
Your First Game of Pathfinder 
A brief introduction to the Pathfinder RPG and the Adventurer starter class.  

What is a Role-Playing Game? 
A role-playing game (“RPG”) is a system of rules that help you and your friends create a shared storytelling 

experience. One of your friends will narrate the story, taking on the role of the Game Master (“GM”). The rest of 

you, the players, will create characters who go on adventures, fighting monsters, solving puzzles, and finding 

treasure. 

What is Pathfinder? 
Pathfinder is an RPG based on 3rd Edition Dungeons & Dragons, the great granddaddy of all RPGs. If you’re 

reading this right now, about to play in your first game of Pathfinder, odds are D&D is older than you are. Way 

back then, RPGs were very complicated, but great effort has been put into making them simpler to learn and 

easier to play, including the guide you’re reading right now! 

What is a Class? 
A class is a broad definition of what a character is good at. Fighters are great at fighting, wizards are great with 

arcane spells, and rogues are great at sneaking around in the shadows. These are highly specialized roles that 

work well together as part of a team. 

The core feature of this guide is the introduction of the Adventurer class, which isn’t technically part of the 

game or a Paizo product (the company that makes Pathfinder). This makes it what’s called a “house rule” or 

“homebrew” so make sure your GM is okay with it. 

Creating a Character 
For your first game of Pathfinder, you’ll be playing the role of a human adventurer. You’ll find a writeup of all 

the class’s features in this guide, giving you a better idea of what the class can do, but you can make a few 

decisions to customize it first. 

Let’s get started by figuring out who your character is. “Adventurer” is just a class, a collection of skills and 

abilities, but your character is much more than that! What is your character’s gender? How old are they? What 

color is their hair, eyes, and skin? What do they sound like? How tall are they and how much do they weigh? 

Beyond the physical traits, you can also decide on their background. Where are they from? Do they have any 

family? What are their long-term goals? Keep in mind that this part is all optional. Feel free to start the game as 

a blank slate, eager to learn and grow as a character as the game goes on. 

What Happens When I Level Up? 
This section is really for your DM. You might notice something missing from the adventurer class description 

below: a level chart. That’s because the adventurer only has 1 level. When this character levels up, they should 

be comfortable enough with the game to confidently choose one of the game’s real classes. At that point, they 

become a 2nd level character with whatever classes they want. You should work with the player, asking them 

what parts of the adventurer they particularly liked and point them toward classes that really focus on those 

abilities. They should be able to change anything else they want, too, such as choosing a race, picking new 

feats, getting traits if they’re allowed in the game, etc.  



Filling Out the Character Sheet 
At the end of this guide, you’ll find a character sheet, but there are a few mechanical decisions you need to 

make first. These will determine what your character is best at, but don’t worry! There are no wrong answers 

here and you’ll get a chance to change it all later. 

Ability Scores 
Your character has six ability scores that measure their basic aptitudes: strength, dexterity, constitution, 

intelligence, wisdom, and charisma. They are rated from 3 to 18, with an average score being 10 or 11. 

Assign the following numbers to your ability scores however you like: 16, 14, 14, 12, 10, and 8. 

Ability Modifiers 
The most important part about ability scores is the modifiers they translate into. These are the actual 

numbers that get used throughout the game. Whenever you see “mod” asked for, this is the number 

you should use. Your 16 has a mod of +3, 14 is +2, 12 is +1, 10 is +0, and 8 is -1. 

Feats 
You begin with two of the following feats: 

Dodge: Add a +1 dodge bonus to your AC. You’re harder for enemies to hit. 

Improved Initiative: Add a +4 bonus to your initiative. You get to act earlier in combat. 

Fleet: Add +5 to your speed. You move a little faster. 

Toughness: Add +3 to your maximum hit points. You can take more damage. 

Skill Focus: Add +3 to one of your skills. You’re really good at one skill. 

Filling Out the Character Sheet 
While this looks like a lot to digest, you really only need a small portion of the character sheet at a time. Let’s 

go through the character sheet from top to bottom but save skills for last. 

• In the top section, fill in your character’s name and physical features. Ignore alignment, deity, and 

homeland for now unless your GM instructs you otherwise. Your character level is Adventurer 1, your 

race is Human, and your size is Medium. 

 

• Fill in your ability scores and ability modifiers, ignoring the temp adjustments and modifiers for now. 

 

• Your total hit points are 8 + your Con mod. Add 3 to this if you chose the Toughness feat. 

 

• Your speed is 30. Add 5 to this if you chose the Fleet feat. 

 

• Your initiative is equal to your Dex mod. Add 4 to this if you chose the Improved Initiative feat. 

 

• Put your armor bonus of 3, shield bonus of 1, and Dex mod into the armor class section and total it up. 

Add 1 as a misc modifier if you chose the Dodge feat. Your touch AC is just your Dex mod + 10 and, if 

you chose it, 1 from the Dodge feat. Your flat-footed AC is just your armor and shield bonuses +10. 

 

• Your base attack bonus is +1. 

 



• You have no spell resistance, so leave that part blank. 

 

• Your combat maneuver bonus (“CMB”) is what you use for special attacks like grappling, and your 

combat maneuver defense (“CMD”) is what you use to defend against attacks like that. Your size bonus 

is +0. 

 

• Your longsword has the following stats: attack bonus is 1 + your Str mod, critical is 19-20 / x2, type is S, 

and damage is 1d8 + your Str mod. Leave the rest blank. 

 

• Your shortbow has the following stats: attack bonus is 1 + your Dex mod, critical is 20 / x3, type is P, 

range is 60, ammunition is 20, and damage is 1d6. 

 

• You have a number of skill ranks to assign equal to 4 + your Int mod. Put 1 rank in any of your class 

skills, then add 3 as a misc bonus for each one you selected. If you chose the Skill Focus feat, add 3 to 

any one skill you want. Finally, subtract 2 from any skill that relies on Str or Dex; this is because of the 

armor and shield you’re wearing. Total up the bonuses in the left column. 

On to the Second Page 
You can leave most of this page blank, but there are a few bits you might need. 

• The top section lets you fill in all the details of your armor and shield. Your studded leather has the 

following stats: bonus is +3, type is light, check penalty is -1, spell failure is 15%, and weight is 20 lbs. 

Your light wooden shield has the following stats: bonus is +1, type is shield, check penalty is -1, spell 

failure is 5%, and weight is 5 lbs. 

 

• You know 3/3 spells. Only fill in the spell save DC for 0-level with 10 + your Cha mod. You have 3/3 

spells per day, meaning you can memorize 3 arcane and 3 divine spells. On the lists below, write down 

your spells: create water, detect magic, light, mage hand, ray of frost, and stabilize. These are all very 

simple spells that pretty much do what you think they do, but it’s still worth reading up on them. 

 

• For gear, all you have is a pathfinder’s kit, which weighs 22 lbs. and includes a backpack, bedroll, belt 

pouch, clay mug, dagger, two fishhooks, flight and steel, sewing needle, signal whistle, 50 feet of string, 

50 feet of thread, a waterskin, a week’s worth of trail rations, and a whetstone. 

 

• In the feats section, write down the two feats you selected. 

 

• Your special abilities are: Beginner’s Luck, Minor Magic, and Second Wind. 

 

• Leave the domains/specialty school section blank. 

 

• In the money section, write the amount of gold you roll next to GP. 

 

• You have no experience points yet, but once you reach 1,000 you’ll be ready to level up. At that point, 

you must choose one of the game’s real classes. Be sure to experiment with a lot of different things so 

you get a better idea of what you enjoy. Swing your sword, shoot some arrows, use your skills, and cast 

both kinds of spells!  



Adventurer 
There’s a whole world out there just waiting for someone to explore it, discover its secrets, and 

overcome its challenges. After saving up enough gold to buy some sturdy equipment, you set off in 

search of adventure!  

Role: As an adventurer, you have a very diverse skill set, giving you the ability to overcome a lot of 

different challenges. While other classes like fighters and wizards might be more specialized in their 

areas of expertise, your versatility is unmatched. You can use most weapons and armor, have a lot of 

skills to choose from, and can even cast a few minor spells. 

Alignment: Any 

Hit Die: d8 (you begin play with 8 + Con modifier hit points). 

Starting Wealth: 3d6 gp (average 11 gp). In addition, you begin play with a longsword, shortbow, 20 

arrows, light wooden shield, suit of studded leather armor, and a pathfinder's kit. 

Class Skills: Your skills are Climb (Str), Diplomacy (Cha), Heal (Wis), Perception (Wis), Sense Motive 

(Wis), Spellcraft (Int), Stealth (Dex), Survival (Wis), and Swim (Str). 

Skill Ranks Per Level: 4 + Int modifier. 

Base Attack Bonus: +1 

Fortitude Saving Throw: +1 

Reflex Saving Throw: +1 

Will Saving Throw: +1 

Weapon and Armor Proficiency: You are proficient with all simple and martial weapons, light and 

medium armor, and shields (except tower shields). You can cast adventurer spells in light armor 

without incurring the normal arcane spell failure chance. 

Special: Beginner’s Luck, Minor Magic, and Second Wind. 

Beginner’s Luck 

Once per day, you may reroll any roll you just made before the results of the roll are revealed. You 

must take the result of the reroll, even if it's worse than the original roll. 

Minor Magic  

You know three cantrips (0-level arcane spells):, detect magic, mage hand, and ray of frost. You also 

know three orisons (0-level divine spells): create water, light, and stabilize. These spells are cast like 

any other spell, but they are not expended when cast and may be used again. The Difficulty Class (DC) 

for a saving throw against your spells is 10 + the spell level + your Charisma modifier. 

Second Wind  

Once per day, when reduced to 0 or fewer hit points, you are instantly healed for 1d6 + Con modifier 

hit points.  



 



 


