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What Fable 5 Is and Why It's a "Mythos-Class" Model

In June 2026, Anthropic released Claude Fable 5  the first model from its "Mythos" family to be made available to the general public. Until that point, Mythos-class models had been restricted to a small number of trusted partners through a program called Project Glasswing, largely because of their extraordinary capability in areas like cybersecurity and complex software engineering.

Fable 5 changes that. It brings the same underlying technology to everyday developers, businesses, and individual users  but with safety classifiers built in. These classifiers monitor for high-risk topics (such as cybersecurity exploits, biology, and chemistry) and, when triggered, hand the conversation off to Claude Opus 4.8 instead. For the vast majority of everyday work coding, writing, research, data analysis, and long-running agentic tasks  you'll be working directly with Fable 5's full capabilities.

What makes Fable 5 different from previous models isn't just raw intelligence. It's built for long-horizon work: tasks that unfold over many steps, often without a human checking in at every turn. It can run for extended periods, coordinate subagents, maintain its own memory across sessions, and make judgment calls about when to act versus when to ask. That shift  from a model you prompt to a model you direct  is what this book is about.

Who This Book Is For

This guide is written for three overlapping groups of readers:

Developers building applications on the Claude API, Claude Platform, Amazon Bedrock, Vertex AI, or Microsoft Foundry, who want to get the most out of Fable 5's larger context window, effort controls, and agentic capabilities without wasting tokens or hitting unexpected refusals.

Agency owners and consultants who deliver AI-powered services to clients  content production, automation pipelines, research reports, dashboards  and need repeatable, reliable workflows they can hand off to a team or run unattended.

Power users who already work with Claude daily and want to move from casual prompting to structured, professional-grade usage: better prompts, better automation, fewer surprises.

You don't need to be a machine learning expert to use this book. You do need basic familiarity with prompting an AI model and, for the more technical chapters, some comfort with API calls or no-code automation tools.

Quick Comparison: Fable 5 vs Opus 4.8 vs Mythos 5

It helps to understand where Fable 5 sits relative to its siblings before you start building with it.

Claude Opus 4.8 is Anthropic's previous flagship model. It remains an excellent, fast, and cost-effective choice for most tasks, and it serves as the automatic fallback whenever Fable 5's safety classifiers decline a request.

Claude Fable 5 is the model this book focuses on. It is described by Anthropic as state-of-the-art across nearly all tested benchmarks, with the largest performance gains showing up on long, complex tasks. It is generally available through the Claude API and major cloud platforms, comes with a 1M-token context window by default, supports up to 128k output tokens per request, and includes safety classifiers that can decline a small percentage of requests in high-risk domains.

Claude Mythos 5 shares the same underlying capabilities as Fable 5 but without those safety classifiers in certain areas. It is not generally available  access is limited to approved cyberdefenders and infrastructure providers through Project Glasswing. Unless you're part of that program, Fable 5 gives you the same core intelligence with guardrails suited to general use.

For nearly everything covered in this book, the practical difference that matters is between Fable 5 and Opus 4.8  specifically, how to configure effort levels, how to structure prompts for long autonomous runs, and how to handle the occasional fallback gracefully.

How to Use This Book

This is a practical guide, not a theoretical one. Each chapter is built around a specific problem you're likely to encounter when working with Fable 5, followed by concrete prompt templates, configuration examples, and checklists you can copy and adapt directly.

A few notes on how the book is organized:

Chapters build on each other loosely, but you don't have to read them in order. If you're only interested in subagents, jump straight to Chapter 7. If refusals and fallback behavior are your main concern, go to Chapter 10.

Every chapter includes copy-paste material  prompt snippets, configuration examples, or checklists  marked clearly so you can lift them straight into your own projects.

The Appendix collects every prompt snippet from the book in one place, organized by chapter, along with a glossary of the terms used throughout (effort levels, adaptive thinking, refusal/fallback behavior, the send-to-user tool, Project Glasswing, and what "Mythos-class" actually means).

This is Volume 1 of an ongoing series. As Anthropic updates Fable 5 and releases new models, later volumes will cover new capabilities, updated benchmarks, and emerging best practices.

If you take one thing from this introduction, let it be this: Fable 5 rewards clear direction and well-structured autonomy more than any previous model. The chapters ahead will show you exactly how to provide both.
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Where It's Available: API, Claude Platform, Bedrock, Vertex AI, Microsoft Foundry

Claude Fable 5 is generally available across all of Anthropic's major distribution channels, which means you have flexibility in how you integrate it depending on your existing infrastructure.

If you're building directly against Anthropic's API, Fable 5 is accessible through the standard /v1/messages endpoint using the model identifier for Fable 5. This is the simplest path for most developers and the one used throughout this book's examples.

If your organization already runs on Claude Platform  Anthropic's enterprise offering  Fable 5 is available there as well, with the same capabilities and the same safety classifier behavior as the consumer-facing API.

For teams already invested in cloud ecosystems, Fable 5 is also available through Amazon Bedrock, Google Cloud's Vertex AI, and Microsoft Foundry. This means you can call Fable 5 using the same authentication, billing, and infrastructure you already use for other models on these platforms  useful if your organization has procurement or compliance requirements tied to a specific cloud provider.

One important note across all of these channels: Fable 5 and Mythos 5 are both designated as "Covered Models" with 30-day data retention, and neither is available under zero data retention agreements. If your use case requires zero data retention, you'll need to account for this when choosing between Fable 5 and other Claude models.

Plan Requirements (Pro, Max, Team, Enterprise)

Access to Fable 5 depends on which Anthropic plan you're using.

At launch, Fable 5 was made available to all Pro, Max, Team, and seat-based Enterprise plans  but this access window was time-limited. If you're on one of these plans, check your account or the Anthropic documentation directly to confirm current availability, since promotional access periods can change.

For consumption-based Enterprise plans and API access, Fable 5 is available on standard pay-as-you-go pricing without the same time restrictions.

If you're building a product or internal tool that depends on Fable 5, don't assume continued access under a free trial or limited-time promotion. Budget for standard API pricing from the start, and structure your code so that switching models (for example, falling back to Opus 4.8) requires changing a single configuration value, not rewriting your integration.

Context Window and Output Limits (1M Context / 128k Output)

Fable 5 ships with a 1 million token context window by default  a significant jump that changes how you should think about prompt design. Tasks that previously required careful summarization or chunking  large codebases, lengthy documents, extended conversation histories  can often be handled in a single context window now.

On the output side, Fable 5 supports up to 128,000 output tokens per request. This is particularly relevant for long-running agentic tasks, where the model might need to produce extensive code, detailed reports, or multi-step plans in a single response.

A practical implication: with this much room to work with, the temptation is to dump everything into context "just in case." Resist this. A 1M token context window doesn't mean every token is equally useful to the model  irrelevant information still competes for attention and can dilute focus on a long task. Chapter 3 covers this in more detail when we look at prompt structure for Fable 5 specifically.

Setting Up Your First API Call

Here's a minimal example to confirm your access is working. This uses the standard Anthropic API format:

import anthropic

client = anthropic.Anthropic(

api_key="your-api-key-here"

)

response = client.messages.create(

model="claude-fable-5",

max_tokens=1024,

messages=[

{"role": "user", "content": "Confirm you're running as Claude Fable 5 and briefly describe your context window."}

]

)

print(response.content[0].text)

A few things to check once this runs:

First, confirm the response completes normally rather than returning a refusal stop reason. A refusal on a simple test prompt like this would be unusual and worth investigating  see Chapter 10 for details on how refusal and fallback behavior works.

Second, check the usage field in the response to get a feel for token consumption. Since Fable 5 has different pricing than Opus 4.8, it's worth establishing a baseline early, especially if you're migrating an existing application.

Third, if you're working through Bedrock, Vertex AI, or Microsoft Foundry rather than the direct API, the model identifier and authentication method will differ slightly  consult the platform-specific documentation for the exact model string, as these are updated periodically.

Once you've confirmed basic access, you're ready to move on to the most important configuration decision you'll make with Fable 5: effort levels, covered next in Chapter 2.
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What "Effort" Controls (Intelligence vs Latency vs Cost)

One of the most consequential changes in Fable 5 is the introduction of an explicit effort parameter. Rather than getting a single fixed "version" of the model, you now choose how much computational effort Fable 5 applies to a given request  and that choice has real, measurable effects on three things: the quality and depth of reasoning, how long the response takes, and how much it costs.

Think of effort as a dial between "fast and good enough" and "slow and as capable as possible." At lower effort settings, Fable 5 responds quickly and cheaply, using less internal deliberation  ideal for straightforward tasks where the model's baseline capability is already more than sufficient. At higher effort settings, Fable 5 spends more time and computation reasoning through the problem, checking its own work, and considering edge cases  which matters for genuinely hard problems but is wasted (and costly) on simple ones.

The critical mindset shift for Fable 5 is this: effort is not a "quality setting" you should always max out. It's a resource allocation decision. Using xhigh effort on a task that low could handle isn't "playing it safe" — it's spending more money and time for a result that won't meaningfully improve, and in some cases may even introduce unnecessary overthinking on simple tasks.

Low / Medium / High / xhigh — When to Use Each

Low effort is appropriate for tasks where the answer is either simple, well-defined, or doesn't require multi-step reasoning: formatting text, simple lookups, short rewrites, classification
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