Spell Filcher

Most thieves have the knowledge to stay away from mages. But upon occasion a few thieves have been known to pick up a little something here and there about the magical arts. Even so, due to most mage’s tendencies to guard their magical materials quite well, most of these thieves end up dying quite painfully. However, the rare thief who masters magic learns it quite outside the rules and structures of normal magic. As such they can rarely cast spells as well as a normal mage, but then again, magic doesn’t always behave the same around them either.

Requirements:


Use Magic Device: 11 Ranks

Pickpocket: 8 Ranks


Spellcraft: 6 Ranks


Feats: Skill Focus (Use Magic Device)
Benefits:


HD: d6

Skill points: (6 + Int Modifer) per Level


Skills: Alchemy, Bluff, Concentration, Decipher Script, Disable Device, Knowledge (Arcana), Open Lock, Pick Pocket, Spellcraft, Search, Spot, Use Magic Device
	Level
	Base Attack
	Fort
	Ref 
	Will
	Special

	1
	+0
	+0
	+1
	+1
	Spell Steal 1/day

	2
	+1
	+0
	+1
	+1
	Spell Filch

	3
	+2
	+1
	+2
	+2
	-

	4
	+3
	+1
	+2
	+2
	Spell Steal 2/day

	5
	+3
	+1
	+3
	+3
	-

	6
	+4
	+2
	+3
	+3
	Alter Magic

	7
	+5
	+2
	+4
	+4
	Spell Steal 3/day

	8
	+6/+1
	+2
	+4
	+4
	-

	9
	+6/+1
	+3
	+5
	+5
	Subvert Spell

	10
	+7/+2
	+3
	+5
	+5
	Spell Steal 4/day


Spell Steal (SA): A Spell Filcher has the Spell-Like ability to “steal” an Arcane Casters Spell if the Caster is within 10 ft. of the Spell Filcher. To do this the Spell Filcher makes Pickpocket against the Caster, with the Caster gaining a Sense Motive bonus equal to the Level of the Spell he is casting +5. If the Spell Filcher Succeeds, He becomes the Target of the Spell. If the Spell has no Target, then the effect of the Spell is centered on the Spell Filcher. Spells like Erase which have objects as their Targets are just simply lost. A Spell Filcher gains this ability at 1st Level and may use once per day, plus an additional use per three levels afterwards.

Spell Filch (SA): A Spell Filcher may actually “Steal” spells from an Arcane Casters memory using this ability. To do this a Spell Filcher makes a touch attack against the Caster. If he succeeds he makes a Spellcraft check to identify which spells the Caster has (The results are akin to those in the PHB as if the Spell Filcher were trying to identify a spell being cast). He may “Steal” any spell in a slot that is a lower level then his level in this prestige class. He may have only one stolen spell at any time, and may not alter the stolen spell. At his discretion, a Spell Filcher can either forget the spell (freeing himself to steal another spell) or cast it himself. He must have both a Charisma and Intelligence score equal to 10 + Spell Level to cast a stolen spell though.
Alter Magic (SA): A Spell Filcher who has stolen a Spell as per the Spell Filch ability can use the Alter Magic ability to add or remove Metamagic Feats. He must have the Metamagic Feat to add it to his spell, but does not need to have it to remove it. In any case, the final resulting level of the spell must be equal to or lower to his level in this prestige class
Subvert Spell (SA): A Spell Filcher who attempts to steal a Spell as per the Spell Steal ability may actually take control of the spell if he makes a Bluff check and beats the Casters Sense Motive plus twice the level of the Spell + 5, in addition to actually stealing the spell. This means that the Spell Filcher directs the Spell as if he cast it.

