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ROGUE TALENTS            
 

As described in the Pathfinder® Roleplaying Game: Core Rulebook ™, rogue talents are abilities gained at 
every even-numbered rogue level that aid the rogue and harry his or her foes. A rogue cannot select an 
individual talent more than once. Rogue talents marked with an asterisk (*) add effects to a rogue's 
sneak attack. Only one such talent can be applied to any individual attack and the decision must be 
made before the attack roll is made. At 10th level, and at every even-numbered level thereafter, a rogue 
may choose either an advanced talent or a rogue talent. 
              
 
 
 

APPRENTICE (EX):  Knowledge (arcana) and Spellcraft are class skills 
for you. You must spend 1 hour each day studying under the tutelage 
of a willing ally who possesses at least as many Hit Die as you do, and 
who also possesses at least as many ranks in each of those skills as 
you have Hit Dice. If you do not spend the requisite time studying, 
you lose the benefits of this talent, including the +3 bonus for having 
one or more ranks in a trained class skill, and may not regain the use 
of this talent again until you do. A rogue must have the minor magic 
rogue talent before selecting this talent. 
 
ARCANE APPRAISER (SU):  If you successfully use the Appraise skill to 
determine that an object has magical properties, you gain information 
about the item’s properties as though you were using detect magic, 
and as if your Appraise check were a Spellcraft check instead. 
 
BROODING (EX):  You gain a +2 bonus on Intimidate skill checks, and 
you may oppose an Intimidate skill check with an Intimidate check of 
your own when an opponent attempts to use that skill to demoralize 
you in combat. You may use the result of your check in place of the 
usual DC of (10 + Hit Dice + Wisdom modifier). 
 
CALTROP MASTER (EX):  You have learned to strew a bag of caltrops 
with strategic precision. Caltrops that you scatter gain a +2 bonus on 
attack rolls, and the Heal check DC to treat injuries from caltrops that 
you scatter is increased by +2. Magical healing relieves the injuries 
without the need for a skill check, as usual. 
 
DELAY SNEAK ATTACK* (EX):  Whenever you would deal sneak attack 
damage with a light slashing or piercing weapon, you may choose to 
delay the sneak attack damage for 1 round. After 1 round, the wound 
ruptures, and the target receives your sneak attack damage normally. 
If, after 1 round, the damage from your attack has since been healed, 
your opponent does not receive the delayed sneak attack damage. 
 
DRAMATIC ENTRANCE (EX):  When you intentionally reveal yourself 
to opponents who were previously unaware of you, you can make 
yourself known in a dramatically theatrical way. You may attempt a 
DC 25 Acrobatics, Intimidate, or Perform skill check. If your check is 
successful, opponents that witness your dramatic entrance take a -4 
penalty on the first initiative check they make within the next minute. 
   If you are flying or wearing a disguise when you reveal yourself, you 
may make a Fly or Disguise skill check instead. If you execute your 
dramatic entrance by way of an especially theatrical deed, such as by 
crashing through a window or by employing smoke and pyrotechnics, 
you gain a +4 bonus on the skill check (subject to GM approval). 

EAR TO THE STREETS (EX):  You’re connected to the streets, and to 
local information centers. You can use the Diplomacy skill to learn 
when any party uses that same skill to gather information, and what 
sorts of information that party sought. Attempting to learn such 
information requires 2d10 minutes of canvassing local hot spots and 
contacting your own informants. If the party you are attempting to 
research made a Diplomacy skill check to gather information in the 
same settlement within the past week, a DC 30 (for small towns or 
larger settlements) or 20 (for villages or smaller settlements) check 
produces a description of both the seeking party and the information 
they pursued. If that party made more than one attempt to gather 
information within the past week, the above DCs are reduced by half. 
 
ESCAPE ROUTE (EX):  When you take the withdraw action, you may 
designate a single 5-foot square along your path for which you do not 
provoke an attack of opportunity for leaving. 
 
FEIGN DEATH (EX):  When you receive damage in combat, you may 
fall prone and feign your death as an immediate action. Make a Bluff 
check opposed by the Sense Motive checks of any who witness your 
attempt. Creatures who do not succeed on the opposed check believe 
the attack to have killed you. Closer inspection is nearly impossible to 
fool; a DC 5 Heal check performed as a standard action reveals your 
act for what it is. If you take damage while feigning death, you must 
succeed on a Bluff check with a DC equal to 15 + the damage dealt or 
give yourself away with an involuntary flinch or sound. 
 
LAY LOW (EX):  Other creatures add +5 to the DC of Diplomacy and 
Knowledge (local) skill checks to gather information or learn of you, 
your activities, or your recent exploits or goals. 
 
LIGHT SLEEPER (EX):  You never incur a penalty on Perception skill 
checks due to resting or sleeping. In addition, you can be awakened 
from magical sleep as a move action. 
 
LOW CUNNING (EX):  You gain a bonus on initiative checks equal to 
half the bonus granted by your trap sense class feature. In addition, 
you may elect to use your Wisdom modifier in place of your Charisma 
modifier when making Bluff and Intimidate skill checks. 
 
OPPORTUNIST (EX):  You can make an additional attack of opportunity 
per round, and you gain a +1 bonus on all attacks of opportunity that 
you make with a light weapon, or with a ranged weapon if you also 
have the Snap Shot feat (see the Pathfinder® Roleplaying Game: 
Ultimate Combat ™ sourcebook for a description of that feat). 
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RIVER RAT (EX):  You do not take an armor check penalty on Swim 
checks while wearing light armor. Additionally, you gain a +2 bonus 
on Stealth checks made to hide in murky water. 
 
ROGUE’S AGILITY (EX):  Any Dodge bonus to your Armor class may be 
applied to your Acrobatics, Climb, Escape Artist, and Swim skill checks. 
 
SAVOIR-FAIRE (EX):  You are socially discerning and confident in the 
extreme. You gain a +1 bonus on Bluff, Diplomacy, Intimidate, and 
Sense Motive skill checks. Additionally, the penalties to skill checks 
imparted by the shaken and sickened conditions, and any similar 
penalties imparted by extraordinary (Ex) effects or conditions that 
apply a penalty to skill checks, do not apply to any Bluff, Diplomacy, 
Intimidate, or Sense Motive skill checks that you make. 
 
SHREWD ENGINEER (EX):  You’re a breaking and entering expert. You 
gain a +1 bonus on Disable Device and Knowledge (engineering) skill 
checks. Additionally, the penalties to skill checks imparted by the 
shaken and sickened conditions, and any similar penalties imparted 
by extraordinary (Ex) effects or conditions that apply a penalty to skill 
checks, do not apply to Disable Device or Knowledge (engineering) 
skill checks that you make. 
 
SNEAK ATTACK SPREE* (EX):  When you deal sneak attack damage to 
an opponent, you may choose to deal an additional amount of damage 
equal to the number of sneak attacks you have successfully hit that 
opponent with in the same round. 
 
TAKES ONE TO KNOW ONE (EX):  You can use the Bluff skill in place 
of the Sense Motive skill when attempting to discern a lie (but not in 
place of any other application of the Sense Motive skill). 
 
TALENTED (EX):  You gain one additional use per day of each rogue 
talent that you know which has a limited number of uses per day. 

THIEVES’ HONOR (EX):  You adhere to a code of honor, similar to a 
cavalier’s edicts. You must never steal from a creature that is less 
wealthy than you are. You must seek to practice your skills with a 
minimum of slaughter – a true artist has no need of clumsy killing. 
You must accept any honest and sincere surrender. You must hold to 
your word when you give it, and you must never betray a friend. 
   As long as you adhere to these edicts, you gain a +1 morale bonus 
on skill checks. If you willingly violate any of your edicts, you lose the 
benefits of this talent for 1 week. 
 
TRICKY ROGUE (EX):  A rogue that selects this talent gains Improved 
Dirty Trick (see the Pathfinder® Roleplaying Game: Advanced Player’s 
Guide ™ for a description of that feat) as a bonus feat, even if he 
doesn’t meet the usual prerequisites. If the rogue already has the 
Improved Dirty Trick feat, he may instead gain one of the following 
feats for which he qualifies: the Greater Dirty Trick feat (also featured 
in the Advanced Player’s Guide ™) or the Quick Dirty Trick feat (see 
the Pathfinder® Roleplaying Game: Ultimate Combat ™ sourcebook). 
 
URBAN EXPLORER (EX):  You can use the Survival skill to avoid getting 
lost in an urban environment or settlement. You can use this ability 
even if you have never visited the settlement before. 
 
URBAN NETWORK (EX):  In small towns and in larger settlements, you 
can use the Diplomacy skill to gather information in 1 hour. In villages 
and in smaller settlements, you can gather information in merely 
2d10 minutes. You must spend at least 1 week in a settlement before 
you can use this ability there. 
 
WITHOUT A TRACE (EX):  When you travel stealthily, you can cover 
your tracks. Your Stealth skill check, if higher than the usual DC, sets 
the DC of Survival skill checks made to follow your tracks. Additionally, 
if you have the no trace class feature, you may double the bonus on 
opposed Stealth skill checks granted by that ability. 

 
 

ADVANCED ROGUE TALENTS 
 
ARTFUL DODGER (EX):  You gain a +1 dodge bonus to your Armor 
Class. Dodge bonuses stack. 
 
BLOODY BLADE (EX):  Whenever you deal sneak attack damage with 
a light piercing or slashing weapon, your opponent takes 2 additional 
points of damage. This damage is not multiplied on a critical hit. 
 
CALTROP SPLASH (EX):  You can throw a bag of caltrops as though it 
was a splash weapon with a range increment of 10 feet. The bag of 
caltrops deals 1 point of piercing damage on a direct hit, and 1 point 
of piercing splash damage. If your attack is successful, choose one 
space occupied by the target of the direct hit. That space is covered 
with scattered caltrops. A rogue must have the caltrop master rogue 
talent before selecting this talent. 
 
DANGER SENSE (SP):  You can gain the benefits of a foresight spell for 
one round per day. Using this ability requires no action, and you may 
use this talent even when it is not your turn. The caster level for this 
spell-like ability is equal to your class level. This ability cannot be 
used to affect another creature. 

 
DARING ACROBATICS (EX):  Whenever an opponent at least one size 
category larger than you misses you with a melee attack, you may  
make an Acrobatics skill check to attempt a feat of combat acrobatics 
as an immediate action. The DC of the Acrobatics check is equal to 
the opponent’s CMD. If successful, you may move to any space within 
that opponent’s reach, by swinging or vaulting from the haft of your 
opponent’s weapon, scrambling up your opponent’s arm and leaping 
from their shoulders, or by way of some similar acrobatic maneuver. 
 
SNEAK ATTACK ASSAULT (EX):  Whenever you are hidden from one or 
more opponents at the start of your turn, you may apply your sneak 
attack damage to each attack that you make against those opponents 
on your turn, even if you reveal your presence to one or more of your 
opponents by attacking them. At the end of any turn in which you 
use this talent, you are revealed, and you may not use the Stealth 
skill to snipe in the same round that you use this talent. 
 
SLY BLADE* (EX):  When you use a light piercing or slashing weapon 
to deal damage with an attack of opportunity, you may add your 
sneak attack damage to the damage roll. 
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OPEN GAME LICENSE Version 1.0a 
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards 
of the Coast, Inc ("Wizards"). All Rights Reserved. 
1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have 
contributed Open Game Content; (b)"Derivative Material" means copyrighted material 
including derivative works and translations (including into other computer languages), 
potation, modification, correction, addition, extension, upgrade, improvement, compilation, 
abridgment or other form in which an existing work may be recast, transformed or adapted; 
(c) "Distribute" means to reproduce, license, rent, lease, sell, broadcast, publicly display, 
transmit or otherwise distribute; (d)"Open Game Content" means the game mechanic and 
includes the methods, procedures, processes and routines to the extent such content does 
not embody the Product Identity and is an enhancement over the prior art and any additional 
content clearly identified as Open Game Content by the Contributor, and means any work 
covered by this License, including translations and derivative works under copyright law, but 
specifically excludes Product Identity. (e) "Product Identity" means product and product line 
names, logos and identifying marks including trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, language, 
artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and other visual or audio representations; names and 
descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses and special abilities; places, locations, environments, creatures, 
equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs; and any other trademark or registered trademark clearly identified as 
Product identity by the owner of the Product Identity, and which specifically excludes the Open Game Content; (f) "Trademark" means the logos, names, mark, sign, 
motto, designs that are used by a Contributor to identify itself or its products or the associated products contributed to the Open Game License by the Contributor 
(g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, format, modify, translate and otherwise create Derivative Material of Open Game Content. (h) 
"You" or "Your" means the licensee in terms of this agreement. 
2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only be Used under and in terms 
of this License. You must affix such a notice to any Open Game Content that you Use. No terms may be added to or subtracted from this License except as described 
by the License itself. No other terms or conditions may be applied to any Open Game Content distributed using this License. 
3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License. 
4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license 
with the exact terms of this License to Use, the Open Game Content. 
5. Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your Contributions are Your 
original creation and/or You have sufficient rights to grant the rights conveyed by this License. 
6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the COPYRIGHT NOTICE of any Open 
Game Content You are copying, modifying or distributing, and You must add the title, the copyright date, and the copyright holder's name to the COPYRIGHT 
NOTICE of any original Open Game Content you Distribute. 
7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed in another, 
independent Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibility or co-adaptability with any Trademark or 
Registered Trademark in conjunction with a work containing Open Game Content except as expressly licensed in another, independent Agreement with the owner 
of such Trademark or Registered Trademark. The use of any Product Identity in Open Game Content does not constitute a challenge to the ownership of that 
Product Identity. The owner of any Product Identity used in Open Game Content shall retain all rights, title and interest in and to that Product Identity. 
8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open Game Content. 
9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of this License to copy, 
modify and distribute any Open Game Content originally distributed under any version of this License. 
10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute. 
11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have written permission 
from the Contributor to do so. 
12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game Content due to 
statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected. 
13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days of becoming aware 
of the breach. All sublicenses shall survive the termination of this License. 
14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to make it enforceable. 
15. COPYRIGHT NOTICE 
Open Game License v 1.0 © 2000, Wizards of the Coast, Inc.; System Reference Document. © 2000, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte 
Cook, Skip Williams, based on material by E. Gary Gygax and Dave Arneson. Pathfinder Roleplaying Game Core Rulebook. © 2009, Paizo Publishing, LLC; Author: 
Jason Buhlman, based on material by Jonathan Tweet, Monte Cook, and Skip Williams. Advanced Player’s Guide. © 2010, Paizo Publishing, LLC; Author: Jason 
Buhlman, based on material by Jonathan Tweet, Monte Cook, and Skip Williams. Pathfinder Roleplaying Game Ultimate Combat © 2011, Paizo Publishing, LLC; 
Authors: Dennis Baker, Jesse Benner, Benjamin Bruck, Jason Buhlman, Brian J. Cortijo, Jim Groves, Tim Hitchcock, Richard A. Hunt, Colin McComb, Jason Nelson, 
Tom Phillips, Patrick Renie, Sean K Reynolds, and Russ Taylor. Pathfinder Roleplaying Game Ultimate Magic. © 2011, Paizo Publushing. LLC; Authors: Jason Buhlman, 
Tim Hitchcock, Colin McComb, Rob McCreary, Jason Nelson, Stephen Radney-MacFarland, Sean K Reynolds, Owen K.C. Stephens, and Russ Taylor. The Book of 
Experimental Might. Copyright 2008, Monte J. Cook. All rights reserved. Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; Authors: Scott Greene, with 
Clark Peterson, Erica Balsley, Kevin Baase, Casey Christofferson, Lance Hawvermale, Travis Hawvermale, Patrick Lawinger, and Bill Webb; Based on original content 
from TSR. Abandoned Arts Presents: Class Acts: Rogues © 2012, Daron Woodson; Author: Daron Woodson, based on material by Jonathan Tweet, Monte Cook, and 
Skip Williams. 
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