
This section will introduce you to 
how the rules of this game work and 
what all the number-bits in this book 
represent. You can read the rules in 
detail in Chapter 5: Playing the Game 
and in Chapter 7: Running the Game.

The Basics
First and foremost, if you’re asking 
yourself, “What is a roleplaying game, 
anyway?” go to www.arcdream.com 
for an introduction. Back? Good!

In the FATE RPG, characters, 
vehicles, equipment, and even scenes 
and locations that are important to 
the story are defined by three key 
terms: aspects, skills, and Gifts. 

Rolling Dice
Many events in FATE—particularly 
the challenges that face the Strangers 
of the Kerberos Club—are resolved 
by rolling a few (usually four) special 
dice called Fudge dice. Each Fudge 
die gives you a +, -, or 0 result. Add 
one for each + and subtract one for 
each -. (The 0 are worth zero.) Get 
a high enough result and you rise to 
the challenge. Important characters 
and objects use skills to boost their 
rolls—and just about everything in 
the game can use aspects.

Since Fudge dice can roll negative 
or positive, it’s possible to get a result 
below zero. Therefore we always put 
either a plus sign or a minus sign in 
front of a roll’s result to make clear 
whether it’s above zero or below zero. 
A roll that’s 6 above zero would be 
written as +6, not just as 6.

Aspects
Aspects are one of the most important 
parts of FATE. They are short, 
descriptive phrases that describe 
characters, scenes, objects, places, 
or even the game world as a whole. 
The ones you’ll probably use most 
often, though, are your character’s 
personal aspects: they express your 
character’s personality, background, 
appearance, beliefs, possessions, 
connections, and other parts of what 
makes him or her unique.

Aspects can be simple statements, 
nicknames, catchphrases, the names 
of associates or enemies, and so forth. 
When you see a character write-up in 
this book, the listed aspects give you 
a sense of who the character is. When 
you make your character, you decide 
what his or her aspects are.

If there’s an aspect at hand—
on your character, the scene, your 
opponent, whatever—and it’s relevant 
to the task at hand in a positive way, 
you can use it to improve your result. 
This usually means spending a Fate 
Point (see the next page) for each 
aspect you use and adding a +2 bonus 
to your roll for each one—although 
no aspect can be used more than once 
on a single roll. Your opponent can do 
the same.

Of course, this aspect business 
isn’t limited to turning failure into 
success. If you’ve already succeeded 
without calling on an aspect, but you 
want to succeed by even more, you can 
use aspects to do that. 

Unimportant characters, locations, 
events and objects can be handled just 

with aspects—leaving out skills and 
Gifts entirely—to speed things up.

You can find more information 
about aspects on page 184.

Skills
Most things that player characters do 
in the game are done with skills (and 
of course if the skill isn’t enough, you 
can augment it with an aspect). Skills 
are areas of training, experience, or 
sheer talent. When you want your 
character to do something risky or 
that has the potential to add to the 
story—something with an interesting 
consequence for failure—you’ll use 
one of your character’s skills. 

Unlike aspects, skills are concrete 
and quantifiable—each skill has a 
numeric skill rating that measures 
how effective the character will be 
with it in play and how likely you 
are to succeed. Skills tell you what a 
character can do.

Every skill also has a Power 
Tier that indicates how effective it 
is in comparison with the efforts 
of an ordinary human being. Most 
skills are in the Mundane Tier, but 
supernatural powers, such as super-
strength or telepathy, will frequently 
be in higher Power Tiers.

To see if you do well, roll Fudge 
dice and add your skill rating. That’s 
your skill roll.

Compare the skill roll to a diffi-
culty number set by the GM. If you 
beat the difficulty number, you 
succeed.

For more on skills see page 198.
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How Well Did I Do?
How well you succeed at a challenge is 
determined by three results of a skill 
or aspect roll: effort, shifts, and effect. 

Add together your skill roll plus 
any aspect bonuses to get your effort.

(Other modifiers caused by the 
circumstances at hand may affect your 
effort, such as when trying to climb 
a particularly slippery wall or find 
a dropped earring in an especially 
cluttered room. That’s up to the GM to 
determine, though. If she doesn’t bring 
it up, don’t worry about it.)

How well you succeed is measured 
in shifts. If your effort beats the diffi-
culty number, you get a number of 
shifts equal to the margin of success. 
If the difficulty rating is +3 and your 
effort is +6, the margin is 3 so you get 
three shifts. 

The number of shifts you get is 
called your effect. The higher your 
effect, the better you did. 

Sometimes you’ll want to spend 
some of these shifts to accomplish 
something special. In that case, reduce 
your effect by the number of shifts 
that you’re spending. See page 320 for 
details. But usually you just use them 
to say how well you succeeded at the 
thing you were trying to do. 

And if you’re competing against 
an opponent, it’s easy. Best effect wins.

Stress
When bad things happen to 
characters—such as injury, embar-
rassment, or fright—they take stress. If 
your objective is harming someone else 
(physically or otherwise), stress is how 
we represent it in the game. 

Stress comes in three varieties: 
Health, Composure, and Reputation. 
The more points of stress you take, the 

worse off you are.
For example, let’s say you’re in a 

fistfight with a couple of goons. Your 
effort (the total of your roll, your skill 
rating, and any modifiers) is +6, while 
theirs is only +3. The GM tells you that 
you can spend a shift to knock one of 
them down a short flight of stairs and 
out of the immediate area. You decide 
to do that, and put the other two shifts 
toward dealing damage. The goon 
takes 2 points of Health stress and is 
knocked down the stairs.

If something has a Weapon rating 
(like “Weapon 1”), it does additional 
stress. If something has an Armor 
rating (like “Armor 1”), it absorbs stress. 

Taking stress is bad. If you take 
enough of it, you’re Taken Out, or 
removed from the story for at least 
a while. You could be dead, uncon-
scious, disgraced, fleeing in panic, or 
whatever’s appropriate for the attack 
that took you out. Within that context, 
the attacker gets to choose your fate. 

Given a few minutes of respite, 
stress goes away on its own. When you 
don’t have that luxury, there is another 
way to reduce stress: by taking conse-
quences.

Consequences
Consequences are longer-lasting 
effects that can be as insignificant as 
being winded or off-balance or as life-
changing as losing a limb or being 
ostracized from polite society. 

You can reduce incoming stress 
by taking a consequence. A Trifling 
consequence reduces stress by 2, a 
Middling consequence reduces stress 
by 4, and a Grievous consequence 
reduces stress by 6. 

Consequences are like aspects that 
are negative (see the Aspects section 

for more on aspects). You don’t want 
consequences, but sometimes they’re 
your only chance to stay on your feet. 
But you can take only so many conse-
quences.

You can also choose to make a 
concession instead of taking a conse-
quence. This is essentially you taking 
yourself out, but according to your 
terms instead of your enemy’s.

When you see a write-up for a 
person, animal, or vehicle in this 
book, the more stress boxes and conse-
quences are listed, the more resilient 
that person, animal, or vehicle is.

Gifts and Fate Points
Gifts bend the rules a little where your 
character is concerned. You might have 
a Gift that gives you a special piece of 
equipment or that makes one of your 
aspects more powerful or that provides 
a little boost to some of your skills in 
the right circumstances. They’re sort 
of a halfway point between aspects 
and skills, in that they have concrete 
mechanical effects, but it’s up to you to 
define the specifics within the guide-
lines provided. Every character has at 
least one Gift. We’ll discuss them in 
the Gifts section on page 244.

Every player also has a store of Fate 
Points—sometimes a lot, sometimes 
a few, sometimes none! Spend Fate 
Points to affect the events of the story 
in your favor; earn Fate Points by 
acting in accordance with one of your 
character’s aspects in a way that puts 
you at a disadvantage. This back and 
forth of Fate Points—the “Fate Point 
economy”—is, like aspects, central to 
FATE. More information on how this 
works is in the Aspects section, page 
184.

And that’s how you play the game.


	The Kerberos Club
	Credits and Copyright
	Contents
	Introduction
	How to Use This Book
	Superheroic History
	Who Are the Characters and What Do They Do?
	The World in Brief
	“Touched by a Strangeness”
	Ripped From the Headlines
	Strange FATE
	. . . Doomed to Repeat It
	Unnatural History
	The Scope of This Book 

	References, Resources and Inspirations 
	Non-Fiction
	Fiction
	Comics
	Roleplaying Games
	Movies
	TV 
	The Web

	Acknowledgements
	How to Play FATE
	The Basics
	Rolling Dice
	Aspects
	Skills
	How Well Did I Do?
	Stress
	Consequences
	Gifts and Fate Points


	1 The Kerberos Club
	Welcome to the Kerberos Club
	Cloak of Lies, Waistcoat of Obscurity, and Opera Hat of Exaggeration
	Origins Mysterious
	The Purpose of the Club
	I Shall Dine At the Club Tonight, My Dear

	The Charter, the Rolls, and Grand Old Tradition
	Running the Challenge
	The Three Laws of the Club
	After the Challenge
	The Traditions as Plot Device
	Filthy Lucre
	The Lost
	Age Before Beauty
	Beneath Stairs: Playing the Help

	Madness to the Method  
	For Queen and Country  
	Spies, Damned Spies, and Informers
	Gentlemen, the Queen!
	Through the Eyes of the Common Man   

	The Kennels  
	Cluttered With Strangeness
	Unwanted Admirers
	Borrowed Wonders
	Evenings at the Club

	Enemies Foreign and Domestic 
	Special Branch
	The Oxford Movement
	Le Société Scientifique
	Section Seven
	The Americans
	Mint Juleps and Mass Murder

	Schweigsame Übereinstimmung

	Famous Members, Associates and Rivals
	Richard Dadd
	Lady Ada Lovelace   
	Christina Georgiana Rossetti
	The Turk
	Joseph Carey Merrick (aka The Elephantine Man)  

	Tides of Change: The Club Through the Century    
	Early (1800 to 1849)
	Middle (1850 to 1879)
	Late (1880 to 1901)
	A Favorite Scapegoat
	A Modern Geek’s Perspective


	2 All Things Right and Proper
	A Brief Social History of Victoria’s England 
	To Be Victorian 
	Under Classes 
	Rag and Bone

	Working Class 
	Middle Class 
	Upper Class 
	Social Expectations
	Being Under Class
	Being Working Class
	Being Middle Class
	Being Upper Class

	Day to Day 
	Money 
	What Things Cost 
	Employment and Pay

	Sound, Sight, Touch and Smell
	Diaries 
	Letters and the Mail
	Newspapers and Magazines 
	Transport
	Politics
	Religion
	Sex, Love and Marriage 
	Manners 
	Covering One’s Nakedness
	South of Gibraltar, All Men are Bachelors
	About One’s Person
	In Service
	The Plague of -Isms
	Victoria and the Birth of the New Woman    
	Of Course, I Don’t Mean You . . .
	The Curse of Progress 
	The Shocking and the Profane: The Growing Strangeness
	An Historical Note
	The Faerie
	Magic and the Occult
	Science and Industry
	Wonders of the Antediluvian World
	Divinity 
	Freakish Human Oddities

	Arms and Armor
	Blades
	Bludgeons
	Firearms
	Early Victorian Firearms
	Misfire
	The Random Misfire
	The Compelled Misfire

	Middle Victorian Firearms
	Late Victorian Firearms 
	Strange Ways to Die
	Artillery
	Body Armor

	About Town and About the Globe
	Horses and Horsemanship
	Horse Statistics
	Carriages
	Carriage Statistics
	Trains
	Tractor Carriages
	Tractor Carriage Statistics
	Mechanized Gun Carriages
	Mechanized Gun Carriage Statistics
	Automotives
	Automotive Statistics
	Aero Ships
	Rocket Gliders
	Rocket Glider Statistics
	A Word On Aircraft Safety


	3 Victoria’s Century
	The Old Familiar Pile
	HMSS Ray
	Zeus’ Thunderbolt in Common Hands
	Wolfriemen
	Her Majesty’s Regard
	Armored in Righteousness
	HMAS Queen 
	Bane of the Undead 
	Turning Un-Dead
	The Mythologies of the World
	Atlantean War Party 
	Atlantean Heroes (Adversaries)
	Champion
	Chief
	Priest

	Atlantean War-Pyramid

	4 Throne of Empire
	Modern London
	The River Thames
	Society and the Season
	Poverty and Desperation
	Crime and Vice
	Crashing the Party
	In a Hail of Hot Lead
	Law and Order
	The Wrong Side of the Law

	City Administration and Services
	The Hounds of Justice

	Culture and Entertainment
	Transportation
	A Visitor’s London
	A Sunday Ride in Hyde Park

	Locations of Particular Interest
	British Museum
	Bethlem Hospital
	Bethlem’s Dead Heart
	Whitechapel
	Escape From Bedlam!
	Victoria Tower
	The Sumpworks
	Heath Row Aerodrome
	Victory Bridge


	5 Playing the Game 
	The Basics
	Character Creation
	The Five Questions
	If You’ve Played FATE Before: Skills, Refresh and Gifts
	Pick Archetype and Social Class
	Buy Skills
	The Adjective Ladder
	Define Aspects
	Buy Gifts
	Skills: How Good is Good?
	Refine Details

	Aspects
	Types of Aspects
	Sample Aspects
	Personal Aspects: Good, Better, Best

	How Aspects Work
	Aspect Declarations, Assessments, and Maneuvers
	Archetypes
	The Three Laws of Faerie
	Magus: Obsession and Madness


	Skills
	Common, Unique, and Strange 
	Combining Skills
	The Common Skills
	A World Without Common Skills?
	Power Tiers 
	The Power Tiers
	But I Don’t Like Fudge Dice!

	Invulnerability and Weakness
	Tier Benefits
	Trappings
	Putting It Together
	Skill Trapping Diagram
	Skill Summary
	One Unique Skill vs. Three Common Skills
	The Common Skills

	Trapping Descriptions
	Climb 
	Climbing Modifiers

	Conversation 
	Convince 
	Craft+ 
	Attention, Control Freaks
	Dexterity+ 
	Disguise+ 
	Dismantle 
	Dodge
	Environment [Type] 
	Esteem 
	Examine 
	Guile 
	Hide+ 
	Influence 
	Information 
	Initiative [Scope] 
	Insight+ 
	Inspire 
	Wait, What’s to Stop Me From Gaming This System?
	Languages+ 
	Leap+ 
	Menace 
	Minions+ 
	Duplicates 

	Move+ 
	Networking+ 
	Rumor Planting Table

	Notice+ 
	Parry 
	Physical Force+ 
	 Repair 
	Research 
	Resist Damage 
	Security 
	Shoot 
	Skulk 
	Stress Capacity [Scope]+ 
	Strike 
	Transport 
	Treatment [Scope]+ 
	Variable [Frequency] 
	Wealth 
	Willpower 
	Workspace+ 

	Extras and Drawbacks
	Extras
	Extras Summary Table

	Drawbacks
	Drawbacks Summary Table


	Magic: Forbidden Lore and Hidden Secrets
	Sacred Magic
	Sacred Works (4)

	Profane Magic
	Profane Sorcery (9)

	How Badly Do You Want Power?

	Sample Unique Skills
	Under Class
	Working Class
	Middle Class
	Upper Class

	Sample Strange Skills
	Adept
	Alien
	Anachronist
	Artificial
	Faerie
	Faerie Glamour (10)
	Godling
	Changed
	Human Oddity
	Magus
	Mutant
	Super-Normal

	Gifts
	Companion
	Equipment
	Gifts and Flaws
	Impact
	Skill, Equipment, or Aspect?
	Signature Aspect
	Skilled
	Theme

	Example: Augustus Shimasaki, aka The Dustman
	Your Kerberos Club
	Problems, Places, and People
	Step One: Status Quo
	Step Two: Places of Interest
	Step Three: Faces
	Step Four: Finishing Touches

	Collateral Consequences
	Advancement
	Chapters
	Stories
	Volumes
	The March of Progress


	6 Dramatis Personae
	Maeve O’Connel
	Lucas Moreland
	“Stony” Joseph Smithson
	Mister Leon
	The Lady Mirabel, Countess of La Lámina 
	Dr. Archibald Monroe
	Other Strangers
	The Turk (Villain)
	The Elephantine Man (Villain)
	Kemnebi Meti, Watcher of the Northern Approaches (Villain)
	The Tower Gang
	Ben Bell (Villain)
	Big Hand (Adversary)
	Little Hand (Adversary)
	The Face  (Adversary)
	Tick Tock (Adversary)

	Strangeness of Every Sort . . .
	Faerie
	Faerie Commoner (Five Average-quality Minions)
	Faerie Beast (Adversary)
	Faerie Peer (Villain)

	The Freak (Villain)
	Saurian Survivor (Villain)
	Her Sister’s Keeper (Adversary)
	The Living Marvel (Villain)
	The Lost Jupiterian (Villain)
	The Man for All Ages (Villain)
	The Conflicted Magus (Villain)
	Rogue Mesmerist (Villain)
	Pre-Human Horror (Master Villain)
	Into the Twisted Halls of Time

	Gentleman Adventurer (Villain)
	Wrathful Divinity (Villain)
	Oriental Mastermind (Master Villain)
	Minor Players, Extras, and Incidental Characters
	Constable (Minion)
	Police Sergeant (Minion)
	Detective (Minion)
	Detective Inspector (Adversary)
	Special Branch Officer (Minion)
	Senior Special Branch Officer (Adversary)
	Tracking Squad
	Automechanical Domestic (Minion)
	Automechanical Rifleman (Minion)
	Automechanical Bay (Minion)
	Thief (Minion)
	Socialite (Minion)
	Thug (Minion)
	Shopkeeper (Minion)

	7 Running the Game
	Time and Space
	The Time Table
	Zones

	Doing Things
	The Time Table
	Effort, Shifts, and Effect
	Interpreting Shifts

	When to Roll Dice
	Setting Difficulties
	Difficulty and Power Tiers


	Conflicts
	Scene Aspects: The Players’ Role

	Attack
	Mental Weapons, Social Armor

	Maneuver
	Move
	Full Defense
	The Environment

	The Opposition
	Creating Minions
	Creating Adversaries
	Creating Villains
	Group Consequences

	Theme In Motion: The Unstoppable Express Train of Drama
	The Burden of Choice
	Breakneck Change and Bleeding Edges  

	GM’s Tools
	Compelling Aspects
	Confounded by Conviction

	Start With Some Assumptions
	Encourage Ambition 
	Small Stories 
	From Out of the Past


	The Adventure of the Black and White Decks
	Arc Dream Publishing’s Free PDF Guarantee
	Are You a Retailer?

	Character Sheet
	Club Sheet

