Level
Base Attack Bonus
Fortitude Save
Reflex Save
Will Save
Special

1
+0
+0
+2
+1
Trapfinding
, Pickpocket
, Trapsense

2
+1
0
+3
2
Danger Sense


3
+1
1
3
2
Trapsense +1, Trackless Stride


4
+2
1
4
3
Time Stop 1/day
, Thieves' Code


5
+2
1
4
3
Divine Fortune
 1/day

6
+3
2
5
4
Trapsense +2

7
+3
2
5
4
Quick Escape


8
+4
2
6
5
Time Stop 2/day

9
+4
3
6
5
Trapsense +3, 

10
+5
3
7
6
Divine Fortune 2/day

11
+5
3
7
6
Stolen Time


12
+6/+1
4
8
7
Silver Tongue
, Trapsense +3

13
+6/+2
4
8
7
The Devil's Luck


14
+7/+2
4
9
8
Stop Time 3/day

15
+7/+3
5
9
8
Divine Fortune 3/day

16
+8/+3
5
10
9


17
+8/+4
5
10
9


18
+9/+4
6
11
10


19
+10/+5
6
12
10


20
+11/+5/+1
7
12
11


�	As the Rogue Skill


�	The Thief is a person who has such uncanny luck that they have an innate sense of when something will happen to them. Once per day per Wisdom bonus, a Thief may make a Reflex Saving Throw to avoid all damage. This is applied to any attack, provided it could be dodged. A Scorching Ray could be dodged, for instance, while being poisoned could not.


�	Once per day per Wisdom bonus +1, a Thief may use her uncanny gifts to divine whether an act will be fortuitous, disastrous, or whether the outcome will matter.


�	As the Druid skill in urban environments.


�	Once per day, the Thief becomes able to 'stop' time for others, allowing them to act up to three times in a single turn. The Thief may move as normal, and act as normal, but cannot manipulate any object that is being held. A thief may attack only once in this turn, but may do anything else that one can normally do in a turn up to three times. Most thieves use this time to pickpocket.


�	At level 6, the Thief gains a +3 Insight bonus to resist mental effects. This bonus is increased to +5 if the effect involves harming her allies.


�	Thieves are people who get by on intuition. As such, once per day, a Thief may use Divine Fortune to determine whether an outcome will be favorable. This ability functions similar to the spell Augury.


�	Once per day per Wisdom Bonus, if any, +1, with a successful Sleight of Hand check, the Thief may effectively steal... herself! The Thief may move up to double his speed, ignoring rough terrain and obstacles. This spell functions as a personal dimension door. The Thief can bring no more than what she is carrying, and any people taken must be a separate Sleight of Hand Check. Should either check fail, the ability is ineffective.


�	Once per day per Wisdom bonus, a Thief may steal an enemy's time with a successful Sleight of Hand check of DC 10+ the creature's Hit Dice


�	Add the Thief's Wisdom bonus to Charisma based checks.


�	 Once per day, a Thief may choose to reroll any failed roll with a bonus equal to her Wisdom bonus, if any, +1. The Thief must use the second roll, even if it is lower.





