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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. 

Reset to 0 when you take 
a quick rest or full heal-up.

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

Choose either           Rush Attack, or          Sneak Attack. 
The talent Both Styles Now lets you have both, using one per attack.
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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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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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rogue base armor
armor base ac atk
none +011

light +012

heavy -213

shield -2+1

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

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
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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.


