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MEeAL TYPES

PEASANT'S MEAL
r r
‘A basic dish that usually consists of edible food with
something to wash it down. A loaf of bread with water, a field
ration, or a handful of salted fish are simple dishes, filling
your stomach but leaving the soul wanting.”
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BAsIC MEAL
r .
“A prepared dish that has some care put into it. Wild rabbit
sausages with pickled carrots in a herb brine is a great choice
for a decent meal on the road”
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LAVISH MEAL
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“A decadent dish that has been expertly made with many
ingredients and plenty of time. Whole roast boar with
artichoke hearts, figs, and plenty of stuffing, garnished with
seasonal herbs, nuts, and gravy. Lastly, a pairing of
Champagne de la stomp for a complete and extravagant meal
Served with dessert for an flourishing impact.”
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REALISTIC MEDICINE CHECKS

STABILIZING A CREATURE

r

ir

HeALiNG KIT
T

r

HEeALING POTIONS

= r
O r
O 1P

HEALING SPELLS
HEeALING WORD

REGENERATE
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RESURRECTION AND REINCARNATION
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RESURRECTION
7th level Necromancy
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"If I die, don't bring me back. George was brought back and
he ain't the man he used to be. He don't talk, don't eat, just
sits and stares and grumbles to himself all sorts of incoherent
things. I'd rather embrace the cold darkness of death than
end up like that. I don't even think that's George any more. |
heard him say it. During one of his sporadic rants I heard a
few fully formed words pass from his lips. He said "George.
Where. Is. George?" An absolute fucking horror show."
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LASTING WOUND TABLES (A-Z)

Acip WOUND
d10 Effect

Hardened This painful experience hardens you. You

L gain a scar, but your max HP is increased by 1.

Minor Disfigurement. You have acid burn scars, but

g they don’t have any adverse effects.
8 Blisters. You have severe blisters. You have
disadvantage on Dexterity checks.
Horrible Disfigurement. You have acid burns to the
;  extent that the scars can't be easily concealed. You
have disadvantage on Persuasion checks and
advantage on Intimidation checks.
¢ Minor Neuralgia. This has the same effect as Major

Neuralgia below, except that the save DC is 10.

Major Neuralgia. You are in constant pain from nerve
damage. Whenever you attempt an action in combat,
5 you must make a DC 13 Constitution saving throw.
On a failed save, you lose your action and can't use
reactions until the start of your next turn.

Destroyed Foot or Leg. Your speed on foot is halved,

4 and you must use a crutch or cane to move. You fall
prone after using the Dash action. You have

disadvantage on Dexterity checks made to balance.

Destroyed Hand. You can no longer hold anything
with two hands, and can only hold 1 object at a time.

Partial Blindness. Your eyes are damaged; you have
disadvantage on Perception checks that rely on sight

2 and on ranged attack rolls. If you have already
suffered partial blindness, you're blinded.
] Blindness. Your eyes are destroye

blinded condition until they'



BrLubpGEONING WOUND
d10 Effect

10 Hardened.

9 Broken Nose. Your broken nose is painful but doesn't
have any adverse effects.

Severe bruising. You suffer severe bruising over an
extensive portion of your anatomy. Anytime you
suffer bludgeoning or force damage, you suffer an
additional point of bludgeoning or force damage.

Minor Concussion. You have disadvantage on
Intelligence checks. If you already have a minor
concussion, you suffer a major concussion.
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Major Concussion. You have disadvantage on
Intelligence checks, Wisdom checks, and Charisma
checks, as well as Constitution saving throws to
maintain concentration.
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Fractured Ribs. This has the same effect as Internal
Injury below, except that the save DC is 10.

Internal Injury. Whenever you attempt an action in
combat, you must make a DC 15 Constitution saving
throw. On a failed save, you forfeit your action to
ease the intense pain.
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Dislocated Shoulder. You can no longer hold anything
3 with two hands, and you can hold only a single object
at a time.

Smashed Leg. Your speed on foot is halved, and you

must use a cane or crutch to move. You fall prone

after using the Dash action. You have disadvantage
on Dexterity checks made to balance.

Fractured skull. You have suffered a brain injury. You
have disadvantage on Intelligence, Wisdom; and
1 Charisma checks and saving throws. If you fail a
saving throw against these damage types you are also
stunned until the end of your next turn:

CorLp WOUND
d10 Effect
10 Hardened.

Anosmia. You lose your sense of smell and taste. You
9 automatically fail any ability checks that involve your
sense of smell or taste.

g  Minor Neuralgia. This has the same effect as Major
Neuralgia below, except that the save DC is 10.

Frostbitten hand. Randomly determine which hand
7 has been frostbitten. In order to grasp or manipulate
an object with that hand, you must succeed at a DC
15 Dexterity check.

Frostbitten Foot. Your speed on foot is reduced by 5
6 feet. You must make a DC 10 Dexterity saving throw
after using the Dash action. If you fail the save, you
fall prone.

Major Neuralgia. You have constant, painful nerve
damage over a large portion of your body. Whenever
5 you attempt an action in combat, you must make a
DC 15 Constitution saving throw. On a failed save,
you lose your action and can't use reactions until the
start of your next turn.

Gangrene of the Foot. Your speed on foot is halved,

4 and you must use a cane or crutch to move. You fall
prone after using the Dash action. You have

disadvantage on Dexterity checks made to balance.

Gangrene of the Hand. You can no longer hold

3 anything with two hands, and you can hold only a
single object at a time.
Systemic Damage from Frostbite. You have
2 disadvantage on Strength, Dexterity, and Constitution

ability checks and saving throws.

e of your corneas is da
fave disadvantage on Pe
sight and on ranged attag



Fire WouND
d10 Effect
10 Hardened.

First Degree Burns. You have superficial but painful
burns. Whenever you take fire damage, you take an
9 additional 1 point of damage. If you already have first
degree burns, you instead suffer second degree
burns.

Blisters. You have severe blisters. You have
8 disadvantage on Dexterity checks. The blisters heal if
you receive magical healing.

Horrible Disfigurement. You have burn scars to the
extent that they can't be easily concealed. You have
disadvantage on Persuasion checks and advantage on
Intimidation checks.

Minor Neuralgia. This has the same effect as Major
Neuralgia above, except that the save DC is 10.

Major Neuralgia. You have constant, painful nerve
damage over a large portion of your body. Whenever
you attempt an action in combat, you must make a
DC 15 Constitution saving throw. On a failed save,
you lose your action and can't use reactions until the
start of your next turn.

Second Degree Burns. You have disadvantage on
Strength, Dexterity, and Constitution checks. If you
already have second-degree burns, you instead suffer
third-degree burns.

Third Degree Burns. You have disadvantage on
Constitution saving throws and ability checks. If you
fail a saving throw against an effect that causes fire

damage, you also gain the stunned condition until
the end of your next turn. If you already have third-
degree burns, you instead suffer fourth-degree burns.

Fourth Degree Burns. You have disadvantage on
Strength, Dexterity, and Constitution saving throws
and ability checks. If you fail a saving throw against

2 an effect that causes fire damage, you also gain the
stunned condition until the end of your next turn. If
you already have fourth-degree burns, you gain 1
point of exhaustion until the burns are healed.

Lose an Eye. You have disadvantage on Perception
checks that rely on sight and on ranged attack rolls. If
you have no eyes left after sustaining this injury,
you're blinded.

ForceE WouND
d10 Effect

10 Hardened.

Phantom Pain. Part of your body feels numb as if
9 blood flow has stopped and feels phantom pain but
doesn't have any adverse effect.

Severe Bruising. You suffer severe bruising over an
extensive portion of your anatomy and lose tactile
8 sensitivity over the area. Anytime you suffer
bludgeoning or force damage, you suffer an
additional point of bludgeoning or force damage.

Minor Concussion. You have disadvantage on

7 Intelligence checks. You suffer occasional vertigo and
lose your sense of smell and taste.
Major Concussion. You have disadvantage on
Intelligence checks, Wisdom checks, and Charisma
6 checks, as well as Constitution saving throws to

maintain concentration. You suffer regular vertigo,
lose your sense of smell and taste sensitivity and
suffer from color blindness.

Internal Injury. You suffer occasional phantom
sensations of something touching an internal organ
or moving inside you causing you discomfort.
5 Whenever you attempt an action in combat, you
must make a DC 15 Constitution saving throw. On a
failed save, you lose your action and can't use
reactions until the start of your next turn.

Sleep Disruption. You suffer from severe parasomnia
and you are unable to force yourself to sleep unless
you have at least one level of Exhaustion. When you
sleep you suffer from terrifying nightmares. You have
disadvantage on Wisdom checks and Wisdom saving
throws. If you fail a saving throw against bludgeoning
damage, force damage, or psychic damage, you are
also stunned until the end of your next turn.

Neurodegenerative disorder. Your hands are jittery and
coordination is impeded by frequent muscle jolts
that make you grab or squeeze hard on whatever you
are holding. You suffer disadvantage to all Dexterity
checks to manipulate items and you must make
Dexterity saving throws against breaking fragile items
you are holding.

w

Neuroregressive ataxia. Your limbs lose their
sensitivity to temperature, pain, vibration, and touch.
Your muscles feel weakened and you have difficulty
holding items. You suffer disadvantage to all Str and

2 Dex ability checks and saving throws. You also
experience occasional loss of control over your limbs
and make sudden and short subconscious actions
(such as attempting to unsheathe your weapon or
write words on a nearby piece of paper, etc).

Brain Injury. You have suffered a brain injury. Your
mind exists in two planes of reality, one real and one
of raw magic. You constantly shift between them,
seeing or hearing things that may not exist. You have
disadvantages on Int, Wis, and Cha checks and saving
throws. If you fail a saving throw against bludgeoning
damage, force damage, or psychic damage by 5, you
are also stunned until the end of your next turn.



LiGHTNING WOUND NEcrOTIC WOUND
d1o Effect d1o Effect
10 Hardened. 10 Hardened.
Flash Burns. You have superficial burns. You turn as Necrotic Discoloration. You get white and grey spots
9 red as alobster but otherwise suffer no mechanical 9  onyour cheeks. The spots don't have any adverse
effects. effects.
Muscle Spasms. You have disadvantage on Dexterity Inflammation. Your muscles are irritated and inflamed.
8 8 ;
checks. You have disadvantage on strength checks.
5 Skeletal Muscle Breakdown. You have disadvantage on Necrotising Wound. Your hit point maximum is
Strength checks and Strength saving throws. reduced by 1 every 24 hours the wound persists.
Cardiac Injury. You gain disadvantage on ability checks 6 Necrotic Stench. You smell like rotting flesh. You have
6 relating to con and str. If you fail a saving throw disadvantage on Persuasion checks.
against fear or fe:;:(ﬂ‘:scttiznyou gain a level of Minor Organ Necrosis. This has the same effect as
’ 5  Major Organ Necrosis above, except that the save
5 Arc Flash. Roll on the fire table with advantage. DCis 10.
Kidney Failure. When you complete a long rest, you Major Organ Necrosis. Whenever you attempt an
4 Must succeed at a Constitution saving throw of DC action in combat, you must make a DC 15
15 or gain the poisoned condition until you 4  Constitution saving throw. On a failed save, you lose
complete a long rest. your action and can't use reactions until the start of
Explosive Grounding of the Foot. You lose a foot. Your your next turn.
speed on foot is halved, and you must use a cane or Withered Foot. Your speed on foot is halved, and you
3 crutch to move unless you have a peg leg or other 3 mustuse acane or crutch to move. You fall prone
prosthesis. You fall prone after using the Dash action. after using the Dash action. You have disadvantage
You have disadvantage on Dexterity checks made to on Dexterity checks made to balance.
pelagcelditioudalioREs: Withered Hand. You lose a hand. You can no longer
Explosive Grounding of the Hand. You lose a hand. You 2 hold anything with two hands, and you can hold only
2 can no longer hold anything with two hands, and you a single object at a time.
can hold only a single object at a time. Spiritual Injury. You are afflicted with intense apathy
Brain Injury. You have suffered a brain injury. You have and depression. You have disadvantage on
disadvantages on Int, Wis, and Cha checks and saving 1 Intelligence, Wisdom, and Charisma ability checks
] throws. If you fail a saving throw of against and saving throws. Can only be healed with divine

bludgeoning damage, force damage, or psychic
damage by 5, you are also stunned until the end of
your next turn.

magic.




PierciNG WOUND
d10 Effect

10 Hardened.

Festering Wound. Your hit point maximum is reduced
9 by 1 every 24 hours the wound persists. If your hit
point maximum drops to O, you die.

Horrible Scar. You are disfigured to the extent that the
wound can't be easily concealed. You have
disadvantage on Persuasion checks and advantage on
Intimidation checks.

Pierced Stomach. When you complete a long rest, you

must succeed at a Constitution saving throw DC 10

or gain the poisoned condition until you complete a
long rest.

Internal Injury. Whenever you attempt an action in
combat, you must make a DC 15 Constitution saving
throw. On a failed save, you lose your action and
can't use reactions until the start of your next turn.
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Pierced leg muscles. Your speed on foot is halved, and
5 you must use a cane or crutch to move. You cannot
take the Dash action.

Pierced Lung You suffer disadvantage on Constitution
based checks and saving throws.

N

Internal bleeding. Whenever you attempt an action in
combat, you must make a DC 15 Constitution saving
throw. On a failed save, you lose your action and
can't use reactions until the start of your next turn.

w

Pierced esophagus. You gain disadvantage on
Strength and Constitution based checks and saving
throws.

N

Lose an Eye. You have disadvantage on Perception
checks that rely on sight and on ranged attack rolls. If
you have no eyes after sustaining this injury, your

blind.

PoisoN WounD
d1o Effect
10 Hardened.

Minor nausea. You must succeed at aDC 10

9 Constitution saving throw before you can consume
food.

8 Nausea. You have disadvantage on Constitution
checks.

~N

Vertigo. You have disadvantage on Dexterity checks.

Cardiac Injury. You gain disadvantage on ability checks
relating to con and str. If you fail a saving throw
against fear or fear effects, you gain a level of
exhaustion.

Minor Kidney Failure. This has the same effect as
5 Major Kidney Failure below, except that the save DC
is 10.

Major Kidney Failure. When you complete a long rest,
4 Youmust succeed at a Constitution saving throw of
DC 15 or gain the poisoned condition until you
complete a long rest.

Minor Liver Damage. When you complete a long rest,
you must succeed at a Constitution saving throw of
DC 10 or gain the poisoned condition until you
complete a long rest. Additionally, whenever you take
poison damage, you take an additional 2 (1d4)
poison damage. Anytime you drink alcohol or take
another drug, you take 2 (1d4) poison damage.

w

Major Liver Damage. When you complete a long rest,
you must succeed at a Constitution saving throw of
DC 15 or gain the poisoned condition for 12 hours
2 or until healed. Additionally, whenever you take
poison damage, you take an additional 1d6 poison
damage. Anytime you drink alcohol or take another
drug, you take 1d6 poison damage.

Systemic Damage. You have disadvantage on
1  Strength, Dexterity, and Constitution ability checks
and saving throws.



PsycHIic WOUND
d10 Effect

10 Hardened.

Inappropriate Volume. You can’t regulate your volume.
9 You shout when you intend to whisper, and whisper
when you intend to shout.

Minor headaches. You have disadvantage on Wisdom
checks.

Weak Persona You have suffered damage to your
sense of self. You have disadvantage on Charisma
checks.

Short-term Madness. Roll on the Short-term Madness
table in the Dungeon Masters Guide.

Long-term Madness. Roll on the Long-term Madness
table in the Dungeon Masters Guide.

Phobia You develop a debilitating fear of something
in the situation from which you gained your injury.
For example, if you were damaged by a mind flayer,

you might have a fear of octopuses. The DM will
decide. When you are confronted with your phobia,
you have disadvantage on all ability checks and
saving throws.

Severe headaches You have disadvantage on Wisdom
checks and Wisdom saving throws. If you fail a saving
throw against bludgeoning damage, force damage, or

Indefinite Madness. Roll on the Indefinite Madness
table in the Dungeon Masters Guide.

RADIANT WOUND
d10 Effect

10 Hardened.

Minor nausea. You must succeed at a DC 10
9 Constitution saving throw before you can consume
food.

First Degree Burns. You have superficial but painful
burns. Whenever you take fire damage, you take an
additional 1 point of damage. If you already have first
degree burns, you instead suffer second degree
burns.

Blisters. You have severe blisters. You have
disadvantage on Dexterity checks.

Small Skin Tumors. You develop several small, painless
skin tumors. You have disadvantage on Charisma
checks. If your small skin tumors are not cured within
one year, you develop Large Skin Tumors.

Large Skin Tumours. You develop several large, painful
skin tumors. You have disadvantage in Charisma and
Wisdom checks. Magic such as the regenerate spell
cures your large skin tumors. If your large skin
tumors are not cured within six months, you develop
Systemic Damage as per the poison table.

Second Degree Burns. You have disadvantage on
Strength, Dexterity, and Constitution checks. Magic
such as the regenerate spell cures this damage.
Alternatively, they will heal on their own in 4 weeks. If|
you already have second degree burns, you instead
suffer third-degree burns.

Partial Blindness. Your retinas are damaged; you have

disadvantage on Wisdom (Perception) checks that
rely on sight and on ranged attack rolls. If you have
already suffered partial blindness, you're blinded.
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SLASHING WOUND
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Effect
Hardened.

Minor Scar. The scar doesn't have any adverse effects
other than making you look grisled and intimidating.

Festering Wound. Your hit point maximum is reduced
by 1 every 24 hours the wound persists. If your hit
points maximum drops to O, you die.

Horrible Scar. You are disfigured to the extent that the
wound can't be easily concealed. You have
disadvantage on Charisma (Persuasion) checks and
advantage on Charisma (Intimidation) checks.

Minor Internal Injury. This has the same effect as
Major Internal Injury below, except that the save DC
is 10.

Major Internal Injury. Whenever you attempt an action
in combat, you must make a DC 15 Constitution
saving throw. On a failed save, you lose your action
and can't use reactions until the start of your next
turn.

Hamstrung. Your speed on foot is reduced by 5 feet.
You must make a DC 10 Dexterity saving throw after
using the Dash action. If you fail the save, you fall
prone.

Lose a Foot or Leg. Your speed on foot is halved, and
you must use a cane or crutch to move unless you
have a peg leg or other prosthesis. You fall prone
after using the Dash action. You have disadvantage
on Dexterity checks made to balance.

Lose an Arm or a Hand. You can no longer hold
anything with two hands, and you can hold only a
single object at a time.

Lose an Eye. You have disadvantage on Wisdom
Perception) checks that rely on sight and on ranged
If you have no eyes left after sustair
this injury, you're blinded. o

THUNDER WOUND
d1o Effect
10 Hardened.
Severe bruising. You suffer severe bruising over an
9 extensive portion of your anatomy. Anytime you
suffer bludgeoning or force damage, you suffer an
additional point of bludgeoning or force damage.
g Minor headaches. You have disadvantage on Wisdom
checks.
Minor Concussion. You have disadvantage on
Intelligence checks. If you already have a minor
7  concussion, you suffer a major concussion. 14-16

Minor headaches. You have disadvantage on Wisdom
checks.

Major Concussion. You have disadvantage on
Intelligence checks, Wisdom checks, and Charisma
checks, as well as Constitution saving throws to
maintain concentration.

Internal Injury. Whenever you attempt an action in
combat, you must make a DC 15 Constitution saving
throw. On a failed save, you lose your action and
can't use reactions until the start of your next turn.

Severe Headaches. You have disadvantage on Wisdom
checks and Wisdom saving throws. If you fail a saving
throw against bludgeoning damage, force damage, or
psychic damage, you are also stunned until the end
of your next turn.

Partial Deafness. Your eardrums have been damaged;
you are hard of hearing. You have disadvantage on
any ability check that requires hearing.

Deafness. Your eardrums have been destroyed; you
gain the deafened condition.

Brain Injury. You have suffered a brain injury. You have
disadvantage on Intelligence, Wisdom, and Charisma
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This system greatly reduces your parties HP past
10th level, thus it is suggested to weigh their foes
HP carefully (I prefer reducing enemy HP instead
of damage when needed).
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WEAPONS
Name Cost AS Damage Weight Properties
Simple Melee Weapons
Club 1sp - 1d4bludgeoning 21b Light
Dagger 2gp - 1d4 piercing 4 b Finesse, light, thrown (range 20/60)
Greatclub 2sp 1 1d8 bludgeoning 10Ib Two-Handed
Handaxe S5gp - 1d6 slashing 21b Light, thrown (range 20/60)
Javelin 5sp 1 1d6 piercing 21b Thrown (range 30/120)
Light Hammer 2gp - 1d4 bludgeoning 21b Light, thrown (range 20/60)
Mace 5gp 2 1d6 bludgeoning 41b
Quarterstaff 2sp - 1d6 bludgeoning 41Ib Versatile (1d8)
Sickle Tgp - 1d4 slashing 21b Light
Spear Tgp 1 1d6 piercing 31b Thrown (range 20/60), versatile (1d8)
Simple Ranged Weapons
Crossbow, light 25¢gp 1 1d8 slashing 41b Ammunition (range 80/320), loading, two-handed
Dart S5cp - 1d4 piercing 1/41b Finesse, thrown (range 20/60)
Shortbow 25gp - 1d6 piercing 21b Ammunition (range 80/320), two-handed
Sling 1sp - 1d4 bludgeoning - Ammunition (range 30/120)
Martial Melee Weapons
Battleaxe 10gp - 1d8 slashing 41b Versatile (1d10) pick
Flail 10gp 1 1d8 bludgeoning 2 1Ib
Glaive 20gp - 1d10slashing 6 lb Heavy, reach, two-handed
Greataxe 30gp - 1d12 slashing 7 1b Heavy, two-handed, hammer
Greatsword 50gp - 2d6 slashing 6 1b Heavy, two-handed, point and pick
Halberd 35gp - 1d10 slashing 12 b Heavy, reach, two-handed, point and hammer
Lance 10gp - 1d12 piercing 6 lb reach, two-handed, special, +4 AS when mounted.
Longsword 15¢gp - 1d8 slashing 31b Versatile (1d10), point
Maul 10gp 3 2d6 bludgeoning 101b Heavy, two-handed
Morningstar 15gp 1 1d8 piercing 4 b
Pike 5gp 1 1d10piercing 181b Heavy, reach, two-handed
Rapier 25gp - 1d8 piercing 21b Finesse
Scimitar 25gp - 1d6 slashing 31b Finesse, light
Shortsword 10gp - 1d6 slashing 21b Finesse, light, point
Trident 25gp - 1d6 piercing 41b Thrown (range 20/60), versatile (1d8)
War pick 5gp 3 1d8 piercing 41b Hammer
Warhammer 15gp 1 1d8 bludgeoning 2 1b Versatile (1d10) pick
Whip 2gp - 1d4 slashing 31b Finesse, reach
Martial Ranged Weapons
Blowgun 10gp - 1 piercing 11b Ammuntition (range25/100), loading
Crossbow, hand 75¢gp 1 1d6 piercing 31b Ammuntition (range30/120), loading
Crossbow, heavy 50gp 3 1d10piercing 18 1b Ammuntition (range100/400), heavy, loading
Longbow 50gp 2 1d8 piercing 21b Ammuntition (range150/600), heavy, two-handed

Net Tgp - - 31b Special, thrown (range 5/15)
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