
The Tumbler 
 
The Tumbler is a supple and charming gypsy entertainer; a juggler, acrobat, joke teller, and adventurer. 
 
Inherent—Showmanship 
• Juggling, singing, and tumbling are good, but showmanship is what gets the laughs—and the coins. 

Get a +2 on Charm tests while performing, and gain 1d12 silver + natural Charm modifier (adjusted 
by DM for wealth of setting) per hour of busking. Those nearby the entertaining tumbler are –2 on 
Awareness tests to look at their surroundings. 

 
Limitation—Crusty Juggler 
• Oh, everyone laughs, some toss coins. But no one trusts you to behave yourself around money, 

important people, or clean furniture.  
 

Levels Starting Equipment Attribute +/- Experience 
1st   Busker 
2nd  Talent 
3rd   Class Act 
4th   Celebrity 

Colorful outfit, juggling balls, flute, 
extra hat for tips, tambourine. 
 
Starting Coin: 1d12 sp 

Up to 5: -2 
6-8: -1 
9-11: 0 

12-13: +1 
14-15: +2 
16-17: +3 
18-19: +4 

20: +5

      
      

Awesome Points 
used. 
 
Party levels up 
when everyone has 
spent 12 AP. 

 
Available Talents 
 
• Balanced. Constant ability. Honed sense of spatial relationships grants +2 bonus to all movement 

related tests, including Impede, Push, and Throw. 
 
• Flexible Truth. Constant ability. Years on the margins of society have gifted you with a talent for 

reframing a story (or generating one from scratch) in a very convincing way. Gain +2 to Charm tests 
when lying or offering misleading truths. Gain an additional +1 per absolutely true fact included in 
the story. This talent is countered by the target’s Awareness. 

 
• Juggling. Constant ability. Can juggle objects equal to ½ Daring without needing to roll. Also, +1 to 

throw ranged weapons within the same arena. 
 
• Dodge. Once per arena. Reflexive action. When hit with a melee attack, test Daring against a 

difficulty of half the success to hit you. If successful, you dodge the attack. 
 
• Hey Rube! Rested. It only costs 1 Awesome Point to create a sympathetic busker (street entertainer) 

or gypsy NPC in a city environment or on a well-traveled route. 
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Alternative Adventuring Goals 
1. You are the illegitimate child of a powerful noble in the region. Wouldn’t it be nice to be recognized? 
2. After years in prison for a crime you did not commit, you want to find out who framed you. 
3. The only way to get close enough to the Baron to kill him is to be invited to perform at his court. 
4. You’ve never seen a giant laugh. Wouldn’t that be something? You could make it happen. 
5. There are 19 coaching inns on the [trade route] road. You must have sex in each of them. 
6. Your true love was lost to you when the authorities purged [town] of gypsies. You must find her. 
7. The captain of the guard in [town] murdered your spouse. Seems fair to seduce his/her spouse! 
8. [City] has a very exclusive entertainer’s guild, and you think you should be a member. 
9. The greatest entertainer of the age vanished into the mists of the [region] legends. Find him. 
10. Yeah, wealth and a noble’s life of ease. It can be yours, if you play the angles just right. 
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