Useful Information from the PHB, DMG and Sword and Fist

Conditions Summary


Ability Damaged: the character has temporarily lost 1 or more ability score points. These points return at a rate of 1 per day. Ability damage is different from effective ability loss, which is an effect that goes away when the condition causing it (fatigue, entanglement, ect.) goes away. A character with Strength 0 falls to the ground and is helpless. A character with Dexterity 0 is paralyzed. A character with Constitution 0 is dead. A character with Intelligence, Wisdom, or Charisma 0 is unconscious. (See ability score loss, pg. 72 DMG) 


Ability Drained: The character has permanently lost 1 or more ability score points. The character can only regain these points through magical means. (See ability score loss, pg. 72 DMG)


Blinded: The character cannot see at all, and thus everything has full concealment to him. He has a 50% chance to miss in combat, losses positive Dexterity bonus to AC (if any), and grants a +2 bonus to attack rolls to enemies that attack him, just as if all his enemies are invisible. He moves at half speed and suffers a –4 penalty on most Strength and Dexterity-based skills. He cannot make Spot skill checks or perform any other activity (such as reading) that requires vision. Characters who remain blinded for a long time grow accustomed to these drawbacks and can overcome some of them (DM’s discretion).


Cowering: The character is frozen in fear, loses her Dexterity bonus to AC (if any), and can take no actions. Foes gain a +2 bonus to hit cowering characters.


Confused: A confused characters’ actions are determined by a 1d10 roll, rerolled each round: 1; wander away (unless prevented) for 1 minute (and don’t roll for another action until the minute is up); 2-6 do nothing for 1 round; 7-9; attack the nearest creature for 1 round; 10; act normally for 1 round. Any confused creature who is attacked automatically attacks her attackers on her next turn.


Dazed: A dazed creature can take no actions (but defends itself normally). A dazed condition typically lasts 1 round.


Dazzled: Unable to see well because of overstimulation of the eyes. A dazzled creature suffers a –1 penalty on all attack rolls until the effect ends.


Deafened: A deafened character cannot hear, suffers a –4 penalty on initiative checks, and has a 20% chance of spell failure when casting a spells with verbal components. He cannot make listen checks. Characters who remain deafened for a long time grow accustomed to these drawbacks and can overcome some of them (DM’s discretion).


Energy Drained: The character gains one or more negative levels. If the subject has at least as many levels as Hit Dice, he dies. Each negative level gives a creature the following penalties: -1 competence penalty on attack rolls, saving throws, skill checks, and effective level (for determining the power, duration, DC, and other details of spells and special abilities). Additionally, a spellcaster loses one spell slot from her highest available level. Negative levels stack.


 Entangled: An entangled creature suffers a –2 penalty to attack rolls and a –4 penalty to effective Dexterity. If the bonds are anchored to an immobile object, the entangled character cannot move. Otherwise, he can move at half speed, but can’t run or charge. An entangled character who attempts to cast a spell must make a Concentration check (DC usually 15) or lose the spell.


Frightened: A creature that is frightened flees as well as it can. If unable to flee, the creature may fight. It suffers a –2 Morale penalty on attack rolls, weapon damage rolls, including spells, to flee; indeed, the creature must use such means if they are the only way to escape.


Nauseated: Experiencing stomach distress. Nauseated creatures are unable to attack, cast spells, concentrate on spells, or do anything else requiring attention. They only action a character can take is a single move (or move-equivalent action) per turn.


Panicked: A panicked creature suffers a –2 morale penalty on saving throws and must flee. A panicked creature has a 50% chance to drop what he’s holding, chooses his path randomly (as long as he is getting away from immediate danger), and flees any other dangers that confront him. If cornered, a panicked creature cowers. A creature may use a special ability or spell to escape; being panicked, for example, doesn’t prevent a wizard from teleporting away.


Paralyzed: A paralyzed character stands rigid and helpless, unable to move or act physically. He has an effective Strength and Dexterity scores of 0 but may take purely mental actions.


Petrified: A petrified character is not dead as long as a majority of his body remains intact. He cannot take actions of any kind, not even mental ones. His strength and Dexterity scores are effectively (but not actually) 0. He is unaware of what occurs around him, since all of his senses ceased operating. If a petrified character cracks or breaks but the broken pieces are joined with him as he returns to flesh, he is unharmed. If the character’s petrified body is incomplete when it returns to flesh, the body is like wise incomplete.


Prone: The character is on the ground. He suffers a –4 penalty on melee attack rolls, and the only ranged weapon he can use effectively is a crossbow, which he may use without penalty. Opponents receive a +4 bonus on melee attacks against him but –4 penalties on ranged attacks. Standing is a move-equivalent action.


Shaken: A shaken character suffers a –2 morale penalty on attack rolls, weapon damage rolls, and saving throws. Shaken is a less severe fear condition than frightened or panicked.


Stunned: The character losses her Dexterity bonus to AC (if any) and can take no actions. Foes gain a +2 bonus to hit stunned characters.

Prices for Hireling Services

Hireling


Per Day

Alchemist


1 gp*

Animal tender / groom
15 cp

Architect / engineer

5 sp

Barrister


1 gp

Clerk


4 sp

Cook


1 sp

Entertainer / performer
4 sp

Laborer


1 sp

Limner


6 sp

Maid


1 sp

Mason / craftsman

3 sp*

Mercenary


2 sp

Mercenary Horseman

4 sp

Mercenary Leader

6 sp

Porter


1 sp

Sage


2 gp

Scribe


3 sp

Smith


4 sp

Teamster


3 sp

Valet / lackey

2 sp

* If paid to create a specific item, use item prices and working times instead. 

Limit of Magic items worn at one time

1 headband, hat, or helmet

1 pair of eye lenses or goggles

1 cloak, cape, or mantle

1 amulet, brooch, medallion, necklace, periapt, or scarab

1 suit of armor

1 robe

1 vest, vestment, or shirt

1 pair of bracers or bracelets

1 pair of gloves or gauntlets

2 rings

1 belt

1 pair of boots

Other Dangers

Acid: Corrosive acids deals 1d6 points of damage per round of exposure except in total immersion (such as a vat of acid), which deals 10d6 damage per round. An attack with acid, such as from a hurled vial or monsters’ spittle counts as a round of exposure. The fumes from most acids are inhalant poisons. Those who come close enough to dunk a creature in it must make a Fortitude save (DC 13) or take 1 point of temporary constitution damage. All such characters must make a second save 1 minute later or take another 1d4 points of temporary Constitution damage.

The Drowning Rule

Any character can hold her breath for a number of rounds equal to twice her Constitution 

score. After this period of time, the character must make a Constitution check (DC 10)

every round in order to continue holding her breath. Each round, the DC increases by 1.

When the character finally fails her Constitution check, she begins to drown. In the first

round, she falls unconscious (O HP). In the following round, she drops to –1 Hit points

and is dying. In the third round she dies. It is possible to drown in substances other than 

water, such as sand, quicksand, fine dust, and silos full of grain.

Catching On Fire

Characters exposed to burning oil, bonfires, and noninstantaneous magic fires such as 

Wall of Fire might find their clothes, hair or equipment catch on fire. Spells such as 

fireball or flame strike don’t normally set a character on fire, since the heat and flame 

from these come and go in  a flash. Characters at risk of catching on fire are allowed a

Reflex saving throw (DC 15) to avoid this fate. If a character’s clothes or hair catch on

fire, he takes 1d6 points of damage immediately. In each subsequent round, the burning 

character must make another Reflex saving throw. Failure means he takes another 1d6

points of damage that round. Success means that the fire has gone out. (That is, once

once he succeeds at his saving throw, he’s no longer on fire.) A character may

automatically extinguish the flames by jumping into enough water to douse himself.

If no body of water is at hand, rolling on the ground or smothering the fire with

cloaks or the like permits the character another save with a +4 bonus. Those unlucky 

enough to have their clothes or equipment catch on fire must make a Reflex saving

throws (DC 15) for each item. Flammable items that fail sustain the same amount of 

damage as the character. (See alchemist’s fire, page 113 in the PHB)

Suffocation

A character who has no air to breathe can hold her 2 rounds per point Constitution.

After this period of time, the character must make a Constitution check (DC 10) in 

order continue holding her breath. The save must be repeated each round, with the DC

increasing by +1 for each previous success. When the character fails one of these 

Constitution checks, she begins to suffocate. In the first round, she fails unconscious

(0 HP). In the following round she drops to –1 hit points and is dying. In the third round,  

she suffocates. 


Slow Suffocation: A Medium-size character can breathe easily for 6 hours in a

sealed chamber measuring 10 feet on a side. After that time, the character takes 1d6

points of subdual damage every 15 minutes. Each additional Medium-size character 

or significant fire source (a torch, for example) proportionally reduces the time the air 

will last. Thus, two people can last for 3 hours, after which they each take 1d6 points per

15 minutes. If they have a torch (equivalent to another medium-size character in terms of 

the air it uses), the air runs out in 2 hours. Small characters consume half as much air as 

medium-size characters. A larger volume of air, of course, lasts for a longer amount of

time. So, for instance, if two humans and a gnome are in a sealed chamber measuring  

20 ft by 20 ft by 10 ft, and the have a torch, the air will last almost 7 hours (6 hours / 3. 5 

people and torches x 4 10-ft cubes = 6.86 hours).

Diseases

Disease

Infection
DC
Incubation

Damage

Blinding sickness
Ingested
16
1d3 days

1d4 Str***

Cackle fever
Inhaled
16
1 day

1d6 Wis

Demon fever
Injury
18
1 day

1d6 Con**

Devil chills ^
Injury
14
1d4 days

1d4 Str

Filth fever

Injury
12
1d3 days

1d3 Dex, 1d3 Con

Mindfire

Inhaled
12
1 day

1d4 Int

Mummy rot *
Contact
20
1 day

1d6 Con

Red ache

Injury
15
1d3 days

1d6 Str

Shakes

Contact
13
1 day

1d8 Dex

Slimy doom
Contact
14
1 day

1d4 Con**

* Successful saves do not allow the character to recover. Only magical healing can save

the character.

** When damaged, character must succeed at another saving throw or 1 point of 

temporary damaged is permanent drain instead.

*** Each time the victim takes 2 or more damage from the disease, he must make another

Fortitude save or be permanently blinded.

^ The victim must make 3 successful Fortitude saving throws in a row to recover from 

devil chills

Creatures immune to acid’s caustic properties might still drown if fully immersed (see The Drowning Rule).

Ice: Characters walking on ice must make Balance checks (DC 15) to avoid slipping and falling. Over long distances, a character must make a check every minute. Characters in prolonged contact with ice may run the risk of cold damage.

 Lack of Air / High Altitude: Characters in conditions of low oxygen, such as on top of a mountain, must roll a Fortitude saving throw each hour (DC 15, +1 per previous check), taking 1d6 points of subdual damage each time they fail. A character who sustains any subdual damage from lack of oxygen automatically becomes fatigued (see page 84 DMG). These penalties end when the character recovers the subdual damage he took from low oxygen.


Altitude Sickness: Long-term oxygen deprivation due to high altitude affects mental and physical ability scores. After each 6- hour period a character spends at an altitude over 20,000 feet, he must make a Fortitude save (DC 15, +1 per precious check) or take one 1 point of temporary damage to all ability scores.  

Lava: Lava or magma deals 2d6 points of damage per round of exposure, except in case of total immersion (such as when a character falls into the crater of an active volcano), which deals 20d6 points of damage per round. Damage from magma continues for 1d3 rounds after initial exposure ceases, but this additional damage is only half of that dealt during actual contact (that is, 1d6 or 10d6 per round). An immunity or resistance heat or fire serves as an immunity to lava or magma. However, a creature immune to heat might still drown if completely immersed in Lava (see The Drowning Rule).

Smoke: A character who breathes heavy smoke must make Fortitude saving throw each round (DC 15, +1 per previous check) or spend that round choking and coughing.  A character who chokes for two consecutive rounds takes 1d6 points of subdual damage. Smoke obscures vision, giving one-half concealment (20% miss chance) to characters within it. 

Poisons





        Initial

Secondary

Poison


Type
        Damage
Damage

Small centipede poison
Injury DC 11     1d2 Dex
1d2 Dex

Greenblood oil

Injury DC 13      1 Con                  1d2 Con

Medium-size spider venom
Injury DC 14      1d4 Str                1d4 Str

Bloodrot


Injury DC 12      0
        1d4 Str+1d3 Wis

Purple worm poison

Injury DC 24      1d6 Str
1d6 Str

Large scorpion poison

Injury DC 18      1d6 Str
1d6 Str

Wyvern poison

Injury DC 17      2d6 Con 
2d6 Con

Blue whinnis

Injury DC 14      1 Con              Unconscious

Giant wasp poison

Injury DC 18      1d6 Dex 
1d6 Dex

Shadow essence

Injury DC 17      1 Str *
2d6 Str

Black adder venom

Injury DC 12       0

1d6 Con

Deathblade

Injury DC 20       1d6 Con
2d6 Con

Malyss root paste

Contact DC 16    1 Dex
2d4 Dex

Nitharit


Contact DC 13    0

3d6 Con

Dragon bile

Contact DC 26    3d6 Str
0

Sassone leaf residue

Contact DC 16    2d12 hp
1d6 Con

Terinav root

Contact DC 16    1d6 Dex
2d6 Dex

Carrion crawler brain juice
Contact DC 13    Paralysis
0

Black lotus extract

Contact DC 20    3d6 Con
3d6 Con

Oil of taggit

Ingested DC 15   0
              Unconscious

Id moss


Ingested DC 14   1d4 Int
2d6 Int

Striped toadstool

Ingested DC 11   1 Wis       2d6 Wis+1d4 Int

Arsenic


Ingested DC 13   1 Con
1d8 Con

Lich dust


Ingested DC 17   2d6 Str
1d6 Str

Dark reaver powder

Ingested DC 18   2d6 Con  1d6 Con+1d6 Str

Ungol dust


Inhaled DC 15     1 Cha      1d6 Cha+1 Cha*

Burnt othur fumes

Inhaled DC 18     1 Con*
3d6 Con

Insanity mist

Inhaled DC 15     1d4 Wis
2d6 Wis

Ability score damage marked with an * is permanent

Random Weather (see pg. 89 DMG for more details)

D%
Weather


Cold Climate


Temperate Climate*


Desert

0-70
Normal Weather

Cold, calm



Normal for season**



Hot, Calm

71-80
Abnormal Weather

Heat wave
(01-30) or cold snap (31-100)
Heat wave (01-50) or cold snap (51-100)

Hot, Windy

81-90
Inclement Weather

Precipitation (Snow)


Precipitation (normal for season)


Hot, Windy

91-99
Storm


Snowstorm


Thunderstorm, Snowstorm ^


Duststorm

100
Powerful Storm

Blizzard



Windstorm, Blizzard ^^, Hurricane, Tornado

Downpour

* Temperate includes forest, hills, marsh, plains, and warm aquatic.

** Winter is cold, summer is warm, spring and autumn are moderate. Warm or marshy regions are always slightly warmer in winter.

^ Only in wintertime; otherwise, treat as thunderstorm (01-75) or windstorm (76-00).

^^ Only in wintertime; otherwise, treat as hurricane (01-50) or tornado (51-00).

Master Weapon Chart (Includes weapons from the Players’ Handbook, The Sword and Fist and my own work)

Simple Weapons — Melee

Weapon



Cost
Damage
Critical
Range Increment

Weight

Type**

Unarmed Attacks

     Gauntlet*


2 gp
    *
    *
           --


     2 lb

B

     Strike, Unarmed (Medium-sized being)*
  --
1d3 SU
x2
           --


     --

B

     Strike, Unarmed (Small being)*
  --
1d2 SU
x2
           --


     --

B

Tiny

     Dagger *


2 gp
1d4
19-20 / x2            10 ft


     1 lb

P

     Dagger, punching


2 gp
1d4
x3
           --


     2 lb

P

     Gauntlet, Spiked*


5 gp
1d4
x2
           --


     2 lb.

P

     Crossbow bayonet *

12 gp
1d4
19-20 / x2
           --


     3 lb

P

     Brass knuckles *


5 gp     As unarmed
x3
           --


     2 lb

B

     Knuckle spikes *


20 gp
1d4+1
x3
           --


     3 lb

P

     Throwing dagger *


10 gp
1d4
19-20 /x2
           15 ft

     1 lb

P

     Buckle knife *


50 gp
1d4
x2
           --


     ½ lb

P

Small

      Mace, light


5 gp
1d6
x2
           --


     6 lb

B

      Sickle



6 gp
1d6
x2
           --


     3 lb

S

      Parrying dagger *


10 gp
1d4
19-20 / x2
           --


     2 lb

P



      Hand blades * 


30 gp
1d6
18-20 / x2
           --


     6 lb

S

Medium

      Club



--
1d6
x2
           10 ft

     3 lb

B

      Halfspear


1 gp
1d6
x3
           20 ft

     3 lb

P

      Mace, Heavy


12 gp
1d8
x2
           --


     12 lb

B

      Morningstar


8 gp
1d8
x2
           --


     8 lb

B / P

Large

      Quarterstaff *


--
1d6 / 1d6
x2
           --


     4 lb

B

      Shortspear


2 gp
1d8
x3
           20 ft

     5 lb

P

Simple Weapons — Ranged

Small

      Crossbow, light *


35 gp
1d8
19-20 / x2
           80 ft

     6 lb

P

         Bolts, crossbow (10) *

1 gp
--
--
           --


     1 lb

--

      Dart



5 sp
1d4
x2
           20 ft

     ½ lb

P

      Sling



--
1d4
x2
           50 ft

     --

B

         Bullets, sling


1 sp
--
--
            --


     5 lb

--

     Wooden boomerang

5 sp
1d4
x3
           30 ft

     ½ lb

B

     Metal boomerang


2 gp
1d6
x3
           20 ft

     2 lb

B

Medium

      Crossbow, Heavy
*

50 gp
1d10
19-20 / x2
            120 ft

     9 lb

P  

         Bolts, crossbow (10) *

1 gp
--
--
             --


     1 lb

--

      Javelin



1 gp
1d6
x2
            30 ft

     2 lb

P

Martial Weapons- Melee

Small

      Axe, throwing


8 gp
1d6
x2
            10 ft

     4 lb

S

      Hammer, light


1 gp
1d4
x2
            20 ft

     2 lb

B

      Handaxe


6 gp
1d6
x3
             --


     5 lb

S

      Lance, light *


6 gp
1d6
x3
             --


     5 lb

P

      Pick, light *


4 gp
1d4
x4
             --


     4 lb

P 

      Sap



1 gp
1d6 SU
x2
             --


     3 lb

B

      Sword, Short


10 gp
1d6
19-20 / x2
             --


     3 lb

P

Medium

      Battleaxe


10 gp
1d8
x3
             --


     7 lb

P

      Flail, light *


8 gp
1d8
x2
             --


     5 lb

B

      Lance, heavy *


10 gp
1d8
x3
             --


     10 lb

P

      Longsword


15 gp
1d8
19-20 / x2
             --


      4 lb

S

      Pick, heavy *


8 gp
1d6
x4
             --


      6 lb

P

      Rapier *


20 gp
1d6
18-20 / x2
             --


      3 lb

P

      Scimitar


15 gp
1d6
18-20 / x2
             --


      4 lb

S

      Trident



15 gp
1d8
x2
           10 ft

      5 lb

P

      Warhammer


12 gp
1d8
x3
             --


      8 lb

B 

Large

      Falchion


75 gp
2d4
18-20 / x2
             --


      16 lb

S

      Flail, heavy *


15 gp
1d10
19-20 / x2
             --


      20 lb 

B

      Glaive *


8 gp
1d10
x3
             --


      15 lb

S

      Greataxe


20 gp
1d12
x3
             --


      20 lb

S

      Greatclub


5 gp
1d10
x2
             --


      10 lb

B

      Greatsword


50 gp
2d6
19-20 / x2
            --


      15 lb

S

      Guisarme *


9 gp
2d4
x3
            --


      15 lb

S

      Halberd *


10 gp

x3
            --


      15 lb

P / S

      Longspear *


5 gp

x3
            --


       9 lb

P

      Ranseur *


10 gp
2d4
x3
            --


      15 lb

P

      Scythe



18 gp
2d4
x4
            --


      12 lb

P / S

Martial Weapons — Ranged

Medium

      Shortbow *


30 gp
1d6
x3
          60 ft


      2 lb

P

         Arrows (20) *


1 gp
--
--
            --


      3 lb

--

      Shortbow, composite *

75 gp
1d6
x3
          70 ft


      2 lb

P

         Arrows (20)


1 gp
--
--
            --


      3 lb

--

Large

      Longbow *


75 gp
1d8
x3
           100 ft

      3 lb

P

         Arrows (20) *


1 gp
--
--
             --


      3 lb

--

      Longbow, composite *

100 gp
1d8
x3
           110 ft

      3 lb

P

         Arrows (20) *


1 gp
--
--
            --


      3 lb

--

Exotic Weapons – Melee

Unarmed Attacks

    Ward cestus *


10 gp
*
*
            --


      4 lb

--   

Tiny

     Kama, halfling * 


2 gp
1d4
x2
            --


      1 lb

S

     Kukri



8 gp
1d4
18-20 / x2
            --


      3 lb

S

     Nunchaku, halfling *

2 gp
1d4
x2
            --


      1 lb

B

     Siangham, halfling
 *

2 gp
1d4
x2
            --


      1 lb

P

     Stump knife*


8 gp
1d4
19-20 / x2
            --


      2 lb

P

     Triple dagger*


10 gp
1d4
19-20 / x2
            --


      1 lb

P

     Eviserator *


22 gp
1d6
19-20 / x2
            --


      3 lb

P

Small

      Kama *


2 gp
1d6
x2
            --


       2 lb

S

      Nunchaku *


2 gp
1d6
x2
            --


       2 lb

B

      Siangham *


3 gp
1d6
x2
            --


       1 lb

P

      Battlepick, gnome *

10 gp
1d6
x4
            --


       5 lb

P

      Bladed gauntlet *


30 gp
1d6
17-20 / x2
            --


       4 lb

S

      War fan *


30 gp
1d6
x3
            --


       3 lb

S

Medium

      Sword, bastard *


35 gp
1d10
19-20 / x2
            --


       10 lb

S

      Waraxe, dwarven *

30 gp
1d10
x3
            --


       15 lb

S

      Hammer, gnome hooked *

20 gp
1d6 / 1d4
x3 / x4
            --


       6 lb

B / P

      Chain-and-dagger *

4 gp
1d4
19-20 / x2
            --


       4 lb

P

      Mercurial longsword *

400 gp
1d10
x3
            --


       6 lb

S

      Sword breaker *


50 gp
1d6
18-20 / x2
            --


       6 lb

P / S

Large

      Axe, orc double *


60 gp
1d8/ 1d8
x3
            --


       25 lb

S

      Chain, spiked *


25 gp
2d4
x2
            --


       15 lb

P

      Flail, dire *


90 gp
1d8 / 1d8
x2
            --


       20 lb

B

      Sword, two-bladed *

100 gp
1d8 / 1d8
19-20 / x2
            --


       30 lb

S

      Urgrosh, dwarven *

50 gp
1d8/ 1d6
x3
            --


       30 lb

S / P

      Duom *


20 gp
1d8
x3
            --


       8 lb

P


      Fullblade *


100 gp
1d12
19-20 / x2
            --


       23 lb

S

      Gyrspike *


90 gp
1d8 / 1d8
19-20 / x2
            --


       20 lb

S / B

      Manti *


15 gp
1d8
x3
            --


       9 lb

P

      Mercurial greatsword *

600 gp
2d8
x4
            --


       17 lb

S

      Three-section staff *

4 gp
1d8
x3
            --


       8 lb

B

Exotic Weapons— Ranged

Tiny

       Crossbow, hand *


100 gp
1d4
19-20/ x2
          30 ft


       3 lb

P

           Bolts, hand crossbow (10) *
1 gp
--
--
            --


       1 lb

--

        Shuriken *


1 gp
1
x2
          10 ft


       1 / 10 lb
P

       Fukimi-Bari (mouth darts) *

1 gp
1
x2
          10 ft


       1 / 10 lb
P

       Skiprock, halfling *

3 gp
1d3
x2
          10 ft


       1 / 4 lb
B

Small

       Whip *


1 gp
1d2 SU
x2
          15 ft *

       2 lb

S

       Bolas, 2 ball *


5 gp
1d4*
x2
          10 ft


       2 lb

B

       Chakram *


12 gp
1 d8
x2
          30 ft


       4 lb

S

Medium

       Crossbow, repeating *

250 gp
1d8
80 ft
          80 ft


       16 lb

P

           Bolts, repeating crossbow (5) *
1 gp
--
--
           --


       1 lb

--

       Net *



20 gp
*
*
          10 ft


       10 lb

*

       Spinning javelin *

2 gp
1d8
19-20 / x2
          50 ft


       2 lb

P

       Spring-loaded gauntlet *

200 gp
1d4
x2
          20 ft


       4 lb

P

       Saber bow *


300 gp
1d8 / 1d8
19-20/ x2
          60 ft


       8 lb

S / P

Large

       Crossbow, great *


100 gp
1d12
19-20 / x2
          150 ft

       15 lb

P

        Harpoon *


15 gp
1d10
x2
          30 ft


       10 lb

P

        Shotput, orc *


10 gp
2d6
19-20 / x2
          10 ft


       15 lb

B

Special

        Whip, mighty *

          +1 Str bonus


200 gp
1d2 S
x2 SU
          15 ft *

       3 lb

S

          +2 Str bonus


300 gp
1d2 S
x2 SU
          15 ft *

       4 lb

S

          +3 Str bonus


400 gp
1d2 S
x2 SU
          15 ft *

       5 lb

S

          +4 Str bonus


500 gp
1d2 S
x2 SU
          15 ft *

       6 lb

S

         Whip dagger *


25 gp
1d6
19-20 / x2
          15 ft *

       3 lb

S

         Whip dagger, mighty

                  +1 Str bonus

225 gp 
1d6
19-20 / x2
          15 ft
*

       4 lb

S

                  +2 Str bonus

325 gp
1d6
19-20 / x2
          15 ft
*

       5 lb

S

                  +3 Str bonus

425 gp
1d6
19-20 / x2
          15 ft
*

       6 lb

S

                  +4 Str bonus

525 gp
1d6
19-20 / x2
          15 ft *

       7 lb

S

*See description for special rules

** When two types are given weapon is both types P= piercing, S= Slashing, B= Bludgeoning  

SU = deals subdual damage

Master Equipment Chart
(Includes equipment from the Players’ Handbook, the DMG and my own work)

Item



Cost

Weight

Alchemists Lab


500 gp

40 lb

Artisan’s Outfit


1 gp

4 lb

Artisan’s tools


5 gp

5 lb

Artisan’s tools, masterwork

55 gp

5 lb

Backpack (empty)


2 gp

2 lb

Barding

         Medium-size creature

x2

x1

         Large creature


x4

x2

Barrel (empty)


4 gp

30 lb

Basket (empty)


4 sp

1 lb

Bedroll



1 sp

5 lb

Bell



1 gp

*

Bit and bridle


2 gp

1 lb

Blanket, winter


5 sp

3 lb

Block and tackle


5 gp

5 lb

Bottle, wine, glass


2 gp

*

Bucket (empty)


5 sp

2 lb

Caltrops



1 gp

2 lb

Candle



1 cp

*

Canvas (sq. yard)


1 sp

1 lb

Cart



15 gp

200 lb

Case, map or scroll


1 gp

½ lb

Chain (10 ft)


30 gp

2 lb



Chalk, 1 piece


1 cp

*

Cheese, hunk of


1 sp

½ lb

Chest (empty)


2 gp

25 lb

Chicken



2 cp

--

Cinnamon



1 gp

1 lb

Cleric’s Vestments


5 gp

6 lb

Climbers’ kit


80 gp

5 lb

Cloves



15 gp

1 lb

Cold weather outfit


8 gp

7 lb

Copper



5 sp

1 lb

Courtiers’ outfit


30 gp

6 lb

Cow



10 gp

--

Crowbar



2 gp

5 lb

Disguise kit


50 gp

8 lb

Dog



25 gp

--

Dog, riding


150 gp

--

Donkey or mule


8 gp

--

Entertainers outfit


3 gp

4 lb

Explores outfit


10 gp

8 lb

Feed (per day)


5 cp

10 lb

Firewood (per day)


1 cp

20 lb

Fishhook



1 sp

*

Fishing net, 25 sq. ft


4 gp

5 

Flask



3 cp

*

Flint and steel


1 gp

*

Flour



2 cp

1 lb

Galley



30,000 gp

--

Ginger



2 gp

1 lb

Goat



1 gp

--

Gold



50 gp

1 lb

Grappling hook 


1 gp

4 lb

Hammer



5 sp

2 lb

Healers’ kit


50 gp

1 lb

Holly and mistletoe


--

*

Holy symbol, wooden


1 gp

**

Holy symbol, silver


25 gp

1 lb

Horse







     Horse, heavy


200 gp

--

     Horse, light


75 gp

--

     Pony



30 gp

--

     Warhorse, heavy


400 gp

--

     Warhorse, light


150 gp

--

     Warpony


100 gp

--

Hourglass



25 gp

1 lb

Ink (1 oz. vial)


8 gp

*

Inkpen



1 sp

*

Iron



1 sp

1 lb

Jug, clay



3 cp

9 lb

Keelboat



3,000 gp

--

Ladder, 10-foot


5 cp

20 lb

Lamp, common


1 sp

1 lb

Lantern, bullseye


12 gp

3 lb

Lantern, hooded


7 gp

2 lb

Linen (sq. yard)


4 gp

1 lb

Lock







     Very simple


20 gp

1 lb

     Average


40 gp

1 lb

     Good



80 gp

1 lb

     Amazing


150 gp

1 lb

Longship



10,000 gp

--

Magnifying glass


100 gp

*

Manacles



15 gp

2 lb

Manacles, masterwork

50 gp

2 lb

Meat, chunk of


3 sp

½ lb

Mirror, small steel


10 gp

½ lb

Monk’s outfit


5 gp

2 lb

Mug / tankard, clay


2 cp

1 lb

Musical instrument, common

5 gp

3 lb

Musical instrument, masterwork

100 gp

3 lb

Nobels’ outfit


75 gp

10 lb

Oar



2 gp

--

Oil (1 pint flask)


1 sp

1 lb

Ox



15 gp

--

Paper (sheet)


4 sp

*

Parchment (sheet)


2 sp

*

Peasants outfit


1 sp

2 lb

Pepper



2 gp

1 lb

Pick, miners


3 gp

10 lb

Pig



3 gp

--

Pitcher, clay


2 cp

5 lb



Piton



1 sp

½ lb

Pole, 10 ft



2 sp

8 lb

Pot, iron



5 sp

10 lb

Pouch, belt



1 gp

3 lb



Ram, portable


10 gp

20 lb

Rations, trail (per day)

5 sp

1 lb

Rope, hemp (50 ft)


1 gp

10 lb

Rope, silk (50 ft)


10 gp

5 lb

Rowboat



50 gp

--

Royal outfit


200 gp

15 lb

Sack (empty)


1 sp

½ lb

Saddle

      Military


20 gp

30 lb

      Pack



5 gp

15 lb

      Riding



10 gp

25 lb

Saddle, Exotic

      Military


60 gp

40 lb

      Pack



15 gp

20 lb

      Riding



30 gp

30 lb

Saddlebags


4 gp

8 lb

Saffron



15 gp

1 lb

Sailing Ship


10,000 gp

--

Salt



5 gp

1 lb

Scale, merchant’s


2 gp

1 lb

Scholar’s outfit


5 gp

6 lb

Sealing wax


1 gp

1 lb

Sewing needle


5 sp

*

Sheep



2 gp

--

Siege tower


1,000 gp

--

Signal whistle


8 sp

**



Signet ring



5 gp

*

Silk (2 sq. yards)


20 gp

1 lb

Silver



5 gp

1 lb

Sled



20 gp

300 lb

Sledge



1 gp

10 lb

Soap (per lb)


5 sp

1 lb

Spade or shovel


2 gp

8 lb



Spell component pouch

5 gp

3 lb



Spellbook, wizard’s (blank)

15 gp

3 lb



Spyglass



1,000 gp

1 lb

Stabling (per day)


5 sp

--

Tea leaves



2 sp

1 lb

Tent



10 gp

20 lb

Thieves’ tools


30 gp

1 l b

Thieves’ tools, masterwork

100 gp

2 lb

Tobacco



5 sp

1 lb

Torch



1 cp

1 lb

Traveler’s outfit


1 gp

5 lb

Vial, ink or potion


1 gp

*

Wagon



35 gp

400 lb

Warship



25,000 gp

--

Wheat



1 cp

1 lb

Whetstone



2 cp

1 lb

Wine

      Common (pitcher)


2 sp

6 lb

      Fine (bottle)


10 gp

1 ½ lb

Arm sling



3 cp

*

Mini-blade



5 cp

*

Razor ring (iron)


2 gp

*

Razor ring (silver)


10 gp

*

Glass-cutter


120 gp

1

Hollow boots


15 gp

5

Marbles, bag of (30 marbles)

2 cp

1 lb

Pin ring (iron)


2 gp

*

Pin ring (silver)


10 gp

*

Sword stick


15 gp

4 lb

Wrist sheath


3 sp

1 lb

False scabard


12 gp

1-2 lbs

Silenced armor


+300 gp

--

Ninja night-suit


5 gp

2 lb

Tear-away clothing, common

2 gp

1 lb

Tear-away clothing, good

5 gp

1 lb

Tear-away clothing, fine

30 gp

1 lb

Grenade, dust


2 gp

1/10 lb

Grenade, flash powder

25 gp

1/10 lb

Grenade, pepper


5 gp

1/10 lb

Grenade, smoke


25 gp

1/10 lb

Hito washi (Glider)


75 gp

50 lb


Ladder, folding (per 10 feet)

5 gp

10 lb

Powder, ash


--

1/10 lb

Powder, dust


--

1/10 lb

Powder, pepper


1 cp

1/10 lb

Rope, light



10 gp

8 lb

Shinobi-bune


30 gp

30 lb

Vaulting pole


5 gp

5 lb

Yami doko (man-sized kite)

100 gp

40 lb

Boots, waterproofed


4 gp

2 lb

Breathing tube


2 sp

*

Camouflage paint kit


50 gp

1 lb

Chain leash


6 gp

1 lb

Falconry gauntlet


5 sp

1 lb

Falconry training equipment

10 gp

1 lb

Fishing tackle


2 gp

1 lb

Insect repellent


5 gp

*

Poncho, rain


6 gp

2

Scent lure



3 gp

*

Sleeping bag


3 gp

8

Snowshoes


2 gp

1

Sun goggles


1 gp

*

Sunburn ointment


2 gp

*

Survival kit


10 gp

*

Tents







     Bell



4 gp

10

     Bundle



20 gp

12

     Pyramid


15 gp

15

     Wedge



5 gp

10

Waterproof tinderbox


8 sp

*

Trap







     Enclosing


3/7/12 gp

2/8/15

     Killing



2/5/10 gp

5/10/20

Weaponblack


2 gp

*

Wilderness Harness


2 gp

1

Butchering Kit


5 gp

3

Manual of edible plants, animals, and mushrooms 20 gp

1

Camp Cooking Kit


15 gp

5

Compass



1,000 gp

*

Star chart



100 gp

*

Machete



6 gp

3

* Has no applicable weight

Special Items


Cost 

Dagger Silvered


10 gp

Mighty composite short bow +1 / +2
150 / 225 gp

Mighty composite longbow +1/ +2 /+3 / +4
200/ 300/ 400/ 500 gp

Acid (flask)


10 gp

Alchemist’s fire (flask)

20 gp

Holy water



50 gp

Smokestick


20 gp

Sunrod



2 gp

Tanglefoot bag


50 gp

Thunderstone


30 gp

Tindertwig



1 gp

Light sources

Object


Light

Duration

Candle


5 ft

1 hr.

Lamp, common

15 ft

6 hr. / pint

Lantern, bullseye

60-ft cone*
6 hr. / pint

Lantern, hooded

30 ft

6 hr. / pint

Sunrod


30 ft

6 hr.

Torch


20 ft

1 hr.

Spell

Continual flame

20 ft

Permanent

Dancing lights (torches)
20 ft (each)
1 min.

Daylight


60 ft

30 min.

Light


20 ft

10 min.

Concealment

Concealment
Example



           Miss Chance

One-quarter
Light fog, moderate darkness, light foliage

10 %

One-half

Blur spell; dense fog at 5ft (such as obscuring Mist)
20 %

Three-quarters
Dense foliage



30 %

Nine-tenths
Near total darkness



40 %

Total

Invisibility; attacker blind, total darkness, dense fog at 10 ft  50 %

Cover







Degree of Cover
Cover AC bonus
Cover Reflex save bonus

One-quarter
+2

+1




One-half

+4

+2

Three-quarters
+7

+3

Nine-tenths
+10

+4 *

Total

--

--

* Half damage if save failed; no damage if successful

Combat Modifiers

Circumstance



Melee 
Ranged

Attacker flanking defender


+2
     --

Attacker on higher ground


+1 
    +0

Attacker prone



-4
      *

Attacker invisible



+2†
    +2†

Defender sitting or kneeling


+2
     -2

Defender stunned, cowering, off-balance, climbing
+2†
    +2†

Defender surprised, flat-footed


+0†
    +2†

Defender running



+0†
     -2†

Defender (not Attacker) grappling

+0‡
    +0‡

Defender pinned



+4†
     -4†

* Only crossbow can be used
† Defender loses Dex bonus to AC

‡ roll randomly to see who is the target, they lose Dex bonus to AC
Using Scrolls

Must be same type (arcane/divine) as user can cast, must be in user’s class spell list, user must meet minimum required attribute for casting spells at that level. If user is of level to cast spell, can cast without check. If not of level, make caster level check, DC is scroll creator’s level + 1. If failed, make Wisdom check (DC 5, 1 fails). Fail takes1d6 damage/spell level.

Counterspell

Ready an action that selects a target of your counterspell. Identify spell, Spellcraft check DC 15 + spell’s level, as a free action. Cast appropriate counterspell (same spell, or opposite spell). Dispel Magic is treated differently

Spell Saving Throw

DC is 10 + spell level + ability modifier

Spell Resistance

Spellcaster makes check (1d20 + caster level) vs. SR rating

Grapple

Grapple check = base attack + strength mod + special size mod. Special size mod: Colossal +16, Gargantuan +12, Huge +8, Large +4, Small –4, Tiny –8, Diminutive –12, Fine –16. To start, grab an opponent (make a melee touch attack), provokes Attack of opportunity from target; if Attack of Opportunity does damage, you fail to grapple. If attack succeeds, attacker and opponent make opposed grapple checks to start the grapple. If succeeds, move into target’s space (provokes Attack of opportunity from others). You can join a grapple with no Attack of opportunity from target and grab succeeds automatically. When grappled, make opposed grapple check as an attack to do any of following: 1d3 + Str mod subdual damage (-4 to check for normal), Pin target, or break the pin a target has over an ally, Escape, Can attack with light weapons when grappled, Escape artist check vs. grapple check to wriggle free as a standard action and move away.

Trip

Can only try to trip an opponent who is up to one size larger than you. Make melee touch attack. If attacker succeeds, make a Strength check versus opponent’s Strength or Dexterity (whichever is higher).  Each takes +/-4 for every size difference from medium, defender gets +4 for more than 2 legs or being extraordinarily stable. If you win, opponent is tripped (prone), if you lose, opponent may make Strength check against your Strength or Dexterity (higher) to trip you.

Aid

Make attack against AC 10, if you succeed, an ally who is attacking an opponent you threaten can take either a +2 to their attack, or +2 circumstance bonus to their AC against that opponent

Bull Rush

Move into defender’s square, provokes attack of opportunity, each with 25% of targeting defender by mistake. Make opposed strength check (+/-4 for each size above/below medium), +2 bonus for charging, defender gets +4 for having more than 2 legs or being extraordinarily stable. If you succeed, push defender back 5’, and you can move with the defender back an extra 1’ for each point of difference in the roll, but this can provoke Attack of opportunities from others. If you fail, move back 5’

Overrun

During move portion of charge, you can try to move past opponent, opponent may avoid or block. If opponent tries to block, make a trip attack against him, if you succeed, you can continue moving. If you fail and are tripped, you are prone in defender’s square. If you fail but are not tripped, move back 5’; if that square is occupied, you fall prone in it

Disarm

Defender gets Attack of opportunity. In a melee attack, make opposed attack roll, +4 for each size difference to larger weapon, +4 to defender if their weapon is two-handed. If defender loses, he is disarmed, if attacker loses, the defender may attempt to disarm the attacker

Subdual

A normal weapon can be made to deal subdual damage (or vice versa) with a -4 penalty on the attack roll

Total Defense

No action other than standard move, get +4 dodge to AC for 1 round

Charge

Must move at least 10’ (up to double move), all in a straight line +2 to attack, -2 to AC for 1 round.

Fight Defensively 

-4 on all attacks, +2 dodge bonus to AC for duration of the round

