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Game-Fu #8 Ingredients: 

1. Genre Blender: Fairy Tales + Modern Occult 
2. Roll-and-ƪŜŜǇ ŘƛŎŜ Ǉƻƻƭ ƳŜŎƘŀƴƛŎ ǿƘŜǊŜ ǘƘŜ άǳƴƪŜǇǘέ ŘƛŎŜ ŀǊŜ 

mechanically significant 
3. Character sheet fits on an index card 
4. YŀǊƳŀ ǎȅǎǘŜƳ ƛƴ ǿƘƛŎƘ ŀ ŎƘŀǊŀŎǘŜǊΩǎ ŀŎǘƛƻƴǎ Ŏŀƴ ǊŜǿŀǊŘ ƻǊ 

punish them later 
5. No-XP character advancement 
6. Driving Force: Recover stolen fairy-tale treasures 
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In Old Times, when wishing still helped one, the Queen of the Fairies and the Seven Kings 

of Men were fast friends. Every night the Fairy Queen and her court would dine at the palace of one of 

the kings, and she was always received with great pomp and celebration. In turn, once a year the Seven 

Kings of Men would gather at the palace of the Fairy Queen, and such was their merriment and feasting 

that the angels in the firmament cried tears of joy to see the sovereigns of Man and Fairy in such happy 

communion. CŀƛǊƛŜǎ ŀƴŘ ƳƻǊǘŀƭ ƳŜƴ ǘǊŀǾŜƭŜŘ ŦǊŜŜƭȅ ōŜǘǿŜŜƴ ǘƘŜ CŀƛǊȅ vǳŜŜƴΩǎ ƭŀƴŘǎ ŀƴŘ ǘƘŜ ²ƻǊƭŘ ƻŦ 

Men, so much so that one might accidentally cross over to the Fairy World and back while taking a 

simple walk in the woods without being any the wiser. Fairies often took an interest in the affairs of 

mortal men, from the courts of royalty to the lowliest peasant household, and everyone was pleased 

with the state of affairs.  

As it happened, this felicitous arrangement could not continue forever. There came a year when the 

{ŜǾŜƴ YƛƴƎǎ ƻŦ aŜƴ ƎŀǘƘŜǊŜŘ ƛƴ ǘƘŜ CŀƛǊȅ vǳŜŜƴΩǎ ƳŀƎƴƛŦƛŎŜƴǘ ǇŀƭŀŎŜΣ ŀǎ ǿŀǎ ǘƘŜƛǊ ŎǳǎǘƻƳΣ ƻƴƭȅ ǘƻ ŦƛƴŘ 

ƘŜǊ ǿǊŀŎƪŜŘ ǿƛǘƘ ǊŀƎŜΦ άLƴ ǘƘŜ Ǉŀǎǘ ȅŜŀǊΣέ ǎƘŜ ǘƻƭŘ ǘƘŜƳΣ άȅƻǳ ƘŀǾŜ ŜŀŎƘ ŘƻƴŜ Ƴȅ ŎƻǳǊǘ ŀ ƎǊŀǾŜ 

ƛƴƧǳǎǘƛŎŜΦέ 

To this, the Seven Kings of Men reacted with shock and alarm, and professed innocence of the Fairy 

vǳŜŜƴΩǎ ŎƘŀǊƎŜǎΦ .ǳǘ ǎǳŎƘ ǿŀǎ ƘŜǊ ǿǊŀǘƘ ǘƘŀǘ ǘƘŜƛǊ ǇǊƻǘŜǎǘŀǘƛƻƴǎ fell on her ears like droplets of rain on 

a stone. 

She turned to the first king and ǎŀƛŘΣ άYour son carried off the Princess of the Golden Palace and made 

ƘŜǊ Ƙƛǎ ōǊƛŘŜ ǿƛǘƘƻǳǘ ƘŜǊ ŦŀǘƘŜǊΩǎ ŎƻƴǎŜƴǘΦέ 

¢ƻ ǘƘŜ ǎŜŎƻƴŘΣ ǎƘŜ ǎŀƛŘΣ άYour son slew one of my giants to steal a goose and a harp.έ 

To thŜ ǘƘƛǊŘΣ ǎƘŜ ǎŀƛŘΣ άYou killed your own step-mother, who was of fairy blood and a distant cousin of 

mine, for the sake of your young wife.έ 

And so the Fairy Queen accused each of the remaining kings in turn with likewise acts of violence and 

betrayal. The kings responded in kind, ŜŀŎƘ ōƭŀƳƛƴƎ ǘƘŜ ƻǘƘŜǊ ŦƻǊ ǘƘŜ CŀƛǊȅ vǳŜŜƴΩǎ ŘƛǎǇƻǎƛǘƛƻƴΦ .ŜŦƻǊŜ 

long, though, all seven accused the Fairy Queen and her subjects of having wrought many injustices 

against men themselves: kidnapped children, murderous witches, rampaging giants, and worse.  

Long into the night the eight rulers argued, until finally the Fairy Queen threw the Seven Kings of Men 

out of her palace and broke their covenant of friendship forever. Between her realm and theirs, she 

conjured a great barrier, invisible to the eye, such that no mortal could cross over into the Fairy World. 

Never again would the World of Man know fairy godmothers, talking wolves, or transformed princes. 

Fairies and mortal men would live happily, and separately, ever after. 

Eventually, the Fairy World faded from the minds of mortal men. All that remained of the days when the 

ǘǿƻ ǿƻǊƭŘǎ ƘŀŘ ōŜŜƴ ƛƴǘŜǊǘǿƛƴŜŘ ǿŜǊŜ ǎǘƻǊƛŜǎΣ ƳƛǎǊŜƳŜƳōŜǊŜŘ ŀƴŘ ŘƛǎǘƻǊǘŜŘ ƛƴ ǘƘŜ ƳƻǊǘŀƭǎΩ ŦŀǾƻǊΦ Wack 

the Giant-Killer. Hansel and Gretel, the outcast urchins who outwitted a witch. Poor Little Red-Cap, victim 

of a big bad wolf. What magic remained in the World of Man was confined to these fairy tales. 

However, the Fairy Queen would never forget. While her barrier prevented mortals from setting foot in 

the Fairy World, it did not wholly prevent fairies from visiting the World of ManΧΦ 
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The State of Things
Of the Renegade Fairies 

In the court of the Fairy Queen Mab, there are those who serve her well and are rewarded, and there 

are those who serve her with no special distinction and escape notice. Then there are those who serve 

her poorly and are punished. 

But for those misguided fairies who refuse to serve at all, who want something more for themselves, 

there is only death. And, as any fairy will tell you, nobody does cruel and unusual like the Fairy Queen: 

baked alive in an oven, trapped in a nail-filled barrel dragged behind a team of horses, skinned and 

strung up like an animal, tossed into the sea with a stomach full of stones, devoured by a cauldron-full of 

toads and serpents.  

Lƴ ƻǘƘŜǊ ǿƻǊŘǎΣ ǘƘŜǊŜΩǎ ƴƻ ǳǇǿŀǊŘ Ƴƻōƛƭƛǘȅ ƛƴ ǘƘŜ ŎƻǳǊǘ ƻŦ vǳŜŜƴ aŀō ς only servitude. So where can 

they go to stroke their egos? The World of Man, of course. 

Of Traveling Between Worlds 
¢Ƙƛǎ ƛǎ ǿƘŜǊŜ ǘƘŜ CŀƛǊȅ vǳŜŜƴΩǎ ŀǊǊƻƎŀƴŎŜ Ƙŀǎ ŎƻƳŜ ōŀŎƪ ǘƻ Ƙŀǳƴǘ ƘŜǊΦ ²ƘŜƴ ǎƘŜ ŜǊŜŎǘŜŘ ǘƘŜ ōŀǊǊƛŜǊ 

between worlds, she built into it a number of doorways, obvious to fairies but obscure to mortals, in 

case she might be able to use them later to her advantage. A ring of mushrooms in the woods, an 

ancient stone circle, a neglected door in an alleyway, an old well ς to mortals, their true nature is 

disguised, but fairies recognize them for what they are. More to the point, they can pass through them 

to the mortal world quite easily.  

Each such portal leads to a specific place in the World of Man, but only functions sporadically ς only 

during a full moon, or only once a year, or something similar. Worse, fairies that pass through them are 

stripped of their magic. In the mortal world, they are merely humanΧ a terrifying prospect for a fairy. 

Of Magic in the Mortal World 
Unbeknownst to Man, those old, half-remembered stories they call άfairy talesέ yet contain a trace of 

magic through their connection to the Fairy World. Every time a fairy tale is told, its power grows ever 

so slightly. This power flows to the Fairy World and is concentrated in the physical objects from those 

stories that still survive ς ŀ ǊŜŘ ŎŀǇΣ ŀƴ ƻƎǊŜΩǎ ƪƴƛŦŜΣ ŀ ōƻƻƪΣ ŀ ǇŀƛǊ ƻŦ ōƻƻǘǎΦ Lƴ ǘƘŜ CŀƛǊȅ ²ƻǊƭŘΣ ǘƘŜǎŜ ŀǊŜ 

mundane items, and oft-ignored. But when brought into the World of Man, they are vibrant with magic. 

Their owners enjoy significant yet subtle gifts that elevate them far above the average human. The 

wearer of a certain red cap can never get lost. The spindle that felled Briar Rose can turn anyone into a 

ǎƭŜŜǇƛƴƎ ōŜŀǳǘȅΦ .ƭǳŜōŜŀǊŘΩǎ ōƭƻƻŘǎǘŀƛƴŜŘ ƪŜȅ ƻǇŜƴǎ ŀƴȅ ŘƻƻǊ ς but not to where it should lead.  

Renegade fairies who fear the suffering and struggle that plagues mortals often compensate by bringing 

with them one of these άsouvenirsέ when they cross over. Most rely on them to attain great wealth and 

influence, while a few are more circumspect. Regardless, all are labeled criminals and traitors by Queen 

Mab. 
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The Order of the Glass Slipper 
¢ƘŀǘΩǎ ǿƘŜǊŜ you come in. You are part of a highly esteemed royal order tasked with tracking down 

these renegades in the World of Man, apprehending them and their stolen goods, and bringing them 

back to the court of Queen Mab to face justice. You are the Order of the Glass Slipper.  

  
Where Do Fairy Tales Come From? 

The fairy tales that inspired this game have a thousand sources, all of them 

ŘƛǎǇǳǘŜŘΦ ¢ƘŜȅΩǊŜ ǳǎǳŀƭƭȅ ǊŜŦŜǊǊŜŘ ǘƻ ŀǎ Ŧƻƭƪ ŦŀƛǊȅ ǘŀƭŜǎΣ ƻǊ ǇŜŀǎŀƴǘ ŦŀƛǊȅ ǘŀƭŜǎΣ ǘƻ 

differentiate them from literary fairy tales. That is, these were stories told 

among the peasantry of Europe, passed down from one generation to the next. 

Literary fairy tales by the likes of Goethe, Kafka, Tieck, and especially Hoffmann 

are a completely different animal. Inspired by a renewed interest in folk fairy 

tales in the 18th and 19th centuriesΣ ǘƘŜȅΩǊŜ ŜȄǘŜƴŘŜŘ ŀƭƭŜƎƻǊƛŜǎΣ ŘǊƛǇǇƛƴƎ ǿƛǘƘ 

meaning and symbolism. 

And what spurred all that interest in fairy tales? While Jacob and Wilhelm Grimm 

ǿŜǊŜƴΩǘ ǘƘŜ ŦƛǊǎǘ ǘƻ ǇǳōƭƛǎƘ ŦŀƛǊȅ ǘŀƭŜǎΣ ǘƘŜƛǊ мумн ōƻƻƪΣ Nursery and Household 

Tales, was exceptional larƎŜƭȅ ŘǳŜ ǘƻ ǘƘŜ ōǊƻǘƘŜǊǎΩ ƛƴǘŜǊŜǎǘ ƛƴ ŜǘƘƴƻƎǊŀǇƘȅΦ 

Instead of simply retelling well-worn stories, they went to the source: the 

peasants. A number of further volumes and editions followed through 1857, and 

today the names of the Brothers Grimm are synonymous with fairy stories. 

But, as mentioned, they were hardly the first. Equally important was Charles 

Perrault, a 17th-century author and courtier in the court of Louis XIV. His Histoires 

ou contes du tems passé. Avec des moralitez was a touchstone for fairy tales for 

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

ethnographic scholarship than the Grimms would later, be, Perrault instead 

ǘƛƴƎŜŘ Ƙƛǎ ǘŀƭŜǎ ǿƛǘƘ ŎƻǳǊǘƭȅ ŎƻƴŎŜǊƴǎ ŀƴŘ ǿǊȅ ƘǳƳƻǊΦ IŜΩǎ ŀƭǎƻ ŎǊŜŘƛǘŜŘ ǿƛǘƘ ǘƘŜ 

invention of Mother GƻƻǎŜΣ ƻǿƛƴƎ ǘƻ ŀ ƭƛǘŜǊŀƭ ǘǊŀƴǎƭŀǘƛƻƴ ƻŦ άƳŀ ƳŝǊŜ ŘŜ ƭΩƻƛŜΣέ ŀ 

Ŏƻƭƭƻǉǳƛŀƭ CǊŜƴŎƘ  ǘŜǊƳ ŦƻǊ άƎǊŀƴŘƳƻǘƘŜǊΦέ 
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The Basics
The Core Mechanic 

Whenever you want to do something in the 
game, and failing to do it would carry a 
significant or interesting consequence, ȅƻǳΩƭƭ 
roll some dice ς usually at least 3d6 ς and 
attempt to hit a threshold number. This roll 
determines either your success or failure (which 
ǿŜΩƭƭ Ŏŀƭƭ ȅƻǳǊ effort) and the degree of success 
or failure (your effect). The threshold number is 
ŎŀƭƭŜŘ ǘƘŜ ǘŀǎƪΩǎ difficulty.  

Out of the pool of dice you roll, you can keep 
any number to total up and count towards your 
effort . Every die that you ŘƻƴΩǘ use for your 
effort gives you one point of effect, regardless 
of the results of those dice. 

CƻǊ ŜȄŀƳǇƭŜΣ ƭŜǘΩǎ ǎŀȅ ȅƻǳΩǊŜ ǊƻƭƭƛƴƎ пŘс ŀƎŀƛƴǎǘ 
a difficulty of 9. Your dice come up 1, 3, 4, and 
6. You can keep the 6 and 3 to put toward your 
effort, for a total of 9 ς enough to equal the 
difficulty and succeed. That means two dice left 
over, for two points of effect. 

What those points of effect mean varies with 
ǘƘŜ ǎƛǘǳŀǘƛƻƴΦ Lƴ ŀ ŎƻƳōŀǘΣ ǘƘŜȅΩǊŜ ǳǎǳŀƭƭȅ 
damage; in ŀƴ ƛƴǾŜǎǘƛƎŀǘƛƻƴΣ ǘƘŜȅΩǊŜ ǳǎǳŀƭƭȅ 
clues or details, and so on. 

Gifts 
Gifts ŘŜŦƛƴŜ ŀ ŎƘŀǊŀŎǘŜǊΩǎ ōŀǎƛŎ ŎŀǇŀōƛƭƛǘƛŜǎ ƻǊ 
natural talents. These are divided into three 
broad categories: Gifts of the Body, Gifts of the 
Mind, and Gifts of Magic. Examples include 
Strong, Cunning, and Conjure. 

For every Gift ȅƻǳǊ ŎƘŀǊŀŎǘŜǊ Ƙŀǎ ǘƘŀǘΩǎ ǊŜƭŜǾŀƴǘ 
to the task at hand, add 1d6 to your dice pool. 
CƻǊ ŜȄŀƳǇƭŜΣ ƛŦ ȅƻǳΩǊŜ ǎǘŀǊǘƛƴƎ ǿƛǘƘ оŘс ŀƴŘ 
have two Gifts ǘƘŀǘ ŀǇǇƭȅ ǘƻ ǿƘŀǘ ȅƻǳΩǊŜ ǘǊȅƛƴƎ 
ǘƻ ŘƻΣ ȅƻǳΩƭƭ ŀŘŘ ŀƴƻǘƘŜǊ нŘс ǘƻ ȅƻǳǊ Ǉƻƻƭ ŦƻǊ ŀ 
total of 5d6. 

There are other ways to add dice to your pool ς 
namely, by spending Fortune and capitalizing on 
Hardships ς but Gifts are the most common. 

 

Fortune and Misfortune 
The actual numbers on your effect ŘƛŎŜ ŘƻƴΩǘ 
matter, except for 1s and 6s. Every effect die 
ǘƘŀǘΩǎ ŀ с ŜŀǊƴǎ ȅƻǳ ŀ Ǉƻƛƴǘ ƻŦ Fortune. 
Something especially good has happened, and 
the results should be narrated accordingly. 
EǾŜǊȅ ŜŦŦŜŎǘ ŘƛŜ ǘƘŀǘΩǎ ŀ м ŜŀǊƴǎ ȅƻǳ ŀ Ǉƻƛƴǘ ƻŦ 
Misfortune. In this case, something especially 
bad has happened, and again, this is reflected in 
how the outcome is narrated.  

Spend a point of Fortune to add 1d6 to your 
ŘƛŎŜ ǇƻƻƭΦ ¢ƘŜǊŜΩǎ ƴƻ ƭƛƳƛǘ ǘƻ ǘƘŜ ŀƳƻǳƴǘ ƻŦ 
Fortune you can spend on a single roll. 

Whenever you have more Misfortune than 
Fortune, you suffer a -1d6 penalty to your dice 
pool. This condition is called being άōŜǎŜǘ ōȅ 
aƛǎŦƻǊǘǳƴŜΦέ 

Curses 
Every character also has a Curse ς a moral 
weakness or character flaw. Examples include 
Greedy, Vain, and Paranoid.  

Every time you indulge in your Curse, you lose a 
point of Misfortune, but only if doing so is 
detrimental to your goals. For example, a Vain 
character wouƭŘƴΩǘ ƭƻǎŜ ŀƴȅ aƛǎŦƻǊǘǳƴŜ ŦƻǊ 
fixing her hair in a mirror, but if she spent an 
hour preening instead of tailing a runaway fairy, 
ǘƘŀǘΩǎ worth a point of Misfortune. 

The Moral of the Story 
Before a story begins, the GM chooses a moral 
for that story and shares it with the players. 
aƻǊŀƭǎ ŀǊŜ ǘȅǇƛŎŀƭƭȅ ŀƭƻƴƎ ǘƘŜ ƭƛƴŜǎ ƻŦ ά¢Ƙŀǘ 
ǿƘƛŎƘ ȅƻǳ ƘŀǾŜ ǇǊƻƳƛǎŜŘΣ ȅƻǳ Ƴǳǎǘ ǇŜǊŦƻǊƳέ 
ƻǊ ά.ŜǘǘŜǊ ǘƻ ǎǳŦŦŜǊ ǘƘŀƴ Řƻ ǿǊƻƴƎΦέ  

If a character obeys the moral in a way that puts 
him at a disadvantage, he earns a point of 
Fortune; acting contrary to the intent of the 
moral, especially if it means short-term 
personal gain, earns the character a point of 
Misfortune. 
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Creating Your Character 
Gifts 

Next the fairies began to give their gifts to the princess. The youngest gave her as a gift that she would be the most beautiful 
person in the world, the next that she would have the wit of an angel, the third that she would move with enchanting grace, the 

fourth that she would dance to perfection, the fifth that she would sing like a nightingale,  
and the sixth that she would play every musical instrument. 

τάThe Sleeping Beautyέ (Perrault, 1697)

A characterΩǎ ŜȄŎŜǇǘƛƻƴŀƭ ǘŀƭŜƴǘǎ ŀƴŘ ƴŀǘǳǊŀƭ ŀōƛƭƛǘƛŜǎ are represented by Gifts. Every character starts 

with a number of these Gifts spread between the categories of Body, Mind, and Magic. Each of these 

categories must have at least one Gift.  

IƻǿŜǾŜǊΣ ȅƻǳ ǿƻƴΩǘ ƘŀǾŜ ŀŎŎŜǎǎ ǘƻ ŀƭƭ ƻŦ ǘƘŜǎŜ DƛŦǘǎ at once. When in the Fairy World, you have Gifts of 

the Mind and of Magic. As a mortal in the World of Man, however, you have Gifts of the Body and of the 

Mind. ̧ ƻǳΩƭƭ ƘŀǾŜ ǘƘŜ ǎŀƳŜ ƴǳƳōŜǊ ƻŦ .ƻŘȅ DƛŦǘǎ ŀǎ ȅƻǳ Řƻ aŀƎƛŎ DƛŦǘǎΦ ²ƘŜǘƘŜǊ ƛƴ ǘƘŜ ǿƻǊƭŘ ƻŦ ŦŀƛǊƛŜǎ 

or of mortals, who you are on the inside ς your Mind ς remains the same. 

¸ƻǳ ŜƛǘƘŜǊ ƘŀǾŜ ŀ DƛŦǘ ŦƻǊ ǎƻƳŜǘƘƛƴƎ ƻǊ ȅƻǳ ŘƻƴΩǘΣ ƛƴ ǿƘƛŎƘ ŎŀǎŜ ȅƻǳ ƘŀǾŜ ƴƻ ǎǇŜŎƛŀƭ ŀŘǾŀƴǘŀƎŜǎ ǿƘŜǊŜ 

that Gift is concerned. For example, a Strong character is exceptionally muscular, and a Well-Spoken 

character is especially talented when it comes to personal interaction. A fairy without these Gifts ƛǎƴΩǘ 

necessarily weak or tongue-tied ς ƘŜΩǎ Ƨǳǎǘ ƴƻǘƘƛƴƎ ǎǇŜŎƛŀƭ ǿƘŜƴ ƛǘ ŎƻƳŜǎ ǘƻ ǎǳŎƘ ƳŀǘǘŜǊǎΦ 

Gifts of the Body and Mind work as outlined earlier: For every relevant Gift you can apply to a task, add 

1d6 to your dice pool. ¢ƘŜ ŘŜǎŎǊƛǇǘƛƻƴ ƻŦ ȅƻǳǊ ŀŎǘƛƻƴ Ƴǳǎǘ ƛƴŎƭǳŘŜ ŜǾŜǊȅ DƛŦǘ ǳǎŜŘΦ LǘΩǎ ƴƻǘ ŜƴƻǳƎƘ ǘƻ ǎŀȅ 

ά!ƴŘ LΩƳ /ǳƴƴƛƴƎ!έ ŀƴŘ ǇƭƻǇ Řƻǿƴ ŀ Řс. You need to explain how ȅƻǳΩǊŜ ǳǎƛƴƎ ȅƻǳǊ /ǳƴƴƛƴƎ ǘƻ ōŜƴŜŦƛǘ 

you in the situation at hand. 

The Gifts of Magic, however, follow different rules. See Fairy Magic for more. 

Pick either two Gifts of 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, problem-solving 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 Alteration size and shape 
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For example: 

WƻƴΩǎ ƳŀƪƛƴƎ Ƙƛǎ ŎƘŀǊŀŎǘŜǊΣ ŀ 

fairy named Schlauraffen. He 

decides to make Schlauraffen 

Alert, Clever, and Cunning. 

Because he has one Gift of the 

Body, he also picks one Gift of 

Magic: Enchant. 

!ƭǘŜǊƴŀǘŜƭȅΣ ƛŦ ȅƻǳΩǊŜ ŀ Ŧŀƴ ƻŦ 

random character creation, roll 

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 1-5, take the 

corresponding Gift from the list 

above. If the result is 6, gain a 

point of Fortune, and roll 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 

ŎƘŀǊŀŎǘŜǊΩǎ DƛŦǘǎ himself. He 

rolls 1d6 and gets a 2 ς that 

means one Gift of the Body 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 Fortune on his 

sheet and rolls again ς ŀ оΦ IŜΩǎ IŀǊŘȅ. On the first roll for his Gifts of the Mind, he gets another 6, so he 

ƳŀǊƪǎ Řƻǿƴ ŀƴƻǘƘŜǊ Ǉƻƛƴǘ ƻŦ CƻǊǘǳƴŜΣ ǘƘŜ ƭǳŎƪȅ ŘŜǾƛƭΣ ŀƴŘ Ǌƻƭƭǎ ŀƎŀƛƴΣ ƎŜǘǘƛƴƎ ŀ нΦ IŜΩǎ /ƭŜǾŜǊ. For his 

second Mind roll, he gŜǘǎ ŀ рΣ ǎƻ ƘŜΩǎ ²Ŝƭƭ-Spoken, and for his Gift of Magic: Glamer.  

Lƴ ǘƘŜ ŜƴŘΣ Ƙƛǎ ŎƘŀǊŀŎǘŜǊ ƛǎ ƛƴǘŜƭƭƛƎŜƴǘ ŀƴŘ ƪƴƻǿǎ Ƙƻǿ ǘƻ ŎƻƳƳǳƴƛŎŀǘŜ ŜŦŦŜŎǘƛǾŜƭȅΦ !ǎ ŀ ƳƻǊǘŀƭΣ ƘŜΩǎ ǘƻǳƎƘ 

and able to withstand more punishment than most. As a fairy, he can use magic to get others to do his 

bidding. Finally, he starts off with two points of Fortune ς a lucky fairy indeed. 
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Curses 
άLooking-glass, Looking-glass, on the wall, 

Who in this land is the fairest of all?έ 
τάLittle Snow-Whiteέ (Grimm, 1812) 

Every fairy has a weakness of some kind. Below is a list of possible CursesΣ ŀƭǘƘƻǳƎƘ ȅƻǳΩǊŜ ŜƴŎƻǳǊŀƎŜŘ 

to invent your own, using these as a guideline. 

Greedy Vain Gluttonous 

Paranoid Selfish Cruel 

Lustful Envious Wrathful 

Arrogant Lazy Curious 

Engaging in behavior appropriate to your Curse lets you lose a point of Misfortune, but only if that 

behavior is actually problematic. In other words, the situation created by the Curse must put the 

character in danger, complicate the story, or benefit the opposition. Either the player or the GM can 

suggest the Curse-related danger or complication. 

For example: 

WƻƴΩǎ ŎƘŀǊŀŎǘŜǊ {ŎƘƭŀǳǊŀŦŦŜƴ ƛǎ ǎǘŀƪƛƴƎ ƻǳǘ ŀ ǊŜƴŜƎŀŘŜ ŦŀƛǊȅΩǎ ƘƻǳǎŜ ƛƴ ǘƘŜ ²ƻǊƭŘ ƻŦ aŀƴ. Schlauraffen is 

a Lazy fairy, so Jon suggests that she grows drowsy and falls asleep on the job, allowing her quarry a 

chance to escape unnoticed. The GM agrees that this is definitely a complication, so Jon loses a point of 

Misfortune. SchlauraffenΩǎ ƛƴ ŦƻǊ a surprise when she awakes. 

For example: 

tŦǊƛŜƳΣ 5ƻƴΩǎ Dƭǳǘǘƻƴƻǳǎ ŦŀƛǊȅΣ ƛǎ ƻƴ Ƙƛǎ ǿŀȅ ǘƻ ƳŜŜǘ ǳǇ ǿƛǘƘ Ƙƛǎ ǘŜŀƳ ƻŦ LƴǉǳƛǎƛǘƻǊǎ ǘƻ ŜȄŎƘŀƴƎŜ 

ƛƴŦƻǊƳŀǘƛƻƴΦ {ǇŜŎƛŦƛŎŀƭƭȅΣ ƘŜΩǎ ŘƛǎŎƻǾŜǊŜŘ ǘƘŀǘ ǘƘŜƛǊ ǘŀǊƎŜǘ Ǉƭŀƴǎ ǘƻ ƭŜŀǾŜ ǘƻǿƴ ƭŀǘŜǊ ǘƘŀǘ ŘŀȅΣ ǎƻ ǘƘŜȅΩƭƭ 

have to move quickly. On the way, though, the GM mentions that Pfriem passes a pastry shop, and Don 

decides to take advantage of the opportunity to indulge his Gluttony and lose some MisfortuneΦ άLΩll buy 

ŀƴ ŞŎƭŀƛǊΣέ 5ƻƴ ǎŀȅǎΣ άŀƴŘ ōŜ ƻƴ Ƴȅ ǿŀȅΦέ Before he can erase that Misfortune, the GM tells him that 

ǎƛƳǇƭȅ ōǳȅƛƴƎ ŀƴ ŞŎƭŀƛǊ ǿƻƴΩǘ ōŜ ŜƴƻǳƎƘ ς ƘŜΩƭƭ ƘŀǾŜ ǘƻ ƎŜǘ ŎƻƳǇƭŜǘŜƭȅ ǎƛŘŜǘǊŀŎƪŜŘΣ ǎǳŎƘ ǘƘŀǘ ƘŜ ǿŀǎǘŜǎ 

valuable time and misses his appointment with his team. Don, eager to reduce his Misfortune, agrees to 

do it anyway, and by the time Pfriem shows up, wiping crumbs and crème from his face, their target has 

a big head start. 

Filling in the Details 

If you chose your Gifts, you begin with one point of Fortune. If you 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 Gifts and CurseΣ ǘƘƛƴƪ ƻŦ ŀ ŎƻƴŎŜǇǘ ŦƻǊ ȅƻǳǊ ŎƘŀǊŀŎǘŜǊΦ ²ŜΩǊŜ ƳǳŎƘ ƳƻǊe 

ŎƻƴŎŜǊƴŜŘ ŀōƻǳǘ ǇŜǊǎƻƴŀƭƛǘȅ ƘŜǊŜ ǘƘŀƴΣ ǎŀȅΣ ǇǊƻŦŜǎǎƛƻƴΦ ²Ƙŀǘ Řƻ ŦŀƛǊƛŜǎ Řƻ ŀƭƭ ŘŀȅΣ ŀƴȅǿŀȅΚ ¢ƘŀǘΩǎ ƴƻǘ 

as interesting as how your fairy in particular reacts to an insult, a threat, or a stranger in need.  

What does your character look like, both as a mortal and as a fairy? They need not be the same. As a 

ƳƻǊǘŀƭΣ ȅƻǳǊ ŎƘŀǊŀŎǘŜǊ ƛǎ ŀ ƘǳƳŀƴ ōŜƛƴƎΣ ōǳǘ ŀǎ ŀ ŦŀƛǊȅ ǘƘŜ ŦƛŜƭŘΩǎ ǿƛŘŜ ƻǇŜƴΦ Wǳǎǘ ƪŜŜǇ ƛƴ ƳƛƴŘ ǘƘŀǘ 

magic is all in the Fairy World ς whatever your fairy-ǎŜƭŦΩǎ ŀǇǇŜŀǊŀƴŎŜΣ ȅƻǳ ǿƻƴΩǘ have any Gifts of the 
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Body outside the World of Man. You may be an ogre, but your magical ability is far more important to 

you than your size and strength. In fact, just about everything about yƻǳ ƛǎ ƳŀƎƛŎŀƭ ǿƘŜƴ ȅƻǳΩǊŜ ŀ ŦŀƛǊȅΤ 

ǘƘŜǊŜΩǎ ƴƻ ǎŜǇŀǊŀǘƛƴƎ ǘƘŜ ǘǿƻΦ 

²ƘŀǘΩǎ ȅƻǳǊ ŎƘŀǊŀŎǘŜǊΩǎ ƴŀƳŜΚ Lǘ Ƴŀȅ ōŜ ŀ ǊŜƭƛŎ ƻŦ ǘƘŜ hƭŘ ²ƻǊƭŘΣ ŀǎ ōŜŦƛǘǎ ǘƘŜ CŀƛǊȅ ²ƻǊƭŘ, or it could 

be could be something really nature-y sounding, like Willow-Leaf, ƻǊ ŀƴȅǘƘƛƴƎ ƛƴ ōŜǘǿŜŜƴΦ 5ƻƴΩǘ ǿƻǊǊȅ 

about your mortal name right now ς you can come up with that on the fly, or change it every time 

ǎƻƳŜƻƴŜ ŀǎƪǎΦ LǘΩǎ Ƨǳǎǘ ǇŀǊǘ ƻŦ ȅƻǳǊ ŘƛǎƎǳƛǎŜΣ ŀŦǘŜǊ ŀƭƭΦ 

The Character Card 

Take an index card. On one side, in the upper right-ƘŀƴŘ ŎƻǊƴŜǊΣ ǿǊƛǘŜ άahw¢![Φέ hǾŜǊ ǘƻ ǘƘŜ ƭŜŦǘΣ ƳŀƪŜ 

a column ƭŀōŜƭŜŘ άGIFTSΦέ ¢Ƙƛǎ ƛǎ ǿƘŜǊŜ ȅƻǳΩƭƭ ƭƛǎǘ ȅƻǳǊ DƛŦǘǎ of the Body and Mind. Under that, a few 

ƭƛƴŜǎ ŘƻǿƴΣ ǿǊƛǘŜ ά/¦w{9Φέ To ǘƘŜ ǊƛƎƘǘ ƻŦ ǘƘƻǎŜΣ ǿǊƛǘŜ άI!w5{ILt{Σέ and leave room underneath. Along 

ǘƘŜ ōƻǘǘƻƳΣ άTOOLSέ ς ǘƘƛǎ ƛǎ ǿƘŜǊŜ ȅƻǳΩƭƭ write down of any useful items you happen to acquire. 

{ƻƳŜǿƘŜǊŜ ŀƭƻƴƎ ǘƘŜ ǘƻǇΣ ǿǊƛǘŜ άChw¢¦b9έ ŀƴŘ άaL{Chw¢¦b9Σέ ǎƻ ȅƻǳ Ŏŀƴ ƪŜŜǇ ǘǊŀŎƪ ƻŦ ǘƘose ς or, 

better yet, use poker chips of two different colors. 

Flip the card over. In the upper right-ƘŀƴŘ ŎƻǊƴŜǊΣ ǿǊƛǘŜ άC!Lw¸Φέ Make this side just like the other side. 

The only real difference here is that this side will have your Magic and Mind Gifts. Leave a space across 

the top for your name and another spot to track Fortune and Misfortune. 

²ƘŜƴ ȅƻǳΩǊŜ ƛƴ ǘƘŜ ²ƻǊƭŘ ƻŦ aŀƴΣ ǳǎŜ ǘƘŜ aƻǊǘŀƭ ǎƛŘŜ ƻŦ ǘƘŜ ŎŀǊŘΦ ²ƘŜƴ ȅƻǳΩǊŜ ƛƴ ǘƘŜ CŀƛǊȅ ²ƻrld, flip it 

over to the Fairy side. 
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Fortune and Misfortune 
He whom fortune favoreth 

Even in sleep good raineth for him. 
τάSun, Moon, and Taliaέ (Basile, 1847) 

bƻ ƳŀǘǘŜǊ ǿƘŜǊŜ ǘƘŜȅ ŀǊŜΣ ŦŀƛǊƛŜǎΩ ƭƛǾes are ruled by the whims of Fortune. But Fortune is a fickle 

mistress ς ƻƴŜ Řŀȅ ǎƘŜΩǎ ǎǳƴǎƘƛƴŜΣ ŀƴŘ ǘƘŜ ƴŜȄǘ, a thunderstorm. 

Characters earn Fortune and Misfortune in two ways: through die rolls, and through actions. 

Every effect ŘƛŜ ǘƘŀǘΩǎ ŀ с ŜŀǊƴǎ ƻƴŜ Ǉƻƛƴǘ ƻŦ CƻǊǘǳƴŜΣ ŀƴŘ ŜǾŜǊȅ ŜŦŦŜŎǘ ŘƛŜ ǘƘŀǘΩǎ ŀ м ŜŀǊƴǎ ƻƴŜ Ǉƻƛƴǘ ƻŦ 

Misfortune. Note that whether an effect die earns Fortune or Misfortune, the outcome ƻŦ ǘƘŜ Ǌƻƭƭ ƛǎƴΩǘ 

affected ς three 1s on your effect dice still means three points of effect, even if you have earned three 

points of Misfortune in the process. 

Because you can choose how many dice to use for your effortΣ ƛǘΩǎ ŀƭǿŀȅǎ Ǉƻǎǎƛōƭe to avoid earning 

Misfortune, although it may come at the cost of failure.  

Characters can also earn Fortune and Misfortune ǿƘŜƴ ǘƘŜȅ Řƻ ǎƻƳŜǘƘƛƴƎ ǘƘŀǘΩǎ either in accordance 

with or contrary to the stƻǊȅΩǎ ƳƻǊŀƭΦ {ŜŜ The Moral of the Story for more on how this works. 

[ŀǎǘƭȅΣ ǘƘŜ Da Ŏŀƴ ƛƳǇǊƻǾŜ ŀƴ bt/Ωǎ !ōƛƭƛǘȅ ŀǘ ǘƘŜ ŜȄǇŜƴǎŜ ƻŦ ǇŀȅƛƴƎ ŀ Ǉƻƛƴǘ ƻŦ CƻǊǘǳƴŜ to the target of 

ǘƘŜ bt/Ωǎ ŀŎǘƛƻƴ ŀǘ ǘƘŜ end of the scene. See Running the Game for more on how this works for the GM. 

When your Misfortune is greater than your Fortune, your dice pool suffers a -1d6 penalty. That is, 

instead of starting with a pool of 3d6, you start with 2d6. 

Before rolling, you can spend a point of Fortune to add 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 of 

Misfortune. Fortune can also be spent to offset damage; see Damage and Hardships for more. 

  
Fairy Tales and Luck 

Luck ς good or bad ς often plays a huge role in fairy tales. What if Hansel and 

DǊŜǘŜƭ ƘŀŘƴΩǘ ŦƻǳƴŘ ǘƘŀǘ ƎƛƴƎŜǊōǊŜŀŘ ƘƻǳǎŜΚ ²Ƙŀǘ ƛŦ ǘƘŜ WŀŎƪΩǎ ōŜŀƴǎ ƘŀŘƴΩǘ 

ōŜŜƴ ƳŀƎƛŎΚ ²Ƙŀǘ ƛŦ /ƛƴŘŜǊŜƭƭŀ ƘŀŘƴΩǘ ōŜŜƴ ŦƻǊǘǳƴŀǘŜ ŜƴƻǳƎƘ ǘƻ ƘŀǾŜ ŀ ŦŀƛǊȅ 

godmother? What would Little Red Riding Hood have done if that huntsman 

ƘŀŘƴΩǘ ŎƻƳŜ ōȅ ǿƘŜƴ ƘŜ ŘƛŘΚ ό9ŀǊƭƛŜǊ ǾŜǊǎƛƻƴǎ ƻŦ ǘƘŜ ǎǘƻǊȅΣ ǿƘƛŎƘ ŜƴŘ ǎƛƳǇƭȅ 

ά!ƴŘ ǘƘŜƴ ƘŜ ŀǘŜ ƘŜǊΣέ ŀƴǎǿŜǊ ǘƘŀǘ ǉǳŜǎǘƛƻƴ ǇǊŜǘǘȅ ǿŜƭƭΦύ ¢ƘŜ ƭƛǎǘ ƎƻŜǎ ƻƴΦ 

LƴŘŜŜŘΣ ƛƴ ǘƘŜ DǊƛƳƳǎΩ ǎǘƻǊƛŜǎΣ ƛǘΩǎ ŀōǳƴŘŀƴǘƭȅ ŎƭŜŀǊ ǘƘŀǘ ƭǳŎƪ ƛǎ ŦŀǊ ōŜǘǘŜǊ ǘƘŀƴ 

virtue. Even if you have everything else going for you, an unfortunate 

happenstance or two can really ruin your day. Look at Little Red-Cap: The 

ƻǇŜƴƛƴƎ ƭƛƴŜǎ ƻŦ ǘƘŜ ǎǘƻǊȅ ǘŜƭƭ ǳǎ ǘƘŀǘ ǎƘŜΩǎ άŀ ŘŜŀǊ ƭƛǘǘƭŜ ƎƛǊƭ ǿƘƻ ǿŀǎ ƭƻǾŜŘ ōȅ 

ŜǾŜǊȅƻƴŜ ǿƘƻ ƭƻƻƪŜŘ ŀǘ ƘŜǊΦέ !ƴŘ ȅŜǘΣ ǎƘŜ ǎǘƛƭƭ ƎŜǘǎ ŜŀǘŜƴ ōȅ ŀ ǿƻƭŦΦ ¢ƻǳƎƘ ƭǳŎƪΦ 
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The Moral of the Story 
Boys who are bright and look all right 

Are always welcome to most folk, 

²ƘƛƭŜ ƻƴŜ ǿƘƻΩǎ ǿŜŀƪ ƻǊ ŘƻŜǎƴΩǘ ǎǇŜŀƪ 

Will be the butt of every joke. 

But for all that the little brat 

aŀȅ ǘǳǊƴ ƻǳǘ ǳǎŜŦǳƭΣ ǿƘŜƴ ȅƻǳΩǊŜ ōǊƻƪŜΦ 

τάTufty Rickyέ (Perrault, 1697) 

In addition to Fortune, fairies have a deep belief in morals. Not morals as we speak of them today, but 

rather lessons. They commonly share a strong conviction that every experience carries with it a 

ƳŜŀƴƛƴƎŦǳƭ ƭƛŦŜ ƭŜǎǎƻƴΣ ƻǊ ŜǎǘŀōƭƛǎƘŜǎ ŀ ŎŜǊǘŀƛƴ ǊǳƭŜ ǘƘŀǘ ƎƻǾŜǊƴǎ Ƙƻǿ ǘƻ ƭƛǾŜΦ ¢Ƙƛǎ ƛǎƴΩǘ ǘƻ ǎŀȅ ǘƘŀǘ ǘƘŜȅ 

always obey these morals ς quite the contrary. In fact, without disobedience, tƘŜ ƭŜǎǎƻƴ ŎŀƴΩǘ ǘǊǳƭȅ ōŜ 

ƭŜŀǊƴŜŘΣ ŀƴŘ ǎƻ ǘƘŜ ŜȄǇŜǊƛŜƴŎŜ ƛǎ ǿŀǎǘŜŘΦ ²ƘŜƴ ȅƻǳ ƎŜǘ ǊƛƎƘǘ Řƻǿƴ ǘƻ ƛǘΣ ǘƘŜȅΩǊŜ surprisingly 

philosophical, these fairies. 

At the start of an adventure, the GM decides on a moral for the story and tells it to the players. (Better 

yet, write it down on an index card and put it in the middle of the table so everyone can see it.) The 

ƳƻǊŀƭ Ŏŀƴ ŎƻƳŜ ŦǊƻƳ ǘƘŜ ōǊƛŜŦ ƭƛǎǘ ōŜƭƻǿΣ ƻǊ ōŜ ƻƴŜ ƻŦ ǘƘŜ DaΩǎ ƛƴǾŜƴǘƛƻƴΦ wŜƎŀǊŘƭŜǎǎΣ ǘƘŜ ƳƻǊŀƭ Ƴǳǎǘ 

imply two kinds of behavior: a correct way and an incorrect way. 

¢ŀƪŜ ǘƘŜ ƳƻǊŀƭ ŀōƻǾŜΣ ŦǊƻƳ tŜǊǊŀǳƭǘΩǎ ǾŜǊǎƛƻƴ ƻŦ ά¢ǳŦǘȅ wƛŎƪȅΦέ ¢ƘŜǎŜ ǎƛȄ ƭƛƴŜǎ ōŀǎƛŎŀƭƭȅ ōƻƛƭ Řƻǿƴ ǘƻ ǘƘƛǎΥ 

ά5ƻƴΩǘ ƧǳŘƎŜ ōȅ ƻǳǘǿŀǊŘ ŀǇǇŜŀǊŀƴŎŜǎΦ 9ǾŜǊȅƻƴŜΩǎ ƎƻƻŘ ŦƻǊ ǎƻƳŜǘƘƛƴƎΦέ ¢ƘŜ ŎƻǊǊŜŎǘ ōŜƘŀǾƛƻǊ ƛǎ ǊŀǘƘŜǊ 

explicitly to treat everyone well in the event that they may be useful to you later. That may not be 

άƳƻǊŀƭƭȅ ǊƛƎƘǘέ ƛƴ ǘƘŜ ŎƻƴǾŜƴǘƛƻƴŀƭ ǎŜƴǎŜΣ ōǳǘ ƛǘ ŘƻŜǎ Ŧƻƭƭƻǿ ǘƘŜ moral ƛǘǎŜƭŦΣ ŀƴŘ ǘƘŀǘΩǎ ŀƭƭ ŦŀƛǊƛŜǎ ŀǊŜ 

interested in. The implied incorrect behavior is to make snap judgments about people, and treat them 

poorly without a thought for the future. 

¢ƘŜǊŜΩǎ ƴƻ ƴŜŜŘ ǘƻ ōŜ ŀǎ ŦŀƴŎƛŦǳƭ ǿƛǘƘ ǘƘŜǎŜ ƳƻǊŀƭǎ ŀǎ tŜǊǊŀǳƭǘ ǿŀǎΦ LƴŘŜŜŘΣ ƛǘΩǎ ǇǊƻōŀōƭȅ ōŜǘǘŜǊ ǘƻ ǎǘǊƛǇ 

them to the bare essentials, so as to make them as clear as possible for the players. A few examples 

follow, each accompanied by an example situation and ways of resolving it that might earn Fortune or 

Misfortune: 

Better to suffer than to do wrong. 

Example: A hotel concierge refuses to let you into a particular room, but then is called away ς leaving 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 steal the key and skulk off. 

That which you have promised, you must perform. 

Example: A contact lends you his car on the condition that you return it within the hour ς he needs it to 

ǇƛŎƪ Ƙƛǎ ǿƛŦŜ ǳǇ ŀǘ ǘƘŜ ŀƛǊǇƻǊǘΦ ¸ƻǳΩǊŜ ƛƴ ǇǳǊǎǳƛǘ ƻŦ ȅƻǳǊ ǉǳŀǊǊȅΣ ǘŀƛƭƛƴƎ Ƙim at a discreet distance, when 

ȅƻǳ ǎŜŜ ƘƛƳ Ǝƻ ƛƴǘƻ ŀ ƴƛƎƘǘŎƭǳōΦ ¦ƴŦƻǊǘǳƴŀǘŜƭȅΣ ǘƘŜ ƘƻǳǊΩǎ ŀƭƳƻǎǘ ǳǇΦ 

Fortune: Instead of following him inside, you drive back across town to return the car, as 

promised. 



13 
 

Misfortune: You puǘ ȅƻǳǊ ƴŜŜŘǎ ŀƘŜŀŘ ƻŦ ǘƘŜ ŎƻƴǘŀŎǘΩǎ ŀƴŘ ƪŜŜǇ ǘƘŜ ŎŀǊ ŦƻǊ ŀǎ ƭƻƴƎ ŀǎ ȅƻǳ ƴŜŜŘ 

it. 

Even the ugly and weak are good for something. ό!ΦƪΦŀΦ ά9ǾŜƴ ŀ ōǊƻƪŜƴ ŎƭƻŎƪ ƛǎ ǊƛƎƘǘ ǘǿƛŎŜ ŀ ŘŀȅΦέύ 

Example: While discreetly questioning patrons at a bar about your high-class target, an old drunkard 

shuffles up to you and, his breath redolent of the inside of a whiskey barrel, offers to share some useful 

information in exchange for a drink. 

Fortune: You hear him out, and end up patiently listening to his booze-fueled rambling all night 

ƛƴ ǘƘŜ ƘƻǇŜǎ ǘƘŀǘ ƘŜΩƭƭ ƳŜƴǘƛƻƴ ǎƻƳŜǘƘƛƴƎ ƻŦ ǳǎŜ ǘƻ ȅƻǳ. 

Misfortune: You tell the old codger to shove off and get the bouncer to throw him out. 

One good turn deserves another. 

Example: Unfortunately, your investigation in the World of Man has attracted some undue attention. 

However, a sympathetic shopkeeper offers to hide you in his stockroom so you can lose the goons on 

your tail. 

Fortune: Later, en route back to the Fairy World with your prisoner, you go out of your way to 

stop by his shop and drop off a duffel bag full of cash.  

Misfortune: ²ƘƛƭŜ ƛƴ ǘƘŜ ǎǘƻŎƪǊƻƻƳΣ ȅƻǳ ŎƻƳŜ ŀŎǊƻǎǎ ǘƘŜ ǎƘƻǇƪŜŜǇŜǊΩǎ ŎŀǊ ƪŜȅǎΦ ²ƘŜƴ ƘŜ 

comes back to tell yoǳ ƛǘΩǎ ǎŀŦŜ to come out, both you and his car are gone. 

!ǎ ŀ ǊǳƭŜ ƻŦ ǘƘǳƳōΣ ƛŦ ƛǘ ŘƻŜǎƴΩǘ Ǉǳǘ ȅƻǳ ŀǘ ŀ ŘƛǎŀŘǾŀƴǘŀƎŜ or cause trouble ǎƻƳŜƘƻǿΣ ƛǘ ƛǎƴΩǘ ǿƻǊǘƘ 

FortuneΦ /ƻƴǾŜǊǎŜƭȅΣ ƛŦ ƛǘ ŘƻŜǎƴΩǘ benefit you, especially in the short term, it probably ƛǎƴΩǘ ǿƻǊǘƘ 

Misfortune. 

Player-Driven Fortune 

¢ƘŜ Da ŘƻŜǎƴΩǘ ƘŀǾŜ ǘƻ ōŜ ǘƘŜ ƭŀǎǘ ǿƻǊŘ ƛƴ ǿƘŀǘΩǎ ǿƻǊǘƘ CƻǊǘǳƴŜ ŀƴŘ ǿƘŀǘ ƛǎƴΩǘΦ LŦ ȅƻǳΣ ǘƘŜ ǇƭŀȅŜǊΣ ǘŀƪŜ 

ŀƴ ŀŎǘƛƻƴ ǘƘŀǘΩǎ ƛƴ ƭƛƴŜ ǿƛǘƘ ǘƘŜ ƳƻǊŀƭ ƻŦ ǘƘŜ story and want a point of Fortune, tell the GM. If she agrees 

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 tag along to help out. 

!ǘ ŦƛǊǎǘ ȅƻǳ ǊŜŦǳǎŜΣ ōǳǘ ƘŜΩǎ ǎƻ ƛƴǎƛǎǘŜƴǘ ǘƘŀǘ ŜǾŜƴǘǳŀƭƭȅ ȅƻǳ ŎŀǾŜ ŀƴŘ ƎƛǾŜ ƘƛƳ ŀ ŎƘŀƴŎŜΦ !ǎ ƛǘ ƘŀǇǇŜƴǎΣ 

ǘƘŜ ƳƻǊŀƭ ƻŦ ǘƘŜ ǎǘƻǊȅ ƛǎ ά9ǾŜƴ ǘƘŜ ǿŜŀƪ ŀƴŘ ǳƎƭȅ ŀǊŜ ƎƻƻŘ ŦƻǊ ǎƻƳŜǘƘƛƴƎΣέ ǎƻ ȅƻǳ ǘŜƭƭ ǘƘŜ Da ȅƻǳ ǿŀƴǘ 

a point of Fortune ŦƻǊ ŀŎŎŜǇǘƛƴƎ ǘƘŜ ƪƛŘΩǎ ƻŦŦŜǊΦ ¢ƘŜ Da ŀƎǊŜŜǎ ŀƴŘ ƎƛǾŜǎ ȅƻǳ ǘƘŜ CƻǊǘǳƴŜΦ {ƘŜ ǿŀǎƴΩǘ 

ŜȄǇŜŎǘƛƴƎ ǘƻ ƘŀǾŜ ƘƛƳ ŎƻƳǇƭƛŎŀǘŜ ǘƘŜ ǎǘƻǊȅΣ ōǳǘ ƴƻǿ ǘƘŀǘ ȅƻǳΩǾŜ ŀŎŎŜǇǘŜŘ ǘƘŀǘ Ǉƻƛƴǘ ƻŦ CƻǊǘǳƴŜΣ ǎƘŜΩƭƭ 

make sure that he does.   

When Morals and Curses Collide 

Sometimes, indulging a Curse ƳŜŀƴǎ ŘƛǎƻōŜȅƛƴƎ ǘƘŜ ǎǘƻǊȅΩǎ ƳƻǊŀƭΦ ¢ƘŀǘΩǎ ǇŜǊŦŜŎǘƭȅ ŦƛƴŜΦ Lƴ ǘƘŜǎŜ ŎŀǎŜǎΣ ƛŦ 

you have any Misfortune, the Curse takes precedence. If not, then disobeying the moral earns you 

Misfortune, as usual.  
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ά.Ŝ [ƛƪŜ ǘƘŜ ²ƻƭŦΗέ 

LŦ ȅƻǳΩǾŜ ǊŜŀŘ DǊƛƳƳΩǎ CŀƛǊȅ ¢ŀƭŜǎΣ ȅƻǳΩƭƭ ƪƴƻǿ ǘƘŜǊŜΩǎ ǾŜǊȅ 
ƭƛǘǘƭŜ ǘƘŜǊŜ ƛƴ ǘƘŜ ǿŀȅ ƻŦ ǿƘŀǘ ǿŜΩŘ ǊŜŎƻƎƴƛȊŜ ŀǎ άƳƻǊŀƭǎΦέ 
The central lessons of the folk tales the Brothers Grimm 
collected are brutal, ruthless, and unflinchingly pragmatic. 
¢ƘŜǎŜ ŀǊŜƴΩǘ ŦŀƴŎƛŦǳƭ ǘŀƭŜǎ ƻŦ ƳŀƎƛŎ ŀƴŘ ŀŘǾŜƴǘǳǊŜ ǿŜΩǊŜ 
talking about ς ǘƘŜȅΩǊŜ ƛƴǎǘǊǳŎǘƛǾŜ ŀƭƭŜƎƻǊƛŜǎ ƛƴǘŜƴŘŜŘ ǘƻ 
turn children into adults capable of surviving in a dangerous 
world. 

What lessons do they teach? Grow up fast. The only person 
you can rely upon is yourself. Luck and guile are more 
important than virtue. Do whatever you can, no matter how 
amoral, to escape poverty. Or, as a professor of mine used 
ǘƻ ǎŀȅΣ άBe like thŜ ǿƻƭŦΗέ 

Composer and lyricist Stephen Sondheim certainly got the 
message. In his fairy-tale musical Into The Woods, the Baker 
and his wife trick Jack to part with his beloved cow for a 
ƘŀƴŘŦǳƭ ƻŦ ōŜŀƴǎ ǘƘŀǘ ǘƘŜ .ŀƪŜǊΩǎ ²ƛŦŜ ǘŜƭƭǎ ƘƛƳ ŀǊŜ ƳŀƎƛŎΦ 
The cow is WŀŎƪΩǎ ōŜǎǘ ŦǊƛŜƴŘΣ ōǳǘ ǘƘŜ ŎƻǳǇƭŜ ƴŜŜŘǎ ƛǘ ǘƻ 
ōǊŜŀƪ ŀ ŎǳǊǎŜ ǘƘŀǘΩǎ ōŜŜƴ ǇƭŀŎŜŘ ƻƴ ǘƘŜƳΦ ¢ƘŜ ƎǳƛƭŜƭŜǎǎ WŀŎƪ 
ŀƎǊŜŜǎΣ ŀƴŘ ǘƘŜ .ŀƪŜǊ ƛǎ ǿǊŀŎƪŜŘ ǿƛǘƘ ƎǳƛƭǘΦ !ǎ ǘƘŜ .ŀƪŜǊΩǎ 
²ƛŦŜ ƭŀǘŜǊ ǎŀȅǎ ǘƻ ƘŜǊ ƘǳǎōŀƴŘ ǘƻ ŎƻƴǾƛƴŎŜ ƘƛƳ ǘƘŀǘ ǘƘŜȅΩǾŜ 
done no wrong: 

άLŦ ǘƘŜ ŜƴŘ is right, iǘ ƧǳǎǘƛŦƛŜǎ ǘƘŜ ōŜŀƴǎΗέ 

So why do we connect fairy tales to morals so strongly? 
¢ƘŀǘΩǎ Řƻǿƴ ǘƻ tŜǊǊŀǳƭǘΣ ǿƘƻǎŜ Histoires ou contes du tems 
passé. Avec des moralitez introduced the association to the 
public at large. Perrault himself wrote the morals, short 
poems of a half-dozen or so lines to put the tales in the 
ŎƻƴǘŜȄǘ ƻŦ [ƻǳƛǎ ·L±Ωǎ ǊŜƛƎƴΦ LǘΩǎ ǊƛƎƘǘ ǘƘŜǊŜ ƛƴ ǘƘŜ ǘƛǘƭŜΣ ƛƴ 
ŎŀǎŜ ȅƻǳ ŀǊŜƴΩǘ ǳǇ ƻƴ ȅƻǳǊ CǊŜƴŎƘΥ ά{ǘƻǊƛŜǎ ŀƴŘ ǘŀƭŜǎ ƻŦ Ǉŀǎǘ 
ǘƛƳŜǎΦ ²ƛǘƘ ƳƻǊŀƭǎΦέ  
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Taking Action 
²ƘŜƴ ǘƘŜ ŎƘƛƭŘǊŜƴ ǎŀǿ ǘƘŜȅ ǿŜǊŜ ŀƭƻƴŜΣ ǘƘŜȅ ǎǘŀǊǘŜŘ ǘƻ ŎǊȅ ŀƴŘ ōŀǿƭΦ IƻǇ hΩ aȅ ¢ƘǳƳō ƭŜǘ ǘƘŜƳ ǎƘƻǳǘΦ IŜ ƪƴŜǿ Ŧǳƭƭ ǿŜƭƭ Ƙƻǿ 

they were going to find their way home, for, as they walked along, he had dropped the little white pebbles he had in his pockets 

ŀƴŘ ƳŀǊƪŜŘ ǘƘŜ ǇŀǘƘΦ {ƻ ƘŜ ǎŀƛŘ ǘƻ ǘƘŜƳΣ ά5ƻƴΩǘ ōŜ ŀŦǊŀƛŘΣ ōǊƻǘƘŜǊǎΦ hǳǊ ƳƻǘƘŜǊ ŀƴŘ ŦŀǘƘŜǊ ƘŀǾŜ ƭŜŦǘ ǳǎ ƘŜǊŜΣ  

ōǳǘ L ǿƛƭƭ ǘŀƪŜ ȅƻǳ ōŀŎƪ ƘƻƳŜΦ Wǳǎǘ Ŧƻƭƭƻǿ ƳŜΦέ 

τάIƻǇ hΩ aȅ ¢ƘǳƳōέ όtŜǊǊŀǳƭǘΣ мсфтύ 

When the narrative between the players and the GM comes to a stalemate ς that is, when a player 

ǿŀƴǘǎ ǎƻƳŜǘƘƛƴƎ ǘƻ ƘŀǇǇŜƴ ŀƴŘ ǘƘŜ Da ŘƻŜǎƴΩǘ ŀǳǘƻƳŀǘƛŎŀƭƭȅ ǎŀȅ ά¸Ŝǎέ ς start rolling some dice. These 

situations should always involve risk, or the potential to complicate the story in an interesting way. For 

example, climbing a wall could be an automatic-success 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 it 

worth a roll. See  

As outlined earlieǊΣ ȅƻǳǊ ŘƛŎŜ Ǉƻƻƭ ǎǘŀǊǘǎ ŀǘ ŀ ōŀǎŜ ƻŦ оŘсΦ CƻǊ ŜǾŜǊȅ DƛŦǘ ȅƻǳ ƘŀǾŜ ǘƘŀǘΩǎ ŀǇǇƭƛŎŀōƭŜ ǘƻ ǘƘŜ 

task, and for every point of Fortune you spend, add another 1d6 to your pool. The size of your pool can 

also be increased with the use of tools or, in a conflict with someone else, by capitalizing on your 

ƻǇǇƻƴŜƴǘΩǎ IŀǊŘǎƘƛǇǎΣ ōǳǘ ǿŜΩƭƭ ƎŜǘ ǘƻ ǘƘŀǘ ƭŀǘŜǊΦ 

²ƘŜƴŜǾŜǊ ȅƻǳΩǊŜ ǊƻƭƭƛƴƎ ŘƛŎŜΣ ȅƻǳΩǊŜ ǘǊȅƛƴƎ ǘƻ ƳǳǎǘŜǊ ŜƴƻǳƎƘ ŜŦŦƻǊǘ to meet or beat a threshold number 

corresponding to the difficulty of the task or the Ability of your opponent, as shown on the table. Unless 

you generate at least one point of effect, ǘƘŜ ŀǘǘŜƳǇǘ ŘƻŜǎƴΩǘ ŀŎǘǳŀƭƭȅ ǎǳŎŎŜŜŘΦ 

CƻǊ ŜȄŀƳǇƭŜΣ ƛŦ ȅƻǳΩǊŜ ŀǘǘŜƳǇǘƛƴƎ ŀ ¢ǊƛŎƪȅ ǘŀǎƪ ŀƴŘ ƘŀǾŜ ǊƻƭƭŜŘ нΣ оΣ пΣ ŀƴŘ сΣ ǘƘŀǘΩǎ ŜƴƻǳƎƘ ǘƻ ƘŀǾŜ ŀƴ 

effort of 9 (6 and 3) and two points of effect (the two leftover dice). If the task were Hard, however, 

ŜǾŜƴ ǘƘƻǳƎƘ ȅƻǳ ŎƻǳƭŘ ƳǳǎǘŜǊ ŀƴ ŜŦŦƻǊǘ ƻŦ мр ōȅ ǳǎƛƴƎ ŀƭƭ ŦƻǳǊ ŘƛŎŜΣ ȅƻǳ ǿƻǳƭŘƴΩǘ ƘŀǾŜ ŀƴȅ ŘƛŎŜ ƭŜŦǘ ƻǾŜǊ 

ǘƻ ƎŜƴŜǊŀǘŜ ŀƴȅ ŜŦŦŜŎǘΣ ǎƻ ȅƻǳΩŘ ŦŀƛƭΦ 

Setting Difficulties 

²ƘŜƴ ƛƴ ŘƻǳōǘΣ ŀ ǘŀǎƪΩǎ ŘƛŦŦƛŎǳƭǘȅ is Tricky (9). Statistically, someone with one applicable Gift can pretty 

reliably achieve one point of effect against Tricky, while someone without a relevant Gift will have to 

spend Fortune to be on equal footing. For every complication inherent in the task, increase the difficulty 

by one step (Tricky to Challenging, Challenging to Hard, and so on). For example, quickly searching a 

ƘƻǳǎŜ ƛǎ ŀ ¢ǊƛŎƪȅ ǘŀǎƪΣ ōǳǘ ǎŜŀǊŎƘƛƴƎ ŀ ƘƻǳǎŜ ǘƘŀǘΩǎ ŀ ƳŜǎǎ όƻƴŜ 

complication) in the dark (two complications) is Hard.  

This includes ranged attacks against distant targets. For 

example, iŦ ȅƻǳΩǊŜ ǘǊȅƛƴƎ ǘƻ ǎƘƻƻǘ ǎƻƳŜƻƴŜ ǿƘƻΩǎ ŀ ƭƛǘǘƭŜ 

farther away than ȅƻǳΩŘ ƭƛƪŜΣ ǘƘŜ Da Ŏŀƴ ƛƴŎǊŜŀǎŜ Ƙƛǎ .ƻŘȅ 

!ōƛƭƛǘȅ ōȅ ƻƴŜ ƻǊ ǘǿƻ ǎǘŜǇǎΦ ¢Ƙƛǎ ƛǎƴΩǘ ŀ ƎŀƳŜ ƻŦ ƛƴǘǊƛŎŀǘŜ 

tactical warfare, so ŘƻƴΩǘ ŦŜŜƭ ƭƛƪŜ ȅƻǳ ƘŀǾŜ to get more 

detailed than that.  

wŜƳŜƳōŜǊΥ LŦ ȅƻǳΩǊŜ ƴƻǘ ǎǳǊŜ ǿƘŀǘ ŀ ǘŀǎƪΩǎ ŘƛŦŦƛŎǳƭǘȅ should 

be, start with Tricky and work your way up. 

Threshold 
Number 

Task 
Difficulty 

Opponent 
Ability 

6 Easy Weak 

9 Tricky Average 

12 Challenging Trained 

15 Hard Expert 

18 Vexing Master 

21 Incredible Paragon 

24 Herculean Deific 
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Players Make All Rolls 

Instead of Gifts, the non-player characters have Abilities ς Body Ability, Mind Ability, and, in the Fairy 

World, Magic Ability.  

When taking action against an NPC, the player rolls as usual, totaling his effort and counting points of 

effect to determine how well he did. The threshold number for physical attackǎ ƛǎ ǘƘŜ ƻǇǇƻƴŜƴǘΩǎ .ƻŘȅ 

Ability; for mental or social contests, such as a game of chess or a negotiation, the threshold is the 

ƻǇǇƻƴŜƴǘΩǎ aƛƴŘ !ōƛƭƛǘȅ. FƻǊ ŀƴȅ ƪƛƴŘ ƻŦ ƳŀƎƛŎŀƭ ŎƻƴǘŜǎǘ ƻǊ ŀǘǘŀŎƪΣ ƛǘΩǎ ǘƘŜƛǊ aŀƎƛŎ !ōƛƭƛǘȅΦ 

When an NPC acts against a PC, the player rolls to defend, including all applicable Gifts and other 

bonusesΦ LŦ ǘƘŜ ǘƻǘŀƭ Ŝǉǳŀƭǎ ƻǊ ŜȄŎŜŜŘǎ ǘƘŜ ƻǇǇƻƴŜƴǘΩǎ ǊŜƭŜǾŀƴǘ !ōƛƭƛǘȅΣ ǘƘŜ ŀǘǘŀŎƪ ŦŀƛƭǎΦ LŦ ǘƘŜ ǘƻǘŀƭ ƛǎ less 

ǘƘŀƴ ǘƘŜ ŀǘǘŀŎƪŜǊΩǎ !ōƛƭƛǘȅΣ ǘƘŜ ǇƭŀȅŜǊ Ǌƻƭƭǎ additional dice, one at a time, until his total meets or beats it. 

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

For example: 

PfriemΩǎ ǎƻ ōǳǎȅ ǇƭŀȅƛƴƎ ōŀǎŜōŀƭƭ ǿƛǘƘ ǘƘŀǘ ƎǳƴƳŀƴ ǘƘŀǘ ƘŜ ŘƻŜǎƴΩǘ ƴƻǘƛŎŜ ǘƘŜ ǎŜŎƻƴŘ ǘƘǳƎ ǳƴǘil the 

ƎǳȅΩǎ Ŧƛǎǘ ƛǎ ƴŜŀǊƭȅ ƛƴ ǘƘŜ ŦŀƛǊȅΩǎ ŦŀŎŜΦ ¢ƘŜ ǘƘǳƎΩǎ .ƻŘȅ !ōƛƭƛǘȅ ƛǎ 9ȄǇŜǊǘ όмрύΦ tŦǊƛŜƳΩǎ ǇƭŀȅŜǊ ƎŜǘǎ ǘƻ Ǌƻƭƭ пŘс 

ς 3d6 plus 1d6 for being Hardy ς but his dice only total 12. He rolls another die and gets a 4, which brings 

his total tƻ мсΦ ¢ƘŀǘΩǎ ŜƴƻǳƎƘ ǘƻ ōŜŀǘ ǘƘŜ ǘƘǳƎΩǎ ǘƻǘŀƭΣ ǎƻ ǘƘŜ ǘƘǳƎ ƎŜǘǎ ƻƴŜ Ǉƻƛƴǘ ƻŦ ŜŦŦŜŎǘ because Pfriem 

ƘŀŘ ǘƻ Ǌƻƭƭ ƻƴŜ ŀŘŘƛǘƛƻƴŀƭ ŘƛŜΦ Lƴ ǘƘƛǎ ŎŀǎŜΣ ǘƘŀǘΩƭƭ ōŜ ŘŀƳŀƎŜΦ 

What Effect Means 

ά9ŦŦŜŎǘέ ƛǎ ŀ ǇǊŜǘǘȅ ƎŜƴŜǊŀƭ ǘŜǊƳΣ ōǳǘ ǘƘŜ ŜȄŀŎǘ ƳŜŀƴƛƴƎ ƻŦ those effect dice will vary depending on 

circumstance. Regardless, every point of effect should represent a favorable event or result for the 

character, or increase the speed with which the task is accomplished. If eavesdropping, every point 

ŎƻǳƭŘ ōŜ ŀ ǿƻǊŘ ƻǊ ǎŜƴǘŜƴŎŜ ƻǾŜǊƘŜŀǊŘΤ ƛŦ ŜȄŀƳƛƴƛƴƎ ŀƴ ŀōŀƴŘƻƴŜŘ ƘƻǳǎŜ ŦƻǊ ŜǾƛŘŜƴŎŜ ƻŦ ǘƘŜ ǘŀǊƎŜǘΩǎ 

whereabouts, every point could be a clue. 

For example: 

Schlauraffen is trying to pick a lock, and gets two points of effect. Normally, this would 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, effect represents either damage or hindrances. Damage what it sounds like: an attempt to 

cause harm to your opponent. Hindrances are much broader, and cover everything from tripping your 

opponent to pinning him to the ground to knocking the gun out of his hand. If the hindrance would 

ƭƻƎƛŎŀƭƭȅ ƛƴǘŜǊŦŜǊŜ ǿƛǘƘ ȅƻǳǊ ƻǇǇƻƴŜƴǘΩǎ ŀōƛƭƛǘȅ ǘƻ ōŜ ŜŦŦŜŎǘƛǾŜΣ ǘƘŜ Da Ƴŀȅ ǊŜŘǳŎŜ ȅƻǳǊ ƻǇǇƻƴŜƴǘΩǎ 

Ability by one step until the hindrance is rectified. 

For example: 

Pfriem swings a baseball bat at a gunman and connects, scoring three points of effect. With one point, 

tŦǊƛŜƳΩǎ ǇƭŀȅŜǊ Ŏhooses to knock the gun out of his hand. With the second he knocks him to the ground, 

and with the third he does a point of damage. The GM rules that until he stands back up again, his Body 

Ability will be reduced one step, from Average to Weak. Of course, ƘŜ ǿƻƴΩǘ ōŜ ŀōƭŜ ǘƻ ǳǎŜ Ƙƛǎ Ǝǳƴ ŀǘ ŀƭƭ 

until he manages to retrieve it. 
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Offsetting Effect 

When an opponent obtains one or more points of effect against you in combat, you can spend Fortune 

to offseǘ ƛǘΥ ƻƴŜ Ǉƻƛƴǘ ƻŦ CƻǊǘǳƴŜ ŦƻǊ ƻƴŜ Ǉƻƛƴǘ ƻŦ ŜŦŦŜŎǘΦ ¸ƻǳΩǊŜ ŘǊŀǿƛƴƎ ƻƴ ȅƻǳǊ ŀŎŎǳƳǳƭŀǘŜŘ ƎƻƻŘ ƭǳŎƪ 

to soften or avoid the blow. Whenever you do this, describe how your good luck intervened. 

Damage and Hardships 

Points of effect obtained in combat that areƴΩǘ ƻŦŦǎŜǘ ōȅ CƻǊǘǳƴŜ or spent on hindrances become 

damage. When a character takes damage, he also accumulates Hardships. 

A Hardship is a single word or brief phrase that describes the effect of the damage sustained. Examples 

include Bruised, Bleeding, Off Balance, Frightened, Shaking in My Boots, Distracted, Limping, Blind with 

Rage, and Sprained Ankle. LǘΩǎ ǳǇ ǘƻ ǘƘŜ ǇƭŀȅŜǊ ŀƴŘ Da ǘƻ ŎƻƳŜ ǳǇ ǿƛǘƘ ŀ Ƴǳǘǳŀƭƭȅ ŀƎǊŜŜŀōƭŜ IŀǊŘǎƘƛǇ. 

When you record a Hardship, also record ǘƘŜ ŀƳƻǳƴǘ ƻŦ ŘŀƳŀƎŜ ǘƘŀǘ ǇǊƻŘǳŎŜŘ ƛǘΦ CƻǊ ŜȄŀƳǇƭŜΣ ƛŦ ȅƻǳΩǊŜ 

punched in the face for two points of damage, you might write down a Hardship of ά.ƭŀŎƪ 9ȅŜ όнύΦέ 

A character can withstand up to five points of damage ŀƴŘ ǎǘƛƭƭ ǎǘŀȅ άƻƴ Ƙƛǎ ŦŜŜǘΣέ ŀǎ ƛǘ ǿŜǊŜ. For 

example, if you have a 1-damage Hardship and a 2-ŘŀƳŀƎŜ IŀǊŘǎƘƛǇΣ ǘƘŀǘΩǎ ŀ ǘƻǘŀƭ ƻŦ ǘƘǊŜŜ Ǉƻƛƴǘǎ ƻŦ 

damage, so you could still withstand either two more 1-damage Hardships or one more 2-damage 

Hardship. 

If you take more than six pƻƛƴǘǎ ƻŦ ŘŀƳŀƎŜΣ ȅƻǳΩǊŜ outΦ ¢ƘŜ ŜȄŀŎǘ ƳŜŀƴƛƴƎ ƻŦ άƻǳǘέ ǾŀǊƛŜǎ ŘŜǇŜƴŘƛƴƎ ƻƴ 

the circumstances of the conflict and the attack, but it could be anything from disgrace to 

ǳƴŎƻƴǎŎƛƻǳǎƴŜǎǎ ǘƻ ŘŜŀǘƘΦ ¢ƘŜ Da ǎƘƻǳƭŘƴΩǘ ƪƛƭƭ ƻŦŦ ŀ ŎƘŀǊŀŎǘŜǊ ǳƴƭŜǎǎ ǘƘŜ ǇƭŀȅŜǊ ŀƎǊŜŜǎ, or the 

ǎƛǘǳŀǘƛƻƴ Ƨǳǎǘ ŘƻŜǎƴΩǘ ŀƭƭƻǿ ŦƻǊ ŀƴȅ ƻǘƘŜǊ ƻǇǘƛƻƴΦ ! ƎǳƴǎƘƻǘ ŎƻǳƭŘ ƳŜŀƴ ƛƴŎŀǇŀŎƛǘŀǘƛƻƴ ŀƴŘ ƛƳƳƛƴŜƴǘ 

death. Falling out of an airplane onto jagged rocks, however, is a less-negotiable situation. 

Capitalizing on Hardships 

Add a number of dice to your pool equal to the rating of the highest-rating Hardship your opponent has. 

²ƘŜƴ ŎŀǇƛǘŀƭƛȊƛƴƎ ƻƴ ŀ IŀǊŘǎƘƛǇ ǘƘƛǎ ǿŀȅΣ ŘŜǎŎǊƛōŜ Ƙƻǿ ȅƻǳΩǊŜ ǳǎƛƴƎ ƛǘ ǘƻ ȅƻǳǊ ŀŘǾŀƴǘŀƎŜΦ 

For example: 

Pfriem ŀƴŘ ǘƘŜ ƎǳƴƳŀƴ ƘŀǾŜ ƻƴŜ IŀǊŘǎƘƛǇ ŜŀŎƘΦ tŦǊƛŜƳΩǎ ƛǎ {ǘŀƎƎŜǊŜŘ (2), and ǘƘŜ ƎǳƴƳŀƴΩǎ ƛǎ .ƭŀŎƪ 9ȅŜ 

(1)Φ ²ƘŜƴ tŦǊƛŜƳ ŀǘǘŀŎƪǎ ǘƘŜ ƎǳƴƳŀƴΣ Ƙƛǎ ǇƭŀȅŜǊ 5ƻƴ ǎŀȅǎΣ ά²ƛǘƘ ǘƘŀǘ ōƭŀŎƪ ŜȅŜΣ ƘŜΩǎ ƘŀǾƛƴƎ ǘǊƻǳōƭŜ 

ŦƻŎǳǎƛƴƎ ŀƴŘ ŎŀƴΩǘ ƎŜǘ ƻǳǘ ƻŦ ǘƘŜ ǿŀȅ ƛƴ ǘƛƳŜΦέ ¢ƘŜƴ ƘŜ ŀŘŘǎ мŘс ǘƻ Ƙƛǎ ŘƛŎŜ Ǉƻƻƭ ŀƴŘ ǊƻƭƭǎΦ 

NPCs operate in the same manner, except instead of adding dice, boost their Ability by a number of 

steps equal to the rating of the highest-rated Hardship their target has. 

For example: 

²ƘŜƴ ǘƘŜ ƎǳƴƳŀƴ ŀǘǘŀŎƪǎ tŦǊƛŜƳΣ ǘƘŜ Da ǎŀȅǎΣ ά{ǘŀƎƎŜǊŜŘ ŀǎ ȅƻǳ ŀǊŜΣ ǘƘŜ ƎǳƴƳŀƴ Ƙŀǎ ŀƴ Ŝŀǎȅ ǘƛƳŜ 

lining up Ƙƛǎ ǎƘƻǘΣέ ŀƴŘ ǘƘŜ ƎǳƴƳŀƴΩǎ .ƻŘȅ !ōƛƭƛǘȅ ōǳƳǇǎ ǳǇ ŀ ǎǘŜǇ ŦǊƻƳ !ǾŜǊŀƎŜ ǘƻ 9ȄǇŜǊǘ ŦƻǊ ǘƘŜ 

ŀǘǘŀŎƪΣ ǘƘŀƴƪǎ ǘƻ tŦǊƛŜƳΩǎ Hardship of Staggered (2). 

Removing Hardships 

Hardships require a roll of the dice against a difficulty of Tricky to remove. Subtract points of effect 

ŀŎƘƛŜǾŜŘ ŦǊƻƳ ǘƘŜ IŀǊŘǎƘƛǇΩǎ ŘŀƳŀƎŜ ǊŀǘƛƴƎΦ ²ƘŜƴ ǘƘŜ ŘŀƳŀƎŜ ǊŀǘƛƴƎ ƛǎ ǊŜŘǳŎŜŘ ǘƻ ȊŜǊƻΣ ŜǊŀǎŜ ǘƘŜ 
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Hardship ς ƛǘΩǎ ǊŜƳƻǾŜŘ ŜƴǘƛǊŜƭȅΦ Gifts and Fortune can be used with these rolls, as usual. For example, if 

trying to remove a Hardship like Sprained Ankle, you could include dice from Hardy or Strong; if trying to 

remove a mental Hardship, such as Freaking Out, Brave and Wise would apply. 

The type of care needed to accomplish this depends on the Hardship. Physical wounds need medical 

attention of some kind to heal, whereas something like fear or self-doubt ƛǎ ǳǎǳŀƭƭȅ ŀ ƳŀǘǘŜǊ ƻŦ άǎƘŀƪƛƴƎ 

ƛǘ ƻŦŦέ ƻǊ ǎƴŀǇǇƛƴƎ ƻǳǘ ƻŦ ƛǘΦ  

At the end of a story, remove the one with the lowest rating, no roll required. Make a roll against each 

other Hardship. If you fail to remove all of them, you gain a second Curse. This should be something 

consistent with one of your remaining Hardships. Describe how the Hardship has resulted in this new 

Curse. In addition, for every Curse beyond the first, your character begins the next story with one point 

of Misfortune. 

For example: 

Ricky finishes a story with a Hardship of Sucking Chest Wound. His player, Ron, decides that the intense 

Ǉŀƛƴ ƻŦ ǘƘŜ ŜȄǇŜǊƛŜƴŎŜ Ƙŀǎ ƳŀŘŜ wƛŎƪȅ ǿŀƴǘ ǘƻ ƛƴŦƭƛŎǘ Ǉŀƛƴ ƻƴ ƻǘƘŜǊǎΦ wƻƴ ǿǊƛǘŜǎ Řƻǿƴ ά/ǊǳŜƭέ ƴŜȄǘ ǘƻ Ƙƛǎ 

other Curse, Greedy. In addition, because he now has two CursesΣ ƘŜΩƭƭ start the next story with one point 

of Misfortune. 

Hardships and the Barrier Between Worlds 

When crossing over from the World of Man to the Fairy World, characters lose all of their physical 

Hardships, such as wounds. This is automatic and requires no rolling. Mental Hardships, however ς for 

instance, fear and self-doubt ς stay with the character no matter what. Changing from fairy to mortal 

ŘƻŜǎƴΩǘ ŎƘŀƴƎŜ ǿƘƻ ȅƻǳ ŀǊŜ ƛƴǎƛŘŜΦ 

Extended Tasks 

Tasks too complex to be represented by a single roll of the dice are called extended tasks. In these 

cases, the task requires a certain number of effect points to complete. As a rule of thumb, this should be 

somewhere between three and five. When in doubt, make it three. Examples include picking a lock, 

picking up rumors at a bar, and searching a house.  

Every roll of the dice in an extended task takes a certain amount of time ς usually 10 minutes, one hour, 

or one day. Pick one of those three that makes sense for the task and go with it. For example, the 

default time to pick a lock would be 10 minutes, while searching a house would be an hour and picking 

up rumors would take at least a day.  

For example: 

{ŎƘƭŀǳǊŀŦŦŜƴΩǎ ƭƻƻƪƛƴg for Jacob Hoffman, a renegade fairy in the World of Man, so she decides to hang 

out at his favorite watering hole and see what she can pick up. {ƘŜΩǎ !ƭŜǊǘ, Cunning, and Clever, so as 

long ŀǎ ƘŜǊ ǇƭŀȅŜǊ Ŏŀƴ ǿƻǊƪ ǘƘƻǎŜ ƛƴǘƻ ǘƘŜ ŘŜǎŎǊƛǇǘƛƻƴ ƻŦ ǿƘŀǘ ǎƘŜΩǎ ŘƻƛƴƎΣ ƘŜΩƭƭ ƎŜǘ ǘƻ Ǌƻƭƭ сŘсΦ ¢ƘŜ Da 

decides that the difficulty for this will be Hard (15) ς starting from a base of Tricky (9), the crowd at the 

ōŀǊ ŘƻŜǎƴΩǘ ǘǊǳǎǘ ǎǘǊŀƴƎŜrs (Tricky), and Charlie has paid the bartender to keep quiet about his 

whereabouts (Hard). Completing this extended task will require three points of effect. The first night, 

Schlauraffen ς or Laura, as she calls herself in the mortal world ς ƎŜǘǎ ǘǿƻ Ǉƻƛƴǘǎ ƻŦ ŜŦŦŜŎǘΦ {ƘŜΩǎ ƳŀŘŜ 
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ǎƻƳŜ ǇǊƻƎǊŜǎǎΣ ōǳǘ ǎǘƛƭƭ ƘŀǎƴΩǘ ŦƻǳƴŘ ƻǳǘ ǿƘŀǘ ǎƘŜ ƴŜŜŘǎ ǘƻ ƪƴƻǿΦ ¢ƘŜ ǎŜŎƻƴŘ ƴƛƎƘǘΣ ǎƘŜ ƎŜǘǎ ŀƴƻǘƘŜǊ 

two points of effect, which is enough to complete the task successfully. TƘŜ ōŀǊǘŜƴŘŜǊΩǎ ƻƴ /ƘŀǊƭƛŜΩǎ 

payroll, but ǘƘŜ ǿŀƛǘǊŜǎǎ ǎǳǊŜ ƛǎƴΩǘΧΦ 

Working Together 

If two or more characters work together to tackle a task that additional manpower would make easier, 

simply have each character roll individually and add their points of effect together to determine the 

result of their shared labor. If the helper is an NPC, reduce the difficulty of the task by one step instead. 

Boosting NPC Abilities 

At any time, the GM can boost one of an NP/Ωǎ !ōƛƭƛǘƛŜǎ ŦƻǊ ƻƴŜ Ǌƻƭƭ ōȅ ƻƴŜ ǎǘŜǇΦ Set aside a point of 

Fortune for ǘƘŜ bt/Ωǎ ǘŀǊƎŜǘ ƻǊ ƻǇǇƻƴŜƴǘ ŜŀŎƘ ǘƛƳŜ ǘƘƛǎ ƘŀǇǇŜƴǎΦ !ǘ ǘƘŜ ŜƴŘ ƻŦ ǘƘŜ ǎŎŜƴŜΣ ǘƘŀǘ ǇƭŀȅŜǊ 

receives that stockpile of Fortune. 

For example: 

Schlauraffen is chasing after a fairy 

suspect in the World of Man. Her 

player, Jon, rolls 3d6 to chase after her, 

plus another 2d6 due to being Alert 

and Cunning, and gets 1, 2, 3, 4, and 5. 

bƻǊƳŀƭƭȅΣ ǘƘŜ ǇǳǊǎǳŜŘ ŦŀƛǊȅΩǎ .ƻŘȅ 

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 

Fortune aside for Jon and bumps up the 

ŦŀƛǊȅΩǎ .ƻŘȅ !ōƛƭƛǘȅ ƻƴŜ ǎǘŜǇ ǘƻ 9ȄǇŜǊt 

όмрύΦ ¢ƘŀǘΩǎ Ŝǉǳŀƭ ǘƻ {ŎƘƭŀǳǊŀŦŦŜƴΩǎ 

effort, but since she now has no points 

of effect, he narrowly escapes, slipping 

through a door he locks behind him. 

Schlauraffen desperately tries to break 

the door down (a Hard task), but fails. 

The sŎŜƴŜΩǎ ŜŦŦŜŎǘƛǾŜƭȅ ƻǾŜǊΣ ǎƻ Wƻƴ ƎŜǘǎ 

that point of Fortune. 
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Tools of the Trade 
They ran him through with their swords and left him dead. 

τάBluebeardέ (Perrault, 1697)  

Any physical object that helps you accomplish a task is a tool. A coil of rope is a tool, as is a car or a 

pistol. {ƻƳŜ ǘƻƻƭǎ ŀǊŜ ōŜǘǘŜǊ ǘƘŀƴ ƻǘƘŜǊǎΣ ōǳǘ ǘƘŜȅΩǊŜ ŀƭƭ ƘŀƴŘȅ ǘƻ ƘŀǾŜ ƛƴ ŀ ǇƛƴŎƘΦ 

The vast majority of tools ǘƘŀǘ ŀǊŜƴΩǘ ǿŜŀǇƻƴǎ are worth 1d6. Truly exceptional tools are worth 2d6. Of 

course, the tool has to be useful to the task at hand. A rope can help you climb a wall or tie up a 

ǇǊƛǎƻƴŜǊΣ ōǳǘ ƛǘ ǿƻƴΩǘ ƘŜƭǇ ȅƻǳ ƘƻǘǿƛǊŜ ŀ ŎŀǊΣ ŦƻǊ ŜȄŀƳǇƭŜΦ ²ƘŜƴ ƛƴ Řƻǳōǘ ŀōƻǳǘ ŀ ǘƻƻƭΩǎ ǉǳŀƭƛǘȅΣ ƛǘΩǎ 1d6. 

Exceptional tools are just that: extraordinarily good pieces of equipment. 

Weapons are a specialized kind of tool, and are defined by their Qualities the same way characters are 

defined by their Gifts. Every Quality a weapon has ǘƘŀǘΩǎ ŀǇǇǊƻǇǊƛŀǘŜ ǘƻ ǘƘŜ ŀǘǘŀŎƪ adds 1d6 to the 

ǿƛŜƭŘŜǊΩǎ ŘƛŎŜ Ǉƻƻƭ. The five weapon Qualities are Fire, Gun, Heavy, Long, and Sharp.  

�™ Fire: The weapon is on fire, or uses fire offensively. Examples include a lit torch, a flamethrower, 

and a Molotov cocktail. 

�™ Gun: The weapon is a firearm. All firearms, in other words, start with this Quality. 

�™ Heavy: The weapon relies on its sheer bulk ƻǊ ǿŜƛƎƘǘ ǘƻ ŎŀǳǎŜ ƘŀǊƳΦ LŦ ŀǇǇƭƛŜŘ ǘƻ ŀ ŦƛǊŜŀǊƳΣ ƛǘΩǎ 

an especially big firearm. Examples include a baseball bat, a nightstick, a crowbar, a shotgun 

(fired or as a club), a crossbow, and brass knuckles. 

�™ Long: ¢ƘŜ ǿŜŀǇƻƴΩǎ ƭŜƴƎǘƘ ƳŀƪŜǎ ƛǘ ƳƻǊŜ ŜŦŦŜŎǘƛǾŜΦ aŜƭŜŜ ǿŜŀǇƻƴǎ ƭƻƴƎŜǊ ǘƘŀƴ ŀ ōǊƻƻƳǎǘƛŎƪ 

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. Firearms have this 

Quality, thanks to their ammunition. Examples include a knife, a sword, an axe, an arrow, and a 

bullet. 

A weapon can have a maximum of three Qualities ς but that would be a pretty deadly weapon. 

For example: 

bƻǊƳŀƭƭȅΣ tŦǊƛŜƳ ƛǎƴΩǘ ƳǳŎƘ ŦƻǊ ŦƛƎƘting, rolling only 3d6 unless he can manage to be Clever about it. 

With his trusty baseball bat in hand, however, he gets to add 1d6 to his pool, but only when its Heavy 

Quality comes into play ς say, when 

hitting someone with it. If an NPC with 

Average Body Ability were to pick up that 

ǎŀƳŜ ōŀǘΣ ƘŜΩŘ ŀǘǘŀŎƪ ǿƛǘƘ ƛǘ ŀǘ Trained 

Ability, not Average. If Pfriem managed 

ǘƻ ƎŜǘ Ƙƛǎ ƘŀƴŘǎ ƻƴ ŀ ŦƛǊŜƳŀƴΩǎ ŀȄŜΣ 

ǘƘƻǳƎƘΣ ƘŜΩŘ ƎŜǘ ǘƻ ŀŘŘ нŘс ǘƻ Ƙƛǎ 

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

being Sharp. 

Fairy-tale treasures are tools too, in a 

way, but work differently. See Fairy-Tale 

Treasures for more. 


