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damage you lake (Onlinues to redocl' your
cur,ent hit points until your ch3rKler dies.

• Oeilth SavIng Throw. When you are dying. you
......ke .. s.ilving throw ill the end or your tum ~ch

round. If you SU(cetd (roll 10 or hlgher~ there is
no cho>nge in your condition. If you boil the s.1l~

(roll ~r than 10), you slip one step closer to
death. If you hil three limes. your charaaer dies.

• Death. When you wke damage that reduct$ your
CUIRN hit points to a negative number that's d~
same as your bloodied number, or if you fail your
dUlh SOlve Ih~ ti~ your charxter dies.

HrALING IN CoMBAT

£,'cn as the hallIe rages around yo.... you can heal. You
can heal )'oursclfby using )"OUT second wind (sec ·Olher
,\clions in Ullllball. An all)' can lISC the Heal skill un
rou (scc below). An ally can uo;c a hl:1,IIng power on you.

\Vhen a power heals you. you don'tlHwC [0 lake an
action 10 spend a healing surge. EI'CIl if you're
ullconsclous, the power uses yOUT healing slirge to
restore hit points. And some powers don't require )'OtlIO

spend a healing surgl: at all.

H(ALING THE DvING

When you are dying. any healing restores )'0'" to al least
I hit point. Ifsollleone has slabililJ:d rou using lhe Ileal
skill but )"01.1 n:«h'e flO healing, )'0<1 regain hit poinlS
afit'r an Ulcnded rest.

REST AND RECOV£RY

OulSid(' of('llCounters,)'O<I call take one of two tyPe< of
rw, a shon rest or an extendt'd rest.

Short ReS(. A shon r('S! allows)'O<I to renew )'Our
ellt:l)lliiter powt'rs and usc healing ~urgcs 10 regain hit
points. It lasts aoom 5 minutes. You can tak(' as rnam'

short rests pcr day as)'O<I wanl. During a short rest, )"o~
hal"C 10 rest; no stl"Cnuous lleti\it)·. no illll:ITUlltj()ns.

E,.tended Rest, Onc(' per day, )"011 can 1:11:1' an
extended rest. It Illllst last at least 6 hours to gain the
Ix:ncnlS. You han: 10 rest or sleep during Ihls period, AI
the end ofIhe reSl, you regain any h II poi illS )'ou losl and
he~lling surges ),ou spenl, )'our daily powers arc
renew('d, and you loo;e any 1I1lSpelll aClion poinlS and
gain I fresh action point.

SKILLS

Your Dungeon Master has more uetalls on skill usc. 'n'e
follOWing is a quit:1: on:niew so }UU hal'e an idea what
)"our skills can he used for. In general al 15I-3rd len':!.
easy lasks han: a DC of I 5, n_krate tasks have II DC of

20. and difficult tasks have a DC of25 or higher. Your
0,\1 has the Des for skill challenges in this ad'·enture.

Acrobatics. Usc this skill to test }vur balance on
narrQW or unstable surfaces. to ('scape from a grab or
from restraints. and (if )"Ou're trained) to reduce your
dama~when)'O<I fall.

An:-ana. You ha\'e Imowlroge about magic and
magical effects. IIIld (If}'OU're lmine<!)}'OU know hIM' to
oorn a persistent magical effect.

Athletics. Usc Ihis skill to climb. S\,im.or jump.
Bluff, Use Ihis skill to make what's false appear 10

be true. fa:;t·lalk a guard. COIl a merchant. or tell lies.
Diplomacy. Usc this skill to influence Olhers wilh

tild and social grace. change opinions, in~ire good \\111.
and to ncgotia1e a deal in good failh.

Dungeoneerlng. You han: knowledge abOlll
forging a palh Ihrough a dungeon complex. rct:ogni~ing

dungeon hal.ards, lind finding food in the Undcrdark,
Endurance. Usc this skill 10 ~1ave offill cffectsand

10 push h.:"ond normal physical limits.
Ileal, Use this skill 10 udminister first aid, stahlllzc

a dying charoctcr, gralll II saving throw, or treat :1

disease.

H.istory. You hm'e Imowledge about history.
incloding significant e\'ents, legends. customs, and
traditions.

Insight. Use this skill to discern intent and
decipher body language. making a best gut'S5 as to a
larget's IflOth'C5, attitudes. and truthfidncss.

InlinUdale. U~ this skill to inDuence others
through hostile actions and O\"1'rt threats.

Nature. You M"C Imowkdgc ~Iatt'd to finding
)'O<Ir way through the ";I<kn~ n:cogniring nalural
hazards, and li,;ng offthe land.

PelT('ption. Use Ihl~ skill 10 nutiet' clues. spot

imminent dangers. and locate hidden objects.
Religion. You have knowledge of religiolls

traditkms.

Stealth. Ul:e thls skill to hide and ltJlwe sileml)'.
Streetwise. You 1:1\011' itOII' to gel the [a)' of the

land in illt urban selling.

Thievery. Usc Ihls skill to disable traps. open locks.
pick pockets. and perform olher sleights of hand.
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