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OIIE UNIQUE THING

Born blind and orphaned, The Archmage adopted
you to experiment on restoring your sight.
He succeeded, but sometimes your unnatural

arcane eyes see what others see instead.

ICOTIRELATIOTISHIPS
1 Positive Archmage
2 Negative The Three

BACKGROVIIDS

5 Counterfeiter (from thievery)
4 Smuggler
4 Freedom Fighter

CLASS FEATURES

Sneak Attack +1d6 dmg to enemy engaged with ally

Momentum, Trap Sense: pg 127

TALENTS

Thievery: gain +5 Thief Background

L/

RACIAL POWER_
Lethal: 1/Fight reroll melee atk

POWERS & SPELLS
Thief's Strike: Melee +6 vs PD

1/2 Melee DMG, roll a save. 11-15 = pickpocket target

16-20 = target didn't know you stole something
DeadlyThrust: Melee +9 vs AC

Once staggered non-mook takes melee DMG
FlyingBlade: Ranged +6 vs AC

One nearby creature takes ranged DMG

Natural even roll + ally engaged = add Sneak Attack
TumblingStrike: Melee +6 vs AC

+5 to disengage and can be used as hit and run
SureCut: Melee +6 vs AC, needs momentum

& Sneak Attack, Hit=Melee DMG, Miss=SneakATK+1vl

FEATS
T hievery: Gain Thief's Strike \

Murderous: +2 ATK if target is Staggered\

w

Swashbuckle: 1/Fight quick action \

No skill rolls required to add a daring stunt to an attack

Murderous: crit on 18-20 vs Staggered\

BEBEARERREDR
L/ L/ L/ /L
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BASIC MELEE ATTacKk

BASIC RATIGED ATTack

EQUIPMENT 25
Axehead Brass Knuckles (small 1d8)
4x throwing hatchets (light 1d6)

Tan Leather Armor w/hidden pocket
3 fake identities, 300gp in counterfeit money
Crowbar, Thieves Tools, Counterfeiting Kit,

Disguise Kit, 5 empty sacks, Whistle.

mAGIiC ITEmS
RollWithlt: Interrupt+Momentum

Trigger=melee hits your AC
Effect=You take half DMG

IMCREMENTAL ADVATICES

ABILITY SCORE Bonus [[| ExTrA Macic ITem []

4t [ 7tH [ 10TH LEVEL
POWER/
SPELL ([

(+1 to 3 abilities)
SKILLS (+1) []

FeaT []

Hit PoIinTs []
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