Rogue

CLASS TRAITS
Role: Striker. You dart in to attack, do massive damage, and then retreat to safety. You do best when teamed with a defender to flank enemies.
Power Source: Martial. Your talents depend on extensive training and constant practice, innate skill, and natural coordination.
Key Abilities: Dexterity, Strength, Charisma

Armor Proficiencies: Cloth, leather.
Weapon Proficiencies: Dagger, hand crossbow, short sword, shuriken, sling.
Bonus to Defense: +2 Reflex.

Hit Points at 1st Level: 12+ Constitution Score.
Hit Points per Level Gained: 5
Healing Surges per Day: 6+ Constitution Modifier.

Trained Skills: Stealth, Thievery. From the class skills list below, choose 4 more trained skills at 1st level.
Class Skills: Acrobatics (Dex), Athletics (Str), Bluff (Cha), Dungeoneering (Wis), Insight (Wis), Intimidate (Cha), Perception (Wis), Stealth (Dex), Streetwise (Cha), Thievery (Dex).

Build Options: Aerialist Rogue, Brawny Rogue, Cutthroat Rogue, Shadowy Rogue, Trickster Rogue.
Class features: First Strike, Rogue Tactics, Rogue Weapon Talent, Sharpshooter Talent, Sneak Attack.

ROGUE CLASS FEATURES

All rogues share these class features.

FIRST STRIKE
At the start of an encounter, you have combat advantage against any creatures that have not yet acted in that encounter.

ROGUE TACTICS
Rogues operate in a variety of ways. Some rogues use their natural charm and cunning trickery to deceive foes. Others rely on brute strength to overcome their enemies.     
Choose one of the following tactics below. The choice you make also provides bonuses to certain rogue powers. Individual powers detail the effects (if any) your Rogue Tactics selection has on them.

Brutal Scoundrel
You gain a bonus to Sneak Attack damage equal to your Strength modifier.

Cunning Sneak
You don’t take a penalty to Stealth checks for moving more than 2 squares, and you take a –5 penalty instead of a -10 penalty to Stealth checks for running.
If you end your movement at least 3 squares away from your starting position, you can make a Stealth check to become hidden if you have any concealment or any cover, except for cover provided by intervening allies.

ROGUE WEAPON TALENT
When you wield a shuriken, your weapon damage die increases by one size. When you wield a dagger, you gain a +1 bonus to attack rolls.

SNEAK ATTACK
When you make an attack with a light blade, a hand crossbow, a shortbow, or a sling and hit an enemy granting combat advantage to you, that enemy takes extra damage based on your level (see the Sneak Attack table). You can deal this extra damage only once per turn.

SNEAK ATTACK

	Level
	Extra Damage

	1–10
	2d6

	11–20
	3d6

	21–30
	5d6


Dotes
Backstabber

Heroic Tier
Prerequisite: Rogue, Sneak Attack class feature
Benefit: The extra damage dice from your Sneak Attack class feature increase from d6s to d8s.

Light Blade Expertise

Benefit: You gain a +1 feat bonus to weapon attack rolls that you make with a light blade. In addition, you gain a +1 bonus to the damage rolls of weapon attacks that you make with a light blade against a creature granting combat advantage to you. Both of these bonuses increase to +2 at 11th level and +3 at 21st level.

