
Travel Pace
     Distance Traveled per...
Pace     Minute     Hour        Day            Effect
Fast     400 feet     4 miles    30 miles    –5 penalty to passive
               Perception scores
Normal    300 feet     3 miles    24 miles    —
Slow      200 feet     2 miles   18 miles     Able to use stealth

Wilderness Navigation
Terrain     DC
Forest, jungle, swamp, mountains, or open sea 15
with overcast skies and no land in sight
Arctic, desert, hills, or open sea with clear  10
skies and no land in sight
Grassland, meadow, farmland    5

Tracking DCs
Ground Surface    DC
Soft surface such as snow    10
Dirt or grass     15
Bare stone     20
Each day since the creature passed   +5
Creature left a trail such as blood   –5

Foraging DCs
Food and Water Availability   DC
Abundant food and water sources   10
Limited food and water sources   15
Very little, if any, food and water sources  20

Mounts and Vehicles
Mount   Cost Speed Carrying Cap.
Camel   50 gp   50 ft.        480 lb.
Donkey or mule    8 gp   40 ft.        420 lb.
Elephant               200 gp   40 ft.     1,320 lb.
Horse, draft  50 gp   40 ft.        540 lb.
Horse, riding  75 gp   60 ft.        480 lb.
Mastiff   25 gp   40 ft.        195 lb.
Pony   30 gp   40 ft.        225 lb.
Warhorse  400 gp   60 ft.        540 lb.
Vehicle  Cost  Carrying Cap.
Carriage  100 gp         600 lb.
Cart     15 gp         200 lb.
Chariot  250 gp         100 lb.
Sled     20 gp         300 lb.
Wagon     35 gp         400 lb.

Weather
d20 Temperature
 1-14 Normal for the season
15-17 1d4 × 10 degrees Fahrenheit colder than normal
18-20 1d4 × 10 degrees Fahrenheit hotter than normal
d20 Wind  Precipitation
 1-12 None  None
13-17 Light  Light rain or light snowfall
18-20 Strong  Heavy rain or heavy snowfall

Monuments
d20 Monument
    1 Sealed burial mound or pyramid
    2 Plundered burial mount or pyramid
    3 Faces carved out of a mountainside or cliff
    4 Giant statues carved out of a mountainside or cliff 
  5-6 Obelisk etched with a warning, lore, or dedication
  7-8 Ruined or toppled obelisk
 9-10 Statue of a person or deity
11-13 Ruined or toppled statue
   14 Great stone wall with tower fortifications every mile
   15 Great stone wall in ruins
   16 Great stone arch
   17 Fountain
   18 Circle of standing stones
   19 Ruined or toppled circle of standing stones
   20 Totem pole

Weird Locales
d20 Locale
  1-2 Dead magic zone (similar to an antimagic field)
    3 Wild magic zone (spells produce wild magic effect)
    4 Boulder carved with talking faces 
    5 Crystal cave that mystically answers questions
    6 Ancient tree containing a trapped spirit
   7-8 Battlefield where lingering fog takes humanoid forms
  9-10 Permanent portal to another plane of existence
   11 Wishing well
   12 Giant crystal shard protruding from the ground
   13 Wrecked ship, which might be nowhere near water
14-15 Haunted hill or barrow mound
   16 River ferry guided by undead, ghost, or aberration
   17 Field of petrified soldiers or other creatures
   18 Forest of petrified or awakened trees
   19 Canyon containing a graveyard for monsters
   20 Floating earth mote with a tower on it

Random Settlements
Ruler’s Status
d20 Ruler
  1-5 Respected, fair, and just
  6-8 Feared tyrant
    9 Weakling manipulated by others
   10 Illegitimate ruler, simmering civil war
   11 Ruled or controlled by a powerful master
   12 Mysterious, anonymous cabal
   13 Contested leadership, open fighting
   14 Cabal seized power openly
   15 Doltish lout
   16 On deathbed, claimants compete for power
17-18 Iron-willed, but respected
19-20 Religious leader
Notable Traits
d20 Trait
    1 Canals in place of streets
    2 Massie statue or monument
    3 Grand temple
    4 Large fortress
    5 Verdant parks and orchards
    6 River divides town
    7 Major trade center
    8 Headquarters of a powerful family or guild
    9 Populatoin mostly wealthy
   10 Destitute, rundown
   11 Awful smell (tanneries, open sewers)
   12 Center of trade for one specific good
   13 Site of many battles
   14 Site of a mythic or magical event
   15 Important library or archive
   16 Worship of all gods banned
   17 Sinister reputation
   18 Notable academy or training ground
   19 Site of important tomb or graveyard
   20 Built atop ancient ruins
Known for Its...
d20 Feature         d20      Feature
    1 Delicious cuisine          11      Piety
    2 Rude people          12      Gambling
    3 Greedy merchants         13      Godlessness
    4 Artists and writers        14      Education
    5 Great hero/savior          15      Wines
    6 Flowers           16      High fashion
    7 Hordes of beggars         17      Political intrigue
    8 Tough warriors          18      Powerful guilds
    9 Dark magic          19      Strong drink
   10 Decadence          20      Patriotism

Ships
Vehicle  Cost Speed Crew Pass. Cargo (tons) AC HP Damage Threshold
Airship        20,000 gp  8 mph    10   20           1   13 300  —
Galley         30,000 gp  4 mph    80   —         150   15 500  20
Keelboat          3,000 gp  1 mph     1    6           ½   15 100  10
Longship        10,000 gp  3 mph    40  150          10   15 300  15
Rowboat               50 gp      1½ mph     1    3          —   11  50  —
Sailing ship        10,000 gp  2 mph    20   20         100   15 300  15
Warship        25,000 gp      2½ mph    60   60         200   15 500  20



Framing Events
d100 Event
01-02 Anniversary of a monarch’s reign
03-04 Anniversary of an important event
05-06 Arena event
07-08 Arrival of a caravan or ship
09-10 Arrival of a circus
11-12 Arrival of an important NPC
13-14 Arrival of marching modrons
15-16 Artistic performance
17-18 Athletic event
19-20 Birth of a child
21-22 Birthday of an important NPC
23-24 Civic festival
25-26 Comet appearance
27-28 Commemoration of a past tragedy
29-30 Consecreation of a new temple
31-32 Coronation
33-34 Council meeting
35-36 Equinox or solstice
37-38 Execution
39-40 Fertility festival
41-42 Full moon
43-44 Funeral
45-46 Graduation of cadets or wizards
47-48 Harvest festival
49-50 Holy day
51-52 Investiture of a knight or other noble
53-54 Lunar eclipse
55-56 Midsummer festival
57-58 Midwinter festival
59-60 Migration of monsters
61-62 Monarch’s ball
63-66 New moon
67-68 New year
69-70 Pardoning of a prisoner
71-72 Planar conjunction
73-74 Planetary alignment
75-76 Priestly investiture
77-78 Procession of ghosts
79-80 Remembrance for soldiers lost in war
81-82 Royal address or pronunciation
83-84 Royal audience day
85-86 Signing of a treaty
87-88 Solar eclipse
89-91 Tournament
92-94 Trial
95-96 Violent uprising
97-98 Wedding or wedding anniversary
99-00 Concurrence of two events (roll twice, ignoring 
 results of 99 or 00)

Typical Difficulty Classes
Task Difficulty  DC
Very Easy    5
Easy    10
Medium   15
Hard    20
Very Hard   25
Nearly Impossible  30

Mannerisms
d20 Mannerism
    1 Prone to singing, whistling, or humming quietly
    2 Speaks in rhyme or some other peculiar way
    3 Particularly low or high voice
    4 Slurs words, lisps, or stutters
    5 Enunciates overly clearly
    6 Speaks loudly
    7 Whispers
    8 Uses flowery speech or long words
    9 Frequently uses the wrong word
   10 Uses colorful oaths and exclamations
   11 Makes constant jokes or puns
   12 Prone to predictions of doom
   13 Fidgets
   14 Squints
   15 Stares into the distance
   16 Chews something
   17 Paces
   18 Taps fingers
   19 Bites fingernails
   20 Twirls hair or tugs beard

XP Thresholds by Character Level
Character  —Encounter Difficulty—
    Level Easy  Medium          Hard Deadly
     1st    25        50              75    100
     2nd    50       100             150    200
     3rd    75       150             225    400
     4th   125       250             375    500
     5th   250       500             750  1,100
     6th   300       600             900  1,400
     7th   350       750           1,100  1,700
     8th   450       900           1,400  2,100
     9th   550     1,100           1,600  2,400
    10th   600     1,200           1,900  2,800
    11th   800     1,600           2,400  3,600
    12th                1,000     2,000           3,000  4,500
    13th                1,100     2,200           3,400  5,100
    14th                1,250     2,500           3,800  5,700
    15th                1,400     2,800           4,300  6,400
    16th                1,600     3,200           4,800  7,200
    17th                2,000     3,900           5,900  8,800
    18th                2,100     4,200           6,300  9,500
    19th                2,400     4,900           7,300 10,900
    20th                2,800     5,700           8,500 12,700

Encounter Multipliers
Number of   Number of
  Monsters       Multiplier    Monsters       Multiplier
         1     ×1         7-10  ×2.5
         2     ×1.5        11-14 ×3
       3-6     ×2   15 or more ×4

Adventuring Day XP
      Adj. XP per Day        Adj. XP per Day
Level        per Character  Level             per Character
  1st  300   11th             10,500
  2nd  600   12th             11,500
  3rd               1,200   13th             13,500
  4th               1,700   14th             15,000
  5th               3,500   15th             18,000
  6th               4,000   16th             20,000
  7th               5,000   17th             25,000
  8th               6,000   18th             27,000
  9th               7,500   19th             30,000
 10th               9,000   20th             40,000

Skills
Strength
Athletics

Dexterity
Acrobatics
Sleight of Hand
Stealth

Intelligence
Arcana
History
Investigation
Nature
Religion

Wisdom
Animal Handling
Insight
Medicine
Perception
Survival

Charisma
Deception
Intimidation
Performance
Persuasion

Random NPCs
Appearance
d20 Feature
   1 Distinctive jewelry
   2 Piercings
   3 Flamboyant or
 outlandish clothes
   4 Formal, clean clothes
   5 Ragged, dirty clothes
   6 Pronounced scar
   7 Missing teeth
   8 Missing fingers
   9 Unusual eye color(s)
  10 Tattoos

d20 Feature
  11 Birthmark
  12 Unusual skin color
  13 Bald
  14 Braided beard or hair
  15 Unusual hair color
  16 Nervous eye twitch
  17 Distinctive nose
  18 Distinctive posture 
 (crooked or rigid)
  19 Very beautiful
  20 Very ugly

Interaction Traits
d12 Trait
   1 Argumentative
   2 Arrogant
   3 Blustering
   4 Rude
   5 Curious
   6 Friendly

d12 Trait
   7 Honest
   8 Hot tempered
   9 Irritable
  10 Ponderous
  11 Quiet
  12 Suspicious



Actions in Combat
Attack. Take one of the below actions
Basic Attack: Roll d20 + Str/Dex modifier +proficiency bonus 

vs. target’s AC. If you meet or exceed the AC, roll weapon 
damage and add Str/Dex modifier.

Disarm: Roll a basic attack vs. target’s Strength (Athletics) 
or Dexterity (Acrobatics) check. If you exceed the target’s 
roll it drops an item held in one hand. If the item is held 
in two hands, you have disadvantage on the attack roll. If 
the target is larger than the attacker, it has advantage. If 
smaller, it has disadvantage.

Grapple: Make a Strength (Athletics) check contested by the 
target’s Strength (Athletics) or Dexterity (Acrobatics) 
check. If you exceed the target’s roll,  it is grappled.

Overrun: Make a Strength (Athletics) check contested by 
the target’s Strength (Athletics) check. If you exceed the 
target’s roll, you can move through its space once this turn.

Shove: Make a Strength (Athletics) check contested by the 
target’s Strength (Athletics) or Dexterity (Acrobatics) 
check. If you exceed the target’s roll,  you may knock it 
prone or  push it 5 feet away from you. You can make the 
ability check with disadvantage to move it 5 feet in the 
direction of your choice.

Tumble: Make a Dexterity (Acrobatics) check contested by 
the target’s Dexterity (Acrobatics) check. If you exceed the 
target’s roll,  you can move through its space once this turn.

Cast a Spell. You cast a spell has a casting time of 1 action.
Dash. Use your action to move your speed again.
Disengage. Your movement doesn’t provoke opportunity 

attacks this turn.
Dodge. Until the start of your next turn, attacks against you 

have disadvantage, and your Dexterity saving throws have 
advantage.

Help. You give one creature advantage on one ability check it 
makes before the start of your next turn, or on an attack 
against a target within 5 feet of you.

Hide. Make a Dexterity (Stealth) check to become hidden.
Ready. You prepare one action to take right after a specified 

trigger condition is met. The readied action uses your 
reaction.

Search. Make a Wisdom (Perception) check or an 
Intelligence (Investigation) check to find or spot 
something.

Use an Object. Interact with a second object, or use an 
object that requires an action.

Targets in Areas of Effect
Area    Number of Targets
Cone    Size ÷ 10 (round up)
Cube or square   Size ÷ 5 (round up)
Circle, cylinder, or sphere Radius ÷ 5 (round up)
Line    Length ÷ 30 (round up)

Mob Attacks
d20 Roll Attackers Needed
 Needed    for One to Hit
     1-5   1
    6-12   2
  13-14   3
  15-16   4
  17-18   5
     19                10
     20                20

Improvising Damage
Dice Examples
  1d10 Burned by coals, hit by a falling bookcase, pricked by 
 a poison needle
  2d10 Being struck by lightning, stumbling into a fire pit
  4d10 Hit by falling rubble, stumbling into a vat of acid
10d10 Crushed by compacting walls, hit by whirling steel 
 blades, wading through a lava stream
18d10 Being submerged in lava, being hit by a crashing 
 flying fortress
24d10 Tumbling into a vortex of fire on the Elemental Plane 
 of Fire, being crushed in the jaws of a godlike 
 creature or a moon-sized monster

Damage Severity and Level
    Level Setback      Dangerous      Deadly
  1st–4th    1d10            2d10  4d10
 5th–10th    2d10            4d10           10d10
11th–16th    4d10          10d10           18d10
17th–20th  10d10          18d10           24d10

System Shock
d10 The creature...
   1 Drops to 0 hit points
 2-3 Drops to 0 hit points but is stable
 4-5 Is stunned until the end of its next turn
 6-7 Can’t take reactions and has disadvantage on attack 
 rolls and ability checks until the end of its next turn
8-10 Can’t take reactions until the end of its next turn

Object Armor Class
Substance          AC  Substance          AC
Cloth, paper, rope       11  Iron, steel           19
Crystal, glass, ice         13  Mithral            21
Wood, bone           15  Adamantine           23
Stone            17

Object Hit Points
Size           Fragile Resilient
Tiny (bottle, lock)         2 (1d4)   5 (2d4)
Small (chest, lute)         3 (1d6) 10 (3d6)
Medium (barrel, chandelier)   4 (1d8) 18 (4d8)
Large (cart, 10’×10’ window)  5 (1d10) 27 (5d10)

Lingering Injuries
d20 Injury
    1 Lose an Eye. Disadvantage on ranged attack rolls and 
 Wisdom (Perception) checks relying on sight. It heals 
 with the regenerate spell.
    2 Lose Arm or Hand. Hold only one object at a time, 
 and only in one hand. It heals with the regenerate spell.
    3 Lose a Foot or Leg. Your speed on foot is halved, 
 and you must use a cane, crutch, or prosthetic 
 to walk. After using the Dash action, you fall prone. 
 Disadvantage on Dexterity checks to balance. It heals 
 with the regenerate spell.
    4 Limp. Your speed on foot is reduced by 5 feet. After 
 using the Dash action, if you fail a DC 10 Dexterity 
 saving throw, you fall prone. It heals with any magical 
 healing.
  5-7 Internal Injury. When you take an action, if you fail 
 a DC 15 Constitution saving throw, you lose the 
 action and cannot take reactions until the start of 
 your next turn. It heals with any magical healing, or if 
 you spend 10 days doing nothing but resting.
 8-10 Broken Ribs. This has the same effect as internal 
 injury above, except that the save DC is 10.
11-13 Horrible Scar. You are disfigured, gaining 
 disadvantage on Charisma (Persuasion) checks and 
 advantage on Charisma (Intimidation) checks. It 
 heals with magical healing of 6th level or higher.
14-16 Festering Wound. HP maximum reduced by 1 every 
 24 hours. When it reaches 0, you die. It heals with ten 
 DC 15 Wisdom (Medicine) checks (once per day).
17-20 Minor Scar. No adverse effect.

Critical Hits
d10 (Location) Affected Area    d20 (Severity) Effects
   1  Tail, left leg, or lower left area  1-5  Roll damage dice twice
   2  Tail, right leg, or lower right area                6-10  Knock target prone
   3  Left arm, wing, or flank                11-14  Target’s speed is 0 until end of its next turn
   4  Right arm, wing, or flank                15-16  Target stunned until end of its next turn
 5-6  Abdomen or middle area                   17  Area gains a lingering injury
 7-8  Chest or middle area    18  Roll damage dice a third time
   9  Throat or upper area    19  Target cannot regain hit points
 10  Head or upper area    20  Instant death



Short-term Madness
d100 Effect (lasts 1d10 minutes)
01-20 The character retreats into his or her mind and 
 becomes paralyzed. The effect ends if the character 
 takes any damage.
21-30 The character becomes incapacitated and spends the 
 duration screaming, laughing, or weeping.
31-40 The character becomes frightened and must use his 
 or her action and movement each round to flee from 
 the source of fear.
41-50 The character begins babbling and is incapable of 
 normal speech or spellcasting.
51-60 The character must use his or her action each round 
 to attack the nearest creature.
61-70 The character experiences vivid hallucinations and 
 has disadvantage on ability checks.
71-75 The character does whatever anyone tells him or her 
 to do that isn’t obviously self-destructive.
76-80 The character experiences an overpowering urge to 
 eat something strange such as dirt, slime, or offal.
81-90 The character is stunned.
91-00 The character falls unconscious.

Long-term Madness
d100 Effect (lasts 1d10 10 × 10 hours)
01-10 The character feels compelled to repeat a specific 
 activity over and over, such as washing hands, 
 touching things, praying, or counting coins.
11-20 The character experiences vivid hallucinations and 
 has disadvantage on ability checks.
21-30 The character suffers extreme paranoia. The character 
 has disadvantage on Wisdom and Charisma checks.
31-40 The character regards something (usually the source 
 of madness) with intense revulsion, as if affected by 
 the antipathy effect of the antipathy/sympathy spell.
41-45 The character experiences a powerful delusion.
46-55 The character becomes attached to a “lucky charm,”
 such as a person or an object, and has disadvantage
 on attack rolls, ability checks, and saving throws 
 while more than 30 feet from it.
56-65 The character is blinded (25%) or deafened (75%).
66-75 The character experiences uncontrollable tremors or
 tics, which impose disadvantage on all rolls while 
 more than 30 feet from it.
76-85 The character suffers from partial amnesia. The 
 character knows who he or she is and retains racial 
 traits and class features, but doesn’t recognize other 
 people or remember anything that happened before 
 the madness took effect.
86-90 Whenever the character takes damage, he or she 
 must succeed on a DC 15 Wisdom saving throw or be 
 affected for 1 minute as though he or she failed a 
 saving throw against the confusion spell.
91-95 The character loses the ability to speak.
96-00 The character falls unconscious and cannot wake.

Indefinite Madness
d100 Flaw (lasts until cured)
01-15 “Being drunk keeps me sane.”
16-25 “I keep whatever I find.”
26-30 “I try to become more like someone else—adopting
 his or her style of dress, mannerisms, and name.”
31-35 “I must bend the truth, exaggerate or outright lie to
 be interesting to other people.”
36-45 “Achieving my goal is the only thing of interest to me, 
 and I’ll ignore everything else to pursue it.”
46-50 “I find it hard to care about anything that goes on 
 around me.”
51-55 “I don’t like the way people judge me all the time.”
56-70 “I am the smartest, wisest, strongest, fastest, and most 
 beautiful person I know.”
71-80 “I am convinced that powerful enemies are hunting 
 me, and their agents are everywhere I go. I am sure 
 they’re watching me all the time.”
81-85 “There’s only one person I can trust. And only I can 
 see this special friend.”
86-95 “I can’t take anything seriously. The more serious the 
 situation, the funnier I find it.”
96-00 “I’ve discovered that I really like killing people.”

Gemstones
d12 10 GP Stone
   1 Azurite (opaque mottled deep blue)
   2 Banded agate (translucent stripped brown, blue, 
 white, or red)
   3 Blue quartz (transparent pale blue)
   4 Eye agate (translucent circles of grey, white, brown, 
 blue, or green)
   5 Hematite (opaque grey-black)
   6 Lapis lazuli (opaque light and dark blue with greens)
   7 Malachite (opaque striated light and dark green)
   8 Moss agate (translucent pink or yellow-white
 with mossy grey or green markings
   9 Obsidian (opaque black)
  10 Rhodochrosite (opaque light pink)
  11 Tiger eye (translucent brown with golden center)
  12 Turquoise (opaque light blue-green)
d12 50 GP Stone
   1 Bloodstone (opaque dark grey with red flecks)
   2 Carnelion (opaque orange to red brown)
   3 Chalcedony (opaque white)
   4 Chrysoprase (translucent green)
   5 Citrine (transparent pale yellow-brown)
   6 Jasper (opaque blue, black, or brown)
   7 Moonstone (translucent white with pale blue glow)
   8 Onyx (opaque bands of red and white)
   9 Quartz (transparent white, smoky grey, or yellow)
  10 Sardonyx (opaque bands of red and white)
  11 Star rose quartz (translucent rosy stone with white 
 star-shaped center)
  12 Zircon (transparent pale blue-green)

d10 100 GP Stone
   1 Amber (transparent watery gold to rich gold)
   2 Amethyst (transparent deep purple)
   3 Chrysoberyl (transparent yellow-green to pale green)
   4 Coral (opaque crimson)
   5 Garnet (transparent red, brown-green, or violet)
   6 Jade (translucent light green, deep green, or white)
   7 Jet (opaque deep black)
   8 Pearl (opaque lustrous white, yellow, or pink)
   9 Spinel (transparent red, red-brown, or deep green)
  10 Tourmaline (transparent pale-green, blue, brown, or red)
d6 500 GP Stone
  1 Alexandrite (transparent dark green)
  2 Aquamarine (transparent pale blue-green)
  3 Black pearl (opaque pure black)
  4 Blue spinel (transparent deep blue)
  5 Peridot (transparent rich olive green)
  6 Topaz (transparent golden yellow)
d8 1,000 GP Stone
   1 Black opal (translucent dark green with black 
 mottling and golden flecks)
   2  Blue sapphire (transparent blue-white to medium blue)
   3  Emerald (transparent deep bright green)
   4  Fire opal (translucent fiery red)
   5  Opal (translucent pale blue with green-gold mottling)
   6  Star ruby (ruby with white star-shaped center)
   7  Star sapphire (sapphire with white star-shaped center)
   8  Yellow sapphire (transparent fiery yellow or yellow-
  green)

Individual Treasure
CR 0-4
d100         CP            SP            EP            GP            PP
01-30    5d6 (17)       —           —            —             —
31-60         —    4d6 (14)        —            —             —
61-70         —          —      3d6 (10)       —             —
71-95         —          —            —      3d6 (10)        —
96-00         —          —            —             —       1d6 (3)
CR 5-10
d100         CP            SP            EP            GP            PP
01-30      1,400          —           35            —             —
31-60         —         210           —            70             —
61-70         —          —         105            70             —
71-95         —          —           —           140             —
96-00         —          —           —             70            10
CR 11-16
d100         CP            SP            EP            GP            PP
01-20         —         1,400           —           350           —
21-35         —          —         350           350           —
36-75         —          —         105           700           35
76-00         —          —           —             70            70
CR 17+
d100         CP            SP            EP            GP            PP
01-15         —          —       7,000         2,800          —
16-55         —          —           —         3,500         350
56-00         —          —           —          3,500         700


