


THIRTEEN THIEVES

13 Thieves 1is a single player RPG about the
last days of a crime-gang under your command.

To play you need 1dl2 (a 1l2-sided die), and
something to write with.

Mechanically 1t takes i1nspiration from Blades
in the dark by John Harper, Never tell me the
odds by David Sommerville and Ironsworn by
Shawn Tomkin.

Your character i1s the newly instated leader of
an infamous crime-gang now on the brink of
destruction. As you play the gang faces tough
opposition and the risk of being eradicated
from existence. It is up to you to keep your
gang together while taking care of the threats
to the gang.



e

The setting can takel pifalceEnanySciity = real or
fictional, injeamyASchiimcPapmechiezaNRNPIReE i nidtiskichzataul
as well as fialr futurelaIsSHEongi als il

e Is riddled with crime

e There is coenflict between differenitiigangs and
the law-enforcement:

Besides your gang,, thenre¥sENidii2hialivieci((omNitdc))
more gangs vying for powerrinflicnccanc!
dominion over Ehel eity OnclciREncleanGSIMUISIE
be the law-enflorcemenith

The city is dividedWinde asBmanyMesSiBrticts as
there are gangs andWlcEBvCIglgBha’sl hold of
one of theseldilsisiskeissi 1

Is the districtsicicigpoeleh? ' .

Where‘is 184 l@@@t@ it at the ecdgel ofithe

L

city or moreleeniEral ?

Does the difsigEilcie®have a speEkificinamer?

What does the disie £ makinilly: dclaiBRwESER?
Induéﬂ%y? TradeRFAgriculltureR’ Somej=htincgNciisiel?

What is thelgeneralpopuliaicio LIRS ?
If you wish, draw, aFfmap ciffsehe @i"y lglely ds e

divided in distzrilets) whichWether gangsl cemnith=ens
the other distraletEs?

Don’t forget to gdive the city a namel

'4"



THE LEADER

You are newly 1nstated leader of the gang known
as [choose a name or roll on the list].

You became the new leader because [reasons for
the old leader to not be there, why you were
chosen]

Before you became the leader, you were [choose
or roll for gang-role].

THE GANG
Left of the gang there are 13 of you:

1. You [Choose or roll for name], leader,
former [gang-role]

2. [Roll for name], [roll for gang-role]
3. [Roll for name], [roll for gang-role]
4. [Roll for name], [roll for gang-role]
5. [Roll for name], [roll for gang-role]
6. [Roll for name], [roll for gang-role]
7. [Roll for name], [roll for gang-role]
8. [Roll for name], [roll for gang-role]

9. [Roll for name], [roll for gang-role]
10. [Roll for name], [roll for gang-role]
11. [Roll for name], [roll for gang-role]
12. [Roll for name], [roll for gang-role]
13. [Roll for name], the new [your former role]

How do you all relate to each other? Are you
friends or family? What binds you together?



What 1s your malin business? Do you deal with
racketeering, gambling, loans, 1llegal
substances, i1llegal sports such as pit-fighting,
smuggling of weapons? Is there anything your
gang stays clear from? Will your leadership
make your gang venture into unknown business
that maybe not everyone is comfortable with?

Describe you gangs biggest issue and enemy
right now.

You may have other troops but they are only
foot soldiers and hired goons, easily bought by
others and not i1nitiated nor committed.

RIVAL GANGS AND LAW ENFORCEMENT

Name at least two Rival Gangs [Roll or choose
their names]. If the law enforcement has a
special name or nickname in your city, decide
it.

Whenever a rival gang has been named and 1is
being used in the game, roll 1dl12 and halve the
result to see how many districts the gang has.
Law enforcement has no hold over a specific
district but can i1ntervene and act in all of
the districts. A gang should have at least 1
district to begin with.

What does the gang deal with? Are they in the
same line of business you do? Or 1is i1t one you
want to venture into? Is it something you
despise and should be gone from the streets?



RIVAL, GANGS AND LAW ENFORCEMENT

NameMaismilleast two Rival Gangs [Roll or choose
thelfrnames | . "Hfthe law enforcement has a

special name or nicknamelin your city, decide
ito

Whenever a rival gan peen namedand is
being used in the game, roll 1dl12 and halve the
result to see how many districts the gang has.
Law enforcement has no hold over a specific
dassisiilelt but can intervige and act 1in all of
the districts. A gang should have at least 1 ‘

district to begin with.

What does the.gang deal with? Are they in the
same line ofMPusiness you do? Or 1s 1t one you
want to venture i1nto? Is 1t something you

despise and should be gone from the streets?
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PLAYING THE" GAME

Reading the full game is advised before you
start playing.

.choose] , 1t’s the [rollNCiR2ASYaely th day:
since you became leaderEWeof youNgang;.

W-rite im of aggjeurnal /diary. Mejumsjsaidts
alt’ theSfirsitmdayMecithcillFsINl. fommpmen thilcla

Things t%.write about on yeur first entry:
e About your_self, good tr, bad traits
e How you came to be leader '
e What happened to the previous leader

e Your feelings about becoming leader

* Your gang-members reactions to you being
leader

e The gangs situation

e Your immediate plans of action

After that roll a dl2 to see how many days go
by before your gang take action.



TAKING ACTION

You hold the initiative on your first action as
leader.

For your gang to survive and expand you must
strike against the other gangs and take from
them. In order to do so, you make operations or
moves .

Decide what you want/need to do and what your
goals are. Is it taking over another gangs

dilsitrict? Assassinate an important member of
their crew? Make an alliance over a common
enemy’ or strike a truce with a warring faction?
T's. 1t gathering information, men or resources?

No eperatiion you makel isi without risk, and can
havel terriblle consequences for thel gang and the
members yous send out. What happens if you fail,
how will Sthel mival gangs act against you?
Semetimes you mighit get what yeu want, but at a
hilgh! pricel or to your detriment,  what could
your actioens cost you?

Before each operation you need teor analyze the
level of risk of your movel. Coung up the

factors that ecan make the operatien successful
as well as the factors that can make operation
fail.




Examples of factors:
* You outnumber them / They outnumber you
e This is your turf / You’re in enemy territory

e You have plenty of information / You have
little to no information

e One of the gangs members have a fitting role
or expertise for the operation

e You hold an advantageous position / The enemy
has an advantage over you

* You are well prepared or resourced / You are
rushed or don't have enough resources

I'f you have more than two beneficial factors
compared to the detrimental factors: The
operation is considered Safe.

If your beneficial factors is one more, equal or
one less compared to the detrimental factors:
The operation 1s considered Risky.

If the detrimental factors outnumber your
beneficial factors by 2 or more: The operation
1s considered Dangerous.

Also choose a member of the gang to take charge
of the operation, if you have a members
expertise as a factor, choose that member. The
member 1in charge 1s the one you risk when
executing the operation.



When you are ready to execute the operation,
roll a dil2:

If the result is |If the operation
EVEN is ODD
If the operation [You succeed You succeed at a
is SAFE
If the operation succeed.
is RISKY ‘

If the operation
is DANGEROUS

If the operation 1 The member

is SAFE endangered

If the operation |[The Héﬁ@ér is The member is
is RISKY safe endangered

If the operation [The member is The member is
is DANGEROUS endangered lost

L ——

Write in the journal about the operation, the
setup and 1ts outcome. What are the rival
factions reactions to 1t? How does your gang
fare? What are your feelings about 1t?

For ideas on possible complications, there are
examples 1n the last pages amongst the tables.

Then once again roll a dl2 to see how many days
go before your next operation. Write what has
happened 1n time between and then perform your
operation.



LOSING MEMBERS

No operation 1s without risk for your gang.
Whenever you perform an operation you put one
of your members in an unsafe position.

If during aniieperation a member becomes
endangerediiithieyziare marked and closer to being
lost fromEhieMgmeupl. Being endangered can mean
many thingsaaMayleclehesmember getsh fhedr life
ou t siiideElhicleEngiicomprromatsieds bz airakzall
iclelelon , the mamoar ets wotkelel ©r g losilne
Loyelecy to you or the gamel. JhEeliEiear loacom=as
chclancerec a second tine ENSEEISINOSE

Leshiingiamncenschidpneanisyeoudcannot uselSthiemNers
icheiler specilalty Efow CPSisatieii

IHOSILNE) & Eloek micle Igelloecause ©if tham Cyawe,
becauseMeof betzayiitor them Dehlngickltichi-Ne:

other reason you think is fitEinaMDilbssae,
game you cannot get a member SElciqgnlchagelain
repla‘@ﬁ@em with a new membeh

The leader must be the last memilecHAMRCY=




ENDING TEE CAMS

The came cnels when your cane hes ceincel total comtiol
oveE e eity, or waenm you've lost cnoueln memlosrs €to
log thelole to continue (o to wou) , ©F wWeeh you lhewe
0O Cues Laft.

Whien S yeouencdiSEheNgamepiwmtte s how it happen's), and’ whiat
Come'siRatttena




LINBILTS

NelSelEaeillelsEprovide examples and inspiration, i1f you
watslhitteolch'ange the format of names provided, feel
Hreeltonde sol. If you want to add or change full
Fabillelsiittofitiiyoun gamel or world more, del ser
Swaltlchifng outialweondatn s at ttabillel to seome thiingMNISIEREE)
right ahead!

GANG NAME

Rell for combinatien, Location:
then roll on the
corresponding tables: L. St/nel/zcl/th street

1. Location+Belonging 202 ]| st /mel/eel/ Ea jpies
2 . Locationt+Weapon 3.

3. LocationtAnimal 4

4 Location+Supernatural >. Factory

5. Supernatural+Belonging © o BALLIL

6. Supernatural +Weapon 7. Sewer

7. Supernatural+Animal 8.Railroad
8.Animal+Belonging © . BisLiel=
9.Animal+Weapon 10. 0Old town/New ciEy
10. Weapon+Belonging 11. Junkyard

11. Weapon+Supernatural 2. EHell

12. Supernatural+Location



Weapon (halve the result
of the dl2, roeunded up) :

1.Dagger (s)

.Razor (s)

. Bulle@=(s)

11 . Wl tusel(s)

12. Rat(s)

il
2.0gre(s)
‘3 . Skeleton (s)
4
5
6

Belonging:

1.Brother(s)/Sister(s)/
Other Family

N

.Butcher (s)

w

.Outsidexr(s)

1SN

.Strangler(s)
.King (s) /Queen (s)
.Skull (s)

. Hunter (s)

o J o U

. Bomber (s)
@.Bruiser«s)
(s)

il . Rideid(s) \

10. Savage

12. Watcher (s)

pernatural (halve the
result eof the dl2,
rounded up) :

.Angel (s)

.Dragon (s)
5. Demon (s)

.Devil (s)



THIEF NAME

Roll for combination:
1. Color+Weapon
2.Color+Animal
3.Colort+Name

4 . Weapon+Name

5. Name+Weapon
6.Animal+Name

7. Name+Animal

8. Name+Belonging
9.Belonging+Name

10. Color+Supernatural
11. Name+Supernatural

12. Supernatural+Name

Name (halve the result of
the dl12, rounded up):

1.Kim
2.Jack
3.Sam
4. Alex
5.Billy

6.Noel

Color (halve the result
of the dl12, rounded up):

1.Red
2.Grey
3.Black
4. Silver
5. Green

6.Gold

GANG-ROLE

Each Thief has two fields
of expertise, roll for
which of these 4 (halve
the result of the dl2,
rounded up) :

1. Information+Violence

2. Information+Sneak

3. Information+Negotiation
4 . Violence+Sneak
5.Violencet+Negotiation

6. Sneak+Negotiation



COMIRILLCATILONS

The followalngFare’ exampileiSleENPESISEiIlcMeeomPIt cations
that can happen freomEnNepchzalionHaEREInNG o r
succeeding at a cost:

e A rival gang gets news of what you did, andBwabEl use
1t to their advantage.

* A rival gang puts a debt on yeuand givesial
deadlinepwatth. af numbers ot dayisi(dechide

Fallureswa il Sllead tol themMEalkiing what they,
feel 1is owed! by Eoncer

take any actions’ pessibile’ te destroy your gang.

e A rival ggﬁﬁhallies itself with another against

your gang.

————
An alliance is stamtiingii<claiisngsour, or 1s ended
LS ClIhsCit I MES more costly im resources NEdEhs




THANKS FOR PLAYING

The game was written and designed
@jimiskindacool on twitter and on

Feel free to give any feedback on

The game was playtested by myself
Eden.

by Jim Engstrand
itch.io

it.

as well as Karl



