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During your turn: one each of standard > move > quick, and any number of free actions. Between your turns: one interrupt action.
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Gain a point of Bravado when your 
natural initiative roll is an even 
number, and the first time you 
hit with a rogue attack on each of 
your turns. There is no maximum. 

Reset to 0 when you take a 
quick rest or full heal-up.
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Throwing Dagger
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Shortsword
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Move Highborn Teleport  Place yourself in a nearby location you can see. HH32

Highborn
Teleport

- Murderous Your crit range expands by 2 against staggered enemies. HH152

- Both Styles Now You can use either Sneak Attack or Rush Attack on your attacks. HH152

Quick Shadow Walk CQ Attack, must be used before you use a standard action. At-will if used 
when not engaged, per battle if you are. Target: Nearby enemy with the 
highest MD.  ____   vs MD, or spend a point of Bravado to hit automatically. 
Hit: Don’t gain Bravado, remove yourself from play and take no actions this turn. 
On your next turn return anywhere you could have moved to during your turn, 
and deal double damage with your first attack roll that turn.

HH153

Std Flying Blade As basic ranged attack and if you spend a point of Bravado you can deal 
Sneak Attack or Rush Attack damage even if the enemy doesn’t qualify.

HH155
Shadow

Walk (engaged)Tumble

Flying Blade
Std Slick Feint Melee attack. Costs 1 Bravado.Target: 1 engaged enemy.  ____   vs MD. Hit:   

No Bravado, ____   psychic damage and make a follow up. Even: The target is 
dazed until the end of your next turn. Follow up: 1 engaged enemy.  ____   vs AC. 
Hit:   ____ damage. Miss:  ____ damage. 

HH156

+4

Slick Feint

Sure Cut

rush or sneak

Once per turn, your rogue melee attack deals extra 
________        damage on hit to enemy you didn’t start 
the turn engaged with. Declare before rolling attack. 

HH151Rush Attack

Once per turn, your rogue melee attack does an 
additional ________        damage on hit to an enemy 
engaged with an ally.  Declare before rolling attack.

HH152Sneak Attack

 
The talent Both Styles Now lets you have both Rush Attack           

and Sneak Attack          , using one per attack.

Std Sure Cut Melee attack. Costs 1 Bravado. Target: 1 engaged enemy you can deal Rush
or Sneak Attack damage to.  ____   vs AC. Hit:   ____   damage. Miss: Rush or
Sneak Attack  ____   damage. 
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Int Roll With It When a melee attack targetting AC hits you, reduce the damage by ____   
or take half damage if you spend a point of Bravado. 

HH1554

Roll With It
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A = adventurer tier (lvl 1-4); C = champion tier (lvl 5-7); E = epic tier (lvl 8-10)
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a a

a a

usageat-will &recharge per battle per arc

Rally SkulduggeryAssist

Disengage

Intercept

changes/refresh at new level changes at new level or with incremental advance refresh at new arc refresh at end of battle

rogue weapon damage/attack penalty
weapon 2 hands1 hand thrown bow crossbow
small
(daggers, clubs, hand crossbows)
light/simple
(rapiers, shortswords, spears, javelins, shortbows, light crossbows)
heavy/martial
(longswords, scimitars, greatswords, longbows, heavy crossbows)
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gear & notes

During your turn: one each of standard > move > quick, and any number of free actions. Between your turns: one interrupt action.
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miscellaneous features & powers

Std Rally Spend a recovery to heal. If used, quick action normal save (11+) to use again. HH298

Int Intercept While unengaged, move to engage enemy that is moving past you. HH296

Move Disengage Roll disengage check (11+, +1 per each engaged foe beyond first). On success, 
move without drawing opportunity attacks. On fail, stay engaged. 

HH294

Std Assist Give a nearby ally a +2 on an upcoming attack, save, or check during combat. HH298

Two-Weapon Fighting: With a one-handed weapon in each hand, a natural 2 on an attack roll hits.

Skulduggery: Use to reroll a failed traps, thievery, or crime-related skill check. An additional use gives +3 if you 
can describe something you knew or set up beforehand.

2

Light Armour

Shortsword Throwing Dagger

12 0 12

4

• Evasive Strike
• Roll With It
• Tumbling Strike
• Roll With It

 

Heritage of the Sword Rogue of Two Weapons


