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Level Up Playtest #3 
Rogue 

Welcome to the second Level Up playtest document. This playtest contains a candidate 
for the game’s Rogue class up to 10th level. 

What this is 
This is a playtest document. We’d love you to try out the rules presented here, and then 
answer the follow-up survey in a few days.

What this is not 
This is NOT the final game. It’s OK if you don’t like elements of these rules; that’s the purpose 
of a playtest document. Be sure to participate in the follow-up survey in a few days. All data, 
positive or negative is useful.

What we use this for 
Your survey responses help form the direction of the game as it goes through the development 
process.

Don’t forget! 
Sign up for the mailing list for notifications of playtests, surveys, and news, and also ensure 
you get notified on Kickstarter when the project launches in 2021.

https://mailchi.mp/enpublishingrpg/level-up
http://www.levelup5e.com


Rogue 
As the orc’s boot touches a flagstone an almost 
inaudible click warns them of danger. They 
tumble out of the way just as three spikes burst 
from the floor in a cloud of dust and masonry. The 
orc looks regretfully at the casualty claimed by the 
trap: an iron spike has impaled their large and 
magnificent hat.
   The halfling braces herself against a tree branch 
and leaps into the void. She lands squarely on the 
back of the armored beast. As it tries to dislodge 
her she plunges her daggers into a gap between its 
chitinous plates!
    The languid human screws in his monocle and 
examines the guard captain. “I assure you that I 
was nowhere near the palace when that window 
was broken. Now, since your cleric’s zone of truth 
vouches for my honesty, I presume that I may 
go?” As the guards release him he smiles politely, 
clutching a slingshot hidden in his sleeve.
   Rogues are experts in stealth and subtlety. 
They study the society around them, seeking 
to master a collection of tricks that will grant 
them the advantage in any contingency.

Denizens of the Shadows 
While rogues vary widely in their skills and 
motives, they all ply their trades in the 
shadows—outwitting defenses, evading 
guardians, and uncovering treasures or 
secrets that others might prefer hidden. 
    Many rogues are criminals who prey upon 
their communities, assassinating foes or 
planning daring heists. Others leave settled 
lands behind to explore dark ruins. Even 
those rogues who champion law, like spies 
and investigators, live on the shadowy edges 
of society, never fully embraced by the 
people they serve.

Life on a Knife’s Edge 
In battle rogues are elusive targets. They rely 
on reflexes and light armor to avoid 

punishment, and their sharp blades strike at 
gaps in armor to wound with precision 
rather than power.
    Rogues spend long hours honing their craft 
until they can perform amazing feats—
clambering silently up a wall, disarming a 
trap with the flick of a lockpick—with almost 
no chance of failure. They’re always looking 
for an edge in their endless competition 
against the world, for the narrowest edge 
might be the one that keeps them alive.

Creating a Rogue 
Who trained you in your specialized set of 
skills, and for what purpose? Were you 
raised as a member of a criminal organization 
or a swindler’s apprentice? Or did you learn 
the lessons taught by cold streets and hungry 
nights?
   Why did you strike out on your own? Was 
your mentor killed, or were you double-
crossed by your gang? Are you on the run, or 
chasing crooks? Or are you simply looking to 
get rich quick?

Class Features 
Hit Dice: 1d8 per rogue level
Armor: Light armor
Weapons: Simple weapons, hand crossbows, 
   longswords, rapiers, shortswords
Tools: Disguise kit, thieves’ tools
Saving Throws: Dexterity, Intelligence
Skills: Choose four from Acrobatics,  
   Athletics, Deception, Insight, Intimidation, 
   Investigation, Perception, Performance, 
   Persuasion, Sleight of Hand, and Stealth

Equipment 
You begin the game with 125 gold which you 
can spend on your character’s starting 
weapons, armor, and adventuring gear. You 
can select your own gear or choose one of the 
following equipment packages. Also consult 
the Suggested Equipment section of your 
chosen Background.
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   Equipment Package #1 (cost 85 gp): 
Shortsword, shortbow, a quiver of 20 arrows, 
explorer’s pack, leather armor, 2 daggers, 
thieves’ tools.
   Equipment Package #2 (cost 75 gp): 2 
shortswords, sling, 20 slingstones, burglar’s 
pack, leather armor, 2 daggers, thieves’ tools.

Expertise Dice 
Some class features grant you an expertise 
die in a specific skill or tool proficiency. 
When you make an ability check in which 
you have an expertise die, roll 1d4 and add 
the number rolled to the result of your check.
   You can never roll more than one expertise 
die on the same check. If another class feature 
grants an expertise die that applies to the 
same skill or tool proficiency, you don’t gain 
another die; instead, the size of the expertise 
die increases for that check, from 1d4 to 1d6, 
or 1d6 to 1d8. If you have a 1d8 expertise die 
on a check, further expertise dice have no 
effect.

Exploration Knack 
Your focused training allows you to use your 
skills in ways that others can’t. At 1st level 
you gain a rogue exploration knack of your 
choice. Your exploration knacks are detailed 
at the end of the class description. The 
Knacks Known column of the Rogue table 
shows when you learn more exploration 
knacks. Unless otherwise noted, you can gain 
each knack only once. 

Sneak Attack 
Beginning at 1st level, you fight with 
precision, taking advantage of momentary 
lapses in an opponent’s concentration. Once 
per turn, you can deal extra damage when 
you hit a creature with a finesse or ranged 
weapon. The amount of extra damage is 
shown in the Sneak Attack column of the 
Rogue table. 
   In order to apply this damage, you must 
not have disadvantage on the attack and 
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Level Sneak 
Attack Features Knacks 

Known
Maneuvers 

Known
Maneuver 

Degree

1st 1d6 Expertise Dice, Exploration Knacks, 
Sneak Attack, Thieves’ Cant 1 0 -

2nd 1d6 Combat Tactic, Cunning Action, 
Martial Maneuvers 1 2 1st

3rd 2d6 Roguish Archetype, Deceptive Trick, 
Trapsmith 2 2 1st

4th 2d6 ASI 2 3 1st

5th 3d6 Improved Critical 3 3 1st

6th 3d6 Observant Trick 3 3 1st

7th 4d6 Improved Trapsmith 4 4 2nd

8th 4d6 ASI, Defense Style 4 4 2nd

9th 5d6 Roguish Archetype 5 4 2nd

10th 5d6 Subtle Trick 5 5 2nd
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your target must be within 5 feet of another 
enemy of the target who is not incapacitated. 
Alternatively, you can apply sneak attack 
damage if you have advantage on the attack.

Thieves’ Cant 
Beginning at 1st level, you know thieves’ 
cant: a set of slang, hand signals, and code 
terms used by professional criminals. A 
creature that knows thieves’ cant can hide a 
short hidden message within a seemingly 
innocent statement. A listener who knows 
thieves’ cant understands the message.
   Thieves’ cant also includes a set of secret 
written symbols which can convey simple 
concepts associated with crime, such as 
danger, secret exits, sellers of stolen goods, 
and whether a location is the territory of a 
specific gang. 

Combat Tactic 
At 2nd level, you adopt a set of moves and 
tactics which complement your preferred 
combat strategies. Choose one of the 
following options. Each time you gain a level, 
you may change this choice.

Ambusher

When you begin your turn hidden from a 
creature, you gain advantage on your melee 
attacks against it until the end of your turn.

Carver

When you deal Sneak Attack damage with a 
dagger, your attack deals an additional 1d6 
damage.

Sniper

You gain a +2 bonus to damage rolls you 
make with ranged weapons. 

Cunning Action 
Beginning at 2nd level, you use your mobility 
to weave through the battlefield. Each turn in 
combat, you can use a bonus action to take 
the Dash, Disengage, or Hide action. 

Maneuvers 
At 2nd level you gain the ability to use 
combat maneuvers. You gain proficiency in 
two martial traditions from the following list: 
Biting Zephyr, Mist and Shade, or Rapid 
Current. You learn two maneuvers of your 
choice from a tradition in which you are 
proficient, and gain an exertion pool equal to 
your proficiency bonus. You regain any spent 
exertion at the end of a short or long rest. The 
Maneuvers Known column of the Rogue 
table shows when you learn more maneuvers 
from a tradition in which you are proficient, 
while the Maneuver Degree column shows 
the highest degree you can select maneuvers 
from at a given level.
   Additionally, whenever you learn a new 
maneuver, you can choose one of the 
maneuvers you know and replace it with 
another maneuver of the same level from a 
tradition in which you are proficient.

Combat maneuvers are detailed in the fighter 
playtest package. Go to levelup5e.com to 
download that package.

Roguish Archetype 
At 3rd level, you choose an archetype: a 
specialization that defines how you approach 
the challenges of your profession. Your 
archetype choice grants you features at 3rd 
level and then again at 9th, 13th, and 17th 
level.

Innocent Facade  
Beginning at 3rd level, you are skilled at 
hiding your motives. Choose one of the 
following options. 
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Cipher 

You gain an expertise die on Deception 
checks. You can invent ciphers, and are able 
to teach a cipher to others. Anyone who 
knows a cipher can encode and read hidden 
messages made with it; the apparent text 
must be at least four times longer than the 
hidden message. Other creatures can spend a 
minute to make an Investigation check (DC 8 
+ your proficiency bonus + your Intelligence 
modifier) to detect the presence of a cipher, 
and are able to read the hidden message if 
they succeed by 5 or more.
   Additionally, you have advantage on 
Investigation checks made to detect and 
decode ciphers and codes.

Distraction 

You gain an expertise die on Performance 
checks. You can use an action to make a 
Performance check, opposed by the Insight 
check of a creature of your choice that can see 
or hear you. On a failure, the creature has 
disadvantage on Perception checks and a –5 
to its passive Perception score until the end 
of its next turn.

Veiled Threat 

You gain an expertise die on Intimidation 
checks. When you succeed on a verbal 
Intimidation check, creatures other than the 
target of your check don’t recognize your 
hostile intent.

Trapsmith 
Beginning at 3rd level, you can take 10 
minutes and use your thieves’ tools to 
boobytrap a 5-foot-square area or a Large or 
smaller object. Your trap can be anything 
from a needle in a lock to a rockfall in a 
passageway. 
   The trap's DC is 8 + your Dexterity bonus + 
your proficiency bonus. A creature can spot 
the trap by making a Perception check 

against the trap's DC. Creatures aware of the 
trap may avoid or disable it without a check. 
When a creature enters the trapped area or 
interacts with the trapped object it makes a 
Dexterity saving throw against the trap's DC 
or triggers the trap, which deals damage 
equal to your Sneak Attack. The type of 
damage dealt (bludgeoning, piercing, or 
slashing) is determined by the nature of your 
trap. 
   Once a trap has been triggered, it is 
disabled. Once a creature has fallen victim to 
one of your traps, it can automatically spot 
others. 
   Describe the mechanics of your trap to your 
GM. Logic determines which traps can be 
built where; for instance, a swinging axe can't 
be hidden in a jewelry box.

Ability Score Improvement 
When you reach 4th level, and again at 8th, 
12th, 16th, and 19th level, you can increase 
one ability score of your choice by 2, or you 
can increase two ability scores of your choice 
by 1. As normal, you can’t increase an ability 
score above 20 using this feature.

Improved Critical 
Beginning at 5th level, your weapon attacks 
score a critical hit on a roll of 19 or 20. If you 
gain Improved Critical from another class, 
your weapon attacks score a critical hit on a 
roll of 18–20.

Shrewd Judgment 
Beginning at 6th level, your ability to read 
others makes you as dangerous in 
conversation as you are in a dark alley. 
Choose one of the following options.

Tricky Interrogation

You gain an expertise die on Deception 
checks. When you ask a yes or no question to 
a creature you can see, you can make a 
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Deception check opposed by the target’s 
Deception check. On a success, you learn 
whether the target believes the answer to be 
yes or no, even if they didn’t reply. On a 
failure, you can’t use Tricky Interrogation 
against that target for 24 hours.

Quick Frisk 

You gain an expertise die on Sleight of Hand 
checks. You can touch a target to learn what 
they are carrying. Make a Sleight of Hand 
check opposed by the target’s Perception. On 
a success, you learn what types of objects 
they are carrying. If they are carrying coins, 
you know the approximate number. For the 
next 24 hours, any Sleight of Hand checks 
you make against the target have advantage. 
On a failure, you can’t use Quick Frisk 
against that target for 24 hours.

Spot Tell

You gain an expertise die on Insight checks. 
Whenever a creature makes a Deception 
check opposed by your Insight check and 
you win the opposed check, you also learn to 
recognize signs that the target is bluffing. For 
the next 24 hours, you have advantage on 
Insight checks made against the target.

Defense Style 
At 7th level, your honed reflexes allow you to 
avoid danger. Choose one of the following 
options. Each time you gain a level, you may 
change this choice.

Evasion

When you make a Dexterity saving throw 
against an effect that deals half damage on a 
success, you take no damage on a success 
and half damage on a failure.  

Artful Dodger

When you attack with a melee weapon in one 
hand while your other hand is empty, you 
may use the Dodge action as a bonus action. 

Uncanny Dodge

When you are hit by an attacker that you can 
see, you can use your reaction to halve the 
damage from the attack.

Improved Trapsmith 
At 7th level, your traps are more elaborate 
and deadly. In addition to the trap’s damage, 
you may add one of the following 
characteristics to each trap you build.
   Area Trap. When the trap is triggered, each 
creature within 10 feet of the booby-trapped 
area or object must make a saving throw or 
be damaged by the trap.
   Hazard Trap. The target falls in a pre-
existing pit or hazard that you have 
concealed (see Chapter 12: Gamemastery).
   Immobilization Trap. The target is caught in a 
net or hunting trap (see Chapter 4: 
Equipment).
   Poison Trap. You may add a contact or injury 
poison to the trap (see Chapter 12: 
Gamemastery). The victim of the trap is 
affected by the poison. The poison is 
consumed.
   Vial Trap. Everyone within 5 feet of the trap 
must make a Dexterity saving throw or be 
splashed with a liquid, such as acid or 
alchemists' fire (see Chapter 4: Equipment). 
The liquid is consumed.

Low Profile 
Beginning at 10th level, you can avoid notice 
when you wish. Choose one of the following 
options. 

Costumer 

You gain an expertise die on checks made 
with a disguise kit. When you use a disguise 
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kit on yourself or another person, creatures 
have disadvantage on checks made to see 
through the disguise.

True Lie 

You gain an expertise die on Persuasion 
checks. Your lies are so convincing that you 
half believe them yourself. You can use the 
Persuasion skill instead of the Deception skill 
when you are telling a lie.

Walk it Back

You gain an expertise die on Deception 
checks. As a reaction when an ally would fail 
a Deception check to tell a lie, you add a 
supporting detail. Make a Deception check 
and substitute your total for theirs.

Exploration Knacks 
When you gain access to a new exploration 
knack, choose one of the following.

Agile Athlete

You gain an expertise die on Athletics checks 
and a climb speed equal to your walking 
speed.

Boobytrapper

You gain an expertise die on Sleight of Hand 
checks. You may make a Sleight of Hand 
check to conceal caltrops, ball bearings, a 
hunting trap, an alarm bell, or other Tiny 
traps. The result of your Sleight of Hand 
check is the DC for discovering these 
obstacles. They can be spotted without a 
check if they are not obscured.

Delay Trap

You gain an expertise die on checks made 
with thieves’ tools. When you would trigger 
a mechanical trap on your turn, your alert 
senses warn you of danger before you 

complete the action. You may immediately 
end your turn in order to delay the trap’s 
effects until the start of your next turn.

Expertise Training

You gain an expertise die on one of the 
following skill or tool checks: Acrobatics, 
Athletics, Investigation, Perception, Stealth, 
thieves’ tools. You may choose this knack 
more than once.

Extra Skill Training

You gain proficiency with one of the 
following skills or tools: Acrobatics, Athletics, 
Investigation, Perception, Stealth, thieves’ 
tools. You may choose this knack more than 
once.

Hide in the Shadows 

You gain an expertise die on Stealth checks. 
You can attempt to hide while you are in an 
area of dim light.

Observer

You gain an expertise die on Perception 
checks and increase your passive Perception 
score by 3. 

Scout Leader

You gain an expertise die on Stealth checks. 
When your party makes a group Stealth 
check, you may apply your result to yourself 
and one ally after seeing the results of all 
rolls. Additionally, when you are traveling, 
you can move stealthily at a normal pace.

Sense for Secrets    

You gain an expertise die on Investigation 
checks. You have a sense for finding hidden 
things. You can spend a minute observing an 
area. If there are tricks, traps, secret doors, or 
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other unusual features of a nonmagical 
nature within 30 feet of you on an 
unobscured surface you can see, you know 
something nearby is worth investigating, but 
not what or where it is. You can’t use this 
ability twice on the same area. 

Tuck and Roll

You gain an expertise die on Acrobatics 
checks. When you would take falling 
damage, make an Acrobatics check and 
reduce the damage by an amount equal to 
the result of the check.
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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 
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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 1.0a © 2000, Wizards of the 
Coast, Inc.
System Reference Document © 2000, Wizards of 
the Coast, Inc.; Authors:
Jonathan Tweet, Monte Cook, and Skip Williams, 
based on material by E. Gary Gygax and Dave 
Arneson.
System Reference Document 5.1 Copyright 2016, 
Wizards of the Coast, Inc.; Authors Mike Mearls, 

Jeremy Crawford, Chris Perkins, Rodney 
Thompson, Peter Lee, James Wyatt, Robert J. 
Schwalb, Bruce R. Cordell, Chris Sims, and Steve 
Townshend, based on original material by E. Gary 
Gygax and Dave Arneson.
Pathfinder Roleplaying Game Reference 
Document. © 2011, Paizo Publishing, LLC; 
Author: Paizo Publishing, LLC.
Level Up Playtest Document #1. © 2020 EN 
Publishing.
Level Up Playtest Document #2. © 2020 EN 
Publishing.
Level Up Playtest Document #3. © 2020 EN 
Publishing.

Open Game Content
Except for material designated as Product 
Identity, the game mechanics of this document are 
Open Game Content. 

Product Identity
The following items are designated Product 
Identity: all trademarks, proper nouns, and 
descriptive text, the names ‘Level Up’ and ‘A5E’.

Level Up Playtest © 2020 EN Publishing. 
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