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[ — SETTING A DC TrAcCKING DCs TRAVEL PACE COVER FoobD, DRINK, AND LODGING
Lonc jU MP V‘ d—._ 1] ' Difﬁculty DC Ground Surface DC Distance Traveled per ... Cover Effect Item Cost
Move 10+ feet, and jump a number of feet up to your Strength q BLINDED q IRvisiBiE PRONE Very easy 5 Soft surface such as snow 10 Pace Minute Hour  Day Effect Half cover +2 bonus to AC and Dexterity saving tk Ale :
; . Wh ake a standing | j : I | Gy o : . : Eas 10 Dirt r 15 : : e = o R — T 1 : %"" :fs. =
LiNE CONE score. W/ ?n JOLAKE 2 S EOCING U U oL CariSa mgi « A blinded creature can't see and automatically fails « An invisible creature is impossible to see without the aid + A prone creature's only movement option is to crawl, unless A e Fast 400 feet 4 miles 30 miles -5 p_ena!t_y to passive ggainsta_ttacks nd effects th : .__G._a_llon 2'sp
half that distance Y ; Y Moderate 15 Bare stone 20 Jisd SE o th side Mu 4 ¢cp
: any ability check that requires sight. of magic or a special sense. For the purpose of hiding, it stands up and thereby ends the condition. . - Wisdom (Perception) scores HISIOPPOSILE 1GH (=N . Mug, . : 4cp
o o ki ]UM B R _ 3 4 ; the creature is heavily obscured.The creature’s location oo L - Hard 20 Each day since the creature passed +5 Normal 300 feet 3 miles 24 miles — Three-quarters  +5 bonus to AC and Dexterity saving throws Banquet (per person) 10 gp
$ tt;Ch [PES againatine E“‘-‘EIT“’;-‘ 9‘-’;_3 c‘l"a”tage- can be detected by any roise it makes or any » Thecreaturgnasdisadvantage on auack rolls, Very hard 25 Creature left a trail such as blood -5 Slow  200feet 2miles 18 miles Ableto use stealth cover against attacks and effects that originate on ‘Bread, loaf 2¢cp
Move 10+ feet, and jump a number of feet equal to 3 + your and the creature's attack rolls have disadvantage. e P - An attack roll against the creature has advantage if the Nearly impossible 30 : the opposite side of the cover Cheese, hunk 1sp
Strength modifier. When_you make a standing high jump, you < Kitack rolls againstthe credture have et attacker is within 5 feet of the creature. Otherwise, SERVICES Total cover Can't be targeted directly by an attack or a spell Inn stay (per day)
Car it only bl that distance CHARMED the attack roll has disadvantage. . :
jump only . , disadvantage, and the creature’s attack rolls DAMAGE BY LEVEL AND SEVERITY Service Pay Squalid 7cp
» A charmed creature can't attack the charmer or target the have advantage Coach cab LiGHT Poor 1sp
SUFFOCATING charmer with harmful abilities or magical effects p R Level Setback Dangerous Deadly : = sy =
. ESTRAINED i i i i i
. B Between towns 3 cp per mile Source Bright Light Dim Light Duration Modest 5sp
AcTIONS IN COMBAT You can hold your breath for a number of minutes equal to 1 + - The charmer has advantage on any ability check to interact PARALYZED + Avrestrained creature’s speed becomes 0, and it can’t A I 200 Gl Within a city 1cp Candle 5t 5t 1 hour ComRTEbE 8sp
your Constitution modifier (minimum of 30 seconds). socially with the creature. A paralpzed creature s iapacitated benefit from any bonus to its speed. 151—1;36 2:‘13 ‘Ld;% :g:]g Hireling i 5 T € hoie Wealthy e 3 I‘g‘p
ATTACK HipE if you run out of breath or you're chokmg; yolu can su.r\.rwe (see the condition) and can’t move or speak. « Attack rolls against the creature have advantage, and the 17-20 10d10 18410 24d10 Skilled 2 gp per day Lantern, bullseye 60 ft. cone + 60 ft. 6 hours Aristocratic 4gp
You make a melee or ranged weapon attack. You make a Dexterity (Stealth) check in an attempt for a number of rounds equal to your Constitution modifier DEAFENED  The ereumire dutsmaticallvdiils Seeangthumd ' creature’s attack rolls have disadvantage. Untrained 2 sp per day Lantern, hooded 30 ft. +30 ft. 6 hours Meals (per day)
CAST A SPELL Ertreceme hideen=iiseed Bt dnheacd: (mén:num. o rodund]';.t e Stjrt cfyou,r e tu;n YOL_J G '3 cJ:eaFenledI;crt;altIure canbt‘li.'!tearhancll( h Dexterity saving throws. I | + The creature has disadvantage on Dexterity saving throws. Messenger 2 cp per mile Lowered hood = +5ft. i Squalid 3cp
_ . " to |t'p‘omts anl are dying, and you clan t regain hit points or au olmahca y fails any ability chec that i ! OsjecT HIT POINTS Road or gate toll 1cp Torch 20 ft. + 20 ft. 1 hour Poor 6cp
You cast a cantrip or a spell of 1st level or higher. EADY be stabilized until you can breathe again. requires hearing. + Attack rolls against the creature S Ship’s passage 1 sp per mile ‘Modest 3sp
See the spell’s casting time. You wait for a particular circumstance before you have advantage. T:':NEDd . o Rated Sos Fragie Re;ilient " - .I_C“;;r.lfbrfable SI sp
act, which lets you act using your reaction before CONCENTRATION FRIGHTENED « Any attack that hits the creature is a critical i u_n_ne crealture SINCIPRCRIRR (a0 e - Tiny (bottle, lock) 2 (1d4) 5 (2d4) OBSCURED AREAS Wealthy 8sp
ASH s T . W e A . 1 o T ' y ! Libih) !
Das condition), can't move, and can speak only falteringly Srnailitchest ot 3 (1d6 10 (3d6 P
the start of your next turn. You must decide in If a spell must be maintained with concentration, its description « A frightened creature has disadvantage on hit if the attacker is within 5 feet of the creature. mall (chest, lute) (1d6) (3d6) ] i
_ y p P g g ; ; ;" . : _ Obscureness Effect Examples Aristocratic 2gp
You gain extra movement equal to your speed (plus advance (a) what perceivable circumstance will specifies how long you can concentrate on it. You can end ability checks and attack rolls while » The creature automatically fails Strength and Medii;(barel, chandelier) 4\(18) 18 (4d8) Lightl Creatures have disadvant. Dim light, patchy fog Meat, chunk 3 sp
any modifiers) for the current turn. trigger your reaction and (b) the action you will take concentration at any time (no action required). The following the source of its fear is within line PETRIFIED Dexterity saving throws. Large (cart, 10-ft.-by-10-ft. window) 5 (1d10) 27 (5d10) ol)g;jcu}fred on Wisdom (Perception) = mdeik"filiage ¥ Wi;'.'é” :
: : s f sight. : : - i ] : % 3
in response to that trigger. factors can break your concentration: ghsiE - A petrified creature is transformed, along with an « Attack rolls against the creature have advantage. 5 Common (pitch 25y
DISENGAGE ' Y checks that rely on sight. Common (pitcher) sp
If you ready a spell, it must have a casting time of : : « The creature can't willingly move nonmagical object it is wearing or carrying, into a : e S ra i
Yourmovement doesnit provoka opporiuniiy 1 action, and you must concentrate on it until you o SR SR Tedhles pReerraon closer to the source of itgs ?EB( solid 'manimate! substance (usﬁaily stoze}?its weight UNconsclous OB’ECT ArRMOR CLAss Hbeawly o VISIO:FIS I?lorsz.j' Zredatures Eark;ess, c;plaque e
, : - : . ; : : obscure are effectively blinded. og, dense foliage
attacks for the rest of the turn. e sa ik You tsksdamage. Succeed on a Constiition saving throw to increases by a factor of ten, and it ceases aging. - An unconscious creature is incapacitated (see the condition), Substance AC Substance AC 2 :
maintain your concentration, with a DC equal to 10 or half the - . ) z : : :
DoODGE - ik aiale B G ovar bumbser is igher GRAPPLED « The creatureis mcakpam':ted (see the ;:‘ondltlon). can't move or speak, and is unaware of its surroundings. Efoth,lpa;l:er. ni':pe :; :‘on!; stleei 19 ENCOUNTER DISTANCE
: « A grappled creature's speed can't move or speak, and is unaware of its s Th it : : rystal, glass, ice ithra 21 i :
Until the start of your next turn, any attack roll " o s : . e creature drops whatever it's holding and falls prone. Terrain Encounter Distance
. Y d y‘ You make a Wisdom (Perception) check or an «» You're incapacitated or killed. Becarmae 0. anY it can b Banahit surroundings. g P Wood bone 15 Hdavante 27 B : -
made against you has disadvantage if you can see Intelligence (Investigation) check to find something. You' e nedb di ; h famde bonokio hs sossd . « The creature automatically fails Strength and Dexterity S Arctic, desert, farmland, or grassland 6d6 x 10 feet
ihe allacher dnd you chake Dexterity savfr‘lg o « You're overw, e I’jl"le y an enormous distraction, SI.I.C a‘.S y P - « Attack rolls agajnst the creature have advantage‘ saving throws. tone 17 Forest, swamp, or woodland 2d8 x 10 feet
b udvaniatn: Vo [55e thie BERESISE U M I a wave crashing into you. Succeed on a DC 10 Constitution « The condition ends if the - : Hills or wastelands 2d10 x 10 feet
with advaniage, You lose this Denemt it you are SE A MAGIC/ITEM saving throw to maintain your concentration. grappler is incapacitated + The creature automatically fails Strength and « Attack rolls against the creature have advantage. el : 2d6 'IOIf :
incapacitated or if your speed drops to 0. v ic itemn that requires tion i Dexterity saving throws. ungle % 10 feet
_tGU use a magic item that requires your action for (see the condition). . = Any attack that hits the creature is a critical hit if the SKILLS AND ASSOCIATED ABILITIES Mountains. 4d10 x 10 feet
HeLp FESREESD o e ondition sliaends iEan sscs » The creature has resistance to all damage. attacker is within 5 feet of the creature. Skill Ability Skill Ability
You help one creature with a task, giving that Use AN OBJECT ( THINGS You CAN Do oN YOUR TURN removes the grappled creature from the » The creature is immune to poison and disease, EXHAUSTION Acrobatics Dexterity Medicine Wisdom Audible Distance
AT R Y T 1 - keach of thik stapbler ot Eapbling eRect. although a poison or disease already in its Animal Handling Wisdom Nature Intelligence Trying to be quiet 2d6 x 5 feet
g y You use an object, other than a magic item, that . Move up to your speed grapp glapping : . | Effec -
makes for that task. Or you distract one creature requires your action for its use 2 ' such as when a creature is hurled away by system is suspended, not neutralized. Level Effect Arcana Intelligence Perception Wisdom Normal noise level _2d5 x 10 feet
within 5 feet of you, and the next attack roll that « Take one action. the thunderwave spell. 1 Disadvantage on ability checks Athletics Strength Performance Charisma Very loud 2d6 x 50 feet Tiny
an ally of yours makes against that creature has USE A SPECIAL ABILITY « Communicate with speech, gestures, or both. PoiSoNES ; ;pee: el ey h £ e ] ETTRIRGI0N Chatlsma Visibility Outdoors
; s INCAPACITATED » A poisoned creature has disadvantage on attack isadvantage on attack rolls and saving throws Hist Intelli Religi Intelli
aduan_tage, _ You i class &I"at”re or other special ability that » Interact with one object or feature of the environment as you | y : . rolFI,s anel ability chegls 8 4. it Bint madimy i halved . ’ . (:: \;.edngence Sie fg;:n — [:te s : Clear day, no obstructions 2 miles
Whichever option you choose, the advantage requires your action for its use. move or take your action. To interact with a second object, « An |nca?ac1tated creature can't take actions : 1, Bl "s_lg 5o Is _om eight of Han ex-terft_y Rain Tl
goes away once used or when your next turn starts. ( take the Use an Object action. orreachiugs. 6 Death :::::LI aattr.on 'CI:a;'Ilvsma :t?al.thl DE:X::'NtY 1 Fog 100 to 300 feet
- e estigation ntelligence urviva Wisdom ! From a height % 20




MasTER THE GAME!

This durable, four-panel Dungeon Master's
screen features a panoramic vision of a poor soul
borne aloft by an ancient red dragon. The inside
of this revised screen features rules references
requested by D&D® fans.

+ The screen’s landscape orientation allows
the Dungeon Master® to easily see beyond the
screen and reach over, even as it keeps die rolls
and notes hidden from players.

- It also provides an at-a-glance reference
for the most relevant and often-used game
information, equipping Dungeon Masters of all
skill levels with essential support.

- It is an excellent resource for Dungeons

Masters to facilitate inspired adventures and an
engaging play experience.

For use with the fifth edition
Player’s Handbook®, Monster Manual®, and
Dungeon Master’s Guide®
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