
13D9?>C��@82�@!"'��(�#��(�$��
* provokes an attack of opportunity, † may provoke an AoO 
 

6bUU�1SdY_^c�
• Drop item, drop to floor, speak, cast quickened spell*, etc. 
 

=_fU�5aeYfQ\U^d�1SdY_^c�
• Climb (1/4 normal speed), sheathe weapon*, open door, pick up item*, get 

stored item*, move heavy object*, stand up from prone, load light/hand 
crossbow*, etc. 

• Draw weapon, ready/loose shield can be combined with a regular move 
action if your base attack is at least +1, otherwise they are move-equivalent 
actions 

 

CdQ^TQbT�1SdY_^c��dQ[U�QSdY_^�Q^T�cdQ^TQbT�]_fU��
• Single attack, ready (trigger a partial action), aid another, bull rush, feint 

(see bluff, PHB p64), overrun, heal dying ally*, light torch with 
tindertwig*, use skill that takes one action†, turn undead, attack a 
weapon* or object†, total defense, cast 1-action spell*, etc. 

 

6e\\�B_e^T�1SdY_^c��dQ[U�QSdY_^�Q^T�%Á�cdU`��
• Full attack, climb (1/2 normal speed), use skill that take 1 round†, coup de 

grace* (PHB p133), light torch*, change form*, refocus (no move), escape 
from being entangled, load heavy/repeating crossbow*, bard/sorcerer 
casting a meta-magic 1-action spell*, etc. 

 

@QbdYQ\�1SdY_^c�
• Single attack, cast spell, single move, partial run (x2 speed) 
• Above get 5’ step only, except single move�

 

6978D�4565>C9F5<I��@82�@!"$��
• -4 on all attacks, +2 dodge bonus to AC for duration of the round 

 

381B75��@82�@!"$��
• Must move at least 10’ (up to double move), all in a straight line 
• +2 to attack, -2 to AC for 1 round 

�

D?D1<�4565>C5��@82�@!"'��
• No action other than standard move, get +4 dodge to AC for 1 round 

�

CE24E1<��@82�@!#$��
• A normal weapon can be made to deal subdual damage (or vice versa) with 

a -4 penalty on the attack roll 
�

49C1B=��@82�@!#'��
• Defender gets AoO 
• In a melee attack, make opposed attack roll, +4 for each size difference to 

larger weapon, +4 to defender if their weapon is two-handed 
• If defender loses, he is disarmed, if attacker loses, the defender may 

attempt to disarm the attacker 
 

?F5BBE>��@82�@!#)��
• During move portion of charge, you can try to move past opponent, 

opponent may avoid or block 
• If opponent tries to block, make a trip attack against him, if you succeed, 

you can continue moving 
• If you fail and are tripped, you are prone in defender’s square 
• If you fail but are not tripped, move back 5’; if that square is occupied, you 

fall prone in it 
 

2E<<�BEC8��@82�@!#&��
• Move into defender’s square, provokes AoO, each with 25% of targeting 

defender by mistake 
• Make opposed strength check (+/-4 for each size above/below medium), 

+2 bonus for charging, defender gets +4 for having more than 2 legs or 
being extraordinarily stable 

• If you succeed, push defender back 5’, and you can move with the 
defender back an extra 1’ for each point of difference in the roll, but this 
can provoke AoOs from others.   

• If you fail, move back 5’ 
 

194��@82�@!#%��
• Make attack against AC 10, if you succeed, an ally who is attacking an 

opponent you threaten can take either a +2 to their attack, or +2 
circumstance bonus to their AC against that opponent 

 

1DD13;9>7�1>�?2:53D��@82�@!#%��(�!!��
• AC 5 + size modifier 
• +4 to attack roll if attacking with melee weapon 

6L]H� ([DPSOH� 0RG� � 6L]H� ([DPSOH� 0RG�
&RORVVDO� %DUQ��EURDG�VLGH� ��� � 6PDOO� &KDLU� ���
*LJDQWLF� %DUQ��QDUURZ�VLGH� ��� � 7LQ\� 7RPH� ���
+XJH� :DJRQ� ��� � 'LPLQXWLYH� 6FUROO� ���
/DUJH� %LJ�GRRU� ��� � )LQH� 9LDO� ���

CDB9;5�1�G51@?>��@82�@!#&��(�!#��
• Attacking weapon can be no more than one size smaller than target 

weapon, attacker and defender make opposed attack rolls, if attacker wins, 
it hits. 

:HDSRQ� +DUG� +3� � :HDSRQ� +DUG� +3�
7LQ\�EODGH� ��� �� � /DUJH�KDIWHG� �� ���
6PDOO�EODGH� ��� �� � +XJH�FOXE� �� ���
0HGLXP�EODGH� ��� �� � %XFNOHU�6� ��� ��
/DUJH�EODGH� ��� ��� � 6PDOO�ZRRGHQ�VKLHOG�0� �� ���
6PDOO�PHWDO�KDIWHG� ��� ��� � 6PDOO�VWHHO�VKLHOG�0� ��� ���
0HG��PHWDO�KDIWHG� ��� ��� � /DUJH�ZRRGHQ�VKLHOG�/� �� ���
6PDOO�KDIWHG� �� �� � /DUJH�VWHHO�VKLHOG�/� ��� ���
0HGLXP�KDIWHG� �� �� � 7RZHU�VKLHOG�+� �� ���

DB9@��@82�@!#)��
• Can only try to trip an opponent who is up to one size larger than you 
• Make melee touch attack  
• If attacker succeeds, make a Strength check versus opponent’s Strength or 

Dexterity (whichever is higher).  Each takes +/-4 for every size difference 
from medium, defender gets +4 for more than 2 legs or being 
extraordinarily stable 

• If you win, opponent is tripped (prone), if you lose, opponent may make 
Strength check against your Strength or Dexterity (higher) to trip you 

7B1@@<5��@82�@!#'��
• Grapple check = base attack + strength mod + special size mod 
• Special size mod: Colossal +16, Gargantuan +12, Huge +8, Large +4, Small -

4, Tiny -8, Diminutive -12, Fine -16 
• To start, grab an opponent (make a melee touch attack), provokes AoO 

from target; if AoO does damage, you fail to grapple 
• If attack succeeds, attacker and opponent make opposed grapple checks to 

start the grapple 
• If succeeds, move into target’s space (provokes AoO from others) 
• You can join a grapple with no AoO from target and grab succeeds 

automatically 
• When grappled, make opposed grapple check as an attack to do any of 

following: 
• 1d3 + Str mod subdual damage (-4 to check for normal) 
• Pin target, or break the pin a target has over an ally 
• Escape 

• Can attack with light weapons when grappled 
• Escape artist check vs. grapple check to wriggle free as a standard action 

and move away 
 

DEB>9>7��@82�@!#)��
• Range: 60 feet, line of sight 
• Roll 1d20 + Cha mod; table below shows highest HD you can turn 

&KHFN� 0D[�+'� � &KHFN� 0D[�+'�
XS�WR��� &OHULF�OHYHO����� � ������ &OHULF�OHYHO�����
���� &OHULF�OHYHO����� � ������ &OHULF�OHYHO�����
���� &OHULF�OHYHO����� � ������ &OHULF�OHYHO�����
���� &OHULF�OHYHO����� � ���� &OHULF�OHYHO�����
������ &OHULF�OHYHO� � � �

• Roll 2d6 + Cleric level + Cha mod, determine number of HD turned 
• Undead with 1/2 HD of cleric’s level are destroyed  
• Turned undead flee for 10 rounds, if they can’t, they cower 
• If cleric gets closer than 10’, turned undead will return to normal 

Reference Sheet Combat Actions Player Sheet 1 



:E=@�3853;C��@82�@' ��
7\SH�RI�-XPS� '&� 0D[��'LVWDQFH�+HLJKW�
5XQQLQJ��ORQJ
� GLVWDQFH����� &KDUDFWHUrV�KHLJKW�[��r�
6WDQGLQJ��ORQJ� ��[�GLVWDQFH����� &KDUDFWHUrV�KHLJKW�[��r�
5XQQLQJ��KLJK
� ��[�KHLJKW����� &KDUDFWHUrV�KHLJKW�[����r�
6WDQGLQJ��KLJK� ��[�KHLJKW����� &KDUDFWHUrV�KHLJKW�
-XPS�%DFN� ��[�GLVWDQFH����� &KDUDFWHUrV�KHLJKW�
)RU�FKDUDFWHUV�ZLWK�VSHHG�RI���r��PXOWLSO\�'&�E\��������r�E\��������r�E\����HWF��

PXVW�PRYH���r�EHIRUH�MXPSLQJ��FDQrW�WDNH�UXQQLQJ�MXPS�LQ�KHDY\�DUPRU�

 

DE=2<5�3853;C��@82�@'%��
'&� 7DVN�
��� 7UHDW�IDOO�DV�LI�LW�ZHUH����IHHW�VKRUWHU�IRU�GDPDJH�FDOFXODWLRQ�
��� 7XPEOH�XS�WR���r��VXFFHVV�PHDQV�QR�$R2V�
��� 7XPEOH�XS�WR���r��LQFOXGLQJ�RFFXSLHG�VTXDUHV��VXFFHVV�PHDQV�QR�$R2V�

 

E>DB19>54�C;9<<C��@82�@%)��$�"��
�

6NLOO��$ELOLW\��
$UPRU�&KHFN��

3HQDOW\�
�

6NLOO��$ELOLW\��
$UPRU�&KHFN��

3HQDOW\�
$SSUDLVH��,QW�� � ,QWLPLGDWH��&KD�� �
%DODQFH��'H[�� <HV� -XPS��6WU�� <HV�
%OXII��&KD�� � /LVWHQ��:LV�� �
&OLPE��6WU�� <HV� 0RYH�6LOHQWO\��'H[�� <HV�
&RQFHQWUDWLRQ��&RQ�� � 3HUIRUP��&KD�� �
&UDIW��,QW�� � 5LGH��'H[�� �
'LSORPDF\��&KD�� � 6FU\��,QW�� �
'LVJXLVH��&KD�� � 6HDUFK��,QW�� �
(VFDSH�$UWLVW��'H[�� <HV� 6HQVH�0RWLYH��:LV�� �
)RUJHU\��,QW�� � 6SRW��:LV�� �
*DWKHU�,QIRUPDWLRQ��&KD�� 6ZLP��6WU�� �
+HDO��:LV�� � 8VH�5RSH��'H[�� �
+LGH��'H[�� <HV� :LOGHUQHVV�/RUH��:LV��

 

DB19>54�C;9<<C�G9D8�3853;�@5>1<D95C��@82�@%)��$�"��
Pick Pocket (Dex) and Tumble (Dex) are subject to armor check penalties 
 

C;9<<�CI>5B795C��@82�@&#�'&��
��UDQNV�LQ� ���ERQXV�WR�

%OXII� 'LSORPDF\��,QWLPLGDWH��3LFN�3RFNHWV�
+DQGOH�$QLPDO� 5LGH�
-XPS� 7XPEOH�
3URI��KHUEDOLVW�� +HDO�
6HQVH�0RWLYH� 'LSORPDF\�
7XPEOH� %DODQFH��-XPS�

 

C;9<<�CI>5B795C��C@5391<�39B3E=CD1>35C��@82�@&#�'&��
��UDQNV�LQ� ���ERQXV�WR� &LUFXPVWDQFH�

$QLPDO�(PSDWK\� +DQGOH�$QLPDO� :KHQ�GHDOLQJ�ZLWK�DQLPDOV��QHHG���
UDQNV�ZKHQ�GHDOLQJ�ZLWK�EHDVWV�

%OXII� 'LVJXLVH� :KHQ�NQRZQ�WKDW�\RX�DUH�REVHUYHG�
DQG�WU\LQJ�WR�DFW�LQ�FKDUDFWHU�

%OXII� ,QQXHQGR� 6HQGLQJ�RQO\�
'HFLSKHU�6FULSW� 8VH�0DJLF�'HYLFH� 2QO\�LI�UHODWHG�WR�VFUROOV�
6HQVH�0RWLYH� ,QQXHQGR� ,QWHUFHSWLQJ�RQO\�
6SHOOFUDIW� 8VH�0DJLF�'HYLFH� 2QO\�LI�UHODWHG�WR�VFUROOV�
8VH�5RSH� &OLPE� :KHQ�XVLQJ�D�URSH�WR�FOLPE�
8VH�5RSH� (VFDSH�$UWLVW� :KHQ�HVFDSLQJ�IURP�URSH�ERQGV�
(VFDSH�$UWLVW� 8VH�5RSH� :KHQ�ELQGLQJ�VRPHRQH�
,QWXLW�'LUHFWLRQ� :LOGHUQHVV�/RUH� :KHQ�WU\LQJ�WR�DYRLG�JHWWLQJ�ORVW�

<978D�C?EB35C��@82�@!$$��
6RXUFH� /LJKW� 'XUDWLRQ� � 6RXUFH� /LJKW� 'XUDWLRQ�

&DQGOH� �r� ��KU�� � /DQWHUQ��
KRRGHG�

��r� ��
KU��SLQW�

/DPS��
FRPPRQ�

��r� ��
KU��SLQW�

� 6XQURG� ��r� ��KU��

/DQWHUQ��
EXOOVH\H�

��r����r�
ZLGH�FRQH��

��
KU��SLQW�

� 7RUFK� ��r� ��KU��

&RQWLQXDO�
IODPH�

��r� 3HUP�� � 'D\OLJKW� ��r� ���PLQ��

'DQFLQJ�
OLJKWV�

��r��HDFK�� ��PLQ�� � /LJKW� ��r� ���PLQ��

851<9>7��@82�@!")��@!#%��
• 1 hit point per level per day of rest (1.5 times for complete bed rest) 
• Subdual damage heals 1 hit point per level per hour 
• Temporary ability damage is healed 1 point per day of rest 

�
$ELOLW\� 0RGLILHU� � $ELOLW\� 0RGLILHU� � $ELOLW\� 0RGLILHU�
���� ��� � ���� ��� � ������ ���
���� ��� � ������ �� � ������ ���
���� ��� � ������ ��� � ������ ���
���� ��� � ������ ��� � ������ ���

3?>35>DB1D9?>�3853;C��@82�@!%!��
&RQGLWLRQ� &KHFN�'&�

,QMXU\� �����GDPDJH�WDNHQ���OHYHO�RI�VSHOO�EHLQJ�FDVW�
6SHOO� �����GDPDJH�WDNHQ���OHYHO�RI�VSHOO�EHLQJ�FDVW�
*UDSSOLQJ�RU�3LQQHG� &DQ�RQO\�FDVW�VSHOOV�ZLWKRXW�VRPDWLF�FRPSRQHQWV��DQG�

DQ\�PDWHULDO�FRPSRQHQWV�PXVW�DOUHDG\�EH�LQ�KDQG���
'&�LV������OHYHO�RI�VSHOO�EHLQJ�FDVW�

9LJRURXV�0RWLRQ� �����OHYHO�RI�VSHOO�EHLQJ�FDVW�
9LROHQW�0RWLRQ� �����OHYHO�RI�VSHOO�EHLQJ�FDVW�
9LROHQW�:HDWKHU� +DLO��GXVW��HWF��������OHYHO�RI�VSHOO�EHLQJ�FDVW�

%OLQGLQJ�UDLQ��VOHHW��HWF��������OHYHO�RI�VSHOO�EHLQJ�FDVW�
&DVWLQJ�'HIHQVLYHO\� �����OHYHO�RI�VSHOO�EHLQJ�FDVW�
(QWDQJOHG� ���

 

C@5<<�C1F9>7�D8B?G��@82�@!% ��
• DC is 10 + spell level + ability modifier 
 

C@5<<�B5C9CD1>35��4=7�@(!��
• Spellcaster makes check (1d20 + caster level) vs. SR rating 
 

3?E>D5BC@5<<��@82�@!%"��
• Ready an action that selects a target of your counterspell 
• Identify spell, Spellcraft check DC 15 + spell’s level, as a free action 
• Cast appropriate counterspell (same spell, or opposite spell).  
• Dispel Magic is treated differently, see DM Sheet 3. 
 

C3B?<<C��4=7�@" #��C55�D89C�@175�6?B�=9C81@�56653DC��
• Must be same type (arcane/divine) as user can cast, must be in user’s class 

spell list, user must meet minimum required attribute for casting spells at 
that level 

• If user is of level to cast spell, can cast without check 
• If not of level, make caster level check, DC is scroll creator’s level + 1 
• If failed, make Wisdom check (DC 5, 1 fails).  Fail takes 1d6 damage/spell 

level 
 

G1>4C��4=7�@" &��
• Spell trigger activation, must have spell on spell list 
• Use is a standard action that does not provoke AoOs 
• Takes as long as spell if normal casting time is greater than 1 action 
 

=5D1=1793�3?CD�
)HDW� /HYHO� � )HDW� /HYHO�

(PSRZHU� ��� � 0D[LPL]H� ���
(QODUJH� ��� � 4XLFNHQ� ���
([WHQG� ��� � 6LOHQW� ���
+HLJKWHQ� OHYHO�FDVW�DW� � 6WLOO� ���

 

3?F5B��@82�@!##��(�)��
'HJUHH�RI�&RYHU� $&�%RQXV� 5HI�6DYH�%RQXV�

���� ��� ���
���� ��� ���
���� ��� ���
����� ���� ��������GDPDJH�RQ�IDLO��QRQH�RQ�VXFFHVV��

 

3?>351<=5>D��@82�@!##��(�! ��
&RQFHDOPHQW� ([DPSOH� 0LVV�&KDQFH�

���� /LJKW�IRJ��VRPH�GDUNQHVV� ����
���� 'HQVH�IRJ��DW��r�� ����
���� 'HQVH�IROLDJH� ����
����� 1HDU�WRWDO�GDUNQHVV� ����
WRWDO� %OLQG��WRWDO�GDUNQHVV��

GHQVH�IRJ��DW���r��
�����DQG�PXVW�
JXHVV�ORFDWLRQ�

 

3?=21D�=?49695BC��@82�@!#"��(�(��
&LUFXPVWDQFH� 0HOHH� 5DQJHG�

$WWDFNHU�IODQNLQJ�GHIHQGHU� ��� ��
$WWDFNHU�RQ�KLJKHU�JURXQG� ��� ���
$WWDFNHU�SURQH� ��� 
�
$WWDFNHU�LQYLVLEOH� ��g� ��g�
'HIHQGHU�VLWWLQJ�RU�NQHHOLQJ� ��� ���
'HIHQGHU�VWXQQHG��FRZHULQJ��RII�EDODQFH��FOLPELQJ� ��g� ��g�
'HIHQGHU�VXUSULVHG��IODW�IRRWHG� ��g� ��g�
'HIHQGHU�UXQQLQJ� ��g� ��g�
'HIHQGHU��QRW�$WWDFNHU��JUDSSOLQJ� ��h� ��h�
'HIHQGHU�SLQQHG� ��g� ��g�

�2QO\�FURVVERZ�FDQ�EH�XVHG������g�'HIHQGHU�ORVHV�'H[�ERQXV�WR�$&�
h�UROO�UDQGRPO\�WR�VHH�ZKR�LV�WKH�WDUJHW��WKH\�ORVH�'H[�ERQXV�WR�$&�

 

B1>75��@82�@!!(��
• -2 for each range increment, 5 increments maximum for thrown, 10 

increments maximum for projectile 

Reference Sheet Skill Checks, Light, Casting, Combat Modifiers Player Sheet 2 



3?>49D9?>�CE==1BI�
1RY\Ydi�4bQY^UT��4=7�`'"��

• Str, Dex 0: unable to move; Con 0: dead; Int, Wis, Cha 0: unconscious 
 

2\Y^TUT��4=7�`(#��

• All targets have full concealment 
• Move at half speed 
• Enemies get +2 when attacking, you lose any Dex bonus to your AC 
• Str and Dex based checks at -4 
 

3_^VecUT��4=7�`($��

• Roll 1d10 each round: 
�� :DQGHU�DZD\�IRU���PLQXWH�
���� 'R�QRWKLQJ�IRU���URXQG�
���� $WWDFN�QHDUHVW�FUHDWXUH�IRU���URXQG�
��� $FW�QRUPDOO\�IRU���URXQG�

• A confused creature, if attacked, attacks their attacker next turn 
 

3_gUbY^W��4=7�`($��

• Lose Dex bonus to AC, +2 to be hit, can take no actions 
 

4QjUT��4=7�`($��

• Can take no actions 
 

4UQVU^UT��4=7�`($��

• -4 to initiative checks, 20% spell failure for spells with verbal components, 
cannot make Listen checks 

 

4iY^W��4=7�`($��

• 10% chance of stabilizing each round, otherwise lose 1 HP 
 

5^dQ^W\UT��4=7�`($��

• -2 to attack, -4 effective Dex, Concentration check DC 15 for casters 
 

6UQb��4=7�`'&��
Fear effects are cumulative, adding to the total level of fear 
• CXQ[U^:  -2 morale penalty on attack rolls, saves, and checks 
• 6bYWXdU^UT:  As Shaken, but will flee (on path of their choosing) until out 

of sight (or hearing) of the source.  If unable to flee, will fight. 
• @Q^YS[UT:  As Shaken, but will flee (random path), and have 50% of 

dropping items in hand.  If unable to flee, will cower. 
 

@b_^U��4=7�`(%��

• Prone creature takes -4 on melee attacks, cannot used ranged weapons, 
except crossbow (which has no penalties) 

• Attackers get +4 (melee) or -4 (ranged) on attacks 
• Standing up is a move-equivalent action 
 

CdQWWUbUT��4=7�`(%��

• If subdual damage equals current HP, can only take partial actions 
 

Cde^^UT��4=7�`(%��

• Lose Dex bonus to AC, +2 to be hit, can take no actions 
• Drop any items in hand 

5>5B7I�4B19>��4=7�@'%��
• For each negative level:  -1 to all skill and ability checks, -1 to attacks, -1 to 

saving throws, -1 effective level 
• Lose highest spell prepared 
• If not removed after 24 hours, make Fort save (DC in creature 

description) 
• If failed, lose level (XP set to midpoint between levels) 
• If negative level is equal or greater than number of levels, character is 

slain 
 

61<<9>7�?2:53DC��4=7�@()��#�!(��
• 1d6 for every 10’ fallen (Smaller objects use increments below) 
• If hit by a falling object, add 1d6 for every additional 200 pounds, 

2EMHFW�:HLJKW� 'LVWDQFH� � 2EMHFW�:HLJKW� 'LVWDQFH�
�������� ��r� � ������ ��r�
������� ��r� � ����� ��r�
������ ��r� � ���� ��r�

89445>�B?<<C��4=7�@!'��
Skills checks that the DM might make secretly: Bluff, Diplomacy, Hide, 
Listen, Move Silently, Rope Use, Search, Spot, etc. 

G1<<C��4=7�@! '��$�#��
�

:DOO�7\SH�
7\SLFDO�

7KLFNQHVV�
%UHDN�
'&�

�
+DUGQHVV�

+LW�
3RLQWV
�

&OLPE�
'&�

0DVRQU\� �r� ��� �� ��� ���
6XSHULRU�PDVRQU\� �r� ��� �� ��� ���
5HLQIRUFHG�PDVRQU\� �r� ��� �� ���� ���
+HZQ�VWRQH� �r� ��� �� ���� ���
8QZRUNHG�VWRQH� �r� ��� �� ���� ���
,URQ� �t� ��� ��� ��� ���
3DSHU� SDSHU�WKLQ� �� �� �� ���
:RRG� �t� ��� �� ��� ���
0DJLFDOO\�WUHDWHG

� �� ���� [�� [�g� ��

�3HU���r[��r�VHFWLRQ�


�$GG�PRGLILHUV�WR�DQ\�RWKHU�ZDOO�W\SH�
g�2U�����ZKLFKHYHU�LV�JUHDWHU�

 

4??BC��4=7�@! (��$�$��
�� 7\SLFDO� � +LW� %UHDN�'&�

'RRU�7\SH� 7KLFNQHVV� +DUGQHVV� 3RLQWV� 6WXFN� /RFNHG�
6LPSOH�ZRRGHQ� �t� �� ��� ��� ���
*RRG�ZRRGHQ� ���t� �� ��� ��� ���
6WURQJ�ZRRGHG� �t� �� ��� ��� ���
6WRQH� �t� �� ��� ��� ���
,URQ� �t� ��� ��� ��� ���
3RUWFXOOLV��ZRRGHQ� �t� �� ��� ��
� ��
�
3RUWFXOOLV��LURQ� �t� ��� ��� ��
� ��
�
/RFN� �� ��� ��� � �
+LQJH� �� ��� ��� � �

�'&�WR�OLIW���8VH�DSSURSULDWH�GRRU�'&�IRU�EUHDN��

 

C@?DD9>7�49CD1>35�496693E<DI��4=7�@& ��#�!��#�"��
'LVWDQFH� � 'LIILFXOW\�

7HUUDLQ� 'LVWDQFH��DYJ�� � &LUFXPVWDQFH� '&�
6PRNH�KHDY\�IRJ� �G�[�r����r�� � %DVH� ���
-XQJOH�GHQVH�IRUHVW� �G�[��r����r�� � 6L]H� �����SHU�VL]H�
/LJKW�IRUHVW� �G�[��r�����r�� � &RQWUDVW� �����RU�PRUH�
6FUXE��EUXVK�EXVK� �G�[��r�����r�� � 6WLOOQHVV��QRW�PRYLQJ�� ���
*UDVVODQG� �G�[��r�����r�� � ���FUHDWXUHV� ���
7RWDO�GDUNQHVV� /LPLW�RI�VLJKW� � 0RRQOLJKW
� ���
,QGRRUV��OLW�� /LQH�RI�VLJKW� � 6WDUOLJKW

� ����
� � � 7RWDO�'DUNQHVV� GDUNYLVLRQ�

����ERQXV�WR�FKHFN�LI�VSRWWHU�KDV�ORZ�OLJKW�YLVLRQ�RU�GDUNYLVLRQ�WR�WKDW�UDQJH�


����WR�FKHFN�LI�VSRWWHU�KDV�ORZ�OLJKW�YLVLRQ�RU�����IRU�GDUNYLVLRQ�WR�WKDW�UDQJH�

�

2?>EC�DI@5C��4=7�@!''��(�!��
%RQXV�7\SH� ,PSURYHV� � %RQXV�7\SH� ,PSURYHV�
$UPRU� $&� � ,QKHUHQW� $ELOLW\�VFRUH�
&LUFXPVWDQFH� $WWDFNV��FKHFNV� � ,QVLJKW� $WWDFNV��$&��FKHFNV��VDYHV�
&RPSHWHQFH� $WWDFNV��VDYHV��

FKHFNV�
� /XFN� $WWDFNV��ZHDSRQ�GDPDJH��

$&��VDYHV��FKHFNV�
'HIOHFWLRQ� $&� � 0RUDOH� $WWDFNV��ZHDSRQ�GDPDJH��

FKHFNV��VDYHV�
'RGJH� $&� � 1DWXUDO�

$UPRU�
$&�

(QKDQFHPHQW� $UPRUrV�ERQXV� � 3URIDQH� $&��VDYHV��FKHFNV�
(QKDQFHPHQW� $WWDFNV��

GDPDJH�
� 5HVLVWDQFH� 6DYHV�

(QKDQFHPHQW� $ELOLW\�VFRUH� � 6DFUHG� $&��VDYHV��FKHFNV�
+DVWH� $&� � 6\QHUJ\� &KHFNV�

CdQS[Y^W*  Bonuses of the same type do not stack, except for circumstance, 
dodge, synergy, or armor and shield’s Armor bonus types. 

 

C@5391<�129<9D95C��4=7�@'!�'"��#�!"��
� ([WUDRUGLQDU\� 6XSHUQDWXUDO� 6SHOO�OLNH�

$IIHFWHG�E\�GLVSHO"� 1R� 1R� <HV�
6SHOO�5HVLVWDQFH�RIIHUV�SURWHFWLRQ"� 1R� 1R� <HV�
6XSSUHVVHG�E\�$QWLPDJLF�)LHOG"� 1R� <HV� <HV�
8VH�SURYRNHV�$R2"� 1R� 1R� <HV�

1>D9=1793��4=7�@'"��
• Spells centered outside the field but overlap still affect the area outside 
• Summoned creatures vanish until field goes away, constructs, elemental, 

undead, etc. still function, but lose supernatural and spell-like abilities 
 

49C@5<�=1793��@82�@!)&��
DQbWUdUT�TYc`U\:  Dispel check (1d20 + 1 per caster level, max +10) against 
DC of 11 + caster level of spell to be dispelled 
1bUQ�TYc`U\:  30’ radius, make checks against spell with highest caster level 
until one is dispelled 
3_e^dUbc`U\\:  Make a dispel check 

Reference Sheet Conditions, Walls, Doors, Spotting, Bonuses, Antimagic, Dispel DM Sheet 1 
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�
�

7\SH�

�
�

'DPDJH�

�
�

&ULWLFDO�

�
�

5DQJH�

6L]H��
3URILFLHQF\��
'PJ�7\SH�

$[H��RUF�GRXEOH� �G���G�� [�� � /�(�6�
$[H��WKURZLQJ� �G�� [�� ��r� 6�0�6�
%DWWOHD[H� �G�� [�� � 0�0�6�
&KDLQ��VSLNHG
� �G�� [�� � /�(�3�
&OXE� �G�� [�� ��r� 0�6�%�
&URVVERZ��KDQG� �G�� ������[�� ��r� 7�(�3�
&URVVERZ��KHDY\� �G��� ������[�� ���r� 0�6�3�
&URVVERZ��OLJKW� �G�� ������[�� ��r� 6�6�3�
&URVVERZ��UHSHDWLQJ� �G�� ������[�� ��r� 0�(�3�
'DJJHU� �G�� ������[�� ��r� 7�6�3�
'DJJHU��SXQFKLQJ� �G�� [�� � 7�6�3�
'DUW� �G�� [�� ��r� 0�6�3�
)DOFKLRQ� �G�� ������[�� � /�0�6�
)ODLO��GLUH� �G���G�� [�� � /�(�%�
)ODLO��KHDY\� �G��� ������[�� � /�0�%�
)ODLO��OLJKW� �G�� [�� � 0�0�%�
*DXQWOHW��VSLNHG� �G�� [�� � 7�6�3�
*ODLYH
� �G��� [�� � /�0�6�
*UHDWD[H� �G��� [�� � /�0�6�
*UHDWFOXE� �G��� [�� � /�0�%�
*UHDWVZRUG� �G�� ������[�� � /�0�6�
*XLVDUPH
� �G�� [�� � /�0�6�
+DOEHUG� �G��� [�� � /�0�36�
+DOIVSHDU� �G�� [�� ��r� 0�6�3�
+DPPHU��KRRNHG� �G���G�� [��[�� � 0�(�%3�
+DPPHU��OLJKW� �G�� [�� ��r� 6�0�%�
-DYHOLQ� �G�� [�� ��r� 0�6�3�
.DPD� �G�� [�� � 6�(�6�
.DPD��KDOIOLQJ� �G�� [�� � 7�(�6�
.XNUL� �G�� ������[�� � 7�(�6�
/DQFH��KHDY\
� �G�� [�� � 0�0�3�
/DQFH��OLJKW� �G�� [�� � 6�0�3�
/RQJERZ� �G�� [�� ���r� /�0�3�
/RQJERZ��FRPSRVLWH� �G�� [�� ���r� /�0�3�
/RQJVSHDU
� �G�� [�� � /�0�3�
/RQJVZRUG� �G�� ������[�� � 0�0�6�
0DFH��KHDY\� �G�� [�� � 0�6�%�
0DFH��OLJKW� �G�� [�� � 6�6�%�
0RUQLQJVWDU� �G�� [�� � 0�6�%3�
1HW� �� �� ��r� 0�(���
1XQFKDNX� �G�� [�� � 6�(�%�
1XQFKDNX��KDOIOLQJ� �G�� [�� � 7�(�%�
3LFN��KHDY\� �G�� [�� � 0�0�3�
4XDUWHUVWDII� �G���G�� [�� � /�6�%�
5DQVHXU
� �G�� [�� � /�0�3�
5DSLHU� �G�� ������[�� � 0�0�3�
6DS� �G��� [�� � 6�0�%�
6FLPLWDU� �G�� ������[�� � 0�0�3�
6F\WKH� �G�� [�� � /�0�36�
6LFNOH� �G�� [�� � 6�6�6�
6KRUWERZ� �G�� [�� ��r� 0�0�3�
6KRUWERZ��FRPSRVLWH� �G�� [�� ��r� 0�0�3�
6KRUWVSHDU� �G�� [�� ��r� /�6�3�
6KXULNHQ� �� [�� ��r� 7�(�3�
6LDQJKDP� �G�� [�� � 6�(�3�
6LDQJKDP��KDOIOLQJ� �G�� [�� � 7�(�3�
6OLQJ� �G�� [�� ��r� 6�6�%�
6WULNH��XQDUPHG��0�� �G��� [�� � ��6�%�
6WULNH��XQDUPHG��6�� �G��� [�� � ��6�%�
6ZRUG��VKRUW� �G�� ������[�� � 6�0�3�
6ZRUG��EDVWDUG� �G��� ������[�� � 0�(�6�
6ZRUG��WZR�EODGHG� �G���G�� ������[�� � /�(�6�
7ULGHQW� �G�� [�� ��r� 0�0�3�
8UJRVK��GZDUYHQ� �G���G�� [�� � /�(�63�
:DUD[H��GZDUYHQ� �G��� [�� � 0�(�6�
:DUKDPPHU� �G�� [�� � 0�0�%�
:KLS� �G��� [�� ��r� 6�(�6�

�5HDFK�ZHDSRQ� � � � �

� � � � �
� � � � �
� � � � �
� � � � �
� � � � �

=QcdUbg_b[*  +1 to attack roll, does not stack with magic enhancement�
=YdXbQ\*  Weigh half as much 
1TQ]Q^dY^U*  Natural (cannot be dispelled) enhancement, does not stack 
with magic enhancement: 1d4/1d6 is +1, 1d8/1d10/1d12 is +2 
4Qb[g__T*  Weigh half as much 

1B=?B��@82�@! $��'�%��
�

7\SH�
$UPRU�
%RQXV�

0D[��'H[�
%RQXV�

&KHFN�
3HQDOW\�

6SHOO�
)DLOXUH�

3DGGHG� ��� ��� �� ���
/HDWKHU� ��� ��� �� ����
6WXGGHG�OHDWKHU� ��� ��� ��� ����
&KDLQ�VKLUW� ��� ��� ��� ����
+LGH� ��� ��� ��� ����
6FDOH�PDLO� ��� ��� ��� ����
&KDLQPDLO� ��� ��� ��� ����
%UHDVWSODWH� ��� ��� ��� ����
6SOLQW�PDLO� ��� ��� ��� ����
%DQGHG�PDLO� ��� ��� ��� ����
+DOI�SODWH� ��� ��� ��� ����
)XOO�SODWH� ��� ��� ��� ����
%XFNOHU� ��� � ��� ���
6:�VKLHOG� ��� � ��� ���
66�VKLHOG� ��� � ��� ���
/:�VKLHOG� ��� � ��� ����
/6�VKLHOG� ��� � ��� ����
7RZHU�VKLHOG� FRYHU� � ���� ����

� � � � �
� � � � �

=QcdUbg_b[*  Armor check penalty reduced by 1�
=YdXbQ\*  1 category lighter, spell failure 10% less, maximum dexterity bonus 
+2, armor check penalty reduce by 3 
1TQ]Q^dY^U*  Natural (cannot be dispelled) enhancement: Light armor or 
shield gets +1, medium gets +2, heavy gets +3, does not stack with magic 
enhancement 
4Qb[g__T*  Weigh half as much, shield’s check penalty reduced by 2 
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�

6RXUFH�
�

7\SH�
,QLWLDO�

'DPDJH�
6HFRQGDU\�
'DPDJH�

6PDOO�FHQWLSHGH� ,QMXU\�'&���� �G��'H[� �G��'H[�
*UHHQEORRG�RLO� ,QMXU\�'&���� ��&RQ� �G��&RQ�
0HGLXP�VL]H�VSLGHU� ,QMXU\�'&���� �G��6WU� �G��6WU�
%ORRGURRW� ,QMXU\�'&���� �� �G��&RQ����G��:LV�
3XUSOH�ZRUP� ,QMXU\�'&���� �G��6WU� �G��6WU�
/DUJH�VFRUSLRQ� ,QMXU\�'&���� �G��6WU� �G��6WU�
:\YHUQ� ,QMXU\�'&���� �G��&RQ� �G��&RQ�
%OXH�ZKLQQLV� ,QMXU\�'&���� ��&RQ� 8QFRQVFLRXV�
*LDQW�ZDVS� ,QMXU\�'&���� �G��'H[� �G��'H[�
6KDGRZ�HVVHQFH� ,QMXU\�'&���� ��6WU
� �G��6WU�
%ODFN�DGGHU� ,QMXU\�'&���� �� �G��6WU�
'HDWKEODGH� ,QMXU\�'&���� �G��&RQ� �G��&RQ�
0DO\VV�URRW�SDVWH� &RQWDFW�'&���� ��'H[� �G��'H[�
1LWKDULW� &RQWDFW�'&���� �� �G��&RQ�
'UDJRQ�ELOH� &RQWDFW�'&���� �G��6WU� ��
6DVVRQH�OHDI�UHVLGXH� &RQWDFW�'&���� �G���KS� �G��&RQ�
7HULQDY�URRW� &RQWDFW�'&���� �G��'H[� �G��'H[�
&DUULRQ�FUDZOHU�EUDLQ�� &RQWDFW�'&���� 3DUDO\VLV� ��
%ODFN�ORWXV�H[WUDFW� &RQWDFW�'&���� �G��&RQ� �G��&RQ�
2LO�RI�WDJJLW� ,QJHVWHG�'&���� �� 8QFRQVFLRXV�
,G�PRVV� ,QJHVWHG�'&���� �G��,QW� �G��,QW�
6WULSHG�WRDGVWRRO� ,QJHVWHG�'&���� ��:LV� �G��:LV����G��,QW�
$UHVQLF� ,QJHVWHG�'&���� ��&RQ� �G��&RQ�
/LFK�GXVW� ,QJHVWHG�'&���� �G��6WU� �G��6WU�
'DUN�UHDYHU�SRZGHU� ,QJHVWHG�'&���� �G��&RQ� �G��&RQ����G��6WU�
8QJRO�GXVW� ,QKDOHG�'&���� ��&KD� �G��&KD�����&KD
�
%XUQW�RWKXU�IXPHV� ,QKDOHG�'&���� ��&RQ
� �G��&RQ�
,QVDQLW\�PLVW� ,QKDOHG�'&���� �G��:LV� �G��:LV�

�3HUPDQHQW� � � �

49C51C5C��4=7�@'%��#�!$��
1DPH� ,QIHFWLRQ� '&� ,QFXEDWLRQ� 'DPDJH�

%OLQGLQJ�VLFNQHVV� ,QJHVWHG� ��� �G��GD\V� �G��6WUh�
&DFNOH�IHYHU� ,QKDOHG� ��� ��GD\� �G��:LV�
'HPRQ�IHYHU� ,QMXU\� ��� ��GD\� �G��&RQ

�
'HYLO�FKLOOVg� ,QMXU\� ��� �G��GD\V� �G��6WU�
)LOWK�IHYHU� ,QMXU\� ��� �G��GD\V� �G��'H[���G��&RQ�
0LQGILUH� ,QKDOHG� ��� ��GD\� �G��,QW�
0XPP\�URW
� &RQWDFW� ��� ��GD\� �G��&RQ�
5HG�DFKH� ,QMXU\� ��� �G��GD\V� �G��6WU�
6KDNHV� &RQWDFW� ��� ��GD\� �G��'H[�
6OLP\�GRRP� &RQWDFW� ��� ��GD\� �G��&RQ

�

�6DYH�GRHV�QRW�PHDQ�UHFRYHU\��PXVW�EH�PDJLFDOO\�KHDOHG�


�0DNH�DQRWKHU�VDYH��IDLOXUH�PHDQV���SRLQW�RI�WHPS��GDPDJH�EHFRPHV�SHUPDQHQW�
g�0XVW�PDNH���VDYHV�LQ�D�URZ�WR�UHFRYHU�
h�(YHU\�WLPH���RU�PRUH�SRLQWV�RI�GDPDJH�LV�GRQH��PDNH�DQRWKHU�VDYH�RU�EH�EOLQGHG�

Reference Sheet Weapons, Armor, Poisons, Diseases DM Sheet 2 
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6SHOO�� $UHD�5DQJH� 5RXQG��� 5RXQG��� 5RXQG���

3ODQWV�$QLPDOV� ������r� SUHVHQFH� QXPEHU� FRQGLWLRQ�ORFDWLRQ�
$OLJQPHQW� ������r� SUHVHQFH� QXPEHU� VWUHQJWK�ORFDWLRQ�
0DJLF� ������r� SUHVHQFH� QXPEHU� VWUHQJWK�ORFDWLRQ�
3RLVRQ� WKLQJ���r�FXEH� SUHVHQFH��:LV�$OFKHP\�FKHFN�'&����WR�LGHQWLI\�
6FU\LQJ� ���r�UDGLXV� SUHVHQFH��RSSRVHG�6FU\�FKHFN�WR�VHH�VFULHU�
6HFUHW�'RRUV� ������r� SUHVHQFH� QXPEHU�ORFDWLRQ� PHFKDQLVP����UQG�
6QDUH�3LWV� ������r� SUHVHQFH� QXPEHU�ORFDWLRQ� W\SH�WULJJHU����UQG�
7KRXJKWV� ������r� SUHVHQFH� QXPEHU�VWUHQJWK� VXUIDFH�WKRXJKWV�
8QGHDG� ������r� SUHVHQFH� QXPEHU�VWURQJHVW� VWUHQJWK�ORFDWLRQ�

 

Alignment (good/evil/law/chaos) strength: 
&UHDWXUH�2EMHFW� 3RZHU� � 3RZHU� $XUD�
&UHDWXUH� +'��� � /LQJHULQJ� 'LP�
8QGHDG� +'��� � ��RU�OHVV� )DLQW�
(OHPHQWDO� +'��� � ���� 0RGHUDWH�
0DJLF��LWHP�VSHOO�� &DVWHU�OHYHO��� � ����� 6WURQJ�
2XWVLGHU� +'� � ���� 2YHUZKHOPLQJ�
&OHULF� OHYHO� � � �

Lingering time is 1d6 multiplied by (original strength): 1 minute (faint), 10 
minutes (moderate), 1 hour (strong), 1 day (overwhelming) 
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�

6SHOO�/HYHO�
�

%DUG�
&OHULF��

'UXLG��:L]DUG�
3DODGLQ��
5DQJHU�

�
6RUFHUHU�

�
$GHSW�

�� �� �� �� �� ��
�� �� �� ������ �� ��
�� �� �� ������� �� ��
�� �� �� �������� �� ��
�� ��� �� �������� �� ���
�� ��� �� �� ��� ���
�� ��� ��� �� ��� ��
�� �� ��� �� ��� ��
�� �� ��� �� ��� ��
�� �� ��� �� ��� ��

 

F1B91>D*��451D8�6B?=�=1CC9F5�41=175��4=7�@&&��#�(��
Receiving more than 50 points of damage in a single attack will kill a 
creature.  Alternatively, base the limit on the size of the creature: 

6L]H� )� '� 7� 6� 0� /� +� *� &�
0D[��GPJ��SHU�VLQJOH�DWWDFN� ��� ��� ��� ��� ��� ��� ��� ��� ���

 

F1B91>D*��3B9D931<�=9CC5C�6E=2<5C��4=7�@&%��
On a natural 1, character must make a Dex check (DC 10) or fumble 

F1B91>D*��9>CD1>D�;9<<��4=7�@&$��
If a natural 20 is rolled, followed by another natural 20 to confirm the 
critical, roll again.  Roll a third time, if it hits, the target is instantly slain 

@C9?>93�3?=21D��@C982�@$"��$�!��$�"��$�#��
DC for powers is 1d20 + power’s key ability bonus + level of power 
Power Level(Cost):  0(0/1)  1(1)  2(3)  3(5)  4(7)  5(9)  6(11)  7(13)  8(15)  9(17) 
Will Save DC against attack is 1d20 + attack’s ability modifier + DC modifier 

� (JR�
:KLS�
�'H[��

,G�
,QVLQ��
�6WU��

0LQG�
%ODVW�
�&KD��

0LQG�
7KUXVW�
�,QW��

3V\FKLF�
&UXVK�
�:LV��

�
6HF��
3URW��

�
�

33�
(PSW\�0LQG� ��� ��� ��� ��� ��� QRQH� ��
,QWHOOHFW�)RUWUHVV� ��� ��� �� ��� ��� ��PK� ��
0HQWDO�%DUULHU� ��� ��� ��� ��� ��� ��PK� ��
7KRXJKW�6KLHOG� ��� ��� ��� ��� ��� ��PK� ��
7RZHU�RI�,URQ�:LOO� ��� �� ��� ��� ��� ��PK� ��
1RQSVLRQLF�EXIIHU� ��� ��� ��� ��� ��� VWXQ� QD�
)ODW�IRRWHG�QR�33� ��� ��� ��� ��� ��� � �
$ELOLW\�'DPDJH� �G��'H[� �G��6WU� �G��&KD� �G��,QW� �G��:LV� � �
3RZHU�3RLQWV� �� �� �� �� �� � �

�'HIHQGHUV�ZKR�IDLO�VDYH�DJDLQVW�,G�,QVLQXDWLRQ�LJQRUH�PHQWDO�KDUGQHVV�
�0LQG�%ODVW�DIIHFWV�DOO�FUHDWXUHV�LQ���r�FRQH��QRQSVLRQLFV�DUH�VWXQQHG�IRU��G��URXQGV�
�$OO�RWKHU�DWWDFNV�KDYH�UDQJH�RI���r����r���OHYHOV�
�7RZHU�RI�,URQ�:LOO�DSSOLHV�WR�DOO�LQ���r�UDGLXV��PHQWDO�KDUGQHVV�VWDFNV��VDYH�GRHV�QRW�
 

=5D1@C9?>93�3?CD��@C982�@"$�# ��
)HDW� &RVW� � )HDW� &RVW�

(QODUJH� ��� � 0D[LPL]H� ���
([WHQG� ��� � 3HUVLVWHQW� ���
+HLJKWHQ� HIIHFWLYH�OHYHO� � 4XLFNHQ� ���
+LGH�'LVSOD\� ��� � 7ZLQ� ���

 

1ED?8I@>?C9C�3853;C��@C982�@!(��
7DVN� '&� (IIHFW�

5HVLVW�)HDU� ��� 6HFRQG�VDYLQJ�WKURZ�DW����
0HPRUL]H� ��� 0HPRUL]H�RU�UHFDOO�XS�WR�����ZRUGV�
,JQRUH�FDOWURS�ZRXQG� ��� ,JQRUH�PRYHPHQW�SHQDOW\�IRU����PLQ��
7ROHUDWH�SRLVRQ� 3RLVRQrV�'&� ���IRU�VDYH�DJDLQVW�VHFRQGDU\�GDPDJH�
:LOOSRZHU� ��� 7DNH�QRUPDO�DFWLRQV�ZKLOH�DW���KLW�SRLQWV�

>@3C��4=7�@#'�$ ��
• Assumes stats are all 10s, add modifiers as appropriate 
• Number of feats/skill points does not include human bonus 
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>@3�751B�
/HYHO� 9DOXH� � /HYHO� 9DOXH� � /HYHO� 9DOXH� � /HYHO� 9DOXH�
�� ���� � �� ����� � ��� ��N� � ��� ��N�
�� ����� � �� ����� � ��� ��N� � ��� ���N�
�� ����� � �� ����� � ��� ��N� � ��� ���N�
�� ����� � �� ��N� � ��� ��N� � ��� ���N�
�� ����� � ��� ��N� � ��� ��N� � ��� ���N�

Reference Sheet Magic, Variants, Psionics, NPCs DM Sheet 3 
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/HYHO� ;3� 0D[�6NLOO� 0D[�&&�6NLOO� )HDWV� $ELOLW\�
�� �� �� �� �VW� �
�� ����� �� ���� � �
�� ����� �� �� �QG� �
�� ����� �� ���� � �VW�
�� ������ �� �� � �
�� ������ �� ���� �UG� �
�� ������ ��� �� � �
�� ������ ��� ���� � �QG�
�� ������ ��� �� �WK� �
��� ������ ��� ���� � �
��� ������ ��� �� � �
��� ������ ��� ���� �WK� �UG�
��� ������ ��� �� � �
��� ������ ��� ���� � �
��� ������� ��� �� �WK� �
��� ������� ��� ���� � �WK�
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/HYHO�RI����)RU�D�&KDOOHQJH�5DWLQJ�RI����FRQVXOW�WKH�'0*���/RRN�XS�WKH�%DVH�;3�RQ�WKH�
IROORZLQJ�VPDOO�WDEOH��
&5���3/� %DVH�;3� � &5���3/� %DVH�;3� � &5���3/� %DVH�;3�
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0XOWLSO\�%DVH�;3�E\�3DUW\�/HYHO�WR�GHWHUPLQH�WKH�DSSURSULDWH�([SHULHQFH�3RLQW�$ZDUG��
URXQGLQJ�GHFLPDOV�DV�QHFHVVDU\��

DB51CEB5�F1<E5C�@5B�5>3?E>D5B��4=7�@!' ��'�"��
(/� 7UHDVXUH� (/� 7UHDVXUH� (/� 7UHDVXUH� (/� 7UHDVXUH�
�� ����JS� �� �����JS� ��� �����JS� ��� ������JS�
�� ����JS� �� �����JS� ��� �����JS� ��� ������JS�
�� ����JS� �� �����JS� ��� ������JS� ��� ������JS�
�� �����JS� �� �����JS� ��� ������JS� ��� ������JS�
�� �����JS� ��� �����JS� ��� ������JS� ��� ������JS�

 

DB51CEB5�@5B�!   H@��21C54�?>�4=7�@!' ��'�"��
/HYHO� JS� � /HYHO� JS� � /HYHO� JS� � /HYHO� JS�
�� ����� � �� ����� � ��� ����� � ��� �����
�� ����� � �� ����� � ��� ����� � ��� �����
�� ����� � �� ����� � ��� ����� � ��� �����
�� ����� � �� ����� � ��� ����� � ��� ������
�� ����� � ��� ����� � ��� ����� � ��� ������

To help stay within the treasure guidelines, find the average party level on 
the above table, which gives you the amount of treasure to give out with 
each 1000xp awarded. 

DB51CEB5��4=7�@!' ��'�$��
/HYHO� G�� &RLQV� G�� *RRGV� G�� ,WHPV�

�VW� ������ �� ������ �� ������ ��
� ������ �G�[�����FS� ������ ��JHP� ������ ��PXQGDQH�
� ������ �G�[����VS� ������� ��DUW� ������� ��PLQRU�
� ������ �G�[���JS� � � � �
� ������� �G�[���SS� � � � �
� � � � � � �

�QG� ������ �� ������ �� ������ ��
� ������ �G��[�����FS� ������ �G��JHPV� ������ �G��PXQGDQH�
� ������ �G��[����VS� ������� �G��DUW� ������� ��PLQRU�
� ������ �G�[���JS� � � � �
� ������� �G��[���SS� � � � �
� � � � � � �

�UG� ������ �� ������ �� ������ ��
� ������ �G��[�����FS� ������ �G��JHPV� ������ �G��PXQGDQH�
� ������ �G�[����VS� ������� �G��DUW� ������� ��PLQRU�
� ������ �G�[����JS� � � � �
� ������� �G��[���SS� � � � �
� � � � � � �

�WK� ������ �� ������ �� ������ ��
� ������ �G��[�����FS� ������ �G��JHPV� ������ �G��PXQGDQH�
� ������ �G��[�����VS� ������� �G��DUW� ������� ��PLQRU�
� ������ �G�[����JS� � � � �
� ������� �G�[���SS� � � � �
� � � � � � �

�WK� ������ �� ������ �� ������ ��
� ������ �G�[������FS� ������ �G��JHPV� ������ �G��PXQGDQH�
� ������ �G�[�����VS� ������� �G��DUW� ������� �G��PLQRU�
� ������ �G�[����JS� � � � �
� ������� �G��[���SS� � � � �
� � � � � � �

�WK� ������ �� ������ �� ������ ��
� ������ �G�[������FS� ������ �G��JHPV� ������ �G��PXQGDQH�
� ������ �G�[�����VS� ������� �G��DUW� ������ �G��PLQRU�
� ������ �G��[����JS� � � ���� ��PHGLXP�
� ������� �G��[���SS� � � � �
� � � � � � �

�WK� ������ �� ������ �� ������ ��
� ������ �G��[������FS� ������ �G��JHPV� ������ �G��PLQRU�
� ������ �G��[�����VS� ������� �G��DUW� ������� ��PHGLXP�
� ������ �G�[����JS� � � � �
� ������� �G�[���SS� � � � �
� � � � � � �

�WK� ������ �� ������ �� ������ ��
� ������ �G��[������FS� ������ �G��JHPV� ������ �G��PLQRU�
� ������ �G�[�����VS� ������� �G��DUW� ������� ��PHGLXP�
� ������ �G�[����JS� � � � �
� ������� �G�[���SS� � � � �
� � � � � � �

�WK� ������ �� ������ �� ������ ��
� ������ �G�[������FS� ������ �G��JHPV� ������ �G��PLQRU�
� ������ �G�[�����VS� ������� �G��DUW� ������� ��PHGLXP�
� ������ �G�[����JS� � � � �
� ������� �G��[���SS� � � � �
� � � � � � �

��WK� ������ �� ������ �� ������ ��
� ������ �G��[�����VS� ������ �G��JHPV� ������ �G��PLQRU�
� ������ �G�[����JS� ������� �G��DUW� ������ ��PHGLXP�
� ������� �G�[���SS� � � ���� ��PDMRU�
� � � � � � �

��WK� ������ �� ������ �� ������ ��
� ������ �G��[�����VS� ������ �G���JHPV� ������ �G��PLQRU�
� ������ �G�[����JS� ������� �G��DUW� ������ ��PHGLXP�
� ������� �G��[���SS� � � ������� ��PDMRU�
� � � � � � �

��WK� ������ �� ������ �� ������ ��
� ������ �G��[�����VS� ������ �G���JHPV� ������ �G��PLQRU�
� ������ �G�[�����JS� ������� �G��DUW� ������ ��PHGLXP�
� ������� �G�[����SS� � � ������� ��PDMRU�
� � � � � � �

��WK� ������ �� ������ �� ������ ��
� ������ �G�[�����JS� ������ �G���JHPV� ������ �G��PLQRU�
� ������� �G��[����SS� ������� �G���DUW� ������ ��PHGLXP�
� � � � � ������� ��PDMRU�
� � � � � � �

��WK� ������ �� ������ �� ������ ��
� ������ �G�[�����JS� ������ �G��JHPV� ������ �G��PLQRU�
� ������� �G��[����SS� ������� �G��DUW� ������ ��PHGLXP�
� � � � � ������� ��PDMRU�
� � � � � � �

For gems, art, and mundane items, see DMG p172. 
For magic items, see DMG p179. 
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