


[bookmark: _GoBack]THIEF:  CLASS ABILITIES & RESTRICTIONS
							
BASIC INFORMATION
	Race
	Any

	Minimum Stats
	9 Dexterity

	Alignment
	Any except Lawful Good and Chaotic Good

	Armor
	Leather, Studded Leather, Padded, Elven Chain 

	Weapons
	Bow (Short), Caltrop, Club, Crossbow (Hand), Dagger, Dart, Garrot, Knife, Sap, Sling, Sword (Broad), Sword (Falchion), Sword (Long), Sword (Short) 



THIEVING SKILLS (See separate sheet for full details and tables)
	1) Begin at 1st level with basic thieving skills (Pick Pockets, etc). 

	2) At 4th level, gains the thieving ability to “Read Languages”.  See separate sheet.

	3) At every new level, thieving skills go up.



BACKSTAB
	- When attacking an opponent from behind, the thief may attempt a backstab if:
· The opponent is unaware of the thief’s presence
· This is the first attack made by the thief against this opponent
- When attempting a backstab, the thief gains +4 on their "to hit" roll
- If the hit is successful, the thief does extra damage.  The additional damage is a multiple of the thief’s weapon’s   regular damage (i.e. unmodified for strength, magic, or otherwise).

	The damage multiplier begins as x2 for a 1st level thief, and changes to x3 at 5th level, x4 at 9th level, and x5 at 13th level.  Magical bonuses of the weapon are not multiplied.  
	Current Backstab
Damage Multiplier:



THIEVES’ CANT
	Begin at 1st level with the ability to speak the secret language of thieves, the “Thieves’ Cant”.



USE SCROLLS
	At 10th level, gains a 75% chance to properly read and cast Magic-User, Illusionist and Druid scrolls.

	Failure to use the scroll properly will result in a malfunction, or possible reversal of the spell.



STRONGHOLDS
	As a general rule, thieves build small, fortified dwellings, rather than castles and keeps. Such a dwelling must be no further than 1 mile from a city.



FOLLOWERS
	At 10th level, will attract a band of 4-24 (4d6) thief followers, determined by the DM, if a stronghold is built.



THIEF-ACROBAT
	At 6th level, may choose to change class to "Thief-Acrobat".  Failure to switch at 6th level removes this opportunity forever.  See separate sheet.




THIEVING ABILITIES

	
	Pick Pockets
	Open Locks
	Find/ Remove Traps
	Move Silently
	Hide In Shadows
	Detect Noise
	Climb Walls
	Read Languages
	Use Scrolls

	Base value at this level
	
	
	
	
	
	
	
	
	

	Racial Adjustment
	
	
	
	
	
	
	
	
	

	Dexterity Adjustment
	
	
	
	
	
	
	
	
	

	Armor Adjustment
	
	
	
	
	
	
	
	
	

	Total

	
	
	
	
	
	
	
	
	



Racial Adjustments (PHB, p. 28):
	Race
	Pick Pockets
	Open Locks
	Find/ Remove Traps
	Move Silently
	Hide In Shadows
	Detect Noise
	Climb Walls
	Read Languages
	Use Scrolls

	Dwarf
	-
	+10%
	+15%
	-
	-
	-
	-10%
	-5%
	-

	Elf
	+5%
	-5%
	-
	+10%
	+10%
	+5%
	-
	-
	-

	Gnome
	-
	+5%
	+10%
	+5%
	+5%
	+10%
	-15%
	-
	-

	Half-Elf
	+10%
	-
	-
	+5%
	+5%
	-
	-
	-
	-

	Halfling
	+5%
	+5%
	+5%
	+15%
	+15%
	+5%
	-15%
	-5%
	-

	Half-Orc
	-5%
	+5%
	+5%
	-
	-
	+5%
	+5%
	-10%
	-



Dexterity Adjustments (PHB, p. 12):
	Dexterity
	Pick Pockets
	Open Locks
	Find/ Remove Traps
	Move Silently
	Hide In Shadows
	Detect Noise
	Climb Walls
	Read Languages
	Use Scrolls

	9
	-15%
	-10%
	-10%
	-20%
	-10%
	-
	-
	-
	-

	10
	-10%
	-5%
	-10%
	-15%
	-5%
	-
	-
	-
	-

	11
	-5%
	-
	-5%
	-10%
	-
	-
	-
	-
	-

	12
	-
	-
	-
	-5%
	-
	-
	-
	-
	-

	13-15
	-
	-
	-
	-
	-
	-
	-
	-
	-

	16
	-
	+5%
	-
	-
	-
	-
	-
	-
	-

	17
	+5%
	+10%
	-
	+5%
	+5%
	-
	-
	-
	-

	18
	+10%
	+15%
	+5%
	+10%
	+10%
	-
	-
	-
	-



Armor Adjustments (UA, p. 22):
	Armor Type
	Pick Pockets
	Open Locks
	Find/ Remove Traps
	Move Silently
	Hide In Shadows
	Detect Noise
	Climb Walls
	Read Languages
	Use Scrolls

	None
	+5%
	-
	-
	+10%
	+5%
	-
	+10%
	-
	-

	Elfin Chain
	-20%
	-5%
	-5%
	-10%
	-10%
	-5%
	-20%
	-
	-

	Studded Lthr. or Padded
	-30%
	-10%
	-10%
	-20%
	-20%
	-10%
	-30%
	-
	-






THIEF

ABILITIES, ETC, PER LEVEL

	Level
	ABILITIES GAINED

	1
	· 2 weapon proficiencies
· THAC0 = 20
· Begin with regular saving throws
· Hit points = 1d6 + constitution bonus
· Begin with thieving abilities
· Backstab damage multiplier : X 2
· Speak Thieves Cant

	2
	· Hit points go up by 1d6 + constitution bonus
· Thieving abilities go up

	3
	· Hit points go up by 1d6 + constitution bonus
· Thieving abilities go up 

	4
	· Hit points go up by 1d6 + constitution bonus
· Thieving abilities go up 
· Gain the thieving ability of Read Non-magic Languages

	5
	· Hit points go up by 1d6 + constitution bonus
· Thieving abilities go up 
· New weapon proficiency
· THAC0 drops to 19
· New saving throws
· Backstab damage multiplier goes up to x3

	6
	· Hit points go up by 1d6 + constitution bonus
· Thieving abilities go up 
· Gain the choice to switch class to Thief-Acrobat (see different sheet)

	7
	· Hit points go up by 1d6 + constitution bonus
· Thieving abilities go up 

	8
	· Hit points go up by 1d6 + constitution bonus
· Thieving abilities go up 

	9
	· Hit points go up by 1d6 + constitution bonus
· Thieving abilities go up 
· New weapon proficiency
· THAC0 drops to 16
· New saving throws
· Backstab damage multiplier goes up to x4

	10
	· Hit points go up by 1d6 + constitution bonus
· Thieving abilities go up 
· Gain limited ability to read/use magic-user, illusionist and druid scrolls
· Attract 4d6 followers (if a stronghold was built)

	11
	· Hit points go up by 1d6 + constitution bonus
· Thieving abilities go up 

	12
	· Hit points go up by 2
· Thieving abilities go up 

	13
	· Hit points go up by 2
· Thieving abilities go up 
· New weapon proficiency
· THAC0 drops to 14
· New saving throws
· Backstab damage multiplier goes up to x5

	14
	· Hit points go up by 2
· Thieving abilities go up 

	15
	· Hit points go up by 2
· Thieving abilities go up

	16
	· Hit points go up by 2
· Thieving abilities go up

	17
	· Hit points go up by 2
· Thieving abilities go up (maximum)
· New weapon proficiency
· THAC0 drops to 12
· New saving throws

	18
	· Hit points go up by 2

	19
	· Hit points go up by 2

	20
	· Hit points go up by 2

	21
	· Hit points go up by 2
· New weapon proficiency
· THAC0 drops to 10
· New saving throws






