
a lasers & feelings h
ack

What happens when the best thieves in the 
world get together? Your crew. Steal, hack, 
escape certain death—and that's just how you 
grab breakfast  every morning. If you topple 
capitalism and corrupt politicians along the 
way, so much the better. Whatever the heist, no 
matter the con, you've got this in the bag.

You have two stats:

aesthetic
attitude

GM: create a heist
Roll, choose from the tables below,

or make your own!

that you want to...

Play to see how your thieves pull off their heist. Put the threat front and 
center, giving them as many resources as they have weaknesses. Everyone 

wants a time to shine, so tell your players what's about to happen, then ask how 
they react. only roll when the situation is out of the ordinary: pickpocketing a 
random passerby probably doesn't need dice, but breaking into a car company 

CEO's private vault almost always does. 

embrace failure. tailor situations to characters. ask lots of questions.
most impormost importantly: have fun!

which will...
restore justice

bring in new allies

make the world understand
ruin the targetsabotage the survelliance state

give you a clean slate

for

for roll under

roll over

Character Goal 
Choose one or make your own. Vengeance Served Cold, 
Buy Your Independence, Redistribute Wealth, Change 
the Balance of Power, Find A Path to Retirement, or Be 
The Best in the World at what you do.

now pick your strengths & weaknesses
they're on the left.

in the black

in the red

Your target...

rogue's gallery:- make a thief
Choose your style 
Dressed to Kill, All in Black, Technophile, Many 
Disguises, Revolutionary, Skin Tight, Surprisingly 
Casual, Cannot Be Perceived.

Choose your role
Hitter, Mastermind, Face, Hacker, Saboteur, 
Infiltrator, Forger, Doppleganger.

choose your number
 from 2 to 5. A high number means you have more 
ATTITUDE -(flaunt the unconventional, embarrass 
your rivals, go beyond belief, turn the tables - 
the more impact the better). A low number means 
you have more AESTHETIC -(charm the masses, stun 
your rivals, walk into any room and draw eyes, 
fetch a high price - the more attention the better.

choose a name

You have: 
a convenient bag of equipment, your favorite outfit, 
a box full of calling cards, and an ironclad alibi.
 

has a lot of...

player goal 
Get your thief involved in a fun, wild heist where 
everyone makes off like a bandit.

Then choose a code name, because a little 
operational security goes a long way.

start here

steal this game!

some billionare asshole

money

unearned power

steal
subvert

destroy

expose to the public
return to rightful owners

make useless

blood-soaked credibility
stolen goods

political influence military tech

a cult leader a right-wing talking head

the cops a colonialist museum

a corrupt politician

REBELS & 
RENEGADES

As a group, choose two strengths for your crew: Always Prepared, Perfect Escape Plans, Grab Two for the Price of One, Waltzes Through Security, Deathproof, Knows The Local Scene, Highly Influential Patron, or Assisted by A.I. 

Now pick one weakness: A Little Too Famous (someone is guaranteed to recognize you), Pissed off the Mafia (they'll show up to cause trouble), Has Family to Protect (you'll have to save someone), Your Hot Ex Wants You Back (and they'll hBack (and they'll have terrible timing), or unreliable Confidant (someone spills crucial info about your plans).

let's roll some dice!
you'll learn how in the middle.

When y
ou take

 a risk—
like bre

aking, b
ending,

 or 

skirting
 the law

—roll 1d
6 to see

 the res
ults. Ro

ll 

+1D if yo
u're ma

king a p
oint or

 +1D if y
ou're 

showin
g off y

our ski
lls. 

HELP!if you want to assist

someone else, say how

and then make a roll. on

a success, they take +1d.

0 - If n
one of

 your d
ice succ

eed, yo
ur play

 goes h
aywire.

 

The GM 
will te

ll you 
exactl

y how.

1 - If on
e die su

cceeds,
 you ma

ke it by
 the ski

n of yo
ur 

teeth. T
he GM t

akes a 
toll in

 a comp
licatio

n, harm
, or 

cost.

2 - If tw
o dice s

ucceed,
 it's bus

iness a
s usual

. You do
 it, 

and do
 it well

.

3 - If th
ree dice

 succee
d, you'r

e total
ly in yo

ur elem
ent. 

3 - If th
ree dice

 succee
d, you'r

e total
ly in yo

ur elem
ent. 

The GM 
provide

s an ad
ditiona

l effec
t accor

dingly.

What e
lse ca

n i get
 away 

with?

who d
oes th

is real
ly belo

ng to?

what d
oes m

y crew
 need 

right 
now?

what's
 the m

ost va
luable

 thing
 here?

if you 
roll y

our nu
mber e

xactly
,

you ba
lance 

aesthe
tic wit

h attit
ude.

ask th
e gm a

 quest
ion an

d they
 will

answe
r hone

stly. S
ome qu

estion
s -


