Spirit of the Century Reference Sheet

The Ladder
+8 Legendary

+7 Epic

+6 Fantastic

+5 Superb

+4 Great

+3 Good

+2 Fair

+1 Average

+0 Mediocre

-1 Poor

-2 Terrible

-3 Awful

-4 Abysmal

Time Steps

Instant

Few moments

30 Seconds

Minute

Few minutes

15 minutes

30 minutes

Few hours

Half a day

Day

Few days

Week

Few weeks

Month

Few months

Half a year

Year

Few years

Decade

Lifetime

Consequences
Mild – lasts one scene
Moderate – at least 6 hours
Severe – days to weeks
Taken Out

Skills
Academics

Alertness

Art

Athletics

Burglary

Contacting

Deceit

Drive

Empathy

Endurance

Engineering

Fists

Gambling

Guns

Intimidation

Investigation

Leadership

Might

Mysteries

Pilot

Rapport

Resolve

Resources

Science

Sleight of Hand

Stealth

Survival

Weapons

Range

Same Zone: Fists

1 Zone: Thrown weapons

2 Zones: Handguns

3 Zones: Rifles

Fate Points

Add 1 to any roll or effort

Invoke an aspect

Tag an aspect

Power a stunt

Spin

3 successes or more

+1 bonus or penalty on next roll
Combat only


Aspects
Invoke an aspect

Re-roll all dice or
Leave dice and add +2 to total
Invoke an aspect for effect

Make a declaration

Tagging an aspect


Invoke a scene aspect
Invoke another character’s aspect

Tagging for effect


Trigger a compel on someone

Compel


GM activates your aspect for effect

Shifts

Reduce time required

Increase quality
Increase subtlety

Initiative

Alertness skill for physical contests

Empathy for social contests

Act from highest to lowest skill

Actions

Attack

Maneuver

Full defense


+2 on all reactions and defenses

Hold your action

Block another’s action

Supplemental action


Simple action
-1 penalty on primary action

Movement


1 zone as supplemental action

Sprint 
Multiple zones as a primary action
Roll to determine # of zones
