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SMALL

Racial Power

Halflings have a +2 AC bonus against opportunity attacks.

EVASIVE

Racial Power

Once per battle, force an enemy that hits you with an
attack to reroll the attack with a –2 penalty.

MOMENTUM

Class Feature

Many of the rogue’s powers function only when the rogue
has momentum.
You gain momentum by hitting an enemy with an attack.

You lose momentum when you are hit by an attack.
The default is that you can use momentum powers without
losing momentum, but a few powers specify that you must
spend your momentum to use them.
You don’t have to use attacks that require momentum
against the foe you hit to gain that momentum.

Momentum powers that do not require you to spend your
momentum are generally classified as interrupt actions.
You can only use one interrupt action a round, which keeps
your momentum powers from dominating the battle.

SNEAK ATTACK

Class Feature

Once per round when you make a rogue melee weapon
attack against an enemy engaged with one or more of
your allies, you can deal +1d4 damage if your attack hits.



TRAP SENSE

Class Feature

Even rogues whose backgrounds don’t have anything to
do with noticing, avoiding, or disarming traps have a
unique knack for dealing with traps.
If a rogue’s skill check involving a trap is a natural even
failure, the rogue can reroll the skill check once. If a trap’s
attack roll against a rogue is a natural odd roll, the rogue
can force the trap to reroll the attack once.

SHADOW WALK

Class Talent

You gain the shadow walk at-will power: As a move action
before you have used your standard action this turn, if you
are not engaged, you can make the following “attack”
against all nearby enemies, targeting the enemy among
them with the highest Mental Defense.

Attack: Charisma + Level vs. MD
Hit: Remove yourself from play. At the start of your next

turn, return anywhere nearby that you could have
moved to normally during your turn, and deal double
damage with your first rogue attack that turn. (No
monkeying around with delaying and such here: return
on your initiative and take your turn.)

Miss: No effect. You can’t attempt to shadow walk again
until your next turn, but you still have your standard
action this turn.

Adventurer Feat: On a miss, you can still use your move
action normally (but still can’t shadow walk this turn).

TUMBLE

Class Talent

You gain a +5 bonus to disengage checks. In addition,
while you are moving, if an enemy moves to intercept you,
you can make one disengage check per intercepting
enemy as a free action to avoid that enemy, but you must
stop the first time you fail any of those disengage checks.

SWASHBUCKLE / BATTLE

Class Talent

Once per battle as a quick action, you can spend your
momentum to pull off a daring stunt the likes of which
others could scarcely conceive. Yes, it’s improv night at the
rogue show, and you’re the star baby, the star. You’ll
probably want to make an attack as part of the stunt, and
that’s alright, but you’ll need to roll normally for the
attack. The fun is doing something outrageous like
dodging between the legs of giants, vaulting on a 12-foot
pole over the heads of onrushing orcs, or cutting open
bags of flour just in time to make them go poof and daze
several foes for a round. Of course, 13th Age is a game
where everyone might attempt stunts like this at some
point. But you’re the swashbuckler who is prone to
automatically succeeding, often, instead of needing a
difficult skill check to pull the stunt off.



EVASIVE STRIKE

Power - 1st Level

Melee attack
At-Will

Target: One enemy
Attack: Dexterity + Level vs. AC
Hit: WEAPON + Dexterity damage, and you can pop free

from the target.
Miss: Damage equal to your level.

DEADLY THRUST

Power - 1st Level

Melee attack
At-Will

Target: One staggered non-mook enemy
Attack: Dexterity + Strength + Level vs. AC
Hit: WEAPON + Dexterity damage.
Miss: Damage equal to your level.

ROLL WITH IT

Power - 1st Level

Momentum power
At-Will (once per round)
Interrupt action; requires momentum

Trigger: A melee attack that targets AC hits you.
Effect: You take half damage from that attack.
Adventurer Feat: The power also triggers on an attack

against PD.

SURE CUT

Power - 1st Level

Melee attack
At-Will

Special: You must have momentum and be able to deal
your Sneak Attack damage to the target if you hit.

Target: One enemy Attack: Dexterity + Level vs. AC
Hit: WEAPON + Dexterity damage.
Miss: Deal your Sneak Attack damage + damage equal to

your level.



TUMBLING STRIKE

Power - 1st Level

Melee attack
At-Will

Always: You gain a +5 bonus to all disengage checks you
attempt this turn. You can also move to engage an
enemy, make this attack against it, and then use a quick
action to attempt to disengage from it (the quick action
disengage lets you move again if you succeed).

Attack: Dexterity + Level vs. AC
Hit: WEAPON + Dexterity damage.
Miss: Damage equal to your level.


