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Using Proficiencies  
Proficiency taken by Hogan with aid from Thampion 

 

Taking proficiencies are what truly differs characters from each others… what weapons does he normally use? What 

kind of background proficiencies does she have? Are any of them plying a trade next to what normally associated with 

their classes? It’s the small things that make up the sum of the character! 

This is a compilation of rules, alternate rules and guidelines for using the proficiencies as they are intended to, stats that 

will flesh out your character and makes it more interesting to play… and to play with! 

 

None-Weapon Proficiencies 
 

None-weapon proficiencies are something completely different from weapon proficiencies. When using a weapon slot 

you decide how good a fighter you are with a particular weapon, but when you use a none-weapon slot, you sketch out 

your character and give him a background. Has he the Survival skill? He might be a Barbarian who went for civilization. 

Does she have the Cooking skill? Perhaps she was a Kitchen maid who ran away to become a mage?! There are a lot of 

possibilities, but every one of them can help giving a lot of roleplaying! 

 

Group Initial (at 1
st
 level) Advancement  

Warrior (Fighter, Ranger, Paladin) 3 + one extra slot at 3
rd

, 6
th

, 9
th

 12
th

 etc. 

Wizard (Mage, Specialist) 4 + one extra slot at 3
rd

, 6
th

, 9
th

 12
th

 etc. 

Priest (Cleric, Druid, Specialist) 4 + one extra slot at 3
rd

, 6
th

, 9
th

 12
th

 etc. 

Rogue (Thief, Bard) 3 + one extra slot at 4
th

, 8
th

, 12
th

 16
th

 etc. 

 

Training: In order to learn new abilities during play, the characters need to seek out a teacher that already has the 

proficiency, and convince him/her to teach them. Learning an ability usually takes about 2 months, adding one week for 

each point the characters relevant ability is below 15, and subtracting one week for each point the teachers relevant 

ability is above 15. 

 

Example: 

Rualn (Int 12) is learning to speak Elven (a Modern Language). He has convinced an old Elven hermit (Int 17) to teach 

him the language. Now, to learn the language, Rualn must spend 2 months + 3 weeks (15-12) in intensive studying with 

the hermit. But since the hermit is a wise man in the ways of teaching, Rualn can subtract two weeks (17-15) from his 

studying time, ending up spending 9 weeks at the hermit's side before he is proficient in the Elven tongue. 

 

None-weapon proficiency notes: 

 

• When choosing proficiencies from groups you don't normally have access to, you pay one extra slot in order to 

achieve the proficiency. A Fighter would therefore have to pay 2 slots (as opposed to the normal 1) for gaining the 

Navigation proficiency from the Priest group, effectively adding 1 week to the learning time. 

•  In order to improve a proficiency a character can spend one or more slots extra on the ability. For each extra slot 

spend, the character gains a +1 to his proficiency check. A Thief spending two extra slots on his Forgery 

proficiency, would end up with a Check Modifier of +1 instead of the default -1. To improve existing proficiencies 

during play, the character only needs to spend 2 weeks per point, plus the modifiers as mentioned above.  

• Sometimes, learning another area of a proficiency is easier than the first time. None-Weapon Proficiencies like 

Charioteering, Riding and Survival are such areas. In this case, 1 to 2 weeks (Dm's decision) can be subtracted form 

the time spent studying. 

• Since a Modern Language is a language spoken in the present, choosing a language can be said to be akin to 

choosing a none-weapon proficiency. When using this rule, all language slots (as determined by Intelligence), is 

converted to none-weapon slots. 

• Speaking a language does not mean you automatically can read/write it too. Slots must be spend on the appropriate 

Reading/writing ability too. 

 

 

While taking none-weapon proficiencies based on the list in Player’s Handbook, taking some proficiencies needs you to 

additionally point out which area of the proficiency you are proficient with. A Barbarian with a survival skill of the 

Arctic doesn't automatically know how to survive in the Desert, and riding a horse is quite different from riding a camel 

or a dog for that matter! 

 

Below is a list of proficiencies that need an additional area to be chosen. To be proficient in more areas, more slots must 

be added on those within the specific proficiency. 
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Note that some of the subjects (history, language, religion etc.) presented are based on the Forgotten Realms setting, and 

are then only to be treated as guidelines. The correct subject should always be chosen together with the DM. 

 

Ancient History 

Silverymoon, Mulhorand, Waterdeep, The North, Phlan, Rashemen, Cormyr, Chessenta, Thay, 

Chult, Unther, Moonshaes, Great Glacier, Zhentil Keep 

 

Ancient languages 

Thorass (Auld Common), Mulhorandi, Auld Wyrmish (Dragonspeak), High Drow, Talfiir, Old Alzhedo (spoken in the 

Calisham empires of old, but is also the language of the Elemental plane of Air) 

 

Animal Training 

Canine, Avion, Cat…individual animal and monsters 

 

Artistic Ability 

Woodcarving, Painting, Sculpturing, Composing 

 

Charioteering 

Dog-sled, Chariot, Carriage 

 

Heraldy 

Religion (All), Human, Dwarven, Elven, Orcish, Northern Barbarian, Tuigan, Kara-Tur 

 

Local History 

Any city or region (though no area larger than a small county) 

 

Modern Languages 

Any given language of the Realms (see "Languages of the Realms" for suggestions and costs)  

 

Musical Instrument 

Any type of instrument 

 

Reading/Writing 

Common (Thorass), Mulhorandi, Ancient Rauric, Orcish, Elven (Espruar), Dwarvish (Dethek), Drowic 

 

Religion (pantheons) 

Faerûnian, Mulhorandi, Chultean, Drowic, Elven, Dwarven, Gnomish, Halfling, Orcish 

 

Religion (worship of) 

Any given Religion of the Realms (Priest gets this proficiency for their specific religion for free!) 

 

Riding, Airborne 

Pegasi, Dragon, Griffon, Hippogrif, Asperii, Eagles 

 

Riding, Landbased 

Horses, Unicorns, Camels, Buffaloes, Wolves 

 

Survival 

Arctic, Subarctic, Underdark, Desert, Forests, Plains, Jungles, Mountains 
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Weapon Proficiencies 
 

A Fighter’s best friend is his weapon, and everybody should know their friends well! 

 

Group Initial (at 1
st
 level) Advancement  

Warrior (Fighter, Ranger, Paladin) 4 + one extra slot at 3
rd

, 6
th

, 9
th

 12
th

 etc. 

Wizard (Mage, Specialist) 1 + one extra slot at 6th, 12
th

 18
th

 etc. 

Priest (Cleric, Druid, Specialist) 2 + one extra slot at 4
th

, 8
th

, 12
th

 16
th

 etc. 

Rogue (Thief, Bard) 2 + one extra slot at 4
th

, 8
th

, 12
th

 16
th

 etc. 

 

The Basic rules for using weapon proficiencies are as follows: 

(many different rules for using weapon-proficiencies has been used, this is just an example!) 

 

Step 1: Gaining Proficiency in a weapon: 

To gain proficiency in a weapon, as player has to spend 1 weapon slot on the weapon, thereby he gets knowledge to 

handle that particular type of weapon without penalties. 

 

Training: In order to learn the first basic facts about a weapon, a user has to find a trainer that's at least specialized in 

that weapon, and thereafter spend 2 months at his side, working at least 6 hours a day with weapontraining. After the 

first two months, the character has a 40 % + 5%/level of character chance to become proficient in the weapon. For each 

week thereafter the chance improves with a cumulative 5 %. 

 

Step 2: Becoming a Specialist in a weapon: 

To become specialist in a weapon, the character first of all must have an extra weapon slot (2 for missile weapons) to 

spend on an already known (proficiency in) weapon. Being a specialist in a melee weapon gives a  +1 to attack and +2 to 

damage with that weapon while specialization in bows & crossbows gives a 6-60 feet Point Blank range wherein a +2 to 

attack is given. A better rate of gaining extra attacks is also one of the bonuses. 

There is no way to go directly to this state, skipping the proficiency step. 

 

Training: A trainer for a would-be specialist must first of all be at least specialist himself and at least 2 levels (or at least 

of 10
th

 level) higher than the apprentice. After three months of intense training, the fighter has a flat  

25 % + 5 %/level of character chance to become specialist in the weapon. For each week thereafter the chance improves 

with a cumulative 5 %.  

 

If playing with more steps than this, improvise the obligate training time and the base chance of success. 

 

Note: Only true single-class Fighters can specialize in weapons. This can be treated as an optional rule however 

 

Weapon similarities 

Some weapon looks and feels much alike. Therefore, if you has proficiency or is specialized in one, is much easier to 

learn the use of another and similar. 

 

Training: Gaining proficiency in a weapon from a group in which you already has a weapon in which you have 

proficiency/specialization in, adds 25 % to your base chance of leaning the new proficiency. A 3
rd

 level fighter going for 

a proficiency will have a 80 % (base 40 % + 25 % + 3*5 %) to learn the use of the Broadsword when he already knows 

the Long Sword!  

 

Examples of similarities (The weapon-groups from Fighter’s Handbook is another option that can be used!) 

 

- Hand Axe, Battle Axe 

- Short Bow, Long Bow, Daikyu 

- Light Crossbow, Heavy Crossbow, Hand Crossbow 

- Dagger (all kinds), Knife, Rapier, Short Sword 

- Glaive, Halberd, Bardiche, Poleaxe, Voulge, Lochabar Axe, Guisarme, Glaive-Guisarme 

- Harpoon, Spear, Trident, Javelin 

- Footman's Mace, Horseman's Mace, Morning Star, Flail, Hammer, Club 

- Military Fork, Ranseur, Spetum, Partisan 

- Scimitar, Bastard Sword, Long Sword, Broad Sword, Katana 

- Sling, Staff Sling 

 

When using a weapon from a class in which you already have a proficiency/specialization on one or more weapons, 

penalties for using the new weapon are halved. 


