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The felt lining on the poker table brought Jack an easy feeling. The
fuzziness was comforting as he passed his fingers over it. The slick cards slid on the
felt perfectly. It was synchronicity in action. It was beautiful. Jack’s deft hands dealt
the cards around the table. Soon two cards were in front of him and each of the four
others had two cards in the hole.

Jack was more at home at the table than he was in the RV that was parked
out in the lot. Like the RV though, the tables he had seen across the country did eat
up hundreds upon hundreds of dollars if he wasn’t careful. Jack had learned long
ago to respect the table and the cards. He’d done battle with them for too long not
to be respectful of the tools he used to wage battle. The poker table was his arena.

The stone faces around the table revealed nothing about the cards that they
held in front of them. It was as Jack expected. He had respect for the four others
around the table. They were some of the best card players in the world, but more
than that, the four other men and women around the table were the best
paranormal investigators that Jack had ever had the honor of working with.

They were gathered for more than the game. The murmurings in the
shadows were starting to get serious. More and more people were starting to turn up
missing. Local law enforcement as well as FBI trackers couldn’t find the bodies. Jack
and the others knew that the law would never find the bodies. They had already
been drained and cremated. It was necessary for the ritual to bring I to our
dimension.

Cigar smoke filtered up to ceiling and through the vents from the five of
them gathered around the green felt-lined table. Jack peeled back the corner of his
cards. The Jack of Hearts and the Queen of Clubs peeked back at him.

“You know they've already started the sacrifices.” Vijay’s mellow voice
brought Jack’s attention up from his own cards. Her pink sunglasses clashed with
her mocha colored skin. Jack laid his cards flat on the table.

“Three girls on the east coast alone.” Charles took a long pull on his cigar
and let the smoke filter out on its own. His porkpie hat was tilted to the left. Jack
could see the bags under his eyes. Charles didn’t like it when it was school kids that
were abducted. “Fuckers are really playin’ hardball with us.”

“I burned out a nest in Iowa.” Roland added right before he drained another
bottle of beer. Roland let out a belch and placed the empty bottle next to the other
three he had already guzzled down. “Sombitches are puttin’ in the work all right.”

“Bet or fold.” Furlong was the only one of the five who seemed to take the
game a little more seriously than the cult. Jack figured that Furlong was so serious
because he had to pay for the suits that he was always wearing.

Instinctively, Jack reached for the pile of clay chips at his hand and threw
out two black chips into the center of the table. One by one, the rest followed suit. A
thousand dollars in chips contrasted against the green felt.

Jack burned the top card and laid out three more for the flop. The Jack of
Spades, Ace of Diamonds and the Six of Clubs almost glowed under the smoke-
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Situation Aspects

Bring 1t to our
dimension

There’s a cult trying to
raise something nasty, and
their abducting people and
sacrificing them to make it

(or It) happen.

The Feds don't even
want a part of this,
they’re gettin’in the

way more and more.
Our intrepid hunters have
more than one problem to
deal with.

Character Aspects

Jack was more at home
at the table than he was
in the RV that was
parked out in the lot.
That’s a long and very
specific way to say that
Jack is a gambler and no
so much of a vacation

traveler.
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filtered lamplight. Jack looked over to Vijay and nodded.

“Check,” her silky voice almost resonated in the room. “We can’t let them
keep winning. We have to keep on taking them out, no matter what the cost.”
Jack knew she was right. He looked around the table and saw the others could
offer no arguments.

“It's getting worse!” Roland slammed another empty bottle down on the
table. “The Feds don’t even want a part of this, they're getting’ in the way more
and more.”

“And they’re not playing nicely, either,” Furlong nodded in agreement.
“Their bureaucratic bullshit is hindering my operation in Nevada.” The large
man frowned as he locked eyes with Jack. “They think I'm running drugs. The
DEA has been trailing me for weeks. I can’t get anything done.”

Jack smiled at Furlong. His heart was in the right place after all.

“It could be worse, brother.” Jack waited for the rest of them to either
check or raise the pot. No more chips came in. Jack put out the turn. Queen of
Hearts lit up the table. Jack could feel his heart want to race. Two pair could
easily win the pot.

“Another two bills,” Charles sounded tired as he flung two more black
chips in. Finding those girls really took the wind from his sails. Jack felt for him.
It’s never easy reliving a tragedy. Charles’ own girls were killed by the cult no
more than seven years ago. Jack knew the man was only fighting on to honor
their memory.

Vijay nodded and slid another two hundred into the pot. Furlong
followed. With practiced ease, Jack flipped his own chips into the pot.

“Too rich for me brother.” Roland let out another belch as he folded. Jack
saw the glassy-eyed stare all over Roland’s face. He was worn out from the road
and taking out the cultists in Iowa. Roland didn’t hide the stress as well as
Charles did.

Jack flipped out the river. The Jack of Clubs stared out from the green
felt. Jack knew he had the hand. Charles eyed the community cards and tossed in
another two hundred.

“Fold.” Vijay slid her cards away. “If the Feds aren’t going to acknowledge
what’s going on, what choice do we have?” She pulled off the pink sunglasses and
sighed. “We’re all we've got.”

“So,” Jack looked over to Charles and Furlong “how we going to do it
then?”

“We go all in.” Furlong smiled.
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About All In

by Berin Kinsman

I hope you enjoyed Gary’s story. That would make me happy, and I know it would
make Gary happy. Yet even if you didn’t, I hope you can see how even a piece of
fiction you don’t like can be mined for ideas, and ways that those ideas can be remixed
and reimaged and used as material for your own Fate RPG game.

Now let’s deconstruct the story, pick out some of the elements that are present,
and discuss ways that you might use those as possible Aspects in your own Fate RPG
game. Understand that the following interpretations are only my interpretations, and
not the only possible interpretations. The object of Fate+Fiction is to help you learn
how to mine stories for pieces and parts that you can adapt for your own purposes.

Let’s begin by trying to summarize the story. It's more of a brief character study,
and a promise of things to come. It details a meeting of monster hunters over a game
of poker, who seem to be trying to formulate a strategy for balancing what they do
with avoiding problems with the law. In the end the proposal is to approach fighting
monsters like playing poker, going “all in”, no holding back, no regard for
consequences. The stakes are simply too high to play it safe.

The Situations

There are as few Situation Aspects that we can pull out of this story. These
Aspects, or something like them, can then be adapted to your own Fate game. Let’s
take a look.

Bring It to our dimension.

There is a cult out there trying to raise something. To do so, they've been
kidnapping and sacrificing people, including kids. This not only establishes fact, it’s
obviously been used to Compel the monster hunters to action. Consider that - the
setup for the campaign, the basis of the setting, is a Compel to get the player
characters together and acting. From the cultists’ point of view, it’s their mission, their
goal, something they can Invoke for actions in service to that goal.

The Feds don’t even want a part of this, they're gettin’in our way more and more.

Official law enforcement is presumably aware of the kidnapping and cultist
situation, but isn’t doing anything about it. Perhaps it’s because they don’t believe the
hunters. Maybe the hunters are all delusional, and there is no cult. Maybe they’re
right, but someone is diverting official resources away from the problem, implying
that someone high up in government is probably in or affiliated with the cult, even
leading it. It’s possible that the cult has infiltrated law enforcement on several levels,
acting to hinder any official or unofficial investigations.

The Characters

Now let’s examine the characters in the story. For your own Fate game you don’t
need to use these exact characters. Look at existing player characters and supporting
characters, and see who might fill the same roles in relation to the Situation Aspects.
Who might the relevant Character Aspects, or something similar, be appended to?

Jack seems to be our viewpoint character, as much as any of the hunters are. What
we know is that Jack was more at home at the table than he was in the RV that was
parked out in the lot. It's a long way to go to say “gambler”, but it’s more than that. He
spends a lot of time gambling, probably literally and metaphorically (with his life,
fighting cultists). It also shows disdain for the travel he does, a discomfort with his

Character Aspects
Charles’ own girls were
killed by the cult no
more than seven years
ago

We not only know why
Charles fights, but how
long he’s been doing it.
This implies experience
and expertise, as he’s

managed to survive.

Sombitches are puttin’
in the work all right
The cultists are obviously
very dedicated to their
cause, and seem willing to

die for it.

Their bureaucratic
bullshit is hindering my
operation in Nevada.
This establishes the fact of
both where the Feds are
and what they’re doing it.




Consequences

Damned if you do,
Damned if you don't
Any action against the
cultists is going to result in
a story Consequence
involving law
enforcement. Any
Concession to law
enforcement yields ground

to the cultists.

They think I'm running
drugs

An example of a specific
Consequence of crossing
the Feds.
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role as a cult-hunter.

Vijay, Charles, Roland and Furlong are there to establish that other hunters exist,
and to establish the scope of the cult problem. To me, that’s what gives this story legs
as a possible RPG setting. There’s plenty of room for a variety of player characters and
supporting characters. They have other hooks regarding attitudes and appearances,
but that’s not really their role in the story. They establish facts more than exist as
characters. Their bureaucratic bullshit is hindering my operation in Nevada can be an
Aspect for either one of the hunters, reflecting an obstacle or problem, or for the Feds,
showing how and where they operate.

The Fed and law enforcement are a group of characters, and again, pose a
problem. As stated in the Situation Aspects, they may be in on it, or they may be
honest people with bad information who think the hunters are the crazy ones.

The cultists aren’t seen, and we know very little about them. The reference to nests
can be taken a number of ways, from them being slovenly and living and run-down
safe houses, to implications that they’re not entirely human. Sombitches are puttin’ in
the work all right is an Aspect that reflects their dedication to the cause, the brutal
way they work, and how the hunters perceive them.

Consequences
Not every action has a clear or specific consequence, and sometimes we need to
dig a little bit to discover them within a story. Here’s what I found.

There are two obvious Consequences in a larger sense. Not fighting the cultists
means It comes into the world and presumably big, horrible things happen. Fighting
the cultists means getting into trouble with the Feds.

They think I'm running drugs.

This is a specific Consequence of hunters crossing paths with law enforcement.
Whether the Feds really thing that, or the hunter has been frames to try to get them
out of the picture, is unknown. It's a great example of story Consequences being
imposed upon a character. It's temporary; either the character will back off and law
enforcement will forget about it, having gotten what they want, the character will
clear his name, or he’ll get arrested and they’ll try to kill him or otherwise silence him,
or they’ll drop it because they don’t really have any evidence.

Boosts

Boosts are another set of elements that don’t always make themselves explicit
within a story. It often takes some probing and a little bit of imagination to discover
something that could potentially provide a Boost in a Fate game.

We go all in.

Basically, you have to give credit to the characters for doing things in spite of the
inevitable consequences. They get the reward in advance for taking the risk. Give
them a bonus on the roll when they know, with near absolute certainty, that there’s
going to be a Consequence for undertaking the action at all. Specifically, in this
instance, any time a hunter knows that taking action against a cult will bring down the
wrath of a law enforcement or Federal agency, but does it anyway, they should get a
temporary, single-use bonus that they can use at some point during that mission.
However, that also means that you have to bring down the heat on them, and hard, in
return.
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Open Gaming License

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc
(“Wizards”). All Rights Reserved.

1. Definitions: (a)’Contributors” means the copyright and/or trademark owners who have contributed Open Game
Content; (b)"Derivative Material” means copyrighted material including derivative works and translations (including into
other computer languages), potation, modification, correction, addition, extension, upgrade, improvement, compilation,
abridgment or other form in which an existing work may be recast, transformed or adapted; (c) “Distribute” means to
reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)’Open Game Content”
means the game mechanic and includes the methods, procedures, processes and routines to the extent such content does
not embody the Product Identity and is an enhancement over the prior art and any additional content clearly identified as
Open Game Content by the Contributor, and means any work covered by this License, including translations and derivative
works under copyright law, but specifically excludes Product Identity. (e) “Product Identity” means product and product
line names, logos and identifying marks including trade dress; artifacts; creatures characters; stories, storylines, plots,
thematic elements, dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats, poses,
concepts, themes and graphic, photographic and other visual or audio representations; names and descriptions of
characters, spells, enchantments, personalities, teams, personas, likenesses and special abilities; places, locations,
environments, creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs; and
any other trademark or registered trademark clearly identified as Product identity by the owner of the Product Identity,
and which specifically excludes the Open Game Content; (f) “Trademark” means the logos, names, mark, sign, motto,
designs that are used by a Contributor to identify itself or its products or the associated products contributed to the Open
Game License by the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy, edit, format, modify, translate
and otherwise create Derivative Material of Open Game Content. (h) “You” or “Your” means the licensee in terms of this
agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game
Content may only be Used under and in terms of this License. You must affix such a notice to any Open Game Content
that you Use. No terms may be added to or subtracted from this License except as described by the License itself. No other
terms or conditions may be applied to any Open Game Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual,
worldwide, royalty-free, non-exclusive license with the exact terms of this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You
represent that Your Contributions are Your original creation and/or You have sufficient rights to grant the rights conveyed
by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact
text of the COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, and You must
add the title, the copyright date, and the copyright holder’s name to the COPYRIGHT NOTICE of any original Open Game
Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility,
except as expressly licensed in another, independent Agreement with the owner of each element of that Product Identity.
You agree not to indicate compatibility or co-adaptability with any Trademark or Registered Trademark in conjunction
with a work containing Open Game Content except as expressly licensed in another, independent Agreement with the
owner of such Trademark or Registered Trademark. The use of any Product Identity in Open Game Content does not
constitute a challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open Game
Content shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you
are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use
any authorized version of this License to copy, modify and distribute any Open Game Content originally distributed under
any version of this License.

10 Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You
Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any
Contributor unless You have written permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or
all of the Open Game Content due to statute, judicial order, or governmental regulation then You may not Use any Open
Game Material so affected.

13 Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure
such breach within 30 days of becoming aware of the breach. All sublicenses shall survive the termination of this License.

14 Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to
the extent necessary to make it enforceable.

15 COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.

Fate Core System and Fate Accelerated Edition © 2013 by Evil Hat Productions, LLC. Developed, authored, and edited by
Leonard Balsera, Brian Engard, Jeremy Keller, Ryan Macklin, Mike Olson, Clark Valentine, Amanda Valentine, Fred Hicks,
and Rob Donoghue.

Fate+Fiction: All In ©2014 Gary Weller, Berin Kinsman. Authors: Gary Weller, Berin Kinsman. Editor: Stefan Livingstone
Shirley.

Asparagus Jumpsuit
AsparagusJumpsuit.com

All In
©2014 Gary E. Weller

Additional content
©2014 Berin Kinsman

Edited by
Stefan Livingstone Shirley

Designation of

Open Content

Except material designated
as Product Identity, the
contents are Open Game
Content as defined in the
Open  Gaming  License
version 1.0a Section 1(d). No
portion of this work other
than the material
designated as Open Game
Content may be reproduced
in any form without written
permission.



http://asparagusjumpsuit.com/

