
ADMINISTER FIRST AID Medicine

Requirements You must have  (see page 186).

You perform first aid on an adjacent creature that is at 0 Hit Points in an attempt to stabilize it. You can also perform first aid on an

adjacent creature that is taking persistent bleed damage. The DC for either is 15. If a creature is both  and bleeding, choose which
effect you’re trying to treat each time you roll. You can Administer First  again to attempt to remedy the other effect.

Success The creature at 0 Hit Points loses the  condition (but remains ), or you end the persistent bleed damage (see
page 323).

Critical Failure The creature with 0 Hit Points has its  condition increased by 1. A creature with persistent bleed damage takes

damage equal to the amount of its persistent bleed damage.

Manipulate

BALANCE Acrobatics

You can move across a narrow surface or uneven ground by attempting an Acrobatics check against the DC of the

narrow surface or uneven ground. You start this action while in a square that contains a narrow surface, uneven ground, or another
similar feature. You are always  while on a narrow surface or uneven ground.

Success You move up to your Speed across the narrow surface or uneven ground, treating it as difficult terrain (see page 312).
Critical Success You move up to your Speed across the narrow surface or uneven ground, treating it as normal terrain.
Failure You must stay stationary (wasting the action) or you fall. If you fall, your turn ends.
Critical Failure You fall, and your turn ends.

Move

BREAK GRAPPLE Athletics

You attempt to break an opponent’s  with an Athletics check against that creature’s Athletics DC.
Success You break free from your opponent’s  and remove the  or  conditions you gained from it.
Critical Success You remove the  or  condition you gained from the opponent’s , and you can either  the

opponent  or grab the opponent as if you succeeded at a  against that creature. If you grab the opponent, this action
gains the attack trait.

Critical Failure If you were , you become . If you’re already , you can’t attempt to Break a  again until

the start of your next turn.

BREAK OPEN Athletics

Using your body, a lever, or some other , you attempt to forcefully open a door, window, or container; lift a heavy
gate; or break open some kind of bonds restraining your mobility. With a high enough result, you can even smash through walls.

Success You break the door, window, or container open, and the door, window, or container gains the  condition.
Critical Success You open the door, window, or container but can avoid damaging it in the process.
Critical Failure Your attempt jams the door, window, or container shut, imposing a –2 circumstance penalty on all future attempts to

open it.

Attack

CLIMB Athletics

Requirements You have both hands free.

You move up, down, or across an incline. Unless the climb is particularly easy, you must attempt an Athletics check. The DC is
determined by the GM based on the nature of the incline and any environmental circumstances. If you fall, the  use of

Acrobatics might allow you to catch yourself. You are  while climbing unless you have a climb Speed.
If your Speed is 40 feet or greater, you move 10 feet instead.
Success You move 5 feet up, across, or safely down the incline.
Critical Success You move half your Speed up, across, or safely down the incline.
Critical Failure You fall (see page 310). If you began the climb on stable ground, you fall and land .

Move

COERCE Intimidation

With threats either veiled or overt, you attempt to intimidate a creature into doing what you want. You must spend

at least 1 minute of conversation with a creature you can see and who can either see or sense you. At the end of
the conversation, you attempt an Intimidation check against the target’s Will DC, modified by the circumstances at

the GM’s discretion. The attitudes referenced in the effects are listed in Conditions (see page 318).
Success The target gives you the information you seek or agrees to follow your directives so long as they aren’t likely

to  the target in any way. The target continues to comply for an amount of time determined by the GM but not exceeding 1
day, at which point the target becomes  (if it wasn’t already  or ) and might act against you, including
reporting you to the authorities.

Critical Success Per a success, but even afterward, the target is too scared of you to retaliate against you.
Failure The target doesn’t do what you say, and if it was not already  or , it becomes .
Critical Failure The target doesn’t attempt the request, becomes  if it wasn’t already, and can’t be coerced by you for at least 1
week.
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COMMAND AN ANIMAL Nature

You issue an order to an animal that’s obeying you, either because you previously used 
successfully (see below) or you have the  feat (see page 170). Most animals know the , , ,

, and  basic actions. If an animal knows an activity, such as a horse’s , you can command the animal to perform the

activity, but you must spend as many Command an Animal actions as the activity’s number of actions. The animal uses the action you

command.
Most animals understand only the simplest instructions, so you might be able to instruct your animal to move to a certain square

but not dictate a specific path to get there, or command it to attack a certain creature but not to make its attack nonlethal. The GM
decides the specifics of the action your animal uses.

Auditory 

Concentrate

CONCEAL AN OBJECT Stealth

Hiding a small object on your person (such as a weapon of light Bulk) requires a Stealth check. When you try to sneak a hidden object

past someone who might notice it, the GM rolls your Stealth check and compares it to this passive observer’s Perception DC. If the
creature is specifically searching you for an item, they can attempt a Perception check against your Stealth DC (finding the object on
success).
You can also conceal an object somewhere other than your person, such as among undergrowth or in a secret compartment within a

piece of furniture. In this case, characters Seeking in an area compare their Perception check results to your Stealth DC to determine

whether they find the object.
Success The object goes undetected.
Failure The searcher finds the object.

CREATE A DIVERSION Deception

With a gesture, a trick, or some distracting words, you can create a diversion that draws creatures’ attention
elsewhere. If you use a gesture or trick, this action gains the manipulate trait. If you use distracting words, it gains the auditory and
lingual traits.
Attempt a single Deception check and compare it to the Perception DCs of the creatures whose attention you’re attempting to divert.

Whether you succeed or fail, creatures you attempt to affect gain a +4 circumstance bonus to their Perception DCs against your

attempts to Create a Diversion for 1 minute.
Success You become merely , rather than seen, with regard to each creature whose Perception DC your result meets or

exceeds. This lasts until the end of your turn or until you act to do anything except  or use the  or  actions of the

Stealth skill (see page 158). If you do anything else, your  condition ends just before you act. For instance, if you succeed
at a Deception check, momentarily becoming  by a creature (rather than seen), and then attack that creature, it is not 

 against your attack.
Failure You don’t divert the attention of any creatures whose Perception DC exceeds your result, and those creatures are aware you
were trying to trick them.

Mental

DEMORALIZE Intimidation

With a sudden shout, a well-timed taunt, or a cutting put-down, you can shake an enemy’s resolve. Choose a
creature within 30 feet of you who you sense or see and who can sense or see you. Attempt an Intimidation

check against that target’s Will DC. If the target does not understand the language you are speaking, you’re not
speaking a language, or they can’t hear you, you take a –4 circumstance penalty to the check and demoralize

loses the lingual trait.
Success The target becomes  1.
Critical Success The target becomes  2 and is  until the end of its next turn.
Critical Failure You can’t attempt to demoralize the target again for 10 minutes.

Auditory 

Concentrate 
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ESCAPE Acrobatics

When trying to escape from restraints or a creature’s , attempt an Acrobatics check. If you’re tied up by a creature, the escape
DC is that creature’s Thievery DC. If you’re  by  or some other device, the DC is based on the type of restraint.
Against a , the escape DC is the Grappling creature’s Athletics DC.
Success You escape from the restraints or the , losing the  or  condition.
Critical Success Per a success, and you can move up to 5 feet. If you move, this action gains the move trait.
Critical Failure You don’t escape, and you take a –2 circumstance penalty to Acrobatics checks to Escape until the end of your current

turn.
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GATHER INFORMATION Diplomacy

You canvass local markets, taverns, and gathering places in an attempt to learn about a specific individual or topic.
The GM determines the DC of the check and the amount of time it takes (typically if you spend an entire day of

downtime to Gather Information, you can attempt three or four checks), along with any benefit you might be able to gain by spending

coin on bribes, drinks, or gifts.
The GM determines the specifics.
Success You collect information about the individual or topic.
Critical Failure You collect incorrect information about the individual or topic.

Downtime 

Secret

GRAB EDGE Acrobatics

Trigger You fall from or past an edge or handhold. 
Requirements Your hands are not tied behind your back or otherwise .

When you fall off an edge or past an edge or some other form of handhold, you can use this reaction in an attempt to grab it,
potentially stopping your fall. If you grab on, you can then  up using Athletics.

Success If you have at least one hand free, you grab on to the edge or the handhold, stopping your fall. You still take damage from

the distance fallen so far, but you treat the fall as though you had fallen 20 feet fewer. If you have no hands free, you continue to
fall as if you had failed the check.

Critical Success You grab on to the edge or the handhold, whether or not you have a hand free, typically by using a suitable held item
to catch yourself (catching a battle axe on a ledge, for example). You still take damage from the distance fallen so far, but you treat
the fall as though you had fallen 30 feet fewer.

Critical Failure You continue to fall, and if you’ve fallen 20 feet or more before you use this reaction, you take 10 bludgeoning damage

from the impact for every 20 feet fallen.

Manipulate

GRAPPLE Athletics

Requirements You have at least one free hand. Your target cannot be more than two sizes larger than you.

You attempt to grab an opponent. Grappling requires you to roll an Athletics check against the opponent’s Fortitude DC.
Success Your opponent is  until the end of your next turn unless you move or your opponent Escapes using Acrobatics or

Breaks the Grapple with Athletics.
Critical Success Your opponent is  until the end of your next turn unless you move or your opponent gets loose.
Failure You fail to grab your opponent. If you already had the opponent  or  by way of a Grapple, those conditions on
that creature end.

Critical Failure If you already had the opponent  or , she gets free. Your target can grab you as if she succeeded at
the Grapple action against you or force you to fall and land .

Attack

HANDLE AN ANIMAL Nature

You prepare a  animal to accept your commands. If you are trained in Nature, you can use Handle an Animal

on a  or  animal as well.
Success Until the end of your turn, you can use the  action to direct the animal. You can  the animal (see
page 309).

Auditory 

Concentrate

HIDE Stealth

You huddle behind cover or deeper into concealment to become merely , rather than seen (see page 302). The GM rolls your

Stealth check in secret and compares the result to the Perception DC of each creature that could potentially see you but that you have

cover against or are  from.
If you successfully became  to a creature, but then cease to have cover against that creature or be  from it, it again

sees you. Such creatures see you if you do anything other than Hide or , though the GM might allow you to perform a particularly

unobtrusive action, activity, free action, or reaction without being noticed, possibly requiring another Stealth check.
Success If the creature could see you, you’re now  by the creature instead of seen. If you were  by the creature, you
remain .

HIGH JUMP Athletics

You , and if you move at least 10 feet, roll a DC 30 Athletics check in an attempt to  vertically. This DC might be increased or

decreased due to the situation, as determined by the GM.
Success You , increasing the vertical distance to 5 feet.
Critical Success You , increasing your vertical distance to 8 feet or increasing your vertical distance to 5 feet and your horizontal
distance to 10 feet.

Failure You  the maximum height allowed by the  action.
Critical Failure Instead of Leaping, you fall  in your space.

IMPERSONATE Deception

You create a disguise to pass yourself off as someone or something you are not. Putting together a decent
disguise takes 10 minutes and requires a  (see page 184), but a simpler, quicker disguise might do the

job if you’re not trying to imitate a specific individual, at the GM’s discretion.
In most cases, creatures have a chance to detect you only if they use the  action to roll Perception checks against your

Deception DC. If you attempt to directly interact with someone while disguised, you need to roll a secret Deception check against that
creature’s Perception DC instead. If you’re disguised as a specific individual, the GM might give creatures you interact with a bonus

based on how well they know the person you’re imitating, or ask you to roll a secret Deception check even if you aren’t directly
interacting with them.
Success You trick the creature into thinking you’re the person you’re disguised as. You might have to attempt a new check if your

behavior changes.
Failure The creature can tell you’re not who you claim to be.

Concentrate 

Manipulate

LIE Deception

You try to fool someone with an untruth. Doing so takes at least 1 round, or longer if the lie is elaborate. You
roll a single Deception check and compare it against the Perception DC of every creature you are trying to fool.
The GM may modify this DC based on the situation and the nature of the lie you are trying to tell. Elaborate or
highly unbelievable lies are much harder to get a creature to believe than simpler and more believable lies, and
some lies are so big it’s impossible to get anyone to believe them.

At the GM’s discretion, if a creature initially believes your lie, it might still be able to attempt a Perception check against your

Deception DC (success on the creature’s part gains the failure effect below) to realize it’s a lie. This usually happens if the creature
discovers enough evidence to counter your statements.
Success The target believes your lie.
Failure The target doesn’t believe your lie and gains a +4 circumstance bonus to Perception checks against further attempts by you to

Lie to it for the duration of your conversation. The target is also more likely to be suspicious of you in the future.
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Secret

LONG JUMP Athletics

You , and if you move at least 10 feet, roll an Athletics check in an attempt to  horizontally in the same direction. The DC
of the check is equal to 5 plus the total distance in feet you’re attempting to move during your  (so Leaping 20 feet would
require a DC 25 check). You can’t  farther than your Speed. This DC might be increased or decreased due to the situation, as
determined by the GM.
Success You , increasing the distance you move horizontally to the desired distance.
Failure You  the maximum distance allowed by the  action.
Critical Failure You  the maximum distance allowed by the  action, then fall .

MAINTAIN BALANCE Acrobatics

Trigger You take damage while standing on a narrow surface or uneven ground or otherwise have your balanced tested, as determined

by the GM.

You try to keep your balance to avoid falling.
Success You keep your balance.
Critical Success You keep your balance and don’t need to attempt further checks to Maintain  this round.
Failure You fall.

MAKE AN IMPRESSION Diplomacy

With at least 1 minute of conversation consisting of charismatic overtures, flattery, and other acts of goodwill, you
seek to make a good impression on someone to make them temporarily agreeable. At the end of the conversation,
attempt a Diplomacy check against the target’s Will DC, modified by any circumstances the GM sees fit. Good
impressions (or bad impressions, on a critical failure) last for only the current social encounter unless the GM

decides otherwise. The attitudes are listed in the Conditions section (see page 319). The attempt fails if the target can’t understand
you.
Success The target’s attitude toward you improves by one step (from  to , from  to , from

 to , or from  to ).
Critical Success The target’s attitude toward you improves by two steps (from  to , from  to , or from

 or  to ).
Critical Failure The target’s attitude toward you decreases by one step (from  to , from  to , from

 to , or from  to .)
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PALM AN OBJECT Thievery

Palming a small (usually of negligible Bulk), unattended object without being noticed requires a Thievery check against the Perception
DCs of creatures who have you within their sight. You take the object whether or not you successfully conceal that you did so.
Success If your result meets or exceeds every observer’s Perception DC, you palm the object without being detected.
Failure If your result is lower than an observing creature’s Perception DC, that creature notices you palming the object. The GM
determines the creature’s response.
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PERFORM Performance

When making a brief performance—one song, a  dance, or a few jokes—you use the Perform action. This action is most useful when

you want to prove your capability or impress someone quickly. Performing rarely has an impact on its own (unless you’re in a contest),
but doing so might influence the DCs of subsequent Diplomacy checks against the observers if the GM sees fit.

Success You prove yourself, and observers appreciate the quality of your performance.
Critical Success Your performance impresses the observers, and they’re likely to share stories of your ability.
Failure Your performance falls flat.
Critical Failure You demonstrate only incompetence.

RECALL KNOWLEDGE Arcana, Crafting, Lore, Nature, Occultism, Religion, Society

You attempt an appropiate skill check to try to remember a bit of knowledge regarding the skill chosen (see below).
The GM determines the DCs for such checks.

• Arcane Arcane theories, magic traditions, or creatures of arcane significance.
• Crafting Alchemical reactions, engineering equations, unusual materials, or creatures of alchemical or mechanical significance.
• Lore Knowledge related to your type of Lore.
• Nature Flora, fauna, geography, weather, the environment, or creatures of natural significance.
• Occultism Ancient mysteries, obscure philosophy, or creatures of occult significance.
• Religion The subject of divine agents, the finer points of theology, and obscure myths regarding a faith, creatures with divine

significance.
• Society Local history, important personalities, and legal institutions, or about creatures with complex societies.

Success You recall the knowledge accurately.
Critical Failure You recall incorrect information.

Concentrate 

Secret

REPAIR Crafting

Requirements You must use a  (see page 187).

You spend 10 minutes attempting to fix a dented or  item. The GM sets the DC, but typically it’s more difficult to Repair a

highquality or magic item. You can’t Repair a destroyed item.
Success You remove 1 Dent from the item. In most cases, a dented item becomes fully restored and a  item becomes only

dented.
Critical Success You fully restore the item.
Critical Failure You dent the item. If the item is magical, this Dent can’t destroy it.

Manipulate

REQUEST Diplomacy

You can make a request of a creature that’s  or  to you. You must couch the request in terms that

the target would accept given their current attitude toward you. The GM sets the DC based on the difficulty of the

request. Some requests are unsavory or impossible, and even a  NPC would never agree to them.
Success The target agrees to your request, but might demand added provisions or alterations to the request.

Critical Success The target agrees to your request without qualifications, or agrees to a request that would ordinarily require it to have
an attitude one step better toward you.

Failure The target refuses the request, though she might propose an alternative that is less extreme.
Critical Failure Not only does target refuse the request, but her attitude toward you also decreases by one step due to the temerity of

the request.
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SENSE DIRECTION Survival

Using the stars, the position of the sun, traits of the geography or flora, or the behavior of fauna, you can stay oriented in the wild.
Typically, you roll only once per day, but some environments or changes might necessitate rolling more often. The GM determines the DC

and how long this activity takes. More exotic locales or those you’re unfamiliar with might require you to have a minimum proficiency rank

to Sense Direction.
Success You gain enough orientation to avoid becoming hopelessly lost. If you are in an environment with cardinal directions, you have
a sense of those directions.

SHOVE Athletics

Requirements You have at least one hand free. The target can’t be more than two sizes larger than you.

You push an opponent away from you. Attempt an Athletics check against your opponent’s Fortitude DC.
Success You push your opponent back 5 feet. You can move 5 feet in the same direction as your opponent. If you do, this action gains
the move trait.

Critical Success You push your opponent up to 10 feet back. You can move 10 feet in the same direction as your opponent. If you do,
this action gains the move trait.

Critical Failure You lose your balance, fall, and land .

Attack

SNEAK Stealth

You can attempt to move to another place while becoming or staying .  up to half your Speed. (You can use Sneak while
Burrowing, Climbing, Flying, or Swimming instead of Striding if you have the corresponding movement type.)
The GM rolls your Stealth check in secret and compares the result to the Perception DCs of creatures that you were  or

 by at the start of your movement.
You automatically become seen if you don’t have cover or aren’t  from them at the end of the Sneak action, or as soon

as you do anything other than  or Sneak. The GM might allow you to perform a particularly unobtrusive action, activity, free action,
or reaction without being noticed, possibly requiring another Stealth check. If you speak or make a deliberate loud noise, you become

. If you succeed at your Stealth check and then attempt to  a creature, the creature remains  against that attack,
and then you become seen. If you do anything else, you become seen just before you act.
If you’re  by a creature and it’s impossible for that creature to see you (such as when you’re invisible, the observer is

, or you’re in darkness and the creature can’t see in darkness), you automatically treat the result of your d20 roll as a 20
against that creature on your checks to Sneak. You also continue to be  if you lose cover against or are no longer 

from such a creature. Acting to do something other than  or Sneak makes you  instead of seen. If a creature senses you
via , you must Sneak to become  by it again.
Success You become  by the creature (or remain so) during your movement and remain  by the creature at the end of

it.
Failure You’re seen by the creature throughout your movement and remain so. If you’re invisible and were  by the creature,
you’re still  throughout your movement and remain , but you aren’t seen.

SQUEEZE Acrobatics

You attempt to squeeze through a small space by contorting your body to fit through.
Success You squeeze through the tight space in 1 minute per 5 feet of squeezing.
Critical Success You squeeze through the tight space in 1 minute per 10 feet of squeezing.
Critical Failure You become stuck in the tight space. While you’re stuck, you can spend 1 minute attempting another Acrobatics check

at the same DC. Any result other than a critical failure causes you to become unstuck.

Move

STEAL AN OBJECT Thievery

Stealing a small (usually of negligible Bulk) object from another person can be very difficult. If the object is worn but relatively
unattended (like a loosely carried pouch filled with coins, or an object within such a pouch), the DC to steal the item without detection

is equal to the creature’s Perception DC. You can’t steal an object that’s more closely guarded (in a pocket, for example), nor can you
steal from a creature who is in combat or otherwise on guard. The GM determines the response of any creature that notices your

theft.
The GM might impose a penalty on your check if the nature of the object makes it harder to steal (such as a very small item in a

large pack, or a sheet of parchment mixed in with other documents). The GM can also penalize the Perception DC of observers if

they’re distracted.
Success You steal the item without the bearer noticing, or an observer doesn’t see you take or attempt to take the item.
Failure The item’s bearer notices your attempt before you can take the object, or an observer sees you take or attempt to take the

item.

SUBSIST ON THE STREETS Society

You find shelter and beg or scrounge enough food for at least yourself and maybe for other creatures as well. The GM determines the

DC based on the nature of the settlement in which you are trying to subsist. You may need to have a minimum proficiency to use this

downtime activity in more dangerous or highly organized settlements.
Success You acquire enough food for yourself and your shelter gives you basic  from the elements, providing a subsistence
living.

Critical Success You can either provide a subsistence living for yourself and one additional creature, or you can improve your own

food and shelter, granting yourself a comfortable living.
Failure You are exposed to the elements and don’t get enough food; you become  until you attain sufficient food and shelter.
Critical Failure City guards, criminals, or other dangerous elements flush you out of your shelter and put you on notice, and you take
a –2 circumstance penalty to Society checks to Subsist in the Streets for 1 week. You don’t find any food at all; if you don’t have
any stored up, you’re in danger of starving or  of thirst if you continue critically failing.
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SURVIVE IN THE WILD Survival

You build or maintain a shelter and forage enough food for yourself and maybe for other creatures as well. The GM determines the DC

based on the nature of the wilderness you are trying to survive in. More exotic locales may require you to have a minimum proficiency rank

to use this downtime-activity.
Success You forage enough food for yourself, and your shelter gives you basic  from the elements, providing a subsistence
living.

Critical Success You can either provide a subsistence living for yourself and one additional creature, or you can improve your own food

and shelter, granting yourself a comfortable living.
Failure You are exposed to the elements and don’t get enough food, becoming  until you get sufficient food and shelter.
Critical Failure Your shelter is severely damaged or destroyed, and you take a –2 circumstance penalty to Survival checks to Survive in

the Wild for 1 week. You don’t find any food at all; if you don’t have any stored up, you’re in danger of starving or  of thirst if

you continue critically failing.

SWIM Athletics

You use your arms and legs to swim through water. In most calm water, you succeed at the action without needing to
attempt a check. If you must breathe air and you’re submerged in water, you must hold your breath each round. If you fail to hold your
breath, you begin to drown (as described on page 315). If the water you are swimming in is turbulent or otherwise dangerous, you might

have to attempt an Athletics check to Swim.
If you end your turn in the water and haven’t succeeded at a Swim action that turn, you sink down 10 feet or float up 10 feet, as

determined by the GM. However, if your last action on your turn was to enter the water, you don’t sink or float that turn.
Success You move 5 feet horizontally through the water. If your Speed is 15 feet or greater, you move 10 feet instead, and if your Speed
is 60 feet or greater, you move 15 feet instead. You can swim upward or downward, but doing so counts as moving through difficult

terrain.
Critical Success Per a success, but you can move an additional 5 feet.
Critical Failure You make no progress, and this action counts as 2 actions holding your breath.

Move

TRIP Athletics

Requirements You have at least one hand free. Your target can’t be more than two sizes larger than you.

You try to knock an opponent to the ground. Attempt an Athletics check against the target’s Reflex DC.
Success The target falls .
Critical Success The target falls  and takes 1d6 bludgeoning damage.
Critical Failure You lose your balance and fall, and land .

Attack

TUMBLE THROUGH Acrobatics

You  up to your Speed. During this movement, you can try to move through the space of one enemy. Attempt an

Acrobatics check against the enemy’s Reflex DC as soon as you try to enter its space. You can Tumble Through using , , , or
another movement type in the appropriate environment.
Success You move through the enemy’s space, treating the squares in its space as difficult terrain. If you don’t have enough Speed to
move all the way through its space, you get the same effect as on a failure.

Failure Your movement ends, and you trigger reactions (such as Attacks of Opportunity) as if you had moved out of the square you

started in.
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