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By Gary E. Weller

The knife was sharp. He made sure it was sharp. His father had taught him
how to make the blade sharp. Gunnery Sergeant Greene wouldn’t have had it any
other way. There was no other way. It was his way or the highway.

‘John, never give your enemy any mercy,” he could hear his father’s
gravelly voice in his ear, intoxicating his mind, punctuated with the Gunny’s fists.

Today was different. Gunny had taught him to make the knife sharp.
Gunny had trained him to show no mercy. John stared at the knife in his father’s
chest.

It was done.

Welcome to Fate + Fiction
By Berin Kinsman

I've been playing and gamemastering tabletop roleplaying games since 1979.
What keeps me in the hobby aren’t cool new settings or game mechanics. It isn’t the
steady stream of interesting new monsters, or the awesome new powers that I can
use to kill them. It’s the creative and social dimensions inherent to these types of
games. No matter what the genre, or blend of genres, are present, what I love is the
ability to hang out with my friends and collaborate on telling a story. Good settings
and good mechanics certainly help to facilitate that, by presenting possibilities that
players and gamemasters can work with and build upon. But at some point, it all
comes down to your own skills, and your own creative imagination.

The point of the Fate + Fiction line from Asparagus Jumpsuit is to present you
with a story, pull out some of the possible Fate RPG Aspects that can be mined from
it, ask questions, and explore the possibilities. We want to get you thinking about
characters and situations in different ways, with the goal of helping you to bring
more of that depth and texture into your tabletop games. By learning to look at
fiction analytically, we hope to create better gamemasters, better players, and better
overall storytellers.

Our mission statement in the sidebar isn’t a put-on. We really do believe that
literacy, curiosity, and creativity are what make the world go ‘round. Tabletop
roleplaying games are a good training ground for those skills. You have to read, for
a start. Reading games launched me into reading fantasy, science fiction, horror,
and eventually classics and literary fiction. I fell in love with history because of
roleplaying games, read a ton of biographies, and even developed an interest in
science. I became a writer because of roleplaying games, even though most of what
I write these days has nothing at all to do with fantasy or genre fiction. Tabletop
roleplaying isn’t just a game to me, for that reason; it’s important, and it needs to be
supported, promoted, and shared.

About Semper Fidelis

This isn’t a very long story, only 100 words, but there’s a lot of character in
there. We don’t know much about John Greene, but we can imagine the important
bits and extrapolate or invent the rest. We know he’s been up to and, to at least a
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Situation Aspects

John stared at the knife
in his father’s chest.
John has this image in his
head before the deed is
even done. It’s his goal. In
an expanded story, it’s
what he’s preparing for

and working toward.

Character Aspects

His father had taught
him how to make the
blade sharp.

John Greene, or any other
character with this Aspect,
will pay attention to the
little details, especially

about their equipment.

Gunny had trained him
to show no mercy.
There is an unflinching
dedication to completing
the mission, without
emotion, no matter how

unsavory the job.

Consequences

That a knife in the chest
will make you dead is
obvious. That beating your
kid will lead to resentment
and revenge killing is a

less obvious consequence.

Boosts

The blade was sharp. He
made sure it was always
sharp.

Anyone using one of John
Greene’s knives (or of
Gunny’s, for that matter)
will get a boost because
the equipment is top
quality and well

maintained

small degree, why. There’s enough here to pull the essences of John Greene and his
father out and either build characters around them, or instill the bits of them
important to the story into other characters.

The plot here is more of a hook, but it’'s a good hook. It begs other questions,
and those questions are the things a gamemaster can flesh out to build stories with.
What happened to make John hate his father so? It's implied that Gunnery Sergeant
Greene beat him, but what if there’s more to it than that? Did he beat him simply
because he was an abusive father, or was there something sinister or unnatural
about John? What if revenge for childhood abuse wasn’t the motive for the killing at
all? What if Gunny was up to something truly evil, and had to be stopped? What if
John is actually the hero of this tale?

Situation Aspects

There’s no overt “adventure” here that sets up player characters to go from A to
B and accomplish X, Y, and Z. There won’t be in most Fate+Fiction releases. But
there are clear Situations, which a gamemaster can leverage and exploit. We know,
or can infer, that Gunny is (was) a strict military man and enforces rules. We have
an abusive household. We have an opportunity to learn military skills. We have a
plot for retribution.

There are other things that are implied about the world. Did Gunny serve in a
war, or was he a peacetime Marine? Was the war (or peace) on while John was
growing up? If you drop this into another setting, you can incorporate the military
situation there into the background of John and Gunny’s situation. Change the
Marines to anything from an order of medieval knights to futuristic space troopers,
and the situation between father and son remains the same.

Character Aspects

We only have two characters in the story, and one of them is dead. If you want
to expand the story, it’s easy to add John and Gunny at an earlier time. It’s easy to
impose their character traits onto existing characters in your game as well. We don’t
know what John does for a living, or what else has happened in his life. We don’t
know much about Gunny. We can create them from whole cloth, or we can drop
Aspects relevant to the story onto other characters to allow this story to be told.

John’s mother could also be an important character. Where is she? What did she
think and feel about the dynamic between father and son? How could her presence
(or absence) affect the outcome of this tale?

Consequences

Consequences here aren’t as clear as potential Consequences. Of course a knife
in the chest is going to kill a man, even a veteran Marine who may have survived
combat only to be murdered by his own son. One Consequence is that when Gunny
beat his son, he planted the seed of hatred that blossomed over time. In
Fate+Fiction, we’ll discuss Consequences in the basic format of “if X happens, then Y
will result”.

Boosts

The knife isn’t just a knife. It’s an agent of irony. John didn’t kill Gunny with a
knife; Gunny was killed by his own demand for precision. The irony would extend if
a player character intervened, disarmed John, and killed or injured him with his
own meticulously sharpened weapon.

This is the sort of boost we love pointing out in Fate+Fiction. It’s great to have a
+1 sword, but it’'s great when the boost is really the result of a theme, trope or
literary device at play in the story.
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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
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