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T
he Thievery Competition is an adventure scenario 
designed for three to five high-Circle Journeyman to low 

-Circle Warden (Seventh to Ninth Circle) adepts of any 
Discipline. The adventure can be adjusted for lower Circle char-
acters, see Scaling the Adventure, below. In this adventure, the 
player characters become involved in a competition sponsored by 
the Quiet Feet, Quick Fingers gang to see who can steal the most 
valuable item in Kratas. Ambitious characters may plan their own 
heist or the characters can accept a behest from Xok Steadyhand to 
work for him to win the contest on his behalf. Once the characters 
procure the item they believe is the most valuable in all of Kratas, 
all they have to do is keep it from all the other thieves and gangs 
in Kratas seeking their valuables until the presentation marking 
the end of the competition. 

Running the Adventure

T
he Thievery Competition is presented as a series of events. 
Each event is described for the gamemaster, who should use 
the information given to run each section. There is little text 

to be read aloud to the players, meaning the gamemaster will have to 
describe many of the scenes to the characters as he sees fit. Where 
possible, the text describes the terrain and areas the characters will 
encounter, but much of the detail is left to the gamemaster to devise.

Each event is described in terms of an encounter, which contains 
four sections. Setting the Stage contains a narrative description 
that the gamemaster reads aloud to the players. Themes and 
images helps the gamemaster set the mood and pacing for a par-
ticular encounter. Behind the Scenes explains what is really going 
on in each encounter. The final section of each encounter, Trou-
bleshooting, offers suggestions to help the gamemaster get the 
adventure back on track should things go awry.

Adventure Background
Every year for the past twelve years, the Quiet Feet, Quick Fin-

gers Thieves’ Compact sponsors a competition. (For more on Quiet 
Feet, Quick Fingers, see p.76 of Kratas: City of Thieves.) There is 
no monetary prize or trophy, merely bragging rights and the respect 
of one’s fellow thieves, as well as the certainty that the exploit will 
be sung by the Troubadours of Kratas. Each year Finellianis, the 
head of the gang, announces a different theme for the competi-
tion, after which the competitors have a year and a day in which 
to steal the theme item. Thieves do not have to give up the goods 
stolen for the competition, and can sell them as they wish, but they 
must present them on the last day of the competition for inspec-

tion. Capable Illusionists are on hand at the judging to make sure 
the entries are what they appear to be. 

Last year the theme was orichalcum coins: whoever brought the 
largest number of them was the winner. They had to be stolen of 
course; one couldn’t just steal an amount of silver to buy orichalcum 
coins. Last year’s winner was Terhik the Bold. The rumor was that 
he raided the Theran treasury in Vivane to acquire the two large 
chests that he returned with, each full to bursting with orichalcum. 
Terhik just smiled and wouldn’t say. Previous years’ contests have 
included stealing the largest emerald one could find (Finellianis 
likes the color green), stealing the most valuable live animal, 
stealing the most valuable book (the great library of Throal was 
particularly put out about that year’s competition), the largest 
amount of living crystal, and so on. 

This year’s competition, announced almost one year ago, was 
to steal the single most valuable item in Kratas. This is a bolder 
move than some were at first aware. Garlthik is usually content 
to let the competition run, though he does not officially approve. 
It is actually to his benefit when the competition encourages the 
best thieves in Barsaive to steal things elsewhere and then bring 
them to Kratas to be sold. However, by limiting the competition 
to Kratas itself this year, Finellianis has made a subtle challenge 
to the authority of Garlthik and the Force of the Eye.

The deadline for the competition is only a week away. There has 
been a flurry of activity, as thieves work on their last-minute entries. 
Master Thieves who live in other parts of Barsaive have been return-
ing to town in the past week. A number of houses in the wealthier 
parts of town have been burgled, though a number of thieves whose 
ambition outpaced their abilities have perished in such attempts. 
Terhik has rented a small warehouse in the Warehouse District and 
has it locked up tight with a twenty-four-hour-a-day guard. 

Garlthik has stepped up patrols in Hilltop and around his other 
interests in town. While he has not attempted to stop this year’s 
competition outright, he has encouraged his minions to make it as 
difficult as possible to conduct the competition in the city and to 
rough up anyone making an open show of his participation. Finel-
lianis expected no less when she chose the theme. 

Finellianis has also announced that creativity is allowed and a 
number of judges will decide on the value, as well as what consti-
tutes a single object. For example, a chest of diamonds does not 
count as a single item, but the largest single diamond within that 
chest may be entered. However, a diamond tiara, made with sev-
eral diamonds, would count as one item. Team entries are allowed, 
with a crew or squad entering one item jointly. 

 The Thievery Competition is called the “Open Invitational” 
because the competition is by invitation only, and is, paradoxically, 

The Thievery 

It is time to find out how good the Force of the Eye  
and Garlthik really are at “protecting” Kratas.

• Finellianis, Leader of Quiet Feet, Quick Fingers •

C h a p t e r  O n e
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open to all comers. That is, any clever or ambitious thief who 
can steal an invitation is allowed to enter. Finellianis has a 
few extra invitations drawn up just for such wildcard spots, 
that she leaves in moderately well guarded spots. If one is 
the sort who waits to be invited to a party, then perhaps the 
Thief ’s way is not for him. Further, should one show up at the 
final presentation of entries without an invitation, but with a 
winning entry, the judges would not let such a silly thing as 
rules stand in the way.

Plot Synopsis
The gamemaster has a number of options for getting the 

characters involved in the competition. If they are sufficiently 
famous (a Legendary Status of Journeyman or higher), they 
may receive an invitation themselves. Normally the invitations 
are given out the previous year, at the start of the competition, 
but if the characters have recently entered the city, Finellianis 
may make an exception and invite them to compete anyway. 
If they are not of sufficient Legendary Status to receive their 
own invitations, they may hear of the competition anyway, 
as it will be the source of much gossip and speculation as the 
deadline draws near. Finally, the encounter, odds-on Favor-
ite, below, provides a fairly straightforward introduction. 

A sample text of an invitation to the competition appears 
below, but as invitations are drawn up individually, the text 
may need modification to make it apply more personally to 
the player characters. 

Your exploits in the arts of pilfering and thievery have 
brought you to the attention of the Quiet Feet, Quick 
Fingers Compact. It remains to be seen, however, if you 
have the skills in larceny to compete against the very best 
in the field. You are hereby invited to submit your entry 
in the Twelfth Annual Kratas Open Invitational Thiev-
ery Competition, to be presented for judging at midnight 
of the twelfth day of Doddul in front of the Northern 
Gate of Kratas, next to the Keep on Clifftop. The person 
who presents the single most valuable object stolen from 
within Kratas itself will win this year’s contest.

Finellianis

If the players are low-Circle Thieves or think that they are 
not capable of winning the contest, or if the group does not 
include a Thief or adept of another suitable Discipline, the 
gamemaster can bring the characters into the contest by 
having an experienced Thief hire them to assist with his entry. 
This option is outlined in A Disgusting proposal, below. This 
takes the characters on a fairly linear progression through the 
adventure, as well, so may also be appropriate if the charac-
ters are stuck or lacking the initiative to come up with their 
own plan for winning the contest. 

The characters may win by stealing the item that is, in the judges’ 
opinion, the most valuable item in Kratas. There are a number of 
possible winning entries; see What to Steal? below. 

The most valuable item in Kratas, however, is the Key to 
the City. This belonged to the Theran administrator and has 
become a Core Pattern Item for Kratas. This is of incredible 
importance to the city, and especially for Garlthik and Vis-
trosh, each of whom could potentially weave a powerful thread 
to the item. This could shift the balance of power among the 
city’s gangs, and a magician could also make use of the key 
in Ritual magic that could affect the entire city. 

The open-ended nature of this adventure allows it to be 
played by characters of varying Circles, as described in the 
introduction. This presents a challenge to the gamemaster 
when determining an appropriate level of opposition to 
the player characters. In the case of the Sewer Filth and 
the ghouls, simply increasing the number of opponents 
adequately addresses this issue. 

The difficulty can also vary depending on whether the 
characters are going it alone, or whether they are work-
ing for Xok and are under his guidance. The latter case 
will make it easier for a lower circle group of characters 
to succeed. A low-circle party should be approached by 
Xok, and he should council them to keep a low profile. As 
relative nobodies, going after an unknown object, they 
can escape the notice of the more powerful Namegiv-
ers in town. In this case, the opposition in Are you the 
Keymaster? should only be minor thief. See that sec-
tion for more. 

In the case of the Named gamemaster characters, scal-
ing the adventure requires more finesse. These foes are 
more than a match for a small group of Novice characters, 
but keep in mind that direct confrontation is not neces-
sarily in the best interest of the gamemaster characters 
or the group. Ishtrian and P’trank will not kill the player 
characters unless their lives are in danger. Instead, they 
might steal the group’s treasure and run, rather than face 
the characters in combat. 

In the case of Greywing and Blackstone, they are very 
busy as the contest approaches, and so they do not devote 
their attention to the player characters full time, unless 
the group has killed a member of the Force of the Eye. 
If playing with a lower Circle group, use Greywing and 
Blackstone as a source of intimidation and suspense, rather 
than full-on assault. The player characters may periodi-
cally catch glimpses of the two keeping an eye on them 
from dark corners; the two Slashers do not consider a 
Novice party to be of much concern and are content to 
watch from a distance, unless the characters show them-
selves to be more of a threat. Make the first encounter 
with the two Slashers sufficiently intimidating that the 
Novice characters will wisely run from them, rather than 
trying to take them on directly. 

A large group of Journeyman player characters, how-
ever, should be able to easily defeat Ishtrian or P’trank in 
direct combat. However, neither of these two criminals 
is foolish, and both assess their opponents carefully; they 
have no hesitation about fleeing from an obviously supe-
rior group–prize in hand, of course. The problem then 
for the group comes not in defeating the two Thieves in 
combat, but in catching them. 

A high-Circle Journeyman or Warden group may be an 
even match for Greywing and Blackstone, but the Slashers’ 
power can be easily augmented by reinforcements from 
the Force of the Eye. See the section on the Slashers on 
p.50 of Kratas: City of Thieves for more information. 

Finally, as this is an adventure especially well suited for 
Thief Adepts, you may make it more challenging for high-
Circle characters by increasing the Difficulty Numbers to 
detect, disarm, and pick and disarm the locks and traps 
they encounter. Also, feel free to add more such traps and 
locks, as well as guards if necessary, to give the characters 
more opportunities to use their talents.

Scaling the 
adventure
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