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| ROGUE ABILITIES

I  RANK ONE
[AssOCIATE]

If you make a melee or ranged weapon attack when the target is
unaware of you, and make a successful stealth (REF) vs. perception
(INT) roll, the target cannot dodge, parry, or block, and their defenses
are disadvantaged. A double success with a stealth roll (using a major
action) is required to hide from a target that is already aware of you
(and you can’t be in the same region as any enemies). In addition, if
you have this ability, all your stealth rolls are automatically
advantaged unless there is nowhere to hide at all.

DECEPTION (MINOR) COOLDOWN

You can perform a variety of deceptions very skillfully, including
sleight-of-hand tricks (REF), picking pockets (REF), forgery (INT), and
disguising your own appearance/voice (PRE). You can also make a PRE
vs. INT roll to con or confuse someone, although a double or triple
success might be necessary to get someone to believe something
really outrageous. Successful deceptions (of the appropriate type) in
combat can give you advantage with an attack. Deceptions are usually
a minor action, but can be more at the GM'’s discretion. Once every
other turn, you can make a deception attempt advantaged. Note that
any number of deceptions can be attempted; only automatically
gaining advantage requires the cooldown.

D RANK THREE <
[SHADOW]

EvAsION 2 MP, COOLDOWN

All dodges or parries you make this turn are rolled with advantage (but
not other defenses such as armor or blocks). In addition, for the rest of
your turn, you can take movement actions as interrupt actions (as long
as you have actions remaining), even in response to an action about to
be taken by another character (although this would still require a REF
vs. REF roll). This ability could be used to move outside the area of
effect after an attack was made, but before damage was applied, or to
move out of reach of a melee attack, or out of line-of-sight of a ranged
attack.

VANISH (MINOR) ' 2 MP, COOLDOWN

You can vanish into the hiding place of your choice and immediately
begin using stealth. This place can be one region away for each
additional action used (no opportunity attacks against you are
allowed) as long as there is some vaguely feasible way for you to get
there undetected. You can make an Ambush attack on the same turn
that you use Vanish (before or after), if you wish and have enough
actions available. If there is only one hiding place nearby, only a very
unintelligent enemy will not be able to figure out where you are. Your
stealth roll to pull off an Ambush in this case will likely be
disadvantaged.

ELECTIVE:

ELECTIVE:

Rank one Warrior, Hunter, Monk, or Alchemist abilities only.

I RANK TWO <
[BrAVO]

COUNTERSTRIKE 1MP

If you successfully parry a melee attack with a double success, you can
make a free melee attack in response (only against the attacker).
Alternatively, by using a MP, you can cause your attacker to drop their
weapon (this is instead of making a free counterattack). With a triple
success, you can actually grab the weapon yourself (if you have a free
hand), instead of making them drop it. You need a triple success to
begin with to make a target drop a two-handed weapon (and
quadruple to grab it). Note that the MP cost only applies to disarming
or grabbing, not to the free attack.

FLURRY (MINOR) 1 MP, COOLDOWN

For your entire turn, any melee attack (or thrown attack) you make is
a minor action instead of a major action, allowing you to make a
number of attacks in one turn equal to your APs. In addition, even
when not using this ability, drawing or readying a light melee weapon
is a free action for you (which means you can draw and throw a lot of
daggers/knives).

Rank one or two Warrior, Hunter, Monk, or Alchemist abilities only.

I RANK FOUR <
[MASTER]

CHEAT DEATH 3 MP, COOLDOWN

You can ignore an attack or effect that knocks you out or kills you, as
long as you have an even slightly plausible explanation for how you
survived (although you will lose half your remaining HPs, rounded
down, if the attack would have killed you). The explanation cannot be
a repeat of one you or someone else has used before. This usually
requires one or more interrupt actions, depending on the explanation.

SHADOW MASTER (MINOR) 3 MP, COOLDOWN

If you are in a region almost entirely covered with deep shadows, you
can disappear into those shadows. You can reappear anywhere that
also has deep shadows (using Ambush if you wish), as long as it is
within a number of regions equal to your PRE (even if there is no
physical connection between the two locations). You can stay “in
shadow”, where you cannot be attacked or targeted in any way (even
by area effect attacks), up to a number of turns equal to your PRE
(regaining two MP per turn). The only way you can be forced out of
shadow is if all available deep shadows within range are eliminated.

ELECTIVE:

ELECTIVE:

Rank one Warrior, Hunter, Monk, or Alchemist abilities only.

Rank one or two Warrior, Hunter, Monk, or Alchemist abilities only.



