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CONDITION SUMMARY 

Ability Drained (DMG p289) 
• Str, Dex 0: unable to move; Con 0: dead; Int, Wis, Cha 0: unconscious 
 

Blinded (DMG p300) 
• All targets have full concealment, move at half speed 
• Receive -2 to AC and lose any Dex bonus to AC 
• -4 to Search and most Str and Dex based checks 
 

Confused (DMG p300) 
• Roll 1d10 each round: 

1 Wander away for 1 minute  7-9 Attack nearest creature for 1 round 
2-6 Do nothing for 1 round  10 Act normally for 1 round 

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

Cowering (DMG p300) 
• -2 to AC and lose Dex bonus to AC, can take no actions 
 

Dazed (DMG p300) 
• Can take no actions, typically last 1 round 
 

Deafened (DMG p300) 
• -4 to initiative, Listen checks automatically fail 
• 20% spell failure for spells with verbal components, 
 

Disabled (DMG p300) 
• May make a Standard or move action 
• take 1 point of damage after any strenuous act 
 

Dying (DMG p300) 
• -1 to –9 HP, 10% chance of stabilizing each round, otherwise lose 1 HP 
 

Entangled (DMG p300) 
• -2 to attack, -4 effective Dex, Concentration check DC 15 for casters 
 

Exhausted (DMG p300) 
• Caused by doing something that causes fatigue while already fatigued 
• Move at half normal speed, -6 to Str and Dex 
• After 1 hour complete rest become fatigued instead 
 

Fatigued (DMG p301) 
• -2 to Str and Dex.  8 hours of complete rest needed 
 

Fear (DMG p294) 
Fear effects are cumulative, adding to the total level of fear 
• Shaken:  -2 morale penalty on attack rolls, saves, skill and ability checks 
• Frightened:  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. 
• Panicked:  As Shaken, but will flee (random path), They will flee from all other 

dangers as well.  If unable to flee, will cower. 
 

Prone (DMG p301) 
• Prone creature has -4 on melee attacks, cannot used ranged weapons, except 

crossbow (which has no penalties) 
• Prone defenders gain +4 to AC against ranged and -4 against melee attacks 
• Standing up is a move-equivalent action 
 

Staggered (DMG p301) 
• If non-lethal damage equals current HP, may take one move or standard action. 
 

Stunned (DMG p301) 
• Lose Dex bonus to AC and take -2 AC penalty, can take no actions 
• Drop any items in hand 

ENERGY DRAIN (DMG P293) 
• For each negative level:  -1 to all attacks, saves, skill, and ability checks, -5 HP, -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 number of negative levels less equals current levels then creature is slain 

FALLING OBJECTS (DMG P303, 8−4) 
• 1d6 for every 10’ fallen (Smaller objects use increments below) 
• If hit by a falling object, add 1d6 for every additional 200 pounds, 

Object Weight Distance  Object Weight Distance 
200-101 20’  30-11 50’ 
100-51 30’  10-6 60’ 
50-31 40’  1-5 70’ 

 

VARIANT:  INSTANT KILL (DMG P64) 
If a natural 20 is rolled, followed by another natural 20 to confirm the critical, a third 
roll is made.  If the third is a hit, the target is instantly slain 
 

VARIANT:  CRITICAL MISSES/FUMBLES (DMG P65) 
On a natural 1, character must make a Dex check (DC 10) or fumble 

WALLS (DMG P59−60, 3−9) 
 

Wall Type 
Typical 

Thickness 
Break 
DC 

 
Hardness 

Hit 
Points* 

Climb 
DC 

Masonry 1’ 35 8 90 15 
Superior masonry 1’ 35 8 90 20 
Reinforced masonry 1’ 45 8 180 15 
Hewn stone 3’ 50 8 540 22 
Unworked stone 5’ 65 8 900 20 
Iron 3” 30 10 90 25 
Paper paper-thin 1 - 1 30 
Wood 6” 20 5 60 21 
Magically treated** - +20 x2 x2† - 
* Per 10’x10’ section 
** Add modifiers to any other wall type 
† Or 50, whichever is greater 

 

DOORS (DMG P60−61, 3−10) 
  Typical  Hit Break DC 

Door Type Thickness Hardness Points Stuck Locked 
Simple wooden 1” 5 10 13 15 
Good wooden 1.5” 5 15 16 18 
Strong wooded 2” 5 20 23 25 
Stone 4” 8 60 28 28 
Iron 2” 10 60 28 28 
Portcullis, wooden 3” 5 30 25* 25* 
Portcullis, iron 2” 10 60 25* 25* 
Lock - 15 30   
Hinge - 15 30   
* DC to lift.  Use appropriate door DC for break. 

 

CREATURE SIZES & REACH (DMG P29, 2−4) 
 Max  Natural Reach3 

Creature Size Height1 Weight2 Space3 Tall Long 
Fine 6 in. or less 1/8 lb. or less 1/2 ft. 0 ft. 0 ft. 
Diminutive 1 ft. 1 lb. 1 ft. 0 ft. 0 ft. 
Tiny 2 ft. 8 lb. 2-1/2 ft. 0 ft. 0 ft. 
Small 4 ft. 60 lb. 5 ft. 5 ft. 5 ft. 
Medium 8 ft. 500 lb. 5 ft. 5 ft. 5 ft. 
Large 16 ft. 4,000 lb. 10 ft. 10 ft. 5 ft. 
Huge 32 ft. 32,000 lb. 15 ft. 15 ft. 10 ft. 
Gargantuan 64 ft. 250,000 lb. 20 ft. 20 ft. 15 ft. 
Colossal 64 ft 

or more 
250,000 lb. 
or more 

30 ft. 
or more 

30 ft. 
or more 

20 ft. 
or more 

1. Biped’s height, quadrupeds body length (nose to base of tail) 
2. Assumes creature is roughly as dense as a regular animal. 
3. These values are typical for creatures of the indicated size. Some exceptions exist. 

 

OVERLAND MOVEMENT RATES (PHB P162, 9−3) 
  15’ 20’ 30’ 40’ 
One Round Walk 15’ 20’ 30’ 40’ 
(Tactical) Hustle 30’ 40’ 60’ 80’ 
 Run (x3) 45’ 60’ 90’ 120’ 
 Run (x4) 60’ 80’ 120’ 160’ 
One Minute Walk 150’ 200’ 300’ 400’ 
(Local) Hustle 300’ 400’ 600’ 800’ 
 Run (x3) 450’ 600’ 900’ 1,200’ 
 Run (x4) 600’ 800’ 1,200’ 1,600’ 
One Hour Walk 1.5 miles 2 miles 3 miles 4 miles 
 Hustle 3 miles 4 miles 6 miles 8 miles 
One Day Walk 12 miles 16 miles 24 miles 32 miles 

 

BONUS TYPES (DMG P177, 8−1) 
Bonus Type Improves  Bonus Type Improves 
Armor AC  Inherent Ability score 
Circumstance Attacks, checks  Insight Attacks, AC, checks, saves 
Competence Attacks, saves, 

checks 
 Luck Attacks, weapon damage, 

AC, saves, checks 
Deflection AC  Morale Attacks, weapon damage, 

checks, saves 
Dodge AC  Natural 

Armor 
AC 

Enhancement Armor’s bonus  Profane AC, saves, checks 
Enhancement Attacks, damage  Resistance Saves 
Enhancement Ability score  Sacred AC, saves, checks 
Haste AC  Synergy Checks 

Stacking:  Bonuses of the same type do not stack, except for circumstance, dodge, 
synergy, or armor and shield’s Armor bonus types. 
 

VARIANT:  DEATH FROM MASSIVE DAMAGE (DMG P66, 3−8) 
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: 

Size F D T S M L H G C 
Max. dmg. per single attack 10 20 30 40 50 60 70 80 90 
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WEAPONS (PHB P116−117, 7−5) 

Type Damage Critical Range Size/Prof/Type 
Axe, orc double 1d8/1d8 x3  L/E/S 
Axe, throwing 1d6 x2 10’ S/M/S 
Battleaxe 1d8 x3  M/M/S 
Chain, spiked* 2d4 x2  L/E/P 
Club 1d6 x2 10’ M/S/B 
Crossbow, hand 1d4 19-20/x2 30’ T/E/P 
Crossbow, heavy 1d10 19-20/x2 120’ M/S/P 
Crossbow, light 1d8 19-20/x2 80’ S/S/P 
Crossbow, repeating 1d8 19-20/x2 80’ M/E/P 
Dagger 1d4 19-20/x2 10’ T/S/P 
Dagger, punching 1d4 x3  T/S/P 
Dart 1d4 x2 20’ M/S/P 
Falchion 2d4 18-20/x2  L/M/S 
Flail, dire 1d8/1d8 x2  L/E/B 
Flail, heavy 1d10 19-20/x2  L/M/B 
Flail, light 1d8 x2  M/M/B 
Gauntlet, spiked 1d4 x2  T/S/P 
Glaive* 1d10 x3  L/M/S 
Greataxe 1d12 x3  L/M/S 
Greatclub 1d10 x2  L/M/B 
Greatsword 2d6 19-20/x2  L/M/S 
Guisarme* 2d4 x3  L/M/S 
Halberd 1d10 x3  L/M/PS 
Halfspear 1d6 x3 20’ M/S/P 
Hammer, hooked 1d6/1d4 x3/x4  M/E/BP 
Hammer, light 1d4 x2 20’ S/M/B 
Javelin 1d6 x2 30’ M/S/P 
Kama 1d6 x2  S/E/S 
Kama, halfling 1d4 x2  T/E/S 
Kukri 1d4 18-20/x2  T/E/S 
Lance, heavy* 1d8 x3  M/M/P 
Lance, light 1d6 x3  S/M/P 
Longbow 1d8 x3 100’ L/M/P 
Longbow, composite 1d8 x3 110’ L/M/P 
Longspear* 1d8 x3  L/M/P 
Longsword 1d8 19-20/x2  M/M/S 
Mace, heavy 1d8 x2  M/S/B 
Mace, light 1d6 X2  S/S/B 
Morningstar 1d8 X2  M/S/BP 
Net - - 10’ M/E/- 
Nunchaku 1d6 X2  S/E/B 
Nunchaku, halfling 1d4 X2  T/E/B 
Pick, heavy 1d6 X4  M/M/P 
Quarterstaff 1d6/1d6 X2  L/S/B 
Ranseur* 2d4 X3  L/M/P 
Rapier 1d6 18-20/x2  M/M/P 
Sap 1d6§ X2  S/M/B 
Scimitar 1d6 18-20/x2  M/M/P 
Scythe 2d4 X4  L/M/PS 
Sickle 1d6 X2  S/S/S 
Shortbow 1d6 X3 60’ M/M/P 
Shortbow, composite 1d6 X3 70’ M/M/P 
Shortspear 1d8 X3 20’ L/S/P 
Shuriken 1 X2 30’ T/E/P 
Siangham 1d6 X2  S/E/P 
Siangham, halfling 1d4 X2  T/E/P 
Sling 1d4 X2 50’ S/S/B 
Strike, unarmed (M) 1d3§ X2  -/S/B 
Strike, unarmed (S) 1d2§ X2  -/S/B 
Sword, short 1d6 19-20/x2  S/M/P 
Sword, bastard 1d10 19-20/x2  M/E/S 
Sword, two-bladed 1d8/1d8 19-20/x2  L/E/S 
Trident 1d8 X2 10’ M/M/P 
Urgosh, dwarven 1d8/1d6 X3  L/E/SP 
Waraxe, dwarven 1d10 X3  M/E/S 
Warhammer 1d8 X3  M/M/B 
Whip 1d2§ X2 15’ S/E/S 
* Reach weapon 

Masterwork:  +1 to attack roll, does not stack with magic enhancement 
Mithral:  Weigh half as much 
Adamantine:  Natural (cannot be dispelled) enhancement, does not stack with magic 
enhancement: 1d4/1d6 is +1, 1d8/1d10/1d12 is +2 
Darkwood:  Weigh half as much 
 

WEAPON SIZE AND DAMAGE (DMG P162) 
Smaller Original Larger  Smaller Original Larger 

1 1d2 1d3  1d6 1d8 2d6 
1d2 1d3 1d4  1d6 1d10 2d6 
1d3 1d4 1d6  1d8 1d12 2d8 
1d4 1d6 1d8     

ARMOR (PHB P123, 7−6) 
Speed  

Type 
Armor 
Bonus 

Max. Dex 
Bonus 

Check 
Penalty 

Spell 
Failure 30’ 20’ 

Spell 
Fail 

Padded +1 +8 0 5% 30’ 20’ 5% 
Leather +2 +6 0 10% 30’ 20’ 10% 
Studded leather +3 +5 -1 15% 30’ 20’ 15% 
Chain shirt +4 +4 -2 20% 30’ 20’ 20% 
Hide +3 +4 -3 20% 20’ 15’ 20% 
Scale mail +4 +3 -4 25% 20’ 15’ 25% 
Chainmail +5 +2 -5 30% 20’ 15’ 30% 
Breastplate +5 +3 -4 25% 20’ 15’2 25% 
Splint mail +6 +0 -7 40% 20’2 15’ 40% 
Banded mail +6 +1 -6 35% 20’2 15’2 35% 
Half-plate +7 +0 -7 40% 20’2 15’2 40% 
Full plate +8 +1 -6 35% 20’2 15’2 35% 
Buckler +1  -1 5%   5% 
SW shield +1  -1 5%   5% 
SS shield +1  -1 5%   5% 
LW shield +2  -2 15%   15% 
LS shield +2  -2 15%   15% 
Tower shield cover  -10 50%   50% 
1. When running in heavy armor, you move only triple your speed not quadruple 

Masterwork:  Armor check penalty reduced by 1 
Mithral:  1 category lighter, spell failure 10% less, maximum dexterity bonus +2, 
armor check penalty reduce by 3 
Adamantine:  Natural (cannot be dispelled) enhancement: Light armor or shield gets 
+1, medium gets +2, heavy gets +3, does not stack with magic enhancement 
Darkwood:  Weigh half as much, shield’s check penalty reduced by 2 
 

POISONS (DMG P297, 8−3) 
Source Type Initial Damage Secondary Damage 

Small centipede Injury DC 11 1d2 Dex 1d2 Dex 
Greenblood oil Injury DC 13 1 Con 1d2 Con 
Medium-size spider Injury DC 14 1d4 Str 1d6 Str 
Bloodroot Injury DC 12 0 1d4 Con + 1d6 Wis 
Purple worm Injury DC 24 1d6 Str 1d6 Str 
Large scorpion Injury DC 18 1d6 Str 1d6 Str 
Wyvern Injury DC 17 2d6 Con 2d6 Con 
Blue whinnis Injury DC 14 1 Con Unconscious 
Giant wasp Injury DC 18 1d6 Dex 1d6 Dex 
Shadow essence Injury DC 17 1 Str* 2d6 Str 
Black adder Injury DC 12 0 1d6 Str 
Deathblade Injury DC 20 1d6 Con 2d6 Con 
Malyss root paste Contact DC 16 1 Dex 2d4 Dex 
Nitharit Contact DC 13 0 3d6 Con 
Dragon bile Contact DC 26 3d6 Str 0 
Sassone leaf residue Contact DC 16 2d12 hp 1d6 Con 
Terinav root Contact DC 16 1d6 Dex 2d6 Dex 
Carrion crawler brain  Contact DC 13 Paralysis 0 
Black lotus extract Contact DC 20 3d6 Con 3d6 Con 
Oil of taggit Ingested DC 15 0 Unconscious 
Id moss Ingested DC 14 1d4 Int 2d6 Int 
Striped toadstool Ingested DC 11 1 Wis 2d6 Wis + 1d4 Int 
Aresnic Ingested DC 13 1 Con 1d8 Con 
Lich dust Ingested DC 17 2d6 Str 1d6 Str 
Dark reaver powder Ingested DC 18 2d6 Con 1d6 Con + 1d6 Str 
Ungol dust Inhaled DC 15 1 Cha 1d6 Cha + 1 Cha* 
Burnt othur fumes Inhaled DC 18 1 Con* 3d6 Con 
Insanity mist Inhaled DC 15 1d4 Wis 2d6 Wis 
* Permanent    

Make secondary Fort Save 10 rounds (1 minute) after initial 
 

DISEASES (DMG P292, 8−3) 
Name Infection DC Incubation Damage 

Blinding sickness Ingested 16 1d3 days 1d4 Str‡ 
Cackle fever Inhaled 16 1 day 1d6 Wis 
Demon fever Injury 18 1 day 1d6 Con** 
Devil chills† Injury 14 1d4 days 1d4 Str 
Filth fever Injury 12 1d3 days 1d3 Dex, 1d3 Con 
Mindfire Inhaled 12 1 day 1d4 Int 
Mummy rot* Contact 20 1 day 1d6 Con 
Red ache Injury 15 1d3 days 1d6 Str 
Shakes Contact 13 1 day 1d8 Dex 
Slimy doom Contact 14 1 day 1d4 Con** 
* Save does not mean recovery, must be magically healed 
** Make another save, failure means 1 point of temp. damage becomes permanent 
† Must make 3 saves in a row to recover 
‡ Every time 2 or more points of damage is done, make another save or be blinded 

Make Fort Save (or Heal check) each day 
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OPEN GAME LICENSE VERSION 1.0A 

 
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 
Wizards of the Coast, Inc ("Wizards"). All Rights Reserved. 
 
1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who 
have contributed Open Game Content; (b)"Derivative Material" means copyrighted 
material including derivative works and translations (including into other computer 
languages), potation, modification, correction, addition, extension, upgrade, 
improvement, compilation, abridgment or other form in which an existing work may 
be recast, transformed or adapted; (c) "Distribute" means to reproduce, license, rent, 
lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)"Open 
Game Content" means the game mechanic and includes the methods, procedures, 
processes and routines to the extent such content does not embody the Product 
Identity and is an enhancement over the prior art and any additional content clearly 
identified as Open Game Content by the Contributor, and means any work covered 
by this License, including translations and derivative works under copyright law, but 
specifically excludes Product Identity. (e) "Product Identity" means product and 
product line names, logos and identifying marks including trade dress; artifacts; 
creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, 
language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, 
themes and graphic, photographic and other visual or audio representations; names 
and descriptions of characters, spells, enchantments, personalities, teams, personas, 
likenesses and special abilities; places, locations, environments, creatures, equipment, 
magical or supernatural abilities or effects, logos, symbols, or graphic designs; and 
any other trademark or registered trademark clearly identified as Product identity by 
the owner of the Product Identity, and which specifically excludes the Open Game 
Content; (f) "Trademark" means the logos, names, mark, sign, motto, designs that are 
used by a Contributor to identify itself or its products or the associated products 
contributed to the Open Game License by the Contributor (g) "Use", "Used" or "Using" 
means to use, Distribute, copy, edit, format, modify, translate and otherwise create 
Derivative Material of Open Game Content. (h) "You" or "Your" means the licensee in 
terms of this agreement. 
 
2. The License: This License applies to any Open Game Content that contains a notice 
indicating that the Open Game Content may only be Used under and in terms of this 
License. You must affix such a notice to any Open Game Content that you Use. No 
terms may be added to or subtracted from this License except as described by the 
License itself. No other terms or conditions may be applied to any Open Game 
Content distributed using this License. 
 
3.Offer and Acceptance: By Using the Open Game Content You indicate Your 
acceptance of the terms of this License. 
 
4. Grant and Consideration: In consideration for agreeing to use this License, the 
Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license 
with the exact terms of this License to Use, the Open Game Content. 
 
5.Representation of Authority to Contribute: If You are contributing original material 
as Open Game Content, You represent that Your Contributions are Your original 
creation and/or You have sufficient rights to grant the rights conveyed by this 
License. 
 
6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of 
this License to include the exact text of the COPYRIGHT NOTICE of any Open Game 
Content You are copying, modifying or distributing, and You must add the title, the 
copyright date, and the copyright holder's name to the COPYRIGHT NOTICE of any 
original Open Game Content you Distribute. 
 
7. Use of Product Identity: You agree not to Use any Product Identity, including as an 
indication as to compatibility, except as expressly licensed in another, independent 
Agreement with the owner of each element of that Product Identity. You agree not to 
indicate compatibility or co-adaptability with any Trademark or Registered 
Trademark in conjunction with a work containing Open Game Content except as 
expressly licensed in another, independent Agreement with the owner of such 
Trademark or Registered Trademark. The use of any Product Identity in Open Game 
Content does not constitute a challenge to the ownership of that Product Identity. The 
owner of any Product Identity used in Open Game Content shall retain all rights, title 
and interest in and to that Product Identity. 
 
8. Identification: If you distribute Open Game Content You must clearly indicate 
which portions of the work that you are distributing are Open Game Content. 
 
9. Updating the License: Wizards or its designated Agents may publish updated 
versions of this License. You may use any authorized version of this License to copy, 
modify and distribute any Open Game Content originally distributed under any 
version of this License. 
 
10 Copy of this License: You MUST include a copy of this License with every copy of 
the Open Game Content You Distribute. 
 

11. Use of Contributor Credits: You may not market or advertise the Open Game 
Content using the name of any Contributor unless You have written permission from 
the Contributor to do so. 
 
12 Inability to Comply: If it is impossible for You to comply with any of the terms of 
this License with respect to some or all of the Open Game Content due to statute, 
judicial order, or governmental regulation then You may not Use any Open Game 
Material so affected. 
 
13 Termination: This License will terminate automatically if You fail to comply with 
all terms herein and fail to cure such breach within 30 days of becoming aware of the 
breach. All sublicenses shall survive the termination of this License. 
 
14 Reformation: If any provision of this License is held to be unenforceable, such 
provision shall be reformed only to the extent necessary to make it enforceable. 
 
15 COPYRIGHT NOTICE 
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc. 
 
System Reference Document Copyright 2000, Wizards of the Coast, Inc.; Authors 
Jonathan Tweet, Monte Cook, Skip Williams, based on original material by E. Gary 
Gygax and Dave Arneson. 
 
All material wholly derived from the System Reference Document is hereby 
designated as Open Game Content, in accordance with this license. 
 
 


