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	Character
	
	Race
	
	Class
	
	

	 Chaotic Good
	
	 Melitele
	
	5
	
	10100/15000
	
	
	
	

	Alignment
	
	Deity
	
	Level
	
	Experience
	
	Penalty
	
	Character Sheet © J. Hirvonen, Vardaen & TetNak

	 ???
	
	 24
	
	 M
	
	
	
	
	
	
	
	
	
	
	
	 

	Gender
	
	Age
	
	Size
	
	Height
	
	Weight
	
	Skin
	
	Hair
	
	Eyes
	
	Handedness

	
	
	 Kingdom of Termina, Gypsy Traveler

	
	
	

	Past
	
	Nationality / Region

	
	
	 Brightly colored colthing, very fashionable

	
	
	

	Appearance
	
	Clothing

	
	
	 Their entire caravan was destroyed by the Red Lupine bandits

	
	
	

	Personality / Behavior
	
	Notes

	ABILITY SCORES
	
	SAVING THROWS
	Toxcitity
	0
	
	Vitality
	35/35
	Wounds
	12/12

	
	SCORE
	MOD
	
	TEMP SCORE
	TEMP MOD
	
	TOTAL
	
	BASE SAVE
	
	ABI MOD
	
	MAGIC MOD
	
	MISC MOD
	
	TEMP MOD
	
	LIFT OVER HEAD
	LIFT OFF GROUND
	
	PUSH / DRAG

	STR
	
	14
	2
	
	
	
	
	FORT
	(CON)
	2
	=
	1
	+
	1
	+
	
	+
	
	+
	
	
	175
	
	350
	
	875

	DEX
	
	18
	4
	
	
	
	
	REF
	(DEX)
	10
	=
	6
	+
	4
	+
	
	+
	
	+
	
	
	1 x MAX LOAD
	
	2 x MAX LOAD
	
	5 x MAX LOAD

	CON
	
	12
	1
	
	
	
	
	WILL
	(WIS)
	4
	=
	3
	+
	1
	+
	
	+
	
	+
	
	
	LOAD
	
	SPEED
	MAX 

LOAD
	MAX DEX
	CHK PEN
	RUN

	INT
	
	12
	1
	
	
	
	
	SAVING THROW MODIFIERS
	
	36
	
	L
	30
	58
	-
	-
	X4

	WIS
	
	14
	2
	
	
	
	
	
	
	SPEED
	
	M
	20
	116
	+3
	-3
	X4

	CHA
	
	16
	3
	
	
	
	
	
	
	30
	
	H
	20
	175
	+1
	-6
	X3

	

	ARMOR CLASS
	16
	=
	10
	+
	1
	+
	1
	+
	4
	+
	
	+
	
	
	ARMOR & PROTECTION
	TYPE
	ARMOR BONUS
	MAX DEX
	CHECK PEN
	SPELL FAIL
	SPEED
	WGT

LBS

	
	NORMAL
	
	ARMOR BONUS
	
	SHIELD BONUS
	
	DEX MOD
	
	SIZE MOD
	
	MISC MOD
	
	 Padded Gypsy Attire
	Light
	1
	8
	0
	0%
	30
	10

	
	5%
	
	12
	
	AC MODIFIERS
	
	 Buckler, Masterwork
	Shield
	1
	-
	0
	5%
	-
	5

	
	ARCANE SPELL FAIL
	
	FLAT FOOTED
	
	 
	
	 
	
	
	
	
	
	
	

	
	0
	
	14
	
	
	
	
	
	
	
	
	
	
	

	
	ARMOR CHECK PEN
	
	VS TOUCH ATTACKS
	
	
	
	PROFICIENT WITH ( LIGHT ARMOR ( MEDIUM ARMOR ( HEAVY ARMOR (SHIELDS

	
	ATTACK BONUS MODIFIERS

	INITIATIVE
	+8
	=
	4
	+
	4
	
	ATTACK BONUSES
	
	BASE ATTACK BONUS
	+3
	
	

	
	INITIATIVE MODIFIERS
	
	DEX MOD
	
	MISC MOD
	
	TOTAL 

ATTACK BONUS
	
	BASE

ATTACK BONUS
	
	ABI MOD
	
	SIZE MOD
	
	MISC MOD
	
	TEMP MOD
	
	

	
	
	MELEE
	(STR)
	5
	=
	3
	+
	2
	+
	
	+
	
	+
	
	
	

	
	
	RANGED / FINESSE
	(DEX)
	7
	=
	3
	+
	4
	+
	
	+
	
	+
	
	
	

	
	
	GRAPPLE
	(STR)
	5
	=
	3
	+
	2
	+
	
	+
	
	+
	
	
	

	
	Escape
	
	12
	=
	8
	+
	4
	+
	
	+
	
	+
	
	
	

	WEAPONS
	ATTACK BONUS
	DAMAGE
	CRITICAL
	RANGE
	SIZE
	TYPE
	WGT

LBS
	NOTES & RELATED FEATS

	 Mahakaman Short Blade, 1m*
	+8
	1d6+2
	18-20x2
	-
	L
	S/P
	3
	 Masterwork, Sharp (Crit Range +1), Pommel Guard Disarm +2

	 Dirks (x4)
	+7
	1d4+2
	19-20x2
	10
	L
	P
	4
	 Good for throwing and for melee

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	

	WEAPON PROFICIENCIES
	( ALL SIMPLE ( ALL MARTIAL
	
	COMBAT NOTES

	 Longsword, raiper, sap, shortsword, short bow, whip
	
	 Quick Draw, Flick of the Wrist, Sneak Attack +2d6

	
	
	

	
	
	


	SKILLS
	
	SKILL POINTS PER LEVEL
	6/8
	+ INT MOD
	8/10
	CLASS SKILL MAX RANKS = CHARACTER LEVEL + 3

CROSS-CLASS SKILL MAX RANKS = (CHARACTER LEVEL + 3) / 2
	
	( CAN BE USED UNTRAINED   ( ARMOR CHECK PENALTY APPLIES
	

	

	SKILL NAME
	SKILL MOD
	
	RANKS
	
	ABI MOD
	
	MISC MOD
	KEY ABILITY
	CLASS

SKILLS


	
	SKILL NAME
	
	SKILL MOD
	
	RANKS
	
	ABI MOD
	
	MISC MOD
	KEY ABILITY
	CLASS

SKILLS



	
	Appraise (
	
	
	=
	
	+
	1
	+
	
	INT
	BR
	
	
	Knowledge: Local
	
	6
	=
	5
	+
	1
	+
	
	INT
	BR

	
	Autohypnosis
	
	
	=
	
	+
	2
	+
	
	WIS
	(
	
	
	Knowledge: Nature
	
	
	=
	
	+
	1
	+
	
	INT
	B

	
	Balance ((
	
	6
	=
	
	+
	4
	+
	¥
	DEX
	BR
	
	
	Knowledge: Nobility
	
	
	=
	
	+
	1
	+
	
	INT
	B

	
	Bluff (
	
	7
	=
	8
	+
	3
	+
	-4
	CHA
	BR
	
	
	Knowledge: Psionics
	
	
	=
	
	+
	1
	+
	
	INT
	B

	
	Climb ((
	
	
	=
	
	+
	2
	+
	
	STR
	BR
	
	
	Knowledge: Religion
	
	
	=
	
	+
	1
	+
	
	INT
	B

	
	Concentration (
	
	6
	=
	5
	+
	1
	+
	
	CON
	B
	
	
	Knowledge: The Planes
	
	
	=
	
	+
	1
	+
	
	INT
	B

	
	Craft (
	
	
	=
	
	+
	1
	+
	
	INT
	BR
	
	
	Listen (
	
	6
	=
	5
	+
	1
	+
	
	WIS
	BR

	
	Craft (
	
	
	=
	
	+
	1
	+
	
	INT
	BR
	
	
	Move Silently ( (
	
	
	=
	
	+
	4
	+
	
	DEX
	BR

	
	Craft (
	
	
	=
	
	+
	1
	+
	
	INT
	BR
	
	
	Open Locks
	
	11
	=
	5
	+
	4
	+
	+2
	DEX
	R

	
	Craft (
	
	
	=
	
	+
	1
	+
	
	INT
	BR
	
	
	Perform ( Lute
	
	13
	=
	8
	+
	3
	+
	+2
	CHA
	BR

	
	Decipher Script
	
	
	=
	
	+
	1
	+
	
	INT
	BR
	
	
	Perform ( 
	
	
	=
	
	+
	3
	+
	
	CHA
	BR

	
	Diplomacy (
	
	1
	=
	
	+
	3
	+
	¥-4
	CHA
	BR
	
	
	Profession
	
	
	=
	
	+
	2
	+
	
	WIS
	BR

	
	Disable Device
	
	
	=
	
	+
	1
	+
	
	INT
	R
	
	
	Profession
	
	
	=
	
	+
	2
	+
	
	WIS
	BR

	
	Disguise (
	
	5
	=
	
	+
	3
	+
	¥
	CHA
	BR
	
	
	Psicraft
	
	
	=
	
	+
	1
	+
	
	INT
	(

	
	Escape Artist ((
	
	12
	=
	8
	+
	4
	+
	
	DEX
	BR
	
	
	Ride (
	
	
	=
	
	+
	4
	+
	
	DEX
	(

	
	Forgery (
	
	
	=
	
	+
	1
	+
	
	INT
	R
	
	
	Search (
	
	
	=
	
	+
	1
	+
	
	INT
	R

	
	Gather Information (
	
	1
	=
	
	+
	3
	+
	¥-4
	CHA
	BR
	
	
	Sense Motive (
	
	
	=
	
	+
	2
	+
	
	WIS
	BR

	
	Handle Animal
	
	
	=
	
	+
	3
	+
	
	CHA
	(
	
	
	Slight of Hand (
	
	14
	=
	8
	+
	4
	+
	¥
	DEX
	BR

	
	Heal (
	
	
	=
	
	+
	2
	+
	
	WIS
	(
	
	
	Spellcraft
	
	6
	=
	5
	+
	1
	+
	
	INT
	B

	
	Hide ((
	
	
	=
	
	+
	4
	+
	
	DEX
	BR
	
	
	Spot (
	
	7
	=
	5
	+
	2
	+
	
	WIS
	R

	
	Intimidate (
	
	5
	=
	
	+
	3
	+
	¥
	CHA
	R
	
	
	Survival (
	
	
	=
	
	+
	2
	+
	
	WIS


	(

	
	Jump ((
	
	4
	=
	
	+
	2
	+
	¥
	STR
	BR
	
	
	Swim ( x2 Armor Check Penalty
	
	
	=
	
	+
	2
	+
	
	STR
	BR

	
	Knowledge: Arcana
	
	
	=
	
	+
	1
	+
	
	INT
	B
	
	
	Tumble (
	
	12
	=
	8
	+
	4
	+
	
	DEX
	BR

	
	Knowledge: Architecture
	
	
	=
	
	+
	1
	+
	
	INT
	B
	
	
	Use Magic Device
	
	
	=
	
	+
	3
	+
	¥
	CHA
	BR

	
	Knowledge: Dungeon
	
	
	=
	   
	+
	1
	+
	
	INT
	B
	
	
	Use Psionic Device
	
	
	=
	
	+
	3
	+
	
	CHA
	(

	
	Knowledge: Geography
	
	
	=
	
	+
	1
	+
	
	INT
	B
	
	
	Use Rope (
	
	6
	=
	
	+
	4
	+
	¥
	DEX
	R

	
	Knowledge: History
	
	
	=
	
	+
	1
	+
	
	INT
	B
	
	
	
	
	
	=
	
	+
	
	+
	
	
	(

	 B = Bard Class Skills, R = Rogue Class Skills

	SKILL MODIFIERS
	
	RACIAL TRAITS & CLASS FEATURES & FEATS & FLAW
	
	LANGUAGES

	 ¥ +2 Synergy Bonus
	
	 1* Barid Knowledge, 2* Bardic Music, 3* Countersong, 4* Fascinate, 
	
	 Common

	 +2 Masterwork Lockpicks
	
	 5* Inspire Courage +1, 6* Sign Use, 7* Sneak Attack +2d6, 8* Trapfinding
	
	 Zerikkanian

	 +2 Masterwork Lute
	
	 9* Evasion, 10* Trapsense, 11* Uncanny Dodge
	
	

	 -4 Gypsy Stigma
	
	 12* Weapon Finesse: Light weapons use DEX not STR for attack
	
	

	
	
	 13 * Quick Draw: Draw a weapon as a free action
	
	

	
	
	 14* Flick of the Wrist: Drawing a light weapon causes foe to be flat footed
	
	

	
	
	 15* Flaw: Social Stigma: Gypsy -4 Bluff, Diplomacy, Gather Info
	
	TRAITS

	
	
	 16* Improved Initiative: +4 Initiative Bonus
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	

	EQUIPMENT
	LOCATION
	WGT LBS
	
	EQUIPMENT
	LOCATION
	WGT LBS
	
	WEALTH & VALUABLES
	AMOUNT

	 Backpack
	Back
	2
	
	 Lute, Masterwork
	Back
	3
	
	
	Copper Pieces
	

	 Masterwork Lockpicks (+2 Open Locks)
	BP
	2
	
	
	
	
	
	
	Silver Pieces
	

	 Flint and Steel
	BP
	*
	
	 Gypsy Healing Ointment 2m* (5 Uses)
	BP
	*
	
	
	Gold Pieces (Orens)
	30

	 Caltrops
	BP
	2
	
	
	
	
	
	
	
	

	 Candles x3
	BP
	*
	
	
	
	
	
	
	

	 Wooden Holy Symbol (Meletelie)
	BP
	*
	
	
	
	
	
	
	

	 Food: Bread, Chees, Salted Pork x5
	BP
	5
	
	
	
	
	
	
	

	 Beauclair Wine 
	BP
	*
	
	
	
	
	
	
	

	 
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	 Armor and Weapon Weight
	22

	
	
	
	
	
	
	
	
	 Gear SubTotal Weight
	14

	
	
	
	
	
	
	
	
	 Total Weight Carried
	36

	SIGNS  PER DAY
	
	0
	3+1
	1
	
	2
	
	3
	
	4
	
	5
	
	6
	
	7
	
	8
	
	9
	

	SIGNS USED
	
	0
	
	1
	
	2
	
	3
	
	4
	
	5
	
	6
	
	7
	
	8
	
	9
	

	SIGNS KNOWN
	
	0
	4
	1
	
	2
	
	3
	
	4
	
	5
	
	6
	
	7
	
	8
	
	9
	


	SIGNS KNOWN

	0th
	1st
	2nd
	3rd
	4th

	Daze – Aard
	
	
	
	

	Flare – Axii
	
	
	
	

	Know Direction – Aard
	
	
	
	

	Ghost Sounds – Axii
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	


Items, Weapons, Armor, Potions and Gear
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 1m* Mahakaman Steel Short Blade 
This masterworks shortsword is made with the imfamous Novigrad steel, making the edge extra keen. The blade is razor sharp and is more likely to cause a critical wound. The Cirtical threat range of the weapons is +1 making it 18-20. The blade also has a pommel guard on it that provides it a +2 resistance bonus against attemts to disarm the user of the weapon (This bonus does not help in attempting to disarm someone else). 
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 2m* Gypsy Healing Ointment

A jar of this unguent is 3 inches in diameter and 1 inch deep and contains five applications. Placed upon a poisoned wound or swallowed, the ointment detoxifies any poison (as neutralize poison) and reduces toxcitiy by 1d8 poitns. Applied to a diseased area, it removes disease (as remove disease). Rubbed on a wound, the ointment cures 1d8+5 points of damage (as cure light wounds).
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 Beaulcair Wine
Thought by many to be the most exquisite white wine in the world. This is not a potion base.
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 Bread, Cheese, and Salted Pork
Feats, Skill, Traits and Powers

1* Bardic Knowledge

A bard may make a special bardic knowledge check with a bonus equal to his bard level + his Intelligence modifier to see whether he knows some relevant information about local notable people, legendary items, or noteworthy places. (If the bard has 5 or more ranks in Knowledge (history), he gains a +2 bonus on this check.) A successful bardic knowledge check will not reveal the powers of a magic item but may give a hint as to its general function. A bard may not take 10 or take 20 on this check; this sort of knowledge is essentially random. 
	DC
	Type of Knowledge

	10
	Common, known by at least a substantial minority of the local population.

	20
	Uncommon but available, known by only a few people legends.

	25
	Obscure, known by few, hard to come by.

	30
	Extremely obscure, known by very few, possibly forgotten by most who once knew it, possibly known only by those who don’t understand the significance of the knowledge.


2* Bardic Music

Once per day per bard level, a bard can use his song or poetics to produce magical effects on those around him (usually including himself, if desired). While these abilities fall under the category of bardic music and the descriptions discuss singing or playing instruments, they can all be activated by reciting poetry, chanting, singing lyrical songs, singing melodies, whistling, playing an instrument, or playing an instrument in combination with some spoken performance. Each ability requires both a minimum bard level and a minimum number of ranks in the Perform skill to qualify; if a bard does not have the required number of ranks in at least one Perform skill, he does not gain the bardic music ability until he acquires the needed ranks. 

Starting a bardic music effect is a standard action. Some bardic music abilities require concentration, which means the bard must take a standard action each round to maintain the ability. Even while using bardic music that doesn’t require concentration, a bard cannot cast spells, activate magic items by spell completion (such as scrolls), spell trigger (such as wands), or command word. Just as for casting a spell with a verbal component, a deaf bard has a 20% chance to fail when attempting to use bardic music. If he fails, the attempt still counts against his daily limit. 

3* Countersong (Su)

A bard with 3 or more ranks in a Perform skill can use his music or poetics to counter magical effects that depend on sound (but not spells that simply have verbal components). Each round of the countersong, he makes a Perform check. Any creature within 30 feet of the bard (including the bard himself) that is affected by a sonic or language-dependent magical attack may use the bard’s Perform check result in place of its saving throw if, after the saving throw is rolled, the Perform check result proves to be higher. If a creature within range of the countersong is already under the effect of a noninstantaneous sonic or language-dependent magical attack, it gains another saving throw against the effect each round it hears the countersong, but it must use the bard’s Perform check result for the save. Countersong has no effect against effects that don’t allow saves. The bard may keep up the countersong for 10 rounds. 

4* Fascinate (Sp)

A bard with 3 or more ranks in a Perform skill can use his music or poetics to cause one or more creatures to become fascinated with him. Each creature to be fascinated must be within 90 feet, able to see and hear the bard, and able to pay attention to him. The bard must also be able to see the creature. The distraction of a nearby combat or other dangers prevents the ability from working. For every three levels a bard attains beyond 1st, he can target one additional creature with a single use of this ability. 

To use the ability, a bard makes a Perform check. His check result is the DC for each affected creature’s Will save against the effect. If a creature’s saving throw succeeds, the bard cannot attempt to fascinate that creature again for 24 hours. If its saving throw fails, the creature sits quietly and listens to the song, taking no other actions, for as long as the bard continues to play and concentrate (up to a maximum of 1 round per bard level). While fascinated, a target takes a -4 penalty on skill checks made as reactions, such as Listen and Spot checks. Any potential threat requires the bard to make another Perform check and allows the creature a new saving throw against a DC equal to the new Perform check result. 

Any obvious threat, such as someone drawing a weapon, casting a spell, or aiming a ranged weapon at the target, automatically breaks the effect. Fascinate is an enchantment (compulsion), mind-affecting ability. 

5* Inspire Courage (Su)

A bard with 3 or more ranks in a Perform skill can use song or poetics to inspire courage in his allies (including himself), bolstering them against fear and improving their combat abilities. To be affected, an ally must be able to hear the bard sing. The effect lasts for as long as the ally hears the bard sing and for 5 rounds thereafter. An affected ally receives a +1 morale bonus on saving throws against charm and fear effects and a +1 morale bonus on attack and weapon damage rolls. At 8th level, and every six bard levels thereafter, this bonus increases by 1 (+2 at 8th, +3 at 14th, and +4 at 20th). Inspire courage is a mind-affecting ability. 

6* Sign Use 

Georg can draw on the power of his gypsy heritage, combined with his music to use a few signs of the Axii and Aard element.



 Aard Sign: This sign invloves motion, stun and knockdown.


 Axii Sign: This sign invloves causing fear and curses.

Daze – Aard Sign

Enchantment (Compulsion) [Mind-Affecting]
Level: Brd 0, Sor/Wiz 0

Components: V, S
Casting Time: 1 standard action

Range: Close (25 ft. + 5 ft./2 levels)

Target: One humanoid creature of 4 HD or less

Duration: 1 round

Saving Throw: Will negates

Spell Resistance:Yes

This enchantment clouds the mind of a humanoid creature with 4 or fewer Hit Dice so that it takes no actions. Humanoids of 5 or more HD are not affected. A dazed subject is not stunned, so attackers get no special advantage against it. The creature is unable to act normally. A dazed creature can take no actions, but has no penalty to AC. 

Flare – Axii Sign

Evocation [Light]
Level: Brd 0, Drd 0, Sor/Wiz 0

Components: V

Casting Time: 1 standard action

Range: Close (25 ft. + 5 ft./2 levels)

Effect: Burst of light

Duration: Instantaneous

Saving Throw: Fortitude negates

Spell Resistance: Yes
This cantrip creates a burst of light. If you cause the light to burst directly in front of a single creature, that creature is dazzled for 1 minute unless it makes a successful Fortitude save. Sightless creatures, as well as creatures already dazzled, are not affected by flare. The creature is unable to see well because of overstimulation of the eyes. A dazzled creature takes a -1 penalty on attack rolls, Search checks, and Spot checks

Ghost Sound – Axii Sign

Illusion (Figment)
Level: Brd 0, Sor/Wiz 0

Components: V, S
Casting Time: 1 standard action

Range: Close (25 ft. + 5 ft./2 levels)

Effect: Illusory sounds

Duration: 1 round/level (D)

Saving Throw: Will disbelief (if interacted with)

Spell Resistance: No
Ghost sound allows you to create a volume of sound that rises, recedes, approaches, or remains at a fixed place. You choose what type of sound ghost sound creates when casting it and cannot thereafter change the sound’s basic character. The volume of sound created depends on your level. You can produce as much noise as four normal humans per caster level (maximum twenty humans). Thus, talking, singing, shouting, walking, marching, or running sounds can be created. The noise a ghost sound spell produces can be virtually any type of sound within the volume limit. A horde of rats running and squeaking is about the same volume as eight humans running and shouting. A roaring lion is equal to the noise from sixteen humans, while a roaring dire tiger is equal to the noise from twenty humans.  Ghost sound can enhance the effectiveness of a silent image spell. Ghost sound can be made permanent with a permanency spell. 
Know Direction – Aard Sign

Divination
Level: Brd 0, Drd 0

Components: V, S

Casting Time: 1 standard action

Range: Personal

Target: You

Duration: Instantaneous
You instantly know the direction of north from your current position. The spell is effective in any environment in which “north” exists, but it may not work in extraplanar settings. Your knowledge of north is correct at the moment of casting, but you can get lost again within moments if you don’t find some external reference point to help you keep track of direction. 

7* 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 any time 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 it increases by 1d6 every two rogue levels thereafter. Should the rogue score a critical hit with a sneak attack, this extra damage is not multiplied. 

Ranged attacks can count as sneak attacks only if the target is within 30 feet. 
With a sap (blackjack) or an unarmed strike, 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. 

A rogue can sneak attack only living creatures with discernible anatomies—undead, constructs, oozes, plants, and incorporeal creatures lack vital areas to attack. Any creature that is immune to critical hits is not vulnerable to sneak attacks. 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 concealment or striking the limbs of a creature whose vitals are beyond reach. 

8* Trapfinding

Rogues (and only rogues) can use the Search skill to locate traps when the task has a Difficulty Class higher than 20. 

Finding a nonmagical trap has a DC of at least 20, or higher if it is well hidden. Finding a magic trap has a DC of 25 + the level of the spell used to create it.  Rogues (and only rogues) can use the Disable Device skill to disarm magic traps. A magic trap generally has a DC of 25 + the level of the spell used to create it. A rogue who beats a trap’s DC by 10 or more with a Disable Device check can study a trap, figure out how it works, and bypass it (with her party) without disarming it. 

9* Evasion (Ex)

At 2nd level and higher, a rogue can avoid even magical and unusual attacks with great agility. If she makes a successful 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 rogue does not gain the benefit of evasion. 

10* Trap Sense (Ex)

At 3rd level, a rogue gains an intuitive sense that alerts her to danger from traps, giving her a +1 bonus on Reflex saves made to avoid traps and a +1 dodge bonus to AC against attacks made by traps. These bonuses rise to +2 when the rogue reaches 6th level, to +3 when she reaches 9th level, to +4 when she reaches 12th level, to +5 at 15th, and to +6 at 18th level. Trap sense bonuses gained from multiple classes stack. 

11* Uncanny Dodge (Ex)

Starting at 4th level, a rogue can react to danger before her senses would normally allow her to do so. She retains her Dexterity bonus to AC (if any) even if she is caught flat-footed or struck by an invisible attacker. However, she still loses her Dexterity bonus to AC if immobilized. 

If a rogue already has uncanny dodge from a different class she automatically gains improved uncanny dodge instead. 
12* Weapon Finesse [General]

Prerequisite Base attack bonus +1. 

Benefit: With a light weapon, rapier, whip, or spiked chain made for a creature of your size category, you may use your Dexterity modifier instead of your Strength modifier on attack rolls. If you carry a shield, its armor check penalty applies to your attack rolls.

13* Quick Draw [General]

Prerequisite: Base attack bonus +1. 

Benefit: You can draw a weapon as a free action instead of as a move action. You can draw a hidden weapon (see the Sleight of Hand skill) as a move action. A character who has selected this feat may throw weapons at his full normal rate of attacks (much like a character with a bow). 

Without this feat, you may draw a weapon as a move action, or (if your base attack bonus is +1 or higher) as a free action as part of movement. Without this feat, you can draw a hidden weapon as a standard action. 
14* Flick of the Wrist [General]

With a single motion, you can draw a light weapon and make a devastating attack.

Prerequisites: Dex 17, Sleight of Hand 5 ranks, Quick Draw.

Benefit: If you draw a light weapon and make a melee attack with it in the same round, you catch your opponent flat-footed (for the purpose of this attack only). You may use this feat only once per round and once per opponent during any single combat encounter.
15* Gypsy  Stigma [Flaw]
Gypsys in Termenia are looked on with a sour feeling by most citizens of the nation. Considered theives and beggars they are treated poorly in many cities and villages throughout Termenia. You suffers a -4 on Bluff, Diplomacy, and Gather Information checks when dealing with those who hold to these beliefs which tends to be all folks of towns and cities. Special: Taking a Flaw at character generation allows for one bonus feat to be taken.

16* Improved Initiative [General]

Benefit: You get a +4 bonus on initiative checks. 

