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By Gary E. Weller

George Eastman watched his friends leave with a bit of sadness in his heart.
He knew it was going to be the last time he saw them. They were good workers,
businessmen and confidants. George was going to miss them all. Without them, he
knew that the entire world would have already succumbed to the Dak. Very few
actually knew about the species let alone see them in their natural form. George
kept that secret to himself and a scant few within his company that was founded so
long ago.

He only became aware of the Dak by accident. It was during the planning
of the trip to Santo Domingo. The enormous amount of devices that he was trying
to pack for the trip leaked into his spare clothes and toiletries. It was too late for
George to not be affected by the chemicals that had already soaked into the silk
pocket-square. With eyes burning from the combination of chemicals, George
Eastman’s vision quickly and surprisingly came into focus.

The beings seemed to shimmer into an existence without the knowledge of
everyone else around them. George looked up and down the street and couldn’t
believe what he was seeing. Between the men and women carrying about their
business throughout the day were the unspeakable things that flickered in and out
of reality. Strange pops and sizzles came from them.

Altogether too many of the beings seemed to group together
communicating in a series of flashing lights from orbs circulating around their
misshapen and lumpy heads. What George took as their faces were little more than
a bristly series of insect-like antennae that absorbed the light from the circulating
orbs. The bristles radiated colored sparks all along the misshapen head and then
arced to another of the alien’s lumpy and bristled heads to start the process all over
again.

Three of the things were in tow surrounding Roland Jenkins, one of his
mother’s boarders. The man was bedraggled as the sparks passed through him from
one Dak to another. Jenkins’ eyes were puffy and dark circles lined his eyes as if he
were punched in the nose.

“Dak skzzzzzzzzzat.”

“Dikdak,”

“Dakdak stzkozat dek-DAK.”

As he approached the house, George could see the strain on Jenkins’ face.
He often complained of headaches and now George could see the cause of them.
The Dak were passing their lightning through his body and soul.

It was then that George Eastman knew God’s plan for him. More pops and
sizzles sounded off from further down the street. Everywhere that George looked,
there were more Dak slithering in that impossible gate near people passing their
lighting to each other through the men and women walking about Rochester.

Divine Providence gave him the power to see the unholy monstrosities and
he knew that God would give him the tools and knowledge to somehow destroy
them. George didn’t know what else to do but try to get a picture of the beasts.



http://asparagusjumpsuit.com/

Dak Kodak Page 2 of 5

Situation Aspects As quickly as humanly possible, George Eastman began to set up the
The entire world would bulky mass that he was to bring to Santo Domingo with his mother. The task was
have already important. He had to capture the image on the glass plate and get the image
succumbed to the Dak. developed. Others had to know that these creatures, these Dak were in the world.

His destiny unfolded before him within colored snaps and pops from an alien
race. Colors flooded his mind as he ran. Soon, he began to understand them.

“He’szh dak-shtzzzzzztak.”

“Kidakdek shzee us!”

George prepared the plate and slid it into the wooden frame and opened
the aperture to illuminate the coated glass. Immediately he regretted it. The
noise on the other side of the curtain was terrible and loathsome as the Dak
seemed to stop in place. High pitched screams mixed with equally loud pops and
the world. sizzles began to fill the air.

“Kodak! Kodak!” Slowly George came out from underneath the curtain as
the image burned itself into the silver salts that were coating the glass plate. He
let the aperture of the camera close as many of the Dak came to a halt in the
street. The color faded from their orbs and the lightning passing between them
ceased. The tentacled, deformed bodies did not move as the wind took their
particulate like smoke from a stack.

“T'zzzze meat hazzzt kodak uzzt!” The sickly voice came from behind
George. Turning, he faced the Dak and stared. The imprint of the alien visage
burned into his mind. The Dak squelched and popped ambers and reds at George.
He could only smile at the feeble attempt at the attack. He could live with a
headache.

It would only take three years of experimentation for George to perfect
the next stage. He, Henry Strong, and the others that were brought into the fold
fought the Dak at every turn - with every picture. The secret war began in
earnest in 1888 when the Kodak Camera was given to the public for only $25.00.

George looked to the window and smiled at the light shining through it.
It only took five decades to defeat the Dak in the United States. Still, there was
much work to be done. Every amateur and professional photographer or
shutterbug was destroying the Dak with every click of the shutter. Yes, they
pressed the button, Kodak did the rest.

Pain lanced George’s hands as he grabbed a pen and wrote out the note
for his friends and loved ones. The scrawl simply read, “My work is done. Why
wait?” George knew that some wouldn’t understand the action he was about to
take. His loyal soldiers would know too well. They knew the threat the world
faced.

There I some sort of alien
or extradimensional
menace, invisible and
unknown to the people at
large, but the main
character and his cohorts

are in the process of saving

George had to concentrate to keep his hands steady as he opened a
drawer in the writing table and withdrew the pistol. The fight would go on, but it
would have to go on without him. George smiled again at the light, pointed the
pistol at his heart and pulled the trigger.
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About Dak Kodak

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. The alternate reality here is that
George Eastman invented the Kodak camera not just to advance the art of
photography, but as a weapon against an invasion by invisible aliens he calls the Dak.

The Situations
There are a 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.

Without them, he knew that the entire world would have already succumbed to
the Dak: It seems as if the Dak are causing harm to humans without even realizing it.
They communicate with one another, so they seem intelligent. While the harm to
humans has to stop, and Eastman’s solution seems ingenious in its ability to fight the
fight without alerting the public to the truth and causing a panic, one wonders about
the ethics and morality of what boils down to genocide against a species that doesn’t
seem actively malicious.

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?

George FEastman is an alternate version of a real person, an inventor and
entrepreneur. He did invent the Kodak camera, the first to use roll film and bring
photography into the mainstream. His last words in this story are his actual last words,
and he did in fact commit suicide, although it was likely due to chronic pain caused
by a degenerative spinal disorder that had grown to be more than he could bear. In
this story, perhaps Eastman has guilt about initiating the genocide of intelligent being
who don’t seem to realize the harm they’re doing.

The Dak are described as being lumpy with bristly hair that carries electrical arcs.
These electrical arcs also seem to be how to communicate with one another and,
incidentally, cause damage to humans who get in the way of those arcs. They seem to
exist on another plane, or are invisible to humans, who can’t see or hear their
electrical discharges either.

The phrase the beings seemed to shimmer into an existence without the
knowledge of everyone else around them would indicate that they’re not necessarily
hostile toward humans, and are as oblivious to the existence to humans as humans are
to them. This makes it doubtful that they’re malicious, although in your own Fate
RPG game anything is possible.

Character Aspects

The beings seemed to
shimmer into an
existence without the
knowledge of everyone
else around them.

To some degree the Dak
seem as oblivious to
humans as the humans are

to them.

Communicating in a
series of flashing lights
from orbs circulating
around their misshapen
and lumpy heads

The Dak are strange
looking, and communicate
via some form of

electricity.



Consequences

The Dak were passing
their lightning through
his body and soul.

The Dak’s means of
communication or
whatever it is they’re
doing, poses a real threat
to the health and well-

being of humans.

The color faded from
their orbs and the
lightning passing
between them ceased.
What happens when you
take a photograph of the
Dak.

Boosts

Yes, they pressed the
button, Kodak did the
rest.

In a scenario where

characters are aware of the

Dak and what they’re
doing, the Kodak would

give a bonus toward killing

them.
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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.

The Dak were passing their lightning through his body and soul. Even though the
humans and the Dak can’t see each other, the energy exchange has an effect on both.
The Consequence of getting in the middle of such an exchange, for humans, is a drain
of what seems to be life force.

The color faded from their orbs and the lightning passing between them ceased.
The tentacled, deformed bodies did not move as the wind took their particulate like
smoke from a stack. This special effect is what happens to the Dak when they get in
the frame of a photograph taken by a Kodak camera.

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.

Yes, they pressed the button, Kodak did the rest. If you didn’t want to make the
destruction of the Dak an automatic thing whenever a Kodak picture was taken, then
the camera would create some sort of bonus to killing the Dak.




Page 5 of 5

Dak Kodak

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,
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Livingstone Shirley.
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Content may be reproduced
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permission.
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