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Are you looking for a flexible role-playing system that can easily be adapted to different settings and genres? Are you looking for a system that is easy to learn and that supports improvisation on the part of both the game master and the players? Are you a little short on cash? If so, then Fable might be the game for you. It is easy to learn, flexible to use, and best of all it is free. 

Fable is a homegrown system that has existed (n one form or another) since about 1993. The game has seen a fair number of revisions since then, including two complete rewrites (at one time the system used cards instead of dice). We tried out some ideas, kept the ones that worked, and tossed out the ones that didn’t. Even amidst all the changes, however, the basic approach of the system has remained the same.

Fable employs a few very simple design goals. Support improvisation. Make character creation as creative a process as possible, and allow players to create exactly the character they want, right from the beginning. Require as few die rolls as possible, and do not force players to do any complicated math or consult tables during the game. 

There are not a lot of rules to learn. You can define any character with a short list of Traits, each of which is unique to the character in question. You can resolve any action with a single simple mechanic (some twists are available for more complex situations). You can probably learn all the rules in about a half an hour, although it may take a bit more time for you to get comfortable using them.

If this is starting to sound like it might be your type of game, read on. The Fable rules are freeware—you can use and print out these rules free of charge, and you can even distribute this document to other people provided that you do not charge money for it or alter it in any way. 

Chapter II goes over some of the basic concepts of role-playing in general and the Fable system in particular. These rules assume that you have some familiarity with role-playing games. If not, there are dozens of well-written explanations available on the Internet—RPGnet is a good place to start (www.rpg.net). Chapter III gets into the nitty-gritty detail of creating a character, with examples to help you along. Chapter IV discusses the ins and outs of action resolution, helping aspiring Narrators to answer the ever-recurring question "what happens when my character does this?" Chapter V provides some hints and tips on running an ongoing campaign. 

II. Basic Concepts


There are a few fundamental concepts that you should familiarize yourself with before diving into Fable. If you have played other role-playing games in the past, some of these concepts might be familiar to you. If you are already familiar with common role-playing lingo, feel free to skip down to Dice Conventions. 

The Narrator

You may have heard this term referred to by other names in any number of other role-playing games, most notably “Game Master” or “Dungeon Master.” If “Narrator” seems a little too cutesy for your tastes, then that’s just too bad. Go make your own game and you can refer to the Game Master as Storyteller, Head Honcho, Emperor of Nachos, or any other damn thing you want. 

The truth is, “Narrator” is actually a fairly accurate term with regard to what the job entails. This person narrates the story to the players. The Narrator chooses (or creates) the setting and acts as they players’ eyes and ears during the game, describing what they see and encounter. The Narrator acts as a final judge and arbitrator over the use and interpretation of the rules, and tells the players what happens when they try to do something in the game world. The Narrator plays the roles of all the “extras,” any character or creature that is not controlled by one of the players.  

Players and Player Characters

Every person playing the game, aside from the Narrator, is a player. The in-game personas that each player enacts are called Player Characters, or PCs. 

Non-Player Characters

Any character in the game setting that is not a Player Character—that is, any character that the Narrator controls—is a Non-Player Character, or NPC. 

Campaign

A campaign is a series of game sessions featuring the same characters in a consistent setting. A campaign can be short—a self-contained story that plays out over several game sessions. It can also be indefinite and ongoing—a succession of serial adventures in which a new story starts where the last one ended.

Dice Conventions

To play the game you will need a standard assortment of polyhedral dice—four-sided (d4), six-sided (d6), eight-sided (d8), ten-sided (d10), twelve-sided (d12), and twenty-sided (d20). Ideally, the Narrator and each player will want to have their own set of dice. Each type of die in Fable has a name that describes it in terms of scale, from lesser to greater. Dice are referred to by these names throughout the rules:

	Name
	Die Type

	Weak
	d4

	Average
	d6

	Fair
	d8

	Great
	d10

	Phenomenal
	d12

	Legendary
	d20


Thus if the Narrator tells you to roll Fair dice, you would roll a d8. If the Narrator tells you to roll Phenomenal dice, you would roll a d12. It may take you a little while to get used to thinking of your dice in terms of these descriptors, but don’t let it get you down. If you can learn Fable’s dice types you are almost home—from there it is just a matter of learning what to do with them.

Examples and Suggestions
As with any role-playing game, all of the rules in Fable are optional. Since there are not very many rules to begin with, however, it seems more likely that you will want to add your own rules rather than drop existing ones. At times, we will throw in Examples to help illustrate how to apply certain concepts during play, or Suggestions on how to use or expand certain areas of the rules. Examples and Suggestions appear in italics: 

Suggestion: You do not need to read any of the Examples or Suggestions to learn how to play the game—they are merely additional learning aids.
III. Creating a Character


Each of the players will need to create at least one character in order to play the game. Each player can create more than one character if the Narrator allows it. Character creation is a three-part process—first the player comes up with an idea for a character, then the Narrator sits down with the player to brainstorm a list of Traits that adequately describe the character. Finally, the player “purchases” the Traits with Character Points—the more Character Points a player spends on a Trait, the better that Trait will be.

Character creation is not a solo activity—the Narrator needs to work with each player and provide feedback on which Traits are and which Traits are not appropriate to the game setting. The Narrator might be able to suggest Traits if the player is having a difficult time coming up with ideas. It is also the Narrator’s job to set the Character Point cost for every Trait used in the game. 

Suggestion: Before you start choosing Traits, write up a short abstract that describes your character’s persona and history. This is a good way get a handle on the Traits that you need to create, and your Narrator will better be able to help you come up with ideas.

What is a Trait?

Any feature that sets a character apart from the crowd is a Trait. The number of Traits that each character possesses can vary—your character might have as few as two or three Traits, while another might have ten or more. Most characters will have something in between. If you think that you can adequately describe your character with a single Trait, go ahead. If you feel that you cannot possibly describe your character in fewer than twenty Traits, go ahead. Create exactly as many as you need to represent your character’s persona—just remember that the Narrator always has the final say. 

Each Trait is a noun that describes an aspect of your character’s persona. This might be an innate quality that the character possesses, such as Beauty or Bravery. It might be a natural talent such as Agility or Artistry. It could be a craft that the character has learned—Pottery, perhaps, or Gambling. Traits can be very specific—learned skills such as Juggling that have limited application. Traits can also be very general, describing entire occupations such as Librarian. Some Traits can be very similar—Charm, Leadership, and Allure cover a lot of the same territory (though each has its own unique implications). The key is to come up with Traits that best define your character’s unique quirks and abilities.

The player should also come up with a short (one paragraph or so) description for each Trait that gives a general idea of what its applications are and the role it plays in the character’s persona. This information can be included on the character sheet.

Suggestion: When creating a character, try to avoid a reductionist approach. If you have a bunch of Traits that seem very similar, try to think of a way to describe them as a single Trait. If you want your character to be proficient in the use of a wide variety of weapons, for example, you could create a long list of Traits that cover all of them. Alternately, you could create a single more general Trait called Weapon Master that covers everything in one neat package. It will have a higher base cost than any of the individual weapon Traits, of course, but you may actually end up saving CPs overall, and your character sheet will be less cluttered.

Trait Levels

Traits define what a character is capable of, Trait levels define how capable they are. Every Trait has an adjective attached to it that describes how capable the character is with that Trait. If you read about Dice Conventions in Chapter II, you are already familiar with the adjectives in question (Weak, Average, Fair, Great, Phenomenal, and Legendary). Does your character have Phenomenal Charm? Is your character a Fair Swordsman? Is your character a Great Chef? It’s all up to you... well, you and the Narrator.

Weaknesses

Not every Trait is positive—flaws and foibles are often just as effective at defining a character’s personality as strengths and abilities are. The lowest rung on the adjective ladder is there to help you point out weaknesses of which your character may not be so proud. Does your character have a Weak Intellect? Is your character a Weak Singer? Perhaps your character is a Weak Alcoholic. The possibilities are endless. 

Purchasing Traits

Players get to create whatever Traits they need to describe their characters. The Narrator gets to decide whether or not a Trait is appropriate, and how much it will cost the player to purchase the Trait. Whether or not the Trait is appropriate is a judgment call based on a variety of factors such as the genre of the setting, the purpose of the Trait, and the broadness of the Trait’s potential applications. If you, as Narrator, do not want to allow your players to create Traits such as Nuclear Physicist or Pyrokinetic in your 1920’s gangster game, that is your prerogative. If you think Omnipotent is a little too unbalancing as a Trait, tell your players that they can’t have it. 

When your players do come up with a Trait that you feel is reasonable, you will have to assign it a cost in Character Points (CPs) that can be any number between one and five. There are many things to consider when you assign costs to Traits, particularly how general or specific the Trait is. Traits that describe very specific skills or minor attributes should generally be cheaper than Traits that describe entire occupations or widely applicable talents. 

The base cost indicates how much the player will have to pay to purchase that Trait at Fair level. The cost to bump it up to Great is twice the base cost. The cost to bump it up to Phenomenal is three times the base cost. You might notice a pattern emerging; refer to the following table if you don’t feel like doing the math:
	Weak
	Fair
	Great
	Phenomenal

	+1
	1
	2
	3

	+2
	2
	4
	6

	+3
	3
	6
	9

	+4
	4
	8
	12

	+5
	5
	10
	15


Please note that these costs are cumulative. To purchase a Trait at Great level, you have to pay the cost to purchase it at Fair level plus the cost to purchase it at Great level. Thus if you have a 3 point Trait and you want to purchase it at Great, it will cost a total of 9 CPs (3 to purchase it at Fair, then another 6 to bump it up to Great). 

When taking Weak Traits, the player adds CPs to their total rather than subtracting them (thus the “+” sign in front of the number on the chart). 

You might have noticed that the chart does not list costs for Legendary or Average Traits. As a general rule, the Narrator should discourage players from purchasing Traits at Legendary. Legendary Traits are the stuff of… well… legends. These are generally far beyond a player character’s reach, especially at the start of the game. If you really must allow player characters to possess Legendary Traits, consider making them prohibitively expensive, and don’t say that we didn’t warn you.

As for Average Traits—since the defining factor of a Trait is “anything that makes the character stand out from the crowd,” it doesn’t make a lot of sense to take Traits at Average level. You will use Average to make action checks for Common Traits (see Common Actions in Chapter IV for more details). 

How Many Character Points Can You Spend?

How many CPs does each player get to spend when making a character? Like many things in Fable, that is up to the Narrator. It all depends on the type of game that you want to run. Will you fill your campaign with grand, sweeping quests and world-shattering events? Alternatively, will it entail tales on a more earthly level, with correspondingly “smaller” heroes? The initial CP pool that each player will have to draw on is ultimately up to you, but the following is a good guideline:
	Campaign Type
	Initial CP Pool

	Neophyte
	20

	Adventurer
	40

	Epic
	80


Neophyte characters will be extremely inexperienced. They generally will have only a few very basic Traits. A Neophyte character is green and untested—the simple villager who has the potential to evolve into much more, though they currently have minimal training and experience.

An Adventurer character has been around, but not extensively. They have some history and background, and have probably been adventuring for some time. They are competent, but they have yet to be truly tested. Heroic trials and great quests are mostly in their future, not their past. 

An Epic character is the shining hero of myth and legend. Epic characters are detailed and deep. They have backgrounds of heroic proportions, and boast a cornucopia of polished skills and abilities. These are the Gandalfs, the Elrics, and the Arthur Pendragons of fantasy literature. This is not to say that such characters are “munchkins” or power-characters—Epic characters may have flaws and weaknesses. They have room to develop, just as a Neophyte does. Epic characters simply adventure in more Epic proportions.

Pick the type of campaign that you want to run, and give the players the indicated number of CPs to use in creating their characters… or just give them as many points as you feel they need. It’s your game.

Leftover Character Points

If you don’t spend all your CPs, don’t worry. Just note how many you have left over on your character sheet—you can always spend them later. You might accrue more over the course of your campaign as well. 

Campaign and Racial Traits

Your Narrator might provide you with a list of Traits that are common to the setting that your game will be set in. These might include Traits that anyone could opt to take, as well as Traits that might be specific to certain types of creatures (see Campaign Traits and Racial Traits in Chapter V). 

Karma Points
The Narrator carries out the final step in character creation. Every character begins the game with zero to three (1d4 – 1) Karma Points—the Narrator should roll a Weak die for each character in the game to determine exactly how many they have. The Narrator should not reveal these numbers to the players—just write them down somewhere where they can be easily referenced during play. 

At any time during the game, any player can attempt to change fate by spending a Karma Point in order to re-roll any one die. This can be a die that the player spending the point rolled, a die that another player rolled, or even a die that the Narrator rolled. If they don’t like the new number rolled, they can spend another Karma point to roll the die again, provided that they have another Karma Point to spend. The Narrator should always keep the exact number of Karma points that a player has left secret. 

That’s it! You have finished making your character.

Example: Neil is running a game set in the wondrous Arabar setting. He has given his list of Campaign Traits to all of the players, and has met with them to describe the premise of his game—an Adventurer level campaign set in the city of Padash. Neil has informed his players that the campaign will involve the Border Wars with the Chaarlish hordes of the Windy Mountains, and that they should, if possible, tie their characters’ backgrounds into the history of that conflict.

Jim has written a general description of the character he wishes to play. He has drawn up a short abstract that describes his basic concept, and submits it to Neil for consideration.

Jim’s Abstract for Hashi Al-Ibrahmn: Hashi is a scarred and battered veteran. He has followed the path of the warrior his entire life, and fights as a Knight Militant under the Order of the Crescent. Hashi lives simply in the Knight's barracks in Padash, piously donating anything that he does not need to the temple of Sinnibah. Indeed, he needs little, for all he cares for is the art of war. He has devoted his life to battling the Chaarl of the Windy Mountains, whom he despises as heathen savages. His mother and father were traveling merchants until they were slain in an orcish raid. Hashi was but five years old at the time. The temple of Sinnibah, whose priests found him on the battlefield lying amongst the dead, took him in. Hashi had feared to move, unaware that the orcs had retreated into the hills. The priests cared well for Hashi, and hoped to sway him to study the ways of the priesthood, but the desire for revenge burned deep in Hashi’s heart. Despite the priests’ efforts, Hashi was destined to follow a different branch of the temple.

Because of the proximity Padash bears to the lands of the Chaarl, the Order of the Crescent has become a dominant force in the city. People travel from all over Arabar to train in their halls in Padash, and their barracks there is the largest in all of Arabar. The Knights of the Crescent form the core of the Sultan’s army. It took little effort for Hashi to join the Order, and he was soon training in the ways of war. He served with an old knight named Reshek, whose gruff silence well suited Hashi’s grim determination. He learned well the skills of battle, and discovered a natural talent for the art of war and strategy itself. When he single-handedly defended a wounded Reshik against three orcs at the age of seventeen, the Order granted him knighthood.

Hashi is now in his thirties, and time has tempered the fires of his youth and granted him hard-earned wisdom. His skills as a commander and tactician have grown, and he has earned much respect in the Order. His scarred and battered visage belies the quiet dignity and grace by which he conducts himself, and he is courteous to a fault. Still, the desire for revenge still burns within him, and while life has taught him honor and temperance, his hatred of the Chaarl still forms the core of his being.

Neil carefully reads over Jim’s abstract to better familiarize himself with Jim’s concept. Neil can find no faults with the concept itself, and so he meets with Jim to discuss Traits. Note that not all abstracts will necessarily be this long or detailed, though players are certainly encouraged to be as detailed as they wish. Jim’s character concept may undergo changes during Trait creation, but it is still helpful to have as solid an idea as possible when starting. Jim meets with Neil to hash out his character's Traits. Jim has 50 Character Points to spend on the Traits he chooses, and while this may seem like a lot, Jim knows that they will go quickly. With this in mind, he approaches his Traits in order of their importance to his character. Jim decides that while his character is an accomplished warrior, he stands out by virtue of his grasp on the art of strategy and tactics, and of war in general.  He wishes his character to have a grasp on the history of warfare, along with the talent to apply that knowledge practically. Hashi is familiar with command and the details of running an army (or a smaller force), and understands the importance of logistics. He wishes to sum this knowledge up in a Trait called Warcraft, and relays this information to Neil. Neil has no problem with the Warcraft Trait in general, and considers how much it should cost.

There are so many possible Traits that it is impossible to set specific rules by which they must be priced. It really is more of a judgment call. Some ratings, when compared to others, may not seem entirely fair in terms of the Trait that you get for the price, but such judgments are somewhat subjective. Each Trait is unique in its application, and what you get out of it really depends on the individual character. Consider the following things when pricing Traits:

Applicability. How broad is the Trait? Does it cover a vast breadth of knowledge or ability, or does it focus on a limited area? This is not so much a consideration of how much the character will use the Trait, but rather a judgment of how many different situations in which the character could use the Trait. A basket weaver probably uses the Basketry Trait a lot, but the Trait itself is only applicable within a very narrow range of situations (making baskets). A Trait such as Sailing focuses on one area of expertise, but that area covers a wider range of possible activities. Sailing might grant a character a seaman’s knowledge of ropes and rigging, as well as how to navigate and run a ship. The player could also define some of the activities covered under Sailing as separate, more specific Traits (Rope Use, Navigation), but why clutter up the character sheet with multiple Traits when one can serve just as well?

Learning Curve. This mostly applies to learned Traits rather than natural talents, but it may also be applicable to those talents that require effort to maintain (a runner must stay in shape). The basic consideration here is “how much time and effort must the character spend to acquire (and keep) such a Trait?” Basketry takes time to learn, but not really a lot of time. At its most complex, it is a fairly simple craft. Sailing covers a wide range of skills and implies a good amount of experience (time spent on a ship), and thus has a much higher learning curve than Basketry. There is not much to explore in the world of basketry, and a character could quickly learn just about all there is to know on the matter (relatively speaking). On the other hand, people spend entire lifetimes learning all the ins and outs of Sailing. 

Taking these considerations into mind, the Narrator might decide that Basketry should have a base cost of 1 Character Point. It is a limited and relatively simple Trait with a narrow range of applications. Sailing, on the other hand, might have a base cost of 4 CPs. It covers a moderately limited range of knowledge (limited to things nautical, anyway), but it could easily be broken down into a number of more specific Traits (indicating a fair amount of depth), and has a pretty sizeable learning curve. 

Returning to our Arabar example, Neil decides that Warcraft will cost 4 CPs. He relays this information to Jim. Jim now presents Neil with his next Trait—Honor. Jim has taken this Trait directly from Neil’s list of Campaign Traits, so both Neil and Jim already know that it has a base cost of 1 CP. 

The next Trait that Jim suggests is Horsemanship. Riding is part of the traditional teachings of the Order, and it is only sensible that his character possess some measure of this ability.

Neil decides that Horsemanship is fairly middle of the road in terms of cost—while its applicability is fairly limited, it does require a bit of time in the saddle. Neil assigns a base cost of 2 CPs.

Jim then tells Neil that he wishes to take a Trait that will allow him to use all manner of curved swords—the traditional weapon of the Order, and the common weapon of Arabar. Neil tells Jim that he can call this Trait Saber Fencing, and that the Trait will cost 3 CPs. Combat is a complex art that takes a great deal of time to learn and master, but the Trait that Jim has suggested applies to only a specific type of weapon and style of combat. Had Jim chosen a more general Trait—Swordsman, for instance—Neil would definitely have valued the Trait higher.

Jim then tells Neil that he wishes to take proficiency in Desertcraft, another one of the Traits listed on Neil’s Campaign Trait list. Neil has no problem with this at all. Desertcraft has a base cost of 2 CPs.

Jim then tells Neil that he wishes to describe one of his characters prominent weaknesses. Hashi walks with a limp—a result of an old wound. Neil tells Jim that he can call the Trait Limp, and based on the amount of trouble it is likely to cause Jim he assigns it a base cost of 3 CPs.

With ratings in hand, Jim goes off to design his character.

Sometime later, Jim returns with the results of his efforts. He has chosen levels for all of his Traits based on the ratings that Neil gave him, and he has written out short descriptions for each Trait that explains how it applies to his character. Jim’s character sheet for Hashi now looks something like this:

Great Warcraft (4). Hashi has a natural talent for war and strategy, and has studies the martial arts extensively. He is familiar with command and the details of logistics through his experience with the Order of the Crescent. He has a natural penchant for tactics, and knowledge of the history of warfare in Arabar. (12 Character Points)

Phenomenal Honor (1). Hashi's belief in his code of honor and ethics—a code shared by all the Knights of the Crescent—is uncommonly strong and unshakable. Even under the threat of torture or the grip of magic, Hashi maintains a grasp on his beliefs and morals. (6 Character Points)

Fair Horsemanship (2). Hashi is familiar with riding and caring for horses. He is able to fight from the saddle as well as on the ground. (2 Character Points)

Phenomenal Desertcraft (2). Hashi's forays to the Windy Mountains have given him a familiarity for the desert and its dangers. (12 Character Points)

Great Saber Fencing (3). Hashi is familiar with all manner of curved-bladed swords, and prefers to fight with such weapons. (9 Character Points)

Weak Limp (3). Hashi walks with a notable limp—the result of an old battle wound which never properly healed. As such, he is not as fast on his feet as he once was, and prefers to fight from the saddle. His command responsibilities have been keeping him from the front lines in recent years, in any case (though he still yearns to fight there, and makes every possible excuse to do so). (+3 Character Points)

Neil reads over Jim’s character carefully, and finds no real problems. He notes that Jim has 2 CPs left over, which Jim can keep to spend at a later date. Neil does see one suggestion that he can make, however. He tells Jim that it might make sense for his character to have a Trait for Etiquette, as Jim specifically mentioned that as being one of his character’s talents in his abstract. Neil tells Jim that Etiquette will have a base cost of 1 CP (reasonably easy to learn, given Hashi’s upbringing, and while it influences the character’s bearing in any conversation its actual applications are limited). Although this Trait had not occurred to Jim, he likes it immediately. He decides to lower his Desertcraft Trait from Phenomenal to Great so that he can take Etiquette at Phenomenal. Now he has the following Traits:

Great Warcraft

Phenomenal Honor

Fair Horsemanship

Great Desertcraft

Great Saber Fencing

Phenomenal Etiquette

Weak Limp

Jim still has 2 CPs left over (points that he gained by lowering his Desertcraft Trait); he records these on his character sheet so they can be used at a later time.
IV. Resolving Actions


Whenever a player wants their character to do something in the game world, we say that their character is performing an action. Actions can be as simple as opening a door, or complex as programming a computer virus. When a player announces that their character will perform an action, the Narrator must answer the question “what happens?” Generally, either the action succeeds automatically or the Narrator rules that there is a chance that the character might fail, and asks the player to make an Action Check. 

There are a few different rules for different types of actions, should the Narrator rule that a player needs to make an Action Check. This may seem a bit intimidating, but for the most part these rules are fairly intuitive, and they all use the same basic underlying game mechanic. The main thing to remember is that it is okay to improvise—if you are uncertain how to resolve an action, let common sense be your guide. We have provided a few examples for how one Narrator might handle certain situations. You might handle things differently, and there is nothing wrong with that. It’s your game.  

Types of Actions
When a player announces that their character will attempt to perform an action, the narrator must decide whether the action is opposed or unopposed. Opposed actions are competitive—any action that pits the character against another character or NPC is an opposed action. Running a footrace against an opponent, arm wrestling in a tavern, and slashing at an innocent bystander with a butcher knife are all examples of opposed actions. Unopposed actions are non-competitive. Climbing a tree, hacking into a computer network, and weaving a basket are all examples of unopposed actions.

Unopposed Actions

When a character attempts an unopposed action, the Narrator must determine how difficult the action is using the Weak to Legendary scale. If an action is not particularly difficult, the Narrator might rate it as Weak or Average. If an action is so difficult that it approaches impossibility, the Narrator might rate it as Legendary. 

To determine the outcome of the action, the player rolls two dice—one for the Trait in question, and one for the difficulty. If the result on the Trait die is higher than the result on the difficulty die, the action succeeds. If not, the action fails. It’s really that simple.

Example: Jim’s character Hashi is traveling in the Great Northern desert along the trade route to Padash. Two days out of Amn, Jim realizes that he has not brought enough drinking water for the trip. He tells the Narrator that Hashi will use his Desertcraft Trait to search the immediate area for water-bearing plants that he can use to refill his water skins. 

The Narrator decides that there is a reasonable chance that Hashi might find water-bearing plants along the trade route, and decides that the action is of Average difficulty. Hashi’s Desertcraft is Great, so Jim rolls a Great die for the (d10) against the Average (d6) difficulty die. Jim rolls an eight on his Trait die and a four on the difficulty die. Since the Trait die came up higher, the action is a success. 

Opposed Actions

Opposed actions use the same system that unopposed actions do—simply replace the difficulty die with a die representing the Trait level of the opposing character. Whichever character rolls highest wins. If the result is a tie, then neither character wins (or there is a tie, whichever is more appropriate to the situation). Again, it really is that simple. Just remember:

Unopposed Actions = Trait vs. Difficulty

Opposed Actions = Trait vs. Trait

Example: Jim’s character Hashi has entered a riding competition. To win, he must guide his horse through a series of obstacles before his opponent—the nefarious rogue Addan—can do the same. Hashi’s has the Trait Fair Horsemanship while Addan has the Trait Phenomenal Riding. Jim rolls a Fair die (d8) versus Addan’s Phenomenal die (d12). Jim gets a six, which is not quite good enough to beat Addan’s 10. Addan wins the competition. 

Automatic Actions
The Narrator can always rule that an action automatically succeeds. You should do this when the action in question is so trivial that there is no real chance that the player would fail at it (players need not make a Trait check to tie their shoes, for instance). 

Example: While traveling through the deep desert, Jim’s character Hashi comes across a large rock that juts some 15 feet out of the sand. Jim tells the Narrator that Hashi will climb to the top of the rock to scan the horizon for signs of other travelers. The Narrator decides that the rock is fairly easy to climb, and does not require Jim to make an Action check to successfully climb the rock. 

Survival Instinct

Eventually somebody is going to try to harm your character. Combat is a key ingredient in many (though not all) role-playing games. The first rule of combat in Fable is the Survival Instinct—any conscious living creature has as a Common Trait the ability to attempt to avoid damage. Thus, any character can oppose any attack at Average, even if the character has no combat Traits whatsoever. This never counts as an action. 

Example: A small band of Chaarl have attacked the players’ caravan in the night, and Jim’s character Hashi has a difficult decision to make. His horse has panicked and pulled his lead free from the tree to which it was tied, and now Hashi must choose whether he will try to secure his horse or face the attacks of the Chaarl. Jim decides that Hashi’s first priority is to secure the horse, and informs the Narrator that he will devote this turn to that action. The Narrator decides that securing the horse is a task of Average difficulty, and tells Jim that he can roll against his Fair Horsemanship Trait to determine whether or not the action succeeds (if Hashi had no Horsemanship Trait, the Narrator might have allowed Jim to roll Average dice as a Common Action, see Common Actions, below).  Jim rolls a Fair die (d8) for his Horsemanship Trait against an Average die (d6) for Difficulty. He gets a five on the Trait die and a two on the difficulty die, indicating that the action is a success. The Narrator tells Jim that Hashi is able to grab his horse’s lead and tie it tightly around the tree. The horse remains panicked, but at least he isn’t going anywhere.

Unfortunately, the Chaarl get to take actions this turn as well (see Taking Turns, below), horse problems or no. The leader of the band moves in to attack even as Hashi desperately tries to secure his horse. The Chaarl swings a small wooden club at Hashi’s head. The Chaarl has a Fair Trait in Bashing, so the Narrator rolls a Fair die (d8) for his attack. If Hashi had chosen to meet the attack instead of securing his horse, he could have used his Great Saber Fencing Trait to counter. Instead, he must rely on Survival Instinct—he rolls an Average die (d6) to try to avoid the attack. This does not count as an action, but success means only that he avoids the Chaarl’s blow—a character can never inflict wounds as a result of a Survival Instinct roll. 

The dice are rolled—the Chaarl gets a two for his attack; Jim gets a four for Hashi’s defense. The Narrator describes the result to the players, explaining that just as the Chaarl swings his club at Hashi’s head, Hashi ducks down to grab his horse’s lead and the club hits nothing but air. A lucky break for Hashi.
Taking turns
Most of the time there is no need to pay close attention to the order in PCs perform actions. The players tell the Narrator what their characters are doing, and the Narrator tells them what happens. Occasionally PCs and possibly NPCs will all want to perform actions simultaneously, however, and that is when you will want to break the flow of game time into discreet turns. In a single turn, a character can always attempt one rolled action (attack another character, climb a wall, throw a rock at a passing stranger, etc.). The Narrator should first announce what actions any NPCs are performing for that turn (if any), and then let each of the players describe what actions their characters will take. Then the Narrator and players make any appropriate rolls and determine the results. 

The player needs a suitable Trait to attempt an action—if the action in question is only loosely related to the Trait, the Narrator can impose penalties to the player’s die roll at his or her discretion. Alternately the Narrator may rule that it is a Common Action (see below) and allow the player to roll an Average die. All actions that occur within the space of a turn happen simultaneously.

Common Actions
The Narrator may allow a player to attempt an action even if they have no relevant Trait if it seems reasonable that the action is the sort of thing that any person could try to do (i.e.—it requires no specialized skills or knowledge). Player A might not have a Rock Climbing Trait, or even anything vaguely similar to that, but the Narrator might decide that anyone could try to climb a rock face. Climbing the rock face is a Common Action—something that does not require a specific Trait to attempt. Players are assumed to have Average skill in any Common Action (the Narrator can, as always, impose penalties).

Complex Actions 

Sometimes the player may want to attempt complex actions that can be broken down into separate parts. The Narrator, at his or her discretion, can either break the action down into multiple Simultaneous Actions (see below), or treat it as a single Complex Action. Depending on the situation, the Narrator may rule that all of the “parts” of the action require a successful Trait check (only one roll is made), or that some parts of the action are automatically successful while others still require a successful Trait check. The Narrator can opt to impose a penalty on the Trait check if the situation warrants. 

Example: Jim’s character Hashi is in a sword fight with two thugs. Hashi announces that he will attack Thug 1 while maneuvering to keep Thug 1 between himself and Thug 2 so that he only has to face one opponent. The Narrator decides that this is a Complex Action, and rules that Hashi can automatically maneuver to stay out of Thug 2’s reach (even if he fails the Trait check for his attack, he will still be able to avoid Thug 2), but that this will impose a -1 penalty on his Trait check. Hashi has a Great Saber Fencing Trait, so Jim will roll a Great die (d10) and subtract one from the result.

Simultaneous Actions
At times, a player will want to attempt to perform two or more actions that are clearly separate in the space of a single turn. Whether or not they can do so is always left to the Narrator’s discretion, based on the situation. Each action that the player wishes to perform in addition to their first action imposes a -1d penalty on every action that they perform that turn. 

Example: Jim’s character Hashi is once again in a knife fight with Thug 1 and Thug 2, but this time he decides that he will try to take them both on simultaneously. The Narrator decides to allow it, so Hashi will be able to oppose both the NPCs’ attacks this turn. His Knife Fighting Trait is normally Great, but since he is performing one additional action this turn, it is lowered to Fair for both of his rolls. If Hashi had been fighting off three NPCs simultaneously, it would have been lowered to Average. Although common sense would argue that he would be able to oppose the two additional attacks at Average anyway (Survival Instinct), this way he has a chance to cause damage to all three assailants. Note that the Narrator does not have to allow multiple actions if they seem unreasonable.
Wounds and Damage

Every mortal creature, regardless of their race, stamina, or shoe size, is capable of sustaining nine wounds. Actually, it doesn’t necessarily take nine hits to kill something—this isn’t a game of attrition. A single blow can be mortal if the player is good (or lucky) enough. Wounds are arranged in order from bad to worse, and might look something like this on a character sheet:

	1
	Just a Scratch
	

	2
	Stings a Bit
	

	3
	Leaves a Scar
	

	4
	Haze of Pain
	

	5
	Sickening Crunch
	

	6
	Blood Everywhere
	

	7
	Something Broken
	

	8
	Death’s Door
	

	9
	Mortal Blow
	


The descriptions aren’t really important—they are just there to add a bit of flavor. If you want to be boring (or if you are a Narrator with limited space for notes), feel free to simply write down the numbers 1 through 9 and cross them out as wounds accrue. 

Each of the nine slots indicates a wound that the character can sustain. The higher the number over the Wound, the more severe it is. Every successful attack always causes exactly one Wound—no more, no less. The severity of the wound varies depending on how successful the player’s Trait check was for that attack. Simply subtract the defender’s die roll from yours to determine what level of wound you inflict (or vice-versa if your character is on the receiving end of the attack).

Some items—weapons, for instance—may give the player a bonus when they attack. The weapon’s description will note any modifiers (+0, +1, +2, and so on). If you strike your foe with a Rapier +1, you can add 1 to whatever you roll when you make your action check. Because damage is a direct result of how well you perform your attack, this not only increases the likelihood that you will land a blow—it also increases the potential damage you could cause. Of course if your opponent is also wielding a weapon, they might get their own bonuses, and that can help even the odds. It’s easier to fight an armed opponent if you have a weapon of your own.

If somebody does manage to wound you, armor can help soften the blow a bit. Armor modifiers appear as negative numbers (-1, -2, -3, and so on). Armor modifiers have no affect on Action checks—instead they merely modify damage. If you don a suit of -1 Chain Mail, and your opponent successfully attacks you and the dice indicate that you should suffer a level 3 wound (Leaves a Scar), the armor bumps that down to a level 2 wound instead (Stings a Bit). 

Example: Thug 1 attacks Jim’s character Hashi with a knife. Thug 1 has a Fair Daggers Trait, while Hashi has a Great Saber Fencing Trait. Thug 1 rolls a d8 versus Hashi’s d10. Hashi rolls a four, Thug 1 rolls a seven (hey—it happens). Thug 1’s knife is a +0 weapon, so Thug 1 does not get to add anything to his roll. Hashi’s scimitar is a +1 weapon, so he adds one to his roll, bringing it up to five. Thug 1’s roll is still higher, however, so the Narrator informs Jim that Thug 1 slips under his defenses and rakes a shallow cut across his thigh. Because seven (Thug 1’s modified roll) minus five (Jim’s modified roll) equals two, Hashi suffers one wound in the #2 slot (Stings a Bit). Jim’s character sheet now looks something like this:

	1
	Just a Scratch
	

	2
	Stings a Bit
	X

	3
	Leaves a Scar
	

	4
	Haze of Pain
	

	5
	Sickening Crunch
	

	6
	Blood Everywhere
	

	7
	Something Broken
	

	8
	Death’s Door
	

	9
	Mortal Blow
	


If Jim had already crossed out the #2 slot (indicating that Hashi had already suffered a wound there), then he would have to cross out the #3 slot instead. If he had already crossed out the #3 slot, he would instead cross out the #4 slot. The player’s last wound slot indicates a “Mortal Blow”—if a character receives a wound in the #9 slot then the character immediately dies, even if all the other slots are still empty. Thus, it is possible to kill in a single blow if you are good (or lucky) enough.
Healing from Damage
The amount of time that it takes a character to heal from their wounds is up to the Narrator. As a general rule, the more grievous the character’s wounds, the longer it should take to heal. Fable is not a medical simulation, but if you want a consistent guideline to use you can figure that it takes one day for a level one (Just a Scratch) wound to heal; double that for each successive level (2 days for Stings a Bit, four days for Leaves a Scar, eight days for Haze of Pain, and so on). 

Spending Karma Points
Every character has a variable number of Karma points that they can use to try to influence events. The Narrator should never tell the players exactly how many Karma points each of their characters has—these numbers should be kept secret so the player is never entirely sure how many Karma Points they have at their disposal. Every character gets between zero and three Karma Points initially (see Karma Points in Chapter III), the Narrator may allow players to purchase additional Karma Point rolls over the course of a campaign (see Purchasing More Karma Points in Chapter V). 

A player can opt to spend a Karma Point at any time, provided that the player has a Karma Point to spend. When a player spends a Karma Point, the player can re-roll any die (including dice rolled by either the Narrator or another player). The new die roll replaces the old one, regardless of which roll was higher or lower. If the player does not like the new roll, the player can spend yet another Karma Point to roll the die a third time (again, provided that the player has a Karma Point to spend). 

V. Running a Campaign


A campaign is a series of adventures and storylines that feature recurring characters and settings. A campaign generally demands a little more work than a single-session game—on the part of both the Narrator and the players. The reward of developing depth in your characters and settings is well worth the effort, however. 

If you are planning to Narrate an adventure, the first order of business is to choose a setting and genre. Will your game be a kung-fu pulp action serial set in the seedy back streets of Hong Kong? Will it be a high fantasy epic with warriors and wizards? Perhaps you will opt for a sci-fi thriller or a Lovecraftian horror setting. If you plan on running a short game—either a single session or a small number of sessions—you probably don’t have to do a whole lot of background work. Just flesh out the parts of your setting that the players are likely to encounter, and leave it at that. If you plan to run something a little more substantial, such as an ongoing campaign, however, you are going to have to do a bit of preparation.
Write a Short Synopsis

You can start out by writing up a short description of your game world for the benefit of the players. Just sum up everything about the setting that they will need to know in order to get started, then make copies and hand them out well in advance of your first session. This not only gives the players a chance to start thinking of character ideas, but it also forces you to start thinking of your world in more definitive terms. Feel free to get as detailed as you want here—the more time you put into your setting before you begin the game, the more source material you will have to draw from. 

Campaign Traits

A Narrator may want to do some preliminary work on Traits for the purpose of adding flavor to the campaign setting. A short list of Traits that are common to the setting will provide the players with a better sense of the game world and may help guide them when they create their characters. Even if they do not choose to select any of the Traits on the list, it will help to give them a better understanding of the type of place the game world is. A list of Campaign Traits should include a small number of Traits (10-15 is common, but you can include more or fewer if you want) that represent what is possible in the context of the setting. The list should give a short description of each Trait, as well as its cost. Do not try to define all of the Traits that might be available in your setting—the players will most likely want to create their own Traits anyway, and it is a lot more work than is really necessary.

Example: The following is a sample Campaign List for the world of Arabar, a fantasy setting with an Arabian style (the number in parenthesis is the cost):

Desertcraft (2): Arabar is a harsh and dangerous land, and only the clever survive. Characters versed in Desertcraft know the secrets of the deserts of Arabar. They can navigate across the trackless land with competence, they know how to seek for water, and they can identify the phenomena and creatures that make their homes amidst the sands.

Storytelling (2): The people of Arabar love a good tale, and Storytellers are welcome in the taverns and even the courts in most cities. Characters who posses the Storytelling Trait are familiar with many traditional stories, and can attempt to create their own. Those more proficient in this Trait might even know court tales, making them fit to perform for royalty.

Etiquette (1): Arabar is a land of strict manners and protocol. Characters versed in Etiquette will be more likely to behave correctly in different situations.

Magi (5): The Magi of Arabar control the forces of the elements, and are greatly feared and respected. The powers of magick are fully described elsewhere.

Haggling (1): The markets of the cities of Arabar roar with the shouts of people bickering over the price of an item. Some people are better at wringing good prices out of the stingy vendors than others are—the Haggling Trait certainly helps.

Engineer (5): This Trait is reserved for those of the Gnomish race, and they guard their secrets carefully. Engineers are versed in physics and alchemy, and are meticulous artisans. They can often discern how a mechanical item works by examining it, and can attempt to create inventions of their own. The level of aptitude that the Engineer possesses will help to determine what they are capable of designing. Engineers are conversant with the process of formulating gunpowder—the greatest secret of the Gnomish race.

Honor (1): Honor is the cornerstone of the Knights of the Crescent, who live by their code of ethics (well, most of them do). Characters possessing this Trait have a deep understanding of ethics and morality, as they have contemplated it often, and must live strictly by a common moral code. This Trait gives the character that possesses it great strength and fortitude against the violation of their code.

Religion (1): The character knows much about the gods and the temples that worship them. The character need not worship any specific god to purchase this Trait.

Faith (5): The character is a follower of a god, and has all the powers and responsibilities thereof, which are described elsewhere.

Blacksmith (4): The ability to work iron has existed in Arabar for centuries. The character is acquainted with every aspect of the art of iron working, and can attempt to make items such as horseshoes, tools, and even weapons and armor.
You might discover a need for Traits that operate under their own special rules. With a little creativity, you can use Traits to describe anything that your campaign calls for. Perhaps you have created a Trait that you want every player to have—simply tell your group that every character must have that Trait (whether or not they have to pay for it is up to you). Perhaps you feel the need to create a deeper set of rules to govern an important Trait (such as the Magi and Faith Traits in the example above). Go ahead and make up whatever special rules you need—it’s your game.

Example: The Narrator is running a game based on Lovecraft’s Cthulu mythos and wishes to employ sanity rules similar to the ones found in Chaosium’s Call of Cthulu RPG. The Narrator decides that there will be a Campaign Trait called Sanity, and that all characters will be required to purchase the Trait. The Narrator chooses to set a base price of one Character Point for the Trait (alternately the Narrator could give the Trait to every character for free, at a set level) and let players purchase it at a level that seems appropriate for their characters. 

Losing sanity is one of the central elements of a Call of Cthulu game, and the Narrator decides to employ a similar mechanic for the Sanity Trait. Whenever a player encounters a mythos horror, the Narrator will rate the horror on the “Weak to Legendary” scale and force the player to make a Sanity check for their character. Encountering a squirming horde of rats might be considered a Weak horror, while coming face to face with Great Cthulu would certainly be a Legendary horror. 

If the player succeeds in their Sanity check, the encounter produces no adverse results (no adverse results with regard to Sanity, at any rate; meeting Great Cthulu would probably pose a few other problems for most characters). If the player fails the Sanity check, their character’s Sanity Trait drops one level, permanently. If the player fails the check by nine points or more, their character goes insane. The Narrator may opt to come up with another set of rules that govern insanity and perhaps allow the player to bring their character back into the realm of reason. Alternately, the Narrator might rule that insanity is tantamount to death and ends a character’s career in the game.

The players will be able to spend Character Points to buy back lost Sanity levels between sessions (see Character Growth, below). The Narrator could also introduce a Cthulu Mythos Trait into the game. This Trait would represent each character’s level of Mythos knowledge, and would rise in levels as each character learns new secrets that “man was not meant to know.” The Cthulu Mythos Trait would not cost any Character Points—it rises automatically, at the Narrator’s discretion, as the players learn more about the nature of reality. The downside is the affect that the Trait has on Sanity—if a character’s Sanity Trait should ever drop lower than their Cthulu Mythos Trait they immediately go insane. The higher a character’s Cthulu Mythos Trait rises, the more difficult it becomes to keep a grip on sanity. Nobody said that life in a Lovecraftian setting would be easy.
More than anything else, Campaign Traits serve to attune the players to the “flavor” of the campaign. Players can and should come up with Traits of their own, in the spirit of the Narrator’s Campaign Traits. 

Racial Traits

Many settings offer a variety of races for characters to play. As Narrator you can opt to create Racial Traits, which all members of a given race posses at no cost in CPs. Some Racial Traits may only be available to members of a specific race; others might be Common Traits in which the race in question is gifted (or flawed). The number of Racial Traits a race has, as well as the cost and starting level of those Traits is up to the Narrator (more than one or two is probably excessive, however). Not all races need have the same number of Racial Traits. 

Example: The following is a sample description of Arabarian dwarves, complete with Racial Traits:

Dwarves: Short but doughty, dwarves prefer to live underground where they mine for precious metals and gems. They are masters of forge and stone, and posses a dour nature that belies their loyalty and trustworthiness. Dwarves are short creatures, standing an average of three to four feet tall when fully grown. The average lifespan of a dwarf is 150 years. All dwarves are able to see in the dark as well as they do in daylight, allowing them to navigate their underground mines with ease. All Dwarves possess the following Traits: Fair Stamina (4); and Fair Direction Sense (3).
Character Growth

Some game systems cast beginning player characters as weak and undeveloped newbies that rapidly advance up a ladder of experience to a state of near godhood. There is nothing wrong with that style of game, and you can play Fable that way if you want to. One of the goals of the system is to allow players to create the characters that they want from the start, however, and then develop them at a more leisurely pace. 

It’s all fine and well to say that playing the game is its own reward, but material rewards are fun too, and you will want to give them out on occasion to give your players a sense of accomplishment. At the end of each session, you can award Character Points to your players, which they in turn can use to develop their character. There aren’t any hard and fast rules on how many you should reward, but a little goes a long way. It’s probably not a good idea to give an individual player more than one Character Point per session, and you need not feel obligated to give them to every player. Following are two different systems that you can use to govern Character Point awards. You can also make up your own system. It is your game. 

There Can Be Only One

At the end of each session, the Narrator chooses the player who put the best effort into role-playing their character and awards them one Character Point. This is a “slow growth” system—characters will not develop rapidly, but at a leisurely pace over a long period of time. Try it—you might like it.

Karma Chameleon

At the end of each session, every player gets one Character Point unless that player used a Karma Point at any time during the session. Any player that used one or more Karma Points receives no Character Points for that session. That’s karma, baby. This is a faster system of advancement that can be useful if you plan to put the player’s characters in the line of danger often. With more Character Points, they will greater opportunity to buy more Karma (see below) without totally neglecting their characters’ Traits.

Purchasing More Karma Points

Now your players have a Character Point or two burning a hole in their pockets, and they are just dying to know how they can spend them. They can use them to purchase additional Karma Points, for one thing… well, sort of. Players cannot actually purchase Karma Points, but they can purchase additional Karma rolls. For every Character Point a player spends, the Narrator adds another zero to three (1d4 – 1) Karma Points to their total. Of course, the Narrator should never tell the player how many Karma Points they have—it ruins the suspense. 

Developing Traits

With the Narrator’s approval, players can spend Character Points to improve their existing Traits or to purchase new ones. That first part bears repeating, so here it is again—with the Narrator’s approval. 

If a player wants to improve an existing Trait, they need to accumulate enough Character Points to purchase the next level of ability (see Purchasing Traits in Chapter III). Having the points is often not enough, however—as Narrator, you can require players to role-play their improvement within the context of the game. Perhaps they need to find a trainer, or go on some sort of quest before they can improve the Trait in question. 

You can also restrict players from improving certain Traits at all if you feel it would be inappropriate. It is one thing to let a player learn to be a better Gambler, but how does one go about improving innate qualities such as Beauty? If the player cannot come up with an acceptable suggestion for how a Trait might be improved, do not allow them to improve it.

Example: Jim has accrued a small horde of Character Points over the past few months—10, to be exact—and now he wishes to use them to develop Hashi’s Traits. His primary goal is to improve Hashi’s Saber Fencing Trait from Great to Phenomenal. Saber Fencing has a base cost of three, so it costs nine points to go from Great to Phenomenal. The Narrator tells Jim that merely spending the points is not enough—Hashi will have to seek out a talented mentor to help him improve his technique. This could be an easy hurdle to overcome or the source of a completely new adventure, depending on how the Narrator chooses to work it into the game. Jim realizes that he has one Character Point left after spending nine on his Saber Fencing Trait, and opts to spend this last point to gain another Karma roll. The Narrator secretly rolls a 1d4 – 1 and adds the result to Hashi’s total without allowing Jim to see either the total or the roll.

Purchasing New Traits
Players can also use Character Points to buy entirely new Traits… at the Narrator’s discretion. The tasks that they have to perform in the game and the number of hoops that they have to jump through to acquire the new Trait are likewise at the Narrator’s discretion.

Eliminating Weaknesses

You might also allow players to “buy back” weaknesses that they took during character creation. Tread carefully here—if a player cannot justify the elimination of the weakness in role-playing terms, then you are probably better off not allowing it at all. If you do allow it, then make the player spend as many Character Points as you feel is appropriate. Do not feel obligated to allow players to buy back weaknesses for the same number of points that they originally got them for. 

FABLE CHARACTER SHEET
	Name:

Notes
Traits

	Wounds

1

Just a Scratch

2

Stings a Bit

3

Leaves a Scar

4

Haze of Pain

5

Sickening Crunch

6

Blood Everywhere

7

Something Broken

8

Death's Door

9

Mortal Blow
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