Acrobatics) check to land on your feet. 
Otherwise, you land prone. 

High Jump. When you make a high jump, you leap into the 
air several feet equal to 3 + your Strength modifier 
(minimum of 0 feet) if you move at least 10 feet on foot 
immediately before the jump. When you make a standing 
high jump, you can jump only half that distance. Either way, 
each foot you clear on the jump costs a foot of movement. 
In some circumstances, your DM might allow you to make a 
Strength (Athletics) check to jump higher than you normally 
can. 

You can extend your arms half your height above yourself 
during the jump. Thus, you can reach above you a distance 
equal to the height of the jump plus 1 1/2 times your height. 

 

The Environment 
By its nature, adventuring involves delving into places that 
are dark, dangerous, and full of mysteries to be explored. 
The rules in this section cover some of the most important 
ways in which adventurers interact with the environment in 
such places. The Dungeon Master's Guide has rules 
covering more unusual situations.  There are also a lot more 
details in Chapter 8 of the Player’s Handbook. 

Vison and Light 
The most fundamental tasks of adventuring-noticing 
danger, finding hidden objects, hitting an enemy in combat, 
and targeting a spell, to name just a few- rely heavily on a 
character’s ability to see. Darkness and other effects that 
obscure vision can prove a significant hinderance. 

A given area might be lightly or heavily obscured. In a lightly 
obscured area, such as dim light, patchy fog, or moderate 
foliage, creatures have disadvantage on Wisdom 
(Perception) checks that rely on sight. 

A heavily obscured area - such as darkness, opaque fog, or 
dense foliage - blocks vision entirely. A creature in a heavily 
obscured area effectively suffers from the blinded 
condition. 

The presence or absence of light in an environment creates 
three categories of illumination: bright light, dim light, and 
darkness. 

Bright light lets most creatures see normally. Even gloomy 
days provide bright light, as do torches, lanterns, fires, and 
other sources of illumination within a specific radius. 

Dim light, also called shadows, creates a lightly obscured 
area. An area of dim light is usually a boundary between a 
source of bright light such as a torch, and surrounding 
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. Characters face 
darkness outdoors at night (even most moonlit nights). 
within the confines of an unlit dungeon or a subterranean 
vault, or in an area of magical darkness. 

Blindsight 

A creature with blindsight can perceive its surroundings 
without relying on sight, within a specific radius. Creatures 
without eyes, sue h as oozes, and creatures with 
echolocation or heightened senses, such as bats and true 
dragons, have this sense. 

Darkvision 

Many creatures in the worlds of Dungeons and Dragons, 
especially those that dwell underground. have darkvision. 
Within a specified range, a creature with darkvision can see 
in darkness as if the darkness were dim light, so areas of 
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darkness are only lightly obscured as far as that creature is 
concerned. However, the creature can't discern color in 
darkness, only shades of gray. 

Truesight 

A creature with truesight can, out to a specific range, see in 
normal and magical darkness, see invisible creatures and 
objects, automatically detect visual illusions, and succeed 
on saving throws against them, and perceives the original 
form of a shape changer or a creature that is transformed 
by magic. Furthermore, the creature can see into the 
Ethereal Plane. 

 

Social Interaction 
Exploring dungeons, overcoming obstacles, and slaying 
monsters are key parts of D&D adventures. No less 
important, though, are the social interactions that 
adventurers have with other inhabitants of the world. 

Interaction takes on many forms. You might need to 
convince an unscrupulous thief to confess to some 
malfeasance, or you might try to flatter a dragon so that it 
will spare your life. The DM assumes the roles of any 
characters who are participating in the interaction that 
don't belong to another player at the table. Any such 
character is called a nonplayer character (NPC). 

In general terms, an NPC's altitude toward you is described 
as friendly, indifferent, or hostile. Friendly NPCs are 
predisposed to help you, and hostile ones are inclined to get 
in your way. It's easier to get what you want from a friendly 
NPC, of course. 

Social interactions have two primary aspects: roleplaying 
and ability checks. 

 

Roleplaying 
Roleplaying is literally the act of playing out a role. In this 
case, it's you as a player determining how your character 
thinks, acts, and talks. 

Roleplaying is a part of every aspect of the game, and it 
comes to the fore during social interactions. Your 
character's quirks, mannerisms, and personality influence 
how interactions resolve. 

There are two styles you can use when roleplaying your 
character: the descriptive approach and the active 
approach. Most players use a combination of the two styles. 
Use whichever mix of the two works best for you. 

Descriptive Approach to Roleplaying 
With this approach, you describe your character's words 
and actions to the DM and the other players. Drawing on 
your mental image of your character, you tell everyone 
what your character does and how he or she does it. 
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For instance: 

 Chris plays Tordek the dwarf. Tordek has a quick temper 
and blames the elves of the Cloakwood for his family's 
misfortune. At a tavern. an obnoxious elf minstrel sits at 
Tordek's table and tries to strike up a conversation with the 
dwarf. 

Chris says, "Tordek spits on the floor, growls an insult at the 
bard, and stomps over to the bar. He sits on a stool and 
glares at the minstrel before ordering another drink." 

In this example, Chris has conveyed Tordek's mood and 
given the DM a clear idea of his character's altitude and 
actions. 

When using descriptive roleplaying, keep the following 
things in mind: 

• Describe your character's emotions and altitude. Focus on 
your character's intent and how others might perceive it. 

• Provide as much embellishment as you feel comfortable 
with. 

• Don't worry about getting things exactly right. Just focus 
on thinking about what your character would do and 
describing what you see in your mind. 

Active Approach to Roleplaying 
If descriptive roleplaying tells your DM and your fellow 
players what your character thinks and does, active 
roleplaying shows them. 

When you use active roleplaying, you speak with your 
character's voice, like an actor taking on a role. You might 
even echo your character's movements and body language. 
This approach is more immersive than descriptive 
roleplaying, though you still need to describe things that 
can't be reasonably acted out. 

Going back to the example of Chris roleplaying Tordek 
above, here's how the scene might play out if Chris used 
active roleplaying: 

For example: 

Speaking as Tordek, Chris says in a gruff, deep voice, "I was 
wondering why it suddenly smelled awful in here. If I wanted 
to hear anything out of you, I’d snap your arm and enjoy your 
screams." In his normal voice, Chris then adds, "I get up, 
glare at the elf, and head to the bar." 

Results of Roleplaying 
The DM uses your character's actions and attitudes to 
determine how an NPC reacts. A cowardly NPC buckles 
under threats of violence. A stubborn dwarf refuses to let 
anyone badger her. A vain dragon laps up flattery. 

When interacting with an NPC, pay close attention to the 
DM's portrayal of the NPC's mood, dialogue, and 
personality. Vou might be able to determine an NPC's 
personality traits, ideals, flaws, and bonds, then play on 
them to influence the NPC's attitude. 

Interactions in Dungeons and Dragons are much like 
interactions in real life. If you can offer NPCs something 
they want, threaten them with something they fear, or play 
on their sympathies and goals, you can use words to get 
almost anything you want. On the other hand, if you insult 
a proud warrior or speak ill of a noble's allies, your efforts 
to convince or deceive will fall short. 

 

Monster Harvesting 
The act of removing useful body parts from a creature is 
referred to as harvesting. 

Anything that can be harvested from a creature is referred 
to as a harvesting material or simply material. In general, 
only creatures that have died may be harvested, but there 
may be some exceptions based on context. 

Appraising 
Before a player begins hacking and butchering their hunt, 
they may instead choose to take a moment first and 
appraise the creature to be harvested. To do this, they must 
spend 1 minute examining the creature to be harvested and 
then roll an Intelligence check, adding their proficiency 
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bonus if they are proficient in the skill corresponding to that 
creature (see table below).  

For example: 

Appraising a Beholder (which is an aberrant), the check 
would be an Intelligence (Arcana) check, while appraising 
an Ogre (which is a giant) would require an Intelligence 
(Medicine) check. 

The DC of the check is equal to 8 + the Harvested Creature’s 
CR (treating any CR less than 1 as 0). Success on this check 
grants the player full knowledge of any useful harvesting 
materials on the creature, the DC requirement to harvest 
those materials, any special requirements to harvest them, 
and any potential risks in doing so. In addition, any 
harvesting check made on that creature by that player is 
rolled at advantage. A character may only attempt one 
appraisal check per creature. 

Monster Type / Skill Check Table 

Creature Type Skill Check 
Aberration Arcana 

Beast Nature or Survival 

Celestial Arcana 

Construct Investigation 

Dragon Arcana or Nature 

Elemental Arcana 

Fey Arcana 

Fiend Arcana or Religion 

Giant Medicine 

Humanoid Medicine 

Monstrosity Nature 

Ooze Investigation 

Plant Nature 

Undead Arcana or Religion 

Splitting Up the Responsibilities 
Some party members may prefer to let one character 
handle the appraisal of materials, while another more 
dexterous character handles the actual harvesting. In this 
scenario, all benefits of appraising a creature are conferred 
to the player doing the harvesting, so long as the player that 
performed the appraising assists the harvesting player 
through the whole duration of the harvest. 

This section details the steps associated with performing a 
harvest, and any factors that may influence it. 

Harvesting 
To harvest a creature, a character must make a Dexterity 
ability check using the same skill proficiency as listed in the 
above appraising table.  

For example: 

A character attempting a harvest check on an Aberrant 
would receive a bonus equal to their Dexterity modifier and 
their proficiency in Arcana (if they have any). 

This check reflects a character’s ability to not only properly 
remove the intended item without damaging it, but it also 
involves any ancillary requirements of the harvest such as 
proper preservation and storage techniques. 

Using other proficiencies: 

If a player is harvesting a certain creature or harvesting a 
creature of a certain type of material, the DM may allow 
them to use a relevant tool proficiency rather than a skill 
proficiency. 

For example, the DM may allow a player to add their 
proficiency with Tinker’s Tools to their attempt to harvest a 
mechanical golem or use their proficiency with 
leatherworking tools when attempting to harvest a creature 
for its hide. Alternatively, all creature type proficiencies may 
be replaced by proficiency with the harvesting kit.  

Each individual item in a creature’s harvesting table is listed 
with a DC next to it. Any roll that a player makes that equals 
or exceeds this DC grants that player that item. 

Rewards are cumulative, and a player receives every item 
with a DC equal to or below their ability check result.  

For example: 

Rolling a total of 15 on a check to harvest an azer will 
reward the player with both “azer ash’, and “azer bronze 
skin”, but not a “spark of creation”. If they so wish, players 
may opt to not harvest a material even if they have met the 
DC threshold to harvest it. 

Only one harvesting attempt may be made on a creature. 
Failure to meet a certain item’s DC threshold assumes that 
the item was made unsalvageable due to the harvester’s 
incompetence. 

For most creatures, the time it takes to harvest a material is 
counted in minutes and is equal to the DC of that material 
divided by 5. For huge creatures however, it is equal in DC 
of that material, while for gargantuan creatures, it is equal 
to the DC of that material multiplied by 2. 
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Violent Deaths 
This guide assumes that most creatures you attempt to 
harvest died in direct combat and thus already accounts for 
the idea that you are harvesting creatures that are not in 
pristine condition. However, some deaths are more violent 
than others and can make harvesting useful materials either 
extremely difficult or downright impossible. Such examples 
include burning by fire, dissolving from acid, or being 
completely crushed under a pillar of stone. In these cases, 
raise the DC for harvesting any of that creature’s materials 
by 5. Alternatively, the DM may decide that well- 
orchestrated hunts result in a carcass that is prime for 
harvesting, such as creatures killed mostly through psychic 
damage, or those killed in one clean attack. In these cases, 
the DM should lower the DC for harvesting any of that 
creature’s materials by 5. 

Furthermore, the DM may adjudicate whether some of a 
creature’s individual materials have been made useless due 
to effects imposed by them during their death. Examples 
may include blood being tainted from poisoning, or their 
pelt being worthless due to excessive slashing/piercing 
damage. 

Expiration 
Many harvested goods will start to rot and decay. Below is 
a quick overview of how we determined expiration dates. 

Item Type Days Explanation 
Body Part 2 Flesh rots and decays quickly. 

Body Part, 
Undead 

7 Undead body parts are already 
rotting, so their usefulness can 
last a little longer than regular 
flesh (which becomes useless 
when it rots). 

Item Type Days Explanation 
Bones ∞ Bones take a very long time to 

decay. 

Feathers ∞ Feathers take a very long time to 
decay. 

Ears 14 Ears are predominantly tough 
cartilage (soft bone). The skin 
around the ear’s rots quickly, but 
the ear remains intact for some 
time after. 

Hair ∞ Hair takes a very long time to 
decay. 

Head 3 Like other flesh, it rots and decays 
quickly, but lasts slightly longer 

Hides/Pelts 10 Hides/Pelts must be treated and 
soaks to retain its usefulness. 

Liquid, Vial 
(i.e., Blood) 

7 If contained in a stoppered vial, 
most fluids have a longer shelf 
life. However, if exposed to air, it 
gets ruined VERY quickly. 

Liquid, Vial 
(i.e., Slime) 

14 Slimes and gels tend to have a 
longer shelf-life than other fluids. 
However, if exposed to air, it gets 
ruined VERY quickly. 

Poisons 14 Most poisons are viable for about 
2 weeks. However, each poison is 
different. In additions, proficiency 
with a poisoner's kit may allow 
assassins the ability to extend the 
shelf-life every few weeks (adding 
other ingredients to extend the 
poison's usefulness) 

Tattoos/Marks 5 Usually a strip of skin, which can 
be preserved with some oil to last 
a little longer than other flesh. 

Wings 7 While wings contain flesh, which 
rots quickly, the bones and 
leather/feather last much longer, 
making the wings usefulness last 
longer. 

Meat 
It is possible to harvest the meat of many creatures, 
although uncooked meat spoils quickly and often attract 
other predators. Some creature types have meat that is 
inedible (i.e., undead), while others carry some sort of 
stigma (cannibalism, distasteful, unholy). For example, 
eating a celestial may be considered a vile, unholy act; while 
eating a monstrosity may be considered disgusting and 
distasteful; and giants are too like most medium-sized 
humanoids and is often considered in line with cannibalism. 
Of course, while buying stigma associated meats is 
forbidden and possibly illegal in most places, there are 
always people willing to buy illegal goods (although they 
may be hard to find). 
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Creature 
Type  

Edible Possible 
Stigma 

Sellable 

Aberration  N  Inedible 

Beast  Y N Y 

Celestial  Y Cannibalism, Holy 
Creature 

N 

Construct  N  Inedible 

Dragon  Y N Y 

Elemental  N  Inedible 

Fey  Y Cannibalism, 
Worshipped 

Some are 
inedible 

Fiend  N  Inedible 

Giant  Y Cannibalism, 
Disgusting 
Creature 

N 

Humanoid  Y Cannibalism N 

Monstrosity  * Disgusting 
Creature 

N 

Ooze  N  Inedible 

Plant  N  No meat 

Undead  N  Inedible 

      * Some monstrosities have meat that is edible (DM 
Discretion) 

The amount of meat is dependent on the beast’s size. The 
weight of a raw piece of meat is one pound heavier than a 
ration (one slab of meat, 3 lb. is needed to produce 1 dried 
ration, 2 lb.). 

Beast Size  DC Meat Weight Expire 
Tiny  5 1 2 lb. 1 day 

Small  5 1d4 3-12 lb. 1 day 

Medium  5 1d6 3-18 lb. 1 day 

Large  5 2d6 6-36 lb. 1 day 

Huge  5 4d6 12-72 lb. 1 day 

Eating Meat: Cooked meat can be eaten safely. Cooking 
meat requires a campfire or oven. Eating raw meat requires 
a DC 10 Constitution Check. A successful check results in a 
filling meal. A failure results in debilitating stomach cramps, 
causing 1 level of exhaustion (disadvantage on ability 
checks). 

Drying Meat: The meat can be dried using salt, spices, heat, 
and time. 

Drying Method  Time DC Notes 
Oven  6 

hours 
5  

Smoke Hut  2 days 7 Smoking must be 
maintained (can't be 
left alone for days) 

Drying Method  Time DC Notes 
Sun  16 

hours 
15 Must be in direct 

sunlight, in over 85°F. 
Set on a hot stone or 
hanging from a rack. 
Higher chance of 
spoiling. 
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Combat 
The clatter of a sword striking against a shield. The terrible 
rending sound as monstrous claws tear through armor. A 
brilliant flash of light as a ball of f1ame blossoms from a 
wizard's spell. The sharp tang of blood in the air, cutting 
through the stench of vile monsters. Roars of fury, shouts 
of triumph, cries of pain. Combat in Dungeons and Dragons 
can be chaotic, deadly, and thrilling. 

This chapter provides the rules you need for your characters 
and monsters to engage in combat, whether it is a brief 
skirmish or an extended conflict in a dungeon or on a field 
of battle. Throughout this chapter, the rules address you, 
the player, or Dungeon Master. The Dungeon Master 
controls all the monsters and nonplayer characters involved 
in combat, and each other player controls an adventurer. 
"You" can also mean the character or monster that you 
control. 

The Order of Combat 
A typical combat encounter is a clash between two sides, a 
flurry of weapon swings, feints, parries, footwork, and 
spellcasting. The game organizes the chaos of combat into 
a cycle of rounds and turns. A round represents about six 
seconds in the game world. During a round, each 
participant in a battle takes a turn. The order of turns is 
determined at the beginning of a combat encounter when 
everyone rolls initiative. Once everyone has taken a turn, 

the fight continues to the next round if neither side has 
defeated the other. 

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

anyone involved in the combat encounter is 
surprised. 

02 Establish positions. The DM decides where all the 
characters and monsters are located. Given the 
adventurers' marching order or their stated 
positions in the roam or other locations, The DM 
figures out where the adversaries are - how far 
away and in what direction. 

03 Roll initiative. Everyone involved in the combat 
encounter rolls initiative, determining the order of 
combatants turns. 

04 Take turns. Each participant in the battle takes a 
turn in initiative order. 

05 Begin the next round. When everyone involved in 
the combat has had a turn, the round ends. Repeat 
step 4 until the fighting stops. 

Interacting with Objects Around You 
Here are a few examples of the sorts of thing you can do in 
tandem with your movement and or action.  Only one of 
these can be accomplished per round: 

• Draw or sheathe a sword 
• Open or close a door 
• Pick up a dropped axe 
• Take a bauble from a table 
• Remove a ring from your finger 
• Stuff some food into your mouth 
• Plant a banner in the ground 
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• Fish a few coins from your belt pouch 
• Drink all the ale in a flagon 
• Throw a lever or a switch 
• Pull a torch from a sconce 
• Take a book from a shelf you can reach 
• Extinguish a small flame 
• Don a mask 
• Pull the hood of your cloak up and over your head  
• Put your ear to a door 
• Kick a small stone 
• Turn a key in a lock 
• Tap the floor with a 10-foot pole 
• Hand an item to another character 

Bonus Action Options 
Besides the stated rules for Bonus Actions that are available 
to characters the following are also allowed: 

• Drink a potion that was in your hand, pouch or on a belt 

Full Action Options 
• Feed an unconscious person a potion 
• Withdraw a potion from your backpack 

 

Size Diagram 

 

Creature Size 
Each creature takes up a different amount of space. The 
Size Categories table shows how much space a creature of 
a particular size controls in combat. Objects sometimes use 
the same size categories. 

Size Categories Table 

Size Space 
Tiny 2½ feet by 2½ feet 

Small 5 feet by 5 feet 

Medium 5 feet by 5 feet 

Large 10 feet by 10 feet 

Huge 15 feet by 15 feet 

Size Space 
Gargantuan 20 feet by 20 feet or larger 

Space 

A creature's space is the area in feet that it effectively 
controls in combat, not an expression of its physical 
dimensions. A typical medium creature isn't 5 feet wide, for 
example, but it does control a space that wide. If a Medium 
hobgoblin stands in a 5-foot-wide doorway, other creatures 
can't get through unless the hobgoblin lets them. 

A creature's space also reflects the area it needs to tight 
effectively. For that reason, there's a limit to the number of 
creatures that can surround another creature in combat. 
Assuming Medium combatants, eight creatures can fit in a 
5-foot radius around another one. 
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Because larger creatures take up more space, fewer of 
them can surround a creature. If five large creatures crowd 
around a Medium or smaller one, there's little room for 

anyone else. In contrast, as many as twenty medium 
creatures can surround a Gargantuan one. 

Size Diagram (Squares vs Hexes) 

 

Squeezing Into a Smaller Space 

A creature can squeeze through a space that is large enough 
for a creature one size smaller than it. Thus, a large creature 
can squeeze through a passage that's only 5 feet wide. 
While squeezing through a space, a creature must spend 1 
extra foot for every foot it moves there, and it has 
disadvantage on attack rolls and dexterity saving throws. 
Attack rolls against the creature have advantage while it's 
in the smaller space. 

Playing on a Grid 

Squares. Each square on the grid represents 5 feet. 

Speed. Rather than moving foot by foot, move square by 
square on the grid. This means you use your speed in 5-foot 
segments. This is particularly easy if you translate your 
speed into squares by dividing the speed by 5.  

For example: 

A speed of 30 feel translates into a speed of 6 squares. 

Entering a Square. To enter a square, you must have ai least 
1 square of movement left, even if the square is diagonally 
adjacent to the square, you're in. (The rule for diagonal 
movement sacrifices realism for the sake of smooth play.  

If a square costs extra movement, as a square of difficult 
terrain does, you must have enough movement left lo pay 
for entering it.  

For example: 

You must have at least 2 squares of movement left to enter 
a square of difficult terrain. 

Corners. Diagonal movement cannot cross the comer of a 
wall, large tree, or other terrain feature that fills its space. 

Ranges. To determine the range on a grid between two 
things - whether creatures or objects - start counting 
squares from a square adjacent to one of them and stop 
counting in the space of the other one. Count by the 
shortest route. 

Cover 
To determine whether a target has cover against an attack 
or other effect on a grid, choose a corner of the attacker’s 
space or the point of origin of an area of effect. Then trace 
imaginary lines from that corner to every corner of any one 
square the target occupies. If one or two of those lines are 
blocked by an obstacle (including another creature), the 
target has half cover. If three or four of those lines are 
blocked but the attack can still reach the target (such as 
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when the target is behind an arrow slit), the target has 
three-quarters cover. 

On hexes, use the same procedure as a grid, drawing lines 
between the corners of the hexagons. The target has half 
cover it up to three lines are blocked by an obstacle, and 
three-quarters cover if four or more lines are blocked but 
the attack can still reach the target. 

Flanking 
A creature can’t flank an enemy that it can’t see. A creature 
also can’t flank while it is incapacitated. A Large or larger 

creature is flanking if at least one square or hex of its space 
qualifies for flanking. 

You cannot flank a creature more than two sizes larger than 
yourself.  Some creatures are immune from flanking as well 
as some abilities might allow for that.  Large creatures only 
need two opponents to be flanked, while Huge require at 
least three and Gargantuan four.  These numbers are 
assuming those doing the flanking are smaller than the 
target creature.  If all the creatures are the same size, then 
flanking always only requires two attackers to flank 
properly. 

 

Flanking and Cover Diagram (Squares) 

 

Flanking on Squares. When a creature and at least one of 
its allies are adjacent to an enemy and on opposite sides or 
corners of the enemy’s space, they flank that enemy, and 
each of them has advantage on melee attack rolls against 
that enemy. 

When in doubt about whether two creatures flank an 
enemy on a grid, trace an imaginary line between the 
centers of the creatures’ spaces. If the line passes through 
opposite sides or corners of the enemy’s space, the enemy 
is flanked. 

Flanking on Hexes. When a creature and at least one of its 
allies are adjacent to an enemy and on opposite sides of the 

enemy’s space, they flank that enemy, and each of them 
has advantage on attack rolls against that enemy. On hexes, 
count around the enemy from one creature to its ally. 
Against a Medium or smaller creature, the allies flank if 
there are two hexes between them. Against a Large 
creature, the allies flank if there are four hexes between 
them. Against a Huge creature, they must have five hexes 
between them. Against a Gargantuan creature, they must 
have at least 6 hexes between them. 
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Flanking and Cover Diagram (Hexes) 

 

Opportunity Attacks 
In a fight, everyone is constantly watching for a chance to 
strike an enemy who is fleeing or passing by. Such a strike is 
called an opportunity attack. 

You can make an opportunity attack when a hostile 
creature that you can see moves out of your reach. To make 
the opportunity attack, you use your reaction to make one 
melee attack against the provoking creature. The attack 
occurs right before the creature leaves your reach. 

You can avoid provoking an opportunity attack by taking the 
Disengage action. You also don’t provoke an opportunity 
attack when you teleport or when someone or something 
moves you without using your movement, action, or 
reaction.  

For example: 

You don’t provoke an opportunity attack if an explosion 
hurls you out of a foe’s reach or if gravity causes you to fall 
past an enemy. 

Facing 
Combat is a dynamic set of actions.  It is assumed that all 
creatures unless otherwise specified are moving around 
within their entire space as well as looking around 
attempting to be alert for danger.  This means that there is 
not any specific facing for characters or creatures.  
Everyone is assumed to have full vision around them and 
able to see anything that would normally be visible. 

Readied Action 
Sometimes you want to get the jump on a foe or wait for a 
particular circumstance before you act. To do so, you can 
take the Ready action on your turn so that you can act later 
in the round using your reaction. 

First, you decide what perceivable circumstance will trigger 
your reaction. Then, you choose the action you will take in 
response to that trigger, or you choose to move up to your 
speed in response to it.  

Examples include: 

"If the cultist steps on the trapdoor, I’ll pull the lever that 
opens it," and "If the goblin steps next to me, I move away." 

When the trigger occurs, you can either take your reaction 
right after the trigger finishes or ignore the trigger. 
Remember that you can take only one reaction per round. 

When you ready a spell, you cast it as normal but hold its 
energy, which you release with your reaction when the 
trigger occurs. To be readied, a spell must' have a casting 
time of one action and holding onto the spell's magic 
requires concentration (explained in chapter 10 of the 
Player’s Handbook). If your concentration is broken, the 
spell dissipates without taking effect.  

For example: 

If you are concentrating on the web spell and ready magic 
missile, your web spell ends, and if you take damage before 
you release magic missile with your reaction, your 
concentration might be broken. 

Cover 
Walls, trees, creatures, and other obstacles can provide 
cover during combat, making a target more difficult to 
harm. A target can benefit from cover only when an attack 
or other effect originates on the opposite side of the cover. 
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There are three degrees of cover. If a target is behind 
multiple sources of cover, only the most protective degree 
of cover applies; the degrees aren’t added together.  

For example: 

If a target is behind a creature that gives half cover and a 
tree trunk that gives three-quarters cover, the target has 
three-quarters cover. 

Half Cover 
A target with half cover has a +2 bonus to AC and Dexterity 
saving throws. A target has half cover if an obstacle blocks 
at least half of its body. The obstacle might be a low wall, a 
large piece of furniture, a narrow tree trunk, or a creature, 
whether that creature is an enemy or a friend. 

Three-Quarters Cover 
A target with three-quarters cover has a +5 bonus to AC and 
Dexterity saving throws. A target has three-quarters cover 
if about three-quarters of it is covered by an obstacle. The 
obstacle might be a portcullis, an arrow slit, or a thick tree 
trunk. 

Total Cover 
A target with total cover can’t be targeted directly by an 
attack or a spell, although some spells can reach such a 
target by including it in an area of effect. A target has total 
cover if it is completely concealed by an obstacle. 

 

Critical Hits and Misses 
All critical hits and misses still follow the original 5e rules of 
rolling another set of the attacks damage dice. This includes 
rolling extra dice for abilities that are a part of the attack 
such as damage from sneak attack, hex, or the initial strike 
of green flame blade. 

These tables simply contain a list of additional effects that 
take place on top of the existing critical roll rules. There are 
individual tables below for both weapon attacks and spell 
attacks because let’s be honest, there is a difference 
between missing with a bow and missing with a scorching 
ray. 

Use the Critical Hit Tables below for all natural 20 rolls and 
the Critical Fumble Tables for any natural 1 roll. 
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Weapon Attacks: Critical Hits Table 
Roll 
% Description Effect 

1 You feel accomplished, but nothing 
remarkable happens. 

Regular critical hit. 

2-5 
You feel it is imperative to press the 
advantage no matter the cost. 

You can choose to gain advantage on all attacks against your target until the end of your 
next turn, but if you do, all enemies have advantage on their attack rolls against you 
until the end of your next turn. 

6-9 You feel it is imperative to press the 
advantage but remain aware. 

You can choose to gain advantage on all attacks against your target next turn, but your 
target will have the same against you until the end of your next turn. 

10-14 You know how to gain advantage. You gain advantage on all attacks on your target until the end of your next turn. 

15-19 
As you are fighting, you notice an 
effective route to escape danger. You can use the disengage action after your attack. 

20-24 You feel the flow of the battle and 
know where to make your next move. 

After your turn you move to the top of the initiative order. 

25-29 You begin to recognize patterns in 
your opponent's fighting technique. 

You gain +2 to your AC against your target, and advantage on all savings throws from 
effects originating from your target until your next turn. 

30-39 
You can move towards your target 
while attacking and can attempt to 
harass them. 

After your attack you can choose to attempt to grapple your opponent if you have a free 
hand or attempt to shove your opponent if both hands are in use. 

40-49 You can move towards your target 
while attacking to harass them. 

After your attack you can choose to automatically succeed in grappling your opponent if 
you have a free hand or shove your target if both hands are in use. 

50-59 You attempt to disarm your target. You can take the disarm action after your attack. 

60-69 
You kick your target’s weapon out of 
their hands. 

You can take the disarm action after your attack and steal your target's weapon if you 
have a free hand. Otherwise, it's knocked away 20 feet. 

70-74 
Your senses heighten and you become 
aware of threats around you. You can use the dodge action after your attack. 

75-79 Your attack knocks your target over. Your target is knocked prone. 

80-84 Your strike surprises your opponent. Your target is surprised until the end of their next turn. 

85-89 You strike with great force. Roll an additional set of damage dice above and beyond your normal critical roll. 

90-94 You strike with extreme force. Roll an additional set of damage dice above and beyond your normal critical roll, and the 
target suffers one unit of exhaustion. 

95-99 You strike with debilitating force. 
Roll an additional set of damage dice above and beyond your normal critical roll. The 
target suffers a permanent injury (chosen by DM). It can be healed with extended rest of 
a length determined by the DM but leaves a scar. 

100 You strike with devastating force. 
Roll an additional set of damage dice above and beyond your normal critical roll; the 
target suffers 1 unit of exhaustion and gets a permanent injury (chosen by DM). The 
permanent injury can be healed same as above (95-99). 
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Weapon Attacks: Critical Fumbles Table 
Roll 
% Description Effect 

1 You are embarrassed, but nothing 
remarkable happens. 

You miss your attack. 

2-5 You lose your combat footing, exposing 
yourself to your target. 

Your target has advantage on their first attack roll against you next round. 

6-9 
You lose your combat footing, exposing 
yourself to your enemies. Your enemies have advantage on their first attack roll against you next round. 

10-14 
You lose your combat footing and have 
difficulty recovering. 

Your enemies have advantage on their attack rolls against you until the end of your 
next turn. 

15-19 
Melee: You get tangled with your 
enemy and fall over.  
Ranged: You spill your quiver. 

Melee: You are knocked prone, and your movement is reduced to 0. Your target must 
succeed a DC 10 dexterity check, or they are also knocked prone.  
Ranged: You must pick up arrows individually from the ground using your 
“environmental interaction”, or the “Use an Object” action to nock your bow. 

20-29 You lose your balance. You fall prone and your movement is reduced to 0. 

30-39 
As you attack your opponent you begin 
to fear that they are the superior 
combatant. 

Disadvantage on your next attack roll against your target. 

40-49 
You miss an attack and gaze upon the 
chaos of the battle, causing your 
confidence to falter. 

Disadvantage on your next attack roll against any target. 

50-59 You lose your grip as you attack. Roll a DC 10 Dexterity Check, on failure you drop your weapon at your feet. 

60-69 

Melee: The weapon slips from your 
hand as you attack.  
Ranged: Your ammo gets lodged in its 
container. 

Melee: Roll a DC 10 DEX Check; on failure you throw your weapon into your enemy’s 
space. (DM's choice on large+)  
Ranged: You must use an action to organize the ammunition in its case before you can 
make another ranged attack. 

70-79 

Melee: You lunge past your target, 
exposing yourself.  
Ranged: Your attack startles your allies 
near your target. 

Melee: Enemy you were attacking can use their reaction to perform and attack of 
opportunity.  
Ranged: the target can perform an opportunity attack on any ally within melee range. 

80-84 Missing what you thought was a critical 
blow causes you to panic. 

End your current turn and you are surprised until the end of your next turn. 

85-89 You attack wildly and lose track of the 
fight around you. 

End your turn and move to the bottom of the initiative order at the start of the next 
round. 

90-94 
You lose your footing while attacking 
and fall to the ground bumping your 
head. 

You fall prone. Roll a DC 10 constitution save, on failure you take 1d6 damage and are 
stunned for 1d4 rounds or until you receive damage from any source. On success take 
half damage and you remain conscious. 

95-99 You lose your footing while attacking 
and fall headfirst. 

You fall prone. Roll a DC 15 constitution save, on failure you take 2d6 damage and are 
stunned for 1d6 rounds or until you receive damage from any source. On success take 
half damage and you remain conscious. 

100 
You lose your footing while attacking 
and slam your head into the ground. 

You fall prone, take 3d6 damage, and become stunned for 1d8 rounds or until you 
receive damage from any source. 
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Spell Attacks: Critical Hits Table 
Roll 
% 

Description Effect 

1 You feel accomplished, but nothing 
remarkable happens. 

Regular spell critical hit. 

2-5 You feel it is imperative to press the 
advantage no matter the cost. 

You can choose to gain advantage on your next attack roll against your target, but all 
enemies have advantage on their attack rolls against you until the end of your next 
turn. 

6-9 You feel it is imperative to press the 
advantage but maintain awareness of 
your surroundings. 

You can choose to gain advantage on your next attack roll against your target, your 
target has advantage on their attack rolls against you until the end of your next turn. 

10-14 As you are fighting, you notice an 
effective route to escape danger. 

You can use the disengage action after your attack. 

15-19 You feel flow of the battle and know 
where to make your next move. 

After your turn you move to the top of the initiative order. 

20-29 Your spell cripples your opponent. Your target’s movement speed is cut in half for their next 2 turns. 

30-39 Your spell knocks your target over. Your target is knocked prone. 

40-49 The light from your spell flashes near 
your target’s eyes 

Your target is blinded until the end of their next turn. 

50-59 You blast the target's weapon out of 
their hands. 

Your target’s weapon is flung 1d6*5 feet away in a random direction. 

60-69 The sight of your magic fills the target’s 
heart with fear. 

Your target is frightened by you until you stop casting magic. You can discern the 
source of your target's fear. 

70-74 The force from your spell stuns your 
opponent. 

Your target is incapacitated until the end of their next turn. 

75-79 Your spell is incidentally infused with fey 
energy. 

Roll 10d8. If your targets current health is lower than the number rolled, they fall 
asleep for 1 minute. 

80-84 Your spells strike surprises your 
opponent. 

Your target is surprised until the end of their next turn. 

85-89 Your spell strikes with great force. Roll an additional set of spell damage dice above and beyond your normal critical roll. 

90-94 Your spell strikes with extreme force. Roll an additional set of spell damage dice above and beyond your normal critical roll, 
and the target suffers one unit of exhaustion. 

96-99 Your spell strikes with debilitating force. Roll an additional set of spell damage dice above and beyond your normal critical roll 
and the target suffers a permanent injury (chosen by DM). It can be healed with 
extended rest of a length determined by the DM but leaves a scar. 

100 Your spell strikes with devastating force. Roll an additional set of spell damage dice above and beyond your normal critical roll. 
The target suffers 1 unit of exhaustion and gets a permanent injury (chosen by DM). 
The permanent injury can be healed same as above (96-99). 
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Spell Attacks: Critical Fumbles Table 
Roll 
% 

Description Effect 

1 You are embarrassed, but nothing 
remarkable happens. 

You miss your attack. 

2-5 You get wrapped up in your casting and 
forget to watch your target. 

Your target has advantage on their first attack roll against you next round. 

6-9 You get wrapped up in your casting and 
forget to watch around you. 

All enemies have advantage on their first attack roll against you next round. 

10-14 You are so wrapped up in your casting 
that you forget you are fighting a battle. 

All enemies have advantage on their attack rolls against you until the end of your 
next turn. 

15-19 Your spell creates a large plume of smoke 
obscuring your location. 

The area in a 5-foot radius around your location becomes heavily obscured for 1 
minute. A strong breeze can blow away the smoke in 1 round. 

20-29 You misfire and get knocked over. You are knocked prone. 

30-39 The spell fires in an unexpected manner, 
causing your confidence in your abilities 
to falter. 

You have disadvantage on any spell attacks, and enemies have advantage against 
your spell savings throws until the end of your next turn. 

40-49 The placement of your spell startles your 
allies near your target, causing them to 
drop their guard. 

Your target can use their reaction to take an attack of opportunity on one of your 
allies in melee range. 

50-59 You scramble the contents of your 
component pouch, or your focus becomes 
overloaded with energy. 

You are unable to perform material components to cast spells until the end of your 
next turn. 

60-69 Your arm cramps as you cast. You are unable to perform somatic components to cast spells until the end of your 
next turn. 

70-79 You bite your tongue as you cast. You are unable to use verbal components to cast spells until the end of your next 
turn. 

80-84 Your spell misfires and dazes you, causing 
you to lose track of the fight. 

End your turn and move to the bottom of the initiative order at the start of the next 
round. 

85-89 You misfire and panic. End your current turn and you are surprised until the end of your next turn. 

90-94 Your spell backfires and causes you to fall 
and bump your head. 

You fall prone. Roll a DC 10 Con save; on failure you take 1d6 bludgeoning damage 
and are stunned for 1d4 rounds or until you receive damage from any source. On 
success take half damage and you remain conscious. 

95-99 Your spell backfires, creating an explosion 
and causing you to fall and bump your 
head. 

You fall prone. Roll a DC 15 Con save; on failure you take 1d6 bludgeoning damage, 
1d6 thunder damage, and are stunned for 1d6 rounds or until you receive damage 
from any source. On success take half damage and you remain conscious. 

100 Your spell totally backfires, creating a 
large explosion and causing you to fall and 
bump your head. 

You hit yourself with your spell. If the spell effect is instant, you take the full effect 
and if the spell requires concentration the effect persists until the end of your next 
turn. You also take damage same as above (95-99). 
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Damage and Death 
Dropping to 0 Hit Points 
When you drop to 0 hit points, you either die outright or fall 
unconscious, as explained in the following sections. 

Instant Death 

Massive damage can kill you instantly. When damage 
reduces you to 0 hit points and there is damage remaining, 
you die if the remaining damage equals or exceeds your hit 
point maximum. 

For example: 

A cleric with a maximum of 12 hit points currently has 6 hit 
points. If she takes 18 damage from an attack, she is 
reduced to 0 hit points, but 12 damage remains. Because 
the remaining damage equals her hit point maximum, the 
cleric dies. 

Falling Unconscious 

If damage reduces you to 0 hit points and fails to kill you, 
you fall unconscious (see appendix A in the Player’s 
Handbook). This unconsciousness ends if you regain any hit 
points. 

Death Saving Throws 

Whenever you start your tum with 0 hit points, you must 
make a special saving throw, called a death saving throw, to 
determine whether you creep closer to death or hang onto 
life. Unlike other saving throws, this one isn't tied to any 
ability score. You are in the hands of fate now, aided only 
by spells and features that improve your chances of 
succeeding on a saving throw. 

Roll a d20. If the roll is 10 or higher, you succeed. Otherwise, 
you fail. A success or failure has no effect by itself. On your 
third success. you become stable (see below). On your third 
failure, you die. The successes and failures don't need to be 
consecutive; keep track of both until you collect three of a 
kind. The number of both is reset to zero when you regain 
any hit points or become stable. 

Rolling 1 or 20. When you make a death saving throw and 
roll a 1 on the d20, it counts as two failures. If you roll a 20 
on the d20, you regain 1 hit point. 

Damage at 0 Hit Points. If you take any damage while you 
have 0 hit points, you suffer a death saving throw failure. If 
the damage is from a critical hit, you suffer two failures 
instead. If the damage equals or exceeds your hit point 
maximum, you suffer instant death. 

Stabilizing a Creature 

The best way to save a creature with 0 hit points is to heal 
it. If healing is unavailable, the creature can at least be 
stabilized so that it isn't killed by a failed death saving 
throw. 

You can use your action to administer first aid to an 
unconscious creature and attempt to stabilize it, which 
requires a successful DC 10 Wisdom (Medicine) check. 

A stable creature doesn't make death saving throws, even 
though it has 0 hit points, but it does remain unconscious. 
The creature stops being stable, and must start making 
death saving throws again, if it takes any damage. A stable 
creature that isn't healed regains I hit point after Id4 hours. 

Monsters and Death 

Most DMs have a monster die the instant it drops to 0 hit 
points, rather than having it fall unconscious and make 
death saving throws. 

Mighty villains and special nonplayer characters are 
common exceptions; the DM might have them fall 
unconscious and follow the same rules as player characters. 

Knocking a Creature Out 
Sometimes an attacker wants to incapacitate a foe, rather 
than deal a killing blow. When an attacker reduces a 
creature to 0 hit points with a melee attack, the attacker 
can knock the creature out. The attacker can make this 
choice the instant the damage is dealt. The creature falls 
unconscious and is stable. 
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Spells 
Magic permeates the worlds of Dungeons and Dragons and 
most often appears in the form of a spell. This chapter 
provides the rules for casting spells. Different character 
classes have distinctive ways of learning and preparing their 
spells, and monsters use spells in unique ways. Regardless 
of its source, a spell follows the rules in the Player’s 
Handbook. 

What is a Spell? 
A spell is a discrete magical effect, a single shaping of the 
magical energies that suffuse the multiverse into a specific, 
limited expression. In casting a spell, a character carefully 
plucks at the invisible strands of raw magic suffusing the 
world, pins them in place in a particular pattern, sets them 
vibrating in a specific way, and then releases them to 
unleash the desired effect-in most cases, all in the span of 
seconds. 

Spells can be versatile tools, weapons, or protective wards. 
They can deal damage or undo it, impose, or remove 

conditions, drain life energy away, and restore life to the 
dead. 

Uncounted thousands of spells have been created over the 
course of the multiverse's history, and many of them are 
long forgotten. Some might yet lie recorded in crumbling 
spell books hidden in ancient ruins or trapped in the minds 
of dead gods. Or they might someday be reinvented by a 
character who has amassed enough power and wisdom to 
do so. 

Components 
A spell's components are the physical requirements you 
must meet to cast it. Each spell's description indicates 
whether it requires verbal (V), somatic (S), or material (M) 
components. If you can't provide one or more of a spell's 
components, you are unable to cast the spell. 

Verbal (V) 
Most spells require the chanting of mystic words. The words 
themselves aren't the source of the spell's power; rather, 
the combination of sounds, with specific pitch and 
resonance, sets the threads of magic in motion. Thus, a 
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character who is gagged or in an area of silence, such as one 
created by the silence spell, can't cast a spell with a verbal 
component.  These chants and words are all done in a loud 
forceful voice, and not conducive to a stealthy mission. 

Somatic (S) 
Spellcasting gestures might include a forceful gesticulation 
or an intricate set of gestures. If a spell requires a somatic 
component, the caster must have free use of at least one 
hand to perform these gestures. 

Material (M) 
Casting some spells requires objects, specified in 
parentheses in the component entry. A character can use a 
component pouch or a spellcasting focus (found in chapter 
5 of the Player’s Handbook) in place of the components 
specified for a spell. But if a cost is indicated for a 
component, a character must have that specific component 
before he or she can cast the spell. 

If a spell states that a material component is consumed by 
the spell, the caster must provide this component for each 
casting of the spell. 

A spellcaster must have a hand free to access these 
components, but it can be the same hand that he or she 
uses to perform somatic components. 

Concentration 
Some spells require you to maintain concentration to keep 
their magic active. If you lose concentration, such a spell 
ends. 

If a spell must be maintained with concentration, that fact 
appears in its Duration entry, and the spell specific show 
long you can concentrate on it. You can end concentration 
at any time (no action required). 

Normal activity, such as moving and attacking, doesn't 
interfere with concentration. The following factors can 
break concentration: 

Casting another spell that requires concentration. You lose 
concentration on a spell if you cast another spell that 
requires concentration. You can't concentrate on two spells 
at once. 

Taking damage. Whenever you take damage while you are 
concentrating on a spell, you must make a constitution 
saving throw to maintain your concentration. The DC equals 
10 or half the damage you take, whichever number is 
higher. If you take damage from multiple sources, such as 
an arrow and a dragon's breath, you make a separate saving 
throw for each source of damage. 

Being incapacitated or killed. You lose concentration on a 
spell if you are incapacitated or if you die. 

The DM might also decide that certain environmental 
phenomena, such as a wave crashing over you while you're 
on a storm - tossed ship, require you to succeed on a DC 10 
Constitution saving throw to maintain concentration on a 
spell. 

 

The Schools of Magic 
Academies of magic group spells into eight categories called 
schools of magic. Scholars, particularly wizards, apply these 
categories to all spells, believing that all magic functions in 
essentially the same way, whether it derives from rigorous 
study or is bestowed by a deity. 

The schools of magic help describe spells; they have no 
rules of their own, although some rules refer to the schools.  

Abjuration (blue) spells are protective in nature, though 
some of them have aggressive uses. They create magical 
barriers, negate harmful effects, harm trespassers, or 
banish creatures to other planes of existence. 

Conjuration (yellow) spells involve the transportation of 
objects and creatures from one location to another. Some 
spells summon creatures or objects to the caster's side, 
whereas others allow the caster to teleport to another 
location. Some conjurations create objects or effects out of 
nothing. 

Divination (grey) spells reveal information, whether in the 
form of secrets long forgotten, glimpses of the future, the 
locations of hidden things, the truth behind illusions, or 
visions of distant people or places. 

Enchantment (pink) spells affect the minds of others, 
influencing or controlling their behavior. Such spells can 
make enemies see the caster as a friend, force creatures to 
lake a course of action, or even control another creature 
like a puppet. 
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Evocation (red) spells manipulate magical energy lo 
produce a desired effect. Some call up blasts of fire or 
lightning. Others channel positive energy to heal wounds. 

Illusion (purple) spells deceive the senses or minds of 
others. They cause people to see things that are not there, 
to miss things that are there, to hear phantom noises, or to 
remember things that never happened. Some illusions 
create phantom images that any creature can see, but the 
most insidious illusions plant an image directly in the mind 
of a creature. 

Necromancy (green) spells manipulate the energies of life 
and death. Such spells can grant an extra reserve of life 
force, drain the life energy from another creature, create 
the undead, or even bring the dead back to life. 

Creating the undead using necromancy spells such as 
animate dead is not a good act, and only evil casters use 
such spells frequently. 

Transmutation (orange) spells change the properties of a 
creature, object, or environment. They might turn an 
enemy into a harmless creature. bolster the strength of an 
ally, make an object move at the caster’s command, or 
enhance a creature’s innate healing abilities lo rapidly 
recover from injury. 

 

Combining Magical Effects 
The effects of different spells add together while the 
durations of those spells overlap. The effects of the same 
spell cast multi pie times don't combine, however. instead, 
the most potent effect-such as the highest bonus-from 
those castings applies while their durations overlap. 

For example: 

If two clerics cast bless on the same target, that character 
gains the spell's benefit only once; he or she doesn't get to 
roll two bonus dice. 

Homebrew Spells 
There are not any available currently but give the Campaign 
some time. 
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Magic Items 
Magic items are gleaned from the hordes of conquered 
monsters or discovered in long-lost vaults. Such items grant 
capabilities a character could rarely have otherwise, or they 
complement their owner's capabilities in wondrous ways. 

Rarity 
Each magic item has a rarity: common, uncommon, rare, 
very rare, or legendary. Common magic items, such as a 
potion of healing, are the most plentiful. Some legendary 
items, such as the Apparatus of Kwalish, are unique. The 
game assumes that the secrets of creating the most 
powerful items arose centuries ago and were then gradually 
lost because of wars, cataclysms, and mishaps. Even 
uncommon items can't be easily created. Thus, many magic 
items are well-preserved antiquities. 

Rarity provides a rough measure of an item's power relative 
to other magic items. Each rarity corresponds to character 
level, as shown in the Magic Item Rarity table. A character 
doesn't typically find a rare magic item, for example, until 
around 5th level. That said, rarity shouldn't get in the way 
of your campaign's story. If you want a ring of invisibility to 
fall into the hands of a 1st-level character, so be it. No doubt 
a great story will arise from that event. 

If your campaign allows for trade in magic items, rarity can 
also help you set prices for them. As the DM, you determine 
the value of an individual magic item based on its rarity. 
Suggested values are provided in the Magic Item Rarity 
table. The value of a consumable item, such as a potion or 

scroll, is typically half the value of a permanent item of the 
same rarity. 

Magic Item Rarity Table 

Rarity Character Level Value 
Common 1st or higher 50gp to 100gp 

Uncommon 1st or higher 101gp to 500gp 

Rare 5th or higher 501gp to 5,000gp 

Very Rare 11th or higher 5,001gp to 50,000gp 

Legendary 17th or higher 50,000gp+ 

These listed prices and approximate availability are 
dependent on the Campaign itself.  There is also the 
possibility of growth magical items that change as specific 
conditions are met. 

Attunement 
Some magic items require a creature to form a bond with 
them before their magical properties can be used. This 
bond is called attunement, and certain items have a 
prerequisite for it. If the prerequisite is a class, a creature 
must be a member of that class to attune to the item. (If the 
class is a spellcasting class, a monster qualifies if that 
monster has spell slots and uses that class's spell list.) 

Without becoming attuned to an item that requires 
attunement, a creature gains only its nonmagical benefits, 
unless its description states otherwise.  
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For example: 

A magic shield that requires attunement provides the 
benefits of a normal shield to a creature not attuned to it, 
but none of its magical properties. 

Attuning to an item requires a creature to spend a short rest 
focused on only that item while being in physical contact 
with it (this can't be the same short rest used to learn the 
item's properties). This focus can take the form of weapon 
practice (for a weapon), meditation (for a wondrous item), 
or some other appropriate activity. If the short rest is 
interrupted, the attunement attempt fails. Otherwise, at 
the end of the short rest, the creature gains an intuitive 
understanding of how to activate any magical properties of 
the item, including any necessary command words. 

An item can be attuned to only one creature at a time and 
a creature can be attuned to no more than three magic 
items at a time. Any attempt to attune to a fourth item fails; 
the creature must end its attunement to an item first. 
Additionally, a creature can't attune to more than one copy 
of an item.  

For example: 

A creature cannot attune to more than one ring of 
protection at a time. 

A creature's attunement to an item ends if the creature no 
longer satisfies the prerequisites for attunement, if the item 
has been more than 100 feet away for at least 24 hours, if 
the creature dies, or if another creature attunes to the item. 
A creature can also voluntarily end attunement by spending 
another short rest focused the item unless the item is 
cursed. 

Cursed Items 
Some magic items bear curses that bedevil their users 
sometimes long after a user has stopped using an item. A 
magic item's description specifies whether the item is 
cursed. Most methods of identifying items, including the 
identify spell, fail to reveal such a curse, although ore might 
hint at it. A curse should be a surprise to the item's user 
when the curse's effects are revealed. 

Attunement to a cursed item can't be ended voluntarily 
unless the curse is broken first, such as with the remove 
curse spell. 

There might also be different special circumstances on how 
a specific cursed item can be removed.  It might require a 
quest, bath it in the blood of a beast, or any other story 
related set of actions to end the connection to that cursed 
item. 

Magic Item Categories 
Each magic item belongs to a category: armor, potions, 
rings, rods, scrolls, staffs, wands, weapons, or wonderous 
items. 

 

Armor 
Unless an armor's description says otherwise, armor must 
be worn for its magic to function. Some suits of magic armor 
specify the type of armor they are, such as chain mail or 
plate. 
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Potions 
Different kinds of magical liquids are grouped in the 
category of potions: brews made from enchanted herbs, 
water from magical fountains or sacred springs, and oils 
that are applied to a creature or object. Most potions 
consist of one ounce of liquid. 

Potions are consumable magic items. Drinking a potion or 
administering a potion to another character requires an 
action. Applying an oil might take longer, as specified in its 
description. Once used, a potion takes effect immediately, 
and it is used up. 

Mixing Potions 

A character might drink one potion while still under the 
effects of another or pour several potions into a single 
container. The strange ingredients used in creating potions 
can result in unpredictable interactions. 

When a character mixes two potions together, you can roll 
on the Potion Miscibility table. If more than two are 
combined, roll again for each subsequent potion, 
combining the results. Unless the effects are immediately 
obvious, reveal them only when they become evident. 

Potion Miscibility Table 

D100 Results 
01 The mixture creates a magical explosion, dealing 

6d10 force damage to the mixer and 1d10 force 
damage to each creature within 5 feet of the 
mixer. 

02 to 08 The mixture becomes an ingested poison of the 
DM's choice 

09 to 15 Both potions lose their effects. 
16 to 25 One potion loses its effect.  

26 to 35 Both potions work, but with their numerical 
effects and durations halved. A potion has no 
effect if it can't be halved in this way. 

36 to 90 Both potions work normally.  

91 to 99 The numerical effects and duration of one potion 
are doubled. If neither potion has anything to 
double in this way, they work normally.  

00 Only one potion works, but its effect is 
permanent. Choose the simplest effect to make 
permanent, or the one that seems the most fun.  

D100 Results 

For example: 

A potion of healing might increase the 
drinker's hit point maximum by 4, or oil of 
etherealness might permanently trap the 
user in the Ethereal Plane. At your 
discretion, an appropriate spell, such as 
dispel magic or remove curse, might end 
this lasting effect.  

 

Rings 
Magic rings offer an amazing array of powers to those lucky 
enough to find them. Unless a ring's description says 
otherwise, a ring must be worn on a finger, or a similar digit, 
for the ring's magic to function. 

 

Rods 
A scepter or just a heavy cylinder, a magic rod is typically 
made of metal, wood, or bone. It's about 2 or 3 feet long, 1 
inch thick, and 2 to 5 pounds. 
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Scrolls 
Most scrolls are spells stored in written form, while a few 
bears unique incantations that produce potent wards. 
Whatever its contents, a scroll is a roll of paper, sometimes 
attached to wooden rods, and typically kept safe in a tube 
of ivory, jade, leather, metal, or wood. 

A scroll is a consumable magic item. Whatever the nature 
of the magic contained in a scroll, unleashing that magic 
requires using an action to read the scroll. When its magic 
has been invoked, the scroll can't be used again. Its words 
fade, or it crumbles into dust. 

Any creature that can understand a written language can 
read the arcane script on a scroll and attempt to activate it. 

Scrolls are the most sought-after item for Wizards to allow 
them to copy that spell into their spell book and expand out 
their repertoire.  Note that by copying a spell from a scroll 
to a spell book, that scroll is destroyed in the process. 

Scroll Mishaps 

A creature who tries and fails to cast a spell from a spell 
scroll must make a DC 10 Intelligence saving throw. If the 
saving throw fails, roll on the Scroll Mishap table. 

Scroll Mishaps Table 

D6 Results 
1 A surge of magical energy deals the caster 1d6 force 

damage per level of the spell.  

2 The spell affects the caster or an ally (determined 
randomly) instead of the intended target, or it affects a 
random target nearby if the caster was the intended 
target.  

3 The spell affects a random location within the spell's 
range.  

4 The spell's effect is contrary to its normal one, but 
neither harmful nor beneficial. For instance, a fireball 
might produce an area of harmless cold.  

5 The caster suffers a minor but bizarre effect related to 
the spell. Such effects last only if the original spell's 
duration, or 1d10 minutes for spells that take effect 
instantaneously.  

For example: 

A fireball might cause smoke to billow from the 
caster's ears for 1d10 minutes.  

6 The spell activates after 1d12 hours. If the caster was 
the intended target, the spell takes effect normally. If 
the caster was not the intended target, the spell goes 
off in the general direction of the intended target, up to 
the spell's maximum range, if the target has moved 
away.  

 

Staffs 
A magic staff is about 5 or 6 feet long. Staffs vary widely in 
appearance: some are of nearly equal diameter throughout 
and smooth, others are gnarled and twisted, some are 
made of wood, and others are composed of polished metal 
or crystal. Depending on the material, a staff weighs 
between 2 and 7 pounds. 

Unless a staff's description says otherwise, a staff can be 
used as a quarterstaff. 
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Wands 
A magic wand is about 15 inches long and crafted of metal, 
bone, or wood. It is tipped with metal, crystal, stone, or 
some other material. 

 

Weapons 
Whether crafted for some fell purpose or forged to serve 
the highest ideals of chivalry, magic weapons are coveted 
by many adventurers. 

Some magic weapons specify the type of weapon they are 
in their descriptions, such as a longsword or longbow.  

Wonderous Items 
Wondrous items include worn items such as boots, belts, 
capes, gloves, and various pieces of jewelry and decoration, 
such as amulets, brooches, and circlets. Bags, carpets, 
crystal balls, figurines, horns, musical instruments, and 
other objects also fall into this catch- all category. 

Wearing and Wielding Items 
Using a magic item's properties might mean wearing or 
wielding it. A magic item meant to be worn must be donned 
in the intended fashion: boots go on the feet, gloves on the 
hands, hats and helmets on the head, and rings on the 
finger. Magic armor must be donned, a shield strapped to 
the arm, a cloak fastened about the shoulders. A weapon 
must be held in hand. 

In most cases, a magic item that's meant to be worn can fit 
a creature regardless of size or build. Many magic garments 
are made to be easily adjustable, or the: magically adjust 
themselves to the wearer. 

Rare exceptions exist. If the story suggests a good reason 
for an item to fit only creatures of a certain size or shape, 
you can rule that it doesn't adjust.  

For example: 

Armor made by the drow might fit elves only. Dwarves might 
make items usable only by dwarf-sized and dwarf-shaped 
characters. 

When a nonhumanoid tries to wear an item, use your 
discretion as to whether the item functions as intended. A 
ring placed on a tentacle might work, but a yuan-ti with a 
snakelike tail instead of legs can't wear boots. 

Multiple Items of the Same Kind 
Use common sense to determine whether more than one 
of a given kind of magic item can be worn. A character can't 
normally wear more than one pair of footwear, one pair of 
gloves or gauntlets, one pair of bracers, one suit of armor, 
one item of headwear, and one cloak. You can make 
exceptions; a character might be able to wear a circlet 
under a helmet, for example, or be able to layer two cloaks. 

Paired Items 
Items that come in pairs - such as boots, bracers, gauntlets, 
and gloves - impart their benefits only if both items of the 
pair are worn.  
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For example: 

A character wearing a boot of striding and springing on one 
foot and a boot of elven kind on the other foot gains no 
benefit from either item. 

Activating An Item 
Activating some magic items requires a user to do 
something special, such as holding the item and uttering a 
command word. The description of each item category or 
individual item details how an item is activated. Certain 
items use one or more of the following rules for their 
activation. 

If an item requires an action to activate, that action isn't a 
function of the Use an Item action, so a feature such as the 
rogue's Fast Hands can't be used to activate the item. 

Command Word 
A command word is a word or phrase that must be spoken 
for an item to work. A magic item that requires a command 
word can't be activated in an area where sound is 
prevented, as in the silence spell. 

Consumables 
Some items are used up when they are activated. A potion 
or an elixir must be swallowed, or an oil applied to the body. 
The writing vanishes from a scroll when it is read. Once 
used, a consumable item loses its magic. 

Spells 
Some magic items allow the user to cast a spell from the 
item. The spell is cast at the lowest possible spell level, 
doesn't expend any of the user's spell slots, and requires no 
components, unless the item's description says otherwise. 
The spell uses its normal casting time, range, and duration, 
and the user of the item must concentrate if the spell 
requires concentration. Many items, such as potions, 
bypass the casting of a spell and confer the spell's effects, 
with their usual duration. Certain items make exceptions to 
these rules, changing the casting time, duration, or other 
parts of a spell. 

A magic item, such as certain staffs, may require you to use 
your own spellcasting ability when you cast a spell from the 
item. If you have more than one spellcasting ability, you 
choose which one to use with the item. If you don't have a 
spellcasting ability-perhaps you're a rogue with the Use 
Magic Device feature - your spellcasting ability modifier is 
+0 for the item, and your proficiency bonus does apply. 

Charges 
Some magic items have charges that must be expended to 
activate their properties. The number of charges an item 

has remaining is revealed when an identify spell is cast on 
it, as well as when a creature attunes to it. Additionally, 
when an item regains charges, the creature attuned to it 
learns how many charges it regained. 

Magic Item Resilience 
Most magic items are objects of extraordinary artisanship. 
Thanks to a combination of careful crafting and magical 
reinforcement, a magic item is at least as durable as a 
nonmagical item of its kind. Most magic items, other than 
potions and scrolls, have resistance to all damage. Artifacts 
are practically indestructible, requiring extraordinary 
measures to destroy. 
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Homebrew Magic Items 
The following magic items are all ones that can be found in 
the game, many have already been found, but do exist 
somewhere.  All these items can also be found in D&D 
Beyond so any of them can be easily added to the character 
sheets in D&D Beyond if ever needed. 

 

Amulet of the Monotone Voice 

Wonderous Item, Common (requires attunement) 

There are many instances where a person is unable to 
speak, from physical damage, lack of proper vocal cords, or 
any other reasons.  This amulet will allow the wearer to 
speak what is on their mind.  The sound of the voice will 
very clearly emanate from the wearer's mouth even if they 
never open it up.  The voice will be in a medium normal 
speaking volume in a generic genderless voice that is only 
able to deliver their worded content in a strict monotone.  
No matter high excited, angry, or any other emotion that 
the wearer might be feeling or displaying physically, the 
voice will never vary in loudness, tone, and delivery. 

While wearing this amulet the wearer has an advantage on 
all roll’s verses Insight checks, or any magic that would 
cause the user to tell the truth.  In fact, even under a Zone 
of Truth the user has a 50% chance of being able to tell a lie 
anyway. 

This magic item must be attuned to for it to function for the 
wearer. 

 

Bracer of Elemental Demise 

Wonderous Item, Common (requires attunement) 

Created by a loving Djinni mother for her half-breed son.  
Knowing that she would not be able to remain in this world 
and to protect him, she created a magical item to help him 
survive in the rough world. 

When the wearer is reduced to zero hit points their body 
disintegrates into a warm breeze, leaving behind only 
equipment they were wearing or carrying.  They reappear a 
random distance away and in a random direction from 
where they were reduced to zero hit points.  They are 
transported a distance equal to 2d6 x 10 in feet.  When they 
reappear, they are at one hit point and have nothing on 
them except this bracer. 

This function can be used only once per long rest. 

 

Broken Sword of Weal and Woe 

Weapon (dagger), Common (requires attunement) 

Originally the dagger of a soldier named Benny.  After a 
disastrous battle with Benny bravely defending all is friends 
and fellow soldiers, Benny was the last survivor to face the 
enemy.  He swore that no more of his friends would die, and 
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he dove into the opposing group.  He was able to kill all the 
enemies but himself had endured numerous wounds, most 
of which were fatal.  The next day Benny and the rest of the 
military unit was found by those that had managed to flee 
the ambush.  There was Benny on top of all the dead bodies, 
slumped over with nothing but this broken dagger in his 
hands. 

Once per long rest, the owner can freely cast Augury to see 
what fortunes await them in their endeavors.  This dagger, 
while broken is still able to function as a normal dagger in 
combat and gives the user the capability to have advantage 
in the first strike in a combat if the user has been surprised. 

Proficiency with a dagger allows you to add your proficiency 
bonus to the attack roll for any attack you make with it. 

 

Enchanted Vial 

Wonderous Item, Common 

Some creature parts have powerful, yet fleeting, magical 
energies within them. The motes from elementals for 
example hold traces of their former essences in them but 
disperse rapidly upon the destruction of their original form. 

An enchanted vial is inlaid with several runes designed to 
keep any magical resource within from dissipating while the 
lid is closed and is often the only way of transporting certain 
parts back to a workshop for crafting. 

Items that require an enchanted vial to be harvested are 
fragile by nature and must be stored inside an enchanted 
vial quickly to prevent degradation. Any attempt to harvest 
a material that has an enchanted vial as a requirement must 
be initiated within one minute of the death of its creature. 

This tool can be used a maximum of five times afterwards it 
disintegrates into powder.  At each attempted use, roll a 
d20 and if a 1 is rolled, the vial is immediately destroyed. 

Healing Pill 

Wonderous Item, Common 

You regain 1d4 hit points when you swallow this pill.  If 
more than one is swallowed, then all after the first do 1d4 
damage instead. 

 

Mask of Painful Faces 

Wonderous Item, Common (requires attunement) 

This mask has the bearing of a face in pain when in its 
normal state.  The magic item allows the wearer to create 
the illusion of them being someone else but only their face 
changes.  This illusion can be changed only once per short 
rest.  All the faces that are created will appear to be in some 
sort of pain or mental struggle.  None of the faces will 
appear at peace.  It is not able to change the user's gender, 
nor will the wearer's clothing be altered in any way.  The 
wearer's voice can be altered, but all the voices will be 
gravely and sound like the person's throat has been 
damaged. 

Unlike most illusion spells, if the user is touch in any way, 
the effect will not be disabled or change at all.  In fact, there 
is a distinct chance the person touching the user might still 
be fooled by the illusion.  With a DC 20 to make the 
determination that there is in fact an illusion on the user.  
However, if the wearer is attack and takes any form of 
physical or magical damage, the image will flicker, but still 
not revealing the exact features.  Once the user has taken 
five or more hits, the mask will cease functioning until a 
short rest is taken. 

This item must be attuned to function.  Once attuned the 
mask will not fall off, or can it be removed until the 
attunement has been ended by the wearer.  The mask itself 
has 10 hit points and no armor class, so it is easily destroyed 
even when worn. 
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Monocle of Verisimilitude 

Wonderous Item, Common (requires attunement) 

Originally owned by an old hanging judge from hundreds of 
years ago, this monocle helps the wearer to discern the 
difference between lies and the truth.  It allows the user to 
have advantage on all Insight checks when trying to see if 
the target is telling the truth or not.  This function can be 
used as many times as the wearer's proficiency bonus.  This 
is reset after a short rest. 

A side effect of attuning to this object causes the user to 
grow a long and thin mustache that end in sharp tapered 
tips, no matter the gender of the wearer.  When using the 
special function, a single eyebrow is caused to be raised as 
if pondering some great fact, as well as causing the user to 
immediately reach to one of their mustaches ends and twirl 
it. 

 

Ring of Biting Retort 

Ring, Common (requires attunement) 

A ring made by someone who has an overabundance of 
mocking humor.  Resembling a mouth with a set of sharp 
teeth this ring does not look pleasant in any way.  Made of 
some sort of silverish metal, it never seems to be tarnished 
or able to get dirty in any way. 

By wearing and attuning to this ring, the wearer can heal an 
individual 1d4, but takes 1 point of damage every time it is 
used.  To active the healing action, the wearer must first 
insult the recipient of the healing as meanly as possible.  
Once the insult has been hurled the ring takes a bite of the 
wearer’s finger doing the damage and then spitting blood 
onto the healing target. 

The ring may heal as many times as the proficiency bonus 
of the wearer per short rest. 

Spirit Paper 

Wonderous Item, Common 

Spirit paper is a versatile tool that resembles a square of 
bleached papyrus. The secrets of its production were only 
recently discovered, and reverse engineered from secrets 
brought back from distant necromantic cults. By performing 
a small ritual with the spirit paper shortly after slaying 
certain creatures, a copy of that creature’s soul is bound to 
the spirit paper for later use. These copies are not a true 
soul and are more akin to an echo. These echoes do retain 
all the memories from its original body, and a few crafting 
techniques utilize these echoes to grant an item a low level 
of sentience or to mimic the abilities of their incorporeal 
reflections. 

Using spirit paper is often the only way to harvest anything 
useful from creatures with incorporeal forms. Any 
harvesting attempt made for a creature part that has spirit 
paper as a requirement is done using a Wisdom (Religion) 
check rather than the usual check and is rolled separately 
for each item. Once a sheet of spirit paper has been used 
successfully to harvest an item, it cannot be reused, even if 
the item it contained is released. 

Unlike most harvestable materials, materials that 
require spirit paper to be harvested dissipate very 
quickly after the death of its creature. Any attempt to 
harvest a material that has spirit paper as a 
requirement must be initiated within 1 minute of the 
death of the creature and takes 10 minutes to 
successfully complete. 

Each Spirit paper can only be used once. 
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Stick of Fancy Nature Lights 

Weapon (club), Common (requires attunement only and 
only usable by Druids) 

Within some deep forest hundreds of years ago, a Great 
Druid carved out different wooden sticks and clubs to help 
those newly ordained with their concentration and spell 
casting.  Some of these objects have spread out as 
hereditary objects used by Druids ever since that time.  
When a Druid uses this object as a focus for any spell 
casting, the craved head on the object will lean back and 
belch forth a bright green flame that will remain lit above 
the object until the spell duration ends. 

While wielding this object, a Druid will gain advantage on all 
concentration checks when taking damage.  When this 
object is used as the component for the Shillelagh spell, the 
caster will have advantage on their first attack using this 
object.  This is available every time that spell has been cast 
using this object as a component.  

Proficiency with a club allows you to add your proficiency 
bonus to the attack roll for any attack you make with it. 



Cataclysm of the Primordial Orders: Players Rulebook Friday, January 13, 2023 

Bestiary 103 

Bestiary 
Mobile Consciousness 

Challenge: 1 (200xp) 
Type: Tiny Unknown 
Initiative: +3 
AC: 14 
HP: 7 (3d4) 
Speed: 40 ft 

 
STR DEX CON INT WIS CHA 

1 17 10 16 16 8 
-5 +3 +0 +3 +3 -1 

  
Saving Throws INT+5, WIS+5 
Skills Arcana +5, History +5, Stealth +5 
Damage 
Vulnerability 

Psychic 

Damage Resistance All damage but Force, Radiant, and 
Psychic 

Damage 
Immunities 

Poison 

Condition 
Immunities 

Poisoned 

Senses: Darkvision 60 ft, Passive Perception 15 
Languages:  Common, Primordial, Telepathy 30’ to 

any creature 
Proficiency Bonus:  +2 

Special Abilities 

Movement:  The Mobile Consciousness is only able to fly. It can 
"swim" at the same speed as it's flying.  It does not need to eat or 
breath. 

Magic Resistance. The Mobile Consciousness has advantage on 
saving throws against spells and other magical effects due to them 
being partially immaterial.  While not able to pass through objects, 
they are also not quite solid. 

Spellcasting. The Mobile Consciousness is a 3rd-level spellcaster. 
Its spellcasting ability is Intelligence (spell save DC 13, +5 to hit with 
spell attacks). The Mobile Consciousness has the following wizard 
spells prepared: 

• Cantrips (at will): Mage Hand, Mind Sliver 
• 1st level (2 slots): Dissonant Whispers 
• 2nd level (1 slots): Mind Spike 

Familiar. The Mobile Consciousness can enter a contract to serve 
another creature as a familiar, forming a telepathic bond with its 
willing master. While the two are bonded, the master can sense 
what the Mobile Consciousness senses if they are within 1 mile of 
each other. While the Mobile Consciousness is within 10 feet of its 
master, the master shares the Mobile Consciousness’s Magic 
Resistance trait. 

The Mobile Consciousness can whisper to the caster's mind even 
when it has not been summoned.  If left unsummoned for more 
than a week, the Mobile Consciousness will start to pester the 
caster until it has been summoned.  While it pesters the caster, the 
caster will be at a disadvantage on all spell casting. 

The Caster is unable to ever remove or gain a replacement familiar 
after the Mobile Consciousness has been chosen.  If it is caused to 
be removed from the Prime Material Plane for any reason, and the 
caster does not cast another Find Familiar to summon it back, the 
caster will start to suffer under a disadvantage on all spell casting 
after a week of the Mobile Consciousness having gone away until it 
has been resummoned. 

Actions 

Invisibility. The Mobile Consciousness may at will turn magically 
invisible until it attacks, or it willingly ends the invisibility. 

Mind Sliver Ranged Magic Attack (60’): +5 to hit, one target. Hit 
1d6 (special) 

Description 

 

The Mobile Consciousness will resemble a ball of light most of the 
time, but for limited times each day it may also assume the shape 
of an older looking person.  That person can be of any humanoid 
race and gender but will always be the exact same shape for each 
individual Mobile Consciousness.  Each one will only have one 
unique spirit form. 

All forms of the Mobile Consciousness are semi-independent.  
While they will listen to the commands of the caster, it is able to 
argue, discuss those options as well, and more literally interpret 
those commands to a result that may not be what the caster 
intended.  It will never attempt to cause the caster direct harm, but 
it is perfectly willing to play pranks on the caster and their 
companions. 

Note that the casting if Find Familiar for the Mobile Consciousness 
is different than the normal casting.  The casting itself will be a form 
of meditation for the casting time, and the ingredients will be the 
casters blood itself.  The caster takes 1d4 of damage as well as one 
level of exhaustion. 
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Gods of the 
Multiverse 
Religion is an important part of life in the worlds of the 
Dungeons and Dragons multiverse. When gods walk the 
world, clerics channel divine power, evil cults perform dark 
sacrifices in subterranean lairs, and shining paladins stand 
like beacons against the darkness, it's hard to be ambivalent 
about the deities and deny their existence. 

Many people have a favorite among the gods, one whose 
idea is and teachings they make their own. And a few 
people dedicate themselves entirely to a single god, usually 
serving as a priest or champion of that god's ideals. 

From among the gods available, you can choose a single 
deity for your character to serve, worship, or pay lip service 
to or you can pick a few that your character prays to most 
often or just make a mental note of the gods who are 
revered in your DM's campaign so you can invoke their 
names when appropriate. ]If you're playing a cleric or a 
character with the Acolyte background, decide which god 
your deity serves or served, and consider the deity's 

suggested domains when selecting your character's 
domain. 

The Pantheon 
In the following pages are showing the different Pantheons 
that exist in the Campaign.  The Pantheons are represented 
by several columns of Information: 

• Name:  What they are called and worshiped by 
• Rank: At what power level is that deity compared to the 

others: Greater[G], Intermediate[I], Lesser[L], Demigod[D] 
• Alignment: What alignment the god/goddess themselves 

have and will act toward 
• Portfolio:  What powers that specific god/goddess is 

known to have 
• Domain:  What domains of power that the god/goddess 

covers.  These are the divine domains that clerics focus on. 
• Worshipers:  Who worships this specific god/goddess. 
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Faerunian Pantheon 
Name Rank Alignment Portfolio Domain Worshipers 

Akadi G N Elemental air, movement, 
speed, flying creatures 

Air, Illusion, Travel Animal breeders, elemental archons 
(air), rangers, rogues, sailors 

Asmodeus G LE Power, domination, tyranny Evil Slavers, tyrants, bureaucrats, lawful 
evil creatures 

Auril L NE Cold, winter Air, Evil, Storm, Water Druids, elemental archons (air or 
water), frost giants, inhabitants of 
cold climates, rangers 

Azuth L LN Wizards, mages, spellcasters, 
monks 

Arcana, Illusion, 
Knowledge, Magic, 
Law, Spell 

Philosophers, sages, sorcerers, 
wizards 

Bane G LE Strife, hatred, tyranny, fear Order, Evil, 
Destruction, Hatred, 
Law, Tyranny, War 

Conquerors, evil fighters, evil 
monks, tyrants, wizards 

Beshaba I CE Random mischief, misfortune, 
bad luck, accidents 

Chaos, Evil, Fate, 
Luck, Trickery 

Assassins, auspicians, capricious 
individuals, gamblers, rogues, 
sadists 

Chauntea G NG Agriculture, plants, farmers, 
gardeners, summer 

Life, Animal, Earth, 
Good, Plant, 
Protection, Renewal 

Peasants, indentured servants, 
druids, farmers, gardeners 

Cyric G CE Murder, lies, intrigue, 
deception, illusion 

Chaos, Destruction, 
Evil, Illusion 

Power-hungry humans (usually 
young), former worshipers of Bane, 
Bhaal and Myrkul 

Deneir L NG Glyphs, images, literature, 
scribes, cartography 

Good, Knowledge, 
Protection, Rune 

Historians, loremasters, sages, 
scholars, scribes, seekers of 
enlightenment, students 

Eldath L NG Quiet places, springs, pools, 
peace, waterfall 

Peace, Nature, Family, 
Good, Plant, 
Protection, Water 

Druids, pacifists, rangers 

Erbin L NE Vengeance Destruction, Evil Assassins, fighters, rogues, beggars 

Finder 
Wyvernspur 

D CN Cycle of life, transformation of 
art, saurials 

Chaos, Charm, 
Renewal, Scalykind 

Artists, bards, saurials 

Garagos D CN War, skill-at-arms, 
desctruction, plunder 

Chaos, Destruction, 
Strength 

Barbarians, fighters, warriors, 
rangers, soldiers, spies 

Gargauth D LE Betrayal, cruelty, political 
corruption, powerbrokers 

Charm, Evil, Law Corrupt leaders, corrupt politicians, 
sorcerers, traitors 

Gond I N Artifice, craft, construction, 
smithwork 

Forge, Craft, Earth, 
Fire, Knowledge, 
Metal, Planning 

Blacksmith, crafters, engineers, 
gnomes, inventors, lantanese, 
woodworkers 

Grumbar G N Elemental earth, solidity, 
changelessness, oaths 

Cavern, Earth, Metal, 
Time 

Elemental archons (earth), fighters, 
monks, rangers 

Gwaeron 
Windstrom 

D NG Tracking, rangers of the North Animal, Good, Plant, 
Travel 

Druids, rangers, troll hunters 

Helm I LN Guardians, protectors, 
protection 

Light, Twilight, Law, 
Planning, Protection, 
Strength 

Explorers, fighters, guards, 
mercenaries, paladins 

Hoar D LN Revenge, retribution, poetic 
justice 

Fate, Travel Assassins, fighters, rogues, seekers 
of retribution 

Ilmater I LG Endurance, suffering, 
martyrdom, perseverance 

Life, Twilight, Good, 
Law, Strength, 
Suffering 

The lame, oppressed, poor, monks, 
paladins, serfs, slaves 
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Name Rank Alignment Portfolio Domain Worshipers 
Istishia G N Elemental water, purification Destruction, Ocean, 

Storm, Travel, Water 
Bards, elemental archons (water), 
sailors, travelers 

Jergal D LN Fatalism, proper burial, 
guardian of tombs 

Fate, Law, Repose, 
Rune, Suffering 

Monks, necromancers, paladins 

Kelemvor G LN Death, the dead Grave, Fate, Law, 
Protection, Repose, 
Travel 

The dying, families of the dying, 
grave differs, hunters of the undead, 
morticians, mourners 

Kossuth G N Elemental fire, purification 
through fire 

Destruction, Fire, 
Renewal, Suffering 

Druids, elemental anchors, fire 
creatures, Thayans 

Lathander G NG Athletics, birth, creativity, 
dawn, renewal, self-
perfection, spring, vitality, 
youth 

Life, Light, Good, 
Nobility, Protection, 
Renewal, Strength, 
Sun 

Aristocrats, artists, athletics, 
merchants, monks, the young 

Lliira L CG Joy, happiness, dance, 
festivals, freedom, liberty 

Chaos, Charm, Family, 
Good, Travel 

Bards, dancers, entertainers, poets, 
revelers, singers 

Loviatar L LE Pain, hurt, agony, torment, 
suffering, torture 

Evil, Law, Retribution, 
Strength, Suffering 

Beguilers, torturers, evil warriors, 
the depraved 

Lurue D CG Talking beasts, intelligent non-
humanoid creatures 

Animal, Chaos, Good Druids, entertainers, outcasts, 
rangers, travelers, unicorn riders 

Malar L CE Bloodlust, evil lycanthropes, 
hunters, marauding beasts 
and monsters, stalking 

Animal, Chaos, Evil, 
Moon, Strength 

Hunters, evil lycanthropes, sentient 
carnivores, rangers, druids 

Mask L NE Shadows, thievery, thieves Darkness, Evil, Luck, 
Trickery 

Assassins, beggars, criminals, 
rogues, shades, shadowdancers 

Mielikki I NG Autumn, dryads, forest 
creatures, forests, rangers 

Animal, Good, Plant, 
Travel 

Druids, fey, creatures, foresters, 
rangers 

Milil L NG Poetry, song, eloquence Charm, Good, Nobility Adventurers, bards, entertainers 

Myrkul Q NE Death, decay, old age, 
exhaustion, dusk, autumn 

Death Evil mages and cultists, 
necromancers, undertakers, and 
powerful undead 

Mystra G NG Magic, spells, the Weave Arcana, Good, 
Illusion, Knowledge, 
Magic, Rune, Spell 

Elves, half-elves, incantatrixes, 
mystic wanderers, sorcerers, 
spelldancers, spellcasters, spellfire 
channelers, wizards 

Nobanion D LG Royalty, lions, feline beasts, 
good beasts 

Animal, Good, Law, 
Nobility 

Druids, fighters, leaders, paladins, 
rangers, soldiers, teachers, wemics 

Oghma G N Bard, inspiration, invention, 
knowledge 

Charm, Knowledge, 
Luck, Travel 

Artists, bards, cartographers, 
inventors, lore masters, sages, 
scholars, scribes, wizards 

Red Knight D LN Strategy, planning, tactics Law, Nobility, 
Planning, War 

Fighters, gamesters, monks, 
strategists, tacticians 

Savras D LN Divination, fate, truth Fate, Magic, Spell Diviners, judges, monks, seekers of 
truth, spellcasters 

Selûne I CG Good lycanthropes, neutral 
lycanthropes, moon, 
navigation, questers, stars, 
wanderers 

Twilight, Chaos, Good, 
Moon, Protection, 
Travel 

Female spellcasters, good 
lycanthropes, neutral lycanthropes, 
navigators, monks, sailors 

Shar G NE Caverns, dark, dungeons, 
forgetfulness, loss, night, 
secrets, the Underdark 

Cavern, Darkness, Evil Anarchists, assassins, avengers, 
monks, nihilists, rogues, shadow 
adepts, shadowdancers 

Sharess D CG Hedonism, sensual fulfillment, 
festhalls, cats 

Chaos, Charm, Good, 
Travel 

Bards, hedonists, sensualists 
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Name Rank Alignment Portfolio Domain Worshipers 
Shaundakul L CN Travel, exploration, portals, 

miners, caravans 
Air, Chaos, Portal, 
Protection, Trade, 
Travel 

Explorers, caravaneers, rangers, 
portal-walkers, planewalkers, half-
elves 

Shiallia D NG Woodland glades, woodland 
fertility, growth, the High 
Forest, Neverwinter Wood 

Animal, Good, Plant, 
Renewal 

Druids, farmers, foresters, 
gardeners, nuptial, couples 

Siamorphe D LN Nobles rightful rule of nobility, 
human royalty 

Law, Nobility, 
Planning 

Leaders, loremasters, nobles, those 
with inherited wealth or status 

Silvanus G N Wild nature, druids Nature, Animal, Plant, 
Protection, Renewal, 
Water 

Druids, woodsmen, wood elves 

Sune G CG Beauty, love, passion Chaos, Charm, Good, 
Protection 

Lovers, artists, half-elves, 
adventurers, bards 

Talona L CE Disease, poison Chaos, Destruction, 
Evil, Suffering 

Assassins, druids, healers, rogues, 
those suffering from disease and 
illness 

Talos G CE Storms, destruction, rebellion, 
conflagration, earthquakes, 
vortices 

Tempest, Chaos, 
Destruction, Evil, Fire, 
Storm 

Those who fear the destructive 
power of nature, barbarians, 
fighters, druids, half-orcs 

Tempus G N War, battle, warriors Chaos, Protection, 
Strength, War 

Warriors, fighters, barbarians, 
gladiators, rangers, half-orcs 

Tiamat L LE Evil dragons, evil reptiles, 
greed, conquest 

Destruction, Evil, Law, 
Tyranny, Scalykind 

Evil dragons, chromatic dragons, 
Cult of the Dragon, evil reptiles, 
fighters, sorcerers, thieves, vandals, 
conquerors 

Torm L LG Duty, loyalty, honor, 
obedience, paladins 

Good, Law, 
Protection, Strength, 
War 

Paladins, heroes, good fighters, 
good warriors, guardians, knights, 
loyal courtiers 

Tymora I CG Good fortune, skill, victory, 
adventurers 

Trickery, Chaos, Good, 
Luck, Protection, 
Travel 

Rogues, gamblers, adventurers, 
Harpers, lightfoot halflings 

Tyr G LG Justice Order, Good, Law, 
Retribution 

Paladins, judges, magistrates, 
lawyers, police, the oppressed 

Ubtao G N Creation, jungles, Chult, the 
Chultans, dinosaurs 

Planning, Plant, 
Protection, Scalykind 

Adepts, chultans, druids, inhabitants 
of jungles, rangers 

Ulutiu D LN Glaciers, polar environments, 
arctic dwellers 

Animal, Law, Ocean, 
Protection, Strength 

Arctic dwellers, druids, historians, 
leaders, teachers, rangers 

Umberlee I CE Oceans, currents, waves, sea 
winds 

Tempest, Chaos, 
Destruction, Evil, 
Ocean, Storm, Water 

Sailors, weresharks, sentient sea 
creatures, coastal dwellers 

Uthgar L CN Uthgardt barbarian tribes, 
physical strength 

Animal, Chaos, 
Retribution, Strength 

The Uthgardt tribes, barbarians 

Valkur D CG Sailors, ships, favorable winds, 
naval combat 

Air, Chaos, Good, 
Ocean, Protection 

Fighters, rogues, sailors 

Velsharoon D NE Necromancy, necromancers, 
liches, undeath 

Magic, Undeath Liches, necromancers, seekers of 
immortality through undeath, Cult 
of the Dragon 

Waukeen L N Trade, money, wealth Balance, Envy, Pride, 
Protection, Sloth, 
Travel, Trade 

Shopkeepers, merchants, guides, 
peddlers, moneychangers, 
smugglers 
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Drow (Dark Seldarine) Pantheon 
Name Rank Alignment Portfolio Domain Worshipers 

Eilistraee L CG Song, beauty, dance, 
swordwork, hunting, 
moonlight 

Chaos, Charm, Drow, Elf, 
Good, Moon, Portal 

Good-aligned drow, hunters, surface-
dwelling elves 

Ghaunadaur L CE Oozes, slimes, jellies, 
outcasts, ropers, rebels 

Cavern, Chaos, Drow, 
Evil, Hatred, Slime 

Aboleths, drow, fighters, oozes, 
outcasts, ropers 

Kiaransalee D CE Undead, vengeance Chaos, Drow, Evil, 
Retribution, Undeath 

Drow, necromancers, undead 

Lolth I CE Drow, spiders, evil, 
darkness, assassins, chaos 

Chaos, Darkness, 
Destruction, Drow, Evil, 
Spider 

Drow, depraved elves, sentient 
spiders 

Selvetarm D CE Drow warriors Chaos, Drow, Evil, Spider Barbarians, drow, fighters, those who 
like to kill, warriors 

Vhaeraun L CE Thievery, drow males, evil 
activity on the surface 

Chaos, Drow, Evil, Travel Assassins, male drow, half-drow, 
poisoners, shadowdancers, rogues, 
thieves 

Dwarven (Morndinsamm) Pantheon 
Name Rank Alignment Portfolio Domain Worshipers 

Abbathor I NE Greed Dwarf, Evil, Luck, 
Trade 

Dwarves, misers, rogues, 
shadowdancers 

Berronar 
Truesilver 

I LG Safety, honesty, home, healing, 
the dwarven family, records, 
marriage, faithfulness, loyalty, 
oaths 

Peace, Dwarf, Family, 
Good, Healing, Law, 
Protection 

Children, dwarven defenders, 
dwarves, fighters, homemakers, 
husbands, parents, scribes, wives 

Clangeddin 
Silverbeard 

     

Deep Duerra D LE Psionics, conquest, expansion Dwarf, Evil, Law, 
Mentalism 

Dwarves, fighters, psionicists, 
travelers in the Underdark 

Dugmaren 
Brightmantle 

     

Dumathoin I N Buried wealth, ores, gems, 
mining, exploration, shield, 
dwarves, guardian of the dead 

Cavern, Craft, Dwarf, 
Earth, Metal, 
Protection 

Dwarves, gemsmiths, 
metalsmiths, miners 

Gorm Gulthyn L LG Guardian of all dwarves, 
defense, watchfulness 

Dwarf, Good, Law, 
Protection 

Dwarven defenders, dwarves, 
fighters 

Haela Brightaxe D CG Luck in battle, joy of battle, 
dwarven fighters 

Chaos, Dwarf, Good, 
Luck 

Barbarians, dwarves, fighters 

Laduguer I LE Magic weapon creation, 
artisan, magic, gray dwarves 

Craft, Dwarf, Evil, Law, 
Magic, Metal, 
Protection 

Dwarves, fighters, loremasters, 
soldiers 

Marthammor 
Duin 

L NG Guides, explorers, expatriates, 
travelers, lightning 

Dwarf, Good, 
Protection, Travel 

Dwarves, fighters, rangers, 
travelers 

Moradin G LG Dwarves, creation, smithing, 
engineering, metalcraft, 
stonework, war 

Forge, Knowledge, 
Craft, Dwarf, Earth, 
Good, Law, Protection 

Dwarves, metalworkers, 
dwarven defenders, engineers, 
fighters, miners, smiths 

Sharindlar I CG Healing, mercy, romantic love, 
fertility, dancing, courtship, the 
moon 

Chaos, Charm, Dwarf, 
Good, Healing, Moon 

Bards, dancers, dwarves, healers, 
lovers 

Thard Harr L CG Wild dwarves, jungle survival, 
hunting 

Animal, Chaos, Dwarf, 
Good, Plant 

Druids, inhabitants of jungles, 
rangers, wild dwarves 
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Name Rank Alignment Portfolio Domain Worshipers 
Vergadain I N Wealth, luck, chance, nonevil, 

thieves, suspicion, trickery, 
negotiation, sly cleverness 

Dwarf, Luck, Trade Dwarves, merchants, traders, 
rogues, wealthy individuals, rich 

Elven (Seldarine) Pantheon 
Name Rank Alignment Portfolio Domain Worshipers 

Aerdrie 
Faenya 

I CG Air, weather, avians, rain, fertility, 
avariels 

Air, Animal, Chaos, 
Elf, Good, Storm 

Bards, druids, elves, rangers, 
sorcerers, travelers, winged 
beings 

Angharradh G CG Spring, fertility, planting, birth, defense, 
wisdom 

Peace, Chaos, Elf, 
Good, Plant, 
Renewal 

Community elders, druids, 
elves, farmers, fighters, 
midwives, mothers 

Corellon 
Larethian 

     

Deep 
Sashelas 

I CG Oceans, sea elves, creation, knowledge Chaos, Elf, Good, 
Ocean, Water 

Druids, elves, fishermen, 
rangers, sages, sailors 

Erevan 
Ilesere 

I CN Mischief, change, rogues Chaos, Elf, Luck, 
Trickery 

Bards, elves, revelers, 
rogues, sorcerers, tricksters 

Fenmarel 
Mestarine 

L CN Feral elves, outcasts, scapegoats, 
isolation 

Animal, Chaos, Elf, 
Plant 

Druids, elves, outcasts, 
rangers, rogues, spies, wild 
elves 

Hanali Celanil I CG Love, romance, beauty, enchantment, 
magic, item artistry, fine art, artists 

Chaos, Charm, Elf, 
Good, Magic, 
Protection 

Aesthetes, artists, 
enchanters, lovers, sorcerers, 
bards 

Labelas 
Enoreth 

I CG Time, longevity, the moment of choice, 
history 

Chaos, Elf, Good, 
Time 

Bards, divine disciples, elves, 
loremasters, scholars, 
teachers 

Rillifane 
Rallathil 

I CG Woodlands, nature, wild elves, druids Chaos, Elf, Good, 
Plant, Protection 

Druids, rangers, wild elves 

Sehanine 
Moonbow 

I CG Mysticism, dreams, death, journeys, 
transcendence, the moon, the stars, the 
heavens, moon elves 

Chaos, Elf, Good, 
Illusion, Moon, 
Travel 

Diviners, elves, half-elves, 
illusionists, opponents of the 
undead 

Shevarash D CN Hatred of the drow, vengeance, 
crusades, loss, arcane archers, archers, 
elves, fighters, hunters, rangers, soldiers, 
sorcerers 

Chaos, Elf, 
Retribution 

Arcane archers, archers, 
elves, fighters, hunters, 
rangers, soldiers, sorcerers 

Solonor 
Thelandira 

I CG Archery, hunting, wilderness, survival Chaos, Elf, Good, 
Plant 

Arcane archers, archers, 
druids, elves, rangers 

Giant (Ordning) Pantheon 
Name Rank Alignment Portfolio Domain Worshipers 

Annam All-
Father 

G N Giants, creation, learning, 
philosophy, fertility 

Magic, Plant, Rune, Sun Giants 

Diancastra D CG Trickery, wit, impudence, 
pleasure 

Family, Trickery Giants 

Grolantor I CE Hunting, combat, hill giants Chaos, Death, Earth, Evil, 
Hatred 

Hill giants 

Hiatea G N Nature, agriculture, 
hunting, females, children 

Animal, Family, Good, 
Moon, Plant, Sun 

Giants, wood giants, 
firbolg, voadkyn 

Iallanis L NG Love, forgiveness, beauty, 
mercy 

Good, Strength, Sun Giants 
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Name Rank Alignment Portfolio Domain Worshipers 
Karontor L NE Deformity, hatred, beasts Animal, Cold, Evil, 

Madness, Strength 
Fomorians, verbeeg 

Memnor I NE Pride, mental prowess, 
control 

Death, Evil, Mentalism, 
Rune 

Giants, evil cloud giants 

Othea D Motherhood, 
fertility, family 

No domain, dead Giants, giant-kin, ogres Giant 

Skoraeus 
Stonebones 

I N Stone giants, earth, buried 
things 

Cavern, Earth, Protection, 
Temperance 

Stone giants 

Stronmaus G NG Sun, sky, weather, seas, joy Air, Good, Protection, Sun, 
Weather, Sky 

Cloud giants, storm 
giants 

Surtr I LE Fire, war Evil, Fire, Law, Strength Fire giants, giants 

Thrym L CE Frost giants, strength, cold, 
ice, war 

Chaos, Cold, Destruction, 
Earth, Evil, Strength 

Frost giants 

Gnome (Lords of the Golden Hills) Pantheon 
Name Rank Alignment Portfolio Domain Worshipers 

Baervan 
Wildwanderer 

I NG Travel, nature, forest, 
gnomes 

Animal, Gnome, 
Good, Plant, Travel 

Druids, forest gnomes, rangers, rock 
gnomes, tricksters 

Baravar 
Cloakshadow 

L NG Illusions, deception, traps, 
wards 

Gnome, Good, 
Illusion, 
Protection, 
Trickery 

Adventurers, deceivers, gnomes, 
illusionists, rogues, thieves 

Callarduran 
Smoothhands 

I N Stone, the Underdark, 
mining, the svirfneblin 

Cavern, Craft, 
Earth, Gnome 

Fighters, gemcutters, hermits, 
jewelers, illusionists, opponents of 
drow, svirfneblin 

Flandal Steelskin I NG Mining, physical fitness, 
smithing, metalworking 

Craft, Gnome, 
Good, Metal 

Artisans, fighters, gnomes, miners, 
smiths 

Gaerdal 
Ironhand 

L LG Vigilance, combat, martial 
defense 

Peace, Gnome, 
Good, Law, 
Protection 

Administrators, fighters, judges, 
monks, paladins, soldiers, warriors 

Garl Glittergold G LG Gnomes, humor, trickery, 
wit, illusion, gem cutting, 
jewelry making, protection 

Trickery, Craft, 
Gnome, Good, 
Law, Protection 

Adventurers, bards, defending 
soldiers, rogues, gnomes, illusionists, 
jewelers, gemcutters, smiths, practical 
jokers 

Segojan 
Earthcaller 

I NG Earth, nature, the dead Cavern, Earth, 
Good 

Druids, elemental archons (earth), 
fighters, gnomes, illusionists, 
merchants, miners 

Urdlen I CE Greed, bloodlust, evil, 
hatred, uncontrolled 
impulse, spriggans 

Chaos, Earth, Evil, 
Gnome, Hatred 

Assassins, blackguards, gnomes, 
rogues, spriggans 

Halfling (Yondalla’s Children) Pantheon 
Name Rank Alignment Portfolio Domain Worshipers 

Arvoreen I LG Defense, war, vigilance, halfling 
warriors, duty, halflings 

Good, Halfling, Law, 
Protection 

Halflings, fighters, paladins, 
rangers, soldiers, warriors 

Brandorbaris L N Stealth, thievery, adventuring, halfling 
rogues 

Halfling, Luck, Travel, 
Trickery 

Adventurers, bards, 
halflings, risk takers, 
rogues 

Cyrrollalee I LG Friendship, trust, the hearth, 
hospitality, crafts 

Peace, Family, Good, 
Halfling, Law 

Artisans, cooks, guards, 
halflings, hosts, innkeepers 
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Sheela 
Peryroyl 

I N Nature, agriculture, weather, song, 
dance, beauty, romantic love 

Air, Charm, Halfling, 
Plant 

Bards, druids, farmers, 
gardeners, halflings, 
rangers 

Urogalan D LN Earth, death, protection from the dead Earth, Halfling, Law, 
Protection, Repose 

Genealogists, grave differs, 
halflings 

Yondalla G LG Protection, bounty, halflings, children, 
security, leadership, wisdom, creation, 
family, tradition 

Twilight, Family, Good, 
Halfling, Law, 
Protection 

Children, halflings, leaders, 
paladins, parents 

Orc Pantheon 
Name Rank Alignment Portfolio Domain Worshipers 

Bahgtru L CE Loyalty, stupidity, brute strength Chaos, Evil, Orc, Strength Barbarians, followers, orcs, 
physically strong beings, warriors, 
wrestlers 

Gruumsh G CE Orcs, conquest, survival, 
strength, territory 

Cavern, Chaos, Evil, 
Hatred, Orc, Strength, 
War 

Fighters, orcs 

Ilneval L NE War, combat, overwhelming 
numbers, strategy 

Destruction, Evil, Orc, 
Planning, War 

Barbarians, fighters, orcs 

Luthic L NE Caves, orc females, home, 
wisdom, fertility, healing, 
servitude 

Cavern, Earth, Evil, 
Family 

Monks, orc females, runecasters 

Shargaas L CE Night, thieves, stealth, darkness, 
the Underdark 

Chaos, Darkness, Evil, 
Orc 

Orcs, assassins, thieves 

Yurtrus L NE Death, disease Death, Destruction, Evil, 
Orc, Suffering 

Assassins, monks, orcs 
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