Chapter Four: Character Classes

THIEF
While many adventurers rely on a sharp blade and heavy armor to defeat their foes, the thief prefers to let others do the fighting. Instead, he relies on his golden tongue and sharp mind to get what he wants. The thief prefers to achieve victory through subtle methods. He might simply sneak past a guard to rob the treasury or knife an opponent in the back when she least expects it. 

The thief is a master trickster. He can outwit almost anyone, and most warriors know to keep up their guard when battling him. The thief is at his best when his opponents underestimate him. With a deceptive word and a clever ploy, he can slip a dagger between even the toughest warrior’s ribs. 

Thieves rely on Dexterity and Charisma to survive. A good Dexterity allows them to dodge blows and evade detection with ease, while a 
good Charisma helps them trick their enemies. 

Hit Die: 1d4+4/level 

SKILL GROUPS 

Thieves gain access to the Agility, Athletics, Robbery, Social, Stealth, and Theatrics skill groups. In addition, they tend to master a broad variety of skills in other areas. A highly intelligent thief might be able to acquire competence in almost every available skill. 

Thieves also can spend far more ranks in a skill than normal. This skill expertise ability is described below. 

Skill Points at 1st Level: (12 + Intelligence modifier) ×4 

Skill Points at Each Additional Level: 12 + Intelligence modifier 
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	Level
	Base Attack
	Base Defense
	Sneak Attack
	Special Abilities
	Social Mastery
	Defense Mastery
	Lore Mastery
	Other Mastery
	

	
	1
	+0
	+1
	1d6
	Trick, Shin kicker
	2
	1
	-
	-
	

	
	2
	+1
	+2
	1d6
	Skill expertise +1
	2
	1
	-
	-
	

	
	3
	+2
	+3
	1d6
	Trick, Evasion
	3
	2
	1
	-
	

	
	4
	+3
	+4
	2d6
	Uncanny dodge
	3
	2
	1
	-
	

	
	5
	+3
	+5
	2d6
	Trick, Skill expertise +2
	4
	3
	2
	1
	

	
	6
	+4
	+6
	2d6
	—
	4
	3
	2
	1
	

	
	7
	+5
	+7
	3d6
	Trick, Unassuming target
	5
	4
	3
	2
	

	
	8
	+6
	+8
	3d6
	Skill expertise +3
	5
	4
	3
	2
	

	
	9
	+6
	+9
	3d6
	Dirty Trick
	6
	5
	4
	3
	

	
	10
	+7
	+10
	4d6
	Cheat Death
	6
	5
	4
	3
	

	
	11
	+8
	+11
	4d6
	Dirty Trick
	7
	6
	5
	4
	

	
	12
	+9
	+12
	4d6
	Improved uncanny dodge
	7
	6
	5
	4
	

	
	13
	+9
	+13
	5d6
	Dirty Trick
	8
	7
	6
	5
	

	
	14
	+10
	+14
	5d6
	—
	8
	7
	6
	5
	

	
	15
	+11
	+15
	5d6
	Dirty Trick
	9
	8
	7
	6
	

	
	16
	+12
	+16
	6d6
	Filthy Trick 
	9
	8
	7
	6
	

	
	17
	+12
	+17
	6d6
	Improved evasion
	10
	9
	8
	7
	

	
	18
	+13
	+18
	6d6
	Filthy Trick
	10
	9
	8
	7
	

	
	19
	+14
	+19
	7d6
	Filthy Trick
	10
	9
	8
	7
	

	
	20
	+15
	+20
	7d6
	Make it look easy
	10
	9
	8
	7
	


FEATS 
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A thief’s approach to feats neatly outlines this class’ attitude toward adventuring. A thief gains an excellent mastery rating in the Social feats, allowing him to talk his way out of almost any situation. While other adventurers might need to club opponents into submission, a thief can use a few well-chosen words to make them act as he wishes. If words fail a thief, the Defense feats allow him to escape relatively unscathed. 

CLASS FEATURES 

Thieves are the ultimate confidence men. They can manipulate others with ease, while in battle they can trick foes into dropping their defenses. In combat, a thief is rarely an adventuring party’s main fighter. Instead, he helps others by distracting the enemy or landing a well-timed and carefully placed strike. 

Weapon and Armor Proficiencies: Thieves prefer to avoid fighting if they can, leaving them with little weapons training. They are proficient with all simple weapons and light armor. 

Sneak Attack: Like executioners, thieves can hit opponents where it counts. However, most of them learn to do so through trial and error rather than a focused study of anatomy. 

You can inflict additional damage when you hit an opponent you flank or one who has lost her active bonus to defense. This bonus damage appears on the class table above. You inflict +1d6 points of damage at 1st level and an additional 1d6 points at every third thief level after that. 

Ranged attacks can count as sneak attacks only for targets within 30 feet of you. You do not multiply sneak attack damage on a critical hit. 

You can deal nonlethal instead of lethal damage with a sneak attack if your weapon inflicts nonlethal damage, such as a sap or an unarmed strike. You cannot use a weapon that deals lethal damage to deal nonlethal damage in a sneak attack—not even with the usual –4 penalty. 

A creature immune to critical hits is not vulnerable to sneak attacks. You cannot sneak attack while striking a creature who has concealment or while hitting the limbs of a creature whose vitals are beyond reach. 

Skill Expertise: Thieves are experts in many areas, from picking lock to deciphering ancient texts. 

As a thief, you have mastered different skills based on the tools you’ve needed over the years. Unlike members of other classes, you have achieved not only superior breadth but more depth of training. At 2nd level you gain a + 1 bonus to all skill checks you make with skills you have ranks in. This bonus increases to +2 at 5th level, and + 3 at 8th level.
Shin Kicker: Much like the myrmidon, thieves don’t stick to a code of conduct when fighting. However, while myrmidons fight dirty to gain an advantage on an opponent, thieves are not naturally well suited for combat, and fight dirty simply to even the playing field.

Whenever a thief makes an opposed base attack check while executing or defending against a stunt, she gains a bonus to the check equal to half her class level. 
Tricks: Tricks are special options available only to thieves. While a few tricks grant you benefits that you use to enhance your social endeavors, most focus on keeping you alive in combat.
Alias: The best way to escape the law is to send it in pursuit of the wrong (or a nonexistent) person. Thieves develop aliases that allow them to move in society without revealing their true natures. 

Create a specific identity—such as “Waldren the rug merchant”—with distinct mannerisms and appearance. When you disguise yourself as this identity, you gain various benefits. When making Disguise checks to use your alias, you gain a bonus to the check equal to your class level, and while in your alias you gain a +4 bonus to Bluff checks outside of combat. 

Anyone attempting to gather information on your alias must hit a DC of 10 + your class level + your Charisma modifier, or they learn only what information you would like them to “discover.”
You may select this trick multiple times, each time provides you with another alias.
Improvisation: You may make any knowledge or perform skill check even if you have not spent skill points to access this area of expertise. Any knowledge or perform check made in this way is made with a -5 penalty.
Ledge Walker: This ability allows a thief to move along narrow surfaces at full speed using the Balance and Climb skill without penalty. In addition, a thief with this trick is not denied active bonus to defense when using the climb skill or balance checks to move along narrow surfaces.
Panache of the Blade: Others fight with talent gained through hours of practice, training, and hard experience. You, on the other hand, get by on pure chutzpah. 

If you have a melee weapon out and ready to use, you may make a Bluff check as a standard action, opposed by your enemy’s base attack check. If you succeed, your foe mistakes your bluster for real talent. As long as you do not attack your opponent (and thus reveal your ineptitude) you gain a +2 active bonus to defense against the foe’s attacks. She approaches you with cautious, unsteady strikes as she braces for your brilliant counterattack. 

You can use this ability against more than one foe at a time, but you suffer a -2 penalty to your bluff check for each opponent beyond the first. You cannot use this ability more than once against an opponent in a given combat.
Note that using panache of the blade does not count as an attack.

Parkour: You may combine Tumble and Jump skill checks made for purposes of movement without penalty (see combining skill checks in Chapter Five: Skills) and you need only move 5 feet to make a running jump instead of 10. 

In addition, you may make a tumble check DC 30 to climb up to 20 feet as a part of normal movement, by bouncing off of walls, trees, or other similar vertical surfaces. You must have two surfaces within 5 feet (the corner where two walls meet for example) in order to climb in this fashion. Your movement must end on a horizontal surface, or you fall (taking falling damage as normal) and land prone.

Quicker than the Eye: You may use the fast stunt application of the Attack Stunt offensive stunt as a free action, rather than a swift action, with an additional -5 penalty. If your stunt fails you now take a -4 penalty to the attack.

If you use this ability more than once per round, you gain a cumulative -5 penalty to your check.
Sneaky Bastard: You are very, very sneaky. You are able to move at full speed using the Hide and move silently skills without penalty. If you try to run while hiding or moving silently, your penalty is -10 instead of -20.
Twist of the blade: You sacrifice accuracy to ensure that your strikes drive home, you may take a -3 penalty to attacks to add an additional 1d6 to your sneak attack damage. You cannot gain more than 1d6 sneak in this fashion.
Evasion: At third level a thief gains evasion. If exposed to any effect that normally allows you to attempt a Reflex saving throw for half damage, you take no damage with a successful saving throw. The evasion ability can only be used if you are wearing light armor or no armor.

Uncanny Dodge: A thief must always be ready for trouble. From 4th level forward, you retain your active bonus to defense when caught flat footed. If you already have uncanny dodge from a different class, you instead gain improved uncanny dodge (see below). 
Unassuming Target: The 7th-level and higher thief does a good job of making himself appear small and weak in a fight—not worth the bother of attacking. If an opponent threatens anyone in addition to you, you may attempt a Bluff check opposed by her Sense Motive as a free action on her turn. If you succeed, the opponent must target someone other than you. 

Unassuming target does not work against those you have attacked or those under specific instructions to attack you. For example, a magistrate with orders to arrest you ignores the rest of your gang to put you in chains.

Dirty Tricks: As surviving combat becomes more difficult, a clever thief’s bag of tricks expands. Whenever a thief gains a dirty trick, he may select any trick listed above as well as the following.

Beguiling Flattery: Thieves may learn to manipulate others with ease, distracting them while allies ready an attack or slip away unnoticed. 

You can use this ability only outside of combat against a single creature of your choice. The target must be able to hear and understand you. When you begin talking, the target makes a Will save (DC 10 + half your thief level + your Charisma modifier). On a failed save, the target allows you to continue talking for a number of minutes equal to 1 + your Charisma bonus (minimum one minute). 

During this time, you must continue talking to the target. She takes no actions other than interacting with you and suffers a –4 penalty to all Listen, Sense Motive, and Spot checks during this time. In addition to laying on the flattery, you can converse normally with the target. 

You gain a bonus to any Diplomacy checks you make against your target equal to the number of minutes you spend flattering the creature. This bonus lasts for one hour or until you attack the creature, whichever comes first.

Expose Weakness: When using the Inflict Penalty offensive stunt you may also choose to inflict a penalty to damage reduction.

Eyes in the Back of Your Head: When using the Defensive Bonus defensive stunt, you may attempt to gain a bonus against multiple opponents. For each opponent beyond the first, you suffer a -5 penalty to your stunt check. 

Note that you only make one check, which is opposed by all opponents, not individual checks against each.
Hide in Plain Sight: You can create a distraction using the Bluff skill as a free action. You then can use Hide as normal to take cover from your opponents. As a thief, you know the value in taking cover and escaping as quickly as possible.
Honor of Thieves: Many thieves learn the hard way that the best way to avoid being betrayed is to betray someone first. 

If you choose to initiate combat, you may make one skill check normally made as a standard or move action before the start of initiative. You resolve your skill check, then roll for initiative and check for surprise. During the surprise round, if any, you may use a standard and a move action (or a full-round action), rather than just a standard action.

As a special use of this ability, if you have concealed a dagger or similar weapon on your body (see the Sleight of Hand skill in Chapter Five) you can attempt to make an attack against an opponent to start a battle. Make a Sleight of Hand check opposed by either a Spot check or Base Attack check from your target. An opponent who had previously noticed your concealed weapon gains a +8 bonus to their check.

If you succeed, you may draw your concealed weapon and make a single attack at your highest base attack bonus. If you fail, the target of your attack notices your move towards your hidden weapon - roll for initiative as normal. 

You must draw your concealed weapon as your first action of combat if you use this ability. Thus, if your opponent beat your opposed roll, you must still draw your concealed weapon one your first turn of combat.

Knife in the Back: A thief with the time to ready an attack can plant his weapon right between a target’s ribs, put a dagger in her eye socket, or otherwise make a devastating attack. If you remain undetected by an opponent, you increase your sneak attack damage by +1d6 points and gain a +1 bonus to attacks against the foe for each round you spend observing her. This bonus applies to the next attack you make against your target within three rounds after you stop observing her. Your maximum bonus to attacks and total number of dice of sneak attack damage can equal no more than half your thief level.

Lasting Impression: When using the Disrupting Attack offensive stunt, you may take a -5 penalty to your check in order to increase the duration by 1d4+1 round. You may not use this ability more than once per attack.

Maim: When using the Attack Stunt, offensive stunt you may gain both a bonus to attacks and damage. 
Opportunist: Once per round, the thief can make an attack of opportunity against an opponent who has just been struck for damage in melee by another character. This attack counts as an attack of opportunity for that round. Even a thief with the Combat Reflexes feat can’t use the opportunist ability more than once per round.

Skill Mastery: You have become so confident in the use of certain skills that you can use them reliably even under adverse conditions.

Upon gaining this ability, you select a number of skills equal to your intelligence modifier. When making a skill check with one of these skills, you may take 10 even if stress and distractions would normally prevent you from doing so.

Cheat Death: You can roll with a potentially lethal blow to take less damage from it than you otherwise would. Once per combat, whenever you would suffer wound point damage, you can attempt to roll with the blow reducing damage dealt. To use this ability, you must attempt a Reflex saving throw (DC = damage dealt). If the save succeeds, you take only half damage from the blow; if it fails, you take full damage.

Improved Uncanny Dodge: From 12th level on, a thief’s reflexes and awareness allow him to react to danger from all sides. 

You cannot be flanked. Opponents who flank you do not gain the bonus to attack or any other flanking benefits, such as sneak attack damage. Improved uncanny dodge prevents the use of sneak attack and other precision-based attacks that require flanking, unless the attacker’s base attack bonus is 5 or more points higher than your base defense bonus.
Filthy Tricks: Whenever a thief gains a filthy trick, he may choose any of the trick or dirty trick from above, as well as the following.

Arcane Agitator: When using the Disrupting Attack offensive stunt, you may choose to prevent the use of one of your target’s spell-like abilities.

Audacity of Thieves: You can bring a battle to a halt with a stirring oration. They might call for a truce, demand to speak to the enemy’s leader, or offer to parley. 

Using audacity of thieves requires you to make a Bluff or Diplomacy check as a full-round action. It forces all opponents within 60 feet of you to make Will saves (DC = check result – 15). 

Creatures who fail this save do nothing on their next action but listen to you, as long as they do not come under attack. While you continue to talk, those who are not attacked keep listening. Your opponents may attempt new saves each round, with a +1 bonus to their roll for each consecutive round that you have used this ability. 

If the DM judges that during this period you or your allies commit a suspicious action, such as running away from the scene or readying weapons, your opponents may act as normal starting one round after the suspicious action. 

Cheat Fate: when using the defensive stunt to increase your save bonus you may do so as an immediate action instead of a move action.

Force of Personality: You become an unparalleled trickster and expert at manipulating others. As a full-round action, you can attempt a skill check to compel an opponent to act as you wish through taunts, threats, and lies. 

Using force of personality in combat causes a foe to remain in place, taking no actions until she is attacked. Outside of combat, it gives you a limited form of control over the target. 

The target of your control receives a Will save (DC = result of the skill check – 15). In combat, use the Intimidate skill. Outside of combat, use Diplomacy to determine the Difficulty Class. 

In combat, the target of this ability loses all actions until you stop speaking or for a number of rounds equal to your Charisma bonus, whichever comes first. The target takes no action other than listening to you, but she gains her active bonus to defense as normal. The effect immediately ends if she is attacked by you or an ally but she is considered shaken until the end of the encounter. 

Outside of combat, you can dictate the target’s actions as long as they do not put her in direct, clear danger. This includes any action that would prove harmful to her allies and friends. Otherwise, you exercise almost perfect control over her. This benefit remains in effect until you stop talking. At that point, the control stays in place for number of rounds equal to 1 + your Charisma modifier. You cannot give the target new orders at this point, but she carries out the ones you originally gave her. The target does not see your orders as threatening—you’ve simply talked her into obeying. Later, she simply believes that it seemed like a good idea at the time. 

Jack-of-All-Trades: You have obtained a considerable level of expertise in all fields. You can now take 10 on any skill check, even if it is not normally allowed. You must have selected the Skill Mastery dirty trick in order to select this ability.

Murder: When using the Attack Stunt offensive stunt you may now take a -3 penalty to your check in order to add +1d6 sneak attack damage.

If you have the Maim dirty trick, you may use this option along with gaining an attack and damage bonus.

Improved Evasion: This ability, gained at 17th level, works like evasion (see above). You take no damage at all on successful saving throws against attacks that allow a Reflex saving throw for half damage. What's more, you take only half damage even if you fail your saving throw.

Make it look easy: Your mastery of skills is so complete that you can accomplish nearly impossible feats with style and ease. Once per combat you may choose to take a 20 on one skill check without taking any extra time. 

When using this ability to make a check, you may take 20 even if stress and distractions would normally prevent you from doing so.
PLAYING A THIEF 

Whenever society develops economics, trade, and private ownership, criminals are sure to emerge. The question with the thief isn’t whether such criminals exist. Instead, you must determine the level of influence they enjoy over society and their degree of organization. 

Almost every civilization develops some form of organized crime, and fantasy realms are no different. The thieves’ guild, a criminal organization similar to the real world Mafia or Yakuza, could strictly control who can practice the criminal arts and in which areas of a city. Merchants pay out protection money to the guild and, in return, can expect the thieves to pass them by. A freelance thief who violates the guild’s directives, especially when it comes to robbing those who have turned over protection money, can expect a fierce and merciless response. 

Consider the role that social class plays in the thief’s position in a game. In rundown, lower-class areas, folks might see the thief as a respectable, admirable person. To laborers and serfs, the thief represents hope of escaping poverty. In contrast, the upper ranks of society see a thief as a threat to the established order. He flouts the law and steals riches from those who have earned them. 

THIEF STRATEGY 

As a thief, you are at your best at the edge of a battle or outside of a fight altogether. The berserkers and weapon masters in the party might want to draw swords now and ask questions later, but you can help the group along by avoiding battles and turning enemies into allies or neutral parties. 

Your higher maximum skill ranks provide you with a tremendous advantage, one critical to your success in and out of combat. Use Hide and Move Silently to move into position for a sneak attack. Skills such as Sleight of Hand let you grab items without alerting the enemy. Any skill that requires an opposed check, such as Tumble or Bluff, becomes far more effective in your hands. The few skill ranks you have on a character of the same level can prove decisive. Load up on skill challenges (see Chapter Five) to drive home this advantage. 

Generally it is best for you to stay at the fringes of a fight. That way, you can sneak along without drawing attention to yourself. Slip around to the rear to attack a vulnerable foe, make a sneak attack, or even grab the objective of the fight without alerting the enemy. When you are caught in the open, head for cover as soon as possible. If you try to go head to head with a warrior, your poor attack bonus and few hit points may spell your doom. 
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