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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



Wendigo’s	Child	Cheat	Sheet	

Combat	Stats:	
Initiative = Fair (+2) 
Attack = Great (+4) 
Dodge = Fair (+2) 
Damage = Margin of Success + 2 (Inhuman Might) + 2 (Claws) 
Hunger Stress Track: OOO 

Powers:	

Emotional	Vampire	(	Despair)[–1]	
Description: You can (and, with Feeding Dependency, must) “eat” strong despair. Those 
who feed on despair tend to be fearsome creatures (or at least control freaks). 

As a baseline, whenever you’re near a source of strong despair, you may draw in 
mild sustenance from it. This just grazes the surface of the victim’s life force, maybe 
making them just a shade less vital in the long term, but it doesn’t have much of an 
immediate effect. Being in the presence of many people experiencing strong despair has a 
multiplicative effect; as such, emotional vampires are nearly always drawn to such 
events. 
Skills Affected: Deceit. 

Effects:	
Feeding Touch. Physical contact is where it’s at for a satisfying, long-term meal. When a 

victim is in the throes of despair (easy if using the Incite Emotion ability), you may 
draw some of his life force out of him to sustain you. This is done as a psychological 
attack with Deceit. With the Incite Emotion ability, inciting the emotion and feeding 
on it may be done as a single action, based on a single roll. On subsequent exchanges, 
if the emotion is still in place you may continue to feed, gaining a +1 on the roll. 

The Taste of Death. Once per scene, if you inflict enough stress and consequences to kill 
a victim from feeding, you may take an immediate “free” recovery period equal to an 
extra scene. This will clear your stress track and mild physical consequences. 

Feeding Frenzy. When in the presence of heightened emotions and willing victims, you 
feel a nearly uncontrollable urge to feed. The GM is within her rights to call for 
Discipline rolls to resist the urge. In some cases, the urge may take the form of a 
compel against your high concept. 



Claws	[–1]	
Description: You have claws, natural weapons that let you add damage when attacking 
with your “bare” hands. 
Note: You need to use your Human Guise to conceal your claws. Otherwise, they are 
very obvious. 
Skills Affected: Fists. 

Effects:	
Natural Weapons. You have claws 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. 

Human	Guise	[–0]	
Description: Congratulations, you pretty much look like everyone else. 
Skills Affected: Discipline. 
Notes: The effects of this ability are so minor that they’re really considered to be almost 
cosmetic, at least in terms of the impact on the game mechanics; hence the zero cost.  

Effects:	
Normal Appearance. You have a number of supernatural abilities that give you an 

appearance that’s noticeably, often horrifically, different from normal folks. With this 
ability, you are able to take on a human guise that conceals your supernatural nature 
from mundane senses. Supernaturally gifted individuals may still sense your unusual 
nature using Investigation, Alertness, or Lore. 

Your other abilities are still technically available to you while you’re looking 
normal. The moment you choose to use your powers, however, the human guise drops 
away. So long as you do not use your abilities, you don’t give away your nature to 
mundane senses—though under times of great stress or high emotion, you may be 
called on to make a Discipline roll to keep the guise in place. 



Feeding	Dependency	[+1]	
Description: You gain your Inhuman Strength and Incite Emotion powers by feeding on 
despair. 
Skills Affected: Discipline. 

Effects:	
Hunger Is Stressful. You have an additional stress track called Hunger, based on your 

Discipline. Unlike other stress tracks, you may not clear this out at the end of a scene 
(see below). 

Limited Reserves. At the end of a scene whenever you have heavily exerted your 
affected powers, you must check to see if you experience feeding failure. This 
manifests as an attack with a strength equal to the total refresh cost of the abilities you 
used; you roll Discipline to defend. For example, if you used Inhuman Strength and 
Incite Emotion in the scene, that’s a total of 4 refresh, so you’d be rolling your 
Discipline to meet or beat a target of 4. 
 If you succeed, you may clear out your hunger stress track. 
 If you fail, you take hunger stress as though you’d suffered an attack. If you have 

physical or mental consequence slots open, you may use them to buy off the stress 
as per the normal rules. If you cannot or do not wish to spare consequences, then 
you must lose access to a number of your powers, up to a refresh cost equal to the 
amount of stress taken. These options can be combined however you choose. 

 If you have no powers left to lose and are taken out by a feeding failure, you are 
actually taken out (resulting in complete incapacitation, extreme emaciation, and 
other nasty fates). 

  Highly stressful or emotional situations can still trigger your need to feed, even if 
you’ve already lost some or all of your abilities. In such situations (often as the result 
of a compel), the strength of the attack is equal to half of the refresh value of your 
affected abilities, rounded up. 

Failure Recovery. You can recover your lost abilities at the rate of up to one point per 
scene so long as you opt out of the scene, essentially because you are spending it 
feeding. You can regain all of your lost abilities in one scene if you feed so forcefully 
as to kill a victim outright. In either case, your hunger stress clears out completely, and 
any consequences that resulted from feeding failure vanish regardless of the usual 
recovery time. 



Incite	Emotion	[–1]	
Description: You are able to incite strong despair in a target. Emotions created by this 
ability are real, but not True. 
Skills Affected: Deceit 

Effects:	
Emotion-Touch. If you can touch someone, you can make him feel despair. You’re able 

to do maneuvers at +2 to your roll (using Deceit) that force despair on a target (as a 
temporary aspect), so long as you’re in the same zone as he is and you can physically 
touch him. The victim defends with his Discipline. You may be able to prevent the 
victim from taking other actions as well if you do this as a block instead of as a 
maneuver. 

At Range [–1]. You may use this ability on targets up to one zone away without touching 
them. 

Inhuman	Strength	[–2]	
Description: You are able to lift more and hit harder than the average human can, due to 
your supernatural heritage. 
Skills Affected: Might, other physical skills. 

Effects:	
Improved Lifting. Whenever lifting or breaking inanimate things, you gain a +3 to your 

Might score. 
Bruising Strength. Roll Might at +1 whenever using that skill in conjunction with 

grappling. This also allows you to inflict a 2-stress hit on an opponent as a 
supplemental action during a grapple. 

Superior Strength. Whenever using your Might to modify another skill, it always 
provides a +1 regardless of the actual comparison of your Might score to the skill in 
question. 

Hammer Blows. With attacks that depend on muscular force (such as your claws), you 
are at +2 to damage, increasing the stress dealt by two on a successful hit. 

Stunts	
Know Where It Hurts: Your own struggles with despair over your nature have given 

you insight into the insecurities of others. When inciting despair using your Incite 
Emotion ability, your Deceit is considered to be Fantastic (+6) 


	Template: 
	Musts: 
	S1: Family Dinner
	G1: 
	Phase One: You were raised in the foster care system, with no memory of your parents. Some homes were good, some weren't. You learned that you were the only person you could count on.
	Rising Conflict What shaped you: 
	Phase Two: As a teenager, your heritage began to manifest. You were drawn to hopelessness, and found that being in its presence revitalized you. Other changes soon followed, and you began to realize that you had the blood of the Wendigo flowing through your veins.
	The Story What was your first adventure: 
	Phase Three: When your family came to claim you, you had to make a decision about whether you would let your nature rule you, or whether you could change your fate. With the help of some unexpected friends, you managed to cling to your humanity.
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	Phase Four: 
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	G2: 
	Guest Star Redux Who Elses Path Have You Crossed: 
	Phase Five: 
	S3: 
	G3: 
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	Player: 
	High Concept: Wendigo's Child
	Skills 5: 
	Trouble Aspect: I Am NOT a Monster!
	A1: I Take Care of Me
	Skills 3: Endurance, Might
	Skills 2: Alertness, Athletics, Stealth
	Skills 1: Conviction, Discipline, Intimidation, Presence, Survival
	n5: 
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	n3: 2
	A2: I Know What I Am
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	A4: 
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	Phys 4: Off
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	Social 6: undefined
	Social 7: undefined
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	Ability 7: Know Where It Hurts: Deceit is Fantastic (+6) for instilling despair
	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: 1
	TRA: -6


