EverQuest RPG
Revised Rules:

· Dying and Becoming Stable [D20 Modern]: Instead of the listed 10% chance, the character makes a Fortitude saving throw at DC 20 to stabilize at -1 to -9 HP.

· Energy Drain and Ability Loss [House]: These effects are never permanent.  If a character fails the saving throw to remove the negative level or ability drain, the loss continues for another day (when the save can be rolled again) rather than becoming permanent.

· Race – Dwarves [EQrpg Errata]: Dwarves hover between medium and small size; a player may choose either small or medium size for his dwarf character.

· Class – Warrior [House]: Beserking is not an appropriate ability for every type of warrior.  As per “Customizing Your Character” (p. 147), a warrior during character creation may choose to give up the berserking ability in exchange for gaining Weapon Focus as a bonus feat.
· Shield, Tower [D&D 3.5]: [+4 AC / +2 Max Dex / -10 ACP / 50% SF / 45 lb.] This massive wooden shield is nearly as tall as you are. In most situations, it provides the indicated shield bonus to your AC. However, you can instead use it as total cover, though you must give up your attacks to do so. The shield does not, however, provide cover against targeted spells; a spellcaster can cast a spell on you by targeting the shield you are holding. You cannot bash with a tower shield, nor can you use your shield hand for anything else.  When employing a tower shield in combat, you take a –2 penalty on attack rolls because of the shield’s encumbrance.

Revised Feats:
AMBIDEXTERITY [D&D 3.5] [This feat is removed from the game; it is incorporated in Two-Weapon Fighting.]
COMBAT REFLEXES [D&D 3.5]

Revision: You add your Dexterity modifier to the number of attacks of opportunity you can make in a round.  This feat does not let you make more than one attack for a given opportunity, but if the same opponent provokes two attacks of opportunity from you, you could make two separate attacks of opportunity (since each one represents a different opportunity).  Moving out of more than one square threatened by you in the same round doesn’t count as more than one opportunity.  You may also make attacks of opportunity while flat-footed.
FAR SHOT [House]
Revision: In addition to the listed effect, the distance of any ranged-attack feat that normally must be used within 30 feet (such as Point Blank Shot) is increased by one-half (multiply by 1.5).  Far Shot also increases the distance of Backstab or similar abilities with a ranged weapon by one-half (to 45 feet).

IMPROVED CRITICAL [D&D 3.5]

Revision: This effect doesn’t stack with any other effect that expands the threat range of a weapon.

IMPROVED DISARM [D&D 3.5]

Revision: You do not provoke an attack of opportunity when you attempt to disarm an opponent, nor does the opponent have a chance to disarm you. You also gain a +4 bonus on the opposed attack roll you make to disarm your opponent.
Special: A warrior may select this feat as one of his bonus feats.

IMPROVED PARRY [House]
Revision: In addition to the listed effect, you get a +6 dodge bonus to AC (instead of the normal +4) when you take the full defense option in combat.  This bonus doesn’t stack with the special bonus from the Tumble skill.
IMPROVED TRIP [D&D 3.5]

Revision: You do not provoke an attack of opportunity when you attempt to trip an opponent while you are unarmed. You also gain a +4 bonus on your Strength check to trip your opponent.  If you trip an opponent in melee combat, you immediately get a melee attack against that opponent as if you hadn’t used your attack for the trip. 

Special: A warrior may select this feat as one of his bonus feats.
POWER ATTACK [D&D 3.5]

Revision: If you attack with a two-handed weapon or a one-handed weapon wielded in two hands, add twice the number subtracted from your attack rolls. You can’t add the bonus from Power Attack to a light weapon (except unarmed strikes or natural weapon attacks), even though the penalty on attack rolls still applies.
RUN [D&D 3.5]

Revision: When running, you move five times your normal speed (if wearing light or no armor and carrying no more than a light load) or four times your speed (if wearing medium or heavy armor or carrying a medium or heavy load). If you make a jump after a running start (see the Jump skill description), you gain a +4 bonus on your Jump check. While running, you retain your Dexterity bonus to AC.

SPRING ATTACK [House]
Revision: When using the attack action with a melee weapon, you can move both before and after the attack.  You must move at least 5 feet before making the attack and may move no more than half your speed after making the attack, and the total distance moved cannot be greater than your speed.  Moving this way does not provoke an attack of opportunity from the defender, though it might provoke attacks of opportunity from other creatures.  You can’t use this feat while wearing heavy armor.
 (IMPROVED) SUNDER [D&D 3.5]

Prerequisites: Str 13, Power Attack.

Benefit: When you strike at an object held or carried by an opponent (such as a weapon or shield), you do not provoke an attack of opportunity.  You also gain a +4 bonus on any attack roll made to attack an object held or carried by another character.

Special: A warrior may select this feat as one of his bonus feats.
TWO-WEAPON FIGHTING [D&D 3.5]
Prerequisite: Dex 15.

Benefit: Your penalties on attack rolls for fighting with two weapons are reduced. The penalty for your primary hand lessens by 2 and the one for your off hand lessens by 6.

Normal: If you wield a second weapon in your off hand, you can get one extra attack per round with that weapon. You suffer a –6 penalty with your regular attack or attacks with your primary hand and a –10 penalty to the attack with your off hand. If your off-hand weapon is light the penalties are reduced by 2 each.

Special: A warrior may select this feat as one of his bonus feats.
New Feats from D&D 3.5:

ACROBATIC
Benefit: You get a +2 bonus on all Jump checks and Tumble checks.

AGILE
Benefit: You get a +2 bonus on all Balance checks and Escape Artist checks.

ANIMAL AFFINITY
Benefit: You get a +2 bonus on all Handle Animal checks and Ride checks.

ATHLETIC
Benefit: You get a +2 bonus on all Climb checks and Swim checks.

DECEITFUL
Benefit: You get a +2 bonus on all Disguise checks and Forgery checks.

DEFT HANDS
Benefit: You get a +2 bonus on all Pick Pocket checks and Use Rope checks.

DIEHARD
Prerequisite: Endurance.

Benefit: When reduced to between –1 and –9 hit points, you automatically become stable. You don’t have to roll to see if you lose 1 hit point each round.  When reduced to negative hit points, you may choose to act as if you were disabled, rather than dying. You must make this decision as soon as you are reduced to negative hit points (even if it isn’t your turn). If you do not choose to act as if you were disabled, you immediately fall unconscious.  When using this feat, you can take either a single move or standard action each turn, but not both, and you cannot take a full round action. You can take a move action without further injuring yourself, but if you perform any standard action (or any other action deemed as strenuous, including some free actions, such as casting a quickened spell) you take 1 point of damage after completing the act. If you reach –10 hit points, you immediately die.

Normal: A character without this feat who is reduced to between –1 and –9 hit points is unconscious and dying.

IMPROVED BULL RUSH
Prerequisites: Str 13, Power Attack.

Benefit: When you perform a bull rush you do not provoke an attack of opportunity from the defender. You also gain a +4 bonus on the opposed Strength check you make to push back the defender.

IMPROVED FEINT
Prerequisites: Int 13, Combat Expertise.

Benefit: You can make a Bluff check to feint in combat as a move action (see p. 110).

Normal: Feinting in combat is a standard action.

Special: A warrior may select this feat as one of his bonus feats.

IMPROVED GRAPPLE
Prerequisites: Dex 13, Improved Unarmed Strike.

Benefit: You do not provoke an attack of opportunity when you make a touch attack to start a grapple. You also gain a +4 bonus on all grapple checks, regardless of whether you started the grapple.

Normal: Without this feat, you provoke an attack of opportunity when you make a touch attack to start a grapple.

Special: A warrior may select this feat as one of his bonus feats.

IMPROVED OVERRUN
Prerequisites: Str 13, Power Attack.

Benefit: When you attempt to overrun an opponent, the target may not choose to avoid you. You also gain a +4 bonus on your Strength check to knock down your opponent.

Normal: Without this feat, the target of an overrun can choose to avoid you or to block you.

Special: A warrior may select this feat as one of his bonus feats.

IMPROVED PRECISE SHOT
Prerequisites: Dex 19, Point Blank Shot, Precise Shot, base attack bonus +11.

Benefit: Your ranged attacks ignore the AC bonus granted to targets by anything less than total cover, and the miss chance granted to targets by anything less than total concealment. Total cover and total concealment provide their normal benefits against your ranged attacks.  In addition, when you shoot or throw ranged weapons at a grappling opponent, you automatically strike at the opponent you have chosen.

Special: A warrior may select this feat as one of his bonus feats.

INVESTIGATOR
Benefit: You get a +2 bonus on all Gather Information checks and Search checks.

NEGOTIATOR
Benefit: You get a +2 bonus on all Diplomacy checks and Sense Motive checks.

NIMBLE FINGERS
Benefit: You get a +2 bonus on all Disable Device checks and Pick Lock checks.

PERSUASIVE
Benefit: You get a +2 bonus on all Bluff checks and Intimidate checks.

SELF-SUFFICIENT
Benefit: You get a +2 bonus on all Heal checks and Wilderness Lore/Survival checks.

SNATCH ARROWS
Prerequisites: Dex 15, Deflect Arrows, Improved Unarmed Strike.

Benefit: When using the Deflect Arrows feat you may catch the weapon instead of just deflecting it. Thrown weapons can immediately be thrown back at the original attacker (even though it isn’t your turn) or kept for later use.  You must have at least one hand free (holding nothing) to use this feat.

Special: A warrior may select this feat as one of his bonus feats.

STEALTHY
Benefit: You get a +2 bonus on all Hide checks and Move Silently checks.

TWO-WEAPON DEFENSE
Prerequisites: Dex 15, Two-Weapon Fighting.

Benefit: When wielding a double weapon or two weapons (not including natural weapons or unarmed strikes), you gain a +1 shield bonus to your AC. When you are fighting defensively or using the total defense action, this shield bonus increases to +2.

Special: A warrior may select this feat as one of his bonus feats.

New Feats (House):
ARMORED CASTER [General]
  Prerequisites: Proficient with armor, Dex 13
  Benefit: Chance of arcane spell failure is reduced by 10%. 
  Special: You may take this feat multiple times, each time reducing arcane spell failure by 10%.

ARMOR EXPERTISE [General]

  Prerequisite: Base attack bonus +6, proficient with armor
  Benefit: You gain a +1 competence bonus to AC if you are equipped with light armor, +2 with medium armor, and +3 with heavy armor.  You lose this benefit if you are stunned, dazed, paralyzed, or not proficient with the armor being worn.  The competence bonus does not apply against attacks that ignore armor (e.g., touch attacks).
  Special: May be taken as a fighter bonus feat.

ARMOR EXPERTISE, IMPROVED [General]
  Prerequisite: Base attack bonus +12, proficient with armor, Armor Expertise
  Benefit: You gain a +2 competence bonus to AC if you are equipped with light armor, +3 with medium armor, and +4 with heavy armor (this bonus does not stack with Armor Expertise).  Also, you reduce the Armor Check Penalty for medium and heavy armors by 1.  You lose all benefits if you are stunned, dazed, paralyzed, or not proficient with the armor being worn.  The competence bonus does not apply against attacks that ignore armor (e.g., touch attacks).
  Special: May be taken as a fighter bonus feat.
ARMOR FLEXIBILITY [General]
  Prerequisite: Base attack bonus +1, proficient with armor, Dex 15
  Benefit: If you are proficient with the armor being worn, increase the Max. Dex by +1 and reduce the Armor Check Penalty by 1.
  Special: May be taken as a fighter bonus feat.
ARMOR MOBILITY [General]
  Prerequisite: Base attack bonus +1, proficient with armor, Str 15
  Benefit: Your speed per round is not reduced while wearing medium or heavy armor, if you are proficient with the armor being worn.  You still move at only triple your speed while running in heavy armor (not quadruple).

  Special: May be taken as a fighter bonus feat.  Dwarves naturally possess the benefit of Armor Mobility and do not need to take the feat.

CALLED SHOT [General]
  Prerequisites: Dex 13, Point Blank Shot 
  Benefit: On your action, before making attack rolls for the round, you may choose to subtract a number from all ranged attack rolls and add the same number to all damage rolls for ranged-weapon attacks. This number may not exceed your base attack bonus. The penalty on attacks and bonus on damage apply until your next turn. 
  Special: Creatures lacking corporeal anatomy or not affected by critical hits are immune to this bonus damage. Called Shot can be used only for ranged attacks within point-blank range (normally 30 feet).  Called Shot cannot be used for ranged touch attacks. Called Shot may be taken as a fighter bonus feat.
HOLD AT BAY [General] 
  Prerequisites: Base attack bonus +1, Int 13, Combat Expertise, Weapon Focus with a reach weapon 
  Benefit: When armed with a reach weapon, you may make a special attack of opportunity against an opponent who tries to move out of a space you threaten into a space adjacent to you, even if this movement is a five-foot-step.  You do not inflict damage if you hit.  Instead, the opponent is prevented from moving adjacent to you and must return to the last space that he occupied before he tried to move into the adjacent space, and his move action is ended. All other rules and feats governing attacks of opportunity apply to the special attacks of opportunity granted by this feat.

  Special: The opponent must start out more than 5 feet away.  This feat does not allow you to use a reach weapon to attack an opponent already adjacent to you, nor does it allow attacks of opportunity against movement that negates attacks of opportunity (Tumble, Spring Attack).  Hold-at-Bay may be taken as a fighter bonus feat. 
  Normal: Taking a five-foot-step normally does not ever provoke an attack of opportunity. 

IMPROVED SNIPING [General]

  Prerequisites: Base attack bonus +1, Point Blank Shot, 4 ranks in Hide

  Benefit: If you’ve already successfully hidden at least 10 feet from your target, you can make one ranged attack, then immediately hide again as a move action at a –10 penalty on your Hide check after the shot.  You may immediately hide again as a free action, but the penalty on your Hide check increases to –15.

  Normal: Sniping is a move action that imposes a –20 penalty on your Hide check.
OPPORTUNITY COUNTERSPELL [General]
  Prerequisites: Quicken Spell, 5 ranks in Concentration, 5 ranks in Spellcraft
  Benefit: You get one free ready action each round that can be used only for casting a counterspell. If you use this counterspell action, you do not get any attacks of opportunity for the round but your initiative does not change. You lose this benefit while you are flat-footed or if you make a normal attack of opportunity in a round.
  Special: Casting an opportunity counterspell provokes attacks of opportunity as normal.

OPPORTUNITY SHOT [General]
  Prerequisites: Base attack bonus +1, Dex 13, Point Blank Shot, Quick Draw
  Benefit: If you are armed with any kind of longbow or shortbow and do not move more than 5 feet on your turn, you threaten every space within point-blank range (normally 30 feet) until your turn next round.  You may make a standard attack of opportunity with your bow against an opponent who takes more than a 5-foot-step through your threatened area; an opponent who moves through multiple threatened spaces during movement in the same round provokes only one attack of opportunity from you.  Bow attacks of opportunity count toward your limit of attacks of opportunity for the round.  You lose this benefit while flat-footed (unless you have the Combat Reflexes feat).
  Special: This feat does not allow attacks of opportunity with a bow against other kinds of actions that normally provoke an attack of opportunity, nor does it allow attacks of opportunity with a bow against movement that negates attacks of opportunity (Tumble, Spring Attack).  Opportunity Shot may be taken as a fighter bonus feat.
  Normal: Ranged weapons normally cannot be used to make attacks of opportunity.

RANK FIGHTING [General]
  Prerequisites: Base attack bonus +1, Weapon Focus with a reach weapon 
  Benefit: When attacking with a reach weapon, if a friend is in between you and your opponent you ignore the normal one-half cover provided by your friend, and you cannot accidentally hit your friend.

  Special: Rank Fighting may be taken as a fighter bonus feat.

SHIELD EXPERTISE [General]
  Prerequisite: Base attack bonus +6, proficient with shields
  Benefit: You gain a +1 competence bonus to your shield bonus while carrying a buckler or light shield and a +2 bonus while carrying a heavy or tower shield.  Also, you reduce the Armor Check Penalty for tower shields by 4.  You lose all benefits if you are stunned, dazed, or paralyzed.
  Special: May be taken as a fighter bonus feat.
SHIELD EXPERTISE, IMPROVED [General]
  Prerequisite: Base attack bonus +12, proficient with shields, Shield Expertise
  Benefit: You gain a +2 competence bonus to your shield bonus while carrying a buckler or light shield and a +3 bonus while carrying a heavy or tower shield (this bonus does not stack with Shield Expertise).  Also, your shield protects against melee touch attacks but not incorporeal (unless the shield has the ghost touch special ability) or ray touch attacks.  You lose all benefits if you are stunned, dazed, or paralyzed.

  Special: May be taken as a fighter bonus feat.
Revised Skills from D&D 3.5:

HIDE (DEX; ARMOR CHECK PENALTY)
Check: Your Hide check is opposed by the Spot check of anyone who might see you. You can move up to one-half your normal speed and hide at no penalty. When moving at a speed greater than one-half but less than your normal speed, you take a –5 penalty. It’s practically impossible (–20 penalty) to hide while attacking, running or charging.

A creature larger or smaller than Medium takes a size bonus or penalty on Hide checks depending on its size category: Fine +16, Diminutive +12, Tiny +8, Small +4, Large –4, Huge –8, Gargantuan –12, Colossal –16. You need cover or concealment in order to attempt a Hide check. Total cover or total concealment usually (but not always; see Special, below) obviates the need for a Hide check, since nothing can see you anyway. If people are observing you, even casually, you can’t hide. You can run around a corner or behind cover so that you’re out of sight and then hide, but the others then know at least where you went. If your observers are momentarily distracted (such as by a Bluff check; see below), though, you can attempt to hide. While the others turn their attention from you, you can attempt a Hide check if you can get to a hiding place of some kind. (As a general guideline, the hiding place has to be within 1 foot per rank you have in Hide.) This check, however, is made at a –10 penalty because you have to move fast.

Sniping: If you’ve already successfully hidden at least 10 feet from your target, you can make one ranged attack, then immediately hide again. You take a –20 penalty on your Hide check to conceal yourself after the shot.

Creating a Diversion to Hide: You can use Bluff to help you hide. A successful Bluff check can give you the momentary diversion you need to attempt a Hide check while people are aware of you.

Action: Usually none. Normally, you make a Hide check as part of movement, so it doesn’t take a separate action. However, hiding immediately after a ranged attack (see Sniping, above) is a move action.

Special: If you are invisible, you gain a +40 bonus on Hide checks if you are immobile, or a +20 bonus on Hide checks if you’re moving.

JUMP (STR; ARMOR CHECK PENALTY)

Check: The DC and the distance you can cover vary according to the type of jump you are attempting (see below).

Your Jump check is modified by your speed. If your speed is 30 feet then no modifier based on speed applies to the check. If your speed is less than 30 feet, you take a –6 penalty for every 10 feet of speed less than 30 feet. If your speed is greater than 30 feet, you gain a +4 bonus for every 10 feet beyond 30 feet. All Jump DCs given here assume that you get a running start, which requires that you move at least 20 feet in a straight line before attempting the jump. If you do not get a running start, the DC for the jump is doubled. Distance moved by jumping is counted against your normal maximum movement in a round. If you have ranks in Jump and you succeed on a Jump check, you land on your feet (when appropriate). If you attempt a Jump check untrained, you land prone unless you beat the DC by 5 or more.

Long Jump: A long jump is a horizontal jump, made across a gap like a chasm or stream. 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). If your check succeeds, you land on your feet at the far end. If you fail the check by less than 5, you don’t clear the distance, but you can make a DC 15 Reflex save to grab the far edge of the gap. You end your movement grasping the far edge. If that leaves you dangling over a chasm or gap, getting up requires a move action and a DC 15 Climb check.

	Long Jump Distance
	Jump DC1

	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: A high jump is a vertical leap made to reach a ledge high above or to grasp something overhead. The DC is equal to 4 times the distance to be cleared. If you jumped up to grab something, a successful check indicates that you reached the desired height. If you wish to pull yourself up, you can do so with a move action and a DC 15 Climb check. If you fail the Jump check, you do not reach the height, and you land on your feet in the same spot from which you jumped. As with a long jump, the DC is doubled if you do not get a running start of at least 20 feet.

	High Jump Distance1 
	Jump DC2

	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 Not including vertical reach; see below.

	2 Requires a 20-foot running start. Without a running start, double the DC.


Obviously, the difficulty of reaching a given height varies according to the size of the character or creature. The maximum vertical reach (height the creature can reach without jumping) for an average creature of a given size is shown on the table below. (A typical human can reach 8 feet without jumping.) Quadrupedal creatures don’t have the same vertical reach as a bipedal creature; treat them as one size category smaller.

	Creature Size 
	Vertical Reach

	Colossal 
	128 ft.

	Gargantuan 
	64 ft.

	Huge 
	32 ft.

	Large 
	16 ft.

	Medium 
	8 ft.

	Small 
	4 ft.

	Tiny 
	2 ft.

	Diminutive 
	1 ft.

	Fine 
	1/2 ft.


Hop Up: You can jump up onto an object as tall as your waist, such as a table or small boulder, with a DC 10 Jump check. Doing so counts as 10 feet of movement, so if your speed is 30 feet, you could move 20 feet, then hop up onto a counter. You do not need to get a running start to hop up, so the DC is not doubled.

Jumping Down: If you intentionally jump from a height, you take less damage than you would if you just fell. The DC to jump down from a height is 15. You do not have to get a running start to jump down, so the DC is not doubled if you do not get a running start. If you succeed on the check, you take falling damage as if you had dropped 10 fewer feet than you actually did.

Action: None. A Jump check is included in your movement, so it is part of a move action. If you run out of movement mid-jump, your next action (either on this turn or, if necessary, on your next turn) must be a move action to complete the jump.

Synergy: If you have 5 or more ranks in Tumble, you get a +2 bonus on Jump checks. If you have 5 or more ranks in Jump, you get a +2 bonus on Tumble checks.

RIDE (DEX)

If you attempt to ride a creature that is ill suited as a mount, you take a –5 penalty on your Ride checks.

Check: Typical riding actions don’t require checks. You can saddle, mount, ride, and dismount from a mount without a problem.

	Task 
	Ride DC 
	Task 
	Ride DC

	Guide with knees 
	5
	Leap 
	15

	Stay in saddle 
	5
	Spur mount 
	15

	Fight with warhorse 
	10
	 Control mount in battle
	20

	Cover 
	15
	Fast mount or dismount
	201

	Soft fall
	15
	
	

	1 Armor check penalty applies.


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 does not take an action.

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 1d6 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 modifier or the mount’s Jump modifier, 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 1d6 points). This usage does not take an action, but is part of the mount’s movement.

Spur Mount: You can spur your mount to greater speed with a move action. A successful Ride check increases the mount’s speed by 10 feet for 1 round 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 or warponies.

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, provided that you still have a move action available that round. If you fail the Ride check, mounting or dismounting is a move action. You can’t use fast mount or dismount on a mount more than one size category larger than yourself.

Action: Varies. Mounting or dismounting normally is a move action. Other checks are a move action, a free action, or no action at all, as noted above.

Special: If you are riding bareback, you take a –5 penalty on Ride checks
Synergy: If you have 5 or more ranks in Handle Animal, you get a +2 bonus on Ride checks.

SPOT (WIS) [incorporating and replacing the Read Lips skill]

Read 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. (This use of the skill is language-dependent.) The base DC is 15, but it increases for complex speech or an inarticulate speaker. You must maintain a line of sight to the lips being read. If your Spot 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. The check is rolled secretly in this case, so that you don’t know whether you succeeded or missed by 5.

SURVIVAL (WIS) [incorporating and replacing the Sense Healing skill and Wilderness Lore skill]

Check: You can keep yourself and others safe and fed in the wild. The table below gives the DCs for various tasks that require Survival checks. Survival does not allow you to follow difficult tracks unless you are a ranger or have the Track feat (see the Restriction section below).

	Survival DC 
	Task

	10 
	Get along in the wild. Move up to one-half your overland speed while hunting and foraging (no food or water supplies needed). You can provide food and water for one other person for every 2 points by which your check result exceeds 10.

	15
	Gain a +2 bonus on all Fortitude saves against severe weather while moving up to one-half your overland speed, or gain a +4 bonus if you remain stationary. You may grant the same bonus to one other character for every 1 point by which your Survival check result exceeds 15.

	15 
	Keep from getting lost or avoid natural hazards, such as quicksand.

	15 
	Predict the weather up to 24 hours in advance. For every 5 points by which your Survival check result exceeds 15, you can predict the weather for one additional day in advance.

	Varies 
	Follow tracks (see the Track feat).


Action: Varies. A single Survival check may represent activity over the course of hours or a full day. A Survival check made to find tracks is at least a full-round action, and it may take even longer.

Try Again: Varies. For getting along in the wild or for gaining the Fortitude save bonus noted in the table above, you make a Survival check once every 24 hours. The result of that check applies until the next check is made. To avoid getting lost or avoid natural hazards, you make a Survival check whenever the situation calls for one. Retries to avoid getting lost in a specific situation or to avoid a specific natural hazard are not allowed. For finding tracks, you can retry a failed check after 1 hour (outdoors) or 10 minutes(indoors) of searching.

Restriction: While anyone can use Survival to find tracks (regardless of the DC), or to follow tracks when the DC for the task is 10 or lower, only a ranger (or a character with the Track feat) can use Survival to follow tracks when the task has a higher DC.

Special: If you have 5 or more ranks in Survival, you can automatically determine where true north lies in relation to yourself.  In EverQuest, Dwarves automatically begin with this ability to Sense Heading for free.
SWIM (STR; ARMOR CHECK PENALTY)

Check: Make a Swim check once per round while you are in the water. Success means you may swim at up to one-half your speed (as a full-round action) or at one-quarter 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, you go underwater. 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 or a full-round action (such as making an attack), the remainder of the duration for which you can hold your breath is reduced by 1 round. (Effectively, a character in combat can hold his or her breath only half as long as normal.) After that period of time, you must make a DC 10 Constitution check every round to continue holding your breath. Each round, the DC for that check increases by 1. If you fail the Constitution check, you begin to drown. The DC for the Swim check depends on the water, as given on the table below.

	Water
	Swim DC

	Calm water 
	10

	Rough water 
	15

	Stormy water 
	201

	1 You can’t take 10 on a Swim check in stormy water, even if you aren’t otherwise being threatened or distracted.


Each hour that you swim, you must make a DC 20 Swim check or take 1d6 points of nonlethal damage from fatigue.

Action: A successful Swim check allows you to swim one-quarter of your speed as a move action or one-half your speed as a full-round action.

Special: Swim checks are subject to double the normal armor check penalty and encumbrance penalty. A creature with a swim speed can move through water at its indicated speed without making Swim checks. It gains a +8 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.

TUMBLE (DEX; TRAINED ONLY; ARMOR CHECK PENALTY)

You can’t use this skill if your speed has been reduced by armor, excess equipment, or loot.

Check: You can land softly when you fall or tumble past opponents. You can also tumble to entertain an audience (as though using the Perform skill). The DCs for various tasks involving the Tumble skill are given below.

	Tumble DC 
	Task

	15 
	Treat a fall as if it were 10 feet shorter than it really is when determining damage.

	15 
	Tumble at one-half speed as part of normal movement, provoking no attacks of opportunity while doing so. Failure means you provoke attacks of opportunity normally. Check separately for each opponent you move past, in the order in which you pass them (player’s choice of order in case of a tie).

Each additional enemy after the first adds +2 to the Tumble DC.

	25 
	Tumble at one-half speed through an area occupied by an enemy (over, under, or around the opponent) as part of normal movement, provoking no attacks of opportunity while doing so. Failure means you stop before entering the enemy-occupied area and provoke an attack of opportunity from that enemy.

Check separately for each opponent. Each additional enemy after the first adds +2 to the Tumble DC.


Obstructed or otherwise treacherous surfaces, such as natural cavern floors or undergrowth, are tough to tumble through. The DC for any Tumble check made to tumble into such a square is modified as indicated below.

	Surface Is . . . 
	DC Modifier

	Lightly obstructed (scree, light rubble, shallow bog1, undergrowth) 
	+2

	Severely obstructed (natural cavern floor, dense rubble, dense undergrowth) 
	+5

	Lightly slippery (wet floor) 
	+2

	Severely slippery (ice sheet) 
	+5

	Sloped or angled 
	+2

	1 Tumbling is impossible in a deep bog.


Accelerated Tumbling: You try to tumble past or through enemies more quickly than normal. By accepting a –10 penalty on your Tumble checks, you can move at your full speed instead of one-half your speed.

Action: Not applicable. Tumbling is part of movement, so a Tumble check is part of a move action.

Try Again: Usually no. An audience, once it has judged a tumbler as an uninteresting performer, is not receptive to repeat performances. You can try to reduce damage from a fall as an instant reaction only once per fall.

Special: If you have 5 or more ranks in Tumble, you gain a +3 dodge bonus to AC when fighting defensively instead of the usual +2 dodge bonus to AC. If you have 5 or more ranks in Tumble, you gain a +6 dodge bonus to AC when executing the total defense standard action instead of the usual +4 dodge bonus to AC.

Synergy: If you have 5 or more ranks in Tumble, you get a +2 bonus on Balance and Jump checks.  If you have 5 or more ranks in Jump, you get a +2 bonus on Tumble checks.

USE ROPE (DEX)

Check: Most tasks with a rope are relatively simple. The DCs for various tasks utilizing this skill are summarized on the table below.

	Use Rope DC
	Task

	10
	Tie a firm knot

	101
	Secure a grappling hook

	15
	Tie a special knot, such as one that slips, slides slowly, or loosens with a tug

	15
	Tie a rope around yourself one-handed

	15
	Splice two ropes together

	Varies
	Bind a character

	1 Add 2 to the DC for every 10 feet the hook is thrown; see below.


Secure a Grappling Hook: Securing a grappling hook requires a Use Rope check (DC 10, +2 for every 10 feet of distance the grappling hook is thrown, to a maximum DC of 20 at 50 feet). Failure by 4 or less indicates that the hook fails to catch and falls, allowing you to try again. Failure by 5 or more indicates that the grappling hook initially holds, but comes loose after 1d4 rounds of supporting weight. This check is made secretly, so that you don’t know whether the rope will hold your weight.

Bind a Character: When you bind another character with a rope, any Escape Artist check that the bound character makes is opposed by your Use Rope check. You get a +10 bonus on this check because it is easier to bind someone than to escape from bonds. You don’t even make your Use Rope check until someone tries to escape.

Action: Varies. Throwing a grappling hook is a standard action that provokes an attack of opportunity. Tying a knot, tying a special knot, or tying a rope around yourself one-handed is a full-round action that provokes an attack of opportunity. Splicing two ropes together takes 5 minutes. Binding a character takes 1 minute.

Special: A silk rope gives you a +2 circumstance bonus on Use Rope checks.

Synergy: If you have 5 or more ranks in Use Rope, you get a +2 bonus on Climb checks made to climb a rope, a knotted rope, or a rope-and-wall combination. If you have 5 or more ranks in Use Rope, you get a +2 bonus on Escape Artist checks when escaping from rope bonds. If you have 5 or more ranks in Escape Artist, you get a +2 bonus on checks made to bind someone.

