
 
 

 

 

 

 

 

 

 

 

 

 

 

 

Ability Checks 

Skills 

Ability Score Associated Skills 

Strength 

Athletics 1  

Feats of Strength • Other 

1: A PC can climb and swim under normal conditions without having to make a check; however, 
strenuous conditions may require that they pass an Athletics check.  Each foot of movement 
during such a check costs an extra foot of movement, or an extra 2 feet if it is considered 
difficult terrain. Characters with climb and swim speeds ignore the extra costs associated with 
movement of this type.  
     Similarly, the horizontal and vertical distance a PC can jump without having to make a check 
is determined by their Strength score and modifier respectively. An Athletics check is generally 
only required when attempting to jump a distance farther than the amount calculate in the 
table above.  
2:  During a vertical jump a PC can extend their arms in order to achieve an extra distance equal 
to ½ of their height, which they can effectively add to their jump distance in order to attempt 
to grab on to a ledge or other handhold.

Dexterity

Acrobatics 

Sleight of Hand 

Stealth 1 

 

Pick Lock 2 • Disarm Trap 2 •  Other 

1: Generally, becoming hidden in combat requires being heavily obscured or under total cover, 
but ultimately the rules leave it up to your personal adjudication.  
2: Proficiency with Thieves’ Tools allows a player to add their proficiency bonus to checks made 
to open locks and disarm traps. 
3:  Such as Operation ™.

Constitution 1 

Concentration 

Forced March 2 

) 

Air 

Food 

Water 3 

1: Constitution represents a largely passive set of ‘skills’ which have more to do with enduring 
than performing a specific action the PC can become proficient in. Therefore Constitution 
checks are more uncommon than other ability checks and are usually made without adding a 
proficiency bonus, although situational bonuses may still apply. NOTE: An ability check is 
different from a saving throw; players can be proficient at Constitution saving throws.  
2: A PC can only travel for eight hours a day before they risk becoming exhausted. 
3:  A PC requires one gallon of water per day, or two if the climate is harsh.

Typical Difficulty Classes 

Task Difficulty DC 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Intelligence 

Arcana • History • Nature • Religion 

Investigation • Other 

Wisdom 

Insight • Perception 

Survival 

Animal Handling • Medicine • Other

Charisma

Deception 

Intimidation 

Performance 

Persuasion 



 

Character 
Advancement 

Lv. Exp. 1 Prof. 
Bonus 

1: Experience points are cumulative. 

Resting 

Short Rest 

 

 

  

Long Rest 

 

 

 
   

Damage and Dying 

Conditions & States 

Traveling 1 

Travel 
Pace 

Distance Traveled per… 
Effect 

Minute Hour Day 

 

1: A group of adventurers can travel for eight hours each day. Use Passive 
Perception to determine if threats are noticed.   

Donning and 
Doffing Armor 

Category Don Doff 

Exhaustion 1 

Lv. Effect 

1: The effects of exhaustion are cumulative. At the 
end of a long rest if a creature has had food or drink it 
decreases its level of Exhaustion by one

Cover 

Degree Effect 



 

 

Weapons 

¼

Armor & Shields 

Services 

Service Pay 

1: First and second level spellscasting services are easy 
enough to find in a decently sized city or town. 
2: Third level and higher spells are much more rare and can 
only be found with any amount of regularity in a large city, 
perhaps home to a University or Temple.  
3: Often times a spellcaster might ask for a service rather 
than monetary payment.

Lifestyle Expenses 

Lifestyle Price/Day 



Monster Statistics Encounter Building 

 

 

 

 

Encounter Difficulty Exp Per 
Character 

Level Easy Medium Hard Deadly 
Proficiency & Exp Value 

by Challenge Rating 

CR 
Proficiency 

Bonus 
Exp Points 

Value 

Encounter Exp Multipliers 

Number of 
Enemies 

Exp Multiplier for 
Party size of… 

1-2 3-5 6-8 

× ×

× ×

× × ×

× × ×

× × ×

× × ×

Size Categories & Hit Points 

Size Space Hit Die(Avg. Hit Points/Die) Examples 

Random Encounter Chances 

Area Roll 1d20… 
Encounter 

on… 
Examples 



Actions 

Interactions 

Determine 
Surprise

Establish 
Positions

Roll Initiative Take Turns
Begin the Next 

Round

Movement 

Interaction

Action

Bonus 
Action

Reaction

Combat 
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