
Skills represent some of the most basic and yet most fundamental abilities your character possesses. As your character
advances in level, he can gain new skills and improve his existing skills dramatically.

A C Q U I R I N G  S K I L L S

Each level, your character gains a number of skill ranks dependent upon your class plus your Intelligence modifier.
Investing a rank in a skill represents a measure of training in that skill. You can never have more ranks in a skill than your
total number of Hit Dice. In addition, each class has a number of favored skills, called class skills. It is easier for your
character to become more proficient in these skills, as they represent part of his professional training and constant
practice. You gain a +3 bonus on all class skills that you put ranks into. If you have more than one class and both grant
you a class skill bonus, these bonuses do not stack.

T A B L E :  S K I L L  R A N K S  P E R  L E V E L

C L A S S S K I L L  R A N K S  P E R  L E V E L

Barbarian 4 + Int modifier

Bard 6 + Int modifier

Cleric 2 + Int modifier

Druid 4 + Int modifier

Fighter 2 + Int modifier

Monk 4 + Int modifier

Paladin 2 + Int modifier

Ranger 6 + Int modifier

Rogue 8 + Int modifier

Sorcerer 2 + Int modifier

Wizard 2 + Int modifier

The number of skill ranks you gain when taking a level in one of the base classes is shown above. Humans gain 1
additional skill rank per class level. Characters who take a level in a favored class have the option of gaining 1 additional
skill rank or an additional hit point. If you select a level in a new class, all of its class skills are automatically added to
your list of class skills, and you gain a +3 bonus on these skills if you have ranks in them.

SKILLS



S K I L L  C H E C K S

When your character uses a skill, he isn’t guaranteed success. In order to determine success, whenever you attempt to
use a skill, you must make a skill check.

Each skill rank grants a +1 bonus on checks made using that skill. When you make a skill check, you roll 1d20 and then
add your ranks and the appropriate ability score modifier to the result of this check. If the skill you’re using is a class skill
(and you have invested ranks into that skill), you gain a +3 bonus on the check. If you are not trained in the skill (and if the
skill may be used untrained), you may still attempt the skill, but you use only the bonus (or penalty) provided by the
associated ability score modifier to modify the check. Skills can be further modified by a wide variety of sources – by
your race, by a class ability, by equipment, by spell effects or magic items, and so on.

S K I L L S K I L L  C H E C K  I S  E Q U A L  T O *

Untrained 1d20 + ability modifier + racial modifier

Trained 1d20 + skill ranks + ability modifier + racial modifier

Trained Class Skill 1d20 + skill ranks + ability modifier + racial modifier + 3

If the result of your skill check is equal to or greater than the difficulty class (or DC) of the task you are attempting to
accomplish, you succeed. If it is less than the DC, you fail. Some tasks have varying levels of success and failure
depending on how much your check is above or below the required DC. Some skill checks are opposed by the target’s
skill check. When making an opposed skill check, the attempt is successful if your check result exceeds the result of
the target.

T A K I N G  1 0  A N D  T A K I N G  2 0

A skill check represents an attempt to accomplish some goal, usually while under some sort of time pressure or
distraction. Sometimes, though, a character can use a skill under more favorable conditions, increasing the odds
of success.

Taking 10. When your character is not in immediate danger or distracted, you may choose to take 10. Instead of rolling
1d20 for the skill check, calculate your result as if you had rolled a 10. For many routine tasks, taking 10 makes them
automatically successful. Distractions or threats (such as combat) make it impossible for a character to take 10.

Taking 20. When you have plenty of time, you are faced with no threats or distractions, and the skill being attempted
carries no penalties for failure, you can take 20. Instead of rolling 1d20 for the skill check, just calculate your result as if
you had rolled a 20. Taking 20 takes 20 times as long as making a single check would take. Since taking 20 assumes that
your character will fail many times before succeeding, your character would automatically incur any penalties for
failure before completing the task (hence why it is generally not allowed with skills that carry such penalties). Common
“take 20” skills include Disable Device (when used to open locks), Escape Artist, and Perception (when attempting to
find traps).

The normal take 10 and take 20 rules apply for ability checks. Neither rule applies to concentration checks or caster
level checks.



A I D  A N O T H E R

You can help someone achieve success on a skill check by making the same kind of skill check in a cooperative effort. If
you roll a 10 or higher on your check, the character you’re helping gets a +2 bonus on his or her check. (You can’t take 10
on a skill check to aid another.) In many cases, a character’s help won’t be beneficial, or only a limited number of
characters can help at once.

In cases where the skill restricts who can achieve certain results, such as trying to open a lock using Disable Device, you
can’t aid another to grant a bonus to a task that your character couldn’t achieve alone. The GM might impose further
restrictions to aiding another on a case-by-case basis as well.

S K I L L  D E S C R I P T I O N S

This section describes each skill, including common uses and typical modifiers. Characters can sometimes use skills for
purposes other than those noted here, at the GM’s discretion.

A C R O B A T I C S  ( D E X )

Trained only. Armor check penalty applies.

You can keep your balance while traversing narrow or treacherous surfaces. You can also dive, flip, jump, and roll to
avoid attacks and overcome obstacles.

Check
You can use Acrobatics to move on narrow surfaces and uneven ground without falling. A successful check allows you to
move at half speed across such surfaces – only one check is needed per round. Use the following table to determine the
base DC, which is then modified by the Acrobatics skill modifiers noted below. While you are using Acrobatics in
this way, you are considered flat-footed and lose your Dexterity bonus to your AC (if any). If you take damage while
using Acrobatics, you must immediately make another Acrobatics check at the same DC to avoid falling or being
knocked prone.

S U R F A C E  W I D T H B A S E  A C R O B A T I C S  D C

Greater than 3 feet wide 0*

1-3 feet wide 5*

7-11 inches wide 10

2-6 inches wide 15

Less than 2 inches wide 20



In addition, you can move through a threatened square without provoking an attack of opportunity from an enemy by
using Acrobatics. When moving in this way, you move at half speed. You can move at full speed by increasing the DC of
the check by 10. You cannot use Acrobatics to move past foes if your speed is reduced due to carrying a medium or
heavy load or wearing medium or heavy armor. If an ability allows you to move at full speed under such conditions, you
can use Acrobatics to move past foes. You can use Acrobatics in this way while prone, but doing so requires a full-round
action to move 5 feet, and the DC is increased by 5. If you attempt to move through an enemy’s space and fail the check,
you lose the move action and provoke an attack of opportunity.

S I T U A T I O N B A S E  A C R O B A T I C S  D C *

Move through a threatened area Opponent’s Combat Maneuver Defense

Move through an enemy’s space 5 + opponent’s Combat Maneuver Defense

Long Jump Acrobatics DC

— —

5 feet 5

10 feet 10

15 feet 15

20 feet 20

Greater than 20 feet +5 per 5 feet

High Jump Acrobatics DC

— —

1 foot 4

2 feet 8

3 feet 12

4 feet 16

Greater than 4 feet +4 per foot

Finally, you can use the Acrobatics skill to make jumps or to soften a fall. The base DC to make a jump is equal to the
distance to be crossed (if horizontal) or four times the height to be reached (if vertical). These DCs double if you do not
have at least 10 feet of space to get a running start. The only Acrobatics modifiers that apply are those concerning the
surface you are jumping from. If you fail this check by 4 or less, you can attempt a DC 20 Reflex save to grab hold of the
other side after having missed the jump. If you fail by 5 or more, you fail to make the jump and fall (or land prone, in the
case of a vertical jump). Creatures with a base land speed above 30 feet receive a +4 racial bonus on Acrobatics checks
made to jump for every 10 feet of their speed above 30 feet. Creatures with a base land speed below 30 feet receive a -4
racial bonus on Acrobatics checks made to jump for every 10 feet of their speed below 30 feet. No jump can allow you to
exceed your maximum movement for the round. For a running jump, the result of your Acrobatics check indicates the
distance traveled in the jump (and if the check fails, the distance at which you actually land and fall prone). Halve this
result for a standing long jump to determine where you land.

When you deliberately fall any distance, even as a result of a missed jump, a DC 15 Acrobatics skill check allows you to
ignore the first 10 feet fallen, although you still end up prone if you take damage from a fall. See the falling rules for
further details.

Many conditions can affect your chances of success with Acrobatics checks. The following modifiers to target DCs
apply to all Acrobatics skill checks. The modifiers stack with one another, but only the most severe modifier for any one
condition applies.



A C R O B A T I C S  M O D I F I E R S D C  M O D I F I E R

Slightly obstructed (gravel, sand) +2

Severely obstructed (cavern, rubble) +5

Slightly slippery (wet) +2

Severely slippery (icy) +5

Slightly sloped (under 45 deg) +2

Severely sloped (over 45 deg) +5

Slightly unsteady (boat in rough water) +2

Moderately unsteady (boat in a storm) +5

Severely unsteady (earthquake) +10

Move at full speed on narrow or uneven surfaces +5*

Action
None. An Acrobatics check is made as part of another action or as a reaction to a situation.

Special
If you have 3 or more ranks in Acrobatics, you gain a +3 dodge bonus to AC when fighting defensively instead of the usual
+2, and a +6 dodge bonus to AC when taking the total defense action instead of the usual +4.

If you have the Acrobatic feat, you get a bonus on Acrobatics checks (see Feats).

A P P R A I S E  ( I N T )

Trained only. Armor check penalty applies.

You can evaluate the monetary value of an object.

Check
A DC 20 Appraise check determines the value of a common item. If you succeed by 5 or more, you also determine if the
item has magic properties, although this success does not grant knowledge of the magic item’s abilities. If your fail the
check by less than 5, you determine the price of that item to within 20% of its actual value. If you fail this check by 5 or
more, the price is wildly inaccurate, subject to GM discretion. Particularly rare or exotic items might increase the DC of
this check by 5 or more.

You can also use this check to determine the most valuable item visible in a treasure hoard. The DC of this check is
generally 20 but can increase to as high as 30 for a particularly large hoard.

Action
Appraising an item takes 1 standard action. Determining the most valuable object in a treasure hoard takes 1 full-
round action.



Try Again
Additional attempts to Appraise an item reveal the same result.

Special
A spellcaster with a raven familiar gains a +3 bonus on Appraise checks.

B L U F F  ( C H A )

Trained only. Armor check penalty applies.

You know how to tell a lie.

Check
Bluff is an opposed skill check against your opponent’s Sense Motive skill. If you use Bluff to fool someone, with a
successful check you convince your opponent that what you are saying is true. Bluff checks are modified depending
upon the believability of the lie. The following modifiers are applied to the roll of the creature attempting to tell the
lie. Note that some lies are so improbable that it is impossible to convince anyone that they are true (subject to
GM discretion).

C I R C U M S T A N C E S B L U F F  M O D I F I E R

The target wants to believe you +5

The lie is believable +0

The lie is unlikely -5

The lie is far-fetched -10

The lie is impossible -20

The target is drunk or impaired +5

You possess convincing proof up to +10

Feint

You can use Bluff to feint in combat, causing your opponent to be denied his Dexterity bonus to his AC against your next
attack. The DC of this check is equal to 10 + your opponent’s base attack bonus + your opponent’s Wisdom modifier. If
your opponent is trained in Sense Motive, the DC is instead equal to 10 + your opponent’s Sense Motive bonus, if higher.
For more information on feinting in combat, see Combat.

Secret Messages

You can use Bluff to pass hidden messages along to another character without others understanding your true meaning
by using innuendo to cloak your actual message. The DC of this check is 15 for simple messages and 20 for complex
messages. If you are successful, the target automatically understands you, assuming you are communicating in a
language that it understands. If your check fails by 5 or more, you deliver the wrong message. Other creatures that
receive the message can decipher it by succeeding at an opposed Sense Motive check against your Bluff result.



Action
Attempting to deceive someone takes at least 1 round, but can possibly take longer if the lie is elaborate (as determined
by the GM on a case-by-case basis).

Feinting in combat is a standard action.

Using Bluff to deliver a secret message takes twice as long as the message would otherwise take to relay.

Try Again
If you fail to deceive someone, further attempts to deceive them are at a -10 penalty and may be impossible
(GM discretion).

You can attempt to feint against someone again if you fail. Secret messages can be relayed again if the first
attempt fails.

Special
A spellcaster with a viper familiar gains a +3 bonus on Bluff checks.

If you have the Deceitful feat, you get a bonus on Bluff checks (see Feats).

C L I M B  ( S T R )

Trained only. Armor check penalty applies.

You are skilled at scaling vertical surfaces, from smooth city walls to rocky cliffs.

Check
With a successful Climb check, you can advance up, down, or across a slope, wall, or other steep incline (or even across
a ceiling, provided it has handholds) at one-quarter your normal speed. A slope is considered to be any incline at an
angle measuring less than 60 degrees; a wall is any incline at an angle measuring 60 degrees or more.

A Climb check that fails by 4 or less means that you make no progress, and one that fails by 5 or more means that you fall
from whatever height you have already attained.

The DC of the check depends on the conditions of the climb. Compare the task with those on the following table to
determine an appropriate DC.



C L I M B  D C E X A M P L E  S U R F A C E  O R  A C T I V I T Y

0 A slope too steep to walk up, or a knotted rope with a wall to brace against.

5 A rope with a wall to brace against, or a knotted rope, or a rope affected by the rope trick spell.

10 A surface with ledges to hold on to and stand on, such as a very rough wall or a ship’s rigging.

15 Any surface with adequate handholds and footholds (natural or artificial), such as a very rough natural rock surface
or a tree, or an unknotted rope, or pulling yourself up when dangling by your hands.

20 An uneven surface with narrow handholds and footholds, such as a typical wall in a dungeon.

25 A rough surface, such as a natural rock wall or a brick wall.

30 An overhang or ceiling with handholds only.

- A perfectly smooth, flat vertical (or inverted) surface cannot be climbed.

Climb DC
Modifier*

Example Surface or Activity

-10 Climbing a chimney (artificial or natural) or other location where you can brace against two opposite walls.

-5 Climbing a corner where you can brace against perpendicular walls.

+5 Surface is slippery.

You need both hands free to climb, but you may cling to a wall with one hand while you cast a spell or take some other
action that requires only one hand. While climbing, you can’t move to avoid a blow, so you lose your Dexterity bonus
to AC (if any). You also can’t use a shield while climbing. Anytime you take damage while climbing, make a Climb
check against the DC of the slope or wall. Failure means you fall from your current height and sustain the appropriate
falling damage.

Accelerated Climbing

You try to climb more quickly than normal. By accepting a -5 penalty, you can move half your speed (instead of one-
quarter your speed).

Make Your Own Handholds and Footholds

You can make your own handholds and footholds by pounding pitons into a wall. Doing so takes 1 minute per piton, and
one piton is needed per 5 feet of distance. As with any surface that offers handholds and footholds, a wall with pitons in
it has a DC of 15. In the same way, a climber with a handaxe or similar implement can cut handholds in an ice wall.

Catch Yourself When Falling

It’s practically impossible to catch yourself on a wall while falling, yet if you wish to attempt such a difficult task, you can
make a Climb check (DC = wall’s DC + 20) to do so. It’s much easier to catch yourself on a slope (DC = slope’s DC + 10).



Catch a Falling Character While Climbing

If someone climbing above you or adjacent to you falls, you can attempt to catch the falling character if he or she is
within your reach. Doing so requires a successful melee touch attack against the falling character (though he or she can
voluntarily forego any Dexterity bonus to AC if desired). If you hit, you must immediately attempt a Climb check (DC =
wall’s DC + 10). Success indicates that you catch the falling character, but his total weight, including equipment, cannot
exceed your heavy load limit or you automatically fall. If you fail your Climb check by 4 or less, you fail to stop the
character’s fall but don’t lose your grip on the wall. If you fail by 5 or more, you fail to stop the character’s fall and begin
falling as well.

Action
Climbing is part of movement, so it’s generally part of a move action (and may be combined with other types of
movement in a move action). Each move action that includes any climbing requires a separate Climb check. Catching
yourself or another falling character doesn’t take an action.

Special
You can use a rope to haul a character upward (or lower a character) through sheer strength. You can lift double your
maximum load in this manner.

A creature with a climb speed has a +8 racial bonus on all Climb checks. The creature must make a Climb check to climb
any wall or slope with a DC higher than 0, but it can always choose to take 10, even if rushed or threatened while
climbing. If a creature with a climb speed chooses an accelerated climb (see above), it moves at double its climb speed
(or at its land speed, whichever is slower) and makes a single Climb check at a -5 penalty. Such a creature retains its
Dexterity bonus to Armor Class (if any) while climbing, and opponents get no special bonus to their attacks against it. It
cannot, however, use the run action while climbing.

If you have the Athletic feat, you get a bonus on Climb checks (see Feats).

C R A F T  ( I N T )

Trained only. Armor check penalty applies.

You are skilled in the creation of a specific group of items, such as armor or weapons. Like Knowledge, Perform, and
Profession, Craft is actually a number of separate skills. You could have several Craft skills, each with its own ranks. The
most common Craft skills are alchemy, armor, baskets, books, bows, calligraphy, carpentry, cloth, clothing, glass,
jewelry, leather, locks, paintings, pottery, sculptures, ships, shoes, stonemasonry, traps, and weapons. A Craft skill is
specifically focused on creating something. If nothing is created by the endeavor, it probably falls under the heading of a
Profession skill.

Check
You can practice your trade and make a decent living, earning half your check result in gold pieces per week of
dedicated work. You know how to use the tools of your trade, how to perform the craft’s daily tasks, how to supervise
untrained helpers, and how to handle common problems. (Untrained laborers and assistants earn an average of 1 silver
piece per day.)

The basic function of the Craft skill, however, is to allow you to make an item of the appropriate type. The DC depends on
the complexity of the item to be created. The DC, your check result, and the price of the item determine how long it
takes to make a particular item. The item’s finished price also determines the cost of raw materials.



In some cases, the fabricate spell can be used to achieve the results of a Craft check with no actual check involved.
You must still make an appropriate Craft check when using the spell to make articles requiring a high degree
of craftsmanship.

A successful Craft check related to woodworking in conjunction with the casting of the ironwood spell enables you to
make wooden items that have the strength of steel.

When casting the spell minor creation, you must succeed on an appropriate Craft check to make a complex item.

All crafts require artisan’s tools to give the best chance of success. If improvised tools are used, the check is made with
a -2 penalty. On the other hand, masterwork artisan’s tools provide a +2 circumstance bonus on the check.

To determine how much time and money it takes to make an item, follow these steps.

If you fail a check by 4 or less, you make no progress this week. If you fail by 5 or more, you ruin half the raw materials
and have to pay half the original raw material cost again.

Progress by the Day

You can make checks by the day instead of by the week. In this case your progress (check result times DC) should be
divided by the number of days in a week.

Create Masterwork Items

You can make a masterwork item: a weapon, suit of armor, shield, or tool that conveys a bonus on its use through its
exceptional craftsmanship. To create a masterwork item, you create the masterwork component as if it were a separate
item in addition to the standard item. The masterwork component has its own price (300 gp for a weapon or 150 gp for a
suit of armor or a shield, see Equipment for the price of other masterwork tools) and a Craft DC of 20. Once both the
standard component and the masterwork component are completed, the masterwork item is finished. The cost you pay
for the masterwork component is one-third of the given amount, just as it is for the cost in raw materials.

Find the item’s price in silver pieces (1 gp = 10 sp).1

Find the item’s DC from Table: Craft Skills.2

Pay 1/3 of the item’s price for the raw material cost.3

Make an appropriate Craft check representing one week’s worth of work. If the check succeeds, multiply your check
result by the DC. If the result times the DC equals the price of the item in sp, then you have completed the item. (If
the result times the DC equals double or triple the price of the item in silver pieces, then you’ve completed the task
in one-half or one-third of the time. Other multiples of the DC reduce the time in the same manner.) If the result
times the DC doesn’t equal the price, then it represents the progress you’ve made this week. Record the result and
make a new Craft check for the next week. Each week, you make more progress until your total reaches the price of
the item in silver pieces.

4



Repair Items

You can repair an item by making checks against the same DC that it took to make the item in the first place. The cost of
repairing an item is one-fifth of the item’s price.

I T E M  C R A F T S K I L L C R A F T  D C

Acid Alchemy 15

Alchemist’s fire, smokestick, or tindertwig Alchemy 20

Antitoxin, sunrod, tanglefoot bag, or thunderstone Alchemy 25

Armor or shield Armor 10 + AC bonus

Longbow, shortbow, or arrows Bows 12

Composite longbow or composite shortbow Bows 15

Composite longbow or composite shortbow with high strength rating Bows 15 + (2 x rating)

Mechanical trap Traps Varies*

Crossbow, or bolts Weapons 15

Simple melee or thrown weapon Weapons 12

Martial melee or thrown weapon Weapons 15

Exotic melee or thrown weapon Weapons 18

Very simple item (wooden spoon) Varies 5

Typical item (iron pot) Varies 10

High-quality item (bell) Varies 15

Complex or superior item (lock) Varies 20

Action
Does not apply. Craft checks are made by the day or week (see above).

Try Again
Yes, but each time you fail by 5 or more, you ruin half the raw materials and have to pay half the original raw material
cost again.

Special
You may voluntarily add +10 to the indicated DC to craft an item. This allows you to create the item more quickly (since
you’ll be multiplying this higher DC by your Craft check result to determine progress). You must decide whether to
increase the DC before you make each weekly or daily check.

To make an item using Craft (alchemy), you must have alchemical equipment. If you are working in a city, you can buy
what you need as part of the raw materials cost to make the item, but alchemical equipment is difficult or impossible to
come by in some places. Purchasing and maintaining an alchemist’s lab grants a +2 circumstance bonus on Craft
(alchemy) checks because you have the perfect tools for the job, but it does not affect the cost of any items made using
the skill.

A gnome receives a +2 bonus on a Craft or Profession skill of her choice.



D I P L O M A C Y  ( C H A )

Trained only. Armor check penalty applies.

You can use this skill to persuade others to agree with your arguments, to resolve differences, and to gather valuable
information or rumors from people. This skill is also used to negotiate conflicts by using the proper etiquette and
manners suitable to the problem.

Check
You can change the initial attitudes of nonplayer characters with a successful check. The DC of this check depends on
the creature’s starting attitude toward you, adjusted by its Charisma modifier. If you succeed, the character’s attitude
toward you is improved by one step. For every 5 by which your check result exceeds the DC, the character’s attitude
toward you increases by one additional step. A creature’s attitude cannot be shifted more than two steps up in this way,
although the GM can override this rule in some situations. If you fail the check by 4 or less, the character’s attitude
toward you is unchanged. If you fail by 5 or more, the character’s attitude toward you is decreased by one step.

You cannot use Diplomacy against a creature that does not understand you or has an Intelligence of 3 or less. Diplomacy
is generally ineffective in combat and against creatures that intend to harm you or your allies in the immediate future.
Any attitude shift caused through Diplomacy generally lasts for 1d4 hours but can last much longer or shorter depending
upon the situation (GM discretion).

S T A R T I N G  A T T I T U D E D I P L O M A C Y  D C

Hostile 25 + creature’s Cha modifier

Unfriendly 20 + creature’s Cha modifier

Indifferent 15 + creature’s Cha modifier

Friendly 10 + creature’s Cha modifier

Helpful 0 + creature’s Cha modifier

If a creature’s attitude toward you is at least indifferent, you can make requests of the creature. This is an additional
Diplomacy check, using the creature’s current attitude to determine the base DC, with one of the following modifiers.
Once a creature’s attitude has shifted to helpful, the creature gives in to most requests without a check, unless the
request is against its nature or puts it in serious peril. Some requests automatically fail if the request goes against the
creature’s values or its nature, subject to GM discretion.



R E Q U E S T D I P L O M A C Y  D C  M O D I F I E R

Give simple advice or directions -5

Give detailed advice +0

Give simple aid +0

Reveal an unimportant secret +5

Give lengthy or complicated aid +5

Give dangerous aid +10

Reveal an important secret +10 or more

Give aid that could result in punishment +15 or more

Additional requests +5 per request

Gather Information

You can also use Diplomacy to gather information about a specific topic or individual. To do this, you must spend at least
1d4 hours canvassing people at local taverns, markets, and gathering places. The DC of this check depends on the
obscurity of the information sought, but for most commonly known facts or rumors it is 10. For obscure or secret
knowledge, the DC might increase to 20 or higher. The GM might rule that some topics are simply unknown to
common folk.

Action
Using Diplomacy to influence a creature’s attitude takes 1 minute of continuous interaction. Making a request of a
creature takes 1 or more rounds of interaction, depending upon the complexity of the request. Using Diplomacy to
gather information takes 1d4 hours of work searching for rumors and informants.

Try Again
You cannot use Diplomacy to influence a given creature’s attitude more than once in a 24-hour period. If a request is
refused, the result does not change with additional checks, although other requests might be made. You can retry
Diplomacy checks made to gather information.

Special
If you have the Persuasive feat, you gain a bonus on Diplomacy checks (see Feats).

D I S A B L E  D E V I C E  ( D E X )

Trained only. Armor check penalty applies.

You are skilled at disarming traps and opening locks. In addition, this skill lets you sabotage simple mechanical devices,
such as catapults, wagon wheels, and doors.



Check
When disarming a trap or other device, the Disable Device check is made secretly, so that you don’t necessarily know
whether you’ve succeeded.

The DC depends on how tricky the device is. If the check succeeds, you disable the device. If it fails by 4 or less, you
have failed but can try again. If you fail by 5 or more, something goes wrong. If the device is a trap, you trigger it. If you’re
attempting some sort of sabotage, you think the device is disabled, but it still works normally.

You also can rig simple devices such as saddles or wagon wheels to work normally for a while and then fail or fall off
some time later (usually after 1d4 rounds or minutes of use).

D E V I C E T I M E D I S A B L E  D E V I C E  D C * E X A M P L E

Simple 1 round 10 Jam a lock

Tricky 1d4 rounds 15 Sabotage a wagon wheel

Difficult 2d4 rounds 20 Disarm a trap, reset a trap

Extreme 2d4 rounds 25 Disarm a complex trap, cleverly sabotage a clockwork device

Lock Quality Disable Device DC

— —

Simple 20

Average 25

Good 30

Superior 40

Open Locks

The DC for opening a lock depends on its quality. If you do not have a set of thieves’ tools, these DCs increase by 10.

Action
The amount of time needed to make a Disable Device check depends on the task, as noted above. Disabling a simple
device takes 1 round and is a full-round action. A tricky or difficult device requires 1d4 or 2d4 rounds. Attempting to
open a lock is a full-round action.

Try Again
Varies. You can retry checks made to disable traps if you miss the check by 4 or less. You can retry checks made to
open locks.

Special
If you have the Deft Hands feat, you get a bonus on Disable Device checks (see Feats).

A rogue who beats a trap’s DC by 10 or more can study the trap, figure out how it works, and bypass it without disarming
it. A rogue can rig a trap so her allies can bypass it as well.



Restriction
Characters with the trapfinding ability (like rogues) can disarm magic traps. A magic trap generally has a DC of 25 + the
level of the spell used to create it.

The spells fire trap, glyph of warding, symbol, and teleportation circle also create traps that a rogue can disarm with a
successful Disable Device check. Spike growth and spike stones, however, create magic hazards against which Disable
Device checks do not succeed. See the individual spell descriptions for details.

D I S G U I S E  ( C H A )

Trained only. Armor check penalty applies.

You are skilled at changing your appearance.

Check
Your Disguise check result determines how good the disguise is, and it is opposed by others’ Perception check results. If
you don’t draw any attention to yourself, others do not get to make Perception checks. If you come to the attention of
people who are suspicious (such as a guard who is watching commoners walking through a city gate), it can be assumed
that such observers are taking 10 on their Perception checks.

You get only one Disguise check per use of the skill, even if several people make Perception checks against it. The
Disguise check is made secretly, so that you can’t be sure how good the result is.

The effectiveness of your disguise depends on how much you’re changing your appearance. Disguise can be used to
make yourself appear like a creature that is one size category larger or smaller than your actual size. This does not
change your actual size or reach, should you enter combat while wearing such a disguise.

D I S G U I S E C H E C K  M O D I F I E R

Minor details only +5

Disguised as different gender -2

Disguised as different race -2

Disguised as different age category -2 per step

Disguised as different size category -10

Familiarity Viewer’s Perception Check Bonus

— —

Recognizes on sight +4

Friends or associates +6

Close friends +8

Intimate +10

If you are impersonating a particular individual, those who know what that person looks like get a bonus on their
Perception checks according to the table above. Furthermore, they are automatically considered to be suspicious of
you, so opposed checks are always called for.



An individual makes a Perception check to see through your disguise immediately upon meeting you and again every
hour thereafter. If you casually meet a large number of different creatures, each for a short time, check once per day or
hour, using an average Perception modifier for the group.

Action
Creating a disguise requires 1d3 x 10 minutes of work. Using magic (such as the disguise self spell) reduces this action to
the time required to cast the spell or trigger the effect.

Try Again
Yes. You may try to redo a failed disguise, but once others know that a disguise was attempted, they’ll be
more suspicious.

Special
Magic that alters your form, such as alter self, disguise self, polymorph, or shapechange, grants you a +10 bonus on
Disguise checks (see the individual spell descriptions). Divination magic that allows people to see through illusions
(such as true seeing) does not penetrate a mundane disguise, but it can negate the magical component of a magically
enhanced one.

You must make a Disguise check when you cast a simulacrum spell to determine how good the likeness is.

If you have the Deceitful feat, you gain a bonus on Disguise checks (see Feats).

E S C A P E  A R T I S T  ( D E X )

Trained only. Armor check penalty applies.

Your training allows you to slip out of bonds and escape from grapples.

Check
The table below gives the DCs needed to escape various forms of restraints.

Ropes

The DC of your Escape Artist check is equal to the binder’s Combat Maneuver Bonus +20.

Manacles and Masterwork Manacles

The DC for manacles is set by their construction (see the table below).

Tight Space

The DC noted is for getting through a space through which your head fits but your shoulders don’t. If the space is long,
you may need to make multiple checks. You can’t squeeze through a space that your head does not fit through.



Grappler

You can make an Escape Artist check in place of a combat maneuver check to escape a grapple (see Combat) or a pin.

R E S T R A I N T E S C A P E  A R T I S T  D C

Rope/bindings Binder’s CMB +20

Net, animate rope, command plants, control plants, or entangle 20

Snare spell 23

Manacles 30

Tight space 30

Masterwork manacles 35

Grappler Grappler’s CMD

Action
Making an Escape Artist check to escape from rope bindings, manacles, or other restraints (except a grappler) requires
1 minute of work. Escaping from a net or an animate rope, command plants, control plants, or entangle spell is a full-
round action. Escaping from a grapple or pin is a standard action. Squeezing through a tight space takes at least 1
minute, maybe longer, depending on how long the space is.

Try Again
Varies. You can make another check after a failed check if you’re squeezing your way through a tight space, making
multiple checks. If the situation permits, you can make additional checks, or even take 20, as long as you’re not being
actively opposed. If the DC to escape from rope or bindings is higher than 20 + your Escape Artist skill bonus, you cannot
escape from the bonds using Escape Artist.

Special
If you have the Stealthy feat, you gain a bonus on Escape Artist checks (see Feats).

F L Y  ( D E X )

Trained only. Armor check penalty applies.

You are skilled at flying, through either the use of wings or magic, and can perform daring or complex maneuvers while
airborne. Note that this skill does not give you the ability to fly.



Check
You generally need only make a Fly check when you are attempting a complex maneuver. Without making a check, a
flying creature can remain flying at the end of its turn so long as it moves a distance greater than half its speed. It can
also turn up to 45 degrees by sacrificing 5 feet of movement, can rise at half speed at an angle of 45 degrees, and can
descend at any angle at normal speed. Note that these restrictions only apply to movement taken during your current
turn. At the beginning of the next turn, you can move in a different direction than you did the previous turn without
making a check. Taking any action that violates these rules requires a Fly check. The difficulty of these maneuvers
varies depending upon the maneuver you are attempting, as noted on the following chart.

F L Y I N G  M A N E U V E R F L Y  D C

Move less than half speed and remain flying 10

Hover 15

Turn greater than 45 deg by spending 5 feet of movement 15

Turn 180 deg by spending 10 feet of movement 20

Fly up at greater than 45 deg angle 20

Attacked While Flying

You are not considered flat-footed while flying. If you are flying using wings and you take damage while flying, you must
make a DC 10 Fly check to avoid losing 10 feet of altitude. This descent does not provoke an attack of opportunity and
does not count against a creature’s movement.

Collision While Flying

If you are using wings to fly and you collide with an object equal to your size or larger, you must immediately make a DC
25 Fly check to avoid plummeting to the ground, taking the appropriate falling damage.

Avoid Falling Damage

If you are falling and have the ability to fly, you can make a DC 10 Fly check to negate the damage. You cannot make this
check if you are falling due to a failed Fly check or a collision.



High Wind Speeds

Flying in high winds adds penalties on your Fly checks as noted on Table: Wind Effects on Flight. “Checked” means that
creatures of that size or smaller must succeed on a DC 20 Fly check to move at all so long as the wind persists. “Blown
away” means that creatures of that size or smaller must make a DC 25 Fly check or be blown back 2d6 x 10 feet and take
2d6 points of nonlethal damage. This check must be made every round the creature remains airborne. A creature that is
blown away must still make a DC 20 Fly check to move due to also being checked.

W I N D  F O R C E W I N D  S P E E D C H E C K E D  S I Z E B L O W N  A W A Y  S I Z E F L Y  P E N A L T Y

Light 0-10 mph - - -

Moderate 11-20 mph - - -

Strong 21-30 mph Tiny - -2

Severe 31-50 mph Small Tiny -4

Windstorm 51-74 mph Medium Small -8

Hurricane 75-174 mph Large Medium -12

Tornado 175+ mph Huge Large -16

Action
None. A Fly check doesn’t require an action; it is made as part of another action or as a reaction to a situation.

Try Again
Varies. You can attempt a Fly check to perform the same maneuver on subsequent rounds. If you are using wings and
you fail a Fly check by 5 or more, you plummet to the ground, taking the appropriate falling damage (see Environment).

Special
A spellcaster with a bat familiar gains a +3 bonus on Fly checks.

Creatures with a fly speed treat the Fly skill as a class skill. A creature with a natural fly speed receives a bonus (or
penalty) on Fly skill checks depending on its maneuverability: Clumsy -8, Poor -4, Average +0, Good +4, Perfect +8.
Creatures without a listed maneuverability rating are assumed to have average maneuverability.

A creature larger or smaller than Medium takes a size bonus or penalty on Fly checks depending on its size category:
Fine +8, Diminutive +6, Tiny +4, Small +2, Large -2, Huge -4, Gargantuan -6, Colossal -8.

You cannot take ranks in this skill without a natural means of flight or gliding. Creatures can also take ranks in Fly if they
possess a reliable means of flying every day (either through a spell or other special ability).

If you have the Acrobatic feat, you get a bonus on Fly checks (see Feats).

H A N D L E  A N I M A L  ( C H A )

Trained only. Armor check penalty applies.

You are trained at working with animals, and can teach them tricks, get them to follow your simple commands, or even
domesticate them.



Check
The DC depends on what you are trying to do.

T A S K H A N D L E  A N I M A L  D C

Handle an animal 10

“Push” an animal 25

Teach an animal a trick 15 or 20*

Train an animal for a general purpose 15 or 20*

Rear a wild animal 15 + HD of animal

Handle an Animal

This task involves commanding an animal to perform a task or trick that it knows. If the animal is wounded or has taken
any nonlethal damage or ability score damage, the DC increases by 2. If your check succeeds, the animal performs the
task or trick on its next action.

“Push” an Animal: To push an animal means to get it to perform a task or trick that it doesn’t know but is physically
capable of performing. This category also covers making an animal perform a forced march or forcing it to hustle for
more than 1 hour between sleep cycles. If the animal is wounded or has taken any nonlethal damage or ability score
damage, the DC increases by 2. If your check succeeds, the animal performs the task or trick on its next action.

Teach an Animal a Trick

You can teach an animal a specific trick with 1 week of work and a successful Handle Animal check against the indicated
DC. An animal with an Intelligence score of 1 can learn a maximum of three tricks, while an animal with an Intelligence
score of 2 can learn a maximum of six tricks. Possible tricks (and their associated DCs) include, but are not necessarily
limited to, the following: Attack (DC 20), Come (DC 15), Defend (DC 20), Down (DC 15), Fetch (DC 15), Guard (DC 20), Heel
(DC 15), Perform (DC 15), Seek (DC 15), Stay (DC 15), Track (DC 20), Work (DC 15).

Train an Animal for a General Purpose

Rather than teaching an animal individual tricks, you can simply train it for a general purpose. Essentially, an animal’s
purpose represents a preselected set of known tricks that fit into a common scheme, such as guarding or heavy labor.
The animal must meet all the normal prerequisites for all tricks included in the training package. If the package includes
more than three tricks, the animal must have an Intelligence score of 2 or higher.

An animal can be trained for only one general purpose, though if the creature is capable of learning additional tricks
(above and beyond those included in its general purpose), it may do so. Training an animal for a purpose requires fewer
checks than teaching individual tricks does, but no less time: Combat Training (DC 20, 6 weeks), Fighting (DC 20, 3
weeks), Guarding (DC 20, 4 weeks), Heavy Labor (DC 15, 2 weeks), Hunting (DC 20, 6 weeks), Performance (DC 15, 5
weeks), Riding (DC 15, 3 weeks).

Rear a Wild Animal

To rear an animal means to raise a wild creature from infancy so that it becomes domesticated. A handler can rear as
many as three creatures of the same kind at once.

A successfully domesticated animal can be taught tricks at the same time it’s being raised, or it can be taught as a
domesticated animal later.



Action
Varies. Handling an animal is a move action, while “pushing” an animal is a full-round action. (A druid or ranger can
handle an animal companion as a free action or push it as a move action.) For tasks with specific time frames noted
above, you must spend half this time (at the rate of 3 hours per day per animal being handled) working toward
completion of the task before you attempt the Handle Animal check. If the check fails, your attempt to teach, rear, or
train the animal fails and you need not complete the teaching, rearing, or training time. If the check succeeds, you must
invest the remainder of the time to complete the teaching, rearing, or training. If the time is interrupted or the task is
not followed through to completion, the attempt to teach, rear, or train the animal automatically fails.

Try Again
Yes, except for rearing an animal.

Special
You can use this skill on a creature with an Intelligence score of 1 or 2 that is not an animal, but the DC of any such check
increases by 5. Such creatures have the same limit on tricks known as animals do.

A druid or ranger gains a +4 circumstance bonus on Handle Animal checks involving an animal companion.

In addition, a druid’s or ranger’s animal companion knows one or more bonus tricks, which don’t count against the
normal limit on tricks known and don’t require any training time or Handle Animal checks to teach.

If you have the Animal Affinity feat, you get a bonus on Handle Animal checks (see Feats).

Untrained
If you have no ranks in Handle Animal, you can use a Charisma check to handle and push domestic animals, but you can’t
teach, rear, or train animals. A druid or ranger with no ranks in Handle Animal can use a Charisma check to handle and
push her animal companion, but she can’t teach, rear, or train other nondomestic animals.

H E A L  ( W I S )

Trained only. Armor check penalty applies.

You are skilled at tending to wounds and ailments.



Check
The DC and effect of a Heal check depend on the task you attempt.

T A S K D C

First aid 15

Long-term care 15

Treat wounds from caltrops, spike growth, or spike stones 15

Treat deadly wounds 20

Treat poison Poison’s save DC

Treat disease Disease’s save DC

First Aid

You usually use first aid to save a dying character. If a character has negative hit points and is losing hit points (at the
rate of 1 per round, 1 per hour, or 1 per day), you can make him stable. A stable character regains no hit points but stops
losing them. First aid also stops a character from losing hit points due to effects that cause bleed (see Conditions for
rules on bleed damage).

Long-Term Care

Providing long-term care means treating a wounded person for a day or more. If your Heal check is successful, the
patient recovers hit points or ability score points lost to ability damage at twice the normal rate: 2 hit points per level for
a full 8 hours of rest in a day, or 4 hit points per level for each full day of complete rest; 2 ability score points for a full 8
hours of rest in a day, or 4 ability score points for each full day of complete rest.

You can tend to as many as six patients at a time. You need a few items and supplies (bandages, salves, and so on) that
are easy to come by in settled lands. Giving long-term care counts as light activity for the healer. You cannot give long-
term care to yourself.

Treat Wounds from Caltrops, Spike Growth, or Spike Stones

A creature wounded by stepping on a caltrop moves at half normal speed. A successful Heal check removes this
movement penalty.

A creature wounded by a spike growth or spike stones spell must succeed on a Reflex save or take injuries that reduce
his speed by one-third. Another character can remove this penalty by taking 10 minutes to dress the victim’s injuries and
succeeding on a Heal check against the spell’s save DC.

Treat Deadly Wounds

When treating deadly wounds, you can restore hit points to a damaged creature. Treating deadly wounds restores 1 hit
point per level of the creature. If you exceed the DC by 5 or more, add your Wisdom modifier (if positive) to this amount.
A creature can only benefit from its deadly wounds being treated within 24 hours of being injured and never more than
once per day. You must expend two uses from a healer’s kit to perform this task. You take a -2 penalty on your Heal skill
check for each use from the healer’s kit that you lack.



Treat Poison

To treat poison means to tend to a single character who has been poisoned and who is going to take more damage from
the poison (or suffer some other effect). Every time the poisoned character makes a saving throw against the poison,
you make a Heal check. If your Heal check exceeds the DC of the poison, the character receives a +4 competence bonus
on his saving throw against the poison.

Treat Disease

To treat a disease means to tend to a single diseased character. Every time the diseased character makes a saving
throw against disease effects, you make a Heal check. If your Heal check exceeds the DC of the disease, the character
receives a +4 competence bonus on his saving throw against the disease.

Action
Providing first aid, treating a wound, or treating poison is a standard action. Treating a disease or tending a creature
wounded by a spike growth or spike stones spell takes 10 minutes of work. Treating deadly wounds takes 1 hour of work.
Providing long-term care requires 8 hours of light activity.

Try Again
Varies. Generally speaking, you can’t try a Heal check again without witnessing proof of the original check’s failure. You
can always retry a check to provide first aid, assuming the target of the previous attempt is still alive.

Special
A character with the Self-Sufficient feat gets a bonus on Heal checks (see Feats).

A healer’s kit gives you a +2 circumstance bonus on Heal checks.

I N T I M I D A T E  ( C H A )

Trained only. Armor check penalty applies.

You can use this skill to frighten an opponent or to get them to act in a way that benefits you. This skill includes verbal
threats and displays of prowess.

Check
You can use Intimidate to force an opponent to act friendly toward you for 1d6 x 10 minutes with a successful check. The
DC of this check is equal to 10 + the target’s Hit Dice + the target’s Wisdom modifier. If successful, the target gives you
the information you desire, takes actions that do not endanger it, or otherwise offers limited assistance. After the
Intimidate expires, the target treats you as unfriendly and may report you to local authorities. If you fail this check by 5
or more, the target attempts to deceive you or otherwise hinder your activities.



Demoralize

You can use this skill to cause an opponent to become shaken for a number of rounds. The DC of this check is equal to 10
+ the target’s Hit Dice + the target’s Wisdom modifier. If you are successful, the target is shaken for 1 round. This
duration increases by 1 round for every 5 by which you beat the DC. You can only threaten an opponent in this way if they
are within 30 feet and can clearly see and hear you. Using demoralize on the same creature only extends the duration; it
does not create a stronger fear condition.

Action
Using Intimidate to change an opponent’s attitude requires 1 minute of conversation. Demoralizing an opponent is a
standard action.

Try Again
You can attempt to Intimidate an opponent again, but each additional check increases the DC by +5. This increase
resets after 1 hour has passed.

Special
You also gain a +4 bonus on Intimidate checks if you are larger than your target and a -4 penalty on Intimidate checks if
you are smaller than your target.

If you have the Persuasive feat, you get a bonus on Intimidate checks (see Feats).

A half-orc gets a +2 bonus on Intimidate checks.

Skill descriptions continue in Skills (Knowledge–Use Magic Device).

file:///Applications/MAMP/htdocs/MODDABLE/moddable-rules/dist/pathfinder-1e/rules/skills-2/

