
THE TRICKSTER V1.0

 GOOD
Use trickery to help people when the law cannot

 CHAOTIC
Expose corruption or hypocrisy with your tricks

 EVIL
Con people out of their valuables

 HUMAN
When you defy danger with CHA, you may roll twice and keep
the better result..

 YAKSHA
When you attack with a ranged weapon, deal +2 damage

 YAKSA
When you spout lore or discern realities about criminal 
activities, take +1

Fill in the names of your companions in at least one:

____________ has my back when things go wrong.

I stole something important from ____________ .

 ____________ knows a secret about me that could get me 
into serious trouble if revealed.

I know a secret about ___________ but they don't know that I 
know it.

Silvertongue (CHA)
When persuade someone to believe a partial or half-truth, roll +CHA.  On a 10+ they 
will believe you until they see or hear something that convinces them otherwise.  On a 7-9 
they'll be fooled, but not for long.

This move will not work on anyone who is outwardly hostile or suspicious towards you.  
Other players are always suspicious of you because they know you are a trickster.

Social Engineering (CHA)
When you spend some time scouting a local community for easy marks and 
opportunities, roll +CHA.  On a 10+ Hold 3.  On a 7-9 Hold 2.  On a 6- Hold 1 and the 
GM Holds 1.  You may spend 1 hold to call in a favor, you can ask someone to do a 
simple, non-dangerous task for you and they'll do it.  The GM may spend hold at any time 
to introduce someone who is hostile towards you, suspicious of you, or whom you owe big
time

Dirty Tricks
When you aid another using misdirection or distraction, take +1.  When another person
stands in defense of you they take +1

Tricks of the Trade
When you pick locks or pockets or disable traps roll +DEX.  On a 10+ you do it, no 
problem.  On a 7-9 you still do it, but the GM will give you a choice between suspicion, 
danger, and cost.

Trap Expert
When you spend a moment to survey a dangerous area roll +DEX.  On a 10+ hold 3.  On a
7-9 hold 1.  Spend your hold as you walk through the area to ask these questions:

• Is there a trap here and if so what activates it?
• What does the trap do when activated
• What else is hidden here

 

Race/Background

Human Names (male):  Sumon, Rassel, Imran, Maruf, Arif, Seaam, Parvaz, Rashed
Human Names (female):  Mila, Tahsin, Saba, Nisita, Hasina, Rubana, Kusim, Shilpi
Yakha/Yaksa Names (gender neutral):  Religious, Moon, Development, Cuts Through 
Anything, Good Fortune, Action, Lotus, Merit

#

Alignment/Drive

Eyes:  Twinkling, sharp, gimlet, friendly, shrewd, appraising
Hair:  messy, well-groomed, stylish hat, oiled, thinning, trim
Clothing Descriptors
Hero Mark:  colored skin, monkey feature, aura, tattoo 



Your load is 5+STR.  You start with dungeon rations (ration, 5 uses, 1 weight) 
Choose one:
 Asi (short sword) (close, 1 weight) and three chakram (throwing knives) 
(thrown, near, 0 weight)
 Pata (rapier) (close, precise, 1 weight)
 Ragged bow (near, 2 weight), bundle of arrows (3 ammo, 1 weight) and 
bichuwa (dagger) (hand, 1 weight)

Choose one:
 Adventuring gear (5 uses, 1 weight) 
 Bandages (slow, 3 uses, 0 weight)
 Leather armor (1 armor, 1 weight)
 Healing potion (1 use, 0 weight)
 Knife in spring loaded sheathe (hand, 1 weight)

When you gain a level from 2-5, choose from these moves.

 CONFOUNDING BLADE
When you Hack and Slash on a hit you create and advantage against your 
foe – either you or an ally acting on it takes +1 forward against that foe..

 DEEP POCKETS
Your Load is increased by 1.  Any items (within reason) that you carry that 
could fit in the palm of your hand are so well concealed that they will never 
be found, even if you are searched.

 DISGUISE
When you have time and materials you can create a disguise that will fool 
anyone into thinking you're another creature of about the same size and 
shape.  Your actions can give you away but your appearance won't

 ESCAPE ARTIST
When you try to slip free of anything physically restraining you, roll 
+DEX.  On a hit, you are free.  On a 10+ choose 1:

• You take a parting shot at whoever was holding you.  Roll damage.
• You make it easier for someone else to try to escape.  
• You take a little souvenir with you.  The GM will tell you what.

 LAMENTABLE BELABORMENT
When you sow mistrust and discord among your foes, roll + CHA.  On a 
10+ they are confused and will take some time to argue and sort things out.  
On a 7-9 they are still confused but not for as long.  

 LEGERDEMAIN
Gain a spellbook containing all wizard cantrips.  You may learn, memorize, 
and cast cantrips, illusions, and enchantments as though you were a wizard 
of your level -1, using +CHA instead of +INT to cast a spell.

 NEW TRICKS
Gain a move from the another playbook.  Choose the move as though you 
were one level lower than you are.

 RUMORMONGER
When you spend some time trading gossip in a community, roll +CHA.  On 
a hit you learn of an interesting opportunity nearby.  On a 10+ you can also 
start a rumor of your own – it will spread like wildfire.

 CONNECTED
When you put the word out to the criminal underbelly about something you 
want or need, roll +CHA.  On a 10+ someone has it, just for you.  On a 7-9 
you have to settle for something close to it or it comes with strings attached, 
your choice.

 UNDERDOG
When you are outnumbered, gain +1 armor.

When you gain a level from 6-10, choose from these moves or the level 2-
5 moves.

 ALL ACCORDING TO PLAN
You can foresee when you will need help the most, and plan accordingly.  
You may spend hold from Social Engineering to have a fortunate but 
plausible coincidence befall you.

 BLIND LIE
When you tell a lie to someone, roll +CHA.  On a 10+, they will literally not
be able to see any evidence that what you said was a lie.  It will vanish from 
their sight.  On a 7-9 they will still believe you, but only for a few moments. 
If you take any action to expose your lie, the effect ends immediately

 CHEAT DEATH
When you take your last breath, Death will always offer you a bargain, 
even on a 6-.  If you don't live up to it you will still live, but Death will claim
you the next time you reach 0 HP.

 ENTANGLING BLADE
(Replaces:  confounding blade)
When you hack and slash, on a hit you create and advantage against your 
foe:  either you or an ally acting on it takes +1 forward and deals +1d4 
damage.

 ESCAPE ROUTE
When you are in way too deep and need a way out, name your escape route
and roll +DEX.  On a 10+ you're gone.  On a 7-9 you can stay or go but if 
you go it costs you:  leave something behind or take something with you, the 
GM will tell you what.

 EVASION
When you defy danger, on a 12+ you transcend the danger.  You not only do 
what you set out to do, but the GM will offer you a better outcome, true 
beauty, or a moment of grace.

 INSTIGATOR
(Requires:  lamentable belaborment)
When you use lamentable belaborment, on a 10+ the argument also gets a 
little violent; deal your damage to any two affected targets.

 SERIOUS UNDERDOG
(Replaces:  underdog)
You have +1 armor.  When you are outnumbered you have +2 armor instead.

 Advanced Move
You can throw any melee weapon, using it to volley.  A thrown melee 
weapon is gone, you can never choose to mark ammo on a 7-9

 MORE NEW TRICKS
Gain a move from the another playbook.  Choose the move as though you 
were one level lower than you are.

 


