
GUIDE CIVILIANS (Carts)
Concentrate Exploration Move
The wagons speed the group’s travel. PCs guiding this group gain a +2 circumstance bonus to initiative.
You carefully direct a group of civilians, ensuring no one is left behind. If you’re Guiding Civilians at the start of an encounter, you can roll Diplomacy, Intimidation, or Performance to determine initiative.
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GUIDE CIVILIANS (Books)
Concentrate Exploration Move
A PC guiding them can focus more on other tasks, reducing that PC’s DCs during an Infiltration by 1
You carefully direct a group of civilians, ensuring no one is left behind. If you’re Guiding Civilians at the start of an encounter, you can roll Diplomacy, Intimidation, or Performance to determine initiative.
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GUIDE CIVILIANS (Dreamers)
Concentrate Exploration Move
A PC guiding this group can use 1 action to have a Desnan cleric cast a 2-action, 1st-rank heal (2nd-rank heal for levels 3–4) once per group.
You carefully direct a group of civilians, ensuring no one is left behind. If you’re Guiding Civilians at the start of an encounter, you can roll Diplomacy, Intimidation, or Performance to determine initiative.
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GUIDE CIVILIANS (Drinkers)
Concentrate Exploration Move
The eager crowd cheers the Pathfinders on, granting PCs guiding them a +1 status bonus to attacks and damage in combat. 
You carefully direct a group of civilians, ensuring no one is left behind. If you’re Guiding Civilians at the start of an encounter, you can roll Diplomacy, Intimidation, or Performance to determine initiative.
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GUIDE CIVILIANS (Halflings)
Concentrate Exploration Move
The patrons are good at avoiding trouble and notice. Once per group, a PC guiding them can turn a critical failure into a failure during an Infiltration challenge.
 You carefully direct a group of civilians, ensuring no one is left behind. If you’re Guiding Civilians at the start of an encounter, you can roll Diplomacy, Intimidation, or Performance to determine initiative.
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GUIDE CIVILIANS (None Left Behind)
Concentrate Exploration Move
You carefully direct a group of civilians, ensuring no one is left behind. If you’re Guiding Civilians at the start of an encounter, you can roll Diplomacy, Intimidation, or Performance to determine initiative.
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