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Skills 
 
Raza the monk can leap buildings of moderate size in only two 
bounds. Brack the ranger is a blending dervish of steel when 
he attacks with his dwarven axes. Ravenna the sorceress can 
browbeat a fire giant into doing what she says. Arvan the druid 
can track an elderly doctor over hard ground after nineteen 
days of rain. Actions such as these rely on the characters' 
skills: Athletics, Weapon Group (Axes), Intimidate and 
Tracking respectively. 
 
The importance of skills has been increased in the hybrid 
game. Any learned proficiency whether in acrobatics, 
knowledge, weapons, magic or fishmongery uses the skill 
system. While talents are unique abilities, and feats are 
special knacks, skills represent the whole gamut of learned 
capabilities. In HD&D, if it can be taught then it is probably a 
skill. 
 
There are many skills in the game, and no one character can 
be proficient in all of them. No-one has a basic level of 
competence in every skill, and skills do not necessarily 
increase as you gain levels. You have to choose which skills 
your character knows a little and which skills are his forté. 
Your character is defined as much by what he doesn't know as 
what he does. 
 
 

Skills Summary 
 
 
There are fifty-one skills in the hybrid game. That's a lot of 
options; add in all the various knowledges, professions, crafts, 
specialisations and potential perform skills and the mind is 
boggled by choice. Fortunately, you don't need to worrry about 
all of these the skills. 
 
Every character class has a special list of Favoured Skills. 
The exact number of Favoured Skills varies between character 
classes but is usually about thirty. Favoured Skills are 
designed to concentrate your mind, and point you in the 
direction of skills most suited for your character class. 
 
At first level you choose sixteen skills from your list of 
Favoured Skills to become your Class Skills. You can then 

colour in the little boxes on your character sheet that denote a 
skill is your class skill. 
 
Once you have chosen your Class Skills, the list of Favoured 
Skills plays no other role in the game. You never reference 
them. Every skill that is not a Class Skill is a Cross-Class 
Skill. It doesn't matter if a skill was on your favoured skill list or 
not, if you didn't select it as a class skill, then it is now a cross 
class skill, and all such skills are treated in the same way. 
 
Attribute Modifiers: Once you have divided the skills on your 
character sheet between Class and Cross-Class skills, you 
need to determine your degree of proficiency in those skills. All 
skills have a governing attribute – e.g. Wisdom for Perception. 
The attribute modifier is applied to all the skills and should be 
noted separately on your character sheet. 
 
Skill Ranks: All characters get 16 skill points at first level, and 
another 16 skill points at each odd-numbered level after that. If 
you are generating a first level character you start with 16 skill 
points, if you are generating a tenth level character you start 
with 80 skill points. Those skill points are used to buy skill 
ranks. It costs one skill point to buy one rank in a class skill, 
and two skill points to buy one rank in a cross-class skill. The 
maximum number of ranks you can have in any one skill is 
equal to half your level (rounded up). Therefore, a first level 
character cannot have any more than one rank in any one 
skill. 
 
Miscellaneous Modifiers: All races get a +2 racial bonus to 
two skills. Some feats give you skill bonuses: such as Skill 
Focus which grants a +1 bonus to a skill per five levels (to a 
maximum of +6 at level twenty-six). If you are wearing armour 
then you may take a penalty to certain skills. Numerous other 
modifiers might alter your skills. Note all of these in the 
appropriate place on your character sheet. 
 
Add all these modifiers together and you have the number you 
will use to make skill checks. This is referred to as your Skill 
Modifier. Note your skill modifiers down on your character 
sheet, you'll be referencing them frequently. Making a skill 
check follows the same core rule that drives all of HD&D: roll 
1d20 and add a bunch of modifiers to the roll. In this case its 
1d20 + your skill modifier. Simple. 
 
 

Behind the Screen: What's changed with skills? 
 
The hybrid game places the skills system at the heart of D&D. Although on the face of it this may look like the third edition skill system, there are a 
number of differences. Some of the old third edition skills have been folded into new, broader skills: Search, Spot and Listen have become Perception; 
Hide and Move Silently have become Stealth. Skills such as Alchemy and Tracking, that used to be subordinate to other skills, are now independent 
skills in their own right. Other skills, such as Lucid Dreaming, Use Rope and Use Magic Device have disappeared from the system entirely, although the 
abilities they represented are picked up elsewhere. 
 
By far the biggest change is that the ability to cast magic and to wield weapons are now part of the core skill system. Spellcasters must roll on their 
Spellcraft skill to affect a target with their magic. Equally, there is no base attack bonus or THAC0 in the hybrid game. You buy ranks in weapon skills 
just like any other skill. A skill check with a weapon skill is still referred to as an "attack roll" just for old times sake. Martial classes need to remember to 
spend their skill points on their weapon skills, and would be advised not to specialise too much in just one type of weapon. 
 
Although there are no synergy bonuses in HD&D, the skills are more interconnected than ever before. If you don't have ranks in the required skill you 
may be able to default to a related skill. Sometimes this imposes a penalty to roll. If you use your Weapon skill in Hammers to attack with a pick then 
you take a -5 penalty to the roll. Sometimes there is no penalty. In special circumstances you can use the Perform skill instead of the Diplomacy skill: 
it's just a different way of doing things. 
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Classes and their Skills 
 
 
All classes have 16 class skills, and all classes receive 16 skill 
points at first level. A short hand way of applying your skill 
points is simply to put one rank into each of your class skills at 
first level, and then another rank in each of those skills each 
time you gain more skill points (every odd numbered level). 
For the most part, this is how the GM would generate his 
NPCs and Monsters. Those characters don't require the 
versatility or the idiosyncrasy of player characters, nor can a 
GM afford to spend too much time on their mechanical 
construction. 
 
But player characters are different! Creating them is a labour 
of love, and it is right and proper to agonise over every little 
choice and strive to make your character unique. Embrace 
your cross-class skills even if you intend to make them class-
skills later in your career. 
 
 

Favoured Skills 
 
The following is a summary of the favoured skills of each 
character class in the hybrid game. This information is also 
reproduced in the section for each individual Character Class. 
Some races give you extra favoured skills above and beyond 
your class. For example, if you're a Watersoul Genasi you 
always have Swim as a Favoured Skill regardless of your 
class. Some very special race might automatically add a skill 
to your list of Class Skills, as opposed to Favoured Skills. This 
is more of an advantage to your character, but regardless of 
whether you have 16, 17 or 18 class skills you still only have 
the same number of skill points to apply. 
 
For the purposes of this pre-playtest document, I am not 
including the favoured skills at the moment. When we do, 
unique lists of favoured skills should be provided for the 
following classes: Barbarian, Bard, Cleric, Druid, Fighter, 
Healer, Mariner, Monk, Paladin, Ranger, Sonorist, Sorcerer, 
Swordmage, Warlock, Wizard and Warlord. Subdivisions of 
these classes (e.g. clerics of different gods) will probably 
require their own list of favoured skills. 
 
 

Gaining new skills 
 
You start at first level with sixteen class skills, but how do you 
get any more? Gaining new class skills after first level is a 
feature of the Feat system. Taking the feat Skill Training 
allows you to add one skill to you list of class skills. If you 
already have ranks in the new skill (you have been spending 
skill points on it as a cross-class skill), then you immediately 
receive a rebate of skill points equal to the number of ranks 
you have in the skill. 
 
This mechanic balances the disparity between characters that 
could otherwise occur depending on the order in which they 
spent their skill points. For example, Perception is a class skill 
for a rogue. A 10th level rogue can have up to five ranks in the 
skill, for a cost of five skill points. Perception is not a class skill 
for a paladin. A 10th level paladin can still have five ranks in 

the skill, but it would have cost him ten skill points, not five. If 
the paladin gains the Skill Training (Perception) feat then 
Perception is treated as a class skill. The extra skill points he 
spent on the skill when it used to be a cross-class skill are 
returned. The paladin in this example would immediately get 
five skill points back. 
 
The rebated skill points cannot be saved, and must be spent 
immediately. They could be spent on other class skills or 
cross-class skills; they could even be spent on the new class 
skill as long as that skill wasn't already at its maximum. 
 
 

Using Skills 
 
 
When your character uses a skill, you make a skill check to 
see how well he or she does. As with every other role you 
make in HD&D, the higher the result of the skill check, the 
better. Based on the circumstances, your result must match or 
beat a particular number, called a Difficulty Class (or DC), for 
the check to be successful. The harder the task, the higher the 
number you need to roll. 
 
Circumstances can affect your check. A character who is free 
to work without distractions can make a careful attempt and 
avoid simple mistakes. A character who has lots of time can 
try over and over again, thereby assuring the best outcome. If 
others help, the character may succeed where otherwise he or 
she would fail. 
 
 

Difficulty Class 
 
The difficulty class of a task can be calculated in one of two 
ways. Some increase in difficulty as your character gains level. 
These DCs track a character's skills and increase at the same 
rate, so a task remains equally tricky regardless of your 
experience level. Other tasks are unrelated to your character 
level. In these tasks the DC is absolute. The differences are 
summarised below: 
 
Relative DCs: Theses are keyed to the level of the PC, so the 
task becomes more difficult as the PC advances in level. 
Examples of relative DCs are a character's defences. 
Fortitude, Reflex and Will advance as you gain levels. 
Therefore the DC to successfully attack foes also increases in 
as they gain levels. Without relative DCs the whole level-
based system would fall apart. Obviously, it's more difficult to 
hit a character of a higher level than you and easier to hit one 
of a lower level. But as long as the challenge keeps parity with 
the party level, then the difficulty remains constant as the 
character advances. Opposed checks against another 
character's skill (e.g. Stealth versus Perception) is also an 
example of a Relative DC. 
 
Absolute DCs: Some things are just equally difficult or equally 
easy regardless of what level you are. Climbing down an icy 
wall has a set difficulty. You are either good enough to make 
the check or you are not. There are no easy icy walls that 
scale in level with your character. Although the GM may avoid 
placing an icy wall that must be climbed into an adventure, 
before the PCs are capable of climbing it.  
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As a general guide, Absolute DCs fall into the following 
general categories. These DCs can also be used as guides 
when calculating or balancing Relative DCs. A first level 
character is extremely unlikely to be able to achieve a result of 
more than 25 on a skill check, and getting even that high 
would only happen occasionally.  Equally something that is 
"moderate" for a 20th level character would carry a much 
higher DC than 15.  
 

Difficulty of Task DC 
Very Easy 5 
Easy 10 
Moderate 15 
Difficult 20 
Challenging 25 
Formidable 30 
Heroic 35 
Epic 40 
Nigh Impossible 45 

 
In HD&D (for the most part) relative DCs are saved for combat 
or situations when you are actively using your skill against 
another character: such as Bluff or Intimidate). Absolute DCs 
are used for most of the other skills. The table above is used 
as a guide, but more specific DCs for skill-related tasks are 
included in the forthcoming skill descriptions. 
 

Trying Again 
 
In general, you can try a skill check again if you fail, and you 
can keep trying indefinitely. Some skills, however, have 
consequences of failure that must be taken into account. A few 
skills are virtually useless once a check has failed on an 
attempt to accomplish a particular task. For most skills, when a 
character has succeeded once at a given task, additional 
successes are meaningless. 
 

For example, if Cyr Kallaine (the nature priest with a surprising 
penchant for thievery) misses a Disable Device check to pick a 
lock, he can try again and keep trying. However, failing the roll 
may set off a trap that incommodes Cyr. Failing by 10 or more 
causes a piece of the lockpick to break off inside the 
mechanism, making subsequent Disable Device checks more 
difficult. 
 
Similarly, Elias the plate-mail wearing daredevil, can try to 
climb that slippery minaret in the seaside city of Sorgar. If he 
fails his Climb check, he can try again and keep trying until he 
succeeds. However, if he misses the Climb check by 5 or 
more then he will fall from whatever height he has reached. 
After the fall he can still get up and try again, assuming he isn't 
too ashamed, too wise or too dead to do so. 
 
Time and resources are also important factors in limiting 
whether a character can attempt another skill check after a 
failed attempt. While some skills take a standard action to 
perform, and some take even less time than that, there are 
other skills that take much longer. It's all very well looking at 
your ineptly made violin with the strings on the wrong side, and 
saying you'll try the Craft check again. You still need to gather 
new raw materials and spend a couple of weeks on your 
second attempt. 
 
Whether you can try a skill check again should either be 
obvious, or explicitly noted in the skill description. As a general 
rule if a skill carries no penalties for failure you can Take 20 on 
the roll, and simply assume that you'll keep trying as long as it 
takes for you to succeed. For more information on 'Taking 20', 
see the section on Checks Without Rolls below. 
 
 
 
 
 
 
 
 
 
 

 
Behind the Screen: How moderate is moderate? 
 
At first level, a character who has maximum ranks in a skill, and an 18 in that skill's governing attribute has +5 to their skill checks. Conversely, a 
character with no ranks in a skill, and a 10 in that skill's governing attribute only has +0 to their skill check. 
 
If we assume that a character can succeed at a moderate skill check by rolling 10 or more on 1d20, where do we set the DC for a first level character? 
Do we set the DC at 10, which would be moderate for an unskilled character (1d20+0); or do we set it at 15, which would be moderate for a skilled 
character (1d20+5)? 
 
The answer to this question has profound repercussions across the entire game. All skill DCs, all defences and all the various feats and items that grant 
skill bonuses need to refer back to this one mechanic. So, how moderate should moderate be? 
 
My decision has been to set the DC at what would be moderate for a skilled character. Therefore the DCs for first level characters are set at Very Easy 
(5), Easy (10), Moderate (15), Tough (20) and Challenging (25). This decision deliberately penalises unskilled characters. I think this is the right 
decision and here's why: 
 
The hybrid game opens up options that haven’t been available in D&D before. If the DCs are too low then the result is that unskilled characters are too 
effective against moderate threats. We don't want the wizard picking up a sword and matching the fighter against enemies that just happen to have a 
low Reflex defence – well, not unless the wizard has enough ranks in the right Weapon Group. 
 
Racial bonuses and feats can increase many skills. The simple ranks + attribute modifier equation doesn't take that into account. If the DCs are too low 
then a dwarf with Str 18, maximum ranks and Skill Focus (Hammers) becomes impossibly good. 
 
Finally, I think setting the DC higher makes a moral point. Characters should be encouraged to specialise, and it is only those who specialise who 
should be able to rely on their skills under heroic conditions. If not, you have the situation that existed in fourth edition where all classes could pretty 
much do anything. That's not desirable, and its not fun.  
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Untrained Skill Checks 
 
Generally, if your character attempts to use a skill he or she 
does not possess, you make a skill check as normal. The skill 
modifier doesn’t have a skill rank added in because the 
character has no ranks in the skill. Any other applicable 
modifiers, such as the relevant ability modifier, or any racial 
bonuses, are applied to the check as normal. However, many 
skills can only be used effectively by someone who is trained 
in them. 
 
If you have even one rank in a skill then you are considered to 
be Trained in that skill. If you have no ranks in the skill, then 
you are Untrained. Some skills in the game have "Trained 
Only" noted in their heading. If you try to make a skill check in 
a "Trained Only" skill, and you have no ranks in that skill (i.e. 
you are Untrained) then special rules apply. 
 
When you make a Untrained skill check with a "Trained Only" 
skill, the maximum possible result you can get from the skill 
check is 10. It doesn't matter if you roll more than 10 on the 
d20, it doesn't matter if the result of the check once you have 
added in your various modifiers is greater than 10: if you roll 
higher than 10 then the result is considered to be 10. 
 
This means that a untrained character cannot use Spellcraft to 
identify magical spells, or use Tracking to follow anything other 
than the most obvious tracks. This helps to maintain the 
mystique of certain skills; especially those skills which are 
closely associated with the core conceit of a particular 
character class. 
 
For example, Ennui the ranger's 4 ranks in Perception makes 
her 4 points more observant than she otherwise would be. 
However, even the terminally unobservant Nebble de Chesiré, 
with no ranks in Perception, can still make a Perception check 
because Perception can be used untrained. Nebble has a skill 
modifier of -1 due to his low Wisdom, but he can still give it a 
try and get as high as 19 if he is lucky.  However, Ennui also 
has four ranks in Tracking. This is a "Trained Only" skill, so 
regardless of what Nebble rolls on his Tracking check he can 
never get more than 10. 
 
 

Armour and Skills 
 
All armour has an Armour Check Penalty. This is a negative 
modifier that applies to the following skills: Acrobatics, 
Athletics, Climb, Disable Device, Escape Artist, Fly, Sleight of 
Hand, Stealth and Swim. If you do not have the relevant 
Armour Proficiency talent (Medium or Heavy) the Armour 
Check Penalty is doubled, and also applies to all Weapon 
Skills, Spellcraft skills and your Reflex Defence. Racial 
bonuses to your armour class never carry an Armour Check 
Penalty. 
 
The heading of each skill description notes whether a 
particular skill carries an Armour Check Penalty or not. The 
armour check penalty for characters who have the relevant 
Armour Proficiency talents varies from 0 to -7 depending on 
the suit of armour. However, masterwork armours can be 
constructed with a smaller penalty, or even no penalty at all. 

Special Conditions 

 
The GM is within his rights to alter the chance of success by 
imposing a circumstances modifier on either the skill check or 
the DC of the task. The rules deal with different types of 
modifiers elsewhere. All you need to know in this instance is 
that modifiers with the same name don't usually stack with one 
another. If Arvan gets a +2 circumstances bonus to his 
Survival check because he's carrying a map to the nearest 
hunting ground, and a +5 circumstances bonus to his Survival 
check because he's carrying a bucket of his prey's favourite 
fava beans, the total circumstances modifier to the check is 
+5, not +7. You only take the higher value. 
 
The level of circumstance bonus (or penalty) is left entirely to 
the GM. A 2-point modifier demonstrates generally favourable 
or unfavourable conditions. A 5-point modifier is a significant 
advantage or disadvantage. A 10-point modifier almost 
assures success or failure in the task. 
 
Example Circumstance bonuses: Having the perfect tool for 
the job (+2 skill check); getting help from another character (+2 
skill check); possessing unusually accurate information (+5 
skill check); performing to a friendly crowd (-2 to DC); 
performing work that can be subpar (-2 to DC). 
 
Example Circumstance penalties: Being forced to use 
improvised tools (-2 skill check); trying to climb with a twisted 
ankle (-2 skill check); possessing misleading information (-5 
skill check); performing to a hostile crowd (+2 to DC); 
performing work that must be flawless (+2 to DC). 
 
If the special conditions makes the task easier then the GM 
should impose his modifier on the DC of the task at hand. If 
the special conditions make the character more proficient for 
some reason (e.g. the character is using a special tool), then 
the circumstances modifier should be applies to the skill 
check. This may sound like pure semantics: both are 
statistically identical. However, sometimes the difference is 
important, and the GM should always know the difference. 
 
For example, Fallor the Uganthé skald wants to entertain a 
band of dwarves who are staying at the same inn where he 
and his party are staying. Before playing his drums, Fallor 
listens to the dwarves’ drinking songs so he can judge their 
mood. Doing so improves his performance, giving him a +2 
circumstance bonus on his check. Daniel rolls a 5 and adds +9 
for his skill modifier (4 ranks, +3 Charisma modifier, and +2 for 
his impromptu research). His result is 14. The GM sets the DC 
at 15. However, the dwarves are in a good mood because they 
have recently cheated some gullible humans out of a truck-full 
of gold, so the GM reduces the DC to 13.  
 
Fallor's performance isn’t better just because the dwarves are 
in a good mood, so Fallor doesn’t get a bonus to add into his 
skill modifier. Instead, the DC goes down. The leader of the 
dwarven band, however, has heard that a psychotically 
spasmodic drummer may have been sent to get the gold back. 
The DC to entertain him is higher than normal: 17 instead of 
15. Fallor’s skill check result (14) is high enough to entertain 
the dwarves (DC 13) but not their leader (DC 17). The 
dwarves applaud Fallor and offer to buy him drinks, but their 
leader eyes him suspiciously. 
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Checks without Rolls 
 
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 
favourable conditions and eliminate the luck factor. 
 
Taking 10: When your character is not being threatened 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. In most 
cases, taking 10 is purely a safety measure – you know (or 
expect) that an average roll will succeed but fear that a poor 
roll might fail, so you elect to settle for the average roll (a 10). 
Taking 10 is especially useful in situations where a particularly 
high roll wouldn’t help (such as using Climb to ascend a 
knotted rope, or using Heal to give a wounded PC long-term 
care). 
 
For example, Raza needs to leap over a 20 ft gap from the top 
of one building to another. He has an Athletics skill modifier of 
+14 (7 ranks, +3 Strength modifier, +3 from the Skill Focus 
feat). With a running start the DC of the leap is 20. If Raza 
takes 10 then he knows he can automatically succeed, so the 
player foregoes the dice roll. However, just as Raza is taking 
his run up, a member of the Brotherhood of the Black Rose 
begins shooting at him. Raza can still make the jump, but 
because of the changed circumstance he must now roll the 
dice. If he rolls 6 or higher on 1d20, he succeeds. 
 
Taking 20: If 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. In other words, 
eventually you will get a 20 on 1d20 if you roll enough times. 
Instead of rolling 1d20 for the skill check, just calculate your 
result as if you had rolled a 20. Taking 20 means you are 
trying until you get it right, and it assumes that you fail many 
times before succeeding. Taking 20 takes twenty times as long 
as making a single check would take. Since taking 20 
assumes that the character will fail many times before 
succeeding, if you did attempt to take 20 on a skill that carries 
penalties for failure (for instance, a Disable Device check to 
disarm a trap), your character would automatically incur those 
penalties before he or she could complete the task (in this 
case, the character would most likely set off the trap). 
Common “take 20” skills include Escape Artist, Open Lock, 
and Search. 
 
For example, Raza must now leap from the top of a dockside 
warehouse onto the deck of a ship that is pulling away from 
the port. He's a daring fellow this Raza (or maybe his 
companions just didn't tell when they were leaving in the 
morning).  His player asks whether he can take 10. The 
distance Raza would have to cover is 30 feet (DC 30), but if he 
takes 10 he will only get  DC 24. The GM says no. He tells the 
player that Raza thinks he'll have to put all he's got into this 
jump, and taking 10 isn't an option. In this case, Raza can't 
Take 20 either, because theirs a penalty associated with 
failure (falling to the dock below). While Raza could try again 
and again to make the leap, he might fall one or more times in 
the process, by which time the ship will be gone. The player 
rolls 18 on 1d20 for a skill check result of 32. Raza clears the 
distance and lands on the ship. 
 

Now, Raza wants to search the ship for his so-called friends 
who tried to ditch him. According to the Perception skill it takes 
Raza one minute to search an area measuring five feet by five 
feet. The GM estimates that the ship is one hundred times that 
size. It would take Raza about one hour and forty minutes to 
search the entire ship. The DC of finding his companions is 20 
(they are well hidden). Raza has a total of +8 to his Perception 
check. He rolls the dice and gets a 3, so he spends an hour 
and forty minutes searching the ship and finds nothing.  Now 
the player declares that Raza is going to search the ship high 
and low, taking as long as it takes. The GM takes the original 
time of one hour and forty minutes and multiplies it by 20. It 
will take Raza thirty-three hours and twenty minutes to search 
the entire ship again, but this time we're treating his Perception 
check as if Raza had rolled a 20 (for a total result of 28). 
Fortunately, it's a long voyage and eventually he finds Nicos 
asleep in a crate of imported Calclafan wine. 
 
 

Attack Rolls 
 
The rules for attack rolls are slightly different to the rules with 
other skill checks. An attack roll is defined as a skill check 
made with any weapon group skill or the unarmed stirke skill; 
as long as you're making that check to attack another person. 
 
When you make an attack roll and get a natural 20 (the d20 
shows 20), you hit regardless of target's defence. If your attack 
roll (skill modifier + 20) is also high enough to have hit the 
target's defence then you score a critical hit. Critical hits inflict 
maximum rolled damage. 
 
Equally, when you make an attack roll and get a nature 1, you 
miss regardess of the target's defence. There is no such thing 
as a critical miss in HD&D. 
 
Attack rolls, automatic hits and critical hits are explained more 
fully in the Combat section. For most skills these rules do not 
apply, and it is possible to roll a 20 on the dice and still not 
succeed at a task. 
 
 

Combining Skill Attempts 
 
When more than one character tries the same skill at the same 
time and for the same purpose, their efforts may overlap. More 
often than not, when several characters attempt the same 
action each succeeds or fails independently. For example, if a 
group of characters are all trying to climb the same cliff face, 
they make their Climb checks undependably of one another. 
 
However, you can help another character achieve success on 
his or her skill check by making the same kind of skill check in 
a cooperative effort. This is called the Aid Another action, and 
it's described in more depth in the Combat section. If you roll a 
10 or higher on your check, the character you are helping gets 
a +2 bonus to his or her check, as per the rule for favourable 
conditions above. You cannot Take 10 on this check. 
 
Multiple characters can combine their Aid Another attempts to 
impart a bonus of more than +2. Two characters would give a 
+4 bonus, three characters +6 and so on. This is an exception 
to the rule that circumstance bonuses do not stack with one 
another. However, only a limited number of characters can 
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help in a given situation. The GM is within his rights to limit the 
number of companions who can attempt the Aid Another 
action. Also if a character who tries to help does not manage 
to roll 10 or higher on his skill check,  then he actually imposes 
a -2 penalty to his companion's roll. He is more hindrance than 
help. 
 
For example, Nicos has been grievously wounded and is lying 
on the battlefield. He has already failed two stabilisation 
checks and  bleeding to death. Elias rushes over to stabilise 
his friend (a DC 20 heal check). Now, Elias has the Heal skill 
but his modifier is only +9 (8 ranks, +1 Wisdom modifier). He 
knows there is still a chance of failure. Raza offers to help. 
Raza doesn't have the Heal skill, but he has +5 from his 
Wisdom modifier. Elias rolls his Heal check and gets a 3 on 
1d20 for a total score of 12. Not enough to help, but not quite 
bad enough to do any harm. Raza rolls his check, and only 
gets an 8. This is less than 10, so Raza actually imposes a 
penalty of -2 on Elias's Heal check. This reduces Elias's check 
down to 10. Because Elias's check is now 10 less than what 
was required to stabilise Nicos, the cleric automatically fails his 
third and final stabilisation check and dies. And it's all Raza's 
fault. 
 
 

Ability Checks 
 
 
An ability check is used when a character tries to do 
something to which no specific skill applies. An ability check is 
simply  a roll of 1d20 plus the appropriate ability modifier. 
Essentially, you are making an untrained skill check. The GM 
assigns a difficulty class, or sets up an opposed check result, 
just as he normally would with a skill. 
 
Rolling an Ability Check should be the last resort of the GM 
and the player. Skill checks can increase as you gain levels; 
ability checks cannot (or do so very slowly). It's always in the 
interest of the player to try a skill check over an ability check. 
There are plenty of skills in HD&D, finding one that is fairly 
appropriate to the task at hand should not be that difficult. 
Even if the skill doesn't quite fit, the GM could allow a skill 
check at a penalty of -2, -5 or -10 depending on the 
circumstances. Often this is better than a raw ability check. 
 
Here are examples of some instances were ability checks 
seem appropriate, but where actually a skill would work just as 
well: 
 

Task Example Skill 
Breaking open a jammed or locked door Athletics 
Threading a needle Sleight of Hand 
Holding one's breath Athletics 
Navigating a maze Survival 
Recalling an important fact Insight 
Getting singled out in a crowd Perform 
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Skill Description Ability 
Modifier 

Use 
Untrained 

Armour 
Check 

Penalty 
Alchemy You can create and identify alchemical items. Int No  
Acrobatics You can balance, tumble reduce falling damage. Dex --- Yes 
Athletics Run, jump, wrestle, hold your breath; be  brawny. Str --- Yes 
Bluff Fool others into believing you are telling the truth. Cha --- --- 
Climb Climb walls, ropes and other obstacles. Str --- Yes 
Craft (choose) A skill in manufacturing a particular type of item. Varies --- --- 
Diplomacy Convince others of the truth, and make them your friend. Cha --- --- 
Disable Device Disarm traps, sabotage devices and pick locks. Dex No Yes 
Disguise Use make-up, props and wigs to disguise yourself. Cha --- --- 
Escape Artist Slip out of bonds and squeeze through tight spaces. Dex --- Yes 
Fly Improve your speed and manoeuvrability when flying. Dex No Yes 
Handle Animal Train an animal to perform a tricks on command Cha --- --- 
Heal Perform first aid, or treat wounds and diseases. Wis --- --- 
Insight Sense the motives of those around you. Wis --- --- 
Intimidate Cajole others into doing what you demand. Cha --- --- 
Knowledge (Aberrant) Knowledge of aberrations and the far realm. Int No --- 
Knowledge (Ancients) Knowledge of the ancient races and the outer planes Int No --- 
Knowledge (Arcana) Knowledge of magical esoterica and constructs. Int No --- 
Knowledge (Architecture and 
Engineering) 

Knowledge of mathematics, construction and architecture. Int No --- 

Knowledge (Draconic) Knowledge of the various draconic races and their gods. Int No --- 
Knowledge (Elemental) Knowledge of elementals and the inner planes. Int No --- 
Knowledge (Fey) Knowledge of the faeire races and the Fey planes. Int No --- 
Knowledge (Geography) Intimate knowledge of a particular geographic region. Int No --- 
Knowledge (History) Understanding of the history of a place or time period. Int No --- 
Knowledge (Nature) Knowledge of animals, plants and the natural world. Int No --- 
Knowledge (Nobility) Knowledge of heraldry, the law and the monarchy. Int No --- 
Knowledge (Religion) Knowledge of a particular religion or pantheon. Int No --- 
Knowledge (Undead) Knowledge of the undead and the Shadowfell. Int No --- 
Perception Your powers of awareness. Wis --- --- 
Perform (choose) Singing, acting, dancing, playing a musical instrument. Cha --- --- 
Profession (choose) A vocation or service that you are skilled at. Varies --- --- 
Read/Write Script An understanding of one written alphabet. No Check No --- 
Ride Ability to mount and ride a horse or other creature. Dex --- --- 
Sleight of Hand Minor conjuring, picking pockets and legerdemain. Dex No Yes 
Speak Language Speak a single tongue. No Check No --- 
Spellcraft (choose) Ability to tap the Weave and cast magic spells. Varies No --- 
Stealth Your skill at hiding and sneaking. Dex --- Yes 
Streetwise Gather information from familiar and unfamiliar settings. Cha --- --- 
Survival Forage for food and predict the weather. Wis --- --- 
Swim Your skill at swimming in calm or rough water. Str --- Yes 
Track Follow the tracks of your quarry. Wis No --- 
Unarmed Strike Attack with your hands, feet or other body part. Varies --- --- 
Weapon Group (Axes) Wield axes and related weapons with skill. Str --- --- 
Weapon Group (Light Blades) Wield short one-handed swords and similar weapons. Dex --- --- 
Weapon Group (Heavy Blades) Wield heavy swords either one or two-handed. Str --- --- 
Weapon Group (Bows) Use a bow with skill and accuracy. Dex --- --- 
Weapon Group (Breath) Wield weapons like a blowgun or mouth dart. Dex --- --- 
Weapon Group (Chains) Wield a chain skilfully in combat. Dex --- --- 
Weapon Group (Crossbows) Fire a crossbow with skill and accuracy. Dex --- --- 
Weapon Group (Daggers) Use a dagger or other small hand-held blade. Dex --- --- 
Weapon Group (Hammers) Clobber your foes with stone hammers and mauls. Str --- --- 
Weapon Group (Lances) Attack with a lance from your mount. Str --- --- 
Weapon Group (Maces) Skill at wielding maces, clubs and improvised weapons. Str --- --- 
Weapon Group (Picks) Skill at using a pick in combat. Str --- --- 
Weapon Group (Polearms) Understanding of the use of a variety of pole weapons. Str --- --- 
Weapon Group (Ropes) Wield rope-based weapons like the bolas or net. Str --- --- 
Weapon Group (Shields) Use your shield as if it were a weapon. Str --- --- 
Weapon Group (Slings) Use a sling and strike your foes at a distance. Dex --- --- 
Weapon Group (Spears) Wield a spear in mêlée combat. Str --- --- 
Weapon Group (Staff) Attack your foe with a staff. Str --- --- 
Weapon Group (Light Thrown) Throw a small and light weapon like a dagger. Dex --- --- 
Weapon Group (Heavy Thrown) Throw a heavy weapon like a warhammer. Str --- --- 
Weapon Group (Whips) Crack the whip. Dex --- --- 
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Skill Descriptions 
 
 
This section describes each skill, including common uses and 
typical modifiers. The full list is summarised in the table on the 
following page. Characters can sometimes use skills for 
purposes other than those noted here. The GM is instructed to 
be generous to imaginative players who are continually looking 
for new and interesting ways to utilise their abilities. However, 
the GM also needs to be careful than the 'new use' a cunning 
player is using his skill for, is not invalidating other skills, or 
giving the player an unfair game advantage. 
 

Alchemy (Int) Trained Only 
Alchemists are the students of an ancient non-magical 
tradition. The most accomplished have mastered powerful 
archaic formulae; they create effects that most wizards would 
struggle to match.  
 
Identification: You use this skill to identify poisons, chemicals 
or other strange agents and substances. If you have ranks in 
the Spellcraft skill, then you can also use Alchemy to identify 
magical potions, or other magical consumables from your 
magical tradition. 
 
Each attempt to identify a substance requires one hour and 
the use of the tools of your trade: beakers, burners, assorted 
chemicals and other laboratory implements. Although 
adventuring alchemists often carry such items with them, use 
of a large purpose-built laboratory is usually preferred. 
 
The DC of the check to identify a substance varies depending 
on the substance and is set by the GM. Most substances 
would require an Alchemy check at DC 15, but the difficulty 
may be much higher for extremely rare or obscure items. 
 
Because you expend resources when you identify a 
substance, each attempt – whether it is successful or not – will 
cost you 1 gp in alchemical supplies. 
 
Creation: Anyone with ranks in Alchemy can use the skill to 
identify substances as described above. However, if you want 
to create your own alchemical items, then you must also 
possess the Alchemist talent.. 
 
Armed with ranks in this skill, and the Alchemist talent you 
gain access to a number of alchemical formulae that enable 
you to create a large variety of non-magical supplies such as 
tanglefoot bags, sunrods, alchemical fire and alchemical silver. 
The time taken to create an alchemical item varies depending 
on the item. 
 
The section on Alchemy provides the list of all the different 
alchemical formulae in the game, as well as the DC to create 
them. Characters with the Alchemist talent automatically gain 
access to one new formula each level. Further talents can be 
purchased, stolen or taught (as with spells). 
 
Retry: If you fail in an attempt to identify a substance you may 
try again as long as you still have some of the substance left to 
test. A second attempt will cost another 1 gp in materials. 
When using an alchemical formulae no result is truly a failure, 
but the effectiveness of the finished article is diminished by a 
poor check result. If you wish a better result you would have to 
conduct the ritual again, paying all the necessary costs at each 

stage. 
 
Special: A fully stocked alchemical laboratory grants a +5 
circumstances bonus to all Alchemy checks. Tinker Gnomes 
gain a +2 racial bonus to Alchemy. 

 
 

Acrobatics (Dex) Armour Check Penalty 
The skilled acrobat can dive, roll, somersault and run rings 
around battlefield opponents. He is also sure on his feet, and 
able to keep his balance on narrow or unstable surfaces. 
 
Acrobatic Stunt: Make an Acrobatics check to swing from a 
chandelier, somersault over an opponent, slide down a 
staircase on your shield or attempt a different example of 
gymnastic insanity. The advantage of such an action is that it 
makes your character look cool and impresses the ladies. The 
disadvantage is that you put your character entirely in the 
GM's murderous hands. 
 
Describe your intention to the GM and he will decide if such a 
thing is possible. The GM then sets the DC (starting at a base 
difficulty of 15), the benefits of success and the consequences 
of failure. If he is kind he will tell you what they are before you 
make the check. If the GM judges your endeavour depends 
more on Strength than Dexterity he may call for an Athletics 
check instead. 
 
Performing an acrobatic stunt is usually a Move action, or part 
of a Move action. 
 
Balance: Make an Acrobatics check to move across a surface 
less than one foot  wide – such as a ledge or a tightrope; or 
across an unstable or precarious surface – such as a swaying 
rope bridge, or the deck of a storm-tossed ship. 
 
A successful check lets you move at half your speed across 
the narrow or unstable surface for one round. A failure by 4 or 
less means you cannot move for the rest of your Move action 
(although you can try again as part of a second Move action). 
If you fail by 5 or more then you fall over. If the surface is wide 
enough to hold you then you are prone. If the surface is too 
narrow to hold you, then you are falling. 
 
While you are balancing you grant Combat Advantage to your 
enemies. If you take any damage while balancing then you 
must immediately make a new Acrobatics check to remain 
standing. 
 

Surface Acrobatics DC 
More than 1 ft. wide 10 
Between 7-12 inches wide 15 
Between 2-6 inches wide 20 
Less than 2 inches wide 25 
Sloped or angled +5 
Slippery +5 
Obstructed +5 
Unsteady (deck in a storm) +5 
Very unsteady (earthquake) +10 

 

 
Reduce Falling Damage: If you fall or jump down from a 
height, you can make an Acrobatics check to reduce the 
amount of falling damage you take. This use of the skill is a 
free action. 
 
When you fall, make an Acrobatics check and divide the result  
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by two. Reduce the damage you take from the fall by this 
amount. For example, Elias has developed a complete 
infatuation with the bard Alessandre, so much so he is 
prepared to leap off a cliff just to impress her. The cliff is 100 
feet high. Normally Elias would take 55 points of damage from 
the fall (from a roll of 10d10). He makes an Acrobatics check 
and rolls 15. This reduces the damage by 8 points, and so 
Elias only takes 47 points of damage. Just enough to live with 
his shame. 
 
Tumble: You can use the Acrobatics skill to avoid attacks in 
combat. When you use the Withdraw action in combat (see 
section on Combat) you may choose to make an Acrobatics 
vs. Reflex check against your opponent. If you succeed then 
you may  Withdraw up to half your speed instead of 5 ft. If you 
fail then the Withdraw attempt fails and you are subject to an 
opportunity attack. 
 
When you take the Total Defence action in combat (see 
section on Combat) you gain an additional +1 to your Reflex 
defence for every 4 ranks you have in the Acrobatics skill. For 
example, a 23rd level character with 12 ranks in Acrobatics 
would add +3 to their Reflex Defence when taking the Total 
Defence action. The bonuses granted by Total Defence to  
Fortitude and Will remain unchanged. 
 
Retry: A failed Acrobatics check usually has profoundly bad 
consequences, so a retry is not often possible.  

 
 
 

Athletics Armour Check Penalty 
You exploit your reserves of stamina and determination to 
great effect both on and off the battlefield. The Athletics skill is 
used to encompass physical activities that rely on raw 
muscular strength such as jumping, running and lifting. 
 
Jump: You make an Athletics check to jump vertically to reach 
a dangling rope or a high ledge; or to leap horizontally from 
roof-top to roof-top or across giant stepping stones in a river of 
lava! The following DCs assume that you have a running start 
(move at least twenty feet in a straight line) before attempting 
the jump. If you do not have a running start then all DCs must 
be doubled. 
 
The speed you are moving may give you a bonus or penalty to 
the Athletics check. If your Speed is 25 ft, 30 ft or 35 ft (i.e. 
most player characters) then no modifier applies. For every full 
10 feet your Speed is less than 30 you take a -5 penalty to the 
Athletics check. For every full 10 feet your Speed is greater 
than 30 you gain a +5 bonus to the Athletics check. 
 
The distance moved by jumping counts against your normal 
maximum movement in a round. So if your speed is 25 feet 
and you leap across a 30 foot chasm, then you will have to 
spend more than one action to do it. The section on Combat 
has more information on tactical movement such as this. 
 
Long Jump: This is a horizontal jump. At the midpoint of the 
jump, you attain a vertical height equal to one quarter of the 
horizontal distance. The DC for the jump is equal to the 
distance jumped in feet (see the table below). If your check 
succeeds then you land on your feet at the far end. If it fails by 
less than 5 then you have not cleared the distance but can 
make an Acrobatics check (DC 15) to grab the far edge of the 
gap. If you fail by 5 or more then you plummet to whatever fate 

awaits you. 
 

Long Jump Distance Athletics DC
1
 

5 feet 5 
10 feet 10 
15 feet 15 
20 feet 20 
25 feet 25 
30 feet 30 
1
 Requires a 20 foot running start. Without a running start, double 

the DC. 

 
High Jump: This is a vertical jump. The DC is equal to four 
times the distance to be cleared (see table below). This is the 
distance cleared by your feet. To determine if you can reach 
something while leaping, add your height + one third of your 
height to the result. 
 

High Jump Distance Athletics DC
1
 

1 foot 4 
2 feet 8 
3 feet 12 
4 feet 16 
5 feet 20 
6 feet 24 
7 feet 28 
8 feet 32 
1
 Requires a 20 foot running start. Without a running start, double 

the DC. 
 

 
Escape from a grab: You can use Athletics instead of Escape 
Artist to try and muscle your way out of a grab. See the rules 
for grabbing and grappling opponents in the section on 
Combat. 
 
Feat of Strength: You can make an Athletics check instead of 
a Strength check to perform a feat of strength such as bending 
a steel bar, breaking down a door or bursting restraints. The 
DC of the task is set by the GM, and is usually the Break DC 
of the item in question. Details of Break DCs are found in the 
equipment section. 
 
You may also make an Athletics check to temporarily lift or 
move weights that are beyond your normal carrying or lifting 
capacity. If you succeed at a DC 20 Athletics you can double 
your carrying or lifting capacity for one round. For each 
additional round of extraordinary lifting after the first you must 
make another Athletics check at a cumulative +5 to the DC – 
i.e. DC 25 in round two, DC 30 in round three and so on. 
 
Failure to move an extraordinary weight can have profoundly 
bad consequences. If you fail the Athletics check by 9 or less 
then you simply cannot move the additional weight. If you fail 
by 10 or more then you do yourself an injury.  Take 1d10 
damage, and you are slowed and weakened until you take an 
extended rest, or have healing magic cast upon you. 
 
Grappling: You may make an Athletics check instead of an 
Unarmed Strike check to try and grab hold of someone. Rules 
for grappling grabbing opponents can be found in the Combat 
section. 
 
Holding your breath: You can make an Athletics check 
instead of a Constitution check to hold your breath. See the 
entry for the Swim skill for information. The section on 
Adventuring has the rules for drowning and suffocation. 
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Running: A character can make an Athletics check instead of 
a Constitution check while running. The rules for running for an 
extended period of time can be found in the Combat section. 
 
Retry: A failed Athletics check usually has very bad 
consequences, so a retry is not often possible. 

 
 

Bluff (Cha)  
You can make the false appear to be true, the outrageous 
seem plausible, and the suspicious seem ordinary. The skill 
encompasses acting, conning, fast talking, misdirection, 
prevarication, and misleading body language. Use a bluff to 
sow temporary confusion, get someone to turn and look where 
you point, or simply look innocuous. 
 
A Bluff check is opposed by the target’s Insight check. If you 
are trying to bluff a number of targets, then you make one Bluff 
check and compare the result to the Insight checks of all your 
opponents.  
 
The target's Insight check is modified depending on how 
outrageous the bluff, and the individual's personal 
circumstances. Refer to the following table for check modifiers 
and examples of different kinds of bluffs: 
 

Example circumstances Insight modifier 
The bluff is believable, and it benefits 
the target to believe it. 

-5 

The bluff is believable and doesn't 
affect the target much. 

+0 

The bluff is a little hard to believe or 
puts the target at some risk. 

+5 

The bluff is hard to believe, or puts the 
target at significant risk. 

+10 

The bluff is way out there, almost too 
incredible to consider. 

+20 

 
Two circumstances can weigh against you: the bluff is hard to 
believe, or the action that the target is asked to take goes 
against its self-interest, nature, personality, orders or the like. 
If it’s important, you can distinguish between a bluff that fails 
because the target doesn’t believe it and one that fails 
because it just asks too much of the target. For instance, if the 
target gets a +10 bonus on its Insight check because the bluff 
demands something risky, and the Insight check succeeds by 
10 or less, then the target didn’t so much see through the bluff 
as prove reluctant to go along with it. A target that succeeds 
by 11 or more has seen through the bluff. 
 
A successful Bluff check indicates that the target reacts as you 
wish, at least for a short time (usually no more than a couple of 
rounds) or believes something that you want it to believe. Bluff, 
however, is not a suggestion spell.  
 
A bluff requires interaction between you and the target. 
Creatures unaware of you cannot be bluffed. Equally, you 
must be able to converse with the target using a means that 
target understands. Usually, this means that you must speak 
the same language. 
 
Feinting in Combat: As a standard action, you can attempt to 
use Bluff to mislead an opponent that you are currently fighting 
in mêlée combat. Make a Bluff attempt opposed by an 
enemy's unmodified Insight check. If you are successful, you 
gain Combat Advantage against the foe until the end of your 

next turn. 
 
You can make a feint attempt multiple times during a single 
battle or encounter, but never more than once against a 
particular foe. 
 
The Improved Feint feat allows you to make a feint attempt as 
a Move action instead of a Standard action. 
 
Create a Diversion to Hide: As long as you are not actively 
engaged in mêlée combat, you can make a Bluff check to 
create a diversion to hide. Make a Bluff check with a DC equal 
to the Passive Insight of all foes who have you in their line of 
sight. If that succeeds then you may make a Stealth check 
with a DC equal to the Passive Perception of the same foes.  
 
The act of creating the diversion and hiding is one standard 
action. In order to hide there must be something in the 
immediate vicinity that you can either hide in, or hide behind 
(i.e. there must be cover or concealment available). If there is 
no cover or concealment available your Stealth check 
automatically fails. 
 
If you succeed in the check, then you are hidden from your 
foes until you choose to reveal yourself, or until you are 
discovered by foes actively searching for you. You can attempt 
to move and remain hidden as long as you continue to have 
cover or concealment. See the Stealth skill for more 
information. 
 
Retry: Generally, a failed Bluff check in social interaction 
makes the target too suspicious for you to try again in the 
same circumstances, but you may retry freely on Bluff checks 
made to feint in combat, or attempt to hide. 

 
 

Climb (Str) Armour Check Penalty 
Scale the Cliffs of Insanity, reach the second floor window of 
the local burlesque house, struggle out of a pit trap with only 
your ego bruised. It's the climb skill: what more explanation do 
you need? 
 
With a successful Climb check, you can advance up, down, or 
across a slope, a wall, or some other steep incline (or even a 
ceiling with handholds) at half 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. 
 
Climbing is part of movement, so making a climb check is 
usually part of your Move action for the turn. 
 
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. A climber’s kit 
(see Equipment) gives you a +2 circumstance bonus on Climb 
checks. 
 
While climbing you grant Combat Advantage to all your 
opponents. If you take damage while Climbing then you must 
immediately make a Climb check (against the DC of the wall or 
slope) or fall. 
 
The DC of a Climb check is dependent upon the nature of the 
surface that is to be climbed. Check the DC on the following 
table: 
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Example surface or activity Climb DC 
A slope too steep to walk up, or a knotted rope 
with a wall to brace against, or a high ladder. 

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 some narrow 
handholds and footholds, such as a typical 
wall in a dungeon or ruins. 

25 

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

30 

An overhang or ceiling with handholds but no 
footholds. 

30 

A perfectly smooth, flat, vertical surface cannot 
be climbed. 

--- 

 

 
The DC of the check can be modified by other conditions as 
far be found on this table: 
 

Example surface or activity Climb DC 
Modifier 

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

-10 

Climbing a corner where you can brace 
against perpendicular walls. 

-5 

Surface is slippery. +5 
 

 
Making 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 3 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.  
 
Catching Yourself When Falling: If you fall when climbing 
you can attempt to catch hold and save yourself by making 
another Climb check as a free action. The DC of this check is 
the DC of the surface you were climb (including modifiers) 
+20. If you fall from a slope instead of a wall, then the DC is 
only the surface DC +10. If you succeed you are have fallen 
ten feet and taken no damage. 
 
Catching 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 attack roll against the falling 
character. You would probably attack with the Unarmed Strike 
skill, but other skills such as lasso, whip or heavily-serrated 
axe could be used at the GM's discretion. 
 
The difficulty of the attack roll is DC 10 (assuming the falling 
character isn't trying to avoid you; if he is the DC equals the 
character's Reflex Defence). 
 
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 or her 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. 
 
Climb Speed: Some creatures, such as spiders, have a Climb 
speed. This means that they can climb at their full movement 
rate and do not grant combat advantage while climbing. They 
still need to make Climb checks, but normally gain a +8 racial 
bonus to the skill, and can always Take 10 on the roll. Such 
creatures can use the run action while climbing, provided that 
they climb in a straight line. 

 
 

Craft (Varies)  
While there are those who can sew on a button or put up a 
shelf, you are a craftsman. You are a highly skilled master of a 
particular craft or trade. Your work is of extremely high quality 
and in demand by discerning clientele. You may take on 
apprentices, and one day you may make your fortune without 
ever drawing a sword or casting a spell. 
 
Like Spellcraft, Knowledge, Perform, and Profession, Craft is 
actually a number of separate skills. For instance, you could 
have the skill Craft (carpentry). Your ranks in that skill don’t 
affect any Craft (pottery) or Craft (leatherworking) checks you 
might make. You could have several Craft skills, each with its 
own ranks, each purchased as a separate skill. 
 
A craftsman knows how to use the tools of his trade, how to 
perform the craft’s daily tasks, how to supervise untrained 
helpers, and how to handle common problems. He normally 
pays his apprentices 1 sp per day, in addition to the training 
that he gives them. 
 
A Craft skill is specifically focused on creating something. If 
nothing is created by the endeavour, it probably falls under the 
heading of a Profession skill. The following, are example craft 
skills, along with the governing ability score, and the sort of 
income such a craftsman would make on a daily basis. 
 
Armoursmithing (Str): An armoursmith constructs armour 
from materials he obtains. This skill is used to construct any of 
the non-magical armours listed in the game, however a 
character's equipment, skill and culture will limit the types of 
armour a smith knows how to make. For example, a Norandon 
armourer would be able to reproduce a set of splint mail if he 
sees it, but wouldn't necessarily know how to make one off his 
own back. 
 
Armoursmithing implies some knowledge of leatherworking 
and blacksmithing in as far as the armourer can create leather 
and metal armours. However, the armoursmith is not a trained 
tanner or a blacksmith, although he can probably make a 
better attempt at shoeing a horse than your average brewer. 
The income of an armoursmith is based on commission. Some 
are wealthy, but most live a middle-class lifestyle, earning an 
average 1 gp per day. 
 
Basket-weaving (Dex): Basket-weavers are proficient at 
creating carrying devices, utensils and watertight baskets from 
dried grass, wicker, rope and hemp. This is a similar technique 
used in making and repairing nets, making repairs to thatch or 
even to knitting. Basket-weavers will have some 
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understanding of all these tasks. No-one ever got rich making 
baskets. The average basket-weaver makes about 3 sp per 
day. Basket-weavers are poor, but not destitute. 
 
Book-binding (Wis): A book binder is skilled at the practice of 
producing and binding books. If the technology exists, the 
book binder will know how to print using block type, to produce 
folios, to fold and sew a book, gather it into quartos (or 
octavos), stitch on a protective cover, engold the pages, 
emboss the covers and so on and so forth. For their work, 
book binders will require specialised equipment, including a 
book press. The average book-binders earn about 5 sp per 
day but some can earn considerably more. 
 
Bow-making (Wis): Bow-making incorporates the skills of a 
bowyer (bow maker) and a fletcher (arrow maker). Such 
individuals can make straight arrow shafts, and are skilled at 
the layering and laminating that is required to make powerful 
composite bows. Some bow-makers will cast their own arrow 
heads, but often this task is performed by a weaponsmith, and 
then the bow-maker assembles the finished article. Bow 
making is a skilled task, and usually paid for by commission. 
On average a bow maker probably enjoys an income just shy 
of an armoursmiths. He will earn about  1 gp per day on 
average. 
 
Blacksmithing (Str): Blacksmiths are capable of making tools 
and implements from iron (or other workable metal). They 
require a forge to do their work, a normal fire is incapable of 
reaching the required temperature to melt the raw materials. 
While some blacksmiths can make weapons or even armour, it 
is unusual to find a mere smith of great proficiency. For the 
purposes of this skill, blacksmiths are also accomplished 
farriers. The ability to shoe horses, also grants them small 
proficiency in the handling of such animals. The average 
blacksmith earns about 4 sp per day. One working on retainer, 
or for commission, could earn much more. 
 
Brewing (Int): You are trained in the art of brewing ales, beers 
and other strong drink. You can prepare brewing formulae, 
select quality ingredients, set up and manage a brewery, 
control fermentation, and age the finished product. Brewing is 
also the skill used to create fine wines and other alcoholic 
beverages of impeachable quality. The skill may (at the GM's 
discretion) also represent knowledge of growing and 
harvesting the ingredients necessary to produce alcohol, 
identification of common pests that attack such crops and so 
on and so forth. A brewer earns about 4 sp per day. 
 
Calligraphy (Int): Calligraphers are respected and skilled 
artisans of the written word. Such characters are illuminators 
producing expensive incunabula for a discerning clientele. 
Calligraphers can turn their skill to forgery and Craft 
(calligraphy) checks can be made instead of Profession 
(forger) checks, although the GM may impose a penalty to the 
die roll. A calligrapher can command roughly 1 gp per day on 
average. 
 
Carpentry (Str): The skill of making things from wood. 
Carpenters will be skilled at making door frames, pieces of 
furniture and perhaps timber frame houses. They can also put 
up shelves. The skill can also be used to whittle wood, and an 
accomplished whittler can make all manner of useful (and not 
so useful) nick-nacks from wood. Carpenters can expect to 
make between 3-4 sp per day for their skill. 
 
Cheese-making (Wis): Cheese makers are skilled at turning 

milk into a wide variety of dairy produce. They can make 
cheese, butter and cream, which are often sold on at a 
premium in mediaeval times. Expert cheese-makers may work 
to ancient family recipes to create special cheeses, that are 
unique to specific regions or countries. Who could resist a nice 
health slab of Gunstadtan granite-vein stilton? However, 
cheese makers are not rich. On average they would make 
about 3 sp per day. 
 
Cobbling (Wis): Cobblers make shoes, boots and all manner 
of footwear. They are skilled at cutting and sewing leather, and 
therefore their skills could (at the GM's discretion) be 
employed in the manufacture of clothes and the upholstering 
of furniture. Cobblers know how to work with soft leather, they 
do not know how to tan leather. A cobbler could try his hand at 
making a set of leather armour, brigandine or studded leather 
at a penalty to the roll. Cobblers usually charge for the service 
by the shoe. If an average figure is required, they earn 
approximately 4 sp per day. 
 
Gemcutting (Dex): A character with this proficiency can finish 
the rough gems that are discovered through mining. A 
gemcutter must work with a good light source and have an 
assortment of chisels, small hammers and specially hardened 
blades. A gemcutter must buy in the rough gems (which is 
often costly). Gemcutters often have some skill as jewellers, 
and have the skill to set gems onto gold rings or into necklaces 
or tiaras. They often have little skill in forging soft metals, and 
would normally contract that work to a skilled smith. Gem-
cutters can expect to make 2 gp per day if they are employed. 
However, working on their own and selling their creations for 
profit is much more lucrative. 
 
Leatherworking (Str): Leatherworking is the skill of tanning 
and treating leather so that it can be used to make armour and 
other useful items such as leather armour, backpacks, 
saddlebags, saddles and shoes. It is often a very smelly 
business. A leatherworker can produce the leather, but he's 
not necessarily skilled at putting it together into something that 
is useful. An armoursmith is proficient at making leather 
armour, a cobbler makes leather boots and so on. However, 
leatherworking does imply a degree of skill working with 
leather and, at the GM's discretion, checks for related activities 
such as those mentioned above, may be made with a penalty 
to the die roll. Leatherworkers can earn up to 5 sp per day. 
 
Locksmithing (Dex): The construction of locks of varying 
quality. Locks in HD&D are divided into five bands: Pitiful, 
Simple, Average, Good and Amazing. Highly accomplished 
locksmiths are required to create truly superior locks. 
However, all locksmiths can duplicate keys if they have an 
example of the original. Locksmiths are therefore skilled at 
working with metal, and may be able to duplicate some of the 
abilities of a blacksmith, with an appropriate penalty. 
Locksmiths require exacting skills and can command up to 1gp 
per day for their services. 
 
Painting (Cha): The act of painting a wall is a craft, although a 
very easy one. Characters with this skill are most likely to be 
limners: they excel at painting pictures of people or scenes. 
Highly trained limners can produce works of exquisite beauty 
that fetch significant sums of money (assuming an economy 
exists to support them). Successful limners are commissioned 
by rich nobles to paint portraits of themselves, their children or 
even favoured family pets. A limner usually earns about 6 sp 
per day, although the finished pieces of work can sell for much 
more. 
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Pottery (Dex): Potters are skilled at the making all manner of 
ceramics from clay or similar materials. A potter purchases 
clay and then works it on a wheel, moulding it into the desired 
shape. The work is then fired in an oven before being painted 
and decorated by the potter. Potters can earn about 6 sp per 
day by selling their wares. 
 
Sculpting (Cha): Sculptors work with hammer and chisels to 
create remarkable works of statutory from different types of 
stone. The art of sculpting requires an understanding of how to 
work and build with stone, and sculptors often make good 
stonemasons when times are hard. The average sculptor sells 
his creations for the equivalent of 6 sp per day. However, he 
can attain great wealth with the proper patron. 
 
Shipmaking (Int): Shipbuilding is a highly skilled vocation that 
combines a variety of other crafts and professions such as 
carpentry, rope work and engineering, as well as a knowledge 
of buoyancy, and the principles behind sailing ships. 
Numerous shipwrights will be employed to construct a vessel 
with the most gifted or accomplished (or most favoured) in 
charge of the project. Competition for contracts for merchant, 
fishing or naval vessels are intense. On a smaller scale, a 
shipmaker can probably use his skills to fashion a canoe, 
barge or small riverboat and affect repairs to such vessels. An 
accomplished shipmaker can earn many gold pieces in a day. 
However, apprentice shipmakers are not paid any better than 
labourers or carpenters (1-4 sp) while their 'learn their trade'. 
 
Stonemasonry (Str): A stonemason is able to build structures 
from stone so that they last many years. He can do simple 
stone carvings, such as lettering, columns, and flourishes. The 
stone can be mortared, carefully fitted without mortar, or 
loosely fitted and chinked with rocks and earth. A stonemason 
equipped with his tools (hammers, chisels, wedges, block and 
tackle) can build a plain section of wall one foot thick, ten feet 
long, and five feet high in one day, provided the stone has 
already been cut. A stonemason can also supervise the work 
of unskilled labourers to quarry stone; one stonemason is 
needed for every five labourers. Stonemasons earns between 
3 sp and 5 sp per day. 
 
Trapmaking (Dex): The character can make simple snares 
and traps, primarily to catch small game. These can include 
rope snares and spring traps. A skill check must be rolled 
when the snare is first constructed against the set Craft DC. 
Setting the trap also requires a Craft (Trapmaking) check, but 
this time the DC is the Passive Perception of the creature you 
are trying to trap. 
 
If the check to build the trap fails, then the trap fails to work 
because of some mechanical fault. If the second check fails to 
beat the target's Passive Perception, then there is nothing 
wrong with the trap itself, but the trap setting was at fault. 
perhaps the character left too much scent in the area, or put 
the trap in too obvious a place The exact nature of the problem 
does not need to be known. 
 
The character can also attempt to set traps and snares for 
larger creatures: tiger pits and net snares, for example. This 
skill is also used to rig man-traps. These can involve such 
things as crossbows, deadfalls, spiked springboards, etc. The 
procedure is the same as that for setting a large snare. The list 
of dungeon traps inherited from D&D are all possibilities for the 
skilled trap maker. Trapmakers can earn about 4 sp per day, 
although what they catch might net them significantly more. 

 
Craft (trapmaking) overlaps with Survival, and gives the 
character a broad understanding of the habits of oft-trapped 
animals as well as proficiency in using rope. At the GM's 
discretion, this skill can be used in place of Survival or 
Profession (sailor) when tying knots.  
 
Weaponsmithing (Str): This highly specialised proficiency 
enables a character to perform the difficult and highly exacting 
work involved in making metal weapons, particularly those with 
blades. Given the right materials and culture, a weaponsmith 
can forge a weapon using a variety of materials (iron, cold 
iron, adamant, mithril and so on), and add alchemical silver 
over weapons that need to used against certain abhorrent 
supernatural creatures. Weaponsmiths share many skills in 
common with blacksmiths and armoursmiths. Weaponsmiths 
usually work by commission. On average they would earn 
upwards of 1 gp per day. 
 
Weaving (Dex): A weaver can also be referred to as a tailor or 
a seamstress. Such characters are skilled at making and 
creating clothing from wool, cotton and other materials. 
Weavers can spin thread and yarn. They may also have skill in 
dyeing wool and fabrics. Weavers, tailors and knitters barely 
take home more money than unskilled labourers. They would 
earn about 2 sp per day. 
 
Crafting Items: Crafting an item is not usually accomplished 
quickly. The complexity of the item as well as the required skill, 
time and raw materials all affect how swiftly and how efficiently 
an item can be produced. For very simple items (e.g. spoons) 
the Craft check represents construction of a batch of items 
rather than a single item. 
 
In game terms, all items listed in the Equipment section have 
their own Craft DC. This DC, the result of your Craft check and 
the market price of the item determines how long it takes to 
make an item and, potentially, how much it costs you. 
 
HD&D is not a game of complex economics. Use the following 
steps to work out how much time and money it costs to craft 
an item: 
 
1. Find the item's market price in the Equipment section. 

Convert the price from gold to silver pieces (1 gp = 10 sp). 
2. Find the item's Craft DC, also from the Equipment section. 
3. Pay one third of the item's price for the cost of raw 

materials. 
4. Make an appropriate Craft check. The check represents 

one week's work.  
 
If your Craft check succeeds, then multiply the check result 
with the Craft DC of the item. If the result × the DC equals the 
price of the item is sp, then you have completed the item. 
 
If the result × the DC is greater than the item cost in sp, then 
you have completed the item in less than a week. Reduce the 
time proportionately. If you roll double or triple the result, you 
complete the item in a half or a third of the time respectively. If 
you roll seven times the item's cost then you have completed 
the item in one day. 
 
For a more precise figure take market price of the item in sp as 
a proportion of the result of the Craft Check × Craft DC. For 
example a market price 500 sp and a (Craft Check × Craft DC) 
result of 1000 would make the market price 50% of the check 
result. The item would therefore be constructed in 50% of a 
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week (or 3½ days). Such a degree of exactitude is seldom 
required. 
 
If you fail the Craft check by 4 or less, then you simply make 
no progress over the course of the week. If you fail the check 
by 5 or more, then you ruin half the raw materials and have to 
pay half the raw material cost again. 
 
Example of a Craft Check: Pootle the Weaponsmith is highly 
skilled,  and has +8 to Craft skill. He decides to make a heavy 
crossbow, which has a craft DC of 15. Pootle needs a 7 or 
more to succeed at the check. Pootle makes his roll and gets a 
19 for a craft check of (19+8) 27. 
 
We multiply this result by the DC of the crossbow (15 × 27) for 
a total result of 405. The market price of a heavy crossbow is 
50 gp (or 500 sp), so despite Pootle's fantastic roll he hasn't 
finished the thing in one week. He has 95 sp worth of 
crossbow left to make. 
 
At the beginning of the second week, Pootle rolls his Craft 
check again. This time he only rolls a 9, for a check result of 
17. However, this is still a success. The DC × Check result (15 
× 17) comes to 255. More than the 95 that Pootle needed. He 
definitely finishes the crossbow in the second week. But when 
in the second week? 
 
You could say that 255 is about three times the result Pootle 
needed so he finishes the crossbow in a third of the week – or 
about two days. Or you could be more precise. 
 
Proportionately, 95 is 37% of 255: (95÷255)×100. This means 
Pootle finishes the crossbow in just 37% of the week, or 2.59 
days. Therefore it takes Pootle nine full days to make the 
crossbow. He finishes just after lunch on the tenth day. 
 
 
Rushing your craft: 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 check. 
 
Making Masterwork Items: An item of masterwork quality 
commands a significantly higher price tag, but they take much 
longer to make and only the most gifted craftsmen can create 
such masterpieces. 
 
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: 
either half the cost of the item or 300 gp, whichever is more. 
It's craft DC is the Craft DC of the non-masterwork version of 
the item +10. Once both the standard component and the 
masterwork component are completed, the masterwork item is 
finished. Note: 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. 
 
For example, a heavy crossbow has a cost of 50 gp (500 sp) 
and a craft DC of 15. The masterwork component of crossbow 
has a cost of 300 gp (3000 sp) and a craft DC of 25. Only once 
you have crafted the crossbow and its masterwork component 
is the item finished. Obviously, this is an abstraction. 
 
Only masterwork items can be enchanted with magic. Items of 

a lesser quality are not strong enough to hold the incantations. 
 
There are also degrees of masterwork items. Make a note of 
all the checks you roll when constructing a masterwork item. 
And then compare the average result to the following table: 
 

Average Craft Check Masterwork Bonus 
20 +1 
25 +2 
30 +3 
35 +4 
40 +5 
45 +6 

 
The masterwork bonus is a non-magical bonus that is applied 
to some aspect of the item's use. If it is a weapon then it is 
applied to attack rolls. If it is a suit of armour then it is applied 
to the armour check penalty. Tools take the masterwork bonus 
as a bonus to a particular related still. Masterwork thieves 
tools would, for example, confer the masterwork bonus onto 
Disable Device checks. If you roll badly, it is possible to create 
a masterwork item that doesn't confer any bonus at all. 
 
Magic and the Craft Skill: In some cases, the fabricate spell 
can be used to achieve the results of a Craft check with no 
actual check involved. However, you must make an 
appropriate Craft check when using the spell to make articles 
requiring a high degree of craftsmanship (jewellery, swords, 
glass, crystal, and so forth). 
 
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. For instance, 
a successful Craft (bowmaking) check might be required to 
make straight arrow shafts. 

 
 

Diplomacy (Cha)  
Use this skill to persuade the chamberlain to let you see the 
king, to negotiate peace between feuding barbarian tribes, or 
to convince the ogre mages that have captured you that they 
should ransom you back to your friends instead of twisting 
your limbs off one by one. 
 
Diplomacy includes etiquette, social grace, tact, subtlety, and 
a way with words. A skilled character knows the formal and 
informal rules of conduct, social expectations, proper forms of 
address, and so on. This skill represents the ability to give 
others the right impression of oneself, to negotiate effectively 
and to influence others. 
 
The Diplomacy skill is primarily used to change the attitude of 
others, so that they view you more favourably. It's not about 
lying (that's the Bluff skill), Diplomacy is all about convincing. A 
character who looks upon you favourably is more inclined to 
help you, or to offer information freely. 
 
Check: Attempts to change the opinions of others, or mollify 
their anger, should be determined by roleplaying in the first 
instance. Regardless of how laconic the player may be, he 
must articulate a reasoned argument, or at least give the GM 
reason to believe that he is trying to be diplomatic. If the 
argument is convincing enough, the GM may grant a bonus to 
the diplomacy check, or dispense with the need for a check 
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entirely. Of course the reverse is also true, and a poorly 
executed attempt at diplomacy may result in automatic failure. 
 
For those times when players and GMs need to fall back on 
the rules, the GM must determine which of the following five 
categories the NPC falls into: 
 

Hostile: Hostile characters will happily take risks to hurt 
you. These characters wouldn't spit on you if you were on 
fire. They are keen to attack and kill you. They will interfere 
to prevent you obtaining your goals just because they can. 
It's probably best to stay away from hostile characters. 
Unfriendly: Individuals who wish you nothing but ill. Such 
characters may decide to simply avoid you, or they may 
deliberately mislead you, or trick you into dangerous 
situations. They are inherently suspicious of you, and will 
spread scurrilous lies about you when your back is turned. 
Unfriendly characters never deliberately put themselves at 
risk to hurt you. 
Indifferent: Most people are indifferent. They don't care 
much about you one way or the other. Such characters 
deliver any socially expected interaction, but don't expect 
them to do you any favours. It's more than their job's worth. 
Friendly: These characters wish you well. They are happy 
to chat, advise and stand up for your interests. They will 
help you in your endeavours, but draw the line at risking 
their necks. 
Helpful: These good eggs will actively risk their lives to 
help you. They are not suicidal and they are not your 
pawns, but they will protect your wounded body, offer 
healing and back you up in a crisis. 

 
You make a Diplomacy check against a DC equal to the 
target's Will Defence. If you are addressing a group, then you 
make one roll and compare the result to the Will Defence of 
each target in the area. 
 
If you succeed in the Diplomacy roll then the target's attitude 
toward you is improved by one step. For example, a Hostile 
character can be made simply Unfriendly (and unlikely to 
attack you), or an Indifferent character could be made 
Friendly. 
 
For every 5 points by which your check result exceeds the DC, 
the character’s attitude toward you increases by one additional 
step (e.g. Indifferent to Helpful). 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, as 
you inadvertently annoy or offend the target: "You know, 
Nicos, this reminds me of the time I slept with you mother…"  
 
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. 
 
The subject of a successful Diplomacy attempt will probably 
retain their new, higher, opinion of you for several hours 
unless you do something to upset them. At the GM's 
discretion, the NPC's new regard for you may last indefinitely, 
or it may only last minutes. It all depends on the 
circumstances. 
 

What Diplomacy is not: Diplomacy is not a charm spell. A 
successful roll cannot compel a target to do anything. You 
might make the target well disposed to you, you might even 
make them sympathetic to you, but you cannot force them to 
do anything that they would not, or feel they cannot, do. Even 
a Helpful character may not render the assistance you wish, if 
doing so puts his loved ones in danger. 
 
It is up to the GM to adjudicate what requests can be made of 
an individual who has been subject to a successful diplomacy 
check. There are no mechanics for this. Success Depends on 
what the GM knows of the plot, the personality of the NPC, 
and how that NPC will react in certain situations. 
 
Action: Diplomacy relies on cool, reasoned argument and 
intelligent discussion. Attempting to use diplomacy to alter the 
attitudes of others usually takes at least one minute. It is not 
the sort of thing you can do in the heat of combat. Sometimes 
a check represents a much longer period of time. 
 
If you try to rush diplomacy (perhaps you are trying to break up 
the fight between two angry barbarians) then you can make 
the check as a standard action, but you take a -10 penalty to 
the roll. 
 
Try Again: You can try, but further attempts at diplomacy on 
the same NPC are useless, unless the situation has drastically 
changed. Even if the initial Diplomacy check succeeds, the 
other character can be persuaded only so far, and a retry may 
do more harm than good. If the initial check fails, the other 
character has probably become more firmly committed to his 
position, and a retry is futile. 
 
Other characters trying a diplomacy check on the same NPC 
for the same ends, will probably face a similar result. At the 
very least the GM would impose a hefty penalty to their 
diplomacy check. 

 
 

Disable Device (Dex) Armour Check Penalty 
Trained Only 

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. 
 
Disarming and Disabling: You can examine a fairly simple or 
fairly small mechanical device and disable it. The effort 
requires at least a simple tool of the appropriate sort (a pick, 
pry bar, saw, file, etc.)  
 
Your GM makes the Disable Device check for you secretly, so 
you don’t necessarily know whether you’ve succeeded. The 
DC depends on how tricky the device is. Disabling (or rigging 
or jamming) a fairly simple device has a DC of 15; more 
intricate and complex devices have higher DCs. 
 
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 spring 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 1-4 rounds or minutes of use). 
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Device Time 
(rounds) 

Disable 
Device 

DC 

Example 

Simple 1 15 Jam a lock 
Tricky 1d4 20 Sabotage a wagon wheel 
Difficult 2d4 25 Disarm or reset a trap 
Extreme 2d4 30 Disarm a complex trap, 

cleverly sabotage a 
clockwork device 

 
If you beat the DC of a device by 5 or more, you can choose to 
leave no trace of your tampering. 
 
If you beat the DC of a trap by 10 or more, then you can study 
the trap, figure out how it works, and bypass it (along with your  
companions) without disarming it. 
 
Open Locks: The effort requires at least a simple tool of the 
appropriate sort (a pick, pry bar, blank key, wire, or the like). 
Attempting an Open Lock check without an appropriate tool is 
practically impossible. If the GM is feeling kind he may allow at 
attempt, but increase the DC of the task by +10. Attempting to 
pick a lock is a standard action. 
 

Lock Quality Disable Device DC 
Pitiful 20 
Simple 25 
Average 30 
Good 35 
Amazing 40 

 

 
Retry: If you fail to disable a device it is often not possible to 
retry because something resoundingly bad (and possibly fatal) 
has happened to you. If this is not the case, and 
circumstances allow it, you may attempt to try again. 
 
You may retry picking a lock round after round if you have the 
time to do so. However, if you fail the Open Lock roll by 10 or 
more then you damage the lock. This adds +10 to the DC of 
future Open Lock attempts, and makes it impossible to open 
the lock using the key. 
 
Disable Device and Magic: The disable device skill has no 
effect on magical wards and locks. If something is bound by 
magic then only brute force or a spellcaster armed with dispel 
magic can bypass the defence. 

 
 

Disguise (Cha)  
You are skilled at using make-up, props, wigs and various 
other props to alter the appearance of yourself or someone 
else. Perhaps you work for a reputable theatre, or perhaps 
your skill is put to other, more nefarious purposes.  
 
A mundane disguise can make you seem one  foot shorter or 
taller. You can conceal your build and appear thinner or fatter 
than you actually are. However, you cannot change your body 
type. A bipedal creature must remain a bipedal creature. 
 
Your Disguise check result determines how good the disguise 
is, and it is opposed by the passive Perception of those who 
see you. If you don’t draw any attention to yourself, then there 
is no reason why even those that succeed with their passive 
perception checks would be suspicious. However, some 
characters are paid to be suspicious (such as a guard who is 
watching commoners walk through a city gate). Such 

individuals will make active Perception checks against a DC 
equal to your Disguise check. 
 
You get only one Disguise check per use of the skill, even if 
several people are making 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 
in part on how much you’re attempting to change your 
appearance: 
 

Disguise Disguise Check Modifier 
Minor details only +5 
Different gender -2 
Different race -2 
Different age category1 -2 
1
 Penalty applies per step of difference between your actual age 

category and your disguised age category. The steps are: Young, 
Adulthood, Middle Age, Old Age and Venerable. 

 
All the penalties in the table are cumulative. A teenaged 
human trying to disguise himself as a venerable female dwarf 
would take a -12 penalty to his disguise check. 
 
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 below. Furthermore, 
they are automatically considered to be suspicious of you, so 
opposed checks are always called for. 
 

Familiarity Perception Bonus 
Recognises on sight +4 
Friend of associate +6 
Close friend +8 
Intimate +10 

 
Usually, an individual makes a Perception check to see 
through your disguise immediately upon meeting you and 
every hour thereafter. If you casually meet many 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 usually takes between 10 and 30 
minutes depending on the complexity of the disguise. If the 
disguise is particularly ambitious it may take longer. 
 
Try Again: You may attempt to reapply a failed disguise, but 
once others know that a disguise was attempted they'll be 
more suspicious. 
 
Magical Disguises: Disguise Self, and many other illusion  
spells grant a +10 bonus on Disguise Checks to appear as a 
specific individual. Normally you can use an illusion to disguise 
yourself as a generic example of a particular race and gender 
without the need for a disguise check. See the individual spell 
descriptions for more information. 
 
Mundane disguises are far from useless, however. 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. 
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Escape Artist (Dex) Armour Check Penalty 
Use this skill to slip out of bonds or manacles, wriggle through 
tight spaces, or escape the grip of a monster or creature that 
has grabbed you. 
 
Escaping from Restraints: An adventurer's life is not an easy 
one. More often than not he finds himself tied up or chained 
up, sometimes involuntarily. However, a quick burst of double-
jointed desperation is sometimes all that is required to turn the 
tables of your captor. 
 
The DC to escape manacles and similar restraints is set by the 
construction of the item. Usually this can be anything from DC 
30 to DC 40 depending on the quality of the restraints. 
 
If you are tied up with rope, then the escape DC is set by the 
binder's skill check +10. The binder gets this hefty bonus 
because it is much easier to tie someone up than it is to 
escape from being tied up. There is no formal Use Rope skill 
in HD&D; the ability to tie knots is actually a sub-set of several 
different skills. Skills such as Survival and Profession (Sailor) 
provide a knowledge of tying rope, and are the most common 
skills that might be used in this instance. Other skills might 
also be used, at the GM's discretion. 
 
Trying to escape from manacles or rope takes one minute. If 
you fail you cannot normally try again unless circumstances 
change – a bound companion aids you in your escape, or you 
manage to crawl to that rusty nail protruding from the 
floorboards. 
 
You can escape from a net as a standard action by making a 
DC 20 Escape Artist check. If you fail you can try again next 
round but the DC of the escape attempt increases by +5 with 
each failed roll. Alternatively, you can escape from a net 
without making a check as long as you take a minute to do so. 
 
 
Escaping a Grab: You can use Escape Artist to try and slip 
out of a grab or grapple attempt. See the rules for grabbing 
and grappling opponents in the section on Combat. Escaping 
from a grab is a Move action. If you fail to escape from a grab 
you can try again as long as you have the necessary actions 
remaining. 
 
 
Squeezing through tight spaces: If you want to squeeze 
through a tight space that will accommodate your head, but 
not your shoulder (such as a thin chimney) then you can make 
an Escape Artist check at DC 30. A successful check enables 
you to move half your Speed through the confined space. 
 
If you fail to make a roll to squeeze through a tight spot, you 
can try again. As long as you are not being actively opposed 
you can keep trying until you get it right. You may even Take 
20 on your roll (as long as time is on your side). 
 
Escape Artist and Magic: The Escape Artist skill can be used 
as a means to escape various magical spells and effects. 
Details of whether you can use Escape Artist, and how you 
can use the skill, are included in each individual spell 
description.  
 
Try Again: You can make another check after a failed check if 
you’re squeezing your way through a tight space. You can 
feasibly make multiple attempts to  escape a grab or grapple 
attempt. You can make repeated attempts to escape a net with 

the an escalating penalty to the skill. However, you only get 
one attempt to escape if you are tied up or similarly restrained. 

 
 

Fly (Dex) Armour Check Penalty 
Trained Only 

You are skilled at flying, either through the use of wings or 
magic, and you can perform daring manoeuvres while 
airborne. Before you get too excited, note that this skill does 
not give you the ability to fly. 
 
You can perform manoeuvres while flying. Without making a 
check, a flying creature can remain flying at the end of its turn 
as 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 check. The difficulty of these manoeuvres 
varies, as noted on the following table. 
 

Flying Manoeuvre Fly DC 
Move less than half speed, and remain flying 15 
Hover 20 
Turn up to 90º by spending 5 ft of Speed 20 
Turn 91-180º by spending 10 ft of Speed 25 
Fly up at angle of greater than 45º 25 

 
Attacked While Flying: You do grant combat advantage while 
flying. If you are flying using wings and you take damage while 
flying, you must make a DC 15 Fly check to avoid losing 10 
feet of altitude. 
 
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 30 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 the Wind Effects table. “Checked” 
means that creatures of that size or smaller must succeed on 
a DC 25 Fly check to move at all as long as the wind persists. 
“Blown away” means that creatures of that size or smaller 
must succeed on a DC 30 Fly check or be blown back 2d6×10 
feet. If this blows a character into a solid object, or another 
character, then collision damage is inflicted. This check must 
be made every round the creature remains airborne. If the 
creature succeeds in the check to avoid being blown away, 
then the wind still checks him. He must then make the DC 25 
Fly check to move in a desired direction. 
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Wind Speed (mph) Checked 
Size 

Blown 
Away 
Size 

Fly 
Penalty 

Light (0-10) --- --- --- 
Moderate (11-20) --- --- --- 
Strong (21-30) Tiny --- -2 
Severe (31-50) Small Tiny -4 
Windstorm (51-74) Medium Small -8 
Hurricane (75-174) Large Medium -12 
Tornado (175+) Huge Large -16 

 

 
Attacking when Flying: No special rules govern attacking 
while flying. As long as you have a weapon, ability or spell 
available and you are within range, then you can attack 
normally. The tricky thing about flying is getting yourself into 
the right position in the first place. 
 
Two flying characters who succeed at their Hover checks can 
fight in mêlée just as easily as if they were standing on solid 
ground. However, many airborne creatures cannot (or choose 
not to) hover. In these circumstances combat becomes a 
series of passing attacks. 
 
A flying creature that must take a move action to get into 
position to attack another creature in mêlée (regardless of 
whether the target is in the air or on the ground) ends their 
movement for the round at the point they make the attack. If 
the attack was against an airborne foe, then the attacker may 
resume moving with its next move action (indeed, he may 
have to resume moving or fall from the sky). If the attack was 
against a ground-bound foe, then the flying attacker has 
probably landed briefly after making the attack, and may take 
a move action the following round to get airborne once more. 
 
Flying away from a ground-bound foe without taking the 
Withdraw action provokes an opportunity attack, in the same 
way that all such movement provokes an attack. 
 
Flyers who have the Fly-by Attack feat do not need to end their 
movement for the round at the point they attack. See the 
section on feats for more information. 
 
Action: Making a Fly check is either part of your Move action, 
or not an action at all. 
 
Try Again: Normally you if you fail a check to perform a 
manoeuvre then you can try again on subsequent rounds. Of 
course circumstance may have changed, and you may not be 
in any state to try again. 
 
Fly Speed: Some creatures, such as birds or dragons, have a 
Fly speed. Creatures with a fly speed can always Take 10 
while flying, even if they are performing a tricky manoeuvre. 
Such creatures can use the run action when flying as long as 
they fly in a straight line. Additionally, such creatures receive a 
bonus (or penalty) to their Fly skill depending on their 
manoeuvrability: 
 

Creature Manoeuvrability Fly Modifier 
Clumsy -10 
Poor -5 
Average 0 
Good +5 
Perfect +10 

 

 
Fly and Magic: A number of magical spells and supernatural 
abilities (such as a druid's wildshape) may confer the ability to 

fly. As soon as the spellcaster casts a spell of flight (or the 
druid turns into a bird) the character is considered to be 
trained in the Fly skill. Additionally they receive a bonus to 
their skill depending on the manoeuvrability class of the 
creature whose form they have taken, or the spell they  have 
cast. 
 
Being trained in the Fly skill is not the same as having a Fly 
Speed. Spellcasters and druids cannot Take 10 on all Fly 
checks as naturally flying creatures can. They must roll in 
adverse conditions. 
 
Special: You cannot take this skill without a natural means of 
flight or a reliable means of flying every day (either through a 
spell or other effect, such as a druid’s aforementioned 
wildshape ability). 

 
 

Handle Animal (Cha)  
This skill turns you into a friend to all animals. You can use the 
skill to instruct trained animals, drive a team of horses pulling a 
wagon over rough terrain, teach a dog to guard, or teach a 
tyrannosaurus to beg for food. 
 
Use this skill to teach an animal a suite of related tricks that it 
can then perform on command. The total number of tricks an 
animal can learn is dependent upon its intelligence, and it 
takes one week to teach an animal a trick, assuming that the 
trainer spends about three hours each day with the animal. 
 
Horses and dogs are the most common animals trained in 
mediaeval times, but on the world of Iourn all manner of 
fantastic beasts are available. Only creatures with animal 
intelligence (1-2) can be trained with this skill, so no training 
the party paladin to fetch – no matter how stupid he may be. 
 
The DC of the Handle Animal check is dependent upon what 
you are trying to achieve, and also the nature and demeanour 
of the animal you are attempting to influence. Find an 
appropriate DC from the table below: 
 

Task Handle Animal DC 
Handle an animal 10 
Train an animal 20 or 25 
Push an animal Train DC +5 
Rear a wild animal 20 or more 

 

 
Handle an Animal: This task involves commanding an animal 
to perform a task or trick that it knows. For instance, to 
command a trained attack dog to attack a foe requires a DC 
10 Handle Animal check. If the animal is wounded in any way , 
the DC increases by 5. If your check succeeds, the animal 
performs the task or trick on its next action. Trainers can 
always Take 10 on attempts to handle an animals that they 
themselves have trained. 
 
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 in 
any way, the DC increases by 5. 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 one week of work and a successful Handle Animal 
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check against the indicated DC. An animal with an Intelligence 
score of 1 (such as a snake or a shark) can learn a maximum 
of three tricks, while an animal with an Intelligence score of 2 
(such as a dog or a horse) can learn a maximum of six tricks. 
 
At the indicated DC, the animal may be taught to accept 
commands from only one person (the trainer himself), or from 
all people. If the trainer wants to teach the animal to accept 
commands from a different number of people then add +2 to 
the DC for every person above one. For example, getting the 
animal to obey commands from five different people would add 
+8 to the Handle Animal check. 
 
Possible tricks (and their associated DCs) include, but are not 
necessarily limited to, the following: 
 
Attack (DC 25): The animal attacks apparent enemies. You 
may point to a particular creature that you wish the animal to 
attack, and it will comply if able. Normally, an animal will attack 
only humanoids, monstrous humanoids, giants, or other 
animals. Teaching an animal to attack all creatures (including 
such unnatural creatures as undead and aberrations) counts 
as two tricks. Warhorses, riding dogs, guard dogs and other 
animals trained for combat, hunting or guarding already know 
this trick when they are purchased. 
 
Come (DC 20): The animal comes to you, even if it normally 
would not do so (following you onto a boat, for example). 
Warhorses, riding dogs and other animals trained for combat 
already know this trick when they are purchased. Animals 
trained for riding, or heavy labour know this trick when they are 
purchased. Performing animals also know this trick. 
 
Defend (DC 25): The animal defends you (or is ready to 
defend you if no threat is present), even without any command 
being given. Alternatively, you can command the animal to 
defend a specific other character. Warhorses, riding dogs, 
guard dogs and other animals trained for combat or guarding 
already know this trick when they are purchased. 
 
Down (DC 20): The animal breaks off from combat or 
otherwise backs down. An animal that doesn’t know this trick 
continues to fight until it must flee (due to injury, a fear effect, 
or the like) or its opponent is defeated. Warhorses, riding 
dogs, guard dogs and other animals trained for combat, 
hunting or guarding already know this trick when they are 
purchased. 
 
Fetch (DC 20): The animal goes and gets something. If you do 
not point out a specific item, the animal fetches some random 
object. Animals trained for hunting already know this trick 
when they are purchased. Performing animals also know this 
trick. 
 
Guard (DC 25): The animal stays in place and prevents others 
from approaching. Warhorses, riding dogs, guard dogs and 
other animals trained for combat or guarding already know this 
trick when they are purchased. 
 
Heel (DC 20): The animal follows you closely, even to places 
where it normally wouldn’t go. Warhorses, riding dogs and 
other animals trained for combat or riding already know this 
trick when they are purchased. Performing animals also know 
this trick. 
 
Perform (DC 20): The animal performs a variety of simple 
tricks, such as sitting up, rolling over, roaring or barking, and 

so on. Performing animals will already know this trick when 
they are purchased. 
 
Seek (DC 20): The animal moves into an area and looks 
around for anything that is obviously alive or animate. Animals 
trained for hunting already know this trick when they are 
purchased.  
 
Stay (DC 20): The animal stays in place, waiting for you to 
return. It does not challenge other creatures that come by, 
though it still defends itself if it needs to. Performing animals 
and those trained to be ridden, will already know this trick 
when they are purchased. 
 
Track (DC 25): The animal tracks the scent presented to it, 
assuming the animal has the ability to do so. Animals trained 
for hunting already know this trick when they are purchased. 
 
Work (DC 20): The animal pulls or pushes a medium or heavy 
load. Animals trained for heavy labour know this trick when 
they are purchased. 
 
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. 
 
The DC of this task is either 20 or the animal's Will defence, 
whichever is higher. The check is made after six months 
rearing the animal. 
 
Action: Handling an animal is a move action, while pushing an 
animal is a standard action. (A druid or ranger can handle her 
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 may attempt to use this skill on a creature with 
an Intelligence score of 1 or 2 that is not classified as an 
Animal. The DC of the any such check increases by 5. Such 
creatures have the same limit on the tricks they know as 
animals do. 
 
Characters with the Animal Companion talent (notably druids 
and rangers) gain a +5 bonus on Handle Animal checks 
involving the companion creature. In addition, such creatures, 
may know several bonus tricks in addition to the ones granted 
to them by their native intelligence. 
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Heal (Wis)  
Use this skill to keep a badly wounded friend from dying, to 
help others recover faster from wounds, to keep your friend 
from succumbing to a wyvern’s sting, or to treat disease. 
 
A character with the heal skill is the nearest thing to a doctor 
that the world of Iourn has. A healer's skill is based on 
observation and experience; he has no magical powers. 
Healing may seem a pointless endeavour in light of the divine 
powers of many churches, but magical healers are few and far 
between. Very often, this skill is the only thing that stands 
between a patient and death. 
 

Task Heal DC 
Diagnose ailment 15 or more 
First Aid 15 of 20 
Long-term care 20 
Treat Poison Poison's DC 
Treat Disease Disease's DC 
Treat Wound Wound's DC 

 
Diagnose Ailment: A successful Heal check at DC 15 will 
identify what ailments a patient is suffering from. A healer 
would know if any bones were broken, if the patient has been 
poisoned or suffering from any disease or infection. The higher 
the roll, the more information the healer will gain. Some 
obscure wounds or diseases might require a higher initial Heal 
Check, at the GM's discretion. 
 
First Aid: First aid does not restore hit points to a wounded 
character. However, you can use it to clear a wound and 
prevent infection, reset broken bones and pop dislocated limbs 
back into their sockets. It is DC 15 to use Heal in this manner. 
 
You also use first aid to save a dying character. If a character 
is unconscious and having to make stabilisation checks, a 
successful heal check at DC 20 will stabilise that character. A 
stabilised character stops having to make their own 
stabilisation checks, but does not regain any hit points. 
 
However, if you attempt to stabilise a dying character and your 
check fails the target DC by 10 or more, you actually do more 
harm than good. The character automatically fails one of his 
stabilisation checks. If this is the third failure then he dies, and 
it's all your fault. 
 
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. 
 
You must spend at least eight hours per day caring for the 
patient, and the patient must not take any strenuous activity 
during this time. 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 Poison: To treat poison means to tend a single 
character who has been poisoned and who is going to take 
additional affects from the poison. Some poisons inflict poison 
damage every round, others are slower to act and debilitate 
the character over time; still others might have a very specific 
effect such as blindness or insanity. As long as you continue to 
tend the patient, every time the poisoned character makes a 
Fortitude saving throw against the poison, you make a Heal 

check. The poisoned character uses your check result or his 
saving throw, whichever is higher. 
 
Using an anti-toxin (if one is available) gives the character a 
bonus to his Fortitude saving throw, but not the healer's Heal 
Check. 
 
Treat Disease: To treat a disease means to tend a single 
diseased character. Every time he or she makes a saving 
throw against disease effects, you make a Heal check. The 
diseased character uses your check result or his or her saving 
throw, whichever is higher. 
 
Treat Wound: Some wounds are nastier than others (broken 
limbs, crushed fingers or the Speed penalty inflicted by 
stepping on a caltrop) and so on. The HD&D rules treat these 
wounds in a similar manner to diseases. A character with a 
wound (categorised as light, serious or critical) can usually try 
to shake it off with a Fortitude saving throw. When the patient 
makes this saving throw, you make a Heal check. The 
wounded character uses your check result or his saving throw, 
whichever is higher. 
 
Action: Providing first aid is a standard action. Treating a 
disease, a wound or a poison takes at least 10 minutes. 
Providing long-term care requires 8 hours of light activity. 
 
Try Again: Varies. Generally speaking, you can’t try a Heal 
check again without proof of the original check’s failure. For 
instance, until a poisoned character makes a saving throw 
against the poisoned wound you’ve treated, you can’t know 
whether your Heal check was successful or not, so you can’t 
retry the check. You can always retry a check to provide first 
aid, assuming the target of the previous attempt is still alive. 

 
 

Insight (Wis)  

You can discern intent and decipher body language 
during social interactions. You are skilled at 
comprehending motives, reading between the lines, 
getting a sense of moods and attitudes, and determining 
how truthful someone is being. 
 

Think of Insight as the social counterpart of the 
Perception skill. A successful check lets you avoid being 
bluffed. You can also use this skill to assess someone's 
trustworthiness and take an educated guess as to whether 
they may be lying to you or not. 
 
If you have completely hit a stone wall in your investigations, a 
desperate GM may allow you to make an Insight roll to get a 
clue, or a hunch of the best way to proceed. This is not entirely 
inappropriate. Insight is the skill of knowing when something is 
"up", and having the wherewithal to do something about it. You 
can only make a Hunch roll if the GM permits it. 
 
You record your Passive Insight (10 + skill level) on your 
character sheet. The GM uses this as the target DC against 
other characters who are trying to lie to you. You can make an 
Insight check (your active insight) in any situation that you 
choose, but you must tell the GM that this is what you want to 
do. Making an active Insight check can take anything from a 
standard action to several minutes to complete. 
 
Some common DCs for the Insight skill are as follows: 
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Task Insight DC 
See through a bluff Foe's Bluff Check 
Sense Motives and Attitudes Foe's Will Defence 
Sense Enchantment 15 + 2/spell level 
Recognise Illusionary Effect 15 + 2/spell level 
Have a hunch 20 

 

 
See through a bluff: If someone attempts to bluff or lie to you, 
you use Insight to see through the deception. Refer to the text 
of the Bluff skill for a full description of how this works. 
 
Sense Motives and Attitude: Sometimes you want to get a 
general impression of a person: are they trustworthy? are they 
hiding something? are they trying to tell you something, but 
can't for fear of someone else in the room? In this case an 
active insight check is made against a target's Will Defence. If 
successful then you gain an insight into the NPC's character, 
as adjudicated by the GM. 
 
Sense Enchantment: You can tell if someone’s behaviour is 
being influenced by an enchantment effect (by definition, a 
mind-affecting effect), such as charm person, even if that 
person isn’t aware of it. The DC of the check is 15 + 2 per level 
of the spell (or DC 17 for a 1st level spell such as charm 
person). You must be actively looking for the deception. This is 
not something you will notice with your passive insight. At the 
GM's discretion the DC of finding some enchantment effects 
will be higher or lower than their level indicates, depending on 
the subtlety of the magic. 
 
Recognise Illusionary Effect: The GM might use your 
passive Insight check to determine if you notice the telltale 
signs of an illusion. This might stop you walking down the 
illusionary path that conceals the pit trap, or notice the platoon 
of heavily-armed hobgoblins lurking on the other side of that 
illusionary wall. As with enchantments, the difficulty is set by 
the level of the illusion spell, with a base DC of 15 + 2 per spell 
level. Particularly convincing or apt illusions may increase the 
DC, and particularly outrageous ones might decrease the DC. 
Noticing such an effect doesn’t break the illusion so you don't 
know that path is concealing a pit trap, you only know that the 
path isn't real. 
 
Action: Seeing through a bluff is either a standard action or 
not an action at all, depending on the circumstances. Getting 
information from your insight, such as gauging a target's 
character or sensing enchantment, takes at least a minute, 
and you could spend a whole evening trying to get a sense of 
the people around you. Recognising an illusionary effect is not 
an action, rather a side effect of keeping your wits about you. 
 
Try Again: You can always make an insight roll to oppose 
each bluff check made against you. If another character 
proves that an effect is illusionary (such as sticking his hand 
through an illusionary wall) then you can make a second 
Insight check (or Will saving throw) to disbelieve the illusion. 
You may not reroll any other use of the insight skill. 

 
 

Intimidate (Cha)  
There's something about you that just plain terrifies people. 
With a skilful combination of overt threats, displays of hostile 
prowess and blood-chilling rhetoric, you can loosen bowels 
and frighten others into helping you. The effect doesn't last 
long, but it's long enough for you to take advantage of their 
weak will and cowardice. 

 
You can use Intimidate to cow an opponent, and force him to 
obey your wishes. The DC of an Intimidate check is the 
target's Will Defence. If successful you shift the target's 
attitude toward you to Friendly. The target will give you 
information you desire, take actions that do not endanger it, or 
otherwise offer limited assistance to you. 
 
An intimidated character remains intimidated for no longer 
than an hour, even if you remain in its presence. After this 
time, the default attitude of the character shifts to Unfriendly 
(at best). The intimidated character may become an 
implacable enemy, or he may simply try to hide from you. 
 
The problem with Intimidate is that once you start to use the 
skill, there is no turning back. If you use Intimidate on a 
character (whether the roll is successful or not) the regard of 
that character has for you – and, perhaps, by extension you 
companions – is never restored, except through inspired acts 
of roleplaying. At best such characters become unfriendly, at 
worse, they plot to kill you. If you fail an intimidate check by 5 
or more, then the target is likely to give you incorrect or 
misleading information. 
 
Full details of the five attitude categories (Hostile, Unfriendly, 
Indifferent, Friendly and Helpful) can be found in the 
description of the Diplomacy skill. 
 
Demoralise Opponent: You can also use the Intimidate skill 
in mêlée combat to gain an advantage over your opponent. As 
a standard action, you may make an Intimidate check against 
a DC equal to the target's Will Defence. If you are successful 
then the target is shaken until the end of your next turn. A 
shaken character takes a -2 penalty to all skill checks 
(including attack rolls) and, ability checks. Various feats exist 
to augment the effect of demoralising an opponent. 
 
Try Again: Retries usually do not work. Even if the initial 
check succeeds, the other character can be intimidated only 
so far, and a retry doesn’t usually help. If the initial check fails, 
the other character has probably become more firmly resolved 
to resist the intimidator, and a retry is futile. Other characters 
can try to intimidate the target without penalty, but you can try 
again only with the GM's approval. 

 
 

Knowledge (Int) Trained Only 
Knowledgeable characters have a wealth of information on 
tap, some of which is often relevant to the task at hand. 
Knowledge allows you to remember useful pieces of 
information, or recognise a clue when the GM slaps you 
around the face with it. 
 
Like Craft, Perform and Profession, Knowledge encompasses 
a number of unrelated skills. Knowledge, represents a study of 
some body of lore, possibly an academic or even scientific 
discipline.  
 
Thirteen areas of Knowledge are highlighted as being 
particularly relevant to characters, but players are welcome to 
choose any knowledge they desire. Characters delving into 
bizarre or esoteric areas of study are choosing to invest 
resources into skills that may not come up all that often. It is 
the GM’s responsibility to make sure such an investment is not 
wasted.  The thirteen ‘core’ knowledge skills are as follows: 
Aberrant, Ancients, Architecture & Engineering, Arcana, 
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Draconic, Elemental, Fey, Geography, History, Nature, 
Nobility, Religion and Undead. These are explained further 
below. 
 
Knowledge Checks: Making a knowledge check to recall 
information does not require an action; you either know the 
information or you don't. When you make a Knowledge check 
to recall a piece of information, refer to the following table: 
 

Level of Knowledge Knowledge DC 
Common 10 
Hobbyist 15 
Specialist 20 
Expert 25 
Master Sage 30 
Highly Esoteric 35 
Lost to History 40 
Previously unknown 45 

 
Knowledge of the Hobbyist level (DC 15) is a moderate skill 
check for a first level character. DC 20 is a moderate check for 
a 10th level character, DC 25 is a moderate check for a 20th 
level character, DC 30 is a moderate check for a 25th level 
character. A 30th level character who had maxed out his ranks 
in knowledge, started with an Intelligence of 18, increased his 
intelligence at every opportunity and took the Skill Focus feat 
would still have to roll 16 on 1d20 in order to reach DC 45. 
 
This is quite deliberate. There are areas of knowledge that are 
so obscure that a PC simply cannot rattle off a string of facts 
on the roll of dice. Of course, a knowledge check of any DC 
can be circumvented by research into dusty tomes, or 
speaking to the insanely knowledgeable. Quests for such 
knowledge are often at the heart of an adventure. 
 
Specialisation: You can opt to specialise in an extremely 
narrow area of knowledge at the expense of your wider 
understanding. First select a Knowledge and then narrow your 
focus. You receive a bonus on Knowledge checks in your 
narrow field of expertise, and an equal penalty on all other 
checks with the Knowledge skill. The GM sets the penalty, in 
increments of 5. For example: 
 
Knowledge (Ancients) gives you a broad understanding of 
demons, devils, angels and the like. If you were to specialise 
in Demons then the GM would give you +5 on checks related 
to demons, and -5 on all other checks. If you specialised in a 
particular breed of demon (e.g. balors) then the GM could give 
you a +10 on checks regarding balors, and a -10 on all other 
checks with this knowledge skill (including checks regarding 
other demons). If you devoted your life to the study of one 
particular balor, then you would get a +15 bonus for checks 
related to that individual, and a -15 penalty to all other checks. 
 
You could spend ranks in both the narrow version of a 
knowledge skill and the standard version. A character could 
have five ranks in Knowledge (Ancients) and five ranks in 
Knowledge (Demons). He would get the +5 bonus for narrow 
knowledge in the Demons skill, but wouldn't take the penalty 
on other Ancients checks because he had paid for the skill 
separately. 
 
We now consider the twelve core knowledge skills of the 
HD&D game: 
 
Aberrant: You can identify creatures classified as aberrations 
(illithids, beholders, grell etc.). You gain an insight into these 

creature's lifestyle, habits, culture and ecology. A DC 15 check 
is usually required to properly identify a creature and reveal its 
most general traits.  A DC 20 check will give you greater 
insight into what it is capable of doing. Resistances and 
vulnerabilities are revealed with a DC 25 check. Particularly 
obscure creatures may require a higher DC. 
 
Knowledge (aberrant) also grants you an understanding of the 
nature, composition and character of the non-Euclidian Far 
Realm, or areas that mimic it. If you have Knowledge 
(aberrant) and Survival as class skills, then you may make 
Survival checks to endure and survive in the Far Realm. The 
difficulty of recalling information about the Far Realm starts at 
DC 25, and escalates at the GM's discretion. 
 
Ancients: You can identify creatures classified as ancients 
(demons, angels, devils, rakshasha, rilmani etc.). You gain an 
insight into these creature's lifestyle, habits, culture and 
ecology. A DC 15 check is usually required to properly identify 
a creature and reveal its most general traits.  A DC 20 check 
will give you greater insight into what it is capable of doing. 
Resistances and vulnerabilities are revealed with a DC 25 
check. Particularly obscure creatures may require a higher 
DC. 
 
Knowledge (ancients) also grants you an understanding of the 
so-called Outer Planes – areas of profound metaphysical 
beauty, and untold dangers. You know the lore of the Shining 
Light of Aduro, and the fetid depths of Barathrum. Planes 
crafted by the gods such as the Astral Sea, Arvandor and the 
World Forge are also under the purview of this skill; as are 
other realities such as the Great Dark, or the Dreamlands. The 
DC to recall information about the most well-known outer 
planes is DC 20. The difficulty then increases at the GM's 
discretion. 
 
If you have Knowledge (ancients) and Survival as class skills, 
then you may make Survival checks to endure and survive in 
the Outer Planes. 
 
Arcana: This is the study of the history of Magic in all its forms 
and guises. An arcana check can reveal historical knowledge 
and other insights into all traditions of magic: Arcane, Divine, 
Pact, Psionic and Song. It is also the knowledge that is used 
for considering ancient mysteries, deciphering cryptic phrases, 
codes and eldritch symbols. 
 
Knowledge (arcana) is also used to identify creatures that 
have been created by magic. Such creatures include 
constructs such as golems, and magically created beasts such 
as owlbears. A DC 15 check is usually required to properly 
identify a creature and reveal its most general traits.  A DC 20 
check will give you greater insight into what it is capable of 
doing. Resistances and vulnerabilities are revealed with a DC 
25 check. Particularly obscure creatures may require a higher 
DC. 
 
Some magical rituals and high level spellcasting talents may 
require a certain understanding of Knowledge (arcana). 
 
Architecture & Engineering: The knowledge of how to 
design, build and manage complicated structures and pseudo-
scientific machines. A character with this skill can lay plans for 
buildings, aqueducts, bridges and fortifications. The character 
need not get his hands dirty and construct the finished work 
himself (although most architects and engineers will have a 
related Craft skill). Often an architect or engineer's plans are 
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implemented by a massive workforce, operating under his 
direction. Characters with this skill can make a good living 
(upwards of 15 gp per day) simply by dint of their knowledge. 
 
However, such is not the life of your average PC. Fortunately, 
adventurers also find a knowledge of Architecture and 
Engineering to be very useful. The skill can be used to identify 
ancient buildings and structures from a variety of cultures, and 
to date them accordingly. A character with this skill can use his 
understanding of construction methods to extrapolate ancient 
building practices, and perhaps work out whether a structure 
contains any secret doors or secret rooms. He can also make 
an educated guess at how to operation any alien technologies 
that may be found in far off civilisations. 
 
Knowledge of architecture and engineering is also the closest 
thing that HD&D comes to a skill in mathematics. If a character 
wants to calculate distance or area, or estimate the probability 
of a particular event coming to pass (based on facts rather 
than faith), then engineering is the skill to roll on. 
 
This knowledge skill is also used to make the attack roll when 
firing enormous siege weapons such as the ballista,  
mangonel and trebuchet. If the operator does not have this 
skill, then the chance of hitting defaults to the base chance for 
the siege engine, which is often very low. 
 
Draconic: You can identify dragons, and those creatures that 
related to them such as dragonborn, linnorm and spawn of 
Tiamat. You gain an insight into these creature's lifestyle, 
habits, culture and ecology. A DC 15 check is usually required 
to properly identify a creature and reveal its most general 
traits.  A DC 20 check will give you greater insight into what it 
is capable of doing. Resistances and vulnerabilities are 
revealed with a DC 25 check. Particularly obscure creatures 
may require a higher DC. 
 
Knowledge (draconic) also grants you perspective on the 
unique position and role dragons have played (and continue to 
play) in the history and cosmology of Iourn. You have an 
understanding of the many planes of existence created by 
dragons such as the Maw of Io, the Mausoleum of Chronepsis 
and the Walk Between Worlds. The difficulty of recalling 
information about these planes starts at DC 25, and escalates 
at the GM's discretion. If you have Knowledge (draconic) and 
Survival as class skills, then you may make Survival checks to 
endure and survive in these draconic planes. 
 
Knowledge (draconic) may substitute for Knowledge (religion) 
in regard to knowledge about the history and mythology of 
draconic religions. Such checks are made at a -5 penalty. This 
skill grants no understanding of the services, rituals and 
practices of the religions. 
 
Elemental: You can identify creatures classified as elementals 
(pure elementals of the six elements, para-elemental 
creatures, grue, mephits, elemental archons, giants and so 
on). You gain an insight into these creature's lifestyle, habits, 
culture and ecology. A DC 15 check is usually required to 
properly identify a creature and reveal its most general traits.  
A DC 20 check will give you greater insight into what it is 
capable of doing. Resistances and vulnerabilities are revealed 
with a DC 25 check. Particularly obscure creatures may 
require a higher DC. 
 
Knowledge (elemental) also grants you an understanding of 
the Elemental Planes of Earth, Fire, Air, Water, Life and Death 

(often referred to as Terranor, Calafax, Zephyre, Sharrash, 
Vítaeous and Mortis respectively). You may also have an 
understanding of the nature and the sites of the vast Elemental 
Chaos, where the six elemental planes converge. The DC to 
recall information about the most well-known elemental planes 
is DC 20. The difficulty then increases at the GM's discretion. 
 
If you have Knowledge (elemental) and Survival as class skills, 
then you may make Survival checks to endure and survive in 
the "Inner Planes". 
 
Fey: You can identify creatures of Fey origin such as eladrin, 
elves, fairies, treants, murderwraiths, fomorians and so on. 
You gain an insight into these creature's lifestyle, habits, 
culture and ecology. A DC 15 check is usually required to 
properly identify a creature and reveal its most general traits.  
A DC 20 check will give you greater insight into what it is 
capable of doing. Resistances and vulnerabilities are revealed 
with a DC 25 check. Particularly obscure creatures may 
require a higher DC. 
 
Knowledge (fey) also grants you an understanding of the 
various seelie and unseelie realms that are scattered 
throughout reality, such as the Feywild and the Greymere.   
The DC to recall information about the most well-known faerie 
planes is DC 20. The difficulty then increases at the GM's 
discretion. 
 
If you have Knowledge (fey) and Survival as class skills, then 
you may make Survival checks to endure and survive in the 
fey realms. 
 
Geography: This is the ability to navigate from A to B with or 
without a map. A character with this skill understands the 
arrangement of countries, trade routes and has a general 
awareness of his physical place in the world. Geography also 
tells a character about modern cultures, demographics and 
social issues - but not necessarily about a country’s history. 
 
Geography comes “pre-specialised”. You must choose a 
geographical locale as the focus of your knowledge. This 
might be a very tight focus (e.g. Uris), or a very broad focus 
(Iourn). The DC of checks is based on the breadth of the 
subject. Geography checks to find something in Uris will be 
easier if you have Knowledge (Geography of Uris) than 
Knowledge (Geography of Norandor). However, it would be 
much harder to find your way around Timberlake. 
 
Normally selecting a continent would be appropriate (e.g. 
Urova, Hadrada). At that level of specialisation, checks to 
learn the relative position of towns and cities to one another 
would be Common (DC 10), general details of specific cities 
and locales would be Hobbyist (DC 15), and more specific 
details would be DC 20 and higher. 
 
History: You have a knowledge of events that happened in 
the past. You are also adept at interpreting those events, and 
looking through the rhetoric of deliberately inaccurate 
accounts. You have an incisive, enquiring mind. A knowledge 
of history often goes hand-in-hand with a high Insight skill. If 
the circumstances are right, A GM may allow a character to 
make a Knowledge (history) check instead of a Diplomacy 
check, but only in certain circumstances. 
 
Like geography, you must specialise in a particular area of 
history when you select this skill. The narrower the field, the 
easier the DCs in that field, but the harder it will be for you to 
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recall meaningful facts from the wider history of the world. 
 
A sound specialisation would encompass a particular region, 
country, or period of time (no more than two hundred 
seasons). The DC for recalling important facts from such a 
period are listed on the table above. Narrower or broader fields 
of study would decrease or increase the DC in increments of 
5. 
 
Nature: You can attempt identify all flora and fauna native to 
the world of Iourn. Creatures classified as Animals, Vermin 
and Plants fall into this category. A DC 15 check is usually 
required to properly identify a creature and reveal its most 
general traits.  A DC 20 check will give you greater insight into 
what it is capable of doing. Resistances and vulnerabilities are 
revealed with a DC 25 check. Particularly obscure creatures 
may require a higher DC, while very common creatures ("I'm 
telling you, it's a cow!") would have a lower DC. 
 
Knowledge (nature) also grants you an understanding of the 
natural world of Iourn. You understand the cyclical nature of 
life, the turning of the seasons and the waxing and waning of 
the moons. You appreciate the interconnected nature of Life, 
and how the greatest living things are dependent upon the 
weakest. The DC to recall information about the natural world 
starts at DC 15. The difficulty then increases at the GM's 
discretion. 
 
Knowledge (nature) is not required to make Survival checks in 
the natural world. It is considered the default state of the 
Survival skill. 
 
Nobility: Knowledge of nobility and royalty would normally be 
specialised to one royal house, or the governing political 
system in one country. Broader versions of the are skill 
possible, but would make a character's chance of knowing 
anything of interest about a specific noble or country 
increasingly difficult. The default level of specialisation would 
call upon a character to select the nobility of a particular 
country or empire to be the focus of his skill. 
 
The skill itself has a wide range of uses. It gives you an 
understanding of heraldry, so you can recognise various 
standards and banners. You can also recognise nobles, and 
know which titles, offices or sinecures each has at his 
disposal. You would understand the process of government 
and how the hereditary system works, if indeed there is one. 
 
This is also the skill you would use if you wanted to know the 
local laws and other conventions of society. Barristers, judges 
and other advocates require an understanding of this skill in 
order to do their job. 
 
The DC to recall a simple fact about the country you specialise 
in is DC 15. If you want information about a specific individual 
the DC rises to 20. More obscure facts command higher DCs. 
Add 5 to the DC if you want information about another country 
that uses a similar form of government, or has good relations 
with your country. Add 10 to the DC you want information 
about another country that is greatly removed (either through 
culture or geography) from your own. 
 
Religion: The religion skill must be focused into the beliefs 
and practices of a particular god, or pantheon of gods. 
Knowledge of other gods outside your immediate pantheon is 
still possible, but at an elevated DC. 
 

Within the general focus of this skill, you understand the myths 
and legends of a particular religion. You know about the 
religion's holiest artefacts, as well as the most important 
members of the clergy, both today and in the past. You know 
of the theology that drives the faith, and how the faith has 
influenced other beliefs (and been influenced by them in turn). 
 
Knowledge (religion) is an essential skill for clerics and 
paladins. Complicated rituals and ceremonies (such as 
weddings, funerals and blessings) all require a sound 
understanding of this skill. Although Knowledge (religion) 
grants no access to divine magic in and of itself, high ranks in 
this skill are required to unlock the most potent secrets of the 
faith (divine spells of the highest level). 
 
Undead: You can identify all manner of undead creatures 
such as skeletons, zombies, wraiths, wights, vampires, liches, 
ghosts and spectres. You can also identify creatures native to 
the Shadow realms that many not necessarily be undead 
themselves: such as the enigmatic shadar'kai. You gain an 
insight into these creature's lifestyle, habits, culture and 
ecology. A DC 15 check is usually required to properly identify 
a creature and reveal its most general traits.  A DC 20 check 
will give you greater insight into what it is capable of doing. 
Resistances and vulnerabilities are revealed with a DC 25 
check. Particularly obscure creatures may require a higher 
DC. 
 
Knowledge (undead) also grants you an understanding of the 
dark and ominous Shadowfell, and the ethereal realm that 
borders it. You may know the location of the ways into and out 
of the realm, as well as some its notable sites or domains of 
dread. The DC to recall information about the most well-known 
aspects of the plane is DC 20. The difficulty then increases at 
the GM's discretion. 
 
If you have Knowledge (undead) and Survival as class skills, 
then you may make Survival checks to endure and survive in 
the Shadowfell and its environs. 

 
 

Perception (Wis)  
You rely on your highly attuned senses to save you from 
perilous situations. You're the one who notices the bandits 
lurking in ambush, who can see through a disguise, detect the 
assassin sneaking up behind you, eavesdrop on private 
conversations, read lips, search a room (or a person) from top 
to bottom, and notice that monstrous centipede concealed 
under your bed. 
 
Perception is a broad skill that encompasses all five senses. It 
allows you to notice fine details, and alert you to danger. 
Often, the Perception skill is used to find hidden foes, and 
forestall the possibility of an ambush. 
 
You record your Passive Perception (10 + skill level) on your 
character sheet. The GM uses this as the target DC for other 
characters who are trying to avoid your notice. Your Passive 
Perception represents your general awareness, as long as you 
are conscious the GM always has to take your Passive 
Perception into account. Using Passive Perception is not an 
action. 
 
If you are actively searching an area for a person or an object, 
you must make a Perception check. Sometimes, the GM calls 
for a Perception check to notice a particular detail, even if you 
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are not actively searching at the time. Making a Perception 
check in reaction to an outside stimulus is usually a free action 
that you can take on your turn, or the GM can call for at any 
point in a round. 
 
Conducting an extensive search of an area can take several 
minutes, or even several hours at the GM's discretion. As a 
guide, it takes approximately one minute to search a five foot 
by five foot area, at the end of which a Perception check is 
called for. If the character is not rushed, then they may Take 
20 when performing a Perception check to search an area. 
 
Check: When you make a perception check, you are 
considered to be using all your available senses. You do not 
check once for vision, once for hearing and once for smell. For 
example, if you are trying to find a hidden character who is 
sneaking toward you, you make one Perception check 
opposed by the opponent's Stealth: not one check to 
determine if you see the foe, and another to determine if you 
hear him. 
 
If you cannot use a specific sense for any reason then you 
automatically fail any Perception checks that rely solely on that 
sense. For example, a ghost's movement is utterly silent – 
they can only be seen. A blind character could not make a 
Perception check to notice a ghost, unless the ghost was 
deliberately making a noise (speaking, or playing the tuba). 
 
The following tables suggest DCs for a number of outside 
stimuli that you can detect using the Perception skill. Often 
more than one sense could be used for the task. 
 

Task Perception DC 
Find hidden or sneaking creature Stealth DC 
Notice pick pocket Sleight of Hand DC 
Hear the noise of pitched battle 0 
Hear normal conversation 10 
Hear whispered conversation 20 
Read Lips 20 
Find concealed door or object 20+ 

 
Additional modifiers apply to base Perception DCs. Many are 
cumulative, so the chance of a sleeping character hearing 
something on the other side of his bedroom door is +15. 
 

Additional circumstances DC Modifier 
Distance to target +1 per 10 ft 
You are distracted (e.g. by a battle) +5 
You are asleep +10 
Significant background interference +5 
Overwhelming  background interference +10 
Sense activity on the other side of a door +5 
Sense activity on the other side of a wall +10 
Loss of key sense +10 

 
Reading Lips: To understand what someone is saying by 
reading lips, you must be within 30 feet of the speaker, be able 
to see him or her speak, and understand the speaker’s 
language. The base DC is 20, but may be higher at the GM's 
discretion. You must maintain a line of sight to the lips being 
read. 
 
If your Perception check succeeds, you can understand the 
general content of a minute’s worth of speaking, but you 
usually still miss certain details. If the check fails by 4 or less, 
you can’t read the speaker’s lips. If the check fails by 5 or 
more, you draw some incorrect conclusion about the speech. 

Your GM rolls your check secretly in this case, so that you 
don’t know whether you succeeded or missed by 5. 
 
Concealed Doors or objects: Traditional D&D is replete with 
hidden and secret doors. This is not really the case in HD&D. 
The difficulty of finding a hidden door or concealed nook is 
equal to the Craft check of the creator. Normally this will be 
about 20, but could be higher at the discretion of the GM. If 
you are looking for a hidden object, the difficulty is the Sleight 
of Hand check of the creature that hid the object, or 20 on 
average. 
 
Distance to target: The DC modifier for distance to target 
assumes there are no obstacles or structures between the 
character and the target. In terms of sight-based perception 
checks, it also assumes a sufficiently bright light source 
illuminates the entire area. If this is not the case, the distance 
over which a character can see may be dramatically curtailed. 
 
Distracted or asleep: A character engaging in mêlée combat 
is considered to be distracted. The DC of all perception checks 
taken by that character increase by +5. For a sleeping 
character, this increase is +10. These two modifiers are not 
cumulative. You cannot be distracted and asleep. Waking from 
sleep on the strength of a Perception check usually means you 
have heard something. Deaf sleeping characters probably 
wouldn't wake up unless someone stepped on them. If you 
succeed on a perception check to awake from sleep, you may 
act normally on the following round. 
 
Background Interference: This represents anything that 
overwhelms a pertinent sense. For example, a character 
watching a very loud concert from the front row is unlikely to 
hear the assassin sneaking up behind them. It's difficult to 
follow a scent through a rotting mound of rubbish and so on. 
 
Loss of key sense: There are times when the loss of one 
sense doesn't make it impossible to notice something, it just 
makes it significantly more difficult. For example, you are 
looking for a hidden thief. If that thief is standing still and not 
making any noise then the Perception check is dependent 
purely on your sight. If you are blind then you can't make the 
check at all. But if the thief starts to move, and sneaks away 
then the Perception check is dependent upon your sight and 
your hearing. 
 
In such a case a blind character could still make a Perception 
check to notice the thief because he might be able to hear him. 
However, his chance is obviously less than a character who 
has hearing and vision. In this case the GM adds +10 to the 
DC of the check. 
 
Using Other Senses: The Perception skill is biased toward 
sight and sound based checks because that is how humans 
(and most other PC races) tend to interpret the world. 
Normally, there are no game-relevant mechanics for the other 
senses, but there are always exceptions. 
 
Characters might be able to use perception to sniff out a 
particularly malodorous thief even if they cannot beat that 
thief's Stealth check with a Perception roll. Royal food-tasters 
might use Perception to detect poison in the food they eat – 
hopefully before they have eaten enough of it to kill them. 
 
There are also times when a PC is denied a certain sense by a 
spell or other circumstances. In these cases the GM may 
reasonably allow that player to substitute a different sense. A 
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blinded PC may not be able to see the pickpocket, but it's not 
unreasonable to suggest that he might have felt him. The GM 
sets the DC in these cases, and might make it higher or lower 
depending on the circumstances. The tables above are his 
guide. 
 
A Note on Scent: Scent is a racial trait common to many 
races and monsters, that gives those creatures a heightened 
sense of smell. Characters with the Scent trait can track by 
scent, and rely on their sense of smell for their Perception 
checks. 
 
To take the above example: Amalgaer the unlucky thief has 
fallen into a septic tank during a botched burglary. Pursued by 
the militia he hides himself in a rickety old abandoned house.  
He makes a Stealth check and scores 31. None of the 
pursuers searching for him can make a Perception check that 
high. The GM rules that Amalgaer is so smelly that a DC 15 
Perception check is all that is required to find him by smell. 
Those characters without the Scent racial trait can make the 
roll, and if they succeed they can smell Amalgaer and know 
that he's about somewhere. However, only characters with the 
Scent racial trait can use their sense of smell to actively track 
him down. Fortunately, the militia have a trained bloodhound 
called Flash, and Amalgaer is soon apprehended. 
 
Attacking things you can't see: These rules apply equally if 
you have been blinded, are fighting in darkness or simply 
facing an invisible foe. If you cannot see your opponent, then 
that opponent is considered to have Total Concealment. This 
means that all attack rolls against the target are made at a -5 
penalty. Full rules for attacking invisible creatures are found in 
the Combat section. 
 
However, before you can attack an invisible foe you must first 
find him. That is where the perception skill comes in. Using 
Perception to find unseen foes is very difficult indeed. If you 
are actively looking for an invisible foe, then you are 
considered to have lost a key sense (as noted in the table 
above). The DC to find the foe increases by +10 or, more 
accurately, all invisible characters get +10 to their stealth 
check. 
 
Even if you make the check then you still don't know exactly 
where the target is, but you do know the general area. You 
may still attack (at the penalty noted above). Area effect 
attacks (such as fireball) don't have a penalty to hit. For these 
attacks, knowing the general area is all you require. 
 
Action: Using passive Perception or making a Perception 
check is usually a free action. Trying to read lips takes at least 
a minute of uninterrupted observation. Using the skill to 
extensively search an area can take minutes or hours at the 
GM's discretion. 
 
Try Again: Yes. You can try to sense something you missed 
the first time as long as the stimulus is still present. 

 
 

Perform (Cha)  
You are a born entertainer. Be it your singing voice, your skill 
as an orator or your deft touch on the ukulele, you love to put 
on a show and amuse your allies and enemies alike. If you're 
good, your perform skill is also a handy source of income to 
fall back on in hard times. 
 

Like Craft, Knowledge, Spellcraft and Profession, Perform is 
actually a number of separate skills. For instance, you could 
have the skill Perform (act). Your ranks in that skill don’t affect 
any checks you happen to make for Perform (oratory) or 
Perform (string instruments). You could have several Perform 
skills, each with its own ranks, each purchased as a separate 
skill. 
 
Each of the nine categories of the Perform skill includes a 
variety of methods, instruments, or techniques, a small list of 
which is provided for each category below. These techniques 
are merely examples. A character with the Perform skill is 
considered to be equally proficient in all the techniques 
associated with that skill. 
 

• Act (comedy, drama, pantomime) 

• Comedy (limericks, buffoonery, mime) 

• Dance (ballet, waltz, jig) 

• Keyboards (harpsichord, piano, pipe-organ) 

• Oratory (epics, odes, story-telling) 

• Percussion (bells, chimes, drums, gong) 

• Sing (ballad, chant, melody) 

• Strings (fiddle, harp, lute, mandolin) 

• Wind (flute, pan pipes, recorder, shawm, trumpet) 
 
Influence Patron: If you are trying to impress a particular 
individual or group with your Perform skill, then the DC of the 
check is the target's Will Defence. In this respect, Perform 
functions in a similar manner to the Diplomacy skill, and can 
be used to improve an NPC's attitude to you. Consult the 
description of the five attitude categories that exist in HD&D. If 
you succeed in your Perform check, you can shift the attitude 
of the NPC by one step. 
 
For most Perform skills (music, dance) you alter the patron's 
attitude toward you. If you are successful you shift the attitude 
category up by one step toward friendly. However, characters 
with Act, Comedy, Oratory or Sing can try to influence an 
NPC's regard for a third party. And these performers can 
choose to shift attitude either up, or down. 
 
For example, the bard Alessandre is performing at the court of 
the Sultan Ethik El Kadiz in the great city of Alabann. She 
suspects the Grand Vizier of being a malificent, and seeks to 
poison the sultan to him. If she succeeds in her perform check 
she can move the sultan's attitude to the vizier by one step: 
from Friendly to Unfriendly. 
 
Unlike the Diplomacy skill, Perform can never be used to shift 
an attitude category by more than one step. The new regard 
instilled by the use of the Perform skill lasts as long as the 
Diplomacy skill (anything from a few minutes to life). Changing 
the regard of a third party is unlikely to last very long, unless 
the wronged party does something to cement the new opinion. 
 
Earn a Living: If a performer is simply intent on using his 
talents to earn a living, then he can do so. Using the perform 
skill in this way takes anything from a few hours to an entire 
day. Often a performers spends an evening performing.  A 
character may not make more than one perform check to earn 
a living each day. 
 
Perform checks can usually only be made in prosperous cities. 
Performers can earn a lot of coin, but only if the economy 
exists to support them. The DCs using the Perform skill in this 
manner are as follows: 
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Perform 
DC 

Performance 

10 Barely competent, you might as well use the 
lute as a begging bowl. You earn 1d10 cp/day 

15 A routine performance. Nothing too special but 
enough to earn you 1d10 sp/day. 

20 Enjoyable performance. You read the mood 
and work the crowd. Earn 2d20 sp/day. 

25 Great performance. You earn 3d10 sp/day, and 
in time you may be invited to join a professional 
troupe and may develop a regional reputation. 

30 Memorable performance. You can earn as 
much as 1d6 gp/day, and you may come to the 
attention of noble patrons and develop a 
national reputation. 

35 Extraordinary performance. There are few in 
your generation who can match you. Earn 3d6 
gp/day. You may come to the attention of 
distant patrons, or even extraplanar beings. 

40 Perfection. You are unsurpassed in your time. 
Performers of this calibre can often name their 
price. 

 

 
Try Again: Yes. Retries are allowed, but they don’t negate 
previous failures, and an audience that has been unimpressed 
in the past is likely to be prejudiced against future 
performances. (Increase the DC by 2 for each previous 
failure.) 

 
 

Profession (Varies) Trained Only 
Worse than all the multi-limbed horrors of the darkest 
dungeon: you have to earn your living. You are part of the 
daily grind, trained to prostitute your skills to 'The Man'. But if 
you are clever, you can also rely on these skills to aid you in a 
new career as an adventurer. 
 
Like Spellcraft, Knowledge, Perform, and Craft, Profession is 
actually a number of separate skills. For instance, you could 
have the skill Profession (sailor). Your ranks in that skill don’t 
affect any Profession (miller) or Profession (lumberjack) 
checks you might make. You could have several Profession 
skills, each with its own ranks, each purchased as a separate 
skill. 
 
While the Craft skill represents ability in creating or making an 
item, a Profession skill represents an aptitude in a vocation 
requiring a broader range of less specific knowledge. Any 
trade or occupation that does not physically manufacture a 
product comes under the umbrella of the Profession skill. 
 
Characters actively practicing their Profession are usually paid 
a wage. This wage is based on their skill modifier, not on their 
skill checks (or their skill ranks). Profession checks are usually 
made to determine the success of activities directly related to 
your profession, not to see how much money you make. 
 
The level of proficiency is divided into five categories, as listed 
in the table below. Each of these categories is dependent on 
your Professions skill check, for example a character with +16 
in his Profession (sailor) skill modifier is considered to be an 
Expert in his chosen field. These categories are the basis of 
calculating a worker's wage. 
 
 

Proficiency Profession skill modifier 
Apprentice 1-7 
Journeyman 8-11 
Specialist 12-15 
Expert 16-19 
Master 20 + 

 
The following are example Profession skills, along with the 
governing ability score, and an estimated wage depending on 
one's proficiency in the skill: 
 
Advocate (Int): An advocate is a barrister, skilled in 
implementing the rule of law in a courtroom setting. Some 
advocates will tire of representing cases and go on to become 
judges or even secure lucrative sinecures unrelated to their 
profession. 
 
Profession (advocate) is very similar to Knowledge (nobility 
and royalty), although it has a narrower focus. The profession 
skill grants a character an understanding of the bar and the 
laws of the land, as well as experience in how to make them 
best serve the character. The exact role an advocate plays in 
the legal system will vary from country to country. 
 
This skill can also substitute for the Diplomacy skill when used 
in a courtroom setting. If used in the real world, a character 
can still use it instead of Diplomacy, but takes a -5 penalty to 
the skill check. 
 
The average advocate's daily wage would be 1 gp 
(apprentice), 2 gp (journeyman), 5 gp (specialist), 10 gp 
(expert) and 20 gp (master). 
 
Apothecary (Int): An apothecary has a firm understanding of 
the medicinal remedies that can be harvested from the natural 
world. Such characters may have their own shops, or they 
may sell their wares from a basket or the back of a wagon. 
Although apothecaries can be skilled herbalists in their own 
right, and brew the required tinctures, poultices and remedies 
from the back of their shops, often they are just the public face 
of a larger operation. Apothecaries may commission 
characters with the Heal or Survival skill to go out into the 
wilderness and gather the required materials. 
 
Profession (apothecary) can be used in place of the Heal skill  
when it comes to the treatment of poison, disease or wounds. 
Apothecaries can also check on their skill to diagnose an 
ailment and to use first aid or give long-term care: although 
these checks are made at a -5 penalty. Profession 
(apothecary) can also be used instead of Knowledge (nature) 
or Survival, if used to recognise and identify natural herbs, 
poisons and remedies. 
 
The average apothecary's daily wage would be 5 sp 
(apprentice), 1 gp (journeyman), 2 gp (specialist), 5 gp (expert) 
and 10 gp (master). 
 
Assessor (Int): An assessor can tell the difference between 
an antique and old junk. He can estimate the market value of 
an item, and recognise fakes. The DC to find the value of an 
item is usually DC 15, although it can be lower or much higher 
depending on the nature of the item. An ancient elvish 
heirloom from the time of Cyryth Allavorean might require a 
DC 35 Profession (assessor) check to identify correctly. Failing 
to appraise the value of a common item (DC 15 or lower) 
results in an estimate of between 50% and 150% of the true 
value. Failure to identify a more esoteric item simply means 
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the character cannot make an estimate. Assessors can 
estimate the value of any item, although many will specialise in 
certain specific fields (such as furniture, weapons, jewellery 
etc). 
 
If the assessor is looking at a fake item, then the assessor is 
pitting his skill directly against the aptitude of the counterfeiter. 
In this case an opposed roll is made, usually against the Craft 
skill used to make the fake. If the assessor succeeds then he 
spots the fake. However, spotting a fake is not the same thing 
as correctly valuing an item. A second check would be 
required for that. 
 
It takes approximately ten minutes to assess a common item 
(DC 15 or less). More esoteric items will take longer, 
depending on the expertise of the assessor and the resources 
available. As a guide it takes one hour to assess a DC 20 item; 
add an additional hour for each +5 in difficulty. A DC 40 item 
would take about five hours. 
 
Consulting a trained assessor may seem costly, but it usually 
pays dividends in the long run. A consultation fee usually costs 
1 gp per hour, whether successful or not. Extremely renowned, 
or specialised, assessors will charge more. Assessors are 
usually well connected, and can arrange for expensive items 
to be sold. The charge for this service is usually 1% of the sale 
price of the item, or 1 gp per rank in the Profession (assessor) 
skill, whichever is more. 
 
Profession (assessor) is a trained only skill. However, those 
who have a related skill to the item at hand can make a check 
as if they were assessors. For example, someone with 
Weapon Proficiency (heavy blades) can estimate the value of 
a greatsword; someone with Knowledge (draconic) could 
estimate the market price of a dragon egg. If you attempt to 
assess an item without using the Profession (assessor) skill, 
you take a -5 penalty to the skill check.. 
 
Some rich merchants or nobles may pay to have an assessor 
on their staff. In this case the assessor is paid a daily wage of 
1 gp (apprentice), 2 gp (journeyman), 5 gp (specialist), 10 gp 
(expert) or 20 gp (master). 
 
Boatman (Str): A boatman is a skilled navigator of rivers and 
inland waterways. They are adept in piloting rafts, canoes, 
rowing boats, punts and barges. This skill also implies a 
degree of geographical knowledge. Profession (boatman) can 
be used in place of Knowledge (geography) but only in regard 
to river travel. Profession (boatman) can be used instead of 
Profession (sailor) but with a -5 penalty to the roll. 
 
Such pilots usually own their own boat, which they rent out to 
take paying customers from point A to point B. They may 
make a living ferrying passengers across a river, or they may 
undertake special commissions and lead adventures deep into 
a dangerous swamp. 
 
Normally, it is not necessary to make a Profession (boatman) 
check, unless the boat is trying to manoeuvre itself through 
adverse conditions. Wind is seldom a factor to river travel, so 
inland boatmen usually only need to consider the speed of the 
current. If the boat is travelling on anything other than still 
water  then a Profession (boatman) check must be made to 
avoid floundering. This check can be made once per day, once 
per hour or once per minute depending on circumstances and 
the GM's discretion. 
 

Condition Boating DC 
Calm water 10 
Rough water 15 
Rapids 20 
Extreme Rapids 25 
Waterfall 30 
Unstable load +5 

 
You add your vessel's seaworthiness rating to the your skill 
check. If the check is failed then the boat begins to sink. Full 
details of navigating and controlling waterborne vessels can be 
found in the section on vehicles. 
 
Even if you avoid floundering, the current may be strong 
enough to sweep you in a different direction. Make another 
Profession (boatman) check in this case. Remember to include 
your vessel's shiphandling modifier when you make a skill 
check. 
 

Circumstance Boating DC 
Steer in vigorous current 15 
Steer in dangerous current 20 
Steer in irresistible current 30 
Moving against the current +5 

 
If you are trying to move against the current and you fail the 
skill check by 4 or less then you hold your position. If you fail 
by 5 or more then you are swept backwards. 
 
The average boatman's daily wage would be 2 sp (apprentice), 
5 sp (journeyman), 1 gp (specialist), 2 gp (expert) and 5 gp 
(master). Although prices may vary wildly depending on the 
commission and the degree of risk. 
 
Book-keeper (Int): Book-keepers are skilled accountants with 
a gift for tallying figures and navigating their way through the 
local tax system. Profession (book-keeper) is a good fit for any 
check that requires an understanding of mathematics, and can 
be used for that purpose. 
 
Book-keeper are often employed by merchants to keep the 
accounts in order. Highly skilled book-keepers can command 
high wages because they are able to find loop holes in the tax 
system, and allow their masters to profit financially from ill-
thought out statutes. Unscrupulous book-keepers may be 
employed by criminal empires to launder money back into the 
regular economy. 
 
The average book-keeper's daily wage would be 1 gp 
(apprentice), 2 gp (journeyman), 5 gp (specialist), 10 gp 
(expert) and 20 gp (master). 
 
Cook (Int): Although all characters probably have rudimentary 
cooking skills, someone with Profession (Cook) is a culinary 
master. Such characters have a good understanding of how to 
prepare food (which includes skinning or plucking game). They 
can make pastries, cakes and all manner of succulent repasts. 
 
Call for a check to identify herbs and spices, or other 
ingredients that could be used in cooking. A Profession (Cook) 
check can also be used to gauge knowledge of meal-time 
etiquette -  such as which spoon to use for the soup. The base 
DC for checks such as this is 15. The skill can also be used to 
detect the presence of poison in food with a difficulty equal to 
the DC of the poison in question. 
 
If the cook is creating a particularly lavish or ambitious meal 
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then a cooking check is appropriate. The DC for this check 
could be 15, 20, 25 or higher depending on the nature of the 
meal. A successful check may influence your guests (use the 
table from the Diplomacy skill) but you can only push the 
target up one category. 
 
The average cook's daily wage would be 5 sp (apprentice), 1 
gp (journeyman), 2 gp (specialist), 5 gp (expert) and 10 gp 
(master). 
 
Driver (Dex): A driver is adept at controlling wagons, traps, 
chariots and similar vehicles. A Profession (Driver) check can 
be made instead of the Handle Animal skill. And indeed this 
skill can also be used instead of Handle Animal or Knowledge 
(Nature) go care for and train the sort of animals that usually 
pull such vehicles – usually horses in most settings. 
 
However, unlike Handle Animal, you cannot use Profession 
(Driver) to train animals to perform tricks that are not 
associated with the act of pulling a vehicle. It is a far less 
versatile skill in that regard. 
 
Profession (Driver) can also be used to maintain the vehicle. A 
character with this skill can change a wheel, repair a broken 
axel and generally keep moving even in the most adverse 
conditions. Such a character would also know how to navigate 
by road, although he wouldn't be able to find his way off the 
road. 
 
The average driver's daily wage would be 2 sp (apprentice), 5 
sp (journeyman), 1 gp (specialist), 2 gp (expert) and 5 gp 
(master). 
 
Farmer (Wis): This is an extremely broad skill that 
incorporates elements of Survival, Handle Animal and 
Knowledge (Nature). A character with this skill has a fair 
understanding of agriculture and animal husbandry. 
 
Farmers can train dogs, horses and other domesticated 
animals as if they had the Handle Animal skill; they can predict 
the weather as if they had the Survival skill; they understand 
the domesticated animals, plants and crops as if they had he 
Knowledge (Nature) skill. 
 
However, Profession (Farmer) cannot replace any of those 
skills. A farmer may know how to care for a sick cow, or a 
shear a sheep, but he doesn't know anything about the habits 
or behaviour of wild animals. He can plant and tend corn, but 
he can't identify poisonous mushrooms. He can predict the 
weather, but he can't forage for food in the wilderness. 
 
The amount of money a farmer makes is largely dependent 
upon the system of agriculture being used. In mediaeval times 
all members of a village might have worked a common field 
and grown their own food in it. In this scenario farmers barely 
earn more than unskilled labourers. In more advanced 
societies this idea of common land was done away with in 
favour of enclosing farm land. This was much more profitable, 
but there were fewer farmers and (therefore) far more 
labourers. 
 
On average, the daily wage a reasonably successful farmer 
could hope to make would be 5 sp (apprentice), 1 gp 
(journeyman), 2 gp (specialist), 5 gp (expert) and 10 gp 
(master). However, farmers aren't paid daily, or even weekly. 
They are dependent upon seasonal crops and sales giving 
them sufficient money to allow them to live for the rest of the 

year. If times are hard, then farmers are among the first to feel 
it. 
 
Forger (Int): A forger uses his precision and exactitude to 
create counterfeit written materials. He might fake a written 
order from the duchess instructing a gaoler to release 
prisoners, devise a receipt for services that never took place, 
or create an authentic-looking treasure map. Forgers are also 
skilled at detecting the forgeries of others. 
 
Forgery requires writing materials appropriate to the document 
being forged, enough light or sufficient visual acuity to see the 
details of what you’re writing, wax for seals (if appropriate), 
and some time. To forge a document on which the handwriting 
is not specific to a person (military orders, a government 
decree, a business ledger, or the like), you need only to have 
seen a similar document before. To forge a signature, you 
need an autograph of that person to copy. To forge a longer 
document written in the hand of some particular person, a 
large sample of that person’s handwriting is needed. 
 
The Profession (forger) check is made secretly, so that you’re 
not sure how good your forgery is. The check is not made until 
someone examines the work. Your Profession (forger) check 
is opposed by the Profession (forger) skill of the person who 
examines the document to check on its authenticity. In certain 
situations, the GM may allow the examiner to make an Insight 
roll instead - particularly if they know the hand of the supposed 
author particularly well. Once you make a Profession (forger) 
check, that check is used against anyone who looks at the 
document. No rerolls are possible, but a forgery that fails to 
fool one person may still fool someone else. 
 
Forging a quick note takes about a minute. More complicated 
documents may take several hours. The cost of materials must 
be met by the forger. Forgers need to be able to read and 
write the script of the document to be forged, and should really 
be able to speak the language if they want to do a good job. 
 

Condition Forgery Check Modifier 
Type of document unknown to reader -2 
Type of document well known to reader +2 
Handwriting unknown to reader -2 
Handwriting well-known to reader +2 
Forger cannot speak the language -5 
Reader only casually glances at document +5 

 
Guide (Int): A guide is employed to lead a paying customer 
from one location to another. This profession incorporates 
elements of Knowledge (geography) and Survival, but lacks 
the breadth of both those skills. 
 
A guide will know his patch extremely well, but this patch might 
be quite small and the guide would be as lost as anyone else if 
he ventures beyond it. Some guides work slowly within a 
specific city, and they are experts are showing tourists the 
sites or leading paying customers to specific (and often illegal 
locations). Others are rangers in the purest sense of their 
word. They lead travellers through the wilderness, probably 
following the same tried and tested path for years. Perhaps 
generations. 
 
The guide becomes extremely familiar with the routes that he 
takes, and he knows how to survive when he takes them. He 
also knows of any dangers on the route, and how to avoid 
them. He probably also has allies or resources scattered over 
his route that he can take advantage of. 
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Profession (guide) works likes the Survival skill in any terrain 
that could normally be considered part of the guide's patch. If 
the guide's primary task is showing patrons to the top of Mount 
Korvast then he has the skills to survive and forage for food in 
any similar mountain range. He wouldn't be able to use the 
skill to find food in any other sort of terrain. 
 
The average guides daily wage would be 2 sp (apprentice), 5 
sp (journeyman), 1 gp (specialist), 2 gp (expert) and 5 gp 
(master). 
 
Innkeeper (Cha): Innkeepers have a mixture of the skills 
necessary to open, run and keep running an inn, tavern or 
hostelry in a typical fantasy setting. It encompasses a handful 
of disparate skills that are otherwise necessary for the 
character to do their job. 
 
Profession (innkeeper) can be used instead of the Diplomacy 
skill to encourage patrons to unburden their secrets. Everyone 
talks to their bartender after all. The target of the skill needs to 
be a little tipsy, and the "interrogation" (which is often more like 
a friendly chat) might take several hours. A successful check 
on the Innkeeper skill can move the attitude of the patron up 
by one category. See the Diplomacy skill for details. 
 
Profession (innkeeper) can also be used instead of the Insight 
skill to size up the intentions patrons. The innkeeper has a 
sense of who is going to act against the interests of his 
establishment. You can also use this skill to give several 
rounds warning of an impending bar room brawl (enough time 
to hide the expensive wines). Profession (innkeeper) cannot 
be used in place of Insight outside a taproom setting. 
 
The skill can also be used as a broad knowledge skill that 
encompasses alcoholic drinks, cooking and basic accounting. 
Innkeepers are not necessarily brewers. 
 
The innkeeper's daily wage depends on the establishment and 
the clientele. An innkeeper in small town or lesser ward of a 
major city could hope to make 5 sp (apprentice), 1 gp 
(journeyman), 2 gp (specialist), 5 gp (expert) and 10 gp 
(master). An innkeeper in charge of a large swanky coach-
house frequented by elite travellers could probably demand 
much more. 
 
Lumberjack (Str): Lumberjacks are skilled tree-fellers. This 
normally involves donning a pair of spiked boots (or caulks) 
and climbing to the top of a ridiculously tall tree. Most 
lumberjacks start by cutting off the top of the tree and working 
their way down. 
 
Profession (lumberjack) can be used instead of Climb, as long 
as the character is trying to climb a tree. If you try to use this 
skill to climb anything other than a tree, you take a -5 penalty 
to the roll. You can use Profession (Lumberjack) to attack with 
any weapon in the Axe group, also at a -5 penalty to the attack 
roll. Finally, lumberjacks have an understanding of Nature and 
Survival in as far as they are related to trees and tree-felling. 
 
The average lumberjack's daily wage would be 2 sp 
(apprentice), 5 sp (journeyman), 1 gp (specialist), 2 gp (expert) 
and 5 gp (master). 
 
Miller (Int): Millers are skilled in using quern-stones, 
millstones and (in more advanced cultures) windmills and 
watermills to grind grain into flour. As bread is usually a staple 

part of the diet in most mediaeval societies, the role of the 
miller is an extremely important one. Millers often enjoy 
positions of power and respect; particularly in smaller 
communities. 
 
The profession of milling is an ancient one, and even a 
nomadic tribal culture will include millers who know how to 
grind cereal crops. Sometimes, millers are also employed to 
grind non-food substances into a find powdered form. 
 
The Profession (miller) skill encompasses all the skills a miller 
needs to do his job. It also assumes a degree of mechanical 
expertise as the miller might be called upon to maintain and 
mend his mill. If the miller works in a will driven by animal 
power (often by oxen or similar beasts) then the skill also 
assumes a degree of animal husbandry in looking after such 
creatures. 
 
The average miler's daily wage would be 5 sp (apprentice), 1 
gp (journeyman), 2 gp (specialist), 5 gp (expert) and 10 gp 
(master). 
 
Miner (Wis): Miners are adept at extracting precious minerals 
or deposits from the earth. They will be skilled in constructing 
and supporting elaborate mines, as well as being able to 
locate seams or veins of the desired material. 
 
A character with the Profession (miner) skill is also a skilled 
prospector. A week pacing out a four square mile areas and a 
DC 15 skill check will determine what types of ores and gems 
can be found in the area. The GM may increase the time or 
the DC to reflect special geographical or geological conditions 
present in the area. If a successful check reveals the presence 
of the desired material, then the miner can automatically 
determine the best place to site a mine to take advantage of 
the bounty. 
 
Profession (Miner) can substitute for Knowledge (Geography) 
checks when trying to find information about different types of 
rock, or the behaviour of the surface of the world. It can be 
used in place of Knowledge (nature) checks to identify 
common natural creatures and flora underground, and instead 
of the Survival check to forage for food and survive in an 
underground environment. 
 
Characters can make a Profession (miner) check to determine 
the distance underground (DC 15), and can usually find their 
way to the surface with a DC 20 or DC 25 skill check, 
assuming that there isn't an insurmountable obstacle between 
them and the fresh air. 
 
Finally Profession (miner) can be used instead of Knowledge 
(architecture and engineering) when it comes to creating 
supports and braces for tunnels, corridors and anything that 
resembles the look and function of a mine. 
 
The average miner's daily wage would be 2 sp (apprentice), 5 
sp (journeyman), 1 gp (specialist), 2 gp (expert) and 5 gp 
(master). 
 
Porter (Str): Sometimes referred to as bearers, a porter is 
someone who carries luggage, boxes or other items on behalf 
of a paying customer. The adaptability of the humanoid form 
often makes such characters better beasts of burden to carry 
materials over uneven ground, up mountains or through 
jungles. 
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The average porter is tough, strong and extremely sure-footed. 
The Profession (porter) skill can be used in place of the 
Acrobatics skill for any check that involves balancing. It may 
also be used in place of the Athletics skill for performing feats 
of strength (such as lifting heavy objects), and for any 
endurance-type checks such as those from a forced march or 
hustling for an extended period of time. 
 
Porters are paid no more labourers. The average porter's daily 
wage is 1 sp regardless of the porter's degree of expertise in 
carrying things.. 
 
Prostitute (Cha): You didn't think that we would gloss over the 
world's oldest profession did you? Prostitutes exist in every 
major settlement, in every reality the mutliverse over: with the 
possible exception of the Heavenly Realms. However the 
status, income and safety of prostitutes varies considerably 
from culture to culture. 
 
Large cities such as Uris, Hadras or Alabann sport large and 
licensed brothels. Here the employees service the needs of 
the city's elite. Girls employed in these establishments usually 
have the protection of the management. However, these girls 
are the lucky ones. 
 
Most prostitutes work on the streets, under a pimp who is often 
unscrupulous and who forces the girls to maintain their quota. 
These prostitutes are disposal commodities. They are 
vulnerable to the depredations of mediaeval life, and have no-
one to turn to if things go badly for them. 
 
Profession (Prostitute) combines a number of skills that can 
most easily be equated to Diplomacy, Bluff and Intimidate. The 
best prostitutes are trained to fulfil their client's desires and as 
such they are often good actors, listeners, seducers and (if the 
money is right) controllers. Profession (Prostitute) can be used 
in place of any or all of the social skills where the character is 
attempting to influence a member of the opposite gender. 
 
The wages of a prostitute can vary immensely. The lowest 
might earn little more than a labourer (a shilling per day). At 
the other end of the scale, a madam or favoured companion of 
a wealthy noble might make as much as 20 gold pieces per 
day. 
 
Sailor (Dex): This skill covers a broad variety of tasks and 
training, ranging from routine jobs such as steering, setting 
sails, and dropping or raising anchor to smart shiphandling, 
tactical manoeuvres, and handling a ship in a storm. 
Profession (sailor) can be used instead of Profession 
(boatman) to handle smaller vessels, but with a -5 penalty to 
all checks. 
 
Apprentice sailors are simple deckhands – competent to work 
as part of a crew and handle jobs such as reefing sails, 
manning the helm under the direction of a commander, and 
generally make themselves useful. 
 
Journeymen sailors are petty officers, officers, or technical 
experts such as boatswains (bosons). They have command 
respect from their peers but still have the advantage of being 
considered "one of us" instead of "one of them". 
 
Specialists (any character with a skill modifier of +12 or more 
in this skill) are expert shiphandlers. They know how sails 
should be set for current winds. They can handle tricky tasks 
of piloting such as crossing a river bar. And they are skilled at 

tactical manoeuvres in battle such as executing or avoiding a 
ramming attack, bringing a ship alongside for boarding, remain 
at an appropriate range, rake an enemy’s bow or stern, or fall 
away from action. Full rules for ship-to-ship combat can be 
found in the Combat chapter. 
 
Steering a ship in good weather conditions with sufficient crew 
requires no skill check. However, adverse conditions might 
require you to make skill checks every round, minute, or hour 
to keep your ship on course and out of danger. Any Profession 
(sailor) checks you make to control or navigate a vessel 
require a full watch or complement of able-bodied crew. If your 
ship is undermanned, modify the DCs given below as follows: 
 

Circumstance DC Modifier 
Less than full watch section +5 
Less than half watch section +10 
Less than quarter watch section +15 

 
The number of crew required to make up a full watch depends 
on the vessel. Rules for this are found in the individual ship 
descriptions. 
 
Foundering: Your vessel is at risk of foundering when you are 
in high winds, heavy seas, or rough surf. Check for foundering 
once per day, or once per hour in high winds or storms, or 
once per minute in heavy surf. Add your vessel’s 
seaworthiness modifier to foundering checks. If you fail a 
foundering check, your ship begins to sink. 
 

Circumstance Sailor Check 
Foundering in strong winds or light surf 10 
Foundering in severe winds 15 
Foundering windstorm or heavy surf 20 
Foundering in hurricane or very heavy surf 25 
Foundering in tornado or dire gale 30 

 
Sailing in High Winds: Keeping control over a vessel in 
powerful winds requires a Profession (sailor), with a DC 
dependent on the wind strength. Add your vessel’s 
seaworthiness modifier to your check. If you fail your 
Profession (sailor) check in dangerous winds, your ship is 
driven before the wind, but you can retry your check in 1 hour 
or when the wind drops. 
 

Circumstance Sailor Check 
Sail or row in severe winds 20 
Sail or row in windstorm or gale 30 

 
Steering in Fast Currents: Handling a vessel in fast-moving 
waters requires a Profession (sailor) check modified by your 
vessel’s ship handling modifier. Check once per round. If you 
fail to steer a vessel through rough waters or vigorous 
currents, your speed falls to zero and you are simply swept 
along with the current, unable to turn or avoid obstacles until 
you regain control. 
 

Circumstance Sailor Check 
Steer in vigorous current 15 
Steer in dangerous current 20 
Steer in irresistible current 30 

 
Rivers with fast-moving water also create surf-like conditions 
that might swamp or overturn your vessel, even if you are 
steering successfully. A vigorous current is treated like light 
surf; a dangerous current is equal to heavy surf; and an 
irresistible current is equal to very heavy surf. See Foundering, 
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above.  
 
Characters with the Profession (sailor) skill also know how to 
tie knots in rope. Tying a firm knot that won't come undone 
when you put your full weight on it is DC 15. Increase this to 
DC 20 if you want to do anything more complicated: such as 
tie a slip knot, tie two ropes together or tie a knot one handed. 
 
Binding another character with rope requires that character to 
be either quiescent or otherwise subdued. Rope Use in this 
manner is opposed by the target's Escape Artist check. 
However, the binder receives a +10 bonus to their skill check 
to tie someone else up. 
 
The average sailor's daily wage would be 2 sp (apprentice), 5 
sp (journeyman), 1 gp (specialist), 2 gp (expert) and 5 gp 
(master). Although often wages are dependent on the amount 
of booty a crew can obtain in its travels. 
 
Scribe (Int): A scribe is an individual employed for their 
reading and writing skill. Not all individuals in a mediaeval 
society have these skills, and wealth and privilege is not often 
a guide to accomplishment. Often the very wealthy do not 
bother to learn to read and write because they can pay 
someone to do it for them. 
 
Profession (Scribe) should not be confused with Craft 
(Calligraphy), although there is nothing stopping a character 
from taking both skills. A scribe is not an artist. He does not 
produce fabulous illuminated manuscripts that can be sold for 
a premium. A scribe works primarily as a note-taker. He might 
work in a court of law recording the proceedings of the day, or 
he might take down dictation from a retired politician who is 
writing his memoirs. 
 
A scribe usually displays a keen interest in languages and 
words. Most scribes are can write in several languages. Any 
character with Profession (Scribe) as a class skill automatically 
knows how to write in shorthand. This is a special notation that 
allows the taking of notes very quickly. Although not a secret 
code, shorthand is completely unintelligible to anyone who is 
not a Scribe. 
 
A character can make a Profession (Scribe) check secret 
coded messages that can only be deciphered by someone 
who the cipher, or another character who succeeds on an 
opposed check with their own Profession (Scribe) skill. 
 
The average scribe's daily wage would be 5 sp (apprentice), 1 
gp (journeyman), 2 gp (specialist), 5 gp (expert) and 10 gp 
(master). 
 
Seer (Cha): Seers are skilled at reading and interpreting 
fortune and destiny from a number of outside sources, 
including the stars, tarot cards and dice. They can draw up 
horoscopes and predict the future. 
 
The world of Iourn is replete with magical divinations and 
numerous ways to foretell future events. Many of these ways 
are formalised into the magic system, indeed some 
spellcasters use this skill in addition to their magic. However, a 
character with the Profession (seer) skill is usually not a 
spellcaster. Rather than using magic, such individuals search 
for the signs around them. They may draw conclusions from 
the alignment of planetary bodies. The most proficient may 
even gain visions of future events. 
 

Whatever means the character uses to gain his insight into the 
future he makes a Profession (seer) check and consults the 
table below. The GM may make any subsequent rolls in secret 
so a character does not know whether his prediction is 
accurate or not. 
 

Prediction Prediction DC 
Equal to an augury spell 20 
Equal to a divination spell 30 
Equal to a commune spell 40 

 
Profession (seer) can be used on either characters or 
suspicious events, but never more than once per week per 
character or event. This skill is a handy way for GMs to drop 
plot points into an adventure without recourse to powerful 
spells – although the DC of the skill check can only be attained 
by high level characters. 
 
The average seer's daily wage would be 5 sp (apprentice), 1 
gp (journeyman), 2 gp (specialist), 5 gp (expert) and 10 gp 
(master). 
 
Stablehand (Cha): A stablehand is an individual skilled in 
looking after horses and stables. Characters such as this are 
often employed in mayor inns and coaching houses. A 
character with this skill can look after horses and similar 
animals as if they had the Handle Animal skill. They also have 
a good understanding of horses as if they had the Knowledge 
(nature skill). 
 
Stablehands know how to care for and maintain the equipment 
used to ride a horse such as bits, bridles and saddles. 
Profession (stablehand) can also be used instead of the Ride 
skill, but with a -5 penalty to the roll. 
 
The average stablehand's daily wage would be 1 sp 
(apprentice), 2 sp (journeyman), 5 sp (specialist), 1 gp (expert) 
and 2 gp (master). 

 
 

Read/Write Script (No Check) Trained Only 
You can understand the form and symbols of a particular 
alphabet, and may be able to read languages written in this 
script. You understand conventions of spelling, punctuation 
and syntax, and you are skilled at deciphering meaning in the 
written word. 
 
Read/Write Script does not work in quite the same way as 
other skills. All starting characters understand a total of four 
languages and/or scripts. A maximum of three of these can be 
a written script. Once you know a script you can read and write 
any language you can speak that uses that script. 
 
For every rank you have in the Read/Write Script skill, you can 
read and write one additional script. Knowing how to read and 
write a script does not give you any understanding of how to 
speak the language – although you could probably read a 
written text aloud and be understood. See the Speak 
Language skill for more details of speaking other tongues. 
 
There are no skill checks to read or write a language; you 
either know the script, or you don't. As long as you know the 
script, you can understand the written version of any language 
you can also speak. You can write messages, letters and even 
books in this language. However, your skills stop short of an 
academic understanding of the script. 
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Linguist: One rank in a script is enough to be able to read and 
write that script in almost every eventuality. However, there 
may be rare occasions when a script is written in such an 
obscure dialect, or ancient variation, that you do not have the 
skill to decipher its meaning – or its hidden meaning. 
 
If you wish to understand a script as a trained Linguist , then 
you must spend two ranks on the language instead of one. 
Being a linguist demonstrates a scholarly (as opposed to 
practical) interest in the written script. Depending on the nature 
of the campaign. 
 
List of Scripts and Languages: The following table 
summarises the scripts available in the game, as well as the 
languages that use them. A fuller explanation can be found in 
the section on Languages. 
 

Script Language 
Celestial 
 
 

Aquan, Auran, Celestial, Ignan, Terran 

Draconic 
 
 

Draconic 

Finbarren 
 
 

Merkenmeer 

Hadradan Calclafan, Eldagairé, Junos, Kassanor, 
Kerikite, Norandon, Salmayan, True 

Hadradan, Yeenoghish 
Infernal 
 
 

Abyssal, Infernal, Suspirian 

Larethian 
 
 

Hobbit, Larethian, Loroth, Mannenite, Sylvan 

Mantlar 
 
 

Mantlar 

Thorass 
 
 

Auld Dwarvish, Gobbley, Gorebash, Jeppnan, 
Jotun, Klardish, Morranish 

U'Garrad 
 
 

Maldomoori, Morkoth, Vikallian 

 

 
 

Ride (Dex)  
You can ride a mount, be it a horse, riding dog, griffin, 
dragonne or even a dragon itself. You know how to command 
such mounts in battle and push them to their limits. You also 
know how to look after and care for your mount  
 
Use this skill to ride any animal or fantastic creature that could 
be considered a mount for your race. When you ride a mount 
successfully, the creature is completely subservient to you and 
becomes an extension of your character. In game terms, this 
means you replace your own Speed with that of the mount. 
However, moving still costs you a move action. However, if 
your mount is trained in combat you can both take Standard 
actions in the same round. See the section on Combat for 
more details on fighting from the back of a mount. 
 
Typical riding does not require a skill check. You can saddle, 
mount, ride and dismount from a mount without a problem. It is 

only if you try something tricky, or attempt to ride the mount in 
combat, that you need to make Ride checks. 
 

Task Ride DC 
Guide with knees 10 
Stay in saddle 10 
Fight with warhorse 15 
Cover 20 
Soft fall 20 
Leap 20 
Spur Mount 20 
Control mount in battle 25 
Fast mount or dismount 25 
Mount is ill-suited creature +5 
Riding bare-back +5 

 

 
Guide with knees: You can react instantly to guide your 
mount with your knees so that you can use both hands in 
combat. Make your Ride check at the start of your turn. If you 
fail, you can use only one hand this round because you need 
to use the other to control your mount. 
 
Stay in Saddle: You can react instantly to try to avoid falling 
when your mount rears or bolts unexpectedly or when you 
take damage. This usage does not take an action. 
 
Fight with warhorse: If you direct your war-trained mount to 
attack in battle, you can still make your own attack or attacks 
normally. This usage is a free action. 
 
Cover: You can react instantly to drop down and hang 
alongside your mount, using it as cover. You can’t attack or 
cast spells while using your mount as cover. If you fail your 
Ride check, you don’t get the cover benefit. This usage is an 
immediate reaction if you are attacked while riding a mount. 
 
Soft Fall: You can react instantly to try to take no damage 
when you fall off a mount — when it is killed or when it falls, for 
example. If you fail your Ride check, you take 1d10 points of 
falling damage. This usage does not take an action. 
 
Leap: You can get your mount to leap obstacles as part of its 
movement. Use your Ride skill or the mount’s Athletics skill, 
whichever is lower, to see how far the creature can jump. If 
you fail your Ride check, you fall off the mount when it leaps 
and take the appropriate falling damage (at least 1d10 points). 
This usage does not take an action, but is part of the mount’s 
movement. 
 
Spur Mount: A mount can be coerced to take the Run action 
(move at its Speed × 4) without the need for a check. If you 
want it to go any faster than that, you can force the mount to 
greater speeds, but you do so at the expense of the mount's 
health. A successful Ride check increases the mount’s 
movement to its Speed × 5 (or Speed × 6 if it has the Run 
feat), but deals 1 point of damage to the creature. You can use 
this ability every round, but each consecutive round of 
additional speed deals twice as much damage to the mount as 
the previous round (2 points, 4 points, 8 points, and so on). 
 
Control Mount in Battle: As a move action, you can attempt 
to control a light horse, pony, heavy horse, or other mount not 
trained for combat riding while in battle. If you fail the Ride 
check, you can do nothing else in that round. You do not need 
to roll for warhorses, warponies or any other mount trained to 
fight in battle. 
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Fast Mount or Dismount: You can attempt to mount or 
dismount from a mount of up to one size category larger than 
yourself as a free action. If you fail the Ride check, then you 
fail to mount the animal, although you can try again with your 
next move action. You cannot attempt a fast mount or 
dismount more than once per round. 
 
Ill-suited mount: An ill-suited mount is one that is not well-
designed to carry you. Bipedal creatures are (usually) 
considered ill-suited mounts. 
 
 
Mounted Combat: A character with the Mounted Combat feat 
is able to Take 10 on any Ride checks made in combat.  The 
feat is a must for any player intending to build their character 
concept around the idea of a mounted combatant. 
 
Animal Handling: A riding mount is automatically trained in 
the tricks Come, Heel and Stay. A mount trained for combat 
will know the tricks Attack, Defend, Down, Guard and Heel. 
You get your mount to perform these tricks using the Handle 
Animal skill, not the Ride skill. If you do not have ranks in the 
Handle Animal skill, then you may make a Ride check at a -5 
penalty, but only if you are trying to a handle an animal you 
could ride as a mount. 

 
 

Sleight of Hand (Dex) Trained Only 
Armour Check Penalty 

The hand truly is quicker than the eye! You are a master of 
legerdemain. With nothing more than the speed of your hands 
and the twinkle in your eye you can palm objects and make 
them disappear. A happy side effect of this skill allows you to 
also lift purses, pick pockets, conceal weapons on your person 
and draw them unobserved. 
 
Conceal an object on your person: You can attempt to hide 
a small object (including a light weapon or an easily concealed 
ranged weapon such as a dagger, dart or sling) on you person 
with a Sleight of Hand check. The result of this check is 
opposed by either the Passive Perception of casual observers 
or an active Perception check by the intentionally vigilant: such 
as town guards. 
 
If you are frisked when concealing an item, the frisker can 
make a Perception check with a +5 bonus to roll, as it is 
generally easier to find an object than it is to hide one. If the 
item is particularly tiny or very hard to find (or particularly bulky 
and very easy to find) the GM can alter this modifier. 
 
Drawing a hidden weapon is a standard action. Drawing a 
weapon is usually a move action, so characters with 
concealed weapons find it more difficult to get them out and 
ready for combat. If you have the Quick Draw feat then 
drawing a weapon is a free action regardless of whether it is 
concealed or not. 
 
Hiding objects: Sleight of Hand can be used instead of 
Stealth if you are hiding an object where it cannot be found. 
Unlike Stealth, the object must be small (no larger than a loaf 
of bread). You make a Sleight of Hand check, and the result 
becomes the DC of any Perception checks to find the item. 
 
Legerdemain: Palming a coin, producing an egg from your 
mouth or picking up a small unattended object that is about the 
same size as a coin, calls for a DC 10 Sleight of Hand check. 

If you are closely observed while performing the act of 
legerdemain, the Sleight of Hand check must also defeat a 
Passive Perception of opposed Perception check from the 
observers. See the text of "Pick Pocket" below. 
 
Pick Pocket: If you want to take an object from another 
character without being noticed then you must make a Sleight 
of Hand check to do so. The object in question can be no 
larger than a hat or a loaf of bread, and cannot be in the 
target's hands. 
 
Trying to pick a pocket is usually a DC 20 Sleight of Hand 
check, although the GM may increase or decrease the DC in 
increments of 5 depending on the circumstances. If you 
succeed in this check then you have obtained the item. But 
this doesn't mean that you have done so unobserved. 
 
Whenever you make a Sleight of Hand check to pick a pocket, 
the target has a chance of noticing you. This chance is equal 
to the target's Passive Perception if the target is unaware of 
your presence. If the target is alert to danger, or knows you 
are there, then the target makes an opposed Perception check 
instead. 
 
You make one Sleight of Hand check, and that check must 
beat the DC to take the item, and the perception result of the 
target. If you beat both DCs then you have item and you have 
not been noticed. Obviously, it is possible to fail one DC and 
succeed at the other, allowing for a combination of different 
circumstances that the GM will adjudicate accordingly. 
 
Action: Picking a pocket or performing a feat of legerdemain 
is a standard action. Concealing an item on your person (or 
elsewhere) can take anything from a standard action to 
several minutes at the GM's discretion. 
 
Try Again: Yes, but after an initial failure, a second Sleight of 
Hand attempt against the same target (or while you are being 
watched by the same observer who noticed your previous 
attempt) increases the DC for the task by +10. 

 
 

Speak Language (No Check) Trained Only 
You are fluent in a particular spoken language. You can hold 
conversations in this tongue, understand native speakers and 
appreciate regional variations and different dialects..  
 
Speak Language does not work in quite the same way as 
other skills. All starting characters understand a total of four 
languages and/or scripts. One of these must be a spoken 
tongue. Once you know a script you can read and write any 
language you can speak that uses that script. 
 
For every rank you have in the Speak Language skill, you can 
speak one additional language. Knowing how to speak a 
language does not give you any understanding of how to read 
or write it. To do that you must know the appropriate script 
(see the Read/Write Script skill).  
 
There are no checks to speak a language, you either know it, 
or you don't. As long as you know the language, you can 
conduct any conversation in that language, with very little 
inconvenience. However, you probably do not sound like a 
native speaker. 
 
Native Speaker: You speak like a native in any of the 
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languages you pick up during character generation. When you 
speak any of the additional languages you select with this skill, 
you tend to sound like a foreigner. You can still be understood, 
but your accent is not necessarily perfect, and you may use 
archaic or overly formal terms of address. 
 
If you wish to sound like a native speaker with a language you 
choose through this skill, then you must spend two ranks on 
the language instead of one. Sounding like a native speaker is 
unlikely to have significant mechanical impact on the game 
unless your character is a spy, or has another reason why he 
must absolutely sound like a character of another race, culture 
or country. 
 
 
List of Languages and Scripts: The following table 
summarises the languages available in the game, as well as 
the scripts they use. A fuller explanation can be found in the 
section on Languages. 
 

Language Typical speakers Script 
Abyssal Demons Infernal 
Aquan Entities of Plane of Water Celestial 
Auld Dwarvish Dwarven scholars Thorass 
Auran Entities of Plane of Air Celesital 
Calclafan Calclafique denizens Hadradan 
Celestial Angels, archons Celestial 
Dameneth Elves of Lareth Larethian 
Draconic Dragons, wizards Draconic 
Easterling Cradlelands common Hadradan 
Eldagairé Eldagaire denizens Hadradan 
Gobbley Goblinkind Thorass 
Gorebash Orcs Thorass 
Hobbit Very few hobbit scholars Larethian 
Ignan Entities of Plane of Fire Celestial 
Infernal Devils Infernal 
Jeppnan Gnomes of Stonebark Thorass 
Jotun Giants Thorass 
Junos Junos denizens Hadradan 
Kassanor Kassini nomads Hadradan 
Kerikite Kerikal denizens Hadradan 
Klardish Gunstadtan Hills Thorass 
Larethian Elves of the Greymere Larethian 
Loroth Drow Larethian 
Maldomori Maldomoor denizens U'Garrad 
Mannenite The Mannenites Larethian 
Mantlar Gnomes of Walhoon Mantlar 
Merkenmeer Sea Kin Finbarren 
Morkoth Dark speech of Karatath U'Garrad 
Morranish Auld Kingdom dwarves Thorass 
Norandon Denizens of Norandor Hadradan 
Salmayan Salmaynak denizens Hadradan 
Siznvizz Wild halflings of Cradlelands None 
Suspirian Illithids Infernal 
Sylvan Fey and faerie creatures Larethian 
Terran Entities of Plane of Earth Celestial 
Thari Druidic order None 
True Hadradan Hadradan empire Hadradan 
Vargomesh Varrashtar (Tieflings) U'Garrad 
Vikallian Vikallia denizens U'Garrad 
Yeenoghish Gnolls Hadradan 

 

 
 
 
 

Spellcraft (Varies) Trained Only 
Destroy your foes with fire, ice or thunder. Animate the dead. 
Snare the mind. Heal the sick. Summon inhuman servants to 
do your bidding. You are a spellcaster, and there is nothing 
that you cannot accomplish. 
 
Spellcraft is, quite simply, the ability to cast magic. It is the skill 
you use to focus the weave and create magical effects. 
Without Spellcraft spellcasting is impossible. All spell-casters 
must have ranks in this skill, and would be advised to max out 
those ranks. 
 
Like Knowledge, Craft, Perform and Profession, Spellcraft is 
actually a number of separate skills. You could have several 
Spellcraft skills, each with its own ranks, each purchased as a 
separate skill. The different Spellcrafts each represent different 
traditions of magic: 
 
Arcane (wizards and sorcerers); Divine (clerics and paladins); 
Pact (warlocks); Primal (druids, shaman, rangers, healers); 
Psionic (psions, wilders); Sonorism (phonomancers, bards). 
Full details of these traditions are given in the section on 
Magic. 
 
The ability score used to modify Spellcraft varies by class, not 
by tradition. Int is used by sonorists, wizards and psions; Wis 
is used by clerics, paladins, rangers, druids, healers and 
shaman; Cha is used by sorcerers, wilders, warlocks and 
bards. 

 
Casting Spells: In order to cast magic you must have ranks in 
the appropriate Spellcraft skill, and have access to the 
required spellcasting talents. You may need ranks in certain 
knowledge skills to qualify for some spellcasting talents. 
Access to the skills or talents of one spellcasting tradition 
gives you no ability to cast spells from a second. 
 
The section on Talents gives a comprehensive list of all the 
spellcasting talents associated with each tradition. Often there 
are unique talents for each class. Full details of the traditions 
can be found in the section on Magic. A complete listing of all 
available spells, follows in the Spells chapter. 
 
All spells have unique mechanics. Most are cast as standard 
actions, although the most powerful may require hours or days 
to cast. Most spells require a Spellcraft vs. Defence roll to 
affect a target. The DC of the test is therefore the enemy's 
Reflex, Fortitude or Will defence. 
 
Equally, most spells need time to recharge after they are cast, 
so if you miss you may not be able to try again. At least, not 
right away. 
 
Identify a spell: If you see a spell of the same tradition being 
cast you can attempt to work out what it is by making an 
Spellcraft check against DC 15 + 2/spell level (e.g. DC 33 for a 
9th level spell). Doing so does not count as an action. If you do 
not see the spell cast, but the spell affects you (whether 
successfully or not) you can also make a roll to try and identify 
the spell. However, add +5 to the DC in this case. 
 
You can also try to identify a spell from a different tradition. 
Make the roll normally. If you succeed you do not learn the 
exact spell, but you do learn the tradition, school and the 
spell's power (its level). 
 
Detect Magic Auras: When using the detect magic spell, you 
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use the Spellcraft skill to interpret the spell’s findings. 
 
Decipher Written Spell: You can use Spellcraft to decipher 
written magical writings of the same tradition, such as spells or 
another wizard’s spellbook. You must make a check for each 
spell, and the DC is 15 + 2/spell level. Once you have made 
the check once, you need never make the check again for that 
particular magical writing. If you fail, then you can try again 
after taking an extended rest. 
 
You cannot decipher written spells from a different tradition. 
However, a successful Spellcraft check will reveal what 
tradition the written spell is from. 
 
Identify materials worked or shaped by Magic: You can tell 
the difference between a Wall of Stone and a stone wall. If 
something has been created by magic a successful check at 
DC 20 + 2/spell level will tell you. This applies regardless of 
the tradition that formed the material. 
 
Identify magic item: Spellcraft is used in the process of 
identifying magic items, however it cannot be used to do so in 
isolation. Normally divination magicks would also be required. 
Identification of an item may depend on the tradition that 
created the item. 
 
Learn a new spell: Most spellcasters know a set number of 
spells at level one, and then gain an automatic understanding 
of one new spell per level. If they want to learn any spells 
outside that, then they must learn the spell. The spell might be 
bought, found or gifted by another spellcaster (such an 
another priest in the same church). However, the mechanic is 
always the same. 
 
You must succeed in a Spellcraft check of DC 15 + 2/Spell 
level. If you are working from a written source (e.g. you are a 
wizard) then this check represents your attempt to decipher 
the spell. If you are taught a new spell through an oral tradition 
(e.g. you are a druid) then the check represents your ability to 
absorb what you are being taught. 
 
You spend one day learning the spell. If the spellcaster is a 
wizard, then this probably involves shutting himself in a room 
surrounded by dusty tomes. If the spellcaster is a druid then it 
probably involves sitting in the rain while contemplating the 
world around him. At the end of the day you make the check 
as indicated above. If you succeed then you have learned the 
spell. If you fail the check then you have not learned the spell. 
You can try again after an extended rest. 
 
You cannot try and learn spells of a different tradition. 
 
The section on Magic has expanded rules on learning and 
inventing new spells. 

 
 

Stealth (Dex) Armour Check Penalty 
You can move about without being heard or seen. Use this 
skill to conceal yourself from your enemies, slip past watchful 
guards, sneak up on others, use cover or concealment to hide, 
or to trail someone through a busy street without being 
noticed. 
 
The Stealth skill combines a character's abilities to hide and 
move silently into one skill. Characters can use Stealth in any 
situation that they want to be unheard or unobserved. Stealth 

checks are usually opposed by a target's Perception check (if 
they are actively looking for you), or their Passive Perception 
check if they are not. 
 
You have combat advantage of over all opponents who are 
unaware of your location. 
 
In order to make a stealth check you usually need cover or 
concealment of some sort. Superior cover or total concealment 
does not obviate the need for stealth check because you could 
still be heard, even if you cannot be seen. 
 
The result of one Stealth check is used as a DC of all 
Perception checks until you move. So if you are staying in the 
same place for several rounds, ensure that you make a note of 
the Stealth roll. 
 
Blind and Deaf Observers: If you are trying to hide or sneak 
up on someone who cannot see you, or cannot hear you, then 
you receive a +10 bonus to your Stealth check. It doesn't 
matter how the opponent's sense has been incommoded. 
They might be deaf or blind; you might be invisible, or it might 
simply be too dark to see at all. See the perception skill and 
the Combat section for more information on seeing and 
fighting invisible foes. 
 
Creating a diversion to hide: As long as you are not actively 
engaged in mêlée combat, you can make a Bluff check to 
create a diversion to hide. Make a Bluff check with a DC equal 
to the Passive Insight of all foes who have you in their line of 
sight. If that succeeds then you may make a Stealth check 
with a DC equal to the Passive Perception of the same foes. 
See the Bluff skill for more information. 
 
Light source: Chances are if you're trying to hide while 
carrying a burning torch or other obvious light source, then 
you've already been the victim of bungled brain surgery. 
Stealth checks under such conditions would normally be made 
with a -10 penalty to the roll. This penalty stacks with any other 
penalty – so if you're running with a torch over deep snow you 
make a Stealth check with a -25 penalty. 
 
Moving Stealthily: You can move up to half your speed and 
use Stealth at no penalty. If you move faster than that you take 
a -5 penalty to the Stealth check, assuming you do not try and 
move faster than your normal Speed. Moving faster than your 
speed and remaining undetected is practically impossible. If 
you try to run or charge you take a -10 penalty to your Stealth 
check. If you are moving across noisy ground (such as scree, 
a bog or deep snow) then you take a further penalty to the 
Stealth check. This will be either -2 or -5 at the GM's 
discretion. 
 
Sniping: If you have already successfully used Stealth at least 
10 feet from your target, you can make one ranged attack, 
then immediately use Stealth again. You take a -10 penalty on 
your Stealth check to maintain your obscured location. 
 
Finding hidden characters: Regardless of what you do, 
enemies can still try to find you on their turn. Anyone who is 
actively searching for you can make a Perception check as a 
free action at a DC equal to your Stealth check result. You 
don't make a new Stealth check, so make sure you note what 
you roll on the die. 
 
Action: Usually none. Normally, you make a Stealth check as 
part of movement, so it doesn’t take a separate action.  
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However, using Stealth immediately after a ranged attack (see 
Sniping, above) is a move action. 

 
 

Streetwise (Cha)  
You know the score. All you need is a few hours in a town or a 
city and you've got a handle on the way things are. You pick 
up trusted contacts and confidantes with frustrating ease. It 
doesn't take you long to find out all the rumours, discover the 
power behind the throne, or work out who you need to speak 
to in order to acquire that special little something. 
 
Streetwise characters are adept at finding out local gossip and 
rumours, and collecting general information about a town, city, 
organisation or individual. The Streetwise skill isn't limited to a 
particular town or geographical locale, instead it represents the 
innate charm, skill and happy manners that are required to find 
out information – even if there are those who would rather that 
information would remain secret. 
 
Gathering information with the Streetwise skill cannot be done 
quickly. Using this skill takes a few hours (1d4+1 hours as a 
guide). During that time you hob-nob with the locals, visit 
taverns, chat to shop-keepers and buy surly guards the odd 
drink. In order to use this skill, the player declares the sort of 
information he is looking for, and then rolls a skill check 
against a set DC. 
 
The DC for finding information is dependent upon the 
settlement, and the secrecy with which the information is 
guarded. Consult the following table: 
 

Settlement and Information Streetwise DC 
Typical settlement 15 
Hostile settlement 20 
Totally alien settlement 30 
Information is readily available -5 
Information is hard to come by +5 
Information is secret or very obscure +10 

 
A hostile settlement is one where your character's face is out 
of place or unwelcome. This animosity may exist because of 
the character's race or ethnicity. An alien settlement is one that 
follows completely different rules of behaviour to the culture 
from which you hail. For example, Varnae the undead 
beholder king asking for directions to the nearest temple to 
Gzemid in down-town Uris. 
 
The GM may, quite legitimately, rule that the information the 
character is looking for cannot be found regardless of the 
Streetwise check's result. Sometimes no-one knows, and the 
party may have to resort to other means to find the information 
they require. 
 
Roleplaying the Streetwise Check: As with the Diplomacy 
skill, the Streetwise check should be roleplayed as much as 
possible. If the party have a good idea of who knows the 
information they are looking for, then it is often more 
appropriate to simply play through a scene rather than roll the 
skill check at all. 
 
Streetwise is more often used at the instigation of the player, 
when faced with an inscrutable or mundane problem, and 
where they don't have an fore-knowledge or insight into how to 
find the information they require. Normally, the player rolls the 
check, and then the GM interprets the result, and feeds the 

information to the player through a series of short roleplaying 
scenes. 
 
Streetwise is not Diplomacy: While you can use the 
Streetwise skill to make contacts, you cannot use it to improve 
the attitude of people to you. The essence of the Streetwise 
skill is to make seemingly innocent enquiries of otherwise 
Indifferent people, and gain information without raising their 
suspicions or having them realise that they are doing you a 
favour. While Streetwise may identify individuals who could 
potentially be useful allies, a good dose of roleplaying or the 
Diplomacy skill may be required to cement a lasting friendship.  
 
Urban Tracking: In addition to finding out general information, 
the Streetwise skill can also be used to track down the location 
of missing persons or wanted individuals within communities. 
Basically, you spend one hour schmoozing with the locals and 
asking pertinent questions, hoping to find a lead to your 
quarry. 
 
The DC of the check in based on the size of the community: 
 

Community Size Streetwise DC 
Thorp, hamlet or village 10 
Small or large town 15 
Small or large city 20 
Metropolis 25 

 
The check is then modified by number of quarries, how careful 
they are being and what they look like compared to the rest of 
the inhabitants of the town. 
 

Conditions DC Modifier 
Every three creatures in group sought -1 
Every day the party has been missing +1 
Tracked party "lies low" +5 
Tracked party matches community's 
primary racial demographic 

+2 

Tracked party is of an unusual race for 
the particular community 

-2 

 
The GM may increase or decrease the difficulty of the check if 
special conditions apply to the particular quarry. He must be 
scrupulously fair in this regard. 
 
Using Streetwise to track someone often calls for multiple 
Streetwise checks to stay on course. Each of these checks 
also takes an hour, so the quarry could continue moving 
through a community and you could continue to follow him 
over the course of several days. 
 
As a guide, a village would require 1d3 checks, a town 1d4+1 
checks, a city 2d4 checks and a metropolis 2d4+2 checks. 
Often it is appropriate to use the Aid Another action when 
employing urban tracking. 
 
Try Again: You can try a failed Streetwise check, but it takes 
the same amount of time. However, repeatedly pursuing the 
same information will draw attention to you. Whether this is 
irrelevant or dangerous depends on the circumstances. 
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Survival (Wis)  
You are adept at surviving in the wilderness. You know to hunt 
game, set snares, forage for food, build a fire, set up a camp, 
shelter from the elements, predict the weather and avoid 
natural hazards such as quicksand. 
 
Survival is an amalgam of various wilderness related skills. In 
the broadest sense, it allows you to keep yourself and your 
companions warm, safe and well-fed while negotiating the 
wild. Checks on the Survival skill are usually made against an 
absolute DC. There now follows a list of the uses of the 
Survival skill, and the DC for each. 
 
 
Ambush: If you are hunting in a wilderness environment, and 
you wish to lay in wait for your prey, then you may use the 
Survival skill instead of the Stealth skill to hide yourself and 
your companions. You may not use the Survival skill in this 
manner outside a wilderness environment. Nor may you use it 
against creatures with an Intelligence of 3 or higher. 
 
Endurance: You can make a Survival check at DC 20 to give 
yourself a +2 bonus to your Fortitude defence and saving 
throws against severe weather and its associated elemental 
effects. You can move across the wilderness at half your 
overland speed and still enjoy this bonus. If you choose to 'ride 
out the storm' by staying in one place then the bonus 
increases to +5. 
 
For every 1 point by which your Survival check exceeds 20, 
you can grant the same bonus to one other character. For 
example, if you rolled 25 then you could apply the bonus to 
yourself and up to five other characters. See the Environment 
section for more information on how severe weather can affect 
travellers. 
 
Using this skill takes several minutes, and its effects last for 
one day, at which point you can make another check – 
assuming the severe conditions still persist. 
 
Forage: With a DC 15 Survival check you can forage for food 
while moving at up to half your overland movement rate. If the 
check is successful then you have found sufficient food and 
water for yourself for one day. For every 2 points your Survival 
check exceeds 15 you can find food and water for one 
additional character. So if you rolled 25 on your check, you 
could find enough food and water for yourself and five others. 
 
The GM may grant a +5 bonus to the check is particularly 
abundant areas, or impose a -5 (or -10) penalty in very arid 
areas, or areas that are not designed to support life. 
 
The player can declare he is taking a -5 penalty to the Survival 
check in order to journey at his full movement rate while still 
foraging for food. 
 
You make a Survival check to forage for food once per day. If 
you fail, then you do not find sufficient food and water to 
sustain a person. This does not affect your character in the 
short term, but lack of food and water mounts up as time 
passes. Details of death from thirst or starvation are found in 
the Environment section. 
 
Intuit Direction: Characters with Survival as a class skill 
automatically know which way is north as long as they can see 
the sky. Navigating across the wilderness from a known 
location to another known location is a DC 10 check. If the 

character is trying to map a route to a place he has never 
visited before then the DC increases to 15. If the terrain is 
particularly confusing (a swamp or a dense forest) then the DC 
may increase to 20 or 25 at the GM's discretion. 
 
Nature Knowledge: There is some small overlap between 
Survival and the Knowledge (Nature) skill. However, the 
emphasis is different. Survival is geared toward knowing what 
you need to know to be able to survive in a wilderness 
environment. It is a more practical – and therefore less 
complete – use of knowledge. You might be able to use 
Survival to tell the difference between edible and poisonous 
mushrooms, but your couldn't use it to tell how old a tree is, or 
whether bears are active at this time of year: that would be the 
Knowledge (Nature) skill.. 
 
Planar Survival: If you have the appropriate Knowledge skill 
as a class skill, then you can use Survival to subsist on planes 
beyond the natural world. The particular knowledge skills (and 
the planes in which you can use Survival) are as follows: 
 
Aberrant (Far Realm), Ancient (Astral Sea and Outer Planes), 
Draconic (Dragon planes), Elemental (Inner Planes), Fey 
(Faerie planes) and Undead (Shadow and Ethereal Planes). 
See the text of the Knowledge skill for more information. 
 
Rope Use: Characters with the Survival skill know how to tie 
knots in rope. Tying a firm knot that won't come undone when 
you put your full weight on it is DC 15. Increase this to DC 20 if 
you want to do anything more complicated: such as tie a slip 
knot, tie two ropes together or tie a knot one handed. 
 
Binding another character with rope requires that character to 
be either quiescent or otherwise subdued. Rope Use in this 
manner is opposed by the target's Escape Artist check. 
However, the binder receives a +10 bonus to their skill check 
to tie someone else up. 
 
Set Snare: A survivalist can use the resources to hand to 
fashion crude traps and snares to catch game. This use of 
Survival overlaps with the Craft (Trapmaking) skill, and both 
may be used to the same ends. Setting a trap means choosing 
the right place, and then laying out the trap in a such a way 
that it is physically capable of catching the game you require. 
Consult Craft DCs for traps in the Equipment section, and use 
this as the DC to successfully lay out a trap. The DC for a 
common snare capable of catching a rabbit is DC 15. 
 
Assuming the first check is made, the DC to actually catch 
dinner is the Passive Perception of the creature that you 
intend to catch. It is then just a matter of time. As with Craft 
(Trapmaking), this skill can be used to set snares for large 
animals, including intelligent creatures such as humans. 
However, the DC to lay such a trap will be higher. 
 
Tracking: Tracking is not part of the Survival skill in HD&D, it 
is a skill in its own right. However, you can use Survival to 
identify the tracks of certain animals – particularly animals you 
hunt for food. As long as you are in a wilderness environment, 
the GM may allow characters without the Tracking skill to 
make a Survival check to follow tracks, but they would do so at 
a -10 penalty. True wilderness adepts would have both 
Survival and Tracking as class skills. 
 
Weather Prediction: The skilled survivalist can take a stab at 
predicting the weather. The further into the future he tries to 
predict, the more difficult it becomes to give an accurate 
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prediction. A DC 20 check allows you to predict the weather 
for the next day. By every 5 points you exceed that check, you 
may predict the weather for one additional day. You may only 
make once such check each day. 

 
 

Swim (Str) Armour Check Penalty 
You know how to swim, and can do so in even rough and 
treacherous conditions. You can dive, navigate underwater 
obstacles and feel as much at home in the water as you do out 
of it. 
 
Make a Swim check once per round while you are in the water. 
Success means you may swim at up to half your speed as a 
Move action. If you fail by 4 or less, you make no progress 
through the water. If you fail by 5 or more, then you sink by 
five feet. If you are on the surface, then you go underwater. 
 
The DC for the Swim check depends on the condition water, 
as well as other modifiers, as given on the table below. 
 

Conditions Swim DC 
Calm water 15 
Rough water 20 
Stormy water 25 
Your feet can touch the bottom +5 
Buoyancy aid +5 
Helping another character -5 

 

 
Holding your breath: If you are underwater, either because 
you failed a Swim check or because you are swimming 
underwater intentionally, you must hold your breath. You can 
hold your breath for a number of rounds equal to your 
Constitution score, but only if you do nothing other than take 
move actions or free actions. 
 
If you take a standard action (such as making an attack), the 
remainder of the duration for which you can hold your breath is 
reduced by 1 round. This means that a character in combat 
can hold his breath only half as long as normal. 
 
After the period of time you can hold your breath has elapsed, 
you must make a DC 10 Constitution check (or a DC 10 
Athletics check if you prefer) every round to continue holding 
your breath. Each round, the DC for that check increases by 1. 
If you fail the this check, you begin to drown. Drowning 
characters automatically drop to zero hit points and have to 
start making death saving throws. 
 
Swim Speed: A creature with a swim speed can move 
through water at its indicated speed without making Swim 
checks. It gains a +10 racial bonus on any Swim check to 
perform a special action or avoid a hazard. The creature 
always can choose to take 10 on a Swim check, even if 
distracted or endangered when swimming. Such a creature 
can use the run action while swimming, provided that it swims 
in a straight line. 

 
 

Track (Wis) Trained Only 
You are skilled at following the tracks of creatures across most 
types of terrain. The most proficient trackers can follow a target 
across cobbled streets three weeks after the event, at midnight, 
during a snowstorm and still be able to tell you what colour 
shoes he was wearing. 
 

To find tracks and to follow them for one mile requires a 
successful Track check.  You must make another Track check 
each mile, and each time the tracks become more difficult to 
follow – if the tracks lead you into a stream, or they cross the 
path of other tracks. If you do not have Track as a class skill then 
you can try to follow the tracks using your Survival skill at -10 
penalty. 
 
The DC is set by the surface over which your quarry is moving, 
and then modified by other conditions, as shown on the tables 
below. These DCs assume you are moving at half your overland 
speed. If you are moving at your normal speed then add +5 to 
the DCs. If you are moving faster than that, then add +20 to the 
DCs. Tracking at a sprint is practically impossible. 
 

Surface Track DC 
Very soft ground 10 
Soft ground 15 
Firm ground 20 
Hard ground 25 

 
Very soft ground: Any surface that holds deep, very clear 
impressions of footprints – e.g. fresh snow, thick dust or wet 
mud. 
 
Soft ground: Any surface soft enough to yield to pressure, but 
firmer than wet mud or fresh snow, in which a creature leaves 
frequent by shallow footprints. 
 
Firm ground: Most normal outdoor surfaces (such as lawns, 
fields, woods, and the like) or exceptionally soft or dirty indoor 
surfaces (thick rugs and very dirty or dusty floors). The creature 
might leave some traces (broken branches or tufts of hair), but it 
leaves only occasional or partial footprints. 
 
Hard ground: Any surface that doesn’t hold footprints at all, 
such as bare rock or an indoor floor. Most streambeds fall into 
this category, since any footprints left behind are obscured or 
washed away. The creature leaves only traces (scuff marks or 
displaced pebbles). 
 
The base DC of the Track check can be modified by the 
following conditions: 
 

Condition DC Modifier 
Every three creatures in the group being 
tracked 

-1 

Size of creature being tracked:  
    Miniature +8 
    Diminutive +4 
    Tiny +2 
    Small +1 
    Medium 0 
    Large -1 
    Huge -2 
    Gargantuan -4 
    Colossal -8 
Every day since the track was made +1 
Every hour of rain since track was made +1 
Fresh snow cover since track was made +10 
Poor visibility  
    Overcast or moonless night +6 
    Moonlight +3 
    For or precipitation +3 
Tracked party tries to hide its trail +5 

 
If you are tracking a group with creatures of different sizes (e.g. 
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a horsebound knight and his footbound squire) then only use the 
most advantageous size modifier. If visibility is poor then only 
apply the least advantageous modifier. A quarry hiding their 
tracks is probably moving at half their overland speed. 
 
Tracking by Smell: You can only track by smell if you have the 
Scent racial trait. Tracking by scent requires a Track check at 
DC 15. The DC may be lower if the quarry is particularly 
malodorous. Tracking by scent ignores any modifiers for surface 
conditions and poor visibility. However, the GM can add anything 
up to a +5 for the DC if the wind conditions are strong. The trail 
also grows cold more quickly, add +2 to the DC for each hour 
since the trail was made. Otherwise, use the modifiers from the 
table above. 
 
Action: The act of making a Track check is a Standard action. 
Once you have the trail following it takes up your Standard 
action each round. 
 
Try Again: If you fail a Track check you cannot normally try 
again unless circumstances change. However, if another 
character finds the tracks then you can make a second Track 
check to pick them up and begin to follow them again. 

 
 

Unarmed Strike (Varies)  
You don't need to hold a weapon to inflict damage on your foe. 
You are adept at punching your enemies squarely in the face, 
jabbing them in the kidneys and then poking them in the eye.  
 
Unarmed Strike is the ability to batter an enemy senseless 
without the aid of weapons. You accomplish this with a mixture 
of kicks, punches, head-butts and knees to the groin. You 
might be a highly skill martial artist, or you might be a street 
fighter who has graduated from the school of hard knocks. 
There is no separate "martial arts" skill in HD&D. 
 
Unarmed Strike merely governs the accuracy of your punches 
and kicks. It is does nothing to control or modify the damage 
you deal. If your unarmed attacks usually deal subdual 
damage, then they continue to deal subdual damage 
regardless of the number of ranks you have in this skill. 
Certain feats and talents allow you to use Unarmed Strike in 
different and exciting ways. 
 
Natural Weapons: Certain creatures such as lions, dragons 
and moles have natural weapons: tail lashes, claws, bites and 
so on. Attacks with these attributes still use the Unarmed 
Strike skill, even though the rules state that such creatures are 
considered 'armed'. This also applies to PC races such as the 
dragonborn. 
 
Armed Unarmed Strikes: In addition to your natural attacks, 
you can also use the Unarmed Strike skill with the following 
weapons: Bladed Gauntlet, Claw Bracer, Gauntlet, Panther 
Claw, Sap, Spiked Armour, Spiked Gauntlet, Stump Knife, 
Tiger Claws and Ward Cestus. 

 
 

Weapon Group: Axes (Str)  
You are skilled at wielding axes of all weights and sizes as 
mêlée weapons.  
 
Axes are heavy chopping weapons. They are not subtle and 
require brute strength as well as skill to wield effectively. Some 
axes can be wielded in two hands rather than one, but the 

same skill is used for all mêlée attacks with axes. 
 
The one exception to this rule is the Throwing Axe. This axe is 
small enough to be wielded in mêlée combat with the Light 
Blades skill, and so it appears in both weapon groups. 
 
Weapon Group (Axes) is only used to attack with axes in 
mêlée. If you want to throw your axe at a foe, then you should 
look to the Light Thrown and Heavy Thrown skills instead. 
However, if your weapon is not designed to be thrown (and 
few axes are) then you would take a hefty penalty to the roll. 
 
Weapon Group (Axes) can be used to attack with the following 
weapons: Adze, Bardiche, Battleaxe, Bill, Double Orc Axe, 
Dwarven Urgosh, Dwarven Waraxe, Greataxe, Halberd, 
Hatchet, Mace-axe and Throwing Axe (mêlée only). 
 
Default Skill Checks: If you don't know the Axes skill then 
use of axe related weapons defaults to either the Weapon 
Group (Heavy Blades), Weapon Group (Hammers) or Weapon 
Group (Picks) skills, but at a -5 penalty to the roll. Equally you 
can use Weapon Group (Axes) to wield any weapon from the 
heavy blades, hammers or picks groups, also at a -5 penalty. 

 
 

Weapon Group: Light Blades (Dex)  
You are adept at wielding short, one-handed swords and 
similar blades. 
 
Light Blades are one-handed bladed weapons that can be 
wielded with speed and panache. They don't necessarily pack 
the same damage as heavier weapons, but they can be used 
in a variety of different fighting styles. Light blades are often 
favoured by swashbuckler types, rogues and two-weapon 
fighters who hold a light blade in their off-hand. 
 
Most light blades are piercing (stabbing) or slashing weapons. 
They are less effective against extremely heavy armours, such 
as plate, but remain useful against lightly armoured or 
unarmoured opponents. Some light blades are particularly 
designed to defeat certain armour types. 
 
Weapon Group (Light Blades) can be used to attack with the 
following weapons: Butterfly Sword, Dirk, Drusus, Elven Curve 
Blade, Gaff/hook, Gladius, Ninja-to, Rapier, Sabre, Sapara, 
Short Sword, Siangham, Sickle, Throwing Axe (mêlée only) 
and Tulwar 
 
Default Skill Checks: If you don't know the Light Blades skill 
then use of these weapons defaults to the Weapon Group 
(Daggers) and Weapon Group (Heavy Blades) skills, but at a   
-5 penalty to the roll. Equally you can use Weapon Group 
(Light Blades) to wield any weapon from the daggers or heavy 
blades groups, also at a -5 penalty. 

 
 

Weapon Group: Heavy Blades (Str)  
The longsword is your trusty companion. To your mind there is 
no more effective way of subduing an enemy then repeatedly 
hitting him over the head with a heavy lump of sharpened 
metal. 
 
Any sword or similar bladed weapon longer than about four 
feet in length is classified as a heavy blade. These weapons 
are too ungainly to take advantage of a character's native 
dexterity, and rely far more on his raw strength. Some heavy 
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blades can be wielded in one or two hands, while others must 
be wielded two-handed. 
 
Heavy blades are extremely varied. While most deliver large 
quantities of slashing damage to a foe, others are more akin to 
bludgeoning weapons. In some cultures, heavy blades were 
developed to counter plate armour. While they do this, they 
don't do it subtly. Most are simply larger versions of light 
blades, weighted so they can inflict more damage. 
 
Heavy blades are the most common weapons to be wielded by 
most soldiers and adventurers. Swords are extremely versatile 
and damaging weapons. 
 
Weapon Group (Heavy Blades) can be used to attack with the 
following weapons: Bastard Sword, Bill-guisarme, Broadsword, 
Claymore, Cutlass, Double Scimitar, Estoc, Falchion, 
Fauchard, Fauchard-fork, Fullblade, Glaive, Glaive-guisarme, 
Great Scimitar, Guisarme-voulge, Gyrspike, Hook fauchard, 
katanna, Khopesh, Longsword, Machete, Nagamaki, Naginata, 
No-dachi, Scimitar, Scythe, Sword-axe, Two-bladed Sword 
and the Voulge. 
 
Default Skill Checks: If you don't know the Heavy Blades skill 
then use of these weapons defaults to the Weapon Group 
(Light Blades) or Weapon Group (Axes) skills, but at a -5 
penalty to the roll. Equally you can use Weapon Group (Heavy 
Blades) to wield any weapon from the light blades or axes 
groups, also at a -5 penalty. 

 
 

Weapon Group: Bows (Dex)  
For you combat means never getting anywhere near the 
enemy. Bowmen can inflict deadly damage from a comfortably 
safe range. 
 
Any bow weapon that calls upon the wielder to draw back the 
string with his own strength, falls under the purview of this skill. 
Mechanical bows (crossbows) have their own skill. 
 
Although it is a character's dexterity that helps determine the 
accuracy of the shot, strength also plays a role in this skill. All 
bows come with a Strength rating, which means that the 
character must have a strength equal to, or greater than that 
rating in order to use the bow. The Strength rating also reflects 
the maximum damage bonus from a high strength that can be 
applied to the bow shot, even if a character's strength is 
higher. It therefore pays to get a bow designed just for you. 
 
All fighters will probably have some skill in this skill, as there 
are times when mêlée weapons are simply inappropriate or 
impossible to use. Others – notably rangers – will use the bow 
as their primary weapon, and seldom get within a hundred 
paces of combat if they can avoid it. 
 
Weapon Group (Bows) can be used to attack with the 
following weapons: Composite Longbow, Composite 
Shortbow, Elven Double Bow, Longbow and Shortbow. 

 
 

Weapon Group: Blow (Dex)  
You are skilled at using blow weapons and similar devices to 
propel damaging or poisoned darts at your foes. 
 
The use of blow weapons (or breath weapons) is highly 
specialised, and the availability of such weapons may not be 

as widespread as the more traditional missile weapons such 
as bows and slings. 
 
The skill covers any number of weapons that are blown or spat 
at the enemy, including blow-pipes and blow-guns of various 
sizes, peashooters and mouth darts. Notably, creatures with 
breath weapons (such as dragons and dragonborn) also use 
this skill when they breathe on their foes. 
 
Weapon Group (Blow) can be used to attack with the following 
weapons: Blowgun, Fukimi-bari (mouth darts) and the 
peashooter. Breathweapons and simply spitting on someone 
would also default to this skill. 

 
 

Weapon Group: Chains (Dex)  
You can swing chains and flails at your enemies with 
surprising accuracy, using the weapons to trip, immobilise and 
damage your foes. 
 
With this skill you can attack with a weapon made of jointed 
chain. This chain may either be held directly in your hand, or 
attached to a shaft to make a flail or similar device. 
Chainmasters are unusual, but flails are common weapons on 
the battlefield. 
 
Chain weapons tend to require a fair amount of space in which 
to operate, therefore it is advisable to also pick up a skill in a 
smaller weapon that you can use if you are confined. 
 
Weapon Group (Chains) can be used to attack with the 
following weapons: Chain-and-Dagger, Chijkin, Dire Flail, 
Double Flail, Flail, Gyrspike, Heavy Flail, Kau sin ke, 
Nunchaku, Spiked Chian, Three section staff and Triple Flail. 
 
Default Skill Checks: If you don't know the Chains skill then 
use of these weapons defaults to Weapon Group (Ropes) , but 
at a -5 penalty to the roll. Equally you can use Weapon Group 
(Chains) to wield any weapon from the ropes group, also at a  
-5 penalty. 

 
 

Weapon Group: Crossbows (Dex)  
You are skilled at using crossbows to attack foes from a 
distance. 
 
This skill is used to aim and fire any of the variety of rifle-like 
crossbow weapons available to your average adventurer. 
Crossbows are accurate, devastating weapons, but the 
damage they inflict is purely dependent on the items 
mechanical construction, not on the attributes of the shooter. 
 
All crossbows have a strength rating. This strength rating 
indicates the extra damage a crossbolt inflicts when it strikes 
the target. For example, a crossbow rated Strength 18 would 
inflict an additional +4 damage. 
 
Crossbows are popular ranged weapons for low-strength 
characters who don't have the might or the confidence to use a 
longbow. However, crossbows normally take longer to reload 
than bows, making them a less than optimal choice for many 
dedicated fighter types. 
 
Weapon Group (Crossbows) can be used to attack with the 
following weapons: Great Crossbow, Hand Crossbow, Heavy 
Crossbow, Heavy Repeating Crossbow, Light Crossbow, Light 
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Repeating Crossbow and Spring-loaded Gauntlet. 

 
 

Weapon Group: Daggers (Dex)  
You are skilled at fighting with the knife and dagger, but also 
with other small bladed weapons that you can easily hold in 
one hand. 
 
With this skill, you can attack with all manner of small bladed 
weapons about the same size as a knife or dagger. These 
weapons can be held in one hand, worn, or strapped onto your 
wrist. They are all characterised by their speed, and reliance 
on the natural dexterity of the wielder. 
Weapon Group (Daggers) can be used to attack with the 
following weapons: Bladed Gauntlet, Claw Bracer, Dagger, 
Dirk, Jambiya, Katar, Kukri, Main-Gauche, Panther Claw, 
Parrying Dagger, Sai, Sickle, Starknife, Stiletto, Stump Knife, 
Tiger Claws and the War Fan. 
 
Default Skill Checks: If you don't know the Daggers skill then 
use of these weapons defaults to the Weapon Group (Light 
Blades) but at a -5 penalty to the roll. Equally you can use 
Weapon Group (Daggers) to wield any weapon from the light 
blades or group, also at a -5 penalty. 
 
Daggers tends to be the default skill to attack with an 
improvised sharp mêlée weapon such as a broken bottle, a 
toasting fork or small wooden stake. The GM would normally 
impose a penalty of -5 to attack with such weapons, but could 
waive that penalty in certain circumstances. Larger sharp 
weapons might more properly default to other weapon skills. 
The GM will judge these on a case by case basis. 

 
 

Weapon Group: Hammers (Str)  
The prefer to thump your enemies into a bloody pulp with large 
stone or metal hammers. 
 
This skill covers the use of any of the many weapons that 
evolved from the original craftman's hammer. Hammers are 
heavy bludgeoning weapons that rely on the wielder's strength 
for accuracy and damage. Some hammers, such as mauls, 
are designed to be wielded in two hands. 
 
The Hammers skill only covers the use of hammers in mêlée 
combat. If you want to throw your hammer at a foe then look to 
the Light Thrown or Heavy Thrown skills. A few hammers are 
designed to be thrown at enemies, most are not. Ranged 
attacks with most hammers will carry an intrinsic penalty to the 
attack roll. 
 
Weapon Group (Hammers) can be used to attack with the 
following weapons: Bec de Corbin, Craghammer, Gnome 
Hooked Hammer, Light Hammer, Lucerne Hammer, Maul, 
Mordenkrad and the Warhammer. 
 
Default Skill Checks: If you don't know the Hammers skill 
then use of these weapons defaults to the Weapon Group 
(Picks), Weapon Group (Maces) and Weapon Group (Axes) 
skills, but at a -5 penalty to the roll. Equally you can use 
Weapon Group (Hammers) to wield any weapon from the 
picks, axes or maces groups, also at a -5 penalty. 

 
 
 

Weapon Group: Lances (Str)  
Attacking from horseback is often the only sane way to 
approach some foes. You are skilled at charging down your 
enemies and impaling them on the end of your lance. 
 
This skill is exclusively used to attack foes with a lance while 
mounted on horseback. It often goes hand in hand with a high 
Ride skill and the Mounted Combat talent, although neither of 
these is technically necessary. 
 
Lances are designed to inflict more damage on a charge. The 
usual tactic for lance-wielders is to get their mount to gallop 
toward the foe and use the horses momentum as well as their 
own strength to plant the lance as far into the foe as possible. 
A lance often breaks when it is used, and therefore cavaliers 
need to keep a few on hand. 
 
Weapon Group (Lances) can be used to attack with the 
following weapons: Heavy Lance, Jousting Lance, Light Lance 
and the Medium Lance. 

 
 

Weapon Group: Maces (Str)  
There's no more basic a weapon than a good mace. What 
could be easier than repeatedly bashing your enemy until he 
falls over? 
 
This skill is probably one that most warriors would invest in. It 
covers the uses of maces, clubs and other heavy blunt 
objects. There is little finesse involved in attacking with these 
weapons, therefore strength is the most important attribute to 
a character. 
 
Weapon Group (Maces) can be used to attack with the 
following weapons: Belaying Pin, Club, Crowbar, Double 
Mace, Greatclub, Heavy Mace, Light Mace, Mace-axe, 
Morningstar, Naginata and Tonfa. 
 
Default Skill Checks: If you don't know the Maces skill then 
use of these weapons defaults to the Weapon Group 
(Hammers), but at a -5 penalty to the roll. Equally you can use 
Weapon Group (Maces) to wield any weapon from the 
hammer group, also at a -5 penalty. 
 
Maces tends to be the default skill to attack with an improvised 
blunt mêlée weapon such as a bottle, a brick or a wheel of 
stale cheese. The GM would normally impose a penalty of -5 
to attack with such weapons, but could waive that penalty in 
certain circumstances. 

 
 

Weapon Group: Picks (Str)  
Picks are the signature weapon of all fearless miners 
everywhere. They are common weapons, and are often put to 
use "quarrying" foes instead of stone. 
 
This skill covers the use of heavy piercing weapons such as 
the pick and the kama. Some picks can be wielded with two 
hands for added force, but all picks rely on the strength of the 
wielder for their accuracy and the damage. 
 
Many societies of gnomes favour the pick above all other 
weapons, and it is as synonymous with those people as the 
axe or the hammer is the dwarves. 
 
Weapon Group (Picks) can be used to attack with the following 
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weapons: Bec de Corbin, Gnome Battle Pick, Gnome Hooked 
Hammer, Heavy Pick, Kama, Light Pick and the Lucerne 
Hammer. 
 
Default Skill Checks: If you don't know the Picks skill then 
use of these weapons defaults to the Weapon Group (Axes), 
Weapon Group (Heavy Blades) and Weapon Group 
(Hammers) skills, but at a -5 penalty to the roll. Equally you 
can use Weapon Group (Picks) to wield any weapon from the 
axes, heavy blades or hammers groups, also at a -5 penalty. 

 
 

Weapon Group: Polearms (Str)  
You are a skill pikeman; you are used to staring down enemy 
attackers and fending them off with your polearm.  
 
This skill covers a very broad category of reach weapons that 
can be used on the battlefield to push away or intercept mêlée 
attacks before they get close enough to deal damage. Most 
polearms allow the wielder to make an opportunity attack on 
any mêlée combatant with a smaller reach. However, most 
polearms are useless at close combat, so if a foe does get 
past your defences you would probably have to drop the pole 
arm in favour of a shorter weapon. 
 
Weapons in the polearm group overlap with many other 
weapon groups. For example, poleaxes such as the bardiche 
appears in Weapon Group (Axes) as well. Many polearms are 
simply long spears, so there is much crossover between this 
and the Spears group. 
 
Weapon Group (Polearms) can be used to attack with the 
following weapons: Awl Pike, Bardiche, Bec de Corbin, Bill, 
Bill-guisarme, Duom, Fauchard, Fauchard-fork, Glaive, Glaive-
guisarme, Guisarme, Guisarme-voulge, Halberd, Hook 
fauchard, Longspear, Lucern Hammer, Mancatcher, Military 
Fork, Nagamaki, Naginata, Partisan, Pike, Ranseur, Spetum 
and the Voulge. 
 
Default Skill Checks: All polearms belong to at least two 
weapon groups. Refer to the other weapon groups for 
information on what skill to use if defaulting attacks with these 
weapons. 

 
 

Weapon Group: Ropes (Dex)  
You are skilled at swinging and hurling rope-based weapons at 
your foes. 
 
This skill covers the use of weapons that involve a degree of 
swinging, pulling, hurling or otherwise manipulating ropes to 
function properly. Obviously weapons such as the bolas fall 
into this category, but it is also used for such handy weapons 
as the net and the lasso. 
 
As a result of the utility of this skill, Weapon Group (Ropes) is 
often used by farmhands and fishermen in their daily 
professions. The skill can also be used in place of Profession 
(Sailor) or Survival to tie knots. 
 
Weapon Group (Ropes) can be used to attack with the 
following weapons: Bolas, Kawanaga, Lasso, Mancatcher, 
Net, Spinning Javelin (ranged only) and Two-ball Bolas. 
 
Default Skill Checks: If you don't know the Ropes skill then 
use of these weapons defaults to the Weapon Group (Chains) 

or Weapon Group (Slings) but at a -5 penalty to the roll. 
Equally you can use Weapon Group (Ropes) to wield any 
weapon from the ropes or slings groups, also at a -5 penalty. 

 
 

Weapon Group: Shields (Str)  
Anyone can hide behind their shield and block enemy attacks, 
but you can use your shield to fight back. 
 
Any character can hold a shield and use it to block attacks 
from enemies. Those with the Shield Proficiency talent can 
defend themselves with a shield far more effectively, and use it 
at the same time as attacking with a weapon. This is skill is the 
skill of using your shield as a mêlée weapon in its own right. 
 
This is the skill you use if you want to bash an opponent with 
your shield, to knock him off-balance or even to bowl him over. 
Having ranks in this skill does not allow you to attack with your 
shield and your primary weapon at the same time – you still 
need the Two-Weapon Fighting talent to do that. However, it 
does allow you a greater chance at some additional options 
during combat. 
 
Throwing a shield as if it were a giant frisbee does not use this 
skill. It uses the Heavy Thrown skill. However, shields are not 
designed to be thrown, therefore you would take a -5 penalty 
to the attack roll. Certain feats exist to mitigate this penalty. 
 
Weapon Group (Shields) can be used to attack with the 
following weapons: Heavy Shield, Heavy Spiked Shield, Light 
Shield, Light Spiked Shield. 

 
 

Weapon Group: Sling (Dex)  
You remember the tale of the young boy who killed a giant 
with nothing more than a sling and a small stone? That's you. 
 
The Slings skill covers all primitive devices designed to hurl 
small projectiles (usually bullets or stones) a long distance. 
The traditional sling is by far the most common of these 
weapons. It is widely used across Iourn, and is favoured by 
many halflings. 
 
The sling is a useful back-up weapon if fighting at range. It is 
not expensive, it's easily concealed and does not require 
anywhere near the amount of room to use as a longbow does. 
 
Weapon Group (Slings) can be used to attack with the 
following weapons: Catapult, Gnome Calculus, Sling and Staff 
Sling (as a missile weapon only). 
 
Default Skill Checks: If you don't know the Slings skill then 
use of these weapons defaults to the Weapon Group (Ropes) 
but at a -5 penalty to the roll. Equally you can use Weapon 
Group (Slings) to wield any weapon from the ropes groups, 
also at a -5 penalty. 

 
 

Weapon Group: Spear (Str)  
Are you a spearmaiden of Watomb? A pikeman from the 
massacre of Harton Moor? A wandering Üganthé hunter? 
Whatever your choice, hokey religions and eldritch might are 
no match for a good spear at your side. 
 
This is the skill of using any spear or spear-like weapon in 
mêlée combat. If you want to hurl a spear at an enemy then 
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refer to the Light Thrown or Heavy Thrown skills instead. 
 
Spears are extremely common weapons that lack the general 
utility of a good sword. However, they are very effective at 
stabbing attacks. The basic spear design is at the heart of the 
polearm. Many spears are polearms and can be used to keep 
mêlée combatants at bay, dismount riders and several other 
uses. 
 
Some spears can be set to receive a charging foe, and will 
inflict increased damage as the foolish opponent impales 
himself. 
 
Weapon Group (Spears) can be used to attack with the 
following weapons: Awl Pike, Bill-guisarme, Brandistock, 
Chijkin, Duom, Dwarven Urgosh, Fauchard-fork, Fork, Glaive-
guisarme, Guisarme, Guisarme-voulge, Halberd, Harpoon 
(mêlée only), Javelin (mêlée only), Longspear, Manti, Military 
Fork, Partisan, Pike, Ranseur, Sang Kauw,  Shortspear (mêlée 
only), Siangham, Spear (mêlée only), Spetum, Spinning 
Javelin (mêlée only) and the Trident (mêlée only). 
 

 
 

Weapon Group: Staff (Str)  
You are proficient in wielding the quarterstaff and similar 
weapons. 
 
The staff is the archetypal implement of the itinerant wizard. It 
can be used as a walking stick, a weapon and perhaps even 
enchanted to enhance the wizard's own magical might. 
However, Gandalf the Grey is not the only one who can make 
mileage from a staff. 
 
The staff is also the weapon of peasants and warrior monks. It 
is an inexpensive and extremely effective weapon. Masters of 
the quarterstaff can attack with it as often as a two-weapon 
fighter, and can also use it to block, parry and trip the attacks 
of opponents. 
 
Weapon Group (Staff) can be used to attack with the following 
weapons: Bo Stick, Brandistock, Jitte, Naginata, Quarterstaff 
and the Staff Sling (mêlée only),  

 
 

Weapon Group: Light Thrown (Dex)  
You are skilled at hurling light weapons at your foes. Anything 
from a shuriken to a dagger hit the target with unerring 
accuracy when you throw them. 
 
This skill is used to attack with any light ranged weapon that is 
thrown from the hand as opposed to launched from a 
projectile. Light thrown weapons are more dependent on the 
wielder's dexterity to hit the target.  
 
Weapon Group (Light Thrown) can use used to attack with the 
following weapons: Boomerang, Chakram, Dagger (ranged 
only), Dart, Halfling Skiprock, Light Hammer (ranged only), 
Shortspear (ranged only), Shuriken, Starknife, Throwing Axe 
(ranged only) and the Throwing Iron. 
 
Default Skill Checks: If you don't know the Light Thrown skill 
then use of these weapons defaults to the Weapon Group 
(Heavy Thrown) but at a -5 penalty to the roll. Equally you can 
use Weapon Group (Light Thrown) to wield any weapon from 
the heavy thrown group, also at a -5 penalty. 

 
Light Thrown is also the skill you use if want to throw a small 
object that is not designed to be thrown, such as a bottle, a 
plate or any light mêlée weapon. The GM will probably impose 
a penalty to the roll of at least -5 to throw mêlée weapons, 
although he may be more lenient with other items. 

 
 

Weapon Group: Heavy Thrown (Str)  
You have the strength and the skill to hit even with the 
heaviest thrown weapons. The javelin, the spear and the 
hammer are all at your disposal. 
 
Heavy thrown weapons rely on the hurler's strength as much 
as his skill. Even getting these heavy weapons to travel any 
distance is a feat of raw power, and the skill reflects that 
accordingly.  
 
Weapon Group (Heavy Thrown) can be used to attack with the 
following weapons: Harpoon (ranged only), Javelin (ranged 
only), Orc Spotput, Spear (ranged only), Spinning Javelin 
(ranged only), Trident (ranged only) and the Warhammer 
(ranged only) 
 
Default Skill Checks: If you don't know the Heavy Thrown 
skill then use of these weapons defaults to the Weapon Group 
(Light Thrown) but at a -5 penalty to the roll. Equally you can 
use Weapon Group (Heavy Thrown) to wield any weapon from 
the light thrown group, also at a -5 penalty. 
 
Heavy Thrown is also the skill you use if want to throw 
something that is not designed to be thrown, such as a table, a 
chair, a hobbit companion or any heavy mêlée weapon. The 
GM will probably impose a penalty to the roll of at least -5 to 
throw mêlée weapons, although he may be more lenient in 
certain circumstances.. 

 
 

Weapon Group: Whips (Dex)  
You are the master of the whip and all of the hellish 
instruments of torture related to it. 
 
Using a whip and weapons related to the whip is highly 
specialised. No other weapon is used in quite the same way, 
and therefore this skill has no default. 
 
Those skilled in the use of the bullwhip can use it for a variety 
of purposes. These include entangling foes, extinguishing 
candles, swinging from convenient chandeliers or gargoyles 
and inflicting minor (if painful damage) on their opponent. 
Whips are excellent weapons for keeping one's foe at bay. 
 
Weapon Group (Whips) can be used to attack with the 
following weapons: Scourge, Whip and Whip-dagger. 
 


