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ABIILTY SCORE TABLES 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

  

STRENGTH TABLE
Strength Ability Modifier Damage BonusAthletics Lesser FeatGreater Feat

3 -4 -3 -20% 10% 0%
4 -3 -3 -15% 10% 0%
5 -3 -2 -15% 15% 0%
6 -2 -2 -10% 15% 0%
7 -2 -1 -10% 20% 0%
8 -1 -1 -5% 20% 1%
9 -1 +0 -5% 25% 2%

10 +0 +0 +0% 25% 4%
11 +0 +1 +0% 30% 6%
12 +1 +1 +5% 30% 9%
13 +1 +2 +5% 35% 12%
14 +2 +2 +10% 35% 16%
15 +2 +3 +10% 40% 20%
16 +3 +4 +15% 45% 25%
17 +3 +5 +15% 50% 30%
18 +4 +6 +20% 55% 36%
19 +4 +7 +20% 60% 42%
20 +5 +8 +25% 65% 49%
21 +5 +9 +25% 70% 56%
22 +6 +10 +30% 75% 64%
23 +6 +11 +30% 80% 72%
24 +7 +12 +35% 85% 81%
25 +7 +14 +35% 95% 90%

INTELLIGENCE TABLE
Intelligence Ability Modifier Added Languages Illusion Immunity Read Languages

3 -4 0 -- -20%
4 -3 0 -- -15%
5 -3 0 -- -15%
6 -2 0 -- -10%
7 -2 0 -- -10%
8 -1 0 -- -5%
9 -1 1 -- -5%

10 +0 1 -- +0%
11 +0 2 -- +0%
12 +1 2 -- +5%
13 +1 3 -- +5%
14 +2 3 -- +10%
15 +2 4 -- +10%
16 +3 4 -- +15%
17 +3 5 -- +15%
18 +4 5 -- +20%
19 +4 6 1st Level +20%
20 +5 6 2nd Level +25%
21 +5 7 3rd Level +25%
22 +6 7 4th Level +30%
23 +6 8 5th Level +30%
24 +7 8 6th Level +35%
25 +7 9 7th Level +35%



10 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

  

WISDOM TABLE
Wisdom Ability Modifier Magical DefensePerception Spell Immunities

3 -4 -3 -20%
4 -3 -3 -15%
5 -3 -2 -15%
6 -2 -2 -10%
7 -2 -1 -10%
8 -1 -1 -5%
9 -1 +0 -5%

10 +0 +0 +0%
11 +0 +1 +0%
12 +1 +1 +5%
13 +1 +2 +5%
14 +2 +2 +10%
15 +2 +3 +10%
16 +3 +3 +15%
17 +3 +4 +15%
18 +4 +4 +20%
19 +4 +5 +20% As Legends & Lore
20 +5 +5 +25% As Legends & Lore
21 +5 +6 +25% As Legends & Lore
22 +6 +6 +30% As Legends & Lore
23 +6 +7 +30% As Legends & Lore
24 +7 +7 +35% As Legends & Lore
25 +7 +8 +35% As Legends & Lore

DEXTERITY TABLE
Dexterity Ability Modifier Initiative Modifier Larceny

3 -4 +3 -20%
4 -3 +3 -15%
5 -3 +2 -15%
6 -2 +2 -10%
7 -2 +1 -10%
8 -1 +1 -5%
9 -1 +0 -5%

10 +0 +0 +0%
11 +0 -1 +0%
12 +1 -1 +5%
13 +1 -2 +5%
14 +2 -2 +10%
15 +2 -3 +10%
16 +3 -3 +15%
17 +3 -4 +15%
18 +4 -4 +20%
19 +4 -5 +20%
20 +5 -5 +25%
21 +5 -6 +25%
22 +6 -6 +30%
23 +6 -7 +30%
24 +7 -7 +35%
25 +7 -8 +35%



11 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

  

CONSTITUTION TABLE
Constitution Ability Modifier Reorx Bonus System Shock Resurrection Poison Save Regeneration

3 -4 +0 35% 40% +0 --
4 -3 +1 40% 45% +0 --
5 -3 +1 45% 50% +0 --
6 -2 +1 50% 55% +0 --
7 -2 +2 55% 60% +0 --
8 -1 +2 60% 65% +0 --
9 -1 +2 65% 70% +0 --
10 +0 +2 70% 75% +0 --
11 +0 +3 75% 80% +0 --
12 +1 +3 80% 85% +0 --
13 +1 +3 85% 90% +0 --
14 +2 +4 90% 95% +0 --
15 +2 +4 95% 100% +0 --
16 +3 +4 99% 100% +0 --
17 +3 +4 99% 100% +0 --
18 +4 +5 99% 100% +0 --
19 +4 +5 99% 100% +1 --
20 +5 +5 99% 100% +1 1 point / hr
21 +5 +6 99% 100% +2 2 points / hr
22 +6 +6 99% 100% +2 3 points / hr
23 +6 +6 99% 100% +3 4 points / hr
24 +7 +6 99% 100% +3 5 points / hr
25 +7 +7 99% 100% +4 6 points / hr

CHARISMA TABLE
Charisma Ability Modifier Henchmen Loyalty Base Reaction Adjustment

3 -4 0 -30% -25%
4 -3 1 -25% -20%
5 -3 1 -20% -15%
6 -2 2 -15% -10%
7 -2 2 -10% -5%
8 -1 3 -5% -5%
9 -1 3 -5% +0%

10 +0 4 +0% +0%
11 +0 4 +0% +5%
12 +1 5 +5% +5%
13 +1 6 +5% +10%
14 +2 7 +10% +15%
15 +2 8 +15% +20%
16 +3 9 +20% +25%
17 +3 10 +30% +30%
18 +4 15 +40% +35%
19 +4 20 +50% +40%
20 +5 25 +60% +45%
21 +5 30 +70% +50%
22 +6 35 +80% +55%
23 +6 40 +90% +60%
24 +7 45 +100% +65%
25 +7 50 +100% +70%
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high Intelligence.  Sorcerers get spell slots 

for spell levels up to 5th.  Thaumaturgists 

get spell slots for spell levels up to 7th.  

Wizards get spell slots for all levels of spells 

up to 9th. 

 

Mystic Arcana 

If the DM allows, sorcerers gain abilities 

known as mystic arcana at odd levels 

starting at 11th level.  A mystic arcanum 

grants the ability to use a spell of a given 

level once per day.  It is important to note 

that the sorcerer is not getting a spell slot 

for the spell at that level.  Bonus spells due 

to high Charisma, magical items that grant 

additional spell slots, and the like cannot 

affect mystic arcana. 

 

Sorcerers gain the ability to cast one 6th 

level spell as a mystic arcana at 11th level.  

At 13th level, sorcerers gain one 7th level 

spell.  An 8th level spell is gained at 15th 

level and a 9th level spell at 17th level.  At 

19th level, the sorcerer gains another 6th 

level spell and at 21st level another 7th 

level spell.  There is no further progression 

after 21st level. 

 

Miracles 

If the DM allows, thaumaturgists gain 

miracles starting at 15th level.  A miracle 

is a limited wish or wish spell that is usable 

once per day.  At 15th level, the 

thaumaturgist gains one limited wish that 

can be used once per day.  At 17th level, 

another limited wish is gained (for a total 

of two usable limited wishes per day).  At 

19th level, the thaumaturgist gains one 

wish spell that can be used once per day.    

There is no further progression beyond 

19th level.  These spells gained do not 

count as spell slots. 

 

Granted Powers 

In some campaigns, thaumaturgists (and 

perhaps sorcerers and wizards) can gain 

additional abilities known as granted 

powers.  It is up to the Dungeon Master to 

determine if any granted powers are 

available to spellcasters in his or her milieu 

and the extent of those powers. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

THAUMATURGY SPELLS PER DAY
Level 1 2 3 4 5 6 7

1 1
2 2
3 2 1
4 3 2
5 3 2 1
6 3 3 2
7 4 3 2 1
8 4 3 3 2
9 4 4 3 2 1

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

BONUS THAUMATURGY SPELLS
Wisdom 1 2 3 4 5 6 7

12 1
13 2
14 2 1
15 2 2
16 2 2 1
17 2 2 2
18 2 2 2 1
19 2 2 2 2
20 2 2 2 2 1
21 2 2 2 2 2
22 2 2 2 2 2 1
23 2 2 2 2 2 2
24 2 2 2 2 2 2 1
25 2 2 2 2 2 2 2
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WIZARDRY SPELLS PER DAY
Level 1 2 3 4 5 6 7 8 9

1 1
2 2
3 2 1
4 3 2
5 3 2 1
6 3 3 2
7 4 3 2 1
8 4 3 3 2
9 4 4 3 2 1

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

BONUS WIZARDRY SPELLS
Intelligence 1 2 3 4 5 6 7

12 1
13 2
14 2 1
15 2 2
16 2 2 1
17 2 2 2
18 2 2 2 1
19 2 2 2 2
20 2 2 2 2 1
21 2 2 2 2 2
22 2 2 2 2 2 1
23 2 2 2 2 2 2
24 2 2 2 2 2 2 1
25 2 2 2 2 2 2 2

SPELL SLOT RECOVERY
Spell Slots Regained Recovery Time

1st 4 hours
2nd 5 hours
3rd 6 hours
4th 7 hours
5th 8 hours
6th 9 hours
7th 10 hours
8th 11 hours
9th 12 hours
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Weapon Qualities 

 

Ammunition: Must have ammunition to use weapon, can spend a minute after a battle to recover half 

expended ammunition. 
  

Finesse: May use either Strength or Dexterity for both the attack and damage rolls, must use same ability 

for both rolls. 

Heavy: Small creatures have disadvantage on attack rolls. 

Light: May use two weapons in combat if both are light, can attack at -2 with the first weapon and at -4 

with the second, modified by the Dexterity modifier (up to +0). 
  

Loading: May only fire one piece of ammunition regardless of number of attacks you normally make per 

round. 
  

Range: numbers are in feet, first number is the normal range, second number is maximum range, 

disadvantage on attack rolls past normal range. 

Reach: Weapon adds five feet to your reach when you attack with it. 

Thrown: May throw the weapon to make a ranged attack, use the same ability modifier you use in melee 

with the weapon. 

Two-handed: Requires two hands to use. 

Versatile: May be used with one or two hands, two-handed damage in parenthesis. 

 

 

 

  

ATTACK SCORES FOR AD&D CLASSES
Level Cleric Fighter Thief M-U Save

1 10 11 10 10 7
2 11 12 11 10 7
3 12 13 11 11 8
4 12 14 12 11 8
5 13 15 12 11 9
6 14 16 13 12 9
7 14 17 13 12 10
8 15 18 14 12 10
9 16 19 14 13 11
10 16 20 15 13 11
11 17 21 15 13 12
12 18 22 16 14 12
13 18 23 16 14 13
14 19 24 17 14 13
15 20 25 17 15 14
16 20 26 18 15 14
17 21 27 18 15 15
18 22 28 19 16 15
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MELEE WEAPONS
Weapon Speed Damage Type Weight Size Wieldiness Distance Range
Axe, Battle 7 1d8 Slashing 4 lb. Versatile (1d10)
Axe, Great 9 1d12 Slashing 7 lb. Heavy Two-handed
Axe, Hand 4 1d6 Slashing 2 lb. Light Thrown 20/60
Club 4 1d4 Bludgeoning 2 lb. Light
Club, Great 8 1d8 Bludgeoning 10 lb. Two-handed
Dagger 2 1d4 Piercing 1 lb. Light Finesse Thrown 20/60
Fist 1 1 Bludgeoning --
Flail, Footman's 7 1d8 Bludgeoning 2 lb.
Flail, Horseman's 5 1d6 Bludgeoning 1 lb. Light
Glaive 8 1d10 Slashing 6 lb. Heavy Two-handed Reach
Halberd 9 1d10 Slashing 6 lb. Heavy Two-handed Reach
Hammer, Light 4 1d4 Bludgeoning 2 lb. Light Thrown 20/60
Hammer, War 6 1d8 Bludgeoning 4 lb. Versatile (1d10)
Lance 7 1d12 Piercing 6 lb. Special Reach
Mace, Footman's 7 1d6 Bludgeoning 4 lb.
Mace, Horseman's 6 1d4 Bludgeoning 2 lb. Light
Maul 12 2d6 Bludgeoning 10 lb. Heavy Two-handed
Morningstar 7 1d8 Piercing 4 lb.
Pick, Footman's 7 1d8 Piercing 2 lb.
Pick, Horseman's 5 1d6 Piercing 1 lb. Light
Pike 13 1d10 Piercing 18 lb. Heavy Two-handed Reach
Quarterstaff 4 1d6 Bludgeoning 4 lb. Versatile (1d8)
Scimitar 4 1d6 Slashing 3 lb. Light Finesse
Spear 7 1d6 Piercing 3 lb. Versatile (1d8) Thrown 20/60
Sword, Bastard 6 1d10 Slashing 5 lb. Heavy Versatile (1d12)
Sword, Broad 5 2d4 Slashing 4 lb.
Sword, Great 10 2d6 Slashing 6 lb. Heavy Two-handed
Sword, Long 5 1d8 Slashing 3 lb. Versatile (1d10)
Sword, Short 3 1d6 Piercing 2 lb. Light Finesse
Trident 7 1d6 Piercing 4 lb. Versatile (1d8) Thrown 20/60
Whip 7 1d4 Slashing 3 lb. Finesse Reach
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