The Rogue Discipline (V.0.18)





By Daniel Routhier





	“Yes, I steal from people, that much is true. Call me a highway robber if you will, but I make a powerful addition to any group of adventurers, providing thieving skills for safe passage in long lost kaers, yet I can also hold my ground when you need me in battle.”  (Kissath, T’skrang Rogue)





The Rogue Discipline follows a path similar to one of a brigand or a highway robber. The Rogue starts out by learning the ropes by loosely following the Thief Discipline but breaks away from the stealthy intricacies of the Thief Discipline for a more head-on approach to life. In other words, he diverges into a more “warrior-like” discipline after that which is much more physically rigorous than the Thief Discipline and does not use so much subtlety as brute force to get what it wants.





Rogues usually reside in bands of 10 to 25 individuals. Occasionally a rogue might befriend a group of adventurers and join up with them and offer his always useful abilities to the group. Such events are rare and mostly occur when a rogue’s former band is killed and he is the only survivor or if he is chased out of his band for some reason or another (wasn’t aggressive enough, etc). Rogues always have a shadowy past behind them, so lawful individuals will usually have trouble with the way rogues will react to a given situation. Rogues can make very resourceful companions if given the chance. 





Important Attributes: Dexterity and Perception


Racial Restrictions: None


Karma Ritual: The Rogue must plan out an ambush in his head.  He then proceeds to execute the plan in his mind. The task is completed when he has robbed or killed the last of his victims.


Artisan Skills: Acting, Sculpture, Wood Carving











Roleplaying Suggestions





Rogues, as mentionned above, make useful companions. What they lack in stealth they easily make up in strength. Anyone who wishes to play a Rogue should take the following into consideration:





The Rogue caste is one which accepts no errors or failures. Rogues are strict within their groups, and mercy is not a quality they bear well. Lack of loyalty most often results in the death of the traitor. In opposition, a Rogue in dire need will receive the aid of his group and adjacent groups if possible.





They will often react to certain situations in a way similar to the one they were taught even after leaving their group of origin. As such, they will sometimes get caught up in a web of troubles in cities and other lawful and civilized agglomerations due to their lack of tact and etiquette.





One must remember that the reason a Rogue will usually join an adventuring group is not so dissimilar to a Thief's. Wealth is what Rogues wish to acquire, more than Knowledge or Fame. A companion should always be weary that a Rogue might be thinking of stabbing him in the back if the end result benifits the Rogue at that particular moment. 





Rogues might forgive but will never forget. Anyone trying to double-cross a Rogue does so at his own risk. If not now, the Rogue will surely take revenge at a later time when he has gained the element of surprise.




















Rogue Titles:





Circle			Title


						


    1			Thug


    2			Scoundrel


    3			Mugger


    4			Robber


    5			Looter


    6			Pilferer


    7			Bandit


    8			Brigand


    9			Rogue


   10			Raider


   11			Outlaw


   12			Fugitive


   13			Highwayman


   14			Hijacker


   15			Master Rogue








1st Circle


Talents:


Climbing


	Karma Ritual


Lock Pick*


	Melee Weapons


Silent Walk


Surprise Strike*





2nd Circle


Talents:


	Avoid Blow*


Durability (6/5)


	Lock Sense*


	


3rd Circle


Talents:


	Missile Weapons*


	Riposte





4th Circle


Easy Loot: At the cost of 2 Strain Points, the Rogue can illuminate any valuables within 10 yards with a faint blue light. Hidden items will reveal a faint glow.


Talents:


	Fence


	Thread Weaving (Rogue Weaving)*





5th Circle


Karma: The Rogue may spend a Karma point for actions using Dexterity only.


Talents:


Throwing Weapons	


Trap Initiative*


	


6th Circle


Physical Defense: Increase the rogue’s Physical Defense by 1. 


Talents:


	Stopping Aim*


Wound Balance





7th Circle


Evaluate Loot: At the Cost of  3 Strain Points, the Rogue may individually evaluate the approximate value of all the loot he has stolen in the last 24 hours. He does not get exact numbered values, only indications in the guise of  “This is worthless” or “This might be worth more than it looks”.


Talents:


Conceal Weapon*


Disguise


	


8th Circle


Spell Defense: Increase the rogue’s Spell Defense by 1.


Talents: 


Anticipate Blow*


	Detect Weapon





9th Circle


Recovery Tests: The rogue gains an additional Recovery Test per day.


Social Defense: Increase the rogue’s Social 
