Jan Three-Knives
Thief of No Particular Home
They’ve called you Jan Three-Knives for as long as you can remember; they called you Three-Knives in the alleys of the city of Tarantia when you were a young girl, they shouted the name of Three-Knives in the hidden thieves’ guildhall when you became guild-mistress, and the priests of Set in Sukhmet cursed the name of Three-Knives when you made off with their holiest relics and their temple treasury. One knife in each hand, and the third and sharpest one is your mocking tongue. You’re an infamous thief, loved and hated in equal measure across the world.
After the heist in Sukhmet, you fled to the south. You heard rumours that there was a cult in the city of Masa who were rich in gold, and resolved to steal their treasures too. You’re fairly sure that the treasury’s located in the sea-caves beneath the priests’ cliff-top compound, and that the fat high priest Salmar knows how to get in.
You crept into Salmar’s tower one night, planning to force him to bring you to the vault, but the old priest was awake and spotted you. He must have used some sorcery on you, for your limbs went dead as stone and you could not move – then one of his guards knocked you out…

You awoke in a prison cell, chained. There were several other prisoners there – one of them you recognised as Corac the Reaver, a pirate you’ve travelled with a few years ago. There’s no sign of his inseparable friend Red Ubar, though – if Red’s free, then surely he’ll rescue Corac, and you can tag along. You always land on your feet…

Jan Three-Knives

4th level Thief

STR:
10 (+0)

INT: 14 (+2)

Fortitude Save: +1
DEX:
18 (+4)

WIS: 13 (+1)

Reflex Save: +8

CON:
12 (+1)

CHA:
13 (+1)

Will Save: +2

Initiative Bonus: +8



Dodge: +7
Hit Points: 18




Parry: +2

Fate Points: 3

Skills: Appraise +5, Balance +7, Bluff +5, Climb +4, Disable Device +8, Disguise +5, Escape Artist +8, Forgery +5, Gather Information +4, Hide +10, Jump +4, Listen +7, Move Silently +10, Open Lock +8, Search +5, Sleight of Hand +7, Spot +7, Tumble +8, Use Rope +8
Feats: Dodge, Eyes of the Cat (see better in the darkness), Alertness, Lightfooted (+one dice Sneak attack, +1 Dodge, +1 Hide and Move Silently when unarmoured), Fleetfooted (+10 movement when unarmoured)
Abilities: 


· Sneak Attack: 2d6 extra damage on flanked or flat-footed foes. This increases to +2d8 when you’re using a dagger or throwing a dagger.
· Trap Sense: +1 bonus to Dodge and Reflex saves against traps.
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Base Attack: +3
Grapple: +3
Weapon

	Type
	Damage
	Critical
	Armour Piercing

	Fist/Punch
	1d3
	
	

	
	
	
	

	
	
	
	

	
	
	
	


