Table # Information Manual Page
Basic Statistics

1.1 Ability modifiers & bonus spells Player 8
1.1-1.7 Average scores Player 8-10
3.1 Base save & base attack bonuses Player 22
2.1 Racial ability modifiers Player 12
71 XP awards (single monsters) DM 166
3.2 XP & level-dependent benefits Player 22
PC Classes

3.3 Barbarian Player 25
3.4 Bard Player 27
3.6, 3.7 Cleric Player 30
3.8 Druid Player 34
3.9 Fighter Player 36
3.10, 3.11 Monk Player 38
3.12 Paladin Player 42
3.13 Ranger Player 44
3.15 Rogue Player 46
3.16-3.18 Sorcerer Player 49
3.20 Wizard Player 52
NPC Classes

2.33 Barbarian DM 49
2.34 Bard DM 50
2.35 Cleric DM 51
2.36 Druid DM 52
2.37 Fighter DM 53
2.38 Monk DM 53
2.39 Paladin DM 54
2.40 Ranger DM 54
2.41 Rogue DM 55
2.42 Sorcerer DM 56
2.43 Wizard DM 57
Special Classes

2.17 Adept DM 37
2.22 Apptentice DM 40
2.8 Arcane Archer DM 28
2.18 Aristocrat DM 38
2.9 Assassin DM 29
2.10-2.12 Blackguard DM 30-32
2.19 Commoner DM 38
2.7 Custom races—ability scores equivalencies DM 24
213 Dwarven Defender DM 33
2.20 Expert DM 39
2.14,2.15 Loremaster DM 35
24,25 Monsters as races & PCs DM 22-23
2.16 Shadowdancer DM 36
2.21 Warrior DM 40
Character/Creature Specifics

2.1,2.2 Ability score points cost DM 20
3.10 Creature size and scale on grids DM 67
55 Character traits DM 150

5.1
6.2,6.3
5.1

6.6
2.25-2.27
53,54
4.2

4.1

6.4, 6.5

Character wealth (NPCs, starting PCs)
Deities by race, by class

Feats

Height & weight

Leadership (followers)

NPC attitude

Skills

Skills—points

Starting age, age effects

Equipment, Market, Goods and Services

5.6
7.5

2.24
7.4

6.2
7.10
6.5-6.7
6.3, 6.4
8.17

Magic ltems
8.38, 8.39
8.31-8.35
8.37

8.36
8.3-8.7
8.40
8.10-8.16
8.28-8.30
8.18-8.20
8.41, 842
8.24-8.25
8.21-8.23
8.43,8.44
8.27

8.45, 8.46

Additional goods and services
Armor

Armor—donning
Armor—Specific armors and shields
Coins (money)

Hiring fees

Light source ranges
Market—Containers
Market—General Store
Market—Special items
Market—Trade goods

NPC gear value

Starting equipment

Weapons

Weapons—Asian
Weapons—Grenade-like
Weapons—Modern and futuristic
Weapons—Renaissance
\Weapons—Specific

Cursed items

Intelligent items

Intelligent items ego

Intelligent item special powers
Magic armors and shiels
Magic item value

Magic weapons

Minor wondrous items
Potions, Rings, Rods
Potions—value

Scrolls

Scrolls—type, numbers of spells per and level
Scrolls—value

Wands

Wands value

Building and Materials

4.4

4.9
4.5,4.6
4.10
4.3

Doors

Doors—types

Dongeon dressings, features and finish
Room contents

Walls

DM
Player
Player
Player
DM
DM
Player
Player
Player

DM
Player
Player
DM
Player

Player
Player
Player
Player
Player
DM

DM

Player

Player
DM
DM
DM

DM
DM
DM
DM
DM
DM
DM

DM
DM
DM
DM
DM
DM

DM
DM
DM
DM
DM

145

79
93
45
149
59
58
93

151
104
105

182-183

96
149
144
110
108
114

06

58

43

98-99
161
114
164
162
188

231-233
228-230
230
230
180
242
184-186
208-210
191-196
244
200-203
204
245
206
246

108
119
112-113
119
107



Combat and Actions

8.8

8.7

8.1

8.4
8.3
8.5, 8.6
8.11
8.12, 8.14
8.9
8.16
8.2
8.13
3.8-3.9
3.18
3.3-3.7
3.11
3.15
101
3.22
3.23
3.1-3.2
7.2-79

Challenge Rating

Combat—Attack Roll modifiers
Combat—Creature size & scale
Combat—Fondamental actions
Combat—Misc actions
Combat—~Partial actions
Combat—Scale, Speed
Combat—Size & AC modifiers
Combat—Substance, object hardness
Combat—Taking cover
Combat—Turning undead
Combat—Two-weapon fighting penalties
Combat—Weapon hardness
Dammage—based on size, area
Dammage—Tfrom falling objects

Fire range, path & deviation

Flight maneuverability

Listen checks

Magical attacks—Items affected
Maximum dammage—for Arcane spells
Maximum dammage—for Divine spells
Spotting distance & difficulty

Treasur e table (complete list)

Treasure table (quick list)

Physionomic Attacks

3.14
3.16

Random Encounters, Locations, Traps, Magic & Weather

6.1
4.1,4.2
2.28-2.29
2.30-2.31
4.35

413
4.15-4.34
8.2
4.40-4.46
4.11,4.12
4.7

3.19

Diseases
Poisons

Community sizes

Encounter number, difficulty
NPC—alignment, class
NPC—good, neutral & evil race or kind
Random—dragons
Random—encounter master table
Random—encounter table by level
Random—magic item
Random—towns

Traps—by CR

Traps—spells

Weather

Movements and Terrain

9.1,9.2
4.36

9.4

9.6

9.3

9.5

4.37

4.38, 4.39
3.17

Carrying capacity, load checks
Encounter chance table
Movement—hampered
Movement—mounts & vehicles
Movement—speed
Movement—terrain modifiers
Terrain modifiers to encounter levels
Wilderness encounter list
Environment, Wind & other dangers

Player  Apndx p.2

Player 132
Player 131
Player 122
Player 128
Player 127
Player 130
Player 136
Player 136
Player 133
Player 140
Player 125
Player 136
DM 67
DM 89
DM 65-66
DM 69
DM 78
Player 150
DM 95
DM 96
DM 60
DM 170-172

Player Apndx p.10

DM 75
DM 80
DM 155
DM 101-102
DM 47
DM 48-49
DM 126
DM 120
DM 122-125
DM 179
DM 137-140
DM 119
DM 117
DM 89
Player 142
DM 132
Player 143
Player 143
Player 143
Player 143
DM 133
DM 1.33-136
DM 85-89




