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Calling all Heroes, Adventurers and Treasure Seekers!  Excitement, challenges and treasure can be found for the bold, the brave, and the strong in the Forgotten Realms.  Will you survive and achieve glory or will you be vanquished by those you oppose?  Welcome to the Forgotten Realms Campaign!

Introduction & Character Background
This campaign is set in the Sword Coast region of the Forgotten Realms – a thin strip of civilization stretching down Faerun’s western shore.  The widely spaced cities of the Sword Coast are arranged on a single great road like beads on a string.  The road goes by several names as it winds over two thousand miles from Luskan in the north to Calimport in the south, passing through Neverwinter, Waterdeep, Baldur’s Gate and other great ports along the way.  The adventure starts a short distance from the city of Baldur’s Gate.  In order to originate a comprehensive character history, each player needs to develop a character background based on the following:
· The year is 1395 DR (Dale Reckoning).  It is 10 years after the SpellPlague.  By 1395 DR, many of the effects of the Spellplague had ended and most arcane magic has returned to a semblance of normality, but there were a few changes to the way that spells are cast.  (Namely, Ritual Casting.)   You can learn more about the history of the Forgotten Realms from this site:  http://forgottenrealms.wikia.com/wiki/Era_of_Upheaval
· All characters will originate somewhere along the Sword Coast of Fearun.  You can be from a large city such as Neverwinter, or Baldur’s Gate, to a small fishing and farming community such as IceWind Dale.  Choose a location as part of your background story.  See the Sword Coast Campaign Map for reference.
· Your characters will know each other at the start of the campaign.  You have been traveling together for a few days to several years depending on the relationships you form with your fellow PC’s.  
· Your characters will be traveling to the town of Greenest, which is southeast from Baldur’s Gate. Please consider how your backstory might be leading you to this location. On your way, you decided to take a job guarding a caravan going to Pendalhaven.  
· You were hired by a Dwarf named Gundren to escort a wagon of supplies.  Gundren has gone ahead and will meet you in the small settlement.  The trip should take about 3 days one-way and you will be paid $50 each.  You are to deliver the wagon to the owner of Barthen’s Provisioning, Sildar Hallwinter.   

· In your background, please specify what is commonly known about your character.  
· Your character needs to have at least one secret.  This can be something simple to complex.  Ideas include secretly wanting to marry somebody, a desire for political power, or that you killed a stranger one night by accident. Come up with something appropriate.    
· What do you want out of life?  What is your character trying to accomplish?   What are your long and short term life goals?  
· Minor character changes will be allowed during the first two game sessions. 

Character Creation 

1. We will be using the D&D 5th Edition system.  Most of the steps below are from the Players Handbook.  We will be using the DMG, PhB, Monster Manual, and the Sword Coast Adventurer’s Guide.  You may select various alternate rules from the Sword Coast book, but check with the referee before selecting any optional rules.  (Additional class options on pages 121 through 142, and additional Background options on pages 145-154.)
2. Banned Materials:  The 5th Edition Feats booklet. 
3. Choose your race.  The following races are available for play: Dwarf – all types, High Elf, Wood Elf, Human – Standard, Human – Variant (page 31), Gnome, Forest Gnome, Half-Elf, and Half-Orc.  The following are not available as characters:  Elf-Drow, Halflings, Dragonborn, and Tiefling.
4. Select your age based on the racial profile of your character.
5. Choose your class.  All standard classes are available in the Players Handbook.

6. All characters start at first level without experience.

7. Determine your ability scores.  We will be using set ability scores per the PHB page 12.  This yields ability scores of: 15, 14, 13, 12, 10, and 8 before racial or other adjustments.  Put the ability scores in any order desired.  Per the rules, your natural ability score cannot exceed 16 at character creation.  In addition, the absolute maximum natural ability score a character can achieve is 20 (without magical enhancements).
8. Choose your Alignment.  No evil or chaotic neutral characters.  In addition, all characters must be willing to cooperate with the other characters and go on adventures.  They can be anti-heroes and cynical, but they must be cooperative.  
9. Choose your Background (pages 124-141).  

10. Choose your Personality Trait, Ideal, Bond, and Flaw based on your background.  You may mix and match these items from other backgrounds if desired to better fit your character concept.

11. Your skill proficiencies, tool proficiencies and equipment proficiencies are based on your Background.  You may not mix-and-match these items from other Backgrounds.  
12. Equipment:  Your class and background determine your starting equipment.  Everything else needs to be purchased with your initial funds of $50. (PhB 148.)  This represents your life’s savings, gifts, and possessions before you started your career as an Adventurer.  Before the start of the game, you cannot sell your free equipment.
13. Record your special abilities, powers, spells, and etc. based on your character class.  

Above all else, have fun!  Good Luck!
House Rules
1. Training Time:  Will not be used.  A character will go up a level at the direction of the referee. 
2. The new "round down" rule will not be used.  (No longer has minimum damage of 1.) (p. 4))
3. Feats as an optional rule will be used.

4. Inspiration:  You can have more than one saved at a time.  They all expire at the end of each session.  (Normal rules indicate you may only have one at a time. (p. 35))
5. Languages:  To learn a new language requires a commitment from a character of six months down-time (non-adventuring) and a teacher; who must be found during play.

6. Used Equipment:  There is a market for used mundane equipment.  Selling of used equipment yields 25% of its retail price.  Purchasing used equipment is 50% of the retail price.  However, used equipment will be damaged or sub-standard.  In all those cases, these items function at a -1 penalty (when appropriate).  

7. Purchasing & Selling Magic Items:  It is possible to purchase and sell common and uncommon potions in most medium and larger towns or cities without difficulty.  There are enough alchemists and retired Adventurers making a living manufacturing and selling these items.  To purchase or sell permanent items will need to be done during play.  In general, you will need to find an appropriate buyer/seller for the specific item(s).  A Charisma check with an appropriate difficulty depending on the item rarity, size of the town, and other factors, will be needed to find the appropriate person to make the transaction.   
8. Items of Quality:  Masterwork and items of Quality are available in this campaign per the Black Company campaign book.  These items add bonuses without having the benefit of being magical. 
9. Identifying Magic Items:  It takes an Identify spell to determine all the properties and activation commands of a magic item.  [Note, the Identify spell does not consume the $100 pearl.  It is simply required as a material component on hand.]  Potions can also be identified by taking a small sip, but if it is cursed or poisoned, the imbiber will be affected.  
10. Crafting Magic Items:  Can be done by characters per the DMG rules pages 128-129.  Crafting can only be undertaken during down time between adventures and the character must possess a laboratory and the formula/process on how to create the desired item.  Many times, formulas are closely guarded secrets and must be found or researched during play.     
11. Spell Components:  Will not be used for spellcasters.  Instead, each spellcaster must have a talisman or focus that enables the character to cast their spells.  A talisman will detect as faint magic.  One character cannot use the talisman of another; they are very personal objects that are unique to each character.  Typical talisman items include amulets, rings, staffs, wands, orbs, etc.  Choose a talisman and mark it on your character sheet.  If the character loses their talisman, they can make a new one in a “sanctuary” in a day.  (Costing $25 gp.)  However, until the time the character has a new talisman, they cannot cast spells; only cantrips are possible.  Only one talisman can be in existence at any one time; a backup talisman is not possible.  It’s rumored that some spellcasters incorporate their talisman into a favorite magic item of their own creation.  A character’s talisman cannot be the target of a spell or a grapple attempt.  This is because a character protects their talisman so well that the character must be unconscious before these items can be taken from the spellcaster or destroyed.  
12. Transcribing Spells:  It does not cost gold for a wizard to scribe a spell into their master spell book.  However, use the specified costs for creating a duplicate or traveling spell book.
13. Roll your Hit Points gained at each level.  Minimum will be 50% of your maximum for your hit dice.  If the roll is less than 50%, take the 50% figure.  IE:  If you are a cleric with a d8, and you roll a 3, take 4 additional hit points.  If you roll a 7, take the 7.  
14. Shooting into Melee Combat.  If a character shoots at an enemy that is engaged in melee combat with a “friend”, the shot is at Disadvantage so as not to hit your friend.  

15. Mixing Potions variant rule will be used (DMG page 140) with the exception of Potions of Healing.  Consuming a potion of healing will not interact with other potions in effect.  

Experience & Level Advancement
PCs will gain a level at the discretion of the referee.  Experience points may or may not be used.  Expect level advancement about every two sessions.
Meta-Gaming Notes
· You are expected to know the rules that pertain to your character.  “Know Your Character!”
· You can find an electronic version of a character sheet online.   There are even some good iTunes character generators if desired.  Use whatever you like.  
· Replacement characters will use the same character generation as original characters and will come into the campaign at the same level as the rest of the characters.    
· It’s assumed any needed replacement characters are traveling with the rest of the party.  They will be introduced when needed.

· This campaign is going to be hard, dirty, and deadly.  Death can be quick for Heroes.  Please be prepared with an alternate character idea.
· The referee plans to play the monsters/challenges to the best of their ability.  Since PC’s do not give quarter to monsters, monsters will not give quarter to the characters.

· Fights at low level can be deadly.  Be clever and attempt to talk your way through encounters.

· No evil characters.
· Magic items are more rare in D&D 5E versus 3.5E.  Please adjust your treasure expectations.
· It is highly recommended to cover all four character archetypes.  Some encounters cannot be solved otherwise. 
· Here is a good homebrew DM Screen with a lot of the rules summarized for easy reference:  https://drive.google.com/file/d/0BwCtO5aw9n2LeDF5aHBNZ09IT2M/view?pref=2&pli=1
· The initial games are pre-made.  At times, the link or motivation to go on the adventure is weak.  Go with it.  Justify the reason for the adventure yourself and play along with the module.  

· Like games of old, it is ok for these characters to play in other games and campaigns run by other referees.  Exclusivity of these characters for this campaign will not be enforced.  
D&D 3.5E to 5.0E Summary of Differences

General
· The "round down" rule no longer has minimum damage of 1(p. 4).
· Skills no longer have ranks. 
· Saves are linked to your 6 attributes no longer the three saving throws (will, fort, ref). 
· No exotic weapons. 
· Prestige classes rolled into 'archetypes' that you choose as you level up. 
· Some spells roll to attack like normal ranged attacks. 
· Short rests give you back some abilities. 
· You either get ability increases or a feat, your choice at certain levels.
Character Creation
· Proficiency Bonus is a base modifier for attack rolls, checks, and saves that you are proficient with (determined by class). Class features (spell save DCs, etc.) also drive off it. Starts at +2 for Level 1 and goes up 1 every 4 levels. (p. 7)

· Classes have archetypes/traditions/domains to specialize their abilities and features

· XP progression (p. 10) chart is different than 3.5E
· Inspiration (either you have it or you don’t, granted by DM for playing to your characters’ flaws and traits) can be spent to gain advantage for a roll, cancel a disadvantage, or given to another player.  You may only have one at a time. (p. 35)
Races
· Racial bonus traits are very different. Ability bonus (no penalties in the Basic races). Humans get +1 to each ability.

Classes
· A Rogue's Uncanny Dodge halves damage but uses Reaction (p. 28)

Spellcasting
· Spell DCs are based on "8 + Ability + Proficiency" instead of "10 + Ability + Level of Spell" (p. 81)

· Clerics and wizards prepare subset of known spells, then cast from the prepared list like sorcerers (p. 78)

· 0 level spells (aka, cantrips) are not exhausted (p. 78)

· Spell ranges/durations/effects are much less mathy (most are fixed numbers instead of per-level calculations)

Using Ability Scores
· Ability increases schedule determined by class, cap at 20 (p. 57)

· Advantage/Disadvantage: Roll 2d20 take highest/lowest (p. 57)

· No Fort/Dex/Will saves, each ability can make its own save, with possible proficiency bonus based on class (p. 62)

· Working Together: If two or more characters attempt a skill check together (they both must be able to attempt it), the character leading the effort gets to check with advantage.

Combat
· 20 is a critical hit, no confirmation or weapon-specific ranges/multipliers. Doubles dice, single modifiers. (p. 73 and 75)

· Opportunity attacks are provoked when moving out of a foe's reach, avoided by Disengage (standard action). Spend Reaction (you have one reaction per turn) to make attack. (p. 74)

· Instead of provoking an attack when performing a ranged attack (weapon, spell, or other) when adjacent (within 5') to a foe, you make the attack at disadvantage (p. 73)

· Grappling (p. 74)

· Cover: Half, three-quarters, full (p. 74)

· Instant Death: Damage past 0 that equals your max hp (p. 76)

· Death Saving Throws: 10+ (no modifiers) to pass, need 3 successes to become stable, 3 failures to die. 20 gets you 1 hp, 1 gets you 2 failures. (p. 76)

· Knock out: Melee attack that takes creature to 0 hp can be a knock out at the player's choice (p. 76)

· Bonus Action (if you have something that grants you one) works like Swift Action (p. 69)

· Actions/attacks can be interspersed with movement, turn is one action and movement (p. 70)

· Damage reduction, resistances, vulnerabilities just halve or double damage taken (p. 75)

· Two-Weapon Fighting: You can attack twice if you are wielding 2 light weapons. First attack is normal, second doesn't use ability mod to the damage unless it's negative. You can also throw 2 light weapons if they have the thrown property. (p. 74)

Items Removed
· Skills don't have points assigned, you are either proficient or not

· No 5' step in combat
· No full-round attacks (but classes that have multiple attacks can intersperse them while moving)

· Flanking (but sneak attack damage can be granted from adjacent ally or Advantage)

D&D 5.0E Rules to Note

· (Dis)advantage: A large number of situations and abilities where you would add a positive or negative modifier to a roll have been replaced with advantage (for positive modifiers) and disadvantage (for negative modifiers). This mechanic involves rolling twice and taking the higher result (for advantage) or the lowest result (for disadvantage). This simplifies a large number of abilities and mechanics, as well as reducing the ability for power gamers to abuse the system. (Advantage only works once, so they can't keep stacking it on a roll like modifiers.)

· Proficiency: The majority of bonuses that scaled with your level have been replaced by proficiency. Essentially, anything you are 'proficient' in, you can add your 'proficiency bonus' to. So the bonus to hit in 3.5, that scaled with your level, is now your proficiency bonus, as long as you use a weapon you are proficient in. The extra attacks you gained with BAB are now a class feature of martial classes.  Overall the proficiency mechanic means far less scores to keep track of on your character sheet.
· Skills: Assuming in 3.5 that you picked a few skills and kept them maxed, which is effectively a bonus to skill checks that scales with level, that is also replaced with your proficiency bonus on skills you are proficient in. (If you split your skill points all over the place, well, there's not really an equivalent.) Note that skill checks are now called ability checks; the only benefit of a skill is that it allows you to apply your proficiency bonus to relevant ability checks.

· Saving throws: Most classes in 3.5 had one strong save progression and 2 weaker save progressions - the DCs have been adjusted, and the 'strong' saving throw is now the one you are proficient in and can apply your proficiency bonus to. Note that saving throws are now on each stat, but the stats matching the old saving throws (Con, Wis, Dex) are far more common than the new saving throws (Str, Int, Cha), at least in the material currently released.
· Spellcasting now scales depending on the level of the spell slot it is cast from rather than the player's level. Prepared spellcasters are also more flexible, preparing their 'spells known' for a day and then casting them in any combination that they have spell slots for. Cantrips have unlimited uses per day, so spellcasters always have something to do. 

· 'Ritual' casting allows a spellcaster to cast without using a spell slot, but adds 10 minutes and can only work on certain spells. This is useful for spells like 'Augury' or 'Comprehend Languages' that you're unlikely to need often and will have plenty of time when you do need it.

· Arcane spell failure is gone - if you're proficient with your armour, you can cast in it. If you're not, you can't.

· Ability score increases as you level are now 2 points instead of 1, although still at every 4th level. Feats, however, are an optional replacement for an ability score increase. Because they require a fairly large sacrifice (2 ability points) to get, they are considerably more powerful than the majority of 3.5 feats (no more +1 to 1 type of roll feats).

· Class features: All classes now have interesting and unique class features (rather than just more spells, or more feats). Each class chooses from a number of different paths (e.g. Evoker Wizard vs. Enchanter Wizard, or Champion Fighter vs. Battlemaster Fighter). This effectively replaces prestige classes. Multiclassing has gained ability requirements.

· Racial features are also a bit more powerful - ability bonuses are no longer counteracted with ability penalties, and most races have unique and interesting features.

· Background: Your character now has a 'background'; in addition to their class, this adds proficiencies with skills and tools (and possibly even languages), as well as changing their starting equipment package.

· Character death involves a lot more luck. Negative hit points have been replaced with 'death saving throws' (DC10, no modifiers) that you make each round while you are on 0 hit points. If you fail 3 times, you die. If you succeed 3 times, you stabilize. A 20 stabilizes automatically, while a 1 counts as 2 failures.

· Resting: Characters can take 'short rests' to quickly restore some HP. You have a number of 'Hit Dice' based on your class's hit die. So a 3rd level wizard has 3 Hit Dice, each of which is a d6. In a short rest, he can roll some or all of them and regain the total + Con. However, once they have been used in this way, it takes a 'Long Rest' (the standard 8 hours once per day), before they can be used again. A Long Rest also restores all of the character's HP, spell slots, and most resources used for class features.

· Ranged and finesse weapons now allow you to add Dex Mod to damage as well as hit. Finesse weapons don't require a feat to be used with Dex - it's up to you. 'Spell attacks' (replacing melee and ranged touch attacks) now use your spellcasting stat for the hit bonus.

· Critical hits no longer require confirmation, and they now let you roll all damage dice (base damage and, e.g. Sneak Attack) twice then add modifiers, rather than rolling base damage, adding static modifiers, doubling, then adding any additional damage dice. (e.g. Sneak Attack).

Combat Summary

The combat rules for 5th Edition Dungeons and Dragons are much simpler than previous editions. This is a quick reference guide to the new rules. Refer to the complete rules for more detailed information. This is my own interpretation of those rules.  Each round represents 6 seconds in the game world. Anything a person could reasonably do in 6 seconds, your character can do in 1 round.
· Move and One action:  Each round, during your turn, you can move and take one action. 
· You don’t have to move, but if you choose to, you can move a distance up to your speed.
· You can move before or after you take an action, or you can move first, take an action, and then move again, as long as the total distance moved doesn’t exceed your speed.
· You don’t have to take an action during your turn, but if you choose to, you can attempt to do anything that could be accomplished in 6 seconds or less. The most common action taken in combat is the attack action. See below for a list of actions that can be performed in combat.
· If your action permits multiple attacks, you can move between attacks so long as you haven’t used all of your move distance based on your speed.
· Your move can include jumping onto or off of things, jumping over things, climbing walls or ropes, swinging on ropes or chandeliers, or moving in any way that your character is capable of such as swimming or flying for example.
· You can interact with one object as part of either your move or your action.  You can manipulate one object in an uncomplicated way. Some examples include the following items.  Doing more than one of these things during your turn requires the use of an action.
· Draw or sheath a weapon
· Transfer an item from one hand to the other
· Load a crossbow
· Retrieve or put away a stored item (i.e.:  in a backpack)
· Pick up an item
· Move an object
· Open or close an unlocked chest
· Open or close an unlocked door
· Your move can include jumping onto or off of things, jumping over things, climbing walls or ropes, swinging on ropes or chandeliers, or moving in any way that your character is capable of such as swimming or flying for example.
· As part of your move or action, you can do things that take little or no time and don’t interfere with your movement.  These items take very little time, though there may be limits to the number you can perform in a turn.  Examples include:
· Drawing ammunition for use with a ranged weapon (such as arrows, bolts, sling bullets, or shuriken).
· Dropping an item to your feet or within 5 feet of your current location.
· Dropping to a prone position. (Standing up from prone, however, takes half of your movement for the turn.)
· Speaking (you can always speak, even when it isn’t your turn – within reason.)
· Bonus Actions.  You may be able to take an additional, bonus action, depending on your special abilities.  A special ability, spell, or other feature of the game may allow you to do something as a bonus action. You are only allowed one bonus action in a round.

· You are allowed one reaction each round.  A reaction is an action that is triggered by an external event.  Your reaction does not have to occur during your turn, but can occur at any time during the round. If it occurs during another’s turn, his turn is suspended until your reaction is resolved.
· A special ability, spell, or other feature of the game may allow you to react to a specific triggering event. 

· If an opponent attempts to move past you or attacks you and then attempts to move away, you get a free swing at him. This is called an opportunity attack, and it is the most common reaction.  

· Another example would be a wizard’s feather fall spell that is triggered when the wizard is pushed over a cliff, or steps into a pit trap.
· Surprise.  If surprised, you lose your turn for the first round of combat. This includes loosing use of any reaction for one round, measured from the beginning of combat until the start of your turn on round two.
· Actions in Combat.  During your turn in a combat round, you can perform any one of the following actions.
· Attack.  You can make one melee or ranged attack. Some features may allow you to make more than one attack with this action.
· Cast a Spell.  You can cast any spell that you are capable of casting that has a listed casting time of one action.  Note:  retrieving the required material (M) component from a pocket or pouch is included in the “Cast a Spell” action. If the spell also has a somatic (S) component, you can perform the required hand gestures while holding the material component in that same hand. Therefore, if you are holding two weapons, or a weapon and a shield, at the beginning of your turn, you can sheath one weapon (refer to “interact with one object” above) and then draw the material component and cast the spell all in the same round. [A material component is not consumed with the casting of the spell, unless the spell description specifically says that it is.]
· Dash.  Rather than performing any other action, you spend the entire round moving. This allows you to move twice as far this round. It is effectively a double move action.
· Disengage.  If you start the round within 5 feet of an opponent that can see you, you can use this action to move away from him without provoking an opportunity attack.
· Dodge.  This is a total defense action. You spend the round trying to avoid being hit. Until the start of your next turn, any attack roll made against you has disadvantage if you can see the attacker.  You also make Dexterity saving throws with advantage during the round.
· Help.  You can use your action to help an ally attack an opponent within 5 feet of you. You don’t make an attack yourself, but when your friend attacks, his first attack roll is made with advantage.  Or you can help him with any other task. If you are in position to do so, and your assistance could reasonably be seen to be of help, he will gain advantage on his ability check to accomplish the task.
· Hide.  The act of hiding requires an action to attempt. You must make a Dexterity (Stealth) check to see if you successfully hide from your opponents.
· Ready.  Rather than taking an action during your turn, you wait for some specific event and then take your action as a reaction. You can still move up to the distance indicated by your move rate, but you can take no other action this round. You must specify two things –
1) What the triggering event will be.  This can be anything you think might happen that you can observe. If the event occurs before the start of your turn on the next round you can perform your readied action at that time. Some examples could be: If the sniper sticks his head up, if more Orcs come around the corner, if the rope brakes, if the water level rises, if the evil magic user starts to cast a spell, if the guard spots the thief, if the prisoner attempts to escape.  2) What action you will take.  This can be any of the combat actions.  Note that this action will be a reaction and you can only have one reaction per round. This means that if you take another reaction, you lose your readied action. Conversely, if you use your readied action you can have no other reactions this round.
• If the triggering event occurs, you can choose to not take your readied action.
• If you choose Dash as a readied action, you can move up to your move rate.
• If you choose Cast a Spell as a readied action, you cast the spell during your turn but hold off on releasing the energy of the spell until the triggering event occurs. You must concentrate to hold the spell’s energy. Anything that breaks your concentration before the final release of the spell’s energy results in the loss of the spell. If the triggering event doesn’t occur this round, you can continue to hold the spell with continued concentration into the following round, or you can cast it as an action on your next turn, or you can lose it.
· Search.  You can use your action to attempt to find something. The DM might require you to make a Wisdom (Perception) check or an Intelligence (Investigation) check.
· Use an Object.  An object may require an action for you to use it, or you may need to use this action to interact with more than one object in a round.
· Improvised Action.  There are many more things that a combatant could do during a round than can be accounted for in the above actions. When you want to attempt something that is not covered by any of the above actions, you can use an improvised action.  The following rules apply to improvised actions:
1. You must explain the improvised action to the DM. The DM may rule that what you want to do will require more than one round, or that it is simply impossible (you can’t fire an arrow into the sky and hit the moon). He may ask you to be more specific regarding the action you want to take and how the action will achieve the results you want.
2. The improvised action can also include all or part of your move. Successfully jumping on – or diving into a creature will give you advantage on the attack roll. A failed attempt results in your move stopping at the point there the attack takes place and may grant your opponent an advantage on his next attack against you.
3. To perform the improvised action, the DM will normally have you make an ability check. The DM will assign an appropriate difficulty class and will explain possible consequences if the attempted action fails. For example, if you attempt to jump off of the balcony onto the monster in the center of the room and miss you may end up prone.
· Most improvised actions can be resolved as simple contests.
Player: “I want to try to [describes a physical contest other than an attack roll].”
DM: “Okay, make a Strength (Athletics) check.”
DM compares result to opponent’s Strength (Athletics) or Dexterity (Acrobatics) check, perhaps giving someone advantage or disadvantage.

· Examples of an improvised action:  
· “I want to pull the rug out from under that guy.”
· “I want to jump on the monster and attack him”

· “I want to talk them into surrendering.”
· “I want to break that flask the bad guy is holding.” (attack an object)
· “I want to slide down the stairs on my shield while I fire arrows at the enemy.”
· “I want to intimidate them into running away.” 

· “I want to grab that piece of folded parchment that is sticking out of his vest pocket.”
· “I want to slide under the table and stab that guy in his ankle with my dagger.”
· “I want to sheath my sword and walk up to that guy and tweak his nose.”
· “I want to hit that rope with my arrow in such a way as to cut the rope and let the body that is hanging from it fall to the ground.”
· “I want to disarm my opponent.” (This could be a called shot to the hand, shattering an opponent’s weapon, severing a spear shaft, entangling a sword arm, or using the flat of a blade to smack a weapon from an enemy’s hand.)
· “I want to push him into the pit.” (Use the rules for “Shoving a Creature” – this could include shield bashes, tackles, bull rushes, overruns, tables hurled into enemies, doors smashed into opponents on the other side, and so on. Generally speaking, this could be any attempt to use brute strength to move an opponent. Any attempt to shove creatures off a nearby cliff, through a railing, out a chapel’s stained-glass window, and so on will allow the creature a dexterity save.)
· “I want to trip that guy.” (This could be any attempt to knock an enemy off its feet. Whether it’s hooking an enemy’s leg, stabbing a kneecap, knocking an opponent off-balance, hurling an enemy away, sweeping an enemy’s legs, or some other maneuver, this improvised action would allow the warrior to knock an enemy prone.)
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