
Uses of Shifts (page 53 and 224)
-Reduce time required 1 increment
-Improve the quality of the job 1 step. 
-Make the job harder to detect 1 step.

Zones (page 55)
Same Zone Fists (melee)
+1 Zone Weapons (thrown)
+2 Zones Guns (handguns)
+3 Zones Guns (rifles)

Fate Points (page 10)
+1 to any roll or
+2 or reroll (by Invoking an Aspect)

Full Defense +2, can do nothing else
Block to help someone else (60) - person you are helping 
uses their defense or your blocking roll, whichever is better
Block to prevent (61) - contest of skills,  
blockee must win by one shift
Supplemental Action (62)  -1 on primary skill
Combining Skills (63): roll primary skill, modified by sec-
ondary skill (+1 or -1).  In some situations, secondary skills 
can only restrict (-1) or only complement (+1) 

Type		  Duration		  Example					     Reduce Time
Mild		  until end of scene	 Out of Breath, Bad First Impression, Spooked	 Mediocre
Moderate	 6 hours downtime	 Twisted Ankle, Minor Scandal, Writer’s Block	 Fair
Severe		  until next adventure	 Broken Ribs, Sullied Reputation, Paranoid	 Great

Maneuvers (page 71)
1. simple contest (if no opponent)
2. alter scene (may add or remove Aspect, usually costs FP)
3. target another character, opposed rolls, add temporary Aspect
(attacking character gets to tag for free next on next roll, others pay FP)
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want to do that. �e answer should always be “because you want failure to
be more likely” – hopefully because failure’s cool too.

If you are tempted to make a roll so di�cult that failure is likely, make sure
you’ve got a solid reason why that’s so, and why you’re calling for a roll.

With di�culties set low, shi�s (page 53) become critically important.
When the question is not “will they succeed?” then it becomes “how (or
how much) will they succeed?”, and that means the number of shi�s a char-
acter generates on a roll becomes the yardstick you can use to frame how
something turns out.

E�ect Description

0 shi�s Minimal success – �e character pulled it o�. It’s neither
pretty nor graceful, but it works, at least for now.

1 Shi� Notable success – �is is a clear-cut success. �e
character’s result is solid, reliable, and while it may not be
inspired, it is absolutely workmanlike.

3 Shi�s Signi�cant success – �e success is su�cient enough to
be noticeably well done, and will be of �ne quality, very
reliable and so on. A signi�cant or better success can be
said to generate spin (see below).

5 Shi�s Potent success – Not only is the quality of the success
remarkable, it may have some unexpected, secondary ben-
e�ts, such as a deeper insight into a problem at hand.

Example: Jet Black has gotten himself in over his head. Again. And he
doesn’t even know it yet. He’s about to be ambushed by a passel of grey
men, so the GM calls for an Alertness roll. Jet makes his roll, and there
are a couple of possible outcomes:
If he succeeds but generates no shi�s, he notices them at the last possible
minute, so he won’t be surprised, but they’ll have him surrounded.
If he succeeds with one shi�, he’ll notice them just a little bit before they
jump him, probably giving him time to get his guns out.
If he succeeds with three shi�s, he notices them in enough time that he
could probably avoid the encounter, or go in armed for bear.
If he succeeds with �ve shi�s, he spots them before they spot him, and he
may have an opportunity to ambush the ambushers.

Short-term Healing (page 267)	     Full action, make roll against Mediocre
Shifts	 Box Checked Off	 Shifts	 Box Checked Off
	 1	 1	 5	 3
	 3	 2	 7	 4

The Basics

Conflicts

Sprint (against Mediocre), shifts must equal zones or more.  
Borders (any barriers or delays) add shifts based on their 
border level to the roll.
Movement (62): 1 zone -1 supplemental action;  
		    2 or more zones, roll 
Overflow (79): only against minions or after Taking Out 
named character can be used in immediate follow-up action
Spin (80): 3 shifts or more on defense rolls  
allows +1 or -1 on next roll

Consequences

Long-term healing
Requires a scene; success reduces 
healing time by one step
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Taking Your Time
When a character fails a roll to perform a task that
he reasonably should be able to do, the GM can
simply rule that the task succeeds but takes longer
than it normally would. For each step of additional
time the character spends on the action, he gains a
retroactive +1 on the roll, to a maximum of +4.

Example: Jack B. Nimble encounters a
somewhat tougher lock, and fails his roll by two.
He’s under a bit less stress this time though, so
he keeps working at it, and a�er half an hour he
�nally gets the lock open.

Adjudicating Skills
All right. Here’s where we roll up the sleeves, look at
each skill on a case by case basis, and get our hands
a bit greasy. As a fair warning, we will be repeating
ourselves a bit here and there in the interests of
making sure that when you �ip to a particular skill,
you’ve got most all you need to make a quick judg-
ment call right there.  Hang on tight…

Academics
(Skill, page 85; Stunts, page 116)

When setting the di�culty for a research roll, the best yardstick is the
obscurity of the knowledge sought.

Something with a Fantastic di�culty is probably only known by one or two
people in the world. Superb di�culty is limited to the handful of leading
experts. Great would equate to all the top men in the �eld, while Good
and lower start getting into the common body of knowledge. Di�culties
beyond Fantastic are appropriate for lost knowledge. Shi�s on the roll
should correspond to the depth of detail discovered.

}Declaring Minor Details [Academics]

For guidelines on setting di�culties for minor details, see “Setting
Di�culties for Declarations”, above on page 225.

Time Increments
Instant
A few moments
Half a minute
A minute
A few minutes
15 minutes
Half an hour
An hour
A few hours
An a�ernoon
A day
A few days
A week
A few weeks
A month
A few months
A season
Half a year
A year
A few years
A decade
A lifetime
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Taking Action
When a player takes action, he describes what his character is doing and,
if necessary, rolls an appropriate skill. Each action is resolved as either a
simple action (if there is no opposition), or as a contest, with the details
depending upon the speci�cs of the action.

Most actions in a �ght will be either attacks or maneuvers.

Attacks

An attack is an attempt to force the attacker’s agenda on a target, by
attempting to injure them, by bullying them, or by some other means. An
attack is rolled as a contest, with the attacking character (the attacker)
attempting to beat the defending character (the defender) in a roll of
skills.

Not all attacks are necessarily violent. An attempt to persuade or distract
someone is also a sort of attack. When determining whether or not the
attack rules apply, simply look for two characters in con�ict, an agenda (or
“want”) pushed by the acting character, and the target or obstacle to that
agenda, the defending (or “responding”) character.

�e skills used to attack and defend depend on the nature of the attacker’s
agenda.  Here are some examples.

If the attacker wins the roll, his shi�s may be spent to in�ict stress on the
defender (see “Resolving Actions”, page 65). If the defender wins, the
attack fails; if the defender wins signi�cantly, he may even earn spin (see
“Spin”, page 79), which he can use to his advantage.

Maneuvers

A maneuver is an attempt to change the situation in some way, a�ecting
the environment or other people, but without damaging or forcing the
target (if force is used or damage is dealt, it would be an attack). When a

�e attacker wants... So he uses... And the defender can use...
To physically harm Fists, Guns, Weapons Fists, Weapons, Athletics
To deceive Deceit Resolve, Empathy
To scare Intimidation Resolve
To charm Rapport Resolve, Deceit
To force movement Might Might
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Most people are Average at the things they do for a
living, like Science for a scientist, and are Mediocre
or Poor at most other things. It is only when they
are driven to excel that they surpass those limits.

Pulp heroes push the very boundaries of what
“normal” people are capable of, and as such, they
tend to be Superb at whatever their central passion
is. �is means that pulp heroes (and Centurions in
particular) are genuinely exceptional individuals,
and are frequently recognized as such.

Rolling the Dice
Whenever a player rolls dice, he rolls four Fudge dice
(abbreviated as 4dF) to generate a result between -4

and 4. When reading the dice, a+ equals +1, a- equals -1 and a0 equals
0.   Some example dice totals are shown to the right.

�e total of the dice is then added to an appropriate
skill to get a result. �is result can be referred to as
the e�ort made, but sometimes, it’s just “the result”.

Example: Sally Slick is a Superb (+5) engineer.
She rolls the dice to defuse a bomb and she rolls --0+ (-1) for a total
result of +4. Checking the ladder, that’s a Great (+4) e�ort.

If you �nd yourself without Fudge dice, then roll 4 six-sided dice. Any die
showing a 1 or 2 is treated as -, and any die showing a 5 or 6 is treated as
+.

Difficulty
When a character rolls for a result, he is trying to meet or exceed a target
value, which is the di�culty for the roll. �e di�culty indicates how hard
it is to do something. Di�culties are measured on the same ladder as every-
thing else. For instance, it might be a Mediocre (+0) di�culty to jump-
start a car, but a Good (+3) di�culty to repair that same car a�er a serious
breakdown. Guidelines for setting di�culties are found in the GM’s sec-
tion of the book.

�e di�erence between the di�culty and the result of the roll (the e�ort)
is the magnitude of the e�ect, which is measured in shi�s. Shi�s are used,

+8 Legendary

+7 Epic

+6 Fantastic

+5 Superb

+4 Great

+3 Good

+2 Fair

+1 Average

0 Mediocre

-1 Poor

-2 Terrible

-+-- = -2

+000 = +1

0+0- = 0



Setting Declaration Difficulties (page 225)
Base Difficulty Level:  Mediocre

Add	 If Declaration:	
2 shifts	 isn’t interestng or funny		
2 shifts	 won’t lead to interesting consequences 
2 shifts	 doesn’t propose a specific and interesting
	 or heroic course of action
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If your players haven’t quite got a grasp of how much they can do with dec-
larations, you will probably need to lower the di�culties to suit – but you
should let them know what makes a declaration more likely to succeed.

Setting Assessment Difficulties
Several skills (perception skills especially) may be used to make assess-
ments. An assessment is an e�ort made by a character to discover one or
more hidden aspects about a particular target (an individual, group, loca-
tion, or scene). If the target of an assessment is a person or a group, the
di�culty of the assessment is usually an opposed skill roll. Static entities
like locations or objects typically have di�culties based on their quality. If
there’s no obvious way to determine the assessment di�culty, consider the
baseline di�culty to be Mediocre.

At the GM’s discretion, if a character gains spin (page 79) on an assessment
roll, he may gain insight into a more potent fact, or one additional fact
– potentially allowing good rolls to result in the revelation of two aspects.

Time
When a character takes an action, it is expected to take a certain amount
of time, ranging from a few moments to a few days.  Sometimes characters
need to take longer to do something or want to do something a little faster.
When that happens, take a look at the chart on page 227 and �nd how
long the tasks should take.

Each shi� the character generates that is put towards doing something fast
makes the task one step faster.

Example: Jack B. Nimble is picking a lock. �is normally takes a few
minutes, but Jack is in a hurry. He succeeds by two, generating two
shi�s, so he can get the task done in half a minute (2 steps �om a few
minutes).

Target Di�culty

Person Usually Rapport or Deceit (see skills).

Location Quality of concealment (default Mediocre).

Group Usually Leadership of group’s “Named” leader,
otherwise, quality level of the minions in the
group.

Setting Assessment Difficulties (page 226)
Either opposed roll or quality of object or location, 
defaults to mediocre
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�e Iceman Jenkins tip-o� at least says “to deal with this, you can go to the
southside motel right now!” whereas “there’s a hitter in town” suggests that
it’s simply the �rst step in a longer investigation to discover the identity of
the hitter and, if necessary, neutralize him. If it’s your intention to kick o�
a potentially long investigation sub-plot, great – your tip-o� is right what
you want it to be. But if that’s not your intention, you’ve created a wrinkle
for yourself that you’re going to burn some game time on smoothing out.
Regardless, you need to be sensitive, as with any kind of investigation, to
making sure that the process you kick o� with a tip is not simply a parade
of frustrating dead ends.  Tips should head somewhere!

As a rule of thumb, like Alertness, don’t have the character roll for a tip-
o� unless you have something to tell the character. To do otherwise is just
mean!

}Rumors [Contacting]

When a player plants a rumor, consider it a mental bookmark. Assuming
anything but a terrible roll, that rumor should resurface later in the game.
What form it takes depends on the player’s roll.

Mediocre or Average �e rumor earns passing mention
Fair or Good Other characters are passing around the

rumor, even back to the original character

Great or better �e rumor has spread far enough that
someone (presumably the target) will do
something in response to it. Additional
shi�s above Great may indicate that the
rumor has spawned a number of alternate
or embellished versions as well, all with
the same thread running through them, or
may be used to speed up the rate at which
the rumor spreads.

Deceit
(Skill, page 95; Stunts, page 134)

People say you can’t con an honest man, and there’s a good reason for
it. Even the most persuasive lie can only suggest a course of action, not
compel one. At best, a lie can suggest that a given course of action is in the

Rumors (page 238)
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the character is trying to get a speci�c e�ect. �e con�ict rules can cover
most of those situations, but in a pinch, the character may use Art in con-
test to an opponent’s perception skill, as in forgery (see page 231).

}Art as Performance [Art]

When Art is used to put aspects on a scene, those aspects describe the
mood of the scene, and as the GM, you should keep them in mind for
more than just invocations and compels. For instance, if the mood of a
scene is “somber” then you should take that as a cue for NPC behaviors,
just like you’d describe a scene with a “dark” aspect as having things that
are hard to see..

It’s also worth remembering that the mood of a group o�ers a secondary
opportunity for compels and other complications – if the mood of the
room is somber, and a player fails to act in accordance with the mood,
others will probably respond badly to them, rather the way people might
respond to someone using their cell phone in a funeral.

Not every performance is going to put an aspect on a scene. To start out,
the artist describes what aspect he’s trying to put on the scene and how
he’s going to go about it. �e di�culty for an adequate performance is
Mediocre, but the di�culty for a performance that’s good enough to shape
the mood is starts two higher, at Fair. �is di�culty may be further modi-
�ed by other factors:

Di�culty Notes Mod.
Adding to a 
mood

If the room has an existing mood, adding an
additional mood is a little harder.

+1

Changing a 
mood

If the new mood is going to replace an existing
mood (either by design, or because it’s actively
contradictory to the existing mood), it’s more
di�cult.

+3

Distractions A noisy room or other activities will make it
hard to focus on the performance.

+1

Major
Distractions

It takes active e�ort to pay attention to the per-
formance, such as when the performer is in a
large, active area with many distractions.

+3

Total
Distractions

�ere’s no reason for anyone to be paying atten-
tion to the performance, such as on a battle-
�eld.

+5

Art Penalties (page 229)Climbing and Falling (pages 234-5)
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�ese di�culties assume a fairly easy
climb, a situation with many hand
and footholds, like a fence. �ey
are subsequently modi�ed by cir-
cumstance. �e three main factors
a�ecting a claim are slipperiness,
visibility and distractions. Each of
these can increase the di�culty by
1 or 2.

Given all these di�culties, certain
climbs (like a glass skycraper at night
while someone’s shooting at you) are going to be too di�cult even to try,
so it’s important for a climber to know his limits (or have stunts to exceed
them).

Most of the time, you won’t need to get into the nitty-gritty of a climb,
since most climbs are either fairly simple (in which case, de�nitely con-
sider why you’re asking for a roll) or are of the “Impossible! No man could
do such a thing!” variety. If you’ve got a character who has taken stunts
to allow such climbing, remember to hook him in with opportunities to
show his stu�.

Climbing should usually be binary – if the character can’t do it, they usu-
ally �gure that out near the bottom, so they succeed or they don’t, rather
than getting partway up, slipping, and falling. However, if you want to
insert such a moment of tension, halfway up a wall is an excellent time to
compel an aspect (environmental ones are good for this) and, if the player
accepts, demand a new roll.

}Falling [Athletics]

A short fall is usually anything under 20 feet. It can hurt, but in heroic
�ction, such falls are little more than inconveniences. A medium fall is
more substantial, anything up to three or four stories. If the fall is more
than that, but you can still see details on the ground (say, 10 stories), it’s a
long fall. Anything more than that is an extreme fall. By default, a short

Height Base di�culty

Short Mediocre (+0)

Medium Fair (+2)

Long Great (+4)*

Extreme Fantastic (+6)*

* Climbs of this length are Athletics
restricted by Endurance unless
the character has the ability to
rest occasionally.

Mod. Slipperiness Visibility Distractions
+1 Wet or slick Dark or Raining Non-threatening

interactions
+2 Completely smooth Pitch Black External dangers
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�ese di�culties assume a fairly easy
climb, a situation with many hand
and footholds, like a fence. �ey
are subsequently modi�ed by cir-
cumstance. �e three main factors
a�ecting a claim are slipperiness,
visibility and distractions. Each of
these can increase the di�culty by
1 or 2.

Given all these di�culties, certain
climbs (like a glass skycraper at night
while someone’s shooting at you) are going to be too di�cult even to try,
so it’s important for a climber to know his limits (or have stunts to exceed
them).

Most of the time, you won’t need to get into the nitty-gritty of a climb,
since most climbs are either fairly simple (in which case, de�nitely con-
sider why you’re asking for a roll) or are of the “Impossible! No man could
do such a thing!” variety. If you’ve got a character who has taken stunts
to allow such climbing, remember to hook him in with opportunities to
show his stu�.

Climbing should usually be binary – if the character can’t do it, they usu-
ally �gure that out near the bottom, so they succeed or they don’t, rather
than getting partway up, slipping, and falling. However, if you want to
insert such a moment of tension, halfway up a wall is an excellent time to
compel an aspect (environmental ones are good for this) and, if the player
accepts, demand a new roll.

}Falling [Athletics]

A short fall is usually anything under 20 feet. It can hurt, but in heroic
�ction, such falls are little more than inconveniences. A medium fall is
more substantial, anything up to three or four stories. If the fall is more
than that, but you can still see details on the ground (say, 10 stories), it’s a
long fall. Anything more than that is an extreme fall. By default, a short

Height Base di�culty

Short Mediocre (+0)

Medium Fair (+2)

Long Great (+4)*

Extreme Fantastic (+6)*

* Climbs of this length are Athletics
restricted by Endurance unless
the character has the ability to
rest occasionally.

Mod. Slipperiness Visibility Distractions
+1 Wet or slick Dark or Raining Non-threatening

interactions
+2 Completely smooth Pitch Black External dangers
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fall imposes minor consequence, a medium fall imposes moderate conse-
quences, a long fall imposes severe consequences, and an extreme fall hops
right to taken out regardless of die rolls (unless stunts get involved). See
the table below for a summary of these e�ects.

When a character falls, he should roll Athletics. If he fails to make a
Mediocre (+0) di�culty, the fall is treated as one category worse than it
is. If he beats a di�culty based on the length of the fall (as shown in the
table below), he may treat the fall as one step shorter (so a long fall would
be come a medium fall and so on).

Extreme Falls (and falls in general) are more useful as a threat than a reality.
�e danger of a �ght on top of a skyscraper is emphasized by the danger of
falling, but the falling should never be central to the scene, unless you can
think of a way to make it very cool.

Fall Height Base Di�culty Consequence

Short Up to 20� Fair (+2) Minor

Medium Up to 40� Great (+4) Moderate

Long Can see the
ground clearly

Fantastic (+6) Severe

Extreme Is that a house? (Can’t be attempted
without “Safe Fall”
stunt, page 126)

Taken Out

Burglary
(Skill, page 92; Stunts, page 128)

}Casing [Burglary]

Casing can be treated as either an assessment or a declaration. Players may
respond well to feeling that they have some ownership of the scene, so in
general, if a player’s willing to step up and declare something about the
joint he’s casing, you should not only let him, you should encourage it. If
the player declares, see the “Setting Di�culties for Declarations” section,
page 225, for guidelines about setting di�culties for casing.

�ere’s no guarantee that a player will do that, however. Sometimes you’ll
instead approach this as assessment – the player wants you to reveal an
aspect to him if he rolls well enough. �is is also �ne, but the guidelines
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Weapons
(Skill, page 114; Stunts, page 203)

First and foremost, remember that the ability to throw things is the main
mechanical balance for the Weapons skill versus the Fists skill. �e Weapons
skill bridges the gap between Fists and Guns as a combat skill. Provided an
actual weapon is in hand, the Weapons skill may be used to attack – and
some weapons will either be thrown (like a knife) or have an unusually long
reach (like a whip), allowing the attack to reach into an adjacent zone – as
well as to defend. �e downside, simply, is that the skill requires the use of
a weapon – someone who successfully disarms a character using Weapons
has e�ectively deprived him of using this skill.

�e primary disadvantage a Fists user faces against a Weapons user is the
ability of the weapons user to make use of this additional reach, and the
GM is encouraged to be generous when allowing a Weapons user to make
maneuvers that take advantage of this.  At the same time, the advice under
Fists (see page 249) about mismatched weapons remains valid – a weapon
does not in and of itself grant a bonus, but it does shape the way a �ght is
described.

Other Common Situations
Beyond the situations covered by speci�c skills, above, there are other
common situations which bear some examination.

Fire
Fire and other environmental hazards are rated by their intensity. At the
beginning of the exchange, they in�ict that much physical stress on every
person in the scene.  Intensity basically means:

Intensity Means...
0 �e building is on �re, but the �re can be avoided.
1 Almost everything is on �re, and the heat is pressing in on

you in waves.
2 Everything is on �re, and the �ames lick up near you.
3 Inferno. �ere may well be nowhere to run, you have only

moments to live.

Some environments are fatiguing rather than damaging, such as trying to

Fire  (page 271)
Intensity inflicted as stress each round
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At the GM’s discretion, when the doctor in question gains spin on his roll,
the time to recover may be reduced by two steps instead of one.

}Science! [Science]

�is follows the rules for Academics’ “Minor Details” (and declaration
actions in general), page 87 and page 227 , almost to the letter, except that
the fact or facts involved must be of a scienti�c (or scienti�c sounding!)
nature.

Sleight of Hand
(Skill, page 111; Stunts, page 195)

}Pickpocket [SleightofHand]

One common pickpocket technique that players may try is the “bump and
grab”, where an accomplice distracts the target, usually by bumping into
them, so they are less likely to notice the pickpocketing attempt.

If the player has an accomplice, the accomplice rolls a quick contest of
Deceit or Sleight of Hand against the target’s Alertness. If successful,
they’ve distracted the target, and the target doesn’t get the +2 bonus to
their Alertness as mentioned on page 111. Without an accomplice, a player
is already presumed to be doing as good a job at distracting the target as
he can.

Stealth
(Skill, page 112; Stunts, page 197)

Stealth really depends on conditions. First and foremost, if someone is
actively watching the character, there’s no way to start sneaking. Beyond
that, Stealth is greatly a�ected by the environment.

Bonus Environment
+4 Pitch black, no visibility
+2 Dark, smoke, thick fog, no clear line of

sight, greatly diminished visibility
0 Dim lighting, cluttered line of sight.
-2 Good Lighting, clear line of sight
-4 Bright lighting, clear area

If you’re not certain how to handle something, treat it as a half step. For
example, if a ninja is hiding in the dark (+2), but the guards have �ash-

Stealth Modifiers (page 268)

Running the Game

Minions (page 74)
base Quality average 1, fair 2 or good 3
Quantity	 Bonus	 Quantity	 Bonus
2-3	 +1	 7-9	 +3
4-6	 +2	 10 and up	 +4
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}Breaking Things [Might]

Given time and tools, pretty much anything can be broken. In general
there are two ways to break something: methodical and abrupt.

To break something methodically generally requires no rolling. Given
time and tools, you can eventually break anything. How long it will take is
mostly just a matter of common sense, ranging from a few moments to saw
a board, to decades to scratch through a door with a spoon. �is is usually
done o�-screen, and a Might (or Engineering roll) might do to get a sense
for how well or quickly the job is done, but if no one is interrupting or
otherwise involved, it will work sooner or later.

If it’s necessary to break up a methodical roll into something measurable,
you may call for a number of rolls and tally shi�s to get a sense of progress,
but that is ultimately more a narrative convenience than a real measure of
di�culty. In short, if you want to interrupt a methodical e�ort with things
like enemy attacks, you can certainly call for a roll between each interrup-
tion, but make sure you know what those rolls mean. If they aren’t actually
going to a�ect the speed of the progress, then you’re just rolling to main-
tain pacing. �ere’s nothing wrong with that (see “Testing the Breeze”,
page 322), but it’s important to remember why you’re doing it.

Breaking something abruptly is more dramatic – knocking down a door,
splitting a board with one’s hands, bending iron bars and so on. �at’s just
a quick roll against a di�culty based upon the target’s nature. Having an
appropriate tool (like a hammer, crowbar, or axe) may reduce the di�culty
by up to two.

Mediocre Paper or glass. Why are you rolling this?
Average Flimsy wood.  Again, why are you rolling?
Fair Cheap wood broken with the grain; bamboo.
Good Non-reinforced wooden board, like a pine two-

by-four, or an interior door.
Great Strong wood, hardwood boards, exterior door.
Superb Reinforced wood, heavy door.
Fantastic Security door.
Epic Bending prison bars (an inch or two).
Legendary Bank vault door, the door of a safe.

Breaking Things (page 257)
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In case you’re curious, outright ripping the door o� a jail cell is Legendary
+2, and ripping the hatch o� a tank is Legendary +4.

Characters can try (and fail) to break something twice without penalty;
a�er two tries, the di�culty goes up by 1 for each additional time they
try.

}Lifting Things [Might]

Characters have a default amount of weight they can li� and still do some-
thing with that weight (like moving slowly, or trying to place it carefully),
shown on this page in pounds. If purely li�ing without moving – like,

say, a heavy portcullis so others can scurry
through – they can roughly double that
capacity. For things like knockback (page
74), the weight factor (WF) is �gured as
shown in the table.

A character can try to push themselves into
the next category, which requires a Might
roll against his own Might skill as the
target di�culty, and if successful (the dice
don’t come up negative), he may perform a
single Might action at the next category up.
Appropriate use of tools can increase this
capacity, using anything from a lever (which
may grant a bonus) to a pulley system
(which may outright multiply capacity).

�ismayseemlikeanumber-heavyapproach
in what has otherwise been a fairly abstract

system, but the reason for this is pretty simple. People are used to thinking
in terms of weight when talking about how heavy something is, and they
have certain expectations that the 90 pound weakling is not going to have
“a good roll” and carry more than the trained power-li�er.

�e exception to this is the famous idea of a mother’s pulling a car o� her
child – people are known to perform heroic acts of strength when there is
a need, and as this is a heroic game, it is only appropriate that we support
that.

�e trick in those situations lies in the fact that the line between Li� and
Break is sometimes fuzzy. If someone is trapped under rubble and you

Might Capacity WF
Abysmal 10 0
Terrible 50 1
Poor 100 1
Mediocre Smallman

(~150lbs)
2

Average 200 2
Fair 250 3
Good 300 3
Great 350 4
Superb 400 4
Fantastic 450 5
Epic 500 5
Legendary 600 6
Each +1 +100 +0.5

-For stationery lifting, double weight
-For knockback, maneuver must generate WF+1 shifts
-Beat Might to go to next category
-Use breaking rules in cases of passion

Lifting Things (page 258)
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If your players haven’t quite got a grasp of how much they can do with dec-
larations, you will probably need to lower the di�culties to suit – but you
should let them know what makes a declaration more likely to succeed.

Setting Assessment Difficulties
Several skills (perception skills especially) may be used to make assess-
ments. An assessment is an e�ort made by a character to discover one or
more hidden aspects about a particular target (an individual, group, loca-
tion, or scene). If the target of an assessment is a person or a group, the
di�culty of the assessment is usually an opposed skill roll. Static entities
like locations or objects typically have di�culties based on their quality. If
there’s no obvious way to determine the assessment di�culty, consider the
baseline di�culty to be Mediocre.

At the GM’s discretion, if a character gains spin (page 79) on an assessment
roll, he may gain insight into a more potent fact, or one additional fact
– potentially allowing good rolls to result in the revelation of two aspects.

Time
When a character takes an action, it is expected to take a certain amount
of time, ranging from a few moments to a few days.  Sometimes characters
need to take longer to do something or want to do something a little faster.
When that happens, take a look at the chart on page 227 and �nd how
long the tasks should take.

Each shi� the character generates that is put towards doing something fast
makes the task one step faster.

Example: Jack B. Nimble is picking a lock. �is normally takes a few
minutes, but Jack is in a hurry. He succeeds by two, generating two
shi�s, so he can get the task done in half a minute (2 steps �om a few
minutes).

Target Di�culty

Person Usually Rapport or Deceit (see skills).

Location Quality of concealment (default Mediocre).

Group Usually Leadership of group’s “Named” leader,
otherwise, quality level of the minions in the
group.


