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OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and
is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights

Reserved.

1. Definitions: (a)’Contributors” means the copyright and/or
trademark owners who have contributed Open Game Content;
(b)"Derivative Material” means copyrighted material including
derivative works and translations (including into other computer
languages), potation, modification, correction, addition, extension,
upgrade, improvement, compilation, abridgment or other form in
which an existing work may be recast, transformed or adapted; (c)
“Distribute” means to reproduce, license, rent, lease, sell, broadcast,
publicly display, transmit or otherwise distribute; (d)"Open Game
Content” means the game mechanic and includes the methods,
procedures, processes and routines to the extent such content
does not embody the Product Identity and is an enhancement
over the prior art and any additional content clearly identified as
Open Game Content by the Contributor, and means any work
covered by this License, including translations and derivative works
under copyright law, but specifically excludes Product Identity. (e)
“Product Identity” means product and product line names, logos
and identifying marks including trade dress; artifacts; creatures
characters; stories, storylines, plots, thematic elements, dialogue,
incidents, language, artwork, symbols, designs, depictions, like-
nesses, formats, poses, concepts, themes and graphic, photographic
and other visual or audio representations; names and descriptions
of characters, spells, enchantments, personalities, teams, personas,
likenesses and special abilities; places, locations, environments,
creatures, equipment, magical or supernatural abilities or effects,
logos, symbols, or graphic designs; and any other trademark or
registered trademark clearly identified as Product identity by the
owner of the Product Identity, and which specifically excludes the
Open Game Content; (f) “Trademark” means the logos, names,
mark, sign, motto, designs that are used by a Contributor to iden-
tify itself or its products or the associated products contributed
to the Open Game License by the Contributor (g) “Use’, “Used”
or “Using” means to use, Distribute, copy, edit, format, modify,
translate and otherwise create Derivative Material of Open Game
Content. (h) “You” or “Your” means the licensee in terms of this
agreement.

2. The License: This License applies to any Open Game Content that
contains a notice indicating that the Open Game Content may only
be Used under and in terms of this License. You must affix such a
notice to any Open Game Content that you Use. No terms may be
added to or subtracted from this License except as described by the
License itself. No other terms or conditions may be applied to any
Open Game Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You

indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use
this License, the Contributors grant You a perpetual, worldwide,
royalty-free, non-exclusive license with the exact terms of this
License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contrib-
uting original material as Open Game Content, You represent that
Your Contributions are Your original creation and/or You have
sufficient rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT
NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You
are copying, modifying or distributing, and You must add the
title, the copyright date, and the copyright holder’s name to the
COPYRIGHT NOTICE of any original Open Game Content

you Distribute.

7. Use of Product Identity: You agree not to Use any Pro#tuct
Identity, including as an indication as to compatibility, except as
expressly licensed in another, independent Agreement with the
owner of each element of that Product Identity. You agree not
to indicate compatibility or co-adaptability with any Trademark
or Registered Trademark in conjunction with a work containing
Open Game Content except as expressly licensed in another,
independent Agreement with the owner of such Trademark or
Registered Trademark. The use of any Product Identity in Open
Game Content does not constitute a challenge to the ownership of
that Product Identity. The owner of any Product Identity used in
Open Game Content shall retain all rights, title and interest in and
to that Product Identity.

8. Identification: If you distribute Open Game Content You must
clearly indicate which portions of the work that you are distrib-
uting are Open Game Content.

9. Updating the License: Wizards or its designated Agents may
publish updated versions of this License. You may use any autho-
rized version of this License to copy, modify and distribute any
Open Game Content originally distributed under any version of
this License.

10. Copy of this License: You MUST include a copy of this License
with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the
Open Game Content using the name of any Contributor unless
You have written permission from the Contributor to do so.

12, Inability to Comply: If it is impossible for You to comply with any
of the terms of this License with respect to some or all of the Open
Game Content due to statute, judicial order, or governmental regu-
lation then You may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You
fail to comply with all terms herein and fail to cure such breach
within 30 days of becoming aware of the breach. All sublicenses
shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unen-
forceable, such provision shall be reformed only to the extent
necessary to make it enforceable.

15. COPYRIGHT AND PRODUCT IDENTITY NOTICE

Open Game License v 1.0 © 2000, Wizards of the Coast, Inc.

Fudge System 1995 version © 1992-1995 by Steffan O’Sullivan, ©
2005 by Grey Ghost Press, Inc.; Author Steffan O’Sullivan.

FATE (Fantastic Adventures in Tabletop Entertainment) © 2003 by
Evil Hat Productions LLC; Authors Robert Donoghue and Fred
Hicks.

Spirit of the Century © 2006, Evil Hat Productions LLC. Authors
Robert Donoghue, Fred Hicks, and Leonard Balsera.

Any material found in this book which is not directly taken from the
above named works is deemed to be product identity.

The Dresden Files Roleplaying Game: Volume 1: Your Story and The
Dresden Files Roleplaying Game: Volume 2: Our World © 2010, Evil
Hat Productions LLC.

Based on the original works in The Dresden Files series by Jim Butcher
as published by the Roc imprint of Penguin Group (USA) Inc.
Arranged through the author’s agent: Jennifer Jackson, Donald
Maass Literary Agency. The Dresden Files, all of The Dresden Files
book titles, all of the characters, descriptions, and plots from The
Dresden Files books and stories, and all quoted material from The
Dresden Files books are ©2000-2010 Jim Butcher.

Some art within is ©2008-2010 and used with permisson of the
Dabel Brothers Productions LLC.

Hmm... Not as bad as the Accords themselves, but still pretty heady stuff, William.
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AUBUST

Hey, Boss —

You remember that idea | got last year, when
| was organizing your casefiles—the one about
how an RPG could be a version of DRACULA
for the Twenty-First Century? (‘Cause really,
what better way to inform about and quantify
supernatural threats than with RPG stats?)
Well, we (the Alphas) are going to give it a go!

Since I've already partially organized the

files, | just collected relevant data on the
various critters and creeps you've encountered
and threw that into the database of notes

| keep on Alpha-activities. I've been using
all that info to generate the text Still
lots more to do—rules and such, mostly.

As we write this, can you just fact-
check it to make sure we're not saying
anythlng way off-base? Thanks!
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Knowledge is powe/r netocrmed

How is B

= Harry“

Hey, I've been carting the manuscript around in
a backpack (sometimes in wolf form), and we've
passed it back and forth a couple times, so it's
gotten a little beaten up - after you get it
back to me next time, I'll incorporate your notes
and print off a new bound copy at Printastic.

Ewww, is that wolf drool??

PECEMBER

Hey, BOSS —

Spellcasting rules are
you et them?

— Will

done. Can

Rules look goo

bcomments) but wgen ?s(st%%ped
byddhe other night, um..,

mu Yy, when you fing yourself

! YOUr underwear, surrounded
by note cards ang’ empty beer
otétles You might be Working

00 hard. I'm Just sayin’

— Harry

MAY
Hey, Boss —
All right, | think we nearly have a final
product here. Just need to finalize some
of the art and to search § replace the
names. Can you do a final read-through?

— Will

Sure thm% B\lly \
Iook it over t00

— Harry

ob going 1O —
U find away, william.
that's Wel
OH HP! CRAP
like sor:ey sort of magical ink jet!

' and
nuscript on the table

ird, 1T'S

Just leave the ma
Il make some comments.
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I Want Lea

...about the Dresdenverse: see Chapter 1 and
maybe Chapter 12 in Your Story and, well,
all of Our WoRLD.

...about specific people and critters in the
Dresdenverse: see Chapter 3 in Our WORLD.

...about the Mzwraatofivomsters: see Chapter 2
in Our Worrp, What Goes Bump

...about the game rules (like character creation,
how to play, how to run a game): well, that’s
pretty much the point of most of the chapters
in Your SToRry.

...the meaning of those words you keep using:
lucky for you, there’s a glossary at the end of
YouR STORY.

REMINDER. Replace all real names in publication draft

TN D sdenFi s

Here are the casefiles, in chronological order:
¢ “Restoration of Faith”

“Welcome to the Jungle”

StorM FrRONT

Foor Moon

GRAVE PERIL

SumMER KNIGHT

DeaTrH Masks

BrLoop RiTESs

DEeap BeaT

“Something Borrowed”

ProveEnN GuirLTy

Waite Ni1GHT

“It's My Birthday, Too”

“Heorot”

SmarL Favor

Harry, You had this
all out of order
You had “Wegg»

filed 4FTER

28
S
.
*
28
S
: Small Fawor!
28
S
S
.
28
.

n though the word ‘game”

Eve :
often implies & winner and z;
loser, RPGs are different—the

together to tell
s clichéd as this
Il having fun,
if things
d planned.

goal is 10 work
a great story. A

sounds, i youTe &
then you all win—even

didn € go the vay Yo

Wh aRo p yingG e?

In a roleplaying game (or RPG), you and the rest of
the group imagine fictional scenarios and events, and
then play them out. Because this is the Dresdenverse,
these scenarios will involve solving or resolving
supernaturally-related crimes or problems in a city
of your choice—it could be your home town, it could
be some place you've never been.

Each player except for one controls a single player
character (or PC). You can think of the PCs as the
protagonists in a movie or novel—their actions and
decisions are primarily what drive events forward,
and you spend most of the time focusing on their
reactions to the things that happen during the game.
As a player, you get to say what your character says,
describe what your character does, and make deci-
sions for that character.

One player fulfills a different responsibility than
the others and is called the gamemaster, or GM for
short. As the GM, you have a variety of duties during
the game. You control all the characters the other
players don't control (called, boringly enough, non-
player characters or NPCs)—basically, everyone else
in the game world. Most importantly, you're respon-
sible for controlling the opposition to the PCs—
those individuals who create the crimes or problems
the other players are trying to resolve. You also act a
referee of sorts, calling for and judging the use of the
game rules when appropriate. Finally, you're respon-
sible for creating the initial situations that the PCs
will respond to during the game.

What makes this imagining fun is that you don't
decide on the outcomes of these scenarios before-
hand—there’s no script like there would be if you
were performing a play. Instead, the GM presents a
situation to the players, and the players react in the
moment by saying how the characters respond. You
use the game’s rules to help you decide how a partic-
ular event turns out, whether that’s the outcome of
a fight or the effects of a wizard’s sprell‘ You roll dice
to bring an element of chance and unpredictability
into the game—sometimes, despite your best efforts,
things head in unexpected directions. The actions
that the players take change the initial situation,
forcing the opposition to react or creating new prob-
lems for the players to deal with. This chain of action
and reaction continues until everything is resolved
to the group's satisfaction. Some scenarios can be
resolved in a single night; some may take multiple
sessions.

In that sense, you can look at this activity as a
kind of collaborative storytelling; by the time you're
done, the events of the game will look like a plot or
storyline, with the PCs as its stars.

That's pretty much all you need to know! It’s fun.
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Harry's World

It’s not as
though the
Archangel
Michael came
down in person
and gave you
a Sword made
from one of
the nails that
inned Christ
0 the Cross
and charged
you with a
sacred mission,
after all.

'(fo the way,
If anyone out
there HAS had
the Archangel
Michael come

down to charge

them with a
holy mission
ive me a call.
m in the book.)

Harry's Worlid

For most people, Chicago is Chicago, America is
America, and Earth is Earth—but there’s more
to the world than that.

Beneath the “normal” surface of the world
are things and people which most humans don't
know about, don't want to know about, and
will do their best to forget about if they ever
come anywhere near them. That dead body
with the odd toothmarks? Attacked by stray
dogs. The traces of thirty different infectious
diseases on this corpse? Statistical anomaly. The
Tyrannosaurus Rex skeleton from the museum
scattered in a thousand pieces on the college
lawn? Student prank.

People won't see things they don't want to see.
Most of the citizens of Chicago would laugh at
the idea of magic, even though Harry Dresden

as his number and occupation right in the
phone book. It's always possible for everyone,
from heroes to bystanders, to turn away and not
get involved. It’s often the easiest thing in the
world to do. You can choose between good and
evil, light and darkness, possibility and necessity,
taking action and going home to curl up with a
good book.

The world is weirder, more wonderful,
and more deadly than it seems. Some people
know this. There are people who know that
magic exists and know who to call when they
run into it. There are humans who have been
divinely blessed or diabolically cursed. There
are faeries—small, big, hugely ancient and terri-
fying. There are dragons, although these days it's
said they consider bearer bonds as well as gold
for their hoards.
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t to be kidding me. Billy, nobody but you
%%R(?Véiugboy call the wgrld “the %

resdenverse. -

The Nevernever—the world of fae and
ghosts—is just on the other side of a veil from
normal life; courts of vampires divide the night
among them; the White Council of wizards
tries to protect the innocent and stop the misuse
of magic.

All of this is going on, right under our noses.

However, this is also a world where a single
person, in the right place, at the right time, can
do the right thing and save the people he cares
about.

Here in what we often like to call “the
Dresdenverse,” we can choose to be people who
see, who make our own paths, who do the right
thing, and take the responsibility for doing it.
Seen clearly, this world is full of light and dark-
ness, with all the shades of grey between.

Join us, if only in play. Because it's only a
book, a game, a roleplaying entertainment of
magic and monsters.

Isn't it?

You be the judge.

Maxims of
D sdenverse

There are certain themes that hold true in this
world which are noticeable enough that you
should take them under consideration. They can
be roughly summarized as follows.

Mon ers have N ure,

Mortals have Choice
Almost all beings that could be considered
“monsters” are, one on one, far more powerful
than the average mortal. They have great
strength, implausible toughness, blinding speed,
and unnatural powers. What they don't have is
choice.

A monster’s nature is oriented towards
fulfilling its hungers. Vampires need emotion
or blood or death, loup-garoux need the hunt
and the kill, fae literally cannot step outside
their natures or break oaths. These entities have
power, but they don't have the option of saying
no. They are what theyre made to be—and
some things are simply made cruel, bloodthirsty,
or just plain evil.

On the other hand, mortals have options:
choice. That’s their great strength and their great
responsibility. Only animals and monsters can
truthfully say that they can't do anything else,
or that they can't be other than what they are.
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Mortals—humans—also have
the advantage of numbers, Up
until very recently, calling
mortal authorities into a
supernatyral situation was
like radlomgI In an airstrike.
Unfortunately, in the course
of the Vampire War, some of
the supernatural “nations” seem
to have gotten hold of the
mystical équivalents of nukes,

Every human being can make a decision about
what to do or not do, what to accept and what to
refuse, whether to kill or not kill.

That said, the situation is often grey and
not clear-cut. There are those few who are part
mortal and part monster: vampires who struggle
to fight their hungers and do the right thing;
werewolves who chose lycanthropy to get the
strength to defend their community; wizards
who accept help from dark sources, but hope to
restrain the urges that threaten to engulf them.
Choice is the overwhelming theme of these indi-
viduals’ lives. Will they retain their humanity
or will they become monsters? And is there
any way that those who are now monsters can
perhaps regain some degree of humanity, some
capacity for choice?

I Thomas’ sake, | hope so.

Things Fa Apart

The world is growing darker. Humans are
choosing the worse over the better, and the
monsters are cheering them on. There are trolls
under the bridges, vampires running busi-
nesses behind the velvet curtains, and ghosts
sucking the life from babies in maternity wards.
Organized crime is strong and getting stronger;
gunshots echo in the night; some policemen
take payoffs. Drug use is spreading; alcohol is an
answer rather than a stopgap; people lose them-
selves in their searches for pleasure, power, or
escape.

But there are those who stand against the
rising tide of shadow. Whether they are ordinary
humans, secretive wizards, individuals chosen by
supernatural powers, or people empowered by
some other means, they will not let the darkness
win. Perhaps all the more obvious against the
shabbiness of the world around them, perhaps
stained or marked by their own errors and

Harry's World

problems, they nevertheless hold their ground
and work to protect, to support, to rebuild. They
choose to use their power for others as well as
for themselves. These people exist, and they
haven't given in yet.

Science Fails

The comforting rules of science and technology,
the certainty that a better computer or a bigger
gun will settle the problem—sorry, they don't
work round here. Wizards and some other
+mensters-cause nearby technology to malfunction
simply by their presence.

Monsters aren't reliably affected by the laws
of physics. They seem to treat them as “vague
guidelines” more than laws. They can fly, walk
through walls, tear apart steel doors, and deflect
bullets (or ignore them entirely). All the care-
fully acquired handguns, sniper rifles, flame-
throwers, computer security, and mobile phones
in the world may ultimately be useless if pitted
against the wrong sort of adversary.

Not only does technology not work around
the wizardly-inclined, nobody can really explain
why post-WWII technology doesn't work.
There aren't any convenient rules. No wizard
has yet attempted to catalogue his effects on
technology.

Last time Butters and | spoke, he was on about
something about Harry’s electromagnetic field
(I call it an aura) interfering with electron
spin and/or phase jumps in transistors and
other solid state electronics. (1 think that’s
what he said. Technology is just another flavor
of faith to me.)

Furthermore, no monster is going to publish
a list of ways that it can be hurt. However, others
can. The most recent example of such a tome,
Bram Stoker’s DracuLra, detailed most of the
significant ways in which a Black Court vampire

can be damaged or killed. The Black Court still

hasn't recovered.

Please change
“some other
monsters’ to
“some other
supernatural

entities’?

We're not all

that bad.

Well, mostly.
Okay.

st freaking
chan?e It,
Billy.

“Publish a
list” (like this
ame). Heh.
y the way,
there’s some
circumstantial ®
evidence that
indicates

Stoker was
manipulated
Into writin
DRACUL
by the White
Court. So
while no
monster is
gonna come
up with a “Top
en Ways to
Whack Me”
list, another
monster
might do so.
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Lhis dovetails remarkably well with the note

above about people choosing not to see what's
going on around them. The scientists who might
be able to analyze data on monsters don't want
to know in the first place; then their instruments
go nuts, so they dismiss the cases of sponta-
neous combustion or bouncing bullets as statis-
tical anomalies. With regard to the supernatural,
science can't tell you what just happened, can't
explain why it happened, and can't stop it from
happening again.

Sure, Mr. or Ms. Sciencey-Science, your lab
is spotless, filled with the tools and gear of anal-
ysis, and you have spent years filling your head
with logic, knowledge, methods—but the spec-
imen before you refuses to make sense according
to everything you've been taught. Meanwhile,
it's very dark outside, something large is moving
around in the gloom, and your electric light has
started flickering. The monster is getting closer,
and you can’t do thing one about it—or even
understand what's going on.

However, this doesn’t mean that technology
can't be useful, if properly applied (and kept
away from wizards who can make it go pfft!).
Different creatures have different vulnerabil-
ities—a flamethrower or a water balloon filled
with holy water might be just the thing to even
the odds against a Black Court vampire. Even if
a bullet in the brainpan fails to take a monster
down, extreme applications of kinetic force
(such as a car at ramming speed or a crash-
landing satellite) tend to have some sort of effect.
Other tools of technology can be used to pass
information, archive data, set up perimeters, or
collect evidence. Some technology may be func-
tional in particular ways against particular types
of monster.

Assuming that a wizard doesn't accidentally
fuse them, of course.

Be efis Power
Faith in itself is a form of power and a kind of
magic. Strong faith in good (or evil) can act as a
defense, an offense, a shield, or a guide, providing
many effects which people would normally
consider “magic.” This could include things like a
glimmer of light from a crucifix in the darkness,
burning a vampire’s hands as it grabs you, or a
sudden burst of more-than-mortal strength.

The exact details of the faith can vary.
Religious beliefs are the mainstay here: a stag-
gering number of people have faith in God (or
gods). Some people have strong faith in more
philosophical beliefs—for example, the funda-
mental purity and goodness of magic, Tibetan
mysticism, or even Communism.

The important thing is that if the person has
faith in something—true, sincere, pure faith—
then miracles can happen.

tive word here bein
“c%f’ff\(/:vhile Michael, Charity,
and Father Forthill have that
kind of belief in the gogdness, of

d and that everything will
va?ork out to somrg/mef?able

lan...| just can't buy it. Not
pwith W{\at I've seen happen.

For my part, | know that faith has
power. However, | am not allowed to
understand anything further than that,
by nature and by...other issues.
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MagicisWh YouA

You can't make magic do something that goes
against your fundamental nature. This works
on both the deliberate and the emotional levels.
An utterly kind, sincere person will not be able
to muster malicious hate and bitterness of a
level that would allow him to summon demons
or blast with hellfire—or, at least, not without
very significant provocation. Likewise, a vicious
and corrupt thanatologist practicing human
sacrifice isn't going to have healing magic at his
command—or, if he does, it may require blood
and pain to make it work and will probably be
more corrupting than simply leaving the open
wound to fester.

At least, that’s the theory. Practice has, once
again, shown things to be a lot fuzzier than the
clear-cut examples above. Again, it all comes
back to choice and to the complexity of the
mortal mind and soul. Even a kindly old grand-
mother has the seeds of hatred within her, and
even a cold-blooded gangster has moments of
tenderness and kindness.

Magic is an expression of the person who
brings it forth. It comes from their beliefs, their
morality, their feelings, their emotional connec-
tions, their way of seeing the world: in a word,
their soul.

See, boss, William gets it a lot more than you do.
Shut up, Bob.

There’s a reason why the soulgaze is the ulti-
mate proof of sincerity between many wizards.
A soulgaze happens when two people (at least
one of them a wizard) make eye contact long
enough to look into each other’s souls and see
what they truly are. In that moment, a wizard
not only sees what a person is, but he also sees
what their magic is—it’s one and the same. For
instance, if you choose to practice black magic,
you dredge up the corrupt parts of yourself and
make them stronger. You are what you choose to
become, what you make yourself into. (Luckily,
if you're mortal, you also always have the power
to choose redemption after a slip.)

Whether it's faith or magic, all power comes
from the basic nature of the mortal or monster
who is using it. Evil brings forth evil, and good
brings forth good. We are what we do, and we
do what we are.

Harry's World

Wh ’'sOutTn ?

Here’s a quick and dirty breakdown of the
mortals, “semi-mortals,” and monsters running
around out in the Dresdenverse. Keep your eyes
peeled, and you might recognize them.

(For further details on the political factions
and recent history of these groups, see Old
World Order, OW12. For more information on
the nature of each of these types of beings, see
What Goes Bump, OW26. For discussions of
specific individuals, see Who's Who, OW96.)

Mortals

First, you have true mundane mortals. They
are unaware of the supernatural goings-on all
around them.

Then you have the clued-in, who have experi-
enced the weirdness up-close and personal, and
may know a bit about the various people and
critters involved in occult stuff. Clued-in groups
include some people of faith, law enforcement
officers who specialize in “black cat investiga-
tions, researchers who come across anomalous
(read: supernatural) evidence, and even some
members of organized crime.

Next are the minor talents. These are folks
who have a (usually limited) supernatural ability
of their own. Maybe they can cast a spell or two,
know some effective rituals, speak to the dead,
see the future, that sort of thing,

Sorcerers are more powerful magic-workers,
often tapping the power of cults surrounding
them to empower spells or rituals or to summon
demons. Sorcerers usually don’t have the
training, power, knowledge, or ethics of White
Council wizards. White Council members have
the tools and the talent, but they must abide
by certain Laws of Magic. Those who break
the Laws are known as warlocks. (Usually, the
White Council sends its Wardens to enforce the
Laws, but due to the current Vampire War, their
hands are a bit full.)

Lastly, there are necromancers who use the
power of death to do magic, like raising ghosts
and zombies and all other sorts of creepy busi-

NGu could
consider

ness. (Playing with death magic is a big no-no to necromancers

the White Council, by the way.)

to be higtime
warlocks.
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Harry's World

By this
breakdown,
I'm almost

tempted to put

the Knights
of the Cross
under “semi-
mortal.” It
seems like
Michael often
does not have
the freedom

to choose not

to follow

his belief
structure and
mission. Does

choice count if
you choose to
always follow

your nature?

Hey, boss:

Pot. Kettle. Black.

Tangentially...
William, I'd
consider a “classic
werewolf” like
yourself and your
compatriots to

be minor talents,

based on free will.

“Semi-Mortals”
“Semi-mortals” are people who have a foot in
the mortal world and a foot in the supernat-
ural world. They retain some aspects of choice,
balanced against their nature (see above, page 10).
These include some types of werewolf, scions
of mortal-monster matings (such as change-
lings, which are part-human and part-faerie),
and the poor folks who have been half-turned—
or infected—Dby a vampire. (A large percentage
of the membership of the Fellowship of St.
Giles is composed of people infected and turned
halfway into a Red Court vampire.)

Mon ers

The world is full of monsters. There are other
types of werewolves than those mentioned
above (four or five in total), and at least four
types of vampire (White Court, Red Court,
Black Court, and Jade Court), all with different
powers, hungers, and weaknesses. Then there
are ghouls, the hard-to-dispatch killer thugs of
the supernatural set.

Add to this the inhabitants of the Nevernever
who can by various means cross from there into
the mortal realm; these include a multitude of
faerie species, spirits, ghosts, and demons.

A couple dragons and gods are still kicking
around, but we don’t know much about them
other than they usually don't seem to get involved
in stuff and they are extremely powerful.

The Order of the Blackened Denarius is
composed of Fallen angels bound to thirty
silver coins, permitting them to possess mortal
hosts; they are extremely bad news. Apparently,
angels support the people of faith who wage war
against the Denarians.

Then there are Outsiders and Old Ones.
They want to consume reality. (We think.) We
don't have much information on them because
knowing anything about them is against the
White Council’s Laws of Magic.

Ac_tually, I'know there's a whole lot more
going on at the moment but what with
getting married and the day job, I'm not
as up to speed as | could he (we should talk
fibout that) But for the purpose of an
lr-]tl’O chapter, | figured that Keeping it
simple was the way to go. We'll get into
the more complicated SWTF in other places.

Cur ntsSitu ion
The White Council and its allies (the Fellowship

of St. Giles, the Venatori Umbrorum, and some
mystical monasteries in the Far East) are fighting
the Vampire War against the Red Court. For
its part, the Red Court is using ghouls (and
Outsiders in the Nevernever) against the White
Council. It is also trying to bring the White
and Black—and possibly the Jade—Courts in
to help fight. The White Court is neutral (due
to infighting and a recent major setback), the
Black Court is very small, and the Jade Court is
very mysterious, so they haven't joined the Reds
quite yet.

The Summer Court and the Winter Court
of Faerie are locked in their traditional enmity,
though the violence has ramped up due to the
Vampire War. The Summer Court has offered
mild assistance to the White Council in the
course of the Vampire War, but both are only
indirectly involved.

A bunch of necromancers made a play for
godlike power a few years ago. Luckily, some of
the White Council’s Wardens stopped it.

The Denarians continue their millennia-long
rampage of evil and destruction, checked by
the Knights of the Cross. While the Denarians
aren't directly participating in the Vampire War,
they are taking advantage of it. The Knights
have aided the White Council on more than a
few occasions—and have taken heavy losses.

The first “pure vanilla” mortal has signed onto
the Unseelie Accords (see OW12), becoming the
first non-supernatural Freeholding Lord. It is
likely he will assist the White Council versus the
Red Court.

Then, there’s a mysterious faction out there—
alternately called the Black Council or the
Circle—that is apparently stirring up trouble
behind the scenes.

Most recently, a huge dust-up happened in
Chicago between the Knights of the Cross, the
Archive, representatives of the White Council,
and the Denarians. (There’s also evidence that
the Summer Court and Winter Court of Faerie
were involved.) Suffice to say, it wasn't pretty.

And that's what's going on at the moment.
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| have to

buy special
3/ce or

. this game?

Eh._ Stars and

= stones, Billy
— | already
have a
Crown

al

bag fu%l of

“special dice.”

Oh, come on,

Harry. What

gamer doesn't
want an

| excuse to buy
4 new dice?

The Basics

He 's Deal

So, this game is built on a free core system
called Fate (www.faterpg.com). It seems a good
choice—flexible, dramatic, fairly popular, FREE.

Rather than reinvent the wheel, we figured
wed just modify the hell out of it for our
purposes.

Anyway, it's an RPG, and if you're reading
this, you probably already have at least a vague
idea of what that means. (If you don't, make sure

you read the introduction to this book.)
Onward!

Things You
Should Have

In addition to these rules, you'll need a few
supplies to play the game. Here's a list of manda-
tory items, as well as some recommended ones.

You'll need:

¢ Four Fudge dice for each player and the
game master (GM). If you don't have
Fudge dice, see the retailer page at Grey
Ghost Games (www.fudgerpg.com) ot
your local or online RPG dice supplier
for a pack. (Or see “What Are Fudge
Dice?” on this page.)

¢ Some copies of the character and city
worksheets (found in the back of this
book or downloaded from our site at
www.dresdenfilesrpg.com) or at least blank
paper for taking notes during city and
character creation.

¢ Things to write with.

¢ Between two to six friends (the players).

You'll find useful:
¢ A set of poker chips or glass beads (to

use as fate points).

¢ Index cards to pass along information
during character creation, to make notes
on things that come up in play, and to
use in myriad other ways.

¢ Snacks.

Index cards are just crazy

useful at the game table.

We end up using them For
all kinds of stuff.

Dea ng

Wi Dice

In this game, you use the dice quite a bit to figure
out what happens as you play. Whenever there’s
uncertainty regarding an outcome, you don't just
make up what happens—you use the dice to
bring that element of chance to how things are

going to turn out. The dice allow for unexpected
successes and interesting failures.

Wh A

Fudge Dice?

Fudge dice are six-sided dice that have different
markings from normal dice—instead of
numbers or dots, they have two sides marked
with a 8, two sides marked with a @, and two
sides that are blank (). If you find yourself
without Fudge dice or don’t want to purchase
them, you can roll 4 normal six-sided dice. Any
die showing a 1 or 2 is treated as -} any die
showing a 3 or 4 is treated as a @, and any die
showing a 5 or 6 is treated as &3.

| can use dice | already have?
Well, good then.

TN Ladder

Most things in the system are rated according to
the following ladder (when we say “the ladder”
throughout this book, this is what we mean):

Tin Ladder
+8 Legendary
147 Epic

+6 Fantastic
+5 Superb
+4 Great

+3 Good

+2 Fair

+1 Average

0 Mediocre
-1 Poor

=2 Terrible

Usually, the adjectives are used to describe
things—someone might be a Good Driver or
Average Scholar. The adjectives and numbers are
interchangeable, so if you're more comfortable
with numbers, it is equally valid to say Drive: +3
or Scholarship: +1. For clarity, it might be
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best to use both, as in Good (+3) Drive or
Average (+1) Scholarship.

On this scale, Average represents the
minimum level of capability for someone who
does something regularly, but not exceptionally.
Most people are between Average and Good at
the things they do for a living—like Investigation
for a private eye—and are Mediocre at most
other things. It is only when they are driven to
excel that they surpass those limits.

Player characters (PCs) push the bound-
aries of what “normal” people are capable of
and, as such, they tend to be Great or Superb
at whatever their central passion is. Each PC is,
in a sense, the protagonist in his own story; this
means that the heroes of THe DrRESDEN FILES
RPG are genuinely exceptional individuals and
may well be recognized as such.

Aww, thanks Billy. It's nice
to know | am exceptional!

RO 1Ing Dice

You will roll 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 a @ (the blank side) equals 0.

Some example dice totals:

208 -2
oees
8088 o

The total of the dice is then added to an
appropriate skill to get a result. This result can
be referred to as the effort made, but sometimes
it's just “the result.”

Example: Harry Dresden is a Fair (+2)
athlete. He rolls the dice to jump over a low
wall and he rolls @B@EED (-1) for a total
result of +1. Checking the ladder, that’s an
Average (+1) effort.

Ro ing Beyo

Ladder

On occasion, you'll end up rolling for a high
or low skill, and getting a result that puts you
past the ladder—higher than Legendary (+8) or
lower than Terrible (—2). When that happens,
just use the number that you came up with. (If
you're feeling creative, come up with your own
adjective for this dramatic roll!) This happens a
little more often when you get bonuses due to
aspects, which you'll learn about on page 18.

The Basics

Difficul

When you roll for a result, you are trying to meet
or exceed a target value, which is the difficulty
for the roll. The difficulty indicates how hard
it is to do something. Difficulties are measured
on the same ladder as everything else. For
instance, it might be a Mediocre (+0) difficulty
to jumpstart a car, but a Good (+3) difficulty to
repair that same car after a serious breakdown.
Guidelines for setting difficulties are found in
Running the Game, page 310.

The difference between the difficulty and the
effort (the result of the roll) is the magnitude of
the effect, which is measured in shifts. Shifts are
used to determine the potency of a character’s
efforts and to govern the resolution of complex
actions. There’s no such thing as a negative
shift—any roll that does not reach the difficulty
is simply considered a failure (although failing
the roll by a great deal might influence how the
group describes the result).

Example: If Harry is rolling to jump over
that wall against a difficulty of Fair (+2)
and he rolls a Great (+4) result, he succeeds
by two, so he generates two shifts. If he rolls
Mediocre (+0), then he fails—he missed the
target of Fair by two (but he doesn’t generate
negative shifts). If he rolls exactly Fair (+2),

then he succeeds as well, but with no shifts.

Wh 'sOn Your
Charac r Snet

A character sheet is composed of four basic
elements—your skills, your aspects, your
stunts, and your supernatural powers. These
represent your character’s resources for solving
problems, winning conflicts, and impacting the
story during the game.

Skills are a basic measure of what your char-
acter can do, covering things like perceptiveness,
physical prowess, social and mental capacity,
and professional training. Aspects are a set of
descriptive phrases that help you out (or make
things complicated!) when something that
happens in the story is particularly relevant to
your character. Stunts expand the function of
skills to cover a more specialized niche or allow
you to do better in a specific circumstance.
Powers cover a wide range of abilities outside
the reach of normal mortals and have numerous
benefits.

Think of

a shift as
something you
use to ‘shift”
the outcome in

your fawvor.

Sort of
like moving

enerqy from
one g%ce 10
another with
magic, then.

Geekomancy!

IT you're really
anti-Fudge Dice,
you can roll 2
different color
six-sided dice and
subtract one
from the other,
That gets you
a range of
-5 to +5 and
a wilder, more
random curve —
but it’s just as
valid so long as
everyone does it

Don’t cross
the streams!
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For instance,
In the earljer
Examples,
Harry - you
Were using
) )/Ol{r Athletics
Skill to jump
the wall,

18

Ski s

Characters have skills, like Drive and Guns,
which are rated on the ladder (page 16). When
you roll the dice, you are usually rolling based on
your character’s skill.

Nearly every action that your character might
undertake is covered by his skills. If he doesn't
have a skill on his sheet, assume that it defaults
to Mediocre (+0).

Skills are covered in greater detail in their
own chapter, beginning on page 120.

Aspects

Characters also have a set of traits called aspects.
Aspects cover a wide range of elements and
should collectively paint a picture of who the
character is, what he’s connected to, and what's
important to him (in contrast to the “what he
can do” of skills). Aspects can be relationships,
beliefs, catchphrases, descriptors, items, or
pretty much anything else that paints a picture
of the character.

Some possible aspects include:

¢ To SErRVE AND ProTECT

SuUCKER FOR A PRETTY FACE

My GranDPA's TRUSTY SIX-SHOOTER
MonEgy-CoLorRED EvEs

Whauirte Councir Wi1ZARD

STUBBORN As A MULE

TRAINED BY TERA WEST

* 6 6 6 0 o

When one of your aspects applies to a situ-
ation, you can invoke the aspect to get a bonus
by spending a fate point (see below). In this
capacity, the aspect makes the character better at
whatever he’s doing, because the aspect in some
way applies to the situation (such as invoking
To ServE AND ProTECT when acting in the
interests of the Law).

An aspect can also gain you more fate points,
by bringing complications and troubling circum-
stances into your character’s life. Whenever your
character ends up in a situation where one of
his aspects could cause him trouble (such as
StuBBORN when hes trying to be diplomatic),
you can mention it to the GM in the same way
you mention an aspect that might help you.
Alternately, the GM may initiate this event
if one of your aspects seems particularly apt.
Either way, this is compelling an aspect, and it

nits your character’s choices in some way. If
the GM initiates or agrees to compel the aspect,
you may get one or more fate points, depending
on how it plays out.

Aspects are a much bigger topic than we can
get into in this overview. For a lot of groups,
aspects make up the core of the game. We go
into more detail on invoking and compelling,
along with what makes a good aspect, in Aspects,
starting on page 98.

As for fate points, we'll talk more about those
shortly.

Mortal Stunts

Stunts are the special tricks your character has
up his sleeves which allow him to stretch or
break the skill rules. Typically, they either give
a bonus to a specific use of a skill or broaden
a skill to encompass some other way of using
it. Some help you take a hit in a fight or other
things like that.

Stunts have very specific uses and rules,
which are detailed more fully in Mortal Stunts,
starting on page 146. Though not all characters
will have stunts, many will.
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Example: John Marcone has the Trick Shot
Artist stunt. This means that when he’s taking
a trick shot at something (not a person), like
shooting the rope holding a chandelier, he

receives a +2 bonus on his roll.

Supe ural

Powers

Powers are a lot like stunts, in that they help
characters stretch or break the rules. But they go
beyond how to use a skill and into using your
supernatural nature. Anything a mortal can't just
do, even with a lot of training—wield magic, lift
with inhuman strength or run with inhuman
speed, recover from damage that would cripple
a mortal, etc.—is due to a power.

Like stunts, powers have very specific uses
and rules, which are detailed more fully in
Supernatural Powers, starting on page 158. All
supernatural characters have powers—that’s
what makes them supernatural.

Example: Thomas Raith gains many powers
as a White Court vampire, such as Incite
Emotion. This allows Thomas to rouse strong
feelings of lust in a target, even from a distance.

F e Points

The other, and potentially most important,
resource that you have during a game is a
currency called fate points (FP). Fate points
are central to the function of the game system;
they are basically a measure of how much power
you have to influence the story in favor of your
character. When you spend fate points, you take
a little bit of control over the game, either by
giving your character bonuses when you feel he
needs them, or by taking over a small part of the
story. To earn fate points, you allow your char-
acter’s aspects to create complications for him.

Each player begins the first session of the
game with a number of fate points equal to his
character’s refresh level (page 68). You'll refill your
total number of fate points back to that level
each time a refresh occurs (page 20). Fate points
are best represented by some non-edible token,
such as glass beads or poker chips. (Previous
experiments with small edible candies have left
players strapped for points!)

Look I'm sorry, okay? No one t
% Jellybeans wereoflodrr;ne

that’s what

The Basics

You may, at any point, spend a fate point to
gain a bonus, invoke an aspect, make a declara-
tion, or fuel a stunt.

Gain a Bonus: A fate point can be spent to add
1 to any roll of the dice or to improve any effort
(such as an attack or defense) by 1. In practice,
this is the least potent way to use a fate point—
you're usually much better off using one of the
other applications discussed below.

Invoke an Aspect: Aspects are those things that
really describe a character and his place in the
story. When you have an aspect that’s applicable
to a situation, it can be invoked to grant a bonus.
After you roll the dice, you may pick one of your
aspects and describe how it applies to this situ-
ation. If the GM agrees that it’s appropriate,
you may spend a fate point and do one of the
following:

¢ Reroll all the dice, using the new result,
or

¢ Add two (+2) to the final die roll (after

any rerolls have been done).

You may do this multiple times for a single
situation, so long as you have multiple aspects
that are applicable. You cannot use the same
aspect more than once on the same skill use,
though you may use the same aspect on several
different rolls throughout a scene, at the cost of
one fate point per use.

Example: Maya McKenzie has the aspects
QuieT As A Mousk, I REMEMBER WHERE I
Came From, and UNcomMON SENSE. She’s
just grabbed a forbidden book and is trying to
sprint out of a sorcerer’s lair before the dark
spellcaster’s imminent return.

Maya has Good Stealth, but she rolls
terribly @@ (=3) for a result of Mediocre
(Good — 3), which is far from good enough.
Her player, Amanda, points out that Maya’s
trying to be QUIET As A Mouse. The GM
thinks that’s fine, so Amanda spends a fate
point to reroll the dice. She does a little better:
BB (-1) for a result of Fair (Good — 1).

Still, she’s worried it’s not quite good
enough, so she suggests that, since Maya
RememBERs WHERE SHE CAME Frowm, she's
been in similar scrapes before. .. The GM thinks
that Maya’s street experience is not going to be
much use when trying to evade a sorcerer. But
she might be able to change her description of
what she’s doing to make the aspect fit better. Is
that what shed like to do?
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Amanda decides to stick with the original
plan and notes that with Maya’s UNcoMMON
SENSE she can identify the best moment to
scurry over and grab the book. The GM
likes the creative application of the aspect, so
Amanda spends another fate point to get an
additional +2 on the roll, bringing it up from
Fair to Great, which is enough to let her quietly
escape the sorcerer’s lair with only seconds
to spare!

Scenes, other characters, locations, and other
things of dramatic importance can have aspects.
Sometimes they're obvious, and sometimes
they're less so. You can spend a fate point to
invoke an aspect which is not on your own char-
acter sheet, if you know what the aspect is. This
is covered in greater detail in Aspects on page 105.

As a rule of thumb, invoking someone or
something else’s aspects requires a little more
justification than invoking one of your own
aspects. For scene aspects, it should be some
way to really bring in the visual image or the
dramatic theme that the aspect suggests. For
aspects on opponents, you need to know about
the aspect in the first place, and then play to it.

Example: Biff Abernathy is fighting some thugs
in an old warehouse. The scene has the aspects
Dark, CRaMPED, and WAREHOUSE. What's
more, Biff has fought these guys before and
knows that they're pretty cocky, so bis player,
Fred, figures that they have an aspect like
OvEeRCONFIDENT. When Biff jumps the first
one, he spends 2 FP to invoke the DARK aspect
of the warehouse and the OVERCONFIDENT
aspect of the thug. Fred describes the thugs
as being so sure of themselves that theyre not
being as cautious as they could be, so when Biff
drops out of the shadows to cold cock one of
them, it comes as a complete surprise. The GM
likes the visual, and while the thugs technically
have Cocky rather than OVERCONFIDENT
on their sheets, she thinks that's close enough,
so she approves. One of the fate points is spent
normally and one goes to the thug, though Biff
may be hitting him hard enough that he'll never
get the chance to use it.

Use certain Stunts and Powers: Some stunts
and powers have particularly potent effects
and require spending a fate point when used;
this will be made clear in the description. See
Mortal Stunts, page 146, and Supernatural Powers,
page 158, for more.

Make a Declaration: Declarations are usually
handled with a skill roll (page 116), but in some
cases you may simply lay down a fate point and
declare something. If the GM accepts the fate
point, it will be true. This gives you the ability
to create things in a story that would usually be
under the GM's purview. Typically, these things
can't be used to drastically change the plot or
win a scene.

Declaring “Doctor Keiser drops dead of
a heart attack” is not only likely to be rejected
by the GM, it wouldn't even be that much fun
to begin with. Declarations are better suited
to creating convenient coincidences. Does your
character need a lighter (but doesn’t smoke)?
Spend a fate point and you've got one! Is there
an interesting scene happening over there that
your character might miss? Spend a fate point to
declare you arrive at a dramatically appropriate
moment!

Your GM has veto power over this use, but
it has one dirty little secret. If you use it to do
something to make the game cooler for everyone,
the GM will usually grant far more leeway than
she will for something boring or, worse, selfish.

As a general rule, you'll get a lot more lenience
from the GM if you make a declaration that is in
keeping with one or more of your aspects. For
example, the GM will usually balk at letting a
character spend a fate point to have a weapon
after he’s been searched for them. However, if
you can point out that youre ALways ARMED
or describe how your DisTrRACTING BEAUTY
kept the guard’s attention on inappropriate
areas, the GM is more likely to give you some
leeway. (This is much like invoking an aspect,
but without a die roll.)

Ref shing
F e Points

Players usually regain fate points between
sessions when a refresh occurs. The number
of fate points you get at a refresh is called your
refresh level, and it will vary depending on the
game (see Character Creation, page 53, for more
details). Your refresh level will be reduced by the
stunts and powers your character possesses.

PCs are not allowed to let their refresh level
drop below one; when a character’s refresh hits
zero or less, he crosses over that crucial, invis-
ible line that separates a mortal’s free will from a
monster’s compulsion of nature.

nOna
L —

6060000/
| S e e e sl |

0

(o O O O I O O

| e N e

0

¢ T O T O T I
l‘l rq-rn"ﬂﬂ—r"—r."r e —— g e e 2 T—«

I

T

nananaqg

pn



If the GM left things with a cliffhanger, she
is entitled to say that no refresh has occurred
between sessions. By the same token, if the GM
feels that a substantial (i.e., dramatically appro-
priate) amount of downtime and rest occurs in
play, the GM may allow a refresh to occur mid-
session. (Check out the optional Partial Refresh
rule in Running the Game, page 317.)

When a refresh occurs, bring your current
number of fate points up to your refresh level.
If the number of fate points you have when you
refresh is higher than your refresh level, your
current total does not change.

Example: Evan Montrose and Maya
McKenzie have just won a hard fought victory
against a dark sorcerer, and they end the session
with 4 FP each. The GM feels that was a suit-
able climax and they refresh at the beginning of
the next session. Maya has a refresh level of 8,
so Maya gets 4 FP, enough to bring her up to
8. Evan's refresh is only 1 (wizarding is costly),
s0 he gets nothing, but he does get to stay at 4.

Ea iNng New

F e Points
During P vy

You earn fate points when your aspects create
problems for your character. When this occurs,
it’s said that the aspect is compelled. When
your character ends up in a situation where his
compelled aspect suggests a problematic course
of action, the GM should offer you a choice:
spend a fate point to ignore the problem, or
acknowledge the problem and earn a fate point.
Sometimes, the GM may also simply award a
fate point to you without explanation, indicating
that one of your aspects is going to complicate
an upcoming situation. You can refuse that
point and spend one of your own to avoid the
complication, but it’s not a good idea to do that
too often, because you will probably need the
fate point in the future. And let’s face it—that’s
a pretty boring way to play anyway. Drama is a

good thing.

No. Drama sucks.
Give me boring.
| long for horing.
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Example: Biff has the aspect DumB Luck,
which bis player, Fred, has explained to the
GM means that Biff bas a tendency to have
things go his way when he’s at his most dense
or foolish, but it also means that he can stumble
across very bad or strange things without
meaning to. Biff is on his way to pick up his
girlfriend Maya when an ambush drops on
him. Normally, Fred would roll Biff’s Alertness
to try to avoid surprise, but the GM pushes
forward a fate point and says, “Wouldn’t it just
be Biff’s Dums Luck if he got jumped and
hauled away, leaving Maya thinking she got
stood up again?”

Fred can now choose whether to take the
fate point—in which case Biff doesn’t roll
Alertness; he automatically fails the roll and
skips right to getting kidnapped, since he’s the
only PC in this scene—or spend a fate point,
evading the downside of his DumB Luck
and getting a chance to avoid surprise with an
Alertness roll.

Heh.tCute
icture.
L%oks like
Murph could

o for some
oring, t00.

| make her

do that way
too mu