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Choose either Rush Attack, or *;1 Sneak Attack. VS
The talent Both Styles Now lets you have both, using one per attack. WEAPON WEAPON 8C
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Once per turn, your rogue melee attack deals extra
damage on hit to enemy you didn't start € BRAVADO 3
the turn engaged with. Declare before rolling attack. Gain a point of Brovado when
‘ ‘ ‘ ‘ your natural initiative roll
0 Sneak Attack HH152 is an even number, and the
BRAVADO BRAVADO BRAVADO BRAVADO > firsttimeyouhit witha rogue
Once per turn, your rogue melee attack does an attack on each of your turns.
additional damage on hit to an enemy ‘/ ‘/ ‘/ ‘/ Reset to 0 when you take
engaged with an ally. Declare before rolling attack. TOKEN TOKEN TOKEN TOKEN aquickrest or fullheal-up.
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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.

changes/refresh at new level changes at new level or with incremental advance refresh at new arc refresh at end of battle
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ACTIOMN MAME TRIGGER/TARGET/EFFECT PAGE # ?Eéﬂgé(ﬁ: PER BATTLE PER ARC
Std  Assist Give a nearby ally a +2 on an upcoming attack, save, or check during combat.  HH298 Assist Rally E Skulduggery
Move Disengage Roll disengage check (11+, +1 per each engaged foe beyond first). On success,  HH294 Disengage | |
move without drawing opportunity attacks. On fail, stay engaged: U U
) , ) O O
AT%‘HL?I%(ED Int Intercept While unengaged, move to engage enemy that is moving past you. HH296 Intercept 0 0O
Std Rally Spend a recovery to heal. If used, quick action normal save (11+] to use again.  HH298 S E
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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.
bOTIONS & RUTES & MISCELLATTEOUS FEATURES & POWERS 3 £ FEATS _ 3
I E .
Skulduggery: Use to reroll a failed FEATURE TIER FEATURE TIER
traps, thievery, or crime-related
skill check. An additional use gives
+3if you can describe something
you knew or set upbeforehand.
$+———— POWERS LIST 3 € GEAR & HNOTES 3
GOLD
ARIMOR ARIMOR AC +SHIELD =BASE AC
MELEE WEAPOIT RATIGED WEAPOIT
# OF POWERS A= adventurer tier (Ivl 1-4); C = champion tier (Iv 5-7); E = epic tier (IvI 8-10)
+—— INCREMENTAL ADVATICES —3
+1 TO 3/4/5 GAIIl 2x/4X ABILITY
ABILITY SCORES MULTIPLIERS
ROGUE BASE ARIMOR ROGUE WEAPON DAMAGE/ATTACK PENALTY AT LEVEL 3/6/9 AT LEVEL 4/7
ARIIOR BASE AC ATK. WEAPOTI 1HAIID 2 HAIDS THROWIT BOW CROSSBOW INCREASE MAX HP A GAIN MEXT
MOIE 11 +0 SWMALL ds/+0 d6/+0 d6/+0 - d6/+0 TO MEXT LEVEL LEVEL FEAT
(DAGGERS, CLUBS, HAIMD CROSSBOWS)
LIGHT 12 +0 +1 MAGICAL ITEI GAIIT MEXT LEVEL
LIGHT/SIMPLE d8/+0 d8/+0 d6/+0 d6/+0 d6/+0 ATTUNEMENT RUSH OR SHEAK
HEAVY 13 -2 (RAPIERS, SHORTSWORDS, SPEARS, [AVELIIS, SHORTBOWS, LIGHT CROSSBOWS)
SHIELD +1 2 HEAVY/IMARTIAL d8/-2 d10/-2 - ds/-2 ds/-1 GAII MEXT /\ TLTO SKILL &

(LOMNGSWORDS, SCIMITARS, GREATSWORDS, LONGBOWS, HEAVY CROSSBOWS)

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