Introduction:


The first thing I’d like to say is “Welcome to Dungeons & Dragons.” It’s a fun game, and not a bad way to spend a few hours with some of your friends. This guide is here to help you make a character for you to play in the game, and it’s made especially for people who are new to the game. 


For the unfamiliar, Dungeons & Dragons (or D&D) is a role-playing game (or RPG). Unlike most games, there are no winners and losers. People play simply for the pleasure in playing. It’s played in a group of people, who create characters for a fictional setting and play them out to create a story. These characters are referred to as Player Characters, or PCs. One player is set aside to describe scenery and the consequences of the actions the PCs take, as well as acting out any characters not being played by the other players. In D&D, this person is called the Dungeon Master (or DM,) and is usually seen as the one in charge of the game. 


RPGs are a fun hobby, but the one thing that everyone needs is a character. Sometimes a DM will make a new character for a new player for the sake of getting the player into the game sooner, but it has its drawbacks. For example, you may feel less of an attachment to the character, or you may not understand how the character functions best. It also puts an extra burden on the DM running the game. Eventually, it’s best to start making your own. 

That’s where this book comes in. It’s built to help a person new to the D&D game create their first character and ease you into the game. When you’ve gone through the steps in this book, you should have a starting character of your very own. 

Here’s a quick rundown of how the character creation process will go:

Step One: Pick a Character Class. A character class describes, in broad terms, what your character does. Does your character cast magical spells, or does your character prefer marching in with swords swinging? This step will shape almost every decision you make in the game, so think it through.

Step Two: Generate ability scores. These ability scores tell what the character’s most basic attributes are like. Is your character strong or weak? Fast or slow? Smart or dumb?

Step Three: Pick a race. Fantasy worlds like those in Dungeons and Dragons are populated with fantastic beings, and a few of them just happen to be suitable as player characters. 

Step Four: Select Feats. Feats are qualities that open up new combat maneuvers such as trying to attack for extra damage at the cost of accuracy or other effects like writing a magical scroll. Most characters will have one to start out with, so make it count.
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Step Five: Pick your skills. These aren’t as major as other things you pick up, but they can be useful. Maybe your character is good at appraising gems or works of art, or maybe your character is good at hearing things other people don’t notice. These usually represent simple trained talents.

Step Six: Every hero needs tools, whether they’re swords, lock picks, magic books, or just plain food and a warm bedroll to sleep in at night, but money doesn’t grow on trees (without the right spell.) Figure out what you want your character to have, but watch your budget.

Step Seven: Two of the character classes covered here have the ability to cast spells, so you’ll want to pick out what magical powers your character will be able to make use of. Is your character going to be focusing more on throwing magical attacks at enemies, or utility spells like making ropes come to life and summoning creatures from other dimensions?

Step Eight: Come up with a background. Your character exists in an imaginary world, but they didn’t just pop into existence out of nowhere, fully formed and trained. Your character was born somewhere and was raised by someone around some other people. What was that like, and how did it shape your character’s personality? What does your character like or dislike? This section also covers Alignment, an important D&D concept describing your character’s place along a moral and ethical axis. 

Learning the Basics


Before I start, I’d like to get a few things straight and explain a bit about how the system works. Things will get a little technical later on in the book, but don’t worry. That’s what this section is for.

The Core Mechanic:


Dungeons and Dragons runs in what is called the d20 system. It’s called this because you roll a twenty-sided die to simulate random chance when an action you want a character to take has some chance of failure. This mechanic is the one this game uses most often, and has three steps:

First, you roll a twenty-sided die, or d20.

Next, you look at the result, and add or subtract any modifiers that might apply. 

If the end result is at least as large as the target number, you succeed. If it’s lower than the target number, you fail. 

This target number depends on the situation. Sometimes you can see for yourself, sometimes the DM has to tell you, and sometimes the DM intentionally withholds the target number.

Dice:


You already know that a twenty-sided die is called a d20, so it’s not too far of a stretch to figure out that a standard cube-shaped die is called a d6 because it has six sides. The same applies to all the other dice in the game. Whenever a die roll is called for, it’ll usually be in the form of say, “3d4+3.” What this means is you roll three four-sided dice, add them together, and add three to the end result. Dice come in 4, 6, 8, 10, 12, and 20 sides.

However, sometimes you’ll be called on to roll a percentile die, usually denoted as “%d.” This one is actually two dice. What you do is you roll a d10 and count it as the ones place, then roll another d10 and call it the tens place. If you roll two zeroes, you count the roll as 100. 

Fractions: 

If you have a fraction, you generally round down, even if the fraction is closer to the high end. 2.9 still rounds down to 2.
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Multiplying: 

Sometimes the rules multiply a number or die roll. If there is more than one condition applying to an abstract value (like a modifier or die roll), don’t just multiply like normal. Instead, add them together, with each extra one adding 1 less than its value. For example, if a number is doubled (x2) and doubled again (x2), you take the extra double, subtract one from it, and increase the first double by its result. In this case, it’d be 2 + 1, or 3. So the end result is that it’s tripled. 

It sounds complicated, but it gets much easier with a little practice. Thankfully, normal math rules are used when dealing with real-world values, like distance and weight.

Character Classes

With the basics down, we can finally move on to character creation. I’ll be talking about some stuff that might not be immediately familiar to you. These will be explained later on. First, you may want to print out a character sheet from the official D&D web site:

http://www.wizards.com/dnd/files/DND_charactersheet.zip

This will help you organize the character in your mind and it is in a format that is familiar to players of D&D.

Now you can move onto deciding the most critical thing about your character: Character classes. These are fantasy character archetypes that will shape everything about your character from here on in. There are eleven base character classes in the main book, but this book will only focus on four of them. Don’t worry, though. These four were picked because they’re the most iconic of the D&D classes, they are comparatively simple to use, and are usually considered very important to have in any adventuring party. These classes are the Cleric, Fighter, Rogue, and Sorcerer. 
The Cleric is a priest endowed by their gods with an ability to cast divine spells, the most notable of which heal an ally’s wounds, but this doesn’t mean clerics only exist to support the group. They can use a spell to freeze an enemy in its tracks or wear heavy armor and march into a melee like a fighter. They can also ward off undead monsters, and as they progress, they are able to cast more spells.
The Fighter is exactly that. The fighter wears heavy armor, picks up a big and painful-looking weapon, and charges into combat swinging. Because their concept is so simple, their backgrounds can be varied. They can be knights, town guards, wandering mercenaries, and gladiatorial fighters, and that’s just off the top of my head. As Fighters progress, they learn a large number of abilities to boost their combat prowess.

The Rogue is a sneaky and subtle character. In fact, in previous editions of D&D, this character class was simply called “Thief.” Conceptually, they can be thieves, but also scouts and spies. Rogues are fast and acrobatic, and tend to be experts in many skills, such as lock picking, smooth talking, hiding, finding and disabling traps, and quietly sneaking up on enemies. They may be masters of subtlety, but that doesn’t mean they can’t carry their weight when a big and noisy fight breaks out. Rogues have the ability to do extra damage on their attacks if they catch an enemy off-guard or if they strike at an enemy from behind when a friendly group member is distracting them from the front.
The Sorcerer is a mage capable of casting arcane spells. Sorcerers spontaneously develop the ability to cast spells in adolescence, so they can come from anywhere at all. They can also have a familiar that can help them. Arcane spells are wide and varied, ranging from the power to conjure up fire without flint or tinder to temporarily understanding any other language.
Character Classes

You’ll want to read the System Reference Document or Dungeons & Dragons Players Handbook with your GM to make your character. This guide is only intended to help assist the process. Repeating all the class information here would overcomplicate things. Here’s some help with most of the terms common to every character class, though.

Alignment: Alignment describes your character along a moral and ethical axis. 
Hit Die: This is a die type that controls your character’s hit points. You get as many hit points as there are sides on the die as a level one character, modified by your Constitution modifier. Hit points represent how much physical damage you can take.
Class Skills: These are skills that the class is able to learn easily. They are not skills that you automatically know. There will be more details in the skills section of the book later on.
Skill Points: You get a bunch of skill points at level 1, and a smaller amount of them each time your character attains a new experience level. These are spent to become better with skills. 
Level: This refers to your experience level. Your level is a very general measurement of your character’s power. This book is designed to help you come up with a level 1 character, which is a recommended starting level for most games. As time goes on, you will be able to raise your level and every time you do, you become more powerful. 
Base Attack Bonus: This number is added directly to any attack rolls you make.
Fort Save: This is your Fortitude Save. You roll this, modified by your Constitution modifier, to resist magic or other effects that you have to shrug off with sheer… well, fortitude.

Ref Save: This is your Reflex Save. It’s like the Fort save, but affected by Dexterity instead of Constitution. You use it when faced with magic or other effects that might force you to get out of the way.

Will Save: This is your Will save. It’s like the other two saves, but affected by your Wisdom instead. You use it to resist effects with your willpower.

Special: These are traits that are affected by gaining levels that cannot just be expressed as numbers like the other things in the class table.

Weapon and Armor Proficiency: These are specific weapons, armor, or general categories of weapons or armor that your class is able to use effectively. While it is possible to try to use weapons or armor that you are not proficient in, there are penalties for doing so.
Ability Scores

Now that you have a concept in mind, you need to deal with are Ability scores, which will be generated differently depending on who is running the game, but in general will range from 3 to 18. You want them to mesh well with the class that you just chose in the last chapter. A score of 10 is considered what average for the general population. These are six numbers that describe a character’s raw traits. Listed from the top down, these are Strength (STR), Dexterity (DEX), Constitution (CON), Intelligence (INT), Wisdom (WIS), and Charisma (CHA).


Each number has a modifier associated with it which is added to rolls using them. At 10 and 11, this modifier is 0. Every pair of numbers above that pair has 1 added to it, and every pair below has 1 subtracted from it. For instance, 14 and 15 are the second pair of numbers above 10, so they has a +2 modifier. 8 and 9 are one pair below 10 and 11, so they have a -1 modifier.


There are generally two methods that are used to determine your ability scores. The most common way is to roll them randomly. The exact method depends on the DM. This gets you six numbers, and you can place one number in each of the ability score categories. The other method is commonly referred to as point buy. You’re given a certain number of points and they are spent to raise your ability scores from a certain baseline. Again, the specifics depend on the DM.
Strength:


Strength is sheer muscle power. It is the most useful for fighters, but is also good for Clerics and Rogues. It is not very useful for Sorcerers. Strength affects how much equipment your character can carry.

The Strength modifier is applied to:

· Melee attack rolls

· Damage rolls with melee or thrown weapons. (There are special conditions when dealing with off-hand attacks, two-handed attacks, and attacks with some bows. Ask your DM for details.)

· Climb, Jump, and Swim skill checks

· Strength checks to lift things, break down doors, etc.

Ability Scores
Dexterity:


Dexterity covers agility, reflexes, and balance. Rogues benefit the most from it. Sorcerers also benefit. Fighters and Clerics benefit from it, but not as much as the other two.

The Dexterity modifier is applied to:

· Ranged attack rolls

· Armor Class, if the character is able to react to incoming attacks.

· Reflex saving throws

· Balance, Escape Artist, Hide, Move Silently, Open Lock, Ride, Sleight of Hand, Tumble, and Use Rope skill checks.

Constitution:


Constitution represents health and stamina. Constitution affects hit points, so it is important for all classes, but sorcerers and rogues will find it especially valuable to offset their weakness in this area.

The Constitution modifier is applied to:

· Every roll of a Hit Die (You’ll understand later, but for now, it adds to your starting Hit Points.)

· Fortitude saving throws

· Concentration skill checks. Spellcasters use this to try to continue casting a spell if something happens that could interrupt it. 

Intelligence:


Intelligence represents your ability to learn and reason. Rogues find it especially valuable, but most other classes have no special need for it.

The Intelligence modifier is applied to:

· The number of languages your character knows at the beginning of the game

· The number of skill points you start with and gain each level

· Appraise, Craft, Decipher Script, Disable Device, Forgery, Knowledge, Search, and Spellcraft skill checks.

Ability Scores
Wisdom:


Wisdom governs willpower, common sense, perception, and intuition. It is awareness in general, and vitally important to Clerics for their ability to cast spells. Rogues may find it useful to spot things other classes might not. Fighters and Sorcerers can usually leave this alone.

The Wisdom modifier is applied to:

· Will saving throws

· Heal, Listen, Profession, Sense Motive, Spot, and Survival skill checks.

Charisma:


Charisma shows off force of personality, leadership quality, and physical attractiveness. High charisma is a must for sorcerers for their ability to cast spells. It is not as important for other classes.

The Charisma modifier is applied to:

· Checks representing attempts to influence others

· Bluff, Diplomacy, Disguise, Gather Information, Handle Animal, Intimidate, Perform, and Use Magic Device skill checks.

· Turning checks for Clerics trying to ward off undead monsters like zombies and vampires.

If an ability score changes, attributes associated with it also change. However, characters do not retroactively change skill points if their Intelligence score changes.

Races


Now you have a vague idea of your character’s abilities, and what the character will do, but you might not have a clear picture of your character yet, or maybe you want to customize your character more before you go into specifics. That’s what races are for. The choices we’ll be going over are Humans, Dwarves, Elves, and Halflings. I’d like to go over a couple other things first, though.
Favored Classes: 

These are the classes that the races are supposed to come naturally to them. They don’t give any special advantage unless you’re trying to multiclass, though. Multiclassing isn’t covered in this book because it gets complicated quickly, but if you’re curious about it, you might want to ask your DM.

Languages: 

Every character knows how to speak Common. Non-human races also speak a racial language. If you have an intelligence bonus, you can speak one extra language for each point. For example, if you have 14 intelligence, your Intelligence modifier is +2, so you can speak two more languages than you would be able to if you had an intelligence modifier of 0. There’s no language penalty for a negative Intelligence modifier, though. Every character is literate except for those of the Barbarian class, but that class isn’t covered in this book. Also, Clerics have Abyssal, Celestial, and Infernal added to their list of bonus languages, regardless of race. Abyssal and Infernal are the languages of Devils and Demons respectively, and Celestial is the language of angels and other holy creatures.

With that taken care of, let’s talk about races! Since race descriptions are comparatively short compared to everything else, I’ll give you the full system information.
Humans


Humans are present in practically every single fantasy story ever told, and we identify with them easily, so it’s no wonder that they’re a popular choice. Humans are also the most flexible race in the system, being good with any class at all.
· Medium size: Humans are average, size-wise. Nothing special about this.

· Base land speed of 30 feet.

· At first level, they gain an extra feat. We’ll be talking about those after this chapter.

· Automatic Language: Common. They can learn any other non-secret language as bonus languages.

· Favored Class: Any.
Races

Dwarves


Dwarves are another common fantasy race. They’re tough but very direct and uncharismatic. They make especially good Fighters and acceptable Rogues. Dwarf Clerics are at a slight disadvantage when dealing with Turning undead compared to other races, but this is minor. However, Dwarves make very poor Sorcerers because of their Charisma penalty.

· +2 Constitution, -2 Charisma

· Medium size, like humans. They’re short, but not short enough to count as Small.

· Base land speed of 20 feet, but they can move at this speed even when wearing medium armor, heavy armor, or carrying a medium or heavy load. Other races are slowed down under those conditions.

· Darkvision: Dwarves can see perfectly fine up to 60 feet in the dark, but in black and white only.

· Stonecutting: Dwarves gain a +2 racial bonus on Search checks to notice unusual stonework, which can be useful in a trap-filled dungeon. If you come within 10 feet of unusual stonework, you can make a check as if you were actively searching, and you can use Search to find stonework traps like a rogue can. Lastly, dwarves can guess an approximate depth underground as easily as humans can tell which way is up.
· Weapon Familiarity: Dwarves treat dwarven waraxes and dwarven urgroshes as martial weapons instead of exotic ones.

· Stability: Dwarves have a +4 bonus on ability checks to resist being bull rushed or tripped, but only when standing firmly on ground.

· +2 racial bonus to saving throws against poison

· +2 racial bonus to saving throws against spells and spell-like effects.

· +1 racial bonus to attack rolls made on orcs and goblinoid enemies.

· +4 dodge bonus to Armor Class when fighting enemies that are Giants. However, this does not apply during any time that the dwarf would lose a Dexterity bonus to Armor Class.

· +2 racial bonus to Appraise stone or metal items

· +2 racial bonus to Craft items that are related to stone or metal

· Automatic Languages: Common and Dwarven. Bonus Languages: Giant, Gnome, Goblin, Orc, Terran, and Undercommon

· Favored Class: Fighter

Races

Elves


Elves are yet another common fantasy race. They’re graceful and agile, but not very tough. This puts them in a somewhat unique situation. Their Dexterity boost helps them become good Rogues and Elven Sorcerers can benefit from the Dexterity boost to Armor Class, but their hit to Constitution makes them a bit more fragile. Elves can be good Fighters if they focus on ranged weapons like bows. 
· +2 Dexterity, -2 Constitution

· Medium size

· Base land speed of 30 feet.

· Immune to magical sleep effects and +2 racial saving throw bonus to resist enchantment spells or effects

· Low-Light Vision: Elves see twice as far as humans under poor illumination (but not no illumination at all) and are able to still see color and details.

· Weapon Proficiency: Elves get free Martial Weapon Proficiency feats for the longsword, rapier, longbow, and shortbow, as well as the composite versions of those two bows.

· +2 racial bonus on Listen, Search and Spot checks. Elves that pass within 5 feet of secret or hidden doors also get to do Search checks to notice it even if not actively looking for it.

· Automatic Languages: Common and Elven. Bonus Languages: Draconic, Gnoll, Gnome, Goblin, Orc, and Sylvan.

· Favored Class: Wizard

Races

Halflings


Halflings are small humanoids not entirely unlike Hobbits from Lord of the Rings. In fact, this is what Halflings were called in first edition D&D until they came under legal pressures to change the name. Now Halflings are agile and curious, unlike Hobbits, who are content to stay in their homes and keep to themselves. They make very good Rogues. They also make for pretty decent Sorcerers and Clerics. Like with the Elf, if you want to be a Halfling Fighter, you’d be best off if you focused on ranged weapons. Halflings are not as strong as other races.
· +2 Dexterity, -2 Strength

· Small: Small creatures gain a +1 size bonus to Armor Class, a +1 size bonus to attack rolls, and a +4 size bonus on Hide checks. However, they have to use smaller and weaker versions of regular weapons, and lifting and carrying limits are three quarters what they would be on another character with the same Strength score.

· Base land speed of 20 feet.

· +2 racial bonus on Climb, Jump, and Move Silently checks.

· +1 racial bonus on all saving throws.

· +2 morale bonus on saving throws against fear, which stacks with the +1 bonus on all saving throws.

· +1 racial bonus to attack rolls involving thrown weapons and slings.

· +2 racial bonus to Listen checks.

· Automatic Languages: Common and Halfling. Bonus Languages: Dwarven, Elven, Gnome, Goblin, and Orc

· Favored Class: Rogue

Finishing Touches
The rest of character creation mainly deals with choosing a few things out of a large list of items. Classes and races can be cut down to a few core ones easily, but when dealing with Feats, Skills, Equipment, and Spells, I think it’s extremely important to see the full range of choices available to you. None of them are individually complicated.
Feats


Feats are minor abilities that can make quite a bit of difference in terms of game play. Everyone gets one feat at level one. If you are human, you can get an extra one. If you are a fighter, you can get another one, but restricted to a certain list. So most characters would get one, but a fighter would get two, a human would get two, and a human fighter would actually get three. You gain one new feat every three levels, unless you’re a Fighter or other class that grants bonus feats. 

A number of feats have prerequisites, often including other feats, so read with a sharp eye to see if there is any feat you’d like to work towards earning in the future. For example, Power Attack is a feat that allows you to sacrifice accuracy in an attack in exchange for greater striking power. This feat is a prerequisite for Cleave, which is a feat that allows you to have an extra attack against another enemy next to you if you manage to disable another one. Just look over the feats list and see what looks really interesting to you, look at prerequisites, and decide things from there.

Skills:


Skills are just miscellaneous skills that your character has trained in. You can be good at finding things, forging documents, jumping long distances, or any number of things. Class skills and other skills, from now on called “Cross-Class skills” are the two broad categories. A skill point can buy one rank in a class skill, or half a rank in a cross-class skill. Class skills ranks can be at maximum your character level plus three, so for starting characters, everyone has a class skill ceiling of four. Cross-class skills can only be half as high. 

Because of the way skill points are distributed, the simplest way to deal with skills is to find out how many skill points you get per level, then pick that many skills from your class skills list to always be at maximum. From now on, all you have to do when dealing with skills is increment each skill by one.
Finishing Touches

Equipment:

Like I said earlier, every adventurer needs tools, but each kind of adventurer will need different types. It’s best to only carry weapons and armor that you are proficient with. The most obvious type of equipment is weapons and armor. Do you want to focus on close combat or do you want to hang back and shoot arrows? If you want to focus on melee combat, you may want to decide if you want a one-handed weapon and a shield for greater protection or a large and more damaging two-handed weapon. Some characters even hold one weapon in each hand and fight with both at the same time. You might also want a backup weapon in case your primary one meets with an accident. An extra ranged weapon just in case you can’t get to an enemy in time isn’t a bad idea either.

Of course, heroes don’t live on action and excitement alone. They need to eat and sleep just like anyone else. Food and water are the most immediate concerns. Bedrolls are good to have also. Beyond that, what about a light source? Lanterns, torches, and alchemical sunsticks are just a few ways to help make sure you’ll always be able to see where you’re going. Even if you’re a dwarf with Darkvision, you might want to know what color something is. It never hurts to have a source of light around. Ropes are another great thing to have around. Just think of all the things you can do with a rope.
Spells


If you’re a Cleric or a Sorcerer, you’re going to want to select your spells. Both character classes can only cast a certain number of spells per day, and recovering them requires eight hours of rest. Since spells are limited, you want to pick the right ones so you don’t end up wishing you’d picked something else.

Clerics have access to every single Cleric spell in their level bracket. However, when they rest, they have to spend an hour praying and decide which specific spells they want that day, limited by level. Good-aligned clerics are capable of sacrificing a prepared spell to cast a healing spell of the same level, curing allies (or themselves) of wounds they receive in combat, so they have some flexibility, but anything else they cast that day has to be decided at the start of that day. To save time, you might want to figure out a spell list to default to any day where you aren’t expecting anything specific. Spells that are useful in a large variety of situations are usually the best, since you don’t know what to expect.

Sorcerers work a bit differently. They’re capable of casting a large number of spells each day, and they don’t even have to decide ahead of time what spell they’d be casting. However, they only know a small number of spells. They can change what spells they know every two character levels, but it isn’t something that can be counted on. Sorcerers are best off with spells that they believe they will be using often. At the most obvious, this could include damaging magic spells like Magic Missile, but it can also include a spell like Disguise Self to hide your identity.
Finishing Touches
Personality


Once you’re done with the previous steps, you should have almost everything you need for a character. In fact, everything but the actual character. The most immediate thing that the game demands from a character is Alignment, which has been referred to earlier on in this book. Alignment is a two-word description of your character’s moral and ethical outlook.


The first part describes your ethics. There are three stances, called Lawful, Neutral, or Chaotic. A Lawful person avoids lying, acts in an organized fashion, and makes plans. A Lawful person does not necessarily agree with or obey all laws, but they have more of a tendency to respect authority figures and promote order. A Chaotic person is disorganized and values freedom over order. Artistic people are generally considered Chaotic. Chaotic people generally do not respect authority figures just because of their positions. Neutral people do not lean strongly one way or the other.


The second part describes your morals. These are Good, Neutral, or Evil. A Good person goes out of their way to help others and is often willing to make personal sacrifices. An Evil person mostly only acts on their own self-interest. At best, they are uninterested in the welfare of others. At worst, they take delight in seeing others suffer. A Neutral person might do good things for other people, but is unwilling to make significant sacrifices or risks for people unless they are emotionally attached to them.

This sets up a system of nine alignments: Lawful Good, Neutral Good, Chaotic Good, Lawful Neutral, “True Neutral”, Chaotic Neutral, Lawful Evil, Neutral Evil, and Chaotic Evil. A Lawful Good character might be a city guard or similar. A Chaotic Good character might be a thief that steals from the corrupt and gives to the poor. A Lawful Neutral character might be a judge. A Chaotic Neutral character might be a wanderer traveling from city to city for excitement. A Lawful Evil character might be a tyrant, despot, or other person who uses power or rules unfairly to their own advantage. A Chaotic Evil character might be a sadist or wild sociopath.

Lastly, your character had to come from somewhere. You might want to think about their background. What was their family like, and where did they grow up? What were their friends like, and how did your character take up their current profession as an adventurer? Does your character have mentors? What does your character like? Is there anything in particular that your character really wants?

Think over these questions, and add to your character. This may seem difficult, but with practice, it will come easily to you. In the meantime, I’d like to end how we began.

Welcome to Dungeons & Dragons.

