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DevsLE Pewry: It CouLp BE UWeRSE

ometimes in an RPG campaign, things go
wrong. The ultimate expression of this from

the player side is the TPK — Total Party Kill,
where every character is slain in an encounter
that wasn’t supposed to go that way. (And yes,
sometimes everyone is supposed to die, because
there’s an adventure to be had in the afterlife, or
it’s scene one of a Frankenstein-inspired campaign,
or whatever—that’s not what we’re taking about
here). Similarly, unplanned instances of an entire
party being captured (the less well known “TPC”),
ships sinking, well-liked PCs and NPCs dying or
being lost in a bottomless void of darkness, or a
companion animal being sucked down into the
Swamp of Sadness (look, that movie scarred some
of us for years), are examples of times when the
situation is much, much worse than anyone (GM
included) intended for them to get.

In short, sometimes, PCs fail.

Now, that’s not always a bad thing. But sometimes
a campaign would benefit from PCs being able to
reach some deep, expensive reserve of effort, and
make a big, extra push to win.

Sometimes, everyone has more fun if a PC can
double down.

FarLure anp Funy

Usually, failing isn’t fun.

That seems obvious, but it’s an important baseline
to keep in mind when discussing any rule system
designed to give players an extra opportunity to
avoid failure.

But the risk of failure can be a lot of fun. That
risk can be what makes a game feel engaging and
challenging. You work you hardest for success,
hoping that things go well but aware that there
is always a risk of failure. That failure may be a
matter of degrees of success. Maybe you worked
hard to save all the Gems of Infinite Power, but
only managed to collect half of them. Maybe you
tried to stop the Omega Invasion, but did so only
after they destroyed two huge settlements. Maybe
Doctor Damnation’s plot to curse the whole world
is foiled, but the doctor herself escapes.

Failure of this kind often is fun, exactly because
it’s not total. It also lends itself to more opportunities
for adventure. The remaining Gems of Infinite Power
can still be sought out using different means. You
can rebuild cities destroyed by the Omega Invasion.
Everyone knows Doctor Damnation will be back.

But total failure is different. For most people, total
failure, at least about something they care about, is
more frustrating than fun. Naturally not everyone
cares about an RPG session enough to care, and
failure is an element of tons of games. If failing
at a game of chess made it less fun, most people
would give up chess, since failure for someone is
baked into the rules. But RPGs are a different kind
of game, which you can play forever without ever
suffering major failure. As a result, lots of game
groups (GMs included) prefer to avoid total failure
as an element of rpgs, but while without taking
away the suspense-building risk of total failure.

It’s a narrow line to walk.

It’s made extra-tricky by the fact that players may
have very different feelings about what qualifies
total failure. For some players, only a TPK triggers
the sense of the unfun. For others, a TPK is an
exciting chance to bring in new characters to tackle
the same adventure a second time. Some players
don’t care what happens to any NPCs, while others
are bummed if a favored familiar, companion, or
ally is lost.

The idea behind the double down rules is to give
groups and GMs that want them one more line of
defense against total failure, but with a cost and a
risk. This can build the suspense and tension many
groups enjoy (once you double down, everyone
knows there is even more on the line),while
both decreasing the chance of total failure and
preserving the risk of failure so choices and costs
seem meaningful.

These rules won’t be for everyone, but they
are presented as an option for groups who find
themselves saying “I wish there was SOME way
to give players a second chance without it seeming
like a free power-up.”
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WHEL Can Yovu
Deirmngz ﬁgwn?

While the double down rules are designed to
discourage their use often or casually, that doesn’t
mean the choice to use them needs to be left entire
in the hands of the PCs. There are lots of other ways
a GM can give limited or focused access to these
rules as a way to build additional tension and drama
for various adventures and encounters. A GM can
just hand the double down rules to players and let
them use them as desired, but for many groups
that won’t be the best approach. Below are some
common frameworks for when a GM gives PCs the
option to double down.

Ony Ir Conpiriens AR IfET

A GM can decide to allow players to double down
only if specific conditions are met. Normally those
would be conditions outlines when these optional
rules are introduced to a campaign. Typical
conditions are listed below, but a GM can build any
set of conditions that seem likely to make the rules
a fun and flexible part of a campaign.

* Only when one of more PCs is helpless,

unconscious, or dead.

* Only when two or more allies/familiar/
companions are unconscious or dead.

* Only when some specific resource is depleted
(such as when two or more characters have
no uses left of daily abilities or spells, or if all
PCs’ hero points are depleted).

* Only if all players agree to allow the use
(doubling down can have consequences for
your allies, so a group might well prefer they
emergency level only be available if everyone
is on-bard with the idea it’s needed).

Double down rules could also be used as a carrot
to encourage certain behavior. A GM might tell
players that double down rules come into play only
when PCs face their 5" and subsequent encounter in
the same day, or if they decide to protect the Otter
Princess of the Cutewild her presence will allow
them to double down until she is safely delivered to
her Cupcake Castle.

OnLy WHER PRE-AUTHERIZED

Similar to only if conditions are met, a GM might
decide to only allow PCs to access the double
down rules only when they are pre-authorized. A
GM might inform players the double down rules
are in effect in a specific event (“The DemiUrge of
Disaster materials in the middle of the room. Roll
for initiative, and the Double Down rules are in
play for this encounter.”), for a specific adventure
(“In Book Two of War Against the Lords of Death,
we’ll be using the Double Down rules.”), or with a
note about them having some additional restriction
(“This campaign uses the Double Down rules, but
they can only be accessed by any character once per
character level.”).

This can be a way to warn players things may be
able to get extra hazardous, and reassure them they
have some extra tools to deal with the increased
risk. Or it can be an experiment that has a specific
start and end date to see if the GM and players
enjoy the option.

It can also represent a specific in-world change
in the flow of fate and heroism. If the PCs manage
to drink from the Waters of Legend before facing
down the Queen of Graves, the GM might tell them
they each gained the power to access the Double
Down rules (maybe just once each, maybe until
the Queen of Graves is defeated, and maybe it’s a
power they all now have as Heroes of Legend).

AnYTmE... BUT VILLAIS
can PovsLE PDewn Tee

Having been presented specifically as an extra option
for players to avoid total failure, it’s reasonable to
limit the double down rules to just PCs. Especially
since the primary cost of doubling down doesn’t
kick in until after an encounter ends, in many ways
it’s more powerful for NPCs that normally die at the
end of an encounter than Pcs, who have to live with
the cost. And, to be clear, the rules are designed for
PCs as a last line of defense, not as a way to make
bad guys more dangerous and resilient.

But a GM can also make villain use of doubling
down linked to PC use. A GM might allow PCs to
double down anytime they wish, but not that each
time they do, the GM earns one instance of a villain
doubling down in response. Alternatively, a GM
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might let players decide whether or not to have
doubling down be part of a campaign, but warn if
they do key villains will get the same option. (Though
if a GM does this, it’s strongly recommended they
save it for villains who were supposed to escape
and aren’t managing it, or end-boss encounters
that aren’t living up to the expectation of their risk
level, rather than having random rank-and-file foes
suddenly doubling down.)

Payma THE CosTt
Te DevBLE Dewry

Doubling down isn’t free, under even the best of
circumstances. You’re talking about pushing your
character to the very limit of their capabilities as a
desperate hope that overextending, straining, and
risking a hail-mary effort will pull victory from

STANDARD STRESS COSTS

the jaws of defeat. That’s exhausting and stressful
even if everything goes exactly as you hope. As a
result, you have to pay a stress cost to attempt to
double down.

Stress costs don’t take effect immediately
(unless your doubling-down fails, in which case
they might, see When Doubling Down Fails).
Instead the stress cost kicks in at the end of the
encounter when you double down. Stress costs
are about an injury hitting immediately—when
you double down blood doesn’t suddenly shoot
from your eyes. Instead you dig deep into your
reserves and do the kind of damage you don’t
notice until the dust clears, your adrenaline
fades, and you are trying to take stock before
moving on. As a result, successfully doubling
down never makes you less likely to succeed at
the current encounter, but it certainly can have
consequences later. This is a second chance, not
a free second chance.

Ashen

You feel hollow inside and have less color than usual. Your maximum HP is reduced

by 1 per level as long as you are ashen. However, if this causes you to be at 0 or
fewer HP when you first become ashen, you instead have 1 HP.

Burned Out

You can’t focus as sharply or bring as much energy to bear on any task. You take

-2 to all attack rolls, ability and skill checks, and spell/class ability DCs as long as

you are ashen.

Weary

There is a sense of listlessness and slow movement to you, and a strain in your

muscles and bones. You are -2 to AC and all saving throws as long as you are weary.

SPECIAL STRESS COST

Eldritch Toll

Doubling down specifically required you to expend a form of mystic energy that

does not easily come back. Your caster level is reduced by 1, and you lose access to
one spell slot of the highest spell level you can cast, for as long as you are suffering
an eldritch toll. To be able to pay this special stress cost, your caster level and spell
slots must be a crucial part of your character (normally true for any class that gains

spells at every character level).

Lost A Step

Whether it’s a matter of strains and aches you haven’t recovered, a loss of

confidence, or a mental fatigue you just can’t clear, you currently aren’t able to
perform some of the techniques you normally rely on. You lose access to two class
features or feats as long as you have lost a step. These need to be crucial aspect of
your character, as approved by the GM (normally things you use in every encounter
of a given type, such as every combat).

Locked Out

You called on your link to an important magic item or relic, and now it won’t

function for you. One magic item you value and depend on does not function as
long as you are locked out, as approved by the GM. This must be a magic item you
use in a typical day of adventuring, and if you lose or sell it another magic item of
the same or greater power stops functioning until you stop being locked out.
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Any PC allowed to double down can choose a
standard stress cost as the consequence of their extra
effort. Some PCs may also be allowed to access a
special stress cost if they meet certain prerequisites,
and a GM can create additional special stress costs
appropriate for a campaign.

RecovERING STRESS COSTS

A stress cost doesn’t kick in until after the encounter
when you doubled down, but when it goes away
is more variable. Each day that you are able to eat
and sleep normally, you have a chance to recover a
stress cost at the beginning of the next day. This is a
flat 25% chance each day. If you take a full 24 hours
to do nothing but rest and recover (no travel that
takes any effort on your part, no adventuring, no
crafting or engaging in useful downtime activities)
your change to recover your stress cost goes up by
a cumulative +5% each day. Any effect that could
restore a lost limb, character level, or restore you
from death allows an immediate % check to recover
your stress cost, but you can only make one such
extra check each day.

DoevsLme Dewry
UUHILE STRESSED

You can double down while still suffering a stress
cost from doing so earlier, but it carries a much
stronger cost than doing it when you are at full
health. Doubling down under these conditions

requires you pay two stress costs, one of which
must be a different stress cost than any you are
currently suffering. You chance to recover stress
costs is reduced by 15% while you have multiple
stress costs in effect, and you cannot recover more
than one stress cost in a week, no matter what
methods are used to try to recover them.

UWHEL PevBLING
D@unr][ Fams =

When doubling down succeeds everyone cheers,
the heroes are in less trouble, the character
doubling down pays the stress cost, and game
continues forward as normal. When the doubling
down fails (as defined in each doubling down
option) the character who doubled down suffers
the stress cost... and things get worse. Hey, look,
you doubled down. When things go bad at that
point, they go really bad. Roll on the table below
to determine what the cost of your failed doubling
down attempt is.

THE Bonyus FrROm
DovusLInG Dewn

Doubling down is design to turn around one, key,
crucial moment to avoid disaster. In most cases it
also gives an ongoing bonus to help for the rest of
the encounter, but its primary impact is designed

FAILED DOUBLE DOWN COSTS (ROLL 1D100)

01-60

An additional random standard stress cost is taken from the character doubling down

and is applied when the encounter is over.

61-73

An additional random standard stress cost is taken from the nearest PC ally to the

character doubling down. (We TOLD you doubling down’s consequences could affect

more than just your character).

74-83

One random foe of the character doubling down gets a potentially-free double down

effort (there is no stress cost if the double down succeeds, and just a random standard
stress cost if the doubling down fails) of its choice on the next round.

84-94

One random foe of the character doubling down gets a totally-free double down effort

(no stress cost whether the doubling down succeeds or fails) of its choice it can use any

time in the next 10 minutes.

95-100
and is applied immediately.

An additional random standard stress cost is taken from the character doubling down
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to make one big change. This is intentional, to
keep doubling down from becoming a way to
always win a fight or beat a trap. It can turn aside a
killing blow, help a desperate skill check succeed,
or shift the balance of how many minions fall to
an area attack, but a player needs to be sure THIS
is the moment when doubling down is worthwhile
to maximize its benefit.

There are five different ways a character can
benefit from doubling down, and each is outlined
below. A player can choose any of these, as
appropriate to the crucial moment they are trying to
pry from the jaws of defeat.

Desperate Dodge: A desperate dodge is an effort at
the last second to avoid some attack or effect that hit
a static defensive number of yours (normally your
AC). You must make the decision to dodge as soon
at the effect hits your and its results are determined.

When you desperately dodge, you make a special
dodge check. Roll 2d20 and add the higher of the
two results to your static defense number -10. If
the new total is higher than the attack or check
that hit your static defense number, the attack is
considered to have missed. For example, if your
AC is 18 and you desperately dodge when an attack
hits you, you roll 2d20 and add 8 (your AC of 18,
-10) to the higher of the two die rolls. If the new
value is higher than the attack roll that hit you, it
retroactively misses.

If the dodge does not cause you to be missed or
take some lesser effect, the doubling down fails.

You gain a +2 bonus to AC for the remainder
of the encounter, whether your doubling down
succeeded or failed.

Extraordinary Life-Saving Measures: While
generally dead is dead, sometimes someone is only
mostly dead. A PC can attempt extraordinary life-
saving measures (ELSM) to bring back another
character who has died. This requires the character
doubling down to have some way of restoring HP to
the dead character (though they can be methods that
normally only work on living creatures), and then
doubles down to bring the target back with HP as
if they had 1 left when healed, rather than be dead.
The character brought back must also pay a stress
cost after the encounter is over.

If the character that receives the ELSM dies at
any later point in the same encounter, the doubling
down is considered to have failed.

You get to roll twice and take the better of the
two results for all your efforts to make Heal checks
to restore HP for the remained of the encounter,
whether your doubling down succeeded or failed.

Redouble: A redouble is an effort at the last second
to add extra power to a spell or ability’s save DC, so
a creature or set of creatures who successfully saved
against it may fail. You must make the decision to
redouble as soon at the targets make their saving
throws against their effect, and its impact (or lack
thereof) on the targets is determined.

When you redouble, you make a special redouble
check. Roll 2d20 and add the higher of the two
results to your save DC’s value -10. The new total is
treated as the save DC of the effect, and any creature
affected by it uses their original saving throw total
and compares it to the new save DC.

For example, Lyrtha Burneye breathes a cone
of fire at three trolls. It has a save DC of 15, and
the three trolls making saving throws (an 11 and
two 17s). The GM informs Lyrtha that two of the
trolls succeeded at their saves against her fire. The
situation is so dire, Lyrtha decides to double down
and redouble her cone of fire. She rolls 2d20, getting
a 7 and a 14. She adds the higher of the two results
(14) to her DC -10 (5), resulting in a new DC of
19. The three trolls use their original saving throw
results, causing all three to now fails their saves.

If the redouble does not cause at least one target
to take a greater effect than the original save DC,
the doubling down fails.

The save DC of all your class abilities and
spells increases by +1 for the rest of the encounter,
whether your doubling down succeeded or failed.

Reroll (d20): This is a reroll of an attack roll,
ability or skill check, or saving throw made by
the character doubling down. You must make the
decision to reroll immediately after the result and
consequences of the d20 check are revealed. The
new roll has all the modifiers of the original roll, but
rather than roll a d20, you roll 1d10+10. You cannot
get a “natural 1” result on this reroll, and your treat
the result of 1d10+10 as if that were the natural
result on a d20. For example, if making an attack
roll with a +8 bonus you would roll 1d10+10, then
add your modifier of +8 as well. If the d10 check
was a ’10,” your die result is treated as a natural 20,
and your total attack roll is a 28.
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If the new attack total is successful, the check is a
success. If it is not, the doubling down fails.

You gain a +1 bonus to checks of the same kind
for the remained of the encounter, whether your
doubling down succeeded or failed.

Reroll (damage): This is a reroll of damage you
do with an attack, spells, trap, or other effect, or
the damage you restore with a magic item, spell, or
other ability. You must make the decision to reroll
after the damage roll is applied to its targets and any
obvious status changed announced (for example,
after you know if a target is knocked out, killed,

brought back to consciousness, and so on). When
you reroll damage, you make exactly the same
damage roll as before, with all the same modifiers,
but roll it twice. Each time you reroll any die that
results in a “1,” rerolling a die multiple times if
necessary for its end result to not be a 1. You then
total the two damage rolls and choose which total
to apply. This replaces your original damage total.
If your final damage total is not greater than the
original damage roll, your doubling down fails.
There is no ongoing benefit for the rest of the encounter
when you choose a damage reroll to double down.



PATHFIBER 2E

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of
the Coast, Inc (“Wizards™). All Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or trademark owners who have

Alexander Riggs, David N. Ross, David Schwartz, Mark Seifter, Linda Zayas-Palmer.
Pathfinder Roleplaying Game Ultimate Magic, © 2011, Paizo Publishing, LLC; Authors: Jason
Bulmahn, Tim Hitchcock, Colin McComb, Rob McCreary, Jason Nelson, Stephen Radney-
MacFarland, Sean K Reynolds Owen K.C. Stephens and Russ Taylor.

contributed Open Game Content; (b)”Derivative Material™ means copyrighted material includi
derivative works and translations (including into other ), potation, 1i ion,
correction, addition, extension, upgrade, improvement, compilation, abridgment or other form in
which an existing work may be recast, transformed or adapted; (c) “Distribute” means to reproduce,
license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)”Open
Game Content” means the game mechanic and includes the methods, procedures, processes and
routines to the extent such content does not embody the Product Identity and is an enhancement
over the prior art and any additional content clearly identified as Open Game Content by the
Contributor, and means any work covered by this License, including translations and derivative
works under copyright law, but specifically excludes Product Identity. (e) “Product Identity” means
product and product line names, logos and identifying marks including trade dress, artifacts;
creatures characters; stories, storylines, plots, thematic el ts, dialogue, incid,

artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic,
photographic and other visual or audio representations; names and descriptions of characters, spells,
enchantments, personalities, teams, personas, likenesses and special abilities; places, locations,
environments, creatures, equipment, magical or supernatural abilities or effects, logos, symbols,
or graphic designs; and any other trademark or registered trademark clearly identified as Product
identity by the owner of the Product Identity, and which specifically excludes the Open Game
Content; (f) “Trademark™ means the logos, names, mark, sign, motto, designs that are used by a
Contributor to identify itself or its products or the associated products contributed to the Open
Game License by the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy,
edit, format, modify, translate and otherwise create Derivative Material of Open Game Content. (h)
“You™ or “Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating
that the Open Game Content may only be Used under and in terms of this License. You must affix
such a notice to any Open Game Content that you Use. No terms may be added to or subtracted
from this License except as described by the License itself. No other terms or conditions may be
applied to any Open Game Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the
terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors
grant You a perpetual, worldwide, royalty-free, non-exclusive license with the exact terms of this
License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original material as Open Game
Content, You represent that Your Contributions are Your original creation and/or You have sufficient rights
to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this
License to include the exact text of the COPYRIGHT NOTICE of any Open Game Content You are
copying, modifying or distributing, and You must add the title, the copyright date, and the copyright
holder’s name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, i ing as an indication as

hfinde leple Game A s Guide © 2017, Paizo Inc.; Authors: Benjamin
Bmck John Compton, Crvstal Frasier, Tim Hthhwck Jenny Jarzabski, Isabelle Lee, Joe Pasini,
Jessica Price, David Schwartz, and Josh Vogt.
Skreyn’s Register: The Bonds of Magic, © 2002, Sean K Reynolds.
The Book of Experimental Might, © 2008, Monte J. Cook; All rights reserved.
The Book of Fiends, © 2003, Green Ronin Publishing; Authors: Aaron Loeb, Erik Mona, Chris
Pramas, and Robert J. Schwalb.
The Book of Hallowed Might, © 2002, Monte J. Cook.
Tome of Horrors, © 2002, Necromancer Games, Inc.; Authors: Scott Greene, with Clark
Peterson, Erica Balsley, Kevin Baase, Casey Christofferson, Lance Hawvermale, Travis
Hawvermale, Patrick Lawinger, and Bill Webb; Based on original content from TSR.
Angel, Monadic Deva from the Tome of Horrors Complete, © 2011, Necromancer Games,
Inc., published and distributed by Frog God Games; Author: Scott Greene, based on original
material by Gary Gygax.
Brownie from the Tome of Horrors Complete, © 2011, Ni Games, Inc., p
and distributed by Frog God Games; Author: Scott Greene, based on original material by Gary
Gygax.
Daemon, Derghodaemon from the Tome of Horrors Complete, © 2011, Necromancer Games,
Inc., published and distributed by Frog God Games; Author: Scott Greene, based on original
material by Gary Gygax.
Daemon, Guardian from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc.,
published and distributed by Frog God Games; Author: Scott Greene, based on original material
by Ian McDowall.

Daemon, Piscodaemon from the Tome of Horrors Complete, © 2011, Necromancer Games,
Inc., published and distributed by Frog God Games; Author: Scott Greene, based on original
material by Gary Gygax.

Demon, Shadow from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc.,
published and distributed by Frog God Games; Author: Scott Greene, based on original material
by Neville White.

Dragon Horse from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc.,
published and distributed by Frog God Games; Author: Scott Greene, based on original material
by Gary Gygax.

Flumph from the Tome of Horrors Complete, © 2011, Games, Inc., p
and distributed by Frog God Games; Author: Scott Greene, based on original material by lan
McDowell and Douglas Naismith.

Froghemoth from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Author: Scott
Greene, based on original material by E. Gary Gygax.
Giant, Wood from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc.,

to compatibility, except as expressly licensed in another, independent Agreement with the owner of
each element of that Product Identity. You agree not to indicate compatibility or co-adaptability with
any Trademark or Registered Trademark in conjunction with a work containing Open Game Content
except as expressly licensed in another, independent Agreement with the owner of such Trademark or
Registered Trademark. The use of any Product Identity in Open Game Content does not constitute a
challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open
Game Content shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions
of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this
License. You may use any authorized version of this License to copy, modify and distribute any
Open Game Content originally distributed under any version of this License.

10 Copy of this License: You MUST include a copy of this License with every copy of the Open Game
Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using
the name of any Contributor unless You have written permission from the Contributor to do so.
12 Inability to Comply: If it is impossible for You to comply with any of the terms of this
License with respect to some or all of the Open Game Content due to statute, judicial order, or
governmental regulation then You may not Use any Open Game Material so affected.

13 Termination: This License will terminate automatically if You fail to comply with all
terms herein and fail to cure such breach within 30 days of becoming aware of the breach. All
sublicenses shall survive the termination of this License.

14 Reformation: If any provision of this License is held to be unenforceable, such provision shall
be reformed only to the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a, © 2000, Wizards of the Coast, Inc.

System Reference Document, © 2000, Wizards of the Coast, Inc.; Authors: Jonathan Tweet,
Monte Cook, Skip Williams, based on material by E. Gary Gygax and Dave Arneson.

Advanced Player’s Guide, © 2010, Paizo Publishing, LLC; Author: Jason Bulmahn.

Anger of Angels, © 2003, Sean K Reynolds.

Book of Fiends, © 2003, Green Ronin Publishing; Authors: Aaron Loeb, Erik Mona, Chris
Pramas, Robert J. Schwalb.

Monte Cook’s Arcana Unearthed, © 2003, Monte J. Cook.

Path of the Magi, © 2002, Citizen Games/Troll Lord Games; Authors: Mike McArtor, W. Jason
Peck, Jeff Quick, and Sean K Reynolds.

Pathfinder RPG Core Rulebook, © 2009, Paizo Publishing, LLC; Author: Jason Bulmahn, based
on material by Jonathan Tweet, Monte Cook, and Skip Williams.

Pathfinder R Game Ad d Class Guide, © 2014, Paizo Inc.; Authors: Dennis
Baker, Ross Byers, Jesse Benner, Savannah Broadway, Jason Bulmahn, Jim Groves, Tim
Hitchcock, Tracy Hurley, Jonathan H. Keith, Will McCardell, Dale C. McCoy, Jr., Tom Phillips,
Stephen Radney-MacFarland, Thomas M. Reid, Sean K Reynolds, Tork Shaw, Owen K.C.
Stephens, and Russ Taylor.

Pathfinder Roleplaying Game Core Rulebook, © 2009, Paizo Inc.; Author: Jason Bulmahn,
based on material by Jonathan Tweet, Monte Cook, and Skip Williams.

Pathfinder Roleplaying Game Ultimate Combat, © 2011, Paizo Publishing, LLC; Authors:
Jason Bulmahn, Tim Hitchcock, Colin McComb, Rob McCreary, Jason Nelson, Stephen Radney-
MacFarland, Sean K Reynolds, Owen K.C. Stephens, and Russ Taylor.

Pathfinder Roleplaying Game Ultimate Intrigue, © 2016, Paizo Inc.; Authors: Jesse Benner,
John Bennett, Logan Bonner, Robert Brookes, Jason Bulmahn, Ross Byers, Robert N. Emerson,
Amanda Hamon Kunz, Steven Helt, Thurston Hillman, Tim Hitchcock, Mikko Kallio, Rob
McCreary, Jason Nelson, Tom Phillips, Stephen Radney-MacFarland, Thomas M. Reid,

published and distributed by Frog God Games; Authors: Scott Greene, based on original material
by Wizards of the Coast.

Hippocampus from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc.,
published and distributed by Frog God Games; Authors: Scott Greene and Erica Balsley, based
on original material by Gary Gygax.

Huecuva from the Tome of Horrors Complete, © 2011, N Games, Inc., p
and distributed by Frog God Games; Author: Scott Greene, based on original material by
Underworld Oracle.

Ice Golem from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Author: Scott Greene.
Iron Cobra from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Author: Scott
Greene, based on original material by Philip Masters.

Kech from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc., published and
distributed by Frog God Games; Author: Scott Greene, based on original material by Gary Gygax.
Marid from the Tome of Horrors III, © 2005, Necromancer Games, Inc.; Author: Scott Greene.
Mihstu from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author: Scott
Greene, based on original material by E. Gary Gygax.

Muckdweller from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc.,
published and distributed by Frog God Games; Author: Scott Greene, based on original material
by Gary Gygax.

Nabasu Demon from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Author: Scott
Greene, based on original material by E. Gary Gygax.

Necrophidius from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author:
Scott Greene, based on original material by Simon Tillbrook.

Quickling from the Tome of Horrors Complete, © 2011, ) Games, Inc., p
and distributed by Frog God Games; Author: Scott Greene, based on original material by Gary
Gygax.

Sandman from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author: Scott
Greene, based on original material by Roger Musson.

Scarecrow from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author:
Scott Greene, based on original material by Roger Musson.

Skulk from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc., published and
distributed by Frog God Games; Author: Scott Greene, based on original material by Simon
Muth.

Spriggan from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc., published
and distributed by Frog God Games; Authors: Scott Greene and Erica Balsley, based on original
material by Roger Moore and Gary Gygax.

Wood Golem from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Authors: Scott
Greene and Patrick Lawinger.

Age of Ashes Player’s Guide © 2019, Paizo Inc.; Authors: James Jacobs, with Amanda Hamon.
Pathfinder Core Rulebook (Second Edition) © 2019, Paizo Inc.; Designers: Logan Bonner,
Jason Bulmahn, Stephen Radney-MacFarland, and Mark Seifter.

Pathfinder Lost Omens Character Guide (Second Edition) © 2019, Paizo Inc.; Authors:
John Compton, Sasha Lindley Hall, Amanda Hamon, Mike Kimmel, Luis Loza, Ron Lundeen,
Matt Morris, Patchen Mortimer, Andrew Mullen, Mikhail Rekun, Micheal Sayre, Owen K.C.
Stephens, Isabelle Thorne, and Linda Zayas-Palmer.

Double Down, PF2 © 2020, Owen K.C. Stephens; Author: Owen K.C. Stephens. Project
manager and Planning: Lj Stephens. Bon Vivant: Stan!



	Credits
	Double Down: It Could be Worse
	Failure and Fun 
	When Can You Double Down?
	Only If Conditions Are Met 
	Only When Pre-Authorized 
	Anytime but Villains can Double Down Too

	Paying the Cost to Double Down 
	Recovering Stress Costs 
	Doubling Down While Stressed

	When Doubling Down Fails
	The Bonus from Doubling Down
	OPEN GAME LICENSE Version 1.0a

