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THE ESSENCE OF FATE

Fate Condensed is a compact, stand-
alone version of the Fate Core System
streamlined for clarity and ease of reference. & :

Fate Condensed gives you easy-to- '
digest rules in as few pages as possible, G
letting you get to the table androll the 7

. dice, fast. It includes a few simple a5 \ § o ;
refinements to the Fate Core engine Ag \_ D £

1 honed over a decade of active play W% , RET % 3
and development. And bestof all, it's “""'“ — m;,; .
100% compatible with every one of ;‘?ﬂ G

our 90+ Fate products already

published. <\ / ' _..;;?f ‘
e e

Fate veterans will o |

appreciate the concise > '

layout, minor refinements,

and additions to Fate’s rules

(see the front cover flap for

the details).

~  New to Fate? Fate Condensed
can drive any game, any
scenario you can imagine.
Unleash your creativity! Fate’s LY/
flexible rules make it easy. ‘ }

i1

You can adapt your favorite movie or 1/ .
tv series, or create an original world j .
uniquely tailored to your group. Players l{ il
populate that world with proactive,

' capable characters leading dramatic

—

lives. The Game Master challenges Hﬁ% ;
them with crises tied both to the world
and to their personal troubles. (=

Fate Condensed gives you the flexibility
and power to bring your vision to life!
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WHAT’S NEW?

Inside Fate Condensed, you'll find:

 One-point stress boxes to help
reduce player confusion. (Don't
worry, you can still use Fate Core
stress if you want!)

» Skills no longer determine turn
order. Instead, the story determines
who goes first, and the active player
chooses who goes next.

» We've improved advancement,
eliminating significant milestones
and finessing major milestones to
compensate.

» Active opposition is no longer
separate from the defend action.

* Fourteen pages of optional rules
to make building your own custom
variant of Fate easy. These options
give you rules for countdowns, scale,
extreme consequences, methods
to make your Big Bads bigger and
badder, and more.

OPEN LICENSABLE.

For game creators, the text of

Fate Condensed is available for §
development under an open license.

Its low word-count means it won’t bust
your budget when creating your own
stand-alone game Powered by Fate.

CHOOSE YOUR FATE!

Looking for an in-depth walk-through
of the system? Fate Core contains
copious examples and under-the-hood
design philosophy.

"

Want beginner-friendly, streamlined
play? Check out Fate Accelerated,
designed for speed.

A 1

Seeking a tight, refined, wallet-
friendly rules reference? Put one (or
more!) copies of Fate Condensed in
easy reach, break out your dice, and
start playing.

Sy

Whatever way you want to play,
there’s a Fate that’s right for you!

FICTION FIRST (P.13)

Describe what you’re trying to do, then
choose the skill and action that fits.

ROLL DICE (P.13)
Effort = [4dF dice roll, p.13]
+ [skill, p.6] + [invokes, p.15]
+ [stunts, p.15]

FOUR OUTCOMES (P:15)

Shifts = [Your effort] - [opposing effort or
target difficulty]

4 Fail: Your effort is less than the target
difficulty or opposing effort.

S Tie: Your effort is equal to the target.

1 Success: Your effort is one or two
shifts more than the target.

1T Success with style (SWS): Your
effort is three or more shifts more
than the target.

FOUR ACTIONS (P.18-21)
(.\ Overcome:

‘? Get past an obstacle.
/ Create an Advantage:
\H/ Leverage the power of aspects.
I\ Attack:
%J Harm another character.

J
ASPECTS ARE TRUE (P.22)

Aspects grant or withdraw permission for
what can happen in the story.

INVOKING (P.24)

Costs a fate point, or free.

Free invokes may stack.

* +2 to your skill roll, or

* Reroll all your dice, or

* +2 to another character’s roll, or

* +2 to the difficulty vs. another character

COMPELLING (P.25)

Accept a complication for a fate point.

Defend:
Prevent another’s action.

/

\

» Event-based: You have __ aspect and
are in _____ situation, so it makes sense
that, unfortunately, __ would happen
to you. Damn your luck.

 Decision-based: You have _____ aspect
in _____ situation, so it makes sense that
you’d decide to . This goes wrong
when ___ happens.



Fate Condensed was made possible by the hard
work of the Fate of Cthulhu team, seven years of
experience with Fate Core System in the wild, and—
of course!—the steadfast support of our backers.

Thank you!

Fate Condensed (along with many other texts)
is available for your use under an open license.
Check out http://www.faterpg.com/licensing
for Fate’s licensing details.
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INTRODUCTION

This is Fate Condensed, a version of Fate Core System in as compact a form as we
can manage. Itisa coinploto roloplaying game; while other books inight enhance
your use of it, you don’t need any other book to play.

On that note, let’s get into what you do need!

What Do | Need to Play?

To play Fate Condensed you'll need two to six friends with one acting as Game
Master (GM), some dice, some tokens, writing implements, paper, and somothing
to write short notes on (e.g., small “sticky notes”).

Fate Condensed uses Fate Dice™ when characters take action. Fate dice are
six-sided dice with two . sides, two sides, and two = sides. One set of four
dice will work fine, but one set per playor is ideal. Other alternatives exist, such
as using standard six-sided dice (1-2 =@, 3-4 =@, 5-6 = E8), or the Deck of
Fate, which uses cards instead of dice. We use the word “roll” throughout the
text for simplicit}f.

FOR VETERANS: CHANGES FROM FATE CORE

Condonsing the gist of a system from noarl}f 300 pages down to under 60 pages
of text does lead to a few changos. As of this writing it has also been oight years
since Fate Core S_ystem was created, so a little iteration of the dosign is to be

oxpoctod. In particular, we highlight the following:

We’ve shifted over to one-point stress boxes to holp reduce confusion
(page 12).

“Balsera Style” initiative (also known as “elective action order” or “popcorn
initiative”) is the default rather than using skills to determine turn order
(page 31).

Advancement functions a little diﬂ:orontly; we've eliminated signiﬁcant mile-
stones and finessed major ones (as breakthroughs) to compensate (page 39).
We’ve removed the notion of active opposition as separate from the defend
action (page 21). This has a few minor ripple effects, particularly over-
come’s tie result ( page 18).

Create an advantage has been tweaked to offer better clarity and agency
around the discovery of existing unknown aspects ( page 19).

Full defense is prosontod as optional and has been altered a bit to accommo-
date the oxpandod scope of the defend action ( page 48). Other standard

rules options are prosontod as well, starting on page 45,
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GETTING STARTED

Define Your Setting

Any game of Fate starts with deﬁning your setting. This inight be a concept

your GM is bringing to the table, a pnpular media property the players are
familiar with, or a collaborative wnridebuiiding exercise invnlving everyone
at the table. The setting discussion may be quick and iight on detail, or may
involve a detailed full session with the whole group, or anything in between.
Your choice of setting forms the basis of the table’s consensus about what is
true, and what is acceptable n piay and in character concepts. If your setting
doesn’t have ﬂying penpie in it, then a piayer deciding to make a ﬂyingepersnn
character doesn’t pass muster. If your world involves shadnwy organizations
and deep conspiracies, pla}fers may expect stnr}niines free of clear-cut gnndﬂ

and-evil conflicts and devoid of farcical murder-clowns. It’s up to ynu!

Create Your Characters
WHO ARE YOU?

Once you've decided on a setting, it’s time for the players to make charac-
ters—also called PCs. Each pla}fer takes on the role of one of the heroes of
your story, cnntrniling all their actions. You get to build the character you

want to see in the world. Keep in mind that Fate characters are competent,
dramatic, and Willing to engage with the adventures ahead.

Your PC 18 rnade llp Df SE“JEI"&i EiEl’I‘lEﬂtS:

Aspects: phrases describing who your hero is

Skills: your hero's areas of relative expertise

Stunts: remarkable things your hero does

Stress: your hero’s ability to keep calm and carry on

Consequences: the wounds, physical and mental, your hero can endure
Refresh: a measure of your hero’s narrative agency

Finishing Touches: your hero’s persnnai details

ASPECTS

ASPECTS are short phrases that describe who your character is or what is
iinpnrtant to them. They can relate to your character’s physicai or mental quaL

1ties, histnry, beliefs, training, reiatinnships, or even particularl}f important

E(ll]lpl]flt‘ﬂt.



Fate Condensed ¢ Getting Started » 5

The first thing to know about them is aspects are true (see page 22 for
a discussion of thia). In other words, how you define your character is real
and true in the story ynu’re teiiing. If you write down that your character is
a PRECOG SNIPER, then they are a precog sniper. You've told everyone that
your character sees the future and is a crack shot with a rifle.

You'll also use aspects in play to change the story. They give you permis-
sion to improve your dice rolls and establish facts about the world. Lastiy,
aspects can earn you FATE POINTS if they create complications for your
character—so to make the most versatile aspects, you should aim for ones
that are dnubleﬂedged, wnrking both for you and against you.

To learn more about aspects and what makes a gnnd one, consider reading
some of Aspects and Fate Points (page 22).

To begin, you’ll give your character five aspects: a high concept, a trouble,
a reiatinnship, and two free aspects. Start with the high concept and go

from there.

HIGH CONCEPT

Your HIGH CONCEPT is a broad descriptinn of the character, cnvering the
vital bits. It’s how you would open your pitch for the character when telling

a friend about them.

TROUBLE

Next is your character’s TROUBLE—sninEthing that makes your character’s
life more cnn‘ipiicated. It could bea perannai weakness, farniiy entangien‘ienta,

or other Dbligatinna. Pick sninething you’ii €njoy rnlepiaying!

RELATIONSHIP

Your RELATIONSHIP describes a connection with another PC. They may
already know one another, or have just met.

Good relationship aspects should introduce or hint at conflict, or at least
an imbalance that gives the relatinnship a little momentum. This doesn’t
mean thcy are Dpcniy antagonistic, but thcy shouldn’t be all roses either.

If you wish, you can wait to write down reiatinnship aspects until everyone

hﬂ.S more or iESS CDH]piEtEd thEiI’ Chﬂ.l'ﬂ.CtEl'S.

FREE ASPECTS

You can make your character’s last two aspects anything you want—there
are no restrictions bcynnd the Dbligatinn to fit the sctting. Choose anything
which you think will make your character more interesting, more fun to play,

or bEttEI’ CDHHECtEd to thﬁ W'Dl'ld thE}’ DCCUP}T.
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SKILLS

While aspects define who your character is, SKILLS show what they can
do. Each skill describes a broad activity your character might have learned
through study and practice or simply have an innate talent for. A character
with Burglary 18 capablc, to some degree, at all manner of crime relating to
the fine art of burgling—casing a joint, bypassing security, pick—pockcting,
and lock-picking.

Each skill has a RATING. The higher the rating, the better the character
is at the skill. As a whole, your character’s skills will show you what actions
they are built for, which ones they’ll get by on, and which aren’t their forte.

You'll choose your character’s skill ratings, arranged in a pyramid with the

highest-rated skill at Great (+4), as follows:

One Great (+4) skill

Two Good (+3) skills

Three Fair (+2) skills

Four Average (+1) skills

All other skills at Mediocre (+0)

THE ADJECTIVE LADDER

In Fate Condensed, and Fate in general, all ratings are organized into a ladder

RATING ADJECTIVE

+8 Legendary

of adjectives, shown here.

+7 Epic
+6 Fantastic
+5 Superb
+4 Great
+3 Good
+2 Fair
+1 Average
+0 Mediocre
-1 Poor
-2 Terrible
-3 Catastrophic

-4 Horrifying
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SKILL LIST

Descriptions for these skills are found below.

Academics  Crafts Fight Physique Shoot
Athletics Deceive Investigate  Provoke Stealth
Burglary Drive Lore Rapport Will
Contacts Empathy Notice Resources

Academics: Mundane, everyday human knnwledge and education, including
histnry, sciences, and medicine. Academics stunts often refer to speeialized

arcas kaﬂDWlEdgE H.Hd H'lEdiCEll Sl(lllb

Athletics: A measurement of ph}fsieal pntential. Athletics stunts focus on

movement—running, jumping, parknur—and dndging attacks.

Burglary: Knnwledge of and ability to bypass security systems, piek pnckets,
and generally commit crimes. Burglar}f stunts give bonuses to the various
stages of enniniitting a crime, from the planning to the execution and

ESCHPE.

Contacts: Knnwledge of the right penple and connections that can help
you. Contacts stunts give you read}f allies and an information network

WthEVEl' you gD in tllE WDfld.

Crafts: Ability to make or break machinery, build contraptions, and pull oft
MacGyver-esque feats of ingenuity. Crafts stunts let you have the gizmo
on hand, give bonuses to building and breaking things, and provide justi-
fication for using Craftsin plaee of skills like Burglary or Academics under

certain circumestances.

Deceive: Ability to lie and cheat ennvineingly and with aplnnib. Deceive
stunts rnight Improve your ability to tell a particular breed of lie or help

invent false identities.

Drive: Cnntrnlling vehicles under the most grueling circumstances, pulling
wicked maneuvers, and sirnpl}f getting the most out of your ride. Drive
stunts can be signature maneuvers, a speeial vehicle of your own, or the
ability to use Drive in place of a skill like Burglary or Academics under
certain circumstances.

Empathy: Ability to accurately judge someone’s mood and intentions.
Empathy stunts can be about judging a crowd, pieking up on lies, or helping
others recover from mental consequences.

Fight: Ability to excel at hand-to-hand combat, whether with weapons or

fists. Fight stunts include signature weapons and speeial teehniques.
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Investigate: Deliberate, careful stud}f and puzzling out mysteries. Use this
to pieee tngether clues or reconstruct a crime scene. Investigate stunts help

you form brilliant deductions or pieee tngether information more quiekly.

Lore: Specialized, arcane knnwledge that falls outside of the scope of
Academics, ineluding supernatural topics of one sort or another. This is
where the weird stuff happens. Lore stunts often support praetieal appliea+
tions of your arcane knowledge, such as casting spells. Some settings may

remove Lore, replaee it with a different skill, or combine it with Academics.

Notice: Ability to piek up details in the moment, spot trouble before it
happens, and generall}f be perceptive. It contrasts Investigate, which is for
slow, deliberate observation. Notice stunts sharpen your senses, Improve

your reaction time, or make you harder to sneak up on.

Physique: Raw power and durability. Physique stunts let you perfnrni super-
human feats of strength, throw your Weight around while Wrestling, and
shrug oft physieal consequences. In addition, a high Physique rating gives

you more physical stress or consequence slots ( page 12).

Provoke: Ability to push penple to act the way you want them to. It’s coarse
and rnanipulative, nota positive interaction. Provoke stunts let you push
opponents into fnnlhardy action, draw aggressinn toward you, or scare

enemies (assurning they can feel fear).

Rapport: Building connections with others and wnrking tngether. Where
Provoke is mani pulatinn, Rapport is sincerity, trust, and gnndwill. Rapport

stunts let you sway the crowd, improve relatinnships, or build contacts.

Resources: Access to material things, not just money or direct nwnership. It
inight reflect your ability to borrow from friends or dip INto an nrganizaa
tion’s armory. Resources stunts let you use Resources in plaee of Rappnrt

or CDHtHCtS or giVE you extra fl'EE iIlVDl(ES WllEI'l you pﬂ.}’ fDl' thE bESt.

Shoot: All forms of ranged combat, whether guns, thrnwing knives, or bow
and arrow. Shoot stunts let you make called shots, quick-draw, or always

have a gun handy.

Stealth: Staying unseen or unheard and escaping when you need to hide.
Stealth stunts let you vanish in plain sight, blend into crowds, or advance

tl'lI'Dl]gh Shﬂ.dDWS unseecn.

Will: Mental fortitude, the ability to overcome temptation and to withstand
trauma. Will stunts let you ignore mental consequences, withstand the
mental agony of strange powers, and hold steady against enemies who

prnvnke you. In addition, a high Will rating gives you more mental stress

or consequence slots ( page 12).
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ALTERNATIVE SKILL LISTS
The skill list above is an Ex:;zmpla of how skills can work in Fate, and is not
intended to be an “ofhicial” skill list that must be used every time you play.
It’s perfectly fine if you do want to use it, and it’s perfectly fine if you don'’t.
Any given skill rnight cover different scopes of activity from one setting to
another. Customization is the point; fit your list to the story you want to see.
So with that in mind as you build your own implementation of Fate, the
first thing to think about is whether or not you’ll keep the same skill list.
Often you can work with the one given, cnmbining, changing, or splitting
apart a few of the skills given. But it’s possible that the granularity of the
default example skill list we’ve given above isn’t to your liking.

Here are some things to think about.

The default skill list has 19 skills in it, and players rate their characters
above the Mediocre (+0) default in 10 of them. If you change the number
of skills, you may want to change how the ratings are allocated.

Our default skills are focused on answering the question “what can you
do?”—but your list doesn’t need to follow in line with that. You might
want a list focused on “What do you believe?”, the question “How do
you do things?” (as with approaches in Fate Accelerated), job-roles in
a crew of grifters and thieves, and so on.

Skill ratings in Fate are structured to support character niches. That’s
why, in the default, players start with a “pyramid” shape. Make sure niche
protection is pnssiblf: in whatever new list you create.

The best starting skill should come in around Great (+4). You can alter
this up or down as you see fit, but make sure to keep an eye on what that

means for the diﬁ:lculty and nppnsing skill ratings your PCs will face.

Fred decides he wants to do a space-faring Fate game with a shorter
skill list that’s focused on action-words. He settles on this 9-item
skill list: Fight, Know, Move, Notice, Pilot, Sneak, Speak, Tinker, and
Will. He also likes the idea of a “"diamond” shape for skill ratings
rather than a pyramid, so he has players rate their starting skills as
follows: T at Great (+4), 2 at Good (+3), 3 at Fair (+2), 2 at Average
(+1), and 1 at Mediocre (+0). His PCs will have a lot of overlap and
core competencies due to the fat middle of his diamond, while still

enjoying some niche protections at the top of the diamond’s “point.”

If ynu’re cnnsidering rnaking your own skill list for your game and are

lnnkjng for some ideas to kick-start your imaginatinn, see page 46.
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Your REFRESH is the minimum number of FATE POINTS (page 24) your
character bcgins with at the start of each session. Your character begins with
a refresh of 3.

Each session, you start with fate points at least equal to your refresh. Be
sure to keep track of the fate points you have left at the end of each session
of play—if you have more fate points than your refresh, yDu’H start the next

session with the fate pnints you ended this session with.

Charles earned a lot of fate points during today’s session, ending
it with 5 fate points. His refresh is 2, so Charles will start the next
session with 5 fate points. But Ethan ends the same session with just
one fate point. His refresh is 3, so he’ll begin the next session with 3

fate points, not just the one he had left over.

STUNTS

While every character has access to all the skills—even if they are
Mediocre (+0) at most of them—your character has some unique STUNTS.
Stunts are the cool techniques, tricks, or bits of equipment that make your
character unique and interesting. Where skills are about a character’s broad
competencies, stunts are about speciﬁc areas of excellence; most of them
give you a bonus in particular circumstances or let you do something that
other characters simply can’t.

Your character bcgins with three free stunt slots. You don’t have to define

them all right away, and may fill them in as you play. You may purchasc more

stunts by spending 1 refresh each, to a minimum of 1 refresh.




Fate Condensed » Getting Started « 11
WRITING STUNTS
You write your own stunts when building a character. Broadly, there are two

types of stunts.

Bonus-granting stunts: The first type of stunt gives you a +2 bonus when
you use a named skill within certain parameters, usually limited to a speciﬁc
type of action ( page 18) and type of narrative circumstance.

Write this type of stunt as follows:

Because | [describe how you are amazing or have a cool bit of gear],
| get a +2 when | use [pick a skill] to [pick one: overcome, create an
advantage, attack, defend] when [describe a circumstance].

Example Bonus-Granting Stunt: Because I am a military-trained sniper, I

geta +2 when I use Shoot to attack when I have a target IN My S1GHTS.

Rule-changing stunts: The second type of stunt changes the rules of the

game. This is a broad category that includes, but is not limited to, the fﬂﬂowing:

Swapping which skills are used in a given situation. For instance, a
researcher might use Academics to perfmrm a ritual, while anyone else
would use Lore.

Using an action with a skill that isn’t normally used with it. For instance,
allowing a character to use Stealth to backstab an opponent from the
shadows (which would typically be a use of Fight).

Giving a character a different kind of bonus to skills that’s roughly
equivalent to a +2. For instance, when a skilled orator creates an advan-
tage with Rapport, It gets an extra free invoke.

Allowing a character to declare a minor fact is always true. For instance,
a survivalist always has survival items like matches on their person, even
under unlikely circumstances. This type of stunt establishes that you do
not need to invoke for story details ( page 24) for the given fact.
Allowing a character to make a specific rules exception. For instance, a
character might have two more stress boxes or another mild consequence

slot.
Write this type of stunt as follows:

Because | [describe how you are amazing or have a cool bit of gear],
| can [describe your amazing feat], but only [describe a circumstance
or limitation].

Example Rule-Changing Stunt: Because I don’t believe in magic, I can

ignore the effects of a supernatural ability, but Dnly once per game session.
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STRESS AND CONSEQUENCES

STRESS and CONSEQUENCES are how your character withstands the mental
and physieal toll of their adventures. Characters have at least three one-point
boxes for physieal stress and at least three one-point boxes for mental stress.
They also get one slot each for mild, moderate, and severe consequences.
Your rating in Physique affects how many total physieal stress boxes you

have. Will does the same for your mental stress. Refer to the fnllnwing table:

PHYSIQUE/WILL PHYSICAL/MENTAL STRESS

Mediocre (+0) il
Average (+1) or Fair (+2) [0l
Good (+3) or Great (+4) [ MOl

Superb (+5) and higher ] il
and a second mild consequence slot
specifically for physical or mental hits

You'll learn how stress and consequences work during play in “7 .::zkmg Harm™
(page 34).
HANG ON, THAT’S NOT WHAT | REMEMBER!

In Fate Condensed, we're using only one-point stress boxes. Fate Core System
and Fate Accelerated both use a series of escalating-value boxes (one 1-point
box, one 2epnint box, ete). You can use that style of stress box if you like; for
this version we decided to stick with one-point boxes because it’s sim ple—with
the other method, folks can get confused just a little more easily.

There are a few other angles on this style that ynu’ll want to keep in mind.

As ynu’ll see on page 35, with 1-point boxes you may mark as many
of them as you want when you get hit (the esealatingﬂvalue style of Fate
Core, meanwhile, has a “you can only mark one box per hit” proviso).

This style goes with the Fate Core notion of separate Physical and Mental
stress tracks, instead of a single unified track as with Fate Accelerated. If
yeru’re inclined towards a unified track, add three more boxes to make up
for it, and use the bnger of Physique or Will to lengthen it as indicated.
Three points of stress absnrptinn on one track is not alot! If characters end
up feeling fragile 1n pla}f, consider adding one or two boxes to the default
quantity. It’s all about how fast the consequences hit. (With the older style, a
1][2|track absorbs 2 to 3 stress, [ 1/[2][3] = 3 to 6,[11(2]13][4] = 4 to 10.)

FINISHING TOUCHES

Give your character a name and descri ption, and discuss their histnry with the

other players. If you haven’t written down a relationship aspect yet, do so now.
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TAKINGACTION, &
ROLLING THEDICE €

Ina game of Fate Condensed, you will control the actions of the character

you created, contributing to the story you are all teiling tngether. In general,
the GM will narrate the world and the actions of nnnaplayer characters
(NPCs), and the other players will narrate their individual PCs’ actions.

To act, follow the principle of FICTION FIRST: say what your character is
trying to do, then ﬁgure out how ynu’il do thatin the system. Your character’s
aspects inform what they can attempt and heip set the context for Interpreting
the results. Most penpie couldn’t even try to perfnrm emergency surgery on
a disemboweled aliy, but with an aspect estabiishing a medical baekgrnund,
you can try. Without that aspect you rnight at best bu}f a few moments for
some last words. When in doubt, check with your GM and the table.

How do you know if }fnu’re successful? Often, your character will sirnpiy
succeed, because the action isn’t hard and nobody’s trying to stop you. But
in difficult or unpredictable situations, ynu’li break out the dice to find out
what happens.

When a character wants to take an action, the group should think about

these questinns:

What's stopping this from happening?
What could go wrong?

How is it interesting when it does go Wrnng?

If no one has gnnd answers to all of these questions, 1t sirnply happens.
Driving to the alrport doesn’t require a roll of the dice. Raeing down the
highway to awaiting plane while being pursued b}f eybernetieaiiy enhanced
beasts from another world, on the other hand, is a perfeet time to roll the dice.

Whenever you take action, follow these steps:

Fiction first: Describe what you're trying to do, then choose the skill
and action that fits.

Roll four dice.

Add up the symbols on the dice: a@d is +1, & is-1,and @ is 0. This
will give you a dice result of -4 to 4.

Add the dice result to your skill rating.

Modify the dice by invoking aspects (page 14 and page 24) and
using stunts ( page 15).

DECIHI’E your tntal I'ESllit, eailed your EFFORT.
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Difficulty and Opposition

If the character’s action faces a fixed obstacle or otherwise tries to alter the world
rather than a character or creature, their action faces a static DIFFICULTY rating.
These actions include picking locks, barring doors, and tactically assessing an
enemy camp. The GM may decide that the presence of certain aspects (Dn the
character, the scene, or something else) justiﬁes changing the diﬂ'icult}f.

At other times, an enemy will prnvide OPPOSITION against the character’s
action by using a defend action (page 21). In these cases, the GM will also
roll the dice and follow the same rules asin the previous section, using any skills,
stunts, or aspects the enemy has. Any time you roll to attack an enemy or to
create an advantage directl}f against them, the enemy will roll to defend against it.

Opposition can take many forms. Struggling with a cultist over the ritual
dagger has a clear opponent. Or you rnight be Dppnsed by the power of an
ancient ritual that must be overcome to save the world. Cracking the safe in
the First Metropolitan Bank to access the safe deposit boxes is a challenge with
risk of diacnvery, butit’s up to the GM if ynu’re rnlling against opposition from
the patrnlling guards or the dfﬁculry presented b}f the safe itself.

Modifying the Dice

You may mndify your dice by invnking aspects to get +2 to your roll or reroll
the dice. Some stunts also give you a bonus. You may also invoke aspects to

support an ally ( page 32) or to increase the difficulty an enemy faces.

INVOKING ASPECTS

When you take action but the dice come up short, you don’t have to sit back
and accept failure. (Though you totally can. That’s fun too.) The aspects in play
give you options and opportunity to succeed.

When an aspect could justiﬁably help your efforts, describe how it helps and
spend a fate point to INVOKE it (or use a free invoke). What is and isn’t justifi-
able is subject to the BOGUS RULE—anyone can say “that’s bogus!” to invoking
an aspect. Simply put, the bngus rule is a calibration tool that anyone at the
table may use to help the group make sure the game stays true to 1ts vision and
concept. You can use the safety tools discussed on page 44 in a similar fashion.

You have two options when your invoke looks bngus. First, you can retract
your invoke and try snmething else, ina}fbe a different aspect. Second, you can
have a quicl( discussion about Wll}’ you think the aspect fits. If the person still
isn’t convinced, retract the invoke and move on. If they come around to your
perspective, go ahead with the invoke as usual. The bngus rule is in here to

llElp CVCryonc at thE table have d gDDd time. USE 1t WllEl’l snmething dDESI’lit
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sound right, make sense, or fit the tone. Someone invnkjng (GREAT AT FIRST
IMPRESSIONS to throw a car is likely bogus. But ma}fbe that character has
a supernatural stunt that makes them incredibly strong, strong enough to
plausibly throw a car, and this is their Dpening gambit na ﬁght with a horrible
monster. In that case, ma}fbe GREAT AT FIRST IMPRESSIONS is plausible.
Each time you invoke an aspect, you can either gaina+2 bonus to your roll
or reroll all four dice, or you can add 2 to the difficulty of someone else’s roll,
if justiﬁable. You can invoke multiple aspects on the same roll, but you can’t
invoke the same aspect multiple times on the same roll. There is one exception:
you can spend as many ﬁee invokes on an aspect as you like on the same roll.
Often you’ll invoke one of your own aspects. You may also invoke a situation

aspect or make a hostile invocation of another character’s aspect ( page 24).

USING STUNTS

Stunts may give you a bonus to your roll, pmvided you meet the criteria
written in the stunt, such as the circumstances, action, or skill used. You may
wish to use create advantage (page 19) to introduce aspects that line up
with those circumstances. Keep your stunts circumstances in mind when you
describe your actions too, and set yourself up for success.

Normally, stunts give you a +2 bonus in a narrow circumstance with no cost;
you may use them anytime they apply. Some rare and exceptinnally powerful

stunts may I'qu]il'ﬁ you to Spﬁﬂd d fﬂ.tt‘ PDth fO use tl’lEH’l.

Whenever you roll dice, the difference between your effort and the target
difﬁculty Or opposition 1s measured in SHIFTS. A shift has a value of 1. There
are four possible outcomes:

l If your effort is less than the target difﬁcult}f or opposition, you fail.

s If your effort is Equal to the target, you tie.

T If your effort is one or two shifts more than the target, you succeed.

" If your effort is three or more shifts more than the target, you succeed

with style.

Some outcomes are vainusly better for you than others, but all of them
should advance the story in interesting ways. You started with fiction first
( page 13); make sure you end with it too, to maintain focus on the story,

and to ensure you interpret the results in a way that fits the fiction.

Ethan isn’'t an adept safe-cracker (though he has the tools), and yet
he’s in a sinister cult’s guarded secret headquarters, with a steel door

between him and the ritual book he desperately needs. Can he get in?
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FAILURE

IF YOUR EFFORT IS LESS THAN THE TARGET DIFFICULTY OR OPPOSITION, YOU FAIL.

This can piay out in a few ways: simplc failure, success at a majc-r cost, or

taking a hit.
SIMPLE FAILURE

The first is the easiest to understand—SIMPLE FAILURE. You don’t accom-
piish your gnai, don’t make any progress, and are left wanting. Ensure this
kccps the story moving—simpiy failing to crack the safe is stagnant and

boring.

Ethan pulls the handle triumphantly, but the safe remains resolutely
closed while the alarms begin to blare. Failure has changed the situ-
ation and driven the story forward—now there are guards on the way.
Ethan is faced with a new choice—try another way of opening the

safe, now that subtlety is out the window, or cut his losses and run?

SUCCESS AT AMAJOR COST

Second is SUCCESS AT A MAJOR COST. You do what you set out to do,
but there’s a signiﬁcant price to be paid—thc situation gets worse or more
complicated. GM, you can either declare this is the result or can offer it in

piacc of failure. Both options are good and useful in different situations.

Ethan fails his roll and the GM says, “You hear the click of the last
tumbler falling into place. It's echoed by the click of the hammer on
a revolver as the guard tells you to put your hands in the air.” The

major cost here is the confrontation with a guard he’d hoped to avoid.

TAKE AHIT

Lastly, you may TAKE A HIT, which yciu’ll need to absorb with stress or conse-
quences, or suffer some other drawback. This sort of failure is most common
when dcfcnding against attacks or overcoming dangcrous obstacles. This is
different from a simpic failure because the character alone, not ncccssarily
the whole group, is affected. It’s also different from success at a major cost,

in that success isn’t ncccssariiy on the table.

Ethan is able to get the safe door open, but as he grasps the handle,
he feels a jab in the back of his hand. He couldn’t disable the trap!

He writes down the mild consequence PoisoNED.

You can mix these options togcthcr: Harmful failure can be harsh but appro-

priatc in the moment. Success at the cost of harm is ccrtainiy an Dption.
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TIE

IF YOUR EFFORT IS EQUAL TO THE TARGET DIFFICULTY OR OPPOSITION, YOU TIE.

Just like failure, ties should move the story forward, never stymie the action.
Something interesting should happen. Similar to failure, this can play out a

CDUPIE Ways: SUCCESS at a minor COSst, Oor pﬂ.[’tiﬂ.l SUCCCSS.

SUCCESS AT A MINOR COST

The first is SUCCESS AT A MINOR COST—a few points of stress, story details
about difﬁcult}r or cnmplicatinn but aren’t hindrances themselves, and a boost

( page 23) to the enemy are all minor costs.

Ethan’s first few attempts all fail. By the time he actually gets the
door open, dawn has broken, and escape under cover of darkness is

Impossible. He got what he needed, but his situation is worse now.

PARTIAL SUCCESS

The other way to handle a tie is PARTIAL SUC CESS—you succeeded but Dnly

th some DfWhﬂ.t you Waﬂtﬁd.

Ethan can only open the safe door a crack—if the door opens more
than an inch, the alarm will sound, and he can’t figure out how to
disengage that. He manages to pull a couple pages of the ritual out

through the narrow gap, but he’ll have to guess at the final steps.

SUCCESS

IF YOUR EFFORT IS ONE OR TWO MORE THAN THE TARGET, YOU SUCCEED.

You get what you want with no additional cost.

Opened! Ethan grabs the ritual and leaves before the guards notice him.

APPLYING “FICTION FIRST” TO SUCCESS

The fiction defines what success looks like. What if Ethan didn’t have the tools
or experience needed to break into the safe? Perhaps that success is more like
our “minor cost” example above. Similarly, if Ethan was on the team because

he built the safe, that success might look more like our “with style” example.

SUCCESS WITH STYLE

IF YOUR EFFORT IS THREE OR MORE THAN THE TARGET, YOU SUCCEED WITH STYLE.

You gEt what you want, and you gEt d blt more on tDp Df that.

Ethan is beyond lucky; the safe door opens almost instantly. Not only
does he get the ritual, but he has enough time to poke through the
other papers in the back of the safe. Amidst various ledgers and

financial documents, he finds a map of the old Akeley mansion.
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Actions

There are four actions you can roll, each with a speeiﬁe purpose and effect

on thE StDl’}":

Overcome to surmount obstacles with your skills.

Create an advantage to ehange a situation to your benefit.

Attack to harm the enemy.

Defend to survive an attack, stop a foe from creating an advantage, or

DPPDSE an EEDI'I L0 overcome an DbStﬂClE.

@ OVERCOME

OVERCOME TO SURMOUNT OBSTACLES WITH YOUR SKILLS.

Every character will face untold challenges in the course of the story. The
OVERCOME action is how they face and surmount those obstacles.

A character gnnd at Athletics can climb over walls and race thrnugh
crowded streets. A detective with high Investigate can piece together clues
others have missed. Someone skilled in Rapport will find it easier to avoid
a ﬁght in a hostile bar.

Your outcomes W}lﬁﬂ nverenrning arc:

d If you fail, discuss with the GM (and the defending player, if any)
whether it’s a failure or success at a major cost ( page 16).

SIf you tie, it’s success at a minor cost (page 17)—you're in a tough
spot, the enemy gets a boost ( page 23), Or you may take a hit. Alter-
natively, you fail but gain a boost.

T 1t you succeed, you meet your gnal and the story moves on without
hieeups.

111 you succeed with style, it’s a success and you also get a boost.

Charles has made his way to an Antarctic research facility. The build-
Ings have been wrecked, and the occupants are missing. He wants
to search the wreckage for clues. The GM tells him to roll Investigate
against Fair (+2) difficulty. Charles gets l@ERE&S on the dice, plus his
Average (+1) Investigate, for a Good (+3) effort. A success! The GM
describes the clue he finds: footprints in the snow, made by creatures

walking on many thin, inhuman legs.

Overcome actions are often used to determine whether a character can
access or notice a partieular fact or clue. Keep a close eye on those success-
at-a-cost nptinns when that’s the case. If missing a detail would cause your

StDI'}T to stall, tﬂ.kﬁ fﬂ.i_lllfﬁ Dgthﬁ table, EI.Ild fDCllS on thE Cost instead.
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ﬂu\\ CREATE AN ADVANTAGE
\W/

CREATE A SITUATION ASPECT OR GAIN A BENEFIT FROM AN EXISTING ASPECT.

You can use the CREATE AN ADVANTAGE action to change the course of
the story. By using your skills to introduce new aspects or add invokes to
existing aspects, you can stack the deck for yourself and your teammates. You
might changc the circumstances (barring a door or creating a plan), discover
new information (learning a monster’s weakness through research), or take
advanrage of something alrcad}f known (such as a CEQ’s taste for scotch).

An aspect created (or discovered) by creating an advanrage works like any
other: It defines the narrative circumstances and can allow, prevent, or impede
actions—for instance, you cannot read a spell if the room has been made
PrTcH BLACK. It can also be invoked (page 24) or compelled (page 25).
In addition, creating an advanrage gives you one or more FREE INVOKES
of the created aspect. A free invoke, as the name suggests, lets you invoke an
aspect without spending a fate point. You can even let your allies use free
invokes you have created.

When you roll to create an advantage, specify whether you’re creatinga new
aspect or taking advantage of an e:ndsting one. If the former, are you atraching
the aspect toan ally, opponent, or the environment? If ynu’re attaching 1t to
an opponent, they can take the defend action to Oppose you. Otherwise ynu’ll
usuall}f face a diﬂ:rculty, but the GM can decide if something or someone
opposes your efforts with a defend roll instead.

Your outcomes WhEH crearirrg 4 NeEw H.SPECI are:

lIf you fail, you either don’t create the aspect (failure) or you create it
but the enemy gets the free invoke (success at a cost). If you succeed at
a cost, the final aspect may need to be rewritten to benefit the enemy.
This may still be worth it because aspects are true (page 22).

S It you tie, you don’t create an aspect, but you do get a boost (page 23).

T If you succeed, you create a situation aspect with one free invoke on it.

1711 you succeed with style, you create a situation aspect with fwo free

invokes on it.
With an existing known or unknown aspect the outcomes are:

lIr you fail, and the aspect was known, the enemy gets a free invoke.
If it was unknown, they may choose to reveal it to geta free invoke.

‘—T If you tie, you gain a boost if the aspect was unknown; it stays unknown.
If the aspect 1s known, you get a free invoke on it instead.

T If you succeed, gain a free invoke on the aspect, revealing it if unknown.

e you succeed with style, gain two free invokes, revealing it if unknown.
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' Ethan is face-to-something with a shoggoth, a massive and tire-
less fleshy beast. He knows it’s too powerful to attack directly, so
he decides his best bet is to distract it: “I'd like to make a Molotov
cocktail and set this thing on fire!” he announces.

The GM decides that actually hitting the shoggoth is trivial, so this
Is a Crafts roll—how quickly can he find and weaponize something
flammable? The difficulty is set at Good (+3). Ethan has Average (+1)
Crafts but rolls @ESESES, giving a Great (+4) effort.

Ethan cobbles together the Molotov and tosses it at the beast.
The shoggoth is now ON Fire, and Ethan has one free invoke on that
aspect. The shoggoth is definitely distracted, and if it does try to

chase him, Ethan can use that invoke to help himself get away.

£ ATTAK

\‘/ ATTACK TO HARM THE ENEMY.

The ATTACK action is how you try to take out an opponent—whether you're
looking to kill a loathsome monster, or knock out an innocent guard who
doesn’t know the truth about what he’s guarding. An attack can be unloading
with a machine gun, throwing a solid punch, or casting a baleful spell.

Keep in mind whether or not harming your target is even possible. Not
every attack is equal. You can’t just punch a kaiju and hope to hurt it. Deter-
mine whether the attack even has a chance of being successtul before you start
rolling the dice. A number of pnwerful beings may have spf:ciﬁc weaknesses
that need to be exploited, or some means of defense you must get through
before you can even begin to hurt them.

Y'Dl]l' outcomes W}lEH Elttﬂ.CkiI’lg arc:

d If you fail, you fail to connect—the attack is parried, dndged, or maybe
just absorbed by armor.

Sif you tie, maybe you barely connect, maybe you cause the defender
to flinch. Either way, you get a boost ( page 23).

TrIr you succeed, you deal a hit equal to the difference between your
attack’s total and the defense’s effort. The defender must absorb this
hit with stress or consequences, or else be taken out (page 36).

111 you succeed with style, you deal a hit just like a success, but you
may reduce the shifts of the hit by one to get a boost.

| Ruth has stumbled across a corpse raised by arcane powers to fulfill
some dark purpose. She decides to punch it. She has Great (+4)
Fight but rolls &E8, giving a Fair (+2) effort.
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'\5) DEFEND

DEFEND TO SURVIVE AN ATTACK OR INTERFERE WITH A FOE’S ACTION.

Is a monster trying to eat your face? Is a foe pushing you out of the way as
they flee your wrath? What about when that cultist tries to stab you in both
kidne}fs? DEFEND, defend, defend.

Defend is the only reactive action in Fate Condensed. You use defend to
stop something from happening outside your turn, so ynu’re often faeing an
nppnsing roll rather than a set diﬂ'ieulty. Your enemy rolls, and you immedi-
ately roll to defend, as lnng as ynu’re the target or can justify your opposition
(which often makes you the target). Aspects or stunts may provide justification.

Your outcomes WhEIl dﬁfﬁﬂdiﬂg arc:

l If you fail against an attack, you take a hit, which you must absorb with
Stress or consequences ( page 35). Regardless, the enemy succeeds as
described for their action.

‘—T If you tie, prneeed aeenrding to the tie result for the Dppnsed action.

T If you succeed, you don’t take a hit or you deny the enemy’s action.

e you succeed with style, you don’t take a hit, you deny the enemy’s

HCtiDH, Ellld you €veEn gﬁt d bDDSt asyou gﬂiﬂ thE lepEI' hﬂ.ﬂd fDl' a moment.

| Continuing from the previous example, the corpse gets to defend
itself against Ruth. The GM rolls EE@E&S, which doesn’t change the

creature’s Mediocre (+0) Athletics.

Because Ruth’s effort was higher, her attack succeeds by two shifts,
and the corpse is a little closer to being down for good. Had the corpse
rolled better, then its defense would have succeeded, and the undead

monstrosity would have avoided taking a hit.

WHICH SKILLS CAN BE USED TO ATTACK AND DEFEND?
The default list of skills follows these guidelines:

Fight and Shoot can be used to make physieai attacks.
Athletics can be used to defend against any physieal attack.
Fight can be used to defend against melee physieal attacks.
Provoke can be used to make a mental attack.

Will can be used to defend against mental attacks.

Other skills may gain permission to attack or defend under special circum-
y g31n p %

stances, as determined by the GM or table consensus. Some stunts may grant

broader, guaranteed permission when circumstances might otherwise not
g % g

do so. When a skill can’t be used to attack or defend but might help with i,

prepare for it by using that skill with the create an advantage action, and use

t.i'lE fl'EE iHVDkES gEHEl’HtEd on your next attaek or dEfEl’ld I'Di_i.
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ASPECTS AND FATE POINTS

An ASPECT is a word or phrase that describes snmething special about a

person, place, thing, situation, or group. Almost anything you can think
of can have aspects. A person might have a reputation as the GREATEST
SHARPSHOOTER IN THE WASTELAND (see below for more about these
kinds of aspects). A room might be ON FIRE after you knock over an oil lamp.
After an encounter with a monster, you might be TERRIFIED. Aspects let

you change the story 1n ways that go along with your character’s tendencies,

‘sk_li_iﬁ, or pl’DblEH‘lS.

Aspects Are Always True

You can invoke aspects for a bonus to a roll ( page 24) and compel them to
create a complication ( page 25). But even when those aren’t in play, aspects
still affect the narrative. When you have that ﬂeshewrapped monstrosity
PINNED IN A HYDRAULIC PRESS, that is frue. It can’t do much stuck in
there, and it’s not gettiﬂg out easy.

In essence, “aspects are always true” means that aspects can grant or with-
draw permission for what can happen in the story (they can also affect diffi-
culty: see page 42). If the aforementioned monstrosity is PINNED, the GM
(and everyone else) has to respect that. The creature has lost permission to
move until something happens which removes that aspect, either a successful
overcome (which itself might require a justifying aspect like SUPERHUMAN
STREN GTH) or someone foolishi}f reversing the press. Simiiarl}f, if you have
CYBERNETICALLY ENHANCED LEGS, you’ve arguabi}f gained permission
to leap over walls in a single bound without even having to roll for it.

That’s not to say you can create any aspect you want and use its truth like a
club. Aspects grant a lot of power to shape the story, yes, but with that power
comes the responsibility to pia}f within the story’s constraints. Aspects have
to line up with the table’s sense of what actuall}f passes muster. If an aspect
doesn’t pass the sniff test, it needs to be reworded.

Sure, you might like to use create an advantage to inflict the as pect DisMEM-
BERED on that fungal super-soldier, but that clearly steps on the toes of the
attack action, and besides, it takes a bit more work to iop her arm off than
that (could work asa consequence, though—see the next page). You might
say you're the WORLD’s BEST SHOT, but you'll need to back that up with your
skills. And as much as you’d like to make yourself BULLETPROOF, removing
permission for someone to use small arms fire to harm you, that is unlikel}f

to H}T UHIESS thE game you’re pla}fing iﬂVDiVES llSiIlg HSPECIS*HS"SUPEIPDWEI'S.
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What Kinds of Aspects Are There?

There’s an endless variety of aspects (see page 27 for others), but no matter
what they're called, they all work pretty much the same way. The main differ-

ence is how lnng the}f stick around before gning away.

CHARACTER ASPECTS

These aspects are on your character sheet, such as your high concept and
trouble. They describe persnnaiity traits, important details about your past,
relationships you have with others, Important items or titles you possess,
problems you're dealing with or goals you're working toward, or reputations

and nbligatinns you carry. These aspects prirnarii}f ehange during milestones

(page 39).

Examples: LEADER OF MY BAND OF SURVIVORS; ATTENTION TO DETAIL;
IMusT PROTECT MY BROTHER

SITUATION ASPECTS

These aspects describe the surrnundings or scenario where the action is raking
plaee. A situation aspect usuaiiy vanishes at the end of the scene it was part
of, or when someone takes some action that would ehange or get rid of it.

Essentiaﬂy, they last nnl}f as lnng as the situation they represent lasts.

Examples: ON FIRE; BRIGHT SUNLIGHT; CROWD OF ANGRY PEOPLE;
KNOCKED TO THE GROUND; PURSUED BY THE POLICE

CONSEQUENCES

These aspects represent injuries or other lasting trauma taken by absorbing

a hit, often from attacks ( page 35).

Examples: SPRAINED ANKLE; CONCUSSION; DEBILITATING SELF-DOUBT

BOOSTS

A BOOSTisa speeial kind of aspect, representing an extreinely temporary or
minor situation. You cannot eninpel a boost or spend a fate point to invoke
it. You may invoke it once for free, after which it vanishes. An unused boost
vanishes when the advantage It represents no lnnger exists, which may be
a few seconds or the duration of a single action. They never persist beynnd
the end of a scene, and you can hold oft narning one until ynu’re using it. If

ynu’re in control of a boost, you may pass 1t to an ally if there’s rationale for it.

Examples: IN My SIGHTS; DISTRACTED; UNSTABLE FOOTING
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What Can I Do with Aspects?

EARNING FATE POINTS

One way you can earn fate points is by letting your character’s aspects be
COMPELLED (page 25) against you to complicate the situation or make
your life harder. You may also geta fate point payout if someone uses your
aspect against you in a hostile invoke (below) or when you concede ( page 37).

Remember, each session, you also start with fate points at least equal to your
REFRESH. If you were compellt‘d more than you invoked in the prior session,

you’ll show up at the next one with more. See page 10 for details.

INVOKES

To unlock the true power of aspects and make them help you, ynu’ll need to spend
FATE POINTS to INVOKE them during dice rolls (page 14). Keep track of
your fate points with pennies or glass beadsor poker chips or some other tokens.

You can also invoke aspects for free, g'fyou have a free invoke from you or an

ally creating an advantage you can use ( page 19).

THE ELLIPSIS TRICK

H: you want an casy way Lo ensure you have room to iIlCDI'pDI'H.tE H.SPECt5 Into a
W m

roll, try narrating your action with an cllipsis at the end ( ) ), and then finish

the action with the aspect you want to invoke. Like this:

Ryan says, “So I'm trying to decipher the runes and...” (rolls the dice,
hates the result) “...and |IF | HaveN'T BeEeN THEeRE, I'vE Reap AsourT IT...”

(spends a fate point) “..so | easily start rambling about their origin.”

HOSTILE INVOCATIONS

Most of the time an aspect1s invoked, it’s a character aspect or a situation aspect.
Sometimes you'll invoke enemies’ character aspects (or situation aspects attached
to the character) dgdiﬂsf them. This is called a HOSTILE INVOCATION, and it
works just like imrnking any other aspect—paya fate point and geta +2 to your
roll or reroll the dice. There’s one small difference—when you make a hostile
invocation, you give the fate point to the enemy. But they don’t get to use the
fate point until after the scene is over. This payout .fm{y applif:s when a fate point

1S actually spent on a hostile invocation. Free invokes do not trigger a payout.

INVOKING TO DECLARE STORY DETAILS

You may add an important or unlikely detail to the story based on an aspect
in play. Don’t spend a fate point when “aspects are always true” (page 22)

applies. Pay when it’s a stretch—or, table Willing, when there’s no relevant aspect.
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COMPELS

Aspects can be COMPELLED to cnmplicatc the situation and earn fate points.
To cnrnpcl an aspect, the GMora playcr offers a fate point to the playcr whose
character is bcing cnmpciicd, and tells them Why an aspect 1s making things more
difficult or complicated. If you refuse the cnmpcl, you must spcnd a fate point
from your own su pply and describe how your character avoids the cnn‘ipiicatinn.

Yes, this means that if you don’t have any fate points, you can’t refuse a cnrnpci!

Any aspect can be compelled —whether it’s a character aspect, situation aspect,
or consequence—but it must be snincthing that affects the character being

compelled.

Anyone can offer a compel. The player proposing the compel must spend one
of their own fate points. The GM then takes over running the cnmpcl for the
affected target. The GM does not lose a fate point by nﬁcring a cnmpcl—thc}f

have a limited pnnl of fate points for invni{ing aspects, but can cnrnpci as much

as they'd like.

Compels can be retroactive. If a player finds they have roleplayed themself
into a cnmplicatinn related to one of their aspects or a situation aspect that
concerns them, thcy can ask the GM if that counts as a SELF-COMPEL. If the
group agrees, the GM slides the player a fate point.

It’s okay to recognize a compel as off-the-mark and withdraw it. If the group
agrees that a proposed compel wasn’t appropriate, it should be withdrawn at

no cost to thE CDIIIPEuEd Chﬂ.[’ﬂ.CtEI’.

COMPELS ARE COMPLICATIONS, NOT STYMIES

When ancring a cninpci, make sure that the cnmplicatinn is a course of action
or rnajnr changc in circumstance, not a denial of options.

“Oh, you've got sand in your eyes, so you shoot at the creature and miss,” is
not a cnmpci. It denies action rather than cnmpiicating an}fthing.

“You know, curse your luck, I think that the sand in your eyes meansyou can’t
rcaiiy see anything. Your shots at the shnggnth go wild, puncturing a few barrels
that are now gushing gasoline toward the fire pit.” This is a much better compel.
It changcs the scene, ratchets up the tension, and givcs the piaycrs snmcthing
new to think about.

For some ideas about what does and doesn’t work as a cnrnpcl, check out the
discussion of types of compels found in Fate Core System starting on page 72
of that book, or online at: https://fate-srd.com/fate-core/invoking-compelling-
aspects#types-of-compels
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EVENTS AND DECISIONS

There are two general kinds of compels: EVENTS and DECISIONS.

An event compel 1s Somethiug that happeus to a character because of an
external force. That external force connects with the aspect in some way,
resultiug in an unfortunate complicatiun.

A decision compel is internal, where the character’s flaws or cumpetiug
values get in the way of better judgment. The aspect guides the character to
make a particular choice—and the fallout of that choice creates a compliﬂ
cation for them.

In either case, a resulting cumplicatiou 1S key! Without a complicatiun,

there is no compel.

HOSTILE INVOCATIONS OR COMPELS?

Don’t confuse hostile invocations and compels! Though they are similar—
they are ways to give a character an immediate problem 1n Exchauge for a
fate poiut—thcy work diﬁ%reutly.

A compel creates a narrvative r/a::mge. The decision to compcl a character’s
aspect isn’t sumething that happeus in-universe; rather, it’s the GM or player
proposing a change to the story. The effect can be broad, but the target gets
the fate point immediately if they accept the compel, and may choose to
refuse the compel.

A hostile invocation is a mechanical fﬁ?{r. The target doesn’t geta chance to
refuse the invocation—but as with any invocation, you will need to Explaiu
how that aspect makes sense to invoke. And while they do get a fate point,
they don’t get to use it in the current scene. However, the ultimate result is
much more constrained: a +2 bonus or one reroll of the dice.

Compels let you, as a player or GM, chauge what a scene is about. They
throw a wrench in the narrative. Using them against an opponent is a risky
propositiou—they might refuse, or accomplish their Dbjective despite the
complicatiou thanks to the shiny new fate point you handed them.

Hostile invocations help you in the current moment. In addition to your
Oown aspects, you have your op poneut’s aspects available to invoke, giving

you more options and making scenes more dynamic and connected.
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How Can | Add and Remove Aspects?

You can create or discover a situation aspect using the create an advantagc
action ( page 19). You may also create boosts that way, or as a result of a
tie or success with st}fic when you overcome an obstacle, attack, or defend.

You can remove an aspect prcwidcd you can think of a way your character
could do so—blast the RAGING FIRE with a fire cxtinguishcr, use evasive
maneuvers to escape the pursuing guard that’s ON YOUR TAIL. Depending
on the situation, that might require an overcome action (pagc 18); in this
case, an opponent could use a defend action to try to preserve the aspect, if
thc}f can describe how thcy do so.

However, if there’s no narrative block to rcmcwing an aspect, you can sim pl}f
do so. If you’rc Arr TieD Upr and then a friend unties you, the aspect goes

away. If there’s nc}thing stopping you, there’s no need to roll.

Other Kinds of Aspects

We’ve covered the standard aspect types on page 23. The fcilic)wing types are
Dpticinal, but may add value to your game. To some extent these are variants
on character as pects (if you cxpand your notion of what counts as a character)

and situation aspects (if you changc your notion of how long those last).

Organizatiﬂrl aspects: Sometimes you might be dcaliri;:,ﬂr with a whole orga-
nization that operates under a certain set of principles. Consider givirlg the

Drgariizaticm aspects which any member of it can access as if it were their own.

Scenario aspects: Sometimes a particular plot might introduce a new “trope”
that shows up time and again in the stc}rylinc. Consider dcﬁning this as an
aspect which is available to all characters in the story until that part of the

StDI’}T CDHCiUdES.

Sctting aspects: Like a scenario aspect, the sctting of your campaign itself
may have recurring themes. Unlike a scenario aspect, these aspects don’t go

away.

Zone aspects: You can attach situation aspectstoa particular placc on the
map rcprcscntcd b}f azone ( page 29). This can add extra d}fnamism to your
grnup’a interactions with the map. A GM can encourage this by makirlg an
“up for grabs” free invoke available on a zone aspect at the start of the scene,
drawirlg characters ( playcr and nonepla}fcr alike) to lcvcragc that aspect as

part of their carl}f strategy.
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CHALLENGES §0NFI.ICTS,

AND CONTEST

Many times during a scene, you will be able to resolve an action with a singlc

roll of the dice—do you crack the safe, avoid security, or convince the reporter
to give you their notes? Other times you’ﬂ face extended engagements that
take many rolls to resolve. For those cases, we offer three resolution tools:
CHALLENGES, CONTESTS, and CONFLICTS. Fach does things a little differ-
ently, depending on the goal of the engagement and the opposition involved.

A challenge is a complicated or dynamic situation. You'll be opposed

by someone or SDmEthing, but there isn’t a dominant “other side.” This is

how you might play out a researcher louking for clues in an ancient tome,
the party negntiamr distracting the librarian, and the bruiser thding
back untold horrors from entering the library all at the same time.

A contest is a situation where two or more parties are pursuing mutu-
ally exclusive goals, but not actively harming one another. Contests

are perfect for chases, debates, and races of all sorts. (And just because

the parties are not trying to harm each other doesn’t mean that harm

can’t befall them!)

A conflict is when characters can and want to harm one another.
Wrestling in the mud with a cultist as knives stab at bellies, riddling a
swarm of ghouls with bullets as their claws rake at your flesh, and an

Exchange of vicious barbs with your rival under the watchful eye of the

quccn—thcse are all conflicts.
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Setting Up Scenes

Regardless of the type of scene, the GM will start by setting the essential
pieces into place, so that the players know what resources are available and

what complications are in plav.
P piay.

ZONES

ZONES are a representation of the physical space—a quick map broken into
a few discrete sections. A conflict in a remote farmhouse Inight have four
zones: the first floor, second floor, front yard, and back woods. Two to four
zones are sufficient to handle most conflicts. Large or complicated scenes
may require more. Try to keep your zone map to a sirnple sketch, snrnething
that fits on a note card or can be quickly drawn on a whiteboard.

Zones help guide the story b}f shaping what is pnssible. Who you can attack
and where you can move depend on the zone ynu’re in.

Anyone in a zone can interact with everyone and everything in that zone.
This means you can hit, stab, or otherwise physically engage with penple
and things 1n your zone. Need to open that wall safe in the bedroom? You’ll
have to be in that zone. Anything outside your zone 1s usuall}f beynnd your
reach—ynu’]l need to move to get there, or use smnething that can extend
your reach there (telekinesis, a gun, etc).

aning between zones is easy, as 1Dng as there’s nothing In your way.
You can move to an adjacent zone in addition to your action during an
exchange (page 31) as long as nothing is in your way. If your movement
18 irnpeded, it takes your action to do so. Make an overcome roll to climb a
wall, rush past agroup of cultists, or leap across rnnftnps. If you fail, you stay
in your zone or the movement costs you something. You can also use your
action to move ;:Z?zywbere on the map —thnugh the GM is within rights to
set a high difﬁculty if it’s an epic movement.

Ifsnmething isn’t risky or interesting Ennugh to merit a roll, then it isn’t
an irnpedirnent to movement. For instance, you don’t need to use up your
action opening an unlocked door—that’s just a part of the movement.

Shnnting lets you attack from a distance. Ranged attacks can target enemies
in adjacent ZONes or rnaybe further, if the zones are clear Ennugh. If there’s
a creature rooting around in the bedroom upstairs and around the corner,
you can’t shoot it from the bottom of the stairs. Pay attention to the way the

zones and situation aspects are set up when deciding what’s fair game or not.
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SITUATION ASPECTS

When setting the scene, the GM should think of interesting and dynamic
environmental features that can constrain the action or pmvide 0 pportunities
to change the situation by using them. Three to five details are more than

Enough. USE thESE CHtEng’iES a5 d gUidE:

Tone, mood, or weather—darkness, lightning, and howling winds
Impcdiments to movement—connected b}f ladders, covered in slime,
and filled with smoke

Cover and obstructions—vehicles, pillars, and crates

Dangerous features—crates of TN'T, barrels of oil, and eldritch artifacts
crackliﬂg with Electricity

Usable objects—improvised weapons, statues or bookshelves to knock

over, and doors to be barred

Anyone can invoke and compcl these aspects, so remember to take them
into account when you wrestle that cultist to the ground amid the CAUSTIC
SLIME COVERING EVERYTHING.

More situation aspects can be written down as the scene plays out. If it
makes sense that there are DEEP SHADOWS in the recesses of the catacombs,
go ahead and write that down when a player asks if there are any shadows
they can use to hide. Other aspects come into play because characters use
the create an advantage action. Things like FLAMES EVERYWHERE! don't

just happen without character action. Well. Usually.

FREE INVOKES ON THE SCENE’S ASPECTS?

It’s up to the GM to decide if a situation aspect arising from the scene’s setup
provides a free invoke to the players (or even to the NPCs). Some of the
scene’s aspects might pmvide a clever player just the advantage they need
right away—and a free invoke can be a strong incentive to drive pla}ft‘rs to
interact with the environment. Free invokes also might end up on the scene’s

HSPECIS at thE start dUE to preparatiom made n H.dVHIlCE.

ZONE ASPECTS

As mentioned on page 27, some situation aspects might apply to speciﬁc
zones on the map, and not others. That’s okay—it can add some extra texture,

opportunity, and challcnge to the map that might be lacking otherwise.
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TURN ORDER

Often, you won't need to know who is acting precisely when, but in contests
and conflicts turn order can become important. These scenes take placc over
a series of EXCHANGES. In an exchange, each involved character can take
one overcome, create an advantag&, or attack action, and can move once.
(Contests work slightly differently; see page 33.) Because detending is
a reaction to someone else’s action, characters can defend as many times as
they need to during other characters’ turns, so 1Dng as thcy can justify their
abilit}f to interfere based on what’s already been established in the story.

At the start of a scene, the GM and players decide who goces first based on
the situation, then the active player picks who goes next. The GM’s characters
are selected in the turn order just like the PCs, with the GM deciding who
goes next after the NPCs have acted. After everyone has taken a turn, the
last playf:r picks who goes next at the start of the next Exchange.

Cassandra and Ruth have stumbled across a small group of cultists,
led by an acolyte in a golden mask, performing some arcane ritual.
Because the cultists are focused on their work, the GM declares that
the PCs will go first in this conflict. The players decide that Cassandra
will act first: she creates an advantage against the masked cultist,
DistraCTED, by running directly at them screaming. It's crude but
effective. To make the best use of the situation aspect, Cassandra’s
player decides that Ruth should go next. Ruth throws a dagger at
the masked acolyte, and immediately invokes DistracTep to improve
her attack. It's not enough to take out the acolyte in one hit, but it
Is a one-two punch that leaves the cultist reeling.

Unfortunately, now that all the PCs in the scene have acted, Ruth
has no choice but to pick one of the cultists to go next. She chooses
the masked acolyte. The GM smiles, because they know that once
the acolyte acts, she can have the cultists act until the end of the
round, at which point they can choose the masked acolyte to start
the next exchange. The PCs may have gotten a good first hit in, but

now the cultists get to fight back.

This method of determining turn order goes by several names in online discus-
sion: elective action order, and “popcorn,” “handoff]” or “Balsera Style” initia-
tive, the last one named after Fate Core author Leonard Balsera, who planted

thE SEEd thhﬂ idea. You can learn more El.b(}llt thlS mcthod El.l'ld 1ts strategics at

https://www.deadlyfredly.com/2012/02/marvel/
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Teamwork

Fate offers three methods for teamwork: combining the same skill from
muitipie characters on a singif: roll, stacking free invokes by creating advantages
to set up a team member for success, and invnking aspectsonan aily’s behalf.

When you combine skills, ﬁgurc out who has the highest level in the skill
among the participants. Each other participant who has at least Average (+1)
in that skill adds a +1 to the highest person’s skill level. Prnviding support
like this uses your action. Supporters face the same costs and consequences
as the person making the roll. The maximum total bonus a team may provide
this way 18 Equal to the highest persnn’s skill level.

Otherwise, you can create an advantage on your turn and let an ally use
the free invokes when it makes sense that they can. Outside of your turn, you

ma}f iIlVDkE an H.SPECI to add d bDHUS fO someone EiSEjS I'Di_i.

Challenges

Many of the difficulties your characters face can be handled with a singie roll
in the course of a scene—disarm the bomb, find the tome of eldritch lore, or
decode the cypher. But sometimes things are more fluid, more cnmplicated,
and it’s just not as sim ple as ﬁnding the tome of eldritch lore because the yacht
ynu’re searching Is careening thrnugh Hnng Knng harbor while a monsoon
rages outside and the boat’s iibrar}f is on fire—which is tntail}f not your fault.
In cnmpiicated circumstances with no opposition, ynu’ll want to use a
CHALLENGE: a series of overcome actions that tackle a bigger issue. Chailenges
let the entire group work tngether in a scene, and thE}’ kecp things dynarnic.
To set up a chaiif:nge, the GM considers the situation and picks a number
of skills that can contribute to the success of the group. Treat each action as
a separate overcome roll. Teamwork actions are allowed, but may introduce
COStS or cnmpiicatinns, such as running out of time or other inefficiencies.
GMs, do your best to give each character in the scene an opportunity to
contribute—aim for a number of skills Equai to the number of characters
involved. Downsize if you expect to have some of the characters puiied away
or distracted by other priorities, or if you want to make room for teamwork.
For more difficult challenges, build the chalienge with more needed actions
than there are characters, in addition to adjusting the difficulties of the actions.
After the rolls have been made, the GM will evaluate the successes, failures,
and costs of each action as they interpret how the scene prnceeds. It could
be that the results lead into another chalienge, a contest, or even a conflict.
A mix of successes and failures should allow the characters to move forward

with a partiai victnry as they face new Entangiing cnmpiicatinns.
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Contests

A CONTEST is when two or more sides are in direct opposition but there isn’t a
conflict. This doesn’t mean one side doesn’t want to hurt the other. Contests may
have the group trying to escape a threat before it cuts off any chance of VICLOrY.

At the start of a contest, everyone involved declares their intent, what they
hnpe to get out of it. If there are multiple PCsinvolved, they can be on the same
or different sides, depending on their gnals—e.g., in a foot race, each character
might be on their own side. In a contest, the PCs can’t or aren’t trying to
harm the enemy. External threats (e.¢, erupting volcano, angry god) may
attack any or all sides. Those threats might also be a participant in the contest.

Contests occur over a series of exehanges. Each side takes one overcome
action to do sninething to achieve their gnais during each exehange. Oniy one
character on each side takes the overcome action in each exehange, but their
allies can prewide teamwork and try to create advantages to assist (whieh comes
with some risk—see below). The overcome actions can be against passive difh-
culties—if the contestants are faeing separate environmental ehaiienges—nr
enmpared against one another when they’re in direct competition.

At the end of each exehange, compare the efforts of each side’s action. The
side with the highest effort marks a vicTORY. If the victor succeeds with
styie—and no one else did—then they mark two victories. The first one to three
victories wins the contest. (You can always decide instead to run an extended
contest requiring more victories, thnugh we recommend no more than ﬁve.)

When there’s a tie for the highest effort, no one marks a Victory, and an
UNEXPECTED TWIST happens. The GM will introduce a new situation aspect
to reflect how the scene, terrain, or situation has ehanged.

In contests where a threat is trying to harm any of the contestants, everyone
on a side takes a hit when their contest roll is lower than the threat’s attack roll
or static difhculty rating. They take shifts equal to the shifts of failure. Just like

in a conflict, if a character can’t absorb all the shifts of a hit, they are taken out.

CREATING ADVANTAGES IN A CONTEST

During any exehange, your side can try to create advantages before niaking
your overcome roll. The target, or anyone else who can reasnnably interfere,
may oppose with a defend roll as normal. Each participant may attempt to
create an advantage in addition to rniling or prnviding a teamwork bonus
( page 32). If you fail to create an advantage, you have a choice: either your
side forfeits its overcome roll, or you may “succeed at a cost” ( preserving your
roll or teamwork bonus) by giving the other side a free invoke instead. If you

at iEﬂ.St tiE, pl’DCEEd das nnrniai Wlth your I'D” or bDIlllS.
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Conflicts

When the heroes get Into a straighteup ﬁght—whcther with the authorities,
cultists, or some unspeakable horror—and can win, you have a CONFLICT.
In other words, use conflicts when violence or coercion is a reasonable means
to the ends of the PCs.

Conflicts may seem the most straightfnrward—after all, the histnry of
rnlf:playing games is built on combat simulators. But kcep in mind a kcy part
of their description: the characters involved have the capability to harm each
other. 1t it’s one-sided—say you're trying to punch a living mountain—there’s
no chance you can hurt it. That’s not a conflict. That’s a contest, probably
where the PCs are trying to escape or find the means to ﬁght back.

Conflicts can be physical or mental. Ph}fsical conflicts can be shoot-outs,
swnrdfﬁghts, or ramming extradimensional beings with trucks. Mental
conflicts include arguments with loved ones, interrngatinns, and eldritch
assaults upon the mind.

Timing matters when using some kinds of teamwork (page 32). You can
invoke an aspect on your ally’s behalf to improve their roll at any time. You
can help an ally before their turn comes around by creating an advantage or
giving a +1 bonus as your action. If they take their turn ahead of you in the
Exchange, you can’t create an advantage to help them, but you can use up

your turn (skipping it for that Exchange) to give them a +1 teamwork bonus.

TAKING HARM

When an attack is successful, the defender must absorb the hit, which has
shifts Equal to the difference between the attack’s effort and defense’s effort.

You can absorb shifts of a hit by marking stress boxes and by taking conse-
quences. If you can’t or don’t absorb all of the shifts, you are TAKEN OUT
( page 36) —ynu’re removed from the scene, and the attacker decides how

1t plays out.

A series of regrettable decisions has put Charles in a dank basement,
confronting a ghoul that very much wants to eat him. The ghoul
attacks, lunging with its sharp claws; this is an attack using its Fair (+2)
Fight. The GM rolls BERES, bringing the effort up to Great (+4).
Charles tries to leap out of the way with his Good (+3) Athletics,
but rolls BE@&E, taking his effort down to Fair (+2). Because the
ghoul’s attack effort was two steps higher than Charles’s defense
effort, Charles must absorb two shifts. He marks the first two of his

three physical stress boxes; already the fight is proving dangerous.
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STRESS

Simply put, STRESS is plot armor. It’s a resource used to keep your character
up and in the ﬁght when their foes hit them. When you mark stress boxes to
absorb a hit, you're saying things like, “That just missed me,” or “Whoa, that
knocked the wind out of me but I'm okay.” That said, it’s a limited resource—
most characters only have three boxes for physical stress and three boxes
for mental stress, thnugh characters with high Will or Physique have more.

You'll find two STRESS TRACKS on your character sheet, one for physical
harm and one for mental harm. When you take a hit, you can mark empty
stress boxes of the appropriate type to absorb it and stay 1n the ﬁght. Each
stress box you mark absorbs one shift. You can mark multiple stress boxes
if you need to.

The boxes are binary—either they’re empty and can be used or they're full
and can’t. That’s okay, though. You'll clear the stress track as soon as you make

1 rou e scene—provide e monsters don’t eat vou first.
t through th provided th ters don’t eat you first

CONSEQUENCES

CONSE@ENCES are new aspects you write on your character sheet when
your character takes a hit, representing the real harm and injury your char-
acter suffers.

When you take a consequence to absorb a hit, write an aspect in an empty
consequence slot that describes what harm befalls your character. Use the
severity of the consequence as a guide: If you were bitten b}f star spawn, a
mild consequence might be NAsTY BITE, but a moderate consequence
could be BITE THAT WON'T STOP BLEEDING, and a severe consequence
might be CRIPPLED LEG.

While stress turns a hit into a near miss, taking a consequence means
you got hit hard. Wh}f would you take a consequence? Because sometimes
stress isn't Enough. Remember, you have to absorb 4// the shifts of the hit to
stay in the ﬁght. You Dﬂl}" have so many stress boxes. The gond news is that
consequences can take pretty big hits.

Each character starts with three consequence slots—mild, moderate, and
severe. Taking a minor consequence absorbs two shifts, a moderate one
absorbs four shifts, and a severe one absorbs six shifts.

So, if you take a big five-shift hit, you can absorb the whole thing with
a single stress box and a moderate consequence. That’s a lot more efficient

than Spﬁﬂdiﬂg ﬁVE Df}’DUI’ Stress bDXES.
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The downside to consequences is that they are aspects—and aspects are always
true (page 22). So if you've got GUT SHOT, your character’s gut is shot! That
will mean you can’t do things a gut-shot person can’t do (like run fast). If things
get partieularly eomplieated due to this, you might even face a eompel on your
consequence, too. And, just like the aspects you make when you create an advantage,
the character that created the consequence—that is, whoever shot you—gets one

free invoke on that consequence. Ouch!

Charles is still battling the ghoul. It claws at him, this time rolling a
BEEREE. addingits Fair (+2) Fight, and invokes its HUNGRY FOR FLESH aspect
for an additional +2, adding up to a devastating Fantastic (+6) blow.
Charles’s @&E8, added to his Good (+3) Athletics, gives him a merely
Average (+1) defense; that’s five shifts he needs to absorb. He chooses
to take a moderate consequence. His player and the GM decide that the
ghoul gave Charles a Garing CHEsT WounDp. This consequence absorbs four
of the shifts, leaving one, which Charles absorbs with his last remaining

stress box.

GETTING TAKEN OUT

If you can’t absorb all the shifts of a hit with stress and consequences, yﬂu’re TAKEN
OUT.

Getting taken out is bad. Whoever took you out decides what happens. Given
dangemus situations and pnwerfui enemies, this could mean you’re dead, but that’s
not the only possibility. The outcome must be in keeping with the scope and scale
of the conflict at hand—you won'’t die of shame if you lose an argument—but
ehanges to your character sheet (and more) are possibie. The outcome should also
fit within the boundaries your group has established—if your group feels that
characters should never get killed without the player’s consent, that’s perfeetiy valid.

But even when death is on the table (it’s best to be clear about that before a roll),
GMs should remember that it’s usually a boring result. A PC that’s been taken out
could be lost, kidnapped, imperﬂed, be forced to take consequences... the list gocs
on. A character’s death means someone has to make a new character and bring
them into the story, but a fate worse than death is limited Dniy by your imagination.

Follow the fiction when deseribing how someone—or something—is taken
out. Was a cultist taken out by a barrage of machine gun fire? A spray of red fills
the air as they slump with a wet thump to the ground. Were you hurled from the
truck as it crossed the 26th Street overpass? You disappear over the edge and are
left behind as the conflict rumbles on along the Dan Ryan. Keep death in mind

when diseussing the terms of beingr taken out, but often it’s just as interesting to

cheat death.
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L The ghoul gets in a very lucky hit, dealing a Legendary (+8) attack
against Charles’s Poor (-1) defense. By this point in the conflict, all of
Charles’s stress boxes are full, as is his moderate consequence slot.
Even if he were to take a mild and a severe consequence at once,
absorbing eight shifts, it wouldn’t be enough. As a result, Charles is
taken out. The ghoul gets to decide his fate. The GM would be within
their rights to have the ghoul kill Charles then and there...but getting
killed isn’t the most interesting result.

Instead, the GM declares that Charles survives, getting knocked out
and dragged to the ghoul’s lair, consequences intact. Charles will wake
up lost and very fragile in the pitch-dark catacombs beneath the city.
Because he was taken out, Charles has no choice but to accept the

terms laid before him.

CONCEDING

So how do you keep from d}fing horribly—nr worse? You can interrupt any
action in a conflict to CONCEDE as lnng as the dice haven’t hit the table yet.
Just give in. Tell everyone that you're done, that you can’t keep going. Your
character loses and exits the conflict, but you gain a fate point plus an extra
one for each consequence tht‘y took in the current conflict.

Also, concession means you declare the terms of your loss and how you exit
the conflict. You can escape the monsters and live to ﬁght another day. It is a loss,
though. You'll have to give your foe snmething they want. You can’t concede
and describe how you hemicaﬂy save the da}f—that’s not on the table anymore.

C(}nceding isa powerful tool. You can concede to escape with an action plan
for the next fight, a clue as to where to go, or some advantage going forward.
You just can’t win #his fight.

You must concede before your opponent rolls the dice. You can’t wait to see
the outcome of the dice and concede when it’s obvious you can’t win—that’s
poor form.

Some negntiation 1S EXPECtEd, here. Look for a solution that works for
everyone at the table. If the opposition isn’'t on board with the terms of your
concession, they can push for rewording those terms, or ask that you sacrifice
Snmething different or extra. Because a concession is still a loss for you, that
does mean the other side should gain at least part of what they’re after.

The more signiﬁcant the cost you pay, the greater the benefit your side should
recerve as part of the concession—if certain doom is about to befall the entire
group, one member choosing to concede as a heroic (and fatal) last stand could

mean everyone else is spared!
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ENDING A CONFLICT

A conflict draws to a close when everyone on one side has either conceded
or been taken out. At the end of a conflict, any players who conceded collect
their fate points for the concession (pagt' 37). The GM also pays out fate
points owed to players for hostile invokes (page 24) that happened during
the conflict.

RECOVERING FROM CONFLICTS

At the end of each scene, every character clears their stress boxes. Conse-
quences take more time and effort to clear.

To start the RECOVERY PROCESS, the person treating you will need to
succeed at an overcome action with an appropriate skill. Physical injuries
typically are addressed using medical knowledge via Academics, while
mental consequences are healed with Empathy. This overcome action faces
difficulty equal to the severity of the consequence: Fair (+2) for a mild
consequence, Great (+4) for moderate, and Fantastic (+6) for severe. These
difficulties increase by two when you're trying to treat yourself (it’s easier to
have someone else do that).

If you succeed on this roll, rewrite the consequence to indicate that it is
hcaling. A BROKEN ARM may be rewritten as ARM IN A CAST, for instance.

Success here is Dnly the first hurdle—it takes time to clear the consequence.

Mild consequences take one full scene after treatment to clear.
Moderate consequences last lnngcr, takjng a full session after treatment
to clear.

Severe consequences only clear when you reach a breakthmugh

( page 39) after treatment.
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ADVANCEMENT

As your characters muck about in the stnr}fline, th{:}f’ll grow and change. At

the end of each session ynu’ll earn a MILESTONE, which lets you move things
around on your character sheet. As you conclude each arc of the story, ynu’ii
earn a BREAKTHROUGH, which lets you add things to your character sheet.

(Learn more about sessions and arcs on page 40.)

Milestones happen at the end of a session, part of the way thrnugh dealing
with a story arc. They are focused on adjusting your character lateraily rather
than advancing the character. You may not wish to use a milestone, which is
fine. It doesn’t aiways make sense to change your character. The opportunity
is there if you need it.

During a milestone, you can do one of the following:

Switch the ranks of any two skills, or replace one Average (+1) skill with
one that isn’t on your sheet.

Rewrite one stunt.

Purchase a new stunt by spending 1 refresh. (Remember, you can’t go

below 1 refresh.)

Rewrite HH}T one Df}’DUI’ HSPECtS, EXCEpt your hlgh CDHCEPI.

Breakthrnughs are more signiﬁcant, letting your character actuaﬂy grow 1n
power. A breakthrnugh lets you do one thing from the milestone list. On

top of that, you do 4/l of the fnllnwing:

Rewrite your character’s high concept, if you care to.

If you have any moderate or severe consequences not yet in recovery, you
can begin the re covery process and rename them. Any that were alread}f
1n recovery may now be cleared.

Increase the skill rating of one skill by one step—even from Mediocre (+0)
to Average (+1).

H: thE GM fEEiS a rnaj or piDt dEVEiDpH'lEHt hElS cnnciuded and it’s time fDI' thE

characters to “power up,” they may also offer one or both of the fnilnwing:

Gaina point of refresh, which you can iminediateiy spend to buy a new
stunt if you like.

Increase a SECDHd 'ik]_ii I'H.tiﬂg b}f one StEp.
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IMPROVING SKILL RATINGS

When improving a skill rating, you must maintain a “column” structure. Each
step may not have more skills than the step below it. That may mean you need
to promote a few Mediocre (+0) skills first—or, you may save up your skill

pnints rather than spend them immediately, allnwing big increases all at once.

Ruth wants to increase her Lore from Average (+1) to Fair (+2),
but this means she’d have four Fair (+2) skills and only three
Average (+1)..that won’t do. Luckily, she has saved a second skill
point from an earlier breakthrough, so she also increases her Medi-
ocre (+0) Empathy to Average (+1). Now she has one Great (+4),

two Good (+3), four Fair (+2), and four Average (+1) skills.

THE PYRAMID NOT VALID VALID ALSO VALID

+4 @ +4 @ +4 @ +4 B

+3 B8 +3 B8 +3 B8 +3 008
+2 088 +2 0008 +2 0888 +2 088
+1 808 +1 088 +1 0808 +1 088

Sessions and Arcs

There are a few assumptions at pla}f here where we talk about sessions and
arcs. We'd like to shine some light on those assumptions so you can make
adjustments based on how your game differs from them.

A SESSION isa single session of play cnmprised of several scenes and a few
hours of gamepla}n Think of this as similar to a single episnde of a television
show. It likely falls into the three-to-four hour range.

An ARC is a series of sessions that often contain plnt elements that carry
over from session to session. Those plnt elements don’t have to conclude
within an arc, but there are usuaﬂy signiﬁcant develnpments and changes that
come about over the course of it. Think of this as similar to a third- or half-
season of a television show. It’s likely cnrnprised of about four sessions of play.

If your gamepla}f falls outside of those “likely” ranges, you may want to
change how some parts of advancement work. If your arcs run more than
four to six sessions of pla}f, you may want to allow Severe consequences to
clear after four sessions pass rather than waiting until the end of the arc. If you
want advancement to happen more slowly, you might allow improvements
like skill points and refresh gains less often. If your group tends to schedule
fairly short sessions, you might not hit a milestone at the end of every session.

Season to taste; the game 1S yours to shape!



Fate Condensed * Being the Game Master ¢ 41

BEING THE GAME MASTER

As the GM, you are the director of game sessions. Note that you are not the
boss. Fate Condensed is collaborative, and the players have say in what hap pens

to their characters. Your job 1S to keep things moving b}f doing these things:

Run scenes: A session is made up of scenes. Decide where the scene begins,
who's there, and what’s geing on. Decide when all the interesting things
have played out and the scene’s over. Skjp over the unnecessary stuff; in
the same way that you don’t roll dice if the outcome of an action won’t
be interesting, don’t have a scene if nothing exciting, dramatic, useful, or
fun will happen during t.

Adjudicate the rules: When some question comes up about how to apply
the rules, you can discuss it with the players and try to reach an agreeable
consensus, but you get final say.

Set difficulty: Decide when rolls are necessary and set their difhiculties.
Determine the costs of failure: When a character fails their roll, you
decide what the cost of success at a cost will be. You can eertainly take
suggestions from the player—the}f may know just how they want their
character to get hurt—but you ultimately decide.

Play the NP Cs: Each player controls their own character, but you control
all the rest, from cultists to monsters to the Big Bad itself.

Give the PCs opportunities for action: If the players don't know what to
do next, it’s your job to give them a nudge. Never let things get too begged
down in indecision or lack of information—do semething to shake things
up. When in doubt, think about your Big Bad’s tactics and goals to create
a spot of bother for the heroes.

Make sure everyone gets the spotlight: Your goal isn’t to defeat the players,
but to ehaﬂenge them. Make sure each PC getsa chance to be the star once
in a while. Spread around eempels and ehallenges tailored to the characters’
different abilities and weaknesses.

Complicate the PCs’ lives: In addition to throwing monsters at the char-
acters, you will be the primary source of eempels. Players can eempel them-
selves and other characters, of course, but you must ensure that everyone
gets opportunities to experience the negative repercussions of their aspects.
Build off player choices: Look at the actions the PCs have taken during
play and think about how the world ehanges and responds. Make the
world feel alive b}f presenting the PCs with those eensequenees—geed
and bad—in pla}f.
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Setting Difficulty and Opposition

Sometimes, a PC’s action will face oPPOSITION via a defend roll from
another character in the scene. In this case, the Dpposing character rolls dice
and adds their relevant skill rating, just like the PC. If the op posing character
has relevant aspects, they can be invoked; the GM can invoke NPCs’ aspects
using the fate point in their pool (page 44).

But if there’s no opposition, you have to decide on the DIFFICULTY of

the action:

Low difficulties, below the PC’s relevant skill rating, are best when you
want to give them a chance to show off.

Moderate difficulties, near the PC’s relevant skill rating, are best when
you want to pmvide tension but not overwhelm them.

High difficulties, much higher than the PC’s relevant skill rating, are
best when you want to emphasize how dire or unusual the circumstances
are and make them puﬂ out all the stops, or put themina position where

they will need to suffer the consequences of failure.

Likewise, use the adjective ladder ( page 6) of ratings to help you choose
an appropriate difficulty. Is it superbly difficult? Then pick Superb (+5)!
Here are a few rules of thumb to get you started.

If the task isn’t very tough at all, make it Mediocre (+0)—or just tell the
pla}fer they succeed without a roll, as lnng as there’s no serious time pressure
or the character has an aspect that suggests they’d be gDDd atit,

If you can think of at least one reason Wh}r the task is tough, pick Fair (+2);
for every extra factor working against them, add another 4+2 to the difﬁculty.

When thinking about those factors, consult what aspects are in play. When
snmething Is Important Enough to be made an aspect, 1t should get a little
attention here. Since aspects are true ( page 22), they might have influence
over how easy or difficult snmething should be. That doesn’t mean that aspects
are the Dnly factors to consider, of course! Darkness is darkness regardless of
whether or not you decided to make it an aspect on the scene.

If the task is impossibl}f difficult, go as high as you think makes sense. The
PC will need to drop some fate points and get lots of help to succeed, but
that’s fine.

For an expanded look at what you can do to create varied and interesting
opposition and adversaries for your pla}fers, check out the Fate Advermr_y
Toolkit, available for sale as a PDF or with its essentials freely available in

the online system reference documents at brtps.'//ﬁzrfﬂsrd.mm/
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NP(Cs

NPCs include b}fstanders, supporting cast, allies, foes, monsters, and pretty
much anything else that might complicate or oppose the efforts of the PCs.

You will probably want to create other characters for the PCs to interact with.

MAJOR NPCS

If someone is particularly important to the story, you can stat them out just
like a PC. This is appropriate for someone who the PCs will deal with a lot,
such as an ally, a rival, the representative of a powerful group, or a Big Bad.

A major NPC doesn’t necessarily follow the same limits as a starting PC.
If the NPC is going to be a recurring boss-level threat, give them a higher
peak skill (see Setting Difficulty and Opposition on page 42), more stunts,

Elﬂd WhatEVEl’ ElSE 1t takes to II]H.kE thEH‘l d danger.

MINOR NPCS

NPCs that aren’t going to be major, recurring characters don’t need to be
nearly as well-defined as major NPCs. For a minor NPC, Dnl}f define what
1S absolutel}f necessary.

Most minor NPCs will have a single aspect, which is just what they are:
GUARD D0OG, OBSTRUCTIVE BUREAUCRAT, or ENRAGED CULTIST, etc.

If necessary, give them another aspect or two to reflect something inter-
esting about them or a weakness. They may also have a stunt.

Give them one or two skills to describe what they’re good at. You can use
skills from the skill list or make up something more specific, like Fair (+2)
at Getting into Bar Fights or Great (+4) at Biting People.

Give them zero to three stress boxes; the more they have, the more of a
threat they can be. Generaﬂy, they have no consequence slots; if they take a
hit with more shifts than they can absorb with stress, they are simpl}f taken

out. Minor NPCs aren’t meant to stick around.

MONSTERS, BIG BADS, AND OTHER THREATS

Like minor NPCs, monsters and other threats (likf: astorm, a spreading fire,
ora squad of armored minions) are written up as characters, but are usually
simpler than a PC. You Dnly need to define what is absolutely necessary.
Unlike minor NPCs, these threats can be defined really in any way. Break
the rules ( page 54). Give them whatever combination of aspects, skills,
stunts, stress, and consequences it will take to make them dangerous, and
think about what sort of difficulties they will present to the PCs when deter-

mining their ratings.
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Your Fate Points

At the start of each scene, begin with a pDDl of fate points equal to the
number of PCs. If the scene includes a major NPC or monster that conceded
(page 37) a previous conflict, or received hostile invokes (page 24) in
a previous scene, those fate points are added to your pool. If you received a
compel in the prior scene that ended that scene, giving you no opportunity

to SpEIld thE EH.I'HEd fﬂ.tE pDth, you may Eldd thﬂ.t pDth to your pDDl as WEH

Charles, Ruth, Cassandra, and Ethan are headed for the final confron-
tation with Alice Westforth. Previously, she escaped from the heroes
by conceding a conflict after she had taken a moderate consequence.
That means the GM gets four fate points for the PCs and two more

that Alice is bringing along.

As the GM, you can spend fate points from this pDDl to invoke aspects,
refuse compels that the players ofter NPCs, and use any NP C stunts that
require you to—all exactly as the players do.

However, you do #not need to spend fate points to compel any aspects.

You have an infinite suppl}f of fate points for that purpose.

Safety Tools

GMs (and truly, players aswell) have a respnnsibility to ensure that everyone
at the table feels safe in the game and space they’re playing. One way a GM
can support this is by Df‘FEI’ng a framework for anyone at the table to voice
a concern or Dbjectinn. When this happens, it must take priority and must
be addressed. Here are some tools that can help make that process more

available to thE plﬂ}’EfS at thE table Hﬂd more casy fO €nact WhEIl HECESSHI’}T.

The X-Card: The X-Card is an optional tool (created by John Stav-
ropoulos) that allows anyone in your game (including you) to edit out

any content anyone is uncomfortable with as you play. You can learn

more about the X-Card at betp://tinyurl.com/x-card-rpg

Script Change RPG Toolbox: For something with a bit more nuance

and granularity, look to Script Change by Brie Beau Sheldon, which

prmfides options to pause, rewind, skjp ahead, and more using an acces-
sibly familiar mediaﬂplayer metaphor. Learn more about Script Change

at hetp://tinyurl.com/nphed7m
Tools like these may also be used like the bogus rule (page 14) for calibra-

tion. ThE}’ DEEI' a way fDI' players to CDH]fDI'tH.bl}’ H.dVDCHIE fDl' Whﬂt thE}TjI'E

1DDl(iI1g fDI’ n thE gELHlE. GiVE SlICh tDDlS thE I ESPECt ElIld SllppDI' r thﬁy dESEI’ ve!
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OPTIONAL RULES

ThESE daIrc a fEW DptiDIlﬂi or Hitﬁfﬂﬂti‘ﬂ? r lIiES you can dECidE to use in YD[II' gamf:.

Conditions

CONDITIONS arc a SlletitlltE fDI' CDHSEqUEHCES, 3.1’1(1 priHCE thEH‘l El’ltil'Ei}T.

Conditions serve two purposes: they take some of the pressure off of the
players and GM to quickly ﬁgure out a correctiyﬂworded aspect for an
inflicted consequence, and they give you an opportunity to shape the nature
of your game b}f preﬂdeﬁning the ways lasting harm befalls characters.

The Fate Condensed version of conditions takes each consequence level

and splits it into two conditions of half the value.

1] Hurt (Mild) 1/ Scarep (Mild)
2] INJURED (Moderate) [2] SHAKEN (Moderate)

3] WoUNDED (Severe) [3] DEMORALIZED (Severe)

These correspond to physical and mental states—Dbut just because you've
taken a ph}fsical hit doesn’t mean you can’t also mark a mental condition,
and vice-versa, so inng as it makes sense. Attacks are traumatic!

Conditions are recovered just like consequences, based on their severity.

If you would gain an additional mild consequence, instead gain two more

boxes on either HURT or SCARED, as appropriate.

MOVING CONDITIONS FURTHER APART

If you would prefer instead to keep physicai and mental conditions separate,
double the number of boxes on each. That said, there is a cutoff: if two boxes
total are marked on either condition in a row, no more boxes may be marked
on that row. So if you had one box (out of two) marked on HURT and none
on SCARED, and then marked either the second HURT box or first SCARED
box, you would no longer be able to mark any more boxes on that row.

If you would gain a mild consequence slot (from high Physique, Will, or
a stunt), instead add two more boxes of HURT or SCARED as appropriate.

Ti'lESE Hddﬁd bDXES 1ncrease t.i'lE CUIDE thl’ESthd fDI' thﬂ.t row, one fDI' one.

OTHER VERSIONS OF CONDITIONS

Several published Fate-based games use conditions instead of consequences.
Feel free to adnpt their impiementation instead of this one if it better suits
you. Each one achieves much the same purpose for the game: reducing pres-
sure to ﬁgure out consequence aspects on the ﬂy, and guiding the nature of

the game by limiting the kinds of lasting harm characters can take.
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Changing the Skill List

As mentioned on page 9, skill lists are the first thing to consider tinkering
with when rnaking your own Fate game. Our default skill setup presents a list
of 19 skills arrangt‘d in a pyramid of 10. That list is also structured around
a traditional notion of capabilities in various fields of action, in essence
addressing the question “what can you do?” Other skill lists aren’t necessarily
the same length, arranged the same way, or addressing the same question.
With that said, here are some short skill lists to consider, borrow; and mndify.
Actions: Endure, Fight, Know, Move, Notice, Pilot, Sneak, Spt'ak, Tinker.
Approaches: Careful, Clever, Flashy, Forceful, %ick, Sneaky.
Aptitudes: Athletics, Combat, Leadership, Scholarship, Subterfuge.
Attributes: Strength, Dexterity, Tnughness, Inteiligence, Charm.
Relationships: Leading, Partnering, Supporting, Solo.
Roles: Driver, Hitter, Hacker, Gearhead, Grifter, Thief, Mastermind.
Themes: Air, Fire, Metal, Mind, Stone, Void, Water, Wind, Wood.
Values: Duty, Glnry, Justice, Love, Power, Safety, Truth, Vengeance.

If you want a innger list, try starting with the default list, adding, cnrnbining,

and removing skills from it as needed until you land on what you're after. You

could instead blend tngether two or more lists from the above in some form.

Advancement: The smaller the number of skills in your list vs. the default,
the less frequent you'll want skill point awards from advancement. Perhaps

allow them only during “power ups” (page 39), or restrict them another way.

Alternatives to the pyramid:
Diamond: A broad middle (about a third of them) that tapers towards the
top and bottom of the range, .4, lat+0,2at+1,3at+2,2 at +3, 1 at +4.
Column: A roughly equal number of skills rated at each tier. If your list
is short ennugh, this rnight be a line, one skill per tier.
Free + Cap: Give players enough skill points to make a pyramid (or other
shape), but don’t mandate it. They can buy whatever, staying under the cap.

Coverage: Make sure to consider how many skills you expect to be rated out
of the total. The default list has ratings in 53% (10 of 19). The higher the

percentage, the more nverlap pla}fers might have. Preserve niche prntectinn.

Combination: You may want to have two lists, with piayers adding tngether
one from each to make their roll. The main thing to keep in mind is keeping
the pntential totals inside the ZE€ro-to-cap range. You niight have ratings

from 40 to +2 on each list, or -1 to +1 on one and +1 to +3 on the other, etc.
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Character Creation As You Play

Ifa pia}fer is comfortable inaking quiek creative decisions in the moment, they
may enjoy creating characters as z‘/oey pl;:ty rather than ahead of time. This mimics
the way characters reveal themselves and deveiop in other media. It’s not for
everyone, but for groups where the method clicks it can be a real erowdapleaser.

With this method, characters start with only a hame, high concept aspect,
and highest skill—if that! As piay progresses and t.hey are called on to use an
unrated skill, they can choose an empty slot and reveal their knowiedge ofitin
the moment. Sirniiariy, aspects and stunts can be filled in when the circumstances

that call for them, right in the moment a fate point is spent or a bonus claimed.

Countdowns

A countdown adds urgency to an adversary or situation: deal with it now or
things will get worse. Whether you’re talking about a tieking bomb, a ritual
near eornpietion, a bus teetering on the edge of a suspension bridge, or a soldier
with a radio who's about to call in reinforcements, countdowns force the PCs
to act quieki}f or face a worse outcome.

Countdowns have three components: a countdown track, one or more trig-
gers, and an outcome.

The COUNTDOWN TRACK looks a lot like a stress track: it’s a row of boxes
that you mark from left to right. Every time you check off a box, the countdown
gets closer to being over. The shorter the track, the faster their doom ap proaehes.

A TRIGGER is an event that marks a box on the countdown track. It can be
as simple as “a minute/hour/day/exchange elapses” or as specific as “the villain
takes a consequence or gets taken out.”

When you mark the last box, the countdown ends and the ouTCcOME happens,
whatever it is.

GMs niight wish to reveal the existence of a countdown track to players
without teiling them what it represents, at first, as akind of foreshadowing and
to turn up the feeiing of tension in the story.

A countdown can have more than one trigger if you want; perhaps the count-
down proeeeds ata predictable pace until something happens that accelerates
it. You could also give a different trigger to each box on the countdown track,

if you want a speeiﬁe series of events to set off the outcome.
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Extreme Consequences

Extreme consequences introduce an nptinnal fourth severity of consequence
to your game: something that perrnanently, irrevneabl}f ehanges a character.

Taking an extreme consequence reduces stress taken b}f 8. When taken, you
must replace one of your character’s existing aspects (other than their high
concept, which is foalimits) with an aspect that represents the prnfnund
ehange to the character resulting from the harm they’ve taken.

By default, there is no option to recover from an extreme consequence. It
has become a part of the character now. At your next breakthrough you may
rename it to reflect how ynu’ve come to terms with it, but you can’t go back
to the Driginal aspect.

Between breakthrnughs, d eharaeter II'IH.}’ Dl’ll}’ usc thiS DptiDIl once.

Faster Contests

Snrne g[’ DUPS rnay fﬂﬁl contests iIlVDlVE too IHHH}T H.ttEHlptS O create HdVHHtHgES
pEI’ EXChHHgE. For thDSE gl’Dl]pS, tf}" thE fDHDWng rnethnd: In Eﬂ.Ch EXChHHgE

Dfﬂ. contest, Eﬂ.Ch partieipant II'IH.}T ChDDSE Dﬂl}’ onc Df thESE thl’EE DptiDﬂS:

Make the overcome roll for their side (page 18).
Roll to create an advantage, but no teamwork bonus ( page 32).
Provide their teamwork bonus to their side’s overcome roll or another’s

attempt to create an advantage. Don't roll.

Sometimes a player (or GM) may want their character to go all-in on using
defend until their next turn, rather than taking an action on their turn. This
is called FULL DEFENSE.

When deelaring full defense, you must be clear about the Focus of your
efforts. By default, you are defending ynurself (frmn attacks and efforts to
create advantages on ynu), but you may wish to speeify someone ynu’re
protecting, or a defense against a partieular group of aggressors, or a partic-
ular effort or outcome you wish to oppose.

While on full defense you get a +2 to all defend rolls relevant to your
declared focus.

If nnthing comes of it and you haven’t rolled to defend at all by the time
your next turn comes around, you gain a boost ( page 23) as ynu’ve gotten
the opportunity to prepare for your next action. This offsets “losing a turn”
because you focused your efforts on defending against snmething that didn’t

happen at all.
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The defining quality of enemies is that they can be attacked and taken out. By
contrast, the deﬁning quaiity of OBSTACLES is that they can’t. Obstacles make
scenes deninnstrably more difficult on the PCs, but the PCs cannot sinipi}f
ﬁght them. Obstacles must be circumvented, endured, or rendered irrelevant.

While most obstacles are features of the environment, some might be char-
acters that can’t be taken out using conventional methods. The dragnn niight
be a boss, but it rnight just as easily be a hazard obstacle. The animate statue
keeping you from getting to the evil wizard niight be a threat, but it could
also be a block or a distraction. It all depends on the adversar}f’s function in
the scene, and how PCs must deal with it.

Obstacles don’t appear in every scene. They serve to accent enemies in the
scene, to make them more threatening or memorable, but overuse of obstacles
can be frustrating to the PCs, particularly those focused on combat. You can
use them to give less combative PCs snmething to do during a ﬁght, thnugh.

There are three kinds of obstacles: hazards, blocks, and distractions.

HAZARDS

If an obstacle can attack the PCs, it’s a HAZARD. Fire jets, rnliing boulders,
Or a sniper too far away to be dealt with direetiy—they’re all hazards. Every
hazard has a name, a skill rating, and a Weapnn rating ( page 58) of 1 to 4.

The hazard’s name is both a skill and an aspect; that is, the name defines
what the hazard can do, and its skill rating defines how gnnd 1t 1s at dning
that, but the name can also be invoked or enmpeiled like any aspect.

Generali}f speaking, a hazard’s skill rating should be at least as high as the
PCs’ highest skill rating, if not a little bit higher. A hazard with a very high
skill rating and a very high Weapon rating will likely take out a PC or two.
You could also make a hazard with a lower skill rating but a high Weapon
rating, rnaking for snrnething that doesn’t hit often but hits hard when it
does. Reversing that makes a hazard that hits frequentiy but doesn’t do much
darnage.

A hazard acts in the initiative just like the PCs and their enemies do. If your
rules require everyone to roll for initiative, hazards will roll with their rating.
On its turn each exehange, a hazard acts as irnpiied by its name, and rolls with
its rating. If it attacks and hits with a tie or better, add its Weapon rating to
its shifts. Hazards can attack or create advantages; they can’t be attacked, and
they don’t overcome obstacles.

Ifa piayer wants to OVErcome or create an advantage againsta hazard, they’ii

face passive Dppersitinn equai to the hazard’s skill rating.
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BLOCKS

Where hazards exist to hurt the PCs, BLOCKS prevent them from dning things
they want to do. Blocks caz cause stress, though they don’t always. The chief
differences between blocks and hazards is that blocks don’t take actions and
are more difficult to remove. Blocks prnvidt‘ passive opposition in certain
circumstances, and can threaten or cause harm if not heeded.

Like hazards, blocks have a name and a skill rating, and the name is both
a skill and an aspect. Unlike hazards, a block’s skill rating shouldn’t be much
higher than one step above the PCs’ highest skill rating; otherwise, things can
get frustrating quickiy. A block can have a Weapon rating as high as 4, but it
doesn’t need to have one.

Blocks only come into play under specific circumstances. A VAT OF ACID
nnly matters when someone tries to cross it or gets thrown into it. A CHAIN
LiNnk FENCE only affects someone who tries to get past it. The ANIMATE
STATUE nniy prevents entry into a spr:ciﬁc room.

Blocks don’t attack and don’t have a turn in the initiative order. Instead,
whenever a block would interfere with someone’s action, they’il have to roll
against the block’s rating as a set dif‘ﬁcuity. If the block can’t cause harm, it
simpl}f prevents the PC from taking the action they wanted to. If it can cause
harm and the PC fails to overcome the block, the PC takes a hit cquai to the
amount by which they missed the target.

Characters may try to force someone into a block as an attack. If you do
this, }fnu’il roll to attack as normal, butadd a Weapon rating Equal to half the
block’s Weapon rating (rounded down, minimum 1).

Finally, some blocks can be used as cover or as armor. This is situational—for
some blocks, it simply won’t make sense. You probably can’t hide behind a VAT
OF AciD, but a CHAIN LINK FENCE 7s effective protection against a baseball
bat, probably preventing the attack altogether.

When someone’s using a block as cover, decide whether it mitigates or
negates the attack. If it negates it, the attack simpiy isn’t possible. If it miti-
gates it, the defender adds an Armor rating Equal to half the block’s skill rating
(rounded down, minimum 1).

Use blocks sparingiy. Blocks make it harder for PCs to take certain actions—
SO they can be frustrating if you overuse them—but they can also lead the
piayers to think creatively. They may see an opportunity to turn blocks to
their advantage. If they ﬁgure out how, let them!

Sometimes players will just want to remove blocks nutright. To do so, make

4an overcome I'DH against a set difHCllit}T Equai to thE biDijS I'Eltiﬂg plllS tWoO.
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DISTRACTIONS

Where hazards attack the PCs directly and blocks prevent them from taking
certain actions, DISTRACTIONS force the PCs to ﬁgure out their priorities.
Of the obstacles, distractions are often the least mechanically defined. They
also don’t necessarily make the scene mechanically harder. Rather, they present

the PCs with difficult decisions. Here are the distraction’s parts:

A distraction’s name is a brief, punch}f representation of what it is. It can
be an aspect, if you need or want it to be.

A distraction’s choice is a simple question that codifies the decision it
gives to the PCs.

A distraction’s repercussion is what happens to the PCs if they don’t deal
with the distraction. Some distractions might have multiple repercussions,
including repercussions for mr:ms.g}%[ly dealing with the distraction.

A distraction’s opposition is its passive opposition against PCs mlling to

deal with it. Not every distraction needs to providf: opposition.

If you're afraid the PCs will deal handily with a ﬁght you've got in store,
adding a distraction or two can force them to decide whether it’s more
Important to trounce the bad guys or deal with the distractions.

Dealing with a distraction should always have a clear benefit or, failing that,

not dealing with a distraction should always have a clear consequence.

EXAMPLES OF OBSTACLES

HAZARDS

Great (+4) MACHINE-GUN TURRET, Weapon:3
Superb (+5) DISTANT SNIPER, Weapon:4

BLOCKS

Fair (+2) CHAIN LINK FENCE, Great (+4) difficulty to remove
Good (+3) VAT oF Acip, Weapon:4, Superb (+5) difficulty to remove

DISTRACTIONS
Bus FuLL oF CrviLiaNs-Choice: Will the bus plunge off the bridge?
Opposition: Good (+3)
Repercussion (leave them): All of the civilians on the bus die.

Repercussion (save them): The villain gets away!

THE GLITTERING GEM—Choice: Can you take the gem from the pedestal?
Repercussion (leave the gem): You don’t get the (priceless) gem.
Repercussion (take the gem): You activate the traps in the temple.
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Scale

SCALE is an Dptinnal subsysteni that you can use to represent supernatural
beings which operate on a level beynnd the general range of eapabilities of
most characters in your game. Usuall}f you don’t need to worry about the
impact of scale within your game. There may be times, however, where it’s
desirable to present the characters with a threat bigger than they typieaily
face—or an opportunity for the characters to puneh outside their usual
Weight class.

Asan example—ynu may wish to change the list to something more suitable
to your setting—we’]i present you with five pntential levels of scale: Mundane,

Supernaturai, Otherwnridiy, Legendar}f, and Godlike.

MUNDANE represents characters without access to su pernaturai power or
teehnnlngies that would boost them be}fnnd the eapabilities of humans.
SUPERNATURAL represents characters who do have access to supernat-
ural powers or teehnningies reaehing beynnd human capacity but who
are still effeetiveiy human at the core.

OTHERWORLDLY represents unusual or unique characters whose
powers set them apart from the normal concerns of humanity.
LEGENDARY represents pnwerfui spirits, entities, and alien beings to
whom humanit}f is more of a curiosity than a threat.

GODLIKE represents the universe’s mightiest forces: arehangeis, gnds,

faerie queens, iiving pianets, and so on.

When appiying scale to two Dppnsing forces or individuals, compare the
sides’ levels and determine who is higher, and by how many levels. The}f get

one of the fniinwing benefits on any rolled action against their lesser:

+1 per level of difference to their action beﬁlre the roll
+2 per level of difference to the result affer the roll, if the roll succeeds
1 additional free invoke per level of difference to the results of a successful

create advantage action

Frequent and rigid appiieatinn of scale rules may put piayer characters at
a distinct disadvantage. Compensate by genernusiy affording those piayers
opportunities to subvert scale disadvantage in clever ways. Viable options
include researehing a target for weaknesses, changing the venue to one where
scale doesn’t apply, or altering gnals so that their opponent cannot ieverage

their scale advantage.
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ASPECTS AND SCALE

Active situation aspects sometimes represent a supernatural effect. In these
cases, the GM may determine that imruking the aspect grants the additional
benefit of its scale. Furthermore, a superuaturally created aspect may grant
scale to some actions when invoked. It may also pruvide scale even without
an invoke, such as in the case of a magieal veil or higheteeh camouﬂage suit;

you need not invoke VEILED to gain Supernatural scale when sneaking about.

DOES SCALE APPLY WHEN SUPERNATURALLY CREATING AN ADVANTAGE?

If}fou are creating an advautage and there is no opposition, rather than rulling
you simply gain the aspect with one free invoke. That aspect grants scale as
previuusly described.

If you are creating the advantage o someone else to their detriment, such as
casting ENTANGLED BY ANIMATED VINES on your foe, you may gain scale
on your effort to create the advautage.

If you are creating an advautage via auperuatural means and a» opposing
party can direer{y impede the ﬁﬁﬂ* vid pbysie:z[ or supememml i?ﬁf&?ﬁ?‘f?ﬁfﬁ,
your scale may ap ply against their defend roll.

Otherwise, you roll to create the advautage without scale (likely agaiuat

a set difﬁCUlt}’), bllt 13.1:{31' usc Df thﬂ.t HSPECI grauta SCHIE WhEH apprupriate.

Time Shifts

When determiuing how long it takes characters to do sumethiug, you may
want to use a more systematic appruaeh to decide the impacts of success,
failure, and “at a cost” options. How much luuger or faster? Let the shifts
decide, usiug these guidelines.

First, decide how luug the task takes with a aimple success. Use an approxi-
mate quantity plus a unit of time: “a few days,” “half a minute,” “several weeks,”
and so on. Appruximate quantities for use include: half, about one, a few, or
several of a given unit of time.

Then look at how many shifts the roll exceeds or misses the target b}f. Each
shift is worth one quantity-step from wherever your starting point is.

So if your starting point is “a few hours,” then one shift faster jumps
the quantity down to “about one hour,” two shifts down to “half an hour.
Going faster than “half” drops the unit down to the next smaller (hours to
minutes, etc) and quantity up to “several’, so three shifts faster would be

“several minutes.”
In the case of slower, it’s the same process in the opposite direction: one

shift slower is “several hours,” two is “half a day”, three is “about one day”.
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Ways to Break the Rules for Big Bads

Between ennlbining skills and creating advantages for teamwork ( page 32),
a group of PCs can really overwhelm a single opponent. This is fine if you
want to respect the advantage of numbers, but not great if you want to present
a “big bad” that’s the equal of the whole group.

But remember, for monsters and other big threats it’s acceptable to break
the rules ( page 43)—so do so b}f lnnking at ways to counteract the grnup’s
usual advantage of numbers, while still giving them a chance. Here are a few
suggestions for ways you might do that. You can use one or more of these in

combination for espeeially difficult or terrifying final bosses.

CHALLENGE OR CONTEST IMMUNITY

Both of these methods are about drawing out the final confrontation by
running the group through | elnekﬂisﬂtiekjngednwn activity before they can
aetuall}f go after the big bad direetly.

With CHALLENGE IMMUNITY, your big bad cannot be affected directly
(nlentally, ph}fsieall}f, or bnth) until the group beatsa challenge (e.g., disman-
tling the source of its power, ﬁguring out what its weakness is, ete). The big
bad, meanwhile, can act freely and may attack them during their efforts,
oppose their overcome or create advantage efforts with its defend rolls, assail
their free invokes with its own overcomes, or prepare for their eventual
breakthrough b}f creating advantages of its own.

With CONTEST IMMUNITY, the group must win a contest to be able
to direetly attack the big bad—and the big bad gets to attack them while
they’re trying. If the big bad wins the contest, it gets to pull off its scheme

H.Hd gEt away UHSCchEd.

EXPENDABLE MINION ARMOR

Surrounding ynurself with minions is one way to try to balance a big bad’s
side againat the PCs, but it Dnly goes so far if the players can just decide
to go after the big bad direetly and ignore those pesk}f minions for a while.

But with EXPENDABLE MINION ARMOR in play, a big bad may always
succeed at a cost on its defend rolls against attacks by fnreing a minion into
the path of the attack. That minion doesn’t roll to defend, they just take the
hit that would have landed on the big bad otherwise. This forces the PCs to
chew through the big bad’s army betore the final confrontation.

And remember, minions don’t have to be /iteya/ minions. For exanlple, you
might write up one or more “shield generators, each one with a stress track

and perhaps a skill for creating defensive adva.ntages for the shielded big bad!



Fate Condensed * Optional Rules * 55

REVEAL TRUE FORM

Okay, the group has thrown everything they've got at the big bad, and—
dwesame!—they just took him out. There’s just one prnblern: that just frees
him from his cage of flesh to reveal his true form!

With REVEAL TRUE FORM, your big bad isn’t just one character, it’s at
least two characters which must be beaten sequentially, each one revealing
new capabilities and stunts, higher skill ratings, fresh stress and consequence
tracks, and even new “rule breaks.”

If you want to gentle this a bit, carry the consequences the big bad has
already taken forward between forms, dismissing the mild ones and down-

gfﬂ.diﬂg tllﬁ rnnderate H.I'ld SEVErE ones b}’ one StEp eaeh.

SCALE THINGS UP

You could SCALE THINGS UP to let your big bad operate at a higher scale
than the PCs, using the scale option from page 52. You could do this even

if scale isn’t nerrrnally 1n play 1In your earnpaign—these rules need nnly appl}f

when a big bad takes the field!
SOLO BONUS

Players may enjny a teamwork bonus, sure—but why not give your big bad a
enrnplernentary SOLO BONUS when they’re the nnly one faeing the heroes?
There are a few ways you could im plernent a solo bonus. You could use more

than one of these, but be careful when combining them as they’ll add up fast.
The big bad gets a bonus to skill rolls that’s equal to the group’s

maximum potential teamwork bonus (page 32) — the number of
PCs acting against the big bad minus one (soa+2vsa group of 3, etc).
This bonus can’t do better than double the big bad’s affected skill, though,
just as with PCs (or maybe you'll break #har rule too).

The big bad may reduce the stress of successtul attacks by the number
of op pnsing PCs divided by two, rounded up. If ynu’re worried this
will make the ﬁght run too lnng, then hits reduced this way can’t be
reduced below 1.

The big bad has amplified invokes: when making a paid invoke of an
aspect, their bonus is equal to the number of PCs they face. No such luck
with free invokes, but this makes every fate point spent utterly terrifying.
The big bad may suppress invokes: when faeing two or more foes, the
opposition’s invokes only provide a +1 bonus, or allow rerolls only, when
used directly against the big bad. Optionally, the big bad might also

remove the PCs’ abilit}f to stack free invokes.
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THE THREAT IS A MAP (OR A HIVE OF CHARACTERS)

In Fate, anything can be a character, so Why notamap? When THE THREAT
IS A MAP, your big bad has zones ( page 29) which must be navigated to
achieve victory.

As you detail your big bad map, each zone might have its own skills, aspects,
and stress capacity. Some zones might contain simple challcnges that must
be overcome in order to move deeper into the creature. Each zone may take
an action as a separate character against PCs Dccupying that zone, or in the
case of a zone reprcscnting a limb or similar, may be able to attack adjaccnt
zones as well. If a zone is taken out by one of the PC’s attacks, it may be
bypassed and no lnnger gets to take actions of its own, but the overall big
bad isn’t defeated until the heroes can reach its heart and kill it true.

This method works particularly well if your big bad is a truly gigantic
monster, but need not be limited to that situation. You can use the idea
of treating the threat as a collection of interconnected characters, without
requiring that the PCs actually enter or navigate the big bad as aliteral map.
Used this way, you've got a hybrid between a map and expendable minion
armor (page 54)—a HIVE OF CHARACTERS, after a fashion. Some parts
of the big bad must be defeated before the players can hit where it is truly
vulnerable, and those parts get to take their own actions in the cxchangc.

Whether you fuﬂy engage the map idea or sim ply build the big bad as a hive,
you're sure to end up with a more dynamic ﬁght where the big bad acts more

ffﬂqllﬁﬂtl}f, and thE players must ﬁgl]l'ﬂ out a plan Df attack that eliminates

the threat piece by piece before thcy can ﬁnaﬂy put it down.

= )= PY)
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Ways to Handle Multiple Targets

Inevitabl}f, someone at your table will want to affect multiplf: targets at once.
If it’s allowed, here are some methods you can use.

If you wish to be selective about your targets, you may SPLIT YOUR
EFFORT. Roll your skill, and if the resulting total is positive, you can split
that total up however you like among the targets, who each get to defend
against the effort you assigned to them. You must assign at least one point

of effort to a target, or you didn’t target them at all.

Sophie faces a trio of goons and wants to strike at all three in a flurry
of thrusts with her rapier. Thanks to an invoke and a good roll, her
Fight roll comes in at Epic (+7). She assigns a Good (+3) attack to
the one that looks the most veteran, and Fair (+2) to each of the

other two, for a total of seven. They each then roll to defend.

In some special circumstances, as with an Explosion or similar, you may
make a ZONE ATTACK against everyone in one zone, friend and foe alike.
Here, you don’t split your effort; every target must defend against your total
roll. The circumstances and method must be right for doing this; often the
GM will require you to invoke an aspect or use a stunt to gain permission.

If you wish to create an advantage affecting awhole zone or group, TARGET
THE SCENE instead: place a single aspect on the zone or the scene itself
rather than placing separate aspects on each of the targets. This has the added
advantage of reducing overall bDDk-kEEpng. If someone insists on creating
a separate aspect on each target, they should be constrained to the effort
splitting method.

With any of these methods, all of the targets should occupy the same zone.
The GM may allow the occasional exception due to method and circumstance.

Only one action type should be used—such as attackjng several targets
in one blow, solving two problems at once with overcome, or swaying the
minds of a few key NPCs with create an advantage. A GM might allow two

different action types under special circumstances, but those actions should

make SENscE fDl' thE ‘skl“ USEd b}f thh.
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Weapon and Armor Ratings

Want to tap into a little bit of that combat equipment vibe other games have?
Consider weapon and armor ratings. In short, getting hit by a weapon will
damage you more, and having armor keeps that from happening. ( You could
model this with stunts, but using stunt slots might not feel right to ynu.)

A WEAPON value adds to the shift value of a successtul hit. If you have
Weapon:2, it means that any hit inflicts 2 more shifts than normal. This
counts for ties; you inflict stress on a tie 7zstead of gctting a boost.

An ARMOR value reduces the shifts of a successful hit. So, Armor:2 makes
any hit worth 2 less than usual. If you hit but the target’s Armor reduces the
attack’s shifts to 0 or below, you get a boost to use on your target but don't
do any harm.

Choose your range of ratings carefully. Keep an eye on how likely they make

a consequence (or worse) on a tie. We recommend a range of 0 to 4 at most.
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WHAT VERSION IS THIS?

Since late 2012, there has been only one version of Fate from Evil Hat: Fate

Core System, the fourth edition of the system.

Ah, but what about Fate Accelerated, the attentive Fate fan might ask?
Thing is, that’s Fate Core too—it’s the same system, just with different p1AL
SETTINGS (z'.e., eonﬁguration Dptionsf ﬂavors) for stress tracks, the skill list,
stunts, and NPC design. Any apparent differences in the core functions of the
system are due to accidents of parallel development and can be considered
unintentional—with apologies to the rules lawyers out there! If a conflict
between the designs exists, Fate Core System is the authority.

These two perspectives on Fate Core come tegether here, in Fate Condensed—
very literall}f, in fact. Condensed began as the Accelerated text, minus all of
the Accelerated dial settings, replaeed b}f Core’s. From that starting-point we
applied eight years of eommunityeplay experience to refine and elarif}f. That
effort predueed some minor differences as noted on page 3, but whether
you choose to pla}f with them or without, the system 18 still Fate Core at the
end of the day. We feel Condensed is an im provement for sure, but there are no

edition wars to be had here (and please don’t try to start one). It’s all Fate Core.

What Came Before

Fate started as a hack of the Fudge system circa 2000, a culmination of a few
fevered conversations Fred Hicks and Rob Donoghue had about what they
might do to run another Amber game. The versions that arose between then
and 2005 were free, digital, and released to the Fudge community online to
a surprisingly enthusiastic reception. These spanned from “Fate Zero” up to
Fate 2.0.

Then, Jim Butcher offered Fred and Rob a chance to create an RPG based
on the Dresden Files, triggering the establishment of Evil Hat as a company
and a new take on the Fate system, first seen in Spirit of the Century (2006)
and eventually The Dresden Files RPG (2010). The version of Fate found in
both those (and thanks to open licensing, a number of others) was Fate 3.0.

The effort to extract the system (by Leonard Balsera and Ryan Macklin) to

present it on its own led to many improvements, and that gave us Fate Core.

Licensing

In one form or another, Fate has always been DpEIl-liCEIlSﬂblE. You can find

details about 1ieensing Fate for your projects at bz‘z‘p #f www:ﬁzz‘erpg mm/[ifemmg
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Academics, 7
Actions
attack. See Attack
create an advantage.
See Create an
advantage
defend. See Defend
dice rolling and, 13-15
difficulty and, 14
opposition and, 14
outcomes of, 15
overcome. See
Overcome
stunts and, 15
Adjective ladder, 6

for setting difficulty, 42

Advancement, 39

adjusting for other
skill lists, 46

breakthroughs, 39
milestones, 39

Approaches, 46

Aptitudes, 46

Arcs, 40

Armor ratings, 58

Aspects, 4-5, 22
always true, 22
bogus rule and, 14
boosts. See Boosts
character, 23
compels and, 25
consequences and, 23
creating, removing, 27
discovering existing,

19

fate points and, 24
invoking, 14-15, 22-25
organization, 27
player characters’, 5
scale and, 53
scenario, 27
setting, 27
situation, 23, 30
sniff test and, 22
zone, 27

Athletics, 7

Attack, 18, 20

Attributes, 46

Balsera Style initiative, 3
turn order and, 31
Big bads, 43
expendable minion
armor and, 54
immunities, 54
reveal true form, 55
rule breaking for, 54
scaling up, 55
solo bonus for, 55
threats and, 56
Blocks, 50
examples of, 51
Bogus rule, 14-15, 44

Bonus, solo. See Solo
bonus
Boosts, 17, 18
aspects and, 23
Breakthroughs, 39
Burglary, 7

(

Calibration tool, 14
Challenges, 28, 32
immunity for big
bads, 54
Character creation, 4-12
as play proceeds, 47
Compel
aspects and, 24, 25
as complication, 25
decisions, 26
events, 26
narrative change
with, 26
Conceding, 37
Conditions, 45
Conflicts, 28, 34
ending, 38
harm in, 34-37
mental, 34
physical, 34
recovering from, 38
turn order in, 31
Consequences, 4, 12,
35-36
aspects and, 23
clearing, 38
extreme, 48
mild, 38
moderate, 38
severe, 38
Contacts, 7
Contests, 28, 33
creating an
advantage in, 33
faster, 48
immunity for big
bads, 54
turn order in, 31
Countdowns, 47
Cover, 30
Crafts, 7
Create an advantage,
18, 19-20
in contest, 33

D

Deceive, 7
Deck of Fate, 3
Defend, 3, 18, 21

skills for, 21
Defense,

full. See Full defense
Dial settings, 59
Dice

rolling, 13-15

modifying, 14

Difficulty
GM setting of, 42
rating, 14
Discovering existing
known and unknown
aspects, 19
Distractions, 51
examples of, 51
Dresden Files
Accelerated, 3
Dresden Files RPG,
The, 59

Drive, 7
E
Effort, 13
splitting, 57

Elective action order.
See Balsera Style

Ellipsis trick, 24

Empathy, 7

Exchanges, 31, 33

Expendable minion
armor, 54

Extreme consequences,
48

F
Fail, 15
attack and, 20
create an advantage
and, 19
defend and, 21
overcome and, 18
Failure
costs of, 41
simple, 16
success at major
cost and, 16
take a hit and, 16
Fate
evolution of, 59
licensing of, 59
Fate Accelerated, 12, 59
Fate Adversary Toolkit,
3,42
Fate Core System,

Fourth Edition, 3, 12, 59

compels and, 25
Fate points, 5
aspects and, 24
conceding, 37
pool, 44
refresh and, 10
Fight, 7
Finishing touches, 4, 12
Free invokes, 15
create an advantage
and, 19
situation aspects
and, 30
Full defense, 3, 48



G

Gamemaster (GM)
adjudicating rules, 41
building off player

choices, 41
challenging player
characters, 41
complicating player
character lives, 41
determining failure
costs, 41
fate points pool
and, 44
giving opportunities
for player
character action, 41
playing nonplayer
characters, 41
running scenes, 41
setting difficulty, 41, 42
setting opposition, 42

Gameplaying
sessions and arcs in, 40
turn order in, 31

H
Harm
conflict and, 28
consequences of.
See Consequences
in contests, 33
stress as. See Stress
taken out. See Taken
out
taking, 34
Hazards, 49
examples of, 51
High concept, 5
Hive threats, 56
Hostile invocation, 24, 26
mechanical effect
of, 26

Initiative, 3

Investigate, 8

Invoke, 14-15
amplified, 55
aspects and, 24-25
hostile, See Hostile

invocation

story details and, 24
suppressed, 55

L-M
Lore, 8
Map threats, 56
Milestones, 3, 39
character aspects
and, 23
minor, 39
Minion armor,
expendable, 54
Monsters, 43
Movement
impediments, 30
Multiple targets, 57

Nonplayer character
(NPC), 43
maijor, 43
minor, 43

Notice, 8

0

Obstacles, 49-51
Obstructions, 30
Opposition, 14

GM and, 42-43
Organization aspects, 27
Outcomes, 15
Overcome, 18

P

Partial success, 17

Physique, 8

Popcorn initiative. See
Balsera Style initiative

Provoke, 8

R
Rapport, 8
Recovery process, 38
Refresh, 4, 10
aspects and, 24
Relationships, 5
optional, 46
Resources, 8
Reveal true form, 55
Roles, optional, 46

S

Safety tools, 44
Scale, 52-53, 55
Scenario aspects, 27
Scene setting, 29-30
Script Change RPG
Toolbox, 44
Sessions, 40
Setting, 4
aspects, 27
Shifts, 15
splitting, 57
Shoot, 8
Situation aspects, 30
cover and
obstructions, 30
dangerous features, 30
free invokes and, 30
impediments to
movement, 30
tone, mood or
weather, 30
usable objects. 30
Skills, 4, 6
adjective ladder for,
6,42
alternative, 9, 46
attack and defend, 21
list of, 7-8, 46
rating, 6, 40
Solo bonus, 55
amplified invoke in, 55
skill roll in, 55
stress reduction, 55
suppressed invoke, 55

Fate Condensed ¢ Index « 61

Spirit of the Century, 59

Stealth, 8

Stress, 4, 12,17, 35
reduction of, 55

Stunts, 4. 10-11
bonus-granting, 11
rule-changing, 11
using, 15
writing, 1

Succeed, 15
attack and, 20
create an advantage

and, 19

defend and, 21
fiction first and, 17
at major cost, 16
at minor cost, 17
overcome and, 18
partial, 17

Succeed with style, 15, 17
attack and, 20
create an advantage

and, 19

defend and, 21
overcome and, 18

I

Take a hit, 16
Taken out, 34, 36-37
conceding or, 37
Target the scene, 57
Teamwork, 32
in conflicts, 34
Themes, 46
Threats, 43
hive, 56
map, 56
Tie, 3,15, 17
attack and, 20
create an advantage
and, 19
defend and, 21
overcome and, 18
partial success and, 17
success at minor
cost and, 17
Time shifts, 53
Trigger, 47
Trouble, 5

U-X
Unexpected twist, 33
Values, optional, 46
Weapon ratings, 58
will, 9
X-card, 44

L
Zone(s), 29
aspects and, 27, 30
attack of, 57
situation aspects
and, 27, 30
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Describe what you're trying to do, then choose the skill and action that fits. +§ Legendary
ROLL L ) Epic
_ ; : : +b  Fantastic
Effort = [4dF dice roll, p.13] + [skill, p.6] + [invoked aspects, p.15] + [stunt bonuses, p.15] Sl
' Jp . +4  Great
Shifts = [Your effort] - [opposing effort or target difficulty] *3 Good
4 Fail: Your effort is less than the target difficulty or opposing effort. *j Egrage
£ Tie: Your effort is equal to the target. {0 Mediocre
T Success: Your effort is one or two shifts more than the target. 1 Poor
11 Success with style (SWS): Your effort is three or more shifts more than the target, | 2 Temble
-3 (atastrophic
ALTIUND (P.I¢ -4 Horrifying

@ Attack (p.20): Attack to harm your target.

4 Hail: You fail to connect.

£ Tie: Get aboost (p.23).

T Success: Deal a hit equal to your effort minus
the defense’s effort.

1 SWS: Same as success, but you may reduce the
hit by one to get a boost.

{‘) Defend (p.21): Defend to survive an attack or
interfere with a foe’s action.

4 Fail: Foe succeeds. If it’s an attack, you take a
hit; absorb as described below.

£ Tie: Opposed action’s tie result applies.

T Succeed: You deny the enemy’s action or hit.

11 SWs: As with success; also gain a boost.

When you're hit you must absorb its shifts or be taken out.

Stress: You may check off as many stress boxes as you
have available, absorbing 1shift per box checked.

Consequences: These are aspects that grant one free
invoke to the attacker once marked. They absorb shifts
as indicated: Mild = 2, Moderate = 4, Severe = 6.

Taken Qut: If you don’t absorb the entire hit, you're taken
out: your opponent controls what happens to you that
removes you from the scene (p.36).

Concede: Before a roll you may choose to concede, which
grants you a fate point payout and the ability to control
how your character exits the scene (p.37).

Recovery: Stress clears at end of scene. Times to recover
from consequences vary by severity (p.38).

ADJECTIVE LADDER

@& Overcome (p.18): Clear obstacles.

4 Fail: Failure or success at a major cost (pJ6).

& Tie: Success at a minor cost (p.17), fail but
gain a boost, or partially succeed.

T Success: You meet your goal.

1T SWs: You meet your goal and gain a boost.

@ Create an Advantage (p.19): Leverage aspects.
When creating a new situation aspect:

4 Fail: Either don’t create it, or do it but the
enemy gets the free invoke (success at a cost).
£ Tie: Don’t create it, but get a boost (p.23).
T Success: Create it with one free invoke on it.
1T SWS: Create it with two free invokes on it.
When targeting an existing known or unknown aspect:

d Fail: Enemy gets a free invoke on the aspect. If
unknown, enemy may instead keep it unknown.

&£ Tie: Gain a free invoke if the aspect is known.
Gain a boost instead if the aspect is unknown.

T Success: Gain a free invoke on the aspect.

1T SWS: Gain two free invokes on the aspect.

Aspects are true (p.22). They can grant or withdraw
permission for what can happen in the story.

Invoke (p.24) an aspect to get a +2 ona roll, a reroll,
or to increase foe’s difficulty by 2. Invoking costs a fate
point or uses a free invoke (p.19).

Compel (p.25) an aspect to add complications to a
character’s circumstances. Player either receives a fate
point, or spends a fate point to deny the complications.
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At the start, GM & players decide who goes first.

After acting, active player picks who goes next.

GM’s characters are in the turn order just like the PCs.

After everyone goes, last player picks who starts next.

LEAMWOURR UP1IOND (F

Combine skills: Character with highest skill rolls.
Each other participant with at least an Average (+1)
in that skill may give up their action to add a +1 to
that roll. Maximum allowed bonus equals the rating
of the highest skill. Supporters face same costs and
consequences as the person making the roll.

On your turn: You can create an advantage and let your
allies use the free invokes on their subsequent turns.
Outside your turn: You may invoke an aspect to add a

bonus to someone else’s roll.

Major costs: The situation gets significantly worse or
more complicated. Major costs include introducing new
problems, bringing in new foes, putting the players on
an imminent deadline, inflicting a mild or moderate
consequence, and giving the enemy a new situation
aspect with a free invoke or two, among other notions.

Minor costs: Story details about difficulty or complication
but aren’t hindrances themselves, a few points of stress,
or a boost (p.23) to the enemy.

RECUVERY PRU P 5¢

Roll to begin recovery: Academics (medicine) for physical,
Empathy for mental. Difficulty is Fair (+2) for mild, Great
(+4) for moderate, Fantastic (+6) for severe. Add two if
treating yourself rather than someone else. On success,
rewrite consequence to indicate healing.

After treatment: Mild take one full scene to clear.
Moderate take a full session to clear. Severe only clear
when you reach a breakthrough (p.39).

Low = below relevant PC skill: Medium = close to PC skill;
High =much higher than relevant PC skill.

Mediocre if not tough (or don’t roll), +2 for tough, +2 for
each extra factor against them. Consult aspects to adjust.

You may look at adjective ladder to guide starting point.

]
il. \

GM picks a number of skills representing the set of tasks
needed to beat the challenge. Number of tasks is roughly
equal to the number of players. Each player picks a task
and rolls skill to overcome. GM considers mix of successes
and failures to determine outcome.

INIEN]D (F

Contests take place over a series of exchanges.

Each side takes an overcome action for their goals.

Only one character from each side makes the roll.

Each participant may try to create an advantage in
addition to rolling or combining skills (p.32).

If creating an advantage fails, that side either forfeits
its roll, or keeps it but gives other side a free invoke.

At the end of each exchange the side with the highest
effort marks a victory: with style, two victories.

If harm is on the table, margin of failure inflicts stress.

On a tie there’s an unexpected twist, GM describes.

First sicle to three victories (as determined by GM) wins.
| \ ‘LY

Use conflicts when violence or coercion is available to
the PCs and each side has a chance to harm the other.

Conflict takes place over a series of exchanges (p.31).

Each character acts in turn order (p.31), describing
what they’re trying to do, then rolling the skill action
that fits. Defenders roll to oppose when appropriate.

When all from one side have conceded (p.37) or are
taken out (p.36), the conflict ends. Any players who
conceded collect their fate point payout, and GM also
pays players hostile invoke fate points (p.24).

TYPED UF ANE L5 AND ¥

Boost: Temporary, sometimes unnamed aspect. A boost
provides a free invoke and vanishes once used. (an’t be
compelled. Can’t be invoked with a fate point.

Character: Aspect on a character sheet.

Consequence: Character aspect; represents lasting harm.

Situation: Aspect located in the scene. Lasts only long
as the circumstances represented by the aspect persist.

Organization, Scenario, Setting, Zone: Situation aspects
which are located on a group, scene or storyline,
campaign, or map area, respectively.



NAME PRONOUNS

ASF .

I-;IGH CONCEPT STRESS
PHYSICAL[ T[T ][

TROUBLE MENTAL( 1[I 1| 1

CONSEQUENCES
) MILD

FATE

RELATIONSHIP

A MODERATE

OTHER ASPECT

6 SEVERE

OTHER ASPECT

___ STUNTS _______ SKlis

Start with three stunts for free. You may buy additional stunts for Start with one Great (+4), two Good (+3), three
1 Refresh each, so long as your Refresh remains at or above 1. Fair (+2), four Average (+1), rest at Mediocre (=0).

+ Academics
______Athletics
Burglary
Contacts
Crafts
Deceive
Drive
Empathy
~lght
nvestigate
_ore
Notice
Physique
Provoke
Rapport
Resources
~_ Shoot
_______ Stealth

Will

I

I

I

I

I

I

I

I

I

I

+ + + + + 4+ + + 4+ + ++ + + + + + +

Starts at 3.
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