Character 

Creation Basics

Follow these steps to create a beginning, 1st-level character. You will need a photocopy of the character sheet, a pencil, some scratch paper, and four six-sided dice.

0. Check with Your Dungeon Master

Your Dungeon Master (DM) may have house rules or campaign standards that vary from the standard rules. You might also want to know what character types the other players are playing so that you can create a character that fits in well with the group.

1. Ability Scores

Roll your character’s six ability scores. Determine each one by rolling four six-sided dice, ignoring the lowest die, and totaling the other three. Record your six results on scratch paper.


If you roll really poorly, you can roll again. Your scores are considered too low if your total modifiers (before changes according to race) are 0 or less, or if your highest score is 13 or lower.

2. Choose Class and Race
You want to choose your character’s class and race at the same time because some races are better suited to some classes. The description of each class in Chapter 3: Classes includes an entry labeled “Races.” You can look there to see what class and race combinations are most common. Write the character’s class and race on the character sheet.


Take some time to think about what sort of person your character is going to be. You don’t have to develop his or her whole personality at this point, but now’s a good time to start thinking about it.


The classes are barbarian, bard, cleric, druid, fighter, monk, paladin, ranger, rogue, sorcerer, and wizard. The races are human, dwarf, elf, gnome, half-elf, half-orc, and halfling.
3. Assign and adjust Ability Scores 

Now that you know your character’s class and race, assign the scores you rolled in Step 1 to your character’s six abilities: Strength, Dexterity, Constitution, Intelligence, Wisdom, and Charisma. Adjust these ability scores up and down according to his or her race, as indicated on Table 2–1: Racial Ability Adjustments.


Put high scores in abilities that work for your character’s class. Each class description includes an entry called “Abilities” that points out important abilities for that class. You’ll also want to assign abilities according to your concept of what sort of person the character is, and his or her strengths and weaknesses.


For each ability, record the character’s modifier. See Table 1–1: Ability Modifiers and Bonus Spells. This number essentially tells you how far above (or below) average your character is in regard to that ability.

4. Review the Starting package

Look at the class’s starting package at the end of each class description in Chapter 3: Classes. It offers a fast way to complete the next several steps of character design. If you like the feat, skills, and equipment listed there for a character of the class you’ve chosen, then you can record this information on your character sheet. You can also use it as a guideline for making your own decisions from scratch.

5. Record Racial and Class Features

Your character’s race and class grant him or her certain features. Most features are automatic, but some of them involve making choices. Some decisions require thinking ahead about one of the upcoming character steps. For instance, to know whether you want to give a fighter Exotic Weapon Proficiency as a bonus feat, you need to know something about exotic weapons (described in Chapter 7: Equipment). Look ahead when you need to, and don’t be afraid to backtrack and do something over.

6. Select a Feat

Each 1st-level character starts with a feat. See Table 5–1: Feats for a list of available feats. Some feats refer to equipment or skills, so you may need to look ahead at other chapters to decide whether you want one of those feats for your character.

7. Select Skills

Depending on your character’s class and Intelligence modifier, you get a certain number of skill points to spend on skills as a 1st-level character. Skills are measured in ranks. Each rank adds +1 to checks (rolls) you make to successfully use that skill. At 1st level, your character can buy up to 4 ranks in a class skill (a skill from your class’s list of class skills) or up to 2 ranks in a cross-class skill (a skill from some other class’s list of class skills).


Your class skills are listed in the description of your class in Chapter 3: Classes, and all skills are listed on Table 5–2: Skills and described in Chapter 5: Skills.


Buying skills goes faster if you spend 4 skill points (your maximum) on every skill you buy, following the example of the skills in each class’s starting package.


Each skill has a key ability associated with it. When you list the skills on your character sheet, fill in the space on the ability modifier column with the appropriate ability modifier (which you recorded back in Step 3).

8. Review Description

Look over Chapter 6: Description. It helps you detail your character. You can decide these details now or wait until later, but they’re at least worth reviewing at this stage.

9. Select Equipment

If you don’t use the equipment in the starting package for your character’s class, you randomly determine the value of his or her starting equipment (see Table 7–1: Random Starting Gold) and then select it piece by piece. You still might want to use the equipment listed for the starting package as a guide.

10. Record Combat and Skill Numbers

Based on your race, class, ability modifiers, feat, and equipment, figure out your saving throws, Armor Class, hit points, initiative modifier, melee attack bonus, ranged attack bonus, weapon statistics, and total skill bonuses. Fill in the character sheet with base attack and saving throw bonuses from your character’s class table. Create a total bonus (or maybe a penalty) for each saving throw, for melee and ranged attacks, for attack and damage for each weapon, for each skill, and for initiative.


Determine the character’s Armor Class (AC). This represents how difficult the character is to hurt in combat, based on his or her armor, shield, and Dexterity modifier.


Each character has hit points (hp), representing how difficult he or she is to kill. At 1st level, wizards and sorcerers get 4 hp. Rogues and bards get 6 hp. Clerics, druids, and monks get 8 hp. Fighters, paladins, and rangers get 10 hp. Barbarians get 12 hp. To this number, add your character’s Constitution modifier.

11. Details Galore

Now invent or choose a name for your character, determine his or her sex, choose an alignment, decide how old he or she is and what he or she looks like, and so on. As Chapter 6: Description shows, there’s no end to how thoroughly you can detail your character’s looks, personality, and personal history.


There’s no need to develop the character completely. With your DM’s permission, you can always add, or even change, details as you play and as you get a better feel for your character.

Just about every dice roll you make is going to be modified based on your character’s abilities. A tough character has a better chance of surviving a wyvern’s poison sting. A perceptive character is more likely to notice bugbears sneaking up from behind. A stupid character is less likely to find a secret door that leads to a hidden treasure chamber. Your ability scores tell you what your modifiers are for rolls such as these.


Your character has six abilities: Strength (abbreviated Str), Dexterity (Dex), Constitution (Con), Intelligence (Int), Wisdom (Wis), and Charisma (Cha). Each of your character’s above-average abilities gives you a benefit on certain die rolls, and each below-average ability gives you a disadvantage on other die rolls. You roll your scores randomly, assign them to the abilities you like, raise and lower them according to your character’s race, and then raise them as your character advances in experience.

Your Ability Scores

To create an ability score for your character, roll four six-sided dice (4d6). Disregard the lowest die, and total the three highest dice.


This roll gives you a number between 3 (horrible) and 18 (tremendous). The average ability score for the typical commoner is 10 or 11, but your character is not typical. The most common ability scores for player characters (PCs) are 12 and 13. (That’s right, the average player character is above average.)


Make this roll six times, recording the result each time on a piece of paper. Once you have all six scores, assign each score to one of your six abilities. At this step, you need to know what kind of person your character is going to be, including his race and class, in order to know where best to place your character’s ability scores. Remember that choosing a race other than human or 
half-elf causes some of these ability scores to change (see Table 2–1: Racial Ability Adjustments, page 12).

Ability Modifiers

Each ability, after changes made because of race, will have a modifier ranging from –5 to +5. Table 1–1: Ability Modifiers and Bonus Spells (see the next page) shows the modifier for each ability, based on its score. It also shows bonus spells, which you’ll need to know about if your character is a spellcaster.


The modifier is the number you add to or subtract from the die roll when your character tries to do something related to that ability. For instance, you add or subtract your Strength modifier to your roll when you try to hit someone with a sword. You also use the modifier with some numbers that aren’t die rolls, such as when you apply your Dexterity modifier to your Armor Class (AC). A positive modifier is called a bonus, and a negative modifier is called a penalty.

Abilities and Spellcasters

The ability that spells relate to depends on what type of spellcaster you are: Intelligence for wizards; Wisdom for clerics, druids, paladins, and rangers; or Charisma for sorcerers and bards. In addition to having a high ability score, a spellcaster must be of sufficient level in order to gain a bonus spell of a given level. (See the class descriptions in Chapter 3 for details.) For instance, the wizard Mialee has a 15 Intelligence, so she’s smart enough to get one bonus 1st-level spell and one bonus 2nd-level spell. (She will not actually get the 2nd-level bonus spell until she is 3rd level, the minimum level a wizard must be to cast 2nd-level spells.)


If your character’s ability score is 9 or lower, you can’t cast spells tied to that ability. For example, if Mialee’s Intelligence dropped to 9 because of a poison that reduces intellect, she would not be able to cast even her simplest spells until cured.

Rerolling

If your scores are too low, you may scrap them and roll all six scores over. Your scores are considered too low if your total modifiers (before changes according to race) are 0 or less, or if your highest score is 13 or lower.

Table 1–1: Ability Modifiers and Bonus Spells


——————————————————— Bonus Spells (by Spell Level) ——–——————–—————————————

Score
Modifier
0
1
2
3
4
5
6
7
8
9

  1
–5
————————–—————— Can’t cast spells tied to this ability —————————————————

  2–3
–4
————————–—————— Can’t cast spells tied to this ability —————————————————

  4–5
–3
————————–—————— Can’t cast spells tied to this ability —————————————————

  6–7
–2
————————–—————— Can’t cast spells tied to this ability —————————————————

  8–9
–1
————————–—————— Can’t cast spells tied to this ability —————————————————

10–11
  0
—
—
—
—
—
—
—
—
—
—

12–13
+1
—
1
—
—
—
—
—
—
—
—

14–15
+2
—
1
1
—
—
—
—
—
—
—

16–17
+3
—
1
1
1
—
—
—
—
—
—

18–19
+4
—
1
1
1
1
—
—
—
—
—

20–21
+5
—
2
1
1
1
1
—
—
—
—

22–23
+6
—
2
2
1
1
1
1
—
—
—

24–25
+7
—
2
2
2
1
1
1
1
—
—

26–27
+8
—
2
2
2
2
1
1
1
1
—

28–29
+9
—
3
2
2
2
2
1
1
1
1

30–31
+10
—
3
3
2
2
2
2
1
1
1

32–33
+11
—
3
3
3
2
2
2
2
1
1

34–35
+12
—
3
3
3
3
2
2
2
2
1

36–37
+13
—
4
3
3
3
3
2
2
2
2

38–39
+14
—
4
4
3
3
3
3
2
2
2

40–41
+15
—
4
4
4
3
3
3
3
2
2

42–43
+16
—
4
4
4
4
3
3
3
3
2

44–45
+17
—
5
4
4
4
4
3
3
3
3

etc. . . .

The Abilities

Each ability partially describes your character and affects some of your character’s actions.


The description of each ability includes a list of races and creatures along with their average scores in that ability. (Not every creature has a score in every ability, as you’ll see when you look at the lists that follow.) These scores are for an average, young adult member of that race or species, such as a dwarven tax collector, a halfling merchant, or an unexceptional gnoll. An adventurer—say, a dwarven fighter or a gnoll ranger—probably has better scores, at least in the abilities that matter most to them, and player characters are above average overall.

Strength (Str)

Strength measures your character’s muscle and physical power. This ability is especially important for fighters, barbarians, paladins, rangers, and monks because it helps them prevail in combat.


You apply your character’s Strength modifier to:

•
Melee attack rolls.

•
Damage rolls when using a melee weapon or a thrown weapon. (Exceptions: Off-hand attacks receive only half the Strength modifier, while two-handed attacks receive one and a half times the Strength modifier. A Strength penalty, but not a bonus, applies to attacks made with a bow or a sling.)

•
Climb, Jump, and Swim checks. These are the skills that have Strength as their key ability.

•
Strength checks (for breaking down doors and the like).

Table 1–2: Average Strength Scores


Average
Average

Race or Creature
Strength
Modifier

Ghost
—
—

Toad
1
–5

Rat
2
–4

Weasel
3
–4

Small monstrous centipede
4–5
–3

Kobold
6–7
–2

Halfling or goblin
8–9
–1

Human
10–11
  0

Half-orc
12–13
+1

Gnoll
14–15
+2

Small earth elemental
16–17
+3

Centaur
18–19
+4

Fire giant
30–31
+10

Nightshade nightcrawler
44–45
+17

Great gold wyrm 
46–47
+18

Dexterity (Dex)

Dexterity measures hand-eye coordination, agility, reflexes, and balance. This ability is the most important ability for rogues, but it’s also high on the list for characters who typically wear light or medium armor (barbarians and rangers) or none at all (monks, wizards, and sorcerers), and for anyone who wants to be a skilled archer.


You apply your character’s Dexterity modifier to:

•
Ranged attack rolls, including attacks made with bows, crossbows, throwing axes, and other ranged weapons.

•
Armor Class (AC), provided the character can react to the attack.

•
Reflex saving throws, for avoiding fireballs and other attacks that you can escape by moving quickly.

•
Balance, Escape Artist, Hide, Move Silently, Open Lock, Pick Pocket, Ride, Tumble, and Use Rope checks. These are the skills that have Dexterity as their key ability.

Table 1–3: Average Dexterity Scores

Race or Creature
Dexterity
Modifier

Green slime
—
—

Gelatinous cube
1
–5

Colossal animated object
4–5
–3

Purple worm
6–7
–2

Ogre
8–9
–1

Human
10–11
  0

Elf or halfling
12–13
+1

Displacer beast
14–15
+2

Blink dog
16–17
+3

Astral deva
18–19
+4

Elder air elemental
32–33
+11

Constitution (Con)

Constitution represents your character’s health and stamina. Constitution increases a character’s hit points, so it’s important for everyone.


You apply your Constitution modifier to:

•
Each Hit Die (though a penalty can never drop a Hit Die roll below 1—that is, a character always gains at least 1 hp each time he or she goes up a level).

•
Fortitude saving throws, for resisting poison and similar threats.

•
Concentration checks. This is a skill, important to spellcasters, that has Constitution as its key ability.

If a character’s Constitution changes enough to alter his or her Constitution modifier, his or her hit points also increase or decrease accordingly.

Table 1–4: Average Constitution Scores


Average
Average

Race or Creature
Constitution
Modifier

Ghost
—
—

Grey elf
6–7
–2

Wild elf
8–9
–1

Human
10–11
  0

Dwarf or gnome
12–13
+1

Carrion crawler
14–15
+2

Griffon
16–17
+3

Horse
18–19
+4

The tarrasque
35
+12

Intelligence (Int)

Intelligence determines how well your character learns and reasons. Intelligence is important for wizards because it affects how many spells they can cast, how hard their spells are to resist, and how powerful their spells can be. It’s also important for any character who wants to have a strong assortment of skills.


You apply your character’s Intelligence modifier to:

•
The number of languages your character knows at the start of the game.

•
The number of skill points gained each level. (But your character always gets at least 1 skill point per level.)

•
Alchemy, Appraise, Craft, Decipher Script, Disable Device, Forgery, Knowledge, Read Lips, Scry, Search, and Spellcraft checks. These are the skills that have Intelligence as their key ability.

Wizards gain bonus spells based on their Intelligence scores. The minimum Intelligence needed to cast a wizard spell is 10 + the spell’s level.


Animals have Intelligence scores of 1 or 2. Creatures of humanlike intelligence have scores of at least 3.

Table 1–5: Average Intelligence Scores


Average
Average

Race or Creature
Intelligence
Modifier

Zombie
—
—

Carrion crawler
1
–5

Tiger
2
–4

Hydra
3
–4

Otyugh
4–5
–3

Troll
6–7
–2

Half-orc
8–9
–1

Human
10–11
  0

Dragon turtle
12–13
+1

Invisible stalker
14–15
+2

Beholder
16–17
+3

Mind flayer
18–19
+4

Kraken
20–21
+5

Great gold wyrm
32–33
+11

Wisdom (Wis)

Wisdom describes a character’s willpower, common sense, perception, and intuition. While Intelligence represents one’s ability to analyze information, Wisdom is more related to being in tune with and aware of one’s surroundings. An “absentminded professor” has low Wisdom and high Intelligence. A simpleton (low Intelligence) might still have great insight (high Wisdom). Wisdom is the most important ability for clerics and druids, and is also important for paladins and rangers. If you want your character to have keen senses, put a high score in Wisdom.


You apply your character’s Wisdom modifier to:

•
Will saving throws (for negating charm person and other spells).

•
Heal, Innuendo, Intuit Direction, Listen, Profession, Sense Motive, Spot, and Wilderness Lore checks. These are the skills that have Wisdom as their key ability.

Clerics, druids, paladins, and rangers get bonus spells based on their Wisdom scores. The minimum Wisdom needed to cast a cleric, druid, paladin, or ranger spell is 10 + the spell’s level.


Every creature has a Wisdom score.

Table 1–6: Average Wisdom Scores


Average
Average

Race or Creature
Wisdom
Modifier

Gelatinous cube
1
–5

Shrieker
2
–4

Orc
8–9
–1

Human
10–11
  0

Owlbear
12–13
+1

Wraith
14–15
+2

Devourer
16–17
+3

Couatl
18–19
+4

Unicorn
20–21
+5

Great gold wyrm
32–33
+11

Charisma (Cha)

Charisma measures a character’s force of personality, persuasiveness, personal magnetism, ability to lead, and physical attractiveness. It represents actual personal strength, not merely how one is perceived by others in a social setting. Charisma is most important for paladins, sorcerers, and bards. It is also important for clerics, since it affects their ability to turn undead.


You apply your Charisma modifier to:

•
Animal Empathy, Bluff, Diplomacy, Disguise, Gather Information, Handle Animal, Intimidate, Perform, and Use Magic Device checks. These are the skills that have Charisma as their key ability.

•
Checks that represent an attempt to influence others.

•
Turning checks for clerics and paladins attempting to turn zombies, vampires, and other undead.

Sorcerers and bards get bonus spells based on their Charisma scores. The minimum Charisma needed to cast a sorcerer or bard spell is 10 + the spell’s level.


Every creature has a Charisma score.

Table 1–7: Average Charisma Scores


Average
Average

Race or Creature
Charisma
Modifier

Zombie
1
–5

Spider
2
–4

Dretch tanar’ri
4–5
–3

Triceratops
6–7
–2

Dwarf or half-orc
8–9
–1

Human or wolverine
10–11
  0

Dragonne
12–13
+1

Storm giant
14–15
+2

Ogre mage
16–17
+3

Large barghest
18–19
+4

Great gold wyrm
32–33
+11

Example of Generating And assigning ability Scores

Monte wants to create a new character. He rolls four six-sided dice (4d6) and gets 5, 4, 4, and 1. Ignoring the lowest die, he records the result on scratch paper: 13. He does this five more times and gets these six scores: 13, 10, 15, 12, 8, and 14. Monte decides to play a strong, tough dwarven fighter. Now he assigns his rolls to abilities.


Strength gets the highest score, 15. His character has a +2 Strength bonus that will serve him well in combat.


Constitution gets the next highest score, 14. The dwarf’s +2 Constitution racial ability adjustment (see Table 2–1: Racial Ability Adjustments, page 12) improves his Constitution score to 16, for a +3 bonus, which gives him more hit points and better Fortitude saving throws.


Monte puts his lowest score, 8, into Charisma. The dwarf’s –2 Charisma racial ability adjustment (see Table 2–1: Racial Ability Adjustments) reduces his Charisma score to 6, for a –2 penalty.


Monte has two bonus-range scores left (13 and 12), plus an average score (10). Dexterity gets the 13 (+1 bonus). That helps with attacking with ranged weapons and with Reflex saving throws. (Monte’s also thinking ahead. A Dexterity score of 13 qualifies his character for the Dodge feat—see Table 5–1: Feats, page 79).


Wisdom gets the 12 (+1 bonus). That helps with perception skills, such as Spot and Listen (see Table 4–2: Skills, page 59), as well as with Will saving throws.


Intelligence gets the 10 (no bonus or penalty). An average Intelligence isn’t bad for a fighter.


Monte records his character’s race, class, ability scores, and ability modifiers on his character sheet.

Changing Ability Scores

Over time, the ability scores your character starts with can change. Ability scores can increase with no limit.

•
Add 1 point to any score at 4th level and every four levels your character attains thereafter (at 8th, 12th, 16th, and 20th level).

•
Many spells and magical effects temporarily increase or decrease ability scores. The ray of enfeeblement spell reduces a creature’s Strength, and the strength spell increases it. Sometimes a spell simply hampers a character, effectively reducing his or her ability score. A character trapped by an entangle spell, for example, acts as if his Dexterity were 4 points lower than it really is.

•
Several magic items improve the user’s ability scores as long as the character is using them. Gloves of dexterity, for example, improve the wearer’s Dexterity score. (Magic items are described in the Dungeon Master’s Guide.) Note that a magic item of this type can’t change an ability score by more than +6.

•
Some rare magic items can boost an ability score permanently, as can a wish spell. Such a bonus is called an inherent bonus. An ability score can’t have an inherent bonus of more than +5.

•
Poisons, diseases, and other effects can temporarily harm an ability (temporary ability damage). Ability points lost to damage return on their own, typically at a rate of 1 point per day.

•
Wraiths and certain other undead creatures drain abilities, resulting in a permanent loss (permanent ability drain). Points lost this way don’t return on their own, but they can be brought back with spells, such as restoration.

•
As a character ages, some ability scores go up and others go down. See Table 6–5: Aging Effects, page 93.

When an ability score changes, all attributes associated with that score change accordingly. For example, when Mialee becomes a 4th-level wizard, she decides to increase her Intelligence to 16. That gives her a 3rd-level bonus spell (which she’ll pick up at 5th level, when she is able to cast 3rd-level spells), and it increases the number of skill points she gets per level from 4 to 5 (2 per level for her class, plus another 3 per level from her Intelligence bonus). As a new 4th-level character, she can get the skill points after raising her Intelligence, so she’ll get 5 points for achieving 4th level in the wizard class. She does not retroactively get additional points for her previous levels (that is, skill points she would have gained if she had had an Intelligence score of 16 starting at 1st level).

