DUNGEONS & DRAGONS 4th Edition for absolute beginners
2010 Domino Writing – free to use

In this game, you take on the role of a fantasy character like an elf, dwarf, knight or wizard. Your character is represented with different statistics on your character sheet. 

You’ll also have a pencil to make changes to your character sheet, a miniature figurine representing your hero, a set of role playing game dice, and maybe even a few other items, like power cards.

It’s a lot to keep track of, but this guide will hopefully help you identify just what you really need to know to play the game. As you learn, you can mix in more of the things on your character sheet into your game.

If at any time you have questions, just ask! The Dungeon Master and more experienced players will be glad to help you. Players who know a lot about the game rules may suggest ideas that make the best use of the rules, but remember, it’s your character. You decide what happens to him or her.

Winning The Game

( Help the Dungeon Master and the other players tell a satisfying story.

( Defeat monsters, discover treasures and accomplish goals to collect Experience Points and earn Levels. Each Level gives your character bigger and better abilities.

How To Play

The Dungeon Master will describe a situation that your character and the characters of the other players are facing. If it involves fighting, you’ll be in Combat. If it’s anything else, like hiking through the woods, talking to people in town, sailing a ship, and so on, you’ll be Exploring.

Exploring

Tell the Dungeon Master what you want to do, and he or she will tell you what happens as a result. The Dungeon Master may call for a Skill Check using one of the skills on your character sheet.

Making a Skill Check

Find your Skill Bonus for that skill on your character sheet. Roll the 20-sided die and add the result to your skill bonus. Tell the Dungeon Master your total. He or she will tell you if that was a high enough result to succeed at what your character was trying to do.

Combat

This is where the miniature figures and the Battle Grid (map on the table) are used. The Dungeon Master will tell you where you can put your figure.

To see who goes first, roll the 20-sided die and add your character’s Initiative score, listed on your character sheet. That’s when you take your turn. The Dungeon Master will tell you when “it’s your Initiative.”

Taking Your Turn

There are hundreds of different things your character can do in a battle, but these actions are the most common. You can do one of each on your turn. Teamwork is important in Dungeons & Dragons. Talk with the other players about what you want to do in combat.

MOVE: You can move a number of squares on the Battle Grid equal to your character’s Speed score. You can move in any direction, even diagonally, though the Dungeon Master might indicate squares your figure cannot enter or where the landscape has other effects. 

GAME PLAY TIP: Try to move into a good position to attack monsters or to partner with other characters. 

Use A Power Or Feature: To swing a sword, cast a magic spell, fire an arrow, or attack enemies in another way, you’ll use a Power or Feature, usually just called “powers.” There’s a lot of information in each power description, but as a beginner you only need to pay attention to four items. 





Name: What the power is named, as well as its class and level, so the Dungeon Master can look up what it does if he or she needs to. The Dungeon Master might tell you a power can’t be used the way you’re trying to use it, and may suggest another, or tell you how you can make that power work for you.

Usage: At-Will powers (green) can be used one per turn, Encounter powers (red) can be used once per battle, and Daily powers (grey) can be used once per day. A day begins when your character wakes up in the morning. 

GAME PLAY TIP: In each battle, use one Encounter power per turn until you’ve used them up, then use At-Will powers each turn. Save your Daily powers for the biggest enemies!

Attack: Roll the 20-sided die and add the bonus or bonuses. They are found on your character sheet, are granted by other characters, and/or are assigned by the Dungeon Master. The Dungeon Master and other players will show or tell you where your bonuses can be found. 

Just like a Skill Check, tell the Dungeon Master what your total is after rolling the die and adding all the bonuses. If it’s high enough, your character has injured the enemy!

Hit: [W] stands for “weapon.” Each weapon or item your character is using is shown on your character sheet. It will indicate which die or dice you roll to determine how much your character hurt the enemy. 

For example, a dagger causes 1d4 damage. With the “Sure Strike” power, roll one 4-sided die. That’s how many Hit Points the monster loses. When it has 0 (zero) Hit Points left, your character has defeated it! The Dungeon Master takes care of each enemy’s Hit Points.

Many powers also move your or other characters, or enemies, around the Battle Grid, cause different kinds of damage, and do other things. Utility powers aren’t used to attack, but instead allow your character to perform a special action, attempt a skill, move around, or do something else.

Hit Points

This measures your character’s life energy. This number is found on your character sheet and changes during the game. When an enemy hits your character or your character is otherwise injured, he or she loses Hit Points. When your character falls to 0 (zero) Hit Points, he or she is unconscious and dying. 

Healing

To recover Hit Points, use a healing surge instead of a power on your turn in a battle. Like moving and using powers, this is a very common action in Combat.

You can normally only use a healing surge once per Encounter, though many powers and features allow you to use more. You can also use any number of healing surges outside of combat (while Exploring).

Surge Value: This is listed on your character sheet. Your character immediately gets back Hit Points equal to that number.










You trade power for precision.


At-Will ( Martial, Weapon


Standard Action            Melee weapon


Target: One creature


Attack: Strength +2 vs. AC

















Sure Strike                                               Fighter Attack 1





Hit: 1[W] damage.








