














COMMON ARMOR, WEAPON, AND SHIELD HARDNESS AND SIZE AND ARMOR CLASS OF OBJECTS (PH PAGE 166)
HIT POINTS (PH PAGE 166)
s 1dl

Di

age g door) 2 ;

OB]ECT HARDNESS AND HIT POINTS (PH PAGE 166)
Hardness t Po. Break DC

mple wooden door

Light steel shield

Tower shield - ) ew stne 3 ft thck
1 Each +1 enhancement bonus adds +2 to hardness and +10 to hit points. -

2 The hp value given is for Medium armor, weapons, and shields. Divide by 2 for each size
category of the item smaller than Medium, or multiply it by 2 for each size category larger
than Medium.

anacles

3 Varies by material; see Substance Hardness and Hit Points, below. Iron door (2 in. thick)

¢ ©  SUBSTANCE HARDNESS AND HIT POINTS (PHPAGE 166)  WALLS (bMG PAGE 60)
E § g § Subutance Hardness Hit Points Typical Break Hit Climb
g §§ ] . Wall Type Thick: i
L :
Beey ¢
£8<s 2
§’ 52 &
223
555§
g E_E c
35806 & Adamantine 20 40/inch of thickness T - :
DCs TO BREAK OR BURST ITEMS AFFECTED BY i Bex 10-foot-by-10-foct section. "
ITEMS (PH PAGE 166) MAGICAL ATTACKS (PH PAGE 177) 2 These mo&?l.ﬁers can b-e apl-ahcd to 'any o tl.le other wall types.
s h Check DC 3 Or an additional 50 hit points, whichever is greater.

DOORS (DMG PAGE 61)
Typical Hit Break DC
Door Type Thickness Hardness Points Stuck Locked

Good woden

10th Anything else Prtcullis wooden

1 In order of most likely to least likely to be
1 . v affected.
Ammé lock +10 ‘ 2 If wearer rolls a natural 1 on the save, roll .
1 If both apply, use the larger number. randomly among the 4 objects most likely to 1 D to lift. Use appropriate oo igure for b;'eking

be affected.



TURNING UNDEAD (PH PAGE 159) ATTACK ROLL MODIFIERS (PH PAGE 151)

Turning Check Most Powerful Undead Attackeris... ) o Melee Ranged
Result (d20 +’Cha) Affected (Maximum Hit Dice) Dazzled ’ ‘ . A o
0 or lower . . Cleric’s level — 4 Entangled ) 2! 2!
1-3 ~ Cleric’s level — 3 Flanking defender ’ , A -
4-6 . . Cleric’s level — 2 Invisible ) +22 +22
7-9 ) Cleric’s level — 1 On higher ground , 4 +0
. 1M2 0 . i ‘ ~ Cleric’s level . Prone —4 ) 3
1315 , Cleric’s level + 1 Shaken or frightened ‘ -2 .
i 3 . . L  Cleric’s level + 2 . Squeezing through a space —4 —4
19-21 Cleric’s level + 3 ) 1 An entangled character also takes a —4 penalty to Dexterity, which may :
B htgber‘ e , ' ckﬁc',; level + 4 affect his attack roll. . . .
2 The defender loses any Dexterity bonus to AC. This bonus doesn’t apply | When a thrown weapon misses, ro avd relbavto thls dxagram ﬁ

if the target is blinded. to determine where the weapon lands. /
3 Most ranged weapons can’t be used while the attacker is prone, but you :
can use a crossbow or shuriken while prone at no penalty.
CLIMB CHECK DCS (PH PAGE 69)
Cllmb DC Example Surface or Activity

ARMOR CLASS MODIFIERS (PH PAGE 151) o 5"A,s§apatw steep. mmlkup, orakmted rope with awail

Defender is Melee . Ranged . . tobrace against. .
. . L ’: *4 . ‘ . “ 5 A rope with a wall to brace against, or a knotted rope, or a
DRAGONMARKS (ECS PAGE 63) Bli;{dgd B . 2! R 7-21 » __rope affected by the rope trick spell

Race ‘I nfluence A surface mth le

o hold onto and stand on, smzh asa

Wan‘xmg Cuild

i ion alf-elf . Jvmraugh‘mil or aship’s rigging.
Finding Tharashk Half-ore, Finders Guild Cowermg 2 ) 15 Any surface with adequate handholds and footholds
Emng]mi ' . 4@3 . ”4»’@1‘1 . (natural or artificial), such as a very rough natural rock
Flat-footed +0! +0! ) surface or a tree, or an unknotted rope, or pulling

(such as surPrlsed balancmg, cllmbmg) B . ) ) yourself up when danglmg by your hands.
@rﬂp@liag (but attacker is not) . : ~ An uneven aurﬁm with some narrow handholds and
Helpless —4* +0* ~ footholds, such as a typical wall in a dungeon or ruins.
__Aroughs surface such as a natural rock wall or a brick wall.
~ An overhang or ceiling with handholds but no footholds.

—4+ . \+0‘f _— - A perfectly smooth flat, vertical surface cannot be chmbed

Passage

LISTEN CHECK DCS (PH PAGE 78)
Listen DC’ ‘Sound

Sentinel Deneith Human Blademarks Gmld
ders Guild

1 The defender léses any Dext;rity bonus to AC. .
. People talklng
~ Aperson in medium armor walking at a slow pace

~ (10-ft./round) trying not to make any noise.

2 An entangled character takes a —4 penalty to Dexterity.

3 Roll randomly to see which grappling combatant you strike. That
defender loses any Dexterity bonus to AC.

’ — i .~ kai ! d . 4 Treat the defender’s Dexterity as 0 (~5 modifier). Rogues can sneak 10 An unarmored person walking at a slow pace
Warding Kundarak Dwarf Banklng Guxld attack helpless or pinned defenders. See also Helpless Defenders, Player’s o (15-ft./round) trying not to make any noise
Warding Guild Handbook page 153. B ‘ ,1& Lst-level rogue using Move Sﬂem}y to sneak past the
. listener
TR T o A A, T W R W OO o TN oS M I M S et W D PeOPlE whispering
i A cat stalking
INFLUENCING NPC ATTITUDES (PH PAGE 72) Attitude  Means Possible Actions 30 An owl gliding in for a kill
Initial —— New Attitude (DC to achieve) ———— Hostile Will take risks to hurtyou  Attack, interfere, berate, flee 1 If you beat the DC by 10 or more, you can make out what’s being said,
Attitude Hostile Unfriendly Indifferent Friendly Helpful Unfriendly ~ Wishes you ill Mislead, gossip, avoid, watch assuming that you understand the language.
Hostile Lessthan20 20 25 35 % suspiciously, insult

Helpful = = —  Lessthanl 1 Helpful Will take risks to help you  Protect, back up, heal, aid

Unfriendly  Less than 5 5 15 25 40 Indifferent  Doesn’t much care Socially expected interaction L o
Indifferent — Less than 1 1 15 30 Friendly Wishes you well Chat, advise, offer limited )
Friendly — — Less than 1 1 20 help, advocate J L
é“ \ }—mﬂ"
AN\ Ul




ACTIONS (PH PAGE 141) ACTIONS (CONTINUED) SKILLS (PH PAGE 63)

Attack of Attack of Armor Check Attack of
Action Type Opportunity Action p i

Prepare spell components

Activate ring, rod, tf, Wld

ldll‘d

ithdnw » R ) Ful-rond ’

Fight defensivel R - e F TEE No.

Ful-round ‘

CONCENTRATION CHECK DCS (pPH PAGE 70)

Concentration DC__ Distraction

Use Rpc (x)

Full-round ’ ( .
‘ 10 + half of continuous
damage last dealt

Taking continuous damage during the action.

Fllroud o MONTHS OF THE YEAR (Ecs PAGE 130)

Lck o unlock a weapon
in a locked gauntlet

Mount a creature or dismount Nymm Early summer Vult Early winter

Move moe han ft Weathe is wind-driven hail, dust, or debris

DAYS OF THE WEEK

Overrn - . o Stnard - N Sul Mol Zol Wir Zor Far Sar



MOVEMENT AND DISTANCE (PH PAGE 162) HAMPERED MOVEMENT (PH PAGE 163)

Additional

ement Cost

Impassable Floo;—té—celllng w’alll,A(;lo‘sed door, ’

blocked passage

1 May require a skill check.

ARMORED/ENCUMBERED SPEEDS
Base S

1 Tactical movement is often measured in squares on the battle gria Qa square = 5 ft.) rather than feet. 80 50
See Player’s Handbook page 147 for more information on tactical movement in combat. i

.
1 Such as when wearing medium or heavy armor, or when carrying a

MAXIMUM DISTANCE FOR SPOT CHECKS medium or heavy load.
Terrain i __ DETECT MAGIC (pH PAGE 219)

- Aura Power
Moderate

Stron,

Overwhelmixm

Magic item (cast;r level) 5th or lower 6th—11th 12th—20th 21st+ (artifact)

DETECT EVIL (PH PAGE 219)

Aura Power

Creature/Object

e oy
1 Except for undead and outsiders, which have their own entries on the table.

: . 2 Some characters who are not clerics may radiate an aura of equivalent power. The class description will indicate
Murky water 1d8 x 10 ft. whether this applies.

m——-mm
LIGHT SOURCES AND ILLUMINATION (PH PAGE 165)
b

ec Duration

PRI R TE
10 min.
1 A candle does not provide bright illumination, only shadowy illumination.

2 A bullseye lantern illuminates a cone, not a radius.
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THE EBERRON DM S BEST FRIEND

Behind this sturdy four panel screen you control your Eber‘ron campmgn
e Thls invaluable game aid helps you conceal notes, miniatures, and other. surpnses

from your players’ eyes. The landscape format makes it easier.for you to see, the _ ¥ T
. game in front, of your screen while maximizing the space you have behind it. - ks ’13,

In addition to prowdmg useful tables from the P@'ersHandbook and Dungeon Master’s A "7 ,
== Guide, this deluxe screen provides information of particular interest to Eberron - ‘.,' Ok B ¢ 5 :-j
DMs 1nclud1ng a llst of dragonmarked houses and gullds and an Eberron calendar . r"? L2
e f : s ’ )
Fi Thls product also mcludes a detalled poster map of the contment of Khorvaire s - m_s.: R’ ‘c‘ "Q-é
the point of origin for most Eberron campaigns. This comprehenswe and rlchly LG22 'tz—":" ';'.,
detalled poster map mcludes political borders, settlements, roads, llghtnmg rall ; o
*‘routes, and never- before -seen sites for adventurers to explore : 2 ﬂi/@

A

St g

9‘ . k4
p—— ‘L _\~. K ‘.‘.-:w' - -"E :
Q'-Q' L—*r"':l‘: ~.-i‘ :

ISBN 0-7 % - To use this accessory, a Dungeon Master also . g
l | [ 'i = B needs the Player’s Handbook™, Dungeon Master’s; s ’R‘?’
m __‘-'- g I' '_“ ! L

|H ” S Guide™, and EBERRON® Campmgn Settmg —

QU7 807 9 :.)Ub g .“"‘__';:___
Sug. Retail U.S. $14.95 Printed if the U.S.A: Visitiour website atiwww.wizarde com/eberron





