AbilityiSCores=NumeT IS 1. Pg 4
Ability Score Damage and

Vi1 [i57 DXL fi6 0 0ok dob # BB a0 00 oaad Pg 388
Bonuses increasing Ability Scores . ..Pg 388
Costs, point-buy (table 2-1) ........... Pg 5

Modifiers & Bonus Spells (table 2-3) ... Pg 5
Total Points, point buy, by campaign
type(table2-2).................ooill Pg 5

Actions See references under Combat in index

Activating Magicltems................ Pg 136
Spell Completion ltems............. Pg 136
Spell Trigger, Command Word, or
Use-Activated Items ................ Pg 136
(also see Use Magic Device (Skill), Pg 74 )

Afflictions. ... Pg 389
SampleCurses..........covvvvinen.. Pg 390
Sample Diseases..........c.cveunnn. Pg 391
Sample Poisons. ..............ooo.. Pg 391

Aid Another in melee combat

(Standard Action) ..........ocivuinnn.. Pg 148

Alignment...........coiiiiiiiia Pg 120

Animal Companions, advancement and

alternative companions ................ Pg 25

ArMOUr. .ot Pg 107
Arcane Spell Failure................. Pg 109

Armour and Shields (table 7-6) ....... Pg 108
Armour for Unusual Creatures

(table 7-7) oo Pg 111
Barding for mounts, cost & weight ..... see
Goods and Services — (table 7-9), Pg 114
Barding for mounts, speed

reductions .........coiiiiiiiin., Pg 118
Donning Armour (table 7-8).......... Pg 110
Encumbrance ............. Pg 123 and 124

(also see Vital Statistics —Carrying Capacity
and Carrying Loads)

ArmourClass ..........ooeiiiiiiin... Pg 131
(also see Ability Modifiers and Bonus Spells
on Pg 5, Armour and Shields on Pg 108, and
Armour Class Modifiers on Pg 147)

AttackRoll ...t Pg 131

AttackBonus ...l Pg 131
(also see Ability Modifiers and Bonus Spells
on Pg 5, Attack Roll Modifiers on Pg 145, and
Size Modifiers to Attack Rolls on Pg 131)

Attacks:
DamageRolls....................... Pg 136
(also see Damage on Pg 131 and Critical
Hits on Pg 100 and 136)
Fighting Defensively...... Pg 136 (standard
action) and Pg 139 (full round action)
Melee Attacks ........coovviinin.. Pg 134

Mu [TipleYATtacksFEty. 4. SN HRSI
(also see Full attack, Pg 138)

Ranged AttackSHa-er. ot s aa it it Pg 134
Shooting or Throwing into Melee ...Pg 136
RAVSH. . . .. .. ... o ooy . A P Pg 162
FIOUGH Attacks! . . e e e —att Pg 137
Unarmed Attacks ................... Pg 134

(also see Improved Unarmed Strike (Feat),
Pg 89)

Attacks of Opportunity................ Pg 133
(also see Combat Reflexes (Feat) on Pg 83, and
Total Defence on Pg 137)
Making an Attack of Opportunity ...Pg 133
Provoking an Attack of Opportunity.Pg 133
(also see Actions in Combat, Pg 135)

Threatened Squares ................ Pg 133
Automatic Misses and Hits ............ Pg 131
(and repeated on Pg 136)

Bleed (Condition) ..................... Pg 398

Blinded (Condition) ................... Pg 399

Bloodlines ..........c..ooviiiiiiiiiiint, Pg 42
draconic bloodline breath weapon

variations ... Pg 45

elemental bloodline resistances and

movement variations................ Pg 46
Blindsight and Blindsense............. Pg 393
Broken (Condition).................... Pg 399
Bull Rush (Combat Manoeuvre)........ Pg 150
Casting Spells

(combat) .....oviiiiii Pg 136

(general details) ...........ooovuat Pg 154
Channel Energy...........coooveiant Pg 148

(also see Supernatural Abilities on Pg 138 and
Pg 388)
Channel Negative Energy ........... Pg 149
Channel Positive Energy ............ Pg 149
(also see Extra Turning (Feat) on Pg 86,
Improved Turning (Feat) on Pg 89, and
Selective Channelling (Feat) on Pg 93)
(also see Turn Resistance, Pg 398)

Character:
Advancement ..........oiiiiiiinn.. Pg 12
Advancement and Level-Dependent
Bonuses (table4-1) .................. Pg 13
Charm and Compulsion............... Pg 393

(Enchantment entry on pg 158 has little
further information on this subject)

Cohorts and Followers. See Leadership (Feat),
Pg 89 and 90

Combat:
Actionsin Combat.................. Pg 133
(table9-2) ...ooviiiiiii Pg 135
ActionTypes. ......ovvveiineninen.. Pg 133
Full-Round Action .................. Pg 134

(also see Starting/Completing a Full Round
Action as a standard action, Pg 137)

(also see Combat Manoeuvres, Pg 150)
Casting a 1 round spell or a bard/sorcerer

metamagicspell.................... Pg 139
(ARETEIR 0 0000860006680 00 0066060830000 Pg 149
Full Attack..........cooivvninin... Pg 138
Fighting Defensively with Full Attack Pg 139
Move through Difficult Terrain ...... Pg 139
BT 0 60 566686 00 50 00 a BB a0 008 o0 0864 Pg 139
Use full-round Special Ability. ....... Pg 139
Withdraw ...t Pg 139
Free Action...........c.coooeinat, Pg 134
Cease Concentration on Spell ........ Pg 140
Draw a Weapon with

Quick Draw (Feat).................... Pg 92
Dropanltem..........cooviiiin, Pg 140
DropProne........cccovviiiiiiinnn. Pg 140
Speak ...oviiii Pg 140
Immediate Action .......... Pg 134 and 141
Move Action. ..ot Pg 134
Direct or Redirect Spell ............. Pg 138
Draw or Sheathe aWeapon ......... Pg 138
Draw a hidden weapon with Quick Draw
({(F2E10B 0 0 0 90008006040 At o SUEER 4 o BABHANE Pg 92
Manipulateanltem................. Pg 138
Mount/Dismount a Steed............. Pg 138
Move.....cooviiii Pg 138
Ready or Loose a Shield............. Pg 138
Stand Up (from prone).............. Pg 138
NotanAction ...........coovvnenn. Pg 134
Restricted Activity .................. Pg 134
Restricted Withdraw action ......... Pg 140
Standard Action.................... Pg 134
(also see Combat Manoeuvres, Pg 150)

Aid Another..............oooiialL Pg 148
Attack. . ....ooviii Pg 134
Cast a Spell with casting time of 1 Standard
AGi{el 0 5 SHB080 0 6 S8 aETIt0o0 0 AAEEE o Pg 136
Channel Energy .................... Pg 148
(also see Supernatural Abilities on Pg 138
and Pg 388)

Draw a hidden weapon.............. Pg 72
R85 68860 6000360650660 468600 0 06 0060 Pg 151

(but also see Improved Feint (Feat), Pg 88)
Fight Defensively when attacking with a

Standard Action ..................l Pg 136
Readye . . i b e b s Pg 153
Start/Complete a Full Round Action .Pg 137
Total'Defenca™ i S Has Pg 137
Use Special Ability .................. Pg 137
Swift Action . . Aflmemse., "0 . N Pg 134
Quickened Spells................... Pg 140
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(also see Quicken Spell (Metamagic Feat),

Pg 92)

Big and Little Creatures in Combat ..Pg 145
Creature Size and Scale (table 9-4)..... Pg 145

Squeezing........coeviiiiiiiiian.. Pg 144
Combat Manoeuvre Bonus............ Pg 150
(also see Designer Notes reference)

Combat Modifiers .................. Pg 146

Armour Class Modifiers (table 9-6). ..Pg 147
Attack Rolls:

Attack Roll Modifiers (table 9-5) ..... Pg 145
Size Modifiers to Attack Rolls

(R S50 6 o 5600808 46 0606066 a000600 Pg 131
() a0 6 BB oo 0.6 & 8 656 oo Bo ab aaol Pg 146
Concealment.............covvnene. Pg 146
Flanking........cooooiiiiiiit, Pg 147
Helpless Defenders ................. Pg 147
CoupdeGrace........coovuvunennn.. Pg 147
CombatRound ..................... Pg 133
SurpriseRound..................... Pg 132
Combat Statistics................... Pg 131
How CombatWorks. ................ Pg 130
Initiative. ..o Pg 132
Delay. . .. . ot 8. R Pg 153
Ready........covviiiiiiiiiininnnt, Pg 153
Injuryand Death ................... Pg 141
Dead......cccevvnvenenn.n. Pg 142 and 399
Disabled .................. Pg 142 and 399
(also see Staggered, Pg 401)

Dying ..o.ovvviviiinennnn. Pg 142 and 400

(also see Unconscious, Pg 401)

Stable Characters and Recovery..... Pg 142
Loss of Hit Points (generally) ........ Pg 141
Massive Damage ................... Pg 141
Movement, Position, and Distance ..Pg 143
Accidentally Ending Movement in

anlllegal Space..................... Pg 145
BonusestoSpeed .................. Pg 143
‘Closest Creature’ ................... Pg 144
Diagonal Movement................ Pg 143
Difficult Terrain..................... Pg 144
Double Movement Cost............. Pg 145
Minimum Movement............... Pg 145
Moving through an occupied square Pg 144
Obstacles .......ovvviiiiinn... Pg 144
SQUEEZING. ..t v v Pg 144
Tactical Speed (table 9-3) ........... Pg 144

(also see Hampered Movement on Pg 125,

and Darkness (Environment) on Pg 328)

(also see Encumbrance and Armour, Pg 123

and 124)

Mounted Combat .................. Pg 151

(also see Charge on Pg 149)

(also see Ride (Skill) on Pg 70, and Mounted
Combat (Feat) on Pg 92)

Special Ability use

TNEOT OB 6 60060 600686 o Pg 137 and Pg 139
Special Attacks .........coviiiint. Pg 148
Special Initiative Actions............ Pg 153
Takingfaf>-foot Steppsai s . - - - - .- Pg 141
Threatened Squares ................ Pg 133

ReachiVeaponsizl . s e Pg 133
Creatures with Natural Reach ....... Pg 145
Two Weapon Fighting .............. Pg 152
(Two-Weapon Fighting

Penalties (table 9-7)) ................ Pg 152

(also see table 6-1 on Pg 80 for a list of Two-
Weapon Fighting Feats)

Underwater Combat................ Pg 321
Combat Adjustments Underwater (table
E77) ooas daRESIEE SLE o o 560 a8 oo o P Pg 323
Using Featsand Skills............... Pg 141
Combat Manoeuvres:
B RE 6660006060606 80005006500000 Pg 150
[BISEIAN 6 0000006 0000000000008b8000000 Pg 150
Grapple ..o Pg 150
(OVETR 0.0.0ig 0 6600000 0 60800060006 06ad Pg 151
Sunder....oviiiiii i Pg 151
Concealment (Combat Modifier)........ Pg 146

Conditions (affecting PCs/NPCs/
MONSters). . .o.ove i Pg 398

Confused (Condition) ................. Pg 399

Conversion of material to Beta from 3.5 OGL
SOUIMCES v eveeeeeeeeeae e eeneenes Pg 298
(also see Skills changed from the 3.5 versions
(table 5-3), Pg 53)

Counterspells..........coooovviiin.. Pg 155
CoupdeGrace.....oovvvvvenvnennnnnns Pg 147
Cover (Combat Modifier) .............. Pg 146
Cowering (Condition) ................. Pg 399
Critical Hits .................. Pg 100 and 136
Curses (Afflictions) .................... Pg 390
Damage:

from Weapons in combat ........... Pg 131

(also see table 7-5 on pg 102)

Nonlethal Damage ................. Pg 143

(also see Staggered on pg 401 and
Unconscious on Pg 401)

Damage Reduction ................... Pg 394
Darkvision...........coooiiiiiiiiiian Pg 394
Dazed (Condition)............cooovnen. Pg 399
Dazzled (Condition) ................... Pg 399
Dead (Condition)............. Pg 142 and 399

Death and Prepared Spell Retention. Pg 166
Deafened (Condition) ................. Pg 399
Death*Atfacks e o S s Pg 395

Deities of the Pathfinder Chronicles. .. .. Pg 21

Designer Notes (boxes):

Channelled Healing................. Pg 149
@GlaSSIRITHDICENE: . . . . . S INTISSREr Pg 51
@B L e T Pg 133
EindithelPatiisy.. . . . e Pg 194
High and Low Fantasy .............. Pg 293
Eose;a |eVe | PPrrrey: . . - e 0 Pg 393
OriSONS S . T Pg 22

Polymorph Problems Pg 160 (repeated also
on Pg 171 for some reason!)

Prestige Skills............c.ooviinint. Pg 52
Race and Class Power................ Pg 51
Sneak Attack ..ol Pg 40
Starting Hit Points ................... Pg 14
P e85 60600 000006000000088K 00000t Pg 205
Disabled (Condition) ......... Pg 142 and 399
Disarm (Combat Manoeuvre).......... Pg 150
Diseases (Afflictions) .................. Pg 391
Domains. ..o Pg 176
Drowning............ooooviiiiiiiiiiin, Pg 331
Dungeons ........oovviiiiiiiiiiiinn. Pg 300
(also see Traps references)
Cave-Ins and Collapses ............. Pg 305
Detect Spells — blocking by Walls and Doors
inDungeons ..........cooiiiiine. Pg 305
(DYoo) S R a6 5016 0 0 0 SbaBEaoHoah S ob 68 Pg 303
(table 13-2)....covvviiiii e, Pg 303
HIEEB d06baa000a06 68060000080 bes oubl Pg 302
Slimes, Moulds and Fungi........... Pg 305
Walls. oo Pg 301
(table 13-1)...ovvviniiei e Pg 301
Dwarves......coooiiiiiiiiiiii Pg 8
Dying (Condition)............ Pg 142 and 400
Stable Characters and Recovery..... Pg 142
EIVes. ..o Pg 9
Encounters ...l Pg 290
CR Equivalencies (table 12-2)........ Pg 291
Encounter design, appropriate Challenge
Ratings (table 12-1)................. Pg 291

Experience Point Awards (table 12-3)Pg 292
(also see Monsters references)
Treasure Values Per Encounter
({92 1225506 0600666 05 00 0B0BOEE 5o Hs Pg 293

Energy Drain and Negative Levels ..... Pg 395

Energy Drained (Condition) ........... Pg 400
Energy lmmunity ................ 00 Pg 395
Entangled (Condition)................. Pg 400




(The) Environment.................... Pg 327
AGIAIEffeGlS T e, - Sl e - oo e Pg 327
(€001 (0} Sacke oo Bt otk TR Pg 328
Damage to Characters from
Falling Objects (table 13-11) ........ Pg 329
DanknessH™,. st ... . N e Pg 328
Falling Characters................... Pg 329
HeatDangers...........cocovuennn.. Pg 330
CatchingonFire.................... Pg 330
LEVE R {ESs o008 06000 00 50 & 560 000 BB Pg 331
SRR 8608800 0nheoc o000 opSREEIR Pg 331
Starvation and Thirst................ Pg 331
SUiifeEE oMo < o 0 066 a008E606 2 56 a006a Pg 331
Water Dangers .........c.coovnunn.. Pg 331
DIRRIIE) 000 6 3006 0 0.0 650 00 FEEGSSa0 Pg 331

(also see Wilderness - Terrains index
references as some hazards are Terrain
specific)

Equipment ............... See references for:
Armour

Goods & Services

Magic Items

Weapons

(also see Vital Statistics for Carrying Capacity)

Exhausted (Condition) ................ Pg 400
Exploration ...........cooooiiiiiiiiit Pg 127
(DCs to) Break or Burst Items
(table8-15). ..o Pg 129

Common Armour, Weapon, and Shield
Hardness and Hit Points (table 8-12).Pg 129
Light Sources and lllumination

(table8-10).....cvvviviiiiiiiiinn Pg 128
Object Hardness and Hit Points
(table 8-14)......coovviviin... Pg 129

(also see Items Surviving after a saving
Throw, Pg 164 and 165)
Size and Armour Class of Objects

(table 8-11) ..o Pg 129
Substance Hardness and Hit Points
(table8-13) ..o Pg 129

Experience (Awarding Experience)..... Pg 291
(also see Encounters — Experience Point
Awards references)

Falling e e i AT - - e LT Pg 329
Objects falling on Characters.......... Pg 329
Fascinated (Condition) ................ Pg 400
Fatigued (Condition) .................. Pg 400
Favoured Classes...............counen.. Pg 11
1 OIS o 0.0 5 0.0 0 00 JAISED 0 5o A o Pg 395
Feats:
(table G2 . ... .. .. &L .. e Pg 78 to 80
GombatiFeats.. .. -. .M. . 00 UM Pg 76

Eeaiescriptions .S, L. oL S Pg 77

Improved Familiar ................... Pg 87
Item Creation Feats.................. Pg 76
Leadership: s ier ot i) Pg 89 and 90
MetamagicFeats .................... Pg 77
Brerequisites . .\ . cirgsin. A . . Pg 76
flypes‘of Feats ... % 5. 2ot —abrl=- Pg 76
REIMU.E . gl . oafebh i i 20 oo Pg 151
Fighting Defensively
as a Standard Action................ Pg 136
as a Full-Round Action.............. Pg 139
Flanking (Combat Modifier) ........... Pg 147
Flat-Footed (Condition) ...... Pg 132 and 400
(also see Combat Reflexes (Feat), Pg 83)
Frightened
(Fear, Condition) .......... Pg 395 and Pg 400

Full Attack (Pg 138)

Generating a Character.................. Pg 4
GNOMES .+ttt Pg 9
Goods and Services.............ou.n. Pg 111
(table 7-9) ... Pg113and 114
AdventuringGear .................. Pg 111
([AEIeh 600408000000 00d0 a0 B0HBAE 5655 Pg 117
Food and Lodging.................. Pg 117
Mounts and Related Gear........... Pg 118
Special Substances and Items....... Pg 115
Spellcasting and Services ........... Pg 119
Tools and Skill Kits.................. Pg 116
Transport.....oovvviiiiiiiinnn Pg118
Grapple (Combat Manoeuvre)......... Pg 150
Grappled (Condition).................. Pg 400
Half-Elves........ccoovviiiiiiiian.. Pg 10
Half-Orcs ...ovvviiiii i Pg 10
Halflings.......oovvniiiiiiians, Pg 10
Healing, magical and natural .......... Pg 142
Helpless (Condition) .................. Pg 400

(also see Helpless Defenders, Pg 147)
Hidden Weapons, Sleight of Hand (Skill) Pg 71

History of Pathfinder RPG & Design Goals Pg 2

EHEREINS o 0 0 0 0 0 485 aBB80 a6 00 o 0% o Qb6 oG Pg 132
HealingPieuussn, . S ey, - Pg 142
Healing Nonlethal Damage ......... Pg 143
Temporary Hit Points ............... Pg 143

(also see Injury and Death, Pg 141)

H U S s
Hustling..............oooo.t.

Illumination (table)....................
City Lights..........ccooiiiiiin...

Incorporeal (Condition)

[IEMNM S0 06608680 36860860 0 0066600600000 0
(also see Delay and Ready on Pg 153)

Introduction...........oooviiiiiiiia, Pg 2
Invisible (Condition)................... Pg 401
(also see invisibility, Pg 395)
Low-Light Vision ...................... Pg 396
Magic Items:

ArMOUN .ot Pg 340

Armour and Shields (table 15-1)..... Pg 340
Armour Special Abilities (table 15-2). Pg 341
Shield Special Abilities (table 15-3) ..Pg 341

Specific Armours (table 15-4)........ Pg 343
Specific Shields (table 15-5) ......... Pg 344
Potions.........oooiiiiiiiiiiin Pg 351
Potion Costs (table 15-10)........... Pg 351
RINGS. o v e Pg 351
(table 15-11)....ovivivi i Pg 353
B o800 HBEEEAGL o 588 ol dBo ol oo 08 Pg 355
(table 15-12)......cocoviiinienan... Pg 355
Scrolls. .o Pg 358
Scroll Costs (table 15-13)............ Pg 359
StAVES. ot Pg 360
(table 15-14). ..o Pg 360
Wands ....ooviiiiiii Pg 362
Wand Costs (table 15-15) ........... Pg 362
Weapons......covvviiiiiiiinn.. Pg 344
Weapons (table 15-6) ............... Pg 345
Melee Weapon Special Abilities

(table 15-7) .o Pg 345
Ranged Weapon Special Abilities

(table 15-8)...ovvveiiei i Pg 346
BaneWeapons...........coovvviininn. Pg 346
Specific Weapons (table 15-9)....... Pg 348
Wondrous Items.................... Pg 363

Minor Wondrous Items (table 15-16) Pg 363

Medium Wondrous Items

(table 15-17). . vevivi i Pg 364

Major Wondrous Items (table 15-18).Pg 365
also:

loun Stones (powers summary) ..... Pg 379

Necklace of Fireballs (beads by type) Pg 381

Massive Damage.............coeiennn. Pg 141
MONSEErSER LT 0 i e s Pg 292
Average (Hit) Die Results
(table 12-10). . e, . v .. . Pg 297
Creature Hit Dice (table 12-7) ....... Pg 294
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Size (table 12-8) ...t Pg 295
Statistics by CR (table 12-6) ......... Pg 294
Statistics by Type (table 12-9) ....... Pg 296
Movement..................ooiiel Pg 124
Evasion and Pursuit................. Pg 126
Hampered Movement .............. Pg 125
(B2 B7) o 060 0800I SBH0E o SR8t oo Pg 126
Movement in Difficult Terrain during
COMISELE cono0ansssooandBas aBa6da8a00 Pg 139

Movement Modes:
(Movement and Distance (table 8-6) Pg 126)
(also see Endurance (Feat), Pg 85)

(@i (FR1) 550800080 65800086000 00088 Pg 56
FY (& dD)s00600006 0600006006000 00008 Pg 62
Hustle.................. ... Pg 125 and 126
Mounts and Vehicles (table 8-9)...... Pg 127
Rk 58 00008 s abodBoasacans Pg 125 and 126

(also see Run (Feat), Pg 93)

Swim, DCs for different environments . .. Pg
321

(also see Swim (Skill), Pg 74)

Walk ..o Pg 125 and 126
Terrain and Overland Movement
(table 8-8) ...covveeiii i Pg 126
Nauseated (Condition) ................ Pg 401
Nonplayer Characters ................. Pg 332
Classes:
Adept...oiiiiii i Pg 332
(table 14-1). ..o Pg 333
Aristocrat............cooiiiiiia... Pg 333
(table 14-2). ... Pg 334
Commoner.......coovviiiiiiiinen.. Pg 334
(table 14-3) ..o oviiii i Pg 334
()= SIS I S BB8E 0 0000 bl 50 a0l Pg 334
(table 14-4).......cccoviviiiin... Pg 335
Warrior......oovoiiiiiiii Pg 334
(table 14-5). ..o Pg 335
CreatingNPCs ...t Pg 335
Ability Scores (table 14-6)........... Pg 337
Example NPC.............cooiient Pg 339
Gear (table 14-9)...........ooveeee. Pg 338

Racial Ability Adjustments (table 14-7) .. Pg
337

Skill Selections (table 14-8).......... Pg 337
Objects - Breaking, Hardness, and
Hit Points......... See Exploration references
Overrun (Combat Manoeuvre)......... Pg 151

Panicked (Fear, Condition). Pg 395 and Pg 401

PEYEINAS o o oaasoancapsseacansaaasansas Pg 396
Paralysed (Condition) ................. Pg 401
Petrified (Condition) .................. Pg 401

Player Character Classes:

Barbafian et = Sns a5 Pg 12
(table! 4320t de . by T T e T P s Pg 13
BardTg (i mhranh, R . Pg 15
(table 453)Beh, Fisas S . Pg 17
spells known (table 4-4).............. Pg 18
Gl Erichy N R LR Pg 20
(talboleM=5): S yym tae?, ., I, Pg 21
(also see Pg 176 for Domains)

[Oliuliehkoos d SREEEE ot o - 56058 oo o B Pg 22
(tablETA=6)Y .~ T e LY Pg 24
EigRtEs. ... o B R S P Pg 27
(table 4-7) ..o - e T Pg 27
MBI 6 o oo 0bB 60 0a0h ot 806 odb o odtns Pg 28
(table4-8) ......ccoeeiiiiniian.... Pg 30
unarmed damage for small or
largemonks..........ooooiiiiatL Pg 29
Paladin..............oooiii, Pg 31
(table4-9) ..o Pg 33
bondedmount...................... Pg 34
Ranger......coooiiiiiiiiiiia.. Pg 35
(table4-10)......oovviiin, Pg 36
favoured enemy choices............. Pg 35
favoured terrain choices ............. Pg 37
Rogue......covviiivniiinininnnnn., Pg 38
(table 4-11) ..o Pg 39
Y (el =] Pg 41
(table4-12) ..o Pg 44
spells known (table 4-13) ............ Pg 44
(Bloodlines, Pg 42)

V12106 ) SMBHBE 2 50 00 ol 0 66886 0 0600 8008 Pg 48
(table4-14). ..., Pg 49

(also see Pg 194 for Arcane School abilities)
familiars:

abilities by master’s class level ....... Pg 51
choices of familiar available.......... Pg 50
(also see Improved Familiar (Feat), Pg 87)

Pinned (Condition).................... Pg 401
Poison (Affliction) ..................... Pg 391
Prone (Condition) ..................... Pg 401
ResistancetoEnergy .................. Pg 396
Running................o.... Pg 125 and 126
SavingThrows ............... Pg 132 and 164

Automatic Failures and Successes ...Pg 132
and 164

Disbelieving Illusions ............... Pg 159
Items Surviving after a
SavingThrow.............cooovunen.. Pg 164
Items affected by Magical Attacks
({Elol2 1@=1))dooc oo oboasan o s s aad BEBeE Pg 165
Voluntarily Giving up a
SavingRNIOIVASENS . S Pg 164
SCENT . SRR s, | . Sy S OO e S Pg 397
Schools of Magic

(meciaR]ES) M EE L Pg 157

(Arcane School abilities)............... Pg 194

Shaken (Fear, Condition) .. Pg 395 and Pg 401

Sickened (Condition).................. Pg 401
Skills:
(table 5-4)piit. . | . . | .= PN S ats Pg 54
Skill Check Bonuses (table 5-2)....... Pg 52
Skill Points (table 5-1)................ Pg 52
Individual skills:
/A8 RflESs6 000 0000 0a00 0000880000 4400 Pg 54
ApPPraiser s .. . . ool - ¥ e Pg 55
BlUff2r S, v oMl . | SR Pg 56
(AL sEaa00 00 085 0.0 0300860 GERABRL & Pg 56
Craffig e - R e Pg 58
(table5-5) . coviiiiii i Pg 59
(also see Craft (Trapmaking) DCs (table),
Pg313)
Diplomacy ......coooviiiiiiiinan.... Pg 59
Disable Device............cocoveun... Pg 60
Disguise.......cooiiiiiiiiiiiia.. Pg 61
Escape Artist ........oiiiiiL, Pg 62
R R e e e ol et Pg 62
(including box summarising Wind Effects
on Fly)
Handle Animal ...................... Pg 63
Heal.......coooiiiii Pg 65
Intimidate.............cooiii Pg 65
Knowledge.......cocovvviiiiiin.n. Pg 66
(table5-6) ...vvveiniiiii Pg 67
Linguistics. .......coviiiiiiiia. Pg 67
Perception .........c.coooiiiiiiat.. Pg 68
Perform........ocooiiiiiiiiii.. Pg 69
Profession...........ccovviiiiiinn... Pg 70
(1512 06808000800 8 Sa6 a0 coRobaS aotiBh Pg 70
SenseMotive...........cooiiiiiin Pg 71
Sleightof Hand...................... Pg 71
Spellcraft........coooiiiiiiiiat, Pg 72
(including box summarising DCs)
Stealth ... Pg 73
Survival ... Pg 73
SWIM. e Pg 74
Use Magic Device.................... Pg 74
Slimes, Moulds and Fungi ............. Pg 305
Special Abilities........ Pg 169 (Magic), Pg 388
(Glossary)
Special Abilities in Combat.......... Pg 137

Special Ability Types (table 17-1) ....Pg 388
(NB: | presume this table numbering to be
in error, in fact being supposed to be 16-1?)

oS0 0 06 Son 660 SENETRPIOB A0 CRRPRERR . Pg 132
(also see Encumbrance. .. Pg 123 and 124 and
associated index references)

Spellbook, Wizard's.................... Pg 117
Adding New Spells .................... 166
(also see Spellcraft, Pg 72 - although the
DC listed under Spellcraft for learning a
new spell from another’s spellbook or a




scroll seems to be contradictory with that
given on Pg 166)

Costs of Adding new Spells .......... Pg 167
Selling a Spellbook ................. Pg 167
Starting Spells at 1stlevel............ Pg 50
Spell Lists:
BarcPSetasigs . . TS .. Pg 170
@leric™ . TR oy e, | Pg 173
DYV To IS L L RS . 516 b 50 5 060 Pg 185
PEIEGENR 56 06 do00 a0bo 000 00000 B0a8 B0k Pg 187
[REAEIAT o 060 0 00680 0 00 0 5ad8Bo00 06 ¢ Pg 187
Sorcerer/Wizard .................... Pg 188
(NPCclass, Adept.......covvvnennn. Pg 333)
Spell Resistance....................... Pg 397
Spells (casting and combat) ........... Pg 136

Casting on the Defensive .. Pg 137 and 155
(also see Combat Casting (Feat) Pg 83)

CastingTime ........... Pg 137 and Pg 161
Components ........... Pg 136 and Pg 160
Concentration and
Distractions ............... Pg 137 and 154
(also see Spellcraft (Skill), Pg 72)
Counterspells...............ooeeee. Pg 155
Dismissing a Spell ...... Pg 137 and Pg 164
Touch Spells............ Pg 137 and Pg 161
Holding the charge..... Pg 137 and Pg 164
Spells (general):
Aiming a Spell...Pg 161
Arcane Spell Failure................. Pg 109
(also see table 7-6 armour and shields, Pg 108)
ArcaneSpells.............oooviitL. Pg 165
Adding Spells to a Sorcerer’s or Bard’s
repertoire . ......ovviiiiiiineninan.. Pg 168
Cantrips
(Sorcerer). ...o.vuvininiiiiiiiin Pg 42
(Wizard) . ..ooveieiiiiiiiiiiii e Pg 49
Daily Readying of Sorcerer and
BardSpells ...t Pg 167
Preparing Wizard Spells............. Pg 165
Preparing Wizard Spells from a
Borrowed Spellbook................ Pg 166
Area Effects, shapeof................ Pg 162
CasterLevel ...t Pg 155
CastingTime ........covvvnienn.n.. Pg 161
Components ........oevinininnnn Pg 160
Dismissing a spell....... Pg 137 and Pg 164
Duration .......coovvvviiiiniinnn Pg 163
DivineSpells .........oviviiinn. Pg 168
Orisons
(dIEi0) s JoaBE88 6 068880800 6.5 08060 5 00 0 Pg 22
(Driule)) e daadess 00 a0886a000 c00ascasoas Pg 23
Preparing Divine Spells ............. Pg 168
Spontaneous Casting:
Gleric.. rINNEIRERE o Ty Pg 22 and 168
BIUIok o o oc oo Pg 23 and 168
RaNGEM: s N, .. Mypp. JOSEESLA " .. Pg 161
Rays®et. . .7 .o B R Pg 162

Researching New Spells: (NB information is
limited on this topic)

BivinesSpelISEmsess, . &SI ORI Pg 169
Sorcerersand Bards................. Pg 168
(Wizards #¥e . St er. o = S i Pg 166
(Spell)iLeve P usay. geneaSstsin. = Pg 160

Schools of Magic, mechanics applicable to
Arcane or Divine spells:

ABjUration: ;. ! 5 T P . Pg 157
@O UraliCIES: - .- St g Pg 158
DIMIEIHE Mo 6 05 06 6 sABGO000 5000000600 Pg 158
EEMERTTEES o 6 0 o dosdo 068360600000 Pg 158
BYOEETHIEIN o 060000 000000 0600066640609 0 Pg 158
NuEien o aoa sosassasssaasaasadasdooas Pg 159
NEEREIMENE s0a0caa0a0s0ad0a0b6a00ba Pg 159
Transmutation...................... Pg 159
Spell Failure ................cooo.... Pg 156
Touch Attacks .......... Pg 137 and Pg 161

Spells (specific spells):
Contacting other Planes ... Pg 211 and 212
Detecting Alignment — aura power..Pg 215

Detecting Magic — aura power ...... Pg 216
Invisibility ...l Pg 395
Polymorph Subschool .............. Pg 159
polymorph spells changing a

creature’ssize.........cooviiiiii.. Pg 160
Prismatic Sphere/Wall negation...... Pg 257
Reincarnate details ................. Pg 262
Scrying modifiers................... Pg 267
Spell Turning resonating field ........ Pg 274
Summon Monster (table 11-1) ...... Pg 278

Summon Nature’s Ally (table 11-2)...Pg 280
Teleport, chance of arriving at target

destination................ooealL Pg 281

Tree Stride, transportrange......... Pg 283
SQUEZING . v vt Pg 144
Stable (Condition)................oo.t Pg 401
Stacking bonuses or penalties
fromeffects............ooooiiiiil Pg 156
Staggered (Condition)................. Pg 401
Stunned (Condition) .................. Pg 401
Submitting Feedback ................. Pg 402
Sunder (Combat Manoeuvre).......... Pg 151
SUIPIISE .« vttt Pg 132
(also see Flat-Footed, Pg 400)
Taking a 5-footStep...........cuen... Pg 141
Threatened Squares................... Pg 133
Total Defence (Combat) ............... Pg 137
L] 830 3 0000 8000 6.6 00 oo @R L 800 o o o B8 Pg 306

CR Modifiers for Magic Traps

(tabl el B ey e A e % Pg313

CR Modifiers for Mechanical Traps

(table 13-3)
Cost Modifiers for Magic Device Traps

(table 13-5) ..o eveiieii it Pg313
Craft (Trapmaking) DCs (table 13-6) .Pg 313
DesigningaTrap.........ccocoevenn Pg 312
ElementsofaTrap.................. Pg 306
SampleTraps......coovvveienenenen.. Pg 309
Treasure .......ooeeiiiiiiiiiniainenans Pg 291
Trip (Combat Manoeuvre) ............. Pg 151
Turn or Rebuke Undead .. see Channel Energy
references
TurnResistance....................... Pg 398
Unarmed Attacks ............covienen. Pg 134
(also see Improved Unarmed Strike (Feat), Pg
89)
Unconscious (Condition) .............. Pg 401

Upcoming Releases (web downloads) . Pg 403

Urban Adventures .................... Pg 322
Buildings.........coooviiiiiiiiin Pg 325
Guards and Soldiers ................ Pg 323
Lights. ..o, Pg 325
Rooftops and Sewers ............... Pg 324
SiegeEngines ...l Pg 323
(table 13-8)...cvovvviii i Pg 325
Streets ..ovveiiiiiiii i Pg 324
Wallsand Gates..................... Pg 322

Vital Statistics.......coovvvininnn. Pg 122
Agel B TR L e e el e s Pg 122
Aging Effects (table 8-2) ............ Pg 123
Random Starting Ages (table 8-1) ...Pg 122
Carrying Capacity.......c.covvenen.. Pg 123
Carrying Capacity (table 8-4) ........ Pg 125
Carrying Loads (table 8-5)........... Pg 125
Random Height and Weight
(table8-3) .ceviiiiiiii Pg 124

Wealth and Money..................... Pg 98
Coins (table 7-2) ....coovvvivinininn, Pg 98

Starting Character Wealth (table 7-1) . Pg 98

Character Wealth by Level (table 12-4) .Pg 293

Trade Goods (table 7-3) .............. Pg 98
Weather........cooviiiiiiininininan.. Pg 325
(Random Weather (table 13-9)) ........ Pg 327

(oIS RETHES 6 06 0 0 50 ko SUTIIHE TN o Pg 327

Rain, Snow, Sleet, and Hail .......... Pg 326

SIS 6660600000006 aa5000000060060 Pg 326

Windst meim B o — Sl N Ml Pg 327

Wind Effects (table 13-10)........... Pg 329

Wind Effects on Fly (Skill)............. Pg 62

(also see Terrain-specific references under
Wilderness)




Weapons

.............................. Pg 98
(EVSE 7-5)) 0 a0 00 il - S Pg 102
DoubleWeapons ................... Pg 152
SplashWeapons.................... Pg 152

(also see Special Substances and Items, Pg
151)
Tiny and Large Weapon Damage

(RbleM=)s. o .. e Pg 101
Wilderness. ........ccoveieiieaan... Pg 314
EREME) [LeSi 6 6 065000006 066 ode 5960 a0 Pg 314
Terrains:
AGIETHE 5000 960060840 0606060000600 Pg 321
[A6EEIR o s0oata08ac000b6600a880000a06 Pg 321
Underwater Combat................ Pg 321
Desert....oooveeviiieinieninnnnnnn. Pg 319
Sandstorms ... Pg 320
o] (=552 0 00 ol o abio 88 6 00 6606 0 6ABBAC 830 Pg 314
ForestFires..........coovvviivinen. Pg 316
S8 536850 o 8 558006 S Ecio 0 0 J65 4 d Pg317
Marsh.......ooooviiiiiiii ., Pg 316
Mountain ........cocoiiiiiiiiat, Pg318
Altitude Zones..............ooenene Pg319
Avalanches..............cooovunnt Pg 318
Plains . ...... b Ear . o e Pg 320

(also see Weather)




