OSRIC/AD&D: Compiled Character Tables





Strength
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%


19

+3
+7

485

640
16(8)
50%
Hill Giant


20

+3
+8

535

700
17(10)
60%
Stone Giant


21

+4
+9

635

810
17(12)
70%
Frost Giant


22

+4
+10

785

970
18(14)
80%
Fire Giant


23

+5
+11

935

1,130
18(16)
90%
Cloud Giant


24

+6
+12

1,235

1,440
19(17)
95%
Storm Giant


25

+7
+14

1,535

1,750
19(18)
99%
Titan

Dexterity
Reaction
Missile Atk.
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


7-14

 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

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

Score

Lang.
Level
Learn Spell
Spells/Level
Immunity






  1


  0*
--
  --


--
    --

  2-8


  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
9th
 95%


All
1st-level

20


  9
9th
 96%


All
2nd-level

21


10
9th
 97%


All
3rd-level

22


11
9th
 98%


All
4th-level

23


12
9th
 99%


All
5th-level

24


15
9th
100%


All
6th-level

25


20
9th
100%


All
7th-level

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

Wisdom
Magical Def.
Bonus

% 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, death spell, mass charm

Charisma
Max. # of
Loyalty
Reaction


Score
Henchmen
Base

Adjustment









  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


  9-11  
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

Racial Ability Requirements











Ability

Dwarf

 Elf

Gnome
Half-Elf
Halfling
Strength
 8/18

3/18

  6/18

   3/18
 
   7/18 *

Dexterity
 3/17

6/18

  3/18

   6/18
 
   7/18

Constitution
11/18

7/18
  
  8/18

   6/18

  10/18

Intelligence
 3/18

8/18

  6/18

   4/18

   6/18

Wisdom
 3/18

3/18

  3/18

   3/18
 
   3/17

Charisma
 3/17

8/18

  3/18

   3/18
 
   3/18


* Halfling fighters do not roll for exceptional Strength.
Racial Ability Adjustments

Constitution Saving Throw Bonuses




Race

Adjustments


Constitution Score

Saving Throw Bonus
Dwarf

+1 Constitution; -1 Charisma
4-6



+1
Elf


+1 Dexterity; -1 Constitution
7-10



+2
Gnome

+1 Intelligence; -1 Wisdom
11-13



+3
Halfling
+1 Dexterity; -1 Strength

14-17



+4





18-19



+5
Class Ability Minimums











Class

Str
Dex
Con
Int
Wis
Cha
Class

Str
Dex
Con
Int
Wis
Cha
Fighter

9
-- 
--
--
--
--
Paladin

12
--
9
--
13
17

Ranger

13
13
14
--
14
--
Mage

--
--
--
9
--
--

Specialist
Var
Var
Var
Var
Var
Var
Cleric

--
--
--
--
9
--

Druid

--
--
--
--
12
15
Thief
--
9
--
--
--
--

Bard

--
12
--
13
--
15


Warrior Experience

   
















   Paladin/


Level

     Fighter
   Ranger
Hit Dice (d10)

  1


        
  0
             0
  1


  2


       2,000
       2,250
  2


  3

 
       4,000
       4,500
  3


  4


       8,000   
       9,000
  4


  5


     16,000
     18,000
  5


  6


     32,000
     36,000
  6


  7


     64,000
     75,000
  7


  8


   125,000
   150,000
  8


  9


   250,000
   300,000
  9


10


   500,000
   600,000
9+3


11


   750,000
   900,000
9+6


12


1,000,000
1,200,000
9+9


13


1,250,000
1,500,000
9+12


14


1,500,000
1,800,000
9+15


15


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


16


2,000,000
2,400,000
9+21


17


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


18


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


19


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


20


3,000,000
3,600,000
9+33
Warrior Melee Attacks per Round










Base: 
Level 1-6: 
1/round



Specialist:
Level 1-6:

3/2 rounds



Level 7-12: 
3/2 rounds





Level 7-12:

2/1 rounds



Level 13+: 
2/round





Level 13+:

5/2 rounds
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

Wizard Experience Levels




















Wizard Spell Progression
Level
Mage/Specialist
Hit Dice (d4)
1
2
3
4
5
6
7
8
9

  1

              0

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

  2

       2,500

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

  3

       5,000

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

  4

     10,000

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

  5

     20,000

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

  6

     40,000

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

  7

     60,000

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

  8

     90,000

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

  9

   135,000

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

10

   250,000

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

11

   375,000

10+1
4
4
4
3
3
--
--
--
--

12

   750,000

10+2
4
4
4
4
4
1
--
--
--

13

1,125,000

10+3
5
5
5
4
4
2
--
--
--

14

1,500,000

10+4
5
5
5
4
4
2
1
--
--

15

1,875,000

10+5
5
5
5
5
5
2
1
--
--

16

2,250,000

10+6
5
5
5
5
5
3
2
1
--

17

2,625,000

10+7
5
5
5
5
5
3
3
2
--

18

3,000,000

10+8
5
5
5
5
5
3
3
2
1

19

3,375,000

10+9
5
5
5
5
5
3
3
3
1

20

3,750,000

10+10
5
5
5
5
5
4
3
3
2
Wizard Specialist Requirements










Specialist

School

Race

Min. Score
Opposition School(s)
Abjurer
Abjuration
H
15 Wis
Alteration & Illusion

Conjurer
Conj./Summ.
H, ½ E
15 Con
Gr. Divin. & 





Invocation

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

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





Necromancy

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





Abjur.

Invoker
Invoc./Evoc.
H
16 Con
Ench./Charm & 





Conj./Summ.

Necromancer
Necromancy
H
16 Wis
Illusion & 





Ench./Charm

Transmuter
Alteration
H, ½ E
15 Dex
Abjuration & 





Necromancy
Priest Experience Levels


















Hit Dice
Priest Spell Progression

Level
     Cleric              Druid
(d8)

1
2
3
4
5
6**
7***

  1

             0

  0
  1

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

  2

       1,500
       2,000
  2

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

  3

       3,000
       4,000
  3

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

  4

       6,000
       7,500
  4

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

  5

     13,000
     12,500
  5

3
3
1
--
--
--
--

  6

     27,500
     20,000
  6

3
3
2
--
--
--
--

  7

     55,000
     35,000
  7

3
3
2
1
--
--
--

  8

   110,000
     60,000
  8

3
3
3
2
--
--
--

  9
 
   225,000
     90,000
  9

4
4
3
2
1
--
--

10
 
   450,000
   125,000
9+2

4
4
3
3
2
--
--

11

   675,000
   200,000
9+4

5
4
4
3
2
1
--

12

   900,000
   300,000
9+6

6
5
5
3
2
2
--

13

1,125,000
   750,000
9+8

6
6
6
4
2
2
--

14

1,350,000
1,500,000
9+10

6
6
6
5
3
2
1

15

1,575,000
3,000,000
9+12

6
6
6
6
4
2
1

16

1,800,000
3,500,000
9+14

7
7
7
6
4
3
1

17

2,025,000
500,000*
9+16

7
7
7
7
5
3
2

18

2,250,000
1,000,000
9+18

8
8
8
8
6
4
2

19

2,475,000
1,500,000
9+20

9
9
8
8
6
4
2

20

2,700,000
2,000,000
9+22

9
9
9
8
7
5
2

* See section on hierophant druids under "Druids" in this chapter



** Usable only by priests with 17 or greater Wisdom.


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

Rogue Experience Levels




















Bard Spell Progression

Level
Thief/Bard
Hit Dice (d6)

1
2
3
4
5
6

  1

              0
   1


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

  2

       1,250
   2


1
--
--
--
--
--

  3

       2,500
   3


2
--
--
--
--
--

  4

       5,000  
   4


2
1
--
--
--
--

  5

     10,000
   5


3
1
--
--
--
--

  6

     20,000
   6


3
2
--
--
--
--

  7

     40,000
   7


3
2
1
--
--
--

  8

     70,000    
   8


3
3
1
--
--
--

  9

   110,000
   9


3
3
2
--
--
--

10

   160,000
  10


3
3
2
1
--
--

11

   220,000
10+2


3
3
3
1
--
--

12

   440,000
10+4


3
3
3
2
--
--

13
  
   660,000
10+6


3
3
3
2
1
--

14

   880,000
10+8


3
3
3
3
1
--

15

1,100,000
10+10


3
3
3
3
2
--

16

1,320,000
10+12


4
3
3
3
2
1

17

1,540,000
10+14


4
4
3
3
3
1

18

1,760,000
10+16


4
4
4
3
3
2

19

1,980,000
10+18


4
4
4
4
3
2

20

2,200,000
10+20


4
4
4
4
4
3

Thieving Skill Base Scores


Bard Abilities






Skill



Base Score


Skill


Base Score
Pick Pockets

15%



Climb Walls

50%
Open Locks

10%



Detect Noise

20%
Find/Remove Traps
  5%



Pick Pockets

10%
Move Silently

10%



Read Languages
5%
Hide in Shadows
  5%

Detect Noise

15%



Thief Backstab Multiplier:




Climb Walls

60%



Level:

1-4
5-8
9-12
13+
Read Languages
  0%



Damage:
X2
X3
X4
X5
Thieving Skill Racial Adjustments










Skill



Dwarf

Elf

Gnome
Half-elf        Halfling
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%
Thieving Skill Dexterity Adjustments










Dexterity
Pick Pockets
Open Locks
F/R Traps
Move Silently
Hide in 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%

Thieving Skill Armor Adjustments













Padded, Hide or
Chain mail*

Skill
No Armor
Elven Chain
Studded Leather
/Ring Mail*
Pick Pockets
+5%
-20%
-30%
-25%

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

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

Move Silently
+10%
-10%
-20%
-15%

Hide in Shadows
+5%
-10%
-20%
-15%

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

Climb Walls
+10%
-20%
-30%
-25%

Read Languages
--
--
--
--


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

* Bards (only) in non-elven chain mail suffer an additional -5% penalty.

Initial Character Funds












Class Group:

Warrior
Wizard

Rogue

Priest

Starting Wealth:
5d4 x 10 gp
(1d4+1) x 10 gp
2d6 x 10 gp
3d6 x 10 gp

*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.

Armor Class Ratings












Type of Armor







     AC Rating
None
10

Shield only
9

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
2

Field plate armor + shield, full plate
1

Full plate armor + shield
0
CALCULATED THAC0S
















       Level

Group
1
2
3
4
5
6
7
8
9
10
11
12
13
14
15
16
17
18
19
20
Priest
20
20
20
18
18
18
16
16
16
14
14
14
12
12
12
10
10
10
8
8

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

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

Wizard
20
20
20
19
19
19
18
18
18
17
17
17
16
16
16
15
15
15
14
14

Turning Undead













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.


**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.
Character Saving Throws











Character Class and
Paral/Poison,
Rod, Staff,
Petrification
Breath

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

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 
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  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  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

*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.
  
Proficiency Slots

















     Weapon



  Nonweapon





  Proficiencies

  

Proficiencies

Group

Initial
#Levels
Penalty
Initial
#Levels
Warrior
4
    3

  -2

   3
    3

Wizard

1
    6

  -5

   4
    3

Priest

2
    4

  -3

   4
    3

Rogue

2
    4

  -3

   3
    4

Nonweapon Proficiency Groups










General






# of Slots
Relevant
Check

Proficiency

Required
Ability

Modifier
Agriculture
1
Intelligence
 0

Animal Handling
1
Wisdom
-1

Animal Training
1
Wisdom
 0

Artistic Ability
1
Wisdom
 0

Blacksmithing
1
Strength
 0

Brewing
1
Intelligence
 0

Carpentry
1
Strength
 0

Cobbling
1
Dexterity
 0

Cooking
1
Intelligence
 0

Dancing
1
Dexterity
 0

Direction Sense
1
Wisdom
+1

Etiquette
1
Charisma
 0

Fire-building
1
Wisdom
-1

Fishing
1
Wisdom
-1

Heraldry
1
Intelligence
 0

Languages, Modern
1
Intelligence
 0

Leatherworking
1
Intelligence
 0

Mining
2
Wisdom
-3

Pottery
1
Dexterity
-2

Riding, Airborne
2
Wisdom
-2

Riding, Land-based
1
Wisdom
+3

Rope Use
1
Dexterity
 0

Seamanship
1
Dexterity
+1

Seamstress/Tailor
1
Dexterity
-1

Singing
1
Charisma
 0

Stonemasonry
1
Strength
-2

Swimming
1
Strength
 0

Weather Sense
1
Wisdom
-1

Weaving
1
Intelligence
-1 

Priest






# of Slots
Relevant
Check

Proficiency

Required
Ability

Modifier
Ancient History
1
Intelligence
-1

Astrology
2
Intelligence
 0

Engineering
2
Intelligence
-3

Healing
2
Wisdom
-2

Herbalism
2
Intelligence
-2

Languages, Ancient
1
Intelligence
 0

Local History
1
Charisma
 0

Musical Instrument
1
Dexterity
-1

Navigation
1
Intelligence
-2

Reading/Writing
1
Intelligence
+1

Religion
1
Wisdom
 0

Spellcraft
1
Intelligence
-2 

Rogue






# of Slots
Relevant
Check

Proficiency

Required
Ability

Modifier
Ancient History
1
Intelligence
-1

Appraising
1
Intelligence
 0

Blind-fighting
2
NA
NA

Disguise
1
Charisma
-1

Forgery
1
Dexterity
-1

Gaming
1
Charisma
 0

Gem Cutting
2
Dexterity
-2

Juggling
1
Dexterity
-1

Jumping
1
Strength
 0

Local History
1
Charisma
 0

Musical Instrument
1
Dexterity
-1

Reading Lips
2
Intelligence
-2

Set Snares
1
Dexterity
-1

Tightrope Walking
1
Dexterity
 0

Tumbling
1
Dexterity
 0

Ventriloquism
1
Intelligence
-2 

Warrior






# of Slots
Relevant
Check

Proficiency

Required
Ability

Modifier
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

Mountaineering
1
NA
NA

Navigation
1
Intelligence
-2

Running
1
Constitution
-6

Set Snares
1
Intelligence
-1

Survival
2
Intelligence
 0

Tracking
2
Wisdom
 0

Weaponsmithing
3
Intelligence
-3 

Wizard






# of Slots
Relevant
Check

Proficiency

Required
Ability

Modifier
Ancient History
1
Intelligence
-1

Astrology
2
Intelligence
 0

Engineering
2
Intelligence
-3

Gem Cutting
2
Dexterity
-2

Herbalism
2
Intelligence
-2

Languages, Ancient
1
Intelligence
 0

Navigation
1
Intelligence
-2

Reading/Writing
1
Intelligence
+1

Religion
1
Wisdom
 0

Spellcraft
1
Intelligence
-2

Nonweapon Proficiency Group Crossovers


Class


Proficiency Groups
Fighter
Warrior, General

Paladin
Warrior, Priest, General

Ranger
Warrior, Wizard, General

Cleric
Priest, General

Druid
Priest, Warrior, General

Mage
Wizard, General

Illusionist
Wizard, General

Thief
Rogue, General

Bard
Rogue, Warrior, Wizard, General

Weapon Tables


















Weapons








Weight

Speed
Damage

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





Arquebus 3
500 gp
10
M
P
15
1d10
1d10

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

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

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

   Needle
2 cp
*
S
P
--
1
1

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

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

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

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

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

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

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

Club
--
3
M
B
4
1d6
1d3

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

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

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

   Heavy quarrel
2 sp
*
S
P
--
1d4+1
1d6+1

   Heavy crossbow
50 gp
14
M
--
10
--
--

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

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

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

Dart
5 sp
½
S
P
2
1d3
1d2

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

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

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

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

Harpoon
20 gp
6
L
P
7
2d4
2d6

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

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

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

Javelin
5 sp
2
M
P
4
1d6
1d6

Knife
5 sp
½
S
P/S
2
1d3
1d2

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

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

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

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

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

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

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

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

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

   Bardiche
7 gp
12
L
S
9
2d4
2d6

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

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

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

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

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

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

   Guisarme
5 gp
8
L
S
8
2d4
1d8

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

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

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

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

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

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






Weapons








Weight

Speed
Damage

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





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

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

   Voulge
5 gp
12
L
S
10
2d4
2d4

Quarterstaff
--
4
L
B
4
1d6
1d6

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

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

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

   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

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

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

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

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

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

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

   Khopesh
10 gp
7
M
S
9
2d4
1d6

   Long sword
15 gp
4
M
S
5
1d8
1d12

   Scimitar
15 gp
4
M
S
5
1d8
1d8

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

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

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

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

Whip
1 sp
2
M
--
8
1d2
1


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.

Missile Weapon Ranges


















 Range (yards)

Weapon

ROF
S
M
L
Arquebus

1/3
50
150
210

Blowgun

2/1
10
20
30

Comp. long bow,


flight arrow

2/1
60
120
210

Comp. long bow,


sheaf arrow

2/1
40
80
170

Comp. short bow
2/1
50
100
180

Longbow,


flight arrow

2/1
70
140
210

Longbow,


sheaf arrow

2/1
50
100
170

Short bow

2/1
50
100
150

Club



1
10
20
30

Hand crossbow
1
20
40
60







 Range (yards)

Weapon

ROF
S
M
L
Heavy crossbow
1/2
80
160
240

Light crossbow
1
60
120
180

Dagger


2/1
10
20
30

Dart



3/1
10
20
40

Hammer

1
10
20
30

Hand axe

1
10
20
30

Harpoon

1
10
20
30

Javelin


1
20
40
60

Knife


2/1
10
20
30

Sling bullet

1
50
100
200

Sling stone

1
40
80
160

Spear


1
10
20
30

Staff sling bullet
2/1
--
30-60
90

Staff sling stone
2/1
--
30-60
90

Wizard Spells by School

Abjuration


Alarm (1st)

Cantrip (1st)

Protection From Evil (1st)

Protection From Cantrips (2nd)

Dispel Magic (3rd)

Non-Detection (3rd)

Protection From Evil, 10-foot Radius (3rd)

Protection From Normal Missiles (3rd)

Fire Trap (4th)

Minor Globe of Invulnerability (4th)

Remove Curse (4th)

Avoidance (5th)

Dismissal (5th)

Anti-Magic Shell (6th)

Globe of Invulnerability (6th)

Repulsion (6th)

Banishment (7th)

Sequester (7th)

Spell Turning (7th)

Mind Blank (8th)

Serten's Spell Immunity (8th)

Imprisonment (9th)

Prismatic Sphere (9th)

Alteration


Affect Normal Fires (1st)

Burning Hands (1st)

Cantrip (1st)

Color Spray (1st)

Comprehend Languages (1st)

Dancing Lights (1st)

Enlarge (1st)

Erase (1st)

Feather Fall (1st)

Gaze Reflection (1st)

Hold Portal (1st)

Jump (1st)

Light (1st)

Mending (1st)

Message (1st)

Shocking Grasp (1st)

Spider Climb (1st)

Wizard Mark (1st)

Alter Self (2nd)

Continual Light (2nd)

Darkness, 15-foot Radius (2nd)

Deeppockets (2nd)

Fog Cloud (2nd)

Fools' Gold (2nd)

Irritation (2nd)

Knock (2nd)

Levitate (2nd)

Magic Mouth (2nd)

Pyrotechnics (2nd)

Rope Trick (2nd)

Shatter (2nd)

Strength (2nd)

Whispering Wind (2nd)

Wizard Lock (2nd)

Blink (3rd)

Delude (3rd)

Explosive Runes (3rd)

Fly (3rd)

Gust of Wind (3rd)

Haste (3rd)

Infravision (3rd)

Item (3rd)

Leomund's Tiny Hut (3rd)

Melf's Minute Meteors (3rd)

Secret Page (3rd)

Slow (3rd)

Tongues (3rd)

Water Breathing (3rd)

Wind Wall (3rd)

Wraithform (3rd)

Dimension Door (4th)

Extension I (4th)

Fire Shield (4th)

Leomund's Secure Shelter (4th)

Massmorph (4th)

Otiluke's Resilient Sphere (4th)

Plant Growth (4th)

Polymorph Other (4th)

Polymorph Self (4th)

Rainbow Pattern (4th)

Rary's Mnemonic Enhancer (4th)

Solid Fog (4th)

Stoneskin (4th)

Vacancy (4th)

Wizard Eye (4th)

Airy Water (5th)

Animal Growth (5th)

Avoidance (5th)

Distance Distortion (5th)

Extension II (5th)

Fabricate (5th)

Leomund's Secret Chest (5th)

Passwall (5th)

Stone Shape (5th)

Telekinesis (5th)

Teleport (5th)

Transmute Rock to Mud (5th)

Control Weather (6th)

Death Fog (6th)

Disintegrate (6th)

Extension III (6th)

Glassee (6th)

Guards and Wards (6th)

Lower Water (6th)

Mirage Arcana (6th)

Mordenkainen's Lucubration (6th)

Move Earth (6th)

Otiluke's Freezing Sphere (6th)

Part Water (6th)

Project Image (6th)

Stone to Flesh (6th)

Tenser's Transformation (6th)

Transmute Water to Dust (6th)

Duo-Dimension (7th)

Mordenkainen's Magnificent Mansion (7th)

Phase Door (7th)

Reverse Gravity (7th)

Statue (7th)

Teleport Without Error (7th)

Vanish (7th)

Glassteel (8th)

Incendiary Cloud (8th)

Otiluke's Telekinetic Sphere (8th)

Permanency (8th)

Polymorph Any Object (8th)

Sink (8th)

Crystalbrittle (9th)

Mordenkainen's Disjunction (9th)

Shape Change (9th)

Succor (9th)

Temporal Stasis (9th)

Time Stop (9th)

Conjuration/Summoning

Armor (1st)

Cantrip (1st)

Find Familiar (1st)

Grease (1st)

Mount (1st)

Unseen Servant (1st)

Glitterdust (2nd)

Melf's Acid Arrow (2nd)

Summon Swarm (2nd)

Flame Arrow (3rd)

Monster Summoning I (3rd)

Phantom Steed (3rd)

Sepia Snake Sigil (3rd)

Evard's Black Tentacles (4th)

Monster Summoning III (5th)

Mordenkainen's Faithful Hound (5th)

Summon Shadow (5th)

Conjure Animals (6th)

Ensnarement (6th)

Invisible Stalker (6th)

Monster Summoning IV (6th)

Drawmij's Instant Summons (7th)

Limited Wish (7th)

Monster Summoning V (7th)

Mordenkainen's Magnificent Mansion (7th)

Power Word, Stun (7th)

Prismatic Spray (7th)

Maze (8th)

Monster Summoning VI (8th)

Power Word, Blind (8th)

Prismatic Wall (8th)

Symbol (8th)

Trap the Soul (8th)

Gate (9th)

Monster Summoning VII (9th)

Power Word, Kill (9th)

Prismatic Sphere (9th)

Wish (9th)

Enchantment/Charm

Cantrip (1st)

Charm Person (1st)

Friends (1st)

Hypnotism (1st)

Sleep (1st)

Taunt (1st)

Bind (2nd)

Deeppockets (2nd)

Forget (2nd)

Ray of Enfeeblement (2nd)

Scare (2nd)

Tasha's Uncontrollable Hideous Laughter (2nd)

Hold Person (3rd)

Suggestion (3rd)

Charm Monster (4th)

Confusion (4th)

Emotion (4th)

Enchanted Weapon (4th)

Fire Charm (4th)

Fumble (4th)

Leomund's Secure Shelter (4th)

Magic Mirror (4th)

Chaos (5th)

Domination (5th)

Fabricate (5th)

Feeblemind (5th)

Hold Monster (5th)

Leomund's Lamentable Belaborment (5th)

Enchant an Item (6th)

Eyebite (6th)

Geas (6th)

Guards and Wards (6th)

Mass Suggestion (6th)

Charm Plants (7th)

Shadow Walk (7th)

Antipathy-Sympathy (8th)

Binding (8th)

Demand (8th)

Mass Charm (8th)

Otto's Irresistible Dance (8th)

Sink (8th)

Mordenkainen's Disjunction (9th)

Succor (9th)

Illusion/Phantasm

Audible Glamer (1st)

Cantrip (1st)

Change Self (1st)

Nystul's Magical Aura (1st)

Phantasmal Force (1st)

Spook (1st)

Ventriloquism (1st)

Blindness (2nd)

Blur (2nd)

Deafness (2nd)

Fools' Gold (2nd)

Hypnotic Pattern (2nd)

Improved Phantasmal Force (2nd)

Invisibility (2nd)

Leomund's Trap (2nd)

Mirror Image (2nd)

Misdirection (2nd)

Whispering Wind (2nd)

Illusionary Script (3rd)

Invisibility, 10-foot Radius (3rd)

Phantom Steed (3rd)

Spectral Force (3rd)

Wraithform (3rd)

Fear (4th)

Hallucinatory Terrain (4th)

Illusionary Wall (4th)

Improved Invisibility (4th)

Minor Creation (4th)

Phantasmal Killer (4th)

Rainbow Pattern (4th)

Shadow Monsters (4th)

Vacancy (4th)

Advanced Illusion (5th)

Demi-Shadow Monsters (5th)

Dream (5th)

Major Creation (5th)

Seeming (5th)

Shadow Door (5th)

Shadow Magic (5th)

Demi-Shadow Magic (6th)

Eyebite (6th)

Mirage Arcana (6th)

Mislead (6th)

Permanent Illusion (6th)

Programmed Illusion (6th)

Project Image (6th)

Shades (6th)

Veil (6th)

Mass Invisibility (7th)

Sequester (7th)

Shadow Walk (7th)

Simulacrum (7th)

Screen (8th)

Weird (9th)

Invocation/Evocation

Alarm (1st)

Cantrip (1st)

Magic Missile (1st)

Shield (1st)

Tenser's Floating Disc (1st)

Wall of Fog (1st)

Flaming Sphere (2nd)

Stinking Cloud (2nd)

Web (2nd)

Fireball (3rd)

Lightning Bolt (3rd)

Melf's Minute Meteors (3rd)

Dig (4th)

Fire Shield (4th)

Fire Trap (4th)

Ice Storm (4th)

Otiluke's Resilient Sphere (4th)

Shout (4th)

Wall of Fire (4th)

Wall of Ice (4th)

Bigby's Interposing Hand (5th)

Cloudkill (5th)

Cone of Cold (5th)

Dream (5th)

Leomund's Lamentable Belaborment (5th)

Sending (5th)

Wall of Force (5th)

Wall of Iron (5th)

Wall of Stone (5th)

Bigby's Forceful Hand (6th)

Chain Lightning (6th)

Contingency (6th)

Death Fog (6th)

Enchant an Item (6th)

Guards and Wards (6th)

Otiluke's Freezing Sphere (6th)

Tenser's Transformation (6th)

Bigby's Grasping Hand (7th)

Delayed Blast Fireball (7th)

Forcecage (7th)

Limited Wish (7th)

Mordenkainen's Sword (7th)

Bigby's Clenched Fist (8th)

Binding (8th)

Incendiary Cloud (8th)

Otiluke's Telekinetic Sphere (8th)

Astral Spell (9th)

Bigby's Crushing Hand (9th)

Energy Drain (9th)

Meteor Swarm (9th)

Lesser/Greater Divination

Cantrip (1st)

Detect Magic (1st)

Detect Undead (1st)

Identify (1st)

Read Magic (1st)

Detect Evil (2nd)

Detect Invisibility (2nd)

ESP (2nd)

Know Alignment (2nd)

Locate Object (2nd)

Clairaudience (3rd)

Clairvoyance (3rd)

Detect Scrying (4th)

Magic Mirror (4th)

Contact Other Plane (5th)

False Vision (5th)

Legend Lore (6th)

True Seeing (6th)

Vision (7th)

Screen (8th)

Foresight (9th)

Necromancy


Cantrip (1st)

Chill Touch (1st)

Detect Undead (1st)

Spectral Hand (2nd)

Feign Death (3rd)

Hold Undead (3rd)

Vampiric Touch (3rd)

Contagion (4th)

Enervation (4th)

Animate Dead (5th)

Magic Jar (5th)

Summon Shadow (5th)

Death Spell (6th)

Reincarnation (6th)

Control Undead (7th)

Finger of Death (7th)

Clone (8th)

Energy Drain (9th)

Priest Spells by Sphere

All




Bless (1st)

Combine (1st)

Detect Evil (1st)

Purify Food & Drink (1st)

Atonement (5th)

Animal



Animal Friendship (1st)

Invisibility to Animals (1st)

Locate Animals or Plants (1st)

Charm Person or Mammal (2nd)

Messenger (2nd)

Snake Charm (2nd)

Speak With Animals (2nd)

Hold Animals (2nd)

Hold Animals (3rd)

Summon Insects (3rd)

Animal Summoning I (4th)

Call Woodland Beings (4th)

Giant Insect (4th)

Repel Insects (4th)

Animal Growth (5th)

Animal Summoning II (5th)

Animal Summoning III (6th)

Anti-Animal Shell (6th)

Creeping Doom (7th)

Astral



Plane Shift (5th)

Astral Spell (7th)

Charm



Command (1st)

Remove Fear (1st)

Enthrall (2nd)

Hold Person (2nd)

Cloak of Bravery (4th)

Free Action (4th)

Imbue With Spell Ability (4th)

Quest (5th)

Confusion (7th)

Exaction (7th)

Combat



Magical Stone (1st)

Shillelagh (1st)

Chant (2nd)

Spiritual Hammer (2nd)

Prayer (3rd)

Flame Strike (5th)

Insect Plague (5th)

Holy Word (7th)

Creation



Create Food & Water (3rd)

Animate Object (6th)

Blade Barrier (6th)

Heroes' Feast (6th)

Wall of Thorns (6th)

Changestaff (7th)

Chariot of Sustarre (7th)

Divination


Detect Magic (1st)

Detect Poison (1st)

Detect Snares & Pits (1st)

Locate Animals or Plants (1st)

Augury (2nd)

Detect Charm (2nd)

Find Traps (2nd)

Know Alignment (2nd)

Speak With Animals (2nd)

Locate Object (3rd)

Speak With Dead (3rd)

Detect Lie (4th)

Divination (4th)

Reflecting Pool (4th)

Tongues (4th)

Commune (5th)

Commune With Nature (5th)

Magic Font (5th)

True Seeing (5th)

Find the Path (6th)

Speak With Monsters (6th)

Elemental


Create Water (1st)

Dust Devil (2nd)

Fire Trap (2nd)

Flame Blade (2nd)

Heat Metal (2nd)

Produce Flame (2nd)

Flame Walk (3rd)

Meld Into Stone (3rd)

Protections From Fire (3rd)

Pyrotechnics (3rd)

Stone Shape (3rd)

Water Breathing (3rd)

Water Walk (3rd)

Lower Water (4th)

Produce Fire (4th)

Air Walk (5th)

Commune with Nature (5th)

Spike Stones (5th)

Transmute Rock to Mud (5th)

Wall of Fire (5th)

Conjure Fire Elemental (6th)

Fire Seeds (6th)

Part Water (6th)

Stone Tell (6th)

Transmute Water to Dust (6th)

Animate Rock (7th)

Chariot of Sustarre (7th)

Conjure Earth Elemental (7th)

Earthquake (7th)

Fire Storm (7th)

Transmute Metal to Wood (7th)

Wind Walk (7th)

Guardian


Silence, 15-foot Radius (2nd)

Wyvern Watch (2nd)

Glyph of Warding (3rd)

Blade Barrier (6th)

Symbol (7th)

Healing



Cure Light Wounds (1st)

Slow Poison (2nd)

Cure Serious Wounds (4th)

Neutralize Poison (4th)

Cure Critical Wounds (5th)

Heal (6th)

Necromantic


Invisibility to Undead (1st)

Aid (2nd)

Animate Dead (3rd)

Cure Blindness or Deafness (3rd)

Cure Disease (3rd)

Feign Death (3rd)

Negative Plane Protection (3rd)

Raise Dead (5th)

Regenerate (7th)

Reincarnate (7th)

Restoration (7th)

Resurrection (7th)

Plant




Entangle (1st)

Pass Without Trace (1st)

Shillelagh (1st)

Barkskin (2nd)

Goodberry (2nd)

Trip (2nd)

Warp Wood (2nd)

Plant Growth (3rd)

Snare (3rd)

Spike Growth (3rd)

Tree (3rd)

Hallucinatory Forest (4th)

Hold Plant (4th)

Plant Door (4th)

Speak With Plants (4th)

Sticks to Snakes (4th)

Anti-Plant Shell (5th)

Pass Plant (5th)

Liveoak (6th)

Transport Via Plants (6th)

Turn Wood (6th)

Wall of Thorns (6th)

Changestaff (7th)

Protection


Endure Cold/Endure Heat (1st)

Protection From Evil (1st)

Sanctuary (1st)

Barkskin (2nd)

Resist Fire/Resist Cold (2nd)

Withdraw (2nd)

Dispel Magic (3rd)

Magical Vestment (3rd)

Negative Plane Protection (3rd)

Protection From Fire (3rd)

Remove Curse (3rd)

Remove Paralysis (3rd)

Protection From Evil, 10-foot Radius (4th)

Protection From Lightning (4th)

Repel Insects (4th)

Spell Immunity (4th)

Anti-Plant Shell (5th)

Dispel Evil (5th)

Anti-Animal Shell (6th)

Summoning


Abjure (4th)

Animal Summoning I (4th)

Call Woodland Beings (4th)

Animal Summonings II (5th)

Dispel Evil (5th)

Aerial Servant (6th)

Animal Summoning III (6th)

Animate Object (6th)

Conjure Animals (6th)

Wall of Thorns (6th)

Weather Summoning (6th)

Word of Recall (6th)

Conjure Earth Elemental (7th)

Creeping Doom (7th)

Exaction (7th)

Exaction (7th)

Gate (7th)

Succor (7th)

Sun




Light (1st)

Continual Light (3rd)

Starshine (3rd)

Moonbeam (5th)

Rainbow (5th)

Sunray (7th)

Weather



Faerie Fire (1st)

Obscurement (2nd)

Call Lightning (3rd)

Control Temperature, 10-foot Radius (4th)

Protection From Lightning (4th)

Control Winds (5th)

Rainbow (5th)

Weather Summoning (6th)

Control Weather (7th)

Spell Index

A

Abjure (Pr 4)

Advanced Illusion (Wiz 5)

Aerial Servant (Pr 6)

Affect Normal Fires (Wiz I)

Aid (Pr 2)

Air Walk (Pr 5)

Airy Water (Wiz 5)

Alarm (Wiz 1)

Alter Self (Wiz 2)

Animal Friendship (Pr 1)

Animal Growth (Pr 1)

Animal Growth (Wiz 5)

Animal Summoning I (Pr 4)

Animal Summoning II (Pr 5)

Animal Summoning III (Pr 6)

Animate Dead (Pr 3)

Animate Dead (Wiz 5)

Animate Object (Pr 6)

Animate Rock (Pr 7)

Anti-Animal Shell (Pr 6)

Anti-Magic Shell (Wiz 6)

Anti-Plant Shell (Pr 5)

Antipathy-Sympathy (Wiz 8)

Armor (Wiz 1)

Astral Spell (Pr 7)

Astral Spell (Wiz 9)

Atonement (Pr 5)

Audible Glamer (Wiz 1)

Augury (Pr 2)

Avoidance (Wiz 5)

B

Banishment (Wiz 7)

Barkskin (Pr 2)

Bigby's Clenched Fist (Wiz 8)

Bigby's Crushing Hand (Wiz 9)

Bigby's Forceful Hand (Wiz 6)

Bigby's Grasping Hand (Wiz 7)

Bigby's Interposing Hand (Wiz 5)

Bind (Wiz 2)

Binding (Wiz 8)

Blade Barrier (Pr 6)

Bless (Pr 1)

Blindness (Wiz 2)

Blink (Wiz 3)

Blur (Wiz 2)

Burning Hands (Wiz 1)

C

Call Lightning (Pr 3)

Call Woodland Beings (Pr 4)

Cantrip (Wiz 1)

Chain Lightning (Wiz 6)

Change Self (Wiz 1)

Changestaff (Pr 7)

Chant (Pr 2)

Chaos (Wiz 5)

Chariot of Sustarre (Pr 7)

Charm Monster (Wiz 4)

Charm Person (Wiz 1)

Charm Person or Mammal (Pr 2)

Charm Plants (Wiz 7)

Chill Touch (Wiz 1)

Clairaudience (Wiz 3)

Clairvoyance (Wiz 3)

Cloak of Bravery (Pr 4)

Clone (Wiz 8)

Cloudkill (Wiz 5)

Color Spray (Wiz 1)

Combine (Pr 1)

Command (Pr 1)

Commune (Pr 1)

Command (Pr 5)

Commune (Pr 5)

Commune With Nature (Pr 5)

Comprehend Languages (Wiz 1)

Cone of Cold (Wiz 5)

Confusion (Pr 7)

Confusion (Wiz 4)

Conjure Animals (Pr 6)

Conjure Animals (Wiz 6)

Conjure Earth Elemental (Pr 7)

Conjure Elemental (Wiz 5)

Conjure Fire Elemental (Pr 6)

Contact Other Plane (Wiz 5)

Contagion (Wiz 4)

Continual Light (Pr 3)

Continual Light (Wiz 2)

Control Temperature, 10-foot Radius (Pr 4)

Control Undead (Wiz 7)

Control Weather (Pr 7)

Control Weather (Wiz 6)

Control Winds (Pr 5)

Create Food & Water (Pr 3)

Create Water (Pr 1)

Creeping Doom (Pr 7)

Crystalbrittle (Wiz 9)

Cure Blindness or Deafness (Pr 3)

Cure Critical Wounds (Pr 5)

Cure Disease (Pr 3)

Cure Light Wounds (Pr 1)

Cure Serious Wounds (Pr 4)

D

Dancing Lights (Wiz 1)

Darkness, 15-foot Radius (Wiz 2)

Deafness (Wiz 2)

Death Fog (Wiz 6)

Death Spell (Wiz 6)

Deeppockets (Wiz 2)

Delayed Blast Fireball (Wiz 7)

Delude (Wiz 3)

Demand (Wiz 8)

Demi-Shadow Magic (Wiz 6)

Demi-Shadow Monsters (Wiz 5)

Detect Charm (Pr 2)

Detect Evil (Pr 1)

Detect Evil (Wiz 2)

Detect Invisibility (Wiz 2)

Detect Lie (Pr 4)

Detect Magic (Pr 1)

Detect Magic (Wiz 1)

Detect Poison (Pr 1)

Detect Scrying (Wiz 4)

Detect Snares & Pits (Pr 1)

Detect Undead (Wiz 1)

Dig (Wiz 4)

Dimension Door (Wiz 4)

Disintegrate (Wiz 6)

Dismissal (Wiz 5)

Dispel Evil (Pr 5)

Dispel Magic (Pr 3)

Dispel Magic (Wiz 3)

Distance Distortion (Wiz 5)

Divination (Pr 4)

Domination (Wiz 5)

Drawmij's Instant Summons (Wiz 7)

Dream (Wiz 5)

Duo-Dimension (Wiz 7)

Dust Devil (Pr 2)

E

ESP (Wiz 2)

Earthquake (Pr 7)

Emotion (Wiz 4)

Enchant an Item (Wiz 6)

Enchanted Weapon (Wiz 4)

Endure Heat/Endure Cold (Pr 1)

Energy Drain (Wiz 9)

Enervation (Wiz 4)

Enlarge (Wiz 1)

Ensnarement (Wiz 6)

Entangle (Pr 1)

Enthrall (Pr 2)

Erase (Wiz 1)

Evard's Black Tentacles (Wiz 4)

Exaction (Pr 7)

Explosive Runes (Wiz 3)

Extension I (Wiz 4)

Extension II (Wiz 5)

Extension III (Wiz 6)

Eyebite (Wiz 6)

F

Fabricate (Wiz 5)

Faerie Fire (Pr 1)

False Vision (Wiz 5)

Fear (Wiz 4)

Feather Fall (Wiz 1)

Feeblemind (Wiz 5)

Feign Death (Pr 3)

Feign Death (Wiz 3)

Find Familiar (Wiz 1)

Find Traps (Pr 2)

Find the Path (Pr 6)

Finger of Death (Wiz 7)

Fire Charm (Wiz 4)

Fire Seeds (Pr 6)

Fire Shield (Wiz 4)

Fire Storm (Pr 7)

Fire Trap (Pr 2)

Fire Trap (Wiz 4)

Fireball (Wiz 3)

Flame Arrow (Wiz 3)

Flame Blade (Pr 2)

Flame Strike (Pr 5)

Flame Walk (Pr 3)

Flaming Sphere (Wiz 2)

Fly (Wiz 3)

Fog Cloud (Wiz 2)

Fools' Gold (Wiz 2)

Forbiddance (Pr 6)

Forcecage (Wiz 7)

Foresight (Wiz 9)

Forget (Wiz 2)

Free Action (Pr 4)

Friends (Wiz 1)

Fumble (Wiz 4)

G

Gate (Pr 7)

Gate (Wiz 9)

Gaze Reflection (Wiz 1)

Geas (Wiz 6)

Giant Insect (Pr 4)

Glassee (Wiz 6)

Glassteel (Wiz 8)

Glitterdust (Wiz 2)

Globe of Invulnerability (Wiz 6)

Glyph of Warding (Pr 3)

Goodberry (Pr 2)

Grease (Wiz 1)

Guards and Wards (Wiz 6)

Gust of Wind (Wiz 3)

H

Hallucinatory Forest (Pr 4)

Hallucinatory Terrain (Wiz 4)

Haste (Wiz 3)

Heal (Pr 6)

Heat Metal (Pr 2)

Heroes' Feast (Pr 2)

Hold Animal (Pr 3)

Hold Monster (Wiz 5)

Hold Person (Wiz 3)

Hold Plant (Pr 4)

Hold Portal (Wiz 1)

Hold Undead (Wiz 3)

Holy Word (Pr 7)

Hypnotic Pattern (Wiz 2)

Hypnotism (Wiz 1)

I

Ice Storm (Wiz 4)

Identify (Wiz 1)

Illusionary Script (Wiz 3)

Illusionary Wall (Wiz 4)

Imbue With Spell Ability (Pr 4)

Imprisonment (Wiz 9)

Improved Invisibility (Wiz 4)

Improved Phantasmal Force (Wiz 2)

Incendiary Cloud (Wiz 8)

Infravision (Wiz 3)

Insect Plague (Pr 5)

Invisibility (Wiz 2)

Invisibility to Animals (Pr 1)

Invisibility to Undead (Pr 1)

Invisibility, 10-foot Radius (Wiz 3)

Invisible Stalker (Wiz 6)

Irritation (Wiz 2)

Item (Wiz 3)

J

Jump (Wiz 1)

K

Knock (Wiz 2)

Know Alignment (Pr 2)

Know Alignment (Wiz 2)

L

Legend Lore (Wiz 6)

Leomund's Lamentable Belaborment (Wiz 5)

Leomund's Secret Chest (Wiz 5)

Leomund's Tiny Hut (Wiz 3)

Leomund's Trap (Wiz 2)

Levitate (Wiz 2)

Light (Pr 1)

Light (Wiz 1)

Lightning Bolt (Wiz 3)

Limited Wish (Wiz 7)

Liveoak (Pr 6)

Locate Animals or Plants (Pr 1)

Locate Object (Pr 3)

Locate Object (Wiz 2)

Lower Water (Pr 4)

Lower Water (Wiz 6)

M

Magic Font (Pr 5)

Magic Jar (Wiz 5)

Magic Mirror (Wiz 4)

Magic Missile (Wiz 1)

Magic Mouth (Wiz 2)

Magical Stone (Pr 1)

Magical Vestment (Pr 3)

Major Creation (Wiz 5)

Mass Charm (Wiz 8)

Mass Invisibility (Wiz 7)

Mass Suggestion (Wiz 6)

Massmorph (Wiz 4)

Maze (Wiz 8)

Meld Into Stone (Pr 3)

Melf's Acid Arrow (Wiz 2)

Melf's Minute Meteors (Wiz 3)

Mending (Wiz 1)

Message (Wiz 1)

Messenger (Pr 2)

Meteor Swarm (Wiz 9)

Mind Blank (Wiz 8)

Minor Creation (Wiz 4)

Minor Globe of Invulnerability (Wiz 4)

Mirage Arcana (Wiz 6)

Mirror Image (Wiz 2)

Misdirection (Wiz 2)

Mislead (Wiz 6)

Monster Summoning I (Wiz 3)

Monster Summoning II (Wiz 4)

Monster Summoning III (Wiz 5)

Monster Summoning IV (Wiz 6)

Monster Summoning V (Wiz 7)

Monster Summoning VI (Wiz 8)

Monster Summoning VII (Wiz 9)

Moonbeam (Pr 5)

Mordenkainen's Disjunction (Wiz 9)

Mordenkainen's Faithful Hound (Wiz 5)

Mordenkainen's Lucubration (Wiz 6)

Mordenkainen's Magnificent Mansion (Wiz 7)

Mordenkainen's Sword (Wiz 7)

Mount (Wiz 1)

Move Earth (Wiz 6)

N

Negative Plane Protection (Pr 3)

Neutralize Poison (Pr 4)

Non-Detection (Wiz 3)

Nystul's Magical Aura (Wiz 1)

O

Obscurement (Pr 2)

Otiluke's Freezing Sphere (Wiz 6)

Otiluke's Resilient Sphere (Wiz 4)

Otiluke's Telekinetic Sphere (Wiz 8)

Otto's Irresistible Dance (Wiz 8)

P

Part Water (Pr 6)

Part Water (Wiz 6)

Pass Plant (Pr 5)

Pass Without Trace (Pr 1)

Passwall (Wiz 5)

Permanency (Wiz 8)

Permanent Illusion (Wiz 6)

Phantasmal Force (Wiz 1)

Phantasmal Killer (Wiz 4)

Phantom Steed (Wiz 3)

Phase Door (Wiz 7)

Plane Shift (Pr 5)

Plant Door (Pr 4)

Plant Growth (Pr 3)

Plant Growth (Wiz 4)

Polymorph Any Object (Wiz 8)

Polymorph Other (Wiz 4)

Polymorph Self (Wiz 4)

Power Word, Blind (Wiz 8)

Power Word, Kill (Wiz 9)

Power Word, Stun (Wiz 7)

Prayer (Pr 3)

Prismatic Sphere (Wiz 9)

Prismatic Spray (Wiz 7)

Prismatic Wall (Wiz 8)

Produce Fire (Pr 4)

Produce Flame (Pr 2)

Programmed Illusion (Wiz 6)

Project Image (Wiz 6)

Protection From Cantrips (Wiz 2)

Protection From Evil (Pr 1)

Protection From Evil (Wiz 1)

Protection From Evil, 10-foot Radius (Pr 4)

Protection From Evil, 10-foot Radius (Wiz 3)

Protection From Fire (Pr 3)

Protection From Lightning (Pr 4)

Protection From Normal Missiles (Wiz 3)

Purify Food and Drink (Pr 1)

Pyrotechnics (Pr 3)

Pyrotechnics (Wiz 2)

Q

Quest (Pr 5)

R

Rainbow (Pr 5)

Rainbow Pattern (Wiz 4)

Raise Dead (Pr 5)

Rary's Mnemonic Enhancer (Wiz 4)

Ray of Enfeeblement (Wiz 2)

Read Magic (Wiz 1)

Reflecting Pool (Pr 4)

Regenerate (Pr 7)

Reincarnate (Pr 7)

Reincarnation (Wiz 6)

Remove Curse (Pr 3)

Remove Curse (Wiz 4)

Remove Fear (Pr 1)

Remove Paralysis (Pr 3)

Repel Insects (Pr 4)

Repulsion (Wiz 6)

Resist Fire/Resist Cold (Pr 2)

Restoration (Pr 7)

Resurrection (Pr 7)

Reverse Gravity (Wiz 7)

Rope Trick (Wiz 2)

S

Sanctuary (Pr 1)

Scare (Wiz 2)

Screen (Wiz 8)

Secret Page (Wiz 3)

Seeming (Wiz 5)

Sending (Wiz 5)

Sepia Snake Sigil (Wiz 3)

Serten's Spell Immunity (Wiz 8)

Shades (Wiz 6)

Shadow Door (Wiz 5)

Shadow Magic (Wiz 5)

Shadow Monsters (Wiz 4)

Shadow Walk (Wiz 7)

Shape Change (Wiz 9)

Shatter (Wiz 2)

Shield (Wiz 1)

Shillelagh (Pr 1)

Shocking Grasp (Wiz 1)

Shout (Wiz 4)

Silence, 15-foot Radius (Pr 2)

Simulacrum (Wiz 7)

Sink (Wiz 8)

Sleep (Wiz 1)

Slow (Wiz 3)

Slow Poison (Pr 2)

Snake Charm (Pr 2)

Snare (Pr 3)

Solid Fog (Wiz 4)

Speak With Animals (Pr 2)

Speak With Dead (Pr 3)

Speak With Monsters (Pr 6)

Speak With Plants (Pr 4)

Spectral Force (Wiz 3)

Spectral Hand (Wiz 2)

Spell Immunity (Pr 4)

Spell Turning (Wiz 7)

Spider Climb (Wiz 1)

Spike Growth (Pr 3)

Spike Stones (Pr 5)

Spiritual Hammer (Pr 2)

Spook (Wiz 1)

Starshine (Pr 3)

Statue (Wiz 7)

Sticks to Snakes (Pr 4)

Stinking Cloud (Wiz 2)

Stone Shape (Pr 3)

Stone Tell (Pr 6)

Stone to Flesh (Wiz 6)

Stoneskin (Wiz 4)

Strength (Wiz 2)

Succor (Pr 7)

Succor (Wiz 9)

Suggestion (Wiz 3)

Summon Insects (Pr 3)

Summon Shadow (Wiz 5)

Summon Swarm (Wiz 2)

Sunray (Pr 7)

Symbol (Pr 7)

Symbol (Wiz 8)

T

Tasha's Uncontrollable Hideous Laughter (Wiz 2)

Taunt (Wiz 1)

Telekinesis (Wiz 5)

Teleport Without Error (Wiz 7)

Temporal Stasis (Wiz 9)

Tenser's Floating Disc (Wiz 1)

Tenser's Transformation (Wiz 6)

Time Stop (Wiz 9)

Tongues (Wiz 9)

Tongues (Pr 4)

Transmute Metal to Wood (Pr 7)

Transmute Rock to Mud (Pr 5)

Transmute Rock to Mud (Wiz 5)

Transmute Water to Dust (Pr 6)

Transmute Water to Dust (Wiz 6)

Transport Via Plants (Pr 6)

Trap the Soul (Wiz 8)

Tree (Pr 3)

Trip (Pr 2)

True Seeing (Pr 5)

True Seeing (Wiz 6)

Turn Wood (Pr 6)

U

Unseen Servant (Wiz 1)

V

Vacancy (Wiz 4)

Vampiric Touch (Wiz 3)

Vanish (Wiz 7)

Veil (Wiz 6)

Ventriloquism (Wiz 1)

Vision (Wiz 7)

W

Wall of Fire (Pr 5)

Wall of Fir (Wiz 4)

Wall of Fog (Wiz 1)

Wall of Force (Wiz 5)

Wall of Ice (Wiz 4)

Wall of Iron (Wiz 5)

Wall of Stone (Wiz 5)

Wall of Thorns (Pr 6)

Warp Wood (Pr 2)

Water Breathing (Pr 3)

Water Breathing (Wiz 3)

Water Walk (Pr 3)

Weather Summoning (Pr 6)

Web (Wiz 2)

Weird (Wiz 9)

Whispering Wind (Wiz 2)

Wind Walk (Pr 7)

Wind Wall (Wiz 3)

Wish (Wiz 9)

Withdraw (Pr 2)

Wizard Eye (Wiz 4)

Wizard Lock (Wiz 2)

Wizard Mark (Wiz 1)

Word of Recall (Pr 6)

Wraithform (Wiz 3)

Wyvern Watch (Pr 2)

