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Thievish Abilities  

7Thievish Rules

Thieves: (This includes all the thievish combination characters and Halflings) As a thief reaches a new level, he learns new abilities, up to the limit of the difference between what he already knew and what is now possible. Further, a thief must learn abilities of any one type (such as Lockpicking) in order from lower to higher level abilities.

The Thievish Advancement Table lists just how many total abilities of each level a thief may have at any experience level. For example, a Fifth level Thief has 7 first level, 4 second level, and 2 third level abilities. Upon going to sixth level, he gains 1 first, 1 second, 1 third, and 1 fourth level ability. He may choose these from any of the listed abilities of those levels, but he must meet the prerequisites listed for each ability, whether by meeting certain physical standards of characteristics or by already having a certain lower level ability that has trained him for the new one. Combination characters that include a thievish types gain abilities in exactly the same way, and at any given level have exactly the same number of abilities as a normal thief.

Some of the thievish abilities require materials to be used (i.e., Tie up With Ropes requires ropes), and the referee should make sure that the thief has all necessary materials available when attempting to use any given ability.

Some of the abilities listed have a percentage number attached. These numbers are the chance of using the ability successfully. In most cases what happens in case of failure is obvious (Note poison Locks 90% means that the other 10% of the time the poison lock was not noted, or a non-poisonous lock was thought to be poisoned; 90% accuracy, in other words). Other abilities have a specific bonus, such as Detect Noise +1/6. These bonuses mean that, using this case as an example, a thief with the ability would detect noises 1/6 of the time more often than someone without this ability does. If a normal person would have a 1/6 chance of detecting a specific noise approaching, this thief would have a 1/3 (1/6 + 1/6) chance instead.

Always remember that whatever the adjustment or bonus is has to make sense in terms of the ability mentioned. If in doubt, reread the description of the ability and you will probably not have any real problems.

Thievish Abilities Table

Name/Description
Level 1
Level 2
Level 3
Level 4
Level 5
Level 6
Level 7
Level 8

Acrobatics
Basic
APR%
2APR%
3APR%
4APR%




Alchemy





Duplicate



Bow Accuracy
+ 5%
+ 10%
+ 15%
+20%
Critical
Critical + 
Critical ±


Brawling
+1
+2
+3
Tricks





Buckler Defense
+1
+2
+3
vs. Thrown
vs. Arrows




Bypass Traps


50%
75%
90%
90%+10  
90%+20
90%+30

Camouflage Device
+10%
+20%
+30%
+40%
+50%
+60%
+70%
+80%

Camouflage Self
*
+25%

+50%

+ 75%



Cheat at Game of Skill
+15%

+30%

+45%

+60%


Climbing (Walls, Obstacles, etc.)

+40%
+60%
+80%
+90%




Code & Cipher Making


Basic
+I%
+2I%
+3I%
+4I%
+5I%

Code & Cipher Breaking



Basic
+I%
+2I%
+3I%
+4I%

Con Game

Basic
+5 to IDC
+10
+15
+20
+25
+30

Counterfeit Coins




75%
90%
95%


Counterfeit Magic Items




50%
75%
90%
95%

Dagger Attack
+2 levels
+3
+4
Extra Blow





Dagger Draw
Basic

Quickdraw






Dagger Defense
+1 level
+2
+3
+4
Tricks




Dagger Sure Strike
x3
x4
x5
x6





Dagger Throwing Accuracy
+5%
+ 10%
+ 15%
+20%
Critical
Critical+ 
Critical±


Dagger Range Extension



*





Detect Clerical Item

75%
90%






Detect Evil or Good
75%
90%







Detect Illusion

I%
2I%
3I%
4I%




Detect Magic Item
75%
90%







Detect Noise
+15%
+30%
+45%
+60%
+75%
 +90%



Detect Shifting Walls


+20%
+40%
+60%
 +80%



Detect Sloping Floors


+20%
+40%
+60%
 +80%



Dice Manipulation


75%
90%





Direction Finding & Accuracy
North
50% Bump 
75% Bump

90% Bump




Disguise

 Basic 
+30%
+60% 
Doppelgang




Dodge Missiles

+5% vs.T 
 +5% vs.A
+10% all
+15% all




Double Dagger Attack


-3
-2
-1
+0



Double Dagger Draw

Basic

Quickdraw





Double Dagger Throw



-20%
-10%
+0



Double Short Sword Attack


-3
-2
-1
+0



Echo Walk





50%
75%
90%

Entertaining
+C%
+2C%
+3C%
+4C%
+5C%




Escape From Restraints

Basic

+DA%

+2DA%

+3DA%

Estimate Range

±10%
±5%

±1%




Estimate Volume

±20%
±10%
±5%





Evaluate Treasure
±25%
±10%
I.D. Fakes






Extra Arrow


-20%
-15%
-10%
-5%
+0


Fast Talking

+IC%
+2IC%
+3IC%





Fist Attack
+2
+3
+4
Extra Blow





Fist Defense
+1
+2
+3
+4





Forgery



80%
90%




Game of Skill

+15%

+30%

+45%

+60%

Grappling Hook


30%
50%
70%
90%



Heist From Packs & Bundles
50%
75%
90%






Horsemanship

+APR% 
+2APR% 
+3APR%





Identify Clerical Item



20%
40%
60%
80%


Identify Magical Item


20%
40%
60%
80%



Identify Metals
75%
90%







Identify Poisoning



3I%





Increased Memorization
+I%

+2I%

+ 3I%




Jam Portals
50%
75%
90%






Jewelry Smithing

+ 20%

+40%
Cut Gems
+60%
Cut+20%
Cut+40%

APR:  Average Prime Requisite. S:  Strength. I:  Intelligence. D:  Dexterity. A:  Agility. C:  Charisma. IDC the sum of I, D, C, and so on.

Thievish Abilities Table (cont.)

Name/Description
Level 1
Level 2
Level 3
Level 4
Level 5
Level 6
Level 7
Level 8

Jimmy Portals
50%
75%
90%






Juggle
Basic
+30%
+60%
+80%
+90%
+95%
+99%


Jumping & Leaping
APR%
2APR%
3APR%
4APR%





Lie Convincingly
 *
+25%
+50%
+75%
+90%




Lip Reading


50%
75%
90%




Locksmithing
Basic
+ 10%
+20%
+30%
+40%
+50%
+60%
+70%

Lore Mastery
+I%
+2I%
+3I%
+4I%
+5I%




Manipulate Objects with Feet

50%
75%
90%





Map Making & Reading
Basic
Make 50%
Make 75%
Make 90%





Mimic Animal Sounds

60%
75%
90%





Mimic Movement




75%
90%
95%


Mimic voices




75%
90%
95%


Misdirection
+IDC%
+2IDC%
+3IDC%
+4IDC%
+5IDC%




Move Silently
+20%
+40%
+60%
+80%
+90%




Note Poisoned Mechanisms

75%
90%






Outdoor Knowledge (per terrain)
+10%
+20%
+30%
+40%
+ 50%




Parry Bonus & Extension

Bonus
Dagger Ex
2nd Wpn.





Pick Locks
60%
75%
90%
95%
99%




Pick Pockets

60%
75%
90%
95%
99%



Play Dead
50%
75%
90%






Poison use & Manufacture

Safe use
Traps
Making

Antidotes



Quarterstaff Attack
+2
+3
+4
Extra Blow





Quarterstaff Defense
+1
+2
+3
+4
Tricks




Quarterstaff Gripping
*








Read Extra Language
*

Speak






Sap


50% KO
75% KO
90% KO




Sap Sure Strike




*




Secret Panel Building

Basic
+20%
+40%





See In Dark

+50%







Set False Trails


Basic
+20%
+40%
+60%



Set Traps

Basic
+10%
+20%
 +30%
+40%
+50%
+60%

Short Sword Attack
+2
+3
+4

Extra Blow




Short Sword Defense
+1
+2
+3
+4
 Tricks




Short Sword Draw

Basic


Quickdraw




Short Sword Throw

+5%
+10%
+ 15%
 +20%




Skulking
50%
75%
90%
Freeze





Sleep Drugs

Safe use
Traps
Making





Sleight of Hand
80%
90%

95%


99%


Sling Accuracy
+10%
+15%
+20%
+Distance
Critical




Spot Hidden Items & Beings
+15%
+30%
+45%
+60%
+75%
+90%



Spot Hidden Portals & Mech.
+20%
+40%
+60%
+80%
+90%




Spot Thievish Activity



+25%

+50%

+90%

Spot Traps in Mechanisms

60%
75%
90%





Spot Traps in Terrain

60%
75%
90%





Start Fires
50%
90%

Arson





Streetwise
+20%
+40%
+60%
+75%





Surprise Bonus

+ 15%

+30%





Tangle Net Throwing
+5%
+ 10%
+15%
+20%





Taste Analysis



*





Tell Truth Convincingly
*
+25%
+50%
+75%
+90%




Tie up With Ropes
Basic

+SD%

+ 2SD%

+3SD%


Tightrope Walk


75%
90%
95%




Tracking
25%
50%
70%
80%
90%
95%



Treasure Finding

50%
75%

90%




Treasure Hiding
+10%
+25%
+40%
+60%
+85%




Ventriloquism
60%
80%
90%
95%
99%




Weapon Attack (Other Thievish)
+2
+3
+4

Extra Blow




Weapon Defense
+1
+2
+3
+4
Tricks




Weapon Draw

Basic


Quickdraw




Weapon Throw (if applicable)

+ 5%
+10%
+ 15%
 +20%




Ability Descriptions

Acrobatics allows a thief to engage in fancy tumbling, vaulting or other equivalent motions for use in entertainment and second-story burglary. This ability includes the ability to swing from ropes and other items in true swashbuckling style. The 1st level ability is for basic maneuvers and the subsequent abilities give better chances to complete the more complex maneuvers without falling on your nose.

Alchemy allows a thief to duplicate, from an alchemist's formula, any poison or potion that can be produced by an alchemist, as long as the materials and a laboratory are available. Prerequisite:  Intelligence of 9+ and both Poison Use and Manufacture (4T) and Sleep Drugs (4T).

Bow accuracy: The 1st through 4th level abilities allow at thief to adjust his archery rolls by the specified amount, with any of the following types of bow:  Short, Horse, Composite, and Light Crossbow. (NOTE:  for this and all other Accuracy, Attack or Defense abilities, each ability has as its prerequisite the ability immediately lower in level, unless otherwise stated.)   It is not possible to use this thievish ability to gain extra accuracy with a Longbow or a Heavy Crossbow. The 5th level Critical ability works differently. With this ability a thief may fire a single arrow in a given phase (as opposed to the normal two arrows for Short, Horse and Composite bows) and specify that he is attempting to Critical Hit his target. If, after all adjustments have been made (including any Bow Accuracy abilities) the thief has hit his target by 80 or more on the percentile die roll (i.e., needs an 87 to hit and rolls 07 or less), then the shot is a critical hit and is rolled on the critical table. This ability has no effect on naturally rolled criticals. The 6th level Critical ability adds 1 to the severity die roll on any Critical Hit scored by the thief, either by natural Critical Hits or by use of the 5th level ability. The 7th level Critical ability, which has the  5th level Critical ability as its prerequisite, allows the thief, when using those two abilities together, to adjust the Critical Hit location on a successful Critical Hit. Thus, the location rolled on two six-sided dice (2‑ 12) can be adjusted by adding 1 to the result, or subtracting 1 from the result, after the dice are rolled. This allows the thief to "aim" the Critical Hit somewhat toward a higher chance of a specific result (fatality, shooting a weapon out of a hand, etc.)

Brawling gives added attack levels when in a street or bar brawl. The 4th level Tricks ability gives added abilities when trying fancy maneuvers (for instance, sliding through the spilled ale on a table top in order to grab the chandelier and kick your opponent in the teeth). The Tricks bonus is equal to the total of (Agility + Dexterity) of the thief. Thus if a thief has Agility of 15 and Dexterity of 15, he gets a 30% bonus on fancy maneuvers with the Brawling Tricks ability. This means that if a referee determines that an average man would have a 50% chance of completing a maneuver, the thief would have an 80% chance.

Buckler defense gives added defense levels when a thief uses a buckler in melee. The 4th level ability will make the thief harder to hit with thrown weapons as if using a full shield. The 5th level ability will make the thief harder to hit with arrows as if using a full shield. The bonus in both cases is determined on the Archery Table, but under most conditions will be 10% against short-range archery, and 30% against long range archery.

Bypass traps allows a thief to attempt to bypass a mechanical (i.e. non-magical) trap, with the stated percent chance of doing so safely. The 6th, 7th and 8th level abilities give an extra percentage bonus against especially difficult traps.

Camouflage device gives the thief the skill to camouflage devices, mechanisms, traps, etc., to match their surroundings. The % chance listed is the adjustment to finding the device  in addition to the basic hiding. Assume that normal camouflage is 85% effective vs. passersby with no special abilities.

Camouflage self  The 1st level ability gives the thief the skill to hide himself by means of camouflage. The higher level abilities give an added bonus to the thief's chance of hiding. The basic chance in any given setting should be up to the referee (it's harder to hide in the middle of a street than in a dark forest), based on terrain, equipment, and amount of time to prepare. Other related thievish abilities may add their bonuses, if the situation applies. For instance, if a thief must lie absolutely still in order to remain camouflaged, the Play Dead ability would apply.

Cheat at game of skill allows a thief to cheat at gambling with a 90% chance of not getting caught. He will add the listed percentage to his winnings. Penalties for the 10% of the time he does get caught may vary with the circumstances.

Climbing adds the listed percentage to the thief's skill at climbing scalable objects (walls, ropes, cliffs, trees, etc.). Many objects may require special equipment (pitons, grappling hooks, lines, etc.) at the discretion of the referee.

Code & cipher breaking allows a thief to design codes and ciphers for use in secret communications. The 3rd level basic ability gives a basic chance of (3 times Intelligence + Wisdom + Dexterity)%. Thus, a thief with Intelligence 10, Wisdom 10 and Dexterity 15 would have a (30+10+15=55)% chance of his code remaining unbroken while secrecy is still important. The higher level abilities will add a multiple of the thief's intelligence to the base chance.

Con game is the basic ability a thief uses to raise money by selling the London Bridge, or whatever else he doesn't own. In the Saving Throws table is a column for Con, as follows:  Add the Intelligence, Dexterity and Charisma of the thief together (applying any modifiers, such as Lie Convincingly abilities or magical implements that enhance abilities or characteristics). Subtract from this the sum of Intelligence plus Wisdom of the victim. Look up this value and determine what the victim's Saving Throw is vs. the Con Game in progress. A failed saving throw means that the thief is pulls off the con undetected. If the victim makes the saving throw it means that the victim figures out that he is being conned. His reaction depends on the circumstances, of course. Attempting to con a friend out of ale money is usually safer than trying to con a local noble out of a large fortune.

Counterfeit coins allows the thief to counterfeit coins that he is familiar with and has a sample of, with the listed percentage chance of not getting caught by the average victim.

Counterfeit magic items allows the thief to counterfeit magic items that he is familiar with, with the listed percentage chance of not getting caught by the average victim. (Note that a fake magic item will not have the  powers of a real item, and that the thief must fake his way through any tests of the item.)

Dagger attack allows a thief to add to his attack level with a dagger. The 4th level Extra Blow ability will allow a thief to get one extra blow with his dagger per phase, after any adjustments for speed class are made. This ability, and all other Dagger abilities, may be taken instead for Knife or Kris, and comparable other weapons of the thief's culture.

Dagger defense allows a thief to use a dagger to add to his defense level, under certain circumstances. The thief must be using a dagger to attack or parry with and his opponent must be attacking him with a Dagger, Kris, Hatchet, Handaxe, Short Sword, Trident or SMALL monster weapon. It will apply to any special or unusual weapons of length 1-3 at the discretion of the referee. The defense levels apply only against one opponent at a time, who must be toward the thief's front or dagger side. If the thief is using double weapons he can only use this ability with one weapon at a time. The Tricks ability allows the thief to use any single blow to attempt to Disarm or Tangle Weapons with his opponent (the Disarm ability does not work vs. a monster's own body weapons, i.e. small claws). If the Disarm ability is used, a successful hit will require the opponent to roll a Physical saving throw or drop his weapon. If the Tangle Weapons ability is used, a successful hit will cost the opponent 1 blow automatically, and the weapons will be tangled until the opponent makes a successful Physical saving throw (1 attempt per blow lost,  after the lost blow).

Dagger draw:  The 1st level ability allows the thief to draw a dagger faster than normal. The thief will lost 0-3 blows instead of the standard 1-4 blows when having to draw the weapon. The third level Quickdraw ability allows the thief to draw the dagger even quicker:  a four-sided die is rolled; a roll of 1 means that the thief loses no blows, and can throw the dagger immediately, as if a first archery shot; a roll of 2 means the thief loses no blows, but must pause slightly before throwing, as if a second archery shot; a roll of 3 means the thief loses no blows, but may not throw the dagger that phase; a roll of 4 means roll again as if a 1st level Dagger Draw, losing 0-3 blows. These abilities can be used even if the thief is already fighting while using one dagger, and the thief can have a maximum of 3 daggers prepared for use with these abilities (i.e., special scabbards in planned positions). Prerequisite:  Dagger Attack +2 or better.

Dagger sure strike allows a thief to do extra damage on an individual dagger blow under the following conditions:  first, the target must be unaware of the presence of the thief (or completely surprised); second, the blow must be the first blow for that thief of that phase; third, the thief must be using only that dagger for a weapon that phase, and not attempt to use two weapons. The chance of a Sure Strike to hit is based on the attack level of the thief vs. only the magical and/or clerical defense levels of the victim. The physical armor of the victim determines the basic chance to hit, adjusted by those relative levels. Thus a thief attacking at 6th level with a Dagger Sure Strike attacking a man in Chain armor (class 5a) has a basic chance to hit of 35 or less on a 0-99 roll. Adding his 6 attack levels (6x3=18) he adds 18, and needs to roll a 53 or less to hit, if there are no magical or clerical bonuses to help his target. If the thief is successful in the sure strike, he does the listed multiple of normal damage. This ability represents striking for a vital spot when the victim isn't preventing you from doing so. NOTE:  This ability is  not usable with Kris.

Dagger throwing accuracy allows a thief to adjust his archery rolls by the specified amount, when throwing a dagger. The Critical abilities (5th, 6th and 7th level) work like the Bow Accuracy Critical abilities.

Dagger range extension increases the maximum throwing range for a dagger to 12".

Detect clerical item allows a thief to examine an object, and, with the listed percentage chance, determine whether the object under examination is clerical. This does not allow the thief to notice the presence or casting of clerical spells, but only the holy source of an item. In most cases the thief must be able to observe and handle the item in question for this ability to be accurate. A distant look would not suffice.

Detect evil or good allows a thief to examine an object and, with the listed percentage chance, determine whether the object was manufactured by and for Good or Evil beings, by means of examining inscriptions, details, etc. He does not have to handle the object for this examination, but must be able to closely observe it for one turn.

Detect illusion allows the thief an increased chance of detecting an Illusion upon examination. It will not help a thief versus the spell Phantasm or other  immediate effects, but will enable the thief to spot flaws in continuing illusions. In cases where a Belief saving throw is involved, the thief's saving throw is adjusted in his favor by the listed percentage.

Detect magic items allows a thief to examine an object, and, with the listed percentage chance, determine whether the object under examination is magical. This does not allow the thief to notice the presence or casting of magical spells, but only the enchantment of items. In most cases the thief must be able to observe and handle the item in question for this ability to be accurate. A distant look would not suffice.

Detect noise allows a thief, through practice, to improve his hearing. The thief's hearing is improved by the listed percentage, after any racial or other special modifiers are applied. Thus an elven thief would adjust  in addition to his bonus for being an elf.

Detect shifting walls allows a thief to have the listed percentage chance of spotting clues that will tell him that he is nearing a wall that can be shifted on hinges or pivots, or that slides or shifts in some other manner.

Detect sloping floors allows a thief to detect, with the listed percentage accuracy, whether there is a slight slope or change in slope of the surface he is travelling.

Dice manipulation allows a thief to manipulate dice with a 90% chance of not getting caught. He will succeed in his manipulation the listed percentage of the time. Penalties for the 10% of the time he does get caught may vary with the circumstances.

Direction finding & accuracy:  The first level ability allows the thief to find North in outdoor and some indoor settings (referee discretion) from clues of light, visible sky, etc. The second and third level abilities give a percentage chance of correctly determining the current compass heading after a series of twists and turns, or after a prolonged chase.

Disguise:  The basic Disguise ability allows a thief to conceal his identity from casual observations or search by means of clothing, makeup and other means, including the ability to create makeshift disguises in emergencies, changing his speech and walk to fool constables, etc. The 3rd and 4th level abilities add the listed percentages to the thief's chance to succeed in his disguise attempts. The 5th level Doppelgang ability allows a thief to disguise himself as any person he has had the chance to observe, with a 90% chance that he will not be immediately recognized as a fake. The person being imitated must not have any physical characteristics that would be impossible for the thief to approximate (i.e., a six-foot-tall thief could not disguise himself as a six-inch-tall pixie without some means of becoming six inches tall).

Dodge missiles gives the thief a better chance to avoid getting hit by archery. The thief must clearly perceive the projectile and the archer or thrower. The 2nd level ability gives a 5% bonus vs. thrown projectiles and the 3rd level ability gives a 5% bonus vs. arrows. The 4th and 5th level percentages apply to all projectiles.

Double dagger attack allows the thief to subtract the listed number of attack levels when using double daggers, instead of the normal -4 attack levels. The thief can adjust his attack levels by any abilities he has in the weapon. Prerequisite:  Dagger Attack + 2 levels or more.

Double dagger draw:  The 2nd level Basic ability allows the thief to draw a pair of daggers faster than normal, as in Dagger Draw (1T). The 4th level Quickdraw ability allows the thief to draw a pair of daggers as in Dagger Quickdraw (3T). The thief may have a maximum of 2 pairs of daggers prepared for use with this ability. Prerequisite:  Dagger Attack + 2 levels or better.

Double dagger throw allows a thief to throw 2 daggers a phase, at the same target, instead of only 1. The subtraction listed is a penalty from  both shots. The thief's existing Dagger Throwing Accuracy bonuses  are added, and can help counteract the penalty. Prerequisite:  Dagger Throwing Accuracy +10% or better.

Double short sword attack allows the thief to subtract the listed number of attack levels when using double Short Swords as weapons, instead of the normal -4 attack levels. This ability can also be taken (separately) for any of the following pairs of weapons:  Short Sword and Dagger; Double Hatchets; Double Trident; Trident and Dagger; Kris and Dagger; or Double Kris. The thief can adjust his attack levels by any abilities he has in the weapons. The thief can adjust his attack levels by any abilities he has in the weapons in use. Prerequisite:  the thief must have at least +2 attack levels in any weapons used with this ability.

Echo walk allows a thief to walk in total darkness or blindfolded at a speed of 3" per phase, with the listed percentage chance of success. Unless specific traps have been set, the thief will be able to move with whatever level of silence his other abilities allow. The thief, using this ability, is maneuvering by hearing, touch, sense of smell, etc. This ability may not be used to travel through a melee in progress.

Entertaining allows a thief to entertain (sing, tell stories, etc.) better than normal. The thief gets to add the listed multiples of his charisma to his success chance. This ability could be used to distract people by telling them stories in a bar, or to keep an audience busy while something is going on behind them, etc.

Escape from restraints allows a thief to act like Harry Houdini, at least within limits. The 2nd level basic ability allows a thief to escape from normal confinement (ropes, simple shackles, nets, etc.) 50% of the time. The higher level abilities allow the thief to add the listed percentage to his chances. This could easily result in a total higher than 100%. Don't worry. This allows for the confiner's skills to be taken into account (see Tie Up With Ropes).

Estimate range allows a thief to do a visual estimate of any distance accurate within the listed percentage.

Estimate volume allows a thief to do a visual estimate of the volume of a room or object with the listed percentage accuracy.

Evaluate treasure allows a thief to estimate, to within the listed accuracy range, the value of normal treasure items, such as gems, statuary, etc. It would not automatically allow him to know that an item was rare and valuable in a place outside of his experience, such as spice or cloth from another world. It also does not permit an evaluation of magical items, other than for the value of their constituent materials.

Extra arrow allows a thief to fire an extra (normally third) arrow from whatever type of bow he is specialized in, but with the listed subtractions from  all of the arrows he fires that phase. The thief may add in any favorable adjustments for abilities. The subtraction represents reduced aiming time. Prerequisite:  Bow Accuracy + 10% or better in the bow being used.

Fast talking allows a thief to talk his way out of tight spots. He may add the listed modifiers when using this ability. Any other abilities he may have (Lie Convincingly, Con) might also help (or hinder, if he's not very good at them) his chances.

Fist attack allows a thief to add to his attack level when using unarmored fists as a weapon. The 4th level Extra Blow ability will allow a thief to get one extra blow with his fists per phase, after any adjustments for speed class are made. Notice that you do not lose any attack levels for using double fists, since they are attached to your body and you are more familiar with them. (This is why animals don't lose attack levels for attacking with two or more body weapons.)

Forgery allows a thief to forge handwriting he has available for copying, with the listed percentage chance that it will not be spotted immediately as a forgery. It also allows the thief to draft authoritative documents from supposedly distant people that will have the listed percentage chance of being taken for authentic. (Fake diplomatic papers, letters of credit, etc.)

Game of skill allows a thief to add the listed percentage to his die rolls in gambling situations, without cheating. Of course, if his  opponents are cheating, he still may not win.

Grappling hook allows the successful casting and use of a grappling hook across distances, with the chance of success being equal to (ability % - (1 per 1/2" of distance of throw)).

Heist from packs and bundles allows a thief to remove objects from or place objects into a backpack or a bundle (worn or carried by someone) with the listed percentage chance of not being detected.

Horsemanship allows a thief to add the listed percentages to the chance of succeeding at difficult maneuvers when riding a light or medium horse.

Identify clerical item allows a thief to examine a clerical item, and with the listed percentage chance of being correct, determine its basic function. Prerequisite:  Detect Clerical Item.

Identify magical items allows a thief to examine a magical item, and with the listed percentage chance of being correct, determine its basic function. Prerequisite:  Detect Magical Item.

Identify metals allows a thief to examine a metallic object, and with the listed percentage chance of being correct, determine its basic composition. It does not allow the thief to identify metals with which he is not familiar, or things that are not metal but appear to be (i.e. mylar balloons).

Identify poisoning will allow a thief to, after observing the physical symptoms of the victim, get a general idea of what type of poisoning a victim has been subjected to. This is most useful in cases where antidotes are available. Prerequisite:  Poison Use and Manufacture, Safe Use.

Increased memorization allows a thief to increase his memory. The thief may add the listed percentage to his chances of memorizing maps, charts, floor plans, trails, etc. (Anything where the thief is trying to remember things once seen or heard.)

Jam portals allows a thief to set up blockages that will prevent a portal from being opened by anything except the application of magic or brute force. (Materials may be needed, at the discretion of the referee and depending upon the portal.)

Jewelry smithing allows a thief to cut and/or reset gems and jewelry with a chance of not losing any value. The 2nd, 4th and 6th level abilities allow a thief to reset gems or modify jewelry with the listed percentage chance of not losing any value and not being recognizable. The 5th, 7th and 8th level abilities allow the thief to cut gems with the listed chance of success. Prerequisite:  Evaluate Treasure +/- 25%

Jimmy portals allows a thief to open a door, window, shutter, etc., that is closed but not locked, without making significant noise. A being deliberately and closely listening to the other side of the portal would know of the thief's efforts, but casual passersby would not.

Juggle allows a thief to learn to juggle simple objects. The basic ability gives the thief the skill of someone who just learned to juggle (uses just 3 balls in a basic pyramid, missing fairly often). The higher levels give more skill and allow fancy maneuvers (juggling knives, plates, etc.) When combined with Entertaining or other skills, it can be used to enthrall a crowd, to keep their attention from the actions of the thief's associates.

Jumping and leaping allows a thief to do all sorts of maneuvers involving jumping and leaping with a better chance of success (i.e., leaping from a balcony and hitting the ground running, dodging aside out of melee, jumping across crevasses, etc.). The thief will adjust his die rolls by the listed percentages in attempting this sort of maneuvers.

Lie convincingly allows a thief to attempt to lie his way out of situations with a straight face and a forked tongue. Add +4 to his apparent charisma while dealing with the situation in this manner.

Lip reading allows a thief to read the lips of anyone visible to the thief (within 12", unless the thief's vision is magically aided), and who is speaking a language known to the thief.

Locksmithing allows a thief to make or alter locks. The 1st level ability allows the thief to make basic locks. The higher abilities allow the thief to make locks that are harder to pick (adjusted by the listed percentages).

Lore mastery:  This is otherwise known as an area of expertise. Representing study on the thief's part, the skill gives the listed bonus to the thief's chance of quickly and accurately recalling detailed information related to the current situation that is within the thief's Lore field. For example, if the thief has made a study of Famous Magical Weapons, he has the stated multiple of Intelligence % chance of spotting a famous weapon that pops up. (A popular fictional example is in the movie  Butch Cassidy and the Sundance Kid, when the two characters spot and identify the lawmen tracking them. Obviously, their field of study had been Famous Lawmen.)   A thief can plot out any field of study that is accepted by the referee.

Manipulate objects with feet allows a thief to use his feet as a second set of hands, to some extent, especially for the purpose of retrieving objects out of reach, using keys to unlock unreachable locks, and other such feats (sorry!) used in escapes while the hands are tied. The listed percentage is the chance of success in any one operation using the feet.

Map making and reading allows the thief to make and read maps of various degrees of complexity. The basic ability covers making maps of the ordinary sort in such a way as most anyone can read them correctly. The higher level abilities allow the thief to make "secret" maps which are harder to read, having the stated percentage of being misread by the average person. These can read correctly by someone known to the thief (if the thief decides to make them in that way), or possibly by any thief with the map read ability. The chance that another thief will read a secret map correctly is increased by 10% for each level of map ability he has taken.

For anyone who misreads a map, half of the time they will think they read it correctly, and the other half they will realize that they do not understand it.

Mimic animal sounds allows the thief to mimic animal sounds that the thief has heard, with the listed chance of success.

Mimic movement allows a thief to imitate the walk and physical gestures of anyone he has had the chance to observe, with the listed percentage chance that a normal observer will believe that he is really the person being imitated.

Mimic voices allows a thief to successfully mimic the voice of anyone he has heard, with the listed percentage chance that the listener will believe that it is really the person being imitated who is speaking.

Misdirection allows a thief to successfully distract a viewer from something that the thief doesn't want him to see, hear or otherwise perceive. This ability, which can be added to the Entertainment, Con or Lie Convincingly chances (at referee discretion, and depending on circumstances) adds a success chance of a multiple of the average of (Intelligence, Dexterity and Charisma). Thus, a thief with Intelligence 11, Dexterity 15 and Charisma 13 would add a multiple of ((11+15+13)/3)=13% for each level of the ability.

Move silently allows a thief to move silently enough that he escapes detection by listeners the listed percentage more often than a normal man under similar conditions does.

Note poisoned mechanisms allows a thief to examine a lock or other mechanism and, with the listed percentage accuracy, tell whether it is designed to poison someone trying to open the lock or activate the mechanism without precautions, by means of lockpicks or other ordinary (not magical) means.

Outdoor knowledge (per terrain type) allows a thief to add the listed percentage when doing almost anything (tracking, moving silently, spotting traps, etc.) in the terrain he has knowledge in. A sample of terrain types includes:  Arctic, Caves & Caverns, Desert, Forest, Hills, Mountains, Plains, Swamps. Note that this is especially useful in spotting something  wrong with otherwise familiar terrain (creeping sands, walking trees, etc.).

Parry bonus and extension:  The Bonus ability allows a thief to gain the following advantage when parrying:  If the thief is using a dagger or other permitted thievish weapon, he may parry more accurately due to his quickness and training. This means that his parry subtracts more from the opponent's chance to hit the thief. As a result, the parry moves one parry class in favor of the thief (i.e., a 25% parry becomes a 33% parry, or a 50% parry becomes a 75% parry. See Parry Rules in the Combat section). The Dagger Extension ability allows a thief to adjust the range of weapons parried by +/- 1 length of weapon. This ability  does stack with Parry Bonus. The 2nd Weapon parry ability allows the thief to parry with any one-handed permitted thievish weapon as a second weapon, without suffering the second-weapon parry penalties.

Pick locks allows a thief to, with the listed percentage chance of success, open a normal lock, as long as he could physically reach it with his hands and simple manipulative tools (lockpicks, etc.). Note that normal locks do not include magical or highly technological locks beyond the abilities of physical effort.

Pick pockets allows a thief to pick the pockets of a normal person with the listed percentage chance of success, adjusted up or down for special cases (i.e., picking another thief's pocket has less chance, depending on that thief's detection abilities, while taking candy from a sleeping baby is usually much easier).

Play dead allows the thief to play dead, adding the listed percentage to a normal person's chance of success. The chance may be adjusted up or down depending on many factors, the most important of which is the amount of damage that appears to be on the thief (real or prepared fake damage). It's hard to convincingly play dead when your attacker  knows he barely touched you, and you have no other damage showing.

Poison use and manufacture allows a thief to safely handle and use poisons. The higher level abilities allow the thief to make poisons and their antidotes. The 3rd level Traps ability has a prerequisite of Set Traps (basic).

Quarterstaff attack allows a thief to add to his attack level with a quarterstaff. The 4th level Extra Blow ability will allow a thief to get one extra blow with his quarterstaff, after any adjustments for speed class are made.

Quarterstaff defense allows a thief to use a quarterstaff to add to his defense level, as in Dagger Defense, but with the range of weapons that can be defended against ranging up to Length 5. The 5th level Tricks ability allows the thief to strike to disarm, tangle or trip his opponent. If the thief announces before the blow that he is striking to Disarm, a successful hit requires his opponent to roll a Physical saving throw or lose his weapon. Any critical hit rolled on a successful Disarm is automatically a Weapon Hand critical hit. If he rolls to Tangle weapons and hits, the weapons are locked until his opponent rolls a successful Physical saving throw (1 attempt per blow victim loses, rolled  after the lost blow). The Tangle ability can only be used if the thief has a 50% or better chance of parrying the opponent's weapon. If the thief rolls to Trip his opponent and hits, the opponent loses 1 blow with his own weapon and must make an Entanglement saving throw or fall to the ground.

Quarterstaff gripping:  Because a quarterstaff is a two‑ handed weapon, a thief with this ability has a better chance of holding onto his weapon after certain surprise, critical hit or fumble results. If he would otherwise drop his weapon, he must roll a Physical saving throw. Success means that he merely juggled the weapon momentarily, losing 1 blow.

Read extra language allows a thief to learn to read 1 extra language of his choice (beyond his normal allotment), limited only by the availability of a teacher (see language rules). Prerequisite:  the thief must have intelligence of 9 or greater.

Sap allows a thief to use a sap or similar object to strike an opponent and attempt to knock him unconscious. The basic chance to hit is determined as if the thief were using Armored Fist. If he hits, he does 1 die of damage (-1 point for the 4th level ability, and -2 points for the 5th level ability), and has the listed percentage chance of knocking his opponent out for 1-6 turns. The thief may not use another weapon simultaneously with the sap, since the sap must be aimed more carefully than such double use of weapons would permit.

Sap sure strike allows a thief to use a sap under the same conditions as in Dagger Sure Strike and with the same benefit that the victim will be defending without benefit of levels or skills. This gives the thief an added chance to hit, which may be used with any of the other Sap abilities, which will determine the chances of knocking out the victim and the amount of damage done. Prerequisites:  Dagger Sure Strike x3 or greater, and Sap (any level).

Secret panel building:  The basic ability allows a thief to design and build secret panels in walls and containers, in order ton conceal small compartments. The 3rd and 4th level abilities add the listed percentages to the concealment of the panels.

See in dark allows a thief to distinguish objects 50% farther away in darkness than a normal character of his type without this ability. The actual distances depend on degree of darkness, and are thus at the referee's discretion.

Set false trails allows a thief to set false trails that might distract normal trackers from his real trail. The 4th, 5th and 6th level abilities add the listed percentages to the success of laying a false trail.

Set traps allows a thief to design and build basic traps, ranging from pits to spring-loaded treasure chests. The higher level abilities add to the success chance of the trap and add to the chance that the trap will go off if some poor thief is bypassing the trap.

Short sword attack allows a thief to add to his attack level with a short sword. The 5th level Extra Blow ability will allow a thief to get one extra blow with his short sword, after any adjustments for speed class are made. This and other Short Sword abilities could be taken with Hatchet or Trident instead.

Short sword defense allows a thief to use a short sword to add to his defense level under certain circumstances:  the thief must be using a short sword to attack or parry with, and his opponent must be attacking him with a Dagger, Kris, Hatchet, Handaxe, Short Sword, Trident, Longsword, Narrow Falchion or a Small Monster weapon. This ability will only work against a single opponent who must be attacking from the thief's front or weapon side. If the thief is using double weapons, this ability can be used only with one weapon at a time. The Tricks ability works like the Dagger Defense Tricks ability.

Short sword draw is like Dagger Draw, but no more than 2 short swords may be prepared for use with these abilities.

Short sword throwing accuracy allows a thief to throw a short sword and adjust his archery rolls by the specified amount.

Skulking gives a thief the basic ability to move without being noticed. It allows him to use cover, blend with shadows and judge when to move or not to move. This ability will successfully hide him from normal men the listed percentage of the time, with adjustments for special circumstances (beings with better or worse vision or other senses), with adjustments at the referee's discretion. The 4th level Freeze ability allows a thief to stop absolutely in any position permitted by the force of gravity and other outside influences. This ability helps protect a thief against detection by things listening to his footsteps or noticing his motion.

Sleep drugs allows a thief to safely handle and use sleep drugs. The higher abilities allow the thief to make sleep drugs. The 3rd level Traps ability has a prerequisite of Set Traps (basic).

Sleight of hand allows a thief to perform classic sleight of hand (legerdemain) with the listed percentage chance of success. This is classic stage magic (pulling a coin out of an ear, etc.) and can be combined with Misdirection, Entertainment and other abilities of a similar nature.

Sling accuracy:  The 1st through 3rd level abilities allow a thief to adjust his archery rolls by the specified amount, when using a sling. The 4th level ability allows the thief greater long-range accuracy, and his shots are figured at only twice their actual range (instead of the normal 3 times range for a sling--see archery rules). The 5th level Critical ability works differently:  the thief may take 1 shot per phase and specify that he is trying to Critical. If, after all adjustments have been made, the thief hits by at least 80 (as in Bow Critical), the shot was a critical hit and is rolled as such. This ability has no effect on naturally rolled critical hits.

Spot hidden items allows a thief to spot concealed items the listed percentage more often than a normal character under similar conditions. This, like all similar bonuses, add to any special characteristics or special bonuses (elven vision for an elvish thief, for example).

Spot hidden portals allows a thief to spot concealed portals (hidden doors, panels, windows, etc.) the listed percentage more often than a normal character under similar conditions.

Spot thievish activity gives a thief the listed percentage chance of spotting ongoing thievish activity by a thief of his own level, or the results of such activity. This percentage is adjusted by 5% for each level difference between the two thieves, in favor of the higher thief. Thus, a 15th level thief would get a 3 x 5 = 15% bonus vs. a 12th level thief.

Spot traps in mechanisms gives a thief the listed percentage chance of spotting a mechanical (NOT magical) trap device designed into a mechanism (lock, chest lid, door hinge, etc.).

Spot traps in terrain gives a thief the listed percentage chance of spotting a mechanical (NOT magical) trap outdoors. This ability works in all normal terrains, but might be adjusted for circumstances or for any Outdoor Knowledge abilities that might apply.

Start fires:  The 1st and 2nd level abilities allow a thief to start fires with basic equipment (flint & steel, two rubbing sticks, etc.) more rapidly than most normal men, as well as allowing him the ability to pick what spot on an object is best to light in order to efficiently set the object on fire. The thief is also more successful (by the listed percentage) in starting fires under difficult circumstances. The 4th level Arson ability allows a thief to judge and achieve the best way of setting fire to a structure or object in order to quickly and efficiently destroy all or part of it. Equipment is necessary for use with the arson ability in cases where the structure is not readily flammable.

Streetwise:  The urban equivalent of Outdoor Knowledge, this ability allows a thief to have the stated percentage bonuses in spotting, surviving or taking advantage of circumstances in cities or towns. The bonus would apply to figuring out which beggars are really phonies, which constables are on the take, which alleys conceal muggers, etc.

Surprise bonus allows a thief to be surprised less often. Adjust surprise rolls involving the thief by the listed percentage. Prerequisites:  Spot Hidden Items and Detect Noise to the same % as the Surprise Bonus.

Tangle net gives the thief the stated percentage bonuses to his archery shot when throwing a tangle net at an opponent. A thrown Tangle Net uses the same archery table as a thrown Warhammer.

Taste analysis allows a thief to identify compounds by taste, within the limits of his personal experience, including potions of types he has previously tasted. This ability also gives him a bonus of subtracting 2 from each die of poison damage in case the compound is poisonous, since he can identify it more quickly and spit out any excess traces before swallowing.

Tell truth convincingly allows a thief to tell the unbelievable truth with a better chance of being believed. Add 4 to the thief's apparent charisma when using this ability.

Tie up with ropes ability allows a thief to tie up any humanoid or similar being efficiently enough that the being only has a chance equal to (Average of Dexterity and Agility of tied-up being) percent chance of untying himself per hour. The higher abilities add the listed percentage to the chance that the victim will stay tied up. (See Escape From Restraints)

Tightrope walk allows a thief to walk a narrow object, including ropes, with the listed percentage chance of successfully crossing that object without the use of emergency procedures (grabbing onto the rope with hands, etc.). The basic chance is adjusted as follows:  add the thief's Experience Bonus percentage, and subtract 2% for each 5 miles per hour of wind, and 2% for each turn past the first that it takes to cross. The crossing is made at speed 3" per turn.

Tracking allows the thief to add the listed percentage to his chance of successfully tracking any being or creature. The chance will be modified for circumstances, the creature being tracked (it is  very hard to track a bird, for example) and may be modified by applicable outdoors knowledge that the thief might have.

Treasure finding allows a thief to find, with the listed percentage certainty, treasure rooms and treasure hiding places in and around lairs, as long as they are only concealed by non-magical means. Of course, other abilities, such as Detect Illusion or Detect Shifting Walls, may add if those things conceal the treasure.

Ventriloquism allows a thief to throw his voice to nearby objects, with the listed percentage chance of not being caught at it. The location of his voice must be within 2" of his real location.

Weapon abilities (generic):  This listing is merely to assist the referee in adding appropriate weapons not listed. The weapons listed in the regular tables above are those appropriate to a medieval European setting. If, for example, your campaign were set in medieval Japan or ancient Egypt, you would want to use weapons appropriate to the setting. The generic chart is for weapons that are basically melee weapons, but can be thrown in a pinch. If a weapon is mainly a throwing weapon, use the Dagger Throw abilities as the basis for throwing (i.e. Japanese throwing stars or comparable weapons). Remember, before adding a weapon, consider whether it would be appropriate for a thievish character in your campaign. (A trident is appropriate underwater, a throwing star is not.)

A partial list would be: Kris, Hatchet, Trident, Throwing Star.
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