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m Dernotes a skill that can be used untrained.
*Armor check penalty, if any, applies. (Double penalty for Swim.)
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BALANCE

NARROW SURFACE BALANCE DC
« 7-12 inches wide 10

« 2-6 inches wide 15

« Less than 2 inches wide 20

DIFFICULT SURFACE BALANCE DC*
« Uneven flagstone

« Hewn stone floor

« Sloped or angled floor
Add modifiers from Narrow Surface, below, as appropriate.
Only if running or charging. Failure by 4 or less means the
character can’t run or charge, but may otherwise act normally.

NARROW SURFACE DC MODIFIER®

« Lightly obstructed +2

« Severely obstructed +5

« Lightly slippery +2

« Severely slippery +5
* These modifiers stack.

BLUFF

CIRCUMSTANCES SENSE MOTIVE

MODIFIER

« Target wants to believe you. -5

« Bluffis believeable and doesn’t +0
affect the target much.

« Bluffis a little hard to believe or +5
puts the target at some risk.

« Bluffis hard to believe or puts the +10
target at significant risk.

« Bluff is way out there, almost too +20

incredible to consider.

CLIMB
CLIMB DC EXAMPLE SURFACE OR ACTIVITY

o Slope too steep to walk up; knotted rope
with wall to brace up against.

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

10 Surface with ledges, a very rough wall,
or a ship’s rigging.

15 Surface with adequate handholds and
footholds, an unknotted rope, or pulling
yourself up when dangling by your hands.

20 Uneven surface with some narrow
handholds and footholds.

25 Rough surface, such as a natural rock wall.

30 An overhand or ceiling with handholds

but no footholds.

DC MODIFIER* EXAMPLE SURFACE OR ACTIVITY
-10 Climbing a chimney 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

* These modifiers stack.

DISABLE DEVICE

DEVICE TIME DISABLE DEVICE DC*
« Simple 1 round 10
« Tricky 1d4 rounds 15
« Difficult 2d4 rounds 20
« Wicked 2d4 rounds 25

* If you attempt to leave behind no trace of your
tampering, add 5 to the DC.

DISGUISE

DISGUISE DISGUISE CHECK
MODIFIER

« Minor details only +5

« Disguised as different gender* -2

« Disguised as different race* -2

- Disguised as different age category*
* These modifiers stack.
** Per step difference between your actual age category
and your disguised age category.

FAMILIARITY VIEWER’S SPOT
CHECK BONUS

« Recognizes on sight +4

« Friends or associates +6

« Close friends +8

« Intimate +10

ESCAPE ARTIST
RESTRAINT
« Ropes

ESCAPE ARTIST DC
Binder’s Rope Use
check at +10
« Net, animate rope spell, command 20

plants spell, control plants spell,
or entangle spell
« Snare spell 23

RESTRAINT ESCAPE ARTIST DC

« Manacles 30

« Tight space 30

« Masterwork manacles 35

« Grappler Grappler's grapple

check result
jump
LONG JUMP HIGH JUMP
DISTANCE JUMP DC* JUMP DC’

5 feet 5 4
10 feet 10 8
15 feet 15 12
20 feet 20 16
25 feet 25 20
etc ... etc ... etc.

* Requires a 20-foot running start. Without a running start,
double the DC.
** Not including vertical reach (see Player’s Handbook,

page 7).

MOVE SILENTLY

SURFACE CHECK MODIFIER
« Noisy (scree, bog, undergrowth, —2

dense rubble)
« Very noisy (dense undergrowth, deep snow) -5

OPEN LOCK

LOCK DC LOCK DC
Very simple lock 20 Good lock 30
Average lock 25 Amazing lock 40
SEARCH

TASK SEARCH DC
« Ransack a chest full of junk to find a 10

certain item.
« Notice a typical secret door or simple trap. 20

« Find a difficult nonmagical trap. 21 or higher
- Find a magic trap 25 + spell level
« Notice a well-hidden secret door 30
« Find a footprint Varies*
* A successful Search check can find a footprint or similiar
sign of a creature’s passage, but following the trail requires
the Track feat.

SLEIGHT OF HAND

TASK SLEIGHT OF
HAND DC
« Palm a coin-sized object, or make 10
a coin disappear
« Lift a small object from a person 20
TUMBLE
TUMBLE DC  TASK
15 Treat a fall as if it were 10 feet shorter than
it really is when determining damage.
15% Tumble at one-half speed as part of normal

movement, provoking no attacks of
opportunity while doing so. Failure means
you provoke attacks of opportunity normally.
Check separately for each opponent you
move past.

25% Tumble at one-half speed through an area
occupied by an enemy as part of normal
movement, provoking no attacks of
opportunity while doing so. Failure means
you stop before entering the enemy-occupied
area and provoke an attack of opportunity
from that enemy. Check separately for
each opponent.

* Each additional enemy after the first adds +2 to the

Tumble DC.

USE MAGIC DEVICE

USE MAGIC
TASK DEVICE DC
« Activate blindly 25

25 + spell level
20 + caster level

« Decipher a written spell
« Use a scroll

« Use a wand 20
« Emulate a class feature 20
« Emulate an ability score Special*
« Emulate a race 25
« Emulate an alignment 30

* See Player's Handbook, page 8.

USE ROPE

TASK USE ROPE DC
« Tie a firm knot 10

« Secure a grappling hook 10%

« Tie a special knot 15

« Tie a rope around yourself one-handed 15

« Splice two ropes together 15

« Bind a character Varies

* Add 2 to the DC for every 10 feet the hook is thrown.



