
Scat’s Racial Ability, Class Ability & Feat Descriptions (4th level) 
 
Halfling Racial Abilities 

• Small: As a Small creature, a halfling gains a +1 size bonus to Armor Class, a +1 size bonus on attack rolls, and a +4 size 
bonus on Hide checks, but he uses smaller weapons than humans use, and her lifting and carrying limits are three-
quarters of those of a Medium character. 

• Halfling base land speed is 20 feet. 
• +2 racial bonus on Climb, Jump, and Move Silently checks. 
• +1 racial bonus on all saving throws. 
• +2 morale bonus on saving throws against fear:  This bonus stacks with the halfling’s +1 bonus on saving throws in general. 
• +1 racial bonus on attack rolls with thrown weapons and slings. 
• +2 racial bonus on Listen checks. 
• Automatic Languages: Common and Halfling.  Bonus Languages: Dwarven, Elven, Gnome, Goblin, and Orc. 
• Favored Class: Rogue. A multiclass halfling’s rogue class does not count when determining whether she takes an experience 

point penalty for multiclassing. 
 
Rogue Class Ability Descriptions 

• 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. 

• 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. 

• 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. 

• 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. 
• 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 (see 
below) instead. 



Feat Descriptions 
• IMPROVED INITIATIVE [General, Fighter] 

Player’s Handbook pg 96 
Benefit: You get a +4 bonus on initiative checks. 
Special: A fighter may select Improved Initiative as one of his fighter bonus feats.  

 
• WEAPON FINESSE [General, Fighter] 

Player’s Handbook pg 102 
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. 

Special: A fighter may select Weapon Finesse as one of his fighter bonus feats.  Natural weapons are always considered light 
weapons. 

 


