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Gerudo 
 

Desert thieves that protect Hyrule’s borders from what lies beyond; as payment, they take what they need. 

 

Attribute Maximums 
Race Awareness Brawn Charm Commitment Cunning Daring 

Gerudo 8 5 8 10 10 10 

 

Inherent Ability 
 Graceful Moves. When moving (and not wearing any armor), add Cunning and Daring together. That 

includes stealth, climbing, swimming, moving between arenas or over hazardous terrain, or any other 

kind of action from one place to another or staying upright on unsteady support. 

 

Limitation 
 Desert Strangers. Widely distrusted in Hyrule because they are different, dispassionate, and deadly. 

There is only one Gerudo male at a time, and that male must be king. 

 

Signature Items: Loose desert clothing, water skin, veil. Starting Rupees: 2d10 

 

Talents 
 

 Acrobatic Leap.* Arena. You can move through a barrier (even one made of people) without 

needing to pass a test, and you can jump up to 3 times the range of other characters. You can also 

brace yourself in place and use “Graceful Moves” to stay hidden somewhere unusual. 

 

 Feint. Arena. Always roll simultaneously with other attackers in the arena. Activate this talent to 

trade rolls with one of them. 

 

 Canny Prey.* Constant. Either a base Awareness test when none would be allowed, or +2 to a 

normal Awareness test, to detect traps and ambushes. You know how to set them, where they should 

be, and how they work. 

 

 Read Signs.* Rested. You can connect rising flocks of birds with movement of foes, estimate forces 

based on dust columns from marching armies, and predict the weather for the next 12 hours. Test 

Awareness to gain a fact from signs in your surroundings. 

 

 Silent Step.* Constant. Your stealth is practiced to surprise animals, but it works more generally too. 

Gain +2 on Cunning tests to move unseen and unheard. Double the bonus in the wilds. 

 

 


