PART ONE: CREATING A CHARACTER

CHAPTER 1: STEP-BY-STEP CHARACTERS

e  Ability Score Summary — Page 12
(Details what Races & Classes gain and
best fit Ability scores)

e Ability Score Point Cost — Page 13

e Ability Scores and Modifiers — Page 13

o Character Advancement — Page 15

CHAPTER 2: RACES

CHAPTER 3: CLASSES

e Classes — Page 45 (Class Name; Short
Description; Hit Die; Primary Ability;
Saving Throw Proficiencies; Armor &
Weapon Proficiencies)

o The Barbarian — Page 47

e The Bard — Page 53

o The Cleric — Page 57

e The Druid — Page 65

o The Fighter — Page 71

0 Eldritch Knight Spellcasting —
Page 75

e The Monk - Page 77

e The Paladin - Page 83

e The Ranger — Page 90

e The Rogue - Page 95

O Arcane Trickster Spellcasting —
Page 98
o The Sorcerer — Page 100
0 Draconic Ancestry — Page 102
0 Wild Magic Surge — Page 104
e The Warlock — Page 106
0 Archfey Expanded Spells — Page
108
0 Fiend Expanded Spells — Page
109
O Great One Expanded Spells —
Page 110
e The Wizard — Page 113



CHAPTER 4: PERSONALITY AND

BACKGROUNDS

o Random Height and Weight — Page 121
e Standard Languages — Page 123

e Exotic Languages — Page 123

e Acolyte Background

o
o
o
o

d8 Personality Trait — Page 127
d6 Ideal — Page 127
d6 Bond — Page 127
d6 Flaw — Page 127

e Charlatan Background

o
o
o
o
o

d6 Scam — Page 128
d8 Personality Trait — Page 128
d6 Ideal — Page 128
d6 Bond — Page 128
d6 Flaw — Page 128

e  Criminal Background

o
o
o
o
o

d8 Specialty — Page 129

d8 Personality Trait — Page 129
d6 Ideal — Page 129

d6 Bond — Page 129

d6 Flaw — Page 130

e Entertainer Background
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d10 Entertainer Routine — Page
130

d8 Personality Trait — Page 130
d6 Ideal — Page 131

d6 Bond — Page 131

d6 Flaw — Page 131

e Folk Hero Background
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d10 Defining Event — Page 131
d8 Personality Trait — Page 131
d6 Ideal — Page 132
d6 Bond — Page 132
d6 Flaw — Page 132

e Guild Artisan Background
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d20 Guild Business — Page 132
d8 Personality Trait — Page 131
d6 Ideal — Page 133
d6 Bond — Page 133
d6 Flaw — Page 133

Hermit Background
0 d8 Life of Seclusion — Page 134
0 d8 Personality Trait — Page 134
O d6ldeal — Page 134
0 d6Bond - Page 135
0 d6 Flaw — Page 135
Noble Background
0 d8 Personality Trait — Page 135
0 d6ldeal — Page 136
0 d6Bond —Page 136
0 d6 Flaw — Page 136
Outlander Background
0 d10 Origin — Page 136
O d8 Personality Trait — Page 137
0 d6ldeal — Page 137
0 d6Bond —Page 137
0 d6 Flaw — Page 137
Sage Background
O d8 Specialty — Page 137
0 d8 Personality Trait — Page 138
O d6ldeal — Page 138
0 d6Bond —Page 138
0 d6 Flaw — Page 138
Sailor Background
O d8 Personality Trait — Page 139
0 dé6 ldeal — Page 139
0 d6Bond —Page 139
0 d6 Flaw — Page 139
Soldier Background
O Specialty — Page 140
O d8 Personality Trait — Page 140
o0 dé6 Ideal — Page 140
0 d6Bond —Page 141
0 d6 Flaw — Page 141
Urchin Background
O d8 Personality Trait — Page 141
0 dé6 Ildeal — Page 141
0 d6Bond —Page 141
0 dé6 Flaw — Page 141



CHAPTER 5: EQUIPMENT

e Starting Wealth by Class — Page 143
e Standard Exchange Rates — Page 143
e Armor — Page 145
0 Donning and Doffing Armor —
Page 146
e Weapons — Page 149
e Adventuring Gear — Page 150
e Container Capacity — Page 153
e Tools — Page 154
e Mounts and Other Animals — Page 157
e Tack, Harness, and Drawn Vehicles —
Page 157
e Waterborne Vehicles — Page 157
e Trade Goods — Page 157
o Lifestyle Expenses — Page 157
e Food, Drink, and Lodging — Page 158
e Services — Page
e Trinkets — Page 160 - 161

CHAPTER 6: CUSTOMIZATION OPTIONS

e Multiclassing Prerequisites — Page 163

e Multiclassing Proficiencies — Page 164

o Multiclass Spellcaster: Spell Slots per
Spell Level — Page 165

PART TWO: PLAYING THE GAME

CHAPTER 7: USING ABILITY SCORES

e  Ability Scores and Modifiers — Page 173
e Typical Difficulty Classes — Page 174

CHAPTER 8: ADVENTURING

e Travel Pace — Page 182

CHAPTER 9: COMBAT

e Size Categories — Page 191

PART THREE: THE RULES OF MAGIC

CHAPTER 10: SPELLCASTING

CHAPTER 11: SPELLS

e Animated Object Statistics — Page 213

e d10 (Confusion) Behavior — Page 225

e Precipitation (Control Weather) — Page
228

e Temperature (Control Weather) — Page
228

e Wind (Control Weather) — Page 228

e (Creation) Materials & Duration — Page
229

e (Reincarnate) d100 & Race — Page 271

e (Scrying) Knowledge & Connection —
Page 273

e (Teleport) Familiarity & Mishaps —Page
281

APPENDIXES

APPENDIX A: CONDTIONS

e Exhaustion — Page 291
APPENDIX B: GODS OF THE MULTIVERSE

o The Life and Death Domains — Page 293

e Deities of the Forgotten Realms — Page
294

e Deities of Greyhawk — Page 295

e Deities of Dragonlance — Page 295

e Deities of Ebberon — Page 296

e Nonhuman Deities — Page 296

e Celtic Deities — Page 298

o Greek Deities — Page 298

o Egyptian Deities — Page 299

e Norse Deities — Page 299

APPENDIX C: THE PLANES OF EXISTENCE

e Quter Planes — Page 302



APPENDIX D: CREATURE STATISTICS

e Bat-Page 304

o Black Bear — Page 304

e Boar-Page 304

e Brown Bear — Page 304

e (Cat-Page 305

e Constrictor Snake — Page 305
e Crocodile — Page 305

e Dire Wolf - Page 305

e Frog—Page 305

e Giant Eagle — Page 306

e Giant Spider — Page 306

e Hawk (Falcon) — Page 306
e Imp-Page 306

e Lion—Page 307

o  Mastiff — Page 307

e Mule - Page 307

e Owl-Page 308

e Panther — Page 308

e Poisonous Snake — Page 308
e Pseudodragon — Page 308
e Quasit — Page 309

e Rat-Page 309

e Raven - Page 309

o Reef Shark — Page 309

o Riding Horse — Page 310
o Skeleton — Page 310

e Sprite — Page 310

e Tiger —Page 311

e Warhorse — Page 311

e Wolf- Page 311

e Zombie - Page 311

APPENDIX E: INSPIRATIONAL READING




