
MANEUVER IN FLIGHT Trained Acrobatics

If you have a fly Speed (see page 310) and you must conduct a difficult maneuver while flying, attempt an Acrobatics

check.
Flight until the end of your next turn.
Success You succeed at the maneuver.
Critical Success You succeed at the maneuver and gain a +2 circumstance bonus to your checks to Maneuver in

Failure Your maneuver fails, and the GM chooses whether you simply can’t move or some other detrimental effect happens. This
consequence should be appropriate for the maneuver you attempted (for instance, being blown off course if you were trying to 
against a strong wind).

Move

BORROW AN ARCANE SPELL Trained Arcana

If you’re an arcane spellcaster who prepares spells, during your daily preparations, you can attempt to prepare a

spell from someone else’s . The GM sets the DC for the check (see Table 4–2 below).

S p e l l  L e ve l P r i c e * T y p i c a l  D C *

TABLE 4–2: IDENTIFYING OR LEARNING A SPELL

* Rare spells of 9th level or lower typically have a Price and DC that’s 1 level higher.

1st or cantrip 20 sp 13
2nd 60 sp 16
3rd 160 sp 19
4th 360 sp 22
5th 700 sp 25
6th 1,400 sp 28
7th 3,030 sp 31
8th 6,500 sp 34
9th 15,000 sp 37
10th* 70,000 sp 40

Success You prepare the borrowed spell as part of your normal spell preparation.
Failure You fail to prepare the spell, but the spell slot remains available for you to prepare a different spell. You can’t try to prepare
this spell until the next time you prepare spells.

Concentrate

LEARN AN ARCANE SPELL Trained Arcana

If you are an arcane spellcaster, you can gain access to a new arcane spell from someone who knows that spell or

from magical writing like a  or scroll.
To learn the spell, you must do the following.
• Spend 1 hour per level of the spell, during which you must remain in conversation with the person who knows the spell or have the

magical writing in your possession.
• Have an amount of magical materials with a value indicated in Table 4–2 below.
• Attempt an Arcana check with a DC determined by the GM (see Table 4–2 below).

S p e l l  L e ve l P r i c e * T y p i c a l  D C *

TABLE 4–2: IDENTIFYING OR LEARNING A SPELL

* Rare spells of 9th level or lower typically have a Price and DC that’s 1 level higher.

1st or cantrip 20 sp 13
2nd 60 sp 16
3rd 160 sp 19
4th 360 sp 22
5th 700 sp 25
6th 1,400 sp 28
7th 3,030 sp 31
8th 6,500 sp 34
9th 15,000 sp 37
10th* 70,000 sp 40

Success You expend the materials and learn the spell. If you have a , the spell is added to your ; if you prepare
spells from a list, it’s added to your list; if you have a spell repertoire, you can select it when you add or swap spells.

Critical Success Per a success, but you expend only half the cost in materials.
Failure You fail to learn the spell but can try again after you gain a level. The materials aren’t expended.
Critical Failure Per a failure, plus you waste half the materials.

Concentrate

READ MAGIC Trained Arcana

You can read and understand magic writing as long as it is in a language you can normally read. This usually takes
about 1 minute per page of text, but it could take longer in the case of ancient or obscure writings, or in other

situations at the GM’s discretion. To read and understand the nuances of particularly archaic, esoteric, or obscure texts, the GM may

require you to attempt an Arcana check to see if you understand the true meaning of the magic writing. The GM might have you

attempt one check for the entire text or one check for each section of a larger text.
Success You understand the true meaning of the text.
Critical Failure You misread the text.

Concentrate 

Secret

IDENTIFY MAGIC Trained Arcana, Nature, Occultism, Religion

Once you discover that an item, ongoing effect, or location is magical, you can spend 10 minutes to attempt to identify the particulars

of its magic. If your attempt is interrupted, you must start over. The GM sets the DC for your check (see Table 4–2 below). Cursed or
esoteric items usually have higher DCs or might even be impossible to identify using Religion alone. Heightening a spell doesn’t
increase the DC.

S p e l l  L e ve l P r i c e * T y p i c a l  D C *

TABLE 4–2: IDENTIFYING OR LEARNING A SPELL

* Rare spells of 9th level or lower typically have a Price and DC that’s 1 level higher.

1st or cantrip 20 sp 13
2nd 60 sp 16
3rd 160 sp 19
4th 360 sp 22
5th 700 sp 25
6th 1,400 sp 28
7th 3,030 sp 31
8th 6,500 sp 34
9th 15,000 sp 37
10th* 70,000 sp 40

Success For an item or location, you get a sense of what it does and learn any means of activating it. For an ongoing effect, you
learn the effect’s name and what it does. You can’t try again in hopes of getting a critical success.

Critical Success You learn all the attributes of the magic, including whether it is cursed.
Failure You fail to identify the magic and can’t try again for 1 day.
Critical Failure You misidentify the magic as something else of the GM’s choice.

DISARM Trained Athletics

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

You try to knock something out of an opponent’s grasp. A Disarm attack requires you to roll an Athletics check against the opponent’s
Reflex DC.
Success You weaken your opponent’s grasp on the item. Until the start of that creature’s turn, attempts to Disarm the opponent of

that item get a +2 circumstance bonus.
Critical Success You  the item out of the opponent’s grasp. It falls to the ground in the opponent’s space.
Critical Failure You lose your balance and become  until the start of your next turn.

Attack

CRAFT Trained Crafting

You can make an item from raw materials. The GM determines the DC to Craft an item, which is based on its
level, quality, and rarity, and might be affected by other circumstances. You need the  skill feat

(page 162) to create alchemical items, the  skill feat (page 168) to create magic items, and the  feat

(page 171) to create snares.
To Craft an item, you must meet the following requirements:
• The item is your level or lower. (An item that doesn’t list a level is level 0.)
• You have the proficiency rank appropriate to the item’s quality. (See page 190.)
• You have the formula for the item.
• You have an appropriate set of tools and, in many cases, a workshop. For example, you need access to a smithy to forge a metal

shield.
• You must supply raw materials worth at least half the item’s Price. You always expend at least that amount of raw materials when

you Craft successfully. If you’re in a settlement, you can usually spend currency to get an equal amount of raw materials you need,
except in the case of rarer special materials.
You need to spend a minimum number of downtime days to Craft your item to a basic state of completion. This number depends on

your level and the level of the item. You need to spend 4 downtime days for an item of your level. Reduce the number of days by 1
for each level by which your level exceeds the item’s level, to a minimum of 1 day. After spending this base number of days, you can

Downtime 
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either expend more materials to complete the item immediately or spend more days Crafting, completing the item more slowly but at

lower cost. The success entry explains this mechanic further.
TABLE 4–3: CRAFTING PROGRESS PER DAY
Y o u r  L e ve l Tr a i n e d E x p e r t M a s t e r L e g e n d a r y

1 1 sp — — —
2 2 sp — — —
3 4 sp 4 sp — —
4 5 sp 6 sp — —
5 9 sp 10 sp — —
6 12 sp 14 sp — —
7 16 sp 20 sp 20 sp —
8 20 sp 28 sp 30 sp —
9 25 sp 36 sp 40 sp —
10 30 sp 45 sp 50 sp —
11 35 sp 60 sp 75 sp —
12 40 sp 75 sp 100 sp —
13 50 sp 100 sp 150 sp —
14 75 sp 150 sp 250 sp —
15 100 sp 200 sp 350 sp 350 sp
16 125 sp 250 sp 475 sp 500 sp
17 150 sp 300 sp 650 sp 700 sp
18 200 sp 450 sp 900 sp 1000 sp
19 300 sp 600 sp 1200 sp 1500 sp
20 375 sp 750 sp 1500 sp 2000 sp
20 (crit.) 450 sp 900 sp 1750 sp 2500
You can Craft items with the consumable trait in batches, making up to four of the same item simultaneously. This requires you to

include the raw materials for all the items in the batch at the start, and you must complete the batch all at once.
After you expend the required amount of raw materials and base downtime, attempt a Crafting check. If you fail or critically fail, you can

try to Craft the item again, but you have to start over.
Success Your attempt to create the item is successful. You can pay the remaining half of the item’s Price to complete it immediately,
or spend additional downtime days working on it. For each additional day you spend, reduce the value of the materials you need to

expend to complete the item by an amount based on your level and proficiency rank (see Table 4–3). After any of these downtime

days, you can complete the item by spending the remaining amount. If your downtime days are interrupted, you can return to finish
the item later, continuing right where you left off.

Critical Success Per a success, but each day you spend working reduces the remaining raw materials cost as though your level were 1
higher.

Failure You fail to complete the item. You can salvage the raw materials you supplied for their full value.
Critical Failure You fail to complete the item. You ruin 10% of the raw materials you supplied, but can salvage the rest.

IDENTIFY ALCHEMY Trained Crafting

Requirements You must use  (see page 184).

You can identify the nature of an alchemical item with 10 minutes of testing using  (see page 184 in
Chapter 6: Equipment). The DC of the check is 10 plus the level of the item. If your attempt is interrupted in any way, you must start

over.
Success You identify the item and the means of activating it.
Failure You fail to identify the item but can try again.
Critical Failure You misidentify the item as another item of the GM’s choice.

Concentrate 

Secret

FEINT Trained Deception

Requirements You are within melee reach of the target.

With a misleading flourish, you leave an opponent unprepared for your real attack. You attempt a Deception check against that opponent’s
Perception DC.

Success The target is  against the next melee attack that you attempt against it before the end of your current turn.
Critical Success The target is  against all melee attacks you attempt against it until the end of your next turn.
Critical Failure You are  against melee attacks the target attempts against you until the end of your next turn.

Mental

PRACTICE A TRADE Trained Lore

You apply the practical benefits of your Lore specialty to earn money during periods of downtime. Practicing a Trade
is most effective with Lore specialties such as business, law, or sailing, where there’s demand for workers. The GM might increase the

DC if you’re attempting to use an obscure Lore skill to practice a trade.
The GM assigns a task level representing the difficulty of the most lucrative job available. You can go looking for lower-level tasks, with

the GM determining whether you find any. Sometimes you can attempt to find better work than the initial offerings, though this requires
spending downtime to  or researching and socializing.

Downtime

When you take on a job, the GM sets the DC of your Lore check. The amount of money you can earn depends on the task level

and your proficiency rank, as listed on Table 4–4: Skill Income. You might also need specialized tools to accept a job, like mining tools

to work in a mine or a merchant’s scale to buy and sell valuables in a market.
You need to spend a minimum number of downtime days to locate and secure the job, prepare to practice your trade, and get

started on the task. This number depends on your level and the level of the task. You must spend 4 downtime days for a task of your

level. Reduce the number of days by 1 for each level lower than you the task is, to a minimum of 1 day. Conversely, increase the
number of days by 1 for each level higher than you the task is. After this base downtime, you earn your initial amount of money, and
you can continue at the task to keep earning more. The success entry explains how this works. Note that if you want to earn money

for working just 1 day, you need to pick a task that requires only 1 day of preparation. A 0-level task always requires 1 day.
After you spend the base downtime to get started, roll your Lore check to determine your earnings. You continue to earn that

amount each day for the duration of the job, without requiring further checks. The GM determines how long the job lasts, which is
limited by how long the task will take to complete and other factors. Most tasks last a week or two, though some can take months or

even years. If you stop in the middle of a task, normally you have to find a new task when you return, but the GM might decide that

you can pick up where you left off (which usually happens only if the job is incomplete and the setup you did is still applicable).

Ta s k 
L e ve l F a i l u r e Tr a i n e d E x p e r t M a s t e r L e g e n d a r y

TABLE 4–4: SKILL INCOME

 

0 1 cp 5 cp 5 cp 5 cp 5 cp
1 2 cp 1 sp 1 sp 1 sp 1 sp
2 4 cp 2 sp 2 sp 2 sp 2 sp
3 8 cp 4 sp 4 sp 4 sp 4 sp
4 1 sp 5 sp 6 sp 6 sp 6 sp
5 2 sp 9 sp 10 sp 10 sp 10 sp
6 2 sp 12 sp 14 sp 14 sp 14 sp
7 3 sp 16 sp 20 sp 20 sp 20 sp
8 4 sp 20 sp 28 sp 30 sp 30 sp
9 5 sp 25 sp 36 sp 40 sp 40 sp
10 6 sp 30 sp 45 sp 50 sp 50 sp
11 7 sp 35 sp 60 sp 75 sp 75 sp
12 8 sp 40 sp 75 sp 100 sp 100 sp
13 10 sp 50 sp 100 sp 150 sp 150 sp
14 15 sp 75 sp 150 sp 250 sp 250 sp
15 20 sp 100 sp 200 sp 350 sp 350 sp
16 25 sp 125 sp 250 sp 475 sp 500 sp
17 30 sp 150 sp 300 sp 650 sp 700 sp
18 40 sp 200 sp 450 sp 900 sp 1,000 sp
19 60 sp 300 sp 600 sp 1,200 sp 1,500 sp
20 75 sp 375 sp 750 sp 1,500 sp 2,000 sp

20 (crit.) 90 sp 450 sp 900 sp 1,750 sp 2,500 sp

Success You do competent work and gain the amount of currency listed on Table 4–4: Skill Income for the task level and your

proficiency rank. You can spend further downtime days working at this job, earning the same amount each day, up to the task’s
completion.

Critical Success You excel at the task. Per a success, but you earn money as though the task were 1 level higher. The GM might

extend how long you can stay employed at the task.
Failure You do shoddy work and get paid the bare minimum for your time. You earn the amount listed in the failure column of Table

4–4: Skill Income. The GM will likely reduce how long you can continue at the task.
Critical Failure You earn nothing for your work and are fired immediately. Your reputation suffers, potentially making it difficult for you

to find rewarding jobs in that community in the future.

ANALYZE FORENSICS Trained Medicine

You spend 10 minutes checking for forensic evidence, such as bruising or wound patterns, to determine how a

body was injured or killed.
Success You discover and correctly interpret a clue.
Critical Failure You misinterpret a clue or incorrectly assume a false clue.

Manipulate

TREAT DISEASE Trained Medicine

Requirements You must have  (see page 186).

You spend at least 8 hours caring for a diseased creature, helping it fight off a malady. Attempt a Medicine check

against the disease’s DC.
Success You grant the creature a +2 circumstance bonus to its next saving throw against the disease.
Critical Success You grant the creature a +4 circumstance bonus to its next saving throw against the disease.
Critical Failure Your efforts cause the creature to take a –2 circumstance penalty to its next save against the disease.

Downtime 
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TREAT POISON Trained Medicine

Requirements You must have  (see page 186).

You apply specialized treatments to prevent the spread of poison.
Roll a Medicine check against the poison’s DC.
Success You grant the creature a +2 circumstance bonus to its next saving throw against the poison.
Critical Success You grant the creature a +4 circumstance bonus to its next saving throw against the poison.
Critical Failure Your efforts cause the creature to take a –2 circumstance penalty to its next save against the poison.

Manipulate

TREAT WOUNDS Trained Medicine

Requirements You must use  (see page 186).

You spend 10 minutes treating up to 6 injured living creatures (targeting yourself as one of them, if you so choose),
then attempt a Medicine check. The DC is usually the medium DC for the highest level of patient you’re treating, though the GM might

adjust this DC due to circumstances, such as trying to rest during volatile weather or when treating magically cursed wounds. A given
creature can be subject to only one Treat Wounds attempt per 10-minute period, so two characters can’t treat the same target’s wounds
simultaneously.

Level 0 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20
Medium 11 13 14 15 16 18 19 21 22 23 24 25 26 28 29 30 32 33 34 35 36

Success You treat the patients’ wounds. Each patient recovers Hit Points equal to its Constitution modifier × your level or equal to just
your level, whichever is higher.

Critical Success As success, but increase the healing by your level × 3.
Critical Failure The patients are bolstered against your Treat Wounds.

Healing 

Manipulate

LEARN A PRIMAL SPELL Trained Nature

If you are a primal spellcaster, you can gain access to a new primal spell from someone who knows that spell or

from magical writing like a  or scroll.
To learn the spell, you must do the following.
• Spend 1 hour per level of the spell, during which you must remain in conversation with the person who knows the spell or have the

magical writing in your possession.
• Have an amount of magical materials with a value indicated in Table 4–2 on page 146.
• Attempt a Nature check with a DC determined by the GM (see Table 4–2).

S p e l l  L e ve l P r i c e * T y p i c a l  D C *

TABLE 4–2: IDENTIFYING OR LEARNING A SPELL

* Rare spells of 9th level or lower typically have a Price and DC that’s 1 level higher.

1st or cantrip 20 sp 13
2nd 60 sp 16
3rd 160 sp 19
4th 360 sp 22
5th 700 sp 25
6th 1,400 sp 28
7th 3,030 sp 31
8th 6,500 sp 34
9th 15,000 sp 37
10th* 70,000 sp 40

Success You expend the materials and learn the spell. If you have a , the spell is added to your ; if you prepare
spells from a list, it’s added to your list; if you have a spell repertoire, you can select it when you add or swap spells.

Critical Success Per a success, but you expend only half the cost in materials.
Failure You fail to learn the spell but can try again after you gain a level. The materials aren’t expended.
Critical Failure Per a failure, plus you waste half the materials.

Concentrate

LEARN AN OCCULT SPELL Trained Occultism

If you are an occult spellcaster, you can gain access to a new occult spell from someone who knows that spell or

from magical writing like a  or scroll.
To learn the spell, you must do the following.
• Spend 1 hour per level of the spell, during which you must remain in conversation with the person who knows the spell or have the

magical writing in your possession.
• Have an amount of magical materials with a value indicated in Table 4–2 below.
• Attempt an Occultism check with a DC determined by the GM (see Table 4–2 below)

Concentrate

.

S p e l l  L e ve l P r i c e * T y p i c a l  D C *

TABLE 4–2: IDENTIFYING OR LEARNING A SPELL

* Rare spells of 9th level or lower typically have a Price and DC that’s 1 level higher.

1st or cantrip 20 sp 13
2nd 60 sp 16
3rd 160 sp 19
4th 360 sp 22
5th 700 sp 25
6th 1,400 sp 28
7th 3,030 sp 31
8th 6,500 sp 34
9th 15,000 sp 37
10th* 70,000 sp 40

Success You expend the materials and learn the spell. If you have a , the spell is added to your ; if you prepare
spells from a list, it’s added to your list; if you have a spell repertoire, you can select it when you add or swap spells.

Critical Success Per a success, but you expend only half the cost in materials.
Failure You fail to learn the spell but can try again after you gain a level. The materials aren’t expended.
Critical Failure Per a failure, plus you waste half the materials.

READ ESOTERICA Trained Occultism

You can read and understand occult writing, including complex metaphysical systems, syncretic principles, and
incoherent ramblings, as long as it is in a language you can normally read. This usually takes about 1 minute per

page of text. To read and understand the nuances of particularly archaic, esoteric, or obscure texts, the GM may require you to attempt

an Occultism check to see if you understand the true meaning of the esoterica. The GM might have you attempt one check for the

entire text or one check for each section of a larger text.
Success You understand the true meaning of the text.
Critical Failure You misread the text.

Concentrate 

Secret

STAGE A PERFORMANCE Trained Performance

During downtime, you perform for an audience to make money. The GM determines the levels of the audiences available and gives you

a brief description of the most discerning (high-level) audience you could perform for. You can go looking for lower-level audiences, with
the GM determining whether you find any. Sometimes you can attempt to find better audiences, though this requires spending
downtime to  or researching and socializing. A typical audience of commoners on the street is a 0-level audience, but
a group of artisans with more refined tastes might be a 2nd- or 3rd-level audience, and merchants, nobility, and royalty are increasingly
higher level. The level of your audience is the task level for your performance.
When you choose your audience, the GM secretly sets the DC of your Performance check. The amount of money you can earn

depends on the task level and your proficiency rank, as listed on Table 4–4: Skill Income (see below).
You need to spend a minimum number of downtime days to prepare for your performance, get out word to increase demand, allow

time for the audience to plan attending, and play your first show. The exact number of days depends on your level and the level of the

task. You must spend 4 downtime days for a task of your level. Reduce the number of days by 1 for each level lower than you the
task is, to a minimum of 1 day. Conversely, increase the number of days by 1 for each level higher than you the task is. After this
base duration, you earn your initial amount of money, and you can continue performing over subsequent days to keep earning more.
The success entry explains how this works. Note that if you want to earn money for performing for just 1 day, you need to pick an
audience that requires you to spend only 1 day of preparation. Performing for a 0-level audience always requires 1 day.
After you spend the base downtime to get started, roll your Performance check to determine your earnings. If you do well, the GM

might determine you can extend your performance, working more shows to bring in more money; this does not require further checks.
Eventually, however, your performance will end because you’ve exhausted your audiences. The GM might let you perform the same

show for other audiences, reducing or eliminating the preparation time but lowering the task level.
Most performances can be staged for a couple weeks, or longer if you perform rarely and do other things with the rest of your

downtime. Sometimes, taking time off from performing a show can draw in new high-level audiences, though this usually means you

have to spend some time preparing again since you’re rusty.
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Ta s k 
L e ve l F a i l u r e Tr a i n e d E x p e r t M a s t e r L e g e n d a r y

TABLE 4–4: SKILL INCOME

0 1 cp 5 cp 5 cp 5 cp 5 cp
1 2 cp 1 sp 1 sp 1 sp 1 sp
2 4 cp 2 sp 2 sp 2 sp 2 sp
3 8 cp 4 sp 4 sp 4 sp 4 sp
4 1 sp 5 sp 6 sp 6 sp 6 sp
5 2 sp 9 sp 10 sp 10 sp 10 sp
6 2 sp 12 sp 14 sp 14 sp 14 sp
7 3 sp 16 sp 20 sp 20 sp 20 sp
8 4 sp 20 sp 28 sp 30 sp 30 sp
9 5 sp 25 sp 36 sp 40 sp 40 sp
10 6 sp 30 sp 45 sp 50 sp 50 sp
11 7 sp 35 sp 60 sp 75 sp 75 sp
12 8 sp 40 sp 75 sp 100 sp 100 sp
13 10 sp 50 sp 100 sp 150 sp 150 sp
14 15 sp 75 sp 150 sp 250 sp 250 sp
15 20 sp 100 sp 200 sp 350 sp 350 sp
16 25 sp 125 sp 250 sp 475 sp 500 sp
17 30 sp 150 sp 300 sp 650 sp 700 sp
18 40 sp 200 sp 450 sp 900 sp 1,000 sp
19 60 sp 300 sp 600 sp 1,200 sp 1,500 sp
20 75 sp 375 sp 750 sp 1,500 sp 2,000 sp

20 (crit.) 90 sp 450 sp 900 sp 1,750 sp 2,500 sp
Success Your performance is competent and moving. You’re rewarded with applause and whistles, plus the amount of currency listed on

Table 4–4: Skill Income for the task level and your Performance proficiency rank. You can spend further downtime days on this

performance, earning the same amount each day, until you exhaust your audience’s interest.
Critical Success Your performance inspires belly laughs, tears, or a change of heart among your audience. Per a success, but you earn
money as though the task were 1 level higher. The GM might extend how long audiences stay interested.

Failure The audience is ambivalent or unimpressed by your performance. They respond with yawns and blank stares, and a few coins of
pity. You earn the amount listed in the failure column of Table 4–4: Skill Income. The GM will likely reduce how long you can keep

audience interest.
Critical Failure Your awful performance turns the audience against you. They boo, hiss, and throw fruit or worse as they hassle you to
end your performance. You earn nothing and your reputation suffers, potentially making it difficult to find discerning and rewarding

audiences.

LEARN A DIVINE SPELL Trained Religion

If you’re a divine spellcaster, you can gain access to a new divine spell from someone who knows that spell or from magical writing like

ancient text written on a temple wall or a scroll.
To learn the spell, you must do the following.
• Spend 1 hour per level of the spell, during which you must remain in conversation with the person who knows the spell or have the

magical writing in your possession.
• Have an amount of magical materials with a value indicated in Table 4–2 below.
• Attempt a Religion check with a DC determined by the GM (see Table 4–2 below).

S p e l l  L e ve l P r i c e * T y p i c a l  D C *

TABLE 4–2: IDENTIFYING OR LEARNING A SPELL

* Rare spells of 9th level or lower typically have a Price and DC that’s 1 level higher.

1st or cantrip 20 sp 13
2nd 60 sp 16
3rd 160 sp 19
4th 360 sp 22
5th 700 sp 25
6th 1,400 sp 28
7th 3,030 sp 31
8th 6,500 sp 34
9th 15,000 sp 37
10th* 70,000 sp 40

Success You expend the materials and learn the spell. If you have a , the spell is added to your ; if you prepare
spells from a list, it’s added to your list; if you have a spell repertoire, you can select it when you add or swap spells.

Critical Success Per a success, but you expend only half the cost in materials.
Failure You fail to learn the spell but can try again after you gain a level. The materials aren’t expended.
Critical Failure Per a failure, plus you waste half the materials.

READ SCRIPTURE Trained Religion

You can read and understand religious writing, including allegories, homilies, and proverbs, as long as it is in a language you can
normally read. This usually takes about 1 minute per page of text. To read and understand the nuances of particularly archaic or
obscure texts, the GM may require you to attempt a Religion check to see if you understand the true meaning of the scripture. The
GM might have you attempt one check for the entire text or one check for each section of a larger text.
Success You understand the true meaning of the text.
Critical Failure You misread the text.

CREATE FORGERY Trained Society

You create a forged document, usually over the course of several hours, a day, or a week. You must have the proper writing material

to create a forgery. If the document’s handwriting doesn’t need to be specific to a person, you need only to have seen a similar

document before, and you gain up to a +4 circumstance bonus to the check (the GM determines the bonus). To forge a specific
person’s handwriting, you need a sample of that person’s handwriting.
Once someone observes the document, the GM rolls your Society check. If the result exceeds 20, the GM compares it to the

observer’s Society DC. If the result is 20 or lower, the observer uses Perception or Society, whichever is higher. An observer who is
closely scrutinizing documents on the lookout for a forgery can attempt a Perception or Society check against your Society DC (if they
succeed, they know your document is a forgery). Once the GM rolls your check for a document, that same result is used no matter

how many creatures observe that document.
Success The forgery goes undetected.
Failure The observer knows your document is a forgery.

DECIPHER WRITING Trained Society

You can take at least 1 minute per page (usually an hour per page or longer) in an attempt to decipher writing in an unfamiliar

language, a coded message, or text written in an incomplete or archaic form. The DC is determined by the GM based on the state of

the document.
Success You understand the general content of the page.
Critical Success You have a thorough understanding of the page’s content, if not an exact word-for-word translation.
Failure You can’t understand the document and take a Concentrate Secret

Critical Failure You believe you understand the text on that page, but you have in fact misconstrued its .

COVER TRACKS Trained Survival

You cover your tracks, moving at half your Speed. You don’t need to roll a Survival check to cover your tracks, but anyone tracking you
must exceed your Survival DC if it is higher than the normal DC to track.

TRACK Trained Survival

You follow tracks, moving at half your Speed. After a successful check to Track, you can continue following the tracks at half your
Speed without rolling additional checks for up to 1 hour. You need to attempt a check anytime something significant changes in the

trail, as well as once every hour. The GM determines the DCs for such checks, depending on the freshness of the trail, the weather,
and the type of ground.
Success You find the trail or continue to follow the one you’re already following.
Failure You lose the trail but can try again after a 1-hour delay.

DISABLE A DEVICE Trained Thievery

Requirements Some devices require you to use  (see page 187) when disabling them.

This action allows you to disarm a trap or some other complex device. Often, a device requires numerous successes before becoming

disabled, depending on its construction and complexity.  are  and sometimes even required to disable a device, as
determined by the GM, and sometimes a device requires a higher proficiency rank in Thievery to disable it.
Success You achieve one success toward disabling the device.
Critical Success You achieve two successes toward disabling the device. If you complete the process of disabling the device with this

check, you leave no trace of your tampering, and you can rearm the device later, if the type of device can be rearmed.
Critical Failure You either undo one success you’ve already gained or, if you have no successes, you set off the device.

PICK A LOCK Trained Thievery

Requirements You must be using  (see page 187).

Opening a  without a key is very similar to Disabling a Device, but the DC of the check is determined by the complexity and

construction of the  you are attempting to pick. Unlocking even the simplest of mechanisms almost always requires three or more

successful checks to accomplish. If you lack the proper tools, the GM might let you used improvised picks, which are treated as poor-
quality tools.
Success You gain one success toward opening the .
Critical Success You gain two successes toward opening the .
Critical Failure You either undo one success you have already gained, or, if you have no successes, you break your tools. The tools
can be used while , but are treated as poorquality tools. Repairing them requires replacing the tools (costing 6 sp, or 50 sp
for expert-quality ).
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