-

= Dw Ns& 'RAGONS ‘

N, o






DUNGEONS & DRAGONS

FIFTH EDITION

BY

ERICK LEEEDWARDS

BASEDON THE WORKSOF
E.GARY GYGAX, DAVE ARNESON MONTE COOK, JONATHAN TWEET, KIP WILLIAMS,

AND MANY OTHERS

SECOND PRINTING 7 MAY 2010






TABLE OF CONTENTS

Table of Contents

Tables iii
Introduction 1
Character Generation 3
Generating Ability Scores 3
Selecting a Race 3
Selecting an Alignment 3
Determining Vital Statistics 3
Selecting Traits 3
Character Creation Worksheet 5
Character Advancement 7
Basic Traits 8
Spellcasting Traits 10
Advancing Traits 11
Optional Basic Traits 11
Optional Partial -Level Spellcasting Traits 11
Optional Component Spellcasting Traits 12
Optional Bonus Feats 14
Optional Weapon Skills 14
Optional Level Determination 15
Pre-Characters 15
High -Level Character s 16
Character Creation and Advancement Example 17
Special Abilities 19
Ist-Level Special Abilities 19
2nd-Level Special Abilities 24
3rd-Level Special Abilities 26
4th -Level Special Abilities 27
5th-Level Special Abilities 28
6th -Level Special Abilities 29
7th-Level Special Abilities 32
8th -Level Special Abilities 33
9th -Level Special Abilities 36
10th-Level Special Abilities 38
11th-Level Special Abilities 41
12th-Level Special Abilities 43
13th-Level Special Abilities 45
14th-Level Special Abilities 47
15th-Level Special Abilities 50
16th-Level Special Abilities 53
17th-Level Special Abilities 55
18th-Level Special Abilities 57
19th-Level Special Abilities 58
20th -Level Special Abilities 59
Adding New Special Abilities 61
Changes to Core Rules 62
The Basics, Races, and Decription 62
Classes 62
Skills 62




Feats 62
Magic ltems 62
Equipment & Special Materials 64
Combat 64
Condition Summary 64
Special Abilities 64
Magic Overview 64
Spell Lists & Domains 64
Spells 65
Monsters 67
Types & Subtypes 67
Improving Monsters 67
Monster Feats 67
Monsters as Races 67
Carrying, Movement, & Exploration 67
Surroundings, Weather, & Environment 67
Traps 67
Treasure 67
Planes 67
Epic Rules 67
Psionic Rules 67
Experience Awards 67
Simplified XP Awards 67
O"1-O0RT EET co ! AOAT AAT AT & 70
Instance -Based Advancement 70
Basic Character Class Builds 75
Variant Rules 76
Races 76
Classes 76
Building Characters 76
Adventuring 76
Magic 76
Campaigns 77
Spell Points 78
Preparing Spells 78
Casting Spells 79
Metamagic and Spell Points 79
Multiclass Spellcasters 80
Miscellaneous Issues 80
Spell Point Variant: Vitalizing 80
Appendix I: A Radical Departure 88
New Skills 90
New Feats 93
Putting It All Together 95
Index of Special Abilities 99




TABLES

Table 1: Starting Character Traits

Table 2: Character Level Determination

Table 3: Basic Traits

Table 4: Prestige Class Level Determination

10

Table 5: Spellcasting Traits

11

Table 6: Optional Basic Traits

11

Table 7: Optional Spellcasting Traits

11

Table 8: Component Spellcasting Traits

13

Table 9: Pre-Character Level Determination

16

Table 10: Loremaster Secrets

34

Table 11: XP Awards

Table 12: Converting CR

Table 13: Career Experience Points

68
69
70

Table 14: Instance -Based Advancement Costs

72

Table 15: Instance-Based Advancement Criteria and Checks

73

Table 16: Experience Point Costs for Basic Character Class Builds
Table 17: Expanded Spellcaster Level Chart

75

82

Table 18: Expanded Bonus Spell Points (Spellcasters)

85

86

Table 19: Expanded Bonus Spell Points (Bard)
Table 20: Expanded B onus Power Points (Psion)

87

Table 21: Character Level Limits

89

Table 22: Basic Traits

Table 23: Spell Preparation (Arcane) Feat (Spells Per Day)

Table 24: Spell Preparation (Divine) Feat (Spells Per Day)

89
94
95







INTRODUCTION

The Dungeons and DragonsFifth

Edition is a set of variant rules
applied to the D&D 3.5 System
Reference Document for use in a

modified D&D campaign featuring a
purchase advancement system, the
spell point magic system,new ways
to award experience, and other

changes

The purchase advancement system
eliminates the concept of character
class almost entirely by allowing
players to purchase exactly what
bonuses, abilities, and traits they
desire for their characters. Under
the normal rule system, new
character capabilities are granted
wholesale at every rise in character
level. Under this ruleset, characters
are advanced incrementally and the
concept of character level exists
only to determine how many
experience points to award for
encounters. Furthermore, there is
no character level to limit the
abilites of the character. The

magical items is included here. A
1 EIl EOAA OODPI T OAT Al
system is detailed that can allow
magic users more flexibility in
spellcasting. Unlike other attempts
at spontaneous spellcasting systems
by a number of game designers, this
one is extremely easy to implement
and requires little  additional
bookkeeping or number crunching.
Three new systems for granting
experience points are detailed in
this ruleset. The first simplifies the

normal method of awarding
AgpAOEAT AA AU
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1,000 XP regardless of the

AEAOAAOAOEO AdmdAIl
D&D3.5E, it takes a character 1,000
XP times his current level to reach
the next level of experience.
Normally, experience awards must
increase if thirteen to fourteen
significant encounters are enough
for a character to reach the next
experience level. In this ruleset,
this progression is not followed.

It is my intention that this ruleset
1@ GifferénbehdughAcicanbiifile end
entirely new form of Dungeons and
Dragons, while retaining enough of
the character of D&D 3.5E to permit
the vast corpus of gaming resources
for this game to continue to be
useful to your gaming group.
Indeed, the normal class system of
D&D 3.5E is subsumed by this
system and many of the variats

adopted are those found in
O00bDPI AT AT OO &I O OEA
version of the game. All

i A E iBriotionA thaDardh delvitd tis
i £ AGDAOEAIT Alksebdat beOdbeeduflyldetl orO i

disregarded by the DM who, as
alwiayls Cekdrcides tothl icontfol over
the campaign. The system
presented here can be used in its
entirety as the default system for
character generation and
advancement. | have taken great
care to provide a balanced character
advancement system which s
firmly rooted in the game design
principles evident in D&D 3.5E.

AEAOAAOAOG O AAEI EOFhdO edpérionbeO i dwhrds foE O Although the math behind the

character level. This is a reversal

from the normal rules where
character level determines the
i AGET 61 b1 6AT AU

abilities. Thus, this version of D&D
does away with not only character
classes, but character levels as well.

Changes to the core rules are
implemented in this system and
certain variant rules included in the
System Reference Document are
used. There are many options that
can be employed under this ruleset.
The DM will have to determine
exactly which variants should be
included in the campaign. New
ways for characters to construct

encounters of the same difficulty
remain the same throughout the

purchase advancement system is
not described in this document, rest

AEAOAAOAOB O AAOAAOassuredthafmanyBRolirk Weke sperft U
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DM to determine how normal, non-
adventuring types gain experience
slowly over time. It can also be
used to grant experience to
characters who take months or
years off between adentures. The

third system, an GnstanceAAOAAJ £ UT 08 OA AAAI

system, allows characters to
advance only those abilities they
actually use during adventures, with
some allowancesheing madefor the

acquisition of entirely new abilities.

to prove that the numbers do
indeed work out. The single-page
section in this document entitled
product of extensive research and
calculations.

OEA AiTAAPO 1 £
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started on your first character. Just
about any kind of character can be
created now, using familiar
Dungeons and Dragons rules!






CHARACTER GENERATION

This section is meant to supplement
the character creation section of
your favorite D&D handbook.
Follow the normal rules for creating
a characer, and implement the
changes found in this chapter.

GENERATING ABILITY
SCORES

Due to the relative ease at which
ability scores can be raised during a
reason to worry about non
exceptional ability scores at start.
Any method chosen by the DM is
suitable, but those using some sort
OPT-EDOS
system are the best since it puts all
starting characters on equal footing

as far as ability score values are
concerned. Therefore, it suggested
that the DM use the standard point

buy system found in the DMG.

Each player receives 25 points to
spread out among all abilities.

SELECTING A RACE

Any race allowed during initial
character generation by the DM is
suitable.

SELECTING AN
ALIGNMENT

Any alignment allowed during
initial character generation by the
DM is suitable.

DETERMINING VITAL
STATISTICS

il T E A
are determined normally, as found
in the System Reference Document.

AAOAA IS
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SELECTING TRAITS

AEAOAAOAOGO

Since there are no classes in this
edition of D&D, a new method of
selecting class abilities and other
game statistics is employed. A ftrait
is defined as a game statistic that
can be purchased with experience
point expenditure. The base attack
bonus, all saves, skill ranks, feats,
special abilities, and spellcasting
ability are examples of traits. A
starting character has 2,000 XP
available to spend on traits before
he begins his adenturing career.

Consult  Table i Starting

Character Tra its to find the list of

traits that can be purchased and the
cost to purchase those traits. All

starting characters receive one hit
point (at no cost) by virtue of being

alive, oA < s
OEOAI

BASE ATTACK BONUS

A starting character can select a +0
base attack bonus at no cost or a +1

baseattack bonus at the cost of 300
XP.

BASE SAVE BONUSES

| fike.

Each of the three saves (Fortitude,
Reflexes, and Will) must be
purchase individually. A save of +0
costs nothing, +1 osts 100 XPand
+2 costs 200 XP Base save bonuses
do not include bonuses due b high
ability scores, magical items and the

BASE HIT POINTS

The maximum number of base hit
points a starting character can have
is 12. Base hit points do not include
hit points due to OE A
Constitution modifier (if any). Base
hit points cost 25 XP per hit point.
4EA  AEAOAARD
Constitution modifier (if any) is
applied after all base ht points are
purchased = Remember that all
starting characters receive one hit
point, without cost.

SKILL RANKS

Skill ranks are purchased at thecost
of 25 XP per rank. Each skill can
have a maximum of 4 skill ranks.
There are no class or crosglass
skills in this ruleset (since there are
no classes). The character also
receives skill ranks equal to four
times his positive Intelligence
modifier (if he has one) at no cost.
Humans receive an additional 4
skill ranks for free at start.

FEATS

OOAQEOO EA%? number of armor and weapon

proficiency feats can be bought
during character generation at the
cost of 100 XP per feat. Only one
base feat can be purchasd at 100
XP. Any other feats gained due to
character race orspecial abilities do

AEAOAAOAODG (






