
The Pact-Thief

T
hieves are defined by the things they steal.

Burglars take possessions - little things, like

jewelry or decor. Con men take money, pure

and simple, and trust as well. Spies steal

secrets, robbers take coins, and forgers make

off with identities themselves. But some take a

little more than mundane goods. Some,

whether deliberately or accidentally, take valuables far more

important from far more powerful victims. The most daring

of heists - the theft of magic itself, from ancient, powerful

entities far outside the mortal realm.

Someone Out There Hates You
As an optional way to add more flavor to your character, you

can pick from or roll on the following table of flaws common

to Pact-Thief rogues. Someone out there does hate you, after

all.

Pact-Thief Flaws
d6 Flaws

1 While in mortal danger, you hear laughter or whispers.
Something is waiting for you to die.

2 Small animals are afraid of you. They always run away,
as they can sense something hunting you.

3 Patterns of eyes can appear in strange places, never
blinking and watching your every move.

4 Your cantrips sometimes whisper hateful, angry things
in your ear when you cast them.

5 You sometimes see disturbing runes in the stars,
dreadful threats written in the sky itself.

6 Casting spells is sometimes painful, as your mind
struggles to wrest the power for itself.

Unwilling Patronage
When you take this archetype at 3rd level, choose one of the

Otherworldly Patrons available to the warlock class. When

choosing spells, you add the Expanded Spell List of that

Patron to the list of spells available for you to learn.

Additionally, you gain one of the Pact Boon features from

the warlock class; Pact of the Blade, Pact of the Chain, or

Pact of the Tome.

If you choose the Pact of the Blade or Pact of the Chain,

you must choose what form your pactweapon or familiar

takes when you gain this feature. This form then cannot be

changed later. Thus if you choose a rapier as a pactweapon,

the pactweapon will always be summoned as a rapier.

Pact Magic
At 3rd level, you gain the ability to cast spells. See chapter 10

for the general rules of spellcasting, and chapter 11 for the

warlock spell list.

Cantrips. You learn two cantrips: eldritch blast and one

other cantrip of your choice from the warlock spell list. You

learn another warlock cantrip of your choice at 10th level.



Pact-Thief Spellcasting
Rogue
Level

Cantrips
Known

Spells
Known

Spell
Slots

Slot
Level

3rd 2 2 1 1st

4th 2 3 1 1st

5th 2 3 1 1st

6th 2 3 1 1st

7th 2 4 1 2nd

8th 2 5 1 2nd

9th 2 5 1 2nd

10th 3 6 1 2nd

11th 3 7 2 3rd

12th 3 7 2 3rd

13th 3 8 2 3rd

14th 3 9 2 3rd

15th 3 9 2 3rd

16th 3 10 2 3rd

17th 3 10 2 3rd

18th 3 10 2 3rd

19th 3 11 3 3rd

20th 3 12 3 3rd

Spell Slots. The Pact-Thief Spellcasting table shows how

many spell slots you have. The table also shows what the

level of those slots is; all of your spell slots are the same level.

You regain all expended spell slots when you finish a short or

long rest.

Spells Known of 1st Level and Higher. You know two

spell of your choice from the warlock spell list. The Spells

Known column of the Pact-Thief Spellcasting table shows

when you learn warlock spells of 1st level or higher. Each of

these spells must be of a level no higher than what's shown in

the table's Slot Level column for your level.

Additionally, when you gain a level in this class, you can

choose one of the warlock spells you know and replace it

with another spell from the warlock spell list, which also

must be of a level for which you have spell slots.

Spellcasting Ability. Charisma is the spellcasting ability

for your warklock spells. You use your Charisma modifier

whenever a spell refers to your spellcasting ability, and to

make any spell attack rolls. Your spell save DC equals 8 +

your proficiency bonus + your Charisma modifier.

Eldritch Finesse
Starting at 9th level, attacks made with your eldritch blast

cantrip can now be affected by your Sneak Attack feature.

The extra damage from Sneak Attack applies only to a

single ray of eldritch blast, and is dealt as force damage.
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Unearned Invocations
Also at 9th level, you gain one of the warlock Eldritch

Invocations listed below, or the 1st level feature of your

Unwilling Patron's warlock subclass. You gain a second

invocation at 13th level.

You must meet the level requirement given in the table

below, as well as any of the invocation's other requirements

besides level. If an invocation allows a spell to be cast with a

warlock spell slot, you instead use a pact-thief spell slot.

Pact-Thief Invocations
Required Level Invocation

9th Armor of Shadows

9th Devil's Sight

9th Eldritch Sight

9th Eldritch Spear

9th Mask of Many Faces

9th Misty Visions

9th Repelling Blast

9th Thief of Five Fates

9th Grasp of Hadar*

9th Lance of Lethargy*

13th Mire the Mind

13th One with Shadows

13th Cloak of Flies*

13th Gift of the Depths*

13th Tomb of Levistus*

*Xanathar's Guide to Everything

Misplace Blame
Once you reach 13th level, a useful trick has presented itself.

By abusing your erstwhile patron's hatred for your theft, you

can direct their ire on an innocent target.

As an action, you can magically project your essence onto a

creature you can see within 30 feet, forcing it to make a

Charisma saving throw. If the creature succeeds, you are

incapacitated until the end of your next turn as you fight off

the massive eldritch power you called upon.

On a failure, the creature is temporarily banished to your

"Patron's" domain to be tormented by them for your crimes.

At the end of your next turn, the creature reappears in its

space, or the nearest unoccupied space. The target also takes

psychic damage equal to your Sneak Attack damage.

After reappearing, the target has disadvantage on attacks

against any target but you. This ends when the creature

targets you with an attack. You may use this feature once,

with spent uses returning after a long rest.

Arcanum Larceny
Starting at 17th level, you seize control of a secret called an

arcanum. Choose one 4th-level spell from the warlock spell

list as this arcanum. You can cast your arcanum spell once

without expending a spell slot. You must finish a long rest

before you can do so again.
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