CoMMON EXPLORATION I

Get a (3+2/10+3/B+4 Circ. honus from a willing expert ally performing a similar task.
FouLow The Expert oo EEEEE | £ o are ined you can add your level as a proficiency bonus.
Rerocus e 208 Regain 1 Focus Point.
- Repair a damaged Item by 5(10) HP+5(10) HP per Proricency Rank.
RepaR ¢ BP0 o quires a Reew Kir and a stable surface CF: Deal 2d6 - Hardness damage fo the item.
Treat Wounos Crvm B2 Mawiouure[Heaunc) - Heal €5/5: And remove the Wounnen condition. Requires Heaung Toots and free hand. €D co on target.
D o couste reatins. GYNTHI 2d8(4d8) [DIEA) 2d8(4d8)+10  OQTED 2d8(4d8)+30 MR 2d8(4d8)+50 CF: Deal 148 damage.
SocIAL ACTIVITIES
- Bully a creature into doing what you want.
Coerce QI Target cooperates up to §I, then its attitude downgrades to unfriendly. (S: Target won't retaliate soon.
F: Target's attitude downgrades to unfriendly. CF: Target becomes hostile and is immune for at least a week.
GATHER INFORMATION 2 - Canvass an area to learn about hing specific. CF: Get false info.

| Auoimory I Lineuisic]

F: Target knows you are disguised. CF: And can recognize you.

IMAKE AN IMPRESSION QSRS - o @emmreeny - Temporarily improve the target's attitude by 1(2)(-1).
IMPERSONATE ETTYT ™ - Create a disguise. Requires a Discuis Kir.

TRAVELING ACTIVITIES

Husie « e Double your travel speed of 10 x Con minutes. I Con <11freat as1
SaquEezE Vo, - Squeeze 5(10) Feer/Mx through a space you can barely fit through. CF: Get stuck.

The following can only be done at half speed or slower

2E CHEATSHEET ..

DOWNTIME E

CraFT P MavieuLare - Make an item from raw materials. Requires appropriate tools and workplace.
EarN INcome e - Earn Money.

SussisT @D = - Provide yourself subsistence level food and shelter. €S: Provide for another or gain comfortable living.
LonG Term ResT €230 w Regain 2 x Level x Con HP.  |f Con <1freat as1

Treat Disease 3D B Mpure - Grants a +2(+4) Circ. bonus to the next Save vs Disease. CF: 2 Cire. penalty.
RETRAINING w0 Change one of your chosen Fears, Skiwts or Cuass features.

Learn Nave (e snzis YRR @ - Try to discover the target's private names and true name.

CreaTe FoRGERY CEETYD a4 - Forge a document that does (not) fool passive observers. Up to +4 Circ. bonus if similar doc. known.

es are part of Downtime
(S: and get a +2 Circ. bonus to future prep. checks.

- Seek out rumors about the target.

Gossip " Gain inside information about the target. CF: Gain 1 Awareness Point and -2 Circ. penalty to next prep. check.
Gam Conacr o _— Try to find useful contact. . .
Gain a contact and 1 Edge Point. CF: Future attempts suffer from -2 Circ. penalty; On repeat gain Awareness Points.
- Offer a bribe to your confact. Always gain 1 Edge Point.
Brige CoNTacT aucss COSts minimum 1/10 of the Currency Per Aooimona P listed on GMC 59. Doubling costs gives +2 Circ..
F: Gain 1(2) Awareness point. The Edge Point is useless, which the GM can reveal if/when they want.
Scour Location cuces - Spend time observing the farget.  S: Gain1 Edge Point.  CF: Gain 1 Edge Point that causes CF.

taad - Prepare a convincing forgery prop.

Soc
ouess coin

Deren s Raise A S before first turn of combat. Forae Documents 1Edge Point that you can only use when presenting paperwork. F: Gain 1 useless Edge Point. CF: That causes CF.
Scour s @ Grants the whole party a +1 Circ. bonus to Inmianive. | Crarring/DEcErTion /PeRroRMANCE/SocIETY r—
. o CRAFTING/DECEPTION / PERFORMANCE /SOCIETY [l (01l (X1 Qu (T Y (X1 [T 11T
: = . - Secure Discuises . / / / roct e cisgu o
INVESTIGATE P Covcevrerc] - Use Recaw Knowtence on visible clues. (S: Get more info.  CF: Get false info. S: Gain 1 Edge Point that is usable when identity.
SEARCH ] Concerrc] - SEEK. You can detect everything when moving up to 300 Feer/Miv (Before entering 150 Feer/Min).
Detect Maeic <o (@ Cast Derecr Masic regularly. No chance of missing magical auras when moving up to 300 Feer/Miv (Before entering 150 Feer/Miy). INFLUENCE SUBSYSTEM
Avoin NoTice . —~ ONEAK., F: Detected but sfill Hiooex,  CF: Become Osseven,  INFLUENCE ancier Make favorable impression on a NPC to convince the NPC to support your cause. Gain 1(-1,2) Influence Points.
Cover TRACKS (-9) PO vt Concenrmare] - Cover your tracks. Dot — - Watch or study an NPC. Choose to learn 1(2) of the following: CF: Get false info.
= ; T |owest unknown Influence DE, personal preference,  one Resistance,  0Ne WEAKNESS.
TRACK (+9) B Moce Concenrre] - Follow tracks. F: Can't try again for @) CF: For €T
REPEAT A SPELL 2o (@ Re Ily Cast a Seew of <9 or lower. Spells with Complex Decisions can give Faicuen (up fo Gu)

SusTaIN AN EFrecT o (@ Repeatedly Sustaw an effect. Effects with Complex Decisions can give Faticuen (up to Gu).

KNOWLEDGE ACTIVITIES
Decrper WRiTiNG (TN - Decipher a complicated or esoteric writing.

You understand the true meaning of a non-coded (or coded) message.

CF: Get false info.

B Concer] F: -2 Circ. penalty on future attempts.

IpENTIFY ALCHEMY 237 - Identify an alchemical item. Requires Auctemists Toois. CF: Misidentify.
- Investigate a magical item, location or ongoing effect. €S: Learn everything.  S: Can't fry again.
InenmiFy Macic @y o0 T voy learn what it does, and for item or location how to activate it. F:Can'ttry for (I CF: Misidentify.
PursuE A LEap £+ e rvsEmn Examine the details of one potential clue related to the target.
URaZaa - Stay oriented in the wild and get a sense of cardinal directions. -2 Iem penalty without a Compass.
SENsE DIRECTION s Y g el EE

(5: Excellent sense of where you are and exact cardinal directions.

MAGICAL ACTIVITIES

- Prepare a spell from someone else's spellbook, arcane witch familiar, or the like.

Boraow AN ARCANE SpeLt 24 BT Vou have to be a prepared caster. F: Fail to prepare spell but keep spell slot, can't try again today.
- Spend materials to learn a spell from a person, spellbook or scroll. €S: Spend half material.
Learn & SPHL o [T F: Can't fry again until next level.  CF: And waste half materials.

OTHER ACTIVITIES

30-40 Feer : 30-40 45-55 Feer: 3

H PLORATION  Number of Activifies usable each day:

<10 Feer 15-25 Feer : 1

FormiFy Camp (Eemres GHc08 - Gain +2 Circ. bonus to Inmanive and Perception checks to find Sneaking Creatures.
Mar THE AREA (RS anczos (el [0z - Create an accurate map of the hex. Any DC to navigate the hex is reduced by 2. Need successful ReconnoiTer.
Group Activities
Travel between hexes. Multiple uses are required for difficult terrain. Road can reduce uses
TRA\IEI. cuczos [V It is possible to force march gaining 1 extra Travel Activity. Can be done for Con days, min1
Survey the hex for Unusual Features. Same multiple uses as TraveL. Road can't reduce uses.
RECONNOITER acaos Certain features might require a check.

KINGMAKER CAMPING ES

Following activities can only be done at a campsite. Use Prepare Camesite to find a site

CamourLace CaPSITE @ - - Hide your campsite. Increase Encounter DC by 1(2)(-2). €S: Skip the first successful Encounter Check.
0o PRV
CF: Encounter Checks are (S on 19 or 20.
B [y Yl e Roxa 8] - Cook a basic meal. Eating gives +1 Status bonus to Saves until daily prep.
Cook Basic MeaL gD s o Czremes Per serving use 2 basic ingredients and 1 day's rations or provisions from Sugsioing.
(S: Gives 2 x Level x Con HP. CF: Become Sickenen 1 until after they complete their daily prep.
Cook SpeciaL MeaLexD oo e [ B - Cook a special meal whose recipe you know. A Sickenen creature can't eat.

CS: You recover half resources.
CF: And you are exposed to the meals CF.

- Learn a common recipe. Prepare 1 Serving. Uses Double Ingredients.
The recipe has to be a lower level than the zone. F: Don't learn.

Bl Rae - Gain Basic Ingredients. (S: Gain 2 x Zone DC +4 +8 (RURLD +12.

Discover SpeciaL MeaL e

(G MnipuLTe!

n n ; ; Hunt AND GATHER o1 T . -
AFFiX A TALISMAN IS ouc2c: e Affix or Remove one talisman on one item. Requires Repar Kir. Attaching more then one to an ifem deactivates all. a K BB 6. Gain Zone DT +1d4 +2d4 [BHLD +3d4. F: Gain Zone DC. CF: Gain 1d4 and make an encounter check.
Compose Missive (D wa Draw, write, or inscribe, a missive covering its surface. Learn From A Compaion ez o [ ene w1 - Learn a Special Activity from a friendly companion. CS: You learn the activity.
N - " N : S: Treat attempts at next camping as one degree higher. CF: No more attempts this session.
CaL Companion oz SWitch your active companion for another one of your animal companions. Organize fhe nigh b Watch sfand -
] . - - H(+2 :
- Search for a safe and secure location and set up a campsite. €5: +2 on rand. encounters fora day, none for @ OrcANIZE WATCH G5 o I - Organize the nights watch. Watch standers gain +1(+2) Starus fo Peaceemion
PREPARE CAMPSITE (21 ] R Concerae| Move] X o ) o . (S: Reduce rest time as if one more person. F:No benefits. ~ CF: And make a Encounter Check.
€@ if campsite has already been prepared on hex. F: -2 penalty on camp. activities.  CF: No camp. activities and instant encounter check.
Provioe Ao @D o2 Grant +1 Circ. honus to your ally's Camping Activiry. (S:+2 Cre. @+3CRe. @+4Cire  CF: -1 Cinc. penalty.
RESEARCH SUBSYSTEM Reuaxem e Gaiin +1 G to next Caweg Actvy,
Comb though information to learn more about the topic at hand. Gain 1(2) Research Point. Often [HIEMSH. - During Camp. Session: Allies gain +1(+2)(Relaxing +2) Status bonus to Arrack, Saves and Skiwts during combat.
ResearcH EXeemm oucr0 EETEENEER €. Make a false discovery and lose 1 Research Point. Teut CampriRe Story € e (NI Relaxing ally gain one reroll during camp. session. F: No benefits. CF: -1 penalty fo Skiws until Rewax or daily prep.
9 SNGLE AcTiON %9 Two-Action ActviTy <999 Three- Action Acvity © Free AcTion D ReacTion (<) UsnLe IN Encounter Mook - Interacts with Map | Move | Maniputare - Triggers for reactions conditions and more. B-GMrolls - Requires skill training - Requires Feat

(S - Critical Success S - Success F - Failure CF - Critical Failure
APG = Advanced Players Guide GMC = GM Core
SoM = Secrets of Magic TV = Treasure Vault

+2(+4/+1)/-1 - honus for Success (Crimica Success / Faiure / CRmicaL FAILURE)
777 = Page reference for Player Core
KCG = Kingmaker Companion Guide

XTI/ KM - Doesn't affect targets that can't see/hear - Target needs to understand the language
- Relevant Knowledge Skills - Relevant Magic skill Arcana, Nature, Occurtism, ReLiGion
Vomrawk Cheatsieer v1.2.2 - By Voidhawk based on v1.6 clean rulebook by lannick Daniel - Acmvities & Actions - Page 1

AL & - Tags for immunities
- Trained (3 - Expert @ - Master (B - Legendary
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ATTACK ION

STRIKE <9 s rxam Attack with a weapon or unarmed attack. (S: Deal double damage.
REACTIVE STRIKE D B - Strike against a creature that uses a or action or a Ranged Attack. €5: Disrupt actions. C I I 0 N
F - Target is Orr-Guarn against your next melee attack this turn.
2Ly &5 [EA (g, Target is Drr-Guarn against all your melee attack until end of your next turn. CF: CS effect, but with inverted targets. RAC KER
Attempt to get free when Graggen, ImmoiLIZED, OF RESTRAINED. (S: And Stride up to 5 Feer. CF: Can't try again until your next turn.
Escape <9 ] . R
Uses unarmed attack modifier, Acrogarics, or ATHLETICS. Usually against DC: Grabbed Arwenics, Tied Trievery, Spell Seew, Object/Hazard/Other Escape.
The following combat maneuvers usullu requw having a hnd free and the target to be no more than one size larger MOVEMENT AC ON +5 Feer of Speed for every 20 Feer of land Speed above 20
- Knock something out of an opponent's grasp. (5: Target drops the object. g "
§ . 5 N . . TRIDE e Move up to your land speed. Burrow < 49 Move up to your burrow speed (through dirt or loose material).
Disarm > A Target takes -2 Circ. to using the item until farget Interact. Future disarm gain +2 Circ. until InTeracr. CF: You become OFr-G e = M (DR o ‘p : = [0 peed (fhroug )
. - . . . * .
GRAPPLE > - Grab an opponent with a free hand until your next turn ends. (5: Target is restrained instead. IEG g OV CS M IOT N enInoeacfions o .
5B - polease the target if you already had it Grassen or Restraiven. CF: And the farget can Gaas you or push you Proxe. — TymLe THROUGH 9 m - Move up to your speed, including through the space of one enemy as if Diericutr TerraiN.
- 3 F: Your movement ends at the enemy, and you trigger reactions as if you had moved out of the square.
ReposiTioN 25 [N - Move creature 5(10) Feer within your reach. Not into/through obstacles. CF: Target rey you 5 Feer.
SHOVE <9 25 ISR - Push an opponent 5(10) Feer from you. You can follow. CF:Fall prowe,  DROP PRONE / STAND 1z Fall Prowe. / Stand up from Pron.
Trip 2 N - Knock an opponent Proxe. (5: And deal 1d6 B, CF:Fall Prowe,  CRAWL +s 5 Move 5 Feer while Prone. Speed has fo be 10+
Leap e Leap horizontally 10 Feer if Speed 15+ Feer (or 15 Feer if Speed 30+ Feer). or 5 Feer horizontally and 3 Feer vertically.
MAGICAL ACTIONS HiGH Jump <99 s e RSP TR - Srmioe min 10 Feer and then leap up to 5(8,3) Feer vertically and 5(10) Feer horizontally. CF: Noleap and fall Proxe.
CasT A SPELL Usually 99 s (ast a spell you have prepared or in your repertoire. Often and/or [ESEENTRE. Adisrupted spellis lost. ) gng Jump P9 s e PN te e (9 - Strioe min 10 Feer and then leap up to your check result rounded down (nearest5).  F: Normal leap. CF: And fall Proxe.

Dismiss & « @memereen End one spell or item effect. Grag AN EDGE D> T L e - Stop your fall using a (no) free hand and reduce the fall damage so far by 20 (30) Feer.
SUSTAIN « @ Extend one spell or item effect. If your action is disrupted, the ability ends. o BT (. Take 10 damage per 20 Feer fallen so far.
| g If you natice a spell being cast and have the same spell prepared or in your repertoire, you automatically identify it and the level it is cast at. BALANCE +9 o] - Move across a narrow surface or uneven ground as if difficult terrain. €S: Full speed.  CF: Fall and furn ends.
;E"le PELL Y 2o e EVPRESIVASTRAG) - Identify a spe:lll usmgw . Cume 2 ooy TR - With both hands free, move 5(10) Feer up, down or across an incline. CF: Fall and land Prox if on ground.
ECOGNZ SPeLL D> 2 (e Tn care e e el e P MG L (5: 71 fo S or AL Swim - Swim 10(15) Feer through water. Offen auto § in calm waters Use else: Sink 10 Feer or moved by current. CF: Lose 1 round of air
— - T T e ey e e
EFENSI CTIONS - - — Fiy > tzzm Move up to your fly speed. Fall if not used on turn. You can move 10 Feer down (or along wind) for every 5 Feer. Does not combine.
AverT GAZE s Get a +2 Circ. honus against visual abilities. Lasts until start of next turn. " PI0Y e } Treat upwards/against wind as Dirricutr TerraiN. Combines to GReater DiFFicuLt TERRAIN
Taxe Cover Gain Cover, or get Greater Cover if you have Cover. Lasts until you move, aftack, go unconscious orstop.  INTANEUVER IN FLIGHT <% 2 e PEXERO a0 - Perform a difficult maneuver while flying. F: Can't move or bad consequences.  CF: Worse consequences.
" . . . !
Cover gives +2 Cire. bonus fo AC, Rertex and checks to avoid detection. GreateR Cover gVeS +4.  “poccera Fal D - [T - Slow your fall while flying.
Raise A SHIELD / PARRY <9 wses2 PUT up @ Siewo (or Parey Weapon) to get its bonus to AC. +2 AC for most Swiewos; +1 AC for Paray Weapons,
5 Bl > - Reduces the damage of a Pavsicar attack by the raised Shiewn's Haroness. SOCIAL ACTIONS
RIEE S #* Both You and the Suew take any remaining damage. Objects generally break af half HP and are destroyed at OHP.  Deworavize 9 210 e K CSESTYITYGSTSPOZIEN - Shake an enemy's resolve. Range of 30 Feer.  Interpersonal cooldown of (EI.
AssisTED RECOVERY Usually 9% «s (BB - Help you/ally recover from persistent damage in relevant way. GM can adjust DC/effectiveness. Creature gain 1Round CD. argetihecomelthiun el 2 — - picpenalfyjfjyctiareotits g alangtageiiheareifcaniindersiand
e =SS - Use a diversion to temporarily become Hiopex. Targets gain a +4 Circ. against your diversions for EIT.
Ed M | . : .
) ) ) ) If gesture or trick add [ZENSS. If distracting words add and [MYESM.
MEDICINE ACTIONS Usually require holding or wearing healer's fools and having a hand free - - = -
First Aib 9% [y aesgasd B - Stabilize: Target loses the Dvine condition. Still Usconscious. CF: +1 to Dyine condition. Bon Mot -9 "” - DISlfI'a(T afoe witha \I\Sﬁy auip. Target e refort
K - [Avoron Lncusn] 2(= . -
IESTAID 1 EIEVET Py pmepesmrssw=S ] - Stop Bleeding: Target gefs an extra {8 flat check to stop Breen. CF: Deal Beeo damage. arges takes a -2(3) Smus penalty to Penceeron and Wi Saves for @I, ez enalliiseats
- Heal in combat, works as Trear Wounns but doesn't remove Wounnen. Cannot use on targef for 24 hours.  RequesT 9 - Make a request of a friendly or helpful creature. (5: Target agrees without qualifications.
BatTLE MEDICINE <9 B2 MavicuLae] TEE 2d8(4ds) (DD 2d8(4d8)+10 YO 2d8(4d8)+30 BT 2d8(4d8)+50 D Q o [ETeETe VN and F: Target might propose an alternative.  CF: Target's attitude towards you decreases.
: Deal 1d8 damage. g€t might prop 9 L
TreaT Poison 9 o T - Grants a +2(+4) Crrc. to the next Save vs Poson. F:2cnc  PERFORM <) 2 (e ETEORNYIRTed - Make a brief performance (song, dance joke). (S: Impress. ~ CF: Show incompetence.
Commanp AN ANIMAL*® & - Issue an order to an animal. CF: Target mishehaves or misunderstands.
CLOAK AND DAGGER INTERACTIONS Mouvr-» om Gt onoftan aled anima biggerthan youf ide .
SNEAK 9 B Vo] - Move half speed while being Unnerecren. F: Detected but still Hiooex.  CF: Become Deserven.
Hioe <9 24 - Use Cover or Concearment fo hecome Hiopen, Usually other actions than Hioe, Sneak or Step makes you Deserven. OBJECT INTERACTIONS
SErk-d - Locate creatures and objects within an area. Usually a 30 Feer cone or a 15 Feer burst. I > - Grab an object. - Draw, put away or swap an item. - Stow or retrieve from an open container.
=R 7 @IESER (reatures go from Unoerecren to Hinoew, or from Hiooew to Oeserven. Imprecis Sens or effect might prevent Oeserven. NTERACT .0 BIEWEH _ 036 oy close a door or confainer. - Change your grip/add a hand. - Reload (See Weapon). - Or similar actions.
Point Out <9 « b Indicate the location of a creature fo allies. Ifally can't hear/understand they do FMONBEONER S: Understand. F Misunderstand. — RELEASE €> « e - Release something you are holding. - Change your grip by removing a hand. Does not frigger reactions.
Concea AN OBIECTD o ommeen - Hide an object of light bulk. ACTIVATE 9+ or D sz Activate an effect listed on an item. Often and/or [N, If disrupted: limifed uses are lost; Sustained effects end
Patm aN OBJct <9 B Ve - Palm an unattended object of negligible bulk. F: Noticed by nearby creature. — AgriX A FuLu <9 sourse Expemmesm Affix/remove a fulu to armor, weapon, creature, or structure that is beside or in your square.
STEAL 9 246 [YITENWSE - Steal an object of negligible bulk from a creature. F: Noticed and fail fo take object if farget noficed. ~ TRick MAGIC ITEM<® 20 sy Y URS A ea] ko ey - Can use the item until the end of the turn. F: Can't fry again until next round. CF: Next daily prep.
LiE 99%++ 28 - Fool someone with an untruth. F: Target gains a +4 Cinc against your lies.  INVEST AN ITEM <9+ suczs R You invest your energy in an item to benefit from its constant magical abilities. Max 10 items per day.

Sense Morive < lco cooe] - Detect abnormal behavior/Mental magic. €S: Detect frue intent/solid idea of mental magic. CF: Misidentify.

- Disarm a trap or another complex device. €S: Two success and no trace.

— DisasLe A Device 39+ 27 ORREROOSE 1 e e Toous can be helpful, sometimes required. CF: Trigger the device.
Pioring| - Relevant piloting check for vehicle. (R)- Reckiess ad . .
Pilot has to use Drive or Stop else lose control. Uncontrolled vehicles moves at last pilof until stopped. Usually loses 10 Feer per turn. Pick Lock 99+ 247 P - Open a lock with Tieves' Toois. €5: Two success and no trace. CF: Break the tools and leave obvious damage.
Boaro 9 oucz iz Board or disembark a vehicle. Ifitis in motion make a [T/ CROTIRVETI B Fonce Opex<p m - Break open a door, window or container. fsi No dafmage on farget.
q . E -2 Item penalty when prying without a Crowsar CF: -2 Cic. penalty on future attempts.
Take ConTroL < ] Mooy - Take control over the vehicle. You have to be able fo reach the controls. Some vehicles can require more actions T AUl the penatly P
Following actions require that you are ing the vehicle
rRr— B : OTHER ACTIONS
DRIVE$ M hicle. P Spee S:and canfurn.  F:in current heading ~ CF: and lose control. - 3
RIVE <@+ suce [ RdiehviNtd - Move venicle. %[ 2x Speed in current heading 99>[ 3x Speed in current heading. -5 penalty to check A+ s BTN eROBINERa 8 - Grant +1 Circ. bonus to your ally. (5:+2Cmc. @3+3Cre @+4 e CF: -1 Cinc penalty.
STop 9 Je— Deray & w5 Delay the start of your turn; start your turn after another creature's turn ends.
Run OvEr 9> - You run over creatures -2 size and/or ram one -1 size. When ramming you and vehicle take damage and stop. Renoy 9% + > « e Prepare to take a <®/€> asa D with a given trigger.
F'¥ Creatures make basic [ R uNTaetarg and fake vehicles collision damage. Other pilots may use Puorne instead.  RECALL KNOWLEDGE <9 - e NZN RO s n )] - R ber a bit of knowledge about the subject. €5: Get more info.  CF: Get false info.
¥ SINGLE AcTioN ¥% Two-Action Activity P9 Three- Action Activity © Free Action " Reaction (<) UsE IN Encounter Moe - Interacts with Map | Move A ManipuLate B - Triggers for reactions conditions and more. 8-G6Mralls - Requires skill training - Requires Feat

(S - Critical Success S - Success F - Failure  CF - Critical Failure
APG = Advanced Players Guide GMC = GM Core
TV = Treasure Vault

+2(+4/+1)/-1 - bonus for Success (Crimicat Success / FaiLure / Criricat FAILURE)
777 = Page reference for Player Core
SoM = Secrets of Magic

| Menra & [ - Tags for immunities
- Trained (3 - Expert @ - Master [ - Legendary
All of this material is licensed under either OGL or ORC lisence
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PATHFINDER 2E CHEATSHEET

CONDITIONS: Orr-GuaRrD

Orr-Guarn «s Take -2 Circ. penalty to AC against another creature you are Orr-Guaro fo.

CONDITIONS: PHYSICAL

Previously know as Flat-Footed.

Cuumsy (x) w2 -(X) Status penalty to Dexteriry based checks and DCs. 3 A crosarics Nl SteaLts )
DRAINED (X) «a -(X) Status penalty to Constirution based checks. Lose (X) X Lever HP and reduce max HP by same. Reduce 1: Full night's rest (Regain max HP).
FaiGuen « -1 Status penalty to AC and Saving throws. Recover: Full night's rest. Cannot use exploration Activities while moving.
ENFEEBLED (X) w -(X) Status penalty to Strenetn based checks and DCs. EX: Streneri Aftacks/damage, XSSy

CONDITIONS: MENTAL

ConTROLLED « You are controlled. The controller dictates how you act. Usually the controller doesn't have to spend their own actions.
Freti " You are compelled to focus on something. -2 Circ. penalty to PERCEPTION and SkiLL CHecks. . » } . .

You cannot use unless they are related to the fascination. This condition end if a Hostite Acrion is used against you or ally.
FRIGHTENED (X) .. -(X) Circ. penalty to all checks and DCs. Reduce 1: End of turn.
FLEEING « On your turn you must attempt to flee as expediently as possible. You can't Deway or Reaoy while fleeing.
STUPEFIED (X) ws ~(X) Status 0 InTeLLiGENCE/Wisoom/Cuarisma based checks and DCs. When you cast a spell: F: Disrupted.

CONDITIONS: DETECTION

OBSERVED « Anything in plain view of you is observed.

HiooeN Creatures cannot fell exactly where you are. Other Creatures are Orr-Guaro to you.
““ Use Steat to gain. Use Seek to observe. Targeting Himpen (Areas not subject): F3HERMBLY F: fails to affect farget.

MoEmm Creatures don't know which space you occupy. Other creature are Orr-Guaro to you.
*“" Use Seek to observe. Targeting Unperecren: target random square then as Hiooen but 8. The G won't tell you if you hit or not.

UNNoricep « A creature has no idea that you are present. You are Unoerecten.

ConceatED « You are hard to see. You can still be Osserven. Targeting a Conceacen creature requires (Areas nof subject): ¥RSEIES F: fail to affect farget.

IRNEEIE You are Unnerecten to everyone. You can't become Oeserven except by special abilities or magic.

““ Creatures can Seex to make you Hiooew. You can Sneak to become Unperecren again.

CONDITIONS: SENSES

BuNoen You can't detect anything using vision. All normal terrain is Diricutr TerRAIN. You are immune to effects.
“ Critically fail all Percepmion checks using vision. If vision your only Precise Sense: -4 Status penalty to Perceprion. Overrides Dazzien

If you become invisible when Dgserven you become Hiooew instead.

Dazzien w2 If your vision is your only Precse Sens, all creatures and objects are Conceacen from you.
DERTERED You can't hear. Critical fail all checks Percerrion related to hearing. -2 to Perceprion for Inmanve and checks that also involve sounds.

“* If preforming action first: ERESTEE F: action is lost. You are immune to EREEMeffects

COoONDITIONS: DEATH AND DYING

Doomep (X) « Reduce the dying value by (X).  If dying value is 0 then you die. Reduce 1: Full night's rest.  Recover: Death.
You are dying. Gain if reduced to 0 HP. Start at 1+ Wounpen. You die at 4 (dying value). Lose if HP > 0. You are Unconscious.
Dvine (x) «> Preform Recovery Check at start of turn: Change dying value -2,-1,+1,+2. Increases by 1if you take damage (2 if critical)
When Dyine is lost: Increase Wounnen by 1. You remain Unconscious if HP is 0, until Gu decides (CCTT to CSTSmEEe®) (Then gain 1 HP).
Smatus penalty to AC, Percepmion, RerLex. You are Orr-Guaro and Buinoen. At Gain: You gain Prone and drop items unless effect or G decides else.
Unconscious us I HP >0 you wake up if: Damaged, Healed, Shaken with Interacr, Loud noise If asleep you Gu wakes you up due to:
Restful night,  something disrupted the rest.
Wounpep () « You are injured. If you lose the Dyive condition increase by 1. Recover: Trear Wounos o if you are af full HP and rest for (REID

CONDITIONS: HEALTH

BROKEN « For objects. Cannot be used in normal function: No Irem bonus except for Armoug. Broken Arwor takes Status penalty: Light -1, Medium -2, Heavy -3.
You can't act or sense. You become an object with a Buck double your normal Buik, AC 9, Haroness 8 HP as Alive.
PETRIFIED «s When removed your HP is the same as statue. If destroyed you die. Your body and mind in are in stasis, don't age.

Can be of multiple types. Take the damage at the end of your turn, rolling damage dice again. May be doubled/halved due on results of roll.
PersisTeNT Damace 2 After make ETRERRISH fo recover from it. Usually Immunimies, Resistances, and Weaknesses are used on each. Gm might decide otherwise.
Different types are counted as separate conditions. If same type the highest applies (Gx decides unclear). May use Assisteo Recovery fo remove.

SICKENED (X) ws ~(X) Smarus penalty to all checks and DCs. Spend <9 to recover [T amud R Saaaeq@ 8] 5: Reduce Sickenen by -1(-2) You can't willingly ingest anything

CONDITIONS: ATT UDES Hosrie Actions will reduce the attitude depending on the Gu.  Only supernatural effects can impose these on PCs.

HewpruL ws Will accept r ble Request from creature. Unless it is against creatures goals or quality of life.
FRIENDLY w Is likely to agree Requests from creature. As long as they are simple, safe and don't cost too much.
INDIFFERENT « Most creatures are Indifferent towards creature.
UNFRIENDLY « Will not accept Requests from creature.
HosTiLe ws Will fry to harm that creature.
MELEE CRITICAL SPECIALIZATION
Axe Choose adjacent target. If its AC is lower than your attack roll: Deal damage to it equal to number of weapon dice you rolled.
BrawLING Target must succeed or be Stowen 1 until end of your next turn.
Cius You knock the target away from you up to 10 Feer (you choose the distance). This is forced movement.
Frai Target must succeed or be knocked prone.
Hammer Target must succeed or be knocked prone.
Knire The target takes 1d6 resistant bleed damage. Add weapon's Irem bonus to this damage.
Pick The target takes 2 additional damage per weapon damage die.
PoLeArm You move the target 5 Feer of your choice. This is forced movement.
SHIELD You knock the target back from you S Feer. This is forced movement.
SPEAR Target is Crumsy 1until the start of your next turn.
Sworn Target is Orr-Guarn until the start of your next turn.

RANGED CRITICAL SPECIALIZATION

Boms Increase the radius of Bomb's damage (if any) by 10 Feer.

Bow If adjacent to surface. It is Immosiizen and must Interact to attempt EXERERsre 8] fo free itself. Incorporeal creatures can escape without effort.
Crosssow The target takes 1d8 persistent bleed damage. Add weapon's Item bonus to this damage.

Dart The target takes 1d6 persistent bleed damage. Add weapon's Item bonus to this damage.

FiReARM / SUNG  Target must succeed or be Sruwxen 1.

APONS OF CIRCUMSTANCE Weapons you might use if disarmed efc.

Fist »» Damage 1d4 B; Type Melee; Category Unarmed; Group Brawling. YIS [ TS oY

GAUNTLET = Damage 1d4 B; Type Melee; Category Simple; Group Brawling. Part of full plate, half plate, and splint armor.
SHIELD BasH s Damage 1d4 B; Type Melee; Category Martial; Group Shield.

IMPROVISED Improvised weapons are simple weapons. You take a -2 Item penalty to attack rolls. Throw reference: Daggers/Clubs have
WEearons “ G defermines the amount and type of damage and any weapon traits. Light hammer/Spear have

RuULES REMINDERS

CONDIT]ON MOVEMENT RESTRICTIONS Rest@m s Regain HP = Consmirution X Levew (If Con <1 freat as 1). Once per €. Gain Fanuen if in Armour or if awake longer than €.
ImmoBILIZED w You can't use any actions. If external force would move you it has to succeed the O of the effect holding you in place or relevant defense. ~ DAILY PREP. @ s Don armor, weapons and gear. InvesT up o 10 magic items. Regain: -Seeuts. -Focws Powrs & -daily abilities.
GRABBED « You are Orr-Guaro and ImmoBiLizeD. If you use action you must pass orloseaction.  Cover w24 Lesser Cover: +1 Cire. 0 AC. Cover: +2 Circ. to AC, RerLex and Steacrs; Can Hioe. GreaeR Cover: +4 Circ. to AC, Reriex and Steacrs; Can Hioe.
RESTRAINED us You are Orr-Guarn and ImmoriLizen. You can't use or actions except for Escape or Force Ope against your bonds. Overrides Grasep. Try fo eliminate an effect (Te) with an anather effect (Ce). Use a relevant modifier against Ce DC. A Spell uses casters DCand spellcasting mod

8 . . . 8 COUNTERACTING  s05.4:s The Counteract Rank is the spells rank or half of the effects level (round up). A Affliction uses its listed DC.

ParaLvzen «s You are Orr-Guaro and can't act except for Recau Knoweenge and actions that require only your mind. You have your senses but can't See. Counter CS: f Te Rawk < Ce Rawe + 3 21 e Rk < Ce R 1 Fif Te R < Ce R T e——
ENCUMBERED « You are carrying more than you can manage. You are Cuumsy 1and take 10-Foot penalty to all Speeds (cannot reduce below 5 Feer). — Massive DAMAGE « If you ever fake damage greater than double your maximum HP you die instantly.

Prone o5 :’;;lé :;:EDCF:::::ZH 2?:;ake i E"‘L p:n:il:]gtt ?az"aetikart?!ii(s 1f you are knocked orone when e Trh:i':m “?(T'DT;Q:]E Tﬂn Tage?r:%';‘ﬁi':' Orr-Guaro unless you have svyim speed. } Gain 5 resistance to acid and fire. Can't cast fire spells or use actiolns wiﬂ_l the fire trait.

LAKEZOVER 10 Gain GReATeR Lover ag g - 11 YOU aTe KOCKEd prone WIEN JUMBING of FYING you Tall. Tou cannot bE KAOCKEd prone WREn sWiiNe: — Aquaric COMBAT . Take -2 Circ. penalty fo slashing and bludgeoning attacks that pass through water. Some ground hased actions might not work.

CONDITION SPEED BREATHING You can hold your breath 5 + Constirumion: modifier. Reduce air by 1round at the end of your turn. By 2if attack or cast a spell. Lose 1 round if critical hit/fail.
QUICKENED e CE . (D G e e e T e i If under mulfinle effects uou can use it in anu specified wa AND « Noair: Fall Unconscious and at end of each turn make EERsenan a1 F: Take 1d10 damage CF: die. Lose all air if you speak (including Casting A Spewt).

s 10U g , us, ginning - P Jouc ysp Y SurrocaTion Each subsequent turn increase DC by 5 and damage by 1d10. If you regain breath you are no longer unconscious.
Stowen (x) we Gain (X) less actions at start of turn. You and your mount share initiative, MAP and space. Use Commano ax Animat to get your mount to spend its actions.

You can't act. If value (X): reduce the number of actions you gain at start of turn by (X). Then reduce condition by lost actions.

TUNNED(X/D, 3 q .
5 (/D) If duration (D): You cannot use actions until over. Overrides Stowen. Count lost actions for Sruswen as lost by slow as well.

Mountep Comeat > On Large/Huge mount: Can attack any square adjacent given 5 or 10 Feer reach or any square within 10 Feer if 15 Feer reach.
Gain lesser cover if the mount is in the way. You -2 Circ. penalty to Reriex saves. Area effects hit both. If your mount is within reach you are too

¥ SINGLE AcTion 99 Two-Action ActviTy 99> Three- Action AcTivity © Free AcTion " Reaction (+®) UsasLe IN Encounter Mope
+2(+4/+1)/-1 - honus for Success (Crimica Success / Faiure / CRmicaL FAILURE) (S - Critical Success S - Success F - Failure CF - Critical Failure
777 = Page reference for Player Core

Interacts with Map | Move f ManipuLate B - Triggers for reactions conditions and more. B-GMrolls - Requires skill training - Requires Feat
[ Menra & - Tags for immunities XTI/ KM - Doesn't affect targets that can't see/hear - Target needs to understand the language
- Trained (3 - Expert @ - Master (B - Legendary - Relevant Knowledge Skills - Relevant Magic skill Arcana, Nature, Occurrism, ReLiGion
All of this material is licensed under either OGL or ORC lisence. Voorawk Chearsieer vi2.2 - By Voidhawk based on v1.6 clean rulebook by lannick Daniel - Conbimions, Rutes, & Tates - Page 3



MISC ABLES Mot of these tables are for reference: Remember to consult your Gu.

DCs By Level Simple DCs DC Adjustments Watches and Rest

Environmental
Damage

Level DC Proficiency Rank DC Difficulty  Adjustment  Rarity GroupSize  TotalTime  Each Watch
0 14 Untrained 10| [Incrediblyeasy  -10 - Category Damage 2 16h 8h
1 15 Trained 15 Very easy 5 - Minor ~ 1d6 - 2d6 3 12h 4h
2 16 Expert 20 Easy 2 5 Moderate  4d6 - 6d6 4 10h,40min  2h, 40 min
3 18 Master 30 Hard +2  Uncommon Major  8d6 - 12d6 5 10h 2 hours
4 19 Legendary 40 Very hard +5 Rare Massive  16d6 - 24d6 6 9h,36min__ 1h,36min
5 20 Incredibly hard ~ +10 Unique
6 22
7 3
8 24 (Category Temperature Fatigue Damage Speed  Feer/Min  Miles/H  Miles/Day
9 26 Incredible cold  -80°F or colder  (-62° Cor colder) 2 hours Moderate cold every minute 10 100 1 8
10 27 Extremecold  -79°Fto-21°F  (-61°Ct0-29°C) 4hours Minor cold every 10 minutes 15 150 15 12
1 28 Severe cold -20°Fto12°F (-28°Cto-11°C) 4 hours Minor cold every hour 20 200 2 16
12 30 Mild cold 13°Fto32°F (-10°Cto0°C) 4 hours None 25 250 25 20
13 31 Normal 33°Ft094°F (1°Cto34°0) 8 hours None 30 300 3 24
14 32 Mild heat 959 F*t0104°F*  (35°Ct0o40°C) 4 hours None 35 350 35 28
15 34 Severe heat  105°F*to114°F  (41°Ct045°C) 4 hours Minor fire every hour 40 400 4 32
16 35 Extreme heat  115°Ft0139°F (46°Ct059°C)  4hours Minor fire every 10 minutes 50 500 5 40
17 36 Incredible heat  140° F or warmer  (60° Cor warmer) 2hours ~ Moderate fire every minute 60 600 6 48
B3
19 39
2 4
21 W Material Hardness HP BT Example ltems Material  Climb DC Hardness HP (BT)
2 m Paper 0 1 - Book pages, paper fan, scroll Wood 20 10, 40 (20)
23 46 Thin cloth 0 1 — Kite, silk dress, undershirt N Stone 30 14, 56 (28)
2% 48 Cloth 1 4 2 Cloth armor, heavy jacket, sack, tent S ;
25 50 Thin glass 0 1 = Bottle, spectacles, window pane = Reml:;*!d 5 % 6060
Glass 1 4 2 Glass block, glass table, heavy vase Iron 30 18, 72 (36)
Rank 0C Glass structure 2 8 4 Glass block wall Crumbling
o 5 Thin rope 2 8 4 Standard adventuring rope masanry 15 10, 40 (20)
nd 18 Rope 4 16 8 Industrial rope, ship rigging =|Woodenslats 15 10, 40 (20)
3rd 20 Thin leather 2 8 4 Backpack, jacket, pouch, strap, whip =| Masonry 20 %, 56 (28)
4th 3 Leather 4 16 8 Leather armor, saddle Hewnstone 30 W, 56 (28)
Sth 26 Thin wood 3 2 6 Chair, club, sapling, wooden shield Iron 40 18, 72 (36)
6th 28 Wood 5 20 10 Chest, simple door, fable, tree trunk = — a Y.
7th 3 Wooden structure 10 40 20 Reinforced door, wooden wall E o ’ (20)
8th 34 Thin stone 5 6 8  Chalkboard, slatefiles, stone cladding E Iron 10 18, 72 (36)
9th 36 Stone 7 28 14 Paving stone, statue
10th 39 Stone structure 14 56 28 Stone wall
[Uncormion/ Rar| Spell Thin iron or steel 5 20 10 Chain, steel shield, sword Structure Force Open DC
DCs should be adjusted Iron or steel 9 3% 18 Anvil, iron or steel armor, stove Stuck door or window 15
Magic Item DCs Iron or steel structure 18 72 36 Iron plate wall Exceptionally stuck 20
Item Level DC Lift wooden portcullis 20
1 15 Lift iron portcullis 30
2 16 Bend metal bars 30
3 17
PR Cost of Living
5 19 Creature Size Price Bulk Light Becomes Negligible Becomes Standard of Living Week Month Year
6 20 Tiny Standard Half* = = Subsistence*  4sp 2gp 24gp
7 23 Small or Med. Standard Standard L = Comfortable Tgp  4gp 52 gp
8 2 Large X2 x2 1Bulk L Fine 30gp 130gp 1,600gp
g9 25 Huge Xk xb 2 Bulk 1Bulk Extravagant 100 gp 430gp 5,200 gp
10 27 Gargantuan x8 x8 4 Bulk 2 Bulk *You can attempt to Sussist using [Socrery or|Survivac for free.
Ca— L ulConversons _
3 30 Creature Size Bulk Limit TreatsasLight Treats as Negligible Size of Creature  Bulk Size  Space Reach (Tall) Reach (Long)
" 3 Tiny Half - none Tiny 1 Tiny <5 0 0
5 34 Small or Med.  Standard L - Small 3 Small 5 5 5
6 35 Large x2 1Bulk L Medium 6 Medium 5 5 5
7 37 Huge x4 2 Bulk 1Bulk Large 12 Large 10 10 5
18 38 Gargantuan x8 4 Bulk 2 Bulk Huge 24 Huge 15 15 10
19 M Gargantuan 48 Gargantuan >20 20 15
20 43
Narrow: up to +2
Save: 2
¥ SinsLe Action 99 Two-Acrion Activity 99> Three- Acrion Activiry © Faee Action "D Reaction () Usnte In Encounter Mot

(S - Critical Success S - Success F - Failure  CF - Critical Failure
GMC = GM Core
TG = Travel Guide

+2(+4/+1)/-1 - bonus for Success (Crimicat Success / FaiLure / Criricat FAILURE)
777 = Page reference for Player Core
PFS = Pathfinder Society Guide

LCR = Legacy Core Rulebook
FB = Firebrands

TURN
Rotune INmamve s You usually roll Percepmion for inifiative. Gu might call for other checks if relevant.
ez |f creatures use Avoin Norice the Sreacrs roll can be used for initiative.
- Use € or your D with trigger “Your turn begins". - Reduce your active effects by 1round.
The last step you regain your actions ¥ and your reactions .

For ties: enemies go first and players choose order during first round.
Creatures have fo use Sreaurs or become noticed.
- Recovery check. - Other start of turn effects.

START oF TURN s
You also gain/lose extra actions here.

Turn s You use action/reactions/activities until you cannot. If you can't act, you can't use any actions, including reactions and free actions.
E T - Use € or your D with a trigger "Your turn ends" - End effects that last until end of turn.

HOIUELIRN % - Take persistent damage, attempt the flat check. - Resolve anything specified.
RencTioNs 1545 YOU can use reactions 2 outside your turn. Gm determines whether you can use reactions before your first turn begins, depending on situation.
Free AcTions VA T T Y e s 5 Gl If it has a trigger, like a reaction, then it can be triggered as a reaction.

You can only use one free action per trigger.

FALLING

F If you fall more than 5 Feer you take Brunceonine equal to half you fell.
ALLING

First round 500 Feer; Thereafter 1,500 Feer
FaLuinG ON A CREATURE Other creature makes a [¥IRESeASH and fake damage equal to C5: no damage S: one-quarter F: half CF: same you took.
FaLune OBJECTS

TERRAIN

If you take damage from falling you fall Prone.

Same rules as for creature. Hazards and spells have their own rules.

Each square costs 5 extra Feer of movement. Greater DiFricuLt TERRAIN: Each square costs 10 extra Feer.

DiricuLT TERRAIN If you ignore difficult terrain you move through greater difficult terrain as normal difficult terrain

Hazaroous TERRAIN ~ Moving through hazardous terrain deals damage.

NARROW SURFACE Orr-Guarn and must Bawace o cross. When you're hit or fail a save, succeed at a Rervex save or fall.

UNeven Grounp Orr-Guarn and might need to Baance or fall Prone. When you're hit or fail a save, succeed at a Rercex save or fall.
INCLINE You need to Cums to ascend an incline. You're Orr-Guarn while CumBING.

AFFLICTIONS

INmiAL ExPoSURE When first exposed you roll a saving throw. F: Go fo stage 1 CF: Go to stage 2 Spells with affliction typically use the caster's spell DC
I Ea_th stgge lasts for a time. At the end of that Tim_e you attempt a new saving. Move to stage +2,+,-1,-2. If you reach stage 0 the affliction ends.
If it is virulent you must succeed af two consecutive saves to reduce the stage by 1. A (S reduces the stage by 1
MutripLe ExPoSURES  If you are exposed again, make a new initial saving throw which instead increases the stage by 1 (2).
DAMAGE anp Any damage happens when you reach that stage. Conditions affect you when the you reach the stage and last for their normal duration.
ConpiTioNs Any condition that doesn't have a default duration lasts as long as you're at that stage (unless stated otherwise).

COMMON COSTS These are only reference costs. Gu has final say a usual.
BEVERAGES 2 Bottle of Fine Wine - 1gp,  Bottle of Wine - 1sp,  Keg of Ale - 2 sp,
MeaL 2 Poor-1cp, Square-3cp, Fine Dining - 1gp

Mugof Ale-1cp  Pot of Coffee or Tea - 2 cp

Travel and Navigation
Private Room, for 2 - 8 sp/day, Extravagant Suite - 10 gp/day | Stabling 2 cp/day
Ferry or Riverboat - 4 cp / 5 miles Sailing Ship - 6 cp / 5 miles | Toll - 1¢cp

LoGING
TRANSPORTATION

2 Floor Space- 3 cp/day,
2 Caravan - 3 cp / 5 miles

Bed, for 1-1sp/day,
Carriage - 2 sp / 5 miles

Familiar with the terrain and the habits of the creatures of the region. They can guide you through unfamiliar or hazardous locations.
GuIDE (Woganess) s pedient - 6 gp/day, Safe - 4 gp/day (Doubles your travel time but avoids hostile creatures.)
Can help locate targets up to their level plus 5.
ws: Level 1; Trained - 4 gp/day,

Can locate a target of their level or lower in 1 day. Add 1 day for each level above.

GUIDE (Survivat) Level 2 - 10 gp/day Level 3; Expert - 20 gp/day Level 4 - 50 gp/day

HiRELING w0 Paid laborer  Unskilled - 1sp/day,
Have someone cast a spell for you.
SPELLCASTING =" Rank: 1st-3gp,  2nd-7gp,  3rd-18gp,

If the spell has a cost you must pay that in addition.

Skilled - 5 sp/day (+4 mod. in their expertise). Double cost if adventuring.
spells cost at least +100% more. Spells that take longer than 1 min usually cost +25% more
4th-40gp, 5th-80gp, 6th-160gp, 7th-360gp, 8th-720gp,  9th-1,800gp

Information
Provides basic information on a location. Automatically Ais you on attempts to Garner Inrormanion and Recau Knowtenge on specific location.
Basic - 5sp/h,  Expert 1gp/h (Automatically Crifical succeeds at Aiin you.)
Helps you in social matters. Automatically Aios you on ImpersoNATE, Lie, Make an Impression, and Request within expertise.
Basic - 1gp/h,  Expert 2 gp/h (Automatically Critical succeeds at A you.)
Independent Research: Can provide information to their level +4.
Research assistance: Aios a single PC with a single skill check as part of the Researct Sussystem
Level 1; trained - 4 gp/day, Level 2- 6 gp/day, Level 3; expert - 10 gp/day,
Level 4 - 14 gp/day, Level 5 - 20 gp/day, Level 6 - 40 gp/day, Level 7; master - 50 gp/day,

FIXER (INFORMANT) s e

FIXER (Councetor) e

Takes min 1 week and add 1 week for every level above.
(S if 4 level above library.

RESEARCHER TG Can't help if library is 4 levels above

Thatch hut (poor home) - 8 gp, Wood cottage (comfortable home) - 20 gp,
Wood, stone, and metal manse (fine home) - 240 gp,  Villa (luxury home) - 600 gp

Thatch hut (poor home) - 100 gp + 2 gp/month,

Stone house (quality home) - 80 gp,
For Urban housing quarter cost.

Wood cottage (comfortable home) - 300 gp + 6 gp/month,
v Stone house (quality home) - 2,000 gp + 40 gp/month, Wood, stone, and metal manse (fine home) - 6,000 gp + 120 gp/month,
Villa (luxury home) - 15,000 gp + 300 gp/month For urban housing it costs half . Adding rooms to urban house cost up to 25% of house value

- Interacts with Map | Move BManiputare - Triggers for reactions conditions and more. B-GMrolls - Requires skill training - Requires Feat
| Menra. 8 & [ - Tags for immunities [XTERYY /K - Doesn't affect targets that can't see/hear - Target needs to understand the language
- Trained (3 - Expert @ - Master [ - Legendary - Relevant Knowledge Skills - Relevant Magic skill Arcana, Nature, Occurrism, RELIGION
All of this material is licensed under either OGL or ORC lisence. Voirawk Ceatsteer v1.2.2 By Voidhawk based on v1.6 clean rulebook by lannick Daniel - Conoimions, Rutes, & Tastes - Page 4
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PATHFINDER 2E CHEATSHEET

TRAITS: ACTIONS
152 Action uses (checks are penalized by) and increases the MAP.

This action can only be performed if you can produce the required sounds.
Can only affect targets that can hear it. Only applies to sound-based parts of the effect, determined by Gm

-5 for second attack and -10 for third onwards.

s
CONCENTRATE

LOURISH
MANIPULATE

us2 This action requires mental concentration and discipline. The action cannot be used in certain circumstances.

19 You can only use one action with this trait per round.

«ss You manipulate something. Often leaving you open to a Reacrive Stike.
«s2 You move. Often leaving you open to a REACTIVE STRIKE.
wre You can only use if you haven't used an action with the or [ trait this turn.

You can only use this if you are currently affected by MAP. Can only be used on your turn.
Effects that are added on a failure don't apply on a CF.

myl > >
OZ = |
< S o=
2 =l B
g =

2

i) If your action succeeds you can choose to apply the failure effect instead

SECRET S|

o The Gu rolls the relevant check hidden.

0 A spell that can be cast without inc and doesn't have obvious This often means your target are unaware of your spell.

TraiTs: IMMUNITIES
155 Creatures with special training or have mechanical or artificial i
EAR s Makes the target afraid. Always has the and trait.
LINGUISTIC w5 Target have to be able o understand the language you are speaking.
L 48 Target cannot be a object or a mindless creature.
OLFACTORY

e are immune.

Only applied to olfactory parts of the effect, determined by Gw.
Only applies to visible parts of the effect, d 1 by Gwm.
Only applies to sound-hased parts of the effect, determined by Gm.

2 n
m
5
>

«s5 The action can only affect targets that smell it.

43 The action can only affect targets that see it.

Can only affect targets that can hear it.
AUDITORY ®
This action can only be performed if you can produce the required sounds.

Traits: ENERGY / RESISTANCES / WEAKNESS
[Acio] CouoEvecrriciry [ Fire[Force]

« Deals sonic damage. A effect that only works if it makes sounds, doesn't work in a vacuum.

Pure damage type fags. 452, 4ss-456,

Target doesn't need to hear the spell

w3 Effects with this heals living creatures, deals vitality energy damage to undead, or late vitality energy. Previously
w3 Effects with this heals undead creatures, deals vitality energy damage to living creatures, or manipulate void energy. Previously

HoLy / [UNTET6IM <=7/ Creatures with one of these tags are often vulnerable to the other.
SANCTIFIED m If you are or your actions and spells gain the same trait.

TRAITS: AFFLICTIONS (Poisons, DRUGS, DISEASES AND CURSES)

su A Affliction that is harder fo remove. You must succeed at two consecutive saves to reduce stage by 1. A CS reduces stage by 1 instead of 2.

A poison activated by applying to an item or living creatures skin. The first creature to touch must attempt a saving throw against the poison.
Cannot be delivered via an attack.

auczee A poison activated by applying it to food or drink. A creature who eats/drinks the poison must attempt a saving throw against the poison.

When Unleashed it fills a 10-Foot cube lasting for (I or dissipated by a strong wind. Creatures entering must attempt a saving throw against it.
If a creature is aware of it they can hold their breath and gain +2Cire. bonus fo the saving throw.

Applied to weapon or ammunition. If a strike hit and deals Piercin or Stasine then the target must attempt a saving throw.
The poison is consumed upon hit or if strike is CF. If CF or hit fails to deal Piercine or Staswine damage the position isn't applied

GMC248

GMC248

GMC218

TRAITS: MAGICAL
us4 If you are reduced to 0 HP by an effect you die, skipping Dyine.

FORTUNE There can only be one XS/ IR effect applied on a roll. Choose best/worst.
MISFORTUNE “O'If there is both and effect they cancel out.

«s7 Any creature higher than the effect (or twice spell level) treats the result as one step higher.
MINDSHIFT

«s2 Overcomes non-magical darkness in the area and can Counteracr magical darkness. Usually your light magic must target the darkness magic.
mzz You can replace any damage with mental damage. It gains the [XESMtrait and any save it requires changes to a Wit save. It loses other damage types it no longer deals.
Creature takes control of body, via mind and spirit. Possessor is Unconscious unless it physically enters.
Possessor gains the target purely physical abilities/stats but uses its own spells and purely mental abilities/stats.
159 When target fakes damage, possessor takes half as mental. Targets item bonuses apply to physical and possessors apply to mental.
If possessor reaches 0 HP it is knocked out and Possession ends.
If target reaches 0 HP possessor can fall Unconscious or return to its body with €.

 PossEssioN]

If target dies, Possession ends and Possessor is Srunwen ETTI.

PREDICTION
REVELATION

w0 Effects with this trait determine what is likely to happen in the near future.

w0 Effects with this trait see things as they truly are.

302 Tweak spells. Must use directly before casting the spell you want to alter. Previously YA,
m You summon a creature. They gain the trait. Highest level you can summon for each rank is:
st 4 2nd: 1 3rd: 2 4th: 3 5th: 5 6th: 7 7th: 9 8th: 11 9th: 13 10th: 15

A summoned creature can't summon other creatures, create things of value or cast spell that require a cost. It gains M frait.
m If it attempts to cast a spell higher than the summoning spell it fails and the summoning spell ends.
*" It usually attacks your enemies. If you can communicate with it you can command it.
When reduced to 0 HP or the spell ends it is banished. Summoned creatures can be banished
A minion can only use 2 actions per turn and no reactions. It can't act outside its masters turn.
It acts when you spend an action to command it. Done via Couman an Auwa, Sustai 4 Seewe or verbal command.
*" If you don't command it. It uses no actions except to defend itself or to escape obvious harm.
If left unattended for long enough they (usually [T they start to act independent.

Usually doesn't trigger Reacrions.

When it is summoned it immediately uses its 2 actions.
Could return to unaltered state.

TELEPORTATION

TRrarts: Misc ITEMS

Items with this trait alter existing pieces of equipment. Armour adjustments can't alter ExpLorers CLoTHING.
ADJUSTMENT i can only be affected by a single adj Applying usually takes EEITM and a Reair Kir
COMPANION

auczz An item with this trait can be worn by a Animat Companion
ONSUMABLE

[d

L
SN,
S

152 Move from one point to another i

weas A

ss¢ An item that can only be used once. You can craft in batches of four.

a2 C ble Technological i

TRrAITS: ALCHEMICAL ITEMS

An alchemical bomb As [@EMEitem they cannot be efched with runes
CHE “* Count as martial thrown weapons with a range increment of 20 Feer. Itis activated as part of the strike
ENGE

«s8 1s @ constructed physical object.
Atrap that can be crafted if you have Snare Crarming feat. When used or dismantled it is destroyed.
It takes EITED to craft it at its listed price. It occupies a S Feer square. If @ in Crarmig only creatures @ in Perceerion can find trap, same for @ only B efc
"% When a small or larger creature enters the effect occurs.
Use creators Crarming DC as its Steaurs DC and the DE for DisasLe  Device.

You can always disable your own snare.
ucs2 A material with special properties
w6 Items powered by engines that boil water.

a2 A hazard constructed to hinder interl Can usually be disabled using DisasLe A Device

You can bite a for a secondary effect, using it up.

w220 .
If you have more than one both become inert.

You can only have one lozenge in your mouth. You can spit it out using «¥ making it inert.

See Trear Poison for ing.

auczie An effect with this trait delivers a poison or deals poison damage. Might cause an affliction
A XM that gives short-term benefits but long term consequences. Each time a creature uses they must do a saving throw against Aooicrion:

ForriTupEvs Druc DC [QUAE When faking drug: can't reduce stage.

62T onset CTTY; S1 Faricuen, (ITED; 52 Famicuen, Sickenen 1 (IR §3 Fanicuen, Draven 1, Sickenen 1 (TTED; 54 Faticueo, DRaNep 2, Sickenen 2, Stuperien 1 ETTED;
When you are addicted the conditions can't be removed. They are suppressed by taking the drug. Save once a week for recovery: can't increase stage.

See Trea DiseASE

[ Disease

SHAPESHIFTING

m Alter a part of your body. You can only morph one body part at a time. Any Strikes granted are [V, Gu decides which morphs can be used together.
' A second attempts to Couteracr the first as SRR, Your morph might end if polymorphed.

Change form. Only one polymorph effect can be used at a time. Any Strikes granted are IR,
a0 A second polymorph attempts to Counteracr the first. If it succeeds if replaces it.
Usually in a battle form you can't cast spells, speak or use actions.
¥ SINGLE AcTioN ¥% Two-Action Activity “¥9> Three- Action Activity
+2(+4/+1)/-1 - honus for Success (Crimica Success / Faiure / CRmicaL FAILURE)
777 = Page reference for Player Core LCR = Legacy Core Rulebook
SoM = Secrets of Magic GG = Guns & Gears TV = Treasure Vault

us5 A disease. Usually a affliction.

« Aaffliction only removable by effects that specifically targets curses. See Spell Cueanse Arricrion or Break Cunse skill feat for removing.

No control over precise appearance.

Your gear is absorbed (their constant abilities remain, but can't activate).

© Free AcTion " Reaction (+®) UsasLe IN Encounter Mope
(S - Critical Success S - Success F - Failure CF - Critical Failure

GnM = Gods and magic GMC = GM Core
ME = Magwani Expanse Le = Legends

DA = Dark Archive
AG = Ancestry Guide

AElixir that temporarily transmogrifies the subjects body. Always gives one benefit and one drawback.

A alchemical lozenge. You gain a bonus while in your mouth over time.
Muracen "% This is a Powvmoreuic effect with its counteract value according to Des By Lever and modifier that is 10 less than if.

ELIXIR «s5 Aliquid that grants the drinker some benefit.
PROCESSED A Alchemical item that can be crafted with the Quick Aucsemy but takes (I to craft.
** If it takes more than+®¥9 to activate then it remains potent equal to its activation time.

| Move f ManipuLate B - Triggers for reactions conditions and more. B-GMrolls - Requires skill training - Requires Feat
XTI/ KM - Doesn't affect targets that can't see/hear - Target needs to understand the language
- Relevant Knowledge Skills - Relevant Magic skill Arcana, Nature, Occurtism, ReLiGioN
Voioawk CHeatsheer vi2.2 - By Voidhawk based on v1.6 clean rulebook by lannick Daniel - Traits - Page §

- Interacts with Map
| Menta 8 & - Tags for immunities

Trained {3 - Expert ¥ - Master [ - Legendary
All of this material is licensed under either OGL or ORC lisence.



TRAITS: WEAPON
AciL! 2 Multiple attack penalty with this weapon is -4 and -8 instead of -5 and -10
ATTACHED

Im

252 Has to be attached to another item to be used. Typically only one can be attached.

R 252 When attacking an Orr-Guaro creature deal 1 precision damage.
252 After missing on your turn, gain +1 Circ. bonus fo your next attack.

w2« When Reao to strike an opponent that moves within reach. Gain +2 precision damage for each weapon die until the start of next turn.

You have (X) barrels/chambers on the weapon. After firing you change barrels/chambers with a Interact action (No free hand required).
Each barrel/chamber can be reloaded with separate Interact Action.

wan

wws The hand holding this weapon is freely available to Cums.
2 Ona missed attack you have fo succeed SIS or misfire.
wan Both melee weapon and range weapon. Use Interact to switch. If last action was melee Strike you can make a ranged Strike without switching.

OMBINATION
ONCEALABLE
ONCUSSIVE

252 +2 CiRc. to Steaurn checks and DCsto conceal weapon.

12 Use weaker resistance or i for piercing or blud when applying.

TRAITS: ARMOUR

wais This item comes with a Anwstment (item) described it its entry. The adjustment is built in permanently. You cannot add another adjustment.

C

was You don't apply the armor's check penalty to Acrosamics or Amatenics checks in water or similar liquids.
was Special armor for animals. All animal are @ in barding, Combat-trained animals are @ in heavy barding.
Fi

|

zn On Reflex saves to avoid damaging effects add +3 modifier instead of Dexreriry .
2n You can rest normally while wearing.

2 You can spend «¥ to gain a +1 Circ. bonus to AC. Offen against a listed attack

2z Doesn't hinder most actions. You don't apply check penalty to Acrosatics or AthLerics.

waa This armor slows you down. You take a -5 penalty to all speed (min 5 foot speed). Separate and additional fo armor's Seeeo Penacry.

was Holds one scroll inscribed on item. You don't need to draw it but need a free hand to activate it.
Medium -1,

wzzo When broken it the status penalty is instead: Heavy-2, noneif light
222 The armor's check penalty applies to Sreatrs checks even if you have the required Srrenetn modifier.

wao You take -1 penalty to initiative checks. If you don't meet the required strength score increase penalty to check penalty (if worse)
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(OO RISION] v2r Melee part gains two Crit. Spec. which can replace standard: Ranged Specialization add 2 damage per damage die. These discharge ranged weapon

252 On Critical add weapon damage of listed size after doubling. Increase to: 2 for Srriking, 3 for Major StrikiNG

252 Can Disarm with weapon without a free hand. Use weapons reach and add the Irem bonus to check. You can replace Critical failure with dropping the weapon
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1§ 22 You can fire both barrels together increasing the damage die by one step. If it has also increase it by one step.

=
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252 On crifical change die to listed and add one additional damage die.

22 When wielding weapon in both hands it gains of listed dice. To change grips you require Interact action

252 You can use your Dexrerrry instead of Strencu on attack rolls. Damage is still Streners .

252 Second attack gain Circ. damage bonus equal to damage dice. Subsequent gain double.
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REE-HAND 252 This weapon doesn't take up your hand. You can only have one free hand weapon on a hand

(2]
©
©
=
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RAI 252 Can Grappie with weapon without a free hand. Use weapons reach and add the Irem bonus to check. You can replace Critical failure with dropping the weapon

v You can use Interacr action to make a square, within reach, difficult terrain until attack or start of you next turn.

Refilling requires 3 Interacr actions and two hands.

wa After a successful attack with weapon you can inject poison with a single Interact action.

When mounted: Can wield one handed using listed damage value.
If you moved min 10 Feer attacks gain Circ. bonus equal to number of damage dice.

When mounting/dismounting you can switch to one-hand/two-hand.
OUSTING 282
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w2 Deal 1additional damage on all attacks. -2 Circ. penalty to attack roll unless +2 or more strength. Bipod, tripod, or stabilize can reduce/negate penalty

o Can deal different types of damage, listed in the trait. Change damage type using a Interacr actions.

w2z Mounted siege weapon.

=

252 Attacks with this weapon are nonlethal. You can use a weapon fo make a lethal attack with a -2 Circ. penalty.

252 You can use «¥ to gain +1 Circ. bonus fo AC until the start of your next turn.
ORTABLE w2 Portable siege weapons.

ROPULSIVE 252 You add half your Streners modifier to damage rolls with a propulsive ranged weapon. If you have negative modifier add full instead.

ANGED TRIP 25 You can trip within the weapon's first range increment. With -2 Cire. penalty. You add the weapons Item bonus to the check.
waa When you deal damage to an object add additional damage equal fo double the number of damage dice.
25 This weapon can attack enemies up to 10 Feer away. For creatures with reach, the weapon increases their reach by 5 Feer.

ECOVERY
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w2z The weapon returns to the throwers hand on a unsuccessful thrown strike.
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wrro This tag means the same as ranged reload.
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wea This weapon uses a magazine and (Usually) doesn't need to be reloaded between shots. When the ammunition runs out it requires 3 INTeracT actions.

Channel energy info weapon after spell cast with Ao, Cot, Evectaic, Fire or Sonic trait:
"¢ & The weapon deals 1additional damage (of frait type) per weapon die until the start of your next turn. If multiple traits select one.
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25 On a hit all creatures within the listed radius around it take 1 point of damage per weapon damage die.

25 Can SHove with weapon without a free hand. Use weapons reach and add the Irem bonus fo check.

If a attack weapon with the splash trait doesn't Critically miss then all creatures within S Feer (and target) takes the listed splash damage.
V¢ combine damage with initial damage for resistance/weaknesses. If it is a thrown weapon don't add your Srreners mod. to your damage roll

You can replace Critical failure with dropping the weapon,

28 +1 Circ. bonus to attack if you have attacked a different target this turn using this weapon.

wzzz You can retfrieve the weapon using a Interact action.

22 You can throw this weapon as a ranged attack up. Add Srrenets fo damage when thrown.

waz Striking a creature with gives your animal ¢ or your bonded animal +1 Circ. bonus to its next attack roll.

RAITS: SHIELD
was Increase the shield's Haroness against the listed type of attack by 2.

You can use Interact fo deploy or stow the shield. You can Raise a Swiewo when deployed and have a free hand or holding item of light bulk (not weapon).
OLDAWAY "% When deployed you can't use weapons, operate anything requiring two hands or attack with the gauntlet.

You can lock a weapon info the shield. Interact to lock the weapon in place. Locked weapons can be wielded in two hands simultaneously.
was While Raisen you gain the jousting benefit as if mounted. Reduce the Reacu 5 Feer if greater than 5 Feer.

i

was RaisiNG A SHIELD requires a two action activity unless your Srencrx score equals or exceeds the listed value.

Weapon part of shield. Works as Arracsen weapon but can't be removed. The weapon; is martial, in the shield group, requires one hand.
RTECRATED ™29 Fight normally even if shield is broken. Both destroyed together.
Can shoot projectiles. Can function as ranged weapon, the hand holding the shield counting towards total.
LAUNCHING e por

takes the normal Interact actions, min 1.

SHIELD THROW

w2z This shield can be thrown as a ranged object (martial thrown ranged weapon). Its damage dice and type is same as Sieo Bash.

: MagicaL ITEMS

Improves attribute modifier by 1 or to a total of +4, whichever gives a higher score.
Y21 You can gain the attribute benefit from one apex item at a time.

TRAIT

You gain all the benefits of the higher value.

[ArTiFacT]

Active to breath it in, holding it in your lungs (usually S + Constirumion rounds without damage) gaining its effect.
CARESRETING] w75t exhale apply breath and the battle is consumed.

aucao0 Special magical items. Cannot be Crarten. Are always [ldUniouER

sanss Consumable material that alters or magnifies a spell. The spell gains [YISEM¥SH. Can increase required actions. A catalyst can be drawn as part of casting.

Activate a held censer o fill area in an emanation around it with smoke. lasts for @I, until dispersed by strong wind or dismissed.
Doesn't Conceac. Can be left in a square.

ROE123

wen Magical instrument that works like a staff.

110 A magical contract.

URSED
IGUREHEAD

aucas A curse. Only discovered on (S when identifying. The cursed item can't be discarded when friggered/invested at first time.

m

roe7 A magical figurehead of a ship. Can only be used by a creature attuned to it. Can be activated from anywhere on the vessel

pud

aiczzr This item grants an extra Focus Pont Can only gain 1 extra this way.

souiss Small paper charm or talisman that is consumed upon use. Affixing or removing uses Arix o Fuw or if Talisman Arix A Tauswan

saiez Spellbook that enhances prepared spells. Can Acnvate for spells prepared with Grimoire. You can erase spells. §ITY ritual to transfer spells from spellbook

INTELLIGENT aucaoe This item has its own will and

auczs A character can only wear 10 magical items with the invested trait. Has fo be invested to gain its bonuses or to active.
wzo A magical stationery that must be crafted and composed.

auczs7 Oils are magical gels, ointments, pastes, or salves that are typically applied to an object and are used up in the process.

PoTioN

453 You can Acrvae a potion to drink it or feed to willing/helpless creature. Usually needs one hand.

wao Extraordinary magic item that grows in power along with a character

aucze2 A single spell you can cast without ding a spell slot. The spell must appear on your spell list. No additional costs. If spell requires focus it is also required

PELLGUN
PELLHEART

wzz1 Aitem that generate a magical effect like a bullet. Not a firearm.

war A item that works similar to Tausmans. Counts toward Talisman limit. Cantrips cast use your spell attack roll or spell DCif higher.

25 Can Tre with weapon without a free hand. Use weapons reach and add the Irem bonus to check. You can replace Critical failure with dropping the weapon.
2 If you have attack with a weapon of same type add Circ. bonus to damage equal fo the number of damage dice.

25 This weapon can be wielded in two hands. When done so its weapon dice changes to the indicated value.

auczze A magic item holding spells and allows cast of additional spells by preparing.

152 An item that creates a magical structure. Must be activated on a free plot of land. Might sink on unstable surface. Doesn't harm creatures

26 A small object affixed fo armor, shield or weapon. Must be wearing item to activate it. Consumed after use. Use Arsix a Tauswan fo affix

253 You use your body. Cannot be Disarmen. Doesn't occupy a hand.

wa Attached to a vehicle/worn by mount. Tupically only usable by driver of vehicle or mount's rider. Disarmen by knocking the controls out of wielder's hands.
25 This weapon can be used with a different type of damage than it's listed type.

25 This weapon is less effective. Attacks within listed range take -2 penalty.

& Free Action " Reaction (<®) UsasLe IN Encounter Mope
(S - Critical Success S - Success F - Failure  CF - Critical Failure

DA = Dark Archive GMC = GM Core

TV = Treasure Vault AAWS = Azarketi Ancestry Web Supplement

9% Two-Action Activity P93 Three- Action Activity
+2(+4/+1)/-1 - honus for Success (Crimicat Success / Faiure / CrmicaL FAILURE)

777 = Page reference for Player Core LCR = Legacy Core Rulebook
SoM = Secrets of Magic RoE = Rage of Elements

GG = Guns & Gears

sauis« A magical tattoo. Each reduces the number of invested items by 1.

A wand confains a single spell you can cast once per day.
You can overcharge a wand once per day. TS F: Wand is destroyed.
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463, GMC282
) A second overcharge destroys the wand

- Interacts with Map | Move B Maniputare - Triggers for reactions conditions and more. B-GMrolls Requires skill training - Requires Feat
& [0 - Tags forimmunities XTI/ KT - Doesn't affect targets that can't see/hear - Target needs to understand the language
- Trained (3 - Expert @ - Master [ - Legendary - Relevant Knowledge Skills - Relevant Magic skill Arcana, Nature, Occutrism, RELIGION
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