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GAINING LEVELS

As your character goes on adventures and gains experience points (XP), he or she
advances in level. Gaining a level (also called leveling or leveling up) is one of the
biggest rewards your character receives in the game. Your character improves in
several ways every time he or she gains a level.

Each time you overcome a noncombat encounter, defeat monsters, or com-
plete a quest, your Dungeon Master awards you experience points. When you
earn enough experience points, you reach a new level. Each class description in
Chapter 4 includes tables that summarize the benefits you gain at each new level.

Step-by-Step Advancement

This section gives a step-by-step overview of how to level up your character.

Your class description details the benefits your character gains at each level. For
instance, if you're playing a hexblade, consult the hexblade section (starting on
page 201) to find out what benefits your warlock gains at each level.

At most levels, your character gains access to new capabilities: powers, class
features, and feats. The game assumes that your character learns these capabili-
ties in his or her spare time, studying tomes of lore or practicing a complex series
of maneuvers. In game terms, though, as soon as characters gain a level, they can
use their new capabilities.

L. Ability SCOres At 4th, 8th, 14th, 18th, 24th, and 28th levels, increase
two ability scores of your choice by 1. At 11th and 21st levels, every ability score
increases by 1.

Ifyou increase an ability score to an even number, the related ability modi-
fier goes up, and that change affects powers, skills, and defenses that rely on that
ability score. Make a note, but don’t change any numbers just yet.

2. Level Modifier 1f your character’s new level is an even number,
everything that is based on one-half his or her level becomes better: increase all
defenses, attack rolls, skill checks, and ability checks by 1.

In combination with any increased ability modifiers, you now have the infor-
mation you need to increase those numbers. Go through your character sheet
and note those increases.

3. Paragon and EplC Tier Ifyour character just reached 11th or
21stlevel, he or she has entered a new tier of play and gains special capabilities
associated with a paragon path or an epic destiny. Make a note of any new capa-
bilities you gain, whether it’s a power, class feature, or something else.








































































CHARACTER CLASSES

Characters in a DUNGEONS & DRAGONS game share many common traits, includ-
ing a thirst for excitement and a need to adventure. They are heroes, compelled
to explore the dark places of the world and take on the challenges that lesser men
and women cannot stand against.

Your character’s class is a profession or vocation. It determines the kind of
adventurer you can become and the types of things you can do in the game.
Combat prowess, magical aptitude, skills, and other capabilities are defined and
given boundaries by your class.

Most of the special abilities provided by

your class fall into one of two categories: Characters share many

features and powers. traits, including a thirst
Features are special talents your char- '

acter learns. They make you better at a fOI‘ excitement and a

task re'lated to your class: or ‘they‘glve you need for adventure.
a special benefit in certain situations. If

you play a paladin, for example, you gain Character class affects

class features that grant you benefits for a the type of adventurer
specific virtue you espouse. As a ranger, yp

on the other hand, you gain class features ~ you can become.
that hone your combat skill.
Powers are active abilities that
represent special actions that a character can take, often during combat. A war-
lock’s spells are all powers, as are a druid’s wilderness knacks and a ranger’s

devastating attacks.

THE CLASSES

This book provides all the information you need to create and play four distinct
Dunceons & DRaGONS character classes: druid, paladin, ranger, and warlock.
Each of these four classes represents a unique approach to adventuring. A brief
description of each class follows, after which are the full write-ups for each class.
Each write-up includes an explanation of the class’s background and abilities,
along with a step-by-step guide to creating a character of that class.

A class provides a general set of abilities and traits that all characters of that
class share. Individual members of a class can vary wildly, however, and the
type of character you can create within a given class leaves you plenty of room
for customization. Though your choices won’t be unlimited with the material
in this book, when you add other products and information from DunGEons &
Dracons Insider, your options increase.



























HEROIC SENTINEL

In the heroic tier, you master the basics of primal magic. Your skill in battle also
increases as you and your animal companion learn to fight together as one.

SENTINEL HEROIC TIER
0 1 1 Acolyte of the Natural Cycle
Animal Companion
Primal Guardian
Combined attack
Healing word
At-will power
Daily power
Wilderness knacks
1,000 2 +1 Utility power
2,250 3 - Improved Combined Attack
3,750 4 +1 Ability score increase
5,500 5 - Daily power
7,500 6 +1 Utility power
10,000 7 Improved Combined Attack
Hear the Voice of Nature
13,000 8 +1 Ability score increase
Restore life
16,500 9 Daily power
20,500 10 -1 Utility power

Level 1: Acolyte of the Natural Cycle

As a sentinel, you are charged with maintaining the balance inherent in the
seasonal cycles of growth, death, and rebirth. At 1st level, each sentinel chooses
a season that demonstrates his or her affinity for that aspect of nature’s power.
Your choice of season determines some of your class features, including the
animal companion you gain (see page 89).

When you choose to become a druid of one of the four seasons, you gain the
benefit associated with that season. Two of the seasons—the most common paths
followed by sentinels—are offered here.

Druid of Sprmg You draw your strength from the spring, a time when
life emerges once more from the bleakness of winter and reaches for the sun.
You believe that all things can be renewed, and you show your allies how to
shrug off pain and injury, just as the spring sun melts away the last remnants of
winter’s snow.














































































Level 23: Timeless Body

You have become so attuned with the natural world that you become a force as
everlasting as it is. Like earth, water, and sky, you endure the endless transition
the seasons.

Benefit: You no longer age, and you gain immunity to all diseases of your lewt
or lower.

Level 24: Ability Score Increase

The threats of the epic challenges you face are countered by the improvement of
your body and mind.
Benefit: You increase two ability scores of your choice by 1.

Level 24: Epic Destiny Feature

Your place in the cosmic order becomes cemented as you gain still more power.
At this point, fate seems to bend and weave to ensure your survival.
Benefit: You gain a feature associated with your epic destiny (see page 237).

Level 25: Daily Power

As you establish the supremacy of your knowledge and focus, the most powerful
primal spirits know your name. With their strength behind you, you become an
even more formidable presence on the battlefield.

Benefit: You gain one of the following powers of your choice. This new power
replaces the daily attack power you gained at 9th level.

Brittle Frost Blade justas exposure to the chill of winter leaves one
weak and vulnerable, this power exposes your enemies to the same frailty. You
use this power to bind the barren exposure of deep winter into your weapon,
and then as you lash out at a foe, you release the spirits of winter, which encircle
you for a short while. Those of your enemies that come too near find themselves
exposed to the bitter cold of winter.

Your weapon freezes over with the chill of a north wind, inflicting the bite of winter on your foes.

Daily 4 Aura, Cold, Primal, Weapon

Standard Action Melee weapon

Target: One or two creatures

Attack: Wisdom vs. AC

Hit: 4{[W] + Wisdom modifier cold damage.

Miss: Half damage.

Effect: You activate an aura 1 that lasts until the end of the encounter. While in the aura,
enemies grant combat advantage, and damage rolls against them gain a +5 power bonus.




























Defenses and Hit Points

Calculate your defenses using your ability modifiers and the bonus for your
character’s armor (see “Defenses,” page 40). In addition, you gain a +1 bonus to
Fortitude, Reflex, and Will.

You start with hit points equal to 15 + your Constitution score. You gain 6 hit
points each time you gain a level. You have a number of healing surges per day
equal to 10 + your Constitution modifier.

Alignment and Final Details

At this point, you should have all the mechanical details of your character deter-
mined. There are a few more decisions to make.

Pick an alignment as determined by your chosen virtue (sacrifice, page 140,
or valor, page 143).

Finally, check with your DM to see where you are from in the campaign
setting, the people you already know, and what your current situation is. It
also helps to spend a few minutes working out how or if you know the other
players’ characters.

HEROIC CAVALIER

In the heroic tier, you learn to combine fighting skill and divine magic into a
potent combination.

CAVALIER HEROIC TIER

0 1 1 Defender aura
Holy smite
Righteous radiance
Righteous shield
Spirit of Virtue
Valiant strike
Virtue at-will power

1,000 2 +1 Restore vitality

2,250 3 Extra Holy Smite
3,750 4 +1 Ability score increase
Pace of the Virtuous Charger
5,500 5 Daily power
7,500 6 +1 Utility power
10,000 7 Improved Righteous Shield
13,000 8 +1 Ability score increase
Spirit of the virtuous charger
16,500 9 - Daily power

20,500 10 +1 Utility power

























































































































































Level 24: Epic Destiny Feature
Your place in the cosmic order becomes cemented as you gain still more power.

At this point, fate seems to bend and weave to ensure your survival.
Benefit: You gain a feature determined by your epic destiny (see page 237).

Level 25: Epic Weapon Mastery

As you progress through the epic tier, you attain an unmatched level of skill with
your weapons.

Benefit: The bonus granted by your Weapon Mastery class feature increases
to +3.

Level 26: Epic Destiny Power
Your foes’ worst attacks cannot sway you from the great goal that lies before you.
When all seems lost, you have the strength and determination to deny death and
fight on.

Benefit: You gain a power associated with your epic destiny (see page 237).

Level 27: Resolute Hunter

The primal spirits thread permanently through you now, granting you the power
of their limitless gaze.
Benefit: You are immune to the blinded condition.

Level 28: Ability Score Increase

Training, practice, and experience have molded your abilities. Even as you
near your final destiny, you continue to hone your talents for the tests you will
soon face.

Benefit: You increase two ability scores of your choice by 1.

Level 29: Epic Accuracy

You are an epic hunter, and as great an archer as any mortal who ever lived.
Benefit: Both the normal and the long range of any ranged weapon increases

by 10 when you make an attack with it.

Level 30: Epic Destiny Power

You have achieved the absolute pinnacle of your abilities. On the verge of facing
your final destiny, you gain one last edge that could spell the difference between
ultimate victory or utter defeat.

Benefit: You gain a power determined by your epic destiny (see page 237).



















































Verdant Flames The primal spirits burn with the force of life, an energy
you can channel and shape to hinder your foes. This powerful evocation can be
the effective endgame of a drawn-out combat against foes that refuse to fall, or
the first salvo in a deadly ambush that gives your enemies no chance to ever gain
the upper hand.

Eldritch green flames wrap around your enemies, hampering their ability to defend themselves or

hide from you.

Daily 4 Fire, Primal, Zone

Minor Action Area burst 1 within 10 squares

Effect: The burst creates a zone that lasts until the end of the encounter. Enemies grant
combat advantage and take a -5 penalty to Stealth checks while in the zone. Any enemy
that ends its turn in the zone takes fire damage equal to your Wisdom modifier.
Move Action: You move the zone up to 5 squares.

PARAGON Scourt

In battle, you are now a whirlwind. Your two weapons combine to cleave through
your foes. Your enemies struggle to corner you as you dart from one foe to
the next.

Paragon Path: Intrepid Scout

At 11th level, your scout takes on the intrepid scout paragon path (see page 81 for
details on paragon paths). Your mastery of two weapon fighting combines with
your focus and speed to grant you unmatched mobility.

Prerequisite: Only a scout can take this paragon path.

SCOUT PARAGON TIER

26,000 11 +1 Ability score increase
Scout’s Action [intrepid scout]
Scout’s Mobility [intrepid scout]
Improved Power Strike [intrepid scout]
32,000 12 +1 Scout’s stride [intrepid scout]

39,000 13 - Enhanced Power Strike
47,000 14 +1 Ability score increase
57,000 15 Paragon Dual Weapon Attack
69,000 16 +1 Speed of the Wild [intrepid scout]
Utility power
83,000 17 - Aspect of the wild
99,000 18 +1 Ability score increase
119,000 19 Cautious Shift

143,000 20 +1 Isolated Assault [intrepid scout]




























































































































































































































































































































































Steadfast WillpOWCl‘ You know that mental prowess is just as impor-
tant for an adventurer as stamina and strength. The feats in this category
represent focus, discipline, and an indomitable mind. They show that even a
scholar can be as resolute and unflinching as a heavily armored warrior.

Improved Defenses
Iron Will

Resilient Focus
Superior Will

Two-Weapon Training Many adventurers, particularly those who
have little use for shields, find that two weapons are better then one. Feats in this
category make use of your off-hand for defense and extra offense.

Two-Weapon Defense
Two-Weapon Fighting

Underdark Lore You have spent at least part of your life in the gloom of
the Underdark. You might be a drow who escaped to the surface, a dwarf from a
stronghold far beneath the mountains, or even a slave escaped from your derro or
aboleth masters. In any case, you have learned to fight and survive in darkness.

Blindfighting Sentinel
Blindfighting Warrior
Low-Light Adaptation

Vigilant Reflexes You have an intuitive sense of the ebb and flow of the
battlefield, letting you predict when to duck out of the way. The feats in this cat-
egory give you superior reactions and improved awareness, often bolstering your
AC or Reflex.

Defensive Mobility
Improved Defenses
Lightning Reflexes
Resilient Focus
Superior Reflexes




























































CHOOSING ARMOR

There are a few different aspects to determining your armor choice. Decide
what you want your character to be able to do within your class role, and think
about your ability scores and how they affect your Armor Class. Take a look at
an armor’s encumbrance (light or heavy), and think about its check penalty and
speed. You might be able to have the same AC with more mobility, which could
be a better choice for your character and your adventuring party. Your decision
to use a shield rather than a two-handed weapon, or vice versa, might also influ-
ence whether you choose a certain suit of armor, so include that factor in your
decision making.

Shield Types

Ashield grants a shield bonus that you add to your AC and Reflex while you're
using the shield. However, if you don't have proficiency with a shield, you don’t
gain its shield bonus.
To use a shield, you must strap it to your forearm. Doing so is a standard
action, unless otherwise noted. Removing the shield is also a standard action.
While using a shield, you gain a shield bonus to AC and Reflex, determined
by the type of shield.

nght Shield while you're using a light shield, you can use your shield
hand to hold another item, to climb, and the like, but you can’'t make attacks with
that hand or with anything in it.

Heavy Shield while you're using a heavy shield, you can't use your shield
hand for any other task, since you must use that hand to handle the shield.

ARMOR AND SHIELDS

Cloth armor (light) +0 - - 1 4 |b.

Leather armor (light) +2 - - 25 15 Ib.
Hide armor (light) +3 -1 - 30 25 Ib.
Chainmail (heavy) +6 -1 -1 40 40 Ib.
Scale armor (heavy) +7 - -1 45 45 |b.
Plate armor (heavy) +8 -2 -1 50 50 Ib.
Light shield +1 - - 5 6 Ib.

Heavy shield +2 -2 - 10 15 Ib.





















MILITARY MELEE WEAPONS

One-Handed

Battleaxe +2 1d10 - 15gp 6 b. V Axe

Handaxe +2 1d6 5/10 5gp 3Ib. OHT Axe

Longsword +3 1d8 - 15gp 4lb. V Heavy blade

Rapier +3 1d8 - 25gp  21lb. - Light blade

Scimitar +2 1d8 10gp 4Ilb. HC Heavy blade

Short sword +3 1d6 10gp 2b. O Light blade

Throwing hammer +2 1d6 5/10 5gp 2Ilb. OHT Hammer

Warhammer +2 1d10 - 15gp 5Ib. V Hammer

Two-Handed

Greataxe +2 1d12 - 30 gp 12 Ib. HC  Axe

Greatsword +3 1d10 - 30gp 8lb. - Heavy blade

Longspear +2 1d10 - 10gp 9. R Polearm,
spear

Maul +2 2d6 - 30gp 121Ib. - Hammer

Ranged Weapons

SIMPLE RANGED WEAPONS

One-Handed

Hand crossbow +2 1d6 10/20 25gp 21b. Lf Crossbow

Sling +2 1d6 10/20 1gp 0lb. L,free Sling

Two-Handed

Crossbow +2 1d8  15/30 25 gp 4Ib. Lm Crossbow

MILITARY RANGED WEAPONS

Two-Handed

Longbow +2 1d10  20/40 30gp 3Ib. Lf Bow

Shortbow +2 1d8 15/30 25gp 2Ib. Lf,S Bow

Weapons and Size

The weapon tables assume a Medium wielder, which includes almost all player
characters. Characters and creatures that are smaller than Medium have
special rules.

Small characters use the same weapons that Medium creatures do. However,
a Small character (such as a halfling) can’t use a two-handed weapon. When a
Small character uses a versatile weapon, he or she must wield it two-handed and
doesn’t deal any extra damage for doing so.
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