	Hostility's Rogue Guide

So, you want to be a rogue? Well, the rogue is in my opinion one of the best and the most enjoyable classes to play. As well as being able to solo effectively you will able to dominate PVP action if you master the rogue class. If this sounds like a class you want to play then read on, if not, I don’t know why you’re reading this in the first place! Hopefully this guide will be able to help any rogues out there, whether you are a level 1 just starting out, or a lvl 60 1337 pwnz0r rogue :p
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1)      Introduction to a Rogue
 
A rogue is a melee damage dealing class. This means your ability to deal damage, in the form of direct melee hits and abilities, will far outweigh your ability to absorb damage from enemies. You are able to wear leather armour, which means your damage reduction will be greater than that of a mage or priest, but far inferior to a warrior or paladin class. Your damage however, will be up there with the best in the game, and as a level 60 class you will find your crits making almost 2000 damage with the right equipment. As well as this damage ability, you also fulfil the role of the “thief” type char that is around in most RPG games. You are able to use stealth abilities to effectively become invisible to enemies, and then strike them when they least expect. You also gain the ability to open locks using your lock picking ability. All in all, the rogue is a good class to play if you like stealthy backstabbing tactics. Even if you just like to go all out damage you will enjoy playing this class.
 
2)       Skills at your disposal
 
Well depending on your build, your main skills will be the following:
 
Sinister Strike – This skill is a must have, it is your solid basis for attack as a rogue. It is an essential skill and generally all talent templates will have 2/2 in improved SS. You will be using it from low level right up until lvl 60.
 
Eviscerate – This finishing move adds massive damage to the end of a combo, again, a must have skill for almost any talent guide since it deals SO much damage.
 
Ambush & Backstab – If you opt to go for a stealth type rogue, your main damage is going to come from these two skills. They are both similar in the fact that you can only use them from behind the target, the main difference being that Ambush can only be used from stealth and deals more damage. Using the gouge skill can help you get back in place after using backstab or ambush.

Gouge – This skill stuns the target allowing you to move back behind it to use backstab again. Very good for an ambush/backstab build.
 
Cheap Shot & Kidney Shot – These two skills are stuns. Cheap shot is an opening move, whereas Kidney shot in a finishing move. Both will stun the target without dealing much/any damage however. Bear in mind though, if u can keep the target constantly stunned you will receive no damage back.
 
Stealth – This is a very useful skill not only for launching ambush from, but for sneaking around places with enemies unaware of your position. Coupled with the master of deception and the camouflage talents, your stealth will be highly effective. Vanish is also a skill that allows you to go into stealth whilst in combat. However its on a much longer timer. It also requires the reagent flash powder.
 
Sap – This is undoubtedly useful for instances in a group. It stuns an enemy for a long period of time, allowing your group to break up groups of enemies into smaller more manageable ones. Coupled with a mage’s polymorph ability, you can effectively take a group of 3 monsters, and attack them one at a time.
 
The ones above are the skills you will find yourself using the most, however you will also use others such as Sprint, which increases your run speed for 15 seconds, and evasion which increases your dodge chance.
 
3)      What type of rogue should I be?
 
Although not obvious at the lower levels, you will have to make a choice as a rogue at some point. This choice determines which type of rogue you wish to be. You generally seem to have to be either an assassination/subtlety rogue, or a combat rogue. The assassination rogue being a dagger user, focusing on backstabs and ambushes, where a combat rogue will be a sword/mace user focusing on doing damage using sinister strikes (often referred to as SS) and eviscerate.
 
Weapon choices
Rogues are able to train in a large number of weapons, the trainers locations are listed below:
 
Alliance: 
Darnassus - Bow, Fist 
Stormwind - Sword, Crossbow 
Ironforge - Gun, Mace, Fist 

Horde: 
Orgrimmar - Bow, Fist 
Undercity - Sword, Crossbow 
Thunderbluff - Gun, Mace

Rogues "obvious" choice of weapon is a dagger, this is the one many rogues choose because as a rogue you are pushed towards this, by dagger specific skills early on. However, you are not limited only to daggers and infact there is an increasing number of rogues that prefer to use sword and mace class weapons. 

These weapons generally do more damage than a dagger, and so increase your burst damage output. There are also specialisation talents for maces and swords, as well as fist weapons. I don’t know much about fist weapons so ill mention only mace, sword and daggers.

Mace 
Mace specialisation gives a chance to stun the enemies for 3 seconds, 1% from one point up to 5% for 5 points into it.. Stun is incredibly useful as a rogue as it allows you to get off more attacks without the enemy hitting you in return. Also in PVP it means the player if a caster is unable to back away etc. The 5% chance that you get from 5 points into mace specialisation may not seem a lot but it does make a difference.

As a mace specialised user your not going to be using ambush/backstab etc, and your main damage will come from SS (Sinister Strike) and eviscerate. Blade fury is very useful as it increases your speed of attack, increasing your stunrate and potential to stunlock. Opening with cheapshot for extra stun is also useful for a mace user, as ambush and backstab are not available due to dagger requirements. A problem with using maces is that they are slow, and so using dual wield the miss rate is more apparent, however your larger damage hits should make up for this.

Sword
Sword specialisation gives a chance for an extra hit, this specialisation like mace is all about doing big damage in bursts. Because of the slowness, yet larger damage of the swords you are going to be hitting for a lot, but doing it less often. Sword and mace rogues are generally combat orientated specced, with little into the subtlety talent tree. You should mainly use SS to build up combat points finishing with an Evis for big damage. Swords suffer from a similar problem as mace users, in the fact that their attacks are slow and so the increased miss chance inflicted by the dual wield ability is more apparent.

Dagger
Dagger specialisation gives an extra chance to do a critical hit attack. It also opens up skills such as ambush/backstab. As a dagger rogue you are focusing on doing damage fast, which adds up, and also sneak attacks from behind such as ambush/backstab. Your damage from SS will not exceed a sword/mace combat specced rogue, however by using ambush and backstab effectively u can increase your damage up a lot.

You should spec subtlety if you wish to use a dagger rogue, Opportunity and improved ambush will increase your ambush damage dramatically, increasing your damage output. Gouge also will allow another backstab to be used into the battle. You will not exceed a sword/mace rogue in toe-to-toe fighting but if your preferences are sneaking up and attacking the enemy for huge damage, a dagger rogue is for you. Below I will go into the different builds available for each of these weapon choices.
 
Assassination/Subtlety (Dagger) Rogue –
 
For this build you are the typical stealthy attacker, you shine when it comes to group play but can also do well in solo levelling as well. Your PvP will also be good when it comes to this build. A suggested talent template for this build would be similar to below:
 
Known “30/8/13” Ambush/Backstab build:
 
Assassination Mastery 
Improved Eviscerate Rank 3 
Malice Rank 5 
Ruthlessness Rank 3 
Murder Rank 2 
Improved Slice and Dice Rank 2 
Relentless Strikes Rank 1 
Lethality Rank 5 
Improved Kidney Shot Rank 3 
Cold Blood Rank 1 
Seal Fate Rank 5 
Assassination Total: 30 

Combat Mastery 
Improved Gouge Rank 3 
Improved Sinister Strike Rank 2 
Improved Backstab Rank 3 
Combat Total: 8 

Subtlety Mastery 
Camouflage Rank 5 
Opportunity Rank 5 
Improved Ambush Rank 3 
Subtlety Total: 13
 
The 31/8/12 build substitutes one point of Improved Ambush for a point in Vigor for 10 energy. Which you go for is up to you, the 10 energy is a nice bonus, but I would suggest not bothering with it and instead getting 3/3 Improved Ambush, however this is just my opinion.
 
To play this type of rogue, you will be using daggers, and as explained above you will be using ambush/backstab to deal most of your damage. In solo play you should open with ambush -> gouge -> move behind mob and backstab, using SS whenever you need to and then finish using Eviscerate once you build up the combo points. Seal fate can allow you to get an extra combo point per attack, and so you can rack up the points fast. Plan your finishing move timing wisely, sometimes its better to hold off and wait till the mob is almost dead, before unleashing your finisher to prevent it running away and calling friends. In group play, so long as the tank can hold aggro you don’t need to gouge, you can get behind the mob and just spam ambush eviscerate to your hearts content and you will do MASSIVE damage. In a group, this build of rogue will out-damage all the others, but in solo you will find yourself lacking compared to a combat specced rogue.
 
A 21/8/22 Ambush Rogue Build:
 
Assassination: 21 points 

Improved Eviscerate 3/3
Malice 5/5 
Ruthelessness 3/3 
Murder 2/2 
Relentless Strikes 1/1 
Lethality 5/5 
Vile Poisons 1/5 
Cold Blood 1/1 

Combat: 8 Points 

Improved Sinister Strike 2/2 
Improved Gouge 3/3 
Improved Backstab 3/3 

Subtlety: 22 Points 

Camouflage 5/5 
Opportunity 5/5 
Improved Ambush 3/3 
Initiative 5/5 
Improved Sap 3/3 
Preperation 1/1
 
The arguments for this build against the 30/8/13 build are that you are able to stealth 3 times. Your main battleplan is to open up with cheapshot most likely giving you 2 combat points, then use a backstab for your 3rd, and finish with a gouge for your 4th. At this point you can either backstab again then turn on cold blood and use an eviscerate 5 point for massive damage. If this doesn’t take out your enemy, you can vanish and then start over. If a second cycle of this doesn’t work, you can use preparation then use vanish again and do it one more time. If this doesn’t kill your enemy, your pretty much dead anyway. A lot of bosses may be immune to cheap shot, and so using Ambush is a good alternative starter for this. Use your own initiative as to when to open with Ambush or Cheap Shot.
 
Comparison between the 2 builds:
 
The main flaws in the 21/8/22 build are that it heavily relies on timed abilities. Also if you get hit by a DoT spell (Damage over time) your stealth abilities are useless and so you cant use your backstab etc. Using preparation will get back your evasion/sprint abilities, but vanish is useless if you are DoT affected. The 30/8/13 is a more general purpose build because it doesn’t rely so much on these timed abilities to perform your combos. Seal fates ability to rack up combo points fast means you can be using cold blood Eviscerate for massive damage in no time at all. However due to lack of the preparation skill, once you’ve use used timed abilities they wont be usable for the rest of the fight. It seems that the 30/8/13 build is a better all round build than the 21/8/22 but every 10 minutes when the timed abilities are all back, the 21/8/22 build will shine. Depending on your play style and personal preference, both of these builds are very viable.
 
The Combat (Sword/Mace) Rogue:
 
For this build your generally more straight-up-fighting kind of rogue, more like a warrior, none of that stealthy attacking malarkey, just good old fashioned damage, and lots of it, and fast too.
 
Combat/SS build:
 
Assassination Mastery 
Improved Eviscerate Rank 3 
Malice Rank 5 
Ruthlessness Rank 3 
Improved Slice and Dice Rank 1 
Relentless Strikes Rank 1 
Lethality Rank 5 
Assassination Total: 18 

Combat Mastery 
Improved Sinister Strike Rank 2 
Lightning Reflexes Rank 5 
Deflection Rank 5 
Precision Rank 5 
Riposte Rank 1 
Dual Wield Specialization Rank 5 
Mace Specialisation Rank 5 // Sword Specialisation Rank 5
Blade Flurry Rank 1 
Aggression Rank 3 
Adrenaline Rush Rank 1 
Combat Total: 33
 
P.S this talent template is often changed to 31/20 instead, but I personally prefer the 33/18, again your choice on this, both work well.
 
Because of your lack of ambush/backstab abilities, you are going to use swords or maces for your weapons. This is because the build is based around Sinister Strikes and the bigger the damage weapons the better. For PvE Grinding I would put this build as the best build out there. Your min damage is always good and your crits are pretty high too. Your fights generally will not end in a few hits but as the fight goes on longer, your damage will get better. This is a good build for taking out plate wearers also. Adrenaline Rush and Blade Flurry can make your damage increase massively if used at the right time. With this build you will be able to hold your own in PvP but you excel in Solo PvE really.
 
The Stunlock Rogue:
 
This rogue will focus on stunning his opponent so much that they can’t get a chance to run away/attack you back. 
 
Assassination Talents (21 points) 
Malice - 5/5 points 
Improved Eviscerate - 3/3 points 
Ruthlessness - 3/3 points 
Murder - 2/2 points 
Relentless Strikes - 1/1 point 
Lethality - 5/5 points 
Improved Instant Poison – 1/5 point
Cold Blood – 1/1 point

Subtlety Talents (30 points) 
Master of Deception - 5/5 points 
Camouflage - 5/5 points 
Elusiveness - 5/5 points
Opportunity - 5/5 points 
Ghostly Strike - 1/1 point 
Initiative - 5/5 points 
Improved Cheap Shot - 2/2 points 
Preparation - 1/1 point
Hemorrhage 1/1 point
 
Your combo should be cheapshot -> hemo ->gauge -> kidney shot, you can then blind vanish repeat before they even get out of the stun. If you can use this correctly it is devastating. When they are low on life drop a cold blood Evis for max damage. You will be really good 1v1 but in group combat you will not be so efficient. If you like killing random people in 1v1 you will like this build.
 
So basically to sum up the builds. You have 3 main types of build available to you as a rogue. Ambush, Combat, Stunlock. Ambush focuses on damage from stealth, Combat focuses on straight up damage, and Stunlock focuses on keeping your opponent stunned constantly so he has no chance to return any damage. All the builds are very good and you should choose one based on the style of play you prefer.
 
4)      Professions
 
Skinning/Leatherworking – This would be the prof that really stands out as the obvious choice for a rogue. This is because you are able to create some nice leather items for your rogue to wear. At higher levels you get the ability to choose 3 different types of leatherworking, elemental, tribal & dragon. These allow you to create different types of armours. All of them are good, and again its just your choice which you pick.
 
Skinning/Mining – If you’re not really bothered about making any cool items, and simply want some gold, then skinning/mining is your best bet. Collecting the skins and ore and then selling them on the AH is a good way to quickly gather wealth, especially at higher levels. As a rogue your able to solo well and so you should have no trouble getting enough corpses to skin, and enough veins to mine. This is really the only profession setup that actually makes money.
 
Herbalism/Alchemy – This will allow you to create potions. Although maybe not the obvious choice for a rogue, the potions (especially healing) can reduce your downtime and increase your ability to kill. The herbalism is also helpful when it comes to finding the ingredients for your potions, should you choose to go into them.
 
Enchanting – This is obviously useful for a rogue as it means you can enchant your weapons with nice buffs as well as other peoples such as your friends or guild mates. I’m not quite sure which other prof to put with this, although I expect for a rogue a gathering prof such as skinning or herbalism would probably be the best.
 
5)      Rogue specific skills
 
As a rogue you are able to create poisons and pick locks. To use poisons you need to complete a rogue quest. For hode this quest is Mission "Deep Cover" which leads to "Mission : Possible but not Probable". For the Alliance (i.e yourself) the quest chain starts with "Mathias and the Defias" which then continues into "Klaven's Tower" which after completion grants you the ability to use poisons. Once you are level 20 (which you already are) and have completed the relevant quest for your faction, you will be able to start creating poisons and using them. Poisons add attacks to your weapons for 30 minutes or sometimes 15 charges. They can be very useful although sometimes expensive.
 
Lockpicking is very useful as a lot of the higher level mobs can be pickpocketed for locked chests. These often contain items with decent value. To start your lockpicking skills you should receive a quest from your main city at lvl 16. This will get you the thieves tools which you require for lockpicking. Every level as a rogue increases your lockpicking cap by 5, so you don’t need to worry about trainers or anything like that. You will find as you increase your level higher, more people will require your lockpicking services.
 
6)      Rogue in PvP
 
Rogues are definitely a PvP catered class. Everything about them screams player vs. player combat. This is probably why they are so popular on the PvP servers. And don’t worry, despite the high expectations, the rogue class delivers. All of the talent builds mentioned earlier fare well in PvP combat. Below I will list the best strategies to use against the different classes in WoW.
 
Rogue vs. Druid
 
Basically against a druid you have a good chance of winning. If they are a caster druid you are able to stealth ambush them gouge then backstab for decent damage, with a final evis and repeat and they are pretty much toast. Entangle is the main problem here but if you can just wait it out or use a spiders belt you shouldn’t have too much problem. A druid in shapeshift form should be handled like a warrior and will just die a lot easier though. Not too hard a matchup for a decent rogue here.
 
Rogue vs. Mage
 
At first, this match-up seems a sure win for the rogue. And at lower levels it definitely is. Below 20 a mage has no chance against a rogue that knows what he is doing. However, once a mage reaches 20 and receives the blink spell, the tide of the battle turns in the mages favour. Unless the mage doesn’t know what he’s doing, a rogue will lose this match-up 9/10 times. Blink breaks any stuns, and frost nova is enough to keep the rogue at a decent distance. If you are lucky you may be able to sprint up the mage after he has blinked, this is basically your only chance of success I’m afraid. There is an item called a spider belt, which allows you to break free of roots, which will help immensely against the frost nova. With this belt you have a good chance of beating a mage.
 
Rogue vs. Warrior
 
Again, The rogue fares pretty badly against an intelligent warrior. Your main chance here is if you are a stunlock rogue. The CS -> Hemo -> Gauge -> KS -> Blind vanish repeat works well against the warrior to get a good load of damage in before he has a chance to do anything. If your not a stunlock rogue, a good ambush will hurt him a lot and you can attempt to gauge, failing that if you’re a combat rogue, your best chance is to SS Evis Spam and hope the warrior is an idiot. Always watch the warriors rage bar, and be aware of his overpower mortal strike ability. If you can keep him stunned, you have a chance. Don’t go toe-to-toe with a warrior or you will lose, plate vs. leather is no contest.
 
Rogue vs. Shaman
 
Chain stun them with CS-> Hemo -> Gouge -> KS -> Blind->Vanish->CS repeat. Works well usually. Their instant heal helps them out a lot so don’t get drawn into a toe-to-toe battle thinking you can win. If they are above 40 they will have mail and so their defense will be a lot greater than yours. Ambush gauge backstab works quite well also in this matchup.
 
Rogue vs. Paladin
 
A Paladin with their healing and invulnerability can pose a hard match-up for a rogue. Paladins can be a rogues worst nightmare. The best way to deal with a paladin is get him to waste his shields, as they are on timers and cant be used again generally in a battle. By doing some decent damage to him using a stun combo evis, and then gouge walk away and restealth you can lure him into wasting one of his shields. Gouge is generally accepted as the key to beating a paladin. Once they are gauged and you restealth you can hit them with another stun and hurt them some more. Another good tactic is to circle round them dealing backstabs whenever u can if you don’t get a chance to gauge and back away. Their heals and immunes will drag this into a drawn out fight so make sure you are able to heal in some way, using bandages is the best way although potions if you have them are great too. You need to be dealing more damage than they are healing in order to win, making them waste their shields is the key, because a paladin without shields against a clever rogue with decent hp = a dead paladin. This is a battle you CAN win, its just a lot harder than any other class.
 
Rogue vs. Priest
 
If you are undead, you have a chance here. If not, go home now. The best way to go is all out offense. Do as much damage as possible to the priest as u can so he is forced into healing. Backstab and Evis deal insane damage when they crit, so use this to your advantage. Make sure to use sprint to get back to the priest ASAP after you have been feared. The priests shield can absorb 900 damage, so this gives a kind of idea of the damage you need to be hitting it with. If the priest is an idiot, you do have some kind of chance as a rogue other than undead, but if he has half a clue this is probably an uphill struggle.
 
Rogue vs. Hunter
 
If you have improved sap, and can get a sap on the hunter, you will be able to disarm the trap that he will have undoubtably set. If you don’t, and get frozen you can still sprint towards the hunter and reach him. Ignore his pet totally and focus on the hunter itself. Preparation will help wonders in this matchup, allowing u to use 2 evasions sprints as well as vanish twice. Also if you can hit him with a blind, you may be able to disarm the trap. If you run out of sprints your basically dead so make sure you stay right up in his face. Cold blood helps a lot here with your damage. Just don’t let him get ranged on you and you should be able to defeat.
 
Rogue vs. Warlock
 
Antifear of the undead helps immensely again here, but the matchup is not half as hard as against a priest. Get a stunlock in on the warlock and unless some major damage and he wont last too long. After you are feared, sprint back towards and circle backstab. His lack of defense will ensure he falls pretty rapid.
 
Rogue vs. Rogues
 
Whoever gets the opener will win. Almost all the time this is the case. If you get lucky u may be able to vanish bandage if he doesn’t rupture you.
 
__________________________________________________________
 
Anyway, this is the end of my guide. Hopefully some of the higher level players may find it useful as well as players new to the class. If you have any questions you can find me on the warcrafttavern.com forums as Hostility.
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