Dungeon Bash Treasure Tables and Dungeon Generators
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Dagger (+302 gp)
Dagger (+302 gp)
Greataxe (+320 gp)
Greataxe (+320 gp)
Greataxe (+320 gp)
Greataxe (+320 gp)
Greataxe (+320 gp)
Greatsword (+350 gp)
Greatsword (+350 gp)
Greatsword (+350 gp)
Greatsword (+350 gp)
Greatsword (+350 gp)
Kama (+302 gp)

Kama (+302 gp)
Longsword (+315 gp)
Longsword (+315 gp)
Longsword (+315 gp)
Longsword (+315 gp)
Longsword (+315 gp)
Longsword (+315 gp)
Mace, light (+305 gp)
Mace, light (+305 gp)
Mace, heavy (+312 gp)
Mace, heavy (+312 gp)
Nunchaku (+302 gp)
Nunchaku (+302 gp)
Quarterstaff (+600 gp)
Rapier (+320 gp)

Rapier (+320 gp)

Rapier (+320 gp)
Scimitar (+315 gp)
Scimitar (+315 gp)
Scimitar (+315 gp)
Shortspear (+302 gp)
Shortspear (+302 gp)
Siangham (+303 gp)
Siangham (+303 gp)
Sword, bastard (+335 gp)
Sword, bastard (+335 gp)
Sword, bastard (+335 gp)
Sword, bastard (+335 gp)
Sword, bastard (+335 gp)
Sword, short (+310 gp)
Sword, short (+310 gp)
Sword, short (+310 gp)
Sword, short (+310 gp)
Waraxe, dwarven (+330 gp)
Waraxe, dwarven (+330 gp)
Waraxe, dwarven (+330 gp)
Waraxe, dwarven (+330 gp)
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Axe, orc double (+660 gp)
Battleaxe (+310 gp)

Chain, spiked (+325 gp)
Crossbow, hand (+400 gp)
Crossbow, repeating (+550 gp)
Falchion (+375 gp)

Flail, dire (+690 gp)

Flail, heavy (+315 gp)

Flail, light (+308 gp)

Gauntlet, spiked (+305 gp)

Glaive (+308 gp)

Guisarme (+309 gp)

Halberd (+310 gp)

Halfspear (+301 gp)

Hammer, gnome hooked (+620 gp)
Hammer, light (+301 gp)
Handaxe (+306 gp)

Kukri (+308 gp)

Lance (+310 gp)

Longspear (+305 gp)

Morningstar (+308 gp)

Net (+320 gp)

Pick, heavy (+308 gp)

Pick, light (+304 gp)

Ranseur (+310 gp)

Scythe (+318 gp)

Shuriken (+301 gp)

Sickle (+306 gp)

Sword, two-bladed (+700 gp)
Trident (+315 gp)

Urgrosh, dwarven (+650 gp)
Warhammer (+312 gp)

Whip (+301 gp)

Axe, throwing (+308 gp)
Crossbow, heavy (+350 gp)
Crossbow, heavy (+350 gp)
Crossbow, light (+335 gp)
Crossbow, light (+335 gp)

Javelin (+301 gp)

Shortbow (+330 gp)

Shortbow, composite (+375 gp)
Shortbow, composite +1 (+450 gp)
Shortbow, composite +2 (+450 gp)
Sling (+300 gp)

Longbow (+375 gp)

Longbow, composite (+400 gp)
Longbow, composite +1 (+500 gp)
Longbow, composite +2 (+600 gp)
Longbow, composite +3 (+700 gp)
Longbow, composite +4 (+800 gp)

Armor Type

D20  Armor Type

Buckler (+165 gp)

Buckler (+165 gp)

Shield, light, wooden (+153 gp)
Shield, light, steel (+159 gp)
Shield, light, steel (+159 gp)
Shield, heavy, wooden (+157 gp)
Shield, heavy, wooden (+157 gp)
Shield, heavy, steel (+170 gp)

9 Shield, heavy, steel (+170 gp)
10  Shield, heavy, steel (+170 gp)
11 Shield, tower (+180 gp)

12 Studded leather (+175 gp)

13 Chain shirt (+250 gp)

14  Hide (+165 gp)

15  Chainmail (+300 gp)

16  Breastplate (+350 gp)

17  Banded mail (+400 gp)

18  Full Plate (+1,650 gp)

19  Full Plate (+1,650 gp)

20  Full Plate (+1,650 gp)
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Double weapons: Masterwork double
weapons incur double the masterwork
cost to account for each head (+300 gp
masterwork cost per head for a total of
+600 gp). Double weapons have
separate magical bonuses for their
different heads. If randomly determi-
ned, the second head of a double wea-
pon has the same enhancement bonus
as the main head (01-50 on d%), doub-
ling the cost of the bonus, or its enhan-
cement bonus is one less (51-100) and
it has no special abilities. All magic
weapons are masterwork weapons.



