[ Aid Another (Defend) ) l({ Fight Defensively (Full-Round) ( Fight Defensively (Standard) )
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Standard Action wr

Full-Round Action wor Standard Action

You help an ally defend by interfering with an
opponcnt.

You concenirale on defending yourself, You concentrate on defending yourself.
+2 dodge bonus to AC wil your ncxi
twrny, but suffer a -4 penaliy 1o your attack.
You may also take a 5 fi. step. Bonus
stacks with Combat Expertise. 5 or more
ranks in Twmble inecreases bonus to +3.

+2 dodge bonus to AC unal your next turn,
but suffer a -4 penalty to all of your arracks.
You may alse perform a move action. Bonus
stacks with Combat Expertise. ¥ or more
ranks in Tumble increases bonus to +3.

Make a melee arrack agmnst AC 11, Success:
Ally gains +2 bonus to AC against opponcnt’s
next attack roll as long as the attack is before

the beginning of the next turn. Mulaple allies
stack.

(rTotnl Defense l

( Full-Round Action W)

(Standand Action I‘Fj]

You rise to your feet. You concentrate on defending yourself,

Wou move real fast,

+4 dodge bonus to AC until your next
turn. You may also perform a move
action. Bonus does not staclk with
Combat Expertise. 5 or more ranks in
Tumble mcreases bonus to +6.

Move up to 4x speed (3x in heavy armor) and
lose Dex bonus to AC. Run for (Con} rounds,
then Con check (DC 10) each round with a +1
cumulative penalty. Failure: Rest for 1 minute
at normal move.

Standing up from a prone
position requires a Mmove action
and provokes attacks of
opportunity.

Full-Round Action

You retreal from combat.

You channel energy to alfect undead ceatures.

1d20 + Cha modifier in 2 60 f. burst. Roll 2d6 + Cha +
H deric level to determine HD rumed.  Closer undead are
affected first. Undesd with HD =~ deric ane
destroyexdfoommanded.  Turned fes/oower, rebuled
oower for 10 rounds. 10 &. approach dispels tumyrebuke.
['§ Evil cleric can dispel s tumn. 5 + ranks in Knowledge
W {relizion) gives 2 +2 bonus.

Spellcraft checlk (DC 15 + spell level) to
identify the spell as a free action. If you
can cast the same spell or an opposed
one, you cast it and negate your
opponent's spell.

Move up 1o 2x your speed and visible
cncmics do not get AoO against you,
though invisible enemies do. If you move
oul of a threatened square other than the
onc you started in, opponcils gel an AoO.
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4 vou help an ally attacle by interfering
with an opponent.

§ Melee attack aganst AC 10. Success:
Ally gains +2 bonus on attack roll as
long as the attaclt 1s before the beginning

i} of the next turn. Multiple allies stack.
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You run up Lo your opponetit and attack.

4 Aove ar least 10 fi. in a seraight e up o

4 your speed and make 1 aitack at end of
move with a +2 bonus, -2 Lo your AC unul
next (. Charge gives a +2 bonus to Bull f

Yom attempt to push an opponent straight back instead
of dumaging him.

A Move into defender's square up to one size larger than

B you. Make Str check va. defender’s Str (+4/5ize above
M, 4 sizesbelow M, +4 extra legs). Sucoess: Knook
opponent back 5 . +5 k. for every 5 points of sucocss.
Failure: Defender pushes you back 5 feet, knodkding you
prone if space s ocoupied.

You run up Lo your opponenit and attack.

4 AMove at least 10 fi. in a suraight line up o
§ your speed and minke 1 attack at end of

[ move with a +2 bonus, -2 (o your AC unlil
[ 11cxt turm. Charge gives a +2 bonus to Bull

You draw or sheathe a weapon or
weapon-lilke object m easy reach.

§ BAB of +1 or higher allows a free action
with a regular move. You can draw 2
Iight or I-handed weapons with the
Two-Weapon Fighting feat.

4 Damage from AoO causcs failure.

Opposed auack roll (+4 if defender's item

You run up Lo your opponent and atlack,

[ AMove ar least 10 fi. ina straight e up to

4§ 2x speed and make 1 awack ai end of
move with a +2 bonus, -2 to your AC vl

YOU :'lLLC'lLlpl. Lo reinove one weapol ﬁ a1 your
OPPOLICLLS POSSEEEoLL

Damage from AoQ causes falure, Opposed
§ atiack roll (+4 for 2-handed, -4 for higln
weaporvimarieed strike, —4 if usigg an object ).
Success: Defender disarmed; weapon wickded o1
it defender's square. Failure: Defender disariis
g you without Ao,

4;‘ 1)
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¥ ou alletupl Lo plow past your apponetil.

i Move o defender’s square up Lo one size larger

than you. Make Sur clieck vs. defender's Sur or
@ Dex (+dfize above M, -1 size/below M, +4 exira
legs). Success: Knock opponuent prone and move
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Melee Attack — Provokes AoD

You atrempt to break an item your opponent
holds.

Against weapon or shield: Opposed attack roll
i (4 for 2-handed, +4/sizc larger than
opponcnt). Against carricd/worn items: Attack
object (AC 10 + size mod + holder's Dex).
Success: Deal damage to item.

Success: Move ai half speed (fai-footed, unless
5+ ranks} or full speed (-5} along the surface for 1
round. Faillure: 4 or less ineans you can’t move
For I rowsd. 5 or more meats you fall. 5+ ranks in
Tumlde gives a +2 bonus on Balance checks.

Opposed grapple or Use Rope checl.
Tight space (D'C 30). 5+ ranks in Use
Rope provides a +2 bonus when
escaping rope bonds.
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Throw Splash Weapon
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You throw a weapon at an opponent that breaks

on impact.

Ranged touch attack. Success: damage to

W target and splash damage in a 5 fi. radius.

Target arca: Ranged attack vs. AC 5 to inflict
splash damage to all adiacent squares. Failure:

Roll 1d8, I back st you clockwise.

You malee a Climb checl to advance up, down,
or across a steep incline.

Success: Move at 1/4 speed (1/2 speed at -5).
Fail: 4 or less, make no progress. 5 or more,
fall from whatever height you attained. Carch
yourself while falling: wall DC+20 or slope

You make a Bluff checls to deceive your
apponent to throw him off guard.

Opposed by opponent’s Sense Monve + BAB
(-4 vs. nonhumanoid, -8 vs. Int 1-2, impossiblc
vs. nonintelligent). Success: Target docs not
zain Dex bonus to AC for your next melee
attack.

Fou allerupl Lo Lirow vour oppotietil Lo tie
ground.

Untariued miclee attack against Larget up Lo onie

f size larger than you, Make St clieck va,
defender's S or Dex (+d/size above M, -
size/below M, +1 extra legs). Success: Knock
opponcil proie. Falure: Defender may allempi
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Opposed by 1d20 + target’s HD + Wis mod +
fear save. +4/-4 size difference. BIuff 5+ gives
2 +2 bonus. Success: Target becomes shaken
for 1 round (-2 to attack, ability checks, and
saving throws).
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Stablize (DC 15): If a character has negative
hit points and is losing hit points {at the rate of
I per round, I per hour, or 1 per day), you can
make him or her stable. A stable character
regains no hit points but stops losing them.
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You malee a vertical leap to reach a ledge high
above or to grasp something overhead.

M DC s cqual to 4 omes the distance to be

@ clcarcd {(+2 bonus if 5+ ranks in Tumblc).
Success: Pull yourself up with a move action
and a Climb check (DC 15). Failure: Do not
reach the height and land where you jumped.

¥ ouuake a horizouital juup across a gap, like a
cliasm or sirean.

Wl 30 fi. eormal. -6A10 fly, 44410 Al +2 bonus if 5+
ranks in Twible. AL nudpoin, your vertical hicighi
158 141 horizontal distance. DO equal Lo distaice
Junped. Success: Land on your feet at the far
end. Failure: Less tian 3, Reflex save (DC 15) to
grab edse.
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You can hide a small object including a light
§ weapon or an casily concealed ranged weapaon,
§ such as a dart, sling, or hand crosshow) on

(f vour body.

Oppesced Spot check (+4 Search, +2 dagger,
+4 small items, +2 baggy dothing/doak).

¥ou can jump up onto an object as tall
- as your waist, such as a table or small
boulder, on a successful Jump checlz.

DC 10. Requires 10 feet of movement.
+2 bonus 1f 5+ ranls in Tumble.
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4 Opposed by Listen. Move up to 1/2
speed atno penalty, more than 1/2
speed ar-5. -20 to run or charge.

of After iding at least 10 feet from your

target, you take a -20 penalty (opposed
by Spot) to conceal yourself after the
shot.

On a suecessful Jump checls, you intentonally
jump from a height, taking less damage than if

[ vou just Fell.

.'- DC 15 (+2 bonus if 5+ ranks in Tumblc). Do

not have to get a running start to jump down.
Success: Take falling damage as if you had
dropped 10 fewer less.

Very simple lock (DC 20), Average loclk

| (DC 25), Good lock (DC 30), Amazing

locl (DC 40). -2 penalty without thieves’
tools .
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You malce a Heal checl to help a poisoned
character.

Every ime the poisoncd character makes a

A saving throw against the poison, you makc a

Heal check. The poisoncd character uscs your
check reswlt or his or her saving throw,
whichever 15 higher.
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[ Tumble Past Jl§ Tumble Through f
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4 A successful Heal checl restores
movernent from caltrops, spilce growth
or spile stones.

§ Vou can land softly when you tumble past

e Rl S e You can land softly when you tumble through

apponcents with a Tumble checl.

T e I 1/2 speed through cnemy square, provoking no

Caltrops reduce speed by 1/2 and spile
growth/spike stones by 1/3. DC 15
removes the penalties.

Ao0. Check scparately for cach opponent, in
the order in which you pass them. Each
additional enemy after the first adds +2 to the
DC.

AoO. Failure: stop and provoke AoO. Chedk
separately for each opponent. Each additional
enemy after the first adds +2 to the DC.




