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A Dungeons & Dragons  

5th Edition Rules Supplement 

 

Introduction: Ever pay a visit to The Laughing Goblin Inn of Phlan? If so, old Markoth 

Hasselpond was watching, and he has the inside scoop on all the drunkards of the Moonsea 

Region! Supplement your campaign with these fun and simple rules for Player Characters, 

with race and character specific additions and rules for inebriation, hangovers, and random 

tables! 
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Intentions for future updates of this supplement 

• Expanded and refined Tables 

• General retooling following playtest results 

• Expanded race and class options 

• A “Drunken Town Encounters” table 

• Expansion for the “Drinks & Dragons” drinking game as well as race and class-specific options 

• An entire one-shot adventure themed around taverns and libations alike! 
 
 

A note from the author: 

The Author neither recommends nor condones excessive consumption of alcoholic beverages nor the underage or 
illegal consumption of said beverages. This document as it stands is for role play and gaming purposes only. 
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Adventurer, I hope ye find this book 

in good spirit. Old Markoth’s got a 

t’ing ‘er two to say about drinking 

here in Phlan! While I can’t condone 

excessive libations myself, I admit 

to enjoying quite a good few ales 

from time to time while cookin’ yer 

fella’s soup here at the Laughing 

Goblin. And boy ‘ave I seen all sorts 

of queer folk around here. Elven folk 

and halflings alike, it ne’er hurts 

to be knowledgeable on such t’ings as 

when to throw a pint back an’ when t’ 

set her down. Hope ye find this 

useful, fella’ and if ye ever bring 

this tome to the Laughing Goblin 

perhaps I’ll serve an ale on old 

Markoth’s dime, eh?  

     

—Markoth Hasselpond, 1488 DR 

Determining Drunkenness: 
I ain’t no fool, eh. I can spot a 

drunkard a mile away. I don’t like 

servin’ some of those folk who’ve 

already had too much, so I look at 

‘em and see just how drunk they are… 

It’s a matter of the drinks they’ve 

had as well as the size and condition 

of ‘em. A dwarf with an ale and a 

gnome with an ale are two different 

beasts in four different manners if 

you catch what I’m sayin’! 

 

Step One 

Add the number of servings your character has 
consumed 

 

Step Two 

Apply the Beverage Modifier 
 

Step Three 

Apply the Exhaustion Modifier 
 

Step Four 

Apply the Size Modifier 
 

 

Step Five 

Apply the Racial Modifier 
 

Step Six 

Determine Inebriation Level 
 

Step Seven 

Consult the Effects Tables 
 

Step One: Consumption Count 

 

Serving Sizes: 

Beers & Ales 
  One pint, one glass, one tankard 
Wines & Meads 
  One glass 
Spirits and Distilled Liquors 
  One shot 

 

Step 2: Beverage Modifiers 

 

Beverage Mods 
Beer Wine Mead Spirits 

1x 2x 2x 4x 
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Step Three: Exhaustion Modifier 

Wise adventurers ought not drink when 

unrested! The effects of being drunk 

weigh more heavily on the weary. 

 

 

Step Four: Size Modifier 

Race ain’t the end all, be all, of a 

drunkard! A very small dwarf may very 

well drink much more than a very 

large halfling! Take a good look at 

their height… and well… width. 

 

 

Small Creatures -  Add 3 Inebriation Points; 
 
Medium Creatures -  No Size Modifier 
 
Large Creatures -  Divide Inebriation Points by 2 
 

 
 
 

Step Five: Racial Modifier 
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Step 6: Inebriation Level & Status 

Inebriation 
Points Level Status 

0 - 1 1 Sober 

2 – 3 2 Buzzed 

4 – 7 3 Tipsy 

8 – 10 4 Plastered 

 

11 – 15 5  Drunk  

16 – 20 6  Wasted  

20+ 7  Danger  

 

Removing Inebriation 

Levels 
 

Through a Short Rest 

 

Through a Long Rest 

 

Without Resting 

 

The Hungover Condition 
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Reducing your Hangover Level & 
Removing the Condition 

Inebriation in Combat 
 

Level 1 – Sober 

Level 2 –  Buzzed 

Level 3 – Tipsy 

Level 4 – Drunk 

Level 5 – Plastered 

Level 6 – Wasted 

Level 7 – Danger 
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Inebriation in Role Play 
 

Level 1 – Sober 

Level 2 –  Buzzed 

Level 3 – Tipsy 

Level 4 – Drunk 

Level 5 – Plastered 

Level 6 – Wasted 

 

Level 7 – Danger 

Inebriation Tables 

Drunk Table 

5 

6 

7 

8 

9 

10 

11 
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12 

13 

14 

15 

16 

17 

18 

19 

20 

 

Plastered Table 



Not for resale. Permission granted to print or photocopy this document for personal use only.    
Fat Mar’s Guide to Drinking 9 

 

Wasted Table 
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Danger Table 

d6 Result 

1 You lose consciousness for 6 hours 

2 

Make a DC 20 Constitution Saving 
Throw. Take 10 Poison Damage as you 
vomit violently. Half Damage upon 
success. 

3 
You violently attack anyone who does 
not totally agree with you. 

4 
You flirt relentlessly with a chosen NPC 
who shows you the slightest bit of 
interest 

5 

You are determined to initiate a safe 
physical challenge with another party 
member. (i.e. Wrestling, non-lethal 
combat, etc.) 

6 
If you have a martial or ranged 
weapon, you accidentally injure 
yourself upon it, taking full damage. 
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Drinks & Dragons 
An old adventurer once came into the 

Laughing Goblin with tale of a wager 

he once had… He an’ his buddy sought 

to defeat some frost giant up north. 

They were feelin’ real cocky like, 

and o’er a game o’ cards bet that the 

winner go on questin’ drunk the whole 

time! Here’s what he told me… 

 

In Combat: 

• If you take damage, take a sip. 

• If you fail a saving throw, take a sip. 

• If you fail a Death Save, finish your drink. 

• If you make a Critical Hit, the DM finishes their drink. 

• For finishing a combat encounter, the DM finish their 
drink. 

General Rules 

• Any time you take a Short Rest, take a sip. 

• Any time you take a Long Rest, finish your drink. 

• Inspiration can be spent to exempt one’s self from a drink. 

• For failed Ability Checks, take a sip. 

• On a successful Ability Check, you choose whether the DM 
takes a sip or not. 

• Upon murdering an unarmed NPC, all players must finish 
their drinks. 

• Upon entering any inn, pub, bar, tavern, saloon, etc., 
everyone, including the DM, takes a sip. 

• On any roll of a Natural 1, DM or player, finish your drink. 

 


