














WotC Rodney Thompson on Skill

Challenges
(Quoted from his blog):

We showed off skill challenges in the Escape from
Sembia event at D&DXP. Basically, it boiled down to this:
the heroes needed to escape from some Sembian
guards, prompting a chase sequence. The heroes then
had the option of using a variety of skills to escape from
the guards, and the encounter was built using the non-
combat encounters guidelines in the DMG. Basically, the
players could use any skill they liked, so long as they had
a good explanation for it, and the encounter gave rules
on adjudicating those checks based on the likelihood
that the attempt would be feasible. For example, one
player | read about used his History skill to remember an
old sewer grate from some ancient plans of the city,
where he was able to had. Obvious skill choices allowed
players to hide, climb on top of buildings, disguise
themselves as passers-by, etc. ... The difference isn't that
you can do these things in 4th Edition, but that the
default assumption in 4th Edition is that players should
and will find creative solutions to problems, and the

TRAPS
CRUSHING ROCK
Level 2 Blaster Trap
XP 125

A giant boulder that follows the route indicated on the map.

Perception
No check is necessary to notice the crushing rock.
Trigger Initiative +5

rules are designed not only to allow the DM to fairly
adjudicate those assumptions but also to reward players
for doing so.

What 4E's noncombat encounter system does is it lets
you make a choice that is consistent with your character
AND lets you achieve victory with that (or, at least, some
modicum of success). If I'm a fighter with no skills in
disguise, bluffing, hiding, or other sneaky bits, my
optimal victory condition in escaping the guards is to
simply run away, and run away fast (or fight, but we're
going to assume that we don't want combat to be the
result here). But maybe I'm playing a student of military
history, so | make that History check to recognize that in
the last siege of the city invading forces used the sewers
to get past the walls. Or maybe I'm a street tough who
grew up in a rough part of town, so | make a Streetwise
check to start a fight between some locals who | know
are at odds with one another, providing a distraction so |
can escape. Right there I've made a decision that
simultaneously allows me to roleplay my character AND
gives me the ability to be successful.

The trap rolls initiative when the encounter begins. It has a speed 6.

Attack
Standard Action » Melee
Target: All creatures in the same space as the rock.
Attack +7 vs. Reflex

Hit: 2d6 damage, knock prone, and move that creature to the nearest open space of its choice.

Countermeasures

« A character who makes a successful Athletics check DC 10, or DC 20 without a running start, can jump over the rock’s

square.

= An adjacent character to the rock can make a successful Strength check DC 19 to reduce the rock’s speed by 2. If the rock

is reduced to 0 speed, it is disabled.
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