Essential Tables From AD&D’s 2nd edition Players Handbook,  Dungeon Master’s Guide, Psionics Handbook and others. Compiled by Reverends David A. Donsky and Evan C. Corbett. This is meant to ease the creation of characters of any level. Some of these tables have been modified for the Five Rings of Power Campaign and include optional races and classes. These charts seem distorted on most machines that do not run Microsoft Office 2000 and/or have a resolution of 800 X 600 or lower. Perhaps changing it to web layout might help. Sorry for the inconvenience. Let me know if these are not distorted.

Table 1: 

Strength

Ability
Hit
Damage
Weight
Max.
Open
Bend Bars/

Score
Prob.
Adj.
Allow.
Press
Doors
Lift Gates
Notes

1
 -5
  -4
    1
    3
 1
 0%

2
 -3
  -2
    1
    5
 1
 0%

3
 -3
  -1
    5
   10
 2
 0%

4-5
 -2
  -1
   10
   25
 3
 0%

6-7
 -1
None
   20
   55
 4
 0%

8-9
Norm
None
   35
   90
 5
 1%

10-11
Norm
None
   40
  115
 6
 2%

12-13
Norm
None
   45
  140
 7
 4%

14-15
Norm
None
   55
  170
 8
 7%

16
Norm
 +1
   70
  195
 9
10%

17
+1
 +1
   85
  220
10
13%

18
+1
 +2
  110
  255
11
16%


18/01-50
+1
 +3
  135
  280
12
20%


18/51-75
+2
 +3
  160
  305
13
25%


18/76-90
+2
 +4
  185
  330
14
30%


18/91-99
+2
 +5
  235
  380
15(3)
35%


18/00
+3
 +6
  335
  480
16(6)
40%
Ogre/ Maximum for human male
19
+3
 +7
  485
  640
16(8)
50%
Hill Giant, Desert Giant, Firbolgs

20
+3
 +8
  535
  700
17(10)
60%
Stone Giant, Fomorian Giant

21
+4
 +9
  635
  810
17(12)
70%
Frost Giant, Jungle Giant

22
+4
+10
  785
  970
18(14)
80%
Fire Giant, Mountain Giant, Reef Giant

23
+5
+11
  935
1,130
18(16)
90%
Cloud Giant, Fog Giant

24
+6
+12
1,235
1,440
19(17)
95%
Storm Giant

25
+7
+14
1,535
1,750
19(18)
99%
Titan

Table 2: 

Dexterity


Missile

Ability
Reaction
Attack
Defensive

Score
Adj.
Adj.
Adj.
 1
 -6
 -6
+5

 2
 -4
 -4
+5

 3
 -3
 -3
+4

 4
 -2
 -2
+3

 5
 -1
 -1
+2

 6
  0
  0
+1

 7
  0
  0
  0

 8
  0
  0
  0

 9
  0
  0
  0

10-14
  0
  0
  0

15
  0
  0
 -1

16
+1
+1
 -2

17
+2
+2
 -3

18
+2
+2
 -4

19
+3
+3
 -4

20
+3
+3
 -4

21
+4
+4
 -5

22
+4
+4
 -5

23
+4
+4
 -5

24
+5
+5
 -6

25
+5
+5
 -6

Table 3: 

Constitution

Ability
Hit Point
System
Resurrection
Poison

Score
Adjustment
Shock
Survival
Save
Regeneration
 1
 -3
 25%
 30%
 -2
Nil

 2
 -2
 30%
 35%
 -1
Nil

 3
 -2
 35%
 40%
  0
Nil

 4
 -1
 40%
 45%
  0
Nil

 5
 -1
 45%
 50%
  0
Nil

 6
 -1
 50%
 55%
  0
Nil

 7
  0
 55%
 60%
  0
Nil

 8
  0
 60%
 65%
  0
Nil

 9
  0
 65%
 70%
  0
Nil

10
  0
 70%
 75%
  0
Nil

11
  0
 75%
 80%
  0
Nil

12
  0
 80%
 85%
  0
Nil

13
  0
 85%
 90%
  0
Nil

14
  0
 88%
 92%
  0
Nil

15
+1
 90%
 94%
  0
Nil

16
+2
 95%
 96%
  0
Nil

17
+2 (+3)*
 97%
 98%
  0
Nil

18
+2 (+4)*
 99%
100%
  0
Nil

19
+2 (+5)*
 99%
100%
+1
Nil

20
+2 (+5)**
 99%
100%
+1
1/6 turns

21
+2 (+6)***
 99%
100%
+2
1/5 turns

22
+2 (+6)***
 99%
100%
+2
1/4 turns

23
+2 (+6)****
 99%
100%
+3
1/3 turns

24
+2 (+7)****
 99%
100%
+3
1/2 turns

25
+2 (+7)****
100%
100%
+4
1/1 turn

* Parenthetical bonus applies to warriors only. All other classes receive maximum bonus of +2 per die.

** All 1s rolled for Hit Dice are automatically considered 2s.

*** All 1s and 2s rolled for Hit Dice are automatically considered 3s.

**** All 1s, 2s, and 3s rolled for Hit Dice are automatically considered 4s.

Table 4: 

Intelligence
Ability
# of
Spell
Chance to
Max. # of
Illusion

Score
Lang.
Level
Learn Spell
Spells/Level
Immunity
  1
  0*
 --
  --
 --
    --

  2
  1
 --
  --
 --
    --

  3
  1
 --
  --
 --
    --

  4
  1
 --
  --
 --
    --

  5
  1
 --
  --
 --
    --

  6
  1
 --
  --
 --
    --

  7
  1
 --
  --
 --
    --

  8
  1
 --
  --
 --
    --

  9
  2
4th
 35%
 6
    --

10
  2
5th
 40%
 7
    --

11
  2
5th
 45%
 7
    --

12
  3
6th
 50%
 7
    --

13
  3
6th
 55%
 9
    --

14
  4
7th
 60%
 9
    --

15
  4
7th
 65%
11
    --

16
  5
8th
 70%
11
    --

17
  6
8th
 75%
14
    --

18
  7
9th
 85%
18 
    --

19
  8
9½ 
 95%
All
1st-level

20
  9
10th
 96%
All
2nd-level

21
10
11th
 97%
All
3rd-level

22
11
12th
 98%
All
4th-level

23
12
12th
 99%
All
5th-level

24
15
12th
100%
All
6th-level

25
20
12th
100%
All
7th-level

* While unable to speak a language, the character can still communicate by grunts and gestures.

Table 5: 

Wisdom


Magical

Chance

Ability
Defense
Bonus
of Spell
Spell

Score
Adjustment
Spells
Failure
Immunity
1
 -6
--
80%
--

2
 -4
--
60%
--

3
 -3
--
50%
--

4
 -2
--
45%
--

5
 -1
--
40%
--

6
 -1
--
35%
--

7
 -1
--
30%
--

8
  0
--
25%
--

9
  0
 0
20%
--

10 
  0
 0
15%
--

11
  0
 0
10%
--

12
  0
 0
  5%
--

13
  0
1st
  0%
--

14
  0
1st
  0%
--

15
+1
2nd
  0%
--

16
+2
2nd
  0%
--

17
+3
3rd
  0%
--

18
+4
4th
  0%
--

19
+4
1st, 3rd
  0%
cause fear, charm person, command, friends, hypnotism
20
+4
2nd, 4th
  0%
forget, hold person, ray of enfeeblement, scare

21
+4
3rd, 5th
  0%
fear
22
+4
4th, 5th
  0%
charm monster, confusion, emotion, fumble, suggestion
23
+4
1st, 6th
  0%
chaos, feeblemind, hold monster, magic jar, quest
24
+4
5th, 6th
  0%
geas, mass suggestion, rod of rulership
25
+4
6th, 7th
  0%
antipathy/sympathy, deathspell, mass charm
Table 6: 

Charisma

Ability
Maximum # of
Loyalty
Reaction Adjustment/

Score
Henchmen
Base
Comeliness Modifier
  1
  0
   -8
   -7

  2
  1
   -7
   -6

  3
  1
   -6
   -5

  4
  1
   -5
   -4

  5
  2
   -4
   -3

  6
  2
   -3
   -2

  7
  3
   -2
   -1

  8
  3
   -1
    0

  9
  4
    0
    0

10
  4
    0
    0

11
  4
    0
    0

12
  5
    0
    0

13
  5
    0
  +1

14
  6
  +1
  +2

15  
  7
  +3
  +3

16
  8
  +4
  +5

17
10
  +6
  +6

18
15
  +8
  +7

19
20
+10
  +8

20
25
+12
  +9

21
30
+14
+10

22
35
+16
+11

23
40
+18
+12

24
45
+20
+13

25
50
+20
+14

Table 8: 

Racial Ability Adjustments

Race

Adjustments

Dwarf*

+1 Constitution; -1 Charisma

Elf, high,  gray, and wood
+1 Dexterity; -1 Constitution

Elf, drow

+2 Dexterity; +1 Intelligence; -2 Charisma: -1 Constitution

Gnome

+1 Intelligence; -1 Wisdom

Halfling

+1 Dexterity; -1 Strength

Kender

+2 Dexterity (19 max); -1 Strength

Minotaur, Krynn

+2 Strength, Constitution; -2 Charisma, Wisdom

Irda

+2 Dexterity, Intelligence, Charisma; -2 Constitution

Dracon


+ 1 Strength; -1 Dexterity 
Grommam, male

+2 Strength, +2 Dexterity; - 1 Intelligence, - 1 Wisdom 
Grommam, female

+2 Intelligence, +2 Wisdom; - 1 Strength, -1 Dexterity
Giff


+2 Strength; -1 Intelligence
Hadozee


+1 Dexterity; -2 Charisma

Hurwaeti


+1 Wisdom; -1 Constitution

Human, Lizard man

no modifiers

Rastipede

+1 Constitution; -1 Dexterity

Scro


+1 Strength

Xixchil


+1 Constitution; -1 Dexterity
* Includes Daegar

Table 13: 

Class Ability Score Minimums

Character







Class
Str
Dex
Con
Int
Wis
Cha

Assassin*
12
17
--
13
--
15
Barbarian*
12
9
15
--
--
--

Bounty Hunter*
10
15
--
12
--
13
Fighter
 9
-- 
--
--
--
--

Anti-/Paladin*
12
--
 9
--
13
17
Ranger*
13
13
14
--
14
--

Solamnic Knight**

   Crown*
10
8
10
7
10
--

   Sword*
12
9
10
9
13
--

   Rose*
15
12
15
10
13
--

Mage
--
--
--
 9
--
--

Specialist*
Var
Var
Var
Var(9)
Var
Var

Wild Mage
--
--
--
16
--
--

Chronomancer*
--
--
--
17
16
--

Martial Artist*
9
9
--
--
9
--

Cleric
--
--
--
--
9
--

Druid*
--
--
--
--
12
15

Crusader*
12
--
--
--
9
12

Shaman*
--
--
12
--
12
--

Thief
--
 9
--
--
--
--

Bard*
--
12
--
13
--
15

Vampire*

--
--
--
--
--
--

Psionicist*
--
--
11
12
15
--


(bold indicates prime requisite for the 10% bonus to experience)

*
Optional character class. Specialist includes illusionist but not chronomancer.

*
House Character class. Details found on this website.

**
Typically only found on the world of Krynn. 10% experience bonus awarded not for stats but for compliance with the Oath and the Measure.

Table 7: 

Racial Ability Requirements
Ability
Dwarf
 Elf, h,g,&w
Elf, drow
Gnome
Half-Elf
Halfling

Kender
Minotaur, Krynn

Strength
 8/18
3/18
3/18
  6/18
   3/18
    7/18 *

6/16
12/20

Dexterity
 3/17
6/19
8/20
  3/18
   6/18
    7/18

8/19
8/18

Constitution
11/19
7/18
7/17
  8/18
   6/18
  10/18

10/18
12/20

Intelligence
 3/18
8/18
9/19
  6/18
   4/18
    6/18

6/18
5/18

Wisdom
 3/18
3/18
3/18
  3/18
   3/18
    3/17

3/16
3/16

Charisma
 3/17
8/18
3/16
  3/18
   3/18
    3/18

6/18
3/16


Irda
Dwarf, Daergar
Dwarf, Gully
Dracon
Grommam
Hadozee
Lizard man

Strength
12/18
10/18
6/18
11/18
11/18

6/18

8/18

Dexterity
8/20
3/16
6/18
3/17
8/18

8/18

3/18

Constitution
12/16
12/19
3/12
8/18
8/18

3/18

6/18

Intelligence
5/20
3/18
3/9
8/18
3/18

3/18

3/18

Wisdom
10/18
3/18
3/9
8/18
3/17

3/18

3/17

Charisma
15/20
3/14
3/9
3/18
3/18

3/16

3/16


Hurwaet
Rastipede
Scro
Xixchil
Giff

Strength
8/18
8/18
8/18
3/18
11/18

Dexterity
3/18
3/17
3/18
11/18
3/17

Constitution
3/17
8/18
8/18
8/18
8/18

Intelligence
3/18
3/18
3/17
8/18
3/16

Wisdom
8/18
3/18
3/16
3/16
3/17

Charisma
3/17
3/18
3/18
3/16
3/18

Strength

Dexterity

Constitution

Intelligence

Wisdom

Charisma


* Halfling fighters do not roll for exceptional Strength.

Table 7 (from DMG): 

Racial Class and Level Limits*

Character Class

Character Races

Human
Dwarf
Elf
Gnome
Half-elf
Halfling
Kender
Minotaur
Irda

Assassin
U
8
10
7
18
7

–
–

U

Barbarian
U
11
8
10
15
7

8
18

–

Bard
U
–
12
–
U
–

–
–

U

Bounty Hunter
U
12
12
10
13
8

5
12

U

Chronomancer
U
–
15
15
12
–

–
–

–

Cleric
U
10
12
9
14(U)
8

6(12)*
(10)*

(U)*

Crusader
U
13
12
9
12
8

5
10

U

Druid
U
–
12
–
9
–

5
–

12

Fighter
U
15
12
11
14
9

5**
U

U

Illus.
U
–
–
15
–
–

–
–

U

Mage†
U
–
15
–
12
–

–
14

U

Wizard of Krynn
18
–
special
–
10
–

–
14

18

Martial Artist
U
6
8
5
11
5

10
7

U

Paladin
U
–
–
–
–
–

–
–

U

Psionicist
U
8
7
9
7
10

–
–

–
Ranger
U
–
15
–
16
–

5**
8

U

Shaman
U
10
8
9
14
7

6
10

–

Solamnic Knight
18
–
–
–
10
–

–
–

–

Thief
U
12
12
13
12
15

U
–

U

Vampire

U

15
    15
        15

U
        15                    U
9

8



Dracon
Giff
Grommam
Hadozee
Hurwaet
Lizard Man
Rastipedes
Scro
Xixchil
Assassin

--
--
11

14

11
11

--

11
--

Barbarian
--
--
15

8

--
6

--

10
--

Bard

--
--
--

--

--
--

4

--
--

Bounty Hunter
--
14
10

14

11
11

--

--
--

Cleric

12
--
10

8

--
7

--

5
--

Crusader

12
--
10

8

--
7

--

5
--

Fighter

14
15
15

14

12
12

8

15
14
Mage†

--
--
--

--

--
4

4

5
5

Martial Artist
--
9
14

8

10
12

7

10
12

Paladin

--
--
10

--

--
6

--

--
--

Psionicist

8
--
12

9

6
8

--

7
10
Ranger

--
--
12

--

--
6

--

--
--

Shaman

--
--
10

8

--
6

--

5
--
Thief

--
10
15

15

14
11

11

12
15
Vampire

9
4
U

U

6
8

--

U
--

Assassin



Barbarian

Bard

Bounty Hunter

Cleric

Crusader

Fighter
Mage†

Martial Artist

Paladin

Psionicist
Ranger

Shaman
Thief
Vampire

U  A player character can advance to the maximum possible level in a given class. The Player's Handbook gives rules for advancing the player characters to 20th level.

–   A player character cannot belong to the listed class, normally. Exceptions can be made.

–
A player character cannot belong to this class, ever.

* Player characters with less than exceptional prime requisites cannot advance beyond the listed level.

* Kenders can advance only to 5th level as a heathen cleric or to 12th as a member of the holy order of the stars. Minotaurs can be 10th level in the holy order of the star, and cannot be heathen clerics.

** With a 17 strength they can advance to 6th level.

† this may included some specialists, namely conjurer, diviner, enchanter, transmuter, wild mage, and chronomancer.
Table 14: 

Warrior Experience Levels

                                           Fighter              Paladin/            ———Proficiencies———         Hit Points

               saving throw
Ranger
                                                                                      










  Level
                                                     Ranger
             Weapon   Nonweapon
(d10)

thac0
advance

Tracking bonus

       0                                             -2,000                     -2,550                 1             2                               1d8  

20


0

  1
              0
             0                  4             3 
  1

20
y

1


  2
       2,000
       2,250                 4             3 
  2

19


1


  3
       4,000
       4,500                 5             4
  3

18
y

2


  4
       8,000
       9,000                 5             4   
  4

17


2


  5
     16,000
     18,000                 5             4
  5

16
y

2


  6
     32,000
     36,000                 6             5  
  6

15


3


  7
     64,000
     75,000                 6             5
  7

14
y

3


  8
   125,000
   150,000                 6             5
  8

13


3


  9
   250,000
   300,000                 7             6
  9

12
y

4


10
   500,000
   600,000                 7             6
9+3

11


4


11
   750,000
   900,000                 7             6
9+6

10
y

4


12
1,000,000
1,200,000                 8             7
9+9

9


5


13
1,250,000
1,500,000                 8             7
9+12

8
y

5


14
1,500,000
1,800,000                 8             7
9+15

7


5


15
1,750,000
2,100,000                 9             8
9+18

6
y

6


16
2,000,000
2,400,000                 9             8
9+21

5


6


17
2,250,000
2,700,000                 9             8
9+24

4
y

6


18
2,500,000
3,000,000                10            9
9+27

3


7


19
2,750,000
3,300,000                10            9
9+30

2


7

 20
3,000,000
3,600,000
10
9
        9+33

1


7

 21
3,250,000
3,900,000
11
10
        9+36

0


8

 22
3,500,000
4,200,000
11
10
        9+39

-1


8

 23
3,750,000
4,500,000
11
10
        9+42

-2


8

 24
4,000,000
4,800,000
12
11
        9+45

-3


9

 25
4,250,000
5,100,000
12
11
        9+48

-4


9

 26
4,500,000
5,400,000
12
11
        9+51

-5


10

 27
4,750,000
5,700,000
13
12
        9+54

-6


10

 28
5,000,000
6,000,000
13
12
        9+57

-7


10

 29
5,250,000
6,300,000
13
12
        9+60

-8


11

 30
5,500,000
6,600,000
14
13
        9+63

-9


11


+250,000
+300,000 every level after 30th.

Table 20: 

Wizard Experience Levels


Level
Mage/                Weapon      Nonweapon    

Hit Dice (d4)

thac0
Saving throw

                               Specialist                           Proficiencies













advance

  1
              0                  1                        4




    1





20


  2
       2,500                  1                        4




    2





20


  3
       5,000                  1
5    





  3





20


  4
     10,000                  1       
5




    4





19


  5
     20,000                  1 
5




    5





19


  6
     40,000                  2
6




    6





19
y


  7
     60,000                  2
6   




    7





18


  8
     90,000                  2
6  

   



8





18


  9
   135,000                  2                        7  

    


9





18


10
   250,000                  2
7 

  


10





17


11
   375,000                  2                        7  




10+1




17
y


12
   750,000                  3                        8 




10+2




17


13
1,125,000                  3                        8




10+3




16


14
1,500,000                  3                        8  




10+4




16


15
1,875,000                  3                        9
       


10+5




16


16
2,250,000                  3                        9




10+6




15
y


17
2,625,000                  3                        9 




10+7




15


18
3,000,000                  4                       10




10+8




15


19
3,375,000                  4                       10 




10+9




14



20
3,750,000                  4                       10




10+10



14

  21
4,125,000                  4                       11 




10+11



14
y

  22
4,500,000                  4                       11




10+12



13

  23
4,875,000                  4                       11




10+13



13

  24
5,250,000                  5                       12




10+14



13

  25
5,625,000                  5                       12




10+15



12

  26
6,000,000                  5                       12




10+16



12

  27
6,375,000                  5                       13




10+17



12

  28
6,750,000                  5                       13




10+18



11

  29
7,125,000                  5                       13




10+19



11

  30
7,500,000                  6                       14 




10+20



11

  31
7,875,000                  6                       14




10+21



10

  32
8,250,000                  6                       14




10+22



10

                                 +375,000 every level after 32nd   

Table 21: 

Chronomancy Experience Levels


Level
Chronomancer    Weapon      Nonweapon    

Hit Dice (d4)

thac0
Saving throw

                               

                           Proficiencies



advance


1 



0
1

4
    1

20


2


         3,000
1

4
    2

20


3


         6,000
1

5
    3   

20

     4


       12,000
1

5
    4

19


5


       24,000
1

5
    5

19


6


       48,000
2

6
    6

19
y


7


       72,000
2

6
    7

18


8


     105,000
2

6
    8

18


9


     160,000
2

7
    9

18


10


     285,000
2

7
   10

17


11


     425,000
2

7
 10+1

17
y


12


     850,000
3

8
 10+2

17



13


  1,235,000
3

8
 10+3

16


14


  1,610,000
3

8
 10+4

16

 
15


  1,985,000
3

9
 10+5

16


16


  2,370,000
3

9
 10+6

15
y


17


  2,755,000
3

9
 10+7

15


18


  3,140,000
4

10
 10+8

15



19


  3,525,000
4

10
 10+9

14



20


  3,910,000
4

10
10+10

14


21


  4,295,000
4

11
10+11

14
y





  + 385,000

Wizard Spell advancement

Wizard



Spell Level

Level
1
2
3
4
5
6
7
8
9
10
11
12
  1
1
--
--
--
--
--
--
--
--
--
--
--

  2
2
--
--
--
--
--
--
--
--
--
--
--

  3
2
1
--
--
--
--
--
--
--
--
--
--

  4
3
2
--
--
--
--
--
--
--
--
--
--

  5
4
2
1
--
--
--
--
--
--
--
--
--

  6
4
2
2
--
--
--
--
--
--
--
--
--

  7
4
3
2
1
--
--
--
--
--
--
--
--

  8
4
3
3
2
--
--
--
--
--
--
--
--

  9
4
3
3
2
1
--
--
--
--
--
--
--

10
4
4
3
2
2
--
--
--
--
--
--
--

11
4
4
4
3
3
--
--
--
--
--
--
--

12
4
4
4
4
4
1
--
--
--
--
--
--

13
5
5
5
4
4
2
--
--
--
--
--
--

14
5
5
5
4
4
2
1
--
--
--
--
--

15
5
5
5
5
5
2
1
--
--
--
--
--

16
5
5
5
5
5
3
2
1
--
--
--
--

17
5
5
5
5
5
3
3
2
--
--
--
--

18
5
5
5
5
5
3
3
2
1
--
--
--

19
5
5
5
5
5
3
3
3
1
--
--
--

20
5
5
5
5
5
4
3
3
2
--
--
--

21   
5   
5   
5   
5   
5   
4   
4   
4   
2
--
--
--

22   
5   
5   
5   
5   
5   
5   
4   
4   
3
--
--
--

23   
5   
5   
5   
5   
5   
5   
5   
5   
3
--
--
--

24   
5   
5   
5   
5   
5   
5   
5   
5   
4
--
--
--

25   
5   
5   
5   
5   
5   
5   
5   
5   
5
--
--
--
26   
6   
6   
6   
6   
5   
5   
5   
5   
5
--
--
--

27   
6   
6   
6   
6   
6   
6   
6   
5   
5
--
--
--

28   
6   
6   
6   
6   
6   
6   
6   
6   
6
--
--
--

29   
7   
7   
7   
7   
6   
6   
6   
6   
6
--
--
--

30   
7   
7   
7   
7   
7   
7   
7   
6   
6
--
--
--

31  
8   
8   
8   
8   
7   
7   
7   
6   
6
--
--
--

32  
8   
8   
8   
8   
7   
7   
7   
7   
7
--
--
--

Table 22: 

Wizard Specialist Requirements



               Minimum Ability

Specialist
School
Race*
Score(es)
Opposition School(s)
Abjurer
Abjuration
H
15 Wis, 9 Int
Alteration & Illusion

Conjurer
Conj./Summ.
H, ½ E
15 Con, 9 Int
Greater Divination & Invocation




Diviner
Gr. Divin.
H, ½ E, E
16 Wis, 9 Int
Conj./Summ.

Enchanter
Ench./Charm
H, ½ E, E
16 Cha, 9 Int
Invoc./Evoc. & Necromancy





Illusionist
Illusion
H, G
16 Dex, 9 Int
Necro., Invoc./Evoc., Abjur.





Invoker
Invoc./Evoc.
H
16 Con, 9 Int
Ench./Charm & Conj./Summ.


Necromancer
Necromancy
H
16 Wis, 9 Int
Illusion & Ench./Charm





Transmuter
Alteration
H, ½ E
15 Dex, 9 Int
Abjuration & Necromancy

Wild Mage
Wild Magic
H, ½ E, E
16 Int
None.

Chronomancer
Chronomancy
H, ½ E, E
17 Int, 16 Wis
Abjuration, Conj./Summ., & Necromancy

Elementalist
Elemental
H
9 Int
Special

Dimensionalist
Dimensional
H, ½ E
16 Int
Ench./Charm, & Necromancy

Force Mage
Force
H, ½ E
12 Int, 15 Con
Alteration & Gr. Divin

Mentalist
Mental
H
15 Int, 16 Wis
Necro., & Invoc./Evoc

Shadow Mage
Shadow
H
15 Int, 16 Wis
Invoc./Evoc, Abjuration

* there are exceptions.

Table 23: 

Priest Experience Levels



Cleric/

             --- Proficiencies ---

Hit Dice


saving throw

Level              Crusader/Shaman       Druid
Weapon

Nonweapon
(d8)

thac0
advance
 
1
           0
                                   0                                  2                                4                           1


20

 2                   1,500
    2,000
2
        4         
     2


20


3
    3,000
    4,000
2                                5                           
3


20


4
    6,000
    7,500
3
        5
   
4


18
y


5
   13,000
                         12,500                                  3
        5                           5


18


6
   27,500
                         20,000                                  3                                6                           
6


18


7
   55,000
   35,000
4
        6
  
7


16
y


8
  110,000
   60,000
5
  
6
  
8


16


9
  225,000
   90,000
5
  
7
  
9


16


10
  450,000
  125,000
5

7
 
9+2


14
y

11
  675,000
  200,000
5

7
 
9+4


14


12
  900,000
  300,000
6

8
 
9+6


14


13
1,125,000
  750,000
6

8
 
9+8


12
y


14
1,350,000
1,500,000
6

8

9+10

12


15
1,575,000
3,000,000
6

9

9+12

12


16
1,800,000
3,500,000
7

9

9+14

10
y


17
2,025,000
 500,000*
7

9

9+16

10


18
2,250,000
1,000,000
7

10

9+18

10


19
2,475,000
1,500,000
7

10

9+20

8
y


20
2,700,000
2,000,000
8
  
10

9+22

8


21
2,925,000
2,500,000
8
        11    

9+24

8


22
3,150,000
3,000,000
8

11

9+26

6


23
3,375,000
3,500,000
8

11

9+28

6


24
3,600,000
4,000,000
9

12

9+30

6


25
3,825,000
4,500,000
9

12

9+32

4


26
4,050,000
5,000,000
9

12

9+34

4


27
4,275,000
5,500,000
9

13

9+36

4


28
4,500,000
6,000,000
10

13

9+38

2


29
4,725,000
6,500,000
10

13

9+40

2


30
4,950,000
7,000,000
10

14

9+42

2

            +225,000                    +500,000 every level after 30th 


* See section on hierophant druids under "Druids" in the Player’s Handbook.

Table

Priest sphere access (plus is major minus is minor access)

Sphere

Cleric
Crusader
Druid
Paladin
Ranger
Shaman
Solam K OtS
OtR

All



+
+
+


+


+

Animal



+

+
+

Astral


+

Chaos

Charm

+









Combat

+
+

+


+

+

Creation

+







-

Divination

+

-
+


+

+

Elemental

-

+

Guardian

+
+






+

Healing

+
+
+
+

-
+

+

Law





+


+

+

Necromantic
+
-

+


-

+

Numbers

Plant




+

+
-




Protection
+
-

+

+
+

+

Summoning
+




+

Sun


+







+

Thought

Traveler’s
-




+


-

Time










-

War


-
+

+


+

+

Wards

+
+



+


+

Weather



+





Table 24: 

Priest Spell Progression

Priest


Spell Level

Level
1
2
3
4
5
6*
7**
Q***
  1
1
--
--
--
--
--
--
--

  2
2
--
--
--
--
--
--
--

  3
2
1
--
--
--
--
--
--

  4
3
2
--
--
--
--
--
--

  5
3
3
1
--
--
--
--
--

  6
3
3
2
--
--
--
--
--

  7
3
3
2
1
--
--
--
--

  8
3
3
3
2
--
--
--
--

  9
4
4
3
2
1
--
--
--

10
4
4
3
3
2
--
--
--

11
5
4
4
3
2
1
--
--

12
6
5
5
3
2
2
--
--

13
6
6
6
4
2
2
--
--

14
6
6
6
5
3
2
1
--

15
6
6
6
6
4
2
1
--

16
7
7
7
6
4
3
1
--

17
7
7
7
7
5
3
2
--

18
8
8
8
8
6
4
2
--

19
9
9
8
8
6
4
2
--

20
9
9
9
8
7
5
2
--

21

9
9
9
9
8
6
2
1

22

9
9
9
9
9
6
3
2

23

9
9
9
9
9
7
3
2

24

9
9
9
9
9
8
3
2

25

9
9
9
9
9
8
4
3

26

9
9
9
9
9
9
4
3

27

9
9
9
9
9
9
5
4

28

9
9
9
9
9
9
6
4

29

9
9
9
9
9
9
7
4

30
9
9
9
9
9
9
8
4


* Usable only by priests with 17 or greater Wisdom.


** Usable only by priests with 18 or greater Wisdom.


*** The number of true dweomers/quest spells—the character can prepare, have prepared, or cast in one day (see Chapter 6 of DM’s option book).

Priest bonus spells

Wisdom

Bonus Spells

Score

1
2
3
4
5
6
7
13

1
--
--
--
--
--
--

14

2
--
--
--
--
--
--

15

2
1
--
--
--
--
--

16

2
2
--
--
--
--
--

17

2
2
1
--
--
--
--

18

2
2
1
1
--
--
--

19

3
2
2
1
--
--
--

20

3
3
2
2
--
--
--

21

3
3
3
2
1
--
--

22

3
3
3
3
2
--
--

23

4
3
3
3
2
1
--

24

4
3
3
3
3
2
--

25



4
3
3
3
3
3
1

Table 25: 

Rogue Experience Levels







--- Proficiencies ---



Saving throw


Total % added


Level
Thief/Bard
Weapon
    Nonweapon
Hit Dice (d6)
thac0
advance

Backstab
to thief abilities

  1
              0
2

3
   1

20


X2

  60


  2
       1,250
2

3
   2

20




  90


  3
       2,500
2

3
   3

20




120


  4
       5,000  
3

4
   4

19




150


  5
     10,000
3

4
   5

19
y

X3

180


  6
     20,000
3

4
   6

19




210


  7
     40,000
3

4
   7

18




240


  8
     70,000
4

5
   8

18




270


  9
   110,000
4

5
   9

18
y

X4

300


10
   160,000
4

5
  10

17




330


11
   220,000
4

5
10+2

17




360


12
   440,000
5

6
10+4

17




390


13
   660,000
5

6
10+6

16
y

X5

420


14
   880,000
5

6
10+8

16




450


15
1,100,000
5

6
10+10

16




480


16
1,320,000
6

7
10+12

15




510


17
1,540,000
6

7
10+14

15
y



540


18
1,760,000
6

7
10+16

15




570


19
1,980,000
6

7
10+18

14




600


20
2,200,000
7

8
10+20

14




630

      21
                2,420,000
7                              8
            10+22

14
y



660

      22
                2,640,000
7                              8
            10+24

13




690

      23
                2,860,000
7                              8
            10+26

13




720

      24
                3,080,000
8                              9
            10+28

13




750

      25                      3,300,000
8                              9
            10+30

12




780

      26
                3,520,000
8                              9
            10+32

12




810

      27
                3,740,000
8                              9
            10+34

12




840

      28
                3,960,000
9                             10
            10+36

11




870

      29
                4,180,000
9                             10
            10+38

11




900

      30
                4,300,000
9                             10
            10+40

11




930




+220,000 every level after 30th 



Table 32: 

BARD SPELL PROGRESSION

Bard

Spell Level






Total % added

Level
1
2
3
4
5
6
7
8

to bard abilities
  1
--
--
--
--
--
--
--
--

  30

  2
1
--
--
--
--
--
--
--

  45

  3
2
--
--
--
--
--
--
--

  60

  4
2
1
--
--
--
--
--
--

  75

  5
3
1
--
--
--
--
--
--

  90

  6
3
2
--
--
--
--
--
--

105

  7
3
2
1
--
--
--
--
--

120

  8
3
3
1
--
--
--
--
--

135

  9
3
3
2
--
--
--
--
--

150

10
3
3
2
1
--
--
--
--

165

11
3
3
3
1
--
--
--
--

180

12
3
3
3
2
--
--
--
--

195

13
3
3
3
2
1
--
--
--

210

14
3
3
3
3
1
--
--
--

225

15
3
3
3
3
2
--
--
--

240

16
4
3
3
3
2
1
--
--

255

17
4
4
3
3
3
1
--
--

270

18
4
4
4
3
3
2
--
  --

285

19
4
4
4
4
3
2
--
  --

300

20
4
4
4
4
4
3
--
  --

315

21
4
4
4
4
4
4

  1

      --



330

22
4
4
4
4
4
4
 
  2

      --



345

23
4
4
4
4
4
4

  3 

      --



360

24

4
4
4
4
4
4

  4

      --



375

25

5
5
4
4
4
4

  4

      --
 


390

26
5
5
5
5
4
4

  4

      --



405

27
5
5
5
5
5
5

  4

      --



420

28
6
5
5
5
5
5

  5

      --



435

29
6
6
5
5
5
5

  5

      1



450

30
6
6
6
6
5
5
  5
          1



465

Table 2 (from psionicist’s handbook): 

PSIONICIST EXPERIENCE LEVELS

Psionicist Experience 


Hit


Saving throw

Level          Points      Weapon    Nonweapon
Dice (d6)
thac0
advance

1 
              0
2
3
1

20

2 
       2,200
2
3
2

20

3 
       4,400
2
4
3

19

4 
       8,800
2
4
4

19

5 
     16,500
3
4
5

18
y
6 
     30,000
3
5
6

18

7 
     55,000
3
5
7

17

8 
   100,000
3
5
8

17

9 
   200,000
3
6
9

16
y

10 
   400,000
4
6
9+2

16

11 
   600,000
4
6
9+4

15

12 
   800,000
4
7
9+6

15

13 
1,000,000 
4
7
9+8

14
y

14 
1,200,000 
4
7
9+10

14

15 
1,500,000 
5
8
9+12

13

16 
1,800,000 
5
8
9+14

13

17 
2,100,000 
5
8
9+16

12
y

18 
2,400,000 
5
9
9+18

12

19 
2,700,000 
5
9
9+20

11

20 

3,000,000 
6
9
9+22

11

21


3,300,000
6
10
9+24

10
y

22


3,600,000
6
10
9+26

10

23


3,900,000
6
10
9+28

9
24


4,200,000
6
11
9+30

9

25


4,500,000
7
11
9+32

8

26


4,800,000
7
11
9+34

8

27


5,100,000
7
12
9+36

7

28


5,400,000
7
12
9+38

7

29


5,700,000
7
12
9+40

6

30


6,000,000
8
13
9+42

6




 +300,000 points every level after 30th 

Table 4 (from psionicist’s handbook): 

PSIONIC POWER PROGRESSION

Exp.         Total        Total                     Total                        Def.

Level 
Discipl.
 Sciences 
Devotions 
Modes

1
 1
1 

3

 1

2 
 2
1

5

 1

3 
 2
2 

7

 2

4 
 2 
2 

9 

 2

5 
 2 
3 

10 

 3

6 
 3 
3 

11 

 3

7 
 3 
4 

12 

 4

8 
 3 
4 

13 

 4

9 
 3 
5 

14 

 5

10 
 4 
5 

15 

 5

11 
 4 
6 

16 

 5

12 
 4 
6 

17 

 5

13 
 4 
7 

18 

 5

14 
 5 
7 

19 

 5

15 
 5 
8 

20 

 5

16  
 5
8  

21 

 5

17 
 5 
9 

22  

 5

18 
 6 
9 

23 

 5

19 
 6 
10 

24 

 5

20 

 6 
10 

25 

 5

21
            6
11

26

 5
22


 6
11

27

 5

23


 6
12

28

 5

24


 6
12

29

 5

25


 6 
13

30

 5

26


 6 
13

31

 5

27


 6
14

32

 5

28


 6
14

33

 5

29


 6
15

34

 5

30


 6
15

35

 5





1 every two levels,   1 every level after 30th 

Table 34: 

Proficiency Slots


     Weapon


   
Nonweapon


  Proficiencies
non-proficient
 
 
Proficiencies

Group
Initial
#Levels
Penalty
Familiarity
Initial
#Levels
Warrior
4
    3
  -2
   -1

3
    3

Solamnic KotC
3
      2

  -2

   -1

2
    2

Wizard
1
    6
  -5
   -3

4
    3

Priest
2
    4
  -3
   -2

4
    3

Psionicist
2
    5
  -4
   -2

3
    3

Rogue
2
    4
  -3
   -2

3
    4

Martial Artist
4
      3

  -3

   -2

3
    3

Vampire

2
      3

  -3

   -2

3
    2


0th level

1
      --

  -5

   -3

2
    --

Table 35: 

Specialist/Expert Attacks Per Round


All
Hand &

Thrown

  Other
Repeating
Now,
Arquebus

Character
Melee
Light
Heavy
Dagger &
Thrown
(Non-bow)
Crossbow,
all
and most

Level
Weapons
X-bow**
X-bow
Shuriken***
Dart
Missiles*
Blowgun
bows
Firearms

1-6
3/2
1/1
1/2
3/1
4/1
3/2

2/1

2/1
1/3

7-12
2/1
3/2
1/1
4/1
5/1
2/1

5/2

3/1
1/2

13+
5/2
2/1
3/2
5/1
6/1
5/2

3/1

4/1
1/1

* includes javelin, club, hammer, hand axe, throwing axe, harpoon, staff sling, trident, torch, and sling.

** also includes boomerang, throwing hammer, throwing hatchet, horseman’s mace, stone bow, bolas

*** includes chakrim

Weapon mastery (from house rules)
Warrior

#slots in a 

level of

Level 

weapon


proficiency
0


1

proficiency 

1-4


1

proficiency 

1-4


2

expertise or specialization.

5-6


3

mastery

7-8


4

high mastery

9-11


5

grand mastery

12-14


0(2)

free upgrade from expertise to specialization

12-14


+1

specialization to mastery

15-17


+2

high mastery

18-20


+3

grand mastery

18-20


0(2)

free upgrade from expertise to specialize

21+



+1

Level requirement waived.

With most weapons specialization grants +1 to hit and +2 to damage

Mastery grants and additional +2 to hit and +1 to damage for a total of +3/+3

High Mastery lowers speed factor by one category, i.e. a slow weapon becomes average. Ranged weapons gain an extreme long range category, which is 1/3 farther than long range and has a base penalty of –10 to hit.

Grand Mastery grants one more attack per round past the specialists rate of attack, and the die of damage increases by one size, so a longsword would do 1d10/1d20.
Dual Weapons (from house rules)

factor



Main
Second
Base penalty


-2
-4

Dex 16



+1
+1

Dex 17-18


+2
+2

Dex 19-20


+3
+3

Dex 21-23


+4
+4

Dex 24-25


+5
+5

Ambidexterity


+2
+2

Non warrior/rouge w/o ambidexterity
-2
-2

Dual weapon proficiency┼

+2
+4

Ranger┼



+2
+4

2 small weapons


+2
--

1 medium and 1 small

--
--

2 medium weapons*

-2
-2

1 large and 1 medium or small*
-4
-6

2 large**



-6
-8

1 giant and 1 medium**

-8
-10

1 giant and 1 large***

-10
-12

2 giant***



-12
-14

┼ Rangers come with the dual weapon proficiency as a class ability.

* must have 16 strength and be 6’ tall or 18(01) strength and 5’ tall.

** must have 20 strength and be 6’ tall or 22 strength and 5’ tall.

*** must have 22 strength and be 7’ tall or 24 strength and 6’ tall. Giant weapons include some polearms, mattock of the titans, mauls of the titans, etc.

Table 37: 

Nonweapon Proficiency Groups

General (all classes)


# of Slots
Relevant
Check

Proficiency
Required
Ability
Modifier
Agriculture
1
Intelligence
  0

Alertness
1
Wisdom
+1

Animal Handling
1
Wisdom
 -1

Animal Training
1
Wisdom
  0

Artistic Ability
1
Wisdom
  0

Blacksmithing
1
Strength
  0

Boating
1
Wisdom
+1

Brewing
1
Intelligence
  0

Carpentry
1
Strength
  0

Cobbling
1
Dexterity
  0

Cooking
1
Intelligence
  0

Dancing
1
Dexterity
  0

Deep Diving
1
Dexterity/Con
  0

Direction Sense
1
Wisdom
+1

Entertainment
1
Charisma
  0

Etiquette
1
Charisma
  0

Fire-building
1
Wisdom
 -1

Fishing
1
Wisdom
 -1

Foraging
1
Intelligence
+2

Glassblowing
1
Dexterity
  0

Heraldry
1
Intelligence
  0

Languages, Modern
1
Intelligence
  0

Leatherworking
1
Intelligence
  0

Mining
2
Wisdom
 -3

Observation
1
Intelligence
  0

Orienteering
1
Intelligence
  0

Pottery
1
Dexterity
 -2

Riding, Airborne
2
Wisdom
 -2

Riding, Land-based
1
Wisdom
+3

Rope Use
1
Dexterity
  0

Sculpting
1
Dexterity
 -2

Seamanship
1
Dexterity
+1

Seamstress/Tailor
1
Dexterity
 -1

Shipwright
1
Dexterity
+1

Signaling
1
Intelligence
+2

Singing
1
Charisma
  0

Slow Respiration
1
Wisdom
  0

Spacemanship
1
Dexterity
+1

Stonemasonry
1
Strength
 -2

Swimming
1
Strength
  0

Weather Sense
1
Wisdom
 -1

Weaving
1
Intelligence
 -1 

Priest (Paladin, Solamnic Knight, Vampire, Cleric, Shaman, Crusader, and Druid)

# of Slots
Relevant
Check

Proficiency
Required
Ability
Modifier
Ancient History
1
Intelligence
 -1

Alms
1
Charisma
  0

Astrology
2
Intelligence
  0

Bureaucracy
2
Intelligence
  0

Cartography
1
Intelligence
 -2

Engineering
2
Intelligence
 -3

Healing
2
Wisdom
 -2

Herbalism
2
Intelligence
 -2

Investigation
1
Intelligence
 -2

Iron Will
2
Wisdom
 -2

Languages, Ancient
1
Intelligence
  0

Law
1
Intelligence
  0

Local History
1
Charisma
  0

Musical Instrument
1
Dexterity
 -1

Navigation
1
Intelligence
 -2

Omen Reading
1
Wisdom
 -2

Planetology
2
Intelligence
 -2

Reading/Writing
1
Intelligence
+1

Religion
1
Wisdom
  0

Sage Knowledge
2
Intelligence
 -2

Spellcraft
1
Intelligence
 -2 

Spelljamming
2
Intelligence
 -2

Undead Lore*
1
Intelligence
 -1

Zero Gravity Combat
1
Intelligence
 -2

* Necromancers can get for one slot.

Rogue (Bounty Hunter, Assassin, Anna Paquin, Thief and Bard)

# of Slots
Relevant
Check

Proficiency
Required
Ability
Modifier

Ambidexterity
1
Dexterity
  0

Ancient History
1
Intelligence
 -1

Animal Noise*
1
Wisdom
 -1

Appraising
1
Intelligence
  0

Begging*
1
Charisma
special

Blind-fighting
2
NA
NA

Cartography
1
Intelligence
 -2

Cryptography
1
Intelligence
 -3

Disguise
1
Charisma
 -1

Forgery
1
Dexterity
 -1

Gaming
1
Charisma
  0

Gem Cutting
2
Dexterity
 -2

Herbalism*
2**
Intelligence
 -2

Information Gathering*
1**
Intelligence
special

Intimidation*
1**
Strength/Charisma
special

Juggling
1
Dexterity
 -1

Jumping
1
Strength
  0

Local History
1
Charisma
  0

Locksmithing*
1
Dexterity
  0

Musical Instrument
1
Dexterity
 -1

Reading Lips
2
Intelligence
 -2

Quickness
2
Dexterity
  0

Set Snares
1
Dexterity
 -1

Tightrope Walking
1
Dexterity
  0

Throwing
1
Dexterity
 -2

Trailing*
1**
Dexterity
special

Tumbling
1
Dexterity
  0

Ventriloquism
1
Intelligence
 -2 

Voice Mimicry*
2**
Charisma
special

Zero Gravity Combat
1
Intelligence
 -2

* From thief’s handbook. Add 1 unless you have the appropriate kit, or talk to me to see if I will lift this penalty based on background.

** Bounty Hunters and Assassins get this for normal price.

Warrior (Fighter, Paladin, Ranger, Solamnic Knight, Bounty Hunter, Assassin, Druid, Crusader, and Bard) 

# of Slots
Relevant
Check

Proficiency
Required
Ability
Modifier

Ambidexterity
1
Dexterity
  0

Animal Lore
1
Intelligence
  0

Armorer
2
Intelligence
 -2

Blind-fighting
2
NA
NA

Bowyer/Fletcher
1
Dexterity
 -1

Charioteering
1
Dexterity
+2

Endurance
2
Constitution
  0

Gaming
1
Charisma
  0

Hunting
1
Wisdom
 -1

Iron Will
2
Wisdom
 -2

Mountaineering
1
NA
NA

Navigation
1
Intelligence
 -2

Quickness
2
Dexterity
  0

Running
1
Constitution
 -6

Set Snares
1
Intelligence
 -1

Survival
2
Intelligence
  0

Tracking
2
Wisdom
  0

Weaponsmithing
3
Intelligence
 -3

Zero Gravity Combat
1

Intelligence
 -2
Wizard (Ranger, Mage, specialist wizards, and Bard)

# of Slots
Relevant
Check

Proficiency
Required
Ability
Modifier
Alchemy
2
Intelligence
 -3

Anatomy
2
Intelligence
 -2

Ancient History
1
Intelligence
 -1

Arcanology
1
Intelligence
 -3

Astrology
2
Intelligence
  0

Bookbinding
1
Intelligence
  0

Cartography
1
Intelligence
 -2

Concentration
2
Wisdom
 -2

Cryptography
1
Intelligence
 -3

Dowsing
1
Wisdom
 -3

Engineering
2
Intelligence
 -3

Gem Cutting
2
Dexterity
 -2

Herbalism
2
Intelligence
 -2

Hypnotism
1
Charisma
 -2

Languages, Ancient
1
Intelligence
  0

Mental Resistance
1
Wisdom
 -1

Navigation
1
Intelligence
 -2

Omen Reading
1
Wisdom
 -2

Papermaking
1
Inteligence
  0

Planetology
2
Intelligence
 -2

Prestidigitation
1
Dexterity
 -1

Reading/Writing
1
Intelligence
+1

Religion
1
Wisdom
  0

Research
1
Intelligence
  0

Sage Knowledge
2
Intelligence
 -2

Scribe
1
Dexterity
+1

Signature Spells
varies
NA
NA

Spellcraft
1
Intelligence
 -2

Spelljamming
2
Intelligence
 -2

Thaumaturgy
1
Intelligence
 -2

Psionicist (Psionicist, Mind Fucker)

# of Slots
 Relevant
Check

Proficiency

 Required 
Ability

Modifier

Concentration

2

Wisdom

-2
Gem Cutting 

2

Dexterity 

-2

Harness Subconscious 
2 

Wisdom 

-1

Hypnosis 

1 

Charisma

-2

Rejuvenation 

1 

Wisdom 

-1

Meditative Focus 

1 

Wisdom 

+1

Musical Instrument 

1 

Dexterity 

-1

Planetology

2

Intelligence
 -2
Reading/Writing 

1 

Intelligence
+1

Religion 


1 

Wisdom 

 0

Sage Knowledge

2

Intelligence
 -2
Signature Abilities

varies

NA

NA

Martial Artist (These are the skills that other classes can get for one extra slot) (Martial Artist, Vampire)

# of Slots
 Relevant
Check

Proficiency

 Required 
Ability

Modifier

Ambidexterity

1

Dexterity
 
 0

Ancient History

1

Intelligence
 -1

Blind-fighting

2

NA

NA

Combat Tumbling

1

Dexterity

 0

Endurance

2

Constitution
 0

Enhanced Breathing
1

Constitution
 0

Flexibility


1

Dexterity

 0

Healing


2

Wisdom
 
-2

Herbalism

2

Intelligence
-2

Iron Skin


1

NA

NA

Iron Will


2

Wisdom

-2

Jumping


1

Strength
  
 0

Languages, Ancient
1

Intelligence
 0

Quickness

2

Dexterity

 0

Reading/Writing

1

Intelligence
+1

Running


1

Constitution
 -6

Tumbling


1

Dexterity
  
 0

Zero Gravity Combat
1

Intelligence
 -2

Table 51: 

Combat Modifiers


Attack Roll

Situation
Modifier

Attacker on higher ground
   +1

Defender invisible
   -4

Defender off-balance
   +2

Defender sleeping or held
Automatic*

Defender stunned or prone
   +4

Defender surprised
   +1

Missile fire, long range
   -5

Missile fire, medium range
   -2

Rear attack
   +2


*If the defender is attacked during the course of a normal melee, the attack automatically hits and causes normal damage. If no other fighting is going on (i.e., all others have been slain or driven off), the defender can be slain automatically.

Table 52: 

Weapon Type vs. Armor Modifiers

Armor Type
Slash
Pierce
Bludgeon

Banded mail
+2
  0
+1

Brigandine
+1
+1
  0

Chain mail*
+2
  0
 -2

Field Plate
+3
+1
  0

Full Plate
+4
+3
  0

Leather armor**
  0
 -2
  0

Plate mail/Solamnic plate
+3
  0
  0

Ring mail
+1
+1
  0

Scale mail
  0
+1
  0

Splint mail
  0
+1
+2

Studded leather
+2
+1
  0


* Includes bronze plate mail


** Includes padded armor and hides

Table 53: 

CALCULATED THAC0S







       Level

Group
 1
 2
 3
 4
 5
 6
 7
 8
 9
10
11
12
13
14
15   
16
17
18
19   
20*
21    22
23    24
25     26    27    28    29    30

Priest***
20
20
20
18
18
18
16
16
16
14
14
14
12
12
12
10
10
10
 8
 8
8        6     6       6     4       4      4       2      2      2

Rogue**
20
20
19
19
18
18
17
17
16
16
15
15
14
14
13
13
12
12
11
11
10     10    9       9     8       8      7       7      6      6

Warrior*
20
19
18
17
16
15
14
13
12
11
10
 9
 8
 7
 6
 5
 4
 3
 2
 1      0      -1    -2     -3    -4     -5     -6     -7     -8     -9

Wizard
20
20
20
19
19
19
18
18
18
17
17
17
16
16
16
15
15
15
14
14    14    13   13     13    12    12     12    11    11    11


* advancing thac0 beyond 20th level is DM optional.


* Crusaders get warrior thac0


** psionicist use same table as rouge


*** martial artists use priest thac0

Table 39 (From DMG): 

Creature THAC0








     Hit Dice
1/2 or less
1-1
1+
2+
3+
4+
5+
6+
7+
8+
9+
10+
11+
12+
13+
14+   15+   16+

      20*

20        19        19
    17
17
    15
15
     13
13
    11       11
      9        9
       7       7        5      5



*Vampires use monster thac0.

Table 55: 

Standard Modifiers to Initiative

Specific Situation
Modifier

Hasted
 -2

Slowed
+2

On higher ground
 -1

Set to receive a charge
 -2

Wading or slippery footing
+2

Wading in deep water
+4

Foreign environment*
+6

Hindered (tangled, climbing, held)
+3

Waiting (see p. 112 PHB)
+1

Table 56: 

Optional Modifiers to Initiative

Specific Situation

Modifier

Attacking with weapon

Weapon speed

Breath weapon

  +1

Casting a spell

Casting time

Casting a spell with a spell key

  +1

Creature size (Monsters and characters attacking with natural weapons only)*

   Tiny

    0

   Small

  +3

   Medium

  +3

   Large

  +6

   Huge

  +9

   Gargantuan

  +12

Dexterity reaction adjustment score

Varies

Eron the relentless, other weapons of speed, gods and avatars
Always goes first.

Innate spell ability

  +3

Magical Items**

Miscellaneous Magic

  +3

   Potion

  +4

   Ring

  +3

   Rods

  +1

   Scroll

Casting time of spell

   Stave

  +2

   Wand

  +3

Psionic Ability

Preparation time

Turning/Controling Undead

    0


*This applies only to creatures fighting with natural weapons--claws, bites, kicks, punches, head butts, etc. Creatures using weaponry use the speed factor of the weapon, regardless of the creature's size.


**Use the initiative modifier listed unless the item description says otherwise.

Table 57 (From DMG): 

Surprise Modifiers

Group's

Other Party is:
Modifier
Silenced
 -2


Invisible
 -2


Distinctive odor (smoke, powerful stench, etc.)
+2 


Every 10 members
+1

Camouflaged
 -1 to -3

PC Party is:


Fleeing
 -2

In poor light
 -1

In darkness
 -4

Panicked
 -2

Anticipating attack*
+2


Suspicious*
+2

Conditions are:



Rainy
 -1

Heavy fog
 -2

Extremely still



      

  +2


* A party anticipates attack when they have good cause to suspect immediate danger and know the likely general direction of an attack. A suspicious party is one that has grounds to believe another group might try to make a hostile move against them.
Table 59: 

Cover and Concealment Modifiers

Target is:
Cover
Concealment
25% hidden
  -2
-1

50% hidden
  -4
-2

75% hidden
  -7
-3

90% hidden
-10
-4

Table 60: 
Character Saving Throws



    Attack to be Saved Against


Paralyzation,

Character Class and
Poison, or
Rod, Staff,
Petrification
Breath

Experience Level
Death Magic
or Wand
or Polymorph*
Weapon**
Spell***

Priests (Clerics, Druids, Crusader, Shamans and specialty priests)


1-3
10
   14
13
16
15

4-6
  9
   13
12
15
14

7-9
  7
   11
10
13
12

10-12
  6
   10
  9
12
11

13-15
  5
     9
  8
11
10

16-18
  4
     8
  7
10
  9

19+
  2
     6
  5
  8
  7

Rogues (Thieves and Bards)
  

1-4
13
   14
12
16
15

5-8
12  
   12
11
15
13

9-12
11
   10
10
14
11

13-16
10
     8
  9
13
  9

17-20
  9
     6
  8
12
  7

21+
  8
     4
  7
11
  5

Warriors  (Fighters, Paladins, Solamnic Knights, Bounty Hunters, Assassins, Martial Artists, Vampires, Barbarians, Monsters, and Rangers)

0
16
   18
17
20
19

1-2
14
   16
15
17
17

3-4
13
   15
14
16
16

5-6
11
   13
12
13
14

7-8
10
   12
11
12
13

9-10
  8
   10
  9
  9
11

11-12
  7
     9
  8
  8
10

13-14
  5
     7
  6
  5
  8

15-16
  4
     6
  5
  4
  7

17+
  3
     5
  4
  4
  6

Wizards  (Mages, Specialists, and The Spelljammer)

1-5
14
   11
13
15
12

6-10
13
     9
11
13
10

11-15
11
     7
  9
11
  8

16-20
10
     5
  7
  9
  6

21+
  8
     3
  5
  7
  4

Psionicists (Optional class)

1-4 

     13                               15                    10                              16                       15

5-8                                        12                               13                      9                              15                       14

9-12                                      11                               11                      8                              13                       12

13-16                                    10                                 9                      7                              12                       11

17-20                                      9                                 7                      6                              11                         9

21+                                         8                                 5                      5                                9                          7

*Excluding polymorph wand attacks.


**Excluding those that cause petrification or polymorph.


***Excluding those for which another saving throw type is specified, such as death, petrification, polymorph, etc.

Table 61: 

Turning or Controlling Undead and others

Type or Hit Dice



Level of Priest†

of Undead
 1
 2
 3
 4
 5
 6
 7
 8
 9
10-11
12-13
14+
Skeleton or 1 HD 
10
 7
 4
 T
 T
 D
 D
 D*
 D*
 D*
 D*
 D*

Zombie
13
10
 7
 4
 T
 T
 D
 D
 D*
 D*
 D*
 D*

Ghoul or 2 HD
16
13
10
 7
 4
 T
 T
 D
 D
 D*
 D*
 D*

Shadow or 3-4 HD
19
16
13
10
 7
 4
 T
 T
 D
 D
 D*
 D*

Wight or 5 HD
20
19
16
13
10
 7
 4
 T
 T
 D
 D
 D*

Ghast
--
20
19
16
13
10
 7
 4
 T
 T
 D
 D

Wraith or 6 HD
--
--
20
19
16
13
10
 7
 4
 T
 T
 D

Mummy or 7 HD
--
--
--
20
19
16
13
10
 7
 4
 T
 T

Spectre or 8 HD
--
--
--
--
20
19
16
13
10
 7
 4
 T

Vampire or 9 HD
--
--
--
--
--
20
19
16
13
10
 7
 4

Ghost or 10 HD
--
--
--
--
--
--
20
19
16
13
10
 7

Lich or 11+ HD
--
--
--
--
--
--
--
20
19
16
13
10

Special**
--
--
--
--
--
--
--
--
20
19
16
13


*An additional 2d4 creatures of this type are turned (2d6 base).


**Special creatures include unique undead, free-willed undead of the Negative Material Plane, certain Greater and Lesser Powers, and those undead that dwell in the Outer Planes.


†Paladins turn undead as priests who are two levels lower.

Table 39 (From DMG): 

Creature THAC0








     Hit Dice
1/2 or less
1-1
1+
2+
3+
4+
5+
6+
7+
8+
9+
10+
11+
12+
13+
14+   15+   16+

 20
              20        19        19        17        17
    15        15        13         13
    11         11        9          9           7       7        5      5

Table 31 (from DMG): 

Creature Experience Point Values
Hit Dice or Level
XP Value

Hit Dice or Level
XP Value
Hit Dice or Level
XP Value
Less than 1-1
       7


14+

  4,000

27+

17,000

1-1 to 1
     15


15+

  5,000

28+

18,000

1+1 to 2
     35


16+

  6,000

29+

20,000

2+1 to 3
     65


17+

  7,000

30+

21,000

3+1 to 4
   120


18+

  8,000

31+

22,000

4+1 to 5
   175


19+

  9,000

32+

23,000

5+1 to 6
   270
 

20+

10,000

33+

24,000

6+1 to 7
   420


21+

11,000

34+

25,000

7+1 to 8
   650


22+

12,000

35+

26,000

8+1 to 9
   975


23+

13,000

36+

27,000

9+1 to 10+
1,400


24+

14,000

37+

28,000

11 to 12+
2,000


25+

15,000

38+

29,000

13+
3,000 


26+

16,000 

+ 1,000 per additional Hit Die over 39

Table 32 (from DMG): 

Hit Dice Value Modifiers
Ability
Hit Die Modifier


Armor Class 0 or lower

+1

Armor Class –10 or lower, not cumulative with previous award

+2


Blood drain

+1


Breath weapon

+2


Causes disease

+1

Energy drain, includes ability drain

+3

Flies

+1


Four or more attacks a round

+1


Greater than normal hit points (6 or more average pts per die for monsters)

+1


High Intelligence

+1

    Godlike intelligence (21+) not cumulative with previous award

+2


High PsP’s  (over 100) add one more award for every 100 PsP’s

+1

Hit only by magical/silver weapons

+1

    +5 or better to hit

+2


Immunity  to any spell

+1

Immunity to any weapon, including 1/2 damage

+1


Invisible at will

+1


Level 2 or lower spells

+1

Level 3 or greater spells, not cumulative with previous award

+2

Level 9 or greater spells, not cumulative with previous award

+3

Magic resistance 50% or less

+2


Magic resistance 51% or more, not cumulative with previous award

+3

Missile weapons

+1


Multiple attacks causing 30+ points of damage

+2

Paralysis

+2

Petrification

+3


Poison

+2


Possesses magical or psionic item(s) usable against PCs

+1

Psionic Discipline(s)

+1

Psionic Science(s), not cumulative with previous award

+2
 

Regeneration

+1


Single attacking causing 20+ points of damage

+2


Special defense form, unlisted

+1


Special magical attack form, unlisted

+2
Special non-magical attack form, unlisted (includes martial arts skills)

+1

Swallows whole

+2


Weakness or fear








+2


Table 33 (From DMG): 

Common Individual Awards

Player has a clever idea
50-100


Player has an idea that saves the party
100-500


Player role-plays his character well*
100-200


Player encourages others to participate
100-200


Defeating a creature in a single combat
XP value/creature



*This award can be greater if the player character sacrifices some game advantage to role-play his character. A noble fighter who refuses a substantial reward because it would not be in character qualifies.

Table 34 (From DMG): 

Individual Class Awards



Award


Warrior



Per Hit Die of creature defeated

10 XP/level


Priest



Per successful use of a granted power

100 XP


Spells cast to further ethos

100 XP/spell level*


Making potion or scroll

XP value


Making permanent magical item

XP value


Wizard



Spells cast to overcome foes or problems

50 XP/spell level


Spells successfully researched

500 XP/spell level


Making potion or scroll

XP value


Making permanent magical item

XP value


Chronomancer

Chronomancy spell cast to overcome foes or problems

60 XP/spell level

Chronomancy spell successfully researched

600 XP/spell level

Making potion or scroll

XP value


Making permanent magical item

XP value


Rogue



Per successful use of a special ability

200 XP


Per gold piece value of treasure obtained

2 XP


Per Hit Die of creatures defeated (bard only)

5 XP


Psionicist

Psionic power used to overcome foe or problem: 

     
10 XP/PSP

Psionic power used to avoid combat: 


     
15 XP/PSP

Defeat psionic opponent: 



    
100 XP/level or hit dice

Create psionic item: 



    
500 XP x level

Martial Artist

Per Hit Die of creature defeated


        
10 XP/level

Using special maneuver or skill to overcome non-combat situation 
200 XP

Vampire

Per creature killed by blood sucking/energy drain

        
XP value/creature

Using vampire power to overcome foe or problem
        
200 XP


* The priest character gains experience for those spells which, when cast, support the beliefs and attitudes of his mythos. Thus, a priest of a woodland deity would not gain experience for using an entangle spell to trap a group of orcs who were attacking his party, since this has little to do with the woodlands. If the priest were to use the same spell to trap the same orcs just as they were attempting to set fire to the forest, the character would gain the bonus.

Table 48 (From DMG): 

Hit Dice Vs. Immunity
Hit Dice
Hits creatures requiring


4+1 or more
+1 weapon


6+2 or more
+2 weapon


8+3 or more
+3 weapon


10+4 or more

+4 weapon


Table 49 (From DMG): 

Morale Ratings

Creature Type
Morale


Non-intelligent monster
   18


Animal, normal and peaceful
     3


Animal, normal predator
     7


Animal intelligence monster
   12


Semi-intelligent monster
   11


Low intelligence
   10


Average 0-level human
     7


Mobs
     9


Militia
   10


Green or disorganized troops
   11


Regular soldiers
   12


Elite soldiers
   14


Hirelings
   12


Henchmen
   

           15


Kender



           20
Table 50 (From DMG): 

Situational Modifiers For Morale

Situation
Modifier


Abandoned by friends
       -6


Creature lost 25% of its hp*
       -2


Creature lost 50% of its hp*
       -4


Creature is chaotic
       -1


Creature is fighting hated enemy
      +4


Creature is lawful
      +1


Creature was surprised
      -2


Creatures are fighting wizards, magic-using,  or psionic foes
      -2


Creatures with 1/2 HD or less
      -2


Creatures with greater than 1/2 HD, but less than 1 HD                                               -1
 

Creatures with 4 to 8+ HD
      +1


Creatures with 9 to 14+ HD
      +2


Creatures with 15 or more HD
      +3


Defending home
      +3


Defensive terrain advantage
      +1


Each additional check required in round**
       -1


Leader is of different alignment
       -1


Most powerful ally killed
       -4


NPC has been favored
      +2


NPC has been poorly treated
       -4


No enemy slain
       -2


Outnumbered by 3 or more to 1
       -4


Outnumber opponent 3 or more to 1
      +2


Unable to affect opponent***
       -8


Wizard, magic-using, or psionic creature on same side
      +2


    * Or a group that has lost that percentage of monster or creatures.

  ** -1/check required.

*** Creatures protected from attack by magic or which require magic weapons to be struck and group does not possess these.
Table 51 (from DMG): 

Poison Strength
Class
Method
Onset
Strength


A
Injected
10-30 minutes
15/0


B
Injected
2-12 minutes
20/1-3


C
Injected
2-5 minutes
25/2-8


D
Injected
1-2 minutes
30/2-12


E
Injected
Immediate
Death/20


F
Injected
Immediate
Death/0


G
Ingested
2-12 hours
20/10


H
Ingested
1-4 hours
20/10


I
Ingested
2-12 minutes
30/15


J
Ingested
1-4 minutes
Death/20


K
Contact
2-8 minutes
5/0


L
Contact
2-8 minutes
10/0


M
Contact
1-4 minutes
20/5


N
Contact
1 minute
Death/25


O
Injected
2-24 minutes
Paralytic


P
Injected
1-3 hours
Debilitative


Less Essential Tables

Table 59 (From DMG): 

ENCOUNTER REACTIONS
  Modified*
Player Characters are:

  Die Roll (2d10)    Friendly                 Indifferent            Threatening           Hostile


  2 or less
Friendly
Friendly
Friendly
Flight


  3
Friendly
Friendly
Friendly
Flight


  4
Friendly
Friendly
Cautious
Flight


  5
Friendly
Friendly
Cautious
Flight


  6
Friendly
Friendly
Cautious
Cautious


  7
Friendly
Indifferent
Cautious
Cautious


  8
Indifferent
Indifferent
Cautious
Cautious


  9
Indifferent
Indifferent
Cautious
Threatening


10
Indifferent
Indifferent
Threatening
Threatening


11
Indifferent
Indifferent
Threatening
Threatening


12
Cautious
Cautious
Threatening
Threatening


13
Cautious
Cautious
Threatening
Hostile


14
Cautious
Cautious
Threatening
Hostile


15
Cautious
Threatening
Threatening
Hostile


16
Threatening
Threatening
Hostile
Hostile


17
Threatening
Threatening
Hostile
Hostile


18
Threatening
Threatening
Hostile
Hostile


19
Hostile
Hostile
Hostile
Hostile


20


Hostile

Hostile

Hostile

Hostile

         * Modified by charisma reaction adjustment in PC’s favor and by same modifiers for morale.

Table 8 (from DMG p 34): 

Prime Requisite Bonuses
Ability Score
Additional Levels advanceable

14, 15

+1


16, 17

+2


18

+3


 19


    
+4


 20



+5


 21



+6


 22



+7


 23



+8


 24



+9


 25



+11

+2 every point above 25
Table 9: 

Constitution Saving Throw Bonuses for Dwarves and Gnomes

Constitution Score
Saving Throw Bonus

   4-6

+1


  7-10

+2


11-13

+3


14-17

+4


18-20

+5


21-24

+6



     25


+7

 


Table 10: 

Average Height and Weight


Height in Inches
 

  Weight in Pounds

Race
Base*
Notation
Modifier
Base*
Modifier
Dwarf
43/41
3’7/3’5
1d10
130/105
4d10

Elf, h, g & w
55/50
4’7/4’2
1d10
90/70
3d10

Elf, drow
50/55
4’2/4’7
1d10
80/95
3d10
Gnome
38/36
3’2/3’
1d6
72/68
5d4

Half-elf
60/58
5’/4’10
2d6
110/85
3d12

Halfling
32/30
2’8/2’6
2d8
52/48
5d4

Human
60/59
5’/4’11
2d10
140/100
6d10

Dracon 

72/72 



2dl0 

600/600 
6dl0

Giff 

102/100



1dIO 

620/600 
3dl0

Grommam 
50/50 



2dl0 

340/240 
8d20

Hadozee

78/75 



2d6 

180/160 
3dl0

Hurwaet 

72/72 



ldl2 

220/220 
5dl0

Lizard Man
60/60 



2dl2 

150/140 
3dl0

Rastipede 
44 



ld8 

220 
5dl0

Scro 

60/60 



3dl0 

250/240 
4dl0

Xixchil 

60 



2dl0 

140 
4dl0

* Females tend to be lighter and shorter than males. Thus, the base numbers for height and weight are divided into male/female values. Note that the modifier still allows for a broad range in each category.

Table 11: 

Age


Starting Age

 Maximum Age Range

Race
Base Age
Variable
       (Base+Variable)
Dwarf
  40
5d6

250+2d100

Elf, all
100
5d6

350+4d100*

Gnome
  60
3d12

200+3d100

Half-elf
  15
1d6

125+3d20

Halfling
  20
3d4

100+1d100

Human
  15
1d4

  90+2d20

Dracon

  15

      1d8


125+3d20
Giff

  14

      1d6


  60+2d8
Grommam
  15

      1d4


  90+2d20

Hadozee

  20

      3d4


  90+2d20
Hurwaet

  10

      2d6


 250+5d10

Lizard Man
  10

      2d6


 350+2d10

Rastipede
  20

      3d4


100+1d100

Scro


  12

      1d8


  70+3d8

Xixchil

  14

      2d6


100+1d100
* Upon attaining this age, an elf does not die. Rather he feels compelled to migrate to some mysterious, other land, departing the world of men.

Table 12: 

Aging Effects


   Middle Age*
    Old Age**
Venerable***

Race
(½ Base Max.)
(2/3 Base Max.)
(Base Max.)
Dwarf
    125 years
    167 years
   250 years

Elf, all
    175 years
    233 years
   350 years

Gnome
    100 years
    133 years
   200 years

Half-elf
      62 years
      83 years
   125 years

Halfling
      50 years
      67 years
   100 years

Human
      45 years
      60 years
     90 years

Dracon 


      62 years

      83 years 

   125 years

Giff                                                30 years                                  40 years                                60 years

Grommam                                      45 years                                  60 years                                90 years

Hadozee                                        45 years                                  60 years                                90 years

Hurwaet                                      125 years                                167 years                              250 years

Lizard Man                                  175 years                                233 years                              350 years

Rastipede                                      50 years                                  67 years                              100 years

Scro                                              35 years                                  47 years                                70 years

Xixchil                                           50 years                                  67 years                              100 years

* -2 Com, -1 Str/Con; +1 Int/Wis


** -2 Com, -2 Str/Dex, -1 Con; +1 Wis


*** -2 Com, -1 Str/Dex/Con; +1 Int/Wis

All warriors gain the ability to make more than one melee attack per round as they rise in level. Table 15 shows how many melee attacks fighters, paladins, and rangers can make per round, as a function of their levels.

Table 15:
Warrior Melee Attacks per Round


Warrior Level
Attacks/Round

0-6
     1/round


7-12
  3/2 rounds


13 & up
     2/round

Table 16:
Fighter's Followers


Roll percentile dice on each of the following sub-tables of Table 16: once for the leader of the troops, once for troops, and once for a bodyguard (household guards) unit.

Roll
Leader (and suggested magical items)
01-40
5th-level fighter, plate mail, shield, battle axe +2
41-75
6th-level fighter, plate mail, shield +1, spear +1, dagger +1
76-95
6th-level fighter, plate mail +1, shield, spear +1, dagger +1, plus 3rd-level fighter, splint mail, shield, crossbow of distance
96-99
7th-level fighter, plate mail +1, shield +1, broad sword +2, heavy war horse with horseshoes of speed
  00
DM's Option

Roll
Troops/Followers (all 0th-level)
01-50
20 cavalry with ring mail, shield, 3 javelins, long sword, hand axe; 100 infantry 
with scale mail, polearm*, club

51-75
20 infantry with splint mail, morning star, hand axe; 60 infantry with leather armor, pike, short sword.

76-90
40 infantry with chain mail, heavy crossbow, short sword; 20 infantry with chain mail, light crossbow, military fork

91-99
10 cavalry with banded mail, shield, lance, bastard sword, mace; 20 cavalry with scale mail, shield, lance, long sword, mace; 30 cavalry with studded leather armor, shield, lance, long sword

  00
DM's Option (Barbarians, headhunters, armed peasants, extra-heavy cavalry, etc.)

*Player selects type.

Roll
Elite Units

01-10
10 mounted knights; 1st-level fighters with field plate, large shield, lance, broad sword, morning star, and heavy war horse with full barding

11-20
10 1st-level elven fighter/mages with chain mail, long sword, long bow, dagger

21-30
15 wardens: 1st-level rangers with scale mail, shield, long sword, spear, and long bow

31-40
20 berserkers: 2nd-level fighters with leather armor, shield, battle axe, broad sword, dagger (berserkers receive +1 bonus to attack and damage rolls)

41-65
20 expert archers: 1st-level fighters with studded leather armor, long bows or crossbows (+2 to hit, or bow specialization, if using that optional rule)

66-99
30 infantry: 1st-level fighters with plate mail, body shield, spear, and short sword

  00
DM's Option (pegasi cavalry, eagle riders, demihumans, siege train, etc.)


The DM may design other tables that are more appropriate to his campaign. Check with your DM upon reaching 9th level.


A fighter can hold property, including a castle or stronghold, long before he reaches 9th level. However, it is only when he reaches this level that his name is so widely known that he attracts the loyalty of other warriors.

Table 17: 

Paladin Spell Progression


Paladin
Casting
    Priest Spell Level


Level
Level
1
2
3
4


  9
    1
1
--
--
--


10
    2
2
--
--
--


11
    3
2
1
--
--


12
    4
2
2
--
--


13
    5
2
2
1
--


14
    6
3
2
1
--


15
    7
3
2
1
1


16
    8
3
3
2
1


17
    9*
3
3
3
1


18
    9*
3
3
3
1


19
    9*
3
3
3
2


20*
    9*
3
3
3
3


* Maximum spell ability

Table 18: 

Ranger Abilities

Ranger
Hide in
Move
Casting
Priest Spell Levels

Level
Shadows
Silently
Level
1
2
3
  1
10% 
15% 
--
--
--
--

  2
15% 
21% 
--
--
--
--

  3
20% 
27% 
--
--
--
--

  4
25% 
33% 
--
--
--
--

  5
31% 
40% 
--
--
--
--

  6
37% 
47% 
--
--
--
--

  7
43% 
55% 
--
--
--
--

  8
49% 
62% 
1
1
--
--

  9
56% 
70% 
2
2
--
--

10
63% 
78% 
3
2
1
--

11
70% 
86% 
4
2
2
--

12
77% 
94% 
5
2
2
1

13
85% 
99%* 
6
3
2
1

14
93% 
99% 
7
3
2
2

15
99%* 
99% 
8
3
3
2

16
99% 
99% 
9
3
3**
3


* Maximum percentile score


** Maximum spell ability

Table 19: 

Ranger's Followers (gets 2d6)

Roll
Follower
01-10
Bear, black

11-20
Bear, brown

  21
Brownie*

22-26
Cleric (human)

27-38
Dog/wolf

39-40
Druid

41-50
Falcon

51-53
Fighter (elf)

54-55
Fighter (gnome)

56-57
Fighter (halfling)

58-65
Fighter (human)

  66
Fighter/mage (elf)*

67-72
Great cat (tiger, lion, etc.)*

  73
Hippogriff

  74
Pegasus*

  75
Pixie*

76-80
Ranger (half-elf)

81-90
Ranger (human)

91-94
Raven

  95
Satyr*

  96
Thief (halfling)

  97
Thief (human)

  98
Treant*

  99
Werebear/weretiger*

  00
Other wilderness creature (chosen by the DM)


*If the ranger already has a follower of this type, ignore this result and roll again.

Solamnic Knight Experience Levels

Knight

Knight of the
Weapon/
Knight of the
Weapon/
Knight of the
Weapon/
Hit

Level


Crown

Nonweapon
   Sword

Nonweapon
Rose

Nonweapon
Dice (d10)
1


 
              0
3
2
             --
--
--
             --
--
--
1

2



       2,500
4
3
             --
--
--
             --
--
--
2

3



       5,000
4
3
       5,000
7
5
             --
--
--
3

4



     10,000
5
4
     12,000
9
6
     12,000
12
8
4

5



     18,500
5
4
     24,000
9
6
     27,000
14
9
5

6



     37,000
6
5
     45,000
11
7
     60,000
14
9
6

7



     85,000
6
5
     95,000
11
7
   125,000
16
10
7

8



   140,000
7
6
   175,000
13
8
   200,000
16
10
8

9



   220,000
7
6
   350,000
13
8
   425,500
18
11
9

10



   300,000
8
7
   700,000
15
9
   800,000
18
11
10

11



   600,000
8
7
1,050,000
15
9
1,500,000
20
12
10+2

12



   900,000
9
8
1,400,000
17
10
2,000,000
20
12
10+4

13



1,200,000
9
8
1,750,000
17
10
2,500,000
22
13
10+6

14



1,500,000
10
9
2,100,000
19
11
3,000,000
22
13
10+8

15



1,800,000
10
9
2,450,000
19
11
3,500,000
24
14
10+10

16



2,100,000
11
10
2,800,000
21
12
4,000,000
24
14
10+12

17



2,400,000
11
10
3,150,000
21
12
4,500,000
26
15
10+14

18



2,700,000
12
11
3,500,000
23
13
5,000,000
26
15
10+16

Sword/ Rose Knight spell progression

Knight         Clerical spell level

Level

1
2
3
4
5
6
7
6


1
--
--
--
--
--
--

7


2
--
--
--
--
--
--

8


2
1
--
--
--
--
--

9


3
2
--
--
--
--
--

10


4
2
--
--
--
--
--

11


4
2
1
--
--
--
--

12


5
3
1
1
--
--
--

13


6
4
1
1
1
--
--

14


7
5
2
1
1
1
--

15


8
6
3
2
1
1
1

16


9
7
3
2
2
1
1

17


9
8
4
3
3
2
1

18*

9
9
5
4
3
2
1

*Maximum spell ability.

Memorizing lower level spells in higher level slots (Priest, Wizard) (from house rules)

Spell level
1
2
3
4
5
6
7
8
9

1

1
--
--
--
--
--
--
--
--

2

1
1
--
--
--
--
--
--
--

3

2
1
1
--
--
--
--
--
--

4

2
2
1
1
--
--
--
--
--

5

3
2
2
1
1
--
--
--
--

6

3
3
2
2
1
1
--
--
--

7

4
3
3
2
2
1
1
--
--

8

4
4
3
3
2
2
1
1
--

9

5
4
4
3
3
2
2
1
1
Starting known spells

Wizard



Spell Level

Level
1
2
3
4
5              6
7              8
9


  2
4
--
--
--
--
--
--
--
--


  3
4
1
--
--
--
--
--
--
--


  4
9
4
--
--
--
--
--
--
--


  5
16
4
1
--
--
--
--
--
--


  6
16
4
4
--
--
--
--
--
--


  7
16
9
4
1
--
--
--
--
--


  8
16
9
9
4
--
--
--
--
--


  9
16
9
9
4
1
--
--
--
--


10
16
16
9
4
4
--
--
--
--


11
16
16
16
9
9
--
--
--
--


12
16
16
16
16
16
1
--
--
--


13
25
25
25
16
16
4
--
--
--


14
25
25
25
16
16
4
1
--
--


15
25
25
25
25
25
4
1
--
--


16
25
25
25
25
25
9
4
1
--


17
25
25
25
25
25
9
9
4
--


18
25
25
25
25
25
9
9
4
1


19
25
25
25
25
25
9
9
9
1

      20


25
25
25
25
25
16
9
9
4
Table 5:

Shaman Spirits Per Level

Shaman’s
Minor
Major
Great

Level
Spirit
Spirit
Spirit

 1
1
—
—

 2
1
—
—

 3
2
—
—

 4
2
—
—

 5
2
1
—

 6
3
1
—

 7
3
2
—

 8
4
2
—

 9
4
2
1

10
4
3
1

11
4
3
2

12
5
3
2

13
5
4
2

14
5
4
3

15
6
4
3

16
6
5
3

17
6
5
4

18
7
5
4

19
7
6
4

20
7
6
5

21
8
6
5

22
8
7
5

23
8
7
6

24
9
7
6

25
9
8
6

26
9
8
7

27
10
8
7

28
10
9
7

29
10
9
8

30
11
9
8

Table 26: 

Thieving Skill Base Scores

Skill
Base Score

Pick Pockets
15%

Open Locks
10%

Find/Remove Traps
  5%

Move Silently
10%

Hide in Shadows
  5%

Detect Noise
15%

Climb Walls
60%

Read Languages
  0%

Table 27: 

Thieving Skill Racial Adjustments

Skill
Dwarf
Elf, all
Gnome
Half-elf
Halfling/Kender
Pick Pockets
    --
  +5%
    --
+10%
  +5%

Open Locks
+10%
   -5%
  +5%
    --
  +5%

Find/Remove Traps
+15%
    --
+10%
    --
  +5%

Move Silently
    --
  +5%
  +5%
    --
+10%

Hide in Shadows
    --
+10%
  +5%
  +5%
+15%

Detect Noise
    --
  +5%
+10%
    --
  +5%

Climb Walls
 -10%
    --
 -15%
    --
 -15%

Read Languages
   -5%
    --
    --
    --
   -5%






Giff
Grommam
Hadozee         Hurwaet
Lizard Man
Rastipedes
Scro
Xixchil

Pick Pockets

--
+10%

+5%

--
-5%

-5%

+5%
+5%

Open Locks

+5%
-5%

+5%

+5%
-5%

+10%

+10%
+5%

Find/Remove Traps

+10%
-5%

+5%

+5%
--

-5%

+5%
+10%

Move Silently

-5%
--

-5%

+5%
+5%

+5%

-5%
-5%

Hide in Shadows

-5%
--

--

-5%
+5%

-5%

+10%
-5%

Detect Noise

--
--

--

--
+5%

+5%

-5%
+5%

Climb Walls

-20%*
+25%

+20%

-10%
-5%

-30%*

-5%
-10%

Read Languages

+5%
-5%

-5%

+5%
-5%

+10%

-10%
-5%

Table 28: 

Thieving Skill Dexterity Adjustments


Pick
Open
Find/
Move
Hide in

Dexterity
Pockets
Locks
Remove Traps
Silently
Shadows

  9
 -15%
 -10%
 -10%
 -20%
 -10%

10
 -10%
   -5%
 -10%
 -15%
   -5%

11
   -5%
    --
   -5%
 -10%
    --

12
    --
    --
    --
   -5%
    --

13-15
    --
    --
    --
    --
    --

16
    --
  +5%
    --
    --
    --

17
  +5%
+10%
    --
  +5%
  +5%

18
+10%
+15%
  +5%
+10%
+10%

19
+15%
+20%
+10%
+15%
+15%

20
+20%
+25%
+15%
+20%
+20%

21



+25%
            +30%
    +20%

            +25%
        +25%

22



+30%
            +35%
    +25%

            +30%
        +30%

23



+35%
            +45%               +30%

            +35%
        +35%

24
                           +45%                  +50%               +35%                               +45%                  +45%

25                            +50%                  +55%               +45%                               +50%                  +50%

Table 38 (thieves Handbook):

EFFECTS OF ARMOR ON THIEF SKILLS *

                               
No
Elfin
Studded

Ring* or
Brigandine*
Scale* or
Plate Mail* or
Plate (full & field)

Skill
Armor
Chain
or Padded
Hide
Chain*
or Splint*
Banded*

Solamnic Plate**   
Armor*

Pick Pockets
+5%
- 20%
-30%
-60%
-40%
-40%
-50%
-75%


-95%

Open Lock
  — 
-5%
-10%
-50%
-15%
-15
-20%
-40%


-80%

Find/Remove Traps             —             -5%         -10%                 -50%     -15%            -25%                   -20%
-40%


-80%

Move Silently
+10% 
-10%
-20%
-30%
-40%
-40%
-60%
-80%


-95%

Hide in Shadows
+5%
-10%
-20%
-20%
-30%
-30%
-50%
-75%


-95%

Hear Noise
  —
-5%
-10%
-10%
-20%
-25%
-30%
-50%


-70%

Climb Walls
+10% 
-20%
-30%
-60%
-40%
-50%
-90%
-95%


-95%

Read Languages
             —               —            — 
         —
       —
           —
                       —
            —         
 
—
* all penalties reduced by 5% per plus of armor if it is enchanted up to the equivalent of wearing no armor.


* Only Bards and Assassins can wear ring mail or non-elven mail while using thief skills..


** Only Solamnic Knights can wear Solamnic plate with ease. For other classes it will act as –1 Full Plate for the determining of thief skills.

Table 30: 

Backstab Damage Multipliers

Thief's Level
Damage Multiplier


1-4

×2


5-8

×3


9-12

×4


13+

×5

Table 31: 

Thief's Followers (modified for my campaigns)

Roll 1d8 for single classes, 1d6 for dual, 1d4 triple, 1d2 quadruple, and level 1 for quintuple.

Roll(d100)
Race
Roll(d100)
Class
01-08
Dwarf thief
01-55

Straight thief

09-18
Elf thief
55-65

Fighter thief

19-30
Gnome thief
66

ranger thief

31-41
Half-elf thief
67-75

mage thief

42-50
Halfling thief
76-77

psionicist thief

51-99
Human thief
78-80

martial artist thief

   00
Other (DM selection)
81-89

cleric thief



90-91

wizard specialist thief



92-99

reroll ignoring illegal results



00

DM selection

Table 33: 

Bard Abilities


Climb
Detect
Pick
Read


Walls
Noise
Pockets
Languages

50%
20%
10%
5%

Table 5 (from psionics handbook): 

INHERENT POTENTIAL

Ability 
Base
Ability

Score 
Score
Modifier

15 
20 
0

16 
22 
+1

17 
24 
+2

18 

26 
+3
19


28
+4

20


31
+5

21


34
+6

22


37
+7

23


40
+8

24


43
+9

25


47
+10

Table 6 (from psionics handbook): 

PSIONIC STRENGTH RECOVERY

Physical Activity 

PsP’s Recovered

Hard exertion* 

none

Walking, riding 

1/32 total - hour (minimum 1 hour)

Sitting, resting, reading 
1/16 total – hour (minimum 2 hour)

Rejuvenating**, sleeping 
1/8 total - hour (minimum 4 hour)

* "Hard exertion" includes fighting, running, digging ditches, walking while encumbered, climbing a rope, scaling a mountain, exploring a dungeon, swimming, using PsP’s for anything, and any other activity the DM wants to include.

** This refers to use of the psionicist's Rejuvenation proficiency.
Table 9 (from psionics handbook): 

PSIONICIST ARMOR PENALTIES

Psionic Power Score

Armor 




Reduction

Padded, leather, studded leather, hide 

0

Brigandine, ring, scale, splint mail 

-1

Chain, banded mail 



-2

Plate mail, Solamnic Plate


-3

Field plate 



-5

Full plate 




-7
Table 14 (from psionics handbook): 

ATTACK VS. DEFENSE MODES

Mind 
Thought 
Mental 
Intellect 
Tower of

Blank 
Shield 

Barrier 
Fortress 
Iron Will

Mind Thrust 
+5 
-2 

-4 
-4 

-5

Ego Whip 
+5 
0 

-3 
-4 

-3
Id insinuation 
-3 
+2 

+4 
-1 

-3

Psychic Crush 
+1 
-3 

-1 
-3 

-4

Psionic Blast 
+2 
+3 

0 
-1 

-2

Table 38: 

Nonweapon Proficiency Group Crossovers

Character

Class
Proficiency Groups

Fighter
Warrior, General

Paladin
Warrior, Priest, General

Vampire
Warrior, Priest, Martial Artist, General

Ranger
Warrior, Wizard, General

Assassin

Warrior, Rogue, General

Bounty Hunter
Warrior, Rogue, General

Cleric
Priest, General

Crusader
Priest, Warrior, General

Druid
Priest, Warrior, General

Shaman
Priest, General

Mage
Wizard, General

Illusionist
Wizard, General

Thief
Rogue, General

Bard
Rogue, Warrior, Wizard, General

Psionicist

Psionicist, General

Martial Artist
Martial Artist, General

Table 39: 

Tracking Modifiers

Terrain
Modifier

Soft or muddy ground
 +4

Thick brush, vines, or reeds
 +3

Occasional signs of passage, dust
 +2

Normal ground, wood floor
   0

Rocky ground or shallow water
-10

Every two creatures in the group
 +1

Every 12 hours since trail was made
  -1

Every hour of rain, snow, or sleet
  -5

Poor lighting (moon or starlight)
  -6

Tracked party attempts to hide trail
  -5

Table 40: 

Movement While Tracking

Chance to Track
Movement Rate

1-6
¼ normal

7-14
½  normal

14 or greater
3/4 normal

Table 41: 

Weapon Construction


Construction
Material

Weapon
Time
Cost
Arrowhead
 10/day
 1 cp

Battle Axe
10 days
10 sp

Hand Axe
 5 days
 5 sp

Dagger
 5 days
 2 sp

H. Crossbow
20 days
10 sp

L. Crossbow
15 days
 5 sp

Fork, Trident
20 days
10 sp

Spear, Lance
 4 days
 4 sp

Short Sword
20 days
 5 sp

Long Sword
30 days
10 sp

2-hd Sword
45 days
 2 gp

Table 42: 

Standard Exchange Rates



Exchange Value

Coin
CP
SP
EP
GP
PP
Copper Piece (CP) =
    1
1/10
1/50
1/100
1/500

Silver Piece (SP) =
  10
  1
1/5
1/10
1/50

Electrum Piece (EP) =
  50
  5
  1
½
1/10

Gold Piece (GP) =
100
10
  2
  1
1/5

Platinum Piece (PP) =
500
50
10
  5
  1

Table 43: 

Initial Character Funds

Character Group
Die Range
Min Total
Max total
Warrior
5d4 x 10 gp
50gp

200gp

Wizard
(1d4+1) x 10 gp
20gp

50gp

Rogue
2d6 x 10 gp
20gp

120gp

Priest *
3d6 x 10 gp
30gp

180gp

Psionicist


3d4 x 10 gp
30gp

120gp

Martial Artist

3d6 x 10 gp
30gp

180gp

Vampire


2d6 x 10 gp
20gp

120gp

*Priest characters can use their money only to purchase equipment and goods. Once all purchases are made, the priest character must return all but two or three of his remaining gold pieces to his superiors (since his equipment is supplied by his organization). Priests cannot lend any of their initial funds to other characters.

Table 46: 

Armor Class Ratings

Type of Armor
AC Rating

Buck naked

11

None (clothing)

10

Shield only or winter clothing

9

Winter clothing + shield, leather or padded armor

8

Leather or padded armor + shield, studded leather, or ring mail armor 

7

Studded leather or ring mail + shield, brigandine, scale mail, or hide armor

6

Scale mail or hide + shield, chain mail

5

Chain mail + shield, splint mail, banded mail, bronze plate mail

4

Splint mail, banded mail, or bronze plate mail + shield, plate mail

3

Plate mail + shield, field plate, Solamnic plate

2

Field plate or Solamnic plate armor + shield, full plate

1

Full plate armor + shield

0

Table 47: 

Character Encumbrance

Character


Encumbrance

Max.Carried

Strength
Unencumbered
Light
Moderate
Heavy
  Severe
     Weight
      2
0-1
2
3
4
    5-6

  6

      3
0-5
6
7
8-9
     10

 10

    4-5
0-10
11-13
14-16
17-19
  20-25

 25

    6-7
0-20
21-29
30-38
39-46
  47-55

 55

    8-9
0-35
36-50
51-65
66-80
  81-90

 90

  10-11
0-40
41-58
59-76
77-96
 97-110

110

  12-13
0-45
46-69
70-93
94-117
118-140

140

  14-15
0-55
56-85
86-115
116-145
146-170

170

     16
0-70
71-100
101-130
131-160
161-195

195

     17
0-85
86-121
122-157
158-193
194-220

220

     18
0-110
111-149
150-188
189-227
228-255

255

18/01-50
0-135
136-174
175-213
214-252
253-280

280

18/51-75
0-160
161-199
200-238
239-277
278-305

305

18/76-90
0-185
186-224
225-263
264-302
303-330

330

18/91-99
0-235
236-274
275-313
314-352
353-380

380

   18/00
0-335
336-374
375-413
414-452
453-480

480

Table 48: 

Modified Movement Rates

Base  Move



Modified Movement Rate

Strength
12
11
10
 9
 8
 7
 6
 5
 4
 3
 2
 1

Score
  6
 5
  5
 4
 4
 3
 3
 2
 2
 1
 1
 1
2
  1
 --
  2
 --
 --
 3
 --
 --
 4
 --
 --
 5

3
  5
 --
  6
 --
  7
 --
 --
  8
 --
  9
 --
 --

4-5
 10
 11
 12
 13
 14
 15
 16
 17
 18
 19
 20
 21

6-7
 20
 23
 26
 29
 32
 35
 38
 41
 44
 47
 50
 53

8-9
 35
 40
 45
 50
 55
 60
 65
 70
 75
 80
 85
 89

10-11
 40
 46
 52
 58
 64
 70
 76
 82
 88
 94
100
106

12-13
 45
 53
 61
 69
 77
 85
 93
101
109
117
125
133

14-15
 55
 65
 75
 85
 95
105
115
125
135
145
155
165

16
 70
 80
 90
100
110
120
130
140
150
160
170
180

17
 85
 97
109
121
133
145
157
169
181
193
205
217

18
110
123
136
149
162
175
188
201
214
227
240
253

18/01-50
135
148
161
174
187
200
213
226
239
252
265
278

18/51-75
160
173
186
199
212
225
238
251
264
277
290
303

18/76-90
185
198
211
224
237
250
263
276
289
302
315
328

18/91-99
235
248
261
274
287
300
313
326
339
352
365
378

18/00
        335
      348
    361
  374
387        400        413        426        439
      452
    465
  478
Table 73 (From DMG): 

Terrain Effects on Movement


Move Rate

Condition
Reduced by:
Darkness
      1/3*

Heavy brush or forest
      2/3

Ice or slippery footing
      1/3*

Rugged or rocky ground
      1/2

Soft sand or snow, knee-deep
      1/3

Water or snow, waist-deep
      1/2

Water or snow, shoulder-deep
      2/3

* Faster movement is possible.
Table 62: 

Visibility Ranges
Condition
Movement
Spotted
Type
 ID
Detail

Clear sky
1,500
1,000
500
100
10

Fog, dense or blizzard
     10
     10
    5
    5
  3

Fog, light or snow
   500
   200
100
  30
10

Fog, moderate
   100
     50
  25
  15
10

Mist or light rain
1,000
   500
250
  30
10

Night, full moon
   100
     50
  30
  10
  5

Night, no moon
     50
     20
  10
    5
  3

Twilight
   500
   300
150
  30
10

Table 63: 

Light Sources
Source
Radius
Burning time
Beacon lantern
240 ft.*
30 hrs./pint

Bonfire
  50 ft.
½ hr./armload

Bull’s-eye lantern
  60 ft.*
2 hrs./pint

Campfire
  35 ft.
1 hr./armload

Candle
    5 ft.
10 min./inch

Continual light
  60 ft.
Indefinite

Hooded lantern
  30 ft.
2 hrs./pint

Light spell
  20 ft.
Variable

Torch
  15 ft.
30 min.

Weapon**
    5 ft.
As desired

Table 64: 

Base Movement Rates
Race
Rate
Species

Rate
Species

Rate
Species
Rate
Human
12
Horse


Hippogriff
18(36)
Ki-rin
24(48)

Dwarf
  6
    Draft

12
Pegasus

24(48)
Unicorn
24

Elf
12
    Heavy war
15
Griffon

12(30)
Worg 
18

Evan
12
    Medium war
18
Pony

12

Half-elf
12
    Light war
24
Mule

12

Gnome
  6
    Riding

24
Nightmare
15(36)

Halfling
  6
Elephant

15
War Dog

12

Kender
12
Camel

21
Gorgon

12

Table 66: 

Climbing Modifiers

Situation
Modifier

Abundant handholds (brush, trees, ledges)
+40%

Rope and wall **
+55%

Sloped inward
+25%

Armor:

   Banded, splint
 -25%

   Plate armors (all types)
 -50%

   Scale, chain
 -15%

   Studded leather, padded
   -5%

Character race: *

   Dwarf
 -10%

   Gnome
 -15%

   Halfling
 -15%

Encumbrance
   -5% †
Surface condition:

Slightly slippery (wet or crumbling)
 -25%

Slippery (icy, slimy)
 -40%

Climber wounded below ½ hp 
 -10%


* These are the same as the modifiers given in Table 27. Make sure that thief characters are not penalized twice for race.


** Rope and wall applies in most climbing situations in which the character is able to brace his feet against the surface being climbed and use a rope to assist in the task.


† This is -5% per encumbrance category above unencumbered, or per movement rate point lost off normal movement rate.

Table 65: 

Base Climbing Success Rates

Category
Success Rate
Thief with mountaineering proficiency *
Climb walls % + 10%

Thief
Climb walls %

Mountaineering proficiency *
40% + 10% per proficiency slot

Mountaineer (decided by DM)
50%

Unskilled climber
40%


* Only if the optional proficiency system is used.

Table 67: 

Rates of Climbing


------------------ Surface Condition ----------------------

Type of Surface
Dry
Slightly Slippery
Slippery
Very smooth *

¼

--**
--**

Smooth, cracked *

½

1/3
¼

Rough *

1

1/3
¼

Rough w/ledges

1

½
1/3

Ice wall

--

--
¼

Tree

4

3
2

Sloping wall

3

2
1

Rope and wall

2

1
½


* Non-thief characters must be mountaineers and have appropriate tools (pitons, rope, etc.) to climb these surfaces.


** Thief characters can climb very smooth, slightly slippery surfaces at ¼. However, even thieves cannot climb very smooth, slippery surfaces.

Table 49: 

Carrying Capacities of Animals



   2/3
   1/3

Mount
Base Move
 Move
 Move

Camel
0-330 lbs.
331-500 lbs.
501-660 lbs.

Dog
0-15 lbs.
16-20 lbs.
21-30 lbs.

Elephant
0-500 lbs.
501-750 lbs.
751-1,000 lbs.

Horse, draft
0-260 lbs.
261-390 lbs.
391-520 lbs.

Horse, heavy
0-260 lbs.
261-390 lbs.
391-520 lbs.

Horse, light
0-170 lbs.
171-255 lbs.
256-340 lbs.

Horse, medium
0-220 lbs.
221-330 lbs.
331-440 lbs.

Horse, riding
0-180 lbs.
181-270 lbs.
271-360 lbs.

Mule
0-250 lbs.
251-375 lbs.
376-500 lbs.

Ox
0-220 lbs.
221-330 lbs.
331-440 lbs.

Yak
0-220 lbs.
221-330 lbs.
331-440 lbs.

Aside from knowing the weight limits, your character needs to have ways to hold all his gear. The capacities of different containers are given in Table 50.

Table 25 (from DMG): 

Horse Quality

Quality
Movement Rate
Carrying Capacity
  Cost


     Modifier
      Modifier
Modifier

Nag
        50%
         25%
     --

Broken-down
        75%
         50%
     --

Average
         --
          --
     --

High-spirited
      133%
       125%
     x2

Charger
   

  150%
     

 133%
  

         x4

Table 50: 

Stowage Capacity

Item
Weight Cap.
Volume

Backpack
   50 lbs.
3'×2'×1'

Basket, large
   20 lbs.
2'×2'×2'

Basket, small
   10 lbs.
1'×1'×1'

Belt pouch, large
     8 lbs.
6"×8"×2"

Belt pouch, small
     5 lbs.
4"×6"×2"

Chest, large
 100 lbs.
3'×2'×2'

Chest, small
   40 lbs.
2'×1'×1'

Sack, large
   30 lbs.
2'×2'×1'

Sack, small
   15 lbs.
1'×1'×8"

Saddle bags, large
   30 lbs.
18"×1'×6"

Saddle bags, small
   20 lbs.
1'×1'×6"

Table 79 (From DMG): 

Weather Conditions
2d6 Roll
Spring/Fall
Summer
Winter



2
Becalmed
Becalmed
Becalmed



3
Becalmed
Becalmed
Light breeze



4
Light breeze
Becalmed
Light breeze



5
Favorable
Light breeze
Favorable



6
Favorable
Light breeze
Strong winds



7
Strong winds
Favorable
Strong winds



8
Storm
Favorable
Storm



9
Storm
Strong winds
Storm



10
Gale
Storm
Gale



11
Gale
Gale
Gale



12
Hurricane*
Hurricane*
Hurricane*



* Hurricanes occur only if the previous day's weather was gale. If not, treat the result as a gale.

Table 57: 

Armor Modifiers for Wrestling

Armor
Modifier

Studded leather
   -1

Chain, ring, and scale mail
   -2

Banded, splint, Solamnic plate and plate mail
   -5

Field plate armor
   -8

Full plate armor
  -10

Table 58: 

Punching and Wrestling Results

Attack Roll
Punch
Damage
% KO
 Wrestle

20+
Haymaker
   2

10
Bear hug*

19
Wild swing
   0

  1
Arm twist

18
Rabbit punch
   1

  3
Kick

17
Kidney punch
   1

  5
Trip

16
Glancing blow
   1

  2
Elbow smash

15
Jab
   2

  6
Arm lock*

14
Uppercut
   1

  8
Leg twist

13
Hook
   2

  9
Leg lock

12
Kidney punch
   1

  5
Throw

11
Hook
   2

10
Gouge

10
Glancing blow
   1

  3
Elbow smash

  9
Combination
   1

10
Leg lock*

  8
Uppercut
   1

  9
Headlock*

  7
Combination
   2

10
Throw

  6
Jab
   2

  8
Gouge

  5
Glancing blow
   1

  3
Kick

  4
Rabbit punch
   2

  5
Arm lock*

  3
Hook
   2

12
Gouge

  2
Uppercut
   2

15
Headlock*

  1
Wild swing
   0

  2
Leg twist

Less than 1
Haymaker
   2

25
Bear hug*


*Hold can be maintained from round to round, until broken.

Table 52 (From DMG): 

Structural Saving Throws




Wall Type
Attack Form
Hard Stone
Soft Stone
Earth
Thin Wood
Thick Wood


Ballista
  2
  3
  4
10
  5


Giant fist
  3
  4
  7
16
  9


Small catapult
  4
  8
  5
17
  9


Ram
  5
  9
  3
20
17


Screw or drill
12
15
16
20
12


Large catapult
          8

        11

        10                20
            13

Table 29 (from DMG): 

Item Saving Throws


Crushing
Disinte-

Magical       Normal


Item
Acid
Blow
gration
Fall
Fire  
Fire     
Cold
Lightning
Electricity


Bone or Ivory
11
16
19
  6
  9
  3
  2
  8  
  2


Cloth
12
 --
19
 --
16
13
  2
18
  2


Glass
  5
20
19
14
  7
  4
  6
17
  2


Leather
10
  3
19
  2
  6
  4
  3
13
  2


Metal
13
  7
17
  3
  6
  2
  2
12
  2


Oils*
16**
 --
19
 --
19
17
  5
19
16


Paper, etc.
16
  7 
19
 --
19
19
  2
19
  2


Potions*
15**
 --
19
 --
17
  4
13
18
15


Pottery 
  4
18
19
11
  3
  2
  4
  2
  2


Rock, crystal
  3
17
18
  8
  3
  2
  2
14
  2


Rope
12
  2 
19
 --
10
  6
  2
12
  2


Wood, thick
  8
10
19
  2
  7
  5
  2
  9
  2


Wood, thin 
  9
13
19
  2
11
  9
  2
10
  2



* This save does not include the container, only the liquid contents.


** Of course, even though the save is made, the item is probably hopelessly mixed with the acid.

Helm Speeds

Level
 1
 2
 3
 4
 5
 6
 7
 8
 9
10
11
12
13
14
15   
16
17
18
19   
20
21    22
23    24
25     26    27    28    29    30

Minor
      1      1       1      1      1     2       2     2       3      3       3     4      4      4      5     5      5      6       6      6      7      7     7       8      8       8      9      9      9    10                                                      

Major        1      1       1      2      2     3       3     3       4      4       5     5      6      6      7     7      8      8       9      9     10    10    11     11    12    12    12     13   13   13

Artillery

Type         
  
 ROF     
AD     
Hull  
HP  
Thac0   Critical
Scatter    RngMin
RngMax
SJ rng     crew

Lt. Ballista  
 
 1      
 10      
0    
2d6   
 16      n/a   

5% 1d2"        0
20"
6
1

Md. Ballista   
 1       
 d12     
1d3  
3d6    
 14      20    

15% 1d3"      1"
27"
4
2

Heavy Ballista    
1/2    
 d12+d6 
1d4+2 
3d10  
 12      19+   
20% 1d4"      1"
30"
2
3

Lt Catapult     
1/2    
 2d10   
1d2 
2d10  
 16      20    

40% 1d3"      15"
30"
5
4

Medium Catapult    
1/3   
 2d12  
1d3+1 
3d10  
 17      19+   
50% 1d3"      18"
36"
4
6

Heavy Catapult   
1/4   
 3d10    
2d4
3d10  
 18      18+   
50% 1d6"      20"
40"
3
7

Trebuchet       
1/4    
 3d12    
1d6  
3d10  
 18      18+  

55% 1d6"      24"
48"
6
8

Arrow Catapult  
1/3   
 2d6    
0   
3d6    
 17      n/a   

60% 1d6"      6"
18"
1
3

Bombard         20%  
1/4  
 3d12  
1d6 
2d10  
 19      18+   
45% 1d4"      18"
40"
2
2

Lt Cannon      10%  
 1     
 2d8    
1d2  
1d10  
 15      20    

10% 1d2"      1"
36"
2
1

Heavy Cannon  15%    
1/3  
 2d12   
1d4 
2d10  
 17      19+   
20%1d2"       1"
36"
2
2

Swivel Gun     5%
1/2  
 3d8     
 0   
2d10  
 16      n/a    
 0           
   0
3"
0
1

Galloper          10%
1/2  
 2d10  
1d2  
2d10  
 15      20    

20% 1d4"      1"
36"
2
4

Scorpio         
1/2    
 d12    
1d2  
3d6    
 17      19+  

20% 1d3"      1"
40"
2
2

Lithobolos    
1/3  
 2d12  
1d4  
3d6   
 15      18+   
30% 1d4"      1"
40"
2
4

Fire Projector 20% 
1/4   
 2d10+fire1
d3 
sd10   
 16      18+    
 0           
  1"
20"
1
1

Misfire

2d4

2-3 Hang fire  reload

4-7 Automatic scatter

8-9 Explodes    1d4 hits w/i 1"

Bombards +1 on chart

* Large weapon causes 2d6 hit explosion and causes fire critical hit

Fire critical hit has cumulative 5%/turn to cause same effect

**  +1 chance for ship carrying this weapon to suffer a critical hit
Weapon Groups

Axes, Picks, and Hammers
Axes: battle axe, hand/throwing axe, hatchet, two-handed axe, sword-axe, mace-axe

Picks: horseman's pick, footman's pick, pick

Hammers: warhammer, maul, sledge

Unrelated: adze

Bows: short bow, composite short bow, long bow, composite long bow

Clubs, Maces, and Flails

Maces: footman's mace, horseman's mace, mace-axe

Clubs: club, great club, war club, ankus, morning star

Flails: horseman's flail, footman's flail

Crossbows: hand crossbow, light crossbow, heavy crossbow, pellet bow, cho-ku-no

Daggers & Knives: dagger, stiletto, jambiya, main-gauche, parrying dagger, knife, katar

Lances: Light, medium, heavy, jousting

Polearms

Spear-like polearms: awl pike, partisan, ranseur, spetum

Poleaxes: bardiche, halberd, voulge

Bills: bill, bill-guisarme, glaive-guisarme, guisarme-voulge, hook fauchard

Glaives: glaive, fauchard, naginata, nagimaki, fauchard-fork

Beaked: bec de corbin, lucern hammer

Unrelated: military fork, tetsubo, lajatang

Spears & Javelins

Spears: spear, long spear, awl pike

Javelins: javelin, pilum, dart

Unrelated: harpoon, trident, brandistock

Swords
Ancient: broadsword, sapara, khopesh, sword-axe, short sword

Roman: broadsword, drusus, gladius, spatha

Middle Eastern: short sword, scimitar, great scimitar, tulwar

Oriental: cutlass, katana, wakizashi, no-dachi, ninja-to

Short: short sword, gladius, drusus, sapara, dagger, tulwar

Medium: broadsword, long sword, cutlass, sabre, falchion, estoc

Large: bastard sword, claymore, two-handed sword, great scimitar, no-dachi

Fencing weapons: rapier, sabre, main-gauche, parrying dagger

Chain & Rope Weapons: chain, kau sin ke, kusari-gama, kawanaga, chijikiri

Martial Arts Weapons: sai, jitte, nunchaku, sang kauw, three-piece rod, bo stick

Firearms
Hand match weapons: arquebus, hand gunne

Matchlocks: arquebus, caliver, musket

Wheellocks: arquebus, belt pistol, horse pistol

Snaplocks and Flintlocks: musket, belt pistol, horse pistol

If a weapon does not appear in the preceding listings, it probably belongs to no weapon group. For example, weapons such as the bolas, the boomerang, or the mancatcher are so unique in their employment that nothing even comes close to being similar
Weapons

 
Weight


Speed
Damage


High Mastery

Item
Cost
(lb.)
Size
Type6
Factor
S-M
L

Speed Factor
Arquebus 3
500 gp
10
M
P
15
1d10
1d10
11

Battle axe
5 gp
7
M
S
7
1d8
1d8

4

Blowgun
5 gp
2
L
--
5
--
--

3

   Barbed Dart
1 sp
*
S
P
--
1d3
1d2

--

   Needle
2 cp
*
S
P
--
1
1

--

Bow
--
--
--
--
--
--
--

--

   Composite long bow
100 gp
3
L
--
7
--
--

4

   Composite short bow
75 gp
2
M
--
6
--
--

3

   Flight arrow
3sp/12
*
S
P
--
1d6
1d6

--

   Long bow
75 gp
3
L
--
8
--
--

5

   Sheaf arrow
3 sp/6
*
S
P
--
1d8
1d8

--

   Short bow
30 gp
2
M
--
7
--
--

4

Club
--
3
M
B
4
1d6
1d3

2

Crossbow
--
--
--
--
--
--
--

--

   Hand quarrel
1 gp
*
S
P
--
1d3
1d2

--

   Hand crossbow
300 gp
3
S
--
5
--
--

3

   Heavy quarrel

            2 sp
*             S            P
              --
 1d4+1
        1d6+1
--
   Heavy crossbow
50 gp
14
M
--
10
--
--

7

   Light quarrel
1 sp
*
S
P
--
1d4
1d4

--

   Light crossbow
35 gp
7
M
--
7
--
--

4

   Dagger or dirk
2 gp
1
S
P
2
1d4
1d3

0

Dart
5 sp
½
S
P
2
1d3
1d2

0

Footman's flail
15 gp
15
M
B
7
1d6+1
2d4

5

Footman's mace
8 gp
10
M
B
7
1d6+1
1d6

5

Footman's pick
8 gp
6
M
P
7
1d6+1
2d4

5

Hand or throwing axe
1 gp
5
M
S
4
1d6
1d4

2

Harpoon
20 gp
6
L
P
7
2d4
2d6

5

Horseman's flail
8 gp
5
M
B
6
1d4+1
1d4+1
4

Horseman's mace
5 gp
6
M
B
6
1d6
1d4

4

Horseman's pick
7 gp
4
M
P
5
1d4+1
1d4

3

Javelin
5 sp
2
M
P
4
1d6
1d6

2

Knife
5 sp
½
S
P/S
2
1d3
1d2

0

Lance 4
--
--
--
--
--
--
--

--

   Heavy horse lance
15 gp
15
L
P
8
1d8+1
3d6

6

   Light horse lance
6 gp
5
L
P
6
1d6
1d8

4

   Jousting lance
20 gp
20
L
P
10
1d3-1
1d2-1
8

   Medium horse lance
10 gp
10
L
P
7
1d6+1
2d6

5

Mancatcher 2
30 gp
8
L
--
7
--
--

5

Morning star
10 gp
12
M
B
7
2d4
1d6+1
4

Polearm
--
--
--
--
--
--
--

--

   Awl pike 5
5 gp
12
L
P
13
1d6
1d12
10

   Bardiche
7 gp
12
L
S
9
2d4
2d6

6

   Bec de corbin
8 gp
10
L
P/B
9
1d8
1d6

6

   Bill-guisarme
7 gp
15
L
P/S
10
2d4
1d10
7

   Fauchard
5 gp
7
L
P/S
8
1d6
1d8

5

   Fauchard-fork
8 gp
9
L
P/S
8
1d8
1d10
5

   Glaive 1
6 gp
8
L
S
8
1d6
1d10
5

   Glaive-guisarme 1
10 gp
10
L
P/S
9
2d4
2d6

6

   Guisarme
5 gp
8
L
S
8
2d4
1d8

5

   Guisarme-voulge
8 gp
15
L
P/S
10
2d4
2d4

7

   Halberd 
10 gp
15
L
P/S
9
1d10
2d6

6

   Hook fauchard
10 gp
8
L
P/S
9
1d4
1d4

6

   Lucern hammer 5
7 gp
15
L
P/B
9
2d4
1d6

6

   Military fork 1
5 gp
7
L
P
7
1d8
2d4

4

   Partisan 5
10 gp
8
L
P
9
1d6
1d6+1
6

   Ranseur 5
6 gp
7
L
P
8
2d4
2d4

5

   Spetum 5
5 gp
7
L
P
8
1d6+1
2d6

5

   Voulge


            5 gp
12          L            S
              10
  2d4
        2d4

7
Quarterstaff
--
4
L
B
4
1d6
1d6

2

Scourge
1 gp
2
S
--
5
1d4
1d2

3

Sickle
6 sp
3
S
S
4
1d4+1
1d4

2

Sling
5 cp.
*
S
--
6
--
--

3

   Sling bullet
1 cp.
½
S
B
--
1d4+1
1d6+1
--

   Sling stone
--
½
S
B
--
1d4
1d4

--

Spear
8 sp
5
M
P
6
1d6
1d8

4

Staff sling
2 sp
2
M
--
11
--
--

8

Sword
--
--
--
--
--
--
--

--

   Bastard sword
--
--
--
--
--
--
--

--

     One-handed
25 gp
10
M
S
6
1d8
1d12
3

     Two-handed
25 gp
10
M
S
8
2d4
2d8

5

   Broad sword
10 gp
4
M
S
5
2d4
1d6+1
3

   Khopesh
10 gp
7
M
S
9
2d4
1d6

6

   Long sword

            15 gp
4            M            S               5                  1d8                1d12
3
   Scimitar
15 gp
4
M
S
5
1d8
1d8

3

   Short sword
10 gp
3
S
P
3
1d6
1d8

2

   Two-hand. sword
50 gp
15
L
S
10
1d10
3d6

6

Trident
15 gp
5
L
P
7
1d6+1
3d4

5

Warhammer
2 gp
6
M
B
4
1d4+1
1d4

2

Whip
1 sp
2
M
--
8
1d2
1

6

1
This weapon inflicts double damage against charging creatures of L or greater size.

2
This weapon can dismount a rider on a successful hit.

3
This weapon available only if allowed by DM.

4
This weapon inflicts double damage when used from the back of a charging mount.

5
This weapon inflicts double damage when firmly set to receive a charge.

6
The "Type" category is divided into Bludgeoning (B), Piercing (P), and Slashing (S).  This indicates the type of attack made, which may alter the weapon's effectiveness against different types of armor. See the optional Weapon Type vs. Armor rule in chapter 9.

*
These items weigh little individually. Ten of these weigh one pound.
Table 45: 

Missile Weapon Ranges





 
  

 --- Range in yards ---

Weapon

ROF
. 
S
M(-2)
L(-5)
E(-10)**
Arquebus*

1/3

50
150
210
275

Blowgun

2/1

10
20
30
40

Comp. long bow, flight arrow

2/1
10
60
120
210
275

Comp. long bow, sheaf arrow
2/1
10
40
80
170
227

Comp. short bow


2/1
10
50
100
180
240
Longbow, flight arrow

2/1
10
70
140
210
275

Longbow, sheaf arrow

2/1
10
50
100
170
227

Short bow

2/1
10
50
100
150
200

Club

1

10
20
30
40

Hand crossbow

1
20
20
40
60
80

Heavy crossbow

1/2
20
80
160
240
320

Light crossbow

1
20
60
120
180
240

Dagger

2/1

10
20
30
40

Dart

3/1

10
20
40
60

Hammer

1

10
20
30
40

Hand axe

1

10
20
30
40

Harpoon

1

10
20
30
40

Javelin

1

20
40
60
80

Knife

2/1

10
20
30
40

Sling bullet

1

50
100
200
267

Sling stone

1

40
80
160
213

Spear

1

10
20
30
40

Staff sling bullet

2/1

--
30-60
90
120

Staff sling stone


2/1

--
30-60
90
120
* Double to-hit penalty for range.

** Extreme long range is only available to High and Grand Masters.

Home

captengle@yahoo.com
