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For many years, Dungeons & Dragons fans have used a three core book system to play this incredible game. This three
core book system includes Player's Handbook, Monster Manual, and Dungeon's Master's Guide.

Dwarves, elves, halflings and humans are all labeled as "common" races who will be seen practically
everywhere save the drow subrace for elves , whilst the others are labeled as being "uncommon" races. Many
races have subraces; they must choose to be a specific kind of that race for further added bonuses. Race design
is similar to 4e, minus the "racial powers" setup due to the loss of that mechanic; all bonuses, no penalties with a few subrace exceptions. This carries over the 4e philosophy of not completely screwing players who
want to build something unconventional, like a halfling barbarian or a half-orc wizard. The first DMG
includes rules for custom-building subraces and whole races, with the Eladrin and Aasimar used to
demonstrate the rules. Dragonborn Essentially, they are their 4e counterparts with vaguer backgrounds,
dragonborn are still pretty close to what they were. Not terrible, even if laughably outclassed in almost every
way by other races with similar stat bonuses. Dwarf Your standard issue dwarf. Short and stout, grumpy but
loyal, love digging, and tough as a hammer sammich. They get two subraces; Hill and Mountain. Elf Still
pretty standard; graceful, eerie, beautiful, mary-sueish bastards. They get three subraces; high, wood and dark.
High elves are the magically adept elite. Wood elves are the iconic forest-dwelling primal elves. The Sea Elf
comes with the above mentioned ft swim speed as well as the ability to breathe under water as part of the
"Child of the Sea" racial feature. Avariel are the winged elves of the Forgotten Realms, nearly driven to
extinction by dragons. You have a flying speed of 30 feet while not wearing heavy or medium armor, and
know Auran. Unless you are in it for the flavor, there is really no reason to pick them, seeing how there are
plenty of better races with flight out there. The Grugach of the Greyhawk setting are xenophobic, isolationist
forest dwellers, known to massacre anyone unfortunate enough to stumble into their realm. They get a
Strength score increase of 1, a proficiency with the spear, shortbow, longbow, and net going with their savage
theme. They can choose a single cantrip from the druid spell list, using Wisdom as their spellcasting ability.
Their xenophobic nature also manifests itself by having their ability to speak Common replaced by Sylvan, so
you better use a background feature to learn it. Shadar-kai have returned as an elf dub-race, being now a
hybrid between their 3rd edition lore of being fae dwelling on the Plane of Shadow, and their 4th edition lore
that presented them as humanoids from Shadowfell. Ironically, the fact that they are now basically insane
BDSM eleves from a different plane makes them seem allot like a certain other type of Dark Elf. They get a
Charisma score increase of 1, and the choice between chill touch, spare the dying, or thaumaturgy, with
Charisma as their spellcasting ability. Once per short rest, they can also teleport up to 15 feet to an unoccupied
space they can see, and gain resistance to all damage until the start of their next turn. With Dragonlance
supported, but the Kender race thankfully missing after playtest, these seem to hold up as the Kender
replacement. These are the " svirfneblin ", the Underdark-dwelling gnomes mentioned but mostly ignored in
editions past. They can also grow beards, something that may have been in previous editions, but is directly
addressed in this one. The best PHB race for any Cha-based class, due to their tremendous versatility, and
easily has the most raw power. Look at it like this: It might not be the optimal feat for your build, no, but can
you easily deny that it beats out any other feat in the game for raw power? Well, a half-elf is essentially a
variant human who gets a feat like that. Any kind of half-elf can trade for an upgrade to darkvision and
proficiency in perception, half-high elves can gain a wizard cantrip, half-wood elves can gain a five-foot speed
boost or an improved ability to hide in the wild, and both of the above can gain elf weapon training. This
effectively makes them the best barbarians in the game and gives barbarian-lite abilities to any other classes.
This new design eliminates the culturally awkward standard of male orcs forcing themselves on human
women, to the point of actually raising the idea that the race could be used for playing a half-dwarf, half-orc.
Halfling Small, cheerful, practical creatures, halflings try to make friends with anybody. Their two subraces
are Lightfoot and Stout. The playtest release featured the infamous Kender of Dragonlance as yet another
halfling subrace. Of course, if an official Dragonlance playbook ever comes out doubtful, at this point, given
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the lackluster success of it in 3. Human Humans are the versatile race once again. The feat option, given how
strong feats are in 5th, can actually make it very hard to choose any other race, even ones that specialize in a
specific area, over humans for a build given the sheer rapidity of power the variant human allows. Tiefling
Following in the footsteps of 4e, with a unified if still very variable appearance and a tiefling racial backlore
as "descendants of a cursed empire" rather than "spawn of a human and a fiend". Pretty much all of the 3e
variants made it through as sub-types. Gotta pick a sub race from the following: Nice utility, as all alternative
movements are. Good for other Dex-based classes, completely redundant for a rogue or high-level ranger.
Good for a control fighter and the like. Unarmed strikes may only deal a single point damage, but the real
power of this ability is essentially two-weapon fighting without needing the fighting style to add the ability
score modifier to the damage roll. Good for mage-hunting and utility. Warforged Same old magic robots. Very
simple, yet very effective: All of these are somewhat abusable, so your DM might tone them down. On the
plus side, they no longer have healing penalties and such. Only four varieties this time; Earth, Air, Water and
Fire. Also, got a lot more cultural tweaks than just about anyone was expecting. They also have horns, which
they are automatically proficient with, that deal 1d10 piercing damage, offer advantage on shoving checks,
automatically shove when used as part of an Attack action, and can be used to gore an enemy as a bonus
action even after a Dash. Gothic Heroes[ edit ] Revenant The most exotic race to come out of 5e yet, the
Revenant is a member of any of the other races that has died and then risen from the grave as an undead
creature in order to pursue an all-compelling goal. The drawback is, once you complete the goal that brought
you back from the grave, you die well and truly, passing on to the afterlife with no further possibility of
resurrection. Gith One of the biggest and most important subrace splits in the game over here. Zendikar[ edit ]
Appearing on the Magic: As a result, it included assorted Zendikaran races, from humans and elves to goblins,
vampires, merfolk and kor. Unlike traditional Merfolk , these ones come with legs, so they can actually walk
around on land like Tritons. They have to pick one of the three Creeds to follow, which functions as a subrace
choice. Zendikaran Vampire Aligned to Black Mana, Zendikaran Vampires are not undead, but infused with a
necrotic disease that requires them to feed on the life-energy of others. This is a special attack that they can
only do on a target that is willing, restrained, grappled or incapacitated; it inflicts 1 piercing damage and D6
necrotic damage, which A: Zendikaran Goblin Aligned to Red Mana, these goblins are tough and hardy
creatures. Grotag Tribe Goblins receive free proficiency in Animal Handling. Lavastep Tribe Goblins have
Advantage on Dexterity Stealth checks made in rocky or subterranean environments. Tuktuk Tribe Goblins
receive free proficiency in thieves tools. Zendikaran Elves What to really say about these guys? Innistrad[ edit
] Appearing on the Magic: So instead you get an entirely new "human race", with assorted sub-races reflecting
specific provinces of Innistrad. They essentially have the Mobility feat, but without having the mobility feat so
you can double up on it if you gotta go fast. In mid-September, it was revealed that the book would feature
roughly a dozen "deeply detailed" monstrous PC races, and an undisclosed larger number of monsters given
"quick rules" for PC use. However, this turned out to be WoTC playing it vague and the end result was that
there were only thirteen races in it, one of which was effectively a reprint. The Monstrous Adventurers mark
the first return in 5th edition of racial ability score penalties, something that brought a lot of rage and skub
from those who hated this idea and those who loved it. Not helping is that of all the races in the book, only the
orc and the kobold get these penalties. The designers essentially tried to sidestep some critiques of flagrant
balance issues with the "monstrous" races by saying that they are not intended to be truly balanced, and that all
DMs have free reign to modify or ban them. Of course, this change in lore from 4e was met with huge
amounts of skub. Aasimar Very, very different from their DMG examples. Each of the three subraces, at 3rd
level, gets an "angelic manifestation", a transformation they can enter as an action and which lasts for 1
minute or until they end it, with bonuses depending on the subrace. Naturally, they had to undergo a fair
amount of changes, since 5e wants to avoid letting PCs be Large. Not even in cultural information. They are
surprisingly fitting, since they were first introduced as a player character race in the Forgotten Realms setting.
Medium sized, 30ft land and swim speeds, amphibious, can cast Fog Cloud at will and Gust of Wind at 3rd
level and Wall of Water at 5th level once per day with Charisma, telepathically talk to water-breathing
creatures, are Resistant to Cold and immune to deep water environments. Exactly which ones are broken is
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and forever will be skub , but general agreement is that the would-be orc and kobold will be far happier using
re-colored half-orcs and halflings as a template, respectively, and that the yuan-ti pureblood is gob-smackingly
powerful enough to make even the half-elf blush. One of the only monsters not to get their core racial power:
That said, Pack Tactics is incredibly strong due to ANY form of advantage cancelling out disadvantage. What
makes a kobold powerful is not that they have access to Advantage, but that they can pretty much never have
Disadvantage when near an ally. This opens up a GWM kobold, or a long range sniper kobold as actually
viable options. Put a Kobold on a Wolf mount for extra shenanigans. As for their crunch You have Advantage
on all saving throws caused by spells and magical effects".
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Read on for the full review! Characters Chapters 1 through 6 are everything you need to create a character so
you can get to the adventuring. Races Your race â€” really your species â€” determines a lot of physical and
cultural traits for your character: Dwarves are relatively short, but stocky and durable while Elves are thin,
lithe, and a bit prissy. That sort of thing. Once you choose your race, you often get to choose some variant
called a Sub-race that provides another twist or special ability to represent their specializations and talents.
Gimli from Lord of the Rings. Bruenor Battlehammer from the Forgotten Realms novels. Legolas from Lord
of the Rings. Deedlit from Record of Lodoss War. Dark Elf, sensitive to sunlight but trained in the ways of
dark magic and assassin-style weaponry. Gnomes are naturally smart and have a cunning that helps them resist
magical effects and attacks against their mind or will. Tanis Half-Elven from the Dragonlance Saga is
obviously one of these, but you could also argue that Aragorn sorta-kinda occupies a space like this: Generally
operating in both human and elven society â€” or cast out of both â€” Half-elves are versatile, highly skilled
like humans but also touched by the fey powers of their elven lineage. Half-Elves do not have sub-races.
Remember that Worf joke I made in the Dragonborn area? Their strength makes them intimidating and savage
opponents. Half-Orcs do not have sub-races. Aragorn from Lord of the Rings. There are no human sub-races
per se, but instead they receive some choices and an optional rule: Worf from Star Trek: These are big,
ripply-muscled human-like guys who have dragon-shaped snouts, scaly skin, and basically look like the
Draconians from the Dragonlance Saga mixed with Killer Croc from the Batman family of comics. Strong,
with forceful personalities. Their ties to the infernal blood in their veins gives them forceful personalities,
resistance to certain attacks, and inherent magic. Tieflings do not have sub-races. These guys are the tanks of
the game, with loads of hit points and damaging attacks made even more so by their ability to activate Rage
that fuels their badassery. These warrior-priests are the devout followers of some deity or powerful religious
concept, and while quite capable in combat, receive a significant variety of divine spells. They can blow stuff
up with holy fire, heal their allies, curse their enemies, or otherwise bolster the offensive and defensive power
of themselves and their allies. Specializations are a choice of Domains: Sorcerers are dedicated spellcasters
who gain their power not through rigorous study like the Wizard or divine faith like the Cleric but instead
through an inherited power of their ancient bloodline, whether they have the spark of dragonsblood in their
heritage or have some connection to the wild and wooly forces of magic that permeate the fantasy world.
Wizards cast spells of great power and variety, learning magic through rigorous study and practice not unlike
one Mr. Specializations are based on a chosen school of magic: Unlike editions past, alignment has almost no
mechanical bearing on game play. There are no spells that detect specific alignments, but rather they might
discern creatures or areas that are tainted by supernaturally powerful versions of alignments, such as demons
and devils radiating auras of PUREST EVIL or some such. Nobles get some hoity-toity connections, criminals
might have underworld contacts, sailors might be able to get passage on ships in exchange for work rather than
coin, and so on. While there are mechanical pieces to them, they are small and distinct, and can be tailored to
the campaign world or the themes of the specific adventure or campaign the DM has planned. For example,
the sailor has a variant for pirates. The guild craftsman might choose a variant that makes them a guild
merchant, instead: A Bond gives the character some connection or oath that ties them to other characters
specific or general , or common places and themes in the campaign world. I always try to help those in need,
no matter what the personal cost. This is simply an instance where the DM rewards a player for good
roleplaying by giving them Inspiration, which the player can then trade in for an instance of Advantage more
on that soon. Ultimately, if you find interesting ways to reveal your Alignment and your BIFTs through
roleplaying with other player characters and the NPCs and creatures you interact with during the game,
Inspiration is the mechanical reward you might get. Every character and monster has six Ability Scores â€”
Strength, Dexterity, Constitution, Intelligence, Wisdom, and Charisma â€” that define their innate prowess,
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and they get a Proficiency bonus based on their character level or in the case of monsters and NPCs, their
Challenge level that gets added to anything for which they are proficient: Beat a number â€” called a DC,
short for Difficulty Class â€” and you succeed. Advantage and Disadvantage are new to this edition, and
represent a simple way of modifying dice rolls based on whether you have things that benefit you in the
particular situation Advantage or work against you Disadvantage. You either have one or the other, or neither:
How they work is simple: Interaction Interaction is largely the providence of Skills that your character may or
may not be proficient in. Exploration Exploration is one part travel and one part perceiving and interacting
with the environment. The players determine what rank their character occupies in the party, and they can
choose roles during overland movement. What all of this does is very neatly, very simply cover what is
otherwise a complex set of decisions involving all the possibilities of overland travel that can go for great
distances. Class abilities and especially Backgrounds can all interact with these rules very simply, and without
dozens of unforeseen consequences. So, characters can take a Move, they can take an Action which covers an
attack, casting a spell, performing an all-out run, etc. All of that is gone. Spells work like other stuff, but still
do magical stuff. Appendices Conditions Conditions are status effects that often are inflicted by spells, special
monster attacks, or special combat maneuvers, like knocking someone prone, restraining them, turning them to
stone, or tiring them out over time perhaps due to lack of food or water. Ghouls just wanna have fun!
Creatures There are about creatures listed in the back of the book with fully developed statblocks. Even if you
hate them, series like The Dragonlance Chronicles and authors like R. Although things like attacks of
opportunity later: There are a lot of rules elements that were perhaps best formulated in 4E that carry over
here: Character creation guides like Class Roles are missing entirely. The number of multiple attacks and
off-turn actions are reduced so greatly that they are nearly nonexistent for most classes and through most
levels. Clearly, Wizards of the Coast nailed it. What else can you ask for? Here are the pregens from the
Starter Set , and a whole bunch more from Wizards of the Coast. More pregens are available at Dungeon
Masters Guild under the Pregen Characters product line all free. There are a bunch of pregenerated characters
for the various Adventurer League storylines , which can easily be added to your roster. If you find errors or
want other features, check out the Reddit thread about this index. Spell Lists and Indexes:
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Ultimately, the Dungeon Master is the authority on the campaign and its setting, even if the setting is a published world.
USING THIS BOOK The Player's Handbook is divided into three parts. Part 1 is about creating a character, providing
the rules and guidance you need to make the character you'lI play in the game.

August 24th, Disclaimer I will use the color coding scheme which has become common among Pathfinder
build handbooks, which is simple to understand and easy to read at a glance. Bad, useless options, or options
which are extremely situational. OK options, or useful options that only apply in rare circumstances Green:
Fantastic options, often essential to the function of your character. Once the book is complete, physical copies
will be released and I will update to address the new content. Introduction Human come in two flavors:
However, it lacks any other racial traits, which makes the standard human extremely bland. Since this is the
only way to get a feat at first level and the only way to get a feat without giving up potentially crucial ability
score increases, the variant human is a hugely popular option for players who want to make us of feats. Much
of this guide will draw comparisons between the standard and variant human, but to be clear up front: The
variant human is better in all but the most novel of builds. Much of this guide will also discuss options for
feats to select at first level as a variant human, which serve the same function as the traits offered by other
races. Classes Because humans are good at literally anything I have neglected to provide my usual color
ratings in the section below. Barbarian Standard humans have one tiny advantage over variant humans in
barbarian builds. For a barbarian planning to rely on Unarmored Defense this could mean slightly higher AC.
However, relying on manufactured armor will be comparably effective for most of your career, so this
advantage is a niche interest at best. Variant humans have a lot of great options. Barbarians have plenty of
options to spend their bonus actions, so avoid feats that do so. Great Weapon Master is a great option for
barbarians because their damage output typically comes from a few hits with a bunch if bonus damage, and
once you get Reckless Attack the -5 penalty to your attack roll will be less of a problem. Bard Bards are one of
few classes that can make use of the standard human in a meaningful way. Variant humans will want to
consider different feat options depending on the bard college you plan to take. All bards can make excellent
use of Inspiring Leader due to their dependence on Charisma. Magic Initiate can offer a significant boost in
your damage output Green-flame Blade for melee bards or Eldritch Blast for ranged bards. Actor, Dungeon
Delver, and Skilled all work very well for bards who plan to emphasize their skills, but which is best will vary
depending on the style of your campaign. You could potentially build a melee cleric and try balance good
scores in Wisdom and in every physically ability score, but typically melee clerics take a domain which
provides heavy armor proficiency. Variant humans have a lot of options. One ability increase goes into
Wisdom, but your second can go into almost anything depending on your build and your role in the party.
Light clerics and other clerics with domain spells which provide access to elemental damage can benefit from
Elemental Adept. Warcaster is fantastic if you plan to use a weapon and shield and wade into melee combat. If
you plan to use a weapon, Magic Initiate is a great way to get access to Green-flame Blade or Booming Blade,
either of which will help you overcome the lack of Extra Attack. Druid Druids have two important ability
scores: Variant humans get all of the ability increases they need, and they have a few great options for feats.
Elemental Adept is great for druids who rely primarily on spellcasting. Mobile is great for Circle of the Moon
druids who like hit-an-run forms like Elephant. An extra feat on a fighter seems a bit silly, but it gets you a
feat at 1st level instead of 4th. Monk Monks are the most MAD class in the game. You need high Dexterity,
Constitution, and Wisdom, and losing any one of them will get you killed. So increasing all three is fantastic.
You may also consider Tough to help compensate for your d8 hit points, which may be enough to forgo a
Constitution increase. For variant humans, Strength and Charisma are going to get your ability increases
nearly every time. Paladins have almost no class features that use their bonus action or reaction, so feats that
do so can be good options. Alternatively, Heavy Armor Master will reduce the damage you take from weapon
attacks, which will make you hard to kill at low levels before your hit points start to add up. For variant
humans, Dexterity gets one of your increases, but your other one can go into either Constitution or Wisdom. If

Page 6

DOWNLOAD PDF DND 5E DUNGEONS MASTERS HANDBOOK
you plan to be in melee, consider Dual Wielder to improve your AC and your damage output, or consider
Defensive Duelist to pad your defenses. Crossbow Expert and Sharpshooter are both great options for ranged
builds. If you go for Beastmaster, consider Sentinel so that you can get free attacks when enemies attack your
animal companion. If you want to emphasize skills, consider Dungeon Delver, Observant, or Skilled. Variant
humans make great rogues. Crossbow Master, Sharpshooter, and Skulker all work great for ranged rogues.
Defensive Duelist is tempting for melee rogues, but conflicts with Uncanny Dodge. Dual Wielder is a mistake.
Mobile is great because it allows you to hit and run without using Cunning Action to Withdraw. If you want to
emphasize skills, Alert and Skilled are both good options. Variant humans make great warlocks. Typical
warlocks get a lot from Spell Sniper because warlocks are so reliant on Eldritch Blast. Hexblades can benefit
from a whole bunch of feats, especially options like Tough to mitigate their poor hit dice. Heavily Armored is
tempting, and you can get by on the minimum of 15 Strength to wear full plate armor while other hexblades
need 14 Dexterity to fill out their medium armor and still have worse AC than you. Wizard Wizards start and
end with Intelligence, so standard humans are pointless. Magic Initiate can get you some extra spellcasting,
Spell Sniper is nice if you like spell attacks, and you might enjoy Skilled to max out on Intelligence-based
skills.
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About Dungeon Master's Guide 5e PDF Dungeon Master's Guide 5e PDF - The Dungeon Master's Guide provides the
inspiration and the guidance you need to spark your imagination and create worlds of adventure for your players to
explore and enjoy.

Rodney Thompson, Peter Lee Writing: James Wyatt, Robert J. Michele Carter, Chris Sims, Scol! Fitzgerald
Gray, Christopher Perkins Producer: Greg Bilsland Art Directors: Tyler Jacobson Interior IIlustrators: Ali
characters and their distinctive likenesses are property ofthe Coast. This material is protected under the
copyright laws or the United States of America. Any reproduction or unaulhorized of the Coast. Casting a
Spell They were tired of merely reading tales about worlds of magic, monsters, and adventure. They wanted
to play in those worlds, rather than observe them. First, it speaks to their ingenuity and genius in figuring out
that games were the perfect way to explore worlds that could not otherwise exist. Second, it is a testament to
the inherent appeal of the game they created. What you need are two things, the first being friends with whom
you can share the game. Vou and your friends create epic stories filled with tension and memorable drama.
Vou create silly in-jokes that make you laugh years later. The dice will be cruel to you. Your collective
creativity will build stories that you will tell again and again. Play the game with someone enough, and the
two of you are! Your next gaming group is as close as the nearest game store, on! The second thing you need
is a lively imagination or, more importantly, the willingness to use whatever imagination you have. Vou just
need to aspire to create, to have the courage of someone who is willing to build something and share it with
others. The friendships you make around the table will be unique to you. The adventures you embark on. Read
the rules of the game and the story of its worlds, but always remember that you are the one who brings them
to! They are nothing without the spark of! After passing through the craggy peaks, the road takes a sudden
turn to the east and Castle Ravenloft towers before you. Crumbling towers of stone keep a silent watch over
the approach. They look like abandoned guardhouses. Beyond these, a wide chasm gapes, disappearing into
the deep fog below. A lowered drawbridge spans the chasm, leading to an arched entrance to the castle
courtyard. The chains of the drawbridge creak in the wind, their rust. From atop the high strong walls, stone
gargoyles stare at you from hollow sockets and grin hideously. A rotting wooden portcullis, green with
growth, hangs in the entry tunnel. Beyond this, the main doors ofCastle Ravenloft stand open, a rich warm
light spilling into the courtyard. I want to look at the gargoyles. The drawbridge looks precarious? I want to
see how sturdy it is. Do I think we can cross it, or is it going to collapse under our weight? Players roll dice to
resolve whether their attacks hit or miss or whether their adventurers can scale a cliff, roll away from the strike
of a magicallightning bolt, or pull off some other dangerous task. Anything is possible, but the dice make
some outcomes more probable than others. OK, one at a time. Make an Intelligence check. Does my
Investigation skill apply? Phillip rolling a d They look like decorations to you. And Amy, Riva is checking out
the drawbridge? Working together, the group might explore a dark dungeon, a ruined city, a haunted castle.
The adventurers can solve puzzles, talk with other characters, battle fantastic monsters, and discover fabulous
magic items and other treasure. One player, however, takes on the role of the Dungeon Master DM. The DM
creates adventures for the characters, who navigate its hazards and decide which paths to explore. The DM
might describe the entrance to Castle Ravenloft, and the players decide what they want their adventurers to do.
WilI they walk across the dangerously weathered drawbridge? Tie themselves together with rope to minimize
the chance that someone will fali if the drawbridge gives way? Or cast a spell to carry them over the chasm?
The game has no real end; when one story or quest wraps up, another one can begin, creating an ongoing story
called a campaign. Many people who play the game keep their campaigns going for months or years. The
adventurers grow in might as the campaign continues. Each monster defeated, each adventure completed, and
each treasurc recovered not only adds to the continuing story, but also earos the adventurers new capabilities.
Together, the DM and lhe players create an exciting story of bold adventurers who confront deadly perils.
Sometimes an adventurer might come to a grisly end, toro apart by ferocious monsters or done in bya
nefarious villain. Even so, the other adventurers can search for powerful magic to revive their fallen comrade,
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or the player might choose to create a new character to carry on. The group might fail to complete an
adventure successfully, but if everyone had a good time and created a memorable story, they ali win. They
begin with a foundation of medieval fantasy and then add the creatures, places, and magic that make these
worlds unique. The legends of the Forgotten Realms, Dragonlance, Greyhawk, Dark Sun, Mystara, and
Eberron settings are woven together in the fabric of the multiverse. And amid ali the richness of the
multiverse, you might create a world of your own. Ali these worlds share characteristics, but each world is set
apart by its own history and cultures, distinctive monsters and races, fantastic geography, anciem dungeons,
and scheming villains. Some races have unusual traits in different worlds. The halflings of the Dark Sun
setting, for example, are jungle-dwelling cannibals, and the elves are desert nomads. Some worlds are
dominated by one great story, like the War of the Lance that plays a central role in the Dragonlance setting.
Your DM might set the campaign on one of these worlds or on one that he or she created. Ultimately, the
Dungeon Master is the authority on the campaign and its setting, even if the setting is a published world. It
includes information on the various races, classes, backgrounds, equipment, and other customization options
that you can choose from. Many of the rules in part 1 rely on material in parts 2 and 3. That part covers the
kinds of die rolls you make to determine success or failure at the tasks your character attempts, and describes
the three broad categories of activity in the game: Part 3 is ali about magic. The players describe what they
want to do. Other times, different adventurers do different things: 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 doar 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. 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. Some DMs like to use music, art, ar 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 ar miniature figures to represent each creature involved in a scene to help the players keep track of
where everyone is. Vou can find dice like these in game stores and in many bookstores. In these rules, the
different dice are referred to by the letter d followed by the number of sides: For instance, a d6 is a six-sided
die the typical cube that many games use. Percentile dice, ar d, work a little differently. Vou generate a
number between 1 and by rolling two different ten-sided dice numbered from Oto 9. One die designated
before you roll gives the tens digit, and the other gives the ones digit. If you roll a 7 and a 1, for example, the
number rolled is Two Os represent Some ten-sided dice are numbered in tens 00, 10, 20, and so on , making
it easier to distinguish the tens digit from the ones digit. In this case, a roll of 70 and I is 71, and 00 and O is
Chapter 5 : Review: Dungeons & Dragons 5th Edition Playerâ€™s Handbook â€“ neuronphaser
Dungeons & Dragons players handbook will give you the guidance and instructions to play the D&D roleplaying
blog.quintoapp.com this book, you have a chance to know about the D&D RPG's instructions, characters, rules and
other information you can get from this book.

Chapter 6 : blog.quintoapp.com: dungeons and dragons handbook 5th edition
Yes, the Player's Handbook contains the majority of the actual game rules, which a DM is required to know to run the
game. The DM needs to read all three core books â€” Player's Handbook, Dungeon Master's Guide, and Monster
Manual â€” to be able to run the game using those books.
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Chapter 7 : [PDF] Dungeon Master's Guide 5e PDF - Ebooks Cybernog
DUNGEONS & DRAGONS, D&D, Wizards of the Coast, Forgotten Realms, the dragon ampersand, Player's Handbook,
Monster Manual, Dungeon Master's Guide, all other Wizards of the Coast product names, and their respective logos are
trademarks.

Chapter 8 : D&D Beyond - An official digital toolset for Dungeons & Dragons (D&D) Fifth Edition (5e)
Brand new to Dungeons & Dragons? Check out our Getting Started Guide! Learn more about our sub at the /r/DnD wiki.
Filters. It is recommended that you go into your preferences and increase your displayed links to

Chapter 9 : Player's Handbook | Dungeons & Dragons
The Player's Handbook is the essential reference for every Dungeons & Dragons roleplayer. It contains rules for
character creation and advancement, backgrounds and skills, exploration and combat, equipment, spells, and much
more.
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