DIFFICULTY CLASS EXAMPLES

The target number for an ability check or a saving throw is called a
Difficulty Class (DC). The most common DCs for ability checks are in the

3: Apply circumstantial bonuses and penalties. A
class feature, a spell, or another rule might give a
bonus or a penalty to the roll. Also, the roll might
have advantage or disadvantage, explained in the
“Advantage & Disadvantage” section.

: Compare the total to a target number. If the
total of the d20 roll and its modifiers equals or ex
ceeds the target number, the ability
roll, or saving throw is a success. Otherwise, it's
afailure. The DM determines target numbers and
tells players whether their rolls are successful.
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ADVANTAGE & DISADVANTAGE
Sometimes a rule, such as a class feature or a

spell, says you have advantage or disadvantage on
an ability check, a saving throw, or an attack roll.
When that happens, roll the d20 twice when you
make the roll. Use the higher of the two rolls if you
dvantage. and use the lower roll if you have

have
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17 and
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e.
xample, if you have disadvantage and roll a

5. you use the 5. If you instead have advan-
nd roll those numbers, you use the 17.

THEY DON'T STACK

If multiple situations affect a roll and each one

TypicAL DIFFicULTY CLASSES

Task Difficulty DC  Task Difficulty oC
Very easy 5 Had 20
Easy 10 Veryhard 25
Medium 15 Nearlyimpossible 30

two favorable situations grant advantage, for exam.
ple, you still roll only one additional time.

If circumstances cause a roll to have both advan-
tage and disadvantage, you are considered to have
ther of them, and you roll the d20 once. This is

L

A character sheet notes the things that the cha
is especially good at, which are known as the char
acter's proficiencies. Here are the main proficien
cies, along with page references to their rules:

acter

Skills (page 6) Equipment (page 18)
Saving Throws (page 7)
UsING YOUR PROFICIENCY BONUS
Whenever you make an ability check, a sa
throw, or an attack roll that uses one of your char-
acter’s proficiencies, you add the character’s profi
ciency bonus to the roll. The bonus appears on your
character sheet, and this rulebook and the character
sheet tell you when the bonus applies.

A monster's proficiency bonus is already incorpo
rated in the relevant numbers in the creature’s stat
block, so the DM doesn't need to add it

TuE BoNus DOESN'T STACK

Your proficiency bonus can't be added to a die roll
or other number more than once. For example, if
two rules tell you to add your proficiency bonus to a
Wisdom saving throw, y verthel dd it only
once to the save.

Occasionally, a proficiency bonus might be multi-
plied or divided (round down) before being added
For example, the rogue’s Expertise feature doubles
the proficiency bonus for certain ability checks.
Whenever used, the bonus can be multiplied only
once, divided only once, and added only once.

When you have advantage or disadvar
something in the
trait, lets you reroll or replace the d20, you can
reroll or replace only one of the rolls. You choose
which one. For example, if a halfling has tage
or disadvantage on an ability check and rolls a 1
and a 13, the halfling could use the Lucky trait to
reroll the 1.

ABILITY CHECKS

An ability check tests a character’s or mons!
innate talent and trainin, an effort to overcome a
challenge. The DM calls for an ability check when a
character or monster attempts an action (other than
an attack) that has a chance of failure. When the out:
come is uncertain, the dice determine the results.

MAKING AN ABILITY CHECK
Here are the steps for making an ability check:

1: Determine the ability to use. For every abi
check, the DM decides which of the six abilities is
ant to the task at hand. This rulebook or t
adventure booklet often tells the DM what kind of
check a character ca S
the check succeeds or fails. Since characters of
ten try unpredictable things, the adventure book-
let also provides advice to help the DM decide
what kind of ability check to use in a situation.
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TASK DIFFICULTY:

(DC15)

TYPICAL DIFFICULTY CLASSES
Task Difficulty DC  Task Difficulty

Very easy 5 Hard

Easy 10
Medium 15

Very hard

Nearly impossible

TASK DIFFICULTY:

(DC5)

EXAMPLE:

Climbing a tree to escap
a pursuing creature

e

EXAMPLE:

Identifying rare mushrooms

and
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their unique properties

AOe Mpsom
oo

¢ K

TASK DIFFICULTY:

EXAMPLE:

Interpreting
words written in
a language you
don’t understand

TASK DIFFICULTY:

(DC10)

EXAMPLE:

Recalling what you know
about defeating zombies

EXAMPLE:

Using rope to
grapple onto

an object while

falling

Typical Difficulty Classes table (found on
page 5 of the Starter Set Rulebook).

Below we show some examples of
difficulty classes:
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TASK DIFFICULTY:

EXAMPLE:

(DC 30)

Convincing the main Villain
that you want to join their plan
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