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Character Player

Template High Concept Aspect

Musts Trouble Aspect

Rising Conflict: What shaped you?

The Story: What was your first adventure?

Guest Star: Whose Path Have You Crossed?

Guest Star Redux: Who Else’s Path Have You Crossed?

Background: Where did you come from?

Phase Aspect

Phase Aspect

Phase Aspect

Phase Aspect

Phase Aspect

What nation, region, culture are you from? What were your family circum-
stances like? What’s your relationship with your family? How were you 
educated? What were your friends like? Did you get into trouble much? 
If you’re supernatural, how early did you learn this? Were there problems?

Who were the prominent people in your life at this point? Do you have 

enemies? Close and fast friends? How did your high concept and trouble 

aspects shape you and events around you? What were the most significant 

choices you made? What lessons did you learn in this time?

Story Title

Guest Starring . . .

Story Title

Whose story was this? Who else was in it?

Story Title

Whose story was this? Who else was in it?

Events

Events

Events

Events

Events

Matt
Text Box



Current 
Fate Points

Base Refresh Level

   Adjusted Refresh

FP From Last Session

   Skill Points Spent	 Total Available

   Power Level	 Skill Cap
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Character Player

Total Refresh 
Adjustment

The Ladder
Legendary	 +8
Epic	 +7
Fantastic	 +6
Superb	 +5
Great	 +4
Good	 +3
Fair	 +2
Average	 +1
Mediocre	 +0
Poor	 –1
Terrible	 –2

Aspects Skills

Stunts & Powers
Stress

Consequences

High Concept

Trouble

Other Aspects

Superb (+5)
# of Slots:

Great (+4)
# of Slots:

Good (+3)
# of Slots:

Fair (+2)
# of Slots:

Average (+1)
# of Slots:

	 1	 2	 3	 4	 5	 6	 7	 8

Physical	 	 	 	 	 	 	 	 	
(Endurance)

Mental	 	 	 	 	 	 	 	
(Conviction)

Social	 	 	 	 	 	 	 	
(Presence)

Armor, Etc: 

Cost	 Ability

Type	 P/m/S	 Stress	 Used?	 Aspect
Mild	 ANY	 -2	
Moderate	 ANY	 -4	
Severe	 ANY	 -6	
			 
			 
			 
Extreme	 ANY	 -8	 	 Replace Permanent



Coyote	Shifter	Cheat	Sheet	

Combat	Stats:	
Initiative = Great (+4) as human, Legendary (+8) as coyote 
Attack = Average (+1) as human, Good (+3) as coyote 

Dodge = Fair (+2) as human, Fantastic (+6) as coyote 
Damage = Margin of Success as human, Margin of Success + 2 (Claws) as coyote 

Powers	

Beast	Change	‐	Coyote	[–1]	
Description: You’re able to take on the form of a coyote, rearranging the priorities of 
your skill list. 
Skills Affected: Many. 

Effects:	
Beast Form. You take on the shape and appearance of a coyote. This only covers a 

cosmetic change of form and does not convey additional abilities like Claws or any 
supernatural Strength, Speed, or Toughness abilities—you will need to take those 
separately to get the appropriate benefit. 

Skill Shuffle. When in coyote form, use the skill configuration in brackets on your 
character sheet. 

Echoes	of	the	Beast	[–1]	
Description: Some part of you is a coyote, due to your shapechanging. This brings along 
the benefits of that animal’s senses. 
Skills Affected: Alertness, Investigation, and Survival. 

Effects:	
Beast Senses. Whether in human form or otherwise, your senses are strongly tuned in a 

fashion fitting a coyote. Whenever it seems reasonable that you’d have some sort of 
beast-born advantage of the senses (for example, a keen sense of smell while making 
an Alertness or Investigation roll), you get a +1 on the roll. 

Beast Trappings. You are able to track by smell, using your Alertness skill. 
Beast Friend. You may achieve at least an instinctual understanding (if not actual 

communication) with canines. This can allow you to make assessment actions to suss 
out a particular animal’s motives. 



Human	Form	[+1]	
Description: You’re a shapeshifter, but when you haven’t shapeshifted, you’re just a 
normal person. 
Skills Affected: Varies. 

Effects:	
Regular Joe/Regular Jane. Your Claws and Inhuman Speed are not available to you 
when you are in human form. 

Claws	[–1]	
Description: You have fangs, natural weapons that let you add damage when attacking 
with your “bare hands”. 
Note: You need to be in coyote form to use your fangs. 
Skills Affected: Fists. 

Effects:	
Natural Weapons. You have fangs which act as Weapon:2 for your Fists attacks. This 

bonus stacks with stress increases due to Strength abilities, but won’t stack with other 
Weapon:[X] effects. 

Inhuman	Speed	[–2]	
Description: You are very fast, just past the edge of human capability. 
Skills Affected: Athletics, Alertness, and some other physical skills. 

Effects:	
Improved Initiative. Your Alertness is at +4 for the purpose of determining initiative. 
Athletic Ability. All your Athletics checks are made at +1, including dodging. When 

sprinting, this bonus is increased to +2. 
Casual Movement. Whenever moving as part of another physical activity, you may 

move one zone without taking the –1 penalty for a supplemental action. 
Almost Too Fast To See. Difficulty factors due to moving are reduced by two when 

rolling Stealth. 

Stunts	
At Home on Four Legs: You’ve spent so much time in your coyote form that you find it 

easier to move that way than as a human. When in coyote form, your Athletics is 
considered to be Superb (+5) for all forms of movement, including dodging. 


	Template: Were-Form
	Musts: 
	S1: Hunter and Prey
	G1: 
	Phase One: You never knew your father - your mother said he died before you were born. You were raised on her family farm, with your grandparents, getting the full experience of a rural manitoba childhood. 
	Rising Conflict What shaped you: 
	Phase Two: You first changed form at the age of twelve. that's when your father's family came back into the picture, taking you off to live with their shifter family, where you learned the ways of the wild.
	The Story What was your first adventure: 
	Phase Three: When you came to Winnipeg, you had a little trouble fitting in - You chafed at the lack of opportunity to run in your other form. Taking the risk in Assiniboine forest one night, you ran afoul of a gang of hunting fey. It took all your tricks, and some help from new friends, to throw them off your trail.
	Guest Star Whose Path Have You Crossed: 
	Phase Four: 
	S2: 
	G2: 
	Guest Star Redux Who Elses Path Have You Crossed: 
	Phase Five: 
	S3: 
	G3: 
	Character: 
	Player: 
	High Concept: Coyote Shifter
	Skills 5: 
	Trouble Aspect: Soul of the Beast
	A1: Country Boy/Girl
	Skills 3: Deceit, Empathy (Athletics, Fists)
	Skills 2: Athletics, Endurance, Stealth (Endurance, Intimidation, Survival)
	Skills 1: Discipline, Fists, Intimidation, Presence, Rapport (Deceit, Discipline, Might, Presence, Rapport)
	n5: 
	n4: 2
	n3: 2
	A2: The Law of the Jungle
	A3: Hard-Won Tricks
	A4: 
	n2: 3
	Skills 4: Alertness, Survival (Alertness, Stealth)
	A5: 
	n1: 5
	Phys 3: Off
	Phys 4: undefined
	Phys 5: undefined
	Phys 6: undefined
	Phys 7: undefined
	Phys 8: undefined
	Cost 1: -1
	Mental 3: undefined
	Mental 4: undefined
	Mental 5: undefined
	Mental 6: undefined
	Mental 7: undefined
	Mental 8: undefined
	Cost 2: -1
	Ability 1: Beast Change
	Ability 2: Echoes of the Beast (Track by scent)
	Social 3: Off
	Social 4: undefined
	Social 5: undefined
	Social 6: undefined
	Social 7: undefined
	Social 8: undefined
	Cost 3: +1
	Ability 3: Human Form, Affecting the following:
	Cost 4: -1
	Ability 4: Claws (Fangs, Actually)
	Cost 5: -2
	Ability 5: Inhuman Speed
	Cost 6: -1
	Ability 6: At Home on Four Legs: Athletics is Superb (+5) when in coyote form.
	Cost 7: 
	Ability 7: 
	Cost 8: 
	Ability 8: 
	C-Type 1: 
	PMS1: 
	Stress 1: 
	Cost 9: 
	Ability 9: 
	C-Type 2: 
	PMS2: 
	Stress 2: 
	C-Type 3: 
	Cost 10: 
	Ability 10: 
	Power Level: Waist Deep
	Skill Cap: Great
	PMS3: 
	Stress 3: 
	Cost 11: 
	Ability 11: 
	Skill Points Spent: 25
	Total Available: 25
	Base Refresh: 7
	Adjusted Refresh: 2
	TRA: -5


