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Welcome to the Mother of
All Treasure Tables! 

We have gone to the farthest corners of the known
world to gather together wondrous treasures to tanta-
lize the imagination and boggle the mind. (“How in
the world am I going to get that in my saddlebag?”)
This is quite possibly going to become one of the most
useful game master tools you have ever purchased. We
congratulate you on your obvious great wisdom and
excellent taste.

Picture this. You have just set up a great encounter
you know your players will love. It will be a challenge
for the heroes. Someone may even die, but the
rewards will be worth it, right? Oh, yeah, the rewards;
there should be some sort of treasure as unique and
interesting as the rest of the incident. Well, here is a
sack of gold, a few gems, maybe a masterwork sword.
Hmmm, just more of the same stuff they got last time.
Maybe a really big gem? Somehow, it just does not
meet the same standard. If you are looking for some-
thing more than just a list of gold pieces and gems
your characters can add to their ledger of money, then
you have come to the right place! To make compara-
ble treasures you could spend hours working on the
details (we know, because we did), or you could turn
to the Mother of All Treasure Tables! Finally you
have treasures worthy of the great adventures you
have created and all are just a die roll away.

Ways to Use This Book
This book could be used in several different ways. 1)

You can use it to pre-plan the treasure so you know
exactly what the characters are going to find before
their swords even leave their scabbards; or, 2) you can
use it to flesh out random encounters during play–the
monster is dead, and now it is time for the treasure–
“What did these things have anyway?”; and 3) you
can use this book as an inspiration for adventure. 

l) Pre-planning—This may be the best way to use
this resource. It speeds the pre-game preparation by
giving you a myriad of treasure possibilities at your fin-
gertips. When you plan an encounter and some type
of treasure is called for, you can then turn here to
develop it. Anything from a pocketful of odds and
ends to a cavern full of treasure is not only possible,
but readily available and prepared in advance for your
use.

2) On the Fly—This resource also works well to
flesh out treasures ‘on-the-fly’ during a game. The
monster is dead, the puzzle solved, and now it is time
for the reward; roll a few dice and just read the
descriptions. A little caution would be in order,

though. Not every treasure will fit every circum-
stance, and some have unusual aspects which may not
work in every situation. Skim through the selections
before you start reading them to your players, to be
sure you know exactly what you are giving away!

3) Inspiration—A third way to use the book would
be for inspiration. Why does the tiny doll have a
secret pocket sewn into her stomach? What happened
to the owner of that bridal dress? How did that car-
riage end up here? If you already know what the
heroes will be fighting, take a look at a treasure and
ask yourself: If these creatures have accumulated this
treasure, where did it come from? Read through some
treasures, (especially ones with larger value,) and let
them inspire you with ideas for adventures. Some of
the treasures can lead to entire story lines. For
instance, the adventurers are trying to sell a box with
a special crest on it. Little do they know that Duke
Lostandpresumedead owned that box and now the
authorities believe the characters are responsible for
his disappearance. Perhaps the heroes want to return
a treasure they recovered. (Hey, it is possible – though
maybe not likely. The paladin does not need it any-
way, right?) The treasures you find here could inspire
stories, points of history, or possible interests or moti-
vations for NPCs who will interact with the heroes.

What This Book is Not
Now let us mention some of the things this book is

not. Since we had limited space we had to narrow our
options, therefore no magic items are included. (In
fact, these treasures would be perfect for a low-magic
world; they are full of things which do not need magic
to make them interesting and useful.) It should be rel-
atively easy to add magic items using the base treas-
ures as a guide; there is further explanation on this
below. Alternatively, you could take masterwork items
in the treasure, add some magical bonus to them and
use the descriptions we have provided. There are a
goodly number of masterwork items included in the
treasure and they would also make fine items for the
players to enchant, if they were looking to make their
own magic items.

Another thing this book will not do for you is tell
you how much treasure to give. It is defined by the
treasure tables in the DMG and there you will find
guidance as to how much treasure to give based upon
the challenge level of the encounter which your char-
acters have experienced. It is probably one of the best
ways to decide how much treasure you should give
from this book. However, the actual amounts are
always up to you.

This book will not tell you whether specific items of
treasure are appropriate for a particular encounter or
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for your individual campaign world. You have to make
that decision, and as the GM you are free at any time
to remove or revise any item. If a treasure includes
something you think is not workable in your world,
feel free to tweak it so it fits or to replace it with the
equivalent value in coins. (We recommend replacing
a troublesome item rather than just removing it, to
keep the overall value of the treasure the same.)
However, just because an item is unusual, do not auto-
matically assume it could not be found in your cam-
paign. Remember, jade statues from the Far East have
been found even in the Scandinavian burial sites of
the Vikings. Valuable items have a tendency to find
their way across the world.

Making Changes
There may be specific circumstances where the

treasure described may not seem to fit the encounter.
In that case, the items could be replaced or the
description could be changed to reflect the circum-
stances. For instance, if there were fine silk hangings
in the treasure description and the treasure was in a
goblin lair, the hangings could still be there but they
could be described as very dirty and in need of clean-
ing. If you really want to get creative and you pick the
treasures in advance, you could embellish the situa-
tion even more. ‘Fine silk hangings have been gath-
ered around what looks like the chief’s seat and it is
being used as a make-shift throne.’ Weapons listed in
the treasure could be used by the monsters who are
fighting. “Hey, Thorvald, this goblin has a masterwork
sword with a gold hilt and jeweled scabbard.” “Really?
How do you know?” “He is swinging it at me!” “Oh,
they are SOOOO dead! Let’s kill them and see what
else they have!”

How to Use this Book
There are ten tables in this book, arranged by the

value of the treasures therein. As you can see, the
higher the table number in the Mother of All
Treasure Tables, the higher the value of the total
treasure. Also, in general, the higher the number of
the table, the higher the value of specific items in the
treasure.

Treasure Values for Each Treasure Table
TTaabbllee TTrreeaassuurree  VVaalluuee  ((pplluuss  oorr  mmiinnuuss  22%%))
Table I Less than 10 gp
Table II 50 gp
Table III 100 gp
Table IV 500 gp
Table V 1,000 gp
Table VI 5,000 gp
Table VII 10,000 gp
Table VIII 30,000 gp
Table IX 50,000 gp
Table X Epic treasures — 100,000 gp and up

Treasures can be selected either by the GM rolling
randomly on the tables or by reading through and
selecting the treasures to use. To roll results randomly
on the tables of the Mother of All Treasures Tables
you will need percentile dice (d%), a twenty-sided die
(d20), and a ten-sided die (d10). Most of the tables
have 100 entries and so require the d%, but the larg-
er treasures toward the end are not used as often so
they have a smaller number of entries and so may call
for a d20 or d10. (To roll percentile dice, or hundred-
sided dice, use two ten-sided dice of different colors.
Designate one color as the tens digit and one color as
the ones digit, roll the dice and read them in the prop-
er order. Some ten-sided dice are numbered 00-90,
specifically to be used to supply the tens digit in a 1 to
100 roll. A roll of all zeros – ‘0, 0’ or ‘00, 0’ – is read
as 100.)

As we mentioned above, first determine how much
treasure you need to provide to keep your players from
rebelling and storming the GM’s house with torches
and pitchforks. Once you have decided on the
amount, select something from the tables or roll for
appropriate treasures. 

Determining Treasure Value
To decide how much treasure to use for a given

encounter, refer to the table of Treasure Values per
Encounter. This lists the average amount of treasure
recommended for each encounter level. (This list can
also be found in the DMG, Chapter 3.)

Cross-reference the level of the treasure on the left
with the average value of the treasure. The level of
the treasure is equal to the Challenge Rating (CR) of
the monster in the encounter, or the Encounter Level
if more than one monster in involved. 

Treasure Values per Encounter
EEnnccoouunntteerr TTrreeaassuurree EEnnccoouunntteerr TTrreeaassuurree

LLeevveell ppeerr  EEnnccoouunntteerr LLeevveell ppeerr  EEnnccoouunntteerr
1 300 gp 11 7,500 gp
2 600 gp 12 9,800 gp
3 900 gp 13 13,000 gp
4 1,200 gp 14 17,000 gp
5 1,600 gp 15 22,000 gp
6 2,000 gp 16 28,000 gp
7 2,600 gp 17 36,000 gp
8 3,400 gp 18 47,000 gp
9 4,500 gp 19 61,000 gp
10 5,800 gp 20 80,000 gp

Although this chart is not the one usually used to
determine treasure content, with the Mother of All
Treasure Tables, this table is your guide. It is not
important to match these amounts exactly, but they
give guidance about which tables in the Mother of All
Treasure Tables to use. Following are some examples.

introduction

Sam
ple 

file



<<
  /ASCII85EncodePages false
  /AllowTransparency false
  /AutoPositionEPSFiles true
  /AutoRotatePages /All
  /Binding /Left
  /CalGrayProfile (Dot Gain 20%)
  /CalRGBProfile (sRGB IEC61966-2.1)
  /CalCMYKProfile (U.S. Web Coated \050SWOP\051 v2)
  /sRGBProfile (sRGB IEC61966-2.1)
  /CannotEmbedFontPolicy /Warning
  /CompatibilityLevel 1.4
  /CompressObjects /Tags
  /CompressPages true
  /ConvertImagesToIndexed true
  /PassThroughJPEGImages true
  /CreateJDFFile false
  /CreateJobTicket false
  /DefaultRenderingIntent /Default
  /DetectBlends true
  /DetectCurves 0.0000
  /ColorConversionStrategy /LeaveColorUnchanged
  /DoThumbnails false
  /EmbedAllFonts true
  /EmbedOpenType false
  /ParseICCProfilesInComments true
  /EmbedJobOptions true
  /DSCReportingLevel 0
  /EmitDSCWarnings false
  /EndPage -1
  /ImageMemory 1048576
  /LockDistillerParams false
  /MaxSubsetPct 100
  /Optimize true
  /OPM 1
  /ParseDSCComments true
  /ParseDSCCommentsForDocInfo true
  /PreserveCopyPage true
  /PreserveDICMYKValues true
  /PreserveEPSInfo true
  /PreserveFlatness true
  /PreserveHalftoneInfo false
  /PreserveOPIComments false
  /PreserveOverprintSettings true
  /StartPage 1
  /SubsetFonts true
  /TransferFunctionInfo /Apply
  /UCRandBGInfo /Preserve
  /UsePrologue false
  /ColorSettingsFile ()
  /AlwaysEmbed [ true
  ]
  /NeverEmbed [ true
  ]
  /AntiAliasColorImages false
  /CropColorImages true
  /ColorImageMinResolution 300
  /ColorImageMinResolutionPolicy /OK
  /DownsampleColorImages true
  /ColorImageDownsampleType /Bicubic
  /ColorImageResolution 300
  /ColorImageDepth -1
  /ColorImageMinDownsampleDepth 1
  /ColorImageDownsampleThreshold 1.50000
  /EncodeColorImages true
  /ColorImageFilter /DCTEncode
  /AutoFilterColorImages true
  /ColorImageAutoFilterStrategy /JPEG
  /ColorACSImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /ColorImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000ColorACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000ColorImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasGrayImages false
  /CropGrayImages true
  /GrayImageMinResolution 300
  /GrayImageMinResolutionPolicy /OK
  /DownsampleGrayImages true
  /GrayImageDownsampleType /Bicubic
  /GrayImageResolution 300
  /GrayImageDepth -1
  /GrayImageMinDownsampleDepth 2
  /GrayImageDownsampleThreshold 1.50000
  /EncodeGrayImages true
  /GrayImageFilter /DCTEncode
  /AutoFilterGrayImages true
  /GrayImageAutoFilterStrategy /JPEG
  /GrayACSImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /GrayImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000GrayACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000GrayImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasMonoImages false
  /CropMonoImages true
  /MonoImageMinResolution 1200
  /MonoImageMinResolutionPolicy /OK
  /DownsampleMonoImages true
  /MonoImageDownsampleType /Bicubic
  /MonoImageResolution 1200
  /MonoImageDepth -1
  /MonoImageDownsampleThreshold 1.50000
  /EncodeMonoImages true
  /MonoImageFilter /CCITTFaxEncode
  /MonoImageDict <<
    /K -1
  >>
  /AllowPSXObjects false
  /CheckCompliance [
    /None
  ]
  /PDFX1aCheck false
  /PDFX3Check false
  /PDFXCompliantPDFOnly false
  /PDFXNoTrimBoxError true
  /PDFXTrimBoxToMediaBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXSetBleedBoxToMediaBox true
  /PDFXBleedBoxToTrimBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXOutputIntentProfile ()
  /PDFXOutputConditionIdentifier ()
  /PDFXOutputCondition ()
  /PDFXRegistryName ()
  /PDFXTrapped /False

  /Description <<
    /CHS <FEFF4f7f75288fd94e9b8bbe5b9a521b5efa7684002000500044004600206587686353ef901a8fc7684c976262535370673a548c002000700072006f006f00660065007200208fdb884c9ad88d2891cf62535370300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c676562535f00521b5efa768400200050004400460020658768633002>
    /CHT <FEFF4f7f752890194e9b8a2d7f6e5efa7acb7684002000410064006f006200650020005000440046002065874ef653ef5728684c9762537088686a5f548c002000700072006f006f00660065007200204e0a73725f979ad854c18cea7684521753706548679c300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c4f86958b555f5df25efa7acb76840020005000440046002065874ef63002>
    /DAN <>
    /DEU <>
    /ESP <>
    /FRA <>
    /ITA <>
    /JPN <>
    /KOR <FEFFc7740020c124c815c7440020c0acc6a9d558c5ec0020b370c2a4d06cd0d10020d504b9b0d1300020bc0f0020ad50c815ae30c5d0c11c0020ace0d488c9c8b85c0020c778c1c4d560002000410064006f0062006500200050004400460020bb38c11cb97c0020c791c131d569b2c8b2e4002e0020c774b807ac8c0020c791c131b41c00200050004400460020bb38c11cb2940020004100630072006f0062006100740020bc0f002000410064006f00620065002000520065006100640065007200200035002e00300020c774c0c1c5d0c11c0020c5f40020c2180020c788c2b5b2c8b2e4002e>
    /NLD (Gebruik deze instellingen om Adobe PDF-documenten te maken voor kwaliteitsafdrukken op desktopprinters en proofers. De gemaakte PDF-documenten kunnen worden geopend met Acrobat en Adobe Reader 5.0 en hoger.)
    /NOR <>
    /PTB <>
    /SUO <>
    /SVE <>
    /ENU (Use these settings to create Adobe PDF documents for quality printing on desktop printers and proofers.  Created PDF documents can be opened with Acrobat and Adobe Reader 5.0 and later.)
  >>
  /Namespace [
    (Adobe)
    (Common)
    (1.0)
  ]
  /OtherNamespaces [
    <<
      /AsReaderSpreads false
      /CropImagesToFrames true
      /ErrorControl /WarnAndContinue
      /FlattenerIgnoreSpreadOverrides false
      /IncludeGuidesGrids false
      /IncludeNonPrinting false
      /IncludeSlug false
      /Namespace [
        (Adobe)
        (InDesign)
        (4.0)
      ]
      /OmitPlacedBitmaps false
      /OmitPlacedEPS false
      /OmitPlacedPDF false
      /SimulateOverprint /Legacy
    >>
    <<
      /AddBleedMarks false
      /AddColorBars false
      /AddCropMarks false
      /AddPageInfo false
      /AddRegMarks false
      /ConvertColors /NoConversion
      /DestinationProfileName ()
      /DestinationProfileSelector /NA
      /Downsample16BitImages true
      /FlattenerPreset <<
        /PresetSelector /MediumResolution
      >>
      /FormElements false
      /GenerateStructure true
      /IncludeBookmarks false
      /IncludeHyperlinks false
      /IncludeInteractive false
      /IncludeLayers false
      /IncludeProfiles true
      /MultimediaHandling /UseObjectSettings
      /Namespace [
        (Adobe)
        (CreativeSuite)
        (2.0)
      ]
      /PDFXOutputIntentProfileSelector /NA
      /PreserveEditing true
      /UntaggedCMYKHandling /LeaveUntagged
      /UntaggedRGBHandling /LeaveUntagged
      /UseDocumentBleed false
    >>
  ]
>> setdistillerparams
<<
  /HWResolution [2400 2400]
  /PageSize [612.000 792.000]
>> setpagedevice


