
Dice 

Strands of fate uses Fudge dice (denoted 4dF) 

which feature -, + and blank sides. To determine 

your roll just add the total. 

 =+1  

 = 0  

 = -2 

Rolls 

To succeed a difficulty check you just need to use 

the following equation: 

4dF + Ability Rank + Other Modifiers ≥ Difficulty 

If you beat the difficulty by more than 3, you 

generate ‘Spin’, succeeding in a spectacular 

fashion in combat this adds a +1 to that 

characters next roll against that opponent. 

In the case of simple actions characters roll 

against a set difficulty: 

Difficulty Action 

0  Requires little effort or even thought. 

1  Requires a small amount of effort. 

2  A simple task, but requires a little effort. 

The average person will succeed about half the 

time. 

3  A moderately difficult task. 

4  Usually requires some training or you get 

lucky. 

5  A difficulty task. You need to be really 

good to pull this off. 

6  You’d better be an expert if you hope to 

succeed. 

In the case of competing circumstances 

opponents they make a competing roll and the 

opponent with the higher margin of success wins. 

Actions 

Simple Actions 

Simple Actions are actions with a set difficulty set 

by the GM like; jumping gap, navigating a wet 

corner at speed. 

Extended Actions 

Some actions simply cannot be resolved in the 

amount of time usually allotted to a basic action. 

This might be repairing a star ship’s FTL drive, 

write a novel, or trying to sway a crowd to your 

point of view. Extended actions tend to have very 

high difficulties, with the average being 10. 

However, instead of making one roll to see if you 

succeed or fail against the target difficulty, you 

roll several times and add up (or subtract if 

negative!) the total of each roll. 

Contests 

Contests are very similar to Simple Actions but 

they are in direct opposition with other parties. 

Rather than rolling over a set target the parties 

roll an appropriate Ability and compare the result, 

the party with the greatest margin of success wins. 

Examples include; getting away with a simple lie 

(Deception vs Empathy), grabbing a dropped 

weapon (Agility vs Agility), or shadowing a target 

(Agility vs Perception). 

Conflicts 

Conflicts are the result of when two or more 

characters come into opposition in a fashion that 

cannot be quickly and cleanly resolved with a 

single simple roll or contest. Conflicts occur over 

a number of rounds where opponents attack and 

defend themselves in the hope of subduing the 

other. This includes; a gunfight in O.K. Corale 



(Physical), Trying to talk your way past a guard as 

he tries to scare you off (Mental), or attempting to 

frame a politician for corruption (Social). 

Supplemental Actions 

Are taken when a player wants to do a little more 

than a basic action, draw a gun, move into 

another zone, or pick yourself up off the ground. 

Using a supplemental action in conjunction with 

your primary action (of say shooting) imposes a -

1 penalty to that primary action. 

Fate Points 

Fate Points are your currency for your character to 

be awesome. They are used in conjunction with 

your character’s Aspects. Fate Points are spent 

trying to gain a boon for your character or by 

disadvantaging a foe. A character gains Fate 

Points when an opponent disadvantages your 

character in some way. 

Aspects 

Aspects serve to define your character, area or 

even theme for the setting. They can be used as a 

free action to enhance play by advantaging or 

disadvantaging a character with the aid of Fate 

Points.  

Whenever a new Aspect is brought into play 

it can be invoked for free the first time. 

If an Aspect effect is impossible to avoid or 

ignore, the GM may label it as a Persistent 

Aspect, these aspects can be Invoked for free 

and when Compelled you do not gain a Fate 

Point. 

Temporary Aspects come into play when a 

character uses a Manoeuvre to affect the 

environment and it is a type of Aspect that 

can be removed by another player or loses 

effect. 

Assessment 

Some Abilities can be used to make Assessment 

well in advance of taking and action, like 

researching, putting together a plan or casing out 

a bank for a heist in hopes to learn an advantage. 

Perception or even Reasoning can be used to 

create a temporary Aspect that can be Invoked 

when it comes to that heist. Assessments usually 

take a large chunk of time to create, with time 

spent at the library searching through tomes or 

spending hours on a stake-out. 

Declarations 

A Declaration use the Knowledge Ability to state 

facts about things, or Reasoning to draw logical 

conclusions and allows the player to create 

entirely new facts for the gaming world (even 

create new spells). This new fact ends up taking 

the form of an Aspect. Unlike Assessments, 

Declarations can be made immediately. 

Invoking (Spending a 

Fate Point) 

You may spend a Fate Point to gain a bonus on 

rolls in a situation that relates to your Aspect. 

Doing so grants you one of the following benefits: 

+2 bonus on a dice roll 

Reroll the dice 

Invoke for effect, gaining some measure of 

narrative control 

Compelling (Gaining a 

Fate Point) 

Compelling an Aspect is the opposite of Invoking 

one, these usually disadvantage your character 

but grant you a Fate Point. You suffer the 

following effects when an Aspect is compelled: 

-2 penalty on your dice roll 

You are forced to reroll dice 

Something bad happens 



Conflict 

It doesn’t really matter what type of conflict you 

are in (Physical, Mental or Social) the basics are 

very similar and follow these simple steps: 

The attacker makes an attack roll using the 

appropriate Ability (Agility, Strength, 

Reasoning, Deception) and calculate their 

roll to hit. 

The defender then makes an appropriate roll 

to defend themselves (Agility, Willpower, 

Empathy) to try to stem the attack or to avoid 

it entirely. 

During both rolls the Attacker and Defender 

may Invoke or Compel any Aspects. 

Finally, if the difference between the 

attackers roll to the defenders is positive, the 

defender suffers that difference as Stress 

(plus any Weapon Rating and minus any 

Armour Rating is appropriate). 

Consequences 

Each type of conflict has a Stress track with a 

number of levels. During conflict when a Stress 

track is filled that character receives a 

Consequence. This Consequence is a new Aspect 

that reflects the injury you have sustained due to 

accumulating too much Stress. As you progress 

through the Stress track the Consequences 

become more severe, starting from Minor, Major, 

Severe (P), Extreme (P), and finally Defeated (P). 

Like any other new Aspect a Consequence may 

be Compelled for free the first time. 

Spells 

To use a spell successfully you require three 

factors; Wand movement, Incantation and 

Deliberation. Having said this, spells use different 

Abilities depending on what the defining Ability 

the situation calls for. Such as using any Charm, 

Jinx, etc as an attack you would use your Agility 

ability to hit a dynamic opponent. If you used a 

Charm to enchant an item you would use your 

Craft ability to correctly bind the spell to an object. 

Being skilled at Transfiguration requires strong 

Willpower requiring strong Deliberation. 

Spell Muscle Memory 

Sometimes it can be difficult to remember the 

exact pronunciation of an incantation or wand 

flourish on the fly. This is why witches and wizards 

have favoured spells locked into ‘muscle memory’. 

Your ‘muscle memory’ is twice your Knowledge. 

Of course just because you don’t have a spell in 

your ‘muscle memory’ does not mean you can’t 

recall it. It simply means that you may not 

remember it with ease and will require a 

Knowledge roll and risk getting it wrong. 

Nonverbal and Wandless Spells 

Some witches and wizards with exceptional skill 

can cast nonverbal and wandless spells. This can 

give them a great advantage in duels and 

skirmishes. 

Nonverbal Spells take effect whenever a witch or 

wizard casts a spell without saying the incantation 

either intentionally or unintentionally. On a 

successful cast they gain the temporary Aspect of 

Nonverbal Spell but the caster gains a -2 penalty 

to the due to the difficulty of performing such 

spells. The Expert Advantage, Nonverbal Spells 

and Nonverbal Spell Focus can negate the 

penalty. 

Wandless Spells are naturally volatile and take a 

powerful and disciplined witch or wizard to 

perform them. Wandless Spells are horribly 

difficult and incur a -3 penalty to those who 

attempt to cast them. Of course the Heroic 

Advantage, Wandless Spells and Wandless Spell 

Focus can negate the penalty. 

The truly powerful or desperate may try to cast 

both Wandless and Nonverbal magic at the same 

time. In this case the penalties will stack. 

Counter-Spells 

A Counter-spell as its name suggests, is a spell 

used to remove or hinder the effects of a spell. 

Counter-spells can be used in combat in 

immediate response to an attack. 



They can also be used during combat as a 

Manoeuvre to remove a Temporary Aspect 

created by a spell. The difficulty of removing a 

Temporary Aspect can be measured by how 

successful the original spell was cast. 

Protego the Shield Charm 

Is a spell that summons a magical shield to 

protect the caster. This spell can be used in 

response to an attack on the caster.  

Taking the time to use Protego as a Manoeuvre in 

physical combat grants the caster a number of 

temporary Armour Stress boxes with an Armour 

Rating of +0. The number of Armour Stress boxes 

equals the Agility roll subtract the Spell Difficulty. 

The benefits of the Shield Charm can be 

enchanted onto robes or clothing to give them 

armour qualities. 

Spells in Conflict 

Attacking with a spell works much like other 

physical combat. An attack is rolled as a contest 

between the attacker and the defender, this is 

usually made with an Agility roll. Any relevant 

Aspects and Advantages can be made to this 

attack or to disadvantage the defender. 

The defender on the other hand may defend 

themselves in any way they see fit. They may 

simply attempt to dodge using their Agility roll or 

they could attempt to counter the spell using their 

Agility roll. The defender may also use any 

relevant Aspects and Advantages to best defend 

from the impending attack. 

Spells as Manoeuvres 

Spells in conflict can be used to outright attack 

your target but they can also be used to affect the 

environment, your allies or even to counter spells. 

A Manoeuvre is an action used in combat that 

can be used in place of an attack to set up a 

temporary Aspect which can be invoked for free 

the first time. When a Spell is cast as a 

Manoeuvre on an opponent it will be determined 

by a contest between the two. 

Examples of spells used as a Manoeuvre: 

Used on a Zone – The Smokescreen Spell 

can be used to add the temporary aspect 

‘Smokey’ to the zone. 

Disadvantage an opponent – The Confundus 

Charm can be used on an opponent placing 

the ‘Confunded’ aspect on them. 

Advantage an ally – The Feather-light 

Charm can used on an ally or even an 

object to give them the aspect ‘Lighter than it 

looks’. 

 

 


