
BLOGOFHOLDING'S 5E RANDOM TREASURE GENERATOR 
 
Grants the same amount of treasure as the official rules, but with smoother increases, more variety, customized NPC treasure, 
scaling by party size, and support for high/low treasure campaigns. Released under the Open Game License.  
 
For treasure hoards, roll once on the Treasure Table for each character in the party.  
        For the hoards of legendary/climactic opponents, roll twice for each character.  
        For a chance at minor (individual) treasure, roll once total. 
 
For each roll on the Treasure Table: use the line that matches the character's level, modified as follows: 
       -2 for a trivial encounter     -1 for an easy encounter    +1 for a hard encounter   +2 for a potentially deadly encounter 
 
Treasure Table 

 
ITEM TABLES 
These item tables include some 
nonmagical equipment and a few new 
magic items (detailed at the end). 
 
To choose which item table to use, roll 
d20 and add character level. 
 
NPC treasure by role: NPCs carry 
items they can use. For intelligent 
humanoids, instead of rolling d100 on 
an item table, choose an item on that 
table which matches their role, using 
the following icons as guides: 
Ⓐ Arcane caster: mage, lich, etc 
Ⓑ Bruiser/fighter: veteran, orc, etc 
Ⓒ Clerical: priest, mummy lord, etc 
Ⓓ Dodgy/rogue: scout, assassin, etc 
For instance, a knight (Bruiser role) with 
Table 13 treasure would wear gloves of 
missile snaring. 
 
TABLE 1-4  
1-4 Ⓓ Trap (caltrops or hunting trap) 
5-50 ⒷⒸ potion of healing 
51-80 Ⓐ spell scroll, cantrip 
81-82 Boots of striding + springing  
83-84 Ring of jumping 
85-86 Ring of swimming 
87-88 Decanter of endless water 
89-90 Efficient quiver 
91-92 Eyes of minute seeing  
93-94 Gloves of swimming and climbing 
95-96 Goggles of night 
97-98 Robe of useful items 
99-00 Immovable rod 
 
 
 
 
 
 
 
 
 

TABLE 5-6  
1-4 1d4 bottles fine wine, 10gp each 
5-50 potion of healing 
51-80 spell scroll, level 1 
81-82 Ⓐ Lantern of revealing 
83-84 Ⓒ Periapt of health 
85-86 ⒶⒷ Circlet of blasting 
87-88 Ⓓ Cloak of the manta ray 
89-90 Ⓒ Ring of water walking  
91-92 ⒷⒸ Helm of comprehend lang. 
93-94 ⒷⒹ Rope of climbing 
95-96 ⒷⒸ Wand of magic detection  
97-98 ⒶⒹ Wand of secrets  
99-00 ⒶⒹ Wind fan 
 
TABLE 7-8  
1-4 Ⓓ 1d4 vials basic poison 
5-50 Ⓑ potion of healing 
51-80: ⒶⒸ spell scroll, level 1 
81-96 bag of holding 
97-98 armor of resistance, leather 
99-00 armor +1, leather 
 
TABLE 9 
1-4 ⒶⒸ 1d4 books, 25 gp each 
5-50 ⒷⒹ potion of healing 
51-80 spell scroll, cantrip 
81-96 figurine of wondrous power, silver  
    raven 
97-00 Amulet of proof vs detection and  
    location 
 
TABLE 10 
1-4 Ⓑ Chain mail 
5-50 Ⓓ potion of healing 
51-80: ⒶⒸ spell scroll, level 1 
81-100: Weapon +1 
 
TABLE 11 
1-4 Ⓓ 1d4 vials acid 
5-50 Ⓑ potion of healing 
51-80 ⒶⒸ Spell scroll, level 1 
81-95 Shield +1 
96-00 Arrow-catching shield  
 

TABLE 12 
1-4 ⒷⒸ Scale mail 
5-50 Ⓓ potion of healing 
51-80 Ⓐ spell scroll, cantrip 
81-83 mithral armor, chain mail 
84-86 mithral armor, chain shirt 
87-89 mithral armor, scale mail 
90-92 mithral armor, splint 
93-95 adamantine armor, chain mail 
96-98 adamantine armor, chain shirt 
99-00 adamantine armor, scale mail 
 
TABLE 13 
1-4 1d4 vials alchemist’s fire 
5-50 potion of healing 
51-80: spell scroll, level 1 
81-85 Ⓓ bag of tricks 
86-88 Ⓐ Slippers of spider climbing 
89-94 Ⓑ Gloves of missile snaring  
95-00 Ⓒ Ring of resistance 
 
TABLE 14 
1-4 Ⓓ Studded leather armor 
5-50 ⒶⒸ potion of healing 
51-80 Ⓑ potion of hill giant strength 
81-84 Ring of animal influence 
85-88 Vicious weapon 
89-91 Ring of warmth 
92-94 Trident of fish command 
95-97 Bag of devouring 
98-00 Eversmoking bottle 
 
TABLE 15 
1-4 Silver weapon/6 silver arrows 
5-50 ⒶⒷⒸⒹ potion of healing 
51-65 potion of animal friendship 
66-80 potion of climbing 
81-85 Bracers of archery 
86-90 Cloak of elvenkind 
91-95 Gauntlets of ogre power 
96-00 Boots of elvenkind 
 
 
 
 
 

TABLE 16 
1-4 Ⓒ 1d4 vials holy water 
5-50 ⒷⒹ potion of healing 
51-80 Ⓐ spell scroll, level 1 
81-85 hat of disguise 
86-90 instrument +1 
91-95 Weapon +1 
96-00 staff of the python 
 
TABLE 17 
1-4 Splint armor 
5-80 ammunition +1 
81-90 Ⓓ handy haversack 
91-95 ⒶⒸ pearl of power 
96-100 Ⓑ Weapon +1 

Changing the default wealth level 
If a party gets an average of 10 treasure 
opportunities per level (25% of which are 
hoards, the rest individual), each 
character will find, over 20 levels, about 5 
permanent magic items, 20 expendable 
items, and 500,000 GP. This will put them 
in line with 5e’s implicit economy. 
 
For a lower or higher-wealth game (65% 
or 150% the money), adjust characters’ 
level down or up by one when selecting 
non-magic items on the Treasure Table. 
For a lower or higher-magic game (65% or 
150% the number of magic items), 
subtract 6 or add 9 to the percentile roll 
when using the Treasure Table. 
 
Why isn’t treasure based on CR?  
It’s tempting to base treasure on monster 
CR rather than on character number/level, 
but encounter difficulty scales differently 
from encounter rewards. A CR 7 monster 
is a standard difficulty fight for 6 level-7 
characters, or for 1 level-20 character. A 
level-20 character who got official CR 7-
type treasures would earn 5% their 
expected wealth and never find a 
legendary item. With my system, any 
sized group gets appropriate treasure, 
adjusted for the difficulty of acquiring it. 
 
 



TABLE 18 
1-4 Breastplate 
5-80 spell scroll, level 2 
81-82 Boots of the winterlands 
83-84 Ⓐ Brooch of shielding 
85-86 Ⓓ Deck of illusions 
87-88 Ⓑ Sword of life stealing 
89-90 Ⓓ Eyes of charming 
91-92 Ⓒ Eyes of the eagle 
93-94 Necklace of adaptation 
95-96 Ⓒ Gem of brightness 
97-98 Ⓐ Headband of intellect 
99-00 Ⓑ Javelin of lightning 
 
TABLE 19 
1-4 ⒶⒸ Spyglass/magnifying glass 
5-12 Ⓓ Dust of disappearance 
13-20 Ⓐ Dust of dryness  
21-28 Dust of sneezing and choking  
29-36 Ⓓ Oil of slipperiness  
37-44 Philter of love 
45-52 Ⓑ Potion of growth 
52-60 Ⓓ Potion of poison 
61-68 Potion of water breathing 
69-80 ⒷⒸ Potion of frost giant strength 
81-84 Broom of flying  
85-88 Wand of the war mage +1 
89-92 Cloak of protection 
93-94 Medallion of thoughts 
95-96 Boots of levitation 
97-98 Ring of mind shielding 
99-00 Periapt of wound closure 
 
TABLE 20 
1-4 ⒷⒸ half plate armor 
5-22 ammunition +1 
23-50 ⒶⒹ restorative ointment 
51-60 spell scroll, level 3 
61-80 potion of resistance 
81-82 wand of web 
83-84 pipes of haunting 
85-86 pipes of the sewers 
87-89 ring of feather falling 
90-92 stone of good luck 
93-95 wand of magic missiles 
96-98 winged boots 
99-00 wand of wonder 
 
TABLE 21 
1-4 Ⓑ Plate armor 
5-60 ⒶⒸ Spell scroll, level 3 
61-70 Ammunition +2 
71-80 Ⓓ Restorative ointment 
81-100 Weapon +1 
 
TABLE 22 
1-70 Ⓓ Ammunition +2 
71-80 Ⓐ Spell scroll, level 3 
81 Mithral armor, breastplate 
82 Mithral armor, half plate 
83 Ⓑ Mithral armor, plate 
84 Adamantine armor, breastplate 
85 Adamantine armor, splint 
86 Armor of resistance, chain mail 
87 Armor of resistance, chain shirt 
88 Ⓒ Armor of resistance, scale 
89-91 Figurine of wondrous power. 1d6:   
    1-2 giant fly, 3-4 ivory goats, 5-6 gold lions 
92 Ioun stone, awareness 
93 Ioun stone, protection 
94 Ioun stone, reserve 
95 Ioun stone, sustenance 
96 Horn of Valhalla, silver 
97 Amulet of health 
98 Cube of force 
99 Berserker axe 
00 Belt of hill giant strength 
TABLE 23 
1-10 Ⓓ Chime of opening 
11-20 Potion of dimunition 
21-40 Feather token. Roll d6: 1 anchor,  
    2 bird, 3 fan, 4 swan boat, 5 tree, 6 whip 
41-50 Potion of mind reading 
51-60 Potion of clairvoyance 
61-70 ⒶⒸ Elemental gem 

71-80 Ⓑ Potion of heroism 
81-85 Portable hole 
86 Instant fortress 
87 Armor of vulnerability 
88 Belt of dwarvenkind 
89 Horseshoes of a zepyr 
90 Horseshoes of speed 
91 Bowl of commanding water element. 
92 Brazier of commanding fire element. 
93 Censer of controlling air elementals 
94 Stone of controlling earth elementals 
95 Cloak of displacement 
96 Cloak of the bat 
97 Horn of Valhalla, brass 
98 Horn of blasting 
99 Cape of the mountebank 
00 Elven chain 
 
TABLE 24 
1-80: spell scroll, level 4 
81 Ⓓ Dagger of venom 
82 Iron bands 
83 Dimensional shackles 
84 Ⓑ Dragon slayer 
85 Ⓓ Ring of evasion 
86 Folding boat 
87 Gem of seeing 
88 Ⓑ Shield of missile attraction 
89 Giant slayer 
90-91 Ⓐ Bracers of defense 
92 Ⓐ Helm of telepathy 
93 Rope of entanglement 
94 ⒸPeriapt of proof against poison 
95 Ⓓ Boots of speed 
96 Ⓑ Sword of wounding 
97 Mace of disruption 
98 Ⓒ Mace of smiting 
99 Ⓒ Mace of terror 
00 Ⓐ Ring of spell storing 
 
TABLE 25 
1-80 ⒶⒷⒸⒹ Restorative ointment 
81-88 Shield +2 
89-90 Armor +1, chain mail 
91-92 Armor +1, chain shirt 
93-94 Armor +1, scale mail 
95-96 Instrument +2 
97-00 Wand of the war mage +2 
 
TABLE 26 
1-80: spell scroll, level 5 
81 Ring of X-ray vision 
82 Robe of eyes 
83 Ⓒ Necklace of prayer beads 
84 Wand of enemy detection 
85 Ⓓ Ring of free action 
86 Ⓓ Ring of protection 
87 Ⓐ Mantle of spell resistance 
88 Ⓑ Ring of the ram 
89 Staff of charming 
90 Ⓒ Staff of healing 
91 Ⓑ Rod of rulership 
92 Ⓒ Staff of swarming insects 
93 Staff of the woodlands 
94 Ⓐ Staff of withering 
95 Wand of binding 
96 Wand of fear 
97 Ⓐ Wand of lightning bolts 
98 Wand of paralysis 
99 ⒷⒹ Wings of flying 
00 Sun blade 
 

 
TABLE 27 
1-20 Ⓑ Potion of fire giant strength 
21-30 Bag of beans  
31-40 Ⓐ Potion of gaseous form 
41-50 Ⓒ Potion of flying 
51-60 Bead of force 
61-70 Necklace of fireballs 
71-80 Ⓓ Oil of etherealness 
81-90 Weapon +2 
 
TABLE 28 
1-78 Ammunition +3 
79 Adamantine armor, half plate 
80 Adamantine armor, plate 
81 Armor of resistance, splint 
82 Armor of resistance, studded leather 
83 Armor of resistance, breastplate 
84-85 Ⓒ Armor +1, breastplate 
86 Armor +1, splint 
87-88 Armor +1, studded leather 
89 Ⓓ Armor +2, leather 
90 Armor +2, chain mail 
91-92 Armor +2, chain shirt 
93-94 Ⓑ Armor +2, scale mail 
95 Ⓐ Helm of teleportation 
96-00 Shield +3 
 
TABLE 29 
1-78 ⒶⒷⒸⒹ Potion of true healing* 
79-82 Weapon +1 
83-85 Wand of the war mage +3 
86-87 Instrument +3 
88 Belt of fire giant strength 
89 Belt of frost giant strength 
90 Belt of stone giant strength 
91 Ioun stone, absorption 
92 Ioun stone, agility 
93 Ioun stone, fortitude 
94 Ioun stone, insight 
95 Ioun stone, leadership 
96 Ioun stone, strength 
97-98 Sword of sharpness 
99-00 Wand of fireballs 
 
TABLE 30 
1-78 Spell scroll, level 6 
79 Robe of scintillating colors 
80-81 Robe of stars 
82 Ⓒ Rod of absorption 
83 Ⓓ Rod of alertness 
84-85 Ⓑ Nine lives stealer 
86-87 Ⓐ Staff of fire 
88-89 Staff of frost 
90-91 Ⓒ Staff of striking 
92-93 Staff of thunder and lightning 
94-97 Ⓓ Carpet of flying 
98 Ⓐ Wand of polymorph 
99-00 Ⓑ Frost brand 
 
TABLE 31 
1-10 Ⓐ Marvelous pigments 
11-25 Oil of sharpness 
26-45 Ⓑ Potion of cloud giant strength 
46-62 Ⓓ Potion of invisibility 
63-78 Ⓒ Potion of speed 
79-100 Weapon +3 
 
TABLE 32 
1-78 ⒶⒷⒸⒹ Potion of true healing* 
79 Rod of security 
80 Cloak of arachnida 
81 Figurine of wondrous power,  
    obsidian steed 
82-83 Animated shield 
84 Mirror of life trapping 
85-86 Glamoured studded leather 
87 Amulet of the planes 
88-89 Crystal ball, very rare 
90 Ring of shooting stars 
91-92 Ring of telekinesis 
93 Candle of invocation 
94-95 Dancing sword 
96 Demon armor 

97-98 Dragon scale mail 
99-00 Ring of regeneration 
TABLE 33 
1-78 Spell scroll, level 7 
79 ⒸⒹ Efreeti bottle 
80-81 Ⓓ Scimitar of speed 
82 Ⓐ Helm of brilliance 
83 Dwarven plate 
84-85 Ⓑ Dwarven thrower 
86 Horn of Valhalla, bronze 
87-88 Oath bow 
89 Ⓒ Spellguard shield 
90-91 Ⓐ Staff of power 
92 Ⓓ Manual of quickness of action 
92 Ⓑ Manual of bodily health 
93 Manual of gainful exercise 
94 Ⓐ Tome of clear thought 
95 Tome of leadership and influence 
96 Ⓒ Tome of understanding 
98 Manual of golems 
99-00 Ⓑ Flame tongue 
 
TABLE 34 
1-70 ⒶⒸSpell scroll, level 8 
71-75 ⒷⒹ Potion of true healing* 
76 Armor of resistance, half plate 
77 Armor of resistance, plate 
78-79 Armor +1, scale mail 
80-81 Armor +1, half plate 
82-83 Armor +1, plate 
84-85 Armor +2, breastplate 
86-87 Armor +2, splint 
88-89 Armor +2, studded leather 
90-91 Armor +2, half plate 
92-93 Armor +2, plate 
94-95 Armor +3, breastplate 
96-97 Armor +3, splint 
98-00 Armor of invulnerability 
 
TABLES 35-36 
1-12 Ⓐ Sovereign glue 
13-20 Universal solvent 
21-75 ⒷⒸⒹ Arrow of slaying 
76-77 Well of many worlds 
78-79 Scarab of protection 
80-81 Cubic gate 
82-83 Apparatus of the crab 
84-91 Ring of elemental command. 
    Roll d4: 1 air 2 earth 3 water 4 fire 
92-94 Horn of Valhalla, iron 
95-97 Belt of cloud giant strength 
98 Talisman of the sphere 
99-00 Sphere of annihilation 
 
TABLES 37+ 
1-30 Spell scroll, level 9 
31-45 Potion of storm giant strength 
46-75 Potion of true healing* 
76 Armor +3, studded leather 
77 Armor +3, half plate 
78 Armor +3, plate 
79 Ⓐ Ioun stone, greater absorption 
80 Ⓓ Ioun stone, mastery 
81 Ioun stone, regeneration 
82 Iron flask 
83 Ⓑ Belt of storm giant strength 
84 Ⓑ Defender 
85 Hammer of thunderbolts 
86 Holy avenger 
87 Ⓓ Luck blade 
88 Ⓓ Ring of invisibility 
89 Ⓐ Crystal ball, legendary 
90 Plate armor of etherealness 
91 Ⓒ Ring of djinni summoning 
92 Ⓒ Ring of spell turning 
93 Ⓐ Robe of the archmagi 
94 Ⓑ Rod of lordly might 
95 Ⓐ Staff of the magi 
96 Ⓑ Vorpal sword 
97 Deck of many things 
98 Ⓓ Ring of three wishes 
99 Ⓒ Talisman of pure good 
00 Ⓒ Talisman of ultimate evil 
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New magic items:  
*Instrument +1, +2, +3: (uncommon, 
rare, or very rare) Adds its bonus to 
ability checks to play the instrument, 
and to the die total whenever your 
bardic inspiration die is rolled.  
*Potion of True Healing: (rare) When 
you drink this potion, you regain 35 
HP and are cured of blindness, 
deafness, and any disease affecting 
you. 
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