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BarLaNceE Crece DCs

Surface DC Surfacs oC
712 nches wide 10 Uneven floar 10
Z-B imches wide (] Surface angled 5=
Less than 2 inches wide 20 Suffac= slippery =5
*Chirrndlative: (T both apply, dse buth
Biurr CHECk DCs

Example Cireumstances Sense Motive Modifisr
Thetarget wants ta helieve you. -5
The bluffis believable and doesn't affect the target much et

The bluff is a litthe hard to believe or puts the target at some risk: +5
The bluff is hard to believe or entalls 4 'asge risk for the target. + 10
The bluff is way out thers; it's almost tea |neredible to consider, +20

Cuiwe CHECk DCs

DC Exampla 'Wall or Surface
0 Aslope taa steep to walk up. A knotted rope with a wall
brace apainst.
5 A rope with & wall to brace agaipst, ora kernfted rope, ora
rape created by the rope trck spell
] A surface with ledges to hold op to and stand on, such as 2
very rough wall ara ship's rigging:
|5 Any surface wilh adequate handholds and footholds [ratisral
or arh:ﬁnalj_ sich A% 4 VErY ruugh natural rock surface or &
bree, An unlnobied repe.
0 Ao uneven surface with some narrow handholds and
foctholds, such as o typical wall in 2 dungeon or rulms.
25 A reiagh surfece, such as a natural roeck wall er a brick wall.
25 Overhang ar ceiling with handholds but ne foctholds.
s & perfectly smooth, fiat, vertical surtace cannot be climbed.

-10=  Climbing & chimmey (artificial o fatural) or other locabion
where one can brace dgalnst two opposite walls (reduces DC
by 100

~%=  Climbing a corner where you can brace against perpendicular
walls (reduces DC by 5).

F5%  Surface s slippery (Increeses OC by 5),
iThese modifiers are cumilative; dse any that apply

ConNceNTRATION CHECKk DCs

o Distraction
10+ damege deait Injury or failed saving throw dunng the
—spel| leve| casting ol a spell (far spells with a casting
time wf | full wuind or more) or |njury by an
allack ol ppportunity or readied attack
rinde in response 1o the spell belng cast (fer
spells with a casting time of T actien),
104 half of cartinueus Suffering continuous damage {such 2s
damage last deall fram Melfs ooid arow).
+ spell level
10+ damage dealt Damaged by spell
+ spel| level
Distracting speil’s Distracted by nondamaging spell. [If the
save DC + spell level  spell allows nie save, use the save DL b
walld have if it did allow a save.)
Grappling or pinned. {Can only cast speils
withaut samatic compaonents aml whose
material compenent is in hand,)
16 + spell level Vigaraus motion (on # maving mount,
bouncy wagon ride, small boat in rough
water, belowdecks in & storm-tossed ship).
Yiolent molion [galloping harse, very rough
wagon ride, sirall hoat in rapids, on deck of
storm-lossed ship).

Alfected by eorthquake spell.

20 4 spell |avel

15 + spel leva!

20+ spell level

ConcenTraTiON CHECk DCs (conT.)

DC Distraction

54 spell lever Weather is & high wind carrying blinding rain
or sleet
Wesather is wind-driven hail, dust, or debris.
Weather caused by speil, such as somm of
wemgeanice {same as distraceed by
nnndarrlagmg EFH!”_I

10 + spell |evel
Distracting spetl's
save DC + spell lovel

15 + spell fevel Casting defensively (so as not to provake:
attacks of opportunity).
15 Caster entangied by ammate mpe spell,

camimand plants spell, contral plants spell,
entangle spell, imare spel|, pet, or tanglefoat

bag.
DisasLe Device CHeck DCs
Device Time Dee  Example
Simple 1 round 10 jam s lack
Tricky  lddrounds 15 Sabotage= wagon wheel
Difficult 2d4 rolinds 20 Disarry a trap, resel @ Irap
Wicked 2d4rounds 25 Disarma complex trap, cleverty
saboluge a clockwork device

*t the character artempts to leave betine po teaceof the mmperdng,
add 5ta the DC

Escare ArTIST CHECKk DCs

Restraint o
Ropes Binder's Us= Rope check at +20
Med, amimate rope spedl, 10

cormmund plons spell,
|:.4:.|rrI!|"g;l|l f.liﬁrfli SPEH.
i Ertangle spel[

Share spedl 3

Manacles 30

Tight space 0

Masterwark maracles 35

Grappler Grappler's grapple check

Listen CHeck DCs
DC Sound
0 Peaple wlking

5 A person in medwm armer walking at a slow pace (10 ./

reund) trying not (o make nolse.

10 An unarmored person walking at & slow pace (15 fround)
trying mot Lo make any noise

15 A ist-lovel rogue using Mave Silenely within 10 ft. of the listaner

25 A cat stalhing

30 An owl glding in far a kil

+1 Per 10 R, fram the listeper

+5  Through o door

115 Throwugh 3 stone wall

Opren Lock CHeck DCs

Lack £ Leck DC

Nery simple lack 20 ‘Cood lock Eli]

Average lock p -] Amazing lock 40

SearcH CHeck DCs

Task oC

Ransack a chest full of junk to find 4 certain irem [}

Matice a typical secret door or 3 wmple frap 20

Find & difficult nonmagical trap nor of stune (rogue only)* 204

Find a magic trap {rogue only)* 254
spell level used 1o crears

Matice & well-hidden secret daar 0

=Even dwarves wha are not sogues can use Search to de this jf the
trap is bullt into or aut of stone.



PH Taste 8=1: FuNDaAMENTAL ACTIONS IN COMBAT

Attack of
Action Mave Opportunity™
Attack Actions
Attack [melee) Yes Na
Attack (ranged) Yes Yes
Attack (urarmed) Yes IMaybe
Charge x2 (special)t Na
Full attack 5t step Nao
Magic Actioris
Cast & spell
1-action spell e Yes
Full-raund spell 5-fi, step Yes
Concerilrale bo maintain Yes No
Activate magic (ferm Tes Majhe
I wpectal ubiliny
Lse <pelilike ahility Usualky*# Tas
Use supernataral abilitg  Usaally®= No
Use extracrdinary abilityty Usually** No
Maovement-Only Actions
Diouble move oy} taybe
Run il Yes.
Miscallansous Actions Maybe Maybe

=2iYou can move Twice your ngrmal speed
wdi¥ou can move guadruple your nasmal speed
# Regardless of the action, if you move within or out of a threatened
ares, you usually provoke an attack of oppartunity. This colurmn
[ndicates whether the action itself not moving, provokes an attack
ol vpperturmly.

e can move unless (he action is defined as 3 full-round action, in

whirli cwse your normally-get a 5-foot step.

Tk ey e it Twice your normal speed, but orly befara the
Wttack. =t after, You must move at least 10 feat, and the entire
imeve must be in-a straight line.

TiMest extraorainary abilities aren't actions, This applies te [hose
that are

PH TagLe 8—8: Attack RoLL MoDIFIERS

Circumstance Melee Ranged
Attacker flanking defender= +2 -
Attacker on higher ground +1 +0
Aftacker prone - A
Attacker invisible +27 & 11
Deferider sifling or kneeling iy 3y
Defender pone +4 —
Defender stunned, cowering, or off balance  +27 27
Defender clirmbing {cannat use shield) +2t <21
Defender surprized or flat-footed +01 <
Defender ruining +0 2
Defender grappling [attacker not) + 1t
Detender pinned 4 &1
Defender has cover ——— See Caver

Defender concealed ar invisible ——See Conesalment ——
Defender helpless - See Helpless Defanders —

{such as paratyzed, sleeping, or hound)

“You flank a defender when you have an ally an the opposite side of
the defender threatening him. Rogues can sneak attack defenders
that they flank.

=¥ Most ranged weapons can't be used while the attacker is prone,
but you can use 2 crossbow while prone.

| The: defender ioses any Dexterity banus 1o AC,

[ Roll sandomly ta see which grappling combatant you strike. That
deferided lpses ary Dexterity banus to AC

PH TasiLe 3=3: PARTIAL ACTIONS

Attack of

Partial Actions Move Dppertunity®
Attack Partial Actians

Attack [mielee) 5-fi. step M

Atsack (ranged) SR slep Yoz

Attack (unarmed) 5.1 step hdaybe

Partial charge Ve (special) T Me
Magic Partial Actions

Cast a spell} 5-ft. stap Yes

Activate magic ilem 5-f step Maybe

Use speciil abilityd 5-ft. step Maybe

Coricentrale to maintain a spell  5:ft. step R

Dhsmniss a spell 5ft. step Mo
WMoyerment-Only Partial Actions

Single mave Yos Mo

Pactial run #d Yes
Mizcellaneous Partial Actions =+ 3-f step Mayhe
Special Parttal Actian

Start full-round action Flis Maybe

*Megardless of the action, f you move within or cut of & threatened
area, you usually proveke an attack of opportunity. This salumn
indicates whether Lhe aclfon itself (not the moving) provokes &n
attack of opporiumnity

+You must move i1 a straight line before attacking and must mowe
at least 10 fewt,

L Unless doing 54 is a full-round action, in which case you could
starl @ [ullround action and then Tinish it the next round with a
cash aspell actlon. Spells that take longer thap 1 full round Lo cas)
Jake twice ag long to cast.

#+xThase actions an Table 8-4; Miscellaneous Actions defined s
standard ar move-eguivalent actions: Most allow a 3-fool step
though actions that are varlant charge actions fallow the move for
partial charge

PH Tasie §-5; Cover

Degree of Cover AC  Cover Reflex
Cover Example Bonus  Save Bonus
Onequarter A human standing behind +2 +1
a 3ft. fugh wall
Cire-half Flghting from attund a carmes +4 2
or & |ree; standing at an
oper windaw, behind a
creature of same size
Three:gliarters  Peering arolind & corner or a tree +7 £
Mine-tenths Standing atan arrow slit; 10 =
behind a door that's
slightly ajar
Teatal On the other side of a solid wall —

*Hall damage if save |5 failed; no damage if successful

PH TaeLe B—10: CONCEALMENT

Concealmant  Example Miss Chance
One-guarber Light fog: moderate darkness;  10%
light foliage
One-hall Blur spell, dense log al 5 7 0%
{such as obscuring mtl
Three-quirters  Dense foliage 0%
Mine-tenths Mear total darkness 0%
Total Imwizibility; attacker bling, 509
fatal darkness; and must guess
dierse fog at 10 fi. target’s location



PH TaeLE 8—4; MISCELLANEQUS ACTIONS

Attack of Attack of Attack of
Mo Action Opportunity® Standard Actions Oipportunity™ Full-Raund Actions {cont.) Opportumnity™
Delay No Resdy (Lriggers & partial action) Mg Lise touch spel| on up to Yed
Concenlrale Lu maintain or Mo sin friends
Free Actions redirect & spel| Refocus (no move) M
Casi a glickened spell MNe Disrriss & spell Mo Fecape from & net, Yes
ar feather full <pell Bid anather Mo antangle spell,
Cease tonceniratian o = spell No Bull iush (charge) M Otiluke’s freezing
Brepate spell components o Bull rush [attack) Mo sphere, éic,
o cast @ spells Thange form (shapeshifier Nia
Direct Bighy's clenched fist spll, No Lise touch spell on self No Attack of
raibow pattern spell, Escape a grapple Mo Action Type Varies Opportunity™
or shield spell Evoke sunbeam spell Ha Disarmi Yies
Attack with eyeblie spell WNa Feint No Grappled Yes
Change form (shapechange) Mt lssue command ta animated mpe  No Trip an pppunenti Ma
Dismlss tree shape spell Mo Owverrun [chargs| Ma Use featis Waries
Dirop an term M Hesl a dying friend fes
Drop to the flaar ha Light a torch with Yes *Regardless of the action, [fyou move
Speak No 1 tindertwig within or out of a threatened area, you
Make Spellcraft check Mo Use & skill that 1skes 1 action Usually ustizlly provoke an attack of opperitnily
on counterspell atempl Rebuke undead (use special ability)  Na This columi indicates whether the autinn
Turm undead |use special ability) Mo itself (not the moving] provokes an attack
Move-Equivalent Actlons Shrike & weapon (attack) ¥es of apportunity
Clirnb (one-quarier your speed) Me Stike an nhiect [actack] Maybe| | wk Unless the component is an extramely
Draw a weapont Mo Tatal defense No large or awkwaid itam [OM's call)
Sheathe & weapon Yes FIf you have a base sttack borius of +1.ar
Reacky 3 shield{ Mo Full-Round Actions highes, you can combine ene of these
Loose a shieldt Mo Clirnb [ohe-half your speed) Mo actions with = regular move IF you have
Oipen & daor Mo Lisa a skill that takes T round s ieally the Two-Weapon Fighting Feat, you can
Pick up an item Yes Coup de grace Yes draw two light or one handed weapans in
Retrieve 3 stored tem Yeru Light a torch Yes the time 1) woubd normally ke you to
Move a heavy ohject s Change form (polymorph self) Yes draw ape.
Stand up from prone Mer Extinguish flames Mo TTIfthe abject (= being held, carried, ar
Load a hand crossbow Yes Load a heavy crossbow Yes worn by & creature, yes. [Fnot, no;
Load 2 light erassbow Yes Load a repesting crosshow Yes tThese aftack fopms substitute for 2 melee
Coantrol a frightened moont s Lock or unlock weapon Yes sttack il an actian. As melee attacks,
Mount & horse ar dismount Ne in locked gaunthet they can be used once n arattack or
Direct the movement of a Me Prepare to throw ol es charge action, oneor mare times in-a full
flarming sphere spell ar Throw a two-handed weapon Yes attack action, or even as an atack af
the recipient of a lewilate spell with one hand appartunity.
Transporl (ree stride spedl) Mo 11 The description of a feat defines its effect.
PH TagLe B-7: CREATURE 5126 AND SCALE PH TapLe B-T16: TurninG UNDEAD
Creature Example Matural Turning Max HD of Turning Max HD aof
Sixe Creature Reach  Face (W« L} Check Result  Undead Affected  Check Result  Undead Affected
Fine Fly 0 12 x 11k Upto Cleric's level -4 13-15 Cleric's level + 1
Criminutive Toad a Th=1f -3 Cleric’s level -3 16-13 Cleric's level 4 2
Tty Cat 0 PN S G B 4-h Cleric’s level —2 18-21 Clenc's level + 3
Semall Halfiing 50 5ft. x5 78 Cleric's level — | .l Cleric's level = 4
Medivim-size Humar 51t SfexSf 1072 Cleric's level
|arge (tall)® Hill grant lon ShxS5h
Large (long)® Horge 5 M S0
Huge (tall}* Cloud giant 156/ 10f x10R Access To SpeLes (By CLass LeveL)
Huge {long)= Bulettz ok WR=20f Spall Clr, Drd, Wiz Sar Brd Pal, Rgr Adp
Retriever afe 15K =THR Lovel  Level Level  Level® Level® Level*
Gargantuan frall)* SO animated  20°f 20f« 20 f o i 1 1 = 1
staloe ] 1 1 Fi 4 1
Gargantuan (long)®  Kraken 10 20 fr. x40 ft 1 3 4 4 2 4
Purple werm 15 ft 0f =30 H 1 § 6 7 T ]
femiled) ] 7 i il |4 12
Colossal {tall)= The larmsque 257t 40 =40 R 5 g 10 k] — 16
Colossal (long)* Great red wyrm 150 40fE £ BOR 6 11 2 18 - —
g T3 14 — —
=Tall creatures are wpright. Long creatures are primarily hurizoneal. 3 15 e — —
Big, long creatures may beinany of several shapes: See the 4 T 18 = - -
Muomster Manua| for details. *Prenfided character has bonus spells




PH Tasie 8&1): Size anD AC oF OBjECTS

Size ([Example) AC Madifier

Colosssl (broad side —4
af 2 bern)

Cigantic [narrow side -4
of & barn]

Huge (wagon) 2

Large (big door)

Size (Example) AC Modifier
Medium-size [barrel +0
Small {chair) +
Tiny {rame] +1
Diminutive (scroll) 4

Fine [potion in & vial)

+8

PH TapiLe B-12: SussTANCE HARDNESS ank HIT POINTS

Substance
Faper

Rope

Glass

|loe

Waod
Stene

|Fo
Mithral
Adamantite

ATy
Evnomwo oo

Hardness

Hit Peints
2finch of thickness
1/inch of thickness
1inch of thickness
3}inch of thickness
10/inch of thickness
15 finch of lhchness
ibfinch of thickness
0firch of thickness
40/inch of thicknesz

PH TasLe E-13: CommoN WEAPON AND SHIELD
Haroness anp HIT POINTS

Weapon

Tiny blade

Small blade

Medium-size blace

Large blade

Small metal-hafted weapon

Medium-size metal-hafted weapon

Small hafted weapon
Medium-size hafted weapor
Large hafted weapon

Huge club

Bukler

Serial| weooden shield

Large wricden shield

Srnall steel shield

Large stesl shield

Tawer shizld

Example Hardness
Dagges 10
Shart sword 10
Lomgsword id
Ly peafswcind 10
Light mace 1a
Heavy mace 10
Handaxze 5
Battlzaze 5
Creataxe 5
Ogre's club 5
— 1d
— Lt
— 5
- 14
- (Ll
- 5

PH TasLe B—14: DCs 7o Break or BUrsT ITEMS

Strength Check to:
Break down simple door
Break down good doar
Break down strong doar
Burst fope bonds

1 .
13
18
23
i3

Strength Check to:

Bend fran bars

Break down barred door
Burst chain bonds
Brezk down (ron door

PH TasLe 8-15; OsjecTt Haroness ane Hit Points

Object Hardness
Rope (1 inch diam.} ]
Simple wooden door 5
Sprd| 5
Sl ches 5
Good wonden doar 5
Treasure chesi 5
Sriong wouden doar &
Wasanny wall {1 fi. thick) 8
Hewn stong (3 fe thick) ]
Chain 0
Manacles T
Masterwork manacles i
lron daar (2 In. thick) 1o

Hit Paoints Break DC

2 n
10 13
2 14

1 17
15 18
15 13
20 23
a0 35
540 50
5 i
1d 26
140 28
B Fi

HP

5]
10
5

10
60

10
15
2]
Fii]
20

4
25
26
i

PH TasLE 4—3: ExampLE OpposeED CHECKS

Task

Sneak up behind someone
Con someons

Hide from someone

Tie & prisaner securely
Win a horserace

Pass as sameone slae
Steal a coin pouch

Create a false map

skill (Key Ability)

Opposing Skill
(Key Ability]

Move Silently (Dex) Listen (Wis)

Bluff {Cha)

Hide {Dex)

LIse Rope (Dex)
Ride (Dex)
Disguise (Cha|
Pick Pockets [Dhex)
Forgery (Int]

Senge Mative (Wis)
Spot (Wis)

Escape Artist (Dex)
Ride (Dex)

Spot (Wis)

Spot [Wis)

Fargery (Int)

PH TasLE 4-5: ExampLE Door DCs

DC Door

10or lower A door just abaut anyane can bash open.

Tt 15 A dogr thal & sireng persan could bash with ane try
and an average person might bash with one try:

13 Typieal RDC for @ simple wooden door.

16 to 20 & door that almost anyone could bash, given time

|2 Typical DC for 2 good wooden door,

21 to 25 & door that only a strong or very strong person has a
hope of bashing, and probably not on the first try.

23 Typical DC for a strong waoden door,

25 Typical DC tar an [ror-barred wooden daoor

26 of higher & door that only #n exceptionally strong person has a
hope of bashing.

2 Typlcal DC tar an’iron door.

5% Haold portal (increases DC by §).
+10% Arcane lack (increases DC by 10)
=Mol curnulative; if bath apply, use the larger number

SKILLS THATC

AN BE Usep UNTRAINED

Sheill Ability Skill Ability
Appraise Irit intimidate Cha
Balance [Dex® Jumip Str*
Bluff Cha Listen Wis
limb Str* Mave Silently Drex*
Cancentratian Can Perfarm Cha
Crafl |t Ride Diees.
Diplarmiacy Cha Sery Int
Disguise Cha Search It
Escape Artist Dex= Sense Motive Wis
Forgery mt Spot i,
Gather information Cha Swirm Str
Heal Wis Use Rope Drex
Hide Diexn Wilderness Lore Wis

*The PCs armar check penalty, dny, also applies.

PH TasLe 8—7: LIGHT SOURCES
Object Light Duration
Candie 5h 1 hr.
Lamp, commrian 15 ft. & hr.jpint
Lantarn, bullseye Eﬂ-ﬁ cone* B hr fpaint
Lantern, hooded 30 ft. B hr fpinT
Sunrod 30 f f hr.
Torch 201, 1 he
Spell Light Duration
Cantinual flame 0k Permanent
Dancisg lights (torches) 20 ft. (rach) 1 mirm
Diayiight B0 fr. 30 min.
Light M 10 min.

“4 cone BO feet

long and 20 feer wide at the far end.
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COMBAT PLANNER
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W hen tho PO tome b o [ersm andl v need o EomLTRLE Pl =
aheut thet lows gul by, you can use the following matesial.

DMG TapLE 4—40: RanooW TowWN GENERATION

d% Tawh Size Population GP limit
U 1 Thisiri 20084 40 gp
11 aa Hamlzt f1-4Cd 100 go
1730 Village AN 000 200 gp
5170 Srall ko 2,000 00 gp
71-85 Larze yur 2001 =5 000 3000 gp
2555 Srrall city 5,000 -0 2 o0 13 000 g
G54 Large cify 12,000 245 000 40,000 2
LK Metropolis 25,007 100,000 op

COMMUNITY WEALTH AND FOPULATION

vory commaeily las i pold piece hmir based on us 624 and
populution: The pold piere it 4y an indicaor of the mos
expensove et available in rhar communiy, Mothing that costs
ameee Aan scenimnite’s gp limi s available tor prohase there

POWER CENTER FOR THE COMMUNITY

Sometimes all the DA peeds 1o krow shour a commauriyas who
holds the real power U this 5 thi case, wse Table 4 41 Power
\entars Tnodiffed by the size of the commumety & lellows

DMG TasLe 4—41: Power CENTERS

1d20 Power Centor Type
Tha less Convrnlions™
[4-7& Monstzndard
| B4 Magicyl
55 of those nave 4 rremstrous power center (o additiag b

the comvorticr

Community Modifier
Size o d20 roll
Thaifs 1
Hamlet 0
Village 1
Smiall town +2
Large town +3

Small city +4 frall twice]
Larae ity

Metropeliz

=5, {mll threo Gy
+& [rall Ter lirnes)

Upnventional The rommunity has g ecadltlonal form of
woveriimenl & i st counell 4 noble milng sver che
susrrilid g p e yhder 3 greater liepe, 2 woble niling rhe com-
sy ds g virv=stane Choose whichever seems most appropn
ke B0 Lhe e

Nonstandard: While che communiry may have 2 maval o
toawn counct], the eeal poseer lies o sther hands. Tomay cebust o0
& putlil—a formal oreamizarion of menchenls callsien, profes-
siunals; thieves assassins, or wirndes whi tollecrivelywield great
icdluence Wanlrhy anstoeracy, we b fol of onéor more mo
idividuals with no politieal altice, may sxerr inflitenie through
thir wenlrh: Presdpous sustocaey, like 4 group of mplished
aelyommyrees, may wsert mlhencs throndieh their repulation and
paperiency. Wiee elders may exert influence throuch those wha
respect cheir g, seputation, ind percerved wisdom

Magicul: Teoi i powerful temple full of priests g sngle
sorctnes clodsiered i twen 4 eleric o wizard mighr be the
ueriial, ificial Taler of the town, o she mav fiost be someohe
wirls o great deal pf Induencs,

Monstrous: Consider the impact on & comminty ol g dlig-
i wha pecastonally makes nonrefuseble demaeds wpd s be

£ 00 Wizasgie ni e Cozael | Wizsrds oF the Goast grants pasmission {0 photncopn (ks pige Tor personal se oal

GENERATING TOWNS

ot L tmapor decisions ara nearry ogre b thal e be
rail & minihly ibire, or i secres mind Mayer conteclling rhe
minds ol makyal e tvensfolle A monsuos power cenrer rop
teseiits any eflnanee beyond just 4 sunple nearhy danger held
[# & manstrans being o beings woy egtive e the commumiey

DMG TasLE 4—42: Power CENTER ALIGNMENT

d&E Alignment
0135 Lawfill g
36-39 Meutrsl gond
4047 Chaatic geod
vawtil seatral
I Tiue peuirsl

64 Chaotic meulral
B5=30  Lawful evi
938 Noulral evil
B30 L il e =yl

Alignment af tie Power Canigrs

The Mlignment af the miler or niers of 1 commuonlly teed
romform o thar of all or even the mapriy of the vesidents,
although s Ls ysually be the ease. [nany case, the alignment
of the power cener sromgly shapes the sesidents’ daily lwies.
Due o their penerally erganiced apd iganizing narine, misl
power centers are el

Lowiul Good: Commumies with o fawful good pewer cen
rer wsually Have a tuditied ser of lws. and most people willing-
Iy pley thim

meutral Good Commpmities with 2 neural good povesr
center ravely Leel it influgncing them vibiet than ma help them
when they are | nead,

Chaatic Good! | hese puwer centess Inflience the commu
v by helping the needy and oppesing restrictions oo freedom

Lawful Neatral: Communiries with 2 lowful neulal poser
center have 4 codilied ser of lowes followed Lo the Tewén Thay
wieally tnsist tuar wisitors obey all local pules and regulariony

True Neufral: |hese power centers tagely influence thy
SOt Ty preferming Lo plosue tell owm privan: poals,

Chaotic Neutral: These unpiedictable power centers inily-
enge the communily (o dillevenr wires ar different tines,

Lawtul Tvil: Commemities with o lawful evil power cender
weually have o codified et of lawry, which most people abey am
of fuiar o huesh purishment

Negesl Fvils Communites with a neutal evil power conter
are listially oprvessed and subjugated, Lacing g dive Furur:

Chaoric Evil: Commuiiles with o chadtic evil power celr
tet live in abject fear Loz die wupredicrable and horeilic sinie-
riem pliced upon daem,

COMMUNITY AUTHORITIES

[y wlten bupomant o know who males up the commamiogs
suthorioy smrcnime. Lhis o ool pecessarily wha' in cherge bui
instear whe keops tnder and entorees the auehariry that eusis

Constable/Captain of the Guard/Shariff

thie posiion peseially devolved spon the highasrleaval war
rior A Codiiuiine o one of the higheselevel Hghm

d3  Rank

i B0 Highess=level warrior
Al &0 2nd highast-lowel Mighte
#1100 Highest-loyel [ehie

Lise Table 41— Highese Love] Dovals B Classes o Lable4—+4
Iliphes-Level Lorals (MPC Classes), iacitied by Table 4—45:
Combnimity Modifiess, L deterinine Bisnr ber sowal level
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Guards/Soldiers

For every e humdred pesple 4o rhe commaniey | round
siswny, thore 15 one Aull-pime puard o selder Tn adidinsn, for
every Loty people I the colnmunley, 40 dble-bodied mem
bl the local milira or a conscripr soldies can be brodghi (ato
service within just a few haurs,

NPCS IN THE COMMUNITY

Enrdetailed ciry play, hisvwerng exactly who lives i the commumni-
by becomaes impog i, The lollvwing gondelines sllow the DM 10
determine the lavels of the most powe ol locals aod then exiap
olate the rest of the clissed «haracrers Livleg thete Lany dua

| lighest-Level NPC in the Community tar Each Class
Ltse the follewing charts to degermine rhe highestleval chirae
ter in @ given class for & plven communiry Bell the dice ndi-
cated fortheclass (Table 4 43, Table 4as ) and apply the miod:
Lier bused om the size of the commuiniy (Table 4 45)

Avesli of s orless for characrer leve | means thai Lo char-
airtera ol (bl evpe can be found in the communiey The muxi-
o bevel for any cluss s 20ch

DMG TaBLE 4—43: HIGHEST-LEVEL LockLs

(PC CLASSES)

Senall city
Largacity
Wetrapalis

PC Classzas Characler Level

Barbanun e84 = Lo |ty il jlier®
Barc laf — coanmmuinizy wyed ifie
Cleric 1did — cammunizy madifie
Drwad T1d6 + santmunity madifie:
FHgnter T8 v cammmity modifier
b ank Td4 | carnmumity madifier™
Haladiri 143 4 communily madifier
Ranger Tdd + commbnity miadifier
Raagin T8 + camprienity o fier
SrreTe Idd + community mooifier
Wizacd id4 & community modifisr

flir aveas whers | hese classes are mare common, increaze the
chianze to 148 1 maalifier

DG TapLe 4—44: HicHEsT-LEVEL LoCALS
{NPC CLasses)
MNPC Classes Character Level

Adepr 1di+ cammuniny riadifia
Commoner  4dd | community mod:fes
kxpert 3d4 1 commumity modifier
Moblic Td4 4 cornmunity modifier
Wharrir 2d4 + cormmiznity riodifisr

DM TagLe 4—45: CaMMUNITY MoDiFIERS

Comumunity Size

Commupnity Modifier

Tham —3*
Hamlet 2
¥il'age i
Small fown H
Larpe tawn 13

+ (rmll twice]
+3 {roll thres times ¥
i1 (roll fowr times) =

Frr PO chpsses, if the highest level chatactes Mulivawed 4n the'
miothod is tni lavel v aBove aestmoathi) these e (wive the nus
ber ot charaetrrs half that level: ehose characiers aee above lac
level, asdiime thare for each such charaerer, there dve o of hall tha
level Continue watl the musmber of | si-leve] chavcrers is genérie
ed. Torexample, I ihe highese level fghteris 3eh level then there
are-also rwo 3ed-level Uahiess and fuur Lee level Bgheers:

Lsing these puidellnes and Tables 4 430 Mlghest Level
Lisgals {Pe. Classes), 4—44 Highest-Leve| Locals INPC Cluses),
and 445 Communiey Modifiers, e cinsee that e chiaricte
rlass breskdown for the popolstion ot a rypical hamler o 200
pedphe lools like this

« DOue tsi-level arssiooru (mayuoe

+ me Sed-level veamicr (consable

*  Mine larlevel warrices imen En:m‘lf_- i seven milluis members

+ Oine Y- leve] expert smirh (miliia member)

= Seven lstlevel expere crmters and professionels of varons socps

* Due dsr-level adepl

« Ui srd-level commonet bdrkeep (milids member|

* Ume handred sixme-six Dse-level colnmienels (one is @ miline
member)

< Ume 3rd-leve] Gghrer

« T st Jevel Aghter

« O Lot fievel wizand

* Due Jud-level cleu

= Fang is-evel clerics

o e 1selevel diid

« e drd-fevel roge

v T |-l Toges

& D 1selevel band

* Dne 18 level monk

Eaclycommunry alee has 3 chance ol having something specinl
like the single, our-oi-place 1sih-level surceree i Heon jus
potside a thorp of 50 peaple. or the secietassassing guild brim

mung with levels| shararrers hidden in g small rown. These
priips dre generdced va the power conter rales on puage L7 ol
e Unisnnom Miasess Lude and do niot coune againsr the hiph-
estleve] charsviers who are serually past of the communiny:

RACIAL DEMOGRAFHICS

Ihe pacial vime b g commniny depends oo whetber the Jimmism
ty 15 dmalared (lile maffic and herevaction wich ofler saces wod
places), mixed (some maffic and interaction wach othier tices d
plages ) ur inteprated (los afinlerscinin with pther taeeyand places)

DMG TaeLe 4—46: RaciaL Mix oF COMMUNITIES

Isolated Mixed
e Umisn 7924 Fildrnan

Integrited
37% hurman

2% halfting 0% halfling 205 hialliing

1% elf 5%z elf 185 alt

4 ather races 3% dwarf 10 ewearf
4% griomc e gnomis

135 haillelf

1% Maltan

bus hall-cIf
3% hullare

It the areas doshinant tace 15 othar thap lam, place thar e

A thorp or harales has a 5% chance to add —10to the modifier
of a rangarar deuid level

=ties bris large cap Pave mere than one kigh-eve! MPC ger
lasy, vack of whanr peterates: lawerdevel «haracters of the
sarne | by, a5 described belaw:

Tutal Characrars of Each Class

e the fallowing weduwd foe dewemimng the levelsof ] the
dhatactersm a ommily ol auy given clius

i the top spot por humans inthe 2 mmde sand pash esch otber
tace down oime Tanik. For bxample, 104 dwarven tomm che pop-
dlatlion g 96% dward, 2% buman, 1% helfling and 1% erhe
vaces. (AQl dwarven communitive s fsolared You siav slso
changs the fgues slighrly [on varous macial preferences bor
cxample, a mixed elven villige & 79% &l 2% Humen, 5%
halfling, 3% dwarf, 2% gnovme and 2% halbelt (wili 1o hall
vris | You might even switch rhe percenmges of gnomes alud
dwarees 1w an elyen wawen

L

I-I

B

Al = -,

_'f-*l N
. [

o

. .

o

&

¥

LS - .

¥ Y

RS-

A
|11.,- b

) W n




51200040 W [Faedé BF the Coast |nc. Wizards of the Coast grants pevmivsin la phetocagy tic page for personal ise only,

.
: GRENADELIKE WEAPONS Miscellancons: TTuny the ules gavew above apply arees o
& prepadelike weapon s one tha splashies” when 1 (mpaces the grad as well sy ol cadu Remmember tn mainiaimn 3 consisenl
with 4 salid surface, havany 4 bread snougl ellect o b ehare rummber ol illecied squates in dreas thar differ en the ddagoral
acters st by landing close w thens Cre {1k weqprme -
i cludevials wfaad and Qasks ol alchenwiars firn. Arricks with

grenade ke weapons are sanged ouch arrack volls 1 you muss
your targer, roll 1de 10 see bow many feer away From the gl
the grewaletile weipom lnds Add =1 foot loe every rabie L
crermer of dismmoe thatvo threw the weapan. Unlike s speil,
gtenaelilte weapons splash = centered ca squaze gn the
7 I,1rrI.= grid. e jou keow the distanse. find rhe right Devis
- ticty Diaprgm and roll 1d+, 1d8, or 1812 fas ealled hh. T spe
whore the grenadelile weapons splash is conterad Telamee 1w
RILE taTEel
a Refer o the Flayers Hamdhmk for specilics on dsmape dealt
anid splagh damin g

Area Spells
|'hese spells are noy wgeted fav s singls preanmre, bur oo d vol
wme ol spuce, and s mnss fit o the gnd onerdee forvou to
adyalicare sl is af tacred and who 15 oot Bealize ahead of fime = - |
= thiat vor will have o make ad hoe rulings when spplying areas FCFCH radius burst .
. ’ culu e gricd Tse the following as hLIl‘d:"].LLE'S. - | "}_"m}
; Bursts and Emanations: To employ the spell vsing a grid,
rhe raster noeds to Jesignate an intersecnion of lineson the grd
i a toecenter of the etfect, brom that intersection, ith casy o
e : l measure & fadivs using the seale oo the prud, 1 vou weee o
draw a citele tsing the messurements on the grid, wids the che- s
sen lntersacrion ar the center, then i e majudity of o grid R l
Lialk square Les wirhin that viecle, e syquiee is 3 pact of rhe spells . = 'BUfﬁil’lg
=2 . area. Wefer mo the diagram ol the sleep =pells ata fo see which
' i squaves are covered by the burst, The diagram of the bwonny d
] s spelTs area shows o buzsethat rovers 0 sericircle nstead . [
oo 1 tf 3 circle, Alse see the diagramy of the delool cvel spellls ares: (his g
. i the wiy iy etwgnation spreads oue from the caster ¢ i
Cones: Determining the area of a cone spell requires thar C 1o e
{tie caster declare whether che's cagring it soraighr ahead gr on =Tl R
the diagomal. Tn wicher case, thé caster must pick an intorsecnon
where rhie cone starts, Trom there, the cone expands snchaticis
aswide ax it long a1 312 lar end, For a cone extending siraigh » |
ahead, the wadih liceeases by mne square For cach exim syuare s =
oflistance [rem the caster. A cone cast on the desgonal 1s k- ¥ : L ':s::he Gaetap | s
{er 1o deseribe on the grid betause diponal lenpihs and dis- Y — i
tances are harder ro messune. The same geperal tule applies, . !
horrawer The wideh of the cowe al any point squals thar point’s
distance from the custer Beter o the dingram of the ooy spray
spelliares wsee whicl squares ave warhin the cone.

':,ennnrrle with a H'I-—Fnur. mdlu; .
}

r“;rﬁ*' - —-'-"'h-—
P, # Deviations .
= 1;45+Fr..t|g 10- Fu}

= e
h"l-’-Rcﬂi ldd4— g
.11 - L N ] ] Er

i _- i
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DMG TasLe 3-14: DISEASES
Diseaze infection  DC  lhcubation Damage
Rlindirg sickness lrgested 16 1d3 days  1d4 Siefy
Cackle favar Fribaleed 168 1day F b s
Denron fever brijilaky 18 1 day Tl Tyt
Dl chilly| Ly 4 1dddays: T4 Sir
Filth frouer [njLity 12 I3 days T3 Deny
1d3 Con
b infire Inhaled A = Td4 im
hdiiberery rat? Canlues 20 1 cay 1dé& Can
Red ache Irrjiaey 15 1d3 days 1db Str
Shakos Cantacs 13 tday 1dE Dex
Shimy door Cantact P4 | day Teld Cant-

shuceessfiy| saves co not allow the character to secover Only
rsigivel healing can save the character.
sivinan darmaged, charazter mus) succeed at anather saving
throwsoe 1 F-l::il'|1 of by {].lr-‘l:-lgE i= permancht drain
Instead.
T Chewictin rriist rriakes three successful Forlitude saving
trrows inew o 1o tecover from devil <hitls
i Each firvie thie victim takes 2'or mare damage fom the dis-
enaie he must make another Farlitude save of be permanantly
hinded

Dizease: Discasos o ilahey are -\.l.-F:-r-rr-aIum| I nature: The resl
zra extraordinary

Infection: The diseass's methad of delivery  mgested, inhaled,
wia injury, oroontact: Keep in mind that some injury dissases may
bt transepifted by as small amonjury as.a Meskite and that most
inhaled diseazas can zlsc be inpesled (and vice versa).

OC: The OC for e saving throws o grevent infection (I the
character has been rifected), o prevent each instznce of repegl
ed damage aml te recover fram the dissase

Incubation Perind: The time before damage begins

Damage: The damage the character takes after metbalion and
each day afterward. Ability score darmiage (4 tEqpnrary unless
nifhe=rwise potad
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DMG TaeLe 3—16: POISONS

Initial Secondary
Paizen Type Damage Damage
Srnall centipede polsan [njure DCTI IdZ Dea Tui2 Dlex
Gieenhlood oil [Fjury L 13 | Cor 122 Cor
hedium-size spider  Imjury DO (4 fdd-Sgr  1d4 5h

e o
Blocdraat irpery [ 77 i | dd Con
Te3wis

Purple worpm pajsan by BC 24 1di Str Td& 5t
Latrge s oeppicny venam: injury DC 14 1d& Str 1d& Str
Whyvern polsan imjury. DE-17 7d6 Con  2d&Con
Bilue whinris Injury C 74 | Can Unconscious

Ciant wasp poisan Imjury DC 18 Tah Dex  1de Do

Shadow csscnoo Injury DC 17 1 St 2d6 Sip

Black adder venom  Injury DG 72 ] Tl 5l
Deathhlace Ihjury OC 20 ok T 2l Can
Malvas root paste Contact OC |6 | Dex Pald Tiex
Mithariz Contaer IHC 14 0 346 Can
Dtagan bile Contact DC2R 065tk D
Sassonec leaf resjdue.  Contast DO 16 id1zho 1d6Can
Terinay roal Corritaet 0 TE 146 Dex  2d6 Dex

Carrscir crawier Cantart DC 13 Paralysis D
Bsif e

Blupk Jotus svrrast Contat OC-20 Id& Ca=n 3deCon

CHl of maggit Inpested DE1: 0 Unconscious
Id moss Ingested DC T4 Tdd int 2dE Int
Striped soadsbonl Ingested DT 11 W 2d6 Wiz
| i
Argemis |ngested DC 13 Lo | & i
Lizh alisr |ngested DC7 2db%he 6 &y
Dlatk reaver noveder |ngested OC 18 &6 Con 106 Con
= Ve St¢
Lngel dust Inhated 13T 15 Thia a6 Cha
— | Che
Burnt othir fumes |pbaled D 12 1. Con® 3db Cor

|rbiated DC 15 a4 Whis  doeWis
e |5 ternparary unless marked with an astensk

%), |iv whiich case the lass s aemiancal Faralysis lasts fo- 288

Im=anity msl
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PH TasLE 7—4: WEAPONS
SIMPLE WEAPONS—MELEE

Weapon Cost
Unarmed Attacks
Gauntlel Zgn

Strike, unarmed (Mediurm-size being)
Strike, unarmed [Small beirg) —

Tiry
Dagger~ 2gp
Dagger, punching Zpp
Cauntlel, sprked? 5 ep
Srmall
face, light 5gp
Sickle 6gp
Muediirm-size
Cluk -
Halfzpear® I gp
Mace, heavy 1 gp
Marmingstar £ ap
Large
Quarterstaffei —
Shortspear® 1gp

SIMPLE WEAPONS—RANGED
Small

Crossbow light* 35 go
Bioills, erivssbaw (107 1 gp
BT 5sp
Sling ]
Bullets, sling (10} 15
Medium-size
Crossoow, hedyy” 50 gp
Bolts; crossbow (10} | g
Jawelin g

MarTiAL WEAPONS—MELEE
Lrnall

R Eap
Hamirner lighl | gp
Handaxe B gp
Lamce, Light® bgp
Pick, [ighit 4 pp
Sap 1gp
Sward, short 10 gp
hMedium-zize
Battleaxs 10 pp
Flail, light* Egp
Lance, heavy® T 10 gp
Lonpsword 15 gp
Pick Feawy® Rep
Rapies= 0 gp
Scimitar 15 2p
Trident* 15¢gp
Wfarhamemitr- 12 ap
Large
Falchn Togp
Elal, breay = 15 gp
Claiies B gp
Cirentane 2gn
Grearclub 3gn
Greatsword 50 g
Cuisarme® T 9 gp
| lalberd** 10 gp
Lorgspears§* 5pp
Ranseur+f 10gp

Seythe 1R gp

Dramage

A

143§
Td2§

1d4
Td4
Teld

1d6
1d&

|dix
Tda
Tet
1d&

1d&/1dE
1d8

Tda
Ta4
Tdé
146
Ted
1]
Fdi

1d8
1d8
Td8
18
1d&
1dG
Idi
| d&
145

id4
g70
1310
1dl2
Id10
Jedi
Frld
1410
1da
2d4
2d4

Critical

To-20yx2

2
3

1920 xd

w2
w2

1820132

%3

T80

w3
o)

»3
|9-20)=2
s
TE- 2003
TE-ROfx2
W
w3

|8 200=2

|9 2042
w3
P4,
W7

19202
=3
A3
#3
#3
ot

Range Increment

10 R

1o ft
201t

20 ft.

20 f.
S0

Waight

21k

[
[nat

&lb,
5 Ik,

b lb
1L
iFrgih
0lb,
5 b,

9 |k
(=]
2k

4 Ih
21lb
5 Ib.
3 b,
4 [,
1 |k.
1 |b:

Pl
5 b,
10 b,
& Iy,
&
3 b
% b
51b.
3 b

16 |h
20 1k,
15 Ik
20 b
10 Ib.
1% b
15 ik
15 .
9 lh,
15 fb
T2 b

Type™t

Bludgtoning
Blidgeoning
Bludgecning

Piercing
Piercing
Hiereing

Fludgeaning
Slashing

Bludgmamirg

Fiercinig

Bl geaming

Rlidgeaning and pizrzing

Bludgeaning
Piercing

Piercing
Frercing
Bludgeoning

Fiercing

Piercing

Slashing
Bludgeaning
Slashing
Riercing
Piercing
Bluageening
Ficrcing

Slasting
Rludgeoring
Piereing
Zlasking
Piescing
Fiarcing
SlasHing
Pierring
Bludpeaning

Slashing
Bludgoening
Slashing

Slashirig
Bludgeaning
Slashing

Slashing

Plercing and slashing
Piercing

Pioecimg

Hicscing and 5|35|1i|‘||_7.
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MarTiaL WEaAPONS—RANGED

Weapon
Medium-size
Shortbone™
Arrows (2007
Shorlbow, camposite™
Arrows (200*
Large
Lonpbow®
Arrows [20]¥
Longbow, composite:
Arrows (20

Exomic WearoNs—MELEE
Tiewg
Kama, halffingt
Kulkri
Munchaku, halfling®
Slangham, hatfiing?
Al
Kama*
Munchalku®
Siangham-
Medivm-size
Sword, bastard®
Warike, chwarven®
Harirrier, gnome hooked=(
| arge
Axe, ore dauhle® s
Chain. splkedf
Flail,-dire¥
Sword, twio-bladed®
Urgrash: dwareng®

ExoTic WEAPONS—RANGED
Tiny
Crassbow, hang=
Holts |10)+
Shurtken®
Al
Whip=
Medirm saze
Crosshow, iepéaling
Balts {51
Mesr

Cast

0 gp
i
¥p

Tep

15gp
igp
[REER- =
I gp

2gp
2gp

Zgo

2 g
2 pm
IEm

45 gp
3lgp
2gp
al gp
25 gp

S0 g

100 gp
50 zp

100 gp
1gp
Igp

8P

250 zp
! ap
Wgp

Damage

1dé

1d&

o4
1d4
1d4
Tdd

Tde
Td&
Tde

110
Teltir
Tel& 1

1dE/1d5
2d4
1d8/1d8
Td81dR
1d8/1d6

1d4

T2

1di

= Gee |he descrigtion of this weapon for special nules
“When two types are givan, the weapon is hath types.

T FReacn weapan
T Pauble weapor,

Critical

®3

=2
18-E0 )3

x2

%2

#2
2
=2

LRl
3
m3fxd

]

=2

=2
=202

%3

| 9202

wE

19-20/x2

g

Range Increment  ‘Weight
B0 fi. 7 b

— }ib.
0N 20

— 3 b

00 3 Ik
- 3 b
118 T, 3 by
3 s,

—_— | M
— 3 b
- T ik

¥ Ib.

— | 1k

10
15 I
&b

— 25 |b:
- 15 |b.
— 20 b,
- 30 |b.

i3 |

R 3|
= 1 b
10 Fiva

1541w FAL
B0fr e |k

— 1l
10#f.* HY |b

Typei

Piercing

Piercing

Fiorcing

Fiercing

Slashing
Slashing

Bludgecning
Piercing

Slashing
Bluggeening

Fierzing

Slashing

Slashing

Bludgeoning and piercing
Slashing

Piercing

Bludgeaning

Slashing
Slashing and piercing

Plercirg
Figicing
Slashing
Pizrcing

#

A |f yole use @ ready acticn o set this weapon against a charge,
you dedl double darmage Fyow soare o hit against 3 charging

chiaracre

b The weapnn deals subdual deamaga rether than normal damage.

PH TaABLE 7-9; SPECIAL AND SUPERIOR ITEMS

Weapon or Armor
Weapon, mestereark
Arrov bl ar bullet, sileered
Arpas, Bt ar Dullel. mmaste rwark
fut -t;hrg.r o paasle sk
[#1 5t irioe]
[+2 Str mioc)
kighty composite loghow
[+1 5tr puoo)
+2 Str miod)
[+3 5tr moe)
=i Str mog)
Dagger, sivarad
armor or shisld, masterwark

<150 gat

Cost

+300 gp*

I ep
T Ep

150gp
275 gp

200 gp
300 gp
200 gp
500 go

10 gm

Special Substances and ltems

Bid {Task)

Meborrnst's fire (Maykd
Antitexin (wial)
Haby water iflask)

Sinokestick
Sunrad

Targlefaot bag
Thunderstone

Tindertwig

Mizcellaneous
Taal, masterwork

Cost Spells
1D ep 0 |e=el
gp l<t-leve
S0gp Ihd-level
23 gp irgd-level
0 gp 4th-leve
lgp hth-fevel
50 gp ith-lewve
0 pp FiR-tevel
| e Bthleve
Sth-level
Cost
—50 gpt

Cost=+
Caster leval » 5 gp
Caster [evel = 10 gp
Caster level = 20 pp
Caster |ovel =< 30 gp
Caster |evel = 40 pp
Caster |eve| = 50 pp
Caster level = B0 gp
Caster level = 70 g
Caszer |evel B pp
Castor lovel = 80 gp

.
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The Ideal Dungeon
b s
Master s Aid
Lf you're a Dungeon Master for the DUNGEONS &

Dracons® game, or if you plan to be, this package is
designed just for you.

Inside is a four-panel cardboard screen filled with
tables from the Player's Handbook that you'll want to
reference often, plus a couple of tables created
especially for the screen. When you put the screen up
in front of you, players won't be able to see your game
notes, and you can make die rolls without showing
everyone else the results. What players will see is a
striking piece of artwork that will put them in the
mood for adventuring.

You also get an eight-page booklet that

includes more tables, plus some diagrams !

from the Dunceon MasTer's Guide, a Combat
Planner form to help you run combat
encounters smoothly, and a page lined with
one-inch squares that you can photocopy and
use with miniature figures,

Developed and assembled by Dale Donovan
and Kim Mohan
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