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Unknown Stones 

Thieves Moss Crag 
 
Climbs - 30 
Altitude 390m 
Faces  South East 
 

 
 
Other condition info:  
A wall of perfect, solid limestone situated in a peaceful and sheltered location just off 
the footpath that skirts the west side of Crummackdale and just behind Beggar’s Stile 
Crag. Being limestone it will seep below the overhangs in wet weather but otherwise 
quick drying. The landings are pretty flat but mats make sense. Problems by P Clarke, 
J Hunt, K Buck and D Turnbull. 2015-2016. 
 
Parking and approach info:  
Leave the A65 and drive into Austwick, pass the triangular junction heading east and 
after a short distance turn left (Townhead Lane – just after the school and as for 
Robin Proctors Scar approach). Keep going uphill and the road becomes a track 
which is drivable as far as a junction with another track coming in from the right and 
a ‘No Cars’ sign. Park sensibly on the left here. The track continues to Crummack 
Farm then a footpath goes up the valley (not the one going off uphill to the left). At 
the head of the valley a stile is reached at the left end of Beggar’s Stile 
Crag/Moughton Scars. Cross the stile and continue for 250 metres. The main area is 
in a small valley to the left (west) with the right-hand area in a parallel one a little 
further on.  
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Main Area 
All Problems are sitters. The 
plinth makes exact identification 
of starting footholds difficult. You 
will know if you are cheating! 
 

1/Takes a Thief f3 * 
The vertical thin flake and up. 
 
2/To Catch a Thief f4 * 
The wall, perhaps avoiding the 
loose looking block. 
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3/ Cutpurse Crack f5 
The left edge of the crack (only) 
for hands 
 
4/ Daylight Burglary f5 * 
Wall on small but good holds 
 
5/ Highwayman f3 * 
Crack-like feature 
 
6/Thief in the Night f5 * 
Wall past the good but veggie 
break. 
 
7/Cracksman f4+ * 
Up to and past the flake 
 
8/ Pickpocket f6a * 
Low undercut for right hand and 
up past pinchy pockets 
 
9/ Prince of Thieves f6c *** 
Same undercut but for LH and 
undercut flake for right. Straight 
up using flake feature. A leftward 
variant (b) is f6b. 
 

 
 
10/The Big Steal f5+ ** 
Monster flake into layback crack 

 
11/ Stealth f6a * 
Right end of monster flake and up 
using left facing flake. 
 
12/ Honour Among Thieves f6c+ 
** 
From the monster flake up Big 
Steal or Stealth to the good holds 
then make a tenuous traverse past 
the long pocket on Police and 
Thieves. Keep going at same 
height to Dick Turpin. Linked 
with Parcel of Rouges is f7a. 
 
13/ The Whole Truth f6c ** 
Monster flake, then low traverse 
on undercuts then up the big 
leaning flake to a tough exit. 
 
14/ Police and Thieves f6b *** 
Good undercut with RH and big 
reach for long pocket then up. 
 
15/ Butch Cassidy f6a+ * 
Pull up besides the right slanting 
flake crack to below niche. Either 
enter it or use right rib. 

 
16/ The Lockup F5 * 
Niche to undercut then pull 
rightwards on buckets. 
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17/ At Least Dick Turpin Wore a 
Mask f4 * 
Right rib 
 
18/ Parcel of Rouges f6b ** 
Excellent traverse just below the 
top and feet over the roof. Mostly 
juggy but with one tricky section. 
 

Stealth 6a 
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The Recess 
Across the rocky ridge to the right 
is another recess with some easy 
problems on yet more great rock. 

 
1/ The Hideaway f2 * 
Pillar – no arêtes 
 
2/ Cul-de-Sac f2 
Cracks 
 
3/ Cavity Cracks f2 
More cracks 
 
4/ Recession f2+ ** 
Excellent corner/groove 
 
5/ Not So Smooth f4 * 
The wall behind the block. 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 

 
 
6/ The Reprieve f2 
Wall just to the right. Sharp. 
 
7/ Turning Point f2 * 
Flake 
 
8/ The Breach f3 * 
SDS. Breaks to big holds 
 
9/ The Divide f3 * 
SDS. More breaks 
 
10/ Interlude F3 * 
SDS. Final breaks before the wall 
gets too small. 


