








Zero Uhlit Skills Action Point
Level 8 Human Rogue (Scoundrel) Base action points: 1
SCORE ABILITY MOD  ape 1 || Acrobatics Dexterity 7
HP 13 1 Arcana Intelligence 6
m Athletics Strength
Bluff Charisma . 11
13 N Fort , :
Diplomacy Charisma . 11
Spd 17 3 Dungeoneering Wisdom
Endurance Constitution 5
14 2 Ref Heal Wisdom 5
m History Intelligence 6
13 1 Insight Wisdom . 10
will Intimidate Charisma 6
15 2 m Nature Wisdom 5
Perception Wisdom . 12
3 ) Religion Intelligence 6 - - ’ i
m Passive Insight Stealth Dexterity . 15 E ec.t. ain a standard action t is turn:
z ; Special: You are reset to one action point
Streetwise Charisma . 11 :
E Passive Perception : ' when you take an extended rest. You gain
) Thievery Dexterity e 12 ) ||an action point each milestone. )
Player Name: Nick Green « indicates a trained skill. Encounter Special
Atta Ranged Ba Atta Gloaming Cut
A andard Actio A andard Actio At-Will ¢ Standard Action
Short sword: +8 vs. AC, 1d6+1 damage Entrapping Hand crossbow +1: +10 vs. AC, Entrapping Hand crossbow +1: +10 vs. AC,
Melee weapon Target: One 1d6+4 damage 1d6+1 damag‘e
Fraatire Ranged weapon Target: One Short sword: +10 vs. AC, 1d6+0 damage
creature Melee or Ranged Target: One
You resort to the simple attack you learned weapon creature
when you first picked up a melee weapon. You resort to the simple attack you learned
when you first picked up a ranged weapon. From the shadows you strike, and into the
Keyword: Weapon shadows you flee.
Keyword: Weapon
Attack: Strength vs. AC Keywords: Martial, Weapon
z o Attack: Dexterity vs. AC
Hit: 1[W] + Str modifier (+1) damage. . . Requirement: You must be wielding a
Level 21: 2[W] + Str modifier (+1) Hit: 1[W] + Dex modifier (+3) damage. crossbow, a light blade, or a sling.
damage. Level 21: 2[W] + Dex modifier (+3) Attack: Dexterity vs. AC
damage.
Hit: 1[W] damage.
Effect: You shift a number of squares equal to
your Int modifier (+2), and you can make a
Stealth check to become hidden.
Additional Effects Additional Effects Additional Effects
+2d8 to damage once per turn (Sneak +2d8 to damage once per turn (Sneak +2d8 to damage once per tur (Sneak Attack)
+2 to damage rolls against a creature you are hidden from -
Attack) Attack) Silent Shot Student.
J J J
Basic Attack Basic Attack Rogue Attack 1
Preparato D Sly Flourish Unbalancing Shot
A andard Actio At-Will ¢ Standard Action Encounter ¢ Standard Action
Entrapping Hand crossbow +1: +10 vs. AC, 5 Entrapping Hand crossbow +1: +10 vs. AC, Entrapping Hand crossbow +1: +10 vs. AC,
damage 1d6+6 damage 2d6+4 damage
Ranged weapon Target: One Short sword: +10 vs. AC, 1d6+5 damage Ranged weapon Target: One
creature Melee or Ranged Target: One creature
weapon creature
You feint and nick the target, inhibiting its The impact of your shot leaves your enemy
movement to set up an even deadlier attack. You use a distracting flourish with your off wobbly.
) hand to land a solid blow. )
Keywords: Martial, Weapon Keywords: Martial, Weapon
.\ s s Keywords: Martial, Weapon < NPT
Requirement: You must be wielding a Requirement: You must be wielding a
crossbow, a light blade, or a sling. Requirement: You must be wielding a crossbow, a light thrown weapon, or a sling.
. crossbow, a light blade, or a sling. )
Attack: Dexterity vs. AC Attack: Dexterity vs. AC
Attack: Dexterity vs. AC
Hit: Dex modifier (+3) + Int modifier (+2) g Hit: 2[W] + Dex modifier (+3) damage, and
damage, and the target grants combat Hit: 1[W] + Dex modifier (+3) + Cha the target is slowed until the end of your next
advantage to you until the end of your next modifier (+2) damage. turn.
turn.
Additional Effects Additional Effects Additional Effects
+2d8 to damage once per turn (Sneak +2d8 to damage once per turn (Sneak +2d8 to damage once per turn (Sneak
Attack) Attack) Attack)
J J J
Rogue Attack 1 Rogue Attack 1 Rogue Attack 1 Used [










