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s e = = oncentration istraction
Task Skill (Key Ability) Oppqsmg ‘Sk111 10 + damage dealt Damaged during the action.2
Con Someone Bluff (Cha) Sense Motive (Wis) 10 + half of continuous Taking continuous damage during the damage last dealt
Pretend to be someone else | Disguise (Cha) Spot (Wis) action.3
Create a false map Forgery (Int) Forgery (Int) Distracting spell’s save DC | Distracted by non-damaging spell.4
Hide from someone Hide (Dex) Spot (Wis) 10 Vigorous motion (on a moving mount, taking a bouncy
Make a bully back down Intimidate (Cha) Special 1 wagon ride, ina small boat in rough water, below decks in
Sneak up on someone Move Silently (Dex) Listen (Wis) astorm tossed ship). .
Steal a coin pouch Sleight OF Hand (Dex) Spot (Wis) 15 Violent motion (on a galloping horse, taking a very rough
- ” z ‘wagon ride, in a small boat in rapids, on the deck of a
Tie a prisoner securely Use Rope (Dex) Escape Artist (Dex)
i = _ St ¢ storm-tossed ship)
1 An intimidate check is opposed by the targets level check, not a skill check. See the intimidate skill =k -
description for more information. Pg, 98 20 Extraordinarily violent motion (earthquake).
15 Entangled.
BALANCE 20 Grappling o pinned. (You can cast only spells without
Width/Conditions Balance DC Narrow Surface Modifiers somatic components for which you have any required
Uneven Flagsione 10+ SURFACE DC Modifier* material component in hand.)
7-12 inches wide 10 Lightly Obstructed +2 L5 ‘Weather is a high wind carrying blinding rain or sleet.
Hewn stone floor [ Severely obstructed +5 10 Weather is wind-driven hail, dust, or debris
5}:‘3:‘:&?,,,%‘1? floee }2 éﬁﬁfd Sléﬁ‘;,:ﬂy fi | Distracting spell’s save DC | Weather caused by a spell, such as storm of vengeance.4
Tess than 2 inches wide % Shopeeangiai i | [ ITyouare trying to cast, concentrate on, or direct a spell when the distraction occurs, add the level of

* Add modifiers from Narrow Surface Modifiers as appropriate

spell to the indicated DC.

** Only if running or charging, failure by 4 of less means the character canrot run or charge, but may ofherwise act nommally.

2. Such as during the casting of a spell with a casting time of 1 round or more, or the execution of an
activity that takes more than a single full-round action (such as disable device). Also, damage stermming
from an attack of opportunity or readied attack made in response to the spell being cast (for spells with a

SPOT ca:lil\g time ofh 1 a‘;lin;): mz m::‘im Zeing uﬁz (for activities requiring no more than a full-round
LONG JUMP Condition Penalty | 15 Socks rom et mmon
DC = # of Feet Jumped /15 Ft requires DC15 Per 10 feet of distance 1 4. 1 the spell allows no save, use the save DC it would have if it did allow a save.
Must have a 20° running start or double DC Spotter Distracted K3
LISTEN
CLIMBING CHECKS LisenDC | Sound
Climb DC Example Surface or Activity 0 People Talking*
0 A slope too steep to walk up, or a knotted rope with a wall to brace against. 5 A personin medium
5 A rope with a wall to brace against, or a knotted rope, or a rope affected by the rope trick spell. armor walking at a slow
10 A surface with ledges to hold on to and stand on, such as a very rough wall or a ships rigging. pace.10°/rd
15 Any surface with adequate handholds and footholds (natural or artificial), such as a very rough 10 An unarmored person
natural rock surface or a tree, or an unknotted rope, or pulling yourself up when dangling by your walking at a slow pace.
hands. 15°/rd
20 An uneven surface with some narrow handholds and footholds, such as a typical wall ina dungeon 15 People whispering*
or ruins. 19 A cat stalking
25 A rough surface, such as a natural rock wall or a brick wall. 30 An owl gliding in for kill
25 An overhang or ceiling with handholds but no footholds. * If you beat the DC by 10 or more,
] A perfectly smooth, flat, vertical surface cannot be climbed. you can make out what’s being said,
CLIMB DC Example Surface or Activity assuming you understand the language.
MODIFIER _ _ _ § _ Modifier Condition
-10 Climbing a chimney (artificial or natural) or other location where you can brace against two 15 Through a Door
opposite walls (reduces DC by 10) +15 Through a stone wall
-5 Climbing a corner where you can brace against perpendicular walls (reduces DC by 5). 1 Per 10 feet of distance
+5 Surface is slippery (increases DC by 5) 3 TListener distracted
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Initiating a Grapple Provokes an Attack of opportunity.
0 5 ATTACKING B Touch Attack (Grab) BAB + Str. Mod. + Size Mod. VS Dodge DV
Action Type/ Option Formula to resolve / Modifier Grapple Check (Hold) Tf Grab Successful, Make an opposed Str. Check. If
Initiative Check D20 + Base Ref. Save + Dex. Mod.+ Other feats or Attacker wins check, grapple is successful and deals
bonuses. unarmed damage.
Melee Attack BAB + Str. Mod. + Size Mod. + Other Maintaining Grapple Attacker must move into defenders square.
Finesse Style Add Dex. To Attack role in place of Str. Grapple Consequences = Grapplers do not threaten any square.
Finesse and Armor If Attack is >= DR of opponent + DV, Armor is ignored. = Lose Dex. Bonus to DV VS opponents not being
Touch Attack Melee Attack v.s. Opponents Dodge DV grappled.
Flanking +2 to Melee Attack »  Grapplers cannot move normally while grappling.
Multiple Attackers Gaina +1 to hit same target as prior attacker, cumulative * Ifyou are being grappled (Target) —4 to Attack role
after the first attack each round. This starts over again each and can only use a light or natural weapon.
round.
Ranged Attack BAB + Dex. Mod. + Size Mod. + Other — Range Penalty Cover Modifiers 7 +4Ct?D‘<IER

DAMAGE

Minimum Damage

TF penalties reduce the damage result to < 1, A hits stll
deals 1 HP of damag

= Ifawall s at least %4 your height and opponent is
within 30°, you have cover.
= No AOO against opponents with cover.

Strength Bonus Add Str. Mod. To all successful melee and thrown weapon = +2 Bonus on Ref. Saves against attacks originating
att. Str. Penalties, but not Str. Bonuses apply to non Str from Attacker with cover.
bows. = Creatures, even enemies provide soft cover against
Off-Hand Weapon Dam. | + ' STR mod. to damage ranged attacks if adjacent to you. Granting +4 to
Wielding Two-Handed | + 1 % STR Mod. to damage if weapon is not light to DV,
wielder. ACTIONS IN COMBAT Free Action AQO | Full Round Action | AOO
Multiplying Damage Roll damage with all modifiers the specified number of Standard Action || AOO) Cast a quickened spell No | Full Attack No
(erits) times and total. (Exception) Extra damage over and above Attack (melee) No__|Cease concentration ona No | Charge**** No
a weapons normal damage are never multiplied. Attack (ranged) Yes _spell Deliver coup de grace Yes
Damage Dealt Damage roll + All modifiers — DR of opponent. ﬁx:;*‘i‘;":;mféll'e‘n {’05 Drop an item No_|Escape froma net Yes
Massive Damage Save DC | If over 20 pts of damage is taken in one attack afet DR and | ofher than  pation or oil IDEopTEeiicon MO Extinguish flames Mo
: : : (other than a potion oril. _| Prepare spell components | No | Iightaioreh: Yes
target is not lower than 0 HP, then target makes a Fort. Save Aid another Maybe vy i Ve
VS 10 + % Damage dealt. If Failed HP is reduced to -1 - et sl Load o heawy or xepeating | Yes
A L = Speak NO crosshow
Bull Rush
DEFENDING 'Casta spell (1standard | Y Lock or unlock weaponin | Yes
DRl O e T Casta spen (1 standard Y& ux1f you aid someone performing an | RCHSINREEE
el el{se alue 1ze Mod. + Parry or Docge Bonus 43—)—&““ nitrate o manGmNIIINGR action that would normally provoke an | [Prepare to throw splash Yes
Dodging Melee 10 + Size Mod. + Dodge Bonus o s AQO, then the act of aiding another | Sveapon
Dodging Ranged 10 + Size Mod. + Dodge Bonus + Shield DR Dismiss a spell |- Mo |provokes an AOO as well. Run Yes
Parrying 10 + Size Mod. + Parry Bonus + Shield DR Draw a hidden weapon No_ [HIE '}\; object is being held, carried, | Use skill that fakes 1 round | usually
-+ Escape a grapple No _orwom bya creature, yes Use touch spell on up to six | Yes
Total Defense pg. 168 4 to Dodge DV for 1 round — oL you b s BAD of 11 0r Use tou
ARMOR Lighta torch with a Wesh higher, you can combine one of these | Fi S 7
e o o Withdraw Yes
Armor Piercin; AP Score of weapon + Base Str. Mod. tindertwi. | actions with a regular move. If you '
i g R Weapon‘; e Make a dying friend stable | Yes _have the TwoWeapon Fighting feat, Move Action A0O
N J . (Ereren MO you can draw two light or one-handed | Move___ Yes
Armor icing (1) 1147 1 Damgs ootk DR stargt e DR s | et | 30 e |G
$ g action) take you to draw one.
lose 3 HP) 'Sunder W eapom (GHACk) | | X5 wsexe oy e taken &8 @ SEAGAIAT | Direct or re-direct an No
‘Armor Damage I£20 + HP’s of Damage are faken after reducing DR, then Sunder an Object attack) | Maybe et ey o il ;?:‘;:g:l'ﬂm =
a single action ina row
armor loses 1D4 to its DR value. Total Defense NOT wemtx» Unlless the componentisan | Load a light crosshow Yes
HEALING pg. 97 %ﬁ extremely large or awkward item. Open or close a door No
Natural Healing 3+ Con. Mod. + 1 per Char.level HP per day. If Bed rest e e abitiy o 7Y Y RRRRE Tiiese utack fors SUDSHRIEN Mount a horse or dismount |_No
. for amelee attack, not an action. As | Movea heavy object Yes
X2 'Use supernatural ability Tee attaoks, t b used Pick it Yo
First Aid DC 15/ Stabilizes victim. Can be used after each combat. [ —— e
AL 7 Action Type Varies | AOO |in an attack or charge action, one or | Sheathe a weapon Yes
Long-Term Care DC 15/ Recover HP or Ability damage at X2 Disarmeaenas Vo5 more times in a full action, o even as | Stand up from prone Yes
Short— Term Care DC 15/ Recover Lvl + Con. Mod. in HP. Can use after Grapple?# 5% | Yes Janattack of opportunity. Ready or loose a No
Combat Trip an opponent*****¥ o ****=%% The description of a feat shield*#x*
Treat Caltrop wound DC 15/ restores movement to full. Use feat#kxxxxkk Watiesl defines its effect, Retrieve a stored ifem Yes
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Movement and Distance
Bull’s Charge Str. 13+, Power Attack | 15 ft. | 20 ft. ‘ 30 ft. ‘ 40 ft.
One Round (Tactical)*
Walk 15 ft. 20 ft. 30 ft. 40 ft.
BAB 10+, Int. 11+ Hustle 30 ft. 40 ft. 60 ft. 80 ft.
Run (x3) 45 ft. 60 ft. 90 ft. 120 ft.
P Run (x4) 60 ft. 80 ft. 120 ft. 160 ft
‘Whirlwind Attack One Minute (Local)
Walk 150 ft. 200 f. 300 ft 400 ft
Hustle 300 ft. 400 ft. 600 ft. 800 ft.
Run (x3) 450 ft 600 . 900 ft. 1,200 ft.
Parry Bonus 6+, Dex. 13+ Run (x4) 600 ft. 800 . 1200ft | 1600
One Hour ( Overland)
e BAB 15+, Jump Skill Walk L5Miles [ 2 Miles 3 Miles 4 Miles
Hustle 3 Miles 4 Miles 6 Miles 8 Miles
Run
= - = One Day ( Overland )
= OhjectitiandnesskindiHig 'Pou!ts Walk 12 Miles 16 Miles 24 Miles 32 Miles
Object Hardness | Hit Points | Break DC Hustle
Rope ( 1 inch diam.) 0 2 23 Run - - - -
Simple Wooden Door 5 10 13 * Tactical movement is often measured in squares on the battle grid (1 square=5 feet
Small Chest S 1 17 rather than feet.
%‘;:‘:u‘:‘;"é’g:"st])w‘ 2 }z ig Terrain and Overland Movement
Strong Wooden Door 35 20 23 Terrain Highway | Road or Trail Trackless
Masonry Wall (1ft. Thick) 8 90 35 Desert, Sandy X1 X Y% X Y%
Hewn Stone (3 ft. Thick) 8 540 50 Forest X1 X1 X%
Chain 10 5 26 Hills X1 X% X%
Manacles . 10 10 26 Jungle X1 X % X Vs
Iron Door ( 2 in. Thick) 10 60 28 Moor X1 X1 XY
A A . Mountains X% X% X%
: Light Sources_ and Illumination . Plains X1 X1 e
Object Bright | Shadowy | Duration | [Swamp X1 X% X%
Candle N/A 1 5ft. 1 Hour Tundra, Frozen X1 X % X %
Disposable Light Stick | 10 fi. 5ft. 2 Hours Hampered Movement
Lantern, Oil 30 fi. 60 fi. 6 Hr./ Pint Condition Additional Movement Cost
Torch 20 ft. 40 ft. 1 Hour Difficult Terrain X2
1. A candle does not provide bright illumination, only shadowy Obstacle * X2
illumination. Poor Visibility X2
* A floodlight lantern illuminates a cone, not a radius. Impassable | e

* May require a skill check.





