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The Thief 

 

You are the premiere expert at taking other people’s stuff. You’ll practice, sweat, and focus as hard as 

you must to make sure you never have to work for a living. 

 
Inherent—Get Paid 

 You live for the involuntary transfer of wealth to your pockets. Every time you steal from an 

unwitting (or warned and hostile) target, you get 1 Awesome Point from the stack. If you score big, 

every 100 gold equivalent you take from a protected environment as someone else’s property (once 

safely outside the range of the defenses) gets you 1 Awesome Point from the stack. If you are 

working with a group and split the take, you get Awesome Points for your share. The DM interprets 

this as needed. 

 
Limitation—Greedy 

 You steal things. Other people have things they want to keep. Having you around is a risk. 

 

Signature Items: A couple empty sacks, hooded lantern, grapple hook. Starting Coin: 3d10 silver. 

 

Available Talents 

 

 Arsenal.* Constant. You strap blades to your arms, legs, ribs, small of your back; you can carry as 

many knives as you want, and they do not count as weapons carried for encumbrance. 

 

 Backstab.* Arena. This attack only works with light weapons, or ranged weapons in the same arena. 

Attack an opponent who is not focused on you. If the opponent is aware of you, get +2 to hit or +1 

wound, decided after rolling. If the opponent is not aware of you, get +2 to hit and +1 wound. 

 
 Pickpocket.* Constant. Lift something from a target in melee range. Test Cunning against the 

target’s Awareness to take the object without the target noticing. If you want the object and don’t care 

if the target knows or not, add Cunning and Daring together. If the target is aware of your attempt, the 

target can resist with Daring or Cunning instead of Awareness. Difficulty may be increased by the 

object being tied in place, held, secured in layered clothing, etc. In combat, the attempt happens 

during the Shoot phase, and you may also Move. 

 
 Shiv.* Constant. You can turn just about any object into a light weapon. In a few minutes, you can 

take a small object and weaponize it; a little sharpening, wrap a cloth strip around the “handle,” 

conceal it in your palm, and you’re ready to go. You can spend 1 Awesome Point to produce a shiv 

you’ve hidden on yourself somewhere, even if you have been searched. 

 
 Super Cunning.** Constant. Any time you test Cunning, roll 2d12 and keep the higher result. 

 


