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O B0 Wizarde of tae Coast fnes Al rigars rswevaed, Bacy in i 1154

Baramce CHeck DCs

Surface o Surfacs DC
7-11 |nches wide i Urieven floar 10
i-Binches wide 15 Surface angled +5%

Less tham 2 inches wide 20

*Curmubalive; iT both apply, use borh,

Surface slippery 5%

BrLurr CHeck DCs
Example Circumstances Sense Motive Modifier
The targer wants to believe you, -5
The Bluffis believable and doesn't affect the target much. +0
The bluffis a litthe hard to believe or puts the target st some risk. +5
The bluff is hard to believe or entalls a fasge risk for the target.  +10
The bluff is way out there; it's almost teo |ncredible to consider. +20

Cuima CHeck DCs
D Example Wall or Surface
0 Aslope toa stesp to walk up. A knotted rope with & wail 1o
brace aguinst.
5 A rope with & wall to brace against, or @ knotted rope, or a
rope creatad by the rope tack spell

1w A surface with ledges bo hold on te-and stand on, soch as a
wery rough wall ara ship's rigging.

15 Any surface with adequate handholds and footholds (natural
er arhficial]. such as 4 very reugh natural rock surface ora
tree, An unknotied rope.

20 Ag uneven surface with some narrow handholds and
fuatholds, such as a typlcal wall in 3 dungeen or rulns.

5 A rough suiface, such as a natural reck wall ar a brick wall.

25 Owerhang ar ceiling with handholds but ne foothalds.

= A perfectly smooth, fiat; vertical surface cannot be climbed.

-10%  Climbing a chimney (artificial or naturaf) or other location
whera one can brace against two opposite walls (reduces DC
by 100,

~5%  Climbing & corner where you can brace against perpendicular
walls {reduces DC by 5).

k5% Surface is slippery (increases DC by 5).

HThese modifiers are curmulative; use any that apply,

ConCENTRATION CHECK DCs

D Distraction

10 + damege dealt Injury or failed saving throw during the

= spell level casting of a spell (far spells with a casting
time ol 1 full round or more) or injury by an
altack ol vpportunity or readied attack
rnade in response to the spell belng cast (for
spells with a casting time of 1 action),

10 4 half of continuous Suffering continuous damage (such a5

damage last dealt from Mei's oeid armow].

+ spell level

10 + damage dealt Damaged by spell.

+ spedl level

Distracting spell's Distracted by nondamaging spell. (if the

save OC + =pell level  spell allows no save, use the save DC it
would have if it did allow a save.)
Crappling or pinned, [Can only cas) spells
withaut samatic components and wheose
Traterial compenent is in hand.)
10+ spell level Vigorous motion {on a maving maunt,
bouncy wagon ride, small boat in rough
water, belowdecks in a storm-tassed ship).
Yiolent molion (gallaping horse, very rough
wagan ride, srrwall bvat in rapids, on deck of
starm-tossed ship).

Affected by eorthguoks spell,

20 + spell level

15 + spell leveal

20+ spell level

ConcenTraTiON CHECK DCs (CONT.)

DC Distraction

5+ spell level Weather is @ high wind carrymg blinding rain
arsleet.

Wesather is wind-driven hail, dust, er debris.
Weather caused by spell, such as sormt of
vengeance (same a5 distracted by
nandarnaging spell]

10 + spell level
Distracting spell’s
save DC + spell lovel

15 + spell level Casting defensively (so as not to provake.
attacks of opportunity).
15 Caster entangled by animate rope spell,

cammand plants spell, contral plants spell,
entangle spell, smare spell, net, or tanglefoot

bag.
DisaeLE Device CHeck DCs
Device Time DC*  Example
Simple 1 round 10 jamalock

Tricky Tdd rounds 15
Difficult 2d4 rounds 20
Vicked 2d4 tounds 25

Sabotage a wagon wheel

Disarm a trap, reset @ brap

Disarm a comples Irap, cleverly

sabolage a clockwark device:

*1t the character atternpts ta leave behingd no trace of the tampering,
add 5 to the DC.

Escare ARTIST CHECKk DCs

Restraint DC
Ropes Binder's Use Rope check at +20-
Met, amimate rope spell, 0

commuand plunts spell,
control planti spetl,
or entangle spell

Snorespell 23

Maracles 30

Tight space 0

Masterwork manacles 35

Grappler \ Grappler's grapple check
LisTeM CHeck DCs

DC  Sound

0 Peaple wmlking

§ A person in medium armor walking at & slow pace (10 #./

reund) trying not to make noise,

10 An unarmored person walking at s slow pace {15 f fround)
trying not to make any noise

15 A dst-lovel rogue using Mave Silently within 10 ft. of the listener

25 A cat stallung

30 An owl gliding in for a kil

+1 Per 10 i from the listemer

+5  Through o door

415 Through & stone wail

Oren Lock CHeck DCs

Lock o Lock D

Mery simple lock 20 Good lock 30

Bverage fock 75 Amazing lock 40

SEaRcH CHEck DCs

Task DC

Ransack a chast full of junk to find a cettain item 10

Matice 1 typical secret door or @ simpls trap 20

Find a difficult nenmagical trap not of stare (rogue only)* 214

Find a magic trap {rogue only)* 254
spetl level used to create

Notice 2 well-hidden secret doar 30

“Even dwarves wha are net rogues can use Search o do this if the
trap s buile inte or out of stone.



PH TageLe 8=1: FUNDAMENTAL ACTIONS IN COMBAT

Attack of
Action Move Opportunity™
Attack Actions
Attack (meles) Yes Mo
Attack [ranged) Yes Yes
Attack (urarmed) Yes Maybe
Charge *2 (special)t Mo
Full attack 5-ft. step Na
Magic Actions
Cast & spell
1-action spell Yes Yes
Fill-raund spell 5-ft. step Yes
Concentrale to maintain - Yes Nz
Activate magic (term fes Maybe
Llae special abilivy
Use speli|ike ability sy Yes
Use supsimatural abilitg  Usually®* No
Uise extraordinary abilitytf Usually** Mo
hawement-Only Actions
Bouble move xd ayhe
Rup wd es
Miscellaneaus Actions Maybe Maybe

=21¥ou can move twice your normal speed
sdrfou can move quadmuple your narmal speed.

* Regardless of the action, if you ruve within or out of a threatened
ares, you usually provake an sttack of opportunity. This celumn
indicates whether the action itself, ot moving, provokes an attack
of opporiunity,

=Yy can rmave onless the action is defined as a full-reund action, in
which case your norenally get a S-foot step.

TYou can mianve Lp Ea Dwice your normal speed, but Drth,' befare the
attack, nat after, ¥ou must move at Jeast 10 feet, and the entire
v mrust be in a straight line.

TTMest extraardinary abilities aren’t actions, This applies to those
that are.

PH TasLe 3-3: AtTack RoLL MoDIFIERS

Circumstance Mebee Ranged
Attacker flanking defender® 42 =
Attacker on higher ground +1 +0
Attacker prone — il
Atacker invisible +27 +IT
Oefender sitling or kneeling 4l -1
Cefender prone +4 —4
Defender stunned, cowering, or off balanee  +21 21
Befender climbing (rannot use shield) i +21
Defender surprised or fat-footed +0f +H
Defender running +0f 21
Defender grappling (attacker nat) +0 1ot
Defender pinned +4f 41
Defender has cover ——See Cover
Defender concealed ar Invisible — Sep Concealment —
Dafender helpless — See Helpless Defenders —

{such as paralyzed, sleeping. or bound)

#Yau flank & defender when you have an ally an the opposite side of
the defender threatening him. Regues can sneak attack defenders
that they flank.

“¥ Most ranged weapons can't be used while the attacker is prone,
but you can use a crosshow while prone.

i The defender luses any Dexterity bonus to AC,

{ 1 Roll sandamly Lo see which grappling combatant you strike. That
leferder owes any Deterity bonus to AC,

PH TasiLe B=3: PARTIAL ACTIONS

Attack of

Partial Actions Mowve Opportunity™
Artack Partial &ctions

Attack (meles) 5. step Mo

Atrack (ranged) 5-fi, step Yes

Aftack (unarmed) 5-fi. step haybe

Partial charge Yes (special) 7 Me
Magic Partial Actions

Cast & spell 5-fi. step Yes

Activate magic itern 5-fi. step Maybe

Use special ability 5-ft. step Maybe

Concentrale to maintain 2 spell 56t step Mo

Disrriss a:spell 5-fr. step MNa
Mevernent-Only Partial Actions

Single mave Yes Ma

Partial run ¥ Yes
Miscellanecus Partial Actions™* 5+t step Maybe
Spectal Partial Action

Start full-round action Ne Maybe

#Regardless of the action, if you mave within or out of & threatened
atea, you usually provehke an attack of opportunity, This calumn
indicates whether the aulion itself {not the maving) provokes an
attack of cpporlumnily.

+You must move in a straight line before attacking and must maove
at least 10 feet,

iUnless doing 4a is a full-round action, in which case you could
starl a full-round action and then finish it the next round with &
cast aspell action. Spells that take longer than 7 full round Lo cas)
lake twire a5 long to cast.

#*Thase actions on Table 8-4; Miscellanecus Actions defined as
standard ar move-eguivalent actions. Most allow a 5-foat step,
though actions that are varlant charge actlans follow the move far
partial charge,

PH TasLE 8-9: CoveRr

Degree of Cover AC  Cover Reflax

Cover Exampla Bonus  Save Bonus

Owne-quarzer A human standing behind +2 +1
a 3-fi. ghwall

Cire-half Fighhns from araund a carmer +4 +2

or & bres; standing at an
open windaw, behind a
creature of same size

Three-guarters  Péering around a corner or a trée +7 +3
Mine-tenths Standing at an arrow slit; 10 pi
behind a daor that's .
slightly ajar
Total Oin the other side of a solld wall —

*Half damage if save |s failed; na damage if successful.

PH TapLE 8—10: CONCEALMENT

Concealmant  Example Miss Chance
One-guarter Light fog; moderate darkness; 105

light faliage
One-half Blur spell; dense fog at 5 fi 0%

[such as obscurng st}
Three-guarters  Dense folisge 30%
Mine-renths Mear total darkness A0%
Total Imisibility; attacker bling, 50%

tatal darkness; and must guess

derise fop at 10°f. target's location



PH TasLE 8—4: MISCELLANEOUS ACTIONS

Attack of Attack of Attack of
Mo Action Opportunity® Standard Actions Opportunity™ Full-Round Actions (cont.) Opportunity™
Dalay Ne Ready (triggers a partial action) No Lise touch spell on up te Yen
Concentrale Lo maintain or Mo i friends
Free Actions redirect a spell Refocus (no move) Mo
Casl & guickened spell Mo Dismiss a spell Mo Escape fram d net, Yes
ar feather full spell Aid anather Mo antangle spell,
Ceast conceniratinn nn a spell Mo Bull rush. (charge) Mo Otiluke’s freezing
Frepare spell components Mo Bull rush [attack) Mo sphere, #1c.
i gast a spellt Change form (shapeshifter) Mo
Direct Bighy's clenched fist spell, Mo Use touch spell on seff Me Attack of
rainbow pattern spell, Escape a grapple Ma Action Type Varies Opportunity™
ar shisld spell Evoke mnbeam spell Mo Disarmi. Yes
Attack with epebits spell MNe Feint Mo Crappled fes
Change form {shapechange) Mo lssiie command to animated mpe:  No Trip an oppenent Ha
Dismilss tree shage spell M Overrun {charge) Mo Usa feat]{t Waries
Drop an Itern Ma Heal a dying friend Yes
Drop to the flaar Na Light a torch with Yo ¢ Regardléss of the action, if you move
Speak Ma a tindertwig withir ar out of 3 threatened area; you
Make Spelicraft check Ma Use & skill thal takes 1 action Usually usisally provoke an attack of opportunity.
an counterspell attempl Rebuke undead (use special ability)  No This column indicates whether the aclion
Turn urdead {use special ability) Mo itself (nat the moving) provekes an attack
Move-Equivalont Actions Skrike & weapon [attack) Yes of apportunity
Climb (ane-guarter your speed) Me Shrikean ohiect (artack) Maybe| T =¥ Linless the component is an exlrermely
Draw & weapon] M Total defense Mo large of awhward item [DM's call).
Sheathe o weapon Yes 1f you have & base attack bonus of +1 or
Ready a shieldt Mo Full-Round Actions highes, you can combine one of these
Locse o shieldt Mo Climb {one-half your speed) Mo actions with & regular move. If you have
Opeen 3 door I No Use a skill that takes 1 round Usisally the Two-Weapon Fighling feat, you can
Pick up an item Yes Coup de grace s draw two light or one-handed weapans in
Retrieve a stored ftem Y Light a torch Yes the time it would pormally take you to
Move a heavy object Yed Change form (polymorph self) Yes draw one.
Stand up-from prone M Extinguish flames Mo FTIF the object is heing held, carried. or
Load 2 hand crossbaw e Lead a heavy crossbow Yes worn by a creature, yes. | not, no.
Load a light erassbow Yes Load a repeating crosshow fes iThese attack farms substitute for 2 melee
Control a frightened moznt Yes Lock or unlock weapon Yes attack, not a0 action. As melee attacks,
Mount a horse or dismount No in locked gauntiet they can be usad once in an attack or
Direct the movement of & M Prepare to throw ol Yfes charge action, one or mare times in a full
flaming sphere spell or Throw  two-handed weapon Yes attack action, or even as an attack of
the recipient of a lewitote spell with one hand cppartunity.
Transport (bree stride spedl) No 11 The description of a feat defines its effect,

PH TaeLe B-7: CREATURE S1ZE AND SCALE

Creature Example
Sire Creature
Fine Fly
Dimnutive Toad
Tiny Cat
Srnall Halfting
Medium-size Haman
Large (mall}w Hill glant
Large (long)® Harse
Huge (tall)* Claud giant
Huge (long)= Bulette
Retriever

Gargantuan [(tall)*

S0t animaled
statue

GCargantuan (longl™  Kraken
Purple werm
(cmiled)
Colossal (tall)* The tarrasque

Colossal [long)*

Cirpat red wyrm

Matural
Reach
0

0

[y
5f.
5#
1o
5t
15 fi
10,
10
20 R,

10 f.
15 ft.

25 fr.
15k

PH TabLE 816: TurMinG UNDEAD

=Tall creatures are upright. Long creatures sre primariiy harizontal.
Big, long creatures may bein any of several shapes. See the
Muonster fdanual for details.

Turning Max HD of Turning Max HD of
Face [W = L} Check Result Undesd Affected  Check Result Undead Affected
1z h. 512k Upto Clerics level -4 13415 Cleric's level + 1
=1k 1-3 Cleric's level -3 16-18 Cleric's level + 2
BN Row 202 4h Cleric's level -2 18-Z1 Clenc's level + 3
sfhoxsf 7.4 Cleric's level — 1 ) Cleric’s level + 4
S5fox5ft 10-12 Cleric's level
sf.x5H
5= 10 f.
106 %10 fr, Access To SPELLS (BY CLass LEVEL)
10 ft. = 20 f Spell Clr, Drd, Wiz Sor Hrd Pal, Rgr  Adp
15/ = 15H Lavel Level Level Level® Level® Lewvel®
20 ft= 20 fi i} 1 1 1 = 1

] 1 1 2 4 k)
20fr = 40 fi. z : 4 4 3 4
30t =30 f k] 5 ] 7 11 5

i 7 B 10 14 12
40 ft. = 40 fi 5 9 10 13 == 16
40 fr.=0 80 fit 3 1 12 16 S =

7 13 14 == —

8 15 18 = —

9 17 18 — - =

b

Pravided character has bonus spells,



PH TaeLe 8&-11: S1ze anD AC oF OBjECTS

Size (Example}] AC Modifier

Calzssal (broad side -8
of & barn)

Cigantic [narrow side 4
of & barn)

Huge {wagon) -2

Large (big door) 1

Size ([Example) AC Modifier
Mediurr-size (barret +0
Srriall {chair) +1
Tiny (tame) +2
Diminutive (scroll) w4
Fine (potion in a vial) +B

PH TaeLe 8-12: SuBsTANCE HARDNESS AND HIT POINTS

Substance Hardness
Paper o
Rope 0
Glass 1
lce ]
WWeaad 5
Storne 2
|ran 10
hithral 15
Adamantite 20

Hit Paints
2finch of thickness
2finch of thickness
1}inch of thickrizss
3}inch of thickness
10finch of thickness
15 finch of thickress
30/inch of thickness
i0/finch of thickness
40 finch of thickness

PH TaeLE &=13: CoMmmMoON WEAPON AND SHIELD
HARDNESS AND HIT POINTS

Weapon

Tiry blade

Small blade

Mediurm-size blade

Large blade

Small metak-hafted weapon

Medium-size metal-hafted weapon

Small hafted weapon
Medium-size hafted weapon
Large hafled weapon

Huge club

Busckler

Serall weooden shisld

Large woaden shield

Small steel shield

Large stes| shield

Tower shield

Example Hardness
Dagger 10
Short sword 10
Longswor d 10
Cirealsword 0
UE."IF mace 10

Heavy mace 10

Handaxe 5
Battleaze 5
Greataxe 5
Cgre's club 5
- 1a
— 5
- 5
- 10
— 11
- 5

PH TasLe 8—14: DCs 1o Break or BUrsT ITEMS

Strength Check to:
Break down simple door
Break down goad doaor
Break down strong door
Burst rope bonds

D
13
18
3
23

Strength Check ta:

Bend (ron bars

Break dowen barred doar
Burst chain bonds
Break down iron door

PH TasLe 8-15; OsjecT Harpness ano Hit PoinTts

Object Hardness
Rope (1 inch diam.) 0
Simple wooden door 5
Sprar 5
Srrall chest 5
Good wooden doar 5
Treasure chest 5
Strong wooden doar 5
Masonry wall {1 fi. thick) 8
Hewn stone (3 ft. thick} !
Chain 10
Manacles 10
Masterwark manacles 10
Iron doaor (2 in. thick) 10

Hit Points Break DC

2 13
10 13
2 14

1 17
15 18
15 23
20 23
a0 15
340 50
5 6
10 25
14 8
B0 ik

&0

10
15
10
20
20

24
25
25

PH TapLe 4-3: ExamMpLE OpposED CHECKS

Task

Sneak up behind someone
Con someone

Hide from someone

Tie & prisoner securely
Win a horserace

Pass as someone else
Steal a coin pouch

Create a false map

skill (Key Ability)

Oppesing Skill
(Key Ability]

Mowve Silently (Diex) Listen [Wis)

Bluff {Cha)

Hide {Dax)

Lise Rope [Dex)
Ride {Dex)
Disguise (Cha)
Pick Pockets {Dhex)
Forgery (Int]

Sense Motive [Wis)
Spot (Wis)

Escape Artist (Dex)
Ride (Crex)

Spot (Wis)

Spot MWis)

Forgery (Int)

PH TasLE 4-5:

DC
10 or lower
11 ta 15

13
16 to 20
I8
21 1025

21
25
26 or higher

28
5%
+jo=

ExampLE Door DCs

Daoor

A doar just about anyone can bash apen.

& door thal a strong persan could bash with ene try
and an average person might bash with one e
Tepical DC for a simple wooden door.

A door that almost anyene could bash, given time.
Typical DC for a good wooden door,

A-door that only a strong or very strang person has a
hope of bashing, and probably not on the first try.
Typical OC for a strong wooden door

Typical DC tar an fren-barred wooden daor.

A door that only an exceptionally strong person has a
hope of bashing,

Typlcal DC tor an iron door,

Hold portal (increases DC by 5.

Arcane lock (increases O by 10).

*Mot curnulative; if both apply, use the larger riarriber,

SKILLs THAT C

AN Be Usep UNTRAINED

Skill Ability Skill Ability
Appraise Int Intimidate Cha
Balance Dex= Jump Stre
Bluff Cha Listen Wis
Climb Str= Move Silently Do
Cancenteation Can Perform Cha
Crafl Int Ride Dheex
Diplomacy Cha Sary Int
Disguise Cha Search Int
Escape Artist Dex* Sense Motive Wis
Fargery Int Spot Wis
Cather Information Cha Swirm Str
Heal Wis Lise Rope Drex
Hide Dex® Wilderness Lore Wis

*The PC's armar check penalty, i any, also applies,

PH TasLE 9-7:

LiIGHT SOURCES

Ohject Light Duration
Cangle St 1 hr.

| amp, comman 15 fi. 6 hr.jpint
Lantern, bullzeye &0-ft. cone= B hr, fpint
Lantern, hooded 0t B he fpint
Sunrod ELEIS B he
Torch 20 . 1he
Spell Light Druration
Cantinual flame 0 Permanent
Dancing lights: (torchos) 0 f. (each) 1 min.
Dayiight 60 fr. 30 min.
Light 0 10 min,

*A cone B0 feel

lang and 0 feet wide at the far end.




Arrack Bonuses

PC Names Speed AL Melee / Ranpged Special Vision?  Saving Throw Mods, HF T ¢ g
f Dark f Low-hght F_ /R "W oy e
| %
Low light ¥
Lovw-lighe -
-
r L]
Low-light s
! Low-light = o
Low light 'i'
: s
Artack Bonuses I
Eneiny Names  Speed AC Melee / Ranged Saving Throw LR
/ S g ’
o
Dark / Low Lght T ‘B e 3
— = Datk / Low-light F SR W .
o Dk / Low-light k- % j ".:
_ . Mark / Bowedight T /R W 3
Mark / Low-lipht .
# e
= Trark / Low-light { L)
Comthat Round Matrix ik

This mhle is mspired hy rhe /M. page 17, under "Ilandy DM Scrarch Papertricks” List the combatants, in initistive order, helow. Flace
an " in the appropriate column after vach one acts o p round. Vhs chart also helps you track when spells cast by the combatants expare
and 5o on.
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GENERATING TOWNS

When the FOs come tnne @ fown and vou need 1o generate [acts
about that wwn quickly, vou ran use the following material

DMG TagLE 440: Ranoom TownN GENERATION

d%e Tawn Size Population GP limit
al- 14 Therrp 20-30 40 gp
17130 Hamlet B1-400 100 gp
31-530 Willage 401500 200 gp
51-70 Small town 901 -2,000 800 gp
71-33 Large towr 2.001-5,000 3000 gp
BE—35 Srraall city 5,000 =12, 000 15,000 gp
S5-58 Large:city 12,000-25,000 40,000 gp
104 Metropolis 25,001 100,000 zp

COMMUNITY WEALTH AND POPULATION

Fvery commamily bas a gold piece limit based on tis size and
population. The pold pisce limit is an indicator of the most
expensive itetn aviilable in that community. Nothing that costs
mure (a2 community's gp limit is available for purchase there.

POWER CENTER FOR THE COMMUNITY

Sometimes all the DM heeds to know about a commaurnity s who
holds the real power. If this is the case, use Table 4 41 Fowe
Centers, motdifed by the size of the communty as fullows

DMG TaeLe 4—41: Power CENTERS

1d20 Power Center Type
13 a1 less Canventimonal=
14-128 MNonstandard

19+ Wagial

* 5% of those have @ manstrous power center in addition to
the conventionl

Comrmunity Modifier

Size to d20 rall
Tharp 1

Hamlet 0

Willage +1

Small town +2

Large town +3

Small city +4 (roll twice]
Large city =5 {roll three trmes)

Metropolis  +6 [roll four limes)

Conventional; The community has @ tadidonal form of
govertumell 4 mavor, a town couneil, 4 noble raling ever che
surrounding ares nndera greater lisge, a noble nuling the com-
mulily a3 a cirg-state. Choose whichever seems most appropn
wee o the aren

Monstandard: While the communiny may have 1 mavar oo
teawn council, the real power lies in other hands TUmay cetet on
a guild—a formal crpanization of merchants, cralismen, profes-
stonals, thieves assassing, or warnors who collecrively wield great
indluence, Wealthy adstocracy, e lorm of one or more e
irsdividuals with no political oltice. may evert influence through
their wealth, Presogious agistocracy, like 2 group of accomplished
acvenmurers, may exeet intlience through their reputation and
expericnee. Wise elders may exert influence through these wha
respect chuirage, reputation, and perceived wisdom.

Magical: Frow @ pewerful remple full of priests 1o q single
sorcerer cloistered in s mower, a cleric or wizaed mighe be the
el ofticial raler of the own, or she mav just be someone
with ngreat deal of inlluence,

Monstrous: Conslder the impact on 2 commumiy ol a drag-
on whio necasionally makes nonrefusable demutuls wiad wost he

2000 Wizards of the Coast, Ini. Wizards of the Coast grants pesmission to photocopry this page for personal use only,

cansulted un mapor decisions. or 1 nearby ogre tnbe it mse be
paid a monthly wibure. or & secres mind flaver conuelling the
minds of mary ot the townsfolle A monsuous pewer center Tep-
resents any influence beyond just 2 sunple nearhy danger held
by & monsmous being or beings ot tative o the communiey

DMG TabLE 4—42: POWER CENTER ALIGNMENT

d% Alignment
01-35  Lawh t_[_:_;cj-.|
3630 Meutral grzad
4041 Chaotic goed
4281 Lawful asutrzl
62-63 True neutral

B4 Chaotic neutral
B5=53C  Lawful evil
9138  Neutral evil
93-1 () Chaalic =vi

Alignment of the Power Centers

The alignment of the tuler or rulers of o commundty need nod
comform to that of all or even rhe majoriey of the residents,
although this is usually be the case. Tn any case, the alignment
of the power center srromgly shapes the residents' daily Tves
Drue 1o their generally organiced and organizing narere, most
power centers are lowful

Lawtul Good: Communities with # lawful good power cen:
rer usually have a codified set of laws, and most people willing-
Ty ohey them,

Meutral Good: Communities with 8 neutral good pover
center ravely teel it influencing them other than ta help them
when they are in nead.

Cliagtic Good: Uhise power centets influence the communi
tv by helping the needy end oppesing restrictions on freedom.

Lawful Neutral: Commiminies with a lawful neutral power
center have a codilied ser of [aws followed 1o the lemer, Thay
usually insist that wisitors ohey all local rules and regularions.

True Neurral: These power centers racely influence the
communiny, preferring to pursue Lheit own private goals.

Chaotic Neutral: These unpredicrable power centers indli-
ence the community i dillerene wavs at different imes.

Lawful Evil: Communities with o lawful evil power center
wsually have a codified set of laws, which most people obey our
of foar of hursh punishment,

Neutral Fvil: Communities with a neuteal evil power center
are ustally oppressed and subjugated, bicing a dire furure

Chaoric Evil; Commuiities with o chantic evil power cen-
rer live in abjoct fear lor the unpredicrable amd herrilic sin-
rioms placed upon them,

COMMUNITY AUTHORITIES

Ity often buparcant o know who makes up the commanicys
suthorioy strucrure. This 1 not necessarly wha's in charge bul
{nsread wha keeps order and eniorces the authority that exsis,

Constable/Captain ot the Guard/Sheriff

this positwon gererally devobeed upon the highest-level war
rior in g comununiny or one of the highesi-level fighters:

d3% Rank

11 &0 Highess-lzvel warnior

A1 &0 2nd highest-lovel fighter
E1-100 Highest-lovel fighter

17se Table 4—47% Highest Level Locals (B Classes o Lable 4—+4
Highest-Level Locals (NPC Classes), modified by Table 445
Compunity Modifiers, to determine his or her sctual level



Guards/Soldiers
For every one hundred people in the community (round
dewn, there 15 one fullrime puard or soldier. In additen. for
every wenty people in the communiey, an able-bodied mem
ber ol the local militia or a conseript soldier can be brought int
service within just 3 few hours,

NPCS IN THE COMMUNITY

For detailed city play, koowing exactly whe lves in the communi-
ty broomes important. The lollowing geidelines allow the DM e
determine the levels of the most powerlul locels and then extrap
olate the rest of the classed ¢laracrers living thers from that

Iighest-Level NPC in the Communiry for Each Class
Lise the following charts to determine the highest level charac-
tor in @ given class for a piven commaunire Bell the dice indi-
cated for the class (Table 4 43, Table 424} and apply the modi-
L based on the size of the communiny (Table 4 45,

A result of were or less for characrer level means chat no char-
arters of that tepe can be found in the communing The maxi-
o level forany class is 20ch.

DMG TagLE 4—43: HIGHEST-LEVEL LocaLs

(PC CLAsSES)

PC Classes Characler Level

Barbarian T1d4 - |.'|:rr-rl||]|'|it:,--'r||:-:|ir|r-r""
Bard 106 — cammunity rodifie:
Cleric 1d& + cammunity madifie:
Dewnd 1d6 + community modifier
Fighter Td8 + community madifier
Monk Td4 + cammunity modifier=
Haladin 143 + cammunity madifier
Ranger 1d3 + community madifier
Rogure 1d4 + cormmiurity modifier
Srarcere Id4 + community modifier
Wfizand Id4 + community modifier

“ln areas where Lhese classes are more comman, increase the
chance to 148 + rrroadifier

DMGC TaBLE 4—44: HiGHEST-LEVEL LOCALS

(MPC CLasses)
NPC Classes Character Level
Adept 1di + community madifier
Commaoner 444 | community modifier
Expert 3d4 + community modifier
Mable Tdd + cormmienily modifier
W ricr 2d4 + cormienity modifier

DMG TasLe 4-45: CoMmunNITY MopiFIErRs
Community Size Community Modifier

Tharp -3
Hamlet =l
Yillage 1

Small town ¥

Larpes town i3

Emall city +6 {rall tuice) v

Large city +3 [roll chree times}s
Metropolis $12 jroll four times)=*
“A thorpor haraler has a 5% chance to add <10 to the modifier
of a ranger af driid level.
=Fhes this large can bave more than one high-level MPC per
vlass, cackh of whom generabes lower-level tharaclers of the
sierne 1 sy, as described balaw.

Tatal Characrers of Each Class
ke the fallowing methol Lor determining the levels of all the
characters ina aommiiily ol auy glven cluss,

For PO chsses, if the highest level characier indicared 1n thie
miethod i5 2nd level orabeve, assume thal thers aré twice the num
bet of characters half that level. f those characrers ave above 13-
level, avsume thae for each such characrer, there ave toro of half thar
l#wel Continue until the number of 15r-level characrers is genetar-
2d. For example, I the highest level ighrer is S¢h level, then there
are also rwo 3ed-level lghiess and four 1selevel Aghrers,

Using these guidelines and Tables 4 £3: Ilighest Lovel
Locels {PU Classes), 4—+4 Highest-Level Locals (MPC Classes),
anid 4—45: Communiry Modifiers, we can see that the charecier
class breskdown for che populaton of a rypical hamler of 200
people looks like this:

e 1st-level aristocrat (mayor)

 Une dra-level wenrrior (constable)

+ Nine far-level warriors (rm gnards and seven militiy members)

« Ome Jrd-level expert smith (milida member)

+ Seven Lstlevel expert crafters and professionals of warions sorts

= e 1st-level adept

= One srd-level commoner barkeep (milida member)

» Ume hundred sixry-six 1selevel commeners (one iv & milita
member)

= Ume 3rd-level fighrer

« T Ist level Rghters

* One tstlevel wizand

* One ded-level cleric

+ Do Lst-level clerics

+ Dine 1se-level drid

* Omie Sed-bevel rogue

* Two tst-leve] rogues

« Ot level bard

« One fstlevel mank

Each community also has a chance of having something special
like the single, our-of-place 15l-level sercerer whe Tves just
outside a thorp of 50 people. or the secrer assassing’ guild brim
ming with leveled charscrers hidden inoa small rown. These
proups sre genersced via the powr center males o page 137 of
the Drscron Mastess Guede and do ot coune against the high-
esi-level characters who are actwally part of the cemmuning

RACIAL DEMOGRAFHICS

The vacial mie of a commmiry depends on whether the communi
ty 15 dsalered (lintle maffic and inreraction wirh ather moes and
places), mixed (some traffic and ineeraction with ether mces wad
places) orinteprated (ot of inlerscion with other racesand places)

DMG TaBLE 4—46: RaciaL Mix oF COMMUNITIES

Isolated Plimed Integrited

96%: human 9% bugrman A7% human

2% halfling 9% halfling 205 halfling

196 elf 595 alf 185 alf

1% other races 3% dwearf T0%: dwarf
L gnome %% gnome
13 ballell tue haliclf
1% half an 3% hallarc

If the areak dominant race is othier than humam, place that tace
in the top spot, par humans in the #2 vk, and push each other
rate down ame rank. Foar example, in 2 dwarven o, the pop-
wlation is 98% dwarl, 2% human, 1% halfling, and 1% orher
races. (Al dwarven communities are isalated.) You may wlin
change the fizures slightly tor various racial preferences: For
cxample, a mixed elven village s 79% ell, 9% human, 5%
halfling, 3% dwarf, 2% gnome and 2% halfelt (with ne ball
wresl You might cven swisch the percentages of gnoemes and
dwarves i an elven twwn.
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GRENADELIKE WEAPONS

4 Miscellaneous: Using the rules giver above apply areas o
i A prenadelike weapon v one that “splashes” when it topaces the grid as well ws vou can, Remember romaintam o conswstent
e with asolid surface, having a broad enough ellect to hurr char- rumber of allected squares in areas that differ on the diaganal.

acrers fust by landing close W theny Crenadslike weapons in-
d ! clude vials of acid and Basks ol alchemise's fire. Arricks with
gremadetike weapons are tanged rouch arrack rolls 1f you mss
yvour targes rell 1de 10 see how many feer away from the target
the grenadelile weapon lands, Add =1 foot for every rangs n-
. cretment of distanee thar von threw the weapon. Unlike aspell,
iS= <% a grenadelile weapan's splash is cemered on a square on the
F 1 barrle grid. Cinee you know the distance. find the right Devis
tion Diagram and foll 1d4, 148 or 1412 (a5 called for 1o see
vihere the grenadelilie weapons splash is contered relative 1o
POUT ATl

Refet 1o the Flayer's Handbook for specifics on dumape dealt
and splash damage

Arca Spells

Uhese spells are not taegeted on 4 single rrearure, bue oo a vol

e of space, und thas mnse fivinto the prid in erdee lor vou te

adjudicate whois afterred and who is not. Realize shead of time f— 2

thiat vou will have ro make ad hoc rulings when applying aveas i S-Faot-radius i]}UISTﬂ"'

il the grid. LUse the following as gLuieh.uea. P = N7 By {ﬂ‘*ﬁ_‘}
Bursrs and Emanations: To employ the spell using 2 grid,

rhe raster needs to desiznatean inrersecrion of lines on the grid

a8 the conter of the ellecr. From thar intersection, ith casy w

measure @ radius using the scale oo the grd, I vou weee o

-

draw a cirele using rhe measurements on the grid, witl the che- A
sen intersacrion ar the center, teen i (e majoddoy of o grid # . I =
squire lies wirhin that vircle, the squate is a part ol rhe spelis — 'BUWIHQ{HEI‘[C‘& .
aren, Refer o the didgram ol the sheep zpells araq o see which l; le with a T e
squares are covered by the burst, The disgram af the bumnng m, Tl it TJE—::L.H.IP
hinds spelTs srea shows o bugst that covers 2 semicirele instead 'n e
of a circle. Also see the diagram of the delect cvel spedl’s area; this '__. r ol
1 the way an emanation spreads oue from the caster. LU i -

Cones: Determining the area of 3 cone spell requires thar ; C f
the caster declare wherther she's casting it trm':gh: ahgad or on v E 2= 1 i A
the dingenal. Tn either case, the caster must pick an intersection [ ie'® m 1y
where the cone starts, Trom thers, the cone expands sothat itis o T -
as wide as it 35 long at Gtz far end, Fora cone extending seeaight e | '
ahead, the wadth increases by one sgquare for cach exim square e "l i =3 i ‘
of ilistance [rorn the caster. A cone caston che diagonal is wick- ¥ | M
ier 10 describe on the grid bevanse disgonal lenpihs and dis- S o
tances are harder o messure, The same general rale applies, '-"-‘:-,_' i

howeever The wideh of the coue at any paint equals thar points
distance from the vaster Reter to the disgram of the aalor spray
5p::1!::4 arca o see which SNATER AT within the cone,

W""‘_—w-‘-

Deviationi <
FT.JEG IELFL‘H}E,

*_,] 4_




DMG TasLe 3-14: DISEASES

Disease Infection  DC  Incubation Damage

Rlindirg sickness Irgested 16 1d3.days 1dd Sirfy
Cackle fevar Ity leed 16 1day ol W
Dervon fever Irjiery 18 1day Tl Coary¥s
Dl oills | njLiry 14 1dédays  Told Sir
Filth fover InjLiry 12 1dddaps Tedd Deew,
1d3 Con
hirdfive Irihaled 12 1 day 1d4 Int
Ndererenny vat™ Canlach o1 cay Tda Can
Red ache Injury 15 1d3days  1dé5ir
Shakes Cantact 13 1 day TdB Dex
slimy doom Cantact 14 | day T Care

€4 ceemssful saves do hiot allov the character to recover. Only
magical healing can save the character.

=ithen damaged, character must suceeed at 2nother saving
throw ar 1 point of tempoarary darmage s pesmanent drain
instead.

T The victim must makes three successful Forlitude saving
throws inw 1o 1o recover fram devil chifls,

FrEach lime the victim takes 2 or mare damage from the dis-
wise, he must make another Fortituide save ar be parmapently
hlinded
Disease: Discazes in ilulicy are supernatural in nature. The rest

are extraordinary,

Infection: The disease's methad of delivery  ingested, inhaled,
Vi Uy, progantact, Keen inmind that some MUY Qiseases miy
b transritted By as small zn injury as 3 fleabite and that most
inhzled diseases can also be ingesied (and vice versa)

DC: Tha DC for the saving throws to prevent infection (¢f the
character has been nfected), to prevent each instance of repesl-

ed damage. and 1o recover fram the diseasze

Incubation Period: The time before damage begins

Damage: The damage the character takes after moubation and
rach day afterward. Ability score darmage is temporary unless
vine rnted.

athery

DMG TagLe 3—16: POISONS

Paison

Genall centipede paisan Injury DC 11

Greenhlood oil

hdedium-size spider
Wenom

Bloodroot

Purple worrm porson

Large scorpion venam

Wyvern poisan

Elize whinnis

Giant wasp poison

Shadow cssence

Black adder venom

Creathblade

Malyss root paste

Mitharit

Dragon bile

Sazsonc leaf residue

Terinav rool

Carmon rawle:
biriin juice

Black latus sxtract

il of tzggit

Id moss

Striped toadstocl

Birzeri
Lich dust
Drark reaver powder

Lingol dust
Burnt athur fumes

Inszmity mist
Abitlily seore dlar

i S
*], I which

minutes

Imitial Secondary
Type Damage  Damage

1o Dew 162 Dex
Injury D 13 1 Cor 122 Con
Imjury DO 14 Ted-3er Td4 Str
Irguery D0 12 ¥] 1d4 Con

< Td3 Wis

Irjiry 24 1d6 Str - TS Sty
Ajury DC 18 Id6 5tr  1d& Str
njury D7 2d6 Con 246 Con
mury DC 14 1 Can Unconscious
Injury DC 18 16 Dex 1dé Dox
Injury DE 17 1 5tr# 2y Str
Injury DT 12 a Todb Slr
fAjuny OC 24 1B Con 2edb Can
Contact OC 16 | Dex 2l e
Contact M. 13 0 3d6 Can
Contact EMC 26 1dé sty D
Contact DCT1E Zd12hp  1d6 Con
Contact BC 16 1d6 ey 2d6 Dex

ContactDC 13 Paralysis D

Contact DC-20 3dé Con 3dBCon
Ingested DC 15 0 Uncorscious
Ingested DC 14 Tdd Int 3de Int
Ingested DT 1T 7 'Wis 2db Wis
+ 1d4 Inl
Ingested DC 13 | Con Tl Con
Ingested DC 17 Zdb Str Tdf Sir
Ingested DT 18 26 Can Td6 Con
+ 1d& 5tr
Inkated DE 15 1 Cha 1d6 Cha
+ 1 Cha=
Inbaled DC 12 1 Cops jdi Con
Inkled DC 15 Td4 Wis: 2dEWis

age v ternpnrary unless marked with an astesisk
“xae the lnss

is permanent, Paralysis lasts far 2d6
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PH TasLE 7—4: WEAPONS
SIMPLE WEAPONS—MELEE

S g Weapon Cost Damage Critical Range Increment  Weight Types¥
i Unarmed Attacks
T Gauntlet 2gp # ¥ - 2 Ib. Bludptoning
Strike, unarmed {Medium-size being) 1d3§ %2 - - Bludgeening
Serike, unarmed [Small being) — 1d2§ 2 — Bludgecning
Tiny
# -;- Dagger” Zgp Td4 19-20/x2 10t 1ib, Piercing
i o Dagger, punching Zgp Td4 RE] 2k, Ficroing
: ‘7*'__' Cauntlsl. spuked 5gp Td4 il 21k Piercing
b= ] Small
hace, light 5gp de w2 — G b, Bludgeoning
; Sickle &gp 1d& w2 - ik, Slashing
T = Methurm-sire
_'_;; 5 irx Y Cluk — 1d % 1Of. 3. Bludgeaning
}%;‘_'J £ = | Haifspear® | zp 1d6 3 20 . 3 |k Fiercirg
4 _";-.L-',;'r x hdace, heavy I4up T4l% w2 — 12 lb. Blusgeaning
'y : Marmingstar Bap 148 wd —_ iln Rludpeaning and pizroing
- Large
CQuarterstaffd — - 1dg/1da *2 - 4 k. Bludgeoning
s T A Shortspear® Zgp 1d3 a3 20-ft. 5 |b, Piercing
e '_-lt_zie
e : AR SIMPLE WEAPONS—RANGED
Small
Crossbow. light* 35 gp Tds T9-20 20 ft. b, Piercing
Bolls, rrosshow (10)+ 1ep = == 11 —
Pt S5=p ida w2 0t 172 Iy Piercing
Sling ] id4 el 50t 0lb Bludgroning
Bullets, sling {10} 1sp - — — 5 b —
Medium-size
Crosshow, heavy® 50 ap Tdin 19207 w2 T2 1 9 |k Piercing
Bolts, crossbow (101 1ep - — (=)
Javetin 1 gp 1d6 w2 0t 2 b Piercing
MarTiaL WEsPpONS—MELEE
Srall
Aoe, throwring Egp 1d6 " 100, 4 |b. Slashing
Hamimer, light 1gp 1d4 ®Z i 2 b Bludgenning
Handaxe 6 gp 1d6 w3 — 5-Ibs Slashing
Lance, light* 6gp Tdé w3 — 51b: Fiercing
Pick, light# 4 gp 1d4 w4 — 4 b, Piercing
Sap 1gp Id&f ') s 3 |k Bludgroning
Sward, short 10 gp 1di 19-20/=2 3 Ik Picroing
Medium-size
Battleaxe 10 pp Td8 %3 - Flb: slashing
Flail, light= Bgp Tdd b7 — 5 ik Rludgeoning
Lanice, heany ™t 10 gp Tda *3 - 101k, Piercing
Longsword 15 gp 144 Ta20=2 _ 4 I, Slasking
Pick. feawy* R gp 1d& wd B a Piercing
Fapier= Mgp 1d6 T8 200 - 3 k. Fiarcing
Scimitar 15 gp 1dB TE-R0fx2 41b. Stashing
Trident® 15gp 1d& “2 12 fe, 5 1b. Piercirg
Warharmrrier 12 ap 1d% w3 -- 3 b Bludgeaning
Large
Falchian 75 gp 1d4 15 202 — & b Slashing
Flaril, by 15 gp 1d10 |9 P2 == 20 b Bludgconing
Claivest 8 gp 1410 %3 15 1k Slashing
Cireataue 0 gp 1d12 #3 - 20 |b. Slashing
Greatclub Sgp 1410 2 10 b Bliedgeoning
Greatsword 50 gn ide 1930 x2 — 15 Ib: Slashing
Cuisarme® S ep Feld %3 - 01 Slashing
[lalbard 52 10 gp i 3 - 15 Ik, Piercing and slashing
Lonpgspearti® 5 gp jda w3 — a9 lh. Piercing
Rarseur¥f 10 gp 2d4 3 - 15 Ik Piercing

Scythe 18 gp 2d4 52 12 b Piercing and slashing
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S
PH TasLe 7—4: WEAPONS AN
MarTiaL WeapONS—RANGED - ¥
Weapaon Cost  Damage Critical Range Increment  Weight Type*= ",_? . .
Medium-size ‘p'{:' i B .
Shortbow® I gp 1d6 3 &0 i 21b. Piercing 1 g ¥ -
Arrows (20)* 1gp - - .- 3 ib. e e
Shorlbow, composite™ 5 eap 1d6 3 ELER T 21k Piercing A
Arvoaws (201# 1ep -- - — 1lb. -
Large o .
Longhom 75 gp 1dd #3 100 ft. b Picrcing = ‘f’_ -
Arrows (20)* 1gp — -- — 3 ib. R
Langbow, compasite? 10 gp idé w3 1140 i 3k Piercing "1._ T
Brrows (20)* | gp 3 (k. = _;
e -
Exomnic WearoMs—MELEE -.' "
Tiewy s /.
¥ama, halfiing# Zgp Td4 ®2 — 1 b Slashing . .- -'-I
Watdleri -~ . &pgp id4 18302 — 3 by Slashing SRR
Munchaku, halfling® igp 1d4 Wi - 1 Ib. Bludgeoning B
Slangham, hatfling® Zgp 1d4 52 - T Ib. Piercing "%
armall
fama 2gp Tdg #2 — Zlb. Slashing [ » -
Munchaku® 2en Tde »#2 - Zlb. Bludgeening ba
Siangham:* igp Tde e - I b Piercing L :" i
Medivm-size { . -
Swird, bastard® 5 gp 1 LR Pl 149 Ib. Slashing
Wfarie, dwarven® gp idif 3 15 b Slashing
Harripriesr, gnome ho-n};l{'d*+ 20 Ep 16 1d4 =ifxd & b Eludg{-ﬂl‘li!‘lg and piercing ’ =
lirge ~
Axe, oo dauhleg 6 gpn 1dE1dE w3 - 25 |b. Slashing : 4
Chain; spikedtf 15 gp Ids w2 - 15 |b. Piercing | L o
Flail,-dire®$ S gpe  ¥d8/1dE wE - 20 b, Bludgeoning
Swiord, tea-bfaded W00 gp . TdB{1dE B2 - 30 b, Slashiog »
Urgrash. dwarien;® Shgp 1d3/1de =3 15 b Slashing-and prereing T
& e
ExoTic WearOnNS—RANGED S
Tiny K. /
Crasshaw, hand* 0 gp 1d4 [9-2(x2 30 £ 3 |b. Plercing
Holts {10+ 1gp — - - 11k
Shurken™ lgp | wiE 101t T 1 Rigicing
il ]
Whip= I gp '|4,|25 HWE 15 ., 2 |b. Slashing B
Mediur size A Ja 4 al
Crosshow, répeafing? 50 ap 1dE 19=20/x2 BO-f 16 Ib. Fiercing ' % 35?
Holts {5 Y ap - - — T Ik L b
P et Hgp » . 10/ H b g e
* Gee the description af this weapeon for special rules, T |Fyou use a ready action fo st this weapon against a charge, ]
*“ifhen two types are piven, the weapon is bath types, you deal double damage of you scare a hit againsta charging :"‘. "
T Reach weapan character ¥ . n: .
T Dauble weapon, § The weapon deals subdual damage rather than normal damape. Ly .-:_ .
f iy T
PH TaBLE 7-9: SPECIAL AND SUPERIOR [TEMS e
Weapon or Armor Cost Special Substances and ltems Cost Spelis Cosp=* &
Wespon, mastoreork +300 gp# Acid (Tlask) 10 gp 0 level Caster level » 5.gp .
Arravwe Lasll, ar bublet, silvered | gp Mehermst's [re .:|'|_,|-,',;:. 20 gp 1at-lpwe Caster level x 10 2P T -
Arvans, bedt, ar bullel. rraste raark Tep Antitexin (wial) S0 ep Ind-level Caster lowel » 20 a2p 1_-",. W
It 'gllly‘ corm st shorlbow Hely water {ﬂ.‘lﬁk:l 25 gp Ird-lewvel Caster lovel = 30 gp ! o
[+7 &tr o) 150 gp Smokestick 0 gp 4th-icve Caster level =40 gp e
[+2 5tr mod) 5 pp Sunrad Zgp Sth-feve Custer fevel = 50 gp o
highty composite longhow Tanglafaot bag 50 gp fith-teve Caster level = B0gp
147 5tr mod) 200 gp Thunderstore 0 ep Tth-leve Caster level x 70 pp
{+2 5tr mod) 300 po Tindertwig 1 ep Erh-lave Caster level « 80 gp
{+3 5tr miod) 400 go Fth-fevel Caster level 90 gp
{+4 Str mod) 500 o Miscellanesus Cost ?’
Dagger, slivared 10 gp Toal, masterwark =50 gp¥
Armor or shield, masterwork <150 gpt
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The Ideal Dungeon

A

Master’s Aid

1f you're a Dungeon Master for the DuNcEONS &
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 sée 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.

¥ou also get an eight-page booklet that

includes more tables, plus some diagrams o

from the Dunceon MasTer's Guide, a Combat
Planner form to help you run combat
encountérs 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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