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PATHFINDER PLAYTEST RULEBOOK

Update 1.0 — Release Date: 8/13/2018

This document contains critical updates to the Pathfinder Playtest Rulebook. Updates that are new to this document have their
page references marked with bold text. Changes are broken into three categories.

New Rules Updates: These are entirely new rules for use in your Pathfinder Playtest game, possibly replacing existing rules in

the game (there are no new rules in this initial update).

Critical Updates: These are updates to the rules that will affect a number of characters and play experiences. You should make

sure to incorporate these immediately.

Other Updates: These are rules changes that affect only a small percentage of characters, but do so in an important way. You

should be familiar with these changes and watch to see if any apply.

Please incorporate these changes as you playtest the game, and thank you for participating in the Pathfinder Playtest!

—Pathfinder Playtest Design Team

CriTicaL UPDATES

Page 31—In the goblin’s Very Sneaky feat, replace the entire
second paragraph with “In addition, as long as you continue
to use Sneak actions and succeed at your Stealth check, you
don’t become seen if you don’t have concealment or cover
at the end of the Sneak action, as long as you have cover or
concealment at the end of your turn.”

Page 43—In Classes chapter, in the Proficiencies section, at
the end of the second paragraph, add “All classes are trained
in unarmored defense.”

Page 45—For the alchemist, in the Proficiencies section of
the sidebar, under Skills, change “2” to “3”. In Advanced
Alchemy, in the third sentence, remove “common”.

Page 46—In the alchemist’s Quick Alchemy action, change
“common alchemical item” to “alchemical item in your
formula book”. In the Formula Book section, change “The
formula book contains formulas for your choice of 4 common
1st-level alchemical items.” to “The formula book contains
the formulas you gained from Alchemical Crafting.”

Page 64—In the bard’s Spell Repertoire section, in the first
sentence, change “one 1st-level occult spell” to “two 1st-
level occult spells™.

Page 79—For the druid, in the Proficiencies section of the
sidebar, under Skills, change “4” to “3”.

Page 113—For the ranger, in the Key Ability section of the
sidebar, change the text to “Strength or Dexterity”.

Page 129—For the sorcerer, in the Bloodline Signature Skills
subsection of Reading a Bloodline Entry, change the description
to “You add the listed skills to your signature skills.”

Page 158—In the Sneak action of the Stealth skill, in the
third paragraph, in the first sentence, change “at any time
during your movement” to “at the end of the Sneak action”.
After the third sentence, add the following: “If you succeed at
your Stealth check and then attempt to Strike a creature, the
creature remains flat-footed against that attack, and then you
become seen.” Remove the last sentence of that paragraph.
Page 181—In Table 6-6: Simple Ranged Weapons, in the
Sling entry, change its hands entry to “1”.

Page 197—In the Spells chapter, in the Spell Attacks section,

in the second paragraph, at the beginning of the fifth
sentence, add “You add your Strength or Dexterity modifier
to these attacks as normal, and”

OTHER UPDATES

Page 48—1In the alchemist’s Efficient Alchemy feat, in the third
sentence, change “four” to “eight” and “two” to “four”.
Page 49—In the alchemist’s Debilitating Bomb feat, change
the trigger to “You craft an alchemical bomb using the Quick
Alchemy action.” In Feral Mutagen, in the description, change
all instances of “feral mutagen” to “bestial mutagen”.

Page 50—In the Sticky Bomb feat, change the trigger to “You
craft an alchemical bomb using the Quick Alchemy action.”
Page 73—In Table 3-10: Domains, in the Might domain,
change “Enduring strength” to “Enduring might”.

Page 106—In the first bullet point in the Paladin’s Code, at the
end, add , and you must never perform acts anathema to your
deity.” Under Champion Powers, in the second paragraph’s
fourth sentence, change “rounded down” to “rounded up”.
Page 108—In the paladin’s Warded Touch feat, just before
the final period, add, “, and you can cast it and deliver your
touch with a hand holding a weapon or shield.”

Page 121—In the rogue’s Trap Finder feat, in the third
sentence, change “you still get a check to find traps if you are
trained or better in Stealth.” to “you get a check to find traps
that require a minimum proficiency rank in Perception. You
still need to meet the proficiency rank requirement in order
to find the trap.”

Page 125—1In the rogue’s Perfect Distraction feat, at the end,
add “Once you use Perfect Distraction, you need to take 1
minute to set up another distraction before you can use this
feat again.” In Reactive Distraction, in the trigger, at the end
add “You must have a Perfect Distraction ready to use.”
Page 165—In the Diehard feat, remove the “Skill” trait.
Page 166—In the Fast Recovery, Feather Step, and Fleet
feats, remove the “Skill” trait.

Page 210—In the chill touch spell, add the “Cantrip” trait.
Page 212—In the counter performance spell, replace the
comma between the two casting reactions with an “or”.
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This product is compliant with the Open Game License (OGL).

Product Identity: The following items are hereby identified as
Product Identity, as defined in the Open Game License version 1.0a,
Section 1(e), and are not Open Game Content: All trademarks,
registered trademarks, proper nouns (characters, deities, locations,
etc., as well as all adjectives, names, titles, and descriptive terms
derived from proper nouns), artworks, characters, dialogue,
locations, plots, storylines, and trade dress. (Elements that have
previously been designated as Open Game Content, or are exclusively
derived from previous Open Game Content, or that are in the public
domain are not included in this declaration.)

Open Game Content: Except for material designated as Product
Identity (see above), the game mechanics of this Paizo game product
are Open Game Content, as defined in the Open Game License
version 1.0a, Section 1(d). No portion of this work other than the
material designated as Open Game Content may be reproduced in
any form without written permission.

Pathfinder Playtest Rulebook, Update 1.0 © 2018, Paizo Inc. All
Rights Reserved. Paizo, Paizo Inc., the Paizo golem logo, Pathfinder,
the Pathfinder logo, Pathfinder Society, Starfinder, and the Starfinder
logo are registered trademarks of Paizo Inc.; Pathfinder Accessories,
Pathfinder Adventure Card Game, Pathfinder Adventure Path,
Pathfinder Adventures, Pathfinder Battles, Pathfinder Campaign
Setting, Pathfinder Cards, Pathfinder Combat Pad, Pathfinder Flip-
Mat, Pathfinder Legends, Pathfinder Map Pack, Pathfinder Module,
Pathfinder Pawns, Pathfinder Player Companion, Pathfinder Playtest,
Pathfinder Roleplaying Game, Pathfinder Tales, Starfinder Adventure
Path, Starfinder Combat Pad, Starfinder Flip-Mat, Starfinder Pawns,
Starfinder Roleplaying Game, and Starfinder Society are trademarks
of Paizo Inc.

Open Game License Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and
is Copyright 2000 Wizards of the Coast, Inc. (“Wizards”). All Rights
Reserved.

1. Definitions: (a) “Contributors” means the copyright and/or
trademark owners who have contributed Open Game Content;
(b) “Derivative Material” means copyrighted material including
derivative works and translations (including into other computer
languages), potation, modification, correction, addition, extension,
upgrade, improvement, compilation, abridgment or other form in
which an existing work may be recast, transformed or adapted; (c)
“Distribute” means to reproduce, license, rent, lease, sell, broadcast,
publicly display, transmit or otherwise distribute; (d) “Open Game
Content” means the game mechanic and includes the methods,
procedures, processes and routines to the extent such content does
not embody the Product Identity and is an enhancement over the
prior art and any additional content clearly identified as Open Game
Content by the Contributor, and means any work covered by this
License, including translations and derivative works under copyright
law, but specifically excludes Product Identity. (e) “Product Identity”
means product and product line names, logos and identifying
marks including trade dress; artifacts, creatures, characters, stories,
storylines, plots, thematic elements, dialogue, incidents, language,
artwork, symbols, designs, depictions, likenesses, formats, poses,
concepts, themes and graphic, photographic and other visual or
audio representations; names and descriptions of characters, spells,
enchantments, personalities, teams, personas, likenesses and special
abilities; places, locations, environments, creatures, equipment,
magical or supernatural abilities or effects, logos, symbols, or
graphic designs; and any other trademark or registered trademark
clearly identified as Product identity by the owner of the Product
Identity, and which specifically excludes the Open Game Content;
(f) “Trademark” means the logos, names, mark, sign, motto, designs
that are used by a Contributor to identify itself or its products or the
associated products contributed to the Open Game License by the
Contributor (g) “Use”, “Used” or “Using” means to use, Distribute,
copy, edit, format, modify, translate and otherwise create Derivative
Material of Open Game Content. (h) “You” or “Your” means the
licensee in terms of this agreement.
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2. The License: This License applies to any Open Game Content
that contains a notice indicating that the Open Game Content may
only be Used under and in terms of this License. You must affix such
a notice to any Open Game Content that you Use. No terms may be
added to or subtracted from this License except as described by the
License itself. No other terms or conditions may be applied to any
Open Game Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You
indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use
this License, the Contributors grant You a perpetual, worldwide,
royalty-free, non-exclusive license with the exact terms of this
License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are
contributing original material as Open Game Content, You represent
that Your Contributions are Your original creation and/or You have
sufficient rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the
COPYRIGHT NOTICE portion of this License to include the exact
text of the COPYRIGHT NOTICE of any Open Game Content
You are copying, modifying or distributing, and You must add the
title, the copyright date, and the copyright holder’s name to the
COPYRIGHT NOTICE of any original Open Game Content you
Distribute.

7. Use of Product Identity: You agree not to Use any Product
Identity, including as an indication as to compatibility, except as
expressly licensed in another, independent Agreement with the
owner of each element of that Product Identity. You agree not to
indicate compatibility or co-adaptability with any Trademark or
Registered Trademark in conjunction with a work containing Open
Game Content except as expressly licensed in another, independent
Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product Identity in Open Game Content
does not constitute a challenge to the ownership of that Product
Identity. The owner of any Product Identity used in Open Game
Content shall retain all rights, title and interest in and to that Product
Identity.

8. Identification: If you distribute Open Game Content You must
clearly indicate which portions of the work that you are distributing
are Open Game Content.

9. Updating the License: Wizards or its designated Agents
may publish updated versions of this License. You may use any
authorized version of this License to copy, modify and distribute
any Open Game Content originally distributed under any version
of this License.

10. Copy of this License: You MUST include a copy of this License
with every copy of the Open Game Content You distribute.

11. Use of Contributor Credits: You may not market or advertise
the Open Game Content using the name of any Contributor unless
You have written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with
any of the terms of this License with respect to some or all of the
Open Game Content due to statute, judicial order, or governmental
regulation then You may not Use any Open Game Material so
affected.

13. Termination: This License will terminate automatically if You
fail to comply with all terms herein and fail to cure such breach
within 30 days of becoming aware of the breach. All sublicenses shall
survive the termination of this License.

14. Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to the extent
necessary to make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a © 2000, Wizards of the Coast, Inc.

System Reference Document © 2000, Wizards of the Coast, Inc.;
Authors: Jonathan Tweet, Monte Cook, Skip Williams, based on
material by E. Gary Gygax and Dave Arneson.

Pathfinder Playtest Rulebook, Update 1.0 © 2018, Paizo
Inc.; Authors: Logan Bonner, Jason Bulmahn, Stephen Radney-
MacFarland, and Mark Seifter.



