
The gleaming apple of  every adventurer’s eye, gems in 
fantasy games are portable, valuable, beautiful, and rare. The 
rules below present a game version of  over 100 types of  
stones, from pretty little crystals to fat rubies fit for a king.
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HOW TO USE THESE RULES
The tables below cover gem values, types, size and 

quality, and descriptions. Each section can work separately, 
as the referee desires. Used all together, the rules can 
generate hundreds of  different stones. The referee can give 
out values, from a tenth of  a gold piece in value up to a 
possible 100,000 gp, or easily get a description of  a gem, 
leaving the characters wondering what it’s worth.

Example: Characters find a random gem. What’s it worth?

The referee consults Table 1 and rolls 3d6. A result of  
13 indicates a 100 gp gem.

Example: What kind of  100 gp gem?

The referee turns to Table 2.100 and rolls 1d10. The 
result of  3 indicates a yellow diamond. For more detail, 
if  desired, Table 4.1 explains that the stone is dark yellow, 
clear, faceted, and tiny.

Example: The referee wants a variety of  100 gp gems.

The referee first rolls 3d6 on Table 3.100. A result of  
8 indicates a gem of  50 gp base value, with typical “good” 
quality, but worth 100 gp because it’s larger than ordinary.

Checking Table 2.50 for the gem type, a roll of  10 
indicates pink pearl, so this gem is a large pink pearl. The 
referee can check the entry for “Pearl, pink” on Table 4.1 
and see that the pearl is glossy pink, opaque, and in its 
natural state, with a typical size of  Small. On the Base Size 
chart, the fantasy column for Small gems indicates pea-
sized. Since this pearl is a step larger than ordinary, it is a 
Medium sized gem: the final result is a good-quality pink 
pearl the size of  a marble, with a market value of  100 gp.

1. Random Gem Value
Extremely low or high-value gems don’t work well for 

most treasure placement. Table 1 gives a range of  the most 
popular gold piece values (GPV). For minor stones only, use 
2d6. For more valuable gems only, use 2d6+6.

Table 1. Common Gem Values

 3d6 GPV
 2–3 1 gp
 4–5 5 gp 
 6–8 10 gp 
 9–10 25 gp 
 11–12 50 gp 
 13–14 100 gp 
 15–16 250 gp 
 17 500 gp 
 18 1,000 gp 

2. Gem Types by Base Value
Tables 2.0.1 through 2.1000 list over 120 valuable stones 

categorized by base value: the worth of  a typical example of  
that stone, with average size and good quality. The actual 
value of  a given stone may differ from the base value if  
using Section 3.

Crystals are a special case: the name includes dozens of  
varieties, all inexpensive but sometimes occurring in very 
large sizes, as further explained below. 
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