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Open Gaming ide to Poisons

by Steven Creech

Poisons are an irreplaceable aspect of the Dungeons & Dragons game. Not only do they provide the

ability to disable creatures (or worse), but they also add an element of danger to certain kinds of monsters

or traps. The following table is a collection of all known poisons listed under the Open Gaming License.
They are listed alphabetically by name of poison followed by the type of poison, the Difficulty Class
necessary to avoid the effects, and any initial and/or secondary damage taken as a result of the poison.

Poison

Aboleth Mucus
Achaierai Black Cloud Vapor
Alcohol (Moderate)
Alcohol (Severe)

Ankheg Acid

Aranea Venom

Arsenic

Athach Venom

Black Adder Venom
Black Lotus Extract
Bloodroot

Blue Whinnis

Brainweed Pollen

Burnt Othur Fumes
Carrion Crawler Gland Extract
Caustic Alkali

Chuul Gland Extract
Couatl Venom

Dark Reaver Powder
Death’s Bloom Poison
Deathblade

Demon (Bebilith) Venom
Demon (Quasit) Poison
Devil Doll Poison

Devil (Imp) Poison

Devil (Osyluth) Poison
Devil (Pit Fiend) Venom
Digester Acid

Dragon Bile

Drider Venom

Drow Sleep Poison

Ebon Spider Venom
Ettercap Venom

Final Touch

Formian (Myrmarch) Poison
Formian (Taskmaster) Poison
Formian (Warrior) Poison
Foxglove (Toxic Dosage)
Giant Anemone Venom
Giant Ant Acid Extract
Giant Bee Poison

Giant Wasp Poison
Gorgon Breath Vapor
Greenblood Oil
Hellebore

Id Moss

Insanity Mist

Lich Dust

Lockling Poison

Type

Ingested
Contact/Inhaled
Ingested
Ingested
Contact

Injury
Ingested
Injury

Injury

Contact

Injury

Injury

Inhaled
Inhaled
Contact/Ingested
Contact
Contact/Ingested
Injury
Ingested
Ingested
Injury

Injury

Injury

Injury

Injury

Injury

Injury

Contact
Contact

Injury

Injury

Injury

Injury
Injected/Injury
Injury

Injury

Injury
Ingested
Injury
Contact/Injury
Injury

Injury

Inhaled

Injury
Ingested
Ingested
Inhaled
Ingested

Injury

DC
19
15
11
14
12
13
13
22
12
20
12
14
17
18
13
11
19
16
18
15
20
20
13
18
13
14
21
17
26
16
17
22
13
15
20
15
14
13
21
14
13
18
17
13
15
14
15
17
18

Tnitial Damage

Suffocation 2d6 min. unless fully submerged for 3 hrs. (No Sec. Dam.)

Insanity (16" level) — 3 hours
1d2 Dexterity

1d4 Dex + 1d4 Con
1d4 hp

1d5 Strength

1 Constitution

1d6 Strength

None

3d6 Constitution
None

1 Constitution

1d4 Con (2d4 rounds)
1 Constitution (Permanent)
Paralysis 2d6 minutes
1d2 hp

Paralysis 2d3 rounds
2d4 Strength

2d6 Constitution
1d6 Wisdom

1d6 Constitution
1d6 Constitution
1d4 Dexterity

1d6 Constitution
1d4 Dexterity

1d6 Strength

1d6 Constitution
4d8 hp

3d6 Strength

1d6 Strength
Unconsciousness
1d6 Strength

1d6 Dexterity
Unconsciousness
2d6 Dexterity

1d6 Strength

1d6 Strength

1d4 Dex + 1d4 Wis
Paralysis 2d6 rounds
1d4 hp

1d6 Constitution
1d6 Dexterity

Secondary Damage

(No Sec. Dam.)

1 Dexterity
Uncon. + 1d6 Con
1d4 hp

2d6 Strength

1d8 Constitution
2d6 Strength

1d6 Strength

3d6 Constitution

1d4 Con + 1d3 Wis

Unconsciousness
Hallucinations
3d6 Constitution
None

1d2 Dexterity
None

4d4 Strength

1d6 Con + 1d6 Str
1d6 Wisdom

2d6 Constitution
2d6 Constitution
2d4 Dexterity
2d6 Constitution
2d4 Dexterity
2d6 Strength
Death

4d8 hp

None

1d6 Strength

Unconscious 2d4 hrs.
Nightmare (12 level)

2d6 Dexterity
3d6 Constitution
2d6 Dexterity
1d6 Strength
1d6 Strength
1d4 Constitution
None

1d4 hp

1d6 Constitution
1d6 Dexterity

Petrification (as Flesh to Stone —12" level) (No Sec. Dam.)

1 Constitution

1d4 Con + 1d4 Dex
1d4 Intelligence

1d4 Wisdom

2d6 Strength

1 Strength (Permanent)

1d2 Constitution
1d4 Constitution
2d6 Intelligence
2d6 Wisdom
1d6 Strength
2d6 Strength




Poison Type
Locoweed Ingested
Malyss Root Paste Contact
Mangonnel Saliva Contact/Injury
Medusa Poison Contact/Injury
i Mobhrg Ichor Contact
/4 Naga (Dark) Poison Injury
: Naga (Guardian) Venom Injury
\ Naga (Spirit) Venom Injury
Naga (Water) Venom Injury
NightCrawler Poison Contact/Injury
Nitharit Contact
Oil of Taggit Ingested
Opium Inhaled
\, ¥ Phase Spider Venom Injury
\ Poison Ivy Contact
" PseudoDragon Poison Injury
AR N Psilocybe Ingested
f Purple Worm Poison Injury
Ragweed Pollen Inhaled
Sassone Leaf Residue Contact
Shadow Essence Injury
Slithervine Pollen Inhaled
Spider Eater Venom Injury
Striped Toadstool Ingested
Tendriculos Gastric Fluid Contact/Ingested
Terinav Root Contact
Toadstool Ingested
Udamentaz Poison Injury
Ungol Dust Inhaled
Vermin Venom
Tiny Injury
Small Injury
Medium-Size Injury
Large Injury
Huge Injury
Gargantuan Injury
Colossal Injury
Violet Fungus Poison Contact/Injury
Viper Venom
Tiny Injury
Small Injury
Medium-Size Injury
Large Injury
Huge Injury
Gargantuan Injury
Colossal Injury
Wyvern Poison Injury
Xill Venom Injury
Yuan-Ti Venom Injury

*All ability score damage temporary unless otherwise noted.
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DC
13
16
13
14
17
16
19
18
17
22
13
15
18
15
11
12
18
24
13
16
17
15
17
11
19
16
14
16
15

10
12
14
16
20
26
36
14

12
13
16
18
20
36
44
17
14
17

Tnitial Damage

1d6 Int + 1d4 Wis

1 Dexterity

1d4 Constitution

1d6 Strength
Paralysis 1d4 minutes
Unconsciousness 2d4 min.
2d8 Constitution

1d8 Constitution

1d8 Constitution

2d6 Strength

None

None

1d6 Dex + 1d4 Int
2d6 Constitution

-1 to Attacks and Skill Checks

Unconsciousness 1d4 min.
1d4 Int + 1d3 Wis
1d6 Strength

-1 to Attacks and Skill Checks

2d12 hp

1 Strength (Permanent)
Blindness 1d4 rounds
None

1 Wisdom

Paralysis 3d6 rounds
1d6 Dexterity

2d6 Constitution

1d8 Constitution

1 Charisma

1d2 Strength
1d3 Strength
1d4 Strength
1d6 Strength
2d6 Strength
3d6 Strength
2d8 Strength
1d4 Str + 1d4 Con

1d2 Dexterity

1d3 Dexterity

1d4 Dexterity

1d6 Dexterity

1d8 Dexterity

2d6 Dexterity

2d8 Dexterity

2d6 Constitution
Paralysis 1d4 hours
1d6 Constitution
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Secondary Damage
Confused (12" level)
2d4 Dexterity
Paralysis 1d4 rounds
2d6 Strength

None

None

2d8 Constitution

1d8 Constitution

1d8 Constitution
2d6 Strength

3d6 Constitution
Unconsciousness
1d4 Dex + 1d2 Int
2d6 Constitution

1 Dexterity
Unconscious 1d3 days
1 Int (Pm) + 1 Wis (Pm)
2d6 Strength

1 Dexterity

1d6 Constitution

2d6 Strength

None

Paralysis 1d8+5 wks.
2d6 Wis + 1d4 Int
None

2d6 Dexterity

1d4 Con (Permanent)
1d6 Constitution

1 Cha(Prm.)+1d6 Cha

1d2 Strength
1d3 Strength
1d4 Strength
1d6 Strength
2d6 Strength
3d6 Strength
2d8 Strength
1d4 Str + 1d4 Con

1d2 Dexterity
1d3 Dexterity
1d4 Dexterity
1d6 Dexterity
1d8 Dexterity
2d6 Dexterity
2d8 Dexterity
2d6 Constitution
None

1d6 Constitution




OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards
of the Coast, Inc. and is Copyright 2000
Wizards of the Coast, Inc (“Wizards”). All
Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or
trademark owners who have contributed Open Game Content;
(b)”Derivative Material” means copyrighted material
including derivative works and translations (including into
a5 other computer languages), potation, modification, correction,
e S addition, extension, upgrade, improvement, compilation,
 a abridgment or other form in which an existing work may be
recast, transformed or adapted; (c) “Distribute” means to
\| reproduce, license, rent, lease, sell, broadcast, publicly display,
\ transmit or otherwise distribute; (d)”Open Game Content”
Al means the game mechanic and includes the methods,
; procedures, processes and routines to the extent such content
4 does not embody the Product Identity and is an enhancement
over the prior art and any additional content clearly identified
as Open Game Content by the Contributor, and means any
work covered by this License, including translations and
derivative works under copyright law, but specifically
excludes Product Identity. (e) “Product Identity” means
product and product line names, logos and identifying marks
including trade dress; artifacts; creatures characters; stories,
storylines, plots, thematic elements, dialogue, incidents,
language, artwork, symbols, designs, depictions, likenesses,
formats, poses, concepts, themes and graphic, photographic
and other visual or audio representations; names and
descriptions of characters, spells, enchantments, personalities,
teams, personas, likenesses and special abilities; places,
locations, environments, creatures, equipment, magical or
supernatural abilities or effects, logos, symbols, or graphic
designs; and any other trademark or registered trademark
clearly identified as Product identity by the owner of the
Product Identity, and which specifically excludes the Open
Game Content; (f) “Trademark” means the logos, names, mark,
sign, motto, designs that are used by a Contributor to identify
itself or its products or the associated products contributed to
the Open Game License by the Contributor (g) “Use”, “Used”
or “Using” means to use, Distribute, copy, edit, format,
modify, translate and otherwise create Derivative Material of
Open Game Content. (h) “You” or “Your” means the licensee
in terms of this agreement.

e 2. The License: This License applies to any Open Game

& Content that contains a notice indicating that the Open Game
Content may only be Used under and in terms of this License.
You must affix such a notice to any Open Game Content that
you Use. No terms may be added to or subtracted from this

. License except as described by the License itself. No other
terms or conditions may be applied to any Open Game
Content distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Content You
indicate Your acceptance of the terms of this License.

7 % 4. Grant and Consideration: In consideration for agreeing to

; use this License, the Contributors grant You a perpetual,
worldwide, royalty-free, non-exclusive license with the exact
terms of this License to Use, the Open Game Content.

3 5.Representation of Authority to Contribute: If You are
contributing original material as Open Game Content, You
represent that Your Contributions are Your original creation
and/or You have sufficient rights to grant the rights conveyed
by this License.

6.Notice of License Copyright: You must update the COPY-
RIGHT NOTICE portion of this License to include the exact

text of the COPYRIGHT NOTICE of any Open Game Content
You are copying, modifying or distributing, and You must add
the title, the copyright date, and the copyright holder’s name to
the COPYRIGHT NOTICE of any original Open Game Content
you Distribute.

7. Use of Product Identity: You agree not to Use any Product
Identity, including as an indication as to compatibility, except
as expressly licensed in another, independent Agreement with
the owner of each element of that Product Identity. You agree
not to indicate compatibility or co-adaptability with any
Trademark or Registered Trademark in conjunction with a
work containing Open Game Content except as expressly
licensed in another, independent Agreement with the owner of
such Trademark or Registered Trademark. The use of any
Product Identity in Open Game Content does not constitute a
challenge to the ownership of that Product Identity. The owner
of any Product Identity used in Open Game Content shall
retain all rights, title and interest in and to that Product
Identity.

8. Identification: If you distribute Open Game Content You
must clearly indicate which portions of the work that you are
distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may
publish updated versions of this License. You may use any
authorized version of this License to copy, modify and
distribute any Open Game Content originally distributed
under any version of this License.

10. Copy of this License: You MUST include a copy of this
License with every copy of the Open Game Content You
Distribute.

11. Use of Contributor Credits: You may not market or
advertise the Open Game Content using the name of any
Contributor unless You have written permission from the
Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply
with any of the terms of this License with respect to some or all
of the Open Game Content due to statute, judicial order, or
governmental regulation then You may not Use any Open
Game Material so affected.

13. Termination: This License will terminate automatically if
You fail to comply with all terms herein and fail to cure such
breach within 30 days of becoming aware of the breach. All
sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to the
extent necessary to make it enforceable.

15. COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the
Coast, Inc. Copyright 2001, Bastion Press, Inc.

d20 System Reference Document Copyright 2000, Wizards of the g N \
Coast, Inc. A\
e-Minions: Cunning Creatures Copyright 2001, Bastion Press Inc.
Minions: Fearsome Foes Copyright 2001, Bastion Press, Inc.

Traps & Treachery Copyright 2001, Fantasy Flight, Inc.

Bastion Press Open

Goming Content

Everything contained within the table is Open Game
Content, culled from other d20 OGL products.




