
Alignment: Any

Hit Die: d8

Starting Wealth: 4d6 × 10 gp (average 140 gp.) In addition, each character begins play with an outfit 

worth 10 gp or less.

⦁ Class Skills

The rogue's class skills are Acrobatics (Dex), Appraise (Int), Bluff (Cha), Climb (Str), Craft (Int), 
Diplomacy (Cha), Disable Device (Dex), Disguise (Cha), Escape Artist (Dex), Intimidate (Cha), 

Knowledge (dungeoneering) (Int), Knowledge (local) (Int), Linguistics (Int), Perception (Wis), Perform
(Cha), Profession (Wis), Sense Motive (Wis), Sleight of Hand (Dex), Stealth (Dex), Swim (Str), and Use 

Magic Device (Cha).

Skill Ranks per Level: 8 + Int modifier.

Level Base Attack Bonus Fort Save Ref Save Will Save Special

1st +0 +0 +2 +0
Finesse training, sneak attack +1d8*rapfinding, 
Hidden Weapons, Gambit, Hidden Blade

2nd +1 +0 +3 +0 Evasion, rogue talent

3rd +2 +1 +3 +1
Danger sense Blade Sense +1, finesse training, sneak 
attack +2d8*, Penetrating Strike

4th +3 +1 +4 +1
Debilitating injury, rogue talent, uncanny dodge, 
Gambit, Scout’s Charge

5th +3 +1 +4 +1 Rogue's edge, sneak attack +3d8*

6th +4 +2 +5 +2 Danger sense Blade Sense +2, rogue talent

7th +5 +2 +5 +2 Sneak attack +4d8*

8th +6/+1 +2 +6 +2
Improved uncanny dodge, rogue talent, Gambit, 
Skirmisher

9th +6/+1 +3 +6 +3 Danger sense Blade Sense +3, sneak attack +5d8*

10th +7/+2 +3 +7 +3 Advanced talents, rogue talent, rogue's edge

11th +8/+3 +3 +7 +3 Finesse training, sneak attack +6d8*

12th +9/+4 +4 +8 +4 Danger sense Blade Sense +4, rogue talent,, Gambit

13th +9/+4 +4 +8 +4 Sneak attack +7d8*

14th +10/+5 +4 +9 +4 Rogue talent

15th +11/+6/+1 +5 +9 +5
Danger sense Blade Sense +5, rogue's edge, sneak 
attack +8d8*

16th +12/+7/+2 +5 +10 +5 Rogue talent, Gambit

17th +12/+7/+2 +5 +10 +5 Sneak attack +9d8*

18th +13/+8/+3 +6 +11 +6 Danger sense Blade Sense +6, rogue talent

19th +14/+9/+4 +6 +11 +6 Finesse training, sneak attack +10d8*

20th +15/+10/+5 +6 +12 +6 Master strike, rogue talent, rogue's edge , Gambit

Level Known Readied Stances Max Level

1 3 3 1 1

2 4 3 1 1

3 5 3 1 1

4 5 4 2 2

5 6 4 2 2

6 6 4 2 2

7 7 4 2 3
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8 7 4 2 3

9 8 4 2 4

10 8 5 3 4

11 9 5 3 5

12 9 5 3 5

13 10 5 3 6

14 10 5 3 6

15 11 6 4 6

16 11 6 4 6

17 12 6 4 6

18 12 6 4 6

19 13 6 4 6

20 13 7 4 6

Weapon and Armor Proficiency
Rogues are proficient with all simple weapons, plus the hand crossbow, rapier, sap, short sword, and 
shortbow. They are proficient with light armor, but not with shields.

Sneak Attack
If a rogue can catch an opponent when he is unable to defend himself effectively from her attack, she can 
strike a vital spot for extra damage.

The rogue's attack deals extra damage anytime her target would be denied a Dexterity bonus to AC (whether 
the target actually has a Dexterity bonus or not), or when the rogue flanks her target. This extra damage is 
1d6 at 1st level, and increases by 1d6 every 2 rogue levels thereafter. Ranged attacks can count as sneak 
attacks only if the target is within 30 feet. This additional damage is precision damage and is not multiplied 
on a critical hit.

With a weapon that deals nonlethal damage (such as a sap, unarmed strike, or whip), a rogue can make a 
sneak attack that deals nonlethal damage instead of lethal damage. She cannot use a weapon that deals lethal 
damage to deal nonlethal damage in a sneak attack—not even with the usual –4 penalty.

The rogue must be able to see the target well enough to pick out a vital spot and must be able to reach such 
a spot. A rogue cannot sneak attack while striking a creature with total concealment.

Trapfinding
A rogue adds 1/2 her level on Perception checks to locate traps and on Disable Device checks (minimum +
1). A rogue can use Disable Device to disarm magic traps.

Finesse Training (Ex)
At 1st level, a rogue gains Weapon Finesse as a bonus feat. In addition, starting at 3rd level, she can select 
any one type of weapon that can be used with Weapon Finesse (such as rapiers or daggers). Once this 

choice is made, it cannot be changed. Whenever she makes a successful melee attack with the selected 
weapon, she adds her Dexterity modifier instead of her Strength modifier to the damage roll. If any effect 
would prevent the rogue from adding her Strength modifier to the damage roll, she does not add her 

Dexterity modifier. The rogue can select a second weapon at 11th level and a third at 19th level.

Evasion (Ex)
At 2nd level, a rogue can avoid even magical and unusual attacks with great agility. If she succeeds at a 

Reflex saving throw against an attack that normally deals half damage on a successful save, she instead 
takes no damage. Evasion can be used only if the rogue is wearing light armor or no armor. A helpless 
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rogue does not gain the benefit of evasion.

Rogue Talents
As a rogue gains experience, she learns a number of talents that aid her and confound her foes. Starting at 

2nd level, a rogue gains one rogue talent. She gains an additional rogue talent for every 2 levels of rogue 
attained after 2nd level. A rogue cannot select an individual talent more than once.

Talents marked with an asterisk add effects to a rogue's sneak attack. Only one of these talents can be 

applied to an individual attack, and the decision must be made before the attack roll is made.

(See Pathfinder SRD)

Danger Sense (Ex)
At 3rd level, a rogue gains a +1 bonus on Reflex saves to avoid traps and a +1 dodge bonus to AC against 

attacks made by traps. In addition, she gains a +1 bonus on Perception checks to avoid being surprised by a 

foe. These bonuses increase by 1 every 3 rogue levels thereafter (to a maximum of +6 at 18th level). This 

ability counts as trap sense for the purpose of any feat or class prerequisite, and can be replaced by any 

archetype class feature that replaces trap sense. The bonuses gained from this ability stack with those gained 

from trap sense (from another class).

Debilitating Injury (Ex)
At 4th level, whenever a rogue deals sneak attack damage to a foe, she can also debilitate the target of her 
attack, causing it to take a penalty for 1 round (this is in addition to any penalty caused by a rogue talent or 
other special ability). The rogue can choose to apply any one of the following penalties when the damage is 
dealt.

Bewildered: The target becomes bewildered, taking a –2 penalty to AC. The target takes an additional –2 
penalty to AC against all attacks made by the rogue. At 10th level and 16th level, the penalty to AC against 
attacks made by the rogue increases by –2 (to a total maximum of –8).

Disoriented: The target takes a –2 penalty on attack rolls. In addition, the target takes an additional –2 
penalty on all attack rolls it makes against the rogue. At 10th level and 16th level, the penalty on attack rolls 
made against the rogue increases by –2 (to a total maximum of –8).

Hampered: All of the target's speeds are reduced by half (to a minimum of 5 feet). In addition, the target 
cannot take a 5-foot step.

These penalties do not stack with themselves, but additional attacks that deal sneak attack damage extend 
the duration by 1 round. A creature cannot suffer from more than one penalty from this ability at a time. If a 
new penalty is applied, the old penalty immediately ends. Any form of healing applied to a target suffering 
from one of these penalties also removes the penalty.

Uncanny Dodge (Ex)
At 4th level, a rogue can react to danger before her senses would normally allow her to do so. She cannot be 
caught flat-footed, nor does she lose her Dexterity bonus to AC if the attacker is invisible. She still loses her 

Dexterity bonus to AC if immobilized. A rogue with this ability can still lose her Dexterity bonus to AC if 
an opponent successfully uses the feint action against her.

If a rogue already has uncanny dodge from a different class, she automatically gains improved uncanny 
dodge (see below) instead.

Rogue's Edge (Ex)
At 5th level, a rogue has mastered a single skill beyond that skill's normal boundaries, gaining results that 
others can only dream about. She gains the skill unlock powers for that skill as appropriate for her number 

of ranks in that skill. At 10th, 15th, and 20th levels, she chooses an additional skill and gains skill unlock 
powers for that skill as well.
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Improved Uncanny Dodge (Ex)
At 8th level, a rogue can no longer be flanked.

This defense denies another rogue the ability to sneak attack the character by flanking her, unless the 
attacker has at least four more rogue levels than the target does.

If a character already has uncanny dodge from another class, the levels from the classes that grant uncanny 

dodge stack to determine the minimum rogue level required to flank the character.

Advanced Talents
At 10th level and every 2 levels thereafter, a rogue can choose one of the following advanced talents in 

place of a rogue talent.

(See Pathfinder SRD)

Master Strike (Ex)
At 20th level, an rogue becomes incredibly deadly when dealing sneak attack damage. Each time the rogue 

deals sneak attack damage, she can choose one of the following three effects: the target can be put to sleep 
for 1d4 hours, paralyzed for 2d6 rounds, or slain. Regardless of the effect chosen, the target can attempt a 
Fortitude save to negate the additional effect. The DC of this save is equal to 10 + 1/2 the rogue's level + 
the rogue's Dexterity modifier. Once a creature has been the target of a master strike, regardless of whether 
or not the save is successful, that creature is immune to that rogue's master strike for 24 hours. Creatures 
that are immune to sneak attack damage are also immune to this ability.

------

Penetrating Strike
Creatures that have immunity to extra damage from sneak attacks are a bane to rogues everywhere. 
Particularly inancient tombs where undead are common, rogues mustrely on their wits to survive. You have 
spent a significantamount of time studying this problem and have learnedways to harm even such resilient 
opponents.

Level: 3rd.

Replaces: 
If you select this alternative class feature, you do not gain trap sense.

Benefit: 
Whenever you flank a creature that is immune to extra damage from sneak attacks, you still deal extra
damage equal to half your normal sneak attack dice. This benefit does not apply against creatures that 

cannot beflanked, nor against foes that are otherwise denied their Dexterity bonus to AC or fl at-footed but 
not flanked.

Scout-

Scout’s Charge (Ex)

At 4th level, whenever a scout makes a charge, her attack deals sneak attack damage as if the target were 
flat-footed. Foes with uncanny dodge are immune to this ability.

This ability replaces uncanny dodge.

Skirmisher (Ex)
At 8th level, whenever a scout moves more than 10 feet in a round and makes an attack action, the attack 
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deals sneak attack damage as if the target was flat-footed. If the scout makes more than one attack this turn, 

this ability only applies to the first attack. Foes with uncanny dodge are immune to this ability. 

Knife Master -

Hidden Blade (Ex)
A knife master adds 1/2 her level on Sleight of Hand checks made to conceal a light blade.

This ability replaces trapfinding.

Sneak Stab (Ex)
A knife master focuses her ability to deal sneak attack damage with daggers and similar weapons to such a 

degree that she can deal more sneak attack damage with those weapons at the expense of sneak attacks with 

other weapons. When she makes a sneak attack with a dagger, kerambit, kukri, punching daggers, starknife, 

or swordbreaker dagger, she uses d8s to roll sneak attack damage instead of d6s. For sneak attacks with all 

other weapons, she uses d4s instead of d6s.

This ability is identical in all other ways to sneak attack, and supplements that ability.

Blade Sense (Ex)
At 3rd level, a knife master is so skilled in combat involving light blades that she gains a +1 dodge bonus to 
AC against attacks made against her with light blades. This bonus increases by +1 for every three levels, to 
a maximum of +6 at 18th level.

This ability replaces trap sense.

Hidden Blade (PoW Archetype)

Some rogues specialize in wielding weapons that their enemies will never see, striking from behind veils of 
shadow and illusion.

Maneuvers (Ex): 
The Hidden Blade begins play with knowledge of 3 maneuvers from the following disciplines: Mithral 
Current, Thrashing Dragon and Veiled Moon.  The Hidden Blade adds Perform (Dance) to his list of class 
skills.  Once he knows a maneuver, he must ready it before he can use it (see Maneuvers Readied, below). A 
maneuver usable by a Hidden Blade is considered an extraordinary ability unless otherwise noted in its 
description. His maneuvers are not affected by spell resistance, and he does not provoke attacks of 
opportunity when he initiates one. He learns additional maneuvers at higher levels, as shown  in Table 1-1: 
Archetype Maneuver Progression. The Hidden Blade must meet a maneuver's prerequisite to learn it.  

Upon reaching 4th level, and at every even numbered Hidden Blade level after that, he can choose to learn a 
new maneuver in place of one he already knows. In effect, the Hidden Blade loses the old maneuver in 

exchange for the new one. The Hidden Blade need not replace the old maneuver with a maneuver of the 
same level. He can choose a new maneuver of any level he likes, as long as he observes his restriction on 

the highest-level maneuvers he knows. The Hidden Blade can swap only a single maneuver at any given 
level. A Hidden Blade's primary initiator attribute is Intelligence, and each Hidden Blade level is counted as 
a full initiator level.

Maneuvers Readied (Ex): 
A Hidden Blade can ready all three of his three starting maneuvers, but as he advances in level and learns 

more maneuvers, he must choose which maneuvers to ready. He readies his maneuvers by meditating or 
performing martial katas for 10 minutes. The maneuvers he chooses remain readied until he decides to 

repeat this again and change them. Hidden Blades do not need to sleep or be well rested to ready their 
maneuvers; any time he spends 10 minutes in meditation, he can change his readied maneuvers. He begins 

an encounter with all readied maneuvers unexpended, regardless of how many times he may have already 
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used them since he chose them. When the Hidden Blade initiates a maneuver, he expends it for the current 

encounter, so each of his readied maneuvers can be used once per encounter (until they are recovered, see 

below).

The hidden blade may recover maneuvers in one of two ways.  He may perform a gambit action in which he 
gambles on his performance in battle (see Gambits below) or he may spend a standard action to recover a 

single maneuver of his choosing.

Stances Known (Ex): 
Hidden Blades begin play with knowledge of one stance from any of their available disciplines. At the 

indicated levels (see class table), the Hidden Blade selects an additional new stance. Unlike maneuvers, 

stances are not expended and he does not have to ready them. All the stances he knows are available to him 

at all times, and he can change the stance he is currently using as a swift action. A stance is an extraordinary 

ability unless otherwise stated in the stance description. Unlike with maneuvers, the Hidden Blade cannot 

learn a new stance at higher levels in place of one he already knows.

This replaces the Rogue Talents gained at 4th, 8th, 12th, 16th and 20th level.

Hidden Specialization (Ex):  
At 1st level, the hidden blade adds an additional discipline to his list of known disciplines from the 
following list: Broken Blade, Shattered Mirror, or Tempest Gale.  He adds the associated skill of the 
discipline to his list of class skills if it is not already a class skill, and can learn and ready maneuvers from 
the discipline as normal.

Hidden Weapons (Ex): 
The Hidden Blade is adept at storing and retrieving weapons from places that no one would expect to find 
them.  At 1st level, he gains Quick Draw as a bonus feat even if he does not meet the prerequisites and can 
draw hidden weapons as a free action.

Portable Hole Specialist (Ex): 
Hidden Blades are adept at smuggling and storing objects in extradimensional spaces, and can retrieve 
items from bags of holding or portable holes as a move action, regardless of how full the bag is.

Gambits (Ex):  
The rogue is a cunning warrior who seizes opportunities as they present themselves to put his enemies in 
untenable positions. At 1st level, a rogue selects two gambits as methods by which the rogue can recover 
expended maneuvers. Each gambit possesses three aspects a risk, a rake, and a reward.

Each gambit's risk describes an action that the rogue must undertake in order to attempt to recover an 
expended maneuver. The rogue begins a gambit as a swift action, effectively diving recklessly into the act 

he is attempting. The rogue then performs the action described in the gambit, and if he is successful, he 
regains maneuvers (see below). If he is not, he suffers the rake of the gambit and only regains a single 

maneuver of his choosing. 

While performing a gambit, the rogue may add his Intelligence modifier to the d20 check(s) to aid in 
accomplishing the gambit as an insight bonus. A rogue may attempt the actions of a gambit as normal, but 
does not gain any benefits of the gambit unless he spends a swift action to make the action a gambit. The 

character may initiate a maneuver while performing a gambit (if the maneuver helps him accomplish it) but 
he may not recover the maneuver used to achieve the gambit as part of the reward.

A gambit's rake is the penalty that the rogue suffers if he attempts his gambit and fails, such as failing a trip 

attempt or failing to strike an opponent with a charge attack. Each gambit possesses a unique reward that the 
rogue enjoys for succeeding at that gambit. 

All gambits possess the same rake; the rogue only regains a single expended maneuver and suffers a -2 
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penalty on all d20 rolls for one round. 

A rogue who succeeds at fulfilling his gambit immediately recovers a number of expended maneuvers equal 

to his Intelligence modifier (minimum 2) and enjoys the unique reward for each gambit. 

Allies who would receive benefits from a rogue's successful gambit must be within 60-ft. of the rogue and 

must be able to see him perform the action. 

Finally, gambits may not be initiated outside of combat due to their reliance upon the stresses of battle to 

bring out the best of the rogue.

At 4th level and every four levels thereafter, the rogue selects an additional gambit.

The rogue may select any gambit available to Warlords, and may also choose to learn additional gambits 

unique to them.  Any gambit reward that uses the rogue’s charisma modifier as a bonus instead uses the 

rogue’s initiation modifier.

New Gambits:

Stealth Gambit
Risk: The rogue attempts to hide from an enemy, making a stealth check to do so as normal.
Reward: The rogue becomes invisible, as if subject to the invisibility spell, for a number of rounds equal to 
his initiation modifier.  The caster level for this effect is equal to the rogue’s initiator level.

Flanker’s Gambit
Risk: The rogue successfully attacks an enemy engaged in melee with one of the rogue’s allies.
Reward: The rogue is considered to be flanking the target until the end of their next turn, even if the rogue 
is not normally in a position to flank the target.

Coward’s Gambit
Risk: The rogue attempts to hit an enemy with a sneak attack.
Reward: The rogue’s allies gain a bonus to damage rolls against the target equal to the rogue’s initiation 
modifier for 1 round.
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