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GameFu #8 Ingredients:

Genre Blender: Fairy Tales + Modern Occult
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mechanically significant

3. Character sheet ft on an index card
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In Old Timeswhen wishing still helped othe Queen of the Fairies and the Seven Kings

of Men were fast friends. Every night the Fairy Quard her court would dine at the @ale ofone of
the kings, and she was always received with gpeahp andcelebration. In turnpncea year the Seven
Kings of Men would gather at the palace of the Fairy Queen, and such was their merriment and fea
that the angels in the firmament cdetears of joy to see the sovereigns of Man and Fairy in such hapq
communionCF ANAS& | yR Y2NIlFf YSy GNI @St SR FTNBSte
Men, so much so that one might accidentally cross over to the Fairy Wudldack while taking a
simple walk in the woodwithout being any the wiserFairiesoften took an interest in the affairs of
mortal men, from the courts of royalty the lowliest peasant househgldnd everyone was pleased
with the state of affairs

As it happenedthis felicitous arrangement could not continémrever. There came a year when the
{ SOSYy YAy3da 2F aSy 3IJFIGKSNBR Ay GKS CFANE vdzS
KSNJ 6Nl O1SR 6A0GK NI3ISoiKEY: (&KS2dz2 RIGBSE SEINDK
AyadzaiAOSoé

To this, the Seven Kings of Men reacted with shock and alarm, and professed innocence of the
vdzSSyQa OKIFINBSad . dzi adzOK gfelizon HeSehis ligeNdropilets ofindon (i
a stone.

She turneda the first kinganda I AY®I soa carried off thErincess of the Golden Palaaed made
KSNJ KAa ONARS gAiGK2dzi KSNJ FlFiKSNRna O2yasSyido
¢2 (KS &S 0yuRanhsleivéns of iny gla® steéal a goose and a ha#p

TothlS KA NR ZYouskieSyoud dwh Reemother, who was of fairy blood and a distant cousin of
mine, for the sake of your young wife.

And so the Fairy Queen accused each of the remaining kings in turn with likewise acts of violence
betrayal. Thekings respondeth kind,SF OK o6f I YAy 3 (GKS 2GKSNJ F2NJ {
long, though, all seveaccusedthe Fairy Queemnd hersubjectsof havingwrought many injustices
against men themselvegidnapped children, murderous witcheammaging giants, and worse.

Long into the night the eight rulers argued, until finally the Fairy Queen threw the Seven Kings of
out of her palace and broke their covenant of friendship forever. Between her realm and theirs,
conjured a great barrielinvisible to the eye, such that no mortal could cross over into the Fairy Worls
Never again would the World of Mamow fairy godmothers, talking wolvest transformed princes
Fairies and mortal men would livepyly, and separaty, ever after

Eventually, the Fairy Worfdded from the minds of mortal meill thatremained of the days when the

62 62NIR& KFIR 0SSy AyGSNIsAySR 6SNB aid2Naka g

the GiantKiller. Hansel and Gretel, the outcast urchins who outwitted a witch.lRitle RedCap victim
of a big bad wolfWhat magic remained in the World of Mams confined to these fairy tales.

However the Fairy Queenvould never forget. While herbarrier prevented mortals from setting foot in
the Fairy Worldit did not wholly prevent fairies from visiting tkééorld of MarX &
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The State of Things

Of the Renegade Fairies
In the courtof the Fairy Queen Malithere are those who servieer well and are rewarded, and there
are those who serve her with no special distinction and escape notice. Then there are thosevého
her poorly and are punished

J

e
J

But for those misguded fairies whorefuse to serve aall, who want somethingnore for themselves,
there is only death And, as any fairy will tell you, nobody does cruel and unusual like the Fairy Quee
baked alive in an oven, trapped in a Hidled barrel dragged behind team of horses, skinned and
strung up like an animal, tossed into the sea with a stomach full of stoleesured by a cauldrefull of
toads and serpents

SR

Ly 2GKSNJ g2NRazx (GKSNBQa y2 dzLlxlbriRevii@esSo ivheiman A E¥al K ¢
they go tostroke their ego® The World of Manof course {4

o®

Of Traveling Between Worlds
CKA&d Ad GKSNB GKS CIFANE vdzSSyQa | NNB23IIFyYyOS KI
between worlds, she builinio it a number of doorways, obvious to fairies but obscure to moytals
case she might be able to use them later to her advantageing of mushrooms in the woods, an
ancient stone circle, a neglected door in an alleyway old well¢ to mortals, their true nature is
disguised, but fairies recognize them for what they are. More to the point, they can pass through thefa®”
to the mortal worldquite easily.

Each such portal leads to a specific place in the World of, Mahonly functims sporadicallyg only
during a full moon, or only once a year, or something similorse, fairies that pass through them are
stripped of their magiclnthe mortal world they are merely humax a terrifying prospect for a fairy

Of Magicin the Mortal World

Unbeknownst to Man, those old, hatmembered stories they caffairy taleg yet contain a trace of
magic through their connection to the Fairy Worlgvery time a fairy tales told, its power grows ever ‘
so sightly. This power flows to the Fairy World and is concentrated in the physical objects from thoY;
stories that still survive ] NBR OF LJZ Iy 23aNBQa 1yATSs | 06221 K
mundane items, and ofignored. But when broght into the World of Manthey are vibrant withmagic
Their owners enjoy significant yet subtle gifts that elevate them far above the average human.
wearer ofa certainred cap can never get lost. The spindle tfedked Briar Ree can turn anyone into a .
at SSLIAY3I o0Sldziég® . dzSo Sl NR®dtnobtd veherRitstiouldlga8 R | S effg
Renegadefairieswho fearthe suffering and struggle that plagues mortals ofmpensate by bringing
with them one of thesedsouverirsé when they cross oveMost rely onthem to attain great wealth and
influence, whilea feware morecircumspectRegardless, all are labeled criminals and traitors by Quee
Mab.




The Order of the Glass Slipper
¢ KI { Qayouwcent:NSrou are part of a highly esteemedyal order tasked with tracking down
these renegades in the World of Maapprehending them and their stolen goods, and bringing them
back to the court of Queen &bto face justiceYou are theOrder of the Glass Slipper
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tales in the 18 and 19" centurie G KS& QNB SEGSYRSR
meaning and symbolism.

2
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And what spurred all that interest in fairy tales? While Jacob and Wilhelm Gi
GSNBYy Qi GKS FANRG G2 Lldzbldrsers &d FHousgHdl
Tales was exceptional &St & RdzS G2 GKS oNRGKS
Instead of simply retelling wellorn stories, they went to the source: th
peasants. A number of further volumes and editions followed through 1857,
today the names of the Brothers Grimm are synonymuiith fairy stories.
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But, as mentioned, they were hardly the first. Equally important was Chz
Perrault, a 1‘7‘-century author and courtier in the court of Louis XIV.HHisoires
ou contes du tems passé. Avec des moralitez a touchstone for fairtales for

more than a century after its publication in 1697. Far less concerned

ethnographic scholarship than the Grimms woudder, be, Perrault instead
GAYy3aISR KAa GFfSa gAGK O2dzaNIite 02yC
invention of Mother @ 2 4 S> 2gAy 3 (2 Y AYISSNNGZIR
O2ftf2ldaalf CNByYyOK GSNY F2NJ a3aNI YR
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The Basics

The Core Mechanic
Whenever you want to do somethinm the
game and failing to do it would carry a

significant or interestingconsequence,@ 2 dzQf fi KI G Qa I c

roll some dice¢ usually at least 3d& and
attempt to hit a threshold number. This roll
determineseither your success dailure (which
$SQf f €ifbrf) &ind he2ddg¥de of success
or failure (youreffect). Thethresholdnumber is
OF ff SR diffcdlty. G a1 Qa

Out of the pool of dice you roll, you can keep
any number to total up and count towards your
effort. Every die that yolR 2 yugdifor your
effort gives you ongoint of effect, regardless
of the results of those dice.

C2NJ SEIFYLX Sz tSiGQa atl e
a difficultyof 9. Your dice come up 1, 3, 4, and
6. You can keepthe 6 and 3o put towardyour
effort, for a total of 9¢ enough to equal the
difficulty and succeedThat means two dice left
over, for two points of effect

What those points of effectnean varies with
GKS aAldzr GA2yd Ly |
damage; inl y
clues ordetails and so on

Gifts
Gits RSTFAYS |
natural talents. These are divided into three
broad categoriesGifts of the Body Gifts of the
Mind, and Gifts of Magic Examples include
Strong Cunningand Conjure

For evenGifté 2 dzNJ OK I NI} OGSNJ KI 42 NK ¢

to the task at hand, addd6 to your dice pool.

C2NJ SEI YLX S5 AT

have twoGifts i K I ¢ | LILJ & {2
G2 R2X @2dxftf FTRR ly2i
total of 5d6.

There are other ways to add dice to your pqol
namely,by spending Fortuneand capitalizing on
Hardshipg; but Giftsare the most common.

Ayééaﬁxardxzyz

OKI NI OG SNna

« hoE Ilprg(:&@ m%qa

Fortuneand Misfortune

The actual numbers on your effe®A OS R ¢

matter, except for 1s and 6&very effect die
S| NJFRortuné 2 dj
Something especially good has happened, and
the results should be narrated accordingly.
EOSNE STFSOUGU RAS GKFGQ
Misfortune. In this casesomething especially X
bad has happened, and again, this is reflected in &)
how the outcome is narrated. ‘

Spend a point ofortune to add 1d6 to your
RAOS LR2fd ¢KSNBQa y?2
Fortune you can spend on a single roll.

Whenever pu have more Misfortune than
Fortune you suffer al1d6 penalty to your dice

pbd. dAsNBnditeR fs fecdllgbdinga B & & B 8 IFERE

aAaF2NldzySoe

Curses
Every character also has @urse¢ a moral
weakressor character flaw. Examples include
Greedy, Vain, and Paranoid.

ou Ind ln HrCur cé)jsT zat ¢
0|n s
detf rﬁaﬁ @%Ir go @ ?i% L?an?ple a Vain
character woli Ry Q (i f2as8 lye

fixing her hair in a mirror, but if she spent an

ftrsllm aj\rtﬂﬂﬁwgyvfalry2

al p0|nt of Misfortune.

The Moral of the Story
Before a story begins, the GM choosemaral
for that story and shares it with the players.
aQa NBS {iSapAyai- t £ &

6KAOK e2dz KIS LINRYAaA

& 2 dzZQNEB 2 m’m NE G ¥ SINJ 6iA20 K& dDF RS NI (kg

g KI lé grg %%%é\l uts
If m'&‘zt a%&d%ad\ya age%ggr?\lév ;j om& (t)f

Fortune acting contrary to the intent of the
moral, especiall if it means shorterm
personal gainearns the character a point of
Misfortune.
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Creating Your Character
Gifts

Next the faires began to give their gifts to the princess. The youngest gave her as a gift that she would be the most beautif
person in the world, the next that she would have the wit of an angel, the third that she would move with enchantindhgrace,
fourth that she would dance to perfection, the fifth that she would sing like a nightingale,
and the sixth that she would play every musinatiument.
T dThe Sleeping BeautyPerrault, 1697)

Acharacted SEOSLIiA2Y Il t { fateyfepresertepbRGiftg. IEvegzikarbcter stattst
with a number ofthese Gifts spreadbetweenthe categoriesof Body, Mind, and Magic&ach of these
categories must have at least offt.

| 26 SAGSNE e2dz 62y Qi KI ¢aSond. W/Oeh i &he Ray Worgbuha/ & Gifis & S
the Mindand of Magic. As a mortal in the World of Mdmowever, you have Gifts of the Bodyd of the
Mind., 2dzQf f KI @S (GKS &alyYS ydzYoSNI 2F . 2Reé& DATF(A
or of mortals, who you are on the insidgyour Mind¢ remans the same.
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,2dz SAGKSNI KIS | DAFOG F2NJ 42YSGKAYy3 2NJ e2dz
that Gift is concerned. For example, a Strafracter is exceptionally muscular, and a V&gbken

necessarily weak ortongaeed (K SQa 2dzali y20KAy3I alLISOALf gKSyYy

Giftsof the Bodyand Mind work as outlined earlieFor every relevant Gift you can apply to a task, add
1d6 to your dice poolt KS RSAONALIiA2Yy 2F @2dzNJ | OGA2y Ydzadi
G!' YR LQYE /lIdfyR/ ALER L¥ouRhRed 16 eXplaili®we 2 dzZQNB dza Ay 3 & 2 dzN
you in the situation at hand.

The Giftof Magig however, follow different rules. Sé&iry Magidor more.

Pick either two Gift®f the Body(and Magic) and one of the Mind, or one of the Body and two of the ‘
Mind.

Gifts of the Body Gifts of the Mind Gifts of Magic

Alert Brave Conjure

Senses, reaction time Courage, discipline Create objects out of thin air
Attractive Clever Enchant

Pleasant appearance Intelligence, problersolving Charm, mesmerize
Hardy Cunning Glamer

Resilience, stamina Trickery, deception Create illusions
Nimble Well-Spoken Summon

Agility, manual dexterity Persuasion, diplomacy Call forth supernatural beings
Strong Wise Transform

Brawn, physical force Intuition, empathy Alterationsize and shape




For example: A
W2y Qa YI1Ay3a KAa OKI NI OGSNH ‘

fairy named Schlauraffen. He E
decides to make Skguraffen

Alert, Clever and Cunimg. !‘
Because he has one Gift of the \y

Body, he also picks one Gift of
Magic: Enchant

FfGSNYIGStes AF @&2dzQQNB
random character creatiompll
1d6. On an odd result, you have
two Gifts of the Body (and
Magic) and one of the Mind; on
an even result, you have the
reverse. Then roll 1d6 for each
Gift. If the result is b, take the
corresponding Gift from the list
above. If the result is 6, gain a
point of Fortune androll again
for the Gift in question. If you
roll the same Gift twice, roll
again.

For example:

Don decides to put his trust in

his dice instead of choosing his

OKI NI OG SINdxsalf. H2A F &
rolls 1d6 and gets a 2 that

means one Gift of thBody and

of Magic, and two Gifts of the

Mind. Rolling for his Body Gift

first, he gets a 6! He marks

down a point of Fortunen his

sheet and rolls agaigl o @ | S@nihe firdt MIR@ hiSifts of the Mind, he gets another 6, so he

YENLE R26Yy Fy20KSNI LI2AYd 2F C2NIdzySs K For higizO i€

second Mindrolhe S G a | p I -SpoRendnddd Bis Gift®Hdgic: Glamer

Ly G4KS SyRX KAa OKIFNIYOGSNIAA AyidStftAaSyd FyR
and able to withstand more punishment than most. As a fairygdreuse magic to get others to do his
bidding. Finallyhe starts off with two points of Forturgea lucky fairy indeed.
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Curses

oLookingglass, Lookinglass, on the wall,
Who in this land is the fairest of al?
T dLittle SnowWhite¢ (Grimm,1812)

J

da

Every fairy has a weaknestsome kind. Below is a list of possible Cufsesl f (1 K2 dzZ3 K & 2 dz
to invent your own, using these as a guideline.

e
J

Greedy Vain Gluttonous (e
Paranoid Selfish Cruel Y

Lustful Envious Wrathful %
Arrogant Laz Curious ;33

Engaging in behawi appropriate to your Curséets you lose a point of Misfortunebut only if that
behavior is actually problematic. In other words, the situation created by the Curse must put t
character in danger, complicate the stony, benefit the oppositionEither the player or the GM can
suggest the Curseelated danger or complication.

For example: :
W2y Qi OKIFNIOGSENI { OKE | dzNF FTFSy Aa &l | AS¢nurdferis HE
a Lazyfairy, so Jon suggests thabe grows drowsy and falls asleep on the job, allowiegquarry a
chance toescape unnoticedThe GM agrees that this is definitely a complication, so Jon loses a point
Misfortune Schlauraffe@ & & gurpfis2 Wdeshe awakes

For example:

t FTNASYS 52yQa Dfdzidz2y2dza FFEANBIS Aa 2y KA&a ¢
AYF2NXYIEGA2Yyd {LISOAFAOLIfEE@Y KSQAd RAAO0O2GSNBR
have to nove quickly. On the way, though, the GM mentions that Pfriem passes a pastry shop, and
decides to take advantage of the opportunity to indulge his Gluttony and lose some Misfortilibely Q

Iy SOfFANEE 52y al Befrk heccanyeiRse th&t Midfgftuny,dhe BM IS him that A
AAYLIX @ o0dz2Ay3d |y KBQfANIKI 2050 G0 20 9 Sy 20023yKLI S G St
valuable time and misses his appointment with his team., Bager to reduce his Misfortunagreesto

do it anyway and by the time Pfriem shows up, wiping crumbs and créme from his face, theirltasget
a big head start

Filling in the Details
If you chose your Giftyyou begin with one point dfortune. If yau determined your gifts randomly, you
begin with Fortune points equal to the number of 6s you rolled. Either way, make a note of that.

Now that you know your Giftand Curs8 G KAy {1 2F I O2y OSLJi F2NJ @&
O2yOSNYySR | 62dzi LISNBR2YlFfAGe KSNB GKIFIyX aleéex
as interesting as howourfairy in particular reacts to an insu#i,threat, or a stranger in need.

What does your character look like, both as a taband as a fairy? They need not be the same. As fqé
Y2NIFfX @2dz2NJ OKFNF OGSNJ Aa || KdzYty o6SAy3as o dz
magic is all in the Fairy Worlpwhatever your fairnd St ¥ Qa I LILIS | Naveya®ySGiftefdhe dz




Bodyoutside the World of ManYou may be an ogre, but yomragical ability is far more important to
you than yoursize and strengthin fact, just aboueverythingabouty2 dz A& YIF 3A Ol 6K
GKSNBQa y2 aSLINIdGAy3dI GKS (o2

2 KFGQa @2dzNJ OKIF NF OGSNRa ylFYSK LG YIFe& qaé6riteouldNB
be could be something really natugesounding, like Willovceaf,2 NJ | y@ i KAy 3 Ay 0S5
about your mortal name right now you can come up with that on the fly, or change it every time
az2yYyS2yS lalad LGQa 2dzad LI NI 2F &2dz2NJ RAA3IdzA &S

The Characte€Card

Take an index car@®n one side, in the upperrighitF YR O2NJY SNE 6NAGS dahwcfge

acolumnf | 0 SGITR: ¢ KAa Aa ¢ KSNS thé Bodgand Mind Underithat® & feaNJ
fAySa R2gYy I THINASI NAE K (w {29FD £l K 2 @ [Baveardddn (inSerath Alond {
0KS o02TODRSYE K&a Aad sviiteSdedn ofeafydeefulfitemsyou happen to acquire.
{2YSH6KSNBE Ff2y3a GKS G2L 6NAGS aChwe! b segory R
better yet, use poker chips of two different colors

Flip the card over. In the upper rigktl Y R 02 NJ S NIEMalke Kifs 8ide judt Gke thenother Side.
The only real difference here is that this side will have your Magic and Mind l@Hige a spacacross
the top for your name andnother spot to tack Fortuneand Misfortune

2 KSYy @2dzQNB Ays (idgBS 2 B3 Ra ZNT lafr yYAARS 2F dKMpitOl
over to the Fairy side.

10




Fortuneand Misfortune

He whom fortune favoreth
Even in sleep good raineth for him
T &Sun, Moon, and TakqBasile 1847)

b2 YIFGGSN 6KSNB ed && RiledbNIB& whiths ¢f Rért@nBUD Foftuhedis a fickle
mistressc2 Y S Rl & &aKSQa &daharerstonz | yR (GKS ySEI

Characters earn Forturand Misfortunein two ways: through die rolls, and iwmgh actions.

BveryeffectRA S G KF G0 Qa F ¢ SINyray R ySS0 SBBA yIiF 2570 (iC 2RISIz K€

Misfortune. Note that whether an effect die earns Fortune or Misfortune, the outcéng (G KS N
affected¢ three 1s on your effect dice still means three points of effect, even ifhaueearned three
points of Misfortune in the process.

Becauseyou can choose how many dice to use for your efort A (1 Q& | é 0 hwid earnifga 3%
Misfortune, although it may come at the cost of failure

Characters can also earn Fortuaed Misfortuneg K Sy G KS& R2 aiter @ ckokdynge (R

with or contrary tothe € NB Q& Y Eh&lMorakiof theS®rfor more on how this works.

[Fadfes GKS Da OFy AYLINBOS |ty bt/ Q& tothatarelic I
G§KS bt/ Q& ehdodfite 8cy¥ne $eéRunhikghe Gaméor more on how this works for the GM. [

When your Misfortuneis greater than your Fortuneyour dice pool suffers &ld6 penalty. That is,
instead of starting witta pool 0f3d6, you start with 2d6.

Before rolling, you can spend a point of Fortueeadd 1d6 to your dice pool. You can spend any
amount of Fortune on a single roll, as long as you have it to spend, but remember the perils
Misfortune. Fortune can alsbe spent to offset damage; sé&amage and Hardshiger more.

0SSy YI3IAOK 2KIFIG AF [/ AYRSNBtftl KI
godmother? What would Little Red Riding Hood have done if that hunts
KFIRyQi 02YS o6& 6KSyYy KS RARK 09I NI
! YiRKSy KS T3S KSNE¢ FyagSNI GKFG ljc

LYRSSRZ Ay G(GKS DNAYYAQ &A02NRSEAZ A
virtue. Even if you have everything else going for you, an unfortur
happenstance or two can reallsuin your day. Look at Little Ré&hap: The
2LISYAy3 fAySa 2F (GKS adz2Ne GStft dz
SOSNE2YS K2 t221SR 4 KSNWé ! yR @&

11
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The Moral of the Story

Boys who are bright and look all right
Are always welcome to most folk,
2 KAES 2yS 6K2Qa 6SF1 2N R2SayQi &aLlst |
Will be the butt of every jak
But for all that the little brat
al @ {(dNYy 2dzi dzaS¥dz I $KSy &2dzQNBE o0 NERJ
T dTufty Ricky (Perrault 1697)

J

Gors

In addition to Fortunefairies have a deep belief in morals. Not morals as we speak of them today, b
rather lessons They commoly share a strong conviction that every experience carries with it a
YSIYyAy3IFdAg tAFS tSaazyx 2N SadloftAraksSa I OSN
always obey these moratsquite the contrary. In fact, without disobedienc&k & f Sa & 2

f SINYSRE FyR a2 (GKS SELSNASYyOS Aa o4 sui
philosophical, these fairies.

Q( Q)¢

€

@)

§< <
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At the start of an adventure, the GM decides on a moral for the story and tells it to the players. (Bett
yet, write it down on an index card and put it in the middle of the table so everyone can see it.) TS
Y2NIf OFy O02YS FTNRY G(G(KS ONRSTF ftAad o0St263 2NJ
imply two kinds of behavior: eorrectway and arincorrectway.

¢F1S GKS Y2NIf 10203SY FNRBY t SNNI dzf 6§ Q4 GSNERA 2
G52y QG 2dzZRIS o6& 2dzigl NR F LIISIENFryOSad 9FSNE2 'g@_‘j
explicitly to treat everyone weih the event that they may be useful to you later. That may not be %
GY2NI ff8 NRIKGE Ay (GKS 02y OBoyaliiieayditT za Syyars si kot
interested in. The implied incorrect behavigrto make snap judgments abopeople, and treat them
poorly without a thoght for the future.

(s}

¢tKSNBEQa y2 ySSR G2 o0S a FILyOA¥FdzA gA0GK (KSa
them to the bare essentials, so as to make them as clear as possible for the plajenseRamples
follow, each accompanied by an example situation and ways of resolving it that mighFeetmeor
Misfortune:

Better to suffer than to do wrong.
ExampleA hotel concierge refuses to let you into a partacroom, but then is called awayleaving his
master key behind. You know you can steal it and open the door yourself if you take it.

Fortune You leave the key where it is and find another solution

Misfortune You stal the key and skulk off.

That which you have promised, you must perform.

ExampleA contact lends you his car on the condition that you return it within the ltoue needs it to
LA O] KAa GAFS dzLJ FG GKS | ANLR Niiaba disereisiBneel whenl JESER
@2dz 4SS KAY 32 Ayd2 | yAIKGOfdzod | yF2Nldzyl (St

promised.

12




Misfortune Youpud &2 dzNJ y SSRa FKSFR 2F GKS O2yidl Ou g N |
it.

Even the ugly and weak agood for somethingo ! @1 @ ® a9 @Sy I oNR1Sy Offkg
Example:While discreetly questioning patrons at a bar about your tilgiss target, an old drunkard
shuffles up to you and, his breath redolent of the inside of a whiskey barrel, offers to share some use
information in exchange for a drink.
Fortune You hear him out, and end up patiently listening to his befomted rambling all night
Ay GKS K2LSa GKFIG KSQff. YSyGAz2y a2YSOiKAy3
Misfortune You tellthe old codgeto shove offand get the bouncer to throw him out

One good turn deserves another
Example:Unfortunately, your invetigation in the World of Marhas attracted some undue attention.
However, a sympathetic shopkeeper offers to hide you in his stockroom so you can lose the goongaé
your tail.
Fortune Later,en routeback to the Fairy \Wld with your prisoner yougo out of your way to
stop by his shop and drop off a duffel bag full of cash. !
Misfortune 2 KAt S Ay GKS ai20{1{NB2YZ &2dz 02YS IO
comes backto tellydaz A (i @®&oma buFbSth you and his car are gone.

la | NHzAE S 2F GKdzZyoz AT A lor cRBStoybaii2 YISdk2 ¢6& 2 di (I JY
Fortuned / 2y @S NA St denefithct, edpécialliR i She WHord term, jirobably A & y Q (i Yy
Misfortune

PlayerDriven Fortune
¢KS Da R2SayQi KI@S (G2 08 (KPREBEKHGGRARQES b FRE
Fy FOOA2Yy GKIFGdQa A gtonfahdM@nt & poidt kf Fortin®, te¥ theNaME If sReTagree &Ry
and hands it over, that seemingly innocuous action has sown the seeds of future problems. ‘

For example:
A friendly street urchin has taken a liking to you for whatever reason and wants to tagjtalbelp out.
l'd FANRG @2dz NBFdzaSs odzi KSQa a2 AyaradSyd
GKS Y2NIXt 2F GKS ai2NEB Aa a9@Sy GKS 6StH{1 |yR
a point of FortuneF 2 NJ | OOSLJiAYy3 GKS ({ARQa 2FFSNW® ¢KS Dj
SELISOGAY3T (G2 KIFE@S KAY O2YLX AOIGS (KS aidz2zNe=
make sure that he does.

When Morals and CurseSdlide ¥
Sometimes, indulginga CurseS I ya RAa20SeAy3 (GKS adG2NRQa Y2 NJ
you have any Misfortunethe Curse takes precedence. If not, then disobeying the moral earns yoga®
Misfortune, & usual.
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What lessons do they teach? Grow up fast. The only petr
you can rely upon is yourself. Luck and guile are m
important than virtue. Do whatever you can, no matter hc
amoral, to escape poverty. Or, as a professor of mine u
G2 Belkettbag2ft FTHE

Composer and lyricist Stephen Sondheim certainly got
message. In his faitale musicalnto The Woodsthe Baker
and his wife trick Jack to part with his beloved cow fol
KFIyR¥dzA 2F o0Slya GKIG GKS

The cow iswlk 01 Qa o6Said FTNASYRZ
ONBF{1 I OdzZNES G(GKIFGQa 06SSy
FaNBSaz FyR GKS . 1SN Aa
2 AFS fFGSNI alea 42 KSN Kdz

done no wrong:

GLF liKkightiByBdza G AFASa Gt
So why do we connect fairy tales to morals so strong
¢CKIFIGQa R2gy ( PistdiréNiNdontzs dustem
passé. Avec des moralitetroduced the association to the
public at large. Perrault himself wrote the mads, short
poems of a halflozen or so lines to put the tales in th
O2yGSEG 2F [2dA&a - L+xQa NB
OFasS @2dz NByQil dzLd 2y & 2dz
GAYSad 2A0K Y2NIfaodé

14




D_}Of\,

Taking Action
2 KSy (KS OKAfRNBYy &b g (KSe gSNB lf2ySy (KSe &Gl NISR G2
they were going to find their way home, for, as they walked along, he had dropped the little white gebblasin his pockets
FYR YFENJ SR GKS LI GKd {2 KS alFAR (G2 GKSYI a52yQi 68
odzli L gAff GF1S &2dz ol O] K2YS®d Wdzaid F2
Tl 2L hQ aé ¢KdzYoé 6t SNNJ dzf G wmc dhT 0

J

3
C
® &

>
I

e
J

When the narrative between the playeed the GM comes to a stalematethat is, when a player
ghyita a2YSOKAYy3 G2 KIFLWSY I yR dstabrolibgsormelies Thesé
situations should always involve risk, or the potential to complicate the story in an integestig.For
example, imbing a wallkould be an automatisuccess situation, if the GM just wants the character to
get over the wall and on with the story, or the GM could decide the risk of falling and injury makes
worth a roll.See

ety
No

Asoutlined earlillZ &2 dzNJ RAOS Ll22f adGkNIa +td + olasS 27 BPeflc o
task, and for every point of Fortun@u spend, add another 1d6 to your pool. The size of your pool caf®®

also be increased with the use of tools ar,a conflict with someone else, by capitalizing on your
2LILRYSYydiQa | FNRAKALAXZ odzi ¢SQft 3ISG G2 dGKFG f SN

correspondingo the difficulty of the task or the Ability of your opponerds shown on the tabldJnless
yougenerate at least one pointofeffedt KS GG SYLWi R2SayQid | Olidz f ¢t @&

C2NJ SEIFYLX ST AT &2dzOQNB [ GGSYLIWGAY3I | ¢NROle il
effort of 9 (6 and 3) and two points of effedithe two leftover dice). If the task were Hard, however,
SPSYy G(K2dzaAK @2dz O2dzA R YdzZAaGSNI Iy STF2NI 2F wmp
G2 3ASYSNIGS lye SFFSOlz a2 @2dzQR FlLAf ®

SettingDifficulties
2 KSYy Ay R2dz0o 0 Zis Trickyl () aStafsticalliy som@oheOndttt oine@applicable Gift can prettf®
reliably achieve one point of effeetgainstTricky, while someone withut a relevant Gift will have to

by one step (Tricky to Challenglng, Challenglng to Hard, and so on). For example quickly saarchga®

K2dzaS Aa | ¢NAOl& Gl alsz odzdiThieshbidiORAY 3 Bpp&nénfizd S
complication) in the dark (two complications) is Hard. Number | Difficulty Ability

This includes ranged attacks against distant targets. For © Easy Weak
example,if &2dzQNBE GNBAYy3 (2 &aKl22g arf@z §Avet$a§@ Qa
farther away thane 2 dzQR Af A1 SZ , uKS D? OLY }tl)(aﬁ)e |n
l'oAf AdEe 0e 2yS 2NJ 0Ug2 auskEo—¢KAL—AFYQu }

QX

tactical warfare, soR2 Yy Qi FSSt 6 get Hored 2 d2° K |f B Expert
detailed than that. 18 Vexing Master
WSYSYOSNY LT &2dzQNB vy 2 (shoulddzNB 21 g K|Hngredible (iRaggqom &
be, start with Tricky and work your way up. 24 Herculean | Deific
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Players Make All Rolls
Instead of Giftsthe nonplayer characters have AbilitiesBody Ability Mind Ability and, in the Fairy
World, Magic Ability

J

When taking action against an NPC, the player rolls as usual, totaling hisagifocounting points of
effectto determine how well he did. The threshold number for physical atiackkA & § KS 2 LJLJ
Ability; for mental or social contests, such as a game of chess or a negotiation, the threshold is
2L YySYy (i Qa.FaNIYIRy 8@ oWAVR @2 F YI IAOLE O2yaSaid 2NJ

Dcf\
‘u‘

When an NPC acts against a PC, filsyer rollsto defend, including all applicable Gifésxd other
bonusess L ¥ GKS dG2Gkf Slddfa 2N SEOSSRa G(KS 2dsiz gy
GKIFy GKS Fddl O S NIadditidnaidicé, meél a atimé, Krflil hisJbtal heRbr Naats it. JENN

Each additional die rolled in this way is a point of effattieved by the attacker.

For example: )
PfrierQa a2 odzaeé LXlFe&Ay3d olaSolftf gA0GK GKI-GiItrﬂadzy |
3dz2Qa FAAG A& YySFENIe& Ay (GKS FLFLANRQA Tl OSd ¢ Kf

histotal2 Mc® ¢KI Q& Sy2daAK G2 o6SIFG GKS L'béfcdmﬂe(PérienﬂZ
KFR G2 NRtft 2yS FRRAGA2YLFE RAS® Ly GKAa Ol a$s:sjy

What Effect Means
GOFTFSOGE A& | LINBGGe 3Sy SiNdsd effartSideNvll vady digpendirig $n
circumstance. Regardless, every point of effect should represent a favorable event or result for t
character or increase the speed with which the task is accomplisliedavesdropping, every point
O2dz R 0SS | $2NR 2N aSyiSy0S 20SNKSIFNRT AT SE
whereabouts, every point could be a clue.
For example:
Schlauraffen is trying to pick a lock, and gets two points of efféatmally, thisvould take about 10
minutes, but the GM decides that because she did so well, she gets it done in a quarter of the time.

In combat, effectrepresents eithedamageor hindrances Damage what it sounds likan attempt to
cause harm to your opponenHindrancesare much broader, and cover everything frdripping your
opponent to pinning him to the ground tdknocking the gun out of his hand. If the hindrance would
f2a3A0Ftte AydSNFSNEBIEs AWK RS AT RO RGBS/ QEK S ol
Ability by one step until the hindrance is rectified.

For example:
Pfriemswings abaseball batat a gunman and connects, scoritigee points of effect With one point, .
t ¥ NRA S Y Qhiposesfto-kdo8iIgud out ohis hand. With the second he knocks him to the ground,

Ability will be reduced one step, frofverageto Weak Of courseK S 62y Qi o6S | ot S
until he manages to retrieve it.
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Offsetting Effect
When an opponent obtains one or more points of effagainst youin combat you can spend Fortune
tooffsci AGY 2yS LRAYyld 2F C2NldzyS FT2N 2yS LRAY
to soften or avoid the blowWhenever you do this,ascribe howyour goodluckintervened

Damage andHardships
Points of &fect obtained in combatthat arey’ Qi 2 T F & S lor spedt orCrnbidindegétome
damage When a character takes damage, he also accumuldéedships

A Hardship is a single word or brief phrase that describes the efféhe damage sustained. Examples
include Bruised, Bleeding, Off Balance, Frightened, Shaking in My Boots, Distracted, Blimgingith
Rageand Sprained Ankle. 1 Qa dzLJ G2 GKS LI @SN FyR Da (2. 02

When you recorch Hardshipalso recordi KS | Y2dzy 4 2F RFYF3IS GKIFG LI
punched in the face for two points of damage, you might write down a Hardsliipof I 01 9@& S

A character can withstandp to five points of damagel YR A0 Af R & a & 58 (i B &Fyrl &
example, if you have a-damage Hardship and aRl YI 3S | I NRaKALIX GKI GdQa
damage, so you could still withstand either two moraldmage Hardships or one moredamage
Hardship.

If youtake morethansixpA yia 2F Roudd TKS SEdz®ONBS YSI yAy3I 2F
the circumstances of the conflict and the attack, but it could be anything from disgrace e
dzy O2yaOA2dzaySaa G2 RSIFGK® ¢KS Da &K?2dzZ Roy

aAldzr GA2y 2dzad0 R2SayQid Fft2¢ F2NI Fye 20KSNJ 2
death. Fallingout of an airplaneonto jagged rocks, however, is a leggotiable situation.

Capitalizing on Hardships
Adda number of dicao your poolequal to the rating of the highesating Hardship your opponent has.

2 KSy OFLAGFEEATAY3 2y F | I NRAKALI ikha gl &z RS
For example: :
Pfieml Yy R G KS 3JdzyYly KI@S 2yS | I QRadk KIS SdaFK® yiQEN

P 2KSY tFNASY GdFrO1a GKS 3JdzyYlys KAa LI I eS§
F20dzaAy3a FyR OFyQd 3Sh 2dzi 2F GKS gtre& Ay GAY

NPCs operate in the same manner, eptcinstead of adding digeboosttheir Ability bya number of
stepsequal to the rating of the higheshated Hardshigheir target has.

For example:
2 KSy GKS 3FdzyYry FGdrOla tTINRSYS (GKS Da al &as|y
linngupKA & aK20x¢ FyR (GKS 3dzyYlyQa .2Re& ! oAtAGR
Faar Ol GKIHafship df Staggefel®)S Y Q &

RemovingHardships
Hardships require a roll of the diagainst a difficultyof Trickyto remowe. Subtract points of effect
FOKAS@SR FNBY (GKS | FNRAKALIQaA RFEYF3IS NrdAy3Io
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HardshipgcA G Q& NI Y 2 GifssBRnd Boytundcandbed uged with these rolls, asual. For example, if
trying to remove a Hardship like Sprained Ankle, you could include dice from éta®thpng if trying to
remove a mental Hardship, such as Freaking Out, Bragi@Nisewould goply.

The type of care needed to accomplish this depends on the HardBhysical wunds need medical ,
attention of some kind to heal, whereasmething like fear or sefoubtA @ dza dzl €t £t € | Y |[|g
AG 2FF¢ 2N aylFLIWAyYy3 2dzi 2F Ado

At the end of astory, remove the one with the lowest rating, no roll required. Make a roll against ea
other Hardship. If you fail toemove all of them, you gain a second Curhisshould be something
consistent with one of your remainingardshig. Describe how the Hardship has resulted in this new
Curse.n addition, br every Curse beyond the firgtpur character beginshe nextstory with one point

of Misfortune

(@]

For example: :
Ricky finishes a story with a Hardship of Suckingt@kieand. His player, Ron, decides that the intense ¥}

LI Ay 2F GKS SELISNASYOS KIFa YIRS wAaoOleée styid (2eMy T
other CurseGreedy. In addition, because he now has two CHrse&starQthetnext story with one point
of Misfortune

Hardshipsand the Barrier Between Worlds

When crossing over from the World of Mda the Fairy World characters lose all of their physical
Hardships such as wounds. This is automatic and requires no rolling. Mental Hardships, hawever
instance, fear and setfoubt ¢ stay with the character no matter what. Changing from fairy to mortal
R2Say Qi OKIFIy3aS ¢gK2 &2dz  NB AYyaARSo

Extended Tasks
Tasks too complex to be represented by a single roll of the dice are ealledded tasks In these
cases, the task requires a certain number of effemints to complete As a rule of thumb, this should be
somewhere betwer three and five. When in doubt, make it three. Examples include picking a loc
picking up rumors at a bar, and searching a house.

Every roll of the dice in an extended task takes a certain amount of¢inseially 10 minutes, one hour,
or one day. Piclone of those three that makes sense for the task and go with it. For example, thi
default time to pick a lock would be 10 minutes, while searching a house would be an hour and picki
up rumors would take at least a day.

For example:

out at his favorite watering hole and see what she can pick ui.S Q & Cunriin§ andi Cleverso as

longl & KSNJ LJX @8SNJ Oty @g2N)] GK2asS Ayaz2 GKS RSao Ji A
decides that the difficultyor this will be Hard (15 starting from a base of Tricky (9), the crowd at the o

0l NJ R2SayQirs [@reiya and @harhel hdg&id the bartender to keep quiet about hii
whereabouts (Hard). Completing this extended task will require three points of. éfffextfirst night,
Schlauraffert, or Laura, as she calls herself in the mortalwgrS 1 &4 (62 LIR2Aylia 2 T
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42YS LINPINBAa&T odai &GAtf KFayQd F2dzyR 2dzi 6K
two points of effect, which is enough to complete the task successTilis 6 | NI Sy RS NI 2
payroll, buti KS g1 AGNBX&aa adaNB AayQiXxo

Working Together
If two or more characters work together to tackle a task that additional manpower would make easid
simply have each character roll individually and add their points of eftaygther to determine the
result of their shared labor. If the helper is an NPC, reduce the difficiithie task by one step instead.

e
J

Boosting NPC Abilities
At any time, the GM cahoostone ofan NP Q& ! 6 Af AGA Sa T 2SBUasdgaPoinNd f f
Fortunefori KS bt/ Qa GFNBSGO 2N 2LIRySyd SIFEOK GAYS
receives that stockpile of Fortune.

€S

For example:

Schlauraffen is chasing aftea fairy
suspect in the World of ManHer
player, Jon, rolls 3d6 to chase after her,
plus another 2d6 due to being Alert
and Cunningand gets 1, 2, 3, 4, and 5.
b2NXYI ffeéezx 0dKS LJdzNA dzS
Ability is Trained (12), which could

mean as much as two points of effect

for Schlauraffen, but the GM wants to

raise the stakes a bit. He sets a point of
Fortuneaside for Jon and bumps up the
TFEANEBQA . 2R& | OAf Ao
OmMpO® C¢KIGQa S|j dz
effort, but since she now has no points
of effect, he narroly escapes, slipping
through a door he locks behind him.
Schlauraffen desperately tries to break
the door down (a Hard task), but fails.
The®SySQa STFSOUuA@QSte 208
that point of Fortune.

3
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Toolsof the Trade

They ran him through with their swords and left him dead.
T éBluebeard (Perrault, 1697)

Any physical object that helps you accomplish a task is a tool. A coil of ropeadk astas a car or a
pisto,{ 2YS {(22f& FINB o06SUGGSNI GKIYy 2GKSNBRX odzi (KS

&

The vast majority of toold K I i I NB ya€eiworth $db. [Trly éxceptional tools are wot6. Of
course, the tool has to be uséfto the task at hand. A rope can help you climb a wall or tie up
LINR&2YSNE odzi Al 62yQli KSfL) 82dz K2Ui6ANB |1dOI
Exceptional tools are just that: extraordinarily good p&ekequipment.

Weapms are a specialized kind of tool, aadce defined by their Qualitiethe same way characters are
defined by their GiftsEvery Quality aveaponhasii KI 1 Qa I LILINE LINGds ddBto the
g A St RS NI dhe Ré vi@&porn QRidities aréire, Gun Heavy, Long andSharp
™ Fire:The weapon is on fire, or uses fire offensively. Examples include a lit torch, a flamethrow 'o
and a Molotov cocktail.
™ Gun:The weapon is a firearm. All firearms, in other words, start with Quality.
™ Heavy: The weapon relies on its sheleulk2 NJ 6SAIKG G 2 OI dza S KI N¥Y

(fired or as a clubp crossbowand brass knudes.
™ long:¢ KS 4SIHLRyYyQa fSyadK YIFI{Sa AG Y2NB STFTSE
have this Quality. Examples include a quarterstaff, a spear, a longbow, and a rope.
™ Sharp: The weapon has an edge or point that makes it more dangerous. Fiehawve this
Quiality, thanks to their ammunition. Examples include a knife, a sword, an axe, an arrow, anga®
bullet.

A weapon can have a maximum of three Qualigdsit that would be a prettyeadlyweapon.

For example:

b2NXIff&z t FNR Stag, folling Onfy 306 detleiss hg eaNinahdgdtl be Clabeut it.

With his trusty baseball bat in hand, however, he gets to &gl to his poqglbut onlywhen its Heavy
Quality comes into play say, when
hitting someone with itlf an NPGwith
AverageBody Abilitywere to pick up that

al'YS ol G2 KSQRIraihad (I a8 %)
Ability, not Averagelf Pfriem managed
G2 3ISG KA&A KIFyYyRaA
0K2dzaKzZ KSQR 3Si - R

attacks: 1d6 for being Heavy, and 1d6 for
being Sharp.

Fairy-tale treasuresare tools too, in a
way, but work differently. SeBairy-Tale
Treasuredor more.
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