
 

Name: Fred Hicks. 

 

Place of birth: Florida, gods help me. 

 

Date of birth (year): 1972. 

 

First RPG: Red box basic D&D. 

 

Favorite RPGs: That aren't mine? Hm. Amber Diceless, Marvel Heroic, Gamma World. There 

are probably a dozen others I'm not thinking of. I'm mercurial! 

 

*Hi Fred, it's a pleasure to have you with us. Your name has rapidly ascended over the past 

decade to become one of the most widely known authors of the scene, in a kind of RPG guru. 

Do you feel comfortable in that situation? 

 

Not when you describe it that way! Honestly I'm just trying to make sure that I don't learn 

what I learn in secret. I try to "learn out loud," right? Because getting started as a publisher 

was rough. There just wasn't much to go on. Folks were starting to share what they knew, but 

the folks with real long term experience were mum. That just plain annoyed me, and I figured, 

if I managed to become one of those guys with real long term experience, by the time I got 

there I wanted the world to be different. I wanted the information to get out there. So when I 

learned a thing, I shared it. And I'm always learning a thing. In a way the transparency is just a 

side-effect to that. 

 

*You are known, above all, for being one of the authors of FATE system that just had a new 

version and it has accumulated all kinds of awards and applause. Did you expect such an 

impact when you were preparing 'Spirit of the Century' in 2005? 

 

Well, I was one of the original creators of Fate, but we've had plenty of other folks working on 

the system since—and even then in the first versions it was something co-written with Rob 

Donoghue, and I played second fiddle to his prose all the way. I'll take credit for a few of the 

wacky ideas, though, no question. Or I would, if I could remember which ones were mine. Rob 

can't remember which were his either. Such is life. 



Anyway, to answer your question, Fate has always surprised me. There's never been a release 

of a Fate game done by Evil Hat where I didn't encounter some kind of surprise at the 

magnitude of the response. It's one thing to see the community grow with each new iteration 

we get out there, but it's quite another to see it translate into the launch-time success of a 

new game. Those new games are the primary way we get a "read" on where Fate is at with the 

world at large... and I guess I always underestimate it. 

 

*Surely the most applauded of FATE mechanics is the system of aspects. How did you start 

using them? Which was your goal to include them? 

 

Aspects were a fusion of the idea of the Fudge System's "Gifts" mechanic, and the... uh, I 

forget what they're called, the backgrounds or something like that, from 7th Sea, with a little 

bit of the core attributes of the Amber Diceless RPG. Rob was a huge fan of 7th Sea and liked 

the idea that you had to pay for things like your nemesis or what-have-you. What was 

traditionally a downside or disadvantage that got you points back in other systems, here, you 

paid character points, because it was a downside that gave you more plot relevance, cooler 

moments, more spotlight time. Building out of that we came up with the idea of attribute 

replacements that had both an upside and a downside to them but both of those sides as 

awesome, fun story moments and spotlight time for someone to play through. 

 

*It is often criticized the 'Spirit of the Century' because in its 400 pages barely shows any 

atmosphere. Why was that? Is not it a weakness for the game? 

 

Nah, I don't see it as a weakness. We put a ton of advice in there. And it's a 6x9 format book; 

put that same text in a 8.5x11 format book, which was more popular as a format at the time 

we published, and it'd maybe be 240 pages. Take a look at a Player's Handbook sometime and 

tell me how much setting info is in that? Not much at all. Size isn't much different. What 

setting info there is is essentially inherent in the rules, through the rules. The game play 

experience makes the setting, and that setting is broadly all kinds of action-adventure pulpy 

fun. 

More recently, tho, we've started to expand the setting in a way that we think is more 

digestible than RPG setting text tends to be: novels. Grab a copy of Dinocalypse Now by Chuck 

Wendig and see what you think. That is, assuming you like a tale of two-fisted heroines, flying 

jet-men, time travel, talking apes, and psychic dinosaurs. 

 

*'Do not Rest Your Head' which has enjoyed a successful crowdfunding, is the only book of 

yours translated in Spain. Also, 'The Dresden Files', 'Do not Lose Your Mind', and 'Spirit of the 

Century' are being translated into spanish. Which of these books are you most proud? 



 

Don't make me choose a favorite from amongst my children! I can't do it! 

 

Okay, fine, I'll make it a tie between Don't Rest Your Head and The Dresden Files RPG. DRYH 

was entirely mine and very, very weird and I had no expectation it would find any kind of 

audience at all. It was the first book Evil Hat actually published professionally, just a few 

months before Spirit of the Century, and it's been a bit of a dark horse winner for us ever 

since. The Dresden Files RPG to this day feels to me like the best licensed game out on the 

market because of the kind of service we were able to do for the licensed property. It was a 

hand-in-glove fit. Also I essentially killed myself getting the layout on that thing done. And then 

forgot to credit myself. So it goes. 

 

*Which of your other games you would specially recommend to us? 

 

I think it's a great time to acquaint or reacquaint yourself with Fate if you haven't previously, in 

the form of Fate Core and Fate Accelerated. The system has really made a quantum leap 

forward, while still remaining familiar and accessible to old hands. The clarity is better than 

almost anything out there, and the rules simply hum in play. 

 

*Do you know any spanish RPG? 

 

I am entirely monolingual and with two small kids get very little time to play or even read, so I 

can't say that I do, alas! 

 

*Now that 'Fate Core' is a reality that has had a tremendous commercial success, What is your 

next project? What is preparing Frederick Hicks? 

 

I've got a year full of game development to do simply spooling out the promises of the Fate 

Core kickstarter. We've got three games starting development right now: Shadow of the 

Century—a Fate Core powered sequel to Spirit of the Century, set in 1984; Young Centurions—

a Fate Accelerated version of Spirit of the Century that dials the clock back to 1914, with the 

PCs as "young adult" adventurers who will grow to become the Centurions of the Century club; 

and Do: Fate of the Flying Temple—wherein we take the setting of Do: Pilgrims of the Flying 

Temple, and make it work with Fate Accelerated, producing a kind of Avatar/How to Train Your 

Dragon coming-of-age game. And all of those come after we get out the Fate System Toolkit, 



the two Fate Worlds books, Strange Tales of the Century, and another few novels. It's a crazy 

time at Evil Hat and I'm excited to be a part of making all of these things happen! 

 

Fred 


