class

level
20

Rogue
speed

name Perrin
background

defense

armor

14

social class Halfling - Outsider
accuracy

✔

Bows+3, Light Blades+3, Grenades

communication

✔

Investigation, Deception
constitution

6
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1
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1

Rating

Swimming, Drinking
dexterity

✔

Stealth, Lockpicking +3, Traps, Initiative, Legerdemain

fighting

6

Rating

0

Rating

penalty

health

16

ar
4

0

Heavy Leather
Armortype
armor

88

powers, talents, and specializations
Racial Features
Languages - Speak and Read Halfling & Common
Rogue Features
Pinpoint Attack - Once per turn, as long as your Dex is higher than your targets Dex you can add an additional 1d6 to your damage on a successful attack.
Rogues Armor - As long as I wear leather armor I ignore all leather armor penalties for Speed and Armor.
Take Aim - When you take the Aim action, you gain +2 on the attack roll instead of the normal +1.
Stunning Attack - To make a stunning attack, you must use the Aim action and then hit with a Melee or a Ranged Attack. If successful, you inflict no damage but your opponent
must make a successful TN 15 Constitution (Stamina) test or become stunned. Stunned opponents can attempt the test again at the start of their turn, and if successful can act
normally. Otherwise, stunned characters can only take a single Move action on their turn. While your opponent is stunned, you can use Pinpoint Attacks against them with no
regard for Dexterity. Stunts are possible on your initial attack roll, so you could stun your opponent and then use lightning attack for an immediate pinpoint attack, for example.
Lethality: You use your wits to hit enemies where it hurts. You can add your Intelligence to your damage when making attacks.
Slippery - Opponents do not gain an attack bonus for outnumbering you in melee combat. Normally, attackers can gain up to a +2 bonus in such circumstances. If you also have
the Master degree in the Single Weapon Style, your Defense bonus increases to +3 when fighting in that style.
Perforate - You know how to take advantage of an enemy whose guard is down. Perforate is a special stunt that you can perform for 2 SP if youve just hit an opponent with a
pinpoint attack. You can make a second pinpoint attack against the same opponent; this second attack does not generate stunt points.
Quick Shot - You can make a Ranged Attack vs. a visible opponent within range as a minor action. The attack roll and damage of the Quick Shot suffer a 2 penalty. You cannot
combine Quick Shot with other powers such as Pinpoint Attack or Stunning Attack.
Epic Rogue: Pick one type of stunt (combat). You gain a +1 bonus when generating stunt points of that type.
Stunt Bonuses
You can buy Pierce Armor for 1SP instead of 2
You can perform the That Makes Me Wonder exploration stunt for 2 stunt points instead of the usual 3.
You can perform the With a Flourish exploration stunt for 3 SP instead of the usual 4.
Talents
Thievery
Novice - If you fail a Dexterity (Lock Picking) test, you can re-roll it, but you must keep the results of the second roll.
Journeyman - If you fail a Dexterity (Traps) test, you can re-roll it, but you must keep the results of the second roll.
Master - You know how to find whats hidden. If you fail a Perception (Searching) test, you can re-roll it, but you must keep the results of the second roll.
Archery Style
Novice - (+1 damage to any target within 6 yards)
Journeyman - You can Reload a bow as a free action and a crossbow as a minor action.
Master - You can perform the Lightning Attack stunt for 2 stunt points instead of the usual 3. (If you are using a crossbow youll also need to perform a Rapid Reload stunt to take
advantage of this benefit, since you must have a loaded weapon to use Lightning Attack.)
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Dual Weapon Style, Fight with weapon in each hand. Treat the off hand as needing a minimum of +2 more to Str for that weapon no matter what the min Str is on that weapon.
Unless otherwise stated, your attacks come from the primary weapon.
Novice - If you take the Activate action, you can gain either a +1 bonus on your melee attack rolls or a +1 Defense bonus vs. melee attacks until the end of the encounter. You
can switch the bonus you are taking with another Activate action.
Journeyman - You can perform the Lightning Attack stunt for 2 SP instead of the usual 3 but the extra attack must come from your secondary weapon.
Master - You can overwhelm opponents with blows from both weapons. If you make a Melee Attack with your primary weapon and you are not charging, you can make another
attack with your secondary weapon as a minor action. The second attack cannot generate stunt points, and you only add half of your Strength (rounded down) to damage.

melee weapon

Quick Reflexes
Novice - You can prepare yourself for action in an instant. Once per round you can use Ready as a free action on your turn.

Short Sword

3d6+6+3

1d6+2+5+5

Short Sword (Offhand, Lightning Attack)

3d6+6+3

1d6+2+5+5

Short Sword (Offhand, Minor Action Attack)

3d6+6+3

1d6+2+5

Specializations
Sharpshooter
Novice - (Preform the Knock Down Stunt for 1 SP and I can move any hit target 2 yards away from me.
Journeyman - You can perform the Volley stunt for 5 SP. This allows you to make two more ranged attacks, at the same target or at others in sight and within 10 yards. You must
have a loaded missile weapon to make a Ranged Attack, so use of up to two Rapid Reload stunts may be required to use Volley. If you roll doubles on either of these attack
rolls, you do not generate any additional stunt points.
Master - When you perform the Pierce Armor stunt with a Ranged Attack, your damage is penetrating. (That stunt normally halves your opponents Armor Rating, but penetrating
damage allows you to ignore it altogether.)
Assassin
Novice - With an Activate action you can Mark for Death a visible target within 10 yards of you. All ranged and melee attacks against a target marked for death receive a +1
damage bonus. The Mark lasts until the end of the encounter, the target is slain, or you pick a new target with another Activate action. You cant maintain active Marks on
multiple targets at the same time. A single character cannot be Marked for Death more than once in the same encounter.
Journeyman - You know how to exploit your targets weaknesses. When you make a Pinpoint Attack against an opponent you have marked for death, you inflict an extra 1d6
damage.
Master - Even the quickest of targets cannot escape you. You can make Pinpoint Attacks against all opponents, no matter what their Dexterity is.

weapon groups & notes

Brawling, Light Blades, Staves, Bows
damage

short range

1d6+3+5+5 26 yards

mp

spellpower

long range

52 yards

reload time

Minor Action

equipment and money
Copper Silver - 12
Gold Backpack
Travelers Garbs
Waterskin
Quiver
Lockpicks
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Long Bow (20 Arrows)
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Criminal

ranged weapon
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