Ffour Colors al Jfresco

The Setting

Four Colors al Freseo is a roleplaying game of pulp-
style adventure, set in an alternate Renaissance.
The basic setting is Renaissance Italy — as it might
have been. Had there been fantastic, pre-industrial
advanced technologies in the hands of a few. Had
the Black Death never come. Had the remnants of
highly-advanced civilizations been scattered ar-
ound the world. Had reality been governed by mys-
tical Forces instead of scientific laws. Had there
been maniacal geniuses constantly plotting to take
over the world. And, most importantly, had there
been superheroes to thwart them.

But these are not the su- The Forces

perheroes of our times, or

even our parents’ times —

Known: Governed by Mercury, Patron of Discovery,
the Known is the Force of science and deduction

and the bad guys are not just misunderstood or
misguided. Your characters are the heroes of this
world, people gifted with extraordinary gifts and
driven by moral principles.

The world, as well as all those within it, is governed
by five mystical Forces, the interactions of which
determine everything that happens and exists.
Much as our own world is governed by the forces of
electricity, magnetism, gravity, and the nuclear
forces, which together can explain why everything
is the way it is, and why everything happens the
way it does, the world of Ffour Colors al Freseo is gov-
erned by five Forces. Dynamic, Static, Lost, Known,
and Passion are the
Forces that govern the
existences and interac-

these are the superheroes
of our grandparents’
times, the action heroes
of the pulps. Before the
term “superhero” was
coined. Before spandex
costumes. When a man

and the rational world.

Passion: Governed by Venus, Goddess of Passion,
Passion is the Force of emotion and feeling.
Dynamic: Governed by Mars, God of War, Dynamic
is the Force of motion and action and change.
Static: Governed by Jupiter, the Eternal Ruler,
Static is the Force of stability and the status quo.
Lost: Governed by Saturn, the Mystic, the Lost is
the Force of faith, the mystical and magical, and

tions of this world. Every
action, every happening,
every thing in the world is
caused by the interac-
tions of these 5 forces,
but, generally, one or two
of the forces so strongly

the fa tten.
with a maniacal laugh, a ¢ Jorgoren

govern a particular activi-

pair of six-shooters, and

the sole power to “cloud men’s minds” had the
power to send villains scurrying for their holes.
Pulp heroes are only slightly better than the rest of
us, not the breed apart of the modern superhero.
They may laugh in the face of an armed man, but it
is not because they are unthreatened. They may
operate outside the law, but only because the au-
thorities have chosen to allow it. And they rarely
have the luxury of existing outside the norms of
society for more than an evening at a time. In
short, while they have exceptional powers, pulp
heroes are not so powerful that they may ignore the
rest of society.

The style of this roleplaying game is one of action
and adventure in a morally-clear world. The villains
are Evil, and the heroes are Good, and rarely is
there any doubt as to which is which. Doing good
doesn’t result in unintended bad consequences,

ty that the rest are over-
shadowed. When the Dynamic Force holds sway,
the rock falls. When the Static Force holds sway, it
stays put. Throughout most of the world, they pro-
vide a sort of balance — some things and situations
are governed more by one Force or another, but on
a broad scale everything balances out. But a few
exceptional individuals are not in harmony with
the world. The Forces do not pay equal attention to
them. Some of the Forces pay them more heed,
while others seem to give them short shrift, and
still others apparently just overlook them on occai-
sion. These are the Omegas , individuals who have
been forgotten by one of the Forces, and thus defy
the normal laws of nature in some small way. It is
these Omegas that are the villains and heroes of
this world.

The Rules

The rules are based on 3 basic concepts: Descrip-



tors, Planets, and Storypath cards. Descriptors
make up the bulk of a character’s description, and
resolve the bulk of actions. Descriptors are purely
descriptive, with no numerical or other
“mechanical” component. Utilizing them is a purely
narrative affair, involving the Storyguide and play-
ers agreeing on how they apply.

In the event that Descriptors can not resolve a sit-
uation, the Planets may be employed. The Planets
correspond to the Forces, and determine to what
degree each Force affects a character. To use them,
you “roll the Planets”, which involves rolling the
dice for all of your characters Planets, and then or-
dering them according to results. This forms the
Hierarchy, with the smallest result at the top, in
the Dominant position.

Panel, Page, and Issue. The Title is the comic book
series that contains the characters’ exploits. All
those characters that are regular members of the
current Title are considered Main characters, while
any others are Guest characters. A Title also has
Storypath cards, and players of Main characters of
that Title may use them. Any player may put Story-
path cards into the Title, and upon doing so imme-
diately draw a new card for their hand.

Character Creation
Once you have a concept for your character, there

are 3 steps to realizing her in game terms.

First you need to rate her Planets. For 4 of the
Planets, you will simply rate how strongly that force

influences the character.
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Storypath cards are used to shift the balance of
power from Storyguide to player. When a player
uses a Storypath card, she gains complete authori-
al control over the game (except for other players’
characters) for a little while. Storypath cards that
are played in such a way as to be, on balance, det-
rimental to the group, earn the player an immediate
draw for a new card.

There are also mechanics based on the notions of
Title and Miniseries, and upon the units of time of

the sight of” that planet. It
is from this Force (or rather, its lack) that her pow-
ers stem. Every character has a Power, a Weakness,
and a Quirk associated with the Qed Planet. Usu-
ally, the Power and Weakness are related — often
the Weakness is something that negates the Power
— but this is not necessary. The Quirk helps to de-
fine exactly how the Force of that Planet doesn’t af-
fect the character.

Once the Power, Weakness, and Quirk have been
determined, the third and final step is detailing the
character’s Traits. For each Planet with a die rating,



consult the chart to determine how many Traits
that Planet grants, and any limitations on how
they may be used. Every Trait must be somehow re-
lated to the Force that the Planet governs.

One special kind of Trait is the Power Stunt. This is
a specific special use of the character’s Power,
which is practiced and thus just as reliable as the
character’s Power itself. Another special Trait is a
Flaw. As the name implies, a Flaw is primarily
negative, and limits the character in some way.
Power Stunts and Flaws should be labeled as such,
but otherwise abide by all of the same rules as any
other Trait.

As finishing steps, you should record the color of
the die you are going to use for each planet, and
draw your Storypath cards. Each player begins play
with a number of Storypath cards equal to the
number of rated Planets her character has. Decide
on a name, and record the character’s Title(s), and
you're ready to play.

Glossary

Descriptors: everything, besides the Planet scores, that ex-
presses your character in game-mechanical terms; essentially
everything on your character sheet except for the Storypath
cards and Planets (and Name). Some have special names, such
as Traits, Flaws, Powers, etc.

Dynamic: the Force of action and movement and change. Gov-
erned by Mars, God of War.

Flaw: A special kind of Trait. Flaws are Traits that are almost
always negative in effect, and thus a detriment to the Charac-
ter. A Flaw is something that the Character would like to be
rid of.

Guest Characters: all of the Qs other than the Main charac-
ters. Usually, there are one or more villainous Guest charac-
ters in an Issue, and there may also be heroic Guests, who are
not part of the Main characters, but are Crossing Over (q.v.).
They are almost always Flayed by the Storyguide.

Hierarchy: The ordering of the dice, and thus their correspond-
ing Forces, when they are rolled. It is the Hierarchy that de-
termines the outcome of an in-question action. The smaller the
number on the die, the higher it is in the Hierarchy. The top
position (lowest number), which may only be occupied
uniquely, is labeled Dominant. The next highest position, or
highest if the lowest number is tied, is labeled Major. The
lowest position, which again may only be occupied uniquely,
is labeled Weak. The final position, a%ove Weak and below
Major, is labeled Minor. The Dominant and Major positions
are favorable, and indicate success if Favored Forces fall into
them. The Weak position is unfavorable, and indicates failure
if a Favored Force falls into it.

Issue: a single session (evening/afternoon) of game play. Most
Issues contain multiple Pages, and they are often grouped into
Miniseries.

Known: the Force of science, reason, and the rational world.
Governed by Mercury, Patron of Discovery.

Lost: the Force of the mystical, magical, and forgotten. The
source of faith and magic, and the governing Force for esoteric
occult knowledges. Governed by Saturn, the Mystic.

Main character: a character played by one of the Players. They
are the characters around whom the stories of every Issue re-

volve.

Main Title: The exploits of the characters are organized in a
number of ways. One of those is the concept of Title(q.v.). The
Main Title is the Title that includes all of the characters as
Main Characters (q.v.).

Miniseries: a series of Issues that are all linked together to
form a single plot. The Issues of a Miniseries usually are part
of a single Title, but this is not necessarily the case, and it’s
perfectly reasonable for a Miniseries to span as many Titles
as it has Issues.

Passion: the Force of emotions and feelings. Governed by Ve-
nus, Goddess of Passion.

Page: a series of events that are all tightly tied together and
take place in a short span of time in a single location. Essen-
tially, a scene. A Page may be made up of any number of Pan-
els, including none. Depending on the nature of the activities
it encompasses, it won’t always be divided into Panels. A
series of Pages make up an Issue.

Panel: the smallest unit of time in the game system. During one
Panel, a character may accomplish one simple action, such as
making an attack, lifting a sinking sh(ilp, or delivering some di-
alog. More complex actions, such as disarming a complex
trap, delivering a monologue, debating a course of action, or
laying an ambush, will take multiple Panels.

Planets: the dice ratings on your character sheet. They rate
how much the various Forces affect your character; Smaller
numbers indicate a stronger influence. Also, a metaphorical
term for the Forces; each Force is thought to be governed by
one of the known Planets.

Power: The advantageous special Descriptor associated with

your Qed Planet. Powers generally fall outside the bounds of
normal reality in the world. A Power should be somehow ex-
ceptional, either in nature or degree, so as to keep it distinct
from other Traits.

Power Stunt: a special kind of Trait. Power Stunts are special
uses of a Power that aren’t outside of its purview, but aren’t
necessarily an inherent part of it, either. A Power Stunt guar-
antees the ability to utilize the Power in this borderline area.

Quirk: the Descriptor that stems from an Qed Planet. which is
neither advantageous nor disadvantageous on the whole.
Like a Weakness or Power, it should be somehow exceptional
or supernatural.

Static: the Force of stability and the status quo. Governed by
Jupiter, the Eternal Ruler.

Storyguide (SG): the Storyguide is the participant who cur-
rently isn't a regular player. It is her job to detail the setting,
play all of the extra characters, provide a scenario, and adju-
dicate actions.

Title: the collected adventures of a particular Q or group of Qs.

Traits: Descriptors other than your Power/Weakness/ Quirk.
Some of these are in turn given special names, such as Flaws
and Power Stunts.

Weakness: The disadvantageous special Descriptor associated

with your Qed Planet. Many Weaknesses tie directly to the
Power, and either limit it in some way, negate it under some
circumstances, or provide a way to counter it. But this need
not be the case, and a Weakness could work in any way.
What is important is that it be somehow exceptional, either in
degree or nature, or it would simply be a Flaw Trait.

Q (Omega): Someone who is “out of the sight of” one of the
Planets, and therefore not limited to the normal rules of the
Force it governs. As a result, they have what we would call
superpowers, and are often capable of feats well beyond hu-
man norms. Nobody knows who first used the term “Q”, but it
is suspected that it was someone trying to be clever and show

their learning by making a reference to the end of normal laws
where these people are concerned.
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Preamble

The purpose of this License is to make a rulebook, game manual, sourcebook,

supplement, or other written role- playing game document “free” in the sense
that everyone is permitted to copy and redistribute it, with or without
modifying it, either commercially or noncommercially. Secondarily, this
License preserves for the author and publisher a way to get credit for their
work, while not being considered responsible for modifications made by
others.

This License is a kind of “copyleft”, which means that derivative works of the

document must themselves be free in the same sense. It is based largely upon
the GNU Free Documentation License, which is a copyleft license designed for
software manuals and textbooks.

We have designed this License in order to use it for rulebooks and sourcebooks

1.

for role-play gaming, in the hope that a convenient and complete open license
for role-play gaming material will encourage the cooperative creation of a
greater variety and quality of games. We recommend this License principally
for works whose purpose is instruction or reference for a role-playing game.

Applicability and Definitions

This License applies to any manual or other work that contains a notice placed by

the copyright holder saying it can be distributed under the terms of this
License. The “Document”, below, refers to any such manual or work,
including its text, charts, artwork, and other content. Any member of the
public who accepts this license is a licensee, and is addressed as “you”.

A “Modified Version” of the Document means any work containing the

A

Document or a portion of it, either copied verbatim, or with modifications
and/or translated into another language.

“Secondary Section” is a named appendix or a front-matter section of the
Document that deals exclusively with the relationship of the publishers or
authors of the Document to the Document's overall subject (or to related
matters) and contains nothing that could fall directly within that overall
subject. (For example, if the Document is in part a compendium of creatures
and monsters, a Secondary Section may not describe or depict any creatures or
monsters.) The relationship could be a matter of historical connection with the
subject or with related matters, or of legal, commercial, philosophical, ethical
or political position regarding them.

The “Invariant Sections” are certain Secondary Sections whose titles are

designated, as being those of Invariant Sections, in the notice that says that the
Document is released under this License.

The “Cover Texts” are certain short passages of text that are listed, as Front-Cover

Texts or Back-Cover Texts, in the notice that says that the Document is released
under this License.

An “Editable” copy of the Document means a machine-readable copy,

represented in a format whose specification is available to the general public,
whose contents can be viewed and edited directly and straightforwardly with
generic text editors or common word processors or (for images composed of
pixels) generic paint programs or (for drawings) some widely available
drawing editor, and that is suitable for input to text formatters or for automatic
translation to a variety of formats suitable for input to text formatters. A copy
made in an otherwise Editable file format whose markup has been designed to
thwart or discourage subsequent modification by readers is not Editable. A
copy that is not “Editable” is called “Fixed”.

Examples of suitable formats for Editable copies include plain ASCII text without

markup, Rich Text Format (RTF), SGML or XML using a publicly available
DTD, and standard- conforming simple HTML designed for human
modification.

Fixed formats include PostScript, Adobe Acrobat (PDF), proprietary formats that

can be read and edited only by specific word processors such as WordPerfect
or Microsoft Word, SGML or XML for which the DTD and/ or processing tools
are not generally available, and the machine-generated HTML produced by
some word processors for output purposes only.

The “Title Page” means, for a printed book, the title page itself, plus such

N

following pages as are needed to hold, legibly, the material this License
requires to appear in the title page. For works in formats which do not have
any title page as such, “Title Page” means the text near the most prominent
appearance of the work's title, preceding the beginning of the body of the text.

. Verbatim Copying

You may copy and distribute the Document in any medium, either commercially

or noncommercially, provided that this License, the copyright notices, and the
license notice saying this License applies to the Document are reproduced in
all copies, and that you add no other conditions whatsoever to those of this
License. You may not use technical measures to obstruct or control the reading
or further copying of the copies you make or distribute. However, you may
accept compensation in exchange for copies. If you distribute as many copies
as described in the opening paragraph of section 3, you must also follow the
conditions in section 3.

You may also lend copies, under the same conditions stated above, and you may

3.

publicly display copies.

Copying in Quantity

If you publish printed copies of the Document numbering more than 100, and the

Document's license notice requires Cover Texts, you must enclose the copies in
covers that carry, clearly and legibly, all these Cover Texts: Front-Cover Texts
on the front cover, and Back-Cover Texts on the back cover. Both covers must
also clearly and legibly identify you as the publisher of these copies. The front
cover must present the full title with all words of the title equally prominent
and visible. You may add other material on the covers in addition. Copying
with changes limited to the covers, as long as they preserve the title of the
Document and satisfy these conditions, can be treated as verbatim copying in
other respects.

If the required texts for either cover are too voluminous to fit legibly, you should

put the first ones listed (as many as fit reasonably) on the actual cover, and
continue the rest onto adjacent pages.

If you publish or distribute Fixed copies of the Document numbering more than

100, you must either a) state in or with each Fixed copy a publicly-accessible
computer-network location containing a complete Editable copy of the
Document, free of added material, which the general network- using public
has access to download anonymously at no charge using public-standard
network protocols, or b) include a machine-readable Editable copy along with
each Fixed copy. If you use the former option, you must take reasonably
prudent steps, when you begin distribution of Fixed copies in quantity, to
ensure that this Editable copy will remain thus accessible at the stated location
until at least one year after the last time you distribute a Fixed copy (directly or
through your agents or retailers) of that edition to the public.

It is requested, but not required, that you contact the authors of the Document

4.

well before redistributing any large number of copies, to give them a chance to
provide you with an updated version of the Document.

Modifications

You may copy and distribute a Modified Version of the Document under the

conditions of sections 2 and 3 above, provided that you release the Modified
Version under precisely this License, with the Modified Version filling the role
of the Document, thus licensing distribution and modification of the Modified
Version to whoever possesses a copy of it. In addition, you must do these
things in the Modified Version:

A.  Usein the Title Page (and on the covers, if any) a title distinct from that
of the Document, and from those of previous versions (which should, if
there were any, be listed in the History section of the Document). You
may use the same title as a previous version if the original publisher of
that version gives explicit permission.

B.  List on the Title Page, as authors, one or more persons or entities
responsible for authorship of the modifications in the Modified Version.
You may list the principal authors of a previous version if those
individuals give their explicit permission.

C.  State on the Title page the name of the publisher of the Modified
Version, as the publisher.

D. Preserve all the copyright notices of the Document.

E.  Add an appropriate copyright notice for your modifications adjacent to
the other copyright notices.

F.  Include, immediately after the copyright notices, a license notice giving
the public permission to use the Modified Version under the terms of
this License, in the form shown in the Addendum below.



Preserve in that license notice the full lists of Invariant Sections and

required Cover Texts given in the Document's license notice.

Include an unaltered copy of this License.

Preserve the section entitled “History”, and its title, and add to it an item

stating at least the title, year, new authors, and publisher of the Modified

Version as given on the Title Page. If there is no section entitled

“History” in the Document, create one stating the title, year, authors, and

publisher of the Document as given on its Title Page, then add an item

describing the Modified Version as stated in the previous sentence.

J. Preserve the network location, if any, given in the Document for public
access to an Editable copy of the Document, and likewise the network
locations given in the Document for previous versions it was based on.
These may be placed in the “History” section. You may omit a network
location for a work that was published at least four years before the
Document itself, or if the original publisher of the version it refers to
gives permission.

K. Inany section entitled “Acknowledgements” or “Dedications”, preserve
the section's title, and preserve in the section all the substance and tone
of each of the contributor acknowledgements and/or dedications given
therein.

L.  Delete any section entitled “Endorsements”. Such a section may not be
included in the Modified Version.

M.  Any Invariant Section of the Document must either remain unaltered in
its text, artwork, and title, or it must be removed from the Modified
Version. Invariant Sections may not be edited or modified. Section
numbers or the equivalent are not considered part of the section titles.

N. Do not retitle any existing section as “Endorsements” or to conflict in
title with any Invariant Section.

TE

If the Modified Version includes new front-matter sections or appendices that
qualify as Secondary Sections and contain no material copied from the
Document, you may at your option designate some or all of these sections as
invariant. To do this, add their titles to the list of Invariant Sections in the
Modified Version's license notice. These titles must be distinct from any other
section titles.

You may add a section entitled “Endorsements”, provided it contains nothing but
endorsements of your Modified Version by various parties — for example,
quotations from reviews, or that the text has been approved by an organization
as the authoritative version of a setting.

You may add a passage of up to five words as a Front-Cover Text, and a passage
of up to 25 words as a Back-Cover Text, to the end of the list of Cover Texts in
the Modified Version. Only one passage of Front-Cover Text and one of Back-
Cover Text may be added by (or through arrangements made by) any one
entity. If the Document already includes a cover text for the same cover,
previously added by you or by arrangement made by the same entity you are
acting on behalf of, you may not add another; but you may replace the old one,
on explicit permission from the previous publisher that added the old one.

The author(s) and publisher(s) of the Document do not by this License give
permission to use their names for publicity for or to assert or imply
endorsement of any Modified Version.

5. Combining Documents

You may combine the Document with other documents released under this
License, under the terms defined in section 4 above for modified versions.

The combined work need only contain one copy of this License, and multiple
identical Invariant Sections included in the Modified Document may be
replaced with a single copy. If there are multiple Invariant Sections with the
same name but different contents, make the title of each such section unique
by adding at the end of it, in parentheses, the name of the original author or
publisher of that section if known, or else a unique number. Make the same
adjustment to the section titles in the list of Invariant Sections in the license
notice of the combined work.

In the combination, you must combine any sections entitled “History” in the
various original documents, forming one section entitled “History”; likewise
combine any sections entitled “Acknowledgements”, and any sections entitled
“Dedications”. You must delete all sections entitled “Endorsements.”

6. Collections of Documents

You may make a collection consisting of the Document and other documents
released under this License, and replace the individual copies of this License in
the various documents with a single copy that is included in the collection,
provided that you follow the rules of this License for verbatim copying of each
of the documents in all other respects.

You may extract a single document from such a collection, and distribute it
individually under this License, provided you insert a copy of this License into
the extracted document, and follow this License in all other respects regarding
verbatim copying of that document.

7. Aggregation with Independent Works

A compilation of the Document or its derivatives with other separate and
independent documents or works, in or on a volume of a storage or

distribution medium, does not as a whole count as a Modified Version of the
Document, provided no compilation copyright is claimed for the compilation.
Such a compilation is called an “aggregate”, and this License does not apply to
the other self-contained works thus compiled with the Document, on account
of their being thus compiled, if they are not themselves derivative works of the
Document.

If the Cover Text requirement of section 3 is applicable to these copies of the
Document, then if the Document is less than one quarter of the entire
aggregate, the Document's Cover Texts may be placed on covers that surround
only the Document within the aggregate. Otherwise they must appear on
covers around the whole aggregate.

8. Translation

Translation is considered a kind of modification, so you may distribute
translations of the Document under the terms of section 4. Replacing Invariant
Sections with translations requires special permission from their copyright
holders, but you may include translations of some or all Invariant Sections in
addition to the original versions of these Invariant Sections. You may include a
translation of this License provided that you also include the original English
version of this License. In case of a disagreement between the translation and
the original English version of this License, the original English version will
prevail.

9. Termination

You may not copy, modify, sublicense, or distribute the Document except as
expressly provided for under this License. Any other attempt to copy, modify,
sublicense or distribute the Document is void, and will automatically
terminate your rights under this License. However, parties who have received
copies, or rights, from you under this License will not have their licenses
terminated so long as such parties remain in full compliance.

10. Future Revisions of This License

The RPG Library may publish new, revised versions of the October Open Game
License from time to time. Such new versions will be similar in spirit to the
present version, but may differ in detail to address new problems or concerns.
See <http:/ /www.rpglibrary.org>.

Each version of the License is given a distinguishing version number. If the
Document specifies that a particular numbered version of this License “or any
later version” applies to it, you have the option of following the terms and
conditions either of that specified version or of any later version that has been
published (not as a draft) by the RPG Library. If the Document does not
specify a version number of this License, you may choose any version ever
published (not as a draft) by the RPG Library.

11. How to Use This License for Your Documents

To use this License in a document you have written, include a copy of the License
in the document and put the following copyright and license notices just after
the title page:

Copyright © YEAR YOUR NAME.

Permission is granted to copy, distribute and/or modify this document
under the terms of the October Open Game License, Version 1.0 or any
later version published by the RPG Library; with the Invariant Sections
being LIST THEIR TITLES, with the Front-Cover Texts being LIST, and
with the Back-Cover Texts being LIST.

A copy of the license is included in the section entitled “October Open
Game License”.

If you have no Invariant Sections, write “with no Invariant Sections” instead of
saying which ones are invariant. If you have no Front-Cover Texts, write “no
Front-Cover Texts” instead of “Front-Cover Texts being LIST”; likewise for
Back- Cover Texts.

If your document is accompanied by executable program code (such as character
generation software or a dice-rolling utility), we recommend releasing these in
parallel under your choice of open software license, such as the GNU General
Public License.

Direct inquiries & questions to <librarian@rpglibrary.org>.
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