Skill Ability Class Skill for...

Acrobatics Dex Ranger, rogue

Arcana Int Cleric, warlock, wizard
Athletics Str Fighter, ranger, rogue, warlord
Bluff Cha Rogue, warlock

Diplomacy Cha

Dungeoneering Wis

Cleric, paladin, warlord, wizard
Ranger, rogue, wizard

Endurance Con Fighter, paladin, ranger, warlord
Heal Wis Cleric, fighter, paladin, ranger,
warlord
History Int Cleric, paladin, warlock,
warlord, wizard
Insight Wis Cleric, paladin, rogue, warlock,
wizard
Intimidate Cha Fighter, paladin, rogue, warlock,
warlord
Nature Wis Ranger, wizard
Perception Wis Ranger, rogue
Religion Int Cleric, paladin, warlock, wizard
Stealth Dex Ranger, rogue
Streetwise Cha Fighter, rogue, warlock
Thievery Dex Rogue, warlock
Common 15
Expert 20
Master 15
Paragon tier +10
Epic tier +15
Monster Knowledge DC
Name, type, and keywords 15
Powers 20
Resistances and vulnerabilities 15
Paragon tier creature +5
Epic tier creature +10
Task Insight DC

10 + creature's level
15 + effect’s level
15 + effect's level

Sense motives, attitudes
Sense outside influence
Recognize effect as illusory

Listen Perception DC
Battle 0
MNormal conversation 10
Whispers 10
Through a door -5
Through a wall +10
More than 10 squares away +2
Soft ground (snow, loose dirt, mud) i5
Hard ground (wood or stone) 15
Rain or snow since tracks were made +10
Each day since tracks were made +2
Quarry obscured its tracks +5
Huge or larger creature -5

Group of ten or more -5

You ...
Speak

Stealth Modifier

Move more than 2 squares

Run

Settlement and Information

=5
-5
-10

Streetwise DC

Typical settlement
Hostile settlement

Totally alien settlement

Information is readily available

Information is hard

to come by

Information is secret or closely guarded

Lock
Heroic tier
Paragon tier
Epic tier

15
20
30
-2
+5
+10

Thievery DC

0
30
3s

w
[(n]
- &
i

Language

Common

Draconic

Goblin
Primardial
Supernal
Abyssal

Angels

Spoken by...

Humans, halflings, tieflings
Deep Speech Mind flayers, githyanki, kuo-toas
Dragons, dragonborn, kobolds
Dwarves, azer

Elves, eladrin, fomorians
Giants, orcs, ogres
Goblins, hobgoblins, bugbears
Efreets, archons, elementals
, devils, gods

Demons, gnolls, sahuagin

Common
Rellanic
lokharic

Common
Barazhad
Supernal

Barazhad

Source Radius Brightness

Candle 2
Torch 5
Lantern 10
Campfire 10
Sunrod 20
Spot or Search
Barely hidden
Well hidden

Duration
dim 1 hour
bright 1 hour
bright 8 hours/pint of oil
bright 8 hours
bright 4 hours

More than 10 squares away

BASE OVERLAND SPEED

Speed

Per Day

Per Hour

5 25 miles 2% miles

6 30 miles 3 miles

7 35 miles 3% miles
MOUNTS AND VEHICLES
Mount/Vehicle Speed Per Day
Riding horse 10 50 miles
Warhorse 8 40 miles
Cart or wagon 5 25 miles
Rowboat 3 15 miles
Downstream 4-6 20-30 miles
Sailing ship 7 84 miles

Perception DC

10
25
+2

Per Minute
250 ft.
300 fr.
350 fit.

Per Hour

5 miles

4 miles

2% miles
¥ miles

2-3 miles

3% miles



MAGIC ITEM PRICES SKILL CHALLENGE COMPLEXITY

Item Purchase Sale Complexity Successes Failures
Laval Price (gp) Price (gp)* 1 4 2

1 360 72 2 6 3

2 520 104 3 8 4

3 6E0 136 4 10 5

4 840 168 5 12 6

5 1,000 200

5 1500 204 EXPERIENCE POINT REWARDS

7 1,600 310 Monster Standard

: HA00 B level  Monster  Minion Elite Salo

3 i i 1 100 25 200 500
10 i 1500 2 125 31 250 615
1 200 1500 3 150 38 300 750
1= e 2,500 4 175 44 350 875
13 17,000 3,400 5 100 50 400 1,000
4 e 4200 6 150 63 500 1,250
15 25,000 5;000 7 100 75 600 1,500
16 5000 2,650 8 350 88 700 1,750
i 635000 13000 g 400 100 800 2,000
18 835,000 ;500 10 500 125 1,000 2,500
13 105,000 11,000 1 &00 150 1,200 3,000
= AZ IR 25,500 12 700 175 1,400 3,500
2 125,000 45,000 13 800 200 1,600 4,000
B, e ;) 05, B 14 1,000 250 1,000 5,000
3 425,000 85,000 15 1,200 300 1,400 6,000
= S8 55 (M) TS5, 00 16 1,400 350 1,800 7,000
o a2 5000 135000 17 1,600 400 3,200 8,000
26 1,125,000 115,600 18 2,000 500 4,000 10,000
7 1,625,000 315,000 19 2,400 600 4,800 12,000
28 Et £ S B i 20 1,800 700 5,600 14,000
3 4,625,000 515,000 7 3,200 800 6,400 16,000
0 At 000 525,000 22 4,150 1,038 8,300 70,750
* Or eguivalent gold piece value of residuum acquired from 723 5,100 1,275 10,200 15,500
disenchanting an item 24 6,050 1,513 12,100 30,250
ATTACK MODIFIERS 15 7,000 1,750 14,000 35,000
Combat advantage against target +2 7 11,000 2,750 11,000 55,000
Attacker is prone -2 218 13,000 3,250 16,000 65,000
Attacker is restrained -2 29 15,000 3,750 30,000 75,000
Target has cover -2 30 19,000 4,750 3B,000 95,000
Target has superior cover -5 Ed | 13,000 5,750 46,000 115,000
Target has concealment (melee and ranged only) -2 31 17,000 6,750 54,000 135,000
Target has total concealment (melee and ranged only) -5 33 3,000 7,750 62,000 155,000
Long range (weapon attacks only) -2
Chrge stk e ony) a

Every encounter XP
One-Handed Every milestone Action point
1d4 -~ 1d6 » 1d8 » 1d10 -+ 1d12 ~ 2d6 ~ 2d8 -~ 2d10 Every few encounters Treasure
Every quest XP, treasure, other

Two-Handed After about ten encounters A new level

1d8 + 2d4 = 1d10 + 1d12 = 2d6 + 248 = 2410



BLINDED RESTRAINED

+ You grant combat advantage.

+ You're immobilized.

+ You can't be forced to move by a pull, a push, or a

+ You grant combat advantage.
+ You can't see any target (your targets have total
concealment).

+ Youtake a -10 penaity to Perception checks. dide.
+ You can't flank an enemy, + You take a -2 penalty to attack rolls.

DAZED SLOWED
+ You grant combat advantage. + Yourspeed becomes 2. This speed applies to all your
+ You can take either a standard action, a move action, movement modes, but it does not apply to teleporta-
or a minor action on your turn (you can also take tion or to a pull, a push, or a slide. You can't increase
free actions). You can't take immediate actions or your speed above 2, and your speed doesn't increase
opportunity actions. if it was lower than 2. If you're slowed while moving,

+ You can't flank an enemy.

DEAFENED
+ You can't hear anything,
+ You take a-10 penalty to Perception checks.

DOMINATED

+ You're dazed.

+ The dominating creature chooses your action, The
only powers it can make you use are at-will powers.

HELPLESS

+ You grant combat advantage.

+ You can be the target of a coup de grace.

Note: Usually you're helpless because you're unconscious.

IMMOBILIZED

+ You can't move from your space, although you can
teleport and can be forced to move by a pull, a push,
oraslide.

MARKED
+ You take a -2 penalty to attack rolls for any attack
that doesn't target the creature that marked you.

PETRIFIED
+ You have been turned to stone.
4+ You can't take actions.

4+ You gain resist 20 to all damage.
+ You are unaware of your surroundings.
+ You don't age.

PRONE

+ You grant combat advantage to enemies making
melee attacks against you.

+ You get a +2 bonus to all defenses against ranged
attacks from nonadjacent enemies.

+ You're lying on the ground. (If you're flying, you safely
descend a distance equal to your fly speed. If you
don't reach the ground, you fall.)

+ You take a -2 penalty to attack rolls.

4+ You can drop prone as a minor action.

stop moving if you have already moved 2 or more
squares.

STUNNED
+ ‘You grant combat advantage.
+ You can't take actions.
+ You can't flank an enemy.

SURPRISED
+ You grant combat advantage.
+ You can't take actions, other than free actions,
+ You can't flank an enemy.

UNCONSCIOUS
+ You're helpless.
+ You take a -5 penalty to all defenses.
+ You can't take actions.
4+ You fall prone, if possible.
+ Youcan't flank an enemy,

WEAKENED
+ Your attacks deal half damage. Ongoing damage you
deal is not affected.

The following situations give an attacker combat
advantage against a defender.

When a defenderis., ..
Balancing (page 180)
Blinded (page 277)
Climbing (page 182)
Dazed (page 277)
Flanked by the attacker (page 285)
Helpless (page 277)
Prone (melee attacks only)(page 277)
Restrained (page 277)
Running (page 2591)
Squeezing (page 292)
Stunned (page 277)
Surprised (page 277)
Unable to see the attacker (page 281)
Unaware of you (page 188)
Uncenscious (page 277)



QUEST XP REWARDS

PC Major Quest Reward Minor Quest
Level 4PpCs 5 PCs &6 PCs Reward
st 400 500 600 100
Ind 500 625 750 125
3rd &00 150 300 150
4th 700 BT S 1,050 175
S5th 8OO 1,000 1,200 100
6th 1,000 1,250 1,500 250
7th 1,200 1,500 1,800 300
Bth 1,400 1,750 2,100 350
Sth 1,600 2,000 2,400 400
10th 2,000 1,500 3,000 500
1ith 2,400 3,000 3,600 600
12th 2,800 3,500 4,200 700
13th 3,200 4,000 4,800 800
1dth 4,000 5,000 6,000 1,000
15¢h 4,800 6,000 7,200 1,200
16th 5,600 7,000 8,400 1,400
17th 6,400 8,000 9,600 1,600
18th 8,000 10,000 12,000 2,000
19th 9,600 12,000 14,400 2,400
20th 11,200 14,000 16,800 2,800
21st 12,800 16,000 19,200 3,200
1Ind 16,600 20,750 24,900 4150
23rd 20,400 25,500 30,600 5,100
24th 24,300 30,250 36,300 6,050
25th 28,000 35000 42,000 7,000
16th 36,000 45,000 54,000 9,000
27th 44,000 55000 66,000 11,000
28th 52,000 65,000 78,000 13,000
29th 60,000 75000 90,000 15,000
30th 76,000 95,000 114,000 19,000
NPC QUIRKS
1 Distinctive jewelry (earrings, necklace, bracelets)
2 Piercing
3 Flamboyant or outlandish clothes
4 Formal or very clean clothes
5 Ragged and very dirty clothes
6 Pronounced scar
7 Missing tooth
8 Missing finger
9 Unusual eye color (or two different colors)
10 Tattoo
1 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 very rigid
19 Exceptionally beautiful

20 Exceptionally ugly



