
Dresden Files RPG: Albany Files Cheat Sheet

Conflict:

Initiative:

Attack: 

(Attacker)

Attack: 

(Defender)

Maneuver:

Block:

Grapple:

Sprint:

Full Defense:

Free Action:

Supplimental 

Action:

Overflow

Legendary +8

Epic +7

Fantastic +6 Minor:

Superb +5

Great +4

Good +3 Invoke an Aspect to:

Fair +2

Average +1 Major:

Mediocre +0

Poor -1

Terrible -2

Attack

Block

Veil

Maneuver Veil

Counterspell

Prolonging

Backlash

Fallout

Thaumaturgy:

3: Choose Power of spell and roll Discipline until you match 

Complexity or fail

2: Prepare Aspects to increase Lore to equal Complexity

1: Determine Effect and Complexity

Similar to making a Zone Border, but anything blocked 

reflects on the user. If breached, the attacker can 

instead choose to spend the shifts on reducing Ward 

Strength. Wards last until reaching -4 Strength or the 

next sunrise. Wards can be stacked. Add 2 Complexity 

for a inside warning system. 4 for mobile warning 

systems. Add Spell Power to Complexity for landmines. 

2 for an ‘observable’ condition.

Ward

a minute

a few minutes

15 minutes

half an hour

an hour

a few months

a season

half a year

a year

a few years

Significant:

a day

a few days

a week

a few weeks

a month

Failed shifts cause harmful scene aspect

Consequences can be accepted to increase Lore

Increase complexity 1 for each step on Time Increments Table 

until sunrise

Similar to evocation veil, add 1 complexity for each 

extra zone covered.

Must = or > Power of original spell.  Free 

Action using Lore to determine spell power.

Extends duration of Blocks and Maneuvers, 

adds power to previous spell.

Power - Discipline = phys/mental stress

4: Discipline roll to prevent fallout/backlash and target.

1 shift per weapon rating, 2 to target 

everyone or split shifts between targets

1 Shift per Block Strength/Last additional 

exchange, 2 per Armor point/Zone 

Border/Additional zone

Perception difficulty of 1/2 Block strength 

inside Veil, 2 Shifts remove perception 

difficulty

Discipline roll at -2 if target has resisting 

skill, Spend 1 shift to extend an additional 

exchange.

Line of sight, lasts 1 exchange unless extended

1: choose the element, and be descriptive

2: Pick Attack, Block, Maneuver, Counterspell or 

Prolonging

3: Set the spell's power, take 1 mental stress +1 per point 

over your Conviction

Fate Points:

+1 to any roll

Reroll ALL dice

Add +2 to final roll

Make a Declaration

Evocations:

a few hours

an afternoon

instant

a few moments

Time Increments

half a minute

Also gain a skill rank

Switch skills, stunts, spend 

refresh, rename one aspect

Also clear Extreme 

Consequence and gain 1 

refresh

a Scene divided into Exchanges, held in Zones with scene Aspects.  Lasts until one group is Taken Out or 

Concedes

Alertness / Empathy / Discipline for Physical / Social / Mental conflict.  In the case of a tie, go to a secondary score 

such as Athletics.

Chose a skill with which to attack, roll fate dice, add skill value, and any remainder over the defense results in 

Shifts.

Defender has unlimited defenses in an exchange as a free action.  Chose a skill with which to defend according to 

the attack skill.  Roll fate dice, add skill value, and any remainder over the defense results in Stress.

Create or remove Aspects on the Scene or anyone in it.  Roll against defense, Scene default is Average (+1).  

Add difficulty to an action (except Block) for an exchange.  1 person block can affect multiple things, blocking 

multiple people can only affect 1 thing.

Use Might to Block every Action taken by a single target for one turn.  May Attack/Block/Maneuver as a 

supplimental action.

Move # of Zones equal to shifts on athletics roll minus any border difficulty.

Do nothing but defend for the exchange, all defense rolls receive +2

Unlimited number of minor/instantaneous actions such as shouting a warning.  

Any action that can be taken without a roll, imposes -1 on main action.  Move one zone, arm yourself, converse 

with someone, or other.

Extra shifts allowing an extra action that isn't an attack

Milestones:


